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Preface 

A rcade Games For The Commodore 64 has been 
created for the C-64 owner who enjoys playing 

computer games and wants to learn more about the 
"magic" that makes them work. We have provided fifteen 
games which demonstrate the power of the Commodore 
64 home computer. The games utilize most of the fea­
tures of the C-64, including color, sound, music, ani­
mated character and sprite graphics, multicolored 
characters and sprites, and redefined characters. Some of 
the games produce multivoice sound effects. Some use 
more than thirty sprites! All offer colorful, animated fun. 

All the games are written in BASIC and annotated 
with enough programming detail that you will be able to 
explore and experiment with many aspects of the pro­
grams. Even if you do not have a complete understanding 
of the BASIC language or any previous programming 
experience, you can exercise your own creativity by 
changing the games, using the modification hints given. 
You may find this to be even more fun than playing them! 

For each game, in addition to play instructions and 
program listings, we have included a discussion of some 
of the programming techniques used in the game's crea­
tion. The explanation should satisfy a non-programmer's 
curiosity, or point out topics for further study by readers 
who want to program games themselves. 

Our intent was to present enough information that 
you will feel you understand the general method by 
which the programmer achieved a certain result. If you 
wish to achieve the same result in a program of your own, 
studying our program as an example will be helpful. You 
will probably need to refer to other texts, however, to 
_________________________________________________________________ u 



obtain all the information you need. In many cases, we 
provide specific references for additional details. 

Because we wanted to create games which would 
exploit the power of the Commodore 64 computer and be 
fun to play, each game program is elaborate and contains 
many different tricks and techniques. An attempt to thor­
oughly describe just one program could fill a book. The 
"Programmer's Notes" for each game highlight just one or 
two game programming topics. If you examine the pro­
grams in detail, you will uncover many more techniques 
which you might wish to study further. 

Though we have made our explanations as clear as 
possible, you may find them easier to understand if you 
have some familiarity with the Commodore 64 User's 
Guide which came with your computer. In fact, we have 
often made reference to that guide for further details on 
topics which were beyond the scope of this book. 

Whether you are a game player, a programming 
enthusiast, or just someone curious about computers, 
reading this book and looking over the program listings 
should give you a general understanding of the structure 
of a game program and some methods by which program~ 
mers achieve the effects which make games fun. 

In addition to many hours of entertainment, we 
hope our games provide you with a learning experience 
as you discover how the various programmers have 
taken advantage of the Commodore 64's special features 
to implement their game ideas. 

Mary Ann Chapman and David Harper 
Fanfare House, Inc. 

x ________________________________________________________________ _ 
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Introduction 

T he games' in this collection are all "arcade-style", 
requiring skill, coordination and strategy to 

achieve high scores. In order for you to understand and 
modify the game programs, we chose to write them in 
BASIC, which is the language most commonly used by 
Commodore 64 owners. 

Although BASIC is simple to demonstrate and 
understand, it does not result in extremely fast-running 
programs. As a result, the games do not have quite the 
lightning speed found in true arcade games, which are 
generally written in faster languages, but they are still 
fun to play. The methods used to achieve the "arcade" 
effects are the same as those used in the faster games. 

Our programmers have created games with every­
thing from squirrels to space ships, including helicopters, 
hot-air balloons, ghosts, aliens and robots. You will be 
playing a pinball game, p1,ltting out firecrackers, storing 
nuts for the winter, and trying to rescue, capture or 
escape from all sorts of strange creatures. There are two 
games that simulate sports: one is a "pong" or handball­
type game, while the other is similar to football, for two 
players. 

Playing the Games 

Loading and Running the Games 
All games are loaded and run in the same way. Place the 
disk which came with this book into your disk drive. Be 
sure it is inserted correctly, with the label side facing up 
and the edge farthest away from the label inserted first. 
________________________________ xiii 



Consult your disk drive user's manual if you need more 
assistance. 

If you wish to display a list of all the game programs 
on the disk, type LOAD"$",8 and press the RETURN 
key. This loads the disk's program directory into the 
C-64's memory. When the computer displays READY, 
type LIST and press the RETURN key, to see the direc­
tory of programs. 

To run a particular game, determine the exact name 
of the game from either the disk directory or the descrip­
tion of the game in the book. Type LOAD"game 
name", 8 and press the RETURN key. After a delay of 15 
seconds or more, depending on the size of the game, the 
computer will display READY. This indicates that the 
game has been found and loaded into the C-64's memory 
and is ready to be played. Type RUN and press the 
RETURN key, and the game's title screen will appear. 
Further instructions on how to play are in the description 
for each game. 

For example, one of the games is called Ghost 
Hunt. To load this game, type LOAD"GHOST 
HUNT",8 and press the RETURN key. Note: The space 
between GHOST and HUNT is part of the name and must 
be included, or the computer won't find the game on the 
disk. 

Some of the games actually consist of two programs. 
To playa two-part game, you load and run one program, 
and that program automatically loads and runs the other. 
The second program always has a name beginning with 
&&. For example, the game called Firecracker Boy actu­
ally consists of the programs FIRECRACKER BOY and 
&& FIRECRACKER. If you attempt to load and run && 
FIRECRACKER, it will run but it may not work cor­
rectly, and the game's characters will have a very strange 
appearance. 

How to Stop a Game 
When you are finished with one game and want to playa 
different one, you must stop the first game and get the 
computer ready to accept a new LOAD instruction. 

Most of the games can be stopped by pressing and 
holding down the RUN/STOP key and then pressing the 
RESTORE key. The C-64 will respond by displaying xiv ____________________________________________________________ __ 



READY, meaning that it is ready for a new command. 
You may then load and run a different game or run the 
same one agaiIi by typing RUN and pressing RETURN. 
Even after pressing RUN/STOP and RESTORE, the 
original game is still in the computer's memory. 

Games which use memory bank switching tech­
niques (which will be discussed later) cannot be stopped 
quite so easily. The descriptions of those games direct 
you to this section for instructions on stopping them. 

In those games, pressing RUN/STOP and 
RESTORE will cause the computer to behave very 
strangely. Instead, use the following procedures: Press 
RUN/STOP. Type RUN20000 and press the RETURN 
key. Then press and hold down RUN/STOP and press 
RESTORE. The computer will then say READY, and 
you can load and run another game, or type RUN and 
press RETURN to run the same game again. 

Ordinarily these procedures will be sufficient to 
stop a game, load another one, and run it. However, due 
to memory manipulation techniques used in some 
games, you may occasionally have difficulty starting the 
next game. If that occurs, or if you want to stop a game 
and get the computer back to READY without going 
through the procedures above, simply turn the computer' 
off and on again. This will completely clear the C-64's 
memory. Then load the game you want to play. 

Joysticks. Many of the games are played with one 
joystick. For those games, plug a joystick into control port 
2 on the right-hand side of the Commodore 64, next to the 
ON/OFF switch. One game, Sound the Whistle, is 
played by two people and requires two joysticks, one 
plugged into each control port. Be sure you hold the 
joystick in the proper position. 

Sound. All of the games are spiced with interesting 
sounds as they are played. Adjust the volume on your 
television or monitor to a comfortable level so that the 
sound effects will add to your enjoyment of the games. Of 
course, if someone in the room doesn't share your appre­
ciation for electronic game sounds, you can turn the 
voiume off completely. _______________________________________________________________ xv 



Information provided for each game 

The initial section of information on each game explains 
the basic idea of the game, describes the scene, intro­
duces the characters, and explains how to load and play 
the game. You may wish to read just that section and then 
play the game, before proceeding to the program d9-cu~ 
mentation which follows. 

In the Programmer's Notes, the programmer of the 
game explains some of the methods used to make the 
game work as it does. Often this section includes a 
description of a programming challenge inherent to the 
game design, and how it was solved. Our programmers 
have used many techniques, only some of which are 
explained. If you carefully examine the program listings, 
you will uncover and begin to understand other tech­
niques that can be useful if you start writing your own 
programs. 

Hints for Modifying the Game include both simple 
changes which you can make to adjust the speed or 
difficulty of the game, and general suggestions for more 
complex modifications. As you play the games, other 
ideas may occur to you. When you begin to implement 
your own ideas, you will see how really creative the 
programming process can be! 

Under Major Routines, you will find a synopsis, by 
line number, of the major functions of the game program. 
The significant variables used in the program are listed in 
the Major Variables section, along with a brief descrip­
tion of their use. Both of these sections will aid your 
understanding of how the program works. 

For each game which uses sprites, a Sprites section 
provides information for each sprite used. The Line 
Number column, next to the description of a particular 
sprite, indicates the line numbers in the program where 
the DATA statements for that sprite may be found. The 
location in memory where each sprite is stored is repre­
sented by the number under the Page heading. 

Each game which uses redefined characters has a 
Characters section which provides information for each 
redefined or custom character used. The Line Numbers 
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column, next to the description of a particular character, 
indicates the line numbers in the program where DATA 
statements used for the redefinition may be found. 

Sprites 
The sprite feature is the C-64's way of handling special 
shapes which are to be moved around on the screen. By 
creating moving objects as sprites, a programmer greatly 
simplifies the programming required to produce a game 
on the C-64. 

Sprites are explained in Chapter 6 of the Commodore 
64 User's Guide. Because this powerful feature is used 
extensively in most of the games in this book, a little 
further explanation here may be helpful. If your interest 
in technical details is minimal, this discussion is not 
essential to your understanding of the rest of the Intro­
duction and the game descriptions. 

To create a sprite, the programmer includes data in 
the program to tell the computer what size, shape, and 
color the sprite is to be and where it is to be located on the 
screen at any particular moment. The computer then 
automatically handles many functions that otherwise 
would require extensive programming. 

The computer's VIC IVideo Interface Controller) 
chip uses the programmer's data to display the sprite on 
the screen with the desired color, shape and size. By 
continuously redisplaying it at locations specified by the 
programmer, the VIC chip makes the sprite appear to 
move around. The VIC chip also detects collisions wp.en 
the sprite is in the same place on the screen as another 
sprite or a background character. 

The data which specifies the sprite's shape is usually 
coded into DATA statements in the program. With 
instructions which are executed very early when the 
program begins running, the sprite shape data is moved 
into an area of memory outside the program, where it is 
accessed later by the VIC chip. 

The C-64's memory contains 64 Kilobytes of storage 
11K = 1024 bytes or characters). It is organized into 
''banks'' of 16K each, which are further divided into 256 
"pages" of 64 bytes each. A sprite shape definition is 3 
bytes wide by 21 bytes high, or a total of 63 bytes. The 
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64th byte of a page used to define a sprite always has a 
value of zero. In our documentation, the number under 
the Page heading is a reference to the page in memory, 
outside the program itself, where the shape data for a 
particular sprite is stored. 

For example, if the page number for a rocket sprite 
stored in bank 0 is 192, the data that determines the shape 
of the rocket is stored in the C-64's memory beginning at 
page 192, or location 12288 (192 * 64 = 12288). 

In most of these games, the sprites are stored along 
with the program in the first 16K bank of memory, which 
is known as bank o. Some games use a technique called 
bank switching, which permits the sprites to be accessed 
by the VIC chip from a different bank. If a game uses a 
bank other than 0, its program documentation will so 
indicate. (For more discussion of bank switching, see the 
Programmer's Notes for the game Cosmo's Rescue. 

A maximum of eight sprites may be on the screen at 
anyone time. Eight locations in memory, beginning at 
location 2040, are used as sprite page number pointers. 
When a game is running and the program calls for a sprite 
object to be displayed, the VIC chip obtains the page 
number to use from the sprite page pointer location 
assigned to that sprite. 

When an object is to be animated, several different 
sprites are used, each representing a different step in the 
animation. Then a sequence of different sprite pages, one 
for each sprite, is used to create the animation effect. The 
page number stored in the sprite page pointer is continu­
ously changed to the next page number in the animation 
sequence. 

For each game, we have printed a few of the major 
sprites in graphic form. To the right of each sprite 
printout, you will find three columns of numbers. Each 
row contains the actual numbers used in the program's 
DATA statements to define the corresponding row of the 
sprite. The numbers below the sprite represent the loca­
tion in memory (bank and page) where the sprite data is 
stored. 

If you would like to learn how the numbers in DATA 
statements translate into a particular sprite shape, how 
sprites can be more than one color, and other details of 
using sprites, refer to the Commodore 64 User's Guide or to 

xviii _______________________________ _ 



some of the other excellent books now available about 
sprite programming on the Commodore 64. 

Sprites are somewhat complicated to set up initially, 
but then they can be controlled and moved around with a 
minimum of programming. In most cases they offer the 
most advantageous method of creating moving objects. 
Their disadvantage is that no more than eight may be on 
the screen at one time. 

Characters and Redefined Characters 
The C-64 also offers another method of creating movable 
shapes in a program. You may have seen "graphics" pro­
grams in which characters such as X and 0 are used to 
draw the shapes. In addition to alphabetic and numeric 
characters, graphics characters with many different 
shapes are available on the C-64. These graphics charac­
ters can be arranged to Jorm the desired object, and 
program instructions can be written to move the group of 
characters around on the screen. 

It is possible to invent entirely new graphics shapes 
if the ones available aren't suitable for the desired effect. 
The programmer then includes instructions which 
redefine the standard characters to give them the spec­
ified new form. 

Some of the game programs in this book use 
redefined characters to create animated figures and other 
special shapes. Once again, consult one of the books on 
graphics programming for the Commodore 64 for com­
plete details on how this is done. 

Since there are 256 characters in the C-64 character 
set, there may be up to 256 redefined character shapes in 
a program. Therefore this technique is sometimes used 
when a game design calls for a large number of movable 
objects, even though much more programming is 
required to move them around on the screen than is 
necessary with sprites. The most advantageous use of 
redefined characters is for complex background shapes 
that do not require movement. 

The Program Listing 
For readers who do not have a printer, and to save time 
for those who do, we have included a program listing. It is 
printed exactly as it would be if you loaded the game and _________________________________________________________________ xix 



printed it on your own printer. A complete listing is 
invaluable if you want to learn how a program works or 
figure out how to modify it. 

The many strange symbols in the listings are the 
Commodore 64's special graphics and control characters. 
When .you list the program on your computer monitor, 
you wIll see the same symbols. To learn which keys to 
press to obtain these symbols and what the control char­
acters do, consult Chapter 5 of the Commodore 64 User's 
Guide or one of the other books available on graphics 
programming for the Commodore 64. 

Modifying the Games 

If you want to follow our modification hints and experi­
ment with changing the games, we suggest that you first 
set up a separate disk for your modified versions. 

First, format a new disk as explained in the user's 
manual for your disk drive. Load the program into your 
computer from the original disk. Then remove the origi­
nal disk, insert your new formatted disk, and save the 
program. You will still have the program loaded in the 
computer, and you can then begin making your changes. 

Remember that when making changes, it is very 
easy to make errors that introduce "program bugs". The 
bugs can be severe enough to cause the computer to "lock 
up" when you try to run the game. If this happens, you 
will be unable to save your changes. Therefore, we sug­
gest that each time you are ready to try running a newly 
modified program, you save it first. Even if it contains a 
bug, it may be easier just to correct the bug than to enter 
all your changes again. 

Each time you save a version of the game, give it a 
different name, and keep each version until you are sure 
you will never want it again. For example, if you are 
working with the game Ghost Hunt, you may wish to 
name the modified versions GHOST HUNT 1, GHOST 
HUNT 2, and GHOST HUNT 3. After you are certain 
that GHOST HUNT 3 works, you may decide to delete 
the other two versions from the disk. When you complete 
a'. modified version that you plan to save indefinitely, give 
it yet another name, such as GHOST HUNT A or 
GHOST CHASE. xx ______________________________________________________________ ___ 



NEVER TRY TO SAVE A PROGRAM ON THE 
DISK THAT CAME WITH THIS BOOK! You might 
accidentally damage the disk and lose all its games for­
ever! As a safeguard, you could place a write-protect tab 
over the square notch on the original disk. 

Try Programming Yourself! 

Many computer owners begin to explore programming 
because they are intrigued by the inner workings of the 
programs they have purchased. As you begin to learn 
more about programming and begin to understand the 
game programs in this book, you may have modification 
ideas of your own. Go ahead and try them! 

You may find yourself becoming more and more 
involved in programming, just because you enjoy it. 
Writing programs can be a lot of fun! 

Programming Guidelines 
If you decide to do much programming, you will want to 
refer to one of the many programming texts on the BASIC 
language. To supplement the information they provide 
on the features of the language, we would like to offer 
some hints on style and structure which can make your 
programs easier to debug and modify. These techniques 
can make your programming efforts more successful and 
less frustrating, whether you are writing original pro­
grams or simply modifying the game programs in this 
book. 

1) Plan first - program later. Think through your 
design or proposed change before you begin to write any 
program instructions. Write down everything the pro­
gram will do and the steps it will follow. 

2) Don't be too clever. Use straightforward logic that 
will still make sense to you if you decide to work on the 
program again a month later. 

3) Plan for speed, but don't make it your first pri­
ority. Get the program working correctly first. Then if 
some part of it seems to be running too slowly, you can 
concentrate your efforts on speeding up that routine. 

4) Organize your program by dividing the program 
tasks into logical subroutines to be performed by one 
control section. Place the subroutines below the control __________________ ----------------____________________________ xxi 



section. Then, when looking at or working on the pro­
gram, you can see the sequence of tasks at a glance. 

5) Make variable names as meaningful as possible. 
SC would be a better variable name than R9 to keep track 
of the score. Use a name like VI for the base address of 
the VIC chip (53248). VI + 16 is more easily remembered 
and meaningful than 53264. 

6) Document your programs internally with 
remarks. Identify the function of each subroutine with a 
remark at the beginning of the subroutine. Identify the 
usage of each group of DATA statements. Comment on 
any section of the program for which the function is not 
obvious. These remarks can be great timesavers later if 
you have to debug or modify the program. 

As you examine the programs and their documenta­
tion in this book, ask yourself two questions: 1) What do 
you wish the programmers had done to make it easier for 
you to understand the program or to help you make 
changes? 2) What did they do which you found helpful? 
Your answers to these questions will provide useful guid­
ance when you begin writing your own programs. 

Compilers and Other Languages 
If speed is important in your programs, you may find that 
the Commodore 64's BASIC interpreter cannot execute 
your program instructions quickly enough. Each time the 
program is run, an interpretive language must convert 
each statement in the program into machine language 
before it can be executed by the computer. 

You may wish to acquire a BASIC compiler, which is 
a program used to convert your BASIC source program 
into machine language in a separate step, creating an 
object version of the program. No time is required for 
conversion when the object program is executed, and the 
program runs faster. You may find it runs so much faster 
that you actually have to make changes to slow it down! 

Usually there are subtle differences between inter­
preter and compiler versions of the same language. Often 
some programming changes are required when moving 
from one to the other. You would be well-advised to wait 
until you are very comfortable with programming on the 
C-64 before you attempt to use a compiler. 

xxii ______________________________________________________________ __ 



You may also want to learn to use assembly lan­
guage to speed up critical routines in your BASIC pro­
grams. Or, you might investigate other languages which 
are faster than BASIC, such as Pascal, FORTH, or 'C', all 
of which are compiled languages. 

Programming References 
For prograinming information beyond the scope of the 
Commodore 64 User's Gu~de, a number of excellent pub­
lications are available. The Commodore 64 Programmer's 
Reference Guide ICommodore Business Machines, Inc. 
and Howard W. Sams; Inc., 1982), available in book­
stores, is a complete technical reference for the C-64 and 
is essential for the serious programmer. 

For a step-by-step tutorial, however, the many other 
books available on C-64 graphics programming will be 
more appropriate. It is difficult to recommend specific 
titles because, while many of them are excellent, they 
vary widely in content and level of complexity. Find a 
bookstore with a good selection of Commodore computer 
books, and select some that are designed for your level of 
knowledge and include the topics of interest to you. 

_________________________________ xxiii 
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Rocket 
Lander 

Charles Mott, Jr. 

Stationed inside the red control tower, you are a 
rocket landing controller responsible for the safe 

landing of incoming rockets. Each rocket must touch 
down very gently on its black landing pad before running 
out of fuel, or it will explode. 

Incoming rockets appear on the screen from the 
upper left and are controlled with function keys. Press Fl 
or F3 to fire the side thrusters, or F5 to turn on the main 
engines and slow your descent. When the landing pad is 
on the left, safe landings can be made easily. But if the 
landing pad is toward the right of the screen, be careful 
and watch your fuel supply! After a rocket has been 
landed safely or has crashed, press any key to start a new 
landing sequence with another rocket headed for a differ-

. ent landing pad. 
You may wish to use Rocket Lander as a practice 

game to help you get a better feel for the delicate control 
skills necessary for such games as Cosmo's Rescue and 
Ride the Wind. 

Load the game by typing LOAD"ROCKET 
LANDER",8 and pressing the RETURN key. After 
about 20 seconds, the computer will say READY, indi­
cating that the game is loaded. Then type RUN and press 
the RETURN key. The title screen will appear, followed 
by an instruction screen with the message GET READY -
ROCKETS APPROACHING. After about 40 seconds, 
the game will start. Happy landings! 
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Programmer's Notes 

Sprites without DATA Statements. Five different 
sprites for the rocket in Rocket Lander are defined in 
DATA statements. A sixth sprite, for the landing pad, is 
defined using another technique instead of DATA state­
ments. 

The landing pad is simply a solid rectangular box 
with nothing showing on the screen except its top. If the 
sprite had been defined with DATA statements, all the 
numbers in the DATA statements would be 255. Instead, 
line 10 of the program contains a loop which stores the 
value 255 directly into all 63 bytes of memory set aside 
for the landing pad sprite definition. 

Many sprites with simple designs can be created in a 
similar way. Instead of typing one value over and over 
again into DATA statements in the program, taking up 
valuable space in memory, let the computer do the work! 

Redefined Characters. The futuristic landing control 
tower and the rugged landscape were created with 
redefined characters, defined in the eighteen lines of 
DATA statements at the end of the program .. Line 170 
replaces the standard characters with the values in the 
DATA statements. The Introduction to this book and the 
Programmer's Notes for the game Space Crash offer 
further discussion of redefined characters. 

If you would like to see the standard characters· 
which were redefined to obtain the characters that 
appear on the screen in Rocket Lander, do the follow­
ing: Turn the computer off and on again. Load the game 
in the usual manner but do not type RUN. Type 170 and 
press RETURN. (This will delete line 170.1 Now type 
RUN and press RETURN. The screen will be displayed 
with standard instead of redefined characters, but other­
wise, the game will run as usual. 

Hints for Modifying the Game 

The variable Kl represents the vertical speed of the 
rocket. In line 440, the expression Kl< -.1 checks for 
the speed at landing time, -.1 being the maximum speed I 



allowed for a safe landing. Substituting other values for 
the .1 will make landing easier or more difficult. 

The statement K1 = K1- .1 in line 430 decreases the 
speed when the main engines are fired, and the statement 
K1=K1+.1 in line 437 simulates the force of gravity. 
Again, substituting other values for the .1 will change the 
difficulty of the landing. 

The amount of fuel remaining is stored in the vari­
able PO. The beginning fuel supply is set to 100000 in line 
360 and can be changed to other amounts. Lines 410 and 
420 decrease this amount by 100 when the side thrusters 
are fired. Line 430 decreases the amount by 500 when the 
main engines are fired. Changing these values will affect 
the fuel efficiency of the rocket. 

You might want to modify the action of the side 
thrusters. The rocket moves sideways only when a 
thruster is fired and stops moving sideways when the 
thruster is released. Consider a method to keep the 
rocket's current horizontal momentum in effect until it is 
modified by further thruster firings. 

Major Routines 

0009-0025 INITIALIZATION 
Generate landing pad sprite and set up array 
X$ ( I with radar antenna characters. 

0030-0060 PRINT TITLE SCREEN 
Display title screen until sprite data is loaded 
into memory. 

0070-0086 PRINT INSTRUCTION SCREEN 

0090-0170 LOAD CHARACTER DATA 
Lower top of BASIC memory. Copy standard 
character set into main memory and replace 
18 of them with redefined characters. Point 
VIC chip to new location of character set. 

0200-0320 PRINT BACKGROUND 
Print background using regular and redefined 
characters. 

Rocket Lander 3 
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0350-0370 INITIALIZE SPRITES 
Set size, color, and location. Pick random 
location for landing pad. Set initial fuel sup­
ply. 

0400-0470 MAIN GAME LOOP 
Read current key pressed. If valid function 
key, select appropriate rocket sprite, 
decrease fuel supply, and adjust position of 
rocket. Prevent rocket from leaving screen to 
left or right. Add pull of gravity and check for 
good landing, crash, or out of fuel. Rotate 
radar antenna and print remaining fuel. 

0500-0530 GOOD LANDING 
Flash screen and make sound. Update good 
landing count and wait for any key pressed to 
begin again. 

0600-0630 CRASH LANDING 
Scroll screen, flash rocket sprites, and make 
sound. Update crash landing count, show 
"splat" rocket, and wait for any key pressed to 
begin again. 

0700-0900 SOUND ROUTINES 
Three sound routines. 

1000-1020 WAIT FOR KEY PRESSED 

5000-5190 SPRITE DATA 

5200-5360 CHARACTER DATA 
Redefined characters. One per line. 

Major Variables 
General: 
V Base address of VIC chip 
SO Base address of SID chip 
SL Address of hardware interrupt 
SC Base address of screen memory 



f 

BA Base address of relocated character set 
AA Current key pressed 
V$ String of cursor downs 
H$ String of cursor rights 

Radar Antenna: 
X$II Character strings for animation 
TV Counter for animation 

Rocket: 
RS Pointer to sprites 
K1 Vertical movement 
H 1 Horizontal position 
V 1 Vertical position 
CR Number of crash landings 
LN Number of good landings 
PO Fuel 

Sprites 

Line Numbers 

See notes 
5000-5030 
5040-5070 
50~0-5110 

5120-5150 
5160-5190 

Page 

13 
192 
193 
194 
195 
196 

Description 

Landing pad 
Rocket - no thruster 
Rocket - right thruster 
Rocket - left thruster 
Rocket - bottom thruster 
Rocket - splat 

Redefined Characters 

Line 
Number 

5200 
5210 
5220 
5230 
5240 
5250 
5260 
5265 
5270 

Description 

Solid block 
Mountain part - 1 
Mountain part - 2 
Mountain part - 3 
Mountain part - 4 
Mountain part - 5 
Mountain part - 6 
Mountain part - 7 
Mountain part - 8 

Rocket Lander 5 
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5280 Mountain part - 9 
5290 Building part - 1 
5300 Building part - 2 
5310 Building part - 3 
5320 Building part - 4 
5330 Building part - 5 
5340 Building part - 6 .. 
5350 Mountain part - 10"·, 
5360 Mountain part - 11 



Frank Mikulastik 

S. usie Squirrel has gathered her winter supply of nuts 
from the trees, and now she needs to get them stored 

safely away. By aiming very carefully, she can drop them 
into holes in the ground which lead to her underground 
burrow. However, her timing must be just right, because 
the birds flying by will snatch them from the air if they 
get half a chance! 

Control Susie's left and right movements with a 
joystick, and drop the nuts with the fire button. She has 
gathered 104 nuts - see how many you can successfully 
drop into her burrow. 

Load the game by typing LOAD"SQUIRREL 
AWAY',S and pressing the RETURN key. After about 
25 seconds, the computer will say READY, indicating 
that the game js loaded. Then type RUN and press the 
RETURN key. Susie will chatter at you from the title 
screen until you press the fire button and proceed to the 
instruction screen. Press the fire button again to start the 
game. When the game is over press the fire button to 
return to the instruction screen. 

To stop the game, refer to the section in the introduc­
tion for stopping bank -switched games. This game uses 
memory bank 2 for sprites and graphics. 

Programmer's Notes 
Moving Sprites and Characters Together. This game 
design required 104 nuts, each of which must remain 
visible on the screen if it gets safely into the burrow. 
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Because the C-64 allows a limited number of sprites, the 
nuts were created as characters. The squirrel and birds, 
however, were created as sprites. (See the Introduction 
for a discussion of the differences between characters 
and sprites.) 

Programming the squirrel carrying a nut presented 
an interesting problem. The squirrel and nut must move 
in unison, but the squirrel sprite is positioned with pixel 
coordinates, while the nut character is positioned with 
character coordinates. To make the squirrel appear to be 
carrying the nut as it moves, the squirrel's coordinates are 
changed by eight pixel units for each character unit by 
which the nut moves. 

Making the motion appear natural when the squirrel 
turned around still remained a problem. This was solved 
by experimenting, which is part of the fun of developing 
video games. When you play the game, observe how this 
was worked out - when the squirrel turns in place, the 
nut jumps several character units to the other side of her. 

Detecting Sprite-to-Character Collisions. When a 
moving sprite and a character come together on the 
screen and touch one another, a "sprite-to-character colli­
sion" occurs. Since the logic of a program often requires 
detection of these collisions, the Commodore 64's VIC 
chip has a special sprite-to-character collision register, 
located at memory location 52379 (sometimes referred to 
as the sprite-to-background collision register). The com­
puter uses this register to reflect the current collision 
status of all the sprites. 

Each sprite is monitored by one bit in the register -
for example, bit 1 monitors sprite # 1. Bit 1 ordinarily has a. 
value of 0, but is set to a value of 1 when sprite # 1 is 
involved in a collision. By reading the register as a binary 
number, the program can determine which sprites are 
currently involved in a collision. It is a good practice to 
save the register's contents in a variable, because once it 
is read, the register is automatically cleared. 

In Squirrel Away, the sprite-to-character collision 
register is checked in line 2172 to detect a collision 
between any of the bird sprites and the falling nut. 



Hints for Modifying the Game 

Squirrel Away would be more difficult to play if the 
birds were larger or moved faster. Add a new line 305 
reading 305 POKEV + 29,254 to make the birds longer. 
Currently the speed of the birds is calculated by adding 
N * 2 + 8 to BX(N) in line 3010. Try changing the 2 to other 
values. 

The birds could be made to fly across the screen in 
some fashion other than a straight line. Be careful, how­
ever I not to let them hit a background character other 
than the nut, because the program would then detect a 
sprite-to-character collision and proceed as if a nut had 
been eaten. The birds may hit each other safely, because 
they are all sprites and there is no check in this program 
for sprite-to-sprite collisions. 

You can make it easier to aim the nut by letting the 
nut remain stationary when the squirrel changes direc­
tion. Instead of rotating the squirrel in place and making 
the nut jump from one side to the other, make the squirrel 
jump to the opposite side of the nut. 

Major Routines 

0030-0340 INITIALIZATION 
Set VIC memory to bank 2. Read sprite data 
into memory. Initialize variables and sprites. 
Print title, instruction, and play screens. 

0500-0550 MAIN LOOP 
Move birds and read joystick. If fire button 
pressed, drop nut. If there are no nuts left to 
drop, end game. Move squirrel and nut. 

0700-0790 INITIALIZE SPRITES 
Set up starting positions for squirrel and 
birds. 

0800-0890 PRINT PLAY SCREEN 

Squirrel Away 9 
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1500-1550 
c 
0 
0 
80 
84 
84 
83 
85 1600-1650 85 
85 
a5 
5 
169 
169 
,70 
170 
170 
170 2000-2020 170 
170 
40 
168 

2100-2250 

2300-2395 

3000-3110 

4000-4010 

4100-4110 

4200 

4300-4320 

4400-4440 

5000-5090 

5100-5130 

5200-5290 

6000-6950 

MOVE SQUIRREL LEFT 
Calculate squirrel's new position, update 
sprite pointers, and make a sound. 

MOVE SQUIRREL RIGHT 
Calculate squirrel's new position, update 
sprite pointers, and make a sound. 

MOVE THE NUT 
Move nut with squirrel. 

DROP THE NUT 
Move nut down the screen and move birds. 
Check for nut hitting ground, birds, or bur-
row. Decrease nut count. 

NUT DROPS IN THE HOLE 
Move nut to the right of burrow and blink 
birds. If no nuts left, end game. 

MOVE THE BIRDS 
Update positions and sprite pointers. If bird 
moves off screen, relocate on left. 

NUT DROPS IN THE HOLE SOUND 

NUT MISSED THE HOLE SOUND 

SQUIRREL MOVEMENT SOUND 

NEW SCREEN SOUND 

INITIALIZE SOUND 

PRINT TITLE SCREEN 

GAME IS OVER 

PRINT INSTRUCTION SCREEN 

SPRITE DATA 



Major Variables 

General: 
V Base address of VIC chip 
Sl Base address of SID chip 
SM Base address of screen memory 
CM Base address of color memory 
M1 Base address of sprite pointers 
BSI) Sprite page numbers for birds 

Squirrel: 
SPI) Sprite page numbers 
D Direction of movement 
SN Animation sequence counter 
X X position in graphics mode 
Xl X position in sprite mode 
Y Y position in graphics mode 
Y1 Yposition in sprite mode 

Nut: 
T1 ASCII code for shape 
T2 Color 
TP Position in screen memory 11-1000) 
WI Number left to drop 
W2 N umber dropped into burrow 

Sprites 

INOTE: All sprites are in bank 2) 

Line Numbers 

6000-6130 
6140-6270 
6280-6400 
6410-6540 
6550-6680 
6690-6820 
6830-6950 

Page 

16 
17 
18 
19 
20 
21 
22 

Description 

Squirrel moving left - 1 
Squirrel moving left - 2 
Squirrel moving right - 1 
Squirrel moving right - 2 
Bird flying - 1 
Bird flying - 2 
Bird flying - 3 

Squirrel Away 11 
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Ghost 
Hunt 
Igor Tulchinsky 

T hree friends are out late at night trying to catch the 
neighborhood ghost. She is a slippery, tricky ghost, 

and in order to capture her, all three figures must touch 
her at once without touching each other. 

With a joystick, you control the movement of one 
figure while the other two stand still. The figure you are 
controlling is yellow, !ind you can switch to a different 
one by pressing the fire button. If you hold down the fire 
button while moving the joystick, all three figures will 
move in the same direction. 

You are allowed a certain amount of time to catch 
the ghost. After you have caught her, you can play again, 
but each time she will be moving faster and the amount of 
time allowed to catch her will be shorter. You will accu­
mulate points based on the length of time you take to 
catch each ghost; The game ends when the time runs out 
and the ghost has not been captured. 

Load the game by typing LOAD"GHOST HUNT",8 
and pressing the RETURN key. After about 20 seconds, 
the computer will say READY, indicating that the game 
is loaded. Then type RUN and press the RETURN key. 

Programmer's Notes 

Detecting Sprjte-to-Sprite Collisions. When two or 
more moving ~prites come together on the screen and 
touch one another, a "sprite-to-sprite collision" occurs. 
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Since the logic of a program often requires detection of 
these collisions, the Commodore 64's VIC chip has a 
special sprite-to-sprite collision register at memory loca­
tion 53278. The computer uses the register to store the 
current collision status of all the sprites. 

Each sprite is monitored by one bit in the register -
for example, bit 1 monitors sprite # 1. Bit 1 ordinarily has a 
value of 0 but is set to a value of 1 when sprite # 1 is 
involved in a collision. By reading the register as a binary 
number, the program can determine which sprites are 
currently involved in a collision. It is a good practice to 
save the register's contents in a variable, because once the 
register is read, it is automatically cleared. 

In Ghost Hunt, the ghost is sprite #0. The figures 
are sprites # 2, # 3, and # 4. When all of the sprites are 
involved in a collision, bits 0,2, 3, and 4 will be set to 1, 
giving the collision register a value of 1 + 4 + 8 + 16, or 29. 
In line 210, the sprite-to-sprite collision register is read, 
and its contents are stored in variable Q1. 

The game design specified that for the ghost to be 
captured, none of the three figures could be touching 
each other. This presented a programming problem, 
because when each figure is touching the ghost, each is 
involved in a collision regardless of whether it is touching 
another figure. This problem is solved in Line 231 of the 
program, in the following way: 

1) The ghost sprite is turned off. As long as it is off, the 
sprite collision register will not detect its collisions. 

2) The sprite collision register is cleared. 
3) A delay of at least 1I60th of a second is executed, 

during which the system can detect any collisions 
between the figures and update the register. 

4) The sprite collision register is read again. If no colli­
sions are detected, then no figures are touching each 
other and the capture is valid. However, if any 
figure is touching any other, then the sprite collision 
register will read greater than zero and the ghost 
will not be captured. 

5) The ghost sprite is turned back on and the program 
continues. 

This all occurs so quickly that you never see the ghost 
disappear! 



Hints for Modifying the Game 

The statement IFCT = 40 in line 52 controls how long the 
ghost will stay in one position before heading off in a new 
direction. Change the 40 to a larger number to have the 
ghost remain in one spot longer. A smaller value will 
create a very slippery ghost! 

Each time the fire button is pressed, the next figure 
in sequence is selected for movement. To select the next 
figure randomly when the fire button is pressed, change 
line 12 to read: 

12IF(NOTBS%AND16)=16THENN1 % =N%:N% = INT(RND(8)*3 + 1) 

You might want to try changing the distance (in 
pixels) by which the figures and the ghost move, as the 
score increases. This would best be done in the ADJUST 
SCORE routine. 

Major Routines 

00010-00040 MOVE FIGURE 
Check fire button. If it has been pressed, 
switch figures by changing colors. Check 
joystick and move figure selected. 

00051-00110 MOVE GHOST 
Make a sound. Check whether counter 
has reached a certain value. If so, pick 
new spot for ghost to move toward. 
Move ghost toward hidden spot. Switch 
to other ghost sprite, causing animation. 
Make a sound. 

00200-00206 INITIALIZATION 

00210-00300 MAIN CONTROL LOOP 
Move figure and ghost, and read sprite 
collision register. Print remaining time 
on screen. If less than ten seconds left, 
flash screen and sound alarm. If no time 
left, end game. If ghost has not been cap-

Ghost Hunt 15 
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tured, start over. If ghost has been cap­
tured, increase score and speed, and 
resume. 

10000-10026 SPRITE DATA 

11000-11090 PRINT GAME SCREEN 
Draw earth, sky, and stars while making 
noises. 

12000-12500 PRINT TITLE SCREEN 
Initialize sound. Draw border dots while 
making musical sounds. Print title. Read 
in sprite data for ghost. Reinitialize 
sound. Make ghost fly around, while 
making ghostly whine and waiting for 
fire button to be pressed .. 

13000-13116 SPRITE INITIALIZATION 
Read sprite data into memory. Set color 
and other sprite parameters. Initialize 
sprite-related variables. 

13120-13180 SOUND INITIALIZATION 
Clear sound chip. Define voices used. 
Print "Score" at top of screen. 

15000-15040 GAME OVER 

16000-16020 

18000-18210 

Make whine sound. Print farewell mes­
sage. Wait until either fire button is 
pressed or 45 seconds have elapsed, then 
restart game. 

ADJUST SCORE 
Print score after converting it to string 
variable. Increase speed of game. 

PRINT INSTRUCTION SCREEN 
Print instructions and wait for player to 
press fire button before starting game. 



Major Variables 
General: 
V Base address of VIC chip 
S Base address of SID chip 
BS% Joystick status 
TZ Time left 
NP Score points awarded 
SC Score 
VZ Frequency of sound 
SI Increment of frequency 
MM Number of pixels moved by all sprites 
VL Time allowed to catch ghost 

Figure: 
N % Number selected 
CL Color 
D3% 
E3% 
X%II 
Y%II 
PX 
PY 

Horizontal movement 
Vertical movement 
Horizontal positions 
Vertical positions 
Address of horizontal position 
Address of vertical position 

Ghost: 
CT Counter for movement 
X8 % Horizontal position to head toward 
Y8 % Vertical position to head toward 
X3 % Horizontal position 
Y3 % Vertical position 
D % Horizontal change in position 
F % Vertical change in position 
DX % Horizontal movement 
DY % Vertical movement 
M % II Magnitude of movement 

Sprites 

Line Numbers Page Description 

10000-10006 192 Ghost -1 
10010-10016 193 Ghost - 2 
10020-10026 194 Figure 
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WI B C ......... e 56 0 
........ e 124 0 
........ 0 254 0 
....... I 147 0 
....... I 219 0 
....... 128254 e 

:~i:~i.~ .. ~ .. ~ .. 193 255 0 
•• 127 255 129 

63 125 195 
15 131 254 

•• 15 255 248 
... 31 255 224 
... 31 255 224 
... 62 239 112 
... 121 239 176 

• 255 239 248 

;~~;:i. 251 255 220 31 255 254 
7 119 127 

.. 2 34 56 

Ghost-2 

.... 0 0 32 ,. 
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Hunt 
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Firecracker 
Boy 

Charles Mott, Jr. 

T he Mayor's Fourth-of-July parade is in danger of 
interruption by a mischievous boy who is lighting 

firecrackers. The Mayor is on the reviewing stand watch­
ing the colorful floats and cars, and if he hears a fire­
cracker explode, he will do a flip and stop the parade! You 
are a firefighter assigned to drop water balloons on the 
fuses of the firecrackers before they explode. 

Control your movements left and right on the top 
floor of the blue Fire Station with a joystick, releasing the 
water balloons with the fire button. The net moving back 
and forth in front of the fire station may hamper your 
efforts by intercepting your balloons as they fall. The boy 
can trick you by hiding his firecrackers behind the door 
of the building, but you have your own tricks: you can 
drop balloons from behind the window pillars, and you 
can hit a firecracker even when it is behind a float. Points 
are scored for each firecracker you manage to put out. 

Load the game by typing LOAD"FIRECRACKER 
BOY",8. Then press the RETURN key. After about 25 
seconds the computer will say READY, indicating that 
the game is loaded. Then type RUN and press the 
RETURN key. After the title screen is displayed, the 
program will pause briefly before the game begins. 

" ........................ ~ I ! 
........................ 0 v v 
........................ II 0 0 
........................ 0 0 0 
........................ II 8 0 
........................ 0 0 0 
.......... _ ........ 0 21 0 
.......... _ ........... 8 60 0 
.......... I~IL ........... II 32 0 
........ iIIII~~~g .......... 0 168 0 
...... 111111111191II1II.. .. .... 2 170 0 
.... lmIEII_mm~n.. .. .... 10 90 II 
.... 111_1111111111 ...... 9 90 128 
.... HI_IEEEEI ...... 9 90 128 
...... HE_EEIIIIEIIEI ...... 2 106 128 
...... IIE_lmllqmll ........ 2 106 0 
........ I1I1EEIElmll.. .. .... II 170 0 
.......... lllmmn. .. .. • .... II 40 0 
........................ II 0 0 
........................ 0 0 0 
........................ 0 0 0 , ~ 
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40 
192 

3 II 
12 0 
12 8 
85 0 
85 II 
87 e 
253 II 
85 II 
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.. ~ B C 
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Programmer's Notes 

Two-Part Design to Handle Large Programs. To 
achieve its animation effects, Firecracker Boy uses a 
total of 33 sprites, including 10 Mayor sprites, 10 fire­
cracker sprites, and 2 sprites for the mischievous boy. In 
addition to the great number of sprites, the features of the 
game required a very large program. To accommodate all 
this, the program was written in two parts. Part 1 begins 
by displaying the title and instruction screens, while it 
loads the sprite data from the program into the sprite 
pages. It then automatically loads and runs Part 2 (the 
actual game) from disk. 

Line 670 of Part 1 loads one byte of sprite data into 
memory. In a number of different places throughout the 
routines which display the title and instruction screens, 
GOSUB 670 instructions gradually load all the sprite 
data. After the sprites are loaded, line 710 protects them 
from being over-written by specifying a smaller portion 
of memory to be used for variable storage in Part 2. 

Lines 720 and 721 use the keyboard buffer to load 
Part 2 of the game. See the Programmer's Notes for the 
game Mission: Tobor for an explanation of this special 
use of the keyboard buffer . 

Using Variables to Control Processing Sequence. 
Often the sequence of processing in a program depends 
on whether or not a certain condition exists. One method 
for controlling program sequence is the use of variables 
as "flags". At a logical place in the program, a test is made 
for the condition, and a variable is set to indicate whether 
or not the condition exists. When the course of the game 
at some later time depends on that condition, the variable 
is checked. 

Part 2 of Firecracker Boy uses the array FG( ) for 
flags to monitor various conditions which may occur 
during the game. Each element of the array is designated 
to indicate a particular condition. When the condition 
does not exist, or is FALSE, the flag is cleared, or set to O. 
If the condition then becomes TR UE during the course of 
the game, the flag is set to a positive number. 

For example, FG(2) is the "firecracker-on-screen" 
flag. It is set to FALSE when the boy walks onto the screen 
carrying a firecracker and set to TRUE when he drops it. 



When a water balloon hits the firecracker, the flag is set 
back to FALSE. After the boy walks off the right side of 
the screen, the flag is continuously tested to see whether 
he should walk back onto the left side with a new fire­
cracker. He will not reappear until a water balloon has 
put out the current firecracker and the flag is found to be 
FALSE once again. 

The array DR( , is used in a slightly different way to 
control sequence. The DATA statement at line 190 con­
tains numbers coded to point to certain lines of the pro­
gram. In lines 140-150, those numbers are loaded into DR('. 
Then in line 250, that array is used to determine what 
process is to be done next, based on the position of the 
joystick. The joystick port is read by a GOSUB to line 
570, and the result is stored in the variable JV. If JV was 
set to 4, then the fourth element of array DR( , is used to 
select the line in the program which is to be executed 
next. 

For more information about ON GOTO and ON 
GOSUB instructions, see the Commodore 64 User's Guide. 

Hints for Modifying the Game 

Part 1. Lines 380-440 use PRINT instructions to display 
the contents of arrays X$ ( " Z$ ( , and C$ ( " which are the 
word FIRE, the word CRACKER, and a picture of a fire­
cracker. For some ideas on other ways of printing these 
arrays, see the hints for modifying the game Mission: 
Tobor. 

An alternative way of writing Firecracker Boy 
would be to load the sprite data from a disk file instead of 
having it in DATA statements. For a programming exer­
cise, try creating a disk file of all the sprite data and 
turning Firecracker Boy into a one-part program. Move 
the title and instruction screen routines from Part 1 to 
Part 2, and add a routine in Part 2 to read the sprite data 
from a disk file. This could be an involved process, but it 
would be a good lesson in creating and working with disk 
files. 

Part 2. The variables PH and AP, which control the 
number of pixels by which each of the main figures 
moves, are initially set to 9 in line 70. Smaller initial 
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values will slow down the action and larger values will 
speed it up. However, take care not to make the values so 
high and the moves so large that collisions will not be 
detected properly . 

PH controls how fast the net moves, and is incre­
mented as your score increases. When you press the fire 
button to start the game over, PH is re-initialized to 9 in 
line 930. This means that each game will be relatively 
easy in the beginning, but will get harder as your score 
climbs. To make each game harder than the last, change 
PH = 9 to read PH = PH + 1 in line 930. 

The variable EN determines how long it takes for 
the firecracker to pop after it is dropped. In line 1560, the 
statement EN = EN - 2 has the effect of shortening the 
fuse as the score increases. Consider changing the value 
of EN in other ways as the game progresses. 

Major Routines 

PARTl 

0080-0360 INITIALIZE VARIABLES 
Begin loading sprite data into memory and 
set up title screen array variables . 

0370-0470 PRINT TITLE SCREEN 
Print out title screen arrays as more sprite 
data is loaded into memory . 

0480-0490 INITIALIZE FALLING SOUND 

0500-0520 FALLING SOUND 

0530-0660 PRINT INSTRUCTION SCREEN 

0670 POKE 1 BYTE OF SPRITE DATA 
Read and store sprite data until last byte 
(with value of 256). 

0700-0720 LOAD PART 2 
Start long sound. Lower top of memory. 
Load keyboard buffer and use contents to 
load Part 2. 



PART 2 

0050-0200 INITIALIZE VARIABLES 
Set up joysticks and flag arrays. Initialize 
sprites. 

0240-0530 MAIN GAME LOOP 

0570 

0610 

0650-0760 

0800-0960 

1000-1240 

1280-1350 

1410-1440 

1480-1510 

1550-i590 

Move boy and drop off firecracker at a ran­
dom spot. Move firefighter, net, float, and 
water balloon. Check for balloon hitting fire­
cracker. Check for end of game. 

READ JOYSTICK 

NEW BALLOON 
Give a new balloon to firefighter: Turn off 
balloon sprite. Then" using firefighter's cur-
rent position for new position of balloon, 
turn balloon sprite back on. 

INITIALIZE SPRITES 
Set position, color, and size. 

GAME END 
Firecracker burns down and explodes. 
Mayor does a flip. 

PRINT GAME SCREEN 

COLLISION DETECTION 
Check for balloon hitting net or firecracker. 

SOUND ROUTINES 
Background sound, splash sound, and falling 
sound. 

MOVE FLOAT ACROSS SEAM 
Move float sprites past horizontal position 
255. 

PRINT SCORE 
Speed up net, shorten fuse, and print score. 
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Major Variables 
... ............•.......... 1 Y2 S .......... __ ........ 0 59 0 PART! 
.......... imml_ ........ 0 43 0 

..... 0 251 192 
... 0 251 192 S Base address of SID chip ... 15 234 240 

• 63 255 252 
0 Pitch of falling sound ... 3 85 192 

... 7 150 2S8 

... 5 05 ee X$ll Title word FIRE ..... 1 125 64 
..... 0 85 0 
..... 0 20 0 Z$ll Title word CRACKER 16 127 68 

67 247 241 C$ll Title picture of a firecracker 76 255 205 
.... 240247 195 
..... 0 255 192 
..... 0 247 192 
..... 0 255 192 PART 2 ....... ..... 0 247 192 .. ,. 

BRNK-I 0 PROE-I 205 

V Base address of VIC chip 
SC Base address of screen memory 

Firefighter 
JS Address of joystick port 
BR Address of border color 
FGll Flags 
DRll Joystick direction array 
51-S8 Sprite pointers 
EN Length of fuse 
PH Pixels moved by net 

... ~ 
........................ 0 B 8 N Position of net 
........................ 0 0 0 XX Pixels moved by float ........................ 0 0 0 
........................ 0 0 0 

AU Position of float ..................... ; .. 0 0 0 
........................ 0 0 0 
........................ 0 0 0 HH Pixels moved by boy ........ _ .......... 0 252 0 

........ 3 87 0 ::::::_IE ......... 3 91 0 BO Position of boy ...... 3 85 192 
:::::: .. _ ....... 0 215 0 AP Pixels moved by firefighter .......... _ .......... 0 28 0 
....................... 0 48 0 
........ _ .......... 0 116 0 MX Position of firefighter ........ -. ......... 0 84 0 
....................... 0 16 0 FC Position of firecracker ....................... 0 16 0 
........... _ ......... 0 204 0 

Score .. ::::::.lll::::~~I!I::::,.f 128 ~a BP 
BRNK-I 0 PROE-I 217 TS Top score 

Boy animation-l Sprites 

Line Numbers Page Description 

5000-5003 192 Mayor 
5004-5007 193 Mayor animation - 1 
5008-5011 194 Mayor animation - 2 

Firecracker 5012-5015 195 Mayor animation - 3 

Boy 5016-5019 196 Mayor animation - 4 
5020-5023 197 Mayor animation - 5 
5024-5027 198 Mayor flip - 1 
5028-5031 199 Mayor flip - 2 



5032-5035 200 Mayor flip - 3 
5036-5039 201 Mayor flip - 4 
5040-5043 202 Net 
5044-5047 203 Balloon 
5048-5051 204 Balloon - popped 
5052-5055 205 Firefighter 
5056-5059 206 Firecracker 
5060-5063 207 Fuse burns - 1 
5064-5067 208 Fuse burns - 2 
5068-5071 209 Fuse burns - 3 
5072-5075 210 Fuse burns - 4 
5076-5079 211 Fuse burns - 5 
5080-5083 212 Fuse burns - 6 
5084-5087 213 Fuse burns - 7 
5088-5091 214 Firecracker explosion - 1 
5092-5095 215 Firecracker explosion - 2 
5096-5099 216 Door 
5100-5103 217 Boy animation - 1 
5104-5107 218 Boy animation - 2 
5108-5111 219 Car 
5112-5115 220 First float 
5116-5119 221 Second float 
5120-5123 222 Third float 
5124-5127 223 Fourth float 
5128-5131 224 Mayor float 
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Into 
the Pot 

Frank Mikulastik 

T he cooking pot is boiling, but you haven't yet caught 
your dinner! You had planned to prepare your 

favorite recipe, which calls for two fat chickens, and two 
succulent-looking specimens are roaming around the 
rocky plain next to your camp. How quickly can you get 
them into your pot? 

The blue blocks are heavy boulders which you can­
not move, but you can push the lightweight patterned 
rocks around to create a path into the camp and steer the 
chickens toward the pot. Just in front of your camp there 
is a ready-made canyon entrance - if you can get them 
into the canyon, they're as good as in the pot! 

Since it could take a while to round up the chickens, 
you might want to take a snack break and come back to 
the chicken chase a little later. Pressing the F7 key will 
pause the game, saving your elapsed time. By entering Y 
to continue, you can pick up where you left off. 

If you're not careful, you may trap yourself or a 
chicken in such a position that the game cannot possibly 
be won. In that case, pressing the F7 key and entering N 
is the only way to quit and start a new game. 

Load the game by typing LOAD"INTO THE 
POT",8 and pressing the RETURN key. Mter about 20 
seconds, the computer will say READY, indicating that 
the game is loaded. Then type RUN and press the 
RETURN key. After a delay of about 15 seconds, the title 
will flash on the screen. Press the fire button to proceed to 
the instruction screen. After you win a game, pressing the 
fire button will return you to the instruction screen. 
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Into 
the Pot 

Programmer's Notes 

Variables with Fixed Values. Experienced program­
mers often use variables to represent numbers that are 
fixed in the program and are not expected to change. One 
reason is to plan ahead for future program modifications. 
Although a particular number will never change in the 
current version of the program, assigning it a variable 
name makes it easier to find and change in future ver­
sions. 

When a value is used in many different places in the 
program, assigning it to a variable name is even more 
important. Changing the value of a variable in one place 
in the program is simple, compared with the chore of 
tracking down and changing a numeric value which 
occurs throughout the program. 

In Into the Pot, the number of blocks the cook can 
push at one time is set with the statement NM = 2 in line 
780. The variable NM does not change values as the game 
is played, and it is used only once, in line 1130. The 
statement FORI = lTONM in line 1130 could have read 
FORI=lT02 with the same result. You might decide 
later, however, to modify the game by enabling the cook 
to push a bigger stack of rocks as the game progresses. 
Having already defined the variable NM would simplify 
that change. The simplification would be even greater for 
a variable that is used several times throughout the pro­
gram. 

Often variable names are used simply to make the 
program instructions more meaningful. For example, it is 
common practice to include the instruction V = 53248 to 
define the variable V as the base address of the VIC chip 
(53248). Then it can be referenced as V, rather than as 
53248. 

Hints for Modifying the Game 

To have the cook character start in a different position, 
change the number assigned to Pl in line 700. A value of 0 
would place it at the upper left-hand corner of the screen, 
and a value of 1000 would place it at the bottom right­
hand corner. The starting positions of the chickens can be 



changed in a similar way by assigning different values to 
P2(1) and P2(2) in line 720. 

Try adding more chickens to the game. For each 
additional chicken, add a statement to line 720, setting 
the next element in the PZ( ) array to the new chicken's 
desired starting position. For example, use P2(3) to estab­
lish the third chicken'., initial position. Below line 740, 
add a line similar to lines 730 and 740 but using P2(3). 
Then change the value of NU, set in line 780, to the new 
total number of chickens. 

Major Routines 
0013-0350 INITIALIZATION 

Set up new character set. Set VIC meinory to 
bank 3. Turn on new character set. Turn on 
multicolor character mode. Initialize vari­
ables. Print title screen and instruction 
screen. 

0400-0420 START GAME 
Print play screen. Initialize cook, chickens, 
and timet. 

0500-0590 MAIN LOOP 
Move cook and make a sound. Move 
chicken. Check to see if in no-win situation. 
If so, save timer and do NO WIN SITUA­
TION. Repeat loop. 

0700-0790 INITIALIZE CHARACTERS 

0900-0980 pRINT PLAY SCREEN 
Print borders, blocks and box. Blank out 
blocks in box. Print timer. 

1000-1290 MOVE COOK 
Read joystick. Set cook's direction accord­
ingly and see if move possible. If no move­
ment requested, return to MAIN LOOP. If 
location in front of cook is blank, move cook. 
Otherwise, return to MAIN LOOP. If cook is 
in front of a block, check to see if it can be 
moved. If it can, move block and cook, and 
increment the animation counter. 
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1500-1690 MOVE CHICKEN 
Get a random number between 1 and 4 for 
direction. If direction selected in front of 
chicken is blank, move it and increment its 
animation counter. 

2000-2091 WIN SITUATION 
Make a sound. Check for fire button pressed 
to start a new game. If fire button pressed, 
print instruction screen and start a new 
game. 

2100-2190 NO-WIN SITUATION 
Check for keyboard input of Y or N to stop 
game or not. If game is to be stopped, print 
instruction screen to start another game. If 
game is to continue, reset timer and return to 
MAIN LOOP. 

3000-3060 PRINT TITLE SCREEN 
Make a sound and clear the screen. Switch 
character colors between red and yellow, 
while making a sound and checking for fire 
button to continue. 

3100-3146 PRINT INSTRUCTION SCREEN 
Clear screen and set background and border 
colors and make a sourid. Wait for F1 or F7 to 
be pressed. If F1, continue with game. If F7, 
stop game. 

4000-4048 SOUND ROUTINES 
Five separate sound effects. 

4100-4220 CHARACTER DATA 
One redefined character per line. 

5140-5400 SPRITE DATA 

Major Variables 

Memory Pointers: 
V Base address of VIC chip 
Sl Base address of SID chip 



CM 
SM 
U 
M1 

Base address of color memory 
Base address of character memory 
Base address of sprite memory 
Base address of sprite data 

Cook: 
SII 
N1 
P1 
T1 
T2 

Animation array 
Animation counter 
Position Counter 
X direction movement 
Y direction movement 

Chickens: 
S211 Animation array 
N211 Animation counters 
P211 Positions 
BN II Directions to move 
NU Number of chickens 

Pot: 
SP Animation counter 

Sprites 

INOTE: All sprites are in bank 31 

Line Numbers Page 

16 
17 

5140-5270 
5280-5400 

Redefined Characters 
Line 
Number Description 

4100 
4110 
4120 
4150 
4160 
4170 
4200 
4210 
4220 

Chicken -1 
Chicken - 2 
Chicken - 3 
Cook -1 
Cook -2 
Cook- 3 
Block pattern - 1 
Block pattern - 2 
Block pattern - 3 

Description 

Pot and fire - 1 
Pot and fire - 2 

Into the Pot 31 
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YorickFs 
Revenge 

Igor Tulchinsky 

Y orick's Revenge is a video game patterned after 
the action of a pinball machine. The object is to 

toss the ball into thehigh scoring areas, using the flippers 
located at the bottom of the screen, and to keep the ball in 
play for as long as possible. 

Why is the game called Yorick's Revenge? When 
the ball crosses over the skull of Yorick, in the center of 
the screen, it departs in a new direction which appears to 
be random. But actually, as your score increases, Yorick 
will direct the ball closer to the gutter between the flip­
pers, making it more and more difficult to keep the ball in 
play. Yorick will get his revenge! 

The flippers are controlled by pressing any key on 
the keyboard. When the flippers are down, the ball 
bounces off them as if it had hit the bottom of the screen. 
When the flippers are up, the direction and speed of the 
ball's bounce depends on which part of the flipper hits the 
ball, as well as the ball's previous speed and direction. 

Points are scored when the ball passes over the 100 
and 500 point markers. The ball is lost if it drops in the 
gutter between the flippers. When three balls are lost, the 
game is over. Pressing the fire button will then start a 
new game. 

Load the game by typing LOAD"YORICK'S 
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REVENGE",8 and pressing the RETURN key. After 
about 20 seconds, the computer will say READY, indi­
cating that the game is loaded. Type RUN and press the 
RETURN key. About 10 seconds later, the title screen 
will appear, and then the game will begin. When the 
game is over, press the space bar to play again . 

Programmer's Notes 

Programming for Speed. Achieving reasonable speed 
in a game written in BASIC can be a major problem. 
Because of the nature of the BASIC language, many good 
game ideas become dull games to play because of lack of 
speed. However, BASIC is an attractive first language for 
a beginning programmer, it does have some advantages, 
and often it is the only language available! Here are some 
pointers for overcoming the speed problems. 

The first trick is to organize the frequently processed 
steps into a main control loop along with tests for condi­
tions which occur infrequently. When such conditions 
are detected, handle them with program logic outside the 
loop. For example, the main loop in this program just 
moves the ball and checks for collisions. The bouncing of 
the ball, scoring, and other less frequent events are con­
trolled elsewhere. 

The main control loop should be placed toward the 
top of your program, for two reasons. This placement 
helps the program's speed, since the first lines in a BASIC 
program are executed more quickly than those toward 
the bottom. For purposes of good program structure, it 
makes sense to place the main control loop at the top 
where it can be found easily. Instruction screens, sprite 
data, character definitions, and other routines that are 
rarely executed should be placed at the end of the pro­
gram. 

Putting several statements on a line can speed things 
up a little, but it will also make the program harder to 
read, understand, debug, and modify. Concentrate your 
efforts on efficient program logic and organization. 



Hints for Modifying the Game 

To make Yorick's Revenge more challenging by 
decreasing the size of the ball, change line 20070 to read: 

20070 POKE V + 29,251:POKE V + 23,120: POKE V +16,0 

This will turn off vertical and horizontal expansion for 
the ball sprite. Or instead, test the score in the POINTS 
COLLISION routine, and make the ball become smaller 
when a certain score is reached. Similar approaches can 
be used on all the other sprites. 

The force of gravity controlling the ball can be 
changed by adjusting the amount added to DY in line 42. 

You could add more interest by making Yorick 
and/or the 100 and 500 point images move around on the 
screen. The instructions to make them move should be 
placed in the scoring routine or the sprite collision rou­
tines, to minimize loss of ball speed. 

Major Routines 

00010-00016 INITIALIZATION 
Initialize all variables and prepare for 
new game. 

00020-00051 CONTROL LOOP 
Check to see if a key is pressed, and 
choose appropriate sprites for flippers. 
Advance ball and test if collision has 
occurred. If no collision, go back to 
beginning of loop. 

00060-00140 SPRITE-BACKGROUND COLLISION 
Determine whether ball has hit a 
bumper by checking if it is adjacent to a 
non-space character. If so, sound beep 
and bounce ball. 

00150-00156 SKULL COLLISION 
Sound hiss, then choose new direction 
for ball based on score. 
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00160-00195 POINTS COLLISION 
Sound high beep. Decide if 100 or 500 
points have been hit. Adjust score . 

00200-00231 GUTTER COLLISION 
Sink ball into gutter while making sound . 
If no balls left, end game. Otherwise, 
adjust number of balls remaining and 
pitch new ball . 

00235-00260 FLIPPERS DOWN COLLISION 
Make sound, then bounce ball. 

00270-00380 FLIPPERS UP COLLISION 
Check which flipper, and which part of 
flipper, was hit. Calculate ball speed and 
direction. Bounce ball, adjusting direc­
tion and speed based on previous speed 
and place which it hit on flipper. 

10000-10086 SPRITE DATA 

20000-20130 SPRITE INITIALIZATION 
Read sprite data into memory. Define 
sprite size, placement, and other charac­
teristics. Then position all sprites 40 
units to left to center them . 

21000-21900 BACKGROUND INITIALIZATION 
Draw pinball game, first by using POKE 
statements to load data directly into 
screen memory and then by printing the 
rest. 

22000-22040 SOUND INITIALIZATION 
Initialize three voices. 

23000-23090 

24000-24030 

END OF GAME 
Sound Yorick's laugh. If flag is set, 
return, because routine is being accessed 
for the first time. If flag is not set, wait for 
fire button to be pressed and start new 
game. 

PRINT TITLE 



Major Variables 

General: 
SC Score 
NL Number of balls left 
S$ String value of SC 
N$ String value of NL 
F Flag 
Z Sprite collision flag 
V Base address of VIC chip 

Ball: 
X 
Y 
DX 
DY 
T 
L 

Horizontal pixel coordinate 
Vertical pixel coordinate 
Horizontal movement in pixels 
Vertical movement in pixels 
Angular direction in radians 
Speed 

Sprites 

Line Numbers Page Description 

10000-10006 192 Left flipper - Down 
10010-10016 193 Right flipper - Down 
10020-10026 194 Left flipper - Up 
10030-10036 195 Right flipper - Up 
10040-10046 196 Ball 
10050-10056 197 100 points 
10060-10066 198 500 points 
10070-10076 199 Skull 
10080-10086 200 Gutter bar 
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Space 
Crash 

Charles Mott, Jr. 

Swarms of purple aliens are invading your planet, 
appearing without warning from hyper-space and 

floating to the ground. You must hold them off for as long 
as possible by intercepting and destroying them with 
your saucer. Each alien hit is worth ten points. When 
thirty-two aliens have landed, they will have taken over 
the planet by filling up the landscape, and the game will 
end. . 

If a falling alien encounters a tree or other object, it 
will be destroyed, taking with it whatever it hit. Even­
tually, this will clear the way for other aliens to reach the 
ground safely. To maximize your score, try especially 
hard to intercept those whose paths have already been 
cleared. 

You will have maximum maneuvering room if you 
stay high in the sky, but this approach can be dangerous. 
The aliens are appearing from hyper-space in a band 
across the top half of the screen. If one comes in at the 
same spot where your saucer is at that moment, the 
saucer will be destroyed. You can also lose the saucer by 
flying it into the ground as you try to catch an alien low on 
the screen. Five saucers are available foryour use. When 
they are all destroyed, the game is over. 

Control the saucer with the cursor movement keys. 
Pressing the CRSR- l key will move the saucer down, 
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while SHIFT-CRSR- t will move it up. To move it left 
and right, use CRSR-- and SHIFT-CRSR--. 

Load the game by typing LOAD"SPACE 
CRASH",8 and pressing the RETURN key. After about 
20 seconds, the computer will say READY, indicating 
that the game is loaded. Then type RUN and press the 
RETURN key. The title screen will be displayed for 
about 30 seconds, before the saucer flies across the 
screen to begin the game. 

Programmer's Notes 

Redefined Characters. None of the graphics shapes 
available among the standard Commodore 64 graphics 
characters were suitable for some of the objects in this 
game, so special graphics shapes were customized by use 
of redefined characters. Setting up redefined or custom 
characters in a program involves many programming 
steps. 

Every character or graphic symbol displayed on the 
screen is defined by a series of eight bytes. The eight-byte 
definitions of the C-64's standard character set are stored 
in the computer's read-only memory (ROMJ. To redefine 
them, first you must copy the regular character set into 
an area of memory where it can be modified. Then for 
each character that is to be redefined, the eight bytes in 
the appropriate place in the relocated character set must 
be replaced with other bytes that will create the desired 
new shape. 

The method used in Space Crash to make the 
replacements can be a timesaver and can help maintain 
flexibility for future changes. The bytes used to redefine 
the characters are in DATA statements beginning at line 
1380. Each line contains nine numbers, but only the last 
eight are used for character redefinition. The first 
number is the relative position, within the character set, 
of the character being replaced. (See appendix E of the 
Commodore 64 User's Guide for the numeric position of 
each character. J 

Lines 310 and 320 actually do the redefinition, stor­
ing the last eight numbers in each DATA statement into 
the position in the relocated character set that was indi-



cated by the first number. The last DATA statement 
contains only a -1, which indicates the end of the 
redefinition data. In line 310, the statement IFA=-1 
THEN330 stops the moving of data when a -1 is found. 

Using this method, new lines of DATA statements 
for new custom characters can be added or deleted, with 
no concern for their position within the other DATA 
statements, and existing DATA statements can be reas­
signed to different characters. The only requirement is 
that the last DATA statement contain a -1. 

This is just a summary of the method used for char­
acter redefinition in this game. To learn all the details of 
the procedure, you should consult a book on C-64 graph­
ics programming. 

Hints for Modifying the Game 

The total number of aliens on the screen at once is con­
trolled by the variable NA, set to 5 in line 40. Changing 
the 5 to a larger number will increase the difficulty of the 
game. Or instead, increment NA as the score increases. 
Too large a number for NA, however, will make the game 
move very slowly. 

The saucer's speed in all four directions is set in lines 
520-550. The size of the saucer's moves, for any cursor 
key pressed, is set to 8 pixel units for each cursor key 
pressed. Change some or all of these 8's to make the 
saucer move at different speeds when it goes in different 
directions. For example, the saucer could move down 
quickly but rise up very slowly. In order for the saucer! 
alien collision routines to work correctly, all values must 
be multiples of 4. 

Currently, no matter how many aliens are pre­
vented from landing, more will keep appearing. You 
might want to consider having a fixed number of aliens to 
contend with, and award a bonus if they are stopped 
successfully. 

If you prefer to control the saucer with a joystick 
instead of the cursor keys, change lines 520-550, using 
lines 1000-1050 in the game Into the Pot as a model. 
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Major Routines 

0030-0336 INITIALIZATION 
Initialize variables and sound. Print title 
screen. Set color and position of saucer sprite 
and load its data into memory, setting 
unused bytes in the page to O. Lower top of 
BASIC memory. Load new character set if 
not already present. Do title animation and 
print game screen. 

0370-0380 SPIN SAUCER 
Make saucer sound. Update sprite memory 
with new shape. 

0510-0570 MAIN LOOP 
Check for keyboard input and adjust saucer's 
position. Descend an alien and spin saucer. 
Check for saucer hitting ground or an alien. 
Move saucer. 

0660-0711 SAUCER CRASH 
Lower saucer as its shape data in memory is 
being randomly changed. Re-initialize 
saucer and check for end of game. 

0740-0775 SAUCER HIT ALIEN 
Determine which alien was hit. Erase alien 
and adjust score. 

0780-0830 NEW ALIEN APPEARS 
Pick random position, set position variables, 
and display alien. 

0850-0890 ALIEN DESCENDS 
If object at ground level was hit, erase it. If 
ground was hit, display landed alien and 
update score. Check for end of game. Make 
new alien appear. 

0910-1120 PRINT GAME SCREEN 

1160-1280 PRINT TITLE SCREEN 



1300-1315 END OF GAME 
Move saucer and print game over message. 

1330 SPRITE DATA 

1380-1670 CHARACTER DATA 

Major Variables 

General: 
V Base address of VIC chip 
SO Base address of SID chip 
SC Base address of screen memory 
CL Base address of color memory 
BA Base address of relocated character set 
BR Address of border color 
BK Address of background color 
SR Score 
XP$ String to position cursor on X axis 
YP$ String to position: cursor on Y axis 
IN Address for line of blocks at bottom of screen 
BL Blocks left to fill 

Saucer: 
FSI I Addresses of sprite data to change for spin 
GA Value for spin-1 
AG Value for spin - 2 
U Pixels moved in Y direction 
VE Pixels moved in X direction 
OM$ Saucer shape for score 
OM Pointer to score saucers 

Aliens: 
NA 
AA$ 
WAIl 
AC 
All 
BII 
ql 
RX 
RY 

N umber allowed on screen at one time 
First appearance shape 
Redefined characters for animation 
Animation counter 
Current position in screen memory 
Equivalent X positions in pixels 
Equivalent Y positions in pixels 
Random X position 
Random Y position 
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Sprites 

Line Number Page 

13 

Description 

Saucer 1330 

Redefined Characters 

Line 
Number 

1380 
1500 
1510 
1520 
1530 
1540 
1560 
1570 
1580 
1640 
1650 
1660 

Description 

Solid block 
Top of tree - 1 
Top of tree - 2 
Asterisk 
Alien -1 
Alien - 2 
Alien on ground 
Alien - 3 
Alien - 4 
Score saucer - 1 
Score saucer - 2 
Score saucer - 3 



The 
Blobbis 

Frank Mikulastik 

Equipped with the latest and most fashionable fight­
ing tuxedo and shooting hat, you are out to break 

through the force field that protects three evil Blobbis. 
The force field has five levels, and each shot from your 
top hat will destroy a section of one level. 

The different force fields move in opposite direc­
tions, so when you shoot through one and create a hole in 
the next one, the two holes will soon drift apart. Opening 
up a hole through all five levels just as a Blobbis passes 
over requires clever strategy! 

Each Blobbis has a different method of preventing 
you from penetrating the force field. The most dangerous 
is the Hunchback Blobbis, who drops a deadly pulsar 
from the center of the screen on each trip across the 
screen, If it hits you, it's all over! The Bug-eyed Blobbis 
frustrates you by rebuilding the top two layers of the 
force field on each trip. And the Flashing Blobbis makes a 
confusing and hypnotizing display. 

Hitting anyone of the Blobbis will win the game for 
you. As your strategy improves, you should be able to do 
it with fewer shots. Use the joystick to move the player 
sprite, and press the fire button to fire your hat. 
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Load the game by typing LOAD"THE BLOBBIS",S 
and pressing the RETURN key. After about 50 seconds 
the computer will say READY, indicating that the game 
is loaded. Then type RUN and press the RETURN key . 
Mter the title screen is displayed for about 20 seconds, 
the instruction screen will appear. When the game is 
over, pressing the fire button will take you back to the 
instruction screen . 

To stop the game, see the special instructions in the 
Introduction for stopping bank-switched games. This 
game uses bank 2 for sprites and graphics. 

Programmer's Notes 

Animation Using Arrays. The main figures in The 
Blobbis are animated with a procedure which uses ani­
mation arrays. The explanation of the procedure is 
involved. Before continuing, you may wish to refresh 
your knowledge of sprites by reviewing that section of 
the Introduction. 

The animation array for each sprite object contains 
the sprite page Imemoryllocations, or page numbers, in 
the sequence in which the different sprites will appear 
when the figure is animated. A particular page number 
can be used more than once during an animation 
sequence. 

For example, the animation array for the walking 
Bug-eyed Blobbis is S3( ). In line 170, the sprite page 
numbers for each of the eight sprites used in that particu­
lar animation sequence are stored into S3(1) through 
S3(S). B3, which is used to indicate the number of ele­
ments in the array S3( ), is set to 8 in line 175. N3 is used to 
indicate which step in the animation sequence is cur­
rently being executed. 

Remember, the sprite page pointers are at fixed 
locations in memory which are accessed by the VIC chip 
when displaying sprites. In The Blobbis, the variable 
Ml contains the location of the first sprite page pointer, 
which points to the shape data for sprite #0. Since only 
one Blobbis is on the screen at any particular time, sprite 
# 1 is used for all Blobbis sprite objects. The sprite page 
pointer for sprite # 1 is one memory location after that for 



sprite # 0, or M1 + 1. At all times, that location will con­
tain the page number to be used for the next Blobbis to be 
displayed. 

Now look at lines 4150 and 4160 in the MOVE BUG­
EYED BLOBBIS section. First N3, the currerit sequence 
step counter, is incremented. If it becomes larger than 
B3, the sequence element counter, it is reset to 1 to begin 
a repeat of the sequence. Then sprite pointer location 
M1 + 1 is loaded with the contents of the element of the 
animation array indicated by the current value of N3. 
M1 + 1 will now contain the page number of the next 
sprite in the sequence. Each time these instructions are 
executed, the next sprite in the walking sequence for the 
Bug-eyed Blobbis is displayed. 

Hints for Modifying the Game 

The speed of each figure in the game can be changed in 
the following way: The position of each Blobbis is incre­
mented by 6 pixels at the beginnings of lines 4010,4120, 
and 4210. Change the + 6 in these lines to other values to 
make them move more quickly or slowly. Lines 4000, 
4100, and 4200 determine when each Blobbis does its 
special trick by monitoring its location. The amount of 
movement for the player sprite is set to + 9 or - 9 in lines 
1040 and 1050, depending on the position of the joystick. 
Change these values for a faster or slower player sprite. 

Try adding an additional Blobbis. Using lines 
4100-4190 as a model, set up new animation arrays and 
major variables. You might consider having your new 
Blobbis rebuild different rows of the force field. 

Major Routines 

0010-0430 INITIALIZATION 
Set up memory variables. Set VIC memory to 
bank 2. Read sprite data and make sound. Set 
up sprite animation arrays. Print title and 
instruction screens. Build force field and ini­
tialize sprites. 
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0500-0590 MAIN LOOP - NOT SHOOTING 
Move player and current Blobbis. Check for 
game over. Select next force field row and 
move it . 

0700-0790 INITIALIZE SPRITES 
Set starting positions . 

0800-0860 BUILD FORCE FIELD 

0865-0890 BUILD FLOOR 

1000-1090 PLAYER MOVEMENT DRIVER 
Read joystick. If fire button pressed, begin 
MAIN LOOP - SHOOTING. If joystick 
moved, do MOVE PLAYER. 

1100-1190 MOVE PLAYER 
Change pointer to animation array. If player 
not at edge of screen, move player. 

2000-2090 MOVE ROW TO THE RIGHT 
Move one row of the force field to the right. 

2100-2190 MOVE ROW TO THE LEFT 
Move one row of the force field to the left. 

3000-3090 MAIN LOOP - SHOOTING 
Main in control loop for player shooting. Fire 
the bullet and move it until it hits something. 
Move a Blobbis and check for its being hit. 

4000-4090 MOVE HUNCHBACK BLOBBIS 
Do special action if in correct position. 
Change pointer to animation array. If at edge 
of screen, select next Blobbis. 

4100-4190 MOVE BUG-EYED BLOBBIS 
Do special action if in correct position. 
Change pointer to animation array. If at edge 
of screen, select next Blobbis. 

4200-4290 MOVE FLASHING BLOBBIS 
Do special action if in correct position. 



Change pointer to animation array. If at edge 
of screen, select next Blobbis. 

5000-5091 PRINT TITLE SCREEN 

5100-5180 PRINT INSTRUCTION SCREEN 

5200-5290 GAME OVER 
Make a sound while waiting for fire button to 
start a new game. 

6000-6004 SCREEN CHANGE SOUND 

6010-6013 BLOBBIS MOVEMENT SOUND 

6020-6026 INITIAL BULLET SOUND 

6030-6036 A BLOBBIS IS HIT 
Flash and make a sound. 

6040-6046 FORCE FIELD SOUND 

6050-6056 PLAYER WALKING SOUND 

6060-6069 MOVING BULLET SOUND 

6080-6089 GAME OVER SOUND 

6100-6119 BUG-EYE ACTION 
Dances and fills in top 2 rows of force field. 

6200-6290 FLASHER ACTION 
Flashes the screen and does some flips. 

6300-6390 HUNCHBACK ACTION 
Drops the pulsar and does a dance. Check for 
pulsar hitting player. 

6400-6490 PULSAR HITS PLAYER 
Player flashes and sound. 

7000-12310 SPRITE DATA 
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Major Variables 

Memory Pointers: 
V Base address of VIC chip 
Sl Base address of SID chip 
M1 Base address of sprite pointers 
SM Base address of screen memory 
CM Base address of color memory 

Player: 
Sl( ) Animation array for walking 
B 1 Length of walk sequence 
D Direction of movement 
X X position 
N1 Animation counter 

Hunchback Blobbis: 
S2( ) 
B2 
N2 
D2() 
C2 
N6 
P2 

Animation array for walking 
Length of walk sequence 
Walk animation counter 
Animation array for dance 
Length of dance sequence 
Dance animation counter 
X position 

Bug-Eyed Blobbis: 
S3( ) Animation array for walking 
B3 Length of walking sequence 
N3 Walk animation counter 
D3() 
C3 
P3 

Animation array for dance 
Length of dance sequence 
X position 

Flashing Blobbis: 
S4( ) Animation array for walking 
B4 Length of walking sequence 
N4 Walk animation counter 
D4() 
C4 
P4 

Pulsar: 

Animation array for dance 
Length of dance sequence 
X position 

S5( ) Animation array for pulsing 
B5 Length of pulse sequence 



N5 Animation counter 
P5 Y position 

General: 
WS Which Blobbis is on screen 
F Game status 
K Which row of force field to move 
BL Number of bullets fired 

Sprites 

(NOTE: All sprites are in bank 2) 

Line Numbers 

07550-07670 
07680-07810 
07820-07950 
07960-08080 
08090-08220 
08230-08350 
08360-08490 
08500-08630 
08640-08770 
08780-08900 
08910-09040 
09050-09170 
09180-09310 
09320-09450 
09460-09580 
09590-09720 
09730-09850 
10000-10130 
10140-10270 
10280-10400 
10410-10540 
10550-10670 
10680-10810 
10820-10950 
10960-11080 
11090-11220 
11230-11350 
11360-11490 

Page 

20 
21 
22 
23 
24 
25 
26 
27 
28 
29 
30 
31 
32 
33 
34 
35 
36 
37 
38 
39 
40 
41 
42 
43 
44 
45 
46 
47 

Description 

Hunchback Blobbis walks - 1 
Hunchback Blobbis walks - 2 
Hunchback Blobbis walks - 3 
Hunchback Blobbis walks - 4 
Hunchback Blobbis dances - 1 
Hunchback Blobbis dances - 2 
Hunchback Blobbis dances - 3 
Bug-eyed Blobbis walks - 1 
Bug-eyed Blobbis walks - 2 
Bug-eyed Blobbis walks - 3 
Bug-eyed Blobbis walks - 4 
Bug-eyed Blobbis walks - 5 
Bug-eyed Blobbis dances - 1 
Bug-eyed Blobbis dances - 2 
Bug-eyed Blobbis dances - 3 
Bug-eyed Blobbis dances - 4 
Bug-eyed Blobbis dances - 5 
Flashing Blobbis walks - 1 
Flashing Blobbis walks - 2 
Flashing Blobbis walks - 3 
Flashing Blobbis walks - 4 
Flashing Blobbis spins - 1 
Flashing Blobbis spins - 2 
Flashing Blobbis spins - 3 
Flashing Blobbis spins - 4 
Flashing Blobbis spins - 5 
Flashing Blobbis spins - 6 
Player walks right - 1 
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11500-11630 
11640-11760 
11770-11900 
11910-12030 
12040-12170 
12180-12310 

48 
49 
50 
51 
52 
53 

Player walks right - 2 
Player walks left - 1 
Player walks left - 2 
Pulsar pulses - 1 
Pulsar pulses - 2 
Pulsar pulses - 3 



Sound 
the Whistle 

Igor Tulchinsky 

Sound the Whistle is a two-player game similar to 
football or soccer, but without a ball. The game 

requires strategy and quick response to the opposing 
player's actions. Each player controls a four-member 
team. The object is to score points by running one of your 
team members through the opponent's goal line and off 
the edge of the screen, while preventing a member of the 
opposing team from running past your own goal line. If 
you run off your own side of the screen, you earn a point 
for the other team. The first team to score ten points wins 
the game. 

The currently selected team member, or runner, is 
displayed in a different color than the rest of the team, 
and is moved with the joystick in the desired direction of 
movement. The runner can be advanced toward the goal 
line or used to block the other team's runner. To change 
runners, hold down the fire button and point the joystick 
either up, do:wn, left, or right. Each direction corresponds 
to a particular team member. If a runner bumps into 
another team member, the runner will be blocked and 
forced back. 

Load the game by typing in LOAD"SOUND 
WHISTLE",8 and pressing the RETURN key. After 
about 20 seconds, the computer will say READY, indi-
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cating that the game is loaded. Then type RUN and press 
the RETURN key. 

Programmer's Notes 

Considerations in Creating Sounds. Because sound is 
one of the basic means of communicating with a com­
puter user, it is a very important element of most games. 
Clever use of sound effects can add interest to any game 
and improve even the best ones. 

The sound chip in the Commodore-64 computer has 
three separate voices which may be used alone or 
together to achieve an amazing range of sound effects. 
However, synthesizing a particular sound can be very 
difficult. 

Imagine the sound you want to create, and think 
about its "color" or texture. Is it random, or does it follow a 
pattern? Is it buzzy or smooth? Is it shrill and piercing, or 
is it soft? Gunshots, explosions, and wind are noise-like 
sounds and may be reproduced quite well by the noise 
waveform. Piercing sounds are best produced by the 
sawtooth waveform. The triangle waveform is effective 
for soft sounds, while the pulse waveform is best for 
brassy sounds. 

The C-64 provides a tremendous assortment of 
interrelated methods to control sounds, and experimen­
tation is often required when the desired sound doesn't fit 
any easily defined category. Refer to the Commod.ore 64 
User's Guide for an introduction to the many possibilities 
for sound and music creation. Varied and novel examples 
of sound creation can be found in all the games in this 
book. Other books dedicated to C-64 sound and music 
programming are available in bookstores. 

Upper/Lower Case Mode. Lines 20220 through 21220 
of the.Sound the Whistle program listing contain some 
symbols that appear, at first glance, to be errors. Actually 
they are the upper case characters of text that was 
entered in upper/lower case mode. When this data is 
printed to the screen, it will be converted correctly to 
upper and lower case. 



Hints for Modifying the Game 

The statement FL%(I) = 3 in line 675 sets to 3 the dis­
tance a player bounces back after hitting another player. 
Change the 3 to a larger number for greater bounce. 

You might want to modify the way the game is 
played, by making the following changes. 

1) Make a new rule that all team members on the team 
must cross the goal line before a point may be 
scored. 

2) Remove from the game any team member who has 
been blocked more than three times. 

3) Make the selected team member's figure invisible 
by changing it to the same color as the field. 

4) Make each team member a different color, to sim­
plify selecting them. 

Major Routines 

00196-00209 INITIALIZA TI 0 N 

00215 

Initialize sprites and sound. Blow whistle 
and display the title screen. Wait for a 
key to be pressed while flashing title in 
different colors. Display instructions and 
again wait for a key to be pressed. 
Reinitialize sprites. 

MAIN LOOP 
Alternate between each game player. 

00500-00680 MOVE TEAM MEMBERS 
Read joystick for one player. If fire but­
ton is pressed, select appropriate team 
member. If block flag for that player is 
not set, read joystick for team member 
direction. If there is movement, make 
sound. Determine which sprite to use, 
and move it. If border has been hit, 
bounce back. If score has been made, 
print score and check for end of game. 
Check for sprite collisions and set block 
flags. 
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10000-10006 SPRITE DATA 

12000-12050 PRINT BACKGROUND 
Print the play field. 

13000-13150 INITIALIZE SPRITES 
Initialize positions and colors. Blow 

. whistle. 

15000-15070 END GAME 
Turn everything off and make game end­
ing sound. Wait until either a fire button 
is pressed or 45 seconds have elapsed, 
then restart game. 

16000-16010 UPDATE SCORE 
Print each player's current score. 

17010-17030 SELECT TEAM MEMBER 
Choose team member and change its 
color. 

18000-18020 INITIALIZE SOUND 

19000-19010 SCORE SOUND 

20000-20040 PRINT TITLE 
Print title and wait for key to be pressed. 

21000-21250 PRINT INSTRUCTION SCREEN 
Print instructions and wait for key to be 
pressed. 

Major Variables 

General: 
V Base address of VIC chip 
S Base address of SID chip . 
JS% Joystick status 
S%II Score 
Q1 % Sprite collision flag 
CQ% Block counter 
P%II Powers of 2 



Team members: 
CL%II Colors 
N%II Team member numbers 
FL%II Block flags 
DX%II Change in horizontal positions 
DY% II Change in vertical positions 
X%II Horizontal positions 
Y%II Vertical positions 
Z%II Sprite being moved 

Sprites 

Line Numbers Page 

10000-10006 250 

Description 

Team Member 
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Bal 

Charles Mott, Jr. 

Bumper Ball is a "pong" or handball-type game pit­
ting one player against the computer. You score 

one point each time you hit the white ball, controlling the 
black paddle with the joystick. The computer gets one 
point each time you miss and let the ball go off the edge of 
the screen. To have the next ball served, press the fire 
button. The red bumper ball sometimes adds confusion 
by deflecting the white ball. 

Hitting the ball into the white plunger on the right 
side of the screen will earn you a bonus of 30 points. 
Hitting the plunger, however, will freeze your paddle 
until the ball bounces back from the plunger and hits 
either the paddle or the red bumper ball, or is lost off the 
screen. If neither your paddle nor the red bumper ball is 
lined up to return the ball again, the computer will also 
get a 30-point bonus! Therefore it is good strategy always 
to return the paddle to the center of the screen after 
hitting the ball. 

The white ball will start out moving slowly, but its 
speed will increase if your paddle is moving when it hits 
the ball. The speed of both the white ball and the red 
bumper ball are increased when bonus points are scored. 

The game is over when you miss the fifth ball. The 
program will then subtract the computer's score from 
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yours to give you a final score. If you decide to quit while 
you still have balls left to play, press F7 to get your total 
score.,Then you can press F7 to start a new game. 

Load the game by typing LOAD"BUMPER 
BALL",8 and pressing the RETURN key. After about 15 
seconds, the computer will say READY, indicating that 
the game is loaded. Then type RUN and press the 
RETURN key. When the game screen displays the flash­
ing message YOUR SCORE, press the fire button to have 
the first ball served. 

Programmer's Notes 

Programming for Speed. The MAIN CONTROL 
LOOP routine in this program is located at the beginning, 
where it will run most quickly. The initial setup routine, 
however, must be executed first. Therefore the 
GOT0170 statement in line 10 jumps over the main loop 
to execute the setup routines, and then the GOT020 
statement in line 1370 returns to execute the main loop. 
For further discussion on programming for speed, see the 
Programmer's Notes for the game Yorick's Revenge. 

Use of Variables to Position Cursor. In programming 
screen displays, it is often necessary to position the cur­
sor at certain locations on the screen in order to begin 
displaying at those locations with PRINT statements. 
This usually involves printing a series of CURSOR­
DOWN and CURSOR-RIGHT commands, which appear 
in the program listing as special symbols, before printing 
what is to appear on the screen. 

Bumper Ball accomplishes this without cluttering 
up the program with cursor symbols. In line 360, the 
variable PY$ is set to contain one HOME-CURSOR char­
acter code and twenty-five CURSOR-DOWN's. In line 
370, the variable PX$ is loaded with forty CURSOR­
RIGHT's. (The character codes for all keyboard com­
mands are listed in appendix F of the Commodore 64 
User's Guide.) 

Calculations made elsewhere in the program then 
position the cursor within the C-64's twenty-five rows 
and forty columns. For example, when the ball hits the 
paddle, the player's updated score is displayed by the 



PRINT statement in line 680. LEFT$(PY,6) and 
LEFT$(PX,32) cause the leftmost 6 characters of PY$ 
and the leftmost thirty-two characters of PX$ to be 
printed. The effect, therefore, is to position the cursor on 
row 6 at column 33. By simply looking at the PRINT 
instruction, you can easily tell where on the screen the 
displayed data will appear. 

Complications in Collision Detection. When the 
game logic requires that collisions between two moving 
objects be detected, the size and speed of the objects 
always involve trade-offs. If the distance one object trav­
els in each move is greater than the size of the other 
object, it is possible for them to appear to pass directly 
over one another without a collision being detected. 

In Bumper Ball, for example, the ball's maximum 
move of 30 pixels may allow the ball to pass over the 
paddle occasionally. On the other hand, it does permit 
the game to build up to a fast pace. A lower maximum 
would permit more reliable collision detection but would 
make the game less exciting to play. 

Hints for Modifying the Game 

In implementing any of the following suggestions, bear in 
mind the preceding discussion regarding collision detec­
tion, and carefully observe the effects on the reliability of 
the collision detection as you experiment with different 
values for the variables. 

The statements POKEY + 23,O:POKEV + 29,0 in 
line 300 set the sizes of the paddle and ball sprites. For a 
larger red bumper ball, change both O's to 4's. For a larger 
paddle, change the first 0 to 2. And to make both the 
bumper ball and the paddle larger, change the first 0 to 6 
and the second 0 to 4. 

As the white ball is accelerated, it is prevented from 
moving too quickly by the check ABS(CM) < 30 in line 
710. The ball is allowed to travel a maximum of 30 pixels 
per move. Experiment with different limits. A similar 
check for the speed of the red bumper ball is made in line 
1170. 

When the joystick is activated, the paddle travels up 
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or down the screen 20 pixels per move. For a paddle that 
is more or less responsive, adjust the + 20 in line 30 and 
the -20 in line 40. 

The white bali's initial horizontal and vertical speed 
are controlled by the variables BM andCM, respectively, 
which are set in line 220. The ratio of these two numbers 
determines the angle of bounce. Experiment with other 
values for these two variables. 

The numbers after the IFCX > ... portion of line 130 
are the horizontal and vertical pixel coordinates· of the 
range over which the red bumper ball can move. To alter 
the bumper ball's boundaries, change those numbers. 

Since the main loop has to be as efficient as possible 
to maintain adequate speed, we suggest that any changes 
be limited to variable values, sprite sizes, and features 
outside the main loop. 

Major Routines 

0020-0150 MAIN CONTROL LOOP 
Read joystick and move paddle. Check for 
ball hitting bonus plunger or being missed by 
paddle. Move ball and bumper ball. Bounce 
ball if it hits wall, bumper ball, or paddle. 

0170-0200 PRINT TITLE SCREEN 

0220-0370 INITIALIZATION 
Initialize variables and load sprites into 
memory while flashing title screen and mak­
ing sounds. 

0390-0660 PRINT GAME SCREEN 
Initialize game screen variables and print 
screen. 

0680-0720 BALL HIT PADDLE 
Update and print score. If paddle was mov­
ing, speed up white ball. 

0740-0790 BALL MISSED PADDLE 
Update and print computer score. Make 
sound and flash COMPUTER SCORE block. 



0810 RANDOM NOTE 
Sound a note of random frequency. 

0840-0920 PREP ARE FOR NEXT BALL 
Check for no balls left to play. Sound random 
notes and flash YOUR SCORE block while 
waiting for fire button or F7 to be pressed. 

0940-1020 SPRITE DATA 

1040-1150 BALL HIT PLUNGER 
Speed l.lp ball and bumper ball. Capture ball 
with plunger. Sound random notes and flash 
BUMPER BALL block. Add and print bonus 
points one at a time. Release next ball. 

1170-1180 SPEED UP BUMPER BALL 
Check maximum speed before increment­
ing. 

1200-1270 PRINT FINAL SCORE 
Sound random notes as the difference 
between your score and computer score is 
calculated and printed. Run game again if F7 
is pressed. 

1290-1380 RELEASE NEXT BALL 
Pick random spot for bumper ball in front of 
plunger. Move plunger in and out to deliver 
next ball into play. Move ball across screen 
until it hits bumper ball. Continue normal 
play. 

Major Variables 

General: 
jS Address of joystick port 
jV Value at joystick port 
V Base address of VIC chip 
SO Base address of SID chip 
CL Base address of color memory 
SC Base·address of screen memory 
BR Address of border color 
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BK 
MY 
MS 
GG 
PO 
PY$ 
PX$ 
BL$( ) 
XX 

Ball: 
BX 
BY 
BM 
CM 

Address of background color 
Y position of paddle 
Computer score 
Your score 
Points to add to score 
String of down cursors 
String of right cursors 
Balls left to play strings 
Pointer to BL$ ( ) 

X position 
Yposition 
Pixels moved in X direction 
Pixels moved in Y direction 

Bumper ball: 
CY Y position 
CX X position 
MC Pixels moved 

Sprites 

Line Numbers 

0940-0970 
0990-1020 

Page 

14 
15 

Description 

Paddle 
Ball and Bumper 



Ride 
the Wind 

Frank Mikulastik 

A s a hot air balloon test pilot, your assignment is to 
test an experimental balloon by safely landing it 

on each of the eight landing pads at the balloon com­
pany's testing grounds. 

. The balloon's left and right movement is determined 
by tricky wind currents, which you read from the motion 
of the clouds. Your only control is the balloon's heater, 
activated by pressing the space bar. This causes an 
upward thrust, counteracting the downward pull of grav­
ity and causing the balloon to rise. Using the heater to 
move up and down through the wind currents, you can 
control the sideways motion. 

Points are scored by landing gently on each pad. 
Touching down at too great a descent speed will result in 
a crash. You must complete a round of testing by landing 
on each of the eight pads once, before you can receive 
more points by landing on any of them a second time. A 
color bar at the top left of the screen indicates the pads on 
which you have successfully landed. The game ends 
when you have crashed three times. 

You will probably have to play this game several 
times before you begin to make successful landings. 
Becoming a skillful balloon test pilot requires per­
sistence! 
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Load the game by typing LOAD"RIDE THE 
WIND", 8 and pressing the RETURN key. After about 35 
seconds, the computer will say READY, indicating that 
the game is loaded. Then type RUN and press the 
RETURN key. When clouds appear on the title screen, 
press the space bar to go to the instruction screen, and 
press it again to start the game. When the game is over, 
pressing the space bar will return you to the instruction 
screen . 

To stop the game, see the special instructions in the 
introduction for stopping bank-switched games. This 
game uses bank 2 for sprites and graphics. 

Programmer's Notes 

Calculating Effect of Outside Forces on Moving 
Objects. The motion of the balloon sprite in Ride the 
Wind is controlled by calculating the effect of three 
different forces - gravity; wind direction, which is dif­
ferent at various heights above the ground; and the 
upward thrust imparted by a blast from the balloon's 
heater. 

On each pass through the control loop llines 
500-520),1.5 units of gravitational attraction are added to 
the balloon's downward velocity. When the space bar is 
pressed, 3 units of lift are subtracted from the downward 
velocity. Thus use of the heater overcomes gravity and 
causes the balloon to rise gradually. 

The wind is calculated with the help of a sine wave 
and the Y position Iheight) of the balloon. This gives the 
effect of wind blowing to the left at one level, no wind at 
the next level, and then wind blowing to the right at the 
next. 

The speed of the balloon's horizontal motion is 
changed by the wind as it passes through a particular 
level. If the balloon has no horizontal velocity or is travel­
ing in the direction of the wind, it picks up speed until its 
speed matches that of the wind. If its horizontal motion is 
against the wind, the balloon begins to slow down. 



Hints for Modifying the Game 

You can make Ride the Wind more or less difficult by 
changing the gravity, wind, heater lift values, and 
number of balloons. In the statement Y1 = Y1 + 1.5 in line 
1010, change the 1.5 to increase or decrease the force of 
gravity. In the statement Y1 = Y1- 3 in line 1020, change 
the 3 to increase or decrease the heater lift amount. To 
change the wind velocities, represented by variable Q in 
line 1050, change the 2.5 to multiply the sine function by a 
different value. For example, if you multiplied by 5.0, the 
winds would be twice as strong at each level. In line 780, 
set M to a value other than 3 to allow more or fewer 
crashes before the game ends. 

Addition of a penalty for colliding with a cloud 
would be another way to add interest to this game. You 
might also want to use a different shape of sprite for the 
clouds, perhaps one which would be easier or harder to 
avoid with the balloon. 

Major Routines 

0009-0430 INITIALIZATION 
Set VIC memory to bank 2, initialize vari­
ables, and load sprite data into memory. 
Print title, instruction, and game screens. Set 
up balloon and cloud sprites, and heater 
sound. 

0500-0520 CONTROL LOOP 
Move balloon and clouds. Check for good 
landing or balloon crash. 

0700-0790 SET UP BALLOON AND CLOUDS 
Initialize sprite pointers. 

0800-0890 SET UP HEATER SOUNDS 

0900-0990 PRINT GAME SCREEN 

1000-1190 MOVE BALLOON 
Add gravity pull. If space bar pressed, select 
balloon sprite with heater, add heater lift 
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force, and set heater sound volume. If space 
bar not pressed, select regular balloon sprite. 
Calculate and add wind force to balloon's 
motion. 

2000-2090 MOVE CLOUDS 
Calculate new position for each cloud. If a 
cloud moves off edge of screen, reposition it 
to other side. 

3000-3090 COLLISION DETECTION 
If balloon hit edge of screen or platform sup­
ports, make explosion and sound. If more 
balloons to play, begin again. Otherwise, end 
game. 

3100-3190 LANDING DETECTION 
Check to see if position of balloon is same as 
a landing pad. 

3200-3290 LANDED 
. If pad has not been landed on before, do 

cloud spin and sound. 

4000-4190 PRINT TITLE SCREEN 

4200-4390 PRINT INSTRUCTION SCREEN 

5000-5290 SOUND ROUTINES 
Three sound routines. 

5500-5590 GOOD LANDING 
Spin clouds and make a sound. 

6300-8000 SPRITE DATA 

Major Variables 

General: 
V Base address of VIC chip 
S1 Base address of SID chip 
Ql Wind direction at Y level of a cloud 



SC Score 
NI) Frequency of notes 

Balloon: 
Xl Horizontal velocity 
Y1 Vertical velocity 
X X position 
Y Yposition 
SP Sprite page number to use 117 or 18) 
SV Sound volume of heater . 
M Balloons left to play 
Q Wind direction at balloon's position 

Landing Pads: 
L Pad just landed on 
LD All pads balloon has landed on 
K1 Position 
K2 Color 

Sprites 

INOTE: All sprites are in bank 2) 

Line Numbers 

6300-6430 
6580-6710 
6720-6850 
6900-7030 
7040-7170 
7180-7300 
7310-7440 
7450-7570 
7600-7730 
7740-7870 
7880-8000 

Page 

16 
17 
18 
19 
20 
21 
22 
23 
24 
25 
26 

Description 

Cloud 1 
Balloon with heater off 
Balloon with heater on 
Balloon explosion - 1 
Balloon explosion - 2 
Balloon explosion - 3 
Balloon explosion - 4 
Balloon explosion - 5 
Cloud 2 
Cloud 3 
Cloud 4 
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Death Valley 
Patrol 

Igor Tulchinsky 

Catastrophe in the barren Death Valley! Aircraft 
crews dropping paratroopers on maneuvers have 

been given faulty maps, and many are being dropped in 
the wrong areas and stranded. As the commander of the 
Death Valley Patrol, you must rescue as many of these 
victims as you can. However, raging winds in the ravines 

. and side canyons are waiting to smash your rescue heli­
copter against the canyon walls. 

There's no time to waste. All the stranded victims 
are slowly wasting away - even the ones in canyons you 
haven't reached yet. Their waving will become less fran­
tic, and eventually they will fall to the ground and be 
attacked by vultures. When their predicament becomes 
so bad that future efforts would be in vain, the game will 
end. 

Controlling the helicopter with- a joystick, you can 
rescue a victim by landing very close or by touching the 
victim. Landings must be made at very low speed, or you 
will crash. Controlling the helicopter is very tricky. Use a 
light touch when you move the joystick in the direction 
you want to travel. Mter you have successfully rescued 
the three victims in a particular canyon, fly off the edge of 
the screen, either above ground or in a tunnel, and you 
will enter a new canyon with three more victims to save. 
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Death Valley 
Patrol 

You are allowed to crash and try again four times in 
each canyon. The game will end on the fifth crash or if 
you run out of fuel. If your fuel gauge shows that you are 
getting low, you may refuel by returning to base and 
gently landing. However, you can eventually lose by 
using up all the fuel available. 

Landing beside the victim is the preferred method of 
rescue, and is rewarded with the most points. In each 
canyon, the first victim rescued by landing is worth ten 
points; the second, a hundred; and the third, a thousand . 
When the rescue is made by touching the victim, you 
receive only five points. If any victim in the valley has 
been rescued by landing, a bonus is awarded, based on 
the time required to perform all the rescues in that valley. 

Load the game by typing in LOAD"DEATH 
VALLEY", 8 and pressing the RETURN key. After about 
35 seconds, the computer will say READY, indicating 
that the game is loaded. Then type RUN and press the 
RETURN key. The title screen will be displayed for 
about 20 seconds before the game begins. When the game 
is over, press the fire button to start a new game . 

Programmer's Notes 

Controlled Random Screens. Death Valley Patrol 
uses a number of different play screens as the game 
advances. There are three different ways that these could 
have been programmed: completely predefined screens, 
completely random screens, or controlled random 
screens. 

Completely predefined screens can create an inter­
esting game, but they have some disadvantages. The 
screen definitions use a large amount of memory and 
generally require extensive programming time. Once 
completed, the game lacks variety because the player 
will always advance through exactly the same screens in 
the same sequence each time the game is played. 

Random screens are generated at the time the game 
is played. Their basic design is controlled by general rules 
or parameters, but the details are determined by a ran­
dom number generator. Completely random screens are 
relatively quick to program and present an infinite vari-



ety of challenges for the game player. However, the 
scores on such games do not accurately represent the 
player's ability, since the ease of playing each screen is 
unpredictable, and repeated playing will not necessarily 
result in greater skill. 

The method used in Death Valley Patrol retains 
the programming ease and variety of challenges achieved 
by completely random screens, but adds an element of 
predictability. The result is an adventurous game which a 
player can learn to play with increasing skill. 

Controlled random screen generation makes use of 
the "seed" which drives the C-64's BASIC random number 
generator. The same set of random numbers is generated 
each time a particular seed value is used. In Death Val­
ley Patrol, the CREATE BACKGROUND routine 
executes the random number generator function, with 
the contents of the variable RP as the seed. The routine 
then uses the resulting random numbers to calculate the 
contours of the landscape on the screen and the points at 
which the victims fall. 

The contents of RP are determined by the course of 
the game. Each time the player successfully rescues the 
victims on a screen and £lys the helicopter off the edge, 
the value of RP is incremented by an amount that 
depends on where the helicopter exits: 0.5 for the left 
edge, 1.0 for the right edge, or 3.0 for the top of the screen. 

The sequence of the game screens follows a tree­
structure. As long as a player follows a particular 
sequence of screens and exit points, the game will be 
identical each time it is played. But if the helicopter is 
flown off any screen in a direction different from that 
taken previously, a different screen will appear and the 
sequence for the rest of the game will be changed. 

Hints for Modifying the Game 

Several key variables affect the difficulty of playing 
Death Valley Patrol. You can alter the number of heli­
copter crashes allowed by changing the 5 to some other 
value in line 33140. The statement DF = DF +.1 in line 
31005 strengthens the force of the wind. Change the .1 to a 
different positive value to alter the degree of strengthen­
ing. 
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The speed required for a safe base landing can be 
altered by changing the two occurrences of > 2 in line 
33006 to other values. Similarly, the speed for safe land­
ings in the canyon can be changed in line 33301. 

The length of time required for the victims to com­
pletely waste away can be adjusted in the statement 
Cl = Cl + 1 in line 210. Changing the 1 to a larger value will 
speed up the process, making the game more challenging . 

Try adding a requirement that each victim must be 
brought back to the base before the next rescue attempt . 
When a rescue is achieved, set a flag which makes it 
impossible to pick up other victims. Then clear the flag in 
the base landing routine. 

Experiment with creating a totally new set of 
screens, by adjusting the values that are added to RP in 
lines 220,230, and 240. 

Major Routines 

00009-00010 INITIALIZATION 
Print title screen. Initialize sprites and 
sounds. Create first background screen . 

00020-00260 MAIN LOOP 
Check fuel supply and test for collisions . 
Check for expired victims. Adjust heli­
copter velocity according to joystick 
direction. Adjust position of helicopter 
according to velocity, and change pitch 
of helicopter sound. Check to see if heli­
copter is outside of screen bounds. If it is 
and all three victims are gone, advance to 
new screen. If all victims are not gone, 
make sure helicopter stays within 
screen. 

01000-01030 ADJUST FUEL GAUGE 
If conditions are right, increase strength 
of wind in a random wind sector. 

10000-10156 SPRITE DATA 



30000-30100 SPRITE INITIALIZATION 
Do checksum to see if sprites already 
loaded. If not, load sprites. Define sprite 
size, color, etc. Set all needed constants. 

31000-31650 CREATE BACKGROUND 
Create mountains, cave, and split screen. 
Drop victim. Set landing detectors. Draw 
score and fuel gauge. If subroutine is 
accessed from REFUEL, return. Create 
wind matrix. 

31700-31710 CLEAR A HOLE 

31900 CREATE A PSEUDORANDOM 
NUMBER 

32000-32010 SOUND INITIALIZATION 

33000-33150 SPRITE-BACKGROUND COLLISION 
Check for base landing and landing 
speed. If too high, explode. If low 
enough, refuel. Check for cliff collision. 
If collision detected, explode. 

33300-33400 VICTIM RESCUE 
If landing speed is too high, explode. 
Determine type of rescue and increment 
score. 

34000-34040 SPRITE-SPRITE COLLISION 
Check to see which victim was rescued. 
Branch accordingly. 

35000-35020 PRINT SCORE 
Change score to a five-character string 
value and print it. 

36000-36090 PRINT TITLE SCREEN 
Print title and make sprites jump and 
wave. 

40000-40030 ENDING 
Make sound and end game. 
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Major Variables 

General: 
PK Joystick status 
V Base address of VIC chip 
C1 Game time counter 
RP Random number seed 
SC Score 
C2 Random wind counter 
DF Difficulty 
AG Fuel left at base 
E Current mountain height 
D Last mountain height 
A Mountain position 
R Random number 
F Refueling flag 
LV Level 
TP Highest canyon number of last stage 
DXI) Horizontal wind 
DYI) Vertical wind 

Helicopter: 
SI ) Sprite pointers 
DX Change in horizontal movement 
DY Change in vertical movement 
X Horizontal position 
Y Vertical position 
NH Number of crashes 
GS Fuel left 

Victims: 
TI ) Sprite pointers 
NK Number rescued by touching 
NM Number rescued by landing 

Sprites 

Line Numbers 

10000-10006 
10010-10016 
10020-10026 

Page 

192 
193 
194 

Description 

Helicopter - 1 
Helicopter - 2 
Victim -1 



10030-10036 
10040-10046 
10050-10056 
10060-10066 
10070-10076 
10080-10086 
10090-10096 
10 1 00-10 106 
10150-10156 

195 
196 
197 
198 
199 
200 
201 
202 
203 

Victim - 2 
Victim - 3 
Victim -4 
Victim - 5 
Victim - 6 
Victim -7 
Victim - 8 
Landing detector 
Explosion cloud 
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Charles Mott, Jr. 

Automated atomic energy reactors provide power 
for operations on the planet Tobor. The reactors 

are shielded by a protective force field and guarded by an 
automated patrol ship. This protection system has devel­
oped a serious malfunction and is preventing delivery of 
essential coolant packs. As a result, the reactors are now 
in danger of overheating. 

You have been dispatched to drop riew coolant 
packs from your space shuttle to the robots below. These 
robots continuously move back and forth between each 
reactor and its supply area. If a coolant pack falls just in 
front of a robot, the robot will catch the pack and take it to 
the reactor. Keep an eye on the reactor's coolant level 
gauge. To save the reactor, you must successfully deliver 
enough coolant packs to fill it up. 

The protective force field constantly pushes your 
shuttle up and away from the reactor. If you penetrate 
the shield, the defective protection system will 
strengthen the field and repel you, using more coolant in 
the process. If you drop a coolant pack from just above 
the shield, the protection system will dispatch a patrol 
ship to investigate. A collision with the patrol ship will 
not harm your shuttle, but it will cause the reactor to use 
still more coolant. 
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When you have returned a reactor to normal opera­
tion, you will be moved on to the next one. The robot at 
each new reactor will move faster than the previous one, 
frantically trying to find coolant packs. If you allow any 
reactor's coolant level to drop below the critical point, the 
reactor will melt down and the game will end, displaying 
your rating as a shuttle pilot . 

Use the joystick like the control stick in an airplane 
to move the shuttle. Push it forward to dive, pull it back to 
climb, and move it left or right to move sideways. To 
release a coolant pack, press the fire button. 

Load the game by typing LOAD"MISSION 
TOBOR",8 and pressing the RETURN key. After about 
30 seconds, the computer will say READY, illdicating 
that the game is loaded. Then type RUN and press the 
RETURN key. The title screen will be built on the 
screen, complete with instructions. Then after a delay of 
about 20 seconds, the game will begin. 

Programmer's Notes 

Special Use of the Keyboard Buffer. One way of han­
dling a program which uses many sprites and requires a 
great deal of memory is to write it in two parts. Part 1 of 
this game is called MISSION TOBOR on the disk. It 
prints the title screen, scrolls the instructions, and loads 
the sprite data into memory in preparation for Part 2, the 
actual game, which is called && MISSION. Part 2 is then 
run by making special use of the keyboard buffer. 

The Commodore 64 has a special section of memory 
called the keyboard buffer, beginning at memory loca­
tion 631, for temporary storage of keyboard input. It can 
hold up to ten characters and is automatically cleared as 
its contents are executed. Any time a key is pressed, a 
special code for that key is stored in the keyboard buffer 
until it can be processed. 

For the C-64 to load and run Part 2, it must be given 
instructions similar to those that were entered to load and 
run Part 1. To do this, Part 1 prints the instruction 
LOAD"&& MISSION",8 onto the screen, in the same 
color as the background so that it will be invisible. Then, 
in lines 3610-3650, it stores the following directly into the 
keyboard buffer: two CURSOR-UP commands, a 



RETURN command, the characters R, U, N, and a colon, 
and then another RETURN command. (The character 
codes for all keyboard commands are listed in appendix F 
of the Commodore 64 User's Guide.) 

When Part 1 ends, the C-64 executes the commands 
that are in the keyboard buffer. The two CURSOR-UP 
commands position the invisible cursor to the invisible 
LOAD line. The RETURN command causes the 
LOAD"&& MISSION",8 to be executed, loading Part 2. 
The next positions in the keyboard buffer contain RUN: 
and a RETURN. This is equivalent to typing in RUN and 
pressing RETURN, so Part 2 then begins running. 

Hints for Modifying the Game 

Part 1. To present the title screen in a different way, 
modify lines 700 and 730. The RIGHT$ instructions are 
string functions that control the point in the string vari­
ables X$ and Z$ at which the print statement is to begin, 
and how many characters after that point will be printed. 
Replacing the RIGHT$ instructions with LEFT$ or 
MID$ will create different effects. 

The PRINT TITLE SCREEN routine is designed to 
gradually build the game name on the screen as the 
sprites are loaded into memory. The name is camou­
flaged until it is completely built. To have it presented 
more quickly, eliminate the GOSUB2000 in line 720. 

If you study the program carefully and learn to use 
the string commands, you can find other, more compli­
cated ways of changing the title screen presentation. 

Part 2. To change the initial speed of the robot, modify 
the value assigned to PH in line 103. The speed of the 
robot at each new reactor is increased in lines 3205-3209. 
Change the values assigned to PH to make the robot 
speed up by a different amount, or slow down instead. To 
change the speed of the shuttle, assign a different value to 
AP in line 103. To change the speed of the patrol ship, 
assign a different value to U in the same line. 

The strength of the force field's push against the 
shuttle is set with the statements MX = MX + 1: 
MY = MY -1 in line 390. Change the + 1 and -1 to other 
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values for the force field to have a different effect on the 
shuttle's behavior . 

The time before a reactor's coolant runs out is con­
trolled by the variable PI, which is set to 1 in line 90 . 
Changing the 1 to a 2 will cause the reactors to melt down 
in half the time. The initial state of the next reactor, 
determined by its sprite pointer, is set with the statement 
PS = 202 in line 948. Changing the 202 to a higher 
number, not greater than 216, will make the next reactor 
start out in a more critical state . 

Set a limit to the number of coolant packs available 
to be dropped during the game. Or set a limit for each 
reactor, and decrease it for each reactor serviced. You 
will have to add variables for the limit that is set and the 
number of packs dropped. 

Major Routines 

PART! 

0070-0320 INITIALIZATION 
Begin loading sprite data into memory. Ini­
tialize array variables for title and instruc­
tions. 

0510-0730 PRINT TITLE SCREEN 
Manipulate and print title array variables 
with sound and extended background color, 
while loading sprite data. 

0740-0840 SCROLL INSTRUCTIONS MESSAGE 
Scroll instruction message in Y$! ) across 
middle of screen while loading sprite data. 

2000-2100 READ SPRITE DATA INTO MEMORY 
Read one byte of sprite data into memory. 

3500-3680 RUN PART 2 
Lower top of BASIC memory and use key­
board buffer to run Part 2. 
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5000-5131 SPRITE DATA 
Data statements for sprites. Every four lines 

.... ali E~7 !55 S54 
is a complete sprite. 63 255 255 

63 253 255 
58 235 255 
53 230 191 
53 239 239 
53 235 175 
53 238 239 

PART 2 53 235 175 
245 239 239 
53 250 191 
53 255 255 
53 253 255 

0040-0140 INITIALIZATION 53 239 239 
53 239 239 

Read data statements for score ratings and 
53 231 231 
53 255 255 
63 235 255 

joystick control array. Initialize variables : I 
63 255 255 
47 253 254 

•••••• _ •••••••• _ •• 3 192 60 

and sprites. Print background screen. ~ .. 
BAHK-D 0 PAGE-D 203 

0147-0480 MAIN CONTROL LOOP 
If joystick activated, move shuttle; other-
wise let it drift. Move robot and pack, if one Reactor and Coolant-2 

was dropped. Check for robot catching pack. 
If robot is at reactor with pack, switch to 
reactor sprite with more coolant. If reactor 
full, print score and start new mission. If 
reactor empty, end game. .. 

!55 S54 
255 255 
255 255 
255 255 

0500 READ JOYSTICK 250 191 
239 239 
235 175 
238 239 

58 235 175 

0600-0620 MOVE SHUTTLE 250239 239 
58 250 191 
58 255 255 
53 255 255 
53 239 239 

0800-0895 INITIALIZE SPRITES 53 239 239 
53 231 231 
53 255 255 

Sprite positioning and definitions. 63 255 255 
63 255 255 
47 253 254 .... • 3 192 60 

~ .. 
0900-0940 END OF GAME BANK-O 0 PAGE-D 211 

Flash border and background while making 
melt-down noises. Print overall rating. Wait 
for fire button to start new game. 

Reactor and Coolant-lO 

0955-1000 CATCH COOLANT PACK 
If pack is within 10 pixels of robot, switch 
robot sprite to one carrying a pack, and set 
flags. 

1100-1155 PRINT BACKGROUND SCREEN Mission: 
2000-2310 SOUND ROUTINES Tobar 

Three sound routines. 
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~ II.A 
........................ 0 
•••••••••••••••••••••••• 0 
•••••••••••••••••••••••• 0 
•••••••••••••••••••••• 12 
................... 51 
••••••• _ ••••••••• 48 
•••• • ••••• 15 
•••••••• _ •••••••••• 0 
•••••••• _ •••••••••• 0 ........ - ......... . ........ -......... . 

~ ........................ ,. 
BAHK-i 0 PAGE -i 230 

Coolant pack 

~ ij 
o 0 
o 0 
o 1~2 
~I 48 
252 48 
223 1~2 
220 0 
220 0 
220 B 
252 0 
o 0 
o 0 
o 0 
0. 0 
o 0 
o 0 
o 0 
o B 
o 0 
o 0 

Mission: 
Tobar 

3200-3250 PRINT SCORE 
Print rating points and increase speed of 
robot . 

Major Variables 

PARTl 

General: 
S Base address of SID chip 
X$!I Title word "MISSION" 
Z$!I Title word "TOBOR" 
Y$!I Instructions 
A$ Temporary variable for instruction scroll 

PART 2 

General: 
V Base address of VIC chip 
SI Base address of SID chip 
SC Base address of screen memory 
BR Border color 
BK Background color 
JS Address of joystick port 
DR! I Joystick directions 
FG!I Event flags 
S1-S8 Sprite pointers 
YL Number of reactors saved 
LP Pointer to ratings 
G$!I Ratings 

Shuttle: 
P1 Sprite pointer 
MX X position 
MY Y position 
AP Pixels moved 

Reactor: 
PS Sprite pointer 
PI Sprite pointer increment 



Robot: 
RB 
R 
PH 

Sprite pointer 
X position 
Pixels moved 

Patrol ship: 
BP X position 
U Pixels moved 

Sprites 

Line Numbers Page 

5000-5003 202 
5004-5007 203 
5008-5011 204 
5012-5015 205 
5016-5019 206 
5020-5023 207 
5024-5027 208 
5028-5031 209 
5032-5035 210 
5036-5039 211 
5040-5043 212 
5044-5047 213 
5048-5051 214 
5052-5055 215 
5056-5059 216 
5060-5063 217 
5064-5067 218 
5068-5071 219 
5072-5075 220 
5076-5079 221 
5080-5083 222 
5084-5087 223 
5088-5091 224 
5092-5095 225 
5096-5099 226 
5100-5103 227 
5104-5107 228 
5108-5111 229 
5112-5115 230 
5116-5119 231 

Description 

Reactor and coolant - 1 
Reactor and coolant - 2 
Reactor and coolant - 3 
Reactor and coolant - 4 
Reactor and coolant - 5 
Reactor and coolant - 6 
Reactor and coolant - 7 
Reactor and coolant - 8 
Reactor and coolant - 9 
Reactor and coolant - 10 
Reactor and coolant - 11 
Reactor and coolant - 12 
Reactor and coolant - 13 
Reactor and coolant - 14 
Reactor and coolant - 15 
Broken reactor - 1 
Broken reactor - 2 
Broken reactor - 3 
Shuttle craft - 1 
Shuttle craft - 2 
Shuttle craft - 3 
Shuttle craft - 4 
Shuttle craft - 5 
Shuttle craft - 6 
Shuttle craft - 7 
Barrel 
Pipework 
Pod 
Coolant pack 
Robot-1 

Mission: Tobar 85 

.. ~ B C 
•••••• • ••••••• 3 255 0 
•••••• _ililil~ili_. • • • • • •• 3 171 0 
•••••••• _ •••••••••• 0 252 0 
•.••••••• _ ••• _ ••••• 12 48 In 
••••••••••••••••••• 51 51 48 
••••••• _ ••••••••• 48 252 48 
••.• • ••••• 15 223 1~2 
•••••••• _ ••.••••••• 0 220 0 
•••••••• _ •••••••••• 0 220 0 
•••••••• _ •••••••••• 0 220 0 
......•• _ ..•••..... e 252 0 
••••••••••••••••••••••• 0 48 0 
••••••••••••••••••••••• 0 48 0 
••••••••••••••••••••••• 0 48 0 
••••••••••••••••••••••• 0 48 0 
••••••••••••••••••••••• 0 48 0 ...... ; ... i .. i; .. ~ .......... 0 48 0 •••••••• 3 255 0 
..•••• • ••••••• 3 255 0 

.. :::::: .. I!ili.."''' .. ::::::: :,.~ t;~ g 
BANK -# 0 PAGE -# 232 

Robot-2 

Mission: 
Tobar 
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A ~ II C 
........................ 0 0 0 
•••••••••••••••••••••••• 0 0 0 
•••••••••••••••••••••••• 0 0 0 
• ••••• iilll~iliEEIIEIIElil •••• " 2 170 128 
• ••• iilmmlllllllllElililllilililm. • •• 10 170 160 
• .lilllllilil9 •••••••• HElilillliI.. 42 0 168 
• .iilIIIEIII •••••• Dlilililllm •• 42 204 168 
"llililllilil_IEEEliliIiI~ 170 221 170 

85 221 83 
170 221 170 
83 221 ~ 
170 170 170 

• 42 170 168 
• 42 170 168 

••• 10 170 168 
'" I I ••• 8 170 32 
• ••• HEI. • • • • •• • ••• iilil. • •• 8 0 32 
•• lilll ••••••••••••••• 11111 •• 32 0 8 
.. lilll.. .. .. ... .. .... 11111.. 32 0 8 
lilll ................... iilll 128 0 2 
iilll ••••••••••••••••••• illil 128 e 2 , ~ 
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Pod 
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5120-5123 
5124-5127 
5128-5131 

232 
233 
234 

Robot-2 
Robot-3 
Patrol ship 



CosmoFs 
Rescue 

Frank Mikulastik 

While exploring the hazardous cavern of the 
yellow monster Grunk-Snort, you and your 

purple friend Cosmo have become separated, and he has 
been captured by the dreaded Grunk-Snort. You must 
guide your rescue ship through the cavern, pick up 
Cosmo, and make your way back home. You have only 
three chances to rescue Cosmo. If you touch a wall, bump 
into Grunk-Siloft, or run out of fuel, you will have to start 
all over again. Your ship awaits you on the landing plat­
form at the upper left-hand corner of Grunk-Snort's cav­
ern. 

Keep an eye on the fuel indicator. The landing plat­
form also serves as a fuel station at which you may refuel 
if necessary. To make a safe landing on the platform, 
your ship must be moving very slowly with no side 
motion. If you make it back to the landing platform after 
picking up Cosmo, your heroism and skill will be 
rewarded with one point for each unit of fuel remaining. 

Control the ship with the joystick. Gravity will be 
pulling you down at all times. Pressing the fire button 
fires the main engines, which thrust upward. Left or right 
motion of the joystick fires the side thrusters. Apply 
thrust very cautiously. Controlling the ship can be tick­
lish, and you may have to play many times before you 
learn to do it perfectly. 

;~ilj~~~ !~~ S55 

255 255 255 
255 255 255 
255 255 255 
255 255 2~5 

•••••• • ••••• ;37 255 134 
••••••• _ ••••••• 96 2~ 6 
.•. .... . IJ!!!!!!!L • . . . .•. 96 126 6 .•...... j=:: .....•. 96 69 6 .•......• _ ....... iii. 96 69 6 

::::::::;_.:::::::: ~~ y~ ~ 
....... _ ....... 96 255 6 
...... • ••••• 97 25~ 134 
..... • •••• 99 25~ 198 
.... .. •• 193255 230 

111 255 246 
127 255 254 

.J=====~. 127 255 254 
127 25~ 254 
2~5 255 255 

~ ~ 
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... ~ B C 
........................ 0 0 0 
•••••••••••••••••••••••• 0 0 iii 
........................ iii II 9 
•••••••••••••••••••••••• 0 0 iii 
........................ 0 0 0 
........................ 0 0 iii 
•••••••••••••••••••••••• 0 iii 9 
........................ 0 0 9 
•••••••••••••••••••••••• 0 0 0 
........................ 0 0 0 
........................ II 0 0 
........................ 0 II 0 
•••••••••••••••••••••••• 0 0 0 
......................... iii II iii 
........................ 0 0 0 

.. ~. I" I" I" i" i" 'E' 'I"i' :~::: g :5 g0 .. 21 65 84 
•• 21 65 64 

•••• • ••• 5 85 80 
•••••••••• _ .......... 0 29 9 

~ ~ 
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Green alien-l 

... o.A 
.. _ ................ E·,: 

::=::::::::=::gg 
::~i:i:::::::I:=:: ~3 
•••••••• ::1:1:1:1:1:1:1:111:1 •••••• 0 
•••••••• ::1:1:1:1:1:1:1:1 •••••••• e 
•••• ::1:1 •• ::1:1 •••• ::1:1 •••••••• 8 
•••• iil:l:l:I:I:I:lllil:ll~I •••••••• 10 
•••• iil:l •••• ::1:1:1:1 •••••• iilll •• 8 
•••• iilil:I:I:m:m:I:I:I:lllim:l:llliIII10 
•••••••••• ::Iilllll •••••••••• 0 
•••••••• ::111111111111111 •••••••• 0 
•••••••• ::IIIiI:lllllllil •••••••• 0 
•••••••• ::111 •••• iilll •••••••• 0 
•••••• Hlililli •••• iilililn. • • • •• 2 

• .. •• 5 
.. !Pi' .. •• 21 

•• 21 
•••• • ••• 5 
•••••••••• _ •••••••••• 0 

~ ~ 
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~ £ 
o 252 
£1 220 
128 220 
130 252 
170 126 
170 0 
130 0 
170 0 
40 8 
170 170 
40 (j 
170 0 
170 0 
130 0 
130 126 
85 80 
85 84 
85 84 
85 80 
20 0 

Cosmors 
Rescue 

Load the game by typing in LOAD"COSMO'S 
RESCUE",8 and pressing the RETURN key. After about 
45 seconds, the computer will say READY, indicating 
that the game is loaded. Then type RUN and press the 
RETURN key. After the title screen is displayed, the 
instruction screen will appear and pause for about 15 
seconds. Then you will be asked to press the fire button to 
start the game. When the game is over, press the fire 
button to return to the instruction screen. 

To stop the game, see the special instructions in the 
Introduction for stopping bank-switched games. This 
game uses bank 2 for sprites and graphics. 

Programmer's Notes 

Bank Switching to Handle Large Programs. Because 
Cosmo's Rescue is a very large game, and in addition, 
uses 26 sprites for animation effects, a special technique 
was required to load the game and all the sprite data into 
memory at the same time. 

The "Sprites" section of the Introduction explains 
that the C-64's memory is divided into four banks of 16K 
each. The computer's VIC chip is designed to "see" and 
access only one 16K bank at a time. Since the VIC chip 
performs all sprite handling, it must be set to access the 
bank containing the pages where the sprite shape data is 
stored. 

Bank 0 of the computer, the first 16K of memory, is 
ordinarily used for most purposes unless other provisions 
are made. When the computer is first turned on, the VIC 
chip is set automatically to bank 0, and when programs 
are loaded, they are stored there. When a program and its 
sprite data both fit into 16K, no further action is needed. 
The sprite data will be stored into pages in bank 0, where 
the VIC chip is set to find it, and processing will begin. 

If the program and its sprite data require more than 
16K, however, the sprite data must be stored into pages in 
another bank. The VIC chip must then be "bank­
switched" or set to access the other bank for the sprite 
data. The program remains in bank 0 and is executed 
there. 

In addition to sprites, the VIC chip also controls 
other graphics features. Bank switching must be imple-



mented carefully, so that all related functions are han­
dled properly. 

Cosmo's Rescue stores its sprite data in bank 2. The 
instructions which bank-switch the VIC chip are in lines 
37 through 40. You may also want to study Ride the 
Wind, Squirrel Away, and The Blobbis, all of which 
use bank switching. For information on the instructions 
necessary to use bank switching in other programs, refer 
to one of the books available on Commodore 64 program­
ming. 

Hints for Modifying the Game 

The beginning fuel supply is set with tre statement 
FU =600 in line 3030. The refueling amount is set in a 
similar statement in line 3618. Change the 600 to get a 
different amount of fuel, and change the PRINT state­
ment in line 3110 to match. The number of crashes 
allowed before the game is over is set with the statements 
ME=3 and LEFT: 3 in line 335. Change the two 3's to 
other values. 

The starting positions for Cosmo, Grunk-Snort, the 
player figure, and the landing platform can be altered by 
making changes to lines 3000 through 3030. These 
changes can be tricky, so be very careful in making them. 

For Cosmo's vertical position, change the statement 
POKEV +13,92 in line 3010 to use a value other than 92. 
Set G1 to a different value in line 3005 to change the 
figure's horizontal position. To change the left and right 
movement boundaries for Cosmo, change the values of 
E1 and F1 in line 3005. 

For Grunk-Snort's vertical position, change the 
statement POKEV +15,200 in line 3020 to use a value 
other than 200. Set G2 to a different value in line 3005 to 
change the figure's horizontal position. To change the left 
and right movement boundaries for Grunk-Snort, change 
the values of E2 and F2 in line 3005. 

For the landing platform's horizontal position, 
change the statement POKEV + 10,32 in line 3000 to use 
a value other than 32. Change the value of T5 in line 3000 
to change its vertical position. 

The green player figure starts out just above the 
landing platform, so its starting vertical position is calcu-

Cosmo's Rescue 89 

.. .. _ ........ _.~~ ~ 'i16 
.. _ ........ _. 53 0 220 · ._.0 ...... _ .. 55 0 220 
.. _illl .... llli_ .. 29 1~0 116 
...... Iilililil .... illililll ...... 2 130 128 
• .... II • !!I!"I!lil!~!I!I. • • • • • •• 0 17e \3 
........ ,,1,1 .... "U ........ 0 130 0 
........ iilll .... IIIII ........ 0 130 0 
........ UlIIIIIEI~IIII.. .. .... 0 170 0 
.. iilll ...... iillllill ...... iilll.. 32 40 8 
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.01 loR B C 
UIII~IIlIIEEEIII .... Immllllllllllill 170 130 178 
1Ir.1 •••••• DEL ... 1110 ...... 11Il1 128 138 2 
GIU .. _ ... _ ... EJ 143193 242 .... _11111_ .... 13 235 112 
.... _IEIII_ .... 13 233 112 
.... _11111_ .... 13 235 112 
.... _111111_ .... 15 233 240 
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.. 111 .. IIEIIEEIIUEEIII .. Oln .. 34 178 136 
II1IIIIlIIEEEIllIIEE_EEEEEEI 178 178 178 
IIEEEEElllllmmlllllEUEllllIIEI 170 170 170 
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Cosmo"s 
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lated in line 700 using T5. To move the green figure's 
starting position, change the values added to Y and 
assigned to X in line 700. 

In programming Cosmo's Rescue, care was taken 
to make the layout of the cavern easy to change. To 
design your own cavern, change the PRINT statements 
in lines 3112 through 3158. Getting the new cavern screen 
to look just the way you want can be tedious and frustrat­
ing, but after it is done, you will have a new game to play . 

You might want to create several cavern screens, 
each in its own subroutine. Then program the game to 
move on to the next screen after each one has been played 
successfully. You would then have programmed an 
example of completely predefined screens Isee the Pro­
grammer's Notes for the game Death Valley Patrol). 

Major Routines 

0010-0335 INITIALIZATION 
Set VIC memory to bank 2. Print instruction 
screen and load sprite data. Set up sprite 
arrays for animation and tum on sprites. 
Print play screen. 

0400-0490 MAIN LOOP 
Move green alien and check remaining fuel. 
Fall, if out of fuel. Check for landing on plat­
form, hitting cavern or monster, picking up 
purple alien and successful rescue. Move 
purple figure and yellow monster. 

0700-0790 INITIALIZE GREEN ALIEN 
Set starting position, size, and color of green 
alien and his ship. 

1000-1490 MOVE GREEN ALIEN 
Read joystick and add pull of gravity. If fire 
button pressed, subtract from gravity and 
adjust fuel. If joystick moved, update hori­
zontal speed and adjust fuel. Calculate new 
position and select proper thruster sprite. 
Sequence to next green alien sprite and print 
remaining fuel. 



3000-3090 INITIALIZE SPRITES 
Set starting positions and colors. 

3100-3190 PRINT PLAY SCREEN 

3200-3290 GAME OVER 
Do animation sequence for purple alien and 
yellow monster while waiting for fire but­
ton. 

3300-3390 PRINT INSTRUCTION SCREEN 

3500-3590 SCREEN CHANGE 
Screen change sound and flash. 

3600-3690 GREEN ALIEN LANDS ON PLATFORM 
Fall if landing speed is too high. Check for 
purple alien being rescued. Refuel. 

3700-3790 GREEN ALIEN FALLS 
Do falling animation sequence and check for 
end of game. . 

4000-4090 MOVE PURPLE ALIEN 
Sequence to next sprite in animation and 
calculate new position. Reverse direction if 
movement boundary reached. 

4100-4190 MOVE YELLOW MONSTER 
Sequence to next sprite in animation and 
calculate new position. Reverse direction if 
movement boundary reached. 

4300-4390 PICK UP PURPLE ALIEN SOUND 
Sound for green alien rescuing purple alien. 

4500-4590 FALLING SOUND 

4600-4690 SUCCESSFUL RESCUE 
Calculate and print score. Make sound and 
continue game. 

7000-10540 SPRITE DATA 
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Major Variables 

General: 
FU Fuel remaining 
FS Score counter 
CT Successful rescue flag 
ME Rescue attempts left 
V Base address of VIC chip 
SI Base address of SID chip 
SM Base address of screen memory 
CM Base address of color memory 
Ml Base address of sprite data 
T5 Landing platform Y coordinate 

Green Alien: 
MSI) 
All) 
TI 
T 
X 
Y 
Xl 
YI 
X2 
Y2 
Kl 
K2 
K3 
SP 

Animation array for flying 
Animation array for falling 
Length of flying sequence 
Length of falling sequence 
X position 
Yposition 
Number of pixels to move in X direction 
Number of pixels to move in Y direction 
New pixel count for X direction 
New pixel count for Y direction 
Page number for bottom thruster sprite 
Page number for left thruster sprite 
Page number for right thruster sprite 
Animation counter 

Purple Alien: 
GSI) Animation array for walking 
T3 Length of animation sequence 
EI Maximum left position 
FI Maximum right position 
A3 Animation counter 
G I X position 
D 1 Direction of movement flag 

Yellow Monster: 
MMI) Animation array for walking 
T4 Length of walking sequence 
A4 Animation counter 



E2 Maximum left position 
F2 Maximum right position 
G2 X position 
D2 Direction of movement flag 

Sprites 

(NOTE: All sprites are in bank 2) 
Line Numbers Page Description 

07000-07130 
07140-07270 
07280-07400 
07410-07540 
07550-07670 
07680-07810 
07820-07950 
07960-08080 
08090-08220 
08230-08350 
08360-08490 
08500-08630 
08640-08760 
08770-08900 
08910-09040 
09050-09180 
09190-09320 
09330-09450 
09460-09590 
09600-09720 
09730-09860 
09870-09990 
10010-10130 
10140-10270 
10280-10400 
10410-10540 

16 
17 
18 
19 
20 
21 
22 
23 
24 
25 
26 
27 
28 
29 
30 
31 
32 
33 
34 
35 
41 
42 
43 
44 
45 
46 

Green alien - 1 
Green alien - 2 
Green alien - 3 
Green alien - 4 
Green alien - 5 
Green alien - 6 
Green alien - 7 
Left thruster 
Right thruster 
Bottom thruster 
Green alien falling - 1 
Green alien falling - 2 
Green alien falling - 3 
Ship 
Landing platform 
Purple alien - 1 
Purple alien - 2 
Purple alien - 3 
Purple alien - 4 
Purple alien - 5 
Yellow monster - 1 
Yellow monster - 2 
Yellow monster - 3 
Yellow monster - 4 
Yellow monster - 5 
Yellow monster - 6 
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.. ~ B C 
.......... _ •••••••••• 0 60 0 
........ _EI ........ 0 126 e 
......... ,.,EE... .. .... e 235 0 
.... II1II .. _ ........ 4 93 B, 
...... II1II .. 11111 .. IIEM.. • ... 1 34 64 
...... IIUM .. llmM ........ 2 73 0, 
...... II1II .. IIEM .. IIIII.. .... 1 36 64 
.............. 11111 ........ 0 18 0 
........................ 0 0 0 
........................ 0 0 0 
........................ 0 0 0 
........................ 0 0 0 
........................ 0 0 0 
........................ 0 0 0 
........................ 0 0 0 
........................ 0 0 0 
........................ 0 0 0 
........................ 0 0 0 
........................ 0 0 0 
........................ 0 0 0 
........................ 0 0 0 " ,. 
BRNK-I 2 PRGE-I 25 

Bottom thruster 

CosmoFs 
Rescue 





Mazemaster 
Igor Tulchinsky 

Mazemaster tests your ability to maintain a sense 
of direction in a complex network of corridors. 

The game simulates 3-D by providing a perspective view 
of the corridor down which you are moving. The view 
shows the floor and ceiling, the right and left walls, and 
the surface facing you at the end of the corridor. The floor 
and ceiling are alternately red and white, each color 
panel marking the distance you will move with one step. 
Doors in the walls are indicated by black panels. In 
addition, a top view of the maze is available. 

There are two different ways of playing this game. 
In either option, the object is to finish in the shortest time 
possible. A final score is awarded, based on your playing 
time and the complexity of the maze. 

In option 1, PAINT THE FLOOR, you must paint the 
floor yellow by traveling through the entire maze. When­
ever you retrace your steps, the floor in front of you will 
be yellow instead of red and white. (Since you will start at 
a random point within the maze, it may be necessary to 
retrace some of your steps in order to travel through the 
entire maze. 

In option 2, FIND THE TREASURE, a treasure is 
hidden in the maze for you to find. The treasure's location 
is shown in the top view but invisible to you as you 
approach it in the corridor. Your distance from the trea­
sure is displayed, however, so you can tell whether you 
are moving toward or away from it. 

Mazemaster 



96 Arcade Games for the Commodore 64 

Mazemaster 

When you select an option, you will also determine 
the complexity of the maze by entering a number 
between 1 and 200 and pressing RETURN. The program 
will then randomly generate the maze, displaying a map 
as it develops. After the maze is drawn, different areas 
will be colored to indicate the wall color in those areas. 
The wall colors will help you relate the corridor perspec­
tive view to the top-view map as you play. 

Pressing the space bar moves you forward one step, 
and the R and L keys turn you right and left. To turn 
around and go back, turn in the same direction two times. 
In order for you to turn and go through a door, the door 
must be at the edge of the screen, indicating that you are 
standing next to it. After you turn, you will have a per­
spective view down the corridor you have turned into. If 
you turn and are not standing next to a door, you will just 
be looking at a wall. 

If you become confused as you are playing and 
would like another top view of the maze, press H for 
help. This time, your position will be marked on the map 
with aU, D, R, or L (for up, down, right, or left), which 
indicates the direction you are facing within the maze as 
it is displayed. If you are playing PAINT THE FLOOR, 
the areas already painted will be yellow. 

Load the game by typing in LOAD 
"MAZEMASTER",8 and pressing the RETURN key. 
After about 20 seconds, the computer will say READY, 
indicating that the game is loaded. Then type RUN and 
press the RETURN key. Select an option from the game 
menu and enter the desired complexity. The program 
will then begin drawing the maze. After you finish a 
game, press the space bar to return to the menu screen. 

Programmer's Notes 

Completely Random Screen Generation. The mazes 
in Mazemaster are created by a completely random 
method. See the Programmer's Notes for the game Death 
Valley Patrol for a discussion of completely predefined, 
completely random, and controlled random screen gen­
eration. 



Simulated Three-Dimensional Display. One of the 
unusual features of this game is its three-dimensional 
display of a maze. Each interior view of a corridor shows 
the nearest five steps, with the floor, ceiling, and walls 
converging toward the center of the screen. Alternating 
red and white ceiling and floor panels mark the steps. If a 
wall in one of the five steps opens onto a side corridor, it is 
displayed as a black panel. When the player is within five 
steps of the end of a corridor, the center of the screen 
shows the color of the wall that is being approached. 

One set of array variables is used for all the different 
interior views of the corridors. The string arrays G$( ), 
C$( ), R$( ) and L$( ) represent the colors of the floor, 
ceiling, left walls and right walls, respectively. Each 
array has five elements, one for each step in the view. As 
the end of the corridor is approached and there are fewer 
than five steps to display, the other array variables are 
assigned to be the color of the end wall, so that it appears 
to grow larger and larger with each step. 

Other variables are used to indicate the direction the 
player is facing in the maze and to monitor the features of 
the corridor that are to be displayed on the next step. As 
the player moves forward in the maze, the contents of the 
'string array variables are modified to reflect the new 
view. 

Hints for Modifying the Game 

The score is calculated and printed in lines 40040-40055, 
based on time and maze complexity. You might want to 
add a penalty for looking at the maze map. First, add the 
line 1005 NA = NA + 1 to count the number of times the 
maze map is displayed. Then add 40051 SC=SC­
NA *10 to include the new counter in the score calcula­
tions. The numbers 1005 and 40051 are line numbers 
which indicate the location in the program where you 
should place the new lines. 

Mazemaster has instructions to end a game when a 
time limit is reached, but the maximum number of sec­
onds is set with the statement TM=1E9 in line 22070. 
The expression lEg is BASIC notation for ten raised to the 
ninth power - a gigantic number! Change this line to set 
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the time limit to a realistic number based on maze com­
plexity. 

You might want to try playing in the dark: turn off 
the three-dimensional display and just make a ''bump'' 
sound when you hit the end of a corridor. Or make the 
treasure periodically move around within the maze. 

Major Routines 

00013 INITIALIZATION 
Set up sound. Print title screen. Offer and 
accept game and complexity choice. 
Create selected maze. Jump to selected 
main loop. 

00100-00410 3-D PRINTOUT OF MAZE 
Print out 3-D maze as calculated in next 
section. 

00530-00720 3-D PRINTOUT CALCULATIONS 
Set up direction variables. Calculate col­
ors for ceiling, floor, left, and right walls 
for five squares in direction player is fac­
ing. 

01000-01060 PRINT HELP MAZE 
Display top view of maze. Display player 
and, if in FIND THE TREASURE option, 
display treasure. 

02000-02110 PAINT FLOOR MAIN LOOP 
Select starting point. Print out maze, 
squares painted, and time. Wait for key 
to be pressed, while incrementing time. 
React to key pressed. 

03000-03110 FIND TREASURE MAIN LOOP 
Select starting point. Print out maze, dis­
tance, and time. Wait for key to be 

Mazemaster pressed, while incrementing time. React 
to key pressed. 



20030-20090 CREATE RANDOM MAZE 
Create maze, by picking random direc­
tion and testing spot two units in that 
direction. If spot is empty, link it to maze. 
If filled, pick new direction. If all direc­
tions are filled, pick new starting point. 

20100-20180 COLOR THE MAZE 
Color all walls, ceilings and floors. 

21010-21080 PRINT TITLE 
Display heading. 

22010-22080 PRINT GAMES MENU 
Print menu and enter all inputs. 

40005-40080 GAME OVER 
Sound end of game sound. Calculate 
score. Wait for key to be pressed, then 
resume game. 

50000-50010 SOUND INITIALIZATION 

55010 SOUND A BEEP 

Major Variables 

General: 
M%ll Maze 
C$ll Ceiling color 
G$ll Ground color 
R$ll Right wall color 
L$ll Left wall color 
Dil Directions 
CM Complexity 
F3 Space taken flag 
G$ Game number 
DXII Horizontal component 
DYll Vertical component 
D1 Check for adjacent corridors lrightl 
D2 Check for adjacent corridors Ileftl 
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Player: 
XX Horizontal distance "seen" 
YY Vertical distance "seen" 
X Horizontal position 
Y Vertical position 
D Direction 

Treasure game: 
A Horizontal position 
B Vertical position 

Paint game: 
NY Number of squares painted yellow 
NB Number of squares 
P Position of next yellow square 

Mazemaster 
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Rocket Lander 
Charles Mott Jr. 

€I 
1 
2 
3 
4 
5 
6 

REM 
REt., 
REM 
REt'l 
REt., 
REt., 

7 REt., 
8 : 

********************************* 
* ROCKET LANDER * 
* BY CHARLES MOTT. JR. * 
* CC) 1984 FANFARE HOUSE. INC. * 
* BOX 3e62 HOUSTON. TX 77253 * 
******************.************** 

INITIALIZATION 

St PRINT"::-:I"; :POKE53248+21,e:pOKE5328e,1:p 
OKE53281.e 
Ie FORT=eT062:POKE832+T.255:NEXT 
11 BA=14336:Y=53248:SL=56334:SC=1024:RS= 
2e4e:TU=1 
12 IFPEEK(14552)=255THENPOKE53272.21 
13 SO=54272:FORT=eT024:POKESO+T.O:NEXT 
15 POKESO+24.15:POKESO+6.24e:POKESO+l.15 
: GOSUB8ee 
2e X$C 1 )=" I---T---I" : X$(2)=" I--r-I ":X$(3)=" 

I ":POKE65e.128 
25 Y$="~l)jl)jl/WlUl!lu!I)j~": H$= ....... ....................................... .................... . 
26 
27 REM 
28 : 

PRINT TITLE SCREEN 

3e PR I NT" .::I)I!:I)IlIQ'iJ" TAB C 13) .. F~OCKET LANDER" 
35 FORT=lT014:PRINT:NEXT 
4e PRINT" CC) 1984 FANFARE HOUSE. I 
He." 
5e PRINT")WIU BY CHARLES MOTT. J 
R." 
60 FORT=0T031St:READA:POKE12288+T.A:NEXT 
67 
68 REM 
6St 

PRINT INSTRUCTION SCREEN 

7e PRINT"~ ROCKET-RIGHT •• 
•••• PRESS Fl" 
75 PRINT")WIU ROCKET-LEFT • 
• • PRESS F3" 
8e PRINT")WIU ROCKET-UP • 
• • PRESS F:5" 
84 PR I t-iT" I!IU!l)jl/WlUlOIAl I!;j 

85 PRINT" 
NG PAD .. 
86 PRINT" 

87 

I!;j LAND ROCKET ON BLACK LANDI 

I!;j 

88 REM LOAD CHARACTER DATA 
8St 
St0 POKE:52.12e:POKE56.120:SK=0 
116 FORT=lT010ee:NEXT:GOSUBSt00:GOSUB8e0 
1 17 PR I NT":-rl I!;j GET READ.,.' - ROCKETS APP 
ROACHING " 
12e POKESL.CPEEKCSL)AND254) 
13e POKEl.PEEKCl)AND251 
14e FORI=eT025:5:FORJ=eT07:POKEBA+I*8+J.P 
EEKCY+I*8+J):NEXTJ.I:GOSUBStee 
150 POKEl.PEEKCl)OR4:POKESL.PEEKCSL)ORl 
16e PR I NT "::-:I".: : POKEY+24. C PEEK C Y+24;:O AND240 
)OR14" 
170 FORT=14:5:52T014552+143:READA:POKET.A: 
NEXT:SK=e 
lSte : 
lStl REM PRINT BACKGROUND 
lSt2 

Rocket 
Lander 

Program 
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Rocket 
Lander 

Program 

2aa PRXNT"~"; :FORT=1T02:PRXNT"ml: 1:1:1: 1:1:1:1:1: 
I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: .. ; : NEXT 
21a FORJ=1T025:POKESO+4.33:FORT=aT09:POK 
ESO+1.T*9 
215 POKESC+3a+SK+T.16a:POKESC+SO+3a+SK+T 
.7:NEXTT:SK=SK+4a:NEXT:POKESO+4.32 
22a PRXNT";:S"TAB<48)o";W<:OCKET LANDER" 
225 PRXNT .. ~ .. TAB<33)O .. iC!II300D .. :PRXNTTAB<31)O 
.. a....AND x NGS" 
23a PRXNTTAB<31)o"b11 ":PRXNTTAB<31)O 
.. =I a m" : PRXNT")g"TAB<31)o" bllCRASHES" 
232 PRXNTTAB<31)o"b11 ":PRXNTTAB<31)o" 
=I e mil . 
235 PR X NT .. dlJlltJUI!IDlIOO" TAB < 31 )0 .. IillFUEL FOR" 
24a PRXNTTAB<31)o"a....ANDXNG":PRXNTTAB<31)o" 
bII .. : PRXNTTAB<31)o" =I 1aaaaa m" 
245 PRXNTi"AB<32)o"~OUNDS"''' 
25a PR x NT" ;:8)UJQdIJQ" TAB < 3 :;. " ... TAB < 24)0 ..... : PR X N 
" .. :JIDIj .. TAB<15)o ..... :PRINT .. )!W!!:I .. TAB<6)o ..... TAB<28 
:> ... " 
252 PRINT" a I-r-I=I 
253 PR X NT .. ;;1$# fOiI~ 0lIl& fOil < =I 

255 PRXNT" 
26a PRXNT" 

;;;:!I: I: +:Ii 
;;;:!. I: I: 1:# 

265 PRXNT" ;;;:!. I: I: I: I: 1: ..... 
27a PR x NT" ;;;:!. I: I: I: I: I: I: 1: ..... 
28a PR x NT .. ;::1. I: I: L I: I: I: L I: I: + 
1:+=1 ... 
29a PR x NT .. :;;;:!. I: I: I: L I: I: I: I: I: I: I: + 

=="'" I: ~ I:""':ri I. . 

fOiI~***< =I 
fOiI~ * OIII&fOiIIIE =l&1liI* < =I 

fOil" *""'*** < =I .. 
fOil ~ * =1& IliI* 0lIl& IliI* < =I" 
r:il--- ***** <: :II == ... 
fOil ~ * =1& IliI* 0lIl& IliI* < =I 

3aa FORT= 1 T05 : PR X NT" ::11: L L I: L I: I: I: I: I: I: I: I: I: I: I: I: I: I: 
I: I: I: I: I: I: '1: L I: I: 1:" : NEXT 
3 1 a' PR X NT .. ~:l1: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: I: 
I:~" 
32a GOSUB1alZla 
34a : 
341 REM 
342 : 

XNXTXALXZE SPRITES 

35a POKERS. 192:POKEV+39. 1:POKEV+23. 1:POK 
E¥~5a:POKEV+1.a:POKEV+28.1:H1=51Z1:V1=1ZI 
355 POKERS+1.13:POKEV+4a.IZI:POKEV+3.248:P 
OKEV+2.INT<RND<1)O*<244-25)O+25)O 
36a POKEV+37. 9: POKEV+38. 11:POKEV+21.3:PO 
=1aaaaa:GOSUB8aa':POKESO+1.2 
37all;:=.:~.;r~:f.~~<V$.22)OLEFT$<H$.31)O"'''!Ii 
39121 : 
391 REM 
392 : 

MAIN GAME LOOP 

~:~sS~;~~~~<197)O:XFAA=64THENPOKERS.192:P 

41213 POKESO+1.2:XFAA<>6THENPOKESO+1.250 
41215 AN=AN+TU:XFAN>30RAN<1THENTU=-TU 
41121 IFAA=4THENPOKERS.194:POKEV.H1:PO=PO-
1alZl:PU=1:H1=H1+1:XFH1>244THENH1=244 
420 XFAA=5THENPOKERS.193:POKEV.H1:PO=PO-
1aa:PU=1:H1=H1-1:XFH1<24THENH1=24 
43121 IFAA=6THENPOKERS.195:K1=K1-.1:FG=1:P 
O=PO-5aa:PU=1 
433 XFPO<IZITHENPo=a 
435 XFFGTHENFG=a:GOT0441Z1 
437 K1=K1+.1 
44a V1=V1+1+K1:XFV1>21I21THENV1=211Z1:GF=1:X 
FK1<-.1AND<PEEK<V+3IZ1)OAND1=1)OTHENOOSUB51211Z1 
443 XFOFTHENPOKESO+4.129:FORT=IZIT015STEP. 
5:POKESO+24.T:NEXT:GOT060121 
445 XFV1<1THENV1=1 
447 XFTU<1THENPOKE646.1:GOT0451Z1 
448 POKE646.11Z1 
45121 POKEV+1.V1:PRXNTLEFT$<V$.12)oLEFT$<H$ 
• 16)OX$<AN)O 
46a XFPUTHENPRXNTLEFT$<V$.22)oLEFT$<H$.31 
)0 .. :Ii •••••••• 1" PO : POKESO+4. 129 
465 XFPO<1THENPOKERS.192:POKESO+4.12S:00 
T0437 
47121 PU=IZI:00T041Z10 
49121 : 
491 REM 
492 : 

GOOD LANDXNO 

5121121 POKESO+4.129:FORT=15T00STEP-.1:POKES 
O+24.T:NEXT:POKESO+4.12S:POKESO+24.15 
51215 POKESO+4.33:FORT=1T0255:POKE53281Z1.T: 
POKESO+1.T:NEXT:POKESO+4.32 . 
5a7 FORW=1T04:GOSUB70a:NEXT 
51a LN=LN+1:POKE646.1:PRXNTLEFT$<V$.S)oLE 
FT$<H$.31)OLN:POKE53280.1:POKE19S.1Z1 
52121 GOSUB101Z1a 
53121 K1=a:GF=IZI:00T035121 
590 
591 REt-l 
592 

CRASH LANDXNO 



600 FORT=aT06:POKE~3265.~PEEK<53265>AND2 
48>+T:POKE53281.T:NEXT 
605 POKE53265.<PEEK<53265>AND248>+3:POKE 
53281 .. 121 
607 FORQ=lT0128:POKERS.192:POKERS.13:POK 
ESO+l.Q:POKERS.196:FORP=lT030:NEXT:NEXTQ 
61121 POKESO+4. 128:CR=CR+l:POKE646. l:PRINT 
LEFT$CV$.12>LEFT$<H$.31>CR:POKE198.a 
62121 GOSUBlaaa 
63121 Kl=a:GF=a:GOT0350 
690 
691 REM SOUND ROUTINES 
692 
70121 POKESO+4. 33: FORT=lTOlal2l:POKESO+l. 15+ 
ABSC45-T>:NEXT:POKESO+4.32:RETURN 
8121121 POKESO+4.33:FORT=lT0255STEP l:POKESO 
+1.ABS<255-T>:NEXT:POKESO+4.32:RETURN 
90121 POKESO+4.33:FORT=IT0255:POKESO+l.T:N 
EXT:POKESO+4.32:RETURN 
990 
991 REM WAIT FOR KEY PRESSED 
992 
1121121121 PR I NTLEFT$ < ..... $ • 4;' LEFT$ < H$. 4> .. :::IF'RE2.S 
AN.,.' KEY TO START" 
11211121 GETA$:IFA$= .... THEN1010 
1020 PRINTLEFT$< ..... $. 4>LEFT$<H$. 4>" 

":RETURN 

SPRITE DATA 

ROCKET NO THRUSTER 
0 .. 16 .. 0 .. 0 .. 48 .. 0 .. 0 .. 252 .. 0 .. 0 .. 252 .. 0 .. 

CHARACTER DATA 

DATA2~5.2~~.255.255.255.255.255.255 
DATA255. 254. 252. 248.240.224. 192. 128 
DATA255.127.63.31.15.7.3.1 
DATA1.3.7.15.31.63.127.255 
DATA128.192.224.24121.248.252.254.255 
DATAI2I.I2I.0.a.0.0.a.0 
DATAI2I.a.0.12I.0.0.51.204 
DATA108.108.1a8.a.0.a.a.0 
DATAa.a.32. 240. 24121. 252.254. 255 
DATA0.a.0.15.31.31.127.255 
DATAa. 254. 254. 254. 254. 254. 254. 254 
DATA255. 129. 129.129.129.129. 129.255 
DATA3.15.63.0.255.63.15.3 
DATA192.240.252.a.255.252.240.192 
DATA24.24.24.24.24.60.126.255 
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Rocket 
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Squirrel Away 
Frank Mikulastik 

o REM ********************************* 
1 REM * SQUXRREL AWAY * 
2 REM * BY FRANK MXKULASTXK * 
3 REM * <C~ 19814 FANFARE HOUSE. XNC. * 
4 REM * BOX 3062 HOUSTON. TX 77253 * 
5 REM ********************************* 10 : 
11 REM XNXTXALXZATXON 
12 
30 POKE53248+21.0:DXM SP<2.2~.BS<4~ 
32 POKE5657S.PEEK<5657S~OR3 
34 POKE56576.<PEEK<56576~AND252~ORl 
36 POKE53272.<PEEK<53272~AND15~OR0 
381 POKE64S.12S:PRXNT"~"; 
99 SM=32768 
105 V=5324S:CM=55296:S1=54272:Ml=1016+SM 
110 SP<1.1~=16:SP<1.2~=17:SP<2.1~=lS:SP< 
2.2~=19:FG=1 
120 BS<1~=20:BS<2~=21:BS<3~=22:BS<4~=21 
130 GOSUB5000:FORX=16*64+SMT023*64-1+SM: 
READA:POKEX.A:NEXT 
160 POKEV+2S.1:POKEV+29.1:POKEV+23.1 
170 POKEV+37.0:POKEV+3S.1:POKEV+39.9 
1810 FORX=lT07:POKEV+39+X.0:NEXT 
250 GOSUB5000 
260 GOSUB5200 
300 GOSUBS00 
310 GOSUB700 
320 POKEV+31.0 
330 GOSUB4400 
340 GOSUB2000 
497 : 
498 REM MAXN LOOP 
499 
500 GOSUB3000 
510 POKES1+4.0:JV=PEEK<56320~:FR=JVAND16 
:JV=15-<JVAND15~:XFFR<>16THENGOSUB210e 
520 ONJV+1GOSUB550. 550. 550. 550. 150121.15121121 
.150121.1600.160121.16121121 
530 XFJV>lTHENPOKEV+16.RX:POKEV.Xl:POKEV 
+1.Yl:POKEM1.SP<SD.SN>:GOSUB2e00 
540 POKES1+4.0:GOT05e0 
550 RETURN 
685 : 
690 REM XNXTXALXZE SPRXTES 
695 
700 Rx=e 
71121 X=16:Y=2:Xl=X*S+24:Yl=Y*S+53:SD=2:SN 
=1 
720 POKEM1.SP<SD.SN>:POKEV+16.RX:POKEV.X 
l:POKEV+l.Yl 
725 FORX=lT07 
73121 Bx<x>-e:BY<X>=X*12+106:Bl<X>=BX<X>:B 
2<X~=BY<:X> 
735 BN<X>=X:XFX>4THENBN<X>=X-4 
740 POKEM1+X.BS<BN<X»:POKEV+16.RX:POKEV 
+X*2.Bl<X~:POKEV+X*2+1.B2<X> 
750 NEXT 
755 Wl=le4:W2=0 
760 Tl=32:T2=14:TP=0 
790 RETURN 
795 : 
796 REM PRXNT PLAY SCREEN 
797 
8100 PRXNT":-a":POKE532S0.e:POKE532S1.6 
8105 GOSUB43ee:POKE54276.33 
8110 FORX=0T05*4e-l:POKE56e96+x.ll:POKESM 
+S0e+x.160:POKE54273.RND<S>*2e+5e:NEXT 

Squirrel 
Away 

Program 
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Squirrel 
Away 

Program 

82121 PR I NT .. ~lIU)Q)SlJ!U."'OiIOI(JUIIUCOQ)IIllQ)Q)II" 
830 PRINT......... ............ .. ••••• .... .. 
840 PRINT ........ . .. 
850 PRINT ........ . .. 
860 PRINT ........ . .. 
865 PRINT";:a I:II:=( NUTS LEFT: 104 

SA ..... ED: 0 .. 
870 PR I NT" ilIDW&Ii~l:II- i@!iI'" 

~:fiIjII"P" --- " ... ~ ... -----872 PRINT".......--I:iII"' . ................ .,..rz "'4IIii!!!!! ...... 
873 PRINT"~~:ar.!!!!IIi" 1:11--_ .... 

....... i3l ... 4@!iiP ........ !!!!!!Jii"' ................... ; 
875 PRINT"" ... ............ jF" • .. ---.--878 PRINT":-l ..... 1:11---_ .. 
890 RETURN 
1495 : 
1496 REM MO ..... E SQU:IRREL LEFT 
1497 

.. .... 
NUTS 

1:11'"" 

1500 X=X-l :IFX<lANDSD=lTHENX=l:RETURN 
1510 POKES1+4.33:POKES1+l.RND<8>*10+40::I 
FSD=2THENX=X+l 
1520 Xl=X*8+24::IFX1>255THENRX=<RXOR1>:Xl 
=Xl-255:GOT01535 
1525 RX=<RXAND254> 
1535 IFSN=lTHENSN=2:SD=1:RETURN 
155121 SN=l:SD=l:RETURN 
1595 : 
1596 REM MO ..... E SQUIRREL RIGHT 
1597 : 
1600 X=X+l :IFX>36THENX=36:RETURN 
1610 POKES1+4.33:POKES1+l.RND<8>*10+40::I 
FSD=lTHENX=X-l 
1620 Xl=X*8+24::IFX1>255THENRX=<RXOR1>:Xl 
=Xl-255:GOT01635 
1625 RX=<RXAND254> 
1635 :IFSN=lTHENSN=2:SD=2:RETURN 
165121 SN=1:SD=2:RETURN 
1995 : 
1996 REM MO ..... E THE NUT 
1997 
2000 POKETP+SM.Tl:POKETP+CM.T2:POKES1+l1 
.0:CC=0::IFSD=2THENTP=X+3+<V+2>*40:GOT020 
20 
2010 TP=X-l+<V+2>*40 
2020 Tl=PEEK<TP+SM>:T2=PEEK<TP+CM>:POKET 
P+CM.9:POKETP+SM.81:REpURN 
2095 : 
2096 REM DROP THE NUT 
2097 : 
2100 FORCC=0T0190STEP10 
2105 :IFPEEK<TP+40+SM>=1600RPEEK<TP+40+SM 
>=81THENCC=19a:GOT02180 
2110 POKETP+SM.Tl:POKETP+CM.T2:POKES1+ll 
.33:POKE54280.255-CC:TP=TP+4a 
212121 Tl=PEEK<SM+TP>:T2=PEEK<CM+TP>:POKET 
P+CM.9:POKETP+SM.81:GOSUB3aaa 
2172 IF<PEEK< ..... +31>AND254><>aTHENCC=19a:N 
EXT: GOT0220a 
218121 NEXT:POKES1+11.32:GOSUB41aa:GOT023a 
a 
220121 POKETP+SM.T1:POKETP+CM.T2:GOSUB41aa 
:TP=a:T1=32:T2=14:POKE ..... +31.a 
223121 Wl=Wl-l: PR:INT .. ;:a ................ 1:II ••• 
..... ; Wl 
2240 :IFW1<lTHENGOSUB51a0:GOSUB52aa:GOT03 
00 
2250 GOSUB2aaa:RETURN 
2295 : 
2296 REM NUT DROPS :INTO HOLE 
2297 : 
230121 POKES1+4.a::IFTP<8a0THENGOT0220a 
2310 R=PEEK<TP+l+SM>::IFR=16aORR=81THENTP 
=0:Tl=32:T2=14:GOT0235a 
23213 POKE ..... +21.1:POKETP+SM.32:TP=TP+l:POK 
ETP+SM.81:POKETP+CM.9 
2335 POKE ..... +21.255:GOT0231a . 
2350 FORQW=lT020:SN=SN+l:POKES1+4.a:IFSN 
>2THENSN=1:SD=SD+l::IFSD>2THENSD=1 
236121 POKE ..... +21.1:POKEM1.SP<SD.SN~:POKES1+ 
11.0:GOSUB4000:POKE ..... +21,255:NEXT 
2382 W2=W2+1:Wl=Wl-l 
2384 PRINT .. ;:a .................... 1:II ....... ; Wl 
2386 PR:I NT .. _ ................................. . 
1II .. 111 ...... II ... ;;a .. ; W2 
239121 :IFW1<lTHENGOSUB510a:GOSUB5200:GOT03 
13121 



2395 GOSUB2000:RgTURN 
2995 : 
2996 REM 
2997 : 

MOVE THE BXRDS 

3000 N=N+1:XFNJ7THENN=1:U9=FRE<0~ 
~~~~<~~:~=1T07:BN<X~=BN<X~+1:XFBN<X~J4TH 

3006 POKEM1+X.BS<BN<X>~:NEXT 
3010 BX<N>=BX<N~+N*2+S:XFBX<N~J350THENBX 
<N>=0 
3020 B1<N~=BX<N~:RX=<RXAND<255-<2~~~~ 
3030 XFBX<N~J255THENRX=<RXOR<2~~~:B1<N~ 
=BX<N~-255 
3110 POKEV+16.RX:POKEV+N*2.B1<N~:RETURN 
3994 : 
3995 REM 
3996 

NUT DROPS XNTO HOL..E SOUND 

4000 POKES1+24.15:POKES1+4.33:POKES1+5.3 
*16+3:POKES1+5.3 
4005 R9=XNT<RND<0>*100+50>:POKES1.R9:POK 
ES1+1.R9 
4010 POKES1+4.0:RETURN 
4095 : 
4096 REM 
4097 : 

NUT MXSSES HOL..E SOUND 

4100 POKES1+4.129:POKES1+5.3*16+3:POKES1 
+5.3: POKES1. 50: POKES1+1 .. 50 
4110 POKES1+4.0:RETURN 

:n:~ REM SQUXRREL.. MOVEMENT SOUND 
4197 :' 
4200 POKES1+1.RND<S~*10+40:RETURN 
4295 : 
4296 REM 
4297 : 
4300 FORJ .... 1T04 

NEW SCREEN SOUND 

4303 POKES1+24. 15:POKES1+4. 17:POKES1+5. 1 
5:POKES1+:5.15 
430:5 FORX=1T0200STEP20:POKES1.X:POKES1+1 
.X:NEXT 
:~~g ::::;~~!i=S1+4.0 
4320 RETURN 
4::390 : 
4391 REM 
4392 : 

XNXTXRL..XZg SOUND 

4400 FORX=54272T054296:POKEX.0:NEXT 
4410 POKg54296.15:POKE54277.96:POKE5427S 
• 240: POKE54276. 33 
4420 POKE542S4. 64: POKE:542S5. 126:POKE5426 
3.0:POKE:542S0.15:POKE542S1.233:POKE54262 
.233 
4430 POKE54291.64:POKE54292.12S:POKE5429 
0. 0: POKE542S7. 55:POKE542SS. 33:POKE542S9. 

:i~~0 RETURN 
4995: . 
4996 REM 
4997 : . 

PRXNT TXTL..E SCREEN 

5000 PR X NT" ....... III00 .. Q'U'UOlllj .. : POKE532S0. 0 : POKE53 
2S1.5 . 
500;;2 PR X NT .. .". .... 

;iI .......... 
5003 PR X NT" ;iI ~;iI 
~ • ~ ~. III ;iI~~;iI 
5004 PRXNT" =- .... 
I!! ;ill!! =-~;iI~ • 
5005 PRXNT" ~;iI .... 
• .;iI I!!! .". !!II ;iI ~ .". 

5~06 ~X~T" .,...~: ;; 
5007 PRXNT" III - • 

1!rI;iI .... ;iI I!!!!!"'IIIII ...... ;iI 
500S PRXNT." ~. ~ 

• ..... ~ ;iI ~ ~. !II ;iI 
5009 PRXNT 
5010 PRXNT" 
........... '. •• • !II" 
501'1 PRXNT" 

.... l1li .......... 
5012 PRXNT" 
;iI ........... ~ ~. 
5013 PRX'NT" 
;ill!!! ;iI~ ;iI 
5014 PRXNT" 

I!!' ;iI !II" 
5015 PRXNT" 
I!I!I ;iI. ;iI ... 
5016 PRXNT" 
;ill!! ;ill!! III 
5024 PRXNT 

~ .. 
!!!)!itt 

I!!" 

."....... III I!!! 
~ ;iI ... 

• lflii'"' .... ;iI 
~ III ~ III 
1II~;iI ~ III 
~1II1!! ;iI 
;iI I!! ;iI I!!! ;iI 
~ III • ;iI 
III_1!!!11111!1!1 

;iI I!!" 

;iI I!! I:IlI 

• I!!" 
I!! 
_ .. 
iii ... 

I:IlI • 

III I!! 

III I!! 

. III I!! 

I!!I 

;iI 

;II 

• 
;II III 

~III ~ ;ii_I!! •• • I!! III ... 
_;iI .~. .,...;11 • III 

I!! \:III ... 

."........ ;iI. ;iI III • 
.". ...... ;iI !II ;II • .". 

;iI ~;;II I!!I ;iI I!!I ;II I!!I 

;II !II 1II!11;i1!11 ;iI. 

III !II III - !II ;iI 

;ill!! ;iI I!! ;;II I!!I ;iI 

;ill!! 1III!!1;i1~ •• 

5030 P.RXNT .. _ ............ PIB ... FRANK MXKUL..AS 
TXK" 

Squirrel Away Program 109 

Squlrr •• 
Away 

Program 
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Squirrel 
Away 

Program 

51031 F'R I t-lT" ~oRl!!~I".JWA)QI •••• 
... E:;:ao:: C > 1984 FANFARE HOUSE, INC. ~ .. 
51035 IFFG=lTHENFG=IZI:RETURN 
51075 GOSUB71Z11Z1:GOSUB431Z11Z1 
51076 POKEV+23.1:POKEV+29.1:POKEV+21.255: 
POKES1+11.1Z1 
51077 GOSUB41Z11Z11Z1 
51078 SN=SN+l:IFSN~2THENSN=1:SD=SD+l:IFSD 
~2THENSD=1 
51079 POKEM1.SPO::SD.SN>:FORL1=lT011Z11Z1:NEXT 
510810 IFO::PEEKO::56321Z1>AND16>=160RPEEKO::197>< 
~64THENGOT051Z177 
51085 POKEV+l. 10: POKEV+29. 10: POKEV+23. 10 
510910 RETURN 

C;AME O ... ··ER 
51095 : 
51096 REM 
51097 : 
511010 PRINT ":g:~ ............... GAME 

OVER .. 
51110 POKE53281.14:POKES1+ll.1Z1 
51210 POKEV+23.IZI:POKEV+29.1Z1 
51310 GOT051Z177 
5195 : 
5196 REt'1 PRINT INSTRUCTION SCREEN 
5197 
52100 
52101 
52105 
521121 
5211 
5213 

FORI=IZIT07: POKEV+I*2+1. 10: NEXT 
PRINT";:";I":POKE53281.7:POKE53281Z1,9 
GOSUB431Z11Z1 
FORI=IZIT07:POKEV+I*2+1.IZI:NEXT 
PRINT:PRINT:PRINT 
PRINT"R 

5214 PR I t-lT" :oII.I!Wa~" 
5215 PRINT".:IO!I 

5216 PRINT":-:JO!I 

5218 PR It-lT":-:JO!I 

5219 PRINT":-:J~ 

!!! 

!!! O!I 
__ .:IO!I 

52210 PR I NT : PR I t-iT ". 'T'OU HAVE 1104 NUTS "~H X 
CH 'T'OU WAt-lT TO .. 
5221 PR X NT". STOF~E X N 'r'OUR BURRO~-I. 'r'OU M 
UST DROP" 
5222 PRXNT". THEM CAREFULL'r' TO KEEP THE 
BIRDS FROt'1" 
5223 PR I NT" EAT INC; THEt'1." 
5229 F·O .... -=:E 1 ••• ft +40.J1 0 
52310 POKEM1.16:POKEM1+l.21:POKEV.llZ1lZ1:POK 
EV+2.21Z11Z1:POKEV+1.61:POKEV+3.91Z1 
52810 FORI-1T011Z11Z11Z1:NEXT 
5285 XFO::PEEKO::56321Z1>AND16>-16THENGOT05285 
5287 POKEV.IZI:POKEY+1,IZI:POKEV+2.IZI:POKEV+4 
.10 
52910 RETURN 
5995 
5996 REt'1 
5997 
5998 
6101010 
610110 
610210 
6121:3121 
610410 

REM 
X:'ATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DAT'A 
DATA 
DATA 
DATA 
X:'ATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REr'1 
DATA 
DATA 
X:'ATA 

6 iZI 510 
610610 
607121 
610810 
6090 
6110121 
611121 
61210 
61310 
6138 
61410 
6150 
61610 
61710 
618121 
61913 
62130 
62110 
622121 
623121 
624121 
62510 
62610 
627121 
6278 
62810 
6290 
63100 

SPRXTE DATA 

SQU I RREL t'10V I NG 
10 
0~0.J10.J10~0 
4,5.810,210,21 
84.210,85.84,85 
85.85.85.85,85 
85.85.85.21,85 
85 ... 21 ... 84 .. 85 ... 5 
64" 5 .. 2 .. 1=30 ... 169 
2 .. 138 ... 169 ... 42 ... 170 
17121.38.1710,1710.11216 
17121.17121.11216.1710.1710 
5121.162.1710.1121,128 
1710.110.128.410.42 
10,168 .. 10 

SQU I RREL t'10Y X NG 
1 .. 65 ... 64-
21.69,810,85,21 
84.85,85.84,85 
85.85,85.85.85 
21 .. 85,,85 ... 21 .. 84-
85.2.144.21.2 
1310.133,42.138.165 
38,1710.169.11216.170 
169.1106.1710,1710,510 
17121.17121.2.1710.17121 
2.17121.168.2.138 
168.2.13121.168.2 
128.16121,110.13121,16121 
10 

SQUIRREL MOYING 
1 .. 65 ... 64 ... 5 ... 81 
84.21.84.85.21 
85.85.85.85,85 

LEFT 1 

LEFT - 2 

RIGHT 1 



631121 DATA 
632121 DATA 
633121 DATA 
634121 DATA 
635121 DATA 
636121 DATA 
637121 DATA 
638121 DATA 
639121 DATA 
64121121 DATA 
641218 REM 
641121 DATA 
642121 DATA 
6430 DATA 
644121 DATA 
645121 DATA 
646121 DATA 
647121 DATA 
648121 DATA 
0649121 DATA 
65121121 DATA 
651121 DATA 
652121 DATA 
653121 DATA 
654121 DATA 
6545 REM 
655121 DATA 
656121 DATA 
657121 DATA 
658121 DATA 
659121 DATA 
66121121 DATA 
661121 DATA 
662121 DATA 
663121 DATA 
664121 DATA 
665121 DATA 
666121 DATA 
667121 DATA 
668121 DATA 
6685 REM 
669121 DATA 
67121121 DATA 
671121 DATA 
672121 DATA 
673121 DATA 
6740 DATA 
675121 DATA 
676121 DATA 
6770 DATA 
678121 DATA 
67'9121 DATA 
068121121 DATA 
681121 DATA 
6820 DATA 
6825 REM 
683121 DATA 
684121 DATA 
685121 DATA 
686121 DATA 
687121 DATA 
688121 DATA 
6890 DATA 
690121 DATA 
6910 DATA 
692121 DATA 
693121 DATA 
694121 DATA 
695121 DATA 
21211211210 : 
21211211121 REM 
21211212121 

RJ:GHT - 2 

RESTORE MEMOR ..... 

21211213121 POKE648,4:PRJ:NT"::-::I":STOP 

Squirrel Away Program 111 
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Ghost Hunt 
Igor Tulchinsky 

REM ********************************* REM * GHOST HUNT * 
REM * BY IGOR TULCHINSKY * 
REM * <C> 1984 FANFARE HOUSE, INC. * 
REM * BOX 3062 HOUSTON, TX 77253 * 
REM ********************************* X1r.=X2r.+X3r.+Y1r.~2r.+Y3r. : GOTO 200 

MOVE FIGURE 

Ghost 
Hunt 

Program 
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Ghost 
Hunt 

Program 

211 TT=TT+1:TZ=ZNT(VL-TZ~6021>:ZFTT>6THENT 
T=02I : PR Z NT .. ~[liWQ" TAB ( 1 8 > TZ*- ( TZ>02I > .... .. 
212 ZFTZ<-02IANDTT=02ITHEN15021021021 
213 ZFTZ<1021THENPOKE53281~RND(8)*16:POKES 
+1~RND<8>*1021021+1021021:POKES+4~33 
23021 ZFQ1<>2~THEN21021 
231 POKEV~'21~3021:Z=PEEK(V+3021>:Z=SXN(8>:Z= 
PEEK(V+3021~ :POKEV+21~31:ZFZ<>02ITHEN21021 
238 GOSUB1312021 
23~ POKE54276~02I:POKE542~02I~02I 
24021 POKE54283~33:POKE5428021~02I:FORZ=255TOO2l 
STEP-1:PO~E5428021~Z:NEXT:POKE54283~02I 
25021 NP=1021021021-VL*2-VAL(TZ$>:SC=SC+NP:GOSUB 
16021021021: TZ$="02I021021021021021" 
27021 POKEV+21~02I 
28021 X~(1)=4021:X~(2>=32021:X~(3>=16021:¥~(1>=1 
2021:¥~(2)=12021:¥~(3>=175 
2~02I N~=1:GOSUB1021:N~=2:GOSUB1021:N~=3:GOSUB 
1021:N~=1:Q=PEEK<V+30>:POKEV+21.31 
2~5 TT=TT+ 1 : TZ= Z NT ( VL-T Z ~6021)O : PR Z NT .. !RUIIOII ..... 
"TAB( 18)OTZ ...... 
3021021 GOSUB1312021:POKE53281~02I:GOT021021 
~~~6 END 
~~~7 : 
~~~8 REM 
~~~~ : 
1021021021021 DATA 
10210210211 DATA 
10210210212 DATA 
10210210213 DATA 
5J124e 
10210210214 DATA 
156 

GHOST 1 

02I.56.02I.02I,124.02I~02I.254.e 
1.147.021.1.183.021.021.254.021 
1.255.021.3.255.184.3.125.252 
63.131.23021.127.255.224.20217.25 

15.255.24021.3021.23~.12021~2~.23~~ 

10210210215 DATA 63~23~~254~123~255~223~255~23 
~~20216 
10210210216 DATA 24~~1~~,132.112~131~02I~32~02I~02I 
10210210217 : 
10210210218 REM 
1021021021~ : 

GHOST 2 

10210211021 DATA02I~56~02I~02I.124~02I.02I~254~02I 
102102111 DATA1~147~02I~1.21~~02I.128~254~02I 
102102112 DATA1~3.255~02I.127.255.12~.63.125.1 
~5 
102102113 DATA15.131.254.15.255.248.31.255.2 
24 
102102114 DATA31.255.224.62.23~.112.121.23~. 
176 
102102115 DATA255.23~.24a.251.255.22021.31.255 
.254 
102102116 DATA7.11~.127~2~34.56.02I.02I.32 
102102117 : 
102102118 REM FZGURE 
10210211~ 
10210212021 
102102121 
102102122 
102102123 
102102124 
4 

DATA02I. 124.021. 1.255.021.3. 17. 128 
DATA7,255.192.6.186.1~2.3.255.128 
DATA1.23~.02I.02I.254.02I.02I.6a~02I 
DATA02I.56.02I~02I.16.02I.02I.56.02I 
DATA15.255.224.31.255.24021.4~.254~2 

102102125 DATA~6.252.12.~6.252.12.48.20214.24 
102102126 DATA02I.20214~02I.02I.20214.02I.1.134.02I 
1021~~7 
1021~~8 REM 
1021~9I91 : 

PRZNT GAME SCREEN 

11021021021 POKE53281.02I:POKE5328021.11 
110211021 POKE542916.02I:PRZNT":::I" 
110212021 S=54272:FORL=STOS+24:POKES.02I:NEXT 
1102121 POKE54277.6:POKE24278.2021021:POKE5427 
6~17:POKE54283.02I:POKE54291021~02I:POKE542916~6 
1102125 PRZNT"~" 
110213021 A$=" ":A$=A$+A$:A$=A$+A$:A$=A$+A 
$:A$=A$+A$ 
110214021 FORZ=lT013:PRZNT"~";A$; :POKES+1.R 
ND(8)O*255: NEXT: PRZNTLEFT$(A$. 16)0; 
110215021 FORZ=02IT0391:POKE202123-z.16e:POKE56291 
5-Z~4:NEXT . 
1102167 PRZNT";=a":PRZNTTAB(17)o";:a=CS:CORE" 
1102168 FORZ=1T03021 
11021691 Q=RND(8)O*24021:POKE102124+Q~46:POKE552 
96+Q.1:POKES+1.RND(8)O*255:NEXT:POKES+24. 
a 
110217021 PRZNT";=a":PRZNTTAB(17)o";:a=CS:CORE" 
1102175 PRZNT";=a":PRZNT:PRZNT:PRZNTTAB(15)o" 
ri11:l11T Z ME LEFT ..... 
110219021 RETURN 
119917 : 
11~~8 REM 
11~~~ : 

PRZNT TZTLE SCREEN 

12021021021 POKE5328021.11:POKE53281.02I:PRZNT":::I"; 
120210211 POKE5326~.02I:FORZ=54272T0542~6:POKE 
Z.02I:NEXT 
120210212 POKE542~6.5:POKE542a3.02I:POKE542~02I. 
02I:POKE54277.8021:POKE54278~223:POKE54276.3 
3 ' 



121211121 FORI=lT024:PRIHT"~ 
"; : NEXT 

121212121 PRIHT" 
", :POKE212123,16121:POKE56295,12I 

1212125 Q~<1:;'=4:Q~<2:;'=6:Q~<3:;'=9 
121213121 Sl=I2I:S2=39:S3=I2I:S4=24:FORI=lT02:C= 
Q;>-~ < I :;. 
121214121 X=Sl:FORY=S4TOS3STEP-2:00SUB125121121: 
HE;"':T 
121215121 Y=S4:FORX=S2TOS1STEP-2:GOSUB125121121: 
HE>-':T 
121216121 X=S2:FORY=S3TOS4STEP2:GOSUB125121I21:H 
EXT 
121217121 Y=S3:FORX=SlTOS2STEP2:GOSUB125121121:H 
EXT 
12080 S1=S1+1:S2=S2-1:S3=S3+1:S4=S4-1 
121219121 HEXTI 

~ ~~ ~~ ~~~::i=¥':!:~.':~"D!"'W!!.1:IWQI""r...-................ ", : B$=" )!!II •••• 

1211121 PR I t-.lT" .--. "B$"'. .. B$". _" B$" ___ 
U II:-r-r-lU .,; 
1212121 FORlt-.lT" "B$" "B$" ~ ~ "B$" • 

I .. II:-rr-l" ; 
1213121 PRIHT" "B$" _ "B$" •• "B$" ___ " .t :-r-r-l"l ; 
1214121 PRIHT" "B$" "B$" -_ "B$" _-
" ":-r-r-l" , 
1215121 PRIHT" "B$" _ "B$" • "B$" • 
.. : FOR I t-.lT" ...... IDQI .............. , 
1216121 PRIHT" ~ • "B$"!!!! -~ "B$". • "B$" • 

• II II:-r-r-l" ; 
1217121 FoR I HT" .. B$" • "B$" • ." B$" ___ 
•• .':-T""r-l ~ I ; 

12180 PRI:HT" "B$" • "B$" !!!!.~. "B$" • 
... •• ":-:r-:r-J" ; 
~219121 PRIt-.lT" "B$" _ "B$" • "B$" • 
1221121 PRIHT:PRIHT:PRIHT:PRIHT 
1225121 PR I HT ".lIIa .......... < C :;. 1984 FAHFARE HO 
USE". It .... C. II; 
12255 PR I t-.lT "0 L L L L J" : PR I HT" .1II"111".~PRESS TH 
E FIRE BUTTOH TO BEOIH" 
12256 PRIHT"o L L L L L L J" : PRIHTTAB< 11:;' "BY IGO 
R TULCHIHSKY" 
12260 RESTORE:V=53248 
12270 FORI=12288T012350:READJ:POKEI,J:HE 
XT 
1228121 FORI-12352T012414:READJ:POKEI,J:HE 
XT 
1229121 POKE21214121,192:POKE2041.193:POKE212142 
,194:POKE212143,195:POKE212144.196:POKE212145, 
197 
1231210 POKEV+21,3:POKEV+39.1:POKEV+40,0:P 
OKEV.5121:POKEV+16,I2I:POKEV+l.170:POKEV+29. 
3 
1231121 POKE V+23,3:POKEV+28,I2I:X3~=16121:Y3~ 
-1121121 
1232121 POKEV+28,I2I:X3~-5121:Y3~=17121 
1233121 S-54272:FORL-STOS+24:POKES.I2I:HEXT 
12335 POKE198,0 
12336 SI=l121 
1234121 POKES+5.6:POKES+6.2121121:POKES+24.15: 
POKES+4,33:D~-3:F~-1:POKE54273,10:VZ-5121 
1235121 X3~-X3~+D~:IFX3~-2540RX3~-5I21THEHD~ 
--D~ 
12351 POKE53281,RHD<8:;'*255 
12352 Y3~-Y3~+F~:IFY3~-1680RY3~-183THEHF 
~=-F~ 
12355 POKE54273.VZ:VZ=VZ+SI:IFVZ>2550RVZ 
<13THEHSI--SI:VZ=VZ+SI 
1236121 POKEY.X3~:POKEY+l,Y3~:POKE21214121,192 
-<PEEK<21214121:;'-192:;' 
12365 POKE53281.RHD<8:;'*255 
1237121 POKE53281.RHD<8:;'*255 
12375 Q-PEEK<5632121:;':IFQ=127THEH1239121 
1238121 POKES+4,33:POKES+24,15:POKEV+21,12I: 
POKES+l.5121:Q-SIH<8-r"2.1:;':RETURH 
1239121 REM 
12395 POKE54273.VZ:YZ-VZ+SI:IFVZ>2550RVZ 
<I2ITHEHSI=-SI:VZ-VZ+SI 
124121121 GOT01235121 
12499 GOT012499 
125121121 POKE55296+4121*Y+X.Q~<RHD<8:;'*3+1:;':PO 
KE54273,RHD<8:;'*1121121:RETURH 
12997 : 
12998 REM SPRITE IHITIALIZATIOH 
12999 
13121121121 RESTORE:V-53248 
1312110 FORI=12288T012350:READJ:POKEI,J:HE 
XT 
1312120 FORI=12352T012414:READJ:POKEI,J:HE 
XT 
131213121 FORI=12416T012478:READJ:POKEI,J:HE 
XT 
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Ghost 
Hunt 

Program 

13070 POKE2040. 192:POKE2041. 193:POKE2042 
• 194:POKE2043. 194:POKE2044. 194 
13080 POKEV+21.31:POKEV+39.1:POKEV.16a:p 
OKEV+16.8:POKEV+l.laa:POKEV+29.33 
130910 POKE V+23.33:POKEV+28.a:X3%=16a:Y3 
%=11010 
1311010 POKEV+4.40:X%(1)=40:Y%(1>=RND(8>*1 
a0+1aa:POKEV+5.Y%(1):POKEV+41.7 
131105 POKEV+8.16a:POKEV+9.175:POKEV+43.7 
131110 POKEV+6.64:X%(2)=320:Y%(2>=RND(8>* 
10a+la0:POKEV+7.Y%(2):POKEV+42.7 
13111 PX(I>=V+4:PX(2>=V+6:PY(I>=V+5:PY(2 
>=V+7:CL(1)=V+41:CL(2>=V+42:N%=1 
13112 PX(3)=V+8:PY(3>=V+9:CL(3>=V+43:P(1 
>=4:P(2)=8:P(3>=16:X%(3>=16a:Y%(3>=175 
13113 MM=5:M%(1)=RND(8>*MM+l:M%(2>=RND(8 
>*MM+l:N%(1)=RND(8>*MM+l 
13114 N%(2)=RND(8)*MM+l 
13115 t ... P=3: SC=IO: TI$="001000Z11O" : ··.··L=1101 : >':8;:'~= 
RND(8)*3100+2a:Y8%=RND(8)*lalO+llOlO 
13116 POKECL(I).9:POKECL(2).9:POKECL(3>. 
5' 
13117 
13118 REM SOUND INITIALIZATION 
13119 
131210 S=54272:FORL=STOS+24:POKES.IO:NEXT 
131310 POKES+5.6:POKES+6.2101O:POKES+24.15: 
POKES+4. 17 : Q=PEE,K ( V+31 > : Q=PEEK ( ··.··+310) 
131510 POKE54284.223:POKE54285.223:POKE54 
283. 33:POKE5428a. 17: POKE54279. a 
131710 F'R I NT" "'*'3;;!1" : F'R I NTTAB ( 17) .. SCORE" 
13175 POKE54275.0:POKE54274.a 
1 :3 1 810 RETI.JRN 
13996 END 
14997 
14998 REM GAME OVER 
14999 
15101010 GOSUB13121O 
151005 FORI=255TOlaSTEP-5:POKES+l.I:NEXT: 
POKES+24.IO:POKEV+21.IO:POKE53281.a:POKE53 
2810.1 
1510110 PRINT"~": F'RIt ... TTAB( 15)" ;;!I::Il3AME 
OVER" : POKE198. a: PF.:INT":~" 
1510210 PR I NT" ..... PRESS THE FIRE BUTTON TO 
RESTART'':TI$=''1010101O100'' 
151025 FORI=lT05alO:NEXT 
1510310 I=PEEK(56321O>:T=T-l:IFI=127ANDTI$< 
:> .. 1010101045" THEN 1510310 
151035 IFVAL(TI$):>44THENRUN 
1510410 CLR:GOT02105 
15997 
15998 REM ADJUST SCORE 
15999 
1601010 SC=I"'~T(SC> 
1610104 PRINT";:s)!Q" 
1610105 MM=MM-(MM<15>:M%(1>=RND(8>*MM+l:M% 
( 2 ) =RND ( 8) *r"Wl+ 1 
1610110 SC$=MID$(STR$(SC>.2.LEN(STR$(SC»­
I:> 
1610210 PR I NTTAB (21-LE"'~'~ SC$:> :> .: .. ;;!I=1" SC$ : POKE 
54296.3:VL=VL~1.1:RETURN 
17997 
17998 REM PRINT INSTRUCTION SCREEN 
17$199 
1810010 POKE54296.15:FORI=lT01100:NEXT:POKE 
54296.10 
1810105 POKE53281. 1 : PR I t'~T .. :::::I" 
180110 PR I t ... TTAB ( 14:> .... 33HOST HUNT!!!": PR I NT : 
PRINT 
180210 PR I NTTAB (5) .. THE CRAZ·T·. NE I GHBORHOO 
D GHOST" 
1810310 PR I NTTAB (5) " IS Ot... THE LC'OSE. AGA I N 
-" . -1810910 PRINT:PRINT 

181 lOa PR I NT " ~;;!" TAB ( 5:> "CAPTURE THE CiHOST 
BY TOUCHING" 
181105 PRIt ... TTAB(5:>" IT I-oJITH ALL THREE OF T 
HE FIGURES" 
181107 PRINTTAB(5:> "AT THE SAME TIt'1E AND ~.J 
ITH t ... o" 
1 8 109 PR I "'~TTAE: <: 5:> .. F I GUF~E TOUCH I t ... G At'~OTHE 
R FIGURE." 
181110 F'Rlt'~TTAB(5) "HI.JRRY UP., TIME IS SHOF~ 
T ... 
181310 PRINT: PRINT: PRIt ... T"="; 
181410 F'R I t ... TTAB (5) .. ''''':)U CAN S~'J I TCH BET~·JEEN 

FIGURES" 
181510 PRINTTAE:(5~' "B'T' PRESSING THE FIRE B 
UTTON." 
181810 PRINT: PRINT: PRINT: PRIt ... T.... PRES 
S THE FIRE BI.JTTO"'~ TO BEG I t ... " 
181910 IFPEEK(56320)=127THEN18191O 
1821010 POKE54296.15:FORI=lT01101O:NEXT:POKE 
54296.10 
182110 RETI.JF~N 



Firecracker Boy 
Charles Mott, Jr. 

e REM 
~ ~~~ 
3 REM 
4 REM 
5 REM 
69 : 
7e REM 
71 : 

, 
******************************** * FZRECRRCKER BOV <PRRT 1~ * * BV CHRRL..ES MOTT. JR. * * CC:> 198 .... FRNFRRE HOUSE. ZNC. * * ,BOX 3062 HOUSTON. TX 772!53 * 
******************************** 

ZNZTZRL..ZZE VRRZRBL..ES 

se PRZNT"=:I"; :L..L=122SS 
ge FORT-~T015e:GOSUB67e:NEXT:POKE532S0.2 
~~gK~;~~~~~~ ~ III • • • _ • 

• •• •• ~ I!I ~ ... 
110 Z.<2~-"m ~. • _ •.••• 
.... •• ~.~!III ........ 
120 Z.<3~-"m ~. ~. ~ I!I ~ !!! 
........... !!! ~!III ...... 
130 Z.<4~"'''1II .~. ... • ~ _ ~!II 

140·Z.'r!l5~-!!Im III.: ~ .. III .~. ~. ~. 
• • ... • ... 111''''111 ... • • • .. 
150 Z.<6~-"m • III • III ~ •• III ~ -• - ..... •• III III .... 
~6: z.<:~?;"m~ .~~.. • ... _ •• ~ __ • _ ~_ 

170 Z.<S~-"~. III ~. •• ~. •• 
... • •• ~..., - ~!III ;I !III" . 
1S0 S-54272:FORT=STOS+24:GOSUB670:POKET. 
o : ·NEXT : POKES. 240 : POKES+6. 240 : POKES+2 ..... 15 
190 C.<1~ ............. ~ 
• ....... I ....... . 200 C.<2~ ............. ~ 

• ..nIIIi 210 C.<3~- .......... ~ ...-n-.. .--'1111 ....... 
220 C.<4~- .......... ~ ........ .--' 
230 c.<l5~- .......... ~ ........ 
240 ..... < 1 :>= ......... m~ • ••• _.... ... , 

250 ..... C2:>= ......... m~ .................. . ....• _ ..... , 

260 ..... < 3 ~ ............ m ... ...• ... . 
..... ~ -... ~ _ .. 

270 V..<4~= ......... m~ _ •••• ~ !!!!II ......... ~ !III ......... 
2S0 ..... <5~= ......... m~ .. .... ... .... . . .. 
290 X.<1~-" ......... 
300 X.<2~"''' 

~ .. 
m IIIm_lIIII1IIIm 
3.10 X.<3~-" 
m ... mlll.lIIII1IIIm-=·· 
320 X.C4~=" m. IIIII1III 
330 X.<!I5~-" 

~ .. 
m .. l1li'-.... IIIII1III m 
340 )4.<6~"''' 
m III'~ IIIII1III m !!!1lIII" 
3!50 >C.<7~-" 

mill 

... m 

.. m III 

IIIII1III m !II m ... m _ .. ~" 
360 X.<S~"" ...... . .. 
364 :. 

I1'I"'1II. III 

.lIIII1IIImllllllll1lll 
IIIII1III m _ .. 

m !!I IIIII1III 

III .. m !!! IIIII1III 
IIIII1III m _ .. 

IIIPII m _ IIIII1III 

.... ~ III .... ~ _ .... 

Firecracker 
Boy 

Program 
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Firecracker 
Boy 

Program 

XNXTXALX2E FALLXNG SOUND 

FALLXNG SOUND 

X FO<00RO>255THENO= 1 
POKES+1.0=O=O-1.5 
RETURN 

PRXNT XNSTRUCTXON SCREEN 
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Firecracker 
Boy 

Program 

~089 DATA 0.0.0.0.0.0.0.0.0.0.0.0.0.0.0. 

~090 DATA 0.0.0.0.0.0.0.0.21.0.0.0.0.0.8 
0.0 
5091 DATA 0.69.0.0.85.0.0.0.0.0.69.0.0.2 
0.0.0 
5092 DATA 0.0.0.0.0.0.0.0.0.0.0.0.0.0.0. 
o 
5093 DATA 0.0.0.0.0.0.0.0.0.0.0.0.0.0.0. 
o 
5094 DATA 0.0.0.0.0.0.0.0.8.0.0.0.0.2.0. 
o 
5095 DATA 0.0.32.0.0.0.0.0.0.0.0.0.0.32. 
0.0. . 
5096 DATA 255.255.253.0.5.87.0.13.233.0. 
15.254.0.13.234.0 
5097 DATA 13.235.0.13.235.0.15.235.0.15. 
255.0.14.23~.0.14 
509S DATA 255.0.13.233.0.15.233.0,15.255 
.0.15.255.0.15.255 
5099 DATA 0.15.254.0.13.234.0.13.255.0.5 
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Firecracker 
Boy 

Program 

24121 GOSUB57121 
25121 ONDRCJV~GOT026121.26121.27121.26121.26121.26121. 
28121.26121 
26121 GOT029121 
27121 MX=MX+AP'GOT029121 
28121 MX=MX-AP'GOT029121 
29121 IFMX<3I21THENMX-3121 
3121121 IFMX>24I21THENMX=24121 
31121 POKEV.N'N=N+CPH*PU)'IFN>241210RN<25THE 
NPU=-PU'N=N+CPH*PU~ 
32121 IFFGC3~=5ANDFGC2~=5THEN35121 
33121 POKEV+12.BO'BO=BO+HH'IFBO>244THENBO= 
0'POKEV+12.BO'FC=INTCRNDC1~*211+3121~'FGC3 
~=5 
34121 FC-CINTCFC~2~~*2 
35121 IFFC<BOANDFGC2~=I2ITHENBA=BO'POKEV+1121. 
BA'FGC2~=5 
36121 IFFG(2)=I2ITHENPOKEV+1121.BO 
37121 IFFGC2~=5ANDNU>ENTHENGOT077121 
38121 IFFG(4)=I2ITHENPOKES7.217 
39121 IFFG(4)=5THENPOKES7.218'FGC4)=I2I'GOTO 
41121 
4121121 FG(4)=5'WA=6'GOSUB144121 
41121 IFFG(2)=5THENNU=NU+1 
42121 IFFG(2)=I2ITHENNU=12I 
43121 IFFG(3)=5ANDFGC2)=I2ITHENFGC3)=12I 
44121 GOSUB128121 
45121 POKEV+6.AU'AU=AU+XX'IFAU>C253-XX~THE 
NGOSUB148121 
46121 IFFGC15~=5ANDAU=11218ANDPEEKCV+16)-136 
THENPR=PR+1'POKES4.PR'IFPR>224THENPR=219 
'POKES4.PR 

47121 IFFG(1)-5THENPOKEV+2.BX:POKEV+3.81+B 
Y'BY-BY+Ap:GOSUB143121'IFBY>123THENGOSUB61 
121 
48121 
49121 
5121121 
51121 
52121 
53121 
54121 

IFFG(1)=I2ITHENPOKEV+27.PEEKCV+27)OR2 
IFFG(1)=I2ITHENBY=I2I:POKEV+2.MX 
POKEV+4.MX:IFFR=16THEN24121 
POKEV+27.PEEKCV+27)ANDC255-2) 
IFFGC1~=5THEN240 
FGC1~=5'BX=MX:GOT024121 

55121 REM 
560 

READ JOYSTICK 

570 JV=PEEKCV+JS~'FR-JVAND16:JV=15-CJVAN 
D15):RETURN 
580 : 
590 REr-l 
600 : 

NEW BALLOON 

610 POKEV+2.MX:POKEV+3.81:FG(1)=0'BY=6:G 
OSUB141121'RETURN 
62121 : 
630 REr-l 
640 ' 

INITIALIZE SPRITES 

650 POKES1.202'POKES2.203:POKES3.21215'POK 
ES4.219'MX=13121 
66121 POKES5.216'POKES6.21216:POKES7.217'POK 
ES8.192'POKEV+29.8'POKEV+23.8 
67121 POKEV.N'POKEV+1.14121'POKEV+2.MX 
68121 POKEV+3.81'POKEV+4.MX:POKEV+5.81 
7121121 POKEV+6. AU , POKEV+7. 184: POKEV+8. 237 
71121 POKEV+9.197'POKEV+10.BO'POKEV+11.195 
73121 POKEV+12.BO:POKEV+13.197 
74121 POKEV+16.PEEKCV+16)OR128'POKEV+14.4121 
'POKEV+15.173:POKEV+27.PEEKCV+27)OR134 

75121 PRINT"~"''':GOSUB10121121 
76121 RETURN 
77121 ' 
78121 REM 
79121 

GAME END 

8121121 POKEV+SC+4.128'FORT=lT099:NEXT 
81121 FORT=21216T0213'POKES6.T'FORY=lT04121:NE 
XTY.T:POKEV+SC+4.129'POKES6.214 
82121 FORT=lT04121'NEXT'POKES6.215'FORT=lT01 
121121 'NEXT 
83121 POKEV+21.223'POKES6.21216'JU=I2I:BY=3:M= 
173'POKEV+15.176:FORT=lT06121'NEXT 
84121 FORT=192T021211:POKEV+15.M-JU'BY=BY+5 
:GOSUB143121'POKES8.T'JU=JU+5 

85121 FORY=lT03121:NEXTY.T: 
86121 FORT=21211T0192STEP-1:POKEV+15.M-JU'BY 
=BY-5 :GOSUB143121:POKES8.T'JU=JU-5 
87121 FORY=lT03121:NEXTY.T:POKEV+15.173 
88121 : 
89121 POKEV+21.221'IFBP>TSTHENTS=BP'BP=12I 
9121121 PR I NT" ...... OUOUOlQ.lWUlWSlIQI •••••••••• ;;a;!=lGAME OV 
ERlWdI ••••••••••• :oIiTOP :;::;CORE= "TS 
91121 PRINT"l!A)!:I:oIiPRESS FIRE BUTTON TO GO AGA 
IN!!!!" 
92121 GOSUB57121'IFFR=16THEN92121 
93121 POKE53265.PEEKC53265~AND239:POKEV+16 
.PEEKCV+16~ANDC255-8~:EN=78:PH=9 
95121 POKEV+21. 121 'BO=12I 'PR=219: N=13121'MX=13121: 
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AU=0:FORT=1T010:FG<T>=0:NEXT:BP=-10:GOSU 
B1340 
960 GOSUB610:BP=0:GOSUB650:PU=1:POKEV+21 
.255:POKE53265.PEEK<53265>OR16:GOT0240 
97'0 : 
980 REM 
990 
1000 

PRXNT GAME SCREEN 

PRXNT ....... ~;;II - -
... -ail III I."; 

1010 PRXNT ....... 
:= II ; 

1020 PRXNT"~;;II == "; 1030 PRXNT"~;;II _ 
_ !l!IIIIIEMA .... OR~S** .. ; 

-=-XRE 

-1040 PRXNT"~;;II • ;;II I!I!I 
;;II. ;;II 1lIIIE * 4 TH OF**"; 

1 050 PR'X NT "~;;II I!I!I ;;II !I! 
;;II.. ;;II 1lIIIE * *..:r UL-.... *** .. ; 

1060 PRXNT"~I:II --- ---
-- !!!!IIIIIE*PARADE**"; 

STATJ:ON #1~ 

- - -1:11 !!!! 1:11 !!!! 

;;II • ;;II !!!! 

107'0 PR X NT" ~I:II _ _ _ _ _ _ _ _ _ _ _ _ _ • · .... 1080 PR X NT"~. _ _ _ _ _ _ _ _ _ _ _ _ _ 

- mil 1090 PR X NT"~;;II _ _ _ _ _ _ _ _ _ _ _ _ _ • 

• • I!I!!!II 1100 PR X NT"~. _ _ _ _ _ _ _ _ _ _ _ _ _ 

- ... 1110 PR X NT" ~I:II _ _ _ _ _ _ _ _ _ _ _ _ _ • 

· .. " 1120 PR X NT"~. _ _ _ _ _ _ _ _ _ _ _ _ _ 

- ." 1130 PR 1: NT·I.,.;II _ _ _ _ _ _ _ _ _ _ _ _ _ • 

II • !!!!" 1140 PR X NT"~. _ _ _ _ _ _ _ _ _ _ _ _ _ - _ .. 
1150 PR X NT" ~I:II _ _ _ _ _ _ _ _ _ _ _ _ _ • 

• • !!!!!!!!It 1160 PR X NT"~. _ _ _ _ _ _ _ _ _ _ _ __ 

_ !!IIi1lii"",,1I 1 1 7'0 PR X NT" ~I:II _ _ _ _ _ _ _ _ _ _ _ _ _ • 

• • II!I!Ii1I I I I I I I I I" 11 se PR I. NT II...... _ _ _ _ _ _ _ _ _ _ _ _ .. 
__ 11 

1190 PR X NT"~;;II _ _ _ _ _. _ _ _ _ _ _ _ _ 

!!!! 1:11. IIIIIE!!!!MA .... OR ;;IIiIIE. •• 
1200 PRXNT".II:II I 

r21: ~R x NT" =="1:11.------------------------
.n; 

1220 PR X N~:: • __ LI ____ _ 

1230 PR X NT " • __ .;asCORE : !!!! 0 I:IIF X RECR 
ACKER-PO X NTS!!!!!!'IOI" ; 
1240 RETURN 
1250 
1260 REM COL-L-XSXON DETECTXON 
127'0 : 
1280 Q1=PEEK<V+30> 
1290 L-1=Q1AND1:XFL-1=1THENGOSUB610:BP=BP-
2: GOSUB1550: RETURN 
1300 L-2=Q1AND2:L-3=Q1AND4:L-6=Q1AND32:L-7'=Q 
1AND64 
1310 XFL-2=2ANDL-6=32ANDB .... >100ANDL-7'=0THENP 
OKES6.204:FORT=1T0200: NEXT: POKES6. 13:POK 
ES2.13:GOSUB1340 
1320 XFL-2=2ANDL-6=32ANDL-7'=64ANDB .... >100THEN 
BP=BP-11:GOSUB1340 
1330 RETURN 
1340 POKEV+10.BO:POKES6~206:GOSUB610:GOS 
UB1410:FORT=1T010:FG<T>=0:NEXT:BP=BP+10 
1350 GOSUB1550:POKES2~203:RETURN 
1380 
1390 REM SOUND ROUTXNES 
1400 : 
1410 POKEV+SC+4~129:POKEV+SC+1~12:POKEV+ 
SC+4.128:RETURN 
1430. S1=B .... :POKEV+SC+4~33:POKEV+SC+1~S1:P 
OKEV+SC+4~32CRETURN 
1440 S1=WA:POKEV+SC+4~33:POKEV+SC+1~S1:P 
OKEV+SC+4~32:RETURN 
1450 : 
1460 REM MOVE FL-OAT ACROSS SEAM 
147'0 : 
1480 XFPEEK<V+16>=128THENPOKES4~13:POKEV 
+16~136:AU=0:POKEV+6~AU:POKES4~PR:FG<15> 
=5: RETURN 
1490 XFPEEK<V+16>=136THENPOKES4~13:AU=0: 
POKEV+6.AU 
1500 POKEV+16~128 
1510 POKES4~PR:RETURN 
1520 
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1530 
1540 
1550 ••••• 1560 
157'0 
1580 
159'0 
N 

REM PRINT SCORE 

PR I NT .. li'8JU)III)QOUOU ... "'WWQ)I!DmlIDODmlIDODO .. ".'.,IQ)t •••••• .. 
PH=PH+.5:EN=EN-2 
I FPH:> 16THENF"H= 1 6 
IFBP<0THENBP=0 
PRINT" ~ .............. ; BP; "iI=II!!!!" : RETUR 

READ ..... 



Into the Pot 
Frank Mikulastik 

o REM ********************************* 
1 REM * INTO THE POT * 
2 REM * B¥ FRANK MIKULASTIK * 
3 REM * <C> 1984 FANFARE HOUSE. INC. * 
4 REM * BOX 3062 HOUSTON. TX 772~3 * 
~ REM ********************************* 10 : 
11 REM INITIALIZATION 
12 : . 
13 S1=~4272:CM=~~296:SM=491~2:V=~3248 
19 paKE~3280.6:PRINT":::J":PRINTCHR$<142>:G 
OSUB4030 
20 POKE~6~78.PEEK<~6~78>OR3 
21 POKE~6~76.<PEEK<~6~76>AND2~2>OR0 
22 POKE~3272.<PEEK<~3272>AND1~>OR0 
23 POKE64a~192:PRINT":::J" 
30 POKE~6334~PEEK<~6334>AND2~4 
40 POKE~32a1~9:GOSUB3900:POKE~4273~20:PO 
KE1.PEEK<L>AND251 
~0 FORI=0TO~11:POKEI+14336+491~2.PEEK<I+ 
~324a>:NEXT . 
60 POKE1.PEEK<1>OR4 
70 POKE~6334.PEEK<~6334>OR1 
80 POKE53272.<PEEK<~3272>AND240>OR14 
90 F=0:GOSUB3000:F=1 
100 FORI=14336+491~2+160*aT014336+491~2+ 
16a*8+7:READA:POKEI~A:NEXT 
110 FORI=491~2+16*64T0491~2+1a*64-1:READ 
A:POKEI~A:NEXT 
200 FORI=eT024:POKE~4272+I.0:NEXT 
210 POKE~3270~PEEK<~3270>OR16 
220 POKE~3282.3:POKE~3283.2 
300 S<1>=163:S<2>=164:S<3>=163:S<4>=16~ 
30~ S2<1>=160:S2<2>=161:S2<3>=160:S2<4>= 
162 
310 BN<1.1>=0:BN<1.2>=1:BN<2.1>-0:BN<2.2 
>=-1 
320 BN<3.1>=1:BN<3.2>=0:BN<4~1>=-1:BN<4~ 
2>=0 
350 GOSUB74~:POKEM1.SP:GOSUB3000 
3~4 : 
3~~ REM START GAME 
356 : 
400 GOSUB900 
410 00SI.,.IB700 , 
420 TI$="000000" 
490 : 
491 REM MAIN LOOP 

;;;~; GOSUB10a0' 
505 GOSUB4000 
506 FOR BM=1TONU 
510 GOSUB1500 
515 NEXT, ' 
520 FORBN=1TONU:IFP2<BN><>552THENGOTO~29 
521 POKESM+P2<BN>.32:POKESM+473+NU.S2<1> 
:POKECM+473+NU~9 
522 FORBP=BNTOHU-1:P2<BP>=P2<BP+1>:NEXT 
525 NU=NU-1:IFNU=0THENGOT02000 
527 GOT0530 
529 NEXT 
530 GETA$: I FA$=" •• ," THENT2$=T I $ : POKES 1 +4. 0 
:POKES1+11.0:GOT02100 ' 
540 PRINT .. =--................... ; MID$<TI$. 
3.2>; ............. ; RIGHT$<TI$. 2> 
550 SP=SP+1:IFSP>17THENSP=16 
555 POKEM1.SP 
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5S1'0 GOT0500 
68S1' : 
6S1'0 REM INITIALIZE CHARACTERS 
6S1'SI' : 
700 N1=1:P1=54S1' 
710 POKECM+P1~8:POKESM+P1~S<N1~ 
720 N2<1~=1:P2<1~=82:N2<2)=2:P2<2~=162 
730 POKESM+P2<1~~S2<N2<1~):POKECM+P2<1~~ 
:sJ 
740 POKESM+P2<2~.S2<N2<2~):POKECM+P2<2~~ 
SI' 
745 M1=4S1'152+1016:SP=16 
750 POKEV+21~1:POKEM1.SP:POKEV+2S1'.1:POKE 
~+23~1:POKEV+28~1 
760 POKEV+37~7:POKEV+38~2:POKEV+3S1'~0:POK 
EV+16~1:POKEV~28:POKEV+1~131 
770 POKE53282.2:POKE53283~6 
780 NU=2:NM=2 
7S1'0 RETURN 
7S1'1 .: 
7S1'2 REM PRINT PLA¥ SCREEN 
7S1'3 . 
Sl'00 PRINT"~":POKE53281~12:POKE53280.0:GO 
SUB4030 
Sl'02 FORI=0T039 
Sl'03 POKEI+CM~14:POKEI+SM~167 
Sl'04 NEXT 
Sl'06 FORI=39TOSl'SI'SI'STEP40 
Sl'07 POKEI+CM~14:POKEI+SM~167 
Sl'08 NEXT 
Sl'11 FORI=SI'SI'SI'TOSl'60STEP-1 
Sl'12 POKEI+CM~14:POKEI+SM.167 
Sl'13 NEXT 
Sl'16 FORI=SI'60T00STEP-40 
Sl'17 POKEI+CM~14:POKEI+SM~167 
Sl'18 NEXT 
Sl'21 FORI=3T037STEP2:L=L+1:IFL>1THENL=0 
Sl'22 FORJ=L+2T022STEP2 
Sl'23 P=I+J*40:POKEP+CM~8:POKEP+SM~166:GOS 
UB4040 
Sl'24 NEXT:NEXT 
Sl'26 FORI=43S1'T0431STEP-1 
Sl'27 POKEI+CM~6:POKEI+SM~167 
Sl'28 NEXT 
Sl'31 FORI=431T0680STEP40 
Sl'32 POKEI+CM~6:POKEI+SM~167 
Sl'33 NEXT 
Sl'36 FORI=711T0719 
Sl'37 POKEI+CM-40.6:POKEI+SM-40~167 
Sl'38 NEXT 
Sl'40 FORI=1T040 
Sl'41 X=INT<RND<0~*38+1~:¥=INT<RND<0~*23+1 
~:POKESM+X+¥*40~167 
Sl'42 POKECM+X+¥*40.6 
Sl'43 NEXT 
Sl'61 FORI=0T04:FORJ=0T06 
Sl'62 POKEI*40+J+472+SM~32 
Sl'63 NEXT:NEXT 
Sl'64 I=551:POKEI+SM~32:POKESM+I-1~32 
Sl'67 PR I NT" -=:II .................. IN: 00 ••• ISEC : 00 .. 
Sl'68 PR I NT" _iJ""CI~ ••••••••• D1~ ~ ~ ~ ~ ~ ...... ~.,'",. ................. "".,.. ...... 
96S1' PR I NT .. .. PliPliOO"Pliua"""""""" ............. . .. 
Sl'70 PR I NT" iIC~OWWtIJl!A:lGll ........... D1~ ~ ~ •• 

.",. , ,. .... " ...... , .- ..- ,. .. " , ..... .. . 

980 RETURN 
989 : 
Sl'SI'0 REM MOVE COOK 
9S1'1 : 
1000 JV=15-<PEEK<56320~AND15~ 
1020 IFJV=10RJV=SI'THENT1=0:T2=-1:GOT01100 
1030 IFJV-80RJV=10THENT1=1:T2=0:GOT01100 
1040 IFJV=20RJV=6THENT1=0:T2-1:GOT01100 
1050 IFJV-40RJV=5THENT1=-1:T2-0:00T01100 
1060 RETURN 
1100 T3=P1+T1+T2*40:T4=T3:Q1=PEEK<T3+SM) 
1110'IFQ1=32THEN1200 
1120 IF<Q1<>166~THENRETURN 
1130 FORI=1TONM 
1140 T4.=T4+T1+T2*40:Q2=PEEK<T4+SM) 
1142 IF<Q2=32)THENGOT01150 
1144 IF<Q2<>166)THENRETURN 
1146 NEXT 
i148 RETURN 
1150 POKET4+SM~166:POKET4+CM~8 
1200 N1=N1+1:IFN1>4THENN1=1 
1210 POKEP1+SM~32:P1-T3:POKEP1+CM~8:POKE 
P1+SM~S<N1) 
12S1'0 RETURN 
14S1'0 : 
14S1'1 REM MOVE CHICKEN 
14S1'2 



1500 R=INT<RND<0>*4+1> 
1510 T3<BM>=P2<BM>+BN<R~1>+BN<R~2>*40 
1520 Q1=PEEK<T3<BM>+SM>:IFQ1=32THEN1600 
159'0 RETURN 
1600 N2<BM>=N2<BM>+1:IFN2<BM»4THENN2<BM 
>=1:U9'=FRE<0> ' 
1610 POKEP2<BM>+SM~32:P2<BM>=T3<BM>:POKE 
P2<BM>+CM~9':POKEP2<BM>+SM~S2<N2<BM» 
169'0 RETURN 

WXN SXTUATXON 

POKE532a2~7:POKE53283~7 
GOSUB4020 
XF<PEEK<56320>AND16><>16THEN20S0 
POKE53282,2:POKE53283~2 
GOSUB4020 
XF<PEEK<56320>AND16><>16THEN2080 
GOT02000 
POKE53282~10:POKE53283,2 
GOSUB3100 

19'9'0 : 
19'9'1 REM 
19'9'2 
2000 
2002 
2010 
2015 
2020 
2030 
2035 
2080 
209'0 
209'1 
209'5 
209'6 REM 
209'7 : 

GOT0400 

NO WXN SXTUATXON 

2100 PR I NT" _.. PRESS .,.. TO STOP. PRESS N 
TO CONTINUE." 
2105 GETA$: I FA$<> .. .,.. .. ANDA$<>" N" THENGOT021' 
05 
2110 IFA$""' .. .,.. .. THENGOSUB3100:GOT0400 
2115 TI$=T2$ , 
21210 PRXNT .. CIBI8I ..... " .................... "..-; .... ". ........ !!!!!I"'1:IH: I.; MID$<T 
I$~3~2>; .. ;:a~~~!!!SEC: .. ;RIGHT$<TI$~2>; 
2121 PRJ:NT II ..................... " ....................... ; 

219'0 GOT059'0 
219'1 : 
219'2 REM 
219'3 : 

PRXNT TXTLE SCREEN 

3000 POKE53280~6:POKE53281~5 
3002 PRINT ..... 
3004 IFF=0THENPRINT"~" 
3007 PRINT 
3008 PRINT 
3009' PRINT 
301 1 PR I NT ";;;a I:A&&&&&!!!! I:A&!!!! I:A&!!!! I:A&&&&&!!!! ;:a 
&&!!!! I:A&&&&&I!!I I:A&!!!! I:A&!!!! I:A&&&!!!!" 
3012 PR I NT .. I:A&!!!! I:A&&!!!! I:A&!!!! I:A&!!!! I:A&!!!! 

I:A& I!!I I:A&!!!! I:A&!!!! I:A&!!!! I:A&!!!!" 
3013 PR I NT .. I:A&!!!! I:A&&&&!!!! I:A&!!!! I:A&!! 
I:A&!! I:A&!! I:A&&&&!! 'I:A&&!!!!" 
301 4 PR I NT .. I:A&I!!I I:A&!! I:A&&!! 

I:A&!! I:A&!! I:A&!! I:A&!! I:A&!!" 
3015 PR I NT" I:A&!! I:A&!! I:A&!! 

I:A&!! I:A& I!!I I:A&!! I:A&!! I:A&!!" 
3016 PR X NT .. I:A&&&&&!! I:A&!! I:A&!!!! 
&!! I:A&I!!I I:A&!! I:A&!! I:A&&&!!" 
3017 PRXNT' 
3018 PRXNT" 
&&&& ... 

I:A&&&&!!!! 

I:A&!!!! 

I:A&!!!! 

I:A&!!!! 

I:A&&&!!!! 

3019' PRXNT" 
!! 1:A&1!!I" 

I:A&!! I:A&!!!! ~!!!! 

3020 PRXNT" 
1:A&1!!I" ' 

3025 PRXNT" 
l1li&." 

3030 PRXNT" aBa.· 1 

3031 PRXNT" 
;118;!!!" 
3032 PRXNT 
3033 PRXNT 

I:A&&&&!!!! I:A&!!!! 

I:A&!!!! I:A&!!!! 

I:A&!! I:A&!!!! 

I:A&!!!! I:A&&&!!!! 

I:A&!!!! 

I:A&!!!! ' 

I:A& 

I:A& 

I:A& 

I:A&!! 

I:A&!!!! 

I:A&!!!! 

3034 PRXNT 
3037 PRXNT". 
K":PRXNT:PRXNT 
303a,PRXNT". 

B.,.. FRANK MIKULASTX 

<C> 19'84 FANFARE HOUSE 
~ :INC. I" 
3039' XFF=0THENGOSUB4030:RETURN 
3040 POKE532a2~2:POKE53283~2:FORI=1T0200 
: NEXT 
3041 GOSUB4000 
3042 SP=SP+1:XFSP>17THENSP=16 
3043 POKEM1~SP 
3045 XF<PEEK<56320>AND16><>16THENGOT0309' 
o 
3050 POKE532a2~7:POKE53283_7:FORI=1T0500 
: NEXT 
3051 GOSUB4000 
3055, XFCPEEKC56320>AND16><>16THENGOT0309' 
o 
3e60 GOT03040 
3089' 
309'0 REM 
309'1 

PRXNT XNSTRUCTXON SCREEN 
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31aa POKEV+1~a:pOKEv,a 
31a1 PRXNT"~":POKE::S32a1~1:pOKE::S32a0~1::S 
311a, PRXNT:PRXNT". f=ilXNTO THE 

POT":p,RXNT:PRXNT 
3111 PRINT". 
K":PRXNT 

B¥ FRANK MIKULASTX 

3112' PRXNT" <:C::> 191814 FANFARE HOUSE~ 
XNC.":PRIN':PRINT 

3121 PRXNT" .OBJECT: iii GUXDE THE CHXCKE 
NS TOWARD" 
312Z PRXNTTAB<:11::>;"THE COOKXNG POT B¥ PU 
SHXNG" 
3123 PRINTTAB<:11::>;"BLOCKS TO MAKE A PATH 

FOR" . 
3124 PRXNTTAB<:11::>;"THEM TO FOLLpW. SEE H 
OW FAST" 
312::S PRINTTAB<:11::>;"¥OU CAN GET BOTH CHXC 
KEHS .. 
31261 PRINTTAB<:11::>;"nIIIXNTO THE POT .... 
31271 PRXNT 
31281' PRINT". HINTS:. IF ¥OU GET XNTO 
A nlllHO WIN." 
31291 PRXNTTAB<:11::>;"SXTUATION OR ¥OU WANT 

TO" 
313a PRINTTAB<:11::>;"PAUSE, PRESS F7'." 
3131 PRXNT:GOSUB4a30 
3132 PRINTTAB<:11::>;"IIPRESS F1 TO START" 
3133 PRINTTAB<:11::>;"PRESS F7' TO STOP" 
3140 C3ETA$ . 
3142 XFA$="."THENRETURN 
3144 I FA$=" .... THENpOKE64a ~ 4 : PR I NT"~" : STOP 
3146 GOT03140 
391a0 FORI=::S427'2TO::S42916:POKEx~a:NEXT 
3910 POKE::S42916~15:POKE::S427'7',13:POKE5427'a 
~15 :POKE5427'6~33:RETURN 
391917' : 
39$1181 REM 
391$11$11 

SOUND ROUTINES 

4000 REM SOUND 1 
4001 POKES1+4~a:POKES1+24~5:POKES1+4~17': 
POKES1+5~15:POKES1+6,1::S 
40a2 S3=INT<:RND<:a::>*2a+5::>:POKES1+1~S3 
.4003 RETURN 
4010 REM SOUND 2 
4011 POKES1+11~a:POKES1+24~5:POKES1+11~1 
7':POKES1+12~15:POKES1+13~15 
4012 S3-XNT<:RND<:a::>.1a+1::>:POKES1+7'~S3:POK 
ES1+a~S3 . 
4014 FORS4=1T010:NEXT 
40191 RETURN 
4a20 REM SOUND 3 
4021 POKES1+4~0:POKES1+11,0:POKES1+24~1a 
:POKES1+4~17':POKES1+::s.15:POKES1+6,15 
4a22 FORS2=5eT015a:POKES1~S2:POKES1+1.S2 
: NEXT . 
4a23 POKES1+4~a 
4a29 RETURN 
4030 REM SOUND 4 
4a32 POKES1+4~0:POKES1+11~0:POKES1+24~15 
:POKES1+5~15:POKES1+6~15:POKES1+4~17' 
4034 FORS2=4T0100STEP2:FORS3=S2TOS2-4STE 
P-1:POKES1~S3:POKES1+1~S3:NEXT:NEXT 
4038 POKES 1 +4 ~ a . 
403$11 RETURN 
4a40 REM SOUND 5 
4041 POKES1+24~15:POKES1+4~17':POKES1+5~1 
5:POKES1+6~15 
4042 POKES1~I*5:POKES1+1.X*6 
4a44 POKES1+4~a 
40481 RETURN 
40$110 : . 
40$111 REM 
40$112 
40$114 
410a 
4110 
4120 
4121 
4122 
4150 
416a 
417'a 
41$110 

REM 
DATA 
DATA 
DATA 

REM 
DATA 
DATA 
DATA 

41$111 REM BLOCK 

CHARACTER DATA 

~200 DATA 25~~235~215~235.215~235~215~25 

421a DATA 255~255~25::S~25::s.2::S::S~25::S~2::S::S~2::S 
5 
4220 DATA 2::S::S~2::S5~2::s::s.255.255~255~255,25 
5 
50aa 
5001 REM 
50a2 
5135 REM 

SPRXTE iDATA 

POT AND FIRE - 1 



514121 ° DATA 
515121 DATA 
516121 DATA 
517121 DATA 
51E1e DATA 
519121 DATA 
52121121 DATA 
521121 DATA 
522121 DATA 
523121 DATA 
5241121 DATA 
525'21 DATA 
526121 DATA 
527121 DATA 
5275 REI" 
526121 DATA 
529121 DATA 
53121121 DATA 
5310. DATA 
532121 DATA 
5330 DATA 
5340 DATA 
535121 DATA 
536121 DATA 
537121 DATA 
5360 DATA 
5390 DATA 
54121121 DATA 
20121121121 
2001'21 REM 
212112120 

RESTORE MEMORY 

2121'2130 POKE646,4:PRJ:NT"~":STOP 

READY. 
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YorickFs Revenge 

o 
1 
2 
3 
4 
5 
6 

REM 
REM 
REM 
REM 
REM 
REM 

7' REM 
8 

Igor Tulchinsky 

*************** ... ***************** 
* ~ORJ:CK~S REVENGE * 
* B~ J:OOR TULCHJ:NSK~ * 
* CC~ 1994 .FANFARE HOUSE. J:NC. * 
* BOX 3062 HOUSTONI TX 7'7'253 * 
********************************* 

J:NJ:TJ:ALJ:ZATJ:ON 

10 Q-PEEKC53279~:OOSUB2000a:POKEV+121160 
:POKEV+13160:POKEV+21164:GOSUB24000 
11 GOSUB22000:F=1:00SUB23000:F=0:PRJ:NT":::I 
"'POKE5328110:POKEV+2110 
14 SC=0:NL-0 
15 GOSUB22000:00SUB20020'OOSUB21000'X=70 
'~-200:DX-8:D~=0'POKEV+417'0:POKEV+51205 
16 POKEV+21.255 
17' : 
18 REM 
19 , 

CONTROL LOOP 

20 Q-PEEKC197~ J:FQ<>64THENPOKE20401194:P 
OKE2041 I 195: GOT040 
30 POKE2040 I 192:POKE20411 193 
40 X-X+DX:J:FX>255THENX=255 
41 ~-~+D~:POKE53252.X:POKE53253.~:POKE54 
273IC2;40-~~""9 
42 D~-D~+.4 
50 Z=PEEKC53279~ORPEEKC5327'8~ORPEEKC5327' 
9~ORPEEKC53279~ORPEEKC53279~:J:FZ=0THEN20 
51 Z=PEEKC53279~ORPEEKC53279~:J:FZ<>0THEN 
150 
57 
59 REM 
59 : 

SPRJ:TE-BACKOROUND COLLJ:SJ:ON 

60 J:FPEEKC1024+40*J:NTCC~-34~""9~+J:NTCCX-1 
4~""9~~""32THEN90 
70 D~--D~:~-~+3*D~:POKE53253.~:POKE54283 
.65:Q-SJ:NC8~:Q-PEEKC53279~:D~=D~+1.7' 
80 J:FPEEKC1024+40*J:NTCC~-50~""9~+J:NTCCX-1 
4~ .... a~~-32THEN100 
90 D~""-D~:~=~+3*D~:POKE532531~:POKE54293 
.65:Q=SJ:NC9~:Q=PEEKC53279~ 
100 J:FPEEKC1024+40*J:NTCC~-42~""9~+J:NTCCX-
22~'8~~-32THEN120 
110 DX=-DX:X=X+3*DX:POKE53252.X:POKE5429 
3165:Q=SJ:NC9~:Q=PEEKC53279~ 
120 J:FPEEKC1024+40*J:NTCC~-42~""9~+J:NTCCX-
7~""9~~=32THEN140 
130 DX=-DX:X-X+3*DX:POKE53252.X:POKE5428 
3.65:Q-SJ:NCSJ:NCSJ:Nca~~~:Q=PEEKC53279~ 
140 POKE54293.0:00T020 
147 : 
149 REM 
149 

SKULL COLLJ:SJ:ON 

150 Q-PEEKC53278~+SJ:Nca~:Q=PEEKC5327'8~ 
152 J:FQ<>68THEN160 
153 POKE54276.129 
154 T=~""2+CRNDC8~-.5~*C100000-SC~""20000: 
DX-COSCT~*9:D~=SJ:NCT~*a 
136 POKEV+45.RNDC8~*14+1 
157 : 
159 REM 
139 : 

POJ:NTS COLLJ:SJ:ON 

160 POKE54276. 17: J:FQ<>12ANDQ<>20ANDQ<>36 
THEN200 
161 POKE54290.65:POKE54297.RNDca~*100+50 
170 SC=SC+100:J:FQ=36THENSC=SC+400 

YorickFs 
Revenge 
Program 
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171 'XFQ=12THENPOKEV+42.RNDC8>*14+1 
172 XFQ-20THENPOKEV+43.RNDC8>*14+1 
173 XFQ-36THENPOKEV+44.RNDC8>*14+1:D¥~RN 
DC8)*2+1 
180 S.-STR.CSC>:S.-MXD.CS •• 2.LENCS.>-1> 
1815 POKE54287.RNDC8>*100+30 
1S'0 PRXNT"iIIDIIJIIDA."TABC37'-LENCS.»S.:;Z-PEEK 
C5327'8> 
t~~I~OKE542S'0.0 
1S'8 I REM GUTTER COLLXSXON 
1S'S' 
200 XFQ<>132THEN235 
210 NL-NL+1 
211 X-70:¥=200:DX=2:D¥=0 
212 N.-STR.C3-NL>:N.-MXD.CN •• 2.1> 
214 PRXNT .................... I:II .. TABC34>N. 
220 POKE5327'3.4:FORX=1T0254-PEEKCV+3>:PO 
KEV+5.PEEKCV+5>+1:POKE5427'3.X*S:NEXT:POK 
E53275.0 
230 XFNL=3THEN23000 
231 FORX=1T0500:NEXT 
232 : 
233 REM 
234 
235 
.25 

FLXPPERS DOWN COLLXSXON 

230 XFCQ=50RQ=6>ANDPEEKC2040>=1S'2THEND¥= 
-D¥+1:¥=¥+2*D¥:POKE33253.¥ 
260 XFCQ<>3ANDQ<>6>ORPEEKC2040><>1Si14THEN 
POKE542S'0.0: GOT020 
267' : 
2681 REM 
26S' 

FLXPPERS UP COLLXSXON 

270 XFX>110THEN350 
280 T-TANCDXrCD¥+1E-3»:L=SQRCDX*DX+D¥*D 
¥>*2*C50-C115-X»r30:XFL<3THENL=3 
2S'0 T-11*~r8+C105-X>r250+RNDC8>rSil 
300 DX-COSCT>*L:D¥=SXNCT>*L 
305 XFABSCDX»10THENDX-10*SGNCDX> 
306 XFABSCD¥»10THEND¥=10*SGNCD¥> 
307' X-X+2*DX:¥=¥+2*D¥:POKE53252.X:POKE53 
253.¥ 
308 GOT0380 
350 T-TANCDXrCD¥+1E-3»:L=SQRCDX*DX+D¥*D 
¥>*2*C201-X>r20:XFL<3THENL=3 
360 T-15*~r8-C38-C211-X»r180-RNDC8>rSil 
370 DX-COSCT)*L:D¥=SXNCT>*L 
37'1 XFABSCDX»10THENDX=10*SGNCDX> 
37'2 XFABSCD¥»10THEND¥-10*SGNCD¥> 
37'3 X=X+2*DX:¥=¥+2*D¥:POKE53252.X:POKE53 
253.¥ 
380 POKE542S'0.0:GOT020 
S'S'S'7 : 
S'S'S'8 REM 
S'S'S'S' : 
10000 DATA 
10001 DATA 
1'0002 DATA 
10003 DATA 
10004 DATA 
10005 DATA 
55.254 

LEFT FLXPPER CDOWN> 

10006 DATA 255.255.248. 127'.255. 1Si12.0.0.0 
10007 : 
10008 REM 
1000S' 
10010 DAT,A 
10011 DATA' 
10012 DATA 
10013 DATA 
10014 DATA 
10015 DATA 
55.255 

RXGHT FLXPPER CDOWN> 

10016 DATA 31.255.255.3.255.254.0.0.0 
10017' : 
1001·8 REM 
1001S' 
10020 
10021 
10022 
1012123 
10024 

t::~~ 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA. 
DATA 

10027 
10028 REM 
1002S' 
1003121 
10'031 
10032 
1012133 
10034 
10035 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

LEFT FLXPPER CUP> 

RXGHT FLXPPER CUP> 



Yorick's Revenge Program 133 

11"",,U96 DATA 
112,.i3:::3 7' 
1121121:::38 REM 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

1121039 
1121040 
112112141 
10042 
10043 
10044 
10045 
1012146 
112112147' 
1121121491 REM 
112112149 
11211215121 DATA 
1214.192 
112112151 DATA 
1214.192 
112112152 DATA 
112112153 DATA 
112112154 DATA 
112112155 DATA 
112112156 DATA 
112112157' 
1121121591 REM 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

112112159 
11211216121 
112112161 
112112162 
112112163 
112112164 
112112165 
11211121166 
11211121167' 
112111211691 REM 
11211121169 
1121112117'1211 DATA 
1121112117'1 DATA 
48 
112112117'2 DATA 
1121112117'3 DATA 
248 

DATA 
DATA 
DATA 

1121112117'4 
112112117'5 
1121112117'6 
1121112117'7' 
112111217'8 REM 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

11211121179 
11211121181211 
11211121181 
11211121182 
1121112183 
1121121914 
1121112185 
112111211916 
19997 
19998 REM 
19999 

BALL 

lee POJ:NTS 

199.135.128.121.121.121.121.121.121 
e~e~e~0~0~0~e~0J0 
0J0~0~0~e~0~0~e~0 
e~e~eJe~e~0~e~0~0 
0~0~0~e~0J0~0J0~0 

POJ:NTS 

63.3121.3121.48.51.51.48.51.51 
62.51.51.3.51.51.3.51.51 
62.3121.3121.121.121.121.121.121.121 
121.121.121.121.1211.121.1211.121.121 
e~0J0J0~e~0~0~0J0 
0~0Je~e~0~0~0~0J0 
0~0~0~0~0~e~0~0~0 

SKULL 

GUTTER 

SPRJ:TE J:NJ:TJ:ALJ:ZATJ:ON 

2121101211211 POKE53281.I2II:POKE53281211.3:PRJ:NT"~" 
21211121111211 V=53248:RESTORE:FORJ:=I2IIT08:FORJ=0TO 
62: READQ: POKE12288+J:*64+J. Q: NEXT: NEXT 
21211121121211 POKEV+39.7:POKEV+41211.7':POKEV+41.1121: 
POKEV+42. 14:POKEV+43. 14:POKEV+44.8 
21211121131211 POKEV+45.1:POKEV+46.11211 
212112114121 POKE2121141211.1g2:POKE212141.193:POKE212142 
• 196:POKE2121143. 197':POKE212144. 197 
212111215121 POKE212145.~98:POKE212146.~99:POKE212147' 
.2121121 . 
21211217121 POKEV+29. 255: POKEV+2:::3. 124:POKEV+16 
.121 
2121121S121 POKEV.12121:POKEV+2.2121I21:POKEV+l.21121: 
POKEV+3.21121 
21211219121 POKEV+12. 162:POKEV+l:::3. 14121 
21211121121 POKEV+14.161:POKEV+15.232 
212111121 POKEV+6.12121:POKEV+8.215:POKEV+9.13 
I2I:POKEV+7.13121 
212112121 POKEV+1121.158:POKEV+l1.7'12I 
2121125 FORJ:=VTOV+16STEP2:J:FPEEK<J:~~4I21THEN 
POKEJ:.PEEK<J:~-4121 
2121127 NEXT 
212113121 RETURN 
2121997 
21219991 REM 
2121999 

BACKGROUND J:NJ:TJ:ALJ:ZATJ:ON 

21121121121 POKE54273.RND<8~*1121+5121 
211211215 FORJ:=I2IT024:FORJ=31T039:POKEl12124+J:* 
4121+J. 16121:POKE55296+J:*4121+J. 14:NEXT:NEXT 
211211121 FORJ:=I2IIT024:FORJ=I2IIT039STEP39:POKEl121 
24+ J: *4121+J. 161211:POKE55296+J:*4121+J.6:NEXT:NE 
XT 
21121115 POKE54273.RND<8~*11211+41211 
2112121211 FORJ:=I2IIT024STEP24:FORJ=I2IT039:POKEl121 
24+J:*41211+J.16121:POKE55296+J:.41211+J.6:NEXT:NE 
XT 

Yorick"s 
Revenge 
Program 



134 Arcade Games for the Commodore 64 

YorickFs 
Revenge 
Program 

21025 POKE54273.RND<8~$10+30 
21030 FORX=1T023:FORJ=1T030STEP29:POKE10 
24+X$40+J.160:POKE55296+X*40+J.4:NEXT:NE 
XT 
21035 POKE54273.RND<8~$10+20 
21040 FORX-1T023STEP22:FORJ=1T030:POKE10 
24+X*40+J.160:POKE55296+X$40+J.4:NEXT:NE 
XT 
21045 POKE54273.RND<8~$10+10 
21050 PRXNT .. _ ••••••••••••••••••••••••••• 
•••••• =elDASCORE ...... 100000 .......... IBALLS·· ; 
21060 PRXNT ...... I3 .. 
21070 PRXNT·· ...... nllll ~ •. 
21080 PRXNT .... nllll ~ .. 
21090 PRXNT .... n~ .. 
21100 PRXNT"iII8)Q)Q"TAB<27~"~1III 
21110 PRXNTTA:e<:28~"~1III .. 
21120 PRXNTTA:e<29~"~" 
21 130 PR X NT" iOIIJCIOWQlUICIIWIIOIllAlIPII~" 
21140 PRXNT ..... ~ .. 
21150 PRXNT ..... III ~ .. 
21160 PRXNT ..... III ~ .. 
21170 PRXNT .. ~ .... PIIPIIPII ................. 
21180 PRXNTTA:e<:29>"~" . 
21190 PRXNTTA:e<:28~"~ .. 
21200 PRXNTTA:e<27~"iIIII!""" 
2 1 2 10 PR X NT .. """"' .. PIII ... " 
21220 PRXNTTA:e<9~"""" ~ .. 
21230 PRXNTTA:e<:9~""'~1III ~ .. 
21900 RETURN . 
21997 : 
21998 REM SOUND XNXTXALXZATXON 
21999 : 
22000 FORX=54272T054296:POKEX.0:NEXT 
22010 POKE54296.15:POKE54277.96:POKE5427 
8. 240: POKE54276.17 
22020 POKE54284. 64: POKE54285. 128:POKE542 
83.0:POKE54280.15·POKE54281.233:POKE5428 
2.233 
22030 POKE54291. 64: POKE54292. 128:POKE542 
90. 0:POKE54287.55: POKE54288. 33: POKE54289 
.233 
22040 RETURN 
22997 : 
22998 REM END OF GAME 
22999 : 
23000 POKE54276. 33: POKE54283. 17:POKE5429 
0.65 . 
23005 FORX=1T0100STEP25 
23010 FORJ=100T01STEP-25 
23020 FORK=1T010 
23030 POKE54273.<:X+J+K>AND255 
23040 POKE54280.<:X+J-K~AND255 
23050 POKE54287.A:eS<:J-X>+K 
23060 NEXT:NEXT:NEXT 
23065 XFF=1THENRETURN 
23070 POKE53281.10:POKE54296.0 
23080 XFPEEK<197>=64THENPOKEV+45.RND<:8~* 
16: GOT023080 
23090 POKE53281.0:PRXNT"::-::I":GOTO 14 
23997 : 
23998 REM PRXNT TXTLE 
23999 : 
24000 POKE53281.0 . 
~~~~5 R~e~~~~~~;J~~;~~~-}~~~~~~ 12 ~ .. IIfr'OR X 
24010 PRXNTTA:e<19:> .. :lIIB.,.. .. :PRXNT:PRXNT 
~~~~~x~~~~~I~¥~~~~~~XGOR TULCHXNSK.,.. .. :PRX 
24030 PRXNTTA:e<6:>"liI<C> 1984 FANFARE HOWS 
E. XNC.":FORX=1T05000:NEXT:RETURN 



/ 

Space Crash 
Charles Mott, Jr. 

o REM ********************************* 
1 REM * SPACE CRASH * 
2 REM * BY CHARLES MaTT. JR. * 
3 REM * CC~ 1984 FANFARE HOUSE. INC. * 
4 REM * BOX 3062 HOUSTON. TX 77253 * 
5 REM ********************************* 
10 
11 REM INITIALIZATION 
12 
3121 F"R I t..JT II r::iiC':l'" ;. : I:alr"1A(40)." B<:40) .. C:-::41-3::-
40 FSC1~=838:FSC2~=839'FSC3~=840'GA=15:A 
G=240:LL=0:IN=1944:NA=5 
50 V=53248:BR=53280:BK=5328~:SC=1024:CL= 
55296:S0=54272 . 
6e::, AA$="!": AD$=u 
70 XP'*'= .. III1i1i1 ...... ilIIlIiIiI .. IilI/illIIiIiIIIiIiI .. lliiiilllilililllilll ................ iIII ••• 
II ........ 
S0 'T'P,*, = ";:s)!f.( .. ~IJQP!:I~"'~ .. .:r2!lD>~ .• 
90 WAC1~=35:WAC2~=36:WAC3~=43:WAC4~=47 
100 FORT=SOTOSO+24:POKET.0:NEXT 
110 POKESO+24.15:POKESQ+5.42;POKESO+l.10 
:POKESO+8.10:POKESO+~2.89:POKESO+13.10 
115 POKESO+15.10:POKESO+19.42 
120 POKESO+20., 15 
130 POKESO+l1.33:POKESO+l1.32 
149 BL=32: SR=12I : OM$="" ~::it:::.::.::;:>.' 
150 GOSUB1160 
190 POKE2040.13:POKEV.0:POKEV+l.155:POKE 
V+39.1:POKEV+21.1:POKEV+16.0 
210 FORT=632T0646:READA:POKET.A:NEX-r:FOR 
I=0T046:POKE647+I.0:NEXT 
22121 POI<E966 .. 255 
250 POKE52.46:POKE56.46:BA=14336:SA=5633 
4 
260 POKESA.<PEEKCSA~AND254~ 
270 POKE1.PEEKC1~AND251 
280 FORI=0TOI60:FORJ=0T07:POKEBA+I*6+J.P 
EEKCV+I*6+J~:NEXTJ.I 
290 POKE1.PEEKC1)OR4:POKESA.PEEKCSA~ORI 
300 POKEV+24.CPEEKCV+24~AND240)OR14 
310 READA:IFA=-lTHEN330 
820 FORI=0T07:READB:POKEBA+A*6+I.B:NEXT: 
G()TCI3'10 
33121 POE--'::E967 .. 255 
831 FORT=lT0255STEP3:POKESO+4.16:POKESO+ 
4. 17:POKEV+4.17:POKEV.T:GOSUB870:NEXT 
332 POKEBI<., 4 : F'R I NT"'~"; : POKEE:K. 1<:, : U= 163 
334 GOSUB910:GOSUB660:FORI=ITONA:GOSUB78 
0: t'~E:>O:T 
336 13CITO ~Il. 0 
:34121 
350 REM SPIN SAUCER 
360 
370 POKESO+4.16:IFFGTHENPOKEFSC1~.GA:POK 
EFSC2~.GA'POKEFSC3~.GA:FG-0:POKESO+4.17: 
RETURt-t 
360 POKESO+4.17:POKEFSC1~.AG:POKEFSC2~.A 
G:POKEFSC3~.AG:FG=I:RETURN 
480 
490 REM MAIN LOOP 
500 
510 GETA,*,:POKES0+4. 16:POKESO+4. 17:GOSUB3 
70:I=I+l:IFI>NATHENI=1 
520 I FA,*,= .. :." THEt-tU=U-6 : I FU<51 THENU=51 
530 I FA,*,= .. :q:t" THENU=U+6 : I FIJ>255THENU=255 
540 I FA,*,=" 1111" THENVE=·· ... E+:::: : I F'·/E>255THEt·~'·lE=2 
55 . 

Space 
Crash 

Program 
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Space 
Crash 

Program 

55121 
555 
56121 
57121 
63121 

X FA$=" .... THENVE= ..... E-S = x F ..... E<24 THEN ..... E=24 
GOSUBsse:GOSUB37a=POKESO+1.X*2 
XFCPEEKCV+31~AND1=1~THENGOSUB74a 
POKE ...... VE:POKEV+1,U=GOT051a 

64121 REM 
65121 

SAUCER CRASH 

66121 POKESO+1S.12S=POKESO+1S, 129 
665 FORT=UT0222STEPS=POKEV+39,1a=POKEV+1 
.T=GOSUB7a9:POKEV+39,1=NEXT=POKEV+1.222 
67121 FORT=1T015=POKEV+39,7=GOSUB7e9=POKEV 
+39.2= GOSUBS7a = NEXT =GOSUB71e 
6se RESTORE: FORT=eT014 = READA = POKES32+T. A 
= NEXT . 

69121 POKE2a4e.13=POKEV,255=POKEV+1.1S5=PO 
KEV+39. 1 =POKEV+21. 1 =POKEV+16.e . 
7121121 VE=2SS=U=155=XG=PEEKCV+31~=RETURN 
71219 FORy=aT014:POKES32+Y.RNDC1~*C255-1~+ 
1:NEXT:RETURN 
71121 PRXNTLEFT$CYP$.9+MO~LEFT$CXP$.34~OM$ 
=MO=MO+1:XFMO~STHENGOSUB6sa:GOT013aa 
711 RETURN 
712 : 
72121 REM 
73121 

SAUCER H:IT AL:IEN 

74121 EK=a:FORHT=1TONA 
741 XFU>BCHT~-16ANDU<BCHT~+16THENEK=HT 
75121 NEXT:XFEKTHEN:I=EK:GOT077a 
76121 GOSUB7a9:GOSUB66a=RETURN 
77121 POKEAC:I~.33:XG=PEEKCV+31~=POKEAC:I~.3 
2: GOSUB7S0:SR=SR+1e:GOSUB775 
773 POKESO+1S. 12S:POKESO+1S. 129 = POKEV+31 
., a = RETURN 
775 PRXNTLEFT$CYP$ .. 5~LEFT$CXP$, 33~ ":n"MXD 
$CSTR$CSR~.2.6~=RETURN 
777 
77S REt., 
779 = 

NEW ALXEN APPEARS 

7sa RY=:INTCRNDC1~*C11~+a~=RX=INT<RNDC1~* 
C32~+a~=POKE646.4 
7SS PR:INTLEFT$<YP$.RY+1~LEFT$CXP$.RX~AA$ 
; = FORT=1 T01iaa = NEXT = PR:INT ...... AD$ 
saa BCX~=50+<RY*S~=C<X~=24+<RX*S~ 
S1a AC:I~-<RY*4a~+CSC+RX~=POKEA<I~.WA<1~ 
S3a RETURt-l 
833 
S34 REM 
S4a = 

ALXEN DESCENDS 

S5a POKEAC:I~.32=AC:I~=AC:I~+4a=:IFPEEKCAC:I~ 
~<>32THENSS0 
S5S AC=AC+1=XFAC>4THENAC=1 
S6a POKEACX~.WACAC~=BCX~=B<:I~+S=RETURN 
ssa XFPEEK<AC?~~=16aTHENse5 
eS3 POKEACX~.33=FORT=1T01ea=NEXT=POKEA<X 
~.32=GOSUB7sa=RETURN 
SSS BL=BL-1=POKEXN+BL.3S=OOSUB11a5=XFBL= 
aTHEN1312ia 
S9a ACX~=AC:I~-40=GOTOSS3 
S9S = 
S99 REM 
9121121 .= 

PRXt-iT GAME SCREEN 

91121 POKEBR.6=FORX-1T02S=FORT-aT07=POKESC 
+32+T+LL.160=NEXT=LL=LL+4e=NEXT 
92121 PRXNT";::S"; 
93121 FORT=1T02a:PRXNT:NEXT 
11212121 GR$= "lii-r-+--r-+-1'<E- -r...,..1'E-1'<E-
~-T-+-" 

~I" GT$= "III!!!'-JI'_...L._L-

11214121 PRXNTGR$:PRXNTGT$ 
11215121 PRXNT":K;;;! 

11216121 PR:I NT" :K;;;! 

11217121 PRXNT":K;;;! 
;::S" 

-r-.e-1'<E-1'<E- "T" 

<=> 

1asa PR:INTLEFT$CYP$.3>LEFT$<XP$.33~":nsCO 
RE= .. 
1ass PR:INTLEFT$CYP$.S:;'LEFT$<XP$.33:;."a0 

" 
11219121 FORY=1T05=PRXNTLEFT$CYP$.S+Y:;'LEFT$< 
XP$.34~"=-<=>":NEXT 
112195 F·R:INTLEFT$<YP$. 17~LEFT$<XP$. 33~' "li1BL 
OCKS" 
11121121 PRXNTLEFT$C· ... P$ .. 1S:;'LEFT$CXP$, 33~ ":n L 
EFT=" 
1 11215 PR X NTLEFT$ C • ... P$.· 2121 ~ LEFT$ < r~P$. 34 ~ " .. 
111217 
L. 
112121 
113121 
1140 
115121 

PR X NTLEFT$ C ""P$ • 2121 :;. L,.EFT$ < XP$. 34 ~ " :n" B 

RETURN 

REM PR:INT T:ITLE SCREEN 

/ 



1 1610 POKE53282. 2 : PR J: t-iT .. ::;C-,l" ; 
11710 POKE53281.a:POKE5328a.6'POKESC+3SC.l 
610' POKE55335. a 
11810 PRJ:NT";:arr:oa"; : FORT=2TOSC'PRJ:NTTAB<T-l:;' 
""TAB<19:>" "TAB<4a-T:;''' "'NEXT 
11910 PRJ:NTTAB<9:> .. ;:a;! .... r:IiI :n roil :n r:IiI :n r:IiI :n roil ::-:I =- ri1 f:iI Iii f::iiI rii r:iI :i'i f:iI ::l1li f:il"~ 
121010 PRJ:NT" ------- ;:a;!li1 r:IiI =II!!!!! SPACE CRA 
SH ! ;;W:oiI:n l":II!!!!! -------" 
12110 PRJ:NTTAB<::;O:> .. ;:a;! .... :oiI :n f:i1 :n r:IiI :n roil :n r:IiI ::l 

r:IiI :n fill :n fill :n fill :n r:IiI .... fill" 
122121 FORT=9T01STEP-l:PRJ:NTTAB<T-l:>" "TAB 
.< 19:;''' "TAB<4a-T:>"" • NEXT 
12310 PRJ:NT":--:g:;:a;! .. ; 
12410 PRJ:NT" 
E. J:NC. =;:a;! 
12510 PRJ:NT";:a;! 

=Ii!!!! <C:;' lSC84 FAt-.lFARE HOUS 

12610 PRJ:NT" ::oI!!!!! B'T' CHARLES 
=='1 ;:!" 
POKESC+9::;09.16a:POKECL+9~9.6 
RETURt-l 

JR. 
12710 
12810 
12910 
1291 REI'1 
1292 

END elF GAME 

MOTT. 

131010 FORT=VETOaSTEP-l:POKEV.' 'GOSUB37a:p 
OKEV+l.U:U=U+.19'NEXT 
13104 PR J: NTLEFT$ < 'T'F" $ • 7:> LEFT$ < XP$. 1 a:> " .... ;:a;! G 
AME OVER" 
13105 PR J: NTLEFT$ 0:: 'T'P$. 9:> "_ .... I;:a;! H J: T At-.l'T' KEY 

TO PLA'T' AGA J: N ". POKE 1 98. a 
13110 GETA$' J:FA$=" "THEt-';131a 
1315 RUN 
1318 
1319 REM 
13210 

SPRJ:TE DATA 

13310 DATA 10.255.10.255.255.255.2410.2410.24 
10.255.255.255.10.255.10 
13510 
13610 REM 
13710 

CHARACTER DATA 

1380 DATA 000~255~255~255~255~255~255~25 
5.255 
151010 DATA 10310.1046.127.23::;0.255.1063.247.19 
1 .. 239 
15110 DATA 1031.248.248.173.254.1110.254.21 
4.124 
1520 DATA 1033.101010.1102.10610.255.10610.1102.1010 
10.101010 
15310 DATA 1035.12::;0.0910.126.255.2101.255.110 
2. 195 
15410 DATA a36.036.a9a.126.255.2~1.255.10 
2 .. 12160 
15610 DATA 1038.054.10108.127.1093.1042.10210.102 
10.1054 
15710 DATA 1043.198.10410.1016.056.255.153.25 
5.1102 
15810 DATA 1047.101010.101010.1016.1056.255.219.25 
5.1102 
16410 DATA 10610.015.1031.1051.115.1063.1031.101 
5.101010 
16510 DATA 1061.255.255.1051.1051.255.255.25 
5.101010 
16610 DATA 1062.2410.248.10610.1062.252.248.24 
10.101010 
16710 ·DATA .-:1 

Space Crash Program 137 
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Program 





REM 
REM 
REM 
REM 
REM 
REM 

TheBlobbis 
Frank Mikulastik 

********************************* * THE BLOBBIS * * BV FRANK MIKULASTIK * * <C> 1984 FANFARE HOUSE, INC. * * BOX 3062 HOUSTON,TX 77253 * 
********************************* 

INITIALIZATION 

The 
Blobbis 

Program 



140 Arcade Games for the Commodore 64 

-
The 

Blobbis 
Program 

555 
556 
560 
5SJ0 
6SJ0 

ZFF=1THENGOSUB60:30:GOSUB5200:GOT0400 
ZgF=2THENGOSUB6400: GOSUB5200: GOT0400 
G SUB2000 
G T0500 

6SJ1 REM 
6SJ2 : 

.ZNZTZALZZE SPRZTES 

700 RX=0:POKEV+16.0 
710 POKEV.100:POKEV+1.200:POKEV+2.0:POKE 
V+3.54 
720 X=100:D=1:N=1 
730 BX=150:BD=1:BS=20 
740 F=0:POKEV+31.0 
7SJ0 RETURN 
7SJ5 : 
7SJ6 REM BUZLD FORCE FZELD 
7SJ7 
800 
805 
810 
830 
850 
860 
861 

PRZNT":::I":POKE5:32S1,0:POKE532S0,5 
P=240:T1=160 
FORZ=PTOP-1+5ite40 
GOSUB6040 
POKESM+Z.160:POKECM+Z.2 
NEXT 

862 REM 
863 : 

BUZLD FLOOR 

865 FORZ=1SJ84T02023:POKEZ+54272.4:POKEZ+ 
SM-1024.160:NEXT 
870 PR Z NT .. .","', ........ "'u'* •• OU« ....... """"..wutlUlOU«L"'.UIOU BU 
LLETS : 0"; :BL-0 
8SJ0 RETURN 
SJSJ0 : 
SJSJ1 REM 
SJSJ2 : 

PLA~ER MOVEMENT DRZVER 

1000 JV=PEEK<56320~ 
1001 ZFJV=127THEN10SJ0 
1010 FR=JVAND16 
1020 JV=15-<JVAND15~ 
1030 ZFFR<>16THENGOSUB6020:GOT03000 
1040 ZFJV-40RJV=50RJV=6THEND=1:T=X-SJ:GOT 
01100 
1050 ZFJV-80RJV=SJORJV=10THEND=2:T=X+SJ:GO 
T01100 
1070 N1=1:POKEM1,S1<D.N1~ 
10SJ0 RETURN 
10SJ1 : 
10SJ2 REM 
10SJ3 : 

MOVE PLA~ER 

1100 N1-N1+1:ZFN1>B1THENN1=1 
1110 ZF<T>308~OR<T<12~THENT=X:N1=1 
1120 X=T:RX=<RXAND254~:ZFT>255THENT=T-25 
5:RX==<RXOR1) 
1130 POKEM1.S1<D.N1~:POKEV+16.RX:POKEV.T 
1140 GOSUB6050 
11SJ0 RETURN 

MOVE ROW TO THE RZGHT 

GOSUB6010 
FORZ=P+Kite40-1TOP+<K-1~ite40STEP-1 
T2=PE5K<SM+Z) 

1SJSJ0 : 
1SJSJ1 REM 
1SJSJ2 
2000 
2005 
2010 
2030 
2040 
20SJ0 
20SJ1 
20SJ2 REM 
20SJ3 
2100 
2105 
2110 
2130 
2140 
2150 
21SJ0 
2SJSJ0 
2SJSJ1 REM 
2SJSJ2 : 

POKESM+Z.T1:T1=T2 
NEXT 
POKES1+4.0:RETURN 

MOVE ROW TO THE LEFT 

GOSUB6010 
FORZ=P+<K-1~ite40TOP+Kite40-1 
T2=PEEK<SM+Z~ 
POKESM+Z,T1:T1=T2 
NEXT 
POKES1+4.0 
RETURN 

MAZN LOOP - SHOOTZNG 

3000 T=17S3+ZNT«X+4~re):POKET+54272.4:P 
OKET,81:S:3=70 
3001 BL=BL+ 1 : PR Z NT" i=!lllliiA)! .................. OCOU« .............. UWWIl 
....... ocou« ............... ; BL; 
~~~~0Q=PEEK<V+31~:ZF~QAND2~=2THENF=1:GOT 

3006 ZFF>0THEN30SJ0 
3010 POKET+SM-1024.:32:POKET+54272.2:T=T-
40:ZFT<1024THEN30e0 
3020 ZFPEEK<T+SM-1024~=160THEN:30S0 
3030 S:3=S3+1:GOSUB6060 
3040 POKET+54272.4:POKET+SM-1024.S1 
3043 GOSUB 6010 
3044 FORZ2=1T0100:NEXT 
3050 ONWSGOSUB1000.4000.4100,4200 
30'70 GOT0:3005 



3080 POKET+SM-112J24.32 
30910 RETURN 
31091 
312JSJ2 REM 
31093 : 

MOVE HUNCHBACK BLOBBIS 

410100 ZF(P2>1512J)AND(P2<157)THENGOSUB6312J0 
40105 ZF(Fl=1)AND(Fl=2)THENGOT04I2JSJI2J 
412J10P2-P2+6:ZFP2>32I2JTHENP2=I2J:WS-3:POKEV 
+410. 4: OOT041I2JI2J 
410310 ZFP2>255THENRX=(RXOR2):POKEV+16.RX: 
POKEV+2. 11"2-255: OOT0412J5I2J 
410410 RX=RXAND(255-2):POKEV+16.RX:POKEV+2 
.11"2 

N2=N2+1:IFN2>B2THENN2=1 
POKEM1+1.S2(N2) 

410510 
410610 
410$110 
41091 
41092 REM 
410$13 : 

RETURN 

MOVE BUO-E'T'ED BLOBBIS 

411010 ZF(P3>1512J)AND(P3<157)THENOOSUB61I2JI2J 
41210 P3-P3+6:ZFP3>32I2JTHENP3-I2J:WS=4:POKEV 
+40. 7 ': OOT042I2JI2J 
41310 ZFP3>255THENRX=(RXOR2):POKEV+16.RX: 
POKEV+2.P3-255:GOT0415I2J 
41410 RX=RXAND(255-2):POKEV+16.RX:POKEV+2 
.P3 

N3=N3+1:IFN3>B3THENN3=1 
POKEM1+1.S3(N3) 

41510 
41610 
41910 
41$11 
41SJ2 REM 
41$13 : 

RETURN 

MOVE FLASHING BLOBBIS 

421010 ZF(P4>1512J)AND(P4<157)THENOOSUB62I2JI2J 
42110 P4-P4+6:ZFP4>32I2JTHENP4-I2J:WS-2:POKEV 
+410. 11:POKE53281.I2J:POKE53280.5:00T0412J12J0 
4230 ZFP4>25:3THENRX-(RXOR2):POKEV+16.RX: 
POKEV+2. 11"4-255: OOT04250 
42410 RX=RXAND(2:3:3-2):POKEV+16.RX:POKEV+2 
.11"4 ' 
42510 ~4-N4+1:ZFN4>B4THENN4=1 
42610 POKEM1+1.S4(N4):POKE53281.N4:POKE53 
2810. NiI-+l 
4290 RETURN 
4$1$11 : 
49$12 REM 
4$1$13 ; 

PRINT TITLE SCREEN 

510100 ZFF$I=lTHEN512J3$1 
510105 PRZNT".:-moo":POKE53281.5:POKE53280.0 
510107 GOSUB612J0I2J 
510110 PRZNT" ;:jI 
51011 PRZNT" ;:jI ~ 
51012 PRZNT" ra ~ 
51013 PRINT" ra ~ 
g:~; ~~I~~: : = 
51016 WRINT" ;:jI I!I!I 
51017 PRINT")III)!Q" 

~ ;:jI ~ 
;:jI ~ 
ra ~ 
;:jI 
ra ~ 
;:jI~ 
;:jI ~ 

51018 PRINT";:jI .... ;:jI ~ 
ra ..,. ra I!I!I go"" ...,." 

5101$1 PRINT" ;:jI ~ ra II!! ;:jI ~ 
ara II!! ;:jIII!!;:jI I!! ;:jI~ 

;:jI ~ ;:jI 
;:jI ~ ;:jI 
;:jI ~ ;:jI 
~ ;:jI 
;:jI ~ ;:jI 
;:jI ~ ;:jI 
;:jI ~ ;:jI 

!!!!II 
!!!II .If 
!!!" ... 

go"" ..,. ;:jI 

ca i!!!!!III"'" """,;:jI 
;:jI ~ca ~" 

!!!" 

~ .. 
..... 

~ ca 
510210 PRINT" ;:jI B ra i!!!!!III"'" ;:jI ~ ;:jI ~ ;:jI ~ ;:jI 
• ;:jI i!!!!!III"'" ;:jI.;:jI i!!!!!III"'" ;:jI II!! ;:jI 
51021 PRINT" ra ,...,.;:jI ~ ;:jI 

..,. ;:jI .... ra.. """,;:jI ~" 

....... 
~ 

5022 PR I NT" ;:jI.. """,;:jI ~ ;:jI ~ ;:jI ~ 

ca ~ ca 
;:jI ~ ca 

• """,;:jI.;:jI. """,;:jI ~ ;:jI ~ """,;:jI ... 
5023 PRINT" ;:jI I!! ;:jI.;:jI ~ ;:jI. ;:jI ~ ;:jI 
.. ra II!! III II!! ra ~ ra ~ ra ~ ;:jI~" 
5024 PRINT" ;:jI B go""!!Ii;:jl ~ ;:jI ..... go"" ~ ;:jI 
II! go"" II!! ;:jI. go"" I!! ;:jI ~ ;:jI __ B" 
51025 PRINT";:jI i!!!!!III"'";:jI ~""",ra i!!!!!III"'";:jI ~ 
..... III .....;:jI ~ ""'I;:jI !!!P'" 
5026 PR I NT "i=IDQI ••••••••• IITIB'T' FRANK M I KULAS 
TIK" 
5027 PR I NT .. ~~tctcD~U'tctc[.llll)W!Wl$[II:oatl\:uwWw"iQi •••• 1 
I'lI(C) 1$184 FANFARE HOUSE. ZNC." ' 
50310 ZFF$I=I2JTHENRETURN 
51035 OOSUB53I2JI2J 
512J39POKE53275.1:POKEV+l.812J:N=1:POKEM1.S 
1~2.N):POKEV+2.212J:POKEV+3.8I2J 
5040 POKEV+16.2:FORX=I2JT0255STEP8 
5043 OOSUB612J50 
51044 N=N+l:IFN>B1THENN=1 
5046 POKEV.X:POKEM1.Sl(2.N) 
5047 FORK-0T01012J:NEXT 
3048 ZFX>23I2JTHEN30$10 
51213121 NEXT 
50710 UV=FRE(l) 
50910 OOSUB612J12J12J:POKE53275.0:POKEV+l.I2J:POK 
EV+3.0 
5091 RETURN 
51092 : 
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5093 
509 .... 
5100 
5102 
5105 

REM PRXNT XNSTRUCTXON SCREEN 

PRXNT"::-a"; :POKE53281.12:POKE53280.6 
POKEV+1. 0: POKEV+3. 0 
PRXNT" • .. ; 

5110 PRXNT". HOW MAN¥ SHOTS WXLL XT TAKE 
YOU TO "; 

5115 PRXNT". BREAK THROUGH THE MOVXNO FO 
RCE FXELD "; 
5120 PRXNT". AND HXT ONE OF THE BLOBBXS 
? "; 
5125 PRXNT". 

II ; 

5130 PRXNT". THE HUNCHBACK BLOBBIS CAN K 
XLL ¥OU • 
5135 PRXNT". WXTH HXS PULSAR. THE BUG-E¥ 
ED BLOBBXS "; 
51 .... 0 PFi:XNT". WXLL REPAXR THE TOP ROWS OF 

THE FORCE "; 
51 .... 5 PRXNT"i:II FXELD. THE FLASHXNG BLOBBXS 

WXLL TR.... "; 
5150 PRXNT". TO CONFUSE ¥OU. 

II ; 

5151 PRXNT"." ; 

5155 PRXNT". PRESS THE FXRE BUTTON T 
o START "; 
5160 POKEM1.S1<2. l>:POKEV. 150:POKEV+1.20 
8:N=16:WS=2:POKEV+2.0:POKEV+3.0 
5162 N=N+1:XFN>B1THENN=1 
5163 OOSUB6050:FORS3=lT0200:NEXT 
516 .... POKEM1.S1<2.N>:XF<PEEK<56320>AND16> 
-16THEN5162 ' 
5170 POKEV+1.0 
5175 GOSUB600,0 
:::ii 1 80 RE·TURN 
5192 REM GAME OVER 
5193 : 
5200 POKE53281.15:POKE53280.0 
5210 PR X NT" __ ........................ IC3AME ........ .::.VER" ; 
5220 °GOSUB6080 
5280 XF<PEEK<56320~AND16>=16THENGOT05280 
5285 POKEV+39.6 
5290 RETURN 
5300 : 
5,310 REM XNXTXALXZE SOUND 
5320 : 
5330 FORX=5 .... 272T05 .... 296:POKEX.0:NEXT 
53 .... 0 POKE5 .... 296.15:POKE5 .... 277.96:POKE5 .... 278 
• 2 .... 0: POKE5 .... 276.33 ° 
5350 POKE5 .... 28 ..... 6 .... : POKE5 .... 285. 128:POKE5 .... 28 
3.0:POKE5 .... 280.15:POKE5 .... 281.233:POKE5 .... 282 
.233 
5360 POKE5 .... 291.6 .... :POKE5 .... 292.128:POKE5 .... 29 
0. 0: POKE5 .... 287. 55:POKE5 .... 288. 33: POKE5 .... 289. 
233 
5370 RETURN 
5991 : 
5992 REM SCREEN CHANGE SOUND 
5993 ': ' 
6000 POKES 1 +2"". 15:POKES1+5. 15:POKES1+6. 1 
5:POKES1+ ..... 0: POKES1+ ..... 33 ' 
6002 FORX-1T0200:POKES1.X:POKES1+1.I:NEX 
T 
6003 POKES1+ ..... 0 
600.... RETURN 
6007 : 
6008 REM BLOBBIS MOVEMENT SOUND 
6009 : 
6010 POKES 1 + ..... 0: POKES 1 +2"". 15:POKES1+5. 15 
:POKES1+6. 15:POKES1+ ..... 17 
6012 S2=XNT<RND<0>*10+10>:POKES1.S2:POKE 
Sl+1.82 
6013 RETURN 
6017 : 
6018 REM XNITXAL BULLET SOUND 
6019 : , 
6020 FORS2=15T00STEP~1_ 
6022 POKES 1 +2"". 15: POKES 1+"". 0: POKES1+ ..... 12 
9°: F'OKES1+5. 1:::j: POKES1+6. 15: POKES1. S2*10 
6023 POKES1+1.S2*10 ' 
1502.... NEXT 
6025 POKES1+ ..... 0:POKES1+5.0:POKES1+6.0 
6026 RETURN 
6027 : 
6028 REM A BLOBBXS XS HXT 
602:9 : 
6030 POKES 1+2"". 15:POKES1+5.15:POKES1+6. 1 
5:~OKES1+ ..... 0:POKES1+ ..... 129 
15031 FORS2=15T00STEP-1, 
6032 S3=S2*10:POKEV+ .... 0.S2:POKES1.S3:POKE 
Sl+1.S3 " ' 
6033 FORS .... =lT0100:NEXT 



NEXT 
POKES1+4.a 
RETURN 

6034 
6035 
6036 
6037 
6038 REM 
6039 , 

FORCE FXELD SOUt-lD 

6040 POKES1+24.15'POKES1+5.15'POKES1+6.1 
5'POKES1+4.0'POKES1+4.129 
6042 POKES1.X-P'POKES1+1.X-P 
6044 FORS2-1T030'NEXT 
6045 PQKES1+4.0 
6046 RETURN 
6047 
6048 REM 
6049 ' 

PLA¥ER WALKXNG SOUND 

6050 POKES1+24. 15'POKES1+12. 15'POKES1+13 
.15'POKES1+11.0'POKES1+11.33 
6052 POKES1+7.S2'POKES1+8,S2 
6055 FORZ=1T010'NEXT'POKES1+11,0 
612156 RETURN 
6057 , 
6058 REM 
6059 , 

MOVXNG BULLET SOUND 

6060 POKES1+24.15'POKES1+12.15'POKES1+13 
.15'POKES1+11.0'POKES1+11.17 
6062 POKES1+7.S3'POKES1+8.S3 
6064 FORX2=1T0200 
6068 POKES1+11.0 
6069 RETURN 
6077 
6078 REM 
6079 , 

GAME OVER SOUND 

6080 POKES1+24.15'POKES1+12.15'POKES1+13 
.15'POKES1+11;a'POKES1+11,17 
612182 FORS2=180T01STEP-4'FORS3=S2TOS2+10 
612183 POKES1+7.S3'POKES1+8.S3 
612184 NEXT'NEXT 
612186 POKES1+11.a 
6089 RETURN 
6097 
612198 REM 
612199 
6100 
611212 
6104 
6106 

BUG-E¥E ACTXON 

FORX=1T05 
FORJ=1TOC3 
GOSUB6a1a'POKEM1+1.D3CJ) 
P R X NT" i:8I i i:!OSDIOOIIWWU 

II ; 

6107 PR X NT •• i:8Il~1I!I!I1IWWU 
I 

6108 GOSUB601a 
6110 PRXNT"il8'lIII~lIIOO 

II ; 

61 1 1 PR X NT" il8'lIIIi:!OSDIlIIlIIlIIlIIlIIl 

6112 NEXT 
6114 NEXT 
6119 RETURN 

FORX=1T05 

FLASHER ACTXON 

FORJ=1TOC4 
GOSUB601a'POKEM1+1.D4CJ) 
POKE5328a.6+J'POKE53281.7+J 
NEXT 

6197 
6198 REM 
6199 
6200 
6210 
6220 
6225 
6230 
6240 
6250 
629121 
6297 
6298 REM 
6299 , 

NEXT 
POKE53281.a'POKE5328a.5 
RETURN 

HUNCHBACK ACTXON 

6300 N5-1'POKEM~+2.S5CN5)'POKEV+4.P2'P5= 
53'POKEV+5.P5'POKES1+11.a'POKES1+4.a 
6320 FORX=1T01a0'NEXT 
6321 POKES1+24.15'POKES1+12.15'POKES1+13 
.15'POKES1+11.0'POKES1+11,33 
6322 POKES1+7.P5'POKES1+8.P5 
6323 N6=N6+1'XFN6~C2THENN6=1 
6325 N5=N5+1'XFN5~B5THENN5=1 
633121 P5=P5+6'POKEV+5.P5'POKEM1+2.S5CN5) 
POKF:M1+1.D2CN6) 
634121 XFCPEEKCV+30)AND5)=5THENF=2:POKES1+ 
11.a'GOT06390 
6350 XFP5~25aTHENGOT0638a 
6360 GOT0632a 
6380 POKEV+5.a:POKEV+4.0 
6385 POKES1+11.a 
6390 RETURN 
6397 : 
63:518 REM 
6399 : 
6400 FORX=0T015 

PULSAR HXTS PLA¥ER 

6410 POKEV+39.X'POKES1+5.15:POKES1+6.15' 
POKES1+4.0:POKES1+4.33 

The Blobbis Program 143 

The 
Blobbis 

Program 



144 Arcade Games for the Commodore 64 

6421121 POKES1+1.<16-X~:POKES1.<16-X~ 
6431121 FORJ-1TOX*11121:NEXT 
6441121 NEXT 
6451121 POKEV+4.II2I:POKEV+5.II2I:POKES1+4.0 
649'1211 RETURN 
7121112111211 
7121111211 REM SPRXTE DATA 
7121102 
7545 REM HUNCHBACK BLOBBXS WALKS - 1 
7551211 DATA 1211.41211.1211.1211 
7561121 DATA 171211.1211.2.171211.128 
757121 DATA 11121.255.161211.11.255 
7581121 DATA 224.43.125.224.171 
759'0 DATA 19'121.224.171.255.232 
7611210 DATA 171121.19'5.171211.171211,19'1211 
7611121 DATA 170.251211.171121.171121.11121 
7621211 DATA 171211.171211.11211.171121,175 
763121 DATA 1121.171211.161211.11211.171211 
7641121 DATA 161211.1121.171211.161211.11211 
7651211 DATA 17121.161211.2.131211.128 
7661211 DATA 2.131211.128.11121.131211 
7670 DATA 161211.11211.131211.161211.1121 
7675 REM HUNCHBACK BLOBBXS WALKS - 2 
7681211 DATA 1211 
769'121 DATA 1211.1211.1211.8.1211 
770121 DATA 1211 ... 42.121.1211.171121 
7711121 DATA 128.2.255.161121.11 
772121 DATA 255.224.11.125.232 
773121 DATA 43.19'1211.234,171.255 
774121 DATA 234.171121.19'5.171211.170 
775121 DATA 19'1211.17121.171211,171121,17'5 
776121 DATA 251211,171121,161211,1121,171211 
777121 DATA 161121,11121.171121,161121,11211 
7781211 DATA 171121,161211,11121,171211,161121 
779'1121 DATA 1121,2,128.11211.2 
7'811211121 DATA 16121,42.2,161121.42 
781121 DATA 1211.1211.1211 
7815 REM HUNCHBACK BLOBBXS WALKS - 3 
7821121 DATA 1211.1211.1211 
7831211 DATA 121.121.1121.1211,1121 
784121 DATA 121.121.11211.1121,1211 
7851121 DFJTA 42 •. 128. e. 171211. 168 
.7.'861121 DATA 2.255.171121.11.255 
7871121 DATA 234.11.125.234~43 
7880 DATA 19'1211.234.171.255.239' 
789'1121 DATA 171121,19'5.16121.170.19'121 
79'121121 DATA 161211.171211.17121.161211.251121 
79'1121 DATA 171211.16121.11211.171211.161121 
79'2121 DATA 11121.171211.16121.2.128 
79'31211 DATA 168.2.128.168.11121 
79'41121 DATA 128.121.11211.128.1121 
79'51121 DATA 1211 

4-7.9'55 REM HUNCHBACK BLOBBXS WALKS -
79'61121 DATA 1211.1211.0.1211.121 
79'7'1121 DATA 1211.1121.1211.1211.1211 
79'81121 DATA 42.121.2.17121.128 
79'9'121 DATA 11211.255.161121.43,255 
8112111211121 DATA 232.171.125.234,171 
812111121 DATA 19'1121.234. 17'i.255,234 
8112121121 DATA 171211.19'5.170.171121.19'1211 
8121131211 DATA 175.251211.171121.161121.11121 
812114121 DATA 171211.161121.1121.17121.161211 
812115121 DATA 11121.171211.161211,1121.17121 
8112160 DATA 161211.2.128.16121.2 
812117121 DATA 128.161211.1121.128.168 
8eSI2II DATA 11211.128.168.1211 
812185 REM HuNCHBACK BLOBBXS DANCES 1 
81219'0 DATA 1121.4121 
811211121 DATA e. e. 170. 121 •. 2 
811121 DATA 171211.128.1121.255.16121 
8120 DATA 11.255.224.43.125 
8130 DATA 224.171.19'121.224.171 
8141121 DATA 255.232,171121.19'5.175 
8151211 DATA 171211.19'5,175,251211,19'121 
8161121 DATA 175,1121.17121.17'1211.11211 
8171121 DATA 171211.161211.11211.17121.161211 
8180 DATA 11211.171211.161211.1121.17121 
819'1121 DATA 161211.11211.171211.161211.2 
821211211 DATA 13121.128.2.13121.161211 
8211211 DATA 1121.131121.161211,11211.128 

The 
8221211 :DATA 1211.1211 
8225 REM HUNCHBACK BLOBBXS DANCES -
823121 PATA 1121.41211.1121.1121 

2 

Blobbis 
8241121 DATA 171211.1211.2.171211.128 
8251211 DATA 11211.255,161121.11.255 
8260 DATA 224.43.1g5.224 •. 171 

Program 
8270 DATA 19'1211.224.171,255.232 
8281121 DATA 171.1211.234.171.1211 
829'1121 DATA 234.251.0,234.11121 
8311210 DATA 255.17'0,10.170.175 
8311121 DATA 10.170,160,10,170 
8320 DATA 160,10.171121,160,10 
8330 DATA 170,160.2,131121,128 
8340 DATA 2.130.128.10,130 
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0335121 DATA 16121 .. 1121. 13121. 16121,. 121 
8355 REI'1 HUt--lCHBACK BLOBBIS DANCES 3 
0336121 DATA 121 
8370 DATA 4121.121.121.17121.121 
838121 DATA 2 .. 170 .... 128 .. 1121 .. 255 
835'121 DATA 16121.11.255.224.43 
84121121 DATA 125.224.251.15'121.224 
841121 DATA 251 .... 255 ... 232 ... 251 .... 121 
842121 DATA 234.171.121.234.11 
843121 DATA 101 .... 234 .. 11 .. 0 .. 234-
844121 DATA 1121.255.175.1121.17121 
845121 DATA 16121.1121.17121.16121.1121 
846121 DATA 17121.16121.1121.17121.16121 
847121 DATA 2'. 13121 .. 128. 2. 13121 
848121 DATA 16121.1121.13121.16121.1121 
845'121 DATA 128 .... 121 .. 0 
845'5 REM BUG-E ..... ED BLOBBIS WALKS 1 
851010 DATA 1 
85110 DATA 65.64.121.65.10 
85210 DATA 10.65.10.10.65 
85310 DATA e. e. 65,. e. 3 
85410 DATA 255.15'2.17121.15'10.1710 
85510 DATA 145'.15'121.86.145'.15'10 
856121 DATA 86.128.15'121.2.1203 
85710 DATA 15'10.2.17121.15'10.1710 
85810 DATA 3 .... 255 .. 192 .. 3._ 0 
855'10 DATA 192 .. 3 .. 255 .. 192 .. 0 
861010 DATA 410.10.121.410.121 
861121 DATA 110.17121.1610.1121.17121 
86210 DATA 16121.110. 10 .. 16121.42 
86310 DATA 10.168.121 
8635 REt1 BUG-E ..... ED BLOBBIS I.-~ALKS 2 
86410 DATA 10.1.64 
865121 DATA 8121.1.10.4.1 
86610 DATA 10.1.65.10.10 
86710 DATA 65 .. 0 .. 3 .. 255 .. 192 
86810 DATA 3.255.15'2 .• 42.255 
865'10 DATA 168.38.255.152.34 
871010 DATA 255.136.42.255.168 
871121 DATA 3.255.15'2.3.255 
87210 DATA 192 .... 3 .. 121 .... 192 .. 3 
87:3121 DATA 121.15'2.131.255.15'2 
87410 DATA 128.410.10.17121.17121 
875121 DATA 1610.1710.1710.1610.10 
876121 DATA 10.1610.10.10.168 
87710 DATA 10 
8775 REM BUG-E'T'ED BLOBBIS I.-JALKS 3 
87810 DATA 10.1.64.10.1 
875'121 DATA 121 .. 0 .. 1 .. 0 .. 85 
881010 DATA 65.10.64.65.121 
88110 DATA 3.255.15'2.17121.15'10 
88210 DATA 1710.145'.15'10.86.145' 
88310 DATA 15'10.86.128.15'10.2 
038410 DATA 128.15'10.2.1710.15'10 
0303510 DATA 1710.3.255.15'2.35 
88610 DATA 10.15'2.35.255.15'2 
88710 DATA 4121.4121.121.42.410 
888121 DATA 121.1121.17121.16121.2 
885'121 DATA 17121.1610.121.121.1610 
85'e@ DATA 10.10.168.10 
035'1215 REM BUG-E'T'ED BLOBBIS ~"'ALKS 4 
85'1121 DATA 1.64 
035'2121 DATA 0 .. 0 .. 64 .. 5 .. 0 
85'3121 DATA 64. 16.121 .. 64.64 
035'410 DATA 10.65.121.3.255 
85'510 DATA 15'2.3.255.15'2.42 
035'610 DATA 255.168.38.255.152 
85'710 DATA 34.255.136.42.255 
85'810 DATA 168.3.255.15'2.3 
035'5'121 DATA 255.15'2.3.121.15'2 
5'12110121 DATA 3 .... 8 .. 192 .. 3 .. 255 
5'1211121 DATA 15'4.121.410.2.1121 
5'1212121 DATA 17121.17121.1121.17121.17121 
5'1213121 DATA 1121.121.121.42.121 
5'1214121 DATA 121.121 
5'12145 REM BIJG-E ..... ED BLOBBIS WALKS 5 
5'105121 DATA 1 .. 64 .. 1121 .. 121 
5'106121 DATA 64.10.121.64.121 
5'1217121 DATA 10.65.85.121.65 
5'108121 DATA 1.3.255.15'2.17121 
5'1215'121 DATA 15'10.17121.145'.15'121.86 The 5'1121121 DATA 145'.15'121.86.1203.15'121 
5'1110 DATA 2.128.15'121.2.17121 
5'12121 DATA 15'121.17121.3.255.15'2 Blobbis 5'13121 DATA 3 .. '21 .. 2121121 .. 3 .. 255 
5'14121 DATA 2121121.121.4121.410.121 
5'15121 DATA 410.168.1121.17121.16121 Program 5'16121 DATA 1121.1710.128.1121.121 
5'17121 DATA 121.42.121.121.121 
9175 REM BUG-E'T'ED BLOBBIS DANCES 1 
5'1810 DATA 1 
5'15'121 DATA 65.64.121.65.121 
5'2121121 DATA 121 .. 65 .. 0 .. 121 .. 65 
5'21121 DATA 10 .. 0 .... 65 .. '21 .. 3 
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91220 DATA 255.1912.3.254.170 
91230 DATA 3.254.86.170.1910 
91240 DATA 86.1491.1910.2.149 
91250 DATA 190.2.128.190.170 
9260 DATA 128.191.1912.170.128 
9270 DATA 192.3.255.192.128 
91280 DATA 40.2.128.40.2 
9290 DATA 170.170.170.170.170 
9300 DATA 170.0.0.0.0 
9310 DATA 0.0.0 
9315 REM BUG-EYED BLOBBJ:S DANCES - 2 
9320 DATA 1.65.64 
9330 DATA 0.65.0.0.65 
9340 DATA 0.0.65.0.0 
91350 DATA 65.0.3.255.192 
9360 DATA 3.255.192.3.255 
9370 DATA 192.170.190.170.1491 
9380 DATA 190.86.149.1910.86 
9390 DATA 128.190.2.128.190 
9400 DATA 2.170.130.170.3 
9410 DATA 255.1912.0.40.0 
9420 DATA 0.40.0.10.170 
91430 DATA 160.10.170.160.10 
9440 DATA 0.160.42.0.168 
9450 DATA 0 
9455 REM BUG-EYED BLOBBJ:S DANCES - 3 
91460 DATA 0.0.0.0.0 
9470 DATA 0.1.65.64.0 
94818 DATA 65.18.0.65.0 
949118 DATA e.65.e~0.65 
95018 DATA 0.3.255.192.1718 
95118 DATA 1918.170.1491.190.86 
95218 DATA 149.190.86.128.190 
95318 DATA 2.128.190.2.1718 
915418 DATA 1910.170.3.255.1912 
91550 DATA 131.0.1914.131.255 
91560 DATA 1914.170.170.170.170 
91570 DATA 170.170.18.0.18 
91580 DATA 18.0.0.18 
91585 REM BUG-EYED BLOBBJ:S DANCES - 4 
915910 DATA 18.0 
91600 DATA 0.0.0.18.0 
916118 DATA 0.0.80.0.5 
91620 DATA 4.0.16.1.0 
916318 DATA 64.0.65.0.3 
91640 DATA 255.1912.170.1910.170 
91650 DATA 1491.190.96.149.1910 
91660 DATA 86.128.1910.2.128 
91670 DATA 1910.2.170.1910.170 
91680 DATA 3,255.192.3.0 
916910 DATA 1912.3.255.1912.10 
91700 DATA 170.160.10.170.160 
917118 DATA 118,0.160.42.0 
917218 DATA 169.0 
91725 REM BUG-EYED BLOBBJ:S DANCES - 5 
917318 DATA 18.0.18.18 
91740 DATA 0.0.18.0.0 
917518 DATA 18.0.18.0.0 
917618 DATA 18.95.65.95.64 
917718 DATA 65.1.3.255.1912 
91790 DATA 3.255.192.42.255 
9179118 DATA 169.38.255.152.34 
918180 DATA 255,136.42.255.169 
9810 DATA 3,255.1912.3.0 
918218 DATA 192.131.0.1914.131 
91830 DATA 18.1914.171.255.234 
91840 DATA 1718.1718.1718.0.0 
9850 DATA 0.0.0.0.0 
919195 REM FLASHJ:NG BLOBBJ:S WALKS 1 
10000 DATA 170 
10010 DATA 1718.170.170.170.170 
10020 DATA 170.170.170.170.170 
118030 DATA 170.170.170.170.170 
10040 DATA 170.170.169.85.106 
10050 DATA 171.215.234.168.20 
10060 DATA 42.168.20.42.1691 
10070 DATA 85.106.1691.85.106 
10080 DATA 169.0.106.1691.85 
10090 DATA 106.1691,85.106.170 
10100 DATA 170.170.170.170.170 

The 
10110 DATA 170.170.170.170.170 
10120 DATA 170.170,170.170.170 
10130 DATA 170.170.0 
10135 REM FLASHJ:NG BLOBBJ:S WALKS - 2 

Blobbis 10140 DATA 0.0,0 
10150 DATA 0.0.0.42.170 

Program 
10160 DATA 168.42.170.168.42 
10170 DATA 170.168.42.170.168 
10190 DATA 41.95.104.43.215 
10190 DATA 232.40.20.40.40 
10200 DATA 20.40.41.95.104 
10210 DATA 41.95.104.41.0 
10220 DATA 104.41.0.104.41 
10230 DATA 95.104.42,170.169 
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112124121 DRTR 42.17121.168.42.17121 
1121250 DRTR 168.42.17121.168.1 
1121260 DRTR 65.8121.5.64.0 
112127121 DRTR ° 10275 REM FLRSHXNG BLOBBXS WRLKS - ::3 
1028O DRTR 121.121.0.121.1211 
112112910 DRTR 121.0.121.121.121 
103OO DRTR 121.121.1121.17121.161211 
1121310 DRTR 1121.170.16121.91.85 
1032O DRTR 96.11.215.224.8 
1121330 DRTR 20.32.24.20.36 
112134121 DRTR 89.85.101.89.0 
1035O DRTR 11211.9.0.96.9 
1036O DRTR 121.916.91.85.916 
1037O DRTR 10.17121.161211.10. 171211 
1121138121 DRTR 16121.1.65.64.1 
11213911211 DRTR 65.64.1.65.64 
1121400 DRTR 5.65.80.121 
11211405 REM FLRSHXNG BLOBBXS WRLKS - 4 
1041121 DRTR 121.121 
1042121 DRTR 0.0.0.0.121 
1043O DRTR 0.0.121.121.121 
112144121 DRTR 121.121.121.121.1211 
1045121 DRTR 121.1.85.64.3 
1046O DRTR 215.192.121.2121.121 
1047O DRTR 16.2121.4.85.85 
1121480 DRTR 85.85.0.85.1 
1121490 DRTR 121.64.1.0.64 
105OO DRTR 1.1211.64.1.85 
11211511211 DRTR 64.1.65.64.1 
11211521211 DRTR 65.64.1.65.64 
1053O DRTR 5.65.64.0.1 
1054O DRTR 80.0 
10545 REM FLRSHXNG BLOBBXS SPXNS 1 
11211550 DRTR 1211.1211.1211.0 
1056O DRTR 1211.0.42.170.168 
1057O DRTR 42.171211.168.42.171211 
11211581211 DRTR 168.42.171211.169.41 
1121159.0 DRTR 197.11215.41.1916.112115 
1061211121 DRTR 41.196.112115.41.84 
10611211 DRTR 112114.41.84.112114.41 
1062121 DRTR 84.112114.41.196.105 
1063121 DRTR 41.1916.112115.41.197 
112111540 DRTR 105.42.171211.11159.42 
101155O DRTR 170.168.42.17121.168 
11211151150 DRTR 42.17121.168.121.121 

t:~~g DRTR 121.121.121.1211.121 
REM FLRSHXNG BLOBBXS SPXNS - 2 

1 121 6 a 121 DRTR 5 
112111591121 DRTR 65.8121.1.1155.64 
1070O DRTR 1.65.64.1.65 
1071O DRTR 64.10.171211.16121.1121 
1121720 DRTR 17121.16121.9.85.96 
107;:121 DRTR 9.121.916.9.121 
107 121 DRTR 9115.891.121.101.89 
1121750 DRTR 85.11211.24.2121.36 
112171150 DRTR 8.2121.32.11.215 
1077121 DRTR 224.91.85.96.11211 
1078121 DRTR 17121.160.1121.17121.160 
1121791121 DRTR 121.0.121.121.0 
112181210 DRTR 121.121.0.0.1211 
1081O DRTR 0.0.1211 
1081.5 REM FLRSHXNG BLOBBXS SPXNS - :3 
108~0 DRTR 121.81211.121 
108 ° DRTR 1211.80.0.121.84 
11211840 DRTR 0.1211.8121.0.64 
112185121 DRTR 8121.121.85.85.64 
112186121 DRTR 85.19.64.85.19 
1087O DRTR 64.1.191.64.1 
112188121 DRTR 21.64.1.21.1154 
10891O DRTR 1.21.64.1.19 
1121910121 DRTR 64.85.19.64.85 
112191121 DRTR 191.64.85.85.64 
10912O DRTR 64.80.121.0.8121 
1121913121 DRTR 121.121.84.0.0 
1094O DRTR 8121.121.1211.80.121 
1095O DRTR 121 
109155 REM FLRSHXNG BLOBBZS SPXNS - 4 
10916O DRTR 121.2121.121.121.2121 
1097O DRTR 121.121.84.121.121 
1121918121 DRTR 2121.121.10.170.160 The 112191910 DRTR 1121.170.161.9.197 
11OOO DRTR 11211.9.196.11211.9 
1101O DRTR 196.101.9.84.96 Blobbis 1102O DRTR 9.84.91115.9.84 
111213121 DRTR 96.9.191115.112111.9 
1104O DRTR 191115.112111.91.197.101 Program 1105O DRTR 1121.17121.11151.10.170 
110115O DRTR 160.0.20.121.0 
1107O DRTR 84.0.0.2121.0 
1112180 DRTR 0.2121.0.121 
11085 REM FLRSHXNG BLOBBXS SPXNS - 5 
1109~ DRTR 5.65 
111OO DRTR 81211.1.65.64.42 
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1111121 DATA 17121.168.42.17121.168 
1112121 DATA 42.17121.168.42.17121 
1113121 DATA 168.41.85.11214.41 
1114121 DATA 121.11214.41.121.11214 
1115121 DATA 41.85.11214.41.85 
1116121 DATA 11214.41.85.11214.4121 
1117121 DATA 2121.4121.43.215.232 
1118121 DATA 41.85.11214.42.17121 
1119121 DATA 168.42.17121.168.42 
112121121 DATA 17121.168.42.17121.168 
1121121 DATA 0 ... 0 .. 0 ... 0 .. 0 
1122121 DATA 121.121 
11225 REM FLASHXNG BLOBBXS SPXNS - 6 
1123121 DATA 17121.17121.17121.17'121 
1124121 DATA 17121.17'121.17'121.17'121.17121 
1125121 DATA 17121.17'121.17'121.17'121.17'121 
1126121 DATA 17'121.17121.17'121.17121.169 
1127121 DATA 83.11216.169.19.11216 
1128121 DATA 169.19.11216.169.21 
1129121 DATA 11216.169.21.11216.169 
113121121 DATA 21.11216.169.19.11216 
1131121 DATA 169.19.11216.169.83 
1132121 DATA 11216.17'121.17121.17121.17'121 
1133121 DATA 17'121.17'121.17121.17121.17'121 
1134121 DATA 17'121.17'121.17'121.17'121.17'121 
1135121 DATA 17'121.17'121.17121.17'121.121 
11355 REM PLA'T'ER WALKS RXGHT 1 
1136121 DRTA 121 
11::;J7121 DATA 17'121.121.121.17'121.121 
1138121 DATA 121.17'121.121.121.85 
1139121 DATA 121.1121.17'121.16121.121 
114121121 DATA 243.121.121.255.192 
1141121 DATA 121.255.121.121.6121 
1142121 DATA 121.121.42.121.121 
1143121 DATA 42.128.121.42.128 
1144121 DATA 121.42.128.121.17121 
1145121 DATA 128.121.154.128.121 
1146121 DATA 166.121.121.17'121.121 
1147121 DATA 121.42.121.121.42 
1148121 DATA 121.121.21.64.121 
1149121 DATA 21.64.121 
11495 REM PLA'T'ER WALKS RXGHT - 2 
115121121 DATA 121.17121.121 
1151121 DATA 121.17'121.121.121.17'121 
1152121 DATA 121.121.85.121.1121 
1153121 DATA 17'121.16121.121.255.192 
1154121 DATA 121.255.121.121.6121 
1155121 DATA 121.121.42.121.121 
1156121 DATA 42.128.121.42.128 
1157121 DATA 121.42.128.121.42 
1158121 DATA 128.121.17121.128.121 
1159121 DATA 165.121.121.17121.121 
116121121 DATA 121.17121.121.1.17121 
1161121 DATA 16.1.74.8121.121 
1162121 DATA 81.8121.121.81.64 
1163121 DATA 121 
11635 REM PLA'T'ER WALKS LEFT 1 
1164121 DATA 121.17121.121.121.17'121 
1165121 DATA 121.121.17121.121.121 
1166121 DATA 85.121.1121.17121.16121 
1167121 DATA 121.21217.121.3.255 
1168121 DATA 121.121.255.121.121 
1169121 DATA 6121.121.121.166.121 
117121121 DATA 2.166.121.2.168 
1171121 DATA 121.2.166.121.2 
1172121 DATA 17'121.121.2.166.121 
1173121 DATA 121.154.121.121.17'121 
1174121 DATA 121.121.168.121.121 
1175121 DATA 166.121.1.64.121 
117'6121 DATA 1.64.121.121 
11765 REM PLA'T'ER WALKS LEFT - 2 
1177'121 DATA 0. 17'121 
1176121 DATA 121.121.17121.121.121 
1179121 DATA 17121.121.121.85.0 
1160121 DATA 10.170.16121.3.255 
1181121 DATA 121.121.255.121.121 
1182O DATA 6121.0.121.166.0 
1183121 DATA 2.166.121.2.166 
1164121 DATA 121.2.166.121.2 
1165121 DATA 166.0.2.17121.121 

The 1166121 DATA 121.9121.121.121.17'121 
1167121 DATA 121.4.17'121.121.5 
1166121 DATA 17121.64.5.161.64 

Blobbis 
1169121 DATA 5.69.64.1.69 
119121121 DATA 121.121 
1191215 REM PULSAR PULSES 1 

Program 1191121 DATA 121.121.121.121 
1192121 DATA 0 ... 121 .. 0 ... 0.,.0 
1193121 DATA 0 ... 0 ... 0 .. 0 ... 0 
1194121 DATA 0 ... 0 ... 1211 ... 10 ... 0 
1195121 DATA 0 ... 121 ... 10 .. 121 .. 0 
1196121 DATA 121.17'0.128.121.191 
1197'121 DATA 126.121.163.128.121 
1196121 DATA 191.126.121.17121.126 



119'9'0. 
1200.0. 
12010 
12020. 
12030 
1212135 
120.40 
12050. 
120.60. 
1207'0 
120.80 
120.9'0. 
1210.0 
12110. 
12120. 
12130. 
12140. 
12150 
12160 
1217'0. 
1217'5 
12180. 
1219'0 
12200 
12210 
12220 
12230. 
12240. 
12250. 
12260 
1227'0 
12280 
1229'0 
12300 
12310. 

~::?: 
200.20 
20.0.30. 

READ..,.. 

DATA 0.~0.~0.~0.~0 
DATA 0.~0~0~0.~0 
DATA 0.~0~0.~0~0 
DATA 0.~0~0.~0~0. 
DATA 0.~0~0.~0.~0 
REM PULSAR PULSES - 2 
DATA 0 
DATA !2I~0.~0.~0.~0. 
DATA 0.~0.~0.~0.~0 
DATA 0~0~0.~0~0 
DATA 0.~0.0.~0~0. 
D.ATA 0.0.~0.~0.~0 
DATA 0~0.~63~0~0. 
DATA 55.0.",0.~6::3~0. 
DATA 0.~0.~0~0.~0 
DATA 0.0.0..0~0 
DATA 0..0..0.~0.0. 
DATA 0.0.~0.~0~0 
DATA "'~0~0~0.0. 
DATA 0~0..0. 
REM PULSAR PULSES - 3 
DATA 0.0.~0. 
DATA 0.0.0.~0.~0 
DATA 0~0.~0~0.~0 
DATA 0.~0~0~0~0 
DATA 0~0~0.0~0 
DATA 0~0.~0~0..0 
DATA 0~0.~0.4~0 
DATA 0",0 .. 0",,0 ... 0 
DATA 10 ... 0".0 ... 0 .. 0 
DATA 0.~0~0.~0~0 
DATA 0~0.~0~0~0. 
DATA 0~0~0.~0.~0 
DATA 0.0.~0~0~0 
DATA 0 

REM RESTORE MEMOR..,. 

POKE648~4:PRXHT":::I" : STOP 

The Blobbis Program 149 

The 
Blobbis 

Program 





SOllnd the Whistle 
Igor Tulchinsky 

.0 REM 
1 REM ********************************* 

* SOUND THE WHISTLE * 
2 REM * B¥ IGOR TULCHINSK¥ * 
3 REM 
4 REM 

* CC> 1984 FANFARE HOUSE. INC. * 
* BOX 3.062 HOUSTON. TX 77253 * 
********************************* 5 ,REM 

19.0 : 
191 REM 
192 

INITIALIZATION 

196 PR I NT" ::":UII=." : POKE5328.o • .0 : POKE53281 • .0 
2.0.0 POKE54296 • .o:GOSUB18.o.o.o:PRINT":::I":GOSU 
B13.o.o.o:POKEV+21.16 
2.01 POKEV+23.16:POKEV+29.16:POKEV+8.2.o:p 
OKEV+9.12.o:POKE53265.PEEKC53265~OR16 
2.02 FORI=1 T01E9: PRINTMID$C ••• ~~ ... 
:::=:". RND'C8>*15+1. 1>; 
2.03 POKES+1.RNDC8>*5.o+1.o:GOSUB20.o.o0 
204 IFPEEKC56320>+PEEKC56321>=3S2THENPOK 
ES+4.17:POKES+1.RNDC8>*50+1.o.o:NEXT 
2.05 POKES+4.33:POKES+1.20:Q=TANCS>:POKES 
+4.0:POKEV+21 • .o 
2.06 OOSUB210.o.o 
207 IFPEEKC56320>+PEEKC56321>=382THEN207 
2.os POKES+4.33:POKES+1.2.o:Q=TANCS>:POKES 
+4 • .o:POKEV+21.0 ' 
209 GOSUB12000:GOSUB13000:POKEV+21.255 
210 : 
211 REt'1 
212 : 

MAIN LOOP 

215 FORI=1T02:GOSUB 500:~EXT:GOT0215 
497 
49S REM 
499 

MOVE TEAM MEMBER 

500 
510 
511 
515 

JSr.~NOTCPEEKC56319+I::>::>:POKES+4 •. ~ 
IFCJSr.AND16><>160RFLr.CI».oTHEN540 

~6~~~r~7~~~~~~~~~!~~I~~~~~;~~~>+150 
520 CLr.C1>=12:CLr.C2>=11:GOSUB1700.o:CLr.C1 
>=1:CLr.C2>=0 
530 IFCJSr.AND1>=1THENNr.CI>=1 
531 IFCJSr.AND8>=STHENNr.CI>=2 
532 IFCJSr.AND2>=2THENNr.CI>=3 
533 IFCJSr.AND4>=4THENNr.CI>=4 
535 GOSUB170.o.o 
540 IFFLr.CI»0THEN553 
545 DXr.CI>=S*CCJSr.AND4>=4>-S*CCJSr.AND8>= 
8::> 
550 D¥r.CI>=S*CCJSr.AND1>=1>-S*CCJSr.AND2>= 
2::> 
553 IFCDXr.<I::>ORD¥r.CI»<>0THENPOKES+4.33: 
POKES+1.RND<S>*30+10 
555 Zr.=CCI-1~*4+Nr.CI» 
560 xr.czr.>=xr.CZr.>+DXr.CI> 
57.0 ¥r.czr.>=¥r.CZr.::>+D¥r.CI> 
5S0 POKEV+1+2*CZr.-1>.¥r.CZr.::> 
590 IFXr.CZr.::»255THENPOKEV+16.PEEKCV+16::>O 
RPr.CZr.-1::>:GOT0600 
595 POKEV+16.PEEKCV+16::>ANDC255-Pr.CZr.-1::» 
600 POKEV+2*CZr.-1>.Xr.CZr.::>AND255 
610 IF¥r.CZr.::»19S0R¥r.CZr.::><5STHEND¥r.CI::>=-D 
¥r.CI::>:GOT0570 
630 IFXr.CZr.::><=342ANDXr.CZr.»=6THEN670 
640 IFXr.CZr.::»342THENSr.C1::>=Sr.C1::>+1:GOSUB1 
9000 
650 IFXr.CZr.::><6THENSr.C2::>=Sr.C2::>+1:GOSUB19.o 
0.0 

Sound. 
the Whistle 

Program 
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Sound 
the Whistle 

Program 

660 GOSUB16000:POKE17000.Sr.<1>:POKE17001 
.Sr.<2>:CLR:GOSUB1a000 
665 Sr.<1>=PEEK<17000>:Sr.<2>=PEEK<17001>: 
GOT0210 . 
670 XFFLr.<X»0THENFLr.<X>=FLr.<X>-1:GOT068 
o 
671 Q1r.=PEEK<V+30> 
672 XF<Q1r.ANDPr.<Zr.-1»<>Pr.<Zr.-1>THEN680 
674 DXr.<X>=-DXr.<X>:Dyr.<X>=-DYr.<X> 
675 XF<DXr.<X>ORDyr.<X»<>0THENFLr.<X>=3:CQ 
r.=0:GOT0678 
676 CQr.=CQr.+1:XFCQr.=2THENDXr.<X>=XNT<RND< 
8>*2>*8-4:Dyr.<X>=XNT<RND<8>*2>*8-4:GOT06 
75. 
678 GOT0560 
680 RETURN 
997 : 
998 REM 
999 : 

SPRXTE DATA 

10000 DATA 0.0.0.0.62.0.0.127.0 
10001 DATA 0.201.128.0.201.128.0.127.0 
10002 DATA 0.255.128.15.255.248.27.255.2 
36 . 
10003 DATA 51.255.230.51.255.230.27.255. 
236 

DATA 
DATA 
DATA 

10004 
10005 
10006 
11997 
11998 REM 
11999 : 

12.247.152.0 •. 99.0.0.99.0 
0.193.128.0.0.0.0.0.0 
0~e~e~0~0~0~0~e~0 

PRXNT BACKGROUND 

12000 POKE53280.9:POKE53281.5:PRXNT":"7II!"; 
12005 PRXNT" =-.. ; 

FORX=1T020:PRXNT" I 12010 
filii ". 12020 

I I I .. ; : NEXT 
PRXNT"f:!l' 

12030 
::11 11 ; 

PRXNTTAB<5:;. ... .. 
12040 GOSUB16000 
12050 RETURN 
12997 : 
12998 REM XNXTXALXZE SPRXTES 
12999 : 
13000 RESTORE:FORX=16000T016062:READJ:PO 
KEi.J:NEXT 
13020 FORX=2040T02047:POKEX.250:NEXT:V=5 
3248 
13030 FORX=V+39TOV+46:POKEX.-11*<X>V+42> 
-12*<X<=V+42>:NEXT 
13040 FORX-VTOV+14STEP2:POKEX.50:NEXT:PO 
KEV+16.240 
13050 FORX-V+1TOV+7STEP2:POKEX.70+<V+7-X 
>*20: NEXT 
13055 FORX=V+9TOV+15STEP2:POKEX.70+<V+15 
-X>*20:NEXT 
13060 POKEV+29.0:POKEV+23.0 
13070 POKEV+28. 0: POKEV+37. 7: POKEV+38. 8 
13080 REMPOKEV+21.255 
13090 FORX=1T08:Xr.<X>-50-256*<X>4>:NEXT 
13100 FORX=1T04:Yr.<X>=PEEK<V+1+<X-1>*2> 
NEXT 
13110 FORX-1T04:yr.<X+4>=yr.<X>:NEXT 
13120 Nr.<1>=1:Nr.<2>=1 
13130 CLr.<1>=1:CLr.<2>=0:FORX=1T02:GOSUB1 
7000: NEXT 
13140 FORX=0T08:Pr.<X>=2~X:NEXT 
13145 GOSUB18000:POKES+24.15:FORX=1T060: 
POKES+1.150:POKES+1.200 
13146 FORJ=1T04:NEXT:NEXT:POKES+4.0 
13150 RETURN 
14997 : 
14998 REM END GAME 
14515151 : 
15000 POKE53280.1:POKE53281.0:POKES+4.33 
: TX$-"000000" 
150~0 FORX=0T0200STEP40 
15020 FORJ=40T00STEP-5 
15030 FORK=1T05 
15040 POKES+1.X+J+K:NEXT:NEXT:NEXT:POKES 
+24. 0: POKEV+21. 0 
15050 PR X NT" "~OOIlWQ::a_ ••••••••••••••• 1 
AME OVER" 
15060 PR X NT .... "udJrWWlna..OWOIDSDIU:* ...... rRESS F x R 
E BUTTON TO RESTART!!!!" 
15065 XF<PEEK<56320>+PEEK<56321>=382>AND 
<TX$<>"000045">THEN15065 
15070 Sr.<1>=0:Sr.<2>-0:GOT020S' 
15997 : 
155198 REM UPDATE SCORE 
i5999 : 
16000 PR X NT ..... OS .. OO.D1lDdJd)lWd)!WU.WmU ..... UIOO .... IIWQ)IQ .. TAB 
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<5:>" ~il "8%< 1:> .... !!!IITAB<:32>" ~ ··5::-...... .:<2::- .... 

16005 IFS%<1:»~ORS%<2:»~THEN15000 
16010 F~ETURN 
16~~7 
16~~~ REM SELECT TEAM MEMBER 
17000 
17010 POKEV-<38+N%(1:>:>*(I=1:>-<42+N%<2:>:>* 
<I=2>,CL%<I> 
17030 RETURN 
17~~7 
17~~8 REM INITIALIZE SOUND 
17~~~ 
18000 S=54272=FORL=STOS+24=POKEL,0=NEXT 
18010 POKES+5,88 = POKES+6. 195=POKES+4,33= 
POKES+24 .. 1S 
18020 RETURN 
18~~7 = 
18~~8 REM SCORE SOUND 
18~~~ = 
1~000 POKES+4,17=FORI=200T00STEP-13'FORI 
J=ITOI0'POKES+l,I+J'NEXT'NEXT 
1~010 POKES+4,0:RETURN 
19997 
1~~~8 REM PRINT TITLE 
19999 
20000 POKE53280, 0 , F"r..:oKE53281 , 5 ' PR I NT ";::I)" ; 
20010 F"RINT" ""*** *** * * * 
* *** 
20020 PRINT 
* * * 20030 PR I t-iT 
* * * 
20040 PR I t-iT 
* * * 
20050 PRINT 
* * * 
20060 PRINT 
* * * 
20070 PRINT 

* 

* 

* ... * 

............ 

* 

* ... 
... ... 
... ... 

* ... * 

* * * ** 

* ... ... ... ... 
... ... ... ... * ... ... ... ... 
... ... ... ... 

......... ... 
... 

* *** 
20075 PR I t-iT 
20080 PRINT ............... ... ... ... ............ 
200~0 PRIt"4T ... ... ... ... 
20100 PRIt-iT * ... ... ... 
20110 PRIt-iT * ... * ......... ............ 
20120 PRINT ... ... ... ... 
20130 PRINT ... ... ... ... 
20140 PRINT" ... ... ... ... ............ 
20145 PRINT 
20150 PRINT... ............ ......... ... ......... ... ... * ......... 
20160 PRINT... "" * ... ...... ... ... 

... ... 
20170 PRINT... ............ ... ... 

... ... 
20180 PRINT... ... ............... ... ......... ... ... ... ...... 
201~0 PRINT ... ... ...... ...... ... ... ... ... 
20200 PRINT ......... ... ...... ...... ... ... 
20210 PRINT ...... ... ... ... ...... * ... ............ ... ......... 
20220 IF < I AND 15;' <4 THENPR I t'4T .. • :ao ..•. 
B'T' .... GOR I ULCH I NSKY !!!!" 
20221 IF<IAND15»6AND<IAND15><11THENPRIN 
T ... =-••••• < C ;. 1 ~84 -At-4FARE lOUSE, .... NC _ !!!!" 
20222 IF < I AND 15;':> 10THEt-iPR I NT". :ao.... -"':E 
SS FIRE BUTTON TO BEG I t-l !!!!'" GOT020240 
20240 RETURN 
20997 
20~~8 REM PRINT INSTRUCTION SCREEN 
20~~~ 
21000 PR I NT" ~"U"TI!D!~um.,ou ......... lIWWU 
.I)Q)Ql!!:DQ=II"'POKE53281,0:POKE53280,12 
21010 PRINT" ............... "" ......... * ................................................ ... 
................................... 
21030 PR I t'4T .. ... ..,.OUt·4D THE OH I STLE ..... 
21035 F'RINT" ... ..... 
21040 PR I NT"'" I HE OBJECT OF THE GAr'1E 

IS TO ..... 
21050 PRINT" ... PASS THROUGH THE OPPOSING 

TEAr'1"S ..... 
21060 PR I NT .. ... PLA'T"ERS At-4D CROSS THE GOA 
L-LINE, ... 

Sound 
the Whistle 

Program 
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Sound 
the Whistle 

Program 

21070 PRINT" * OUTSIDE OF THE SCREEN ARE 
A. *" 
210S13 PRINT" * 

*" 2113:5113 PR I NT" *---------------------
*" 2113:515 PR I NT" •• " ; 

2111313 PRINT * 
* 2 1 1 113 PR I NT * '-'O ..... E A TEAM t'1EMBER WIT 

H YOUR * 
211213 PRINT * JOYSTICK. _ELECT A DIFFER 
ENT TEAM * 
21130 PRINT * MEMBER BY PRESSING THE FI 
RE BUTTON * 
21131 PRINT * AND POINTING THE JOYSTICK 

IN THE * 
21132 PRINT * DIRECTION ASSIGNED TO THA 
T PLAYER. * 
21133 PRIt-lT * 
211513 PRIN~ *----------­

* 21155 PRINT mil"; 
21 170 PR I NT * "-LA'T'ERS MAY BLOCK EACH 

OTHER. * 
211S0 PRINT * HE FIRST PERSON TO SCORE 

TEN * 
211:5113 PRINT * POINTS WINS THE GAME. 

* 21210 PRINT * 
* 21220 PRINT * ~~ESS THE FIRE BU 

TTON=2!! *" 
212313 PRINT" * 

*" 
212413 PRINT" *************************** 
***********" 212513 RETURN 



Bumper Ball 

o 
1 
2 
3 
4 
5 
$II 

REM 
REM 
REM 
REM 
REM 
REM 

Charles Mott, Jr. 

~~~~~~~~~~~~~~~~~~~~*~*~~~*~***~~ 
~ BUMPER BALL ~ * BY CHARLES MOTT, JR. ~ 
~ <C> 1$1184 FANFARE HOUSE. ZNC. ~ 
~ BOX 3062 HOUSTON, TX 77253 ~ 
~~~~~~~~~~~~~*~~~~~~~~~~~~~*~~~~~ 

10 GOT0170 
11: 
12 REM 
13 : 

MAZN CONTROL LOOP 

20 JV=PEEK<JS>:ZFJV<>126ANDJV<>125THEN50 
30 ZFJV=125THENMY=MY+20:GOT050 
40 MY=MY-20 
50 ZFMY<60THENMY=60 
60 ZFMY>215THENMY=215 
70 ZFBX>236ANDBY>124ANDBY<146THEN1040 
80 BX=BX+BM:ZFBX>23$11THENBM=-BM:BX=240:GO 
SUB810 
$110 ZFBX<0THENPOKEV+21,6:GOSUB740:GOSUB81 
0: GOT0840 
100 BY=BY+CM:ZFBY>222THENCM=-CM:BY=221:G 
OSUB810 
110 ZFBY<57THENCM=-CM:BY=58:GOSUB810 
120 ZFFF-1THENF=F+1:ZFF=$IITHENFF=0:F=0 
130 CX=CX+MC:CY=CY+MC:ZFCX>2300RCX<700RC 
Y>2000RCY<60THENMC=-MC 
140 ZF<PEEK<V+30>AND2=2>ANDFF=0THENBM=-B 
M:FF=1:BX=BX+BM:GOSUB680:GOSUB810 
150 POKEV+3,MY:POKEV,BX:POKEV+1,BY:POKEV 
+4,CX:POKEV+5,CY:GOT020 
160 : 
161 REM 
162 : 
170 POKE646.7 

PRZNT TZTLE SCREEN 

180 PR Z NT" .OJM! .............. TAB < 14> .. BUMPER BALL" 
1$110 PRZNT"~"[)Q"TAB<10>"BY CHARLES M 
OTT JR." 
200 PRZNT:PRZNTTAB<6>"<C> 1$1184 FANFARE H 
OUSE, ZNC." 
210 
211 REM ZNZTZALZZATZON 
212 : 
220 MY=135:BY=1:BX=1:BM=4:MC=1:CM=6:CX=1 
50:CY=150:MS=0:GG=0:SP=31:PO=1:XX=5 
230 JS=56320:V=53248:CL=552$116:S0=54272:S 
C-1024:BR=53280:BK=53281 
240 POKESO+5,24:POKESO+24,15 
250 POKEBK,0:POKEBR,0:POKEV+21,0 
260 FORY=0TO$ll 
270 FORZ-0T015:POKEBR,Z:GOSUB810:NEXT 
280 POKEBK,YANDNOT4:NEXT 
2$110 POKEBK,0:POKEBR,6 
300 POKEV+3$11,1:POKEV+40,0:POKEV+41,2:POK 
EV+23,0:POKEV+2$11,0 
310 POKE2040,15:POKE2041,14:POKE2042,15 
320 POKEV+4,100:POKEV+1,100:POKEV+5,175 
330 POKEV+0,155:POKEV+2,25:POKEV+3,150 
340 FORT-0T01$112:READA:ZFA=256THEN360 
350 POKE8$116+T,A:NEXT 
360 P .................. IlCIIIDIlIG)WQ.I.[)Q.I ........ ~~DtOOllI .. 
370 PX$ ... PX$+ ............................. . ............... 
380 : 
381 REM PRZNT GAME SCREEN 
382 

Bumper 
Ball 

Program 
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Program 

3~e PRXNTCHR$<147~; : POKEBR. 6 
4l12lil12li FORx=eT024:FORy=eT08:POKESC+SP+Y.16e 
:POKECL+SP+Y.6:NEXTY 

41l12li SP=SP+4e:GOSUB81e:NEXTX 
42l12li V$=" ;a:;OMPUTER.......... SCORE 
43l12li W$=" III YOUR .......... SCORE 
44l12li X$=" =I .=-=--IIIIIBUMPER .......... I!!!! .za::=-=I B 
ALL ... 
45l12li Y$=" =I .IlIC:-IIIIIBUMPER .......... 1!!!! .;a:-=I>B 
ALL<." 
46l12li Z$= ,. =I .=-=---BUMPER ........... _ .=-=--
BALL .. 
47l12li BL$<4~="za. •••• 
48l12li BL$<3~="za. ••• 
4~e BL$<2~="za. •• 
5l12lil12li BL$<1~="za. • 
51l12li BL$<e~= .. za.LASTBALL .. 
52l12li POKEBK.5:POKE646.11:FORX=1T031:PRXNT 
"Ill ."; :GOSUB81e:NEXT:PRXNT";II:8" 
53l12li FORX-1T023:PRXNTTAB<3e~"1lI .":GOSUB81 
l12li: NEXT: PRXNT";II:8" 
54l12li FORX=3eToeSTEP-1:POKESC+4e*24+x.16e: 
POKECL+4e*24+X.11:GOSUB810:NEXT 
55l12li POKEV+21.6:POKE646.e 
56l12li PRXNT"iIIIllU" 
57l12li PRXNTTAB<31~W$ 
58l12li GOSUB81e 
5~e PRXNT:PRXNTTAB<31~"1lI l12li ":GOSUB8 
1l12li 
6l12lil12li PR X NT ,. )IDA)IIUIA" 
61l12li PRXNTTAB<2~~X$ 
62l12li GOSUB81e:POKE646.e 
63l12li PR X NT" ""0"'111"00" TAB < 31 ~ V$ 
64l12li GOSUB81e 
65l12li PRXNT:PRXNTTAB<31~"1lI l12li .":GOSUB 
81l12li 
66l12li GOT084e 
67l12li 
671 REM BALL HXT PADDLE 
672 
68l12li GG=GG+1:PRXNTLEFT$<PY$.6~;LEFT$<PX$. 
32~;CHR$<18::>;GG 
6~e XFJV=1260RJV=125THENGOSUB71e:RETURN 
70l12li RETURN 
71l12li XFABS<CM~<3eTHENBM-BM+SGNCBM~:CM=CM+ 
SGNCCM~:BM-BM-CBM=e~:CM=CM-CCM=e~:RETURN 
72l12li RETURN 
73l12li : 
731 REM BALL MXSSED PADDLE 
732 
740 FORX=1TOPO:MS-MS+1:PRXNTLEFT$<PY$.23 
~;LEFT$CPX$.32~;CHR$<18~;MS 
75l12li GOSUB81e:NEXT:PO=1 
76l12li POKESO+7. 128:POKESO+12. 17:POKESO+13. 
14l12li 
77l12li FORX=~T01STEP-1:POKESO+8,X*~:POKESO+ 
11.33 
78l12li FORY=1T02e:NEXT:POKESO+11.32:FORY=1T 
045e:NEXT:GOSUB7~e:NEXT:x=e:GOSUB81e 
7~0 POKE646.<XANDNOT5::>:PRXNTLEFT$<PY$.2e 
~LEFT$<PX$.31~V$:RETURN 
80l12li : 
Se1 REM RANDOM NOTE 
802 
810 POKESO+4.16:POKESO+1.RND<e~*40+1e:FO 
RT-1T05: NEXT: POKESO+4. 17:RETURN 
820 : 
830 
831 REM PREPARE FOR NEXT BALL 
832 
840 POKE1~8.0:y=e 
850 XX-XX-1:XFXX<>-1THENPRXNTLEFT$<PY$.8 
::>;LEFT$<PX$.31::>;BL$<XX::>:GOT087e 
860 GOTO~2e 
870 JV=PEEK C JS::> : GETA$ : X FA$=" .... THEN~2e 
880 POKE646.Y:PRXNTLEFT$<PY$.3::>;LEFT$<PX 
$~31::>;W$:Y-Y+1:XFY=3THENy=e 
8~e GOSUS81e:FORX=1T0250:NEXT:XF<JVAND16 
::>-16THEN870 
~00 POKE646.e:PRXNTLEFT$CPY$.3::>;LEFT$<PX 
$~31::>;W$:Y=Y+1:XFY=3THENy=e 
910 GOT012~e 
920 POKE646.0:PRXNTLEFT$CPY$.3::>;LEFT$<PX 
$.31::>;W$:GOT01200 
930 : 
931 REM SPRXTE DATA 
932 
938 REM. PADDLE 
940 DATA 0.l12li.l12li.l12li.l12li.l12li.l12li.56.l12li.l12li.56.l12li.l12li.56. 
0.0 
$e0 DATA 56.l12li.l12li.56.l12li.l12li.56.l12li.l12li.56.l12li.l12li.56. 
0~0.56 
960 DATA 0.l12li.56.l12li.l12li.56,l12li,l12li.56.l12li.l12li.56.l12li.l12li 
~ =S6'~ 0 



970 DATA 0.56.0.0.56.0.0.56.0.0.0.0.0.0. 

~B: REM BALL AND BUMBER 
990 DATA 3.255~192.7.255.224.15.255.240. 
31.255~248.63.25$.252.127 
1000 DATA 255.254.255.255.255.255.255.25 
~.2~5.255.255.255.255.255.255.255 
1010 DATA 255.255.255.255.255.255.255.25 
$.255.255.255.255.255.127.2~~.254 
1020 DATA 63.255.252.31.255.248.15.255.2 
40.7.255.224.3.255.192.255.256 
1030 : 
1031 REM BALL HXT PLUNGER 
1032 
1040 GOSUB710:GOSUBl170:POKEV+l.136:POKE 
V.247:FOR .... =lT025 
1050 PRXNTLEFT$<P .... $.12~;LEFT$<PX$.29~; .... $ 
3,060 OOSUB810 
1070 PRXNTLEFT$<P .... $.12>;LEFT$<PX$.29>;Z$ 
1080 OOSUB810:NEXT:POKE646.0:JV=0 
1090 FORX=iT04e:GOSUB680:GOSUB810:NEXT 
1100 POKEV.239:BX-239:JV=0 
1110 PRXNTLEFT$<P .... $.12>LEFT$<PX$.29>X$ 
1120 OOSUB710 
1130 POKEV.BX:BX=BX-4:XFBX<0THENPO=30:PO 
KEV+21.6=OOSUB740: GOSUB810: GOT0840 
1140 XFPEEK<V+30>AND1=lANDPEEK<V+30>AND2 
-2THENB .... -136:GOT020 
1150 GOT.Ol130 
1160 : 
1161 REM SPEED UP BUMPER.BALL 
1162 
1170 XFABS<MC><30THENMC=MC+SON<MC>:MC=MC 
-<MC-0>:RETURN 
1180 RETURN 
1190 : 
1191 REM PRXNT FXNAL SCORE 
1192 
1200 POKEV+21.0:PRXNTCHR$<19> 
1210 PRXNTLEFT$<P .... $.12>;TAB<7>; ...... OUR TOT 
AL SCORE:" 
1220 FORX=0TO<GG-MS>:PRXNTLEFT$<P .... $.14>T 
AB<14>CHR$<18>X:GOSUB810:NEXT 
1230 GETA$: X FA$<:> .. •• " THEN 1 230 
1240 PRXNTCHR$<19>CHR$<146> 
1270 RUN 
1280 
1281 REM RELEASE NEXT BALL 
1282 
1290 POKEV+1.136:POKEV.238:POKEV+5.136:P 
OKEV+3.136:POKEV+21.6 
1300 CX=XNT<RND<1>*150+70>:POKEV+4.CX:OO 
SUB810:FORT=lT01000:NEXT:GOSUB810 
1310 POKEV+21.7:FORX=lT01000:NEXT 
1320 PRXNTLEFT$<P .... $.12>;LEFT$<PX$.29>;Z$ 
: POKEV. 247: GOSUB810: FORT=lT01000: NEXT 
1330 PRXNTLEFT$<P .... $.12>LEFT$<PX$.29>X$ 
1340 GOSUB810:BX=243:C .... =136 
1350 POKEV+21.7 
1360 POKEV.BX:BX=BX-l 
1370 XFPEEK<V+30>AND1=lANDPEEK<V+30>AND2 
=2THENB .... =136:CX=150:M .... =136:GOT020 
1380 GOT01360 
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Ride the Wind 

.., 
1 
2 
3 
4 
5 
6 

REt'1 
REM 
REM 
REM 
REM 
REM 

7 REt'1 
8 

Frank Mikulastik 

********************************* 
* RIDE THE WIND * 
* BY FRANK MIKULASTIK * 
* (C> 1984 FANFARE HOUSE. INC. * 
* BOX 3062 HOUSTON. TX 77253 * 
********************************* 

INITIALIZATION 

::>0 PRINT "::-::I" ; 
10 POKE56578.PEEK(56578>OR3 
11 POKE56576.(PEEK(56576>AND252>ORl 
12 POKE53272.(PEEK(53272>AND15>OR0 
13 POKE6048.128:FX=1:DOSUB4000:FX=0 
15 DIM N(10.2>.FI(15>:SM=32768 
16 FI<1>=19:FI<2>=20:FI(3>=21:FI(04>=22:F 
I(5)=23:FI(6>=22:FI(7>=21:FI(8>=20 
17 FI<9>=19:FI(10)=20:FI(11>=21:FI<12>=2 
2:FI(13)=23:FI(14>=22:FI(15>=21 
19 N(1.1>=33:N(1.2>=135:N(2.1>=o42:N(2.2> 
-62:N(3.1>=50:N(3.2>=60 
20 Sl=54272:V=53248:POKEV+21.126:POKEV+2 
8. 64: POKEV+29. 62: POKEV+23. 64: Ml=1016+SM 
21 CS(1>=16:CS(2>=204:CS(3>=25:CS(4>-26 
100 FORI=16*64+SMT027*64-1+SM:READA:POKE 
I.A:NEXT 
300 DOSUB 4120 
310 DOSUB 4200 
400 DOSUB 900 
410 DOSUB 700 
415 DOSUB 5200 
420 DOSUB 800 
430 FORI=631T06040:POKEI.0:NEXT 
497 . 
498 REM 
499 
500 
505 
507 
510 
520 
690 

OOSUB 1000 
OOSUB 2000 
OOSUB 3100 
OOTO 3000 
OOTO 500 

691 REM 
692 

SET 

CONTROL LOOP 

UP BALLOON AND CLOUDS 

700 POKEV+45.S:POKEV+37.7:POKEV+38.2 
710 POKEM1+6'.17 
720 Xl=0:X=300:RX=64:POKEV+16.RX:POKEV+1 
2.X-255 
730 Yl=0:Y=70:POKEV+13.Y 
740 POKEM1+l. 16:POKEV+o40.1 =CY(1)=66:POKE 
V+3.CY(~>:CX(1>=100'POKEV+2.CX<1> 
745 POKEM1+2. 16:POKEV+41. 1:CY(2)=97:POKE 
V+5.CY(2):CX(2>=220:POKEV+4.CX(2> 
755 POKEM1+3. 16:POKEV+42. 1:CY(3)-133:POK 
EV+7.CY(3):CX(3>=190:POKEV+6.CX(3> 
760 POKEM1+o4.16:POKEV+43.1:CY(04>=166:POK 
EV+9.CY(4):CX(4>-50:POKEV+8.CX(4> 
765 pdKEM1+5. 16:POKEV+44. 1:CY(5)=207:POK 
EV+l1.CY(5):CX(5>-255:POKEV+10.CX<5> 
770 POKEV+31.0 
780 SC=0:LD=0:M=3 
790 'RE;rURt-~ 
791 ': 
792 'REM 
793': _ 

SET UP HEATER SOUND 

800 FORK=0T024:POKES1+K.0:NEXT 
1310 POKES1+8~51:POKES1+7.51:POKES1+12.15 

Ride the 
Wind 

Program 
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:POKES1+13,15:POKES1+24,1a 
8510 RETURN 
8511 : 
8512 REM 
8513 

PRINT GAME SCREEN 

5100 PRINT":::!"; :POKE53281,14:POKE53280,6 
51051 PRINT"iI8::!i11'" WIND DIRECTION: .,.,OUR D 
IRECTION: " 
5110 PRINT"iI:8)Q::!iII'" := SCORE: a BALLO 
ONS 3 ::!ill"'., 
5111 PRINT"~" 
5113 PRINT" 
5114 PRINT" 
5116 PRINT" 
5118 PRINT" . " 
5120 PRINT" 

5130 PRINT" 
5132 PRINT" -;;1 • 5134 PRIt--lT" • -5136 PRINT" 

::!ill !!!II 
5138 PRINT" 

::!ill !!II. 
51 .... 0 PRINT" 

;;II .... ::!ill 
5142 PRINT" 

;;II 1I!::!iII." 
514 .... PRINT" _ ~i1 

• , ... ;;II • 
5146 PRINT" _ 

!!!!JI; 
990 RETURN 

!!!!" - Ji] 
!!!III ---!!!!!!It -• • ::!ill ~ .. 

• 

- . . " ---- !!!! - !!!! ::!ill -=-s .. !!!! -!!!! ;;II 

• ::!ill 

::!ill 

::!ill 

51511 : 
992 REM 
51513 : 

MOVE BALLOON 

1000 GET FR$ 
1010 SY-0:.,.,1-.,.,1+1.5 

::!ill Iii 

:i1 .. !!!! 

!!!! ;;II 
!!!! 

!!!! 

!!!! 

1020 IFFR$-" "THENSP=18:""1==""1-3:FI=FU-1 
SY=1251:POKE542516,15 
1030 IFFR$<:>" "THENSP=17:POKE542516,2 
1040 .,.,-.,.,+INT<:.,.,1:> 

;;II 

!!!! 

!!!! 

1050 Q=- J: NT <: 3* <: S J: N <: ..... .-- 12:> *2.5:> :> : PR I NT" i=!I::!iII'" 
.................. • ...... ;Q 
1066 IF<:Q=0:>AND<:INT<:X1:>=0:>THENGOT01080 
1060 J:F(<:Q<0:>AND(X1:>Q:>:>OR«Q:>0:>AND(X1:>Q~ 
)OR<:<:G!=0)AND<:X1:>0»THENX1=X1-1:GOT01080 
1070 X1=X1+1 
1076 J:FX1:>6THENX1=6 
1077 IFX1<-6THENX1=-6 
1080 X=X+J:NT<:X1:> 
1085 PR J: NT" iI8::!i11 ........................... . 
••••••••••• • ...... ; INT(X1*10:>*. 1; 
1090 IF.,.,1>6THEN.,.,1-6 
1095 IF.,.,1<-6THEN.,.,1=-6 
1100 IFX>255THENRX=(RXOR64):POKEY+16,RX: 
POKEY+12,X-255:GOT01120 
1110 RX=<:RXAND1511:>:POKEY+16.RX:POKEY+12, 
x 
1120 
1125 
1130 
11 .... 0 
1190 
151511 

POKEV+13,"" 
POKEY+31,0 
POKEM1+6,SP 
POKES1+11,SY 
RETURN 

1992 REM-
19$1::3: : 
2000 FORJ:=1T05 

MOVE CLOUDS 

2010 Q1=-J:NT<:3*<:SIN<:C.,.,<I:>.--12:>*2.5:>:>:CX(I 
)==CX<:I:>+Q1 
2013 J:FQ1>0ANDCX(J:»330THENCX(I:>=0:POKEM 
1+I,CS<:INT<:RND<:0:>*4:>+1~ 
2015 IFQ1<0ANDCX<:J:)<0THENCX<:I:>-330 
2020 IFCX<:J::»255THENRX=(RXOR<2~I:>:>:POKEY 
+16,RX:POKEY+J:*2~CX<:I:>-255:GOT02080 
2030 RX-<:RXAND<:255-<:2~X:>:»:POKEY+16,RX:P 
OKEY+X*2.CX(X:> 
2080 NEXT 
2090 RETUR"'~ 
20$115 : 
2096 REM 
2097 : 

COLLISION DETECTION 

3~00 Q1=PEEK<:V+31~ 
3003 REMFORK=1T06:NEXT 
3005 REMQ1-PEEK<:V+31:> 
3010 XF<:"">65:>AND(""<209:>AND<:X>23~AND<:X<32 
0)AND<:(QIAND64:><>64:>THENGOT0520 
3015 GOSUB5100 
3016 M=M- 1 : PR X NT .. iI:8)Q::!iII:=-................... . 
............. ;M 
3017 XFM=1THENPOKEV+45.0'POKEV+37,1 



3019 IFM=2THENPOKEV+45.5:POKEV+37.13 
303~ X=300:¥=70:X1=a:¥1=0:RX=CRXOR64) 
3040 POKEV+16.RX:POKEV+12.X-255:POKEV+13 
.¥:POKEV+31.a 
3053 GOSUB8a0 
3054 FORI=631T0640:POKEI.0:NEXT 
3055 IFM>0THEN500 
3060 PR I NT " i=tJAI;;;C GAME .................. . P....... OVER .. 
3066 FORI=631T064a:POKEI.a:NEXT 
3068 FL=1:GOSUB51a0 
3070 GET A$:IFA$= .... THEN3068 
3071 GOSUB800 
3072 GOSUB42aa 
3080 FL=0 
309121 GOT0400 
3091 : 
3092 REM LANDING DETECTION 
3093 
3100 IFCX>=126)ANDCX<=138)ANDC¥>=96)ANDC 
¥<=102)THENL=1:K1=1:K2=4:GOT03200 
3110 IFCX>=262)ANDCX<=274)ANDC¥>=176)AND 
C¥<=184)THENL=2:K1=2:K2=a:GOT03200 
312121 IFCX>~30)ANDCX<=42)ANDC¥>=192)ANDC¥ 
<=200)THENL=4:K1=3:K2=12:GOT03200 
3130 IFCX>=86)ANDCX<=98)ANDC¥>=152)ANDC¥ 
<=160)THENL=8:K1=4:K2=11:GOT03200 
3140 IFCX>=158)ANDCX<=17a)ANDC¥>=128)AND 
C¥<=136)THENL=16:K1=5:K2=7:GOT0320a 
315121 IFCX>=198)ANDCX<=21a)ANDC¥>=120)AND 
C¥<=128)THENL=32:K1=6:K2=5:GOT032aa 
316121 IFCX>=222)ANDCX<=234)ANDC¥>=192)AND 
C¥<=2ee)THENL=64:K1=7:K2=13:GOT03200 
3170 IFCX>=302)ANDCX<=314)ANDC¥>=144)AND 
C¥<=152)THENL=128:K1=8:K2=8:GOT03200 
3190 RETURN 
3191 : 
3192 REM LANDED 
3193 : 
32121121 IFCLDANDL)=LTHENGOSUB5a2e:X=3ee:¥=7 
e:X1=a:¥1=e:RX-CRXOR64):GOBUB55ee:RETURN 
3230 LD= C LDORL) : BC=SC+- 1 121 : PR I NT .. l=ID!1II::II •••••• 
........... ;:Ii .. ; BC 
324121 POKE1a63+-K1.16a:POKE55335+-K1.K2 
3241 GOBUB5eaa 
3242 X-3ee:¥=7e:X1=e:¥1=0:RX-CRXOR64) 
3243 GOSUB8aa ' 
3248 FORI=631T064a:POKEI.0:NEXT 
325121 IFLD<>255THENRETURN 
326121 PRINT"i=tJAI .. 
329121 RETURN 
399121 : 
3991 REM PRINT TITLE SCREEN 
3992 : 
400121 POKE53280.14:POKE53281.6 
41211215 PRINT"~":PRINT 
41211121 PRINT ..... ;:Ii ~;:Ii !!II;:Ii ~ ;:Ii 
!!II;:Ii !!II ;:Ii!!ll ;:Ii!!ll;:li .. 
412111 PRINT" ;:Ii !!II ~;:Ii!!ll ;:Ii !!II ;:Ii~;:Ii ~ ;:Ii 
!!II ;:Ii!!ll;:li!!ll ;:Ii!!ll;:li" 
4121 1 2 PR 1 NT" ;:Ii!!ll ;:Ii !!II ;:Ii !!II ;:Ii!!ll~;:Ii!!ll;:li 
!!II ;:Ii!ll;:li!!ll ;:Ii!!ll;:li" 
4 0 1 3 P R I NT" ;:Ii !!II :tiP'" !!II ;:Ii !!II ;:Ii!!ll ;:Ii!!ll;:li 

!II ;:Ii!!ll;:li - ;:Ii 
412114 PR I t-iT ";:Ii !!!!!!'"'" ;:Ii !!II ;:Ii!!ll ;:Ii!!ll;:li!!ll 

;:Ii !!II ;:Ii!!ll ;:Ii!!ll;:li 
412115 PR I NT" ;:Ii~;:Ii ~ ;:Ii!!ll ;:Ii!!ll:tiP'"!!II;:Ii 
!!II ;:Ii!!ll;:li!!ll ;:Ii!!ll;:li" 
4121 1 6 PR I NT" ;:Ii!!ll~;:Ii!!ll ;:Ii !!II ;:Ii JI'"' !!!!!!'"'" ;:Ii !!II 

;:Ii !!II ;:Ii!!ll ;:Ii!!ll;:li" 
412117 PRINT" ;:Ii!!ll ;:Ii!!ll;:li !!II;:Ii!!!!!!,",";:Ii 

!!II ;:Ii!!ll;:li!!ll;:li !!II ;:Ii 
41212121 PRINT 
41213121 PR I NT .. ;:Ii !!II ;:Ii !!II ;:Ii !!II ~ 

;:Ii !!II;:Ii ~ .. 
412131 PR I NT" ;:Ii !!II ;:Ii !!II ;:Ii !!II ;:Ii ~ 
II! ;:a!!!!i!;:Ii!!ll ~;:Ii ~ .. 
412132 PR 1 NT .. ;:Ii !!II ;:Ii !!II ;:Ii II!! ;:Ii 
~ tIII!!I;:Ii!!ll ~;:Ii" 
4033 PR I NT .. ;:Ii !!II ;:Ii !!II ;:Ii !!II ;:Ii !!II 
~;:Ii ~ ;:a !!II ;:a !!II ;:Ii" 
412134 PR I NT •• ;:Ii !!II ~ ;:Ii !!II ;:Ii!!! ;:Ii 

!!I ~;:Ii ..... !!II ;:Ii !!II ;:Ii" 
412135 PR I t-iT .. ;:Ii JI'"' ~!!II ;:Ii !!II ;:Ii !!II 
~;:Ii !i!I;:Ii!!ll :tiP'" " 
412136 PR I NT •• ;:Ii ~;:Ii!!ll ;:Ii !!II ;:Ii !!II 

..... ;:Ii !!I ;:Ii !!I :tiP'" !!!!!!'"'" •• 
412137 PR I NT" ;:Ii!!!!!!'"'" ~;:Ii!!ll;:li !!II ;:Ii !!II 

....;:Ii !!!!!!'"'" .. 
41214121 PRINT 
412145 PRINT 
41215121 PRINT". B¥ FRANK MIKULASTI 
K" 
412155 PRINT 
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~a!~c~~XNT". <C~ 1984 FANFARE HOUSE 
41121121' POKE5~275.255:XFFX=1THENRETURN 
412121 GDSUB7aa 
4125 POKEV+13.155 
4126 GOSUB52aa 
4127 FORX=631T064e:POKEx.e:NEXT 
413121 GOSUB2aae 
414121 GETA$:XFA$=""THEN41~a 
415121 FORX=1T07:POKEV+X*2+1.e:NEXT 
4155 POKE53275.64 
419121 RETURN 

PRXNT XNSTRUCTXON SCREEN 
4191 : 
4192 REM 
4193 
421210 
421215 
4211 

FORX=OT07:POKEV+X*2+1.e:NEXT 
PRXNT"::::II":POKE5328a.I2I:POKE53281.14 
PRXNT":-:J=O 

4212 PRXNT":-:JRII .,..OU MUST LAND THE BALLOON 
ON ALL OF " 

4213 PRXNT":-:J=O 

4214 PRXNT":-:JRII THE LANDXNG PADS <1121 POXN 
TS EACH~. THE" 
4215 PRXNT":-:J=O 

4216 PRXNT":-:J=O SPACE BAR CONTROLS THE BA 
LLOON~S HEATER" 
4217 PRXNT":-:J=O 

4218 PRXNT":-:J=O WHXCH WXLL MAKE XT START 
TO RXSE. THE .. 
421S11 PRXNT":-:J=O 

422121 PRXNT":-:JRII WXND BLOWS THE BALLOON LE 
FT AND RXGHT. .. 
4221 PRXNT":-:J=O 

4229 PRXNT":-:J~ 

4231 PRXNT":-:J~ .. 
4232 PRXNT":-:J~ 

4233 PRXNT"lIIDIDII" 
4234 PRXNT" ~.. .." 
4235 PRXNT" l:1li 
4236 PRXNT" l:1li II! ~ m .... 
4237 PRXNT" III II! l:1li 
4238 PRXNT" GI. l:1li 
4239 PRXNT" l:1li .. ; 
424121 POKEV+37.7:POKEV+3S.2:POKEV+45.S 
4269 POKEV+2.2aa:POKEV+3.2I21a:POKEV+16.64 
: POKEV+12. 5121: POKEV+13. 17121 
4272 GOSUB52aa 
4273 FORX-631T064a:POKEx.I2I:NEXT 
4275 GETA$:XFA$== .... THENGOT04275 
4280 FORX=1T07:POKEV+X*2+1.a:NEXT 
4390 RETURN 
4990 : 
4991 REM SOUND ROUTXNES 
4992 
501210 POKES1+24.15 
51211215 FORJ=1T03 
51211121 POKES1+6.15:POKES1+5.S*16+9:POKES1+ 
4.17:POKES1.N<J.2~:POKES1+1.N<J.1~ 
512111 POKES1+12.15:POKES1+13.15:POKES1+11 
.33:POKES1+7.N<J.2~:POKES1+S.N<J.1~ 
5015 POKEV+29.a:FORX=1T01aa:NEXT:POKEV+2 
3. 127:FORX=1T01aa:NEXT 
5016 POKEV+29.63:FORX=1T01aa:NEXT:POKEV+ 
23.64:FORX=1T01I21a:NEXT 
512117 POKES1+4.16:POKES1+5.a:POKES1+6.a 
512118 POKES1+11.32:POKES1+12.a:POKES1+1~. 
a 
5a1S11 NEXT 
51212121 FORK=aT024:POKES1+K.a:NEXT 
512122 XF.,..>70THENSV=-1 
5023 XF.,..<7aTHENSV=1 
512124 XFX>3aaTHENSU=-1 
512126 XFX<3aaTHENSU=1 
51213121 FORX-.,..T07aSTEPSV:POKEV+13.X:NEXT 
51214121 FORX-XT03aaSTEPSU 
512142 x F x >255THENRX= < RXOR < 2 "N5 ~ ~ : PC'KEV+ 16 • 
RX ; P·OKEV+ 12. X -255 : GOT05a5a 
512144 POKEV+12.X 
51215121 NEXT 
506121 POKEV+31.a 
51219121 RETURN 
512199 : 
511210 FORJ=aT024:POKES1+J.0:NEXT:POKES1+2 
4.15 
511211 POKES1+5.15:POKES1+6.15 



5102 XFFL<>lTHENPOKEV+37.S'POKEV+3S.2'PO 
KEV+45.7 
5110 FORJ=1.T015 
5113 XFFL<>lTHENPOKEM1+6.FX<J~ 
51~5 FORX=0T05'POKEV+3~+X.0'NEXT 
5120 POKE53281.J'POKE53280.J-l 
513121 POKES1+24.16-J'POKES1+4.12~'POKES1+ 
5. 15'POKES1+1. 13-J'POKES1.73-J*3 
3135 FORX-0T03'POKEV+3~+X.l'NEXT 
3140 POKES1+4.0 
315121 NEXT 
516121 FORJ=aT024'POKES1+J.0'NEXT 
5170 POKE53281.14'POKE3328a.6'POKEV+38.2 
'POKEM1+6.17 
51~a RETURN 
5199 • 
52121121 FORx=aT024'POKES1+X.a'NEXT 
5210 POKES1+24.13 
522121 FORX=lT020aSTEP7 
3225 POKES1+4. 17'POKES1+3. 16'POKES1+6. 13 
'POKES1.X'POKES1+l.X 
5230 FORJ=lT03'NEXT 
5240 POKES1+4.16 
5250 NEXT 
5260 POKES1+4.0 
5290 RETURN 
5497 • 
5498 REt ... 
3499 

GOOD LANDXNG 

530121 FORK=lT03 
5505 POKES1+24.15 
5310 POKES1+6.15'POKES1+5.8*16+9'POKES1+ 
4.17'POKES1.N<4-K.2~'POKES1+1.N<4-K.l~ 
5313 POKES1+12.15'POKES1+13.15'POKES1+11 
.33'POKES1+7.N<4-K.2~ 
3514 POKES1+8.N<4-K.l~ 
552121 POKEV+23.0'FORX=lT0100'NEXT'POKEV+2 
9. 127'FORX=lTOla0'NEXT 
5530 POKEV+23.64'FORX=lT010a'NEXT'POKEV+ 
29.63'FORX=lT0100'NEXT 
5535 POKES1+4.16'POKES1+3.a'POKES1+6.0 
5537 POKES1+11.32'POKES1+12.a'POKES1+13. 
B 

NEXT 
FORK=0T024'POKES1+K.0'NEXT 
GOSUB800 
FORK=631T0640'POKEK.0'NEXT 
RETURN 

5540 
5545 
553121 
556121 
539121 
599121 
5991 REM 
3992 
6291 
631210 
6310 
6320 
6330 
634121 
6330 
6360 
6370 
638121 
6390 
6400 
6410 
6420 
643121 
6572 
6580 
6590 
660121 
6610 
662121 
6630 
6640 
6630 
6660 
6670 
6680 
66~0 
6700 
671121 
6712 
6728 
6730 
6740 
6750 
6760 
677121 
678121 
6790 
6800 
681121 
6820 
6830 

REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REt ... 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

SPRXTE DATA 

CLOUD 1 

o 
130.0.10.130.160 
42.11213.168.169.103 
106.165.11215.90.165 
170.~0.165.170.~0 
165.170.~0.37.170 
88.37.105.88.41 
105.104.9.105.96 
10.103.160.2.83 
128.2.130.128.0 
130.0.0.130.0 
0 ... 10 ... 0 ... 0",0 
0.121.20.121.0 
20.#0 ... 01 

BALLOON WXTH HEATER 
121.130.0 
10.130.160.42.103 
168.169.103.106.163 
103.~0.163.17e.90 
163.170.~0.163.170 
~0.37.17a.88.37 
103.88.41.103.104 
9.103.96.10.103 
160.2.83.128.2 
130.128.0.130.·0 
0. 130.0.0 .. 0 
0.0.60.0.0 
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6840 
6850 
68S11 
6S1aa 
6S11a 
6S12a 
6S13a 
6S14a 
6S15a 
6S160 
6S170 
6S18a 
6S1S1a 
7121121121 
71211121 
71212121 
712130 
7'12135 
71214121 
705121 
7060 
71217121 
71218121 
7aSla 
7'1121121 
711121 
712121 
7130 
714121 
7'15121 
7'16121 
717121 
7175 
7180 
71S1a 
72121121 
7210 
7220 
7'23121 
7'24121 
725121 
7'26121 
7'27121 
728121 
72S1a 
7'3121121 
731215 
731121 
732121 
7330 
7340 
7'35121 
7360 
737121 
738121 
7'3S10 
74121121 
741121 
742121 
743121 
7440 
7445 
7'45121 
746121 
747121 
748121 
74S1a 
7'51210 
7'510 
752121 
7'53121 
7540 
755121 
756121 
757121 
75S18 
76121121 
761121 
7'62121 
7'63121 
7'64121 
7'650 
766121 
7'67121 
768121 
7'6S10 
7'7'0121 
7'71121 
7720 
7730 
7735 
7'7'40 
7750 
7760 

DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 

BALLOON EXPLOSXON 1 



7'7'7'0 DATA 
7'7'80 DATA 
7'7'90 DATA 
7'800 DATA 
7'810 DATA 
7'820 DATA 
7'83,0 DATA 
7'8140 DATA 
7'850 DATA 
7'860 DATA 
7'87'0 DATA 
7'87'5 REM 
7'880 DATA 
7'890 DATA 
7'900 DATA 
7'910 DATA 
7'920 DATA 
7'930 DATA 
7'940 DATA 
7'950 DATA 
7'960 DATA 
7'97'0 DATA 
7'980 DATA 
7'990 DATA 
8000 DATA 
20000 : 
20010 REM 
20020 

RESTORE MEMOR ..... 

20030 POKE 648.4:PRJ:NT"::;I":STOP 
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Death Valley Patrol 
Igor Tulchinsky 

o 
1 
2 
3 
4 
5 
6 

REM 
REt .... 
REM 
REM 
REM 
REt .... 

7" REM 
S 

*******************************~~ 
* DEATH VALLEY PATROL * 
* BY XOOR TULCHXNSKY * 
* <C> 19S4 FANFARE HOUSE. XNC. * 
* BOX 3062. HOUSTON. TX 7"7"253 * 
**************~**~~****~~******** 

X t·~ X T X AL X ZAT X ON 

~ POKE46.60:POKE52.60:CLR:OOSUB36000 
10 OOSUB30000:00SUB32000:00SUB31000:POKE 
5427"6.12~:Q=PEEK<5327"S>+PEEK<5327"~> 
17" 
1S REM 
1~ : 

MAXN LOOP 

20 PK=PEEK<56320>:POKE5427"3,~:OS=OS-.015 
~NM-.02 . 
21 XFOS-XNT<OS><.1THENOOSUB1000 
22 XF<C1AND3>~2THENPOKE2041+XNT<RND<S>~3 
>.T<C1~~00~+RND<S>~2:XFC1>3150THEN40000 
23 XF<PEEK<5327"~>AND1>=1THENOOSUB33000 
24 XF<PEEK<5327"S>AND1>=1THENOOSUB34000 
2~ XFPK=127"THEN200 
30 XF<PKAND1>=0THENDV=DV-.7":XFDV<-10THEN 
DV=-10 . 
40 XF<PKAND2>=0THENDV=DV+.7":XFDV>10THEND 
V=10 
50 XF<PKAND4>=0THENDX=DX-.7":XFDX<-10THEN 
DX=-10 
60 XF<PKANDS>=0THENDX=DX+.7":XFDX>10TH~ND 
X=10 
200 X=X+DX:V=V+DV:DX=DX+DX<X~26.V~24>:DV 
=DV+DV<X~26.V~24>:POKE5427"3.50 . 
210 XFX>30ANDX<244ANDV>50THENPOKEV.X:POK 
EV+1.V:POKE2040.S<C1AND1>:C1=C1+1:00T020 
215 XFNM=3THENTP=TP+3~<LV-1>:CR=CR~3 
220 XFX<30ANDNM=3THENTRP=RP+.5:00T0250 
225 XFX<30ANDNM<3THENX=30:DX-2 
22~ XFX>244ANDNM<3THENX~244:DX=-2 
230 XFX>244ANDNM=3THENRP=RP+1:CR=CR+2:00 
T0250 
240 XFV<50ANDNM=3THENRP=RP+3:CR=CR+1 
245 XFY<50ANDNM<3THENY=50:DY=2 
250 XFNM<>3THEN260 
254 SCdSC+XNT<36000~TX>~100*<3~NK> 
255 X FT X <36000*SON < 3'-NK > THENPR X NT" .lJIRlllllueM 
.:.:.;!;~~ < 1 1 > .. ;:![BONuS:!!! :a" x t-iT < 36000~T X > * 1 00* < 3 

256 XFTX<36000THENPOKE5427"6.33:FORX=1T01 
00:POKE5427"3.RND<S>~100+150:NEXT:POKE542 
7"6.12~ 
257"X=40:Y=63:00SUB31000:POKEV.X:POKEV+1 
.Y:Q=PEEK<5327"8>+PEEK<5327"~> 
260 OOT020 
~~7" : 
~gS REM 
ggg : 

ADJUST FUEL OAUOE 

1000 POKE552g6+35+40~<20~XNT<OS».32:XFO 
S<1THEN40000 
1010 C2=C2+1'XF<C2AND3><>2THEN1030 
1020 AA_RND<S>*1a:BB=RND<S>*10:DX<AA.BB> 
=DX<AA.BB>*2:DY<AA.BB>-DY<AA.BB>*2 
~~~~ RETURN 
gggS REM HELXCOPTER­
gggg : 

1 

10000 DATA 0.15.255.0.55.254.0.48.0 

Death Valley 
Patrol 

Program 
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10001 
10002 
2 
10003 
1012104 
10005 
1001216 
10007 
10008 
1000:9' 
10010 
1012111 
1121012 
2 
10013 
10014 
10015 
10016 
10017 
10018 
101211:9' 
10020 
1121021 
100022 
10023 
1012124 
1012125 
10026 
10027 
10028 
1002:9' 
10030 
10031 
10032 
10033 
10034 
10035 
10036 
10037 
10038 
1003:9' 
10040 
10041 
10042 
10043 
10044 
10045 
10046 
10047 
10048 
1004:9' 
10050 
10051 
10052 
10053 
10054 
10055 
10056 
1012157 
10058 
1005:9' 
10060 
10061 
10062 
10063 
10064 
10065 
10066 
10067 
10069 
1006:9' 
10070 
10071 
10072 
10073 
10074 
1121075 
1012176 
10077 
10079 
112107:9' 
1012180 
10081 
10082 
10083 
10084 
29 
10095 
1121096 
5.255 
10097 
10099 
1009:9' 
100:9'0 

DATA 
DATA 

DATA 
DATA 
DATA 
DATA 

REM 

DATA 
DATA 
DATA 

DATA 
DATA 
DATA 
DATA 

REM 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

REM 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

REM 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

REM 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

REM 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

REM 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

REM 

DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 

REM 

DATA 

240.49.0.49.62.121.63.227.128 
63.224.1:9'2.1.255.224.0.255.1:9' 

0.127.129.0.60.0.0.0.0 
0.0.121.0.0.0.0.0.0 
0.0.0.0.121.121.0.0.0 
121.0.0.0.0.0.0.0.0 

HELI:COPTER 2 

0.127.129.0.60.0.0.O.O 
0~B~0~0~0~0~0~e~B 
e~0#0#e#0#e#0#0#e 
0#0#0#0#0#0#0#0#0 

VI:CTI:M - 1 

VI:CTI:M 2 

VI:CTI:M 3 

VI:CTI:M - 4 

VI:CTI:M 5 

VI:CTI:M 6 

VI:CTI:M - 7 

0.0.0.0.0.0.0.0.0 
0.0.0.0.0.0.0.0.0 
0.0.0.0.0.0.0.0.0 
0.0.0.15.0.O.63.1:9'2.0 
255.224.0.63.255.129.31.131.1 

6.1.128.6.0.0.1:9'9.O.6 
1:9'9.63.207-.255.255.255.255.25 

VI:CTI:M - 9 
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DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

1l12lil12li91 
1l12lil12li92 
1l12lil12li93 
1l12lil12li94 
1l12lil12li9::5 
1l12lil12li96 
5.255 
1l12lil12li97 
1l12lil12li98 REM 
1l12lil12li99 
1l12li1l12lil12li 
1l12li1l12li1 
1l12li1l12li2 
1l12li1l12li3 
1l12li1l12li4 
1l12li1l12li5 
1l12li1l12li6 
1l12li1l12li7 
1l12li1l12li8 REM 
1l12li1l12li9 
1l12li15l12li 
1l12li151 
1l12li152 
5.63 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

LANDXNG DETECTOR 

EXPLOSXON CLOUD 

1l12li153 DATA 252.243.159.126.127.124.55.12 
5.23l12li 
1l12li154 DATA 27.255.254.6l12li.115.56.12::5.255. 
184 
1l12li155 DATA 249.255.252.124.255.158.63.35 
.124 
1l12li156 DATA 31.254.12l12li.3.135.224.l12li.l12li.l12li 
29997 
29998 REM 
29999 

SPRXTE XNXTXALXZATXON 

3l12lil12lil12lil12li V=53248:SM=II2II:FORX=12288T013112113I1211STEP 
4:SM-SM+PEEK<X>:NEXT:XFSM=9481THEN31121111211111211 
3l12lil12lil12li5 RESTORE:FORX=II2IITOll:FORJ=II2IIT062:READ 
Q: POKE12288+X*64+J.Q: NEXT: NEXT 
3l12lil12li1l12li POKE211211411211.192 
3l12lil12li2l12li POKE21121141. 195:POKE21121142. 195:POKE21121143 
.195 
3l12lil12li3.l12li T<II2II>=194: T< 1 >=196: T<2>=19S: T<3>=211211 
l12li 
3l12lil12li4l12li POKE21121144.2112112:POKE21121145.2112112:POKE2112114b 
.2112112:POKE21121147.2112113 
3l12lil12li5l12li POKEV+39.1:POKEV+411211.1:POKEV+41.II2II:P 
OKEV+42.9:POKEV+43.8:POKEV+44.S:POKEV+45 
,8 
3l12lil12li6l12li X=411211:¥=63:POKEV+46.11 
3l12lil12li8l12li POKEV+29.16+32+64+128 
3l12lil12li9l12li POKEV+23,128:POKEV+16.II2II:POKE53275, 
16+32+64 
3l12lil12li95 GS=111211.9:DF=-.1I2II95:DX=2:D¥=-1:S<II2II>=1 
92:S<1>=193 
3l12li1l12lil12li POKEV+21.14:RETURN 
3l12li997 : 
3l12li998 REM 
3l12li999 : 

CREATE BACKGROUND 

31l12lil12lil12li PR X NT ... ::M0t8D1D1 ....... DQjQ)Q .. : POKE53281 , 8 : POK 
E532811211.6:POKEV+21.II2II:POKE54276.17:NM=1I2II 
31l12lil12li5 NH=II2II:AG-AG*.8:DF=DF+.l:NK=II2II:TXS-"1I2II 
l12lil12lil12lil12lil12li" 
31l12li1l12li FORX-1T015 
31l12li2l12li PRXNT";III 

.. ; : POKE54273. 255-X*111211: NEXT 
31l12li3l12li PRXNT";III .. ; 
31l12li4l12li POKE21121123.1611211:POKE56295.9 
31l12li5l12li C"'6:B=6 
31l12li6l12li FORA=lT033STEP6 
31l12li7l12li GOSUB3191121111211:E=XNT<R*111211>:XFABS<E-D» 
1 II2IITHEN31 l12li7l12li 
31l12li8l12li D-E:GOSUB3171121111211:NEXT 
31l12li81 GOSUB3191121111211:A=XNT<R*4>*6+1:B=5:C=6: 
D=19:GOSUB3171121111211 
31l12li82 FORX=A+5T0311211:Q=SXN<Xr4>*2+3:FORJ=B 
+D-4-QTOB+D-Q:POKElI121124+X+411211*XNT<J>.32 
31l12li83 POKE::54273.ABS<Q>*2 
31l12li84 POKE55296+X+XNT<J>*411211.2:NEXT:NEXT 
31l12li8::5 PRXNT"."TAB<31>; : FORX=II2IIT0211211:PRXNT" 
.. .. ........... ; : NEXT 
31l12li86 FORJ=2I1211T024:FORX=31T039:POKElI121124+X 
+J* .... 1I2II.1611211 
31l12li87 POKE55296+X+J*411211.2:NEXT:NEXT 
31l12li9l12li GOSUB3191121111211:FORX=II2IIT01:POKEV+7.11211 
311l12lil12li GOSUB3191121111211:P<X>=XNT<R*4>*48+R*211211-1 
1+411211:POKEV+3+2*X.II2II:POKEV+2+2*X.P<X> 
311l12li::5 POKE21121141+X.195:NEXT 
311l12li6 ZFABS<P<II2II>-P<1»<2I1211THEN3111211911211 
311l12li7 POKEV+21.14 
3111l12li FORX=II2IIT01:Q-PEEK<53279>:C=1I2II 
3112l12li POKEV+3+2*X.C:C=C+3:POKE54273.255-
C 
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31131121 Q=PEEK<53279~:Z=SXN<s~*e+PEEK<5327 
9~:XFz=eTHEN3112e 
31141121 POKEV+3+2*X.C-11:POKE2e41+X.194 
31151121 FORZ=1T03e:Q-PEEK<53279~:NEXT:NEXT 
:POKE2e43.194 
31155 POKEV+6.24e:POKEV+7.1SS 
31161121 POKEv+s.p<e~-13:POKEV+9.PEEK<V+3~+ 
5 
31171121 POKEV+1e.p<1~-13:POKEV+11.PEEK<V+5 
~+eii 
31181121 POKEV+12.PEEK<V+6~-8:POKEV+13.PEEK 
<V+7~+1eii 
31191121 POKEV+21.2S4 
31211211121 Q=PEEK<53279~+SXN<8~~:PS-PEEK<S32 
79~ORPEEK<S3279~ORPEEK<S3279~ 
31211121 PRXNT"3IIDAlIIDI11C1P11 .. 
31221121 PR X NT" .......... ttII;11 !!!!=-:BASE ICIPII .. 
31231121 PR X NT .. _-'e'e'IOI'4I;II .. 
31241121 POKEV.X:POKEV+1.¥ 
31251121 FORX=2eT01eSTEP-1:POKE1e24+3eii+4e*x 
• 161121: POKEeiieii296+3eii+4e*x. 1121: NEXT 
31261121 FORX=2eT02e-GSSTEP-1:POKE1e24+3S+4 
e*X~16e:POKEeiiS296+35+4e*x.7:POKEe>4273.X* 
11121: EXT 
312 5 XFF=1THENRETURN 
31271121 POKE1e24+3S+4e*8.6:POKE5eii296+3e>+4e 
*8.1 . 
31281121 POKE1e24+3S+4e*22.e>:POKEeiieii296+3eii+4 
1121*22.1 
31291121 PRXNT"."TAB<33~")WQOIIISCORE" 
31291 LV=LV+1 
31292 LV$=STR$<LV~:LV$=MXD$<LV$.1.LEN<LV 
$~-2~ 
31293 CR$=STR$<CR~:CR$-MXD$<CR$.1.LEN<CR 
.~-2~ 
31294 PRXNT .. iI::8 ....... ~EVEL: "LVTAB< 16~ "VAL 
LE¥ : .. CR+TP+ 1 
3129eii FORx=eT03e:POKE1e24+24*4e+X.PEEK<1 
e24+X>+128:POKEe>eii296+24*4e+X.1:NEXT 
31296 PRXNT". 
31311211121 GOSUB3e>eee: PR X NT" 3IIDAlIIDI1" .. •••••••••••• 
••• =-GET READ¥" 
31321121 FORx=eT01e:FORJ=eT06:DX<X.J>=<RND< 
8>-.S>*DF:D¥<X.J>=<RND<8>-.e»*DF 
3132S POKEeii4273.X*1e+J 
31331121 NEXT:NEXT:DG=DFr2 
31341121 FORX=II2IT01e:FORJ=7T01e:DX<X.J~=<RND 
<8>-.5>*DG:D¥<X.J>=<RND<S>-.S>*DG 
3134e> POKES4273.J*1e+x 
313eiie NEXT:NEXT 
313e>e> PR x NT .. 3IIDAlIIDI1" .. •••••••••••••• .. 
316e>e X=4e:Y=63:DX=4:DY=e:POKEe>4276.129: 
POKEV+21.2e>S:RETURN 
31697 : 
31698 REM CLEAR A HOLE 
31699 : 
31711211121 FORX=ATOA+C-1:POKEeii4273.Xr3:FORJ=B 
TOB+D-2 
31711121 POKE1112124+J*4e+X.32:NEXT:NEXT:RETUR 
N 
31897 
31898 REM CREATE A PSEUDORANDOM NUMBER 
31899 : 
31911211121 RP=RP+1:R=ABS<SXN<RP>+SXN<RP*2>~:R 
=R*1I121e:R=R-XNT<R>:RETURN 
31997 : 
31998 REM SOUND XNXTXALXZATXON 
31999 : 
32112111211121 FORX-eii4272T054296:POKEX.e:NEXT 
32112111121 POKES4296.1S:POKEe>4277.96:POKEe>427 
8. 241121: POKEe>4276. 17:RETURN 
32997 : 
32998 REM SPRXTE-BACKGROUND COLLXSXON 
32999 
33112111211121 XFPEEK<V+1»740RPEEK<V»6eTHEN33e7 
1121 
33112111216 POKEeii4276.33:XFABS<DX»20RABS<DY» 
2THEN33e8e 
33010 AG=AG+10.2-GS:DX=1:XFAG>e>0THENPOKE 
e>4276.129:¥=Y-3:POKEV+1.¥:RETURN 
33112141121 GS=10.9:F=1:GOSUB312S0:F=0:Y=Y-3:P 
OKEV+1.Y:DY=-1:POKEe>4276.129:POKEV+21.25 
4 
3304e> DX=1:D¥=-2 
330e>e POKEV+21.25e>:Q=PEEK<53278>+PEEK<e>3 
279>:PS-PEEK<S3279>ORPEEK<S3279> 
33061121 PS=PSAND2e>4~RETURN 
33112171121 ZQ=<PEEK<e>3278>*0+SXN<8>*0+PEEK<S3 
278»:XF<ZQAND1>=1THEN333e0 
33081121 POKEe>4276.129:POKEV+16.0 
33091121 POKEV+14.PEEK<V>-12:POKEV+1e>.PEEK< 
V+1~-12:POKEV+21.2e>4 
33111211121 FORX=1e>T01STEP-.3:POKEV+46.RND<S>* 
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15:POKE54296.RND<S)*5+X:POKE54273.2a+x 
3311121 POKEV+14.PEEK<V)-RND<S)*3+1.5:POKE 
V+15.PEEK<V+15)-RND<S)*3+1.5:Q=SXN<S):NE 
XT 
3312121 POKEV+16.12S:POKEV+15.255:POKE5429 
6. 15:Dx-a:Dy=a:POKE54276.33 
3313121 POKEV+21.255:Q=PEEK<5327S)+PEEK<53 
279):X=4a:Y=65:POKEV.X:POKEV+l.Y 
3314121 NH=NH+l:XFNH=5THEN4aaaa 
3315121 RETURN 
33297 
3329S REM VXCTXM RESCUE 
33299 
333121121 Q=PEEK<5327S)*a+SXN<S)*a+PEEK<5327 
S):ZZ=Q:XF<QAND1)=aTHEN334aa 
3331211 XFDX>30RDY>3THEN33asa 
3331215 POKE54276.33:POKE54273.7a:Z=SXN<S~ 
2~) 
3331216 Q-PEEK<5327S)*a+SXN<S)*0+PEEK<5327 
S):ZZ=Q 
3331121 XF<QAND16)=16THENNM=NM+l:POKEV+3.0 
:POKEV+9.0:XF<QAND2)<>2THENSC=SC+la~<NM­
NK) 
33320 XF<QAND32)=32THENNM=NM+l:POKEV+5.0 
:POKEV+ll.0:XF<QAND4)<>4THENSC=SC+10~<NM 
-NK) 
33330 XF<QAND64)=64THENNM=NM+l:POKEV+7.0 
:POKEV+13.0:XF<QANDS)<>STHENSC=SC+10~<NM 
-NK) 
3334121 GOSUB35a00:Q=PEEK<5327S)+PEEK<5327 
9):POKE54276.129:PS=SXN<S)*a+PEEK<5327S) 
33350 Y=Y-DY-3:POKEV+l~Y:Q=PEEK<5327S)+P 
EEK<53279):DY=-3:RETURN 
33400 RETURN 
33997 : 
3399S REM SPRXTE-SPRXTE COLLXSXON 
33999 
3400121 Q=PEEK<5327S) 
34010 XF<QAND2)=2THENQ=lS:NK=NK+l:SC=SC+ 
5: GOSUB35aaa:GOT033310 
34020 XF<QAND4)=4THENQ=36:NK=NK+l:SC=SC+ 
5: GOSUB3500a:GOT033320 
3412130 XF<QANDS)=STHENQ=72:NK=NK+l:SC=SC+ 
5: GOSUB35000:GOT033330 
34040 RETURN 
34997 : 
34998 REM PRXNT SCORE 
34999 : 
3500121 S$=STR$<SC):S$=RXGHT$<S$.LEN<S$)-l 
) 
35010 XFLEN<S$)<5THENS$="a"+S$:GOT035010 
3512120 PRXNT">=I'UiQlI!W!:I"TAB<33)"=-"S$:RETURN 
35997 : 
35998 REM PRXNT TXTLE SCREEN 
35999 : 
36000 PR X NT ":::hOUItIUWW'UllOU" : POKE5328 1 • 1 
3612108 PRXNTTAB<9)";a 
" 
3612110 PRXNTTAB<9)";a DEATH VALLEY PATROL 

36012 PRXt-iTTAB<9)";a 
:.00" 
3612120 PR X NTTAB < 17) "~ B·... :.00" 
36030 PRXNTTAB<11)"~ XGOR TULCHXNSKY :.00 
)Q)IQ)IQ" 
36040 PRXNTTAB<6)"<C) 1984 FANFARE HOUSE 
• XNC.":GOSUB30a00:GOSUB32000 
361215121 POKE54276.33:POKEV+3.72:POKEV+5.72 
:POKEV+7.72:POKEV+23.255:POKEV+29.255 
36060 POKEV+2.110:POKEV+4.165:POKEV+6.22 
o 
36065 POKEV+40.0:POKEV+41.5:POKEV+42.10 
36070 POKEV+21.255 
361218121 FORX=lT075:POKE2041+RND<8)*3.194+R 
ND<8)*4:Q=SXN<S):POKE54273.RND<8)*20:NEX 
T 
36090 POKEV+3.0:POKEV+5.0:POKEV+7.0:POKE 
54296.0: RETURN 
39997 : 
39998 REM ENDXNG 
39999 : 
40000 POKE54276.33:FORX=laT0100STEP5:FOR 
J=X+10TOXSTEP-l:POKE54273.X+J:NEXT:NEXT 
4012110 POKE54296.0:POKEV+21.0 
40015 POKE53281.0 
40020 XFPEEK<5632a)=127THEN40020 
4012130 RUNla 

Death Valley 
Patrol 

Program 





Mission: Tobar 
Charles Mott, J r, 

o REM ********************************* 
1 REM * MXSSXON: TOBOR <PART 1> * 
2 REM * BY CHARLES MOTT~ JR. * 
3 REM * <C> 1~S4 FANFARE HOUSE~ XNC. * 
4 REM * BOX 3062 HOUSTON~ TX 77253 * 
5 REM ********************************* 40 : 
50 REM XNXTXALX2ATXON 
60 : 
70 PRXNT";:':I":POKE532S1~2:POKE532S0~0:S=54 
272 
S0 FORT=1T0230:GOSUB2000:NEXT 
100 )($<1>=" ~ ~ ~ r:ir"' 

..... ~ r:ir"' ..... ~ ~" 
110 X$<2>=" ... __ .... • ... ~ ... .... .... .... .... . .. 
120 )($<3>=="", ..... ........ 

... !!II!'" !!!... .... ..... ... 
130 X$<4>=" ... .-... • ... • ..... l:1li 

................ III ... 

..... ,.,.. ....... 
l:1li ..... 

............. 
140 )($<5>=" ... • ... • ... 

!!I" 
!!! ........ . 

........ III... .... III l:1li • l:1li ~ ... 
150 )($<6>=" l:1li • I:III"!!! l:1li 

l:1li • l:1li .... • l:1li 111l:1li !!! ... 
160 )(.<7>=" l:1li !!! "l:1li • l:1li 
,.,.. • l:1li !III l:1li !!! l:1li • l:1li • l:1li 
170 )($<S>=" -- __ __ ..... l:1li 
~ ..... I:III I!I!r" __ __ •• 
1S0 2$<i 1 :>=" ,.,.. ..... r:ir"' ,.,.. ..... ,.,.. ...... . 
19'0 2$<2:>=" ..... l:1li ~ l:1li 

• i:II" .... l:1li !III l:1li ~ l:1li !!!" 
200 2$<3>=" I:III!!! l:1li 

!!! l:1li • l:1li III l:1li !!!,.,.. ... 
210 2$<4:>=" l:1li" III l:1li 

l:1li III l:1li • l:1li !!!I" 
220 2$<5:>=" "l:1li !!II! ... III _ l:1li !!! l:1li !!II!" 
230 2$<6:>=" .... ... 

!!!!! II1II III l:1li • l:1li ~I:III ~ •• 
240 2$<7:>=" ... . ... 

_l:1li ~.I:III !!!1:111 ..... .. 
250 2$<S:>=" __ ........ II1II ... ____ •• 

!!III 
!!! l:1li !!II! ." • ,.,.. !!! ." ~""'I:III ..... ,.,.. 
..... !!! l:1li 

..... !!! ... 

..... !!! ... 

..... !!! l:1li 

..... !!II! ... 

..... !!! ... 

~""'I:III 

~ ..... ..... 
~I:III 

!!! ,.,.. 

~ ..... 
~I:III 

!!! ,.,.. 

......... 
260 Y$<1:>="YOUR MXSSXON CODE-NAME: *-T-
O-B-G-R-* ••••• THE ROBOT CONTROL" 
270 Y$<2:>="LED REACTORS ON THE PLANET TO 
BOR ARE RUNNXNG OUT OF COOLANT .. 
2S0 Y$<3:>="PACKS. YOU HA ..... E BEEN ' ..... OLUNTE 
ERED' TO FLY OUT AND DROP NEW P" 
2~0 Y:S<4:>="ACKS TO THE ROBOTS. XF YOU DR 
OP THEM CLOSE ENOUGH ••••• THEN T" 
300 Y:S<5:>="HE ROBOTS CAN CATCH THEM • 
••• WATCH OUT FOR THE PATROL SHX" 
310 Y:S<6:>="P ------- GOOD LUCK! 

320 Y:S<7:>=" ..... 
500 : 
501 REM PRXNT TXTLE SCREEN 
502 : 
510 FORL=0T024:POKES+L~0:NE)(T 
530 POKES+5~9':POKES+15~30:POKES+24~15 

~~: ~g~B~~~~~b~~~~~~t~t~~~b~~~~~~~0~~RX 
NT:NEXT:POKE646~1 " 
600 PR X NT" ~ ••••••••• DlU"'I])o"'I.DU/$iJQ)jllUBY CHARL 
ES MOTT~ JR .... 

Mission: 
Tobar 

Program 
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5117 DATA 48,0,0,48,0,0,49,0,0,49,0,0,48 
~0 ... e ... 4S 
5118 DATA 0.0.48,0.0.48,0.0,48.0.0.49,0. 
0,48.0 
511~ DATA 0.48.0,3,255,0,3.255.0.3,255,0 
... 0 ... 136 ... 0 ... 0 . 
5120 DATA 3,255,0.3,171,0,0.252,0,12.48, 
1~2,51,51,48,48 
5121 DATA 252,48,15,223,1~2,0.220,0,0,22 
0.0,0,220.0,0.252 
5122 DATA 0,0,49.0.0.49.0.0,48.0,0.48,0, 
0,48.0 
5123 DATA 0.48.0.3,255.0,3.255.0.3.255,0 

S~2!3~A~A03'255.0.3.171.0.0.252.0.4'48,6 
4,17,4~,16.16 
5125 DATA 84,16,5,117,64.0.116.0,0,116.0 
,0.116,0,0,84 
5126 DATA 0.0,48,0.0.48.0,0,49,0.0,49,0, 
0.48,0 
5127 DATA 0.49.0.3.255.0.3.255.0.3,255,0 
... 0 ... 136 ... 01 ... 0 
5128 DATA 0.0.0.0,0.0.0.0,0.0.0.0.0,0.0. 
160 
512~ DATA 0.0.~0.168.0,175.255,0.2,170.1 
70,0,255.230,1,~5 
5130 DATA 213.0,255,230.2.170.170,175.25 
5.0,~0,168.0.160,0.0 
5131 DATA 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 
0,256 
o REM ********************************* 
1 REM * MXSSXON: TOBOR <PART 2) * 
2 REM * BY CHARLES MOTT. JR. * 
3 REM * <C) 1~84 FANFARE HOUSE. XNC. * 
4 REM * BOX 3062 HOUSTON. TX 77253 * 
5 REM ********************************* 10 : 
20 REM XNXTXALXZATXON 
30 
40 DATAYOU~RE FXRED!.JANXTOR.CABXN BOY,C 
OOK.PRXYATE,SERGEANT.LXEUTENANT.CAPTAXN 
45 DATAGENERAL.SUPREME COMMODORE 
50 FORT-0TO~:READA$:G$eT)=A$:NEXT 
90 DXMDR<16),FG<16):R=0:PX-l:PS=202:Pl=2 
20:RB=231:SX=54272 
100 SC=1024:MY=100:MX=100:Y=53248:JS=307 
2:S1=2040:S2=2041:S3=2042 
103 S4=2043:S5=2044:S6=2045:S7=2046:S8=2 
047:BR=53280:BK=53281:PH=~:AP=~:U=12 
105 FORK=0T015 
107 READDR<K):NEXT 
127 POKEY+28.255:POKEY+37,2:POKEY+38.0:F 
ORT=0T07:POKEY+3~+T,1:NEXT 
1301 DATA0 ... 1 ... 5 ... 0 ... 7 ... 8 ... 6 ... e ... 3 ... 2 ... 4 ... 0 ... 0 ... 0 ... 5 ... 0 
140 GOSUB800:GDSUB2000:POKEY+21,245 
144 : 
145 REM MAXN CONTROL LOOP 
146 
147 GOSUB2300 
150 GDSUB500:FD=FD+U:XFFD~255THENFD=MY:F 
G<2)=0:POKEY+21.PEEKeV+21)AND<255-8) 
160 POKE53287,-7*<JVC~0):ONDReJY)GOT0190 
,1~0,200.210,220,230.240.250 
170 Pl=220:GOT03~0 
180 MY=MY+AP:Pl=220:POKE54273.10:GOT03~0 
1~0 MY=MY+AP=MX=MX+AP=Pl-225:POKE54273.5 
0=GOT03~0 
200 MX=MX+AP=Pl-222=POKE54273,12:GOT03~0 
210 MY=MY-Ap:MX=MX+AP:P1=224:POKE54273.2 
0=GOT03~0 
220 MY=MY-AP:Pl=220:POKE54273.15:GOT03~0 
230 MY=MY-Ap:MX-MX-AP:Pl-223:POKE54273.1 
1:GOT03~0 
240 MX=MX-AP:Pl=221:POKE54273.8:GOT03~0 
250 MY=MY+Ap:MX=MX-AP:Pl=226:POKE54273.3 
:GOT03~0 
3~0 MX=MX+l:MY=MY-l:XFMX~255ANDFG<1)=0TH 
ENPOKEV+16.PEEKCV+16)OR1:MX=0:FGC1)=5 
3~1 XFMX<0ANDFG<1)=5THENPOKEV+16.PEEKCV+ 
16)ANDC255-1):MX=255=FGC1)=0 
3~2 POKESX+4.12~:XFMY~150THENMY=150 
3~3 XFMYC42THENMY=42 
3~4 XFMX<15ANDFGC1)=0THENMX=15 
3~5 XFMX~65ANDFGC1)=5THENMX=65 
400 POKES1.Pl:POKEV+4,R:R=R+PH:XFR~2550R 
RC0THENPH=-PH: R=R+PH: GOT0420 
410 GDT0430 
420 XFFG<3)-5THENPS=PS-PX:FGC9)=5=XFPS<2 
02THENPS=202=YL=YL+l:GOSUB3200:PS=203 
423 POKES8.PS 
425 XFFGC3)=0THENPS=PS+PX:POKES8,PS 

Mission: Tobor Program 177 

Mission: 
Tobar 

Program 



178 Arcade Games for the Commodore 64 

Mission: 
Tobor 

Program 

427 XFFO<3~ANDFO<9~ANDR<PH+1ANDFO<10~THE 

~~~Kf~~G~~~~~g~~~;~~~g~~~~~~~~~~~~~~POKE 
S3.233:FO<10~=5:REM RED ROBOT 
430 XFPS>216THENOOSUB900:PS=202:R=0:00TO 
127 
435 XFM¥>120ANDFO<2~THENFO<8~=5 
437 XFFO<8~THENPOKEV+21.PEEK<V+21~OR2:PO 
KEV+2.Bp:POKEV+3.120 
438 XFFO<8~THENBP=BP+U+4:XFBP>255THENBP= 
0:POKEV+16.PEEK<V+16~OR2:POKEV+2.BP:FO<7 
~=5:00T0443 
439 XFFO<8~ANDBP><MX-10~ANDBP«MX+10~AND 
M¥>110ANDFO<1~=FO<7~THENPOKES1.219:00SUB 
2000 
443 XFFO<8~ANDFO<7~ANDBP>91THENOOSUB1000 
:POKEV+16.PEEK<V+16~AND<255-2~ 
444 XFM¥=150THENPOKES1.218:00SUB2000 
445 XFFO<2~THENOOSUB950 
450 POKEV.MX:POKEV+1.M¥:POKEV+7.FD:XFFR= 
16THEN150 
475 XFFO<2~THEN150 
480 FO<2~=5:00SUB600:00SUB2300:00T0450 
484 : 
485 REM READ JO¥STXCK 
486 : 
500 JV=PEEK<V+JS~:FR=JVAND16:JV=15-<JVAN 
D15~:POKESX+4.129:POKESX+24.3:RETURN 
520 : 
525 REM MOVE SHUTTLE 
530 : 
600 FD=M¥:FX=MX-11:POKEV+7.FD:XFFO<1~THE 
NPOKEV+16.PEEK<V+16~OR8 
610 XFFO<1~=0THENPOKEV+16.PEEK<V+16~AND< 
255-8~ 
615 XFFX<0THENFX=0 
620 POKEV+6.FX:POKEV+21.PEEK<V+21~OR8:RE 
TURN 
650 
651 REM XNXTXALXZE SPRXTES 
652 : 
800 POKES1.P1:POKES2.234:POKES3.RB:POKES 
4.230 
810 POKES5.227:POKES6.229:POKES7.228:POK 
ES8.PS:POKEV+29. 254: POKEV+23. 254 
820 POKEV.MX:POKEV+1.M¥ 
830 POKEV+2. 0: POKEV+3. 125 
840 POKEV+4.R:POKEV+5.207 
850 POKEV+6.MX:POKEV+7.M¥ 
860 POKEV+8.202: POKEV+9.207: POKEV+43.13 
870 POKEV+10.155:POKEV+11.207:POKEV+44.7 
880 POKEV+12.249:POKEV+13.207:POKEV+45.7 
890 POKEV+16.128:POKEV+14.40:POKEV+15.20 
7 
894 PRXNT"::::I"; :POKEBR.2:POKEBK.12:00SUB11 
00 
895 RETURN 
896 : 
897 REM END OF OAME 
898 : 
900 OOSUB2200 
905 POKEV+21.241:POKEV+16.PEEK<V+16~OR1 
POKEV+23.255:POKEV+29.255:FORT=1T030 
910 POKEBR.2:POKEBK.1:POKEV.40:POKEV+1.1 
90:POKES1.218:POKESX+4.129:FORD=1T030:NE 
XT 
920 POKEBR.1:POKEBK.2:POKES1.219:POKEV+3 
9.2:POKESX+4.128:FORD=1T030:NEXT 
939 NEXTT:POKEBR.2:POKEBK.6:POKEV+21.245 
:POKEV+39.1:FO<1~=5:FO<2~=0 
940 M¥=100:R=0:POKEV+23.254:POKEV+29.254 
: POKES8. 202: PS=202: R=0 
943 LP=¥L:XF¥L>9THEN¥L=9 
944 POKESX+4. 128:POKEV+21.0:POKEBK. 12 
945 PR X NT .. =c " .. liIIA.""""""'., ................... KliAME 

OVER)Q)QI ••••••••••••• ISCORE .. LP; .. - .. ;O$<¥L~ 
946 PRXNT")WQI ••• PRESS FXRE BUTTON TO PLA 
¥ AOAXN" 
94700SUB500:XFFR=16THEN947 
948 POKEV+16.PEEK<V+16~OR1:POKEV+21.245: 
M¥=100:MX=90:¥L=0:PS=202:PH=9 
949 FORT=1T016:FO<T~=0:NEXT:POKESX+4.129 
: RETURN 

950 
951 REM CATCH COOLANT PACK 
952 : 
955 XFR«FX+10~ANDR><FX-10~ANDFO<2~THEN9 
70 
960 RETURN 
970 XFFD<217ANDFD>197ANDFO<2~THENPOKES3. 
232:FO<3~=5:00T0990 
980 RETURN 
990 POKEV+21.PEEK<V+21~AND<255-8~:RETURN 



1000 POKEV+21.PEEK<V+21>AND<205-2>:FG<7> 
=0:FG<S>=0:BP=0:RETURN 
1097 : 
109S REM PRXNT BACKGROUND SCREEN 
1099 
1100 FORT=1T010:PRXNT":a:: 

"; : NEXT 
~~~~-.~t!!.~..J..;':'=~~-=:::-~.-'-.-'-'-.-.-.-'-'-.-.-. 
1104 PRXNT":a:: 

II ; 

1100 PRXNT":a:: 

-::1-1::-::1~0=--=P~R=-=X:-:N~T="~=-=" .::... •••••• __ =-•••••• l:iiOai 1-1 ....................... r 
, , ' • ' i ' , • , ' , ' i ' i I!!!II; 

1 1 10 PR X NT" =- ......... I!!! II:iIIIi _ •••••• l:iiOai ........ FU 
ELm, ' , ' , . ,.REACTORlil-r-'-I!!!!!"; 
1120 PRXNT" =- ........... 
, , ' , ' , '.COOLER:iiiIJ-r-'--r-t!!!!! .. ; 
1125 PRXNT".' . , .•••• K;::Iai 

~ i ~0 'p.~ i ~-r .: .i..' •• ' •• '.I::''' rf::lai .-1-.::1 
, ' , ' , ' , ' , • , ' , ' , ' , ' ,I!!!"; 

...... l:iiOai ~PODliiI-r 

.!!II •• 1:iiO ai I-'-r-'-r 

.!!II •• l:iiOai I--r-'-

1130 PRXNT ........... K;::Iai • L.~;:I _I •• 1:ii01a ~ 
• , • , ' , ' • ' , ' • ' , ' • I • I I!!III; 

1 140 PR X NT" .......... .----=:i2IP' i!!!!!!I" .~ •• l:iiOai ............... 
, I , ' , ' , ' • ' i ' , , I !!!I" ; 
1140 PRXNT··. ::i2IP'!!!!!III"'..;III"'":iil.............-. 

, '. I • ' , ' , ' , I , 'i' 1-"; 
1150 PRXNT". • .... 

l:IJ":POKESC+999.160 
POKEV+3047.9:RETURN 1105 

1197 
119S REM 
1199 

SOUND ROUTXNES 

2000 PS=PS+PX:POKESS.PS:XFPS>216ANDFG<12 
> =0THENGOSUB900 : PS=202 : R=0·: GOTO 127 
2000 FORT=0T024:POKESX+T.0:NEXT 
2010 POKESX+5.136 
2020 POKESX+6.240 
2030 POKESX+24.15 
2040 POKESX+1.4 
2050 POKESX.So 
2060 POKESX+4.129:FORT=10T00STEP-1:POKES 
X+24.T:FORPP=1TOo:NEXTPP.T 
2070 POKESX+4.129 
20S0 POKESX+24.3:MV=90:MX=100:GOSUB2300: 
RETURN 
2090 
2200 
2210 
2220 
2230 
2240 
2250 
+1. L 
2260 
2270 
2280 
2290 

FORL=0T024: POKESX+L,0 = NEXT 
POKESX+1, 130 
POKESX+o, 9 
POKESX+15.30 
POKESX+24,15 
FORL=1T0255STEP5:POKESX+4.20:POKESX 

FORT=1T020:NEXT:POKESX+4.21 
FORT=1T050=NEXT:NEXT:FG<12>=5 
FG<12;'=0:RETURN 

2300 POKESX+o.So:POKESX+6.80:POKESX+24.1 
0:POKESX+1.0:POKESX.185 
2310 POKESX+4.33:FORT=1T030:NEXT:POKESX+ 
4,32:RETURN 
3100 : 
3101 REM 
3102 

PRXNT SCORE 

3200 PRXNT" _ •••••••• 
" 

3205 XFPH>0THENPH=PH+1 
3207 XFPH<0THENPH=PH-1 
3209 XFABS<PH»40THENPH=9 
3210 PRXNT"l:IJ:a:: .VOU 
G POXNTS:= 
3220 PRXNT".=-"TAB<16;'YL 
3230 FORT1=1T015:POKEBR.T1 
T2=1T050=NEXT:NEXT 
3240 POKEBR.2 
3250 RETURN 

HAVE RATXN 

: GOSUB2300: FOR 
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Cosmo F s Rescue 
Frank Mikulastik 

o 
1 
2 
3 
4 
5 
6 

REM 
REM 
REM 
REM 
REM 
REt ... 

7 REM 
8 

******************************** 
* COSMO~S RESCUE * 
* BY FRANK MXKULASTXK * 
* CC~ 1984 FANFARE HOUSE. XNC. * 
* BOX 3062 HOUSTON. TX 77253 * 
******************************** 

INITIALXZATXON 

10 Sl=54272:FG=1:CT=255:POKE53248+21.0 
30 DIM MSC20~.GSC20~.MMC20~ 
37 POKE56578.PEEKC56578~OR3 
38 POKE56576.CPEEKC56576~AND252~ORl 
39 POKE53272.CPEEKC53272~AND15~OR0 
40 POKE648.128:PRINT"::::I"; : GOSUB3300 
45 SM=32768:FORX=40*64+SMT041*64-1+SM:PO 
KEX.0:NEXT . 
46 FORI=16*64+SMT036*64-1+SM:READA:POKEI 
.A:NEXT 
47 FORX=41*64+SMT047*64-1+SM:READA:POKEX 
.A:N~XT . 
76 MSC1~=16:MSC2~=17:MSC3~=16:MSC4~=18:M 
SC5~=16:MSC6~=19:MSC7~=20:MSC8~=19 
77 MSC9)=16:MSC10~=21:MSCll~=16:MSC12~=2 
2 
78 Tl=12 
80 V=53248:CM=55296:Ml=1016+SM 
81 GSC1~=31:GSC2~=32:GSC3~=31:GSC4~=33:G 
SC5~=31:GSC6~=34:GSC7~=31:GSC8)=35 
82 T3=8 
83 MMC1)=41:MMC2)=42:MMC3)=43:MMC4~=44:M 
MC5~=43:MMC6~=42:MMC7~=41 
84 MMC8)=45:MMC9~=43:MMC10~=46:MMCll~=43 
:MMC12)=45 
85 T4=12 
86 A1Cl~=26:A1C2)=27:A1C3)=26:A1C4~=28 
89 T=4 
95 POKEV+21.000:POKEV+28.195:POKEV+29.12 
8:POKEV+23.128 
100 POKEV+39.5:POKEV+40.5:POKEV+41.7:POK 
EV+42.7:POKEV+43.7:POKEV+37.6:POKEV+38.1 
300 FORX=0T07:POKEM1+I.40:NEXT 
303 GOSUB3300 
305 GOSUB3100 
310 GOSUB700 
320 POKEV+30.0 
330 POKEV+31.0 
335 FS=0:ME=3:PRXNT"=s:;J3...EFT 
1.255 
397 : 
398 REM 
399 
400 GOSUB1000 

r ... AXN LOOP 

405 XFFU<=0THENGOT03700 

3":POKEV+2 

407 
410 
413 
415 

Q=PEEKCV+30~ 
IFCQAND33~=33THENGOT03600 
XFCQAND129~=129THENGOT03700 
IFCCQAND65~=65~ANDCCT=0~THENGOSUB430 

o 
420 
425 
430 
440 
450 
490 
695 

Q=PEEKCV+31~ 
XFCQAND1~=lTHENGOT03700 
XFCT=lTHENGOT0450 
GOSUB4000 
GOSUB4100 
GOT0400 

696 REM XNXTXALXZE OREEN ALXEN 

CosmoFs 
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69~ 
700 SP=1:POKEM1.MSCSP):X=32:Y=T5-21:Xl=0 
:Yl=0:POKEV+16.0 
790 RETURN 
795 
796 REM MOVE GREEN ALXEN 
797 
le00 JV=PEEK(56320)=FR=CJVAND16):JV=15-C 
JVANDI5). . . 
1005 Yl=Yl+.2:Kl=40:K2=40:K3=40=PS=0:WF= 
o 
1010 XFFR<>16THENY2=-.4=GOSUBI200:FU=FU-
1 = "'~F=129 
1030 XFJV=40RJV=50RJV=6TH~NX2=-.3=GOSUBI 
300:FU=FU-l:WF=129 
1040 XFJV=80RJV=90RJV=10THENX2=.3=GOSUBI 
400=FU=FU-l:WF=129 
110a X=INTCX+Xl)=Y=INTCY+Yl):SP=SP+PS 
1105 XFSP>T1THENSP=1 
1110 XFX<31THENX-31 
1120 XFY>223THENY=223 
1130 XFY<50THENY=50 
1140 IFX>314THENX=314 
1141 Jl=X-25 
1142 XFJ1>255THENRX=RXOR4:POKEV+16.RX:PO 
KEV+4.JI-255:GOTOl150 
1143 RX=RXANDC255-4):POKEV+16.RX:POKEV+4 
• J·l . 
1150 J2-X+25 
1151 XFJ2>255THENRX=RXORS:POKEV+16.RX=PO 
KEV+6.J2-255:GOTOl160 
1152 RX=RXANDC255-B):POKEY+16.RX'POKEV+6 
.,J2· 
1160 XFX>255THENRX=RXOR17=POKEV+16.RX=PO 
KEV.X-255:POKEV+8.X-255:GOTOl180 
1170 RX=RXANDC255-17):POKEV+16.RX=POKEV. 
X:POKEY+8.X 
1180 POKEV+l.Y=POKEV+5.Y:POKEV+7.Y=POKEV 
+9 .. '+"+22 
1182 POKEM1+2.Kl:POKEM1+3.K2:POKEM1+4.K3 
1183 XFFR=~6ANDCJV=~ORJV=10RJV=20RJV=7)T 
HENPOKEM1.MS~1):GOT01186 
i185 POKEM1.MSCSP) 
li86 POKES1+19. 15=POKES1+20. 15=POKES1+18 
• "'~F , 
1187 POKES1+14.4:POKES1+15.112 
1190 PRXNT";:I:I=<iIiI ............................ . 
U 
1195 
1200 
1210 
12;:::0 
12:9~'" 
1300 
1310 
1380 
1390 
1400 
1410 
1480 
1490 
2094 
2095 REI·1 
2096 

F~ETIJF~t·~ 
",.;' 1 ="T " 1 +"T"2 
F~:3=25 
PS=1 
RETIJRN 
Xl=Xl+X2 
K2=24 
PS=l 
RETURN 
Xl=Xl+X2 
Kl=23 
PS=1 
RETUF~t·~ 

INITIALIZE SPRITES 

• ...... . :F 

3~00 T5=94:POKEM1+5.30=POKEV+44.8:POKEV+ 
10.32=POKEV+l1.T5 
3005 El=210:E2=210:Fl=310=F2=285:Gl=Fl=G 
2=F2 
3010 A3=I:POKEV+45.4:POKEV+12.GI-255:POK 
EV+13.92;RX=RXOR64:POKEV+16.RX 
3020 A4=1:POKEV+46.7:POKEV+14.G2-255:POK 
EV+ 15 .200 : RX=RXOR 128 = POKE· .... + 16., F~X 
3030 FU=600:CT=0 . 
3040 FORX=0T024=POKES1+X.0:NEXT=POKES1+2 
4.15 
3090 RETURN 
3095 
31096 REM 
312197 

PRINT PLAY SCREEN 

3,100 PI": X NT ":::;a" .: 
3105 POKE53280. 1 =POKE532Bl.0 
~.31 10 F"R I t-.JT·· ;lI=lLEFT :.3 FUEL 
ORE 0 .. ; 
~.3112 PRXNT"r:il;ll 

3114 PRXNT"f:i!;lI ~ilI!!!!!! 
""""'II;lI ~ ..... ;lI 

3115 PRXNT"f:i!O!! ~ilI!!!!!! 
........ """"'II;lI f:ij;:jl 

:31 16 PR I t-.JT .. f:ij;:jl ~ilI!!!!!! 
. ......-n:iI ;lI 

3118 PRXt·~T"r:iI;:jI ~i:i!!!!! 
f:i!1:!ii -

""""'II::!II __ 

3':iII 
""""'II 

600 sc:: 

""""'II::!II !!!!II""" 

::!II II! 

::!II II! 

::!II II! 



3120 PRXNT"n:lil101il ~iiI!!!! 01iI --3122 PRXNT"r:il101il 
!!! 01iI 
3126 PRXNT"r:iII01iI --- . 3128 PRXNT"r:iII01iI 

r:iII01iI II .; 

~iiI!!!! 01iI .~ 

::iII~ 
~il!!!!!!01iI 

..... :iII01iI 
~iI!!!!!!""'I01iI !!!!!!!II""" 

f:il101il 

. 
.... 01iI . !!! 

3130 PRXNT"r:iII01iI ~iIi!!!!! ... 
r:iII01iI 

PRXNT"r:iII01iI ~i:I!!!!! 
::iII01iI 

.... 
3132 

3134 

3136 

PR XNT" r:il101il 
~ 

PRXNT"r:iII01iI 

:i~ 
r:ill;:r;i " ; 

:i~ 
!!! f:il101il 

3138 PRXNT"r'*101il ~il!!!!!! 
;:r;i .... 
3140 PRXNT"r:iII01iI ~iI!!!!! 
;;01 .... 
3142 PRXNT"r:iII;;OI ~lI!!!!!! ..... 
3144 PRXNT"r:iII;;OI ~iI!!!!! 

3146 PRXt-lT"r:ill;;Ol ~il!!!!! 
!!! . 

3148 PR X NT" r:ill;;Ol ~iI!!!!! 

3150 PRXNT"r:iII01iI ~il!!!!! 

3152 PRXNT"r:iII;;OI ~iI!!!!! 

PRXNT"r:iII;;OI :iii!! 

~ 
n:iII~ "; 
;;01 

r=t;:a ~'; ;;01 __ 

r:ill;;Ol .. ; 
;;01 !!! 

rOll;;Ol "; 
;;01 !!! 

rOl101il "; 
;;01 !!! 

r:ill;;Ol 

:011;;01 .. ; 

r:iII;;OI .' 

rOll;;Ol . 

01iI !!! 

~ 01iI 

!!! 01iI !!! 

!!!!ill"'" 01iI 

01iI !!! 

01iI !!! 

01iI ...... 
01iI 

~ ~ 

01iI !!! .... 
.... 01iI !!!!! 

01iI !!! 

01iI 

:il;;Ol !!! 

::ii1tfi1 !!!!! 

:iI=a !!! 

:i1.:t1 !!! 3154 

3156 

3158 

PRXNT"r:iII;;OI ~iI!!!!! :il::;r"' ~ 
rOl101il . 

PRIt-lT" r:iII01iI 
~.I"'" POKESM+999.160:POKE56295.2 3160 

3180 
3190 
3195 
3196 REM 
3197 

OOSUB3000 
RETURN 

GAt"1E OVER 

3200 PR X NT "il8I .................... D!liii;;Ol OAr'1E OVER 
::II" . 

3210 FORX=0T04:POKEM1+X.40:NEXT:FORX=1TO 
23:POKES1+X.0:NEXT 
3215 OOSUB3500 
3220 FORX=iT0500:NEXT 
3240 FORJ~1T0100:NEXT:OOSUB4000:FORJ=1TO 
100: NEXT: OOSU:s4100 
3250 FR=PEEK<56320>AND16:XFFR=16THENOOTO 
3240 
3290 PRXNT"~"; : RETURN 

PF.: X 1'-lT I NSTRUCT IOt-l 

PRlNT "3:8"; 
XFFGTHENGOSUB3500 
POKE53281,1:POKE53280.2 

SCREE"'~ 
3295 : 
3296 REM 
3297 
3300 
3310 
3320 
3330 PR X NT"... COsr"1Q'- S RESCUE 

3331 PRXNT..... B ..... FRANK MXKULAST 
IK" 
3332 PRINT.... <C> 1984 FANFARE HOUS 
E. XNC." 
3336 PR X NT ")Q)I!:U t"10VEMENT IJSE THE JO .... ·ST 
XCK TO" 
3338 PRXNT" BEOXN MOV.lNO THE 

GREEN" 
3340 PRXNT" ALXEN LEFT AND R 
XOHT." 
3342 PRXNT" PRESS THE FXRE B 
UTTON" 
3344 PR I NT" Tel BEl:::; I N MOV X NO 
UP." 
3346 PR,X NT " ~ OBJECT ..... OU t"1UST TRA··.··E 
L THROUGH" 
3348 PRXNT" THE DANGEROUS CA 
VERN AND" 
3350 PRXNT" RESCUE THE PURPL 
E ALXEN~" 
3352 PRXNT" XF ..... OU CAN RETUR 
N COSt"10" 
3354 PR X NT " TO THE LAt-lD I t'~G P 
LATFORM" 
3356 F'R I NT .. 'rOU ... ~ x LL BE SCOR 
ED ON THE" 
3358 F'RxNT" AMOUNT OF REMAXN 
XNO FUEL." 
3359 XFFGTHENFG-0:RETURN 
3360 PR X NT ")WQiii PRESS THE ;;OIr:iII _ F X RE BU 
TTON ;;OIr:iII !!! aiTO START" 
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3375 GOSUB3500 
3380 FR=PEEK(56320>ANDI6:IFFR=16THENGOTO 
338121 
3385 PRINT"::-J"; : GOSUB3500 
33::;00 RETURN 
3495 
3496 REM SCREEN CHANGE 
3497 : 
3500 FORI=0T023:POKES1+I.0:NEXT 
3505 POKES1+24,15 
3510 FORI=0TOI5 
3520 POKE53281., I 
3530 POKES1+5.15:POKES1+6~15:POKES1+12.1 
5:POKES1+13.15:POKES1+19.5:POKES1+20.5 
3532 POKES1+4.0:POKES1+ll.0:POKES1+18.0 
3535 POKES1+4.17:POKES1+l1.33:POKES1+18. 
129 
3540 POKES1.(I+l>*10:POKES1+1.(I+l>*10:P 
OKES1+12.(I+l>*10:POKES1+13.(I+l>*10 
3545 POKES1+14.(I+l>*10:POKES1+15.(I+l>* 
10 
3550 NEXT 
3560 FORI-0T023:POKES1+I.0:NEXT 
3590 RETURN 
3595 : 
3596 REM GREEN ALIEN LANnS ON PLATFORM 
3597 
3600 IF(INT(Xl><>0>OR(Yl>3>THENGOT03700 
3610 IF(PEEK(56320>AND16><>16THENGOT0400 
3613 FORI=lT0200:NEXT 
3614 IFCT=ITHENGOSUB4600 
3615 GOSUB4000 
3617 GOSUB4100 
3618 FU""600 
3619 PR I NT .. l=.II .............................. I:;;j .. ; FU 
3620 POKEM1+2.40:POKEM1+3.40:POKES1+18.0 
3630 Y=T5-21 
3640 Yl=.4 
3650 POKEV+l.Y:POKEM1+2.40:POKEM1+3.40:P 
OKEI'11 +4. 40 
3690 GCIT036 1 0 
3695 : 
3696 REM GREEN ALIEN FALLS 
36517 
3700 POKEMI. 16 . 
3705 POKEM1+l.29 
3710 POKEM1.26:POKEV+3.Y 
3715 FORI=0T023:POKES1+I.0:NEXT 
3720 IFX>255THENRX=RXOR2:POKEV+16.RX:POK 
EV+2.X-255:GOT03750 
3730 RX=RXAND(255-2>:POKEV+16.RX:POKEV+2 
.X 
3740 A2=I:FORI=lT04:POKEM1+I.40:NEXT 
3750 Y=Y+4 
3751 GOSUB4500 
3755 FORI=IT050:NEXT 
3760 POKEV+l.Y:POKEM1.Al(A2> 
3765 A2=A2+1:IFA2>TTHENA2=1 
3770 IFY<250GOT03750 
3780 POKEM1+1.40:POKEV+3.0:POKE53280.1:P 
OKE53281.0:~OKES1+11.0:POKES1+24.0 
3781 GOSUB700:GOSUB3000 
3782 POKEV+30.0:POKEV+31.0 
3784 ME=ME-l: PRINT";:aa..EFT :".: r'1E 
3786 IFME=0THENGOSUB3200:GOT0300 
3790 GOT0400 
3995 : 
3996 REM MOVE PURPLE ALIEN 
3997 : 
4000 A3=A3+1 IFA3>T3THENA3=1 
4010 POKEM1+6.GS(A3> 
4020 Gl=Gl+Dl*4 
4030 IFG1>=F1THEND1=-1 
4040 IFG1<.E1THEND1=1 
4050 IFG1>255THENRX=RXOR64:POKEV+16.RX:P 
OKEV+12.Gl-255:GOT04070 
4060 RX=RXAND(255-64>:POKEV+16.RX:POKEV+ 
12""G1 
4070 POKES1+11.0:POKES1+12.5:POKES1+13.5 
:POKES1+11.33 
4080 POKES1+7.GS(A3>*2:POKES1+B.GS(A3>*2 
4090 RETURt-l 
4095 : 
4096 REM MOVE YELLOW MONSTER 
4097 
4100 G2=G2+D2*2 
4130 IFG2>=F2THEND2=-1 
4140 IFG2<=E2THEND2=1 
4145 I=RXANDI28 
4147 IF«G2>255>AND(I=0»OR«G2<256>AND( 
I~12B»THENPOKEM1+7.40 
4150 IFG2>255THENRX=RXOR128:POKEV+16.RX: 
POKEV+14. G2-255: GOT04170 



41610 RX-RXANDC255-128~'POKEV+16.RX'POKEV 
+14.G2 
41710 A4=A4+1'XFA4>T4THENA4=1 
41810 POKEM1+7.MMCA4~ 
4184 POKES1+4.a'POKES1+5.5'POKES1+6.5'PO 
KES1+4.17 
4186 POKES1.1'POKES1+1.MMCA4~ 
41910 RETURN 
4295 • 
4296 REM 
4297 
431010 CT=l 

PXCK UP PURPLE ALXEN SOUND 

43110 POKES1+24. 15'POKES1+12. 15'POKES1+13 
.15 
43210 POKES1+11.32'POKES1+11.33'POKES1+8. 
7'POKES1+7.12'FORX=lT01aa'NEXT 
43310 POKES1+11.a 
4335 POKES1+24.15'POKES1+12.15'POKES1+13 
.15 
4337 POKES1+11.32'POKES1+11.33'POKES1+8. 
7'POKES1+7.233'FORX=lT01aa'NEXT 
4339 POKES1+11.a 
4341 POKES1+24.15'POKES1+12.15'POKES1+13 
.15 
4343 POKES1+11.32'POKES1+11.33'POKES1+8. 
8'POKES1+7.97'FORX=lT01~a'NEXT 
4345 POKES1+ll.a 
4347 POKES1+24.15'POKES1+12.15'POKES1+13 
.15 
4349 POKES1+11.32'POKES1+l1.33'POKES1+8. 
9'POKES1+7.1a4'FORX=lT05aa'NEXT 
4351 POKES1+11.a 
4353 POKES1+24.15 
43610 POKEM1+6.4a 
43910 RETURN 
4495 • 
4496 REM 
4497 

FALL:lNG SOUND 

451010 J=J+1 XFJ>15THENJ=a 
45105 POKE5328a.15-J 
45110 POKES1+24. 15'POKES1+12. 15'POKES1+13 
.15'POKES1+11.16 
4512 POKES1+11.17'POKES1+7.¥'POKES1+8.¥ 
45910 RETURN 
4595 • 
4596 REM 
4597 
461010 CT=a 

SUCCESSFUL RESCUE 

46110 POKES1+24.15'POKES1+12.15'POKES1+13 
.15'POKES1+11.16 
4613 POKES1+ll.17'POKES1+8.67'POKES1+7.1 
5 
4615 FORX=lTOlaa'NEXT'POKES1+11.a 
4617 POKES1+24.15'POKES1+12.15'POKES1+13 
.15'POKES1+ll.16 
4619 POKES1+l1.17'POKES1+8.75'POKES1+7.6 
9 
4621 FORX=lTOla0'NEXT'POKES1+11.a 
4623 POKES1+24. 15'POKES1+12. 15'POKES1+13 
.15' POKES1+11.· 16 
4625 POKES1+11.17'POKES1+8.84'POKES1+7.1 
25 
4627 FORX-1T01aa'NEXT'POKES1+11.0 
4629 POKES1+24. 15'POKES1+12. 15'POKES1+13 
.15:POKES1+11.16 
4631 POKES1+l1.17'POKES1+8.89.pdKES1+7.1 
31 
4633 FORX-1T05aa'NEXT:POKES1+11.a 
4635 FS=FS+FU 
46410 PRXNT .. 381 ...................................................... . 
........ ;;a .. ; FS 
46910 RETURN 
6101010 : 
610110 REM 
610210 
6995 
7101010 
710110 
710210 
710310 
710410 
710510 
710610 
710710 
710810 
710910 
711010 
71110 
71210 
71310 
7135 
71410 
71510 

REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 

SPRXTE DATA 

GREEN ALXEN - 1 
63 
10.252.55.10.2210 
55.10.2210.63.1310 
252.2.1310.128.10 
1710.10.10 .• 1710.10 
10.1310.10.10.1710 
10.32.410.8.1710 
1710.1710.10.410.10 
10.1710.10.10.1710 
10.10.1310.10.2 
1310.128.5.85.810 
21.85.84.21.85 
84.5.85.810.10 
20Jt0 .. 0 
GREEN AL X Et-l - 2 
63 .. 0 ... 0 
55.10.252.55.10 
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716121 
717121 
718121 
719121 
72121121 
7216 
722121 
723121 
724121 
725121 
726121 
727121 
7275 
728121 
729121 
73121121 
731121 
732121 
7330 
734121 
7356 
736121 
73-'::-121 
7380 
739121 
746121 
741215 
741121 
742121 
743121 
744121 
745121 
7466 
747121 
748121 
7496 
75121121 
751121 
752121 
753121 
754121 
7545 
755121 
756121 
757121 
758121 
7596 
76121121 
761121 
7626 
763121 
764121 
765121 
766121 
767121 
7675 
768121 
769121 
77121121 
771121 
772121 
773121 
774121 
775121 
776121 
777121 
778121 
779121 
76121121 
761121 
7815 
762121 
783121 
784121 
785121 
7866 
787121 
788121 
789121 
79121121 
791121 
7926 
7936 
7946 
795121 
7955 
796121 
7976 
798121 
7996 
812106 
601121 
802121 
8036 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
F~EM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

220.1' 63", 128.· 22121 .. 2 
130.252.121.170.128 
121 .. 17121.121.8. 13121 
121.01121 .. 17121 .. 0-" === 
4121.·8.16.176.17121 
6.46 .. 0.121.176 
0 .. 121.0 17121 J 0 .. 0 
1301 .. 121 ... 2 .. 13121.- 12:3 
5 .. 85 ... 8121.0 21 .. 85 
84.·21.65.84.5 
85.J> 8121 .. 0-" 2121 .. 0 
121 
GREEN ALIEN 3 
121.6 .. 252 .. 63.121 
22'21 .. 55 .. 121 .. 220 .. 55 
2.252.63.136.128 
2.,.170",0-,,121 .. 17121 
0.·121 .. 130 .. 32-" 0 
176.16121.32.46.32 
176. 176. 166. 6 .. 46 
0 .. 10 .. 17121",121" .. a 
170 .. 121 .. 121 .. 13£1.,.10 
2 ... 13121 .. 128 .. 5 .. 85 
86.21.85 .• 64.·21 
85.·84 .. 5 .. 85 .. 8121 
a .. 2121 .• 121 .. 121 
GREEN ALIEN 4 
121.121 
121 .. 63.· 121. 252. 55 
6.22121.55.121 .. 226 
63 ... 130.0 252 ... :2 0° 17121 
128.121.17121.121.6 
1::3121 .. 10 .. 121.,.17121 .. 13 
32.· 46. 8 .. 1 <~6. 17121 
170-" 121 ... 4121 .. e.- 121 
176.121.121.· 176.6 
e.- 130",121 .. 2",. 130 
128 .. 5.- 85 .. se .. 21 
85.84.21 .. 85.84 
5.85.·8121 .. 121.·2121 
121.121 
GREEN AL I Et-~ 5 
0 .. 10 .. 121 .. 63 
1211 .. 252 .. 55 .. 121 .. 22£1 
55 .. '.::1. 22121 .. 63 .. 13121 
252.2.17121.128.121 
176.121.8.136.32 
1121.17121.166.·8.4121 
32.1121.17121.166.121 
4121.6.6.176.6 
10",170 .. 121",121 ... 130 
121 .. 2 .. 130.- 128.- 5 
85 ... 80" 21.- 85 .. 84 
21.85.84.5.85 
80 ... 121 .. 2':.3 .. 10 .. 121 
GREEt" AL I EN 6 
63 
121.252.55.121.226 
55.121 .. 22121.63 .. 136 
252.2.136.128.·121 
170.,.0-,,10,,170 .. 121 
121 .. 13121 .. 121 .. 121 ... 170 
121.32.' 4121. 8. 176 
170., 17121.- 8.,. 40 .. 121 
1121. 176.121.16.1· .. ·121 
121.6.2.·121.6 
2.- 128 .. 5 .. 85 .. sa 
21.85.84.21 .. 85 
84 .. 5.·85.86.6 
26.·121.121 
GREEN ALLEN 7 
63.6.252 
~~.121~22121~55~121~ _ 
~~6.b3.1a6.~5~.~ 
13121. 128.121 .. 176 .• 121 
121.176.121.121.1310 
0.,.1ZiJ' 170.l' 0 ... 32 
46.8 .• 17121.17121.17121 
121.4121.32.121.· 17121 
166.121. 17121.· 16121.121 
128 .. 12:1 .. 2-,,128 .. 0 
5 .. 85 .. 8121 .. 21." 85 
84-" 21 .. 85 .. 84 .. !5 
85 .. 810.,.121 .. 20 ... 121 
6 
LEFT THRIJSTER 
121 ... 0,,121 ... 0 ... 0 
0 ... 0 ... 121 ... 10 ... 0 
121. 121 .. 121. 121. 121 
10 ... 121 ... 12'1 .. 121 .... 0 
121.6.6.121.·121 
0 ... 0 ... 121 ... 121 ... 0 
121 ... 121 .... 0 ... 121 .. 121 
121 ... 121 ... 121 ... 0 .. 121 
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804O DATA 0.16.0.0.0 
805O DATA 0.0.36.0.0 
806O DATA 10.0.0.7'1.0 
807'O DATA 0.11.0.0.38 
808O DATA 0.0.8.0 
8085 REM RJ:GHT THRUSTER 
8091O DATA 0.0 
81OO DATA 0 ... 1211 .... 1121 .. 0 .. 10 
811O DATA 12' .. 121 .... 01 ... 0 .. 0 
812O DATA 0.0,0.0.0 
813O DATA 0.0.0.0.0 
814O DATA 0.0.0.0.0 
815O DATA 0,0,0.0,0 
916O DATA 0 .. 121 .. 0 ... 0",.10 
817'O DATA O,O,8,O,O 
818O DATA 0,.0,.0.36,0 
8191.0 DATA 0.8.0,0,0,226 
82OO DATA 0,0,208.0 • .0 
821.0 DATA 1.00,.0 • .0.16,0 
822.0 DATA 0 • .0 
8225 REM BOTTOM THRUSTER 
823O DATA .0.60,0.0 
824.0 DATA 126,.0.0.235,0 
825O DATA 4.913.0.1,34 
826.0 DATA 64,2.7'3,.0,1 
827'O DATA 36,64,0,18.0 
828O DATA 0 .. 121 .. 121 .... 121 .. 0 
8291O DATA 121 .. 0 ... 0 .. 0 .. 0 
83.0.0 DATA 0 ... 1121 .. 1121 .. 121 .. 0 
831O DATA 0 ... 12.1 .. 0 .. 1121 ... 121 
832O DATA 121 ... 101 ... 121 .. 0 ... 0 
833O DATA 0",,0 .. 121 .. 121 .. 0 
834O DATA 0 ... 121 ... 121 .. 1211 .. 1121 
835.0 DATA .0.0,.0,0,0 
8355 REM GREEN ALJ:EN FFiLLJ:NG 1 
836O DATA 55 
837'O DATA 0,220.23,0.212 
838O DATA 53,0,912.55,:1.3.0 
8391O DATA 22'21 ... 2 ... 13121 .... 1261 .. 121 
84OO DATA 17'0.0,0.17'0.0 
841O DATA 0.130,0,0.17'0 
842O DATA 0,32,40,8.17'0 
843O DATA 17'0.17'0.0.40,0 
844O DATA 0 .. 17'0, 0, 0, 1 7O 
845O DATA 0.0,130,0,2 
846O DATA 130.128.0.0,0 
847'O DATA 121 .. 121 ... 121 .. 0 ... 121 
848O DATA 01 ... 121 ... 121 ... 1211 .. 0 
8491O DATA 0,.0.0 
84915 REM GREEN ALJ:EN FALLI:NG 2 
85OO DATA 29',O,116 
851O DATA 55,0.220.55.0 
852O DATA 220,291.·130.116.2 
853O DATA 13O,128,O,17'O,O 
854O DATA 0.130 • .0.8,130 
855O DATA 32,10.17'0,160.8 
856O DATA 40,32,10,17'0.160 
857'O DATA 0.40.0.0,17'.0 
858O DATA 0. 0, 1 ',:'"0. 10. 10 
8591O DATA 130,0,2,130. 128 
860.0 DATA 1121 ... 0 ... 0 .. 0 ... 0 
861O DATA 121 .. 0 ... 121 ... 1121 ... 10 
862O DATA 121 .. 0 ... 0. .. 121 .. 121 
863O DATA ° 8635 REM GREEN ALJ:EN FALLI:NO 3 
864O DATA 291,0.116.55.0 
865O DATA 220.55,0,220.291 
866O DATA 130.116.2.130.128 
867'O DATA 0,17'0.0.0.130 
868O DATA 0,0,130.0.0 
8691O DATA 17'0. 0. 32.· 40. 8 
87'OO DATA 17'0.17'.0.170,8,40 
87'1O DATA 32, 10, 17'0 .. 160. 1O 
87'2O DATA 17'0,160.0.0,0 
87'3O DATA 0,0,0,0,0 
87'4O DATA 0 ... 121 ... 121 ... 121 .. 121 
87'5O DATA 10.0.0.0.0 
87'6O DATA 0.".121 ... 121 ... 0 
87'65 REM SHJ:P 
87'7'O DATA 0.0 
87'8O DATA 121 .. 121 ... 121 .. 121 ... 121 Cosmo·s 87'S'0 DATA 0,0,0,0,0 
88OO DATA .0,0,0.·0.0 
881O DATA 0,0.0,.0.0 Rescue 882O DATA 121 ... 01 ... 121 .. 0 .. 121 
883O DATA 121 ... 0 ... 121 .. 0 ... 121 
884O DATA 10 ... 01 ... 13 ... 10 .. 121 Program 885O DATA 121 ... 01 ... 0 ... 0 ... 0 
886O DATA l12li .. 0""121 .. 10",,,0 
887'O DATA 0,5,85,80.21 
888O DATA 85,84,21,85.84 
8891O DATA 5,95.80.0.20 
8S'00 DATA 0.0 
89105 REM LANDl:NG PLATFORM 
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891121 
892121 
893121 
894121 
895121 
896121 
897121 
898121 
899121 
9121121121 
901121 
SOoa2oa 
SOoa3oa 
SOoa4oa 
SOoa45 
SO 121 5121 
S0060a 
soa7a 
soa8oa 
soasoa 
S01aa 
S011a 
SO 12121 
S013a 
S014a 
S015a 
S016a 
S0170 
S0180a 
S0185 
SO 1 soa 
S02aa 
S0210a 
S0220a 
S0230a 
S0240a 
S0250a 
S0260a 
9270 
S0280a 
S02SOoa 
SO 3121 121 
S0310a 
S0320a 
S0325 
S0330a 
S0340a 
S035a 
S036a 
S037a 
S03810 
S03SOIO 
S041010 
S04110 
S04210 
S04310 
S04410 
S04510 
S0455 
S046a 
S04710 
S04810 
S04SOIO 
S051010 
S05110 
S0520 
9530 
S05410 
S05510 
S05610 
S05710 
S05810 
S05910 
9595 
961010 
96110 
96210 
96310 
96410 
S065€1 
9660 
S06710 
9680 
9690 
970121 
97110 
97210 
9725 
97310 
974121 
975121 
976121 
S07710 
S078e 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
I:IATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REt ... 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

255 
255.255.255.255.255 
255.255.255.253.255 
255.255.255.255.S07 
255. 134.S06.255.6 
S06.126.6.S06.6e 
6.S06.6e.6.S06 
60.6.S06.126.6 
S06.255.6.S07.255 
134.SOSO.255.1S08.103 
255.23121.111.255.246 
127.255.254.127.255 
254.127.255.254.255 
255._ 255.121 
PURPLE ALXEN 1 
15 
1S05.24oa. 13. 1S05. 112 
13. 1S05.112. 15.235 
24121.121.13121.121.1211 
17121.- e. 32. 4121. 8 
17121.1710.1710.10.17121 
121.0.40.121.121 
1710.121.121.130.10 
121.13121.121.2.130 
128.0.0.121.121 
0. ... 121 .. 121 .. 0 ... 121 
0 .. 0 ... 0 .... 0 .. I:2:J 

121 ... 121 .. 12,1 ... 0 .. 121 
10.121.0 
PURPLE ALXEN 2 
15.1S05.24e 
15.67.21218.15.11217 
21218.15.15'5.240.10 
13121.32.121.170.1610 
32.4121.32.170.1710 
16121.10.170.0.8 
40.0.10.17121.0 
10.2.121.-10.2 
121 .. 0 .. 2 .. 128 .. 121 
1211 .. 121 ... 121 ... 0 ... 121 
0 .. IZI .. 0 ... 0 ... 0 
121 ... 0 .. 0 ... 0 .... 12' 
121 ... 0 ... 1211 .. 1121 ... 121 
121 
PURPLE ALXEN 3 
15. 1S05.241O.7. 1S03 
24121.7.233.241211.15 
1S05. 240. 8.- 13121.121 
1121.171211.121.8.4121 
8.1121.17121.17121.121 
17121.121.10.4121.32 
0.17121.160.121.128 
121.121.128.121.2 
128.10.121.10.121 
0 ... 10 .. 121 ... 0 .. 0 
121.121.10.121.-121 
121 ... 0 .. 10 ... 121 ... 0 
121 ... 121 .. 121 ... 1.0 
PURPLE ALXEN 4 
15.1S05 
24121.15.65.241211.15 
1105.24121. 15. 1S05.241O 
e. 1 31211.- e.- 0. 1 7121 
0.32.4121.8.17121 
17121.17121.121.17121.121 
8 ... 4121 .. 32 ... 1121 .. 171211 
161211.1211.10.10.121 
121.121.1211.121.0 
01 .. 121"".0.,.121 ... 121 
l12li ... 0""0 .... 121 .. 121 
121 .. 121 .. 0 ... 0 .... 121 
121 .. 0 ... 121 .... 0 ... 0 
121.121 
PURPLE ALXEN 5 
15.1S05.24e.7 
1S05.208.7.235.2e8 
15. 1S05.240.8. 130 
32.110.1710.160.8 
410.32.1121.171211.1610 
10.170.121.10.4121 
121.1211.17121.0.1211 
131211.1211.0.131211.0 
2.13121.128.121.10 
121 ... 0 ... 121 ... 0 ... 0 
121 ... 121 ... 121 ... 10 ... 0 
0 ... 121 ... 0 ... 121 .. 0 
121 .. 121 ... 0 ... 121 ... 121 
YELLOW MONSTER 1 
170 
13121.17121.128.1310.2 
143.1S05.242.13.235 
112.13.235.112.13 
235.112.15.235.24121 
2. 13121. 128.34. 1·7121 



9790 DATA 136,170,170.170,170 
9800 DATA 170.170.2,170.128 
9810 DATA 2,170.128.10,170 
9820 ~ATA 160.10,.170,160,10 
9830 DATA. 170.160.10.170,160 
9840 DATA 2.130.128.2.130 
9850 DATA 128.10.130.160.10 
9860 DATA 130,160.0 
9865 REM ¥ELLOW MONSTER 2 
9870 DATA 170.130.170 
9880 DATA 15.195.240.13.195 
9890 DATA 112.13.235.112.13 
9900 DATA 235.112,15.235.240 
9910 DATA 34.0.136,42,0 
9920 DATA 168,34.0,136.42 
9930 DATA 170.168.42,170.168 
9940 DATA 2.170.128.2.170 
9950 DATA 128,10,170,160.10 
9960 DATA 170.160.10,170.160 
9970 DATA 10.170.160.2.130 
9980 DATA 128,2.130.160.10 
9990.DATA 130.160.10.128,0 
10000 DATA ° 
10005 REM ¥ELLOW MONSTER 3 
10010 DATA 15.195,240,13.195 
10020 DATA 112,13.195.112,13 
10030 DATA 235.112.15.235.240 
10040 DATA 2.0.128,2.0 
10050 DATA 128.2.0.128.34 
10060 DATA 0.136.170.0.170 
10070 DATA 170.170.170.2.170 
10080 DATA 128.2.170.128.10 
10090 DATA 170.160.10.170.160 
10100 DATA 10.170.160.10.170 
10110 DATA 160.2.130.128.2 
10120 DATA 130.128.10.130.160 
10130 DATA 10.130.160.0 
10135 REM ¥ELLOW MONSTER 4 

tgt§g ~~~~ g:~5.i95.240'13 
10160 DATA 195.112.15.235.240 
10170 DATA 2.0.128,2.0 
10180 DATA 128.34.0.136.42 
10190 DATA 0.168.34.0.136 
10200 DATA 42.0.168.42.0 
10210 DATA 168.2.170.128,2 
10220 DATA 170.128.10.170.160 
10230 DATA 10.170.160.10.170 
10240 DATA 160.10.170.160.2 
10250 DATA 130.128.10.130.128 
10260 DATA 10.130.160.0.2 
10270 DATA 160.0 
10275 REM ¥ELLOW MONSTER 5 
10280 DATA 170.130.170,15 
10290 DATA 195.240.13.195.112 
10300 DATA 13.235.112,13.235 
10310 DATA 112.15.235.240,34 
10320 ~ATA 0.136.42.0.168 
10330 DATA 34.0.136,42.170 
10340 DATA 168.42,170.168.2 
10350 DATA 170.128.2.170.128 
10360 DATA 10.170.160.10.170 
10370 DATA 160.10.170.160,10 
10380 DATA 170.160.2.130.128 
10390 DATA 10.130,128.10.130 
10400 DATA 160.0.2,160.0 
10405 REM ¥ELLOW MONSTER 6 
10410 DATA 0 
10420 DATA 0.0.15.195.240 
10430 DATA 13.195.112.15.235 
10440 DATA 240.2,0.128.2 
10450 DATA 0.128.34.0.136 
10460 DATA 42.0.168,34.0 
10470 DATA 136.42.0.168,42 
10480 DATA 0.168.2.170.128 
10490 DATA 2.170.128.10.170 
10500 DATA 160.10,170.160.10 
10510 DATA 170.160.10.170.160 
10520 DATA 2.130.128.2.130 
10530 DATA 160.10.130.160.10 
10540 DATA 128.0.0 
20000 
20010 REM RESTORE MEMOR¥ 
20020 
20030 POKE648 .. 4 : PR I NT":::\" : STOP 
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Mazemaster 
Igor Tulchinsky 

o REM ********************************* 1 REM * MAZEMASTER * 
2 REM * BY ~OOR TULCH~NSKY * 
3 REM * <C> 1994 FANFARE HOUSE, ~HC. * 
4 REM * BOX 3062 HOUSTON, TX 772~3 * 
~ REM ********************************* 10 , . 
11 REM ~N~T~AL~ZAT~ON 
12 , . 
13 OOSUB~0000'OOSUB21000'OOSUB220e0'OOSU 
B20000 , ONVAL<0$>OOT02000, 3000 
97 ;' 
99 REM 3-D PR~NTOUT OF MAZE 
99 , 
100 PR~NTC$<l>"l=81:!i1 

" 
110 PR~NTR$<l>"1:!iI "C$<l>" 

"L$<l>" " 
120 PR~NTR$<l>"1:!iI "C$<2>" 

"LS<: 1:> " .. 
130 PR~NTR$< 1 > "1:!iI "R$<2>" "C$<2>" 

"L$<2>" "L$<l>" " 
140 PR~NTR$< 1 > "1:!iI "R$<2>" "C$<2>" 

"L$<2>" "L$< 1 >.. " 
1~0 PR~NTR$< 1 > "1:!iI ~'R$<2> ,. "C$<2>" 

"L$<2>" "L$<l>" " 
160 PR~NTR$< 1 > "1:!iI "R$<2>" "C$C3>" 

. "L$<2>" "L$< 1 >" " 
170 PR~NTR$< 1 > "1:!iI "R$<2>" "R$<3>" "C$ 
~3>:: "L$<3>" "L$<2>" "L$< 1 > 

190 PR~NTR$< 1 ~"1:!iI "R$<2>" "R$<3>" "C 
$<3:::- n "L$(:3:)·· UL$<2::-" uL.$( 1::-
.. II 

190 PR~NTR$<l>"1:!iI 
C$<4>" , 
200 PR~NTL$<3>" 
210 PR~"4TR$<l>"1:!iI 
R$<4>" "C$<4>" 

"R$<2>" 

"\",,$<2>" 
"R$<2>" 

220 PR~NTL$<4>" "L$<3>" 
<1:;''' .. 
230 PR~NTR$<l>"1:!iI 
R$<4>" "C$<~>" 
240 PR~NTL$<4>" 
$<:1::-" .. 

"R$<2>" .. ; 
"L$<3> '" 

, 

"R$<3;:'"' 

"\....$<1>" 
""R$<3> " 

"'\....$<2> " 

"R$<3>" 

"\....$<2> " 

IIR$<3)111 

"\....$ 

"\.... 

2~0 PR~NTR$<l>"1:!iI "R$<2>" 
R$<4::> " "R$<~>" "C$<6> '" 
260 PR~NTL$<~>" '"L$<4>" "L$<3> '" "\....$<2 
>" "L$<l>" 
270 PR~NTR$<l>"1:!iI 
R$<4>" "0$<5>" 
290 PR~NTL$<4>" 
$<1~" .. 

"R$<2>" 
u; 

"\....$<3>" 

290 PR~NTR$<l>"1:!iI "R$<2>" 
R$·<4>" "0$<4>" "; 
300 PR~NTL$<4>" "L$<3>" 
<1>"" . 

"R$<3>" 

"\",,$<2>" 

"R$<3>" 

"\",,$<2>" 

310 PR~NTR$< 1 >" I:!iI "R$<2>" "R$<3>" 
0$<:4':> II ... ; 

320 PR~NT\....$<3>" "L$<2>" "L$< 1 >" 

"\.... 

"\....$ 

325 PR~NTR$< 1 >" ICII "R$<2>" "R$<3>" "0 
$<3>" "\....$<3>" "\....$<2>" "\....$< 1·;:' 
II I' 

330 PR~NTR$< 1;:' "1:!iI "R$<2>" "R$<3>" "0$ 
<3>" "\....$<3>"' "\....$<2>" "\....$< 1 > 
.1 II 

Mazemaster 
Program 
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34121 PRlt-ITR$C 1 >";:;1 "R$C2>" .IG$(3::'·· 
IIL$<2) u "'L$<: 1)" 

35121 PRINTR$C1>"l!;j "'R$(2;:'"' II (3$<2) .. 
"L$C2>" "L$C1>" 

36121 PRINTR$C 1 >" l!;j "R$C2>" "13$C2>" 
"L$C2>" "L$C 1)" .. 

37121 PRINTR$C 1 > .. =rii "R$(2)" "G$C2;'" 
"L$(2)" "L$(1)" .. 

313121 PRINTR$C 1)" l!;j "G$<~2)" 
IIL$<l)1I II 

39121 PRINTR$C 1)" l!;j "G$<~ 1 ::." 
"L$C1>" .. 

4121121 PRII'-~TG$C 1)" l!;j .. ; .. ~ .. 
41121 RETURN 
497 
4913 REM 3-D PRINTOUT CALCULATIONS 
499 
5121121 REt'l 
53121 DXCI2I)=I2I:DYCI2I)=-l 
54121 DX(1)=1:DYC1)=12I 
55121 DX(2)=I2I:DYC2)=1 
56121 DX(3)=-1:DYC3)=12I 
6121121 YY=Y:XX=X:FORI=I2IT05 
61121 D1=D+1:IFD1/3THEND1=12I 
611 D2=D-1:IFD2<I2ITHEND2=3 
619 R$CI+1)=MID$CC$.RXCYY.XX)+1.1):QQ$=R 
$CI+1) 
62121 L$CI+1)=MID$CC$.L%CYY.XX>+1.1) 
621 IFM%CYY+DYCD1).XX+DXCD1»=EIITHENL$CI+ 
1 :;'="I.r. 
622 IFM%CYY+DYCD2).XX+DXCD2»=EIITHENR$CI+ 
1 )= ..... 

63121 C$CI+1·)=MID$CC$.C%CYY.XX)+1.1) 
64121 G$CI+1)=MID$CC$.G%CYY.XX)+1.1) 
641 YY=YY+DYCD):XX=XX+DXCD) 
6413 IFG%CYY.XX)<>I2ITHEN656 
651 FORZ=I+2T07:G$CZ)=QQ$:C$CZ)=QQ$:R$CZ 
)=QQ$:L$CZ)=QQ$:NEXT:GOT067121 
656 IFYY/16THENYY=16 
657 IFYY<I2ITHENYY=E11 
6513 IFXX/36THENXX=36 
659 IFXX<I2ITHENXX=12I 
661 NEXTI 
67121 GOSUBll21E11 
72121 RETURN 
997 
9913 REM PRINT HELP MAZE 
999 
1121121121 PRINT"::-::DW!Q": DCI2I)=21 : DC 1 )=113: D'~2)=4: D 
(3)=12:POKE532S1.9:POKE532SI2I.9 
11211215 F'R I NTTAB C 13) .. itJ~RESS ANY KEY": PR I t..JT 
:PRINT:PRINT 
1121 1 121 PR I NT" ...... ; : FOR I I =EIITCI16 : FOR_T=I2tT036 
112115 IFG%C I I. J)=r7THENPRINT" ~ ".: : GOTOl1213 
121 
11212121 PRlt-ITMID$CC$.-R%CII.J)*CG%CII.J)</12I 
)+1.1)";:;1 • 
11213121 NEXT: PR I NT : PR I t-IT .. ...... : : NEXT 
11214121 POKEl12124+7*4121+Y*4E11+X+2.DCD)+12S:POK 
E55296+7*4E11+Y*4121+X+2.7 
112145 I FI3$=" 2" THENF'OKE55296+7*4121+B*4121+A+2 
.7:POKEl12124+7*4E11+B*4121+A+2.36+12S 
11215121 GETA$: I FA$=" "THEt-il 1215121 
1 1216121 PR I NT .. ::::I"; : POKE532S 1 • 9 : POKE532SI2I. 1121 : 
RETURN 
1997 
19913 REM PAINT FLOOR MAIN LOOP 
1999 
2121121121 POKE532SI2I.EII:Y=INTCRNDCS>*17):X=INTC 
Rt-IDCS)*37):IFM%CY.X)=lTHEN2121121121 
21211121 POKE54276.33:FORI=lT01E11E11:POKE55296+ 
CY+7)*4121+X+2.RNDCS)*15 
21213121 POKE54273.RNDCS)*5E11+3E11:NEXT:NY=EII:TI 
$="el2leel2ll2l":POKE54276.e 
2104121 D= I NT C Rt..JD C 13) *3;' : C$=··. ~;;::;a;;~ .. O == .. : PRINT"::::I" 
212145 IFG%CY.X)</7THENG%CY.X)=7:NY=NY+l 
2121510 GOSUB5el2l 
212151 PR I NT"~" TAB C 310:;' .. itJOXBLOCKS!!!" : PR I t..JT 
TABC3e)t-IY 
212152 PR I NT : PR I NTTAE: <: 310;' .• ;:;:;n- I !'lE!!!!" : PR I NTTAB 
C 3121) I t..JTC T 1/610) 
212159 IFCNY=t-IB)ORCCTI/6e)/TM)THEN4eeee 
21216121 GETA$ 
212161 PRINT:PRINT";::UU1i!!l1i!!l1i!!l1!!l:.O!l"TABC3E11>"';:;:;n-IME!!!!"' 
:PRINTTAB(3121)INTCTI/6121> 

212162 IFTI/6121/TMTHEN4121121121E11 
212163 IFA$= .... THEN21216e 
21217121 GOSUB55eElle: I FA$="' .. THENX=X+DX CD) : 'y'= 
'y'+DYCD> 
212175IFM%CY.X)=lTHENY=Y-DYCD>:X=X-DXCD> 
GOT021216121 
212113121 I FA$=" R" THEt·~.I)=D+ 1 : I FD=4 THEI'-~D=~"" 



XFA$="L"THEND=D-1:XFD=-1THEND=::3 
XFA$="H"THENOOSUB1000 

2090 
2100 
2110 
2997' 
2998 REM 
2999 : 

OOT02045 

FXND TREASURE - MAXN LOOP 

3000 POKE53280.9:¥=XNTCRNDC8>*17'>:X=XNTC 
RNDC8>*37'>:XFM~C¥.X>=1THEN3000 
3005 B=XNTCRNDC8>*17'>:A=XNTCRNDC8>*37'>:X 
FM~CB.A>=1THEN3005 
3006 XFSQRCCA-X>*CA-X>+CB-¥>*CB-¥»<CSI/3 
00THEN3000 
3007' XFA=XANDB=¥THEN3000 
3010 POKE5427'6.33:FORX=1T0100:POKE552S16+ 
C¥+7'>*40+X+2.RNDC8>*15:POKE5427'3.RNDC8>* 
20+50 
3015 POKE552S16+CB+7'>*40+A+2.1:POKE1024+C 
B+7'>*40+A+2.36:NEXT:TX$="000000" 
3040 POKE5427'6.0:D=XNTCRNDC8>*3>:C$= ..... 
....... ;;:;;;;;IIIJaQ:.ICI:I; .. : PR X t-.JT"::;I" 
3045 OOSUB500 
3050 PR X NT .. ~ .. TAB C::30 > "'mllllID X STANCE!!!" : PR X 
NT TAB C 30 > .. • ..... X NT C SQR C CABS C A-X> > 1"2: .... C A 
BSCB-¥»1"2:> > 
::3052 PRXNT:PRXNTTABC::30>";:a;rrXME!!!":PRXNTTAB 
C30>XNTCTX/60> 
3053 XFCA-XANDB=¥>ORCTX/60>TM>THEN40000 
3060 OETA$ 
3061 PRXNT:PRXNT";:a:euilU!!QOlWW(I"TABC30>";:a;rrXME!!!" 
: PRXNTTABC30> XNTCTX/60> 
3062 XFCTX/60>TM>THEN40000 
::3063 XFA$= .... THEN::3060 
307'0 OOSUB55000: X FA$=" .. THENX=X+DX CD> : ..... = 
¥ .... D'T·CD> 
307'5 XFM~C¥,X>=1THENY=¥-D¥CD>:X=X-DXCD> 
OOT03060 
3080 XFA$="R"THEND=D+1:XFD=4THEND=0 
3090 XFA$="L"THEND=D-1:XFD=-1THEND=::3 
3100 XFA$="H"THENOOSUB1000 
3110 OOT03045 
20000 : 
20001 REM 
20020 : 

CREATE RANDOM MAZE 

20030 POKE53281,3:POKE53280.9:PRXNT"::;I"; 
20035 FORX=55296T056295:POKEX.0:NEXT 
20036 PRXNT"~"TABC12>".CREATXNO THE M 
AZE" 
20040 
20045 

PR X NT .. _ilUilWlJOWWIIIDlI" ; 
FORX=0T016: PRXNT ...... ;:s;r.iI 

":NEXT 
20050 DC0>=-40:DC1>=1:DC2>=40:DC3>=-1:CR 
=7':C9=CM 
20060 P=55296 .... 19 .... 40*12 
20065 CM=CM-1:F=PEEKCP .... DCR>*2>AND15:XFCF 
=0ANDCM>0>ORC CF=CR>ANDCCM>0> > THENF2=F2 .... 1 
:OOT020080 
20066 F2=0:XFCM<0THEN20100 
20067' C7'=C7' .... 1:XFC7'>XNTCC9/120+3.8>THENC7' 
=0:00T020081 
2007'0 POKE5427'6.33:FORX=1T02:POKEP.CR:P= 
P .... DCR>:POKE5427'3.X*10:NEXT:POKE5427'6.0 
2007'5 XFF=2ANDCM<0THEN20100 
20080 R=XNTCRNDC8>*4>:XFF2<20THEN20088 
20081 P=55296 .... 3 .... XNTCRNDC8>*16>*2+40*C2 .... X 
NTCRNDC8>*10>*2>:XFCPEEKCP>AND15><>CRTHE 
N20081 
20083 F3=0:FORX=0T03:XFCPEEKCP .... DCX»AND1 
5><>CRTHENF3=1 
20084 NEXT:XFCM<0THEN20100 
20085 XFF3<>1THEN20081 
20086 OOT020065 
20088 XFF2=0ANDCM<0THEN20100 
20089 R=XNTCRNDC8>*4>:CM=CM-1 XFCM<0THEN 
20100 
20090 OOT020065 
20097' 
20098 REM 
20099 : 

COLOR THE MAZE 

20100 DXMM~C16.36>.C~C16.36>.O~C16.36>.L 
~C16.36>.R~C16.36> 
20125 PRXNT"~"TABC6>" .COLORXNO 
THE MAZE .. 
20130 NB=0:FORJ=7'T02::3:FORX=2T0::38:P=55296 
.... J*40 .... X 
20140 XFCPEEKCP>AND15>=2THENM~CJ-7'.X-2>= 
1:POKE5427'6.0:00T020169 
20150 XFCPEEKCP>AND15>=7'THENM~CJ-7'.X-2>= 
0:POKE5427'6.33:POKE5427'::3.X*2 .... J*2 
20160 C~CJ-7'.X-2>=ABSCCJ+X>AND1>""1 
20161 O~CJ-7'.X-2>=ABSCCJ""X>AND1>""1 
20162 R~CJ-7'.X-2>=ABSCCJ/4 .... X/4>AND11> .... 3 
2016::3 L~CJ-7'.X-2>=ABSCCJ/4+X/4>AND11> .... 3 
20164 XFCPEEKCP>AND15>=7'THENNB=NB .... 1:POKE 
P.R~CJ-7'.X-2>:OOT02017'0 

Mazemaster Program 193 

Mazemaster 
Program 



" 

194 Arcade Games for the Commodore 64 

Mazemaster 
Program 

21316~ POKEP.13:Gr.<:J-7.X-2'=13 
2131713 NEXT:NEXT 
20175 PRXNT"iI=IDUJIIDi1"TAB<:6'" 3iil'r'OU AR 
E HERE!!! " 
2131813 POKE53281,~:RETURN 
21131313 
2113131 REM PRXNT TXTLE 
2113132 : 
2113113 PRJ:NT":::a":POKE53281.1:POKE532813.8:P 
OKE54276.33 
2113213 PRJ:NT"i\IWIIll!WU"''''I1!j(lQ''TAB<:15'''f:iMAZEMASTER 
" 
2113313 PRJ:NT"~"TAB<:19'''.BY'' 
2113413 PRJ:NT"""TAB<:12'''.J:GOR TULCHJ:NSKY" 
21-13513 PRJ:NT"lIIllI~"TAB<:5' "~II<:C' 1984 FANF 
ARE HOUSE. J:NC." 
2113613 POKE54276. 121: FORJ:=1T01131313: NEXT: POKE 
54276.33 
21121713 FORX=1T011313:POKE53281.RND<:8'*15:PO 
KE54273.RND<:8'*213+11313:NEXT 
2113813 POKE54276. a: POKE54273. 213: RETURN 
22131313 : 
2213131 REM PRJ:NT GAMES MENU 
2213132 : 
2213113 POKE53281.1 
2213 1 1 PR X NT .. ::DIDIlIlIIPlllllll:OW" ..................... PI'1AZEMAS 
TER GAMES":PRJ:NT:PRJ:NT 
2213213 PR J: NT" :;;:11 , PA X NT THE FLOO 
RS" 
2213313 PRJ:NT" lil2: , FJ:ND A TREASUR 
E" 
2213413 PRJ:NT:PRJ:NT:PRJ:NT ........................ ENTER 

YOUR CHOJ:CE" 
2213513 GETG$:J:FG$<:::>"1"ANDG$<:::>"2"THEN221350 
22055 GOSUB55000 
22060 PRJ:NT: PRJ:NT: PRJ:NT ............. ; : J:NPUT".EN 
TER MAZE COMPLEXXTY <:0-2e0''';CM:CM=CM*20 
2212161 J:FCM<:10THENCM=10 
22062 XFCM::>4000THENCM=40e0 
2212170 TM=1E9 
2208121 RETURN 
4001210 : 
4001211 R~M GAME OVER 
401211212 : 
41211211215 POKE198.0 
40010 POKE53281,e:POKE5328e.1 
40020 POKE54276.33:FORJ:=1eT0240STEP7:FOR 
J=0T01I21STEP1I2I:POKE54273.X+.J 
40021 J:FG$<:::>"2"THEN40029 
40025 L=112124+J:NT<:RND<:8'*24'*4121+J:NT<:RND<:8 
'*25' 
401326 POKEL.36+128:POKE55296-112124+L.7 
4121027 L=1024+J:NT<:RND<:8'*24'*4121+J:NT<:RND<:8 
'*25' 
4012128 POKEL.36+12a:POKE552~6-112124+L.7 
412112129 POKE5328121.RND<:8'*15+1:NEXT:NEXT 
41211213121 PR J: NT" ~[tj""""P!I~" TAB <: 3121' .. ::IISC 
ORE" 
41211214121 J:FG$="1"THENSC=J:NT<:NY*C9/2121-TJ:/1l2le 
':J:FNY=NBTHENSC=SC+C9 
41211215121 J:FG$="2"THENSC=C9*3-J:NT<:TJ:/1121121' 
412112155 PRJ:NTTAB<:3121'SC 
41211216121 POKE54276.121 
401217121 GETA$:XFA$= .... THEN4I21e7121 
41211218121 CLR:GOSUB55121I21I21:GOSUB22121121121:GOSUB2121121 
00: ONVAL<:G$'GOT02121121I21. 30121121 
49997 : 
499~8 REM SOUND XNXTJ:ALXZATJ:ON 
49999 : 
512113121121 FORJ:=54272T0542~6:POKEX.I2I:NEXT 
512112110 POKE54296.15:POKE54277.96:POKE5427 
8.24121: POKE54276. I2I:POKE54273. 213: RETURN 
5513121121 : 
551211211 REM SOUND A BEEP 
551211212 : 
551211121 POKE54276.33:POKE54273.2e:FORJ:=1TO 
7121:NEXT:POKE54276.I2I:RETURN 
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