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About This Book

This book contains simple games
programs to play on a microcomputer.
They are written for use on ZX81,ZX
Spectrum, BBC, VIC 20, C64, Electron,
TRS-80 and Pet and Apple micros, and
many are short enough tofitintothe
ZX81's 1K of memory.

Most micros use the language BASIC,
but they all have their own variations or
dialects. In this book, the main listing for
each program works onthe ZX81 and
lines which need changing for the other
computers are marked with symbols and
printed underneath. The factthat the
programs are written for several micros
means that they do not make full use of
each one’s facilities. You could try
finding ways of making the programs
shorter and neater for your micro.

For each game, there areideas for
changing and adding to the programs
and towards the back of the book you
will find tips and hints on writing games
of your own. Alsointhe bockisa
conversion chart to help youadapt
programs in magazines and other books
for your micro and a summary ofthe
BASIC terms used in this book.

Typingin the programs

Lines which need changing for
computers other than ZX81 are marked
with these symbols:

4 VIC and Commodore 64

* BBCand Acorn Electron

® TRS-80

® Apple

5 ZX Spectrum
Every time you see the symbol forthe
micro you are using, look below for the
corresponding line number with the
same symbol and type that ininstead.

VIC20 versions of all except the graphics program work on Pets,
#For standard BASIC colour TRS-B80s, resove all LETs,

Points to remember

1 Typethe lines exactly as they are printed
including all punctuation and spaces.

2 Press RETURN, NEWLINE or ENTER
key atthe end of each programline,

3 Check each line as you go.

4 Make sure you don't miss out a line or
confuse one with another. A piece of paper
or aruler is useful to mark your placein

the listing.

5 Look out for the symbols and make sure
you use the correct lines for your
computer.

6 If youare using a ZX81 or ZX Spectrum,
remember not to type the program
instructions letter by letter but to use the
special key for each instruction instead.

Youmay find it easier to get someone to
read the program out to you while you
typeitin. Don't forget to explain thatthey
must read every comma, fullstop, bracket
and space and differentiate between letter
“Q"and zero, FOR and 4, and TO and 2.

Debugging programs

When you have typed
in the program, check
your manual to find out
how to display it onthe
screen. (Usually you
type LIST followed by
the line numbers of the
section youwantto
see.)




Check you have
typed everything
correctly. Itiseasyto
make mistakes, so
expectto find some. Use
your manual to find out
how to make changesto
> the program onceitis
typed in. If in doubt, you
can always type the line
again. All the computers
will replace an existing
line with a new one with
the same number.

Here is a checklist of common
mistakes to look out for:
1 Line missed out

2 Line wrongly numbered

3 The beginning of one line joined onto
the end of another.

4 Brackets, commas, colons, semi-
colons, fullstops or spaces missed out,
especially in long, complicated lines.
Watch for double brackets in particular.
5 Wrong line used for your computer.

6 Letter “O" confused with zero.

7 Wrong numbers used, e.g. extra zeros
included.

Playing the games

To start the game you must type RUN. In
some games things happen very quickly,
so make sure you have read the
instructions and know what you are
supposed todo.

It is quite likely that the program still

has a mistake in it and either won't
at all or the game won'’t work properly.
Sometimes your computer will give you
an error code which you can look upin
the manual. This may help you find the
mistake, though not always. List the
program again and check it carefully
against the book.

When the game is over, the computer
will usually say something like BREAKIN
LINE 200. To play again, you have totype
RUN.

Experimenting with the games

There are suggestions for changing and
adding to the programs throughout the
book, but don't be afraid to experiment
with changes of your own. Youcan't
damage the computer and you can
always change back to the original ifthe
changes don't work.

You will probably find you want to
adjust the speed of some games, *
especially after you have played thema
number of times. You will find out which
line to change on each program page.

Wherever you see
PRINT, youcan
change the messagein
quotes that follows itto
whatever you like.
Also, unless you have
ZX81 with only 1K, you
can add extra
messages.
Type a line number (say 105 if you want
to add a message between lines 100 and
110), then type PRINT, then your
message inside quotes.

If your computer can make colours
and sounds, you could use your manual
to find out how they work and tryadding
them to the games in this book.
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Robot Missile
The year is 2582 and the people of Earth are inthe
midst of battle against the Robots. A lethal Robot
Missile has just landed and everyone isdepending
on you to find the secret code which unlocksits
defuse mechanism. If you fail, the entire Earth
Command Headquarters will be blown up.

Your computer knows what the code

letteris. You must type in your guessand
it will tell you whether the code letter
is earlier or later in the alphabet.
You have four chancesto find the
correct letter before the missile




How the program
works

: 10 PRINT "ROBOT MISSILE"®
2 20 PRINT
24 S0 PRINT "TYPE THE CORRECT CODE"
: 40 PRINT "LETTER (A-Z) TO"
' 30 PRINT "DEFUSE THE MISSILE."
&0 PRINT "YOU HAVE 4 CHANCES"
70 PRINT
shEA®BO

90 FOR G=1 TO 4

"} These lines print the title and
instructions.

to a letter (the “secret code™)
and puts it in C5.

Line 90 begins a loop which
makeslines 100-140 repeat 4
times.

100 INFUT G%
110 IF G$=C% THEN GOTO 210

230 STOP
The above listing will work on a ZX81. For
other computers, make the changes below.

Puts your guess in G5.

Checks if your letter is the
same as the “secret code” in
CS. If so computer jumps to 210.

120 IF G%$<C% THEN FRINT "LATER": . )

130 IF G$>C$ THEN PRINT "EARLIER"; %ﬂ?ﬁ;ﬁﬁﬁﬂwﬂ“

140 PRINT " THAN ":G% | alphabet t} axd
prints an appropriate
message.

150 NEXT G End of loop. Goes back for

160 PRINT y 0o i

170 PRINT "BOOOODOOOMMM..." This prints if all your -

180 PRINT "YOU BLEW IT." S s,

190 PRINT "THE CORRECT CODE WAS"3;C%

200 STOP

210 PRINT "TICK...FZZIZI...CLICK..:"

220 PRINT "YOU DID IT™® 'l:llil:tplintlﬂ}'uug'nemd
right.

*A®BO LET C$=CHR$ (&4+INT(RND(1)%256+1))
B8O LET C%$=CHR%$ (&4+INT(RND (D) ¥2&6+1))
s80 LET C%=CHR%$ (&64+INT(RND ¥2&6+1))

YA 4 _ S
Adding to the program

Puzzle corner

You can make the computer print an

extra message for a correct guess onthe See if you can work out how to change

.~ ..] lastgo.Change line 220 by addinga the program to give you more or less
) semicolon to it, like this: chances of guessing the code letter.
220 PRINT “YOU DID IT";
and add a new line 230: &y

230 IF B=4 THEN PRINT *(JUsT)*

s




Youare alaser
communications
operator. Your
jobis tointercept
robot messages and relay
them to Command HQ. A vital
code message is expected. If you
relay it correctly, the Robot attack
will be crushed.

This game tests your skill at
remembering a group of

letters which you

see for only a very

short time. The computer

will ask you for a difficulty

from 4 to 10. When you have typed
in your answer, letters will appear
top left of your screen and disappear
again fairly quickly. Memorize them
and then type them into the computer
and see if you were right.




How the program works

CLS Clears screen before game starts,

PRINT "VITAL MESSAGE"

PRINT “

PRINT "HOW DIFFICULT? (4-10)" mlm“n"ﬁ"ﬁf“ b ol

INPUT D

IF D<4 OR D>10 THEN GOTOD 40 ====Checks yournumber isn'tlessthan 4
or more than 10,

I Setsup an empty (“null” in computer
LET M&="" , s | | me——— language) string labelled M3 in which
L the computer can store the secret
message.

sl 82 FOR I=1 TO D Computer loops round D times. Each
ls*mA®F0 LET M$=M$+CHR$ ( INT (RND2245+38) ) j= loopit chooses aletterand addsitto
' 100 NEXT I the string of letters it has already
chosen and put in MS.
CLS

120 PRINT "SEND THIS MESSAGE: "
130 PRINT Clears screen and then prints the

140 PRINT M$ TR
*MA®IS0 FOR I=1 TO Di8 | Message stays on screen while

160 NEXT I

CLS Clears screen when loop has finished.

INPUT N% Puts your version of the message in
NB.

IF N$=M% THEN GOTO Z4( = Checks if your message isthe same as
ﬁwhhﬂaﬁjmp:mzm

200 PRINT "YOU GOT IT WRONG"

220 PRINT M% what the message should have been.
230 GOTO 260

240 PRINT "MESSAGE CORRECT"

250 PRINT "THE WAR IS OVER"
260 STOP Notice that the
ZXB8lusesa

The above listing will work on a ZX81. For Py ﬁff::mndﬁm

other computers, make the changes below. = characters. All the

oth ters use
010,110,170 HOME : mﬂwwh
410,110,170 PRINT CHR$(147) .

*A@F0 LET M$=M$+CHR$ (INT(RND (1) $246+&5) }
BP0 LET M$=M$+CHR$ (INT (RND (0) ¥26+65))
$90 LET M$=M$+CHRS (INT (RND ¥2&6+635))

mA®150 FOR I=1 TO Dx180
*150 FOR I=1 TO D*400

Can you work out how to make
the message stay on the screen
longer?




hunkﬂfontnkelﬂ:nuuuhtu:n
and reach for your gun. How
quick are you? Can you
shoot first?

Your computer prints the
numbers 1 to 10 to represent

‘.3,_ the 10 paces, pauses and
\‘ﬁ hen prints HE DRAWS...
- pusthemadytopmﬂ g

CLS

20 PRINT "COWBOY SHODTOUT —*
30 PRINT "YOU ARE BACK TO BACK"
40 PRINT "TAKE 10 PACES..."
SO FOR I=1 TO 10 |
* 60 PRINT I3"..";
AAS= 5 NEXT I
80 PRINT 'I
*Aa®90 FOR I=1 TO RND¥200
100 NEXT I _]

-":"ﬁ *a®110

IF INKEY#$<>"" THEN GOTO 1&0

120 PRINT "HE DRAWS..... i .
*BA®130 FOR I=1 TO S l
*A® 140 IF INKEY$<>"" THENM GOTD 190
w150 NEXT I
To »
KEYBo o
1460 PRINT "ANMD SHOOTS. " -I |
170 PRINT "YOU ARE DEFGD.'J
180 GDTD 210
190 PRINT "BUT YOU SHOOT FIRST."
200 PRINT "YOU KILLED HIM."™
210 STOP
The above listing will work on a ZX81. For
other computers, make the changes below.
@10 HOME
Al1O0 PRINT EHR!H#?}
i *50 PRINT 3I;"..";
| *ma®sS FOR J=1 TO 300 : NEXT J
*A®70 FOR I=1 TO RND(1)x100Q

W50 FOR I=1 TO RND(0) %1000
@110 IF PEEK(-16384) >127 THEN GOTO 140
A110 GET I$ : IF I$<>"" THEN GOTO 140
%110 IF INKEY$(1)<>"" THEN GOTO 160
@130 FOR I=1 TO 20

BA130 FOR I=1 TO 50
*DELETE 130,150
@140 IF PEEK(-16£384) >127 THEN GOTO 190
A140 GET I% : IF I$<>"" THEN GOTO 190
*140 IF INKEY$(40)<>"" THEN GOTO 190

s

. - | Making the game harder

the of

=

21Hddﬂuunﬂnmm

—

—-..‘__v
-

. oS

'ﬁ-k If you change the program as follows, you willadd
possibility of you missing sometimes:
1)Inline Hﬂ,chmm 1900 220.

§ ZX 220 IF RND>> .3 THEN GOTO 190
+rA®220 IF RNDY{ 1)>.3 THEN GOTO 190
220 IF RND{(0)>.3 THEN GOTO 190
230 PRINT “BUT YOU MISSED"
240GOTO %0




This is a loop which sends the
computer round 10 times to
print anumber and two dots
each time.

Another loop - this time to
make the computer delay.
The computer loops round a

—e number of times depending
on the value of RND, deing
nothing.

Checks you're not cheating

—————— by pressing a key before HE
DRAWS comes on the screen.

Prints the sigmal for you to
press a key.

Checks the keyboard to see if

—  Youare pressing a key,and

\ jumps to 190 if you are.
(Notice thatline 140isin the
middle ofaFOR ... NEXT
loop. This makes the
computer check the
keyboard a number of times
to give you a reasonable
chance of pressing a key.)

Prints if you lose. (Either you
ran out of time or were
cheating.)

Prints if you win.

:

Delay loops can be written
in one line, as in line 65, for
all but the ZX81.

An extra delay loop for the
faster computers.

how to make it possible
for the computer to miss

How the program works




Desert Tank Battle

The last major stronghold of Robot forces outside the U.R.S* is hidden inancient
castle ruins in the middle of the desert. A fleet of desert hovertanks has beensent
to destroy it and you are the commander. Your tank controls the five remaining
missiles.
~ Youmust assess carefully the direction and elevation before you launch each
one. Your computer will ask you for a direction angle between —90° (extreme left)
and +90° (extreme right) and an elevation angle between 0° (along the ground) and
90° (straight up in the air). The elevation determines the distance the missile will
travel.

Is your aim good enough to destroy the robot stronghold?




10 PRINT "DESERT TANK BATTLE" This selects a whole number
*BA®20 LET T=INT(RNDx181)-90 between —90 and 90 for the
direction.
*BA® 30 LET D=RND This selects a number
between 0 and 1 for the
distance of the castle from

40 FOR G=1 TO S

S0 PRINT "DIRECTION (-90 TO 90) 2" s
&0 INPUT T1 Get your guesses and puts
70 PRINT "ELEVATION (0 TO 90) 2" - them in A and B.
80 INPUT B
Uses your elevation angle to

90 LET D1=SIN(Z2%(B/180%3.14815) ) me—————— calculate the distance your
missile went. (Answer will be

between0andl).
100 IF ABS(T-T1)<2 AND ABS(D-D1)<.05 THEN GOTO 220 If your
direction was within 2 degrees
and your distance within 0.05,
ABS takes the “absolute” then you have hit the castle.
value of a number, which Program jumps to line 220 to
means it ignores + or — tell you so.
signs.
110 PHT "MISSILE LANDED "; Compares your direction

120 IF T1<T THEN PRINT "TO THE LEFT "j; angle with the number
130 IF T1:>T THEN PRINT "TD THE RIGHT ";| choseninline 20 and prints

an appropriate message.
140 IF ABS(D1-D) >.05 AND T1<>T THEN PRINT "AND "; = Decides
witetheﬂopt;i:t“ud“hv
A semi-colon atthe end of a print statement comparing the distance
tells the computer notto gotoanew linefor ) yourmissile travelled with
the next item to be printed. the number chosen in line 30.
IF D-D1>.05 THEN PRINT "NOT FAR ENDUGH"; Prints a message
IF D1-D>.05 THEM PRINT "TOO FAR"; if your shot was
170 PRINT too long or short.
180 NEXT G
190 PRINT "DISASTER - YOU FAILED"
200 PRINT "RETREAT IN DISGRACE" Printsif you lose
210 STOP 1
220 PRINT "xKABDOOHMHME™
230 PRINT "YOU’VE DONE I1T"] Prints if you win.
240 STOP
The above listing will work on a ZX81.For
need LET. You can leave it
other computers, make the changes below. i
*A®20 LET T=INT(RND(1)%181)-90

BZ0 LET T=INT(RND(O)%181)-50
*A®30 LET D=RND(1)
B30 LET D=RND(0)

Puzzle corner

Can you work out how to add the
possibility of the robots seeing youand
shooting at you before your five goes
areup?

How the program works




The King is waging a fierce and
bloody battle against his
deadliest enemy —the Traitor
Baron. You are one of the King's
crack bowmen and at this very
moment you are crouching
behind the bushes outside the
Baron's Castle, shooting at his
men as they lift their heads above

b

ol g 1

*40120 LET 18=INKEYS |

the battlements.

{ Your computerwill print a row
| containing eightdots and anO.
The number keys1to9
correspond to the position of the 0
in the row. You have ashorttime
to press the correct key, and hit

“1 the O, before it disappears.

' How many of the Baron’s men
| canyouhit?

10 PRINT "TRAITOR®S CASTLE"
20 LET S=0

30 FOR G=1 TO 10

40 LET R$="" .

r" *MA®S0 LET T=INT(RND29+1) .

&0 FOR L=1 TO %

70 IF L=T THEN LET R%=Rs$+"0"
B0 IF L<>T THEN LET R$=R$+"."
90 NEXT L

100 PRINT RS,
@110 FOR I=1 TO 12 ]

130 IF VAL("O"+I%)=T THEN GOTO 170 —
140 NEXT I

150 PRINT "HISSED"-I
160 GOTOD 190 . |
170 PRINT "GOOD SHOT™

180 LET S=5+1 .
190 NEXT G

200 PRINT "¥YOU HIT "jS;"0OUT OF 10"——
210 STOP

The above listing will work on a ZX81. For
other computers, make the changes below.

BS5S0 LET T=INT{(RND(O)¥9+1)

wA®SO LET T=INTI(RND(1)39+1)

4110 FOR I=1 TO 200
B110 FOR I=1 TO &0

*®110 FOR I=1 TO F0

@115 LET Is=""

%120 LET I$=INKEY$(1)
| ®120 IF PEEK(-16384) >127 THEN GET I%
| ] 4120 GET I%

- ) Vi H‘\}'“ o, ..{L {W‘"\-‘}W? ‘.. %

R

-



> Puzzle corner
C

an you change the program so that you get two
kinds of target - either O (one of the Baron’s
Ordinary soldiers) which is worth 1 point, or§
(one of his Special branch) which is worth 5

How the program works

Sets your score to zero for
—— start of game.

== Beginning of loop which
gives you 10 goes.

= Sets up an empty string, RS.

= Selects a number between 1
and 9 and puts itinT.

Loops round 9 times, adding a
character to the string, RS,
e 23 Ch time. The characteris O
for the position
corresponding to the number
in T and a dot for all the others.

= Prints the string.

Loops round a number of

——times to see if you are
pressing a key, (End of loop at
line 140)

—— Checks if you are pressing
the right key. Jumps to 170 if so.

Prints if you pressed the
wrong key or didn't press in
time, then jumps to 190.

= [ncreases your score by 1.

= Sends computer back to line
30 for another go.

== Prints your score when 10
goes are up.

Notice how the scoring works
in this program (lines 20 and
180). You could try adding
this to other programs.

oy
S A e 1%
\‘“” S

A Iy
(TR 1




RobotInvaders ?{

You must act quickly.
Robot invaders of all kinds
are approaching. You
have plenty of weapons,
but for each type of Robot
yvou must select exactly
the right one for it to have
any effect.

Code symbols for each
Robot will flash up on your
screen. Quickly press the
key with that symbol on it
~beware, some need the
shift key too— and see how
many Robot invaders you
can destroy.

10 PRINT "ROBOT INVADERS"
20 LET H=0

30 FOR T=1 TO 25

*BA®40 FOR I=1 TO INT(RNDXIO+20)
S0 NEXT I

*A®60 LET A=INT(RND320) |

Sets score to zero for start.
Beginning of loop which
gives you 25 goes.
Random delay.

Selects numbers for across
and down positions on

*HA®T70 LET D=INT{HND1151J
skBA®B0 LET P$=CHR% (INT (RND%¥53+11))

SCreen.

Cho a keyboard character.

A®790 CLS

100 FOR J=0 TO D—.I

Clears screen

Moves cursor down the
screen, one line at a time,

110 PRINT
20 NEXT J J

until it reaches line namber D
(which was chosen in line 70).

130 PRINT TAB(A);P$

353.140 FOR I=1 TO 15
*Aa®150 LET R$=INKEY$

160 IF R$=P$ THEN GOTO 210
170 IF R$<>"" THEN GOTO 190
180 MEXT I
170 PRINT "MISSED"™
200 GOTO 230
210 PRINT "A HIT"

Moves cursor A spaces
across the screen and prints
the character chosen in line
80there.

Checks keyboard a number
of times tosee if youare
pressing a key, checks if this
isthe right key and then
jumps to the appropriate line
to print hit or miss.

220 LET H=H+1
230 NEXT T

A®240 CLS

250 PRINT "YOU SCORED "j;H;"/23"

260 STOP

Increases score by 1.
Goes back for another turn.

Prints score after 25 goes.




other computers, make the changes below.
*A®40 FOR I=1 TO INT(RMD({(1)%

M40 FOR I=1 TO INT(RND(Q)X%
*Aa®450,70 change RND to RND(1)

B&0, 70 change RMD to RND(Q)
*A®BO LET P$=CHR$ (INT(RND (1) 258+

W80 LET P$=CHR$ (INT (RND(0O) 258+

sB0 LET P$=CHRS$ (INT (RND 258+33))

870, 240 HOME

AT0,240 PRINT CHR$(147)
wBA®140 FOR I=1 TO 150

9145 R$=""

*150 R$=INKEY$(1)

4150 GET R%

@150 IF PEEK(-1&£384) >127 THEN GET R%

Puzzle corner

These are
the most
_ dangerous of
% the robots.

U

Mechans Tintroids Scrapions Wireheads Steeleyes

Can you adjust the program so that you get 100 points for each of these and
only 10 points for any of the others?




r Secret Weapon

If you could destroy the main Robot Spare Parts Store, whichlies
underground somewhere in the eastern wastes of the U.R.S., you could
cripple the robot attack quite severely. :
You have a new secret weapon, as yet unknown to the robots, which .
can cut silently through solid rock, vapourizing everything in itspath. |
The Store is very cleverly concealed though. All you can do isaim
your weapon blindly and hope you get somewhere near the target.
Your computer will ask you for a difficulty number (the
smallest number allowed is 4) and then ask for your
guesses for the X and Y coordinates of the target. (Enter
these separately, pressing RETURN, NEWLINE or
ENTER after each one.)
Fora clue to the possible
values of X and Y, look
| carefully at the program
| listing.




Puzzle corner

Can you work out how to add the
following scoring system?
Score 1 point for each time you
are close.
Score 10 points for a win.




Escape!

The Robots have caught you, taken your weapons and locked youup.
Suddenly you remember you still have your sonar wristwatch, which canbe
tuned to produce sounds of any frequency. If you can only find the resonant .
frequency of your Robot guards, they should vibrate so much they fallapart L
You must be careful not to use frequencies that are too low or the building - \
will vibrate and collapse on top of you. If you go too high, you will get sucha ~
terrible headache you will have to give up.
Can youescape the horrors of the Robot prison? (Look carefully at the
program for a clue to the range of frequenciestotry.)

How the program works
A®10 CLS Chooses anumber between 1
20 PRINT "ESCAPE" and 100 for frequency of
*BA®Z0 LET F=INT (RND%X100+1)} robots and putsitinF.
= Puts 1 in L and H. These are
40 LET L=1'] used if you go too low or too
50 LET H=1 | high - see lines 170-190 and
230-250.
&0 FOR G=1 TDO S Beginning of loop which
allows you to have 5 furns.
70 PRINT "BUESS? "; | Gotwn guass from you and
80 INPUT F1 putsitinF1.
g0 IF ABS(F-F1)<5S THEN GOTO 290 Checks if your guessis
within 5 of F. If it is, jumps to
290 to print YOU'VE DONE IT.
100 IF F-F1>40 THEN BOTO 170 =————————umpsto 170 if your guessis
so lowitislessthan F by
more than 40.
110 IF Fi—-F>»40 THEN GOTOD 230 Jumps to 230 if your guess is

PRINT "YOU TOOK TOO LONG

so0 high it is more than F by
120 PRINT "NO VISIBLE EFFECT" more than 40
130 NEXT G Prints if your guess was
140 : within 40 of F and goes back

1S5S0 PRINT "THE FREG. WAS ";F for next turn. If all turns have
140 STOP been used, it prints the answer.
170 IF L=2 THEN GOTO 210 %‘;ﬁg‘:}ﬁhﬁ'ﬁa
190 LET L=2 the computer moves down
200 GOTO 130 the program to printa
210 PRINT "THE BUILDING COLLAPSED" warning, change L to 2 and go
220 STOP back for another turn.

Next time line 170 comes into
230 IF H=2 THEN GOTO 270 operation the program jumps
240 PRINT "TOO HIGH...OUCH" straightto 210 to tell you
250 LET H=2 you've lost.
260 BOTO 130 These lines check Hin the
270 PRINT "YOUR HEAD ACHES - GIVE UP"| samewaytogive youa
280 STOP wammning first time you go too
290 PRINT "YOU'VE 'DOME IT™ hiqhudtal‘!mwu’velm
00 STOP the second time.

The above listing will work on a ZX81. For

other computers, make the changes below.

®1i0
AlD

HOME
PRINT CHR%{(147)

*A®30 LET F=INT(RND(1)%100+1)
18 B30 LET F=INT(RND{(0)*%100+1)

”



Puzzle corner

The three Robot guards
each have their own
resonant frequency. You
can’t escape until you
have found all three. How
could you change the

How to make the
game harder

Change the 5inline 90 toa
lower number. This means
yvou have to getclosertoF
towin. You can also
increase the possible
range of F by changing
100 in line 30 to a higher
number.




Pirate Dogfight i G

It's you against the Sky Pirate. He moves ahead, youaccelerate-He
drops behind, you slow down. You must try to get level with him andthen
you can fire, hoping that he won't be able to fire and hit youfirst. :

Use the letter keys A to accelerate, D to decelerate and F to fire. Your
computer will tell you your speed and position relative to the pirate. You
will need to be ready to press the appropriate keys as soon as youpress
RUN. Keep pressing A and D until you get level and thenfire.

How the program works

A®10 CLS Chooses anumber between
20 PRINT "PIRATE DOGFIGHT" —5and +5 for your speed
*BA®Z0 LET V=INT(RND%11-5) relative to pirate and puts it
inV.
Chooses anumber for your 4 o o
distance from the pirate i
*MA®40 LET S=—INT (RND$3+1) mmitmmirm is o
veat start, o T
which means you “ﬂ
are behind him.
S50 IF ABS(5)>20 THEN GOTO 230 Checks if the distance
A®50 CLS between you is more than 20.
— 0
70 PRINT "YOU ARE "3 ﬂﬁmﬁmg’ﬂ“f
80 IF <0 THEN PRINT "BEHIND" him.

90 IF S5>0 THEN PRINT "AHEAD"
100 IF S=0 THEN PRINT "LEVEL"

110 PRINT "YOU ARE GOING *;: p——————— Checksthe valuesof Sand V

and prints your position and

120 IF v>0 THEN PRINT "FASTER" speedi i
130 IF V<0 THEN PRINT "SLOWER" e ) o
140 IF V=0 THEN PRINT "SA&ME" Looks to see if you are
e pressing a key and, if so,
*— which one. Ifitis &, your
*A®150 LET I$=INKEY$ speed isincreased by 1. If D,
160 IF I%$="A" THEN LET V=V+1 your speed is decreased by 1.
170 IF I$="D" THEN LET v=V-1 If you are pressing F and =0

180 IF I$="F" AND S=0 THEN GOTO 250 (i.e. you're level) then it
= ol jumps to 250, (If Sisnot 0
when you press F then
20 nothing happens.)



"YOU ONLY MANAGED TO"

260 PRINT

270 PRINT "SCARE HIM.™

280 GOTO 40 :

*HA®290 IF RNDX>.7 THEN GOTO 320 !nll.unmndmhdmm

7 300 PRINT "YOU SHOT HIM DOWN™ ifyou fired before the pirate.

310 60TO 330 .

320 PRINT "HE SHOT FIRST" S s ol

330 STOP

@10,50 HOME

AlO,50 PRINT CHR$(147)
YWA®IO LET V=INT(RND(1)%11-5)

B30 LET V=INT{(RMD{(O}%11-5)
*APL0 LET S=—INT(RND{1)$3+1)

W40 LET S=—INT(RND{OQ)3XZ+1)}

How to make the game‘aasiar

Youmay find this game quite difficult.
To make it slightly easier, add these two
lines. You will then be able to see the
relative positions of the two planes
printed on the screen.

195 IF ABS(S)>10 THEN GOTO 200

1946 PRINT TAB(w/2)j; "HIN"
197 PRINT TAB(S+w/2); "YOU"

Replace w with the width of your screen.

7 -m-humwﬂlw:kmaml For
~ other computers, make the changes below.

9145 Is=""

®150 Is=INKEY$(1)

@150 IF PEEK(-16384) >127 THEN GET 1%
A150 GET I%

*WA®Z200 FOR I=1 TO 200

W290 IF RMD(O)>.7 THEN GDTOD 320

*A®290 IF RND(1)>.7 THEN BOTO 320

The random test in line 290 mloadedm
your favour. How could you change itso
your chances of winning are equal?




e

Supersomc N
Bomber - ,°

You are on a lone supersonic bombing
mission over the U.R.S. Your computer
shows graphs of Robot population based
on infrared photographs relayed toitby
satellite. You only have time to attack
one target in five, so you must quickly
select the one with the highest
population of Robots and release one of
your “Corrodarobe” bombs on it. (These
contain a substance so corrosive itcan
dissolve a Robot's body in seconds.)

To release a bomb, press the number
key which corresponds to the number
next to the graph of highest Robot
population. If there are two the same,
choose the one with the lowest number.

Will you be a hero when you return to
base?



How the program works
A®10 CLS

This setsup B as an “array
20 PRINT "SUPERSOMIC BOMBER" variable”. It can hold five
different values at a time,
30 DIM B(S)m R e identifying them as B(1), B(2),
NN B(3), B(4) and B(5).
40 LET S=0-—hg | (a0) u_;; ol \Ml 2 — Sets opening score at zero.
' Start of loop for 10 goes. Done
backwards in this game (i.e.
G=10{or first go, 9 for the
S0 FOR G=10 TO 1 STEFP -1 second and so on). This
allows the delay loop in line
190 to give you more time for
the earlier goes.
&0 LET M=1 o8 Sets number of highest
population graph at 1 to start
i with.
70 FOR I=1 TO S5
*MA@80 LET B(I)=INT (RNDX10+1) m&:‘mﬁ;ﬁg.
5 100 NEXT I changes M to correspond
- A®110 CLS —_ with it.
120 FOR I=1 TO S
, 130 PRINT I;
L' 140 FOR J=1 TO B(I) Prints the 5 numbers on the
150 PRINT "#¥ix"; screen in the form of rows of
1560 NEXT J stars.
170 PRINT
: 180 MEXT I vl
*:-200 LET I%=INKEY% key and goes to 270 if yon are.
210 IF Is$<>"" THEN GOTO 270
R 2 If you didn't press in time,
230 PRINT "TOD LATE" "l prints TOO LATE and goes
*EA®240 FOR J=1 TO 10 back for next go.
250 NEXT J J Checks if the key you
260 BOTO 280 pressed was correct and, if
270 IF VAL{(I$)=M THEN LET S=5+1 = 50, increases yourscore by 1.
280 NEXT G Goes back for another go.
290 PRINT "YOU HIT “;S5;" OUT OF 10"
ZO0 PRINT "HIGH DENSITY TARGETS"
310 IF S=10 THEN PRINT "YOU’RE A HERD" mmm
320 IF S<10 THEN PRINT "TOUGH - YOU FAILED"
330 STOP
The above listing will work on a ZX81. For
other computers, make the changes below.
®10,110 HOME 9195 I$=""
A10,110 PRINT CHR$(147) *200 Is=IMKEYS(1)
*A®B0 LET B(I)=INT(RND(1)%10+1) A 200 GET I%
W80 LET B(I)=INT(RND(O)X10+1) @200 IF PEEK(-1&384)>127 THEN GET I%

*HA®190 FOR I=1 TO G#30 *HA®240 FOR J=1 TO 400

Changing the speed of the game

To give yourself more chance of Puzzle corner
% pressing a key each time, change the -
- | lastnumberinline 190 to a higher cne. * Can you work out how to make the

s HAsvyour skill improves, keep | computer give you more than 5targets
lowering the numberin line 190. How | tochoose from each time?
low can you go and still win?

g 52




Iceberg

Your hull is badly damaged and
you've no weapons to speak of. As
vou limp slowly home through
treacherous iceberg-strewn waters,
youbecome aware that an enemy
ship is tailing you. Strangely it can
detect you but not the icebergs, so
your best chance is to lure itinto
hitting one.

Your computer will print a grid
showing the position of your ship
(Y), the enemy (Z) and the icebergs
(*). You can move one space North,
South, East or West each go. The
enemy moves towards you by the
most direct route (it can move
diagonally too). If you move intoany
of the 8 positions surrounding the
enemy, you will be captured, and if
you hit an iceberg you will sink.

Can you escape?

10 PRINT "ICEBERG"
20 DIM B(8,8)

*BA®30 LET N=INT (RNDE8+4)

' 40 FOR I=1 TO N
swWBlA®SO LET B(INT (RNDX8+1), INT (RND*B+1) =23
&0 NEXT I

wHA®70 LET SX=INT{(RND28+1)
*BA@BO LET SY=INT{(RNDXB+1)

90 IF B(SX,SY)<{>0 THEN GOTO 70
swBA®100 LET B(SX,5Y)=63

WHA®110 LET YX=INT(RND%B+1)

*BA®120 LET YY=INT(RNDX8+1)
IF B(YX,YY)<>0 THEN GOTO 110
LET B(YX,YY)=&2

CLS -
FOR ¥=1 TD B

FOR X=1 TO B

IF B(X,Y)=0 THEN GOTO 210
PRINT CHR$(B{(X,Y));

How the program works

This setsup the grid. Bisan
“array” with the DIMensions
8by8.

N is the number of
Itvariesfrom4toll
depending on the value of
RND.

23 on ZX81 and 42 on the
other

the grid for the start of the
game, 63 (ZX81) and 90
(others) are the codes for Z.
Checks the position has not
already been given to an iceberg
and finds another if it has.

These lines do the same as
above to put you on the grid.
(62 and 89 are the codes for
Y.)

G0TO 220
PRINT ".%;
PRINT " "3
NEXT X
PRINT




. Puzzlecorner

Can you work out how to make the grid
bigger?
Now work out how to add more

e
-

260 LET B(YX,YY)=0 Clears your current position
from the grid so youcan

RINT “DIRECT N,S,E,W) TS
270 P . ION ( >
280 INPUT D% L Puts your direction in DS.
Calculates your new
290 LET YY=YY+(D$="S" AND YY<>B) position, checking that you
wmad 300 LET YY=YY—(D$="N" AND YY<>1) s ot gl it
310 LET YX=YX+(D$="E" AND YX<>8) go edge
320 LET YX=YX-(D$="W" AND YX<>1)
Checks your new position to
e s kmA®330 IF B(YX,YY)=63 THEN GOTO 500 mmmb“mmm"m
BA®340 IF B(YX,YY)=23 THEN GOTO &00 If you have, it f i the
¥
program to tell you.
Y moved
SkMA@®3S0 LET B(YX,YV)=52"] m“ﬂth?ﬂf‘wwu
360 LET B(SX,5Y)=0 | Riispat
370 LET SX=SX+SBN(YX-SX) |
380 LET SY=SY+SGN(YY-SY) | Cﬂm‘m s the saomey's e
skBA®3I90 IF B(SX,SY)=62 THEN GOTO 500 mm‘w] m

swBa® 400 IF B(SX,S5Y)=23 THEN GOTO 700
oo ’ hitan iceberg. Jamps down

program to tell you if he has.
s BA®410 LET B(SX,5Y)=43 Enemy's code is put in the
new position.
420 GOTO 150 End of a turn. Loops back te
S00 PRINT "YOU’VE BEEN CAUGHT" 150 to start another turn.

510 GOTO 80O

&00 PRINT. "YOU'VE HIT AN ICEBERG"

610 GOTO BOO

700 PRINT “"YOU'RE SAFE — HE'S HIT ONE®
800 STOP

The above listing will work on a ZX81. For
other computers, make the changes below.

*A®30,50,70,80,110,120 change RND to RND(1)
mz0,50,70,80,110,120 change RND to RND(O}
A®S50,340,400 change 23 to 42
B A® 100,330,410 change &3 to 90
A®140,350,390 change 62 to B9
4150 PRINT CHR$(147);
@150 HOME
290 LET YY=YY—(D$="5" AND YY<{>8) [
AHA I00 LET YY=YY+(D$="N" AND YY<{>1)
210 LET YX=YX-(D$="E" AND YX{:8)
320 LET YX=YX+(D$="W" AND YX<>1)

Computers can decide
whether an expression is true
or false. If the answeris false
they give it the value 0. Ifit
is true, some computers give
the value +1, others —1.
Lines 290-320 have to be
changed for some computers
because of this.




The Wizard’s Wall

The wall the Wizard built to surround his secret stronghold is no ordinary
wall. The stones in it are people, petrified by the Wizard’s angry stare,and,
what’s more, it can move. If you can break a hole through it with your trusty
catapults which fling gigantic boulders, you will destroy the Wizard’s
magic powers and turn the stones back into people again. There are
problems though - the Wizard is working on a spell which stops missilesin
mid-air and sends them back where they came from. Sometimes he can
makeitwork. ..

If you don’t succeed, you will become just another stone in the Wizard’s
Waln!!

A®10 CLS
20 PRINT "WIZARD’S WALL"
30 PRINT
40 PRINT “DO YOU WANT ANY HELP?"
S0 INPUT I$
8l *ma050 IF I$(1)="Y" THEN GOSUB 740
70 PRINT "DIFFICULTY?"
80 PRINT " (S5=EASY, 1=DIFFICULT)"
90 INPUT @
100 DIM W(8,8)
110 DIM E(8)
120 FOR Y=1 TO 8
. 130 FOR X=1 TO 4
A *mA0140 LET W(X,Y)=20
150 NEXT X
160 NEXT Y
170 LET Z=0
1 180 FOR C=1 TO 3
4 *ma0190 LET D=INT (RND*80+21)
200 GOSUB 430
210 IF Z=1 THEN GOTO 1150
220 PRINT "YOU ARE ";D;" YARDS AWAY"
M *MA@230 LET W=INT (RND#41)—20
240 IF W=0 THEN PRINT "NO WIND"
250 IF W<O THEN PRINT "WIND TO RIGHT"
260 IF W>0 THEN PRINT "WIND TO LEFT":
270 PRINT "GIVE ELEVATION (1-90)"
280 INPUT A
290 PRINT "GIVE SPEED"




300 INPUT V

310 LET A=A/1B0*3.1416

320 LET H=TAN(A) * (D—W) — (5% (D—W) *#*2) / (VXCOS (A) ) ¥*2
330 LET H=INT(H/Q)

340 IF H>O AND H<9? THEN GOSUB 540

350 IF H<1 THEN PRINT "SHOT WAS TOO NEAR"

. 360 IF H>8 THEN PRINT "SHOT WAS TOO FAR™
k| *mae3S70 IF RND>.2 THEN GOTO 200
; 380 PRINT "THE WALL HAS MOVED..."

390 NEXT C

400 PRINT "YOU HAVE BEEN TURNED"

410 PRINT "INTO STONE"

420 STOP . -
. place ** inlin
ijd *waeaz0 FOR 1=1 TO 30 S BB, Flectras and Rpple

440 NEXT I ort for VIC, C64, TRS 80 and
A®450 CLS Spectrum.

450 PRINT
470 FOR Y=8 TO 1 STEP -1
FOR X=1 TO 8
PRINT CHR$ (W(X,Y))3
NEXT X
PRINT
NEXT Y
RETURN
GOSUB 650
LET W(E(H)-1,H)=0
IF V#COS(A) >SS0 THEN LET W(E(H)-2,H)=0
: IF RND>.5 AND H<>1 THEN LET W(E(1),1)=20
9 *ma@580 IF RND>.S AND H>S AND H<8 THEN LET
; W(E(H+1)—-1,H+1)=0
S90 IF H»1 THEN GOTO &30
600 FOR Y=2 TO 8
IF RND<.S THEN LET W(E(Y)-1,Y)=0
NEXT Y
&30 GOSUB 650
640 RETURN
650 FOR Y=1 TO 8
660 LET X=1
470 IF W(X,Y)=0 OR X=8 THEN GOTO 700
680 LET X=X+1
690 GOTO &70
700 LET E(Y)=X
710 IF X=1 THEN LET Z=1




The Wizard’s Wall continued

720 NEXT Y

730 RETURN

740 PRINT "YOU ARE ATTACKING THE"
750 PRINT "LAST STRONGHOLD OF THE"
760 PRINT "NOTORIODUS WIZARD, WHO"
770 PRINT "IS HIDDEN BEHIND AN"
780 PRINT "ENDLESS STONE WALL,"
790 PRINT "EACH STONE BEING ONE"
800 PRINT "OF HIS FORMER VICTIMS."
810 PRINT "ONLY YOU CAN ATTACK,"
820 PRINT "AND FREE THEM FROM"

830 PRINT "HIS MAGIC."

840 PRINT "YOU MUST DESTROY THE"
850 PRINT "WALL USING CATAPULTS,"
860 PRINT "BUT BEWARE, THE WIZARD"
870 PRINT "HAS THE POWER TO MOVE"
880 PRINT "THE WALL BACK AND"

890 PRINT "FORTH, AND OCCASIONALLY,"
Q00 PRINT “TO DEFLECT YODUR SHOTS"
210 PRINT "BACK AT YOU.*"

20 GOSUB 1110
230 PRINT "AFTER EACH SHOT, YOU ARE"

240 PRINT "SHOWN A CROSS-SECTION"
250 FRINT "OF THE WALL, SHOWING"
260 PRINT "HOW MUCH DAMAGE THERE"
970 PRINT "IS. "™

780 PRINT "NOTE THERE ARE CERTAIN"
790 PRINT "KEY STONES THAT PRODUCE"
1000 FRINT "LOTS OF DAMAGE, AND"
1010 PRINT "ALSO, THE FASTER THE"
1020 PRINT "BOULDER IS MOVING"

1030 PRINT "HORIZONTALLY, THE MORE"
1040 PRINT "DAMAGE IT WILL CAUSE."
1050 PRINT "CAN YOU DEFEAT THE"
1060 PRINT "WIZARD IN TIME TO SAVE"
1070 PRINT "THE THOUSANDS OF TRAPPED"
1080 PRINT "SOULS

1090 GOSUB 1110




1110

* a0l 120
401130
1140
1150
11460
1170
1180
1190
1200

ot

RETURN

PRINT "PRESS A KEY
IF INKEY$="" THEN
CLS
RETURN
FRINT
FRINT
PRINT
PRINT
PRINT
STOF

[
’

GOTO 1120

"YOU MANAGED TO BREAK"
"A HOLE IN THE WIZARD’S"
"WALL - YOU HAVE BEATEN"
"HIS MAGIC POWERS, AND"
"FREED HIS VICTIMS."

The above listing will work on a ZX81. For
other computers, make the changes below,

mall
ka®all

RMND to RND(O)
RND to RND(1}

10,450, 1130 HOME
410,450,1130 PRINT CHR$(147);

*mAaeb0 IF LEFT®(I%,1)="Y"

skmA® 140
mi® 430

* 430
shkHA®4F0
1570

*a® 570
570
*1120

81120
41120

THEN GOSUB 740
LET W(X,Y)=29

FOR I=1 TO 200

FOR I=1 TO 1000

PRINT CHRE{(W(X,Y)+32);

IF RND>.S5 AND H<>1 THEN LET
W(E(1),1)=29

IF RND(1}3>.5 AND H<>1 THEN LET
W(EC(L) ,1)=29

IF RND(O) >.S AND H<>1 THEN LET
W(E(1),1)=29

I$=GET$
GET 1%
GET 1% : IF

I$="" THEN GOTO 1120

Changes you can make to the game

You can make the wall thicker by changing the following lines:
Line 100: change the first number to a higher one, say, 10.

Line 130: subtract 4 from the number you used in line 100 and putthe

answer at the end of line 120. (i.e. in this case use 6.)

Line 480: change the last number to the number you used in line 100 (10

again in this case).

If you make the wall much thicker, you will probably need more time.
Change the last number in line 180 to a higher number to do this.




Missile!

This game is different from the
others in this book because it uses
graphics. As the computers varyso
much in the way their graphics
work, there is a separate program
for each one. Read the instructions
on this page for how to play the
game and then look through the
pages that follow for the version for
your computer.

Missile!: TRS-80 version

This version works on TRS 80
models I and III.

10 CLS

20 DIN Yi3),F(3)

30 N=1

40 PS=INTIRND(D) #3+1)

S0 P=INT{RND{0} #3543}

60 BOSUE 400

70 FOR [=PS TO $00 STEP PS
80 BOSUB 300

%0 F3=INKEYS

100 IF F$="" OR N3 THEN 130
110 FiNi=|

120 N=N+i

130 FOR d=1 TO 3

140 RESET(32#J,86=Y11)}

150 IF FiJi=0 OR Y{J)>45 THEN 190
160 Y{J}=¥{d)+i

170 IF POINT(328],48=Y1J)} THEN 230
180 SET (32%d,46-Y(J))

190 NEXT

200 NEXT

210 PRINT &0, *MISSED:"

220 END

230 PRINT BO,“HIT'!!®

it e

How to play Missile!

You have three missile bases, each
capable of launching one missile.
When you see a plane approaching,
you must judge its height and speed
and fire your missiles at it one by
one.

Your missiles are launched by
pressing any key. The first time you
press launches the left-hand one,
second time the middle one and
third time the right-hand one.

See how many enemy planes you
canshoot down.

240 END

300 RESET (I-PS,P): RESET {I1-PSel,P)
310 SET (1,P): SET (I+1,F)

320 RETURN

400 FOR J=1 TO 3

410 SET (Je32,47)

420 SET (J#32+1,47)

430 HEXT

440 RETURN

Make these changes for the TRS 80
colour computer.

0 CLS ¢
50 P=INT (RND (00 #20+8)
70 FOR 1=PS TD 42 STEP PS
140 RESETI20%J,29-Y{d1}
ia0 IF F(J)=0 OR Y(J):26 THEN 190
170 IF POINTI20%1,29-YLJ)) THEN 23¢
180 SET{Z20%],29-Y(J1.2)
10 SET4I, P 4):SETHI+L,P, &)
410 SET4J#20,30,5
420 SETIJ#20+41,30.5)




Missile!: BBC and Electron version

10 MODE S

20 VDU 23,224,224,1540,144,144,143,128, 128,255

30 vDU 23,225,0,0,0,0,240,12,2,255

40 VDU 23,226,16,56,84,16,16,16,0,0

so vpu 23,227,0,0,0,8,8,8,8, 50

60 DIM Y(3),F(3)

70 N=1:MS=16

80 PS=RND (20)+10

90 P=RND (500) +400

100 PROCDISPLAY

110 FOR I=PS TO 1100 STEP PS

120 PROCPLANE (I-PS,P,0) : PROCPLANE(I,P,3)

130 F$=INKEY$ (0)

140 IF F$="" OR N>3 THEN 170

150 F (N)=TRUE

160 N=N+1

170 FOR J=1 TO 3

180 IF NOT F(J) THEN 240

190 PROCMISSILE(J,0)

200 Y{(J)=Y(J)+MS

210 IF Y(J)<1024 THEN PROCMISSILE (J,3)

220 X=J¥320-1 : Y=Y (J)+32-P

230 IF X<128 AND X>—-40 AND Y>-32 AND Y<2 THEN 280

240 NEXT

250 NEXT

260 CLS : PRINT "MISSED'!'!'!"

270 END

280 PROCPLANE (I,P,1) : SOUND 0,-15,5,20

290 END

300 DEF PROCPLANE (X,Y,C)

310 GCOL O,C

320 MOVE X,Y

330 VDU 5,224,225,4

340 ENDPROC

350 DEF PROCMISSILE (N,C)

2360 GCOL O,C

370 MOVE 320%N,32+Y (N)

380 VDU S,226,4

390 ENDPROC

400 DEF PROCDISPLAY

410 FOR I=1 TO 3

420 MOVE 1%320,32

430 VDU S,227,8,226,4

450 NEXT

450 ENDPROC |
Ll U




Missile!: ZX Spectrum version

10
15
20
30
40
20
&0
70
80
F0
100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
370
400
410
420
430
440
450

=

l d o — | I I I I 4

460
{470
480
490
900

510

FOR j=1 TO 3

PRINT AT 21,8%j;"[AB1"

NEXT j

RETURN

DATA 0,0,0,0,255, 255,
127,63

DATA 0,252,252,252,
255, 255, 254, 252

CLS

INVERSE ©

DIM y(3)

DIM (3}

LET n=1

LET ms=8

LET ps=INT (RNDX&+5)

LET p=INT (RND%140+20)
GOSUB 400
FOR i=ps TO 240 STEP ps
LET c=1 : LET x=i—-ps
GOSUB 300

LET c=0 = LET x=i
GOSUB 300

LET #$=INKEY%

IF £%$="" OR n>3 THEN GOTO 170
LET £#(n)=1 : LET n=n+l
FOR j=1 TO 3

LET c=1 : BOSUB 350

IF £(j)=0 OR y<(j)>148 THEN GOTO 240

LET y(ji=y{(j)+ms
LET c=0 : GOSUB 350
LET x=ji%64-1i :

NEXT j

NEXT i

FRINT AT 0,03 "Missed"
STOP

PRINT AT O0,03"Hit'!'!'"
STOP

INVERSE c

PLOT x,p

DRAW 0,8 : DRAW 3,—-6
DRAW 8,0 : DRAW 2,-2
DRAW —-13,0 : RETURN
INVERSE c

PLOT &64%i+4,Y{i)+4

DRAW 0,6 :
DRAW 2,2 :
RETURN
FOR a=465 TD &6

FOR b=0 TO 7

READ c

POKE USR CHR%® (a)+b,c
NEXT b

NEXT a

DRAW —-2,-2
DRAW 2,-2

i?;f%h

LET y=p—-yi{3j)
IF x>—1 AND x<12 AND y<10 AND y>-5 THEN GOTO 280

Special note for Spectrum users.
The convention for showing
graphics characters in a PRINT
statement is as follows:

The character [
the GRAPHICS key once. Then
type the following letter keys.
Press the GRAPHICS key again
when 1 isshown.

means press

=

-
D
-

1———-———_-————————-—_——-——— o o o —



Missile!: VIC 20/C64 version

10 PRINT CHR$(147)CHR$(S);
20 POKE 36879,8

60 DIM Y (3),F(3)

70 N=1:MS=2

90 P=INT(RND (1) %9+2) 2

110 FOR I=1 TO 21 STEP RND(1)/2+.5
120 BOSUB 300

130 BET F$

140 IF F$="" OR N>3 THEN 170

150 F(N)=—1

160 N=N+1
o,
-
170 FOR J=1 TO 3
180 IF F{J)=0 THEN 220 o

190 POKE 81&64+J%5-Y (J) %x22,32

200 IF Y(J)=22 THEN 240

210 Y{J)=¥Y(J)+1

220 POKE B1564+J%5-Y(J) $22,30

230 IF ABS(I-Jx5)<=1 AND P=Y(J) THEN 280
280 NEXT

250 NEXT

260 PRINT CHR$(147);"MISSED'!!!"
270 END

280 PRINT CHR${(147)z;"HIT!!!'!"

282 PDKE 368B877,220 : POKE 346878,15
284 FOR kK=1 TO 500 = NEXT

286 POKE 36877,0 : POKE 36878,0

290 END

300 POKE B1463+1-Px22,32

310 POKE B1&44+1-P%22,121

320 RETURN

Make these changes for the Commodore 64.

20 POKE S53281,8

190 POKE 1984+J%#5-Y (J)#*40,32

220 POKE 1984+J%*5-Y(J)*40,30

221 POKE S56256+J%5-Y(J)*40,1

7?82 FOR K=15 TO O STEP-1:POKE S542%6:

FOKE 54276,129:FPOKE 54277,15

284 FOKE S54273,40:FPOKE S54272,200:NEXT

286 FOKE 54296,0

300 FOKE 1983+1-F%*40,32

310 POKE 1984+1-FP#40,121

311 POKE S&256+1-F#40,1 |
ig
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Missile!: Apple version

10

HOME

20 HGR

30
40
50
&0
70

HCOLOR=3

DIM Y (3},F (3}

N=1 : MS5=5
PS=INT (RND (1) ¥&+4)
P=INT(RND(1)#135+11)

80 GOSUB 400
90 FOR I=PS TO 265 STEFP PS

100
110
120
130
140
150
160
170
180
120
200
210
220
230
240
250
260
270
280
300
310
320
330
340
330
360
370
{00
410
420
430

X=I-PS : Y=159-FP : C=0 : GOSUB 300

X=I = C=3 : BOSUB 300

F$="" : IF PEEK(-146384)>127 THEN GET F%
IF F$="" DR N>3 THEN 16&0

F(N)=1

N=N+1

FOR J=1 TO 3

C=0 =: GOSUB 350

IF F(J)=0 DR Y(J)>145 THEN 230

Y (J) =Y (J)+MS

C=3 : GOSUB 350

X=J%70-1 : Y=P-Y(J)

IF X>-1 AND X<15 AND Y>-9 AND Y<5 THEN 270
NEXT

NEXT

VTAB 22 : PRINT "MISSED"

END

VTAB 22 : PRINT "HIT!!'"®

END

HCOLOR=C

HPLOT X,Y TO X,Y-B
HPLOT TO X+3,Y-2 : HPLOT TO X+12,Y-2
HPLOT TO X+14,Y : HPLOT TO X,Y
RETURN

HCOLOR=C

HPLOT 70%J,158-Y(J) TO 70%J,154-Y (J)
RETURN

FOR J=1 TO 3

HPLOT 70%#J-5,159 TO 70%J+5,159

NEXT

RETURN




Missile!:

10
20
S0
40
S0
&0
70
80
20
100

CLS
DIM
DIM
LET
LET
FOR

PLOT I,P

PLOT
UNPL
LET

110 IF

120
130
140
150
150
170
180
190
200

210
220
230
240
250
260
270
280

LET
LET
FOR
IF

ZX81version

Y (3)

F (3}

N=1

P=INT (RND*19+2) #2
I=1 TO 48

I+1,P -
oT I-1,P

B$=INKEY$
B$="" OR N>3 THEN GOTO 140
F(N)=1

N=N+1

J=1 TO 3
F(J)=0 THEN GOTO 190

UNPLOT J*16,Y (J)

IF
o
FLO
IF
THE

¥(J)=42 THEN GOTO 210
Y{J)=Y(J)+1

T J#16,Y(J)

P=Y{J) AND (J#146=1I OR J*1&6=I+1)

N GOTD 260

NEXT J

NEX
CLS

TR

FRINT "MISSED"
STOP

CLS

PRINT "HIT"
STOP

















































