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AUTHOR’S
INTRODUCTION

The Amstrad CPC 464 (‘Arnold’ to its users) is a fantastic
computer that has taken a major place in the computer market
alongside the Spectrum, the BBC Micro and the Commodore
64. Its powerful BASIC has excellent sound and graphic
features, making it a superb machine for games programmers.

In this book, | have tried to include as wide a range of games
for the Amstrad as possible. From the heady heights of play-
ing chess (of a sort!) to the ‘Zap 'em up’ arcade games, the
emphasis has been on making the games interesting and fun.
| have tried to include programs that you will not quickly tire
of. A number of the games are sufficiently interesting to keep
you amused for a long, long while.

| think now is a good time to mention a couple of things
concerning the book’s layout and style. Before typing in a pro-
gram from this book, reset the machine. This can be done
by holding down the CTRL, the ESC and the Shift keys
simultaneously. This sets the machine back to its original for-
mat, that of MODE 1, blue background and yellow foreground.
This will avoid any confusion between graphic colours and
sizes.

Secondly, | prefer not to put instructions into programs. It
seems a waste of programming space when you can tell the
reader in the preceding paragraph how to play the game. It
is therefore advisable to read any information on a particular
program before you play it.

Finally, | would like to say that these programs are not only
for you to enjoy but also to learn from. If you have never writ-
ten your own games, following how the shorter programs work
will tell you a lot. For the intermediate games programmer,
there are a number of useful hints and tips to pick up along
the way.

Clive Gifford,
London, October, 1984
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OUT IN
THE ARCADE

Arcade games are probably the most popular form of
computer games entertainment. In fact, many people when
they talk about a computer game, think about arcade games
and nothing else.

The main difficulty with programming playable arcade
games is speed. They must be fast, while being exciting. A
number of objects must be moving on the screen and the
programmer has to be able to coordinate the whole game,
while keeping enough speed and variability in its actions to
make it worth playing again and again.

The games in this section are all very playable. | have
avoided slow versions of well-known games. | wrote several
others but they were not fast enough to be enjoyable. Several
require joystick control but only one joystick, so you don’t have
to buy the special dual joystick adaptor just to play them.

Type them in, play them and Happy Zapping!
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DANGER UXB

As a bomb disposal expert, you must try to disarm all the
bombs in the area on the screen by scanning over them. You
only have a minute and a half to do so, and leave the area
before it is blown sky high. If you find that you get stuck in
a corner, you can use your mall charges to break through.
But be careful. If you are near a bomb when you do this, the
effect could be devastating.

The keys you use are:

| for West Q for North
P for East Z for South

Spacebar for Detonator

The set of buildings generated by the computer is different
every time. The computer gives you a warning when there
are only 15 seconds left.

17 REMYXXAKXEAEAKK KL KKK L KKK KK NN
20 REMYxR XK RDANGER UL V.30 Xk XEX
TO BEMEKXEXRKKAXKIAK LN IR ML KKK
4 INE 1,11

Sa O INE o.R

£@ EBORCER <

7 DIM T4, 240

20 C_E

P2 LOCATE (2. 1:FRINT "DaNGER. .. .ULX.

10 PEM I

11 SPEED KEY 1.1
122 FOR Y=I 70O
1Z¢ LECATE 1,V
14 S(1,¥Yr=14Z

1E0 PRIMT CHRs(S(1,YY):

iJ
DR}
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MEXT ¥
LOCATE X—1,Y
S(X-1,%)=14Z

FETMNT OHRE (S(X-1,Y));
NEXT v

LOCATE 1,2

COR T=1 T 40
S(T.2¥=142

FRIMT CHRS (S(T,2));

MEXT T
LOCATE 1,74

FOR T=1 TC 40
S(T.241=147

PRINT CHSS (S(T.247 0 ;
NEXT T

E=INT (RNDXIEY +1
LOCATE ¥, 7

PRINT * "
S(K.24)=22

FEN T
FOR T=: TR
X=IMT IRNDXIL) +2:
S(X.
LCCATE X,V
FEN *
FRIMNT

17
- al

VY =7ED

el

CHRE (S (X, Y2 ) :

Y=IMNT(RMDX26) +2
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AL TOA.YY=Z2Z

AT REMN T

85 NEXT T

42a FEMN T

00 YC=0

Sio REMxxxxEMD OF ZC7W
T2 A=2:E=7

ZZae BC=¢

ZAaa D=2

STe DI=INT/(TIME/ZOR?

=i,
PR 4

SEM¥kxxxMAIN CAME

EEN DIANKAXK

ACTICMYYY XX

=70 As=INFEVE
e IF A%="S" THEN SFEED FEY 10,1
€op IF pa="A" THEN STEED KEY 1,1

LOG YD=YSEl:IF YT LG THEM WC=o:SOUNMD
1L lone, 2,15

L1 VOCATE A,S:EXINT " "

&2 IF AE="0" AND T(A,3-1) 3% TYUEA R

=m-1

LT0 TIF AZ="7Y AND S(A,S+1)<IS THEM B

=B+1:IF SC=12 AMND EB=24 THEMN GOTO 163

o

£4@2 TF Az="I" AMND S(A-1,2775 THEM A

=A—1

L52 IF AZ="F" AND S(A+1.2)<IS THEM A

=A+1

£6¢ IF AE=" " AMD D@ THEM GOSUER 74¢

£70 IF S(ALEY=TT THEN SOUMD 2, 140:S(

A.2)=Z2:EC=50+1

&3¢ LOCATE A,B

£90 PRINT CHRE (248);
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TG T=INT(TIME/ZOC: -DT

Fie 15 TEXEe THEW 94@

720 IF THXTS THEN INVY @,9,11

7Z¢ GOTO 7@

T4 REMEyxkx¥xDYRAMITE THROUGEY XXX

2 IF Z(A+1.EY=TI OR Z(A-L,20=T0 DR
S(A,D+1Y=2T OR SU(A,2-1)=37 THEM GOT

0 940

Te? S(A+1,B)=32

T7@ SAA-1 3 =30

720 D(A,2+1y=T10

TO0 S(A.F-1)=32

S0e LDCATE A4+1 Q25 INT » o0

Sié LOCATE A-1,B:FRINT " "3

220 ILDCATE A S+1:FRINT » g

2T¢ LOCATE AL B-L:ERINT * ¥

24¢ FEN T

2T2 DT=DT-ie

260 IF Z=327 THEHN S(A.B+1Y=247:1 OCATE

SB+HLIFRINT CHRE (1470 ;

27@ IF A=2 THEN S((A-1.2Y=147:L
-1, E:FRINT CHR® (14322

286 IF B=2 THEN S(A,2-1)=147
A, B—-1:FPRINT CHRE (147);

290 IF A=Z8 THEM S(A+!.2)=147;
A+1,B:PRINT CHRE(147);

20@ FEN 2

P1@ SOUND 1, 200,L0

97¢ D=D-1

°zZ@ RETILRM

24¢ REMXXXKLOSE. ... SANG ' ' XKXX

LOCATE
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5@ F0
oLk ZOUND L
?7e IMK @,7

22a ZOUND 1,22

1070 LOCATE 10,10

104G SRINT MTICK,  TICH.  BEOOSMM: e

LGS0 SCUND 11,4000, 140,15

1e£0 SPESED MEY 1o,1

70 END

1220 REME XL KRXW TNKKKK KKK

1090 SFEED KEY 1é,1

1100 FOR T=3Zeo T

1112 SCUND t,T.2

1120 MEXT 7T

117a FOR T=1 TN 2Q:FSINTIMEXT 7

1140 LOCATE 15,1@:FRINT “"WELL DOME®
=

n Lo ZTER -5
4H

SouUMD 2,7, 2e

pully S

22 LOCATE 12,14:FPRINT "TIMEz":TH "
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QUACK ATTACK

Time to pot the poultry in this action game by Peter Shaw.
A flight of ducks is overhead. Your marksman must try to shoot
down the whole flight in as few shots as possible.

Move your marksman to the left with the ‘Z’ key, the right
with the ‘M’ key and fire with the ‘A" key.

1% REMXxxxxQUACY ATTACH¥XXX
20 GREUER 970
e HE=@
40 A=INT (1E+RMDX4-RNDx4)
T InNK @,1:80RDER 1
&6 CLE
70 SC=e
200 RAMDDOMIYE TIME
e I=1
160@ Af=" ab ab ab ab ab
ab "
11 Bs="rd cg cd cd cd cd cd
zd "
129 REMXXx¥x¥DRAW I_ANDSCAPSXX XXX
1Ze LOCATE 1.22:FPEN 1:G0SUR 1ale
14 LCCATE 1,1 SUE 120
=@ LLOCATE I z0EUE 1026
16e ILOCATE 2°, SINT CHR%(14
3)+EHR$(143?+6HR$L143)+CHR$(14Z?+CHR
(14ZY+CHRE (143272
17@ I_OCATE Z@,19:FRINT CHRE (1432) +CHR
F (147 +CHRE (143 +CHRE (142 +CHRE (14722

(
2 PEN 1

H

ok
D
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190 LOCATE 1,Z1:FRINT CHRE(142):L0CA
TE T4,21:FSINT CHR$ (147
206 LOCATE 1,22:FRINT CHRS (147);:PC

TERINT™ QUACK ATTACHK ":C
HEs(1£42 2", 17840
21e PEMN 1

220 LOCATE Z4,22:FRINT CHR% (147

7@ LOCATE 1,27:FRINT CHR#(147):L.0CA

TE Z4,2T:FRINT CHR% (147

24¢ FEN 1:GOSUE 10720

25¢ DT=INT(TIME/Z00)

260 FEN 2

270 LOCATE 1,2:FRINT A%

220 FEN 1

290 LOCATE 1.4:FRINT

I00 F=0
IF

Zio

OB

o
1#

Ag="
" THEN F=F=+1
20 IF D=t

" THEM F=F=+1
ZZn IF F=2 THEN (0OTO 22a
Z4e EMY 1 Ta.4, &

ZE? CE=INKEYE

TEG SOUND 1L 200, 10,1,1.1.9

zZ7e IF Cg="A" THEM GOSUR 480
ZR@ IF CE="M" AND A<28 THEN A=A+2
Z06 IF CE="IZI" AND A>E THEM A=A-2

4aa |LDCATE A-Z,17:REN Z

Ater PRINT * = %
42@ PEN 1
476 Ces=INKEYZ
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GOSUE 426

JTIVAMIDE (A, 1, 1)

f.J
>

PR

[
o

-

Lhon (n
3

N B

in
!
B

]

-4

)
"

inoon

i}

LEFT= (B, T7)

T2a TY

N

D]

(n
9

THEN A=Q+72

AT THEM A=A-2
A-Z,17:PEN 3

)
)

oo~
[

[y
~

"y
)

- S1Y+MIDE (AL,

Il{ “

3

4
£ a s

-,1)+LEFT$(B$.31‘

(E!S_.C-!-‘-. L1¥IE T

.kJ
(=
)

'-J
N

k>

S:GOSUE 700
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772 I_DCATE 1, 2:RPRINT A%
TR SC=CCe0

7O MIDs (e C-2_ Tr=" "
2
Rie RETURM

224 TU=INT(TIME/Z@0)~DT

ICATE 1 1:PRINT "YOUR RATING IS

2t LOCATE 1,Z:FRINT "BEET RATING IE

Q7m LOCATE 1,S:FRINT "VYOU TOOK":THE
<

REa SoUMD 1,14@:50UMD 1, 1&£2:50UND 2

RSe SYymMBROL 97,0,.3,7,12.111 285,97,

R

960 SYMEOL 92, 1172,227,141,42,253, 252

7 = w2 ialealal A Rt )
- 223,98
72 SYMROL 99,240,126, 71,63.127, 0,32,

3

10
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SYMBRCL laa,c

o
3

’7‘4 1L DRSS TG o
A bl A.h—‘—'- -\—'—'1—-!‘-‘-—‘-‘_- <'-’

SYMECL 1@, 2.2,40,40,248,32.2e,8

SYMEDRL

[y
™
tJ

L2418, 15, LA, 40
RETIRN

FOR T=1 T0Q Z4:FRINT CHR%(14Z);::
T:RETURN

11
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DIAMOND THIEF

Fancy seeing you in a situation such as this! Rushing your
way through Tiffany’s of New York, stealing diamonds. |
suppose life is full of surprises.

In your mad dash out of the store before the alarm rings
(you have two minutes), you tend to miss many of the stones
that you make a grab for. You are rushing to the nearest exit.
You cannot move backwards, only side to side. You do this
by tapping the ‘Z’ and ‘M’ keys. You’ll know when you’ve got
a diamond by the tone from your Amstrad.

10 REMEXXEXXXXEXXKEXRRXKAKX

20 REMXXx*XDIAMOND THIEFXXkX

IO REMEAXXXKEXEKEKXEXKXKEXKKXX

49 SC=0

SO0 X=10

L@ XX=10

70 INK 0.1

8@ INK 1,24

90 INK 3,26

100 BORDER 1

11@ CLS

120 DT=TIME/Z@0

1Z@ LLOCATE XX-1,13:FRINT " "
149 LOCATE XX-1,12:PRINT * "
150 LOCATE XX-1,11:PRINT " "
160 LOCATE XX-1,10:PRINT " "
170 LOCATE X-1,14:PRINT " ";CHR%$(249

1806 XX=X
192@ M$=INKEYS
200 IF M$="Z" AND X>2 THEN X=X-1



210

220
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IF M3$="M" AND X<3B8 THEN X=X+1
IF TEST((X%*146)-8,1464)=F THEN SC=

SC+17:S0UND 1,60,5

2Za
24e

LOCATE 1.25
IF INT(TIME/30@)-DT>12¢ THEN GOT

O zZ2e

250
26@
270
7):

28e
270
oo
19
I20
TZ0
J4Q
350
60
I7e
Tgea
I90
400
41@
42a
430

440

FOR C=1 TO INT(RNDx7)
PEN X
PRINT TAB(INT(RNDX3Z7)+1) ;CHR® (22

FEN 1

NEXT C

PRINT

GOTO 13@

REMXX X ¥ XEXPLODEXXXX X
FOR T=1 TO 20

INK 2, T

SOUND 1,15@,15

SOUND 1,350,15

NEXT T

FOR T=1 TO 2002:NEXT T
CLS

INK 1,@

PEN 1

LOCATE 6,10

PRINT "YOU COLLECTED";SC;"CARATS

END

13
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BOMB CATCH

What a foolhardy thing to do! But you know that it must be
done. Some joker is throwing grenades down from a tall
building and you must catch them before they hit the ground.

If you don’t, they will explode killing you.

Before you go and dice with death, | should tell you that
you use the ‘7’ and ‘9’ keys. You will probably find the numeric

keypad the easiest keys to use.

[y
o)
o

[y
[y
-
Pexd

[y =y [
[
o0

n
> m &

&

[y

[y

T @

)

REMYX YA XXECME CATCHYXKXXX
INK 1,26

X=INT (RMND®2S) +7: V=1

cLe
T=12:5C=e

V=V¥Y4+1

LOCATE T,24
FRINT CHR%(192?

LOCATE X.Y
FRINT CHR$ (252)
LOCATE X,Y-1
PRINT *
FOR D=1 TO S@:NEXT D
IF ¥>23 AMD X<:T THEN GOSUB 28¢:
EANG ' ! !
IF X=T AND Y=24 THEMN GRSUER 24@
AE=INKEYS:
LOCATE T,24
FRINT® »
IF Ag="7" THEN T=T-1
IF AZ="9" THEN T=T+1

IF T>Z9 THEN T=39

e
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IF X=2Z9 0OR X1 THEM GRTO 2%6e¢
27%9 RETURH

280 REMYAXXXIFATLUREX XXX XK
290 CLE:LOCATE 12,12

Zea PRINT"You prevanted " EC

Tie PRINT TABR(Z2) "

Z2e 0T Z20

15
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BRICK OUT

Most people have heard of Breakout. In this version, the
roles are reversed. You must stop the ball from knocking a
hole through the wall.

This game is great fun and utilises some excellent graphics.

Use the ‘7’ and ‘9’ keys to move your bat.

G REMEXEXEXARERXKEKRAKKK LK
20 REMYXXXRkXTBRICH -CUT ™ xx¥ XX
Z@ REMXXYKAEHAW/CIFFORDXX XX
40 REMETREX KRR KK KK R KRR KK KX

=0 H=;

[

L0 EOSUBR S70
70 FOR Z=1 TO
RO AF=AE+AL

96 MEXT Z

1o BEN Z3CLS
110 |LDCATE 7.1
120 FRINT A%
136 LOCATE 3.2
140 PRINT A%
156 LOCATE 7,7

n

180 PRINT A%
170 Cs=A¢:L0CATE Z,22:FRINT %

180 PEN !

20 L_OCATE 8,2S

206 FPRINT CHSS(154):"1984 C.GIFFORD/
=, SHAWY

1@ FEN 2

226 FOR X=1 TQ 27

2Ze ILBCATE 2,X
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240 FPRIMT “4";

2@ LOCATE 2ZIS.X

260 PRIMT "d":

272 MNEXT X

220 PE=INVEYZ

290 IF FE="0" AMD G4 ZG THEN A=A+2
Zoe IF PE="7" AMD AX2 THEN A=A-2

Tier IF A=2 THEN LOCATE A,7:PEN Z:FRI

MT "dU"::FEN 2:FRINTY abc  ":30T0 340

Z2¢ IF A=Z@ THEN LOCATE A.7:FRINT
zbc"::FEN Z:EFRINT"4V:PEN 2:(:0T0 240

ZIe LOCATE A, 7:PEN 2:PRINT " abc
Z4¢ LLOCATE D,C:FRINT " ¢

ZEe IF C»26 THEM F=-F:S0UNR 1,180,115

Zee IF DRIZ DR D44 THEN G=-G:SCUND i
L 140,15

I70 C=C+F

2@ D=D+1

Z9@ LUOCATE D.C:FEM 1:PRINT 3%:FEN 2

40 IF C=2 THEN GOSUB 45@

41¢ IF C<=7 THEM EOTC 43¢

420 IF D=A+2 OR D=A+3 QR D=A+4 THEN

F=-F:S0UND 1,100,155

4Z@ IF C=1 THEN LOCATE 7,10
AME OVER. SCORE:":SC:GOTQ S
44¢ SC=SC+27:G0T0O 28

456 IF MID$(As,D-1,1)Y=" " THEM RETUR

FRINT "G
@

[ 1Y

460 MIDE (A%, D-1,.13=" »
470 F=-F

48¢ SOUND 1,3

sl

=
@, 15
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49¢ | OCATE Z,2:FEM Z:FRINT As:FEN 2

S RETURM

Sia IF SCH-H THEN H=8C

S2@ LOCATE 1e,17:FRINT “"HIGH
RS

SCoRE: M

SZ¢@ FOR T=20@ 702 Se STEP-2:80UND 1.7

J22INEXT T
S4¢ WHILE THMEYSs="":WEND

£22 REMXx¥xDEFINE GRAFHICSXXX
&Z@ SYMBOL AFTER 9%

= NoE s N

&4® SYMBOL 97.1.31,127,.255,.255,255,2

55,248

ety Al

£5@ SYMEOL ©8,255,25%,255, 255, 255,25

S. 2

—. .

2

&&3 SYMEOL 99,128,248,284, 255

= e T4
el dd e s

479 SYMEOL 100,254,254,254,0,

L239,0
£30 REMXX¥ a b o = SHIELDKXX
£70 REMXXX 4 = BRICKSKXX

7ed RETURN

18

P IrTs B

2z 279

. -
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CITY SACRIFICE

Your plane is running out of fuel fast. You start to drift lower
and lower. You have not been away from your flying base for
more than 15 minutes when this happens. Below you is the
city of New York. You start to think the unthinkable. If your
nuclear weapons are detonated, they will destroy a third of
the United States. However, you must obliterate a portion of
the city with your bombs in order to land.

This version is faithful to the arcade original. Not much
dexterity is needed as you only have to press the ENTER key
to drop your bombs. What is needed in abundance, however,
is some good judgement and strong nerves. Good luck.

10 REMAXXXXKXXEXXAXKEXKKKKAXKKKXKKX

20 REMXXXXXXCITY SACRIFICEXXXXXX

TO REMEXXEXXEXKKKAEKAKXXXKKERXKXXXX

40 PEN 1:PAPER @

S ENT 1,100,-9.1

49 GOSUR 692:REMXXXinitialisationXkxx
79 REMXXXXXMAIN ACTION LOODPXXXXX

80 LOCATE AA.BB:CALL &BD19:PRINT" "
90 A=A+1:1IF A=32 THEN A=1:B=B+1

102 LOCATE A,.B:PRINT CHR%(141);CHR%$(
140} 3

116 IF N(A+2,BY=1 THEM GOTO XS50:REMX
X¥crashxxx

12¢ IF A=39 AND E=24 THEN GOTO S460:R
EMXXXsuccessxxx

17@ AR=A:BE=B

14® SOUND 2,2000,4,5,0,1

15@ SOUND 1,3%000,6,5

162 LOCATE 32IS5.1:PRINT 5C;
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20

17
i8a
199
200
210
220

220

IF INKEY(18)=0 THEN GOSUB 190
M=M+1:G0OTO 7o

REMxX¥X¥ROMBS AWAYXX XX
C=A:D=R+1

LOCATE AA.BR:CALL %BD19:FRINT"

A=A+1: IF A=39 THEN A=1:B=B+1
LOCATE A,B:PRINT CHR%$(141);CHR% (

149Q) ;

240

IF N(A+2,B)=1 THEN GOTO I50:REMX

YXcrashxxx

250

IF A=Z9 AND B=24 THEN GOTO S5&@:R

EMXXXsuccessX¥Xxx

260
279
280
299
Too
I1Q
16
I2e
IZ0
N
340
T30
362
I79
i8e

AA=A: BR=H

LOCATE 3S,1:PRINT SC;:

LOCATE C,D:PRINT CHR$(252);
SOUND 1,D%15,3

SOUND 2,2000,%,5,.@,1

IF N(C,D)Y=1 THEN N(C,D)=0:SC=SC+

LOCATE C,D:PRINT" ";:
D=D+1: IF D=25 THEMN BM=BM+1:RETUR

GOTO Z21@
REMXX XX XXXCRASHXX XX K%

FOR T=1 TO 20

PEN 3:SOUND 1,1500,17,15,0,0,5
CA=A+INT (RND%4) - INT (RNDX2) : CB=B+

INT (RND%x3) —INT (RNDX%X3)

390

IF CA>Z9 OR CA<1 OR CB>25 THEN 6

07O 38
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492 LOCATE CA,CBR:FRINT CHR%(238);
410 NEXT T

42¢ |.OCATE 1,25

4Z@ FOR T=1 TO 2@:PRINT:SDOUND 1,20x%xT
SAQ:NEXT T

440 LOCATE 1e,1e@

45@ PRINT "YOU SCORED ":SC

446 IF SC<86@ THEN LR%="YOU TOTAL ID
107"

47@ 1IF SC>799 AND SC<120@ THEN LR%$="
WHICH YOU ARE LUCKY TO GET"

48@ IF SC>1199 AND SC<1800G THEN LR$=
"TRAINEE AIRCRAFTSMAN"

49@ 1IF SC>1799 AND SC<23@0 THEN LR%=
"OH CO-PILOT"

0@ IF SC>2299 AND SC<280606 THEN LR%$=
“"INEXPERIENCED PILOT"

S1@ IF SC>2799 AND SC<{3300 THEN LR%$=
"EXFERIENCED PILOT™

920 IF SC>3299 AND SC<Z900 THEN LR%$=
"FLIGHT COMMANDER"

5% IF SC>383992 AND SC<446Q0 THEN LR$=

"FLYING ACE"
540 IF SC>4599 THEN LR$="SQUADRON LE
ADER"

S5 GOTO 61@
560 REMEXSXEXSUCCESSXXXXK

570 LR$="WAR HERO"

S80 SOUND 1,10@,15e:S0UND 3,90,150:5
OUND 2,110,15@

S9@ CLS:LOCATE 12,1@0:PRINT*YOU DID I

21
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22

Ts

11417
610
&2@
630
&4Q
650
L60
&70

WELL DONE'"

GOTO 61@
REMKXXXXPLAY AGAINXXRXX

PRINT: PRINT: PRINT

PRINT * ANOTHER GO, “:LR$
PRINT

PRINT TABR(1@);"PRESS °Y® OR “N* "
AS=INKEY$

IF A$="Y" THEN RUN ELSE IF A$="N

" THEN END

&80
&90
700
719
720

GOTO &6

REMX XXX ¥xDRAW BUILDINGSXXX%XX
CLS:MODE 1

RANDOMIZE TIME

SYMBOL 255, 255,255,195,195,195,1

95,255,255

739
742
759
76@
779
780
79¢
800
810
82@
8Za
840
g85@e

86@

DIM N(40,24)

FOR G=3 TO 38

X=INT (RNDX1&)

FOR T=24 TO 24-X STEP -1
N(G,T)=1

LOCATE G, T

PRINT CHR$ (255)

NEXT T

NEXT G

REMXXXXXOTHER INITILISATIONXXXXX
SC=@:C=0:D=0: A=1:B=2
AA=A:BB=B:M=0:BM=0

LOCATE 1,1:PRINT CHR$(144)3;"1984
CITY SACRIFICE SCORE: "
RETURMN
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ATTACK OF
THE MUTOIDS

Cruising round the galaxy in your V-wing fighter may
normally be fun, but not today. The malevolent planet Aurora

has sent out its latest weapon, the mutoids, in an attempt to
destroy you.

The mutoids are capable of changing shape. When you
come across them, they are disguised as harmless-looking
red blobs, but beware, the 30 Megaton Nuclear device they
carry is far from harmless.

Your side-shields will take care of any side blows but your
nose area is your most vulnerable.

You steer your vessel using the ‘Z’ (thrust left) and the ‘M’
(thrust right) keys.

10 REMEXXXXKXXEXAXRKXKXXKKRKXRXKRKKX X
X

20 REMEXXXXATTACK OF THE MUTOIDS*KXx
X
IO REMAXEKEKEKKERRXKRKEKXKKERKK KX KKK
b 4
40 N=0
S@ X=19
50 XX=10
70 INK 0,0
5 INK 1,24
86 BORDER O
9@ CLS
190 DT=TIME/Z00
11@ LOCATE XX-1,13:FRINT *
120 LOCATE XX-1,12:PRINT " *

23
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24

13@
140
13@
16@
179
18e
190
200
21e
TO

220

2Z@

LOCATE XX-1,11zPRINT " "
LOCATE XX-1,10:PRINT " "
LOCATE X-1,14:FRINT " ¥ "

XX=X

N=N+1

ME=INKEY$

IF M$="Z" AND X>2 THEN X=X-1

IF M$="M" AND X<{IB8 THEN X=X+1

IF TEST ((16%X)-8,16@)=3 THEN GO
360

LOCATE 1,25

IF INT(TIME/Z0@)-DT>2 THEN DT=DT

+2:605UB Z160

240
250

260

FOR C=1 TO INT(RNDx7)
PEN 3
PRINT TAB(INT(RND%3I7)+1)3:CHR%(14

PEN 1

NEXT C

PRINT

GOTO 11@
REMXXXXSOUNDX XX XX
ENV 6,15,-1.1

ENT 1,30,1@,1

SOUND 1,500,30,15,1,1
RETURN

REMXX XX XEXPLODE ¥ ¥ XXX
FOR T=1 TO 20

INK 9,7

SOUND 1,150.15
SOUND 1,350,15



410
420
4Z0
440
45@
460
47
480
470

See
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NEXT T

FOR T=1 TQ 200Q@:NEXT T

CLS

INK 1,02

FEN 1

LOCATE 10,10

PRINT "YQU ARE DEAD"

PRINT

PRINT * but you scored":;Nx1

END

25
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SURROUND

Surround is one of the most well-known arcade games
available. You steer your moving line around the screen
attempting to trap your opponent. The losing player is the one
that hits one of his or her own lines, the opponent’s line, or
runs into the edge of the screen.

As this is a two-player game, | have carefully chosen the
keys so that both players feel comfortable when they are
playing the game. The Amstrad, with its long keyboard and
separate numeric keypad, make this easier.

The keys are as follows:

For the player on the For the player on the
Left Right

Q for Up 9 for up

A for down 6 for down

Z for left 1 for left

X for right 2 for right

(n.b. these are the
numbers on the numeric
keypad.)

10 FEMXXXXCEURROIUND® x kX

2 GOEVE L&a

I A=A BE=Z00: X=200: V=00
40 V=dzl =0

S0 R=@sT=0

Le BELRDER 1

T REMYXXXxkxMATHR | OO0FKk XX XX
£2¢ MODE ¢

Qmn 1=

1o ILCCATE 1,1
1ie PEN 2
1"\

22 BPRINT TABR(1Z) : "CURREUNDY

26
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FEN 1

FLOT 12,776¢,1

DRAWR S22, @

DRAWR @, ~Z&0

DRAWR ~S8@, 0

DRARR @, TEG

e oT A E,T

PLOT X.V.T

FLOT 2,772.1¢

DRAWR S84, @

DRAWR @, -744

DRAWR -S84,%

DRAWR @, 764

AR=A: BE=R

IF INMEY(14)=0 THEN k=1
IF INKEY(1Z7)=0 THEM k=-1
IF K432 THEN A=A+K:L=0

IF INKEY(Z)=@ THEN L=1

IF INMEY(4)=0G TYEN L=-1

IF L@ THEM B=R+L:¥=0

IF aA=A AND EE=P THEN 070 250
IF TEST(A+K, B+L)Y<>@ THEMN 470

INCIE S S2 55888023000 8002 58880885008

b2

-
Mmoo Mmoo

=Y aeVWV=V
s i Y

I

[

INKEV (£7) =0 THEN R=1
INKEY (71)=0 THEN R=-1
&< 3@ THEN X=X4+R:T=a

INKEY (£7) =6 THEN T=1
INKEY (£9) =6 THEN T=-1

TL =@ THEMN Y=Y+T:R=0

O
n

[
m m

[

27



Dynamic Games - Amstrad

28

aze
44e
4=
=15
LS $.
47
4802
492
Soe
=4 (a

e T

=2

X T & ST U ¥ S
M4

3

IF XX=X AND VYv=Y THEN E0TO 4%
IF TEST(X+R, VY+TrJ =0 THER 480
=070 i7a

EEMXA A XX CCORRRAAAECEHHH ! ! Ty

WIME=NE (D)

FOR Y=Zoe 70O Z¢ STER-2

SOUMD LY, 4,18

TE YSRRA THEN SOUNR 2,9+2, 4, 1S
TF VIiSe THEN SOUND Z,V-2.4, 15
BORDER INT (RND¥TL)

MEXT
SOUMD 1,40, 100 SOUND 2, 40, 100 80

T 40,100
[ang

ot

DN

LRDCATE 1o, 1

FRINT HVOLY Wopp v WIne

LOCATE 12,17

FRINT "WELL DONE! ! o

ILOCATE 1,74

FDOR T=1 70 120@:NEXT T

FEINT "Would vou like to play ag
bigshot=s"2"

IF IMEEvYE="" QMDD IRNEEVES UWVY THE

<4

3
i3
[

1R

R
REMXXXXSTART OF CAMEXREXX

REMYXXXTITLE CAGEXEXY
CLe



Ty
Tl
7o
TIE
Jae
TR
TEe
T7e
72¢
TQn

Qo

«d
b-
-

»

{3
tJ
>

!
]

T
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EQINT "SURROUNDY

SLOT 19e,2<0,1
NEAWR 24¢, ¢ 30UND 1,400,100

EOR T=! TO 1S@e:NEXT T
DRAWR @, -22:EQUND 1, To0 170
EOR T=1 TD 1S@e;NEXT T

DRAWR ~24¢, @: SOUND 1,200, 120
FOR T=1 TN {S@6:NEYXT T

DRAWS @, 20:E0UND 1, 1e0, 120
LOCATE 1,2

PRINT "........PRECE ANY VEV
THYE.. ... 0"

WHILE TMUEYE=UWEND

SOUND 1, 19@

[ =
-

LOCATE 1,10
INSUT "FLAVER 1":Ng (1)
SOUND 1, 200
LOCATE to,14
INEUT MEUAYER 24 3Ng (2)
SOUND 1, 1E6

SETUSM

29
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ARNOLD THE
ELECTRICIAN

Arnold has been called to the Manor as the Electricity
Generator has gone on the blink. On entering the Generator
room, he finds charges of electricity zooming aorund. Arnold
must avoid these as he trundles around collecting all the light
bulbs. How long can he last, collecting the light bulbs and
avoiding the electric charges? We shall have to see.

The game, which | think is one of the best in this chapter,
is controlled by the joystick. Holding down the fire button
results in the program pausing until it is released. There is
also a high score feature.

{
10 REMAKEXL KK RELF KX XX KKKKK KKK KX KK
XX KK
260 REMsokk k¥ x¥ARMNOLD THE SLECTRICIARNX
KKK
T REMEER KL KRR KR KKK R KRR R KK KR kX K
XXX X
40 PRINT:FPRINT:FRINT ¢ FLEASE WAIT
FOR A MOMENT, ARNOLD"
¢ DIM S(4a,25) :HS=a
50 Y=
7o INK a,0
8¢ DORDER @
20 INK 2,24
100 INK 1,14
11e INK 7,24
12¢ GOSUR 490
1Ze GOSUE S58e
140 REMxXk¥MAIN LDOPXXXX
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15@ L$=CHR% (249)

160 Y=Y+1:IF U1 THEN V=@:Ls=CHRS (24
)

170 J=10Y (@)

12 IF J=1 AND X:Z THEN X=X

192 IF J=2 AND X<24 THEN X=X+1:0=0
20@ IF J=4 AND Y32 THEN Y=Y 1
=CHR$ (251)

2i@ IF J=2 AND VI8 THEM Y=Y+1:F=4:l
$=CHR$ (250

2260 IF J=1¢& THEM GOSUE 946

2Z2 1IF J=0 AND F=1 AND X3 THEN (=X-
1

24@ IF J=6 AND F=2 AND X<24 THEM X=X
+1

25@ IF J=@ ANMD P=3 AND VY2 THEN Y=VY-
1

262 IF J=0 AND P=4 AND VYIZE2 THEN Y=V
+1

279 LOCATE YY,XX:FRINT" ¢

280 IF S(Y.X)>@ AND S(Y. X0 <t1@ THEM S

C=GC+S(Y, X2 ¥T2:50UND 1,150,4,12:5(Y.

29a IF S(Y,X):9 THEN GOTO I70:REMXYX
LOSEX %X

Teo LOCATE V,¥:PEN 1:PRINT L3

Zie LOCATE 7.1:FRINT EC

TP XX=X:YY=

ITé SOUND 1,400,110

T4@ IF RNDG.94 THEN A=INT (RADEIL) +7
tE=INT (RNDX21)+3Z: L OCATE A—-1,2:C=INT <
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32

RMNDXQY+1: S (A BY=C:FEN Z:FRIMT "%":FE
N1 SCUND 21, IMNT(RMDXE@Y +20 4,1

TE@ IF RNDx@.24 THERN E=INT (RND®IEY +C
tE=INT(RMDXD1Y+7Z:2 | OCATE F_ G:FEN 2:FFk
INT CHRE /(422 :S(F,2y=1¢ .

T Z0TC 140 |

70 REMEXKX¥kL_OSEX XX XX

I8 SCUND 2,&00,14,7,1,12,2

TOG SOUND 4.400,.20,7,9,17.4

Aca SPRUND 1,500,326, 7.4

414 CLS | | .

426 LOCATE 4,6:CRINT "vY0OU! HAVE BQEEN
ELECTRDCUTED;'!"

4Z¢ SQUNMD 1,4e00, 150,15, 1.1,

440 LOCATE 17.1@

452 FPRINT:FRINT"YOQUR SCORE WAS “;SC
460 IF HEXSC THEN PRINT"THAT IS NOT
UF TC THE HIGH SCORE "3 HE

47@ ERINT

43@ IF HSICSC THEN HE=SC:PRINT"WELL D
ONE. YOU MNDW HAVE THE HIGH SCORE"
492 PRIMNT:FRIMNT:FRINT

Soe FPEN T

S1é LOCATE £,1&:PRINT "HIGH SCORE 1S
"iHS: "WATTSY

S2¢ FEN 1

SZ@ FRINT:PRINT:FRINT © ANOTH
ER GAME™ (Y/N) "

54 DE=INKEY%: IF D&="" THEN =40

b

=50 IF Dg="Y" THEN SOUND {,1e6,40:G0
T 12¢
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Sge IF DE="N" THEN PRINT"OX, “:END
=70 IF D$<:"" THEN S46

S80 KEMKXXKSCREEN% XX

=9@ MODE 1

£0@ CLS

t1e PEN 2

420 FRINT"SCORE: ":SC;

LT BRINTH ARMCLD, THE ELECTRICI
AN

L4 FEN 1

A5G PRINTHHHSREHAH R REBER SRS
HHE R R

60 FOR T=1 TO 22:PRINT"#":TAR(Z9) ;"
#UINEXT T

670 PRINT™HESHE R SRRt n Y
HRERHRH R RS

20 RETURN

690 REMXXXX¥ INITIALISATIOMNKKX KX

706 FOR H=1 TO 4@

7i@ FOR V=1 TO 2%

722 S(H,V)=@

730 NEXT:MEXT

746 X=20:Y=1Z:5C=0

750 XX=X:VYY=Y

76@ F=0:G=0:A=0:B=0

776 RETURN

78¢ REMXXXIJSER DEFINED GRAFPHICSXXX
79¢ SYMBOL AFTER 2

Zee SYMROL IS5,17@,85,17¢,85,17¢,95,1
76,95

81@ SYMEROL 472,6,12,74,63,3.6.12.24
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B2a SYMEOL 8, 124,222,19,254, 174,564
.S56,.56

220 RETURN

840 REMXXKPAUSE KROUTIMEXXX

850 WHILE J<>16

B84¢ SCUND 1,1.1,1@

870 FOR L=1 TO 1@:NEXT L

£8@ WEND

89¢ RETURM
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ESCAPE FROM
JANUS 15

Being locked in the Power Complex of Janus 15 is not every
space traveller’s idea of fun, but you have always had a taste
for the unusual. Employed by the Sirius Corporation, you are
to steal the Strontium Crystal that powers Janus 15. Once
the crystal is in your possession you must get back to the exit.
Time is short, as the complex is set to explode in an hour
(around 70 moves). As well, there are a number of traps which
will use up your time. You move around rhe complex, using
the standard adventure commands N,S,E, and W.

| suggest that you try to make a map of the complex as
this will aid you in your struggles to fulfil your contract with
the Sirius Corporation. If you do this, you will become the
first person to escape from Janus 15.

10 REMEXXKEKEETRREX KX KRR KL OOOERR KKK
26 REMXX¥XXESCAPE FROM JANUS 15¥%XXXX
70 REMEXEEEXXEREXKRXRXKEKERELKERKRKKK
4G C=1:CF=0

50 MV=0

60 GOSUB &80

70 P=1

86 BORDER 1

9% INK 2,18

100 INK 0,0

110 INK 1,724

120 INK 3,6

170 REMXXXXKXMAIN GAME ACTIONKXXXXY
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149 CLS

150 MY=MY+1:IF MVY>7@ THEN CLS:LOCATE 2
L 12:PRINT "TOO LATE, YOU HAVE BEEN ATO
MISED!'''":END

160 C=INT(FP/17)+1

170 SOUND 1, INT (RNDL3I0O0)+50,50

180 SOUND 1, INT (RNDXZ00)+50, 56

190 REMXXXDRAW SURROUNDXXX

200 FLOT 250,250

210 DRAW 1,.150,C

22¢ FLOT 250,250

270 DRAW I90,2560,C

274G DRAW 6£4©,150,C

250 IF L(P,1)<>® THEN GOSUR 400

260 IF L(P,2)Z>® THEN GOSUB 610

270 IF L(P,Z)<{>® THEN GOSUB 470

786 IF L(F,4)<>® THEN GOSUE 5S40

290 1F P=6 THEN PRINT "YOU NOW HAVE TH
E CRYSTAL, MAKE YOUR WAY TO THE ESCAPE
EXIT AS FAST AS YOU CAN":CF=1

Z0@ IF CF=1 AND P=S6 THEN INK 1,16z INK
2.16: INK 3,16:FOR T=1 TO I@&:PRINT *
¥OU ESCAFEDR FROM JANUS 15 IN TIME":NE
AT T:END

710 FOR T=1 TO 1@:IF D(T)=P AND P<>6 A

ND PZ<>16 THEN FRINT "YOU NARROWLY MISS
A TRAF LOSING TIME...":MV=My+8

320 NEXT T

3I0 LOCATE 4,22: INPUT “WHICH WAY MASTE

R": A%

T40 B$=LEFT$ (A%, 1)

36



750
L1

60
.

70
.3

80
.8

790
400
410
azoe
470
440
450
460
470
480
490
500
S10
520
570
sS40
S50
S60
570
=80
590
b0®
610

Dynamic Games - Amstrad

IF B3="N" AND L(F,1)<>® THEN F=L(FP

IF B$="S" AND L(P.2)<:0 THEN F=L (P

IF B$="E" AND L(P,3)<>® THEN P=L(F

IF B$="W" AND L(F,4)<:>@ THEN F=L(F

GOT0

140

REMXXXXDRAW NORTHXXXX

FLOT
DRAW
DRAW
DRAW
DRAW

250, 256
260, 730,C
=80,380,C
7906,250,C

250,250, 0

RETURN
REMXXXDRAW EASTXXX

FLOT
DRAW
DRAW
FLOT
DRAW

SQ. 170
40,290,C
1,7280,C
50,170

1,150,0

RETURN
REMXIXDEAW WESTXXX

FLOT
DRAW
DRAW
FLOT
DRAW

500,176
6060, 299, C
649 ,280,C
596,170

640,150, 0

RETURN
REMEXX¥DRAW SOUTHXXXX
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38

620
670
640
S0
(=Y=15)
670
&80
699
T
710
720
TIO
780
759
4
760
43
T70
789
7909
800
%
810
82o
3Z0

PLOT

DRAW =

DRAW
FLOT
DRAW

z20,100,C
26, 80
310,90
z26,80
30, 90

RETURN
REMEY XX INITIALISATIONKEXX
DIM L(S@,4)

FOR X=1 TO S@:FOR ¥=1 TO 4

READ
DATA
DATA
DATA
DATA

DATA

DATA o,

DATA
DATA
DATA

DATA
DATA

DATA ©

DATA

DATA

DATA

L(X,Y):NEXT:NEXT
24,0,0,0,3,18,0,0,0,4%,0,24
17.25.0,0,18,13,40,0,0,0,0,10
41,0,24,40,0,.47,0,11,0.0,30,0
®,84,6,72,40,12,8,173,11,0,0,1

5.0,11.0,0,19,12,16,T6.21,29.
17.0,21,16.4,0,22,2,5.0,0

14,0,45,0,0,06,34,%8,15,22,0,0
21,0,17,50,47%,0,0,49,78,1,3.7
4,0,37,79.0,42,32,31.79,40,0
44,35,0,34,75,0,0,15,0,39,0,9
0.T7.26,0.,0.0,10,26,0,0, 0,42

®.78.20,28,29,0.746.0,15, 35,
71,0,42,75.0,24,20,41,30,27,2

27,11,7.5,0,7.38,27,26.0,3%,3

3.2%,15,0,19,28,0,0,0,0,46,19



879 DATA 47,18,49,45,8,46,.48,0,0,47
247,

2380
8740
FOO
F10
F20
IO

940
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48,0,0,44,0.0,22.0

DIM D(1@)

RESTORE 91

FOR T=1 TC 8:READ D(T):NEXT
DATA 11,17,21,4,38,47,48,3
D(9)=INT (RND¥46&) +1
D(1@)=INT (RNDX46&) +1

RETURN

~r
q <2
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FEELING
ADVENTUROUS?

Adventure games have come into their own in the last cou-
ple of years. Using new computers with greater and greater
memory capacities along with complex graphics and sound,
adventure games have been made more ambitious and more
interesting. Today, it is rare to thumb through a computer
magazine without seeing large numbers of adventure games
advertised.

What exactly is an adventure game? Basically, an adven-
ture involves you interacting with an environment created by
the adventure programmer and run by the computer. Usually,
you have a goal, to rescue a prince, retrieve lost treasure or
to kill a vicious monster.

Most adventures have a range of commands which allow
you to move around the different places in the adventure and
to manipulate the different objects within the adventure.

One of the main reasons for the popularity of adventure
games is the way the player can escape reality and be plung-
ed into a different situation to his or her own. Some situations
are definitely mythical (though no one can be totally sure that
Middle Earth is not inhabited by hobbits and trolls) while others
are based on more down-to-earth situations, such as one of
the adventures in this chapter, which is based around an of-
fice block.

Escaping from our everyday lives along with the fun of try-
ing to solve puzzles, lies at the heart of adventure games.
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CITY OF
ATLANTIS

Your diving expedition has taken you very close to the fabled
city of Atlantis. The Atlantians consider you a security risk
and have imprisoned you in the detention centre while they
try to decide what to do with you.

An Atlantian guard watches you night and day. You must
try to get back safely to your diving ship. But your problem
is more difficult than that. The thin air that the Atlantians
breathe prevents you from moving around much and more
of a problem, the power reactor that provides Atlantis with its
energy is becoming unstable.

In your attempt to escape with your life, you will come across
a number of characters, hazards and problems. This adven-
ture is not easy to solve and has some novel features. lan
Watt wrote the original version of this game which I've
modified for the Amstrad.

10 REMEwdok ke kv

20 REMXXXXXCITY OF ATLAMTISkX XX

IO REMAXIZXLKEKAKL KKK KA AKX

44 X=o

S50 INK 1,24

60 PEN 2

7¢ BORDER 11,:4

2a GOSU'E 17a0

o PFRINT:FRINT:FEINT "DO VO WAMT IN
STRUCTIONGE? (Y/MY":: INPUT Z%:IF Z&="
¥"OTHEN 100 ELSE 18e

1oe CLS:FPRINT "While 2n a diving exp
2dition you were captured by the o

2eple from the Citv of Atlanti= unde
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7§

the sea and vou ars now aprisoner
=f thece2 pecple.”
12 WHILE INMEYE="":WEND

1
122 CLE:FRINMNT "VYou have to depend on

giving the computer instruct
ions sz that vou mav 2scape. "
1Z¢ WHILE IMKEYS="":WEND

(%]
142 CLS:PRINMT "Enter a —ommand or an
ch ject as the zomputer orompts
you — Yoo will faind that. for eac
h word you will enter the least num
ber of letters that will deter
mine cne word from anchther.”
12 WHILE IMMEYE="":WEMND
16@ CLE:FPRINT "If one combinatizion cf
command and cb jectdces noct werk the
n try ancther"
1760 WHILE IMEEY$E="":WEND
122 CLE:A=1:W=0:V=0:=2
190 REMAXKXKAXAMAIN LOOR®XIKL KRN
195 SCUNMD 1.1ee,520,.3.2.4
20 PEN 1:L0CATE 12,28:FRINT "FREEGE
ANY KEVY" |
21 PEN 2
22e W=sW+1:RESTNRE:FOR T=1 70O Sq@oan: IF
INKEYSS ="" THEN T=%002
27 NEXT T:CLE
24e IF E(&)=-7 AND U<& THEN U=U+1
2@ IF (A=&£ R A=11: AMND E(11)=0 THE
M PRIMNT "The ZORILLA is hungrv again
.. "1G0TO 24

43



Dynamic Games - Amstrad

260 IF WrT4 AND £01Y<5-32 THEN FPRINT
"The FPower Regactor has bscome unsiab
1= and has bBlown up!':E0T0 240

276 IF A=71 AMD E(12)=A AMD E(Lii=02
THEN E(11}==2:E012y=-2:FPRINT "Ths G0
RILLA has run after the SEA Mo
MNETER, ™
782 IF Z(20)=A AND E(Zar=-1 THEN PRI

NT "The flzwer makss the ORE sleaepy”

TE(2M =-2:E (21 =R
=y -

290 IF E(2S)=A AND E(2£)=@ THEN E(26
=-T:E(27)=0:FRINT “The CRATY LECTUR

{
\

-

ER takes the bcookliest andgives you s

d

Toe FCR B=1 TO A:READ AX:NEXT E:LOCA
TE 1 2:PRINT " ":1AQ=

ITiar PRINT:FRINT

T2a PRINT " EXITE:z-~ "3
HEN FRINT "MCRTHz™j

IZe IF B(AY < THEM PRINT YSOUTH:";

:IF AlAYLx@

Z4e IF A0 THEMN PRINT "EAST: ":

=2 IF D(AY<>@ THEN FRINT “"WEST:":
760 PRINT:FRINT:PRINT " QBJECTS:-":
I70 H=e:FOR C=1 TO To:IF E(C)<>A THE
N GO0TO 7RG ELSE FRINT":":HS(C);:
8% MEXT ©

790 ERINT "[-————mmm e

BN
2
m
Pal
[}
Z
-
e
]
pal
[
=
-4
4
=
<
m
Z
..-{
iJ
al
<
L1}
1
ll-

44



Dynamic Games - Amstrad

ERINT "i"iHs (T
AZ2 NEXT C

470 PRINT M[———— o o

44a FRINT

45 PRINT® COMMAND" ;:;DE="":M=t:N=0
450 IF F>1 AND A=24 THEM PRINT "The
rope ladder has broken...":507T2 24
47@ IF A=1s AMD E(I7Y<>0 THEN FPRINT
"The WARRINRE —atches vou as you try
and escape the City.":C07T2 249

482 IF fA=14 THEN FRINT"The WARRICR s
ses vour chains and thinks you will
not go far."

49@ IF E(132)=0 THEN PRINT "Some Atla
ntians hear vou cver their -adic
s and investigate...":070 240

S 15 A=2! AMD E(12)=A THEN FPRINT ®
The SEA MONSTER has cauaght vyoul ":GOT
n eae

Si@ IMNPUT DE:DPDs=I_EFTH(DRD%,Z2 :FRINT
S2¢ FOR C=! T0O 27:1IF LEFTsS(DD=E, 1) =F%
(CY CR LEFTS(DD%, 2)Y=R*(C} 2R DDs=P%(
7Y THEN M=C:C=27:DV=1

SZe MEXT C:IF DV=1 THEN GCTO E4¢@ ELS
T GO0TO SEe

S4a IF M:a AND M{E OR M=24 0OR M=228 O
8 M=29 THEN GOTD &ee ELSE (O0T0 S76
SE@ PRIMT "I"m serry. but I do not b
now how to":FRINT DRE:;" scmething.": G

T 2ee

45
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T£@ FRIMT "I7m sorrv. but I do not k
now what 3":FRINT D&Y 1is,.": 070 2o
570 FRINMT " OBRJECT? "
=8¢ INPUT E£:EC%—=

TR I0:IF EE%=F

Lo PEN TrFRINT:PSIMT " ";Cs (M)

£l IF M:@ AND M{S OR M=24 OF M=22 0
5 mM=29 THEM &£26 ELZE PRINT " "

&2 PRIMT

&I OM M 50T 719,710,710, 710,.270,87
@, 270,920,926, 922, 972, 1050,9280,920, 9

" A oAl PRp) &

20,1292, 1090, 1090, 1120, 1270, 12460, 120
n,1340,12Z7¢,1290, 1450, 14%0

&4 PRINT "I cannct de that.":G07T0 2
(L1G]

£E@ FRINT "I am already carrving ot.
":GOTC 290

L6 PRINT "I am carrving tzo much": G
oTe 2oee

&7% PRINT "0Ok.":G0T0 2e¢

2¢ FRIMNT "I do net see 1t here":G07
Q2 PRIMNT "I am not carrving 1it":G0T

(8] :

702 PRINT "1 do not see a place tc p

ut 1t":G0TD 20

7ie IF (M<>3Z AND A=1) THEM V=1:FPRINT
"The ATILANTIAM laughs at vou walkin
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3 1ntcthe wall®:C07T0 226
722 IF M=Z 4AMD A=1 AND V=g THEM FPRIN
T "The ATILAMTIAM wil

=" : 6070 Z2ea

TIe IF V=1 THEN V=e:8=2:FRINT "The A
TLANMTIAM 1s distracted and does ncts

22 you leave":3070

B
1 mnot i=2t vou pa

N

-
)

74@ IF E(7y=A THEM PRINT "The GLADIA
TOR will nct let you pass":G60T0Q 29

7Ze IF E02)=A AMD M=2 THEM FRINT "Yo

u zannct wxlk through the old door®:

0T 2oe

7 IF E2ey=/ AND M=2 THEM FRINT "7

he PRG is inm the wav.":G60T0 Toe

772 IF E(Z29)y=A/ AMND M=! THEN FRIMNT "7

he wall 13 tzoe sclad for vou to go
through 1t.":E07T0 Z2eo

780 DV=AQ

77 1IF M=1 THEMN A#A=QA+A(A?

2ee IF M=2 THEN A=A+E 0N

rJ

212 IF M=I THEN A=A+C(A)
22a IF M=4 THEMN &8=f+D (A2

IF 4=DV THENM PRINT "NO EXIT'":(30
I BE 07TQ Zea

‘24¢ GOSUE 1870: REMXXIXDEFEATRXKX

322 PRINT:PRINT:FRIMNT:PRINT " eRE
SE THE SFPACEEAR T2 RE-START™

2

5@ IF INKEYE=" " THEMN 8% ELSE EOTR
&

e IF A

-
L

P
P
led
m

37¢ IF MIH1 AMD N<IH2 AND M< 9 AMD N
=1 AMND MNIF1E AMND M<IH17 AND N<*12 AM
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D MN<ET1 OAND NEFTZ AND N<324 AND  (NKZ
& OR M3Z) AND N<:Te THEM GOTR 440
280 IF (=2 NOR S(M)=—1 THEN &5@
290G IF F=t THEN 4&@
Qoo IF E(MY<3A THEN &80
916 E (M) =0:E0TN &70
o2 IF E(M<3G AND E(HD<3-1 OR N=23
AND E(24)=-1 AND H>4 THEN &9¢
9T IF N=11 THEM £40
o4 IF H=t THEN 72@

1

M=27 AND E£(24'=-1 THEM E(24)=

P60 E(MY=A:G60TO £7@

27¢ FRINT "You do nmet have encugh 2n

erav to do thatin the thin atmcspher

2.":G0TO 220

232 IF EMMD <A ANMD E(MY <G AND E(MND <

=1 THEM £8¢ ELSE IF M<>4 AMD M1

AMD N<>15 AMD N<H22 AMD NEXZ2Z THEN F

RINT "I see nothing worth taking not

2 of.":60eT2 2e@

Qe IF M=22 THEN FRINT "The ground i

s preparsd fzor the planting cof scme

seceds. ":GETO 26

1000 IF N=2Z THEN PRIMT "There is a
ttcn hole in the jacket":G50OTQ 2Zo@

191@ IF N=14 THEN PRIMT "Tc cpen the

F
air leck, it must be raised":E070 2

16020 IF N=1Z AND E(MY<>A THEN &8¢ EL
SE IF NM=1Z THEMN FPRINT "Scme fish are
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swimming about on the other sid
e of 1&":GE0T0D 200
19Ze IF E(MNY<>A THEN FRINT "I do nct

ge him here.":507T0 20

i
]

[

24@ E(L£Y=-2:FRINT "He gives vou som
2thing tz help vou cope with the atm
ssphere":C0T2 200

1Ze IF Nd>7 THEN s4@

1960 IF E(NY <A THEN 10Za@

1e7a IF U=a OR YY=6 THEM FRIMT "You w

are nc match for the GLARIATOR":CGOTO
24a

1080 E(7)=-2:FRINT "You had just enco

ugh energy tc defeat theGLADIATOR.":

5072 Zee

109@ IF N<x>4 AND N8 OR H=& THEN &4
Q

11ee IF EMNY<:A THEM £BO

111e IF N=4 THEN M<>17 THEN 1140

112a IF =& THEM FRINT "You do nct h

ave encugh energy.":607T0 200

1136 E(NY=-2:FRINT "You have cpened

the old docr.":60T0Q 200

1149 IF E(2<@ THEN FRINT "I cannct
do that...yet":607T0 202

115@ PRINT "The locker opens...and <

loses. ™

1146@ IF E(2)=-2 THEN E(2)=A:PRINT "3

ome diving gear 211 cut."

117a 07TQ 200

118@ IF NIX2 AND NJIX2E AND MJ>24 THE

49



Dynamic Games - Amstrad

50

M L4e

119@ IF Z(N)=-=1 THEM FRINT "I am alr
2ady wearing 1t.":G07T0 200

12606 IF EMNY{>2 THEM 596 ELSE IF M=D2
4 AND E(2Zy{>-1 THEM 7@0

121@ IF N=24 THEM FRINMT "The flower

-

ives off a pungent —dcur. but dce

3 not harm vou.":E(MNY=-1:50TC 20
2¢ EMMN)=-1:G0TQ &7

1220 IF N<>1a THEN &40

1240 IF EMNY<>@ THEM &%a

128 E(MNY=—2:FPRINT "Q.¥...RBut 1t was
meant to be for some animals.": G0
™ E(A(_)

1260 IF N< 11 THEM &4@

127@ IF EMD<{>A THEMN &£86

1280 IF E(1e <> THEN PRINT "I have
nothing to feed it with.":G607T0 2206
129@ E(1@}=-2:E(211Y=C:FRINT "The ECR
LA fcllcocws vou in the hcope =t  get
ting mcre fzood.":G0T0O 20

13ea IF N<S>1 THEMN &4@

1Z19 IF E(MNY<{=@ THEN &%@

1220 IF A<L>1Z THEM PRINT "I =ee no o
ace to insert it.":G07T0 2@

IZTO E(1)=-2:PRINT "The additiaon t=
the reactor of morese fuelhas stabilis

ed it.":C0T0 22¢

1740 IF N<>14 THEM &4@

1Z8e IF E/MN<>A THEM &80

1Z6m IF A=24 AND E(1Z!=@ THEN A=2E:E
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(NY=A:G0T0 £72 ELSE IF A=24 THEN A=2

7:EMNY=A:E0TR &£7@ ELEE IF A=25 THEN

A=26:E (M) =A: 0T £70 ELSE IF A=27 TH

EM A=RE:ENY=A:G0TR 47

1Z7@ LOCATE &£,22:FRINT "ARE YOU SURE

EERA A )

1Z8¢ IF IMHEY&="V" THEN 24@ ELSE IF

QxE="N" THEN 200 EI SE 1Z7@

1Z90 IF MN<>14 THEMN £40

idee IF AC>24 THEMN &26¢

1414 IF Z415Y4>@ THEM FRINT "I have
ncthing with which I —an oper-ate the
~aising mechanisn. ":60T0 200

1420 IF E(2)Y<>-1 THEN PRINT "Ycou hav

2 drowned in the water that has flo

cded the air lack.":E07T0 840

1420 Y=1Z0-W: IF vY>X THEN X=Y

1442 PRINT "You have managed ts reac

h the surface and yzur diving ship
- WELL DOME!'!' """ :PRINT:FRINT::PRINT

SCORE: ":Y:" BEST SCORE: “:X:GOTO
246

1450 IF N{>27 THEN &40

1442 IF E(MNY<{>@ THEN PRINT "I AM MOT
CARRYING THEM.":G0TQ 200

1479 IF A<»4 CR H=6 THEN PRINT "I se
e no place tc plant them.":60T0O 20¢
1489 E(N)=-2:E(28)=A:FRINT "The seed
5 grcw quickly and form tall bamb
co plants, shaped like pole vault
sticks.":£0T0 200
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1490 IF N X729 THEM £40

1Eea IF A<>7 THEM £8@

Sie TF E/28)L-a THEM FRIMT "I have
ncthing tz vault with.":E0T0 200
1220 A=10:FRINT "¥You manage to vault
the wall.":E070 20

15Z¢@ DATA DETENTION AREA,IMDLCTRIMNAT
I0ON BPUILDING,SPORTE AREMA.RARREN ERO

UNDL.BLOCKED EXIT FROM AREMA.ADVANCED
FART RF THE CITY

1540 DATA PRIMITIVE PART OF THE CITY
LD FART OF THE CITY.GZARDEM WALNMWAY
.FOOD GROWING AREN,CEMTRAL DOME.ATLA
NTIAN LECTURE THEATRE

1E5@ DATA NUCLEAR FUSIOCMN F2WER REACT
NE.WATER HYDROLYSIS AREA.ATLAMTIAN R
ADIO STATIOM.EBORDER CF C17Y

1540 DATA PASSAGE CUT 0QF MIMGDCM.SLA
VE LABQUR FENM.ANIMAL SFECIMEN CENTRE
UNPERWATER QREERVATION FOIMT

1574 DATA FOREBIDDEN ZOME,EFOUIFMENMT S
TORAGE AREA.MURKY L AGOCM.AIR LOCH.ET
EEP INCIINE,.CLIFF FACE,CLIFF TOF
158e DATA @.1,.1., 2, @, F,-Z,2,7,.9,0,0

m -ZI. = m m @, o, 0 —E 2.0, @ @,@

L]

=Y

159¢ “ATA @,@,—1,—1,* @p.e.0,0, -3, -2,

T.-Z.0.0.0,5.0,0,0,-5,0,0,0,-2,0,0

" -~

-

16@@ DPATA 1,2, 2,¢, 0, %, -Z,0, =T ¢
Z.4.-4.4.-4.2,-2.,2, -8, 2. 2.e,@.0_ 0, 0
1£1@ DATA @, -1, 2,2, -2. 27, e.,e,7.4,.0_4,

s =

5.@.5.@.~4.®.—4.@.@.@.~2.—2.@.@.@
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1£20 DATA N, S0.EAS,WES.G.TA.FT,.D,LE,
TH,H,Fz.Ex,?R,éE.Q;PU.Q.QEQ;EAf.?E.i
LC.O.R.OLLY - -
14£Z@ DATA NORTH, SOUTH_ EAST,WEST, GET.
TAKE.PTCL UP.DRQP.Lsﬁbq.THéow.ﬁiLL.%
IEHT,EXAMINE, FRICK, SEARCY, OFEN, F'ISH,
HMLDCK, WEAR, EAT, FEED, TNEERT. CLIME, AU
TT.SAISE, FLANT, YALLT

1£40 DATA HY,D.FU L0, AT.SC.EL.NL.MB,
FRL.EQ.CEN, T.RLHALAT.C.MI.WAR. DR, SL. G
R.J.FL.LE. 2, SEE. F, WAL . ME

1£56G NDATA HYDROGEN.DIVINEG CEAR, FIIEL
SLOT ., ACKER, AT ANTIAN, SRIENTTET, GLAD
TATOR 7 |

1640 DATA NLD DOOR.MASTES YEY,FRUTT,
CORILLA,.SEA MONSTER, THICK GLASE.ROFE

_ADRER

167G DATA HAMDLE.AIR 1_OCH.CHAINS,MIC
ROPHONE, WARRINR, ORE, SLEEFY 0ORE, GROUM
D, JACKET,SLOWER, CRAZY LECTURER

1486 DATA SONKLET,SEEDS.2NLE VAULT, W

ALL.METAL ROD

1690 DATA 14,-2.17,22,1,2.3.5.8.10,1
?,21,26.25,27.24,18. 15, 14,17, -2. 4.6,

?.12,11.-2,-2,7.2%
700 REMEKEKAARSAYSKAKKX

-
1714 DIM LE(27):FOR T=1 70O 27:READ L

20 DIM A(27),B(27),C(27), D27
1726 FOR T=1 TN 27:READ A(TY:NEXT T
174@ FRPR T=1 TN 27:READ B(T):NEXT T
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175é¢ FOR T=1 70O 27:FREAD C(TYzNEXT T
7&£&0 FOR T=1 TD 27:READ D(TXNEXT T
1774 DIM BE(27)Y:FOR T=1 T2 27:READ R
(
-

720 DIM CE(27):F0R T=1 TQ Z27:READ C

1799 DIM ES(Z@):FOR T=1 T2 Ze:READ G
F(TYINEXT T
12a¢ DIM HE(Z@):FOR T=1 TQ Z@:READ H
FE(TYINEXT T
1216 DIM E(Za:FOR B=1 TO Z@:READ E(

EYNEXT &

1282¢ RETIIRN

1870 REMXXXXLOSEXXXX

184¢ ERASE !'$.A.R,C,0, R, CE,. G5 HSE, E
18E@ INK .,@:PEN 1

186@ CLS

187@ LCCATE 1.4

1826 FOR XX=EZe@ TC 9e® ETEF Ee
18ee SCUND 1, XX:S0UMD 2,XX-3
» XX+Z

19060 PRINT "YCU HAVE FRUND DAVEY JON
e’ LOCKER., RIP":

121é MEXT XX

1926 RELEASE !1:RELEASE Z:RELEASE =
19Z¢ SOUND l,téeee,Ze@:S0UND 2,10eE.2
e ECUND 2,795, Zaa

1940 RETUFN
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THE STEINBERG
FILES

This adventure requires you to collect the files of the miss-
ing bacteriologist, Richard Steinberg. No-one knows where he
has gone, but his life’s work is hidden in the office block of
United Chemicals, his former employer. The Organisation have
contacted you, given details of the mission, armed you with
a Walther PPK and a fairly old bullet proof vest and has driven
you to the front of the Office Block. From here on, it’s all up
to you. ..

Pretty stirring stuff. This is a very tough adventure. It can
be solved but it will take you a long, long time. I’'m not going
to give you any hints at all, save one. The building is patrolled
by armed guards trained to shoot on sight, so be careful.
Remember, it's the secret papers you are looking for. Nothing
else matters except you getting them.

You enter commands in the standard ‘Verb Object’ form. If
you try one command and the computer appears not to
recognise it then try a different word which means much the
same thing. The computer has vocabulary of more than 30
commands.

19 SEMAXXXXTHE STEINBERG FILESKx&xx
D6 REMXKAXE8 TEXT ADVENTURE X XXX ¥ XX
IO OMCDE 1:INK @,26:INE 1,9:FEN 1

40 GOSIUE 1970: EOSUR 1476

S0 REMEIEKRMATIN LOOTKEKE

&0 SOUNMD 1, INT (RMDX400) +76, 3,2

70 EORDER INT (RNDX2E) o

20 ST=8T-1:1F ST=0 THEN 1470

CEN 1
CLE:FRINT: FRINT"YOU ARE IMN “:i¢(

L

-0
)
n
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1@ IF L=7 AND L(17)=0 THEN 13%a

12 IF L=7 AND L(17)<>@ THEMN 145@
170 PRIMT:FRINT

14@ IF L=2%9 THEM PRINT "¥YOU ARE ON T
HE TOF FL2OR"

156 “0R M=1 T 4:IF FPo_MM=-1 THEN F
RINT “LOCKED DROR TO THE ":MID2/D%, (
SEMY~4,T) s NEXT M

1A FEN Z

178 S=eiFPRINT: FRINT"YDU HAVE:D":

180 FOR D=1 7T 18:1IF D=6 DR D=2 DR D
=12 DR D>14 THENM As=" " ELSE Af=" A

-~

19¢ IF Sxo AND LDy =¢ THEM FPRINT TAE
(1m) g
250 IF L(DY=¢& THEM FRINT A%:2&(D):8=
E+1

226 NEXT D

220 PRINT:FRINT

278 FEN 1

240 I=e@:FRINT "YU CAM SEE:":

2¢ FOR D=1 TO 18:1IF D=¢ DR D=2 DR D
=19 0OR D>14 THEM A%=" " ELSE AE=" A

rJ
r
—
i

L(DY»=LL AND Z>& THEM FRINT TAE

(1102
27@ IF L(DY=L THEM FRINT A%:0s(D):1I=
T4

22¢ NEXT D
2?a IF 7=0 THEM FRINT " NOTHIHNG MUCH
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F Gi=l THEN FRINT:FRINT:INK 1,
- :6: F'F-'I!\.'T " GF}SF' ' oY EEC'_IR-I TV GUQRD" .
C=RC-1:1IF DC=¢ THEN 147

Tle PRINT: FRINT:EEN 7

b
D

T26 PRIMNT: IMPUT “"WHAT NOW": N

IIG PRIMNT:RPRIMNT

T4 FEMN 1

2E@ G0sUER 1see

L@ IF E1=l AND To31T ANMD T x14 AMD

TL27 THEN 4o

I70 IF T:9L R TI1 THEN ZC=INT (RNDx4
YA PRINT:EFRINT TARP (12 :MIDs (P, 20+
,8):50TA T9 ' ‘

Z2@ OM T ZOSUER 440,460.540,540,540, 5

70,720.790,210, 240,260, 260, 1GA0, 1000

! L.
LiPa, 11, 1130, 1130, 1199, 1210, 121¢,
1219,1270,1240, 1240, 1270, 17200, 1200, !
Su1%]

I9@ FOR TT=1 TN S@@:NEXT TT:IF T<2 T
NEN 4EQ

4o IF Gl=I. THEM PRINT “THE CUARD FI
GHTS BACK...*

41@ LOCATE 13,29

a2a SEN 2

426 PRIMNT “"FRESS ANY MEY"

44¢ WHIILE INKEYS$="":WEND

4=e 507N =

450 REMXXXXCOMMANDS XX XX

47¢ 15 LEFTE(CT$,1)="N" THEN K=1

48¢ IF LEFT&(CTE,1)="S" THEN k=2

49¢ IF LEFTE(CTS,1)="E" THEM k=3
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Soe TF LECSTS(CTE, 11="W" THEN k=4

=10 N=L:L=P(L,K}.

STo 16 Lot THEN SRINT "YRU CAMNOT &0
THAT WAY":L=N

£70 RETUSH

Cae DY=

“S0 FOR CT=1 TO 4 STER 7

L TE MIDE (DE CT, D) =l EFTs(CTe, T) TH
EN DV=CT

ET0 MEXT

06 CT=(DY+T) /T2 IF DY=6 THEM T=1oo:R

CTURN

On 1F Th4 THEN FRIMT "YU MUST DROF

SOMETHING FTRGTY: RETUSN

L£OG 1E ((CT=8 OR CT=1T) AND S:2 THEN

FRINT "7 CARRY THE ":Q/(CT:;" YOU C

i

in

il

"

AN DMLY":FRINT "CASRY TWC 2THER ITEM

S, RETURN

&L IF L(TTY< =1 THEM PRINT "IT IE KO

T HERE":RETURN

£20 T8 CT=2 2R TT=11 THEN FRINT "DCHN

T ORE A FOCL, ITTE TR2O HEAVY BY FAR.

YT RETILIRM

Ze IR L 017)Y=2 THEN ET=2E:G0SUE 2Z2a2a

qer IR L (17:=7% THEN FRINT "THE ALARM
HAVE =Z0UMDREDR, Y0RU HAVENMTT MuUCcH

TIME": L (17)=@:RETURHN

sTe IF LICTy»=L THEN L(CT)=@:FRINT "V

QU ARE MOW CARRYING THE ":0Dx(CT)»:RET

RN

&2 IF L=Z AND CT=17 THEN FRIMNT "THE

[ag

oy

w
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Y ARE Z2UT 0OF REACH":RETURN
£7¢ DU=aF2R TT=1 TO =54 STER T:IF LE

ETE(CTE,Zy=MIDs (22, CT7,2) THEN DVU=CT
£2@ NEXT CT:CT=(RV+2) /7 IF DV=0 THEM
T=1u@: RETURRK

£290 IF S=0 THEM PRINT "YU HAVE MNOTH
ING TO DR2RP":RETURN

7aa IR LICTY e THEN PRINT "YOU DN
T HRVE IT TO DROF":RETIIRN

712 1L(CTY=L:FRINT "YOU HAVE DROFFED
THE ":Qs(CT) :RETURN

720 IF L)< THEN FRIMNT "IT S T0QQ
DARE T READ'":RETI!RN

TIO OTIF gl AND L (7l AMD L (12
YLD OANMD L4rare ANMD L (17 =@ AND L
12Y< >0 THEN FRINT “"THERE TS NOTHIME

TO READM

74 IF L(4)=L THEMN FRINT "READRE:z"::F
N ZiPRINTYTELVSRITEAHCMYECEAENHWERD

"ebEN 1

720 IF (4=l THEM FPRINT “ITS WRITT
=M IM CODRE, YOU MEED THE comMFUT
R TO DECORE 1T

760 IF L(18Y=L THEN FRIMT "DOM"T WAS
TE YOUS TIME, TUEY RE THE ACCOU
MNTZ 2F THE COMREANY. . EXTREMELY DULL™
J7e IF _017y=ll THEM FRINT "YRUR JCE

IT TR STERL THEM NOCT TR KREAD THEM.
Y SOUND

72 PRIMNT: FRINTU"PREES EMTER T COMNTI
MUE": INFUT LE: RETURN

l.4v0e, 10, 18

- =

59
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7re IF (1 (2y=¢ OR L(1Z)=6) AND (CT¢=
“_AD" OR CT&="ET0C") AMD IL=7 THEMN PRI

MT "vYoU CAN REACH THE SECRET-FAFERE

MOW" L 17 =2t RETICRN

Bue 1F L= THEN FRINT "YU CAMNMNOT CL
IME QVER THE FENCE":RETUERN

Bi1e IF L=g AMD L(£)=ZE AND L(9)=C AN

D CTE="FEN" THEPM FRINT "THE FENCE HA

S RBEEM CUT, VYL CAN GET OUT BY G0ING
NORTH" (5, 1) =7: RETURN

22¢ IF L= AND L(&)<xZE AND L(9)=0 A

MD CTE="FEN" THEN PRIMNT "YOU CUT THE
CENCE ST SEREZOT IT WAS CLECTRI
C...Y0U HAVE BEEN FRIED! ' '":SOUND 1,
10,150, 1S: 6070 1476

2T¢ RETURN

240 IF L=2¢ AMD CTE="MCNEY" AND L (1°
)= TUEN PRINT YTHE MACHIMNE ACCEFRTE

THE NCTEE AND CHAMNGES THEM INT

2 A SINGLE COIN":0F(19)="COIN"1MID%(

0¢,22,2)="C01":RETIURN

Q5@ FRINT "THIS MACHINSZ THANGES MOME

Y ‘in notes) INTO COINS. IT DOEE NCT

HIMNG ELLSE":RETURNM

6@ PDV=e:FOR M=1 TO 4:IF F(L,MY=-1

THEN DDV=1

B7¢ NEXT M:z:IF DDV=1 AMD L(14)=@ THEN
VvV=kvad

ge2 IF kvY=Z THEM KY==2:L (14Y=Z7:FRINT
"THE KEY WAS 0OLD AND YOU USED IT TO

0 OFTEN, IT HAS CRUMBLED INTO DU
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STY:RETURM

292 IF DDV<>1 OR L(14)<%@ OR CTs<="D
oe* THEM fsa

Faa PRINT "WITH A (CREAK, THE DCOR CF
ENCS...":GCEUE 2144

@1er IF L=19 THEMN P(19,2)=12:FP(18,1)=

Qze IF L=2 0OR =27 THEMN P(2,1Y=C27:F(

QZa IF L=1&£ Q2R L=28 THEMN P(22,.2)=164:

B(16,12=028

Qq4a IF L=21 CR =22 THEN P(22.2)=21:

F(21,42=22

?5e RETLIIRM

FEG IF L=19 TUENM ERINT "Y0Q'Y ARE TRAF

FED INSIDE THE VAULT":IF L (14> TH

EM 147

7@ IF DDV<>1 THEN FPRINT "THEREIE NO
DOCR TO UIMLOCK FRCL!'"“:RETURN

@2a IF L(14)<>@ THEM FRINT"YCU DCMN™T
HAVE THE FEVY":RETURN

252 T=10a:RETURN

1ae@ IF GE=1 AND Gi=L AND L (1})=0 ANMD
LEFTSE (CTS,2Y="0GU" THEN 1ete

1 IF Gi<:L THEM PRINT “"THERE IS M

0 GUARD HERE'™"™

a2 IF L(1)Y<=0 THEM FPRINT "YOU HAVE
NOTHING T2 FIRE WITH®

10Za IF LEFTS(CT$,22<>"GU" THEN PRIN

T "WITH WHAT?"

194 IF 1L(1)=@ AND Gi=L AND | EFTS(CT

[N

4
4
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F,2r="eyt AND (84 1 THER PRINT "vYOU

MTILLED HIM 2T THE CUNEHDRTSE HAVE

ACTIVATED THE Z0ONMNIC ALARM. . .YOU HAVE
ILITTLE TIME 702 ESCAPEYET=1Z2::08U

2 2080 TI=IMTRNDXR2 42 TF (S E

1=23 THEN S1=(G1-1

1aZe RETURM

1@¢eo IF SMNDR<Ca,ZT THER RPRIMNT Y02 MI1E

SED HIM":RETURN

176 BRIMNT "vOU MILLEDR HIM"sizi=RND(2

2y+7:IF fZ1=L R (1=038 DR ©

7

=t f

.,J.
wJ

120 RETURN

1@93 FRINT "TIME PASSECS...":FOR TT=1
TO £oee:NEXT TT:RETURN

1106 IF LEFTS(CTE, 7)< :"COF" OR L4
THEM FRINT "DRINMM WHAT? ARES VOL' INSA
MET": RETURN

1112 IF L=4 AND LL(7)<x0 THEN PRINT
YOU HAVE NOTHING TR DRIME FROM":RETU

&N

112G PRINT Y IT TASTES AWFUL., BU

T WHAT DO YOU  EXPECT FROM AMACHINE

e RETIRN

11T IF (2 x@ THEN PRINT "IT773 TR0
DARE TN LO0OY ARCUND 0R SEARCH":RETU

"M

1140 IF L=F THEN FRINT "THE SECRET-F

'ERS ARE NN THE TOP SHELF":RETURM

1@ IF IL=21! THEN FRINT "THERE IS A

COIN LOCY OM A TRILET DOOR":RETUSM
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)3

Lo IF =02 THEM FRINT "THERE IE A I
DOOR WEETWARD. IT IS OHMTROLL
IA A CEMTRAL COMFUTER, THE 0CMLY

b
(2
m
L]
n
]
(J

i
]
<

EOSSIELE WAY TO OFEN IT 1€ TO
ALCULATE IT°C SYSTEM CODE":SETUSH

1176 IF IL=72 THEN FRIMT “THERE IS A

SIGEMN SAYING TR =0 UFR, ENTER "GO0 N7,
TMCE I!F. T R ODOWMN. ENTER CE00 S°.
(TYFICAL BUSREAUCRATIC DIRECTIQNS!' )"

1 RETURN

1120 PRINT "ITHM ILO0KING. BUT THERE®S
CITTLE T2 CEEY:RETURM

1190 IF 1_(&)Y=6 THEN FRINT “THEY FIT

YO FERFECTLY "1 Ge="Y0! ASE WEARING 5

il e} =TEr RETURN

122¢ FRINT "VY0OU ARS WEARIMNG Al THAT
YOU OWH": RETURN

1214 IF 1 (S)=0 AND RIGHTE (CTE, 4)="ME

MD" THEN PRINT “THE MEMQ READS...":F

NR T=1 T Zaeo:NEXT T:=RIMNT "THE G0

VES ARE IN THE WASHROOM":RETURN

1220 IF 1_(S)=0 AND L=2 THEN FRINT "T

HE ANSWER T THE DQOR CODE HAS ZEEN

COUNMD, JUST EMTER G0 WEST ":F(2,4)=
ZiF (I, 2 =2 RETURN

1230 PRINT “"HELF YQUREELS, NC CLUES

FROM ME":RETIURN

1740 FRINT: INFUT "HAVE YOU REALLY HA

N EMOUGH":As

1250 IF LEFTE(A&,1)="Vv" THEMN P&RINT "

n¥. YOU HAVE GIVEM UF,...":MODE @:FSI

"

rJ
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S COWARD ! 1 END

1260 RETURN

NE, S, 2 =UETLENCERY AND L 12)=0 AND L
‘1y= TYEM (3E=1:FRINT “THE SILENCER
12 ATTACHED, NOW YOU CAN  SIRE DUIE

TLY " e RETIIRN

1220 15 LERETE(CTE Ty ="LOC" AND MID#ES

MELEL4="C0INTY QD CC=t AMND |I_=21 THE

rMORRTMNT MTHE DROR SWINCE CFEM, REVEA

LINE A =AIR CF ELQVEH":!{$)=é1:RETU

=M

1200 BPRINT "YU CAMMCT FUT THAT THER

S RETURM

1Z0e IF (Gi= THEN 1Z20

1T1a PRINT “TUERETS NO ONE MEAR YOU

: RETURM

1TI2¢ IMPUT O MWITH WHAT ;W2 IF LEFTS (W

F,4)="WIRE" AND L(8)=0 AND RMD<IH,EES

*QEM FRINT "THAT GOT HIM!":Ci1=02

177¢ IF We="R0OFE" AND 1 (1£Y=2 AND RN

Do, S THEMN BRINT "THAT CINICSHED HIM

NEFI" 1=

1742 IF LEFTS(WE, 4 -"WIREY AND WEI>

"QOpT" THEM 1370

1Z5¢ IF fz1i=0 THEN C1=INT(RMND¥22)+2:1I
o

PR =i=L 2R G1=7 THEN 1ZE2

1IT7e BPRINT VO WIL HAVE TR OFIGHT W
ITY voIlR BARE HANDE. .. ":IF RND:O.2

€ THCR SETRT UV TN LT MY . 24 =k (=
©OTHEM PRINMNT O It ER H1 HEED :
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1IO0 RETURN
1790 CRIMTIERINT MY NERE {0aY SUCC
FECSFINL MM YRUR MISSIONAMD THE OREANMI
SATION W1l YINDLY LET VOUKESE THE 0
DJECTS THAT VOU HAVE ROLLECTED®

142@ FOR T=1 TO 12:READ A(T) :NEXT T

141 FOR T=! TQ 19:IF 1 (T)=0 THEN FR%
INT DE(Trz" WOETY #9:4(T)

1476 NEXT T |

18470 PRINT:ERINT: PRINT "\\ANAANEXCE
BT THE SECRET PAPERS////////"

144¢ LDCATE 1,74:END

145@ FRINT “YOUTRE SAFELY AWAY BT W
TTHOUT THE FAPERS. THE ORGANISA
TINN IS NOT PLEASED. THEY “AVE SENT VY
QU PACK AGAIN®

1446 WHILE INKEY$="":WEMD: RUN

1476 REMXAXXXXEAILUREXKKXX

1420 BORDER @: INK 1.0

149a CLES:LOCATE 4,8

1=e@ FRINT "NO ONE FAILS THE CRGANIS
ATINM AND I_IVES TO TELL THE TALE..."
1519 FOR V=30e TQ 900 STEF 20

1526 SOUND 1,V

=20 NEXT V

SOUND 1.3Z00e,250,15

MODE @:INK @,@:FEN

LACATE 2.12

FRINT "R.I.P"

LOCATE 14,24

O T O Y
th o h ;o
N Db
s & & O

m
o
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1590 END

16060 REMAX¥¥XCOMMAND HANDLIHE XX kX%
16160 T=1:1F LEN(ME)<T THEN T=10@:RET
URN

14260 BE=MIDE(CE,T,2):IF Be=! EFTS (NE,
Ty THEN T=(T+2)/Z:E0TO 1450

14570 IF T:97 THEM 1g

1£40 T=T+IT:60TR 1420
1650 FOR CT=LEN(NE) 70 ¢ STEF-1:1F M
IDE (MNE.CT, 1) =" " THEN RTE=MIDE(rE, T
+1.7) ELSE NEXT T

1660 RETURN

16760 REMXXXXKINITIALISATIDNKXXKx

14680 DIM 0013y s (3Zey  FeZe, 40,0018

o~
0
3
-
a
A
<4
i
[y
-~
b
[
]

=nD DE (7)Y dMEXT
D

LE(TY :NEXT

i
ot
..!
[}
2
<
nn
n
pa)

4
n
o
pa)
—

I\

1 TR 12:READ L(TY:zNEXT

UM, TNRCH,. COFFEE-MACHINE, 3
OCHET COMBUTER, FLOVES

LCUR L STOOL, WIRECLUTTERS

17Z¢ DATA MONEY,TOIN-MACHINE,SI1LEMCE

&, LADDER, KEY, PAPER-CILIPS, ROFE, SECRET

-FAFERS, FAPERS

174% DATA THE MAIN ENTRANCE, THE SECE

ETION AREA, THE DOCUMENT ROCM, THE STA

5 CANTEEM, THE DELIVERY &OOM

1756 DATA A CORNER 0F THE YARD MEXT

T2 AN ELECTRIC FEMNCE,THE ALL
EvWAY BEHIND THE COMELEY - A Cak

IS WAITING
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17480 DATH THE COMPUTER ROOM, THEZ MAIN
THIMAMCE AREZA. A DRARK CORRIDOR, THE KE

TUORDE DRERPARTMENMT, AR UNTIDRDY OFFICE
1772 DATA THE TYRING FLROL,THE RECREA
TICK ROOM,.A MARRCTHW CORRIDROR.S FLUSH
COMFERENMCE ROOCM, AN UNMLIT OFFICE
17E0 DATA THE EiRQNERDDM MEXT T THE
VEULT THE STEEL VAULT.THE ACC2UNTE
RDEFARTIMENT, THE EXECUTIVE WASHRCO™E
1794 DATA A COLD BARTS ROOM.A DARY 0
SRIDOR.A CLEAM MEW STORE R2OM.A LARG
E CUFBEOARD,A BRIGHT HALLWAY
182@ DATA THE TELEX ROCM,A LIFT, THE
DIRECTRS BECARDROCH,A SFACICQUE CFFI

DATA ©,2,4,27.3.32,25,12.9.19

()
e Al e 4w T ow a—

0, 20,5, 10,12,11,74,11
1826 DE="NORTHSOUTHEAST WEST"
1870 CE="GE0 MOVTAKGETSTEDROREACLIC!UT

CHADPEUM_FIREHOWAIDRDRISEALODWEACOMCAL
DECHELCLUQUIMITHITFIGATTHEILY
1242 DF="SUNTORCIFMEMCOMGLOCIUFSTCWIR
MOMNCOISILLADKEYCL IROFEECFAR"
18Za¢ P$="FPARDOMNT? WHAT? RUBBIGH'RER

1879 RANDOMIZIE TIME
1880 G1=INT(RNR¥22)+2: IF G1=28 0OR G=
7 THENM 188@

189¢ DC=IMT(RNDXSY+4

67
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19¢¢ FOR X=1 T Z@:FOR Y=! TN 3:READ
E(X,Y):MEXT:MNEXT

191e DATA 2, e,0,0,~-1,1.4,6¢,0,0,2,0,0
1@2,9,2.2 E.0.0.a,5, a0, 0,0, 15,

]
L12,9,2,.2.15,

24,®,71. 20, _
1976 DATA 4,,,9,
Lih.15,0,0,9,26,0,

T L Y e L B B ] s o
A A—q‘-\—ll i 4w - e ot

197¢ DATA 19,20,18,14,0,-1,0,02,18,9,
m.9,2,17.2,-1,0,17,-1,23,14,27,0,17,

sl 2

|.:-

?.25,12.0,0,0,27

1940 DATA 4£.14,9,74,.1%,-1.25,1%,29,

£,2,0.78,0,0,30,0,2,29,0

195G DATA 90,10,9,1,200,2,7,10,22, ¢,

D, 10,42,10,1,27, 1000000, 2

1940 RETURN

1976 CLS:MNS="THE STEINEERG FILLES."
1980 LOCATE 7.1S:PRINT "A FULL-SCALE
TEXT ADVENTURE"

1990 LOCATE 13,70:PRINT CHRS (154):".
1994 C.EIFFORD"

2000 FOR F=1 TO I

2619 FOR T=1 TO 20:L0CATE 10,12
2020 FRINT MID® (NM¢,T,.21-T)

207G LOCATE Z:1-T,12:FRINT LEFTE (NMN¢,
T

204G FOR DL=! TQ 4@:NEXT DL

2056 NEXT T:NEXT F

2060 LOCATE 1@,12:PRINT " ";:WHILE I
NEEY4="": WEND: RETURN

2070 REMAXXKKKXSOUND FXXRKKXK
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REMIXXEXETIREN/ALARMEX XXX

FOR T=1 T2 &

SCUND :,1ue:S0UND 2, l@e: SOUND
COUND 1, 2001 S0UND 2. 200: SOUND T
MEXT T

RETIURN

REMEXKXRXRTISTINC TOMNEX¥x XX
REM¥xXXFOR DCOR CREAF$¥X

FOR G=Fao T2 766 STEF-1a

SAUND 1,5.1@

69
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CHARACTER
GENERATOR

This program will be very useful if you play adventure games
on boards. This program creates characters, so often used in
these games. A name is randomly created along with its height
and weight and its characteristics such as dexterity and
intelligence.

10 REMEXKIKEKK XK KK KK KA KKK KK KKK KK KA K
20 REMX XXX XCHARACTER CGENERATORXX¥%kx
I REMXXxXXFOR ROLE-FLAYING GAMESXXXX
40 REMEKK KX XX KK KK KA KKK KKK KKKk kKK

S0 GOSUR 429

&@ RANDOMIZE TIME

7 D=a:FOR X=1 T0O 2

20 GOEI'R Zfa:IF X>Z THEMN 1la
Qe IF ACXY x12 THEM D=DR+A(X2-12
tee IF AL THENM D=D+R (X2 -9
11y NMEXT

126 X=2:EG0SUR Z9e

120 15 ARSE(ARY -A(9) Y =2 THEMN 172¢
14@ T=1:FCR X=1! TO S

1%@ IF A(X)Y412 THEN 180

162 NEXT X

17¢ T=4:E0T0 220

1gee IF Aa(2)<ie 2R N(E2L8 OR A(L1YE2 T

L)

70



Dynamic Games - Amstrad

19 IF A@Y=A(IY AND A2 *A1Y THEN

20¢ IF AL FA(2Y AND A(1)>A(Z) THEN

21 IF AZY ALY CR AIY XA(2) THEM T

22¢ A(Tr=A(TYxi0

2T LS

242 A=A -2/ (DY =A () -2

25e GREUER Z7e

25@ PRINT

276G PRINT "TYRE:":TE(T

280 FOR X=9 T &

70 PRIMT MIDE (A, (ZXX2+1,.72):"  1":1AQ
X+10

e NEXT X

i1 FPRINT “WT, I INTHACM Y 712 "
FT mHAEIY~INT(H (A ) /12 %12 "INE
T2e PRIMT "WT. s "i;W(A(W))z;vRBRS, ¢
TIZ@ PRINT:FRINMT "ADDE:":D

T4 FRR T=1 TR 4@a@:NEXT T

TER IR INKEVYE="" THEN 7@

Tee EMD

IT70 REMYXXERMNAME SELECTIONXX XX

I8 FRINT FSOINT(RMDXIT) Y3 ":Ss (INT
(RMDXZ2Z) ) RETURM

IR p(XY=:FDR Y=1 TD Z

40¢ [IXY=A(X2+INT (RMDXSY i MNEXT V

412 RETURNMN
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422 REMXXXXINITIALISATIONKkk XX

47 DIM TE(4):FOR T=1 T0O 4:READ T&(T
YIMNEXT T

442 AE="ST. IQ.LY.CONDEXCHRGLD"

4@ DATA "WARRIDORY,"WIZARD"."RCGUE",
"WARRICR-WIZARD"
AL DIM FE(IE),52 (28,2

47 FCR T=I 702 1 =

482 FLCR T=1 T2 2E:READ S$(T:N
490 DATH “FRIT","ZCANDLCR", "DOGMNOSE",

THEN®

=06 DATA "“ENT","SHRILL","OLAF","CL
RIS" MFEMNELY, "HIFY, "GLIME"

S16 DATA “TYE COURAGEOUS","THE STROM
cv, "BLOODLETTER", "BONERREAKER" , "OF S
NEARGUARD" , "THE WITE"

2@ DATA "DEVILLE","THE QUICK","BLOO
DLETTER",“THE PULPER","THE REAFER"
=Za DATA "0F BCRYSVILLE","THE LIQUID
1SER", "EODYSOUASHESR ", "BRAINSQUEEZER"
L "IROMFIST™

=4@ DATA "WIDOWMAKER"."THE DEATHERIN
CER", "NETROSS", "WINEGUZ Z!I_ER"

=Sm DATA "FLESHEATER", "SPELLEINDER",
“THE MYSTERICUS™,"THE ANCIENMT","0OF v
ARATRGA"

S0 DIM H(16Y:FOR X=1 TO 14:H(XY=INT
1AQ. S+ ((X—1)%X2.S))NEXT X

S70 DIM W(1AY:FAR T=1 TO 14:READ W(T
YINEXT T
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GAMES OF
STRATEGY
AND LOGIC

All of the games in this section were first played a long time
ago, rather than on a computer. The games have been com-
puterised to provide you with an opponent that will play
whenever you want to and play well.

| must thank Tim Hartnell, the very well-known computer
author, programmer and publisher for providing the basic ver-
sions of these programs which were converted to the Amstrad
computer. Tim has produced some excellent algorithms and
has kept the programs as short as possible while keeping the
games as close to the originals and making the computer a
tough player to beat.

These games require plenty of thought to play. Touches of
Amstrad colour, sound and graphics have been added to liven
them up. I’'m sure you will find them exciting and worthwhile
to play.
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CHESS

| must particularly thank Tim Hartnell for this contribution
to the book. Chess is one of the greatest challenges which
can face the computer programmer and | think Tim'’s effort
(even if limited, and in BASIC) is highly commendable. The
combination of moves, strategies and rules in chess is frighten-
ing to consider and yet all of these must be brought together
into some kind of logical structure.

The hardest part of a chess program is to make the com-
puter play chess properly and to some sort of strategy. Tim
has included a fair amount of strategy and the game responds
very quickly compared to many other versions of chess
available. You have to watch the computer when it plays, as
it does have some problems getting out of check and does
not play the best game of chess in the world. Despite this, I'm
sure that you will agree that it is some programming
achievement.

You will see that the pieces are presented on a numbered
and lettered grid. To move a piece you enter the position of
your piece (letter and number) followed by the position you
want to move it to. If you want to end the game, enter ‘S’.

The game also offers an ‘exchange sides’ feature. You can
swap sides at any stage of the game just by typing ‘X.

If the computer moves into check, this is a sign that it wishes
to resign.

10 REMXXXXXCHESSXXX XX

20 GREUR Zg4e

IO COSUR Ze7e

4 GCTD 7@

5@ GOSUE 2612

£6 G0OSUBR 289@

7% GOSUB 2612

B REMEXXKXKEEXKRERXKERX KL KK KK KX R A KKK
TXXX

?@ IF A%="5S" THEN END
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10e IF Ax="X" THER PRINT "EXCHAMGING
SIDEE": GOSUE ZT64@:Ax=""

110 REMXXXKKREKKKEKX KK KKK KK KK KERX KKK

*EXX

120 FOR Z=1 70O 1&£:T(I)=0:MEXT Z

14 FPRINT "PLEAEE STAMD BY..."

15¢ FOR Q=1 T2 £4:IF A(S(@) ! >=FEBR AND
ACS UM Y{=RE THEN U=sU+1:T (N =S(@):1F
A(S () Y=KE THEM KM=S5))

162 NEXT Q: IF <2 THEN GOTC 2299

17a G0OTO S

182 FOR Q=1 7O U:IF AT )=KB THEN
TAY=T(UY:T (L) =KM

19 NEXT Q

200 Q=INT (RNDXxZ)}

212 TF A%="C" THEMN Q=0

22¢ IF Q<u THEN n=Q+1

2Z@ I=T(Q):60SUR 220

24 IF MM=1 THEM GOSUB 2S2@:G:0T0 Se
23@ IF Q<) THEN 22

26@ (GOTR 2=8@

270 REMXEXXRXRXEEXKREX KR KX KKK KK KE KKK

28¢ IF A(Z)=QB THEN GOSUB 920

29¢ IF A(Z)Y=RB THEN GOSUB 118@

Zoa 1IF A(Z)=RE THEN GOSUB 1420

319 IF A(Z)=NB THEN (GOSUB 1710

20 IF A(Z)=FB THEN GOSUB 2264

I RETURN

Z40 REMEXXXXXKEERRKEAKRRKKK KX KRKKK KX KK X
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S 324

IS0 IF A(X)=167 THEN MM=@:Q=0+1:RET!

RN

750 IF X+93:88 THEN 38@

Z70 IF A(X+9)<83 AND A(X+F) »65 AND R

ND<®.94 THEN RETIRN

90 IF X-11<11 THEN 40&

790 IF A(X-11)<87 AND A(X—-11) =45 AND
RND< (.96 THEN RETURN

40¢ AD=G

41e AY=0

4726 AX=X+0 (AY+AD)

4Zo IF AX<11 OR AX:28 THEN 446

44¢ AF=A(AX}

45@ IF AP=0N OR AF=R ANMD RND:@.8 OR A

F=P AND RND>@.S THEN RETURN

462 AY=AY+1

470 IF AY<S THEN 420

480 AD=AD+7

492 IF AD<Se THEN 41¢
A AV=1

AX=X+M (AY)

IF AX<1! OR AX>88 THEN Saa

IE A(AX)=N THEN RETURN

AV=AY+1

IFE AY<9 THEM S1o6

AY=1

AX=X+E (AY)

IF AX<11 CR AX:38 THEN &o@

IF (A(AX)=K DR A(AX)=P) AND RND>

THEN RETURN

n
R v S
ST 8 S 5

H
D

() B O R O R Y O B € R & R
0 Mmoo
DD NV

-~
Y]
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L0 AY=AY+1
£1e IF AY<9 TUEN S70

£2@ MM=1

4£Z@ RETURN

643 REMEXXKEENKLKEKXKKKX KK XKXKKK KKK K
KKK

&SR Z=KM

LER Y=

L£70 Y=Y+1

&£B@ X=Z+N (Y}

692 IF X<{11 DR X:BE THEN &0

7@¢ IF A(XY=N THEN 1290

71@ IF v<2 THEN &7

720 REMXEXXXXKEXXKXKE KK KX KX KK KKK KKK K
KKK

770 D=0

74¢ Y=1

752 KM$=STR$ (KM):IF RIGHTS (KM$,1)="3
" OTHEN K(1)=0@:K(2)=0:K (5)=¢ ELSE % (1
Y=1:K(2)=11: K (4)=-9 '

760 X=Z+Q(Y+D)

77¢ IF X<{11 PR X>88 THEN 92

782 IF A(X)=B DR A(X)=R OR A(X)=R TH
EN 1296

790 IF A(X)<>E THEN 82@

Bae Y=Y+1

B1@ IF Y8 THEN 7&@

820 D=D+7

8Z@ IF D<49 THEN 740

842 X=Z+11

BS@ IF X>BE8 THEN 87@

il
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80

2&6
g7

28

1600
191e
1020
1a2Za
1049
XXXX
106
19&a
1970
1080
19°9e
1ioe
= T

111e

IF A(XY=F THEM 1200

X=7-11

IF X<11 THEN 18@

IF A(X)=P THEN 1392

=070 184

REMEXE XX KX KK KKKK KRR KA KR KR KK KR KA XK
D=

Y=1

X=7+Q(Y+D)

IF X<11 QR X>BZ THEM lela

IF AX)=42 OR ACXY>=BR AND A
THEM 1e1a

IF A(XY>=RB AND A(X)<=R THEN GOSU
:IF MM<>1 THEN 1610
F MM=1 THEMN RETURN

IF ¥<7 THEM Q4@

D=D+7

IF D42 THEN 9Z@

RETURN
REMEXXEXKEKRXKXKXKAKEKRR LK KKKKRK KKK

X
IF X<11 OR X>BB8 THEN 1146
IF AMXY<>*E THEN 1140

IF RND>@.5 THENM GOSUR ZS0: IF MM
HEN GOTO 1140

IF MM=1 THEN RETURN
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112¢ Y=Y+1

11Z@ IF vY<2 THEN 0T 197
1146 D=D+7

1150 IF D<49 THEN 1646
1162 RETURN

1170 REMXKXXKXXXREEXKRKK KR KRR KKK KK KK X
XXX

1180 D=e@

11960 v=1

1220 X=Z+R(Y+D?

1219 IF X<11 OR X>88 THEN 127¢@

1220 IF AX)=42 0OR A(X)>=BB AND A(X)
<=RB THEN 1710

12270 IF A(X)>=R AND A(X)<{=R THEM GOS
UR 3ZIS@: IF MM=0 THEN GOTO 127@

1246 IF MM=! THEN RETURN

125@ Y=Y+1

1260 IF Y<7 THENMN 1200@

1273 D=D+7

128@ IF D<21 THEN 1196

1293 RETURN

1200 REMEXEXXKEXKKXRXKRKE KR KKKERKXKX
XXXX

1319 D=0

132¢ Y=1

1320 X=Z+R({(Y+D)

1340 IF X<1! OR X>BB THEN 140@@

1350 IF AWMX)<>E THEN 140

1260 IF RND<@.1 THEMN GOSUE ZS0

1Z7@ IF MM=1 THEN RETURN

1Z8a Y=Y+1

81
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82

1zZ90
1400
1410
1420
14ZTé
1440
XXX
1450
1460
147
1486
1496

[l S S P
mom ol

S ;N

S mw

[ T
m oo hon
oo oH
S &

=
IS

I50: IF MM{>1 THEN 154@

IF v{7 THEN 1ZZe

D=D+7

IF D421 THEN 1226

RETURN

IF A(ZY<{*BB THEN RETURN
REMEXEXKKXKKKRKE KX KX RK KKK KX KKK

D=¢

Y=1

X=Z+R(Y+D?

IF X<11 OR X>88 THEN 13540

IF A(X)=42 OR A((X?>=BE AND AX}
THEN 1354e

IF A(X)>=B AND A(X?<=R THEN GCS

IF MM=1 THEMN RETURM

Y=Y+1

IF ¥Y<7 THEN 147@
D=D+7

IF D<21 THEN 1440
RETURN

REMEXERKKKXKKKEKXRKEEKEXKKKERRKKK X

D=0

Y=1

X=Z+B(Y+D?

IF X<11 OR X>88 THEN 1670

IF AMXY<{>*E THEN 1470

IF RND>@.@5 THEN GOSUB ZSQ: IF M
THEN 14670

IF MM=1 THEN RETURN



1556
1650
167
14680
14696
170
LXXX
1710
1726
17z
1740
1750
Ur =
17460
1776
1786
1790
1800
XXX %X
181@
182a
18Zé
1840
1385@
1869
187
1886
18%a
1200
12160
192a

n
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Y=¥Y+1

IF ¥Y<7 THEN 1400
D=D+7

IF D421 THEM 1596
RETURN

REMEXEKKKEKKKEKEKKKKKEK AKX KRKKK X

i
N

+N (Y2

X<11 0OR X>88 THEN 177@
A(XY=42 THEN 177@

ACXY>=B AND A(X)<{=R THEM G0S

ToU S I S RS S 4
m T m

IF MM=1 THEN RETURM

Y=Y+1

IF ¥Y<9 THEHMN 172@

RETURN
REMEXXEKXKKRXKKKEKERK KX K KKK KX KKK

Y=0

X=Z+N(INT (RMNDXx8+1))
IF X<11 0OR X>88 THEN 1820
IF AX)Y=42 THEN 1829

Y=Y+1

IF A(X)=E THEN GOSUB 3ZI5@

IF MM=1 OR Y>20 THEN RETURN
0TO 182

Yk=1

Z=FKM

X=Z+K (Yk):X1=X

IF X<{11 OR X>B8 THEN

M
t
N

83
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1933 IF AX)Y=42 BR A(X)>45 ANMD A(X?<
82 THEN 2220

194e IF A(XY>27 AND A(XY<11E THEN 22
2@

195@ Z=X

1926a Y=0

197@ Y=Y+1

198@ X=Z+N(Y)

1996 IF X<11 OR X>88 THEN 201@

2000 IF AXY=N THEN 2220

201@ IF Y¥<8 THEN 197

2020 REMEXXXXRXRXEKREXKEX KRR KX KKK KKK X
XkXXK

2020 D=0

2046 Y=1

2050 X=Z+R(Y+D)

2060 IF X<{11 OR X>88 THEN 211@

2070 IF AMX)=BR OR AMXY)= OR AXX=R T
HEN 2220

2080 IF AMX?{>*E THEMN 2112

20960 Y=Y+1

2190 IF Y<8 THEN 2035a

2110 D=D+7

2120 IF D<4°9 THEN 2056

2170 X=Z+11

2140 IF X>88 THEN 2140

2156 IF AMXY=F THEN 2220

2160 X=Z-11

2176 IF X<11 THEN 2190

21386 IF A(X)=P THEN 2226

2190 X=X1:Z=KM
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2Z2¢0 MM=1

2219 (GOSUR 252e:G0OTO S@
2220 Yk=YK+1

2230 I=KM

2240 IF YEL? THEN 19a¢e

2250 CLS:I.0CATE 1@,.12:PRINT "I Zonce
de Champ'":END

2246@ X=Z+9

227@ IF AMXY>=E AND A((X?<{=R THEN .MM=
1:IF AX)Y=F AND RND<@.,2 THEN MM=@
22860 IF MM=1 THEN RETURN

2290 IF ZI=12 THEN RETURM

2o X=7-11

2312 IF AX)>=B AND A(X)<=R THEN MM=
1:IF A(XY=F AND RND<®@.2 THEMN MM=0Q
232¢@ RETURN

220 REMX XX KX KK XK KRX XXX KKK KKK KK KK KX X

2Z40 IF Z-10x(INT(Z/1@))=7 AND A(Z-1
)J=E AND A(Z-2'=E AND (A(Z-132)=E QR A
(Z-121=42) AND (N(Z+7)=E OR AR(I+7)=4
2) THEN X=Z-2:MM=1:RETURN

2330 IF A(Z-1Y=E AND A(Z-12)<98 AND
A(Z+8)1<?28 THEN X=Z-1:MM=1:RETURN
2760 IF RND<@ AND A(Z-1)=E THEN X=Z-
1:MM=1

2379 RETURN

2780 Q=INT (RNDXRNDXxS3):IF Q>U THEN 23

n]

@
22960 IF 0<U THENM A=0Q+1
2400 Z=T (&

85
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86

24109 IF A(Z)=FEBE THEN G0OSUBR 2740

2420 IF A(Z)=NE THEN GOSUER 131e

2430 IF A(Z)=RE THEM GOSUR 158e¢

2449 IF A(Z)=RB THEN GOSUR 1Zie

2459 IF A(IY=0B THEN GOS!UR 1a@5e

24460 IF A(Z)=KBR AND A%{>"C" AND RND<
@.@7 THEN GOSUB 189@

2479 IF MM=0 AND Q<U THEN GOTO 2zZ9e

2486 IF MM=1 THEN GOSUB 2520:G60TC So
2490 UK=UK+1:IF UK>8 THEN 225@

2509 G0Te 2386

2210 REMX KX KKK KKK KKK KKK KKK XK KKK KKKk XK
XXX X

2320 IF A(IY=KR AMND A$<>"C" AND RNDX
?.1 THEMN MM=@:G0OTO 2Z8e

2530 IF A(Z)=FB AND ((X-1@XINT(X/1@)
SZ-1@xINT(Z/716) OR ABS(X-Z)>11)) THE
N MM=@:U=U+1:G0TQ 2Z0

2540 IF A(X)=K THEN FRINT "CHECK":MM
=@:J=J+1:60T0 23

2550 AMX)=A(ZY:A(Z)=E

2569 FRINT"I will move from "3

25379 FI=INT(Z/10):PRINT CHR%(FZ+4&4);
I-1@%FZ:" to "::FX=INT(X/1@):FRINT C
HR$ (FX+464) ; X—1@XFX:FOR 0=1 TO So@o:N
EXT 0O

2580 RETURN

2599 REMEXXXXKKKKKKKEKKKX KK KKK EKK KKK
XXXK

2600 MODE 1:IMK 1,@:INK 2,11

2612 CLS
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&2% FEN 2

&3¢ GOSUE 2740

244G SOUND 1,1@26:SCUND 1,130:SOUND 1
.90 '

265@ FOR X=8 TO 1 STEP-1

2646 FRINT TAR(1@)3X;" ";

267® FOR Y=1@ TO 8@ STEP 10

268@ IF A(Y+1)=FE THEN A(Y+1)=0B

2690 IF A(Y+8)Y=F THEN A(Y+8)=Q

272@ IF A(X+Y)<B8S AND A(X+Y) >S50 THEN
PEN =

271@ IF A(X+Y)>85 THEN SD=A(X+Y)-32:

FEN 1:PRINT CHR$(SD)3;" "::PEN 2:GOTO
2730

2726 PRINT CHR$ (A(X+Y)):" "::PEN 2

2730 MNEXT Y:PEN 2:PRINT X:PRINT:NEXT
Xz MM=@

274@ PRINT TAR(14):"A B C D E F G H"
:PRINT

27560 REMKKKKKIONK KKK KK KKK KKK KK KK KK KK K

KKK X

276@ RETURN

D]

Y
Wom
]

2770 I=KM
780 [QK=@
M=Z+K (QK)

[ERNEN S
~
g0
(U]

m
o
)

IF M<{11 OR ™M>B8 THEN 28t@

IF A(M)=42 OR A(M 45 AND A(M)K
OR MM=@0 THEN 2850

X=M

m N
m 4 O
[

o

[ Y Y
m
W K
e &
.

e 4
i
N

84@ RETURN

87
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88

IF QkK<8 THEN 279206

IF As<{>"C" THEM RETURN

G0TO 2250
REMEXXEEX KX KX KK KX KKK AR K KX KK KK KKK

FRINT

INPUT"FFrom (Letter,Number?":A%
IF LEN(A%)Y{>2 THEN 28%9¢

LOCATE 29,22

INPUT" Tc" ; BS

IF LEN(B%) <22 THENMN 2920

X=12%x (ASC (A% 464 +VAL (R1GHTZ (A%

2960 Y=12%X (ASC(B%)-64)+VAL (RIGHT% (B%
« 102

2979 FRINT "Enter °C° - Check"

2980 PRINT "Enter *X* - Tc exchange

sides"

2999 FRINT "Enter °5° - To stop game
Toea INPUT “"Cr press ENTER to contin
ue'" ;A%

J010 IF ACY)>=73 AND A(Y)<=82 THEM G
OSUR 3Z76@

Z020 IF A(YY=75 THEN 2252

Z0Z0 FCR DL=1 TO Z@@@:NEXT DL

040 AY)=A(X?

2050 A(X)=4646:RETURN

Z0LED REMEXX X KK KKK KK KKK KKK KK KK KK KKK
XXX

079 CLS:PRINT "PLEASE ENGAGE CAPS L
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OCE":FRIMNT "THEM FRESS ENTER"

ZeEe N=N+1:IF IMEEVYE="" THEN ZeRa
T RANDOMIZE N:CLS:FRINT "Please S
tand By..."

Zioa DEFINT A-Z

Zile MM=@:As=""

Z12@ DIM A9 R28),B(28) ,N(8) Q354
yLH(2),Z2(82),8(84),T(1&2

2176 P=112:R=114:N=110:B=92:0=11%:K=
3140 FE=20:RE=82:NB=78:BR=66:0B=21:Y

7150 FOR Z=1 TR 99:A(Z)=-99:NEXT Z
T1L0 REMEKKEEKKEEKKKAKKKK KK KK KK KK KKK
KKK

Z170 FOR Z=1 TO 4£4:READR X:READ Y:A (X
Y=Y:NEXT Z

Z196 DATA 18,82.78,78,38.44.48,81
190 DATA S8.75.42,64,798,72,.88,82
=206 DATA 17,90,27.80,77.80.47,80
Z21a DATA S7,20,.47.80,77,22,87,80
I220 DATA 16,86,26,85,36, 86,146,146
I2IO DATA Sb,86.66.46,.76,86.86,458
I240 DATA 15,46,25,06,75,45,45,46
I2S0 DATA S5,44.65,46,75,44.85, 45
I260 DATA 14, 44.24,446,.34,45,44,46
3270 DATA S4,46.44,454,74,44,94, 46
Z280 DATA 17,46,.23.86.73,46,43, 48
I290 DATA S3,.484.467,44.77.44,07. 46

IZee DATA 12,112,22,.112,22,112,42,11

89
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TI20

et Al T

ZTIT@

IIT¢
IZ4a

XXX

z T
ISR

IZL0
zI7¢
I720
IZ90
T400
z41¢
”

4720
zZ4Z0
Z440
7450

=

I450
Z470
Z4Re
Z49a
500
ISie
5209
ISZe
540

TS
1)

e

I360
IS79

DATA 52.112,62,112,72,112,82, 11
DATA 11,114,71,110,31,938,41,113
DATA S1,107,61,98.71,112,81,114
REMEKEXRKXEX KX KX KKK KRKRKK KK KKK

RESTORE 2372

FOR Z=1 TN S:READ M(Z):NEXT Z
DATA 19,-19,21,-71,-2,8,12,-12
FOR Z=1 TQ 28:READ R(Z):NEXT Z
DATA 10,20,7¢, 4¢,5¢,50,50

DATA ~1,-2,-7,-4,-5,-5.~-5

naTA -1, -2¢,-3I@,-42,-5Se, -5, -5
DATA 1,2.7,4.5.5,5

RESTORE T45@

FOR Z=1 TN 29:READ B(Z)Y:NEXT Z

pATA -11,-22.-32,-44,-55,-55,-5

DATA 11,22.77,44,55,55,55

DATA 9,18,27,36,.45,45,45

DATA -9,-18,-27.-36.-45, 45, -45
RESTORE Z3Z9¢

FOR Z=1 TO S6&6:READ Q(Z?:NEXT Z
FOR Z=1 TO ©:READ K (Z}:NEXT Z
pDATA 1,11.9,.10,-1@,-9,-11,-1
FOR Z=1 TO 44:READ S(Z):NEVT Z
DATA 46,56.36,64,47,57.45,55
DATA 37,67.35.65.28,78.27.77
DATA 44,54.26,74.38,48,17,.37
DATA 189,.88,34,464,25,75,14.86
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zE8@ DATA 48.24,74,12.85.14,.44,.47
IEPe DATA SZT.IT.4L2.22.72.52.42.62
Ise@ DATA ZI2,82,1Z,72,22,12.82.41
619 DATA S1,31,61,21,71,11,81,58
IH20 CLE:RETURN

TETO REMEXKEX XX KX XA KK KL KKK XK KKK KKK
XXKX

&A@ FOR Z=11 T BC:Z(IY=A(Z}:NEXT Z
TES@ FOR Z=11 T B: X=Z-10XINT(Z/1&)
6@ IF X=@ (R X=9 THEN 3X&80

Z6E7@ A(IY=Z (Z49-XxD)

T6BG MEXT Z

TE9@ FOR Z=11 TO 28:M=A(2)

T7e@ IF M>=B THEN A(IY=A(Z)+FE-F
Z710 IF M<=RE AND M>=EB THEM A(Z)=A(
) —-PR+F

Z720 NEXT 2

I7ZT0 GOSUR 261@

Z749 RETIIRN

ZT7TO REME KK K KK KK K KK K kK KK KKK KK XK Kk KKK
X KX X

Z760 CM=IMNT (RNDX4)+1

Z77@ ON CM GOSUR Z790,Z8¢0,381ia,2820
Z78@ FOR J=1 T0O 1@ea:MNEXT J:RETURM
Z79¢@ PRINT "Well Dcone!":RETURN

Igaen FRINT "cod Mave":RETURN

Z8:1@ FRINT "Great Mave. Champ'":RETU
RN

820 PRINT "ot me...":RETURN

I8Z@ RETURN

ZB40 REMXXXXXXXTITLE PAGEXX XX kXX

91
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92

I35a FENM L
360 SYMBOL AFTER 22

I270 EYMBCL 42,255,285,255,288,2585,2

(ST~ Y S =
ot e STl e A d

Ie8nm CLS

8920 LNCATE 1.2

%20 SNR T=1 T0Q 2

Z91d PEN T

I920 FPRINT"™ XXkX%xX % X XXX KX
XKKKX kXXX

ZRZa FRINT" X X X
X x"
ZF4e FRINT" X XXX KX KKK KX
¥RKKXK xREKERX
IS0 PRINT" X X X X
X x

80 FRINT" XXXXX X X KKKKX
XKXKKXK b2 0 ¢ &

Z97@ PRINT:FRIMT:FRINT

Tega SOUND 1,250-(Tx7a)

TFen NEXT T

40@e LICATE 1,285

4019 FEN 1

402 FRINT TAR(9):"FPRESS ANY KEY TO
START™

4670 WHILE INKEY$="":WEMND

4040 SOUND 1,180

4aSe RETURN
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REVERSI

In this game, also known as Othello (copyright Mine Of In-
formation), you have to try and get most of the pieces on the
board in your colour. You do this by placing your pieces in such
a way to ‘trap’ the computer’s pieces. Any piece or pieces trap-
ped at both ends by the opponent’s discs are ‘reversed’ to the
opponent’s colour.

Many people, the famous board game strategist David Levy
among them, consider this to be a very fine game indeed. It
is very simple to learn but can be played at any level for a
lifetime. The only strategy hint that | will give is not to surrender
the corners to the computer as these can make a big difference
in the game. The original version of this game was written by
Graham Charlton.

1o REM REVERSI

20 G0OTN 1020

T PRINT "MY MOVE..."

40 L OCATE 1,24

@ PRINT "X X X X X X %X Xx x"
7 S=0: T=X:H=0
70 FOR A=2 TN 9
80 TM=20-(AX2):LOCATE TM,24
9@ PRINT " “:
190¢ SOUND 1,A%X30
11@ FOR B=2 T0Q 9
122 IF A(A.2Y<>46 THEN 270
1Ze g=0
14¢ FOR C=-1 TO 1:FOR D=-1 TO
15@ kK=@:F=A:G=H
16@ IF A(F+C,G+D)<>E THEN 192
170 K=K+1:F=F+C:G=G+D
18¢ GOTD 1&4@

[y
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94

190 IF A(F+C,G+4D)<>T THEN 210

200 O=0+kK

213 NEXT D:NEXT C

222 IF A=2 OR A=9 OR B=2 OR =9 THEN
Q=0x%7

27Z@ IF A=Z 0OF A= OR B=3 OR 2=2 THEN
Q=0/2

24¢ IF (A=2 OR A=9) AND (B=3 OR B=82)
OR(A=F QR A=8) AND (R=2 OR B=9) THE

N Q=072

250 IF O<H OR (RND<®.Z AND G=H) THEN
276

260 H=0:M=A:N=B

272 NEXT B:NEXT A

282 IF H=® AND R=¢ THEN 930

290 IF H=0 THEN 210

Iee GOSUR 220

Z1@ GOSUER 4Ze

I22 INFUT"ENTER YOUR MOVE “;R

Z7Z¢ REM ENTER @ TO FASS

Z4v S=X:T=N:REM LETTER O

I50 IF R=0 THEN 3460

Z6@ IF R<11 OR R>BS THEN 220

770 R=R+11

280 M=INT(R/1@)

790 N=R-10%M

300 GOSIB 82¢

419 GOSUR 4%

42¢ GOTO 20

4Z¢ REM PRINT BOARD

440 C=0:H=0
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70
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CLS
PRINT
FRINT TAR(S);"1 2 3

4 53 6 7 3"

FOR B=2 TO 9:FRINT B-13;" "

FOR D=2 70O @9

IF A(E,DY=8B8 THEN FPEN Z:FRINT

IF A(R,D)=792 THEN FEN 2:FPRINT

FEN 1

IF A(R.,D?=446 THEN PRINT *. "
IF A(R,DY=X THENM C=C+1
IF ABE.DY=C THEN H=H+1

NEXT D
FPRINT B-1

PRINT

NEXT B

PRINT TAB(S):"1 7 X
LOCATE 28,1

PEN X

PRINT "OTHELLO"
SOUND 1, 15@

LOCATE 28,2

PRINT “======="

PEN 2

LOCATE 28.6&

PRINT "0 "::FEN 1
PRINT "IS YOURS"
LLOCATE 28,10

PRINT “COMFUTER:";:C
LOCATE 21,12

4 5 6 7 8"

IID

IID

95
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746 PRINT"HUMAM: "z H

7S¢ IF H+C:6Z THEM GOTRD 94

760 LOCATE 22,14

770 FRINT “SIDE DIGIT™

78@ LOCATE 28,17

79¢ SRINT " FIRST"

Bee LOCATE 4,22

31 RETURM

820 FOR C=-1 TO 1:50R D=-1 TN 1

3=0 F=M:G=N

240 IF G(F+C,E+D)<3S THEN B7@

B850 F=F+C:06=G+D

3@ GOTND 846

87¢ IF A(F+C,G+D)<:T THEN 91@

880 A(F,E)=T

B9@ IF M=F AND N=G THEN 91o

Fe@ F=F-C:6=G-D:50T0 83&

21@ NEXT D:NEXT €

926 RETURM

97¢ GOSUB 47

240 FNR T=1 TO ZQ@@:NEXT T

950 CLS

6@ LOCATE 2.8

270 FRINT "MY SCORE:":;fC:" YOUR
SCORE: "3 4

980 LOCATE 7.17

79@ IF C>H THEN FRINT "I°M THE CHAMF
o

100@ IF H>C THEN PRINT "YOU’RE THE C

HAMP ' "

1@1é IF H=C THEN PRINT "IT’S A DRAW'

96



1e2a END

10Za CLS

1eqa X=ASC("X"
R O NOT ZERO
16%e DIM A(la,

Dynamic Games - Amstrad

Y:O=ASC("O")Y:REM LETTE

1)

16060 FOR B=1 T0O 1@:FOR C=1 T0O 1@

1e7e IF B <* 1

AND C<{>1 AND B <> 1@

AND C<> 1@ THEN A(BR,CY = ASC("."™)
108@ NEXT C:NEXT B

1a9@ A(G,352=X:
1lee A(L.5)=0:
1110 FP=0

112 PRINT "DO
RV EINERT

11Z@ INFUT D%
1149 GOSUB 420
1156 IF D&="vy"
TO Za

AL, 6) =X
CA(S,6)=0

YOU WANT TO GO FIRST

THEN GOTO Z2@ ELSE GO
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GOMOKU

This is a very easy game to play. Despite it, the computer
will probably beat you every time. In Gomoku, you must at-
tempt to get five of your pieces in a row. All | can wish you
is good luck. This game is also based on a program by Graham
Charlton.

rJ
D)

GOSUER 820
2 GOSUEB 130
40 GNSUE Zoe
56 GOSUR 1Za
640 GOSUBR ZB®
7@ GOSUR 1Z6
860 IF L>Z THEM FRINT:PRINT "I WIN!'':
END
70 GOTO 40
10a E=A
119 E=E+N: IF AEI<>Z THEN RETURN
120 K=K+1:G0T0 1le
1Z@ CLS
14 SOUND 1, INT(RNDX12@)+5@
S@ FEN 1
162 PRINT TAR(16): "GOMOKU"
17@ PRINT TAR(16)3"—————— ":PRINT
189 PRINT TAR(12):;"1 2 2 4 5 & 7 8"
17 FOR A=1 TO B:FRINT TAR(8):A:" ":
200 FOR B=2 70 9
212 IF AAXLIe+R) =72 OR A(AX12+RB) =47
THEN FEN X ELSE PENM 1
229 FRINT CHRs (A(AX1@+R)Y)z " “g

[
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2Ze NEXT B

242 PEN 1

25@ PRINT A

262 FRINT

272 MEXT A

2Be PRINT TAB(1Z2):"1 2 2 4 S &6 7 8"
299 RETURN

I PRINT:PRINT

I1e FRINT "FLEASE ENTER YDUR MOVE. ..

-

T20 INFUT 6

TI0 G=6+1
Z40 IF G412 OR G>B9 OR A(GY<>4& THEN
20

5@ I=H

Z6e AGY=Z

I7¢@ RETURN

I8¢ A=G

90 LOCATE B,23

40@ FPEN Z:PRINT "I"M THINKING..."
410 L=0

420 FOR X=1 TO 4:K=0:N=X(X)

4@ GDSUR 1ee

44@ N=-N:60SUR 100

45@ IF K>L THEN L=K

46@ NEXT X

479 IF L>Z THEN FRINT:PRINT "YOU WIN
V1Y END

484 T=1

494 IF T<>2 THEN Z=C

500 IF T=2 THEN ZI=H
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G=0:H1=0:L=@
FOR A=12 TO 8%
M=@
IF A(AY<{>»46 THEM 6&5S@
FOR X=1 TO 4:k=0:N=X (X}
GOSUB 1ae
N=-MN:GOSUE 126
IF K>L THEN Hi=@:L=kK
IF L{>K THEN &260
ma IF T=1 AND L<4 OR (T=2 OR T=2) A
ND L<{2 THEN &2@
610 M=M+1
&£22 NEXT X
AZ@ IF M<{=H1 THEN &5@
640 H1=M:G=A
£5@ NEXT A
&6 IF Hi1<>@ THEN 72Ze
&7@ T=T +1: IF T<>4 THEN 496
689 A=1
67@ G=INT(RNDXx77)+13
702 IF A(BG)=46 THEN 73&
71¢ A=A+1:IF A<10e THEM 690
72¢ PRINT:PRINT "I CONCEDE THE GAME"
tPRINT"TO A MASTER!'!'":END
Za A(GY=C
742 I1=C:A=G:L=@
7592 FOR X=1 TO 4
760 K=@
772 N=X (X}
78@ GOSUB 10
79@ N=-N:GNSUR 100

(4 1)
S o S

2

(@ (B S B I & R O B 1 B & B 4
0 @ N O~ N
o8 S 3 3

o
o
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Be@e IF KL THEN L=k
819 NEXT X

B2¢ RETURN

37Z@ MODE 1

B4@ INK 0,26

BSe INK 1,12

860 CLS

87¢ FEN 1

880 DIM A(102):DIM X (4)

89@» FOR C=1 TO 8

Q@@ FOR B=2 TO 9

P12 A(CX10+B) =46

92@ NEXT B

9Z@ NEXT C

742 FOR R=1 TO 4

9SG READ Z:X(Q)=Z

6@ NEXT Q

972 DATA 1.9,10,11

98¢ H=ASC ("H"):C=ASC("C™)

P90 N=@

1206 N=N+1

1®1® RANDOMIZE N

1@2@ CLS

103@ FOR J=1 TO INT(RNDXx12)+1
1@4@ READ J

1050 NEXT J

10660 A(Z)=C

1@7@ RETURN

19286 DATA 34,35,44,44.47,54,55,56,57
. &b
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FOUR IN
A ROW

Everyone knows the famous game ‘Connect-4’ where you
must try to get a line of four discs, horizontally, vertically or
diagonally. In this program, the computer is a fair match for
you, although it is weakest near the beginning of the game.

One final note. Be careful over the number of spaces you
type in line 1370. The string creates a giant 4 on the screen.

1@ REM FDUR-IN-A-ROW

20 BORDER 8

ToOINK 1,13

40 INK 1,9

=& MODE @

40 GOSUE 1Z4@:REM TITLE PAGE

7@ GOSUER 1220:REM INITIALISE

230G GOSUER 9Z9:REM FRINT BOARD

2@ GOSUB 7S9:REM WIN CHECK

199 GOSUB 111©:REM HUMAN MOVE

11% GOSUB 9Z@:REM PRINMT BOARD

12 GOSUB 7S@:REM WIN CHECK

132 GOSUB 16@:REM COMFUTER MOVE

14@ GOTO 8e

S@ REM XXEREKXKKKX KX
16@ REM COMPUTER MOVE
17@ PRINT:PRINT "STAND BY FOR MY MOV

180 B=1@
19@ B=B+1
200 IF A(BRY=-92 THEN 2Z@
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212 IF A(BRY=C THEN X=C:60T0 2&@

22@ IF A(RY=H THEM X=H:GOTO 26

2Za IF BL77 THEN 19e@

24@ G0OTO S4@

250 REM XXERXXKXKEXEKREKREKAKEKKX

26 REM FOUR IN ROW DANGER?CHANCE?
272 REM ACROSS

280 IF A(B+1)Y=X AND A(E+2)=X AND A(B
+3)Y=E AND A(B+13) <> E THEN MV=EB+Z:G
ora 724

292 IF A(B-1)=X AND A(B-2)=X AND A(B
=-Z2Y=E AND A(B+7) <> E THEMN MV=R-Z:G0
TC 720

Iee IF A(B+1)=X AND A(B+2)=X AND A(B
-1)=E AND A(R+¥) <> E THEN MVY=B-1:350
TO 7260

I1e IF A(B-12=X AND A(B+2)=X AND A(E
+1)= E AND A(B+11} <> E THEMN MV=BE+1:
5010 720

IZ2@ IF A(B+1)=X AND A(B-1)=X AND A(E
+22=E AND A(B+12) <> E THEN MV=B+2:G
0T 722

3Z@ IF AB+1)Y=X AND A(B-1)Y=X AND A(B
—-2)=E AND A(B+8) <> E THEN MV=BE-2:GO0
TO 72@

Z42 IF A(R-1)=X AND A(B-2)=X AND A(B
+1)=E AND A(B+11) <> E THEN MV=B+1:G
oTn 72e

I5@ REM DOWN

6@ IF B>2@ THEN IF A(B-10)=X AND A(
B-2@a)=X AND A(B+1@)=E AND A(B+20)<{>E

103



Dynamic Games - Amstrad

104

THEN MV=R+1@:G0OTO 72@

I7@ REM DIAGONALS

I8e IF A(B+11)=X AND A(B+22)=X AND A
(B-11)=E AND A(EB-1) <> E THEN MV=B-1
:GOTO 72

Z9a IF A(B+92)Y=X AND A(E+13)=X AND A(
B-9)=E AND A(B+1) <> E THEN MV=B-9:0G
oTo0 72e

400 REM XXEXXEXKERXKKKKK

41¢ REM MAKE/BLOCK THREE?

42¢ REM ACROSS

470 IF A(B+1)=X AND A(B+2)=E AND A(E
+12y<{>E THEN MV=B+2:G60T0 710

44 IF ABR+1)Y=X AND A(B-1)=E AND A(B
+1) <> E THEN MV=B-1:G07T0 71@

2@ IF A(BE-1)=X AND A(BR-2)=E AND A(B
+8) <> E THEN MVU=R-2: GOTO 71i@

46@ REM VERTICAL

473 IF A(B+1@)Y=X AND A(B-1@)=E AND A
(B <>E THEN MV=R-10:G0T0Q 71@

48¢ REM DIAGONAL

492 IF A(B+9)=X AND A(B-9!=E AND A(R
+1) <> E THEN MV=B-2:60T0Q0 710
Se@ IF B>11 THEN IF A(E+11)=X AND A(
B-11)=E AND A(E-1){>E THEN MV=B-11:6G
720
G070 2Ze
REM XXkXEXKXKXKXX

REM SINGLE MOVE

FOR N=1 TO =

M(N)=0

o
D= I S I |
& 3 9 & 0

m oo

wn
@
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S6@ NEXT N

S7¢ COUNT=@

=A® FOR B=11 TO 77

=90 IF A(BY<>C AND A <:H THEN &5@
402 IF A(B+1)=E AND A(E+11) <> E THE
N COUNT=COUNT+1:M(COUNT) =B+1

&1@ IF A(R-1)=E AMD A(B+9) <> E THEN
COUNT=COUNT+1:M (COUNT) =p—1

620 IF A(R—1M=E AND A(R) <> £ THEN

COUNT=COUMT+1: M (COUNT) =B-10

£Z@ IF A(B-11)=E AND A(B-1) <> E THE

N COUNT=COUNT+1:M(COUNT) =B-11

642 IF A(B-9)=E AND A(E+1) <> E THEN
COUNT=COUNT+1: M (COUNT) =R—9

450 NEXT E

662 IF COUNTZ:@ THEN 690

670 FRINT:PRINT I THINK WE SHOULD
CALL IT A DRAW'"

8@ PRINT: FPRINT:SRINT:END

690 RV=INT (RNDXCOUNT) +1

700 MU=M (RV)

@ AMV) =

@ RETURN

@ REM XXEXKXXXX

740 REM WIN [CHECK

750 X=H

762 B=10

770 B=B+1

780 IF A(EY<3X THEN 830

792 IF A(R+1)=X AND A(E+2)=X AND A (E

+I)=X THEN 86@
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106

0@ IF B:Ze THEM IF
)

A(E-1eY=X AND A
B=2er=X AND A(E-Za) =X &

2ie IF B:XZZT THEMN IF A(E-11)=X AND Al
B-22Y=X AND A(R-ZZ)=X THEM 8é&e
2% 1IF B>27 THEN IF A(E-9)=X AND A(B

~122=X AND A(E-27)=X THEN S2&4e

BZe IF 2477 THEM 77@

84¢ IF X=H THEN X=C:E0T0 746

a5e RETURM

Pe6 REM WIN EOUND

87¢ PRINT:PRINT

82 IF X=H THEN FRINT"YOU’VE BEATEN
ME . HUMAN ! "

9@ IF X=C THEN FRINT"I’VE DEFEATED
YOI, HUMAN

P00 PRIMT:PRIMNT:ERINT: EMD

P10 GEM XXKEXKEKEAKKK

926 REM FRINT  EOARD

9Z¢ CLS:PRINT: FRINT

94k SOUMD 1, 1Se, 100

750 SOUMD 2,155,970

960 FOR ¥=19 TR 7¢ STEF 10

97¢ PRINT TAE(S):

92¢ FOR J=1 TQ 7

P9¢ IF A(K+J)=72 THEN FEN 4:28IMT CH
RE(DTLY " "::GOTR 1020

1006 IF AK+IY=47 THEN FEM Z:FRINT C
HRE (213" “;:G0TQ 1020

1016 FRINT ", “;
10260 SEN 1
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1626 MEXT J
1a4@ PRINT:PRINT
MEXT K

Pk
]

s
by
(~ch

-

FRINT TAR(S):": 2 2 4 £ & 7"
FRINT:FRINT

RETURN

REM fXiX XX xx¥x

REM HUMAN MCVE

[ R e Y ]
B
0w ~

L )

[y
g
-,

1116 PRINTYVYOUR MOVE...":FRINT
1126 PRINT “WHICH COLUMN DO YOU WISH
Ta~

1124 INPUT"MOVE INTO":J

1140 2=J

11560 ZI=7+10

1140 IF A(Z+10)=E THEM 115@

117¢ IF A(Z)=E THEM A(Z)=H:RETURN
1196 ERINT “YOU CAN®T MOVE THERE®
1196 GOTR 1126

17900 REM XXXXXRRLKE

1210 REM INITIALISE

1226 CLS

123@ DEFINT A-Z

1740 RAMNDOMIZE TIME

125G DIM A(1@9) ,M(Za) P (5}

1266 EZASC("."}$

1276 H=ASC("H4") :C=ASC("C™}

1206 EQR B=1 TR 1@9

1290 A(EY=E

1Ze@ D=E-10XINT (B/10)
» IE D=@ QR D>7 OR E<1! OR B377 T

HEN  A(BRY=-9

+

=3
.
=3

o
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1726 NEXT ®

1376 RETURN

1746 CLS

1356 BEN Z

1760 LOCATE 1.7

1776 Ag=" 4

4 4

44444 4
4n

1280 PRINT A%

179¢ PRINT:PRINT:PRINT

400 FEN 2

141¢ FRINT " I N A R O W

472G FEN 4

147¢ LOCATE 4.74

144¢ FRINT CHR$(144):;"1984 TFH/CG"

1456 FOR T=1 TR 20

1460 EQRDER 7.8

147¢ SOUMD 1,2Z@-(Tx10}

148¢ SQUND 1,25@-(Tx1@)

149¢ NEXT T

1Z0ee RETURN
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CHECKERS/
DRAUGHTS

Draughts is a very popular game all around the world, and
this version of the game - based on a program by Tim Hart-
nell - allows you to challenge your Amstrad to a round or two.
Many European countries have their own variations of the
game. Continental draughts for example is played on a board

of 100 squares with each player starting the game with 20
pieces.

Our draughts program plays the game you are probably
most familiar with. It plays swiftly and reasonably well,
although its lack of endgame strategy often leads to a dramatic
collapse in the final moments of a game. You are black and
Arnold is red. The capital letter “K” is used to designate a
king. You have the option of moving first or second.

1@ REMXS$XXCHECKERS/DRAUGHTSXXXX

2e GOSUB 107a

T@ INPUT "Would vou like the first mov
e (Y/N2"3;A$

4@ IF LEFT$(A%,.1)="N" THEN GOTO Bo
SO REMEEKXEXKEKXKRKEKXKKRKK KR KERKKKKXK
6@ GOSUB 590

7@ GOSUB B2@

Bo GOSUB 399

¢ GOSUB 120

100 GOTO &0

110 REMEXXXKXKEXEERREEKRKEKX KRR XRRKKXK
120 FOR X=1 TO 1@:S(X)=0:NEXT

130 SC=e: A=8%9

149 A=A-1
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110

150 IF Q(AI<L>C AND O(AY<>CK THEN 230
16@ EB=@:1F A<29 THEN B=2

170 B=B+1

18@ M=A+N(R)

1@ 1F M>88 OR M<11 THEN 23@

200 IF (Q(M)=H OR Q(M)=HK) AND Q(M+N(R
))=E THEN 270

219 IF @(M)=E THEN IF (Q(M-11)<{>H AND
A(M—-11)<>HK) THEN IF (Q@(M-9)<>H AND 0Q(
M-9)<>HK) AND Q(M+9)<>HK THEN IF ((Q(M
+22)<{>HK OR Q@ (M+18)<>HK) AND QM+ <>
C OR QA(M+?)<>CK OR Q(M+11)=C OR Q(M+11
Y=CK)) AND @ (M+11)<>HK THEN GOSUB 3I90
220 1F B{Z OR (Q(A)=CK AND B<4) THEN 1
7@

[
o
o

IF A>11 THEN 140

FL=0:IF Q(22)=C OR Q(24)=C OR Q26
OR Q(28)=C THEN GOSUB 134@

IF FL=1 THEN 35640

GOTO 410
QM+N(E) Y= (A : QM) =E: Q(A)=E
CO=C0O+1

GOSUB 590

A=M+N (B)

E=0

B=B+1

IF (A+2xN(E) <11 OR A+2xXN(B) >88) AN
B<{4 THEN 3I2@

40 M=A+N(B)

Se IF a(M=C AND EB>Z THEN RETURN

60 IF (@(MY=H OR Q(M)=HK) AND Q(M+N(R

o N> N H
e & &N e

S
S5 o 9

W O W W WA {3 00 T 05 T 0 T 5 I o8
Q
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1)¥=E THEN 27@

7@
26

Ige
190
400
410
423
4z
440
450
460
470
48¢
490
S00
S1e
52

D3I

IF BL{2 CR (R(AY=CK AND B<4) THEN Z

RETURN

IF SC<1@ THEN SC=S5SC+1
S(SCY=1eaxA+B+20: RETURN

IF SC=¢ THEN 4406

XC=INT (RNDXSC) +1
A=INT (S (XC) /100)

M=A+N (5 (XC) -1 00%xA-20?

GOTO Sée

SC=SC+1:A=INT (RNDx283) +1

IF Q(AY<>C AND Q(AY<>CK THEN 5S4
B=a

B=R+1

M=A+N (B)

IF M>88 OR M<{11 THEN SZ0

IF Q(M)=E THEN 5Sée@

IF B<{2 OR Q(A)=CK AND RB<4 THEN 4906

540 IF SC{Z@e THEN 450

35@ PRINT:FPRINT "I CONCEDE THE GAME":E
ND

56 AMM)Y=R{AM:Q(A)=E

570 RETURN

5S8@ REMEXXEXEXXXXXXXEXXXRXEKRXRXKKKX

59@ CLS

&2 FRINT * COMPUTER: ";COz "
HUMAN:z " 3 HU

619 PRINT

620

FPRINMNT *® 12245678
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63@ FDR F=8& TO 1@ STEP -1@

640 PRINT "IF/10:" v

650 FOR G=1 TC 8

660 IF R(F+G)=44 THEN PRINT CHR$(143):
" v iGOTO 720

67® 1IF B(F+G)=36 THEN PEN 3:PRINT CHR$
(75):" ";:PEN 1:G0OTO 72@

&80 IF B(F+G)=47 THEN PEN 3:FRINT CHR$
(231):" "::PEN 1:GOTO 72¢

690 IF Q(F+G)=75 THEN FEN 2:PRINT CHR$
(753" "3:PEN 1:G0T0 720

7@2 IF Q(F+G)=72 THEN PEN 2:PRINT CHR%
(23T1):" *;:PEN 1:G0TO 720

710 PRINT CHR$(144);" *;

720 NEXT G
7X@ PRINT F/10:PRINT:z:NEXT F
740 PRINT ™ 12245678

759 1IF CO=12 OR HU=12 THEN 77¢

T76@ RETURN

770 IF HU=12 THEN PRINT "YOU HAVE WON!
780 1IF CO=12 THEN FRINT "I HAVE WON'"“
790 FRINT:PRINT “THANKS FOR THE GAME. "
:END

800 REMEXXXEXXXXXKIXEXXERKNKXREXKX KX
81@ REM ENTER 2997 TO CONCEDE

820 PRINT:PRINT

820 PRINT "ENTER YOUR MOVE"

842 INPUT “FROM":A

85e@ IF A=99 THEN GOTO 790
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860 IF A>99 THEN B840

870 IF Q(AY<>H AND R(AY<>HK THEN B406
88@ INPUT "TO":B

8%9e IF B>?% THEN 88¢

900 IF Q(B)<>E THEN 880

?1e Q(E)=R(A):Q(A)=E

P20 REMEXXXEAKXEXKXKXXXKRXKXIRKKRXRRXX
3@ FOR T=11 TO 17:IF Q(T)=C THEN Q(T)
=CK

P40 NEXT T

?3@ FOR T=82 TO 88:IF Q(T)=H THEN Q(T)
=HK

6@ NEXT T

970 REMEXXXKEXKXXEEXRXKAKKXKRKKRXKRKXRKKEK
980 IF ABS (AR <12 THEN RETURN

990 PRINT "G&DD MOVE":GOSUB 1430

l1eoe HU=HU+1:Q((A+R) /2)=E:GOSUB 599
101@ FOR T=82 TO 88:1F Q(T)=H THEN Q(T
) =HK

1020 NEXT T

1030 PRINT: INPUT "CAN YOU JUMP AGAIN (
Y/N) "3 A%

104@ IF AS{>"Y" THEN RETURN

105¢ A=B:G0OTO 87

1060 REMXXXEXEXXXEEXERXXKXXRRXXKKERKXKX
107¢ REMXXXINITIALISATION:XXX

1080 INK 2,0:INK 1,24

109@ INK 0,14

1120 CLS:PRINT "PRESS ANY KEY":N=1
1116 N=N+1:1IF INKEY$="" THEN 1110
112¢ RANDOMIZE N
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113@ CLS
1140 PRINT "PLEASE STAND BY..."

1152 DIM Q(99),N(4),5(16)

1140 H=ASC ("H") : HK=ASC ("K")

117@ C=ASC("C") :CK=ASC ("$")

1186 E=32:0F=-99

119@¢ FOR M=1 TO 99:Q(M)=0F:NEXT M

1200 FOR M=1 TO &4

121@ READ D:READ G

1220 @(D)=G:NEXT M

1230 DATA B1,44,.82,67,.8%,46,84,47,85,4
6.86,67,87,486

1249 DATA BB,.67,71,67,72,86,73,67.74,4
6,75,67.76, 46

125@ DATA 77,67,78.86.61,86,62.67 65,4
b.64,67

126@ DATA 65,86,6b,67,67,86,68,67,51,%
2.52, 486

1279 DATA S53,32.54,46,55.32,56,46,57,3
2,58, 46

1280 DATA 41,44,42,32,47,46,44,32,45,4
b.46,32

1292 DATA 47,.464,48,32,31,72,32,446.33,7
2.34,46,35,72

1300 DATA I6,46,37,72,38,86,721,46,22,7
2.2%,46.24,72

171@ DATA 25,46,26,72.27,46,78,72.11,7
2.12,86,13,72

1220 DATA 14,46,15,72,16,44,17,72.18.4

&
1330 FOR M=1 TO 4:READ X:N(M)=X:NEXT M
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Q

1I5@ CO=a:HU=0: RETURN

1360@ IF Q(22)=C AND
M=11:FL=1:RETURN
1Z7¢@ IF Q(22)=C AND
M=13:FL=1:RETURN
138@ IF Q(24)=C AND
M=13:FL-1: RETURN
1Z9e IF Q(24)=C AND
M=15:FL=1:RETURN
1400 IF Q(26)=C AND
M=15:FL=1:RETURN
141 IF Q(26)=C AND
M=17:FL=1: RETURN
142¢ RETURN

Qii11)=E

a(13)=E

Q1) =E

Q015 =E

Q15 =E

Qd17)=E

THEN

THEN

THEN

THEN

THEN

THEN

- Amstrad

147@ FOR 0O=1 TO 15@@:NEXT DO:RETURN
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SHORT BUT
SWEET

Here are a few shorter games. They are less complex than
most others in this book, but I've included them for a purpose.
Apart from being fun to play, they are games which you can
easily extend and improve. One of the best ways to learn to
program is to enter other peoples’ programs into your com-
puter and then try to add your own features.

The programs in this chapter are ideal for the purpose. But
don’t think they are just included here for that reason. Type
them in and play them. You will find them all entertaining as
they are. However, once you have played them for a while, you
can try and add some extra graphics or sound. Add extra
features such as high scores.
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SNIPER

You — as a marksman of some calibre — have been assign-
ed to eliminate the snipers surrounding the Embassy building.
As one of the snipers foolishly shows his head, you must try
to kill him. You do this by estimating his position on the screen
and hitting the number key that you think applies to him.

For example, if he was on the far left hand side of the screen,
then you would type 0. If on the far right, you'd enter 9, and
if you thought he was in the middle you'd hit 5. All the numbers
from O to 9 can be used.

At the end of the game, the computer gives you your score.
The snipers appear for a very short time so your reactions must
be sharp.

10 REMXXXXSMIPERXXXX

20 GOsSUE 2Ze

To FOR G=1 7O 16

40 A=0

50 FCR D=1 TO INT(RMDX2Z00)+I00

&0 MEXT D

7a R=INT (RNDX3F)

82 LOCATE (Rx2)+1.4

e FRINT CHR$ (223)

1@ FOR T=1 TO L@@

112 A%=INKEY$:IF A$I"" THEN T=40Q@
120 NEXT T

1Ze A=VAL (A%)

14@ IF A-1=R THEN LOCATE 4,17:FRINT
"YOU HIT HIM!":S0UND 1,190,1@0:SC=5C

+1

1864 IF A-1<>R THEN LOCATE 4,17:PRINT
"YOuU MISSEDR":S0UND 1,1e0e,li¢e
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162 FOR T=1 TO 150@:NEXT T
174 CLS
18@ NEXT G

19¢ FRIMNT:PRINT "YU HIT":SC:"GNIFER

s

200 FPRINT:FRINT "A SCORE OF
Cr1EYki@a) g niLn

21 END

220 REMYXXkINITIAL ISATIONXXX
270 SC=8

249 MODE @

252 CLS

26@ RETURN

" INT (S
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MATCHSTICK
MEN

This is a version of the famous Matchsticks/Nim game. In
this game, you and the computer take turns taking a number
of matchstick men away from the pile in an attempt to leave

the opponent with the last matchstick.

The computer’s strategy is mainly held in line 210. I've in-
cluded a slight random element to make the game more fair.
that, the computer would nearly always defeat you.
The addition of the random element makes the game a little
less predictable and more like how two human players would

Without

play it.

1%
20

4%

T
S"s
8@
AN
20
100
119
120
170
14¢

15a

120

REMEXXXXxMATCHSTICK MEN® XXX

CLS

RANDOMIZE TIME
M=0:E=0: Z=INT (RND*8) +154

IF 2XINT(Z/2)=Z THEN Z=7+1
H=Z+INT (RNDXx2)

FRINT "THE MAXIMUM YOU CAN TAKE I
H

IF E>@ THEN FRINT "YOU TOCK":Ez".
DI TOOK ":Q@
GAOSUE 27@

FOR K=1 T0O Z

FRINT CHR$(248+INT (RND%4) ;" "3
NEXT K

FRINT:FPRINT

GNSUER 270

FRIMNT "HOW MANY WILL YOU TaAkE?"
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16¢ E=VAL (INKEYS)

17 IF E<1 OR EXH OR EXZ THEN 16@
18 PRIMT:FRINT "SO YOU WANT TO TAKE
" E

199 I=I-E

2@ IF Z<1 THEN FPRINT "Y0OU TOOM THE
LAST ONE, S0 I WIM!'!'!'“:END

21e Q=Z-1-INT((Z-1)/ (H+1) ) X (H+1)—INT
(RNDX2Y+INT (RNDX%2?

220 IF Q<1 R OQxH THENM 21e

2Ze 1=1-0

240 IF Z<1 THEMN PRINT "I TOCK THE LA
ST ONE...YOU WINM!'!"zEND

25¢ GOSUE 27@

260 G6G0OTO 7@

27@ FRINT

290 FRINMT “etttccccaccccccnccccccecs
294 FPRINT

9 SOUND 1, INT(RNDRXxZ40) +60

Zio BORDER INT (RNDX24)

T2@ FOR G=1 TO 1@aa:NEXT G

T30 RETURN
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PITCH 'N PUTT

Here’

your ve

‘strengt

score C

s your chance to become the next Jack Nicklaus on
ry own Pitch 'n Putt course. You must knock the golf
ball into the hole in the least number of strokes. You enter a
h of shot’ figure. If you are to the left of the hole enter
a positive number. If to the right of the hole, make it a minus
figure. You can play a bad shot and land ‘out of bounds’. If
this happens, strokes will be added to your score and you must
start the hole again. There are eighteen holes to play, and a
ard at the end of the game gives you a hole-by-hole

breakdown.

1o
20
]
4Q
1%)
60
70
80
[0
100
110
120
1Z0
140
15@
KX
16@
170
189
19e

122

REMXXXXPITCH °N PUTTXXXX

INK 0,9

INK 1,724

INK Z,26
PEN 1

DIM N(18)

GOSUBR S1@

FOR H=1 TO 18

X=INT (RNDX15) +24

CLS

PRINT

PRINT "THIS IS HOLE NUMBER ":H

=2

LOCATE 1,20

FRINT “XRXXKR KKK KRR KR KR KK KK KKK
123332333333 &8

LOCATE X,20

PRINT " “;:

LOCATE &,1@

N (H) =N (H) +1
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260@ PRINT "STRENGTH OF SHOT (1@ TO -
1e) "

210 PRINT "

LOCATE 2.11:INPUT S

IF S>10® OR S<-1@ THEN GDTO 210
FOR T=20@ TO 400

SOUND 1,T.1.15

NEXT T

LOCATE P,19

280 PRINT "

290 IF S<3 THEN P=P+S+CINT (RND%1)-CI
NT (RND¥1) : GOTO 31@

700 P=P+SXI+INT (RNDX4) ~INT (RND%4)
Z1® IF P>Z9 OR P<2 THEN P=1:L0CATE 1
J24:PRINT ">3>3>30UT OF ROUNDS<<L<<
":N(H)=N(H)+2:FOR T=1 TO 200@:NEXT T
:SOUND 1,800,509, 15:LOCATE 1,24:PRINT

IR
e85 &

NN RN NN
()|
3 9

~
3

720 LOCATE P,19

3T PEM 3

349 PRINT "o";

I5e PEN 1

Z6@ IF P=X THEN LOCATE 15,13:PRINT *
WELL DONE'*:PRINT TAB(12);"IT TOOK Y
OU ";N(H):LOCATE X,2@:PEN 3:FRINT "o
":PEN 1:LOCATE X,19:PRINT * “:GOTO 3
80

376 GOTO 180

T80 TL=TL+N(H)

390 LOCATE 1,16
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40@ PRINT " PRESS ANY KEY TO CO
NTINUE"

410 WHILE INKEY$="":WEND

429 NEXT H

4Z@ CLS

442 PRINT "SCORE CARD AS FOLLOWS..."
45@ PRINT:FPRINT

460 FOR T=1 TO 18

47?% PRINT "“HOLE NUMBER "3;T:", YOU SC
ORED":;N(T)

48a NEXT T

499 PRINT:FRINT "MAKING A TOTAL OF "
s TL

562 END

512 REMXxXXXxDEFINE CHARACTERSX XXX

520
STe

SYMBOL AFTER Z2
SYMBOL 42,170,170,170,255,255,25

5,255, 255

5S40

124

RETURN
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NEEDLE IN
THE HAYSTACK

As the title suggests, you have the unenviable task of sear-
ching for a needle lost in a haystack. You must enter three
coordinates: x, y and finally the height of the needle’s posi-
tion. Happy hunting!

10 REMXEXXXNEEDLE IN THE HAYSTACKXXXXX
20 GOSUB Z30

Io G=1

4@ A=INT (RNDx%8) +1

5@ B=INT (RNDx%8) +1

6@ C=INT (RNDx%8)+1

7@ CLS:=MODE 1

86 BORDER INT (RNDX%x23) +1

9@ FPRINT " THE NEEDLE IN THE HAYS
TACK*™

100 PRINT:PRINT

119 PRINT:PRINT "YOUR MAIN AID IS AN O
LD ELECTRO-MAGNET THAT GIVES A READIN
G IN NUMERIC TERMS."

120 PRINT:PRINT "THE LARGER THE NUMBER
» THE *COLDER’ YOURGUESS IS. YOU MUST

LEARN TO UNDERSTAND THE READINGS IN Y
CUR QUEST TO FIND YOUR MISSING NEEDLE.
120 PRINT:PRINT

14@ PRINT "ENTER YOUR GUESS"

150 INPUT "YOUR X COORDINATE":X
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160 IF X>8 OR X<1 THEN 150

17 INFUT "AND YOUR Y COORDINATE":Y
18¢ IF Y>8 OR Y<1 THEN 170

190 INPUT "AND THE HEIGHT OF THE NEEDL
E":Z

200 IF Z<1 OR I>8 THEN GOTO 199

210 PRINT

220 PRINT TAB(8);

270 PRINT M$ (INT(RNDXx4)+1)

240 IF A=X AND B=Y AND C=Z THEN GOTO
Ige

250 PRINT:PRINT

260 M=ABRS (A—-X)+ABRS (B-Y)+ABS(C-2)

27@ PRINT "ELECTRO-MAGNET READING:":

280 PRINT:PRINT:PRINT" HAVE ANOTHER GO
29@ PRINT:PRINT " Y = YES, N = NO "
Tee WHILE INKEY$<{>"Y":WEND

310 G=6G+1

20 GOTO 79

Z3@ FOR T=1 T0O 4

49 READ ME(T)

I5@ NEXT T

T6O DATA "GREAT!'", "THANKYOU", "SOUNDS G
0ooD..."."TA® VERY MUCH"

I79 RETURN

380 REMxXXCORRECTXXX

IP0 PRINT:PRINT:PRINT:PRINT

400 MCODE ©

410 PRINT "# #  HHEEE HERERY

420 PRINT " # # # #"
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4T PRINT " # HaH HHHEE"
443 PRINT " # #"
45@ FRINT " & HREEE  HERHR"

46@ SOUND 1,100,200

47@ PRINT:FRINT:PRINT

480 PRINT "IN":G;“"ATTEMPTS"
49¢ END

127
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ROM BUG

There you were playing Zappo Invaders when your machine
started to behave most strangely. You discover you have a
‘ROM Bug’. Can you get rid of him by POKEing the address
where he is situated? Further instructions are included in the
program. The game makes use of the Amstrad’s excellent in-
terrupt features to create havoc on the screen, simulating the

activities of the ROM Bug.

128

12 REMXXXXROM BUGXXXX

26 GOEUR Z@: REMXXXIMSTRUCTIDNSXXX
Z@ F=INT (RNDXZ20462@) +4Z740Q

4@ IMNK 1,24

VERY Qoe,1 GOSUR 170

3@ A=A+1

@ PRINT: FRINT

122 FRINT "This 1s debugging attempt
number"sA

119 FRINT:FRINT

126 IMNPUT "WHICH MEMORY BLQOCH “;

1Ze IF Dx64eae OR DI4Z40@ THEN 12
14 IF F=D THEN GOTO 29@

18¢ IF FZ2:D THEN PRINT:PRINT *

Ww R 0 N G ! ! '

16@ FOR T=1 T2 1ee@@:NEXT T:60T0 7@
170 REMXXXXXEUG IN ACTIOCMNXXXXX

1892 R=INT(RNDXx4)+1:PEN R

12 1F R=1 THEN RBRORDER INT(RMDX24):S

CUND 1,1i0e
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200 IF R=2 THEN FOR T=1 T0O Z@:LDCATE
INT(RMDXZ) +1, INT(RNDX2Z)+1:PRINT C

HRE (INT (RNDX25Y +4Z) e NEXT T

212 IF R=Z THEN FOR X=1 T0 Za@:PLOT

X INT(RND¥Z99)+1, INT(RNDX4) : DRAW X, X

tNEXT X

22¢ IF R=4 THEN FOR T=1 TO 22:SCUND
1,T.1S:PEN 2:S0UND 1,2X%T,1S:FEN Z:NE

XT T

22a F

0

R T=1 TO 2I@@:NEXT T

240 N=F+INT (RNDX12)-INT (RNDX12)

25@ LOCATE IMT(RNDXZI}+1,INT (RNDXZI)
+1

760 PRINT N

270 FOR T=1 TO Z@@:NEXT T

780 RETURN

2060 REMXXKWINYKK

I00 CLS

10 PEN 1

70 LOCATE 4,10

TIZOOINK 1,1.7

T46 FRINT "WELL DANS, YOU HAVE DEEUG
GED"

IS¢ LOCATE 4,12

T£0 FRINT "YOUR COMPUTER IN";A; "ATTE
METS™

I70 FEN 7

Ige GOTO ZI8e

T90 REMXXXINSTRUCTIONSKKX

402 CLS

41@ FRINT TAR(12);"R C M g U G"
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130

4222 PRIMT:PRINT

47T FRIMNT "You must search for the R

OM BUG that i= damaging your belaved
Amstrad. Ycu do this by scanning
*Arncld’s’ memary map  between addre
ss 42400 and 6400@"

44¢ FPRINT:PRINT "Frocm time tc time v
cu mav see the ROM BUE in actizn,
fiddling arcund with the display. bu
* what 1t dcesn’t know 13 that as

it dces this, number appears sCn

a

swhere cn the screen”

4T PRINT:PRINT "That number 13 very
close tc the ROM BUG 3 positiocn.

452 FRINT:FRINT::FRINT TAER(14):"GROD
LUCHK™

470 WHILE INKEY$="":UWEND

482 RETURN
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BRAIN GAMES

These are games of mental logic and concentration; luck
is of only minor importance as you battle with the difficult pro-
blems that your Amstrad sets for you.

Many of the earlier computer games were of this variety
as the early machines lacked the speed, graphics and pro-
lific memory requirements which are demanded by the games
of today. Don’t underestimate these games, however, as they
are all well worth a go and will set your mind to work when
your zapping fingers need some rest.
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CUBE MASTER

Here is a two-dimensional variant of that most addictive puz-
zZle, the ‘Puzzle Cube’ from Hungary. You start off with a cube
displaying the following:

2

11 2
11 2 2
3 34 4
3 34 4

The computer will mix the cube up and you must get it back
to its original state. The numbers on the cube rotate in groups
of four in a clockwise direction. The key to rotating the elements
is shown below:

2 3 4
6 7 8
10 11 12

What more can | say than “Good luck Cube Master?”’

1@ REMXxXxXXCUBE MASTERXXXX
20 INK 1,26:PEN 1:INK ©@,5
3¢ RANDOMIZE TIME

49 DIM B(16),A(4)

3@ CLS

60 B=1:F=0

79 FOR D=1 TO 4

8@ C=0

9@ IF B=1 THEN C=1

100 1IF B=3 THEN C=2

119 IF B=9 THEN C=3

120 IF B=11 THEN C=4

126 B(B)=C

149 BR(B+1)=C

132



15
16@
170
180
199
200
210
22e
220
249
250
260
270
280
290

Dynamic Games - Amstrad

B(B+4)=C

B(B+5)=C

C=0

IF B=1 THEN C=2

IF B=Z THEN C=é4

IF B=2 THEN C=2

B=B+C

NEXT D

GOSUB 43@

PRINT: PRINT

IF F<11 THEN PRINT "TWISTING NOW..."
F=F+1

FOR P=1 TO 9@0:NEXT F

IF F<11 THEN X=INT(RNDX12)+1

IF F>16 THEN PRINT "ENTER YOUR TWIST

CHOICE (2-12) BUT NOT 23X OR 2"

300
I1e

NN
S

o~ u
[

W AN
-
L\

~N
o

W oW
g
(SIS

IF F>19 THEN INPUT X
IF X<2 OR X=35 OR X=? OR X>12 THEN 28

A(1)=B(X)
A(2)=B(X+4)
A(Z)Y=B(X+3)
A(4)=B(X~-1)
B(X)=A(4)
B(X+4)=A(1)
B(X+3)=A(2)
B({X-1)=A(3)
GOSUR 432
F=F+1

GOTO 28
CLS
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449 SOUND 1, INT(RNDXx3I@Q)+50@

A5G BORDER INT(RNDXx2S)

460 PRINT:PRINT:PRINT

47@ PRINT TAB(13):

482 FOR B=1 T0O 164

4920 PRINT B(B);

500 IF B/4=INT(B/4) THEN PRINT:PRINT TAR
(15);

519 NEXT B

S20 PRINT:PRINT

SZ@ IF F<1©@ THEN PRINT:PRINT "TWIST NUMB
ER":F '

540 FOR T=1 T0O S@O:NEXT T

550 IF F>10 THEN PRINT:PRINT "YOUR CUBIS
T TWIST NUMBER":F—1@:PRINT

S6@ IF F<11 THEN RETURN

S79 F=e0

S80 IF B(1)=1 AND B(2)=1 AND B(3)=2 AND

B(4)=2 AND B(S)=1 AND B(4)=1 AND B(7)=2

AND B(8)=2 THEN FP=P+1

S90 IF B(9)=3 AND B(10)=3 AND B(11)=4 AN
D B(12)=4 AND B(13Z)=3 AND B(14)=3 AND B(
15)=4 AND B(16)=4 THEN P=P+1

600 IF P<>2 THEN RETURN

619 PRINT:FPRINT "YOU SOLVED IT IN JusT";
F-1@;"TWISTS"

6290 PRINT:PRINT:PRINT "WELL DONE CUBEMAS
TER!'! '"“:z:END
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SOLITAIRE

No-one is sure where this game originally stems from. Some
say that it was an old prisoner in the French Bastille who came
up with this way of amusing himself and other prisoners, others
claim it was the Greeks using pebbles laid out in rows. What
is known is that it has become one of the most well-known
and infuriating puzzles to solve.

In this computerised version, you must enter the coordinates
of the piece you wish to move (the side coordinate first, the
top coordinate second) followed by the coordinates of the posi-
tion you wish that piece to be moved to. You must try and
remove all except the centre piece, removing pieces by jump-
ing over them into a space.

If you really cannot solve this puzzle, enter the solution below
which was kindly provided by George Furlonger.

Solution: 46-44, 65-45, 57-55, 37-57, 45-65, 75-55, 73-75, 63-65,
54-56, 57-55, 25-45, 55-35, 75-55, 34-54, 36-34, 43-63, 51-53,
31-561, 32-52, 63-43, 51-53, 43-63, 55-53, 63-43, 34-32, 13-33,
15-13, 43-23, 13-33, 32-34, 24-44.

20 INK 1,26

Te INK 0,9

40 INK 2,0

56 GOSUB S22

60 GOSUR Zo®

72 REMXXXXACCEFT MOVEXXXX

8@ FRINT "Which piece do you want to
move?"

90 INPUT A

1e® SOUND 1,100,2@

11 IF A=99 THEN GOTO 290

120 IF A<11 OR A>77 THEN GOTO Be
13@ IF A(RY<>792 THEN GOTO 80
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136

1490 PRINT A;"toc where";

1S@ INPUT B

160 SOUND 1,860,220

170 1F B<11 OR B>77 THEN GOTO 1350
180 IF A(R)Y<>E THEN GOTO 15@

1990 A((A+R) /2)=E:A(AY=E:A(B) =79

200 M=M+1

210 C=0

22090 FOR F=11 TO 75

230 1IF A(F)Y=79 THEN C=C+1

240 NEXT F

250 GOSUB 3@0

260 FPRINT “There are":;C;"pegs still
on the board"

270 1F C<>1 THEN GOTO 7@

280 1IF A(44)=79 THEN PRINT "You did
it, in just";m;"moves.":END

290 PRINT "Good effort, but you FAIL
ED.":END

Z00 REMXXXXDISPLAYYXXX

Z1e CLS

20 FOR T=10e@ TO 8@ STEP-2

TZG SOUND 1,T,6

Z4@ NEXT T

I50 PRINT "Enter side ccordinate fir
st"

T PRINT " Enter 997 tc concede"
Z792 FRINT

780 FRINT " 1 2 T 4 5 & 7"
T20 PRINT

40¢ FPRINT TAB(S):
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41 FOR D=11 TO 75

420 T=10X (INT(D/1@))

4Z7Z@ IF D-T=8 THEN D=D+2:PRINT T/10:P
RINT: PRINT TAB(S5):;:G0TO 470

440 1F A(DY=42 THEN PEN 2

45@ FPRINT CHR&(A(D))s;" “;:
46@ PEN 1
472 NEXT D:PRINT * 7"

489 PRINT:PRINT

49@ PRINT "Moves so far:“:M
[500 PRINT

519 RETURN

520 REMXXXXINITIALISATIONXKXXX
33@ CLS

549 DIM A(87)

550 E=42

560 FOR D=11 TO 75

S7¢ T=10Xx(INT(D/19))

S8 IF D-T=8 THEN D=D+3

S99 READ A(D)

600 NEXT D

6510 M=

620 RETURN

63IQ DATA IT2,32,.79.79.79.32,32
642 DATA 32,32,79,77?,79.32,32
850 DATA 79,79,792.79,79.79.79
&6@ DATA 77,72.79.42,79,792,79
&7% DATA 79.79,.79,79.72,792.7%
680 DATA F2,32,792.792,79,32,32
6920 DATA IT2,32,79.79,7°
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FLIPPA

This is a clever game, which demands a fair amount of brain
stretching. You are presented with a three-by-three grid which
contains a mixture of X’s and asterisks. By ‘flipping’ the pieces
you must finally end up with an X’ in the middle and asterisks
around the perimeter.

To ‘flip’ a piece you must enter the number of that piece.
Flipping any piece changes that piece to change into the op-
posite character (that is from an X to an asterisk and vice ver-
sa). The position of the piece that is flipped will also deter-
mine what other pieces are changed. Hitting a corner changes
all those pieces adjoining the corner while hitting a middle
piece on any side causes the two pieces either side of the mid-
dle to change. Flipping the middle piece results in all the cen-
tral pieces on the four sides changing.

The best way to understand and appreciate the game is to
run it a couple of times just getting to know how the pieces
move, then try to solve it.

19 FPEMIXXKFLIFFAXKXX
e e 520
40 M=-1
=9 RAaNDO!
s FOR C=
T A(CY=0
20 IF INT(RND+2,.5)=0 THEN A(C)=X
9o NEXT C

120 BLSUE 222

110 M=M+1

12@ N=2

1Zo FOR C=1 TO 9

142 1F A(CY=X THEN N=N+1

150 NEXT C

138



Dynamic Games - Amstrad

166 IF N=1 AND A(S)=X THEN I7@
170 PRINT:FRINT:PRINT

12¢ IF M3 THEN PRINT:FRINT "THAT WA
S MOVE:“3M

19 PRINT:FRINT "NUMEER OF X°s IS":N
20¢ FRINT:FRINT “"YOU CONLY MESD ONE I
N THE MIDDLE SOUARE"

21¢ FRINT:FRINT "WHICH ONE DO YOU WA
NT TO FLIFTY

229 IF INKEY$<:"" THEN 22

270 AE=INVEYS

740 N=VAIL(A%): IS N<1 OR N9 THEN 276
25@ F=N

260 GOSUER 40

279 GOTO 1@

28 END

290 CLS:PRINT: FRINT

Teo IF PR THEN FRINT "YOU FLIFFED®
iF

T1@ FRINT:PRIMT:FRIMT "1 2 3" CHRE (A
()Y 3" "3CHRE(A I 1" “:CHRE(A (D))
I70 FRINT

IIT0 FRINT "4 S 6", CHRE(A(A)):" "iCHR
F(A(SY) " "3CHRE(A(E))

749 PRINT '

TE@ PRINT "7 8 9",CHR$(A(7)):;" ":CHR
$(A(RY " "ICHRE(N(IN)

60 RETURM

770 FRINT:FRINT

I8m FRINT "YOU SOLVED IT IN JUST":M:
"MOVES™
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90 END
400 IF A(NY=X THEM RETURN

419 IF N=1 THEN F(1)=2:F(2)=4:F(3)=5
IF(41=10

422 IF N=2 THEN F(1)=1:F(
@:F (4)=10

470 IF N=7 THEN F(1)=2:F (2)=S5:F (T} =4
tF(4) =10

44m 1F N=4 THEN F(1)=1:F(2)=7:F (%) =1
P:F (4)=10

450 IF N=S THEN F(1)=2:F(2)=4:F (3) =8
1F (4=

460 IF N=6& THEN F(1)=Z:F (2)=9:F (I) =1
@:F (4) =12

47¢ IF N=7 THEN F(1)=4:F(2)=5:F (%) =8
(F(a)=16

480 IF N=8 THEN F(1)=7:F(2)=9:F (T} =1
O:F (4)=19

492 IF N=9 THEN F(1)=8:F(2)=5:F () =6
F(a)Y=10

5006 FOR G=1 TC 4

Ste F=e

520 IF A(F(G))=X THEM F=1

SIe IF F=1 THEN A(F(5))=0

S4@ IF F=0 AND A(F(G))=0 THEN A(F ()
Y =X

SS@ NEXT G

S60 AN =X

572 RETURN

520 FEMKXXREXTITLEREX KKK

594 CLS

rJ

Y=ZF (T =1
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&10
b62@
6z
FoF
549
P F
LS50
FoF
660

Dynamic Games - Amstrad

INE 2,9
MODE 1
LOCATE 1,9
FRINT “FFFFF L ITIII
FFPF  AARRA":
FRINT “F L 1
F A A's
FRINT "FFFF L 1
FFFP  AARRA":
PRIMNT “F L I

F A A
572 FRINT "F LLLLL  IIIIX

F-

A A":
FOR T=2 TO 26
INK 1,7
FOR D=1 TO ZO@:NEXT D
SQUND 1, (Z2-T)X10,15
NEXT T
WHILE INKEY$="":WEND
RETURN

FRPF

FRFF
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ECHO CHAMBER

This is a great challenge to your memory which gets more
and more arduous as you get better and better. The game in-
volves you trying to remember a number for a longer and longer
time which you catch a glimpse at for a progressively shorter
and shorter time. The first number you must guess is usually
very easy. You have plenty of time to look at it and memorise

it, but things get harder as the game goes on.

The computer prompts you at all times and keeps a record

of your

score.

19 REMXXXXXECHO CHAMBERXX XXX
20 CLS:PRINT TAB(B8):"E C H O CH

AM
1)
40
S0
6@
70
TO

B E R"

Z=INT (RNDx8) +1
FOR G=1 TO Z+45

D=RND

IF D<o.
IF D>0.

NE "

25 THEN A$="KIDDO"
24 AND D<©.S5S THEN A%$="SMAR

80 IF D>@.4% AND D<6.75 THEN A$="GEN

1UsS

?e IF D>0.74 THEN A$="COMFUTER FREAK

10@Q
110
120
1320
140
BER
15e

142

K=INT (RNDXx3Z2765) +1

PRINT:

PRINT

FRINT:

PRINT
"_:A$
PRINT

PRINT

"TRY NO.":G:;"0UT OF "3;Z+S
PRINT

"THE MNUMBER YDU MUST REMEM

"IS....."



150
17a
18e
19a
200
21e
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FOR T=1 TO 1BO@:=:NEXT T

PRINT "x¥Xx"sK;"Xkxx"

FOR J=1 70O Beo/G

NEXT J

GOSUB 25@

PRINT "0.K. ":A%;" WHAT WAS THE

NMUMBER?"

22e
230
240
25e
260
27@
28e
299
300
1@
320
I3e
40
35e
I60
7@
Z80
90
4QQ
410
420

INPUT H

IF H=K THEN GOTO 29@

GOTD 39@

CLS

FOR J=1 TO S90%G

NEXT J

RETURN

CLS

PRINT “"YAY,":A%$;",YOU GOT IT"
PRINT ,“RIGHT!'"

FRINT “WHEN READY FOR"

PRINT "NEXT ONE, FRESS ENTER"
INPUT C%

IF C$<>"" THEN STOP

CLS

IF G=Z+5 THEN GOTO 420

NEXT G

CLS

PRINT "YOU BLEW IT, ":A$

STOP

PRINT "YOU SURE YOU HAVE A PRODI

GIDUS"
43T@ PRINT "MEMORY,":A$

440

STOF
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SCRAMBLER

Here is another great puzzle, which is simple in concept but
infuriating in practice. You have a string of numbers from 1
to 9 mixed up by the computer into any order. You must
unscramble them and get them back into ascending numeric
order (123456789).

You enter a number from 1 to 9 and the computer ‘switches’
the numbers round. Below is an idea of how the computer
reacts to your inputted number.

276458913 Number entered: 1
319854672 Number entered: 7
319854276 Number entered: 2
367245891 Number entered: 1
198542763

| think that you’ll probably get the idea from the examples
above. You must try and complete this puzzle in as few moves
as possible.

10 REMAXXXXXXSCRAMBLERXXXXX XX

20 CLS

3@ BORDER 16

40 PRINT:PRINT "Please Stand By..."
S@ SOUND 1,10@:SOUND 1,15@:SOUND 1,1
20

6@ INK 0,9

76 INK 1,26

80 GOSUB 140

96 GOSUB 250

100 IF A%$="1234546789" THEN 440

110 M=M+1

126 GOTO 90

130 END
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150
160
170
180
190
200
210
220
239
240
259
260
27@
280
290
00
10
20
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RANDOMIZE TIME
M=1:X=0

Ag=""

FOR T=1 TO 9
L=INT (RNDX9) +49
Q=1

IF MID$(A%$,0,1)=CHRS$ (L) THEN 18e
IF QKT THEN QG=Q+1:G0OT0 20@

AS=A%$+CHRS (L)

NEXT T

RETURN

REMXXXPRINT STRINGXY¥
CLS
PRINT:PRINT:PRINT

PRINT "MOVE NUMBER:"3:;M

PRINT: PRINT:PRINT
PRINT A%
PRINT: PRINT

PRINT:PRINT "WHICH NUMBER TO REV

ERSE"
IF INKEY$<>"" THEN Z30

T30
40
350
T60
370
zge
I%0
400
4109
420

SOUND 1,400
C$=INKEY$

R=VAL (C%)

IF R<1 OR R>8 THEN 3
Bg=u "

FOR T=9 TO R STEP -1
B$=B$+MID% (A%, T, 1)
NEXT T

A$=LEFTS$ (A$.R—1)+Bs%
RETURN

b 4
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44@
459
460
470
480
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PRINT: PRINT: PRINT

PRINT A%

PRINT: PRINT: PRINT

PRINT "YOU DID IT, WELL DONE"
PRINT: PRINT “AND IT TOOK YOU Jus

T":M; "MOVES. "

490
Se6

IN?"

310
320
530

PRINT: PRINT: PRINT
PRINT "WOULD YOU LIKE TO TRY AGA

INFUT A%
IF LEFT$(A%$,1)<>"Y" THEN END
RUN
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REPEAT

Don’t go out and buy that memory game consisting of four
flashing and beeping squares named after a simpleton. You
would be better advised to type in this computerised version.
If nothing else, it's cheaper!

This program features large square coloured boxes created
speedily by the Amstrad’s window commands. You must follow
the sequence of flashing colours by entering the correct
numeric sequence. The number for each square is as follows:
Top left=1; top right=2; bottom left=3; bottom right=4.

The computer offers a sequence of up to 40 squares. I'd
be most pleased to hear from anyone who can stretch their
memory to anywhere near that number. | can only remember
10 or so before making a mistake.

10 REMXXXXXREFEATRXXXKX

20 GOSUB 649

I6 GOSUE S50

40 GOSUB 279

Se REMXXXXAMAIMN GAME ACTIOMXXKXX
&0 FOR G=1 TO 4@

76 FOR N=1 TO G

30 FAFER #T(N),®
CLS #T (M)

SOUND 1.7 (N)X190, 40

FOR T=1 TC I@@:NEXT T

FAFER #T (M), C(T(N))

CLE #T (M)

NEXT N
» FOR D=1 TO G
AS=INKEY$: IF A%="" THEN 14@
IF VAL (A%)<>T(D) THEN 28@

= 0
LT
S 3 B e B

N s W R e
[

[ T S & o
[
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148

18@
190
200
21ie
22e

270

24
25@
260
27
280
29e
e
Tie
220
ZZa

Iqe

FPAPER #T (
CLS #T (D>
SOUND 1, T
COR T=: T
PAFER #T(
CLS #T (D)
NEXT D
FOR T
NEXT
GOTO 270
REMX X X XWR
ZORDER @
MODE 1
INK @, @

1

1 T
-

N

)

LOCATE 1@,

FRINT "UN
ERINT

D2

(DY Xx12o,Se

D Zea@iMNEXT

P .COT(D2:

0 1@@@:NEXT T

OMG GUESSkXxxX

1
" 1al

LUCKY....YDU

ZE@ PRINT TABR(&):;"YOU GOT
BERS CORRECT"

60
70
80
90
400
a1e
47e
4z
440
a5@
450

47a

GOTO Z&o
REMXXXXSC
INK 1,26
INK 7,18
MODE @
INK @,¢:F
CLS
LOCATE S,
PRINT "R
WINDOW #1
WINDOW #2
WINDOW #3

REEN DRAWXXXx

AFER ©

1
E s a T

L1.8.5.14

.12,19,5,14

1 O 4 s

wieia 2a0e oo

" .: N_1 ; IIFJUM
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48¢ WINDDW #4,12.19,16,25
49¢ FAPER #1.°9

Soe PAPER #2,.7

S1e PAFER #7,£&

S2% PAPER #4,1

SI0 CLE#1:CLERD:CLSH#Z:CLS#4
4@ RETURN

SSG REMXXX¥KINITTALISATIOMNYXCEkX
S62 DIM T(40)

=70 FOR X=: TO 4¢

S8¢ T(X)=INT(RNDX4}+1

452 RETURN
460 REMXX*kXXTITLE SNSEXXXKX

710 IF G/4=INT(G/4) THEMN FRINT

720 PRINT "XXkkX XXKK¥X KXKEK  XKXH

X OKKKKK KNKKK";

7I@ PRIMT "X x % X X X
X X X"

74@ PRIMT "XXKX¥ X¥kx KXKXK  KKXX
KKK X X"

75@ PRINT "% X % X x
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b X ¥
762 PRINT "x ¥  XKXXKX ¥ kXK
b S X X"z
772 SOUMD 1, (1SxE)+4€
782 FOR T=1 T0O Z@@:MNEXT T
799 FPRIMNT:FPRINT
20 NEXT G
312 WHILE IMNMEYs="":WEND
22¢ RETURN
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GAMBLING
GAMES

| doubt if there are few people who have not indulged in some
form of gambling. Everywhere there are chances to risk a few
pennies in order to win a few pounds. The race track, Bingo,
Football Pools and the Casino are just four of the many ways
in which you and your money can be parted.

In this section of the book is a possible aid to your gambl-
ing resources. You can indulge in the same gambling activities
using computerised cash that can be replenished simply by
typing RUN.

The games in this section are based mainly on those found
in the casino. The highlights of this chapter are an excellent
graphical simulation of a one-armed bandit and a most realistic
game of pontoon where you try your luck against the com-
puter’s skill at the card table. The cards are represented
graphically in this program.
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PONTOON

As mentioned in the introduction, this version of the popular
card game Pontoon is most realistic. The cards with their suits
are dealt face down on the green baize of the card table. The
computer turns your cards over. As dealer he keeps his face
down. You must try to get a total as near to 21 as possible
without exceeding that figure. To get more cards, you ‘twist’.
To stay at the total you have at that time you ‘stick’. Pontoon
is achieved when you are originally dealt an ace and a pic-
ture card (worth 10). In this version of the game, you must
nominate whether the ace is high (counting numerically as 11)
or low (counting as one). You may wish the ace to be low when
you are trying to achieve a five card trick.

The program involves some logic thinking from the computer
which will not be as foolish to twist on a total of 18 or more.
The computer also determines its strategy from the running
score. It plays most cautiously when it is in front.

All'in all, you should find this program very entertaining and
not much different to playing the game against a human player.

10 REMXXXXXXPONTOONXX XX XX
20 CS=0:PS=0

7@ DIM A3%$(8),.C(52)

40 WINDOW #1,8,32,12.12

SO REMXXXXXGAME STARTSEXKXKX

60 FAPER #1,1

70 PT=0:CT=0

80 PV=0:PP=0

90 FP=0:FC=0

100 CP=0:CN=0:PN=0

110 A% (1) =CHR$ (150) +CHR$ (154) +CHR$ (154) +
CHR$ (154) +CHRS (156)

120 A% (2)=CHR$ (149) +CHR$ (207) +CHR$ (207) +
CHR$ (207) +CHR$ (149)
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FOR I=1 T0O S:A%(Z+1)=A%(2) :NEXT Z
A% (7)=CHR$(147)+CHR$ (154) +CHR% (154) +

CHR% (154) +CHR$ (152)

150
1460
170
180
199
200
210
220
220
240
250
260
270
280
290
300
310
4
320

PEN 1
INK
INK
INK
INK @,
BORDER 9

FOR T=1 TO S52:C(T)=0:NEXT T

CLS

CLS #1

PRINT TAB(S);"P ON T 0 O N®

PRINT TAB(4);"==============="
LOCATE 28.1:PRINT “COMPUTER:“:CS
LOCATE 30,2:FRINT "PLAYER:":FS
GOSUB BS0: REMXX XX XSHUFFLEXX XXX
REMXXXXXMAIN GAMEXXKX KX
REMX¥¥XXDEAL CARDSXX¥ XX

FOR DC=1 TO 2:C=C(DC):LOCATE (7%xDC),

6

WA R~
S ORI

-~
“

FOR ZI=1 TO 7:L0CATE (7%DC)-6,Z+3:PRI

NT A% (Z):NEXT Z:NEXT DC

IZQ
349
I5e
T60
I79
IBo
I9e
400

DC=2

REMXXEXXXPLAYER?S CARDSXXXXXX
v=14

DC=DC+1:C=C (D)

REMXXXXXCARD MANIFPULATIONXXXXX

IF C<14 THEN S%$=CHR%$ (226)

IF C<27 AND C>13 THEM S$=CHR% (227)
IF C>26 AND C<40 THEMN S$=CHR% (228)
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41e
420
420
44
45@
460
47¢
480
49
Seo

IF
IF
IF
IF
IF

C>29 AND C<52 THEN S%=CHR% (227}
C<14 THEN NC=C

S5$=CHR% (227) THEN NC=C-13Z
S$=CHR% (228 THEN NC=C-2&
S$=CHR% (227) THEN NC=C-39

NC$=STR% (MNC?»

IF
IF
IF
IF

NC=1@ THEN NCs=" T"

NC=11 THEN NC%=" J":NC=10

NC=12 THEN NC$=" Q":NC=1¢@

MC=1Z OR NC=26 0OR MNC=3Z%2 THEN NC%=

" K":NC=10
S10 IF NC=1 THEN NC$=" A":IF RND»@.5 THE
N NC=1

320
5Z0
1

540
=0

S50
360
370
S8e
390
L0090
THO
&19
L20
&LZ0
640
4550

154

IF
IF

IF

ELSE NC=11
NMC=11 AND RC=1 AND CN>Z THEN NC=1
NC=11 AND RC=1 AND CT>16 THEN NC=

(NC=1 OR NC=11) AND RC<>1 THEN NC

A"z INFPUT #1,"ACE VALULE 1 or 11":AH:N
C=AH:CLS #1

IF V=14 THEN FT=FT+NC:FN=PN+1

IF V=4 THEN CT=CT+NC:CM=CN+1
CP=CF+1: IF CP>S THEN CP=1

GOSUR 260

IF DC=Z THEN Z40

IF CN<{2 AND DC=1 AND FPN>1 THEN GOTO

IF DC=2 OR RC=1 THEN RC=@:G0T0O 74@
REMXXXXXFLAYER CONTROLXXXXX

IF PT>21 THEN GOTO 1120

IF PN=5 THEN GOTO 124@

IF PT=21 AND FN=2 AND (NC%=" A" OR N
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Ce=" J" OR NC$=" K" OR NC%=" Q") AND C(Z
Y4>1@ AND C(Z)<>2Z AND C(3)<>3T6& AND C(2)
7>49 THEN GO

TO 1Z80

6690 LOCATE 1,2F:FPRINT ™

&79 LOCATE 1,23:INFUT "To stick, press

S?. To twist, press “T?";A$

46B8@ AS=UPPER3 (A%) :N$=LEFT¢ (A%, 1)

620 IF A%="S" THEN GOTO 719

700 IF A%="T" THEN DC=PN+4:G0T0O 4@

710 REMxXXxXXCOMPUTER STRATEGYXXXXX

720 CP=0:V=4:DC=0

770 RC=1:1F DC<Z THEN GOTQ 36@

742 REM

75@ IF CT>21 THEN GOTO 11R0

760 1F CN=S5 THEN GDTO 1ZeQ@

770 IF CT=21 AND CN=2 AND (NC%=" A" OR N

Cs=" J" OR NC%=" K" OR NC%=" Q") AND C(1
Y<>1@ AND C(1)<>23F AND C(1)<>ZT6 AND C(1)

{49 THEN GO

TO 14Z@

780 IF FP=1 DR FP=1 THEN 151i@

722 IF PT=CT AND CS>PS AND RND>@.3X THEN
GNTO 1630

8oe IF CT=PT AND CN>1 AND CT>10+ (INT(RND
¥4)) THEN GOTO 14630

819 IF CT<18 AND CT<ZFT THEN DC=PN+CN:RC=
1: 60T Zs@

820 IF PT>CT THENM 151@

8Z® IF CT>PT THEN 1570
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840 IF CT=PT AND PN>1 THEN 143@

BS@ REMKY¥XXXSHUFFLE CARDSX¥XXX

860 N=S2:FOR I=1 TO N

870 C(I)=I:NEXT I

880 FOR I=1 TO N-1

890 R=(N+1-1)%XRND

900 R=INT(R)+I

910 T=C(R)

920 C(R)=C(I)

9Za C(I)=T

940 NEXT I

950 RETURN

960 REMXXXXPRINT CARDSXKXX

979 LOCATE (7XCP)-6,V

980 PEN 1

990 PRINT CHR$ (15@):CHR%$ (154) ; CHR$ (154) ;
CHR$ (154) ; CHR$ (154)

1600 FOR T=1 TO S

121@ LOCATE (CPX7)—~6.V+T

1020 IF T=1 AND (S$=CHR$ (227) OR S$=CHR$
(228)) THEN PRINT CHR%$(149);::PEN Z:PRINT
S$:" "::PEN 1:PRINT CHR$(149):GOTO 108

2

103@ IF T=1 AND (S$=CHRS$(22&) OR S#$=CHRS$
(229)) THEN SRINT CHR$(149);:FEN 2:PRINT
S$:" "3;:PEN 1:PRINT CHR$(149):G0TO 108
?

104@ IF T=3 THEN PRINT CHR$(149);NCs:;" *
:CHRS (149)

105@ IF T=5 AND (5$=CHR$(226) PR S$=CHR%
(229)) THEN PRINT CHR$(149):;:PEN 2:PRINT
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" ":S$:;:PEN 1:PRINT CHR$(149):G0TQ 1080
1060 IF T=5 AND (S5$=CHR%$ (227) OR S5$=CHR%
(2282 THEN PRINT CHR$ (149);:PEN Z:PRINT
" ":S$::FEN 1:FRINT CHR$(149):G0T0 1080
107@ PRINT CHR$(149):"  ":CHR$(149)
1080 NEXT T

1090 LOCATE (CPX7)~6,V+T

11@@ PRINT CHR$(147);CHRS$ (154) ; CHRS (154)
;CHR$ (154) ; CHRS (157)

1110 RETURN

1126 REMAXXKPLAYER BUSTXXXX

112@ CS=CS+1

1140 PEN #1,.2

1150 PRINT #1,"Y O U Y E BUST '~
1140 GOSUBR 1790

1170 GOTO So

1180 REMXX*XCOMPUTER BUSTXXXX

1190 P3=PS+1

17200 PEN #1,3

1219 PRINT#t," 1° VE BUST '
1220 GOSUR 1700

12370 GOTO S@

1240 REMXXXPLAYER S CARD TRICKXEX

125@ FPEN #1,3

126@ FRINT #1,"S CARD TR I C K"
1270 FP=1

1280 FOR T=1 TO Z4@@:NEXT T

1299 GOTO 71@

130@ REMXX¥COMPUTER S CARD TRICKXXX

1310 FC=1

1320 IF FP=1 AND FC=1 THEN PEN #1,4:PRIN
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T #1,"% S O HAVE I '":GOTO 1&37@

13T6 PEN #1,7

1749 PRINT #1."S CARD TR I C K"
1756 IF FFP=1 THEN FOR T=1 TO Z@O@:NEXT T
: PRINT #1,"PONTODN EEATS S CARD'''":GOTO
1510

1360 FOR T=1 TO 3@00:NEXT T

1776 GNTD 1576

1780 REMXXXPLAYER FONTOON¥XX

1Z9@ PEN #1,3

1409 PRINT #1,"Y OU PQONTOON '™

1410 FPP=PF+1

147e¢ GOTO 710

143¢ REMAXXCOMPUTER FONTODNXXX

1440 IF PP=1 THEN GOTO 1516 ELSE PEN #1,

-
o

1450 ERINT #1,"M Y PONTOON '™
1440 FU=PU+1

1476 IF PY=1 AND FP=1 THEN FOR T=1 TN 3@
@@:NEXT T:PEN #1,4:PRINT #1,"S O H A
Y E Y 0O U':RATC 1636

148 SOUND 1,70:S0UND 1,7@:S0OUND 1,8@,640
149¢@ FOR T=1 TO 3I000:NEXT T

1500 GOTN 157¢

1516 REMXXXFPLAYER WINS RY GREATER SCOREX
XX

1520 PS=PS+1

1536 FPEN #1,3

154@ PRINT #1," You ®WwImnN-''™
1556 GOSUE 1700

1566 GOTO S0
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EXx%
1580
1590
16e@
1612
1620
146260
16406
1450
16460
1670
168@
1696
17ae@
1719
1726
1720
174@
175e
1762
177e
1780
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REMxXXCOMFPUTER WINS BY GREATER S5COR

CS=CS+1

PEN #1,72

PRINT #1," 1 W IN-'™
GRSUE 1700

GOTE Se

REMXXYXXIT’S A DRAWXKXK

FEN #1.4

PRINT #1."1 T° G A DR A W
WHILE INKEY$="":WEND

FS=PS+1

CS=CS+1

GRNTO Sé

REMX XX XXMESSAGE ROUTINEXKXXX
PEN 3

LOCATE 7,25

PRINT "PRESS A KEY TO CONTINUE"
PEN 1

SOUND 1, INT(RNDX120)+S0+ (S@XCS)
WHILE INKEY$="":WEND

CLS #1

RETURN
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DOUBLE DICE
THROWER

This useful program can be used as it is as a thrower for
any board game. Both dice can be used as in Backgammon
or just one dice as in a number of games. This program could
added to a computer game where dice are needed. Press

be

any key to throw the dice.

160

10 REMEXXXXAXXEXXKKKRREXEXKXEX KR X RKKX
X

20 REMXxXXx DCUBLE DICE THROWERXXXXXX
X

TQ REMEXEXXXXKEXEEXEIXKRRX KK RRKE KRR X
X

40 GOSUE Zoe

32 RANDOCMIZE TIME

60 CLS:PRINT:PRINT "Fress a kev to t
lrow the dice"

7% BORPDER INT(RNDx24)+1

87 IF INKEY%="" THEN 8¢

9@ CLS:LOCATE 10,9

190 PRINT CHR%(150) ;CHR$(154) ; CHR% (1
SA);CHR$(154) ;CHR$(154) ;CHR$(154) ; CH
RE(L1S6) 3

110 PRINT ® ";CHR%$(150) ;CHR% (124
Y:CHRE (154 ;CHR$ (154) ; CHR% (154) : CHR%
(154) ; CHRS (1242

120 FOR T=1 TO 7:FRINT TAE(:@);"!"?:
PRINT TAB(14):"i"::PRINT TAR(2Z2);"i"

[xY]
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:PRINT TAB(28):"!";

13@
140
15@

NEXT T
LOCATE 10,17
FRINT CHR%$(147);CHR% (154) ; CHR% (1

S4) ; CHR$ (154) ; CHR$ (154) : CHR$ (154) ; CH
R$ (1537) ;
160 PRINT * ":CHR$ (147) ;CHR% (154

)-CHR$(154)'CHR$(154);CHR$(1J4),CHR$
{154) sCHR$ (1532)

179
180
190
8@

200
210
480
220

27T
-l

249
250
26@
270
28@
299
Zo@
I1e

196,

12
IZ0
I4Q

I5e

R=INT (RND¥&)+1:RR=INT (RNDX&) +1
X=@
ON R GOSUR 250,279,32@,370,420,4

X=12
ON RR GOSUB 250,270,.37Z0.%70 470

SOUND 1,150,100:S0UND 2,143,100
FOR T=1 TO 200@:NEXT T

GOTO &©

LOCATE 13+X,1Z:PRINT "x"

RETURN

LOCATE 15+X,11:FRINT "x"

LOCATE 11+X,1S:PRINT "x"

RETURN

SYMBOL AFTER 22

SYMBOL 42,56,124,254,254,254,124
2

RETURN

LOCATE 1Z+X,1Z:PRINT "x"

LOCATE 11+X,15:PRINT "x*

LOCATE 15+X,11:PRINT "x"
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T8O
T70
IBe
390
409
41
429
470
440

Sa
460
47@
480

u

oo,

H
D]

162

RETURN
L OCATE
LOCATE
LOCATE
LOCATE
RETURN
LOCATE
LOCATE
LOCATE
LOCATE
LOCATE
RETURN
LOCATE
LOCATE
LOCATE
LLOCATE
LOCATE
LOCATE
RETURN

15+X,11: PRINT
15+X, 1S5: PRINT
11+X,15: PRINT
11+X,11: PRINT

13+X, 1Z: PRINT
11+X, 15: PRINT
1S5+X,11: PRINT
15+X,15: FRINT
11+X,11:FRINT

15+X, 1T FRINT
114X, 15:FPRINT
15+X, 11 :FRINT
15+X, 1S5: PRINT
11+X,11:PRINT
114X, 1Z:PRINT

g
g
g
g

g
g
g
g
g

g
" g
g
g
g
ey
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BIRD CAGE

Bird Cage is a dice game which is often found in American
Casinos. Three dice are held in a metal cage which can be
spun. Before the cage is spun around, you place your bet on
the number you think will come up. If one dice shows that
number then you receive your money back. If two you get (in
addition to your original bet) the value of your bet again. If you
are lucky enough to get all three dice landing showing your
chosen number, you get twice the size of the bet as well as
your original stake.

Though the odds may seem to be in your favour, you will
probably realise after a number of goes why it is so popular
with American Casino operators.

10 REMEXXEXEXXXRAXXRRKKXX

20 REMXXxxXXBIRD CAGEXXXXX

70 REMXERXXEXXXXKEEKKXKKKX

4¢ RANDOMIZE TIME

5@ M=Za

60 INK 1,@

70 INK 0,7

80 CLS

9@ BORDER INT(RNDX24)+1

102 SOUND 1, INT(RNDXZ90) +50

11@ LOCATE 7,2:PRINT "B I R D c
A G E":PRINT

120 GOSUB 269

1Z2@ PRINT:PRINT

149 INPUT "HOW MUCH WOULD YOU LIKE T
0 BET":A

159 IF A>M THEN 14e

160 M=M-A:PRINT:PRINT
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170
18@
ING
190
200
210
220
2Z0
249
259

PRINT

INPUT “"WHICH NUMBER ARE YOU BETT
ON":B

IF B<1 OR B»6 THEN 18@

FOR C=1 TO X

W=0

GOSUB 46

D=INT (RND¥&) +1

PRINT: PRINT "DIE";Cz"FELL"3D

IF D=B THEN W=A:PRINT "SO Y0OU WI

N $";W

260
279
280
290
00
310

320

M=M+W

GOSUB 340

NEXT C

GOSUB 400:G0SUB 400

IF M>256 THEN 430

IF M>@ THEN 8@

FRINT "THE GAME 1S OVER...YOU’RE

BROKE'"

TIo
40
5@

T60

SOUND 1, INT(RNDX40Q)+4Q0

FOR T=1 TO 8B80:NEXT T

GOTO Z20

PRINT "XXXKEEXXXXXXEKRXXXXKKKRXX KKK

XXXRXXXEKEKXRX"

Z70
380

PRINT * YOUR STAKE IS NOW %":M
PRINT "XXX¥XXXXXKXXEIREXKXEKREE R XXX

1302202280380 8

99
400
410
420

RETURN
FOR P=1 TO 1000
NEXT P
RETURN
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4Z9 FOR J=1 TOC Z@

4409 FRINT "YOU*YE TOPPED $25@'"
450 FRINT TAB(J):;"WELL DONE!''"
460 NEXT J
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CARD
DEMONSTRATION

Here is the important section of the routine used in the first
game in this section to display cards graphically. With this
routine, you can create your own card games with more realism
than a simple text message like ‘You have been dealt the Ace
of Diamonds and the Ten of Spades’

1% REM¥XXXCARD DEMCNETRATICHKRXX
22 IME 1,24

T INK 2,0

qe INMY IT,&

=@ IMK @,9

b0 y=1

7@ CLS

9m EQR C=1 TR =2

10@ IF C<14 THEM S$=CHRS (226

11 IF C<27 AND C>17 THEN S®=CURS (22
'_7\

120 IF C324 AMD <40 THEN S$=CHRE (272
2

)
1Z@ IF C3Z9 AND C<S2 THEN S$=CHR$ (22

o
14 IF C<14 THEM MC=C

S0 IF S3=CHR% (227) THEM MNC=C-12Z
14 IF S$=CHR% (228 THEMN NC=C-2£&
17@ IF S$=CHR% (22°9) THEM NC=C-Z9
122 NCF=ETR% (NC?
19 IF MC=1¢& THEN NCE=" T
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MC=11 THEN RNCE=" J":MNC=10
MC=12 THEN NCE=" Q":NC=10
MC=17Z THEN NCg=" M":MNC=16
MC=1 THEM MCs=" A4

=CP+1:1IF CBxg THERM CR=1:Y=V+8

250 IF C=19 THEN PRINT ©
FRESS 6 WEY":WHILE IMMEV&="":WEND:C
Le:y=1

0 IF 7 THEN FRINT *

27¢ GOSUR Zao
TE@ NEXT

292G END

TO0 REMXXXXFRINT CARDSKXXX

710 LOCATE (CEX7) -4,V

T2a PEM 1

ZZe PRINT CHR$ (150) ;CHRS (154) 1CHRS (1
=4) ; CHRE (154) ; CHRE (155)

Z40 FOR T=1 TN S

IEe LOCATE (CEX7) -4, U+T

TLe IF T=1 AND (S$=CHR$ (227) 0OR S&=C
HR% (228)) THEN PRINT CHR%(149)::PEN
T:PRINT S¢:"  ";:PEN 1:FRINT CHR (14
?1:60TR 472

T70 IF T=1 AND (SE=CHR$(22£) DR Ss=0C
HE$ (229)) THEM PRINT CHRE (149);:FEN
2:PRINT S#;"  ":;:PEN 1:PRINT CHRE (14
2y:E0TO 472

7@ IF T=Z THEN PRINT CHRE (149);:NCH:
"M CHRE (149)
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7I9¢ IF T=S AND (SE=CHR% (22£) OR S=C
MRE (222)) TYEN FRINT CHR%(149);:FEN
2:PRINT®  ";Ss;:FEN 1:PRINT CHRE (149
):GRTR 470

ane IF T=S AND (SE=CHRE (227) OF S$=C
MRE (222)) THEN FRINT CHR (149) ;:FEN
TrPRINT"  ";S3%;:FENM 1:PRINT CHR% (149
):GOTD 420

412 PRINT CHR®(149):"  ":CHRE(149)
470 NEXT T

470 LOCATE (CFX7)-&,V+&

442 PRINT CHR®(147);CHRE (154) : CHRS (4
S4) 1 CHRE (154) ; CHRSE (157)

45@ RETURNM
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UNDER OR
OVER

Here’s an enjoyable dice game which involves you betting
on the likelihood of the total of two dice equalling seven, com-
ing to less than seven or more than seven. All instructions are
included in the game.

10
20
70
4@
Se
X
7@
ge
ge
100
110
120
120
140
cw

REMX XX
RANDOM
CLS
M=Za
GOSUR
GOSUR
FRINT
PRINT
G0SUB
PRINT
FPRINT
PRINT
As=IN
IF A%
THEN 1

13@ FPRINT

160
170
180
120

200

PRINT
PRINT
PRINT
GOSUB
INFUT

XUNDER DR OVERXYXX
IZE TIME

440
ase@

"0k, FUNTER, *ITS TIME TO"
"FLACE YOUR BET...uve.on... "
460

“ENTER ’A° TO BET UNDER 7"

"ENTER °B® TO BET ON 7 OR"
"ENTER *C® TO BET QVER 7"
KEY%

<>"A" AND AE<N"B" AND A%
Zo

:FRINT "THE 0ODDS ARE: "

" A - FAYS EVEN"

" B - PAYS 4 TO 1"

" C - PAYS EVEN"

460

"NOW HOW MUCH wWouLD vYou LI

KE TO BET":A
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170

219

220

GOSUE 449
IF A>M THEN FRINT

"YOU DON’T HAV

E THAT MUCH'":PRINT:GO0TO 200

~er
L

B=INT (RNDX&) +1

THEN W=4XxA
THEN W=A
THEN W=A

"YOU®VE JUST W

"AND SO YOU LO

"YOU?RE FLAT B
GO":SOUND 1,90

PRINT:FPRINT "YOU NOW HAVE $":M

240 FRINT "DIE ONE CAME UP":B
750 GOSUR 4640

260 C=INT (RNDX&)+1

270 PRINT "DIE TWQ CAME UF":C
280 D=C+E

290 PRINT ,"SO THE TOTAL IS":D
T00 W=-A

Z1® IF D=7 AND A$="B"

I20 IF D<7 AND A$="A"

7Z@ IF D>7 AND A$="C"

740 M=M+W

750 GOSUB 440

760 IF W>@ THEN PRINT

ON $":W

779 IF W<@ THEN PRINT

SE $"; (W¥—-1)

780 GOSUB 4640

I90 GOSUR 240

40@ GOSUB 440

410 IF MZ1 THEN PRINT

ROKE, BUDDY...OUT YOU

?,200: END '

429 CIS

4Z0 GOTO So

440

450 RETURN

46@ FOR F=1 TD 100@:NEXT P
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47@ FRINT:PRINT
480 RETURN
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ONE-ARMED
BANDIT

Good graphics make this a most realistic version of the
famous gambling machine. The reels rotate showing plums,
belis and all the other fruit machine favourites. Achieve the
right combination and you’re in the money. If you are lucky
enough, you may hit the jackpot.

This game shows how the graphics on your Amstrad can
create stunning effects. The reels are text windows defined as
one character wide. This means that when a character is
printed in the window the preceding character is moved up
one space. This gives the appearance of a moving reel.

The various symbols are all user-defined graphics printed
in Mode 0 to provide that extra size. All instructions are included
in the program.

19 REMEXXXKEKRKKXERKEXXKX KX KKK
20 REMXXXONE ARMED BANDITXXX
IO REMEXXXKEXXKKERKEKKX KX KX KX %
4@ MODE @

Se PAPER S

6@ INK 12,15

7@ BCRDER @

86 GOSUR 1179:REMXxXinstructicnsXxxx
?@ GOSUR 142¢

12@ RANDOMIZE TIME

119 AM=10@

12e@ JK=10e

1Z@ CLS

142 LOCATE 1,1

159 PEN 1
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16@ PRINT "ONE ARMED BANDIT"
17@ PEN 8

18¢ LOCATE 4,4

190 PRINT"#######RAR"
20¢ FOR M=4 TO 14

212 LOCATE 4.M

22@ PRINT"#"

Zo LOCATE 14.M

240 PRINT"#"

25@ NEXT

26@ LOCATE 4,14

272 PRINT"####4##ERE"
280 LOCATE S,15

290 PRINT"\ /"
Z0Q LOCATE 5,16

Z1@ PRINT" \
T20 WINDOW #1.6,.6,6.11

II0 WINDOW #2,9.9.6.11

Z40 WINDOW #3,12,12,6,11

ISa FOR FC=1 TO I&@

I6@ DEG

z7@ PLOT S7¢,350

Z80 PLOT S70+35kCOS(FC),IS0+3SXxSIN(FC
Z9@ NEXT FC

40@ FOR FC=559 TN S79

410 PLOT FC,31S

42¢ DRAWR 9,-150

430 NEXT FC

440 PAPER#1,4

450 PAPERHZ, 4

4460 PAFER#3, 4
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47@ PEN#1.82

48¢ FEN#2.8

49¢ FEN#Z.8

509 GOSUB B&@

510 X=INT(RNDx17@)

520 AM=AM-1:JK=JK+1

SZe LOCATE 3,25

S49 FEN 3

590 PRINT PT%:"

S56@ LOCATE 1,20

S70 GOSUBR 1720

S80 PRINT" Maney held:%$":;AM
S59¢ IF AM<1 THEN GOTO 1330
60@ PRINT

61@ PRINT " Jaclkpot:$";:;JK
62e GRSUB 1420

4FT@ FOR T=X TO X+INT(RNDX2@)+10
440 PEN #1.,4

650 (OTN 1540

660 PRINT #1 . MID$S(AE,T,.1);
L79 PRINTH#1," "3

680 PEN #2,6

A9 GOTO 1600

700 PRINT #2,MID$(B$,T,1):
719 FPRINT#2," ";

720 PEN #Z,6

730 GOTO 14660

749 PRINT #Z,MID$(C%,T,1);
7S50 PRINT#3,." "3

760 FOR G=1 TO 12x(T-X):NEXT G
772 NEXT T
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782 WN=0

79@ GOSUB 7@
Bee LOCATE Z,25
81@ PRINT PT4%

B20 PT3=""
830 P$=INKEY$:IF P$="" THEN B30
840 IF Ps=" “ THEN GOTO 510

859 6OTO BZe

862 REMEXXXXREEL DEFINEXXXX
B70 As="":B&="":CE=""

g88e FOR T=1 TO 255

8920 AAF=STRS$ (INT (RNDXx1@})
00 AE=AF+RIGHTS$ (AAS, 1)
?1¢ BE$=STR$ (INT(RND%*1Q))
92¢ B%=B$+RIGHTS$ (BB%,1)
?Z0 CC$¥=STR$ (INT (RNDxXx1@))
240 CH=CH+RIGHTS (CC%,1)
Q5@ NEXT T

P60 RETURN

279 REMXXXWINNING CHECKXXX
?8¢ R1=VAL (MID$(A%.T-2,1)?
92¢ R2=VAL (MID$(B%,T-2,1))
1002 R3=VAL (MID$(C$,T-2,1))

101@ IF (R1=2 OR R1=5 0OR R1=9)

AND (R2=@

OR R2=3 OR R2=9) AND (RZ=2 NR R3=5 OR R
3=9) THEN AM=AM+5:S50UND 1,90,5@:S0OUND 1,

6£@,40:PTE="Y
OU WIN $5":RETURN

1eZ2¢ IF R1=R2 AND R2=RZ THEN AM=AM+R1+R2

+R3: WN=1

1032 IF R1=R2 AND R2=RZ AND R1=1 THEN GO
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T0 1100
1040 IF Ri=R2 AND R2=RZ THENM SOUND 1,40,
150.,4:PTH="Y0OU WIN'!'!":RETURN

1652 IF (R1=R2 OR Ri=R3Z 0OR R2=RZ) AND (R
1=8 OR R3I=8) THEN PT%="Y0OU WIN $4":AM=AM
+4: 50UND 1,115,150:RETURN

1960 IF R1i=R2 OR R1=RZ 0OR R2=R3 THEN S0U
ND 1,24@,152,4: AM=AM+1:PTH="MONEY BACK":
RETURN

1070 SOUND 2,800,755

108@ PT&="YOlJ LOSE"

1299 RETURN

1190 AM=AM+JkK

111@ BORDER 2,13

1120 FDR T=100 TO 3@ STEP-22

1136 SOIUND 1,.T7,3,7

1140 NEXT T

115¢ PT="JACKPOT'"

1160 WN=1

1176 RETURN

1180 RETURN

119@ CLS

1200 FEN 1

1219 PRINT TAR(2);3;"0ONE ARMED BANDIT"
1220 PRINT

127 PEN =

1249 PRINT" As a visitor to Las Vegas
» You must gamble on the ONE ARMED BAN
DIT.™

1250 FRINT

1260 PRINT" You start with $19. Star
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t the reelsspinning by pressingthe space
bar"

1270 PRINT:PRINT® If you get two <=ta

rs you win $3. Ifyou get three fruitsycu
win $4&"

128@ PRIMT:PRINT" If you get twc ree

1s the same, thenyou get your mcney bac

k. All 2 % vou receive I x value afthe
character."”

3

122¢ PRINT "3 pound signs and you win

the jackpot!®":

1300 WHILE INKEY$=""

1710 WEND

1320 RETURN

1330 REMXXXXCAME DVERXXXX

1349 FOR T=1 TO 26

13560 PRINT

1360 SOUND 1,20xT

13760 NEXT T

1380 LOCATE S,12

139@ PRINT "GAME OVER"

1400 LOCATE 1,25

141@ END

142¢ SYMBOL AFTER 32

143@ REMXXXXXL! D G SXXXXX

144¢ SYMBOL 48,.3,4,8.6@,110,124,124,46@
1450 SYMBOL 53,60, 126,255,.255.126,60
1442 SYMBOL 54,12,.12,12,12,12,60,124,56
147¢ SYMBOL S57,56.56,%2,190,254,254,124,
S&
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148e SYMBOL 55,56.124,124,124,124,254,16
. 24

149¢@ SYMBOL S56,146.144.84,56,.56,8B4,146,16
1506 SYMBOL 49,40Q,102,%6,%46,248,96,102,2
S4

1510 SYMBOL S51,126,255,152,255,189,195,2
55,126

152@ RETURN

1530 REMXxxXxPRINT CHECKERXXX

1540 IF MID$(A%,T,1)="2" THEN PEN #1,3Z:P
RINT #1,CHR%(228);:60T0 &7@

155@ IF MID$ (A%, T,1)="0" THEN PEN #1,7:F
RINT #1,"@"::6G0T0 &7@

1562 IF MID$(A$,T.1)="4" THEN PEN #1,3:P
RINT #1,CHR$(227)3;:6G0T7T0 &70

1570 IF MID$(A%,.T,1)="5" THEN PEN #1,12:
PRINT #1,"S";:G07T0 &7@

15830 IF MIDs(A%,T,1)="9" OR MIDE(A%,.T,.1)
="7" THEN PEN #1,12:PRINT#1 ., MIDS(A%,T,1)
3:60T0 470

1592 GOTN A&Q

1690 IF MID$(B$,T,1)="2" THEN PEN #2,3:P
RINT #2,CHR$(228):;:60T0 71@

161@ IF MIDs(Bs,T.1)="5S" THEN PEN #2,12:
PRINT #2,"5";:60T0Q 71@

162¢ IF MIDS(R%,T,12="9" OR MID$(R%,T,1)
="7" THEN PEN #2,10:FRINTH#2 ,MID$(B%,T,1)
;:607T0 710

1630 IF MID$(B%,.T,.1)="0" THEN PEN #2,7:F
RINT #2."@";::G0T0 71

1642 IF MIDS(BE,T,.1)="4" THEN PEN #2,3:P
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RINT #2,CHR%(227);:607T0 71@

146850 GDTO 7ea

16606 IF MIDS(C$,T,1)="4" THEN PEN #3,3:P
RINT #3,CHR$(227):;:607T0 75@

1672 IF MIDE(C$,T,.1)Y="@" THEN PEN #3,7:P
RINT #3,"0";:60T0 75@

1686 IF MID$(C$,T,.1)="5" THEN PEN #3,12:
PRINT #Z,"5S";:60T0 75@

169@ IF MID$(C$,T,.1)="7" OR MIDS(C$,T,1)
="7" THEN PEM #3,10:PRINT #3,MID$(C%,T,1
)3:260TO 759

1790@ IF MID®E(C$,.T,1)="2" THEM PEN #3,3:P
RINT #3,CHR$(228)::607T0Q 730

171e GDTO 74@

1720 SYMBOL AFTER 254

173@ RETURN
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GRAPHICALLY
SPEAKING

This chapter is made up of a collection of graphic routines
and displays that are fun in themselves, but with a little work,
could be made part of something larger. For example, the
routines could be put at the end of a game as a reward for
the winning player. Another idea would be to string them all
together to provide an interesting demonstration display for
your friends.
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TRIANGULAR
TRACER

Watch and see how the triangles, drawn separately on the
screen, build up to create a three-dimensional effect. The large
number of random elements in the program ensure the effect
is different every time you run the program.

182

10 REMXKEXXXXTRIANGULAR TRACERX KX KKK
XXX

26 FRINT:PRINT: PRINT

T PRINT “"WATCH THE TRIANGLES CREATES
EYE-CATCHING FATTERNS, TO CLEAR THE
SCREEM, PRESS THE SFACE SAR."

4a» PRINT:PRINT: PRINT

S@ PRINT TAE(Z0Q);"FRESS ANY HEY"

60 WHILE INKEY$="":WEND

7@ MODE 2

ge CLS

90 INK 1,26

190 INK @,0

11¢ BORDER @

120 L=INT (RNDX&4@)

170 M=INT (RNDX40a)

140 N=INT (RMNDX&4Q)

1S5@ O=IMT (RNDX400)

160 P=INT (RNDX&AD)

172 Q=INT(RNDX400)

182 A=INT (RNDX7)+1

19¢ B=INT (RNDX7)+1
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C=INT(RNDX7Y+1
=INT(RNDX7}+1
E=INT(RNDX7)+1
F=INT(RNDX7)Y+1
REMYX kX kL OOFX¥YXEX

N

=1
GOSUR Z9o
FOR X=1 T0
IE L+AT639
IF M+EB>Z99
IF N+C»629
IF 0+D>Z99
IF P+EX43I9
1F Q+F3399
IF INKEY$="
L=l +A: M=M+E
N=N+C: 0=0+D
P=F+E: Q=0+F
GOTO 240
REMX ¥ KX Kk XD
FLOT L,M,Z
DRAWR N-L .0
DRAWR F-N,0
DRAWR L-F, M
RETURN

=

{

Be:NEXT X
OR L+A{2 THEMN A=-A
OR M+R{2

OR N+C<

OR O+D<2 THEM D=-D
OR F+E<2

OR D+F<2 THEMN F=-F

" THEN CLS

RAWX KKk kXX

-M
-0
-0
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WINDOW IN/OUT

Instead of using the graphics commands to create an effect,
here the WINDOW command has been used. The computer
has been switched into mode 2 (80 characters per line) and
the window starts from the middle of the screen and stretches

out to eventually cover the whole screen.

By fiddling around with the starting variables for the window,

the pattern varies as the window draws in and out.

1@

8@

7%

1e0
11a
12@
1Za@
14a
15@
162
170
18@
27T
19@
200

184

REMXXXEXWINDOW INM/OQUTRXXXXX

MODE 2

X=42:¥=17Z

bB=@

FAFER #1.1

FOR A=1 T0O 4@

IF A/Z=INT(A/Z)Y AND A:S THEN ER=B+

IF X-A=0 THEN X=X+1
WINDDOW #1,X-A,X+A,Y-B,Y+B
CLS #1

SQUND 1,450-A%¥16,10

NEXT A

FOR T=1 TO 1S0@:NEXT T
PAPER 1:(LS

FPAPER #1,9

FOR A=4& TO 1 STEF -1

IF A/Z=INT(A/Z) THEN EB=R-1
IF A/2=INT(A/2) THEN J=J+1:IF J=
HEN J=@

WINDOW #1,X-A,X+A,Y-R,Y+E
FAPER #1,J
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2ia CLS

276 NEXT A&
240 FDOR T=1 T0O 1SH0:NMEXT T

2E0 EOTOD Sa

P
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LASER FAN

This is a short and simple program producing a very eye-
catching display. Lines radiate out from the centre of the
screen giving the effect named in the title.

1¢ REMXXXKXKLASER FANXXKXKK
26 INK T, 08,3

Z@ PAFER =

40 FEN 1

S& SFEED INK 6@, 60

5@ CLS

76 FLOT I2@,Tee

8¢ SOUND 1,10®,5,7

9% DRAW RNDX&4¢, RNDX40@
1@@ FOR T=1 TO Z200:NEXT T
11@ SOUND 1,750.5,.72

12¢ 6GOTC 7@
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LUNATIC
PATCHWORKS

The title sums up the effect of this program. The program
was a result of experimentation with the joystick drawing
patterns on the screen. | didn’t want to write a straight artist
program, as these are far too common already. By fiddling
around, | found that the effect of this program could be
created.

Experiment yourself, first with the game as it is, and then
try altering some of the variables to create your own special
effects.

12 REMEXXKEKXXERX KR XXKRRXE KKK KK KX Kk X
20 REMEXXXXXXLUNATIC FATCHWCRESX XX X¥X

IO REMXXXXXXXIJOVSTICH CONTROLXXXXXXX
40 REMXXXXkXEFACERAR/FIRE BUTTONXX XXX

S0 REMRxXCHANGE FORE/BACHKH COLOUREXX%X

5@ REMEXEREKEKLKEKKKI KK KK KAKKX KK KK KK X

79 GOSUR 21

3 INK 1,F

2@ INK .3

190 PLOT X,Y

11 IF INKEY%=" " THEM J=J+1:IF J=16
THEN J=@

12¢ IF JOov(ey=2 AND Y>1éd THEN Y=Y-2:

Yy=-1

1Zé IF J0Y(@)=1 AND Y<{322@ THEMN Y=Y+2
tYY=+1

14@ IF JOY (@)=4 AND X>1@ THEN X=X-2:

AX=-1
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1Z2e IF JOY(@Y=2 AND X<&5Z¢ THEM X=X+2
D XX=+1

16 IF JOY(@2=1& THEN F=F+1

17@ IF P=14 THEN P=@

18@ X=X+XX:1Y=VY+YY
19a GOTO 2

200 END

210 REMx¥INITIALISATIOMAKxX
22¢ MCRE @

2Za FAPER 1

240 CLS

2E@ FP=2

260 J=1

274 X=40Q:Y=200
28¢ RETURNM
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HUNDREDS AND
THOUSANDS

Hundreds and thousands of tiny pixels are lit up on the

screen

1o
20

Ri%]

40
el
L@
7e
80
%]
1e@
11a
12@
1Za
14@
150
162
17@

in a pattern. Try it and see.

REME KX XK KKK KO0 KKK KKK RE XX KK KX KX K
REMX XX XxHUNDREDS AND THOUSANDS¥ XXX
REMXKEXXKR KRR XKERXKKKAKRKK KKK KK X
BORDER 1

INE 9.6

MODE @

CLS
RANDOMIZE TIME

C=640

D=420

A=CXKND

B=DXRMD

PLOT A.B, INT(RNDX1&)

FLOT A.D-E, INT(RNDX154)}

FLOT C-A,B, INT (RNDX154)

FLOT C-A,D-E,INT (RND¥14}

GOTO 1i¢
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SUNBURST

Again, this program is the result of experimentation. | was
working on some circle effects when the idea of this program
came to mind. | think that you will agree that the effect
produced, considering the length of the program, is startling.

10
20
IO
40
50
)

60
70
80
0

REMXXX X XSUNBURST XX XX X

CLS

FOR A=1 TO 18@

PLOT 320,200

DRAW 3I20+190%C0OS (A) , 200+170%XSIN(A

NEXT A

FOR A=1 TO 4@

IF A/2=INT(A/2) THEN P=1 ELSE P=0
PLOT 320,200

190 DRAW 320+1S0%*COS (A) , 200+15@XSIN (
A) P

110 NEXT A

12¢ SOUND 1,10e,100
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TRAVELLING
TRIANGLES

In Jeremy Ruston’s program, a triangle moves around the
screen moving through its three planes. This creates a superb
effect, particularly when the triangle spinson its axes.

REMXKXXXKTRAVELL TNG

TRIANGLES* X XXX Xx

REMEXX KKK, RUSTON. XXXXXKKK

MODE 2

oS

ITNE 1,24

I @;@

EORDER @

L=INT (RNDX&A@}
M=INT (RNDX 42
N=IMT (RNDX&64@)
N=INT (RNDX42@}
F=INT (RMDX&4O)
O=IMT (RNDX4@2)
A=INT (RNDX7) +1
B=INT(RNDX7) +1
C=INT(RMNDX72+1
D=INT (RNDX7) +1
E=INT(RNDX7)+1
F=INT (RNDX7)+1

FEMyxxxx¥L DOP XXX XX

=1
GOSUER Z5@
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2T0
240
pta
ol
270
280
290
e
T10
20
IO
740
=0
60
70
=1t
o0

A ;e

192

FOR X=1 TO
IF L+AX6I9
IF M+B:799
IF N+C>£Z9
IF 0+D>Z99
IF P+EX6Z9
IF Q+F>Z99
I=0:GNSUE T
L=L+0Q: M=M+T
N=N+C:0=0+D
F=P+E: Q=0+F

GOTO 2o

Ba:NEXT X

oR
or
oR
oOR
OR
oRrR

=0

THEN
THEN
THEM
THEN
THEM

THER

REMYXX KX KX XDRAWE KX XK KKK

FLOT L.M,Z
DRAWR N-L, 0
DRAWS F—N, 0
DRAWR L —F, ™
RETURN

—M
-0

-0

mo 0 m o
? ? u
muo@ Om D

i
|

n
I
|
n
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SOUNDS
FANTASTIC

One of the best features of the Amstrad is its sound
capabilities. With the ability to mix sound from three channels,
together with white noise, the effects that can be achieved
are marvellous.

In this chapter, | have looked at the two sic2s of computer
sound, namely music and sound effects. You will find
programs dealing with each.

Finishing this chapter is a fast-moving action-packed game
based around collecting musical notes. It incorporates many
of the effects found in the chapter.
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SYNTHER 464

Here is your chance to become a budding pop star with

your own synthesiser for the Amstrad.

This program utilises the sound channels to create a
phasing in and out effect. The top row of the keyboard,
including the CLEAR and DEL keys, can be used with the
ESC key acting as a push button pause. One tap for a pause;
another tap to release the pause and to continue playing.

Apart from the realistic synthesiser sound produced by the
program, the screen displays a keyhoard drawn from lines
250 onwards. (By the way, Roland is a famous maker of

synthesisers, hence line 330.)

10
29
19
40
Se
6@
70
=14)
[0

19 IF A%$="0¢" THEN T=M(10):60T0 1&@
112 IF A$="-" THEN T=M(11):G60T0 14@
120 IF As=""" THEN T=M(12):60T0 1&0
1Z@ IF A$=CHR$ (14} THEN T=M(13):50T70

REMEXXEKXXXEXXXXKKRKKKK KKK KK XX
REMEXXXXXSYNTHER-464XXXXXXXXXXX
REMXEXXXXX KX XEXRRRKRKEXRAKRK KR KK
GOSUER 186

T=@

KEY DEF 79.1.,17

GOSUB 256

A$=INKEY$

IF As="" THEN GOTO 14@

160

140 IF A%=CHR%(17) THEN T=M(14):60T7T0

160@
150 T=M(VAL (A%))

169 SOUND 1,T,1,.7.1:SOUND 2,T-2,1.7.

1:SOUND Z,T+2.1.7,1
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17¢ GOTO 80

1B@ REMXXX¥INITIALISATIONKXXX

190 DIM M(14)

200 FOR T=1 TO 14

213 READ M(T)

220 NEXT T

230 DATA S48,506,478.426,379,358,319
.284,2532,239,213,190, 179,159

24 RETURN

250 REMXYEXXXXSCREENZEIKKKX

260 CLG
27¢ INK @,
280 INK 1,
290 CLS
Zee FLOT @,250

710 DRAW &40, 7250

320 LOCATE 15,14

IZ@ PRINT "Roland V.
I40 PLOT o,15@

750 DRAW 440,150

I FOR T=1 TO 16
I70 PLOT T¥49,150
780 DRAW TX42,0

90 NEXT T

4@ FOR T=1 TO 26
410 PLOT &6+T,150
420 DRAW &6+T,5@

430 NEXT T

440 FOR T=1 TO 26
450 FLOT 106+T,15@
4460 DRAW 106+T,5@

2h6

\S'PJ
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196

479
48¢
490
Soe
S1e
320
S30
5S40
3550
S60

NEXT T

FOR T=1 TO
PLOT 146+T,
DRAW 146+T,
NEXT T

FOR T=1 TO
FLOT Z@&+T,
DRAW Z@6&+T,
NEXT T

FOR T=1 TO
PLOT 266+T,

DRAW 266+T7,5

NEXT T
FOR T=1 TO
PLOT 426+T,
DRAW 426+T,
NEXT T
FOR T=1 TO
PLOT 466+T,
DRAW 466+T,
NEXT T
FOR T=1 TO
PLOT S@&+T,
DRAW S06+T,
NEXT T
BORDER 1,72
RETURN

26
156
S0

26
150
S0

26
186
0
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STAR THEME

Remember the film? Remember the music? Well here, your
Amstrad creates a simple space scene and then plays you
its rendition of the main Star Theme.

2@

0

~
i)

@

D

0

MODE 2
RORDER

INK 1,26:INK @,0

FOR T=1 TO 18@

A=INT (RNDX64@) : B=INT (RNDX400)

PLOT A,B,1

IE RND»®.95 THEN PLOT A-{,8,1:0.07

JB=1,1:PLOT A-1,B-1

NEXT T

10 FOR G=15 70 X STEP -2

11@ FOR T=1 70O @

12¢ PLOT 4Be,Z0a,@

1Z@ PLOT 4BO+GXCNS(T) ,ZOA+GXSIN(TY
14@ NEXT T

153@ NEXT G

162 DIM M(146),D(1&

170 FOR H=1 70 2

18@ FOR T=1 T0O 146

12 READ M(T),D(T)

L3 B % T O I A B O

SOUND 1,M(T),D(T),12
NEXT T

SOUND 1,0, 40

RESTORE

NEXT H
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252 DATA 478,5?,319,50,358,13,379,17,
426,13,239,60,319,60,358,13,279.13,4
26,17T

260 DATA 239,60,319,60,358,15,379.15
,358,15,426,7@
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ZAP/
ENERGISER

| often find when experimenting for a specific sound that
| come up with a different sound altogether. When this
happens, don’t discard the other sound, even if that is not
what you want at the time. It may be useful some other time.

ENERGISER is a development from the ZAP sound,
created by lengthening the envelope and altering the tone
through a FOR/NEXT loop.

1@
20
0
40

10
20
@
40

REMX XX XZAP XX KX
ENV 6,15.,-1,1
ENT 1,3@,10,1
SOUND 1,100,25,7,1,1

REMX XX XXENERGI SERX XX XX
FOR T=25® TR 1 STEP-1@
ENV S5,100,-1,10

SOUND 1,T,T/5.7.1,1
NEXT T
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CHOPPER/
RUSTLE,
RUSTLE

Here, as with ZAP and ENERGISER, one sound has been
developed from the other. CHOPPER recreates the sound of
the helicopter’s blades and may be useful in an arcade game.

200

20

REMX KX XX KCHOFFER SOUNDXK XX KXX
ENV 1,20,.4,7

SOUND 1,200,1060,1.1,1,5

GOTO 2@

REMX XX XXRUSTLE . RUSTLEXXX XX
ENT 1,1@,-4,20

ENV 1,16,74,7

SOUND 1,150,100,1,1,1,5
GOTO Z@
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MUSIC
COMPOSER

This program allows you to enter a musical composition,
see it appear on a musical stave and then have it replayed
at your own desired volume (between 1 and 15) and your own
desired tempo.

Just enter your notes between C and C (one octave) without
sharps or flats.

12 REMEXXKXKEEEKRKKXKE KX KX KKK KKK X
20 REMXXXXXXMUSIC COMFOSERXXXXXX
T0 REMEXXXXXXKKEREXKEKEKKKXKKKR KKK
49 MODE @

S@ CLS

&® PRINT " MUSIC COMPOSER"

70 INK @,26
80 INK 1,0

9@ PEN 1

102 DIM M(42)

119 X=IT:P=-6:Y=1Q

12@ FOR T=1 TO S

1Z2 LOCATE 1, (2%xT)

149 PRINT "“___ "e
1S@ NEXT T

16@ FDR T=7 TO 11

172 LOCATE 1, (2xT)

18e@ PRINT “__ "s
192 NEXT T

200 N=@
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212 LDCATE 1,24
220 N=N+1
2Za INPUT "ENTER MOTE ":A%

249 IF A%="xC" THEN GOTO 280

25@ IF As="-" THEN GOTO 28@
26@ IF A%="" THEN GOTO 2Zé
273 1IF ASC(A%) 71 OR ASC(A%) {64 THEN
G0TO 210

280 IF Ag="@" THEN GOTOD 44&@
29¢ IF A%="-" THEN C=0:Y=2
Zoe IF A$="C" THEM C=1:Y=16
Z1a IF A%="D" THEN C=2:Y=15
T20 IF A%s="E" THEM C=3:Y=14
IZ2 IF A%="F" THEN C=4:Y=13
T40 IF A%="G" THEN C=5S:VY=12
IS@ IF NA%="A" THEN C=6:Y=11

T2 IF A%="BR" THEN C=7:Y=10

Z7a 1IF A%="xC" THEN C=8:Y=°9

380 MN)Y=C

399 SOUND 1,300-(ZexC)

42 X=X+1:1IF X>2¢@ THEN X=1:P=P+12
4109 L OCATE X,Y+P

420 IF Y=25 THEN GOT0Q 44¢

4Z¢@ PRINT CHR$(236);

442 GOTO 219

452 REMXXXXXFLAY COMPOSITIOMNXXXXX
460 LOCATE 1,2Z:PRINT "

472 LOCATE 4,23: INPUT "VOLUME"3;V
48@ IF V>15 OR V<1 THEN GDOTOD 440
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LOCATE 4,2Z7: INPUT "TEMPO (1-202"

IF D>2@ DR D<! THEN GOTO 49@
LOCATE 2,22

INK Z,26,3

PEN X

PRINT "  MUSIC PLAYING "
REMXXXPLAY NOTESXX%

FOR T=1 TO N
M(T}=210-(M(T) X20)

SOUND 1,M(T),DXS,.V

NEXT T

PEM 1

ON BREAK GOSUR 63@

GOTO &19

RUN
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MUSIC MAZE

You will find this game a lot of fun and quite a challenge too.

You must guide your character around the maze using the
Q and Z keys for up and down screen movement and the |
and P keys for right and left. If you find yourself blocked in
a part of the maze, you can use one of your few sticks of
dynamite (by pressing the spacebar) to blast your way out of
trouble. Be careful where you use your dynamite, though, as
blowing up a musical note will result in the maze being
electrified.

You must collect twelve notes and make your way out of the
maze. There are two types of notes, one you must collect, the
other you must avoid for they are electrified. | will not tell you
which are which. You will have to find out for yourself.

10 REMXXXXXXXEMUSIC MAZEXKXEXXXXKX
26 GOSUB 1400

e PEN 1

40 DIM M(46),T(46)

S® INK 1,11,@:INK @,@

60 SPEED INK 4@,30

70 BORDER @

B0 DIM S(4@,24)

90 CLS

190 LOCATE 8,1:PRINT "M U S I C
MAZE"

11@ PEN X

120 FOR Y=3 TO 23

13@ LOCATE 1.Y

140 S(1,Y)=143

150 PRINT CHR$(S(1,Y))3

160 FOR X=2 TO 4@
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170 LOCATE X,Y
180 IF RND>®.65 THEN S(X,Y)=207 ELSE
S(X,Y)=32

192 PRINT CHR$(S(X,Y)):

200 NEXT X

219 LOCATE X-1,Y

220 S(X-1,Y)=143

2Z@ PRINT CHR$(S(X—1,Y)):

249 NEXT Y

25@ FOR T=1 TO 17

260 READ M(T),.T(T)

279 NEXT T

280 FOR T=1 TO 26

290 READ M(17+T):zT(17+T)=20

700 NEXT T

1@ LOCATE 1,2

320 FOR T=1 TO 4@

3IT0 S(T,2)=143

40 PRINT CHR$(S(T,2));

350 NEXT T

60 LOCATE 1,24

I7¢ FOR T=1 TO 4@

280 S(T,24)=143

390 PRINT CHR$(S(T,24));
400 NEXT T

41@ K=INT (RNDX3I8)+1

420 LOCATE K,24

430 PRINT " 3
440 S(K,24)=32
450 PEN 2

464 FOR T=1 TO 6
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479 X=INT (RNDXI&) +2: Y=INT (RNDX20) +3
4B@ S(X,Y)=237

499 LOCATE X,Y:PRINT CHR$(S(X.Y)):
S(X.Y)=23

@ NEXT T

FOR T=1 TO 12

X=INT (RNDX36) +2: Y=INT (RNDXZ@) +3
S(X,.Y)=236

LOCATE X,Y

S60 PEN 1

S7@ PRINT CHR%$(S(X,Y)}3:

SBQ S(X,Y)=3ZI

S59@ PEN I

oA
HoA N =B
S S & D)

o
o
L

652 DT=INT(TIME/Z0@)

660 G=1

679 REMXXXxXxXMAIN GAME ACTIONXXXXX
680 G=6+1:1IF G<7 THEN GOTO 720 ELSE

692 H=H+1

700 IF H=46& THEN H=0:G0TQ 720
710 SOUND 4,M(H),T(H) /2.6

720 A$=INKEY$

730 LOCATE A,B:PRINT " “:
742 IF A$="Q" AND S(A.B-1)<3IS THEN B
=B-1 '

75@ IF A%="7I" AND 5(A,B+1)<35 THEN B
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=B+1:IF 5C=12 AND BE=24 THEN GOTO 122
a2
742 IF A%="1I" AND S(A-1,BY<35 THEN A

=A—-1
774 1IF A%="P" AND S(A+1,B)<{35 THEN A
=A+1
78@ IF A%=" " AND D>@ THEN GOSUR 87@

790 IF S(A,B)=33 THEN SOUND 2,420-(3

@%xSC), 40,15: S (A, B) =32: SC=SC+1

80@ IF S(A,R)=23 THEN SOUND 1,1@00,4
?,15,5,5.5:G0T0 1030

819 LOCATE AR

32¢ PRINT CHR$(248):

83 TK=INT (TIME/Z@@)~DT

84@ IF TK>30@ THEN 108@

85¢ IF TK>270 THEN INK ©,11,@

860 GOTO &7@

B79 REMXXX*DYNAMITE THROUGHXXXxX

88¢ IF S(A+1,.B)=33 OR S(A-1.B)=33 OR
S(A,B+1)=33F OR S(A,B-1)=33 THEN GOT

0 108@

399 IF S(A+1,B)=23 OR S(A-1,R)=23 OR
S(A.B+1)=23 OR S(A,B-1)=23 THEN GOT
0 1080

P00 S(A+1,R)
1@ S(A-1,.E)
920 S(A,B+1)=3
9Z0 S(A,B-1)=3
940 LOCATE A+1,B:iPRINT " “;
950 LOCATE A-1,B:PRINT " “;
760 LOCATE A,B+1:PRINT " "3

non
W

NN KNRN
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208

972 LOCATE A,E-1:PRINT " *;
98@ PEN 3
299 DT=DT-1@

1o

IF B=23 THEN S(A,B+1)=14Z:L0CAT

E A.B+1:PRINT CHR$(143):

1010

A-1,

1020

A, B-

1030

IF A=2 THEN S(A-1,E)=143:L0CATE
B:PRINT CHR%$(143);
IF B=2 THEN S(A,B-1)=143:L0CATE
1:PRINT CHR$(143);
IF A=38 THEN S(A+1,B)=143%:L0CAT

E A+1,B:PRINT CHR$(143);

1040
1050
1060
1079
1e8@
1090
11ee@
1112
1120
1130
1140
1150
1160
1170
1180
1196
1200
1210
122¢
1230

PEN 2
SOUND 1,800, 60

D=D-1

RETURN

REMA XK XX KXLOSE XX KX XK K
FOR T=1 TO 8

SOUND 1,100

INK @,9

SOUND 1,250

INK 0,0

NEXT T

CLS

PEN =

LOCATE 10,10

PRINT “YOU ARE ELECTROCUTED!''®"
SOUND 1, 4000, 14,15
SPEED KEY 10,1

END

REMX KX XX KW INEEKKKX X
SPEED KEY 10,1
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H
Ky

FOR T=3@@ TQ 6@ STEP -5

SOUND 1,T,Z20:SOUND 2,T,2@

NEXT T

» FOR T=1 TO 2B:PRINT:NEXT T

LOCATE 15,10:PRINT "WELL DONE"
129¢ LOCATE 12,14:FRINT “TIME:";:TK:"

SECONDS ™

1200 FOR T=1 TO 2000:NEXT T

1319 FOR T=1 TO 24

1320 SOUND 1,M(T+17),T(T+17),12

133@ NEXT T

Z4@ GOTO 1300

1750 END

1360 REM¥XXXXMUSIC DATAKXKXX

1279 DATA 478,5¢,319,50,358,13,379.1

7.426,13,239,60,319,60,358.13,379.13
L 426,13

1Z8@ DATA 239,60,319,60,358,15,379,1
. 358,15,426,70,0, 40

1Z9@ DATA 40,53,47,45,.460,0,45, 47,45,

40,52.09,53,47,45,36,49,4@,45,45,47,5

T 47,60,0,0

1400 REMEXEXTITLEXKX

141% MODE &

1420 FOR T=1 TO 14

14%Z0 PEN T

1446 LOCATE S.1@

1450 PRINT "MUSIC MAZE"

146G SOUND 2, INT (RNDX3IS@) +5@

1470 FOR G=1 TN 1@@:NEXT G

1480 A=INT (RNDX18)+1:B=INT (RND*23)+1

o e
J R M KRR

g 0 N O~ O

o8 T o6

-
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210

1490 IF B=1@ THEN GOTO 148e

1500 LOCATE A.B:PRINT CHR$ (INT (RNDx2
Y+2Z6) 5

1519 NEXT T

1520 LOCATE 1.24:FRINT "Press a key
to Start”

153@ WHILE INKEY$="":WEND

1549 MODE 1

155@ RETURN
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