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INTRODUCTION

The TI-99/4A has been around for some time now but it is
only recently that it has really taken off due to the massive
price reduction, | presume. It is, however, a quite remarkable
computer and stands up well against its supposedly more
modern competitors. Special features such as a line renum-
bering routine and an automatic line number generator make
it a delight to program and often save a considerable amount
of time.

The games in this book have been carefully planned to give as
much variation as possible and to give a good demonstration
of the machine’s capabilities.

Many hours have been spent in the preparation of this book
and | am sure you will enjoy reading it and playing the games
contained in it.

Finally, | must say that writing this book has given me
immense pleasure and | acquired a considerable amount
of knowledge myself whilst doing so.

Scott Vincent.
Ashford, Middlesex.
August, 1983.






NINE HOLE GOLF

With this program you are able to play nine hole golf with the
computer telling you the par for each hole, the number of
strokes taken for each hole, your running total of strokes and,
at the end of the game, your total score and hole average.

After displaying the par for the hole and the hole number the
computer will ask “STROKE?”. To hit the ball enter a number
between 1 and 99. You must always enter a two digit number
therefore if you wish to enter 6, for example, you musttype 06.
This is because the program uses two CALL KEY commands
rather than an INPUT command. The higher the number, the
harder you hit the ball.

The graphic display at the beginning of the program is
performed by lines 7@ to 220. The special input routine, lines
450 to 570, wait for any key from @ to 9 to be pressed. When a
key is pressed the value is stored as a character in A$. Then
lines 540 and 550 make sure that the key has been released
beforethe loopisrepeated and the second key is entered. This
key value is also converted to a character and added to A$.
Finally line 570 uses VAL to convert the complete string A$
into a numeric value which is stored in the variable A. Hence
there is now a two digit number stored in A which the
computer usesin line 620 to decide how far the ball will travel.
The distance varies by an amount dependant on the par for the
hole you are playing. So if the hole has a very high par value
the distance that the ball travels for a given stroke may vary
quite considerably.

Lines 680 to 800 move the ball along the ground towards the
hole and make it drop in the hole if the stroke was the correct
strength. After all nine holes lines 1000 to 1060 tell you your
hole average and allow you to play another round if you wish.
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Ley RANDOMIZE
2w CALL. CHAR128, "IC7E7E7EVE7EZCFF™)

30 CALL CHAR (129, "9O000a0H0a@anadaal=F ")
4 CALL CHARCLZG, "818181818181FFFF™)
S0 CALL CHARCLZL, "BDFFFFFFFFFFFFFFE™)
s CALL, SCREENMOLE)

7o CAall. ClEAR

g PRINT TAR(Y) 3 "NINE HOLE GOLFY

Go PRINT TAaR(G) g vy v e

199 FOR N=1 TO 16

11@ FRINT

129 NEXT N

136 FOR N=1 TO 4

146 NEXT N

1Ed CALL HCHAR (L, 32, 1268, 1)

1A FOR N=Z2 TO 18 8TEF -1

176 CHl). HOHARCLL N, 22, 1)

186 CAaLl. HOHAR L L, N-1, 128, 11

199¢r NEXT N

e CALL. HMCHAR (11, 17,32, 1)

210 CALL. HOHAR L2, 17, 128, 17

CAld. SOUND (166, 587, @)

FOR N=1 T 5o

NEXT N

O

FOFR Z=1 TO %

JeEm2@E TNT CRMD® L7350

S0

= TNT CRRMD R

Call. CLEAR

FRINT TAR{&) 3 "FAR FOR THIS HOLE: ";6-

FRINT :TAE(9) ; "HOLE NUMEBER";Z
FOR N=1 TO 26

FRINT

NEXT N

CALL HCHAR (11,1, 129,32)

370 CALL HOHAR(LL, 8,32, 1)

T80 CALL HCHAR (12,8, 136, 1)

I960 CALL HOHARCLL,J, 128, 1)

2



49 AF="STROKE?Y
416 Me=2a
4 le=13
473560 CALL SOUND (1aon, 11@,9)

440 GHOSUR 17

456 (="

440 FOR N=1 T0O 2

475 CALL EEY (Z,M,E)

486 TF  (Mo48) + (MEE7) <=0 THEN 476
299 CALL SOUND (166, 220, 8)

S0d A%=AEROHRE (M)

GOSUE 167

Call KEY (3, M, )

TF K< :® THEN 54@

NEXT N

A=VAL (A%)

Ym1

IF J58 THEN &1

LHOO K=

619 K=

70 J=J+XKINT(A/ (1+INT (RNDXG) ))
30 IF J4II THEN &56

L46 J=T0
650 IF
b J=3

&7H SC=H0+1

&8% FOR N=k TO J-X STEF X
499 CALL HOHAR (1L, N, 129, 1)
IF N =8 THEN 73

CALL SOUND ¢ 1ao, -7, o)
CALL HOMAR(1L,8,32,1)
CALL HOHAR (11, N+X, 126, 1)
CALL SOUND (166, =3, 9)
NEXT N

IF J< @8 THEN S0

CALL HOHAR(L1,8,32, 1)
786 CALL HCHAR(12,8,131,1)
790 CALL SOUND (1o6, 587, @)

2 THERN &7

3



OFES
G &
raen
g70
e
T
1 e
1e1a
1id2o
1 eIa
1dae
%

1ed56
1a4a
176
180
13

15
1109

e
T et g

CALL. HCHAR (26, 173
IF 80=1 1HIH HHH
AF="5C0RE FOR THIS
Pl
|-'n - 6.)

HOASLE 107
AE=0TRE (S0)
M= 275

GOSUE 1076

IF J<38 THEN 469
FOR N=1 TC
NEXT N
CuC+GE
CALL CLEAR
FRINT TAE(4):"YOU DID

FRINT

wiala]

'

FOF:
NEXT N
NEXT 7
FRINT
AV=INT Ok 1L0) /9) /16
FRINT
FRINT 131
INFUT

TO 86

IF T#
S5T0F
FOR X=1 TO LEN{(AS)
CALL HOHAR (M, +x, ASC

FUNOY THEN 7@

MNEXT X
FESTURN

pe TAR(4) 3 "SCORE FOR

s TAROT) 3 "END OF THAT
s TAR L) 3 "YOUR AVERAGE

ANOTHER ROUNDT

(OEGH (A%, X, 1

163

HOLE="

IT IN":5C:"5TR

123 "HOLES

ROLIND ™
WES" s AY

CYES/NMOY "2 T

1,



MISSION VENUS

You are in command of an exploration team attempting to
land on the planet Venus. You must pilot your landing craft
through thick fog and erratic winds to a safe landing on the
surface.

By using the graphic display on your radar screen and the
information provided by your computer you must apply the
correct amount of thrust to touch down on Venus. The final
landing speed of your craft must be less than or equal to five.
When your craft gets below 100 metres the radar screen
changes to give you a larger scale for the final approach. A
good landing is rewarded with a score based upon your final
touch-down speed, and the amount of fuel you have left. A bad
landing will result in a crater on the surface of Venus. The size
of the crater is related to your final speed.

Initially, your height will be 500 metres, your rate of fall 15, and
you will have 200 units of fuel. To slow your ship down you
must apply some thrust by pressing any key from 1t09. Key 9
will apply maximum thrust and key 1 will apply only a small
amount of thrust. If you apply too much thrust your ship may
stop descending and will stay at the same height until the
planet’s gravity starts to make it fall again.

The main part of the program is from lines 450 to 980 and this
controls the printout of your ship on the screen and updates
the information displayed on the screen such as the amount of
fuel left and the present height of the craft. It also scans the
keyboard and alters the rate of descent accordingly if you are
pressing a key from 1 to 9. Variable K controls the ship’s
distance across the screen, variable H is the height, V is the
rate of descent, and F is the amount of fuel you have left.
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FRAMDOMTI ZE

CAll CLEAR

CALL CHAR 128, "91071F24361F 1060
40 CALl CHAR (129, WFBAHCLOCFBOEBOA")
S CALL CHAR 1346, DEGFBFFFFFF™)
O CALL CHARLE7, "oDa0s60FaFIFFFFFF")
7 CALL CHAR(1ZEG, "o DEDODOEHCAHED" )

Ho CAll. CHAR (139, "o00ddooa ] alala?
e FPRINT TAB(1L1) : "FRESS ANY"
1ea FOR MN=1 TO 7

119 PRINT

13e NEXT N

PES FRINT TABR(E) s "MIGSTION" s TABCLE) s CHRE$(
126 3 CHFES CLE9) s TARC22) 5 "VENUS™
L4 FOR N=1 T0O 7

156 FRINT

1&d NEXT N

179 FRINT TAB(L) « "FEY TO FLAYY
180 FRINT @

120 RESTORE

2o W=

REMAD A

CALL S0UNMD (8o, 4,02

CALL FEY (2, E, KED

M=+ 1

IF N1 THEN 27

GOTO 19a

IF KE=8 THEN 21

E{ls)
19 H=500
BRG (Gl

IO =l

T4H M

150 CALL CLEAR

360 CALL SCREEN (2)

370 FOR N=1 TO 8

300 CALL COLOFRN, 16,1)
99 NEXT N



4o CALlL COLORCLZE, 8,10

419 CALL COLOR14, 14, 1)

420 FRINT TAR )Y s "FUEL Zoo": TAR (18) s "HE L
EHT SHan

47 PRINT s TAB(S) ; "RATE 0OF FALL 15"
4d4e Call. HOHAR (29, 1, 136,20
456 IF He=1oo THEN 476

A4&Hm HOTO 916

4770 = {LdH-H) /27

486 =R ARND RS -RND %2

4% TF E>ZE THEN Si6

S0e ==l

S1e IF E4Z9 THEMN 536

DRG0 peEo

38 CALL HIHAR (P, M, 22,2
S4d CAll. HOHARCZ K, 1328, 1)
SEG Call HCHAR(Z E+1,129, 1)
She P=i

STH M=k

D89 IF F=9 THEN &46

G99 CALL. FEY (3,8, 22

e IF (ZC49)Y+ (2570 THEN &4
&le T=7--48

2 CALL SOUND(—-Z¥1oe,~5,8)
HEG BOTO 456

adg =i

&5G IF =1 THEM &8

GEHG VU4 D+HINT (RND)X&) - 2382
&7¢ BOTO &9

HBEG Ve 1+ TNT C (RND®ZY -2 /20
59 IF Ved THEN 716

FT@E V=i

716 H=H-V

TR0 OIF Hx THENM 74

7EG H=@

4G FeEe-7

7EO IF Fréd THEN 770

TEHD F=

770 A$=8TRE (F) &" "

786 CALL HOHAR (21,11, ASC(SEGH (A%, 1,1)), 1
)]

7



TG CALL HCHAR (21, 12, ARC(SERS (A%, 2, 1001, 1
CAalll HOHAR(EZL, 13, A505ERS A%, 2,100, 1

AE=GTRE (HY R v

CALL HOHAR (21,27, ASC (SEGS (A%, 1, 1)), 1

Tey CALL HOHAR (21, 28, A5C(5ELE (AT, E, 1)), 1
o TALL HOHAR (21, 29, ABCISERF (A%, 5,105 . 1

ESO A=STRE (V)&

oo Al HOHAR (5, 273, AS0 (SEGH (A%, 1,10, 1
g7 CAll HOHAR (22, 24, A5CISEGE(AS, 2,100, 1
)

ITF H=S THEN 4568
IF W5 THEN 959
GAOTO 1200

IF Q=1 THEN 956
(=1
| e
CALL HCHAR (2o, 1, 157, 32
Z=20-H/3

IF Z23x1 THEM “ge
L=1

GOTAO 480

Qe CALL HOHAR P, M, 32,320
taod CALL HOHAR (26, K, 1738, 1
116 CALL HOHAR (20, K+1, 139, 1)
tarZey FOR N=d TO 26

170 CAlll, COLORCL4,9, 1)

terger CALL COLORL4, 2,10

150 CAlLL. SOUND (—4ae, -7 M3
1ae CALL COLORO14,12, 10

te7a NEXT N

torgd Call CLEAR

1% FRINT TARCD) @ "### CRASH LANDING ###

4




tlaa FRINT »:TaRE) s "LEAVING A CRATER"

IF Fxé THEN 1149
FRINT ::TaB(4); "YOU RAN OUT

FRIMT 2221
FRINMT Ta
Call BEY 5, b, KED
IF E=8%9 THENM 266
VOIF RS ETEOTHEN 114G
e BTOR
Call, HOHAR (21,27, 48, 1)
CALL HOHAR (O, M, =
CAll, HOHAR (L9 1, 1268, 1)
CALL HOHAR LD, B+1, 129, 1)
FOR P=1 TO 2
RESTORE
FOR N=1{ 70 12
270 READ &

289 DAL SOUND (1od, &, &)
1290 NEXT N
o NEXT B

Tle CAall CLEAR
FRINT TABOE) 3 "k SUCCESSFUL
FT=F-VX1

IF FT=1 THEN 13&48
Fl=2

Ty UANOTHER GO Y/

FRIMT « TERBO7Y s VS "METRES DEEF DY

CF FLESL.

/ I\'~‘ ) "

LANDIN

P26 PRINT ::TAB(T) s "GCORING";FT; "FOINTS

1278 GOTO 1149

17389 DATA 392,354%,3092,294, 320,294,242, 44

B, 267,294,390, 149



MAGIC SQUARE

Magic Square is an exercise in mental arithmetic. The
computer generates a three by three grid. Some of the grid
positions are occupied by numbers, some by question marks.

The computer challenges you to fill in the blank spaces with
the correct numbers. The only clue you need is that the total of
each column (horizontal and vertical) is the same. Negative
numbers and zero are legal.

Numbers for the grid are selected and assigned in lines 100 to
290. Line 320 keeps a running total of the number of guesses
you have had. This is done by incrementing variable J. Line
300 performs this function. Lines 340 to 420 print the grid on
the screen.

1éy RANDOMI 78

o DIM A9 ,B(9)

Zo CALL CLEAFR

4 FRIMT TAEAY:"M A 5 I C sauaR

E L]

ZE FPRIMT =

64 FOR N=1 TO Bog

T MEXT N

Bo J=o

g M=

1609 C=1+INT (RNDXF)

1160 D=14+TMNT (RND%9)

120 IF C=D THEN 11o

130 E=1+INT (RIND*¥ 3

14¢ IF (C=E)+(D=E)<>® THEN 136
S0 ACL)=C+D

166G A (Z)=C—-(D+E)

10



176 (35 =0+E
1836 A{4)=0C-D+E
[
B &) =C+D-E
A7) =0
(8 =(
A =0
FOR Z=1 T0O <
BOZY=@m (7))
NEXT Z
BOCy=2o

B{D)
BCED) =T

J=0+1

CAall. CLEAR

FRINT TARCL1G) = "ELUESS NGO, " J
IO PRINT o

48 FOR Y=1 TOQ 7 STER 2

IEe FOR Z=0 TO 2

IF B(Y+Z)=7

Sy I
=3 L)

30
i+
[
+
m

e

B THEM Z¢é

7@ PRINT TARCLOEIEE) s BOYST 0

g9 GOTO 490

ZRO PRINT TABCLOEIHTH) 127"

4oy MEXT Z

41é FRINT s

4726 NEXT Y

A5G TR M=% THEMN 55E

448 FRINT TAB(T) ; "YOU HAVE" My "RIGHT."
450 PRINT :TARCLO) 3 "WHAT NUMBERDY
4458 INFUT U

A7@ M=

46 FOR Z=1 T0O @

4@ ITF U -A00 THENM 516

e BOZy=L

IF B{Zy=Z0 THEN 3735

M=M+1

MEXT Z

GATO Zoo

FRINT w:

11



FRINT :TAE (&) :"YOU HAVE SOLVED
FRINT 11

ik =116 T 1élé STER X
Call. S0UND CLaa, O, a)
NEXT C

Lo

1019 TO

S5TOF

12
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SUBMARINE COMMANDER

You are the captain of a nuclear submarine on patrol in the
Atlantic Ocean. Your task is to track down the enemy sub-
marine and destroy it with yourtorpedoes. Your torpedoes are
only effective at close range and you must hitthe enemy twice
to destroy it. Watch out for the enemy’s return fire and do not
get too close or there may be a disastrous underwater
collision.

Your fuel consumption increases when you fire your
torpedoes or you are hit by the enemy. The game ends when
you either run out of fuel, run out of time or manage tosink the
enemy submarine.

You will receive constantly updated reports on your position,
the amount of energy you have left, the time leftand the rough
position of the enemy. You will also be warned when your
energy is low and when you are under attack.

19 RANDOMIZE
20 ALl CLEAR
GOSUE 1760
CaLL CLEAR
GOSUE 1260
60 GOSUE 970
7é IF Lo THEN 719

fe PRINT ::TAR) 3 "WHAT 15 YOUR ORDER. ©
ARTATINT"

sy o

e PRIN¥“:TﬁBi3);“NUHTH‘ SOUTH, EAST, W
E&ST, "
119 FRINT :TABL) s "UF, DOWN OR TORFEDO"

126 Call. KEY (2,3, 330

13




1756 IF (J=78)+ (J=83)+{J=6%)+ (J=87) + {J=835
YA (T=68) + (J=804) =0 THEN 1326
t4e IF J< x84 THEM 1&4@

150 GOSUR 276

P& X=X+ (J=78) - {J=83%)

176 Memx4+ (X E10)— (X1

laa v= Y+f'=ﬂ7ﬁ—fJ=é?)

196 Y=Y (Y :10) - Y1)

D Z=Z+(J~d5)"(J$éB)

210 T=ZA4 (7 10) - (210

228 IF T=Z THEM 145

20 GOSUE 8o

248 J=INT (RNDXZ)

250 A=A+TNT (RNDXZ) % (J=@) —INT (RNDXZ) k (J=1
)

260 IF (ALY +(AX19) =G THEM 289

270 A=14+9% (A1)

280 J=INT (RNDXZ)

290 B=R+INT (RNDXZ) K {J=0) —-INT (RNDXZ) X {J=1
Zg IF (BI1)+(Bx19)=0 THEN ZZ0

T1O B=l4+9% (RE10)

29 J“IHTfPND*”‘

IIZ0 C=C+INMT(RMDXZ) ¥ (J=8) -INT (RNDXZ) kK {J==1
)

40 IF (COL)+(Cx10)=0 THEN I6@

S5O C=14+9% (Ck10)

6D GOTO &9

F70 L=l- 7S

80 IF (ABRS(A-X) =30+ (ARS(B-Y) =2 + (ARBS (C~-
) =3y =0 THENM 4726

90 FRINT ::TAE(S) 3 "NANAN OUT OF RANGE 7/
g

460 CALL SOUNDC1o99, 11,8, 117, a8)

410 CALL 1””NH’IUH.U2;.U'

4226 RETURN

470 PRINT ::TAER(4) s "ORDER TO FIRE UNDERS
TOOD": s TABCL2) 5 "CAFTATNY

440 FOR J=11¢ TO 1266 STEF 16

450 CALL SOUND (-566,J,0, 11160-J,0)

14



443 NEXT J

476 IF RNMD>. S THEM S8

4830 FPRINT :TAB(D) 3" =kkx

499 FOR J=1 TO 26

SO0 Nl lo+RND R4

518 O0=510+RNDX4HD

520 P==9 1 a+RND 2400

230 CALL SOUND(5H, N, @)
S49 CALL SOUND (5e, 0, @)
SEe CALL SOUND(Se,F,9)
S6HG NEXT J

979 RETURN

SO FRINT :TAB(Z) s "¥+x+% YOU DID IT, SIR
S £ A

596 FOR J=1 TO 122

A0 FRINT

&1d NEXT J

bR Ta=Te+1

&0 RETURN

&40 CALL. CLEAR

56 PRINT ::2:TARLS) 3 "END OF GAME"

GEHO IF TIC =0 THEN &80

EF@ PRINT ::TABE) 3 "YOU STAYED UNDER TOO
LONG!"

680 IF <=0 THEN 726

APO PRINT 2 TAR ) 3 "YOU HAVE RBEEN DEFEAT

ED™

7H9 IF <=9 THEN 726

710 PRINT ::TARE) ; "ALL ENERGY USEDY

729 FPRINT s1:2:2:

TEG GOTO 1476

746 FPRINT ::TABM) 3 "YOU HAVE COLLIDED WI

TH"

7EO FRINT :TAR(S) : "THE ENEMY SUBMARINE!!

76H6 FOR V=9 TO Zd

77O CALL SOUND (2o, -7,

789 NEXT V

790 6G0TO 1476

YOu MISSED!!

15



: IF (ARS (A X) SEY A CARS (B-Y) FEY - (ABRS (C-
21 R4 (RMD =L 752 0 THEM WY

Elo FRINT :THB\d);”**$ IWERNTNG gk

BRe PRINT TABCH) 3 "EMEMY I8 FIRING AT U

"

g0 FOR V=-5 TOQ -7 STEF -1

G40 CALL SOUNDC1a08, vV, o)

g5 NEXT W

HaH0 IF RND =S THENM 235

876 FPRIMT s TAB(Z) 3"~~~ THE EMEMY HAS HI
"[' LAVEAVE VR W ]

ge3d FRINT s TABF) g "v~~ US, SIR Mywwn
gae sl

Geed FOR J=1 TO &L

216 NEXT J

GRe RETURNM

GEG FRINT s TABE) 3 "THE ENMEMY MISSEDY

FAG FOR J=1 TO &B6

GEG MEXT J

Fa0 RETURM

Ve CALL CLEAR

8o FRINT :TABSE) s "ENEREGY REMATIMIMGE": TAR
(11) 3l "ERGS"

e TI=TI—1

1@ed TF TI=6 THEN &40

terted PRINT «sTAB(LIZ) s "TIME: ":7TI

L@Za CAlL SOUND (20, Zad-TI-2%L, )

1edZe IF L =E O THEN 19656

Loda FRINT TaR &) s "ENERDEGY LEVEL IS LOW"Y
135 PRINT :TABIZ) s "TALLY: "3 T

Lasa PRINT :TARGEH) 3 "YOU ARE AT 3xX3", "3 Y
A

1ed7e) IF  (f=X) 4+ (B=Y) + (C=7)==" THEN 740
1986 FRINT « TAB (1) 3 "THE ENEMY Ig"

Lédge IF (O =X) + (B x2Y)=0 THEN 1218

11e@ FPRINT s TAaB ) 3" T0 THE: ";

1116 IF Abx=X THEN 113

TLEG FRINT "NMORTH";

1136 IF A<=X THEN 115

1149 FRINT "SOUTH";

16



P15a IF Bo=Y THEM 1178
L1&G PRINT "EAGT!
1176 IF Br=Y THEN 1190
Liga PRINT "WEST"
11gee IF C<HZ THEM 1219
Ldoa PRINT TaR13) 3 "0F You"
IF Co=Z THEM 13238
FRINT :TARBCL1L) ;s "RELOW YOu"
o IF Ch=Z THEN 1256
H) FRINT :TAaR(11) 3 "AROVE YOuU"
1; S8 RETURN
13é6e L= T_‘(‘M IMT CRMD 2 )

1276

A"1+JN1\RND*1M)
B R+ TNT CRND#16)
Ce i+ INT (RND K 16)
¥4+ TNT (RNDR 1)
Y= 1+ INT (RMDK 1)
Z=14+INT (RND¥* 16
RETURN
1560 LET At="SUBMARINE COMMANDEFR:"
13760 FOR N=2 TO 22 STER 4
1380 FOR Y=1 TO 19
1396 CAll. HOHAR (N, Y+NA2, A80 (SEGS (A%, Y, 1)
RS,
14606 NEXT Y
1416 NEXT N
1426 FOR N=1 TO S0
14756 NEXT N
1446 RETURN
1456 PRINT ::::TABCD 3 "ENEMY SUEMARINE D
ESTROYED"
1460 GOSUR 1536
1476 FOR J=1 TO 40
1486 NEXT J
1490 FOR J=1 TO 25
1506 FRINT
NEXT J
STOF

17



15358
1546
1550
15540
1578
158

1590

FOR J=1 TO 5
FOR N=2Z T0O 1é&
Call. 5CREENCN)
NEXT N

MEXT J

Call SCREEN(4)
RETURM

18



CHECKERS

Here is a simple checkers program which you will find quite
entertaining to play. The game follows standard rules except
that there is no penalty for failing to capture an opponent’s
piece. However, the computer will try to jump one of your
pieces whenever it can.

The board is the normal black and white checkered colour.
The computeristhelight red pieces at the top of the board and
you are the cyan pieces at the bottom. To move a piece just
enter the location of the piece you wish to move beginning
with the letter across the bottom of the grid followed by the
number down the side, such as G3. Then enter the location of
the square you wish to move to in the same way.

The computer always has the first move. The number of
pieces you have both captured is displayed below the board.
The game ends when one of you has lost all of your pieces, or
the computer decides it is in a hopeless position and
concedes the game.

Strategy is not the computer’s greatest virtue in this program
but it will be very reluctant to move into danger and it will put
up a spirited defence when under attack. Kings are created
automatically and are the same shape as the other pieces but
have a black mark in the middle of them. The computer will
reject any illegal moves.

Lines 1480 to 1590 draw the checkerboard pattern on the
screen at the start of the game. Lines 180 to 560 control the
computer’s moves and lines 570 to 1010 control the player’s
moves and make sure that they are legal. Lines 1760 to 2150
move the pieces around the board and remove any pieces that
are jumped.
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v RANDOMIZE

i CALL. CHAR 128,
Z@ CALL CHARCLEY
4 CALL CHARCLE é«
So ALl CHARCLEY : -IZ‘

s CALL CHARY 14*’4 "FI*H~ F I—F'I—’FF'!-F :

Fo DAl CHAaR (L ':i"" "FFFEFFFFFEFFFFEFF")
g DIM AYe) X ()

90 HOSUE 1030

L
116 =324
1Ee FOR ES“"/V? TGO 7E

13a ITF adG)>128 THEN 170

Tahad & (G ) == 2 .‘

150 CAakl. S0UND (Lo, 88a, &)

TéHo Calle HCHAR O, 159 -6%2E, 129, 1)

178 N EXT G

189 IF (A =106)+ (A2 =137) =0 THEN Z3T6
19a IF (ZOR28) 4+ (A2 =136) 0 -3 THEN 27350
Zed (2 =1737

218 CALL SOUND (1e0, 88a, a)

ZEe CAld. HCHAR (16, &8-2XE, 137, 1)

A Eoh

2409 TF (B ZHX Y)Y 0138 + (A8 (Z+2%X (Y)Y ) =182)
Caed THEMN 2646

286 =X 1Y)

ZHD IR A =137)+ (B (Z-X(Y) )2 138 + (A (-2
FACY) ) =152 0 k-0 THEN 286

270 [=-X{Y)

289 IF (G )+ (ZH+2XAEETE) =0 THEN 240

290 Q=0

2o TF Y=32 THEN ZZé

Fle el

GATA 249

L=+

IF 22735 THEN 186

IF Q=6 THEN Z9

ACLHE) =152

(=2

GATO H4e
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SRH L=

i =24+ TNT (RNDX4AS)

418 U=U+1

4220 IF (A =138 + (A(Z)=1307) THEN
476 IF U laan THEN 4o

440 GOTO 2200

4560 Y=

A& TF (ACZ+X Y153 THEN 486
476 =X YD

4830 IF (A =137+ (802X (Y)Y Y L B -2

Foi s

4535y (Qume- ¥ k\”
w1t L@ THENM 54
IF ¥=2 THEN 47Za
Yom

GOTO 4bd

AT =R 08D

ALY =182

GOSUE 1740

CALL SOUND (26, T, 89
Ad=TMOVET TGO "
J=16

7 P s Lo B ] 1774 0
Fe o ‘7\..1 LD F RNV R
18 CALL FEY (3, EA, KE)
z T

IF EA=48 THEN 2166

Call. SOUND (lea, 52735, 0)
CALL HCHAR (L&, 17, P.H_ 1)
CALL REY (5, KB, FED
£7a IF (ER<4%)+ (KR :ré:-
&HBH CALL SOUND CLéa, 587, o)
&9 CALl. HOHAR (164, 18_ }.B_ 1)
7o Call. FEEY (3, EC, KED

IF (kK
Z2a CAall. SOUND (e, 559, ﬂ'l)
7E8 CALL HrHﬁnl—x(]b.L_,.FL 1)
TAG ALl HEY (35, ED, EED

456

IF (EACHE)+ (KA =0 THEN &1

Y Ed THEN &é&9

CEHD) H(KDETEYC G THEN 7600

7HD OIF o F"D"’ 4‘% +(KD56) <9 THEN 74

Tho CAll. S0UND (1od, 498, 0)
778 CALL H[ HAR (146, 24,ED. 1)

21
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780

750

G
g1o
Sl
Sy
faRdNs]
85
Séd
g7a
ge3o
B
e
1o
gRe
RG]
R3]
Eaw1]
(4
Géaid
HEZN
g7
PEe
SR
1 e
Tér1e
Lade

L4
195
104G
176
1 B0
19
L1ao
1110
1126
11736
1i4e
1156

L=l CINT C(EA-6T) 72) )

IF FINT(E/2) THEN g7
ZmZ4+17+1 Sk (OS2

GOTO 346

ZmZall+1ER Q1) 20D

ZZ=T— CINT ( (KC—-65) /2))

Q=57 ~KD

IF Q/2<=INT(G/2) THEN 896
ZI=2Z4+17+13% (0/2)

GOTO o0

ZZ=TT+A1 141 CCR+1) /)

A=22-2

IF A =129 THEN 576

IF A(ZZ) <152 THEN 576

IF (ACZ)=128)+ Q<) =2 THEN 57

IF (AES () =46) + (AES () =7) < w0 THEN 9860
IF (ARS () =12)+ (ARS () =14) =6 THEN 57

IF (ACZ+0/2) =136) + (A (Z+Q/ D) =1 7)) =0 T
57

ALZ+0/2) =152

ACZHE) =0 ()

ALZ) =152

CALL HOHAR (L&, 11, 32, 14)
GOSUE 17469

GOTO 166

AL CLEAR

CALL SCREEN (12)

CALL COLOR(1Z,8,2)

CaLL COLORL4, 16,2
AL COLOR (15, 14, 14)
CALL COLOR(1&4,2,3)
E$="C H E C K E R §"
J=12

GOSUE 171@

(o TR

FOR N=1 TO 11
CH=CHUCHRS (144) LOHRS (152)
NEXT N
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1160
1176
118
1196
1200
1216
1226
127
1240
1256
12460
1276
1280
1296
1300
17310
1320
135360
1340
173556
136G
1376
1380

2) {50

1390
1406
1410
(4]

14260
1476
1446

§)<Lxa

1456
1460
1476
1480
1490
1506
1510
1520

15730

FOR J=9 TO 11

Q=1-C(INT(J/2)=0/2)
A%=5EG$ (C$, 0,21)

GOSUEB 1716

NEXT J

AE=0EG$(C$, 2, T) UBSLSEGCSH (C$, 2, )
J=12

GOSUE 1716

FOR J=12 TO 13

Q=1-(INT(I/2)=3/2)

AS=0E6GH (C%,0,21)

GOSUER 1716

NEXT J

FOR N=1 TO 566

NEXT N

CO=0

HU==@

X(1)=-6

X (2)==7

FOR Z=1 TO 99

ACZ)=199

IF (Z<73)+(Z23:58)< =2 THEN 1400
IF (Z=&7)+ (I=68)+ (I=60)+ (I=61)+ (I=64
THEN 146

A(Z) =136

IF (Z<54)+(Zx42) < >=2 THEN 14Z0
IF (Z=47)+ (I=48)+ (Z=49) <0 THEN 147

A(Z)=152
IF (Z2<81)+(Z323)<>=2 THEN 1460
IF (Z=34)+ (Z=35)+ (Z=36) + (Z=28) + (Z=2
THEN 1466
A(Z)=128
NEXT Z
CALL CLEAR
FOR N=3 TO 9 STEF 2
FOR P=15 TO 21 STEP 2
CALL HCHAR(N.F-1,144,1)
A=85- ( (N=1) /2) K1 3= (P—15) /2
CALL HCHAR(N,F,A(Q), 1)
NEXT P
23



1E40 FOR F=14 TO 26 STEF 2

1550 Q=79 ( (N-1) /2) %15~ (F=14) /3
1EA0 CALL HOHAR (N+1,F, A0, 1)
1570 CALL HOHAR (N+1, F+1, 144,10
1=8¢ NEXT F

Hon NEXT N

L&e6 FOR N=3 TO 19

16160 CALL HCHAR (N, 22, N+4é, 1)
16260 CALL HOHAR (11, 11+N,N+&Z, 1)
LaTE NEXT N

1640 A%="1 HAVE CAFTURED &
1650 J=21

1660 GOSUE 1716

1676 A%="YOU HAVE CAFTURED @
1680 J=27
16490 GOSUE 1719

1700 RETURN

1716 E=INT((IT-LEN(A$)) /Z+.5)

20 FOR G=1 TO LEN(A$)

CALL HCHAR (J, E+0, ASC (SEGS (A%, 0, 1)),

NEXT [
17360 RETURN
1766 172=1

1770 Cx=11
1786 2I=171-6.5
1796 Cr=0Cx-1

1890 IF ZZ:2% THEN 1786

181@ ZZ=INT (24+4. 5% (10--0X) )

1820 CY=21-(Z-27)%Z

18720 CY=CY+ (INT(CxX/2)=0x/2)

184a CV=CX-S6N ¥ (1-(ARS (G 7))

1856 Cl=CVY+ (B=7)+ (Q=-&) +2% (Ch=14) +2% (E=-1
L) =(0=6) ~ (Q==7) 2% (A=12) -2X (O=-14)

1860 FOR N=1 TO =

1876 CALLL SOUND (Séd, -1, 9)

1880 CALL HCOHARCX,CY ,ACZ+E), 1)

1894 CALLL SOUND (Sée,-7,0)

19ed CAlLl. HCHARCY,CY, 152, 1)

1916 NEXT N
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L9&EG FOR N=1 TO 32

Lezey CALL SOUND (560, ~5.,£51)

1949 CAalll. HCHAR (CV, C lAJ Hay 1

1558 CALL SDHNDf“Hn - n)

1260 CALl HCOHARC ’.LN H(f4U) 1)

P&78 NEXT N

19286 IF ARS8 THEMN 2156

1998 CX=CX+ (CX -0V — (CX0V)

SO CY=0YA4 C0Y HOWY - (OY -0l )

CAalLL SOUND(Soo, 126,0)

d CAall. HOHAR CCX, (y.ldh.l)
HU U= (8 (2400

CO=C0- (A CZ+0) =135

A$—11Fx (Coyger v

2lea
Z11e
21320 t.v(].‘..){_lk! 1728
213e IF CO=12 THEN 2140
2l4e IF HU=12 THEN 2263
2156 RETURN

2160 CALL CLEAR

2176 PRINT TARB(LZ) "I WIN.M
2180 PRINT 21

2igd STOF

2E06 Call. ClLEAR

FRINT ::TARBCLD) 3 "YOU WIN,"
FRINT 221
STOF

25
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GESSWURD

This is the traditional word game known as hangman which
involves the guessing of letters in an unknown word. The
computer selects aword fromits DATA store (lines 680 to 780)
and displays a number of dashes on the screen corresponding
to the number of letters in the word. When the prompt appears
press any letter and ifitisin the wordit will be displayed in the
correct place otherwise it will be placed in the incorrect letters
list at the bottom of the screen. If you choose a letter which
appears twice in the word then it will appear in two different
positions on the screen. When you havefound all of the letters
the number of goes that you took is displayed and the
computer then gives you another word to guess.

The program relies on a store of words in its DATA files. This
program provides a list of 110 words. You can quite easily
increase the computer’s vocabulary by adding extra lines of
DATA anywhere after line 780. The only other change which
needs to be made to the program is in line 7@. The variable Z
has to equal the number of words in the DATA store.

Line 150 picks a number at random between 1 and Z. The
program then reads the DATA store down to this number. For
example if the random number was 45, the computer reads
down to the 45th word, EAGLE, this word then becomes the
string AS.

Lines 200 to 260 work out the length of the word and display
the correct number of dashes on the screen. Lines 270 to 320
then wait for a key to be pressed and make sure that it is a
letter. The letter is then compared with each letter of the word
in turn, lines 350 to 470, and the letters which have been
correctly guessed are stored in the string B$. Line 550
compares the complete word, A$, with the string B$ and if they
are the same control is sent to line 570 which tells you how
many goes it took, otherwise control is sent back to line 270
which waits for another input.
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FAMNDOMIZE
Chll CLEAR
FRINT TaROLZy s "GESSHWURD"
FOR N==1 TO ZZ

FRINT

NMEXT M

=110

CE="INCORRECT LETTERS: "
J=1 8

b=

GOSUR &4@

(=)

H=18

IT=22

Yo L4+ INT (RNDKZ )
RESTORE
FOF N=1 TO Y
READ A%
MEXT N
7=LEN(A%)
B Rg=o
FOR N=2 TO

| OB EEL

NEXT N
) Qe INT ( (54-20 42)

CALL HCHAR (5, 8+1,95, 7)
CH="LETTER 7"
J=14
Bz 13
GOSUE &40
CALL KEY (3, J,k)

IF (J<&5)+(J:99) <0 THEN 310
BE=GE+1
CALL HCHAR (14, 14,32,8)
LT
FOF N=1 TO 7

IF ASC(SEGS (As, N, 1) )53 THEN
DE=nn

IF N=1 THEN 419
D$=5EGSE (E$, 1,N-1)
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416 DE=DELOHRE (1)
7o IF MN=Z THEN 448
470 DE=DELOEGS (B$, N+1, Z-N3
840 BE=D$
450 LT=1
1460 CALL HCHAR (9, S+N, J, 1)
476 MEXT N
436 IF LT=1 THEN 556
490 DALl HOHERH, T,.J, 1)
o0 CALL HCHAR (H, I+1,44, 1)
510 I=l+2
20 IF 14338 THEN 558
5T0 T4
540 H=H+3
SEG TE A%
Sae GOTO 276
576 Ce="THAT TOOK YO "SSTR$(GE) %" GOES"
H5EG  J= 14
590 K=b
GBOSUE &40
FOR N=1 TO 606
»ONEXT N
e GOTO 26
646 FOR N=1 TO LEN(C$)
£50 CALL HCHAR (I, E+N, ASC (SEGS(CS, N, 1)), 1
)]
60 NEXT N
&7 RETURN
£80 DATA COUGH, BOUGH, DRALUGHT, CAUGHT , WEL.C
OME, A8S TGN, CHECEED , SHRUGGED , RECORD , FATRO
NTSE, DECODE, MIDDLE, FIDDLE
496 DATA TERROK, HORROFR, POSTER, ELEFHANT,
RIUMPHANT , STATUS, ANSWER , BATCHEL OF
700 DATA TENOF, FRANTIC, TERRTER, BANANG,F T
GURE, IDIOT, NARCOTIC, FATHET IC
716 DATA WIZARD, L IZARD, WICKED, MISER, EVIL.
WEASEL. , WHEEL.S, BLIZZARD
720 DATA PARTICLE, ARTICLE, ATOM, ELECTRON,
STARTED, FARTED, FAMISHED, EAGLE, LEGAL
736 DATA WATER, WANTED, WaTTED, Wal TER, MINT
STER, SINISTEFR, FINISHED

28
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749 DATA FERSBONAL , ABEUME, PROGRAM, FOSTABE
O OW , WALLOW, CHAL TCE, MAL TCE , SCHEME, DTS
STER, REACH, SEARCH, EVER

7ES DATHA FPOWER, LOWER, FLOWER, DOUEBLE, TROUE
LE L LIGHTLY,, PLIGHT, FLIGHT, BIGHTED, FOUGHT,
BOUGHT , S0UGHT, TROWEH

ThHE DATA RHYTHM, RHY THMICAL , RTICOCHE T, R IVE
Ty RIVULET, GNASH, GNAW, GNET , GNU, GNOME , GUER
T, GUABH, BUELE, QUADRTLATERAL

T7EE 0ATA PYLON, PYGMY, FYTHON, XYLAOFHAONE, 20
DIAC, ZEFHYR, Z00M, BAZ00RS, BARREL , BARKOM, B
AR

7839 DATA GYRO, GYBE, GYM, GYFIY, GYRATE, FYJA
MAG
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ALIEN ENCOUNTER

This is amoving graphics game which involves blasting aliens
out of the sky before they reach the edge of the screen and
escape. You control a laser base which is positioned at the
bottom of the screen and can be moved left and right using
keys S and D respectively. The aliens will take turns in trying
to get from one side of the screen to the other and you must
shoot them down with your laser.

To fire the laser press the space bar. Only one of your bullets
can be on the screen at onetime so aim accurately or you may
have to wait a while before you can fire again. The game ends
after eight aliens have appeared.

To make the game more interesting there is a high score
feature and a very impressive display at the start. Also the
number of points you score for hitting an alien depends onits
distance from your base.

Lines 140 to 330 provide the display at the beginning of the
program. Lines 450 to 840 are the main part of the program
which connect the various subroutines together and control
the aliens’ movements. Finally, Lines 850 to 1160 end the
game, update the high score if necessary and send control
back to line 140 for a new game.

16 RANDOMIZE

76 CALL CHAR(1Z28,"9918181818181800")
o Call CHAR 129, "18IECIECTEFFFFFFFF")
4¢) CALL CHAR (136, "C6ZF17IZCSATE4ZCE™)
56 CALL CHAR (137, "634983005ATE4LZTE")
& HI=0
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7o Call CLEAR
g CALL SCREEN(S)
Q6 FOR N=1 T0O 12

1696
11&
1226
1Ze
146
1556
L&
17¢

188

%]

E40
IEG
SO
70
80
56
HI)

466
41
45260
4770
440
450

CALL COLOR(N,1é&6, 1)
NEXT N

CALL COLOR(13,10,1)
CALL COLORCL4,4,1)
REGTORE

CALL HCHAR (11,18, 1356, 15)
CALL HOHAR(22, 1,129, 1)
X=2

FOR M=1 TO 195

READ A,C

IF A»X THEN 23

B=1

GOTO 246

B=—1

GOSUE 1176

X=f

GOSUR 1220

CALL SOUND (198, 100+NK1@, @)
CAlL HOHAR(11,%,0, 1)
NEXT N

iz |,

T
=S

GOSUR 1178

CALL HCHAR(Z2,32,32,1)
A=l é

B=T

Fe=22 1

SC=

FR=@

A$="GCORE =@ HIGH SCORE ="%STR$(

J=24

=

GOSUER 1716

CAall. HCHARCLL, 16,32, 175)
CALL HCHAR(ZZ,A, 129, 120
FOFR N=1 T0O &

31



4 &4
477
4636
496
S

Ke= L +RNDXE

FOR M=1 TO X
GOSUR 1299

FOR Z=1 TO 5o
NEXT Z

NEXT M

Fa=1+IMNT (RNDXZ0)

IF RND:. 5 THEN 709
CALL HOHAR (P, 1, 136, 1)
M=

CALL GCHAR (F, M, W)

a1 10K (B=150) ~1 1 7% (Q=137)

CALL SOUNDiqu.Qa )
CALL HOHAR (P M=-1, 752, 1)
CALL. HCHAR (F .M_u_l)

IF W=128 THEN Léle
Glz=—1 54
GHOSUE 1296

IF W=1 THEN 1616

M=+ 1

IF M<33 THEN 576

CALL HOHAR (R, 52, 32,
GOTO 846

CALL HOHAR(F, 32, 136, 10
M=y

CALL GCHAR (F, M, W)
GG=—1 10K (Q=13&) ~117% (G=
CALL SOLUND (156, 55, 9)
CALL HOHAR (P, M+1, 32, 1)
CALL HCHAR (R, M, 0, 1)

IF W=128 THEN 1a&le

==l ZOK(Q=137) - 137K (G=134)

GOSUE 1296

IF W=1 THEN 161@

MM 1

IF M:& THEN 726

CALL HOHAR P, 1,732, 10

NEXT N

FOR N=1 T0O 24

CALL HCHAR (N, N, 136, 33-N)
32

¥ (Cl= 1370 1578 (Q=17386)
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CALL VOHAR (N, N, 136, 25-M)
CALL SOUND (=08, -3, 24
NEXT N

FOR N=1 TO 24

) CALL VCHAR (N, N, 32, 25-N)
o Call. BOUND (-Zaa, -7 24N
MEXT N

IF S5C<=HI THEN 1e35Ho
A%="MNEW HIGH SCORE"

Je=g

L

B GOEUR 1716

2 AF="="RETRS (50)

Jd==16

Framl 4

GOSUER 171

HI=GC

A$="FRESS THE SFACE BAR"
JEld

<y

GOSUE 1718

A%E="T0 FLA&Y AGAINT

GOSUE 1710

CALL KEY(3,J,E)
1146 IF J<>32 THEN 1138
1150 CALL CLEAR
1160 GOTO 146
1176 FOR Z=X TO
1180 CALL HOHAR (22, Z+B, 32, 1)
1190 CALL HCHAR(ZZ, 7,129
1706 NEXT 7

RETUFRN

CaLl SOUND (156, -5, )
CALL HCHAR(Z1, X, 128, 1)
FOR Z=20 TO 11 STEF -1
CALL HCHAR(Z+1,X,32,1)
CALL HOHAR(Z, ¥, 128, 1)
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1 a¢¥()
15560
13546
17576
17586
17396
1 4id
141
142
145D
1 4b 46
145560
L&

]. 4 / (‘.)
146
1496

1';,‘,)()()

18 J‘H’)
1550

154

1&H1é
14626
145
146
1LéEe
1 &b

NEXT Z
FE T LR
FOR T=1 TO 2
D=
CALL KEY(Z,J,kE)

AzA+ (J=8T) - (J= AH‘

A TAR SN EAREART 4 ) I AT
CALL HFHQR(“‘.) 32, 1)
CALL HOHAR(ZZ, A, 129, 1)
IF (3432 + (FR=1) THEN 139
FFe=
CALL SOUND (156, -5, @)
IF FR=1 THEN 1436
FOR NN=1 TQ &6
NEXT NN
GOTO 1599

FORCRL THEN 1486

r F\I L. HCHAR (21, E,. 128, 1)

HOTEO 1596

CAll. GCHAR((R,E, V)

CALL HOHAR(R+1 B, 32, 1)

CALL HCHAR (R, E. 1"’53‘ 12

Fe=l- 1

IF (R=0)+ {(R=F-4) =0 THEN 15460
Call, HOHAR (R, B, 32, 1)

=5 THEN 1596

MEXT T
RETURN
CAlL S0UND (1ae, 5275,
Call. HCHAR (P, M, 32, 1)
‘*) C=G0+ 021 -F)
F=8TRE (50)
J::'..;: 4
flm ] @
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1676 GOSUR 1710
1680 FR=6

14696 R=21

1700 GOTO 846

1716 FOR NN=1 TO LEN (A%

1720 CALL HCHAR (J, K+NN, ASC (SEGE (A%, NN, 1)
Y1)

1756 NEXT NN

1746 RETLRN

1750 DATA 1%,73,22,84,18,467,24,82, 16, 69,
17, 69, 10, 6%, 20,85, 17, 78,21, 78, 11, 74,19, 7
S, 14,785,2%,69,15, 32
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ASTORNIA

You are the administrator of a mining colony which has been
established on an asteroid named Astornia deep in the
asteroid belt. Your isolated colony survives by mining
valuable copper ore, now very rare on earth, and trading it for
food, oxygen and essential equipment.

You must manage the affairs of the colony so that it produces
enough ore to survive, but you must not waste your scarce
resources at the same time.

You will be given a computer printout telling you all the
information you need, including the state of your food stocks,
amount of oxygen on hand, and cost of maintaining the
colony per year. By mining the optimum amount of ore you
should be able to buy sufficient food and oxygen for your
colony to survive. Sometime during each year there may be a
rare raid by asteroid bandits.

Apart from the attacks by asteroid bandits, the game isn’t
based on random factors or chance. It willinvolve a great deal
of management skill to survive for any length of time. Each
time the game is run the price of copper ore, food units,
oxygen units and the annual maintenance cost will be
different.

The variables are set up in lines 100 to 220. GOSUB 750
displays the computer’s report. Lines 270 to 360 allow you to
mine the copper ore and then deduct certain amounts from
your capital and oxygen supply. Lines 390 to 530 allow you to
buy food, adding the food bought to the present stock and
subtracting the cost from your capital. Lines 560 to 640 allow
you to buy oxygen and tell you how many years the current
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stock will last for. Lines 660 to 740 subtract the annual main-
tenance from your capital, the food needs from your food
stocks and the oxygen needs from your oxygen supply. The
program then jumps back to line 240 where the next year
begins and the whole process starts again.

The program is ended one way or another by lines 1050 to
1330. The last section of the program, lines 1340 to 1710 is a
subroutine which decides what has attacked your colony and
what damage has been caused. The attackers can range from
a fleet of Syrian ships to Vyrilliex outworlders and as we!l as
stealing food, oxygen and money they will usually kill a few
Astornians.

19 RANDOMIZE

20 CALL CLEAR

TE PRINT TABMER) s "A S T
4@ FPRINT TAR () 5 Mee
S PRINT 2225

&G FOR NMN=1 TO goo

73 NEXT N

8o CALL SCREENMCC11)
e CALL SOUND (Séa, ~1,@)

106 YR=d

119 A%="THE COLONY HAS FERISHED"

126 Fl=80+TINT (RMD46)

1728 CA=INT(7X (739+RNDXEHD) /1+INT(RNDXZ) )
149 FCO=14+INT (RNDE7)

150 AC=Z+INT (RNDX)

14HE FD=20004+ INT (RNDX 506 )

170 OX=Z000-~-INT (RNDX16H6)

180 0C=1+INT (RND%7)

196 AF=ACX0CKk2-INT (RNDXQC)

200 R 26+ TNT (RMD®496)

219 FE=2+INT (RNDX5)

: OD=Z+TNT CRND®T)

CALL CLEAR

YHR==YR+1

FlE=FE+FE/ (Z+INT(RNDX18) ) ~FE/ (4+INT (R
MD*15))

37



260 BOSUE 750

T7® FPRINT ::TAB(T) 3 "COFFER ORE -~ HOW MAN

Y TONG"

T80 PRINT :TAE(4) 3 "WILL YOU MINE AND SEL

L7

290 FRINT 3 TAR (S

G OF"

99 PRINT :TAE(4) 3 "OXYGEN AND SELL FOR $
" GTRE (AF)

1o INFUT B

IF BkAC<=0X THEN 356

IEe FRINT :TAE(7)3"NOT ENOQUGH OXYGEN. "

4G GOTO 316

350 CA=CA+EXAF

T8 OX=0X-BKAC

70 CALL CLEAR

TEG GOSUB 7560

96 FRINT ::TAE(S); "FOOD COSTS $";8TRS (F
C)s" PER UNIT, "

466 PRINT :TAB(&) ; "EACH FERSON NEEDS";FE
416 PRINT :TAB(16) 3 "FOOD UNITS, "

4320 FRINT :TAR(S);"$";STRS (INT(FCKFE)) 3"
EACH, $"3STRS (INT (FOKFEXFR) ) 3" FOR"

470 FRINT :TAB(12) 3 "STATION. "

440 PRINT :"THIS WILL LAST"; INT (FD/ (FEXF
) )3 "YEARS WITH"

459 PRINT :TAE(4)3"THE FRESENT FOFULATIO
N,

460 PRINT :TAE(6) 3 "HOW MANY FOOD UNITS®
476 FRINT :TAB(9) 3 "WILL YOU BUY?"

480 INFUT C

496 IF CKFCo=Ca THEN S26

SoO PRINT :TAE(7);"NOT ENOQUGH MONEY. "
510 GOTO 486

520 FD=FD+C

50 CA=CA-CKFT

540 CALL CLEAR

550 GOSUB 750

566 FRINT 3 TAR(8) 3 "HOW MUCH OXYGEN®

5760 FRINT $TAE () § "WILL YOU BUY?"

) 3 "THEY USE UR"3ACE "UNIT
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589 FRINT

11

t"CURRENT STOCKS WILL LAST FOR

250 FRINT :TAR(Z) ; INT(OX/ (ODXFED) " YEAR

S5 WITH

f=y5la)
bHle
&9
HE0
&4
HSH
&£&H0
b7
&80
&HPD
76
71ie
avs]
7RG
749
75O
TEHO
77
786
796
BE
g19
826
e
S "
840
g8a6
86O
I-. ‘Y’ 1
g7
880
870

GO0

IF
IF
IF
IF
IF

THE FRESENT"

FRINT :TAB(1&) 3 "FOFULATION. "
INFUT
IF DXOC<=CA THEN &5@
FRINT
GOTO &1@
CALL.
IF RND< .8 THEN &8d
GOSUR
FD=FD-INT (FEXFK)
Ca=Ca-RF-Dx0OC
OX=0X+D~-0DXFE
CAL.L
CAl.L.
ALl
GOTO
FRINT
FRINT
FRINT

OX<
FD-
CA<
F

FE

FRINT

FRINT

IF

0x

FRINT

FRINT

IF

D

FRINT
LOwW,

IF

CA

21a PRINT

D
s TARCZ) 3 "NOT ENOUGH MONEY. "
CLEAR

1346

SOUND (2@, 230, 16)
SOUND (206, 240, 5)
SOUND (206, 256, &)
240
TAE(7) ; "COMFUTERS REFCRT. "
‘]"’:\B (: 7) : O, s s s i e s e sses O

ODXFE THEM 1059

FEXFE THEN 1690

1 THEN 113é

19 THEN 1170

#2@ THEM 8%5@

TAR(4) ;s "WARNING — FOFULATION I

:TAR(AL) s "NEARING EXTINCTION.
F2RODXFE THEN 886
:TAR (4) s "WARNING - OXYGEN SUFF

:TARB(IZ2) 3" IS LOW. "

*2XFEXFE THEN 200

:TAB (D) s "WARNING - FQOD STOCES
2009 THEN 920

P "WARNING ~ MONEY RUNNING LOW.
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oo PRINT :TAE(4); "THERE ARE"; INT (FK) 3 "F
EOPLE ON"
o FRINT :TAE(S); "ASTORNIA IN YEAR"; YR

40 FRINT :TARCE) 1 "MONEY CREDIT IS #"ib7T

(INT (080 )

FRINT :TAE(4): "ANNUAL MAINTENANCE "

P ETRS (RFD

566 PRINT :TAR(7) 3 "OXYGEN TANKE HOLD"

97e PRINT :TABCL1) 3 INT(OX) 3 "UNITS, "

vee FRINT :TAR(Z) 3 "OXYGEN COSTS "3 8TREL
Shrt PER CUNIT.Y

s PRINT :TAR(D) 3 "OXYGEN NEED FER FERE0

Nz 0

Lo FRINMT :TAE(4) 3 "FOOD STOCKS STAND AT

"IFD

110 FRINT ::TAE(9) ; "FRESS ANY HEY."

126 CALL KEY (3,%,Y)

1oTe IF Y=0 THEN 16020

1040 RETURN

1950 FRINT TAE(4) ;A%

1oos FRINT $TAECS) 1 "YOU RAN OUT OF OXYGE

M

1676 FRINT :TAB(11): "IN YEAR"; YR

1080 GOTO 1286

1950 FRINT TAB(4) ;4%

1100 FRINT @ "FOOD SUPFLIES WERE EXHAUSTE

1116 PRINT :TAE(11):"IN YEAR":YR

1120 GOTO 1286

L1760 PRINT TAE(4) ;A%

1146 FRINT $TAB(Z): "THE TREASURY FAN DRY
DUF ING"

1150 FRINT :TAE(13); "YEAR" ;YR

1166 GOTO 1286

1170 FRINT :TAE(Z);"YOUR FOFULATION HAS

FALLEN"

1186 FRINT :TAB(D);"TO "3;STRE (INT(Fk) ) 3"
DO YOU WANT TO"

1190 FRINT :TAE(3):"COMMIT SUICIDE FAINL

ESSLY ™"
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PEad PRINMT o TABE s "NOW (1) OFR AWAIT A 5
A Apoe
P18 FRINT s TABE) g "LINGERING DEATH (27

IMFUT &

Call. CLEAR

TF B2 THEM 1278

FRINT "I HOFE YOU HAVE CHOSEM WELL.

Dee GOTO 276
BOPRINT : TABC12) ; "GOODEYE,
) FOR F=1 TO 2
FOR N=6 TO S0 STER 1o
CALL SOUND (IOO-N/Z, 116+N, &)
NEXT N
NEXT F
B OGTOR
@ J=1+INT (RNDKS)
150 PRINT TAE (D) 1 "THE COLONY WAS ATTACK
D EY"
ThH PEINT : TAK(Z)
270 0N J GOTO 1386, 1406, 1420, 1440, 1468,

FRINT "& FLEET OF SYRIAM SHIFS,M
GOTO 150

FRINT "REMEGADE EARTHILLINGS."

1418 GOTO 1506

1426 FRINT "MARTIAMN SFACE FILOTS."

14Z0 GOTO 1500

a4 FRINT "VYRILLIEX OQUTWORLDERS."

1450 (OTO 1500

14460 FRINT "4 LONE SHIF, AFFARENTLY"
A7 PRINT  TARCE) 3 "UNDER ROBOT CONTROL..
t4as GOTO 1560

1498 PRINT "& FARRALEXTIAN ESCORT VESSEL™
G500 CALL SOUND (4aaa, 206, @, 202, 0)

19916 Z= 1+ INTOFE/ (2+INMT (RNDX15) ) )

1520 PRINT @ "THERE WERE";Z; "PEOFLE EILL
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18556 X=25@+INT (RNDX256)

1540 PRIMNT :TARS) s "$" 3 8TRE X)) 1" WORTH O
F DAMAGE"

1358 Y=1+INT (RNDXIZO0)

15460 W=1+INT (ENDXZ00)

13769 PRINT :TaB ) 3 "AND FOOD STOCES HAVE
FAaLLEN"

1586 FRINT :TARB(LIZ) 3 "BY"3;W

153796 FD=FD-W

1H@6 IF FDxo THEM 14629

161a FD=1+INT (RMD*560 )

1626 Fr=Fk-2Z

16356 OX=0x-Y

16460 IF OXx9 THEN 16460

1656 O¥=1+IMNT (RMD*50)

1660 CA=CH-X

1A76 FPRINT ::TAB(9) ; "FRESS ANY KEY."
1686 CALL EEY (Z,X,Y)

1670 IF Y=0 THEN 14686

1706 CALL CLEAR

1716 RETURN
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ROULETTE

At last you have the opportunity to play one of the traditional
casino games where you can gamble as much as you like and
not lose a penny of your life savings. Roulette uses a wheel
numbered from one to thirty-six plus zero and a table divided
into squares which are also marked with these numbers, used
for placing bets. The numbers are arranged in three rows of
twelve. Some are red numbers and some are black. The red
numbers are 1, 3, 5, 7, 9, 12, 14, 16, 18, 19, 21, 23, 25, 27, 30,
32, 34 and 36. The black numbers are 2, 4, 6, 8, 10, 11, 13, 15,
17, 20, 22, 24, 26, 28, 29, 31, 33 and 35.

When you run the program the computer will tell you how
many chips you have to play with. It will then ask you to place
your bet, followed by asking you how many chips you wish
to gamble. The wheel is then spun. When the wheel stops the
computer will tell you if you have won or lost. The game is over
when you lose all of your chips and creep away in disgrace.
However, if you are clever enough to win a fortune of 1000
chips (plus your original 100 chips) you’ll have broken the
bank.

You are able to bet on a wide variety of numbers and com-
binations of numbers. The key to placing your bets is:-
A - any single number (1 to 36)

B - two adjoining numbers

C - three numbers in a row

D - six numbers in adjoining rows

E - four numbers in a square

F - first twelve numbers (1 to 12)

G - second twelve numbers (13 to 24)

H - third twelve nhumbers (25 to 36)

I - numbers 1to 18
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J

K
L
M
N
O
P

9]
|

- numbers 19 to 36

- twelve numbers in a horizontal row
two adjacent rows

any red number

any black number

- any even number

- any odd number

to quit the game.

The computer will not allow you to bet more chips than you

have.

Lines
begin

You may enter Q to quit the game at any time.

30 to 200 provide the title and short display at the
ning of the game. Lines 260 to 410 input the required

information and call the desired routine using ON-GOSUB.

Lines
are to
jump
Thes

540 to 720 print the wheel on the screen and spinit. You
Id whether you have won or lost by lines 730 to 830 and a
is then made back to line 250 which lets you try again.
ub-routines (lines 890 to 2000) work out which numbers

you are betting on and set the payout odds.

L
i
R1%)
4
w1}

=1

7

(=12

L

162id
11
1226
13560
140
150
L&
17
1836

FANDOMI ZE

CALL. CHAR (128, "FAFFFAFFFFEFFFEF")
Call ClLEAR

SALL. SCREEMO1&)

FRINT TARM@) ;"R O U L E T T B
FOR N=1 TO 13

FRINT

MEXT N

Wil
W=27
FOR F=1 T0O 2
FOR MN=& TO & STEF .4

STMOR) +1 1

Y=1@XC0S MY +17
CALL HOHAR (Y, W, 52, 1)
CALL HCHAR (X, Y, 42, 1)
\VE D ¢
W=y
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MEXT M
NEXT =
=0HRS (1287
W§=” "
DIM B2
CH==1 86
Call. CLEAR
FRINT TAEB{(&) 3 "YOU HAVE" ; CHy "CHIFS, "
FRINT s TARCE) s "LADTES AND GENTLENMEN,

FRINT :TaARM4) s "PLEASE FLACE YOUR EET

CALL KEY (3, J,E)
IF (J<aS) +(J>81) <0 THEN 298

IF J=81 THEN 2616

) AmI-bd

FOR G=1 TO 24

D B G =99

NEXT @

FRINT =&

INFUT ™ HOW MANY CHIFS? ":CF
. IF CR:CH THEN 376

90 CH=CH-CF

400 FRINT 13

41ﬂ ON A GOSUR 396
30, 1290, 13560, 141@,,'f
1899, 1950

FRINT ::TAE(S) :"YOU HAVE BET ON THE"
FRIMT ¢ TAE(7) ; "FOLLOWING NUMBERS:
FRINT

FOR F=1 TO N

IF (F-1)/5< > INT({F=1) /5) THEN 48&
PRINT @ TARCD)

FRINT E(F);

IF P=N THEN S5io

FRINT ", ";

NEXT F

FOR N=1 TO &0

TH NEXT N

=40 PRINT ::TAE(Z):"%% THE WHEEL IS SFIN
NING k%"

LloBn, 11
L 1aD2e, 172
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S5O FRINT =

S6HD FRINT :TAB(L1E) 3263 72%3 2% 263 0$52%:17%;
%

7% FOR N=1 TO 3

G580 FRIMT TARBCL2) ; TH;WE; 246

S99 NEXT N

&Hd FRINT TAB(L2) 3253 2% 7% 2% 283 2%370%312
$

E1d FRIMNT =3

426 FOR N==1 T0O 5o

&G C=INT (RNDXZ7)

GAa4e X=INT(C/1é)

&59 CALL. HCHAR (18,17, X+48, 1)

b6 CALL. HCOHAR 18, 18, C-X¥1o+48, 1)

&79 CALL SOUND (Z2éd,-5,0)

686 FOR F=1 T0O MNx2

&9 NEXT F

7Too NEXT N

718 PRINT :TAR(4)3;"THE BALL HAS STOFFED
NIV

7E% FRINT :TAB(13);C

7IE0 E=1

749 IF B(E)=C THEN 79%

7E50 E=E+1

760 IF ECED THEN 740

770 FRINT :TAB(2) 3 "YOU HAVE LOST"

7860 GO0TO 8349

799 WI=INT (ODXCF)

goo FRINT :TAR(Z) 3 "CONGRATULATIONS, YOU
HAVE™"

B19 FRINT :TAR(D) ; "WON";WI;"CHIFS PLUS VY
ourR"

820 FRINT :TAER(8);"RBET OQF";CF;"CHIFPS"
836 CH=CH+WI+CF

g4% FOR N=1 TO &6

8360 MEXT N

869 IF CH=© THEN 2116

876 IF CH:116H60 THEM 2196

8839 GOTO 259

B9 INFUT " WHICH NUMBER? ":RB(1)
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Qad OD=325
719 N=1
Q20 RETURM

GG

INFUT M FIRST NUMBER?T ":E(1)

Q46 FPRINT

GEe
Q&G

INFUT " SECOND NMUMBERT ":EB(Z)

IF (ARS (B (L) =R C2) ) =1)+ (ARG (R (1) -~k D

yu=E) =@ THEN 94
g7é OD=17

gae

296

1o
1910
1626
1930
16946
LaGEe
JRGINY]
1676
1986
1996
1166
1110
1126
11736
1140
115
11é46
1170
1186
1196
1206
1216
1226
12726
1246
13256
1260
1276
1286

N=

RETURN

FRINT WHICH NUMEBER IN"
INFUT " LEFT COLUMN? "D
FOR E=% TO 2

B E+L) =D+E

NEXT E

D=11

N=7

FETURM

INFUT " FIRST NUMBER OF SIX? ":D
FOR E=e T0O 5

B(E+1)=D+E

MNEXT E

OD=5

M=é&

RETURN

INFUT " FIRST NUMBER IN SGUARE?T ":D

B =D
B(2)=D+1
B(E)=D-+3
B{4)=D+4

OD=1

N=4

RETURN

FOR E=1 TO 12
BE) =E

NEXT E

RETURN
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FOR E=1 TO 12
BOCED) =E 102
NEXT E
OD=3
N=172
FETLIRIN
FOR E=1 TO 12
EtOE) =B+ 24
NEXT E
QD=2
13590 N=132
140D RETURN
1416 FOR Es=1 TO 1
1426 B (E) =E
14360 NEXT E
LA40 OD=1
1450 N=18
1460 RETURN
1476 FOR E=1 TO 18
1486 B (E) =E+18
14960 NEXT E
LEOH (D=1
1516 Ne 16
15260 RETURN
G OFRINT " LOW NUMBER aT ENMD OF"
1540 INFUT " LINE? (1,2 OR 3 "D
15560 IF (D=1)+(D=2)+ (D=3) =0 THEN 1530
1560 FOR E=9 TO 11
1576 B(E+1)=D+EX3
1580 NEXT E
1596 OD=2
1668 N=172
1616 RETURN
16260 FRINT " LOW NUMEER AT END OF"
1630 INFUT " FIRST ROW? (1 OR 2) "D
1640 IF (D=1)+(D=2)=0 THEN 1&26
1650 FOR E=¢ TO 11
Lé&60 BIE+1) =D+3IKE
14676 B(E+13) =D+3KE+1
1680 NEXT E

-
s
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”:ﬂ”ll

D RESTORE

LTI OFOR E=1 TO 18
1/4” READ BOE:
75 NEXT E
1768 OD=1
1776 Nel6
1786 RETURRM
L79d RESTORE

fenl
LA

L8a =1 T L
18319 Z
el £

S FOR E=1 TO 18
lkﬂﬂ FEAD BOE:
tase NEXT E
18&e 0=
1837
188d R
Lage
1906
Teiey NEXT E
1928 0=

FEE Ne=18
1946 RETURMN
12956 FOR E=1 TO 35 STEF 2
1968 BOESL) A2y =E
MEXT E
QD=1
M=18
FETURN
Call. CLEAR
FRINT s TAB (43 "Y0OU &RE WITHDRAWING

IH OBTER Z

TENEE PRINT o TAB(S) s "THE GAME WITH";CH:"C
HIFS"
DEde FOR S=116 TO 1616 STER I
doGe CAlll SOUND (-5, 5, @, 5+20, a5
TEhG NEXT S
DET70 FOR S=1616 TO 118 STER —26é
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20860 CALL SOUND (-500, 5, &, 5+20, 81

Zgd NEXT 5

21led STOF

119 FOR N=1 TO 24

2100 PRINT "YOU HAVE RUN OUT OF CHIFSG...

130 CALL SOUND(-Z60, 11a9+RNDX 1o, @)
2146 NEXT N
156 FOR N=1 TO S

21460 CALL SOUND (-390, 1 1O+RNDE 1006, 6
176 NEXT N

Dige 5TOF

7190 FOR N=1 TO 10
2206 CALL SOUND (-3oe
721 FRINT TAER(S) 3 you"

2226 NEXT N

FOR N=1 TO 16

CALL SOUND (-Z06, 294, 0, 336, @)

; FEINT TAE(9) 3 "HAVE"

20460 NEXT N

7070 FOR N=1 TO 10

2280 CALL SOUND (-3Z00, 3356, 6, 549, 6)

2290 FRINT TAB(14); "BROKEN"

2E00 NEXT N

ZELO FOR N=1 TQ 10

2326 CALL SOUND (~300, 349, 0, 392, 0)

FRINT TAER(21);"THE"

NEXT N

FOR N=1 TO 1@

CALL SOUND (-300, 397, @, 446, 6)

"m0 PRINT TAE(25) 3 "BANK"

PIEG NEXT N

ZE9H STOF

4060 DATA 1,3,5,7.9,12,14,16,18,19,21, 23
V25,127,309, 32,34, 34

2410 DATA 2,4,6,8,10,11,13,15,17,20,22,2

o g s
) e Y W e iz
4, 34,28, 29,531,355, 38

), B, 0,294, @)
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AIR RAID

A squadron of enemy bombers are approaching the capital
and they will turn the buildings into rubble if you do not
intercept them soon. Sitting in the cockpit of your fighter you
must line the aircraft up in your sights and then watch them
explode when they are hit by your machine gun fire.

To pilot your fighter use keys S to bank left, D to bank right, U
to climb and N to dive. The machine gun will fire automatically
when the aircraft is dead in the centre of your sights. The
game may seem a little confusing at first as the enemy aircraft
moves left when you move right, up when you move down and
so on. It helps if you remember that the picture you are seeing
on the television screen is the actual view out of the cockpit
window.

You must shoot down as many enemy aircraft as you can
before the time runs out. The score attained for shooting an
aircraft down depends on the time it takes you to do it.
Obviously, the longer you take, the less points you score when
you destroy it. The game features on screen scoring and also
has a high score routine which keeps track of the highest
number of points scored in a single game.

Lines 10 to 380 initiate the game, display the title and set the
screen up. Lines 390 to 770 move the aircraft around the
screen and subtract 10 points from the score if the aircraft is
allowed to go off of the screen. Lines 780 to 1060 display the
machine gun fire and increase the score accordingly.
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2RO
40
TEQ
HI)

T
70

1)

RANDOMI ZE

CALL CHAR (128, "07868CFF 18306000 )
CaLL CLEAR

CAlL SCREEN (8)

CALL COLORCL, 8,8)

CAlL COLOR(Z,2, 1)

FOR N=3 TO 7

CALL COLOR(N, 14,1)

NEXT N

CALL COLOR(E, 2, 1)

CALL COLORCLR, 2,10

HI=6

At="ATR RAID"

CALL CLEAR

FOR N=1 TO 8

CALL HOHAR (11 ,N+12,47%, 1)
CALL VEHAR (&, N+12, 124, 5)
CALL VCHAR(12,N+12,124,5)
CALL SOUND (=56, 5, ©)
CALL SOUND (206, -5, 19)
CALL VOHAR (&, N+ 12,32, 5)
CALL VOHAR (12, N+12, 32, 5)

MEEXT N

FOR N=1 T0O 4@

MEXT M

FOR N=1 T0O 11

FRINT

CALL SOUND (-5é, -5, 8)
CAall S0UND (2eaé, -5, 1)
NEXT N

TI=9%

TJ==1 6

G=0

A$="GCORE=0 TIME=99  HI="%8TR$

“{' " "

FOR N=5 TO 32

CALL HCHAR (24, N, ASC (SEGS (A%, N-4, 1)),
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T NEXT N

I96 CALL HCHAR(12,146,91,1)

406 CALL HOHAR (12, 17,473, 1)

419 CALL HCHAR(1Z,18,93,1)

426 T=RND

470 CL=S-2K (24, 75) —6K(2<.5) — (2. 25)

449 CALL COLORCLI,CL, 1)

450 X=S5+INT (RNDX1&)

460 Y=a+INT (RND®22)

470 C=372

480 V=i

499 W=y

S5O TI=TI-1

510 Z$=GTH$(TI)%" "

500 Call. HCHAR (24, 22, ASC(SEGH (I%, 1, 1)), 1
)

510 CALL HCHAR (24,23, ASC(SEG$(Z2$,2,1)),1
3

540 CALL SOUNDC106, 1751, 6, 156, 9)

5560 [F TI=0 THEN 1086

560 CALL KEY(3,J,E)

570 A= (J=78) - (J=85)

580 B (J=68) - (J=87)

SO0 7=RND

HDH X=X+ (74, 4)~ (25, b6)+A

16 7=RND

20 Y=Y+ (Z7<.8)—(Z5.6)+R

630 IF (X<1)+(X322) <20 THEN 768
&40 IF (Y<I)+(Y:30) <20 THEN 766

650 CALL HCHAR (Y, W, C, 1)

t6O CALL GOHAR (X, Y,0)

&76 CALL HOHAR (X, Y, 126, 1)

£89 IF C=47 THEN 780

&9 GOTO 486

708 CALL HCHAR (V, W, 3%, 1)

7160 SC=8C-16

7320 SC=-G0K (G0 :0)

730 A%=STR$ (5C)&"

740 CALL HCHAR (24, 11,ASC(SEGS (A$,1,1)),1
)
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750 CALL HCHAR (24,17, ASC(SEG$(A%$,2,1)),1
)

760 CALL HCHAR (24,17, ASC (SEGS (A%$,3, 1)), 1
Y

770 GOTO 426

780 FOR N=22 TO 18 S§TEF -1

790 CALL HCHAR (N, 28-N,47,1)

06 CALL HOHAR (N, N+6, 92, 1)

E19 CALL SOUND (-59, -5, 0)

826 CALL SOUND (200, -5, 16)

gne NEXT N

840 FOR N=22 TO 18 STEF -1

g56 CALL HOHAR (N, 28-N, 32, 1)

860 CALL HCHAR (N-5, 33-N, 47, 1)

70 CALL HCHAR (N, N+&, 32, 1)

B8O CALL HCHAR (N-5,N+1,92, 1)

96 CALL SOUND (~S5@@, -5, T5-N)

GO NEXT N

¢1d FOR N=17 TO 13 STEF -1

926 CAall HCHAR (N, 28-N, 32, 1)

¢EG CALL HCHAR (N, N+&, 32, 1)

940 CALL SOUND (-306, -5, T5-N)

=6 NEXT N

960 FOR N=@ TO 30

76 CALL COLOR(1E,CL,1)

9860 CALL COLOR(LE,8,8)

%@ CALL SOUND (=506, -7,N)

1000 NEXT N

1916 SC=SC+ (160— (TI-TI))

1020 TI=TI

1930 A$=STR$(SCHL"

1940 CALL HCHAR (24,11, ASC (SEGS (A%, 1, 1)),
1)

1956 CALL HCHAR(24, 17, ASC (SEGS (A%, 2, 1)),
1)

1966 CALL HCHAR(Z4, 17, ASC (SEGS (A%, 3, 1)),
1)

1e76 GOTO 390

1086 A$="0UT OF TIME"

1990 CALL HCHAR(V,W,32,1)
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106 Call. HOHARCL2, 16, 32,750
116 FOR N=12 TO Z2
1 Call, HOHAR (1L, N, ABC ISEGS (A% N-11, 17

MEXT N
CalL CHIUP(IT.ll
CALL HOHAR (P, 11, 128 13)
CALL HCHA R-]j.]] .:a 1?)
CALL VOHAR (9, 19, 128,
CALL VCHAR (9 24,1bb,m)
FOR N=1 TO 36
CALL COLOR1IT, 11,110
CALL COLORCLE, 8,8
NEXT N
G FDR N=1 TO 14

FRINT
HONEXT N
IF SC<HI THEN 1286
HI=SC
FRINT TAE(1) : "ANOTHER GO 7"
PRINT 11
CalL KEY (3,d,E)
IF J=89 THEN 139
X IF J<3:78 THEN 1300
1EEO STOR
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DIGIT BRAIN

Digit Brain will test your skills of deduction. The computer
generates a four digit number using numbers from one to
nine. Zero is not used and no number can be used twice, so
numbers such as 7046 and 9922 will not occur.

The computer will ask you to guess the code. You are required
to enter a four digit number. The computer will consider your
guess and give you coded clues to its accuracy. Black means
you have correctly guessed a number and it is in the right
place. White means you have the number correct but in the
wrong place.

After you have had some practice at Digit Brain you may wish
to increase the difficulty to make it a little more challenging.
This is done quite simply by altering the number in line 540.
The number is always one more than the number of guesses
that you are allowed to have before the computer tells you the
correct code.

The four digit code is selected in lines 170 to 240. Lines 260 to
310 input your guess and splititupintosingle numbers. Lines
330 to 520 work out how many blacks and whites you have
scored.

1é RANDOMIZE

Do CALL CLEAR

T ALl SCREEN (8

4 AF="% DIGIT BRAIN %"
S0OFOR N=1 TO =

L FOR M=7 TO 173
JeFRINT VAR o) &

By NEXT ™

o FOR M=12 TO & STEF -1
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116

47 @

FRIMT TOE M) 3 A%
MEXT ™
MEZXT M
FOR MN=1 TO 1€
MEXT N
DIr &40, 804
C=1
@(]*ﬁ1+IHT(HND*?)
G2 =LA TNT CRMD%S)

) =i 1) THER 180

TF AL
GO =L INT CRINDE S
TF & 0= ol b+ O O s (20 1l 6 THEN

ALY =1+INT (RMDAS)
IF

-M(1)+1®ﬁ*ﬁ(2)+1®*ﬁ13?+Q(4)

Cald. CLEAR
FRINT =2 TEBECLE) ¢ "HEUESSY 3 C
INFUT X
BOLY=IMNT (X /16
B C2)s=TINT O (X1
BAOEYy=IMT O OX—14
BO4) ==y e ] (RIGIOE SN ]
2

KECL)) /106
BC1) —1GEKE (DY) /16
S RAUAE SERGER RS RUE SRR

!

IU! E=1 T0O <

IF ARy >BEYTHEN Z%6
NGRS

Py CED) =i

MEXT E

FOR F=1 TO 4

ITF S OF) =0 THEMN 4&6

FOR E=1 T0 4

TFOBOFY -0 ) THEN 456

(NEINE ]

MEDZT B

MEXT F

ALY =TNT (D16
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REVERSI

This game is based on an old board game popularin the latter
half of the last century.

Itis played on aneight by eight grid. The game begins with the
centre four locations of the grid being occupied by two of your
playing pieces (white) and two of the computers playing
pieces (light blue). Each player takes turns placing a piece on
the board adjacent to one of his opponent’s pieces. Any of
your opponent’s pieces between the piece you have just
placed, and another of your pieces are captured. They are left
on the board but they change colour and become yours. The
game ends when all the grid positions are occupied or when
neither player is able to move. The winner is the player with
the most pieces on the board.

At the beginning of the game the computer will ask you if you
wish to go first. To place a playing piece on the board enter its
required location starting with the number down the side of
the grid followed by the number along the bottom. If you
cannot move enter @ for the first number. The computer will
keep track of the score and will automatically replace
captured pieces with the opponent’s pieces. You will find that
your computer plays this game slowly but it will play very well.
In fact, you will find it very hard to beat.

Lines 620 to 940 contain the logic for the computer’'s moves.
Lines 1010 to 1250 control the player's moves. Lines 1280 to
1340 use CALL HCHAR to print up the grid pattern and keep it
in place during the course of the game. Lines 1420 to 1580
work out which pieces have been captured and change their
colour accordingly.
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Ui RANDOMI ZE

S Chlll CLEAR

i CALL CHAR(LES, "2CT7EFFFFFFFF7EZC" )
A4 CaHlL CHAROLZY, "ooe
S CALL CHAR G124, "ZC7EFFFFFFFF7EZC" )
GO AL CHAR CL44, "FFE7RERBE7TAFETREER )
Ty Call, CHAROLAS, "FRFFFFFFFFFFFFFFF™)
g Calll. SCREENT1L&D

Fey Call, COLORILIE, 16,50

tad Call COLOR (14, &, 20

tle Call COLOR LS, 2,10

126 FRINT TARCLD) s OHRS C1L44) 3 "EVERST Y
P28 FOR M=1 TO 12

148 FPRINT

1 CALL SOUND CLad, 250, 8)

1he MNEXT N

178 FOR N=1 TGO 4

186 Call COLOROLE, 16,20

17 FOR F=1 T0O 156

MEXT

Call COLOR LS, 2, 1)

FOR F==1 TO 15

MNEXT F

MEXT N

oz ]

DIM Ac1e, 160

FOR B=2Z 70 %

FOR C=2 TO %

AR, Cr=129

MEXT

MEXT H

S A Sl N
(5,50 =

L
Alb,b) =108
ACS,6) =176
Alb,5) =136
Call CLEAR
FRINT TAE(4):"DO YOU WISH TO GO FIRS

FRINT 1
Call EEY (5, EY , EED
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SDE@
550
& DD

&1L

26 e

&b
&7
HE@

&SP

CALL. HCHAR(LE

IF (EY=78)+ {(kKy=89) =0 THEN
CaLL CLEAR
FRINT TAE(12);"1 HAVE 2"

RG]

FRINT :TaR oLl "YOu HAVE 20

FOR N=1 TO 5
FRINT

NEXT N

CALL HOHAR (3, 175, 145, 16)
DALL HOHAR (12, 173, 145, 160
CALL VCHAR (4,17, 145, 8)
Call. VOHAR (4, 22, 145, 8)
FOR N=1 TO &
CALL HOHAR O3

-

.

+N, 12, N+48, 1)
L LT3N, N+4E, 1)

MNEXT N

LOSUE 12469

IF EY=8%9 THEN leZo
CALL SOUNMD (Zaa, 1324
Ak== MY MOVE "
GOSUE 1820

G= 128

T=1%&

FOR E=2 4
FOR C=32 TO 2
IF A{B, )1
Q=

FOR D=-1 TO 1
FOR E=-1 T0O 1
=)

Fam R

20 THEN 93

L x}

IF AF+D, G+E)Y < 21268 THEN 77¢

sk |
FasF+D
Gl

GOTO Tz

IF AF+D, G+ED < 136 THEN 7%¢

==+
NEXT &
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Hod

ELaT
55

192 H
116

L5
L&
Ly 7
1986
L5
114
L11eé
11L2e
1136
1146

MEXT D
TF iRy A (R ) (Ol o+ (O =i THEN 873

GGk
IF  (B=3)+ (B=8)+ (C=3) +(C=8) =0 THEN 85

Gi=0)/ 2
IF C(B=2)+ (B=%) < @)+ { (T=3)+ (C=8) =)
THEM 87a

D C=C7 2

IF  CiB=20 4+ (R=i2) 0 @) + 0 (T + (D00 i)

B2 THEN 896

el

O=0/2
TF (G H) + (B + CCRND » L 5) + (Dsh ) =) <

pOTHEM 2730

H=0

M=z

N=(

MEXT ©

NEXT E

IF  (H=@) + (F=0)=-3 THEN 1590
IF H=@ THEN 1616

CALL HECHAR (24, 16,M+47, 1)
CALL HOHAR

(24, 17 N+4AT, 1)
GOSUE 1476

GOSUE 1266

CALL SOUND(Zoo, 156, 0)
A= "YOUR MOVE"

GOSUE 1820

CALL KEY (3, Y, KED

IF (EY<48) + (KY56) <60 THEN 1040
CALL SOUND (166, 466, &)
CALL HCHAR (24, 16,EY, 1)
IF EY<>48 THEN 1116
R==6)

GOTO 576

Re=1

Mazks Y =47

CALL KEY (3, KY, KE)

IF KR 0 THEN 11356
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Calll EEY O3, EY , EERD

IF O ORY49) + (Y 2060 50 THEN 1156
Cirlole DOUND (166, H9a, @)

Calle HOHAR CE4, 17 Y, 1

Ne=k Y - 47

IF AaM,ND < =12% THEN 1ol

H=13E0

20 T=128

17580
1390
12

1 4heped
1

1416
1484
1472560
1446
1450
L4 daeh
147
148
1496
1500

BOSUE 142
GOSUE 17260

GOTD =7

G

M=

FOR B=32 TO 9
FOR D=2 TOD 3
CALL HOHAR (B+2,D+12,8(E, D), 1)
Ol (A (B, D) =1356)
H=H- (A (E, D) =128)
NEXT D

NEXT B

Fm=nTRE (O) @

Coll, HECHAR (L&, 21, ABCISERS (A%, 1, 100,

CALL HCHAR (16,27, ASC(SEGS (A%, 2, 1)),

SE=CTRS (H) & "

CAall. HOHAR (18, 22, ABC(BEGS (A%, 1,10) .,

CALL HOHSR (L8, 22, A5C(SEGS (A%, 2, 11,

RETURN

FOR C=-1 TO 1

FOR D=-1 TO 1

==

Z=

IF AF+C, G+D) <=6 THEN 1566
=+

G=G+D

GHOTO 1466

IF AF+C, G+ T THEN 1549
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AR, GY=T

IF  M=F)+ (N=G) =2 THEN 1S54
| HEO FeF -

1548 G=0G-0

556 GOT0 1516

1566 NEXT D

1578 NEXT C

1580 RETURN

1596 (C=0
1&ded Ha==id
1aH1e FOR RB=
HEG FOR Ds

L L R SN 3¢

154“ He=H - (& (B, D‘”l'%)

165 NEXT D

1&H6G NEXT B

1 é) 7 4-5 CAal.ll. CLEAR

FOR F=11& TO 216 STER 5

Call. S0UND (406, F, &)

MNEXT F

IF M= THEN 177

IF H>C THEN 1758

FRIMT TAB L) s "D WOM: "3 CiH

GOTO 1768

FRINT TAR) s "YOU WOM: "3 H; C

GOTO 178

FRINT TABSY 3 "IT IS5 & DRAW:"3C3H
FOR M=1 TDO 5

FRINT

MEXT M
STOF

CALL HOHAR(ZZ
Call HOHAR 2
FOR E=1 TO 9

183536 CALL HIHAR (22, 12+0, ASC(5EGS (A%, 0,

) . 1)
1866 NEXT Q
1876 RETURN
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SPACE SURVIVAL

An astronaut is missing on a space walk. You have been sent
into orbit in the shuttle to find and rescue him. Mission control
has narrowed his location down to an eight by eight kilometre
cube of space. You mustsearch this area of space and find the
astronaut before his air runs out. You have just ten hours to
find him.

The computer-controlled radar on board the shuttle will help
you find him. Unfortunately the computer has been pro-
grammed in a hurry. The best it candoforyouistotell youthe
general direction of the lost astronaut along the three axes of
travel.

The computer will ask you which area of the cube you wish to
search. Enter three numbers from one to eight in turn. The
computer will look at this area and tell you that you have found
the astronaut or it will give you clues to help you look again.

Lines 220 to 310 accept your co-ordinates (D,E,F) and then
line 340 checks these against the location of the astronaut
(A,B,C). If they are notthe same lines 370 to 490 see where the
astronautisin relation to you and provide the clues. Variable J
counts the number of turns and keeps track of the astronaut’s
oxygen supply by using a loop.

Lé RANDOMI ZE

20 CALL CLEAR

T CALL SCREEN(10)

4% PRINT TAE(9) 1 "SPGCE SURYIVAL "
S FRINT

GO CALL SOUND (1000, 122, 6)

7 FOR N=1 TO &0
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B NEXT M

T CALL -HUHD--U“ 1756, )

Lo FRINT @ TaRoE ;”"'z"[il'\J HEWVE L@ HOURS TO
Finb"

Pied PRINT : TABRC4) 3 "AN ASTRONAUT LOST IM

29 FPRINT «TAR (2" KILOMETRE CUBE OF =
PGCE.“

A 1+IMNT (RNDKE)

146 =4+ TMT (RNDXE)

19 C=1+INT (RND¥E)

i FRINT &

FOR MNe==1 TO 18

MEXT M

FOF J=1 TOQ 1@

CAall. S0UND (Zaa, 140, )

CALL CLEAR

FRINT "WHERE OO vyOU WISH T0O SESRCH?M
FRINT :TaRdE) "y CO-0RDINASTE. "
INFUT D

IF D1y + (D=8 =8 THEM Z49

FRIMT s TARBE) oY CO-0RDINATE.

INFUT E

IF (E<1Ly+(E %lﬂ*& 1HFN 27

FRINT s TaBE) "2 CO-0RDINATE.

TNFUT F

IF (FC1y+ FHa)y =8 THEN Zod

CAall ClEAakR

CALL SOUND (Zod, 2od, o)

IF (QmD)+€H-I\+i(- OTHERM &4

FRINT TAE(&;;”A&TFDHAUT MOT THERE.
FRINT s TaR 3y "HOURS OF ATR REMAININ
1]

FRIMT 22 TABCLZ)Y g "MOVE "

80 IF AFD THEN 420

Ime IF A=D THEN 4728
4o FRINT s TARCLES) ; "U-n

416 GOTO 4736

420 FRINT « TARBCLA) 3 "DOWM "

476 TF B=E THEN 456
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446 PRINT $TAR LS "ACROBE"

4%g IF COF THEM 4%

A4he TF C=F THEM S3od

476 PRINT :TAR1Z) 3 "FORWARDSZ

489 GOTD S

45 FRINT :TAB(11) 5 "BACEWARDS"

Soe IR J0% THENM 5Ze

510 FRINT 1 TAR(D) 3 "DANGER. . . ABTRONAUTES
DF(]H”

b OFRINT :TABOLL) 3 " IMMIMENT. "

B FOR N=1 T0O 8o

O MEXT M

h NEXT J

S6HH CALL CLEAR

S79 FRINT TaRO7)s"YOU HAVE FAILED!D!"
S80 FRINT :TARBCE) s "ABTRONAUT OUT OF alR.

SO FRINT :TAB(8): "HE WAS AT ;A1 B:C
H@6 FOR N==1 TiO 8od

&1le MEXT WM

e CALL SOUND C1éad, 118,89, 128,89

Ze STOF

4@ FOR N=1 T 3

HEG FOR S=11a T0O 51 STER 2o

659D CALL SOUND (—4ad, 5,8, 6E0-5,8)

MEXT &

MEXT N

FRINT TARBCT) s "YOU HAVE FOUND THE"
FoO@ PRINT :TAR 7)) "ASTRONAUT . HE HAD"
FRINT :TAR(&H) 5 18-T3 "HOURS OF AIR LEF

FOR N=1 T0O 86
MEXT M
STAF
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CUBIK’S RUBE

Thisis a puzzle in which there is a four by four grid made up of
sixteen coloured blocks. The completed puzzle should have
four of the same colour blocks in each corner of the grid. This
ishow it is displayed at the beginning of the game but you are
then asked to wait while the computer shuffles the blocks
about.

A prompt will then appear asking you which line you wish to
move. Entering a number from one to four will cause the
relevant vertical line to scroll one space downwards. The
block that goes off of the bottom of the grid will reappear at the
top. Similarly, entering a number from five to eight will cause
the relevant horizontal line to scroll one space to the right with
the rightmost block reappearing on the left.

Although the computer only makes twelve random moves of
the cube to shuffle it, lines 950 to 990, you will probably have
to make many times more moves than thisto getit back again.
When you think you have solved the puzzle press S and the
computer will check it for you. If the puzzle is incorrect you
will be told so and you will have to carry on shuffling the
blocks until you get it right. This puzzle is very challenging
and you may become frustrated at first but if you keep trying
you will soon get the hang of it.

Lines 490 to 900 set up the screen and tell you the correct
position for each colour on the grid. Lines 1050 to 1240 ask
you which line you wish to move, call the subroutine at lines
2000 to 2140 which scrollsthe relevant line, check to see if you
have pressed key S and increment the number of moves you
have had so far (variable MV).
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1) RANDOMI
20 CALL.
ey CALL SCRE
4 Call COLORGZ, 13, 1723

S Calll. COLOR(1a,5,5)

&A@ Call. COLORCLL 1@, 1a)

7y Al COLOR1Z, 14, 149

Be Call COLDROLE, &, 1)

g CAall. CHARLZE, "FFY99SFFFFY999FF"™)
Lae CalL.
Lia CALL
LEe Dall

1Ee

FORS M==1 70 27

176 READ D,E,C
186 CALL HOHAR D, B, 128, 0)
156 NEXT N

2O6 FOR N=1 TO 21

19 READ D,E.C

CaLL VEHAR (D, B, 128,00
) NEXT N

FOR M1 TO &

FOR N=Z TO 14

Call COLORCLI N, 1)
CALL SOLUND (108, MY 1OO+NK 16, &)
MEXT N

NEXT M

Call COLOROLTE, &, 10

MY =26

DIM A4, 47

FOR ¥=1 TO 2

FOR =1 TO 2
ALY, Y) =94

MEXT ¥

78 FOR Y=3 TO 4

TEG AOX,Y)=117

TGH NEXT Y

406 NEXT ¥
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495 FOR X=3 TO 4
FOR Y=1 TO 2

B, Yy=194

NEXT ¥

FOR Y=2 TO 4

ALY, Yy =102

MEXT ¥

MEXT X

CaLL. CLEAR

FOR X=1 T0 4

FOR ¥Y=1 TO 4

CAll. HOHAF (84X, 18+Y, 6 (X, Y],
MEXT v

MEXT X

FOR N=5 TO 7

MEXT BN
FOR M=12 TO 14
CALL VOHAR (N-&, N, 131, 3

MEXT BN

G FOR N=4% T0O 52

A4e ALl HOHAR B, N3, M, 12
&350 MEXT N

déHO FOR MN=5Z% TO 54

&7a CALL HCHAR (N-44, 26, N, 1}
GHEONEXT M

9 AF="CUBIES RUBED

Fo@ J==1

Fia k=11

20 GOSUR 1256

7ED Ag="PFRESS 5 WHEN PUZZLE S0OL
TAG T

TEE p=d

ThHim HOSUE 1250

T AF="COLORS ARE: TOF LEFT
Gé)

7e J=17

TR ==

70

13

CAll HOHAR (N, N+8, 129, 20-NE)
Call HOHAR N+, Zo-N, 150, N¥Z-4)

(EENE
CAlL VOHAR (Zdé-N, N+W LEE, NP

18)

l\!lED "

"ECHRE



Eid GOSUER 12560
Blo A% ‘"“T!]l:’ ST GHT "ECHR® (L 1ED

LB 12560
G="ROTTOM LEFT "LOHRS C1od)
B J=15
I 1250
”E!l"l TTOM RIGHT "&OCHRS (1E)

WaIT

FOR M=1 TO 1?
Z=1+INT (RNDKS
- QHHNHLJHH L1G+Z RS0, 6

586 G
99G NEXT M

Loan As="MOVES = @ REGT = "&5TRS (BS)
g
116
LORE |=E
1eI0 GOSUE 1750
1046 CALL HOHAR (22, 12,32, 11)
1056 A$="WHICH LINE 7"

LO&H J=0
1A7H K=10
1086 GOSUR 1250

1990 CALL KEY (3, Z,E)

1106 IF 7=87% THEN 1126

1110 IF (Z< Zr56) <30 THEN 1690
1126 CAlLL HLHHP(‘_ 24,7, 1)

1136 IF 7383 THEN 114u
1146 GEOTO L3576

{150 Z=7-48

11660 CALL SOUND (256, 1 16+7 K50, 0)
1176 My=My-+1 '

A
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HEHSE:

-

e ) ]
(22,824,752, 1)

o

: lTrr '_.
FOR T LER (a0
T HL-HA ”J oAb, ASCISERF (AT, N, L),

MEYT N
RETLIRN
DETA

7

T, 10,9, 5, T, 14,7, 6, ]

-~
"n»--n]( ."gf'-

) DATA _
L RE 2, 6,50 1n ?H,T
17016 DATA 4,;;,1, I,
Q1,2 10, 1,22,14

R i LN PR

DHTH

L 1.8,768,1,4,25,1

L15,9,7,18,9,7,19

7, 2, 15,7

DHTH I
A N I

13,8, 4,

DATA 6,3,22,.8,6,2%,0,9.05,2,4,27.2,
LI, 14,8,7, 14
DATE 11,2,21,11,2,15,13, 7,15, 16,7, 1
3,8,16,21,2,19

DATA 21,3,15,7%,8

A= CHECK TNG "

J=00

R
o e "
R (]

G CaALL HOHAR(ZEZ, 11,32, 15)
1410 GO0SUER 1250
14"“" CaLl SOUND (Soa, 131,68, 262, 6,525, 8)
=1,
1444 FOR ¥X=1 70 4
1450 FOR Y=1 T0O 4
1460 CAlLL GCHAR(8+X, 15+Y, D
1476 IF Q=a0x,Y)T HEM 1498
1486 Ck=
149 NEXT Y
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15506

1T

1446
14650
14640
1676
14686
14630
178

1746
1750
1760
1776
17686
| o
1 Bo6

18726
184a
18356
186
18376
1886
18396

NEXT X
IF Cl=1 THEN 1646
Ag="INCORRECT, TRY AGAIN®

CALLL HOHAR (22, 14,32, 8)
GHOSUR 1256

FOR M=1 TDO 4

FOR NM=11e& TO 1346 STEF 4é&4
Calll SO0UNMD (596, M, @)

MNEXT N

MEXT M

ALl HOHAR C22, 8,52, 200
GOTO 16F
Call CliEAR
AF="CORRECT"

R

S

HOSUR 1256

Ae="WELL DONE, YOQU DID"
J=f

b 63

GOSUER 1250

AF="TT IN "&S5TRE MY E" MOVESY
NECD )

p= 1 @

GOSUER 125

IF MY -BRS THEN 184

A="THAT IS5 THE RBEST S0 Far"
J=14

b=

LOSUE 1258

FG==My

GOTO 192

AG=TRUTOTT HAS BEEN DONE"
J=14

b=

GOSUR 1256

AH="TIN "RETR& (RE) LY MOVES! ™"
J=16
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Bzl

GOSUE 1256¢

CAaLll. EEY (S, J,ED

IF J<:32 THEN 1548
Calll CLEAR

GOTD 156

IF Z-4 THEN Z63a

Call, GUHAR(1Z2,15+Z2, 0D
FOR N=11 T0 9 S9TEF -1
Chall. GUHAR (M, 15+Z,F}
CALL HOHAR (N1, 15+Z,F, 1)
NEXT N

CALL HCHAR (2, 19+Z2,0, 1)
RETURN

2080 CALL GCHAR 4+Z, 19,0
o9 FOR N=18 TO 14 STEF ~1
21éea CALL GCHAR (447 M, F)
D11 CALL HOHAR(4+Z  N+1,F, 13
MEXT N

Calll HCHAR (4+Z2, 14,0, 13
RETLIRR
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LIFE SIMULATION

This program simulates the life cycle of an isolated colony of
single celled organisms. Although the cells are simple
creatures they have evolved a highly organised society
governed by a strict set of laws. These laws control the birth,
growth and death of the cells from one generation to the next.

It is possible for a cellin the interior of the colony to have up to
eight neighbours. A cell in an outside wall can have five
neighbours and a corner cell three neighbours. The laws state
that a cell with two or three neighbours will survive to the next
generation. A new cell will be born into an empty space if that
space has three cells adjoining it. Any cell with four or more
neighbours will die from over-population due to the competi-
tion for food and living space. A cell with no neighbours will
die of loneliness.

At the start of the game you must create the first generation by
placing cells anywhere you wish on the grid. Itisa 10 by 10
grid and there willbe a cursorin the top left hand corner. If you
press A a cell will appear where the cursor was and the cursor
will move one space to the right. If you press the space bar the
cursor will move but it will not place a cell in its previous
position. Continue to do this for the rest of the grid. When the
cursor reaches the right hand edge of the grid it will move
down a line and reappear on the left. After the cursor has
covered all ten rows of the grid it will disappear. You will then
have to wait some time while the computer uses the laws to
create the next generation. It will then be displayed on the
screen. The computer will continue to create generation after
generation until you press CLEAR. You may then run the
program again if you wish to try a new pattern of cells. The
idea for the program comes from John Conway’s LIFE.
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Gz
CALL CHAR (128,
CALL CHARO1L29,
CALL CLEAR
DIM ML, 12 ,NO12, 1)

FRIMT TAE(12) ; "GENERATION &
70 FRINT

£¢ GOSUE 419

96 =17

"FFFFFFFFFFFFFFEF ")
S 99900000E | FE

1 Z=17%

110 CALL HOHAR (K, 7,62, 1)
120 CAll LLHLH,JJJJ:
;
1

1me IF (J=T00 4+ (=65 =0 THEM 126
4o IF J= THEN 196

150 CALL HCHAR (K, 7, 129, 1)

146 MK=16, Z-11) =1

176 ME-16, 2-11)=1

180 GOTO 2o

190 CALL HOHAR (K, 2, 196, 1)

/-6-1

THEMN 11@

TF k=22 THEN 266

GOTO 11d

==l 1

FOFR k=% TO 11

FOR Z=2 70 11

: C=Mk~1,12 —1 YAM AL, 2y MR-, 210

Zee C=C0AM ok, Z-1)+M Ok, 24+ 1)

1 C=0+M Ok +] s L1 +M H 1,2y +M K+, 2410
Zae IF MR, 2@ ) e (0= =20 Ed THER Z4

MK, Z) =0

IF (MK, Z)=1)+ (00 =30 < 20 THEN Sao
Mk, Z) =1

NEXT 7

NEXT K

PRINT :TAR(10): "GENERATION" 1 G
GOSUE 416

GOTO 2&9
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A1 FOR Rl TO 12
Y FRINT s TAB(1E)
FOR Z=1 TO 12
L2 LI
BOTF MOk, Z) =1 THEN 480
FRINT CHRS (1280
GOTO 456
FRIMT CHRS (129)
NEXT
= NEXT K
510 FRINT
FINT
ST R TR

The following printouts give a graphic illustration of the
development of one colony over ten generations. You can see
how the colony gradually splits into two separate groups,
which become quite distinct by the 2nd generation. Then,
from generation 3to generation 4 the lower group dies out and
after this the remaining group expands and forms quite a
stable pattern. You can experiment with different patterns and
see which ones remain unchanged for an infinite number of
generations, such as four cellsin asquare, and which ones die
out after only a short time, such as a few isolated cells.

GEMERATION © GEMNERATION 1
0o 0o
00 oo O
o o 0O 0o
0o 0O
o 00
g 0o0o
o 8] oa
oo 0O O 00
o 00
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GENERATION 2 GEMERATION 3

0
000 Qo
0 0D O
oo 00 O
0o O oo
00 0
0 ]
0o O
GENERATION 4 GEMERATION S
00 o0
000 0o O
0O O 0o O
0 O o
ono oo
o
Qo
GENERATION & GEMERATION 7
0 00
0 00 oo O
00 0o 00
o 0 8]
000 0O 0O
0o 0O 0
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GEMERATION 8 GENERATION 9

ooo oo0
0o 0 0o o
0 0
o0 o
000 0o O
o o

The following program is an adaptation of the first and it
outputs all of the information to a printer, if you have one
attached, rather than the screen. The grid size has been
enlarged to 15 by 25 to print out a bigger colony and also the
first generation of cells is created randomly by the computer.
The program is very slow but it does make a nice demonstra-
tion program for a printer.

In order to output information to the printer a file must be
opened using the OPEN command as in line 10. If your printer
is attached to the computer viaan RS232 interface change line
10 to, OPEN #1:*RS232” otherwise the computer will give you
and I/0 ERROR. When you want to terminate the program
press any key. This closes the file, line 300, and executes a
STOP statement.

After the program listing there is a sample printout of this
version of the program.

1@ OFEN #1:"FIO™
2@ RANDOMI ZE
F@ ODIM MOL7 27y ,MO1T, 270

4 (=0
50 FOR E=2 T0O 1é
guy FOR Z=32 T0O Zé&

7o IF RND:.2 THEN 96

B Nk, =1

9o NEXT I

190 NEXT K

116 FRINT #1:" GENERATION &
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G ( r~1.1—1w+wu
DM R, T 1) R
DM kL,
IF (MK, 2)=@) + (0=

M, 23 =0
IF (MK, Z
NGk, Z) =1
NEXT 7

i . HLe
& FPRINT #1:

GOGLIE
2 CALL. FE
A T JJ i

RT3
THER 1758

=1 TO 26
MK, Z) =Nk, 7)

IF Mk, 2)=1 THEN
FRINT #1:"
GOTO 4o

Sm FRINT #1007

Vg NEXT 7

NEXT K

FRINT #1gv @

a0 OFRINT 41 o

449 FRETLIFN
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GEMERATION o

O 000 o 0o 0O
a ooo 0 0
O o 00 00 00
o 0 0
0] O 00 0O 0 000
0 oo 00 o 0 0 00
0 oo o 0O
000 0 0O 0O
0 aoo
0o o Qo0 a 00
0 agoo 0 0o o
0 oo oo o
oag 0O O 0
ao o o O a
o o O oo O oo oO
GEMERATION 1
00 4o
00 O Qoo
00000 00
00 oo ooo O
00 00 040 0O o Od
a 0 0ooo ooo 00
0 o000 000 O 000
0o o O
o 8] 0000
000 0 0 (I oo
o0 000 o gog o
Qoo 000 0O a 0O
0 O 0

000 00 o0 oo o a
000 0o
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SLIMY SLITHER SUPPLIES

This program demonstrates just how effectively your com-
puter can handle simulation information, manipulating it
according to ground rules laid down by the programmer. It
allows you to experience the excitement and despair of
running a factory in a harsh economic environment.

The computer will provide you with a weekly balance sheet.
This will contain all the information you require, such as the
current week of trading, capital on hand, stock on hand, the
current selling price of your product, the current cost of
production and the strength of your work force and its
production potential. By the way, the product that you are
selling is slimy slithers which are merely trick toys.

You must keep a close watch on the amount of capital you
have on hand as compared to your production costs and
wages bill. This may be the key to your success or failure as a
factory manager. The computer will give you the opportunity
to hire or fire staff. However, you may find that the workers
have a strong union if you try to fire too many of them.

You will be able to set production targets (within the limits of
your available capital and the ability of your workers). Then
you must wait for your sales figures. At various times you will
have to cope with union demands for increased wages,
suppliers putting up the price of raw materials and the occa-
sional disaster. There will be opportunities toraise the price of
your slimy slithers but you must be careful. Do not price them
right out of the market place. The object of the game is to
avoid the shame of bankruptcy and hopefully, to make a
million dollars. The program listing is quite long but playing it
will reward the patience required to key it in.
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All of the variables used in the program are set up in lines 260
to 350. The main loop from lines 360 to 460 calls the various
subroutines in turn that make up the program. GOSUB 1370
provides the printout of the factory’s status. GOSUB 1880
controls the hiring and firing of staff, plus any union reaction
to firing staff. GOSUB 1620 controls the manufacture of your
product. It allows you to set a production target and tells you
the production results. GOSUB 1150 is your sales team. It
provides the good news or the bad news about the current
week’s sales. The sales figures can include slimy slithers from
your warehouse as well as the current week’s production.
Any unsold slimy slithers are automatically placed in storage.
GOSUB 470 controls the “unpredictables”. This includes
events such as union demands for pay increases, rising
production costs and the occasional warehouse fire.

19 RANDOMIZE

ey CALL CLEAR

Ee Call SCREEN 2D

FRINT TAR{E) : "SLIMY SLITHER SUFFLIES®
FOR N=1 T0O 12

L) FRINT
H NEXT N
80 FOR M=1 TO 5
OFC Nl TO 2
CALL SCREEN (18-NkZ)
FOR F=5 T0O §
CALL COLOR(F, 1Z+NKZ, 1)

MEXT F

CALL. SOUND (Zad, —N, &)
FOR L=1 T0 1o
NEXT L

MEEXT RN

NEXT ™

FOR N==1 TO 3

Cabl COLOR M, 1é&, 12
MEEXT M

CaLl COLORL2, 14, 1)
FOR N=1 T0O o
NEXT N
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256 REM O ¥ ’M/nl\] HLfl l-'Fi* #
D& S

ST BT=1004+INT I:I\.Il.)-* D
Z 5 Ta+TRNT CRNDXS)

A TNT CRMDEE D
IF CTx5F THEM 26d
W=7+ TNT CRIMD® Lo
WG L2 THT CRMD RSP RS
- S INT CRND %S

]

L

=1

M OKKMATN LOCE % X
Wk == bl 1

GOSUE 1370

GOSUE 1860

GOSUE ;

GOSLE
GBOSLE
b CAECE-TNT CWEEWE )

IF CA+ST<1 THEN 2078

IF CA+8T 999999 THEN 221

GOTO =79

REM  #¥UNPREDICTABLES K

IF RND<. 45 THEN 5389

A=INT (RND®16) +1

CALL SOUND (S0@, 11a,6, 117, 9)

FRINT ::TAE(E) ; "UNIONS DEMAND @
FRINT :TAB(8) ;STRE(A) ;"% PAY INCREAS

WE=INT ( 1@OK (WGE+AKWG/ 16@) ) / 160
FRINT :TAE ) ; "FAY PER EMPLOYVEE"
FRINT :TAE(S);"I15 NOW $";5TRS (WE)
FOR N=1 TO 806

) NEXT N

IF RND<. 85 THEN 75

590 CALL SOUND (500, -7,@)

GOH FRINT ::TAE4) ; "WAREHOUSE FIRE DESTFE
Cl /[' i

£19 FRINT :TAE(S);"SOME OF YOUR STOCK...

"
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28 FRINT :TAB(Z) 3 "STANDEY FOR DAMAGE RE
FORT: "

e FOR N=1 T0O &6

i NEXT M

EEE A=INT (RNDXST /21 +1

hEd 5T=5T-G

79 PRINT :TABZ) 3 "TOTAL STOCK DESTROYED
WG

89 FRINT TAB(S) Ay "S5LIMY SLITHERS WORT
Y

578 PRINT sTABOLE) 3" s 5THE (AKSF) 3 " RETAH
Lo

7 FOR M=1 T0O Fdéd

71é NEXT M

FRIMT :TaB(4) ; "STOCE ON HAND IS NOW"

FOR N=1 T0O &o6

MEXT M

IF RND=.23 THEN 278

Call. SOUND (596, 154,60, ~5,0)

7H OPRINT s TABR{T) 3 "SUPFLIER ANMOUMCES"
THO FRINT : TAR4) s "DRAMATIC PRICE RISE !
Pan

7O OFOR N=1 TO D66

B8O MNEXT N

E1¢ A=, 03+ INT (RNDXLOGXUT /&) /100

B2o A%=5TRS (A

BEZG IF Ax=1 THEN 85

840 AE="0"R0%

g5 IF A/ 14FINTA/ LY THEN 878

BaHO A%=0mien

E79 FPRINT :TAB(4): "THE COST OF MARING EA
oMY

g9 FPRINT :TAB(Z) 3 "SLIMY SLITHER HAS GON
oL

896 FRINT sTAB(9); "BY $":&%3" EACH. M

Qoo FOR N=1 T0 Zoo

i NEXT N

QRO CT=0T+A

FE@ PRINT :TAB(S) 3 "IT NOW COSTS $"3; STR$(
CTys™ TO"
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S 46
Q56
T éad
Q76
S0
QU6
ITy™"
1 e

1u4v
1656
18 &G
176
1eae
196
1166
ELLY
1116
1128
11726
114e
1156
1166
T

117
1186
1196
1200
1216
1226
12736
1240
1250

)

FRINT :TAB(9): "MAKE EACH ONE.
FOR N=1 TO @8os
NEXT N

IF RND< . &5 THEN
CALL SOUND (5@,
FRINT @:TAE(4)

114

.?5?84,®)
N OFEORTUR

FRIMT :TABE(S) 3 "TO RALISE YOUR FRICE.
FRINT :TAE) 3 "SLIMY SLITHERS NOW S

FRINT sTABCLZ) 3 "FOR $"35TH$ (5F)
FRINT :TﬁB(S);“bTQFb YOUR FERCENTAG

"FRICE INCREASE"

83

FRINT = TaROF)
IMFUT A
L=+

SF=INT (100X (SF+AKSF/1890) ) /160

FOR M=1 T0O Zoe

NEXT N

FRINT :TARB(4) : "SLIMY SLITHERS MNOW S

FRINT :TABRLIZ2) 3 "FOR $"; 8TR$ (5F)

FOR N=1L TO Soa

NEXT N

RETURN

REM  kkGHLEXX

FRINT :TARB L) 3 "STOCE ON HAND IS5"3 8

FOR N=1 TO 8

CALL SOUND (106, 440 ,6)

FOR F=1 TO 40

NEXT F

NEXT N

FRINT :"STAND BY FOR SALES REFORT..

FOR N=1 TO 46

MEXT N
A=TINT (RNDXST/ (L 3+2/710) ) +5+3% (BF »500

86



IF A<ST THEN 1280

AsET

CALL SOUND (0@, 1647 ,8)

FRINT :TAE (&) ; "TATAL SLIMY SLITHERS

FRIMT :TAE(18);"80LD.... " 1A

GT=ET -G

FRINT : TAE (1) "INCOME FROM SALES: #
$ STRE (AKEF)

CA=CA+TNT (AXSF)

FOR N=1 TD 80

LEES NEXT N

1360 RETUFN

L7379 REM  KKFRINMT OUTXX

CaLL SOUND(1e0o, 1731, 6, 267, &, 527

1399 PRINT ::TAE(S) ; "FACTORY REFORT: WEE
By Wl

1406 PRINT TAB(S) j "vvavwsvn vrnnssn s

1419 PRINT :TAE(S) ; "CAPITAL ON HAND IS $
" STRS (CA)

1426 PRINT :TAE(4) 3 "YOUR WAREHOUSE HOLDS

L4Z0 FRINT @ TAE (&)
1440 PRINT TAB(1Z):"$";STR$ (STXSFE)

1450 FRINT :TAB (4) 3 "THEY SELL FOR $";STR

$(SF):" EACH"

1460 FRINT :"AND COST $";STR$(CT) ;" EACH
TO MAkE. "

1476 PRINT :TAE(4); "WORKFORCE IS";WF;"FE
OFLE,

1480 FRINT :"THEIR WAGES ARE $":;STR$ (WG)
s EACH. "

149@ FRINT :TaBE(6): "THIS WEEKS WAGE BILL

L

"SLIMY SLLITHERS WORTH

En

13506 PRINT :TAB(12)3"IS $";5TRE (WOXWF)
151 FPRINT :TAEB (D) "PRESSE ANY EEY."
1526 CALL EEY (3, EY, EE)
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15Z0
1546
"

1556

WEEFE..

1560
157é
1586
15%9a
1606
1616
1626
HERS
16HEO
1646
1650
L&6D
1676
14680
14656
1766
1716
1726
1730
1746
1750
1760
1776
1786
179a
1800
1816
WE

1820
18736
1846
1850
1866

IF EE=a THEN 15326
FRINT :TAE(&6) 3 "EACH FERSON CAN MAFE

FRINT :TAR(Z) 3FD; "SLIMY SLITHERS A
FRINT :TAR(7)3"A TOTAL OUTFUT GF"
FRINMT :TARCS) s FDRUF "SILIMY SLITHERD

FRINT :TAEB(Z) 3 "FRESS ANY KEY."

Call KEY (3EY FED

IF FE=0 THEN 15960

FETURM

FRINT z:TARCI) ; "HOW MANY SLIMY SLIT
pav

FRINT :TAR(7)3"YOU WISH TO MAKET"
INFUT ME

IF ME=9 THEN 1879

IF MEXCTC=CA THEN 170

FRINT :TAB(&) 3 "NOT ENOUGH MONEY TO
FRINT :TARE) 3 "MAKE THAT MANY. "
GOTO 1629

IF ME<S=FPDEWFE THEN 174

FRINT :TAEB{(&) 3 "NOT ENOUGH EMFLOYEES

FRINT :TAR(7):"TO MAKE THAT MANY."
GOTO 1626

FRINT :TAE(S):"TARGET WEEE":Wk;"IG"
PRINT :TAR(7) ;ME: "SLIMY SLITHERS.
M =Mk~ INT (RNDXME /8)

IF M0 THEN 1796

ME =6

FOR N=1 TD 406

NEXT N

FRINT :TAB(&);"TOTAL MADE IN WEEE":

PRINT :TAER(1Z) ; "WAS"; MK
ST=8T+Mk

CA=INT (CA-CTXME)

FOR N=1 TO 866

NEXT N
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167
L8386
185
you
1900
1916
15926
157
WE
L5746
19560
you"
1560
1576
1986
1996
OO0
2616
oW

TR

20756
24
2850
2969
2670
286
1"
ZEFH
21o0
zlie
HER"
2120
11}
2130
2146
2156
TRY
2160
"

2179

RETURN
REM  *¥FEOFLEXX
FRINT @ TaRCE) § "HOW MaNY FEOFLE DO

PRINT :TAE(S):"WANT TO HIRE?"
INFUT @
WF=WF +A
FRINT :TAE(S) 3 "TOTAL WORKFORCE I18"j

IF ACx9 THEN Za40
FRIMT ::TARBES) 3 "HOW MANY FEOFLE DO

FRINT :TAB(T); "WANT TO FIRE?"

INFUT &

IF A= THEN 266

IF AxWF THEN 1953

A=INT (RNDXA) +1

FRIMNT :TABE) s "UNIONS WILL ONLY ALL.

FRINT :TAR(9):"YOU TO FIRE";A

WF =W~

FOR N=1 TO 860

NEXT N

RETURN

FOR N=1 TO 24

FRINT S BANKRUP TS 54 4

CALL SOUND(1&e,-7,e)
MEXT N
FRINT ::TAER(3);"YOU EEFT SLIMY SLIT

FRINT :TAR(&) 3 "SUFFLIES RUNNING FOR

FRINT =
FRINT =

FRINT E(Z) 3 "ENTER Y FOR ANOTHER

OrRM

FRINT :TAE{(6)3"N TO END THE ORDEAL.
CALL FEY (3,KY,EE)
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2180
2156

e nIn

2280
DT
R IY]
DL

232G

IF kKY=89 THEN 26
IF KY<378 THEN 2179

STOF

A= HHEE I S B
B4 B
CALL CLEAR

FRINT A%

FRINT B$:ES

FRINT "# YOU’VE MADE A MILLION

FRINT E$:E$
FRINT A%

FOR N=1 TO &
FRINT

NEXT N

FOR N=1 TO 806
NEXT N

§TOF
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GOLD MINER

You are an old miner who is searching for alarge store of gold
worth millions of pounds. The complex maze of narrow
passageways makes it impossible for you to find the gold
without your latest invention, a gold detector. Unfortunately
the readout has not yet been perfected and may be hard to
interpret.

When the program is RUN the title will be displayed for some
time while the maze, which is partly random and partly fixed, is
set up in an array. The maze will then be displayed briefly
before the game begins. You always start in the bottom left
hand corner and the gold may be in any of the other corners.

Press N, S, E or Wto move around the maze. The computer will
only respond if the direction is clear. You may also press H at
any timefor help. This gives you another brief look at the maze
and shows you your current position but costs you a penalty
of 15 moves.

1¢ RESTORE

200 RANDOMIZE

I DIM ACLS, 15)

40 CALL CHAR (136, "FFFFFFFFFFFFFFFF™)
56 CAlLl CHAR (128, "182418083E081422™)
&6 CALL CHAR(1Z9, "18T4182A1008T004")
76 CALL SCREEN(1T)

&0 CALL CLEAR

90 FOR N=1 TO 13

199 CALL COLOR (N, 1é,1)

119 NEXT N
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12¢ CALL COLOR{1Z,16, 1)

130 CAaLL COLORLA, 11,1)

140 GOSUR 17386

156 G0SUER 830

1469 GAOSUER 8¢

176 M=p+-1

18360 CALL CLEAR

129 PRINT ::TAR(7) 3 "MOVE NUMEBER "3M
200 PRIMT :TAB(); "NORTH: ";

219 IF A(D+1,E)=5 THEN Z49

220 FRINT "WALL"

230 BAOTO 256

246 FRINT "CLEAR"

2%90 PRINT «sTAB(9) 3 "SOUTH: "y

260 IF AM-1,E) =5 THEN 290

Z27¢ FRINT "WALL"

2086 GOTO Zoo

Z29¢ FRINT "CLEAR"

Zoe PRINT :TARBC) s "EAST: ;i

216 IF ADLE+1)=5 THEN 340

D29 FRINT "WALL"Y

3@ 6OTO 3T

246 FRINT "CLEAR"

156 FPRINT :TAB(9) ;3 "WEST: "3

ZHY IF AWM E-1)=5 THEM 390

7@ FRINT "WALL"

Z8e GOTO 400

I9¢ FRINT "CLEAR"

496 FRINT ::TARB(4) ;"GOLD DETECTOR READS
"3 100X (GRS (I-D) +ARS (Y-E) ) +Y -k

419 FPRINT :TARB(8);"WHICH DIRECTION?"
420 PRINT :TAR (&) 3 "NMORTH, S0UTH, EAST,":
TAR(9F) ; "WEST, HELF."

426 CALL FEY (Z,E,J)

440 IF (E=78)+ (E=82%)+(K=569)+ (K=87)+ (k=72
)y=6 THEN 436

459 IF (K=78)+(A(D+1,E)=X)=-2 THEN 43¢
4460 IF (E=832)+(A(D-1,E)=X)=-2 THEN 47326
470 IF (F=69)+(A(D,E+1)=X)=-2 THEN 4326
480 IF (E=87)+(A(D,E-1)=X)==2 THEN 43&
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490 IF k<372 THEN S20
506 GOSUE 586

S10 GOTO 560

520 D=D+ (K=g2) - (K=78)

S0 EsE+ (K=87) - (K=69)

5S40 SND=262K (K=87) +3T0% (K=78) +392% (K=87)
+A4OK (K=65)

550 CALL SOUND (106, ~5ND, @)
Sb9 IF (Z=D)+(Y=E)=-2 THEN 1210
576 GOTO 176

S50 CALL SCREEN(2)

596 CALL COLOR(1L, 16,2

£&9 CALL CLEAR

16 FOR B=1% TO 1 STEF -1

£20 FRINT TAB(8)j

&30 FOR C=1 TO 135

£40 IF A(R,0)=8 THEN &7@

50 FRINT CHRE (136) ;

660 GOTO 736

£70 IF (B=D)+(C=E)=-2 THEMN 709
6BG FRINT " 3

&30 GOTO 736

706 PRINT CHR® (128) 3

710 CALL SOUND (-169,263,)

720 GOTOD 74

736 CALL SOUND (-50@, -5, T0-CKZ2)
740 NEXT C

750 FRINT

7&o NEXT B

77O M=ME1S

780 FOR J=1 TO 100

790 NEXT .J

806 CALL SCREEN(173)

810 CALL COLOR(1,1é,13)

820 CALL CLEAF

§70 A(D,E)=8

840 RETURN

E50 B=INT (RNDX3I) +1

BoH Z=14

B70 V=14
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85O
g
G
210
S
[ A4
R
Q50
&
Ay
SE30
T

INGBRY
166
1a10

Lide
1 @56
L &b
l1e7e
1 8e
162
119
111e
1126

11736
&
1146
VB
1156
7,10
1166
PV
1176

7,17

1186
L 10,
1196

IF R

Y=2
IF B<

1

L) =l

FOR B=

5»

FOR L-.

ACE,C)

2 THEN o

FEOTHEN 5260

1 7O 15
T O13E

IF RND« ” THEM 96

SR, C)

IF (O«

A(E,C

NEXT
NEXT
D=2

E=

FOF

READ

""-)

TYH(CELA) + (BT + (B14) =6 THEN
) =X

C

B

1 TO &9
E,C

A, ) =5

MEXT

Mz 155

F

RETURN

DATA
DATA

DATA

DATA

DATA

DAETA

DATA

DATA

12
DATA

R e B L R A Ry
J:.,..:....l..:.,.»_-,..;.,q...._..\.....L_qt"l...._.,/

-r 7 7| -r g b 4 o /] = _ ;A
a7 LG, E,6,5,8,5,4,5,5, 6,

Ta T 72 B 7050706270727 08,7:9,F,
G, G, 10,8,10,7,10,6,19,5,10,4,8
19,3,11,3,12,3,13,35,14,3, 14,2,
by 19,5, 10,4,10,7,18,2,10,2,11,
BT, 2. 18,6,11,6,12,6,13,6,14,
14,172,8,12,8,14,9,12,9,13,9, 14

11,9,11,19,11,11,11,12,12,%,13
94



L§, 1T, 10
1700 DATA 15,11,15,12,13,13,13, 14,14, 14
1210 CALL CLEAR
DO ASETRRRKKK YOU FOUND IT fokkkkk "
B OFOR N=4 TO 29
CALL HCHAR (17, N, ASC (SEGS (A%, N=3, 1))

NEXT M

FOR N=116 TO 329 STEF 70

1276 CALL SOUND (256, N, @)

1380 CALL SOUND (250, N, @, N+36, o)

1296 CALL SOUND (256, N, 6, N+Z6, &, N+6i , 6)
173060 NEXT N

1316 FRINT TAE (&) ;"YOU TOOE ";M;" MOVES"
1326 FOR N=1 TO S06

13T0 NEXT N

1340 FOR N=1 TO 29

1350 FRINT

1568 NEXT N

1376 GOTO 10

1EE0 A%="GOLD MINER"

1396 FOR N=2 TO 32

1466 CL=129

1419 IF N/2=INT(N/2) THEN 1436

1420 CC=128

1470 CALL HCHAR (1Z,N-1,32,1)

1446 CALL HOHARLE, N, G0, 1)

1456 IF (NDL1T)+(NH2T) < x0 THEN 1476
1460 CALL HOHAROLE, N-1, ASC (SEGS (A%, N-13,
1), 1)

1476 CALL SOUND (=200, NX55, 6)

1486 NEXT N

149¢ CALL HCHAR (12,372,732, 1)

15606 RETURN
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HAMADRYAD

A hamadryad is a member of a class of nymphs in classical
mythology who inhabits a tree and dies with it. The game
named after this creature is a kind of mythological checkers,
demonstrating how the game might have developed from
different starting premises.

Hamadryad is played on a nine by eight board. The computer
is the + signs at the top of the screen, and you are the * signs at
the bottom.

The object of the game is to capture six of your opponent’s
pieces. A piece is captured by landing one of your own pieces
on top of it, not by jumping overitasin checkers. Pieces move
diagonally and may be moved both forwards and backwards.
This feature has been added so that both you and the
computer can retreat from danger when needed.

The computer will ask you “MOVE FROM?? TO ??”. You then
enter the co-ordinates of the piece you wish to move, starting
with the number down the side of the board, followed by the
number along the bottom. Do exactly the same for the square
you wish to move to.

The program uses the DATA statements in lines 1290 to 1380
to set up the board. The lower case lettersintheselines (aand
h) are entered from the keyboard after releasing the ALPHA
LOCK key. The variable CS is the computer’s score and the
variable HS is the human player’s score.
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16 RANDOMIZE

20 CALL CLEAR

T CALL COLOR(Z,S, 14)

40 CaLL COLOR(S, 2, 2

55 CALL COLOR(10, 14, 16)

&0 DIM §$C12, 1)

760 FRINT TAE(11); "HAMADRYAD"

O PRINT t::

o FOR A=1 TO 19

106 FRINT TARC19) g

110 READ Es$

120 FOR B=1 TO 11

170 5%(A, F)=SEGS (B$,E, 1)

140 FRINT S% (A, H)

1956 NEXT E

168 FRINT

178 NEXT A

186 FRINT

199 CS=0

206 HG=6

719 FRINT :TAE(7);"MOVE FROM
20 FRINT ::

256 BOTO ZEe

260 60SUB 1670

279 IF CS<ké THEN 326
286 CALL (.,L_Erf!x!::

FRINT :TAB(1&) 3 "COMFUTER:
FRINT :TABCLZ) 3 "HUMAN: @"

';'," 11

2909 FRINT TAB(11) 3" &>l WINCOL"

Lo PRINT ::

Ti9 STOR

TEe CALL HCHAROLZ, 19, ,{-_.';" w2
FEO CALL HOHAROL?, 25,63, 2)
40 k=19

ZEe 605UR 1196

IHD A=X-48

BTG Km0

89 GOSUR 1199

E90 B=X-4

429 k=25
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fv(lf:)l B 1196

GOSUE 1196
D= ¥ =43
IF (ABS(A-C)=1)+ (ABRS (B-D)=1) <

G THEN 320
HE=HE~ (5% (C+1, Delds"+")
G (A1, Bel)s"hY
GE (1, Del) ="
GOSUE 1070
IF HE< =6 THEN 576
CALL CLEAF
FRINT TAE(S) § " s sY 0L WING "
FRINT 51t
STOR
e p
S0 GOSUE 790

hOIF Flsl THEN &30
As="h "

7R

THEN &1

UE 1240
FaH 4T

77e GO ‘.3 Lz 1340
780 GATO 3
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SEE,FYax"+"
FoSsoEL, Pl

THEM

Fi

1@

IF S (E+1,F-11<-8% THEN

F G$(E—1,F+1)43

-1

H=1

IF 8$(E—1,F-1)<>

=1

H=—1

IF G=@

Fle=1

@ TF (A=) + (RNDE . 1) £ 50
Bo(GEe

E=E+1

IF E<

AR-
A%

THEM

f%E THEM

THEN 191

11 THEN 1@

1@
15
164G
1676
1988
1 e
1o
{11é
11326
1176
1140
1156
11 &9

e+l

IF F<12 THEM 83
FETURM

Al S0UND 160, 448, @)
Call S0UND Cloo, 294, 0)
Call. SOUND (1oé, 4594, 0)
CAall. SOUMD (1oa, Z5a, 6)
FOR #&A=32 TO 9

FOR B=2 T0O 1

Call. HCHAR (A+4, 11+R
MNEXT R

NEXT A

CAlLL. HCHAR(Z1

IR
.5

oy
PR

48+0C5
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THEM

1@

B

G146

G446

St

THERM

1dss

COS$ (A, B) ), 1)

» 1)



117¢ CALL HOHAR C23,21, 48+H5, 1)
1186 RETURN

1198 CALL EEY (35, X, KED

1200 IF (X<49)+(XX57)<-0 THEN 1196
1218 IF X< 57 THEN 13240
220 IF E=1% THEN 119
127356 IF =205 THENM 1176
1246 CALL SOUND (Lo, 784 @)
1256 CAall. HOHAROL7T, P ]\
1263 Call. FEY (Z,EY, H)
1276 ITF KRS >0 THEN 1249
12266 RETURN

1290 DATA " 123454789 "
1756 DATAH ”1+a+a+a+a+]“
310 DATA "7n4a4n4n4d’“

b DATA "Edatatatat+d

LEEG DATA "dahahahakhad "
246 DATA "ShahahahahS"
135G DATAH "bdaXaXakakads"
lJﬁﬂ DATE "7Xakakakax7"
L3700 DATA "BaXakakakab}"

13 80 DATA " 123456789 ¢
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LUNAR DESCENT

Do you have the skill to become the first spaceperson toland a
spacecraft on the surface of Mars? Many have tried, none have
succeeded.

Your onboard computer will keep you informed of your
progress. It will monitor your descent and provide you with
details of fuel remaining, your height above the surface, rate
of fall and your time in flight. The computer will also warn you
if the unthinkable should happen, and a problem develop. By
entering the amount of thrust required you can manoeuvre
your craft down to a soft landing. However, if you misjudge
your rate of fall . . .

The range of thrust available is from -50 to 50. The negative
numbers provide thrust against gravity. The positive numbers
provide thrust towards the surface. It is possible to make your
craft ascend again if you apply enough negative thrust.

The main loop from lines 180 to 570 displays the various
information on the screen and inputs the amount of thrust you
wish to apply and the amount of time which you wish to apply
it for. The crash is performed by lines 580 to 660 and the
landing from lines 670 to 720. Lines 730 to 1110 tell you if
there is a malfunction and, when you enter the access code,
tell you exactly what the problem is.

16 RAMDOMIZE

T M0
Za T=o
46 S0

5@ =m0
&0 F=600/7 (1+INT (RNDXZE) )
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T (17

830 F=1

96 CaLl CLEAR

L FRINT TAE(Z) : "WELCOME TO LUNAR DESCE
NT. "

Pl FPRINT :TAE(D) ; "YOUR MISSIOM: TO FILO
T THE™"

129 FRINT :TAB(D) ; "FIRST MARS LANDING CR

pr TAROLLY e "OGOOD LUCE. "
4@ FOR M= TO 1506

> NEXT N

2 Akl ClEAR

e GOTO 42

PTARCA) s "POSTTIVE NUMBERS TOWS

TABCEY 3 "ESURFAGCE, MEGATIVE MNLIM

) OFRINT s TARC7) 5 "AWAY FROM SURF&CE. "
a0 INFUT Z '

TF (2050 + (25500 <) THEN D4

ARG PRIMT TAR G s "FOR HOW LONGT (SECOMD

gy

48 INFUT E

258 IF B4l THEM 248

Call. CLEAR

FRINT seTARCLL) s "THRUST " Z

FRINT :TARD) s "FOR" s E; "SECONDS . "

FOR N==i T 7o

MNEXT N

Call. ClLEAR

T=T+E

S=SHLa+IkERINT O (Z+1) /B

IF Z=é THEN ZéH@

(G 1+ INT CRND*E) )

@ THEN 58

IE C(Hr108) + (HI0) + (5 240) =0 THEN &7
I90 IF Ho=0 THEN 580
406 IF (RND<. L)+ (M

A2 THEN 426



GOSUE
Ol 4
CALL SOUND (1
CalL SOUND (4

45 FRINT 2 TABE) g "HEIGHT ABOVE SURF&CE

440 IF Q=17 THEN

476 Q- 1= TNT CRND

480 IF 006 THEN 586

499 FRINT TAB (1) 3 "AlR LEFT: 30

So6 FRINT : TAR(S) ; "RATE OF FALL: "6

IF Bl THEN S

FRINT :TAE() ;"W & F N I N G"

FRINT & TAE ) 3 "THRUST ERRATIC!

FRINT :TAE(8); "ENERGY LEFT: ";F

) FRINT s TAE (S "TIME IN FLIGHT:"3T
FRINT ::TAB(&) 3 "THRUSTT (~5a T0O 56)

GOTD 18
CALL CLEAR

FRINT TAE(T): "%k T R A& S H kkk"
CALL SOUND (Loan, -7 ,'a)
IF (GH@) + (Q==17) <50 THEN &30

FRINT ::TABCH) ; "AIR SUPPLY EXHAUSTED

IF Frd THEN &5
FRINT ::TAB(7) 5 "ENERGY EXHAUSTED! "
FRINT ::TAE(7):"HIT SURFACE AT";ABS(

STOF
Call. ClLEAR
FRINT TABR4) 3 "< FPERFECT LANDING

FRINT ::TAB{7) s "FINAL VELAOQCITY"; ABRS(

CALL SOUND (19098, 406, 0)

CALL SOUND ¢ 1006, 00, 6, 356, 6)
STOF

Call CLEAR

M=M+1

103



TG s L+ INT CRMD )16

76O FOR V=1 TO 4

770 FRINT :TAB (L) "### D A& N O E R H#@"
TEO NEXT WV

799 FRINT ::TAEB(8) 3 "MISSION COMTROL,
GO FRINT TARCY) 3 "WE HAVE & FPROBLEM. Y
El1@ FOR N=1 TO 8o

Bao MEXT M

820 Call CLEAR

B840 FOR MN=1 TO 1@

g5 CALL SOUND (1éd, 119+RNDX4a6 &)

oo FRINT r:TABCLHRND® LA § "MALFLUNCTION"
g70 CALL S0UND (1@, S1a+RNDXx4E0, &)

BE9 NEXT NN

g0 CALL CLEAR

e FRINT TARC7) 3 "USE ACCESS CODE"zU
Q1é FRINT s TARCLO) ¢ "FOR DETAILS. "

SEG INFUT VM

Q56 Call. ClLEAR

Fa4@ TF U EY THEN S6E8

QIO A=+ TNT (RND*2)

6O TF Q=-17 THEM %8

QTG =

¢80 IF B=1 THEM 15609

RO A=1

Ledeyd OM A GOSUER 1669, 1999

1e1a FRINT :1:TABE) ; "PRESS ENTER TO RETU
R

19260 PRINT :TAB(L1):"TO FLIGHT."

1oZe INFUT V4

1460 CALL CLEAR

1age RETURN

196G A=INT (RNDX19) +1&1

1a7é PRINT :TAER(4) 3 "OXYGEEN METER UNRELIA
ELE."

1680 RETURN

199G RB=B+2+INT (RND¥Z)

11é0 PRINT :TAEB4) 3 "THRUST COMTROL ERRAT
c.”

1116 RETURN
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FLIPPA

This is a simple little puzzle which can cause a great deal of
thought and frustration. The computer places nine squares on
a three by three grid. These squares are randomly coloured
black or white. The object of the game is to finish with a white
square in the centre (position 5) and black squares in the eight
outside positions. This is achieved by ‘flipping’ black squares
to make white squares. You are not allowed to flip over white
squares.

Just to make it moreinteresting, when you flip acorner square
the computer flips the three adjoining squares. Flipping the
square in the centre of one of the four outside rows also flips
the two squares next to it. Flipping the centre square flips the
four squares in the middle of the outside rows.

Lines 220 to 280 randomly make the squares either black or
white. Lines 300 to 340 check to see if the puzzle is correct.
Lines 350 to 430 display the number of the move that you are
on using CALL HCHAR so that the display remains static.
When you press a key from one to nine line 590 goes to the
corresponding lines in the program that flip the correct
squares.

16 RANDOMI ZE

¢ CALL CHAR (1728, "FFFFFFFFFFFFFFFF ")
e Call CHAR (136, "FEFFFFFFFFFFFFFF")
45 CALL SCREEN(14)

500 FOR N=1 TO 8

&6 CALL COLOR{(N,1Z,1)

76 NEXT N

g CALL COLOR(13S,2,1)

96 CalLL COLOR(14, 16,10

1oe CALL CLEAR
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11 FRINT TaR) "MOVE

126
1Z5E
148
150
168

170

46
DEG
2
276
2e30
290
THH

4860
43¢
[=1%1%)

FOR N=1 TO 3
FRINT

MEXT M

FOR MN=4 TO 1@
FOR F=1 TO =

STEF

NUMBER: "

Cali. HOHAR M, S+P R, 444N+ F, 10

MEXT F

B MNEXT N

DIM Al ,Fi4)

INEL

G=128

Xa=1T04

FOR C=1 TO %

£ ) ==l

IF RND< .5 THEN

M0 =X

NEXT

GOSUR S0

M=

FOR C=1 TO =

M=N—- {8 (C)=X)

MEXT

IF (M=1)+{&{5)=

M=+ 1

AE=S5TRE (M) & "

C=Ra%C (SEGH (A%, 1,

D ASC (! E[::$ Aﬁ. 2
=A50 (5EGS (A%, 3

2E

X ) =i

1))
..1))
W10

-
s

..ALL HCHAR (18, 22,0, 1)

Call HOHAR 18, 24
CALL HCHAR (L&, Z

5.E.

WD, 10

1

)
)

CALL SOUND (1ae, Saa, o)

CALL KEY (3,KY,E
IF (EY<49) + (kY
CALL SOUND {166,
N=kY—48

GOSUE S6o
GOTO 296

FOR N=4 TO 1é

D
2570

)

11@,@)

STEF

106

-r
-

THEM 1&ad

THEN 44



516 FOR F=1 TO 3

sua CALL HCHAR (N, 17+F&3, AP+ (N~4)) , 1)
=T NEXT P

Sde NEXT M

G RETLRN

SHe IF AN) =X THEN 999

57O OF (3 =16

530 F(4) =1

S99 ON N GOTO &0, &40, 670, 7160, 740, 790, 87
&, Bao, B

LG F(1)=2

1o F(2) =4

e
i) =0

W GOTO 926
£49 Fil)=1
GED F )
£b9 GOTO
&70 F (1) =32
880 Fi()=
F (3 =a
GOTO 920
F oL
F 2y =7
GOTD 9z
Fily=2
F(2) =4
F (3)
770 F (4) =8
780 GOTO
OO F(1)=3
800 F(2)=9
81 GOTO 920
820 F(1)=4
@30 F(2) =5
849 F(3)=8
BE0 GOTO 926
86 Fil)=7
a7e F(2)=9
§650 GOTO
896 F (1) =3
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296

1iae
Ledld
1826
ISRy
1046
158
1og&e
176
14986
1D

F{Zy=
FOR G=1 T0 4

IF A )0 xE THEN 968
AF (G)) =0

HOTO w7
ACF () ) =X

MEXT G
AN =X

RECTURN

CalL CLEAR

FRINT TAR(S) 3 "YOU SOLVED
FOR N=1 TO 11

FRINT

MEXT W

ChalL.
Al
CALL
Cal.L
END
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STAR PATROL

You and your trusty computer are on star patrol in the vast
regions of space. Alien beings are penetrating your section of
the galaxy and it is your job to find and destroy them.

You have a limited amount of energy available and your
computer will keep you informed of your energy level. Your
space ship is equipped with long range and short range
scanners to help you search. Short range scanners will tell
you if alien ships are nearby but they won't tell you in which
direction. The long range scanner will give you a positive or
negative reading for a square two squares away from youin a
specified direction. Both types of scanners use up precious
energy. Long range scanning uses more energy than short
range scanning.

An alien ship will only show up onthe screen when it has been
destroyed. If you hit a ship with your fire it will appear as a
white square. If you fire your gun and miss an X will appearin
the square that you aimed at. Your ship is shown as a white
triangle. Any attempt to move your ship through a square
occupied by an alien ship which has not yet been destroyed
will result in a collision.

Your computer will give you a list of instructions telling you
how to move your ship, use your scanners and fire your guns.
Shortrange scanners become inoperable in the outside edges
of the grid and long range scanners become inoperable from a
square just before the edge.

Lines 250 to 300 set up the galaxy and place the alien shipsin
random positions. GOSUB 1690 in line 410 draws the galaxy
on the screen. The main loop is from lines 420 to 490 and this
displays the energy you have left and inputs your command.
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One of three subroutines is then called which will either scan,
move or fire. The scan routine is from lines 500 to 880 and this
will perform a long or short scan. The move routine is from
lines 890 to 1050 and this will move the ship in the direction of
your choice. It will then call the routine starting at line 1690
which redraws the galaxy on the screen. If your ship has
collided with an enemy ship there will be a spectacular display
and the game will end. The fire routine is from lines 1060 to
1370 and again you must enter a specified direction in which
you wish to fire. You will be told if you hit or miss and you will
also be told if the enemy decides to fire back. Taking a direct
hit from the enemy could use up a lot of your energy. Lines
1380 to 1500 end the program if you have run out of energy
and give you your command rating for the mission. Your
position is worked out and displayed by lines 1840 to 2010 and
you may be at any one of seven stars in the galaxy.

1oy RANDOMI ZE
20 CALL CLEAR

T CALL CHAR (126, "o00000CoEaFBFEFF ")
40 CALL CHAR (129, "Oa7EARAR42427EGO ")
S50 CALL CHAR (136, "o0aa00 1518000006

40 CALL COLOR(1Z,146.2)

7 CALL SCREEN(8)

BO A$="STAR FATROL"

¢ FOR N=2Z TO 16 STEF 2

106 FRINT @ TAR (3N 5 SEGS (A%, N/2, 1) 3 TAB (R
7N} 3 SEGS (A%, 12-N/Z, 1)

116 NEXT N

1260 FRINT :TAB(1S); "F"

130 FOR N=2 TO 16 STER 2

140 PRINT :TAE(1S-M) 3 SEGS (A%, 6~N/2, 1) TA
BOLSAN) s SEGS (A%, G+N/2, 1)

156 NEXT N

16® FRINT ::

176 FOR N=1 TD &6

18H MEXT N

190 CALL SCREEN(S)

200 FOR N=1 TO &
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CALL COLOR (N, &, 1)
NEXT N

FOR N=1 T0 466

NEXT N

' DIM ACLe, 100 E(1e, 19)
FOR N=1 TO 1%

Ke 1+ TNT (RNDK16)
Y+ TNT (RND#16)

D=
PG, Dy =i

EOC, DY =2

==

A=

ZE="RUSDORAN"

E=2E00n

CALL SOUND (Ba0, 25, @)

ALl CLEAR

416 GOSUR 14699

429 PRINT ::TAB(&) ; "REMAINING ENERGY" 3 IN
TCED

47 TF E<1L THEM 1389

440 ITF Al=0 THEN 4&46

456 PRINT :TABCLZ) s "TALLY" 0L

4460 FPRINT :TAB(&H) 3 "1-50AaN 2-MOVE Z-FIRE"
476 INFUT K

4830 ON K GOSUR D90, 890, 1968

490 GOTO 426

S PRINT @ "SCANNER: SHORT (1) OF LONG (7
Sl INFUT K

SEO IF (E=1)+dE=2)=0 THEN S16é

5E0 0 IF (=) 4 G100y + (D=10) < 20) < b3 THEM

=T

S49 FRINT :TARGA) 3 "SHORT RANGE SCAN NAOTY
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WG FRINT e TAR G 3 "POSSTELE IN THIS SECT
Cipe
SéHG GOTO 869
70 IF (E=2)+ ({C-E)+ (D=8 @) < -2 THEN &
16
SE3¢ FRINT 1 "LONG RANGE ZCAN NOT FOSSIEBLE
S99 FRINT :TAR(®) 3 "IN THIS SECTOR"
e GO0TO Be6@
16 E=E-10XE
Gadé T k=2 THEMN 766
RO Fa= (B C+HL D=1+ {(AC+1, D+ 1) =1)+ (A C+1
JD=1) = 1) 4+ (A0, D~1)=1)
EAQ FuFe (A(C, D+ =10+ (A(C-1,D)=1)+ (A (-1
W DALYl CC-1,D-1)=1)
WO TF F=d THEN &80
Géb® FRINT TAaR?) s 24" NEAR"Y
L7 GOTO 86d
&8 FRINT :TAB(?) 3 "SCAN NEGATIVE!
A6 GOTO Bee
796 FRINT :TAR(S) s "DIRECTION:MN, S, E,. W 7"
716 INFUT A%
7260 L=
7E@ IF (Ag="N")+{(A(C~-2,D)=1)< -2 THEN 73
%)
7460 =1
7D IF (A%="S5")+ (A(C+2, D) =1)< -2 THEN 7
%)
T =1
7760 IF (AS="E")+(A{C,D+2)=1)< -2 THEN 7%
*
76360 =1
799 IF (AS="W")+{AC,D~-2)=1)<x-2 THEN 81
(]
B Z==1
B1¢ FRINT :TAR(&) 3 "SCANNER IS5:";
Gl IF Z==d THEN 840
ENO FRINT "FOSITIVE
GBaa TF Z=1 THEN 8&6@
A0 FRINT "NEGATIVEY
HGO FOR N=1 T0O So6
112
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BV NEXT N
RETURN
e 14
BOC, D) =M
SLe PRINT sTAB(S) s "DIRECTIONT (N, S5, E.W)"
RO INFUT A%
GEG C=0+ (AF="N")~ {(HF="5")
Q4G sl (Ol 1) - (i)
SED D=0 (A%="W") ~ {AF="E")
QEHO DD (D=1 - (D==d)
G7FE CALL SOUND (Zao, 256, 6)
FEE FRINT :TﬁEL”)j”LL.H]IUN”;C;D
G FOR N=1 TO 808
]UH“ MEXT M
i IF AdC, D=1 THEN 1518
==k (0, 1)
BCZ, D) =2
1M1H HOBUER 1696
1656 RETURN
1@&@ (=00
1 F=0
1w8“ FRINT sTAB(Z) ¢ "DIRECTION OF FIRE N,
ByE, W
Lergey INFUT &%
11896 GG+ (A%="N") -~ (Ag="5")
1116 G=G+{G=11)- {G=0)
1126 FefFae (Qd="W") - (A%="E")
130 F=RF+F=11) - {F=9)
1140 E=E-106
trse IF AG.Fyax1 THEN 1218
L1148 PRINT -1HD(3);”VOU HIT THE "3 Z%y" &
HIF."
L1176 A=Al 1
1189 AG,F)=4
1190 BG, F=4
1299 GOTO 173546
12160 BiG,F)=1
E20 PRINT 2TABCLL) s "YOL MISSED"
M FOR N=1 T0 8o
114m NEXT N
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12560
12466
1270
1286
1296
1300
t1n
1351
1220
D
1Q4U
1755
1346
178
13580
1A56
=D
1&g
141e
1426
N
L4768
&
1446
1456
14bHe
1476
1486
1496
1500
1516
1520
RRIY]
1540
1556
1540
1576
1580
18960
1 &GO

FRINT :TAR(T) 3 "THE "3i€;"5 ARE"
FRINT :TAB P 3 "SHOOTING BACK "

FOR N=1 T0O &

MEZT N

IF RMD>.S THEN 173260

FRINT TARCS) ¢ "THE EMEMY HAE HIT LS

E=f—- 1 @9 XRND

GOTO 1346

FRINT :TAR(Y) ¢ "THEY MISSED US"

FOR N=1 T0O Soa

NEXT N

BGOSR 1690

RETURM

Call. CLEAR

FRINT = TAR(E) 3 "EMERGY BAMES EXHAUET

FRINT s TABC4) 3 "YOU DESTROYED ;AL Z¢
FRINT s TARCLE) s "SHIPS, "
FRIMT 2:"0OM THIS MISSION YOUR COMMA

FRINT :TAB{L16) s "RATING IS5"; 16a0xAL/

FOR N=11@ TO Z6a9

Cald. SOUND (-Zad, M, &)

NEXT N

FOR N=Zed TO 116 STER —16@
CAaLl. SOUND (-Z0d, M, &)

NEXT N

S5TOF

FOR F=1 TO 2

Bl 150% (P 1) 2% (=)

FOR NM=1 TO 12

CAll. HOHAR CLE-N, 17-M, E, NK2D
CALL VCHAR (13N, La+N, k, N¥E)
CALL HLHHLLlT*N}l?wN,H,N*E)
CAll. VOHAR (13N, 17N, E, MX2)
MEXT N

FOR M=1 TQ 4

CAlL VOHAR L, SN K, 24)
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1é&H1é
14626
16360
1448
1656
1k
14679
14,86
1696
1796
171
1726
17750
1746
1756
177 &
177@
1788
70
16366
181
18326
1858
18348
18356
186
1876
1880
18390
18966
19916
1928
19760
1946
15560
196
15476
1980
1956
DD
2010

CALL VCHAR (1, 28+N,kE, 24)
NEXT N
NEXT F
FRINT "YOUR SHIF HAS COLLIDED
FRINT :TAB(S) 3"A ";2%;" SHIE, "
FOR N=1 TO 860
NEXT N
STOF
FRINT @
FOR G=1 TO 1&
FRINT TAB(11):
FOR F=1 TO 1@
IF BE,F) <50 THEN 1750
FEINT CHRES$ (130)
IF Bi@,F)<:2 THEN 1778
FRINT CHRS (128) ;
IF B(Q,F) <3 THEN 1798
FRINT "X";
IF BC@,FY <4 THEN 1819
FRINT CHRS$ (129)
NEXT F
FEINT
NEXT 0
(=CKD
FRINT :TAE(&) ; "FOSITION: ";
A= "R IGEL "
IF G399 THEN 199¢
A$="GIRIUS"
IF 080 THEN 1996
Ag="ALTAIR"
IF @76 THEN 1996
A= CANOPUS
IF @59 THEN 1990
A% TVEGA "
IF @30 THEN 1996
A% EROCYON "
IF G310 THEN 1996
A% ALDERBARAN"
PRINT A%
FRINT :TAER(1): "SECTOR":G3D
RETURN
115
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TREASURE TRAIL

This game puts you deep underground in a dark cave system.
The object of the game is to gain as much wealth as possible
whilst avoiding hazards such as pools of quicksand and
fearsome monsters. There are also magic caves which will
transport you to a different part of the cave system if you visit
them.

You have a bow and arrows to protect you from the flesh
eating monsters which you may use when you are in a cave
adjoining an inhabited cave. If you are unfortunate enough to
land up in the same cave as a monster it will probably eat you
but occasionally it may become frightened and run away from
you.

You will be shown a map of the cave system at the beginning
of the game and at various other times but for most of the time
you will be in the dark which makes the game a great deal
harder. When the prompt appears on the screen enter N, S, E
or W to move from cave to cave or press F to fire your bow and
arrow. The computer will tell you if something is nearby but it
will not say which direction it is in.

Treasure is displayed on the map as a $ sign, quicksand is
shown with a Q, you are shown as a small face and an empty
space is shown as a dot. A letter M can either mean a monster
or magic so beware.

The game ends when you run out of time, or even sooner if you
don’t avoid the monsters and quicksand.
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19 RANDOMIZE
Z@ CALL CHAR (128, "E7E7E70018184230")
30 CALL CHAR (129, "007E7E7ETETE7EGS ")
40 CALL CLEAR

50 ColL SCREEN (2)

& FOR T=1 TO 13

70 CALL COLORT, Lo, 2)

B NEXT T

90 GT=21+INT (RND* 1)

190 CALL CLEAR

110 FRINT TAB(3);"$$%$ TREASURE TRAIL
Ty

120 FOR N=1 TO 12

130 FRINT

140 NEXT N

150 DIM ACLoo)

160 H=1

170 L=

180 G=0

199 AR=6

z0@ FOR B=1 TO 100

210 A (B) =46

226 IF (BC12)+(Br9@)+ (LOKINT(E/10) =K)+ (1
@XINT (B/10) =B-1)=0 THEN 24

ZEO A(R) =129

246 NEXT B

250 FOR B=1 TO 5

266 RESTORE

z7@ FOR D=1 TO 5

280 Z=INT (RNDX76) +132

290 IF A(Z)=129 THEN 280

300 READ C

ACZ) =0

NEXT D

NEXT E

FOR B=1 TO

READ F (E)

NEXT B

E=55

A =1246
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RAC]
A6
418
426
4756
4464
456
A4éH
476
486
456
SO0
Sl

5260

+ (iR
46
(A CE

S5

&=

y451%)
710
2o

7RG
74

CaLl CLEAR

GOSUR 21326

Call CLEAR

FRINT ::TARCLE) 3 "CAVE " B
IF Go=2 THEN 4&8

FRINT :TARCE) 3 "YOU HAVE $"3G; "WORTH"

FRINT :TAB{(1Z) 3 "0OF GOLDM
GOSBUE 1350

IF E=55 THEN 499

GOSUE 2106

CALL S0UND(See, 131,d)

FRINT :TAR7I "N, S5, E, W OR F 2"

Call. FEY (2, 3,330
IF =78+ (J=85) + (J=dD )+ (J=87) + (|
THEN 51

=76

IF ((J= 78)+fﬁfk 19)=12%9)=-2)+ { {J=87)

CEA1@) = 129) =-3) < 2@ THEN 556

IF \'J»b"\+\ﬁfh+1\ 129)=-2)+{ (J=87)+

----- 1y=129)=-2)=0 THEN 590

FRINT :TAR(16) 3 "BLOCKED CAVE"

FOR T=1 TO Zéa

NEXT T

GOTO 48

ACE) =446

E=E+10% (J=78)+ (J=871-18% (J=87) - {J=

IF J<=7d THEN &2
BGOSR 1569
IF AE)CF109 THEN &5

y .
GOSUR 74
IF AE):
GOSUR a7

IF AdE) < =81 THEN &%
HOSUR 11328
IF AEYL =36 THEN 716

HOSURE 1216

Ha=H+ 1

IF HXGT THEN 19469

GATO 41

FRINT s TAB(D) s "/ /777 7= NNANAN\Y

7O THEN &7

/
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756 PRINT TAB(9) 3 "\\\ MAGIC ///"
760 FRINT TAB(1O) 3 "\\\\\_/////"

77O A E) =44

780 E=INT (RNDX7&6)+1%

796 IF AE) =129 THEN 786

BOO FOR T=3 TO 1é

810 FOR TT=1 TO %56

B20 NEXT TT

g30 CALL SCREEN (T)

B4G NEXT T

856 CALL SCREEN (2)

866 RETURN

8§76 CALL CLEAR

886 PRINT TAB(S);"7?7 MONSTER HERE! 77"
B0 FOR T=1 TO 4

590 FOR TT=36 TO @ STEF -1

910 CALL SOUND (=208, =5, TT)

§26 NEXT TT

93O NEXT T

549 M=RND

956 IF Mr.2 THEN 98

566 FRINT :TAE(7)3"IT IS RUNNING AWAY"
970 GOTO 1968

780 FRINT :TAE(6);"IT HAS SEEN YOU...."
990 FOR T=1 TO 4

1900 FOR TT=36 TO ¢ STEF -1

1616 CALL SOUND (~200, 349+ (F0-TTEZ) , TT)
L@Z6 NEXT TT

1636 NEXT T

1946 IF M<.85 THEN 1996

1656 FRINT $TAB(L1);"AND FLEES"

1a660 FOR T=1 TO 400

1676 NEXT T

1680 RETURN

16960 FRINT :TAE(S) ; "AND EATS YOU '!'*
1108 CALL SOUND (2000, 116,60, -7, o)

1116 GOTO 1980

1126 CALL CLEAR

1136 FOR J=1 TO 26

1146 FPRINT TAB(S5%J) ; "HORRORS. .. "}
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115
11é4@
1176
118e
1156
1200
L2160
17230

2TE

1246
1258
12460
1276
128
1296
1500
1316
13526
1233560
1246
1356
1366
1270
1580
1 E590
1466
141é
1426
14756
1446
1456
1466
1470
14860
1490
1506
1516
1526
15736
1540

FRINT "GUICKSAND"
CALL SOUND (=206, 210-J%5, &)
NEXT J

FOR T=1 TO &6

NEXT T

GOTO 1986

CALL CLEAR

FOR J=1 TO 20

FRINT TAE(SKJ) ;"% WEALTH
CaLL SOUND (=266, 210+5%7,0)
NEXT J

CaLL CLEAR

E=INT (RND¥108) +106

FRINT :TAECA): "YOU HAVE FOUND GOLD"
FRINT :TAER(16) 3 "WORTH $" ;K
G=G+k

CALL SOUND (36000, 1731,0, 165,90, 156,8)
FOR T=1 TO 40

NEXT T

RE TUFN

Y=1

L@ (E+F (Y) )

IF (L=46&)+(L=32)=6 THEN 1426
IF ¥=8 THEN 1416

Y=Y+1

GOTO 1360

RETURN

FRINT :TAE(10);"NEAREY IG..."
IF L<»129 THEN 1456

FRINT :TAE(12);"NO FATH"

IF L3199 THEN 1470

FRINT :TAE(13): "MAGIC"

IF 1377 THEN 1496

FRINT :TAE(1Z); "MONSTER"

IF L<*81 THEN 1516

FRINT :TAE(11);"QUICKSAND"

IF L34 THEN 1530

FRINT :TAE(14);"GOLD"

FOR T=1 TO 460

NEXT T
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1556
1560
157e
15860
1596
1 &P
1416
1626
1430
1 &4
1656

RETURN

AR=AR-1

IF ARG THEN 1 &od

FRINT :TAR{(Z) 3 "NO ARROWS LEFT"
RETURN

FRINT :TAB(%) ;AR "ARROWS LEFT"

S5

FRINT :TAR{&) s "FIRE ARROW IN WHICH"
FRINT :TABCLL) ; "DIRECTION?"

CALL FEY (Z,J,J0)

IF (3=78) 4 (JI=8%) + (J=&P) + (J=87) =0 TH

EN 1440

1446
14676
{7
148360
1&%a
1760
I
1716
172
1720
174
175
1768
77O
17836
179e
18396
181@
18326
18750
1840
1850
18368
187
1886
1890
1576
191

Call. CLEAR
IF (I=78)+{(AE-12)=77)<:-2 THEN 172

585=1
W T -1 6
IF (J=@73)+(AE+19)=77) =2 THEN 173

8E=1
YT=E+16
IF (J=659)+(A(E+1)=77)% =2 THEN 1766

55=1

¥T=E+1

IF (J=87)+(AE-1)=77)<:=2 THEN 1750
58=1

YT=E-1

IF 8%=1 THEN 182¢

FRINT :TAR(S) ; "NOTHING THERE"

HGOTO 1935e

FRINT :TAB(1d)3"%x A HIT XX

FOR T=25@ TO 156@ STERP -1

CALL S0OUND (2600, T,@)

CALL SOUNMD1@e, T,a)

NEXT T

IF RND>.4 THEN 19326

FRINT :TABR(&) 3 "THE MONSTER IS DEAD!
AYT) =44

G=G+INT (RNDX10a)

GOTO 1936
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1726
Ep
1576
194G
1956
1940
197
IR
1 o ¥ |

RO

20
1eo
211e
D120
21350
2146
2150
2160
2178
1326
2190

g

L9

FRINT :TAR(S) s "THE MONSTER IS WOLND

FOR T=1 TO &0

MEXT T

RETURN

FRINT @:

FRINT TAB(4);"YOU HAVE RUN OUT OF A

FRINT :TAB(Z) s "YOU SURVIVED FOR™3iH:
"MINUTES"

1596

FRINT =TAE(4) 3 "AND FOUND $"3G;"0F &

CALL SOUND (256, 262, 0)
CALL SOUND (125, 262, &)
CALL SOUND (125, 267,)
CALL SOUND 294
CALL SOUND ¢

CALL SOUND (2
CALL SOUND (2%
FOFD T=1 TO 8606

NEXT T

STOF

A(E) =128

IF RND>. 3 THEN 2246

FRINT ::

FOR J=1 TO 91 STEF 16

FRINT TAE(11);

FOR JJ=J TO J+9

FRINT CHR$(A(II));

NEXT JJ

FPRINT

NEXT J

WA=INT (RNDX406)

FOR J=1 TO WA

NEXT J

CALL CLEAFR

RETURN

DATA 129,109,77,81,356

DATA —-11,-16,-9,-1,1,9,16,11

0, 294, @)

ZED O, 26T 9, TR, 0)

L
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SPIN A WIN

You have probably guessed by the title that this program
simulates a one armed bandit. You will be given twenty
computer dollars to start with and each spin will cost you one
dollar. Unfortunately computer dollars can only be spent
inside a computer.

When START appears on the screen press S and you will
actually be able to see the reels spinning thanks to the clever
part of the program from lines 900 to 1190 and also the routine
from lines 2150 to 2180. There are three reels and each one is
made up of three large rectangles, each one being a different
colour. When the reels stop spinning there will be three
coloured rectangles beside each other displayed on the
screen. Ifall three rectangles are the same colourthen you win
$5, and if all three colours are displayed on the screen you win
$3. Any other combination of colours means that you lose
your money. If you do have a win you may collect or gamble
the money by pressing either C or G. Pressing G will cause the
words NOTHING and DOUBLE to appear on the screen and
they will flash on and off alternately until, after a while, the
light stops on one or the other of them. You may gamble the
winnings as many times as you wish but you will usually lose if
you gamble more than twice on the same go. If you do gamble
you have a 40 percent chance of winning.

The game ends when you either win more than $50 in total and
break the bank, or when you lose all of your computer dollars
and are bankrupt.

The characters used in drawing the display are definedin lines
20 to 130 using the CALL CHAR command. Lines 140 to 640
set up the screen and display the title. The main part of the
program is from lines 730 to 2010 and lines 2020 to 2140 end
the game. Variable S is the amount of money that you have
left.
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16 RANDOMIZE
26 CALL CHAR (128, "00000a BOOHFF")
e CALL CHAR (129, ne
41& CALL CHAR (179,
50 CALL CHAR (LT,
&& CALL CHAR (132,
70 CALL CHAR (13T,
B0 CALL CHAR(134,
96 CALL CHAR (135,
199¢y CALL CHAR(L _,f;.,' ”f,_)l,;‘\l,)f)lgl"?l}'-\]_&\, ’)'}'-')fr')”)
11e Calll. CHARC VE7, "EEOOENECECOOO@HGHn ! )
120 CALL CHAR (144, "9000181518180000")
120 Calll CHARCLL ':]., "EH@HOOHGHECELHOHOHGE )
140 CALL CLEAR
156 CALL SCREEN(12)
160 CALL COLOR(9,5,5)
170 CALL COLOR(1O,9,9)
180 CALL COLOR(11,3,T)
190 CALL COLORCLS, 2, 1)
260 CALL HCHAR(Z, 3, 132,29)

CALL HOHAR (11,73, 1733, 29)
CALL VCHAR(Z,2,134,8)
270 CALL VOCHARCI, 32, 135, 8)
240 FOR N=7 TO 25 STEF 11
250 CALL VOHAR (S, N, 1350, 4)
THO CALL VOHAR (S, N+4, 1731, 4)
270 NEXT N
2680 FOR N=4 TO Z& STEF 11
290 CALL HOHAR (4, N, 126, 5)
99 FOR F=5 TO 8
310 CALL HCHAR (PN, 164, 5)
T2 NEXT F
IE0 CALL HCHAR(9,N, 129,5)
340 NEXT N
TN A=104
ToH E=164
70 C=104
380 G=20
96 A%=" SFIN®
406 J=6
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bowt 1 O :

CALL DUND’HHH e, 0, TI0, 0, T8, )

At g0

frsm 1 4

GOSUR 27T

470 CALL SOUND (506, 226, 0, 762, 0, T30, &)

486 as=" WIN ¢ ' o

490 K=D5

S506 GOEUE 22RO

S1¢ CALL SOUND (
w0 THREE (F

(J[Jal 1B 22E
ﬁ$”““NE DF EACH POYS. ... .. o 850

Lw[J‘:L_IB 22T

A="HIT ANY FEY TO FLAY"

GOSUE :
CALL KEY (3,J,K)
IF k=0 THEN &3¢
CaLlL HOHAR(1&, 8,
CAlL HCHAR (&, 4, 16
CQLL HCHAR (&, 5108, 5
CALL HOHAR (&, 26, 194, 5)
A%=1YOL HAVE $76"

CwLJoUE\ 2RI
IF S=@ THEN
IF =56 THEN )
Call COLOR L4, 12, 120
CALL COLOROLE, 12,12
A= STAaRTY

788 Jd=17

RO k=14

god GOSUE Z2Z
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gle
=l
g
840
goe
B&HG
870
eae
Beo
G
g1
TR0
1)
G40
Q50
G éd
Q76
Qe300
e 4]
1 e
1e916d
1926
17350
1046
16560
1@60
176
1986
196
1166
1116
1120
11736
1146
1156
1160
1176
1180
1196

Call S0UNDCZee, -1,
CALL KEY (Z,J,E)
IF J4 8% THEN 823

FALL HCHAR (17,115,232, 5)

=1
F=STR$ (S &V
leﬁ
k
GO)E )HH REEO
E=INT {RNDX&) +8
b=
FOR FP=1 TO E
F= -6
IF AC129 THEN 26
FE=Qé
C=&
GOSUER 215
NEXT F
CALL S0OUND (156, 227, @)
E=INT CRMDARE) &
[
FOR F=1 TO E
B=R+3
IF B126 THENM 1666
B=9&
(A=
GOSUR 2156
MEXT F

CALL SOUND (156, 262,4)

h INT CRMDX8) +8

FOR F=1 TO E

C=C+8

IF G126 THEN 11é&
C=96&

@=C

GOSUE 2156

NEXT [

CALL SOUND (15, 1351,

126
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1266 b=H

IF (A=E)+(A=C) < =2 THEN 13736
=5

IF {(A=E)+{(A=C) + (B=C) < »® THEN 1250
W3

1250 IF W=0 THEN 1658

1266 A%="YOU WIN $"%STRS (W)

1276 J=15
1286 k=17
1290 GUSUR 2776
1300 CALL HCHAR (17, 16, 1356, 1)
17316 CALL HCHAR (19,18, 176, 1)
1320 CALL HOHAR (L7, 26, 144, 1)
1336 CALL HCHAR (19,26, 144, 1)
1340 A%=CHR$ (137) %" COLLECT "%CHRS (137)
175G J=18

1566 K=

1376 GOSUER 2238

17860 A$=CHR$ (145) &"GAMBLE " %CHR$ (145)
1390 k=21

1406 GOSUR 2276

1410 CALL COLORCLS, 12, 12)

1426 CALL COLOR(14,6,1)

14750 N=1

1446 CALL SOUND (260, 185, 6)

1456 CALL KEY (3,0,

1460 IF J=67 THEN 1580

1470 Ne=N+1

1480 IF N<S THEN 1450

1496 CALL COLORCL4, 12, 12)

15060 CALL COLOR(1S5,4, 1)

1516 N=1

1526 CALL SOUND (208, ZO8, &)

1550 CALL EEY(3,J,K)

1540 IF J=71 THEN 1449

1556 Nap+1

15466 IF N<S THEN 1536

1576 GOTO 141@

1580 S=5+W

1590 A%=5TRS (5)

1606 J=13
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161 (:')
1 -..I)....

iéqU
1640
1650
1660
16479
1686
1696
1766
171
1728
177356
1746
1750
17 66
1776
1786
1796
1800
16316
183524
18Za
18346
1856
183468
187
18386
189
15706
191
19228
197356
1940
1985
1566
1970
1586
1996
200

k=]

GOSUE 2276

CaALl. HCHAR (15,13, 32, 11)
GOSUR 21956

GOTO 7360

CALL COLOR(14,12,12)
Call COLORCLS, 12, 12)
A%="NOTHING"

J=16

K=

GOSUR 22350

A$="DOUBLE"

k=2

GOSUE 2276

N1

Z=RND

CALL COLOR(1S,12,12)
CALL COLORCL4, &, 1)

CALL SOUND (20&, 378, 8)
FOR F=1 TO 46

NEXT F

IF (N=5)+(7<.&6)==2 THEN 197@
CALL COLORCL4, 12, 12)
CALL COLOR{LS, &, 1)

CALL SOUND (206, 415, &)
FOR F=1 TO 46

NEXT F

IF (N=5)+{Zr=.4)=-2 THEN 151
NN+ 1

GOTO 1778

W=l

FOR N=1 TO 496

NEXT N

CALL COLOR(14,12,13)
CALL COLOR (LS, 12, 12)
GOTO 13266

FOR N=1 TO 466

NEXT N

CALL HOHAR(1S,13,32,11)
GOSUE 2196
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240
2050

ﬁlmu
211
2126
D138
2146
Z 156
21460
21764
2180
D190
aniuly)
:210

e

&£ s....J“
2260

GO0TO 730

A$="YOL HAVE RUN OUT OF MONEY!"

J=1d

K4

GOSUER 2270
GOTO 2119

AF="Y0OU HAVE BROKEN THE BANE!"

J=1&

k=4

BOSUE 2278

FOR N=1 T0O 568

NEXT M

CALL CLEAR

END

FOR N=5 TO 8

CALL HCHAR (N, K, @, )
NEXT N

RE TURN

CALL HCHAR(17,18,32,17)
CALL HCHAR (19, 16,7
Call HOHAR(1E, &,
RETURN

FOR N=1 TO LEN(A$)

CALL HOHAR (I, E+N, ASC (SEGS (A%, N

NEXT N
RETURN
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FOXES AND CHICKENS

This is your big opportunity to be an ecologist. The game
Foxes and Chickens requires you to set up a population of
these animals in such a way that it becomes self-supporting.
Too many foxes and the chickens won't be able to breed fast
enough to feed them. Too many chickens and they will
overrun the farmyard and crowd out the foxes.

The computer will give you a month by month read-out of the
farmyard’s population. Each time the program is run the
number of chickens needed to feed each fox is randomly
selected.

The program also has a high score feature which will tell you,
at the end of each game, your best effort so far. This of course
returns to zero each time the program is run.

Lines 290 to 360 input the number foxes and chickens you
wish to start with. Lines 380 to 770 calculate and display the
number of foxes and chickens that are left from month to
month. Lines 780 to 1200 tell you which animals died out and
ask you if you wish to play again. The subroutine from lines
1210 to 1260 uses CALL HCHAR to position words on the
screen where it wants to rather than having them appearing at
the bottom of the screen and then scrolling up.

1o RANDOMIZE

zd CALL CLEAR

36 A%="WELCOME TO FOXES aMp

4y J=&

S0 BGOSR 1216

&) A%="CHICKENS. THE OBJECT OF THE"
7e J=8
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g GOSUE 1219

Q6 OB="0AME IS TO CREATE Aa¢

1y J=10

11 GOSUR 1216

12 AF="FOFULATION OF FOXES AND"

136 J=12

14 GOSUER 1216

150 Af="CHICKENS WHICH WILL SURVIVE"
1éHe J=14

176 GOSUER 1216

189 A%="FOR AS LONG AS POSSIBLE."
1964 J=14&4

Do GOSUE 1216

D19 Af="FRESS ANY KEY TO CONTIMUE. M
2E6 J=321
2Ee GOSUR 1219

240 CALL EEY (E,J,kD

28 IF E=0 THEN Z4¢

260 CALL CLEAR

270 HI=H

286 FD==RMD

290 FRINT TAR4) ; "HOW MANY FOXES WILL"::
ZOa INFUT " YOU START WITH (1-99)7 ":FfF
19 IF FR<199 THEN 236

TR0 FPe=QQ

ZE PRINT ::TAB(E) 3 "HOW MANY CHICEENS AR
B OTHERE"::

49 INFUT " IN THE FARMYARD {(1-99)7 ":CF
IS0 IF CPoloe THEN Z76

LG CP=99

BTG M=

380 CaALl CLEAR

290 A%="MONTH oo

46 J=8

416 GOSUB 1216

4260 A%="FQOXES CHICKEMNS"

470 J=12

449 GOSUB 1219

450 A%=8TRS (FF)

469 J=14

470 =8
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486 GOSUR 1229
A0 Ag=BTRS (CF)
S =21

S1e GOsUR 1280
o260 FOR N=1 T0O Ao
S50 MEXT N

Sde FR=FF/Z

589 CP=CP/3

569 MO=MO+1

S70 Ak=5TRS (MO
o8e J=8
PG k=19
Eigy GOSUR 1220

Glé IF FPo=CRsFD THENM &7356

&30 FR=CF/FD

58 FP=ARS(FF+ ( (8XFF-FFXCF/2) KFD))
HA49 CR=ARS (CFA4 CCARCP-CREFP £, 60 1) )
5D AF=STRE CINT (FF) ) & "

HEG J==14

&7 F=0

HEO GOBURE 1220

E5760 AF=0TRE (INT (CF)Y )y &" "

Toe =321

71a GOSUR 12:“

TREe IF THEN 78
TEe IR : 2 THEMN 235
T4@ IF (FP-22)4+ (0P =3 THEN 8%
759 FOR N=1 T0O 560

THO PMEXT M

77 GOTO S5h49

7839 AF="WE HAVE RUMN QUT OF FOXES"
TRE J==18

eme GOSUER 1219

81o as="AND CHICKEMNS'"

820 J=29

gio GO0BUR 1218

849 GATO 92

859 A$="WE HAVE RUN OUT OF FOXES!'™"™
BéHe J=18

870 GOSUER 1216
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B8Ee GOTO 926

899 Af="WE HAVE RUN OQUT OF CHICEERMS!"
Qoo J=18

Gle GOSUR 1216

926 CALL S0UND (1o,
SEd CALL SOUNDC1ede, =
Q40 CALL BOUND (18
FED FOR MN=1 TO 269

GHE MNEXT N

78 CALL CLEAR

T80 A%="THE FOFULATION OF FOXES AND"
QU J=85

Ley GOSUR 1219

1916 ﬂ%m“CHICﬁ%NS SURVIVED FOR™

126 J=1

LeZe HOSUR 1218

16046 AF=8TR$ MO &" MONTHS. "

1050 J=12

1k GOSUR 1219

178 IF MOCHIT THENM 1896

16986 HI=MO

16096 A%="THE |.ONGEST S0 FAR IS5 "&5TR$ (HI
)]

119 J=14

1110 GOSUR 1219

1120 A%="00 YOU WISH TO FLAY AGAINDT
11350 J=26

1146 GOSUB 1216

1156 CAalll. FEY (3,J,ED

1166 IF J<:8% THEN 1196

1170 CAall CLEAR

1188 GOTO Z8a

1196 IF J4-78 THEN 1159

1206 STOF

1219 E=INT ({ZZ~-LEN{A%)) /2+.5)

1226 FOR G=1 TO LEN{A%)

1276 CALL HCHAR (I, E+6, ASCSEGE (A%, 0, 1)),
1)

1240 CALL SOUND (199, 1990Xa+2%J, @)

1256 NEXT @

1268 RETURN
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ALLEY SCARE

Most adventure-type games are based on logic and are
cleverly planned, with many challenges for the player. Alley
Scare is nothing like that. It is more of an ordeal than an
adventure.

Theinstructions are displayed at the beginning of the game by
lines 150 to 180 and you are told what to do at various stagesin
the game. Lines 270 to 350 display various pieces of informa-
tion on the screen. Lines 400 to 600 tell you what is attacking
you and with what, and lines 610 to 710 give you a choice of
defensive weapons, decide whether or not you have defeated
the attacker and, depending on this result call one of two
routines which tell you if you have won the fight orif you have
lost. Lines 760 to 1000 hold the information for the situations
that may occur at any time during the game.

The variable W keeps track of which alley you are in, Sis the
amount of money you have and X counts the number of fights
you have been in.

1& RANDOMIZE

20 CAlL CLEAR

e CAll. SCREEN(Z)

40 FOR M=1 TO 8

Se CAlLL COLORN. 16, 1)

GO NEXT N

79 Ag="Xx ALLEY SCARE ¥x"
8o FOR N=1 TO 17

g FRINT : TAR(N+7) s SEGE (AE, N, 1)
Loe NEXT M

11 FRINT
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120 K=o
130 5=30

140 W=

1%e PRINT " YOU ARE IN A DARK, SLIMY":
"ORENING SOMEWHERE IN A"

166 FRINT "NETWORE OF ALLEYWAYS. YOU":"H
AVE ONLY THIRTY GOLD PIECES": "IN YOUR FO
CHET AND YOU MUST™

178 PRINT "FIGHT YOUR Way OUT BEFORE":"Y
OU DIE OF STARVATION.":"  MANY ALLEY CR
EATURES"

186 FRINT "BLOCK THE WAY AND THEY WILL":
"STEAL YOUR GOLD IF YOU DO":"NOT GUARD I
T WELL, "

199 FOR N=1 TO 1@

6 FRINT

NEXT N

INFUT "PRESS ENTER":A%$

Call CLEAR

IF Wi=1 THEN 266

2EG W1

6O IF Wr=1® THEN 1610

270 FRINT ::TAB(&) ;"THIS IS ALLEY NO.";W
80 PRINT :TAB(4);"ALLEY NO. 1% IS THE E
XITe

T9E X=X+1

THe PRINT :TAR(4)3;"THIS IS CHALLENGE NO.
nyy

T1e IF Sr=1 THEN 336

TR Gm3

TE® FRINT :TAE(4);"YOU HAVE";S; "6OLD FIE
CEg"

40 E=2+INT (RNDX4)

EHmG PRINT :TABCD) 3 "YOU ARE NOW FACING";
i "ALLEYS®"

368 FRINT

76 INFUT "WHICH ONE WILL YOU TRY? ":A
I@G IF RND<.2 THEN 726

96 IF AxE THEN 370

406 K=INT (RND¥4)
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419 IF K<»@ THEN 430
420 E$="GIANT RAT"
470 IF K<xl THEN 450
440 E¢="WEREWOLF"
450 IF K32 THEN 470
460 Et="TROLL"

470 IF ba:T THEM 4%
480 E="I0OMEIE"

49¢ PRINT :TABCI) s "THE alLLEY IS5 BLOCKED

BY A"
e E=INT (RNDX4)

Sile IF ECxo THEM 3736
SE® Fs="FOISOMED SFEAR"
IEe IF ECx1 THEM 556
S46 Fs="FLAMING SWORD"
SE0 IR EC D THEN 576
SHG Fe="ROW AND ARRIW"
S7a IF BT THEN S0
580 Fs="CROSS

BEOW"

S99 FRINT «TARBCT) sEsy " ARMED WITH"

&l FRINT «TARCL&) 3 "8 "3Fs$

16 FRINT :TAB2) s "WHICH WEAPDON DO YOU O

HOOSES?"

29 PRINT :TAB(&) 3 "A FOINTED STICK (1)”

HEO FPRINT « TAR (9 3 "EARE HANDS |
&40 FRINT :TARMB) ;"A SMALL ROCK
&56 INFUT E

AL C=INT (RMDXZ)+1

476 IF B=C THEM 7o

&89 LBOSUER 125

&0 GOTO 74e

79 GOSUR 1186

71 GOTO 74

726 E=1+INT (RND%x4)

7E6 0N B BOSUR 766, B810,849,9210
740 FRINT

7H0 6070 224

3

we

i
I,

iEy
()

760 PRINT :TAER(4) : "YOU HAVE FALLEM THROU

faH"
779 FRINT :TAR(11):;"A TRAFDOOR"
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TEE W=l

TG S=S-INT(RNDXZ)
goe RETURN

i@ FRINT :TAB{(4);
(DTN

gEe FRIMNT :TARB(1S
830 b=l

B4 S=5-INT(RNDXZ)
gH6 RETURN

& FRINT s TAB(4)
2y

879 FPRINT s TABR(S)
BEE S==54+INT (RND K
259 W=WH+INT (RNDXZ
Soe RETURN

le FRINT TABRE) ;

‘ag

St e BB

FFINT 1 TRE ()

F‘F: IMT = TAE (4

am

ORE™"

T8 FRINT :TABR(Z) 3
WL

H FRINT :TAB{Z) 3
TakE?"

FhHe IMPUT D

BEe IF DEE OTHEN &4

SEG G=G+D

PG Wbl INT (D720
196 RETURN

1916 PRINT :TAE (&)

B HERE"
Lirde F-FxINT : TAE(Z)

Imn
1068 INFUT A$
1376 G-

0 =2+ TNT CRND RS
-'e-f‘ FRINT s TARCE)

i ."«') Fl~ INT =THEBS) g

"A FLOOD WASHES YOU D
:"f SIDE ALLEY"

-1

"YOU HAVE BEEM HELFED
"A FASSING GNOME"

iy

"WHOOFFEE ! ! & HODARD OF
"GOLD, CHOOSE UF TO 5
"BUT BE CAREFUL, THE M
"YOU TAKE, THE MORE IT

POOET YOUL HOW MANY TO

:YOL ARE AT THE EXIT®
1)

"THERE IS A LARGE 0GR
: "DEMANDING" ; E; "GOLD F

"FRESS ENTER TO FAY H
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180 IF S0 THEM 1150

1090 PRINT :TAR(G) 3 "YES, YOU CAN FAY HIM
1196 FRINT :TAE(S):"YOU HAVE WON THE GAM
Ell

11169 IF S=6¢ THEN 117

1126 PRINT :TAB(&) ; "AND YOU MAY EEEF THE
11736 PRINT :TAE(4): "REMAINING":S; "GOLD F
IECES"

1146 GOTO 1170

1156 FRINT :TAE(4); "THE OGRE HAS KILLED
You"

11660 FPRINT :TAE(&) ;"YOU COULD NOT FAY HI
M

1176 END

1186 PRINT :TAE(4);"YOU HAVE FOUGHT YOUR
WAY "

1199 PRINT :TAE(8):"FAST THE ":E$

17266 S=5+INT (RND¥3) +1

12160 FRINT :TAE(4); "AND HAVE":S; "GOLD FI
ECES"

1226 W=W+INT (RNDXT) +1

12360 FRINT @ TARC2) 3 "YOU ARE APPROACHING
ALLEY"; W

1240 RETURN

12560 PRINT :TAE(2);"THE "3;E$;" BEAT YO
AND "

1266 S=5%—INT (RND*4) -1

1270 PRINT sTARE) ; "LEFT YOU WITH"; 8
1286 FPRINT :TAR(1®) ; "GOLD FIECES"

1290 Wal+1-INT (RND¥I)

17606 IF W:o THEN 1320

1316 W=t

17260 FRINT :TAE(4) 3 "AND SENT YOU TO ALLE
YU

17360 RETURN
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SKITTLES

With this program you can try your luck at bowling. The
computer will show you a view of the bowling alley from
above, with ten skittles set out in the usual way at the top of the
screen. You will then be able to play agame of ten frames with
two balls to each frame.

The computer will tell you which frame and ball you are
currently playing, your score for that frame, your total score
and also the highest score achieved over ten frames so far. It
will also reset the skittles for you after each frame. When the
screen has been set up by lines 20 to 610 your ball will appear
at the bottom end of the alley. You may then move it left or
right using keys S and D, and when it is in the correct position
press B to bowl. The ball will then roll up the alley and knock
over any skittles in its path. When the ball hits a skittle it will be
deflected in any one of three directions. A skittle which is
knocked over by the ball may knock over other skittles beside
or behind it making the game much more realistic.

You score one point for each skittle that is knocked down and
if you successfully knock all ten skittles down in the same
frame then you are given a bonus of five points.

Lines 620 to 690 allow you to line up the ball before you bowl
it. After you press B the ball is moved up the-screen by lines
700 to 740 and lines 750 to 1030 work out which skittles have
been knocked over. Then the scoreis adjusted accordingly by
lines 1060 to 1190 and it is displayed on the screen. After all
ten frames have been played lines 1280 to 1340 end the game
and amend the high score if it has been beaten before going
back to the beginning of the program for a new game.
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1 RANDOMIZ
Call. ClLEAR

200
21

oy 2y oo
et

SALL SC
FOR M=t
CALL GO
MEXT N

REEN(7)
TGO 8
LOR (N, 14, 1)

Call. CHAR 126, "ol gRC3CECTECI1800™)

CALL. THARTLZS, "1E

CALL CO

CAaLlL C

CaLL

FRINT
FRINT
FRINT
FRINT
AS=A$ 2
FRINT
FRINT
et e 3
FPRINT
FRINT
H=6
FOR N=
NEXT N

FRINT
FRINT
FRIMT
FRINT
FRINT
FRINT
FRINT
FRINT
FRINT
FRINT
FRINT
FRINT

CalLL C

A" Gl

LOR (Y, 14, 14)

Call CO0ORdle, 15, 15

OLOR (12,5, 16)
DLORCLE, 2, 1)
OLOR (14,5, 14)
ITTLES"

TAE(14) ;" /\"

TABC(1L1) s A%

" "3(A$
TAB(A) 1 A%

4w owom
. a8 o

"OLGEGS (A%, 1,8)

Fa¥-

¥
wosowom
neeh

1 TO 1&6d

CALL CLEAR

TAE (24) 3 "FRAME "
: "GCORE FOR"; TAR(25)
"THIS FRAME"
tTAR(4) 3 "=a"
TAB(24) 3 "BALLS "
TAE(24) ; "LEFT"
(TAR(RS) § "=0n

TAE () 3 "TOTAL "

TAB (3) 3 "GCORE"
:TAE(4) 3 "=0" 3 TAE (24)
TAE (24) 3 "SCORE"

s TAB(24) ; "=" 3 H
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418 PRINT &:

429 FOR N=13 TO 21

450 Call. YEHAR (L, N, 96, 24)
440 NEXT N

A5E F=

369 AF=CHRE (1736 SCHR$ (96)
478 AB=A%LAtLashAask

489 FOR A=1 TO 1@

496 G=d

S BE=5TRE(A) &0

Gl CALl HCOHAR (7, 28, A8C(SEGS (B, 1, 1)1, 10
] CALL HCHAR (¢ ;.:C.-'.’Qf (':t(:t‘ik}:{‘ﬁ.....l))..l)
G330 DALL SOUNMD (5ee, 131,8, 1465, 8)
S48 FOR J=2 TO 8 STER ’L

S50 Be=5EGH (A%, 1, 1932

SéHY GOSUR 1369

S7G MEXT J

5630 RB=1

S99 CALL HCHAR(1o,7,48, 1)
AHown CALL HCOHAR(1e, 8,232, 1)
&le CALL H(.,HQR(14,;.E3,..-1 B, 1)
ARG Y=17

&30 CALL HCHAR(Z24,Y,%6, 1)
G40 CALL EEY (3, J.E)

£56 Y=Y+ (J=87) - {J=68)

HEO Y=Y (Y=22) - (Ys=13)

£79 IF J=6&6 THEMN 7o

&80 CALL HCOHAR C24,Y, 128, 1)
&% GOTO &7

76 FOR N=2Z TO % STEF -1
71¢ CALL SOUND (-1906,-5, 18)
720 CALL HCOHAR(N+1,Y, %6, 1)
750 CALL HCHARN,Y, 128, 1)
TaA9 MEXT M

750 V=0

T EHO WY

776 FOR N=8 TO 2 STEF -2

7HO Y=Y+

799 CALL SO0UND(-28a6, -5, 18)
goo CALL GCHAR N, Y, D
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g
G
Q18
G

G L
B
G éd
Q70
eI
QR0
16ee
1o 1é
i c)"ca

1 )4()
1650
L&
1&7a
186
1682
{196
111e
1126
117356
1146
11560
1166
1176
1186
)

L1&e
)

CALL HCHAR (N+1,W, 94,

CALL HOHARONM, Y, 128,
W=y

IF Q=134 THEN 270
CAlLl SOUND (-106, 242
VaETMT CRND®E) —1
IFOORND . A4) + Y =140
Call HCHARfN Ywﬁ_’é
IF  (RND< . 4) 4 (Ys2e) <
CALL HﬁHHﬂ(N V+Z.“6
IF N=2 THEN 96

IF RMO<. & THEN &4

1)
17

1a 9,

I

1)

=5, 18D

sl THEM 890

e THEN 216

1

CALL HOCHAR (N-2, Y1, 94, 1

IFRND & THEN 9989

CAll., HOHAR (N-2, ¥Y+1,9&, 1)

GOTO 990

FOR F=1 TO 40

NEXT P

CALL HOHAR (N, Y, 96, 1

)

CALL. HCHAR (M-1,Y, 128, 1)

FOR F=1 TO 4&
MNEXT F
MEEXT N

CALL HCHAR(1,Y,%96,1)

CAll. S0UNMD (-1, -7, &3

=16
FOR N=1 TO 4
FOR Fs=13+N TO 21N

CALL GOHARN®2, F, D
IF GH1346 THEN 1120

L1

NEXT F

NEXT N

S=7

IF 216 THEN 1179
S".-. ! o) +l:.'

BE=GTHE (5) &" "

CALL HOHARL®, 7, A5C(EEGH (8%, 1,10 ), 1

CALl. HCHAR (1@, 8, A
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&1

b

Call HOHAR (16,7, 050 (SEGE(B$, 1, 1)), 1
CALL HOHAR (18,8, ASC(SEG$ (B, 2, 1)), 1
CALL HOHARLE, 9, ASC (SEGH (B$, 5, 1)), 1

NEXT A

Calle HOHAR (L4, 268, 48, 1)
s VEND OF GAME™

J=1d

BGOSR 13466

IF FaH THERM 268

e

GOTD 266

Call. HOHAR L4, 28, 48, 1)
o TMT (3 E-LEMNIBE)Y Y S+ 1
FOR MN=1 T0O LEMOES)

Call HOHAR T, 4N, ASC(SELS (B, N, 1) 1,

MEXT N
FESTLIFN
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NUMBER JUGGLE

In this program the computer displays the numbers from zero
to nine in a random order. Your task is to unscramble the
numbers and put them into the sequence 0123456789 in as
few moves as possible. This is done by either reversing the
whole sequence or just a part of it. For example, the computer
generates 7354098621. It will then ask you “REVERSE
NUMBER?”. Entering 1 would then reverse the whole
sequence to read 1268904537. Entering 5 would then reverse
the numbers from the fifth number onwards. That is
1268735409. The game finishes when you put the numbers
into order from 0 to 9.

Lines 70 to 160 draw a sine wave at the beginning of the game.
Lines 200 to 340 generate the ten digits and juggle them
around. Lines 360 to 530 allow you to continue reversing parts
of the sequence until you get it in order. When you have done
this lines 540 to 630 tell you how many moves it took and play a
short tune.

2 FANDOMI ZE

a Calll Gl Y
S LAkl B0 AN

43 PRINT TABRCY) ¢ "NUMBER JUGGLE"
S FRIMT s

i Z=40

7y FOR M=o TO &, STER 9.3

Bo Y=pNiES+]

i X=T+S5 IR (N X8

166 Ge=1 L a+RMNDEZODD

ple Cald. HEHARIK, Y, 2, 1)

2@ CAall, SOUND Cloe, 5, 8)

1726 Z=Z+]

t4a T Z-058 THENM 1640
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4456
47d
439
49

SN

Z=48

MEXT M

FOR M=1 TO 200
MEXT N

M= 1

FOR N=1 T 19
AN =N+47

NEXT M

FOR T=1 TO 2o
Y L4 TNT CRND % L 6)
Vel 4+ INT (RMDX 18)
Ete==gy (X0

=Y

A X)) =0

By =R

MEXT 7

A=Y

FOR N=1 T0O 1@
AF=AFLCHRSE (A (N1 )
MEXT M

CALL CLEAR

Call SOUND (2o, 263
CALL SOUND i
Call. S0OUNMD (e

FRINT 2aTAEBECS) s "MOVE NOL"iM; "
FRINT @ TARE) § "REVERSE NUMBER™T"

INFUT R

IF (R 1)+ (Rx5) <50 THEN 416
By

FOR T=18 TO R STEF -1
Bd=EELSEGS (A%, T, 1)

NEXT T

IF Fa=1 THEMN S50
A=SEGE (A%, 1, R-1) LEBS

GOTO 516

Ag=EE

IF A$="0123454678%" THEN 540
Masbi+ 1

GOTO 6o
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=40
et
S
=70
SEe
%]
&R
19
620

e

&N

FRINT «TAROLIE) ;A%

FRINT s::TaR 1S 3 "YOU DID TIT."
FRINMT TARME) s "IT TOOE";My "MOVES, "
FRINT z::

RESTORE

FOR MN=1 TO 7

READ 5

CALL SOUND 1o, 5,89

MEXT K

DATA 121,165, 1%6,247, 196,165, 1731
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TWENTY ONE

This program plays a dice version of the card game Pontoon.
The object of the game is to roll the dice until the total is either
21, or as close to it as you dare go. Rolling more than 21
causes you to lose.

After you've had your turn at rolling the dice, the computer
takes its turn. You'll find that the computer plays this game
quite well and will win more than fifty percent of the games
unless you are very careful.

When the program is run the computer will ask you to enter 1
to roll, 2 to stand, 3 to end. Enter 1 to roll the dice as many
times as you wish. When your total is as close to 21 as you're
prepared to go enter 2. This gives the computer its turn. When
you are tired of playing enter 3 to end the game.

Lines110to 190 draw the circle of numbers at the beginning of
the game using sine (SIN) and cosine (COS). The loop has to
go from 0 to 2*PI as the computer works in radians rather than
degrees. There are 2*Pl radians in one complete revolution. Pl
is defined in line 110 using the DEF command. The players go
is controlled by lines 270 to 420 and the computer’'s go is
controlled by lines 430 to 540. Lines 550 to 640 work out who
has won and call either the routine from lines 980 to 1010 or
the routine from lines 1020 to 1050. If it is a draw then the
routine from lines 920 to 970 is called. The diceisrolled by the
routine from lines 650 to 710 which also provides the sound
effects.
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RANDOMI ZE

CAaLlL CLEAR

CALL SCREENM(2)

CalLL COLORCE, 7,12

CALL COLOR (4,7, 1)

FRINT TABCLZE) s "THENTY "
FRINT :TAE{(14) 3 "ONE"

FOR N=1 TO 1@

FRINMNT

MEXT M

DEF FI=2.1414

FE D

FOR M=& TO ZxF1 STEF .4
XK=10KESTM M)

Y=1OXCO5 (N

Call HCHAR (X+12,Y+17,6, 1)
A=—4G% (A=50) -S50OX (A=4%)
CALL SOUND (106, a4, &, A-51, 60
MEXT N

HH =

CC=

FOR B=1 TO lLeod

MEXT N

CALL ClLEAR

H=

C==

FRINT :TAB(S) "1 TO ROLL, 2 TO

FRINT :TARB(LIZ) ;"3 TO END"

CaLl KEY (3, J,K)

IF (J=4%)+ (J=5)+(J=51)=8 THEM
IF J<:31 THEM Z3é

STOF

IF J=356 THEM 4%

GOSUR &56

H=zH+D

CALL SOUND(Zao, 156,09, 622, 0)
FRINT :TARBE) ; "YOUR SCORE IS"3H
IF H<E1 THEN 299

IF H=21 THEM 42
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A6Te]
410
4260
4750
446
4556

460
470
480
496
SH9

GOSUE 72

S0TO 4%

GOSUE 81&

FRINT :::TAB(11)3"MY GO MOW"

GOSUE &5

C=C+D

CALL SOUND (Z0@, 233,09, 932, 9)

FRINT :TAB(9) 3 "MY SCORE IS";C

IF (Cf:1)+fH‘C)=~E THEN 446

21+ (H=C) + (00 19) =3 THEN 446
IF C<Z1 THEN 5
IF C=21 THEN !
GOSUE 720
GOTO 556
GOSUE S10

IF >0 THEN &1

IF H:C THEN 599

GOSUE 926

GOTO &Z0

GOSUE 980

GOTO &20

GOSUB 1o26

FRINT ::TAB(9) ;HH; "GAMES TO vaou"
FRINT :TAE(9) ;00 "GAMES TO ME"
GOTO 220

D=1+INT (RNDX&)

FOR N=1 TO 2@

CALL SOUND (16,-1,9)

CALL SOUND(1@,-7,®)

NEXT N

FRINT :TAE(7);"THE DICE SHOWS A"3D
RETURN

FRINT ::TAB(12);"B U 8 T

FOR N=1 TQ 26

CALL SOUND(189,110,8,-7,9)

NEXT N

IF H»Z1 THEN 796

=6

RETURN

H=6
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Boo RETURN

FRIMNT s:TAE&) 3"T W E N T Y G0N
FOR M=2% TO 1é&

! CAll COLORCL, 1,0

a0 DALl SCREERN CRD

goe FOR FP=1 TO 3

Boa CAall. SOUND G5, NEbd, &

879 NEXT &

gBEa NMEXT N

BFa CAlLL SCREEN(8)

oo ALl COLORCL, 1,87

RETURRM

FRINT :TAE(LL) 3 "DEAD HEAT!

LAl SOUND CSoa, -5, @)

CALL SOUND (Lé, -1,8)

HH= M+ 1
CO=0C0+1
RETUIRRM
FRINT TAB1LZ "I W T N
A Callle SOUND CEae, 12 i
1o CC=CC+1
1orier RETURRM
12e PRINT :TAB{(%)3"Y O U W I N
LZa Calld. S0UND (Zed 525, )

1946 HH=HH+1

1a5e RETURM
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ORCHARD NIM

This program will print a random number of apples on the
screen. You and the computer then take turns removing
apples from the board. The one who is forced to take the last
apple is the loser.

Each game the computer wili place a different number of
apples on the board and set a different maximum number of
apples which may be removed at any one time. The computer
will display on the screen the number of apples left, the
maximum number you are allowed to remove, the number of
apples both you and the computer removed that turn and a
graphic display of the apples.

The computer has been programmed not to play perfectly.
Line 580 puts a random factor in the computer’s moves if the
condition is met in line 570. Lines 320 to 380 print the apples
on the screen. Variable Z is the number of apples that are left.
This is initially a random number between 21 and 36. Z is
modified by your input (C) in line 400 and by the computer’s
move (D) in line 620. Lines 530 to 610 are the lines the
computer uses to make its moves.

L8 RANDOMIZE
20 CAall CLEAR
I CALL CHAR G128, "OU19S4FEFEFETCIE")
4o CALL CHAR (L36, "FRFFFFFFFFEFFFFFFFE™)
S CALL. SCREEN (L&)
HE CAll COLORCLE, 3, 1)
7y CALL. COLOR(14,11,1)
B PRINT TAR L) 3 "ORCHARD NIM"
g FOR N=1 TO 12
1ee FRINT
P& NEXT N
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128
1758
146
156
1466
176
188
1996
2o

19

FOR N
CALL
CAall
NEXT
FOR

SALL
CalL.
CALL
CAlLlL.
MEXT
L=t

D=

M

z =501+
250 F=EaT
D& DIM A
270 G070
830 FRINT

290 FRINT
OVE: "3 F

g FRINT
I TOOE™" ;D
Ile PRINT
FOR M
IO OPRINT
I4é FOR F
IEG PRINT
IHO NEXT
I79 PRINT
80 NEXT
99 PRINT

BT

4erey INFUT
419 IF (C
420 I=17-
470 IF
440 CAl..
4560 CALL

-

Y
ba

460 PRINT TAB(&) s "# # #

476 FOR N

w1 TO 4

HCHAR (1+RNDK 2T, L+RNDKSL, 128, 1)
SOUND 106, 1 10+RNDK 1000, 6)

N

=1 TR 24

HCHAR (N, 1, 32, 35)
HEHAR (N, 3, 154, 1)

SOUND (260, 11a+N¥ 1o, 6)
HCHAR (N, 3, 32, 1)

N

e
N oatat

INT (RMNDX14)
MT CRMND*E)

(5h)
7D

TAEB (&) 3 "FIECES OM BOARD: "3 Z
s TAR D) s "MAXTMUM NUMBER TO REM
sTABCE) s YO TOOKE"; CyTaAB(ZOY 3"

=1 TO 31 STER
(TAE(10) 3

I

=@ TO 3
CHRE(AN+FFY )Y 3" "

Fn

I
1 TAE(4) 3 "HOW MANY WILL YOU TA

C

1Y+ (CEF Y H) THEN 469

-

ST

@ THENM
CLEAR

SOUND (1066, 262, 0, 530, 0, T92, 0)

I WIM # # #"

=1 TO 8

480 FRINT

152



S
S
SE 6

£y

o A
S8e
=590

GG

D
& A
&5
&H&®
&7
&HEH
&0
paals
Tio
TR
TIEG
7 A
TEG
Tho
779
7Ee
7
goo
gle
g0
830
846
E50
B&HO

NEXT N

FOR M=1 T0O Bao
MEXT M

BOTO 814

@ De=l—1-INT((Z=1) 7/ (F+1)) K{F+1)

IF (D=4 (Z0 1) 0 e-2 THEN 5648
D=1+INT (RNDXF)

IF D=z THEM 35

IF RMD< .8 THEM 5%

DD THNT CRND#®2) - TNT CRMD %)

IF DxF THEN S8é

IF D& THENM &2

.L_:j

IF 29 THEN 736
CALL CLEAR
CALL SOUND (1ead, 292, 6, 454, 9,587,

FRINT TaRdE) "% % % YOU WIN ¥ X ¥"

FOR N=1 TO &

FRINT

NMEXT N

FOR N=1 TO 8ao

NEXT N

GOTO 81

FOR N=1 TO Z

A INDY =128

MEXT N

FOR N=Z+1 T0 24

AN =22

MEXT M

CALL CLEAR

LHOTO 286

FRINT TAB(&H)Y 3 "ANAOTHER GAME™T (Y /N
FRINT ==

INFUT A%

IF Ag=tyn THEN 226
IF A$C:"N" THEN 8Zo
EEND
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SPACE RACE

Five martians are stranded in space and they must all be
rescued as quickly as possible. The only problemisthat a vast
asteroid belt separates them from your small ship and your
fuel tanks can only hold enough fuel for you to rescue one
martian before returning to your mothership to refuel. The
mothership however is so large that it can supply you with an
almost unlimited amount of fuel which means that you can
make as many trips through the asteroid belt as you wish.

You start off with three ships but you destroy one each time
you hitan asteroid. Your ship starts at the bottom of the screen
and moves upwards towards the martians automatically.
Press the S key to move left and the D key to move right. You
may also put the ship into reverse by pressing the space bar
but this wastes valuable time. If you manage to reach the top
of the screen without being destroyed you are given a few
seconds to pick up a man before the ship turns around and
starts to move back down the screen. If you hit an asteroid on
the return journey and a martian is onboard he will be killed. If
you save all five martians or all of your ships are destroyed the
game ends and you are asked if you wish to play again.

This is quite a fast moving game as the number of objects that
move on the screen at the same time have been kept to a
minimum. If | had wanted the asteroids to move as well as the
ship | would have had to writethe gamein alow level language
such as machine code which lam afraid itis not possible to do
using the standard machine.

19 FANDOMIZE

Z0 CALL CHAR (128, "aal3ZC7E7ETCIH06™)
Zo CALlL CHAR (1346, "oBol 1 CIEIETF4949 M)
4¢y CALL CHARC(LZ7,"4%9497FZEZEL1COBH8")
50 CALL CHAROL44, "THACTHLOFE L2844 ")
& CALL CLEAR

70 CALL SCREEMCE)

g CALL COLORCCL, 2,2)
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90 FOR N=3 TO &

1oe CALL COLOR (N, 14, 1)

NEXT N

CALL COLOR(1Z, 2, 1)

n Akl COLOR14,8, 1)

n CALL COLOR LS, 17, 1)

PRINT TARC4) 3 "SEILL LEVEL 7 (1 T 8

FOR M=1 TO 16

FRINT

MEXT N

Call, BEY (3T, ED

IF {JC49) + (T -8R0 =8 THEM 196

MM=(J--48) /13

CalL CLEAR

T 1@

SF=7

=

FRINT TaB(L1); "SPACE RACE"

FRINT s52:

FOR N=1 T0O 284

IF RND NN THENM 326

FRINT CHR$(126)

GOTO ZZ6

FRIMNT " "

MEXT M

CAlLL. COLORC1IZ, 16,10

FRINT srez:

CALL HCHAR (L, 13, 32, 160

CAall. HOHAR L, 5, 144, 10

CALL HCHAR (L, 9, 144, 1)

Call. HOHAR L, 17,144, 17

CALL HCHAR (1,24, 144, 1)

CAlLl. HOHARCL,De, 144, 1)

C=i

A=

X=24

Yo B4+ TMT (RMD %28

V=X

W=y

CALL. SOUND (26, 2592, @)
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Call. KEY (3, d,E)
YaY+ (J=87) ~ (J=468)

Yy (Y1) - (Y =2

CALL SOUND (—S6a, ~%5, 15)
IF J< =52 THEN !
CALL SOUND (—4oo, ~5, @)
Yy

X=X+ (X F25)

TI=TI+1

TI=TI+1

EQH X=X -1

L@ IF X=1 THEN 115
CALL GOHAF (X, Y, 2
74128 THEN A40

-
By
™

Ca=1

CALL HCHAR(V, W, 32, 1)
CALL HOHAR (X, Y, 134, 11
6O IF C=1 THEN 7o

&7E V=X

LEG W=Y

L£99 GOTO 496

760 FOR N=1 TO 20

710 CALL HOHAR(X, Y, 137, 1)
720 CALL HCHAR(X,Y, 136, 1)
7O CALL SOUND (—-206, =7, N1, 5)
746 NEXT N

756 CALL HCHAR(X,Y, 128, 1)
7o GF=GE-1

770 IF ABE=0 THEN 79

7EO MN=MN-1

790 IF SP=0 THEN 94

BOG A$="GHIFS LEFT "%S5TRS$ (8F)
E10 Y=24

gBre 2=10

EZO GOSUE 1840

840 FOR N={ TO &

E560 CALL COLOR(I, 1&6,2)
BoO® FOR NN=1 TO 56

E76 NEXT NN

886 CALL COLDRCE, 2, 140
E90 FOR NN=1 TO 5@
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0@ NEXT NN

516 NEXT N

e26 CALL HCHAR(Z4,9%,32, 15)
9%e GOTO 1706

40 CALL CLEAR

950 CALL COLORCE, 14,2

G460 A$="ALL SHIFS DESTROYED"
PTG Y=g

SEG I=7

996 GHOSUR 1840

1900 A%="Y0OLU SAVED "STR$ (MN) %" MEN"
1610 Y=10

1020 71=9

1070 GOSUR 184G

1940 H=INT (TI/&6)

1050 M=T[-HkoH

1966 A$="IN "LSTRS (H) %" HOURS AND"
107G Y=12

198G 7=9

1090 GOSUER 1846

1160 A$=STRS (M) %" MINUTES"
1118 Y=14

1120 Z=11

11350 GDSUR 1849

1149 GOTO 1880

1150 FOR N=1 TO 3

1160 CALL GCHAR(X,Y,Z)
1170 CALL HOHAR (Y, W, 32, 1)
1180 CALL HCHAR(X,Y, 136, 1)
1190 IF Z<:144 THEN 1256
12600 CALL SOUND (S50,262,0)
CALL SOUND (106, 330, 6)
CALL SOUND (206, 3932, @)
TG MMM+ L

1246 AR=1

PEG V=X

17260 W=y

1276 CALL KEY (3,J,K)

12680 Y=Y+ (J=83) — (J=68)
1290 YaY4 (YeT1) - (y=2)
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1735ed
1351e
17526
1336
173540
135e
1568
1379
17586
1390
14
141
1426
147356
1446
1450
1466
147
14ae
1496
15568
151
15320
LEZG
1546
1556
1569
1576
1568
1596
1600
1616
14620
16HZG
1446
1 &5
1460
1&H7H
14686
1696

NEXT N
XD
CAlL
CALL
V=X
Wiy
CALL EEY (3, J,E)

Y ((J=B5) - (=68

Y=Y+ (Y=31) - (Y=2)

CALL SOUND (566, —5, 15)
IF J4 3% THEN 1450
CaLL SOUND (—4@o, 5, 0)
KX =3

XX (X410

TI=TI+1

TI=TI+1

X=X+ 1

IF X=24 THEN 1576
CALL GUHAR (X, Y, Z)

IF Z4»128 THEM 151
C=1

CALL HCHAR(V, W, 32, 1)
CALL HOHAR X, Y, 137, 1)
IF C=1 THEN 70

Vi

W=y

BOTO 13&9

IF AB=0 THEN 1660
CALL SOUND (106, 267, &)

HCHAR (Y, W, 32, 1)
HOHAR (X, Y, 137, 1)

CAlL
Call.
CALL

Cal.L

CalL

CAalLL

GaTO

FOR N=111@

CaLL
NEXT
CalkL

SOUND (190, 350, @)
SOUND (100, 392, @)
SOUND (169, 350, 0)
SOUND € 106, 549, @)
SOUND (100, 294, 9)
SOUND (306, 2672, @)
1656

TO 110
SOUND (5, N, &)
N
HCHAR (V, W, 32, 1)
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1706 NMM=G

1716 FOR N=1 TO 32

20 CALL GUHAR L, M, Z)
1726 IF Z+ =144 THEN 1756
1748 MM==1

1756 NEXT N

176G IF NM=1 THEN 42
1770 CALLL CLEAR

1786 CALL COLORCE, 14,2)
17969 A%="Y0OU DESTROVED "&STR$ (Z-SF)Y&" SH
IFg"

18e8 vY=H

1816 Z=7

1828 GO5UB 1849

182360 GOTO 1o

1846 FOR N=1 TO LENM(A%$)
1850 CAlL HOHAR (Y, Z+M, ASC (SEGS (A%, N, 1)),
1)

183660 NEXT N

1879 RETURN

1880 AE="ANOTHER GO 7"
1890 Y=2o

199y F=12

191ie GOSUE 184G

1920 CALL KEY (3, J,ED
1920 IF J=89 THEN &8
1946 IF J« 78 THEN 1926
1956 END
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yped in and run, this book will give you hours
of fun in the weeks and months ahead. All
program listings are direct from the pnnter and
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