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If you are a games addict continuously on the Ot

prowl for more and better games or looking for
your first collection of listings to type in —look
no further.

This sparkling collection will keep you busy
for alongtime. Some of the best programs that
have ever appeared in the well-known
magazine Personal Computer World have
been converted foryour computer and put
together here in this prize collection.

Each game has been thoroughly tested and
comes with full instructions, and a useful
description of the programmer’s technique to
help you pick up some hints as you go.

Test your reflexes on arcade-style games or
test your wits on strategy games —there is
something here for everyone.

These games are also available on cassette
tape to save you typing them all in.
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INTRODUCTION

Each year Personal Computer World, Britain’s biggest
microcomputer magazine, receives literally thousands of
computer programs from its dedicated band of readers. Now, for
the first time, we have selected the very best of their collective
efforts and proudly offer you this balanced compilation of 20
games. Within these pages you are sure to find something to give
you pleasure, whether your taste is for arcade-action or board
games, adventures or brain-teasers.

Each program has been redesigned by a Spectrum expert to
make full use of colour, sound and the other facilities of your
machine. All programs have been closely vetted by one of PCW’s
experienced team of referees to ensure that they are as bug-free
as possible.

Full documentation is included so that you can gain a clear
understanding of how each program works. You will be able to
improve your own programming style, and many of the routines
can also be used within your own programs. Who knows, if you
spend as many hours in front of your computer as these
programmers have, you may get one of your programs published
next year!




TYPING TIPS

If you are a new user of the Spectrum, it is important that you
should have read through your user manual and be familiar with
the keyboard of your machine before you start typing in any
programs. Most of all, it is vital that you type the program exactly
as it appears in the book. Here are some hints to help you avoid
the commonest mistakes.

1 Think before you type. Try to understand as much of what the
program is trying to do as you can.

2 Remember that every character is important to your computer
and should be type in exactly what is listed in the book,
including all spaces.

3 Be particularly careful that you distinguish between the
following:

1 (one) and I (letter)

0 (zero) and O (letter). All zeros are @ in the listings
(colon) and ; (semi-colon)

., (comma) and . (full stop)

" (quote marks) and ' (apostrophe)

quotation marks with/without a space between them.

4 When lower case letters are listed they must be entered as
such, not as capitals.

5 Always save your program on a tape before running it for the
first time. If you have any typing errors your program may
crash and hours of patient work will be lost.

6 Throughout the book, italic characters in the program listings
represent graphics characters. To enter the graphics mode,
press caps sHIFT and 9 together, and to exit the graphics mode
simply press 9 by itself.

Capital italics represent the corresponding user-defined
graphics characters.

Lower case italic letters represent the pre-defined graphics
symbols on the keys 1 to 8:

symbol how obtained

a graphic 8
b " 1
c 7 2
d i 3
2 ” 4
f ” 5
g ” 6
h ” 1
symbol how obtained
i graphic <CAPS SHIFT> 7
J ” ” 6
k : SR
I ” g
m ” ” 3
n ” » 2
o ? " 1
p ? ” 8

See page 92 of the Spectrum user guide if you require a further
explanation.

Note:

If you don’t want the bother of typing in the listings in this book
you can get the programs on cassette instead. Simply send away
the voucher at the back of the book, with a cheque or postal order
for £4.95.

The programs on the cassette are exactly the same as those
printed here, so you can still use all the print-outs and program
descriptions to help you play the games, and tQ understand how
the programs were built up.
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Original program by John Dean

Pursuit Ship is an exciting arcade-style game for the 48K
Spectrum. The object is to survive for as long as you can by
vaporizing the enemy’s ships. Your vessel is equipped with the
latest ‘Snatch’ drive, which is able to power itself from the energy
of exploding objects. The more enemy ships you destroy, the
longer you will survive! Energy is consumed constantly during
your flight time, and at a faster rate during battle. Laser hits on
your ship will drain even more energy, especially if you
encounter a Battle Star. Your weapons are lasers and plasma
bolts; lasers will destroy everything except a Battle Star, for which
you need the plasma bolts. You may use plasma bolts at any time,
but remember that they are a waste of energy when directed
against small targets.

The game starts with a view of the galaxy, and your instruments
are displayed at the foot of the screen. These include a sliding
scale showing your present energy status and an ‘energy low’
signal will flash and a bleeper will sound when your energy is
almost exhausted. If you do not destroy an enemy ship soon after
this warning, the game will end and you will see your score
displayed.

Below the energy scale, your status display is shown. This will
normally indicate that you are patrolling but once a target has
been detected a warning bleeper sounds, the target is scanned,

and then it is identified. After identification, the status will change
to Battle Stations and the enemy ship will appear.

To destroy the enemy you must guide your weapon sights on to
the target and shoot. Be warned, the enemy will try to evade you
and shoot back. It's the survival of the fittest in this game. To
control your weapon sights use the following keys:

Q—-Up
A — Down
P — Right
O — Left

To fire your weapons use the following keys:

0 — Lasers
1 — Plasma bolts

These aliens are hard to destroy, and often two successive hits
will be required to annihilate them. As soon as you have scored a
hit, the energy from the explosion will be absorbed by your ship
and will repower your system. Astral Pirates and Battle Stars yield
the greatest energy.

This program makes good use of colour, sound and graphics,
and provides for a fast, exciting game. Sound effects for the lasers
are provided by two machine code routines which also change
the border colour.

The graphics are slightly unconventional in that they are
defined as strings and incorporate the aAscn control characters
(CHR$), the codes for pAPER and INK colours, as well as the over
function. Writing the program in this way has the advantage of
only having to define the codes at the beginning of the program.
They are automatically present whenever a character is printed.
Using the over function means that a character printed twice in
the same place will disappear. '

Program Description

10 Tape loading instructions.

30 pokE to force carsLock and then initialize the variables and
dimension strings.

40 cosus to print the instructions.

50 cosus to set up character arrays for the enemy aircraft and



laser sights.

60 cosus to set up the instrument display.

80 Sets the random function to be truly random, then Gosus to one
of six lines to select the type of enemy.

100-120 Detects a key press.

140-200 Move the sights up, down, left or right.

220-260 Decide whether the target is to move (a 50 per cent
chance), then move the target.

280 Detects if the laser has been fired.

300-310 Fire the laser. Randomize user A initiates the machine
code sound.

330 Decreases the energy level when the lasers are fired.

350 Detects a hit by the laser.

370 Fires a plasma bolt.

410 Decides whether the enemy ship is about to fire.

430-460 Fire an enemy laser, (a hit is automatic), and decreases
the ship’s energy as a result.

480-500 Detect when the fuel status is low.

520 Detects when the fuel is exhausted.

540-566 Print the fuel status, decrease the fuel, and increment the
turn counter.

580-590 Read and install the user-defined-graphics (UDGs).
610-620 Read and install the machine code.

630-770 Data for UDGs (uses graphics characters A-O).

780 Data for machine code routines.

810 Clears the lower section of the screen.

820-860 Randomly print stars on the screen.

890-950 Set up character arrays A$-G$ to represent the

enemy ships.

960 Dimension the laser sight array.

980-1010 Set a temporary string variable T$ to represent an
enemy ship. Set the variables to indicate the centre of the target
and the colour of the enemy ship’s laser.

1120-1190 Destroy the target if it has been hit.

1210 Increase the ship’s energy by the value of the destroyed
target.

1220 Return to the main loop.

1240-1280 Print the instrument panel.

1300-1480 Scan for a target. When found, print its identity on

screen, and decrease the ship’s fuel.

1500-1520 The end of the game. The screen is cleared and your
gurvival time is printed.

1530-1680 Set the BORDER, PAPER and INK colours, then clear the
gcreen. Print the instructions. While these are being displayed the
machine code routines and the UDGs are installed.

1@ REM TO LOAD TYFE LOAD "*
2% REM SET CAFS LOCKE & DEFINE
VARIAELES
B FOKE 23658,8: DIM Z$(64): L
ET LF=@: LET FL=8: LET SH=3208:
LET ¥=%: LET Y1=9: LET X=15: LET
X1=1i5: LET IN=7: LET T1=0: LET
TeZ=@: LET T3=1: LET T4=1
4% GO SUE 153@: REM INSTRUCTI
ONS
=@ GO SUE 81@: REM SET CHATACT
ER ARRAYS
68 GO SUB 1740
78 REM SELECT ENEMY & ENEMY PO
SITION
80 RANDOMIZE @: LET SUE=(INT (
RND*S)%1@) +105@: GO SUE SUB: GO
SUB 13@0@: LET XX=INT (RND®R): LE
T ¥YY=INT (RND#1&): LET XXi=XX: L
ET YYi=YY: FRINT AT YVY,XX:T#$
9@ REM DETECT KEY FRESS
188 IF INMKEY$="" THEN GO TO 22
@
11@ IF INKEY$="@" THEN LET FIR
E=1
128 IF INKEY$="1" THEN LET FIR
E=2
iZ@ REM SET SIGHTS UP OR DOWN
14@ LET Y=AES (Y+1# (INKEY$="A")
+(— 1% (CINKEY$="0"))) +—(Y—14) % (¥ >1
4)
158 REM SET SIGHTS LEFT OR RI
GHT
1680 LET X=ABS (X+1% (INKEY#="F")
+(—1% (INKEY$="0") ) ) +— (X—2&) % (X>2F)



17@ REM MOVE SIGHTS
i@ FRINT AT ¥1,X1:5$(1):AT Yi+
1,X1:85(2) ;AT Yi+2,X1;5$(3)

198 PRINT AT Y, X:S$#(1):aT ¥Y+1.X
:SH(2) ;AT Y+2,X; 55 ()

S@@ LET ¥i=Y: LET Xi=X

21@ REM MOVE TARGET RANDOMLY
oo@ LET T=INT (RND#1@@): IF T35
@ THEN GO TO Z6@

o=@ PRINT AT ¥Y1,XX1:T#: LET YY
=AES (YY+1#(T>50 AND T<o@)+(—1%/
TH6@ AND T<7B) 1) +—(YY—13)®{¥Y>13
H

240 LET XX=ARS (XX+1%{T>78 AND
TS E@+{—1%(T>B@ AND T<10@)))+— (X
X—F) % (XX 2R)

S5 FRINT AT ¥Y, X¥X:T$: LET YYi=
YY: LET XX1=XX

S6@ LET T3=Ti+XX: LET T4=TZ+YY
7@ REM IF NOT FIRING THEN MI
55 FIRE ROUTINE

2g@ IF INEEY$<:>"@" THEN GO TO
=78

29@ REM FIRE LASER ROUTINE

@@ FOR J=1 TO 2: FLOT INK é&:
BRIGHT 1:; OVER 1:@,32: DRAW INK
&3 BRIGHT 1; OVER 13 ((8%X)+1Z)-
FEEK 234677, ((Bx(18-Y))+2@)-FEEE
234678

zi@ FLOT INE &; BRIGHT 1: OVER

1;755.37: DRAW INK &3 BRIGHT 1
. OVER 13 (({B#*X)+12)-FEEK 23677,
(8% (18-Y )}+2@)-FEEK 23678: IF J
=1 THEN RANMDOMIZE USR A: BORDER

@

7@ REM DECREASE ENERGY

I3IG LET SH=SH-2S5: NEXT J

Z4@ REM DETECT A HIT

I5@ IF FIRE=1 AND (1#(Y+1=YY))+
(1% (X+1=XX+{T1-13))3=2 THEN GO T
0O 112@

Z6@ REM FIRE FLASMA BOLTS

378 IF INKEY$="1" THEN :
7-Y: FOR E=1 TO 2: FOR J=

FRINT OVER 1:AT 18-J,X+
y: NEXT J: RANDOMIZE USR &
SH=SH-1@@: NEXT ¥

I8@ REM DETECT HIT

IP@ IF FIRE=Z AND (1#(Y¥Y+i=YY¥})+
(1% (X+1=¥X+(T1-113)=2 THEN &0 T
C i1i7@

400 REM RANDOMLY ALLDOW ENEMY T
0 FIRE

41@ IF T>1@ THEN GO TO 488

4Z@ REM ENEMY FIRE

430 LET Fi=(RND*23I@)+18: FOR J=
i1 TO 2: FLOT OVER 1: BRIGHT 1i:
INK IN; (T3*8)—4,({2?2-T4)*8)+4: D
RAW BRIGHT 1; OVER 1: INKE IN:P1
—PEEK 234677.32-PEEK 73678

44@ REM DECREASE ENERSY WHEN H
IT BY ENEMY

45@ IF J=1 THEN  LET SH=SH-(1+
1@% (CODE T${(F)<>152)+10@*(CODE T
$(P1=152)): FOKE A+4.S: FOKE A+1
2,8: POKE A+4,0: FPOKE A+14,16: R
ANDOMIZE USR A: FOKE A+4,75: PO
E A+1Z,75: FOKE A+4.46: POKE A+14
.25

46@ RAMDOMIZE @: NEXT J

47@ REM DETECT LOW FUEL

48@ IF INT (SH/1@3) x4 THEN FRI
NT INK 13 PAFPER S::AT 19,1:"LOW

3

493 REM DETECT FUEL EXAUSTED
SB@E IF INT (SH/1BBY<& THEM BEE
F .83,5: FRINT FLASH 1:; INE 2:
FAPER S;:AT 19,1:;"LOW®"

Si@ REM OUT OF FUEL END GAME
S5Z8 IF INT (SH/1@8@)=1 THEM GO
TO 1586

SZ@ REM FRINT FUEL STATUS

S4@ PRINT AT 2B8,@0:; 7% (33— (5H/ 108
} TO IZ+(I2—(SHA10@) )



10

oo REM

INCREMENT FARSEC COUNT

Erx DECREMENT FUEL

S&6@8 LET LF=LF+1i: LET SH=5H-10:
LET FIRE=D: GO TO 126

578 REM UDG'S

580 LET a=USR "A"-1

596 FOR J=0 70 14: FOR N=@ T4 7

: READ R

LET A=A+1: FOKE A,B:

NEXT N: NEXT J

L@@ REM MCH'CODE FOR SOUND

&1@ LET A=USR "P*

&2@ FOR J=@ TO =%: READ EB: FOKE
A+d B: NEXT J

L£3@ DATA
G S |

A4@ DATAH
S, 173,128
H58 DATAH
¢ 1

&H60 DATA
, 125,128
&78 DATA
&880 DaTA
2,197,131
&2@ DATA
79

768 DATA
Z2.242

718 DATA
142,35

72A DﬂTﬁ

-I-

.Ja ﬂﬁTﬁ
113,192
74@ DATA
176, 60
758 DATA
7@,85

768 DATA
g8

77@ DATA

1,131,135,137,249,.135,
178,193,275, 145,159,272
1,15,30,60,255,131,129
128,740,128, 460,255, 193
1,7,1,% ,14,151,143,19
128,224, 128,192,112,23
65,39 ,24 ,63,224,63,48,
13@,278,24,252,7,252, 1
1,138,1956,191,191 ,286,
255,74,82,255, 126,126,
128, 65,35,253,253,115,
24 .126,24,126,153,153,
178,85,178,85,178,85,1
129,4,226,9,32,67,1F

129,32,71,144,4,194,81

16

788 DATA 6,255,197 ,46,75,62,6,21
1,254, 1&,25:,& T34 &:,ZE,hli,hu4
16,252,193,146,234, 281

750 DQTQ :3.@ 13,43, 126,211,254
5,205 ,5,32,-3,175,132,208,24,-1
£

B8@® RETURN

Bi@ FOR J=18 TO 2Zi: PRINT FAFE
R S;8T J,0:,,: NEXT J: FRINT #1;

FAFER S3; INK @:AT 8,85 ,., .

A28 FOR J=1 TO 88: LET I=RND*7+
1: PLOT InNK I:RND*®Z5S, (RND#143)
+31: NEXT J

BZ@ REM FPRINT STARS

84@ FOR J=1 TO 2@: LET I=RND%*7+
l: FPRINT INK I:AT RND*17,REND=3i
= "®Y: NEXT J

BE@ FOR J=1 TO 20: LET I=RND#*7+
l: PRINT INK I:AT RND#17.RNDx31
s, NEXT J

868 FRINT AT 92,15:5%(1):A87T 10,1
S:SF(2)3AT 11,15:5%(3)

87@ RETURN

B8@ REM SET UF CHARACTER ARRAY
=

898 LET A$=CHR¥ 19+CHR% 1+CHR#%
Z21+CHR% 1+CHR¥ 17+CHR$ G+CHRF 14
+CHR#* S+CHR$ 143+CHR$ 145

@8 LET B¥=CHR$ 19+CHR¥ 1+CHR#
Z1+CHR¥ 1+CHR$¥ 17+CHRE B+CHRE 146
+CHR* Z+CHR¥ 14&4+CHR$ 147
1@ LET C#=CHR¥ 19+CHR$ 1+CHR$
Z1+CHR* 1+CHR$ 17+CHR$ @+CHR% 1é&
+CHR# Z+CHR$ 148+CHR$ 149
F28 LET DE=CHR#% 19+CHR$ 1+CHR$
Z1+CHR#% 1+CHR¥ 17+CHR%* @+CHR$ 14
+CHR$ 7+CHR¥ 1S5@8+CHR$ 151

2@ LET E$=CHR#% 19+CHR$% 1+CHFR#®
21+CHR¥ 1+CHR¥ 17+CHR$ @+CHR$ 18
+CHR¥ &6+CHRF 1S52+CHR$ 1S3I+CHRE: 1
S3++CHRF 153+CHR$ 1S3+CHR$ 154

11
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4@ LET F#=CHR# 17+CHR¥ 1+CHR#F
Z1+CHRE 1+CHRF 17+CHRE B+CHRF 146
+CHREF 4+CHRF¥ 155

5@ LET GoF=CHR¥ 19+CHR¥ 1+CHR#$
17+CHRE &+CHRF 146+CHRFE Z+CHRF 1

_

N En

6@ DIM SF(Z,11y : LET FIRE=3:
LET InN=@

7@ REM SET SIGHTS ARRAY

28R LET S${i, TO }=CHRE 21+CHR#
1+CHRE 19+CHR$E 1+CHR$ 17+CHRF B
+CHRE 14+CHR$ 7+%1iha"

5@ LET S$(Z, TO )=CHR* 17+CHR#
1+CHR® 21+CHR$ 1+CHR$ 17+CHR¥ @
+CHRE 146+CHRS 7+97— -0

18BE LET S$(=, 7O )=CHR$ 17+CHR#
1+0CHRE 21+CHR$ 1+CHRF 17+CHR$+ @
+CHRE 146+CHRF 7+"oin®

1313 DIM HE(S,11): LET HF(1)=CHR
+ 21+CHRE 1+CHR#* 19+CHR% 1+CHR#F
17+CHRE B+CHRE 14+CHRE &+CHRF 15
7+0HRE 1S8+CHR+ 157: LET HF(Z2)=H
£{13: LET HE{Z)=HF{1) |
1378 REM DIM D(&.2)

1450 RETURN

1348 REM RANDOMLY SELECTED TARGE
T AND TARGET WYALUES

1858 LET T$=E4: LET F=25: LET IN
=4: LET Ti=3%: LET TZ=i: LET R=31
—{LEN E¥-B): RETURN

1468 LET T#=B$: LET P=5: LET IN=
T: LET Ti=1: LET T2=1: LET R=31i-
(LEN EBf-8): RETURN

1@7@ LET T$=C#: LET F=15S: LET INn
=2: LET Ti=i: LET TZ=i: LET R=31
—{LEN C%-8): RETURN

1@8@ LET T#=D#: LET P=i: LET IN=
7: LET Ti=i: LET T2=1i: LET R=3F1-
{(LEN D#-8): RETURN

1@39@ LET T$=A%: LET P=18@: LET IN
=5: LET R=3Z1—-{(LEN A%-8): LET Ti=
1: LET T72=1: RETURN

110@ LET T#=F%: LET F=1: LET IN=
4y LET Ti=1: LET T2=1: LET R=3i-
(LEN F$-8): RETURN
1110 REM DESTROY ENEMY
112@ IF FIRE=1 AND CODE T#(9)=15
2 THEN BO TO S&@

1130 PRINT AT Y, X:S$(1);AT Y+1.,X

JEF(2):AT Y+Z,X:5$(3):AT VY, XX: T
]

1140 FRINT #1i: INK &; FAFER B:AT
M,7;" ABRSORBING ENERGY™
115@ FOR J=1 TO 2: FRINT AT Y,X:
H# (1) 3 AT Y+1,X3HF(Z) ;AT Y+2, X HE
(%)

116@ IF J =1 THEN RANDOMIZE USK
6551 1
117@ NEXT J : BORDER @
| 18@ FOKE A+&,46: FPOEE A+14,75: F
OKE A+4,75: FOKE A+17,75: ~RINT
AT Y,X:SH(1):AT Y+1,X:S$(2):AT Y
+2, X3 5% (3): RANDOMIZE B:

1190 PRINT #1:AT 8,5; X%

{200 REM INCRESE ENERGY BY FOIN
r's VALUE OF TARGET
121@ LET SH=SH+F*1B@: IF SH>I700
THEM LET SH=320@: FRINT AT 2@,
03 74 (33— (SH/18@) TO 32+ (32— (SH/1
@Q) )

1220 GO TO 20
1228 REM SET UF INSRUMENT FPANEL
1240 FOR J=1 TO 32: LET Z#${J)=CH
R¥ 156: NEXT J: FOR J=33 TO &4:
LET Z#{J)=" ": NEXT J
125@ FPRINT INKE 2: PAFER S5:AT 18
, 125 "ENERGY "

126@ FRINMT INE 1; FAFER S:4T 19
, 13 "LOW" ;AT 19,27: "HIGH": FOR J=
4 TO 26: PRINT INE 3; PAFER 5:0
T 192,J5"i": PRINT INK 1: FAFER
S; OVER 1:AT 19,J:" ": NEXT J
1270 FRINT AT 20,8:;7Z%¢{ TO 3%): F

OR J=0 TO 3i: PRINT INK 1; FAFE

13



R S:AT 21,12; "STATUR"

1288 LET X$ CHR$ 17+CHRF @+°

. PRINT #1i:AT

@,5:¥$: RETURN =@ REM 21 SFACES”
1790 REM SCANNING ROUTINE

1Z@@ LET LF=LF+1i: LET FL=FL+1: L
ET TS=INT (RND®i@@)+1i: LET T&=IN
T (RND=126) +1

1Z1i@ LET SH=LGH-S
132@ IF INT {(8H/18@) >4 THEN FRI
NT INK i: PAPER S:;;AT 19.1;7"L0OW

1Z3@ IF INT {(SH/188)<&6 THEN BEE

F.BZ,S: FPRINT FLASH 13; INE &

FAGFER S:3:AT 17,13 "LOW"

iZ4@ IF INT (SH/A188)=1 THEN GO

TO 1586

13568 FRINT AT 28,8: Z¥(335-(5H/ 188

) TO Z2+{(3IZ2-(5H/18811)

1368 PRINT #1: INK 7:;AT B,5:°7
FATROLLING 7

1Z70 IF FL=1@0 THEN PRINT #1; F

AFER @: INEK 7:;AT 8.5:;" BORING IS

N'T IT": PAUSE 1@@: PRINT #1:AT

@,59: X%

1380 IF TS5/T6&<>1 THEN GO 7O 138

@

1398 PRINT #1:AT @.5:;X$; INK 7:4

T B,5;" TARGET FOUND": FOR J=

i1 TO 1@: BEEF .1,28: BEEF .2Z,5@:
FAUSE 1@: NEXT J

14088 FPRINT #1:AT @,5:X$¥; INK 7:A

T @8,53" SCANNING TARGET": FOR

J=1 TO 1@: BEEF .B85,18: EBEEF .@8

y28: PAUSE 1@: NEXT J

1418 FRINT #1:AT7T B,5:X%; INK 7;A

T @G,5: " TARBET IS": FAUSE 1

aa |

142@ IF CODE T£{(%)=144 THEN FRI

NT #1i:AT @,5:X%F; INKE 7;AT 8,35:"

MERCON INTERCEFTOR": PFAUSE 10@

14%Z@ IF CODE T#(9)=146 THEN FRI

14

NT #1:A87 8,5: XF: INK 7:4T 8,5:"
ZILON FIGHTER": FPAUSE 188
1448 IF CODE TH{%)=148 THEN FRI
NT #1:AT @,5:XF; INK 7:4T7 0,5;
ASTRAL FIRATE": FAUSE 100
1458 IF CODE T#{F)=158 THEM FPKI
MT #1:AT B,5;%F; INK 7:4T B.5:"
UN IDENTIFIED": FAUSE 108
1468 IF CODE THF{(F)=1i52 THEN PRI
NT #1;AT @,5;X%: INK 7:4T7 @,5:°¢
TIRRAN BATTLE STAR": FAUSE 100
147@ IF CODE T#{9)=155 THEN PRI
NT #1:AT 8,53XF; INK 7:;47 B,5:"
TIRRAN SCOUT SHIF": FPAUSE 186
1488 FRINT #1:;AT B,5;X+: INK 7:4
T 8,5;" BATTLE STATIONS ": LET
FL=0: RAMDOMIZE G: RETURN
1493 REM END GAME & FRINT SCORE
1588 FOR J=0 TO Zi: FRINT AT J,
sZiF( TO 3ZZ): BEEFR B5,65-J+1: M
XT J
151@ FRINT #1; FPAFER 7: INE @:AT
a.a;,,,,: BORDER 7
15328 PRINT  INK B: FAFER 7:8T7 5,
1@ "WELL DONE!'":AT 7,7:"Y0U SURY
IVED FOR":AT 9,12:LF:;AT 11,13 "F
ARSECSY: STOF
1528 BORDER @: FAFPER B: INK 7: C
L5 o PRINT AT 2,1@: "FURSUIT SHIF
"sAT 4,2:"You are the commander
of the";AT 5,2:"latest galactic
pursuit ship";aT H,2:"X184. I+ i
s equipped with the"
1548 FRINT AT 7.Z2:"latest "‘SHNAETO
H™ drive, and is":AT 8,2:"able
o absorb power from anv ;AT 9,27:
"exploding obijiect.®
15338 FRINT AT 18.2:;"Your mission
is to patrol";AT 11,2;"the gala

A
E

¥y in search of any";AT 12,23 "ho

stile life forms. ™
1568 PRINT AT 15,2 "Your instrum

15



ernts will show AT 14,25 "vyour pr
ssent energy status and®

1578 ERINT AT 15,2: "whether a ta
rget has besn located. ":iA
T 17,2:"0Once a target has oceen +
ounad’

1Sg@ PRINT AT 18,2:;7"it will be s
canned and then":AT 1%,Z2;"ident:
fied. Battle station ;AT 28.,2:"s
t&tu iz then indicated.":AT 21,

Z:"The enemy will then appear ! ”
1S9@ G0 SUB S8@: PRINT #i: INK @
. FAFER 7:AT 1,3; "FRESES ANY EEY
H
i
1

m«-

TO CONTIRUE": FPAUSE #&: CLS

AA@ CLS = FPRINT AT @,Z:"Your sh
'p‘u=55 energy at the® AT 1,2:;7r
te of five units per cycle.”:AT
Z,7: "During battle 1t will cons
ume s AT ";’,,__., 'at twice that rate.
flso sach’

15613 PRINT AT 4,2:"hit by the en
emyv on your ship®;AT 5,2:;"will d
ecrease your snergy by"iAT &a23 "
terr units per hit for a small”: A
T 7,23 "craft and by one hundred

urnri £s”

1478 PRINT AT B,Z:"for a EHattle

Star ! ":AT 9.2;"To recharge your

energy vou':AT 18,2; "must keep i
estroyving the enemy”

1430 FRINT &7 12,23 "To do this ¥
ou may fire either":AT 13,23 "vou

.+ lasers or your plasma —";AT 14

16

.23 "bolts. Flasma bolts can be™:
AT 15,23 "used against esither tvp
2 of © .
144@ FRINT AT 16.2: "snemy, but a
e a waste of good energy on Sm
all craft. Battle":AT 18,2Z;"5Btar
= can onlv be destrﬂyed“jﬁT 19,2
"with plasma bolts. You must : A
T 28,2: "shoot fast and sometimes

you®
1458 FRINT AT 21.%:"must hit twi
CE I & row’
1460 GO SUR B90: FRINT #1: INK O
: PAPER 7:4T 1,3: "FRESS ANY KEY
TO CONTINUE": FAUSE @: CLS
16478 FRINT AT 8,%:;"to destrov th
e target.®;AT Z.1%: "CONTROLS": AT
4,9:"UF....@ LEFT...0";AT &6,9;
"DOWN..A RIGHT..F";AT 11,9;: "FLA
SMA-BOLTS..1":AT 2,9: "LASERS. ...
T

1688 FRINT #1:; INK @: FAFPER 7:AT

L

EE:"PEESE ANY KEY TO CONTINUE®
: FAUBE B: CLE : RETURN

17
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Original program by B. C. Wakelin

Hunchy, the local village idiot has fallen in love with the lovely
Belinda. Unfortunately she is being held captive in the wicked
Baron’s castle. Undaunted by the challenge, and with more
courage than sense, Hunchy sets off to rescue her.

You control Hunchy and must help him reach his beloved. To
move, use the following keys:

P — Move forward
Q — Leap up and down
A — Leap forward

There are six levels to beat, each progressively harder than the

last. The first level consists simply of the castle walls, along which.

Hunchy must run. The remaining levels include rolling cannon
balls, daggers, foot soldiers and a drawbridge. It will take
considerable skill and luck to succeed in this game, so to help
you accomplish the task you will be given five lives.

Your score is calculated from the level you have reached and
the number of lives you have left. Your score and the number of
lives left are displayed at the bottom of the screen. This program
makes excellent use of graphics and presents a classic exciting
arcade-style game.

Program Description

10 pokE to force CAPS LOCK.

18

20-50 Read and install the user-defined-graphics.

60-260 Data for user-defined-graphics (A-U).

270-330 Dimension arrays and strings, then create strings to
represent Hunchy (H$), cannon balls (C$) and knives (K$). Also
creates a string (T$) to represent the castle walls.

J40 Defined function to detect if Hunchy has fallen from the walls.
J360-380 Initialize the variables.

400-450 Detect a key press and reset the variables which control
Hunchy’s position accordingly. A check is made to detect if
Hunchy has reached the end of the wall. If he had then move to
next level, re-draw the screen. Hunchy’s previous position is
removed and his new position printed on to the screen.

460 Checks that Hunchy has not fallen off the wall.

470 The variable flag is set to 1 or -1 on each pass through the
main routine, in this way the graphics characters for Hunchy’s
legs can be printed alternatively to give the impression of
running.

490-560 Routine which allows the character to leap forward over
the battlements and objects.

570-660 This routine prints rolling cannon balls along the top of
the walls. A check is made to see if one of them has hit Hunchy. If
Hunchy has been hit, then the number of lives is decremented by
one and the routine is restarted. On level four, moving knives also
appear.

670-730 Routine to print the drawbridge. The position of the
bridge (ie open or closed) is randomly selected. A check is made
when Hunchy tries to cross the bridge. If the bridge is open, then
Hunchy will fall.

140-810 Routine to print the soldiers inbetween the battlements.
The spears held by the soldiers are randomly thrust upwards, and
there is a check to see if any one of them has hit Hunchy. The
number of lives left and the score is printed at the bottom of the
screen.

900-990 Routine to print Hunchy falling off the wall.

100-1150 Two routines to print either normal castle walls or, if the
drawbridge level is in operation, castle walls with a deep wall.
1160-1220 The end of game routine.

1240-1380 The instructions.

19



ieg FPOEE

232658,8: 60 SUB 1238

28 LET A=A
Z@ LET A=A+1: FOR N=8 70 7: RE
AD B: POKE USR CHR$F (143+A)Y+N,B:

MEXT N

47 IF A>ZB THEN GO 10 278

=@ G0 TO

&0 DATA
.144

7@ DATA
g

82 DATA
24 .49

9@ DATA
2,946,248

120 DATA
L57

11@ DATA

128,224

128 DATA
7L 195,247
128 DATA
2,34,99
148 DATA
iZd DATA
158 DATA
178 DATA
=
1282 DATA
178 DATA
203 DATA
1,15
218 DATA
228 DATA
s 126,56
2Z2 DATA
s 16
24@ DATA
57 . 255

258 DATA

=@
112,2346,8,188,564,128,8

@,0,30,33,66,132,137,4
z9,32,127,58,113,224,2
255,16@,192,224,112,11
1@3, 64 ,255,49,49,49,49
255, 32,240,128,1268,128
154,17@,176,148,255,72
247 182,156,178,162,16
8,14,255,255
11,19,35,67

1, 3,255,255

24 112,63,28,1

i L)

o IO Y

195,227,115,59,3
15,15,15,15,15,15,15,1
&0, 126,255,255,255,255
B,16,16,126,241,126,16
15,31,119,187,253,127,

128,192 ,224,128,128,12

g ,128,128

20

268 DATA 170,85,178,85,178.85,1
78,85

278 DIM T#(32): DIM HE(&): DIM
Bf{9): DIM P{(4): LET P{i)=1: LET

P(2)=5S: LET P(Z)=@: LET P(4)=5

28@ LET H=64: LET H#=CHR$ 145+CH
R% 144+CHR$¥ 14&+CHR$ 147+CHR% 14
G+CHRE 149

29@ LET SCORE=@: LET S=@: LET S
F=1: LET BRIDGE=@: LET AA=@: LET
LIVES=S: LET LEVEL=1

I@@ LET B$=CHR% 3I24CHR$ 153+CHR
¥ 152+CHR% 1S4+CHR$ 155+CHRE 156
+CHR¥ 1S57+CHR$ 158+CHRE 159+CHR$

i =

310 DIM CH(9&): DIM K$(94): FOR
J=1% TO 93 STEF 12: LET C$(J}=C

HE+ 146@: LET K${(J)=CHR% 1&1: NE

T J
IZ@ PAPER 1: INK 1: BORDER 1: C

LS
ITE@ FOR J=1 TO 32: LET T#$(J)=CH

RE 164: NEXT J
Z4@0 DEF FN BO=(ATTR (Y+2,X)+AT

TR (Y+2,X+1))

5@ GO TO 27@

348 LET TABG=B: LET Y=S: LET X=@
LET ¥Yi=Y: LET Xi=X: LET FLAG=1
LET Tae=1

I7@ REM FIRST LEVEL

8@ IF TaG=1 THEN LET TAG=@: L

ET Yi=Y: LET Y=Y+7
398 PRINT AT 8,03 4455559390

4B@ IF INKEY$="F" AND Y25 THEN
LET Xi=X: LET X=X+1: LET Yi=Y
41@ IF X>=30 AND LIVES»>=@ THEN
LET LEVEL=LEVEL+1: LET SCORE=SC

ORE+(1P22@%L EVEL Y%L IVES: B0 SUE ©

7@

420 IF INKEY$="0Q" AND Yi=Y THEN
LET ¥Y1=Y: LET Xi=X: LET Y=Y-2:
LET TABG=1

| ] ] L 3



AZ@ IF (Y1=Y)+({X1=¥}<>2 THEN P
RINT PAPER 1; INE 1 AT Y1, ,Xi3"

ne AT Y141 ,X13"

448 IF LIVES<® THEN GO TO 1160

S@ BEEF .@05, (5%Y): PRINT FAF
ER 1: INK 7:;A8T7 Y,X;HE(1 TO 2):AT
¥+1 X1 HE (3% (FLAG=1)+5% (FLAG=-1)

TO 4% (FLAG=1)+&6% (FLAG=—1))

44@ IF FN B{()=70 AND (A=1)+{X=1
73432 THEN LET LIVES=LIVES-1: G
0 SUB 9@B: GO TC 872
478 LET FLAG=FLAG*—1

480 IF INKEY$£<>"A" THEN B0 TO
=70

498 IF {(X=16)+(X=15)<>@ AND LEV
EL=3 THEN GO TO S57@

=@@ LET Yi=Y: LET Y=Y-1: LET X1
=¥: GO SUEB 549

512 FOR J=1 TO 2: LET Yi=Y: LET

Xi=X: LET X=X+J: IF X<3Z@ THEN

GO SUB S4@: NEXT J

S2@ LET Yi=Y: LET ¥=Y+1: LET Xt
=X: 50 SUB S4@

S3@ LET Yi=Y: LET Xi=X: BEEF .0
@5, (S%Y): PRINT PAPER 13 INK 7;
AT Y, X:HE(L TO 2):AT Y+1,X:HF(3*
(FLAG=1)+5% (FLAG=—1) TO 4% (FLAG=
1)+&4% (FLAG=—1}): GC TO S72

54@ PRINT PAPER 1; INK 7387 Y,
X:HE(L TO 2) ;AT Y+1,X;HE (3% (FLAB
=1)+5% (FLAG=—1) TO 4% (FLAG=1)+&%
(FLAG=—11})

S5@ IF (Y1=Y)+(X1=X)<>2 THEN E
EEFP .@@5,5%Y: PRINT PAPER 1; IN
K 1:;A7 Y1,X13" ":;AT Yi+1,X13"

968 RETURN

S78 IF INT (LEVEL/2)=LEVEL/2Z2 TH
EM GO TO &0@

o868 IF INT (LEVEL/Z2)=LEVEL/Z TH
EM GO TO 424

o7@ 50 T4 624

22

HOD PRIN FPAPER 13 INK 2:AT7 H,
WiCF{ TO Xy AT 4,X+2*fx 2RV EF K
2% (XI=29) TE @ LET &F{ 70 )=

CH(E 78 »+CF (1 TG 2}

H1@ IF CODE (CEX4+Z2#(¥=8)1!:+C0D
b (CE{X—-1}+ (2 (X-1<=81111<{:64 &
ND ¥=5 THEN BEEF .3,1@: LET LIV
ES=LIVES—1: GO SUE 28@: &0 7O 87
¥

628 IF LEVEL=4 OR LEVEL=& THEN

GO TO &4@

6E@B GO T &783

HA4Q PRINT  PAPER 1:; INE Z:AT 5,
BylkFE( TO XI¥3AT S A+Z23EF+2 TO =
Wy: LET E£{ TO '=KF{(F4 TO F4&:+EF
(1L TO 93

HE@ IF CORE (KF(X-1+ (2 (X=8}})+4
) )< X322 AND ¥Y=53 THEN BEEF .3,18:

LET LIVES=LIVES—1: GO SUE 780:
GO TCO 87@

H6@B IF CODE (EF{(X+{(ix{X=2)+41})
L rEZ2 ANMD ¥Y=5 THEN BEEF .35,18: L
ET LIVES=LIVES-1: GO SUE 288: GO

O 878

&78 IF LEVEL=3 THEN GO TO 478

H8@ LET BRISGE—B. G0 TO 748

LR IF RMD»1@8828>18 AND BRIDGES -8

THEN GO 70 71@

675 IF X=17 AND A=1 THENM 0O
o 738

707 LET BRIDGE=1%(X<>17 AND A=1
Y: LET AA=AA+1: LET a=P(AAY: IF
A= THEMN PRINT PAPER 1; IME 2:
AT S,17:CHRF ZZ2:AT S,18:BF (7! 74T

H,17:;CHRE Z23AT &6,18:BF(2): GO
TG 738

718 'PRINT PAPER 13 INK 2:;AT S,
17:8%{(A TO A+1):;487T &,;173BFEA+2 T
0 Aa+3}

728 IF X=17 AND A<>1 THEN LET
LIVES=LIVES-1: BEEF .3,15: GO SU
B 2@88: GC TO 878

23



73@ IF aA=4 THEN LET AA=0

74@ IF LEVEL =4 THEN 50 TD 748
758 G0 TO SO0

750 IF RND®1QEA>S THER FOR S=3
TO 29 STEF 5: PRINT OVER 13 FPAF
ER 1: INK 4:AT &,S3;CHR$ 143: BEE
P Oas, 460

778 IF ATTR (5,8!=135 THEN LET
PIVES=LIVES-1: GO SUB F88: 60 TO
878

788 MNEXT 5

72 LET EF=EP®-1

aa@ IF X=32Z8 AND LEVEL=& THEN G

o TO 1148

81@ FRINT FPAPER 4; INK 1:;AT 18
LAz YLIVES": FOR J=1 TO LIVES: FR
INT FAFER 43 IMK 2347 19,3+J:"%

B RICYT
825 PRINT PAPER 4; INE B:;AT 18
?3f"uLUEL“;QT 19,23: 5C0RE

2 OLET Yi=Y: LET Xi=X: GO TO =

843 PRINT FAPER 1: INK 2;8T &,
@sCE( TO X):1AT &,X+2:CH(X+2 TO 3
@y: LET CH{ TO »=C%(3I TO »+CH (1
TO )

B5@ PRINT PAPER 1: INE 3I:AT 4,
@:kE( TO 27): LET KE${ TO )=K$(95

TO 94)+KE( TO 94}

S4@ IF CODE (CF(X+2#%(X=2)))+COD
E (CE{{X-1)+ (2% (X—1<=B) 1)< 244 A
ND Y=5 THEM BEEF .3,1@: STOF

878 CLS : LET BRIDBE=@: LET A=0
. LET AA=0

gB@ IF LEVEL<>Z THEMN GD SUB 10
PA: G0 TO 342

g97 G50 SUB 189@: GO TC 3&8: REM

END GAM |

@@ LET Yi=Y: LET Xi=¥X: LET Y=Y
+1

21@ IF X=17 AOND LEVEL=3 THEN L
ET P=1: LET I=7: LET CHAR=32: GO

24

10 248
. 728 REM  IF ¥<9 AND BRIDGE=® TH
EM LET FP=1: LET I=7

3@ LET CHAR=144: LET P=6: LET

—

——

748 PRINT PAPER 1:; INK 1:AT Y1
yX1s™  ";AT Yi+1,Xig™

958 FOR J=92 TO 16: LET v¥=J: PRI
NT FAPER FP; INK I;AT Y, X:HE(L T
0 2):AT ¥Y+1  X:HE (S (FLAG=1)+5% (F
LAG=—1) TO 4% (FLAG=1)+&%{(FLAG=—1
) )

Q6@ LET Yi=Y: LET Xi=X

?7@ PRINT FPAPER P; INK I:AT Y1
» X1; CHR¥ CHAR+CHR$ CHAR:AT Yi+1,
X13:;CHR¥ CHAR+CHES CHAR

788 BEEP .@5,3%J: NEXT J: BEEP
L2130

998 RETURN

1088 FOR J=9 TO 17: FRINT FAPER
Ly INK 23487 J,B:T+(): NEXT J
1212 LET WE=CHRF 1&44+CHRE 1464+CH
R¥ 144

1828 PRINT FAPER 1; INK 2;AT 7,
B 3599

1@Z@8 FOR J=7 TO B8: PRINT PAPER
63 INK 23AT J,8:;Ws( TO 2);4T J,4
sWEIAT J,93WHAT J,14:WE:AT J,19
sWEIAT J,24: W8T J,29;WE: NEXT
J

1e4@ IF LEVEL=6 THEN PRINT PAP
ER 13 INK 7:AT @,31;CHR$ 142: FO
R J=1 TO 7: PRINT PAPER &3 INK
2;AT J,31:CHRE 1564: NEXT J ‘
185@ PRINT PAFPER 4:; INK @:;AT 18
B3 s s59339

1268 DIM C#(94): DIM K£(9&): FOR
J=1% TO 93 STEPF 12: LET C${(J)=C
HR¥ 146B: LET E$(J)=CHR% 1&1: NEX
T J o
1872 IF LEVEL>4 THEN FOR J=3 TO
29 STEF 5: PRINT FPAPER 1: INK

25



4;AT 7,J:CHRE 1S@;AT 8,J;CHR# 15
1: NEXT
1386 RETURN
i@o@ FOR J=9 TO 17: PRINT FPAFER
&: INKE 2:AT J,@:TH(: NEXT J
1123 LET WH=CHR# 1&4+CHR$ 1464+CH
RE 164
11i@ PRINT PAPER 1; INE 2;AT 7,
@: 559
i1?@ FOR J=7 TO 8: PRINT PAPER
& INK 23AT J,8:;Ws( TO Z2);AT J .4
SWEIAT J,9;WEIAT J,145W$AT J,19
SWEs AT J,243WE3AT J,293WE: NEXT
J
11Z@ FOR J=1 TO 1@: PRINT PAFER
1; INK 13AT 8+3,17:" ": NEXT J
114@ PRINT FPAPER 4; INK @;AT 18
- R EE L
115@ RETURN
116@ PAPER 1: INE &: BORDER 1: C
LS
117@ FOR P=@ TO &
118@ FOR ¥=@ TO 31: BEEF .0@5,Kx
~. PRINT PAFPER P; INK P+1;AT @+
P.K:CHRE 1643;AT 21-P,K;CHR$ 164:
NEXT K: FOR K=@ TO 21: BEEP .85
kxZ: PRINT PAPER P; INK P+13AT
k. @+P:CHRE 164;AT K,31-P;CHRE 1
&4: NEXT K
1198 NEXT P
12@@ IF LEVEL=6 AND X>=3@ THEN
FRINT AT 8,12;"YOU WON";AT 18,9;
«yOUR SCORE WAS"3;AT 12,12;SCORE
121@ IF LIVES<@ THEN FRINT AT 8
_1Z:"YOU LOST";AT 1@,9;"YOUR SCO
RE WAS":AT 12,12;SCORE
i72@ FOR J=1 TO &@: BEEF .81,J:
NEXT J: FOR J=68 TO 1 STEP —1: B
EEP .@1,Jd: NEXT J: STOP
1723@ REM INSTRUCTIONS
124@ PAPER &6: INE 1: BORDER &: C

LS

26

1258 PRINT AT 1,11;"HUNCHY";AT 2
, 183 "dddddddd"

1268 FRIMNT : PRINT "Hunchy the 1
ncal village i1diot has fallen 1
n iove with the ": FPRINT "laovely
Belinda. Unfortunately she 1s
being held captive in the"®

1278 PRINT "wicked EBaron’'s cast
e.": FRINT "Undaunted by the cha
lenge, and with more courage th
an sense,

1288 PRINT "Hunchy sets off to r

escue her.”

129@ FRINT "You control Hunchy,

and must help him reach his b

eloved.": FRINT "To move him use
the following keys: —"

17208 PRINT ™ ey P ....Move
forward": FRINT " Key & ....

Leap up and down": PRINT ® B

ey A ....lL2ap forwards”

15318 FRINT : PRINT *® Fress any
key to continue®: FAUSE &@: CLE
1228 PRINT "There are six levels
to beat before he reaches Ee

linda."
1228 FRINT "The first level cons
ists simply of the castle walls
along which he must run.”
1348 PRINT "The remaining levels
include rolling cannon balls
, daggers, Ffoot socldiers and a
draw bridge."”
5@ PRINT : PRINT "It will take
considerable luck and skill to
succeed in this game. o hel
py, vyou will be givenfive lives w
ith which to try andreach Belind
a- 11
1368 PRINT "Your score is a prod
uct of the level you have reach
ed and the number of lives you

al



have lesft." 7
1378 FRINT "Both vyour score and
the number of lives left to vou

, ars displayed at the bot
tom of the screen during play.”
1Z88 FRINT ¥ Press any key to

play": PAUSE @: CLS : RETURN
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ROULETTE

Original program by M. I. Cowie

Il you have ever longed to break the bank at Monte Carlo here is
your chance (well almost). In this game you are invited to try your
luck at the roulette table. You start with a total of fifty pounds and
you may bet any amount up to your total on any combination of
bets.

The game starts with a display of the routlette table and a menu
ol betting options. To play, simply enter your selection and the
amount you wish to bet. When all your bets are placed, start the
wheel spinning by entering 10 when asked for a number.

The type of roulette table depicted is known as a French table,
and a description of the kinds of bets accepted, along with the
odds on winning is given below. Good luck!

Bet Description Odds

Any number Any single number between zero  36:1
and 36

Column bet Ist, 2nd or 3d vertical column of 3:1
numbers.

Passe Any number between 19 and 36. 2:1

Manque Any number between 1 and 18. 2:1

Pair Any even number. 2:1

Impair Any odd number. 2:1

Dozens Ist, 2nd or 3rd horizontal group of 3:1
twelve numbers.

Black or Red Any black or red number. 2:1

Program Description

1 roxEe to set keyboard click.

40-160 Print the menu of possible bets.

170 Requests the player to enter a bet.

180-190 Assigns the variable A$ to indicate the bet chosen, and

29



then picks out the appropriate routine.
250-340 If a single number bet is placed, request the number on

which the best is placed. Check that the number entered is within

the range 0-36, and if so reprint the menu.

400-530 If a column bet is placed, request which column has
been selected.

560-880 Execute various routines for the other types of bets.
890-1020 If a dozen bet has been placed, request which dozen

has been selected.
1030-1200 Execute subroutines for other types of bet.

1210-1225 If option ten has been chosen then spin the wheel and
randomly generate a number between 0 and 36.

1230-1350 Check the number the wheel has stopped at, against
the various bets to se€ if any have been Won.

1355-1410 Print the number which has been generated, then print
the amount of money that has been won.

1414 Pause then rerun the main routine when any key is pressed.
1420-1425 Add the winnings to the player's funds, then return to

the main routine.
1430-1470 If all the money has been lost then print a message and

offer the player another go.
9000-9030 Clear the right nand side of the screen, then print the

player’s funds. |

9040-9080 Request the amount of money to be placed on the bet.
9800-9824 Print the roulette table.

9900-9949 Dimension arrays and define the variables.

9951-9979 Read and install the UDG symbols.

REM ***********************
REM &******RDULETTE********
REM »x%BY HﬁRTIN.I.CDNIE***
REM xx%x48BK ZX SPECTRUM****
REM ************&**********
RESTORE = 50 SUB 2600

FOKE 27489, 100

1@ 0 SUB 995@

2@ GO SUB 908

=@ GO Sub 280a@

4@ PRINT at 2,12;"HUNEY=“;HDN

SN - N

20)

=p PRINT AT 4,12:;"WHAT DO YOU
WigH TG¢

LB PRINT AT S5,13:;"BET ONM {(1-1@
}‘?" | % ES i W

>3 PRINT AT 7.12:"1-8& SINGLE &
UMBER* T | SIHELE T

om PRINT AT B,17;"2-6 COLUMN B
ET ¥ ’

ang ERINT AT 9,12: "3-A PASSE BE
ip@ PRINT AT 18,12;"4-A4 MANGUE
BET ™ '

11@ PRINT AT 11,12:"5-46 FAIR BE
'l" 1 1] i

12@ PRINT AT 12,12:"6-68 IMP
12 12 AR
1=@ PRINT AT 13,12:"7-& DDIENS
BET™ '

14p PRINT AT 14,12;"8-BLACK EET
158 FRIMT AT 15,12;"9-RED BET"
160 PRINT AT 1&,12:;"18-SFIN THE
WHEEL "

1 7@ INFUT "NUMBER":A%

1g@ IF as="1" THEN GO TO Z@0
1g1 IF Af="2" THEN GO TO 350
182 IF Af="Tv THEN G0 TO S6&8
18T IF A$="4" THEN GO TO &5@
184 IF AF="5" THEN GO TO 748
ig5 IF as="6" THEN GO TO 838
126 IF Af="7" THEN GO TC 870
197 IF A$="8" THEN GO TC 1032
198 IF A%="9" THEN GO TO 1@70
189 IF A%="1i@" THEN G0 TO 1200
19@ GO0 TO 178

-om GO SUB 9000

2@ GO SUB 9242

258 FRINT AT 4,123 "WHICH MUMBER
ng You ;AT 5,12; "WISH TO BET O
s7@ INPUT “NUMEBER "N

28@ LET N=INT N '

P

)

t
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=3
=50
SE0
570
&1
&2
L4
450
&aD
720
71@
730
7A@
758

IF N<@ DR N>3& THEM GO TO

LET BO(N+1Y,1)
LET BO(N+1),2)
GO TO I8

S0 SUE 9600
G0 SUER 9240
FRINT AT 4,123 "WHICH COLUMN
PRINT aT 5,12:° .
FRINT AT &,12;"1-FIRST"
SRINT 4T 7,123 "2-SECOND®
FRINT AT 8,12; "Z-THIRD"

LET ME=INKEYE

IF mE="1" THEN LET B{38,1}

1
C

IF N#E="1v THEN LET B{(3Z8,2)
IF ME="2" THEN LET B{37,1)
IF N$="2" THEN LET B{3%,2}
IF NE="3" THEN LET B{48,1)
IF MfF="3" THEN LET B{48,2)

IF N$="1" OR N$="2" DR N#="

THEN GO 70O 55O

GO0 TC 450
G0 TO 3@

50 SUR F202
50 SUB 9648
LET B(41,1)=1
{ET B(41,2)=C
50 TO 32

G0 SUBR 2800
G0 SUEB 9040
LET B(4Z,1)=1
LET B(42,2)=C
GO TO 30

GO SUB 90@0
G0 SUB 9042

10884

LET B(43,1)=1
LET B(43,2)=
50 TO 3@

50 SUB 9220
G0 SUB 9040
LET B(44,1)=1

) LET B(44,2)=C

G0 TO =@

GO0 SUB 72028

G0 SUE 2846

FRINT AT 4,12; "WHICH DOZEN?

FRINT AT é, 12;"1—!:!12"
FRINT AT ?,12;"2—”12u
PRINT AT 8,12;"3-Di2"

LET NE=INKEY$

IF N$="1" THEN LET B(45,1)
IF N$="1" THEN LET B(45,2}
IF N$="2" THEN LET B(4&,1)

IF N$="2" THEN LET B(4&,2)

IF NF="3" THEN LET B{47,1)
IF NF="3" THEN LET B(47,2}

IF N$g="1" OR N$="2" OR Ng$="

3" THEN GO TO 1828

1014
1024
1038
1248
1Aa5@
1848
1865
1878
12886
12926
11@aa
1118

G0 TO 930

GO TO 3@

G0 SUB 9200
G0 SUB 904@
LET EB{(48,1)=1
LET E(48,2)=C
GO TO 3@

G0 SUEB 9000
GO SUB 904@
LET B(49,1)=1
LET B(49,2)=C
GO TO 3@
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iZé@ GO SUBR 208
1218 FRINT AT 4,1Z; "WHEEL SFINNI

NE i1

1211 LET Z=0

1228 LET Z=INT {(RND=37)+1

1225 LET WIN=D

123@ IF B(Z,1}=1 THEN LET WIN=W
IN+S(Z,E)*;&

124@ IF B{(42,1) AND Z<>B AND ZI<2
@ THEN LET WIN=WIN+B(4Z,2) %2

125@ IF B(41,1) AND Z>19 THEN L

34

ET WIN=WIN+B(41,2) %2
126@ IF B(45,1) AND Z<>@ AND Z<{=
1T THEN LET WIN=WIN+B(45,2)#3
127@ IF B(46,1) AND Z>=13 AND Z<
=75 THEN LET WIN=WIN+E(44,2)%3
178@ IF B(47,1) AND Z>»>=25 THEN
LET WINSWINAE (47,2) %3
129 IF B(44,1) AND Z<{>@ AND (IN
T (Z/2))%2=7 THEN LET WIN=WIN+B
(44 ,2) %2
1Z@@ IF B(4=,1) AND (INT (Z/2))%
2¢%7 THEN LET WIN=WIN+B(43,2)%2
=1@ LET Z=Z-1: IF B(48,1) THEN
IF 7Z=2 OR Z=4 OR Z=6 OR Z=8 OR
7=1@ OR Z=11 OR Z=13 OR Z=15 OR
7=17 OR Z=2@ OR Z=22 OR Z=24 OR
7=74 OR 7=28 OR Z=29 OR ZI=31 OR
7=33 OR Z=35 THEN LET WIN=WIN+E
(48,2) %2
1z2@ IF B(49,1) THEN IF Z=1 OR
7== OR Z=5 OR Z=7 OR Z=% OR Z=12
OR Z=14 OR Z=16 OR Z=18 OR Z=19
OR Z=21 OR Z=23 OR Z=25 OR Z=27
OR Z=3@ DR ZI=32 OR Z=34 DR I=
THEN LET WIN=WIN+B(49,2)%2
13T@ IF B(38,1) THEN IF Z=1 OR
7=4 OR Z=7 OR Z=1@ OR Z=13 OR I=
14 OR Z=19 OR Z=22 OR Z=25 OR I=
28 OR Z=31 OR Z=34 THEN LET WIN
=WIN+B(38,2) %3

134@ IF B(39,1) THEN IF Z=2 OR

/=5 OR ZI=8 0OR ZI=11 OR I=14 0OR I=
17 OR =28 OR ZI=23 0OR I=2&6 OR I=
Y9 0OR Z=32 0OR Z=35 THEN LET WIN
WIN+B(3I9 ,2}#3

1358 IF B(4@8,1) THEMN IF Z=3 GR
/=4 OR I=9 OR Z=12 OR Z=15 OR I=
18 OR Z=21 0OR ZI=24 OR ZI=27 OR ZI=
W OR Z=33 OR Z=3& THEN LET WIN
WIN+B (48,2} #3

1355 FOR N=1 TO 1@: BEEF .85,N
MEXT N

1268 PRINT AT 4,12:"THE WHEEL 57
OFFED®

1378 PRINT AT 5,12; "AT NUMEBER "3
4

1328 PRINT AT 7,12;"TOTAL WINNIN

G5 ARE™

1395 PRINT AT 8,12:;"";WIN

1408 PRINT AT 1@,;h:"YGUR MONEY

FLUS YOUR® |
1421 PRINT AT 11,12;"WINNINGE IS
1418 PRINT AT 12,123 "% ; WIN+MONE

Y

1414 BEEF .1,5: PAUSE &

1428 LET HDNEY MONMEY+WIN

1425 IF MONEY>@ THEN DIM B((49,2
y: GO TO 36

14246 GO SUB @42

14728 PRINT AT 13,12;"YOU ARE 5KI

NT 1]

144@ PRINT AT 15,12:; "PRESS “P™ K

EY TO RUNY

1468 IF INKEY#="p" THEM RUN ~
147@ GO TO 14460

2008 REM *xx INSTRUCTIONS w*xx

2018 PRINT AT 1,12; INK 13 PAPFE

R 4; "ROULETTE"

2028 PRINT : PRINT " This is a

computer adaptation of the casin

o game Roulette.”

2028 FPRINT "There are 9 types o
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¥ possible bet, each with diff

erent odds.®
2048 PRINT = FRINT "The bets ar

e

2858 FRINT

2058 PRINT "1. & single number:
Betting on asingle number betwe

en 1 and 3&.7 \

2878 FRIMT : PRINT "2. A column
bhet: Betting on any of the thre

= Ccolumns.

2888 FRINT : PRINT "3. Passe: B

etting on the numbersl? to 3&6."

2885 | FRINT AT 21,185 INK &35 PAP

ER 2:;"Fress any key": PAUSE @: L

ET o¥f=IMKEYF: CLS

2098 PRINT : PRINT "4. Mangue:

Betting on the numbers 1 t
o i8."

2188 FRINT : PRINT "5. Pair: Be
tting on all the evennumbers.”
2118 PRINT : PRINT "&. Impairs:
Betting on all the odd numbers
2128 PRINT : PRINT "7. Dozens: E
etting on one of thethree blocks
of 12 numbers.”

2138 PRINT : PRINT "8. Black: B
etting on all the black numbe
FS. | 31

2148 PRINT : PRINT "9. Red: Bett
ing on all the red numbers.”
2999 PRINT AT 21.,8; INK &; PAFE
R Z2;"Press any key": PAUSE @: LE
T g#fF=INKEY*: CLS

@830 RETURN

Fa88 PRINT AT 2,12; "MONEY="; MON
EY

881 FOR A=4 T0O 21

818 PRINT AT A,12;"

?@20 NEXT A

@3B RETURN

9048 FRINT AT 4,12;"HOW MUCH DO
YOU WISH®

9@S® PRINT AT S5,12;"TO BET?"
9B&@ INFUT “"";C

9@7@ IF C<@ OR C>MONEY THEN GO
TO 9048

Q@75 LET MONEY=MONEY-C

9@38@ RETURN

7888 REM #xx¥x##xDRAW BOARD*®x#x%
98@1 IMK @: PAPER 7: CLS : PRINT

FLASH B{(41,1); PAPER &;" P ":
FLASH @; PAPER 13" "; PAPER 4:
FLASH B(1,1);" @"; FLASH @: PAFPE
R 13" "; PAPER &; FLASH B(42,1)
AL - I
]

98@2 PAPER &: PRINT FLASH B(41,
1);" A& "; FLASH @O; PAPER 13"

"; FLASH B(42,1); PAPER 6&6;" A
9823 PAPER &: PRINT FLASH B(41,
1);" 5 "; PAPER 2; FLASH B(2,1);
" 1"; PAPER 7; FLASH B(3,1);" 2»
; FAPER 23 FLASH B(4,1);" 3I": FL
ASH B(4Z2,1); PAPER &3;" N ™
7824 PAFER &: FRINT FLASH B(41,
1);" S "; FLASH B(5,1); PAPER 7:
" 4": FLASH B(&,1); PAPER 23" 5°
; PAPER 7; FLASH B(7,1)3;" &"; FL
ASH B(42,1); PAPER &:" @ *

98085 PAPER &: PRINT FLASH B(41,
1);" E "; PAPER 23 FLASH B(8,1);
“ 7"; PAPER 7: FLASH B(9,1);" 8"
; PAPER 2; FLASH B(1@,1);" 9"; P
AFPER &3 FLASH B(42,1):" U
98@& PAPER &: PRINT FLASH B(41,
1)5" "3 PAPER 73 FLASH B(11,1)
;"1@"; FLASH B(12,1);"11"; PAPER
2; FLASH B(13,1);"12"; PAPER &;
FLASH B(42,1);" E ": PAPER 7
?8@7 INK 4: PAPER @: PRINT FLAS
H B(43,1);" "; PAPER 13 FLASH
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gz n. INK 4; PAPER @5 FLAS
H EBEM44,1y; IV
98388 PAPER @&: PRINT FLASH B(43,
iy;" P "; INK @; FPAPER 75 FLASH
B(i4,1y;"13"; PAPER 2; FLASH B(1
5,1Y3"14"; PAFPER 7; FLAGH B(l6,1
)-"1“"; PAFER B; INE 43 FLASH B(
44 1ys:*" M ©
9ERT FAFER @: PRINT FLASH B(43,
tyg"™ A& "3 INK @; PAPER 2Z; FLASH
B(17,1);"14"; PAPER 7; FLAGSH B(1l
g,1y;"17": PAFPER 23 FLASH B(17,1
y:"ig"; PAPER @; INK 4; FLASH B(
44 iys" B ¥
2818 FAPER @: PRINT FLASH B(43,
1y:" I "; INK @3 FAFER 2; FLASH
B(Z@,1);"192"; PAPER 7; FLASH B(Z
1,1):; 928"y PAPER 23 FLASH B(22,1
):"“1"' PAPER @; INK 43 FLASH B(
44 1y;" A"
9811 FAPER @: PRINT FLASH EB{43,
1y;" R "3 INK @; PAFPER 73 FLASH
B(2Z,1):"22"; PAPER 2Z; FLASH B(Z
4,133 "237; PAPER 7; FLASH B(25,1
);"24"; PAPER @; INK 4; FLASH B(
44 1y;" 1 "¢
2812 INK 4: FPAPER @: FRINT FLAS
H B(4Z,1)3" ": PAPER 13 FLASH
o " INK 43 PAPER @; FLAS
H B{44,1)s" R *®
9813 PAPER &: INK @: FRINT FLAS
H B(48,1):"ada"; INK 8; PAPER 23
FLASH B(26,1)3"25"; PAPER 73 FL
ASH B(27,1);"246"; PAPER 2; FLASH
B(28,1)3"27"; PAFPER 63 INK 23 F
LASH B(49,1);"aAa"
2814 PAPER &: INK 8@: PRINT FLAS
H B(48,1);"BpC"; PAPER 7; FLASH
B(292,1);"28"; PAPER 7; FLASH B(3
@,1);"29"; PAPER 2; FLASH B(31,1
y3"3@"; PAPER &3 INK 253 FLAGH B(
49,13 "BpC"

9815 FPAPER &6: INK @: PRINT FLAS
H B(48,1); "Cal"”; FAPER 73 FLASH
H(Jh,l};“El"; FAFPER 2Z2; FLASH B(Z
1y 732%; PAPER 7:; FLASH B(34,1
);"33“; FAFPER &3 INK 23 FLASH B(
49,1) 3 "CaB"”
Y816 FAPER &: INK @: FLAGH B{48,
1): PRINT "ala"; FAPER 2Z; FLASH
B(Z5,1Y3"34"; PAPER 73 FLASH B({(Z=
6H,133"35"; PAPER 2; FLASH B(37,1
)" EE"; PAFER &3 INE 23 FLASH B(
49,13 "abla” |
2817 FAFER @: INK 7: PRINT FLAS
H B{45,1y3"F12"; FLASH B(38,1});
FAFER 43;"F"; FLABH @;"p": FLAGH
B(E9,1);"8"; FLABH @:;"p"3:; FLASH
B4@,1y;"7T"; FLASH @:;"p": FLASH
B(45,1); FAFER @; "F12"
26818 PAPER @: INK 7: PRINT FLAS
H B{d4s,113;"M12"; FLAGH B(3B,1};
PAFER 4:"1"; FLASH @;"p"3; FLASH
B(Z2,1};"E"; FLASH @:;"p": FLASH
B(4@,1); "H"; FLASH 8;"p"; FLASH
B(4&,1); PAPER @; "M1IZ"
98192 PAPER @: INK 7: PRINT FLAS
H B47,12:"D12"; FLASH B{(38,1);
FAFER 43 "R"3: FLASH B:;"p": FLASH
B(E2,1);"C"; FLASH @;"p"; FLASH
B4@,1y;"1"; FLASH @;"p"; FLASH
B(47,1); PAPER &;"D12"
2828 PAPER @: INK 7: PRINT AT 19
yo3 FLASH B(38,1); PAFER 4:;"5";
FLASH @8;"p"; FLASH B(39,1)3;"0%;
FLASH @;"p “; FLASH B(40,1); "R";
FLASH @3 "p
9821 FPAPER @: INK 7: FPRINT AT 24
y~3 FLASH B{(3B,1); PAPER 4;"T";
FLASH @;"p"; FLASH B(32,1);"N";
FLASH @;"pYs; FLASH B(4@,1);"D";
FLASH @3 "p"
9822 PAPER ©@: INK 7: PRINT AT 21
yo3; FLASH B(39,1); PAPER 4;"D";
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FLASH @
9873 INK @: FAPER 7: FRINT AT @,
173 "ROULETTE"
9824 FLASH @: RETURN
99@@ REM DEFINE VYARIEBLES
27@1 LET MONEY=50
99@7 DIM B(492,2)
7949 RETURN
2958 REM *#*DEFINE CHQRQCTERS***
9951 FOR A=8 TO 7
9952 READ B
9953 READ C
9954 READ D

55 READ E o
33};’2 POKE USR "A"+A,B Original program by S. Roden
9947 FOKE USR “"E"+A,C
9268 POKE USR "C"+A,D
9969 POKE USR "D"+A,E
997@ NEXT A
9971 DATA B,1,128,126
9972 DATA 3,4,192,55
997% DATA @,7,224,24

You are the commander of the last laser base on earth, defending
#lx major cities. Your mission is to destroy the in-coming missiles
with your laser fire by moving the cross-wire sights onto the
heads of the missiles. To do this use the following keys:

2974 DATA n,15,24n,n Q —-Up
9975 DATA 24,31,248,8 A — Down
9976 DATA 48,43,252,0 P — Right
977 DATA 126,127,254,8 O — Left
9978 DATA ?55,255, 255,0 0 — Fire

7373 RETUER When either your laser or all of the cities have been destroyed
the game will end and your score, along with the current high
score, will be printed. If you reach a score of 1000 points, then
night will fall and you will be given a new laser and six cities.
When your score reaches 2000 points (if you last.that long), then
day breaks and you are given another six cities. You must place
your sights as close to the head of the missiles as possible.

The missiles attack in waves of six, each one is guided, and will
gonverge on to any remaining targets. You score 25 points for
every missile destroyed, and your score is displayed at the
bottom of the screen during play. The missiles are plotted as
high-resolution dots, and the speed at which they descend
increases the lower they get, so you must shoot fast.
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Program Description

10-50 Dimension arrays and set the variables to their initial
values.

80-110 Set up bases and rocket attack by calling the subroutine
starting at line 480, and jumping to line 250.

130-160 Detect a key press and set the X, Y co-ordinates of the
laser sight according to the key press.

170-180 Check that the position of the laser sights does not
exceed the limits of the screen.

190 Print the laser sights at the position selected, then print over
the previous laser sight, to erase it.

200-230 If key 0 has been pressed, then fire from the laser base to
the centre of the sight.

250 Prints the score at the bottom of the screen, then checks if all
the missiles have been destroyed or have hit their targets
(variable TOTE).

260-290 The main loop which controls missile flight. If a missile
has been destroyed or has hit a target, then the next missile is
tested.

300-320 Calculate from the angle of the trajectory, the next
missile position. These values are then stored in array M for use
in the next pass through the loop. The previously plotted position
of the missile is checked using the poINT function, and if the
missile is not present the it must have been destroyed. An
element of array M is then set to eight to indicate the missile has
been destroyed. The program then jumps to the routine which
draws the missile explosion.

340 This routine uses the cIrcLE function to indicate that a missile
has been destroyed.

350 Check if the missile has reached the ground, if so print a
mushroom cloud at the position immediately below this. Then set
the element in the target array B to zero.

360 If a key is being pressed, and the laser base is still present,
the program calls the routine which moves the laser sight.
370-380 Check if the score has exceeded 1000 points. If it has, the
PAPER, INK and border colours are re-set to represent night-time. If
a value of 2000 has been scored, change the colours back to
represent daytime. During each of these routines, a GosuB is

42

precuted to reset the screen and print six more cities.

#00 If all the cities have been destroyed (variable rLaG = 0), or the
base has been destroyed, then co To the end of game routine at
line 730.

#10-420 Increases the rate at which the missiles descend, then
@lears the screen of missile tracks.

#80-470 Read and install the user defined graphics.

410-550 Randomly select a start and finish position for each
issile, checking first that the finishing position is a target. Then
Paloulate the angle of descent of each missile.

#00-590 Dimension arrays for the cities and laser base, print the
fities and base on the screen.

#00-720 Instructions.

180-800 The end of game routine, where the score and high score
jre printed.

18 LET HISCORE=@:

2@ RESTORE =
1 CLS

2@ LET N=64:

GO TO 408
PAPER 5: BORDER 35

LET SCORE=@:
=124: LET X1=19: LET Yi=135:
X2=X1z: LET YZ=Y¥Y1
4@ LET TAG=@:
FIRE=@:
ET T=@:
I N=@
0@ LET LABEL=@: LET RK=0: LET
SK=53: LET BAS=1: LET GR=3
6@ GO SUB 458: GO SUB S56@
78 REM SET UFP BASES ANMD ROCEET
ATTACK
84 640 SUB 480
7@ GO TO 250
182 REM PRINT AT 21,0;
3
118 IF TAG=G THEN PRINT AT X1,
Yi; OVER 1;"+": LET TAG=1
1280 REM CHECK KEY PRESS
13@ IF INKEY$="Q" OR INKEY$="g"
THEN LET X1=X1-1
148 IF INKEY#="A"
THEN LET Xi=X1i+1

LET 8§
LET

LET FLAG=7:
LET YY=175:
DIM M{&,8):

LET
LET LEV=4: L
DIM T(7): LE

INK 4;B

OR INKEY#="a
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i=@ IF INKEY®="0" OR INKEY#="o"
THEN LET Yi=Yi-1i

140 IF INKEY#="F" OR INKEY#="p"
THEN LET Yi=Y1+1

178 IF X1<2 OR X13>2@ THEN LET
Y1=D% (X1<=2)420% (X13>2@)

198 IF Yi<i OR Y13:31 THEN LET
Yi=1%(Y1<1)+31% (X131

193 FRINT AT X1,Y1; OVER 13"+":
EALUSE 7: PRINT AT X2,Y2; OVER 1
.nyv: REM FIRE CONTROL CURSOR
"Sa@m LET ¥2=X1i: LET Y2=Y1i: REM S
ET FIRE FROM FIRST REMAINING BAS
E

S1@ IF INKEY#="@" THEN LET FIR
E=1: REM FIRE

So@ IF INKEYE="@" THEN FOR E=1
T0O 2: PLOT OVER 1; INK 2;5,8:
nEAW  OVER 13 INK 23 ((Y1%82)-5)+4
_({2@-X1)*8)+4: FOR L=1 TO S: BE
EF .@1,25+L: NEXT L: NEXT K: PRI
NT PFAPER &: INK 23;AT X1,Y1;CHRS

{45: BEEF .1,25: FRINT PAPER 5
. INK 2;AT X1,Y13" ": PRINT AT X
1,¥1: OVER 13"+"

230 RETURN

243 RETURN

os@ PRINT #13;AT 1,183 “SCORE “;S
CORE: IF TOTE=@ THEN GO TO 4208
260 FOR J=1 TO &

278 IF M(J,1)=8 THEN GO TO 390
So@ IF Mi{J,1!<=8 THEN LET M(J,
1y=8: GO TO 390

29@ LET YY=M{(J,1)

=@ LET FP=175-M(J,1): LET XX=M(
3. 21+ (P*TAN (M(J,4))): PLOT INK

4os XX, M(J,1): BEEF .0085,45

z1@ IF M(J,1)<17@ AND POINT (M(
J.5),M(J,4)1=8 THEN GO TO 34@
zo@ LET M(J,5)=XX: LET M(J,&6)=M
(J,1): LET M(J,1)=M(J,1)-LEVEL
=@ 6O TO 358

"] -
T

0
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34@ FOR D=1 TO 2: FOR K=1 TO 3:
CIRCLE PAFER Sk; INK &; OVER 1
sXX,M{J,1},K: BEEFP .@@3I,15: NEXT
K: MEXT O: LET TOTE=TOTE-1: LET
M{J,1}=—1: LET SCORE=SCORE+25
I5@ IF M(J,1)<=8 AND M(J,1)<>—1
THEN LET TOTE=TOTE-1: LET XX=(
XX—4)/8: PRINT PAPER SkK; INK 2;
AT 21,XX;CHR$ 147: FOR K=1 TO 4:
BEEF .2,55: NEXT K: FAUSE S@: P
RINT FAPER SE: INK BR:;AT 21,XX:
Womr LET M{J,1)=—1: IF B(XX)<:@
HEM LET B{(XX)=B: LET FLAG=FLAG
1

368 IF INEEY$<3>"" AND B(15)<>@
'HEN GO SUE 108

370 IF SCORE=10@8 AND LABEL=@ T

HEN LET LABEL=1: LET TAG=@: LET

LAG=7: LET T=@: LET SK=@: LET
TAG=@: LET RK=7: LET BAS=S: LET
GR=7: FAPER @: INK 7: BORDER @:
CLS : GO SUB S&@: GO TO 420

Z8@ IF SCORE=20@2 AND LABEL=1 T
HEN LET LABEL=@: LET FLAB=7: LE
T T=@: LET SK=5: LET RE=@: LET B
AS=1: LET GR=3: PAPER S: INK @:
BORDER S: LET TAG=@: CLS : GO SU
B S6@: B0 TO 420

398 NEXT J

42@ IF FLAG<=@ OR B(15)=@ THEN
G0 TO 730

41@ LET LEVEL=LEVEL+.35: GO TO
25@

420 FDOR J=0 TO 2@: PRINT AT J,0
$..2 NEXT J

3@ FOR J=1 TO &: LET M(J,1)=0:
LET M(J,/2)=@: LET M(J,3)=@: LET
M(J,4)=1: LET M(J,S)=1

44@ GO SUB 48@: GO TO 250

45@ LET N=4: FOR J=1 TO N: READ
A: FOR K=@ TO 7: READ B: POKE U
SR CHR$¥ (A)+K,B: NEXT K: NEXT J
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440 DATA 144,1&,16,16,16,546,124
,254,754,145,138,464,208,192,21 ,64
,18,65,1446,2,2,18,26,94,127,255,
255,147 ,468,82,181,239,153,24, 48,
126

476 RETURN

A2@ LET TAG=@: LET LEVEL=LEV:
ET TOTE=4: LET YY=175: FOR J=1
0 &

49@ LET ST=(RND*255)

@@ LET RAN=INT (RND*7)+1: LET
F1=T {RAN}

S1@ IF B(F1)=@ THEN GO TO S0@

528 LET F=(F1%#8)+4

53I@ LET Z=F-8T: LET L=SGR (YY"2
+(Z%Z)): LET ANGLE=ASN (Z/L)

S4@ LET M(J,1)=YY: LET M(J,2)=85
T: LET M(J,3)=F: LET M(J,4)=ANGL
£

- ™

55@ NEXT J: RETURN
4@ DIM B(32): DIM DFE(3I2)
S7@ FOR J=3 TO 29 STEP S5: LET T
=T+1: PRINT PAPER SkK; INK GR;AT
21,J:CHR$ 144&: LET B(J)=1: LET
T(TY=Jd: MEXT J

S8@ PRINT PAPER SE3; INK BAS; AT
71,15;CHR% 144: LET B(15)=3: LE
T T(7)=15

2@ RETURN

LB7 PAPER 7: INK @: BORDER 7: C
LS =

&1 PRINT AT 8,73 BRIGHT 13" MI
SGILE DEFENDER ": PRINT

&£28 PRINT "YOU ARE THE COMMANDE
R OF THE LAST LASER BASE ON E
ARTH. YOU ": PRINT "ARE DEFENDIN
5 FOUR MAJOR CITIES AND YOUR MIS
SION IS TO DESTROY THE INCOMING
MISSILES."

&3@ PRINT : PRINT "Y0OU DO THIS
BY MOVING THE LASER SIGHTS AND F
IRING, USING THESE KEYS:": PRIN
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T : PRINT @=UP": PRI
NT A=DOWN": PRINT
P=RIGHT": PRINT *
O=LEFT": PRINT *

B=FIRE": PRINT

GEE FRINT "YOU MUST PLACE YOUR
SIGHTS AS  CLOSE TC THE HEAD OF
THE MISSILE": PRINT "AS POSSIEL
E TO DESTRCOY IT.®

65@ FPRINT #13;AT 1,3: "PRESS ANY

KEY TO CONTINUE": IF INKEY$="" T
HEN 50 TO &5
668 CLS

665 PRINT "WHEN YOUR LASER OR A
LL OF THE CITIES HAVE BEEMN DES
TROYED THE GAME ENDS.": PRINT -
PRINT "IF YOU REACH A SCOrRE OF
1DBB": FRINT “"THEN NIGHT WILL €4
LL anNDp yoy®

&7E PRINT "WILL BE BIVEN ANOTHE
R 4 CITIEGS.": PRINT : PRINT "AT
2088 POINTS, DAY BREAKS AND": FR
INT "YOU WILL BE BIVEN ANOTHER F
OUR CITIES. (IF YOU LAST THAT L
ONG') ™

7@ PRINT @ PRINT "YDOU SCORE 25
FOINTS FOR EVERY MISSILE. THE
MISSILES ARE GUIDEDAMD WILL 0N
VERGE ONTO REMAININGTARGETS. ¢
78@ PRINT : PRINT "YOUR SCORE i
ILL BE DISPLAYED AT THE BOTTOM O
F THE SCREEM, AND YOUR HIGEST
SCORE WILL BE": PRINT "RETAINED
BETWEEN GAMES. © ‘
71@ PRINT #1;AT 1,5; "FRESS ANY
KEY TO PLAY": IF INKEY$="" THEN
GO ThH 7180

72@ GO TO 28
LSEB FAPER &: INK 1: BORDER 4: C
743 IF HISCORE<SCORE THEN LET
HISCORE=SCORE
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75 PRINT AT 3,11;"HI-SCORE";AT
=,14—-({LEN (STR¥ {(HISCORE))}/Zih
12C0RE
748 PRINT AT 7,12:; "SCOREYIAT 9,
14— {LEN (STR¥ (SCORE)}}/2;5C0ORE
778 PRINT AT 15,8:" Do you wish
o trv again Y/NY: FOR J=€ TO =
1= FRINT A7 i1&,J;0CHRF 131: NEXT
d
78& IF IMEEY$H="Y" OR INKEYF="vy
vOTHEN GO TO 28 '
797A 15 INKEYE="HKN" OR INEEYF="n
B THEN PRINT AT 18,133 "Byes":z F
OR =1 TO &: BEEFRP (@85,15+E: NEX
T = L S =

2. w3 i LI

L
BE@ LET X=RND#3Z1: PRINT INH 2;
.

AT 15,X;CHRT 147: FAUSE 38@: PRIN
T aT i5.X;" “: BEEF .1, (RND*58)+
i@: B0 TO 788

212 STOP

OUTLAW

Original program by M. J. Smith

This is a fast wild west game in which you adopt the role of Sheriff
of Dead Gulch! You must rid your town of a gang of ruthless
outlaws, but it’s difficult as your trigger finger is rather rusty.

You will be given three practice sessions in which to improve
your aim, by shooting bottles off the top of a wall. Try to obtain the
best possible score in the lowest time, because then you will have
to face the outlaws! ~

There are three levels of skill in this game, the harder the level
the less time you will have to beat each outlaw. You have three
lives with which to score the most points, you may also choose the
number of bullets you will need for each outlaw. Can you earn
title ‘One Shot Sheriff"? To move and fire use the following keys:

Q — Left

W — Right

0 - Fire
Program Description

1-67 Set screen PAPER, INKk and BORDER colours, then poke to force
CAPS LOCK. Set initial values of variables.

10-115 Create string arrays to represent the wall and bottles.
£00-250 Print introduction to the outlaw routine.

1055-1150 Print the practice routine screen, and the sheriff. Print
the score and best time.

#030-2200 Move the sheriff left or right in response to a key
press, then increment the time counter (T) and print the time
and score.

4020-3050 Print warning message.

3070-3104 These lines clear the screen, ask the player to input
the skill level and the number of bullets required, and finally set
the variables to register the choices made.

4105-3117 Print the time, bullets left, lives left and score.
3117-3125 Print the cacti.
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3130-3152 Print the number of outlaws to be faced and then
check the time has not run out.

3160-3250 Print the sheriff and outlaws on the screen. Move the
outlaw randomly, and the sheriff in response to a key press.
5000-5028 Allows the sheriff and the outlaw to fire. If a hit is
dectected, then the outlaw is replaced with an image of

upturned feet.

5030-5099 The scores are updated and printed. There is a check
to see if all the lives have been used up.

5100-5180 The end of game routine, with an option for another
game.

5200-5290 If another game is requested, the player can choose
another practice or 500 points.

5300-5390 Routine to print the score and the high score.
7000-7200 Allows the sheriff to shoot the outlaw. There is a test to
detect a hit. Both score and time are incremented if a hit is scored,
and then printed.

7310-7900 Instructions.

8500-9990 Read and install the UDG characters (A-U).

1 EBEORDER @: PAPER @: INK 7z C

LS

2 LET HIG=8: GO SuUB 7388

= BORDER B: FPAFPER 8: INK 7: C
LS : LET P=1: LET TT7T=8

4 POKE 23658,8

S5 LET BU=4&

& LET LI=3

8 LET OUT=@: LET S5C0=0

i A REM H 5 3 OF 96 BF b O NN N
25 CLS

Z1 LET X=14: LET Y=19

I2 IF P=3 THEN GO 70O 30820

45 LET ai=i

&8 LET M=17

&7 LET T=0

78 LET B$=" & &6 & 6 G G
G 6 &6 G "

88 LET C$=" H H H H H H
H #H H H "

85 LET D$="IJI1IJIJIJIJIJIJIJIJI
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JIATIIZITIATI"

a7 LET E$="IIJIJIJIJIJIJIJIJI]
IZIFIFIJIZIJI"

1@@ LET OD=3: LET OA=INT (RND*2
@) +8

11®@ LET EOD=3: LET EO0A=0A

115 CLS

23R PRINT  INE
21@ PRINT INK
L A W S"
22@ PRINT INE 2;A
COMING ™
2I@ FOR J=1 TO 15
RND#*25@+5 , RND#* 1 B8+
PAUSE S: NEXT J
25@ BEEP .5,18: BEEP .5,20: BEE
P .5,15

S@@ CLS
1318 REM ###%% SET UFP SCREEN #xxx
1028 REM HXHEHAXHFXHXNHAANAEARIEEN
1855 PRINT INK 4:AT 4,0;B+;AT S
,@3;CH
1368 PRINT INE
@;D¥F
1878 PRINT INK
@;E$
1@75 PRINT INK
@; D%
1288 PRINT INK
@;E+
1115 PRINT AT 8,203 "SCORE =";S0C0
»
11146 PRINT AT @,63" .
1117 PRINT AT @,8;"TIME ="3T
112@ PRINT AT 1,@;"BEST TIME =";
TT
1158 PRINT INK S;AT Y,X;" AB ™
1160 PRINT INK S;AT Y+1,X3" CD

1178 PRINT INK S;AT Y+2,X:" EF

&

AT 2,13:"T H E

kJ

A

o
L
3
o
e
-

]

7sa3"A R E

s FLOT INK 73
=: BEEP .85,5:

J

PAPER &:AT &,

P

PAFER &3AT 7,

i

‘na

FAPER &3;AT 8,

p-J

FAPER &:8T 9,
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1288 FOR H=1 T0 183: NEXT H

AR BEM EHEXHEFAFRRAXARNREXEXFEEER
SALE SEM xxEs¥sEd MOVE HEXEXExs
TATE REM HEEAERFAEHBEHEHESLERRENE
2A30 PRINT AT 1,8; "BEST TIME =";

TV
li!

2858 LET T=T+.1

2gS5 FRINT AT @,@8;"TIME =";T

"ﬁt& FRINT AT 1,@:;"BEST TIME =";

»@=7 IF T>=29 THEN LET SCO=SCO:
S0 TO 7880

2@6@ LET A=X: LET B=Y

2@sS IF INKEYE="@" THEN GO TO 7
oo

2@78 IF INKEY4#="Q2" AND X>@ THEN
LET X=X 1

SA0@ IF INKEY$="W" AND X<28 THEN

LET X=X+1 |

2295 IF A<:X DR B<>Y THEN PRINT
AT B,A;" °

21@2 FRINT INK S53;AT Y, X3" AB "
2118 PRINT INK S;AT Y+1,%X:3" CD

21720 PRINT  INK S3;AT Y+2,X:" EF

2ZRa S0 TO 2000

TERE REM XX EEEERAEEERXRAARRXAERAEEN

TAAS HEM SRS EEENEESEXRXEXRXARREERX

TOAIR REM 5% XSS EEE RN SHERENEREEEE

IEZ0 PRINT AT 11,@8; FLASH 13"
YOUR PRACTICE IE OVER *

IAZTA PRINT AT 12,83 FLASH 13

" PREPARE TO MEET

TEAR FPRINT  INK 2; FLASH 13:AT 15

,A " THE QUTLAWS

IASE FOR N=1 TC 4608: MEXT N

ZA43 BEEP .85,38: BEEF .004,28:

LEEFP .5,1@

@73 BORDER D: FPAPER B@: INK 7: C

LS

T@75 PRINT AT 1@,7:"ENTER SKILL
LEVEL ™

“@77 PRINT INK 2:AT 12,9:"1 = D
IFFICULT"; INK &3;AT 14,9:"2 = MO
DERATE": INK 4:AT 14,9:"3 = EASY

Z@78 PAUSE @

Z@8@ IF INKEY$="1" THEN LET Sk=

2@: GO TO 3986

Z@82 IF INKEY$="2" THEN LET SK
I@: G0 TO 3884

7084 IF INKEY$="3I" THEN LET Sk=

4a@: G0 TO 3826

“PeS GO TO 0878

@86 BEEP .@5,2@: BEEFP .5,38: BE
EF .5,25

@88 CLS

A09@ PRINT AT 1@,8; "ENTER No. OF
BULLETS (1-& Inc.)"

3@93 PAUSE @

T@F4 IF INKEY$<"1" OR INKEYZE:ug®
THEN G0 TO 3892

3@95 IF INKEY$="1" THEN LET EBU

=1

30946 IF INKEY$="2" THEN LET EBU

il

=2
7077 IF INKEY$#="3Z" THEN LET EBU
I@78 IF INEEY$="4" THEN LET EBU
=4
Z@99 IF INKEY$="S" THEN LET EBU
=5

3100 IF INKEY$="4" THEN LET EBU
=&

104 BEEP .5,2@: BEEP .5,3@: PRI
NT AT 1@,28;"

31@5 LET BU=EBU: LET Y=18

3186 LET T=@: LET TT=0

3187 LET ¥X=14
3188 LET LI=3: LET OUT=80
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=i11@ PRINT AT @,8:;"TIME ="3T;"

=111 PRINT AT @,1@;"UF TO:":SK

3117 PRINT AT 1,@;"LIVES =";LI

%11% PRINT AT @,208; "SCORE =";SCO

=115 PRINT AT 1,18;"0UTLAWS =";0

uT

%117 PRINT aT 21,8;"BULLETS LEFT
= ":EU

=178 PRINT  INK 4;AT 9,2:"P":;AT
1@,2:"5";AT 11,8:"P S P";AT 12,0
S UNTE S":AT 13,2: "STU";AT 14,2;"
S*:AT 15,2;"S":AT 15,2; V8"

%122 PRINT INE 4:8T 7,29:"P":AT

g8,27:"PF S":AT 9,271 "NTS PU;AT 1

@,29: "STH";AT 11,29;"S";AT 12,29

3125 FOR H=1 TO 2@: NEXT H

T13I@ PRINT AT 21.8;"BULLETS LEFT
= "By |

314@ LET A=X: LET B=Y

T145 PRINT AT 21,8;"BULLETS LEFT
= “:\y

2147 PRINT AT @,1@;"UFP TO:";SK

z148 PRINT AT 1,18; "OUTLAWS =";0

U

3149 PRINT AT 1,B;"LIVES =";LI

3158 LET T=T+1

z151 PRINT AT @,@;"TIME ="3;T;" "

z157 IF T>=SK THEN PRINT AT 1@,

2:"YOU'RE OUT OF TIME": FOR H=1
TO S@: NEXT H: GO TO S@95

2153 PRINT AT 8.@:;"TIME =";Tz" *
T155 IF INKEY#="@" THEM GO TO 5
2B

=%1&@ IF INKEY$#="Q@" AND X>4 THEN
LET X=X—-1

T170 IF INEEY#="W" AND X<24 THEN

LET X=X+1

=188 IF A<>X OR B<>Y THEN PRINT
AT B,A;"

3185 PRINT AT Y-1,X:" "

3192 FRINT  INK S3AT Y, Xs " AB

S2@@ PRINT  IMEK S:AT Y+1,X:3" CB

218 PRINT INE S3AT Y+2_ Xs3" EF

7217 PRINT AT EODR,ECA:" ":AT EQC
D+1,EQA;" ":AT EQD+2,EQA;® o
7020 PRINT  INK 2:AT 0OD,0A; "4B"
3270 PRINT  INE 2;AT 0OD+1,08;"CD

3243 PRINT  INK 2:AT OD+2,08: "EF

t245 LET EOD=0D: LET EQA=DA

525@ LET E=INT (RND*2)+1

3268 IF E=2 THEN IF 0A<25 THEN
LET 0A=0a+1

327@ IF E=1 THEN IF 0OA>4 THEN

LET 0A=0A—-1

4999 GO TO =140

S@@@ REM %% OQUTLAW FIRE & YOU %x

5@01 LET BU=RU-1

5002 FRINT AT 21,8;"BULLETS LEFT
= “;BUz" "

5003 PRINT INK S:AT Y41 ,X+2;0Ln

; INK S5;8T Y,X+2; "K®

50@S BEEF .209,18: BEEF .09,30

5@15 IF SCREENE (4,X42)<>" o THE

N LET QUT=0UT+1

S@7@ IF SCREEN$ (4,X+42)<3" " THE

N IF SK>5 THEN  IF QUT=S@ THEN
LET Sk=15: GO TO S@278

5@22 IF SCREENF (4,X+2)4>" " THE

N IF SE>15 THEN IF OUT=4@ THEN
LET SK=Sk-5: GO TO S@78

5025 IF SCREENE (4 X+2)<>" " THE

N IF SK>15 THEN IF OUT=3@ THEN
LET SK=SK-5: GO TO S@78

5@2& IF SCREENS (4,X+2)<>" " THE

N IF SK>15 THEN IF OUT=28 THEN
LET SK=SK-5: GO TO S@78

5@27 IF SCREENSE (4,X42)<3:" " THE
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W IF SK>15 THEN
LET SK=SK-S5

spRe IF

NoOF

IF SUT=1@ THEN

[c SCREENE (4, X+2)<3" " THE
RINT OVER 13 INK 23AT 4,X+2
= REEF Q@7 ,38: BEEF .JQLB=
7

BEEE . PS,5@: BEEF .@5,40: BEEF .
p5,35: PRINT AT 0D,0A-1;" "

AT OD+1,0R8-13"

“r AT 89+2,Dﬁ”

iz” 3 INK E;QT OD+2,06-13"

s
.
-
a

FOR H=

B O S % N

agu
A2

on LR
§“4ﬁﬁ§ﬁl
4= (e
Ny
:
:-1 |- A
L

RIS

{ ET SCO=SCO+182: PRINT AT
>3y Y SCORE “"-DCD- LET EBU=EBU:

TO 4G: NEXT H:

aT a5+2,&ﬁﬂ2;“ "z LET
Y (RND*Z2@) +8

TNT aT 8,183 "UP TO:":SkE
NT aT 1? B,“DLTLQNE ="30

JUE PRINT AT @,2@; "SCORE ="3;5C0

=A=5 IF BU=@ THEN BEEP .84,28:
EEEP - E@: SEER @7 ,1@: BEEF .

= 4-1 (L

29 ,@: EORDER 2:

oEEF .@8,48: BO

onER @ LET RBU=EBU: BEEF . BAT 28
- pEEF .85.18: LET LI=LI-1: IF L
i=@ THEN FRINT AT 1, "LIVES ="

=11z G0 TO S519@
s o0 TO 3212

=m5S BEEFP .84,28: BEEP .82,38: B
EEP .#7,1@: BEEP .@%,3@: BORDER

=« REEF .85,48:

BORDER @: LET BU

=FEBll: BEEF .0329,2@0: BEEF .85,10:
LET LI=tI-1: IF LI=0 THEN FRIN

T
2 |
S@94 LET T=08

AT 1.@B;"LIVES =";LI: GO TO 518

5A58 FRINT AT 18,73°"

L1

=379 GO TO 3140
S1@0 REM *¥%%%x
511@ PRINT INK
H 1:AT 9,8;"
BEATEN "

5128 PRINT INE

56 -

YOUR DEAD x#¥x¥*
2: PAPER 73 FLAS
vOou HAVE BEEN

2: PAPER 7; FLAG

I 1;AT 18,@:;" YOU WEREN'T QUITE

(UICK ENOUGH ©

%130 PRINT  INK 2: PAPER 7; FLAS

Il 134T 11,@8:" WOULD YDOU LIKE TO
rRY AGAIN ¢

%148 PRINT INE 2; PAPER 7; FLAS

H 1;AT 12,8;" (Y/N)

Y150 PAUSE @

"m16@ IF INKEY#H="Y" THEN GO T0 5
Pl _
178 IF INEEY$F="N" THEM sST0P
w18 GO T 5158 -
200 REM ¥R XXEARXERX YES HFHAEFRXHN®
H.

921@ FPRINT INK 2; PAFPER 7; FLAS

H 1;AT 9,8;" DO YOU REQUIRE &
PRACTICE

%228 PRINT INK 2; FAPER 7: FLAS

H 1;AT 18,@:" OR JUST TAKE S

AB FOINTS .

%2%Z0 PRINT INK 2; FAPER 73 FLAS

H 1;a4T t1,@8;" PRES%/FP' FOR A

FRACTICE .

w247 PRINT IMK 2; PAPER 7:; FLAS
H 1:A8T 12,@;" OR ‘F° FOR 508
FOINTS .

%245 BEEF .5,208: BEEF .5,30

5258 FAUSE @

5268 IF INKEY#="F" THEN BEEP .5
,3@: BEEFP .5,4@: BEEP .5,35: LET
GO=1i: GO TO S3@0

5278 IF INKEY#="P" THEN BEEF .5
,3@: BEEP .5,4@8: BEEP .5,35: LET
GO=2: S0 TO 5380

529@ GO TO 5250

S0 REM *xxx¥% HIGH SCORE #*x#%%%
531@ CLS
5320 PRINT AT 5,3:;"TODAY'S HIGHE
ST SCORE IS "; FLASH 1; INK @; P
AFER 73:HIB

9338 PRINT AT 8,3:; FLASH 1; INE
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J

>: PAPER &3 "YOU": FLASH @; INK 7
PAPER @:;" SCORED “3SCO;" POINT

[D an |

=z4@ IF SCOYHIG THEN PRINT AT 1
1,@; "THEREFORE YOU MOW HAVE THE
v AT 13,8; "HIGHEST SCORE™
SIS@ IF SCO<=HIG THEN PRINT AT
11,0; "BAD LUCK TRY AGAIN"
5z55 IF SCOXHIG THEM LET HIG=SC

O

S3I60 FOR H=1 TC &@@: MEXT H
537@ IF G0=1 THEN LET SCO=522:
GO TO 3079
sze@ IF G0=2 THEN GO TO =
=3I9@ G0 TC 5328
£997 REM
7030 REM %% SHOOT % EXPLOSION *%
7813 PRINT INE S;AT 19,X+2;"K";
AT 2@, X+2;"L"
702@ 1IF SCREENS (S5,X+2)=" " THEN
FRINT INE 2;AT 5,X+2;"0": BEE
P L0205, 10: BEEP .25,-1@: FOR H=1
10 S: NEXT H: PRINT AT 5,X+2;"
7@4@ IF SCREENME (S5,X+2)<»" " THE
N FRINT IMK 43;AT 4,X+23"#";AT
5,%X+2;"4": BEEP .@@5,1@: BEEF .8
@5,3@: BEEF .DP@1,50: LET Al=Al+1
7845 FOR H=1 70O 1@: MEXT H
7078 FPRINT AT 4,X+2:" ";AT S5,%X+2
71@5 IF T»>=29 THEN LET P=P+1
711@ IF T>=29 THEN IF P=1 THEN
LET TT=3@: LET P=P+1
7128 IF Al=11 THEN LET P=P+1
713@ IF Al=11 THEN IF F=2 THEN
LET TT=T
7135 PRINT AT 1,@;"BEST TIME =";
TT; 1 1] 111
714@ IF Al=11 THEN IF T<TT THEN
LET TT=T
7145 IF Al=11 THEN IF T>TT THEN

LET TT=T7T7

/147 IF Al=11 AND T4 THEN LET
HCO=5CC+588: GO TO 7143

/150 IF Al=11 AND T<47 THEN LET
GCO=5C0+1@82: GO TO 71&Z

/152 IF Al=11 AND ixlﬂ THEh LET
SCO=8CO+50: GO TO 7143

/154 IF Al=11 AND T<12 THEN LET
LCO=5C0+38: GO TO 7143

/156 IF Al=11 AND T<1i5 THEN ET
GEO=5C0+28: 50 TO 7146= |
/158 IF Al=11 ANMD 7428 THEN LET
HCO=500+1@8: GO TO 71463

/159 IF Al=11 AND T<328 THEN LET
HCO=8C0+3: GO TO 714&=

/160 IF T>=29 THEN LET ECO=5C0:
BEEF .5,28: BEEF .5S,38: BEEF .S
yoor FOR H=1 T0 58: NEXT H: GO T

0 7163

/16% PRINT AT 1,@; "BEST TIME ="3
res» -

/165 PRINT AT 8,28; "SCORE ="3;5C0
/17@ IF P=4 THEN GO TO 000

/188 IF Ail=11 THEN GO TO 45

/19@ IF T>=2%9 THEN GO TO 45

/208 GO TO 2Z2e66

/75308 CLS = FRINT AT @,8; INE &3

FLASH 1;"0 U T L A W g¢

/7518 FPRINT INE 7:;AT 2.@8:;"This 1

wm a fast wild west game in whi

ch you play the role of ©

/528 FRINT INKE 73;Y"the Sheriff o

f Dead Gulch! You must rid vour
town of a gang of Y: PRINT INK
75 "ruthless outlaws, but vou ar

- very much out of practice.”

J33@ PRIMT  INK 73 "You are given
thiree practice Sessions In W

hich to improve yvour aim. In

practice you have to shoot ten

bottles off the topoctf a wall™:

7348 PRINT INK 73". Trvy to get
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tha hest possible time and scor

= because then yvou will

have o face the:t”

7I5@ PRINT TAB (8); INK &3;"0 U T
L AW SY: PRINT AT 28,33 "PRESS
ANY KEY TO CONTINUE": PAUSE @
7I46@ CLS = PRINT AT 8,8; INK 63

FiAasH 1:3"0 U T L A W 8": PRINT =
FRINT
FE7@ PRINT "There are three leve
iz of skill,{i-3}, the harder th
g level the less time you will h
ave to shoot.”
7EE@ PRINT " Ypou will also have
a rhoice of how many bullets you
=tart with.Do vou think yvou can
earn the title DONE SHOT SHERI
FFEZ2"
73078 PRINT : PRINT "To move and
use the following keys: —"
7AGR FRINT TAB (7)3;'Key & ....Mo
ve left': FRINT TAB (7ii;'Fey W .
...Move right": FPRINT TAB (7)3:"K
ey B ....Fire”
7413 GO SUB 852@8: PRINT AT 2@,3:
nonESS ANMY KEY 70 START": FPAUGE
B: RETURN
79@88 STOF |
OSPA REM #H5E5XREAFSNHERAEEREREN
O=aS REM zxxxxx GRAFPHICS ®#xx¥xxx
OSE7 REM sxxxEkErx MAN XHEXXAEXENEE
OS50 REM SXE3NEXEEEFEEEEEEENENRER
B2 FOR J=@8 T3 7
8538 READ @
854G FOKE USR "A"+Jd,0
S558 NEXT Jd
540 DATA 3,3,15,3,3,1,3,15
g857a FOR J=2 10 7
BSE6G READ &
85%@ POKE USR "B"+d,02
2508 MNEXT J

861@ DATA 192,192,248,192,192,12

60

8,192,249
B62@ FOR J=0 TO 7

8438 READ 0

640 POKE USR "C"+J,0

8658 NEXT J |

Bb6@ DATA 21,63,55,55,55,39,15,1
o

867@ FOR J=@ TO 7

8488 READ @

869@ FOEE USR "D"+J,0

8708 NEXT J

B871@ DATA 248,252,236,236,234,22
8,24@,24@

8730 FOR J=0 TO 7

68740 READ 0

75@ POKE USR "E"+J,Q

B76@ NEXT J

877@ DATA 7,14,14,14,14,14,4,30

8788 FOR J=@ TO 7

879® READ @

f8@@ POKE USR "F"+J,0

BE1@ NEXT J

882@ DATA 224,112,112,112,112,11
2,946,120

HE25 REM 2xEx3xs BOTTLE xxxrxxixs
8838 FOR J=@ TO 7

842 READ @

885@ FOKE USR "G"+J,0

B886@ NEXT J

BE7@ DATA 24,60,60,60,6@8,126,255
~es

et

BEE8@ FOR J=00 TO 7

88%9@ READ @

8728 POKE USR "H"+J,0

8718 NEXT J

8928 DATA 189,129,129,129,129,12
9,195,126

B725 REM ##xx¥x%% BRICKS ¥%¥%%%%%
8938 FOR J=@ TO 7

8948 READ O

B95@ POKE USR "I"+J,@

8768 NEXT J
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g97@ DATA 127,127,127,127,127,12
7,127,0

goge FOR J=0 TO 7

8998 READ @

g@@@ FOKE USR "J"+J1,0

2@1@ NEXT J

og2@ pATA 255,255,255,255,255,25

5,755 ,8
9@7S REM *x#xx% MAN FIRES *x®xixs
o@=z@ FOR J=0 TO 7
@4l READ @
9@s@ FPOKE USR "K"+J,8
g@&a® NEXT J
o@7@ DATA 192,192,248,192,194,13
4,198,246
9@9@ FOR J=0 TO 7
91@@ READ O
911@ POKE USR "L"+J,0
912@ NEXT J
91I@ DATA 252,248,224,224,224,22
4,24@,240
9175 REM ##%%%x%% EXPLOSIONS #¥%x%%
9140 FOR J=@ TO 7
215@ READ @
914@ FOKE USR "M"+J,Q
9178 NEXT J
918@ DATA BIN 21200010 ,BIN 20100
1p@,BIN 0AAODERA,EBIN 10020100, BI
N 01001800 ,BIN 21220000, BIN 0000
2101 ,BIN 10210001
9i9@ FOR J=@ TO 7
97E@ READ @
971i@ POKE USR "N"+J,8
9222 NEXT J
o23@ DATA 255,239,241,2087,115,12
4,463,115
924@ FOR J=0 TO 7
925@ READ O
9268 POKE USR "0"+J,0Q
9278 NEXT J
97280 DATA 32,9,64,18,144,74,36,2
4 .
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9798 FOR J=
9IP@ READ O
931@ FOKE USR "F+J1.0
932@ NEXT
330 DATA &08,126,215,247 253,213
213,215
9335 REM *xxxx OQUTLAWS FEET xxxxs
=40 FOR J=0 TO 7
9I5@ READ O
9T4@ FOKE USR "Q@+J,0
9T7@& NEXT J ;
9I82 DATA 224,743 ,74@,248,124, 30
,14.@ '
9Zo@ FOR J=2 TO 7
9422 READ @
9418 FOKE USR "R"+J.0
420 NEXT J
9478 DATA 7,15,15,31,124
@
944@ FOR J=0 TO 7
945@ READ 0
9460 POKE USR "S"+J,0
947@ NEXT J
948@ DATA 189, 22T . 215 215 o
R 189,223 ,215,215, 724
949@ FOR J=8 TO 7
9523 READ O
9518 POKE USR "T"+J,0
952@ MEXT J,
9538 D 2 a2 2o e
1d9,2§;ﬁ 255,143,248,39,255, 225
9540 FOR J=8 1O 7
9558 READ @
9568 POKE USR "U"+J,Q
957@ NEXT J
9S8@ DATA 255,223,55,235.150
&8, 240 =5
2998 RETURN

1
&

T8 7

&

Lt

63



7 N b
s R
/ : : \,;?;\‘&\ S

Original program by M. Ashwin

This micro has a mouse! It lives under the PCB, and the computel
feeds it cheese. The cheese is put at the bottom right-hand corner
of the screen and the mouse travels from the top left-hand corne:
to collect it.

The idea is to create a maze between these two points, from
which the mouse will never escape. To create the maze, you use
the cursor keys (5-8) to move a pointer around the screen. A blue
line will be printed as the pointer moves round, representing the
tunnel of the maze.

The maze must start the top left-hand corner of the screen and
finish at the bottom right-hand corner. Once you have completed
your masterpiece, press key Q to start the mouse.

The program has a demonstration routine, which if selected
will draw a simple maze and set the mouse the task of solving it.
In addition once you have created a maze you will have the option
of viewing it from the mouse’s point of view. The number of goes
or moves the mouse makes is displayed at the bottom of the
screen. At the end of each run, the number of goes taken, along
with the current lowest number of goes will be printed.

Program Description

10 roxkE to force the machine to work in capitals.
20 Sets variables for first run of program. The variable SCOREis set
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very high so that on the first run the mouse score will re-set to a
lower value, against which all subsequent scores will be
compared.

40-60 Dimension and set up arrays. Initialize the variables used
for each run.
10-90 Set the PAPER, INk and BORDER colours, then zero all elements
ol the maze array M(x,y). Finally draw the boundary of the maze.
_100—120 Ask if the player wishes to see a demonstration maze.
180-260 Move the cursor around the screen, in response to the
key presses, printing a blue square. When key Q is pressed co To
the ‘'mouse view’ routine.
#00-390 Check to see if the maze has been finished. Ask if the
liser would like to view the maze from the mouse’s viewpoint. If
the answer is yes (Y) then print the array M(x,y) on to the screen.
Values of one in this array represent the tunnels of the maze, and
i encountered during the loop will cause a block of ‘green
gheese’ to be printed on the screen.
#00-630 This routine tests the contents of the maze array M(x,y)
ind if a value of one is encountered, will allow the mouse to rélo;re
10 that location on the screen. The image of the mouse printed on
the screen is controlled by the direction in which the mouse is
Mmoving, and the correct character from the mouse string M$ is
nelected.
#80-730 This is the end of game routine which will print a
megsage for help if the mouse cannot get out of the maze. If the
mouse does succeed in getting the cheese, then a message is
printed along with the number of goes taken and the current
lw Bcore. -
140-930 This is the random maze generating routine which will
it a simple maze on to the screen, then set the mouse the task
vl golving it.
#0-990 Read and install the UDG characters (A-E)
1000-1040 Data for the UDGs.
1080 Set up the string array M$() to represent the four different

vinws of the mouse, and the character representing the cheese.
1080-1200 Instructions.

18 POKE 234658,8:
5 LOCK
28 LET TAG=@:

REM FORCE CAPF

LET M=1: LET FLA
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G=@: LET SCORE=12080624
B GO 7O 187@
47 REM SET ARRAYS AND VARIABLE

45 LET FLAG=@

=@ DIM MZ3,28): DIM R{4): LET
R{1Y=@: LET R(2)=1: LET R(3)=0:
LET R{4)=-1

&8 LET KEEf=CHRF¥ 17+CHR#% Z+CHR#
16+CHRE 7+"@%: LET ¥Y=1: LET X=1:
LET ¥Yi=Y: LET X1=X

78 REM SET COLOURS AND ZERO MA
ZE ARRAY

8@ PAPER &: INK 1: BORDER 1: C
1S = FOR Jd=1 70 3@: FOR E=1 TO0 2
A: LET M{X,Y)=8: NEXT J

9@ FOR J=0 TO 31: PRINT PAFER
&3 INK 1:AT @,J3;CHRE 134:AT 21,
J;CHR#% 134: NEXT J: FOR J=0 TO Z
fB: FPRINT PAPER &; INK 1;AT J,0;
CHR$ 134;AT J,31;CHR¥F 134: NEXT
J

1@ PRINT #1:AT 8,13 "Would you
like a demonstration Y/N"

ii@ IF INKEY#="" THEN GO 70O 11
@

1720 IF INKEYE:="Y" THEN GO 7O 7
43

1iZ@ REM DRAW MAZE

148 PRINT #1:AT 8,83 ,,,,: FRINT
AT Y, X:KEF

158 FPRINT #1:AT @,1;,,3AT A,13"
When vou have finished the maze”
158 FRINT #1:AT7 1,8;,,:AT7 1,13"
FRESS KEY & TO START THE MOUSE™
17@ LET C#=INKEY#: PAUSE 2

188 IF C#%="G" THEN GO TO 280
190 LET Y=Y+1#(C¥=CHR% 5S4 OR C#%
=CHR$% 1@)+-1%(CFz=CHR#% 55 OR C#¥=C
HRE 11): LET X=X+1%(C¥+=CHR#% S6 O
R CE=CHR% 91+—-1%(C¥=CHR%* 53 OR C
¥=CHR% 8)
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B0 IF Y<1 OR Y>280 THEN LET Y=
1% (Y<1)Y+20% (Y :2@)

21@ IF X<1 OR X>3@ THENM LET X=
P ¥ (X1 Y +30% (X 5E21)

215 IF X=3@ AND Y=28 THEN LET
FLAG=1

220 PRINT AT Y, ,X3K#*

2Z8 LET M{X1,¥Y1l)=1

240 IF ¥Yi=Y AND X1=X THEN GO T
0 2&8

258 PRINT PAPER &; INE 1:AT7T Y1
JX13;CHRE (Z2#x (M(X1,Y1)y=8)+143% (M
(X1,¥1)Y=1)}

266 LET ¥Yi=¥Y: LET Xi1=X: GO T4 I
7@

278 REM DISPLAY HMAZE ARRAY

28@ IF FLAG=8 THEN INPUT "":
RINT #1:7YDU HAVE NOT FINIGSHED
HE MAZE": FAUSE 188: INFUT "M:
g 7TO 158

283 PRINT #1:;AT @,8:;,,.,,: FRIHN
#1:AT 8,1;"Would you like to se
e how the";AT 1,1;"mouse views t©
he maze Y/7N 2"

290 IF INKEY#=""" THEN GO 70 2%
@

Z@@ IF INKEY#="Y" THEN GO TC 3
@

318 IF INKEY#<>"N®" THEN GO TO
2798

328 60O TO 418

38 FOR J=1 T0 38@: FOR k=1 TO 2
@

97 Ry 5

4@ IF M{(J,K)=1 THEN PRINT FA

PER &; INE 4;AT K,J;CHR$ 148

TS@ NEXT K: NEXT J

I6@ PRINT #1:;AT 0,@3,,,,3AT 8,2
- "PRESS ANY KEY TO CONTINUE": FPA
USE @

Z7@ FOR J=1 TO 3@: FOR K=1 TO 2
@

380 IF M(J,K)=1 THEN PRINT FPA
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PER &; INK 1:;AT K,J:;CHR$ 143
398 NEXT K: NEXT J
4P@ REM MOUSE ROUTINE
419 LET GOES=@: LET C1=@: REM M
avE
423 PRINT PAPER &3 INK 1;AT VY,
X;CHR$ 143: LET M(1,1)=1: LET M(
38,2@8)=1: PRINT PAFER &; INK 1:
AT 1,1;CHR$ 143: FRINT PAFER &
INK 43;AT 20,30;CHRE 148
4%@ FPRINT FPAPER &3 INK 7;AT 1,
1; CHRE 42
A4@ BEEFP .2,55: LET Ci=Cl+1: LE
¥=1: LET Y=1: LET ¥1=X: LET Y1
: LET COUNT=@: LET A=1: IF Ci=
THEN G0 TO &5@
450 IF A=3 AND COUNT>3 THEN LE
T M(X,Y)=2: LET T=0: GO TO 460
4@ IF Y<1 DR Y>2@ THEN LET v=
1#(Y<1)+20% (Y >20)
A7@ IF ¥<1 DR X>3I@ THEM LET X=
1% (X£1)+3@% (X >28)
480 IF X1=3@ AND Y1=2@ THEN GO
TO 478 |
4% FRINT FAPER 4; INK 1:AT Y1
,X1;CHR$ 143: BEEF .205,40
SE@ REM PRINT NUMBER OF GCOES
S1@ LET GOES=GOES+1: FPRINT #1:4
T @,05,,,,:AT B,3;"G0ES= ":GOES
S2B REM PRINT MOUSE
_ S3Z@ LET Xi=¥X: LET Yi=Y: PRINT
FAFER 13 INK 73;AT Y,X3MEMD
5S40 IF M(X+{1%(X<3@M),¥)=1 OR M
(X, Y+ (1#(Y<2@)))=1 OR M{X,Y—(1%(
¥Y>1))3)=1 OR M{X—(1%(X>1)),¥)=1 T
HEN LET A=1
558 IF M(X,Y+{1%(Y<2@)))=A THEN
LET Y=Y+1: LET M(X,Y)=3: LET
A=1: LET COUNT=@: LET M=4: GO TO
=@
S48 IF M(X+{(1*%(X<3@)),Y)=A THEN
LET X=X+1i: LET M(X,¥Y)=3: LET

T
=
H
=
F
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A=1: LET COUNT=@: LET M=1: &GO TO
450

578 IF MIX,Y—(1%(Y¥Y>1}))=A THEN
LET Y=Y—1: LET M{X,Y+1%(¥Y{1))})=
3: LET A=1: LET COUNT=0: LET M=3
: GO TO 458

58@ IF M{X—(1%(¥X>1})}),Y)=A THEN
LET X=X-1: LET M{X,Y¥y=3: LET A
=1: LET COUNT=@8: LET M=2: GO TO
458

522 IF X=X1 AND Y=Y1 THEN LET
COUNT=COUNT+1: LET A=3: LET M(X,
Y)=2: IF COUNT>1@ THEN PRINT P
APER &3 INE 1;AT Y,X:;CHR$% 143: G
0 TO 448

A8 G0 TO 450

4513 IF Yi<1 OR Y128 THEN LET
Yi=1%#(Y1<{1)+2@% (Y120}

62@ IF X141 OR X1>3@ THEN LET
X1=1#(X1<1)+3@* {X1>20)

@ LET X=X1: LET Y=Y1: GO TO 4
5@

&54@ REM  END GAME ROUTINE

658 FOR J=1 TO 2@: BEEP .005,65
. PAUSE 3: PRINT FLASH 1; BRIGH
T 1;4T7 18,463 "HELF I CAN'T GET 0OU
Tii": NEXT J

468 GO TO 720

&7@ LET FLAG=B@: IF SCORE>BOES
AND TAG<>1 THEN LET SCORE=GOES
: LET FLAG=1

480 FOR J=1 TO &@: BEEP .01,J:
PRINT FLASH 1; BRIGHT 1;AT 10,2
-1 DID IT! I GOT THE CHEESE!'!":
NEXT J: FOR J=1 TO &@: BEEFP .01
,61—-Jz NEXT J

&9@ IF FLAG=1 AND TAG=@ THEN
PRINT : PRINT AT 12,2;"1 BEAT MY
FPREVIOUS LOW SCORE"

7080 IF FLAG=0 AND TAG=8 THEN
FRINT AT 12,2:"1I DIDN'T BEAT MY
FPREVIOUS ";AT 13,2;"SCORE"
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71@ IF TAG=B THEN PRINT AT 1
4,2:; "LOWEST TIME= ";5CORE;AT 14,
23 "THIS TIME= ";GOES

7720 PRINT #1:4T7 0,83 ,,..:3A4T7 8,0
: " PRESS ANY KEY FOR ANDTHER GO
": FAUSE 2

73Z@ LET TaG=0@: LET FLAG=0: &GO T
0 58

74@ LET TAG=1: REM DEMO MODE

75@ FRIMT #1;AT7T 0,85 .,4.3AT 8,1
1 "Please wait a moment”

748 FOR A=1 TO 3@: LET M(A,l13=1
= LET M{A,20)=1: PRINT PAPER 63

InK 134T 1,A;CHRE 143%;4T 28,40
HE+ 143: NEXT A: LET B=RNDx29+]

778 FOR A=1 TO 28: LET M(EB,A)=1
= PRINT PAPER &3 INE 1;AT A,B;C
HR* 143: MNEXT A:

780 FOR J=1 TO 2: LET Y=INT (RN
D¥i&s)+3: FOR X=1 TO 3@: LET M((X,
¥Yi=1: FRINT PAFER &3 INK 1;AT Y
s X:CHR$ 143: NEXT X: NEXT J

798 FOR J=1 TO S: LET X=INT (RN
DxZ26)Y+35: FOR Y=1 TO RMD*15: LET
M{X,¥)=1: PRINT PAPER &; INK 1j;
AT Y .X:CHRF 143: NEXT Y: NEXT J

809 FOR A=1 TO 1@

810 LET X=INT (RND»29)+1: LET Y
=INT (RND#12)+1: LET D=INT (RND=*
i@Y+1: LET L=INT (RMD*1%2}+1

820 IF D>5 AND M({X,¥)<>1 THEN
GO TO B1@

83@ IF D<S AND M{(X,Y)<>1 THEN
GO 7O 816

g84@p IF D=5 THENM GO TO 818

85@ LET L=L—-1: BEEP .00B,L %3

86@ LET M(X,Y)=1: PRINT FAPER
&; INK 1:;AT Y,X;CHRE 143 '

87@ IF D<S AND Y<28 THEN LET Y
=Y+1#* (¥Y<{20)

280 IF Y=20 THEN LET L=0

89@ IF D>5S AND X<3@8 THEN LET X

=X+1% (X<{3@?

om@ IF X=Z@ THEN LET (=0

1@ IF L<= THEN GO TG 858

Q280 NEXT A

9@ GO SUR 418

94@ REM UDG'S

o=@ LET G=@

96@ LET G=G+1

978 FOR N=@ TO 7: READ B: FOEE
USR (CHRF (143+Gy)Y+N,B: HNEXT N
9@ IF Gx4 THEN GO TO 1658

e GO 10 &8

1P@ DaTA 48,74,128,248,252,258,
127,80

1@1@ DATA 12,50,1,31,&83%,95,254,08
10280 DATA 24,48,90,124,126,125,
w,a

1022 DATA B,60,126,126,126,78,68
y 25

1242 DATA 1,3,9,7,23,461,219,124
185@ LET ME=CHR* 144+CHR¥ 145+CH
& 14&6+CHR¥ 147

10468 RETURN

1376 REM INSTRUCTIONS

13282 PAFER &: INK 1: BORDER &: C
LS

1@9@ PRINT AT 1,18; "MICROMOUSE":
Al 29 Y——————r———=ii- "

1128 FPRINT : PRINT "This micro h
as a mouse! It livesunder the PC
B, and the computer fesds it che
ese every day.": PRINT "The chee
se is left at the bottomright ha
nd corner of the screen.” )
1118 FRINT "The mouse comes out
at the top 1left hand corner of
the screen to collect it."

1120 PRINT "It is your task to p

revent or delay the mouse from
reaching the cheese."

11328 PRINT "To do this you must

create a maze between the top
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right and the bottom left corn
e of fThe sCirean, ftrom which,
hopefully "
1148 FRINT "the mouse will never
socaps!”
1158 50 SUEB 240: FPRINT = PRINT ©
FRESS ANY KEEY TO CONTINUE": P
AUSE @
1150 CLS : FRINT "To create the
maze yvou have to use the cursor
keys (5-8).*¢
1178 PRINT "Pressing them will m
ove a cursoraround the screesn, w
nen a blue line will bhe left ke
nind. This forms the tunnel of
the gaze.”
1188 PRINT "The maze must start
at the top left of the scresen a
nd finish at the bottom right
corner.”
1172 PRINT "Once vou have finish
2d vyour masterpiece then pre
55 HEY & to start the mouse. ™
1288 PRIMT : PRINT *® PRESS ANY
KEY TO START": PAUSE B: G0 TO 5
a

SUPALANDA

Original program by M. Housley

here are countless versions of ‘Lander’ but they do, nevertheless
impresents a very exciting and addictive type of game. In this
vymiylon, you are required to land your spacecraft on one of
smwveral landing pads. The pads are in various positions on the
mueen and their points value reflects how difficult they are to
tmach. Some of the landing pads are even within caves. In
aildition, various belts of asteroids impede your process.

The program is very fast indeed, and you only need to guide
Ilw space ship either left or right in order to land safely. Releasing
the keys will allow the lander to drop.

You may elect to use either a Kempston joystick or the
kwyboard. If you use the keyboard, the following keys move the
mpiceship:

Z — Right
M — Left

There are four levels to beat, good luck!

Program Description

10-20 roxE to force lower case characters, and then set the screen
volours.

J0-230 Read the data for the user defined graphics and then
innutall them.

#40-390 Print the instructions, and then request the player to
uwlect either the keyboard or joystick.

400-470 The variables are set to represent the number of lives (5)
and the level presently being played.

480-530 Decode the keyboard or joystick commands and set
variables accordingly.

#40-570 Check for collisions or crashes.

#B0-780 Print the space ship, then test to see if it has landed. If so,
Increment the score accoringly.

190-800 Print the score.
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810-900 Print the level one screen. Prints READY, then when any
key has been pressed, starts the game.

940-1090 The level two screen.

1100-1260 The level three screen.

1270-1490 The level four screen.

1510-1580 If the spacecraft has crashed then decrement the

score and restart the game at the same level. If all lives have been
lost co To the end of game routine.

1610-1670 Print the score and high score, then play a little tune
before restarting the program.

1@ FOKE 234658.8: REM FORCE LOW
ER CASE
28 FAFER B: BRIGHT B: BORDER B
: RESTORE : LET hi=08: INkK 7
S8 DATA BIN BB111188,BIN @1111
11@,BIN Q1011810 BIN A@iA119168,B1
N @#111111@,BIN @0111186,BIN 2010
212G, BIN B118Q116@
49 FOR =8 TO 7: READ a:= FOKE
USSR "a"++f,a: MEXT f
=@ DATA BIN B@8111080.BIN @itii
188,BIN @B111111.RIN 11111111 ,EB1
N @#31111111,BIN b1111186,BIN 2811
111G,BIN 00611006
6@ FOR =8 TO 7: READ a: FOKE
USSR "b"+f.,a: MNEXT +
7@ DATA Z,15,.31, 63,63,127,127,
2859
B8 FOR =@ TO 7: READ a: FOKE
USR "c"++,a: NEXT ¥
8 DATA 19;,_43,448,252,2=2,:5
4,254,255
128 FOR +=0 TO 7: READ a: FOKE
USK "d"+f,a: NEXT ¥
11 DATA 255,254,254 ,252,25
8,248,192
120 FOR =@ TO 7: READ a: FOKE
USR "e"+f,a: NEXT f
158 DATA 255,127,127 ,63,63,31,1
e
1486 FOR +=0 TO 7: READ a: FOKE

h.]
fJ
P
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HoR “fYaf 88 NEXT f

15@ DATA BIN 1111ii1,BIN 1111111
| ,BIN @1188110,80IN D1iGBI116G,EBIN
Wiigadiia,BIN 11801160, BIN 111111
1,BIN 11111111

1668 FOR +=8 TO 7: READ a: FOFE
ISR "g"+F,a: NEXT +

178 DATA 139,138,13538,138,139,13
8,13%9,138,13 8,?2,1“? 1285159, 158
1 BT 1 26 1*@ 138

18@ DATA 131,138,138,138,139,13
w137, 138, 1*8,?1,13?313“ IYS 1:8
1*8 178 15% .45

19@ DﬁTé 121,138,131 ,130,136,32

138,138,131, 1"@,1_@ 1»@ 138,130

1 % W i 7 I 1”@

288 CLS : LET g=1

218 FOR g=8 70 21 STEF Z1i: FOR
f=@ TO Z1: FRINT INE g;AT g.,+:
HR¥ 144

220 LET g=g+1: IF g=8B THEMN LET
ag=1

238 NEXT +: NEXT g

24@ FOR og=B8 TO 31 STEF 31: FOR
+=@ TO Z1i: FRINT INK g3;AT f.,g:C
HE+ 144

258 LET g=g+l: IF g=8B THEN LET
g=1: NEXT +: NEXT g

268 FOR i=1 70 18: READ a: FRIN
T BRIGHT 1; FLASH 1; INK 4:AT Z
y6+33CHR#¥ a: NEXT j: FOR j=1 TO
18: READ a: PRINT BRIGHT 1: FLA
SH 13 INK 4;AT 3,6+Ji;CHR¥ a: NEX
T 3: FOR 3=1 TO 18: READ a: FRIN
T BRIGHT 13 FLASH 1; INK 4:AT7 4
y 6+ 313 CHR¥F a: NEXT j

278 PRINT INK 7:AT 6,53 "Guide
your spacecraftt tm"'ﬁT 7,33 "one
of the landing pads at";AT B8,3:;"
the bottom of the screen.”

288 FRINT  INK 73:AT 2,5;"Avoid
the asteroids which";AT 16,3; "ar

C
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g scattered around the";AT 11,33
"soreen.

2260 PRINT INE 7:AT 12,5:%The =
core for landing is¥ ;AT 13,33 "g1
ven at the side of each ;AT 14,3
s "landing pad. The pads that":; AT

i5,3: "are harder to reach are’:
BT 146,33 "worth more points.®

@@ FPRINT  INME S:A7 18,3:; "FRELGS

ANY KEY TO CONTINUE": PAUSE @

1@ FOR =46 70O 1B: FRINT AT +,8
.2 NEXT F

IZZ2B FPRINT  INK 73AT 5,2:"You ma
v select either of the follow
ing. "

S5 FRINT  INE 73AT 8.,59:37%J = EE
MESTON JOYSTICKE™

4@ PRINT INE 73A7T 11,93"K = K
EYEBEIARD®

Z5@ FRINT  INE 73AT 14,5: "ENTER

J or K TO STARTY

6@ FAUSE @

27@ IF INEKEY#="3" THEN GO TO 3
F@

ZB@ IF INKEY#F="k" THEN FOR +=6

TO 18: FPRINT AT .83 .3 NEXT +:

FRINT INK 7:3:AT 7.563"Use the fo
llowing kevs":1AT F,73"Fey £ ....
move left":AT 11,7:"Fev M ....mD
ve right";AT 13,63 "FRESS ANY KEY

T FPLAYY: PAUSE 25: FAUSE @

378 CLS LET lev=1l: LET inc=-3
: LET m=1: LET sc=8: LET liwv=3

A48@ LET inc=inc+3

4183 IF lev=1 THEM &GO TO 70

428 IF lev=2Z THEN GO TO 4@

4728 IF lev=3 THENM GO 70O 1160

448 IF lev=4 THEN GO TO 1248

458 LET b=15

4658 FOR g=2 T0O 21

478 LET =z=0

480 IF INKEY#F="m" THEN LET =z=1

498 IF INEKEY#F=Y"z" THEN LET z=-
|

L@ IF IN Zi=2 THEN LET z=-1
i@ IF IN Zi=1 THEN LET =z=i1
028 IF b+z<@ THEN LET =z=1i1

o95@ IF b+z>31 THEM LET =z=-1
o4l IF ATTR {(g.b+z}=4 THEN GO
o 15688

wo@ IF ATTR {(g,b+z)=15 THEN GO
o is66é '

6@ IF ATTR {(g.,b+z)=2 THEM GO
o &5@

o788 IF ATTR {(g.b+=z}=1 THEN &GO
o 15aé

5860 FRINT INK @3AT g+m,b;" "
ue?@ ILET b=b+=z

HBEBE FRINT INK &6:AT g,b;CHRF 14
/)

6H1@ IF INEEY#F="m" 0OR INEEY$="z©"
THEN LET m=08 ‘

H20 IF INEEYF="m" OR INKEY$H="z"
ITHEN GO TO 4786

HEA LET m=-1

H4B NEXT g

6HS@ IF g=17 AND (b=14 0OR b=135}
ITHEN LE7 sc=sc+1806

LH6@ IF lev=Z2 AND (b=27 OR b=28)
THEN LET sc=sc+Z20&

678 IF b=8 OR b=%9 THEN LET sc=
s+ 103

6HE8@ IF lev=1 AND (b=27 0OR b=28)
THENM LET sc=sc+15@

HP@ IF lev=3 AND {(b=14 OR b=13}
THEN LET sc=sc+300@ )
7088 IF b=1 OR b=2 THEN LET sc=
sc+100

71@ IF b=17 OR b=18 THEN LET =
c=sc+280

728 IF g=21 AND (b=28B OR b=29}
IHEN LET sc=sc+5S86

738 BEEFP .25,25

740 FOR =0 TO 10@: NEXT +: LET

11



lev=iev+l

7o@B IF lev=3 THEN LET lev=i

768 LET m=8: CLS

778 IF lev=1 THEN GO TO 488

788 GO TO 416

78 FRINT INK 7:48T7 B,.8; “SCORE
"isciAT B,11: "LIVES “1liviAT B,Z
1; "HIGH ":hi

B@@ FOR =@ TO 1@+inc: EEEP .85
s~z FRINT INK 4;AT RND#3+4 . RN
D*31;CHR¥ 145: NEXT £

8B1@ FOR =15 7O 21i: FPRINT FPFPAFPE
R 1;AT +,8:,,: MNEXT f

828 FPRIMT INK 134T 15,11:CHR%
i47; INE @;AT 1S5,12;3" Tz IN
K 1;AT 13,18:CHRF i14&

838 FRINT INK 1:A4T 16,12; CHR%
147; INE @:;AT 16,133 " ": INE
i:AT 16,17:CHR$ 145

B4@ FOR =15 TO 19: FRINT aT ¥+
LoyE = "3 MNEXT F: FPRINT INK 1;
AT 15,24;CHR% 147:4T 15,29 CHR¥
i4b6: FRINT INK Z2:AT 280,27 ; CHR#
15@+CHR#F 156@; INK 73; FAPER 1:AT
21,263 "156"

858 FRINT INK Z2:AT 17,14:CHRS$
15@+CHR#$ 15@; INK 7; PAFER isaT7
iB,14:"ip@"

858 LET b=i5s

8780 PRINT INKE 7:AT S.125; "READY
P oE :

88@ FOR =1 17O 7

870 PRINT INK 38T 2,15 CHR* 1
44

0@ IF IN 3Zi=146 OR INKEY#< »un T
HEN GO TO 2@

718 PAUSE 1@: NEXT f: GO TDO 8806

28 PRINT AT 2,13;" ";AT 3=, 25"

@38 GO TO 456
P48 FRINT INK 7:AT B,8; "SCORE
"ssciAT @,11;"LIVES ";:1iv;AT 8,2

78

Az "HIGH" ; hi

Y28 FOR =8 TO 1@+inc: BEEF .85
y —o@: FRINT  INK 43AT RND%4+4 RN
D#Z1;CHRF 145: NEXT '
Y6@ FOR =12 TO 21: FRINT FPA4FE
K 1:AT F,8:,,2 NEXT +

7@ FOR =12 TO 18: FPRINT PaAPE
KR @:AT £,73" 1 MNEXT +

78@ PRINT INE 2:AT7 19,8:CHR% 1
Od+CHRF 136: PRINT INK 1:8T7 iZ.
Gy CHREE 147:A8T 12,11:CHR$ 1454

Y78 FRINT InNK 73 PAPER 1:4A7 22
y8: 14"

1008 FOR =12 TO i5: FRINT AT +
2@z " “: NEXT f: FPRINT INK 1:
T 12,19;:CHR% 147:48T7 12,23:CHR¥
4 &

1018 PRINT AT 15,26 " " A
T i&6,2@;: " AT 17,2857

"z PRINT PAFPER 1: INK 8:

AT 15,28:CHR¥ 147: PAFER @: INE
1:AT 18, Z2B;CHRE 144: FRINT INE
1:AT 14,23;CHR*¥ 149; FAPER 13 IN
K. @:AT 17 ,Z2@8:CHRF 149

10Z2@ FRINT AT 18,243 " AT 19,
- % : FRINT INK 2:48T7 Z8,27;
CHR#% 15@8+CHR¥ 15@:; INKE 7: FAFPER
13AT 21,265 "206"

1838 PRINT INE 7:AT Z,12:"READY
"1

124@a FOR =1 TO 7

1058 FPRINT INKE f:AT7 2,15:CHRE i
44

1B6@ IF IN Zil=1é6 OR INEEYEFS:v®
THEN GO 70 1888

18078 FAUSE 1@: NEXT +: GO 7O 124
@

128 FRINT AT 2,15:;" ";AT 3,12:
" AE

1078 GO TO 4568 |

118@ FPRINT  INK 73:AT O.6:; "SCORE
"iscyAT B,11:"LIVES Y3liviAT B,2

*
g
4
£
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80

@By "HIGH" s hi

1118 FOR =08 7O 1@+inc: BEEFR .05
s —oil: PRINT  INK 4;A4T7 RND*Z+3,R

ND#Z1:CHRFE 145: NEXT

1128 FOR =8B TO Zi: FPRINT PAFPER
1:AT +,83,,: NEXT ¥

1138 PRINT INM 1:AT B8,3:CHRF 14

73AT B,6&63CHR¥ 144: FOR =8 TO 14

FRINT AT f,4:" ": NEXT ¥

4@ FRINT INK 1387 1Z2,6:CHRF 3

: FAFER 1:; INK @:AT 14,4:CHR#

-1

Hi

r 14,6z " “: PRINT
ER 1= IMK @3AT 13,17:CHRE 147
‘AFER @3 INK 13AT 15,11:CHR$ 1

B L e R e o |

i1
<
4
L1508 FRINT AT 132,627 b
Al
i

T

4 FOR £=15 TO 1%: FRINT AT +,
"z NEXT F: PRINT INK

2@, 14;CHR¥ 15@8+CHR$ 158

@ FRINT INK 7: FPAFER 1:4T7 20

iT"" @"

=t FDE +=B8 TO Z: EBEEF .0085,-586

: FRINT INME 4;AT7 RMD®4+14,RND®*S5

+12;CHRF 145: NEXT +

117@ PRINT INK 7:AT =,1Z2:;"READY
HEEE

12086 FOR +=1 70O 7

1218 PRINT INE F:AT 2,15:CHR% 1

44

12280 IF IN 3Ii=146 OR INKEY#<>"" T

HEN GO TGO 124@

1238 FPAUSE 18: NEXT F: GO TO 178

fi

1248 FPRINT AT 2,15;" "3;AT I,12:"
258 GO TO 458

1268 FRINT INE 7;AT @,3: "SCORE
YisciAT B,11;"LIVES ";1iv:AT @,2

@; "HIGH ":hi o
1278 FOR =4 TO 21: PRINT FPAFER
1:A7T F,@:,,.: NEXT F

-
-

T O B S S IR
bbbk et wR B e
w T [
e}

D'A.

n [T

1288 FOR =4 TO 28: PRINT AT f,1
3" ": NEXT F: PRINT INE 1;AT 4
,@;CHR¥ 147:;AT 4,3:CHR+ 1446:AT S
,,,CHPE 149: AT 8,3:;:CHR$ 1464
129@ PRINT AT 6,33
e T 7,337 &
BB PRINT AT 8,%:" ";AT 9,937
" FRINT INK 1 AT 8,.8:CHRF 147
¢AT B,11;CHRE 14é;ﬁT Z,8:CHR: 14
BsAT 9,11;CHRE 149
1318 FOR =18 TO 28B: FRINT AT f,
by " ": MEXT f: FRINT PAF
ER 13 INE @;AT 10,463;CHR¥ 1446:AT
1@,13:CHRE 147
1328 FOR =1 TO i6B: BEEF .@5,-58
: FRINT INK 4:AT RND®&+11,RND*7
rh: CHRE 145: NEXT |
133@ PRINT AT 19,14:" HenT 2
@,14;z" “: PRINT INK 134T i
8,14:CHR+ 14%9; INK @: FPAFPER 1:AT
19,19:CHR*% 147
1248 PRINT INK @; FAPER 1:4T7 &,
18;CHR% 147: INE i3 PAFER B:8T 2
,18: CHR$ 147
1358 FOR =B TO 14: FPRINT AT +,1
By" ": NEXT ¥
360 FOR +=1@ TO 14: FPRINT AT £,
18; ™ "e NEXT §
1378 PRINT INK 1:AT 9,19:CHR¥ i
49: PRINT FAPER 13 INK @:A8T7 14,
18; CHRE 149
1388 FOR =4 TO 280: PRINT AT +,2
7™ ": NEXT F: PRINT INK 1i:AT
4,246;CHR$ 147:AT 4,30;CHRF 14%6;
AT 9,263CHR¥ 148:47 15,26:CHR$ 1
47
1228 FOR =@ TO &: BEEF .@5,-58:
FPRINT INK 43;AT RND*4+1@,RND*1@
+18:CHR#% 145: NEXT ¥
14@@4 FOR =4 TO 18 STEP 3: BEEP
@5, —-S@: FRINT INE 4;AT f,RND#*
2+Z7:CHR$ 145: NEXT f
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14180 PRINT INK Z2:AT 21,1:CHR% i
S@+CHRE 15@:;AT 21,17;CHRF 15@+CH
RE 15@:AT 21,78:CHR$ 1SO3;CHRF 15
@

142@ FPRINT INK 7; FPAFER 1:;AT Z
,3:1"1@8" ;AT 21,19; "208":AT 21,2
: "SgE

143@ PRINT INK 7:48T 3,1i2;"READY
L

i44@ FOR =1 TO 7

1450 PRINT INK f:A8T 2,15:CHR$ 1
44

1468 IF IN Zi=16 OR INKEY$<>"" T
HEN GO TO 1480

147@ FAUSE 108: NEXT : GO TO 144
@

1488 PRINT AT 2,15;" ":AT 3,12:"

§I

U e

1498 GO 70O 458

1588 BEEF .1,-50

iS51@ FPRINT AT g-1,b:" "3:AT g,bs"™
15280 LET 1iv=liv-—1

15Z@ FOR o=1 TO S5: FOR +=8 TO 25
5 STEFP 20: OUT 18@8,+: NEXT +F: NE
XT o

1540 IF liv=08 THEN GO TO 154608
1556@ CLs : GO TO 41@

1540 FOR =0 TO -S@3 STEF —1

15768 BEEF .81,+

1588 NEXT +

1578 CLS

1688 IF sc<hi THEN GO TO 14460
1618 LET hi=sc

1620 LET nF="NEW HIGH S5CORE"
1630 FOR £=% TO 2Z: BEEF .@1,+#%2
= PRINT INK 23 PAFER 73 FLAGBH 1
AT 8,Ff;n¥F{Ff—-B): PAUSE 20: NEXT

v F

164@ FPAUSE 75: BEEP .1,20: PAUSE
i@: BEEF .1,2@: BEEP .25,15
165@ PAUSE 5: BEEF .1,15: BEEF .
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{ ,20: BEEF

|F' = 25 T ES

1668 FRINT
CORED "3;sc
678 FOR
STORE 17@:

.1,7@8: BEEF .1,20: BE
INK 7:AT 12,9:"Y0U S

=@ TO Z@8&A: NEXT f: RE
G0 TO 228
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MIDDLESBROUGH ?
NOTTINGHAM ?
NORTHAMPTON ?
BIRMINGHAM ?
CAMBRIDGE ?

Original program by A. Wagstaff

Map Quiz is geographical multiple choice quiz on the towns and
cities of Great Britain. A map of England, Wales and part of
Scotland is displayed and a flashing dot appears, together with a
list of four towns. You are invited to guess which of the four towns
is represented by the dot. You must enter your answer exactly as
it is printed on the screen. If you answer incorrectly, the correct
town will be printed on the screen. Your running score is
displayed as a percentage in a box in the top right hand corner of
the screen.

The towns and cities are stored within data statements in the
form: name, Y co-orindate print position, X co-ordinate prmf
position, then an X and Y offset. The position of the flashing dot
along each axis is obtained by multiplying the co-ordinates by
eight and then adding the offset values. It would be easy to
enlarge the data to produce more questions, or to change the

style of the quiz to test, for example, the player’s knowledge of
stately homes or archaeological sites.

Program Description

10 pokE to force lower case lettering.

20 Set the screen colours to produce a green map on a blue
background.

40-80 Read the data for the map and print the map on the screen.
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Wi lirst two values of each set of data represent the X, and Y
ptint positions, the remaining values represent the Spectrum
yiaphics characters.

#0 250 Data for the map.

p60 330 Data for the towns and cities.

$40-380 Dimension arrays and set the initial variable values then
yeucls; the data for the towns and cities into the array T$. Draws
ihe hox at the top right hand side of the screen.

400-170 Randomly select towns from the array T$ and stores
them in the array Q$(), checking each time that the towns have
not already been selected. Sets one town to represent the town
diuplayed on the map.

480-530 The names of the four towns are printed at the bottom of
ihe icreen and then plot the flashing dot.

#40-550 The answer is taken from the keyboard. Also checks the
iier does not wish to quit the game.

#60-580 Checks whether the answer is correct. If it is, the score is
inc1cmented and the percentage score calculated. If the answer
iw incorrect then the correct answer is printed.

90 If the game is finished, then print the final score.

#70-750 Display the instructions.

1@ POKE 23458,8: GO T4 &7@

2@ LET SCORE=8: FPAPER 1: INK 4
BORDER 1: CLS

@ FOR J=1 T4 17

4@ READ A,B: PRINT AT A,B;"":
5@ IF A=0 AND B=0 THEM STOF
&@ READ C: IF C=99 THEN GO TO
a8e

7@ FRINT FAPER 43 INK 1; INVE
RSE 1;CHR# C;: GO TO &G

B@ MEXT J

@ DATA 1,6,133,142,143,1435,14
5,142,148, 14@ 14@0,148,140,148,97
1@@ DATA 2,&,129,143,143,143,14
,143,143,143,143,143,143,139,9

L

9
11@ DATA 3,5,148,143,143,143,14
3,143,143,143,143,143,143,131,99
12@ DATA 4,7,143,143,143,143,14

85



86

3,143,143 ,143,130,99
?lamvﬂ?Tﬁ 5,6,133,131,131,143,14
g:iag,L4Q,143,14@,143,14@,149;?9
?Lli?DﬁTﬁ 6,6,129,128,128,141,14
Ezgqu,14¢,14;,143,143,143,143,14
115gcﬂﬁT§ 7,8,141,143,131,143 13
1,135,143,143,143,143 143,145, 99
168 DATA 8,13,143_143_14% _14%
143,1432,143,1346,99 ' T
172 DATA 9,14,141,143,143,143,1
u;14;,14¢,143,143,14m,99 ’
1i;@1D§Tﬁ i@,14,135,143,143,143,
43,143,143,143,143,139,99
190 DATA 11,9,14@,141,143,143,1
22 143,143,143,143, 143,143,143, 1
:,34¢,14¢,139,14@,14@,13&,??
IZEJ DATA 12,1@8,133,143,143, 143,
: 3,143,143,143,143,143,143,143,
ﬁu,14;,143,143,143,143,142,99
4i1? DATA 13,7,132,140,140,141,1
4:,12:,::¢,§i¢,143,143,143,143,1
Rl | -ty 3 3 143 143 3 3
3,139,99 ’ ’ Siathalh
?223 EATA 14,7,135,131,131,135,1
ug,ig:,:43,143,135,143,143,143,1
e —a = = = =
45,133, 43,143,143,143,143,139, 1
1§a@ DiTﬁ 15,18,132,148,14@, 143,
148,143,143 ,143,143,143,143, 143
*24,143,143,139,131,99 ’
4;43 DATA 16,7,132,14@,143,143, 1
?T,iig,131,131,131,131,131,131,1
31, 31,131,131,131,131,131,13@,9
258 DATA 17.5,140,14@
) 139,13
31,131,131,130.99 IS
268 DATA "Fort William",3,8,4,5
;"K;ngussie",E,ll,E,1,“Hancheste
»10,16,5,3, "Stafford",12,16,7
&, Kldderminster“,lz,lé,E,B T
=3 1 1]
27@ DATA "Monmouth",14,14,7,4, "

4,14,?,4,“ﬁberdeen",E,l?,l,ﬂ,
pcon®,13,13,3,1

‘inthmEry‘l 5 12 5 1'—3‘ ’1—3"—',

Luton®,14,22,4,8, "Bournemouth”,1
H,18,4,6,"6uildford”,15,22,1,4,"
Launceston™ ,146,9.2.4

28¢ DATA "Gainsborough",1@,21,4
15,3,1,"Moffat", b,

.;) ] "i'::E‘ﬂda]. . ,8 T 5w % '..'.'3
h

‘
12,??1,“Eedfard",13,22,;,4,“Eing
‘s Lynn",12,24,8,4

»om DATA "Grimsby",10,23,1,2,"H

uxam”,?,17,@,4,“Bla:kpaal",lﬂ,l4
,1$?,“Exeter“,1&?12,1,5,"Dafnrd"

,14,19,5,5

<@ DATA "Bradford",9,17,46,8,"J

edburgh" ,&,15,4,4,"68t. Andrews",

z, "B

i@ DATA "Swansea",14,11,1,4,"M
Z.5,%5, "Leicester”

A R L

,12,2@,1,4,“Peterbmraugh“, 2224

8,4, "Chester",11,14,7,6

2@ DATA "Carlisle*,7,14,4,3,"5
tirling",4,11,6,1,“Eloucester“,l
4,16,3,7,"Bury”, Z.29,8,4,"Cambr
idge",13,24,1,6

=@ DATA "Denbigh",11,13,8,6,"4
ppleby“,8,15,?,4,“Pﬂrtsmcuth“,1&
,2@,5,4,"5carhor9ugh“,?,21,?,?,"
Lanark",5,12,8,1

4@ RESTORE 268: DIM QF(4,15):
DIM TH(4@,15): DIM T{4@,4): LET
FlLag=1: LET KOUNT=@: LET SCORE=6

Ts@ FOR J=1 TO 4@ : READ AF,T(J
J1Y,T(3,2),T(3,3),T{J,4): LET T#

(J,1 TO 2)=5TR¥ (LEN A¥): LET T#

(J,= TO Y=A%: NEXT J )

=42 PRINT PAPER 13 INE &5AT 1,
?Z:"Score”: PLOT INK &£3168,175:

DRAW INE 4:;@,-28: DRAW INK &3

72,@: DRAW INK 6:@,28: DRAW IN

K &3-72,@ "

=73 PLOT INK &:8,96: DRAW INK
6£:56,8: DRAW INK &3;@,-24: DRAW

INK &6:-5&,0: DRAW INK 658,24
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380 LET KOUNT=KOUNT+i: LET A=IN
T (RND=4@)+1: LET Af=T#(a, TO )

398 LET Y=((21-T(A,1))%8)+T(A,4
Y: LET X=(T(A,2)%8)+T(A,3)

4@C LET P=INT (RMD®*4)+1: LET 0%
(F, TC )Y=A%{ TO )

412 FOR J=1 TO 3

428 LET A=INT (RND%4@}+1: LET &
=INT (RMND#*4)+1

4%Z@ IF CODE (R£(B))<>3I2 THEN &
G TO 47@

442 FOR K=1 TO 4: IF @(K, TO )
=T$¢A, TO ) THEN LET FLAG=1

ASA NEXT K

462 IF FLAG=1 THEN LET FLAG=0:

Go To 47@

47@ LET FLAG=@: LET G$(B, TO )=
TH{A, TO Y: NEXT J

480 FOR J=1 TO 4

42@ LET P=INT (RND#4)+1: IF COD
E QE(P)=32 THEN GO TO 49Q

S00 PRINT PAFER 1; INK &4:4T 19
*(ICZ)+214(I22) 4% (I=1 OR J=3)+1
F#(I=2 OR J=4);0%(P,3 TO 2+VAL (
2F(F, TO 2)))

512 LET Q$(P, TO )="»

S2@ NEXT J

S3Z@ PLOT FLASH 1; OVER 1: PAPE
R 43 INE 1:X,Y '

540 INPUT "ANSWER 7 ": LINE I#

SS@ IF I$="Quit" OR I$="guit" T
HEN GO TO 59@ '

S60 IF I$<>A$(3 TO Z+(VAL A$( T
0 2))) THEN PRINT AT 11,2:"WRON
G!'": PRINT AT 2,23:INT ((SCORE/EK
OUNT)*1@@); "% “: BEEF .@8,25: BE
EP .2,1@: PRINT AT 19,8;3,,,,,.:A
T 28,7; "It was ";8%(3 TO ): PAUS
E 108: GO TO 580

57@ IF I$=A%(3 TO 2+(VAL (A$( T
0 2)3)) THEN PRINT AT 11.2: "RIG

k Bl

HT": LET SCORE=SCORE+1: PRINT AT

88’

L2353 INT ((SCORE/EKOUNTY®1@8) ;"4

": FOR H=1 70 28: BEEF .@8,H: N
EXT H: FOR H=20 TO 1 STEF —-1: BE
EF .@8,H: NEXT H :

S8 FOR J=1 TO 4: LET GFf{J, TO
y="": NEXT J: FRINT AT 19,85 ,..,
,= PLOT FLASH @; OVER 1; PAPER
4. INE $3;X,Y: PRINT AT 11,237

" GO TO 8@
528 FRINT AT 12,83 545453353017 19,
Ui "Your final score was "3;: LET
SC=INT ((SCORE/(KOUNT-1))=1808):
PRINT SC3"4"

&A@ IF SC<1@ THEN PRINT AT 2@,
43" VERY FOOR BUY AN ATLAS!TY

LH1@ IF SC>1@ AND SC<280 THEN PR
INT AT 28,18;:;" VERY FPOOR™
2@ IF SC»19 AND S5C<48 THEN PR
INT AT 28,113 "FOOR"

=@ IF SC>3% AND SC<68 THEN PR
INT AT 28,11 "FOOR"

HA4@ IF SC»59 AND 5C<2@ THEN PR
INT AT 28,115 "&500D"

&5@ 1F SC>8%9 THEN PRINT AT 28,
1@; * VERY GOOD™
L@ STOP
&7@ REM INSTRUCTIONS
6L80 PAPER &: INEKE 1: BORDER &: C
LS
&8 FRINT AT 1,18;:;" MAP QUIZ™:
FOrR J=1 TO 18: FRINT AT 2,9+J;CH
R¥ 131: NEXT J
782 PRINT ""Map Quiz’ is a geog
raphical multiple choice quiz
based on towns and cities in
Britain.”

718 PRINT "A map of Britain is
displayed on the screen and a
flashing dot"

728 PRINT "appears together -wit
h a list of four towns."

3@ PRINT : PRINT "You are invi

9
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ted to enter the correct town

from those listed. You must ent
2r the names EXACTLYas they are
printed.”

748 PRINT : PRINT "Your presant
Score will be shownin a box at
th? top right of themap. After a3

N incorrect answer®
738 PRINT "the correct ocne will
be shown. I¥f you wish to guit
ft anytime simply enter ‘Quit’.
7460 PRINT #1:AT @,3: o =
KEY TO STQRT"; PAUéE,ﬂPRESQ Ay
778 50 TO 7@

MINI
GRAND NATIONAL

Original program by M. 1. Cowie

You have just entered a betting shop and you have ten pounds in
your pocket. You decide to place a bet on the next race, and your
hoine wins at 4 to 1. You now have fifty pounds and are hooked on
lwnne racing, so you decide to stay and make yourself a
milllonaire! In this exciting race game you stake money on a
morics of races. If you succeed in winning one million pounds,
thesn you will be rewarded with a spectacular screen display.

Program Description

#-9 rokE to force caprs Lock, then play the introductory music.

# Dimensions arrays.

472-1805 Set RND, then selects a horse to run. Each horse is then
moved forward a randomly selected number of moves. A check
in made to determine if a given horse has reached the finishing
lino. Each horse character represents four characters printed in
noquence to produce a smooth movement.

£000-2999 Routine to produce a large printed message on the
wreen if the total winnings equal one million.

1000-5999 Define variables.

#000-6190 Print the race track and horses on the starting line.
I'lint at the bottom of the screen, the number of horses running,
ihe: amount of money the player has, and the value of the bet
placed.

#200-6258 Decide if the player has won or lost the bet.
6260-6300 Print out the name of the winner in large letters and the
amount of money left. Then invite the player to try again.
6350-6357 If all the stake money has been lost then the game
will end.

(500-6579 Print the name of the winner.

6580-6660 Calculate the odds on winning and print the amount
won. ~
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7000-7028 Calculate the running form of each horse, and update

the information after each race.
71029-7100 Print out the betting card.

1110-7120 Print how much money the player has, and how many

horses are running in each race.

1140-7170 Request the player to select a horse and place a bet.

8001 rokE to set keyboard click.
8010-8060 Instructions.

9000-9680 Read and install the user defined graphics characters,

9712-9713 Data used in running the race.
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REPM HEHFZRAXABANNFEFEAREERS
REM **MINI GRAND NATIONAL %
REM ®*#F0OR THE 48k SFECTRUM=
REM #x#BY MARTIN. I.COWIE®#=%
REM ¥EXARH AR R A BB TREEEREERR
FOKE 23658,8

FOR N=1 7O 1@: REEF -B5,N:
Y

RESTORE _

DIM B{(5%9): DIM Y (B5%)

GO SUR S8D08: REM define wvar
GO TO 8BB: REM define char
RESTORE : GO TO 8@RB: REM o

utliine

4@
42

GO TO 70080: REM bet
LET G=INT (RND®255): RANDOM

IZE & _
S8 G0 TO 600B: REM draw board

&
a1
&9

BEEF

LET X=INT (RND*1&}+1

LET ZX=INT (RND*MUCH)+1

BEEEF .003,X: EBEEP .0@@4,X+1:
.B@5,X+2: BEEF .B@3.X+3: E

EEF .@04,X+4

78
¥
804
edl
129
11@
128
1.3

LET ¥Y=INT (RND#*{(MUCH#®Z))+4
IF ZX=1 THEN GO TO 1S@

IF ZX=2 THEN GO TO 340

IF ZIX=Z THEN GO TO 55

IF ZX=4 THEN &GO TO 748

IF 7ZX=5 THEN GO TO 978

IF ZX=6 THEN GO TO 118@
IF ZIX=7 THEN GO TO 139@

143 IF ZX=8 THEN GO TO 1508
158 FOR V=1 TO ¥

151 LET Hi=H1+Z

152 BEEF .88@4,H1

1&6@ IF H1=% THEM LET Fi=Fl+i1
17@ IF Hi=% THEMN LET Hi=1

17@ IF Hil=1 THEM GO TO Z7@

218 IF Hi=3 THEN &GO TO 298

2@ IF Hi=5 THEN &GO 70 319

25@ IF H1=7 THEN 6O 7O 3235

278 FRINT AT 2,(PL);"DE": GO TO
S5@

298 PRINT AT 2Z2,{Fiy;*HI": GO TO
2@

31@ PRINT AT 2, {(F1)s;"ix": 60 TO
RN

225 PRINT AT 2,(Fl)s;"ad": GO 71O
AT

IEB IF Fi=2%9 AND Hi=7 THEM LET
WIN=1

331 IF F1=2%9 AND H1=7 THEN B&O
TO L2600

r A

S B .l

bl —

340
341
342
350
3460
380

424

42@
44@
460

=-r
P

480
A T
—>B@a
o5@
=20
o5@

o3@

MNEXT ¥

= GO TO &6

FOR V=1 TO Y

LET H2=HZ+2

BEEF .@05,H2

IF H2=9 THEN LET P2=P2+1
IF H2=9 THEN LET H2=1

IF H2=1 THEN GO TO 4408

IF H2=3 THEN GO TO 480

IF HZ=5 THEN GO TO 500

IF HZ=7 THEN GO TO 520
PRINT AT 4,(P2):"DE": GO TO

PRINT AT 4,(P2);"HI": GO TO
FRINT AT 4,(F2):;"iH": GO TO

FRINT AT 4,(P2):"aA": GO TO

IF F2=2% AND HZ=7 THEN LET

93



WIN= 4G

531 IF F2=29 AND HZ=7 THEN GO =@ FRINT AT B, (F4):"ad": GO TO
TO &286G Q43

SIZ NEXT V 94@ IF F4=2% AND H4=7 THEN LET
540 GO TO &0 WIN=4

S5@ FOR V=1 TO Y 941 IF F4=7% AND H4=7 THEN GO
551 LET H3=H3+7 ra &Za8é

552 BEEF .@B5,H3 742 NEXT V

568 IF HZ=% THEMN LET F3=F3+1 750 GO 1O &8

578 IF H3I=% THEN LET H3=1 77@ FOR ¥=1 70 ¥

59@ IF H3=: THEN GO TO &7@ 771 LET HS=H3+Z

418 IF HE=Z THEN GO TO 496 772 BEEF .B@4,HS

&3@ IF H3Z=5 THEN GO TO 71i@ 988 IF HS=9 THEN LET F5=P5+1
65@ IF H3Z=7 THEN GO TO 738 77@ IF H5=7 THEN LET H5=1

&7@ PRINT AT 6,(F3):"DE": GO TO 1016 IF HS=1 THEN G0 TO 105@
740 \0Z@ IF HS=3Z THEN GO TO 111@
69@ PRINT AT &, (F3):"HI": GO TO @SB IF HS=S THEN GO TO 1130
748 1@7@ IF HS=7 THEN 60O TO 1158
71@ FRINT AT &,(F3):“iH": BO TO 1@9@ PRINT AT 1@, (FS):"DE": GO T
74@ - 0 1160

73@ PRINT AT &,(P3):"ad": GO TO 111@ PRINT AT 1@, (F5);"HI": 60 T
74@ 0 116@

748 IF P3=29 AND H3=7 THEN LET 113@ PRINT AT 1@,(FS);"i#": GO T
WIN=3 0 1168

741 IF F3=29 AND H3=7 THEN GO 115@ FRINT AT 1@, (F5);"adA": GO T
TO &200 0 11406

742 NEXT V 116@ IF FS=2% AND HS=7 THEN LET
750 GO TO 4@ WIN=5

768 FOR V=1 TO Y 1161 IF FS=29 AND HS=7 THEN GO
761 LET H4=H4+2 TO 6208

762 BEEF .@05,H4 1162 NEXT V

77@ IF H4=9 THEN LET F4=P4+1 117@ GO TO o@

780 IF H4=% THEN LET H4=1 118@ FOR V=1 TO ¥

806 IF H4=1 THEN GO TO 87@ 1181 LET H&=Ho+Z

820 IF H4=3 THEN GO TO 89@ 1182 BEEF .004,H5

84@ IF H4=5 THEN GO TO 91i@ 119@ IF H&=% THEN LET P&=P&+1

12860 IF Hb6=% THEN LET Hé=1

855 IF H4=7 THEN GO TO 930
122@ IF H6=1 THEN GO TO 13080

878 FPRINT AT 8,(FP4):"DE": GO TO

94@ 174@ IF H&=Z THEN GO TO 1328
890 FRINT AT 8,(F4):"HI": G0 TO 126@ IF H&6=S THEN GO TO 1348
4@ 12808 IF H&6=7 THEN GO TO 1360

718 FRINT AT B.{(F4);"iM": GO TO 1Z@8 PRINT AT 12,(P&:"DEY: GO T



- o8’

O 13783

1328 FPRINT AT

O 1378

12480 FRINT av

g 1Z7@

1368 FRINT AT

0 1378

1378 IF Fo=29

WIki=4&

1371 IF FP&=27

TO 47206
1372 NEXT ¥
17280 GO TO &8

1378 FOR V=1 TO ¥

12, (F&Y;"HI": GO T

12, (F&Ys il GO T

12, (F&i;"ad4%: BO T

AMND

H&=7 THEN LET

AND H&6=7 THEN GO

1391 LET H7=H7+2

1.392 BEEF .0B4,H7
THEN
THERN
THEN
THEN
THERN

148@ IF H7=5
1418 IF H7=9
1430 IF H7={
145@ IF H7=3
147@ IF H7=5

1498 IF H7=7 THEN

151@ FRINT AT
O 1580

1530 FRINT AT
0 158@

558 FRINT AT
0 1590

157@ FRINT AT
0 1586

1588 IF F7=2%
WIN=7

1581 IF p7=29

0 &260
1582 NEXT v
1598 GO TO &6

LET F7=F7+1
LET H7=1

60 TO 151@
GO TO 153
G0 TCO 155@
60 TO 1578

14.(F7¥:"DE": GO T

14, (F7):"HI": GO T

14, (F72;"iH": GO T

14, {FP7):"aA": GO T

AND

AND

160@ FOR V=1 TO Y
1613 LET HB=H8+7
1611 BEEF .8@2.HS
1628 IF HB8=%9 THEN
1638 IF HB=%9 THEN
1650 IF HB=1 THEN

H7=7 THEN LET

H7=7 THEN GO

LET FP8=P8+1
LET HB=1
GO TO 173@

1678 IF HB8=Z THEN 6O 70 1758
1698 IF HB=5 THEN GO T0O 1770
1718 IF HBE=7 THEN 60O TO 1796
1728 FPRINT AT 16, (FBY:"DE": GO T

0 1860
175@ PRINT AT 1&6,(FBY;"HI": GO T

0 1800

177@ FRINT AT 1&,(FBY:"iM": GO T

0 1806

1798 PRINT AT 1&6,(FB);"aA": GO T

0 isea

180@ IF FB=29 AND HB=7 THEN LET
WIN=8

1881 IF FB8=29 AND HB8=7 THEN GO
TO &200

18@2 NEXT V

18BS GO TO &40

*@0@ CLS

2001 INK @: FAFER 7: FLASH 1i: FR
INT :"pppppepopppppoppPPRPOPRPOPRRD

pppppp’” ,
20682 INE 1: PAFPER &: FLASH 1: FR

INT :“pppppppppPpPPPPPPRPPPRPPPRD

pppppp” |
200 INK 2: PAFER S: FLASH 1: FR

INT :"pppppPPpOPPPPPROPPPRPPEPRRP

i

ppeppp™ _
2034 INKE Z: FAFPER 4: FLASH 1: FR

INT :"pppppppppppppppppppppppppp

pppppp™ -
2035 INK 4: PAPER 3: FLASH 1: PR
INT :"ppﬁpppﬁpﬁpppppﬂpppppppgppp

pppppp” -
7R@As6 INK S: FAFER Z: FLASH 1: PR

INT s"pprpppppppppppppppppppppppp

pppppp” '
2@@7 INK &: FAFPER 1: FLASH 1: FR

INT ;"pppppoppPpPPPPPPPPPPPPPPPPPD

pppppp" _
7P@8 INK 7: FAPER B@: FLASH 1: FR

INT ;"pppPpPPPPPPPRPPPPPPRRPRPPOPP
pppppp"
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2009 PRINT "pp
0% PRPOOCDRPRPPDRRDPPDD
ppﬁppeﬂﬂpﬁﬁﬁppppfpﬁpemiﬂemiﬂeiig
igqujgﬁpfnppppﬂfﬂkﬁfﬁkﬂfpﬁﬁfﬁéﬁ
Lggﬂ{piglnﬁpﬂpppemipfpkﬂfﬂkﬂ mﬁ?
L"dﬁPPJﬁP?ﬂpPPﬂfﬂﬁPfﬂkﬂfﬁﬁﬂffﬂﬂ
&gpﬁiﬁﬁfﬁﬁﬁﬁﬂﬁpﬁfﬁﬁﬂbdfpbﬁfﬁfﬁfﬂ
PR RT DR pPPEDD R PPPEEPDPD o
B 13 L] ﬂ
PROppppppppp" ThepppRee
;i;ﬁ INK. 7: PAPER @: FLASH 1: FR
: ' PPPPPPPPPEPRDE
R PREOPBRODPDDRD
;z;1 INK &: FAFER 1: FLASH 1: PR
P PPPRPPRDPPEREED ‘
pompon: PREpPPpDRDPD
gziﬁ INK 5: FAPER 2: FLASH 1i: PR
s ' PPpPDPPRPPPEDRDD
opponn DEPPpPPRPRDPDD
fgis INK 4: PAPER Z: FLASH 1: PR
s 'PoPPRPOPPPPPRPDED
okl PopppppppD
;3%4 INK 3: PAPER 4: FLASH 1: PR
P PPPRPPDPPDEDPDPPODD
L PPppppDBpPDD
?ﬂ%s ;NH <: FAPER S5: FLASH 1: PR
P PppPPRPERPPRPPPP LD
opppon: PCppppppppp
fﬁiﬁ ;NH 1: PAPER &: FLASH 1: FR
P PPPRPRPPPPPDPPDD 1
L PRPORPDDODEPDD
ggééngﬂﬂ M=1 TO 4: FOR N=B TO 7-
R N: BEEF .B5.N: \
i TGeMN: NEXT N: N
L?fapgtiT' INK Z: PAFER 4: FLASH
= ¢ "PPPPRPPPPODPPPPRDDD
fo¥ o
ﬁpppppppppppppppﬂppppﬁppﬂﬁppﬁppﬂ
gﬁﬁﬁiﬁggzpppppppppppppppppppppp0
LPPPPRPRDDPPDODRD '
PREpppppppp” neppeRe
;g;?HFLASH @: INK &: FAFER B: PR
, PORPRPPPPPPPPPERPRDPPRPPPPDD D
ppppppppppppppppppPpppppppppppp
ppppppapppppppapaaaaaaappapppppp

papppppRappoppappapppppappapopppp
pappppppapppapppapppppappapppepr
papppppppapappppapppppappapppppp
pappppppppapppppapppppappapppppp
papppppppRaRppoppappppPRappapppppep
pappppppppapppppapppppappapppppp
papppppppPaRppRppapppppappapppppp
pappppppppapppppaaaaaaapppaaaaas
AappppPPERPPPOPPRPPRPPRRPPPRODPRRPOD
POPLPPOPPPOPPRPPPRPPPPPPPPPEPPRPEPP
ppppp”

T@7B FLASH 1: PAFER 3: INE 4: FR
INT "pppppppprPPDOPPPRPRPPPPPEPPPD
PppPPPPPPRERRPPPPPPRPRPOPPPRRRPEP
PPOPPPRPPPPRRPPEPROPPPERPPPRRRRDD
POPPRPPREPPPPOPPRPPPPPEPPPRPRRPRDD
PPEPPEPPPPPRPPPPPPPPPPPPPPEOREPER

ppppp™
2321 FOR M=1 TO 4: FOR N=B TO 7:

BORDER N: BEEF .@5,N: NEXT N: N
EXT ™
2@22 CLS : INK &: FPAPER Z: FLASH
i: PRINT “PPPPPPPRPFPPPPPPPFPFPPF
PPPPRPPRPPRPPRPPRPRPPAPRPPFRFRPFR
FPRRPRPRPRPRAPPAPAFPPPPRPFPPRPPPPPF
PPRPPPPPRPPPFPPPRPPFRPRPPRPPFPPPPF
PRPRPPPPRPRRPPPPRRBRPRFRPPRPPPPPPPPF
FRPPRPPPPPP™

@23 FLASH @: INK B: FAFER 4: PR
INT “"pppppppPpPPPRRPPPRPPRPPRPRRPP
pPORPPRPPPPORDRDRRRDPORRPRPRPRPPD
ppppppbppppppfkammmmiptpppopppPpp
pppkppfipppppfkpppppkpkpppppktpp
pppTppfpippppfkpppppkppfpppptkpp
ppkppptppipppfkpppppkppkpppkppTp
ppfpppfpppippfkpppppkpppTppTppkp
pkpppptppppipfkpppppkpppkpkppppT™
pfppppipppppitkpppppkppppfTppppk
kpppppnppRppPTORRRERMRODDPRDDPRDD
mpPPPPPEPPRPRPPPRRPPRPPPPRPPRPPPPD
POpPPPOPPLRORPRPRPDPPRPRPPPRRPPPRD

ppppp”
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SAES INK F: FAFER &
2 ) = | : FLASH 1: FR
iNT FERPPPRPPPPRRRPRPRPRRPARPRPAP R
#PPPPPPPPPPPPPFPPFFFPPPPPPPPFFPP
iPPPFPPPPFFFPPPFPFPPPPPPPPPFPFFﬂ
éizigiPPFPPPPPPFPPPPPFPPPPPPPPFP
PRRPPPPPPREPRPRPRPORPRRE
A BRPREPERPR
ﬁ?i?gggﬁmﬁzl T0 4: FOR N=1 TO 7:
Jiisy . M: BEEF .B5,nN: { N
cam e @5,MN: NEXT N: N
EE?B‘QLS : FLASH 1: INK 1: PAFER
y : PRINT "mdmdmdmndmdmdmndmdmdndn
jmdmdmdmdmdmdmdmdmﬁmdmdmdmdmdmdm
amdmdmdmdmdmdmdmdmdmdmdmdmdmdmdm
imdmdmémdmdmdmdmdmdmdmdmdmdmdmdm.
Hmjmdmdmdmdmdmdmdmdmdmdmdmdmdmdm
amadmdadmamdmdmdmdmadmand €
dmdmdmdmdmd” mandndndn
f??quLﬁEH @: INK @: FAFER 4: PR
N PQE??PP??PPPPPPP?PPPPP?PP?F
PrppppkpppppkppammmhpYpppppppfpe
immmppfpppﬁpkpkppppépkpppﬂppkpﬂf
.pppppfpﬂpppkpkppppkppfppﬁﬁﬁfﬁﬂf
Prppppkpppppkpkppppkppkppppkpppt
ppppﬂp%mmmmmipkmmmmipppfpppfpnpe
mmpﬂﬁﬁﬁﬂpppﬁkpkp#pp#pppkppkppbpf
ppppﬂp#Pﬂppﬁkpkppppkﬂpppfpfppppf
ii?iﬁﬁﬁpﬁpﬁpkﬁkﬁppﬁ#ppppkkpppﬁpf
FREPRPRODPDRDOGDG ¥
Sl POORODDPDORDEDD DR
fﬁ?E”FLﬁSH I: INK 1: PAPER &4: FR
TN mdmdmdmdwdmdmémdmdmdmdmdmdm
imdmimdmdmdmdmdmdmdmdmdmdmdmdmdm
;m%mgmQmdmdmdmdmdmdmdmﬁmdmdmdmdm
}mimimdmdmdmdmdmdmdmdmdmdmdmdmdm
;m;m;mdmdmdmdmdmdmdmdmdmdmdmdmdm
MO ma'mtjmfjmrj r:,i' i Ky £ I
ameman rdmdmdmdmdmdmdmdmndm
Egg%ﬂ;gﬁ M=1 TO0 4: FOR N=1 TO 7:
ROER N: BEEFP .@5_.N: NEY -
Mol ez NEXT N: N
2047 CLS : FLASH 1: INK &: FAFER

2y EFRINT "khbkbbkkibkbkkbkkkbkkkkkkkE
bk b kbbb bk bbbk bkkkkkkkkkRkLE
Gl kb kklbhkbkkbkkkkkkkkkkkkbkkkkkk
bbbk b b kbkkbkkkkbkkkkkkkkkkkkkkkkEkE
bhbkkERkEEEEET
@41 FLASH @: INK 4: FAFER 1: FR
INT “"ppppppppOpPPCPRPPPPPRERPPRPERPE
CppPpPpPOPPORPRPDRPPPRPPPPPPPPPPRPEEP
CppPpPPPPPPPRPPRPRPPaaa3apPPLEPRPPPP
opppOpRPPPPPRPEPPRPRpPPRREPPDDPEPD
pppoopppPpPPRPPRPORPAappPRPRPRPEpPRPRPEPR
DpppPPODPRPPRPRRPAPPRPPRPRPRAPEPLRRD
pppppPRPPPPPPPRPAPPPPPRPRARPRPPPRE
ppppppppRPpPPOpppaaaaaaaaappppPpn
ppppppPEPPPPPOPRApPPPPPPPRPPPRLPR
pPPPRPODPRPPPPPPRRPPPPPPPIPPPRELD
pOppOpPPPPORPPPRAEPPRPPPPRRPREPDL
pPPpPPORPPPPOLPPDRADPRPRPRAPPRERED
pPRPEPPPOCPPOEDPPRPRPPPRPPPPPEPPPRPRD
pppPpPpPROPPPOPORPPPPRPPPPPPRRRRRAD
poppp”

@47 FLASH 1: INK Z: PAFER 6: FR
INT "hbkbkbbkkkbibkbkkkkkkbkkkkkkkk
Llebbbkkbhkbbbkkkkkkkkkkkkikkkkkkk
kbbb kkkEkkkkEkkkkkkkkkkkkkkkkkkk
Lhbbkkkklklklkbkkkkkkkkkkkkkkkkkkkkk
kkkkE™

~p4= FOR M=1 TO 4: FOR N=1 TO 7:

BORDER N: BEEF .@5,N: NEXT N: N
EXT ™

~@S@ CLS : FLASH 1: INK @: FAFER

=: PRINT "kkkkkkbkkkkkkkkkkkkkk

-t o=

- s e - g m o me e e e

Ehl bkl bkbbkkkkfFrffffrrfrfffffrrees
fffffffffff&kkkkk&kkk#k&&k#kﬁfﬁk
b hbbbkkbkbkbkbkkffrrrfffrrrrrffrifees
FFFFffFFffrkbkkbkkkkkkkkkkkkkRKE
bbb bbb bbbk FFFIFTFFrfffrrfffferTe
FFFFFffrfrfhkkkkkkkbkkkkkkkkkkkkEk
bkkkkkbkkkkE™

S@S1 FLASH G: INK &6: FRINT “pppp
PﬂPPPPPP?PPPPPPPPPPPPPPPPPPP1hPP
pppdphlpppipppphldddhihpppphkﬂhp
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ppgﬁpfkppﬂkpﬂpﬁf#pﬂpfkﬂhﬂppfkpﬂh
ﬁgpéﬂf#Pﬂpk?pppfkpppfkpwhpﬁf#pﬁe
@ﬂﬁkpfﬁppp#ﬁpppfﬁpppfkppﬂhﬁfkpﬁp
ﬂppkpfkpppkpﬂppf%ppﬂfﬁppﬁﬂhfﬂﬂpp
pppmpnﬂmmnﬂmmmpnﬂmmmnappppﬂnpﬁpp
POPBPPPPPRPREPRPODPPRDPRORPDD "

<@3Z FLASH 1: INK 3: PAPER @: PR

INT “kkkkkkkkkkkkkkkkkkﬁkkkk&kkﬁ

R  FFfFFFrFreeeee
TP hkhkkblhkbbbkhbbblbbhibiikicl
R R T T Fr r FFrFFrrfFreeees
THT T bk kb b kbbb kb hkbhhkbkbickihkiki
R R T FFF F T FFFFFrFFrrerees

KEEEKET

205 FOR M=1 TO 4- FOR N=1 TO 7-
BORDER N: BEEF @5 ,N: MNEXT Nz N

EXT ™

LZRE5EB CTLS : INK i FAFER 4: FLASH
1: FPRINT "Ihlhlhlhfh!hlhlh}hfhf

hlhlhfhlhlhmnanﬂnmnﬂnan0nmnﬂn0nﬂ

ﬁﬂnﬂﬁﬂﬁﬂﬁﬂnihfhfhfhlhfhfhfhfhfhf

hlhlhfhihfhanmnﬂnﬂnﬂnﬁnﬂnﬂnmnﬂna

nﬂnananananIhihlhfhfhlhihlhfhfhl
hlhlhlhlhlhﬂnanﬁnﬁnmn

nanonanonon”
<@61 INE @: PAFER &: FLASH @: PR
INT “pppppppppppp#ﬂpppﬂppppppppp

APPRPPRDPPPDPEPPPPPPPPDPPEPPEDD D
pppppIddhpdddhIpppghlhppppphlddh
pdddhkppkpfppfkppppfkahppppfkppk
ﬁfppﬂkppkpfppfkppppfkpﬂhpppfkppk
prppkmmﬁprpfkppppfkppwhppfkp?#
Pmmmfkppprppfkﬂpppf#pppﬂhpfkppk
ﬁpppfkppppfﬂpfkppppfkppppahfkﬁpk
ppppfﬁppppmmmnammmmnapppppanammn

PRRRLPPPPPPPPRPPPDPOPPPDPDDPLEPDD
ppppp"

2862 INK 1: FAPER 4- FLASH 1: PR
INT “IhlhlhlhlhlhIhlhlhihlhfhlhi
hlhlhanﬂnﬁnﬂnﬁnanmnmnﬂnmnmnanmnﬂ
ﬁmnmnIhIhIhIhIhlhIhlhlhlhlhihlhf

b

ORORORGIRIORO
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GRORONARORORORONINOR OGN RO
:iZiiIh}hihlhlhlhlhihfhfhlhfh}h%
hlhIhoRonronononaROnonoROnanonana
;EZ;HLET MIlL=1: FOR M=1 TO 4::FB
R N=1 TO 7: EBORDER MN: BEEF .85.N
s NEXT Nz NEXT ™
PTOB FOR NW=1 T0O 1%

271@ BEEF Q{N) Y {N)
D72 NEXT N

28008 FLASH @

2999 RETURN

SPEE REM DEFINE VAR
S@id LET MONEY=SU
5011 LET WIk=@
SazZ@ DIM D(4)
SA21 LET MIL=8
SAEZA DIM E(4)
S@4@ DIM F(4)
S@s@ DIM G4)
S@s@ DIM HO4)
S@7@a DIM I(4)
S@A88 DIM J{4)
S@2@ DIM K (4)
S51@3@ LET Hi=1
=1i1@ LET HZ=1
5128 LET H3=1
S13Z8 LET H4=1
S14@ LET HS=1
S15@ LET H&=1
S168 LET H7/=1
2178 LET HB=1
5184 LET Fi1=8
S19@ LET F2=7
SZ200 LET F3I=5
5218 LET F4=5
5228 LET FPS=4
SZ23@ LET Fé6=3
S24A LET FP7=2
SZ25@ LET PB=1
5292 RETURN

L0068 REM draw board
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5BB1 BRIGHT 1: FAFER 4: BORD
: INK @: CLS TTER 4 FORDER
5013 FOR a=@ TO =i
4B2@ INVERSE 1: FRINT
: INVERSE @ AT @e
6BZ@ FRINT AT 18,a; A"
AA4@ NEXT a |
&BS@ FOR a=1 TO 17
048 FRINT AT a,31: 7g"
&B7B NEXT =a o
50B@ FPRINT AT 2.7: F
7z LAS = 15§ 12
FLASH @3 " 4" " AR AT
LBFB FRINT AT 4.6
FLASH @, " 4" |
£10@ FRINT AT 6.5: FLA
. Gis Las a 1 an o
FLASH @;"4" VTR A
4118 FRINT AT B,4: FI
- S - i B
FLASH @: " 4" ’ T SRR
4120 PRINT AT 19.3%: E
AR L AL = I8
FLASH @;"A4" PR TR S
6513@ PRINT AT 12,7
2,7: FLA! s MG
FLASH @; A" S e
$14@ FRINT AT 14,1
! = F = 1% L1 -
FLASH @: " 4" e SESSH T
5158 FPRINT AT 146.8
: : FL a 1! l!.
FLASH @; 74" T P R
6168 FRINT AT 19,03 "BET=£"; BET
6178 FRINT "HORSE=";HORSE !
618@ FRINT “MONEY LEFT=£";MONEY
6198 5O TO 68 3
52080 REM =#xaxRIN/L 3
5 . .
oim e SE#¥HHHHEEHH®
4221 BORDER @: INK
- T 7 ¢ H
FAFER @: CLS FRIBAT @5
6248 IF WIN=1 THEN ="
s LET W#="RED

6241 IF WIN=2 THEN S
TRADE" LET W#="RAG

6243 IF WIN=4 THEN o
O DANDY" po LRT W= THALL

¥

H FLASH 1;;:1'_'.11.

= i!ﬂll

L7244 IF WIN=5 THEN LET WE="RUBDS
TIiC"

L7245 IF WIN=&6 THEN LET WE="CORE
IERE™

L2446 IF WIN=7 THEN LET WE="EEN
NEVISY :

6247 IF WIN=B THEM LET WHF="ALDA

NITIY
L7sS@ IF HORSE=1 THEN LET T#="RE
D RUMY
6751 IF HORBE=Z THEN LET TE="RA
G TRADE"
5252 IF HORSE=3 THEN LET T#="06R
ITTAR"®

-5% IF HORSE=4 THEN LET TF="HA
LLO DANDY™

&754 IF HORSE=S THEN LET T#="RU
BSTICH

62?55 IF HORGE=6 THEN LET T¥="C0
REIERE"

6254 IF HORSE=7 THEN LET T¥="ERE

N NEVIS®

6257 IF HORSE=8 THEN LET T#="AL
DANITI™ |

6758 IF HORSE=WIN THEN GO TO &5
50

&£259 GO SUB 4520
&HZ26@ PRINT AT E,B;"pppppgemipemi
pemipkppppppﬁppppppppppppfpkpfpk
pfﬂkpkppppppppﬂppppppppppemipfﬁﬁ
ofpkpkpppopppppppppppppppTRkpT Rk
pfpkpoppppPOPPPRPPPRPPPRPRANDRRE
pmmmpoppppRERRPPPEPP”
4261 GO SUB 6528
4267 FOR N=S5 TO 1 STEFP —1: FOR M
=7 TO @ STEF —1i: BORDER M: BEEF
.1,M: NEXT M: NEXT N
=46% INE 7: FAFER @: CLS : FRINT
AT @,0:"ppppppPPPPPPPPPRRLPRRRED
ppppppppppppppppppppYOU LOSEpppp
CpppPPRPPRPPPPPRPPPRPPPPPPPRPPPPRDPP
ppeppppppp’ <
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6278 PRINT "  YDU STAKED £ ":BET

628@ FRINT " “:;W$;" WON SO vou
LOSE"

6278 FRINT " YOU HAVE £%;MONEY:
" LEFT"

&30@ FRINT AT 15,10; "PRESS “~F~ T
0 CONTINUE”
6318 IF INKEY$="F" THEN GO TO &

—TI_‘
-t

5311 60 TO &316

&3228 CLS : GO SUB SiG@

£338 IF MONEY<=8 THEN &0 TO &35
&

5348 GO TO 7896

6358 CLS : PRINT AT 7.18: "END OF
GAME™

5351 FRINT AT 15 + 73 "FRESS “F™ TO
FLAY™"

&332 FOR N=1 TO 7

4333 BORDER N: BEEF 85N
54 IF INKEY$="P" THEN &0 SUE
S@@d: GO TO 3@

53535 NEXT i
237 B0 TO &3572

S£5808 REM RESULT

6531@ IF WIN=1 THEN INK. @: PAPER
7: FLASH 1

6311 IF WIN=Z THEN INK @: FAFER
&: FLASH i

6312 IF WIN=3 THEN INK @: PAFER
=: FLASH i

65313 IF WIN=4 THEN INK @: PAFER
4: FLASH 1

6314 IF WIN=5 THEN INE. &: PAPER
>: FLASH 1

531353 IF WIN=4& THEN INK &: FAFER
2: FLASH 1

&316 IF WIN=7 THEN INK &: PAFER
1: FLASH 1

6317 IF WIN=8 THEN INK 3: FAFER
6: FLASH 1

6318 RETURN
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L5728 IF WIN=1 THEN FRINT “pid§p
dddpddhﬁppppddhphﬁ;Iﬁﬁgpgiﬁp1piﬁ
fpppfpkppﬂpﬁfﬂkﬁfppkﬁ{}RIn{pfﬁui
fnppfpﬁpppﬁﬁfﬁﬁp{ppkp{pfnp{ﬁzfi.
emmpipkpppppannpfppkpTpppptptipp
fpopfpkpppppt ippfppkpTppppTptalp
hddﬂbdqpppﬁﬁfgjpbddcpfppgpfﬁpppp
' PPPPPP pEppOOpPRDPRRERE’
ﬁiiiﬁfﬁ i?i—n THEN FRINT “ppppp
pddhppddpppdddpppppppPRPRPRPRERPEPD
nfp%pgﬁﬁiﬂﬂfﬂﬁppﬁppppppﬁﬂppﬁﬁf#i
pbdgpfpﬁ#pﬂfﬂﬁﬁppﬁp?pppﬂ?ﬁpﬂﬁyﬁ.
PEhPﬁEmmfPﬁfPi?ﬁPﬂPP?Pﬁﬁﬂﬂﬁﬂppsi
ptohpfppkppTpkppppPPPRPRRPEPPPPRPP
ﬁﬁPU?ﬂPPﬂPPmmm?F?EPP?P??P?P?PTmi
mmngemippgmjppemm;p%mmmppyppﬁgp;
upppfp#?#pﬁpfﬂfppkﬂfPppppﬁpﬁpﬁpp
ﬁpﬂﬂﬂmqﬁﬁ*Uﬁfﬁfﬂﬁﬂﬁfdﬂﬁﬁyﬁﬁﬂﬁﬁﬁa
PPF?TTPﬂﬁpﬁF pTppkpfppppppPPPPRR
pppptpipk pﬁpfphdagpbﬂdggiippﬁppp
ppopppp PPERPRPRR]
Zgggpﬁb'ﬂiﬁingHEm PRINT "pdddp
ddhphpfdddgidddﬁddddpqaﬁgfﬁp:pp%
TpkpTpppTppppTppi pRppTPRPPPPT PPF
bdgpfpppfppppfpﬁfpppﬁbagpp?ﬁ{?ip
ehpptfpppTppppfppempppehpppppt pRe
fohptpppfppppTfppfpppptohpppprummp
nnﬂﬁﬁpppnppﬂﬂnppmmmmpnpgsigfpﬁﬂﬂ
p ppppORPRPRRPPRRRP
pgggpgkpﬁiizi THEN FRINT “phpph
ppddhpﬁhpppﬂhppppﬁdddppﬂpﬁﬁﬁzpp;
pappahpfppppTpppptppkDPRPREDDE Bﬁ?
ﬁfpppfpfpﬁpﬂfpppﬂfpﬁépeppppﬂtrmT
pemmetpfpppptpppp? PPﬂDPPﬂPDPfﬂP
PfﬁﬂﬁfﬁfﬁﬁpﬂfﬁpﬁpfﬂﬂhDﬂﬁﬂﬁﬁﬂéiiﬁ
pnpppnpmmmmpmmmmpmmmmppppppp‘b;p
?IddhﬂﬁdﬂﬂﬂﬂfﬂdddﬁhﬂpﬁﬁIPPF?:?;P
fnppnhpfjpppkﬁfppt&hppInpppp:pii
kppppfpfpip?kpfpp{pﬂh{npﬁppp{pi,
kmmmmTpfppipkpTppTppkTpppppPPTELP
ﬁﬁpppfpfpppfkpfppfppkfpﬂpppfmmnﬁ
GppPPRPRPPPPMERBROPPORPRODD
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5524 IF WIN=S THEN FRINT “poppp
Eppprerpppppppppppppppppppppoddho
hppEpﬁddhpdddhpdddhphpddddggfﬁ&g
Topkpfppkptfpppopkpppfpfpppppbdgp
Tppkpbddgpbddhppkppprfofpppppehpp
TepkpYppkppppfppkppofpfpppppfohp
Tppkptppkppppfppkppptorppeppnpop
RRRB DR ORI OGO DO DRBRBRRDDRDDD
Apppppppppopppppppopppppppp”

6325 IF WIN=4& THEN FRINT "pppop
ROpCRpPPPppPPoOppPROpPPROOPROPDPERAD
EmIpemipeniptkmmmpenipemenppYpop
TopkptpkpTphkptkopppfpkprpppppTopp
fpﬁﬁamnpemjgf&ﬁdppamnpbdpﬁﬁgfppp

Tpkpfiopfpkpthpoppotippfoppppbddp

éﬁfpfpjpbdgpf#ﬁddpfpjpﬁddhppppp;
sfoppppppppppppppppppppppopp”

6526 IF WIN=7 THEN PRINT “ppppp
pddddppddddpdppppploppppopppoppp
P¥ppotptppppfippppkppppppppopopp
PTpppTofppppfpipppkppppppppopppp
pemmmhpemnppTppippkppppppppppppp
ctpppfpyppppfpppipkppoppppppoopp
PfpppTpfppppfppppikppppppppppppp
FRRRMOOERRRRDNPDDDEMPPORPPPDDPIPDD
pipidddpippppppppphlplddddppyipp
photppoppipppppppapkpkpppppptpip
pkp¥ppppppipppppappkpkddddpprppi
pkpemppppppipppgpppkpppppkppfppp
Fkptopopppppipappppkpppppkponppp
pPRORMEARMpDDDROMOpDpROpOBARRD "

&327 IF WIN=8 THEN FRINT “ppppp
PRRRpRPRDPDDODRPPRDRPRPPPRPPPOARID
fpgkmmﬁpgmmhkjppppkpfﬁmampfkpppf
Tephkppthkpppkkpipppkpfppippfkpppt
TppkppthkpppkkppippkpfppfpotimmnT
fgpkppfémmmikpppjpkpfgpfppfkpppf
Tppkopthkpppkhkppppikptppfppfopppn
RRMORR OO DD RPN DD DPRPDRPD
PRoppppppppoprpppppppppppppop”

©33@ FRINT “"pppplpppppppppphpddd
Jpdppphpopppppoppippplhpppoppfpo
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kprippTpppopppppppipinchpgppptop
kp¥pipfppppppppppppinppogrpppbdd
cpfppitppppp”

LSAR FLASH @: INK 7: FPAFER B: EBR
IGHT @: BORDER I: RETURHN

H55@ REM WIN

6551 G0 SUR 4500

HE6A FRINT “ppppifphkpemipemipenmip
pemipippplnpppppfpkpfpkprphkptpkp
kpppTfpiplnppppopemipftphpfpkp mnp
kddd¥fppinpppppppTphkptphkptphkptipp
kpppfppkppppppppTokpbdcpbdcpTpip
kpppfppkpppp’

L5451 BO SUR ASZEE |
64570 FOR N=1 TO 5 STEF 1: FOR M=
@ TO 7 STEF 1: BORDER M: BEEF .1
JM: NEXT M: NEXT N: BORDER 3
5575 FAFER 1: INK &: CLE

&575 FPRINT “"pppoppppoppppppopppp
pppppppppppppppepppppppYOUTVE WO
NpoppppopPPOPROPRPRPRRRPORRRRDRERD

pppppppppppp”
AS8@ LET ODDS=INT (RMD®19)+1

&58Z IF ODDE=1 OR ODDLS=2Z OR ODDS
=% 0OR 0ODD5=4 OR 0ODDS=3 OR 0ODD5=46

THENM LE7T ODD=WIN+1

6583 IF ODDS=7 OR ODDS5=8 OR 4bDDSs

=% THEN LET ODD=10

&584 IF ODDS=18 OR 0ODD5S=11 OR 4OD

DE=12 THEN LET ODD=20

&585 IF ODRDS=13 OR 0ODDS5=14 OR QD

DS5=15 THEN LET ODD=33
&5846 IF ODDS=14 OR ODDS=17 THEN
LET ODD=48 ~

&SB7 IF 0ODD5=18 THEN LET CDD=58
&588 IF ODDS5=1% THEN LET ODD=10

A

6575 FRINT AT S,8:T#+#:;" CAME IN F

IRST™

6596 FRINT AT 6,@;"AT ODDS OF *;

opD:;* TO 1°

6597 PRINT AT 7,@;"YOU STAKED £"
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sBET 7@28 INVERSE 1: PRINT AT @,7;"BE

6578 FRINT AT a,m:“ ‘OUR RETURN F TTING CARD": INVERSE @
LUE YOUR STAKE IS £":; (ODD*BET)+ 7@29 FRINT AT 2,4:"FORM  HORSE
BET NUMBER™
45399 LET MONEY=MOMEY+ (ODD*BET)+R 7@Z@ FRINT AT 4,.4;D001530(23 D13
ET sD{41;"  RED RUM 1¥
5608 FRINT AT 15,43 "FRESS “F™ TO 7348 FRINT AT S5,4:E(1;E(ZI;EE)
COINTINUE® ;E(4)3;"  RAG TRADE z
5658 IF INKEY#="F" THEN BO T0O & 7858 FRINT AT &,45F (1) 3F (L2335 (30
635 sF{4);" GRITTAR =z
£651 GO TO 44650 7@6@ PRINT AT 7,4:G6(13:6{2):6(3
&£655 IF MONEY>=10800008 AND MIL=@ sGi{4yg ™ HALLO DAMNDY &7
THEN 50 SUEB ZB2o 7@7@ PRINT AT B8,.4:H(1) sH 2y s HZ)
6656 B0 SUE 5106 :H(4);"  RUBSTIC =
5668 GO TO 70009 7@ FRINT AT 9,4:1(1)31(2); 103
7@88@ REM BET :I1(4);"  CORBIERE &
7B@1 LET D(1)=D{2): LET D{2)=D(3 7@9@ FRINT AT 1@,4;J(1) ;{231 J(3
}: LET D(Z)=D{4): LET D(4)=0 Y3J (433" EBEWN NEVIS 7
7@@82 LET E(1r=E(2): LET E(2)=E(3 7180 PRINT AT 11,4:H (1) 3K (2) K3
Y: LET E(Z)=E(4): LET E(4)=0 Pk {4y " ALDANITI =k
7003 LET F(1)=F(2): LET F(2)=F (3 711@ PRINT AT 15,0:;"YOU HAVE £7;
}: LET F(Z)=F{(4): LET F(4)=0 MONEY
7804 LET B(1)=6(2): LET G(2)=G(3 7112 LET MUCH=INT (RND#*5)+4
Y: LET G(Z2)=G{4): LET G(4)=0 7115 PRINT AT 13,4:;"HORSES 1 7O
7@@5 LET H(1)=H(2): LET H{(Z2)=H(3 "sMUCH; " ARE RUNMING®
Y: LET H(Z)=H(4): LET H(4)=0 712@ PRINT AT 17,@:;"HOW MUCH DO
7006 LET I¢(1)=I(2): LET I(2)}=I(3 YOU WISH TO BET"
}i LET I(3)=I(4): LET I(4)=0 7125 INPUT "£";BET
7887 LET J{(1)=J{2): LET J(2)=J(3 71%Z@ IF BET>MONEY OR BET<@ THEN
)i LET J(Z)=J(4): LET J(4)=0 GO TO 7125
78@8 LET K(1)=K(2): LET E(2)=K (3 714@ PRINT AT 17,0:"WHICH HORSE
r: LET KE(Z¥=E{4): LET ¥{(4)=0 0 YOoU WISH TO BACK ¥
7@8@7 IF WIN=1 THEN LET D(4)=1 715@ INFUT "NUMBER=";HORSE
7@1@ IF WIN=Z THEN LET E(4)=1 7155 IF HORSE<1 DR HORSEXMUCH TH
7811 IF WIN=3Z THEN LET F{4)=1 EN GO TO 715@

F@12 IF WIN=4 THEMN LET G{(4)=1
JB13 IF WIN=S THEN LET H(4)=1
7814 IF WIN=& THEN LET I(4)=i
F@i5 IF WIN=7 THEN LET J{4)=1
f@186 IF WIN=E THEMN LET K{4}=1
/327 FAFER @: INK &: CLS : BORDE
R @

716@ LET MONEY=MONEY-BET
7178 GO TO S@

5008 REM OUTLINE

Sp@1 FOEE 234607, 108

g@1@ INK &: FAFER @: BORDER B: C
L3

g@7@ FLASH 1: FRINT AT @,7:"MINI
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SRAMD MATIOMAL": FLADH @
BAZA PRINT AT 2.8:"Y0OU HAVE JubT
ENTERED & BETTING SHOF. YOU HAV

E £1@ IN YOUR

CIDE
ACE.

IVING
Wo¥You

FOCKEET AND DE
TO PLACE & BETON THE NEXT R

¥OUR HORSE WINS AT 4-1

YO & TOoTAL OF £56. BY NO
ARE HOOKED ONHOREE RAUING

AND DECIDE TO TRY AND MAKE YOUR
SELF A& MILLIONAIRE.™

@40
BESH
Y TO
=17, PN,
3L
BR70
=lalnln
7010
@20
FAZH
@40
9045
5130
2140
215@
7155
3140
2170
2180
21570
2195
a8,54
2200
3250
II0Q
2310
9315
PI7E
FIIO
2343
935

IS0
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FRINT AT 15,1@:"6G00D LUCK®
FRINT AT 19,3: "FRESS ANY EE
CONTINUE™

FAUSE @

CLS

GO TO 4@

REM DEFINE CHAFR

FOR A=B TO 7

READ E

FOKE USR "A"+4,E

NEXT A

DATA B,.@,1%1,66,62,42,34,34
FOR A=@ TGO 7

READ E

FOKE USR "D"+A,E

DaTA 8,8,372,16,15,15,8, 16
NEXT A

FOR A=8 TO 7

READ E

FOKE USR "E"+A.H

DaTA @.,8,197,128,128,178,17

NEXT A

FOR A=@ TO 7

READ E

FOKE USR "H"+A,H
paTA 8,8,.8,3,.3,3,2,2
NEXT A ,
FOR A=0 TO 7

READ E

POKE USR “"I"+A,B

DATA @,@ 45.?:3114*224.32?3T

Wi6@ NEXT A

Y458 FOR A=8 TO 7

Y463 READ B

Y478 FOEKE USSR "LP+4.E

Y47 DATA 8.8,2,1,8,8,8.1

Y488 NEXT A

498 FOR A=@ 70 7

YO8 READ E

Y518 FOEE USSR "M"+A.EB

YOl1lS DATA B,8,12,8,248, 248,134, 4
528 NEXT A

Y61@d FOR A=8 TO 7

Va2l READ B

Yer:@d FORE USSR "FU+4 B

WHES DATA ﬁ,@gﬁgﬁﬁ,:’fﬁ.:ﬁq,:ﬁﬁ,:
- o

P64 MNEXT A

YLSER FOR A=8 TO 7

oA READ E

Ya7@ FPOKE USSR "O"+A.H

675 DATA 128B,128,128,8,128,128,
128,84

P6EBEB NEXT A

V708 FOR N=1 TO 1%

718 READ B: LET B(N)=(EB/1@)
Y711 READ EB: LET Y (N)=H

w712 DATA B,14,3,18,7 7 3.7 45,8,
Bty B oS B, 8 105,77

P71% DATH B,14,3,168,7 T rETriT T
5y8,3%,8,3,8,16,7

Y988 NEXT N

Y99@ GO TO 3@
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CASTLE

Original program by M. J. Smith

In this game you must defend your castle from attacks by the local
peasants. You do this by dropping cannon balls from the top of
the battlements on to your attackers. The higher up the wall they
get, the more points your score for hitting them. You have three
lives with which to score the maximum number of points, and
your controls are:

1 — Right
2 — Left
0 — Drop a cannon ball

At the end of each game your score and the current high score

are displayed.

Program Description

10-40 roxe to force lower case letters, then dimensions arrays and
sets initial variables.

50-90 Print the castle walls, and then print the number of lives
remaining. _

100-110 Randomly select a position at the bottom of the castle at
which to start the attack.

120 If key zero is pressed a cannon ball is released and travels
down the wall. If it hits an attacker the score is increased and the
routine loops back to start a new attack.

130-150 Print the King at the top of the castle then move him left
or right in response to a key press.

160-210 Randomly move the attacker up the castle wall, between
one and three characters positions each time, loop back to the
start of the main routine.

220-250 Ask if the player requires instructions.

260-290 Print the instructions.

300-310 Print ‘get ready’ message.

320-310 Restore the data, read and install the UDG characters.
380-390 Print the score and number of attackers killed.
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100-450 If the high score is beaten, then ask the player to input
i-ir name and then print the new high score.

1@ POKE 234658,8: LET Af="A. NO

NYMOUS": LET hs=@8

SUp 220: CLS
s@ FOR j=2 T4O Z8: F
15487 j,1:;wF(d: NEXT 3
LB PRINT AT i,l:"pmpompmpoRpRoRp
cmpmompmpmpapnp”
mpigmiDg §=§ ?D 23: PRINT AT c,i
MM AT o 313 %"p": NEXT C
" g@ IF 1=@ THEN GO TO 380
9@ PRINT AT 21.,4; "S8CORE=":1sC:
PRINT AT 21,21;"LIVES="31
188 LET «=INT (RND*15)#2+2: LE
v=1% .
1 ET g=
lég ?F IEHEY$="@“ THEN LET g
« LET d=h+i: FOR m=8 TO 2Z@:
=x AND m>=y THEN BEEF .1,—3
RINT AT v+1i,x3; OVER 1:"C": L
c=sc+m: PERINT AT 21,18@:3sc: LE =
=g—.@1: PRINT AT y+1,x;CHR® 147
GO TO 8@ . .
1= (INT AT a.bs”
142'?? INHEY$=52“ AND b<29 THEN
ET b=b+1
IEE IF INEEY#="1" AND b>1 THENM
T b=b—-1
?EE IF RND<g THEN GO TC Z8@
178 FOR i=1 TO RNDx3+1
188 PRINT AT vy,.,x: INK 1;"B": PR
INT AT y+1,x;CHR¥ 147: IF ATTR (
v,.x1=37 THEN LET y=y—1: Iigyzl
THEM LET 1=1-1: BEEFP .2,-353: BE
EE 1,-4@: PRINT AT y+1,x;CHR¥ 14

20 LET 1=3: LET sc=8: LET g=.9
: Z@ DIM wE{32): FOR 3=1 TD 31z
¥(j)=CHR¥ £ XT 3
K

INT ;3 INK
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7: LET i=S: NEXT j: GO TO 9@

192 MEXT 3

222 IF g=1 THEN PRINT OVER 1;
AT m,d;"C": BEEP .Bi,m: PRINT QO
VER 1;AT m,d;"C": NEXT m: LET g=
iA

218 G0 TO 129

222 FRINT “DO YOU NEED INSTRUCT
IONS Z{Y/N}"

23@ IF INKEY$="n" THEN G0 TO =
10

242 IF INEEY#$="y" THEN GO TO 2
49

250 50 TO 230

268 PAPER 4: BORDER 4: C1LS : BR
INT AT 2,11; BRIGHT 1:"CASTLE":
BRIGHT B: FPRINT : PRINT "YOU ARE

DEFEMNDRING YOUR CASTLE AGAINST
THE L0CAl PEASANTRY”"

27@ PRINT "AND MUST PREVENT THE
M CLIMEBING THE WALLS.": PRINT -

FRINT "YOU HAVE THREE LIVES WIT
HOWHICH TO bCBQE THE MAXIMUM FOS
CSIBRLE NUMBER OF PDINTS.": FPRIN

T @ FPRINT "THE HIGHER UF THE WAl
L YGJE ATTACKER GETS BEFORE
YOU HIT HIMBY DROPFING A CANNON
BALL OM HISHEAD®:

28@ FRINT ", THE MORE POINTS vO
U WILL SCORE.": FPRINT : PRINT T
AR (Z); "PRESS ANY KEY TO CONTINU
E: PALISE @

298 CLS : FRINT AT 2,1@: "CONTRD

S": FRINT AT 18,4;"PRESS 1 TO M
OVE LEFT":AT 1:,4 "FRESS 2 TO MO
VE RIGHT";AT 14, 1:"FRESS @ TO DR
OF A CQMNDN—BQLL"

382 FOR s=--15 TO 1@ STEP .1: BE
EF .@21,s: NEXT s
218 CLS : FOR s=0 TO 1@: CLS -
FRINT AT 10,3;"GET READY HERE TH
EY COME ": BEEF 1,52 NEXT s
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7@ RESTORE : FOR z=144 Tq 14?{
FOR p=8 TO 7: READ al: FOEE USE
THRE z+p,al: NMEXT p: MEXTﬁzq’
==@ DATA 24,36,24,60,98,24,34,56
éf - - -
4@ DATA 24,40,24,50,90,24,36,3

6 ~3
EE@ oaTA &, @ 8y B,h4 &2, 6@._4

=,153,153
=7® RETURN |

z@ PAPER 7: BORDER 7: CLS : PR
INT INK 2:AT 2,7;"YOU SCORED “;
h ﬁéiﬁ?é naAT 4,123 "EILLING";
fE; &, .i.ﬂm§1*1a@;" ATTACKERS.
To@ FAUSE 288 o
apm IF scrhs THEM O LET h5=sc;’F
RINT AT 18,8; INK 25 FLASH 13 "NE
s HIGH SCORE '": PRINT AT 20,8;
EMTER nAHE"= INFUT qf )

41@ CLS : PRINT AT 3,B8;"THE HIG
H SCORE IS:";AT 5,153hs;AT 8,153
"EY ;AT 18,18;a%

a=@ PRINT AT 2@,0;"DO YOU WANT
ANOTHER GO 7(Y/N)™" o

a=@ IF INKEY#="n" THEM CLS : F
RINT AT 1@,13; FLASH 13"BYE": FO
R j=1 TO &: BEEFP .05,5%3: NEXT 3
= STOF

Aa@ IF INKEY#="y" THEN GO TO 2
@ -—e

AS@ GO TO 430

117



Lhitd.

Original program by J. Aughton

Splash! is an exciting, brand new board game for one or tw
plgyers. It is played on a seven by seven squared board anrd thc>
object of the game is to Capture more squares th,an :
opponen.t. Thus, the first player to capture 25 or more squaresyo?lll‘
be the winner. Each player takes a turn to play in any uncapt Wld
square. Playing in a square affects those surrounding it o
Initially all the squares are black. As the game progl.resse th
change colour according to the following scheme: e

RED — PURPLE — GREEN —> YELLOW —» WHITE

Playing in a square increases its colour by three steps, (th
sequence of colou%'s is printed at the side of the board to’ helg
13;0u). The surrounding gight squares have their colours increased

Y two steps and the sixteen squares around these by one ste
Any squares which are white at the end of the rr;ove are th .
captured and cannot be played on in future moves. -

If the one player option is selected then your opponent will b
the computer. For this game there are three levels of play, 1 e1
il;i;a?aiemg the 'most difficult. At all levels of play the Coft;plel‘t’:r

€ some time to make its move, but ‘ ' 1
captured squares, the time taken by the a::sogllgukt)g:r tc:: f;lnlzkv;ltz

move decreases. If you wish to qui :
: quit the game,
when prompted ‘letter?’. . Simply enter Q

118

This game provides a very colourful challenge to anyone with a
laste for board games. The score of each player is printed at the
lop of the screen during play, and the game will end automatically
when all squares are captured. *

Program Description

10 Set PAPER, INK and BORDER colour.

30-40 rOKE to set CAPSLOCK.

60-70 Read and install the UDG character used to produce the
horder line.

90-120 Dimension arrays and set variables to their initial values.
130-160 Ask how many players there will be, and then check that
(he number is within the correct range. If only one player is
selected, then request which level of play is required (1-3), and
check the value is within the correct range. Finally randomly
select which player will move first.

180-250 Print out the screen display.

260 Set up a defined function to translate the letter and number
co-ordinates on the board to Y, X co-ordinates for printing.
280-290 Print at the bottom of the screen which player is to move
next. If the next move is the computer’s then Go To routine which
decides the best move to make.

310-350 Request the player to make a move, then translate the
instructions into Y, X co-ordinates.

360-390 Reset the pointer (PC) to select the next player to move.
Print the scores at the top of the screen, then check that the game
has not ended. If all squares are captured then co To end of game
routine.

410-510 Check the colour attributes of the square “splashed” and
reset its colour by three units. If the square is already taken, loop
back to request a new input. Finally change the colour of the
square.

520-660 Check the attributes of firstly the eight squares around
the selected square, then the sixteen around those. Change the
colours of these, and if they finally end up as white, capture them.
670-860 Basically the same routine as for lines 410-660, except
that no changes occur, any square which would be changed to
white is recorded by incrementing variable TOTE by one. On
level one only every third square on the board is checked in this
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way, on level three however all squares are checked

880-910 Select the square which yields the highest sc.ore or if
sq'uare? yields a score then randomly select any empty s , a *
920 Print the move the computer will make then co TO thglioile’iine

that actually changes the colours

of the squares.
1000-1080 End of game routine. s
1090-1270 Instructions.

1% PAPER 7: INK @: BEORDER 7: ©

LS
2% REM SELASH

IZ REM FORCE CAPS LOCE

40 FOKE 23658,8 '

EM, SET UF UDG

4@ FOR N=@ TO 7: READ B: POKE

(CHRE 144}4N,E: NEXT N

L
£
A s R i

g REM SET VARIABLES AND ARRA

208 LET Df=v
": REM ER =nacse
GO SUR 1@90 :

LAY u )
FAPER @: INK S5:

e Ll
Ui

0
kg

ORDE

e 3|

a: C

r
{1 e b

&=

.LET FL=8: LET FLAY1=@: LET
‘o=@z DIM C(7): LET C(1)=2: L
| o S L .=
f';}id; LET C{3Z)=4: LET C(4)=
be T L(3Y=7: LET C(&)=7: LET C

<

A

Tn

1
s |

O T T
j B ™ b
I

4 [T

EfPRLNE AT 1,55 "How many play
BED;$L42":IéNP?T F¥: LET PLAa
B 8O T 13@FLQY=1 OR FLAY >
};% E? FLAY=1 THEN PRINT AT 2
;wiﬁatllevel do you wish 1—33“:
;:TLT F¥: LET LEVEL=CODE F¥-48-
LET LEVEL=4-| EVFlL : IF LEVEL <1 é
R LEVEL>Z THEN GO TO 1408 .
158 LET PL=INT {{RND*1)}+.5): PR
INT TAE 5: "PLAYER ":PL*+1:2" NELL
START FIRST": FAUSE 10@

IR

o o] [T L
L o)

B - M

-

=
gy |
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DATA 170,85,178,85,178,85, 1

148 CLS
1\7® REM GSET UF SCREEN
193 FOR KE=@ TO 31: PRINT PAPER
6 INK 2;AT B,K;CHRE 1443AT 21,
:CHRE 144: NEXT K : FOR H=0 TO
. PRINT PAPER &: INE 2:;AT K,0
.CHRE 1443;AT K,31;CHRE 144: NEXT
I
i9¢ LET A$="SPLASH!": FOR J=1 T
0 L EN af: PRINT PAPER @; INK (R
ND%7)+13AT 1,11+J;A%(I)z NEXT J
~a@ FRINT AT 1,1:;"PLAYER 1";AT
1,223 "PLAYER 2"

s1@ FOR J=1 TO 1& STEP 2: FOR K
-4 TO 18: PRINT FAPER 1; INK 1j
AT K,3+7;CHRE 144: NEXT K: NEXT

<

| *;

so@ FOR J=4 T0O 18 STEF 2: FOR K
=1 TO 15: PRINT FAPER 1; INE 13
AT J,K+73;CHRE 144;: NEXT Kz NEXT
J
~z@ FOR J=5 70 18 STEP 2: PRINT
AT J,&;CHRE ((&54+3/72)-2): NEXT
3 |
sa@ FOR J=2 TO 15 STEP 2: FRINT
AT 3,J+73:(J/2): NEXT d
~=@ FOR J=2 TO 1@ STEF 2: PRINT
FAFER @: INK C{{(J/2));AT Z28-d,
24: CHR$ 143: PRINT AT (2@-J)y—1+2
¥ (J=1@) ,24;""": NEXT dJ

S4@ DEF FN X (X)=(X*2)+7: DEF FN
YI(Y)=(2%Y}+3

~>7@ LET PL=PL+1

0@ FRINT AT 2@,1;D%: PRINT AT
2@,12; "PLAYER ";PL3" "

-9@ IF PLAY=1 AND PL=2 THEN GO
TDO &80

=A@l REM RERUEST MOVE

zi@ INPUT “LETTER ?";I%: IF COD
E I4$:65 OR CODE I$>71 THEN GO

TO =1@: IF If="@" THEN RUN

z2@ INPUT "NUMBER ?"3;P#: LET X=
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CODRE P#$-48: IF X%X<1 OR X>7 THEN

G0 TO 32
3@ LET Y=CODE (I#$)--44

h)

58 GO SUB 420

368 IF PL=2 THEN LET FL=@

I7@ REM FPRINT SCORE

380 FRINT AT 2,3;FPLAY1;AT 2,25;

LAaYz?

398 IF PLAY1+4FLAY2=49 THEN &0
TO 998

4@ GO TO 272

41@ REM MAIN ROUTINE TO CHECK C
OLOUR CHANGES

420 LET CHAR=143

4Z@ LET P=ATTR (Y¥,X): IF FP=5 TH
EN LET P=@: GO TO 4508

443 LET P=P+—1# (P<5) +—2% (F35)
45@ IF P=5 THEN PRINT #1:4T @,
S: "INVALID SFLASH": PAUSE 2@: GO
TO 28@ |
445@ IF C{P+1)=7 THEN LET CHAR=
48+PL: LET PLAYI=PLAY1+1%{FL=1):
LET FLAYZ2=PLAYZ+1% (FL="2)

478 REM IF UNIT TAKEN THEN MOV
E ON

488 IF CODE (SCREENS® (Y X))} < 232

THEN &GO TO So@

478 PRINT PAPER B: INE C{F+1);
AT Y ,X3;CHR* CHAR

=B@ LET L=2: LET FLAG=@

S1@ LET Yi=Y-L: LET Xi=X-L

<28 REM CHANGE COLOUR OF UNITS
AROUND SELECTED UNIT

332 FOR J=8 TC L: FOR K=08 TO L=
LET CHAR=143

248 IF CODE (SCREENS (YI+J%2 X1
HEX2)Y)< 232 THEN GO TO 436

o=@ LET P=ATTR (Y1+JI%2 X1+K%2):
IF P=5 THEN LET F=8: 80 TO Sap
368 REM IF P=5 THEN B0 TO 207 6

S48 LET Y=FN Y(Y): LET X=FN X(X

: R —h S | IRy
S78 LET P=F+—1#(FI{5}+ h%{F.jn'
é%ﬁ IF C{P+13=7 THENM LET P~3.
LET CHAR=48+FPL: LET FLAY1=PLAY1+
;%{DL=1}: LET FLAYZ2=PLAYZ+1x#(PL=
Lé?@ IF Yi+J#2<4 OR Y1+J#2x17 TH
En S0 TO &36 L

LAA IF Xi1+k#2<9 OR Xi+k#2:21 TH
EN GO TO 638 )

&Hi REM  PRINT NEW SFLQSH .

2@ FRINT FPAPER @3 INK C{P+1i,
AT ¥1+J3%2,X1+K%2; CHR¥ CHAR: BEEF
C{P+i13} /1@, C(P+1) %Y

4@ NEXT ki NEXT J o
443 IF FLAG=1 THEN GO TO 568
&5@ LET FLAS=1: LET L=4: g0 1O
51@

568 RETURN R
&L70 REM CHECH POSIBLE SCORES Fo
kR COMFUTERS MOVE

L83 PRINT AT 28,1:D¥%: PRINT éT
2@,3;"Thinking! please be patien
i O -
t 131

£9@ LET TOTE=@: LET HEST=%:7LET
vv=@: LET XX=@: FOR T=1 TOQ 7: F

- » !
OR =1 TO 7 STEP LEVEL

7@ LET Y=FN Y(T): LET X=FN X (U
} —

71@ LET FP=ATTR (Y¥,X}: IF P=5 ™
EM LET P=G: GO TO 284 .
72@ LET P=FP+—1%(P<5)+-2%(FP>3)
-z@ IF P=5 THEN GO TO 380

74@ IF P>1 THEM LET TQTE=T9TEf
1 "

75@ LET L=2: LET FLAG=0

748 LET vi=Y-L: LET KlTK*L .
774 FOR J=@8 TO L: FOR k=0 Tg
78@ IF CODE (SCREEN# (Yi+J%2,X1
+x2))¥<>32 THEN GO TO 848 o
798 LET FP=ATTR (Y1+J#2  X1+K%2) =

IF P=5 THEN LET P=@: GO T? 816
808 LET P=P+—-1#{(P£{5) +-2% (P>3)
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@ IF P {(Z2={(FLAG=@)+3x (FLAG=1"
HEN LET P=5: LET TOTE=TOTE+1
28 IF Y1+J3#244 OR Y1+J%23>17 TH
BN GO TO 848 |
928 IF Xi+E=2<4%2 0OR X1+Ex2>21 TH
BN B0 TO 848 -
B4@ MEXT K: NEXT J
Bﬁg EF FLAG=1 THEN GO TO 822
860 LET FLAG=1: LET L=4:
s = 4: &GO TO

878 REM SELEC G 4

o7 T HIGEST SCORING M
2882 IF TOTE>BEST THEN LET BES
T=T0TE: LET TOTE=@: LET ¥YY=T: LE
T XX=U o
8798 REM MOVE TO NEXT UNIT

f?@ LET TOTE=8: MEXT U: NEXT T
?1@ IF BEST=@ THEN LET YY=INT
{RNDE7)+1: LET XX=INT (RNDx7)+1
2288 LET X=XX: LET ¥Y=YY: LET BES
T=@: PRIMNT AT 28,1:D%:;AT 28,2: "M
y move 1is ";CHRF (&4+4y) " ":xﬁ G
O TO T40 | '

98 REM END DOF GAME ROUTINE
2@ FOR J=1 TO 28: FPRINT AT J.1
F: MNEXT J T
12 PRINT AT 5,9:"The winner is

1228 FOR J=1 70O &8 STEF =: BREEF

SBA5,J: NEXT J: FOR J=&B 7O 1 ST

EF —1: BEEP .805,J: NEXT J

1828 IF PLAYIZFLAYZ THEN FPRINT

AT 7,113 "Flaver 1

%ﬁ4@ IF FLAYZXPLAY1 THEN PRINT

AT 7.11:"FPlayer 2¢

1858 IF ARS (FLAY1-PLAYZ2) »=3 THE

? FRINT AT 2,2: "By a landslide!

1858 IF ABS (PLAY1-FLAY2)=2 THEN
FRINT AT 9,9; "By a good margin

18782 IF ABS (PLAY1-FLAY2)=1 THEN

FRINT AT 2,7: "By a close shave
1@e@ FRINT AT 28,13 "Fress any ke
y for another game": PAUSE @: RU
N
1me@n REM INSTRUCTIONS
{1@@ BORDER 1: PRINT #1; PAPER 1
o INE 13AT 8,854,543 FOR kK=8 TO
1. PRINT PAPER &3 INK Z3AT a. K
s CHREE 144:AT 21,K;CHRF 144: NEXT
. TO Zi: PRINT PAFER
s INE Z3;AT E,8:;CHR# 1443 AT K,3
CHRE 144: NEXT K
11@ PRINT a7 1,11;"SFLASH!IY;AT
2.,1:"This is a brand new board g
ames"

117@ PRIMT AT 3,i:;"for two plave

r=. It is played";AT 4,13%cn a s

even by seven board and"

113@ FRINT AT S,1:"the object of
the game is to":AT &,1; "capture
more sguares than vour"sAT 7,13

"opponent. "3 AT 8,13 "Thus, the fi

r=t plaver to":;AT Z.,1:"capture t

wenty five or more”

114@ PRINT AT 1@,1;"squares is t

he winper. 387 11,13;"You take it
in turns to play";AT 12,13%in &

ny free {(ie uncaptured}! ;AT 13,
: "sguare. "
115¢ PRINT AT 14,13;"FPlaying in a
sguare affects";AT 15,13 "those
surrpunding it.": PRINT Al 16,13
"Tnitially. all sguares are” ;AT
17,1:"black. As the game progres
zes":AT 18,13 "they change e
{1168 PRINT "colour according®iATl
i9,1;"to the following scheme:—
".AT 28,3; "PRESS ANY KEY TO CONT
INUE": PAUSE @

117@ FOR J=1 TO 2@8: PRINT AT " P
sD¥: NEXT J

N
=
A

i
£

&
1g
1
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] T 9 ens 4T
1188 FOR J=1 TO 3: PRINT AT J,1i: at any time grass KEY & whentss
FAPER @; INK @;D$: NEXT J: PRIN 18,13 "asked ‘letter?". T
T AT 2,9; FAFER @: INK 2;CHRE 14 1278 FRINT AT 13,18: EP: quf
33"->"; PAPER @; INK 3;CHRE 143; AT 15,53 "FRESS ANY KEY TO FLAYT:
"-»"; PAPER @; INK 4;CHR$ 143;"— PALUSE @: RETURN

My PAFER @3 INK L,CHﬁf 145y "—=n
: FAFER @3 INK 7:;CHRE 143

1198 PRINT AT 4,1;"1I+f a square i
s left white at";AT S,1:;%the end
of a move, it is then";AT &,1:"
captured and initialled by the":
AT 7,1:"aoving plaver.”

122@ FPRINT AT 8,13"Plaving in a
square increases”;AT Z,1:%its co
lour by three steps":A8T7 11,1;"Th
e z2ight sguares immediately':aT
iZ2,1;%arcund it have their colou
rs'

218 FRINT AT 13,1:;"increased by

thD steps and"'éT 14,1 "the six
teen sguares arocund";AT 1S5,1:"th
ose by one step.”™

1228 FPRINT AT 17,13 "Any sqguares
lett white at the":;AT 18,1;"end
of the move are captured";AT 19,
l1;:"and cannot be played on";AT 2
@,1;:"in further moves."

238 FPRINT #1:AT 8,3: "PRESS ANY
FEY TO CONTINUE": FﬁUSE d: PRINT
#¥1:AT 8,15 ,,

1242 FOR J=1 TO 28: PRINT AT J,1
:D¥F: NEXT J

1238 PRINT AT 1,1:"There are thr
ee levels of play";AT 2,1;"when
playing against the":AT 3,1:;"com
puter. Level three is";AT 4,1;"t
he most difficult.";AT 5,1;"at a
11 levels of difficulty";AT &6,1;
“"the computer will take soma"
1268 PRINT AT 7,1;"time to decid
e the best move.":;AT B,1:"If vou
wish to quit the game";AT 2,1;"
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ROBOTANK

Original program by Bryn Phillips

In this game you must drive the Robotank around a battlefield
gtrewn _w1th a number of targets. On running the program th.i
%nstructlons will be displayed and the user defined graphicl"
installed. The screen is set by pressing any key, and the
battlefield is drawn, containing anti-tank traps anti-t,ank s-
roclfcj:‘t launchers and command posts. Th,e Robotan?:mil'
positioned at the centre of the bottom line on the screen To
control the tirnk you enter a single letter as a command and ihen
press ENTER. You are allow '

el automaﬁcaufd thirty one such commands then the
| As you enter each command it will be copied onto the top line
in oFder that you may check your chain of commands. On
running, the program will display each command as .it is
executed, again at the top of the screen. At the bottom of the
sc;reen will be displayed your running score, along with the
highest score achieved. You will also be asked which level of
play you require. Level one is the easiest, each level increases the
numbe_r of targets and the points value of each target. You will
have eight attempts to destroy all the targets, then the ;_:;ame will
end, unless of course, you collide with any of the objects.

To instruct your tank, enter th '
) e following comm '
whatever sequence you want: ° s

F — Forward one character space

R — Turnright 90 degrees

L — Turn left 90 degrees

S — Shoot (range 5 character sguares)

Program Description

10 PoOKE to force cAPS LOCK.

40-50 Dimension and set up arrays.
80-100 Set variables to their initial values.
120 Print the tank at its starting position.

108

130-150 Request an input, then check that the number of
“ommands entered so far does not exceed thirty one. Print the
rommand entered at the top of the screen.

1'710-200 Decode the instruction string, then print the score at the
hottom of the screen.

210 Sets variables controlling the direction of the tank, in
accordance with the decoded instruction.

220-250 Check the variables controlling the direction of the tank
and then check if the command being coded has been fired.
270-280 Set the co-ordinates for the tank position to their new
values.

300 Checks the tank has not collided with any object.

310 Sets the pointers for the tank arrays, Al and Bl to print the

tank in the correct allignment.
120-340 Erases the old image of the tank by printing a blank

npace.

160-380 Prints the image of the tank in its new position.

400-430 Set the variables which control the position of the shell if
ihe tank has fired, then check the shell does not print off the
sereen.

140-450 Check if the shell has hit a target.

460-470 Print the shell, then increment the loop counter to move

the shell forward.

500 Loops back and decodes the next instruction.

510 Loops back to start the next turn.

530-570 Set up the character arrays Al and Bl to represent

the tank.

590-620 Read and install the user defined graphics characters.
630-840 Data for the UDGs.

860-970 Set up the screen display.
990-1050 Destroy the target and increment the score.
1080-1150 Destroy the tank, then clear the screen and print the

score and high score. Invite the player to try again.
1150-1390 Instructions.

i@ FOKE 23I658,8: G0 TO 1168

2 FPAPER &: IME @: BORDER 1=z C

LS
I REM DIMEMSION % SET ARRAYS

4@ DIM CFE{(Z@): DIM TH{&): DINM
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DIM BFf(1&): DIM R{4): L
LET R(Z2¥=1: LET R{(Z)=02
=—1: LET HSCORE=f
Ub 52
£@8 RETURN
78 REM SET INITIAL VAR
B LET PY=19: LET PY¥=iS
(1=1%: LET PX1=15: LET PN
FNi=4: LET Fil=4: LET P2=
7@ GO SUE 252
i8@ LET NO=8: LET FLAG=@: LET ©
CORE=2
118 REM SET TANK DIRECTION & M
OVEMENT
128 PRINT PAFER &3 INK @8:;AT PY
FASAF(PN TO PNL)Y;AT PY+1,PX: B3¢
PN TO Phi}
1386 FOR G=1 TO 8: PRINT PAPER
1; INK 7:;AT 2,06:,,
148 REM RERUEST INPUT
=@ INPUT "ORDER 7 ":P$: IF Ps$<g
UFEY AND P£<>"L" AND PE<>"R" AN
D FFIF"E" AND FPE<>"P" AND P$4 "D
" THEN GO TO 150
1235 IF P#="D" AND NO<>@ THEN P

RINT PAFER 1; INK 7:AT @,NO:CHR

F {8);" "3;: LET NO=NO-1: GO TO 1
=@

154 IF P#="D" AND NO=@8 THEN

50 TO 150

155 LET NO=NO+1: IF NDO<31 AND
PF{:"P" THEN LET O%(NO)=P$: PRI
NT PAPER 1; INK 7;AT @,8:0%( TO

NO): GO TO 15@

148 REM DECODE INSTRUCTIONS

17@ FOR @=1 TO ND-1

188 LET K$=0%(D)

198 FRINT PAPER 1; INK 7;
.25 "SCORE= "; INT SCORE:AT 2
"HI-SCORE= "3; INT HSCORE
200 PRINT PAPER 1; INK 7;AT @,
@;,,3AT 2,8:;0%¢ TO Q)

[y

AT
1,1

2
8

3

130

2i@a LET Pi=p1+ (1% (KE="R"} I+ (1%

(eg="1")):  LET P2=P2+ (1* (K$="R"

Y4+ (— 1% (EE="L"))

27@ REM CHECK DIRECTION !
~3@ IF Pi<i OR P14 THEN LET =

1=A4x (F1{1y+1x(P154]

—a@ IF F2<1 OR P2>4 THEN LET F

=A% {F2{1)+18 (P24

L >UF" THE | TO 318
25@ IF K<>"F" THEN G0
Se® REM SET TANK DIRECTION
27@ LET PY=PY+R(FP1}): LET FX=PX+

R(F2} ] I
289 LET SPY=FY: LET SPX=PX: LET
SPY=SPY+R(P1) +(1¥ (R(F1) =133

T SPX=SPX+R(FZ)+ (1% (R(F2I=11)
293 REM CHECK FOR COLLISION
=@@ IF ATTR (SPY,SPX)<3»48 DEP;E

TE (SPY+1%(R(P1)=@) ,SFX+1%(R(FZ
—@)) <348 THEN LET FLAG=L
=1@ LET PN=13% ({(R(P1)=2) ﬁNT_ﬁ
(P21=1))+9% ({(R(P1)=@) AND {R;fi}
=—1))+1%((R(P1)=-1) AND (R(P2)=0
y1+5% { (R(FP1)=1) AND (R(PZ2)=0)):
] 1= +3

LE;EFSEMPNERQSE oLD IMAGE OF TAN
hzzm PRINT PAPER &3 INK B:AT PY
1,PX13"  “3AT PY1+1,PX13"

4@ LET PY1=FY: LET PX1=FX

35@ REM PRINT NEW TANK IMAGE

36@ FRINT PAPER 63 INK B3AT it
JFX; A (PN TO PN1)3AT Pv+;?Fx,gé
e TO PN1): BEEP .DBS,46: BE

=5, &0

-EEE*IF FLAG=1 THEN GO TC 10280

za@ IF K$<>"S" THEN GO TO 49@

398 R SHOOT

EZ; igﬁ SpY=pFY: LET SPX=FX: FOR

j=1 TO S5: LET SPY=SPY+R(F1}+(1%

(R

Y =
(R{F1)=1 AND SPY=FY)): LET SPX=5

PYX+R(P2)+ (1% (R{F2)=1 AND SPX=FX}
)
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412 REM CHECK SHELL IS &
4

i - S NOT OFF
2@ IF SFY>2@ OR SPY<
T a=6: GO TO ama o LE
428 IF SPX>I@ OR SEx<
f s { S A4l :
T J=&£: GO TO 482 THER LR
44% REM CHECK FOR A HIT

450 LET A1=ATTR (SPY,SPX): LET
?AMHTTH (SPY+ (1% (R{FP1)=@}) ,SPX+(
1 (R(FZI=@))): IF AL<>48 OR AD<S
48 THEN 50 SUE 99¢ o
4462 REM FRINT SHELL
478 PRINT PAPER &=
Y ,SPX;CHRE 44: :

QE-E;::

INK 2:AT SP
FAUSE 4: PRINT P

P ‘-{3: IME @B:47T SF COye B
488 NMEXT J g SRR
490 NEXT @

=@ NEXT Q

=1@ LET

!‘giﬂ-:m = I B 1113,
: G0 TO ii@e PO = NEAT B

3288 REM S :
= ngg ET UP CHARACTER ARRAY
E;E EET IF=CHR¥ 17+CHR¥ &
+?i:g;§? ﬁf=l$+CHR$ 144+CHRE 145
%:g;=?ﬁfcti+CHﬁ$ I1S31+I1$+CHR¥ 15
h;zgﬁic;a;+l$+EHH$ 156+CHRY 157
.jjf LET BF=I#+CHR$% 144+CHRE 147
:;:+;$R$ 148+CHRE 142+I5+CHRE 15
ﬂéiﬁﬁf 1535+ IF+CHRT 1S8+CHRE 159
=@ FOR J=1 TO &: LET T*f’B*Eé'
¥ 1&44: NMEXT J e
=78 RETURN
=88 REM SET UP UDSs
578 LET A=0

@8 LET A=A+1: FOR N=@ TO 7: RE

AD B: FOKE USR CHR:
. [ Dy | _-";: 4
NEXT N LAASHRT TN B

£18 IF A<21 THEN
&28 RETURN

&30 DATA 1,1,72
R ,1,241,159,241 ,144 24

&A@ DATA 128,128,149 ,249,143,73

G0 TO 400

132

13 ‘!1
48@ DAT
128,128
497 DATA
148,245
72¢ DAT
75

712 DATA
Ag

72@ DATA
35,162
732 DATA
&7

74@ DATA
78,255
75@ DATA
&, &7

748 DATA
. 159

77@ DATA
, 255

788 DATA
252

792 DATA
5,122,102
a@@ DATA
1,48

g1@ DATA
_ 231,46
828 DATA
&

8I@ DATA
2,8

W)

oo

243

Wi
5 A 5 & F

245 ,148,243,14
75,41,287,9,15,%,255,
149,244 ,146,241,159,24
149,47,73,143,249,145,
1,255,144 ,248,144,243,
64,255,9,15,9,207,41,1
67,42 ,42,63,16,17,20,2
o55,178,178,255,2,1%4,

248,2@,1?,1&,63,42,42,

o522 84,84 ,252,8,200,42
9,196,467 ,64,255,85,89
=1 ,40,200,8,252,84,84,
255,231 ,219,219,231,25
ap,?5,46,7@,255,231,23
129,12?,126,&@,255,255
4.2,38,255,28,25,231,6

132 ,74,49,127,49,74,15

g4@ RETURN
os@ REM SET UP SCREEN
gs@ FOR J=0 TO 31: PRINT FPAPER
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134

Li"N/Y3AT PY+1 P nng

R¥ 143;AT J,31;CHRE 143:

872 FOR J=1 TO I#LEVEL
8980 LET X=RND*25-
298 IF ATTR (Y, X)<-

10 e85 T
@@ FRINT FAPER &: INK
XsT$( TO RND*5+1): NEXT J

918 FOR J=1 TO 4

928 LET CHAR=1&4-J

930 FOR K=1 TO I+LEVEL
P48 LET Y=RND*19: LET X=RND*29
?5@ IF ATTR (Y,X)<>48 THEN GO

TO 4@ a
48 PRINT PAPER &:

Y,X:;CHR% CHAR '

7@ NEXT K: NEXT J: RETURN
gem REM DESTROY TARGET
9B LET C=SPY+1%(R(F1)=@):

D=SFX+1% (R(P2)=0) e

1888 IF A1=9 OR A?=9 THEN ﬁﬁzmT
PAFER 13 INK 13AT SPY+R(F1),

Xz" ": GO TO 49@

1

1210 LET SCORE=SCORE+ (1@%5) %l EVE

L: IF HSCORE<SCOR

L: IF HSCORECSCORE THEN LET Hs
1820 FOR K=1 TO 2
1038 FRINT QOVER 1;
@;AT SFPY,SP '

+ 42

104@ BEEP .1,1@: NEXT K

1850 FRINT PAPER &; INK
- K @:aT g
Y,SPX;" “3;AT C,D;" * e

1848 LET J=4: RETURN
1878 REM DESTROY TANK
1882 FOR J=1 TO 5: PRINT QOVER 1

: BRIGHT 1; PAPER &; INK Z:AT BY
~_"3AT FY,P

JPX3"1/";AT PY+1,PX;"
PAUSE 2:

e ¥

INEK. J+13:AT

FAPER &3 INK
X3sCHR¥ 42:4T C,D:CHR

1& 1;*11 sAT B,J:CHRS 143;:4T7 21
: 4Z: NEXT J: FOR J=@ TO
: PRINT PAPER 1- AT g
H

1: INK 1:AT J.@:

LET Y=RNDx*Z@
- +48 THEN GO

1:AT Y,

NEXT ks
1 A70 REM
11@E FOR J=0 1: EBEE
(17 &Y: PRINT FAFER 4
T 3,83,,% MEXT J
{11ip PRINT PAFPER &; INK 234
1@: "HIGH SCORE";AT 7,123 HSCO
T 1@, 1@; "YOUR SCORE":AT 12,17
ORE
{10@ PRINT PAPER 43 INE 23AT 15
@;* DO YOU WANT TO TRY AGAIN ¥
Snve INFUT p#: IF pE="N" THEN F
2

XN

Ry

W [T

P .2
™ 3
s

5A
Th

].:- -
; % iggﬁkju ?qz

M

Bt

“T1 rd :a froh

al
| ]
=

RINT PAFPER 43 INE @: AT 18,133

vEtn: FOrR J=1 TO &: BEEF 25,12

MEXT J: STOF

IF pEs>ry" THEN GO TO 1128

RINT PAFER &3 INE @3;AT 20

nEMTER LEVELT: IHPUT L%z LET

LE%E*~{“”BE L¥)—48

1145 IF LEVEL<! OR P EVEL X3 THE

N G0 TO 1148

1144 CLS 2 50 7O 8

115@ REM INSTRUCTIONS
158 PRIHT AT 1,12:"ROBOTANEY:

RINT “"You are the commander of

ha': PRINT "latest design in ta

¥z, the": PRINT "’'RC ROTANE . ¥
control the tank®

1178 FPRINT "by entering a series
of commands": FPRINT "which will
be interpreted and®: PRINT "the

n carried out.”

119@ PRINT : PRINT "Each command
iz represented by a single let

ter and you have to”

1192 FRINT "press the ENTER key

after typingin each one. You can
have a"

1708 PRINT “series of up to 31 C

ommands. "

121@ PRINT : PRINT "Only the fol

el et Ed
_‘J ek e wi
wr i
&ﬁﬁ
'TJ

%1

i rt 7T

e

1

(w11

lowing commands willbe acted upon.”
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1215 PRINT #1:AT @,.3: "BRECS Gy tank collides w%th any ) chject

KEY TO CONTINUE": FALUSE @ then the game will end.”
1218 CiLg FRINT : PRINT : PRIN 13368 PRINT : FPRINT 'Durlng Hgéyh

T : PRINT : PRINT vour current score ﬁﬁd the hig
1228 FPRINT @ PRINT "  F....forw score is displayed. V-

ard ® 1358 PRINT : PRINT "The points v
12360 PRINT *  R....turn right" alue of each target you dﬁit:ﬂr
1248 PRINT ® Leaaoturn laft” increases with each ahkempq' th
1258 FRINT *» S....shoot” 1368 FRINT : PRINT “"There are -
1292 FPRINT ® D....delete last res levels of play each increas
instruction® ' ing the number of targets and
1253 PRINT *© = o m o their value.™

{;;é_é%:HT S e e - iE;E eRINMT @ PRINT "Enter the le
1258 G0 SUR 594: PRINT #1;AT 3,= vel of play (1-3377 UEl = (CODE L
: "FRESS ANY KEY TO CONTINUE": PA 1388 INPUT L$: LET LEVEL=(CODE -

USE @ #)-49: IF LEVEL<1 OR LEVELX3
1278 T8 « FPRINT “The game start N GO TO 1786 ) BEEE m

= with a battle tield being dr 1390 FPAPER &: INK @: BO :

awn on which a number of targ e = 5O 7O S8

ats will be shown.”

1288 PRINT : FPRINT “"The targets

consist of anti—tanktraps, anti-

tank guns, rocket launchers, r

adar stations and command post

_

1298 PRINT : PRINT "VYou have 2ig

ht attempts with which to des

troy all the targets®

1382 PRINT : PRINT "The 'ROEOTAN

.7 will be displayedat the Eotto

m of the screen. As vou enter vo

ur commands they": PRINT "will b

€ topied onto the top of the =c

reen.

frorah

L

1318 PRINT : PRINT "Once you hav
e entered thirty onecommands the
tank will start off"- FRINT "on
its mission.™

1313 G0 SUEB =@: PRINT #1:AT @,3;
"FRESS ANY KEY TO CONTINUE": Fau

SE

1220 CLS : PRINT : PRINT "If the
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MARTIAN ATTACK

Original program by N. Stojanovic

x:rt;:; lﬂiick is an arcade-style game, in which you must save
Im nasty green matrians. To d ' ‘
ElEpir ans. o this vou use both a
plane. The plane is used to sh "
while the helicopter attem it plators ot
pis to reach the landi
" I ng platform at t
Chz nc;fetl‘n;[e s}izreen. As you near the platform the alien modullr-j:;3
change o c)ead.s and tl.'le points scored for destroying them
mereas s. Unce the helicopter reaches the platform you pass
e negt le\.rel of the game. At each successive level
number of aliens increases. = e
angfcysu0 sfcore 25 points for each module you destroy, 75 for heads
Or an octopus. If you land the helicopter on the platform

you score an additional 100 poj
points. T .
plane use the following keys: © move the helicopter and

Plane
Q —Up
M — Down

I — Turn around
P — Fire a missile

Helicopter
[sHIFTIQ — Up
[sHIFTIM — Down
[SHIFT]I — Left
[SHIFTIP — Right

Program Description

20-60 Read and install the user defined graphic symbols. Three

complete sets are defined at diffe
110-148 Data for UDGCs. o siages ot the game.

160-17¢ Print the title.

180-200 Draw a high resoluti
e gh resolution box, then play the introductory

138

240-296 Instructions.

110-3606 Print the city and the martian headquarters.

170-420 Print the score and high score.

140-480 Dimension arrays and set variables to their initial values.
490-520 Print both the plane and the helicopter in their starting

positions.

530 Play a tune.
450-720 Detect which key has been pressed and cotothe

\olevant subroutine. Set the initial values of some variables.
136-840 If the invasion has been beaten then print the score and
high score. Then print a message.

1350-1040 If the aliens win, play a tune and request the player to
clect another game.

2000-2050 Subroutine to print the helicopter crashifit hitsa

module.

21060-2150 Subroutine to print a helicopter crash if it hits an
octopus.

2200-2350 Print a collision between a missile and the helicopter.
2400-2440 Print an explosion if a missile hits a head.

2500-2540 Print an explosion if a missile hits an octopus.
2600-2650 Print a collision between the plane and a module.
2700-2750 Print a collision between the helicopter and the plane.
2800-2959 Print a collision betweern a head and the plane.
3300-3350 Clear the screen.

3500-3560 Print the score.

3600-3680 Routine to destroy the plane.

3700-3780 Routine to destroy the helicopter.

3500-3870 Routine for eliminating the heads, then print the score

and high score.
2900-3970 Routine for eliminating the modules, then print the

score and high score. .

4500-4520 Subroutine to decide if an octopus is to be generated.
4530-4550 Check that the octopus has not crashed.

4560-4590 Check that the octopus has not moved off the screen
then print the octopus.

5000-5200 Randomly selecta position at which to print a module,
then check a crash will not occur. If a crash will not occur, then

print a module.
5500-5680 Change the modules to heads, and check a crash has
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not occured.

5800-5900 Subroutine to eliminate an alien which has been hit.
6000-6040 Move the plane up.

6100-6160 Move the plane left.

6200-6260 Move the plane right.

6300-6430 Subroutine to check if the plane has crashed. This
routine uses locations 23684 and 23685 in memory to check the
last print position in the display file. If the print position is not zerd
then continue to check for a crash.

6500-6650 Move the helicopter up.

6800-6870 Check if the helicopter has crashed whilst moving up.
7000-7160 Routine to move the plane downwards and to the left.
1200-7260 Move the plane downward and to the right.
1500-2570 Move the helicopter down.

8000-8040 Change the direction in which the plane is moving.
8500-8530 Move the helicopter left.

8540-8650 Check that the helicopter has not crashed.

9000-9430 Fire the missile either to the left or right depending
upon which direction the plane is moving.

9500-9650 Move the helicopter to the right and check for a hit
when a missile is fired either left or right.
1@ POKE 23452.8
28 REM graphics
2@ FOR k=1 1O =
48 FOR 1i=0 TO 1&7
=@ READ blus: POKE LSRR "a+i b
lus
&8 MNEXT i

/@ IF k=1 THEN G0 TO 140
8@ IF k=2 THEN B0 TO za@
7@ IF k=3 THEN GO TO 370
108 MNEXT k

118 REM graphics data

128 DATA 49,74,132, 32,132,
132,132,143,82,33,33,33,33,3
.2,0,0,0,0,8,64,128

121 DATA S&,é9,131,131,131,131,
67,54

122 DATA 48,?3,134,4,4,4,4,4,12
8,80,322,0,2,0,0,0

140

- P <3 4T
1:-}3 DQTQ 4?5?4, 1':‘:2, 1-—?2, 1\-=.l_§ 1\-—3.1_,

£ A

132, 132,128,464,32,32,32,32,408,16
- i = T =X
124 DATA 8,16,32,64,64,32,34,28
125 DATA 31,2,4,4 ,4,2,2,1,248,

%.8,0,8,14,32,192,8,0,4,8,156,32,

44,128 )
124 DATA 6B,66,179,128,128,129,

b, &8 B
127 paTA 4,8,28,32,32,32,28,0
178 DATA 255,146,147,149,182,16

&,238,255,255,103,101,77,191,181

12?2 DATA #,0,2,0,0,0,0,8,8,0,2,
2,2,3,0,8,8,0,0,0,0,2,28,0,2,0,0,
°.e,0,2,0,0,0,0,0,8,8,0,8

1@ DATA 255,195,195,195,195,19

5,195, 195,255,195,195,195,255,25
= ,755,255,15,6,6,351,63,127,255,2
s5,@.8,8,255,255,255,255,255,2,0
@,z248,7257,254,255,255 _
"1Z1 DATA @,4,12,28,40,62,127,25
5ol o7 ¢ 15§50 T o Ty 1 5 B, 255 ; 255 4 255,
E%S:EéE,ESS,ESS,12?,128,192,192,
24 192,192,128,08,60,28,24,24,24
24_ 56,468 _
"iz2 paTa 24,24,60,60,126,126,25

L) t ma]
Ty o

133 DATA 127,127,127,127,127,12
7,755,48, 128,240,136, 132,254,254
255,12 _
"i{za pata 9,8,15,16,112,127,255,

-4 = | ey '?
48.@,8,178,464,32,254,255,12

1Z5 DATA é,z4,aa,am,aa,24,24,§g
1=& DATA 8,8,8,255,165,165,165,
165 -

137 DATA B,24,60,36,126,66,66,2
ss,15,31,31,8,7,128,255,255, 255,
255, 255,8,255,08,255,255,248,248,
248 ,16,224,1,255,255 )

138 DATA 25,4,30,35,67,67,635,12
,?24,0,8,1,195,255,254,@

139 paTaA @,224,62,255,252,0,0,8
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,240,15,255,255,131 ,54,94,128,3,
225,127 ,63,463,1,2,7

14@ DATA 24,36,36,126,255,129,1
2%,255,255,255,153,153, 153,153, 1
53,189

i41 DATA 7,8,0,128,195,255,1727,
®,255,32,128,196,194,194,252, 48

142 DATA 2,3,124,255,563,0,8,0,1
5,240,255,255,193,56,6,1,192, 135
s 254,252,252, 128,464,224

14T DATA 2,8,0,1746,8,0,0,0

144 DATA 6@,124,719,255,126,182
, 36,68
q1?§1DﬁTﬁ 60,908,126 ,68,82 137,13
g AT

144 DATA 146,64,10,81,4,49,1736,
4,72,81,126,241,36,80,08,134&, 144,
32,64,156,8,8,1346,48

147 DATA 146,946,467 ,27,66,4,134,
1,32,8,65,216,0,281 ,4,7
ligs DATA 130,68,48,54,88,20, 464,
1538 REM prologue

16480 BORDER 2: PAPER 2: INK 7: C
LS

17@ PRINT AT 4,17;"L";AT 5,1:"
AHCDC EF JK I DC B";AT 7,@; "#xxx
EEHENE NHEEXEN HHERE XN = *":QT it

LA "E X #* * * K X ¥ ¥
®*"3: AT 9,3;“**** ¥ e 3 R X
* #%  ":AT 18,8:;"% = *
* ¥ % ¥ ¥ ¥ % ":AT 11,@;3"
¥ .3 * 3 ¥ OHEE H ¥

19@ PLOT @,15@0: DRAW 255,@8: PLO
T @,55: DRAW 255,@: PLOT 149,142
202 BEEP .1,5: BEEP .2,1@: BEEP
.1,12: BEEP .3,17: BEEP .35/21:
BEEP .85,19: BEEFP .@5,17: BEEP
.@5,15: BEEFP .@5,11: BEEP .2,9:
BEEF .1,12: BEEP .2,15: BEEP .1,

11: BEEP .25,1&4: BEEP .1,721
218 PRINT AT 21,8;" press any

149

key to continue ...

2720 FAUSE @

221 RBRORDER @: PAFPER @: INK 7: C
LS = FLOT 255,12: DRAW —255,8: E
FEF .@87,27: DRAW B,163%: BEEF .@7
,27: DRAW 255,@: BEEP .@7,27: DR
aly @#,—-14%: BEEFP .Q7,27: PLOT 8,8
#: DRAW 255,8: BEEF .807,27

227 PRINT A7 1,1;"The Earth has

heen invaded'! ";AT 2,13 "You mus
t destrov the aliens.";aAT 35,1370
nly yvour jet can do this.";AT 4,

13 "Your helicopter is used to";A
T S,1:;"to reach the alien platfo
rm. 38T &,1:"The aliens will now

change";AT 7,1;"form and you wi
11 pass to the”

2273 PRINT AT 8,1:;"next level.”;
AT 12,18; 76000 LUcK®

224 PRINT AT 18,2: "press any ke
v to continue": FAUSE @

242 CLE

25@ FLOT 255,12: DRAW —-2535,8: B
EEF .@7,27: DRAW @,163: BEEFP .87
,27: DRAW 255,8: BEEF .87,27: DR
oW @,—-1&63

268 PRINT 4T 1,1:;"Control keys:
neaT 3,1z "plane: ;AT S,153"I-oppo
site":AT 6,1:;"P-missile”;AT 7,13
"R-up"3; AT 8,13 "M—down": FRINT AT

1@,1;"helicopter: ";AT 12,13 "8HI

FT I-left";AT 13,1;"SHIFT F-righ
;AT 14,13 "SHIFT G-up";AT 13,13
"GHIFT M—down” )

288 PRINT AT Z21,2:; "press any ke
v to continue": PAUSE @

Zi® BORDER S: PAPER 5: CLS

3280 GO 7O 124

40 PRINT INK 2:AT 12,1:;"CDE":

INK 4: PRINT AT 192,73"F K KK"
= IMNK 2Z: PRINT AT 12,24;"CD": 1IN
K 4: FRINT AT 19,243 "K F"
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144

Z41 INK &: PRINT AT 28,1; "BAB"
INK. 4: PRINT AT 2@,4: "GHI K K&
K GHI": INKE 2: FPRINT AT 2
B,2:;"CE":AT ZB,2@:"CPE": INK 7:
FRINT AT 28,74:"BE"

42 INK @: PRINT AT 21,8:"@
Faaapa a aP": INK &: P
RINMT AT 21,1:"BAE": INK 1: PRINT
1,43 "K0O": INE I: PRINT AT 2
J": INK 7: PRINT AT 21,9:"B
NE 4: PRINT AT 21,12:"K":AT
7 KE"3AT 21,2&3"K": INK 2:

FRIMT AT 21,14 ;"LH": INE &4: PR

INMT AT Z1,2@8;"BAB": INK 7: PRINT

a7 21,24:;"AB": INK 2: PRINT AT

21,273 "NG": INK 3I: PRINT AT 21,2
Gz ugn

ISR OINK 1: PRINT AT 1,15:"R":AT

2,1@; "13IIISTUIII2 ' '

66 GO TO 19

I7@ INE @: PRINT AT @,2; "SCORE
PREH z 3 HI 808B": INE

1: PRINT AT @,17;"HI": INK 2: F
RINT AT @,18;3:"EDC™

I8@ LET nji=@

399 INKE @: IF nj<i@ THEN FPRINT

AT @,28;"@0A"snji: GO TO 440

46@ INE @: IF nj<ied THEN PRI
NT AT 8,28:"B8";nji: B0 TO 44@

41@ INE @: IF nj<i@@8 THEN PRI
NT AT 8,28;"@":nji: GO TO 44@

420 INE @: PRINT AT @.28:nj

47@ REM s=et initial value of v
ariables

iﬂ@ LET a=3: LET z=1

5@ LET c=3: LET d=3: sCc=

e d=3: LET sc=@:

468 INK B: PRINT AT B,15:d:AT7 @
,22:c: GO SUR IS51@ o

47@ LET e=@: LET =@: LET x=0:
LET y=@: LET w=@: LET b=0 )

488 DIM r(al): DIM mi{al): DIM nia

=
L

aflane

3y DIM s{a): DIM ht(a): DIM g{al:
DIM uiarz: DIM vi{ay: DIM kia}
497 REM helicopter , plane, 1inil
tial positions

=pe LET ax=12: LET ay=25: LET k
h=17: LET khh=4: LET kg=8: LET g
y=@: LET =x=0: LET ey=A: LET bm=
i: LET bg=8

=@1 LET hx=kh: LET hy=khh: LET
gu=kg

i@ INE 1: PRINT AT hx,hys"HIT
=2@ [ME 2: PRINT AT ax,ays: "JELY
==@ BEEF .1,5: BEEF .2,1@8: EBEEF
.1,12: BEEFP .3,17: BEEF 30,21
BEEEF .@5,19: BEEP .85,17: BEEF
.@5,15: BEEFP .@5,11: BEEF .2,9:
EEEF .1,12: BEEP .2,15: BEEP .1,
11: BEEPF .25,1&: BEEP .1,21:

=47 REM main part of program
=58 RANDOMIZE

s&6@ IF hx<7 THEN G0 TO 551@
=7@ IF hx>»=7 THEN GO TO 5@18@
sE@ LET t$F=INKEY#

5¢@ IF t#="q" THEN GO TO &818
L33 IF t#="0" THEN GO TO &51@
4L1@ IF t4="m" THEN GO 7O 70818
L42@ IF t#="M" THEN GO TO 7518
&Z@ IF t#£="i" THEN GO TO 8214
&43 IF t4="1" THEN GO TO 8518
&5@ IF t#="p" THEN GO TO 2010
L6@ IF t£="pP" THEN GO TO 9251@
&7@ IF b=1 THEN GO TO 4518
&BE IF y>1@—a THEN LET b=1i: LE
T yv=@: LET kg=3: LET gy=hy: 60 T
0 45104

£90 IF x»1@—a THEN LET b=1: LE
T %x=@: LET kg=ax—1: LET gy=INT (
Ti*RNDY: GO TO 4518

708 LET x=x+1l: LET y=y+l1

718 LET sc=sc+l

72@ GO TO 568

730 REM defense
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A0 L I'T se=gc+1@@: GO SUBR 3516
/00 INK 1: FLASH 1: PRINT AT 1@
y 103" succes ! S the invas
ion is suppresed ! "z FLAEH @:
FRINT AT 13,33 "prepare yourself
there is""" another fleet of 1
nvaders” " comming '
768 BEEP .1,3: BEEFP .3,46: BEEF
«Bgiae BEEF :2;9= BEEF .1;13:¢ BE
£EF .1,7: BEEF .4,11: BEEF .7,17:
FAUSE &6

778 B0 SUBE Zpi@: GO SUB 3218
788 GO SUB 3314

798 IF a=7 THEN GO TO 8i@

8@ LET a=a+l: LET z=z-.2

812 IF sc<9999 THEN GO TO 440
828 PAPER 2: INK 7: FLASH 1: PR

INT AT 10,8;" vou have ocbt
ained won the best poss
ible score! ": FLASH 8@: PAPER
=

=@ BEEP .1,3: BEEP .3,4: BEEP

.6,13: BEEP .2,9: BEEP .1,13: BE
EF .1,7: BEEP .4,11: BEEFP .7,17:

FAUSE 2S5

248 GO TO 244

858 REM invaders victory

B&6@ INK @: PRINT AT @,1S5:;d4d:;AT @
223c: GO SUB 35180

878 FOR i=1 TO 3=

888 BORDER 1: BEEF .2,359: BRIGH
T 1: BEEP .2,43: BORDER 7: BEEF
2,002 BORDER 1: BRIGHT ®: BEEP
.2,5%: BORDER 2: BORDER S

878 NEXT i

88 S50 SUEB 3314

218 FOR i=5 70O 1S

2280 INK 2z PRINT AT i-1,1;3*®

"'AT i,

s "the earth has been invaded!"'
BEEF .2,3

8 NEXT i

146

4@ G0 SUB 3318

gS@ INK @: FPRINT AT 18,1:;"do vyo
u want another game (y/n)}7?"

53 LET t$=INKEY®

o7@ IF t#="np" THEN PRINT AT 12
,5: "maybe some other time!";AT 1
=,11;"good bye '": BTOF

8@ IF t#="vy" AND sc>7999 THEN
RUN

oo IF t%="v" THEN GO TO 1@1@
1882 GO TO &4

1@1@ IF scx»ni THEN LET ni=sc
1@A7?@ GO SUBR 381@: 50 SUB 391@
143@ GO0 SUB 3310

1@4@ GO TO =9@

230 REM helicoppter crash

2E1@ INK @: PRINT AT m{i),ndi¥z”®
ST m{ir+1,n{ids"T"3;AT hx sy ®
ST": BEEP .5,3: FRINT AT m(i) ,n(
iyz" ":AT m{iX+1,n{1)3" ";QT B
w.hys "
2@28 LET k(i)=1: FOR j=1 T0O a: L
ET m(3iy=@: LET u{jy=r(jlz LET wi{
jy=n(j): NEXT j: GO SUB 3581@: FO
E j=1 TO a: LET r(i)=ufil: LET n
(iYy=v{j):z NEXT 3

2033 G0 SUBR 716

Z@4@ GO SUB Z514@

@53 GO TO 566

2120 REM octopus —helicopter cra
sh

7112 INE @: PRINT AT gx,gy:"P"3A
T hx,hy3"S7": BEEP .5,3: FRINT A
T gx,gys" "3AT hx,hys" " g
2126 GO SUB 7148

213@ LET kg=@: LET gx=0: LET gy=
@: LET b=0

214@ GO SUB 3510@

2158 GO T4 35348

2200 REM MISSILE CRAGSH

2218 PRINT INK @:AT m{i),n{i);"
g':AT m{iY+1,n{i);"T": BEEF .35,3
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: FRINT AT m(iY,n{id" "3 AT m{i}
+l,n{i)yg™ =«

2228 LET k{(i)=1: FOR j=1 TO a: L
ET m(3)=8: LET u{jd=r{(id: LET wv¢
1¥=nij): NEXT j: GO SUE S581@: N
R 3=1 TO a: LET r{jijY=u(jd: LET n
{J¥=v{j): NEXT j

L238 LET sc=sc+25: G0 SUB =510
2248 50 TO 540

2302 REM helicopter-missile cras
h

2318 INE O:
2 BEEF .5,53
2328 LET sc
LET sc=0

2338 G0 SUB 3512

2Z4@ G0 SUB 714

2Z5@ GO TO 560

2420 REM missile crash o

2418 INK @: FPRINT AT h{(i}),g(i)z"

U%: BEEP .5,3: FPRINT AT n{i),g(i
}:u ]

2428 LET ki{i)=1: FOR j=1 TO a: L

ET h{3)=@: LET u(i)=s(j): LET v {

3¥=g(3)z: NEXT j: GO SUE S581@: FO

R 3=1 TO a: LET s(jY=u(i: LET g
(3=v(3j): NEXT j ‘

2438 LET sc=sc+75: GO SUE 3510

244 50 TO S48

2580 REM octopus — missile crash

2318  INK @: PRINT AT gX ., gvys "
: BEEF .35,3: PRINT AT gx.gys" ©®

2328 LET sc=sc+58: GO SUR 351i@

FRINT aT hxmhy;"ST"
FRINT AT hx,hyg® ¢
c—-58: IF sc<@ THEN

—
=

2533 LET kg=8: LET gx=8: LET gy=

d: LET b=8

2348 G0 TO 548

26808 REM the module - plane cras
h

2618 INE B: PRINT AT m{i),n{i);g"
S AT m{id+1,n{id; "7 ;AT ax says "
PEAR": BEEP .5,3: FRINT AT m{i),n
(i}3"™ ":;AT m{i)+1,n¢i);" ";AT ax
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- rm 31

;Z;é LET k(i)=1: FOK jfl TO 3:1%
ETbm{j}=@: LET u{iy=r{il}: LET v
;3= MEXT j: GO SUEB =gi1&: O
jr o=

20 r{jY=u{il: LET n

R i=1 TO a: LET-

(jy=vi{3id: MNEXT 3

2433 G0 SUB 3613

;&48 o0 sup 3512

26580 GO TO 568

;753 gEM helicopter — plane cra

h & -I!S Il=

i?l@ INE @: PRINT AT hh,ﬁy, im%

ET ax ,ay; "PER": BEEF '5’f= PR
T hx hys” " AT ax,ays .

??E@ LéT sc=sc—10@: IF sc<@ THEN
LET sc=0

~73@ G0 SUB 35106 _

;?4@ G0 SUB 3610: GO SUB =718

275@ GO0 TC 568 ~

~op@ REM the head - plaﬁe cr???“

;813 INE @: PRINT AT h(i},git ER

;"-QT ax ,ay: "PaR": BEEP s ) g

INT AT h(i),g{i};“ AT ax;ays

[ 1 a : L
2872@ LET k{i)=1: EDR %fiaTgci S
ET h(jy=0: LET u{iy=s{il: h- v
jy=g(ir: NEXT 3= G0 SUB_SBIB.

é j=1 TO a: LET s{3iY=u{jr: LET g
(iY=v{i): NEXT 3 -

203Z@ GO SUB 3618

-g4@ GO SUB 35186

205@ G0 TO 568 B
~o@a@ REM octopus — plane ﬁff;qug
;?18 INE @: PRINT AT gxlgy, N;
; ax ,ays; "PAR": BEEP .5:&: ﬁRI

AT gx.gvys" "2 AT ax,8Y3

292@ GO SUB 3610 _
~9T@ LET kg=@: LET gx=@: LET gy
@: LET b=0@

~294@ GO SUB =518

o5 GO TO 560

=ZZ@A@ REM clear screen
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331@ PRINT AT 1,@;3"
";lﬂ«—{ 1,16;" B

we

AT Z,@;5" “:AT Z,21;"
3328 FOR i=3 TO 18
3338 PRINT AT i,@;"

2348 NEXT i

2350 RETURN

2008 REM score printing

3318 LET rc=sc

3328 PRINT INK B: IF sc<1@ THEN

FRINT AT @,46; "B0D":5c: RETURN

3338 INK @: IF sc<i@@ THEN PRIN
T AT B,4:"08";5c: RETURN

2948 IF sc<1888 THEN PRINT AT @
G538 350 RETURN

Zo0@ INKE @: PRINT B,63sc

35680 RETURN

3688 REM plane destruction

36180 LET c=c-1

3628 IF c=8 THEN G50 TO 840

2638 INE 8: PRINT AT 8,225

3640 LET ax=12: LET ay=25: LET +
=@ }
35658 INK 2: PRINT AT ax ays; "JIKL"
36468 BEEP .@5,S: BEEF -1,18: BEE
F 15,15

3678 LET v=8

688 RETURN

7808 REM helicopter destruction
371@ LET d=d-1

3728 IF d=@ THEN GO TO 860

3738 INK @: PRINT AT @,15;:d

3748 LET kh=17: LET hu=17: LET Kk
hh=4: LET hy=4: LET e=R -
37538 INK 1: PRINT AT he hy; "HI®

3760 BEEF .@5,5: BEEF .1,1@: BEE
P .15,15

778 LET x=0@-:
37868 RETURN
800 REH elimination of the heads
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I81@ FOR 1=1 TD(g\ e
Te2A FRINT AT hixr/,Q0 "
e3P LET s(i)y=8: LET h(i)=@: LET
g{i)=0
840 NEXT 1
=858 LET w= ) -
=pe@ INE @: PRINT AT @,8;3 ECQEEE
AT B,25;"HI": INK 1: PRINT AT @
"yo.nprts INE 2: PRINT AT 2,183
v £ n [ = .
EDCY y
78 RETUR ‘ )
zop@ REM elimination of the modu
les -
zZoid FOR i=1 14 a3 _ o
zo2@ PRINT AT m(id,n{i’s’ AT m
(iy+t,n{id;" " o
A IRAL CET (i}=0: LET m(i}=@: LET
n{i)=a
I248 NEXT 1
oSk LET w=@ ) -
192@ INE @: PRINT AT 8,63 SEGEE
JAT B,25;"HI": INK 1: FRINT AT @
P m.upzv: INK 2: PRINT AT 8,183
3 Lo
EDCH 4
3978 RETURN ‘
= tion
=A@ REM octopus gengrsa a )
zgxa 1ET o=INT kg: LET kg;kg+1!;
/S: LET gu=INT kg: IF gx=> ?NEET
w=3 THEN LET kg=4: LET o=4:
=4
422@ IF gx=@ THEN GO T0 457@
45%TA REM check for a crash .
As4@ IF gz=hx AND {(gy=hy ?R"gyég
v+1) THEN FPRINT AT o,gvys :
1O 2110 )
ASS@ IF gx=ax AND {(gy=ay R gv=a
y+1. OR gy=ay+tZ} THEN PRINT AT
a.,gy;" ": GO TO 291@ e &
AS4@ IF gx>18 THEN LET gx=18: G

TO 866 L
25?@ INK 2: PRINT AT o,gYs s AT

gﬂnginﬂu

1
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4588 BEEFP .R5%z 49
45928 GO YO 7i@
SE28 REM module generation
?%1@ IF bm=8 THEN G0 SUE =81@:
LET bm=1l: LET bg=0
EEEE iF w=a THEN GO TO 5890
SAIB LET p=INT (3isRND)
5@4@ IF p/{1@-a)-INT (p/(1B-3)})<
@2 THEN &0 TO Saes o
ZEBS8 LET w=w+1
SB&B LET riw)=4: LET miw)=4: ET
ni{wl =g B
=78 INK &: PRI w .
FUs AT m(w}+1,n{2§:§;“m{“i,R{H};
5030 IF w=@ THEN 60 TO S8
—SA78 FOR i=1 TO w
ﬁ}ﬁ@ LET o=INT r(id: LET r{(il=r¢
%}+1H2 SHsC/Z20880: LET mi{i)=INT
(ri{i}?
5118 IF mlid=o THEN GO TO S1483
2128 REM check for crash
SIEB'IF m{i}+i=hx AND (n({i)=hy O
S n{i)=hy+1i} THEN FRINT AT o.n(
ié;“ "SAT o+rl,ndidy® "2 GO TD?EQ
5143-IF m{i)+i=ax AND {n{i)=ay O
Roniil=ay+l OR n{i)=ay+2) THEN
PRINT AT o,n{i):;" ":AT o+i ni{i):
"M GO TO 2610 ’ ’ ’
S158 IF m(i)> T 1) =
B0 h S 17 THEN LET m(i)=1
= 4 :
:;??=TREHT AT o,n{id);" ":AT o+i,
9178 INK 1: PRINT AT mii).n(i)="
FP: AT m{id+1,n(iy:"gn R
S180 BEEF .@5#%z,39:
5128 NEXT i
SZ28@8 G0 TO 580
So@@ REM head generation
=51@ IF bg=0 THEN GO SUER 391i@-
LET bg=1: LET bm=0 ]
9328 IF w=a THEN GO TO S59@
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=530 LET p=INT (Z1xRND)

5548 IF p/ (18-a)—-INT {(p/ {18-3a) )<

@ THEM GO TO 5588

S55@ LET w=wtl

5548 LET s(w)=18: LET hi{w)=1@: L

557@ INK 2: PRINT AT hiw),glw?:”

N

s=a@ IF w=@ THEN GO 7O 58@

=598 FOR i=1 TO w

S4A@ LET o=INT =s{i): LET s{i)=s(

iY+1.2/2/6+sc/280808: LET h(i)=IN
={17}

=&1i@ IF h{i}=o THEN GO TO 5&50

=628 REM check for a crash

S63I@ IF hi{id)=ax AND (g{i)=ay OK

g{iY=ay+1l OR g{iY=ay+2) THEN FR

INT AT o,g¢id¥:* ": GO TO 2818

SLA@ IF hii)»18 THEN LET hi(il)=1

8: GO TO 848

S&58

INK 2: PRINT AT o,gf(i)s"” "3

AT h{i),g{i};"N"

5660
2678
54680
=208
SB810
=829
=830

EBEEF .85%z ,29

NEXT 1

50 TO SBa

REM ejection of hit invader
LET w=w—1

LET 3=1

FOR i=1 TO a

so4@ IF k(iy=1 THEN GO TO 587@

s285@ LET ul(jy=u{il: LET v{j)=vi1

3

5860 LET j=i+l

58780 NEXT 1 :

sge@ FOR i=1 TO a: LET k(i)=0: N

EXT i |

=Sa9@ FOR i=j+1 7O a: LET u(i)=@:
LET v{i)=8: NEXT 1

5288 RETURN

L4800 REM moving the plane up
&A18 LET =x=@

5@2@ LET ox=ax: LET ov=ay
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L@3@ IF £=0 THEN GO 70O 4113
&£84@ IF f=1 THEN GO TO &218
61098 REM move up — left directi
on
&£118 LET ax=ax—1: LET ay=ay-—-1
&12@0 IF ax<é THEN LET ax=&: LET
ay=oy: GO TO &7@
&£138 IF ax<@ THEN LET ay=8: LET
akx=ox: GO TO &70
£14@8 GO SUBR 6310
6138 INK Z: PRINT AT ox,oy;" "
;AT ax,ay; "JKL"
&168 GO TO &70
&£208 REM move up — right direct
ion .
6218 LET ax=ax—1: LET ay=ay+1
6228 IF ax<éd THEN LET awx=4: LET
ay=oy: BO TO &706
&23@ IF ay>29 THEN LET ay=29: L
ET ax=ox: 80 TO &78
&£244 GO SUB &310
&25@ INE 2: PRINT AT ox,ovy:" .
sAT ax,ay; "EDCH
£268 GO TO &78 '
388 REM check for plane crash
6318 FOR i=8 TO Z
328 PRINT AT ax,ay+i;
&350 LET sad=PEEK Z2Z4B4+254%PEFE
23685
6348 IF PEEK sad<>@ THEN 80O TO
78
&358 NEXT i
&368 RETURN
6378 IF ax=hx AND (ay+2=hy OR ay
+i=hy OR ay=hy 0OR ay=hy+1) THEN
PRINT AT ox,oy;" " BO TO 271
@
80 FOR i=1 TO w
&37@ IF {(ax=m(i)+1 OR ax=m{i)) A4
ND (ay=n(i) OR ay+i=n{i) OR ay+2
=n{i1i)}) THEN PRINT AT ox,oy;"
": GO TO 2610

LA4P@ IF ax=h{i}) AND (ay=g{i} OR

ay+l=g({i} OR ay+2=g(i)} THEN R

INT AT ox,ovs"” . GO TO 28148

5418 RNEXT 1

5428 IF ax=gx AND {(ay=gy OR ay+l

=gy OR ay+2=gy! THEN FRINT AT o

X Ovs " ": GO TO 2914

&43@ RETURN

&50880 REM moving the helicopter

u

&giﬁ LET o=INT kh: LET kh=kh-.3%

zz LET hu=INT kh

&528 LET ad=1

L5350 GO SUB 4816

£54@ IF hy»8 AND hy<21 AND hx=2

THEMN LET hx=3: LET kh=3: GO TC

&E7E

&55@ IF hx=8 THEN LET hx=1: LET
kh=1: GO T0 &7@ _

&6PB REM helicopter print posit

iom — vertical

6618 PRINT AT o,hys® "

44628 INE 1: IF e=8 THEN PRINT A
Bt Ghiye Y HI"

zbsa'zxﬁ 1: IF e=1 THEN FRINT A

T hx,hy;"AB"Y

&40 BEEP .881,55

&£658 GO TO &7@

&80 REM check helicopter crash

{vertical move)

&481@ IF hx=80 THEN BEEP .881,355:
G0 TO &78@

&B2@ IF hx=ax AND (hy=ay—-1 OR hg

=ay OR hy=ay+1 OR hy=ay+2) THEN
PRINT AT o,hy:" “: GO TGO 271@

48370 FOR i=1 TO w

&84@ IF hx=m{i)+ad AND C(hy=ni{i)}

OR hy+1l=n(i}) THEN PRINT AT o.h

vz  ": GO TO 2814

£85@ NEXT 1

&B86@8 IF hx=gx AND (hy=gy OR hy+l1

=gy} THEN PRINT AT o,hys" ": G
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070 2110

5878 RETURM

7828 REM move the

721@ LET ==82 prans down

3@%@ LET ou=ax: LET ov=ay

7838 IF =@ THEN GO TO 7110

7848 IF =1 THEN GO TO 7721@

71803 REM l=ft move down

7118 LET ax=ax+i: LET ay=ay—1

7128 IF ax»18 THEN LET ax=18: L

ET av=oy: GO TO &7@

7138 IF ay<@ THEN LET ay=@: LET
X=px: G0 TO &78

7148 GO S5UB 6310

713@ INK 2: PRINT AT nx,ny:"J "

;AT ax,ay; "JKL® -

7168 GO TO &70

?EBE REM move down right direct

10on

7218 LET ax=ax+1l: LET ay=ay+1

7220 IF ax>18 THEN LET ax=18: L

ET ay=oy: GO TO &7@

7238 IF ay>»29 THEN LET ay=2%9: L

ET ax=ox: G0 TO &702 |

724@ GO SUB 46310

72538 INK 2Z: PRINT AT Oox ,ovy; " "

s AT ax,ay;"EDCH

7260 B0 TO &78

7588 REM move helicopter down

75318 LET o=INT kh: LET kh=kh+.4%x

z: LET hx=INT kh ’

73280 LET ad=0

7oZ@ GO0 SUB 4818
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7548 IF hx=2 AND (hy=%9 OR hy=18
OR hy=28 OR hy=19) THEN LET hx=
1: LET kh=1: GO TO 470

755@ IF hy>1@ AND hy<19 AND hx=2
THEN GO TO 748

75363 IF hx=18 THEM LET hx=17: L

ET kh=17: GO TO &7@

7578 GO TO 44610

2206 REM rotate plane

8310 LET +=1—-+

220

INE 2: IF =@ THEN PRINT A

T axyay:"JKL"

oA AT
T 3%,
2844
a850a
B51@
8526
v d NE s
8530

INK 2: IF f=1 THEN PRINT A

ay;“EDC"

GO 70O &7@

REM move helicopter left

LET y=8: LET e=l

LET o=INT khh: LET khh=khh-
LET hy=INT khh

IF hy=oc THEN BEEP .0@01,55:

GO TO 678

8544
g55a

REM check for crash
IF hx=ax AND hy=ay+2 THEN

PRINT AT hx,o:" "z GO TO 2710

85468
8578

ND hy=n{(i) THEN PRINT AT hx,o03

85808
8594

FOR i=1 TO w
IF t(hx=m{i)+1 OR hx=m{(i)) A
G0 TO 201@

NEXT 1
IF hx=gx AND hy=gy THEN PR

INT AT hx,o3" ": GO TO 2116

B&08

1IF hx=1 AND hy=1&6 THEN LET

hy=17: LET khh=17: GO TO &7@
8618 IF hx=2 AND hy=28 THEN LET
hy=21: LET khh=21: GO TO &7@
9428 IF hy<@® THEN LET hy=8: LET
thh=0: GO TO &708

8670 INK 1: PRINT AT hx,o3" ":A
T hx,hy; "AB"

8443 BEEP .001,55

265@ GO 7O 670

g@0@ REM missile firing

9@1@ IF sc-rc<4%z THEN GO TO &7
@

028 LET rc=sc

9038 IF =8 THEN GO TO 2110
o@34@ IF f=1 THEN GO TO 931@
2188 REM fire to the left

211@ LET ex=ax: LET ey=ay-—1
2128 IF ey<@ THEMN GO TO &7@
9138 LET eh=hy+1: GO SUB 27104
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148 INE @: PRINT AT ex,ey;"H"
Fi5@ FOR 3=1 TO 1@
?168 LET sy=ey: LET ev=evy-1
21780 IF ey<@ THEN PRINT AT ex,s
v "z GO TO &703
180 GO SUB 98460
7198 INK 8: PRINT AT ex,sy:i"™ ":A
T ex,ey;"M"
F2068 BEEF .0821,39
F218 NEXT 3
F228 FRINT AT ex,ey;® ¥
2238 GO TO &78
?3080 REM Fire to the right
7?5318 LET ex=aux: LET ey=ay+3
320 IF ey>31 THEN GO TO &70
F338 LET eh=hvy: GO SUB 97108
4@ INK @: FRINT AT ex,ey;"H"
2?58 FOR 3=1 TO 1@
368 LET sy=ey: LET ey=ey+i
378 1IF ey>31 THEN FRINT AT ex,
sy;" ": GO TO &70
788 G0 SUB 98406
298 FRINT AT ex,sy:"” ";AT ex,ey
s |
7408 BEEFP .001,59
410 NEXT j
420 PRINT AT ex,ey;" *®
248 GO TO &70
25808 REM move helicopter right
2518 LET y=08: LET e=0
5320 LET o=INT khh: LET khh=khh+
«o¥z: LET hy=INT khh
25338 IF hy=o THEN BEEF .001,55:
GO TO &7@
2548 REM check for crash
7558 IF hx=ax AND hy+i=ay THEN
FRINT AT hx,o;" ": GO TO 2710
568 FOR i=1 TO w
9378 IF (hx=m{i)+1 OR hx=m{i)) A
MD hy+i=n{i) THEN PRINT AT hx,o
" ": GO TO 20106
588 NEXT i
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959@ IF hx=gx AND hy+l=gy THEN

FPRINT AT hx,op;" ": GO TO 211€

o&4P@ IF hx=1 AND hy=13 THENM LET
hy=12: LET khh=12: GO TC &7@

o&1@B IF hue=2 AND hy=% THEN LET

hy=8: LET khh=B: GO TO 478

QLZR IF hy 38 THEN LET hy=3@: L

ET khh=3@: GO TO 478

&I OINK 1: PRINT AT hx,o3"  ":A

T hxhys "HI®

2&64% BEEP .081,55

26458 GO TO &78

788 REM hit checking 1

27138 FPRINT AT ex,evy;

G728 LET sad=PEEK Z23T46B4+2546#PEEK
23685

973Z@ 1IF PEEK sad=@8 THEN RETURN
2748 IF ex=hx AND sy=eh THEWN GO
TO 2318

7582 FOR i=1 TO0 w

9748 IF (ex=m{il+1l OR ex=m{(il)} A
ND ey=n(i} THEN GO TO 2216

g77@ IF ex=h{i) AND ey=g{i} THEN

GO 70 2418

9788 NEXT 1

9798 IF ex=gx AND ey=gy THEN GO
TO 251@

EEA RETURN

g5@ REM hit checking 2

2868 PRINT AT ex.,evy;

9878 LET sad=PEEK 23484+256%PEEK
23685

2288@ IF PEEK sad=0 THEN RETURN
9898 IF ex=hx AND ey=eh THEN FR
INT AT ex,sys;" ": GO TO 2318
9@ FOR i=1 TO w

291i@ IF {(ex=m{i)+1 OR ex=m{i)) A
ND ey=n(i} THEN PRINT AT ex,sy;
none 5O TO 2210

99280 IF ex=h{(i) AND ey=g(i} THEN

PRINT AT ex,sy:;"” ": GO TO 241@

9938 NEXT 1
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F242 IF ex=gx AND ey=gy THEHN

INT
7950

AT aex,sys"

RETURN

T
=

G0 T 2516

o

Original program by E. ]J. Barfield

Dogfight, is a two-player game which allows you to become a
fighter pilot. The game consists of an air battle between two
planes, the aim being to score thirty hits on your opponent’s plane
in order to destroy it.

The game start with a brief introduction, and then you will be
asked if the game is for one or two players. It is more fun to play
against a real opponent, although selecting one player will allow
you to play against the computer. You will then be asked to select
which type of plane you wish to fly, either a biplane or a modern
jet. Bi-planes are much slower than jets but are more
manouverable since jets have a larger turning circle.

To move your plane around the screen and fire your machine
guns, use the following keys:

PLAYER 1 PLAYER 2
Q — Left O — Left
W — Right P — Right
A — Fire L — Fire

Player one has the green aircraft, player two the yellow one.
Keeping a control key pressed will result in the plane moving
continuously either left or right, resulting in a circular motion.
Once you get close enough to your opponent, you will be able to
fire your machine guns and each burst of fire will register
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between one and four hits. Your guns will not fire if you are
located at the edge of the screen. At the bottom of the screen the
number of hits registered on each plane is displayed. Once you
have shot down your opponent, the score for each plane is
displayed, and you are invited to play again, with the option of
changing aircraft type.

An additional feature of this game is that you will be asked if
you wish to have clouds. If this option is taken, several large white
clouds will be drawn, though rather slowly. This is because this
routine uses the spectrum CIRCLE command, but they are worth
having. The planes are nct printed onto the screen at a location
covered by a cloud, giving the illusion of the planes disappearing
behind them. You may fire your guns whilst flying through clouds,
but you are not able to hit another plane if it is within the clouds.
Dogfight is a zap-bang fun-to-play game with sound effects
created by a short machine code routine.

Program Description

30 POKE to force CAPS LOCK.

50 Set ramTOP and install the machine code routine for the sound
effects. _

100-180 Dimension strings and arrays, then set up variables.
210-230 Print the number of hits on each plane, then detect if a
key has been pressed.

240-300 Set the direction of the plane and then check that it does
not go out of the screen area.

310 Sets the pointers for strings, Al and Bl which represent the
planes, to give correct image in accordance with the direction it
is moving.

330 Erases the previous image of the plane.

350 Detects if a cloud is present in front of the plane, andif so,
sets a flag to indicate this.

390 Generates the sound effect with a call to the machine code
routine, and then prints the image of the plane using strings Al
and Bl.

400 Detects if a key press represents fire.

420-450 Fire the machine guns.

460 Check to see if any of the bullets have hit the enemy. If a hit
has been scored, then increment the plane’s score counter.
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480 Mimics a key press if a one player game has been selecteii.
520-180 A repeat of the routines from 230 to 460 for player two's

plane. .
800-810 Read and install the user defined graphics (UDGs) for the

bi-plane. .
850-870 Read and install the UDGs for the jets.
1090-1120 Set up character arrays Al and Bl to represent the

bi-plane. '
1140-1170 Set up character arrays to represent the ]et_s.
1190-1380 Routine to create an expansion effect for either plane

once thirty hits have been registered. .
1390-1470 Routine to print the scores, and write a second game

with the option of changing aircraft types.
1490-1640 Instructions, with requests for the number of players

and the type of aircraft required.

1 REM 1190=H119@: REM 1338=:
60 SUE 13Z@: REM S8@=: 50 SUEB 58
F: REM 63@=: G0 SUB &3@: REM B48
—: G0 SUB B&@A: REM 9@@=: GO SUE
A0

2@ REM FORCE CAPS LOCK

3@ POKE 234658,8

4@ REM INSTALL MCH CODE FOR SO
UND

=@ CLEAR &5343: LET CL=65343

4@ FOR N=@ TO 22: READ B

7@ FPOKE CD+N,B: NEXT N

s@ paATA &,75,197,4,25,62,1,211
254 ,14,252,6,25,62,17,211,254,1
6,252,193,16,236,201

9% REM DIMEMSION & SET ARRAYS

1@@ DIM A%(1&): DIM B¥(1&): DIM

R(4): DIM S(3): LET R(1)=@: LET
R(2Y=1: LET R(3)=0: LET R{4)=-1
. LET S(1)=79: LET S(2)=7&: LET

5(3)=80: LET BP=@: LET EP=@

11@ REM GO TO INSTRUCTIONS

120 GO TO 1486

1T@ REM SET INITIAL VARIABLES
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148 LET HP=@: LET HE=@: LET SHO

aT=@

15@ LET SPEED=2%(PLANE=1)+4% (PL
ANE=2}: LET TAG=8: LET FLAG=@: L

ET Pl=1: LET P2=2: LET E1=3: LET

ER=4

1648 PAPER 1: INKE S: BORDER 1: C
LS

178 LET KEY=@: LET PY¥=1: LET FYX
=1: LET PY1=1: LET PX1i=1: LET PN
=1: LET PNi=4

188 LET KEE=@: LET EY=19: LET E
X=3I@: LET EY1=19: LET EX1=3@: LE
T EN=S: LET ENi=8

190 REM CLOUDS

Z20 50 SUB 119@

21@ REM PRINT SCORE AND DETECT
KEY PRESS

2280 PRINT #1,AT ©0,10: "HITS TAKE
N': PRINT #1; PAPER 1; INK 4;AT
2,1;A%F(1 TO 4)3;"-": PRINT #1; IN
K 43AT 1,1;B$(1 TO 4);"-": PRINT

#1; PAPER 13 INK &3;AT @,27;"—-";
AE(S TO 3): PRINT #1; INK &:A4T 1
273 "=":BE(5 TO 8) |
2@ PRINT #1;AT @,7;" ";AT 9,7
sHP3AT @,25;"  ":AT 8,25:HE: LET
KEY=CODE (INEEY$)

24@ REM SET FLANE DIRECTION %
MOVEMENT

250 LET P1=F1+ (1% (KEY=87))+(—1%
{(KEY=81}): LET P2=P2+ (1% (KEY=87
PI+H (1% {kEEY=81)}

268 IF Fi1<1 OR P14 THEN LET P
=42 (F1<{1)+1%(F1>4)

278 IF P2<1 OR P2>4 THEN LET F
2=4x (PR2I1 )41 % (P234)

288 LET PY=PY+R(FP1)*SPEED: LET
FX=FX+R{(FP2)=5PEED

298 IF PY>192 OR PY<1 THEN LET
FY=1®% (PY>19)+19% (PY<1)

@@ IF PX>3@ OR PX<1 THEN LET

pX=1% (PX:38)+3@0%x (PX<1)

=1@ LET PN=1#((R{P1)=08) AND iRi
p2)y=1)1+Sx { (R{P1)=0) AND {RiPL)-
~131)4+9% ((R{(F1}=—1) AND {R(PL2=E)
y 1% ((R(P1Y=1) AND (R(P2)=8)):
LET PNi=FN+3 .
o REM ERASE OLD IMAGE OF FLA
NE |
zz@ IF FLAG=@ THEN PRINI iﬁfi
R 13 INK S;AT PY1,PX13" AT F
i+1 . PX1; ¢
34é REM DETECT & CLOUD
T5@ IF ATTR (PY+2,PX)=135 OR ﬁTT
r (PY-1,P¥X)=15 THEN LET FLAG=1:

GO TO 428

4@ IF ATTR (PY,PX+2)=13 OR ﬁTT
R (PY,PX—-1)=15 THEN LET FLAG=1zx

GO TO 488 ~

=z7@ LET PY1=PY: LET PX1=FX

zo@ REM PRINT NEW PLANE IHABE_

9@ RANDOMIZE USR CD:z LET FLAG=
@: PRINT PAPER 1; INK 4;AT FY,F
X:AF (PN TO PNL);;AT PY+1 ,PX; BF (PN

TO PN1)

4@ IF KEY=65 AND (1*(PY>3qﬁND
PY<18)+1% (PX>3 AND PX<27))=2 THE
N  BEEF .@82,5: 50 TO 438

41@ GO TO 494
- 42@ REM SHOOT

4=@ LET SPY=FY: LET SPX=FX: FOR

k=1 TO 2: FOR J=1 TO 3= LEZ SPY
=GPY+R(F1): LET SPK=SPX+R£P¢}

z5  IF ATTR (SPY,SFX)=135 DR\?
TTR (SPY+1,S5PX+1)=15 THEM GO
0 460 - _

A4@ FRINT OVER 13 PAPER 1; i??

4: AT SPY,SPX;CHR¥ (45% (R(P1)=0
+1é4*(R(P2)=E});ﬁT SPY+1,Sﬁx+1;C
HR¥ (45% (R(P1)=0)+124x (R(P2)=@})

AS@ REM DETECT HIT

4@ IF ATTR (SPY+R(P1) ,SPX+R(P2
y)1=14 OR ATTR (SPY+R(P1}+1,5PX+R
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{(F2)+1)=14 THEN LET HE=HE+1: IF

A

HE>38 THEN GO TO i7og
47@ BEEF .@08%(K<2) ,5: NEXT J:
tgi SPY=PY: LET SPX=FX: NEXT I
SFY=0: LET SPX=@: & '

LET P @: RANDOMIZE

488 REM SET KEY PRESS
oo ESS FOR SPE

478 IF PLAY=1 THEN RANDOMIZE @

Q LET Z=INT (RNDx12Q): IF Z<55 T
ENM LET KEE=S(INT (RND#3 I
o Rl { D¥ZY+1)=
E?g IgEPLQY=1 THEN GO 1O sS4p
= : _ ) g
e M DETECT KEY FRESS PLAay
228 LET KEEE=CODE {INKEY%$)

238 REM SET VARIABLES :
e ¢ LES FOR MOVE

%42 LET E1=E1+(1*(HEE=BB))+{-1*
(KEE=7%2)): LET E2=E2+ (1% (KEE=80
I+ (-1 % (KEE=79) ) | )
23@ IF Ei<1 OR E1:4
¢ 4 THEN
1=4%(E1<1)+1%(E1>4) T E

S&@ IF E2<{1 OR E2>4 TH |
. . yap EN
¢=4*(E2{1}+1*(EZ}4} HETE
578 LET EY=EY+R(E1)*SPEED. 1
EX=EX+R(EZ) *SPEED SR LET
58@ IF EY>19 OR Ey<i
_ <1 THEN
EY=1%(EY>19)+19% (Ey< 1) -ET
59@ IF EX>38 OR EX<1
>3 <1 THEN
EX=1%(EX>30) +3@% (EX< 1) ==
:?a REM SET DIRECTION OF PLANE
@ LET EN=1%((R(E1)=0B) AND (R(

E2}=1))45% ((R(E1)=@) AND (R(EZ)=
—1))+9% ((R(E1)=-1) AMND (R(E2) =0

)+13# ((R(E1)=1) AND
(R =@) )
LET EN1=EN+3 e

628 REM ERASE OLD IMAGE

??B IF TAG=@8 THEN PRINT PAPER
3 INK S:aT EY1,EX1;" ;AT Ev1

+1,EX13" »

648 HEH_ DETECT CLOuUD

£56 IF ATTR (EY+2,EX)=15 OR ATT
R (EY-1,EX)=15 THEN LET TAG=1:
GO TO 718

560 IF aTTR (EY,EX+2)=15 OR ATT
R (EY,EX—-1)=15 THEN LET TaG=1:
G0 TO 71@

678 LET EYi=EY: LET EX1=EX

48@ REM FRINT PLANE IMAGE

493 RANDOMIZE USR CD: LET TAG=@
. PRINT FAPER 1; INK &:;AT EY,EX
saf(EN TO EN1);AT EY+1,EX;BF(EN
TO EN1)

708 REM SHOOT

71@ IF KEE=7& AND (1% (EY>3 AND
EY<181+1%(EX>T AND EX<27))=2 THE
N GO TO 73@ |

778 GO TO 788

7Z@ LET SPY=EY: LET SFX=EX: FOR
k=1 TO 2: FOR J=1 TO 3: LET SFY
=SPY+R(E1): LET SPX=SPX+R(EZ2}
735 IF ATTR (SPY,SFX)=15 OR A
TTR (SFEY+1,SPX+1)=15 THEN GO T
0 760

74@ PRINT QOVER 1; PAPER 13 INK
&3 AT SPY,SPX;CHRE (45% (R(E1)=02}
+124% (R(EZ)=@) ) ;AT SPY+1,8FX+1;C
HR$ (45% (R(E1)=B)+124% (R{(E2)=0)!
758 REM DETECT & HIT
7@ IF ATTR (SPY+R(E1),SFX+R(EZ
y1=12 OR ATTR (SPY+R(E1)}+1,5FX+R
(EZ)+1)=12 THEN LET HP=HP+1: IF

HP>Z@ THEN GO TO 1298

7@ BEEF .B@8* (K<2),5: NEXT J:
LET SPY=EY: LET SFX=EX: NEXT K

70@ LET SPY=@: LET SFX=@: LET K
EE=@: RANDOMIZE USR CD: GO TO 23
@

79@ REM UDGS FOR BI-PLANE

oAp RESTORE 84@: LET A=0

810 LET A=A+1: FOR N=@ TO 7: RE
AD B: POKE USR (CHR¥ (143+a))+N,
B: NEXT N



B2 IF A<?1 THEN &

2 ‘21 THEN GO TO

BI0 RETURN He
840 DATA 1,1
1,128,128, 255

_13

,255,2086,255,47, 61,
.115,255,194,188, 17

838 REM UDGBS FOR JETS

848 RESTORE 1808: LET A=@

g??? LET A=A+1: FOR N=@ TO 7: RE
L P: POKE USR (CHR% (143+ )
Br hewn b (1435+8) )y +N,
888 IF A<1& THEN &0

G ! T B7
89@ RETURM ; .
788 DATA 1,1,1,1,7 /51,8, 1h8 1“

3 1"'.'
L—"—-l-.--’? 1q8,hh4,a—h4 11‘_8 m
1QfgenﬁTH 1,61,47,255, 35,25531
3
: 188, 194 Loy, 115, 235,128,12
728 DATA @,1,7 A
7 1,1,1,8,12
_hi,hh4 128, 1h8 1”8 I“B =
I8 DATA 78 28,286,286 28,28 28,2
?;Eéﬁqﬁ . 48, 4@ Sﬁ,ué y 287 .
DATA ©8,9,0,0 18,96, 5 2
¢,8,8,8,6,6,255 76e 253,
?d@ DQTQ 239,28,28,28, 20,20,28,
r'-n'" AT = > =
c} 4.{, ,\..i ,-..}& 4@ 4E,d6,d& ’
éﬁ DATA 255,946,994 8,0,0,0,0
+5,46,8,0,0,0,0 ’ i
4“73 DQTQ 1:2,&& 41,12,78,76, 234
%%JJ,éa 148,48 114,49 152,14@
. E DATA 152,733,108 48,464, SB 5|
995 égiéum,:a,_,_4,144 g
198,207,122
S vas e F.126,12&
1?@2 DgTﬁ d:y 1,3,15,32,38, 183,255
£8,128 192,24@ 120,106,283, 255
1812 DATA 15,1,1,1 1,; 7,1, im 1
28,128,128, ILB 1? y 224, 1?8
1820 BQTQ 255, 1@;,UB,JB,;5,9,1 1

i}~ ~

s 230,18, I“B 242,192,128,
2 12
1838 DATA 1 ?,3 1 1, 1 1 IS ILB g

24,192,128, 1 2 178
P 2 1”8 “43
1@4@ DATA ILB 19L,IbB 176 202 . 25

‘—-"—

v,a-n_?
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2. 254,143,143 ,254,252,252,176,16
7,192,128

175@ DATA 1,3,.5,13,63,63,127,241
241,127 ,463,63,13,5,3,

1340 DATA 0,8,8,08,1,485,97,255,25
5,97,45,1,2,8,2,0

i@7@ DATA ©.,2,0,0,128,13@,134,25
= o755.134,130,128,2,0,2,0

u.,;..dd,
1387 REM SET WP CHﬁRﬁCTEH ARRAY
FOR BI-FLANES
13978 LET I#=CHR$ 17+CHR¥ 1
1102 LET af=I$+CHR¥ 154+CHR¥ 152
+I4£+CHRS 1S53Z+CHRE 155+ I1$+CHRF i4
A+CHRE 145+ 1$+CHRE 15@0+CHRF 151
1113 LET EF=I%+CHRF 15B+CHR® 156
+12+CHRE 157+CHR$ 159+1$#+CHR# 14
AE+CHRE 147+ 1§+CHR+ 148+CHR¥ 149
1120 RETURN

113@ REM CHARACTER ARRAY FOR JE
TS

114@ LET I$=CHR¥ 17+CHR¥ 1

115@ LET Af=IF+CHR¥ 15&4&+CHR¥ 152
+I$+CHEE 1S4+CHRS 158+1%+CHRE 14
A4+CHRE 145+1%+CHRE 15@+CHRY 151
1148 LET Bf=I13+CHR$ 157+CHR¥ 153
+TE4+CHRS 155+CHR$ 159+ 1$+CHR¥ 14
LADHRE 147+ 1F+CHR+ 148+CHRF 149
1178 RETURN

118@ REM CLOUD ROUTINE

119@ FRINT "DO YOU WANT CLOUDS Y
78"z INFUT Z#: IF ZH{-"YH THEN

CLS : RETURN

1780 FAPER i: INK S5: BORDER 1:
15 = LET CLOUD=INT (RND*3)+3 :
121@ FOR J=1 TO CLOUD

1228 LET FL=RND*18@+2@: LET FLL=
RMD* 1 06+20

123@ FOR k=1 TO 3

1240 LET CL=PL+RND#*15+3: LET CLL
=FLL+RND®*15+3: IF CL+1@>255 OR C
LL+1@>175 THEN GO TO 1248

175@ FOR P=@ TO 8: CIRCLE PAPER
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13 INK 7;3;CL . CLL,P: NEXT P

1260 NEXT K: NEXT J

1278 RETURN

1280 REM EXPLOSION ROUTINE

129@ IF HE>3@ THEN GO TO 13S@
1308 PRINT PAPER 1; INK 7;AT PY
PX3"  ":AT PY+1,P¥gn o

1318 FOR J=1 TO 2: PRINT PGPER
1; INK &3 OVER 1;AT PY,PX;CHR$ 1
&23AT PY+1,FX;CHR: 1&8:AT PY,PX+
1;CHRF 161;AT PY+1,PX+1;CHRS: 143
: RANDOMIZE USR CD: RANDOMIZE Us
R CD: RANDOMIZE USR CD: NEXT J
1328 FOR J=1 TO 2: PRINT PAFER
1; INK &; OVER 1;AT PY—-1,PX:CHR$

1623AT PY+2,PX;CHRE 14B:AT PY 4P
A+Z23;CHRE 161:AT PY+2,PX+2:CHRE 1
&£3: RANDOMIZE USR CD: RANDOMIZE
USR CD: RANDOMIZE USR CD:z: NEXT
o

1338 LET EP=EF+i1

1248 GO TO 1396

13538 PRINT PAPER 1; INK 7:AT EY
sEX3"  "3;AT EY+1,EX;" v '
1368 FOR J=1 TO 2: PRINT FPAPER
13 INK &3 OVER 1:4T EY,EX;CHR¥ 1
&23AT EY+1 ,EX;CHRE 16Q3; AT EY, EX+
1;CHRE 1&61;AT EY+1,EX+1;CHRE 143
= RANDOMIZE USR CD: RAMDOMIZE us
R CD: RAMDOMIZE USR CD: NEXT J
1378 FOR J=1 TO 2: PRINT PAFER
1; INK &3 OVER 1i;aT EY—-1,EX;CHR%
1623 AT EY+2,EX;CHR¥ 168; AT EY,E
X+2; CHR¥ 1&13;AT EY+2,EX+2:CHR% 1
&3: RANDOMIZE USR CD: RANDOMIZE
USR CD: RANDOMIZE USR CD:: NEXT
J
138@ LET BP=BP+1

1378 PAPER 1: INK 7: BORDER 1: C
LS

148@ REM SCORE ROUTINE
141@ FRINT AT 1,12;"SCORE": PRIN

170

T FAPER 1: INK 4:;AT 4,4:;AF(1 TO

4y;-";AT 5,43B$(1 TO 4);"— ";A
T 7,.5:BP: PRINT PAPER 13 INK 6&;
AT 4,213" -";A%5(5 TO 8);AT 5,21;

v —v.RBE(S TO BY; AT 7,23;3EFP
142@ FRINT AT 8,3;"Another try Y
ANz INPUT Z%: IF Z#="N" THEN ©C
TOF
143@ PRINT AT 12,23"1...Bi-plane
5 Z...dets": INPUT PLAN
14473 IF PLAN=PLANE THEN LET FLA
NE=PLAN: GO TO 142 -
1458 PRINT "Flease wait while 1
take them out of the hangers.”
1457 GO SUE e8@8x (FPLAN=1)+856% {(FL
AN=2): G0 SUR 1@9@x(PLAN=1)}+11403
#{PLAN=2): LET FLANE=PLAN: GO TO
14@
147@ 5TOF
148¢ PAPER &: INK 1: BORDER &: C
LS
1490 REM INSTRUCTIONS
1588 FRINT AT 1,11;"DOG FIGHT":A
T 3,1:"This is your chance to be
come":AT 4,1:"a fighter ace of t
he ﬁaét or";:AT 5,1;"present."Yau
may fly a slow but";AT &,1;"rel
iable bhi-plane or a sl=zek";AT 7,
1: "modern iet”
1S1@ PRINT AT 7,11;". You can ch
allenge a";AT B,1;"friend to aer
ial combat, or if";AT P,13"you p
refer yvour opponent will";AT 1@,
1:"be the notorious Yon Spectrum
1 5%
iSEB PRINT AT 12,9;"How many pla
rs?":47 13,135"1 or 2¢
1550 INPUT G#: LET PLAY=(CODE 0%
y—48: IF PLAY<1 OR PLAY:>2 THEN
G0 TO 1538
1548 PRINT AT 15,4; "Which type o
f plane do you";AT 1&6,4;"want to
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Fly?"sAT 17,12;"1 Bi—plane";AT
18,12:"2 Modern jet"
1358 INPUT @f: LET PLANE=(CODEF @
+£3-48: IF FLANE<1 OR FPLANE>2 THE
N GO TO 1554
153680 CLS : PRINT AT 1,1;"While I
get the planes out of";AT 2,1:3"
the hangers, here are your";AT 3
»1;"flight instructiong:-"
1578 FRIMT AT S5,1:;"You must scor
e thirty hits on";AT &4,1:"the en
emy plane in order to";AT 7,1:"d
estroy it. Your machine guns”; AT
8,1;"will allow vou to score he
twesn”
15388 PRINT AT 9,1:"one and four
hits per burst.";AT 11,4;"PLAYER
1"3AT 11,28; "FLAYER 2":;AT 12,17
: ' {Von Spectrum)";AT 13,4:;"KEY @
—Left";AT 13,20: "KEY DO-Left®
15728 FRINT AT 14,4;"KEY W-Right"
AT 14,208; "KEY P-Right":AT 15,43
"EEY A-Fire";AT 15,20:;"KEY L-Fir
e"1AT 16,4;"(Green) ";AT 16,203 " ¢
Yallow)";AT 17,13;"Holding a maove
ment key down";AT 18,1:"will cau
s& your plane to circle";AT 19,1
:"Jets move faster than bi-plane
5“
1608 PRINT AT 28,1:"and have a 1

arger turning";AT 21,1;3"circle.”_

1610 GO SUEB B03* (FLANE=1)-+850% (P
LANE=2): GO SUE 1@890* (PLANE=1)+1
14@x (FLANE=2 .
16280 FRINT #13;AT 1,3; "PRESS ANY
KEY TO CONTINUE": PAUSE @

163@ CLS @ FPRINT AT @,1:"You wil
1 also see clouds drawn. ;AT 1,1
: "Your plane will disappear once
"iAT 2,153"it enters a cloud, and
then" ;AT 3,15 "re—appear on the
other side.";AT &,12;"6G00D LUCK!'»

14540 FRINT #13AT 1,3

KEY
a

TO START":

FAUS

E

: "PRESS ANY

@Az

GO T4 14
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PLANE ATTACK |

Original program by B. Houlsworth

Plane Attack is an all action game, requiring skill and
determination to succeed. You are the pilot of a heavy bomber
and your mission is to destroy the enemy factories and then land'.
your plane.

Your_a_rmaments are machine guns loaded with 500 rounds of
ammunition, and unlimited number of high explosive bombs and
Six .cluster bombs. Each cluster bomb is equivalent to three
01‘rd1nary bombs. During the game your fuel level will be
displayed at the bottom of the screen, along with the number of
clust.er bombs and bullets you have left. In addition, the number
of hits your plane has received from anti-aircraft fire will be
shown.

The game starts with factory buildings of various heights being
drawn, along with anti-aircraft guns and trucks. Your plane will
appear at the top left-hand side of the screen and will fly
continously across it; you can only move the plane either up or
dom. There are six anti-aircraft batteries firing at you, three of
which are visible and may be bombed. Your plane can withstand
twelve hits from these guns before it explodes! |

?ou are advised to fly as low as possible in order to avoid
be;ng hit and to increase the rate at which you can bomb. Both
buildings and ground targets can be machine~gmme_d)uﬂl§.i;1[g
low enough to do this requires both skill and da.ring.-a__

Your fuel is limited to ten thousand pounds, and will be
3<‘;'onsurorllle]:c)1 fas’cear-b if you climb. Eventually your fuel will be so low
ou will be unable to move it wi ,
lose height and crash!! vour plane up and & will gradually

. To control your plane and fire the weapons use the following
eys:

Q —-Up
A — Down
B — Drop bombs
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C — Drop cluster bombs
M — Fire your machine guns

Just as with a real aircraft, there will be a delay between
pressing a key to drop a bomb and the bomb actually dropping.
You should therefore keep the key pressed as the front of the
aircraft passes over the target.

This program has the unusual feature of using sCREENS function
to detect the user defined graphics (UDGs). To do this the RAM
locations, 23606 and 23607, which normally hold a value which is
256 less than the start of the character set held in rOM, are reset.
These addresses are temporarily changed to point to the UDGs,
the test using sCREENS is then made, and then the addresses are
changed back to point to the normal character set. When the test
is made screeng will return a value of zero if a UDG is not present,
and a value of between 32 and 52 if a UDG is found (graphics
characters A-U).

As a result of this local switching of character sets, should you,
for any reason, stop the program using CAPs SHIFT and BREAK, during
this routine, then your Spectrum will produce garbled text. Don't
panic, simply use DELETE in the normal way to move the cursor to
the left hand side of the screen. Ignore the printed garble and
type in the normal way pPoke P1, Al then press ENTER, move the
cursor to the left again and type poke P2, A2 then press ENTER, and
all will be restored. You will not be able to see what you type but
the Spectrum will understand and obey.

This program will run on a 16K Spectrum if the instructions
(lines 1390-1520) are typed in as a separate program, in which
case the cosus in lines 1450 and 1490 are to be removed. An extra
line at the end of this program could load the main program. The
main program can then by typed in with the following changes.
Line 60 should read coto 560, remove the RETURN statements from
lines 770 and 830, then change line 1090 to read coTo 10.

Program Description

10 Tape loading instructions.

20 rokE to force CAPS LOCK.
40-50 Initialize the variables and dimension the strings. Variables

P1 and P2 are the ram addresses for the start of the character set,
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Al and A2 are used to point to the normal character set, while A3
and A4 are used to point to the user defined graphics.

70-80 Initialize the variables to set the initial fuel level and the
starting position of the plane.

100 Detect a key press.

130-190 Set the variables to register if a bomb has been droped
or if the plane is to be moved.

200-250 Move the plane forward and either up or down if
required to do so.

260-310 Drop either a normal bomb or a cluster bomb.

320-330 Explode a normal bomb.

340-360 Explode a cluster bomb and decrease the number of
cluster bombs left by one.

380 Fire the machine guns and decrease the number of bullets
left by 20.

400-500 Decide at random if an anti-aircraft gun is to fire then fire
the gun.

4170 Detect if the plane has been hit, and if so then increase the
number of hits scored so far by one.

900 Detect if the plane has landed safely, and if so co To the end of
game routine. )

520-530 Decrease the amount of fuel by five pounds, then test if
the number of hits on the plane is greater than 12. If it is then co To
the end of game routine. Finally, update the display at the bottom
of the screen.

560-570 Read and install the UDGs.

580-1170 Data for the UDCs (graphics characters A-S)

190-830 Set up the character arrays to represent the plane and
the machine gun bullets.

850-1090 Set up the screen display by printing random height
buildings, three anti-aircraft batteries and eight trucks. The fuel
and ammunition status is printed at the bottom of the screen.
Finally, the plane (A$) is printed at the top of the screen.
1100-1140 Set the raM locations, 23606 and 23607 to point to the
UDG character set, then use screens to detect if a UDG is present
at a given location. If a UDG is located there, then the plane has
collided with an object and the program will co To the plane
explode routine. If no UDG is detected then the program will
RETURN to the main loop.
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1160-1170 Explode the plane then co To the end of game routine.
1180-1230 Set the variable to move the plane one place forward,
then test to see if the plane has either collided or landed. Move
the plane forward and then RETURN to the main program loop.
1250-1370 The end of game routine which rapidly and
continously produces sound and changes the border colour. The
number of bombs, cluster bombs and bullets used as well as the
number of hits received is printed. The program then asks if you

require another game.
1380-1520 Instructions.

1@ REM TO LOAD TYFPE LOAD""
20 POKE 234658,8: REM FORCE CAP
S LOCK
=B REM  SET VARIABLES AND DIME
MSIONM ARRAYS
4@ LET KOUNT=0: LET END=@: LET
BEUL=5@0: LET CluU=4: LET MC=@: L
ET EX=@: LET Sk=1: LET GR=4: LET
=1: LET Di=7: DIM D¥(4): DIM A
(142
=@ LET P1=23&06: LET F2=23607:
LET Al=PEEK P1l: LET AZ=FEEK FZ:
LET A=USR "AY-23&: LET A3=A-2Z56
#INT (A/725&): LET A4=INT (A/2546)
6@ GO SUB 1390
7@ LET BOM=@: LET HIT=@: LET F
UEL=10800@: LET Y=0: LET X=08: LET
Yi=Y: LET Xi=X: LET ¥¥=@: LET X
=31
P@ LET STaT=0: LET AkK=6: LET ¥
=@: LET H=@: LET EX=@: LET El1=0:
LET BZ=08
28 REM DETECT KEY FRESS
1@ LET KEY=CODE (INKEYH)
11@ REM MAIN PROGRAM LOOF
17@ REM SET POINTERS TO DETECT
BOMB RELEASE ETC
138 IF EEY=&46 AND STAT<>1 THENM
{ ET BOM=1: LET KOUNT=EOUNT+1: L
ET Bi=Y+2: LET B2=X+3: LET CHAR=
152: LET EX1=1
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148 IF KEY=67 &ND 1 (STAT=Q)}+1%
(CLU@y=2 THEN LET BOM=1: LET E
1=Y+Z: LET E2=¥+3: LET CHAR=153:

LET EXi=72

15 IF KEVY=77 THEN LET MC=1

168 LET X=X+1i: IF X>2Z& THEN LE
T ¥X=A85 (27-X}

17@ IF KEY=Bi{ THEN LET FUEL=FU
| —A0

1838 LET Y=Y+1% {(KEY=4A5)—-1% {(KEY=8
1 AND Y>@): IF Y<Z21i—(FUEL/188) T
HEM LET v=Z1—{(FUEL/i@®)

198 IF Y>28 THEN LET Y=28

ZAB REM MOVE PLANE =

180 IF Y1i4xY THEN PRINT AT Y1,
LS ER e AT Yi+1l Xz ® B

228 LET v=0: LET H @: GO SUB 11
1@

ZIM PRINT AT Y, X:" "3;:A%( TO 8B);
AT Y+1,¥3" ":4%(9 TO Y: LET Yi=Y
: LET Xi=X

240 IF X=2& THEN FRINT AT Yi,X
£ AT Y1+1,X3" "

25@ IF BOM=@ THEh 60 TO 380

262 REM DROF BOMB

270 LET STAT=1: LET V=Bil+i: LET

=E2: G0 SUB 111@: IF COD<>@ TH
FM LET EX=1

280 IF COD=43 THEN LET ak=ak-1
29@ IF Bi+i=21 THEN LET EX=1

a8 FRINT FPAFER SEx(B1<{20)+6GRx

{(B1>19})3:;AT B1,EB2;" "3;AT Bi+1,BZ2;
CHR$ CHAR: BEEP .805,Bi+4@: LET
Bi=pi+i |
318 LET V=2: LET H=@: GO SUB 11
19: GO SUB 1180

328 REM EXFLODE BOME

3@ IF EX=1 AND EX1=1 THEN PRI
NT BRIGHT 1; PAPER &:; INK Z:AT
B1,B2;CHRE 1&61: BEEP .2,10: FRIN
T PAPER SK#(B1<2@8)+GR*(B1>19):A
T B1,B2;" ": LET BOM=@: LET EX=8
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LET STAT=0
za@ BEM EXPLODE CLUSTER BOMB
=@ IF EX=1 AND EX1=2 THEMN LET
cp=GE# (B1420) +ER* (B1>19): FOR K
—1 7O 3: PRINT BRIGHT 1; PAPER
£; IMK 23;AT Bil, (B2-2)+K;CHR¥ 161
. BEEF .Z,1@: PRINT PAFER PF;AT
B1,(B2-2)+K;" ": 50 SUB 111@: G
0 SuE 118@: NEXT ¥: LET BOM=2: L
=T EX=@: LET STAT=B: LET CLU=CLU
~1

=4@ IF BOM<:@ THEN GO TO 278
7@ REM FIRE GUNS

=a@ IF MC=1 AND BUL>® THENM LET
PE=GK% (Y+242@) +GR*® (Y+2>19): PRI
NT PAPER PP; INK 2:AT Y+1,X+53M
£: BEEF .@05,18: BEEF .01,20: BE
£F .@1,3@: BEEF .@1,3@: PRINT F
AFPER FP;AT Y+1,X+5;" ne LET M
c=@: LET BUL=BUL-7@

9@ REM FIRE ANTI-AIRCRAFT GUN
=

AB@ IF INT (RND%12)>AK THEN GO
TO 528

41@ IF STAT=1 THEN GO TO S2@
47@ FOR K=1 TO 2: LET AA=RND*Y+
1: LET AAL1=RND#24

4=@ LET V=AA: LET H=AAl: GO SUB
1110

448 PRINT PﬁPER @; INE &63;AT AA
_A6A1;CHRE 1613: BEEP .@01,15: PRI
NT PAPER 5h*tﬁﬁf”@)+sﬁ*(ﬁﬁ;19),
aT AA,AALz" "

45@ G0 SUB 1180

44@ REM DETECT A HIT ON FLANE
47@ IF COD>31 AND COD<4@ THEN
LET HIT=HIT+1

480 NEXT K

49@ REM DETECT IF LANDED

=A@ IF Y=2@ AND X=25 THEN GO T
0 1250

1@ REM UPDATE STATUS DISPLAY

nu
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520 PRINT #1;AT 1,8:" “:aT 1.7
sHIT: IF HIT>12 THEN GO TO 1168
538 LET FUEL=FUEL-S: FRINT #1:4

T 1313"

"IAT 1,1:FUEL

4@ PRINT #1;AT 1,15;" "1 AT 1
E 5

1S5;CLUsAT

14258™ ":AT 1,25:BUL

: GO TO 188
S3@ REM READ UDG'S
268 FOR J=8 TO 18: FOR N=@ TO 7

: READ B

278 LET T#=CHR¥ (144+J): POKE U

SR T$+N, B:
S8@ DATA
, 199,187
S9@ DATA

&@@ DATA
418 DATA
42@ DATA

3@ DATA

@

443 DATA
.2

6&5@ DATA
,0,8

66@ DATA
, 24

&7@ DATA
,16

488 DATA
3,153,255
&9@ DATA
2,195

7@@ DATA
5,129,255
71@ DATA
29,129
72@ DATA
5,107

73@ DATA
748 DATA
75@ DATA
6,65

MEXT N: NEXT J
48,120,252,252,252,252

tEE -

247,255,8,0,8,

255,255,127,63,192,128
153,153,9@,6@,5@,55,&@
&4,22&,231,?1,18,5&,56
255,153,153,255,255,15
24,24 ,24 ,1246,126,460,10
195,165,153,153,1465,19
24,36,90,219,165,153, 1
@,e,252,228,231,255,25
182,8,204,0,0,8,0,0

1,99,255,254,0,2,0,0
137,74,40,32,134,129,3

76@ DATA 171,171,171,171,171,17
1,171,171

778 RETURN

788 REM CHR# ARRAYS FOR PLANES
AND CODES FOR OBJECTS

79@ LET D#=CHRE 17+CHR$ D+CHRF
164+CHRE Dil: LET Af( TO 4)=D%: LE
T a£(S TO B)=CHRF 144+CHRE 145+C
HRE 14&6+CHRS$ 147

8R@ LET A%(9 TD 12)=D¥: LET AF(
1T TO 14)=CHR$ 148+CHRF 149+CHR¥

1SA+CHRE 151

81@ LET E$=CHR$ 21+CHRF 1+D$+CH
oe 16@: LET EXPL=1&1: LET B=152:

|ET CL=153: LET W=154: LET G=15
=. LET FR=15&6: LET TF=157: LET J

p=158: LET BU=1G%
o023 LET M$=CHR% 159+CHR$ 15%+CH
R 159
8238 RETURN
g4@ REM SET UP SCREEN
5@ PAFER SkK: INE @: BORDER SE:
CLES : PRINT PAFPER GR; INK B3AT

LT IR

B&@ LET N=13

g7@ FOR J=1 TO N

ge8@ FPOKE P1,A3: FOKE FP2,A4

go@ LET Y=28: LET X=INT (RND*26&
y43Z: IF CODE (SCREEN$ (Y,X))<>@
THEN GO TO 898

9@ LET H=INT (RND*12)+2

91@ FOR K=8 TO H

92@ LET CHAR=1462: IF RND#18<5 T
HEN LET CHAR=154 ~
9Z@ PRINT PAPER &3 INK @;AT Y-
K, X; CHR$ CHAR

94@ NEXT K: NEXT J

95@ LET N=13

948 FOR J=1 TO N

97@ LET Y=2@: LET X=INT (RND%2&

y+3: IF CODE (SCREEN#F (Y,X)})<>0
THEN GO TO 978
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28@ LET H=INT (RND*12)+2
?78 FOR K=8 T0 H

1898 LET CHAR=FR: IF K=H THEN L

ET CHAR=TF

1212 FRINT PAPER SEx(Y—-K<20)+GR
*(Y-K>»19); INK 2;AT Y-K,X;CHR$ C

HAR

1028 NEXT K: NEXT J

18Z8 LET N=32: LET CHAR=155: LET
IN=1: GO SUE 1858: LET M=B: LET
CHAR=158: LET IN=8: GO SUB 1856:

FOEE F1,Al: POKE P2,AZ2

1848 GO 7O 18886

1052 FOR J=1 TO N

1068 LET ¥Y=21: LET X=INT (RND®2&
Y+3: IF CODE (SCREEN# (Y, X))*‘ﬂ
THEN GO TO 1848

1878 PRINT PAFPER 4: INK IN;&T Y
s A3 CHR¥ CHAR: NEXT J: RETURN
12860 PRINT #1:;AT 2,13 "Fuel":AT @

+ 73 "Hits";AT E,l?'“Eluster“-ﬁT &
yoos "Bulletg™

1898 RETURN

1198 REM DETECT UDG'S USING SC
REEMN® -
1118 POKE P1,A3: POKE P2,A4: LET
COD=CODE (SCREEN% (V,H})

1120 IF CODE (SCREENF (Y, X+5))<>
éd4 AMD CODE (SCREENF (Y+1,X+45))<>
@ THEN FOKE Pl1,Al: POKE P2,A2:
G0 TO 1140

1148 POKE P1,Al: POKE F2,A2: RET
URN
1158 REM EXPLODE PLANE :
1168 PRINT PAPER &; INK 23 OVER
1;AT Y, X+2;CHR¥ 161;AT Y,X+3;CH
R¥ 161;AT Y+1,X+2;CHRE 1461;AT Y+
1,X+3;CHR¥ 1461: PAUSE 108
1178 BEEP .@@5,15: BEEP .1,25: B
EEP .981,55: BEEFP .1,28: BEEP .1
s== FRINT PAFPER SKx(Y+1<{28)+5R*»

(Y+1>19); INK 7;AT Y,X;" " gy
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T ¥Y+1,43° "= FAUSE 1@0@: GO 1

0 1250

1180 LET X=X+1: IF X>2&6 THEN LE
T X=ABS (27-X)

1198 IF Y>2@ THEN LET Y=3Z2@

17@@ IF Y=20 aND X=25 THEN GO T

0 1256
171@ PRINT AT Y,X:" ":A5( TO 8);
AT Y+1,X%:3" "*ﬁi(? TO Y: LET Yi=Y

: LET Xi=X

1228 IF X=26 THEN PRINT AT Y1,X

g meAT Yi+1l,¥X3" g

1230 RETURN

174@ REM END OF GAME

i75@ PAPER 6: INE 1: BORDER 6: C

L5

12648 LET k=0

1778 LET K=(E+1)%(1#(K<121))

1700 LET A=K* (K<&61)+ ((120-K) * (K>

&@YY: IF 6= THEN LET A=l

179@ IF Y<>7@ AND X<:>25 THEN FR

INT AT 7,8;"YOU BLEW IT ''"

1Z@@ IF Y=2@8 AND X=25 THEN FRIN

T aT 7,11;"WELL DONE";AT 2,7;"Y0

i LANDED SAFELY"

1=1@ PRINT AT 11,11;"Y0OU USED"

1720 PRINT AT 13,7:58@8-BUL;" ...

L _BULLETS":AT 15,7;6-CLU;" ....
__CLUSTER BOMBS";AT 17,7;K0OUNT:"
. ....BOMES"

133I@ PRINT AT 19,7:;"YOU RECEIVED
maHIT; " HITS"

1{34@ BEEF .@@5,A: BEEF .008,68-A
- BORDER (RND*7)+.5 \
{ZTS@ FRINT AT 2@,3:"Do you want

another try Y/N!": IF INKEY$="N"
THEN STOFP

13468 IF INEEY#$="Y" THEN RESTORE
= RUN

170 GO TO 1278

139¢ REM INSTRUCTIONS |
1798 PRINT AT @,9; "PLANE ATTACK"
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AT L 8 "mannnnnaeenanm”

142382 FRINT : PRINT "You are the
pilot of a heavy oomber. Your
mission is to®

1418 PRINT "destroy the enemy fa
ctories": PRINT "and land vyour D
lane.”

1428 PRINT : PRINT "Your plane 1

S eguipped with uniimited or
dinary bombs, six cluster homb
=, and machine guns.0One cluster
baomb =guals three ordinary bom
bs: 11

LAZG PRINT : FRINT "Your plane w
11l moye constantly from left to
right, and vou may move only up
or down. ™ )

1448 PRINT : PRINT "In addition

to buildings you will see ene
my trucks and anti- aircraft bat
teries, which vou can bomb."

1458 GO S4B S&0: PRINT #1:AT 3,3
1 "PRESS ANY KEY TO CONTINUE": Fa
UskE @
1460 CLS : FRINT "Thera are also
three more anti- aircraft batte
ries which you cannot see aor
bomb. Your plane can take twelv
2 hits from anti—- aircraft fire

hefore 1t explodes!, ": F
RINT : PRINT "Your fuel tanks co
ntain ten thousand pounds of

8o,

147@ PRINT " fuel, which is con

sumed faster when you climb.
Once vour fuel is exhaus
ted you will start to descen

d and then crashi!®

1488 FRINT = FRINT "You are advi
sed to fly as low as possible
to avoid the anti—- aircraft fir
e, and to speed up vour bombing

184

rFate.": FRINT : FPRINT "Once all
the targets have been destroye
d vou must land.” .
14;3 50 SUR 79@: PRINT #13AT B{q
: "PRESS ANY KEY TO CONTINMNUE": FA

E @
?25@ CLS : PRINT AT 1,13;"CONTRO
SII ‘
%51@ PRINT AT 3,2:"Press KEY @ .
..to move up":;:AT 4,2;"Press KEY
A ...to move down";AT 5,2;"Pr35§
EY M ...to fire guns";AT &,25
Fress KEY B ...to drop bombs";AT
7.2:"Press KEY C é..ta drop clu
ter";AT €,20; "bombs”
?52@ ;HINT #1:4T7 @,3; "FRESS ANY
KEY TO CONTINUE": PAUSE 8: GO SU
B 84@: RETURN
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" P J.LYNN

Original program by W. G.T. Walker

You are the commander of a tank in the North African desert.
Yogr mission is to destroy the enemy convoy travelling along the
Cairo road. To steer the tank you must adjust the speed of each
caterpillar track. When both tracks are in operation the tank will
move forward in a straight line. -

To operate the tracks and fire the gun use the following:

P — Right track (turn right)
Q — Left track (turn left)
S — Shoot

The game starts with a battlefield being drawn, on which a
number of targets will be shown. The targets consist of anti-tank
traps, enemy tanks and trucks. In addition, you will see at the top
of the screen, the convoy of tanks and trucks moving from right to
left. At the bottom of the screen, your score and the present high
score along with the number of shells you have left, will be
displayed.

The number of shells you start with is slightly more than the
ngmber of targets. If the tank collides with any object the game
will end. There are three levels of play, each increasing both the
number of targets and their value. At the highest level of play (3)

you will only have three more shells than targets, so make them
count!
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The program illustrates well how good graphics and movement
can create an exciting arcade-style game.

Program Description

10 pokE to force CAPS LOCK.

20 Set screen colours.

30-50 Dimension and set up arrays for graphics characters and
direction of movement.

80-100 Set the variables to their initial values.

110-140 Set the number of shells equal to the number of targets
and add between three and five additional shells. Print the tank.
150-160 Print the string representing the convoy at the top of the
screen, after it has been shuffled one character to the left.
180-190 Request an input, then print the score, high score and the
number of shells left, at the bottom of the screen.

200 If a shell has been fired (key S has been pressed) then
decrement the number of shells left.

210-240 Set the variables that control the direction of the tank to
represent the command entered.

270-300 Set the Y, X co-ordinates of the tank to their new values.
320-330 Check that the tank has not hit an object, then select the
correct view of the tank.

340-380 Erase the old image of the tank, then print the tank at its
new position.

430-460 If a shell has been fired, print the shell and move it
forwards, checking at each position that the shell is not off screen.
480-510 Check if the shell has hit a target, and if so call the
explosion routine. If the shell has not hit a target then loop back
and move the shell one space forward.

520 Check that either all the targets have been destroyed, or
there are no more shells left. If either of these conditions is true
then co To the end of game routine.

530 Loop back to the start of the routine again.

540-660 Set up the character arrays to represent the tank (BY).
The convoy array contains fifteen tanks and fifteen trucks, the
total number of targets is then increased by thirty.

670-710 Read and install the UDG characters (A-M).

720-850 Data for the UDGs.

870-1010 Clear the screen, and print the targets and the hills on
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the screen. Each time a target is printed, then the total number of

targets (variable TOTE) is increased by one.

1030-1150 Destroy the target. If the target is part of the convoy
then the region of the B$ representing this is replaced with a
blank character. The total number of targets is decremented by
one, and the score incremented by ten time the level of play.
1160-1170 If the tank has collided then this explosion routine
prints at the tank position, and then moves onto the end of game

routine.

1190-1230 End of game routine, the screen is cleared and the
score and high score displayed. The player is then invited to try

again.
1240-1430 Instructions.

1@ POKE 23658,8: GO TO 1250
22 PAFER &: INK @: BORDER &: O
LS |
@ REM DIMEMSION % SET ARRAYS
4@ DIM O%(3@): DIM T#(&): DIM
AF(12): DIM B${(25@): LET AR=0: L
ET COL=2: LET D=144: LET 0OO0=147:
DIM R(4): LET R{(1)=@: LET R(2)=
1: LET R(3)=@: LET R{4)=—1: LET
HSCORE=0
5@ LET TOTE=0
&0 GO SUB S4@
78 RETURN
8@ REM SET INITIAL VYARIABLES
?@ LET PY=21: LET PX=1: LET PY
1=21: LET PXi=1: LET PN=1: LET P
Ni=4: LET Pi=4: LET P2=1
12@ GO SUB B&@
118 LET SHELL=TOTE+&—-LEVEL
120 LET NO=@: LET FLAG=@: LET S
CORE=0
13@ REM SET TANK DIRECTION & M
OVEMENT
14@ FRINT PAPER 7; INK 2:AT PY
JPX:A5 (PN TO PN1)
15@ LET B$=B$(2 TO )+B$(1)
160 PRINT PAPER 7; INK 2;AT 1,
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Z2:B$( TO 28):AT B,2: 4"
" REM 14 SPACES

178 REM REQUEST INPUT

180 LET K$=INKEY+: PAUSE 3: LET
E¥=INKEY# .

1280 FPRINT #1; PAPER 4635 INE @:AaT

, 23 "SCORE= "; INT SCORE:; AT @,18
: "HI-SCORE= "; INT HSCORE:; AT 1,93
"SHELLS= ";SHELL

2@ IF KE=vg" THEN LET SHELL=G
HELL—-1: GO TO 39@

21@ LET Pi=Pl+ (1% {(KF¥="FP") )+ (1%
{(K¥="03")): LET P2Z2=FP2+ (1% {(K$="P"
Y+ (-1 {EKE="0"1)

22@ REM CHECK DIRECTION

23T@ IF P1<1 OR P1>4 THEN LET P
i=4%{P1<1)Y+1% (P14}

240 IF P2<1 OR P2>4 THEN LET F
2=4# (F2<1)Y+1%{(FP2>4)

25@ REM  IF K£<>"F" THEN GO TO
=14

248 REM SET TaAanNkK DIRECTION

27@ LET PY=PY+R(P1): LET PX=PX+
R{(FP2) _

28@ IF FPY>21 THEN LET PY=21

29@ IF PX<@ OR PX>38 THEM LET
FY=0+38% (FX>2Z3)

Z@E@ LET SPY=PY: LET SPX=PX: LET

opY=SFY+R{(P1): LET SPX=SFX+R({PZ
} ,

=i@ REM CHECK FOR COLLISION

2@ IF ATTR (SPY,SPX)<>48 OR AT
TR (SPY.SPX+1#(R(FP2)=8))<>48 THE
N LET FLAG=1 .

ZZI@ LET PN=2%({(R{FP1)=0) AND (R(
P2Y=111+5% ( (R(P1)=0) AND (R{(PZ)=
—i))+1x((R{(P1)=—1) AND (R{(P2)=0)
1+1% ({R{(F1)=1) AND (R(F2)=@)): L
ET PNIiI=FPN+3

4@ REM ERASE OLD IMAGE OF TAM
K

T5@ PRINT PAPER &3 INK @3;AT PY
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1,F¥1g |

Uam LET PY1=PY: LET PX1=PX

370 REM PRINT NEW TANE IMAGE
38@ PRINT PAPER &:; INK @:AT PY
,PX:A$ (PN TO FN1)Y: BEEF .805,44

BEEF .005,60
398 IF FLAGB=1 THEN G50 TO 117@
400 REM LET Es=INKEY#

418 IF E£<>"8" THEN GO TO S28
423 REM SHOODT

4%Z@ LET SPY=PY: LET SFX=PX: FOR
J=1 TO 7: BEEF .05,5@+J: LET &P

Y=SFY+R(P1Y+ (1% (R(P1)=1 AND SPY=
PY)}: LET SPX=SPX+R{(F2)+(1x(R{FP2
Y=1 AND SFYX=FPX})

44 REM CHECK SHELL IS NOT OFF

SCREEN .

45@ IF SPY>21 OR SPY<® THEN LE
T J=9: GO TO S106

458 IF SFPX>31 OR SPX<@® THEN LE
T J=9: GO TO S1i6

47@ REM CHECKE FOR A& HIT

4808 LET Al=ATTR (SPY,SPX): LET
AZ=ATTR (SPY,SPX+1#(R(FP2)=08)): I
F A1>49 OR AZ2>49 THEN GO SUB 1@
5A%;

490 REM PRINT SHELL

=08 FRINT PAPER &3 INEKE @:;AT SP
Y,SPXsCHR® 156: FPAUSE 4: PRINT
PAPER &; INE @;AT SPY,SFX;" ™

S1i@ NEXT J

520 IF SHELL<1 OR TOTE<1 THEN
GO TO 118@

=@ LET NO=2: GO TO 158

=4@ REM SET UP CHARACTER ARRAY
FOR TANE

558 LET I$=CHR% 17+CHR¥ &

568 LET A$=I14+CHR% 144+CHRS¥ 145
+I#+CHR* 144+4CHR$ 147+I%+CHR$ 14
8+CHR+ 149

578 FOR J=1 TO 15

S8@ LET T=INT (RND#200)+25

190

598 FOR K=@ TO 4: IF CODE (B#(T
~24+E) )4 >T2 THEN GO TO 420

AP NEXT K: LET BS{(T TO T+S5)=CH
RE O+CHRE 00

&10 B0 TO &3@

428 G0 TO S80

3@ NEXT J

44@ IF AR=1 THEN 60 TC &68@

&5@ LET 0=152: LET 00=153: LET
AR=1: LET COL=3: GO TO S79

46@ LET TOTE=TOTE+3@ : RETURN
&7@ REM SET UF UDGs

688 LET &=0

498 LET A=A+1: FOR N=@ TO 7: RE
AD B: POKE USR CHRE (143+A)+N,B:
NEXT N

788 IF A<13 THEN GO TO &9@

718 RETURN

7728 DaTa 1,3,6,247,143,255,143,
240

730 DATA 128,192,94,239,241,255
L2411 ,15

74@ DATA =,255,15,127,85,182,18
2,85

75@ DATA 128,128,200,252,84,218
,218,84

768 DATA 1,1,19 e3,42,?1,91,42
77@ DATA 192,255,240 ,254,170,10
2,189,17@
78@ DATA 25
2,246,192
75@ DATA 255,255,255,127,127,463
,31,3

8@@ DATA 3,4,5,255,199,187,48,2
4

g81@ DATA 254,254,254 ,254,206,18
%,170@,48

870 DATA 14,68,37,148,59,18,48,
41

=@ DATA 132,74,49,127,49,74,13

2,8

g4@ DATA @,32,32,8,0,0,8,0

n

P
t

3

P

, 255,255, 254,254 ,25
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858 RETURN

840 =EEM SET UP SCREEN

878 FPRINT PAFER 7: INE 1;AT Q,
B399 :

888 FOR J=@ T0O 1&: PLOT @,175-3
: DRAW J+5+(RND=2) ,@: PLOT 255,1
75—-d: DRAW —(J+5+(RND*2)) ,8: NEX
T J

878 FOR J=1 TO 3*LEVEL: LET TOT
E=TOTE+1

88 LET ¥Y=(RND¥*1B)+
DxZH)

218 IF ATTR (Y ,.X)>4%92 AND ATTR (¢
YL A+1) 49 THEN GO TO 946

728 PRINT PAPER &3 INK 4;AT Y,
X:sCHRF 155: MEXT J _

FI0 FOR J=1 70 2«LEVEL: LET TOT
E=TOTE+1

F4@ LET Y=(RND¥*18)+3: LET X=(RN
D=6

738 IF ATTR (Y, X) >49 AND ATTR (
Y X+13249 THEN GO TO 248

768 FPRINT FAPER &3 INK Z;AT Y,
i%CTH$ 1325A7T Y, X+1;CHR$ 153: NE
F74 FBR J=1 TO 2#LEVEL: LET TOT
E=TOTE+L

P88 LET Y=(RND¥#18)+3: LET X=(RN
D*2@)

728 IF ATTR (Y,X)>49 AND ATTR (
Y. X+1)>49 THEN GO 7O 980
1888 FPRINT FAPER &3 INK Z;AT Y,
A3CHRF 14465AT Y X+1;CHR¥ 147: NE
XT Jd ‘
1818 RETURN
1228 REM DESTROY TARGET
1238 LET C=5PY: LET D=SPX+1i®{(R({F
2y -@3)
1248 IF SPY=1 AND B (PX-1+1#{(PX=
1yy=" " THEN LET J=2: GO TO Si@
18538 IF BF(PX—-1+1%{(PX=1))<>" " A
ND SPV=1 THEN LET BF(SPX—-1+1%(F

A

2 LET X=(RN

L
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¥=13)=" "z LET Bf(SPX—1+(1%(B$(S

EX) 43" "})—1#(BE(SPX-2)<>" "))="
1@&@ PRINT AT 1,PX:CHRE 154: PAU

SE Z: PRINT FPAFER 73 INK 2;AT 1
J2:BE( TO 28}

1A7@ LET SCORE=SCORE+ (1@%LEVEL):
IF HSCORE<SCORE THEN LET HSCO

RE=SCORE

1@8@ FOR K=1 TO 4

1@A9@ IF ATTR (SPY+R(K),SFX)>49 T

HEN FPRINT PAPER &; INK Z23AT SP

Y+R (K) ,SPX;CHR$ 154: BEEP .1,1@:
PRINT PAPER &; INK @;AT SPY+R(

) ,SPX3" ": LET TOTE=TOTE-1

11@@ IF ATTR (SPY,SPX+R(K)}»49 T

HEN PRINT PAPER &; INK 2:;AT SFP

Y,SPX+R{K);CHR$ 154: BEEFP .1,1@:
PRINT PAPER &; INK @:;AT SPY,SP
X+R{K):" ": LET TOTE=TOTE-1

111@ NEXT E

1128 REM PRINT OVER 1; PAPER &
. INK @;AT SPY,SPX;CHR$ 1543;AT C
,D:CHR$ 154

113@ BEEP .1,1@: PAUSE 3: NEXT K
114@ PRINT PAFPER &3 INK @3;AT SP
Y,SFPX;" “3;AT C,D3" "

115@ LET J=8: RETURN

1140 REM DESTROY TANKE

117@ FOR J=1 TO 5: PRINT OVER 1
. BRIGHT 1; PAPER &; INK 2;AT PY
_FX;CHR$ 154;AT PY,PX+1;CHR$ 154

: PAUSE 3: NEXT K: BEEP .01,10%5

: NEXT J

1180 REM END GAME

119@ FOR J=@ TO 1@: BEEP .@5,&8-
(J*#2.&): PRINT PAPER 1; INK 7:A
T J,@3,,3;AT 21-3,@8;,,: NEXT J
12@@ PRINT PAPER 1; INE 7;AT 5,
1@: "HIGH SCORE";AT 7,12;HSCORE;A
T 1@,1@: "YOUR SCORE";AT 12,12;5C
ORE
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1218 PRINT FAPER 1:; INEKE 73AT 146
sA: " DO YOU WANT TO TRY AGAIN Y
AMY: IMNPUT p#: IF p#="N" THEN F
RINT FPAFPER 1; INK 7:;AT 18,13 "E
YE!'": FDR Jd=1 7O &: BEEP .@85,108+
Jz NEXT Jd: STOF
1228 IF pF<="¥Y" THEN GO TO 1218
1238 PRINT FAPER &4&:; INK @;AT 206
s 73 "ENTER LEVEL": INFUT LEVEL: C
LS = LET TOTE=32: GO TO 22
240 REM INSTRUCTIONSG |
12568 PRINT AT 1,11;"TRANK": PRIN
T = FPRINT "You are the commander
of a tank": PRINT "somewhere in
North Africa.": PRINT "Your mis
sion is to destroy the®
1268 FRINT "enemy convoy travell

ing along the Cairo road.": FR
INT : PRINT "To steer the tank vy
ou must adiust the speed of
each track. When both tracks ar
e in operation the tank

will move 1n a straight™; -

127@ PRINT " line. To operate th
g tracks and fire the gun, use t
hefollowing keys."

1288 PRINT =z PRINT © Pix s »-«R10
ht track{turn right)"”

1298 PRINT ¥ g....Left track
{turn left) ™

12860 PRINT ™ S....5hoot"”

131@ GO SUR &88: PRINT #1:47 8,3
: "PRESS ANY EKEY TO CONTINMUE": PA
USE @

1328 CLS : PRINT "The game start
s with a battle field being dr
awn, on which a number of targ
gts will be shown.”

1325 PRINT

1338 PRINT "The targets consist
of anti-tanktraps, enemy tanks,
and trucks. In addition at the t

op of the screen you will see

the convoy”

134@ PRINT "moving from right to
left. At the bottom of the scC
reen will bea"”

1Z5@ PRINT "your present score a
nd high score as well as the
number of shells you have left

1340 PRINT @ PRINT "The number O
£ shells you have isslightly gre
ater than the total': PRINT "num
ber of targets.”

1370 PRINT *If the tank collides
with any obiect then the game
will end.”

1788 PRINT "There are thrae leve

is of play each increasing the

number of targets and their va
lus. ™

1Z9@ G0 SUER 3@: PRINT #1:AT 8,35
"PRESS ANY KEY TO CONTINUE®: FAU
SE @

1480 CLS : PRINT "At the higest
level (3} you willonly have thre
e more shells thantargets, so ma
ke them count!”®
1410 PRINT : PRINT "Enter the le
vel of play (1-3)7"

1428 INPUT LEVEL: IF LEVEL<1 OR
LEVEL>3 THEN GO T4 1426
1478 PAPER 6: INK @: BORDER &: C
LS : GO TO 96
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LANDER

Nine scientists are working on the planet Delta Foxtrot Four,
when it comes under attack from the Red Planet, C.34. Your
mission, as a Lander commander is to save them and take them
back to the main building. -

Four anti-landing crosses litter the sky above the landing pads.
Two of the crosses will explode when touched, losing you a life,
so try to avoid them if you can. You have to manouevre your
lander very skillfully, because the landing pads are just wide
enough to take your lander, and you will lose a life if you miss.

Gravity pulls you down to Delta Foxtrot Four, but your Lander is
equipped with motors which control left and right movement, and
thrusters which will increase your altitude. Remember, though,
that using the thrusters will diminish your fuel supply.

Your lander responds to these three keys:

Q — Left
P — Right
O — Thrusters

Good luck on your mission. Those scientists will be very glad to
see you!

Program Description

1 Calls subroutines to set up user-defined-graphics (UDGs), and
print the instructions.

2 Initializes number of scientists to zero.

3 Initializes screen colours.

5-32 Initializes remaining variables.

60 Call subroutine to set up screen.

65-99 Prints fuel, score and lives. Also chooses positions for the
anti-landing crosses and prints them on screen.

199 Calls control subroutine.

200 Sends the program back to call the control subroutine
repeatedly. This is the main loop in the program, and calling the

control subroutine in this way gives you continuous control over
the Lander.

196

1050-1100 This is the control subroutine, which chec1.<s _for key
presses, checks the lander is flying in free space (or is in c:ontact1
with the non-explosive anti-landing crosses), and updates the fue
level, score and the number of li;es.

- Subroutine to set up the screen.
gggg-iggg Tests to check for crashes, and adjustments to _
variables ready for the next time through the_ control subroutine.
5000-5490 Messages for the captain, according to the progress

made with the game. N e lander

5500-5530 Sets start position of the iander.

7000-7050 The thruster routine, which decrements the fuel level,
and adjusts the lander’s screen posﬂmq. .
8003-8120 Decrements the number of lives and checks if any
remain. - -

8500-8560 The end of game routine. A tune 1s played before
GAME OVER appears. You are asked if you want another go.
9000-9020 pokes to set up UDGs.

9030-9200 Data for UDGs.

9800-9970 Instructions.

1 50 SUR @0@: GO SUB 30@
2 1LET number=2
= INK 7: BORDER @: FAPER @: C

= LET score=8: LET scraen=1:
LET fuel=20: LET lives=3

4 LET hazards=2

7 LET bs=

g tET g=8

1@ LET a=2: LET b=10

2 LET hazard=il

T2 LET s=INT (RND=2)+1

50 50 SUE 0228

L5 FPRINT AT B,@3;"pppppppppPpPepp

pppopppepppppPRRRR” ) .
g 7@ PRINT AT 8,22; INK 4; FAFER

73 "FUEL="35 INK 2; fuel )

75 FRINT AT 8,12; "SCORE=";scor
e

ol PRINT aT 8,4: INK 4; PAPER
7:"LIVES="; INK Z23lives
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85 IF hazard=1 THEN G0 TO 84-

IF hazard=8 THEN GQ TO 182
8% FCR a=1 TO hazards

8 LET z=INT (RND#1S5)+72

71 LET «=INT (RND%3®)

7?3 LET u=INT (RND#®15)+7

4 LET yw=INT (RND=33®)

?5 PRINT AT Ky UJIHY

a—f'\q

?6 PRINT AT z+1,x:"KL"

97 PRINT AT u,y; INK 2;ngMn
78 FRINT AT u+l,y; INK 2:@xen
29 NEXT a

199 G0 SUE 1280

282 G0 TO 1@3

18532 IF INKEY#="p" THEN LET b=h
+1z2 PHINT AT a,b—-1;" ©
185 IF b<Z THEN LET b=3=

1@&@ IF INKEY$="g" THEN LET bh=hb
—1: FRINT AT a,b+1;* o

1864 IF b>29 THEN LET b=79
1865 IF INEEY#F="0" AND fuel:>@ TH
EN G0 SUR 7660

18378 LET a=a+i -

1879 IF a<3 THEMN LET a=3

1882 IF a=z AND b=y 0OR a+i=z AND
b=x OR a—1i=z AND b=x OR a=x AND
B-1=x 0OR a=x AND b+i=x OR a+i=z
AND b-1=x OR a—-1=z AND b+1=x TH
EN GO SUB S008

1881 IF b>29 THEN LET b=29

1882 IF a=u AND b=y OR a+1i=u AND
b=y OR a—1=u AND b=y OR a=u AND
b-1=y OR a=u 4ND b+l=y OR a+i=u
AND b—-1=y OR a—-1=u AND D+i=y TH

EN G0 SUR SPRG

1283 IF number=0 THEN G0 TO 138

=i IF number=1 THEN GO TO 1284
1884 IF bs=1 AND a>14 AND “E ﬁN

D b<7 OR a>14 AND b>13 AND b<

THEN GO TCO 822

1885 BEEP .027,-28: LET score=sc

ore+li: FRINT AT @,18;score: FRIN

T aT a,bz" DB
ipss PRINT AT a-1,
1@92 FRINT AT a—2,

1895 FRINT AT a+l, )
11@2 IF ar>=17 THEM 50 SUR IORG
11@5 G0 TO 3999

1 E'i:‘ Clq {H
2.B3" N
b: i 11

11i1@ RETUREN ~

=ppZ IF hs=1 THEN GO TO 3420
;@EI 1F screen=2 THER cO0 SUp 32
29 > - -x
ZAR? IF screen=3 THEN GO slip ==
Qg .
TARS IF screen=1 THEN GO SUB AT
1@

ZPE%? RETURN
TEIA PRINT A7 19,83 "F GpfF Gpgp
o GppF p GF "
2@15 TF s=1 THEWM LET £=%: LET e
=1
T@Ais IF ==2 THEN LET e=1%: LET
=14 )
ZPZE@ PRINT AT 18,8; H
H H B2

ZAZR PRINT a7 20,@8:;"pppppppppppp
P?PPFPPPPFP?PPPPPP??H PR
Z@4@ FRINT AT e, f;"G"; INK 139"II
me INK 73 UFT
313@ RETURN

22@ PRINT AT 26, B'“ﬁpﬁppppppﬁpp

ppppppapppppppppyﬁp
Eﬂ*@ PRINT AT 19,@;"pppF GpppF G

Fli
ggg@ PRINT AT 18,8;"FHH  HGF
FHE o

TPT@ LET £=12: LET e=18

3248 PRINT AT e,€3"6"s INK 33°II

ne INK T MVFY

3258 RETURN

IR PRINT AT 28, E'“ppppppﬁppppp
ppopppppp”

e Gnppet N

pppppF H GppppppF H
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3328 PRINT AT 18,8:;" GF H H
HGFH GFGFHH"
3338 IF s=1 THEN LET e=i8: LET

-

m——

2348 IF s=2 THEN LET e=18: LET
.f-—-‘i

2358 FRINT AT e,f;"G"; INK 4;%7171
Yy IR FiUFEM

2368 RETURN

488 INK S: PRINT AT 20,2;"ppppp
PRpopppEoppopppopppppopppppp”
3412 INK S: PRINT AT 192,8:"ppppp

pp ppoe pp pppppp ppppt

420 INK S: PRINT AT 18,8;"ppp p
gp ° ppppp p  ppppppppp "

IA3@ IME 5: PRINT AT 17,.8:"ppp p
PP ep o ppp pp pppp "

F44@ INKE 5: FRINT AT 1&4,8:"ppp o
Ep PE P ppp pp pppp”

I45@ LET 2=19: LET £=7

I448 PRINT AT e,f; INK 2;"IIII"
IS00 RETURN

3999 IF a=e—1 AND b=f THEN GO T
0 S@@8: S0 TO 4081

425 IF a=@ THEN LET a=3

A@B46 IF b=23F THEN LET b=23

4@1@ IF a>=18 THEN GO TO 80282
4@4@ SO TO 111@

SE8® PRINT AT 18,10; INK 1;"G";
INK 2:;"0":; INK 3="e"- INK 43;%D
: INE S;"L": INK &;"A":; INK 73N
"; INK 1;"D"; INK 2;"I"; INK 33"
MY INE 4;nge e ‘
S@@5 IF number=8 THEN GO SUB 75
2@

S@@7 IF number=1 THEN GO SUB 53
e

S@18 FOR a=1 TO 3: BEEP .@5,208:
BEEF .88,-5: PAUSE S: NEXT a: FO
R a=1 TO Z: BEEF .@7,-5: BEEF .@
7,-1@: BEEP .@7,-15: MEXT a: BEE

Fo1,-25

SAZ8 FOR a=1 70 28: LET score=sc
ore+5S: BEEFP .82,5: PRINT AT 8,18
sscore: NEXT a
S2825 G0 SUB 76006
SEZA LET scocreen=screentli: IF sor
gen=4 THEN LET screen=1: LET g=
g+i: IF g=3 THEN GO TO 3584
S@A35 IF number=1 THEN GO TO 5G5S
f: IF g=3 THEN GO T0 5508
SASE IF score>l1@308 AND score<110
A OR scorerxZB0@ AND score<21i@@ O
R score>3808 AND score<31088 THEN
LET lives=lives+l
S840 LET fuel=fuel+S: CLS
T0 1@
S@5S@ CLS = FPRINT 3 FLASGH 13"
W E L L D O N E "
=@A&@ PRINT 3 FLASH 13*¢ = =

GO

S@78 PRINT : FRINT : PRINT ; INK
&H3;"YOU ARE NOW A:—"

S@8@a PRINT ; INK 23°¢ H

ERE! 1™

58328 PRINT : FPRINT : PRINT

NT =

S188 PRINT ; INK 1;"CONGRATULATI

ONS " INK 2; "CONGRATULATIONS "3
INE 33;"CONGRATULATIONS "; INK 4
;: "CONGRATULATIONS "3 INK 53 "CONG

RATULATIONS "; INK &3 "CONGRATULA

TIONS "; INK 7; "CONGRATULATIONS
e INK 1;"CONGRATULATIONS *

=105 FOR s=1 TO 2

511@ FOR a=1 TO 28: FOR b=1 TO-'1

@: BEEF .05,a: LET a=a+l: NEXT b
: LET a=—-28: FOR b=1 TO 2@: BEEP
.@85,a: LET a=a—1: NEXT b

5112 BEEF .2,2: BEEF .3,5: FAUSE
2: BEEF .2,7: BEEF .3,10: BEEF
worxllE BEEF 1,15

120 NEXT s

5125 CLS

PRI
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=13@ PRINMT ;3 INMK 43" Don’'t forg
et a hern’'s job is never done!

n. PRINT * There are more scien
tists to rescue so off you Ggo a
nd rescus them. You have a 208 p
oint bonusand 18 extra fuel unit

EAUSE 18@: LET scores=sscoret

L ET sreresn=1: LET fuel=fuel

L ET bs=8: LET number=8: LET
LET hazards=hazards+l: CLS

G0 1O 1@

FOR yv=1 TO 9

PRINT AT a,b3;"DBET

o N FPRINT AT a—-1,b;"CA"

=37@ SEEP .@8029,5: PRINT AT a,b+2
: HHII

s375 PAUSE 7

5377 PRINT AT a,b+2:;" ¢

=38R BEEF .@89,18: FPRINT AT a,b+

3 "N"

5385 PAaUsSE 7

S3I9@ REEP .@887,15: PRINT AT a,b+

- T |
._;;;

&

+ b3 LN

e 5 e B e 0
= A
7] Fu we e

fl
Led
P
&

n
!

Cl
e~ L
[

S48 NEXT v

=498 RETURN

s50@8 LET a=2@: LET b=15

=518 LET number=1

=528 LET bs=1

Sara LB

s=3@ G0 TO 20

720@ BEEF .B05,-4: PRINT AT a+2,

by INK 43" EE": BEEP .085,26: PA

USE 2: PRINT AT a+2,b3" b

7@1@ LET fusl=fuel-1: PRINT AT @
., 273 PAPER 7; INK fzfuslz"

7828 LET a=a—2

7858 RETURN

7538 FOR c=1 TO b

7548 LET d=2@

755@ BEEP .@@88,28: PRINT AT d,cs
INVERSE 1:"N"; INVERSE @

202

7540 BEEF .@E2,-2@: PRINT AT d,c
_.1; L] £

S&47 BEEFR .@08,-3@: FRINT AT d,c
;e
7563 BEEF .@88,3@0: PRINT AT d,c+
1 INVERSE 1:;"N": INVERSE @
75465 PAUSE 1@

757@ MNEXT c©

SHE RETURM

7402 BEEF .22,24: PRINT AT d,c3"
F“

7425 PAUSE

7618 RETURN
eEAT FRINT AT a,.b: INE Z:"E£":; IN
B 7:"D%; INK &3 "E":; INK 7:"E"; I
ME. 23 YE™
A1l PRINT AT a—1i,b-13"EEEEEEE™"
@708 PRINT AT a—2,b: INK 2; :
INK 73"C%"; INK &3“E":; INK 73;"A";

Ihll—" la B2 Ll
Ediw oy

8858 BEEP 1,284

8243 FAUSE 48 ‘
81880 LET lives=lives—1: IF lives
=@ THEN GG T0O 8566

2118 LET scresn=scresan

8120 CLS : GO 7O 16

8580 PRINT AT 168,18:;"6 A ME "
g585 PRINT AT 12,18;"0 VE R ™
B5168 FOR a=1 T0O 2: BEEP .085,-104:
FAUSE 2: BEEF .@5,—-15: PAUSE 5=
BEEF .@08,-208: PAUSE S: NEXT a:x
BEEF 1,46

8528 PRINT AT 1@,1@;"  AGAIN ?7¢
g53@ PRINT AT 12,1@3"  (Y/N) *°

854@ IF INKEYE="y" THEN GO TO 2
8558 IF INKEY$="n" THEN STOP
g54@ BC TO BS540

9@@@ FOR a=USR "a" TO USR "n"+8
9@1® READ b: FPOKE a,b

9@7@ NEXT a

9@83@ DATA @.,0,0,128,128,248,134,

152
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9p4a DATA 252,252,248 ,248,54,54,
247, B

o@se pATA 2.8,8,1,1,15,17,34
2868 DATA 463,31,15,.7.2,2,7,8
cp7@ DATA 18,172,33,129,.724,33,37,

b
- i ;

9pa@ DATA @,14,48,174,250,254,25
4 255

982@ DATA B,1.23,729,61,123,127,1
=

9198 DATA 8,8,724,728,92,1726,12&,2

=
]

211@ pATA B,255,8,255,8,255,8,25

—
A

9178 DATA @,172,204,48,24,12,5,3
s 1 .

21Z@ DATA 3,4,12,24,48,704,172,0
2142 DATA &4,954,48,24,17,31,31,3

k]
£

F1i58 DATA Z1,12,24,48,74&6,64,128,
R =L
A

2140 DATA S46,56,14,84,144,40 48,

1=

G288 RETURM
F822 FAFPER @: BORDER 8@: INkK 7z C
L9

9818 PRINT AT @,0;" + L A
M DER + .

28280 PRINT AT 1,8; INEK 2:*¢

82 POEE 23658,8: INK S5: PRINT
: FRINT " It 15 vyvour ijob to resc
LS SOMme stranded scientists fr
om the clanet "'Delta Foxtrot
47 which 1s at this verv moment
under attack from the red pl
anet 34 ¢
FE4AQR FRIMT *® You must rescue 9
and then return them to the m
ain buildingfrom where they will
he transported home. Th
ars are antilanding crosses susp

204

cnded above the planet, these mu
=t be dodgedas they will destrov
vour ship i+ vou hit them,

-

e fen L

don t worryitoo much as only two

on =sach sCcreen are live. I
vDi Miss the landing pad vou
will also be destrovyed.”

FEEE FRINT  INMVEREE 13 P
REES ANY KEY "
2Esa PALICE G: CLS
7@ PRINT AT @,8; INK 23

THE GAME ITSELF ¢
7888 PRINT AT 1,85 INEK 73"
898 FPRINT AT 5,5: INE 2Z2;"JM"
G238 PRINT AT &4,5; IME Z2;U"ELT
G218 PRINT AT S,7:3" _ ANTI LA
NMDING CROGS"
2915 PRINT AT 8,537CA"Y
28 FRINT AT 2,533 "DE"
925 PRINT AT 8,7:" . YOUR SH
P
258 FRIMT AT 11,53 N A &C
TENTIST"
245 PRINT AT 14,5; INK S3"II 0

A LANMDING PAD®
2247 FRINT : PRINT INMK 2:¢ L=
LEFT F=RIGHT O=THRUST"®
248 FRINT : PRINT INK 63"

R USE YDUR EEMPSTON

JOYSTICK. ™
G928 PRINT AT 21,8; INVERSE 13"

FRESS ANY KEY TO PLAY
7768 FAUSE @
FF72 RETURN
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FROGGER

In the guise of Phileas Frog and his friends, you must reach home
in under 80 days. Cross Riverside Road safely in this version of
the arcade favourite. After the road comes the river, which must

be crossed on logs and the backs of turtles.

You score five points for every lane passed, 25 points for every

frog home, and a bonus of ten points for every day under 80.
Control the frogs using the cursor keys:

5 — Left

6 — Backwards
7 — Forwards
8 — Right

Program Description

20 Introductory REMs.

30-60 Sets up user defined graphics (UDGs).

70-210 Data for the UDGs.

220 Defines the BORDER, PAPER and INK colours and clears

the screen.

230 Calls the subroutine starting at line 1250, which prints
the instructions.

240 Prints the high score. The value is zero at the start of

the game.
250 Sets the high score to zero.
250-310 Defines six strings containing graphics.

340 Prints the score. The value at the start of each turn is zero.

350 Sets the number of lives to five.

360 Prints DAY, and sets E and h to zero.

370 Defines another series of spaces.

380-440 Draws the screen display. -

450-490 Plays the game’s tune using the data in line 490.
500-860 The main game routine.

900-970 The ‘Game Over routine, including a short tune.
980 Updates the high score.

1007-1160 Checks that the frog has landed in an allowable

position.
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1250 Dimension string variable to hold hold instructions.
1260-1320 Print instructions, using ‘*’ as an end-of-line marker.
1330-1340 Wait for key-press.

1360 Dimension strings that will be used for clearing screen.

S8 HEM By Sndrew Ssaman

I FOR =0 TO 119

4@ READ =

=S¢ POKE USK "a"+f.a

&0 MEXT + |

7@ DATA B.755,755,755.45.755. 4
= ' r

B@ DATA B.188,164,164.60.752.7
4,@ |

18@ DATA 31,32,055,755,255,255.
@, o

11@ DATA 128,248.192.254,1,747,
7,254

126 DATA @B.16,755,755.255,755.6
4 4% ' '

138 DATA 8,15,18,18,177.255, 255
=73 | |

140 DATA D.12B.464,64,7224,. 749 .74
@,55 - -

1S@ DATAR B,27.7.,15.1

168 DATA B,716,724. 7
216,80

170 DATA 15,8,11,10,18,18.168,11

i8@ DATA 8,8,8,11,16,11.8.31

190 DATA 254.2.186, 179,178,178,
17@, 186 | |

208 DATA 2,234.2,186.1783, 186,;,
o

218 DATA 153,18%9.18%9,124&6,126,147
5,568,175

ZZF@ BORDER 1: PAFER i: INK 7: O
L5

Z3@ GO SUEBR 1250

24@ FRINT INK 7: PAPER 1:6T 1.
242 T ORRBREG "
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o 21@ LET af=af{Z TO 1+af{l:: LET
ZERE LET hi=id

- B Ty = nFDF cE=cH(2 TO i+cF{1l): LET ef=ex(Z
268 Lei ﬂ$;rg — | TO J+e$(1): LET b#=b% (I2)+h%: L
) L?f s FIRATS TS 7 ET d¥=d#(3I2)+d$: LET F$=FF(32)+f

=7 = i i SRR SV I P S < =

<, F Hd s » $’
FId dar - SS8 LET k=0

T CT ~E=YFDF DFEFDFOF B it { 4

=50 &E%F*E o ] 570 IF INKEY#<>"" THEN LET k=F

£iF L DR DISLER
9@ LET d$=" CECECE CECE EEK 23360

: ‘ i3

ER Ao
o6
66

B 7t
E7E0 L

T
o

S CcEN S9@ IF k<>@ AND k3>52 AND k<S7 T
LEE“LET & . eneH SHGHGH HEN PRINT AT Y.X;" ": BEEF .01,
@B LET e¥=" Gi HG

) , 595 PAFPER S: PRINT INKE 4:AT 7,
TEE T @:af: INK 1:AT 9,@8:b%; INK 4;4T
Bt i,8:c¥%: PAPER @: FRINT INK 5:4

5,@:d$: INK 2;AT 17.@8:e%:; INK

FEINT  IN 5946 FAFER @

: DAy " BB IF k<@ AND K>S2? AND k<S7 T
L . HEN 30 SUR 2B0%k

- &2@ IF v<7 THEN GO TO 75@

o o e bs  BEE CADER &30 PRINT  INK &3A8T y.xm:"0"
_EHE rainf_* TO &: FRINT AFER 648 50 SUR 1880+y
4i§§:r§§£‘:§ 10 S: RESTORE 420: &S5@ IF v<s THEN LET s=y: LET =
FOR: E;i To 5: READ c: PRINT INK B - ;

. FAPER 1:AT a.c:"XXX": NEXT b éuB.Ir E<B& THEN LET E=E+8.5:

. NEXT & FRINT AT 1,22;INT E;"

=qé@ cOR a—=4 TO 17: FRINT FAPER 780 FRINT AT 1,6-LEN STR¥ scisc
;:ﬁTra ﬁqu NEXT a 718 IF ¥Y=%9 THEN LET X=X+1

- 'y

A2F FOR A=1
B bF:

—

ﬁ

208

4284
448G
456
4648
478
488
474

PP

- =
s g oad

475

1
; d:g% 72@ IF ¥Y=7 OR ¥Y=11 THEN LET X=
7: PRINT FAFER X—1

NEXT A 738 IF Y<13 AND X=—-1 OR X=32 TH
FRINT FGFER 4;G% | EN GO TO 755
paTA 1.8,17,22.26 748 80 TO 51@
cOR a=1 TO 14 75@ IF SCREENS (y.x)="X" THEN
READ D.F | GO TO 770
BEEF D/3,F 755 BEEP 1,-1@: IF L>@ THEN LE
NEXT A& T L=L—-1: PRINT AT 1,7+L%2;" ": G
DaTA 2.8,1.5.1 L@, 1, o TO S0 |
i,-%,1,-3,1,-2 LB, 1, 768 IF 1=0 THEN ©O TO 900

' o7 778 LET Z=1

N 78@ IF u«>7 THEN LET Z=8

FAPER Ei. LET x=1@: LET y=21 798 IF x>i6 THEN LET Z=17
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gad IF x-21 THEN
818 IF x>Z25 THEN
828 PRINT INK @:

LET Z=322
LET Z=2
FGFER ﬁ;ﬁT 4,

Z:"akKH":AT S,.Z3"alN": LET SC=5C+

—

..A...q_l

838 BEEF .25,.8
Fo.25,8
B4@ LET h=h+1

BEEFP .25,@8: BEE

g5@ IF h=5 THEN LET sc=18@8+sc+
1@*{8@-£1: GO 7O 366,

ged G0 TO SB@
g@@ PRINT AT F,113
i: PAFER 4; "Game

s FLASH 1: INK
Over":AT 11,23

"Fress anvy hey to play again”

$1@ FOR a=1 TO 10
97@ READ D,F

$=@ BEEF D/S,F
948 NEXT
958 DATA
2.4,.@

26@ DATA 4,8.4,-5
7@ IF INKEY$=""
@

988 IF scrhi THEN
APER 1: INE 7: PRI
STRE hi:hi

798 GO TC 340
1@B7 IF aFi{x+1)="

4 = =
i oo fod

1808 RETURN

iy IF bF{x+i)="

7a5

i3i@ RETURN

i@il IF cHF{x+1r="

755

iB1iE RETURN

1015 IF dFE{x+1)<>"
i

13146 RETURRN

el

,7.1.8,

1817 IF eF{x+1i)<>"

W

1018 RETURN

210

5 jr' 3 | cxmgl ~3 g L
L g i glgulglx-tgias

2,8
THEN GO 7O %7

LET hi=sc: P
NT AT 1,32-LEN
" THEN GO 7O
" THEN GO T0
" THEN GO 7O

" THEN &GO TO

" THEN 6O TO

1819 IF FF#(u+1)<=" 7 THEN &GO T4
1821 RETURNWN
18360 IF xx@ THEN LET X=X-I
1B46S RETURN
18868 IF <238 THEWN LET w=v+2
i385 FRETURN
1188 LET y=v—2
11@8S RETURN
11280 IF «<38 THERN LET w=x+2
11608 RETURN
1258 DIM AF(4835;
1268 LET AxF=Y In this wverst
of the arcade#game 'FROGEER', vo
u play FPhileas#Frog and his frie
nds. riwve of #vou must reach h
agme 1n under 3@ #davs. You must
first get =safely ¥across Riversi
ge Hd, then over #thes river on
ipgs and the backs #oF turtles.
You get T pts for Fevery new |1
ane passed, £33 phs #for sach 4
rog home plus a bonus *of 18 pts
for ewvery day under #8@. Use
the cursor kevs to move #Fhileas
L 3]
1278 LET v=8: LET ==8
1288 FOR a=1 TO 463
1285 IF aF(a)="#" THEN LET x=x+
1: LET vw=8: NEXT a
1258 BEEF .@1,18: PRINT AT x%.v:a
Fial
1388 LET y=v+1
1328 NEXT a

1338 PRINT #1i:" ANY KEY T4 C
ONTINUE"Y

1548 IF INEEY#="" THEN GO TO 13
4@

1358 CLS

1368 DIM a%(32)}: DIM bF{(32): DIM
cF{(ZZ2): DIM dF{32}: DIM eF{(32):
DIM FF(3Z2)

7999 RETURN
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HOLY GRAIL

Your days as a contented and not-very-fierce dragon are over. A
cowardly wizard has entranced you, and sent you to recover the
Holy Grail, which has been stolen by a rival wizard.

The wizard has worked some spells which will help you on
your quest. You can throw lightning bolts, and are invulnerable to
two blasts of hellfire, fired by a ghost.

You must hit the wizard seven times in each of the ten screens
to defeat him. The lightning will have no effect on the undead
creatures, though. Be careful not to use up your 100 lightning bolts
per screen, or your quest will end prematurely.

You score ten points for hitting a ghost, 25 for hitting a skeleton,
and 75 for hitting the wizard. You will gain a bonus of 200 points
for clearing a screen, and an extra life for clearing five screens.

The dragon is controlled using the following keys:

Q —Up
A — Down
0 — Fire

Good Luck!

Program Description

1-2 Clears the screen and sets up screen colours.

3 Prints title and asks if instructions are needed.

4-6 Checks answer and calls instructions subroutine if needed
1 Clears the screen.

8 Initializes the high score.

10-73 Sets up user defined graphics (UDGs).

100-130 Initializes variables.

200-320 Sets up screen.

600-800 The main loop of the game.

600-630 Check keyboard for ‘a’, ‘q’ or ‘0’ keys being pressed and
update dragon’s position.

640 Update ghost’s position.

660 Update skeleton’s position.

680-700 Update sorcerer’s position.

212

1000-1060 The firing routine.

2000-2140 Routine to allow the ghosts to fire.

3000-3010 Routine to remove UDGs.

4000-4200 The bonus points routine.

5000-6200 The victory routine.

8000-8450 Instructions.

8500-9060 End-of-game routine.

9100-9400 Ask player if they want another game, and act

accordingly.

1 POKE 23658,08: CLS
2 PAPER @: INK 7: BORDER 8: C
LS

.a

Z PRINT AT 4,113 INK &; INVER
SE 13 “HULY BEQIL“*QT 7.:4:"by W.
Kerr February 1284";AT 14,3;"Do
vou want instructions ?";QT 17,1
1z%{y} or (n}"
4 IF IMEEYF="n" THEN &GO 70 7
S IF INKEY$<>"yv" THEN GO T0O

50 SUB BBAG
e 8
LET hi=0
REM u.d.g = data
12 FOR n=USR "a" T0 USSR "k"+7:
READ a: POKE n,a: MNEXT n
15 DATA &0,52,62,560,8,28,31,60
28 DATA &0,124,124,252,24,24,53
8,8
25 DATA 4,12,56,124,84,124 .56,

L0 e

Z@ DATA 254,254,56,56,28,12,4,

35 DATA 28,42,562,28,8,62,73,93

4@ DATA 73,28,8,28,34,34,34,99

45 DATA S56,124,754,130,170,1464
, 68,56

=@ DATA @,62,62,62,268,8,8,28

4@ DATA 2,0,8,178,85,@, @ 2
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72 DATA @,8,794,2446,240,246,94,
2 ,
7S5 DATA 4£8,124,124,252,120,204
;183 @
792 REM initialisation
128 LET ayl=1l: LET ay2=20: LET
ayi=1 )
112 LET axl=14: LET au2=22: LET
ax Z=30
128 LET y=11: LET u=1
138 LET sc=@: LET 1i=3: LET d=7
: LET shot=8: LET scresn=0
1?99 REM set—-up screen
288 FOR =1 7O 15: FPRINT INK =
sAT @,Ff;"d";48T 21 ,f:"m"
2180 MNEXT +
228 FOR g=17 T0O Z1: PRINT INK
S;AT B,g3"d";AT 21,g:"m
238 NEXT g
248 FOR h=2Z TO 29: PRTNT INK
Z3AT B,h;"4";:AT 21,h: "=
258 MNEXT h
268 FRINT AT @8,31; INK 3:;"p":AT
13 "p"sAT B,B3"p ;AT 21,8;"p

i

278 FOR +
AT £,31:%0
288 NEXT +
278 PRINT AT 11,31; INK &3"H":A4
T 11,83 INK Z;¢=p®

08 FOR g=12 TO 28: PRINT INK
33AT g,313;"1";AT g,8;"p"

31@ NEXT g

=28 PRINT AT v,x; INK 4:;"A":AT
y+l,x3"B": PRINT AT avyl,axl;"C";
AT ayl+l,axi;"D";AT ay2,ax2;"F";
AT ayZ—-1,ax2;"E": PRINT AT ay3,a
x3; INK d;"G™

2799 REM main loop

608 IF INKEY#="g" AND v>1 THEN
LET y=y—1: PRINT AT y,x; INEK 4;
TAYIAT y+1l 3 "B";AT y+2,x3" "

i1 TO 1@: PRINT INK 3
";AT £,08;"p

wma

al4

HZ28 IF INKEY$="a" AND y<1% THEN

iLET y=y+1: PRINT AT vy,x3: INE 4
s TAYIAT vyl uy"BYIAT y—1l,xw ¥
& IF INKEYE="G" THEN BD SUR
1388

548 LET ayl=avyi+l: PRINT AT avl
LAl "C"3AT avli+l aul;"D";AT avl
~1,axis" ": IF ayl=19 THEN LET
ayli=1: IF ayi=1 THEM PFRINT AT 1
@,axiz" ":AT 28,3xwi;" *

£5@ G0 SUR 2000

H58 LET ayiZ=ayi-2: FRINT AT avZd
LAaHZI"FE AT ay2-1l,ax2;"E"1 AT ayd
+1,ax2@3* "3 AT ay2+Z,ax2;" ": IF
ay*—ﬁ THEM LET ayZ=28: IF ayil=2
22 THEN PRINT AT 1,a3x2:;" "3;al7 2,

a'l_.‘ 2 = L3 i
SR 5

H7@ LET dy=INT (RNMD®3}+1

6£88 LET ay3I=ayi+dy: IF ayIx=21
THEN LET ay3i=l: IF ay3=1 THEN
PRINT AT 18,ax3:" ";AT 1f,aui;"
"1 AT 208 a%f:“ .

7808 FRINT IMNE diA&T ayZ,ax33"e6"
AT ayI—dy,ax33" "

808 GO TO 4482

99 REM fire routine

18@@a FOR =4 T3 Z@ STERF 2

1818 PRINT AT y.f3; INK S5;"I"iAT
v.f—23;" ": BEEP .@@2,f

1228 IF =30 THEN PRINT AT vy,3@
=" ": BEEF .@@5,f*1.5

1825 MNEXT £

1826 LET shot=shot+l

1828 IF shot=18@ THEN GO 70 858
@

1838 IF y=ayl OR y=ayl+l THENM F
RINT AT ayl,axli;" ";AT ayi+i,axl
3" Y2 LET sc=sc+1@: LET ayl=1: R
ETUEN

1843 IF y=ay2 OR y=ayZ2-1 THEN F
RINT AT ay2,ax2;" ":;:AT ayld-l,ax2
" "z LET sc=sc+2353: LET aylZ=20:
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HRETURN
1858 IF y=avy> THEN FRINT AT av3
caxZs" ": LET sc=sc+75: LET d=d-

iz LEYT ay3=i: IF d=8 THEN GO T4
4GDE: EETUEM
1850 RETUR
1999 HEM qugt fire routine
2888 LET b=RND |
2818 1IF b<.P98-screen/S8 THEN RE
TURRN
2828 FOR +=13 70 1 STEP -2
2838 FRINT AT avyl,f; INE Z;"J":4
T ayl,++2;3" “: BEEF .005.f
2834 IF +=1 THEN PRINT AT avi,i
=" ": BEEF .B05,-15
2838 NEXT 1
2848 IF ayl=y OR ayl=y+1 THEN G
0 70 2160
2B3E RETURN
2128 PRINT AT y.x3" ":48T y+1,
We BEEF 1.,18F BEEF 2,—30
211é8 LET 11~11— : IF 1i=8 THEN
0 TG 728
2128 LET y=11: FRINT AT v.,x:; INK
;A AT w+il,uzvBY
2148 RETURN
2299 REM remove u.d.g’
2828 PRIMT AT ayl,aniz "1 AT avyl
+i,auiz" "3AT ayh,q%g'“ 3AT ayl
=1;anu2:;" “3;AT afJ,aﬁa:" "1 AT v,x
. “'ﬁT vi] 2z M
2818 RETURH
2999 REM bonus
4888 LET screen=screen+l: LET sc
==c+28@: LET d=7: LET shot=0
4825 GO SUEBR 2820
48538 LET ayl=1l: LET ay2=20: LET
ay3=1: LET y=11
48068 PRINT FLASH 13 INK 5;AT 11
73 "BONUS'BONUS'BONUS "
4878 IF screen=é& THEN LET 1i=1li
+1: FRINT INK &3 FLASH 1;AT 14,

r

= lﬁ
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8; "PLUS EXTRA LIFE!'™

4875 FOR =1 TO 1@8: BEEP .05,+:

BEEF .@5,f+2: BEEF .@85,f+4: NEXT
£ |

4138 IF screen=10 THEN GO TO S@

e

41580 CLS

4286 GO TO 208

499% REM victory routine

S@ae GO SUERE 2068

2858 PRINT AT 11,73

128 FOR g=1 TO =@

52080 PRINT AT 1il,g:; IMNK 4;"A";AT
12,g:3"8B": FOR =1 TO 208: NEXT
= FRINT AT 12,g; INK 4;"x¥": FOR

f=1 TO 208z MNEXT f: FRINT AT 11,g

3 Y3AT 1Z2,g3" 7

oZ@8@ NEXT g

o488 PAPER 2: INK 7: BORDER 2: C

LS

SsoB@ FOR £=7 70 11

265808 FRINT INK 43AT £,12:"ppppp

pept

S78@ NEXT £

S808 PRINT  INE &3AT 12,13:;"pppop

pp"

5208 FRINT  INE &;AT 13,143 %"pppp

&288 FOR =14 T0O 146

6858 FRINT INK &3;AT £,15:;"pp"

&878 NEXT +

&@8@ FRINT INK &:AT 17,1353 "pppp

pp” *

&A@ FPLOT 26,112: DRAW OVER 1346
4.8: DRAW OVER 1;0,8: DRAW 0OVE

R 1;-64,8: DRAW OVER 1;0,-8
5128 PRINT INK &63AT f,153"pp"™
£11@ FOR =1 T0O 4

&H120 DRAW OVER 1;8,-8: DRAW 4GV
ER 1:;8,8

L1380 MEXT +

al7



5148 FRINT AT 2,8: "CONGRATULATIO

NG M

L1568 FOR =1 TO 2@: BEEP .@85,+
515658 NEXT

H18@8 FPRINT AT 4,1;°YOU HAVE DEFE
4TED THE SORCERER®"

£19@ PRINT AT 19,63 "GAINED THE H
OLY GRAIL":;A4T 21,&;"ANMD WON YOUR
FREEDOM. ™

L1925 PAUSE 786

&2 GO T 28040

7999 REM instructions

B2 ClLS : FRINT " In this game

vou are a contented and
not very fierce  dragon. Alas
vou have been entranced by a
cowardly wizard. You are sent t
o recover the magical Holy &
rail which has been stolen by
a rival sorcerer.”
2188 PRINT "'" The wizard has wo
rked some spells to enhance

vour natural powers. You can th
row lightning bolts. You have al
sp been given a certain degree o
f invunerability whi
ch will protect vou from t
wo blasts of helltire, which 1s
fired by the ghost.”®
8158 FPRINT AT 12,33 "PRESS ANY KE
Y TO CONTINUE": FAUSE @
8288 CLS : FPRINT " To defeat the
sorcerer, and gain the Grail
, vyou must hit him seven time
s, in each screen {(and there are
ten screens). Butbeware i+ vour
lightning hits one of his und
ead creatures first it will
have no effect on him."
8218 PRINT """ Due to losing his
magic Grail the wizard can anl
y give you a limited number of
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iightning bolts (18@) per =c
rEeen. I+ vou use up all
of these yourgame is over.”
82468 FRINT AT 19,3:;"PRESS ANY KE
Y TO CONTINUE™: FAUSE 8: CLS
8258 PRINT AT @&,4;"Use the follce
wing keys: ¥
8302 FRINT AT 2,46:"8 :— up A
:— down"”

358 FRINT AT 4,11;"8 :— fire®
8348 FRINT AT 4,8:" You score 1@
pts for hitting a ghost, 25pts
for hitting a skeleton and
7opts for hitting the sorcerer.
8378 PRINT AT 12,8;" There is a
bonus of ZB0pts for clearing a s
creen and an extra life after ¢
learing five screens”

8488 FPRINT AT 19,2;"FRESS ANY KE
¥ TO START GAMEY: PAUSE @

8458 RETURN

8492 REM end of game

8388 CLE : FRINT AT 11,8:" You h
ave run out of lightning bolts

[ 52
8628 FOR =1 TO 206: NEXT +
888 CLS : FPRINT AT 5,7:"Your sc
ore was "jsc
8538 IF sc>hi THEN LET hi=sc
8548 PRINT AT 1@,8;"High score =

":hi
7108 PRINT AT 146,8;"Do you want
another game {(y/n} 7" )
F2808 IF INKEY$="y" THEN PAPER @
: INK 7: BORDER @: CLS : GO TO 1
a2
93808 IF INKEY#<>"n" THEN GO T0O
208
F4@@ STOP
7588 SAVE "holy grail” LINE 1
988 REM Graphics:—

al9
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B - B
F — F
J - J

G - G

H — H

BERTIE BUG

Bertie the caterpillar has spent the day munching his way through
the vegetables at the vegetable patch.

On his way home, the tables are turned — Colin Cabbage, and
his associates, including Simon the Spraycan and Wally Wall are
on the warpath, as Bertie has been eating their friends for tea. You
must do your best to save poor Bertie from the revengeful crowd
— after all, a caterpillar cannot live by bread alone!

Program Description

1 POKE to force lower case letters.

10-22 Ask if the player wants instructions and direct program
flow accordingly.

30 Initialize Bertie’s position and score. Set the PAPER and BORDER
colours.

40 Print a cabbage and spray can on the bottom row of the screen
at a random X co-ordinate.

50 rokE to force automatic scrolling.

60 Test to see if Bertie has hit anything and direct program flow
accordingly.

710-80 Enter a character from the keyboard and change Bertie’s
position if a one or zero is entered.

90 Print Bertie.

100 Print screen border.

110 Increment score and test to see if Bertie is home.

120 Repeat main program loop.

150-180 Inform the player if Bertie has hit something.

190-210 Inform the player that Bertie has got home..

250-390 Set up user-defined-graphic characters.

400-440 Print instructions.

460-480 Play initial tune.

501-505 Display the keys to use.

510-530 Clear screen to black.

540 Return to main program loop.

550-680 End of game routine which prints the player’s score and
comments on it!
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1 POKE 23658,080: GO TO 258
5 BORDER @: PAPER @: INK 7: B
RIGHT 1: CLS
1@ PRINT AT 18,0;"Do you want
instructions 7 (Y/N}": IF INKEY#
="y" THEN RUN 488
28 IF INKEY$="n" THEN GO TO 5
i@
22 G0 70 18
@ LET £=8: LET a=12: PAFER @8:
BORDER 1: CLS
40 PRINT BRIGHT 1t; INK Z3;AT 2
1,INT (RND=Z1};"C": PRINT BRIGH
T 13 INK 4;AT 21,INT (RNDx31): 7B
": REM The € is a Graphic C % Th
g B is a Graphic B
S@ POKE 23Z46922,8: FPRINT  INK @3
PEEE 25692

&8 IF SCREEN# (B,ay<>" " THEN

GO0 TO 158

7@ IF INKEY#="1" THEN LET a=a
-1

8@ IF INKEY$#="@" THENM LET a=a
+1

2@ PRINT INK 7; BRIGHT 1:AT 8
,a3"A": REM This 4 is a Graphic
A

18@ PRINT INK 2; FAPER 43;AT 21
LA:"D": PRINT INE 23 FAPER &:AT
21,31;"0": REM These D’'s are bGr

aphic D's
112 LET f=f+1: IF =708 THEN &
O 70 19@

12@ GO TO 48 .

15@ PAPER @: BORDER 4: CLS
R t=@ TO 1@

168 FOR n=1 TO 7: INK n: BRIGHT

i PRINT "#x#%% You hit an obst
acle *xxx": POKE 234692,255

165 IF t>=18 THEN GO TO 550

178 NEXT n: NEXT t o

180 GO TO 15@

FO

222

192 PAFER 1: INK &: PAPER 8@: BR
IGHT 1: LS : PRINT AT 1@,3; "WEL
L PONE YOU HAVE GOT HOME™

212 FOR =8 TO 7@8: BORDER 2: O
Ut 243808,228: BORDER 3I: QUT =43060
y<@: BORDER &6: NEXT f: BO TO 552

2568 FOR =@ TO 7: REABD x: POEE
USR "A"+f,x: REM This A4 is a gra
phic &

260 DATA BIN 82111128, BIM #1111
11&8,BIN 212202190, 8BIN 12000041 ,EB1
N 12128121 ,BIN 21811012, BIN 2115
2118, BIN BEAL 126

278 NEXT +

28 FOR =@ TO 7: READ x: POKE
USSR "D"+f ,x: REM This D is a Gra
phic D
278 DATA BIN 11111111 ,BIN 11326

"@11,BIN 101922101 ,BIN 12011001 ,BI

N 120112801 ,BIN 1016868161 ,BIN 1128
D@11 ,BIN 11111111

0@ NEXT

Z1id FOR =0 TO 7: READ x: POKE
USR "C"+f,x: REM This £ is a Gra
phic C

ZZ2@0 DATA BIN Q2222211 ,BIN CEBEE
@11 ,BIN GE211188,BIN B21111680.B1
N @2LiplIieB,BIN 11011200, BIN 2111
gaea,BIN BE102066

3@ NEXT

=48 FOR =B 70 7: READ x
USKR "B"++f,x: REM This B i
phic B

3580 DATA BIN 80111128, BIN 860161
Ala,BIN B1100116G,8BIN 1018601081 ,B
N 2290119001 ,BIN G121881@,BIN 8111
118&,BINM E2111GE23

60 NEXT +

378 GO 70 5

470 BORDER @: PAPER @: CLS : PR
INT BRIGHT 1; INE Z:AT @8,9:;"———
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413 PRINT BRIGHT 1: INK &3aT 1
Qiﬁz“”hhﬁif BUGT
a7@ PRINT BRIGHT 13 INK

!?n Fd o s e e e s e o i e s e
44 PRINT  INK S; BRIGHT
LA "You {Bertie the cate
" have just made your 1
id on the local cabbage patch.
Yoo 2re oW On your way home, YO
have just turned a corner an

¥

LL "] ==
JB-'"EJ

il

o ...But wait, what is this, 1

t's Colin cabbage and all his
friends including Simon the
spnray can and wally wall, an

d BOY do they look angry. Soon

wvaoufind they are after you beca
uge you kesp esating all of their
friends for tea. You decide
vou had better move fast.....-.
443 BEEP @.1,5: BEEP @.1,4: BEE
P @.4,4: BEEF ©.1,5: BEEF @.1,4:
REER 9.4.4: BEEP ©.1,5: BEEF @.
1.4: BEEFP @.4,4: BEEP 8.8,12: BE.
EP @.1,12: BEEFP @.1,11: BEEF 0.4
,%: BEEF B.1,9: BEEF 8.1,7: EEEP
?.4,5: BEEF 8.1,5: BEEF @.1,4:
BEEF @.4,2: BEEP D.4,2 L
A70 BEEF ©.1,4: BEEF @.1,2: BEE
F @.4,2: BEEF ©.1,4: BEEP @.1,4:
BEEF @.4,2: BEEF B.1,4: BEEFP 8.
Z: RBEEP ®.4,2: BEEF B.8,11: BE
» @.1,11: BEEP ©.1,9: BEEF @.4,
EEE?Vﬁ.i 7: BEEPFP B.1,5: BEEF
@.4.4: BEEFP ©.1,4: BEEP 8.1,2: B
FEF B.4.,@8: BEEP @.4,0
482@¢ BEEF. . 0.1,12: BEEP @.1,12: B
FEF A.3,11: BEEP 8.3,14: BEEF 8.
Z.8: BEEF B.3,11: BEEF 8.3,12: B
EEF @.&6,4: BEEF @.1,12: BEEF @.1
,12: BEEF B.3,11: BEEP @0.3,14: B

FEF #.%,8: BEEF @.3,11: BEEF 8.3

y12: BEEF 3.3,12: BEEFP 90.1,11: B

224

EEF @.1,9: BEEF @.1,7: BEEP 0.1,
=: BEEP 1,4: BEEF 1,3: BEEP 0.5,
4: BEEF @.5,5: BEEP @0.5,4: BEEP
A.5,5: BEEF 9.8,4

- 49@ FPRINT FLASH 1; INK 23 PAFE
R &;AT 21.,8:;" PRESS aANY KEy ¢
=29 PAUSE @

=o@31 CL5 : PRINT : PRINT

=82 FRINT ¢ To move use the
keys

=@ PRINT AT 8,11: "0 Right"
=d4 PRINT AT 12,11;3"1 Left™
385 PRINT FLASH 1; INK 2:; PAP
ER &3;AT 21,8;3" FPRESS ANY KEY":
FAUSE @

1@ BORDER B: INK B@: PAPER S5: C
LS

282 FOR n=@ TO 21: PRINT AT n.,@
PPPPPPPPPPPPPPP??PPPPPPPPPPPPP
PP"

=38 PAUSE S: NEXT n

=248 GO TO Z@

oo@ BORDER 1: PAPER S: CLS

2368 FOR %x=@ TO 21: PRINT INK 1
: PAFPER S5:;AT %,8:"DD": PRINT IN
K 1; PAPER S;AT x,3@;:;"DD": NEXT
Xx: REM These P's are a Graphic D
‘s

278 FOR «=2 TO 29: PRINT INK 1
s FAFPER S53AT B,x3;"D": PRINT INK

i; PAPER S5:3;AT 1,x%3;"D": PRINT I
ME. 1; PAPER S3AT 21,x:"D": PRINT

INK 1; PAPER S5;AT 28,x:"D": NE

XT %x: REM These D’'s are Graphic
D's

8@ FRINT INK @;AT 7,7:"You to
ok "3f;" steps”": PRINT INK @:AT
8,%; "towards home"

=78 FRINT INK @;AT 11,5:;"The c
cmputer 's comments: ®

&80 IF f<=100 THEN PRINT INK
1:AT 12,7;"Absolutely Pathetic"”
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£18 IF F<=208 AND +>=108 THEN
FRINT INK 1:AT 12,12:"Rubbish!"®

628 IF £4=328@ AND =288 THENM
FRINT INK 1:;AT 12,183 "Fesble HMa
tet®

EZ@8 IF £4=420 AND +>=3Z88 THEN
FRINT INME 13AT7T 12,12;"Garbags"

&35 IF =588 AND + =408 THEN
PRIMT INEKE 1;AT 12,5:;"A bit bett
er 1 suppose”

540 IF +<=6£80 AND +>=588 THEN
PRINT INE 1;AT 12,3;"Well not t
oo bad I suppose™

45580 IF F4=4(£99 AND £ >=46£08 THEN
PRINT INK 1:AT 12,43 "Not too ba
d for a beginer”

&8 IF £>=7880 THEN PRINT INE
1;847T 12,9;"0kay show off": FPAUSE

@: GO T0 S

&78 BEEP 1,-5: BEEP 1,-5: BEEP
@.4,-5: BEEF 1,-5: BEEP 1,-2 = B
EEF B8.4,-3: BEEF 1,-3: BEEF 8.4,
-3: BEEF 1,—5S: BEEF @8.4,-4: BEEF

b

&8 PAUSE @: GO T 5

LOADING PROGRAMS
FROM TAPE

If you have the tape version of the programs in this book, here are
the instructions you need to get the games loaded and running.

1. Connect the EAR socket in the back of your Spectrum to the
EAR socket of your cassette player.

2. Place the cassette into your cassette player and rewind to the
beginning if necessary.

3. Adjust the volume on your cassette player to around 7 or 8 on
a scale of 1 to 10, or as advised in your Spectrum manual.

4. Type LOAD” ” on your Spectrum. LOAD is obtained by pressing
the J key and ” by pressing symBoL sHIFT and P together.

5. Press ENTER on your Spectrum.

6. Press PLAY on your cassette player.

After a few seconds (certainly less than a minute) the name of the
program should appear on the screen, accompanied by a
fast-moving zig-zag of colours at the sides of the screen. If this is
the name of the program you wish to load, then:

7. Wait until either the program begins (you will be given
instructions) or the message:

0 OK, 0:1

appears, when you should type Rrun (the R key) and press ENTER.
The program will then begin.
However, if this was not the program you wished to load, then:

8. Disconnect (pull out) and then reconnect the power lead to
your Spectrum and repeat stages 4 to 6, as above. After
waiting for a short time, you will see another program name
appear on the screen.

NOTES

The programs on this tape have a few seconds pause between
them. A good short cut when looking for a specific program is
simply to unplug the recorder from the computer and listen to the
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cassette playing. Search for the short breaks; the noise
immediately after the break is the signal that makes the computer
produce the program name.

Alternatively, type LoAD"Xxx” in step 4, and the names of all the
programs on the tape will come up order. If you have a counter on
your tape recorder you can then note at what number each
program starts, and catalogue your cassette.
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CENTURY SOFTWARE
VOUCHER

All the programs in this book are available on cassette
from the publishers.

Please cut out this voucher (do not copy the voucher) and
send it together with a cheque/postal order for £4.95 made
payable to Tiptree Book Services Ltd. to:

Tiptree Book Services Ltd.,
Tiptree,

Colchester,

Essex CO5 OSR.

-
|
|
I
I
I

COMMUNICATIONS I

Please send me one cassette of the programs in i

PCW GAMES COLLECTION FOR THE SPECTRUM at |

the special price of £4.95, including postage and !

packing. . |

NAME oot es e e e i

ADDRESS ..o e e I

I
I
|

e e e e e e

Please allow 28 days for delivery.
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Also available from Century Communications:

VERY BASIC BASIC: COMMODORE 64

VERY BASIC BASIC: ELECTRON

VERY BASIC BASIC: SPECTRUM

Derek Ellershaw and Peter Schofield
MICROGUIDE FOR THE BBC MICRO
MICROGUIDE FOR THE COMMODORE 64
MICROGUIDE FOR THE DRAGON

MICROGUIDE FOR THE SPECTRUM

Peter Morse (Ed)

DISCOVER YOUR COMMODORE 64

DISCOVER YOUR ELECTRON

Philip Williams

DISCOVER YOUR SPECTRUM

Mark Ramshaw

THE MICRO ENQUIRER: THE SPECTRUM

THE MICRO ENQUIRER: THE BBC MICRO

THE MICRO ENQUIRER: THE ATARI

THE MICRO ENQUIRER: THE COMMODORE 64
Benjamin Woolley and Christopher Bidmead

THE REALLY EASY GUIDE TO HOME COMPUTING:
ZX SPECTRUM

THE REALLY EASY GUIDE TO HOME COMPUTING:
COMMODORE 64

Sue Beasley and Ruth Clark

MSX: AN INTRODUCTION

Jonathan Pearce and Graham Bland

LOGO PROGRAMMING

Anne Moller

In association with Personal Computer World
BEST OF PCW: SOFTWARE FOR THE COMMODORE 64
BEST OF PCW: SOFTWARE FOR THE SPECTRUM
BEST OF PCW: SOFTWARE FOR THE BBC MICRO
BEST OF PCW: SOFTWARE FOR THE DRAGON
BEST OF PCW: SOFTWARE FOR THE ELECTRON
BEST OF PCW: SOFTWARE FOR THE ATARI

25 NEW PROGRAMS FOR THE SPECTRUM

E A Jackson

THE COMMODORE 64 HANDBOOK

THE ADVANCED COMMODORE 64 HANDBOOK
THE ATARI XL, HANDBOOK

THE ORIC ATMOS HANDBOOK

Peter Lupton and Frazer Robinson

THE ATARI XL, GRAPHICS HANDBOOK

Richard Hawes
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