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Foreword

If you are already the owner of a Texas TI 99/4A you will have a
good idea of the range of sound, colour and graphics your
machine possesses.

You may not yet, however, be able to write your own
programs for pleasure, education or business use so we have
supplied you, in this first book, with a range of programs for you
to input to your machine. Some programs are short, and simple,
to begin with and some will lead you towards writing your own
programs in the future.

All are designed for use with Texas Basic.

We hope that these varied programs will give you hours of
enjoyment from your home computer.






CHARACTER SET:

sbcdefahi JklmnoPdrstuvuwxy z
ABCDEFGHI JKLMNOPGIRSTUVIWAYZ
1234567890

| @#BL 8K Y=/ 110K,

CHARARCTERS TO NOTE!

J SEMI COLON
t COLON

’ comMmMA

(% ZERO

0 LETTER O

. FULL STOP






Evasion

Evasion has you being chased around a maze by 4 evil looking
green ghosts intent on your downfall.

You can move around the maze by pressing the arrow keys (E S
D X). Points are gained by just staying alive!

You will need to keep your wits about you as well as moving
with lightning reactions, as this game needs some skill to play.
15004 can be considered a respectable score.

199 REM
118 REM  EVASION

128 REM

130 GOTD 61@

149 FOR J=1 TO LEMN{STRSCSC))
150 CHR=ASCC SEGSH( STRECSCY, J, 190
160 CALL HCHARC 1,19+J,CHR)
17@ NEXT J

168 RETURN

198 REM WHICH WAY?

200 CALL KEY(8,K,S)

218 MRN=MRO

220 MCN=MCO

230 IF K<>83 THEN 250

249 MCN=MCN-1

239 IF K<>68 THEN 270

268 MCN=MCN+1

270 IF K<>69 THEN 290

280 MRN=MRN-1 |

299 IF K<>88 THEN 319

300 MRM=MRN+1

11



310

320
330
340
3359
369
379
380
399
400
410
420
430
440
459
460
470
480
439
509
583
510
529
539
J549
550
369
580
S99

600
618

12

IF (MCH{3)+(MCN>323+(MRNC1 )+{ MRN>24 >
THEN 410

CALL GCHARCMRN, MCN. X))

IF ¥=140 THEN 1210

IF (X=1Z20)+(RX=121+(K=122>THEN 410
IF (MRN=MRO 3%k(MCN=MCO>THEN 410
CALL HCHAR(MRO,MCO, 325

CALL SOUNDC100,338.2)

CALL HCHARCMRM, MCH, 138>

MRO=MRHM

MCO=MCN

RETURM

REM  MOVE GHOSTS

R=INT(RND*4 )+1

IF NSC(R.12>=MRN THEN 510

CALL HCHARC(NS(R, 1), NS(R.,27,8TR(R 3>
HS{R., 1 )=NS(R, 1 >+SGN{MRM-MS{R, 15>
CALL GCHARCNS(R.,13:NS(R,2%,8TR(RY
IF STRCRO<>148 THEW 3590

STR(R =32

CALL HCHAR(NS(R.,1)5,MS(R,27,148)>
CALL SOUNDC1080,229.2)

IF NS(R,2)=MCN THEN 590

CALL HCHARCMS(R, 17, HS(R,22,STR(R>>
NS(R, 27=NS(R, 2 )+SGN(MCH-NS(R, 25>
CALL GCHARCNS(R, 15, NSC(R,2),STR(R>>
IF STR(RY<>148 THEN 380

STR(R >=32

CALL HCHARCMS(R.1),NS(R,2), 148>

IF CHMRM=MNS(R, 1 5CMCN=NS(R, 230
THEM 1210

RETURN

CALL CLERR



e20
630
640
650
660
678
684
690

700

719

739
748
799
760
770
780
790
800
810
820
8306
840
850
260
870
880
8990
200
910
320
936
249

RAMDOMIZE

CALL SCREEMCSD

CALL CHARC 120, "QORABBFFFF" )

REM  SET UP MRAZE

FOR J=8 TO 28 STEP &

CALL HCHARCJ.5,128,82

CALL HCHARCJ, 14,120,327

CALL HCHARCJ.24,1208,7)

NEXT J

FOR J=4 TOQ 22 STEF &

CALL HCHARC.J. 3,128,137

CALL HCHARCJ, 19,120,127

NEXT J

FOR J=6 TO 18 STEF 6

CALL HCHARRC J,'5,120.40

CALL HCHARL U, 10,128,167

CALL HCHAR( .J. 27,128,470

NEXT J

CALL HCHRRC24.35, 120,267

CALL HCHARCZ2,5,120,26)

CALL CHAR(1Z21,"51019101812148101" 5
CALL YCHAR(Z2,4,121,23>

CALL CHARC 122, "80808080689608060" )
CALL YCHARCZ,31,122,23>

CALL CHARC 1309, "3844386CAA3844C6" )
CRALL COLOR(13.5.,1)

CALL CHARC 146, "387CBAFFFFC&3338"
CALL COLORC14,3,17

REM SET INITIAL POSITIONS
NSC1.,1 =3

NSC1,20=35

HS(2, 1 )=3

NE(Z2,2)=3a8 .

13



939 NS(3,1)=23
968 HS(3,2)=3
978 NS(4,1)0=23
960 MS(4,2)>=30
999 M$="SCORE = "

1220
12109
1920
1839
10409
18359
1669
1978
1889
1839
1199
1119
11208
1130
1149
1159
1160
1170
1180
1190
1200
1210
1229
1238
1240
12350
1264
1270

14

PR=1

PC=11

GOSUB 1339

FOR J=1 TO 4

STR(JO=32

NEXT J

FOR J=1 TO 4

CALL HCHARCMSC(J,12,N8(J.22,148)
NEXT J

MRN=11

MRO=11

MCN=18

MCO=18

CALL HCHAR(MRM,MCH.,13@>
GOsSUB 200

GOSUB 439

GosuB ze9

SC=SC+10

GOSUB 14a

GOTO 1140

REM  CAPTURED

FOR J=666 TO 119 STEF -28
CALL SOUMDC289,J4.2)
NERXT J

ME="PLAY AGRIMT"

PR=13

PC=11

GOsSUB 1330



1269
1290
1390
1318
1320
1330
1340
1350
1369
1379
1389

CALL KEY(R.K.S>

IF S=0 THEW 123@

IF K<>89 THEM 1350
SC=0

GOTO 136

FOR J=1 TO LEN(MS)
CHR=ASC(SEGS(M%, J, 17
CALL HCHAR(PR,PC+J,CHRD
MNEXT J

RETURN

END

15



Invader

It’s time to defend the earth as you shoot down a never-ending
stream of alien invaders. Allow three to escape and the game
ends.

Use the space bar to fire.

198 REM
112 REM INYADER
20 REM
132 CALL CLEAR
142 RANDOMIZE
158 CN=3
169 CALL CLEAR
179 CALL SCREEM(1S
189 REM DEFINE CHARACTERS
138 CALL COLORC13,13.1>
288 CALL CHARY 138, "3CTEBDBDFF3C4221" )
218 CALL COLORC14.,5,1>
2280 CALL CHARC 135, " 1R818FFFFFFFFFFFF" )
238 CALL COLORC1S,16.12
249 CALL CHARC 144, "0808080808039808" )
238 REM INVADER FOSITION
269 R=INT(RMD*21+2>
278 F=0
280 AP=1
299 GDSUB 740
398 CALL HCHAR{24.,15,13&>
319 AP=AP+1
320 CALL HCHAR(R,AP-1,32)
338 CALL HCHAR(R,AR, 13>
340 IF AP<K3@ THEM 400

16



358
368
370
3509
350
4040
418
420
430
440
430
460
470
489
433
500
510
520
530
549
550

560

570
1217
Toe

600
619
620
630
640
630
669

CALL CLERR
CH=CH-1
IF CH=@ THEM 57&

LOsSuUB

740

GOTO 266
IF F=1 THEN 360

REM

FIRE?

CALL KEY(@,K,S>
IF K<>32 THEN 3568

Fe1

CALL SOUND(Z204,-6,2>

CALL VCHARC1.15,144,23)
CALL YCHARC1,15.32.23
IF APL>135 THEM 568

CALL SOUND(738,~-7,2)

CALL SCREENC3D
SC=5C+100

GOsSUB

678

CALL SCREENC1S)

GosSuUB

740

GOTO 260
GOTO 300

PRINT

"YOUR SCORE:"

- IREE

INPUT "ANOTHER GRME? ":Q%
IF (SEGHCQS,1,1="N">+(SEGH(M&, 1,15
="n" OTHEM 658

SC=0
CN=0
CN=3

CALL CLEAR
GOTO 260

STOP
REM

SUBROUTINES

17



670
680
699
7o
710

728
739
749
758
768
77e
730
790
300

18

FOR D=1 TO 198

MEXT D

RETURN

FOR MS=1 TO LEN(MS )
CALL HCHARC 1,PSN+MS, ASCC SEGSE MS,
MS, 159

MEXT MS

RETURH

PSH=5

MS="BASES = "&STR$(CN)
GOSUB 700

PSH=17

ME="SCORE = "&STRE(SC)
GOSUR 709

RETURM



3-D Maze

This program gives an excellent demonstration of the graphics
capabilities of the TI 99/4A. You see a perspective view of the
inside of a maze as you wander through it, trying to find the way

out!

To face in a compass direction, press keys N, S, E, or W. To
move forwards press F. Note that you can only move by pressing
F, although the direction keys will change the viewpoint.

109
110
120
139
149
156
1692
170
130
190
200
zia
229
239
249
2354
260

27vo
280
290

REM

REM  3~D MAZE
REM

CALL CLEAR

CALL SCREEN{ 16D

REM DEFINE CHARRRCTERS

CALL COLOR(13,3,3)

CALL COLORC14,3,10

CALL CHARC 130, "FFFFFFFFFFFFFFFF" )
CRALL CHRR( 138, "A103070F 1F3F7FFF" »
CALL CHARC 132, "FEFCFEFOERCEBH" »
CALL CHARC 149, "QACREDFAFSFCFEFF" )
CALL CHARC 141, "FPFIFLFAFavazalL” »
Ky=10

YW=13

FRIMT "3~D MRZE"::

IMNPUT "skill lewel? tupre a number
between T {easzy ) and 38
(difficult) and Press enter. " LW
IF (LN>4%(LMN{91 )THEN 3220

PRINT ::"5 TO 90 FPLERASE"::::

GOTO 260

19



300
31a
320
339
3409
359
369
3809
390
400
418
420
438
441
456
464
478
430
430
520
Si0
5209
530
540
550
268
370
589
590
600
610
629

20

DIM M{20.12>

PRINT :"wait,.."::
RANDOMIZE

GOTQ 769

REM EHD WALL

X=RY

Y=t

FOR I=1 TD 3

CALL YCHARCK. Y, 138,67
Y=Y+

NEXT 1

RETURM

REM SIDE WALL

R=pW

Y=YY+3

N=6

FOR I=1 TO 3

CALL YCHARC .Y, 138,85
CALL VCHARX-1,Y.138)
CALL VCHARC X+M.Y, 1410
Ne=N+2

R=R-1

Y=Y+1

NEXT I

RETURHM

REM SIDE WALL

x=x

Y=Y

N=&

FOR I=1 TO 2

CALL YCHARCX, Y, 138,M)
CALL WCHARC X+M, Y, 1330
CALL VCHAR(X-1.,Y, 142>



639
640
650
66a
670
680
699
709
719
720
730
740
750
760
778
780
7oA
2920
210
826
830
349
8759
360
370
880
339
200
210
229
3309
249
250

H=H=-1

Y=y-1

N=N+2

NEXT 1

RETURN

REM SIDE WALL DOOR
GOSUB 420

CALL WCHARC XV-6,YY+12,32,44)
RETURM

REM SIDE WALL DOOR
GOSUB 550

CALL YCHARCKY-7,YV-6,32.44)
RETURM

GOSUB 13599

FOR I=1 TO LH

FOR J=1 TO 12
R=IMT{RMD¥1.9+1 >

IF MCI,Jd54x8 THEM 82
MCI,J)»=R

MEXT J

MEXT 1

FOR I=1 TO 12
MCLM, I o=1
MCLM~1,1 =2
MC1,I0=4

IF M(2,15>=3 THEM 2a8
M2, 1 0=}

HEXT I

FOR I=1 TO LH
MCIs1o=1

M(I,120=1

MEXT 1

R=LN=~1

21



960 C=2

9va CALL CLERR

5689 ON D+1 GOTO 994, 1674,1630,1119
922 OM M(R-1,COGOSUB 342.,410,418,410

1994
1918
1820
1830
1246
1958
1960
1av@
1a80
19239
1100
1110
1129
1130
1140
1150
1169
1170
iis0
1150
1200
1219
1220
1230
1240
1250
1260
1270
1289

22

QM M(R.C-1)GOSUB 358.720,720.,720
0N MOR, C+10GOSUB 420, 660,682,680
GOTO 1148

OH MCR+1,COGOSUB 346.,419.419,4109
ON MCR, C+1OGOSUR 550,720,720, 724
OH M(R, C~1OGOSUR 428,680, 680,630
GOTO 1149

DM M(R,C+10GOSUB 348.419.410,410
ON M(R-1.,COGOSUB 550,720,720, 720
OH MCR+1,COGOSUB 420,630, 680,680
GOTO 1148

ON M(R,C~10G0OSUE 349,410,410.410
ON MCR+1,COGOSUB 559,728,720.720
ON M(R—~1,C)GOSIIB 420, 680,683, 680
REM PRIMNT DIRECTIOQN

IF D<>8 THEN 1178

CALL HCHRR(23.28,73)

IF DK>2 THEM 1190

CALL HCHRR(Z23.,28.,83)

IF D<>1 THEN 1212

CALL HCHAR(23,28,69>

IF D<>3 THEN 1240

CALL HCHAR(Z23.,28,87)

REM WHICH WARY?

CALL KEY{8,K,S?

IF 5=0 THEN 1248

IF K=V THEN 1329

IF K=¥3 THEN 1470

IF K=83 THEHN 1450



1299
1300
1318
1329
1339
1340
1358
1360
1370
1380
1320
140

1410
1420
1430
1440
1450
1460
1470
1480
1490
1500
15109
1520
1539
1540
1550

1560

1578
1560
15298
1602

IF K=62 THEM 1518

IF K=87 THEN 1530

GOTD 1248

M=+ 1

OM D41 GOTO 1340, 1418, 13809, 1440
IF M(R-1.,C)=1 THEMN 1554
R=R-1

IF M(CR,COY=4 THEM 1380
GCATOD 37Va

IF M(R+1,Co=] THEM 1355@
R=R+1

GOTO 9ve

IF M(R,C+12=1 THEHN 1350
C=C+1

GOTD 7o

IF M(R.C~1)=1 THEW 1550
C=C~1

GOTD 2va

D=0

GOTO 976

D=2

GOTD 274

D=1

GOTO 278

D=3

GOTO 97ve

GOTO 1140

PRINT "congratulations! waown
escaPedin only” iMVi"moves" 1t
STOP

REM FLOT MAZE

R4=1

R1=IMT? RMNDE?+3)

23



1519 R2=IMT{RHD*4+2>
16292 FOR I=R4 TO R4+R2
1632 IF I=LM-1 THEM 1319
1648 MCI,R1 =3

1658 NEXT 1

1660 R4=R4+R2

1678 MC(R4+1,R1)=1

1688 R3=IMT(RND*Z+1 >
1690 IF R3{>Z THEN 1710
1788 R3=-1

1710 ROS=IMT{RNDX3+2)
1720 FOR I=1 TO RS

1739 IF (R1+R34I)>{(11 THEM 173@Q
1749 Ri=R1-1

1759 IF (R1+R3%I>1 THEW 1778
17680 Ri=R1+1

1770 M(R4,R1+R3%1)=3
1780 NEXT I

17320 R1=R1+R5%¥R3

1800 GOTO 1618

1818 RETURN

24



Caterpillar

You are in control of the body of a fast growing caterpillar.
Scattered around the screen are spiders which must be avoided. If
you hit either a spider or your own body the game ends.

The control keys are: 1 — Up

2 - Down
9 — Left
0 — Right

One point is scored for each segment of body produced.

109
110

gL
130
149
159
1609
170
ise
199
200
2192
229
2309
249
250
269
270
269
290
380

REM

REM CATERPILLAR

REM

CALL CLEAR

RAMDOMIZE

PRIMT "CRTERPILLAR"::1:

PRINT "control Keuws:"::

FRIMT "1 = yp”

PRINT "2 = doun"

PRINT "3 = left"

PRINT "@ = right"::

INPUT "Press enter to start’”:NULS
DIM MEM(32,327

CALL COLORC14.2.1)

CALL CHARC 138, "183C7EFFFF7E3C18" )
CALL CHAR( 136, "8124997E1Q7ES924" »
K=4

Y=4

K=48

CALL SCREEM( 16D

CALL CLEAR

25



310
320
336
349
3308
360
37a
389
399
400
410
420
430
449
4350
460
47a
430
499
Soe
5109
529
539
540
559
560
7o
580
390
680
618
620
630

26

REM SET UP SCREEN
FOR J=1 TO 29
Ri=IMT(RHD*24+4)
R2=IMT(RHD¥23+1 )
MEMCR2,R1 »=3

CALL HCHAR(RZ.,R1,136
MEXKT J

CALL COLORC13,13.1)
REM PRINT BODY

IF %<1 THEHW 660

IF Y<4 THEM 638

IF X>24 THEM 7@0

IF ¥>28 THEM 720
CALL SOUMDC33,262,7)
CALL HCHARCX, Y. 1385
SC=3C+1

IF MEMCH.Y»=3 THEW 750
MEM(X, ¥ )=3

REM HMHICH HAYT
CALL KEY(@.,KY,S>

IF S=8 THEM 530
K=KY

IF K=38 THEN 3556

IF K=48 THEN €06

IF K=43 THEN 628

IF K=57 THEN &49
GO0TD 480

H=R+1

GOTO 400

Y=Y+l

GOTO 408

x=K-1

GOTO 408



640
659
662
678
680
690
700
718
720
730
749
750
7E0
778
780
790

809
810
820
830
349
850
869
87a

Y=y

GOTO 408

K=1

GOTQ 738

Y=

GOTO 738

K=24

GOTO 73a

Y=23

MEMC K., Y »=02

SC=SC-1

GAOTD 409

CALL SOUNDL 16000,-5,2)0

PRINT "dour score ig";8Ci1
INPUT "plaw again? (Y/N2":Q%

IF (SEGS(QS,1,10="n")+(SEGH{ A%, 1,17

="N"3THEN 878
FOR J=1 TO 32
FOR K=1 TO 32
MEMC J. K >=0
HEXT K

MEXT J

SC=0

COTD 220

END

27



Snake

This could be called “Caterpillar’s Revenge™!

It’s the spiders turn to be eaten as you move a fast growing snake
around the screen. Hazards in this game are a number of
randomly placed rocks.

Control keys are: E — Up
X — Down
S - Left
D - Right

Points are awarded for the number of spiders eaten. Eat enough
and a new screenful will be generated!

168 REM

112 REM SHAKE

120 REM

130 CALL CLERR

149 RANDOMIZE

158 PRINT "SHNRKE"::::

168 PRIHNT "control kews:"::

178 PRINT "E = uyp"

188 PRINT "¥ = down"

190 PRINT "8 = left"

208 PRINT "D = right"::

219 INPUT "Press enter to start":HULS
228 DIM MEM(32,32)

239 REM DEFIMNE CHBRACTERS

240 CALL COLODRC14,18,1>

239 CALL CHARC( 139, "183C7EFFFF7E3C1S" )
2689 CALL CHARC 136, "8124997E187ES324" )
278 CALL COLOR(15.4,1)

28



260 CALL CHARC 144, "387EFFFFFFFFFFTE" )
290 X=4

309 Y=4

310 K=68 ()

320 CALL SCREENCZ Y

339 CALL CLERR

349 REM  POSITIOM ROCKS % SPIDERS
350 FOR J=1 TO 29

368 R1=INT{RND¥24+4)

378 RE=INT(RHD¥23+1

380 IF MEM{R2.,R1)=2 THEM 350
320 MEM(RZ,R1 =2

490 CALL HCHARCRE,R1,136)
418 HEXT J

420 FOR J=1 TO 2@

430 R1=INTCRND¥24+4 )

440 RZ=INTC(RMND¥23+1)

450 MEM(R2,R1 =3

460 CALL HCHARCRZ,R1, 1447
470 HMEXT J

488 CALL COLOR(1IS.7,1)

498 IF X<{1 THEM 77@

s IF Y<4 THEH 790

510 IF X>24 THEM S1@

520 IF Y>28 THEM 830

530 CALL SOUNDCS@,262,7)

540 CALL HCHARC Y, Y, 130)

550 IF MEMCX.Y)<>2 THEM 580
560 SC=5C+10

570 IF SC/280=IMT{SC/26@>THEN 920
588 IF MEM(X.Y)=3 THEM 860
598 MEM( X, Y )=3

582 REM  LMICH WRY?



€19
620
630
549
5359
660
578
630
639
7ag
710
729
739
749
7350
769
77e
789
799
809
219
820
839
840
859
869
87va
=120
3899
989

910
920

30

CALL KEY(B,KY.S)

IF S=B THEM 644

(=KY

IF K=88 THEM &3R8

IF K=68 THEM 719

IF K=59 THEM 7308

IF K=33 THEHM 759
GAOTO 424

=R+l

GOTD 459

Y=Y+

GOTO 49a

®=K~1

GOTO 439

‘=—1

GOTO 496

w=]

GOTO 840

Y=4

GOTO 844

®=24

GOTO 940

Y=28

MEMC X, Y »=08

GOTO 420

CALL SOUNDC 19298,-~5,2)
CALL SCREEN( 16>
PRINT "your score is";SCi: 1.
INPUT "play again? (Y/7H>":Q4%
IF (SEGS(Q%,1,10="n" )+(SECH{ %, 1,1
="N" YTHEN 988

SC=9

FOR J=1 TO 32



FOR K=1 TO 32
MEML J, K 7=0

GOTO 228

31



Simon

This is the traditional game of Simon.

The computer will print a sequence of numbers for you to
memorise.

You will be asked to repeat the sequence. If you guess correctly,
the length of the sequence will be increased for your next attempt.

12@ REM

116 REM  SIMOM

120 REM

138 CALL CLEAR

142 CN={

158 PRINT "your sedquence:"::
168 Rg=""

170 FOR I=1 TO CH

188 RANDOMIZE

199 R=INTC{RND¥S+1)

208 PRINT R

219 IF I/9<>IMTC(I/9>THEM 238
228 PRIMT ::

230 R$=RELSTRE(R>

240 MEXT I

250 FOR DEL=1 TO 79@

269 NEXT DEL

279 CALL CLEARR

280 INPUT "your Quess:" 1%
290 IF GE=R$ THEN 326

309 PRINT "the correct seduence was:'"'R#
319 GOTO 339

328 PRIMT "correch!!::

32



33a
349
359
269

er g
3388

CH=CH+1

GOTD 359

INPUT "a%ain? ":0%

IF (SEGH.QHE, 1,1 2X:"n" YR SECH( 0%, 1,
134 "HY DTHEW 15@

PRIMT "wou correchtly remsmbered a
sequence of Y ICH-1;"numbers, "

EHD

33



Organ

This program turns your TI 99 into a mini electronic organ! The
top letter row (starting with Q) forms the keyboard.

As presented it covers 11 notes around middle C but this can be
easily extended to use the entire keyboard by the extension of the
data statements in lines 370 onwards.

After playing a sequence of notes, press the space bar for a repeat
performance!

199 REM

119 RFEM ORGAN

120 REM

130 CALL CLERAR

148 DIM LTRC11I,MOTECLL D, MEMC 18E@ 2
158 REM READ IM DATA

168 FOR J=1 TO 11

178 RERD LTRCJD

180 RERD MOTEC J>

198 MEXT J

289 FRINT "RERDY"::

210 REM LOOK AT KEYBOARRD
228 CALL KEY.9.K.,3)

238 IF K=32 THEHW 338

248 FOR J=1 TO 11

250 IF LTRC J)=K THEN 280
268 HEXT J

2va GOTO 228

288 CHT=CHT+]

299 MEMCCHT >=NOTE(JD

309 CALL SOUMD(S0a,MOTE{J>.27
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310
32
330
348
350
360
370
369
390

GOTO 2209

REM PLAY MEMORY

FOR J=1 TO CHNT

CALL SOUND{S@0.,MEM(J2,27

NEKT J

GOTO z2z@

DATA 81.,165.87.175,69,196,82.220
DATA 84,247,83,262,835,294,73,330Q
DATA 73,349.84,352,47,442
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Horse Race

A horse race simulation for penniless punters. You start with
£100, and bet on any one of five horses. Surprisingly addictive,
even for non-gamblers.

188 REM

118 REM HORSE RACE

128 REM

139 CALL CLERAR

142 CALL SCREENC L&Y

150 RANDOMIZE

168 DEF RFH=IMT.RND%S+1 >

178 SUM=109

188 REM ASSIGH STRING VALUES

192 A%( 1 >="born loser"

298 RE{2)="aonlden wonder"

212 A%(3)="bluz rum”

220 A%E(4)="shPace invader"

239 AF(3)="punter’'s despPair"

24@ PRINT "HORSE RACE"::::

290 PRINT "bou are betting on the
oubcome of a horse race.”::

268 PRINT "uou start with 108 pounds.
aond luck!":s:

278 REM MAIN LOOP

289 PRIMNT "runninag aret!::

298 PRINT " 1. born loser"

308 PRIMT " 2. 9olden wonder”

318 PRINT " 3. blue rum”

328 PRINT " 4. space invader"

330 PRINT " S. punter’s despair”::

240 PRINT "311l horses pay J~-1,"::
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350
360
379
380
390
488
410
420
438
442

430
469
479
439

424
508

5109
- 529
539
=49
5359
559

I7a
589
530

6809
618
624

INPUT "how muchk do goun bet? "(BET

IF (BET»SUMM+(BET<A>THEM 352
FRINT @

INPUT "on what number horset? " 1 HRS

PRIHT 11t

IF (HRSC1 »+(HRS>S )THEN 384
PRINT "thed’re offl"::
GOSUB 719

R=RFM

PRIMT "it‘’s ";ASRM" in the
legd, "t

GOsuUR 714

R1=RFHM

IF Ri=R THEN 4508

PRINT "running neck and neck is

"iAR(RL MM M

GRSUB 714

FRIMT "it’s ";ASIRL " in the
leads"

GOSUB 71a

R2=RFN

IF (R2=R1 )+ R2=R ITHEM 320

PRIMT AZ(R2Y:" 1= Pullin® ahead."::::

GOSUB 719

PRIMT "and it's ":RABLRD 3" Lhe
winper !

IF HRS<>R2 THEMW 6834
SUM=SUM+34BET

FRIMT "wou win! vou now have';
"pounds. "

GNEUB 718

coslBR 7ia

GOTO 670

SUM;

37



-\; -4 Q
02 T ) A0

20N

38

SUM=311
IF S
FRIMT

M~BET
<= THEM &3

"uoy, Lose!l g9ou now havws"; SUM;

"Pounds, "

GOTD &
=0TO 2
PRIMT
STOR
REM
FOR K=
MEXT K
RETURM

je]x]
29
"wouw’re brokel

DELAY
1 TO 180



Tennis

For two players. Each player controls a bat, player one uses keys
Q and A for the left hand bat, player two uses keys O and L for
the right hand bat.

A player’s score is incremented by one if the opposing player
misses the ball. The game ends when either players score reaches
9.

This program uses routines that can form the basis of many bat
and ball games. Note particularly the move ball subroutine and
the two bat subroutines.

Budding programmers might like to extend the game to give a
one player option by replacing either player subroutine with one
giving the computer control of the bat.

180 REM

118 REM TEMHIS

120 EEM

1238 GOTO 778

1498 REM MOVE BALL

158 CALL HCHARCYP.HF, 323
1688 HP=xrP+xD

178 YP=YP+¥D

188 IF (YPRERNMCYPL4°THEN 190 ELSE 218
128 YD=-YD

208 CALL SOUNDC 169,2048,27
218 CALL GCHARCYP, ®F.CH>
228 IF CHI>138 THEM 228
238 CALL Z0UHDC 196, 388,22
248 KD=-KD

258 CALL WCHARCYP.XF, 1382
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269
27e
288

300
310
320
330
340
350
360
379
480
390
400
410
420
430
440
459
460
470
460
490
500
518
520
538
540
550
560
570
5530

YP=YP+YD

RP=¥rP+xD

GOTO 318

IF (XPL2)+(¥P>31)THEN 608

CALL HCHAR(YP, ¥F, 14a@)5

RETURN

FEM PLAYER OME

CALL KEY{8.,K.,S>

IF K<»B1 THEN 360

Ri=R1-2

IF K4>65 THEM 3608

Ri=R1+2

IF Ri=R10 THEN 424

IF (R1>2¥(R1<24>THEM 428

R1=R10

GOTO 45&

CALL VCHAR(R1OD,C1,32,25

CALL VCHAR(R1.C1.1320,27

R10=R1

RETURM

REM PLAYER TWO

CALL KEY({A.,K,S>

IF K<>72 THEN 500

RE=R2-2

IF K<{>76 THEM 526

RZ=R2+&

IF RZ=F20 THEN 55@

IF (RE>22¥(R2<{245THEM S&08
2=R20

GOTO 59@

CALL VYCHAR(RZ0D,CZ2,32,25
CALL VCHAR(R2.C2,138,2)

Ra20=R&



528
&9
619
EEa
530
4@
558
(=15
Bvea
S8
658
vag
718
vae
738
748
738
7ae
vre
7389
790
509
819
820
330
240
250
8609
379
589
820
209
210

RETURN

CALL HCHARIYP.,KP.327
CALL SOUMDC 196,120,272
IF ¥P>3 THEMW 678
SCa2=3C2+1

CALL HCHARL 1, 22, ASCLSTRECICE DD
IF s02=2 THEM 744
GOTO 7@

SC1=5C1+1

CALL HWCOHAREC 1, 11, ASCOSTRSEL S21 200
IF SC1=2 THEM V4@
“wP=16

YR=12

YO=-YD

GOTO 328

FOR DEL=1 TO 1350@
MEXT DEL

EMD

CALL CLERR

rR10=12

R20=12

R1=12

R2=12

Ci=4

ca=31

CALL CHARC 132, "1818181618181818")

CALL CHARK 144, "800010387C3810" 2
CALL VCHARIRL,C1.,138,27

CALL “CHARCR2.C2,139,27

®D=1

YD=1

XP=14

YP=12
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920
230
940
250
969
979

42

REM  MAIM LOOP
GO3UB 15@
GOsSUB 330
GOsSUB 158
GOSUB 478

GOTO 330



Space Attack

You are being attacked by hordes of aliens, which are appearing
at random on the screen. Move your laser sight by using the arrow
keys (E, S, D, X). Fire by pressing the space bar.

You will be overrun and destroyed if the number of aliens
exceeds twelve. Since you are in E-space, if you fire into empty
space (i.e. miss!), your laser will be reflected back and you will
suffer an equally rapid demise! Remember this, since aliens have
a habit of disappearing suddenly!

198 EEM

118 REM SPRCE ATTARLCK

126 REM

130 CALL CLEAR

148 CALL SCREEMC 153

158 FRIMT "SPRCE ATTACK"::::

168 IHPUT "skill lawel? ¢ l=suicide.
S@=easy )y ":iSK

179 IF CSKSA+CSKSL DTHEM 1a@

188 CRLL CLEARR

192 CRALL SCREEMCZD

200 RAHDOMIZE

212 R=12

228 C=15

238 REM DEFIME CHARACTERS

2483 CALL COLORCL,16.12

299 CALL COLORLC2, 16,12

268 REM

278 CALL CHAR 34, "00183CTESETESS" )

2088 CALL CHARC 33, "080018183C18" 2

298 CALL CHARC 42, "FFBI818181a181FF" >
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328 CALL CHFARC 41, "FF819999RD2981FF" >

312 CALL CHARC 42, "FFR9BDFFD7FFETFF"

329 DEF RFR=IMT{RMDH23+1)>

338 DEF RFC=IMT{RMD*24+4 >

349 REM RANDOM POSITIONS

358 RW=RFR

360 CL=RFC

379 CALL GCHARRIRMW,CL, WM

388 IF W<>32 THEM 358

390 RY=IMT(RMHD¥SK+1)

498 IF RWY>2 THEN 430

418 CALL HCHARCRU,CL., 347

420 ECHN=ECH+}1

438 IF ECH>12 THEN 499

449 REM MOVE LASER SIGHT

430 CALL KEY(B8.K,S?>

460 IF K<{>32 THEN 680

470 CALL GCHARCR.C,W>

438 IF W< >40 THEM 608

422 CALL SOUNDY 1008, -6,2)

289 CALL SCREEN(3)

518 K=SIH( &)

5280 PRIMT "wyour score is";SC

530 CALL SCREENC 16D

548 INPUT "another Qame?”:0Q%

558 IF (SEGH{Q%, 1,1 )="MN"+(SECGH( A% 1,1
="n" )THEN 599

568 SC=0

579 ECN=0

580 GOTO 188

539 STOP

€08 SC=5C+10

618 ECH=ECH-1



6208
638
640
559
660
578
688
6249

719
(4=
738
748
730
758
77
7eR
730
|04
816
220
830
849
838
866
370
889
899
Sea
219
220
230
340

CRALL HCHARLIR,Z,485
CRALL SOUND:59@,1198,2,~5.27
CALL COLORCE. 2,12
¥=GIM( ¥

CALL COLORCZ2,16,10
GOTD 356

IF K<263 THEM 735@
IF R=1 THEW 7@
CALL HCHRRC(R.C, 32>
IF MO>33 THEM 738
CALL HCHARCR,C,HM0»
R=R~1

GOTO 959

IF K<>88 THEM 82
IF R=23 THEM B2@
IF MQ>2% THEM 8490
CALL HCHRARCR.C,MQ)
R=R+1

GOTO 354

IF K<>68 THEM 835&
IF C=28 THEM 322
CALL HCHAR(R.LC.,32)
IF MO>32 THEM &7@

CALL HCHARCR,C,MO>
C=C+1

GOTO 35@

IF K<>83 THEM 95@

IF C=4 THEN 930
CALL HCHARC(R,C,32)
IF MO>32 THEM 948
CALL HCHARCR,C,MO)
C=C~1
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539 CALL GCHAR(R.C,W>

968 MO=l

979 U=h-31

980 ON W GOTO 958,19192,1930,392,1019,
1639, 334,550,999, 1016, 1839

999 CALL HCHARI{R.C,48)

1990 GOTO 3506

1916 CALL HCHAR(R,C,41)

1920 GOTO 3750

1930 RC=INT{RMD*8+1>

1948 IF RC<>1 THEN 1970

19589 ECN=ECN-1

18960 GOTO 920

1978 CALL HCHARC(R,C.42)

1988 GOTO 350
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Towers of Hanoi

This program simulates the well known puzzle, Towers of Hanoi.

Move the column numbers, one number at a time, from the left
hand tower (no. 1) to the right hand tower (no. 3), in as few
moves as possible. You may not place a larger number on top of
a smaller number.

168 REM

119 REM TOWERS OF HAMOI

128 REM

130 CALL CLERR

142 CH=1

1580 INPUT "number of levels (1 to
18>7 ":ND

169 IF (HD>180+(MD<1>THEN 638
178 FOR I=11-ND TO 1@

188 R(L, I 2=1

190 NEXT 1

208 REM  FRINT TOWERS
218 FOR J=1 TO 19

220 FOR I=1 TQ 3

232 IF ACI,J=8 THEH 230
240 PRIMT TRABCIXS 2RI, J;
250 MEXT 1 '
260 PRINT

278 MEXT J

280 FOR I=11~ND TO 1@

290 IF AC3,15{>]1 THEM 339
308 MNEXT I

310 PRINT 1

328 GOTO 690
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330 PRIMT ::1:

340 WM=MNM+1

298 IMPUT "mowe from which tower? ":K

288 FPRINT

370 REM VALIDATE IMFUT

3680 IF K41 THEM 350

320 IF K>3 THEHM 356

4080 FOR I=1 T0O 18

418 IF RCK,I»=8 THEM 439

420 TH=ARCK., 1)

438 ACK, ] »=4

442 GOTQ 47Q

458 MEXT I

4689 GOTO 359

478 IMPUT "to where? ":K

4268 PRINT ::

430 REM YALIDATE IHMPUT

500 IF K<1 THEN 478

518 IF K>3 THEN 474

520 FOR I=1 TO 19

938 IF ALK, 1)»=8 THEN 57V

540 IF R{K,ITH THEW 659

=558 ACK, 1-10=TH

5680 GOTO 218

S5v8 MERT I

=580 ACK. 18 =TH

5209 GOTO 214

608 PRIMT "congratulations! wou
comPleted it in onla";

&19 PRIMT MM "mowes':: ¢

28 53TOP

538 PRINT "between 1 and 18 plegase’::

549 GOTO 1356
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€50 PRIMT "sou can't do that!t"::
aed GOTD 4768

49



Anagram

This program will generate a series of anagrams to be deciphered.
If your guess is correct a new anagram will be given. Type
“QUIT” to give up and “STOP” to end the game. The list of
words in the data statements in lines 520-580 can of course be
changed to suit individual preferences.

188 RFEM

112 REM RMARGEAM

129 REM

138 CALL CLERR

149 RAMDOMIZE

159 DIM WDS(E08 2. MB( 120
168 J=1

178 REM FEAD IM DRTA
189 READ LDSCJo

178 IF WD®(.JX="EHD" THEM Zz2@
289 J=J+1

218 GOTO 1ig0

228 J=J-1

239 REM SELECT WORD
248 R=INT(RMD¥J+1)

258 As=WDSE(R D

262 FOR I=1 TO LENCRAS)
278 R=INT(RNDH12+1 0

280 IF MECRICX"" THEMN 279
298 ME(RI=SEGCHE(AS. 1.1
398 NEXT I

318 FOR I=1 TO 12

320 IF Ma(Ir="" THEN 348
330 PRINT MSCI2;

349 NEXT 1
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358
360
379
389
390
489
410
420
430
449
450
460
479
430
4990
598
510
529

539

o6d

PRINT

IMPUT "wour Quess? ":G%

PRINT ::

IF C#=A% THEM 430

IF GE="QUIT" THEN 588

IF GH="STOP" THEM 620

PRINT "trya afain!"::

GOTD 368

PRINT "correcht!”

MC=NC+1

ﬁgﬂ nn

FOR I=1 TO {2

Mg I o=""

MEXT I

GOTD 249

PRINT As::

GOTO 4350

DATA POND, WO0OD, MOUSE., TIGER. AMTELOPE,
CASSETTE, SEREMDIPITY, COMPUTER.,
PROGRAMME , APFLE, WORD, TRAIM, HOUSE , APEX
DATA DERELICT.,DIGIT,BUTTERFLY.IDER.
INDEPENDENT . AMAGRAM, MIMOTAUR,, DUNGEDM,
MIMIATURE, ENVIRONMENT , MOTH, PARTY
DATA DCEAN,QRBIT.QXYGEM, FASSPORT,
PEMHY , PEMIMSULA, RABRIT. PEAR, TORD,
FOURD, GUESS, BINARY, PUPIL.BRSIC,
ANRLOGUE

DATA YIDED.BUG, RECORD, MAZE. SOFTUARRE.,
MODULAR, HELICORTER., TELEVISION,
TELEFHOME , CONTROL , MACHIME . CRBLE .
I1SSUE. LERAF

DRTA DICE.CHESS, PROGRESS  SHRRK , BOOK
ROBOT, PLAY . FILM,EVENT, GOOZE, FRESH,
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ove

s8a

320
609
610

52

JUHIOR . CRICKET, PICTURE , HERP . HAVDC
DATA EXPERT. LANGURGE, TRAVEL , VILLAGE,
GEMERATIOM, MUSIC, CALCULATOR, ATLAS,
PHPER., CRRD, CHIMMEY, TICKET, CODE, BIRD
DATA FISH.COLOUR,LAKE: TYRE, CAKE. ITCH,
ROAD, SARIL.SAFE.PRICE, MIST,BREAD.PIE.
INSECT

DRTA END

PRINT "wou Quessed "iHC:"correctly, "::
EHD



Morse Code

This program generates random letters of morse code. An
optional display and range of speeds is included. At maximum
speed it will generate approx. sixty characters per minute, which

is adequate for the Radio Amateurs morse test.

The duration of each letter can be adjusted by changing the

number in line 330.

189
119
120
139
140
158
169
178
182
192
200
214
229
238
2409
250
269
279
288
29a
382
314
229

REM

REM MORSE CODE
REM

CALL CLERR
RANDOMIZE

DIM M&EC260

REM RERD IM DATRA
FOR J=1 TO 26

READ Mm( J>

NEXT J
INPUT "SPEED (1 TO S@@)7 ":5P
PRINWT 311

IF (SP>3508)+(SP<1>THEM 204
IMPUT "DISPLAY (Y/7MNIXT "%
PRIMT =12

IF Qs{»"Y" THEM 258

DisP=1

REM MAIM LOOP
R=IMTRHDE26 )+1

IF DISP=2 THEMW 319

PRINT CHRS(R+&E43;:" ";

FOR J=1 TO LEH(MBCR )

CALL SOUMDCSERVALCSEGS(MBIR I J, 100,

300,29

53



330
349
359
360
370
359
398

409

FOR DEL=1 TOQ 25

MEXT DEL

MEXT J

FOR DEL=1 TO S48-SF

HEXT DEL

GOTO 2846

DATA 13,3111,3131,311.,1,1131,331,
1111,11,1333,313,1311.,33

DATA 31,333,1331,3313,131.,111,3.,113,
1113,133,53113,3133, 3311



Penguin

It's no fun being a penguin nowadays. Six eggs to protect from
marauding birds and only a laser cannon for company!

See how you fare as a penguin.

Move with the two keys S (left) and D (right). Fire your laser
with the space bar.

The game ends when your six eggs are destroyed.

188 REM

116 REM  FEMHGUIHN

129 REM

132 RANDOMIZE

142 CALL CLEAR

158 GOTO 470

169 REM MOVE SUBRQUTIHNE
178 CALL KEY(B,KY,S?

1838 IF S=8 THEM =284

199 CALL HCHARC23,PC, 320
208 IF KY<(>83 THEN ZZa
218 FPLC=PC~1

228 IF KY<>&8 THEM 248
238 PC=PC+1

248 IF PC433 THEM 264
299 PC=32

269 IF PC>3 THEM 2£0
279 PC=3

280 CALL HCHARCZS,PC, 1380
238 IF KY<>»32 THEM 4350
208 IF FRF=1 THEHM 458
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3109
329
338
348
35
369
37e
380
399
400
418

24
438
440
450
460
478
438
430
560
5109
529
5309
I49
550
560
570
589
599
600
619
620
630

56

CALL 30UMDC 1B, ~5.3)

CALL YCHARCZ2,PC. 150,215

CALL “WCHARCZ2,PC, 32,215

FRF=1

IF (PC=BC¥BR{(2I>THEH 360 ELSE 459
CALL SOUMDC400,-6.2)

CALL SCREEM(7>

GO0SUB 179

SC=5C+104d

CALL SCREEN{E&)

M{WE D=8

GOsSUB 1170

GOsSUB 179

GOSUB 290

RETURM

REM DEFIME CHARACTERS

CALL CHARC 131, "0008183C3C3C3C18" >
CALL CHAR(130, "1C383C666666663C" )
CALL CHRARC 150, "O8R308060828G588" )
CALL COLORC1S,16,12

FOR J=1 TQ &

MC J =8

NEXT J

SC=0

CALL CLERR

CALL SCREEM(&D

PC=13

FOR J=1 TO 6

ECCJ =043

CALL HCHAR( 24, J#3, 131

MEXT J

EL=6

G0SUB 117vQ



640
6908
668
670
630
6390
7a9
718
720
730
740
730
769
770
730
798

800
819

29
830
840
830
860
870
280
290
200
210
o920
2309
940
238

FOR J=1 TO &

GOSUR 396

GosuB 17@

CALL HCHARCBR.BC.S3T)

IF BC<=ECCHWE>THEN 719
BC=RBC~-1

CALL CHARC 148, "8AB2CEFC38VBSE47" )
IF BC>=ECC{UHEITHEN 74@
BC=BC+]

CALL CHARC 14@, "0141733F1C1EYEE2" )
IF BR>23 THEN 760

BR=BR+1

CALL GCHARCBR,.BC.ZT?

CALL HCHAR(BR.BC, 144>

GOSUR 164

IF (BC=ECCME ) X¥(BR=24)>THEN 82
ELSE 85@

CALL S0UMD{Z298.,110,3)

CALL HCHAR{BR,BC.32)

EL=EL~1

GOSUB 1170

GOTO 86

GOTO &7

NEXT J

REM EMND OF GAME

FOR J=480 TO 126 STEP -20
CALL SOUNDC189,.0.20

NEXT J

CALL CLEAR

IF SC>HS THEN 938 ELSE 248
HS=S5C

PRIMT "%0OUR SCORE =";SC::::
PRINT "HIGH SCORE =" iHG::::::

57



260 INPUT "PLAY AGAIWT ":QR%

9738 IF (SEGHC(RE, 1,1 »="N" }+(SEGE, %, 1,
1="n">THEN 988 ELSE 519

P38 EMD

920 BC=INT{RNMD¥23)+3

1200 BR=INT({REHD¥17 »+2

1919 FRF=8

1928 ST=32

1030 WE=INT{RHMHD¥E )+1

1948 GOSUB 179

1959 IF MCMWE =1 THEN 1030

1068 MCUWE =1

1078 IF BC<1& THEM 1164

1980 CALL CHARC 148, "2B82CEFCI38786E47" )

1992 GOTO 1110

1192 CALL CHARY 148, "@141733F1CIEPEEZ" D

1118 RETURH

1128 FOR PR=1 TQ LEMC(MSE

1138 CALL HCHARC L, CLAPR, ASCC SEGH. MS.,
PR:sL227

1148 MEXT FR

1159 RETURH

11668 REM FRINWT SCORE

1178 ME="EGGS LEFT = "&STRSCEL

1188 CL=3

11990 GOSUB 1120

1200 GOSUR 17e

1218 ME="SCORE = "&STRSISC

1228 CL=18

1230 GOoSUR 1128

1248 RETURH
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Luhar Lander

You are at the controls of a lunar landing module. Control its
rate of descent by pressing the space bar, but watch your fuel

consumption.

198 REM

112 REM LUMAR LAMDER

128 REM :

138 CALL CLEAR

140 CALL SCREEM( 15D

150 REM DEFIME CHARRCTERS

169 CALL CHRARC 143, "FFFFFFFFFFFFFFFF" )
170 CALL CHARC 138, "YEFFFFFFFF7ES181" >
189 CALL CHARY 14@,"3C3CIC18181" )

129 CALL COLORC13,5.1)

208 CALL COLORC14,7.,17

218 CALL COLORC15,4,12

228 HT=2

238 VEL=R

248 FU=30

Pkl
269
270
280
299
309
310
320
330
248
359

360

REM FLOT LUMAR SURFACE
CALL HCHAR(24,3,149,23%
CALL HCHAR(23,3,142,5%
CALL HCHAR{Z23.26, 142,62
CALL HCHARCZ2Z2,27,149.3)
CALL HCHARL 22,3, 143,272
REM MAIN LOOF

CALL HCHARCHT, 16, 13@2
VEL=VEL+1.2

ME="FUEL = "&STRECFU>
FOR J=1 TO LEM(MED
CH=ASCCSEGHMSE, J, 10
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Qo

i) i) )
i3 =

409
419
42

430
449
439
460
47a
430
438
S99
9109
328
530
240
550
bl
370
520
590
599
619
S20
530
540
=50
660

60

CALL HCHARC L, 114+J,CHJ
MEXT J

IF FU=2 THEM 518

REM IGHITE?

CALL KEY(R,K,S5

IF KL>32 THEN 319
CALL SOUNMD(188.-5.2>
CALL GCHARCHT+1,16.CHD
CALL HOHARCHT+1, 16,1487
FU=FU-18

IF FU»B THEM 45a

FU=0

VEL=VEL~-2

CALL HCHAR(HT+1,16,CH>
CALL HCHAR(HT.16.327
HT=INT(HT+VEL >

IF HT>=23 THEM 56@
GOTO 320

REM COMTARCT

IF YEL<Z.1 THEN €18
CALL SOUND(3e8,-5,22
CALL HCHAR{ 24,16,131>
PRINT ::" YO CRASHED!":
GOTO 648

CALL SOUMD(280,328.2)
CALL HCHAR(23,16.139)

PRIMT " A FERFECT LAMDIMG!"
FOR DEL=1 TO 1800

NEXT DEL

GOTO 139



Space Zap

A game for 2 players. Player one moves his ship using keys Q
and A, and fires with key X. Player two moves with keys O and
L and fires with M.

The aim is to destroy the opposing players ship. Nine hits signal
the destruction of a ship. Fast fingers are needed since the normal
repeat key facility of the TI 99 is not used!

122 REM

119 REM SFACE ZAP

120 REM

139 GOTO 729

142 CALL SOUNDC 198,-~5,2)

159 CALL HCHARC(WR,C1+1.158,26)
168 IF RI<>R2 THEN 160

179 GOTO 556

189 CALL HCHAR{VR,C1i+1,32.,26)
198 CALL KEY(A.K,S5)>

208 IF S=-1 THEN 360

210 IF K<>88 THEN 250

220 YR=R1

239 HIT=1

249 GOSUB 140

230 IF K<>81 THEN 270

268 Ri=R1-1

278 IF K<{>»63 THEN 290

288 R1=Ri+1

299 IF R1=R10 THEN 36@

300 IF (R1>2X(R1<245THEN 338
318 R1=R10

322 GOTD 366
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338
349
359
368
379
380
358
409
410
420
430
440
4352
458
470
428
434
509
S18
Sz
530
249
S350
S6e9
579
580
5394
608
6109
629
630
649
539

62

CALL VYCHRRCR1OD.C1.320
CALL YCHRR(R1,C1,13a°%
R10=R1

RETURHM

CALL KEY(8,K,S>

IF S=~1 THEM 34Q

IF K<>77 THEH 439
YR=R2

HIT=2

GOSUB 149

IF K573 THEHM 43
R2=R2~1

IF K<>7Ps THEHW 470
R2=R2+1

IF Ra=Rz0 THEHW 548

IF (R2>2)4FCR2<(24>THEM 18
Ra=R20

GOTD 3549

CALL YCHARCR20,C2,32)
CALL VCHAR(RZ2.C2.1408)
R20=R2

RETURN

REM

CALL S0UMDC38Q,~5.2)
IF HIT=1 THEM &3@
SC2=5C2+1

CALL HCHAR(1,22,ASCISTRE(SC220
IF SC2=2 THEN £8@
HIT=0

COTO A7

SC1=3C1+1

CALL HCHARC L, 11, ASCISTRSE{SC1 052
IF SC1=5 THEM &80



€69
679
638
630
704
e
za
v3a
749
738
76a
7ro
788
3a
302
810
828
830
349
899
260
ave
280

HIT=0

GOTO 1588

CALL HCHAR(WR,C1+1,32,258)
FOR DEL=1 TO 13529

HEXT DEL

EMD

CALL CLEAR

CALL SCREEM( 15

R10=12 .

rR20=12

Ri=12

R2=12

Cil=4

ca=31

CALL CHARY 139, "FOFRFCFEFEFCFSFa" )
CARLL CHARY 146, "OF IF3FPFYFIF1IFAF" 3
CALL CHARC 150, "OR02200FFFF" )
CALL COLORC 135,168,135

CALL YCHRRIRL.CL1,138)

CALL WCHARCRZ, 22, 140>

GRSUB 124G

GOSUR 37a

GOTO 6@
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Kaleidoscope

This program plots a series of coloured blocks against a changing
background.

Although only short, it provides a fascinatingly hypnotic display
of the colour range of the TI 99.

100 REM

119 REM KALEIDOSCOPE

128 REM

130 CALL CLEAR

148 CALL SCREENC 152

138 FOR J=32 TO 152 STEP 8

168 CALL CHRR{J, "FFFFFFFFFFFFFFFF" 2

170 CALL COLOR(CJ 80-3, INT(RMD¥16+13,10

188 CALL HCHARC INTCRND*24+1 5, INT(RND¥29
+30,.40

129 HEXRT J

289 GOTO 150



Chase

This game has you being chased around the screen by a
chomping monster, to the accompaniment of some colourful

sounds!

Guide your man around the screen using the arrow keys
(E S D X), but keep your fingers moving fast to survive!

A point of interest to note is the redefining of characters in lines
720 to 780 to give an impression of movement to the two figures.

Masochists might like to try inserting an extra line:
735 GOSUB 510

190
110
129
1308
149
1359
169
17a
180
199
2009
219
220
238
248
259
269
279
2609

REM

REM CHASE
REM

cALL CLERR

CALL SCREEN(S)

CALL CHARC 138, "3844386CAA3844C6" 2
CALL COLORC13.7.10

CALL CHARC 140, "387CBRFEGEFE3B3B" )
CALL COLORC14,3.12

R=23

RO=23

C=16

co=16

CALL HCHRAR(R.C,13@)

MR=2

MRO=2

MC=16

MCO=16

GQTO 700
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230
300
216
329
339
348
3359
369
3va
3309
3909
489

419
429
438
440
43508
460
478
4309
490
500
o109
528
530
549
5359
568
578
=89
a5
500

66

REM MOVE MAM
CALL KEY(8.,K.,S>
IF K<>63 THEM 339
R=R~1

IF K<>23 THEN 330
R=R+1

IF K{>68 THEM 370
C=C+1

IF K<>83 THEN 398
C=C~1

IF (R=RO¥{C=CO>THEH 43@

IF (RL2H4+(R>23 (LI »+{C{IOTHEN 418
ELSE 444

R=R0O

C=C0

GOTO 428

CALL S0UMD( 188,338,22

CALL HCHAR{RD.CN.32>

CALL HCHARIR,C,13a@>
rRO=R

co=C

RETURHM

REM MQOWE MOMSTER
IF MR>=R THEM 353
MR=MR+1

IF MR{=R THEM 558
MR=MR~-1

IF MC>=C THEM S7@
MC=MC+1

IF MC{=C THEM 598
MC=MC~1

CALL SOUHD: 188,229,
CALL HCHARCMRO, MCO,

22
325



619
620
539
640
650
569
670
660
690
700
7109
7ao
730
- 740
750
vea
773
780
759

CALL HCHARCMR,MC, 148>

IF (MR=RX(MC=C)HTHEMN &66&

MRO=MR

MCO=MC

RETURHM

CALL SOUNDC2028,200,2)

PRINT " CAUGHT YOuU!l":: .
END

REM  MAIM LOOP

GOsSUB 300

GOSUB 319

CALL CHARC 138, "3844386CAR38Z8EC" »
GOSUB 3642

CALL CHARY 138, "3844386CAR3B44C6"
CALL CHARC 148, "387CBAFEFEFE3828" 5
GOsSuUB 3020

GOSUB 510

CALL CHAR{ 148, "387CEBRAFESZFERS38" >
GATO vae
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Digital Clock

This program displays a working digital clock in the centre of the
screen.

If the alarm function is not required, then enter any number
greater than 23 for the hour when setting it.

The speed of the clock can be adjusted via the value in line 560.

199 REM

112 REM DIGITAL CLOCK

128 REM

138 CALL CLEARR

148 FRIMT "PLEASE EMTER THE CORRECT
TIME": :

158 INPUT "HOUR? ":HR

168 IMFUT "MIMUTEST ":MIN

178 PRINT ::"SET ALARM": :

188 INPUT "HOURT ":AH

12@ INPUT "MIMUTE? »:@M

209 CALL CLERR

219 CALL SCREEMC 182

22@ CALL CHRRL 134, "FFFFFFFFFFFFFRFF"

238 CALL COLORC13,7,1 2

240 REM DRAW BO¥

258 CALL HCHARY 13, 12.,13@,9>

268 CRALL HCHARY 14,12,133,9>

278 CALL YCHARY 11,12.136,3

288 CALL YCHARC 11,285,138, 33

223 REM CRLCULARTE TIME

399 IF MIN{=59 THEM 338

312 HR=HR+{
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328 MIM=@

338 IF HR<=23 THEMW 3Ta

340 HR=0

359 IF (HRCIBX(MINCIBITHEN 368 ELSE 334
368 Te=" TLETRSIHRYE" "L A EITREIMIM Y
37a GOTD 468

388 IF MINM>2 THEM 4168

398 TH=" "LSTRSCHRIE": "L"@"LETRHEIMINE" ©
482 GOTO 4&68

412 IF HR>® THEM 442

428 TH=" "LETRSCHR " : "LETREMIND

438 GOTD 468

440 Té=" "ESTRSCHRE Y&": "&ETRSCMIND

438 REM FRIMT TIME

4680 FOR J=1 TO LEMCT®

478 CH=RASC{SEGH TH, J, 102

480 CARLL HCHARL 12, 12+J.CH2

4380 MEXT .J

508 REM DELAY

518 FOR F=1 TO 6@

520 CALL HOHARG 12, 16,320

3@ FOR D=1 TOQ 38

248 MEAT D

558 CALL HCHARC12,16.53)

568 FOR D=1 TO 241

S57@ MEXT D

5980 IF (HR=AHXXMIN=AMITHEM 358 ELZE &86
929 CALL S0OUNDC 1@0,332.1)

628 MEKT F

518 MIN=MIN+1

62 GOTO 336
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Binary to Hex
Conversion

This program inputs a sequence of binary digits and converts
them to a hexadecimal number. Programmers will appreciate its
use in character definition on the TI 99,

1909
119
128
139
149
158

169
178
1892
190
200
219
228
239
249
259
268
278
280
239
309
310
328
330

70

REM

REM BIMARY TO HEXRDECIMAL
REM COMYERSION

REM

CALL CLEAR

PRIMT "INPUT BINARRY AS A STRING OF
18 AND ZEROD’S,"::

PRIMT "E.G. 108114":.

PRIMT "IMPUT § TO STOP"::
INPUT "BIMNARRY? ":B%

IF Bs="S" THEN 42@

IF LEM(BS ) 4=INT{LEN,B% /4 YTHEN 230
B$= " 9 " :3‘85

GOTO 288

FOR J=4 TO LEN(BH)STEP 4
A%=SEGS! BY, LENC(BS )~1+1,4)
N=1

HEX=0

FOR K=1 TO 4
HE=SEGH{ A%, 5-K, 1 >

IF H$="8" THEN 31¢
HEX=HEX+N

=M¥2

HEXT K

IF HEX<18 THEM 360



340
350
368
379
380
350
409
4109
420

HES=CHRS, HEX+35 )

GOTO 379

HES=5TRS{ HEX )

Hy$=HES&H"%

HNEXT J

FRINT "HEXADECIMAL = "iHV&%::
Hvs; ny

GOTO 1680

END
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Hex to Decimal
Conversion

Inputs a valid hexadecimal number and transforms it to decimal.
This program will be of particular interest to those studying
machine code.

199 REM

118 REM HEXRDECIMAL TO DECIMAL

120 REM CONYERSION

138 REM

149 CALL CLERR

158 PRINT "INPUT HEXRDECIMAL MUMBERS ASA
SINGLE STRIMG,"::

168 PRIMNT "E.G. 134ER"::

179 PRINT "INPUT S TO STOP"::

189 IMPUT "HEXADECIMALT ":H%$

190 IF H®="5" THEN 330

200 N=1

219 DEC=0

220 FOR J=1 TO LENC(HS)>

230 AS=SELE(HH, LEM(HE )~J+1.1>

242 IF ASCC(RA%>>38 THEN 27

258 HT=VYAL{A%)

262 GOTO 280

270 HT=/SCC AS)-355

289 DEC=DEC+MN¥HT

292 N=N¥16

399 NEXT J

319 PRINT "DECIMAL =":DEC::

329 GOTO 1869

338 END
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Binary to Decimal
Conversion

This program will convert a sequence of binary digits (0’s and 1’s)
into a decimal number. The length of the binary number is
limited only by the maximum length of the input statement on
the TI 99!

148 REM

119 REM BINARY TO DECIMAL

128 REM CONVERSION

138 REM

148 CALL CLERR

158 CALL SCREEM(16D

160 FRINT "INPUT YOUR BINRRY NUMBERS RSA
STRIMG OF 1'S & ZERD'S,"::

1780 PRINT "E.G. 18811@"::

18@ PRINT "IMPUT § TO STOP"::

198 REM MAIN LOOP

280 INPUT "BINARY?T " 'B%

218 REM  TEST FOR END

220 IF B%="S" THEN 349

2380 MN=1

248 DEC=@

259 FOR J=1 TO LEW(BS>

260 AS=SEGH(B%, LEM(BS )~J+1,1)

278 IF RA%="0" THEN 290

282 DEC=DEC+N

290 H=HNXx2

308 NEXT J

312 REM PRINT DECIMAL

320 PRINT "DECIMRL =";DEC::
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338 GOTO 200
343 EMD
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Arithmetic

An arithmetic test for all ages.

The inclusion of a maximum number makes this program suitable
for use at all levels.

It will generate an endless sequence of addition and subtraction
sums, testing for the correct answer in each case.

To stop the program, press the function and clear keys
simultaneously.

123
1182
120
130
141
159
159
1ra
180
1949
2u8
219
2z
234
242
259
260
278
289
2909
329

REM
REM
REM

ARITHMETIC

RAMDOMIZE
CALL CLERR

CRLL

SCREEMC 162
CALL CHARC 138, "@QFFFF" )

PRINT "ARITHMETIC TEST"::::
IMNPUT "EMWTER MAXIMUM HUMBER " :Mi

IF MM<L THEM 1358

C=14

CALL CLEAR

REM

SELECT SIGH

R=INT(RND¥2)
IF R=1 THEM 278

=1

REM

SELECT NUMBERS

M1=IMNHT{ RNDEMM 2+1
NE=INT{ RHD®MM
IF Mi<M2 THEM 278

REM

PRINT MUMBERS
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3109
320
330
348
352
369
379
380
33209
424
410
420
438
444
450
468
479
439
49a
1517
318
S20
539
S40
598
S649
578
sea
529
5a3
€19
620
&3a
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ME=STRSC M1 )

P=12

GOSUB 780

ME=STRH( N2 )

IF LEMCMS »=LEM{STRS{ N1 »)THEM 3206
ME=" "&Ms

GOTO 356

P=13

GOSLUB 780

IF R<1 THEM 438

CALL HCHAR{ 12, C+LEMC STRECHL ) 2+1,43)
GOTO 440

CALL HCHARC 12, C+LEM: STREC ML 5 3+1 .45
CALL HCHARS 14,C+1., 136G, LEMC MS ) >
REM  IHWPUT RHSWER

FOR J=1 TO LEM(STRSLH1+H2%R Y
CALL KEY(D.K,S)

IF €= THEM 4708

CALL SOUNDLS2,298,4)

IF (K<48+(K>S7O)THEN 47@

CALL HCHARY 15, C+LEM( STRSC ML b 34+ 1~J. KD
ANS=CHR%${ ¥ JANHS

NEXT J

IF VALCAMS )=M1+NZER THEN 638

REM WROMG AMSWER

ME="TRY AGRIM!"

OF=2

P=22

CALL SOUNDC 152, 126, 2

GOSUR 780

OF =R

GOSUBR 830

CALL HCHARL 22,C~4,32,13)



640
5258
658
679
689
699
7aa
via
7es
730
749
739
759
v7a
vaa
739
S00
814
820
330
240
8350

CALL HCHARC 15,C~1,32,140
ANE=""

GOTO 468

REM RIGHT RHSUER
ME="CORRECT!"

DF=2

P=22

CALL SOUNDC156,.3309.25
GOSUB 789

DF=8

GOSUB 836

CALL CLEAR

HN$= "

GOTO 239

FOR HM=1 TO LEM{MSD
CH=RSCY SEGSH. M3, N, 152
CALL HCHARCE, C+H-0F , CHY
MEXT M

RETURM

FOR DE=1 TO 1048
HEXT DE

RETURM
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Spelling Test

This program prints out a list of three words of different spelling,
only one of which is correct. If the correct spelling is entered, a
new word is chosen.

The list of words in the data statements can, of course, be varied
to suit any age. A variation would be to make none of the
spellings correct!

128 REM

112 REM SPELLIMG TEST
128 REM

128 CALL CLERR

149 CRLL SCREEMCSD

158 RAMDOMIZE

162 DIM WDsEC2e, 37

178 DEF EX=IMT{RMDEI 2+
182 PRIMT "SPELLIMG TEST":
128 REM REARD IM DATA
283 FOR J=1 TO 24

218 FOR K=1 70 3

228 FREAD MWMDHL 4. KD

238 HEXT K

248 MEXT J

258 REM CHODSE WORD & ORDER
258 R1=RX

273 R2=RA

288 IF Ri=R2 THEN 270

238 R3=RX

288 IF (R3=R1+(R3I=RZ»THEM 223
312 RD=IMTCRMD*®28 >+]

328 IF RD=RMD THEN 3Zi@
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RWD=RD

FRINT

"1. "SbDBCRWD,RLY

PRINT "&. "iWDs(RWD.RZ2

PRIMT

"3, " LDBCRUD,RI N

PRINT "WHAT I3 THE CORRECT SFELLIMG";
IMPUT AMS

PRINT

IF ArE=WDS, RUD, 1 2THEW 4730

PRIMT

GOTQ

FRIMT

GATD
DATA
DARATR
DATA
DATA
DATA
DRTR
DATA
pAaTAH
DATH
DATA
DATA
LATA
DATA
DATA
DATA
DRTA
CHETA
DATH
DATA
URTH

"TRY AGATN!Y:
300

"CORRECT! "+ ¢
268
CARROT., CAROT . CAROTT
TELEWISION, TELIVISION, TELEVISOH
COMPUTER., COMPUTOR.: COMPUTAR
YEHICLE.WEICLE. YEERCLE
RAHDOM, RAMDEM . RAMDAM
FEBRURRY . FEBURRY , FERURRARY
TELLOM, YELOK, YELLE
SENTEMCE . SEMTAMCE : SEMTEMSE
SUCCESS, SUCESS, SUCCES
TOMORROK , TOMMOROM , TOMOQRCI

EMYIROMMENT , EMY IROMEMT » EMY IRAMEMT

BEAUTIFUL, BUERTIFUL. BERUTIFULL
IMPOSSIBLE., IMPOSIBLE, IMNPOSSIBLE
ILLEGIBLE., ILEGIBLE ., ILLEGABLE
AMEMD , AMMEMD . ERMEHD

CRCHESTRA, ORKESTRA, ORCESTRA
IMTRIGUE, INTRIGE, INTRERGIE
PHEUMAT IS MEMMRTIC, PHUMATIC
PEDHMESDAY , MEMSDRY » WEMDEDAY
ARFPLICATION, APLICRT IO,

AFFLICCATION
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Multiplication Tables

Here’s a simple program to test your knowledge of multiplication.
The range of numbers is controlled by a simple input statement at
the beginning, which makes the program suitable for a range of
ages.

182 REM

118 REM MULTIPLICATION TABLES
128 REM

138 CALL CLERR

148 RANDOMIZE

152 INPUT "MAXIMUM NMUMBER? " :MAX
168 H1=IMT(RMD¥MAX >+1

179 H2=IMTCRHDEMAR >+1

130 FPRIMNT ::"WHAT IS" H1;"TIMES"iNQ;
128 IMPUT ANS

289 IF ANS=N1*¥NZ2 THEN 238

218 PRINT ::"TRY AGAINI"::

228 GOT0D 199

239 PRINT ::"CORRECT!"::

240 INPUT "AGRINT ":Q$

250 IF QE="N" THEM 270

260 GOTO 160

278 END
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Report

This program produces a list of useful sounding phrases for
incorporation into reports or speeches. Readers might like to
insert their own words into the data statements in lines 240-300!

A similar structure is used in many of the “poetry” generating
programs around. Just insert your own phrases instead of the
single words.

182 REM

112 ReM REPORT

122 REM

139 RAMDIMIZE

142 CRLL CLERR

158 REM RERAD IM DATE

188 FOR J=3 TO 7

170 RERAD RABCJ2,B8C 10, CHCJ0

180 HEXT J

198 IMPUT "HOW MAWY FHRRSEST " :FH

208 FRIMT ::::

218 REM FRINT FH FHRASES

220 FOR J=1 TO PH

238 FRIMT ASC IMTIRMDE? 212" "5

248 PRINT BSCINTIRMDRT 2+1 05" "3

258 PRIMT CHi IMT{RNDE? )+15::::

258 MNEXT J

278 DATA ON-GOING,HUMANISTIC, EMNVIROMMENT

28@ DATA MODULRR, IMTEGRRTED, SITURATION

298 DATA DIFFERENTIARTED.MOTIVATIONAL.
PROCESE

309 DATA MIMORITY.CRERTIVE, EXPERIMENT

31@ DATA OPEN-ENDED.,YERTICAL. TECHHIQUE
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32
33

82

2 DATR IHDIVIDUAL, EVALUARTIVE, RESOURCE
@ DATA HOMOJEMOUS, DBJECT IVE  FROILITY



Planet Lander

This is a computer simulation of a spacecraft landing on any one
of six planets. Purists will no doubt be aware that the moon is
not a planet!

Full instructions are included in the listing, so are not reported

here.

199
119
120
139
148
158
158
ivo
128
199
209
21a
22

230

REM

REM FLAMET LAMDER
REM

CALL CLERR

CRLL SCREEMI 167

REM IMITIALISE YARIABLES

T=0

HT=500

FRF=8

V=20

DEF TRN(E =INT(K¥1Q /19

REM PRIMT IMSTRUCTIOMS

PRIMT "FLAMET LANDER"::

PRIMT "this is a comPubter simulation
of 3 sPace craft landing on any one
of six Plansts."::

FRINT "usze lower case lebtters for
o replu, e

IHNPUT "name gsour Planst (mercurys
venussearthsthe moonsmars”

Pluto) ": Q%

PRIMT ::

REM TEST FOR PLANET

IF Q%> "mercury” THEM 32
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z30
300
319
3209
338
340
350
360
373
339
350
4920
410
420
430
448
439
4608
479
480
4309
%%
910
520

538

G=3.76

FR=509

GOTO S5z@

IF Q8<{>"venue" THEM 36@

G=38.77

FR=258

GOTO 526

IF QB{>"garth" THEM 408

G=9.81

FR=1890

GOTD 528

IF Q$<>"the moon" THEHW 448

G=1.62

FR=2%0

GOTO 526

IF RFE{>"mars" THEM 450

G=3.8

FR=506

GOTO 529

IF QE{>"pluto” THEM 250

G=4

FrR=509

REM MORE IMSTRUCTIONS

PRINT "dou are "iHT:"metres":"above
the surface of ":Q%E:",":

PRIMT "wour onboard ZXS81 will not
1oad your auto-lander Pro9ram. so L0U
will have to inPut instructions
direct"

FRIMT "to the texas master compuber
by hand,"::

PRINT "to further comPound wour
Problems vou are deskPeratelushort of
fFusl 1"



G689

78
a0

520
a9
6109
620
530
649
659
659
678
580
528
708
vie
720
739
740
758
760
770
789
790
800
818
820
330
840
859
869

FRIMT "when 3 Question mark apPears
tubPe ¥ oendine bukn required and
Press enber, "

FRIMT "time heilabt velocits Fuel"::
FRIMT T:TRABLE 2 TRMCHT 2 TRABL 14 03
TRMCW 2 TABL 22 25 IMTCFR 92

IF FRF{(>1 THEM &20

BrR=0

GOTO v2e

INFUT BR

PRIMT ::

IF (BR>180{BR{@THEN &2a

IF BR<FR THEM 71lg

BR=FR

FRF=1

PRIMT "out of fuel”::

FR=8

GOTO 729

FR=FR-BR

REM MEW HEIGHT

HT=HT-%

IF HT{=0 THEN 720

V=Y+G-BR/9

T=T+1

GOTO 578

REM LANMDED

IF ¥<{1 THEN 248

IF w{4 THEM 878

CALL SOUNDC laGa,-&.22

PRINT "cr a g h 111"

GOTO &899

CALL SOUNDC 250, 262,25

FRINT "a pPerfect landing!"::
GOTD 898
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878 CALL SOUNDC 1808,~6.2 %

880 PRINT "landed with craft damage -
await rescuel”::

898 INPUT "annther Qame?":Q%

2009 IF (SECHIR%, 1.1 )0)="u" )+ (SEGHE(ME, 1,1
="Y" 3THEM 139

219 END
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Entrapment

A game of strategy for 2 players.

Each player controls a different coloured snake which winds its
way around the screen.

Player one uses keys E S D X and player two uses IJKM to
direct the movement of their snake.

A player loses if his snake hits any obstacle, including its own
body, or tries to leave the screen!

199
112
128
134
140
158
158

179
130
129
209
218
220
2320
244
259
per )
2ve
pod =1

REM

REM EHTRAPMEMT
REM

GOTOD &43

REM FLAYER OME

CALL KEYC(Q,KY.,S>

IF (KY¥Y=63 )+ KY=88 )+ KY=83 I+ K¥=£8)
THEN 178 ELSE 188

Kil=KY

IF (R145692+(R14=1)THEN 208
Ri=R1~1

IF (K1<{>880+(R1>=24)THEN 228
Ri=R1+1

IF CK1<0830+(Cle=3)THEN 2408
Ci=Cl-1

IF CK1{>E80+(C1r=320THEN 268
Cl=C1+1

CALL GCHAR(RLLC1.¥2

IF ®{*32 THEM 438

CALL SOUNDC 1aa, 220,20
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220
300
31
320

358

340
358
368
crg
224
374
408
418
420
438
448
430
460
478
432
43d
beri =12
5109
220
530
48
259
568
7O
b1 2]}
598
=00

88

CALL HCHAR{R1,C1.1385
RETURM

REM PLAYER TWO

CALL KEY(B.,KY.,S)

IF (KY=730+(KY=77 2+ KNY=74 04+ K=7T
THEM 348 ELSE 350

Ke=KY

IF (K274 (RE<=1 )THEN 373
rRa=Re-1

IF (RELITTPIHCRE>=24 DTHEN 350
R2=R2+1

IF (K24HT40+CE4=3)THEN 418
ca=Cz~-1

IF (K2{>730+(C27=32)THEN 434
Ca2=Ca+1

CALL GCHARC(RZ.CZ, D

IF #<>32 THEN 5&8

CALL SOUNDC 193,328,2

CALL HCHAR(RZ,CZ.14Q)
RETURN

REM END OF GAME

CALL SOUNDC388,-5.27

FOR J=1 TO 28

CALL HCHAR(RL.,C1,32)

CALL SOUND(S8.228.22

CALL HCHARC(R1.,C1.,138>

HEXT J

GOTO 120

CALL SO0UND(369,~-&,22

FOR J=1 TO 20

CALL HCHRR{RZ.CZ,327

CALL SOUNDCS0, 280,22

CALL HCHAR(RE,CZ, 1482



=18
ae

630
648
50
268
B7a
Lt
Aol
708
710
7o
739
740
790
760
770
750

NEXT
cOTO
REM
CALL
CALL
CALL
CALL
cALL
CALL
Ri=2
Ki=68
Ci=4
RZ=23
KE=74
C2=31
GOSUR
LOSUB
GOTO

J
160
MAIN PROGRAM
CLERAR
SCREEMCED
CHARC 138, " 183CFEFFFFPEICLE" )
CHARY 140, " 183CTEFFFFPEICIS" )

COLORC1B, 7,10
COLORC 14, 6,10

138
320
760
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Print At

This subroutine simulates the DISPLAY AT or PRINT AT
statement which finds extensive use in other dialects of, or in
extended, Basic.

To use this, the print line is placed in a variable P$ and the
screen line and column number in X and Y. It can then be
accessed as a normal subroutine.

180
118
120
139
142
150
169
178
132
199
200
219
2z
230

REM

REM FRIMT AT K.Y.M*
REM ROUTINE

REM

FOR J=1 TO LEM(P%>
IF ¥<32 THEM 18@

Y=3

x=K+1

IF ®<24 THEM 208

x=1
CH=RSC(SEGH{P%.,J, 1))
CALL HCHRR{K,Y,CH>
Yev+q

NEXT J



Cheque Book

A cheque book balancer to help you keep track of your account.
To use, enter your last known balance followed by a list of
cheques written out and payments in. Each list is ended with the
input of a zero. The computer will prompt you for each list.

199
110
12e
1539
149
150
16a
178
184
190
209
210
2208
230
240
259

260

REM

FEM CHEQUE BOOK

REM

CALL CLERR

IMPUT "YOUR LAST BRALAMCET " :BAL
FRIMT &+« "CHEGLIES SINCE: "
INPUT CHRQ

IF CH=8 THEHW 294

BAL=BRL~CHR

GOTO 164

PRINT ::::"PRYMEMTS IM:"::
INFUT PARY

IF PRY=0 THEM 238 .

BAL=BAL+FAY

GOTO 219

PRINT ::::"¥YOUR CURRENT BRLAMCE
IS":BAL

END
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Metric Converter

This is a useful demonstration program to convert metric length
or weight to Imperial. Further routines could be easily added to
cover different conversions.

199
119
128
130
1408
159
160
17@
160
199
z20a
219
229
239
240
239
260
270
289
299
300
318
329
339
349
359
359
92

REM

REM METRIC CONYERTER

REM

cALL CLEAR

PRINT "1i. KILOGRAMS TD POUMDS"::
PRIMT "2. METRES TO FEET & INS":
INPUT "INPUT 1 OR 2 TO SELECT ":KY
IF (K¥=1)>+(KY¥=2)>THEM 180 ELSE 168
ON KY GOTO 298,328

REM KILOS TO LBS

PRIMT ::::"INPUT METRIC:"::
INPUT KGS

IF KGS=8 THEM 438
0Z2S=KGS¥2.2046%16

IF IMT(0OZS3(16 THEN 279
PDS=IMT{0ZS/16)

NZ5=025~-PDS¥16

FRIMT PDS;"LBS":0Z3,;"02"

PDS=08

025=09

GOTO 219

REM METRES TO FT & IHS

PRINT ::"INPUT METRIC:"::

INPUT MTS

IF MTS=0 THEH 438

IHS=MTS*39.37

IF INTCIMS) 12 THEM 358



370
=2
399
428
410
420
430

FT=IMT. IMNS~123
IHS=IME~FT412

PRIMT FT;"FT";IHE; "IN"::

FT=@
1HS=0
GOTO 330
END
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Alien Attack

You are being attacked by a swarm of aliens coming at you from
the bottom of the screen.

Guide your space craft using the keys S and D. Fire with the
space bar.

The smaller green aliens score 10 points and the larger red score
25 points.

The game ends when you collide with an alien or allow 100 to
escape.

188 REM

118 REM ALIEM ATTACK

122 REM

138 GOSUB 360

140 GOTO 49@

158 CALL GCHRR{LY,S.,%»

168 IF (X=130)+(¥=143)3THEN &7
178 CALL HCHARLLY,S,152)
189 FOR J=1 TD 8

120 IF HIT=1 THEN 358

200 CALL GCHARCLWY+J,S.%)
218 IF KI{>130 THEN 2989

228 SC=SC+1@

230 NG=MG-1

242 HIT=1

258 CALL SOUNDY 30@,~5,3)
268 CALL HCHAR(LY+J,S, 141>
279 CALL HCHARCLY+J, 3,327
289 GOTO 320
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290
309
3109
329
334
349
339
369
379
369
390
400
410
420
438
440
470
460
47a
48@
430
5090
Y%
520
539
540
598
560
570
=110
590
6080
610

IF ®X<{>148 THEN 328

SC=8C+25

GOTD 2368

CALL YCHAR(LY+J,: 5,132

CALL SOUMD(SA,-6.4)

CALL YCHARLLVY+J.S,325

NEXT J

HIT=6

RETURM

CALL SCREEN{ 16>

RANDOMIZE

REM CEFIME CHARACTERS

CALL CHARC 130, "38D64438EE252" )
CALL CHARC 133, "6810910101019106a" )
CALL CHARC 140, "C3FFDBFFCIBD1S6E" )

CALL CHARC 152, "FFFFFFFFTETERC3C" )

CALL COLOR(13,3,1)

CALL COLORC14.,7,1)

CALL COLORC16.6,1)

RETURM

S=16

Lv=6

CALL CLERR

REM PLACE RALIEN

IF RMD>.S THEN &84

NG=MG+1

IF NG»118 THEW 87R

IF RMD>.98 THEN 570 ELSE 599
CALL HCHRARC 24, INT(RND*31 )+1, 148>
GOTO 608

CALL HCHARC 24, INT(RMDX31 >+1,138>
PRINT ::

CALL HCHARC(LVY-2,8.32)
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629
630
640
€50
650
679
660
520
7009
710
720
730
740
750
760
779
780
790
809
819
820
83a
8492
a3
869
878
889
829
208
219
gco
230
240

96

REM
CALL K
IF ST=
IF K<L2
GOSUB
IF K<>
S=5+1
IF S>3
GOTO 7
IF K<>
S=5~1
IF 8£3
CALL G
IF (X=
CALL H
GOTO S
REM
CALL S
CALL S
CALL H
cALL ©
FOR DE
NEXT D
CALL H
CALL S
FOR J=
CALL S
NEXT J
IF SC<
HSC=SC
PRIMT
PRINT
IHFUT

MOYE OR FIRE
EY(O,K.,ST>

8 THEN 748
3& THEM &78
150

&8 THEN 71@

1 THEMN 7z2@
40
83 THEN 740

THEN 688
CHARCLY .S, ¥

130 )+{ ¥=140 }THEN 7290
CHARC LY, S, 152>

34

HIT

CREENCT D

DUNDL 3508, -5,2>
CHARCLY, S, 141
OLORC16.,7,10

L=1 TO 38

EL

CHARL LY, S, 152)
CREEMC 16D

660 TO 128 STEP ~-20
OUNDC 198, J.2)

HSC THEM 92@
"SCORE =";SC:»

"HIGH SCORE =";HSC:: !
"PLAY RAGAIM? ":Q%



958 IF SEGS(G.1,10="N" THEN 1008
269 SC=0

278 NG=0

989 CALL COLOR(16.6.1)

298 GOTO 148

18848 EMD
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Capitals

This program will ask you for the capital of a country. Enter the
right answer (spelt correctly!) and a further question will be
asked. If an incorrect answer is given, you will have three more
tries to get the right answer, after which the answer will be
printed.

The list of countries and capitals can be extended by adding extra
data statements after line 550 and increasing the numbers in lines
150, 170 and 220 to match the number of data statements.

180 REM

110 REM CAPITALS

120 REM

139 CALL CLERR

148 RANDOMIZE

150 DIM CHC 202, PHE(ZA
169 REM READ IM DATH
178 FOR J=1 TOQ 24

1892 READ CH{JI,PHE(J)

128 NERT J

208 CN=@

218 REM FICK COUNTRY
229 RN=IMT{RHNDXZ20)+1

238 IF RN=R THEN ZZ0
240 R=RN

298 PRINT "WHAT IS THE CARITAL OF " CH(RD;
268 INPUT AMS

279 IF ANS=PH(R)ITHEHW 320
288 CN=CH+1

299 IF CH=4 THEN 348
302 PRINT ::"TRY RGRIM!I"::
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319
329
330
349

350
369
37
389
390
48
418
420
438
443
458
468
470
430
429
b1 %)
S10
ca
539
549
558

GOTO

FRINT

GOTO

PRINT

26a
t "CORRECT !«
200
i "THE CAPITAL OF "sCH(RM: "

IS "JPE(RI M. "

GOTO
DRTA
DATA
DRTA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATR
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

289
AFGHANISTAMN . KRBUL
ARGENTIMA, BUENDS AIRES
BELGIUM, BRUSSELS
BRAZIL,RIO DE JANEIRO
CAMADA, OTTRKA
CUBA . HAVANA
DENMARK : COPENHAGEN
EGYPT.CAIRO
ENGLAMD , LONDOM
FRANCE.PARIS
GREECE, ATHENS
ITALY . ROME
JAMAICA. KINGSTON
NIGERIA, LAGOS
HORMWAY , 0SLO
PORTUGAL . LISBOM
RUSSIA, MOSCON
SCOTLAND, EDINBURGH
SFAIM.MADRID
U.5.A. . MASHIMGTON
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Shoebox

Shoebox offers a complete home, tape-based, filing system.

It will allow you to create and update files, e.g. list of names and
telephone numbers, birthdays and dates, names and addresses,
etc., as well as accessing those files to search for a particular entry
or to list the entire file.

By using a menu-driven modular system of programming, it is
possible to add extra routines to fulfil additional functions, e.g.
sort, information search, list to printer, etc.

169
110
129
130
140
150
160
170
150
190
200
210
220
230
240
250
269
270
229

100

REM

REM SHOEBOX

REM

DIM RE(206), I1$(208°>
J=1

CALL CLEAR

REM MENU

PRINT "1. INPUT FILE"::

FRINT "2. UPDATE FILE"::

PRINT "3. PRINT RECORDS"::
PRIMT "4. SERRCH RECORDS"::
PRIMT "3. WRITE FILE"::

PRINT "&. EMD"::

INPUT "WHICH MUMBER? ":CH
PRIMT

IF (CHCLOD+(CH>GOTHEM 238

OH CH GOTO 289, 360,470,550, 650, 758
REM IMFUT FILE

OPEN #z:"C3S1", INTERMNAL, INPUT
FIAED 1258



290
390
319
320
339
349
el
364

370
380
350
4280
410
420
430
440
450
450
470
430
459
See
S19
520
539
549
55
560
S5ve
580
390
600

IMPUT #2:R®CJ5, Im{Jd>

IF R&(JO="END" THEH 3308
J=J+1

GOTO 299

CLOSE #2

GOTO 156

REM  UPDATE FILE

PRINT "ENTER RECORDS AMWD IMFORMATIOM
SEPARATELY . " : :

PRIMT "TYPE ""END"" TO FINISH,":t::
PRINT "RECORD";J: !

INPUT R$CJD

IF RBC(JO="EHND" THEM 43&
PRIMT "INFORMATIOM"::

INPUT Is(JD

J=J+l

GOTO 356

GOTO 158

REM  FRIMT RECORDS

FOR M=1 TO J

PRINT R&(My: : TBCH D ¢

REM  PAUSE

FOR DEL=1 TO Sa

NEXT DEL

NEXKT M

GOTO 150

REM  SEARCH RECORDS

INPUT "RECORD RE@UIREU7 P
PRINT ::

FOR M=1 TO J

IF RS(MI)=Q% THEN 620

NEXT M

PRINT ::"RECORD NOT FOUMND"::
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510 GOTO &858

628 PRIMNT RSCHM>

538 PRINT I%HiM)

548 REM PRUSE

5358 FOR DEL=1 TO 30809

568 MEXT DEL

678 GOTO 136

682 REM WRITE FILE

6298 OPEM #3:"CS1", INTERMAL.OQUTPUT.,
FIKED 128

799 FOR M=1 TO J

710 PRINT #3:R&CM), IH(M)

720 NEXT M

738 CLOSE #3

740 GOTO 156

7589 END
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Moneybags

It’s pennies from heaven, or at least dollar signs from the top of
the screen, in this amusing game. You control a catcher at the
bottom of the screen, moving with the S and D keys. Catch as
many of the dollars as you can, but miss 20 and the game ends.

100 REM

118 REM MOMEYBRGS

120 REM

138 RANDOMIZE

148 CALL CLERR

158 REM INITIRL VALUES
16@ CR=23

17@ CC=15

180 CALL CHARC 139, "0000@00RA3181FFFF" 3
129 FOR M=1 TQ 3

288 R(MI)=1

218 C(MI=INT{RND¥29>+3
228 NEXT M

239 GOTO 58a

249 REM MOVE DOLLARS
298 J=INTCRMD®3)+1

268 CALL HCHARCR{J >, C(JD,.322
278 RCJI=RCJ I+

280 IF R(JO<>23 THEM 330
299 IF C{J3<>CC THEN 332
300 CALL SOUNDC189,332,22
318 SC=SC+10

328 GOTO 379

338 IF R(JI<>24 THEM 400
340 CALL SOUNDC100,220.2>
359 CN=CN+1
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104

IF CN=20 THEM &2@
CCI2=IMTC RHD¥29 >+3
R{JO=1

GOTO 420

CALL HCHARIR{ JD,CC12, 36D
CALL SOUMDI SA, 228%J,3)
RETURN

REM MOVE CATCHER
CARLL KEY.B.K.S>

IF S=8 THEM 359

CALL HCHARCCR, CC,32)
IF K<>68 THEM 4249
CC=CC+1

IF K<»33 THEM 519
cC=CC~1

IF CC>3 THEW 338

CC=3

- IF CC<32 THEW 35@

Ce=32

CALL HCHAR(CR.CC, 13835
RETURM

REM MAIM LOOP

GOSUB 250

GASUB 440

GOTO 586

REM GRME OVER

FRIMT ::::"YOUR SCORE =";3C
EHD



If you have enjoyed programming this selection of games and
educational programs you will be interested in several adventure
games which are available through:

APEX TRADING LTD,

115 Crescent Drive South,

Brighton BN2 6SB

Telephone Brighton (0273) 36894 for details.



GETTING STARTED with the
TEXAS TI-99/4A

STEPHEN SHAW

Aimed at first time users,
this book takes you from setting up your machine
and guides you step by step
until you become sufficiently expert
to write your own programs.

This ‘essential’ book
will help you
use TI Basic
understand Extended Basic
design programs
file data on cassette

Example programs are shown in the book
along with chapters on how to increase
the capabilities of your machine
through modules, printers, RAM packs
and disk systems.

THE AUTHOR
Stephen Shaw is a recognised authority
on the TIS9/4A
and contributes regularly to the TI User,
Home Computing Weekly and Computer & Video Games.

AVAILABLE FROM GOOD BOOKSHOPS
ORDIRECT FROM
PHOENIX PHOENIX PUBLISHING ASSOCIATES,

14, VERNON ROAD,
PUBLISHING ASSOCIATES BUSHEY, HERTS.

£5.95 price £5.95 plus 50p p/p.



AT LAST - a book

full of programs for your

TEXAS Tl 99/4A.

Written for

the home user

these programs are both
fun and educational.

Now

you can

enter a 3D maze,

run a horse race,

play tennis with a friend

and even

help a penguin to save its eggs!!

You can

test your skills with anagrams,
check up on your metric conversions,
run your own filing system,

and : : |
look after your own home accounts.

ISBN 0 9465 7600 9

PHOENIX PUBLISHING ASSOCIATES

£5.95
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