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ARRANGEMENT OF
PROGRAMS

All the programs have been classified, explained and set out in
an easy to read and enter format, with further programming
suggestions and enhancements. We hope you enjoy this book and
games within and continue to get the 'best' for and from your
ATARI 13@XE.

In the programs throughout this book, spaces have been used to
aid readability. These have been placed between reserve words
like PRINT, FOR, GOTO, GOSUB and between the characters in
strings. It is not necessary to put them between reserve words
most of the time however occasionally the machine will demand
it. So if you type in a line omitting the spaces and the
machine rejects it with a error, retype it with the spaces.
The only time you should type a space inside of a string is
when you see the * symbol. This avoids confusion.

The ATARI has a number of special graphics characters. These
are obtained by pressing combinations of keys. The bulk of
these characters are obtained by pressing the Control key and
one of the alphabetic character keys. Inverse characters
(reverse images of characters) are obtained by pressing the
inverse key on the extreme bottom right hand side of the
keyboard. Normal characters are restored by pressing this key
once more.

Frequently occurring (and easily overlooked)
typing errors with the ATARI 130XE

1. Do not confuse the letter O with the digit @ (zero).

2. Do not confuse the capital letter I with the numeric digit
1 (one).

3. A comma and a full stop (period) are not interchangable.

4. When a colon is required do not type a semi-colon (;).
These two characters are not interchangeable.

5. A double quote (") 1is not interchangeable with an
apostrophe (').

6. 1Inside of character strings, spaces are mandatory if
indicated by the * symbol.



7. 1t is important to get the number of brackets inside a
BASIC formulae correct otherwise the line will be rejected.
The bracket symbols are () and not [ _.

8. The following characters are obtained by pressing the shift
key and the numeric keys; ! " # $ % & '@ ()

Overall advice

If you type in a program line, press RETURN and the computer
rejects it with an error message, then carefully compare the
line with what's in the book. The line has been rejected
because it has not been written according to the rules of
BASIC. Retype the line correctly as per the book.

All BASIC program statements must be in upper case. Any
reserve word in lower case will rejected as an error. Also
reserve words may not be in the inverse mode.

Once you have typed in a program save a copy of it to tape or
disk. Under no circumstances type in a program and RUN it
without doing this first. Most of the programs in this book
contain POKEs or machine language. If you make a mistake
typing in a program and then RUN it, these are liable to erase
your program or lock up the machine. If the error is
disasterous enough, the only way to restart the machihe is to
switch it off and on, losing your program !!! If by some
misfortune you should do this and the machine locks then press
RESET. If control doesn't go back to BASIC then you have lost
your program otherwise you may still have an oppotunity to save
it to tape or disk.

Save a program to tape with

SAVE "C:FILENAME"
or to disk with

SAVE "D:FILENAME"

After you have typed in a program and saved it to either tape
or disk, it's safe to RUN it. Unfortunately just because the
computer has accepted a program line doesn't mean that it's
correct. You are likely to be presented with a number of error
messages the first time you try to RUN a program. To some
extent this can be prevented by using CHEXSUM in the next
section but even that won't solve all problems. Here is a list
of the most common error messages and their probable causes.

ERROR- 17 AT LINE nnnn



This generally means that you have typed in a line, caused a
syntax error and didn't notice it. When a syntax error occurs,
the word ERROR- is entered into the start of the bad line. So
when the ATARI tries to execute the line it finds garbage. The
error is repaired by retyping in the line correctly.

ERROR- 12 AT LINE nnnn

The computer has been told to GOTO, GOSUB, ON GOSUB or ON GOTO
to a line and the line didn't exist. Check that the line which
has the above statements in it has the right linenumber. Then
check that the line it was told to goto actually exists.

ERROR- 6 AT LINE nnnn

The computer tried to read some information from a DATA
statement with a READ statement and there wasn't enough data
present. The most obvious cause of this error is a mistake 1in
the DATA statements. Carefully go through the DATA statements
making sure that all numbers are right. Check to see that no
full stops have been exchanged for commas and vice versa.

ERROR- 8 AT LINE nnnn

The computer tried to read information from DATA statements,
was expecting numeric information and got character information
instead. The solution to this problem is the same as above.
Check through your data statements and make sure that all the
information is correct. Also make sure that the READ statement
where the error occured is correct.

ERROR~ 3 AT LINE nnnn

The computer used a number which was out of range. For example
a POKE statement tried to use a number which was mnot in the
range $-255. 1If a POKE statement contains a variable then
print the contents of the variable and find out how it got to
that value. Generally happens when a READ statement fetches an
incorrect DATA statement and the computer tries to POKE the bad
data. Check the DATA statement.

ERROR- 9 AT LINE nnnn

A reference was made to an array or a string and an error
occured. There are various reasons why this error has occured.
They are:

* A reference was made to an array which didn't exist. There
are two reasons for this; the variable in the 1line where the
error occurred was incorrect, or the variable named in the DIM
statement was incorrect. Check these two sources.

* An array reference was incorrect. It was either greater
than 32767 or a negative number. Check that the array
reference was in this range or was not greater than the
dimension size.



* A string variable must be declared with a DIM statement at
the start of the program. If you get an array error for a
string then either the string variable where the error occurred
is wrong or the wvaraible in the DIM statement is wrong.
When you have typed in a program and you can't get it running
properly, even after numerous debugging attempts, then put the
job at rest for a day or so. It often happens that you will
find the bug at once after resuming the job.



CHEXSUM

The unique CHEXSUM program validation

WHY

When a book of programs such as this book 1is keyed in,
everybody invariably makes reading and typing mistakes and then
spends ages trying to sort out where and what 1is causing the
error (errors).

Even experienced programmers often cannot identify an error
just by listing the relevant line and need to do the tedious
job of going back to the book, especially with DATA statements.

Realizing that this is a major cause of frustration 'in keying
the program, we decided to do something about it. There 1is a
short routine in this book which you should key in and save
BEFORE you key in any of the games programs.

Using this routine you will be able to find out if you made any
keying errors at all and in which lines, before you even RUN
the program. In effect this means that with this book you need
not waste time looking for keying errors, you simply run the
CHEXSUM routine and 1look at the display to identify lines
containing errors. It's that easy.

The principle behind the routine is a unique check sum which is
calculated on each line of the program you have keyed into the
computer. Compare this chexsum value with the value for that
line in the list at the end of the program listing; if they are
the same the line is correct, if not there is an error 1in that
line.

WHEN

The simplest method is to enter the CHEXSUM program in now and
save a copy of it to tape or disk. To save it to disk use

LIST '"D:CHEXSUM"
To save it to tape use

LIST "C:CHEXSUM"
The LIST command saves a copy of the CHEXSUM program to either

tape or disk in ASCII. It is only possible to reload an ASCII
file using:

For tape

ENTER "C:CHEXSUM"



For Disk
ENTER '"'D:CHEXSUM"

You can type in the CHEXSUM program at any time, even if you
have started to type in a program. You cannot, of course LOAD
in CHEXSUM from tape or disk because it will erase all you have
typed so far. The obvious solution is to merge the programs.
The CHEXSUM program should be saved onto a separate cassette to
allow easy access.

HOW CAN YOU TELL IF CHEXSUM HAS BEEN ENTERED
CORRECTLY

After having keyed in CHEXSUM it is very important that you
know that CHEXSUM is working perfectly. Follow these
instructions:

1. Type in the CHEXSUM program and save it to disk or tape
with the commands suggested above.

2. Manually compare the CHEXSUM program you have typed in
with the book. Get someone to read the book out to you while
you check it against whats in the computer.

3. Keep repeating steps 1 and 2 until the checksum program
is perfect.

Here is a listing of CHEXSUM and instructions on it's use:

TOTAL =0
STHMTA
NUM=
IF

. TLINE (JNUME P w AN e v
FTER+E TU STHMTABRPEERE (STMTAR+E) —-1

STHMT &
GOTO




USING CHEXSUM

CHEXSUM is a special program which generates a unique sum for
each line in a program and a grand total of all sums. After
each program listing is a table of checksums. You need only
compare the numbers in the CHEXSUM table for each program with

those generated by CHEXSUM. If two numbers differ, check that
particular line.

1. Type in your game program, PINGPONG, say. Save it to tape
or disk.

2. If you have just typed in a program then ignore this step
otherwise LOAD in you game from tape or disk.

3. Merge the CHEXSUM program onto the end of your program. Do

this by putting the tape or disk containing the chexsum program
into the drive and for disk typing:

ENTER '"'D:CHEXSUM"
for tape type:
ENTER "'C:CHEXSUM"

4. Once the CHEXSUM program has been merged onto the end of
your game program, enter GOTO 32@@@ to activate CHEXSUM.

5. Chexsum will now output the checksum for the program. To
halt the program press the Control and the '1’ keys. Press
again to restart output.

6. Check your grand total with that 1in the book. I1f they
differ a line has been entered incorrectly. Compare line
numbers until you locate the bad ones and then edit them.

7. Repeat steps &4 to 6 until the games program is debugged.

8. When the games program is running satisfactorily, delete
the Chexsum program from the end of your game.

9. Finally save the debugged version onto a tape or disk.
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CLASSIFICATION: Skill

A plane is flying above and periodically dropping bombs on the
cities below. You have a shield which you must use to explode
the bombs with before they hit the ground. The longer the game
runs the faster the bomber flies and the faster the bombs are
dropped. After a hundred bombs are dropped the speed decreases
and after a hundred catches the speed increases. Use joystick
one to move the shield left and right.

PROGRAMMING SUGGESTIONS

Have more than one bomber flying overhead and increase the
number of bombs that can be dropped.



Program

Variables
I General purpose variable
PMBASE Pointer to player missile data
PM Page pointer to player missile data
A Holds data begin read from data statement
Program
Structure
5 - 8 Clear memory and read in programs
10 ~ 85 Set up graphics mode
104 ~ 12¢ Data for players
1090 Call machine langugae program

5¢@® - 541¢ Data for machine language program

10



TO Z3792+1027: FOKE T,@:NEXT I

TO 3@720+78:READ A:FOKE I,AXNEXT I
FOR 1=28672 TD 29518:READ AFOEE I AINEXT I
FOKE 1Q@&6,128

FM=FEEK (106) : FMBASE=FM*256

GRAFHICS 1

FRINT #6&3 "CAUGHT: . . . LHITS: "

FOKE 359,62

FOEE 53277,3

FOKE S4279,FM

FORE 53256,2: POKE SI257,2

FOKE 704,77:FP0OKE 7@5,88:FOKE 706,88

FOKE 707,86

DATA 8,32,48,184,255,5&,48,32,@,@,@,@ 0,2,0,2,0,0,2,2

k] k] b a " Y " k]
DATA 255,285,255%,0,0,0,0,0,0,0,0,0,0,¢,0,0,0,0,2,0,0
bata @,@,12%,255,255,123,0,0,0,0,0,0,0,0,0,0,0.0,0.0
DATA @,@,127,255,295,127,0,0,0,0,0,0,0,0,0.0,0.0

A=USK (112#256)
DATA 72,27,112,32,72,112,32,151,112,32,41,113,32, 239, 11
3,32,75,113,32,131

DATA 11%,32,206,113,76,%,112,169,0,141,5,115, 169,50, 141
y4,115,169,8,141

DATA 7,115,169,50,141,19,115,169,150,141,18,115,169,0,1
41,62,115,141,63,115

DATA 141,66,115,141,56,115,169,%,141,65,115,96,173,40, 1
1%5,240,4,206,60,115

DaTa 96,173,65,115,141,60,115,173,7,115,201,4,240,5, 201
,8,240,26,96,17
DATA §,11%5,240,4,206,5,115,96,169,8,141,7, 115,232,127, 11
3,201,100,17&,249

DATA 141,4,115,96,17%,5,115,201,167,240,4,236,5, 115, 96,
169,4,141,7,115

DATA I2,127,113,201,100,176,245,141,4,115,94,173,55, 115
y240,4,206,59,11%,96

DATA 173,65,115,141,59,115,173,62,115,201,1,240,6,32,19
7,112,76,182,112,3
DATA 247,112,173,463,115,201,1,240,4,32,222, 112,96, 32, 16
y113,96,32,127,113

DATA 2B1,210,176,17,169,1,141,63,115,173,5, 115,141
15,173,4,115,141,32

DATA 115,96,32,127,113,201,200,144,17,169,1,141,63,115,
173,5,115,141,47,115

DATA 173,4,115,141,46,115,96,173,
I8, 32,115,94,169,0

DATA 141,62,115,169,220,141,32,115,238,56, 115,94, 173, 46
J 115,201, 155,240,4,238
DATA 46,115,96,169,0,141,63,115,16%,
S56,115,96,32,247,114

DATA 201,4,240,5,201,8,240,12,%96,173,19,115,201 ,0, 240, 3
J206,19,115,96

DATA 172,19,115,201,16%,240,3,238,19,115,96,172, 13,208,
170,41,4,208,6,178

DATA 41,8,208,20,%96,169,0,141,62,115,169,220,141,32,115
,169,0,141,30,208

1

Y

2,115,201, 155,240,4, 7

,181,46,115,238,

1



S270

5280

5290

DaTA 238,66,115,96,169,0,141,63,115,165,220,141,46,115,
169,0,141,30,208,238

DATA 66,11%,96,173,10,210,96,173,66,115,32,172,113, 143,

,160,0,189,199,113

DATA 153,175, 125,200,202 ,208,246,173,56,115,32,172, 113,

162,3,160,8,189,199,113

pATA 153,144,175,200,202,208,246,96,162,3,56,160,8,253,

:m:,ii_,141,?,:mm,:m8

DATA 248,125,202,113,72,152,9,16,157,199,113, 104,202,220

8,231,96, m @,0,1

DATA 1@, 100,17%,66,115,201, 100,248 ,8,173,56,115,201 , 100
,240,10 96,~D& 65,115

DATA 169,0.141.66,115,96,238,65,115,169,0,141,56,115,96
,120,32,202,114,160

paATA 14,162,0,189,25%,114,149,176,232,136,208,247,32,10

8,114,168,14,162,0,181

DATA 176,157 .253,114,232, 136,208,247,160,14,162,0, 189, 1

1,115,149,176,232, 136,208

DATA 247,32,108,114,160,14,162,0,181,176,157,11,11%,232

176,208,247 ,160,14,162

DATA @,189,25,115,149,176,232, 136,208,247,32, 108, 1 14,

0,14,162,0,181,176,157

DAaTA 25,114,:?:,1 T4, 208,247 ,160,14,162,0, 189,359,115, 149
,176,232,136,208,247 ,32

DATA 108,114.160,14,162,0,181,176,157,39,115,72

8,247,72.216.114.88,96

DATA 165,183,197, 182,240 ,68,160,0,165, 184,724,105, 46,145
,176,169,1 4,1@1,18%

DATA 168,166, 184,169 ?,145,178,200,202, 16,250,169 ,32,24
L101,187,141,64,115,162

DATA ©,142,57, 15, 166,185,172,
17~,@4.115..»¥,1va,b-a

DATA 64,115,202 ,16,23 7,165,183,1

94,146%,184,197, 189,208,182

DATA 96,173,57,115,41,15,170,189,230,114,278,57,115,%6,

160,14,162,0,181,176

DATA 157,68,115,

115,145,176,2 ,2e8

DATA 247 ,96,1,2,5,4,5,10,7,8,7,8,11,4,2,4,1,4,8,173

pATA @,211,73,255,96,0,208,0, 122.2,120,0,0,0,8,0, 16,0,

4
L

11%,177,180,236,53,115

182,165,184, 137,189,

136,208,247 ,96,160,14,167,0, 189,68,

paTA ZPe,0,133,70,120,0,0,8,8,08,16,0,8,2,208,0, 174,40, 1

8,0,16,2,8,3,208,6,135,40,120,0,0,0,8,0,0,0
bATA @,0,8,79,0,0,0,0,0,0,0, m @,J,m 0,0,0, 156

12



ChexSum Tables

S = 1421 5030 = 3I5S56 T240 = I559
7 = 1494 5040 = 3405 S28@ = Z70%
8 = 1568 S05@ = 3450 5260 = 3866
16 = 277 5060 = IS8 5278 = 3745
20 = 1124 S@070 = 3611 5280 = 3714
0 = 144 5080 = 3549 5290 = 769
I8 = 1218 S090 = 3484 5308 = 3719
48 = 420 5100 = 3533 5310 = 3726
50 = 4Q6 5110 = 3590 5320 = 3761
60 = 473 S120 = 3507 G330 = 3776
70 = 782 5130 = 3706 5348 = 39564
88 = 1293 5140 = 3623 53508 = 3625
85 = 78 5158 = 3285 G360 = 3788
100 = 2454 5160 = 3509 5378 = 2398
110 = 2368 5170 = 3446 5380 = 2652
115 = 2372 5180 = 5398 = 2736
120 = 2188 5190 = 5400 = 2790
1008 = 716 5200 = 3748 5410 = 2037
S000 = = 5210 = 347
5010 5220 =
SQ20 5238 = 3619 TOTAL = 166569

13



OTHELLO

Hii%
@17

FREE : 32

TOLGLES TURK

CLASSIFICATION: Strategy

This game uses the computer as a medium for two people to play
the game of Othello. Pressing / or ? will display all the
legal moves on the board as question marks. Placing the cursor
over any man and pressing fire will do the same. If you have
no legal moves then press T to change who's turn it is.
Displayed on the right hand side of the screen is

Who's turn (X or 0)

The cursors current position x,y
The number of X's

The number of O's

The amount of free spaces on board

Use either joystick to move the cursor over the board. Press
fire on either joystick to make a move. If you don't know how
to play use ? to display legal moves and observe the results of
making these moves. The object of the game is to have the most
men at the end of the game. If a player has no legal moves
then it becomes the other players turn to move (use T). The
game is over when there are no legal moves for either player.

14



PROGRAMMING SUGGESTIONS

The board display could be done in high resolution with
A command to take back the last move made would be useful.

machine could play against a human.

Program
Variables
B() Holds the position of men on the board
C Local wvariable
CURH Cursor's horizontal position
CURV Cursor's vertical position
LOOP Loop counter
6] Used in count men routine
OLDCUR Cursor's old position
P Index to array
PH Holds inital value of P
R Local variable
SCREEN Address of start of video RAM
STOR Stores value of character under the cursor
TURN Who's turn 1 or -1
Vv Used in move cursor routine
VALID @ if move not valid else =1
X Local variable,in delay routine etc.
Z Local variable
zZ Counter for display in find
routine
Program
Structure
19 Set colors and jump to initialization
100 - 80% Make a move
100¢ — 156¢ Find and make legal moves
92009 Delay routine
9109 Invalid move routine

19¢0® ~ 1008¢ Draw the board

161¢¢ - 19139 Count number of men
1¢15¢ - 1022¢ Print information

11009 — 11149 Move the cursor

12000 - 12¢4% Put the cursor on screen
20000 - 2¢¢3¢ Initialize the system
30009 - 30p7¢ Main loop

15
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Listing

Set colors and jump to
initialization

10 SETCOLOR 1.8,12:SETCOLOR 2,0.0:FOKE 752,1:60T0 20000
50 DATA -10,-9,-8,-1,1,8,9,10

Make a move

100 IF STOR=21 THEN STOR=14
VALID=@:IF STOR< 14 THEN 1000

RESTORE : C=CURV: R=CURH
FOR LOOF=1 TOQ 8

F=R¥9+C: FH=F

READ Z

P=F+Z

IF B(F) =@ THEN 500

IF B{F)=TURN THEN 500

F=F+z

IF R(F)=0 THEN S@0

IF B(F)=-TURN THEN GOTO 260
F=FH

VAL Ib=1

B (F) =TURN

F=F+z

IF BE(P)=TURN THEN 500

GOTO 1@

NEXT LOOF

IF  NOT VALID THEN GOTO 9100
STOR=47: IF TURN=1 THEN STOR=5é&
TURN=-TURN

GOTO Zovor

Find and make legal moves

1006 FOFE OLDCUR,STOR VALID=@:FOR C=1 70 8:FOR F=1 TO
S:RESTORE SQ:FOSITION Z0.,@:7 ZZg" L"3:ZZ=27-1

1910 F=Rx9+C:IF B(F) THEN 135i@

1260 FOR LOOF=1 TO 8:F=R*9+C:FH=F:READ Z:F=F+Z:IF B(F)=0 OR
B(F =4 THEN 1500

1250 IF BE(F)=TURN THEN 150@

127@ P=F+l:1IF B(P)=0 OR RB(F)=4 THEN 1500

1280 IF EB(F)=-TURN THEN 1270

1318 VALID=1:RB(FH)=4:L00F=8

15000 NEXT LOOF

16




131@
152@
1578
1540
1950
1560

000

F10e

Y8

10000
18e1e

18050
1 Bs2
19870
10086

ip1ea

1@a1i@
18120
1017358

NEXT R:NEXT T

IF VALID THEN GOTO 155

POSITION B,23:7 " ElCRCY O S OO S
GOSUER 990@: TURM=-TURN: GOTO 000
F=CURH*9+CURV: IF B (F)=4 THEN STOR=31

sO7T0 ZO000

Delay routine

FOR X=1 TO 10QQ:NEXT X:RETURN

Invalid move routine

FOSITION 7.23:7 ", L "::FOSITION 18,23:7 BRIy
BRTEETSMR" : : GOSUR S000: 60TO Z0Bow
REM G.STRETTON 8%

Draw the board

TOHRE(I2E) 17

FOR C=1 TO 8:FOR R=1 TO S:FP=R%9+C: IF B(F)=4 THEN 7 "Lt
PR RAFI =@ NEXT R e NEXT Ca30T0 1010

IF NOT R(F) THEN Y. "1 BUTO loose

IF BF)=1 THEN 7 "X "3iiNEXT R:? 7 :NEXT C:G0T0 12100

7 oroL

NEXT R:? 7 tREXT C

Count number of men

X=@: 0=0: FOR R=10 TO 82:IF NOT E(R) THEN NEXT R:B07TC 1@
150

IF B(R)=1 THEN X=X+1

IF B(R)=-1 THEN O=0+1

NEXT R

17



Print information

10150 POSITION 23,B:7 "Xa"iXy

10168 FOSITION s 1@:7 "0 08

10179 FOSITION Z@,14:7 "FREE:";64-(X+0);
12180 FOSITION 78,0: IF TURN=1 THEN 7 "X'j;
13198 IF TURN=-1 THEN 7 "0";

1@zZew ? "8 LMOVE"y

10219 FOSITION 8.2
10220 RETURN

17 "T LTOGGLES ATURN" 3

Move the cursor

11800 V=STICK (@) :IF V=15 THEN V=8TICK (1)

11010 IF v=135 THEN RETURN

11820 IF V=14 THEN CURV=CURV~-1

1103@0 1IF V=6 THEN CURV=CURV-1:CURH=CURH+1

11@64@ IF V=7 THEN CURH=CURH-+1

11@5@ IF v=% THEN CURH=CURH+1:CURV=CURV+]

112060 IF V=13 THEN CURV=CURV+1

11@7@ IF V=9 THEN CURV=CURV+1:CURH=CURH-1

11@8@ IF V=11 THEN CURH=CURH-1

11230 IF V=10 THEN CURH=CURH-1:CURV=CURV-1
21 THEN CURH=CURH+8

THEN CURH=CURH-8

L1 THEN CURV=CURV+B

1130 IF CURV»8 THEN CURV=CURV-8

1114@ RETURN

Put the cursor on screen

12086 FOKE OLDCUR,STOR

12610 OLDCUR=BCREEN+ (CURV#88) + (CURH*2)
12620 STOR=FEEE (OLDCURD

120838 POKE OLDCUR, 1ZE

12040 RETURN

Initialize the system

20000 7 CHRF{125):DIM B(F@:FOR X=0 TO 9@:B{X)=@:NEXT X

ZOV2D B(41)=1:B(49)=1:B(4M) =—1:R(IQ)=-1:TURN=1

200308 SCREEN=40000: CURH=1: CURV=1:85TOR=14: OLDCUR=SCREEN+ (CURV*
S@) + (CURH*2)

18



Rarlril)
Ioeie
I0020
0036
10042

30050
0060
Q070

Main loop

GOSUER 10020: REM DRAW SCREEN
GOSUR 11000:REM ADJUST CURSOR
GOBUER 12000:REM FUT CURSOR
IF ( NDT STRIG(1)) OR ( NOT STRIG{(®)) THEN 100
G=PEEK (754) : IF G=43 THEN FOKE 754,25%5: TURN=-TURN: GOTO 3

ralrafralvd]

FOSITION ZZ,3:7 CURH;" L"3jCURV;

IF G=38 0OR G=102

THEN FOKE 754,255

:60TO 1000

FOKE 77.,0:FOR X=1 TO 6:NEXT X:FOKE OLDCUR,STOR:FOR X=1

TO ZiNEXT X:60T0

I0010

ChexSum Tables

i@

-

40
500
600
610
700
806
1062
101@
1200
1250
1270
1280
1318

WOROHOWOW KW R Do RN N mn RNy

1588 =

1510 =

152@ =

1838 =

1540 =

1958 =

15368 =

B0 =

F108 =
10200 =
ol =
1885¢ =
188560 =
188676 =
13886 =
18108 = 2185
19118 = 11@2
1?1208 = 1159
18138 = 171
10156 = 746
121608 = 746
10178 = 1466
i@18@ = 777
10190 = 549
1920@ = S7@
12218 = 1445
1022@¢ = =8
11868 = 1399
11818 = 93
11828 = 867
1130 = 1409
11040 = 853
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11660
11070
li@se
1109
1110@
1111@
11120
11170
11140
12060
12618
12020
12070
12040
20000
2002
20870

IQ@&6D
I0eve

TOTAL
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MOUNTAINS

-

CLASSIFICATION: Arcade

Fly the ship through the mountains for as long as possible
without hitting the mountains. If your ship tounches the
mountains the hit count is incremented. Every now and again a
missile will fly by and you must avoid it or the hit counter
will be incremented. Move the ship using joystick port 1.

PROGRAMMING SUGGESTIONS

Increase the intelligence of the enemy missiles so that when
they come hurtling across the screen they will seek your craft
out. Add objects to the bottom of the landscape that you have
to pick up to keep the game going. Give the player a limited
amount of fuel and time to complete his journey through the
mountains.

20



Program

Variables

I General purpose variable

PMBASE Pointer to player/missile area

A Dummy variable

Program

Structure

1 - 8@ Initialize memory and variables

99 Call machine language program
100 - 12 Data for players

203 - 2114 Data for machine language program

21



Listing

pedralnits]

o1

2012

2014

2016

zeis

2020

222

2024

2026

2028

2070

2032

2034

2036

FRINT CHRi(}:S)q”]NITIHLIZATJONLF(rISE MWATTH
FOR I=30720 TO Z0720+48:READ A:FOKE I,ATNEXT I
TO 29820:READ A:FOKE I,Q:NEXT I

TO ZZ792+1Q02%:FPOKE I,@Q:NEXT I

FOKE 1m6 128

FM= PEEL(le).PMEASE=PM*256

BRAFHICS 1

FOKE 559,62

FOKE S3277,3

FOKE S4279,FM

FOKE SI056,1

FOKE 704, 771 FOKE 705,88:FOKE 706,88

A=USK (112%256)

DATA 128,19%,248,228,226,255,255,124,0,0,0,0,0,0,0,¢,0,

©,0,0

DATA e,e,123,255,255,123,0,0,2,0,0,0,0,0,0,0,2,0,0,0

DATA ©.0.2 .Aku,ras.;.h,m @,0

DATA 32,330,117 216,117,32,138,112,32,77,114,32, 169, 1

14,32,75,115,

DATA 114,32,18,113,238,124,116,76,3,112,169,1,141,123, 1

16,141,214,113,169,206

DATA 141,88,116v16?,5@,141,87,116,169,@,141,? ,11%,141,

7E,115,133,77,141, 70

DATA ~®8,162,4,16@,®,185,9@,112,153,128,125,2@@,

1246,162,6,160,0,185

DATA 54,112,157, 139, 125,200,202 ,208,, 246, 96, 40 ,41,82, 76,

q1,_d,47,gw,_7,:b

DATA 206&,127,116,96, 167

0,208,248,125,1754, 117

DATA 7%,152,9, 1&,,q7 131,112, 104,202, 208,

L18,100,174,12

DATA 116,208,213,162,68,142,127,116,162,0,1608,19, 189,14

9,125,157,148, 125, 189, 149

DATA 125,157, 1@8 ) 189, 189,125,157,188,125,189,209,12

5,157,208, 125,189, 229 L 125, 157

DATA 228, 1:.,169,L49 1;u,1u7,‘48 125,189,17,126,157,12,

126,189, 126,157,332, 126

DATA 189,q_,1_é 1?7,d2,1Lé 189,73,126,157,72,126, 189,93
,126,157,92,126,189,

DATA 126,157,112,1%2 a 180 17”,1~6 157,132,126,189,153,17

6,157, 1q~.1hé 189,17

DATA 172,126
L 126,189,233 . 2

DATA 189,257, 1 6,157_: V4L6,232,136,2@8“138,

96,173,73,115,32,104,117

DATA 162,?,16@ w 189,1231,112,15%, 132, 125, 200, 202 , 208, 24

6,173,74,115,32,104,112

DATA 1ez,%,16@,0,189,131,112,153, 145, 125,200,202 , 208, 24

&,96,169,167, 1*'.“4@ 169

DATA 125,133,241,160,0,162,18,16%,0,145,240,169,20,24 , 1

®1,240,133,240, 169 ,0

DATA 101,241, 1*?,:41,ﬁ0L,~ma,--6,-&,17a 113,174,214,113

, 169,167, 1Q,,h4m 169,125,133

DATA L41,16m 2, 169,_,14d,“4@ 165,240,24,10%,20, 133,240,

169,0,101,241, 13 5,241

r, 208

6, 160,0,25%, 134,112,144, 3, 20

%1,56,0,0,0,1

59,117,

22



2azs8

2040

2042

2044

2046

2048

2062
2064
2066
2068
2070
2872
za74
2076
878
2080
2082
2084
2086
2088
2050
2092

2094

DATA 202,208,236,169,5,24,109,214,117,141,215,113,5&, 16
9,20,237,215,113,240,31

DATA 17@,169,15,137,240, 16%,127,13%,241,160,0,169, 7, 145
, 240, 1&;,_4m,de,ﬁ_:,_m

DATA 133,240,165,241,23%,0,133,241,202,208,236,96, 17

?,210,170,41,1,208,17

DATA 138,41,128,2@8,1,96,173,214,113,2@1,15,24@,?,"is 2
14,113,96,173,214,113

DATA 2@1,1,24@,2?2,:@6,214,113,76,184,113,7,@,173,77,11

6,1%,78,116,240,

DATA 173,77, 116,-@8,;,-@@ 78,116,206,77,116,96,169,7,14
1,77, 116 169,0,141

DATA 78, 116,_2,,1 114,201,1,240,14,201,2,240,22,201,4, 2

4@,?@,_m1,o,_4m

DATA 36,32,57,114,96,174,7%,116,240,4,202,142,73, 116,56
L174,72,116,224, 151

DATA 2401,4,232,142,73,116,96,174,74,116,240,4,202,142,7

4,116,96,174,74,1164

DATA 224 ,205,240,4,232,142,74,116,96,173,74,114,240,8,2

O&,74,116,169,28,141

DATA 126,116,96,173,8,211,73,255,96,173,123,116,206,

aé,zuh,xx.,~m1,_1m 176

DATA 3,32,97,114,96,169,1,141,123,116,32,252,115,201,15
1,176,249,141,87,116

DaTa 169,2@6,141,88,116,96,1?3,9],116,13,92,11&,24@,12,
173,91,116,208,3,206

DATA 9%,116,206,71,116,96,173,88,116,240,14,206,68,1164,
169,7,181,91,116,149

DATA @,141,92,116,96,169,@,141,123,116,16?,7,141,?1,116
,169,2,141,92,116

DATA 9@,17_,1&g,11é,240,4,32,3@5,114,96,173
,96,173,75,116,141

DATA 101,116,17%,74,116,74,105,8,141,102,116,169,1,141,
128,116,96,173,105,116

DATA 13,106,116,240,12,173,105,116,708,3,206, 106,116, 20

6,105,116,96,173,102,116

DATA 201,206,24@,14,2368,102,116,169,5,141,10%5,116,169,0
,141,106,116,94,169,0

DATA 141,128,116,96,173,4,208,41,1,208,15,17%,12,208,41
,2,208,17,173,13

DATA 208.41,4,208,27,94,238,73,115,169,0,141,30,208,96,
169,200,141 ,87,116

DATA 141,88, 116,169,0,141,127,116,32,18,115,96, 169,20a,
141,87,116,141,88,116

DATA 141,101,116,141,102,116,169,8,141,12%,114,141,30,7

BS,141,128,116,258,74, 115

DATA 96,0,0, 120,32.21., 116,160,14,162,0,189,66,116,149,1

76,232,136 ,208,247

DATA 32,171,115,160,14,162,0,181,176,157,466,116,232,136
,208,247,160,14,162,0

DATA 189,88,116,149,176,232,136,208,247,32,171,115,14@,
14,162,0,181,17&,157,80

DATA 116,232,136,208,247,1608,14,162,0,189,94,116,149,17

6,232,136 ,208,247,32,171

DATA 115,160,14,162,8,181,176,157,94,116,232, 156,208,224

7,32,35,116,88,96,165

DATA 183,197,182,240,68,160,8,165,184,24,1085,46,145,176
,169,32,24,101,182, 168

“

2,240, !
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2096 DATA 166,18%,169,08,145,178,200,202,16,250,169,32,24, 101
,18%,141,129,116,162,0

2@98 DATA 142,122,116,166,185,172,122,116,177,180,238,122,11
6,172,129,116,145,178,238, 129

210@ DATA 116,2@2,16,237,165,183,133,18¢,165 184, ,18%,96,
165,184,197,189,208, 182,96

2102 DATA 173,124,116,10,144,2,73,29,141,124,116,96,173,10,2
19,173,10,210,173,10

2184 DATA 210,173,10,210,96,160,14,162,0,181,176,157,130,116
,232,136,208,247,96, 160

2186 DATA 14,162,0,189,130,116,149,176,232,136,208,247,96,1,
2,3,4,5,18,7

2188 DATA 8,7,8,11,4,2,4,1,4,8,0,208,8,132,0,120,0,0,0,8

2110 DATA @,16,2,0,1,208,0,133,20,120,0,0,0,8,8,16 ,0,0,2,208

2112 DATA 8,134,40,120,0,0,0,8,0,16,0,0,%,208,0,135,460,120,0
@
"

2114 DATA 0,8,0,0,0,0,8,8,79

ChexSum Tables

1 = 2020 = 7811 2072
o o= 2022 = 4@86 2074
b = 2024 = 4089 2076
7 = 2028 = 2078
10 = 2028 = 2080
20 = 2036 = 2082
I0 = 2032 = 2084
4@ = 2234 = 2086
o0 = 2036 = 2088
6B = 2838 = 2090
7% = 2040 = 2092
80 = 2042 = 20894
50 = 2044 = 2096
100 = 2046 = 2098
113 = 2048 = 210@
122 = 28358 = 212
20BD = 2052 = 2104
2002 = 2054 = 218é&
2004 = 2856 = 21088
2006 = 2058 = 2110
208 = 2060 = 2112
201 = 2062 = 2114
2812 = 2064 =
2014 = 2066 =
2016 = 2068 = TOTAL = 225500
2018 = 207@

24



VOGONS

CLASSIFICATION: Skill

Move your player around the screen for as long as possible,
avoiding the dreaded Vogons. There are three Vogons and they

move around the screen at random, very quickly. At the start
of the game you are prompted for the speed you want the Vogons
to travel at. You may input any value between 1 and 255, with
1 being the highest speed and 255 the slowest. Use joystick 1
to move your player left, right, up and down. The longer you
survive the more the score counter 1is 1incremented. When you

are hit by a Vogon the score counter is set to zero.

PROGRAMMING SUGGESTIONS

Plant mines on the screen to restrict the area your player can
move in and add ‘'bombs' that will disable or freeze your
movement temporarily.

25



Program
Variables

I
PMBASE
PM

A

Program
Structure
1 -

1¢ -
9¢

109 -

5000 -

6
85

13¢
5460

General purpose variable

Location of player missle data
Pointer to player missile data

Holds data read from data statements

Clear the player area and read data
Setup the player missiles

Call machine language program

Data for players

Data for machine language program

26



II792+102Z:FOKE I,0:NEXT I

3 IB720+79:READ A:POKE I,A:NEXT I
FOR I=28472 TO 29600:READ A:FOKE I,A:NEXT I

12 FOKE 106,128

20 FM=FEEK (106) : FMBASE=FM*254

25 FRINT CHR# (1259);:FRINT "WHAT .SFEED . ":

26 INFUT A:IF A{Ll OR AX9 THEN GOTO 26

27 FOFE 2959%5,A

@ GRAFHICS 1

Rt} FOSITION @Q,B:FRINT #6&65"TIME: o o « « .SPEED: "
4@ FOKE 559, 62

S0 FORE S0 \..7, .

=Y} FOKE S4279,FM

70 FOKE 5""56, I:FOEE S3I257,3:FOKE S3258,3:FOKE 53259,7
8@ FPOKE 704,77:FOKE 705,88:FOKE 706,88

895 FOKE 707,77

4" A=USR(11”*"56)

Data for players

1e@  DATA 128,192,248,228,226,255,255,124,%,0,0,0,0,0,0,0,0,
2,0,0

112 DATA 2,0,123,285,255,12%,,0,0,0,0,0,0,2,2,0,0,0,8,0

120 DATA ©,0,222 ,2,2,¢,2,2,0,0,0,0,0,0,8,0,0

13@  DATA @,B,227,255,235,222,0,0,2,0,0,0,0,0,0,0,8,0,0,0

Data for machine language
program

5008 DATA 32,21,112,32,169,112,32,253,112,32,101,114,32,44, 1
14,32,87,112,76,3

5818 DATA 112,1@?,@,141,143 115,169,50,141,91,115,141,50,115
,169,8,141,107,115,169

5022 DATA ©,141,105,115,169,50,140,104,115,16%,56,141,119,11
5,141,118,115,169,2,141

56T@ DATA 121,115,169,25,141,13%,115,141,132,115,169,4,141,1
35,115,169,0,141,149,115

5040 DATA 141,148,115,141,30,208,96,17%,149,115,13,150,115,2
40,20,56,173,149,115,233

5056 DATA 1,141,149,115,173,150,115,233,8,141,150,115,76, 128

,112,169,0,141,145, 115

5060 DATA 169.3.141. 150,115,238,148,115,173,148,115,32,61,11
4,162,%,160,8,189,88

S070 DATA 114, 1q_,A__,1‘d,-@m,:wh,‘ma,245,173,155,115,:2,@1,
114,162,%,160,0,189,88

S0B@ DATA 114, 153,144,125,200,202,208,246,96, 173,94, 115,240,
4,206,94,115,96,169,3

S@$® DATA 141,94,115,32,95,114,170,41,1,208,16,138,41,2,208,
27,178, 41,4 ,208

S10@ DATA 30, 1¢8,41 8,208,35,96,173,92,115,201,8,208,1,96,20
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5160

o170

5180

6,98,115,96,173

DATA 9@,115,201,157,208,1,96,238,90,115,96,173,91,115,2
P8,1,96,206,91,115

DATA 96,173,91,115,201,13@,208,1,96,238,91,115,%6,173, 1
42,115,240,4,206,142

DATA 115,96,173,155,115,141,142,115,173,105,115,144.,146
y115,173,104,115,141,147,115

DATA 173,107,115,141,145,115,173,152,115,141,151,115,3%
,166,113,173,151,115,141,152

DATA 115,173,145,115,141,107,115,173,146,115,141,105,11
5,173,147,115,141,104,115,173

DATA 119,115,141,146,115,173,118,115,141,147,115,173,12
1,115,141,145,115,173,153, 115

DATA 141,151,115,32,166,113,173,151,115,141,153,115,173
,145,115,141,121,115,173,146

DATA 115,141,119,115,173,147,115,141,118,115,173,133,11
5,141,146,115,173,132,115, 141

DATA 147, 11u,17w,lgq,115,141,145,115,173,154,115,141,15
1,115,32,166.113,173,151,115

DATA 141,154, 11q,17.,14J,11a,141 135,115,173,146,115,14
1,157,115, 173,147,115, 141,13

DATA 115,96, 173,145,115,201 1,_4@ 13,201,2,240,3
,240,51,201,8,240

DATA 68,96,173,151,115,240,10,206,151,115,173,147,115,%
®i,8,208,4,32,20,114

DATA 96,206,147,115,96,173,151,115,240,14,206,151,115,1
7%,147,115,201 157,240, 4

DATA 238,147,115,96,32,20,114,96,173,151,115,240, 12,204
L151,115,173,146,115, 240

DATA 4,206,146,115,96,32,20,114,96,173,151,115,240,14,2
B6,151,115,173,146,115

DATA 201,130,240,4,278,146,115,96,32,20,114,96,174,10,2
19,224,4,176,249, 189

DATA 79,115,141,145,115,173,10,210, 201,30,144,249,141,1
S1,115,96,173,12,208, 41

DATA 14,208,1,96.169.0,141,148,115,141,30,208,96,146
56,160,08,253,91

DATA 114,144,%,200,208,248,125,91,114,72,152,9,16,157,8
8,114, 104,202,208, 231

DATA 9¢,0,0,0,1,10,100,173,0,211,73,255,96,1208,32,51,11
5, 160,14, 162

DATA @, 189 8?,114,149 176,232,136,208, 247,532,226, 114,16

,201,4

s

. 3
DATA 226, 114 160, 14 162 ,2,181,176,157,97,115,2
8,247,160, 14.167.2,189

DATA 111,115,149,176,232, 156,208,247 ,32, 2026
162,@,181,176, 157,*11,115

DATA 2??,1\6.~BB ,160,14,162,0,189,125,115,149,176,2
3z :hanﬁma,:47.t:.“~a 114

DATA 160,14,162,0,161,176,157,125,115,232, 136,208,247,
2,65,115,88,96, 165, 183

DATA 197,182,240,68,160,0,165,184,24,105,46, 145,176,169
\I2,24,101,182,168,166

DATA 185,169,0,145,178,200,202,16,250,169,32,24, 101, 163
,141,144,115,162,0,142

DATA 139,115,166,185,172,139,115,177,180,238,139,115,17
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5400
5410
5420

G470
S44@

5450
D460

2,144,11%5,145,178,238,144, 115

DATA 202,16,237,165,183,133,182,165, 184, 133, 189,96, 165,
184,197,189,208, 182,95, 160

DATA 14,162,0,181,176,157,156,115,232, 136,208, 247,96, 1
0,14,162,0,189,156,115

DATA 149,176,232,136,208,247,96,1,2,4,8,0,208,0,132,0, {
£0,9,0,2

DATA 8,0,16,0,0,1,208,8,1373,20,120,0,0,0,8,0,14,0,0,2
DATA 208,0,134,40,120,0,0,0,8,0,16,0,8,3,208,0, 135,60, 1
20,0

DATA 8,0,8,0,
DATA 2,0,0,0,

°,2,0,0,79,0,0,0,0,0,0,0,0,0,0,0
2,0,4,3%,0

ChexSum Tables

LI L I I O |

Wi

o

it

S0
5040
SO50
S060
SR7e
SO080
S5
5100
Si1@
D126
Size
Z14@
S150
5160
Si7@
3188
=19u
DZB0
S210
o220

5240
52508 =

D260

o
]
N
&
]

oo

]

LU 1 T A

I T

_,
o
—
-l
-
|

1921738
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CLASSIFICATION: Educational

Life is a simulation of the growth of a colony of cells that is
controlled by prescribed rules. The joystick moves the cursor
left and right. Pressing the fire button on the joystick sets
the cell to the current cursor color. Pressing the R key sets
a random starting pattern. Pressing the ESC key changes the
cursor color and pressing RETURN exits the setup stage and
starts the simulation.

PROGRAMMING SUGGESTIONS

Change the radius of the neighbourhood and change the rules
that drive the game.
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Program

Variables
OLDCELLS () Holds current array of cells
NUCELLS () Working copy of cells
R(O) Rule table
R Radius of neighbourhood
K Number of possible states of a cell
Program
Structure
1¢ Jump to initialization
1¢¢ - 17¢ Main Loop
50p¢ Display
6000 - 6@8p Calculate next generation
9000 Random setup

20000 - 2@0@3¢ Initialize routine
20450 — 2¢@76 Set number of states
2040¢ - 23¢1¢ Setup initial formation
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Listing

10

10@

140
150
160
178

e vl

[Eulul)
o1
6020
=Yr et
6840
&Q50
6060
L5070
6082

Egulnlt]

20000
20030

2005
20060
20062

GOTC 20000

Main Loop

FOKE 77.®:0LDCELLS (81)=0LDCELLS (1) : OLDCELLE (@) =0LDCELLS
(8@)

T=USR (1576) t REM SCROLL SCREEN

GOSUE H0R0:REM DISFLAY

GOSUE 6000:REM CALC NEXT GENERATION

E0TO 100

Display

FOSITION @,0FFSET:FOR T=1 TO 8@:7 #&:CHRE (OLDCELLS(TY )
sNEAT T:RETURN

Calculate next generation

FOR I=1 TO s@

S=@:FOR F=I-R TO I+R

Z=F:IF 7:>800 THEN ZI=I-30

IF Z<1 THEN ZI=Z7+80

S=5+0LDCELLS{D)

NEXT F

NUCELLS (I =R{5)

WEXT I

FOR I=1 TCQ 82:0LDCELLS{(I)=NUCELLS(I):NEXT I:RETURN

Random setup

FOR I=1 TO 80:0LDCELLS(I)=INT {RND(B}*E) :NEXT I:DBFFLAG=
1 RETURN

DIM OLDCELLS(81) ,NUCELLS (81)

GOSUR 20000

Initialize routine

K=21: REM
=2 REM
DIM R{S)




Set number of states

20071 R(@)=0
20072 R(1)=0
20077 R(2)=1
20074 R(3)=0
20075 R(4)=1
20076 R(S)=0

Setup initial formation

20400 FOR T=¢ TO 81:0LDCELLS(T)=@

20410 NEXT T

210008 GRAFHICS

21010 X=4@:7 “R=RND , .RETURN=START .JSTE _MOVES .CURSCOR": 7 "Esc=C
OLOUR"

21828 COLR=1

21030 OFFSET=0

21040 IF DSFFLAG THEN GOSUE S000

2105@ A=STICK (1) :0LDX=X:DSFFLAG=Q

21060 IF A=11 THEN X=X—1:1F X<@ THEN X=X+8@

Z1@7@ IF A=7 THEN X=X+1:IF X379 THEN X=X-8@

1858 FOSITION OLDX,1:7 #&,CHRE(@);

21100 FOSITION X,1:7 #6&63 CHRE (COLRD &

Z111@ IF NOT STRIG(1) THEN OLDCELLS(X+1)=COLR:DSFFLAG=1

21130 A=FEEK (764) : FOKE 764,755

21140 IF A=28 THEN COLR=COLR+1:IF COLR>kK—1 THEN COLR=0

21150 IF A=4@ THEN GOSUE 95000

Z2000 IF A<:12 THEN GOTO 21040

: GRAFPHICS S+16:REM G.STRETTION 85

OFFSET=47:G0TC 10@

FOR T=1536 TO 1601:READ A:FOKE T.A:MEXT T:RETURN

T1000 DATA 104,16%,47,141,66,6,169,160,133,203, 165, 155, 132,70
4,16%,188,173,205,169, 155

31001 DATA 133,206,1608.8,162,20,177 ,205, 145, =
48,165,202 ,24, 105,20

31882 DATA 133,203,169,0,101,.204,13%,204, 165,285, 24, 105,20, 13
3,205,165,0, 101,206

31007 DATA 133,206,206,66,6,208,213,96

,200,202,706, 2
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ChexSum Tables

"

BB ononon

o ononounof

200S0
20060
20067
20071
20872
Z0073
20074
20075
20076
20400
2641Q
21000
21010
21@20
21070
2104
21050
21060
21670

oo

T T 1 I O T TR T
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21098
2110
2111@
211358
21140
21150
22000
27000
233109
000e
Tlooe
Tioel
Iieez
1083

TOTAL

(LIS I O




RATMAZE

CLASSIFICATION: Evasion/Strategy

In this game, you must move around the maze, dodging everything
you can. You must find the compass, which is hidden somewhere
within the walls of the ratmaze. You must <carefully travel
through moving fences, dodge the flying balls and the mines
that they lay. You must also avoid the deadly walls or else
you will be destroyed. To move through the maze use the keys:

Q=UP
Z=DOWN
I=LEFT
P=RIGHT

any other key stops you from moving

PROGRAMMING SUGGESTIONS

Increase the number of objects you must find to complete the
game. Make the objects which are flying round the screen more
intelligent and more deadly.
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Program

Variables
Al Dummy variables
0 Character under your program
P Your position in the maze
SCORE Your score for the game
Program
Structure

3 - 95 Initialize the system
1¢¢ - 15 Call machine program

190@ - 110p Restart game
20p® - 2049 Give bonus points
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Listing

13
14

15

Initialize the system

BREFHICS 18:T #6017 #4617 #6117 #&:7 Hes T M E " e SWATTE
[N

FOKE ZE3.4:FPOKE 204,803 FOKE 205,64 POKE 206, 156:FOKE 14
96.0:FPOKE 1697 .80

FOR T=28600 TO ZO479:READ AFOKE T.A:NEXT T

DT A 134.1u5.245.?2.1b5.2ﬁb.?2.1&9.1&4.133.2#5.1&9.&.13
D A& 1&Y . 0. 133,266, 169 .60

DERTA lSS.EB?.lbﬂ.E.l&Z.E.1&9.5.133.2@9.1&?.63.145.2@&.2
30, 205 208,248, 17 7. 245,41

DATH LE?.24.135.8.1&.2.16?.5.133.2@9.a&9~8.133.2ﬁ?.E&?.
B 145,208, 198,208, 1568

DATA ZB7,.208.248. 165,208,246 ,105,12%, 135,208, 169,68, 133, 2
B7.159.0.145, 208,230,288, 158 .

DATA EE?.EEH.Ehh.:??.245123h.2ﬁ5~2ﬂ«113.245.IQB.?45.}45
245,238, 245, 230, 245 145, 209,24

DETE 155.a.:xs,:mq.:mz.zma.1?1,:m4.133.?4&,1m4.133.245.
ik

DaTa 1&4.1&&.H41¢?+h,iEE.le.léﬁ.Eﬁ,133.?55.1#4.@.145.;
EB.230,2058, i40 . 208, 165,208 . 24.105. 7

T & 133.A&E,PEB.ZZG.l#5.2H¢.24.1mﬁ.1.333.259.231.!ﬁﬁ,i
BE, 226.167.0.133. 288, 169, 80, 153 . 2009

DATA 1&65.%,145.208. 200, 200 .. 208, 248, P4, 1 65 .4, 101, 209, 153
205,201, 184,208,257 .96

BATA 1008, 1a% , o805, V2. 165, 246, T2, N6% .0, 135, 266, 165,85, 155
20F 162 .32 160, 8.177

BATA. 2B, 133, 248, 166,1.1 77, 208, 433,248, 1ab. 2,177 . 2608, 1 &
B0 145, A%, 1R 5177

DATA 208,24, 181 . 245, 133 . 245,160, 0. 145, 20, 1 69, 3. 101 . 248
2B . 145,208 .2, 105, B0

T 133.?46.16&.].1&5.?GE.le.ﬂ.i??.?lE.]5@.2.145.?&3,
16\, 4,177 . 205, |&0.0

DETA l45.245.E$?.5.E4.1H1.EHE.!33;2EB.ZBZ.EBE~lat.134.1
L AL 104, L5, 245,95

PATA 104,165 .0, 155, 245,165,808, 135,286, 152 (64

DaTa 1688, 165, 128, 145,245 . 200. 208, 245 . 250, 746

DATA 2B82.208,242 .58

DaETA !Eﬁ.]?3.?42+2.2E114?.24E.13.2@1.21.24@.3&.2@1.13.2
4ﬂ.5?.2ﬂ1.1m.243.hﬁ.?b.lﬁS.EES.Zﬂi.1?&.1?&.?.165.2”4
AETH 251‘51.1?6.1.Qh.bh.1&5,PB3.233.LEE.JHE.THE.le.Eﬁn
sk 0, 150204, ¥4, 165,203,201 . 128, 144, 7, 165,704, 201 , 13
DETA TﬁE.i.*ﬁ.?ﬁ.lbﬁ.253~im5.1?8.133.233.1b5.2ﬁ4.135.5,
1533,2048,95, 165,203, 41 . 127,201 .0, 240.2. 198 . 20% . 95

DATA 1&5.233.41112?.235.BB,!?&,E.EEH.EES.?&

BETA 154.1$t.2ﬁ3.?2.1u5.294,T2.:bE.EE&.?Z.l&ﬁ.Z&&.?E
DaTh th.ZB.IEM.EE?.162.4E.Ium-ﬁ.1??;253.]45.255.2&m,23
2.298.245.24:lﬁﬁ.EHE.iﬂﬂ.125.133.253.165.2Bd

DATA lmﬂ.ﬂ.133.254.24h1&5.255.155,ﬂ@;133.2ﬂ5.1&5.23é¢lﬁ
9.8,1335.206,1F8.287 ,2068.214

DATA 1@4.133.23&.134.133.2Bﬁ.154.133.2E4.154,133.253.?&

ar



40
jain}

PR

ol

&3
T

-
)

86
@

P

Laaa

pdrtute]

2010
SEE

e}
L2046

TIORWD O »Z) +1 351

TLIMT(RMD O #1600 + 14 20K

)
THEN FORE T+5, L 070

@ IETCOLOR : tSETCOLOR 1,13, 7:F0307THON i6,
RE.....":SCORE: SETCOLOR 4.4.4

Call machine program

BADIED
W THEN GOTO LGR@

HOTO

48

WANOTHER T
=30

R0 T RUN

Give bonus points

1827 #b:? #6277 #'*é\."f‘ #é:?‘ HO: " wowa o WWELL LDOME! "
" wow <BONUS 1306 FTS. M CRE=8SCORE+1BBE

F‘DKE 20T 43 POKE 2064, 8\3

FOKE 784,06

IF 74 THEN SOTO 20

BOTO 2e30
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ChexSum Tables

= 14@ = (@95
5 145 = 1064
1@ 186 = 142
il 36 = 1008 = 243
1 =7 = 101 = 577
iIT = IR = 1620 = 2149
14 = 4@ = 1830 =

15 = 50 = 1040 =

16 = o = 1850 =

DG = 6o = 1060 =

21 = 65 = 1a7¢ =

8 = TG = 1680 =

23 0= 75 = 1090 =

24 = S50 = 1108 =

25 = 90 = 200@ =

nEe o= 9 = 2810 =

27 = 190 = 2BZQ =

=8 = igT = Z2BI8 =

25 = 105 = 2040 =

= 118 =

o4

k!
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2D MAZE

CLASSIFICATION: Skill

You are placed randomly within a maze and must work your way
through to the end.The end of the maze is a flashing wall of

color. Move forward using the joystick.

Put a time limit on solving the maze. Introduce random
teleporters which change your position and orientation; once
triggered, they disappear. Increase the size of the maze.
Have nasty things chase you! Add secret, invisible passageways

that change your position.
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Program

Variables
MZ() Maze array
J Current junction
D Actual junction
MAND$ Machine code for AND instruction
MOR$ Machine code for OR instruction
Program
Structure
1 - 11¢ 1Initialize the game
129 - 14¢ Scan the keyboard
15¢ - 189 Move the player
196 - 209 Rotate left or right
219 -~ 449 Draw the players view
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Listing

Initialize the game

10 50T0 Zooo

15 FRINT CHR# (1255 "WAIT":DX=%:DY=9: XF=5; YF=9

20 DIM MZ (DX,DY):COLOR 1

0 RESTORE =@

4B FOR 1=0 TO DY:FOR J=@ TO DX:READ A:MZ(J.I)=A:HEXT J:HEX
T 1

56 DATA 15.2.4.7,5,7,5,5,15,5,11.,14,5,13,5,13,5,7,10.6,14,
11,6,5,5,%5,7.11,8,10

&0 DATA 10,8,1@.6,3,6,11,12,7,9,12,5,9,8,6.12,15,5,13,3,5,
5 E, b, 15,5, 10,2,6,10

7@ DATA 7,8,9,10,10,12,5,16,12.5,14,7,5,9,12,5,5,15,5, 1,11
J14,5,7,7,5,3,10,4,5

=1 DATA 11,8.4,9,8,4,9,12,7,5

a5 GOTO 1ig@

Call MAND and MOR
0 LL=USR (ADR (MAMNDF) , (X1%2) ,15) :LL=t L+ INT (USR (ADR (MANDE) | X

1.87/78) s RETURN
1@ RR=INT (X1/2) + (USK (ADR (MANDE) , X1 ,17 %8} : RETURN

Scan the keyboard

1i@ X=THT (RKND (@) *6+2)
FHICS &8:GOS5UR 218

120 E=STRIG(1):A=0TICK (1) : IF A=1% AND E=1 THEN 170

17 IF A=11 THEN XI1=D:G05UER 10@:D=fF: GOSUB 210:60T0 120

140 IF A=7 THEN Xi=D:B0OSUE 90:D=LL:GOSUE 216G:G0TD 120

150 IF USR(ADR(MAND#) .D,MZ(X,¥Y))=1 THEN x=X—-1:I1F X<@ THEN X

PY=INT(RND (@) #5) : D=2 INT (RND (&) %4 1 GRA

=DX

168 IF USR{ADR(MANDE) ,D,MZ(X,¥))=E THEN Y=v+1:IF Y3DY THEN
¥=0

170 IF USR(ADR(MANDS) .D,MZ (X.Y))=4 THEN X=X+1:IF X:DX THEN
X=0

180 IF USR(ADR (MANDE) ,D,MZ (X,Y) =8 THEN YsY—1:1F Y<@ THEN v
=DY

190 GOSUE Z1@:IF X=XF AND Y=YF THEN GR&FHICS @:END
pegvalv] GOTO iZO
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270
280

=81
298

it}
1o

720

II0

48

A

Z60

70

80
98

400

Rvatrli}
I01e
020
padednsi]
na4@

Draw the players view

BGRAFHICS 8:XN=X:YN=Y:IF USR (ADR (MAND$) ,D,MZ(X.Y))=0 THE

N RETURN

IF USR(ADR (MAND#) ,D,MZ (X,Y))=1 THEN XN=X-1:IF XN:@ THEN
XN=DX

IF USR(ADR(MAND%) \D,MZ (X,Y))=2 THEN YN=Y-+1:IF YN DY THE

N YN=0

IF USR{ADR (MAND%) ,D,MZ (X,Y))=4 THEN XN=X+1:IF XN*DX THE

N XN=@

IF USR(ADR (MAND#) \D,MZ (X,Y))=8 THEN YN=Y-1:IF YN<@®@ THEN
YN=DY

FLOT ©,0:DRAWTO 87,57:FLOT ©,155:DRAWTO 87,130:FLOT 315
LB:DRAWTO 232,57:FLOT 319, 15%: DRAWTD 237, 130

IF USRK (ADR (MAND%) (MZ (XN,YN) ,D)=@ THEN 00

FLOT 1%57,10@3: DRAWTO 162, 107:DRANTO 163, 167: DRAWTC 157, 1

©7:DRAWTD 157,103

FLOT 157 ,10%: DRAWTO 130,.85:FLOT 167, 107:

FLOT 157,107:DRAWTO 138,116:FLOT 167,10
:GOTO =10

FLOT 130@,85:DRAWTD 189.85:FLOT
Xi=D:GOSUE 100:IF USK (ADR (MANDE) .

40

FLOT B7.57:DRAWTC 87.130:FLOT 13%,85%: DRAWTO 87.8%5%:FLOT
178, 1146: DRANTO 87,116

IF USR(ADR (MANDS) ,MZ (XN, YN) D) *B THEN FLOT 130.85:DRAWT

D 13@,116

%1=D:GOSUE 9B: IF USRK (ADR (MANDF) ,MZ (XM, YN) ,LL) =@ THEN =7

@

FLOT 23Z.57:DRAWTO Z32,138:FLOT 189 ,85:DRAWTD 232 ,8%:FL

0T 189,116:DRAWTO 232,116

IF USR (ADR {MAND#) ,MZ (XN, YN} ,D) @ THEN FLOT 189.9%:DRAWT

0 189,116

X1=D:BOSUE 5@: IF USK (ADR (MANDS$) \MZ (XN, YN) ,LL) »@ THEN 4@

2

FLOT 232,57:DRAWTO 189,85:FLOT 23%,130:DRAWTO iB9.116
IF USR{ADR (MANDE) (MZ (XN, YN) ,D) =8 THEN FLOT 18%,3%: DRAWT

0 189,116

X1=D:BOSUR 100: IF USK (ADR (MANDE) ,MZ (XN, YN) ,FF) @ THEN 4

—

FLOT 87,57:DRAWTO 130.8%5:FLOT 87,130: DRAWTO 130,116

IF USK (ADR (MANDE) (MZ (XN, YN) ,D} =@ THEN FLOT 13@,8%: DRAWT

0 ize,116

IF XM=XF AND YM=YF THEN GRAFHICS @:FRINT “HOME"

RETURN

DRAWTO 18%,85
7s DRAWTO 189,116

116: DRAWTO 189,116
XN Y)Y (RRD =@ THEN 3

Data for MAND and MOR

DATA 104,194 ,133,213,104,1353,217

DATA 184,37,213,13%,213,104,37,212, 133,212, 96
RESTORE Z@00:DIM MANDE (18) ,MOR% (18)

FOR T=1 TO 18:READ A:MANDE (I, 1)=CHRE (A) tNEXT 1
MORE=MANDF : MOR% (9, 9) =CHR$ (5) : MORE (14 14) =CHR# (5)
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I05@  REM A=LUSR{(ADR(MAND#£) ,X,Y) . A=X MND Y
3060 REM A=USR{ADR (MOR%) ,X,Y) .A&= X OR Y
@78 BOTO 15

ChexSum Tables

10 = 180 = 2752 = 2425
15 = 190 = 10227 = 222
28 = 200 = 144 = 1809
0 = 210 = 2554 = 2426
40 = 220 = 2792 = 2129
50 = 230 = 2752 = 1795
&8 = 24Q@ = 2749 = 2248
70 = 25@ = 2764 = 1196
B@ = 260 = I20T = 58
/s = = = 14468
90 = = = 2117
100 = = = 972
110 = = = 1BH9
120 = = = 22E3
1730 = = = 131
14¢ = =
50 = ‘=
160 = = TOTAL = 16190
17@ = =
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MINOTAUR

CLASSIFICATION: Arcade

The objective of this game is to guess a number in the range of
@ to 99. You do it by moving a piece around a board of
numbers. As you pass over a number, it is removed from the
board and added to your score. If you pass over an X, a clue
appears at the top of the board for a short time. If you pass
over a question mark ,a random number is added to your score.
It you pass over a number greater than six as you move around

the board, you are pursed by a minotaur. If he captures you,
you're dead. Remember, once you pass over a number it is
removed from the board and you cannot pass over spaces. 1If you

become encircled by spaces press the fire button to escape.
When you have guessed the number, move your piece to the white
cursor.

PROGRAMMING SUGGESTIONS

Add different pieces to the board, such as bombs and mines.
Place tempory barriers in the path of both the player and the
minotaur.
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Program

Variables
SC Screen memory
H$ Characters on the screen
R Row co-ordinate of player's piece
C Column co-ordinate of player's piece
PO Player's piece position
PE Player's piece's previous position
BE Start of matrix on screen
C1 Column position of minotaur
R1 Row position of minotaur
MA Minotaur's screen position
Program
Structure
19 - 9¢ Initialize the game and variables
169 - 4¢P Draw the screen and generate clues
4o ~ 55¢ Main loop
569 - 75¢ Move your player round the screen
85¢ - 919 Move the minotaur
92¢ - 147¢ Print messagesy
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Listing

ie
20
21

e
A

24

150

240
250
26@
270
z8e

250
300

210

el

250
260

)

REM MICRO MINOTAUR
CLR
DImM RR$(24),CC$(4E),CL$(2@1),H$(11),NU$(E)§A$(5),MA$(4D
Y ZVTHEA(
FOfE 82,@ FRINT CHR#(1i25)
SF=@:REM SET SFACE CHQRACTER
IN=1ZB:REM SET INVERSE SFACE
MI=1Z:REM SET THE MINOTAUR CHARACTER
=06:REM SET CLUE CHARACTER TO X
FRINT CHR® {1257 ;
SC=40000: CO=40960: C=0: R=0: FO=SC+ (R*4Q) +C: BE=SC+170
FOR I=1 TO 24:RR¥(I, D) ="4":NEXT I
FOR I=1 TO 4R:CC#(I,I)="=2"iNEXT I
FOR I=1 TO 20@:CL$(I,I)=" _ ":NEXT I
FOR I=1 TO Z4:WAF(I,I)=" _“:NEXT I
J=1:FOR I=17 TQ Zb.Hf(J J)= CHRi(I).J J+1sNEXT I:H% (10,1
@) =CHRF (Z1) tHE(11,11)=CHR$ (5
FOR I=8C TO SC+39:FOKE I,IN: NEX1 I
FOR I=SC+’””+4E‘+1 O aC+(2a*4B)+ 28: FOKE 1, IN:NEXT I
FOR I=5C+4B TQ I9) STEF 40:FOKE I, IN NEXT I
4®,+1Q STEF 40: FOPE I, IN: NEVT I

FDR I SC+130 TD qp+8u@ STEF 88

FOR J=I TO I+18 STEF 2
Q=INT(RND(1)*12): IF @=0 THEN 170
A=ASC (HE G, M2

FOEE J,A:NEXT J:NEXT I
NU=INT (RND (1) %100 : IF NU=@@ THEN 200

NU$=STR# (NU) : RA=INT (RND (1} %3) : IF RA=B THEN GOTO 1@
IF NU1@ THEN NUE(Z,2)=NUF(1,15:NUE(1,1)="@"

IF RA=1 THEN CL$(1,19)="FIRST .DIGIT .EQUALS ,":CL$ (Z0,20)
=NUE (2,2

IF RA=2 THEN CL$(1,19)="SECOND .DIGIT LEQUAL .":CL$(20,20)
=NU$(1,1)

CN=1:FOR I=2 TO NU-1

A=NU/T:E=INT(A): IF A<*E THEN 29@

IF CN=7 THEN Q0

CL$ ( ((CN#2@) +1) , (CN*2D) +17) ="FACTOR L. OF NUMEEFR . ": CL$ ( (CN
*20) 419, (CN¥2D) +20) =STRE (A) : CN=CN+1

NEXT I

IF NU/2=INT(NU/Z) THEN CL# (((CN¥2@)+1) , (CR*2@) +18) =" THE
“NUMEER | I8 JEVEN"

IF NU/Z<FINT(NUZZ) THEN CLE (((CNR@)+1) , (CNE2E)+17) ="TH
E .NUMBER .15 .0DD"

BE=VAL (NU%(1,1)):FDR I=2 T0 9:4=GE/I:IF A=INT(BR/I) THE
N GOSUE 1060:G0TO 340

MEXT I

BE=VAL (NUF(2,2)) tFOR I=2 TO 9:A=GE/I:IF A=INT(BR/I) THE
N GOSUE 1870:60T0 760

NEXT 1

SD=VAL (NU#(2,2)): IF SD/2=INT(SD/2) THEN CL$ ((7%2@)+1, (7
*20)+19) ="FIRST .DIBIT LIS LEVEN"

IF SD/2<:INT(SD/2) THEN CL# ((8%20)+1, (B8%2@)+18) ="FIRST .
DIGIT . IS .0DD"
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80 SD=VAL (NU$(2,2)): IF SD/Z=INT{(5D/2) THEN CLE((B%207+1,(8
#2@) +20)="SECOND ,DIGIT . IS ,EVEN"
90 IF SD/24=INT(SD/2) THEN CLy ({820 +1, (B%20) +19) ="SECOND
LDIGIT LIS .0DD"

40@ FOR I=1 TO 9:1F I*I=NU THEN CLF ((Z20%F) +1, (2@¥F) +19) ="PR
ODUCT LOF LA LSQUARE"

41@ NEXT I

428 HO=BE+10: FOEE HO,IN

470 Cl=6:R1i=6:MA= EE+(F1*4@;+C1 VE=FEEK (MA) : FOKE MA,MI

440 C=10:R=18: FO=BE+ (R*4@) +C: VA=FEEK (FO) : FOKE FQ, ”29

450 E=STRIG(1):A=STICK (1): IF A=15 AND E=1 THEN S55@

460 IF A=14 THEN GOSUE S60

470 IF A=17 THEN GOSUER 420

480 IF A=11 THEN GOSUE &80

490 IF A=7 THEN GOSUER 740

Son IF B=@ THEN GOTD 1040

510 GOSUE 8%0

20 FOSITION @,@:FRINT "4 432";WaE

330 TT=TT+CU

540 FOSITION @ @ FRINT RR$(1,22).CL¥<1 AN
CUs " o Y Y s TT

S50 CU=a: FD?E MA 141z BDTD 45@

562 IF R=0 THEN RETURN

570 F=R-2: FE=F0: FO=BE+ (R*40) +C: DA=FEEK (F0) ;: IF DA=SF THEN R=
R+2: FO=RBE+ (R%4@) +C: RETURN

sg=17] IF DA=MI THEN GOTO %20

590 GHQUE coa

FE.VA:FL=FEEK (FE} : CU=FL—-14: FOKE FE,SF: VA=FEEK (FO)

E FO,209: RETURN

R=18 THEN RETURN

=R+2: PE=FO: PO=BE+ (R*4Q) +C: DA=FEEK (FD) 1 IF DA=SF THEN R=

R=2r PO=RE+ (R*4@) +C: RETURN

&40 IF DA=MI THEN GOTO <20

%17 GOSUE 80@

L6080 FOKEE FE,VYR:FL=FEEK(FE):CU=FL-1&:FOKE FE,SF

&7 VA=FEEK (FD) : FOKE FO,209: RETURN

&80 IF C=8 THEN RETURN

&0 C=C-2:PE=FD: FO=RE+ (Fi*40) +C: DA=FEEK (FO) : IF DA=SF THEMN 0=
C+Zs PO=BE+ (R#40) +C: RETURN

700 IF DA=MI THEN GOTO °2@

710 E05UR e

720 FORE FE,VA:FL=FEEK (FE):ClU=FL~1&: FOKE FE,SF

730 VA=FEEE (FQ) t FOREE FO,209: RETURN

740 IF C=18 THEN RETURN

750 C=C+2: FE=F0: FO=BE+ (R*40)+C: DA=FEEK {F0) : IF DA=SF THEN C=
C-LsPO=RE+ (R+4Q) +C: RETURN

760 IF DA=MI THEN 80OTO 220

77 GOSUE 80

788 FORE FE,VA:FL=FEEK (FE):CU=FL-16: FOKE FE,SFE

750 Va=REER (FO) t FOEE FO,209: RETURN

jalrdn] IF DA THEN CU=INT(RND{1)*1@)

a81a FU=INT (RND () %1@)

ez DI=(FU*2@)+1:IF DA=XX THEN FOSITION @,@:FRINT COx (1,9
RE#(1,2);CL#(DI,DI+19); :GOSUR 1050

87R IF DA=IN THEN GOSUE 1000

8402 RETURN

850 IF CuU<é THEN RETURN

860 IF C1:C THEN C1=Ci-2
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870
880
890
20

910
920

0
4@
G50
960
70
280
90
1008

1005
1212

1020
1073

1040
1ese
1060

1070

IF Ci<C THEN C1=C1+2

IF R1*R THEN Ri=R1i-2

IF R1I<R THEN Ri=Ri+2

FOKE MA,VE:MA=BE+ (R1#40)+C1: IF FEEK (MA)=209 THEN GOSUR
Z@: STOF

VE=FEEK (MA) s FOKE MA ,MI:RETURN

PRINT CHR# (125);:PRINT RR#¥(1,10); "THE .MINOTAUR .HAS LEATE
N YOou"

FOSITION @,0:FRINT RR#(1,13); "THE LNUMEER .WAS . " NU

PRINT :FRINT :FRINT

FRINT "DO LYOU JWANT LANDTHER LGAME (Y/N) 5 "3

INFUT A%:IF AF="" THEN FRINT "4+";:G0TO 960

IF As="Y" THEN GOTO 20

IF AF="N" THEN END

GOTO 260

FRINT CHR#(125) :FRINT RRF(1,2)3CC#(1,3) 3 "WHAT LIS . THE .NU
MEBER"; : INFUT VYT*

VT=VAL (VT#$)

IF VT<:NU THEN FRINT "WRONG L THE LNUMEBER LWAS . " NU: BDTO 94
]

FRINT "CONGRATULATIONS LYOU (HAVE .BEATEN _MINCOTAUR"

GOTO 940

FRINT CHR#(125)::650TQ 930

FOR I=1 TO ZBQ:NEXT I:RETURN

CLF((6%20) +1, (6¥20)+19)="FACTOR .SECOND .DIGIT":CL%E ( (6%70
Y420, (6%20) +20) =STR% (1) : RETURN

CLF((S%20) +1, (5*2@) +18)="FACTOR .FIRST .DIGIT": CL% ( (5%28)
+2@, (S*20) +20)=5TRF (1) : RETURN
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ChexSum Tables

LR L
1 e
LI

jaed
—
it

470 = 470
486 = GR4

=
St

=)
o
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BATTLESHIP

CLASSIFICATION: Arcade

You are the commander of a battleship and must destroy enemy
submarines. You destroy them by dropping depth charges on

them. Each time one of them escapes the escape counter is
incremented. Each time you hit one, the hit counter is
incremented.

PROGRAMMING SUGGESTIONS

Add different kinds of submarines to your fleet of enemies and
give them varying degrees of strength. Fit the submarines with
different kinds of weapons, for example some sea to air
missiles. Use the joystick to move vyour battleship left and
right and press the fire button to launch a depth charge.
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Program

Variables

I General purpose variable
X2 X position of battleship
Y2 Y Position of battleship
X1 X position of submarine 1
Y1 Y position of submarine 1
X3 X position of submarine 2
Y3 Y position of submarine 2
X4 X position of depth charge
Y4 Y position of depth charge
Program
Structure

2 - 85 Clear out memory and read in data
100 - 13¢ Data for players

209 - 35p Set up players

1¢¢¢ ~ 1641 Main loop

2000 - 2999 Initialize game

3¢¢¢ - 3599 Move the battleship

4008 - 4999 Move the submarines

5000 - 5999 Move the mine

6009 — 6999 Update the score

7000 - 783¢ Check for collision

9000 - 9999 Data for machine language program
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Listing

1220
1010
1020
1825
1827
1278
1840
1041
2000
2020
2925
2999
000
petulnls]
I010

CLR
FOR I= 2@ TO Z@798:READ A:FOKE 1,AINMEXT I
FOR 1 a2 TQ 792+1@2T: POKE T,@:NEXT I

FOR 1=28672 TO 2985@:READ A:FOKE I,A:NEXT I
FOKE 186,128

FM=PEEK {106) 1 PMEASE=FM*256

BRAFHICS 1

FOKE S59.462

FOKE
FOKE
FOKE
FOKE 7@4 B7:FOKE 705,77:FOKE 706.77
FOKE 707,77

DATA 24,16,24,36,255,129,66,560,0,0.,0
DATA m'm._g,,“.11 o1 i
?

DATA 24,16,24,36,285,129,66,60,8,0,0,0,0,0.0,
DATH : S, 2S5, 123.0,0,0., ?,0,0,0,8,2,0,
FOKE

12,285, 254 254,

A= USR‘”B&?:,/l Y1, X2,Y2,X3,Y3,44,¥Y4)
GOSUR 2000

GOSUR Z0@0:REM BATTLESHIF

GOSUER 4000: REM SUBMARINES

GOSUE S5@0@0:REM CHARGE

GOSUER 600@:REM UFDATE
A=USR(ZBOT2, X1, Y1, X2,Y2,X3,Y3,%4,Y4)
GOSUE 768@: REM CHECK

GOTD 1p1@

FOSITION 2,@
X2=100: Y2=28: Y4=220: FOKE 53278,0
GOSUR 450@: Y1=Y:GOSUR 450@: Y3I=Y
RETURN

REM BATTLESHIF

A=STICK (1) :FOKE 53278,0

IF A=11 THEN GOSUEB 3100:RETURN

IF A=7 THEN GOSUE Z200:RETURN

IF STRIG(1)=0 THEN GOSUR Z5Q8:RETURN
RETURN

REM LEFT

IF X&=@8 THEN RETURN

X2=X2~4: RETURN

REM RIGHT

IF X2=128 THEN RETURM

X2=X2+4: RETURN

REM DROF DEFTH CHARGE

IF IN THEN RETURN

X4=XZ2: Y4=Y2+8: IN=1

RETURN

REM SUBMARINES
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4p0S
4120
4105
4110
4199
4200
4205
4210
4299
4500
4505
4510
4999
5000
5005
5010
5015
5999
4000
6005
6999
7000
70085
7010
7815
7020
7030
7100

7200

7999
000

FROS

SDi

015

Efrpedr

FB25

0=

FOIS

@42

F045

060

GUSUE 4100:GDSUR 4200: RETURN

REM MOVE SUBMARINE 1

IF X1:188 THEN GOSUE 450Z:ES=ES+1:Y1l=Y:X1=0:RETURN
X1=X1+(RND (1) %4) : RETURN

RETURN

REM MOVE SUBMARINE 2

IF X3:180 THEN GOSUE 4500:ES=ES+1:Y3=Y: X3=0: RETURN

T+ (RND (1) %#4) : RETURN

RETURN

Y=RND () #15@: IF Y>150 THEN 4500

IF v<a6@ THEN 4500

RETURN

RETURN

REM

IF IN=0 THEN RETURN

IF Y43>15@ THEN Y4=22Q: IN=0:RETURN

Ya4=Y4+4: RETURN

RETURN

REM

FOSITION @,2:FPRINT #6; "ESCAFED: "1ES; " JHITS: "sHI;" . "3
RETURN

REM

A=FEEE (53267) : IF A=0 THEN RETURN

IF A=1 THEN GOSUE 7100:RETURN

IF A=4 THEN GOSUE 7200:RETURN

IF A=5 THEN GOSUE 7100:G0SUB 7200: RETURN

RETURN

HI=HI+1:X1=0:GOSUE 4500:Y1=Y: IN=0:FOKE S3I278.0:Y4=020: R
ETURN

HI=HI+1:X3=0:G0SUE 4500:YI=Y: IN=0: FOKE S3278.0: Y4=
ETURN

RETURN

DATA 104,104,104,141,61,113,104,104,141,60,11%,104, 104,
141,7%,11%,104,104, 141,74

DATA 1 104,104,141,89,113,104,104,141,88,117, 104,104,
141 1m.,11_,1m4 194,141,102

DATA 113,32 2, 96,126,32,8,113,160,14,1632,0, 189
113,149,176,232,136

DATA 208,747 Z170,112,168,14,162,0,181,176,157,52,113
232,136,208,247,160,14

DATA 162.0, 1B89,67,113,149, 1/6,2?‘
2,160,14,162,0,181,176

DATA 157.67,113,23% 136,208,247 ,160,14,163,0,189,81, 117
2149 ,176,352, 156,208,247

DATA 32,170,112,160,14,162,0,181,176,157,81,113,232,136
,zma,k47_1bm 14,162,0

DATA 189,95,113,149,176,232,136,208,247,72,170, 112, 160,
14,162,0,181,176, 157,95

DATA 11_,h‘~,1“6,hBS,247,T2,22,113,88,96,165,183,197,18
2,240,68,160,0,16%,184

DATA 24, 1@q,46 145,176,169 ,32,24,101,182, 168,166,185, 16
9,08,14%,178,200,202, 16

DATA 258,169 24,101 ,183,141,116,113,162,0,142,109,11

,166,185,172,109,113,177

DATA 1Bm,‘58 19,1 172,116,113,145,178,238,116,113,20
:,16,237,165,183,1w; 182,165

DATA 184,133,189,96,165,184,197,189,208,182,96,173,112,
11%,41,15,170,18%,36,113

PR

=
PR

]

136,208,247 , 32,176, 11
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F065

070

YB7S
080

{085

Edrikd]

[ I 1}

LI LI 1

LI O O L1 I

L]

FUIN O I O 1 O 1

DATA 238,112,113,96,160,14,162,0,181,176,157,117,113,23

2,136,208,247,96,160,14

DATA 162.@,189,117,113,149,176,2?2,;_6,-08,247 F6,1,2.3

,4,5,10,7,8

DATA 7,8,11 »4,2,4,1,4,8,0,208,06,132,0,120,0,2,0,8,08
DATA 16 2,0,1,208,0 1h51¢W71¢Q70 @] 1 m] 6’E’Q17’”wa!ﬁ

DATA 134,4@,12@,@,@,@,8,@,16,@,@,3,2@8,@,135,6@,12%,@,0

.2

pDATA €,0,0,0,0,0,0,79,0,0,8,0,8,0,0,8,141 30,208

ChexSum Tables

40 749 G999
1759 1473 6005
1421 113 6999
1631 1575 7085

7210

L1 I (1
J
s
<

=8 7015

889 7020

565 7030

556 7100

= &H4Q 7Z00

= 58 7999

= 3P4 oo

= &P BRI

= 4i@ F@12

= 4@8 QALE

= 257 @20

= 13568 YRS

= 58 P03

4 = 4&Q @IS

= = 2106 0408

375 = 993 2045

278 = 58 050

289 4205 = 2118 055

267 421D = 1G01 7060

I61 4299 = 58 7065

2407 4500 = 1289 9870

145 4505 = 545 3075

1052 4510 = 58 2080

1117 4999 = 58 F085

794 5005 = I3 905@
8z5 5010 = 1215
Z4p7 5015 = 618

TATAL.
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CRYPT

MENL

INPUY YTEXY

CLASSIFICATION: Passive

This program has a very good software random number generator.
This is used instead of the normal rnd(@) function because the
sequence of numbers generated by this method is repeatable.
Changing the seed numbers,which should be prime, will change
the numbers produced by the random routine which yin turn ,
alters the results of the encode and decode routines. The
program is self prompting and the only thing to remember is
that the seed numbers should be prime.

PROGRAMMING SUGGESTIONS

It should be possible to make this program work on text files
from tape or disk and to work on larger amounts of text.
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Program
Variables

C
CODE$
FLAG
H$
KEYA
KEYB
LOOP
MAINS
Q
SEEDA
SEEDB
T$
TEST
Y

z

Program
Structure

19

11

12

29

38
199
909
1009
1005
4000
5080
20009
39009
31¢00

27
32
169

3920
4959

219p9
30040

Used in random routine

Holds result of encode or decode
Flag

List of allowable text characters
User key A

User key B

Loop counter

Holds text

Local

Seed A for random routine

Seed B for random routine

Local string

Flag for print routine

Local

Local

Jump to initialization routine
Error message

Error Message

Input and check text

Input new keys

Main loop

Set for decode

Set for encode

Encode or decode

Random number generator

Delay loop

Initialization routine

The modulo arithmetic routine
The good bye routine
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Listing

1@ GOTO 20000
11 TR M1LTO LS LONLY " i BOSUR S008E: G0TO 106

- ~

12 Tor? 1? VINVALID (CHARACTER': GOSUER So6: 5OTO 26

Jump to initialization routine

20 FLAG=0:7 CHR# (1 12 UUFPER LCASBE JALFHA LAND  NUMEERS
LONLY ":FOSITION Z.4: INFUT MATNE

21 FOR X=1 70 LEN(MAINE) : X&=MAINS (X, %)

22 IF X$=" " THEN GOTQ 24

23 AND X$<="9" THEN 60TO 26
24 AND x3<="Z" THEN GOTO 26
2%

26 NEXT X:IF FUAG THEN GOTO 12

27 GOTO 196

Input and check text

@ T OCHRE(LET) &7 IUMBERS L8 D LBE JFRIME": 57
= ) A L LKEY (=" E 2 REW L VELLIE
Y oWRT I TN CEEY#H
2 FosT O UNEW VALUE LFOR LKEY LB INFLUT KEYE
paol] 7 OCHR#(12%)
118 FOSITION 1&5.8:7 "“MENU"
120 G- RCE R IRFUT JTEXT"
ENCODE": 7 4 «CHENEE
130 7o INFUT X#:IF N{XE)=0 -
14@ TH=X&(1.1):IF it OR
15@ X=VAL (X¥) 5 IF X<1 OR X5 7T
16@ ON X GOTR 20,900, i666.30. 31600

o

Set for decode

Yo TEST=0:7 CHR#¥ (128):7 17 17 “WAIT .DECODIMG 17 =7 17 :6HOT
0 1005
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" L-:ff I T

LlU Ur‘ SUARe X=
IF WOT TEST
IF TEST THEN (=
CODES (LO0F, L.UUF )
NEXT LODF: T
IF TEST THER 7 7
P NOT 3T THEN

HER L IS: " :GOBUE
LATNTEYT L1582

fa .:s(f)ﬁUb Rl

CODE % (,I-'r-‘il S4Y SN

Ranfle]
4710

Delay loop

TO BQE NEXT X RETY

ot

SeBe FOR x=




[alsn By
ZOB10
20820 hHle—“I'udULi
Z08E8 DIM HE( ?
Z2O048 HE="01 5678Y LABCDEFEH I JELMNOFORSTUVWYYZ Y
20@50 SETCC BB SETCOLOR 1,0, 15 SETOOLOR 2.9.0
2086€ DIM Li‘?'HWf\q)

21300 GO0TO 1oe

CLDLi(LEB}

The modulo arithmetic routine

IRRER 2=X/Y

IO 2=Z—1NT&X}
IAVEQ Z=ZH1S V1B
drluml] Z INT (Z%y)
T4 RETURN

The good bye routine

FLOD@ T eV a7 1P YS0 L LONET ERD

ChexSum Tables

14

iz

J(J)UEJ = a7d

400U
4Q01@

4070 TATAL = 72569
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DUNGEONS

CLASSIFICATION: Logic

Move your man round the maze of dungeons trying to find the

exit. There are three dungeons and each one has an exit.
Hitting the walls causes you to go back to the start of the
maze. When you find an exit, move into it to reach the next
level.

PROGRAMMING SUGGESTIONS

Increase the number of mazes in the game. Put objects in the

maze which can eat you or send you back to the start.
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Program
Variables

LEVEL
MAXLEVELS
T,A,A$,K,N
cov

Program

Structure
1 - 8¢
109 - 159
499 - 439
1000 - 1019
15009 -1511¢
30000 -39362

Level you are playing.
Maximium number of levels
Dummy variables

Counter for footsteps

Intialization

Main Loop

Crash into wall

More intialization
Completed maze

Even more initialization
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Listing

sy

40
pals)
1]
51}
106

105
1ia
1ie

400

41@
420
470

Intialization

T oHEIT BT 4brT He:r T

2O 641 PO
4791 READ ALFOKE T, A NEXT
8,165.88, 1

HES“’Or\E 1l
X’lﬁ\"'H 104, 162

16T (H6 L 1AG, 20B . ZB0. 16 . &7 |

I 208,200, 169,469,145, 708, 200
lbci 79‘. ] "‘v.f&‘i‘fﬁ'

DETR 260 2
)

DETHE 184, '.7".
42.55 . 201,
DﬁTPq 201.8 1
@,
DHTH ‘VH.’.\. 158

DL EBE TR, Z0E

FoaE NS0 47
4('! bé P, LE
&

OSITION 19,167 “WETT LA MOMENTY

Crash into wall

STEF S:80UND 1.T. 0. 18 REXT T:&0UND i .6 .

PORE 704 @ FOKE 263,41 FOKE
FOR T=0 TO ZQ:POKE 796,243 F'-UFIF— 7H56. 144 NEXT T
RETUFRN
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More intialization

1000  RESTORE ZGOGR+LEVEL+1008: SRARHI COLOR 1:A=USK (ebsde
)

1310 FOR T=0

1920

GG

1B4G

TS 3

TO ZeFOR B=b TO 33
N-+24 ., T+8

g 1 AR, BY e MEXT
1850 MNEXT M:NEXT T
1068 ;

$FOR M= TO Z:POKE 210S0+N+T# 128, 7E+R+T 541 1
EXT

G789 FOR TO ZFOR H=@ T0 2:PQOEE 34567
EAT MenNEXT T

110@  RETURN

10088 POME 786,144

12918 FOR T=0 TC 1} WHA+T L PEE T n MEIXT

paniypls) 1 i ¢ R ! i Vi

FNATRLRE, TEhr T4 N

10021
18166

166 ,85,106.8.2

TEA s
©, 285,

PNV = VA A A= A |

16135@

S4B, 240 TS
1%

TELEE
1R 40

i@aise ! L@ 145,235,539, 2480, 2
149 ,17@.145

.17, 8.247 347,247 15,247,

« 1]

G4, 149,170,149, 4
1L, 25,169,885, 184,128,183 "
7. 248,22 2% F.240 239,205, :
10178 DATA 42,149, 7@.149.42,149,178.149,128,69,16%,85, 168,85

<165 .BU 15,547,547 ,247 15,03 i
1RIER DATA 24, 26,24, 60,185,182
18190 LATS @, G, 5L G456

Completed maze

150U FOR T=37376 TO 37567 STEF & RESTORE 151088: FOR =@ TO 3:
FOF k=@ TO 7:READ A:POKE T+k.,&:NEXT K:NEXT N

10018 FOR #=T TO (T+7):FOHE K.Q:NEXT bz SOUND @, INT(RND (1) %255
) W@ 1B NEXT T:SO0UND 8,0.0.0
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D Tetr]
EL oy LEVEL FOR
B

LN
1504 L EBEn: POF
15660 GROFPHICS 1&:FOSTT]
15878 FOR T=0 TO
15108 DATA 126,355
L4, .
15110 DATA 192,134,14,12,0,64,193,99 128,170,406, 64,64, 1
TODRE FOR T=@ T L DIQEACNETHL2E, TEHNF T R4 N
EXT MiNEXT
2010e GOTO 20108
IB1O@ DATA ....o... e .
F010T DATA et mn e e mae ety
I01B4 DATA .... . .. R
IBLIOO DATA v vve v v v h e e e e .
IQ1G8 DATA ... . - e e e e
30110 DATA v.v. ... e e e e e e
> DATA

ST 126,100,270, 179, 235,25

DATA L. ..
DaTa L. . e i h e .
DETE coue we vee o -
DaTA ... T T T
DATH ... . .. “ “ “ e e
= DATA L L . e . S v e e e
DETA ..o o ool Ll “ e
» DATA ... . v e e P
DATA wone wiuua. P
DATA ... . car e
DATAE ... . L. e wm e n s aaa e
IWIEZ DATE ... . s i
k D4 ODATA e Mk s M A e an e er sk
L
L sa e e uue
L . “hsena
S
DaTA L. . . .
BRTE L. L.
DATA ... . . .

DATA cove ciiu i i ie e e e e
DATA ... . v . “ aeean
DATA cis 0 0 e it e e e e
DATAH o o 0 . i e
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SBLLE DATE (el v 0 e i

DaTh

o e [ .
DETA oL o £ W ew e

DATA ... " e enaa s
DATA ... 00 & .
DRTA ... ¢ emaae e
DATA vone cvvvw - B
DETA .o. . - resaaeue

DATA ... « sees o u
IO2AZ DATA coe. oo -
TQE4T DATA ... . @ awes w
IBZ44 DATA Lo 0 . . -
I@246 DATA Lo o o . e e .
I@B248 DATA ... . “ e vaas a
SURT@ DATA e deaie e e e
TP DATA ... .

TE2BE DATA e e a e s
DA A e e e e
ORTA v v i cn v avmannmenan
DETA i n e S e e e
DATA f e i h v s ot uwnneas
DaTas oL, .. . '
DATA «uee oo « 4 emawes u
DATA ... - . .
DATH L oiee weee wiw o o .
DATA .o e . .
DATAE ... “ e m e e e
DETA cuee e - . . L .
DATAE ... u " - -
DATA v . . . . .
DATH

Pev e e “u e ow Y
“kws e o “r e -wwoa
« o wom A 2w = P
sews n . .
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ChexSum Tables

S@ =

6@ =
8@ =
168 =
108 =
1i@ =
1z@ =
15¢ =
4@ =
416 =
420 =
450 =
1000 =
igie =
1@ze =
a3 =
184@ =
Je5he

tﬂhw

iU i =

1215@
15a@d
1501@ -
15020
15@E0
15640
SEen
15670
15100
15112
20009
2010
inieae
Ia1ez
104
Ieloe
Il =
IOE =
J@iiz
?3114

146@
1488
1432
1488
1432

Q236 = 1444
H@RTIT = 1816

IR2EB = 1446
IR240 = 1432
IQ242 = 1474
IWRAT = 1460
3244 = 418
2QE46 = 1474
30248 = 1446
286 = 1592
IW2G2 = (334
AQRT4 = 1628
IARGE = P
IRZEE i

1474
L4&E
1474
14318
1592
147

1ame



LETRMAZE

CLASSIFICATION: Skill

The object is to «collect the letters in the maze 1in the
shortest possible time and in the same order as shown at the
bottom right of the screen. A letter is collected by touching

it with your man. Joystick 2 moves vyour man (solid circle)
vertically and horizontally. When the fire button is held down
movement will be two spaces at once instead of one. Movement

'wraps around' horizontaly.

PROGRAMMING SUGGESTIONS

Increase the size of the maze and give a number of levels to
the game.
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Program
Variables

AQ)
AM
CODE$
D()
MAX
0K
OLDPH
OLDPV
PH
PLACE
POS
PV

Q

R
SCREEN
T
TIME
N

X

X$

Y

z

Program

Structure
16
100 -
300 -
1009 -
2000 -
3008 —
Lopp -
20000 -

209
35¢

1999
2049
3¢7¢
493¢
21009

Holds offsets

=2 if fire pressed else =1
Holds code to be done
Direction of line movement
Constant for random selection

Flag

0Old horizontal position

0ld vertical position

Man's horizontal position

Points to next code letter to be obtained
Screen address

Man's vertical position

Local

Where to peek for a random number
Address of first byte of video RAM
Local

Holds score

Constant =39

Local

Local string

Local

Local

Set margins and goto initialize
Draw the maze

Read the joystick routine

Main loop

Hit something

Wrong thing

Got all the pieces

Initialize subroutine

69



Listing

1@ FOKE BZ.U:FOKE 832

2e6a0

Draw the maze

I=0(1) 7 BE(Z,Z+TN) 2 Z=Z+D{i) 1 1F 7%FE THEN

"'?“II—'&X THEN D(1)=—D(1)
Pi® OBE(ZLZHATNY s Z=740(3) 3 IF

THERN

MAX THEM D(2)y=-D(2)

12 (F):? BEA(Z.Z+TNY 2 Z=7+D(3) 2 IF 7 5FE THEN
121

122 ) EMAY THEN DI =-D ()

1756 I=R04) 7 BFEL{Z.I+TH)I 3 I P IF ZHFE THEN

Y (4) =aD ()

THE

Dibr=-Di&)
CEHTN e 222D (7 ) s IF

162

i70

Mo {T) s

BE (L, T+TH:

I+Digy s 1F

THEN
174

172

L

20e F\ET LJF\N

CARD FRAK THEN D(8)=-D (&)

Read the joystick routine

IF =7 IHEN FH=FH+AM: IF PH:TH IHEN Fir=@
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Main loop

1000 GOSUER 10B:+OSITION Z
121@  GOSUE 220

1828 FOS=PH+4D*»FV+SCREEN
1@3@  OLDFOS DFH+4@%0LDF
1040  @=FEEK (FUR): IF ¢ THE
12508 FORE OLDFOS.@

1860 FOKE FOS.84
1078 OLDFH=FH: CLDFV=PY
1898 GOT0 1960

o OTIMEDY JVs s TIME=TIME+]

V+BIREEN
N 2668

Hit something

1858
HATE.F

FOSITION
FLLACE=FLACE+1 s IF
GOTD 1056

Fil&

LaTEY ) = THEN I

CHRE (@ ]
CE=1i THEN 4000

Wrong thing

Got all the pieces
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Initialize subroutine

’@U\Q
ptranta
2HO50
ﬂm@w

FERE
20260
2BR7E

pedrpsszin

Put character to

screen

~
{1

GOTO 1 auw

W‘-

72




ChexSum Tables

[ ionn

LI U

o

|2V O T A IO (T

LI (I (I

20049
edulatn]

Znsa
ZBe7E
2003@
2pE5e
2o10u
Gi1@
@12@
ZB1ze

wH oo RN

LTI O O O

g

oo

o

oo
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20200
2022

= 414
= 906
= &7
= 852

= 427

6308
180
747

= 422

LI O O

[N L 1 1 O

oy

987
S0
a1
641
1278

S92

1@17

112178



BREAKIN

i
t
},
®
%
§
]
§
i
1
]
|
¢
¥

CLASSIFICATION: Reflex

You are inside a four-walled container with a series of brick
walls, a moving ball and a bat. The ball is bouncing off the
bricks and you must use your bat to stop it getting past you
and hitting the wall. You are given nine balls for each game

and you lose a ball each time one gets past your bat. The bat
can be moved left and right wusing the joystick. There are
three different bricks walls and two bat sizes. The smaller

the bat, the more points scored.
PROGRAMMING SUGGESTIONS

Add more brick walls to the game and make them more exotic.
Vary the speed that the ball travels round the court.
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Program

Variables
SC
KE
BS
GS
BV
BH
BY
BX
BA
DX
DY
Program
Structure
19 - 55
66 — 150
160 - 269
279 - 31¢
320 - 819
83¢ —  89¢
99 - 98¢
99¢ — 1¢8¢
1690 - 115¢

Start of screen

Joystick port value

Batsize

Game size

Vertical postion of bat
Horizontal position of bat
Vertical position of ball
Horizontal position of ball
Screen position of ball
Horizontal movement value of ball
Vertical movement value of ball

Intialization

Move the bat across the screen
Check for boundary hit

Check for missed ball

Select the game

Print game one on the screen
Print game two on the screen
Print game three on the screen
End the game
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Listing

SETCOLOR 2,7,4

REM BREAKIN

CLR

DIM DN#E(6T) ,BME(L) ,BSF (1) A% (1) ,5FCH (48)
SF=2:REM SET DEFINITION OF SFACE

FOFKE 82,0: BE=40B00C: REM START OF SCREEN
WI=B2:REM SET BAT CHARACTER

wWa=211:REM SET BARRIER CHARACTER
CI=84:REM SET BALL CHARACTER

FOKE 752,0

DNE(L,6I)="3 44+ 3+ 4433+ +33 334+ +44++b5FI3d3 43333
-}-}-}-}-}--&4-}-}4-&-}-}-}-}-}-}-}%“

FOR I=1 TO 4@:SPCH(I,I1)="2>":NEXT I
SC=40000: NE=9: 50TO 330

GOTO 20

SOUND 0,60,10,8:50UND 0,460,10,0

RETURN

REM MOVE BAT

REM =s=====w=s=

IF A=64 THEN 17B
FO=BE+ (BV*40)+BH: FOR I=F0 TO FO+BES-1:FOKE I ,B:NEXT I
BH=BH+ ((A=12) - (A=T6) ) *¥2

IF BH<8 THEN EH=E8

IF BH:>ZB-RE THEN BH=3X8-E3

FO=RE+ {BV«4@) +BH: FOR I=F0 TO FO+BS-1:POKE T ,82:MEXT T
REM CHECH BOUNDARY HIT

REM ===ss=ssossssmsss=s

BX=BX+DX: BY=RY+DY:FF=21

IF BX<9 THEN Dx= LX GOSUR SR:680T0

IF BY«<=1 THEN BY=1: DY~—DY GOSUE S0: GDTD 250

IF RY: 2 THEN BY=22:DY=-DY:505UB 5@

REM CHECE BAT/BRICE HIT % FRINT BALL

FORE BA,SFP: BA=3SC+EY*4@+RX

IF FEEK (BA)=WI THEN EA=E1:DY=-DY:FF=-137:60SUR 50:5070
&G

IF FEEKA(BA)=WA THEN DY=-DY:FF=35:008UR 90:G2=6G+1«FOSIT
ION @,@:PRINT "3";G8

FOKE BA,CI

FEM CHECK FOR MISSED BALL

IF GM=1 ARND BY:= AND DY=-1 THEN NE=NB~1:FOISITION O,2:F
FINT "4 +++43+4+4"1" "1 NEB

IF BM<:x1 AND BY=11 THEN NE=NER-1:FOSITION @,0:FPRINT "4 44
FELEE R LUINR

IF MBI THEN 12°9@

IF INT(GS/100)-(GS/10@) < @ THEN 6@

ON GM GOSUE 836,900,990

REM

FRINT CHR#%(125) 3

FRINT CHR#F(I25) 3 sFRINT " # 33 bbb dddd oo onow sows oo s

JBLRLELALELT LMY
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&1@
620
&30

640

&S0
660
661
662
6&3
=Y-%]
670
673
&80
691

700

710
720
721
722
723
70
740
750
760

772
7680
790
800

81a@
822
838
8492
850

8Bé6@
878
880
890
F00
710
20

930
40

950
60

FOR I=1 TO Z200:NEXT I:FF=21:FRINT "4 4"

GOSUB =@

FRINT " ot s a s w o AT B

T=1 TO 9B:NEXT T

PRINT "4 4 4uuwaaSELECT LGAME LNUMBER (1-7) "3 :FOR T=1
TO 9@ :NEXT T

BM=FEEK (754) : IF GM{26 THEN FRINT :FRINT "+";:GOTO 4320
:FRINT "4';:G0TO &20

=%1 THEN BM=1:GOTO &7@

IF GM=3® THEN GM=2:G0OTO &70

IF BM=26 THEN GM=3:G0TO &70

GOTD 640

PRINT " "3iBM:PRINT :FF=35

POKE 754,02

GOSUE S50

FRINT o ok dmesoema
TO S@:NEXT

FRINT "4 iswssswaSELECT LBAT LSTIZE(2-3) "; :FOR T=1
TO 9@:NEXT T

ES=FEEK (754) : IF ES<26 THEN PRINT :FRINT "+";:G60T0 &80
IF BS:3@ THEN FRINT :FRINT “4";:G0TO 480

IF ES=30 THEN BS=2:60TO 730

. BOTO 730

3" s FOR T=1

FOKE 754,0:PRINT " _":ES

NE=%: GS=100+ (4-ES)

FOR T=1 TO SOB:NEXT T

FRINT CHR?(lCS)HF‘F\INT RPN )
BREOQKIN ! -t -

FOR I=1 TO 22:FRINT AP PPN P
“--A““ﬁﬁ‘l“NEm‘I

PRINT " L 4 a a s o . OSSR
ERME": :FOSITION @,0
FOSITION B,@:FRINT "SCORE“:FRINT "";65:FRINT "4HIGH":FR
INT "SCORE”:FRINT " _."iHS:FRINT " +BALLS"

PRINT "LEFT":PRINT “ . ";NE:FRINT “4GAME": FRINT “NUMEER":
PRINT ", ";GM

FRINT "&BAT":FRINT “SIZE":PRINT " _.";ES

ON BM GOTO 830,500,970

REM GAME 1
FOSITION @,2:PRINT "3
FOR J=1 TO 4:FRINT "332333 53 Emmoenomsssssenmss

mEEERENENIIMINEXT J

IF 65-@ THEN BS=6S+1

IF SW:>R THEN 6@

SW=1:RV=21:BH=17:BY=15: EX=18: RA=SC+EBY*40+EX: DX=~1: DY=—1
GOTO 119

REM GAMEZ

FOSITION @,0:FRINT “34"

FOR J=1 TO Z:FRINT "33 33333 300 o mm oy onmwmen m o an aw
SEEIMIMEXT J

FRINT "33 44333343 343"

FOR J=1 TO Z:FRINT "»2333 333 mnnnEnmnunonennmns
rmme T NEXT J

IF GS>@ THEN GS=GS+1

IF SW:>@ THEN 60
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7@
80

P90
1200
ie1@

1020

1030

1040

1050
1260
1072
1080
1290
1108

1110
1120
1170
1140
1150

SW=1:BV=12%: BH=20: BY=10: EX=21: BA=SC+EY*40+BX: DX=1: Dy=—1
GOTO 112

REM GAME 3=

FOSITION @,0:FRINT "4+4"

FOR I=0 TO 8:FRINT "#333+3+3323";:FOR J=9-1 TO 1 STEF
-1 :PRINT "EEv;:NEXT J

FRINT SFC#(1,I%2+8)3:FOR J=9-1 TO 1 STEF -1:FPRINT wasv
NEXT J:FRINT :NEXT I:FRINT

FOR I=0 TO B8:FRINT "3333333333";:FOR J=1

TO I+1:PRINT "2i"i:NEXT J

FRINT SFC#(1, ((8-1)#2)+8);:FOR J=1 TO I+1:FRINT “8&';:NE
XT J:FPRINT :NEXT I:FOSITION @,@

IF GS»@ THEN GS=6S+1

IF SW:@ THEN 6@

BW=1:EBV=1Z: BH=16: RY=9: BEX=24: BA=SC+EY*40+BX: DX=1: DY=—~1
GOTO 11@

REM END OF GAME

FOSITION @,0:FRINT "3 4343444434 4+4344 3333323232
~ANOTHER & GAME (Y/N) "3

INFUT A%

IF A%="N" THEN PRINT CHR#(125);:END

IF AF<:"Y" THEN 111@

IF GS»*HS THEN HS=GS

SW=0:G0TO0 600

-

LAY
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ChexSum Tables

Bid =

B2 =

= B4Q =

= 850 =

14 = a6l =
1% = 8@7@ =
i6 = 28e =

1

L ool o
-0 !
#

,.
It

a9
S6IEF 1@
2749 20
1424 Eanl]

745 G40 =
PEE =

i
=
LI A

(I I | N | N1 I (A
~0
<
m

o
=
i

&8
730

[ 1 L

,_L
-
=8

oo

.
i
[

Hi |

Howow oo on oo
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0
w

HoHon
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0
3 =]
| [E L O 1

HINE I (]

L)

4

8
[ L

oo oo
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79

1962 TOTAL = 152944



RACER

CLASSIFICATION: Skill

The object of this game is to get as far around the course as
possible. Steer the car left and right with the joystick. To
make the car go faster push the joystick forward, to go slower
press the joystick back.

PROGRAMMING SUGGESTIONS

Add a speedometer to the car so you can tell just how fast the
car is travelling. Also add other cars to the race to compete
against you.
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Program

Variables
A Local
CARS$ Holds car
CARPOS Horizontal position of car
DIFFICULTY Difficulty level
F Flag
LEFTLIMIT Left limit of road
R =5377¢ Where to peek for a random number ¥ - 255
RIGHTLIMIT Right limit of road
ROAD$ Holds road
ROADPOS Horizontal position of road
SCORE Holds score
SPEED Speed of movement
VoL Volume of sound
X Local
Y Local
Program
Structure
1¢ Jump to initialization
3¢ - 619 Main loop

1000 - 106¢ Game End
2000 - 2¢8¢ Game start
20099 ~ 2122¢ 1Initialize game
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Listing

10

Juinlr]

6@
470

440

450
SE0

o578
Soa

=3n]%]
&51@

1060
1212
1820
1870
1040
1050
1060

gl

2010
2020
2030
2040
2050
206@

GOTD 20000

Main loop

SCORE=SCORE+1: X=RND (@) *DIFFICULTY: IF FEEK (R) »127 THEN X
=X

ROADFOS=ROADFOS+X: IF ROADFOS:RIGHTLIMIT THEN ROADFOS=RI
GHTLIMIT

IF ROADFUS<LEFTLIMIT THEN ROADFOS=LEFTLIMIT

FOSITION 1.,@8:7 ROADS (ROADFOS.ROADFOS+37) 1 A=USRK (ADR (CODE
£))

IF PEEK(R) »217 THEN FOKE 40041+INT (RND (@) *36) , 128
X=STICK (1):IF (x=11 OR X=1@ OR x=9) AND CARFOS:T THEN C
ARFOS=CARFDS- 1

IF (X=7 OR X=6 OR X=%) AND CARFOS<37 THEN CARFOS=CARFOS
+1

IF PEEK (4B920+CARFOS) THEN 106D

FOSITION CARFOS,Z3:7 CARE:

SOUND @,SFEED+4@,%,8

IF (X=14 OR X=10 OR X=6) AND SFEED*@ THEN SFEED=SFEED-1
IF (X=1T OR X=9 OR X=5) AND SFEED<215 THEN SFEED=SFEED+
1

IF SPEED=C THEN 30@

FOR X=1 TO SFEED STEF 4:NEXT X:B50T0 300

Game End

VOL=1Z:FOR ¥Y=0 T0 4:FOR X=0 TO FOSITION CARFOS.23

Y OCHR¥ (X) 3 : SOUND @,28,0,V0L: VOL=VOL-@. 89 NEXT 5:NEXT ¥
FOR X=0 TO 25:7 :NEXT X

T "SCORE= , ":SCORE:? 7 17 "AT LEVEL . sDIFFICOLTY:? &7
TosT 7 “"FRESS ‘bT ART FDF\ LANOTHER ‘GQME“

IF FEER (33279) <06 THEN 1052

GOTC ziooa

Game start

FOKE 732 1:';'-' CHR# (1Z25) : FOR X=1 TO Z@:FOSITION 1.G:7 ROA
D#(16,57) ; : ASUSR (ADR (CODE#7 ) : NEXT X

CARF D,_;—.-_._.FDSIT.LDN CARPOS,2Z: 7 CARF;:SOUND 0,240,%,8
FOSITION 17.18:7 "ESTARTE":

GOSUR 21208: IF NOT BTRIG(1) THEN 2@70

FOSITION 17,18:7 “ENESETwMR" ;

GOSUB 2120@0: IF NOT STRIG(1) THEN 2070

GOTO 202@
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207¢

2080

Zovee
20010

PR,

FOSITION 17,18:7 ¢

[T
- N

FOSITION CARPDS,23:7
60TO 306

asmsasasa 73POSITION 18,1927 ¢

b an

0o
P

Initialize game

FOKE 82,137
ROADS=" SR

CAR$ CHR#&iZ?)

CHR# (1250 1 DIM RGADiL‘”G)

CAR# (1)

Bk e kA

20020

20030 LEFTLIMIT=4

20040 RIGHTLIMIT=30

2005S@ DIM CODE#(58)

20060 DATA 104,169,176,133,207,169,159, 133,204,169 ,216,133,2
5,169,159,133.,206, 162,22, 160

20061 DATA 40.177,207,145,205,176,16,249, 165,203, 56 ,235,40, 13
3,203,165,204,233,0

2006% DATA 133,204,165,205,56,033,40, 133, 205, 165, 206, 237 ,0, 17
3,206,202,16,218,96

200808 FOR X=1 TO S58:READ Y:CODES (X,X)=CHRE (Y):NEXT X

20090 SETCOLOR 4,8,6

20100 SETCOLOR 2,4,15

2100@ FOKE 752.0:7 :7 :7

[ e

21810 7 17 17 "SELECT LDIFFICULTY JLEVEL 4 { .1-5)"2: INFUT DIFF
ICULTY

21820 IF DIFFICULTY AND DIFFICULTY>S THEN 7 :7 "FLEASE 4v.... L
(60T Zi01@

1021 7 17 "STEER .CAR_WITH.JOYSTICK ,2"

21022 7 27 "FORWARD .= .FASTER , LBACK .= .SLOWER": T

T103I@ 7 17 "FRESS LFIRE LBUTTOM . TC LSTART LCAR LMOVING":7 :7

21040 ROADEOS=16

21050

21060

21100 FOSITION 14,23

21110 7 "GN SRR RN

21120 GOSUR 2120@0:1F F THEN 2000

211%@ POSITION 14,23

21140 7 “RFRESS LSTART "3
BOSUE 2120@:IF F THEN 2000
GOTO 21100
F=0:FOR X=0 TO 100
IF FEEK(S3279)=6 THEN F=1

NEXT x:RETURN
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ChexSum Tables

19
00
320
330
350
360
430
440
450
550
560
576
590
600
610

1000
1910
1020
1030
1840
1950
1068

LI T (T T O 1 O T

i14
2154
1307
734
1780
1447
2425
1863
623
S76
625
1776
1853
Iz
894
1357
1843
632
2001
2241
773
130

z000
2010
2020
2030
2040
2050
2062
2070
2080
20000
20010
20020
20030
20040
20050
20060
20061
20062
20080
20090
20100
21000

LI L (O T OV T T

84

3257
1499
1143

1783

21010
21020
21021
21822
21050
21040
21050
21060
21100
2111@
21120
21130
21140
21150
21160
21200
21210

2122

TOTAL

LI T IO T A

2516
1553
1917
2364
045
JIo3
363
S04
296
250%
467
296
1297
467
131
&34
P59

226

2784



CLASSIFICATION: Evasion

Move your ship round the room without crashing into the nasty
monsters bouncing off the walls. Every time you hit one the
computer will print BANG. Try to live as long as possible

PROGRAMMING SUGGESTIONS

Put obstacles in the path of you and the monsters.

Increase
the speed of the game.
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Program

Variables

I General purpose
X1 X co-ordinate of you

Y1 Y co-ordinate of you

X2 X co-ordinate of rock one
Y2 Y co-ordinate of rock one
X3 X co-ordinate of rock two
Y3 Y co-ordinate of rock two
X4 X co-ordinate of rock three
Y4 Y co-ordinate of rock three
Program
Structure

2 - 85 Initialize the program
109 - 139 Data for players

200 - 639 Set up sprites

1960 - 1940 Main loop

2009 ~ 225 Move your player

300% — 5999 Move the rocks

7099 - 8PP Do collision testing

9909 - 9¢9¢ Data for machine language program
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Listing

2 CLR

& FOR I=30720 TO ZB799:REARD A:FOEE I,A:NEXT I
7 FOR 792 TO FE+I@B2T POk TL@:NEXT I

9 FOR I=28672 TO Z9BS0Q:READ AFOKE I,A:NEXT I
10 FORE 106,128

2 FM=FEEF (106) : PMBAGE=FM*28&6

2 GRAPHICS 1

40 FOFE S39.62

=0 FOFE SI277.3

=1} FORE S4279 FM

7@ FORE u”“Sb.-

=17} FOKE 7@4,77:F0OFKE 7B85,77:FOKE 706,77

83 FOKE 707,77

168 DATA S56.,56.,16,124,186,56,40,108,08,06,0,0,0,0,0,0,0,0,0,0
112 DATA 255,255,24,24,24. 24 ,25%,255,0¢,0,0,0,08,0,2,2,0,0,0,

®
120  DATA 29%,255,24,24,24,24,255,755,0,0,0,0,0,0,0.0,0,0,@,
@

130  DATA 255,255,24,24,24,24,25%,255,0,0,0,0,0,0,0,0,0,0,0,
@

FOKE s6,1
FOKE 7,1
FOKE 8,1

FOKE
=140:Y1=108: REM SET FLAYER COOR
INT (RND (@) #15@) 2 Y2=INT (RND (@) #150)
=4 YFT=4
INT (RND (@) #158) s Y3=INT (RND (1) % 156)
H=4y YEE=4
(4= INT (RND (@) % 15@) : Y4=INT (RND (1) %150)
KFP4=41 YP4=4
8672, X1, Y1, X2, Y2, X3, VT, X4,74)
: *B+19:FOKE I, 3iNEXT I
128+3680 TO 32128+380+19:FOKE 1,3:NEXT I
128 TO 3 +380 STEF 20:FPOKE [,Z:NEXT I
2128+19 TO ZZ128+580 STEF 20:FOKE I.3:NEXT I
GOSUE Z00@:REM MOVE YOU
GOSUE IB0¢:REM MOVE 1
BOSUR 4000:REM MOVE 2
BOSUE S000: REM MOVE =
A=USK (28672,X1,Y1,X2,Y2,X3,Y3,X4,Y4)
GOSUE 7000

GOTO i1@on
REM MOVE YOUR FLAYER
FOKE SIE278,0:A=8TICH (1)

IF A=11 THEN GOSUE 2100
IF A=7 THEN GOSUR 2200
RETURN

IF X1<5 THEN RETURN
X1=X1-4: RETURN

IF X1:14@ THEN RETURN
X1=X1+4: RETURN

REM MOVE ROCE ONE

IF X2x140 THEN XFZ=-4
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a0
315

1020

Q25
4000
4085
4919
415
4020
4825
4999
Sooa
fartvilrabt
SD1@
5015
SQ2a
SA2S
G999
7@20
7010
TR20
8000
syia

saza
kdrilnti]

2010
FRIS

vt

030
FBIS
B4Q

R4S

FREE
Y060
FRET
YR7a

F@Q7T

S THEN XFZ=4
#1553 THEN YFZ=-4
295 THEN YP2=4

(E= X2+ XP 2 YE=YE+YFZ RETURN
REM MOVE ROCE TND

T=ATAXET: YI=YE +YF?.RETURN

RETURN

REM MOVE ROCKE THREE

IF X4714Q THEN XF4=-4

IF X4%<5 THEN XF4=4

IF Y43155 THEN YF4=—4

IF Y4<5 THEN YFP4=4

Xa=XA+XE4: Ya4=Y4+YF4: RETURN

RETURN

REM

IF FEEK (S226@)< *@ THEN GOSUE S000

RETURN

FOSITION @,0:FRINT #63"":PRINT #&;"# . . . . 2 . JEANG"

FOR I=1 TO 200:NEXT I1:FOSITION ©,1:PRINT #6: "4

FORE S3278,0: RETURN

DATA 104,104.104,141,61,117,104,104,141,66,113,104,104,

141,75,113,104,104, 141,74

DATA 117,104,104,141,89,113,104,104,141,88,113,104.104,
L, 107,113, 104,104,141, 182

DATA 113,32,45,112,96,120,32,8,113,160,14,162,0,189,53,

117%,149,176,232, 136

DATA 208,247,32,170,112,160,14,162,0, 181,176,157 ,53,113

LEI2, 136,208,247, 160,14

DATA 162,0,189,67,113,149,176,232, 136,208,247, 32, 170, 11
,168,14,162,0, 181 176

DATA 157,647,113, 23 1<c 208,247,160,14,162,0,189,81,113

,149, 176,2?2,1 a,hma

DATA 32,170,112,168, 14 162,@ 181,176,157,81,113,

,208,247,160,14,162,0

DATA 189,95,113,149,176,232, 36,208,247 ,72,170,112, 160,

14,1&2,@,181,176,157,95

DATA 113,232,136,208,247,32,22,113,88,96, 165,183,197, 18

2,240,6B,160,0,165, 184

DATA 24, 1Eq,4b 145,176,169,32,24,101,182,168,164,185, 14

9,8,145,178,200,202, 16

DATA 250,169,32,74,101, 183,141,116,117,162,08,142,109,11

T,166,185,172,109,113,177

) 3.1@9“11’,172‘116.113,145,178K238,116.113,2@

2,16,237,165,183,1 ,182,165

DATA 184,133,189,96,165,184,197,189,208, 182,96, 173,112,

113,41,15,170,189,36,113

DQTA 2I8.112,113,96,160,14,162,2,181,176, 57,117 ,113,23
s 136,208,347 ,96, 168,14

DATA 162,@,189,117,113,149,176,2?2,136,2@8,247,96,1,2,3

,4,5,10,7,.8

DATA 7,8,11,4,2,4,1,4,8,0,208,0,132,0,120,0,0,0,5,0

A A
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080
{085

9093

4~ 0k

[N O O (1 (O A I (O | A O

10
2@
e
43
=0
60
70

100
119
12@
13@
200
210
220
230
Soe
1@
SR8
S30
540
S5
S68
578
[yl
610

wn

wed owon woHA

DATA 16,0,0,1,708,0,13
DATA 134,40,120,0,0,08,8,0,16,0,0,3,

"]

40
1356
1421
1627
277
1124
144
420
406
473

372

1169

361
2555
2600
2600
2600
371
372
373
74
2822
1696
704
1769
712
1777
20
2321
12039
1731

S0ia

SE1E

-
g

LI TR N | | T A (N NI

| T I

89

,20,120,90,0,

16,0,0,2,%
,135,60,120,0,0

DATA 8,0,0,0,0,0,0,79,0,2,0,0,0,08,0,0,141,70,208

ChexSum Tables

5020
S@2S
5999
7010
7020
5000
go1@
8026
5000
9005
901@
015
9020
9825
030
B3I
040
2045
9250
855
2060
TB6S

%o
75

| 1O | O T L A

LI |

TOTAL = 1230781



SNOWBALL

CLASSIFICATION: Evasion

Use joystick to move the man left and right.
before they land by pressing the fire button.

PROGRAMMING SUGGESTIONS

Make the snowballs travel down the screen
instead of straigh lines.

90

Shoot
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random

snowballs
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Program
Variables

A

BALL$
BALLPOS
CODE$
DIR
FIREFLAG

GROUP
HITS

L

LEVEL
MISSILE$
MISSX
MISSY
PLAYERPOS
SCORE
SCREEN
SPACE$

T

X

Program

Structure
1 -
18
199 -
10060 - 1
2000 —
3000
3919 -

20900 - 21

280
069

2060
3830

@19

Local to set up USR routine

Code for snowballs

Ball position

Holds machine code screen scroll routine
Direction group moves

=1 if missile fired

Base position for snowballs
Counts hits

Local

Difficulty level

String for missile

Missile X co-ordinate
Missile Y co-ordinate
Position of player

Score

Address of first byte of video RAM
4@ spaces

Local

Local

Set the colors

Switch off cursor and jump to initialize
Main loop

The hit routine

The die routine

Overrun by a snowball

Start the game

Initialize the game
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1a0.
1aza
1240
1250
1G6@

1.6.1
SE 4.8,9
SETCOLOR Z,0.0

isF

FOKE 732,1:FOKE B2,0:60T0 20000

Main loop

FOSITION @.@:7 SFACES

GROUF=BROUF+DIR: IF GROUF<® THEN BROUF=Q:DIR=-DIR

IF GROUF:>29 THEN GROUF=29:DIR=-DIR

IF LEVEL*RND(@)*Z@ THEN FOSITION RND (@) # 1@+BROUF , @ 7 BA
LU#: :HITS=HITS~1: IF HITS<O THEN Q0@

X=8TICE (1):IF X=11 AND FLAYERFOS>1 THEN FLAYERFOS=FLAYE
REOS~1

IF X=7 AND FLAYERFOS:3Z8 THEN FLAYEREOS=FLAYERFOS+1

TF ¢ NOT STRIG(1)) AND ( NOT FIREFLAG) THEN FIREFLAG=1:
MIBSX=FLAYERFOS: MISSY=22

Put missile if required

IF FIREFLAG THEN FOKE SCREEN+MISSX+40%MISSY @
A=USK (ADR (CODRE%X) )

IF FEEK (SCREEN+PZO+FLAYERFDS) THEN 70Q0

FOKE SCREEN+920+PLAYERFOS, 1273

IF FIREFLAG AND FEEE (SCREEN+MISSX+ (4@+MISSY) ) THEN BOSU
B 1000

IF FIREFLAG THEN MISSY=MISSY-1:IF MISSY=-1 THEN FIREFLA
G=@

IF FIREFLAG AND FEEK (SCREEN+ ISSX+ (4B*MISSY)) THEN BOSU
B 1080

IF FIREFLAG THEN FOKE SCREEN+MISSX+40*MISSY , BB

GOTG 10@

The hit routine

L=8CREEN+MISSX+4D*MISSY: FOR X=@ TO 32

FOEE L,X

S0UND @,255~7%X,10,.8

WEXT x:30UND 0,0.0.0:FOKE L.G

HITE=HITS+1: SCORE=SCORE+1:FIREFLAG=0@: RETURN
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2008

2010

2026
2050

2040
2050

2060

e varila}

28008
20811
2.1z

20213
200814
200135
20816
20039
20040
20041
20050
28050

20061

20062

20070
21000
21081
2102z
21083
21019

The die routine

FOR X=0 TO 255:50UND ©,X,108,8:S0UND 1.X+128,16.8: SOUND
Ly R+Z2,12,.8: 530UND 3,X+3,18,8:NEXT X

FOR X=255 7O @ STEF -46:SOUND 8.X,18,8:S0UND 1,X+1.1@8,8:
NEXT X

FOR X=8 TO Z:SDUND X.,0,8,8:NEXT X

FOR X=15 TO @ STEF -1:80UND @,50,0.%:FOR Y=1 TO 4:WEXT
YeNEXT X

FOR X=0 TO 2Z:7 1NEXT X

8T 7 "ALSNOWBALL LHAS LLANDED LON L YDUR JHEAD":? :7 "AND .
YOUR JBRAIN FREEZES":FOR X=1 TO 1000@0:NEXT X

Toe? 37 "SCORE L";BCORE:? :? "LEVEL ,";LEVEL:? :7 :607T0 =
21

Overrun by a snowball

FOR X=1 TO Z@:7 :NEXT X:7 CHR:F(IZS5):7 1% 17 :7 "o0 . SNOW
BALLS AHAVE JLLANDED":7? :7 :7 "SCORE=";SCORE:7? :7 “AT LEVE
L L"sLEVEL

7 T "PRESS (FIRE FOR ANOTHER LGAaME"

IF STRIG{1) THEN @20

RUN

Initialize the game

DIM CODE%(S8) ,BALL$ (1) ,SFACEF (40) .MISSILES (1)
BALLFOS=20: BALL$=CHRE (Z0) : M1SSILE$=CHRE (16)

SR ACEFT" & ot s d h & ok e ke ot de h e e ke A ek m h h e a e a o
‘.A.‘AA”

SCREEN=40000

DIR=0.25

SCORE=Q

HITS=60

REM

? CHRE (125)

T o:? 17 7 "LEVEL o"3: INFUT LEVEL:? :7

? "USE LJQYSTICK J2": 37 "FRESS LFIRE LTO L5TART LBAME"
DATA 104,169, 1“a,¢; 69,159,173
5,169,159, 1

DATA 4@,177.
3,203, 165,204,
DATA 133,704, 1
3,286,208 ,16,218,96

FOR X=1 TO S8:READ T:CODE$ (X,X)=CHRZ(T):NEXT X
IF STRIG(1) THEN 21000

FLAYERFOS=20: F IREFLAG=0

? CHRE(125)

IF  NOT STRIBG(1) THEN 210803

GOTO 100

T L W R I I

]4u.-wq 136,16.245,165,20%,56, 235, 40,13

205,165,206, 2
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ChexSum Tables

L I I

BoREH RN

298 »en
a9 1006
214 1020
809 124@
326 105a
1550 1060
1178 2000
2481 2010
1704 2020
1176 2030
1959 204@
952 2050
2060
Relr ]
IRnie

020
Q30

1307 20000
1144 20011

LU |1 1 1 1 T 1A 1 O

94

20041

oo ouon

[ (| O | S B O 1

= 74929



HUNTER

HOFOR &%
THOUY BEING DESTROYED BY THE
U & PUIRY FOR EATIRG THY
HHEM ALL &RE GORE YOU GEY

MOVE YOUR MHAN HITH THE

FINE BUTYONW

CLASSIFICATION: Invader/Evasion

You are a wild animal being pursued by a hunter. You move
around the maze using the joystick on port one. No matter
where you are in the maze, the hunter will know where you are
and seek you out. As you move through the maze you eat
munchies. When you have eaten all the munchies, you win.
There are four levels.

PROGRAMMING SUGGESTIONS

Add a facility at the hardest level of the game so that the
player can 'teleport' to another part of the board. However
make it so that he cannot control his destination.
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Program

Variables
JL Screen value of block character
SP Screen value of blank character
DO Screen value of power pill
c1 Column position of hunter
R1 Row position of hunter
R Row position of animal
C Column position of animal
A Joystick direction
CN Number of power pills eaten
Program
Structure
15 - 4@ Initialization

50 - 2¢¢ Draw borders, maze and power pills

219 - 56¢ Move your piece up, down, left and right

57¢ - 87% You ran into the hunter; you won the game
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Listing

16
20
=
e
22

-~
2%

24

~e
pragwt)

=

-
<

30
4@

178

15@
200

216
220

270

SETCOLOR 2.1.2:FOKE 7321

Initialization

CLR :DIM A% (4)  B$(1) ,CH(3) .E$(3) ,CC# (40) ,RRE (Z4) ,DR% (1)
STABE(4@) (FE(I2)

DIM D#(Z@)

PRINT CHR¥ (128)4

FOKE 82,0

DRE(L)="2>": JL=128:REM SET BLOCE CHABRAUTER
SF=0:REM SET ASCII VALUE OF SFACE CHARACTER
DO=84:REM ASCII VALUE OF FOWER FILL

FOR I=1 TO 4@0:TAR$F(I,I)=DRF:NEXT I
YO=1@:REM ASCII VALUE OF YOUR FLAYER
MO=56:REM ASCII VALUE OF MONSTER

GOSUER 710

GOSUER 850

Draw borders, maze and
power pills

FRINT CHR¥(125)

SC=4000¢: CO=0: RE=5C+207

AL 2)="":B#(1,1)=" _":CH (1, 2)=0%:CE (3
Ex(1.,.3="_ .&"

FOR I=1 TO 4@:COCx(XI.1)="3+"sNEXT I

FOR I=1 TO 24:RR&E(I,I)="&"1NEXT I

FOR I=5C T0O SC+Z9:FPOKE 1.128:FOFE [+920,128:NEXT I

FOR I=8C TO SC+999 STEF 4@:FOKE 1,128:F0KE I+39,1Z8:NEX
T I

FOSITION @,B:FRINT TABF(1,18); "HUNTER";

FOR I=1 TO 25 STEP J:F#(I,I+2)=Ef:NEXT I

FOR I=1 TO 3@ STEF Z:DF (I, I+2)=C#:NEXT I:FRINT :PRINT
FRINT :PRINT :PRINT

FOR I=1 TO S:FPRINT TABR$(1,7);DF:FRINT TAB$(1,7):DEFRIN
T TABE(1,7) s FEINEXT 1

FRINT TARBRF(1,7):DF:FRINT TAB$(1,7) ;D%

= C=@:FOKE S5C, 128

FO=RE+ (R*48)+C: FOKE FO,YO0
C1=26:R1=16:F1=BE+ (R1%4Q) +C1: VE=FEEK (F1) : POEE F1,M0

Move your piece up, down,
left and right

A=STICK (1) : IF A=14 THEN GOSUR I7@
IF A=17 THEN GOSUR 420
IF A=11 THEN GOSUER 470
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240 IF A=7 THEN GOSUER 520
250 GOSUE 298
260 IF Cn=45 THEN GOSUE 648:G0TO 18

278 POSITION 16,3:FRINT “EXCOTISM":S1;
280  GOTO 210

29 IF SW<:AW THEN SW=SW+1:RETURN

v} Sk=0

10 FC=F1:1IF C1<C THEN C2=C1:Ci=Cl+1:F1=RE+(R1%4@)+C1:1F FE
EE(F1)=JL THEN Ci1=C2:F1i=FC

20 IF C1*C THEN CZ=C1:C1=Cl-1:F1=RE+(R1¥40)+C1:IF FEEK (F1)
=JL THEN C1=C2:F1=FC

Rt ) IF Ri<R THEN RZ=R1:Ri=R1+1:F1=BE+(R1#40)+C1l:IF FEEK (F1)
=JL THEN Ri=RZ:Fi1=FC

40 IF R1xR THEN R2Z=RI1:Ri=Ri-1:F1i=BE+(R1%40)+Ci:IF FPEEK (F1)
=JL THEN R1=RZ:F1=pPC

et FOKE PC,VE:VE=FPEEK (F1):IF VE=YD THEN GOSUE &00:30T0 10

T60 FOEE F1.MO:RETURN

370 IF R=0 THEN RETURN ‘

g=lv} T1=FO:R=R-1:FO=BE+ (R*40)+C: IF FEEK (FO)=JL THEN FD=T1:k=

R+13 FETURN

ne0 ! ¥=17% THEN GOSUE S70

RSNy 0 THEM S1=51+1:CN=CN+1

410 FOKE TI,SF FOEE FO,YO: RETURN

420 IF R=16 THEN RETURN

475@ Ti=F0: R=R+1: FO=BE+ (R*40)+C: IF FEEK (FO)=JL THEN FO=Ti:R=
F—-1 s RETURN

440 IF FEEF (FO)=D0 THEN Si=%1+1:CHN=CHN+1

450 IF FEEE (FPOY=MD THEN GOSUE S70

460 FOKE T1,SF:FOKE PO, YOD: RETURN

47@ IF C=0 1HFN RETURN

48@ Ti=F0:C=C-1:FPO=RBE+ (R#¥4@)+C: IF FEEE (FO)=JL THEN C=C+i:FQ
=T1:RETURN

430 IF FEEK (FO)=DO THEM CH=CN+1:851=51+1

S0 IF FEEE (FPO)=MD THEN GOSUER 570

5108 FOKE T1.8F:FOKE FO,Y0D:RETURN

520 IF C=28 THEN RETURN

ST Ti=F0:C=C+1:PO=BE+ (Rk*4@)+C: IF FEEK (FO)=JL THEN C=C—1:F0
=T1: RETURN

540 IF FPEEK (FO)=DO THEN CHN=CN+1:S51=81+1

sl ] IF FEEK(FO)=MO THEN BGOSUR 57Q

560 FOFE T1.5F:FOKE FO,YD:RETURN

You ran into the hunter;
you won the game

7@ FRINT CHE® (128) 3 s FRINT "YOU LRAM LSTRATGHT LINTO L THE LHUNTE
R

580 FPRINT :FRINT sFRINT TARF (1,13 3 "YOU LATE L "s CN

590 FRINT :FRINT :GOSUE 680:60T0 10

="l FRINT CHR% (125) 3 s PRINT Yo a wYOU JMERE LCAFTURED L BY L THE L HUN

TER! VIO PRINT s FRINT
6H1@ FRINT TABF (1,18 3 "YOU LATE L";CN3 " _FOWER _FILLE" " FRINT T PR
INT

620 GOSUR &80

60 RETURN

640 FRINT CHR#(125);

650 FRINT CHR$(125) 3 TAB$(1,13) ; "CONGRATULATIONS "
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bH60

670
480

690
708
710
720

730
74

760
77@
780
a8z
840
850
860
870

FRINT :PRINT :PRINT :FPRINT TAB$(1,3);"Y0OU . HAVE .COMFLETE
DLLEVEL:";TY

FRINT :FRINT :G0SUB 68@:RETURN

FRINT TAE$(1.8);"FRESS LFIRE JEUTTON (TO  CONTINUE"; :FOR i=
1 TO 20: A=STRIG(1):NEXT I

A=8TRIG(1): IF A=1 THEN 690

RETURN

FRINT CHR#(123);:FRINT TAB$(1,16); "HUNTER"

PRINT :FRINT :PRINT "MOVE .AROUND . THE .SCREEN .FOR .AS L LONG
LAS" I FRINT

FRINT "FOSSIELE .WITHOUT LBEING .DESTROYED .RY L THE": FRINT
FRINT “"HUNTER. .YOU LGET .FOINTS .FOR .EATING . THE": PRINT
PRINT "FOWER (FILLS. WHEN .ALL LARE LGONE . YOU .GET": FRINT
PRINT "ANOTHER .GAME, MOVE LYOUR .MAN  WITH  ,THE": FRINT
FRINT "JOYSTICE":FRINT

FRINT :PRINT

GOSUR 680

RETURN

FRINT CHR$(125) 3 :FRINT "DIFFICULTY LLEVEL . (1~4)"; .

INFUT Af:IF A%<"1" OR A£:"4" THEN 860 e
TY=VAL (A%) : AW=4~TY: RETURN

ChexSum Tables

19

Wl B o R RN

LN A A T

709 24@ = 482 560 = 821
3374 268 = 239 57@ = 2875
408 268 = 737 58@ = 14733
356 270 = 1732 598 = 8
293 288 = 129
2417 298 = 1835
2783 IR = 292 LE@ = 247
2788 I12 = 4542 538 =
15=4 I20 = 463
2369 IZB = 4867 658 =
2160 340 = 4069 bL6H@ =
350 = 1783 678 =
I6@ = 474 688 =
370 = Z@S 69@ =
388 = I8/7S 700 =
I8 = 744 716 =
408 = 1689 7B =
418 = 821 730 =
420 = =91 740 =
4@ = 875 75@ =
44Q = 1689 THR =
450 = 784 776 =
468 = 8Z1 780 =
470 = ZIQ6 87e =
4808 = IBB7 4R =
49 = 1689 a5 =
oBa = 784 860 =
510 = 821 870 =
S20 = 410
530 = 3887
540 = 1689 TOTAL = 144648
D50 = 784

©
©



TAKEAWAY

611 RN The King %1l zppak.

50 UALABOKD YOU HaVE TRIED Yo
SYTERL MY LOLD.

CLASSIFICATION: Logic

You and the computer take turns at removing gold pieces from a
chest. The player with no pieces to remove loses his head.
The game is self prompting. Note: The game <can't lose. Use
this to show your friends how 'smart' your computer is.

PROGRAMMING SUGGESTIONS

Music for introduction page. More ancient sounding insults
etc.
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Program

Variables
CHEAT
FLAG
GOLD
R
R$
TAKE
X,Y,Z
Program
Structure
19
20 - 139
1008 - 1060
107¢ - 1139
3000 - 3949
5000 - 5@59¢
6000 - TPLY
8099
9000 - 9p6p

Counts number of times player attempts to cheat
Flag

Number of gold pieces remaining

Local

Local string

Number of pieces taken by player

Used in z=x mod y routine

Initialize the game

Introductory text

Playersturn

Machine’s turn

X mod Y routine

Cheat routine

Game end

You have attempted to cheat three times
Insult routine
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Listing

Initialize the game

1@ T OCHRE#F (1257 1 :DIM R¥(20) : CHEAT=0: FLAG=0

2@ 7 “Ql]“kneelAthELhing*willtspeah.”:?

0 T " w B0 LVAGARBOND L YOU (HAVE L TRIED . TO"

4@ TOUBTEAL LMY LGOLD. "

1] ForT OUVERY LWELL 4.0 NOW L WE LBHALL LBLE

23] TOVRLEAME. 4w W THE LOUTCOME LOF e

T TOMWILL JDETERMINE ¥OL JFATE... . "

j=dv] HE JOHEST (BEFORE L, YOU LARE L THE": 7 T80 L EBOLD JPIECES o
L LESTRE"

S - A BHALL L TAEE L TURNS LAT LREMOVING®

1900 FROM .3 LTO L10 ,FIECES. "

i@ W IF LYOU LCAN L TAKE L THE LLAST LFIECE": 7 UTHEN LYOU ,WILL JRE

LFREE JTG (LEAVE"

12@ TOUWITH UTHE LGOLD. "7 &7 "BUT.. JIF LT LTAEE (THE LLAST FIECE
7M1 ASHALL LLEAVE _WITH _YOUR JHEAD "

1@ ToaT OUAD LY LAMLTHE LKING LT LSHALL LGB0 L FIRST : T "I LTARE L1 WLE
AVING 39"

Player turn

190@ GOLD=99

1820 I1F CHEAT=3I THEN S00@

1825 GOSUE 900@:7 :7 "How . .manyv .will Jvou take s INFUT TAKE: D
1230 IF TAKE:GOLD THEN GOSUR SU0A: GOTO 18Z@

1842 IF TAKE>1@ THEN GOSUR SO0B: GOTO 1070

1030 GOLD=GOLD-TAKE

igemd 7 ”You*have‘taken‘“;TAKE;“‘leaving‘";GDLD:?
17 7 “Ne*will‘take*“;

1880 X=GOLD:Y=11:G0SUER =000

iesa 7+ 7

1122 5OLD=6GOLD-7

1118 2 "Which . leaves . ":GOLD

1120 IF GOLD=0 THEN 4000

1130 7 7 160TO 1020

X mod Y routine

1 N>

~INT(Z)
=41/ (Y%1Q)
Z=INT(Z#Y)
340 RETURN
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Cheat routine

5080 CHEAT=CHEAT+1:7 :7 17 :R=INT(RND(@)#*4):0N R GOTO S@IZ0.5
50,5040, 5050 )

S@12 7 "THOU LCHEAT... .TAKE .CARE! ! ! ": RETURN

S0Z2@ 7 “BE JTHOU LBLIND LOR LFODLISH" : RETURN

GRI@ T "HAVE LTHY LWITS JFLED (THEE" : RETURN

S48 7 "THOU LCONSFIRE LTO JDEFRAUD LME..":7 "THEE .SON ,0OF .6 . CEFH
ALOFOD. " RETURN

S@90 0 T "GUARD LTHY JHONOUR L THOU JVARLET. ": RETURN

Game end

&3 T 2T 2T UWHICH JMEANS JTHAT .1 LHAVE JWON, .. "
61 T P 1T "OFF WITH HIS JHEAD! v e
6B2@ 7T "Are , there . any  other ,theives"”

6BZ0 7T "wishing.toplay.athe bings ..game”:7? 17 "Y OR .M": INFUT
oB4@ IF REF="N" OR R#F="n" THEN 7000

6252 IF RE="Y" OR RE="y" THEN RUN

&@Be@ GOSUER S030:7 :607T0 6020

Final message

OB T 27T 7 "Itlis.well Jthat Jvou  have .declined":?
the Jking. "

7012 7 "hs  a.palace .guard T will Ltell Lvou": 7T “that LLhe JFing o
NEVER Jloses. "

"to .play .

702@ 7 :7 "The  king.can t . lose..... o
703@ 7T T 7 YFAREWELL...."
704@ END

You have attempted to
cheat three times

808 7 7T 7 "YOU LHAVE LANGERED LME JWITHLYOUR":? "FODLISKH LATTE
METE LTO LCHEAT ! ' "7 2 :60OTO 6616

Insult routine

@@ IF FLAG=O THEN FLAG=1:RETURN

S@1®  X=INT(RND(@)*5):0N X GOTO F@30,9041,7850,9060
9@20 7 "Thy .doom . draws .closer.":RETURN

SRE@ 7 "Hast .thy .awill Jbeen . drawn?": RETURN
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040
9850
060

ChexSum Tables

[ O T | (OO O (I

el
>

7

1396
2908
2136
1038
2270
2042
19@6
44073
2n67
1229

SE31
I679
483
57
2885
728
703
SSE
2714

1256

"Chaose.thou snoxious cvermin. " RETURN
"Thee .suffer .nympholepsy. " : RETURN
“Halt‘thy‘procrastination‘whelp.”:RETURN

LI T T 1 N {1 (L (O |

104

6040
=Ykl ]
L0608
7008
7010
7020
7070
7048
2000
F009
9010
B0
070
040
0S8

06l =

TOTAL

[T I O O 1 O SO O|  1  1

1123564



SORTGAME

CLASSIFICATION: Strategy

Object of game is to wunscramble the board 1in the smallest
possible number of moves. To make a move press the key that
corresponds to the letter on the board that you wish to move.

PROGRAMMING SUGGESTIONS

The scramble routine could be sped up considerably by resorting
to machine language.
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Program

Variables
A Local
BOARD() Holds board
CHR Screen code for letters
DL Local
M Local
M1 Local
M2 Local
MOVES Number of times board altered
MV Local
SLOC Address of video RAM
TOTAL Count of moves made
VALID Flags valid move
WHAT Holds what to do from menu
X1 Local
Y Local
Y1 Local
Z Local
Program
Structure
1¢ Jump to initialize routine
90 Select graphics mode
19¢ - 3¢9 Main loop

1999 - 105¢ End game

5¢@3 - 511¢ Draw board in GR.®
6099 - 611¢ Draw board in GR.2
70006 — 798¢ Make a move

20009 — 221690 Initialize the system
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Listing

la OFEN #1.4.,@,"H:":607T0 20000

Select graphics mode

90 BRAFHICS 2

Main loop

120 GOSUB 4000

118 7T CHR#{(125)

111 SETCOLOR 4,3,3

12e T O'FRESS JMOVE";

13@ GET #1.A

14@ M=f—04

150 IF M<1 OR M>15 THEM 100

160 GOSUR 7000

180 IF VALID THEN TOTAL=TOTAL+1

200 Z=@:FOR X=1 TO 4:FOR Y=1 TO 4:IF BOARD(X,Y}<*Z THEN X=4

1 Y=4
zie I=Z+1sNEXT Y:NEXT X
22 IF ZI=16 THEN 1000

] GOTD 108

End game

10290 GRAFHICS D:GOSUE S0Bo

1212 FOSITION 4,10:7 “"COMPLETED LIN_.";TOTAL:" MOVES": IF MOVES
=TOTAL THEN ? “PERFECT!"

182@ % 7P 37 "FRESS L<RETURN: ,FOR _ANOTHER . GAME"

19038 GET #1.64

1240  IF AU:15S THEN 1030

1258 RUN

Draw board in GR.®

S0P 7T CHR#E (128)

J@1@ FOR X=1 TO 4

o6y FOR Y=1 TO 4

5072 Z=RBOARD(X,Y):IF Z=0 THEN 7 " . .":
@B IF Z THEN 7 CHR¥(64+Z);" .3

S@90 NEXT Y:7

S10@8 NEXT X

S11@  RETURN
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ptralrite

cB1id
6060
=Yg
L0280
6090
6100
6110

7000
7010

7a20
704@

7050

7060

7e7a

7080

20008

20010
20020
21000

21010

22000
22010
22020
22100
2211@
22120
22172
22140
22150

22160

Draw board in GR.2

DL=FEEK (3&6@) +FEEK (561) 256 SLOC=FEEK (DL.+4) +FEEK (DL+5) #2
S6

FOR X=1 TO 4

FOR Y=1 T0 4

Z=BOARD (X .,Y): IF Z=0 THEN CHR=@

IF Z THEN CHR=Z+I2+ (INT(Z/4)%64)

FORE X¥#20+Y+8LOC+7+2Z0,CHR

NEXT Y:NEXT X

RETURN

Make a move

VALID=1

FOR X=1 T0 4:F0OR Y=1 70O 4:IF BOARD(X,Y)=M THEN Xi=X:Yl=
Y

NEXT YiNEXT X

IF BOARD(X1-1,Y1)=0 THEN BOARD(X1-1.,.Y1)=M:BOARD{X1,v1)=
@ RETURN

IF BOARD(X1+1,Y1)=0 THEM ROARD (X1i+1,Y1)=M:BOARD(X1,Y1)=
@G RETURN

IF BOARD{(X1.Y1+1)=Q THEN BOARD(X1.Y1+1)=M:BOARD (X1,Yi)=
@ RETURN

IF BOARD(X1.¥Y1-1)=0G THEN BOARD{X1.,Y1-1)=M:ROARD (X1 ,Y1)=
@ RETURN

VAL ID=0: RETURN

Initialize the system

DIM BOARD(S5,5):FOR X=0 TO S:FOR Y=@ TO S:ROARD(X,Y)=99:
NEXT Y:NEXT X

I=@:FOR X=1 TO 4:FOR Y=1 TO 4

BOARD (X, ¥Y)=Z: Z=Z+1:NEXT Y:NEXT X

GRAFHICE @:7 CHRFE(125):7 7 7 “SELECT":7T 17 17 " oul =,
NEW JBOARD":7 37 " L .2 ~SCRAMELE _DISFLAY : 7

T aad AT BCRAMBLE" T 2 INFUT WHAT: IF WHAT<1 OR WHAT:>Z TH
EN 21200
TOTAL=0: IF WHAT=1 THEN 7@

?orF "HOW JMANY JMOVES . TO LSCRAMBLE "3 : INFUT MOVES
GRAFHICS 2

Ml=@:MZ=@: FOR MV=1 TO MOVES
M=INT(RND (@) *135)+1: IF M=M1 OR M=M2 THEN 22110
GOSUR 7000: IF VALID=G THEN ZZ11@

M2=M1:Mi=M

IF WHAT=Z THEN GOSUR 6000

NEXT MV

GOTO 9@
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ChexSum Tables

120
13e
140
150
160
18@
200
21@
=20
00
1000
1210
1020
1030
1048
1e5e

LS N O A1 I | O [ (I

684
2803
872
417
112
297
sl lr
2451
316

S22

]

F

5000
5010
5060
5070
5080
5090
5100
5110
-000
6B1@
6860
5070
&08@
6090
6100
65110
7600
7010
7020
7048
7050

[T | OO 1 S O S
&
0
a

109

7068

7870

7080
20000
Ze01@
20020
Zioee
21010
22000
22010
22020
22100
22111
22120
22170
22140
22150

22160

TOTAL

T T VOO 1 (I [

2659
2661
RN
2761
1142
1735
4317
1955
81z
2239
143
1081
1765
621
814
524
176

254

61931



CLASSIFICATION: Evasion

The object of the game is to collect as many modules as

possible. You also need to avoid mines, the roof and floor of
the cave, and running out of fuel. Hitting a mine (solid
circle) loses one man. Hitting a fuel container (*) adds 5¢ to
your fuel. Modules are solid triangles. Joystick 1 controls
movement .

PROGRAMMING SUGGESTIONS

Add enemy missiles to the game to make it more difficult. Make

the missiles heat seeking and give the player some way of
destroying them.
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Program
Variables

A

DL
FLAG
FLAG?2
FUEL
MEN
OLDP
P

Q

R
SCREEN
SIZE
T

U

X$

XZ

Y

YP

Z

Program
Structure

19
199
1909
2000
2390
3900
4000
5009
8¢p@
20009

25¢
168¢
2079
2339
3¢1¢
4o1g
5¢40
8¢1¢p
21¢8¢

Used to set up machine code scroll routine

Used to calculate starting address of video RAM
Flag for sound effects

As above

Remaining fuel

Number of men

0ld position of ship

Current position of ship

Screen code of whatever the ship hits

=53779 Where to peek for a random number @ - 255
Address of start of video RAM

Height of cave

Local variable,many uses

What to put on screen

Local

Address of top right of screen

Position of top of cave

Vertical position of ship

Local, many uses

Jump to initialize routine
Main loop

Setup machine language routine
Hit something

Game over

Collect Fuel

Collect module

Out of fuel

Display number of men left
Initialization routine
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Listing

i@

100
191
182

110
121

h«_\D

1000
ig1@
laze

1070
1242

1060
1972

148a

2008
2012
2020

SETCOLOR 1,10,1@:SETCOLOR 2,10,0:7 CHR$(12%) :60TO Z0000

Main loop

FOKE 205,Y:FOKE 2@6.SIZE:IF FLAG THEN SOUND 1,20,6,FLAG
tFLAG=FLAG-1

FOSITION 13,22:7 FUEL;" .";:FUEL=FUEL-1:IF NOT FUEL THE
N 5000

IF FLAGZ THEN FLAGZ=FLAGZ-2:SOUND ©.50,10@,FLAGZ
Z=INT (RND (@) %*5) —2: Y=Y+Z: IF Y<1i THEN Y=1

T=0: IF FEEK(R) >191 THEN T=Y%40+INT (RND (@) *SIZE) ¥4B+XZ:P
OKE T,84

U=1@: IF FEEK(R) »127 THEN U=72

IF T AND FEEK(R) »191 THEN FOKE T,U

IF Y+SIZE*21 THEN Y=21-SIZE

z=u5a<2m527):z=u5R<2m4sm)

Z=STICK(®):IF Z=14 AND YF THEN YF=YF-1

IF Z=17 AND YF<22 THEN YF=YF+1

DLDF=F: F=SCREEN+YF#*40+10: FOKE OLDF—-1,13:0=FEEK(F): IF O
THEN 2000

FOKE F,127:G0TC 160

Setup machine language routine

RESTORE 101@0:FOR T=20482 TO Z06i3:READ A:FOKE T.A:NEXT

T:RETURN

DATA 104,169,64,133,203,169,156,133,204, 162,22, 160,0, 20
0,177,203, 136,145,207, 700

DATA 152,201 ,40,208,244,136,169,0, 145,203, 165,203, 24, 10
5,40,133,203, 165,204 , 185

DATA ©,133,204,202,208,221,96

DATA 104,169,103, 1 0T, 169,156,137,204, 165,205,170, 16
G,0,169, 83,145,207.24,165

DATA 203.105,4@,13%,203,165,204, 105,08, 133,204, 202,708, 2
T6,165,206,170,24 , 165,203
DATA 105,4@,133,2037, 165,204, 105,0
65,205,24,101,206, 133, 207

DATA 56,169,22,229,207,170,169,128, 145,73
05,40, 133,203, 165,204, 105

DATA @, 1 .bmq,:m:,zme,bhs,ve

T, 204,202,208, 240, 1

24,165,203, 1

Hit something

IF @=10 THEN Z200
IF =72 THEN 4000
FOR T=1% T0O @ STEF -0.25
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2070
2040
2050
2060
2070
2500
2318

I000
I01ie

4000
4018

Soa@
5010
o020
SO030
S040

j=1nlnlv]
801o

20000
20012
20020
20060
20072
21002
21081
21010
2120

FOEE F,T:30UND 1,50,8,T7

NEXT T

MEN=MEN—-1

IF MEN=G THEN 2700

GOTC 21000

? CHRE(125):7 7 7
SOUND ©,0,0.0: SOUND
:MODULES; * . MODULES"

" LBAME LOVER "
1,8,0,@8:7 17 7 " L L JYOULCOLLECTED "

xR ? U"PRESSE LIRETURND LFOR JANOTHER LBAME" 3 : INFUT X%

RUN

Collect Fuel

SOUND 1,50,6,15: FUEL
GOTO 100

=FUEL+5@:FLAG=1TC

Collect module

MODULES=MODULES+1:F0O
FLAGZ=14:G0TO 100

SITION 20,22:7 "MODULES .: "iMODULES:

Out of fuel

? CHR#E(125)

FOSITION i@,11:7% "BEIVTEHEE

FOR T=25% TO @ STEF

-1

SOUND 1,T.12,8:NEXT T

S0UND 1,8,8.8:60T0 2

a2

Display number of men left

FPOSITION 1423;? Vaaas
FOR T=1 TO MEN:POKE SCREEMN+TZ0+T (127:NEXT T:RETURN

Initialization routine

GOSUE 100@:DIM XF(9)
DL=FEEK {3&66) +FEEK (D6
SCREEN=FEEF (DL+4) +25
MODULES=@

MEN=3

sPOKE 752,255
1) %256

o*FEEK (DL+5)

Y=1:81ZE=9:FOKE 205,Y:FOKE 206,SI1ZE:FUEL=700: YF=4
F=8CREEN+YF#40+1@: OLDF=F

FOR T=1 T0O 40

Z=LISR (2@527) : 7=USR (20480)
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210730
21240
21050
21060
2171
21080

NEXT T

FOSITION 8,22:7
GOSUR 8000
XZ=SCREEN+3Z9
R=33770

GOTD 108

MFUEL .: "3

ChexSum Tables

10
102
121
18z
110
121
123
124
13
220

~Aes
pagtw )

LI I I I

22

23

256
1020
1010
1020
1872
1240
igse
1260

L U | 1 (T T O

LI LI T | (A T N[O ¢
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5030
5040
8000
8810

20000

20010

20020

20060

20070

2100a

21001

21019

71020

21070

21040

21052

1060

71876

210802

TOTAL

LI U O I

LI I N N A (I A

i




OXO

CLASSIFICATION: Strategy

A standard noughts and crosses game. You play the computer.
This program is self prompting.

PROGRAMMING SUGGESTIONS

Use a cursor to input moves (see OTHELLO).

Program

Variables

A Local

B Local

C Local

EVAL 1,-1 or § Evaluation win,loose or draw
FULL =1 if no space on board
INDEX Local,several uses

LOOP Loop counter

MNUM Local in evaluation routine
MOVE Flags who's turn it is

MOVE () Holds intermediate results
PM Holds players move number

Q Flag as in EVAL

R Used if machine moves first
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R$

SCORE ()

T

W

WORKBOARD ()

X

X$

Z

Program

Structure

19 - 19

5¢0¢ - 519¢
6000 — 6239
1000 - 793¢
8000 - 8919

19000 - 19050

Local

Score table

Local, many uses

Local to print board routine
Copy of PLAYBOARD()

Local

Local

Local

Jump to initialization
Draw Board

Evaluate proposed move
Check if board full
Set scoring table
Evaluate subroutine
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Listing

10

1000

1018
1@z

1030
1040

1250
1060
1270
1280

2000
2001
2012
2100
2118
2120
2138
2141
2150
00

4000
4610
4920
4830

4100
411@
4120
4170

GOTO 20006

Get & do move

? CHR#(125):60SUE S080:GOSUR 7000: IF FULL=1 OR EvaL« >0
THEN 12000

FOSITION 9,22: IF MOVE=1 THEN 7 "MY .MOVE":GOTQ 2000

7 "WHERE LTO?":: INFUT PM

IF PMI1 OR FM>9 THEN ? CHR#(125):60SUR S0B0:GOTO 1000
IF FLAYBDARD (FM) < >0 THEN 7 "INVALID .MOVE":FDR FM=1 TO 1
VRV: NEXT FM:GOTO 1000
FLAVRBOARD (FM) =—1: MOVE=-MOVE : GOSUE S00@

FOR T=1 T0O 9:WORKBOARD(T)=FLAYEOARD (T) t NEXT T

GOSUER 7000

IF EVAL< @ OR FULL<*® THEN 12000

Machines move

INDEX=0:FOR T=8 TQ Y:MOVE(T)=99:GCORE(T)=9%:NEXT T
MOVE=-MOVE

GOSUE 7@@0@: IF FULL THEN 9000

FOR LOOF=1 TO 9

IF PLAYROARD (LOOF) < @ THEN 000

FOR T=1 TO F:WORKBOARD(T)=FLAYROARD(T) :NEXT T
WORKEROARD (LODF) =1: GOSUR 4000

MOVE (INDEX) =L00F : 3CORE (INDEX) =EVAL

INDEX=INDEX+1

NEXT LOOF

Aggressive move

O=@: MNUM=0: FOR X=0 TO 9

IF SCORE(X)=1 THEN MNUM=MOVE (X):Q=1
NEXT X

IF @ THEN FLAYBOARD (MNUIM) =1:60TO 1000

Defensive move

C=0: MNUM=0:FOR X=8 TO 9

IF SCORE(X)=@ THEN MNUM=MOVE (X) :@=1

NEXT X

IF @<>0 THEN PLAYEOARD (MNUM)=1:60TO 1600
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4200
4210
4220
4230

5122
51350
5140
5150
5160
S517@
5180
5190

600
6010
[<Yrped]
6@21

=Y

[=Yrijed]
R4
6050
6051
LDE2

G=0: MNUM=0: FOR
IF SCORE(X)=-1 THEN MNUM=MOVE (X):Q=1

NEXT X

=@ 70 9

IF @< >B THEN FLAYBOARD (MINUM)=1:G0T0O 1200

5TOF

FOSITION

9.4

Error if here

Draw Board

W=@:FOR X=1 TO Z:G08UE 5180
W THEN 7 " gy

W=W+1: IF
NEXT X

FOSITION
FOSITION

PG 7

b

P —

W=@:FOR ¥X=4 T0O 6:GOSUE 5120
W THEN 2 " gy

W=W+1: IF
MEXT X

FOSITION
FOSITION

W=@: FOR x=7

P77
7.8

O

TOQ 9:6508UR S1006

W=W+1s IF WC3 THEN 7 "3

NEXT X

GOTO =140

Z=FLAYBOARD (X« IF Z=@ THEN T " . "3
IF Z=-1 THEN 7

IF Z=1 THEN 7

RETURN

FOSITION
FOSITION
FOSITION
FOSITION
FOSITION
RETURN

2B.4:7
28,5: 7
20617
20,7:7
20.8:7

ngy g
g

“1EZ I
e 3
ARSI
WA
A E-T LA

Evaluate proposed move

A=WORKROARD (7) : B=WORKBOARD (3) : C=WORKROARD ()
IF A=l AND B=1
IF A=-=1 AND E=-1 AND C=0 THEN EVAL=—-1:RETURN
IF A=-1 AND BE=@ AND C=-1 THEN EVAL=-1:RETURN
IF A= AND EB=-1 AND C=-1 THEN EVAL=-1:RETURN
A=WOREEOARD (1) : C=WORKEBOARD (?)

IF A=1 AND B=1 AND C=1 THEN EVAL=1:RETURNM

IF A=-1 AND B=-1 AND (C=0 THEN EVAL=—1:RETURN
IF A=-1 AND E=@ AND C=-1 THEN EVAL=-1:RETURN
IF A=0 AND E=-1 AND C=-1 THEN EVAL=-1:RETURN

AND C=1 THEN EVAL=1:RETURN
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&120

6120
6140
6141
6142
6150

6180

61790
L2000
&201
6202
6210
GZI@

7oun

7010
7020
7832

8000

T80

10002
10010
10020
100732
10042
10050

Evaluate horizontal lines

O=@:FOR T=1 TO 7 STEF 33 A=WORKEBOARD (T) : B=WORKEDARD (T+1)
: C=WORKROARD { T+2)

IF A=1 AND R=1 AND C=1 THEN B=1:T=99:60TQ &1S@

IF A=-1 AND E=-1 AND C=@ THEN O=-1

IF A=—1 AND E=0 AND C=-1 THEN @=-1

IF A=0 AND B=-1 AND C=~1 THEN Q=-1

NEXT T:IF @<>@ THEN EVAL=0:RETURN

Evaluate vertical lines

FOR T=1 TO Z:A=WORKEOARD (T) : B=WORKEDARD (T+3) : C=WORKROAR
Di{T+6)

IF A=1 AND B=1 AND C=1 THEN 0=1:T=9%:60TO &210

IF @A=—1 AND E=-1 AND C=@ THEN
IF A=—1 AND E=8 AND C=-—1 THEN 0
IF A=@ AND EB=-~1 AND C=-1 THEN &=-1
NEXT T

EVAL=0: RETURN

Check if board full

FULL=1:FOR T=1 TO 9:WORKBOARD (T)=FLAYBOARD(T): IF FLAYED
ARD(T)=0 THEN FULL=Q

NEXT T

GOSUR 10008

RETURN

Set scoring table

FOR T=0 TO 9:7 MOVE(T) ,SCORE(T):NEXT T

Evaluate subroutine

FOSITION 9,1:7 " LGAME LOVER , .":STOF

EVAL=0: A=WORKEOARD (7) : B=WORKEBOARD (5) : C=WORKEDARD (3)
IF A=1 AND B=1 AND C=1 THEN EVAL=1:RETURN

IF A=~1 AND B=-1 AND C=-1 THEN EVAL=-1:RETURN
A=WORE.ROARD (1) : C=WORKEDARD {9)

IF A=1 AND E=1 AND C=1 THEN EVAL=1:RETURN

IF A=-1 AND B=-1 AND C=-1 THEN EVAL=-1:RETURN
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10120

18130
19140
18150

16200

10210
10220
10270
18240
16250
12000
12010
12020
12030
12040
12058

20020

22010
20020
20030
20100
21008
21010
21020
21830
21040
21850

Evaluate diagonal lines

G=@:FOR T=1 TO 7 STEF 3:A=WORKEOARD(T) : B=WORKEROARD (T+1)
: C=WORKEBOARD (T+2)

IF A=1 AND E=1 AND C=1 THEN @=1

IF A=-1 AND B=-1 AND C=-1 THEN 0O=-{

NEXT T:IF @<:8 THEN EVAL=0(:RETURN

Win,lose or draw

FOR T=1 TO 3:A=WORKBOARD (T) : B=WORKEOARD (T+3) : C=WORKEDAR
D{T+6&)

IF A=1 AND EB=1 AND C=1 THEN 0O=1:T=99:60T0 6218
IF A=—1 AND B=-1 AND C=-1 THEN =-1

NEXT T

EVAL=0: RETURN

REM G.STRETTON 835

7 37? :IF EVAL=-1 THEN 7 "YOU_.WIN":G0TO 120Z0
IF EVAL=1 THEN 7 " . I _ WIN":GOTO 12030

IF FULL=1 THEN ? " _A_.DRAW"

7?17 17 "PRESS LYRETURN: LFOR LAMOTHER .GAME"
INFUT X#

RUN

Initialize

DIM WORKEROARD(?) ,FLAYROARD (%) ,R#(1@) ,SCORE (%) ,MOVE (9) , X
£(9)

MOVE=-1

? CHR¥(125)

DL=FEEK (56@) +FEEK (561 %256

FOR INDEX=@ TO 2:FLAYBOARD (INDEX)=@:NEXT INDEX

?OUWILL LYOU LMOVE (FIRST L (Y/N) "3 : INFUT R$

IF RE="Y" OR R#="y'" THEN 100@

IF R "NY AND R#E<C:"m" THEN 7 :7 "SORRY":7 :G0T0C 21006
R=INT(RND (@) #3) #2+1

FLAYROARD (R)=1

GOTO 1200
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ChexSum Tables

1@
1800
1810
1020
1030
1640
1050
1060
1070
1680
2000
2081
2010
2100
2110
2120
2170
2140
2150
000
4000
4010
4020
4030
410@
4110
4178
4170
4200
4210
4220
4730
4240
S000
010
5011
S012
5013
SQZ0
5030
5031

{L I I A A T OO | L O A T O T 1

114

1523
1434
927

1387
2330
1335
1589

e
223

571
2451
451
6563
411
612
1589
821
1314
52
176
982
1608
179
946
982
1543
179
1006
982
1664
179
1006
6
254
962
1117
179
458
256
968
1117

SAZ2
SQIE
5040
S050
S851
S@s2
o060
5100
5110
5120
5130
S140Q
5150
$5160
S17@
5180
S190
=Y7alv 17}
6018
6020
6221
6023
6838
6049
60502
6051
&B52
6120
6132
6142
6141
61472
6158
6i8@
615@
6200
6201
&202
6218
62T
7020

LU T I 1 O

LI O (T I O T O T T

121

179
4468
258
974
1117
179
256
1875

S92

506
58
828
503
819
505
83a
s8
1868
1403
1506
1506
1506
1225
1483
1506
1506
1506
3209
2208
1486
1406
1406
920
2722
2142
14086
1486
1406
166
472
2549

7010

7G20

7030

8000

000
12eaa
10212
10020
12832
10840
10038
1@120
12130
10140
19180
19200
122102
1@22e
19232
18240
12000
1201@
12022
12078
12040
12050
20000
20810
20020
20070
Zbioe
Zioue
21912
21020
21830
21040
21950

TOTAL

LN | | T OO Y (O T (T 12O OO (OO O

it n

166
115
58
1489
1201
2192
1407
162

1223

1483
1627
3209
1306
1526
920
2722

-“
2142
1526
166
472
1365
995
825
2451
178
59
2148
392
343
1222
11@9
229
848
1573
29
597
127

127479
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CLASSIFICATION: Reflex

This is a two player game, the objective being to keep the ball

going as long as possible. Joysticks move the bats up and
down. There is a practice mode in which you can play the ball
against the wall. Pressing the fire button on the joystick

serves the ball.

PROGRAMMING SUGGESTIONS

Ball's rebound could be made dependant on bat's direction at

time of hit. Size of bats could be varied to make game
harder/easier.

Program

Variables

BALL Screen code for ball

BALLH Ball's horizontal position

BALLV Ball's vertical position

BAT1 Player 1's bat position

BAT2 Player 2's bat position

DIRH Ball's horizontal direction ! or -1
DIRV Ball's vertical direction 1 or -1
OBAT1 Bat 1's old position

OBAT2 Bat 2's old position
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OLDBALLH Ball's old horizontal position

OLDBALLV Ball's old vertical position
Qz Constant in joystick routine
SCORE1 Player 2's score
SCREEN Address of start of screen
SERVE Who serves 1 or 2
T Local variable
WALLS$ Holds graphics for wall
X$ Local variable
Z Local wvariable
Program
Structure
10 Jump to initialization
2¢ - 3¢ Put bats onto the screen
100 - 25¢ Main loop

4PPP — 4P30 Game end
5009 -~ 5@39 Draw court
20090 - 23039 Intialization routine
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Listing

18

120
112
120
140
142
150
168

170

190

d"1)

1220
1010
1220
100
2000
2810
2020
2030
2035
2040
2050
20608

FOEE 7352,1:607T0 20000

Put bats onto the screen

FOKE SCREEN+4G*0BRATI+2,0: FOKE SCREEN+40#RAT1+2,124: IF F
RACT THEN RETURN

FOKE SCREEN+4@%DEAT2+38,0: FOKE SCREEN+4B*BATZ+38,124:RE
TURN

Main loop

OBATI=BAT1:OBATZ2=BAT2: Z=STICK (@) /2: IF Z=0Z7 THEN 140

IF BAT1>1 AND Z=INT(Z) THEN BAT1=BAT1-1

IF BAT1<21 AND INT(Z) THEN BAT1=EBAT1+1

Z=STICK (1) /2: IF Z=QZ THEN 160

IF BAT2>1 AND Z=INT(Z) THEN BAT2=EAT2-1

IF BAT2<21 AND Z<»INT(Z) THEN BATZ=RATZ+1

IF BALLH=37 AND PRACT THEN DIRH=—1:DIRV=INT (RND (@) %3)~1
:SOUND ©,20,10,9

GOSUE 20:0LDEALLH=BALLH: OLDEALL V=EALLV: BALLH=EALLH+DIRH
:IF BALLH<2Z OR BALLH:3I8 THEN 60TQO 9S00

SOUND ©,0,0,8: Z=DIRV+EALLY: IF Z<1 THEN DIRV=1:SOUND @,1
21,1@,9

IF Z:21 THEN DIRV=~1:SOUND ©,100,10,9

BALLV=BALLV+DIRV: Z=BALLH+40*BALL V+SCREEN: IF PEEK(Z)=124
THEN DIRH=-DIRH:DIRV=INT (RND(®)*3)—1:S0UND ©,3@.,10,9
FOKE Z,BALL:IF OLDEALLHZ>2@ THEN POKE OLDRALLH+4@%0OLDEA
LLV+SCREEN,@: B0TO 100

FOKE OLDEALLH+40*0LDEALLV+SCREEN, Z6: GOTO 100

Adjust score and serve

SERVE=1: IF BALLHIZ THEN SERVE=2

IF SERVE=1 THEN SCORE1=SCORE1+]

IF SERVE=2 THEN SCOREZ=

IF SCORE1=15 OR SCORE2=15 THEN 4000
IF FPRACT THEN SERVE=1

GOSUE TS00@:BALLV=10:S0UND @&,8,0,0
FOSITION 4,23:7 SCDFEI::FOSI110N 34,23 7

SCOREZ:

BAT1=1Q: BAT2=10Q: DBA11—BQT1 OBATZ=BATZ: GOSUR 20
FOKE SCREEN+4@*BALLV+EALLH,EBALL

IF SERVE=1 AND STRIG(®) THEN 2050

IF SERVE=2 AND STRIG (1) THEN 2060
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2070
2890

4000
4005

4086

4910

4020
4070

S0

5010
SQzZ0

t
=
A
]

edralrnln]

20010
20020
21000
2101@

21620
22000

22040

22050

DIRV=INT(RND(@)*3)—-1: IF DIRV=0 THEN 2070
GOTO 128

Game end

FOSITION 4,23:7 SCORE1;:POSITION 34,
FOSITION @,23:FOR T=1 TO 22:7 :FOR Z
ND B,Z,10,F:NEXT Z:NEXT T

FOR 7=205 TO @ STEF -1:SOUND ©,2,10,9:NEXT Z:SOUND ©.@.

2,0

FOSITION 18,9:7 “Game .over":? :7 :7? "Fress L<RETURNY Lfor
~another .game."

INPUT X#

RUN

23:7 SCOREZ:
=1 TO 5@ STEF 4:80U

Draw court

7 CHR$(125):FOSITION 0,8:7 WALL$::FOSITION B,22:7 WaALL#

FOSITION @,1@:7 " _."

FOR T=1 TO Z1:FOSITION 20,T:7? ":"3;:NEXT T:IF NOT FRACT
THEN RETURN

FOR T=1 TO 21:FOSITION 38,T:7 " |";:NEXT T:RETURN

Intialization routine

SETCOLOR 4,12,Z:SETCOLOR 1,12,14:SETCOLOR 2,12,Z:7 CHR#
(125

SCREEN=4GE0D02

DIM X$(9)

FRACT=B:7 :7 :7 27 "[Plractice.or .[Glame" INFUT X%

IF XE{:"F" AND X$<:x"p" AND X#$<:"G" AND X 'g" THEN 7 &
To3T O USAY JWHATTR?':? 1 ? 1B0TO 21000

IF X#="P" OR X$="p" THEN FRACT=1

DIM WALLF(4D) :FOR T=2 TO 4@:WALLF(T,T)=CHR$(16@):NEXT T
sWALLE (L, 1)=" "

BAT1I=10: BATZ=1Q

EBALL=84

B©2=7.3

SERVE=1:G60T0 20060
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ChexSum Tables

1@
20
0
100
110
120
140
142
150
160
170
190
200
210
240
25@
900
1200
1210

WoH R MWW oE NN R w o onn

461
1910
780
1996
1376
14@2
1234
1383
1411
2413
2016
2112
1209
4147
1681
1017
1857
868
871

2090
4000
4005
4006
4010
4020
4030
5600

1T [ |

126

811
543
819
119z
1853
1161
1791
902
733
835
139
112
1192
2546
1615
4414
178
S

132

oele

5620

S0z
20000
20010
20020
21000
2io1@
2102
22000
22040
22050
22060
23600

[ IR L O 4

TOTAL =

T
-

1569
1393
1672
1426
386
2799
2916
1079
2982
7
481
429
517

72218



ROCK COLLECTOR

CLASSIFICATION: Evasion

Collect as many rocks as you can in the time allowed. If you
hit five spikes you die.Use the I to move left and P to move
right.

PROGRAMMING SUGGESTIONS

Add new objects with different score values.
Make the game work for two players at once.

Program
Variables
X Your position B Your position in
SCORE Your current score screen RAM.
DEATH Lives left Cou Counter
BRIGHT Time left T,A,S,A$ Local variables
Program
Structure
14 - 5¢ 1Inialization 500 - 66@ Crash into object
169 -  25¢ Main loop 1999 - 152¢ Game over
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Listing

Inialization
18 BRAFHICS B:POKE 752.255
20 X=20
gl DEATH=S
40 ERIGHT=15
50 COU=8
Main loop

180 FOSITION INT(RND(1)#*4@) ,23

1ie FRINT "&";

12 FOSITION INT(RND(1)*4@) .23

138 PRINT ™"

140 BR=4Q0008+X

158 IF FEEK(B)«>B THEN GOSUE S20

16@ FOrE R,128

170 Cou=COuU-1

180 IF COU<® THEWM COU=E8:RRIGHT=ERIGHT-1:SETUOLOR 4,0 BRIGHT

s IF NOT BRIGHT THEN GOTO 100@

ien X=X+ ((FEEK (754)=10) OR (S Ik
(ETICK (@)=11)1:70 S OOR X

200 FOSITION @.7.FRINT SCORE

250 GOTO 19e

=71 - {({(FEEF (T34 =17 OR
THEMN X=ZR

Crash into object

124 THEN GOTO ~00

FOR T= TO @& STER -5

SOUND @,T.10.10:50UNMD 1.,255-T7,10.10
SETCOLOR 1,4,7T/72

NEXT T

SOUND D.@.0,@:SETCOLDR 1.4, 10:80UND 1.0,2.0
STCORE ORE+1000

FOSITION B.@0:FPRINT SCORE

RETURN

FOR T=@ TO S@ STER =S

SOUND 6.7,10,10:50UMD 1 ,255-T7,1G,10
SETCOLOR 4,@,7/2

NEXT T:SOUND 1,0,8,0:S0UND 2,0,0.0
SETCOLOR 4,@,BRIGHT

DEATH=DEATH-1

IF DEATH THEN RETURN
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Game over

1008 FOR T=@ TO 250

1018 SOUND 0,T,18.7

1220 SOUND 1,T+1,18,7

103@ SOUND 2,T+2.10,7

1048 SOUND 3,T+3,18,7

1850 NEXT T

1268 FOR A=1 TO 20

1870 FOR T=0 TO 15

1080 SETCOLOR 1,8.T

129¢ SETCOLOR 2.15-T,8

1189 SETCOLOR 4,T,10

1110 NEXT T

1120 NEXT A

113@ SOUND ©.@,0@,0:SOUND 1,8,08,0:S0UND 2,0,0,0:SOUND 3,0.6.0

1148 DIM A$122)

1150 BRAFHICS 18

1168  A%="GAME LOVER": S5=5: GOSUE 1500

1170 A%="YOU ,SCORED" : S=5: GOSUE 1500

1180 AF=STRE (SCORE) : A% (LEN (A%) ,LEN(AZ) +7) =" _POINTS" : S=4: GOSU
E 1500

1198 FOF :RUN

150@ FOR T=0 TO 11:FOSITION S.T:FRINT FoHrAF:SOUND @,7,10,8:8
OUND 1,200-7,1Q0,.18:NEXT T
1518 FOR T=0 TO 11:FDESITION G,T:FRINT HEy "

B e A A Y

&LUTINEXT T
1520 RETURN

ChexSum Tables

10 = =13 530 = 520 ia7@ =
20 = 540 = 1465 1680 =
IR = 550 = 946 1090 =
40 = S6B = 519 110@ =
5@ = S7@ = I23 1110 =
1G@ = 588G = O 112@ =
11@ = HR@ = 1138 =
128 = 618 = 114@ =
130 = 620 = 115@ =
149 = LEB = 1160 =
150 = 642 = 1i17@ =
160 = 650 = 118@ =
17@ = ohR = 119@ =
180 = 1000 = 1500 =
190 = 1012 = 1910 =
200 = 1620 = 1520 =
250 = 1230 =
500 = 1042 =
510 = 1050 = TOTAL = ZEB8636
5208 = 1060 =
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SNAKES

CLASSIFICATION: Strategy

This is a two player game where each player must use all his
skill and intelligence to make his opponent crash into himself,
the side of the screen, or the other snake, Player One uses
the keyboard and Player Two uses the joystick.

PROGRAMMING SUGGESTIONS

If you wanted, you could add a third player (he would have to

use joystick port 2), or you could add some kind of scoring
system.
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Program
Variables

X1,Y1
X2,Y2
DX1,DY1
DX2,DX2
PI1$,P12%

Program
Structure

Line
1¢ - 30
1909 - 28¢
1009 - 1950
2000 - 2¢5¢
000 - 8¢pP

Player One's Co-ordinates
Player Two's Co-ordinates
Player One's Direction
Player Two's Direction
Names of players one & two

Initialisation
Main loop

Player One's death
Player Two's death
Ask Player's names
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Listing

Initialisation

uD:UB /@b@ GRHFHILQ G:FOKE 752,255

X1—1.D\1=' =-1:DY2=0

Main loop

10e FORE 40000+X1+Y1%40,12€
1@ FOKE 4@@.@+7“+Y”*4B.128
12 IF (PEEE(734)=13) THEN DXi=—1:DYi=@
130 IF (8TIC nB>=111 THEN DX2=-1:DYZ=0

14 IF 754)=1@) THEN DXi=1:DY1=0
150 IF 1 =7) THEN DXZ=1:DY2=0
160 IF 75417=47) THEN DXi=@:DYi=-1
17@ IF '(U) “14) THEN DX2=@:DY2=-1
180 ? THEN DX1=0:

190 v

200

0@ OR Y1x23) THEN GO

122
pdrlolal
THERN SOTO 16
THEN GOTO 26866

THEN bJTU
OR Y1

280 DDTD IU@

Player One's death

GRAFHICES 12
21T #E6:T #é:L" L L"aiFPL1%y Y L IR LDEAD.
w T PL2E Y LHAS L WONY

04,8

€ TO 16@:80UND 1.,T.0.16: IF FEEK(7S54)=0 THEN MEXT
T:GEDT0 1@4@

1050 RUN
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]l
2010
2020
2030
2040

7000
7010

7230
7040

7059
7060

TR79
7080

7070
8000

Player Two's death

GRAFHICS 18

T W6 HE:T #6:7 #He3M L L ViFPL2%;" LIS DEAD. Y

TOHE:T #63" L "IPLISI Y JHAS L WON"

FOEE 754.,@

FOR T=8 TO 1@@:S0UND 1.T,0,1i0:IF FEEK(754)=0 THEN NEXT
T: 6070 2040

RUN

Ask Player's names

DIM FL1%(8) ,A%(40) .FL2%(8)

BRAFHICS 2:FOSITION ©.5:7 #4: "FLAYER L1 LNAME L7":7 #b5" (M
AX. .8 .CHARACTERS) "

INFUT A%

IF LEN(A$) »8 THEN GRAFHICS 18:FOSITION ©.6:7 #b63 "SHORTE
NLIT.YOUFOOL'!":FOR T=8 TO 10800:HEXT T:60TOD 7&1i0
PLI$=A%

GRAFPHICS Z2:FOSITION @,5:7 #63 "FLAYER .2 NAME .77 #bs " (M
AX. .8 .CHARACTERS) "

INFUT A%

IF LEN(A%) »8 THEN GRAPHICS 18:FOSITION @,6:7 #6: "SHORTE
NLIT.YOULFOOL!":FOR T=@ TO 1@@@:NEXT T:BOTO 7050
FLZE=AT

RETURN

ChexSum Tables

td b
=
oo

12

hon

nou

140
15@
160
17@
180
19@ =
200 =
2i@ =

220 =

i H

= 558§ - 204@

= 113Zé& 2@50

= 1i46 7000

= 14327 7al@

= 1441 Tana =
= 11 704d =
= 1&7 7850 =
= 1&57 7asE

= 1221 FATE -
= 205 =1

= 1846 TAT0

= OY stajutnl

= 147

= 1658

= 122@ TOTAL = D@d4sh

prapw pui}
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DIAMOND HUNT

CLASSIFICATION: Reflex

In the time allowed, you must collect all the diamonds you can.
If you crash into a rock, five more diamonds will be scattered
across the screen, but time will be taken away.

PROGRAMMING SUGGESTIONS

Increase the speed of your man as you collect more and more
diamonds.
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Program

Variables

X

Y
SCORE
TIME
U
S,S1
S2

FLAG1,FLAG2
NOISE,NOISEL

T
Program
Structure
10 - 5¢
189 - 250
S99 - 600
1000 - 1949
2000 - 2059
SP00 - S97¢
6000 - 6060

The X coordinate

The Y coordinate

Your score )

The time you have left
Character you have crashed into
Music data

Flag to indicate end of music
Flags for sound effects

Sound effect pitches

Dummy variable

Initialize the game
Main loop

Hit the diamond

Hit a rock

The time is up

Music data

Draw the title screen
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Listing

(]

i@
2e
3@

40

Se

100
110

1208
120
1402
15@
160

186
150

peguila]

E16

500
w10
D20

600

GOSUE 6000

Initialize the game

FORE 792,255: GRAFHICS @

X=@:¥=1

FOR T=@ TO 9:FOKE ABBBB+INT (RND (1) #880) ,84: POKE 400@G+1
NT(RND (1) #883) ,96:NEXT T

SCORE=0: TIME=999

FOSITION @.22:PRINT " . . . .SCORE: PN I § 4 | I

Main loop

FOKE 40000+X+Y*40,0

Y=Y+ ((FEEK (754)=27) OR (STICE (@) =13))~ ((PEEK(754)=47) ©
R (STICE(@)=14))

IF Y4@ THEN Y=2

X=X+1:IF X:»39 THEN xX=0

U=FEE (40Q00+X+Y*45)

FORE ABGGR+X+Y*40,127

IF U=%&6 THEN GOSUE S0@

IF U=84 THEN GOSUR 100@

TIME=TIME~1:FOSITION 3@,.22:7 TIME;" L"3:IF TIME<S1 THEN G

070 =006

READ 8.31.82: SO0UND 2.5,1@,12: SQUND 1,51,1@0,18: IF 82 THE

N RESTORE

IF FLAGL THEN NDISE=NOISE-1:S0UND Z.NOISE ZB. 13 SETCOLOR
LLBVINTRND (L) #55) 1 IF NOISE<] THEN FLAGI=R:30UND 2,0,0
Z@:SETCOLOR 1,1%,10

IF FLABGE THEN NOISE1=NOISE1-1i0:SOUND F.NOISEL,10,10: IF

NOISEL<L THEN NOISEI=3@0:FLAGZ=FLAGZ-1:IF FLAGZ=0 THEN 5

OUnND Z.0,2,0

IF FLABZ THEN SETCOLOR 2y INTC(RND (1) %15) |3

IF NOT FLAGZ THEN SETCOLOR 2,11.,8

GOTCQ 162

Hit the diamond

SCORE=SCORE+5Q
FOSITION 15,22:7 SCORE:
NOISE1=2Q0: FLAGZ=4
RETURN
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I i)
1612
1920
1258
1@8ZS
1040

2080
2010
2020
2030
2040

So0a
S0ie

52

[=yalulrd

o210
oQ1a

6020

6070
6035

FOR T=@ TQ 4

FOKE 4000@+INT (RND (13 *888) ,9
NEXT T

TIME=TIME-20
NOISE=1@:FLABL=1

RETURN

The time is up

GRAFHICS 18:S0UND 0.6.0,9:S0UND 1,0,0,0:S0OUND 2.0,86,6:9
OUND 3,2.8,0

TORHE:T HO1T HO:T HOIM Lk nwwdTIME JUPIY

7 #6:7 #61"YOUR LSCORE LWAS . "3 SCORE

POKE 754.0

SOUND @, INT(RND{(1)*Z@),7,10: SOUND 1, INT (RND (1) #258) ,4,1
@: IF PEEK (754)=0 THEN GOTO 2040

RUN

Music data

DATA 162.81.8@,162,81.8,162,81,0,162,81,0, iee,21,0,108,8
1.8.96,81,0,96.81.0.94,81,0,956,81,0, lBi.Bl B_lDB_El @
Dﬁ?ﬁ 16~~81 @y 1b~5ul B 16¢481 B 1mh.81.m,1$8581 B l@‘

3,08,%6.,64 U 96 h4 2, 9% Z72,@, ?é,/h.ﬁ 108, 81 B,l@a,%l 8
DAaTa 1bb.b4 a, 1ﬁb,b4 B,]b 264 ,8,162,64, B 1@6 &4 ,8,188,86
4,9,96,64,8,76,64,0,96,64, m 96 64,8,108,64,8,108,64,0
DATA 162 64 a, 16“,64 @, 1b~.64 @, 16~,b4 G,188,64, @ g, é6
4,8,%6,7 W,)b 72,0,96,72,0,%6,72,0, 1@8./_,® 188,7z,0
DATA 162.81,8,162,81,0,162,81,08,16%,81.0, ies,81,@,188,8
1,0,96,81,8,95,81,@,94,81.,0,96, 81 @,128, et, ©,108,81,0
DATA 19_.81 z, lb~,81 @, 15‘,81 @ 16~.81 @,1@5 81, D 18,8
1,8,96,81,0, 96 81,8,96,0,6,%6,8,0, 1@5.@ 2,1a8,d,

Draw the title screen

GRAFHICES 18

FOKE 7594.0

FOR T=0 70 11:FOSITION T.,5:7 #&63" .DIAMOND L“iNEXT T

FOR T=0 TO =@ STEF 10:30UND 1,T,@,1S:NEXT T:S0UND 1.0,0

FOR T=1@ 70 1 STEF —1:FOSITION T,5:7 #63" .DIAMOND .":NEX

FOR T=0 TO 15:FOSITION T.7:7 #63" JHUNTYsNEXT T
FOR T=0 7O 3@ STEF 1@0:50UND 1,7,@,1S:NEXT T:S0UND 1,0,0
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604@ FOR T=14 TO i1 STEF —1:FOSITION Ty7:? #6353 JHUNT LU"sNEXT T

6052  IF PEER (73470 THEN RETURN
6860 GOTO 6012

ChexSum Tables

5 = 209 240 = 611 5020 = $192
12 = 513 250 = 11Z 5036 = 5196
20 = 617 500 = 578 5040 = 5212
3@ = 2953 518 = 53 50506 = 5286
40 = 785 520 = 754 5060 = 5200
50 = 1675 600 = 58 5070 = 4973

100 = 478 1000 = 326 6000 = 167
118 = 2731 1818 = 1166 6085 = 259
120 = 597 1@20 = 161 6018 = 1738
130 = 598 1038 = 533 HB1I5 = 1559
140 = 1154 1035 = 715 6020 = 1988
150 = 1019 1040 = 58 6030 = 1511
168 = 783 2000 = 1477 6@35 = 1559
178 = 572 2016 = 1599 bB4B = 1796
180 = S65 2020 = 164 6050 = Sa%
190 = 1724 2030 = 255 6060 = 223
200 = 1959 2040 = 2910

218 = 3915 2058 = 59

2208 = 3414 5000 = 5200

238 = 1057 5019 = S2@1 TOTAL = 93636
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SPACMAN

CLASSIFICATION: Invader/Evasion

Collect all of the objects on the screen and avoid the love

heart. Use the I,P,Q and 2 keys to move left,right,up and
down.

PROGRAMMING SUGGESTIONS

Increase the speed of the game by resorting to machine code.
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Program

Variables
SCORE Your score.
LEVEL The level you are at in the game.
LIVES The number of lives left
X,Y Your playerks coordinates on the screen
A,B The love hearts X and Y coordinates
OBJ Number of objects collected
T Dummy variables
VA Character under love heart
Uy Character under you
Program
Structure
Lines
5 - 8¢ Initailization
1900 - 25¢ Main loop
509 - 580 Get object

1000 — 106@ Death
5¢P@ - 5060 Title screen
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Listing

Initailization

5 BOSUB 5000
1@ SCORE=03 LEVEL=1: 1 IVES=3
Initialize display

2 BRAFHICS @0:FOKE 752,255

30 X=39:¥=21

49 A=1:E=1:DBJ=~1

50 FOSITION @,22:FRINT " .. . LLEVEL: "sLEVEL;" . . . LSCORE: "3
SCORE; " o « uLIVES: "; LIVES

&0 FOR T=@ TO (LEVEL*2+1@):FUKE 40000+INT (KND (1) *819) ,84:N
EXT T

70 UA=FEEE (400B0+A+E*40) : UY=FEEK (40000+X+Y*40)

80 IF UY=84 THEN GOSUB S00

Main loop

12a FOEE 4GGJEE+H+‘:‘+4G.- JUA
(X : (X<R) s B=R+ {(Y>RB)— (YR}

12@ UA=FEEE (40000+A+EB*4@) : IF UA=92 THEN GQTU 1080
'OFKE 4G000+A+B*40 ., 64

140 FORE 40282+ X+Y*4@,UY

15@ X=X+ ((FEEK (734)=18) OR (STICK{@)=7))-({(FEE

(STICK (@ =11))

168 IF X329 THEN X=0

17@ IF X<@ THEN X=

186 Y=Y+ ((FEEK (754)=23) OR (STICK (D) =13)) - ((FEEE(754)=47) QO
K §9T1C=

y=173) OR

@ THEN Y=321
“EEE (400BD+X+Y*40)

“0OFEE 4000+ X+Y*4@, 922

IF (iA=X) AND {(B=Y)) AND (UA<:84) THEN BOTO 1060
IF UY=a4 THEN GOSUR Sa@

250 5070 100
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510
520
530
540
550
560
570
580

1002
1223

1010
1920
1870
1@31

1832

1249
1850
1860

jvledn]
S561@
D@18
DAz

ST

UY=0: DBJ=0BJ+1: GCORE=5CORE+25: FOSITION 221 ,2%: 7 SCORE:
FOR 7= TO 3@ SYEF 2:50UNMD 1,T,@8,F:NEXT T:S0OUND 1,0,0,0

IF OBRJ< > (LEVEL®2+18) THEN RETURN

GRAFHICS 18

TOHO:T HEIT HO:T HO:T #6344 owa JWELL JDONE "

FOR T=@ TO 30@:NEXT T

GRAFHICE 18

LEVEL=LEVEL+1

TOoHO:T #H6:T HO:T HE1T H63 " ks« uLEVEL LUSLEVEL

FOR T=0 TO ZE5:80UND 1,T,10,1@:NEXT T:FOF :SOUND 1,0,0,
@:6G0T0 20

Death

LIVES=LIVES~-1

FOR N=@ TO S:FOR T=2Z55 TO 260 STEF -S:SOUND 1, T.100, 10:5
OUND @,T-200,@,9:NEXT T:NEXT N:S0UND 1,0,8,0:50UND @,0,
2,0

IF LIVES THEN GOTO 2@

GRAFPHICS 18

T OROIT HEIT #6137 #E1" ... LYOU LARE LDEAD. "

FOR T=0 TO 10:S0UND 1,@,0,0:READ A&,B:SOUND 1,6,10,10:F0
R N=1 TO E:NEXT N:NEXT T:SOUND 1.0,0,0

DATA 108,80, 1968,80.108,40,108,80,91,80,94,40,94,80. 108,
40,108,80,114,4G, 108, 1 50

FOEE 754.@

IF FEEE (754)=0 THEN GOTO 1850

RUN

Title screen

GHAFPHICS Q:SETCOLOR Z,12.4
FOSITION 6.5
FORE 754,09

~on v,
: o s e kW

Graphics for title

P e O T e T o PR o o, SR oy, TR o SRR P PP
e TN e RS e B RS B P o IO TR SRR
| R B IR Y B B IR D IR D B
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S04@
5045
G046
o047
S48
=1k ]
S6e

7

7 :SETCOLOR 1,8, INT(RND(1)*15)

SOUND ©.INT(RND{1)%*25%) ,0,1@

FOR T=@ TO 259 STER
SOUND 1.7,18,1@
NEXT T

IF PEEF (754) *8 THEN
GOTO SB20

ChexSum Tables

#

T 1 1O O O

193
E4=1-)
S13
776
1119
2565
2018
2118
SS9
811
2501
1681
852
o8
2649
626
625
2737
604
603

16

SOUND

212
220
27
240
259
Ses
@S
516
S20
S5I0
S4@
S50
S6@
570
580
106a
iees
1813

LI L 1 N1 PO 1 T (I 7

-
=
b
(2]
oo

12ze

®.8,8,8: SOUND

10732
894
1609
S99
112
2019
1351
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1,2,0,0:RETURN

1831

1832
1240
1858
1060
Se20
Se1e
S015
5020
SBT0
5840
5645
5046
5647
5048
SCHD
Q60

TOTAL =

[N T |

LA IO T I I I 4

6E153



MAZING

CLASSIFICATION: Evasion

Move your man around the screen with joystick 1. You must eat
all of the asterisks. When you have eaten all of the asterisks
you will move onto the next level. A nasty little beastie will

try to eat you while you are moving round the board.
Beware!!!!

PROGRAMMING SUGGESTIONS

Increase the number of nasties moving round the screen and add
music to the background to make the game more interesting.
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Program

Variables
BDIR
BPOS
BX
BY
FLAGS
HITFLAG
LEVEL
M$
MAN
NUMMEN
OLDB
OLDCHR
OLDPLACE
PLACE
POSH
POSV
RAND
SCREEN
Program
Structure
1¢
2¢
1990 — 212
1990 - 15¢¢
2000 - 2039
3000
3919 - 3989
3106 — 323¢
3500 ~ 358¢
4000 -  LBLY
9¢@9 ~ 933¢
9500 - 952¢
953¢ — 959¢
9600 — 969¢
19091 - 19924
19951 — 19074
10190 - 19124
10151 - 19174
20000 - 20119

Beast direction

Beast position

Beast X position

Beast Y position

Sound flag

Indicates a hit

Current level

Holds the maze

CHRS$ code for man

Number of men

Beasts old position
Character under beast
Mans old screen position
Mans position on screen
Mans X position

Mans Y position

Where to PEEK for a random number
Start of video RAM

Cursor off and set margins
Jump to initialization

Move man

Move beastie

Put man on board

Hit something

Update condition

Hit the beastie

All the men are gone

End of the game

Put maze level into M$
Convert maze to screen format
Put the asterisks into maze
Draw the maze

Data for maze one

Data for maze two

Data for maze three

Data for maze four
Initialize the subroutines

145



Listing

1

1@
20
126

120
130

14@
141
150
151
160
161
170
171
160

i81
182
183
190

191

208

REM c.o..aa -« NOTE :LAST LINE IN EACH DATA BLOCK IS5 1
CHARACTER SHORTER THAN THE REST taiirvnescrencocnnnns

FOKE 752.1:FOKE 82,0:FOKE 83,39

GOTO 20000

TIME=TIME+1:FLACE=SCREEN+FOSH+FOSV#40: OLDFLACE=FLACE: FO
KE 77.0

I=8TICK (®):IF FLAGS THEN SOUND ©,FLAGS,10,12:FLABS=FLAG
5-51 IF FLAGS<Z0 THEN FLAGS=@

IF FLABS=® THEN SOUND 0,255,10,12

ON Z GOTO 1000,1000,100¢,1000,190,180,140, 1002,200,210,
150, 1000,160,170, 1000

IF PEEK (FLACE+1)< 5128 THEN POSH=FOSH+1

GOTO 1002

IF FEEK (FLACE~1)<»128 THEN FOSH=FOSH-1

GOTO 1000

IF PEEK (FLACE+4@)<>128 THEN FOSV=FOSV+1

GOTO 100G

IF FPEEE(FLACE~-4@) < >126 THEN FOSV=FOSV-1

GOTO 1000

IF PEEK (FLACE-39)<>128 THEN POSY=FOSV-1:FOSH=FOSH+1:G0T
0 1000

IF FEEK (PLACE~-4Q@) <
IF PEEK (PLACE+1)<
G0TO 1000

IF PEEK (FLACE+41)<>128 THEN FOSV=FOSV+1:FOSH=FOSH+1: 60T
0 1000

IF FEEK {FLACE+4@) < >128 THEN FOSV=FOSV+1:B0TC 1006

IF PEEE (FLACE+1)< 3128 THEN FDSH=FOSH+1

GOTO 1068

IF FEEK (FLACE+39)< >128 THEN FOSV=FOSV+1:FOSH=FOSH-1:60T
0 1000

IF PEEK (FLACE—1)<
IF PEEK (FLACE+48) <
GOTOD 1200

IF FEEK (FLACE-41)< 3128 THEN POSH=FOSH-1:FOSV=FOSY-1:GOT
o 1000

IF FEEK (FLACE-1)<
IF FEEK (PLACE—4®)

128 THEN FOSV=FOSV-1:80T0 1000
28 THEN FOSH=FOSH+1

.
s

28 THEN FOSH=FOSH-1:60T0 1000
»128 THEW FOSV=FO8V+1:G0T0 1800

28 THEN FPOSH=FOSH-1:G60TC 1000
128 THEN FPOSV=FOSV-1:60TO 1000

Move beastie

T=BF05-SCREEN
BY=INT(T/74@) : BX=T-4@*RY

OLDR=RFOS

IF ARS(EBRIRY=1 THEN GOTO 1270

T=8SGN(FOSH-EX) : IF T AND PEEE (BPOS+T)< »128 AND FPEEE (RAND
) 220 THEN 1380

IF T AND PEEK (BFOS+T)«

28 THEN EDIR=T:G0TO 145@
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1260 GOTO 1290

1270 T=4@+SGN(FOSV-EY):IF T AND FEEK (BFOS+T)< 128 AND FEEE (R
AND) 220 THEN 13280

IF T aAND PEEE (BFOS+T)< 128 THEN BDIR=T:B0TO 1450
IF FEEE(BPOS+BDIR)<»128 THEN GOTO 1450

T=FEEK (RAND) »127

IF T THEN GOTO 134@

T=86N (FOSH-EX)

IF T AND FEEE (BFOS+T) < >128 THEN EDIR=T:G0TO 1450
T=4@%356H (FOSV-BY)

IF T AND FEEK (BFOS+T)< »128 THEN EDIR=T:&0TO 1450
T=86N (HFOS—-BX)

IF T AND FEEK (BFOS+T)« »1268 THEN BDIR=T:G0TO 145@
T=INT (RND (@) %4)

ON T GOTO 1410,1420,143@

IF FEEK (BFOS-40) 128 THEN BDIR=-4@:G0TCO 145@

IF FEEK (BFOS+4@) 128 THEN EDIR=40:G50TC 1450

IF PEEE (BPOS-1)<>1286 THEN EDIR=-1:60T0 1450

IF FEEE(BFOS+1)<>128 THEN EDIR=1:80T0 1450

G0TO 1400

BFOS=BFOS+EDIR

FOKE OLDE,OLDCHR

OLDCHR=FEEFK (BRFOS)

FOKE BFOS, THEM

HITFLAG= (DLDCHR=MAN)

IF HITFLAG THEN 100

Put man on board

2000 FOKE OLDFLACE.B:FLACE=SCREEN+FOSH+FOSY»4Q

201@ T=FEEK (FLACE):IF T THEN =000

2020 FOKE FLACE.MAN

200 GOTO 1@

3008 IF T<:1@ THEN 100

3810 TOTAL=TOTAL-1:T=FLACE-SCREEN+ItM& (T, T)=" "

I@20 FLAGS=4@: IF TOTAL THEN iGD2

FOR T=1 TO I@:7 :NEXT T

IF LEVEL=3 THEN 4008

IPSQ  BRAFHICS 2+16

306B  LEVEL=LEVEL+1:FOSITION Z,5:7 #63 "LEVEL ."3LEVEL+1:FOSITI
ON 7,8:7 #&63NUMMEN; " _REMAINING®

@70 FOR T=100 TO @ STEP -1:50UND @,T,1Z,15:NEXT T:SOUND 0,2
S5,10,12

I@sd  (0TO Reu7e
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3100
311@
120
3170
3140
3150
1160
3178
3180

3190
200
3210
220

J230

510
3520
153

2549
7550

I580

4000
4010
4020
4070
4040

7006
i@
71080
200

Hit the beastie

X=F-OSH+F'DSV*4B+SCF\'EEN

FOR T=255 TO @ STEF

-1

FORE X,T:SOUND @,T7,18,12

NEXT T
NUMMEN=NUMMEN-1
IF  NOT NUMMEN THEN

3500

GRAFHICS Z+16:7 #63NUMMEN; " . REMAINING®

FOSH=25: FOSVY=Y

T1=0: T2=@:FOR T=@ TO 25%:S0UND @,T,10,12:SOUND 1,T1,10,

12:SOUND 2,T2,1@,12
TI=T1+42: IF T1:

255 THEN Ti=@

T2=T2+3: IF T23255 THEN T2=0

OLDS=T:NEXT T
GOSUR 9600
GOTD 10@

All the men are gone

GRAFHICS 2+1&6:FOSITION 2,5:7 #6: "ALL .MEN_DEAD! ' “:1FOR T=

1 TO 255 STEF 4
SOUND 1,8,0,0: SOUND
SOUND @,T1,10,1Z
NEXT Ti

NEXT T

SOUND ©,8,0,@

GOTO 4020

2,6,0,0:F0R Ti=1 TO 253 STEF T

End of the game

T O"ALL JLEVELS LCOMFLETED!

T 7T “"SCORE L:":TIME

7 2T UPRESS LTRETURNDY LFOR LANOTHER L BAME™

INFUT X%
RUN

Put maze level into M$

RESTORE 1DGRO+LEVEL#50+1

POSH=23: FOSV=9
FOR T=0 TO 2=
READ T#%
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ME (T*4B+1 , T*4Q+48) =T$
NEXT T
GOSUE 25608:G0OsUR 2600
RETURN

Convert maze to screen format

Po0@ FOR T=1 7O LEN(M%)
5108 IF M$(T,T)="%" THEN MF(T.T)=CHR$ (1560)
FI2@ NEXT T

Put the asterisks into maze

9530
2548 FOR T=1 TO TOTAL .
75608 Z=INT(RND (D) *959+1): IF M&E(Z, 242" " THEN 9560

?T7@ ME(Z,Z)="x%"
?58@ NEXT T
959@ RETURN

Draw the maze

6068 FOR T=1 TO 20:7 :NEXT T

9618 ? M#:

F6£2@ FORE SCREEN+95%,128

9640 BFOS=SCREEN+88Z: OLDCHR=FEEE { BFOS)
670 BDIR=1

690 RETURN

Data for maze one

1@BD1 DATA HHEH MR RN F R F TR R H KRR F TR H T, A 3 H N R

100082 DATA = * * *
100@% DATA % % % K % ¥EXFFEF FEEXFRXNE HREXEFE % ¥ ¥¥
10004 DATA * * * % ¥ * * * *
10085 DATA = * * * ¥ * ¥ REERN HEENE KFE K X ¥
10004 DATA % #%X% ¥ RXF¥EEERX ¥ ¥ * % *
18007 DATA * * * K KEE FRE K K F R KR
12008 DATA #*#% XEXREK¥E F HEXX¥ * % * * ¥ % ¥ *
18089 DATA * * ¥ OE K OERE X ¥ AW W
10210 DATA * FEX HE* *FE¥ *%E X * * * * * *
10211 DATA * * * * oK K ERE R K K K E KR
10012 DATA % # % % % K¥¥% ¥ X%% % * * % K *
10317 DATA * % % % % * ¥ ORERFEERE K K KRN *
18014 DATA * * ¥ OEEE X RN K * % *  *
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1a21s
10@16
18E&17
18818
10819
10a:e
10021
1002%
18023
100824

190351
10@s2
10853
100554
10035
18@56
18857
10228
100%9
12840
10861
10262
100673
10064
10065
18066
10867
10058
10069
10070
18871
121872
10@73=
12874

12101
1218z
1010z
12104
1@1es
10186
12107
iaies
12109
12110
10111
1911z

DATA
DaTA
DATA
DETR
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATH
DATA
DATHAH
DATA
DATA
D&TA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATHA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATH
DATA
DATH
DATA
DATA
DATA
DATA
DATA
DATA

* XFR EEE FEEEE REEFE * ¥*
* FERERERE FEEX X L  EEHK EER
X HEF ¥ ¥ * * * * * x *
* * * L FEEEEERERFELEE F £ XXX
*OHF E Ok K E K EERER * * * * *
* x * * * K E K F X EREEKE K X
*OF EEE XEREEIE ¥ * - * * %
* K% * * FRERRXFEELREERERFE HER *
* *% * * *

FHERERREEELEETEKZERREEIRAFREEREER AR RN KT

Data for maze two

R b R R R bl L L 2 2 R L R L R Y R R A v Ay

* * * * ¥ *
o K K EEENKE N O E R F K K K K RERENE ¥
LR R B 2 * O K X X R OE E x *
* oK R K K EEAKER R K K K F K R KK RFEFEREN
L B R K I x* #* w * > * *
¥R K E K F KKK K K K K EEEEE K RNRNNNN X
* K K X K ® * * » *
* X ¥ ® *OEEE E K F K FER O FREERENE #
LR I A ] * OEOE E X F ¥ *
* % * * FEE K K K K O EREEXEEER
* X ¥ F ¥ ¥ ¥ * EEE ¥ E A * *
* X K X LR 3 K ORFEREE EER K kE H
*OE R K K X KK EXREE KE X * E ¥ >
L R R * * OEEEEX X B X ¥
EOE K K K AFHEERE K REREE R X * * >
* * * - * %k E
FRKEEX FAHE XEK HHE EAERLEERERRERRTR * *
* * * * *OEF EE X
F REFEEREEFETERRE F XXX B kX * K X *
* * * *OE K X ENEEX
REXEREERE FEXFFREEE ¥ FXXEEX * ¥ * ¥
* * * * %% *

ERAEEEEEEREERF R A ERERUR AR FERER AR SR TR AR *

Data for maze three

* * * * * * *
* * FH R X K EEE O ERF K ¥ R * * ¥
* XX * K EERXEE * X * ¥ REERRERRERE ®
* * * * % * * * *
FEHEER FAEE REXE KHER XXX * ¥ PR K
* bk *
F o RRE KK KEE EEF KX KEX HWFKERNE X
* a5 bt L *
*HHE K K X R K K X K KER * W e H R KA
* ¥ OFEIHE KRN *
¥ K X K K X X K K ¥ ¥ X L L
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18113
18114
10113
10116
18117
10118
18119
10120
i@121
1@122
12122
12124

10151
10152
12153
10154
10155
12156
1@157
1@158
18139
10160
10161
18162
181632
10164
10165
1@3166
18167
123168
19169
1217e
12171
12172
18173
10174

20000
20020
20
20040
20050
20860
20e78
20080
20090
20110

DATH
DATH
DATH
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

* FEREX TR * *
* ¥ F K X K X K F ¥ ¥ * ¥ OFREEERR
*» * XX * * *
L R R IR R R K S * F EXFE KKK ¥
* *¥ X N * *
FAX HE HE KR KR KR EFE KER * OE K X FEERE X
* * OEXK ¥ X X *
*OEE KK HE EXE KX XL EF XX * X F ¥ EREER
* FEE ¥ X ¥ X *
¥ OFRFXH KEE FEE FKER RN KX * ¥ R FFERE ¥
* * * *
P e P P R BB Fe Fe R Fo I F R F I I I K B A F I KWWK

Data for maze four

EXT T LT LTSS LIS I I LSS SR SRS RS Ll L S
* * * * * * * * ¥ *
¥ ¥ W E K ¥ K FE X E KX F K K KW * %
AR TR IR IR R N R R R N R * > ¥¥ *
* * * * * ¥ OFEEHEEEXRK KK X
FH EREHE FF EAXE KEEEXFRIRE K * *
* * ¥* * * E R N Ei a2 2 * H Ew
* ¥ K KEEE FXRE XEX * EX *EXFER¥ * ¥*
* W * * * OF EEEE N KX 32 K L3
¥ XK FH K E KK KEFEEXEREE * * * *
* ¥ K ¥ F ¥ * H* K EEEREEEXEER * ¥
* K K K A K XX EXFE F X * * EX 28 8 2 2
* * X LS * * ¥ =k HEEEE * ¥
* * oK OF OFE K FERXE FE OKEE K ¥ X * * O *
L R I R B ¥ O* * * +*
* ¥ K ¥ E ® X * X E R R R I
FHHF H OF X X E X KR KR X ¥ X ¥ * #® *
* * % ¥ * * * * ¥ X ¥ ¥ * HXX
FHXE K ¥ ¥ H XX X X X X X ¥ F X X K E *
* * * X ¥ * ¥ ¥ ¥ ¥ L
FEE KFE X FEEX K K FE K ¥ R X F K K * X X
* F ¥ * ¥ O X K X X F R R X R XK *
* * X K * * * * * ¥ %
PR R R KPR EER TR RRP SR E R R RN TR E N AR KX

Initialize the subroutines

DIM ME(F60) ,T£(4@) , X¥(I)

LEVEL=0: TIME=0: SCREEN=40000: O0LDS=0: RAND=53770
GRAFPHICS Z+1l6

FOSITION 5,1@

T oH6s"IUST LALTICK.”

NUMMEN=3Z

GOSUE 9000

MAN=123

THEM=88

GOTO

100
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ChexSum Tables

= 1118 1460 = 9538 = I78
= 114 14790 = ST4B = 445
= PP4L 148@ = QT6R = 2092
= 250 1490 = PE70 = 778
= 770 1500 = T8O = 166
= 2414 200@ = 590 = =8
= 1164 2010 = 600 = 704
= 12 202a = 610 = 208
= 1166 2030 = RE20 = T43
= 127 000 = F640 = 1269
= 122 Inie = 9670 = 748
= 127 3028 = 696 = S8
= 1231 3020 = 10001 = 1836
= 127 3040 = 10002 = 1476
= 1980 050 = 10803 = 1736
= 14Gé Qa6 = 12804 = 1526
= 1164 8780 = 190Q5 = 16%56
= 127 8@ = 10806 = 1626
= 1986 108 = 19007 = 1996
= 1404 11e = 18008 = 1656
= 1164 I128 = 12209 = 1586
= 127 = 10010 = 1636
= 1979 = 10011 = 1606
= 1341 = 1812 = 1616
= 1404 = 12213 = 1646
= 12 = 1014 = 1584
= 1989 = 10018 = 16736
= 1341 = 10016 = 1666
= 1406 = 10817 = 1576
= 576 = 10818 = 1476
= 1561 = 18819 = 1616
= 412 = 18020 = j6Bé
= 745 = 18821 = 1426
= 2417 G118 = 10B22 = 1706
= 1328 IETZD = 10023 = 14946
= 273 I53@ = 18824 = 1794
= 2687 540 = 1201 = 1836
= 1528 595Q = 18852 = 1496
= G26& = 10837 = 1686
2 = nes4 = 1586
R = 12035 = 1696
= 759 = 10856 = 1566
= 1528 = 1QQ57 = 14694
= Q7 = 10888 = 1576
= 1528 = 18059 = 1686
= 778 = a6 = 1576
= 1528 = 10@61 = 1676
= 744 = 10862 = 1594
= &L3I9 = 18067 = 164646
= 14432 = 10064 = 1626
= 17859 = 10065 = 1616
= 1316 it = 10066 = 1666
= 12859 Eo0 = 1@067 = 1516
= 131 QT10 = 10B68 = 1766
= 394 L@ = 10069 = 1S5T6




10070
12071
10872
10273
iBB74
101031
10182
10103
10124
12125
12186
10107
12108
12109
10110
10111
10112
10113
10114
10115
12116
18117
19118

| A A I O O O |

LA T L (L I

1686
1556
1726
1306
1794
1836
1506
1646
1696
1526
1746
18516
1706
1536
1656
1556
1596
1546
1646
1506
1656
1506
1696

12119
18120
1@121
10122
10123
10124
12151
121352
12133
18154
181335
18156
10157
12158
10159
12168
10161
10162
18163
18164
18165
10166
10167

R onononw RN E N

L O I I

1563

1316
1696
1526
1786
1476
1794
1836
1836
1636
1626
1616
1676
1606
1666
1606
1636
1656
1656
1616
1646
1576
1616
1646

13168
12169
18170
1@171
12172
10173
12174
20000
20020
20030
20040
20050
20060
20070
2008y
20090
20110

TOTAL

oo mau om0

1596
1646
13576
1656
1616
1556
1794
1280
1895
282
262
1922
359
257
]
487
112

275698



WORMA

&
L4
&
iﬁ*@%#ﬁ%ﬁ%*#%%&%

,,**&*&Q*’&*%Q%

®"
&
#
&
&
&
*
&
*®

* °
*»O*&*ﬂ*%%‘*'#

CLASSIFICATION: Skilf

You must move your worm around the screen for as long as
possible. When a number appears, run over it and the tail of
your worm will grow longer. The joystick controls the
direction of the worms head and pressing the fire button sends
the worm in that direction. If your head touches your body
then game is over. The objective of this game 1is to live as
long as possible and make the worm grow to the maximium length.

PROGRAMMING SUGGESTIONS

Increase the speed that the worm moves around the board and put
fatal obstacles in its path.
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Program
Variables

AMX()
AMY ()
BODY
CHANGE
DROP
FRONT
HEAD
POS
POST
SCREEN
TAIL
TYPE
X()
YO

Program
Structure

19 -
109 -
5009 -
5209 -
6099 -
10009 -
20009 -

2¢¢
5069
5329
6950
10979
29179

Amounts to move X

Amounts to move Y

Screen code for body

Flag position change
Number of times to grow
Screen codes for arrows
Position of head in array
Screen position of head
Used to put number on screen
Start of video ram
Position of tail in array
Direction indicater

X coordinates of worm

Y coordinates of worm

Jump initialize

Main loop

Joystick routine

Move routine

Random number to screen
End of game

Initialize

155



Listing

i

190
110
120
1350

140

150
160
17@
180
181
192
200
210

220

S000
@10
S@820

vt ]
5040
S5
5060

FOKE 732,Z:7 :607T0 20000

FOKE 77,0:Z0=X (HEAD) +4@*Y (HEAD) +SCREEN: GOSUE S00@
FOS=X (HEAD) +4@+Y (HEAD) +SCREEN

O=FEEK (FOS) : IF G=BODY THEN 10000

IF G@»146 AND @926 THEN 0=@-16&:DROF=DROF+0: SCORE=SCORE+Q:
TEST=0

IF CHANBE AND NOT DROF THEN TRIL=TAIL-1:IF TAIL<® THEN
TAIL=97@

IF CHANGE AND DROF THEN DROF=DROF-1

FOKE X(TAIL)+4@%Y (TAIL) +SCREEN,Q

Z=HEAD+1: IF Z:>978 THEN Z=0

IF HEAD<CSTAIL THEN FOKE X (Z)+4@%Y (2)+5CREEN, BODY

IF HEAD=TAIL THEN FOKE IR,

FOKE X (HEAD) +4@%Y (HEAD) +SCREEN, FRONT (TYFE)

IF  NOT TEST THEN GOSUE 4000

FOSITION 1@,23:7 "SCORE L:";SCORE;" . "3

GOTO 101

Joystick routine

8=STICK (B)

IF §=15 THEN 5200

ON 8 GOTO SZ200.5200¢,52008.5200,5200, 5200 ,5040, 5200, 5200,
5200,5060,5200,5@50, 5070, 5200

TYFE=0: 6070 S208

TYFPE=Z:60T0 Sz

TYFE=1:G0TO 5200

TYFE=2:G0TO 5200

Move routine

CHANGE =0

IF STRIG(@) THEN FLAG=0:REFT=0:RETURN
IF REFT THEN REFT=REFT-1:RETURN

X=X (HEAD) : Y=Y (HEAD)
X1=AMXA{TYFE) : Y1=AMY (TYFE)

X1=X1+X:IF X1<@ OR X 7 THEN RETURN
Y1=Y1+Y:IF Y1<@ OF Y1: THEN RETURN
CHANGE=1

HEAD=HEAD~1

IF HEAD<@ THEN HEAD=970

X (HEAD) =X1:Y (HEAD) =Y1

IF  NOT FLAG THEN REFT=6:FLAG=1
RETURN
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Random number to screen

6000 Z=INT(RND(@)*9)+17:1IF TAIL=HEAD AND Z=17 THEN 6000
6018 FOST=INT (RND (@) *72@) +SCREEN

6020 IF FEEK (FOST) THEN 6810

6038 TEST=1

6040 FOKE FOST.Z

6050 RETURN

End of game

12008 GRAPHICS Z+16

18810 7 #63;"SCORE .:"; SCORE

18020 7 #6

10038 7 #6

120408 7 #6637 "PRESS L<RETURN:Y

10Q5@ FOKE 754,255

10868 IF FPEEK(7954)<»12 THEN 10060
10870 CLR :6G0OTO 1@

Initialize

20000 RODY=84

Z021® DIM FRONT (3)

20028 FRONT(B)=92:FRONT (1) =93: FRONT (2) =94: FRONT (3) =95
20048 DIM AMX(3) (AMY ()

20058 AMX (@) =@: AMY (@) =—1

20068 AMX (1) =@:AMY (1) =1

20872 AMX(2)=—1:AMY (2)=0

200808 AMX (Z)=1: AMY () =0

20090 TYFE=0

20108 SCORE=Q

Z011@ TEST=8

20120 SCREEN=4D200

Z@1730 DIM X(278),Y (7@

20148 X (@D =19: YD) =12

20150 HEAD=0: TAIL=0: DROF=0: REFEAT=0: TYFE=0
@160 7 CHRE(IZD)

ZB17@ GOTO 108
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ChexSum Tables

10
100
110
120
130
140
150
160
170
180
1e1
19@
200
210
220
5GOe
S@1Le
b
SE30
5040
He50
]t )
5200

o

oo

(I I (I I

How

Won

549

1972
14836
1056

16640

[ TR

n

i

[
i
-
N

i

0ofon

(I T i}

ft

nn

g

158

10es5a
lagsa

o

10878 =

pridrcdr
20810
ZQeRe
20040
20050
20060
20070
2008
Eduiyrd
20100
20110
20120
2013e
2014@
20150
20160
20170

TOTAL

L A I I

i

LI O O

L8041



PATROL CAR

¥ g £ EP 6P

CLASSIFICATION: Arcade

Move your little patrol car along the ground and shoot down the
hostile invaders and their missiles. Use the joystick to move
left and right and the fire button to launch missiles. The
aliens can drop nasties on you so beware!!!!

PROGRAMMING SUGGESTIONS

Add obstacles to your patrol cars path to make hitting the
alien more difficult. Make it possible for several invaders to
attack you at the same time.
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Program

Variables
X1 X position of patrol car
Y1 Y position of patrol car
A Joystick variable
X3 X position of alien

Y3 Y position of alien
X2 X position of his missile
Y2 Y position of his missile
X4 X position of your missile
Y4 Y position of your missile
Program

Structure

5 - 85 Set up players and draw screen

1¢¢ - 139 Data for shapes

1960 - 1568 Main loop

200¢ - 2219 Move the patrol car

3000 - 3010 Move the alien

LOPp — 4499 Move his missile

5000 - 5999 Move your missile

7000 - 7999 Collision checking
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ZE792+1@2Z: POKE TI,@:NEXT I
796:READ A:FORE I.A:NEXT I

7 FOR I=28672 TO Z9050:READ A:FOKE I,A:NEXT I
i@ FOKE 106,128

20 PM=FEEK {106) : FMBASE=FM*256

Ry GRAFHICSES 1

4@ FOKE 559.62

5@ FOKE S3277,32

60 FOKE S4279,FM

7@ FOKEE S3206,2

80 FOKE 704,77:FOFKE 783,77:F0OKE 706,77
85 FOKE 707,77
100 DATA ©,8,112,17%6,135,255,102,102,0,0,0,2,0,0,0,0,0,2,@,

110 DATA 16,56,56,56,124,108,0,0,0,0,2,0,0,8,2,0,0,0,6,8,0,
2,0

120 DATA 128,192,248,228,226,255,255,124,0,06,0,0,0,08,0,0,0

13 DATA 16,56,56,%56,124,108,0,0,0,0,2,0,8,0,0,0,0

200 FOKE 53256,1

218 FOKE 53257,

228 FOKE 53258, 1

23 POKE §3259,2

500  XT=0:GOSUE 4500:Y3=Y

SO5  X1=5@:Y1=153

1030 A=USR(28672.X1,Y1,X2,YZ,%X3,Y3,X4,Y4)
1060 FOSITION @,0:FRINT #6: "HITS: "iHI: " JBANGS: "1 BAT" . .3
1500 GOSUR 2Z900:REM FATROL CAR

1510 GOSUR Z000:REM ALIEN

1520 GOSUBR 4@0@:REM HIS MISSILE

1530 GOSUR S@00:REM YOUR MISSILE

1545 A=USR(112%256,X1,Y1,%X2, Y2, %3, Y3, X4,Y4)
1550 GOSUR 7000:REM CHECK

1568 GOTO 1060

2000 REM

2010 FOKE S3278.0:A=STICK (1):IF A=15 THEN RETURN
2020 IF A=11 THEN GOSUER 2100

2030 IF A=7 THEN GOSUR 2200

2040 IF STRIG(1)=0 THEN S500:RETURN

2050 RETURN

2180 REM

2185 IF X1<3 THEN RETURN

2110 Xi=X1-4:RETURN

2200 REM

2205 IF X1:14@ THEN RETURN

2210 X1=X1+4:RETURN

*163 THFN GOSUR 4508: YI=Y: XZ=0: RETURN

#1859 THEN IT1=@Q:HI=HI+1:YZ
4

4025 IF X23140 THEN RETURN

430 X2=X2+4: RETURN

410@ X2=XZ:1Y2=Y3+8: ITi=1:RETURN

220: RETURN
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4499
4500
4505
5000
5003
5085
5010
5500
5505
5999
7000
7010
7020
7930
7999
9000

005

Y010

01T

020

YB25

B30

FBIS

040

045

u6D

FRLE

770

075

2080

@85

070

RETLIRN
Y=INT(RND (1) %120 : IF Y<8 THEN 4500

RETURN

REM

IF IT2=0 THEN RETURN

IF Y4<8 THEN ITZ2=@:Y4=220:RETURN

Y4=Y4~4: RETURN

IF IT2=1 THEN RETURN

X4=X1:Y4=Y1-8: IT2=1: RETURN

RETURN

REM

IF PEER(S3261)=1 THEN EA=BA-1:1Ti=0:Y2=220

IF PEEE (S3263) =2 THEN EA=BA+1

IF FEEK(SZ263)=4 THEN EA=EA+1

RETURN

DATA 1@4,1m4.1m4.141,61,113.1@4,1@4,141.em,113.1m4,1m4,
141,75,11%,104,104, 141,74

DATA 113,1@4,1@4,141,89,113,1@4,1@4,141,88,113,1@4,1@4,
141,103,1173,104,104,141, 107

DATA 113q32,45,112,96,12@,33,8,113,16@,14,162,8,189,53,
113,149,176,232, 136

DATA 208,247, 1170,112,160,14,162,8,181,176,157,5%, 113
»232,136,208,247,160, 14

DATA 152,@,189,67,113,149.176.232,136,2@8,247,32,17@,11
2,160,14,162,0,181.176

DATA 157.67.113,232,136,2@8,247,16@,14,162,@.18?,81.113
, 149,176,232, 136,208,247

DATA I2,170,112,160,14,162,0,181,176,157 ,81,113
1 208,247,160,14,162,0

DATA 189,95,113,149,176,232,13
14,162,0,181,176,157,95

DATA 113, QE.135,2@8,“47,32,22.113.88,?6,1&5,183,197,18
2,240,68,160,0,165, 184
DATA 24,1@5,46,145,176,169,32.24,1®1ﬁ182,168,166,185.16
9.,@,145,178,700,202, 16

DATA 25@.169,32,24,1@1,183.141,116,113,152,@,142,1@9,11
3,166,185,172,109,113,177

DATA 18@,238,189,113,172,116,113, 145,178,
2,16,237,165,183,133, 182, 165

DATA 184,133,139,96,165,184,197,189,2@8,182,96,173,112,
113,41,15,179,189,36,113

DATA 238.112,113,96,169,14,1&2,@,181,175,157,117,113,23
2,136,208,247,96, 168,14

DATA léE,m.189,117,113,149,17&,232,136,2@8,247,96,1,2,3
W 4,5,10,7.8

DATA 7,8,11,4,2,4,1,4,8,@,2@8,@,132,@,12@,@,@,@,8,@
DATA 16,@,@.1,2@8,@,133,2@,12@,@,@,@,8,@,1&,@,@,2,2@8,@

1Z0B,247,32,170,11%, 160,

2.116,113,20

DATA 134,4@,12@,@,@,%,8,@,1&,@,0,3,2@8,@,135,6@,12@,@,@
.0
DATA &.0.0,0,0,0,0,79,0.0,0,0,0,0,0,0,141 , 30,208
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ChexSum Tables

5 = 1530 = 1275 SEQQ = I
6 = 1845 = 2286 SO0% = 14@8
7 = 1550 = 749 5999 = =g
18 = 1560 = 223 7018 = 1B&T
2P = 2818 = TAZ@ = 1113
P = ! : = 463 THIE = 1119
40 = 420 = 454 7999 = 98
50 = 406 = &24 @D = =
60 = 473 = 58 F0AT =
T8 = 372 = 58 D1 =
88 = 1169 = 587 011G =
8% = 361 = 422 QU2 =
10a = 2869 = 586 FORE =
110 = 2668 = 1412 FVIB =
128 = 2834 = o8l RIS =
130 = 2116 = 428 FBAG =
2088 = 71 401@ = 1768 FR4E =
218 = 373 4220 = S16 FELA
220 3 4625 = 42 vt
238 = I795 4Q30@ = 590 QHG
SQ@ = 889 4186 = 139& FRNES
505 = 859 4499 = T3 FG7
1836 = 2315 4588 = (341 IB7S
1866 = 1692 4505 = S8 B8
1500 = 1836 sSBBT = : FPRE
1510 = &96 SOBS = FGI0
520 = 1151 SRi1E =

TATAL = 1209¢1
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ROBOTS

ROBOBTS

CLASSIFICATION: Skill

The objective of this game is to move your player round the
screen without being destroyed by the robots. Each time you
move, all the robots move toward you. You can destroy the
robots by causing them to walk over mines which you must avoid
yourself. Select a joystick at the start of the game. Try to
destroy all the robots in the least number of moves.

PROGRAMMING SUGGESTIONS

Increase the number of robots and mines on the screen. Place
obstacles on the screen to make moving more difficulc.
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Program

Variables

MO

SP

NR

PL

NM

JO

SC

Program

Structure
120 -  18¢
1090 - 1099
2000 — 2999
3066 - 3930
4pee -  LBLY
5000 - S5$3¢
6000 - 6020
6109 - 6120

Number of moves
Space character
Number of robots
Players character
Number of mines
Joystick port number
Start of screen

Main Loop

Initialization

Setup game,input joystick number
Deposit mines

Deposit robots

Move player

Move player right

Move player left
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Listing

i@ REM ROEOTS

20 CLR

21 FOKE 752,255

49 SC=40000

60 GOSUR 1000:REM INITIALIZE VARAIAEBLE
70 GOSUE 200@:REM DO INSTRUCTIONS

80 BOSUE Z00@: REM DEFOIST MINES

90 GOSUE 400@:REM DEFDSIT DROIDS
1920 GOSUE S00@:REM DEFOSIT FLAYER

Main Loop

120 A=STICK(JO) s B=STRIG(JQ)Y: IF A=15 AND B=1 THEN 120
13 IF A=7 THEN GOSUE &pan

140 IF A=11 THEN GOSUR 4100

150 IF A=13 THEN GOSUE 6200

160 IF A=14 THEN GOSUE 4300

1635 FOSITION @,@:FPRINT SFC#(1,20) ; MOs

170 IF B=@ THEN FOKE FO,SF:GOSUE S000

180 GOSUR B002:G0TO 120

Initialization

180@ SETCOLOR 4,7,5:SETCOLOR 2,3,6:SETCOLOR 1,3,15
1212 DIM TAE(10,2) ,E(10) ,SFCH 4@)

102@ NM=1@:REM SET NUMEER OF MINES
FL=84:REM SET FLAYER CHAR

ROR=67

1@35 MIN=1B:REM SET MINE CHAR

124@ NR=1@:REM SET NUMEER OF ROEOTS
1858 SP=B:REM SET SF CHARACTER

196@ EX=17

1878 FOR I=1 TO 4@:SFCH(I,I)="2":NEXT I
1299 RETURN
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Zoee
2026
2027
2e28
2029
2039
2040

2850
2060
2070

4000
4007
4210
4015
4020
4B2T
40730
4@BI3
4040
4000
4660

FOKE 75%,@

FOKE 752,@

FRINT CHRE(125); "WHICH  JOYSTICK JFORT . (@,1)";: INFUT J0O
IF JO<:>@ AND J0<>1 THEN 2027

FRINT CHR$(125);:FOEE 752,128

FOR I=SC+1 TO SC+39:FOKE I+920,128:NEXT I

FOR I=SC+40 TO SC+9208 STEF 4@:FOKE I,126:FOKE I+39,128:
NEXT 1

FOKE SC,128

FOKE SC+%20,178:FOKE SC+920+39,128

FOSITION @,0:FRINT " 4 4 s adacaaassaeROBOTS ..

MOVES=0 s s w s waa'}
2099 RETURN

Deposit mines

FOR I=1 TO NM

RW=INT (RND (@) %23): IF RW=0 THEN Z0@7
CW=INT (RND (@) *39) : IF CW=0 THEN 7010
FE=SC+ (RW*40Q) +CW

IF PEEE(PE)=MIN THEN Z0Q7

‘POME PE,MIN:NEXT I:RETURN

Deposit robots

FOR I=1 TO NR
E(I)y=1

RW=INT (RND (@7
CW=INT (RND (@) 3
FE=8C+ (RW*40) +CW

IF FEEK(FE)=MIN THEN 4010
IF FEEK(FE)=ROEB THEN 4010
TAB(I,1)=RW: TAB(I,2)=CW
FOEE FE,ROE

NEXT I

RETLIRN

):IF RW=0 THEN 4010
y: IF CW=@ THEN 4815
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R=INT (RND (@) *23) : IF =0 THEN Sooo

C=INT(RND (@) *3%): IF C=@ THEN S21@

FO=8C+ (R*40) +C

IF FEER(FO)=MIN THEN S@00

IF FEEK(FD)=ROE THEN S@08

MO=MO+5: FOKE FO,FL:RETURN

REM MOVE FLAYER RIGHT

IF C=38 THEN RETURN

MO=MO+1

C=C+1:PE=5C+ (R*40) +C

IF PEEK (PE)=ROE THEN GOSUE F@90:60T0 1@

IF PEEK (PE)=MIN THEN GOSUR ?300:60TC 1@

FOKE FO,S8F:FOKE FE,FL:FO=PE:RETURN

REM MOVE FLAYER LEFT

IF C=1 THEN RETURN

MD=MO+1

C=C-1:PE=SC+ (R#40)+C

IF FEEK (FE)=ROB THEN GOSUE 9000:G0TO 10

IF PEEK (FE)=MIN THEN GOSUE 95@0:G0TC il

FOKE PO,SF:POKE PE,FL:FO=FE:RETURN

REM MOVE FLAYER DOWN

IF R=22 THEN RETURN

MO=MO+1

R=R+1: PE=SC+ (R*4@) +C

IF FEEK (FE)=ROE THEN GOSUR S02@:G0TO i@

IF PEER(PE)=MIN THEN GOSUE 950@:60TO 1@

FOKE PO,SF:FOKE FE,FL:FO=FE:RETURN

REM MOVE FLAYER UP

IF R=1 THEN RETURN

MO=MO+1

R=R-1:FE=5C+ (R*4Q) +C

1F FEEK(FE)=ROE THEN GOSUR 9000:G0TO 1@

212 IF FEER(FE)=MIN THEN GOSUE 9500:G0T0 1@

6I2 FOKE FO,SF:FOKE PE,FL:FO=FE:RETURN

8000 REM MOVE ROROTS

8s@2 CC=@:FOR I=1 TO NR

8030 IF E(I)=1i THEN GOSUE 8500:CC=CC+1

82408 NEXT I

8058 IF CC=0 THEN GDSUE 9900:G0T0 18

8062 RETURN

8500 REM MOVE ONE ROEOT

2505 RW=TAB(1,1):CW=TAB(I,2) : PE=SC+ (RW*40) +Ci

8520 IF CW<C THEN TC=CW:TC=TC+1

8325 IF CWrC THEN TC=CW:TC=TC~1

8338 IF RW<R THEN TR=RW:TR=TR+1

85353 IF RWrR THEN TR=RW: TR=TR-1

8348 FPN=SC+(TR*402)+TC

8545 IF FPEEK(FN)=MIN THEN FOKE FN,SF:FOKE FE,SFIE(I)=0:RETUR
N

8558 IF FPEEK (FN)=ROE THEN RETURN

8560 IF FPEEK (FN)=FL THEN GOSUE F000:G0TO 1@

8370 TAB(I,1)=TR:TAB(I,2)=TC:FOKE FE,SF: FOKE FPN,ROE: RETURN

F0@@ REM THE ROROTS GOT YOUu

7005 FRINT CHR#(125)3:FPRINT "YOU LWERE LCAFTURED .EY . THE
AROEBOTS 1y

F@01@ PRINT :PRINT "YOU LMADE . ":MD3 " .MOVES"

PB12 CC=@:FOR I=1 TO NR:IF E(I)=@ THEN CC=CC+1

@13 NEXT I

F@15 FPRINT :PRINT ”QND‘DESTROYED*";CC;“‘RUBOTS"
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S@z@
500
SE0S
951
9512
9513
9515
9520
9525
ELT]
9905
9910

9915

10000
10005
10010

GOSUEB 10000: RETURN

REM FLAYER HIT A MINE

FRINT CHRE(1Z5) :"YOU HIT LA LSUBATOMIC LMINE"

FRINT :PRINT "YOUR _MOLOCULES .ARE _NOW  OREITING LTHE"
CC=@:FOR I=1 TO NR:IF E(I)=0 THEN CC=CC+i

NEXT I

FRINT :FRINT "EARTH! 11" PRINT

FRINT "YOU .MADE (" iMO; " LMOVES":FRINT

PRINT "AND (DESTROYED .":;CC;" AROBOTS": GOSUR 10000: RETURN
REM ALL ROROTS GONE

FRINT CHR# (125) 5 "YDU LHAVE _DESTROYED LALL . THE .ROBOTS":
FRINT

FRINT "IT . TOOK YOU L "3MO3" JMOVES" : PRINT

GOSUR 10000:607T0 1@

FRINT :PRINT "FRESS JJOYSTICE _TRIGGER .TO .RESTART .GAME"
B=8STRIG(JO): IF B=1 THEN 10005

RETURN
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ChexSum Tables

-
v
8sa

A b e s s
o U D dy
(LSS

o
[N
88

1020
1210
1220
1225
12Zz@
1835
1040
1250
160
1070
1299
2000
2026
2827
2028
2029
2038
20409
2050
2060
2070
2099
jdrloilr]
087
210

Iy

R N R LI L T VT TR O T B I

ol

8

e
-
H

U
o
-

1215

1248

40@7
4010
4215
4220
4825
4030
4@3S
4040
4350
4260
S000
SB10
SB1iS
S020
SB2s5
S0
6095
6004
6BR7
401l
&B1Z2
620
&£105
6186
6107
6110
6112
6120
6205
6206
L2007
6210
6212
6220
&I85

06
&6I07

]

1826
684
617
465
S81
124@
1269
1826
729
708
1607
308
175
=8
1246
1286
1819
624
695
54
427
S03
1602
P62
968
1211
372
S27
1607=
P62
468
1211
424
Sez
1600
962
768
1211
371
S83

1601

L | I T T R B BT L 1 T O T T T R TR T L
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62
968
1211
777
1379
173
682
o8
2688
1360
1362
17560
13762
1044
1937
606
267
2532
2855
1379
1877
175
1857
187
2046
2679
1877
175
765
1379
2028
2822
1612
262
2915
T84
5ig
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Turn your Atari into an exciting arcade of electronic fun
and thrills with the easy-to-enter ready-made programs
in this book. Containing 30 different games designed to
demonstrate the complete capabilities of the Atari
130XE — arcade games, strategy games and
adventures are all here for you to enjoy — without the
need for any complex programming skills!

Each game includes a screen photo, to illustrate exactly
what the program will look like, and the unique
CHEXSUM facility, to avoid those costly typing errors.

For the benefit of more advanced programmers, there is
a full outline of what each program is doing, enabling
you to modify the games to suit your own
specifications.

Now the best games book is available for the Atari

130XE opening the door to a fascinating new dimension
of computer games, action and excitement.

COMPATIBLE WITH THE ATARI 800XL
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