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Introduction

Everybody knows that computers are used for all kinds of serious purposes —
financial calculations, business applications and text processing, for instance.
They can, however, help us in another way. As the proverb says ‘All work and
no play makes Jack a dull boy’ and it’s certainly true that we all need some-
thing to keep the cogwheels of our mind turning when we are not considering
the ‘important’ things in life. So we read books, do hobbies, and play games.

Bruegel’s wonderful painting ‘Children at Play’ shows us that this has been
true for centuries, if not forever.

This book aims to provide something for everybody from 6 to 96. There
are games to play on your own, and others to play with your family and
friends. You will find fast action games to test your reflexes and your ability to
control many moving objects on the screen; puzzles and brainteasers to get you
thinking; board games where you pit your wits against the computer; and, of
course, some wonderful arcade-type games which combine aspects of all of
these. There are also some very intriguing games which are in a class of their
own.

A number of the games have been devised to give interesting and worth-
while results from relatively short listings that will not take much time to enter.

Looking again at ‘Children at Play’ a thought springs to mind. If Bruegel
were alive today, would his painting look something like this . . .






Galactic Monsters

There it is, registering on the x-y-Gz radar. At last, you are approaching the
Milky Way. In just 2.56 protoseconds you will be safe in your home galaxy!

But there is danger here, and as captain of your ship, you know very well
what it is. You keep a watchful eye onthe XR6-screen. No alert yet. The
tension is unbearable ... 2.5 protoseconds ... 2.0protoseconds ... 15
protoseconds ... oh no! There it is —

THE VAN ALLEN SQUARE STONE BELT

There are a number of these notorious belts, and in them lurk the dreaded
Galactic monsters. No weapon can defend you against these vengeful creatures;
all you can do is avoid them.

Once the program is started and you see a VAN ALLEN SQUARE
STONE BELT then you can move yourself by pressing:

W, for one square upwards
A, for one square to the left
D, for one square to the right
X, for one square downwards

Those terrible Galactic monsters will approach closer and closer. Your only
hope for survival is to avoid them! If you cross a VAN ALLEN SQUARE
STONE BELT a second time, the monsters will become more aggressive. Some-
how, they seem to anticipate your every move.

Good luck, captain . . . only a few protoseconds to go, and you are home
free!



REM #** ORLRCTIC MONSTERS *#*
D« - i)irkggCTaTOKc»aalilicEgKa i
S1»36876

DIM XC12)

DIM V(12)

GOTO 2000

REM*#SCREEN™#

PRINT "13"

FOR T-1 TO 10

PRINT" eeececcecceccecs’

NEXT T



130
150
170
180
190
200
210
220
230
240
300
310
320
330
340
358
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
600
610
620
630
640
650
660
670
680
690
700
710
720
730
740
750

print mmmmmm?"
PRINT"MSt«»*MMK>"
X1=6
VI=2
FOR T-1 TO 11
X<T)=T
V<T>=11
NEXT T
KR=KR+. 1
RETURN
REM**PLRYER"S MOVE**
GET KY*:IF KY$="" THEN 310
POKE SI1+2,15
POKE SI..240
FOR M=1 TO 20:NEXT M
POKE SI.,0
POKE 91+2,0
PRINT **";TftB<Xi:>;LEFT*<D*,VI>j
IF KY*="B"™ THEN XI-XI+1
IF KY*="W" THEN YI-YI-1
IF KY*="X" THEN Y1*Y1+1
IF KY*=7"R””THEN X1=X1-1
IF XK1 THEN XI=1
IF YK1 THEN YI-1
IF X1>11 THEN XI-11
PRINT "M" ;TAB<X1>;LEFT*<D*,V1>;"*"
PRINT "»";TFIB<XI>;LEFT*<D*,VI>;
FOR T=1 TO
IF X10XCT) THEN 520
IF  Y1<>Y<T> THEN 520
00SUB 1020
CR=-1
NEXT T
RETURN
REM**MONSTER"S MOVE**
FOR T=1 TO 11
PRINT “M".;TRB<X<T)>;LEFT*(D*,Y<T>>;
IF RND<OXKFfI THEN 900
R=INT<RNB<O>#4>
IF R=0 THEN 690
IF R=1 THEN710
IF R=2 THEN 730
GOTO 750
XCT)=X<T)+1
GOTO 760
X<T)=X(T}-1
0070 760
Y<T)=Y<T)-1
GOTO 760
Y<T>=Y<T>-1



760 IF X<TX1 THEH 810
770 IF X<T»11 THEN 830

780 IF VCTX1 THEN 930

790 IF V<T»11 THEN 870

800 GOTO 880

810 «<T?=X<T)+1

820 GOTO 960

830 X<T>*X<T>-1

840 GOTO 960

850 V<T)=V(T>+1

860 GOTO 960

870 Y<TJ«Y<T>-1

880 PRINT "M";TFIE<X<T»;LEFT*(D$JIV<T))
890 GOTO 960

900 X2=X1-X(T>

910 Y2=V1-Y<T>

920 IF RNDCOX.8 THEN 930

930 X<T>-X<T>+SGN<X2>

940 GOTO 960

950 V<T)«V(T)+80ON(V2>

960 PRINT "»";TABX<T:>>jLEFT*<D*;_Vi:T:0
970 NEXT T

980 FORU-I TO 11

990 PRINT "81"; TAB<X<U)5;LEFT*CM, Y<U))
1000 NEXT U

1010 RETURN

1020 POKE SI1+2,15

1030 FOR L«1 TO 10

1040 FOR M=200 TO 220+L*2

1050 POKE SIrM

1060 NEXT M

1070 NEXT L

1080 POKE SI1+2,0

1090 POKE S1,0

1100 RETURN

2000 REM**MAIN PROGRAM**

2010 KA-KA+. 1

2020 GOSUB 110-REM SCREEN

2030 GOSUB 310:REM PLAYER MOVES
2040 BR=BR+1

2050 IF NOT CA THEH 2170

2060 K-K+1:CR=0

2070 SC=SC+RT-BR-5*K

2080 RT-RT+20

2090 BR=0

2100 IF K<5 THEN 2020

2110 PRINT".TEND OF THIS GRME. "
2120 PRINTIYOUR SCORE 1S:*”
2130 PRINT SC



2140
2150
2160
2170
2180
2190

PRINT"TYPE RUN TO START"
PRINT"RGRIN.™

END

IF YI-11 THEN 2020

GOSUB 610

GOTO 2030

RERDY.



Zombies in the Swamp

Watch out! There are zombies about, and you have to cross the swamp where
they live. To do this you must walk across on rafts.
At the start of the game the swamp looks like this:

WAY OUT
t

SWAMP

here you are,
standing on a raft

You are at one corner, and you must reach the diagonally opposite corner to

escape. To put a raft next to the one you are standing on, enter T and the
computer asks

THROW TO THE?

Enter N for north, S for south, Efor east, or W for west, and a raft will appear

in the appropriate position (north is at the top of the screen). To move, enter M
and the computer will ask



Ag

em
are

MOVE TO THE?

ain, enter N, S, E or W as appropriate, to step onto the raft.

So far so good, but beware! From time to time one of those zombies will
erge from the swamp and run across the rafts you have positioned. If you
in its way it will catch you. Luckily, zombies can’t see very well so they

often fall off the rafts back into the swamp.

To succeed in this exciting game you must develop your own strategy. The
longer and more complicated your path the less likely the zombies are to catch
you, but, on the other hand, it will take you longer to get across the swamp,

giving time for more zombies to appear.

Oh no! Here come those terrifying zombies again. You had better just

hope they don’t catch you.

REN ##20MBIES IN THE SWAMP##
BEFFNR <X>= INT <RND< 1) #X+1>

FIS<I>="NORTH" :A#<2>="EA3T" :( W0 >="SOUTH" :fW<4>="UEST"
A*<5>="2227"

DIMFI<7,7> :FORI«0TO7: A<7, I>=-1 :fI(l,7>— 1 -NEXT
G0T01010

OETA*: IFA$=:"THEN100

FOR 1=1TOB :IFA$=M I11i$<B$,1 1>THENRETURN

NEXT :RETURN

REM # INPUT*
B*="MT":B=2:G0SUB100:0NI1G0OT0230,290
p*="2?2":60SUB510:GDT0210

P*="MOVE TO THE ?II" :GOSI1JB510:GOSUB330
X=PX+BX:V-PV+DV:IFX<OORX>60RY<OORY>6THEN300
IFA<X.<VX-0THEN500

GOSUB410: PRINT™ SW#>1iffI*»#* jaf*I**#"
A-XB=Y:X=PX:V=PY:PPX=A:PY=B

GOSUB420:RETURN

P*="THROW TO THE ?II" ®0SUB510 :GDSUB330
X-PX+DX:Y-PV+DY :1FX<OORX>60RY<OORV>6THEN500
IFA<X,Y>00THEN500
ACXjY)=1:60SUB410:60SUB420:RETURN

B*="NESW" :B=4:G0SUB100: 1>:003UB510 ONIGOTO0350, 360.. 370, 330

GOT0330
DX=0:HV=-1:RETURN
BX=1:BY=0:RETURN



370
380
400
410
420
430
500
510
520
1000
1010
1020
1030
1040
1050
1060
1070
1080
1090
1100
1110
1120
1130

DX=0 ®V=1 :RETURN
BX=-1:EV-0:RETURN
REM fcOUTPUT*
PRINTLEFT3KS*,1+3#V)SPC<3#X); :RETURNIREM MOVE CURSOR TO X,V
GOSUB410:PRINT"B3 HU! MFLI » :RETURN
GOSUB410 :PRINT" SRETURN
P*="IMPOSSIELE>>:00T0510
IFLENCPF )>20THENP*=RIOHTst(P*, 20)
PRINTSSP#1S"™ :RETURN
REM *MFilN PROGRAM*
PRINT"CT; :FORI=1T021 :PRINT"ilS "INEXT
print” - px=6 pv=6 ;n<6/e>-1
GO3UE210;M-M+1
IFPX=0PNDPV=0THEN1510
IFFNR<PX+P¥>>30RM<5THEN1030
MX=6 :MV'=6 :X=S:V=6 :02=0: IFP¥»6HND <PX=60RPX=7) THEN 1520
GOSUB430 ¢CX=-1:CV=0
c=0:C1=0:C2=C2+1
C1=C1+1:0NFNR<4)GOSUB350,360, 370, 380
IFC1>6THEN1270
IF35X— CXHNDDV— CVHNDCKSTHEN1090
IFPX+PVC4THEN1210
X-MX+DX-- V*MV+DV sIFX<OORV<OORX>60RV>6THEN 1150



1140 IFRCX,Y»0ORCTHENUG0O

1150 DX-CX:BY=CY

1160 CX-DX =CV-DV X=MX+DX :V-MV+DV:IFX<OORY<OORX>60RY>6THENC=-1 :GOT0 1090
1170 1FACX,V><0OTHENC=-180T0 1890

1180 IFPX=XRNDPV=VTHEN1520

1190 [IFFfKX, V)=0THENFI<X, Y)=-1 :GOSUB410:PRINT"HUM" mK-MX :Y=MY -fidS! 1B420 :GHT01030
1200 GOSUE438:R=X:B=V:X=MX:Y=MV:MX=R:MV=B:60SUB420:C1=0:60T01080
1210 I1FC1>4THEN1.130

i220 X=MX+DX:Y=MV+BV: IFX<OORV<OTHEN1090

1230 IFR <X,V ><0THEN1090

1240 IFFNR<M>*0ANBC2>20THEN1180

1250 IFR<X,V)-0THEH1090

1260 CX=DX :CY=DY «GOTO1180

1270 IFC1>10THEN1290

1280 R=BX:DX=-DY 'DY=R :GOTO1130

1290 X-MX:V=MV:GO8UB420:GOTO1030

1500 REM #END#

1510 PRINTS#"YOU SUCCEEDED !W ®FORI-0T02000:00T01540

1520 FORI-0TO1500:NEXT

1530 PRINTS#"YOU FAILED*" :FOR.I-0T02000 :NEXT:GOTO1540

1340 PRIM""DO YOU WANT TO":DRINT"TRY AGAIN CY/NJ?"

1353 GETRSE : IFA#="N"TUENPRINT"3" :END

1560 IFS™*="V"THENRUN

1570 GOTO1550

READY.



Keyboard Memory

This game uses the computer keyboard to test your memory. Eighteen of the
keys each conceal a number, in the same way that a playing card, lying face
down, hides its value. There are nine different numbers, each hidden by two
keys.

The symbols of the keys you must concentrate on are shown on the screen.

N > O

W
S
X

O O m
< T 3T
W O -
Z I <

Press a key and the number it is hiding will be shown on the screen: press two,
one after the other, and if they are both hiding the same number their symbols
will disappear from the screen.

Your first few attempts will obviously be guesses but by memorizing the
positions of the numbers they show, you should soon be able to work out
where the pairs are.

At the end of the game the computer will tell you what your intellectual
capabilities are.

10



100
110
120
130
140
150
160
170
130
190
200
210
220
£30
240
250
260
270

REM *** KEVBORD MEMCRY ***

R=» INT<RNB(0;>*9+1>
PRINT"a"
DIM T$<18>,W$a8>,Q%<2>,NN(2>
RS="QWERTYRSBFGHZXCVBN"
B$<“'153997231546682847"
GOTO 500
REM**COMPOSE RRNBOM LAYOUT**
FOR N=1 TO 18
T*<N>«MIB$<FI*,N, 1>
BI=N+R
IF BK19 THEH 150
BI-BI-18
<N>=M IB$<B$B 1 mi)
NEXT N
RETURN
REM#*SCREEN**
FOR K=1T0 3
FOR J=1 TO 6
PRINT"H"
PRINT RIGHT*<D:*,2*10;TRB<2#J
PRINT T$<<K-1>*6+J)
NEXTJ, K
RETURN
REM##INPUT*#
PRINT



280 FOR KK=.I TO 2

290 GET KY

$

308 IF KV*»"" THEN 290

318 Q*(Kk)
320 TU-TU+
330 REM*#T
340 FOR N=

=KY*

1

URN CRRB**
1 TO 18

350 K«INT<CN-.5V6>+1

360 J=N-<K

-1>*6

370 IF TsKNXXMKKKJ THEN 410
RIGHT* <B*,2*K+1>;TRB<2#J>;

380 PRINT"™
390 PRINT

W*<N> . i

400 NN<KiO=N

410 NEXT H

420 NEXT KK

430 RETURN
440 REM##C

HECK CRRDS##

450 IF W$<NN(1))OW$<NN<2>> THEN RETURN
460 TE=TE+1
470 T*CNNC1>>»" "

490 T$<N
490 RETURN
500 REM**M
510 GOSUB

520 GOSUB

530 GOSUB

540 GOSUB

550 IF TE<
560 PRINT

570 END

RERDV.

N(2>"

RIN PROGRAM*#

100:REM RRNDOM LRVOUT
190:REM SCREEN

270:REM INPUT

450:REM CHECK CRRDS

9 THEN 520

"DUMBER OF TURNS"*" iTU

12



Las Vegas a Go Go

Have you ever watched someone pumping coin after coin into a one-armed
bandit, and found yourself wondering what the fascination was? You will soon
find out when this program turns your computer into a fabulous Las Vegas-
style fruit machine. All the playing instructions you need will appear on the
screen. At certain points you will be presented with a list of options, for
instance

INSERT, HOLD, PLAY, OR END

Enter your choice by typing the first letter of the option you want, for instance,
P keeps your machine playing. The reels are numbered 1, 2, and 3. If you want
to hold one or more reels, type in the appropriate number or numbers after you
have entered H.

Lights will flash and music play as the wheels whiz around. Have you won
this time? Never mind, you are sure to hit the jackpot sooner ... or later!

13



0  REM VOU HEED RT LERST 3KE RRM EXTRA!

5 REM **LRS VEGRS R GOOD#*

10 SC-4096:CL-37888:CR=36864

20 BEF FHR<X)» IHT<RHD(1)*X+1>:X=RHIK-TI>

100 BIMMF*< 13> ,R<2, 13), JR<13) :JR<5)=-1:JR<6)— 1 :JR<7) —1
110 FOR V=1 TO 13:RERD WFFCV),R(1,V),R<2,V)NEXT

120 BRTRfi,,.K,,,Q,,,J,,,.#,8,40,,8,40,*,7,30

130 BRTR"*",5,25, "*",3,20, "*",3,20, "if",2,10,#,2,10,X,,
200 DIM JP<4),6JF<4),JCC4)

210 FOR JO-1 TO 4:RERD JPCJO),JFCJO):NEXT

228 DRTR 167,1,168,11,170,17,171,10

300 DIM UIP<3),V<4),HVC3) :NP<1)-211:WP<2)-£13 :WP<3)=215
310 DIM HP<3>, HF*<3>'HP<1) 255:HP<2)-257:HP<3)-259

320 HO**'SH>W

400 DIM GP<4> GV(4) GP0) =14"GP(2)=40:GP<3)*58 GP<4)=32
410 BR*="

500 MJ=4 :NH-0 :NG-01GW-0:NI=0 :NT—1

510 THISS"
520 HS-LEFT*(PL*,12)+"W NHHH IM "

530 GOTO3000

559 REM HDD INCREMENT TO MONEY

608 FOR RB-SGH<IN) TO IN STEP S6N<IN>

610 PRINT"SSTOTRL : "MO+RD"Il "

670 FOP 80=250 TO 254:IF iN>0 THEN FOR 1=10 TO 12:POKE CR+I,5d
636 IF IN<O THEN FOR 1=0TO 2 :POKE CR+12, 200 'S0-S0+5

640 NEXT 1,S0

650 FOR 1=10 TO 12:POKE CR+1,0:NEXT I, AB

660 MO-MO+IN:RETURN

€99 REM BLINK SIS/SS* AND GET IN*

700 PRINT "WmB" S it:FOR DE-1 TO 250: NEXT

710 GET JIN*: IF IN*<>"" THEN PRINT "J®*" 82*: RETURN

728 PRINT "UXB" 82$:FOR DE-1 TO 250:NEXT

730 GET IN*:IF IN*<>"" THEN RETURN

740 GOIO 700

799 REM ** REMOVE DOUBLE

S00 B0=0:PRINT"?®

R10 FSIS? jn=1 TO 4

820 POKESC+JPCJO),JFCJO):POKECL+JP<JO),0 :JC<JO>-0:NEXT
830 NJ—4 :RETURN

899 REM *# JRCKPOT

900 “OR 1=1 TO 4:P R I N T W B W B "
910 FOR 0=1 TO JC:FOR NO-10 TO 12

920 POKE CR+NO,239+0:NEXT NO

930 PRINT"J" :NEXT C, |

940 FOR NO-10 TO 12:POKE CR+NO,0:NEXT HO

950 RETURN

1000 POKEOR+15,127:POKE CR+14,10:PRINT"tUTOTRL: 0"
1010 PRINT"HKMMTTRB <12)" $UT HI"

1028 COR 1=1 TO 4:PRINTTRB<12)'Ma 1" :NEXT

1830 PRINTTRBC12)"83

14



1040
1950
1060
1070
1100
11

1120
J130
1140
1150
1160
1170
1199

1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1399
1400
1410
1429
1430
1440
1450
1499
1500
i510
(520
1530
1540

PR INTTFiB<12>"9 S <t
FOR 1=1 TO S:PRINTTRB<13)"*a " NEXT
PRIHTTPB<12>"»
PRIHTTRBC 11 >"ISP
PRINTSSBWHFS X = 1"

1B FOR V=12 T0 5 STEP-1
PRINT™*-"WF*<V)MF$<V>"— "R(1,V)
NEXT
FOR V=12 TO 3 STEP-1
PRINT"*"WE»<V)MF*<VIMF*<V>" »"R<2,V>;
IF JR<V> THEH PRINT™ IN-J";
PRINT :NEXT :RETURN
REM ** RDRPT VRRIRBLES

NT=NT+1lelF UI>0 THEN HB=-1:Ul=0

FOR HO=1 TO 3-HF$<MO'j=" "mPOKESC+HP<HO>,160:NEXT
IF BO THEN 1270

FOR JO=1 TO 4 :IF JC<J0>=0 THEN 1260
JC<J0>-JC<JO0>-1 :IF JC<JO»0 THEN 1260

NJ=NJ+1 :POKESC+JP <JO>#JF<JO) -POKE CL+JP <J0>,0
NEXT J0:GOTO 1280

DC»DC-1:1F BCOO THEN GOSUB 800

PRINT"*" SPCC99)

IF JfAl THEH JOJC-1mRIHT"*SM«"™ SPCCJO "™ ":IF JC<=0 THEH Jfi=0
IF MO>MM THEH MM=MO

RETURH

REM ** HOT ENOUGH MONEV

HB=-1-GOSUB 800

JR=0:PRIHT"M« (W

PRINT PL* "INSERT OR EHB";

S1*=“1HSERT <I>":S2*=BR* éGOSUB 700

IF IN*="P" THEN 1430

RETURH

REM ** HOLD POSSIBLE

PRINT PL* "INSERT,HOLD,PLRY OR EHB";
Si*=H*+HO*eS2$=H*+HF*<1>+"HT+HF*<2>+"|B "+HF*C3>
GOSUB 700:HO-VRLCIH*>:1F HO=0 OR HO0>3 THEH RETURH
NH=NH+1 :IF HF*CHO>=" " THEH HF*<HO0.")="SH" :60T01510
HF*<HO>=" "

15
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* 1550 GOTO 1510
1599 REM NO HOLD
1608 PRINT PL* "INSERT, PLRY OR END";
1610 SI**"M??2?" :82*="M GOSUB 700
1620 RETURN
1699 REM ** WHAT TO DO WITH WINNINGS?
1700 PRINT PL*;:1F HE THEN 1720
1710 PRINT "HOLD." ™
1720 PRINT"GAMBLEj COLLECT";
1730 GOT01610
1799 REM SPIN GRMBLE WHEELS
1000 FOR WD=1 TO 3: IF HF*CWD)O0"™ ™ THEN 1830
1810 FI»FNR<100>:IF FI<5 THEN V<WD)=FI-8*CJCCFI1>>0>:G0T0O 1830
1020 V<WD>*3-<FI>7>-<FI1>10>-<FI1>13)-CF1>23>-<F1>36>-<F1>49>-<F1>68>-<F1>8
1830 FOR BE=2 TO 500:NEXT:POKE CR+10,175
1840 POKE SC+WPaJD.1, <fI8C<WF*<V<WD>>>fiND63>
1850 PRINTH* "ma»" SPC<WP<WD)-WP<1>) WF*CVCWD>>
1860 POKE CR+10,0
1370 NEXT WD :RETURN
1899 REM ** TRKE CARE OF JOKERS
1900 J=0:FOR WD=1 TO 3 :V*V<WD>
1910 IF V>4 THEN FV=Ve0TO 1950
1920 JW=WD:J-J+1
1930 IF JC<V»0 THEN 1950
1940 PRINT"M™ SPC<JP<V>> ™"a ":JC<V>-20:NJ-NJ-1
1950 NEXT WD:D0O=<NJ=0~I1F DO THEN DC=15;PRINT"SSBiDOUBLE!"
1960 RETURN
1999 REM **. COMPUTE WINNINGS
2000 HV=13:0N J GOTO 2030/2010,2070
2010 IF NOT(JR RND FV>10) THEN HV-FV
2020 GOTO 2070
2030 V<0>=V<3> :VC4)=Va> :IF JR RND V<JU-1>0V< JW+1) THEN 2070
2040 V<0)=15:V<4>=15
2050 IF V<JIW+1»V<JIW-1> THEN HV*V<JW-1>.GOTO 2070
2060 HV*V<JIW+1>
2070 FOR WD=1 TO 3 :HV<WD>=VCWDV IF VCWDX3 THEN HV<WD>=HV
2000 NEXT WD:IF HV<I>0HV<2> OR HV<2>0HV<3> THEN 2100
2090 IF JR<HV<1>> THEN JR“=11JC"13:GOSUB 900
2099 REM #* COMPUTE WINNINGS
2100 FOR WD=1 TO 3-IF HV<WD>«13 THEN WI=WI+1
2110 NEXT WDAIF JR THEN WI«10#WI
2120 NS— <HV<1)*HV<2>)-<HV<2>HV<3>) SWI»UI+R<NS,HVC2>>
2130 IF DO THEN WwI-2*Wl
2140 RETURN
2199 REM #* GRMBLE ROUTINE
2200 DT-1:GVCn-2#WI :QV<2>-0:GV<3)»INT<3#WI/2> :GV<4)»INT<UI/2>
2210 NG“NQ+1:PRINT PL* =~ STOP ";
2220 FOR LI-1 TO 3:PRINT"*" SPC<22*LI1-12> "*« "INEXT
2230 R"R+1 mIF R>4 THEN R-1
2240 PRINT"MS"™ SPC<OP<R>> GVCRVPOKE CR+11,130+10*R:PRINT"KSW ™

37P
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2250
2260
2270
2280
2290
2399
2400
2410
2420
2430
2440
2430
2460
2470
2480
2300
2510
2320
2530
2600
2610
2620
2630
2640
2650
2700
2999
3000
3010
8020
3038
3040
3050

3100
3110
3120
3200
3210
3220
3230

IF IN*0"S™ THEH GET IN*:GOTO 2270

DT«< I+RNDC1) >#DT:FOR DE-1 TO DT :NEXT :IF DT>300 THEN 2280

PRINT"*=*" SPCCGP<R>+1> ™

":GOTO 2230

POKE CR+11,0:FOR LI-1 TO 3 :PRINT"*" SPC(22#LI1-12> =~
GU-GW+GV<R)-WI :WI»GV<R) :RETURN

REM *# END OF GAME
PRINT"a" :POKE CR+15* 27 :POKE

CR+14,0

PRINT"PUT IN: :X-NI:GOSUB 2300
PR INT "GOT BACK X-M0/4 :GOSUB 2300
PRINT"MAX AT ONE TIME;"J :X-MM/4:GOSUB 2500

PRINT"BV GAMBLINGX-GW/4 :GOSUB 2500
PRINT"NR. OF HOLDS: ";HH

PRINT"NR. OF GAMBLES:";NO

PRINT"NR. OF TURNS: "iNT

RETURN

IF X=0 THEN X*=BR*+".000":GOTO 2520
X*=BR*+STR*<INT<X*100V100+.001>

PRINT TAB<13) MID*<X*jLEN<X*>-7,7) :PRINT
RETURN

PRINT"mi IS* SPC< 1 5 2 GOSUB 2700

FOR 1=0 TO 3 :PRINT"HI 3HII ™
FOR WD-1 TO 3: IF HF*(WD>-"
NEXT WD

:GOSUB 2700: NEXT
" THEN POKE SC+WPCUD) 32

FOR 1=0 TO 3:PRINT"IISTIBI"j: GOSUB 2700 :NEXT

RETURN

FOR DE»0 TO 80:NEXT:RETURN
REM *** MAIN PROGRAM

GOSUB 1000:REM SCREEN
GOSUB 1200:REM ADAPT

ON -2#HB- (MO>1>+1 GOSUB 1400.. 1500.. 1400.. 1600
CA=-<IN*="172-2*CIN*="P ">-3*<IN*="E">

ON CA GOTO 3100..3200..4000
GOTO 3020

NI-NI+1:IN=4:GOSUB 600

IF MO>MM THEN MM=MO

GOTO 3020

IN=-2:G0SUB 600
GOSUB2600:G0SUB 1800:REM SP
IF DO THEN 3240

GOSUB 1900:REM JOKERS

IN WHEELS
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3240 GOSUB 2000:REM WINNINGS

3250 IF HF*<1>0" " OR HF$(2><>" " OR HFfC3K>" " THEH 3280
3260 HB=0:LW=UI:IF WI>0 THEH 3300

3270 GOTO3010

3280 HB=~1:IF MI>LW THEN 3300

3290 PRINT "Is®"SPC " VOU LOST " :PQKECR+10 £200 :FOR I=0T02000 :NEXT :POKECR+10.0
G0T03010

3300 PRINT"»"™ SPC<99) "VOU MON"WII

3310 FOR DU-1 TO MI:POKE CR+12, 220 :FOR 1=0 TO 50 :NEXT :POKE CR+12..0
3320 NEXT DU

3330 IF MO0<2 THEN HB—1

3340 IF MI>499 THEN 3400

3350 GOSUB 1700:REM GET INSTRUCTION

3360 CfI=-<IN*="H" RND NOT HB)-2*<IH*-"G" )-3*< IH*»,C”>

3370 OH CR GOTO 3600..3500/3400

3380 GOTO 3340

3400 IN-MI:GOSUB 600:G0T03010

3500 HB— 1:GOSUB 2200 :REM GRMBLE

3510 IF MI>0 THEN 3300

3520 GOTO 3290

3600 M1=0:GOTO 3010

4000 GGSUB2400:REM END

4010 END

RERDV.
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Parrot

PARROT is a very simple competition game. Play it on a rainy day with a friend
(especially after your friend has had a few beers!).
At the start of the game, your computer impertinently asks you:

20



ARE YOU READY PARROT?

Yes, he is calling you a parrot! Press any key and the computer immediately
displays a letter. You must enter the same letter as fast as you can. Since you
copy each letter, you really are a parrot! The game is repeated for about 10
seconds, and then the computer shows your score.

How good are you as a parrot? Have a competition with your friends and
try to win the title of ‘Super-Duper Parrot’. (My record is 19 — | teach
parrots!)

10 REM ##PRRRGT*#

20 print'thmmim*

30 PRINT"«»ISr

40 PRINT"(MM S

50 PRINT"HUMMUS

60 PRINT"rt*»»»ia

70 PRINT"HPniMSPRRROT"

80 R-65;B-26

90 T-TI :€C=1 -"PRINT

100 PRINT "RRE VOU RERDV PRRROT?"

110 GET fi*

120 IF fI*="" THEN 110

130 PRINT

140 X$=CHR$<FI+B*RNB<1)V PRINTX*;

150 GETR*:IFfI*0OX*THEN130

160 IFTI-T>608THEN180

170 C=C+1:60T0140

180 PRINT:PRINT"VOUR SCORE:"C:PRINT"TIME - "INT<CTI-T)/.6>/100"SECONDS"
190 R*="V"eINPUT"MPLRV RGRIN";RFf:1FLEFT$(R*,1>»"V*THENRUN
200 END

RERDV.
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Kentucky Derby

Ladies and gentlemen, they are off! Red Arrow is off to a good start . ..

Blondish Boy is giving his jockey some trouble ... and there’s the famous
Spanish Lady, on the inside track. This is really first class excitement, and
we’ve only just begun! Coming round the first bend . . . Mickey Finn has taken

over the lead, hard-pressed by Speedy Gonzales . . .

The Kentucky Derby is a horse-racing game. There are not as many horses
in our Kentucky Derby as there are in the real race — in fact, there are only
three — but they have to run 10 gruelling laps (with computer horse-racing
anything is possible)! At the start of the game the odds are given for each
horse. Now you can place your bets. As long as you have money you can bet
again and again — these horses never get tired.

After the RUN command we see:

YOU MAY BET NOW
THE ODDS OF THE HORSES ARE
HORSE 1: 10 to 1

HORSE 2: 4 to 1
HORSE 3: 20 to 1

(odds may vary from race to race).

YOU STILL HAVE . . . DOLLARS
YOUR BETON HORSE 1 IS . . .

When you have run out of money, your computer cheekily tells you:

YOU CANNOT SPEND THAT MUCH
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And if you are a little better off:
YOU STILL HAVE . . . DOLLARS

Immediately after you enter all your bets the screen displays the racetrack, with
horses at the starting gates. The odds and bets are displayed in the lower part
of the screen and then you will see:

START???
Press ENTER and they are off!

I put my money on the bobtailed nag
Somebody bet on the bay

58 REM ###KENTUCKY DERBY###

30 GOSUB 1400

200 REM ##MRIN PROGRAM##

220 PRINT ".Ti

230 GOSUB 700

250 GOSUB 1200

260 REM BEEP .5,6

270 VM«<VC1>+V<2J+V(3>V3

283 FOR Q=1 TO 3

230 GOSUB 400

300 NEXT Q

310 REM BEEP .005,-3

320 IF FINISHC3 THEN GOTO 270
330 CREDIT=CREDIT+1<WINHER>*P<WINNER)
340 IF CREDIT>0 THEN GOTO 230

350 PRINT "rir@U ARE RUINED. I HOPE VOU LEARNED YOUR LESSON"
360 END

400 REM *#*MOVE ONE STEP###

410 R*=7P"

420 IF D<Q>=1 THEN RETURN

430 PRINT LEFT*CD*,T(Q)>TABCXCQ?>"
440 IF SCQ)=1 THEN S<Q>=0:G0TO 600
450 X<Q>=XCQ)+V<Q)

460 V<Q>-V(Q>+VUPG#RND <0)#<VM-¥V(Q>>
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470 IF S<0:>=2 THEN TCQ>=T<Q)+1:5S<0>=0:GOTO 600
480 IF <H1<X<8>MWD<X(QXH3>THEN 580
490 IF XCOXXMHX THEN GOTO 600

500 X<Q>»X<Q)+2-XMRX

510 RCQ>=R<Q?+1

520 PRINT LEFT#<B* TCO>>;fil<Q>

530 IF R<OXROUNDS THEH GOTO 600
540 IF WINNER-O THEN WINNER=Q

550 D<Q>»l

560 FINISH-FINISH+1

570 GOTO 680

580 IF XCQXH2 THEN P$="0":8<Q)=1:GOTO 600
590 8<0)«2:T<8>-T<Q>-1'P$="R"

600 PRINT LEFT*<H*, T<0>>; TRB<X<0>>;"fr"
610 RETURN

700 REM *##INITIALIZE HORSES**#

710 P$="P"

720 WINNER-0:FINISH-0

730 FOR K=1 TO 3

740 X<0=3

750 RCK>=0

760 P<K)»aNT<RNDCO>#5)+1)/5

770 V<K>=P<IO#DV+VN

780 TCfO=5#<K-I>+3

790 D<K>=0

800 NEXT K

900 REM *#*MRKE EETS###

910 PT=0

920 FOR 1=1 TO 3

930 P<l)*><Va>-VNVDV

940 PT=PT+P<I>

950 NEXT 1



960

FOR K-1 TO 3

970 P<K)=INT<PT/P<K>)

980 NEXT K

990 PRINT "T1;

1000 PRINT “WH##*#H#####BBE*H*HHH"

1010 PRINT "  VOU MAY BET NOW"

1020 PRINT “a###*####t#H#HIHEHHE"

1030 PRINT

1040 PRINT "THE ODDS OF THE HORSES RRE:"

1050 PRINT

1060 FOR 1=1 TO 3

1070 PRINT "HORSE";I; ": ";Pd>;”>T0 1"

1080 NEXT 1

1090 PRINT

1100 PRINT "VOU STILL HRVE";CREDITS; "DOLLAR"

1110 FOR 1=1 TO 3

1120 PRINT "YOUR BET ON HORSE™";I;"1S:"

1130 INPUT I<I>

1140 RESTORED IT-1d)

1130 IF REST<O THEN PRINT "YOU CRNNOT SPEND THRT MUCH"-GOTO 1120
1160 CREDIT=CREDIT-1d ) :PRINT "W mm«mmX!r'OJ STILL HAVE";CREDIT;
1170 NEXT 1

1180 RETURN

1200 REM #*# PREPARE THE FIELD

1210 PRINT "IT;

1230 PRINT

1240 PRINT "HORSE: 1 2 3"

1250 PRINT "

1260 PRINT "RATE- ";P<1);TAB<12);P<2);TAB<18);P<3)
1270 PRINT "BET  "; IC1):TRBU2);1<2>;TAB<18); 1<3)
1280 PRINT LEFT*<D*,T<1>-3); = "
1290 FOR K=1 TO 3

1300 PRINT LEFT$CD$..TOO );TRBAS) ;X"

1310 PRINT LEFT*<D*,T<K));R<K)

1320 PRINT LEFT*<D* T<K)):TAB<X<K)>; "it"

1330 PRINT LEFT$<D*..T<K)+2);"

1340 NEXT K

1350 INPUT "START?2?2?2?";A$

1360 REM BEEP .3,.2

1370 RETURN

1400 REM *** [INITIALIZE

1410 DIM R(3),Y<3)iX<3),T<3),PC3),1<3),5<3)

1420 VN-23;DV=1:VUPG*“2

1430 ROUNDS=10:XMAX-21

1440 CREDIT=100

1450 XH=18mH1=XH-3:H2=XH-1=H3=XH+1

1460 RETURN

READY.
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Rainbow Square Dance

A two-dimensional cube? Impossible of course, but this game,playedon the
computer screen, is similar in many ways to Rubik’s Cube.

You will see 25 colored squares arranged at random on a5 X5 board. The
rows of squares on the board are numbered like this:

6 7 8 9 O

That is, the horizontal rows are numbered 1to 5 and the vertical rows 6, 7, 8,
9, and 0. When you enter the number of a row, the squares in that row are
moved one position. In a horizontal row the squares move to the right, and in a
vertical row they move downwards. As a square disappears off one end of a
row it reappears at the other end, like this

N AN

in a horizontal row, or this

26



in a vertical row.
The object of all this? You must rearrange the squares to form five hori-
zontal stripes of one color each. Sounds simple . . . but is it?

10 REM **RAINBOW SQUARE DANCE**
20 PRINT"a" :POKE36879." 59

30 BIMAK<5, 5) :FORI=0TO4 READAFi:FORJ=0TO04 :AXC I,J)=AJi:NEXTJ, I
40 DATA28,5,31, 158..30

50 REMRED,WHITE, BLUE.. VELLOW, GREEN

60 GOT0510

100 REM *SCREEN*

110 PRINT"HI r-6——8—9—0—,"

120 FORI=5TO1STEP-1:PRINT"I"SPC<13)"I"

130 A*=RIGHT$<STR*<1),1):PRINTATSPCC15)A$

140 PRINT" I"SPC<15)" I"

150 NEXT :PRINT"'-€—7—8—9—0-""

160 PRINT"M"; wORI1=0TO04 :FORJ=1T03 :PRINT :PRINT" SW" : :FORK-0T04
170 PRINTCHR*(A%ia,K))"™ i BEXTK,J,1

180 RETURN

200 REM *SHIFT*

210 FORI=5TOiSTEP-1 :AKCA, I)-Afi<fl, 1-1) :NEXT

220 AJ<<A, 0)=AX<A, 5) :RETURN

230 FORI=5TO1STEP-1 :AK(1,A)=AX(1-1, A) :NEXT

240 AJi<0, A)=AXC5, A) :RETURN

500 REM *MAIN PROGRAM*

510 GOSUB110 :FORU=0T020:A=INTC5*RNDC 1) ) MN1+2*RNDC 1)GOSUB210, 230: GOSUB 160 MEXTW
520 GETA*:IFA*="Q"THENSYS65234

530 A=VAL<AS):IFA$="0"THENA-10

540 IFA=0THEN550

550 IFA>5THENA=A-6:G0SUB230:60T0570
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560 R=5-fi:00SUB210
570 GOSUB160:Q0T0520

READY.
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Qui Vive

To be ‘on the qui vive’ means to be alert and watchful. This game is called QUI
VIVE because to play it successfully you must always be on the look out for
winning situations. The rules are very simple but the program needed to imple-
ment them is anything but. In fact, it presents quite a challenge to a games
programmer.

QUI VIVE was invented by Eugene de Wolf and is played on a square 5 x 5
board. Each player has five checkers and must try to arrange them into one of
seven symmetrical patterns. These are:

a horizontal line, e.g.

a vertical line, e.g.
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a diagonal, e.g.

a rectangular cross, e.g.

a skew cross, e.g.
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a vertical wing, e.g.

Iy
a horizontal wing, e.g. 0o *
/ \Y

At the start of the game the board is empty and you and the computer take
turns to place checkers on it. The positions on the board are labelled like this:

© 1 2 3 4 5

© 6 7 8 9
© 1 12 13 14 15
© 1 17 18 19 20
© 2o 22 23 24 25

© © © © ©
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To place a checker at any particular position simply enter the appropriate
coordinates: for instance for position 21 enter Al, for position 12, B3, etc.
Your checkers are indicated by o and the computer’s by «

If all ten checkers have been placed on the board and no one has won, the
game continues, with you and the computer taking turns to move checkers to
try and gain a winning position. To move one of your checkers you enter the
coordinates first of its present position and then of the position to which you
wish to move it.

You must keep a look out for chances to make a winning pattern yourself,

at the same time making sure that you are blocking any winning moves by the
computer.

The program is one of the most interesting in this book. It contains a list
of not only all 42 possible winning patterns but also over 100 particularly
strong situations from which a player has a chance of making either one of two
winning patterns. During the game the computer monitors this list in the light
of the situation on the board and assesses what its best move is.

We advise you to play this game on an ordinary checkerboard against one
of your friends before you take on the computer. You will soon see what a
superb game it is.

10 REM*##QUI VIVE***

30 DIM SFC41,4) >50C41)

40 DIM BC107, 1>,DF05,8>

60 DIM CC<4.'1}iBC24),CC24)

70 GOTO 3000

100 REM**COMPUTE POINTS OF BF**

110 Gv“0:P1=0'P2=0:C1=0'C2-0

120 B1=B<BF<NF,0>>:D2=B(DF<NF,1>>

130 IF DI=1 OR B2=I THEN PI=1

140 IF B1-10 OR B2=10 THEN CI=10

150 B1=B<BF <NF,2 >>:D2=B<BF <NF,3 >)

160 IF Bl=I OR B2-1 THEN P2=|

170 IF BI-10 OR D2=10 THEN C2=10

180 O0V=B<DF <NF,4>>+BCBF <NF,5>>+B<BF CNF, 6 >>
190 p=GV+P1+P2+C1+C2

200 IF GV=30 RND <01=0 OR C2=0) THEN P=P~10
210 IF 0V=3 RNDCP1=0 OR P2=0) THEN F-P-I
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220 RETURN

300 REM*#INITIRLIZE SINGLE FIGURES*#
310 FOR 1=0 TO 41-RERD X*

320 FOR J=1 T0 5

330 SF<I1,J-1>=RSC<MID$<X$.J,1>>-65
340 NEXT J,1:RETURN

350 REM WINGS CRVX)

360 BRTR UQMSVJ PLHNT,KGCIO

370 BRTR ROMIE,FLRNJ,KQWSQ

380 DRTR RGMQU." BHNRV, CI0OSW

390 DRTR EIMSV,IIHLRX,CGKQW

400 REM TIMES <X>

410 DRTR RCGKM.® BBHLN, CEIMO

420 DRTR FLHPR.. GIMQS, HINRT

430 DRTR KMQUWZILNRVX:MOSWV

440 REM PLUS <+'>

458 DRTR BFGHLCGHIM mHIJN

460 DRTR GKLMQ,HLMNR, IMHOS

470 DRTR LPQRV,MQRSW,NRSTX

480 REM BIRGONRLS </>

490 DRTR RGMSV." EIMQU

500 REM COLUMNS CD

510 URTR RFKPU mBGLQV _CHMRW

520 DRTR DINSX.1EJOTV

530 REM ROWS

540 DRTR RBCBE,FGHIJ,KLMHO

550 BRTR PQRST =UVWXV

555 REM

560 REM **INIT DOUBLE FIGURES**
570 FOR 1=0 TO 107 STEP 12"RERD X*
580 FOR J=0 TO 11:FOR K=0 TO 1

590 L=2*_J+K+1 :1KI+J,10=RSC<MII)*<X*,L, 1)>-49
600 NEXT K,J,1

610 RETURN

620 DRTR "171:1R1C1E1M101P2>202B2J"
630 DRTR '"393<3=373G474"4=4?4R4G40"
640 DRTR "4P585B5B5J696<6C6E6M7=7R"
650 DRTR "7C717G7P0>8B8B8J9?9E9K :?"
660 DRTR " :fl:E:K:0:PJ>J8;D;J<=<C<I1”~



670 DRTR "=G= 1=0>F>H>J?G?K?P8F0JQL "
680 DRTR "“AGAIAKAMAOAPBHBJBNCICMCPL

690 DRTR "DJDLDNEKEMEOFRFWQSGUHTHW>”

700 DRTR <“1RIXJSIXKTKXLRLVMSMVNTNV"

730 REM

800 REM ##COMPUTE DOUBLE FIGURE FIELDS*#

810 TC=4ITN=0

820 FOR 1=0 TO 4:CCSF.(D<DF,0), 1>)«l :NEXT

830 FOR 1=0 TO 4°SF=SF(D<DF,1),I>

840 IF C<SF)=1 THEN 860

350 DF<NF,TN)=SF @N=TN+1:60TO 870

860 DF(NF..TC>=SF =TC=TC+1 :C<SF>=0

870 NEXT |

880 FOR 1=0 TO 4:.SF=SFCD(DF,0>, I)

830 IF C<SF?=1 THEN DF<NF,TN>-SF:TN-TN+1:C<SF>=0
300 NEXT I:RETURN

1000 REM*#DISPLAY BOARD##

1005 PRINT “M  ABCDEW"

1010 FOR 1=0 TO 4 *PRINT 5-1;-FOR J=0 TO 4

1020 F=1*5+]

1030 IF BCF>»0 THEN PRINT

1040 IF B(F>=1 THEN PRINT "0";

1050 IF B':F)=10 THEN PRINT

1860 NEXT J:PRINT 5-1:NEXT I

1070 PRINT "W  RBCDE*"

1080 RETURN

1100 REM##DETERMINE OWNER OF SF*"S##

1110 OM— I:MM»-1

1120 FOR SF=0 TO 41

1138 P=B<SF<SF,0»+B<SF<SF, 1>>+B<SF<SF, 2) :>+B<SF<SF, 3) >+B<SF<SF,4
1140 IF P=0 OR P=10 OR P=20 OR P=30 THEN SO<SF>=10:60TO 1240
1150 IF P040 THEN 1130

1160 GOSUB 1250

1170 GOSUB 1230

1180 WM=1:SF=41;60TO 1240

1130 IF P>20 OR P<3 OR P=Il OR P=12 THEN SOCSF>=0:6G0TO 1240
1200 SO<SF)-1

1210 IF P=4 AND OM=-1 THEN GOSUB 1250

1220 IF P=14 THEN GOSUB 1230

1230 IF P=5 THEN SF=41

1240 NEXT SF:RETURN

1250 REM##DETERM INE OBLIGATORY MOVE COM:"##

1260 FOR 1=0 TO 4

1270 IF B<SF<SE>I>>=0 THEN OM=SE<SE, I>

1280 NEXT I:RETURN

1230 REM##DETERMINE PINNED CHECKER##

1300 FOR 1=0 TO 4

1310 IF B<SF<SF, 1)>010 THEN 1350

1320 FOR J=0 TO CC-1

1330 IF SF(SF>1>=CC<J .0> THEH CC<J,1>=1
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1340
1350
1360
1400
1410
1420
1430
1440
1450
1460
1470
1480
1490
1500
1510
1520
1530
1540
1550
1560
1570
1580
1590
1600
1610
1800

NEXT J

NEXT 1

RETURN

REM#*DETERMINE OWNER OF DF®S**
NC=0:NP=0:NF=0

FOR 1=0 TO 13
DF<I1,8>—1
DFCI,7>=0

NEXT 1

FOR DF=0 TO 107

01=S0<DCDF,0:0 :02=SO(IKEF, 1>>

IF 01002 OR 01=0 OR 02-0 THEN 1600
GOSUB 800

GOSUB 100

IF F=4 OR P=14 THEN DFCNF,7>=1:GOTO 1540

IF 01=1 OR P<=DFCNF,8> THEN 1600
DFCNF,7>»10

DFCNF, 8>=P

NF=0

FOR 1=0 TO 15

IF DFCI,8»"*DF<NF,8> THEN 1590

IF DFCI1,7)=0 OR DFC1,7J-10 THEN NF=1
NEXT 1

NEXT DF

RETURN

REM##DETERMINE STRFITEGIC VALUE OF MOVE#*



1310 IF WM=1 THEH 1960

1320 MC=0:N2=0

1830 FOR NF=0 TO 15

1840 IF DFCNF,7>=0 THEN 1900

1850 GOSUB 100

1860 IF DFCNF,7>=1 THEN 1890

1870 IF P=MC THEN N2=H2+1

1880 IF P>MC THEN MC=P:N2=1

1890 IF P=4 THEN NF=15

1900 NEXT NF

1910 IF PP=-1 THEN 1960

1920 IF P=4 THEN RETURN

1930 IF HC<riP THEN RETURN

1940 IF MC=MP RND N2<N1 THEH RETURN

1950 IF MC=MP RND N2=N1 RND RNDCOX.5 THEN RETURN

i960 MP-MC:N1=N2

1970 F"P=CP :PT=CT

1980 RETURN

2000 REM#*PLRVER MOVE##

2010 IF PC<5 THEN 2050

2020 PRINT "WHICHCHECKER DO VOU":PRINT "WRNT TO MOVE";
2030 GOSUB 2130 ;F*T-X

2040 IF BCPTKM THEN PRIHT"NOT POSSIBLE" s0TO 2020
2050 PRINT"WHERE DO VOU WRNT TO PUT YOUR™ PRINT "CHECKER",
2060 GOS*UB 2130 :PP-X

2070 IF BCFP><>0 THEH PRINT "HOT POSSIBLE™:GOTO 2050
2030 IF PC-5 THEN BCPT)=0

2090 IF PC<5 THEN PC-PC+1

2100 bcpp:>=i

2110 GOSUB 1000

2120 RETURN

2130 REM##INPUT##

2140 INPUT y$eIF LENCX*>02 THEN 2190

2150 L*=LEFT$CX*, 1) Df=RIGHT*CX*, 1)

2160 IF L*<"R™ OR L»"™E™ OR D*C" 1" OR D*>"5" THEH 2190
2170 X=RSCCL*>-5#VRLCD$>-40

£180 RETURH

2190 PRINT "WRONG INPUT, PRINT"TRY RGRIN :">#0T0 2140
2200 REM##COMPUTER MOVE##

2210 IF CC<5 THEN PT*CCHC=CC+1:G0TO 2270

2220 PRINT "1 TAKE "CHR*C63+PT-INTCPT/5>#5>;3-1HTCPT/5>
2230 BCPT:>=0

2240 FOR CI=0 TO 4

2250 IF CCCCI,0>=PT THEN PT=Cl "CI=*4

2260 NEXT CI

2270 PRINT *1 PUT IT RT “CHR*C65+PP-1HTCPP/5)#5>j5-1HTCPP/5>
2280 BCPP)=10;CCCPT,0 PP

2290 GOSUB 1000

2300 RETURH

3000  REM##MFIIH PROGRAM##
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3010 PRINT "PLEASE WAIT"
3020 GOSUB 300

3030 GOSUB 360

3060 CC=0:PC=0

3070 PP=12:GOTO 3300

3080 FOR 1=0 TO 4 ;CC<1,»1>*0:NEXT
3090 GOSUB 1100

3100 IF P=3 THEN END

3110 IF WM=1 THEN 3130
3120 GOSUB 1400

3130 MP=0:N1=0:PP“=1

3140 BF=0-EF=24

3150 IF OMO-1 THEN BF=OM:EF=0M
3160 FOR CP=BF TO EF

3170 IF B<CPX>0 THEN 3290
3180 IF OMO-1 THEN 3200
3200 BCCP:)=10

3210 IF CC<5 THEN GOSUB 1800:GOTO 3239
3220 FOR CI-0 TO 4

3230 IF CCCCIljl) THEN 3270
3240 CT=CC<CI,0>:BCCT)=0
3250 GOSUB 1800

3260 BCCT)=10

3270 NEXT CI

3280 BCCP)=0

3290 NEXT CP

3300 GOSUB 2200

3310 IF WM-1 THEH END

3320 GOSUB 2000

3330 PRIHT "PLEASE WAIT"
3340 GOTO 3080

READY.



STM

The nature of memory is certainly one of the most interesting topics in psychol-
ogy. To remember something has been defined as ‘to show in present responses
some signs of earlier learned responses.” Why, though, do we remember some
things and forget others? We may recognize someone we haven’t seen in years,
or call to mind a tune having heard only a few notes of it, but find it very
difficult to remember, for instance, a telephone number. There are in fact two
distinct types of memory: short term memory (STM) and long term memory
(LTM). If you want to find out more about this intriguing topic we recommend
that you read Introduction to Psychology by Hilgard & Atkinson.

This game tests your short term memory. Play it with your friends and
family and see who can remember most. You will see this ‘menu’ on the screen:



DO YOU WANT TO PLAY WITH
1. LETTERS?

2. NUMBERS?

3. 0 OR 1 ONLY?

4. OR DO YOU WANT TO STOP?

Now you make your choice by entering 1, 2, 3 or 4. Say you entered 1 to play
with letters. A letter will now appear on the screen but only for a very short
time. You have to enter that letter. The computer will then show you two
letters which you have to enter, then three, and so on. Obviously, as the
number of letters increases, remembering them all becomes more difficult.
What is the longest string of characters you can remember? Can you beat our
record of eight?

1Pl RFM

20 PRINT™330 VOU WANT TO PLAY WITH?”

30 PRINT".HI 1. LETTERS?"

40 PRINT"® 2. NUMBERS?"

50 PRINT"IS 3. 8 RNIi 1 ONLY?"

60 PRINT"W 4. OR DO YOU WANT TO STOP?"

70 GETA$;0ONVRL<R*)G0OT0S0,90, 100,230 :GOTO70

80 R=26:B=S5"G0T0120

90 FI1-10;B-48:6G0T0120

100 fi=2:B=48:60T0120

110 REM #MAIN ROUTINE*

120 C=1 :TT=300 :T=TI :TF|=T

130 FORD=ITOC "B*=CHR$<B+RNDa>*R) :PRINTB$; :R*=R*+B*
140 FORE-OTOTT :NEXT :PRINT™I "; NEXT

150 PRINT"":INPUT"ANSWER";Bt :1FB$=R$THEN220

160 PRINT"WRONG. YOUR SCORE :"STR*(C-1>MRINT" IT HAS- "+Rf
170 PRINT"TIME-"STR$<INT<CTR-TV. 6>/100>" SECONDS"
180 PRINT™PLAY RGRIN <Y/N>?"

190 GETR*:IFR*="V"THEN120

200 IFFI*0”R"THEN 190

210 GOTO020

220 C=C+1:TR=T1:6G0T0130

230 END

READY.
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One To Five

This exasperating game, which we saw first on a CASIO calculator, takes quite
some logical reasoning to solve. It is played on a board with nine positions set

out like this:

1 2 3
4 5 6
7 8 9

A horizontal and a vertical line drawn through any one position will cross five
positions in all. For instance lines drawn through position 4 will also cross

positions 1, 5, 6, and 7.
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The positions on the board are occupied by a random pattern of digits between
0 and 5. If you enter one of the positions (using the key shown on the screen)
the digit on that position, and all the digits on the horizontal and vertical lines
going through that position, are increased by 1 (except 5 which becomes 0). For
instance if we had

2 2 4
1 5 2
1 5 4

and entered 4, the board would change to

3 2 4
2 0O 3
2 5 4

The puzzle is solved when the board looks like this:

0 0O O
0 0O O
0 0O O
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10 REM ##ONE TO FIVE*#

20 PRINT "a«i imm4 M3 W EH

30 PRINT™I
print” i i i

50 PRINT™ I 1 1

60 PRINT" IFt-t 1 >E X cl

70 PRINT" I 1 1

80 PRINT™ 1 1

90 DIMRX(2,2>

100 FORR=0TO010:1=9#RND<1>+m'GOSUB170:NEXTR

110 M=0

120 GETR*=IFR**""THEN120

130 FORI=1TO9!IFR*=MID*<"QWEFISBZXC*M, 1)THEN 160

140 NEXT:GOT0120

130 REM *EXECUTE MOVE*

160 M=M+1"GOSUB170:G0T0120

170 V=INT<<1-1>X3>:X=1-3#V-1

180 R5i<X, Y>«RX<X,Y>-1

190 FORI=0T02

200 RK<X, I>=RK<X, 1)+l

210 Rjici,y>=rx<i,V>+1

220 NEXT

230 T=0:FOR I=0T02 $FORJ=0T02

240 IFRFi< 1jJ>=6THENRX< 1>JJ=0

250 IFRX<1,J>=0THENT=T+1

260 NEXTJ,I

270 PRINT™!IS"; :FORI=0TO2

280 PRINT"M" :FORJ=0T02

290 PRINT">I"RIGHT*<STR*<Rfi<Jj 1>), 1>; NEXTJ.. |

390 IFTOTHENRETURN

310 PRINT:PRINT "WSJTHRT *S GRERT!"

320 PRINT"MIN"M WMOVES"

RERDY.
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Escher

The work of the Dutch graphic artist M.C. Escher (1902-1972), based as it is on
symmetry and mathematical forms, appeals particularly to computer
programmers.

Now with the help of the computer you can produce your own patterns
based on the same principles as those used by Escher.

Consider the following pattern:

It is based on a mosaic in the Alhambra palace in Spain. If you look closely
you can see that all the tiles are the same shape and that they are arranged so
that the ‘inverse video’ of the white tiles shows the same pattern rotated

43



through 90 degrees. Escher studied such patterns and invented a game based on
them. He devised a patterned tile such as

Qf

which he rotated through four positions
Ji

-Nr

and arranged to form a continuous pattern.

J U U U L
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This program does something very similar. After you have filled a ‘basic’
square with symbols the computer rotates and shifts it to fill the screen with
your own ‘Escher’.

At the start of the game the computer asks you to enter the size of your
basic square. If you enter, for instance, 4, your basic square will contain 4 x 4
elements. Now you fill your square, row by row, with the graphic symbols
shown in lines 3000 to 3200 of the listing. When the square is filled the
computer asks for the direction in which you want the squares displayed. You
enter N, S, E, or W to indicate north, south, east, or west. The computer will
ask you for as many directions as it requires.

With this program you will be able to make an almost infinite number of
spectacular patterns! Enter the program and see what you can come up with.

10 REM **ESCHER GAME##

20 MK=20

30 PRINT "3

40 DIM SY<MK, 3>

50 FOR CC=0 TO MK

60 FOR R1=0 TO 3

79 READ SY<CC,RO

80 NEXT

90 NEXT

100 INPUT "ENTER SIZE OF SQUARE"iS
110 SN=INT<21/S>+1

120 DIM DS<SN,SN>,BS<S,S>,RI<S,S>,SC<S#SN,S#SN>
130 PRINT "3";

140 FOR R=0 TO S-1

150 PRINT "ROW";R+1jTAB(7>;

170 INPUT A$

180 FI*=LEFT$<A$+" ",S$>
130 FOR K=0 TO S-I

200 BS<R,K>=ASC":MID*(A*,K+1, 1>>
210 NEXT K

220 NEXT R

230 PRINT

240 PRINT "ENTER DIRECTIONS OF SQUARES (N,S,E,W>"
250 PRINT "EACH ROW"SN"DIRECTIONS™
260 PRINT

270 FOR E=0 TO SN-1

280 PRINT "ROW";B+1;TAB<7)J
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INPUT A*

0 FI$=LEFT*CA*+" ", SN>

FOR fI=0 TO SN-1
IN*=M I»* <FI*,H+1, 1>

USCA, B>=-<<IN*="N">+2*<IN#="E">+3*<IH*="S">+4#<IN*="U" > 1

IF DS<R,B><0 THEN DS(R,B>=8
NEXT R
NEXT E
PRINT
PRINT "“[EVALUATING SCREEN]"
FOR R“0 TO S-1
FOR K=0 TO S-1I
FOR RI=3 TO 0 STEP -1
FOR CC=MK TO 0 STEP -1
IF BSCK,R>«S"V<CC,R1> THEH C2=CC:R2=R1:CC=0R1=0
NEXT
NEXT
BSCK,R>-C2
RKK,R>=R2
NEXT
NEXT
PRINT “{GRAPHICS FOUND]"
FOR R=0 TO S-1I
FOR K=0 TO S-1I
FOR B-0 TO SN-1
FOR A=0 TO SN-1
ON DS<R,B>+1 GOTO 1060, 1070.. 1080, 1090
X=K:Y=R:60TO 1100
XAS-R-1 :Y*K &G0TO 1100
XkS-K-1:Y=S-R-1:60TO 1100
X=R:V=S-K-1
R1°%DS<A,B>+RI<R,K>)AND 3
SC<X+A#S, V+B#S)=SV(BS<R,K) ,R1>

NEXT

REM *BRAW ESCHER*

PRINT "D";

FOR V=0 TO 21

FOR X=0 TO 21

IF SC<X,Y>>253 THEH PRINT "S";=s0TO 2860
PRINT

PRINT CHR*<SC<X,Y>FfiND 255);

HEXT

HEXT

PRIHT "3";

GOTO 2188

DATA 32, 32, 32, 32:REM"
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3010
3020
3030
3040
3050
3060
3070
3080
3090
3100
3110
3120
3130
3140
3150
3160
3170
3180
3190
3200

DATA
DRTR
BRTR
DRTR
DRTR
DRTR
DRTR
DRTR
DRTR
DRTR
DRTR
DRTR
DRTR
DRTR
DATA
DATA
DATA
DATA
DATA
DATA

READY.

165,163,167,164:REM"

212,197,217,210: REM"1

199,196,200,196:REM" I
194,195,221, 192:REM"1
180, 183, 170, 175;REM"I

161,184,182,185:REM"I
161,418,417,162:REM"I
205,206,205,206:REM"\
203,202, 213, 201: REM"-'
189,173,176,174:REM"J
207,208,186,204:REM'T
177,171,178,179’REM"-1
169,223,425,479:REM"r
190,188,172,187:REM"*
209,209,209,209:REM"*
214,214,214,214:REM"X
213,215,215,215:REM"*
219,219,219,219:REM"+
166,422,166,422:REM"»
191,447,191,447:REM"S



Genius at Work

Play this simple game to find out how good you are at thinking mathemat-
ically. In fact, get the whole family to play, and find out which one is the
genius!

The computer displays seven numbers and a larger ‘target’ number. You
must pick two of the numbers and one of the four simple mathematical
functions:

addition +
subtraction -
multiplication x
division -r

The computer will then perform this calculation. For instance, if you entered 7,
18 and +, the computer calculates 7+ 18=25. The numbers 7 and 18 are then
replaced in the initial list by 25. Every time the computer asks you

AGAIN?

you can specify another calculation. Your aim is to end up with a number in
your list which is equal, or at least very close, to the target number. Enter Y
when you have gotten as close as you can. An additional challenge is that you
have to do all this within a fixed time limit.

10 REM *#GENIUS RT WORK**

20 T=0:X*0:R«0

30 DIM D<?>

40 GOTO_160

50 INPUT "OPERATION";F*
FOR N=1 TO LEN<F*3

70 E=FiSC(NIHi*<F* N:>>
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88 IF E=42 OR E=43 OR E=45 OR E=47 THEN 110
90 NEXT

100 GOTO 50

110 A=VAL<MIB$<F$,1jH—1>>

120 B«VAL<MIB$CF* N+1>)

130 TF=MIB*<Ff,N,1)

140 IF VAUFSXMNTCVALCF=*)) THEN 50

150 GOTO 310

1S0 PRINT nmt ;

170 FOR 1=1 TO 7

180 C»INTC10#RNB<0) +0

190 IF INTCA#RNB<0>'>-3 THEN C=INT<4#RNB(0>+1)#25
200 DCD-C

210 NEXT

220 F«INT <<9#RNB<0>+1>*100>

230 PRINT "TRV TO APROACH THIS NUMBER:"JF
240 PRINT

250 PRINT "VOU HRVE GOT THESE NUMBERS"
260 FOR 1=1 TO 7

270 PRINT STR$CB<I)>;

280 NEXT

290 PRINT:PRINT

300 GOTO 50

310 FOR 1=1 TO 7

320 IF DC I>=A THEN 350

330 NEXT 1

340 GOTO 460

350 D<I1>“0

360 FOR 1=1 TO 7

370 IF B<I)=B THEN 400

350 NEXT I

390 GOTO 460

400 GOSUB 600

410 PRINT "BO VOU WRNT TO KEEP": :F"RINT"IT THIS WAV~?
420 2*="":INPUT Zt

430 IF 2*="" THEN 230

446 IF LEFT*<2*,1>«"V" THEN 490

450 GOTO 230

460 PRINT "VOU BON'T HAVE THESE NUMBERS RT ALL, THIS ROUNB GIVES NOTHING"
470 X=0

480 GOTO 510

490 PRINT "VOU HAVE:";B<I>J"ON":F

500 X-5-ABS<F-B<I>>

510 IF X<0 THEN X=0

520 IF X=5 THEN PRINT "WELL BONE"

530 T=T+X

S40 P=R+1

550 PRINT "THIS MAKES™";X;"POINTS"

560 PRINT "VOU NOW HAVE";TJ"POINTS, IN";R;"ROUNDS"
570 INPUT "AGAIN">2$

50



580 IF LEFT*<Z#,1>«"Y" THEN 160
590 END

600 IF T*<="+"THEN DCI>=A+B:RETURN
610 IF T*="-"THEN DC I>=A-B :RETURN
620 IF T*="*" THEN DCI>»A#B

630 IF T*=V" THENDCO-A/B

640 RETURN

READY.



Shark Hunt

For five days now you have been adrift in your boat searching the seven seas.
Suddenly you see a slight ripple on the mirror-like surface of the ocean — there
it is, your quarry, that terror of the deep — the shark. You will be told at the
start of the game how to move your boat. Your echo-sounder will tell you how
close you are to the shark — the nearer you get the higher the note it gives.
Stray too far from the shark and you are told

SORRY; YOU WENT TOO FAR

When you think you are close enough you can take a shot at the shark by
pressing the space bar. If you hit the target you will see the message

THAT'S IT! CONGRATULATIONS!
Unfortunately you only have 200 ergs of energy to use. Moving your boat and

firing your gun both cost energy. If you use up all your energy the computer
tells you
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YOU RAN OUT OF ENERGY

At the end of the game you will be given information on your performance as a
shark hunter.

10 REM**SHARK HUNT#*
20 HIM X*C2>,Y*<2:i,TU<3,8>,C0*<2>

40 $1"3(5875 POKE S1+3, 15

50 B*="§ S"

60 NO-0=TR-0:MR-0

70 FOR RE-0 TO 2

80 REFID X*<RE>, VS<RE>

90 NEXT

100 BRTR L,F,  "",R,B

110 REM TUNE

120 FOR TU-1 TO 3

130 FOR NO-1 TO 8

140 RERD TU<TU,NO>

150 NEXT NO;TU

160 DRTR 228..225..226, 225..228, 229.228, 225
170 DRTR 195,201,207,209,215,219,223,223
180 DRTR 195,191,183,175,163,159,147,135
190 C0*<0>-"SORRV, VOU WENT TOO  FOR"
200 CO*<I)""THAT*S IT! CONGRATULATIONSI"
210 CO*<2)="VOU RAN OUT OF ENERGV’”

230 GOTO 3000

300 REM**BEEP

310 POKE SI,TN

320 FOR T=1 TO TM

330 FOR DL-1 TO 10:NEXT DL

340 NEXT T

360 RETURN

1000 REM*#INITIALIZE

1010 NG-NG+1

1020 SX=INT <70#RND <0 >>-35

1030 SY-INT(70#RND<0))-35

1040 DI=RBS<SX)+RBS(SV>

1050 MD-D1;SD=DI

1060 EN-200;SH-0;HI"0:NS-0

1070 VX—0 VY—9

1080 RETURN

1100 REM**INPUT SPEED

1110 GET K*

1120 VX-4#<<K$="11">-(K*="N" >>

1130 W=4* C<K*="H")-<K$="M" >>
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1915

SH=<K*=<<">

RETURN

REM##COMPUTE DISTANCE ETC

SX=SX-VX

SY-SY-VY

EN=EN+<VX00)+<VYO00 )-1

IF EN<=0 THEN EN-0:GOTO 1460

REM SHARK MOVES AWRY

SX=SX+SGN<SX

SY»SY+SGN<SV

DI-FIBS<SX)+ABS<SY)

IF DKMD THEN MD-DI

IF DI>100 THEN 1460

IF NOT SH THEN 1460

NS-NS+1

EN=INT<EN-_5#DI)

IF EN<=0 THEN EN-0:GOTO 1460
HI=INT<DI#RND<0))<=1

RETURN

REM**QUTPUT

GOSUB 2000 :REM BLANK

PRINT LEFT*<D*i8);TAB<SGN<VX)+12);X*<SGN<VX>+I
PRINT LEFT#<D*,8+SGN<VY>);TRB<12 ;Y*<SGN<YY)+13
IF SH THEN TM-2:TN-255:G0SUB 300:GOTO 1560
TM-1:TN-240-D1:GOSUB 300

PRINT "M™;TAB<7);EN; "Il ";
RETURN

REM#*SCREEN

PRINT "."ENERGY: "EN"ERGS"

PRINT LEFT*<D*,15); "MOVE: USE RRROW KEYS"
PRINT '"SHOOT: PRESS SPRCEBRR™
GOSUB 2000:REM BLANK

PRINT LEFT*<D*j 8).: "DIRECTION:"
INPUT "JO!KRETURN> TO START";FIN*
RETURN

REM#*END OF THIS GAME

PRINT *MQ" ;CO*<CR-1I)

FOR NO-1 TO 8
TN-TLKCA,NO) : TM=10:GOSUB 300
NEXT

POKE S1.0

PRINT "3VOU STARTED AT: ":SD;TABC20);M"

PRINT "NUMBER OF SHOTS:":NS

PRINT "YOU CAME WITHIN:":MD;TRB<20);"M"

IF HI THEN PRINT "YOU HIT IT FROM:":DI;TAB<20);
IF HI THEN RE=50+EN/4+SD/10:60TO 1900
RE-50-D1/2

RE- INT<RE)

IF REMOO" THEN RE=100

IF RE<0 THEN RE=0
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TR=TR+RE
IF RE>MR THEN MR=RE

PRINT "XFEWARDS C0-100V1
PRINT "emmommmoio ol "
PRINT "“NUMBER OF GAMES'".:HG
PRINT "THIS GAME-" ";RE

PRINT "AVERAGE: “JINT<TR/NG)
PRINT "MAXIMUM: »; MR

RETURN

REM#*BLANK SPACES

PRINT LEFT*<D*,7)JTAB<11>;””
PRINT TABan.;"

PRINT TAB(II):"

RETURN

REM##MAIN PROGRAM

GOSUB 1000:REM INITIALIZE
GOSUB 1600:REM SCREEN
GOSUB 1100:REM INPUT

GOSUB 1300:REM COMPUTING
GOSUB 1500:REM OUTPUT
CA=-3# (EN=0J-2*H I- CD 1>100)
IF CA=0 THEH 3030

GOSUB 1800:REM END

PRIHT



3095
3108
3110
3120

FOR 1=1 TO 10:GET K*:NEXT
INPUT "JSRNOTHER QRME" JRN$

IF LEFT*<HN*,15="V" THEN 3010
END

READY.



Shakespearian Shuffle

Shakespeare, one of the world’s greatest writers, and chess, the king of games,
are combined in this unusual puzzle.
Letters are arranged on a chessboard like this:

T B E 0 R
N T T B
E T HAT 1
S T H E Q U
E ST 10 N
W 1L L 1A
S HA KESPE
A R E 16

A chesspiece, the knight, then moves around the board as it would in a normal
game of chess. As it jumps from one square to another, the letters or symbols
on the squares are exchanged. In this way the text on the board is jumbled up.
The computer will ask you

LEVEL?

and you enter the number of moves you want the knight to make. Obviously,
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the higher this number the more mixed up the board becomes.

tas

You will be shown the board after the knight has made his moves. Your
k is to unscramble the text by moving the knight back around the board.

Enter a number between 1 and 8 to move the knight, as shown.

10
20
30
40
50
60
70
80
90
100
110
120
130
140
150
160
170
180
190
200
300
310
320

REM ##SHRKESPEARIAH SHUFFLE**

DIM HX<8),HYC8>,B$<8,8;i,T*<8;>

FOR K=1 TO 8

RERD T*<K>

HEXT

BATFI “TO BEOR", "HOT TO B","E, THAT "
DATA “IS THE Q","UESTIOH. "

DRTR "WILLIAM *,"SHAKESPE","ARE 1603"
FOR X -1 TO8

FOR V=1 TO8

B$(X sV>=MID* (T$ <V>.X, 1>

HEXT:HEXT

FOR K=1 TO 8

READ HX<K>,HV<IO

HEXT K

BRTR -1,-2,1,-2,2,-1.2,1,1.2,-1,2,-2,1,-2..-1
C1*-"T" :C2$~" EST@T

X0 =1:V0=1= XN -1:VN=1

GOTO 1000

REMWRIHT CHARACTER**

PRIHT LEFT#CD* V+I);TnB<2*X)JB*<X,V)j
RETURH
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400

REM**RRHDOM SHUFFLE**
INPUT"3LEVEL"JLV

FOR DU-1 TO LV

HM- IHT<RND(0>*$+1) %0SUE 500
IF XO=XH RND VO=VA THEH 4%n
X0-XH :VO=VYN

NEXT

RETURN

REM**KHIGHT*S MOVE**

XS=HX <NM>:VS=HV<NM )

IF X0+XS<1 OR X0+X$>8 OR VO+YSC1 OR VO+VS>8 THEH RETURH
XH-X0+XS :VN-VO+VS
W*«B*<XN, YN>

B*<XH, YH>-B*<X0;Y0>
B$CX0.V0)=U*

IF NOT DI THEH RETURH
X=X0:V=V0:G0SUB 300
X=XH:V=VH:GOSUB 300
X0-XH:YO-YN

RETURH

REM**SCREEH**

PRIHT"D"

FOR X=1 TO 8

FOR Y-1 TO 8



740 GOSUB 300

750 NEXT

760 NEXT

770 PRINT B*;TRB<8>;"1 2M"

780 PRINT TAB<6>;"8 3n

790 PRINT TABW; "H»"

800 PRINT TfIB<6)i"? ane

810 PRINT TRB(8>;"6 5°*

820 RETURN

900 REM##INPUT MOVE##

910 FOR BE=1 TO 200:NEXT BE

920 PRINT LEFT*<D*,V0+1)iTAB<2#X0);C1*
930 FOR BE=1 TO 200:HEXT BE

940 PRINT LEFT*CM,VO+1>JTRB<2*X0>JC2*
950 GET I*

960 IF I*>«" THEN RETURN

970 GOTO 910

1000 REM MAIN PROGRAM

1010 GOSUB 400:REM RANDOM SHUFFLE
1020 Bl

1030 GOSUB 700«'REM SCREEN

1040 GOSUB 900:REM INPUT MOVE

1050 NM-VRLd*) :1IF NM-0 OR NM=9 THEN 1040
1060 GOSUB 500:REM KNIGHT'S MOVE

1070 GOTO 1040

RERBY.
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Explosion

Most computer versions of EXPLOSION set out the board for two or more
opponents to play on. With this program you are pitted against the computer
itself. Are you up to the challenge?

EXPLOSION is played on a board of 3 x 3 or 4 X 4 squares. The computer
will ask you to enter the size of the board you want.

Each square on the board has a capacity equal to the number of squares
directly adjoining it. This means that corner squares have a capacity of 2

edge squares have a capacity of 3
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and central squares have a capacity of 4.

You and the computer have checkers, of opposite colors, that you place on
the board in turn. You may place a checker on any empty square, or on any
square which already has one or more of your own checkers on it. A square
will ‘explode’ when the number of checkers it carries reaches its capacity. An
exploding square empties, its checkers spreading out, one to each neighboring
square. These checkers will ‘take over’ any opposing checkers on these squares.

As the game progresses the explosions get bigger and bigger. Eventually
the whole board will explode in one color. If it’s your color you’ve won!

10 REM###EXPLOSION###
20 DIM RB<5,5>,SB(5..5>>ST<5j5)

40 GOTO 3000

200 REM*#COPV RE TO SB**
210 FOR X=1 TO SI

220 FOR V-1 TO SI

230 SB<X..V)=RB(X,V>

240 NEXT :NEXT

250 RETURN

300 REM**COPV SB TO RB»*
310 FOR X=1 TO SI

320 FOR V-1 TO SI

330 RB<X,Y>«SB<X,V>

340 NEXT:NEXT

350 RETURN

400 REM**INITIfiLIZE**
410 PRINT "TENTER SIZE OF BOARD"

62



428
430
440
450
460
470
490
500
510
600
610
620
630
640
650
660
670
680
690
700
710
720
730
740
760
770
780
800
810
820
830
840
850
860
870
880
830
900
1000
1010
1020
1030
1040
1050
1060
1070
1080
1090
1100
1110

INPUT "<3 OR 4V;SI
IF SI1<3 OR S1>4 THEN 410

FOR X=1  TO SI

FOR Y=1  TO SI

ST<X,Y 524+ <X=1>+<X=S I>+ (V=1>+ (Y=S t>
NEXT:NEXT

PRINT "DO YOU WRNT TO BEGIN"

INPUT “CY/NVMRN*
CM=<LEFT*<RN*,1>0"Y">

REM#SETUP SCREEN#

PRINT "3<

PRINT ™ \ X"

PRINT ™ AN |

FOR X~1  TO Si: PRINT NEXT: PRINT

FOR V-1 TOSI
IF Y=1 THEN PRINT " V *GOTO 680
PRINT ==
FOR X=1 to SI:PRINT "4----NEXT :PRINT H
FOR 1=1 TO 3
PRINT *
IF 1=2 THEN PRINT STR$<Y)$GOTO 730
PRINT
FOR X=1 TO SI:PRINT ™I  ";:NEXT:PRINT ==I"
NEXT I,V
PRINT
FOR X=1 TO SI:PRINT "J-——-NEXT:PRINT "J*
RETURN
REM##PLRVER MOVE#*
PRINT TSSi
INPUT "YOUR MOVE <X,Y> — X, MY
IF MX<1 OR MX>SI OR MY<l OR MY>SI THEN 810
IF RB<MX,MVX0 THEN 810
GOSUB 200
X=MX:Y=MY:Dl=-1
GOSUB 1000:REM EXPLOSION
IF ET THEN 2200:REM END
GOSUB 300
RETURN
REM**OUTPUT EXPLOSION**
SB<X,Y>=SB<X,Y>+PL
NE=0

IF DI THEN X1=X:YI-Y:GOSUB 1400

XP=0

FOR Y=1 TO SI

FOR X=1 TO SI

IF RBSCSBCX.1 Y>XST(X.-Y> THEN 1160

XP=-1

NE=NE+1

SBCX, Y>=SB(X, Y>-ST<X.. Y)*PL

IF DI THEN X1=X:V1=V:FOR 1=1 TO 999 :NEXT 1:GOSUB
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1120
1130
1140
1158
1160

X1“X ww1=V—1 m0OSUB 1300
X1=X+1:V1=V :GOSUB 1300
X1=X:Y1=Y+1:GOSUB 1300
X1=X-1:Y1=V:GOSUB 1300

NEXT X..Y

ET=<NE>1.5*S1*SI>

IF XP RND NOT ET THEN 1040
RETURN

REM**ROT TO NEIGHBOURS**
SB<XI,VI)“PL*<RB8 <SB<X1,Y1>>+1>

IF IH RNB ST<X1,V1»0 THEN GOSUB 1400

RETURN

REM**PRINT FIELD**

FOR 1=1 TO 500:NEXT |

PRINT LEFTS <DS.-4*V1+1>jTRB<4*X1>j
PRINT 7 L] MIMI TTIMBJ";
IF SB<X1,VI>*0 THEN 1480

IF PL=-1 THEN PRINT "S"

PRINT " :Slicr, :RBS<SB<XWVI)>; "Il
PRINT

RETURN

REM**COMPUTER MOVES**

PRINT DS;"MY MOVE:

BE=1000

FOR TX=1 TO SsI

FOR Tv=1 TO SI

IF RB<TX,TV» 0 THEN 1720

GOsuB 200

X-TX:V=TV:l)I=0

GOSUB 1000:REM OUTPUT EXPLOSION
IF ET THEN MX=TX:MV=TV:GOTO 1800
GOSUB 2000:REM EVALUATION
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1710 IF EH<BE OR <EN=BE AHB RNB<0X.4> THEN BE=ENMX=TX:MV=TV
1720 HEXT:NEXT

1800 REM*ACTUAL MOVE#

1810 GOSUB 200

1820 X=liX :Y“flYy ;DI=—1

1830 PRINT B*;TAB<8>;X;",";VY

1840 GOSUB 1000mREM OUTPUT EXPLOSION

1830 IF ET THEN 2200:REM END

1860 GOSUB 300

1670 RETURN

2000 REM##EVALURTE##

2018 EN«O

2020 FOR X«1 TO SI

2030 FOR Y»1 TO SI

2040 EN«EN+SB<X,Y>

2050 IF -SB<X,V)<ST<XjV>-1 THEH 2110

2060 EN-EN-2

2070 IF SB<X+1j Y>"ST<X+1,V)-1 THEN EH-EH+10
2080 IF SB<X, V+1>ST<X..V+1>-1 THEH EN-EH+10
2090 IF SB<X-1,Y>-ST<X-1,Y>-1 THEH EN-EN+10
2100 IF SB<X,Y-1)=STCX,Y-1J-1 THEH EN=EN+10
2110 NEXT sREXT

2120 RETURN

2200 REM#*ENB*#

2210 PRIHT B* ;™M ETERHAL EXPLOSION"

2220 IF PL=1 THEH PRIHT "YOU";:GOTO 63999
2230 PRINT ™I';

2240 PRINT ™ WON IN"j HT;"™H TURNS"

2250 INPUT "CHIT RETURN)";AH*

2260 END

3000 REM*#MRIH PROGRAM**

3010 GOSUB 400:REM INITIALIZE

3020 IF CM THEH 3040

3030 PL=1:GOSUB 800:REM PLAYER MOVE

3040 PL=-1:GOSUB 1600:REM COMPUTER MOVES
3050 HT=NT+1

3060 GOTO 3030

READY.
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New York, New York

This original and exciting game puts you in a helicopter high over New York,
looking down on the city’s streets. At the moment they are deserted, but soon
traffic will appear, and it’s up to you to keep it moving. You do this by
controlling the city’s traffic lights. When a car (represented by a square)
reaches a red light it will stop. Each traffic light bears a symbol — pressing the
key bearing that symbol changes the light to green and the car will continue on
its journey.

At the beginning of the game you have 100 points. You gain 10 points
every time a car goes through a crossroads, and 25 points for every car that gets
right across the city. However if two cars collide at a crossroads you lose 100
points and the road is temporarily blocked. If you run out of points the game
ends — if not it lasts about five minutes. The more points you get, the better
traffic cop you are!
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10 REM *#HEW YORK, HEW YORK#*
20 TI$="000000":TB=TI:PU=100
30 PRIHT"®? |
40 PRIHT"«Fii

c tB

PRIHTFi*R*R*]
100 PRIHT"«Il WP I
110 PRIHT™
120 PRINT"8
130 PRIHT™
140 PRIHT"
150 PRINTFISFifR*;
160 PRIHT"«2 I'm

170 PRINT" 16 17 18 i9
180 PRINT"-

190 PRIHT" £ 0 o
200 PRIHT" I=m

210 priht"w immmmmmm im

400 RW=40:SCK=7679:C"L=38399

500 DIMX5«FIW>,VFi<HW> RK<RW>,L8<41>, RKC3>,FKC9)

510 FORI=0TO041 :RERBLKCI > :NEXT

520 DRTR23,40,50,55,60,65,90,95,100,105,115,120,125 ,130,201,206,211,216
530 BRTR226,231,236, 271, 276, 28.1, 291, 296, 301, 306, 377 ,382,387,392,402,407,412_ 41
540 DRTR442,447,452,457,467,482

550 FORI=0T041: R=PEEK <LX<I>+8C8> :POKEL»<| >+SCK, ROR128

560 POKELK<I>+CL,2 :HEXT

590 RK<O>ml:RK<l)— 1:fi«<2>-22:RK<3>— 22

600 R=RNB<-TI>:DEFFNR<X >=IHT<RHD<1>*X)

1000 FORI-O0TORW =RK=RK <I >=IFRK=0THEH1099

1018 XK=XK<I YK-YKCI>

1020 IFRKRHDITHEHXK=XK+1:FK=98:00K-226:0K=64 SK=221IFXK>22THEH1200

1030 IFRKRNT)2THENXK=XK-1:FK=226 :00K=38 :0K-64 SK--22:1FXK<1THEN1200

1040 IFRKRNU4THENYK=YK+J:FK=97:00K-225mMK=93 SK=-1:1FYK>22THEH1200

1050 IFRKRHBBTHENVK=YK-1mK=225:00K=97:0K=93 SK=1:1FVKCOTHEN1200

1060 IFRKRND16THEN1100

1070 1FRKRND32THEH1400

1030 IFRKRHD64THEHOK=91 :RK=RK-64 :RK< I>=RK :PU-PU+10

1090 GOTO01300

1099 HEXT:60T02000

1100 IF<PEEK<XK<1)+22#YK<1)+SK+CL>RHD15>02THEHRX<1>=<RKOR32)RHDHOT16 :00Tn 1300
1110 PU=PU-1:G0T01099

1200 PU-PU+25sPH=PH+1>RK<I>=0:PK=-1:00T01330

1300 PK=XK+22*YK :PSK=PEEK<PK+SCK> :1FPSK=FKORPSK=160THENPU=PU-1 :00T01099
1310 R=PEEKCPK+SK+SCK>:1FRO32THEHRK <1>=RKOR 16

1320 IFFSK=00KTHEHFK=160

1325 VK=PEEK<XK<IB+22*YK<I>+SCK> =IFVK=160THEHOK=00K

1327 1FVK=102THENRK ( 1>=0 :RO=R0O+1 MU=PU-100 #0T0 1099
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1330
1400
1410
1420
1430
1440
1450
1460
1500
1510
2000
2010
2020
2100
2110
2120
2130
2140
2200
2210
2300
2310
3000
3010
3020
3030
3040
3050
3060
3070
3030
3090
3100
3105
3110
3120
4000

POKEP K+ SCK, FK P OKEXKCT >+22#V0< [ 14 5CX, 0 KX XCIl >=XKk Vi< )"V =60T01099
Y+ 22#VISs R=PEEK<P K+ SCK> IFR=FKTHEN 1099
I'FR 0O 91THEN1500

VB-0 :FOR.J=0T03;R=2tJ :B=PEEK<PK+SCX+RK<J>)=IFNOT <B=64QRB=93 >THENVB=VBORR

NEXT

B=2tFNR(4> ¢I1F<BRNBVB}=0THENRK< I>=BOR64 «GQT01330
IFVB-15THEN1099

GOT01440

RO=RO+l :RK<I>=0UFRO102THENFXCRF>=PK:RF=RF+1 :PU=PU-200
FX&102;60T01330

IFRK<TL)=*0THEN2100

TL*TL+1:1FTL>RWTHENTL*0

GOTO3000
R=FNRC4>:R?1<TL)=2"TfI:0NR+1G0T02110, 2120.. 2130, 2140
XX<TL>=1:D0T02200

XX<TL>=22:60T02200

VX<TL>=0;6G0T02300

VK<TL>=22:G0T02300
IFFNR<2>*=1THENVX (TL >=3 :60T03000
VK<TL)=19:60T03000

IFFNRC2)-ITHENX«<TL>-4 :GOT03000
XXCTL>=19;6G0T03000

GETRS:IFR*=""THEN3090

FI=RSC(R$:" :IFFI>64RNDR<91THENR“FI-65 :G0T03100
IFR>4?RNDRC58THENR=R-22:60T03100
IFR=43THENR=36:60T03100

IFFI1=92THENR=37:60T03100

IFFfi=64THENR=38:00T03100

IFFfI1=42THENR=39:6G0T03100

IFFfI1=94THENR=40.G0T03100

IFR=61THENR=41:G0T03100

GOT04000

P?i=L«<R) :fI=PEEK<P8+CL > : IF<RRND13>«2THENR-5 :60T03110
R=2

POKEPX+CL,R

GOTO03000

REM P R I NT " R 1 GHT$ < "+STR*CPN) ,4>SPC< 15>RIGHT$< ™

R*<R0>, 4>

4010
4020
4030
4040
4100
4110
4200
5000
9000
9010
9020

HW'RIGHT»<Ti*,2ysr
IFPU<OTHENPU=0
PRINT"iff118"SPC<I>RIGHT$< 1 "+STR$CF"U>,4>
IFPU=0THEN9000
IFFNR <25 )ORFfi (0 )=0THEN4200
POKEFX<0>+S0K,91:FORI=0TO8:FK<I>=FKCl+1> =NEXT :RF=RF-1
IFTI-TB>18E3THEN9000
G0T01000
FORI=0TO3E3:NEXT:PRINT"Saaa PLRV RGRIN ? <V/N)"
GETR$:IFR*="V"THENRUN20
IFR$="N"THEN9040
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3030 GOTD9010
9040 PRIHT"TJVOU HRVE"PU"POINTSM"

READY.



Key

Searching for a key you have lost can be an aggravating experience at the best
of times, but when you have to find it as quickly as possible and, what’s more,
it’s hidden inside a computer the whole thing becomes very exasperating, but
also very challenging.

The computer has stored inside it a string of 20 ones and zeroes.

1010010101 1101010 110

These figures can be shifted cyclically, that is, digits are moved from the
lefthand end to the right. This is done three times and the numbers in each
column added, for instance

rowl-“m0010101110101011001
r0\N2—>OIIIOlOI0110IOIOO[)1
row3 — 0100 10 10 111010101 101

sums-*022 121222230303 11303

This is all kept hidden from you: it is in fact the key you must find.

What you are shown are the three rows of numbers, each shifted again.
For instance if the top row is shifted two positions, the middle row four
positions and the bottom row eight positions you will see

o'°|o'To||o i Too o lo [T

111010 IOlOIOOlO 10

20000 | I2 I 1 11233 10122
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You are not shown the sum of the new columns but the difference for each
column, between this sum and the first ‘hidden’ sum. In the first column, for
instance, the hidden sum was O and the new sum is 2 so you see 2; in the second
column the hidden sum was 2 and so is the new sum so you see 0. You must
now shift the three rows until they are the same as the hidden key, when, of
course, all the differences will be 0. The rows are numbered (the top row is 1,
the middle 2 and the bottom 3) so that if you enter

ROW =2
STEPS =1

the middle row will shift one position to the left.

How few turns will it take you to find the key? It has been done in as few
as 10.



10 REM##KEV#*

20

R*="10100101011101010U0

30 DIM TO, 19}
40 GOTO 1000

100
110
120
130
140
150
160
170
180
130
200
210
300
310
320
330
340
350
360
370
380
400
410
420
430
440
450
500
518
520
530
540
559
560
570
580
590
600
610
620
630
640
650
660
670
680

REM**INITIfITE##

FOR K=0 TO 19

T<0, K>VFIL<MIB$<fl$, K+1,1 >>
T(1,K>=T<0,K>

T <2: K>~T<0.. K>

NEXT K

GOSUB 400

FOR K*0 TO 19

T<3.- K)®T(0NK>+T<1jK)+T<2-K>
NEXT K

GOSUB 400

RETURN

REM*#SHIFT ROW#*

FOR 1=1 TO S

H=T<R,0>

FOR K~0 TO 18
t-r,k>=tcr,k+i >

NEXT K

T.:R, 19>=M

NEXT |

RETURN

REM*#RRNDOM SHIFT**
FOR R*0 TO 2

S~ INT <205KRND <0 >>
GOSuB 300

NEXT R

RETURN

REM*#SCREEN#™*

PRINT :y

FOR R=@ TO 2

PRINT o~

FOR K=9 TO 19

PRINT CHRS$<T <R<K>+48>;
NEXT K

PRINT

NEXT R

PRINT ™ "
F~0

PRINT ™ Lj

FOR K-0 TO 19
D-RBS<T<0, K>=T<L.K>T<2 K>T (3 sK>>
PRINT CHR$<D+48>;

F=F OR n

NEXT K

PRINT

RETURN
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800
810
820
830
840
850
1000
1010
1020
1030
1040
1050
1060
1070
1080
1090
1100

REM** INPUT##
PRIHT

IHPIJT "ROW =";R
IHPIJT "STEPS-"JS
R=R-1
RETURN

REM##MR I N##

GOSUB 100:REM IHIT
HT=0

GOSUB 500:REM SCREEH
IF F=0 THEH 1090
GOSUB 800:REM INPUT
GOSUB 300:REM SHIFT
HT=NT+1

GOTO 1030

PRIHT

PRIHT "DONE [IN"™;NT;"TURHS"

RERDV.



Black Box

Armed only with a laser beam you must discover the whereabouts of a handful
of atoms hidden in a vast black box.

The box consists of 8 x 8 x 8 cubes. Atoms can be hidden in any of the
cubes apart from those in the outer layer. However, there are never more than
five atoms in the box. These atoms will reflect or divert laser beams according
to the following rules:

— a beam which strikes an atom is reflected straight back in the opposite
direction

— a beam which is set to pass through a cube directly adjacent to an atom
will be reflected at right angles

— a beam which is set to pass through a cube diagonally adjacent to an
atom will be reflected in a direction which can be obtained by adding two
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right-angled reflections

The box is numbered like this:
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The computer will ask you to enter PI, P2, and P3, the coordinates of the
position where you want the beam to enter the box. Obviously, this must be on
the surface, so at least one of the coordinates must be 1 or 8. When you have
entered the shot the computer will tell you where the beam has emerged.
Remember that a beam may be reflected by more than one atom. After you
have had a few shots you should be able to work out where the atoms are —
but then how few is ‘a few’?

10 REM **BLACK BOX#*

20 DIM B<9,3,9>

30 GOTO 1000

100 REM##INPUT SHOT##

110 PRINT "PLEASE INPUT SHOT"

120 GOSUB 500:REM INPUT

130 DX»<PX«8>-<PX-1>

140 DV=(PV=8)-<PV=1)

150 DZ»<FZ«8>-<PZ»1>

160 IF DX=0 FIND DV=0 FIND BZ=0 THEN 120
170 RETURN

200 REM*#COMPIJTE RESULT##

210 FOR TX=-1 TO0 1

220 FOR TV—1 T0 1

230 FOR TZz—1 70 1

240 IF B<PX+TX,PV+TV,PZ+TZ><>1 THEN 280
250 BX=DX-TX

268 DY-DY-TV

270 DZ=Bz-Tz

288 NEXT TZ,TV.TX

290 DX-SGNCDX>:DV-SCN<BY>:DZ=SGN<BZ)
300 PX-PX+DX :PY-PY+BY :F*Z=PZ+D2

310 IF <PX»1>+<PX-8>+<PY«I>+<PV-8>+<:PZ»1>+<PZ«8)»0 THEN 210
320 PRINT "RESULT =";PX;PVjPZ

330 RETURN

400 REM**INPUT GUESS##

410 PRINT "PLEASE INPUT GUESS"

420 GOSUB 500:REM INPUT

430 IF BCPX,PV,PZ)*1 THEN PRINT "RIGHT!":GOTO 450
*40 PRINT "WRONG!™

450 RETURN

500 REM##INPUT COORDINOTES##

510 PRINT "ENTER COORDINATES:*

520 INPUT "Pl="_:PX:PX=PX

530 IF PX<1 OR PX>8 THEN 520

540 INPUT 7F"2=" PV :PV=PV
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550

IF PVC1 OR PV>8 THEH 540

360 IHPiJT "P3="JPZ:PZ=P2

570 IF PZ<1 OR PZ>8 THEH 560

550 RETURH

1000 REM*#MRIH PROGRAM**

1010 FOR RT=1 TO0 5

1020 B<6*RHD<0>+1,6*RHB<0>+1,6*RHDCO>+1>=1
10.30 HEXT

1040 GOSUB 100:REM [IHPUT SHOT

1050 GOSUB 200:REM COMPUTE RESULT
1060 PRINT "SHOOT OR GUESS? (S/GV
1070 GET IN*

1080 IF IN$="S" THEH 1040

1090 IF IH$0"G" THEH 1070

1100 GOSUB 400:REM INPUT GUESS
1110 GOTO 1060

READY.
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Treasure Hunt

Have you ever dreamed of going in search of hidden treasure? Of journeying
through wild and hostile countryside, living off the land and sleeping out, until
you reach the remote and forbidding land where your glittering prize is hidden?
If so, this is the game for you.

You will be taken high up into the Rocky Mountains and given a map
which shows where the treasures you seek are hidden, and what they are worth.
To reach them you must make your way along narrow twisting paths — one



false step means certain death — by using the following keys.

0, for one step upwards

K, for one step to the left
for one step to the right

., for one step downwards

You discover the treasures simply by treading on them.

But wait ... it’s not that easy. You didn’t really think it would be that
simple, did you? The treasures you seek are very carefully guarded by some
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extremely vicious and terrifying birds who will attack you if you are not
careful. If they get you in their sights you will be paralyzed with fear. The only
thing you can do to try and stop them is to press the space bar.

If you still feel up to the challenge start your search in the lower left hand
corner of the map. Collect as much treasure as you can and take it away
through the upper right hand exit. This will give you bonus points, and another
chance to journey along the paths, picking up treasure. In fact you can make as
many treasure-seeking trips as you can get away with. Unfortunately each time
you go through you disturb more of those appalling birds, who become increas-
ingly aggressive.

The risks are high, but so are the rewards, so gather up your courage and
off you go!

10 REM##TRERSURE HUNT##
20 SC-7680

30

40 GOTO 1000

100 REM##SCREEH#*

110 PRINT "3",;

130 PRIHT g 3ieiw " 6% 'ft
140 PRINT 185ftm MAmM fiftft
180 print "« mi M _™ft "m
10 print  » mn ftim mm
180 PRINT -ft ftft ft ft M5K* 9#
190 print "»M R3ft wm m m
200 PRINT "ft I WM m ft ft 8ft
210 PRINT "IiftM3 ft m ftm
220 PRINT “ftfftmm1 I*=f3ft M ft
230 PRIHT "1  Iftft » ftm f
240 PRINT “ftffSft ft ft fift ft
250 PRIHT "ftft ft ft ftft7 ft
20 priht "t mMmmmmmmmmm

300 V=14:X=1

310 PL=22#V+X

320 POKE SC+PL 0

330 PRINT B$;P2,NC;

340 RETURN

400 REM##PLfIVER MOVES#H#
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410 T1=408-1NT<30*NC#RND<0>>

420 FOR DU-1 TO T1

430 GET DI~ wlF DI*-"" THEN 510

440 VX-<DI*»"K")-";BI*»" ml>

450 VY*><DI*-"0">-<DI*»". ">

460 NP»22#<V+VY>+CX+VX>

470 PK«PEEK<SC+NP) MF PK032 FIND <PK<49 OR P1037) THEN 510
480 POKE SC+PL,32:X-X+VX;V-V+VVIPL-NP
490 PO-PK-48:IF PO<0O THEN 310

300 P1-P1+P0O:P2-P2+PO:PRINT D*;P2;
310 POKE SC+PL,0 :IF PL-22 THEN DU-T1
320 NEXT DU:IF p1>22#15 THEN 400

330 RETURN

600 REM#*BIRD RTTRCKS##

610 DT«13-3*NC

613 FOR 1-1 TO 10:GET DI*:NEXT

620 BU-22*V+20

630 PK-PEEK<SC+BU>

640 POKE SC+BU,31

630 FOR DE-1 TO DT:NEXT

660 GET DI*

670 IF DI*-" "™ OR PK-0 THEN RETURN
680 POKE SC+BU,PK

690 BU-BU-1

700 GOTO 630

1000 REMWHItIFIIN PROGRAM##

1010 GOSUB 100:REM SCREEN

1020 GOSUB 400:REM MOVE

1030 IF PL<22 THEN NC-NC+1:P2»P2+NC#P1:P1-0:G0TO 1010
1040 00SUB 600:REM BIRD

1030 IF PKOO THEN POKE SC+BU, PK:PI-PI+1:GOTO 1020

REFIDV.
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|.T. — The Adventure of the
Century

In this crazy adventure you will sink into the bowels of the earth and meet a
very strange creature who lives there. His name is, of course, 1.T. which stands
for Intra Terrestrial.

If you have never played an adventure game before don’t worry about the
rules — there aren’t any! You have to work everything out for yourself as you
journey beneath the earth’s surface, performing extraordinary tasks and facing
terrifying dangers as you go. If it all gets too much for you enter HELP and see
what the computer comes up with.

So, type in the game, take out a good insurance policy, give the RUN
command, and off you go!
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60
70
100
110
200
210
220
230
240
250
260
270
280
230
300
310
320
400
410
420
GO
438
432
434
435
436
440
450
460
470
4S50
580
518
520
530
540
550
560
570
580
530
600
610
620
630

REM#*1.T.*#

GOSUB 5000

MV=8 :NR=0 «G0TO 50
GOSUB 200

GOSUB 500

GOSUB 400

IF NW-C6 THEN 40

PRINT "MCOHGRATULATIONS! VOU SUCCEEDED IN KILLING VOURSELFi"

END

REM## INPUT##

HR=0:MV=0

INPUT "WHAT HEXT";C*

FOR 1=1 TO 14

IF LEFT*<M$a>,LEN(C*>>=C* THEN MV=1 :1=14

NEXT 1

IF MV>6 THEN GOTO 310

IF MV=0 THEN PRINT ™I DON®T UNDERSTAND":GOTO 200

NR=R<RM.* MV> :IF HROO THEH 310

PRIHT “THE WAV IS BARRED"

GOTO 200

PRIHT "373

RETURN

REM**QUTPUT**

PRINT "VOU"RE IN *";D$<RM>

IF RM<25 AND<NOT LO OR T<1»0 AND T(I)ORM) THEN PRINT
TO 440

FOR 1=1 TO 12

IF T<I>=RM THEN PRINT "A ";T$CI>" IS HERE"

NEXT 1

"IT"S VERV DARK HERE

IF LO AND RL>120 THEN PRINT "VOUR LAMP HAS EXPIRED ""L0=0
IF LO AND RL>100 THEN PRIHT "VOUR LAMP BATTERIES ARE GETTING EXHAUSTED"

FOR 1=1 TO 6

IF R<RM,1><>0 THEN PRINT "VOU CAN GO "M*<I>
NEXT 1

PRINT TAB(8>i"#*#"

RETURN

REM##OFERATIONS#*

IF HROO THEH RM=NR

TH=0

FOR 1=1 TO 12

IF TCI5-RM THEN TH=1:1=12
NEXT 1

HL=0

FOR 1=1 TO 6

IF H<l.. 1>=RM THEN HL=1 :1=6

NEXT 1

REM#GENERAL OPERATIONS#

IF RM<12 AND RROS THEH GOSUB 4200
RL=RL-LO

REM#PERSOHAL OPERATIONS*
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640 IF MV<7 THEH 660

608 ON MV-6 GOSUB 1000.. 1200.. 1300.. 1400.. 1600.. 1700,1800,190R

660 REMFfCHANDLERS™*

673 ON HL GOSUB 2000..2300..2600,2700,2908,3100

680 RETURH

1000 REM**KILL**

1010 IF HL=0 OR HL>4 THEH PRIHT "TINE IS THE OHLV THIMGVOU CAN KILL HERE":RETIIRN
1020 TP-7:GOSUB 4100

1030 IF P0O=0 THEH PRINT "ATTACK WITH VOUR BARE HANDS? THAT"S SUICIDERETURN
1040 PRIHT "VOU TRV TO KILL THE":PRIHT H*<HL>

1050 PRIHT "VOU STRIKE WITH VOUR SWORD,.";

1055 IF <HL=1 OR HL-2) AHD <H<HL,2>=6 OR H<HL,2>=5> THEH 1070

1060 IF RHD<O0X.5 THEN PRINT " BUT IT MOVESAWAVQUICKLV. ..": GOTO 1090
1070 PRINT ™ AND VOU GIVE IT A TERRIBLE BLOW I"

1080 H<HL,3>-H<HL,3>-1

1090 IF RHD<O».2 THEN 1120

1100 PRINT "THIS IS VOUR CHANCE!! VOU CAN HIT ITAGAIN BEFORE ITRECOVERS, ™
1110 INPUT "DO VOU WANT TO"™;AN*:PRINT "3";

1115 IF AN*="Y"™ THEN PRINT "VOU RAISE VOUR SWORD AGAIN,";:GOTO 1055

1120 IF H<HL,3>>1 THEN RETURN

1130 IF H<HL,3)«1 THEN PRINT "THE VICTIM 1S BADLV WOUNDED" :RETURN

1140 PRINT "VOU KILLED VOUR VICTIM"

5150 HCHL,1)=0;T<HL+8>=RM;HL=0

1160 RETURN

1200 REMifI*HELPH<*

1210 PRINT "~POSSIBLE COMMANDS

1220 "OR 1=1 TO 14:PRINT M*<I>:NEXT

1230 PRINT "MHIT ANV KEV~~

1240" GET in*; IF IN*=""" THEN 1240

1250 PRINT "3";

1260 RETURN

1300 REM**TRKE**

1305 IF <T<1>-0 OR T<1>=RM> AHD LO OR RM>24 THEH 1310

1306 PS:INT ""VOU CAN*T SEE VOUR OWN LINGERS, LET ALONE SOMETHING tgq TF)«E "
1307 RETURN

1310 IF th=0 THEN PRINT "THERE IS NOTHING TO TAKE HERE™ :RETi.IRN

1320 PRINT "J TAKE THE ";t*<th>

1330 P"LP>-TH :LP-LP+1:TCTH)=0:TH=0

1340 RETURN

1400 REM#*DROP*#

1410 IF :.P=1 THEN PRINT"VOU OWN NOTHING U!'":RETURN

1420 JKWH.IT "DROP WHAT ";B*: PRINT "3";

1433 TP-0:FOR I-1 TQ 12

1448 IF D*“LEFT@®<T*<T>71EN(D*>> THEN TP-1:1«12

1450 NEXT 1

.1.40 IF TP-0 then »RIHT "I DON"T UNDERSTAND":RETURN

1470 GOSUB 4100

1480 IF PO-0 THEN PRINT "VOU*RE NOT CARRYING A":PRINT T*<TP>:GOTO 1520
14.90 “*RINT "1 DROP THE ";T*<TP>

1500 TK-P<PO>*T<TH)-RM:LP-LP-1 P<PO>-P<LP>
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PRIHT "DO VOU WRNT TO DROP"
IHPUT "MORE"J GIH*:PRIHT "IT;

IF AHt="V"™ THEH 1420

RETURH

REM**1NVEHTORV**

IF LP=1 THEH PRIHT

PRIHT "VOU RRE CARRYING:"

FOR 1=1 TO LP-1-PRINT T*<P<I>>:HEXT

PRIHT
RETURH
REM**BRNDAGE™**
TP=6;G0SUB 4180

IF PO=0 THEH PRIHT "YOU WON'T
PRINT "™IT DOESH*T LOOK VERY™
PRINT "HOPEFUL.I*LL HEED ALL"
PRIHT "VOU HAVE."

PRIHT "ALL RIGHT, [IT"LL HOLD"
PRIHT "FOR A WHILE."

HW=0:LP=LP-1:P<P0?=P<LP)
RETURN

REM**LRHTERH ON/OFF#*

IF T<1»0 AHD T<DORM THEH PR
IF RLM23 THEH PRINT
LO=NOT LO

PRIHT "THE LAHTERH IS HOW

IF LO THEN PRINT "ON"-RETURH
PRINT "OFF"

RETURN

REM**READ**

TP=4:G0SUB 4100

IF Pu=0 THEH PRIHT "THERE
IF NOT LO AND RM<25 THEH PRIHT
T$=73GDQD HR Z QDBHOD EHQ" :G0S

T$="EHH-JHDR HM SGHR ANNJ. *”:GOSUB

T*="HS RZXR:" :GOSUB 4000
T*="SZJD HMD

"YOU CRH SUFFER"™J5-HW;"MORE":PRIHT

ODKKGHTMC™ :GOSUB
T$="ZMC Z OHMBG HE VGDZS." :GOSUB
T#»"0T8 HS HM Z RZQRDBTD. " :GOSUB

MRNROE THAT":(PRINT

IHT

IS NOTHING HERE":PRIHT

"YOU OWH HOTHIHG AT ALL™:GOTO 1643

"WOUNDS

"WITHOUT A BANDAGE":RETURN

"GET A LAHTERN FIRST":RETURH
"YOUR BATTERIES ARE": PRINT mmFIHISHED":RETURN

"TO READ.RETURH

"IT"S TOO DARK TO READ™:RETURH

UB 4000

4000
4300

4030
4000

2190,2220

PRIHT "THAT®S ALL"

RETURH

REM** 1. T.**

IF TH=3 THEH HO ,2>=3 :T<TH>=0:TH=0
OH H<1,2> GOTO 2030,2060,2090,
PRIHT TABC5);"** [I.T. **"

PRIHT “THE INTRA-TERRESTRIAL"
PRIHT ™IS HERE. HE®S TALKIHO"
PRIHT "URGEHTLV, BUT You"
PRINT "CAN"T UNDERSTAND HIM.":

H<1,2>=2:RETURH
T*»"H.S. FDRSTQDR SGZS GD HR

PRINT

1JDQX  SGHQRSX.
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GOSUB 4000
PRIHT

TS=" H.S. CQHMJR ZR HE GB"™ GOSUB
T$="rinriCBC hs ubgx rzckx.#mGOSUB
T*="ZESI1Q Z VGHKB GD" GOSUB
T*="RSZGSR SZKJHMF ZFZHM.; " GOSUB
T*=?ZMC XNT QBZKHVB XNT"™ GOSUB

T*="BZM TMCBQRSZMC GHL!" GOSUB
Ti=" GB RZXR: OKDZRB FN"™ GOSUB
T*="CNVM EHMC SGB MTKKHSX" GOSUB
T#="RHUR. RNLB BQzYX" GOSUB

T$="0QNEBRRNQ VZMSR SN* GOSUB
Ti="CBRSQNX ZKK KHEB VHSG HS!":6G
T$=" H GZC Z EHFGS VHSG SGB

T*= "0<SNSBBSR HS,RTS MNV H"™ GOSUE

T$="ZL DWGZTRSBC, RN HS*R TO SN XNT SH RZIJB SOB BZQSG!":GOSUB 4000

4000
4800
4000
4000
4000
4000 !PRINT
4000
4000
4000
4000
OSUB 4000
LNMRSBQ
4000
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2170 PRIHT "SUDDENLY 1I1.T.COLLAPSES””
2183 RETURN

2190 PRINT "IT LOOKS LIKE I.T. 1IS"

2195 PRINT "IN A COMA. NOW YOU"LL"

2200 PRINT "HAVE TO DO IT ALL"™

2205 PRINT "ALONE... GOOD LUCK IMPRINT
2210 H<1..25=5: RETURH

2220 PRINT "I1.T. IS HERE.™

2230 PRINT "HE IS IN A COMA":PRINT

2240 RETURN

2300 REM##DRAQON*#

2310 IF TH=8 THEN H<2,2>=5:TCTH>=0:TH=0
2320 ON H<2/2> GOTO 2330,. 2370.. 2400.. 2430.. 2470,. 2520
2330 PRINT "THERE IS AN ENORMOUS"

2335 PRINT "MONSTER HERE. IT°S"

2340 PRINT "EYES ARE ROLLING.™

2350 PRINT ™IT YELLS:"

2355 PRINT "ARE YOU A COOKIE ?2!"

2360 H<2..2>=2:RETURN

2378 PRINT "THE MONSTER YELLS"

2375 PRINT "LOUDER AND LOUDER :Si*

2380 PRINT "ARE VOU A COOKIE?!II"™

2390 H<2..2>=3: RETURN

2400 PRINT "THE MONSTER KEEPS™

2405 PRINT "YELLING.. AND IT GETS"

2410 PRINT "RATHER AGGRESSIVE."

2420 HC2..2J=4 :RETURN

2430 PRINT "THE MONSTER GIVES VvOU"

2435 PRINT "A TERRIBLE BLOW. VOUR"

2440 PRINT "HEAD IS SPINNING."

2450 NW=NW+1

.2460 H(2..2>=3#RND<0>+1:RETURN

2478 PRINT “THE MONSTER SAYS™

2475 PRINT "SURPRISED: COOKIES ?"

2488 PRINT "RND STARTS TO EAT AT>”
2490 PRINT "ONCE. AH ENORMOUS™”
2495 PRINT ™ ' TBONG! I

2497 PRINT "AND IT FALLS ASLEEP."

2500 R(16,6>=1

2510 HC2,.2>=6 :RETURN

2528 PRINT "THE MONSTER IS ASLEEP~~
2530 RETURN

2600 REM##SNAKE##

2610 PRINT "THERE IS A SNEAKY””PRINT "SNAKE HERE."
2628 IF RNIK8X.4 THEN RETURN

2630 IF LP=1 OR RND<8X.5 THEN 2670
2640 RN«INT<<LP-1)#RND<0>> :T<P<RN>)»12+INTa2!»RND(0>>:LP=LP-1 :P<RN>«P<LP>
2650 PRINT "WITH A QUICK MOVE IT":PRINT "SNATCHES SOMETHING, "
2660 PRINT "RND "

2670 PRINT "IT SNEAKS AWAY.™
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2690
£690
2700
2710
2720
2725
2730
2735
2740
2750
2754
2758
2760
2770
2780
2785
2790
2800
2900
2910
2915
2920
2922
2923
2925
2927
2929
2930
2935
2940
2950
2960
2970
2980
2990
3000
3015
3017

3020
3030
3040
3050
3060
3100
3130
3140
3150
3160
3165

He3.. 1>=H(3, 1>+3 :IF H<3,1)>24 THEN H<3,1>=H<3,1)-8

"WRONG

INPUT!I™ TOTO 2910

SUPRINTMUSHROOM CLOuD!™

" PRINT

"VOU DIDN"I SUCCEED.

RETURN
REM#*HELLHOUND**

ON H<4,2) GOTO 2720,2750,2780

PRIHNT THERE IS ft GIANT"

PRIHT "HELLHOUND HERE. I

PRIHT "LOOKS LIKE IT WANTS"

PRINT "VOU FOR DINHER."

H<4,2>=2 RETURN

PRINT "THE HELLHOUND FITTRCKS"

PRINT "VOU FIND BITES  vou"

PRINT "VIOLENTLY. "

NW=NW+1

H<4,2)=3 RETURN

PRIHT "THE HELLHOUND GROWLS"

PRIHT "AHD SEEMS TO PREPARE””

PRIHT "FOR AHOTHER RTTFiCK."
H<4,2)=1+INT<2#RND<0>) RETURH
REM*#BOMB##

PRIHT “THE NULLITV BOMB IS"

PRIHT "HERE. THERE ARE THREE"

PRIHT "WIRES CONHECTING THE"

PRIHT "BOMB RHD THE TIMING-""

PRIHT "MECHAHISM =

PRIHT "ft GREEN OHE <G>"

PRIHT "R VELLOW ONE (V)"

PRINT "R RED ONE <R>"

PRINT "VOU MUST DISCONNECT"

PRINT "TWO TO MRKE IT STOP."

INPUT "WHICH ONE FIRST"JX$

INPUT "RHD SECOND",V*

CB=0 x="YRG" FOR 1=1 TO 3
CB=CB-0X$=MID$<C$,1,1))-<Y$=MID*<C$,1,1>)
NEXT |

IF CB<2 THEH PRIHT "HWRTCH OUT I"1PRINT
IF ASC<X$)#FtSC<V*)=6319 THEH 3030
PRINT *TEHORMOUS EXPLOSIOH

PRINT "VOU TRIED BRFtVELV," PRINT"BUT FtLAS
END

PRINT "3** CONGRFLTIJLFITIOHS **"

PRINT "WVOU SUCCEEDED WHERE"

PRINT "EVERYONE ELSE FAILEDI"

END

REM*#BARBECUE#*

IF T<2)=RM RND T<12>=RM THEN TH=8 TCTH)=RM T<2)=0 T<12>=0 #<6,2)=
ON H<6,2> GOTO 3150,3180,3220

PRINT ™ THERE IS R GIRNT"
PRINT "BRRBECUE HERE, WITH A"
PRINT "LARGE FIRE UNDER IT."
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3170 RETURH

3180 PRINT " AN ENORMOUS FLASH"
3185 PRIHT "LIGHTENS THE PLRCE.."
3187 PRINT "RHD R  PENETRATING"
3190 PRINT "SMELL FILLS VOUR HOSE~
3210 HC6 m)=3 :RETURH

3220 PRIHT "EVERVTHIHG 1S QUIET"
3230 PRIHT "NOW;EVEH THE TERRIBLE"
3240 PRINT "SMELL HRS FREED."

3230 HC6..2)=1:RETURH

4800 REM**DECODE TEXT*"*

4810 TNf "$FOR 11=1 TO LENCT*):C*=MID*CT$,11,1)
4020 IF C*="Z" THEN DM™ A" :60TO 4030
4823 IF C*>="R" RND C*<"Z" THEH C*=CHR*<ASCCC*)+1)
4030 TH*=TN*+C$

4040 NEXT 7IF NOT IN THEH PRINT TN*
4830 RETURH

4100 REM**WHAT 1S CARRIED**

4110 F'0=0:FOR "=1 TO LP-1

4120 IF PCI)=TP THEN PO=1:1-LP-I
4130 NEXT |1

4140 RETURN

4208 REM**P1JZZLE**

4210 RT=RT+1

4220 IF RM=SCRT) THEH RR=RR+1

4230 IF RT<8 THEH RETURH

4240 IF RR=8 THEH 4310

4250 PRIHT "RN ABSOLUTE DARKNESS"
4250 PRINT "COVERS VOU AND  IT"
4263 PRINT "FEELS AS IF SOMETHING"
4278 PRINT "IS LIFTIHO VOU."

4275 PRINT "FOR R MOMENT VOU ARE"
4277 PRINT "UNCONCIOUS.™

4290 RT=1:RR=1:RM=1

4308 RETURN

4310 PRINT "VOU HERR R STRANGE®”
4320 PRINT "SOUND,AS IF SOMETHING"
4330 PRINT "IS BEING PUSHED AWAY."
4340 FOR DL-1 TO 5000:HEXT DL

4500 PRINT "HOW IT HAS STOPPED."
4310 R<2#®=3

4320 RETURH

5000 REM**INITIALIZATION**

3318 PRINT ""MWAIT A MINUTE PLEASE"
3020 DIM R<36,6) ,J}*<36>, I$C 14) MIC6,3)", H*C6) miC 12) , T*<12) ,PC 12),DCS)
3100 REM*COHHECTIONS*

3110 FOR 1=1 TO 36

3120 PCI, 1)-1+1:RCI..2)=1-1 :RCI,3) = I+4:RFl,4)=1-4
5130 HEXT 1

3140 FOR 1=8 TO 24 STEP 12
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3130 FOR J=1 TO 9 STEP 4 :RCI+J+3,1>=0:RCI+,2)=0"'HEXT

3160 FOR J=1 TO 4 :RCI+J+8, 3>=0:RCI-KT, 4)=0 :NEXT

5170 NEXT |

5190 R<1,3>«1<S:R<7,3>-15:R<32, 6>«13:R<13,5>«32=R<33,6>»18:R«8/ 5>-35
5190 FOR 1=1 TO 15 :RERD RM:READ MV :RCRtFsMV)=0 :NEXT

5200 REM*INIT PRRRMETERS*

3210 RM-36 PO=I :LP-1 :RL=0 :LO-0 <RK-0:RT-0:RR=0

5300 REM#FILL RRRRY"S#

5310 IN--mt
5320 FOR 1=1 TO 14:RERD MSCI> NEXT

3330 FOR 1=1 TO 12 sMEAD T* :GOSUB 4000 :TS<I>-TN#:NEXT
5340 FOR 1=1 TO 6 :RERD T$:GOSUB 4000:HSCI>=TNS:NEXT
"330 FOR 1=1 TO 36 :REFID TS*GOSUB 4000 :DSC 1J-TN* NEXT
5360 FOR 1=1 TO 12:RERD TC I>;NEXT

53“0 FOR 1=1 TO 6:RERD HCI,1),H<I,3)=HCI,2>-1:NEXT

3380 FOR 1=1 TO 8:RERD SCINEXT

53S0 IN-O
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3400 RETURN

5500 BfflTA 21, 1,22, 2,22,1,23,2, 18, 1, 19,2, 16,3,20,4, U, 1,12,2,7,1,8,2,7,4,3,3,2,1

5510 DRTR ERST,WEST,NORTH,SOUTH,UP,DOWN,KILL,HELP,TRKE,DROP, INVENTORY,BRNDAGE, LA
NTERN,RERD

5520 DATR KzMSDQI", VODZSOHKD,VZSDQRZBJ, BNNJRNNJ ,KDZEKDS, RZMCZFD, RVNQC, BNNJHD, RNCX
NE H.S.

5525 DATA FHZMS BNQORD,RKHBDC RMZFD,CDZC ONTMC

5530 DRTR M.S.,LNMRSDQ,RMZJD,GDKKONTMC,RZQRDBTD ,RNLR

5540 prTR CURBS E"ZUD,S-BZUD,RDBQDS BNQQHCNQ, BNMSQNK QNNL, N-BZUD, H-BZUD, ROZBD-BZU
D

5545 DATA RKZBJ QNNL, 0-BZUD, D-BZUD, M-BZUD, DLOSHMDRR

5550 DATA RLZKK BZUD,QNBJX BZUD,RLDKKX BZUD,CQZFNM BZUD,RMZJD BZUD,XDKKNV BZUD
5555 DATA RSQDZL AZMJ,RSHMJX OKzZBD,ENNO BZUD,EHMZK BZUD

5560 DATA BNKNQDC BZUD,HBD BZUD<NODM OKZBD,VNNCR,VNNCR,VNNCR,VHNCR,VNNCR,VNNCR
5565 DATA VNNCR,VNNCR,VNNCR,VNNCR,VNNCR

5570 DATA 34,30,28,21,14,15,13,0,0,0,0,0

5530 DRTR 34,2,16,15,17,4,29,2,3,1,25,1

5590 DRTR 1,5,9,10,11,7,6,2

READY.
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The Wolf and the Five Little Goats

A Grimm’s fairy tale? No, an intriguing board game! This game is played on a
checkerboard displayed on the screen. As the game begins, the goats are scat-
tered throughout the lower half of the board and are represented by little
squares containing a number. The wolf stands at the upper left-hand corner of
the board.

Off we go — you are the wolf, and the computer controls the goats. You
win if you eat three goats, and the computer wins if one of the goats eats you.
(These wolf-eating goats are amazing creatures!)

You may start. On the lower part of the screen you see:

YOU MAY ENTER ... MOVES
for example

YOU MAY ENTER 2 MOVES

The number of moves always lies between 1 and 3, and tells you how many
steps you may take during your turn. The wolf — in other words, you — may
move horizontally or vertically, but never diagonally. Each move must be
entered on the cursor keys. If the last move of a series of moves brings you on
a square with a goat, the goat is yours. You may never cross a square that has a
goat on it.

There are 5 goats in all, and they may jump over each other. Goats can
move only in one direction. The number of steps they may move is shown on
the goats themselves, and is always between 1 and 5. For instance, if a goat
bears the number 3 he can move
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3 steps to the left, or
3 steps to the right, or
3 steps forward, or

3 steps backward

He cannot move 1 step forward and 2 steps to the left. If you (the wolf) have
moved to a new position the computer shows

NOW IT'S MY TURN

When it is your turn, the computer shows
YOU MAY ENTER ... MOVES

At the end of the game the computer either tells you
YOU WIN!

or worse
YOU LOSE

10 REM**THE WOLF AND THE 5 LITTLE SORTS#*
20 DIM BC10,10>,R<5>,C<5>,N11<5>

30 C*<0)="W"

40 C*C1>="

60 00TO 2000

1000 REM**DRAW ONE FIELD**

1010 ON CA+2 GOTO 1020,1030,1040
1020 R=RWeC=CWeTX*="WW":G0TO 1070
1030 TX*=C*<R+C AND 1>:GOTO 1070
1040 R=R(GT>"C=C(GT>

1050 TX*="G"+RIGHT*<STR*<NM<GT>>,1>
1060 CA=GT
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1070 PRINT LEFT*<B*,3+R);TOE<2#C-1>;TX*
10S0 B<R,C>=Cfl

1090 RETURH

1100 REM##IHITIRLIZE##

1110 REM DRAW CHECKERBORRB

1120 PRIHT "3";

1130 FOR R-1 TO 10

1140 FOR C=1 TO 10

1150 CR=0:GOSUB 1000

1160 HEXT C,R

1170 REM PLRCE WOLF

1180 RW=1«CW=1:HM=INT<RND<O>#3+1>
1190 Cfl=-1:60SUB 1000

1200 REM PLRCE GORTS

1210 FOR 0T-1 T0 5

1220 R<OT)=INT<RHD<0)*10+0

1230 C<GT>«IHTCRND<O0>#10+1>

1240 NM<GT > 1HT <RHD <0 >#5+1>

1250 IF B<R<GT>/C<GT>><>0 THEH 1220
1260 CFfl«1=GOSUB 1000

1270 HEXT GT

1280 RETURH

1300 REM#*MOVE WOLF##

1310 PRIHT D*;"VOU MRV EHTER"™;NM;"I1l1 MOVES"



1320 FOR DU-1 TO HM

1330 GET MVS:IF Mv*-"" THEN 1330

1350 feD=<MV*="n" AND RW>1)-<MV*="M" RHD RWC10)
1360 CD=<MV*=™I" AND CW>1>-<MV*-"M<““RND CW<10>
1370 TE=B<RU+RD,CW+CD?

1380 IF TE<O OR TE>0 AND DU<NM THEN 1330
1390 NM<TE)=0

1400 SC=SC+SGN<TE>

1410 R-RW:C=CW

1420 CA=0:GOSUB 1000

1430 RW-RW+RD:CW-CW+CD

1440 CA— 1:60SUB 1000

1450 NEXT DU

1460 NM-INT<RND<0)*3+1)

1470 RETURN

1500 REM##COMPUTER MOVE##

1510 PRINT D*;"NOW IT"S MV TURN

1520 REM EVALUATION

1530 MX—400

1540 FOR GT=1 TO 5

1550 IF NM(GT>=0 THEN 1600

1560 CG-CCGT):RG-RCGT>+NM<GT>:60SUB 1800
1570 RG-R<GT>-NM<GT>4GOSUB 1800

1580 RG-R<GT):CG-CCGT>+NM<GT>;GOSUB 1800
1590 CG-C<GT>-NM<GT) :GOSUB 1800

1600 NEXT GT

1610 REM MOVE GOAT

1620 C-C<GB):R-RCGB>

1630 CA-0:G0SUB 1000

1640 RCGB>-RB:C<GB>-CB

1650 NM<GB)=INTCRND<Q)#5+1>

1660 GT-GB

1670 CR-1m0SUB 1000

1680 IF MXC400 THEN RETURN

1690 PRINT D*J™ VOU LOSE

1700 END

1800 REM##STATUS##

1610 IF ABS<R<GT)-RW>+ABS<C<GT>-CW>-NM THEN SQ»200:GOTO 1820
1815 SQ-0

1820 IF RG<1 OR RG>10 OR CG<1 OR CG>10 THEN RETURN
1830 IF B<RG.CG»0 THEN RETURN

1840 DI-FfIBS(RW-RG)+ABS<CW-CG)

1850 IF DI-0 THEN SQ»300>GOTO 1930

1860 IF DI-NM OR DI-NN-2 THEN RETURN
1870 IF DI0S THEN SQ-SQ+35

1880 SQ-S0-40#<<RG-RW>+<CG-CW)>

1890 FOR 0-1 TO 5

1900 SQ-SQ-10#< <RGOR<G> )+<CGOC<G>> >
1910 NEXT

1920 IF SQ+RNDCOXMX THEN 1940
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1930
1940
2000
2010
2020
2030
2040
2030
2060
2070

MX“SQ1GB«GTIRB“RG CB»CG
RETURN

REMW*MRIN PROGRAM*#

GOSUB 1100:REM INITIALIZE
GOSUB 1300:REM MOVE WOLF

IF SC=3 THEN 2060

GOSUB 1500:REM COMPUTER MOVE
GOTO 2020

PRINT V*i ™ VOU WIN !

END

READV.



Road Race

Ladies and gentlemen, the cars are now on the grid waiting for the start of the
most thrilling Grand Prix you are ever likely to see. With the world
championship at stake none of these drivers will be looking for anything other
than first place. The weather is fine and the track is dry so it’s sure to be a very
fast race. Who knows, we may even see the lap record broken. The last minute
checks have been made, the drivers are now revving their engines up to full
power and, as the starter’s flag drops, they’re off . . . !

After you have entered the RUN command, the computer will ask you a
number of questions about how you want to play. It is possible to use a
joystick, but if you don’t have one you can steer from the keyboard using the
keys indicated in lines 140 and 150 of the listing.

Note the instructions that are given in the REM statements. You will have
to POKE certain values before entering the program. Don’t worry if the letters
at the start of some of the words in the program seem peculiar, for instance
NUMBER in line 1030. After you have typed in the program and pressed the
shift and Commodore keys these words will appear correctly.

90 REM ##ROADRACE##

100 REM VOU HEED AT LERST 8KB RRM EXTRA!

110 REM TO LORD THIS PROGRAM TYPE:

120 z:w F"OKE44,34"POKE34#256,0:NEW

130 REM

140 REM LEPT PLAYER USES W..R,S,2

150 REM RIGHT PLAYER USES

160 REM

200 PRINT"3":SC=4096:CL=37888:CR=36864:CH=4096

210 DEFFNC<X)“CTH+16*X

220 01:37154:02:371512Q3:829:04:840

230 #7 -, 95:0::5.789p¢= 18000 REM 4474

0 di mx- >¢.‘c‘>‘.‘,<>‘.‘ el SX<Lowios s v N
310 DIMFT<1:>DT<1?,ROC 1) w71 LT( 1>, 03< 1 #3> ,04< 1, 37
320 CLCO0>=3:CL<1)=2

390 GOT03000

40@ DfiTR3+11.. 13.- 14 -10
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410 DATA4,7,6,S.3
420 DATA3, 12,S.4
436 DATA3, 3,8,
443 DRTR3, 3,3,
450 DATR3,3,3,
460 DRTA3, 3, 3,
470 DATRS8,2,7,10,4,4,5, 12,
1000 PRINT”3" :POKECR+5,194
1010 INPUT'TNE OR TWO PLOVERS";NP:IF NPd OR NP>2THEN 1010

1020 JO=0WIF NP=1 THEN INPUT" W STICK";RN* :J0=»CLEFT*CRN*.1 =

1030 INPUT"/UMBER OF LAPS";NR:IF NR<l THEN 1030

1100 FOR PL=0 TO 1

1110 X0<PL>=100:X<PL)=100:VX<PL>=0

i120 VOCPL>=8+16#PL:V<PL)=VO<PL >:VV<PL >=0

1130 D"<PLJ=0:MT<PL>=1E8:LT <PL >=0:RO<PL >=0

1140 NEXT PL

1150 N=36:NF=0:M1=0

1160 RETURN

1200 PRINT"3";POKECR,9 :POKECR+1,24:POKECR+2,25 :POKECR+3,31 :POKECR+5+204
1210 POKECR+14,40:POKECR+15,125:FORI=10T012:POKECR+1,0:NEXT

1220 FORJ=0TO015: POKEFNC (32>+J, 0 :NEXTJ

1230 FORJ=0TO15:POKEFNC<33>+J, 85« NEXT

1240 FORI=0TO15*33:POKECL+1,14 :NEXT

1250 RESTORE:1=0

1260 READR:IFR=0THEN900

1270 FORI=1TO I+R-1 POKESC+1,33 :NEXT

1280 RERDR:IFR=0THEN1310

1290 FORI=1TOI+R-1:POKESC+I,32 :NEXT

1300 G0T01260

1310 FORI=0T031:RERDR:POKEFNC<34>+1 R :NEXT

1320 POKESC+57,34 :POKECL+57,8

1330 POKE3C+58,35:POKECL+58,8:RETURN

1340 DATR85,,85,85,85,170,85,85,85,85,85,85,85,85,85,85,85

1350 DATRS85,149,101,89,170,89,101,149,85,85,85,85,85,85,85

1400 FOR 1=0 TO 3 <FOR J=0 TO 1:READ Q3CJ, I>,Q4<J, 1> :NEXT J, I

1410 DATA223,2,251,64,239,2,247,64

1420 DRTA251,2,223,32,253,2,191,32

1430 FOR 1=828 TO 839 °RERD X :POKE I,X :NEXT

1440 DRTR169,127,141,32,145,173,33,145,141,72,3,96

1450 TO=TI-"RETURN

1499 REM ** INPUT ACCELERATION ##

1500 IF JO THEN 1600

1510 POKEQ3,03<PL,0>:SVS828:RR=-<<PEEK (Q4 >ANDQ4CPL, 0> >=0)

1520 POKEQ3,03<PL,1>:8VS828:AD=-<<PEEK<Q4 >RNDQ4 CPL,1>>=0)

1530 POKEQ3,Q3<PL,2> =5VS828 :AL— <<PEEK <04 >RNDQ4 <PL ,2>>=0>

1540 POKEQ3,03<PL,3>:5VS828:AU=- <CPEEK <Q4>RNDQ4 <PL ,3>>=0)

1550 RETURN

1600 POKEQL,1271AR--<<PEEK <Q2+1)AND128>«0>

1610 POKEQ1,233 ~mmQ-PEEKCQ2>

1620 AD“%<<QAND8><D>

~
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RL=-<<QRND16>=0>

RU<<<<QRND4>-0>

RETURH

REM #% COMPUTE HEW SPEED & PLRCE #*
VX <PL >=<VX <PL >- 2#RL+2#RR >*FR

VV <PL >- <V ¥<PL >m@*RU+2#AD >#FR
X0<PL>-XCPL) : XCPL)«X<PL)+VX<PL)
VO<PL>-V<PL> :V<PL>=V (PL>+VV<PL>
V=127+SQRCRBS<VX(PL))+RBS<VV<PL)>)*10
FORI-10T012:POKECR+T,V :NEXT
POKECR+13..0

RETURN

X=X <PL> V=V (PL > :XX=XX16mVK=V/16
FI=PEEK<SC+XF1+25%VX>

IFA>35THEN1070

IF AC>32 OR X<O OR V<0 OR X>399 OR V>239 THEN1900
FORI=0TO015 :POKEFNCO-0 + 1 .0 :NEXT
POKESC+XJi+23#V«,N

100



1860
1870
1880
1890
1980
1910
1920
1930
2000
2010
2028
2030
2040
2050
2860
2070
2080
2090
2100
2110
2200
2210
2230
2240
2250
2260
2270
2280
2290
2300
2310
2320
2400
2410
2420
2999
3000
3010
3020
3030
3040
3050

R=N-N=N+1

POKESX<PL>,0

S?i<PL>= INT<:FNC<Fi>+V-16#Vfi)

POKES!*<PL >, <CL<PL>#2t<6-INT<<X-X8#16>/4)Ki2>>:RETURN
dt<plj=int<pes<vx<pl>>t+tres<vv<pl>jo
X<PL>-X0<PL>:VCPL>«VO<PL>:VX<PL>«0:VV<PL)-0
POKECR+13j 150

RETURN

FOR PL=0 TO 1

IFX<PL»100 RHD VCPLX40 RND CQ<PL>=1 THEN CQ<PL>=0:60T02060
IFXCPLX70 RND CQCPL:."=2 THEN CQ<PL>=1
IFV<PL»192 RND CQ<PL>=3 THEN CQ<PL>»2
IFX<PL»300 RND CQ<PLJ=0 THEN CQ<PL>«>3
00702110

T1=TI:RT-T1-TO-LT<PL>

LT<PL:>=T1-TO

IF RT<MTCPL> THEN MTCPL>=RT
RO<PL)=ROCPL>+1:IF ROCPLXNR THEN 2110
NF=NF+1-FTCPL>=T1-TO

NEXT PL-RETURN

PRINT TJ":POKECRj12:POKECR+1,38 :POKECR+2,22:POKECR+3,46 =POKECR+5,194
FOKECR+14,0:POKECR+15,27

PRINT”ZECORD TIME T=RE :G0SUB2400
PRINT"DUMBER OF LAPS:"NR

PRINTTABO3) "IIME:“*

FOR PL=0 TO NP-1

IF NP=2 THEN PRINT" WSXAVER"PL+1

PRINT "MI OTRL :"; :T=FTCPL> D0SUB2400

FRINT "AVERAGE :" :T=LT<PL)/NR:GOSUB2400
PRINT"-ASTEST:"i :T=MT<PL>:00SUB2400

IF MTCPLXRE THEN RE=MTCPL> :PRINT"1iS/~0 \
NEXT PL: RETURN

TO=INT<T/3600) :T1=INT<<T/60-60#T0>#100V100
PRINTTAB< 10) W 0" H:"MID*<STR*< 100+T1>, 3,5)
RETURN

REM MAIN PROGRAM

GOSUB 1000:REM INITIALZATION

GOSUB 1200:REM SCREEN

GOSUB 1400:REM START

FOR PL=0 TO 1

IF PL>NP-1 THEN FOR EE=1 TO 150:NEXT:GOT03090
IF DT<PL»0 THENDT<PL)“DTCPL>-1 s®ORI1=10T012 :POKECR+1I jO :NEXT WOKECR+13, 150:G

0TO 3090

3060
3070
3080
3090
3100
3110
3120

GOSUB 1500 REM INPUT
GOSUB 1700 REM COMPUTING
GOSUB 1800 REM OUTPUT
NEXT PL

GOSUB 2000:REM ADAPT

IF NFCNP THEN 3030
GQ3UB2200:REM END

101



3130 POKE198,0:REM CLERR INPUT BUFFER
3140 INPUT"ANOTHER RRCE <V/N>"JRN*:IF LEFT*CRN*, n ="V" THEN 3000
3150 END

RERDV.
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At the Market

Have you ever wandered through a market and been amazed at the speed with
which the salesmen can add up a list of prices? Play this game with your family
and find out how good a market trader you would make.

You will see pairs of numbers of increasing length which you have to add
up. You will soon find out that this isn’t as easy as it sounds. To see why,
consider the sum

75856
+ 37637

Normally you would add the numbers in the right hand column first, then the
column next to it, and so on. With the computer, however, you must enter the
answer starting with the left hand column. It is this difference that makes the
game so tricky.



How many numbers can you add correctly within the time limit of about
one minute? Can you beat our record of eight?

10 REM **RT THE MARKET**

20 PRIHT "3"

30 DIMA$(10> ««FORI=0TO10:RERDR$a> :NEXT:60T0140

40 DRTATRV AGRIN,THAT®"S BETTER !, PFIPER-BOV, CLERK, RUTO DEALER,PRETTV GOOD
50 DRTRBROKER,OIL MAGNATE,MILLIONAIRE,WORLD-CHAMPION,WORLD-SUPER CHAMPION
60 REM *END*

70 PRINT:PRINT”PLAV ADRIN ? <V/N>"

80 GETR#:IFR*="V"THENRETURN

90 IFR$="N"THENEND

100 GOT080

110 REM *RRNDOM NUMBER*

120 X*="7"FORB=1TOR:X$=X$+RIGHT$<STRE<INT<RND<1>*9+1>>, 1> :NEXT:RETURN
130 REM *MRIN ROUTINE*

140 T»TI:R»1:TT=T

150 GOSUB120:RS=X$

160 GOSUB120:B$=X$

170 PRIHT;PRINTR*:PRINTBS+"™ +"

180 FORB»OTOfLiP kK INT " NEXT PRINT ™" =INPUT "ANSWER"  D#

190 D»VRL<A*>+VRL<B*>:1FD=VRL <D$ >THEH220

200 PRINT™FALSE, 1T WRS:"STR*<D>

210 fI=A-1:60T0240

220 TT-TI:IFTT-T>3600THEN240

230 A=fl1+1:G0T0150

240 PRINT"VOUR SCORE:"STR$(R>:1FA>10THEHR=10

250 PRINT"S?R*<A> :PRINT"TIME;"STR$<INT<<TT-TV.6V100>" SECONDS"

260 GOSUB70:G0T0140

RERDV.
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Fallout

At the start of this simple but absorbing game you will see eight horizontal bars
with gaps in them. Above the bars are eight checkers which can fall through the
gaps. In this example

© ® ® © © ® ©
«a@ - — — —

checker 2 has already fallen into a gap. The object of the game is to get all
eight checkers through the bars. You can do this by moving the bars to line up
the gaps for the checkers to fall through.

To move a particular bar enter a command of the form

BDS
where

Bis the number of the bar (the bars are numbered from 1 at the top to 8 at
the bottom)
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D is the direction you wish to move it (L for left, R for right) and
S is the number of steps the bar has to be shifted.
For instance

3R12

moves bar 3, 12 steps to the right. This might sound like a very simple game
but when you actually start playing it you will find that it provides quite a stiff
test of your ability to think logically.

10 REM ##FALLGUT##

20 DIM H<16,8>

30 PRINT "3";

40 REM ** FILL WITH EARS

50 FOR X=0 TO 16

60 FOR V-1 TO 8

70 HCXjV)-1

80 NEXT V,X

90 REM ## 4 RANDOM HOLES

100 FOR V-1 TO 8

110 FOR B-1 TO 4

120 X-IHT<RHD<0>#16+1>

130 HCXjV>=0

140 NEXT B,V

130 REM ## PUT 1-8 OH TOP

160 FOR B-1 TO 8

170 H(2#B-1,0}=B+100

180 HEXT B

190 GOSUB 610:REM #* DRAW

200 GOSUB 910°*REM *# MOD1FV

210 GOSUB 610:REM ## DRAW

300 REM ### GET COMMAND

310 IHPLIT Z*

320 V-VAL<LEFT*<Z*, 1>>

330 IF V<1 OR V>8 THEN 310:REM ** wipe
340 D*-MIDE(Z*/2,1>

330 DX=VAL<MID*<Z*,3>>

360 IF DX-0 THEN 510:REM ** WIPE

370 IF D*0"L"™ AHD D*0"R"™ THEN 510: REM ** WIPE
380 IF D$-"L" THEN GOSUB 1110:REM ** SHIFT LEFT
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390
400
410
420
430
440
500
310
320
330
340
530
560
370
600
610
620
630
640
630
660
670
680
690
700
710

IF D*»"R" THEN GOSUB 1210:REM ** SHIFT RIGHT
BR“BR+1

GOSUB 910:REM ** MODIFV

GOSUB 610:REM ** DRAW

IF SC>*36 THEN END:REM ** WHEN ALL CHECKERSARE DOWN
IF DX>1 THEN DX»DX-1:GOTO 380:REM #* REPEATDX TIMES
REM *#* WIPE

PRINT MaKKMSSWBT

FOR V-10 TO 21

PRINT ™

NEXT V

PRINT "

PRINT  “XXSXIXXfIXItM"

GOTO 310 "REM ## GET COMMAND

REM #** DRAW

PRINT

FOR VI-0 TO 8

REM # PRINT BARNUMBER <OR DON®"T>

IF VI-0 THEN PRINT ™

IF vi>0 THEN PRINT STR$<VI>;"> «i

FOR X=0 TO 16

Z»H<X,V1>

GOSUB 810:REM *« PRINT ELEMENT

NEXT X

PRINT

NEXT VI
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720 PRINT ™ SCORE™;SC;™ TURN"IiER
730 RETURN

800 REM PRINT ELEMENT

810 IF 2=0 THEN PRINT " »;

820 IF 2=1 THEN PRIHT "SLB";

830 IF 2>100 THEN PRINT CHR$<2-52>;
840 RETURN

900 REM *## MODIFV

910 FOR VI-8 TO O STEP -1:REM * SEfIRCH FROM BOTTOM TO TOP
920 FOR X=0 TO 16

930 TV»V1

940 IF HCX,VIX100 THEN 1020

950 IF TV>=8 THEN 1060:REM ** RERCHEDBOTTOM
960 IF HCX,TV+1X>0 THEN 1020: REM##BLOCKED
970 REM *# SHIFT CHIP DOWN

980 HCX,TV+1>»HCX,TV:>

990 HCX,TV)=0

1000 TV-TV+1

1010 GOTO 950: REM ** CONTINUE TO SHIFT
1020 NEXT X

1030 NEXT VI

1040 RETURN

1050 REM RERCHED BOTTOM

1060 SC-SC+H<X,TV>-100

1070 HCX, TV>"=0

1000 GOTO 1020

1100 REM *** SHIFT BRR LEFT

1110 TM«HCOjV>

1120 FOR X-0 TO 15

1130 H<X,V>H<X+1,Y>

1140 NEXT X

1150 HC16,V)-TM

1160 RETURN

1200 REM SHIFT BAR RIGHT

1210 TM»HC16,V>

1220 FOR X-16 TO 1 STEP -1

1230 HCX,V>«HCX-1,V>

1240 NEXT X

1250 HCO,V>TM

1260 RETURN

RERDV.
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Ship's Attack

First, let’s describe this game as realistically as possible. In the lower half of the
screen is a shape like this:

Little squares fall down from the top of the screen. You must move the shape
using the cursor controls and the shift key to stop the squares hitting it. If that
sounds dull what about this . . .

You are captain of one of the finest spaceships in the universe. As you
cruise majestically through the Milky Way you can’t help feeling proud of the
magnificent vessel under your command. Then just as you are nearing base and
the end of your voyage is in sight, disaster strikes —

A FLYING SAUCER ATTACK!

How can you escape these unfriendly invaders from across the universe? Why
not try your

SUPER ATOMIC ESCAPE MOTOR?

The more flying saucers you avoid, the more points you get. That sounds
better, doesn’t it? Anyway, the game is fast, simple and great fun to play, and
that is all that matters.
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10
20
30
40
50
60
70
80

REM**# SHIPS ATTACK ***

S*»" Sra" "

M*-* KSIS S"

INPUT "n.EVEL (1-3)";LE

PRINT "Vi :PL=10

PO-PO+1

REM*#0ENERATE SAUCER**
SA»2§§9+PL-22*INT<4#RND<0)+5-LE>+3-6#RND<0>

90 OET

100
110
120
130
140
130
160
170
100
190
200
210
220
230
240
230
260

PL-PL+<A*-"11" AND PL>0)-(A*="(I" AND PL<18>
REIHMMOVE SHIP AND SAUCER**
PRINT "B";TAB<10*22-1+PL> JS$
PRINT "M";tab<sa>;m*
STI"SR+22:1F SA<10#22+PL THEN 90
PRINT "l

IF SA>10#22+4+PL THEN 60
REM##EXPLOSION**

FOR DU=1 TO 13

POKE 36076,16-DU

POKE 36879, 11+16#INT<16*RND<0>>
POKE 36677,128+INTC20#RND<0>>
FOR T-1 TO 100:NEXT T

NEXT DU

POKE 36876,0

POKE 36879,27

PRINT "WOU HAVE",PO-1; "POINTS™

READV.
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Mini Mancala

MINI MANCALA is based on an old Arabian game. It is played by moving stones
between cups. There are four cups: A and B are the computer’s, and C and D
are yours. At the start of the game there are two stones in each cup.

A (computer) B (computer)

C (you) D (you)

In turn, the players take the stones from one of their own cups and distribute
them counterclockwise to the other three cups. For instance you might choose
to move the stones from cup D like this:
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C (you) D (you)

After this move cup D is empty. In fact, there will always be at least one empty
cup, because during each move stones cannot be put back into the cup from
which they were taken.

To win the game you must get all the stones into your own cups.

On the computer, the cups are represented by squares with numbers on
them indicating the number of stones they contain. You can choose the level of
difficulty you prefer, 1, 2, or 3 (1 being the easiest), and who has the first
move. The computer will ask which of your squares you wish to move the
stones from and will tell you what its own move is. The position of the stones
on the board is displayed after each move.

You may be surprised that this complicated game can be described in such
a short program. The diagram shows all the possible moves, and is an excellent
example of how a strategic game can be represented schematically.
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110
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
400
410
420
430
440
450
460
470
500
510
520
530
540
550
560
570
5S0
530
600
700
710
720
730

REM **MINI-MRNCRLFI**

DIM BO>,SU0>

DEF FNSP<X>«136+44#<X RND 2>+6*<X RKD 1>
FOR 1=0 TO 3

B<1>=2

SERB SU(I?

NEXT

BRTR 2,0,3,1

00TOM000* JIG
REM**BRRW SCREEN#*
PRINT*TBS MINI-MRNCRLFI"
PRINT

PRINT" R™SPC<13>"B™
PRINT™ -

PRINT™
PRINT™
PRINT™
PRINT™
PRINT™
PRINT™
PRINT™
PRINT™

1
1 2

[

i 2 2
1
-

PRINT””C"SPC<13>"D"
RETURN

REM**INPUT MOVE™**

PRINT B4"MOVE STONES FROM CUP ™
PRINT E#"<C,B>";

INPUT S$

IF S§*="" THEN 420
S=-2*Cs*“*'C">-3*<S$="D">
IF S=0 OR B0O>«0 THEH 410
RETURN

REM**COMPUTERS TURN**
PRINT B*“ROW IT"S MV TURN
FOR BE=1 TO 500 $NEXT BE

IF LEO AND RND<O>*LE<. 6 THEN S=INT<RNB<0}#2} :GOTO 560

Q=B<2>+10*CB<1)+10*B<0>>
S=1

IF Q=143 OR Q=134 OR Q=611 OR 0116 THEN S=0 /
IF BO>=0 THEN S=I-S

PRINT IIf"1 MOVE STONES FROM

PRINT E$"CUP "MIESC"RB",S+1,1>

RETURN

REM**SPRERB COUNTER CLOCKWISE**

B=S

FOR C=1 TO B<S>

FOR BE=1 TO 400 :NEXT HE
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740 D«SUCD>

750 IF D=S THEN 740

760 B(S)=B<S>-1

770 PRINT "M"SPC<FNSPCS>.>JB<S>

780 BCD>»B<D:>+1

790 PRINT ,M"SPC<FNSP<B))iB<D>

800 NEXT C

810 RETURN

1000 REM**MAIN PROGRAM##

1010 GOSUB 200:REM DRAW SCREEN

1020 PRINT D*“EEVEL

1030 INPUT LE

1040 IF LE<1 OR LE>3 THEN 1020

1050 PRINT D*"DO VOU BEGIN <V/NV\;

1060 INPUT RN*

1070 IF RN$="N" THEN 1120

1080 IF RNFfO V" THEN 1050

1090 GOSUB 400-REM INPUT MOVE

1100 GOSUB 700:REM SPREAD COUNTER CLOCKWISE
1110 IF B<3>=8 THEN PRINT B*"VOU WIN! ":G0TO 1160
1120 GOSUB 500:REM COMPUTERS TURN

1130 GOSUB 700:REM SPREAD COUNTER CLOCKWISE
1140 IF B<0>-8 THEN PRINT D$"I1 WIN! ““GOTO 1160
1150 GOTO 1030

1160 END

READY.
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Stop It!

Although this is only a short program it gives rise to a fast and exciting game.
The screen looks like this

The square on the left has a letter on it. When it moves across the screen you
must try and stop it, using the space bar, in the region bearing the same letter.

At the start of the game the computer requests a level of difficulty (1 is
easiest, 2 is harder, and 3 is the most difficult) and asks how many times you
want to play. You will be shown your score at the end, for instance

0 HITS OUT OF 10

Never mind, better luck next time!
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10 REM**STOP IT**
20 PRINT ".T

40 INPUT “DIFFICULTY <1-3)":DI

50 DT=10-3*DI

60 INPUT "NUMBER DF TURNS™";NT

70 PRINT "3"

80 FOR RO=0 TO 15

90 PRIHT TFIB<13)"1 ill"

100 HEXT RO

110 PRINT "3" ;TRE<14);"fl E C D"

120 TU=TU+1

130 CO=INT<RND<0)*4+1)

140 BU*=MID*<"RBCD",CO, 1)

150 RO=2* INT<RHD<0)*7+1)

160 PRINT “»";LEFT$<D*,RO0+1>;

170 PRINT " “%BU*;

180 FOR DE=1 TO DT*9:NEXT

190 PRIHT ™I II';

200 OET fi*

210 IF POS<0X21 FIND 0*="" THEN 170
220 IF P0S<8)012+2*C0 OR P0S<0)=22 THEN OET DUT GOTO 250
230 HI=HI+1

240 PRINT "M";HI

250 IF TU>-NT THEH PRIHT "3";HI; "HITS OUT OF"STUEND
260 FOR 0=1 TO 500:NEXT

£70 GOTO 120

READY.
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BABA

A thema con variatone is a tune that, although it is based on one that has been
heard before, has its own mood and identity. This game could be considered as
a thema con variatone as it has some similarities with another game in this
book, but presents its own unique challenge to the solver.

You will see 16 fields filled with a random arrangement of As and Bs e.qg.

B A B A
A A A B
A B A B
B B A B

When you enter one of the fields (using the key shown on the screen) all the
letters on the horizontal and vertical rows through that field will be altered so
that all the As become Bs and vice versa. Your aim is to end up with a screen
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which looks like this:

10 REM**THE SWEDISH POPSONG**
£0 DIM B<4,4>

30 REM**INITIALIZE##

40 FOR R=1 TO 4

50 FOR C=1 TO 4

60 BCR* C}=INT<2#RND<0>-1)

70 NEXT C..R

80 PRINT "3"J

1000 REM#*DRRU SCREEN*#
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1010 print ~WM";TFIB<6:>; "1234"
1020 FOR R=1 TO 4

1030 PRINT

1040 PRINT TFIB<3>;STR*<Rit1 "
1050 FOR C=1 TO 4

1060 IF B<R,C:> THEN PRINT "B™;:GOTO 1080
1070 PRINT "FT;

1080 NEXT C,R

1100 REM**GET MOVE**

1110 PRINT-PRINT

1120 [INPUT "ROW =";R

1130 IF R<1 OR R>4 THEN 1120
1140 FOR C=1 TO 4

1150 B<R,C)=NOT BCR,C>

1160 NEXT

1170 INPUT "COLUMNZ=™;C

1180 IF C<1 OR 04 THEN 1170
1190 BCR,C)=NOT BCR..O

1200 FOR R-1 TO 4

1210 BCR..0=NOT B<R,C>

1220 NEXT

1230 GOTO 1000

REBUY.
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Vowels and Consonants

This competition game can be played by the whole family. Unlike most other
computer games, it does not involve numbers or arithmetic. At the start of the
game enter the number of players, and then take turns to play.

The computer will give you seven letters: when it asks you

V OR C?

enter V for a vowel or C for a consonant. When you have your seven letters the
computer challenges you to make as long a word as possible out of them, using
each letter once only. There is a time limit, shown on a clock on the screen. It
is amazing how addictive a simple game like this can become. Try it and see!

10 REM#VOWELS FIND CONSONANTSH##

20 PRINT "Ti

30 INPUT "NUMBER OF PLAYERS" ;NP

40 IF NP<1 THEN 20

30 DIM PO<NP>C*<?>WO0O*<20:>

60 00TO 1000

100 REM##CHOOSE CHARACTERSH#

110 LE*-""

120 PRINT "WTURN OF PLAYER";PL

130 PRINT "V OR C?"

140 FOR DU-1 TO 7

150 OET IN*

160 IF IN*0"V"™ AND IN*0"C"™ THEN 130
170 IF IN*-"V" THEN CH**"AEIOU"

100 IF IN*“"C" THEN CH*«''BCDFOHJKLMNPQRSTVWXYZ"
190 C*"MID*<CH*, RND<0>#LEN<CH*)+1,1)
200 LE*-LE#+C#

210 PRINT CX

220 NEXT DU

230 RETURN

300 REM#INPUT WORD##

310 LE=0

320 PRINT "JOTIME IN SECONDS:*

330 FOR TM-43 TO 0 STEP -1

340 PRINT "WKKDfffiM ";7IF TMC10 THEN PRINT ™ '
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343
330
360
370
373
380
390
400
410
420
300
310
320
330
340
530
360
370
380
390

610
620
630
640
1000
1010
1020
1030
1040
1030
1060

PRINT TM

FOR DE-1 TO 48

OET IN*

IF <IN*OCHR*<20> OR LE«0> FIND <IN*C"A"™ OR IN*>"Z"> THEN
IF LE>6 AND IN*OCHR*<20> THEN 410
PRINT "WDmatKK0J";TAB<LE+1 >i IN*

IF IN*-CHR*C20> THEN LE=LE-1 s80TO 410
LE-LE+1:WO* CLE >» IN*

NEXT DE..TM

RETURN

REM##COMPUTE POINTS##

FOR C-1 TO 7

c*<o -mid*<le*,c ,n

NEXT

FOR CO-1 TO LE

FOR C-1 TO 7

IF WO*<CO0>-C*<C> THEN C*<C>="":00T0 580
NEXT C :00TO 600

NEXT CO

PO(PL?=PO<PL}+LE

FOR P-1 TO NP
PRINT"PLAYER™iPi":“5PO<P>i "POINTS"
NEXT P

RETURN

REM##MAIN PROGRAM##

FOR PL-1 TO NP

00SUB 100 BRREM CHOOSE CHARACTERS
PRINT"TJIAKE A WORD OUT OF THESES!™ :PRINT TAB<6>;LE*
GOSUB 308-REM INPUT WORD

GOSUB 500:REM COMPUTE POINTS

NEXT PL
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1070 GOTO 1010
1080 END

READY .



Astrology

This program is based on a study made by the Dutch physicist and astrologer
Dr. Ir. J. Van Slooten. He was a research worker at Philips laboratories who
spent all his free time on astrology. He developed a theory that the phase of the
moon at the time of birth was a very important astrological influence on a
person’s character. After studying the lives of hundreds of people he con-
cluded, © . . . that the moon phase forecasts the extent to which the spiritual
and emotional life, especially with respect to a person’s social environment, will
develop and furthermore the role he or she will play in our society . . .’

The diagram shows the cycle of the moon’s phases. As there are three phases,
waxing, full, and waning, so three types of person can be defined.

Individualists: born in the waxing moon phase, they have waxing energy. They
like to work on their own, have strong wills, and are not discouraged by
physical discomfort.

Socialists: born in the full moon phase, they like to live in communities. Key
words for these people are ‘compare’, ‘choose’ and ‘combine’.
Cooperation is a dominant factor but there is also rivalry and envy.

Conservatives: born in the waning moon phase, they know that the light de-
creases but will return again. They are careful and sure of themselves, and
like to have everything under control.

These three types can be further subdivided to give twelve categories in all:
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Pioneers are searchers, always ahead of the crowd. Their strength of purpose
can sometimes make them appear stubborn.

4- 6

Coordinators like to be with other people, but feel that they are ‘more equal’
than their companions. They are romantic and strongly attracted to family

O

Realists look at the world in a very down-to-earth manner. They like to think
that everything can be explained in purely physical terms.

N\
5

Spiritualists are rather ‘other worldly’ characters. Philosophical in outlook,
they are seekers after the unknown.

<£’>

Artists transform material in a creative manner. They can produce works of
art, new products, or anything that did not exist before.

D
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Apostles are not themselves creative but spread the ideas of others to the world
at large.

Helpers take on responsibilities for their fellows that might otherwise be ig-
nored. They are helpful and caring to others.

Leaders also assume responsibilities but in this case for directing the lives and

actions of others. They look forward where most people would prefer to
look back.

Knights are fearless adventurers, always searching for new things to explore.
Idealistic in outlook, they have a strong sense of honor.

A
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Arbiters like to preside over the actions of others. They do not prejudge issues,
but when they reach a decision they expect it to be obeyed.

Revolutionaries are dissatisfied with the world as it is. They tend to look on the
bad side of things, and have a desire to change the world.

*

Prophets consider the world ‘from above’ bringing to bear the wisdom of the
past. They may not always be listened to, of course.

O

The program will tell you the phase of the moon on the day you were born.
From this you can discover the secrets of your character!
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10 REM##MOONPHASE ASTROLOGY##

20 GOTO 1000

100 REM##INPUT DATE##

110 PRINT "mOONPHASEMM™

120 INPUT "DAY DD ";HD

130 INPUT "MONTH MM ";M

140 INPUT "YEAR YYYY";V

150 IP M<3 THEN M=M+12:Y-Y-1

160 RETURN

200 REM##CALCULATION##

210 T» INT<365.25#Y)+1INT (30. 6#<M+1 +DD-694038
220 T-T/36525

230 LA“350.737486+1236#T#360

240 LA-LA+307#T+6#T/60

250 Lfi-LA+51.18#T/3600-5.17#T*T/3600
260 LA-LA-INT(LA"360)#360

270 LA«INTCLA+.5>

280 RETURN

300 REM##DISPLAY RESULT##

310 PRINT "MIWOONPHASE®"LA"DEGREESMS"
320 RETURN

1000 REM##MAIN PROGRAM##

1010 GOSUB 100:REM INPUT DATE

1020 00SUB 200:REM CALCULATION

1030 00SUB 300<"REM DISPLAY RESULT
1040 PRINT "PRESS ANY KEY"

1050 GET A$¢IF A*-"" THEN 1050

1060 00TO 1010

READY .
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Does your brain get enough exercise? Are your wits as sharp, or your
reactions as quick, as they should be? Tone up the muscles of your
mind with this enthralling collection of arcade and action games,
puzzles, brainteasers and competitions for your microcomputer.

Battle with GALACTIC MONSTERS and ZOMBIES IN THE SWAMP,
compete in a thrilling ROAD RACE, defend yourself against a SHIP'S
ATTACK, and set out on a nerve-jangling SHARK HUNT.

Ifyou survive all that you can gamble at LAS VEGAS A GO GO
and the KENTUCKY DERBY, plumb the mysteries of the BLACK BOX,
and stretch your mind with intriguing board games like ONE TO FIVE,
SHAKESPEARIAN SHUFFLE, and MINI MANCALA. Then,test your
intellectual capabilities with VOWELS AND CONSONANTS,
KEYBOARD MEMORY, and AT THE MARKET. Will you turn out to be
a GENIUS AT WORK?

By now you'll be razor sharp and ready for anything, which isjust
as well because you are not even halfway through yeti There's even
more excitement, skill and fun for you, your family, and friends. So test
your reflexes and mental prowess on this extraordinary obstacle course.

What are you waiting for ... on your marks, get set ... GO!
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