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INTRODUCTION

This book is the first containing programs written principally by
MrJohn Alishaw, a dedicated Dragon User. All the programs
makeexcellent use of the machine’s capabilities. | have enjoyed
editingthis book and am proud to bethefirsttointroducethis
new programmer to the industry.

NICKHAMPSHIRE



GOMOKO
DESCRIPTION

In this game the computer takes on the guise of a wise oriental and
offers us the ancient game of GO or Gomoko. The game involves
two opponents attempting to createvertical, horizontal or diagonal
patterns of five counters in a row. The board has 10 vertical and 10
horizontal intersectinglinestoforma grid.

Each player takes it in turn to position a counter over an
intersection on the grid, battling to be the first to create a line of five
consecutive counters.

The player will find that the wise oriental (the computer) will take
along time—40 seconds —to complete his move after calculating all
the possible moves. It is possible to win, the player will find it very
difficult to do so but will gain a tremendous amount of enjoyment
when he does win.

RUNNING THE PROGRAM

After typing RUN the computer will display the playing board and
will make its first move. It will then ask for the player’s. The column
number must first be entered and then the row letter required. The
computer’scounteris a ‘#’ character and the player'sisa’@’.



PROGRAMSTRUCTURE

The lines ofinterestin this program are as follows:

70-190 Main program loop.

240-280 Producecomputer’sfirstmove.

320-480 Inputplayer's move and check for legality.

490-830 Main routine to determine and display computer’s
move which takes into account the calculations worked
outin the subroutine 840 below.

840-1470 Stores player’'s move with respect to all the surrounding
counters and spaces. Checks to see whether the player
haswon.

1850-1950 Display the board of play.

2010-2080 Input foranothergo.



16 REM GOMOKOD
20 REM faxiidiiioibitiieriiiin s
20 REM
49 DIM YNA:
S0 GOSUB1&50
668 GOIUB248
78 GOzUBIZO
29 GOSUE1436
99 PRINTR448," FLEASE LET ME THIME FA WHILE®
COSUES4E
i PRINT@3453
IF WMAMCZ =13 THEM WIH=Z2:GOTOL1Ee
GOSLE43G
IF WML Dr=14 THEM WIM=1 GOTO1E0
GOTOVA
FLAY " O4¥31LZBF"
IF WIN=1 THEMFRIMT®
PRINTR4DZ, "VOL) WIN";
L0TOZB19
REM
FEM PRODUCE COMFUTER® S
FEM FIFRST MOV
FEM

F1

2o HFCZ0, WD E, 29, 40, B0G 16, 185, DB 2D

"D WIN"S GOTORe18

MU,
) =RHDY 2
FF=1023+324R 141

B POKEPF .23

RETLIRH

REWM

EEM IHPUT YOUR MOYE
FEM

PRIMTE44D: FRIMT R

LR MOVE



INPUTR$

PRINTR4€E3, "AND "

INPUTCS

IF C$="" OR R#="" THEN320
R=VAL(RS$ »: C=ASCY{ C¥ )-€4
IFABS(R-5.%5)4=4.3 AND ABSIC-5.5){=4.5 THEN4a&
PRINTR11,"TRY AGAIN":GOTD440
P=1098+32%R+C

D=PEEK(P)

IFD=110 THEN470

PRINTES, "SPACE OCCUFIED"
GOSUE1990

PRINT®S

GOTO320

POKEP, €4

RETURN

FORA=1TOZ2

IF VMAXCA 414 THENSZO
GOSUB17€0

RETURN

NEXTH

FORA=1TOZ2

IF VMAXCA D16 THEWSZ9

IF A=2 AND “MAXCZ 3412 AND WMAXC 1 D=3 THENSZG
GOSUE13550

RETURN

NEXTA

FOR A=1TOZ

IF VMAXCAXKS THEME4S
GOSLE1559

FETURN

MEXTA

PMAX=0
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550
570

NT=8
FOR R1=1TD1B
FOR C —1TDIQ

IF P=PMAX THENTSE

HT=8
PHMAY=P
NT=MHT+1
FMOCHT d>=R1
CMCNT >=C1
NEXTC1
HEXTR1
PH=RHMD: HT »
PF=1093+32RMF
POKEPF .95
FETURM

W=0

FOR IL=1TDZ
YMAXCIL 5=
HFCIL »=8
HEWT IL

FL=1

RU=€

cL=1

cU=10

F=32
GOSUEL1140
RL=1

RU=10

CL=1

BCHEF
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980 CU=6

990 F=1

1000 GOSUB1140

1010 RL=1

1020 RU=6€

1230 CL=1

1040 CU=€

1950 F=33

1060 GOSUE1140

1879 RL=1

1980 RU=6

1990 CL=9

11060 CU=10

1110 F=31

1120 GOSLEL1140

1136 RETURM

1140 FOR R=RL TO RU

1150 S=1092+32%R

1160 FOR C=CL TO CU

1170 S5=35+C

1180 FOR I=0 TO 4

1150 CD=5S+F%k1

1200 D=PEEK( CL

1210 5110 THEW L 1300 GOTO1260
12z -3 11=CC TP=99 3% ~35
1238 o TP=9: G0TO1498
1248
1258
1260
1279
1238 4 ¥ 0:G0TO1368
1299 IF “W=YMAKC 113 THEML 326




cl

1 TD 18
170 18

Ta=1 TO HECAD
S R TN
WD F, T d
THEM1 =
TP 1R
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17as

1216

1220

1718 P CHT
POKELEC PM 5. 95

w1 THEM1T 40

FETURM
GOSUESSR
RETI
FOR iy
TF W, 1.
Pbliiy, 1.
HEWMT
POYEF. 23
FETUREM

REM

REM LISFLAY

3 REN

IF
PRINTTRECHH
HEXT

W IH=8

6 THEH1T7ZE

EBOARL

2 iCHEFC 1910
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STRIMGE

FEM

FEM TIME LELAY
FEM

FOR TO=1 TO 1o0o- HEXTTD
2 FETURH

FOR: TD=1 T Tuagd HEST
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PLANET RULER
DESCRIPTION

The player controls the operation of a mining planet. Initially there
are 100 resident workers, each man capable of controlling 10 mines
simultaneously. Executive decisions concerning production and
workforce welfare are made by the player. Interplanetary sorties by
Gajons and assassination attempts by starving miners combine to
sabotage production. Power obviously corrupts, and winning
involves fieeing to another planet when sufficient lucre has been
gathered atthe expense of the workforce.
A simple programconsisting mainly of text.

RUNNING THE PROGRAM

After typing RUN, the program displays the annual report and
questions.

PROGRAM STRUCTURE

Thelinesofinterest inthisprogram are as follows:

170-420  Annual report.

440790  Number of mines to build and sell.

810-940  Amount of stock to feed the workers.

1020-1290 Number of mines to be worked.

1300-1390 Updates of stock and population.

1320-1350 Determines Gajon attack.

1400-1800 Determines whether player is warned of rebellion,
assassinated or wins.
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1+ TRINT

PRINT"AMMUAL CONTROLLER’S8 REPORT FOR"
PRINT"VEARR "H

PRINT

FRINT"SIR, DURIMNG THE LAST YEAR:-"

PRIMTL: :
FRINT" AMD"
F'F’IH " CAME T RATTH.YS
THEH-’:C‘E}

S DIED FROM STARYATION";

FF’IHI
FRIMT"THE GAJOMS ATTACKED AMD HALLF OF THE FEOPLE ARE DERD"
PRINT

FEINTYTHE FOPULATION
FRIMT : FRIMT FRIMT"F

HOW" 5 P
C TO COMTIMUE"
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330 IF INKEY$4>"C" THEM330

349 CLS:PRIMT:PRIMT:PRIMT

350 PRIMT"THERE ARE";L;"MINE SHAFTS"

360 PRIMT

370 PRINT"THE MIMES PROGUCED";M; "TOMNES"

330 PRIMNT"OF MINMERALZ AT";C,"TONMES-MIME BUT";
490 FRINT"THE GAJOHS PIRATED";K; "TOMMES"

499 PRIMT"LEAYING"; $; "TOMMES IN STORAGE"

410 PRINT

420 PRIMT:PRIMNT: FRINT"FF
430 IFINKEV$C"C" THEM430

440 CLS

458 PRIMT"THERE ARE"; % "TUMMES OF"
460 PRIMT"MIMERALS IH STOCE"
C=RMHDY 185

S5 TO COMTIMUE"

9 PRIMT"IT CURREMTLY CO:
PRIMTV; "TOHNES"

B FRIMT"TO OPEM 1 MIME"
1 PRIMT

FRIMT"HOW taHyY MINES DO YO WANT To"
& IMPUT"BUILD THIS F
H=IHTCRBSCH S
IF #m=E THEM
IF v THEHESG
PRIMT"THERE Iz CHLY FHUUuH 00K 70"
@ FPRIMT"BUY HHTL 1AL FOR




81

658 FOR T=1T01560: NEXT

660 CLS

570 PRIMT"RAITH CURREMTLY HAS"
€80 PRIMTL;"MINE SHAFTS"

1599 PRINT
700 FRINT"HOW MHH\ MINEZ FRE “vOU WILLINHG"
710 IHFUT"TD i ¥

7?20 K=

IF #“<L THEMWTZ®
PRINT"COMTROLLE! SO OMLY HRWE"
PRIMT"MIMES. TRY SELLIMG Ft FEW L
GOTO700

L=l-
S=S+KA
FOR T=1TO1%508 HEWNT
CLS

PRIMT"THERE ARE",
36 PRIMT"MIMERALS IM
PRINT

FRIMT"HOW MUCH STOCE WILL WvouU SELL T
IMPUT"FEED THE WORK FORCE M.F
F=INTCRRSCF 20

IF Fi=3 THEMSSH

PRINT

PRIMT"SUCH GEMERDSITY
FRINT"THERE RRE OHL.
PRIMT"OF MIHERFLS IH ¢

J

ITOHHES OF
e

MMAHGER BT
" TOHHE
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THEH1G19

22 LTI - HERT

F‘ CIMT EAITH M5 L "MIMNE SHAF T
3 PRINT
PRIMT"HOL

AN MIMES WILL EE"

5]

5] El
13180 PRIMTIMAGIMATIVE THIMKING SIR BUT"
1118 PRIMT"WE OHLY HAWE":L: "MIHE SHAFTS"
1528 PRIMT
1136 GO
1.4
1158
1168 OCE, HFZ TO BE"
LiTE RZE EDUIP MENT FOR"
i rFIHT"E.f' ¥ I HRYE EHOUGH" :
i FRIMT"STOCE TO OPERATE"; S#2, "MIMES”

FRINT
FRINT"COMMFMDER. OHE HORKER CFH"
PRIMNT"OHLY SLP 1 MIHESL WE CAM"
T THTY QML HE FIMUM OF " 1EER
PRIMT"MIHES OPERATIHG AT FRESEMT."
PEIMT




0C

GOTO1855
C=RMDYE D
M=GC

T

THEH12EG

"
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GOTOLSTE

1 CLs

AFE HUMHGR:S fH0

LIk

S UHELL DO
HAWVE GUHE T FHOTHER
COLOHTENTS OF THE!

TOHHEZZ. "

@ FOR T=1TOw30 HLAT

PLANET"
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PIANO
DESCRIPTION

This program allows the DRAGON keyboard to be used as a piano
keyboard. The program has a range of almost five octaves. Sharps
are produced by hitting the space bar before pressing a key to
sound the note.

The keys being used are:
Z-<Firstor bottom octave.
A-L Second octave.
Q-1 Third octave.
18 Fourth octave and fifth or top octave.

To switch between the fourth and fifth octaves on the top row of
keys hit the ENTER key.

RUNNING THE PROGRAM

After typing RUN use the DRAGON keyboard as a piano and play
some music.

PROGRAM STRUCTURE

The lines of interest in the program are as follows:

80 Checks for sharps.

90 Checks to see if top row of keys requires a change of
octave.
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100-420

460-470
510-520
560-570
610-630

670-680

Checks key pressed, gives its appropriate note and
makesitasharpifrequired.

Plays note in firstoctave.

Plays note in second octave.

Plays note in third octave.

If variable B, set by line 90, s even then play note in
fourth octave.

Plays note in fifth octave.
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LUTD4ED
GUTO4EE
GOTOAEG

GOTOS16
LOTODS18

A= G0TOS16
+IFA=1 THEMWB$="C#":

GOTOSEE
COTOS6E

LUTOSES
(LOTOSES

A=0 - GOTOSEE

SOTOGEE : EL

GOTOS16:

GOTOS1G-
GOTOS1a:
CGOTOS1G:

LOTOSEE

CCOTOSE

ELZES1O
ELZES1O

ELZEDIR
ELZET1R
ELZESLR

ELZESER
ELSESEH
ELZEDEH

ELoEurB

SEGOTO4E0



SC

jiels)
GBE
510
520
528
540

THEH
THEM
THEH
THEH
THEH
THEH
THEH
THEH
THEH

BN R GDTOS 18

GOTOED
REM
FEM 13T OQCTFVE

REM

PLAY"D1"+E+

GOTOEE

FEM

FEM ZHD DCTAVE

REM

PLIF 02" +B#

GUTOED

REM

FEM R0 OCTAVE

REM

PLAY" D3 +ER

GOTDEE

FEM

FEM 4TH DCTAVE

FEM

IFB- 27 IMTL B2 s THEMETS
B:=0: PLA'" 04" +B¥
GOTOES

FEM

GOTOELO:ELSESLD
FGOTOE16:ELSESLO
‘LGOTDELG:ELSEE1R

FGOTOE 18 ELSESLD
CGOTOS18:ELSESLO
= GOTOE1A ELSESLS

C" IFA=ITHEHES = "C#" : A=0  GOTOS7E : ELSEST



92

€30 REM STH OCTRVE
€60 REM

€70 PLAY"03"+B%
€80 GOTOER
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3D GRAPH
DESCRIPTION

Building on the routines for plotting two dimensional functions, it
can be relatively easy to design a program for plotting in three
dimensions. This program plots a 3D graph defined by the function
in line 130. It can therefore be used to plot other three dimensional
graphs by simply changing this function to the required one. For
examplechange line 130to read:

DEF FNA(Z)=90*EXP(—Z*2/600)

and compare the resulting graph with the first.

RUNNING THE PROGRAM

After typing RUN the computer will begin to display the graph in its
highest resolution. The screen will flash to indicate that the graph
has been completely drawn. The graph will then remain on the
screenuntilany key is pressed.
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PROGRAM STRUCTURE

Below is a listing of the more interesting lines that make up the

program:
130 Function ofthe graph.

170-400  Actual plotting routineofgraph.

290 Ifpointtobe setis outofsight do notplot.

380 Check to see whether a point on the left hand side of the

graph has been plotted. If this is so then plot a
symmetrical point on the right hand side.
440-490 Flashscreenoncethe graph hasbeen plotted.
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160 REM 3D GRAPH IN HIRES

20 REM frxiidikiiiivioiiyioiy

30 REM

4@ REM

50 REM HIRES MODE 8 SCREEM

6@ REM

70 PMODE4,1

S0 COLORG.S PCLS

29 SCREEN1.1

186 REM

118 REM FUMCTION OF GRAFH

128 REM

130 DEF FHALZH=385  SIH 2,24 1+, 4SESIHE 342,24 ) )+20
142 REM

150 REM LOOP FOR HALF OF ¥ “ALUES

166 REM

170 FORKX=—100T00

120 K
150
°BE

._48 i STHTE SO+FHA S0
250 REM

258 REM IF OJT OF SIGHT
270 REM DD NOT SET

280 REM

22 IFZ<L THEM356

3@ M=1
310 L=2
3z PSETC

VIEEANEN D 0. TOT 106K »

2L 1332, 80
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D REM

FEM SYMETRICAL GRAPH
REM PLOT OTHER HALF 0OF

B REM 4 COORDIMATES

REM

IFM=1 THEHW M=--1 COTO3ZH
HEMT

HEXT

REM

REM FLASH SCREEMS
REM

FORT=1TO15

SCREEM1 . B
FORTD=:1TOSHE - HEXT
SCREEML, 1
FORTD=1TOS@5 HEXT
HEXT

REM

REM WAIT FOR KEY PRE
REM

1IF IMKE'($=""THEMSZE

5 CLS
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SOUND EFFECTS
DESCRIPTION

A simple program which uses the DRAGON SOUND and PLAY
commands to produce nine interesting sound effects.

Should the user decide to write hisown games program, he will
find this program to be of great use when deciding which sound
effects to add to spruce up the end resultof his work.

RUNNING THE PROGRAM

After loading the program and typing RUN the display will invite
the user to make his choice of sound by hitting the appropriate key,
i.e. hitting 1 the user will hear a mystery noise. To retire from the
program the user must hit the space bar.
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PROGRAM STRUCTURE

The main lines of interest in this program are as follows:

40-200 Print the display on the screen and input choice of
sound effect

280-340  Subroutineto generate mystery noise.

380-420 Subroutine to generate computer mania.

470550  Subroutine to generate explosion.

590-650 Subroutine to generate bombardment.

690720  Subroutine to generate alarm.

760-820  Subroutinetogeneratelaserfire.

860-890  Subroutineto generate siren.

930-950 Subroutine to generate silly noise.

990-1090 Subroutine to generate public telephone.
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15 REM S0OUMD EFFECTS
20 PEM ®treddisiids
30 REM
48 CLS
50 PRIMTES, "% SOUHD EFFECTS  #%"
E8 FRIMT

EEERRERRRR

7O FRIMT" 1 MYSTERY MOI:

50 PRINT" 2 COMPUTER MAMIA™
20 FRIMT" 3 EWPLOSION"

160 PRINT" 4 BOMBARLMENT"

116 PRIMT" 5 FALARM"

126 PRIMT" & LASER FIRE"

138 PRIWT" 7 SIREN"

140 PRINT" 2 SILLY HOIZE"

158 PRINT" 2 PUBLLLC TELEF‘HDHE“

160 PRIMNTR4ZE, "WHICH OHE 7
178 3E=THEEYE

120 IFAF=""THEMHITH

" THEHllE!E’

57 THEMITH
AT, D96 630, TED. SE@, 336, 99D

GOTO1Es
REM
FEM FI'CSTERY HOL
FEM
FORL=2SATOZ08 STEP-Z
B S0UHDL, 1

3 HEMT

FORL=200T.0250 STEFZ
SOUHDL. 1
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330
340
jeals)

HEXT
RETURH
F

:EM
3€6 REM COMPUTER MAMTF

370
329

329

REM
FOR#=1TO106
Y=RMDLC 150 0+ 100

400 Z=RMD(3)

410
4209
430
440
450

SOUNDY, Z

HEXT

FETURH

REM

FEM EXPLOSIOHN

466 PEM

470
450
450
509
518
52

530
540
SiP

FOR¥=1TOS

PLAY"01; T155,L255:¥10,G6"
HEAT

PLAY"01; L2312, F ;L
FOR ¥=1T0O%
PLAY"O1Y3LIG"

HEXT

PLAY"01:T126; L255: P255: W30, A5 T2, LI55: PSS %27 B; T50: L2590

255;%18;0"
FETURN

FEM

REM BOMEFIRDMEHT
REM
FOR=1T04

FORTL=1TO406  HEXT

PLAY"OST2ZLIOY SLEARAGHUF BED#DO#C"
FORTD=1TD406 HEXT

GOSUESTE

W1GGE L2555 MaR D LESS VP 0 LE5E: W3, L255: A"
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HEAT
RETURH
FEM

PEH ALARM

LY U Y

17030
0ST2WIILIBEF 18"

s}
0
5]
]
{5}
5}
9
3t

—-

2 T T T T T

RETURN

FEM

B REM LRASER FIRE
FEM

FOR¥=1T04%

3 PLAYT"0STZY31 =TSE 25
EF255ERZS! 25 SEF2TSEFZIDERETS

.:ilf.l

01p
WI104L4CHOZLACH"

FETURH
FEM
F’EH SILLY HOIZE

ilgs11a12
s1la1zn

3104T150L255: 1

RETURHM
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260 REM

$70 REM PUBLIC TELEPHOME
950 REM

990 FORX=1T06€

1000
1010
1020
1030
1040
1050
1060
10970
1050
1090
1100

PLA'/"03T2V31L4AP 10A"
IFX<>€& THEN FORTD=1T013500:NEXT
HEXT

SOUHD235, 1

SOUND2408, 2

FORZ2=1TO12
PLAY"04LZOCHP2OCHFZO"
HEXT

PLAY"Q4L1TICH"

RETURN

cLs
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DRAGON KALEIDOSCOPE
DESCRIPTION

This simple program displays a constantly changing colourful
patternon the screen, reminiscent of a child’s toy kaleidoscope.

RUNNING THE PROGRAM

After loading the program just type RUN and watch the pattern
grow. To freeze the program hit any key. Hit any key again to end the
program.

PROGRAM STRUCTURE

There are but few lines of interest in this program which are as
follows:

200 Prints top left hand display of the kaleidoscope.

250 Prints top right hand display o fthe kaleidoscope.

300 Prints bottom left hand display o fthe kaleidoscope.

350 Prints bottom right hand display ofthe kaleidoscope.
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REM KALEIDOSCOPE
ALK R

S0 PRINT@227, "44% DRAGOM KALEIDDESCOPE #3"

FORTO=1TO15HCt HEXT
CLZo

£68 REM

166
119
128
1360

REM 20N
FEM CL=COLOUR
FEM

15TOL STEP-1
TOG STEP-1
MEi-1

REM FRINT TOFP LEFT HAMD

REM CORHEF:

FEM

PRIMNTER432+C. CHREC 193+ 15401 &,
REM

FEM PRINT TOP RICGHT HAHD

FEM CORHER

REM
PRIMTER:
FEM

REM PRIMT EOTTOOM LEFT HFAHL

FEM CORHER

REM

FRIMTERC 1SR 2E32+0, CHRFC Lh3+18dCL o
REM

FEM PRINT BOTTOM RIGHT HAHD

310 0 CHESC 145+ 164CL 35



6€

REM CORMEF
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GRAPHPLOTTING
DESCRIPTION

This program uses the highest resolution available on the
DRAGON to plot a graph of SIN(x), COS(x), or SIN(x) with COS(x),
depending on the user’s choice.

The program uses the DRAGON command SET to plot the
graphs. Sinceitis rathertime consuming to write in hi-res, the titles
of each graph are ‘flashed up’ on the normal lo-res screen before
each graphis actually plotted.

RUNNING THE PROGRAM

After typing RUN a display showing the choices of graph available
will appear on the screen. Once the graph has been drawn it will
stay on the screen until a key is pressed. If any key is then pressed
again, the programwill end.

PROGRAM STRUCTURE

Thelinesofinterest in this program are as follows:

40-120 Print main display and input graph type.

210-580  Subroutine to drawthe graph axis on hi-res screen.
620700 Subroutine to setgraph of SIN(x).

740-810  Subroutine to setgraph ofCOS(x).

870-1010 Subroutine tosetgraph of SIN(x) and COS(x).
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40 CLS

FF’INTCl 3%,

VB PRINTELIDS, "F
30 PRINTRZEZ, "PR
26 FPRINT@413, "FRE
198 AE=1HKE""$

ANY OTHER FEY TO EMD"

OR ASCY AT 2>51 THEML

B, T, 870

OLORS, 3
<43 DF’FM“BHI "; HPRZZD!
259 DRAW"E JE.:H‘"
250 DRAK" Q3IEE"
Z78 DRAW"EBR 10zF&"
226 DRALI"EMID, 10016
239 DRAW"EM4S, ZBETFI!
28 DRAW"EMDD, 9L 19"
219 DRAW"EMSE, 14BL 15"
228 DRAW"BMZE, 136DE"

i ke
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[-FFiN BM19, 14DF "
CIRCLEY
DFHN"E.H._

= ;e
PR PRN S

a

2,5.1,. Eu.
LG

251,

P

RETURH

FEM
REM SET GRAPH OF SIHC
REM

FOE:

D=1TO1%33 HENY

PRINTE232E, "SIMC:
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FORTD=1T01500 : NEXT
SCREEN1, 1

FORX=200T0316

PSET( X4, 90+50XSINCi €4 7,55
NEXT

RETURN

REM

REM SET GRAPH OF COS(M)
REM

FORTD=1T01300 : NEAT

CLS

PRINT@236, "COSCR>"
FORTD=1T01500 : MEXT
SCREENI, 1

FORX=200T0316
PSET(X~4.90+30+%C0OSC /-"€45.5)
NEXT

RETURN

EM

REM SET GRAPHS OF SIMH(»: &
REM COSCX)>

REM

PMODE4. 1

GOSUB220

cLS

PRINT@233, "FIRST SIHL¥"
FORTD=1T01500: NEXT
SCREEN1, 1

GOSUBE70
FORTD=1T03000 : NEXT

cLS

PRINT@234, "NOW COSC¥5"



976 FORTU=1TO1500  HEXT
235 PMODES, 1

996 GOSUBZZH

1000 S0SUETID

1815 RETURH

1826 CLS
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RHINO
DESCRIPTION

The aim of the game is to make your way through the jungle and
reachhome, while avoiding wild and dangerous rhinos. A map of
the jungle with the position of the trees, the house and the player’s
current position are displayed on the screen as ‘H and ‘&
characters respectively.

The opponents ~ the player and the rhinos — are hidden from
each other by dense jungle. Once the rhino has seen you, its
position is/are (depending on how far into the game the player has
ventured) displayed as the letter 'R" and then the race is on. The
rhino will charge, moving one step towards the player. It is up to the
player to escape amongst the trees; seemingly an easy thing to do,
but the rhinos are very smart critters. If a rhino catches up with the
player, it's wham, and the game is lost. Each time the player outwits
the rhinos one more comes to their aid, until he has to avoid a
maximum of20 such beasts.

Without giving too much away a tip for the player is to try to trap
the rhinos in a downward facing U-shaped group of trees. The
player will be able to move diagonally out of the area, while the
rhinos remain feeding on their frustration.
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RUNNING THE PROGRAM

After typing RUN, the computer will indicate the number of rhinos
hidden (1 initially). To move the man in the required direction use
the number keys, thus:

7 8 9

4 6

1 2 3

PROGRAM STRUCTURE

The lines of interest in this program are as follows:

40 Limit top of BASIC memory to address 14000 so that

address 14001 can be used to store the number of
rhinos present.

50 Number of rhinos = 1initially.

60 Dimension the arrays.

120-3280 Playthe game.

640-960  Setup the display.

1000-1310 Move the man in the required direction.
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! PEM RHI
20 PEM #HkikErapre
) REM

9 PR AR * o

OF FHIHOS

1, UrOUR: M
& IFME-

HEHLT

THEN Eicls)
(8]
THEHS D
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POKEAD .82

NF=NF+1

NEXTI

GOTO130

GOT03290

CLsS

PRINT"” YOU RESIGHN"

INPUT"DO ‘YOU WANT AMOTHER GO “;R¥
IF RIGHT#(R$, 154 >"N" AND RIGHT$: R, 24 >"MO" THEM456
CcLS

GOT03230

CLEAR200, 14000 : GOTOED

FORI=1 TO 4
POKE1@24+32¥H( 1 »+H 20, 127+16%]

FOR TD=1 T 1009 :MEXT
NEXTI
FOR TD=1 TO 4009:MHEXT

CcLs

WIN=0

GOTO410

CLS:PRIMT" vl WIH"

IFPEEK( 14001 »%25. THEH POKE14851,PEEKS 14931 d+1
WIN=0

GOTO410

cLs

IF PEEK(14001 »>1 THEHFRIMT"THERE ARE";PEEEK. 146861 b "RHIMDL" GOTOE4S
PRINT"THERE 1S OME RHIMO"

REM

REM SET UP DISPLAY

REM

FORI=1 TO 14

Ag=""

FORJ=1 TO 24




FEM MOVE MAH
FEN



0s

1859

1860

1670
1950
1699

1106

11161
1128
1130
11408
1150
1160
1176
1120
1190
1200
1210 ¥
1229
1230
1240
1250
1260
1270
1260
1290
1300
1310
1320

1 130TD 1626, 1989 . 1096, 1136, 1156

1036
1940

GOSIB2220
RETURM

+1
S0sSUBz220
RETURH
Y=tr-1
GOsSUEZ220
FETURH
GOSUE3220
RETURM
Y=Y4l
GOsSuUB32z0
RETURN

GDSUBSZZG

RETURH

H=K-1

GOSuUB3220

RETURN

R=X-1

Y=Y+1

GOsSuB3220

FETURN

ON M GOTO 1340,1410,1440,1470.1500

THEM DH M-S GOTO 1126, 1218, 12596, 1286
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1330 IF M>3 THEN ON M-3 GOTO 1510,1%540,1570, 1600
1340 IF X=15 OR Y=0 THEN M=0 RETURM

1350 AD=1024+32% X+1)+Y-1

13€0 T=PEEKC(AD>

1370 IF T=94 THEM M=0

1380 IF T=72 THEN WIN=2:M=0

1390 IF T=82 THEM bIIM=1:L0TOZ90

1450 RETURN

1410 IF %=15 THEN M=0:RETURPM

1420 AD=1024+324K( K+l s+Y

1430 GOTO13€0

1440 IF ¥=13 OR Y¥=31 THEH M:=3 RETURM

1450 AD=1024+32%. ¥+1 )+'7+1

1459 GOTD1360

1475 IF ‘¢=0 THEHM M=0:RETURH

1420 AD=1924+32¢X+'7—1

1490 GOTO13€R

1508 RETURN

1510 IF ‘¢=21 THEHM M=6 RETURM

15260 AD=1024+32¥M+' +1

1530 GOTO132£0

1549 IF “=1 OR %= THEM M=9 RETURM

1550 AL=1024+32%( x-1 )+'¢~1

1568 GDTO01269
1578
1538

HOF=G RETURM

Loey

1606 THEN M=8 RETURM
1610
1528 GOT013E8
1638 RETURH

1540 FOR I=NF+1 TO FEEKC
1558 IF “C1)=1 THEHZ.
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1660
167

1680
1690
1700
iv1e
1728
1730
1740
1750
1760
1770
1780
1790
1300
1510
1820
1830
1540
1250
1860
1570
12380
1359
19500
1910
1520
1930
1546
1950
1360
1970
1980

R THEHM1S10

-1

FOR J=1 TO H
AD=1024+32%( ¥R+ 1+ 7R~J
D=PEEK: AL >

IF D=94 THENZ2490
MNEXT.J

RN=1

WO =1

GOT02490

H=iR~}H~1

FOR J=1 TO N
AD=1024+ 3242 1P J 0+YR+J
U=PEEKY AD >

IF D=34 THENZ450
MNEXT.J

RN=1

W1 o=1

GOTO2490

IF YR<>YH THEMZ100
IF “H<¥“R THENZB10
N=#H-¥R-1

FOR J=1 TO N
AD=1024+324 “R+J)+VR
D=PEEK{FAD >

IF D=94 THEN2420
MEXT.J

RN=1

MH > CYH-YR ) THEN1 900
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1990
2000
2010
2020
2030
2040
2030
2060
2070
2080
2090
2100
2110
2120
2130
2140
2150
2160
21709
2180
2190
2200
22108
2220
2230
2249
2250
2260
2270
2280

2290

2300
2310

Wil o=1

G0T02430

H=¥R-¥H-1

FOR J=1 TO H

AL=1024+32%( “R-J0+'R
D=PEEKCAD »

IF D=94 THEHW2438

HEATJ

RM=1

WCT D=1

GOTO24950

IF CAH=AR 3 5CMH-R > THEMZZ00
IF #H{KR THEHWZZ10

M=¥H-¥R-1

FOR
AD=1024+32
D=PEEKC AL »

IF D=34 THEH2490

NEXTJ

RMN=1

WO =g

GOTO2450

H=HR-“H-1

FOR J=1 TO H
AD=1024+3 241 ¥R~ s+ (R~
O=PEEK{ALD >

IF [=34 THEM2499
HEXT.J

IRAJ IR

H THEHZ426
IF */R<'YH THENZ41©



2320 H=‘YR-‘H-1

2330 FOR J=1 TO H

2340 AD=1024+3Z4¥R+YR~-J
2350 L=FEEK{AD >

2360 IF D=34 THEMZ450
2370 HEXT.)

2380 RH=1

2390 Y(I1 =1

2400 GOT02490

2410 H=YH-YR-1

2420 FOR J=1 TO H

2430 AD=1024+3Z4XR+'P+J
2440 D=FEEX(AD
2450 IF D=54 THEHZ450

2460 MEWTJ

2470 RH=1

2480 W 1y=1

2490 HEXTI

2500 IF RH=1 THEM GOILE2S5Z8

2519 RETURH

2520 I=1

2530 IF 1=PEEKY 14001 :+1 THEM RETURM
2540 IF “C13=0 THEM I=I+1 GOTOZ536
2530 IF 1=1 THEMW I=I+1:GOTO: 5
2%€0 IF Wil-13=1 THEM I=I+1
2570 W(I-15=1

2580 Y(I1)=0

2590 SH=R(I-1,1)

2600 RCI1-1,1=RCI.1)

2610 RCI,1)=5)

2628 SY=RCI-1.2>

2630 RII-1.2=RCI.20

2640 RCI,Z20=8Y




[HF_H._ 4D
THEH NIN 1 RETURM

. 3 »‘.MG,.,UF_EL
IF J¢S THEH OH -5 GOSUB 3198, 31¢

oo}

My=116
FiOR J=1 TO 2



it THEM M= MRy

RMCL Zl=-'F|E=Sl'. Hhee L MABSCYD-1 0

FETURM

RM 2 p=AES

e RETURH

RMC3 0=ABS K0+ 1 2+ABSCYD+1 D
H

HD+1 4RSI VD D

(Te-1

PETIJPN
RMCE »=ABSC
F‘.E’l_'UR.N

ARBSCYDAL D

ES0MD- 1 ABSOYD-1 )
RMC S )“FIB o XD=1 »eRESCD D
RETURM

RMC S =ABSC
RETURH
AD=1024+ 3241+

D1 B+FBECVDHL D

IF " THEH POFEAD, 26 RETURM
IF C 8" THEM32ER

FOKER:. 192 RETURH
IF CE{"R" THEMWZZ23H
POKE AL, &2

RETURH

cLs
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HANGMAN
DESCRIPTION

Hangman is the computerised version of the popular children’s
game, although playing against the computer enlivens the
proceedings well enough for adults to find it challenging.

The player guessing the word has ten moves in which to work
his miracle (the computer always plays as the questioner), no
second chances are allowed as first the ground appears followed
by the crossbar, the strut, the noose, the hanged man’s head, his
body, arms, legs and finally his feet. if the correct answer has not
been found by this time, the player who is trying to find the word
loses.

In this particular program the computer has a vocabulary
comprising 200 of the most commonly mis-spelt words in the
English language.

It is possible to cheat by looking at the vocabulary listing but
most people would, one hopes, try to use this game in a more
sportingway. By changing the words in the Data statementsin lines
2480 to 3120 - always ensuring thatthere are 200 words therein —it
is possible to use the game as an aid to learning a foreign langu age.

RUNNING THE PROGRAM

Oncethe program isloaded type RUN and follow the instructions.



8G

PROGRAM STRUCTURE

The lines of interest in this program are as follows:

40-330
400-520
560-590
630-690
730-870
910-940
980-1050
1090-1140
1180-1240
1280-1380
1420-1470
1510-1580
1620-1680
1720-1780
1820-1860
1900-1980
2020-2140
2180-2220

Instructions

Choose a word from the Data statements
Inputa letter.

Nota letter.

Guessed the word.

Letterin word.

Print letter in correct position on screen.
Letteris notin word.

Display the man's feet.

Failed to guess the word before the man was hung.
Displaythe baseoftherig.

Displaythe upright.

Display the horizontal.

Display the diagonal support.

Display the rope.

Display the man's head.

Display the man's body.

Display the man’s hands.

2260-2330 Displaythe man's legs.
2480-3120 Datacontaining about 200 words.
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3 REM HAHGMAN
BEEEFERFEXE RS E X R R ]

" HAHGHAN
0oWoU HEED"
SUIMETRUCTIO
=S

OF M FOR “HD

CLS:FPRINT"ALMWAYE REPLY v FOR WESS AMC: H FOR
F’F’IHT F‘F’IHT"I WILL F‘F’INT "

[HC™

EFII Ho
LETTEF.
lT"l-JHI'H I FRIWT

PR A LETTER? "
WICTION., "
o BT COHT THUE »"

PR = IH THE UNKNOWN"

FIMTY WORD MORE THAM OnCE o) WILL™
PRIMT" HEEL: TO FRESL THE LETTER MORE"
250 PRINT THFIH I.IHLE."

HFIS T F
01 REFLY

IJH[:I TIT“IE FiHD 1 FEFLY ™

) (2
WO HFNE. TLI CIOMELL
LT LF_! ORE 1T HAHG THE FIAM.

ZTE THE WORE"

“HO?
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R0 si: £5d

CTOOETRRT.L

"D

lw’Er1 IMFUT Fi LETTER

FEM
PRIMNTE423, " PRE:

=) "THEN"S?U
IFASCILY 3364 AND
FEM
FEM HIJT A LETTER
FEM
FRINTR4Z UL

FORTLe= 1 TOZ 006 : HE

. ANy LETTER "

AZCCLE 20 2L THEMG PG

1% HOT # LETTER



3]

11 TOLF
£ R

1
EM FRIFT

1

2, LETTER M WORE:

A TIOLEEE - HET

LETTER IH POSITION

THEMED YO Fof PLEYIHG Y QOTOSL

5]
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FEM
PRIMNT®

SN, LE

F

FCHM LETTEF: HOT IH HORD

FEM

L=-L+1

FRIHTE423, "LETTER HOT IH MWORL"
N Y0 D00 - HEST

IFLA 18 THEMRETURH
FEM

REM LR FEET OF MM
REM

12
FEEML, 1

Db EPL
FAINT

Rk

FEM FAILELD TO GET MWORD
REM

2 OFOR The= 1 TO200 - HEXT



PETUPH
REM
FEM DRFW BEALE

i PETUPN
FEM
FEM DRAM UPRIGHT
U@ REM

1J1@ 5
1520 SCREEN1,1
1538 FORI=1TO1B6/3
1546 DRAW"EMED,
ptat DFFM“EHHGJIOB}“IF
1560 PAINTCES, 1731
1570 FORTD=1T03000: HEXT
1526 PETURN

1590 REM

1600 REM DRAW HORIZOMTAL

o1 CDLORELS



2 1=1TO1006  MEXT
DRAW"BMTO, 1: BHD1B; BM166.,.22L58"
PAINTL 1
FORTD=
FETURM
FEM
FEM DRAKM DIAGOHAL SUPPOURT
REM

]

SCREEMILL
FORI=1TOL1RD0 - HEVT
DRFLEMTE, S BTGBk
PARINTC 72 :
FORTL=1TO3000 HENT
FETURH
798 FEM
1892 FEM DRAL ROFE
1318 REM
1526
1336

1TO360% HEXT

FETURM

REM

1336 REM ORFW HERL:
B F

SCREEML, 1:COLORE. 5 FURI=1TO1808  MEXT
CIRCLEC 156, 47 0 17
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1930 CIRCLES 150,41 3,1
1340 CIRCLE(162.415,1
1978 DRAW"EM1SE, 44D5"
1268 CIRCLEC 156,60, %.8,1,.35,.9%
1978 FORTD=1T03008 : NEXT

1926 RETURH

1590 REM

2003 REM DRAW EBODY

19 REM

2026 1

29320 SCREEML, 1:COLORY.S

2040 FORI=1TO1606 MEXT

2050 DRAW' BM140, E4R32

:30L7;BM1 40, £452030R7"

;EML33, PER4E;EM133, 8BR46;BM1 33, 84R46"
;BM133, 9€R4€; BM133, 100R4€; EM140, 184R32"
FAINTC174,€35:PAINTC 134,785 :PAINT(156,78) :PAINT

TE DRALM BN
2R8B80 DREAW'EMLZ3. 38R
2030 PAINTC 133,690 PAIMT(13E, &
(178,735

2109 PAINTC124,250 PAINTC1SE, €2 PRINTCLTS. 86D
2110 PAIMTI 134,34 FAINTC 156, 342 FAINT(172,94)
2120 PAINTC 1324, 101 0: PAIMTC 138, 1a1 :PRINT 178, 101 »
2138 FORTO=1T02000 : HEAT

2149 FETIURM

2138 REM

2166 REM DRAl HANDS

2173 REM

*EEM1, 1:COLOR?, 5 : FORI-=1TO1 008 : HEXT

IRCLEY 136, 16865,4,0, 1, .05..93: CIRCLE(177, 1086, 4,0,1,.39,.4%
2216 FURTD=1T02000 : HEAT

2226 RETURM

2230 REM
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REM [
FEM
k=16

B LEGS

SCREEM1, 1:COLORT.S

FORI=1TO1600 HE;
DRAW"EM146. 1 o3
DRAW R
@ PRAIMT
G FORTD=1TO3E00 - NEXT

ML52, 1
42,1160 PARIMT 1660, 11030

RETURH
w=1I-1:=LA-11
IF¥=0 AMD =B THEHZ3$H3

IF 't=0 THEN F$=LEFTSCAS, .

THEH A:

=" "+RIGHT$.A

AF=LEFTH A%, 2 0+" "+RIGHTHF(RAE, v

HEXTI

RETURM

REM

REM WORL: DATA

REM

DATA
DFTA
DATA
DATA

3 LATA
5 LATA

LATA
DFITA

ABSEMCE. ACCEPT, ACC IDENTALL Y

FICCOMMDLATE. ACHI EVED . ACKMOMLEDGE

ACRJAIMTED, AUDRE! S, AERIAL

AGGRAVATE - AGREEFELE . AMATEUR. AMONG

ANTARCTIC,ANXIETY, APPRRENT , APPERRANCE

APPROFRIATE, ARCTIC, ARGUMENT - ARRAHGEMENTS
SCEMT.ATHLETIC . AWFUL. BACHELOR

EEGIMMING, BELIEYED . BEMEF ITED . EREATHE




LATA BRITAIN, BU: =5 CAPTAIN . CEILIHG
DATA CEFETCF “TAIM, CHOIUE. CLOTHES
AT . Dnmu LUHHITTEE, OMPARATIVE
5 DRTA L0
LATA
DHETF o2
DATA
DFiTH
DAHTH
DATH
DATA
DATA
DRTA
DATA
LFIT
DFTA
CATH
DRTA 15
DIRTA rFHNDPHfJH s
DATA GUARD 1AM, HA
CHETH HEROES , HOHOF ! n-;;,Huru £
DFTH HURRIEDLY. H‘Y’POCRISVI IMARCINATION
DATA IMMEDIATELY. IMML {TE . THCIDEMTALLY
LATH INDIFFERENT. IHDISFEHSABLE
OATA THFLIJEHTIAL, IMTELLIGEHCE
LATH IRRESISTIBLE., KNOWLEDGE.LIGHTENING
DATA LITERTTURE . LIWVELTHOOD, LOSE
H MG, LY ITHG, MALHTEMANCE
<11 FIMT,MELTCIHE
DATH | MIMIATURE
LEITH TlINlJTE M )2 MIJRMUR
DRTH HECESSFIRY s HIECE , HOT ICERBLE

ELIMIHATED . EMEARFAS
EMTHIJ TASM, EDUIPPEL

DHETA




2880
2890
2500
2910

2920 DAT

2930
2940
2950
2960
2970
2980
2990
3000
3010
3020
3030
3040
3050
3060
3070
3080
3090
3100
3110

3120 D

3130

DATA OCCASIONAL.OCCURRED, OCCURRENCE
DATA OMITTED,OPINION, OPPORTUNITY
DATA OCCUPATI-ON, PARRALLEL , PARLIAMENT
DATAPASTIME, PERMANENT , PERMISSIBLE

A PERSEVERANCE, PHvSICAL., PLANNING
DATA PLEASANT.POSSESSES, PRECEDING
DATA PREFERENCE, PREJUDICE.,PRIYILEGE
DATA PROCED!JRE, PROCEEDS, PROFESSIONAL
DATA PROFESSOR, PRONUNCIATION

DATA PROPRIETARY,PSYCHOLOG'Y, QUIET
DATA REALL'Y,RECEIVED, RECOGNIZED
DATA RECOMMENDED, PREFERRED.,RELIEVED
DATA REPETITION, RESTAURANT, RHYTHM
DATA SCARCEL'Y,SECRETARIES,SEIZE
DATA SENTENCE. SEPARATE, SERGEANT
DATA SEYVERELY,SHINING, SIEGE, SIMILAR
DATA SINCERELY, SPEECH, STRENGTH

DATA SUCCESSFUL, SUPERSEDE

DATA SUPPRESSION, SURPRISING, SYNONYM
DATA TENDENC'+', TRAGEDY, TRANSFERRED
DATA TWELFTH, UNCONSCIOUS

DATA LINNECESSAR'Y, UNTIL,USUALLY

DATA 'YALURBLE.,YIEW, WEDNESDRY

DATA WOOLLEN

ATA EMD
FORTD=1T02200:NEXT :CLS
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SUPERMIND
DESCRIPTION

This game is modelled on the popul ar board game o f a similar titl e.
The program allows the user to guess at its random combin ation of
colours and will reply with a white marker if the colour is in the
combination but not in the right position and with a black marker if
it s in the correct position. The keys 1 1o 6 are used to choose the
colour, the keys 7 to 0 to choose the row and the ENTER key to input
the guess. It has a niceuse of colours and is easy to follow.

RUNNING THE PROGRAM

After typing RUN, three pages of instructions will appear separaed
by ‘press any key’. When the instructions have been read, pressing
any key starts the game. Using the keys 7 to 0, the row on which the
colour is to be placed may be set. The computer will not accept any
colours until the ENTER key has been pressed, and only then,
provided that there are colours in all four positions and that no
colour is used more than once in that column. If the comrect
combination has been guessed or all nine guesses are usedup, the
computer will display its secret. If any key is then pressed the
computer will askifanother go is required. Press ‘X" ifyou give in
before all guesses are spent.
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PROGRAM STRUCTURE
The lines ofinterest in this program are as follows:

40-100

140-340
390-570
620-690
730-840

880-930
980-990

Input for instructions.

Display the board on the screen.

Choose four random colours all different.
Inputand check ifkey pressed is acceptable.
Display pointers sothat all ofthem are to the right,
exceptthe one ontherowchosen.

Put the chosen colour in the chosen position.
Failed to guess the combination.

1000-1060 Checktoseeiffourcoloursareusedandthatall are

1100-1140
1180-1270
1310-1420

different.

Checkfor colours in the correct position.

Checkfor correct colours in the wrong position.
Display the results of the last two routines above the
corresponding column.

1460-1490 Display the correctcolour combination.
1550-1600 Input foranothergo.
1640-2060 Printinstructions.
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18 FEM SUFERMIND
20 PEM s¥iifiiiikidbiriirvieniisg

oM T

126 REM
146 Z2Z=0

FRIMTEZIG, "+t dmd g e 1
FORM=1TO3

PRINTTAEC E b ;

FORM=1T03

FRINT @1,

MEXT

PRIMT" *

PRIMTTAEC S 5" 4 ot 1
HEXT

FRINT@4D4, "1

FORbI=1Tie

PRINT"@!";

HEXT

FRINTRASE, "4t 1
FORA=4T0OE
PRINTZZE+644A , CHR$

59" MiAHE
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47, CHP:BC 9505,

"8

LM
REM CHOSE RAMDOM COLOURES

FEM ALL DIFFEREMT

¥
' THEMEZH
ZTHENZ9G

o THEH$2R

33 THEMS2@



el

THEMS S
FAHE

5 THEHM:236

IHF

RN TEN A S
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"NOU HFWE HOT SDCCEEDED;

Tig
_' A2=D THEM

GOTELE

32 THEM
T

-2 GOTOELD

GOTUELE

CHELK FOR ELACE REFLY

o THEHW 2

FE

FEM CHECH YOR MHITE REPLY
FEM

FORE~1TO4

X T4

= H G THEMY =Y+ 1



S

FEM LIZFLAY BLACE REPLY
FEM

b1 2R0G, THRE 12

PRINT®1AG ¢Sk, CHES 143 168
HEXT
588 IF IMKE'Y$="" THEH1500

A CLS
FEM
FEM IHPUT FLR FAHOTHER i
=EM

31, VAMOTHER GO 70 Mo
s

THEN12£0

‘t"THEM140

IFFi#="11" THEHGOTOZ070

GOTO1260
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THE" S
HIDDEN *:
FiHD "
WOt

HFpL
PRECTLY

"FIMHTTE  MARHER:
0L THAT A COLOUR

SUNDLOTHAT A
THAT WO HFPE s
L TH THE ",

HATION AL TH THE"

TP
HT"RIGHT

THE ROk
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PRINT"THE LOLDU

"HIT HN»

ARE FAZ ",

1-

YELLOW"

EEY"
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MOONLANDER
DESCRIPTION

The aim of the game is to land a space module on the surface of the
moon without crashing. It requires a great deal of skill to place the
ship on the surface, and caution is advisable when judging the
speed of your approach.

The display on the screen for this game is very simple,
consisting of a lunar module on the right hand side of the screen
with an information panel on the left, indicating the height, speed,
time and fuel usage.

Two hi-res screens come into use once the module has reached
the surface. The first one displays a drawing of the moon with the
ship approaching and the other shows a moonscape with the
module descending to itsfate.

One final note for those interested, the game could be modified
to use a joystick instead of the keyboard.

RUNNING THE PROGRAM

After typing RUN the program displays a set of instructions for
playing the game. Pressing the space bar will start the game. There
is an initial countdown of five seconds before the game starts. The
speed of the module’s descent can be controlled by burning fuel in
the retro-rocket, the amountoffuel is controlled by the keys 1-9. Key
1 uses very little fuel and therefore slows the descent only slightly.
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Note that the speed shown on the gauge will increase for all fuel
usages below 5 since the ship has to counteract the effects of
gravity. If the player uses all the fuel he will crash, but if he keeps his
speed lessthan 15 m.p.h. asuccessful landing will be achieved.

PROGRAM STRUCTURE

The lines of mostinterestin this game are as follows:

130-180

220-240
280-380
430-480
520-660
710-730
770-810
850-930
940-970
1010-1110
1140-1210
1260-1370
1410-1510
1550-1750
1790-1810
1850-1900

1940-2070
2110-2190

Sets up landing parameters for initial fuel, speed and
heightinformation.

Inputs fuel usage from keyboard.

Calculates new values of speed and height.

Displays above values.

Setsup space module on the screen.

Prints display above landing parameters.

Displays burn out combustion lines.

Sets random dots to represent stars.

Prints panel for landing parameters.

Draws moon on first hi-res screen.

Draws and moves approaching ship on hi-res screen.
Draws moonscape on second hi-res screen.

Draws and lands module.

Displays crashed ship.

Inputs new go.

Displays five second countdown at the beginning of the
game.

Prints instructions forthe game.

Sounds explosion.



0 REM MOOHLAHLER
FEM e e b ey ey

REM
5 PL 5
59 SUELD16 GOSUE L2609 GOSUEL 330
9 TIMER=8

CLS0
£

L#"" THEM R=YAL{RR:$)
THEMAT- TTMER GOTOZ20

'O+9.
BB
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VRAMB-E
»8 THEMZTE
G

SESESCH

SCIRC D

398 REM

490 RPEM DISFLAY LANHDIMG

418 PEM FARAMETERS

426 PEM

430 PRINTRESMID
PRIMTLEFT

i

FORTC:

LTOLDE HE

2108 CnToLd



Todw, 1@ RESETC42.11 0

PLAEY ke

1
PRINTRSZ, '
PRINTRLZE
PETIURH

THFH 12

GREATER
FLAY " BURH’

ET RETLIRM

FORP:= 15T
IFRHD 1@
‘>ET£ FiHD 1

TETL A&, T+0 4 SETO450 T+11 .40

RESETE 4T

S

RESETY 20,

11



S PRIMTRIZEF, STRIMNGE 14"
256 NEXT
@ RETURH
230 REM
226 REM DRAW MOOM IH HI-RED
B FEN

F ET!JF’H

FEEM DRAM ARG MOVE _HIT
5 REM
DIMRS, 1

REM DRAM MOHZEA
REM IM HI-RES

1248
1258 REM
1266 FMODEZ.S PCLS COLO

wey .
EH

RIRRY i3I RTR Ry o]

G HE:

H



1260
1378
1328
1398
1498
1410
1426
1439
1440
1450
1458
1470
1430
1459
1598
1510
1528
15360
1548
1558
1568
1578
1588

DRAK" EME, 106

13, 1 2FRE54"

CIRCLEC 156, 140
CIRCLECZ@, 162
CIRCLEC 238, 18 5,
RETURM

REM

REM DRAW AMD> LAMD SHIP
REM
DIMSC 3@, 38 PMOLE:
COLORE,S [
URAW"EM1Z
FAINTC 12T
GETC
FOR=1T0109
PUTCL1S,% - 145, 37+
COLORS,S DF:AW'BML15.
FORTD=1TO2086 NEWT
-1763

FORTD:=1TO150G HEXT LOTOL
REM

REM DISPLAY RF
REM
COLORE, S
LINEC115,5
LIMNE? 145,8%
LIMEC 126,85




S8

1596 LIHEC 1352

5 DR HN"BNl 2, 13BE46; BML3
43 BMLLS, 125HSA: BML &
¢ T(?G-l@u;.ﬂ PSETC G 105,

L 75,80.3)
lb4fl F“FT" 129,35, 4

GasEMlag

DTRG0 PEE

1558
1670 FUF’TD‘ITELJE!‘J HET
16868 FMODE4. 1S
1559 FORD=1T0O1
17560 DRAWYBM1ZS
1716 DRAM"E
1720 DRAW'EM
1738 FORTD=1
1749 LIMEC 185

17158
1768

notiGE

THEHCLE L) A RIIHSE

FEM COUMTDOMN TO STRRT

FEM

A=TIMEF

ISPFJ PRIMTES2E, "START OVER"; S-TMTCC TIMER-H 250 0
1B7O PRIMTSEC.";
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1358 IFCTIMER-A
1399 PRINTR4EH.
1990 RETURH
1210 REM

PRINTES, "fddtd MOOMLANDER fieee”

PRINT 00 MUST LAMD YOUR SPACE ZHIF OH";
PREINT"THE MOOH. "

PRIMT :PRIMT "0 HAWE COMTROL OVEF, THE =HIP
PRINT"EY CHANGIMG THE FUEL USAGE."

PRINT : FRIMT"%0L CHAMGE THE FUEL LEAGE WITH ¢
PRIMT"KEY:S @...2 -5 KEEPZ COMISTRHMT!

2016 PRIMT"SPEEC. "

2020 PRIMT:PRIMT"YOU MUST LAMD WITH A SPEED OF"
2038 PRIMT'LESS THAW 13 M.P.H."

2040 PRIMT :PRINT"GOOD LUCKL"

2656 PRINTTABC4)>"HIT SPACE BAR TO START.":

IF INKE'Y$<>" “"THEHNZBEH

REM EMFLOSLOH
FEM




(8

2178 HEXT
188 FLAY"TL

SR T LESE: PRLS VET B, TSR LESS; P

2335,

¥22; C; T30, L29S5;
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BOSS PUZZLE
DESCRIPTION
This game is a test of mental ability. The aim of the game is to

rearrange numbers from: 0 to 15 and one space into the following
order:

1 2 3 4
5 6 7 8
9 10 n 12
13 14 15

The numbers are randomly placed in the grid to start with, and by
moving into and out of spaces they can be rearranged. While the
game is being played, a clock ticks away on the top right of the
screen and a counter to count the number of moves taken is
displayed below the clock. A colourful display and quite enjoy-
able to play .
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RUNNING THE PROGRAM

After typing RUN, the program displays a screen of instructions.
After hitting the ENTER key, the grid, with numbers in order, will
appear and start to shuffle. When the shuffling has been
completed, the clock starts and the game begins. Use the ARROW
keys to move. The time and amount of moves taken will be
displayed when all the rectangles are in their correct positions,
including the blank space.

PROGRAM STRUCTURE

The linesofinterest in this gameare asfollows:

130-230  Subroutineto display rectanglesatco-ordinates (P, Q).
280-400 Printinstructions.

440-520  Set up required variables.

560-570  Printtitle and clear screen.

610-690  Fillinthe rectangles.

730-890  Shuffle the rectangles with random moves.
930-980  Startthe game.

1020-1100 Checkto seeifthe rectanglesare inorder.
1140-1530 Acceptandperformmove inputusing arrow keys.
1570-1630 Give nasty display.

1670-1820 Give result and input foranother go
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REM BOSS PUZZLE
REM A XKKEAEEARKKERELREELLI KK
REM
GOTOZ70
REM
REM PARIUSE
REM
FOR TCL=1T03000 NEXT
RETURN
REM
REM DRAW SQUARE @ COORDIMATES
REM F., 0
=19+2%P
Z=243¥0
HE=SECP, 010
M=\VALC NE >
IF H=0 THEMM=1€
HEVALCMIDECCE, N, 100

190 PRINTRZH¥32+%, STRIMGSE: 3, 143+16X1 )

PRIMTECZ+1 5k32+Y, STRIMGS. 3, 143+16%XX )5

216 FRINTRCZ+1 043247 +1,H%;

220 PRIMNTECZ+2O¥32+Y, STRINGHC 3. 143+1€6X%1);
230 RETURN

248 REM

258 REM IMSTRUCTIONS

260 REM

270 CLE

220 PRIMT"BOSS PUZZLE"

229 PRINTE?S,"vOU WILL BE SHOWM A 4";
300 PRINT"BY 4 MATRIX OF 2QUARES",
318 PRIMT" NUMBERED 1 TO 13.WITH";
326 PRINT" ONE SQUARE MISSIMG."
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33Q@ PRIMT:PRINT"THE COMPUTER MWILL THEM ",
340 PRINT"SHUFFLE THE SQUARES RANDOMLY."
350 PRINT:PRINT"THE OBJECT IS TO SLIDE"
360 PRINT" THE SQUARES BARCK INTO ",
370 PRIMT"THEIR ORIGI- NAL ORDER";

380 PRIMT" USIHG ARROW KEYS."

390 PRINT:PRINT:PRINTTAB(S)"PRESS enter TO START";
400 IFINKEY$< CHR#(13) THEM400

410 REM

420 REM SET UP YARIABLES ETC

430 REM

440 DIMS$(4.4)

450 C$="721€33721563537214"

4€0 L=0

470 FSll)‘CHP3-94)

420 HR$: 9 )

450 FS 3)=CHR$(3>

500 F$(4:=CHR$ 10>

510 D$="12345€7291012345€73920123"

520 R$="12345€7891012245€67332012"

%530 REM

540 REM PRIMT TITLE 2 SCREEM

550 REM

568 LSS

570 FPINT014 "ROSS";

550 REM

590 REM FILL IM SRUARES

500 REM

610 H=0

620 FORG=0TO3:FORP=0TO3

630 H=H+1

540 N$=STRECH: ME=MID$CN$, 2, LENCNS b -1
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950
960

IFYALCHE)=16 THENN$=""
S$CP,MO=N$
G0s1JB120
NEXT : NEXT
GOSUESO

REM

REM SHUFFLE
REM

FORI=1TO40
P1=RND( 4 >-1
P2=RNDC 4 >~-1
Q1=RND(4)>-1
QZ=RND(4>-1

IF P1=P2 AND 21=02 OR S#(P1,Q1>="" OR S$(P2,02>="" THENT4Q
T#=58(P1,Q1>
S#(P1,01)=S$(P2,02>
S$(P2,Q2)=T%
P=P1

A=01

GOSUB120

P=P2

a=R2

120sUB 120

NEXT

GOSIJESO

REM

REM START PLAY
REM

P=3

Q=3

TIMER=0

H=0
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970 M=6

93

s lalc)
iv1e
1820
1630
1940
1858
1666
1678
1650
1096
11608
1110
1126
1130
1140
1150
1168
1170
11806
1190
1208
12109
1220
1220
1240
1258
12€0
1270
1280

986 PRINT®193, "LISE"; ‘PRINTR@Z2S, "ARRON" ; : PRIMT®23?7, "KEYS TO"; :PRINT®289, "MOVE")
@ REM

REM CHECK. IF IN ORDER
REM

H=H+1

IFN=1€ MHD YALCSH Y. %0 0=0 THEM1096
IFYALCSECY, X2 >N THENFL=8
NEXT : NEXT

IF FL THEM1378

REM

REM ACCEPT & PERFORM MOVE

REM

AS=INKE'\$

IFA$< " "THENLZ?

PRINTRI21, "TIME"

PRINT@231, "MOVE" ;

IFTIMER>=€0008 THENT IMER:=0 : M=M+20
IFM=E€QTHEMM=0: H=H+1

T=TIMER

HH=INT(T. 130008 s+H
HE=STRECHH > : HE=MICx$< HE, 2, LENCH$ 71 2
IFVALCHE )< 1BTHENHE="0" +H$
PRINTE®LIS3.HE; " "
T=T-IMT( T /120000 >¥120000

MM=INT( T-3000 +M
ME=STRECMM ) : ME=MIDF( M, 2, LEMCME -1 2
IFVALCME O LATHENM$="0"+M$



1296
1300
1319
1320
1320
1346
1350
1360
1370

13586 ¢

1396
1466
1416
1420

1430
1446
1456
1466
1470
1486
1496
1506
1510
1526
1529
1546
1556
1566
1E7a
1586
1596
1568

PRINTME, " "5

T=T-1HT T 2006 *+3006
S5=INT(T. 365
SE=STRECS

IFVALCSE
FRINTSE,
LE=STRECL 5: LE=MIDEL$, 2, LENILE)-1)
FRIMNTE346€, L, : GOTO1140

IF HOTCRA$=F$<1 s AND » THEH1 466
F,Q»=S$ P, 0+1 » GOSUELZD

S$=MID$CSH, 2, LEMCS:
AUTHEHSS="B" +38

G=0+1:GOTO15600
IF NOT CA$=F$ 41 AND Q< 62 THEM1430
SECF,00=38C P, Q-1 ) GOSIUELZ2O

R=R-1:G0TI1566
IF HOTCA$=F$C 3 AND P<33% THEM1466
SECF, RI=5%CP+1, 00 GOSUELZE
P=F+1:G0OTO1366

IF HOTCA$=F3$(2) AND P<rB» THEM1496
S3HCP,Q=3%CP-1,0) GOSUB1Z0
P=F-1:G0T01566

GOTO1148

SECF,Qo=""

GOSLEB126

L=L+1

L0TO1RZe

REM

REM GIVE HASTY DISFLAY

REM

T4=H$+M$+5% - GOSIESO

FORK=1TO166

IFRMHDC 16
FRIMTERHDC 31 0+3

. THEMPRIMTIZRMIY, 31 +324C RMHDC 14 55, "DOME 1T,
CRND 1450 "done ikl

:GOTO1€10



1610
1620
1630
1640
16350
1650
1670
1630
1590
1700
1710
1720
1735
1740
1730
1760
1779
1750
1750
1200
1810
12328

SOUND RNDC 150 )+18@., RNDC 3>

MNEXT

GOsuese

REM

REM GIVE RESULT

REM

CLS:PRINTRE?, " IT TOOK ‘(O “,L%;" MOVES"
PRINT:PRINTTABCZ2)>"AND "

IFYALCHE )>=0THEMN1 720
IFLEFT#(H%,1)="0"THEMH#=RIGHT${HS$., 1>
PRIMTH%, " HOURCS";

IFLEFT$CM$, 1 5="0" THEM M$=RIGHT M$,1)
PRINTR162,M$,;" MIMUTES";
IFLEFT#¢S%,15="0" THEM S#=RIGHT#(S3%,1>
PRIMTE194, 5%, " SECOMNDS
PRIMT:PRIMNT PRIMTTABS 10 »"AHOTHER GAME?"
A$=IHKEYS
‘"THEN1779
'M"THEM1&20
IFA$ Y THENL 779
RUMH448

CLS
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EGG TIMER
DESCRIPTION

A digital egg timer showing minutes and seconds in large
characters displayed on the screen. The timer sounds an alarm
once the preset time has been reached (a maximum of ten
minutes). This program can be modified to act as a clock or a
stopwatch.

RUNNING THEPROGRAM

The program starts with a prompt to set the required timing. This is
input in the format MMSS, M is the minutes and S is the seconds.
To stop the alarm hiteither the space bar which ends the program,
orthe ENTER keywhich resetsthe timer.

PROGRAM STRUCTURE

The lines of interest in this program areas follows:

130-490  String arrays holding large number characters.

530-640 Inputs time and checks to see that the maximum of ten
minutes is not exceeded.

690760 Converts time in seconds into separate two figure
minutes and seconds, and stores them in the string
variable T$.

800-970  Printstimer display.

1010-1090 Soundsthealarm.
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18 REM #®¥fdritbitivieit rer ey
28 FEM EGG TIMER

1 REM

46 CLS

S8 DIMASL D, 40

B8 G=0

T REM

26 REM CHARACTER ARRAY
26 REM

165 REM

116 REM ZERD

120 REM

2:A¥C O, 1 3=CHRAC 120)+CHR$: 143 )+CHR$(128)
A$.0.,0

&, @ s=CHR$ 12
3B DA%

SOHCHRFC 123 HCHRSC 1430 A%C 1, 1 0=AF(1,05:1A%C 1, 20=A%$(1, 1 )1A$CL, 3
Fo 1,20

12@ FEM THWO
206 REM

219 A% 2,80
r=CHR$C 122
z2z6n REM
230 REM THFEE

2451 REM

250 AFC3,00=AF 0,00 tAFCS, 1 0=AFC2. L 0 AECE, 2osASC0, 0 ) IAFC 3, 35=5A%C2, 1 J1A%$C3.4)>=A%KCO
=)

266 REM

z2vH PEM FOUR

288 REM

CHR#C 143 0+CHREC 143 0+CHREC 12801 A$(2, 20=A%$(2, 821A2C 2, 3
14350A%0 2, 4 5=A%. 0.0

i, B0 AL,
+CHRES 143 MTHF’t'I,




FFCH, Bo=REC0, L2 AF 4, 1 0=RA$ D, 1 23AF 4, FO, B AFC L Z0=AFCZ, 1 11ASC4, 4)=AEC2

9 REM

REM FIVE

REHM

Fdc 5000 R 8,13 o A5,

00 B o1 FRC D, 3RS Z, 1 D1 AT, 49=A%C0

FEC S BO=RAPC B, B AFCE. 1 DsAEI 2, 30 :AFCE, 2 =A@, D 1 AFC S, 3O=AFC0, 1 2tASCE, 4)=A%$C0

REM

07, 1 D AFC? L3 =ARCTL 2O ASCT, 4 0=ASCT

REM
5 REM EICHT
1 REM
BV G B P B L R, 10 A

2x=A$CE, 001 AKCB, 20=AECES, 1 1AF(S, 4)=A%(8

B FEM

2 RPEM HINE

yOREM

P 3, 0 s PR 3L D0 s AF0 D, 1 esFEl 0, 1 D s b S5, 2 0m Rl S 80 cREC 3L 30=A%C2. 1 0 A% S, 4 0=A¥CO

3 REM
REM INMFUT TIME
REM
PRIHTIE
S0 PRINTRS

MG
Tk
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PRINTR213,"<E.G. O7113";
PRINT®Z283, "MMSS"

INPUT"CMAXIMUM TIME=10 MINUTES)";B%
cLs

C4=LEFT$(E$,2)

M="YAL{ C% 1432000

D$=RIGHT$(ES$,2)

S=YAL( D% XTO

T=M+3

IF T:20000 OR T=9 THENS4&

REM

REM SET MIMUTES 2 SECOMD::

FEM

TIMER=8

IFTIIIEF’ =T THEM T! BSIG‘ 1:E0TOSZH

CHMEL LDt ME="H"+ME
B0 1.059 8
JU THFH SERIGHTECSE, 10 Ze="0"+3¥

FEM PRIMT EGG TIMER
REM

IFRIGHTS:TH, 2
IFRIGHT#: T4, 1

GEH FORT-4TOD STEP- 1



00t

IFG=1THEM1I1D
PRIMTEZE7 . CHR$C 12
PRINTREZTL, CHREL 123
GOTOE2E

REM
REM ALARM

1948 HE|
1258

THEH RUM
20 THEML 190
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LANDMINE
DESCRIPTION

This is a game of increasing difficulty, the object being to get your
man home safely through the minefield. The computer offers help
by warning you where the mines are, up to two moves away from
the man in any direction. The warning given consists of a high
pitched alarm should there be a mine one move away from the
man and a lower pitched alarm if the mine is two moves away.

Each time the player elects to play again one more mine is added
to the minefield to increase the difficulty of play.

RUNNINGTHEPROGRAM

After typing RUN the computer will print the number of mines
present, which are 8 initially. It will then display the minefield, the
man and his home represented by ‘& and ‘H’ characters
respectively.

To move the man in the required direction use the number keys,
thus:

7 8 9
4 6
1 2 3

Remember to listen for the landmine warnings!
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PROGRAM STRUCTURE

Thelinesofinterestin this program are as follows:

50 Sets up 8 mines initially.

60 Array for storing grass and mines.

80-120 Sets up grassin all positions in the array.

160-230 Chooses random positions for mines.

240 Sets home, ‘H’, in bottom right position.

300-550 Displays minefield.

590-610  Inputs moves.

650-880 Increases or decreases X and Y positions according to
move input.

890-920 Check for valid move.

930-990 Displays grass path taken by man.

1040-1190 Check for mines near man.

1240-1320 Displays minefield successfully crossed.

1360-1460 Displays mine stepped on.

1470-1530 Input for new go or end game.

1520 Increases the number of mines by one.

1640-1750 Displays routine.

1820-2050 Authorises warning to man thatmines arein the vicinity.

2150-2330 Displays explosion.

2370-2470 Input move and sound alarm if mines are close.
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10

20 REM XEKKEKKKKEKKEXKKEKEXFELKKK

FEM LAMDMIHE

REM
MM=8

S0 DIMA%C28, 115
60 Y=

CcLS

80 FORI=1T022
%0 FORJ=1TO11

ASCL, Jo=":"
NEXT

PEN SET UP MINES AT RAMDOM

REM

FORI=1TOMM

#=RND(28

YY=RNDY 11 )

IFA$CY, YYo= THEN179

IF =1 AND 1 THEM17©
F¥=28 AND ‘Y=11 THEN170

HS(A:Y)="G"

NEXT

A$(28, 11 )="H"

PRINTTAB(S8>"NO. OF MIMEZ

REM

REM PRINT MIMEFIELD ON

REM SCREEN

REM
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300

S00
S1o
520
530

500
S60
STE
1o}

CL=29

2g=nn
Tg="H"

ST=2

FOR RW=2TO12
GOSUB 1640
MEXT

CL=29

RW=13
Z$=CHR#$.239)
TE="H"

ST=2

GOSUR 1640
RUW=1
GOSLIBIE40
CL=1

RU=13
Z$=CHR#$(239
Tg="yn
GOSUB1€40
CL=30
GOSUB1640
w=1

Y=1

Z8="H" :FRINTR413,2%;
GOTO18460
GDEUBZ100

IF V=0 THEM PRINT@ES5,"S"; V=V¥+1:G0TO590
PRINT"&";
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=303

870

GOSUBZ370

GG=YALLI$>

IFGG=9THENSEO

AR=Y

Be=\¢

OH GG GOTOES0, 620,719, 746. 770, 7£0. 210, 840. 270
n=R-1

YY=Y+1

GOTOS90

n=w

Y=+l

GOTOS90

AR

Y=Y+l

GOTOZ290

Hrmi-1
Y=
GOTOS%0
GOTOS€0
MA=VHL
=y
GOTO2%0
ne=n-1
r=Y-1
GOTO0890
W=y
="-1
GOTO820

HA=A+L
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580 Yy=v-1

890 IFXA<1 OR ¥X»23 THEMSEO
900 IF'(Y<1 OR YY>11 THEMISO
910 ¥=MA

920 Y=vY

970 ST=2

980 GOSUB1€40

990 AXC(AM EE )="8"

1000 REM

1010 REM CHECK FOR MIMES

1020 REM IN YICINITY

1030 REM

1040 IFA$(K, Y )>="R"THEN12€0Q
1050 ASCK, Y o="8"

1060 IFX=2%5 AND Y=11 THEH1240
1070 REM
1080 REM CHECK FOR 1 MOVE AWAY
1050 REM

1100 MS=1

1110 GOSUE1820

1120 IFMN<>@ THEN118®

1130 REM

1140 REM CHECK FOR 2 MOVES AWAY
1150 REM

1160 MS=2
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1170
1180
1198
1200
1210
1220
1230
1240
1250
1260
1270
1250

GOSUB1820
GOSUE2100

GOTOS60

REM

REM MIMEFIELD CROSSED
REM SUCCESSFULLY

REM
oL=
RW=
Te=up

PRINT®448, "

Z$="MINEFIELD SUCCESSFULL'Y CROSSED"
5T=1

GOSUB1640

A$C25, 11)="H"

G0TO1280

REM

REM LANDMINE EXPLODES

REM

GOSUB2150

A$CA L Y F=CHRE 1913

FORY=1TO11

%=1

GOSUE2100

FORN=1T028
PRINTRCT+1 2A32+0+1, A$CH, YD 5 GOTO1430
MEXT

NEXT

PRINTREE, "S" i
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1660
1676
1680
1699
1766
1vie
1720
1730
1740

PRINTZ442,
PRINTR436,
0$=INKEY$
IFC$=""THE
IFCS<

MM=PMM+1
GOTOED
REM

" AMOTHER GO 7 (/M)
N1430

"MUTHEN 1528
@ G0T02420

REM JUBPOUTINE TO DRAU

REM
REM
REM R
REM T$="y"
REM T$="H"

-~ VERTICAL
~ HORIZOMTAL

REM ST=START
REM Z$=TEXT TO PRINT

REM

IF T4="¥" THEMN1720

GOTO1628

PRIMTERLX32+CL, 235

RETURN

FOR I=ST TO CL
FRIMTERUASE+], 245

NEXT
RETURN
FORI=1TORM
FRIMTRIAS
NEXT

2+CL. 2%,
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1758 RETURM

1760 REM

1770 REM CHECK FOR MIMES IM
1720 REM VICIMITY

1790 PEM MS=1 CLOSE SEARCH
1206 REM MS=2 WIDE SEARCH
1216 REM

1220 MN=0

1230 FORI=X-MS TO H+M3T

1240 FORJ=Y-MS TO W+MS

1250 IFI<1 OR J41 THEM12293
1260 IF1>22 OR JX11THEHM1S520
1287@ IFA$CL, Jo="@" THEMMM=MN+1
1326 MEXT

1598 MEXT

1900 Z$=STRIMGE:, 29." ")

1919 IFMH<{=6 THEMN1932B6

1520 TRIMGEC S, " " H+STRECMH O+ MIMECS "
1930 C

1940

1950

1960

1976 GOSUE1£40

1920 IFMHI=@THEMNZ000

1990 Z$=STRIMGH(7, " " I+ITRFCHMS 24" MOVECS)H AWAY"
2000 CL=1

2018 RW=15

2020 T$="H"

2030 ST=0
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2040
2050
2060
2070
2050
)
2100
z110
2120
2139
2140
21%0
2160
2179

GOSUB1€40

RETURH

REM

REM POSITIOM WITHIM
REM MIMEFIELD

REM
PRINTEC Y +1 DR3240+, "5
RETLIRM

REM

REM EXPILOSION

REM

CL=¥+1

EW="Y+1

2= b

GOSUB1660

FORP=1T0OS

PLAY"01;T18%,L255,V16.G"

NEXT

Ppmngn

GOSUE1E€0
PLAY"@1;L255,V13,F %16, L2585, E;%22; L255:D,;v27;L233:C; V30, L2538, L253;A"
e

1JE1€660

FORP=1TOS

PLAY"01;T155:;L255:P25S:%31:G"

NEXT

Z8=CHR$< 191 )

GOSLIE1 880

PLAY"01; T120:L25%; P2SS,Y20:A: T20, 27,68, T50: ¥22:C; T30, V180"
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2330 RETURM
2340 PEP

gl
2:350 REM GET MOYE AMD ALARMY

2360 FEM
IFMH< >0 THEMZ 410

I$=1HKE'YE
: IF1%="" THEHZ37®
2400 RETURH

2410 IFMS=2 THEMZ2440

2426 PLAY"04'v31TZL3IOP30F"

2430 G0T02450

PLAY"04V3I1TZLIOP1BC"
3

2470 PETURH
24380 CLS
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MINDREADER
DESCRIPTION

This program was developed as an example of pseudo-artificial
intelligence. The program is limited and will only make sense if the
user keeps within the limitations of the program and specifically the
database.

The program asks the user a question and then asks the user his
feelings on the subject. The program waits forthe userto ENTER an
answer which includes personal references i.e. ‘I, ‘ME’, or 'MY". If,
after three answers, the user still hasn't used one of the three
personal references, Mindreader then asks him to suggest another
subject.

If the user has used a personal reference in a response,
Mindreader changes it from the first person to the second person
and in this way uses the response to direct a question atthe user.

RUNNING THE PROGRAM

When loaded type RUN. Mindreader will start by asking the
player’s name and then the subject he wants to talk about. f you
wish to end the conversation, type ‘BYE'.
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PROGRAM STRUCTURE

The lines of most interest in this program are as follows:

80-170

180-440

480-1080

Asksthe player'sname, a topic and what he wants to say
aboutthe subject.

Asks for the player’s further views about the subject
under discussion. Asks for anothersubject if the player
makes no personal references in three answers or tells
the player to talk about his views if he were to ask
Mindreader aquestion.

Analyses the player's statement and directs an
appropriate response at him.
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GOTOLE

CEMOME “THEMTZO

fiRecs)

GOTOIB5E
IF MIDSCRAE.CoT 000 V0UR " THE

GOTO1958
IF MID# A%, C, 1
E$=BE$+"YOUR *
850 L=3
860 H=1
876 GOTO1050
850 IF MIDECAF, T, 450300 " OR M¢=1 THEMZ3O
99 Ef~BF+"1 "
908 L=4
916 H=2
920 GOTO1856
930 IF MID${A%,C.4273"Y0U " OR Mv-@ THEM3EO
940 B$=Et+"ME
556 L=4
960 N=2

FUMY Y THEME29
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10560
AFCRE, T, T

" THEML 929
38 B

1850
16810

GOTO3BIE
(=R ERD (RS AL SURS I

L
YEHEHY THEMM =N

LE THEHe&18

TOVEOE - HET

L THEHFRINT"HMHY DO 00 THINE
THEMPRIMT MHY [0 v0U THIRE" FRIMTES

O
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LABYRINTH
DESCRIPTION

Provided with five arrows, the player’s aim is to search out and slay
the slumbering dragon hidden in one of the rooms of the maze.
Dragons have an incredibly bad odour about their bodies, and so
the dragon can be detected within one tunnel distance, but the
chances are that it will move to the next room once it has been
woken up by the passing of an arrow or the presence of the player
entering the room.

Arrows can be guided down a total of 5 tunnelsbut may ricochet
and hit the player. Other dangers are bottomless pits and gigantic
bats which do nasty thingsto players of this game.

The program consists mainly of text and the maze is designed
around a dodecahedron.

RUNNING THEPROGRAM

Loadand type RUN.
PROGRAM STRUCTURE

The lines of interestin this game are as follows:

160-190  Sets up random positions for players, hazards and the
dragon. Checks to ensure their positions are different.

230-570  Main routine calling the subroutines as required.
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580-750 Informs of hazards, gives the player his position and
tunnels radiatingfromthat position.

760-890 Asks whether player wishes to fire arrows or make a
move.

900-1400 Fires arrows and stores the result.

1470-1570 Moves dragon and burns up player if in the same room
asthedragon.

1580-1970 Moves player and immediately actuates any hazards
encountered.
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18 FEM LACCREINTH

GOSUBZ90
IF F=0 THENI4GO
290 GUTO310

B GOSUELSE8

IF F=@ THEMZ40
IF F:0 THEM3TH
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TO S HERT

SUHOD LDEE. LGt

A =1 TO 3006 :HEXT
14 227, "THE DPAGOM WILL GET WwOU"
226 FOR Thw1 TO :2086: HEXT

400 CLS

416G PRINTEZ34, "HEXT TIME."
420 FOR .J=1 TO &

438 LC o= 1)

446 HEXT

456 FOR TD=1 T 36856 HEXT
G CLS

478 PRINTERZZS, "AMOTHER FLAY % YoM
430 AE=IHKETS

438 1IF A% THEH4EE

S IF fgs N THEM2096

TO 10 MET
SUUSE THE SFME SET UP 7 CoM

g ' THEHS40
568 IF AF="H" THEN11®
570 GOTOZe8




CcLsS
IF J=2 THEN PRINT®228,"1 CAN 8MELL A DRAGON..."
IF J=3 OR. J=4 THEN PRIMT@231,"1 FEEL R DRRFT"

IF J=3 OR J=€ THEN PRINT@231,"1 HEAR WING-FLAPS"
HEXTK., J

FOR TD=1 TO 323006:HEXT

CLS

PRINTR45E, "*¢0l) ARE IM ROOM";L<1 >

9 FOR TD=1 TO 10606:HEXT

FRIMT TABC43"TUHHELS LEAD TO"SCL,13:8CL,25;58L,3)
RETURH

FOR TD=1 TO 1006 HEXT

FRIMTTAB. S "SHOOT OR MOVE 7 (SoMo"

‘E'vE

THEHT26
" THEHZSD

PRINT FRINT TAEC125"5HO0T"
FOR TD=1 T0O 1006 :HEWT
RETURH
IF E%<%
FRIMT:FRINT TAB AUTMOVEY
2 FlJP Mol TO0 LoEsd HEST

IHHlT "
FRIMT  FRINTT
g Ir Dol OR DS
5 FOR 1 T0 D
For TD =1 TO 1995 HENT

“iD




Q7R IHFUT! PO TO GO THROUGH oL
92 FRIMTTAE 1400
i P

THEH GG
THEWT
SUHD L-TURNE FOR ARROWE, "

GOTO2ED
HEXT

o e e W BOTHEL LY

TO LR HENT

M OHIT A OMALL. "

Th=1 TOL 16Ee HEWT

TRE34, "MIGSED. .. ."
13

1T

1 THEM FRETURH
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o FOR Th=
FRINTRZES, "OH DERFL YO HIVE SPENT

3 FOP Th=1 TO 1988 HEXT

PRIMT TAB:4 AL VOUR FRRDMES.

RETURN

Cl

PRIMTRZZE, "AHA. . . . YO ZHOT THE CRAGON"
F=o1
FETIJF’H

e SARROL GOT vl

THFH RETURH
TO 1985 HENT

232, "WHAT A SHAME, ...
FOR TD=1 TO 1056 HEST
HT"THE DRAGOM BURHMT wOU TO A CRISP"

15668
1578
1586 r 2]

S FOR TD=1 TO 1856 HEMT
THPUT VIHERE TG "L
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3 THEHL1D

=L THEH1 79

15 THEM17DD

FOR TCe=1 TO 1S HEST

B FRIMNTTAR.Z"HO TUMHEL IM THAT DIRECTIOH"
B GOTD1596

THEH1 269
TO 19685 HENT

1

17 E JUST BUMFED"

1 .

1 SLUMEER THG DI2AGLINY
1

17 IF |s] THLHlu 5

17 FETIJF’N

134 32 AML: L obs THEHLW

T 1R HERT

LUNWOU ST FELL INTO A YERY DEEFPY
TLJ 1U‘7JU HEHY

YO RE DERAR

4 THEH RETURH

"M LLGA
2] T 1€05 : H

1L BAT GREREBED v,
r
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BREAKOUT
DESCRIPTION

This game is the computer version of the popular arcade game
Breakout. It makes good use of the DRAGON graphics character
set, resulting in a very colourful display.

RUNNING THE PROGRAM .

After typing RUN, the program will display a few instructions
mainly explaining that the bat is moved using the left and right
arrow keys. Hitting any key will start the game running. There are
five balls to start with and the object of the game is to knock out as
many of the bricks as possible. When all the bricks have been
cleared from the screen, a new set will appear and the game is
played over again.

PROGRAM STRUCTURE

Thelines of interest in this game are as follows:

100400 Setupthedisplay.

540-570  Choose random ball start position and direction.

580-600 Display the scoreatthe bottom of the screen.

610-680 Inputforanothergame.

720-830 Check to see which arrow key has been pressed, if any,
and move thebat. If either key has been hitagain orthe
bathasreachedthe end ofthescreen, stop the bat.

870-940 Checkifthe ball has hita brick, the bat, one of the sides
orthetopofthescreen.
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950-990  The bat has missed the ball. Decrease the number of
ballsleftby one.

1000 POKE ‘ball’ graphic characteronto the screen, if it
encounters a blank space.

1010-1690 Routinesto POKE the ball onto the screen.

1700-1950 Blank outthe bricks hit by the ball and score the
appropriate points.

1990-2080 Print the instructions.
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19 REM EREA CILIT
20 REM #¥i¥# ZEeR
3B REM

GOSUE 1998

59 BA=D
7B REM
20 REM DISPLAY

93 REM

148 FORI=1 TO 14
158 PRIMTCHREC 234
166 PRIMTSTRIF
178 FRIMTCHRSC
138 HEXTI
195 PRIMT244
PRIMTR4E
PRINTI®:

F‘F’INTFHP$'1 9;;
29'3 PRIMTCHR$C 17505
393 HEX

319 PRIMTES27, "";
320 FOR ¥=1 TO 15
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30 FRIMTCHRIY 147 3;
340 PRIMTCHREC 1455,
3568 MEXTH
368 PRINTRLIZS, ",
370 FOR ¥=1 TO 15
320 PRIMTCHREC 1835:
398 PRINTCHREC 16255

438 AC1 =208
448 AC2 =133
458 AC3)=194
460 AC4 =155
470 B=4£3

508 REM
519 REM RAMHDOM BALL =TART
529 REM POSITION AND DIRECTION

0 REM
540 Z=112344+RND( 300
550 G=RMDCZ -1
IF =1 THEW R=1
IF G=8 THEM 3
9 PRIMTR425. "SCORE"; SO
FRINT@433, "BALL MHO. ", EBA;
IF BA<:0 THENTZA
FOR TD=1 TO 4000: HEXT
CLS
FRINTRZ33, "AHOTHER GAME 7"
FE=IMKEYS
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€50
B8
£70
£330
£90
7o
719
720
T332

IF A$="" THEHE40

IF A% " THEM RUM

IF A%<>"N" THEHE40

GOTO20%0

FEM

REM PLA GAME

REM

BE=IMKEYS

IF E4=CHR#(2> OR B¥=CHR¥( %> THEM

0 THEH C$=B$

FF=FF+1

INTCFF 25 THEM PRIMTRE.STRIMGS$(2, 128

E%
IF FF 2=IHMTCFF-2> THEMFF=0: GOTO220

TED

P70 I=ASCICS)

780 IF 1=9 THEH E “B+1 1G0T 01200

Taa IF I=3 1

300

210 IF Ei<449 THEM B=449 FF=0

520 PRIMTRE, STRIMGH#.2,1955;

836 R=R+1

249 IF O

850 IF 0=1 THEHSTO

&0 IF THEM Ri=131Z=2+YPOKES-4,
570 =PEEKCZ?

8#@ #=19% THEM 1720

830 130 0OR #=178 OR ¥=l46 OR X=
900 31 OR E :

210 34 THEHllJ@

920 IF ¥=229 THEM1350

930 IF Z2<=1035 THEM1010

940 IF 2<==15062 THEM16000

950 BA=BR-1

260

PLAY WS L2020

=1 THEM IF R»4 THEM R=3:2Z=2+V:POHEZ-Y,122:G0OT0870

162 THEM K=-1:G0T01700
€3 THEM Kk=1:C0T01700
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970 PRINTEE, STRIMGE &, 1285,
280 FF=0
255 GOTO410

1666
1619
1926
1020 Z
1040
1050
1066
1670
1886
1656
1106
1118 2
1126
1136
1140
1158
11608
1179
1180
1120
1268
1216
1220
1230
1240

POKEZ, ACR Y1 G0TO?20
=1 PLAY Y3 IL3005A#"
IF HDTl =1 OF R=2) THEM113@

GOTO726
IF_HOTCR=3 DR R=t THENL120

PLAY"Y31L300SA#"
IF NUT'R 1 OR R=2) THEM1Z76

o= 1

AC35=194

A4 H=12€

GOTO? 20

IF NCIT& R=3 OR R=:r THEM1ZD@
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1:3:30
1340
1330
13608

1378 2

1380
1350
1459
1415

1426 H
1430 1

1448
1450
14@
1470
145@
1496
1506
1518

15260

1531

1540
1556
1566
1570

135

1590 H

1660

=3 OR F=ds THEM1ZZH

2> THEM1526

AC45=136€
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1618 GOTOS520
1620
1638 2
1540
16508
1660
1578 A
1636 A
1696 COTOSE0
1768 PLAY"Y31L30020"
POKEZ,
FOKEZ+E, 123
241833
21126

OF R s THEM1PGR

]

17ae Y=

1368 IF HOTCR=1 OR R=2Z) THEM1:390
1816 Z=2+32

1526
308

1540

GOTOS520

IF MOTOR~Z OR R=d4» THEM13G) FEM IF 30 THEW MISTAKE
S2




Sel

12308
1940
1850
1960
1970
1980
1998
2000
z010
2020
2030
2040
20950
'.Z-nfs.g
zB7e
2020
2099

A1 )=200

AC2 =133

GOTOSS0

REM

FEM INSTRUCTIONS
REM

CcLsS

PRINT1PRIMT" COMMAMDS : -

PRINT(24, "kix DRAGOM BREAKOUT 4"
PRIMT: PRIMT"COMMANDS: -
FRIMT:FRIMT"ARROW LEFT - MOYVE LEFT"
PRIMT : PRIMNT"ARROM RIGHT - MOVE RIGHT"
PRINT:FRIMT"EITHER - TO STOP
PRINTR423, "PRESS AMY KE'

IF IHKEY$="" THEHZO7O

RETURM

cLs
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FIND THE WORD
DESCRIPTION

In this game the player inputs a word length, and the computer
will choose a word from the data statements of that length and
putitin a matrix with a mix of random letters. The player then has
to find that word in the matrix. The word may be horizontal,
vertical or diagonal and may be backwards. If the word has not
been found after three guesses, the computer will give clues by
telling the player the first letter of the word, then the second, etc,
until it can give no more clues without giving the whole word.

RUNNING THE PROGRAM

After you have typed RUN, the computer will ask if instructions
are required, and if the answer is yes then a page of instructions
will be printed on the screen. The game will than start by asking
how many letters in the word. The variable M chooses whether
the word is diagonal or not. Then the guessing of the word
begins. When the word has been guessed or the computer has
run out of clues, the word will be printed along with the running
total.

PROGRAM STRUCTURE

The lines of interest in thisprogram are as follows:

260-340 Inputword length.

390-460 Choose a word of inputlength.

510-910  Creategrid and puttheword somewhere inthe grid.
950-1050 Printthe grid on thescreen.
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1090-1420 Guess atword and checkto see if the guess is correct.
1470-1580 Guessed the word or no more clues available.
1620-1630 Dataforthree letterwords.

1670-1690 Data for four letter words.

1730-1750 Data for five letterwords.

1790-1820 Data for six letterwords

1860-1930 Printinstructions.
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10 REM FIND THE WORD

30 REM

48 S=1

50 T=0

60 T#="REBCDEFGHIJKLMHOPARS TV YZ"

20 CLS:PRINT®230, "4x¥ FIMD THE WORD X"
85 FORTD=1T02000 HEXT

90 CLS:PRIMT@2ZE, "DO YOU WANT INSTRUCTIONS 7
100 A$=INKE"$

105 IFA%$=""THEH100

110 IF A$="¢" THEM GOSUE1370

120 P=0:G0OSLB260

1:30 GOSUE400

140 GOSUBS10

150 GOSUBS40

160 GOSIUB107O

170 IFO=0THEMN150

120 GOSUE1470

190 IFO=@THEM1530

200 GOZLE1320

210 GOTO120

REM
230 REM IMPUT WORD LEHGTH
240 REM
260 M=RHD(2>
300 CLS:PRIMT@223, "HOW LOMWG IS THE WORD 7
310 PRIMTTABCSH"(LEHGTH 3 TO £)"
320 ME=IHKEY$
325 IFM$=""THEN320
330 IFASCCMEIZS1 OR ASCCME 54 THEM32O
340 L=YAL(M$)
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350 M=L+1
360 RETURN
379 REM
3230 REM CHOSE M WORD OF THAT
385 REM LENGTH
390 REM
400 RESTORE
410 READCE
420 IFLENCC#)<>L THEH410
430 Q=RMDC 1353
440 FORM=1TOM
450 READW#
460 NEXT
470 RETURM
480 REM
490 REM CREATE A GRID OF RAMDOM
495 REM LETTERS
500 REM
510 ¥=0
520 R=RNDCN)
530 F=RMD(N2
548 IFK<{=2 OR K>=N-1 THEMZ20
550 IFR<=2 OR R»=H-1 THEM3%0
560 ¥=X+1
570 GOT0S20
580 FORX=1TON
590 FORY=1TOM
G=RNDC 26 5
616 QF=MID$(T$.0,1)
620 RECH, Y r=08-
630 MEXTY
£40 HEXTY
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IFM=2THEHZ10

IFR<=2 OR Ru=H-1 THEMW?43
IFK<=2THEM KFR=1
IFE>=H-1 THEN K
1TOLEMHCLIS )
RI=MID$CWE. >, 10

2§ RO=MIDECUE, ¥, 10
R=R+RR
NEXT
RETURM
0:RR=0

2 THEMRR=1
-1 THEHMRR=-1

THEMKR=1
—~1 THEMKR=-1
FOR:=1TOLENC bi% >

RECK, RO=MIDS WUE, K. 12
K=k+KR

RETURH

REM

REM PRIMT GRID OM SCREEM

REM

CLZ: PRINTTAB( S »3TRIMGE. 20, "=" )
FOR'W=1TON : PRIMTTABC 16-H "
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250 FOR¥=1TOM

570 PRIMTRSCH, w25 "

580 MEXTH

950 PRIMT

1600 HEXTY

1010 PRINTTABCSOSTRIMNGSC 20, "="
1615 PRINT

1620 PRIMTTAECS )" LEMGTH".L

1630 RPETURN

1640 PEM

1656 REM GUESS AT WIORD

1050 PEM

1670 IMPUT"WHAT I3 THE WORD",E#
1636 P=P+l

1166 IFE$=L#THEM1310

1110 PRIMTTAECS X SORRY. wrond"

1120 IF P-2=L THEN1240

11:30 IFP>2THEH1170

1135 IFP=1THEM1150

1140 PRINTTABLS)"HOT VERY GOOD"

1150 0=0:FORJ=1TO3005 : HEXT

1156 RETURN

1170 HE=LEFT$C Lig, P-25

1130 PRIMT"''DU) MEED HELP"

1198 IFP>3THEH1Z2Z28

1200 PRINTTRECS »"THE FIRST LETTER IS ";H%#
1219 GOTO1156

1220 PRINT"THE FIRST",P-2Z, "LETTERS ARE ";H$#
1230 GOTN11%56

1240 PRINT"YOL D10 HOT GET THE WORD RIGHT."
1260 PRINT:PRIMT"IT WAS “;biE;

12709 FORTO=1TO3000 HEAT
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1250
1250
1310
13208
1330
1340
13508
1350
1370

1320 3

1396
1406
1410
1420
1430
1448
1450
1468
1470
1490
156%
1516
1520
1530
1546
1559
15€0
1570
1560
1590
1600
1616

0=~1

RETURH

PRINTTRECS»"THAT S IT"

PRINT"YOU GOT IT IHW ";P;

IFP>1 THEHFRINTTAE: S " TRIES" : GOTO1 350
PRIMTTABL S )" TRY"

FORTD=1TD32000 : NEXT

0=1

RETIRM

=541

K
P=6
RETURH

REM

REM GUESSED THE LIORD 0OR HO

REM CLUES AYARILABLE

REM

T=T+i L/P Xk LoP Y4M

CLS:PRINT"THE SCORE FOR THIS WORD"; INTCLL<PO>RCLP YEM
PRINT:PRINT"CMAXIMUM SCORE. WAS"; IMTC LALLM 5 " 5
PRIMT:PRIMT"TOTAL SCORE "5 IMTC(T~ S5

PRIMT : PRIMT : PRINTTABC S>"AMOTHER GO 7"

A$=1MKEYS

IFA$=""THEM1530

IF A$="Y"THEM120

IF A$="H"THEM159@ .

PRINT:PRINTTAB:S »"¢ OR M PLEASE."

GOTO1530

CLS:GOT09999

REM

REM THREE LETTER WORDS




REM

DATA 333, TIM, GET, THE,SIT, CAT, DOG, OHE, TWO
DATA SIX, TEM,FIT,BET,SET.DIG, BAD

REM

REM FOUR LETTER WORD:S

REM

DATA 4444,F0UR,FIVE, COOL, MAKE, HOLE, POSH
DATA HIME, CLAP,COLD, GOOD, YOUR . WHAT . READ
DATA YAST. LAMP, DUEL

REM

REM FIVE LETTER MWORD3

REM

DATA 53335, CHIPS, GREAT, CLEAR. GLASS, MAKER
DATA SPOOL, SLEEP. BEAST . SEVEM, STOOL

DATA EIGHT.PLAMT. RALAR, RAL'IO, WATER

REM

REM SI¥ LETTER WORDS

REM

DATA EE66EE, ARCTIC . GUITAR . MINITE. MIDOLE
DATA PISTOL., AHIMAL, PERMIT . TOWERS, FIRING
DFTA DRAGOM, ROBOTS. ROCKET . MOSAIC, MEMORY
DATA EAMDIT

REM

FEM IHSTRUCTIONS

REM

CLS PRIMTTABC 102" IMSTRUCTIOHS"
PRIMT:PRIMT" FIMD THE WORD IS A GAME WHERE"
FRIMT :PRIMT"YOU HAVE TO FIMDL A HIDDEW WORD"
FRIMT:FRIMT"IMN A GRID OF LETTERZ."

PRIMT :PRINTTABY 12 »"CLEAR 7"

IF IMKE'/$=""THEH1320




b

1930 CLS
1940 RETURN
9993 REM END
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BIRDS DEMO
DESCRIPTION

This program is a demonstration of high resolution graphics and
their animation. Displayed on the screen is a sea view. Attractively
coloured birds are soaring over the sea.

As the display stops moving, an arrow is fired from the sea and
shoots down a bird. A tune is then played beforethe whole process
repeatsitself.

RUNNING THE PROGRAM
When the program has loaded, type RUN and watch the display
appear on the screen.

PROGRAM STRUCTURE

The program uses a resolution which allows it to use four pairs of

pages to animate the birds and waves. Each pair of pages contains

the waves and wings of the birds in a slightly different position to

each other. Hence when the computer displaysthe contents of each

pair one after another, continuously, the birds appear to be flying

and the wavesto be moving.

The lines of mostinterestin this program are:

60-220 Flock 1. Drawsthe birds in hi-resand storesthem in
pages 1and 2.

260-280 Waves 1. Draws the waves in hi-res and stores them in
pages1and 2.

320-470  Flock 2. Draws the birds in hi-res and stores them in
pages 3and4.
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510-530
570-730
770790
830-990
1030-1050
1090-1180
1220-1270

1310-1360

Waves 2. Draws the waves in hi-resand stores them in
pages 3 and 4.

Flock 3. Draws the birds in hi-resand stores them in
pages5and6.

Waves 3. Draws the waves in hi-res and stores them in
pages5 and 6.

Flock 4. Draws the birds in hi-res and stores them in
pages7 and 8.

Waves 4. Draws the waves in hi-res and stores them in
pages 7 and 8.

‘Flicks’ through the pairs first forward then backwards
one hundred times to give the effect of animation.
Draws andthen moves the arrowusing GET/PUT
functions.

Moves the dead bird to the sea.
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REM BIRDS DEMO
REMAXAXXAAKAAKIAXAAXXARAAXAAY
REM

REM FLOCK 1
REM
PCLEARG: PMODEL, 1:PCLS
DIMAC4E, 12>
DRAW"BM20, 20R4E2R2E2R4F2R2E2R4F2R2F2R4"
DRAW"BM31, 16R4U4E2R2F2D4"
PAINT(38,12)
COLOR?,5: DRAW"BM120, 30R4E2R2E2R4F2R2E2R4F2R2F2R4"
DRAW"BM131, 2€R4U4E2R2F2D4"
PAINT(138,22)
CIJLORE , 5 DRAW" BM220, 35R4E2R2E2R4F2R2E2R4F2R2F2R4"
DRAW"BM231. 31R41J4E2R2F2D4"
PAIMNT( 238,27 >
DRAW"BM350, SOR4E2RZE2R4F2R2E2R4F2R2F2R4 "
DRAW"BMEL , 46R41U4E2R2F2D4"
PAINT(ES,42)
GET(17,9)>-(€3,21)5.A.G
PUT( 1€0,49>-¢226,€17.A,PSET
PUT(90,70)-113€.82),A,PSET

REM
REM WAYVES 1

BRPLENMB, 150F 4RAEAFARAEAFARAE AF ARAEAF ARAEAF ARAEAF ARAEAF ARIEIF ARAE Q"
DRAW"EBM105, 150F 4R4E4F4RAE4F 4R4EAF 4R4E4FAR4E4F4RIEAF 4R4EAFAR4E4F4RAES"
DRAW"BM216 , 150F 4R4E4F4R4E4F4R4E4F 3"

290 REM

REM FLOCK 2
REM

320 PMODE1,3:PCLS:DIMBC 4€, 122
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ZRAFZR1G"
204"

COLORT,5: DRAW"BML 13, ZER1BEZR4FERZESR4F2R1EM
DRIAW"BM1 F‘4Ll4EJ'.~ 20w

FHIHFAIJ
COLORE, 5
DRAW"EM
9 PAINTC
3 DRAL"EM43, 43 =

@ DRFALI"EMEL, 4&P$H4E_ ;D4"
B PAIMTCES, 42
GETC17, 30~
PUTC 186,43 )
B PUTO 2@, 70 -0 1
FEM

FEM WAWES 2
REM

DRFIW"EMG, 154RZE4F 4R4EIFIRIE4F 4RIE4F ARSGEAFIRIESF IRIEIF4RIEIF IRIEAF 4R 2"
26 DRAW"ENM1@3, 1 54 4F4REAF IRIE4F IRIEN 4RIEAF 4RIEGF 4RIESF IRIESF RIESIF IR "
DRAW"EMZ15, 154RZES4FIRGEIF SRAEH 4R "

5 FEM

b REM FLOCK 32

SE8 REM

S7TE FMOICEL,S:P
536 DIMIT 4e, 12
DRHH"BMIS;lERlBFE

2R4FZR1G"

B, FPEET
B PSET

5

S28 3

536 DFﬁN“BM al:
548 PAINTO 132,220
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£50 COLORS, S: DRAW"EBMZ1
€60 DRFAW'EBMZ231, 31R4I4EZ
€70 PAINTL235,27)

660 DRAW'EM46. 46R1 SFZRZEZRLE"
98 DRAV"BMEL . 4ERIISE =
7O PAIHTLSS, 420

718 GET.L17.97
7B PUTC150,490
T30 PUTC 98,70 o
748 REM

7SO0 REM WAYES =
769 REM

77O DREAW'EMD. 1 SOFIRIEIF 4RIEIFIRIEIF 4RIESF IRIESF IRIEAF IRIESF ARIEAF SRIES"
738 DRAW"EMIOS, 1 SOF4RIESF R4E4FIRIEAFIRIEAF 4RIEAF ARIEAF IRIESF IRIE4F 4RAE 4"
79O DRAW"EM215, 150F4R4ESIF4RIESFIRIES"

€00 REM

319 REM FLOCK 4

520 REM

530 PMODEL, 7:PCLS

249 DIMDCI6, 1205
250 DRAW"EMLT.
160

R4EZRCEZRZ"

&7 2120
559 C S DRAN'EMIL 2
€98 DRAN"EMI3 1, 26RAU4ESREFED:
9050 ;

910 COLORE.5

9261 DRAW'EM231 .
%30 FRIMTL2
348 DREAK"EM4
259
SEC P

4..



0S1

970 GET.17,90-(€3,215.0.G

380 PUT(180,49-(226.,51),D.PSET

990 PUT(90,70>~(136,82»,D,PSET

1000 REM

1010 REM LAYES 4

1020 REM

1036 DRAW"EMO, 17J4RZE4F 4R 4E4F 4R4E4F4R4E4F 4R4E4F4R4E4F4R4E4F4R4E4F4R4E4F4RZ"
1040 DRAW"BM10S, 154RZE4F4R4E4F4R4E4F4R4E4F4R4E4F4R4E4F4R4E4F4R4E4F4R4E4F4R2"
1050 DRAW'BMZ1E ., 154RZE4F4R4E4AF4RIE4F4R2Z"
16€@ REM

1670 REM AMIMATE

10580 REM

1090 FORZ=40T0S0

1100 FORX=1TO? STEPZ

1110 PMODEL, X :SCREEN1 .1

1129 FORTD=1TO100: NEXT

1130 HEKT

1140 FOR¥=7TO1 STEP-2

1156 PMODEL, ¥: SCREEM1, 1

1160 FORTD=1T0100:NEXT

1170 MHEXT

1120 MNEXTZ

1130 REM

12060 REM DRAW AMD MOVE ARROW

1210 REM

1220 COLOR?7,3:DRAW"BM111, 143U6"

1230 DIMECZ,€)

1240 GET(110,136)-(112,144>,E.,G

1230 FORY=-1T0-33 STEP-1

1260 PUTC 110, 136+'()>-€ 112, 144+Y ), E,PSET
1270 NEXT

1280 REM



[E=1}

1290 REM KILL BIRD

1300 REM

1310 GET(90,708)-¢136.82),R.G

1320 LINE(110,83)>~¢112,91),PRESET, BF
1330 FORX=1T060

1340 PUT(90, 70+X)—( 12€,82+% 1, A, PSET
13350 HEXT

1260 LINE(90,1320)-¢12€,142), PRESET, BF
1370 REM

1380 REM MUSIC

1390 REM

1400 PLAY"GEDEFECDP2ACDEFG"

1410 RUN
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STARTREKKER
DESCRIPTION

The captain is on holiday and war with the Klingons has justbroken
out in sector 3. So, offyou go with the rest of the crew of the Star
Ship Enterprise to fightthe demonic Klingons. Your reactions must
be fast, because the Klingons don’t wait for anyone and have a
disconcerting habit of exterminating sluggish star ships. In this
war you will be struggling for survival.

RUNNING THEPROGRAM

When the game is run, it asks for the difficulty level: 1 is easy and
9is virtually impossible for a beginner. After the message “ALL
SYSTEMS GO the screen will display a real time short range
scan of the quadrant of the galaxy you are in. To the right of this is
your information panel, showing fuel levels, current position, shield
levels, etc. Below this, the message “SHIELD FAILURE" is displayed
if the shield has been drained by continuous Klingon
bombardment. The bottom part of the screen is reserved for your
commands.

The following characters are used to represent the various
objects displayed by the short range scanner:
‘E’'—TheEnterprise.
‘K’ —A Klingon ship.
'#'—A starbase.
‘*'—Astar.
‘! —Enterprise torpedo fire.
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The battle field is a galaxy 10 by 10 quadrants in size, each
quadrant also being 10 by 10. The number of Klingons you have to
destroy and the number of star bases for refuelling are set by the
difficulty level at the start of the game. You have the following
commands available:

F: Fire photon torpedoes. You will be told the number of torpedo
banks that remain unfired and then asked for a direction (see
below). This will be repeated until all banks have been fired or you
type "S”.

M: Move Enterprise. You are asked for a heading (see below).

L: The long range scanner is activated until another key is
pressed. It shows the amount of stars, star bases and Klingons in
the surrounding quadrants, under the heading “S”, “B” and "K”
respectively.

S: Asks for new value of shield power. If the number of Klingons
is high, more shield power is required and this is deducted from the
fuel level each second.

R: Repair damage to the Enterprise. Once started this cannot be
stopped until the repairs have been completed. While you are
undergoing repairs you are vulnerable to attack.

Whilecommandsthatask for more information are being typed,
the display will freeze. When you press return on a line of data, for
example a heading, the program will update the display to show
what was happening while you were typing. Whenit has finished
your command will be completed. So you may have been killed
while you were typing and did not realise until you pressed return.



DIRECTIONS AND DISTANCES

A distance of0.1 will move you to the next position horizontally and
0.125 vertically. Also a distance of 1 will move you a quadrantwidth
horizontally and 1.25 vertically. Headings are given in degrees, for
instance 0 is down, 90 is right, -90 is left and 180 is going up. Any
angle between these can be used.

18‘0
-90-*-90

|
0

Helpful hint: If you getswamped by Klingonstry shooting a star!
PROGRAMSTRUCTURE

Thelines of interest in this program are as follows:
130-200  Printsthe mission.

210-250  Inputs mission level.

660-910  Prints main scanner display.

950-1080 Displaystheindicators.

1120-1250 Routine toinputthe command.
1290-1500 Indicator update.

1940-2390 Fire photon torpedoes.

2490-3080 Move the Enterprise.

3120-3230 Countthe number of Klingons left.



GGL

3270-3370 Mission failure.

3420-3650 Display the long range scanner.
3660-3760 Input new shield power.

3800-3970 Explode star.

4010-4350 Dock with star base.

4390-4470 Enterprise collides with Klingon or star.
4510-4640 Repair the Enterprise.

4680-4760 Play explosion.

4800-4870 Input for another go.



130 PRINTE43, "STAR TF
149 PRIMTSTRIMGEC 32,

PRINT"OUR MIZZION 13 TI.J DESTROV THE"

s LIMGOHS" .

126 PRINT". EEFORE THE( DESTROY an .t

289 PRINT

218 IMFUT"HOM CIFFICULT DO O WAHMT THE MISSIOM C1-23 "
2260 IFID?ZTHEM PRIMT:PRIMT"THAT 'S IMPOSSIBLE": GOTOZLE
230 IFIDY1 THEN PRIMT FRIMT"VOU ARE HOT PLAYVIMG SHAP!":-GOTOZ16
THT 1S-FHDC T0

HT €D0+RHDC 188 35

;1D

64 CL3S
7 PRIMT
50 PRINT
Q3 PRINT
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309
318
3268
3309
348
350
3568
379
jei=5)
jeicl]
Ll505]
416
428
430
441
450
468
478
EE15)
498
SR
518
529
530
549
558
568
o579
bat=1s]

Nr=IHTe 1D 2180

PRINT" EHT PF‘F’I E EIITEPINF GALA
FORI=1 TO HZ

= IHTCRHD 19— 1)

Lt L oG L Ln o+1

HEXTI

FRIMT"WARMIMG "MK "KLIMGOHS IMVALING
PRINT"GALA "

FORI=1 TO Nk

G LM, LY =6 L, LY )+1‘37JVJU

HEXT 1

PRIMTHE: “"'THFBH::EJ TAKIHG UP"
PRIMT"FOSITIONS

FGRI’I TrJ HE

G L“ L' 5=GE L, LY 7+ 169

HEAXT 1

PRINT

PRIMT" ALL SYSTEMS GO™
TIMER=3

DEFFHTC M o=1
FL=103585
PT=18

SR=20
YE=RHND D - 1+RHDIG D

T TIMER./S58 )
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520 YE= F‘I-I[J( 9o 1+RHDCE
500

uu;u#l 1]

CLS

REM

REM FRIMT MAIM LISPLFY
REM

LE=STRINGE: 16, "
PRIMTRE, CHR$: 142
FOR E=1 TO 11
F'F‘INTWK, CHR$C 1403

FuPh 3z TO 320
PRIMT®E
HEXT k.
3 PRIMTRE3SZ, CHR$ 1530
TS0 FOR TO 11
PRINTRE+3SE, CHR:E 131 5
TTR HEXTE
FORI=BTOS
FuP J=0T02

.;TEF‘B:
DGL#THRSOL23 )

GOTOS5G
GOTDE9D

~1THENPFR INTI#HF :E;H OO
1LOTHEHPRIMTEHF . E£, - GOTOR50

(R PR #x ITU =17




661

3326
530
966
210
el

1816 PRIMTEJI+3E, "SHIELD FOLIER
1620 PRIMNTRIIH1ZZ, USING" xits"

FRINTEHP, " ",

HEAT.J, 1

GOSLESSH

0TO1128

REM

FREM DISPLA‘Y IMDICATORS

REM

PRIMT®1E, "CURRENT" :

PRIMTE4Z, "POSITION";
PPIHTCPG;U:IHG"# # #.% " KELVE

PPINTLJJ+Q¢,"EHERh. LEFT
PRIMTRII+E4, USTHG" KEANRS " FL;

e

1636 PRIMTRJI+156, "PHOTON TORP.S",
1846 PRIMTERJI+LSZ, USING " ###" ;PT;

1636 T=FMTL
1660
187

PRINT@J. 224, "MISIIOM TIME"
FRINTRII+ZEE, T

1620 IF D@ THEWPRIMT®JI+233, "SHIELD FRILURE"

16230

"5 tRETURN
FEM

1160 FEM INPUT COMMAMD

1116 PEM

1126 PRINTE324, "COMMAMD " CHR$: 1280
11360 CH$=IHKEYS

1146 PRINTR41€,""

1156

PRINT

‘RETURM ELSE PRINT®JJ+288,"



091

F"THEM1

1" THE

L"THEH34253

"THEHZEEE

"THEH4S1H

12461 GOSUBLZ259

12T GO0TOo11:28

1268 REM

1278 REM IMLICHTOR UPDATE

1228 REM

12596 IFFL:>=GBTHEMFL-FL-3F ELZE ZE7T0

153010 HT=KR¥DERHDC B >

3 C=IMTCHT—35R >

IF D0 THEM I=INTORMDO3 =1 0iEC L »=EL T o~0 DT=0T+0: IF DT>1668 THEN3320

M= IMTC RN 10 0-1 )

M= IHT RHO 18

IF M >’ AMD tMY=1'Y THEM1<428
7 c‘SEJEJTHE.Hld._G

;M: 118066

=M SE RO ABS 1Y =MY 500
ML MY M2 0+ 10000
=1 THEMLL=1 M=10008: GOSUB12346  DD$=AK$: GOSUB33T0 : KQ=KAa+

14160

F1EOPBTHEM1 480 ELSE 0 MM MY )=0:DD$=" " :Q¥=MX:QY=MY -GOSUB33BO
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H= 18669
o E1s]

14Ju G
1420
1596
151!3

FED IMTOYE 200
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1730 N=100

1740 GOSIUB1840

1750 GOSUE12500

1760 N=10000

1770 KQ=LL

1780 GOSUB1840

1750 RETURN

1200 H=ZZ-100

1210 LL=INTCCH-IMTCH Y 3 160+.3>
1220 2Z=INT(H+.3)

1830 RETURN

1840 IFLL<=@THEN RETURN ELZE FORL=1TOLL
1850 L=IHTi RNl 18 5-1 )

1360 CIf=IHT{RNDC 100~1 )

1270 IF G0 QKL (Y 27 *OTHEN1 855
18280 Q4 G, &Y »=M

1398 MEXTL

1968 RETURM

1916 REM

1928 REM FIRE FHOTOM TORPEDOES
1236 REM

1346 PRINTR443Z,""

1956 PRIMT STRIMGH Z8," ",

FRIMTR:94, " TORPEDD BAMKZ"; 11-PT;"TO 19"
PRIMT@@415, "READY TO FIRE"




5 VDIRECTION ©S-TD STOF "

JEME
1@ THEH PRIHTR4S, "ol HIT

D33 THEM FRIMTERA4E. "BANK"; 10-PT: "FIRED"

CEIHTOE G GDSUERRS5E - DheF=" " E0SUB3359

YOWEHOT A STAREASE"  FORTD=1T01508: H
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(.\'

1E1 R85 2
28 GOSLIB4E50

338 GOSUB33T

340 Clhg= "

350 L03S1UB4ES0

60 GOSUE3350

2379 GOSUB3120
2380 IFG7 10000THENC
B G a"ALL KLIMGDNS DES
LEFT" :FORTC=1TO1583 MNEXT
1 GOTOLS98

2 REM

2418 REM MOVE ENTERPRISE

2428 REM

2430 PRINTR41E.""

2448 PRINT

24350 FPDﬂ <

2468 IF
F INlr Ev$

w

n R U

2

FRIMTR13Z, "WELL DOME!

2 :50 3 %

:JG LINE INF'IJT"GI'-.“E HEAL IMG +4=—-5";C1¥
B6 FORJ2=0TOFMTC 4 0-TS
16 GO3SUBL.:96

MISSI0H ACCOMPLISHED. " 'PRINT:PRINTTA

TROVED" : GOTO4ER6  ELZEPRINT®416, " : PRINTIMT(G/10000 ); “KLINGO

"EMGIMES DAMAGED":FOR TD=1 TO 706:MHEXY:GOSUB1:29Q: 1
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5
FRINT2Y1
LIME It
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DLE DOE-EF Qb =Y GOSUBZ350

5 28

PRINTRIE34, "0 LEFT THE GALARY."
FRIMT

F’F"!NT vE

FlN[lIJN PE" E.NTT’ ACTINVATEDY

HEXT
S0UNE1 69
STEF-1

D= AL 10 2 FND IWd=3

J Z0TE ELSE 23109
GOSUELS

COTOrSH

P00 M, WY a1

PT=10



LEFT

(0 M, MY -1

FETURH

FEM

FEM MISSION FRILURL

FEM

FL=

GISUETSO

FRIMNT®RLZE, "OUT OF FUEL LIFE SUPPORT FAILED"
FRIMNTRLED, "0 RE DEAD 1111111, .

3 GOSUB2TH

PRINT Ll-ua "EMTERPRISE CESTROWEL '

FRINT@HF, DDE
FETURH




FEM DISPLFfY LOHG RANHGE
430 REM SCAMMER

< BTHEHPRIMTE &
T l11 20 ELZ J

AHHER DAMALED o« o & o o o W
5 B K S B K 5

GEISUBL..?G GOSI'E1250:
]

B ORI+l
TGHT R GE, LE

HEXT
GOZUEL
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HT@41E,
HT

THERML 1T ELE
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0LL

EJEJEJLHHEH .
L IHCORES DE:

TWITH STRRE

FRIHNT
PPINT

P-'IH r
PRIMTUFUEL BEIHC
FEINT

i :‘ +103

IHTES, "OUTARERTE LEAYING"
4]

FOR I=1 TO 9
PRINTEMS, "=t

EC. " FRINT -FRIMTTA
19908 55 "ELIMGOH )
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4300 REM

E FRIMTRY41G. "
FRIMT
PRIMNTSTRIMGE: 26, "
O FRINTE3S4, "F‘EF‘
g FIJP I 1 TO DT

S TARTELY

SUTHE FRED HOL COMPLETED”

186"

SLERGINIE B RO Y
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FEM IHPUT FHOTHER L0

4736 REM

4200 =1 TO 30590

43160

4820 C

4536 2271, "AMOTHER GO 7 <vs/Na"

4243 O$=IMKEY$:1F 0%
4550 IF Q et AMD Q%
42€0 IF @ THEH RUM
4370 CL3

" THEM4Z44
MY THENS340




DUCKWORTH
HOME COMPUTING

Allbooks written by Peter Gerrard, former editor of Commodore
Computing International, author of two top-selling adventure
games for the Commodore 64, or by Kevin Bergin. Both are regular
contributors to Personal Computer News, Which Micro? and
Software Review and Popular Computing Weekly.

EXPLORING ADVENTURES ON THE DRAGON
by Peter Gerrard £6.95

This is a letelook at the world of Ad Games

for the Dragon Computer. Starting with an introduction to adven

tures, and their early history, it takes you gently through the basic

programming necessary on the Dragon before you can start writing

your own games.

room i movement, vocabulary —
evexylhmg required to write an adventure game is explored in
detail. There follow a number of adventure scenanos, ]\JS( to get
you started, and finally three listings wri lyfor
the Dragon, which will send you off into wonderful worlds where
almost anything can happen.

The three games listed in this book are available on one cassette.

Other titles in the series include Sprites & Sound on the 64, 12
Simple Electronic Projects for the VIC, Will You Still Love Me
When I'm 64, Advanced Basic & Machine Code Programming on
the VIC, Advanced Basic & Machine Code Programming on the
64, as well as Pocket Handbooks for the VIC, 64, Dragon, Spectrum
and BBC Model B.

Werite in for a catalogue.

Eﬂ P
DUCKWORTH
The Old Piano Factory, 43 Gloucester Crescent, London NW17DY
Tel: 01-485 3484




Duckworth Home Computing

DRAGON PROGRAMS
Edited by Nick Hampshire
This book provides a collection of 20 exciting and interesting
programs for the Dragon computer. There is a fascinating
version of Star Trek as well as other arcade favourites such as
Breakout, Rhino and Landmine. Games of logic like Gomoko,
Supermind and Planet Ruler are also included, while
Mindreader simulates artificial intelligence. Other programs
demonstrate the best features of the Dragon: Piano —3D Graph
Sound Effects —Kaleidoscope — Graph Plotting —Egg Timer —
Birds Demo. A must for all Dragon users.

ISBN 0-715k-1801-b

9 ‘78071 5“61801 il

Duckworth ISBN 0 1756 1801 6
The Old Piano Factory
43 Gloucester Crescent, London NW1 IN UK ONLY £6.95 NET
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