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Rarnda leaps out the door and charges straight. for the 
narro\\.' boat. ·rhe two Rubv Ra<:ers dive out of the skv ; I 

and open fire. You blast them \'1-'ith cryodarts as you race 
after Rarnda. Digit flings its tape beam up at the vil
lains. A n1ass of br(n-vn threads engulf the Racers. ·rhe)' 
plunge their red vehicles f(>r\vard and easily knock the 
threads awav I • 

You squcc1.c off 1norc cryodarts and run as f asr. as you 
can. l� p ahead Rarnda jun1ps into one of the silver boats. 
l'ou and l)igit dive in aft.er her. ·rhe little robot topples 
<�ver backward. You help it up with one hand and keep 
firing with the other. 

J.{an1da quickly presses the control keys and the s1nall 
craft lunges for�vard. She weaves the boat frorn side to 
side in a desperate attempt 1.0 stop Zcra's ice arrows fron1 
blasting a hole in the bottoru. 

SEl"H J\..fcEVC>\', the garne designer, and LAL-RE S!\.1ITH, 
the author, live in the :\e\v York City area. 
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Introduction 
Join the Arcade Explorers and discover a ne\v dimen
sion of video garne adventure! You 'II travel to the land 
inside your con1puter and save the kingdom of Venu1ria 
from the deadly Electronic llurricane created by Zera, 
ruler of the evil (;litches. 

You are the hero of this book. You will make choices 
that will reveal a computer game program so you can 
create your own unique video game. When you type all 
the listings into your home computer, you can play the 
game and determine Venturia's fate. 

'fhe computer programs in this book are written in  
BASIC� for the Apple II+, (�ommodore 64, and Radio 
Shack Color Computers. The program is divided into 
seven parts. You will make a choice between two dif
ferenl ga1ne options for each of the seven parts of the 
program. This \viii give you 128 different video garne 
possibilities. 

You can input each of the seven parts as you make your 
choices in the story. Or, if you want to type in the en
Lirc program later, you can 1nark your choices on the Op
tion Sheet on page 124. 

Before you do any typing, be sure to read the specific 
instructions for your computer, starting on page 1 1 1. 

Of course, you can enj<)y this exciting adventure story 
even if you don't want to use a co1npuler or you don't 
have one. Read the story and 1nake your seven choices. 
·rurn to page 96 and follow the fast-action simulation 
of the video game finale. 

The choices are yours to make. 
Can vou save Venturia? 

' 





------------

THE 
STOR'f _________ _ 





chapter 1 

Inside your computer, the land of Venturia is preparing 
for the birthday of its leader, Ron1iden. l n  the capital city 
of CPU (�entral, the palace has been beautifully decor
ated. Huge gold banners line the shiny white walls and 
green carpets cover the front steps. Multicolored flags 
wave atop the huilding in honor of the celebration. 

Meanwhile, you're in your roon1 playing a fast-action 
video arcade game on your horne computer. It's the final 
battle of the Arcade Explorers' 1no11thly co1npctition, and 
you desperately want to l-Vin. With great speed and skill 
you fight to the finish . .Just as you beat your opponent. 
the face of Rornidcn's daughter, Ra1nda, appears on the 
n1onitor. 

"lfello, n1y friend,'" she says, brushing her blond hair to 
the side. She's dressed in a blue and white striped shirt 
and is the same age as you are. Her pet bird, Vidi, sits on 
the shoulder of her blue and whice .striped shirt. The 
one-eyed white bird stretches its l-vings as Ran1da adds. 
"(�ongratulations. I'm glad to see that you're still the 
top-scoring memher of the Arcade Explorers Video Garne 
Network." 

... lhat's right!" you proudly reply. "That n1akes me the 
best video garne player here in the J\nalog Dimension. 
tfow are things there in Venturia's Digital Din1ension?" 

"Better they could not be," chirps Vidi. 
.. We're here to invite you to a party," explains Ramda. 
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"(ireatl" you cheer. "What's the occasion?" 
' 

"It's my father's Decade Day celebration. He's fifty 
kiloyears old. We're having a huge festival and we want 
you to con1e." 

"You bet I will," you answer. "How do l get there?" 
"The sa1ne as before," says Ramda. "Just type in this 

password phrase; 

'Riders of the Ught, 
From the Land of the Night 
Will oass through the glass 
Of lightning's window.' 

As you input the words into your keyboard, you ask, 
"Like the last time I went lo Venturia, I'll only be gone 
for an instant, right?" 

· 

"That's right," Ramda replies. ""fime inoves differently 
here in the Digital Dimension than it does in the Analog 
Dimension." 

"()nly a binary second will you be gone," squawks Vidi. 
"The party 'vill be great fun," adds Ran1da. "All the 

kingdoms will join in and n1y father's birthday speech will 
be transmitted throughout Venturia." 

When you type in t.he final words of the phrase, the 
n1onitor erupts in a flash of light and a white fog swirls 
up from the floor. As a gentle breeze sweeps across your 
room, Vidi flies through the screen. He lands on your 
keyboard and says, "At me you must look and not be 
afraid. My eye I will shine and digitize you." 

"I'rn not afraid," you answer, looking directly into the 
bird's single eye. Vidi shoots a powerful beam of bright 
light straighl al you. Ii surrounds your body and trans
forms it into digital graphic squares. Quickly you grow 
smaller and smaller until you're only three inches tall. 
Then Vidi scoops you onto his back and flies into the air. 

A blazing bolt of lightning flashes in front of you. As 
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you pass through the glass of your computer's monitor, 
you close your eyes and hold on tight. \i'idi sw·1ngs abruptly 
to the right and you turnble to the ground. When you 
open your eyes you see the srnall white bird at your feet 
and realize you are full size again. 

Extending her hand, Ran1da smiles and says, "Let rne 
help you up. You ·won't he able to et�joy che party lying 
down." 

1\ huge cro,vd has gathered in front of the \vhite pal
ace. Feslive music begins to play and Ramda grabs you by 
the arrn. "Corne on!" she orders. "l\-1v father's about to 
niake his speech." 

, 

She pulls you through the crowd lvhile Vidi flies over
head. As the three of you reach the top of the green
carpctcd steps, Rorniden proudly appears at the palace 
doors. The tall, gray-haired man raises his hands to the 
cheering cro\vd that fills the courtyard outside the build
ing. His long black cape slides over his ar1ns and falls 
against his gray uniform. 

Max, the head of the Venturian Sni<lar security patrol, 
stands by his side wearing his checked coat. He is only 
three feet tall, but he looks powerful as he intently scans 
the crowd for any !'tigns of trouble. 

Rorniden \\'aves as the Vcnturians continue to applaud. 
Vidi suddenly flies over �fax, kicking off his big black 
hat. Max grabs for the hal and yells, "(;et away from n1e, 
you feathcrbrained son of a nurnbcr cruncher!" He swings 
at Vidi and n1isscs. 

Vidi flies onto Ratnda's shoulder and caln1Iy replies. 
"�1a x, rny friend, your tnin ibrain is rnegapain." 

.Ratnda runs up to her father and greets him with a 
hug. Then Ro1niden shakes your hand. "(;Jad you're here," 
he shouts over the roaring cro,vd . 

.. l\le too!" you shout back. 
Romiden motions for the audience to be quieL Just as 

he is preparing to address the cro\vd, all of a sudden a 

1 5  



SETH J.\;lcEV(}Y A:-.II> LALRE SMITH 

cloud of red s1noke erupts on the steps in front. of yot1. 
Four sleek red vehicles fly to the ground and slarn to a 
stop. 1-he spectators gasp. 

"Ruby Racers!" shc>uts l\.lax. He draws his retro rifle 
and calls out fCJr his Snidar patrol. Srnall 1nuscular rnen in 
black unifor1ns rush f(>r\\'ard as a tall, dark-haired wornan 
steps out of the first red rnachine. Iler silver jurnpsuit 
sparkles as she approaches Rorr1iden. ·111ree \\'ornen dresse<.1 
in huge red robes <..:01ne out of the other vehicles. They 
have horrible hluc faces and long green hair. · l'hc Snidar 
patrols hesitate when the evil-looking creatures raise their 
\veapons . 

.. \Vhat are you cluing here, Zera?'' barks Rorniden . ''I 
banished vou f rorn Ven turia forever." ; 

Zera tosses her short curlv hair back and laughs. The , � 

beautiful wo1nan points to her three ugly cornpauions 
an<l savs. "When vou thrc'-v rne out of Ve11turia. I \vent to ; i. • 
live with the (�\itches on the Isle of Error. lhev have 

, 

rnade ine their ruler." 
"I should have thr<no\'n you into the Silicon Sea," snaps 

Ron1iden. "Your voltage ex peri1nen t.s \Vere responsible 
for the con1 plete destruction of n"o V enturian cities. I 
ordered you not to tr}' rnore dead1y expcrirnents . · l"hou
sands of Venturians died because of vou and hundreds ' 

n1ore will live tht: rest of their lives as rnaLhe1natical 
cripples .. , 

";\ sn1all price Lo pay for the advancen1cnt of nun1eric 
science," ans,\·ers Zera col<llv. ' 

"You're a savage and vicious barbarian," shouts Rornider1. 
"J f you don't leave Venturia irnrnediately, I'll lock you up 
in Cobol Prison." 

Zera raises her hand over her head and a blast of \\•ind 
s'\veeps through the air. Huge black clouds race across the 
sky. People screanl and fall lo the ground, tossed there 
like leaves bv the fierce whirhvind. 

' . 
"You're the one leaving Venturia!" yells Zera. "\Vhen 
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those voltage experiinents exploded. I was mysteriously 
transformed. I now have the power to control the weather, 
and you can't stop me. 'fhe Isle of Error is sinking into 
the sea. l he (;litches and I are taking over Venturia. I 
demand that you and all of your people leave Venturia at 
once." 

"Never!" shouts Romiden. 
"It's too late," Zera says, scowling. " I've been working 

for kiloyears to create the ultimate weather weapon. Fi
nally I devised an indestructible Electronic Hurricane, 
more powerful than anything you have ever seen. It's off 
the coast of Venturia and will strike in exactly seven oct;il 
hours. If you don't evacuate your people by then, they'll 
all be destroyed. Don't you dare try to stop 1ne!" 

Zera and the three Glitches disappear into their Ruby 
Racers and fly away in a cloud of red smoke. Max and the 
security patrols move into the crowd to try to calm every
one down. 

Rarnda leaps to her father's side. "I don't care what she 
says, we must stop that Electronic Hurricane!" 

"It may not be possible," says Rorniden, shaking his 
head worriedly. "I've heard reports of Zera's recent weather 
experiments. But I never suspected that she could create 
such a deadly threat to Venturia." 

"(.azarius can stop her," insists Ramda. "He's our great
esl S1nole scientist." 

"If there's any hope of beating Zera, Lazariu.s can do 
it," Ro1niden agrees as he rushes into the palace. "Let's 
find out if he can." Ron1iden strides <JUickly through 
white corridors. You, Ran1da, and Vidi follow close behind. 

'The Venturian leader enters a huge cluttered room 
and calls out, "Lazarius, arc you here?" 

A s1nall white-haired head pokes out f ro1n behind a 
pile of silver boxes. "Here I a1n," says the little scientist as 
he wipes his hand on his long green lab coat. "\\That can I 
do for you?" 

1 8  
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Romiden bends over and places his hand on the shoul
der of the t\vo-foot-tall scientist. "Venturia is in grave 
trouble, Lazarius. Zera has created an indestructible Elec
cronic Hurricane. It's going to ravage Venturia in seven 
octal hours." 

· 

Stroking his chin, the wise old Smole sighs. "This is a 
very serious problem indeed. None of our weapons arc 
strong enough to nleet her challenge." 

Ran1da folds her ar1ns across her chest and says gri1nly, 
"It's too bad w·e can't combine all of our antiweather . 

" weapons into one super\veapon. 
"'rhat's it!" cries Lazarius. "Ra1nda, your idea nlight 

just \vork." 
, 

"Really? It was just wishful thinking," she says. 
The Smole scientist n1akes high-speed . calculations on 

his panel of electronic equip1nent. <.:olored lights flash 
and numbers race across the viewing screen as he intently 
studies the data. When Lazarius presses a buzzer, a rec
tangular robot not tnuch taller than he is enters the 
roon1. 

"That thing looks like a huge n1echanical cereal box," 
you say under your breath. 

The small robot rolls in on two fat wheels that are 
tucked beneath its shiny gold body. Dials, levers, and 
buttons cover its front and back. J\ small viewing screen is 
placed near the top and two skinny metal arms stick out 
of each side. 

Lazarius grabs the rohot and pulls it toward Ramda 
and Romiden. 

"This is my ne'\' invention," he says, polishing iL \vith 
his sleeve. "I call it Digit." 

As you inspect the robot, Ranida asks, "What does it 
do?" 

l�azarius presses a few of DigiL's keys and its little view
ing screen lights up. 'l\vo eyelikc circles appear and a 
mechanical voice co1nes out of the speaker. "I am pro-
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grammed to translate different data into a common lan
guage," it says. 

"What fQr?" Ramda asks. 
Lazarius says, "This is how we'll con1bine all of our 

antiweather \veapons into the one superweapon you sug
gested. We'll input the green data cubes from all the 
weapons into Digit's translator system. 'fhe translator \viii 
cornbine that data into one giant weapon that will destroy 
the Electronic Hurricane." 

"All right!" cheers Ramda. 
"Great!" vou crv. ' ' 

"l,et's get started," commands Ron1iden. 
"Not so fast," says Lazarius, raising his hands. "l'vlany of 

the antiweather weapons have been out of use for kiloyears. 
They've been placed in Venturian museun1s. Son1e are 
stored in libraries and tetnples and others can only be 
found in the old data shops." 

"We'll just have to go after them!" says Ramda con
fidernly. 

"There's not rnuch tin1e," Romi<len \Varns. "We must 
move quickly." 

"But \vho'll operate this superweapon?" the scientist 
asks. "It will take a long tin1e to train someone to use it." 

Slapping you on the back, Ramda says, "Why, our 
friend here can operate it. The weather weapons work 
like the video games they have in the Analog Dimension; 
this is that dimension's best garne player." Turning to 
you, she says, "As you learned when you visited us be
fore, Venturians musi be trained extensively before they 
can operate any mechanisnl. Your natural instincts will 
allo\v you to operate the weapon immediately. Can \Ve 
count on you-?" 

"Sure!" you answer enthusiastically. 
"Wonderful," exclaims Ron1iden. 
Vidi flies onto your shoulder and says, "Thank you, rny 

friend." 
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Suddenly Max rushes into the room. "Romiden, Venturia 
is in chaos! During the birthday celebration, Zera's threat 
was transmitted to all the kingdoms. People are fleeing in 
panic." 

"We've got a plan," says the Venturian leader. "And we 
need your help. We're going to create a supcrwcapon to 
stop the F.lectronic Hurricane." 

"What can I do?" Max asks earnestly. 
"Take charge of the evacuation," Romiden tells him. 

"But I want you to secretly infor1n the people that we 
have a plan to stop the hurricane before it strikes. In the 
meantime, it's in1portant that it looks like we are follow
ing Zera's orders." 

Raising his hand to his hat, Max salutes Romiden. "My 
Snidar patrols and I will carry out your orders, sir." 

"Good," says Romiden as Max quickly makes his exit. 
"Ramda, I want you and our friend from the Analog 
Dimension to take Digit and collect the weather-weapon 
data cubes." 

Lazariu� hands Ramda a silver card. "This is the list of 
locations where the data can be found. Digit can compile 
only seven types of information, so you will have to choose 
carefully which data you want to acquire at each location. 
Each of these small weapons can drain a certain amount 
of the Electronic Hurricane's macroenergy. Only by 
draining all of the hurricane's macroenergy can you de
stroy it completely. When Digit has compiled all seven of 
the antiweather weapons, you will operate the superweather 
weapon on Digit's monitor screen." 

Turning to you, Ramda says, "Because you'll be operat
ing this new weapon system, you should be the one to 
make the choices." 

"When do I start?" you ask. 
•'Right this binary minute," Lazarius answers. "We have 

two antiweather weapons currently in use. One is the 
alpha cannon and the other is the beta blaster." 
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"What is the difference between the1n?" you ask. 
Lazariu� ans,-vers, "The alpha cannon will fire in a 

horizonlal direction and the beta hlaster will fire in a 
vertical direction. If either shot hits the hurricane in the 
ccntcr, it will sap so1nc of ils macrocnergy. Which would 
you prefer?" 

You carefully consider and n1ake your choice. 

Whether you choose the alpha cannon or the beta 

blaster, be sure to write down your choices on 

the 013tion Sheet on page 124. 

If you have a computer. type in the first part of 

your program: 

Cammadare awners turn to page 128. 
Apple awners turn to page 144. 
CaCo owners tum ta page 160. 

When you are through typing, continue the stan:1 by 
turning to Chapter 2 an page 23. 

If you aren't using a computer: 

Continue the story by turning to Chapter 2 on page 23. 
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chapter 2 

After you rnake your selection Lazarius hands you a srnall 
green cube. "Here's the weather weapon data," he says. 
"Insert this into Digit's input slot." You slide the square 
into lhe narrow hole on the front of the little .gold robot. 
Its viewing screen flashes and numbers appear on the 
screen. Colored lights blink on and off and dials spin. 
T'he robot swavs back and forth as it makes its calcula-, 
tions. Finally a buzzer sounds and Digit says, "I've com
pleted my translations. Do you have any more?" 

"Not right now," Lazarius says, a�jusdng one of the 
robot's dials. 

Examining the list of loc:ations Lazarius provided, Ra1nda 
says to you, "Our first stop is the Museum of .ftv1ath in the 
city of PY. "\Ve'll get lhere through the transport tuhes." 

"I'll direct the evacuation of the city from here," Romiden 
explains. "Keep in touch with n1e on your wrist vie,-ver." 

"\Vill do," says Ran1da, heading for the door. 
Rorniden calls your name and says, "()nly you can save 

Venturia!" 
"I will," you reply with a quick salute. Digit rolls close 

behind as you run along at Ramda's side. Vidi rides on 
her shoulder as she races through the palace and ducks 
through a doorway. She tosses you a black and gold 
helmet. As you slide it on, she shoves a V-shaped 1netal 
object inlo your hand. "What's this?" you ask. 

"1\ cryogun," she explains. "Squeeze both ends together 
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and it'll fire frozen cryodarts. A few shots of those will 
knock the wind out of Zera and the evil Glitches." 

Tucking the weapon into your pocket, you foJJow her 
out of the palace. She exits through a side door and 
climbs inside a square glass tunnel. 

The long, narrow transport tube rises into the air and 
snakes across the green and white rectangular buildings 
of (�PU Central. It reaches as far as your eyes can see. 

Ramda tells you and Digit how to strap yourself into 
one of the seats. "fhen she reaches for the control panel 
and presses a colored key. The tube's glass doors slide 
shut and the seats tilt backward until you are lying flat. 
Vidi tucks himself securely under Ramda's ar1n as she 
says, "We're going to be moving very fast, so hang on 
tight.

,, 

Suddenly your reclining chair springs forward. You're 
moving so quickly you can barely rnake out the buildings 
below. The strap across your chest holds you tightly as 
you plunge feet first through the glass tunnel. 

As the tube turns sharply to the right you almost fall 
off your chair, but you grab the transport seat just in 
time. Suddenly something flies past you. Whiz! Raising 
your head, you call out, "What was that?" 

"Just another passenger," Ramda answers. "Keep your 
head down or the next one will knock it off." 

"That sounds like good
. 
advice," you mutter, flying 

through the tunnel at high speed. 
Stopping abruptly, your feet fly into the air. Vidi tum

bles to the ground and squawks, "Bumpy landings I do 
hate!" 

"You're all right," says Ramda, picking up the bird and 
placing him on her shoulder. i\fter she hits a key on the 
control panel, the glass exit doors fly open. 

As you straighten your hehnet, you notice a huge black 
skyscraper outside. Thick red lines run around the mid
dle of the multilevel structure. The letters CPU appear 
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on the highest tower and red flags fly from the lower 
ones. 

"Is t.hat the Museum of Math?" you ask. 
"You guessed it," Ramda replies as she adjusts one of 

Digit's dials. The little gold robot rolls out of the trans
port tunnel and heads for the black building. It rocks 
gently back and fort.h as it moves along. 

Rushing to keep up with Digit, you ask, "Why is Zera so 
evil?" 

"Ahvays that way she has been," Vidi informs you. 
"Even the tricks she played as a child were shocking 

and horrible," Ra1nda adds. 
"What kind of tricks?" you inquire. 
"(�ruel and very unusual ones," Ramda begins. "She 

would feed magnetized food to the crystal creatures and 
drop them on top of the Magnetic Mountain. The poor, 
helpless ani1nals would stick to the side and hang there 
until they died." 

"'fhat's disgusting," you say with a scowl. 
"Zera is a brilliant scientist," Ramda continues. "It's too 

bad d1at she uses her genius in selfish and terrible ways." 
Suddenly you hear evil laughter. Quickly turning around, 

you spot the beautiful villain standing beside her Ruby 
Racer. ·rhe three Glitches are nowhere in sight. She laughs 
as she tosses her dark curly hair to the side. "Ramda, you 
have the brain of a ferrofly. You'll never understand the 
importance of 01y experiments." 

Enraged, Ramda shours, "You're nothing but a mur
derous voltage villain!" 

Zera raises her binary bow in anger and fires ice ar
rows. You and Rarr1da dive lo lht: sic.it: an<l shout ba<:k. A 
shower of cryodarts hits Zera. She grhnaces in pain but 
keeps auacking. 

You and Ramda bombard her with more <leadlv shots 
from your weapons. Vidi blasts the villain with an electroray 
fron1 his eye. 
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Digit Oings open a tiny 'vindow in the center of its 
body. "(�et out of the way," the robot yells. "1'1n going to 
fire my tape beam." 

All at once long brown strings shoot out of the robot at 
lightning speed. They Oy onto Zera and wrap themselves 
around her legs. She kicks thcn1 off and fires back with a 
vengeance. 

"Run for the museu1n!" orders Ran1da. 
Vidi and Digit race for the front door. You and Ramda 

fire back al Zera as you tear after them. 
As Digit struggles to open the heavy doors, Vidi calls 

for help fron1 inside the museum. Zera's ice arrows slam 
against the 1netal building and break into a million pieces . 
.Just as you reac.:h the entrance the doors fly open. You, 
Ratnda, Vidi, and Digit dive inside. Two birdlike robots 
slam the huge doors shut. Zera's arrows pound against 
the n1ctal, but the robots bolt it securely. 

The long-legged green robot says, "You're safe for 
now." 

l .. he blue one adds, "Zera can't get through these doors 
for quite a while." 

"I hope they keep her out long enough for us co get 
one of the ancient weather weapons," Ramda says, gasp
ing for breath. 

"That's why you're here?" asks the green robot. 
"Yes," answers Ra1nda. 
After she explains the plan to save Venturia, the blue 

metal n1achine replies, ... fhen we n1ust hurry to colJect 
the data. 1·here are nvo ancient weapons here in the 
museun1. The bouncer bat is on display in the Geornetric 
Wing and [he twister paddle is located in the Trigono
rnetric Wing." 

"How will each one work when it's part of lhe super
weather weapon?" you ask. 

"If the r:lectronic Hurricane hies a bouncer bat, the 
hurricane will instantly reverse its direction. The twister 
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paddle will also deflect the hurricane, but in an unknown 
direction. You can only have one bouncer bat on the 
screen. but you can have more than one twister paddle." 

You think carefully and tell the robots your choice. 

If you choose the bouncer bat. turn ta 1Jage 29. 

If you choose the twister /Joddle, turn to 1Jage · 
33. 

Be sure to mark your choice on the Option Sheet on 
page 124. 
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chapter 2a 

"I want the old lveather weapon in the (;.eometric Wing 
of the museum," you tell the robots. 

The green one says, "Follo\v nle. 'rhose exhibits are on 
the left." . fhe tall, skinny green n1achine leads the \Vay 
through the building's dark halls. You follow behind Digit 
and Rarnda as Vidi flies overhead. 

The robot looks like a long-legged bird as it wobbles 
around the corner. It presses a light panel and the Geo
metric \\ling lights up. Weird rectangular structures fill 
the room. Intricate diagrams of circles and squares line 
the \Valls on the left. A giant red ball swings from the 
ceiling, and on the right a huge map fills the entire wall . 
. Following the robot into the roon1, you ask Ramda, 

"Wha1.'s all this stuff in here?" 
She points to the large blue map and explains, "That's 

a n1ap of the long-lost kingdom of Geo1netrica. It was a 
secret culture dedicated to the pursuit of precise mea
surc1nent. 1·here are lots of unusual legends about that 
ancient kingdom." 

"Like what?" you inquire as you run your hand along 
one of the sn1ooth rectangular sculptures. 

"1V1y favorite one is the story of the cube contest," 
Ramda says \Vith a smile. "There \Vas an old King Metrein, 
\Vho had one daughter and no sons. He refused to allow 
his daughter to rule l-;eo1nctrica after his death. Insisting 
that a man rnust be the leader, he held a contest to find 
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the one lvho could create the perfect cube. The 1nan who 
could do this would be crowned King when Metrein died. 

"Of course, this 1nade the king's daughter very angry, 
so she disguised herself as a man and submitted her cube 
along with thousands of others. Naturally she won. 'fhe 
king was so shocked that he gave her his crolvn and left 
Geornetrica forever. The daughter went on to be one of 
the wisest rulers in the kingdom's history and her father 
was never heard frorn again." 

"That's a wild slory," you ren1ark, turning the corner 
into another large roo1n. 

The green robol points to a glass cabinet high up on 
the wall and says, "That's the old weather weapon up 
there. I'll climb up and get it down for you." 

The robot places a spiked pole against the wall. Just as 
it starts to cliinb up the pole, suddenly an explosion 
thunders against the window at the end of the roon1. Zera 
appears at the glass and yells, "I'll get in there. You can't 
get away from n1e!" 

"Don't worry," the robot says. "'fhat glass is indes
tructible." 

Vidi tlies into the air and squa\vks, "l'hat it 1nay be, but 
Zera will keep trying." Digit nervously rocks back and 
forth. 

The green robot climbs to the top of the spiked ladder 
while Zera slams ice arrows against the window. -rhey 
break apart as they hit the indestructibJe surface. An
gered by this, she raises her arm to the sky and forn1s a 
Slvirl of black clouds. Huge hailstones pound against the 
glass. ·rhe window shakes violently under the brutal attack. 

"Hurry!" shouts Ramda. "It could break in any second!" 
'fhe robot struggles to open the display case. 'The min

ute the cover comes off, the window shatters into a mil
lion pieces. Hailstones pour across the floor and Zera 
charges inside the building. She draws her binary bow 
and fires ice arrows straight at you. Whipping out your 
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cryogun, you blast her with a sho\'\'er of f rozcn darts. 
\Vhen Digil hurls its tape beam, brown strings fly thl'ough 
the air. 

Zera ducks behind a 1netal rectangle and strikes back. 
"I know what you're up to," she yells, "but there's no way 
any old-fashioned weather \Veapons lvill stop me." 

·rhe green robot grabs the bouncer bat out of the case 
and tosses it to Ran1da. Jumping into the air, Ramda tries 
to calch the long black object, but she just misses. It  
crashes to the floor. Zera shoots the weapon with her 
arrows and it slides across the roo1n. "lhough you blast 
her with your dart gun, Zera boldly lunges for the long 
black weapon. 

Suddenly Vidi soars across the room and scoops the 
object up in his beak. He flies t(nvard lhe door with you, 
Ramda, and Digit raci·ng after him. 'fhe tall green robot 
throws the spiked ladder to the floor and knocks Zera 
down. -r·hough she struggles to get up, her leg is caught. 
She throws her fist into the air and veJls, "I'll beat vou, , . 

Ra1nda! My Electronic Hurricane can't be stopped!" 
1\s vou race to the front exit of the inuseun1, the blue 

robot
' 
throws the door open and the four of you run for 

lhe transport tube. 
Vidi grips the long black weather weapon securely in 

his beak as he flies inside the glass enclosure. Ramda 
jurnps into one of the seats. You and Digit strap your
selves in as Vidi pulls the green data cube frorr1 the black 
weapon. Then he slides the square into Digit's input slot 
and slips salely under Ramda's arm. She throws the trans
port systen1 into high gear. 

You hang on ti�ht. rhe little gold robot rattles and 
shakes as the inforn1ation is translated. \''ou whip through 
the glass tube and twist around the corners at high speed. 

If you have a com13uter. ty13e in the second 13art 

of your 13rogram: 
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Commodore owners turn ta page 130. 
Apple owners turn to page 146. 
Coca owners turn ta page 162. 

When you are through typing, continue the story by 
turning ta Chapter 3 on page 37. 

If you aren't using a computer: 

(:ontinuc the Story by turning LO (:hapler 3 on page 37. 
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chapter 2b 

"I \\'ant the old weather \veapon in the Trigonotnetric 
Wing of the museum," you infor1n the robots. 

"I'll take you there," says the hluc one. "It's jusf to the 
right." 

·rhe huge halls are dark and creepy. Digit and Ran1da 
t<>llow elose behind the skinnv robot as Vidi flies over-, 
head. ·rhe robot has a bird-shaped body . and its long legs 
stagger and S\vay as it leads you into the 1nuscurn. It 
directs you into a huge ruo1n filled with triangular struc
tures. Do:.l'.ens of colored balls t:over an entire wall. T"hree 
glas.'> cases arc filled ,.,.ith beautiful rotatin� angles. ·rhe 
golden V -shaped o�jects sparkle as they sw1ng back and 
forth. 

Pointing 10 one of the glass cases. you ask, "\Vhat are 
those thin.gs?" 

'" l"hey'rc the 1\.-fagic Weapons of Queen (�osina," Ramda 
ex plains. 

"Ho\v are they used?" you inquire as you watch their 
graceful n1oven1cnt. 

"\Vhcn they're thro\vn at enen1 ies they hypnotize them, 
causing thern to fight each other. That's how Queen 
(:osina \von the great Arc \Vars." 

"\\!hat \•:ere the Arc. \Vars?'' you inquire. 
Rarnda replies, "Queen Cosina's kingdo1n was attacked 

by the evil King Tangen. I-le '"'antcd control of her pre-
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cious arc 1nines. At that time her workers produced the 
largest and besc-quality arcs." 

"But what do you 1nean hv arc:s?" vou ask as vou wan-. : . " 

der around the roon1 . 
... rhev \vere an ol<l-f ashioned tool used for nurueric 

, 

calculacion�," Rarnda tells you. "King ·rangen wanted 
Cosina's arcs so he could build an invincible nurneric 
arn1y'and rule the \vorld. But. (:osina outsmarted hhn by 
hypnotizing Tangcn's knights \.\'ith her 1nagic rotating 
angles. The \Veapons fooled then1 into attacking each 
other and the arn1y \Vas defeated. King ·rangen fled and 
never returned." 

Shaking your head, you reply, "I hope I never run into 
those hypnotic weapons." 

"You \von't," Ran1da assures you. '"rhese three cases , 

contain the only ones left in Venturia." 
The skinny blue robot leads the three of you into 

another huge roon1. It presses a light panel and the 
darkened hall lights up. All of a sudden Zera jutnps into 
the middle of the room and bombards vou with ice ar-

, 

ro\vs! You duck fast and jun1p behind a triangular metal 
sculpture. Ramda blasts Zera \vith her cryogun. 'fhe fro
zen darts ·whiz pasl the beautiful villain. 

She laughs. "You fools forgot. to lock the back door! 
I've got you HO\.\'." 

· 

"Oh, no you don't," Ramda cries as you both shoot 
back at Zera. Vidi blasts a ray fro1n his eye as Digit ain1s 
its tape beam. 

· fhe blue: robot leans over and \vhispers t.o you, '" lhe 
antiweather \vcapun is in that glass case behind Zera." 

"\Ve've got to get in there," you declare, dodging away 
frotn a shower of i<:e arr<nvs. Ducking behind a triangular 
sculpture, you accidentally push it forward. 

"\Ve can use these triangles as cover," you explain in a 
lo\v tone. 'Just push then1 inc.o the next roon1 and drive 
Zera away fron1 the \veapons display case." 

34 



THE ELECTRC>NIC HURRICAKE 

"Good idea," the robot. softly replies. 
As you start to slide the heavy sculpture forward, Ramda 

realizes your plan and follows your lead. She fires at Zera 
and pushes her back across the roon1. 

The evil woman gets angry at your bold move and 
gestures by rnoving an arm over her head, causing a .swirl 
of fog to sweep across the room. It fills the air so you can 
barely see where you're going. Pushing forward, you aim 
for \vhere you last saw the case. 'lhe fog grows thicker 
and you n1ove blindly into it. 

Bam! The n1etal sculpture crashes to a stop. You reach 
fo1·,vard, feeling for the display case. S1nashing the glass 
with your dart gun, you cautiously reach inside and grab 
a round blue object. 

"That's the twister paddle weather weapon," the robot. 
says to you. 

"l kno·w what you're doing here," Zera says with a 
snarl. ''If you think old weather weapons can stop me, 
you're \vrong." 

"Let's get out of here," you whisper. 
"That's just fine with me," Ran1da says. 
"Back the way we came we 1nust go," Vidi adds. 
"The fog's so thick Zera won't sec us escape," Rarnda 

explains. "But keep firing so she won't suspect." 
Grabbing Digit by the arm, you slide backward, firing 

shots of cryodarts. Digit pours its brown tape beam strings 
inco the foggy room. 

"I'll keep her pinned do\vn," the blue robot whispers as 
the four of you slip away. 

When you reach the corner, you tear past the trigono-
1neuic <lisplay.s and 1ace towa.-d the front door. The 
green robot throws it open and you, Ramda, Vidi, and 
Digit run outside. 

You grip the weather weapon firmly in your hand as 
you jump into the nearby transit tube. Ramda grabs it 
from you and orders you to strap yourself into a seat. She 
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pulls the green data cube out of the blue weapon and 
slides it into Digit's input slot. 'Ihcn she straps herself in 
\vith one hand and throws the transit sysLcnl into high 
gear with the other. Vidi jun1ps under her arrn as the 
seats lunge forward. 

Digit's Huie gold body shakes and sputters as the new 
data is translated. 

You hang on tight while you fly around the corners of 
the glass transit tunnels and safely escape from Zera's 
attack. 

If you have a computer. type in the second part 

of your program: 

Commodore owners turn to page 130. 
Apple owners turn to page 146. 
CaCo owners turn to page 162. 

When you are through typing, continue the story by 
turning ta Chapter 3 on page 37. 

If you aren't using a computer: 

(;ontinue the story by turning to (;hapter 3 on page 3 7 .  
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chapter 3 

The transport tube jolts lo a stop. Ramda throws open 
the glass door and yells, "Follow 1ne to the Cathode Cliffs. 
We'd better hurry because there are only five octal hours 

. . 

before the Electronic Hurricane strikes." 
She jun1ps out to the ground and Vidi flies somersaults 

through the air. Helping Digit through the door\vay, you 
notice yuu're in the n1iddle of a quadlree forest. ·rhe 
black, rectangular leaves on the trees are so thick you can 
barely see their four-sided green trunks. 'fhick clumps of 
red grass grov.· tall at the base of the trees. 

"\.Vatch out for the clcctrovines!" Ran1<la shouts. You 
carefully step over the dangerous orange vines scattered 
in all directions. 

"Ouch," you cry \vhen you accidentally brush against 
an electrochargecl plant hanging frorn a quadrree branch. 
'fhe vine sparks and crackles as it falls to the ground. 

"l)on't say 1 didn't warn you," Rarnda jokes. 
"\Vhcre to now?" vou ask her. 

' 

"\Ve'll have to blaze a trail through the forest to gel to 
the Cathode Cliffs," Ramda explains. 

"That'll be loads of fun," vou sav sarcastica1lv. "At least 
, , . 

Zera's nowhere in sighL" 
Vidi lands lightly on your shoulder and agrees. "Of 

that fact I am also glad." 
"\:Ve'd better get moving before she figures out \Vhich 
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way \-Ve went.," Ramda advises. "Now she knows we're up 
to something. I just hope she doesn't follow us." 

"We'll stop her," you assure Ramda. 
"Of course \Ve will," Digit adds. 
"I hope so," Ramda replies gri1nly, leading the way into 

the forest. 
Cautiously you avoid the treacherous clectrovines while 

you push big black leaves out of your path. Vidi flies 
safely overhead and Digit rolls over Lhe dangerous vines 
without a spark. 

You move deeper in10 Lhc dense forest when, out of 
nowhere, a pack of small red creatures leap right at you! 

"Oh, no!" shouts Ramda. "We've run into the Hertz 
rats!" 

"What'll we do?" vou crv. , , 

"Use your dart gun," Ramda urges. "If they bite you, 
you'll becorne violently ill, maybe even die." 

Instantly you draw your gun and blast cryodarts at Lhe 
red 11ertz rats. ·rhey try desperately to bite you with their 
huge sharp teeth, but you fight thern off. 'fhey fling 
themselves at you but when you jump lo the side, they 
crash to the ground. 

Digit whacks the rats with its metal ar1ns and Vidi 
bo1nbards them from the air. You and Ramda also strug
gle to stop their brutal attacks but they keep on coming. 

"Run for it!" Ra1nda cotnn1ands. "They \-Von't be able to 
follow us if we c.lin1b up the Cathode Cliffs." 

With a burst of speed you tear through the forest, 
quickly dodging electrovines and beating off the treach
erous Hertz rats. Darting around a quadtree, you leap 
through the forest and spot a black wall up ahead. 

"Is that the cliff?" you ask, running as fast as you can. 
"Yeah," shouts Ran1da. ""!"here's a ladder on Lhe left." 
Digit is the first one to scurry up the cliff. You and 

Ra1nda follo\-v as fast as vou <:an, as Vidi divc-bornbs the 
• 

Hertz rats, kno{:king the1n to the ground. 
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You dash up the ladder carved into the side of the 
shiny black cliff. 

"I think \ve're safe," Ra1nda announces as she pauses 
above you on the ladder. ·· rhose disgusting rats can't get 
up this high." 

You sigh \vith relief. (;lancing up. you see that the top 
of the cliff is a long \vay above you. 

I)igit uses its four skinny anns to skillfully clin1b up
ward and vou folio\\' close behind. Suddenh·. as you reach 

I ; , 

for another hand hold. three black \vorn1s spring onto 
your arrn. \\.'hen you slan1 your hand against the cliff, 
they fly off. .But instantly four rnore wiggle up your 
sleeve. 

"\.Vhat are these black things?" you shout to Ran1da 
be)O\\'. 

Knocking t\vO off her \vrist, she replies, "Zap \vorn1s. 
"They'll dig their \vay into your skin if you aren't careful." 

"Yuk�" You grimace as you fight them off as best you 
can. 

"Digit!" you shout frantically. "Get to the top before 
these \vonns make 1nv ar1n their ne\v home!" 

, 

"I \viii indeed!" the little gold robot ans\\1ers, bounding 
up the cliff. You charge after it with lightning speed; 
Rarnda is right behind you. 

Though the zap wor1ns clirnb all over your arms and 
legs, you don't stop to thro\.v then1 off. Finally you reach 
the top. Scurrying to your feet, you fling the little black 
worms to the ground. ·rhey're in your hair and on your 
clothes. Yeeech! Vidi scrapes his "''ings along your back, 
knocking a\vay dozens of worms. Ramda pulls them off 
her striped shirt and stamps the1n \vith her feet. "Take 
that, you slin1y things!" 

You scan every inch of your body and pull the last zap 
worrn off your ar1n. Tossing it over the cliff, you yell, 

"Bon voyage.'" 
39 



SFTH McEVOY Al\iD I.A\JRE S:VIIT!l 



I i l l·. E L � < :  J K<>!'.lC HL·l<l{IC.\:\[ 

You double check behind vour cars and ask Ran1da, 

"1\ re there any n1ore horrid c i1 in gs out here?'' 

"I hope not," she replies. ".Ylost parts of the ou Lland 
forests arc co1npl�t�ly uninhabited, but this area seen1s to 
be having a convention l(>r nascv and disgusting creatures." 

... I'hat's f'or sure:· l)i�it adds, shaking the lase \vorn1 off 
i1s 1netal bo<lv. 

· 

·ro your rlg-ht you sp1>t a gi;.1nr glass do1ne and a tall 
grav colun1n . "\Vhat arc chose?" 

"Thar's where \\e"re going." Ran1da replies. "Each one 
con La ins an anc icn 1 \\'Cad1er· weapon . I n  the tvr on u1nent 
of c he <.:o.�111 ic <.: ryst als you ·11 find the rnac rix n1agnet. It 
can at.tract r.he hurricane fron1 a long discance away, al-

. . . 

loiving you to change its direct.ion. I n  r.he Shrine of the 
Ivlagic l\fagnets is the linear lodesrone. It also auracr.s rhe 
hurricane. hut fron1 a shorter disrancc. Each ·weapon lasts 
only a fcv< binary rninutes, but the lodestone stays 011 the 
screen a liLlle lorigt:T before it loses its powt:r. \Vhich data 
do you \Vant Digit to con1pile?" 

t\nalyzing 1 he choices you've already iuade, you pick 
the one vou \.\'ant. � 

If you chaose the matrix magnet, turn ta page l./2. 

If you choose the linear lodestone, turn to page 46. 

Be sure Lo tnark your choice on the ()plion Sheet 
on page 124. 
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"Let's go to 1he \\fonu1nent ol' rhe c;o..,rnic (:rystals." you 
say, heading 10,va rd the iarge glass don1e. 

·rhe round s1ruc1 ure is snlooth and shinv . .  ·\n intricale 
arch,.,·av is carved into the side. ·rhe n1onuri1ent rests on a 

; 

round slab of gold atop the barren black cliffs . 
Ra1nda leans over Lo you and explai11s, · ·ru order to get 

inside, \ve'll tell che (:alculord the secret pass,vord phrase 
you used to enter Venturia." 

"\\!hat's a Calculord?" vou ask. 
She points to a tall old 'n1an in a long \vhite rohe'exiting 

the glass n1onurr1ent. "That's a (�alculord." He's corn
pletely bald and "vcars a bright red sash around his \Vaist.. 

B<nving gracefully co you, Ramda, Digit, and Vidi, he 
asks, "\Vho are vou?" 

' 

"The Riders of the Light," Ramda begins. 
"\\!here did you co1ne fro1n?'' the (:alculord in<Juires. 
"Fro1n the Land of the :\ight," she continues. 
"H<Hv did you get here?" questions the old man. 
Ra1nda explains, "\Ve passed through the glass of light-

ning's windolv." 
Extending his ar1n , the old nlan says, "Won't you please 

co1ne inside?" 
"(�ertainly," Rarn<la says with a s1nile. She pushes her 

hlond hair to the side as she enters the decorative door
l.vay. '\Vhcn you, Vidi, an<l Digit step in behind her, a 
burst of different colors flashes before vour eves. Beauli-
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ful colored crystals hang from the top of the don1e. Strearns 
of rainbolvs dance in everv direc:tion. 'fhe insides of the 

; 

circular structure are covered l-\iith beautiful carvings. 
Shiny golden bowls and glass boxes are neatly arranged 
in the center of the monument. (;}o\.ving colored squares 
sit inside the tinv boxes. 

; 

·rhe (�alculord folds his hands behind his back and 
savs, "C:hildren of Venturia, have vou <:01ne to seek nu-

, , 

meric guidance?" 
"No, sir," Ramda replies. ""fhat's not why \Ve're here. 

We need an old \Veather \veapon that you have enshrined 
here, the matrix rnagnet." 

"1 can't give it to you,'' the old rnan says, shaking his 
head. "It has been placed here as a syrnbol of peace, for 
all Venturians to conten1plate the horrors of the last 
weather \Vars." 

"But you don't understand," Ramda cries. "Zera is going 
to unleash an Electronic Hurricane. \.\Tc must use the old 
\veapon to s1op her." 

Stroking his chin slo\vly, the old rnan warns, "If you 
take the weapon, you may start a new era of weather 
\Vars. Venturia was nearly destroyed during the Techno 
·I ·ornado Battles." 

· 

Very upset, Ra1nda raises her hands over her head. "If 
\ve don't get the weather \Veapon, Zera will drive every
one fron1 Venturia. She and the evil tribe of Glitches will 
take over. If that happens, all con1puters in the Analog 
Dimension will be destroved." 

, 

"Now I understand," says the (;alculord. He reaches 
, 

into one of the large glass boxes and pulls out a silver 
container the size of a coffee <:an. Handing it to Ramda, 
he explains, ""fhis is the matrix magnet. t; se its data 

. I " \.VtSe y. 
'"l'hank you," she replies, pulling out the green data 

t:ubc. Ra1nda slips the square into Digit's input slot. All of 
a sudden you hear the sound of a hissing engine overhead. 
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"It's Zera!" cries Rarnda. "\Ve're trapped." 
"For help you rnust call," Vidi exclaims. 
Ran1da presses a key on her wrist viewer and shouts, 

"\-Ve'rc under attack on top of the Cathode (�liff.s at the 
Monun1ent of the <:os1nic (�rystals." 

Romiden's voice conlcs out of the tiny speaker. "Hang 
1\1 . 

h' , ,, on, ax as on is way. 
"Hitn I never tho

.
ught I would be glad to see," Vidi 

chirnes. 
You slip up to the doorway of the do1nc and peek 

outside. You sec a slin1 red vehicle circling outside. 
Rarnda looks over your shoulder and grun1blcs, ""!"hat's 

Zera's Ruby Racer all right." The vehicle flies past the 
n1onu1nent door and fires ice arrows straight at you. 
Together you an<l Ran1da bo1nbard the racer ,..,.ith blasts 
of cryodarts. Zera speeds safely out of range and circles 
hack for another attack. 

l'hc Ruby Racer's \'\'eapou ricochets ott the glass don1e. 
Ramda fires at the racer, hut vou have a different. idea. 

, 

Nearby, a \Vithered quadtree leans as if it's ahnost ready 
to fall over. Waiting until the right nion1ent, you fire at 
the quadtree. 

Your cryodarts hit the old tree and explode. The tree 
crashes over and falls directlv in front of Zera's Rubv 
Racer. Wham! Hitting the falli;1g tree, the racer spins ot�t 
of control and loorns over the cliff� 

"(;ood shooting!" veils Rarnda. 
... , 

You both rush over to the edge of the cliff and sec 
Zera's racer is still falling. Zera pulls her racer out of the 
dive just before she hits the guadtree forest. J'he Ruby 
Racer sputters and flies unsteadily back up toward you. 
You turn and see, off in the distance, the outline of �fax's 
globe-shaped cybercycle. Zera n1ust see it too because she 
abruptly turns her damaged vehicle and flies off in the 
opposite direction. 

"1\ll right!" you cheer. 
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"She \Von't he gone for long," Ra1nda \Varns. "She'll 
repair her Ruhy Racer and he after us in no time." 

Max swings his cycle to the ground and pops open the 
door. "(;et in quick," he orders. You, Ramda, Digit, and 
Vidi jun1p into the vehirle and \Vave good-hye to the tall 
Calculord. 

If you have a computer, type in the third part of 

your program: 

Commodore owners turn to page 132. 
App le owners tum to page 148. 
CoCo owners turn to page 164. 

When you are through typing, continue the story by 
turning to Chapter LI on page 50. 

If you aren't using a computer: 

l:ontinue the story by turning lo (�hapter 4 on page 50. 
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chapter 3b 

"I want to go lo the Shrine of the Magic l\fagnets," you 
say as you approach the tall gray colutnn. 

'l'he slim rectangular structure is so shiny lhat you can 
see your reflection. Rows of silver steps lead up to the tall 
shrine that rises up off the barren black cliffs. Ramda 
points to the tiny gold door at the base of the colun111 and 
says, "We'll have to tell the {;alculord the secret password 
phrase in order ro get inside." 

"What's the phrase?" you ask. 
"'fhe san1e one you used to enter Venturia," she replies. 
Rarnda runs up the silver steps and a little old n1an 

opens the door. His long white hair flows over his big 
black robe. Gold beads hang around his neck. He bows 
slowly. 

Ramda whispers in your ear, "That's the (:alculord." 
The old man asks, "Who are vou?" 

' 

Ramda answers, "1 'he Riders of the LighL" 
"Where have you come from?" he continues. 
"From the Land of the Night," she explains, brushing 

her blond hair out of her eyes. 
"How did you get here?" questions the (�alculord. 
"We passed through the glass of lightning's window," 

Ramda concludes. 
Bowing again, Lhe old n1an says, " I  '"'ould be pleased if 

you would come inside." 
"Of course," Ramda ans,vers immediately. You duck 
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ci<nvn after her to fit through the tiny door\vay but l)igit 
and Vidi fit in \vith case. 

\\Then you enler Lhe inner chainher, it takes a inon1ent 
for your eyes to aqjust to the di1n light. Blue candles line 
the '"alls of the rectangular shrine, creating long shadows 
across the '"'all. ,\ giant silver disc is suspended over your 
heads. It rotates back and forth very slt.>\vly and sparkles 
in t.he din1 blue lighL Beautiful glass jars arc stacked up 
along r.he floor. 

·rhe (:alculord fingers the gold heads around his neck 
as he asks. "What kind of numeric guidance do you 
desire?" 

"That's not lvhy we're here," Ran1da replies. "We've 
co1ne to get an old \veathcr weapon, the linear lodestone, 
\Vhic.h you keep here." 

"I an1 unable to give it to you," the old 1nan says 
solernnly. 

"But \-vhy?" Ramda cries. "If lve don't get the \vcapon, 
Venturia will be dcstroved." 

' 

""fhat's exactly why the linear lodestone has been en-
shrined here," the Calculord points out. "We stopped the 
\veather rnonsters' invasion of Venturia by prornising then1 
that, if they never attacked again, ive \vould never use our 
anthveather weapon on thern." 

"We don'L \Vant to use it on the ,..,.eather monsters," 
Ran1da pleads. "\Ve n1ust stop Zera frorn taking over 
Venturia \vith her Electronic Hurricane. If she and the 
evil Glitches invade Venturia, then all the computers in 
lhe Analog Dirncnsion 'viii be destroyed." 

" I  didn'l realize that," Lhe Calculord apologit.es. "You 
1nust take the \veapon right away." He reaches into one of 
the beautiful glass jars and pulls out a golden cone. Hand
ing il to Ra1nda, he says, "Lse this very carefully. We 
don't want to make the weather monsters angry or they'll 
atlack again. The last battle \Ve fought with them nearly 
ruined V enturia." 
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"We'll use ir wisely," Ran1da assures the old Calculord 
as she ren1oves the \-vcapon's green data cube. She slides 
the square into l)igit's input slot and the lit.tie robot be
gins the translation process. 1\s it rocks b<u:k and forth, 
you hear the hiss of a nearhy engine. 

"\Vhat's that?" you ask fearfully. 
Ramda pauses to listen. "It sounds like Zera's Ruby 

Racer.'" 
She rushes to the door of the shrine and cautiously 

peeks out. "I knew it!" Rarnda cries. 
Ducking do\vn in the door\vay, you spot Zera's slin1 red 

vehicle speeding across the sky. 
"In trouble we are," \'idi exclain1s. 
"I'll call for help," Ran1da says as she presses a key on 

her wrist vie'"'cr. She shouts into the riny speaker. "\Vc'rc 
trapped inside the Shrine of the l'vfagic J\.-fagncts 011 lop of 
the (�athode (;liffs." 

Ron1iden replies, "I'll send :\lax in11nediately." 
"'l'he first tirne this will be that hirn I will be glad to 

see," chirps Vidi. 
Suddenly Zera S\vings her racer around and dives straight 

for you . .Before you and Ra1nda can \vhip out your dart 
guns, Zera fires her· \vcapo11s against the side of the 
shrine. You duck a\vay .iust in ti1ne. (;rahhing your dart 
gun, you ain1 for the red vehicle and shower it \.\.'ith 
cryodarts. Zera 1noves in closer an<I returns the fire. \'\i'hcn 
she swings rhe racer around, you airn for a srnall opening 
in the side of the vehicle. 

Bla11t! 1\ cryodart explodes inside the engine of the 
Ruby Racer. The vehicle shakes violently and gyrates 
through the air. · l'he racer's cockpit is instantly filled \Vith 
dense black srnoke and Zera can't see! 

()ut of the corner of your eye �'OU see !\fax's globc
shaped c.ybercyclc speeding right toward you. 

Still blinded by s1noke, Zera spins her vehicle high up 
into the air and flies out of sight. 
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"\Ve did it!" you cheer. "She's gone�" . 

"She'll be back sooner than we Lhink," Ra1nda savs \vith 
a groan. "She'll fix her Ruby Racer and come ahcr us . " again. 

';Bear her we can," Vidi replies enthusiastically. 
"Indeed!" Digil adds. 
�lax quickly lowers lhc <.'.ybercyclc to Lhc ground. He 

Lhrov..-s open the door and yells, "Let's gel out of here�" 
You, Ran1da, Vidi, and l..)igit \Vavc good-bye lo the little 

Calculord as vou J}ile into rhe <:vcle. I I 

If you have a computer. ty13e in the third 13art of 

your 13rogram: 

Commodore owners turn to oage 132. 
Apole owners turn ta oage 148. 
Coco owners turn to oage 164. 

When you are through typing, continue the story by 
turning to Chapter 4 an page SO. 

If you aren't using a com13uter: 

(:ontinue r.he srory by turning to (�hapter 4 on page 50. 
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chapter LI 

Max drives the c:ybercycle straight into the air, leaving the 
c:athode (:Jiff� far behind. He swoops over the quadtree 
forest and asks, "Everybody okay?" 

"Yes," Ran1da answers, "thanks to you." 
"At your servi(:e," l\fax replies, tipping his hand to his 

big black hat. "Sit. hack and relax; it's a long ride to 
S l

. 
" . yntropo is. 

"What's that.?" you inquire. 
Ran1da sniooths dO\'\'Il Vidi's feathers and says, "It's \vhcre 

the Logic Library is located. Four old ,..,eather lveapons 
are on fi)e there. But we'll only take green data cubes 
from two of them." 

"You'll have to n1ove fast ," Max urges. "l'here are onJy 
four octal hours hefore Zera's deadly hurricane reaches , 
Venturia." 

Ramda takes a deep breath and shakes her head sadly. 
"We've got a lot of ground to cover hefore then." 

"We can do it!" you encourage her. 
"You bel we can," Max cries. 
"l hope so," Ran1da replies with a discouraged sigh. 
"So far cvcrything's going great," .tv1ax points out. "'lhe 

evacuation is successful and you've recovered nvo 1uore 
data cubes in spite of Zera's attat:ks. Now an \.Ve have to 
do is get four rnore and use our superlveapon to blast 
that nasty hurricane out of Venturia." 

"But Zera knol\'S that lve're lrying to stop her," Rarnda 
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says, moaning. "She and the Glitches will do everything to 
prevent us from recovering more weather weapons." 

"We've beaten her twice," you explain. "We can do it 
again!" 

"Right rhat is," Vidi chirps. 
Digit rocks its gold body and says, ""rhe weather weapon 

I am prograrnrning 'l·vill be rnore pov>erful than anything 
you've ever seen." Pointing to you, the robot says, "With 
our friend here operating the controls, we'll neutralize 
that Electronic Hurricane in t'lvo binary seconds." 

"If all of you are so confident," Rarnda begins, "then 
there's nothing that can stop us frorn defeating Zera." , 

"That's the spirit!" l'vfax exclain1s. 
Glancing out the 'lvindow, you notice rolling hills cov

ered with quadtrees as far as you can see. tvtax twists the 
cybercycle to the right and you spot a golden city on top 
of a huge white mountain. 

"What's that over there?" you ask, pointing to the beau
tiful city. 

"Syntropolis it is," Vidi replies. "A strange and wonder
ful place it is." 

"Why?" you question hin1. 
"Unusual creatures live there," Vidi explains. "Odd 

shapes and sizes they are. The library is vast and wonderful." 
"You're right, Vidi," Ran1da agrees. "I've always loved 

going there. It's like a great palace filled with n1agic and 
secrets." 

All of a sudden, the cybercycle jolts to the right. You 
jerk forward and Vidi crashes to the floor. 

"What's going on?" Ramda yells. 
Max struggles with the controls and shouts, "I don't 

know. The cycle's losing pO'l·ver!" 
"What'll we do?'' Ramda shouts, reaching for Vidi. 
"Hang on tight," Max advises. "We're going to have a 

bumpy landing." 
The cycle dives and spins as Max's hands fly across the 
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panel of dials, levers, and bull.ons. As the vehicle plunges 
tO\vard the golden city. you clutch the sides of your seat 
with bolh hands. The cycle engine sputters and sn1oke 
pours oul lhe back. From the corner of your eye you spot 
Syntropolis's shiny buildings. Ivfax dodges around the 
spectacular rectangular towers and searches for a safe 
place to land. 

You close your eyes and hold your breath when sn1oke 
starts to fill the crippled vehicle. The cycle rolls over and 
skids int.o a building. Wharn! Max yanks the controls and 
pulls lhe cycle alvay. Flipping d1e vehicle over, he rains it 
into the ground. 

Ramda leaps for the door and throws it l\'ide open. 
Smoke pours out. You yank Digit from its seat and jump 
through the doorway. 1'.-fax tu1nbles after you and Vidi 
falls on top of him. 

\\fax swings his arrns ivildly and yells at the white bird, 
"(;et a\vay f rorn rne, you one-eyed idiot!" 

Vidi flies into the air aud angrily retorts, "I have not 
con1e to be so insulted." 

Max snaps back, "\Vhcrc do you usually go to be 
insulted?" 

"(:ut it out," Ran1da orders. "\Ve've got to find our way 
to the Logic Library and the Negative �urnber VaulLs as 
quickly as possible." 

Vidi flaps his wings and declares, ... !'his \Vay we rnust 
go." 

1\fax brushes off his checked coat and black pants. You 
adjust your black and gold hehnct as Ramda helps Digit 
up off the ground. · fhe liLtle gold robot imn1ediately rolls 
for\vard ou its l\VO \vheels. You, Ramda, and 1\-fax follow 
close behind as Vidi leads the \vay. 

"This place is deserted," Ra1nda observes. '"Everyone 
n1usL have alreadv been evacuated." , 

"()r else they're hiding. pretending to have evacuated," 
Max explains. 
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The clean white streets are as shiny as glass. The golden 
buildings rise high above your head. Each one is cc)vered 
,..,,ith intricate carvings of circles and squares. Suddenly a 
Lig l.Jlue Lria11gular crealure rolls <tc.ross your path. You 
jump to the side and Ra1nda laughs. "Don't \'iOrry. that's 
just a tripoto1nous. They're harn1less." 

"(;lad to hear it," you ren1ark \-vilh a sigh of relief. 
Vidi leads you and the others down the narrow •vind

ing streets of Syntropolis. ·rhe air is a bit chilly and smells 
like burned plastic. "'fhis place sn1ells lousy," you complain. 

"'fhat's berause the Paran1eter Factory must be produc
ing synchronized subroutines," Ran1da explains. "You 
should smell it ,.,,hen they're n1aking progran1 state1nents. 
Yuk!" 

As you round another corner, Ran1da cries out, "It's 
Zera!" She pushes you against chc \vall and says, "Zera 
and two Glitches arc up ahead. We'll go in another 
direction." 

"!'his way, "  Max orders, heading to the left. 
You race after hirn, hoping to avoid the weather villain 

and her l\VO accornpli<:cs. Speeding past the gold carved 
buildings. you arrive at a huge shiny sLruc.turc. 

"We're here!" Ran1da joyfully exclai111s. She runs to
ward a large black door and says, ''1 his is the I .ogic 
Library. The �egative Nu1nber Vaults are next door. 
\\' e'll go there next. (;et inside here as f�1st as you can. 
\Vit.h any luck we rnay be able to get our data and escape 
before Zera discovers \.ve're here." 

r.tax thro\VS open the library door. Ran1da pushes you 
inside with one hand and she pulls Digit in \.Vith the 
other. Vidi slips inside just before �fax slan1s the hlac.k 
door shut. lie secures Lhe lock as Ran1da veils, "Dabble ' 

and Buffer, \Vhere are you?" 
' 

"Here we are," ans\vers a voice frorr1 the next room. 
"We need your help," she shouts. 
"\\That can we do for vou?" asks a tall yellow creature. 

, ' 
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Red spikes run up and do'"'" the tube-shaped thing. 
'fhrec purple eyes stare do\\'11 ar you. 

"Dahble," Rarnda says to it, '\.ve 1nusr get the green data 
cubes for the old weather weapons:· 

A. furry orange ball rolls up and asks. "\Vhich one do 
. .. \OU \\'i:UI t � 

. Placing her ha11d on top or the furry creature, she asks, 
"Buffer. can \'OU 1.ell tnc 1 he dillcrc11cc bet wce11 the 
\-\'Capons?" 

''Sure," B 1 tller replic$. "'rhcrc arc \\:Capons he-re in the 
111ain l ibrar} building and \\'ea pons in the N urn ber \'au Its 
next door." 

"Ler\ ger a \Vc�apon out of the n1ain building first,'' 
Ran1da reql!csts. 

Buffer says. "In the X ·ro\vers \Ve have the graphic 
globe. \\·hich is used to protect Vent.urian villages frorn 
any '"'eat.her attack. To activate a glohe you niust place 
pixel gener<iTors on l\\.'O opposite sides of a village. In the 
Y Tunnels is the static shield. It also '-\'ill guard a village, 
but needs only one pixel generator placed inside the 
viJla�e. The static shield uses up n1ore microenergy but is 
easier to operate. Which one do you \Vant?" 

Before you can ans\ver, a loud roar suddenly erupts 
outside the librarv door. 

"What's that?" vou cry. 
, . 

"It's Zera·s Ruby Racer!" l\fax reports. 
Rarnda grabs you by the arrn and \\'arns, "Hurry up 

and rnake your choice before she hreaks in." 
\' ou consider the c.hoices carefully and decide. 

If you choose the graohic g/obe. turn to cage 56. 

If you choose the static shield. turn to 11age 60. 

Be sure to n1ark your choice on the Option Sheet on 
page 124. 
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"I want to add the graphic globe data to :he \\'Cather 
\Vea pons I've already acquired, .. you quickly reply. 

"It's in the X ·ro,•;er," l)abble says. "Follow rne�" 
·rhe tall vello\v creature turns �nd rushes into the Ii-

• 

brary. ·r:-ie soft red spikes on its tube-shaped body flap 
up and do,vn as it n1oves. 

You folkl\v it i11to the shiny while corridors of the 
building. Suddenly you hear a ferocious pounding at the 
door. Blam! (�rash! You glance ba<.:k and see the black 
doors beginning to give 'vay. 

"Zera's driving her Ruby Racer through the door," 
l'vtax vclls. ' 

"She'll break through at any rninute, .. f)igit exclai1ns as 
it speeds after the odd-shaped librarian. 

"1\hcad you rnust go," \'idi orders. ":\ly eye bea1n I'll 
use to slow her down." 

"(;ood idea." Ra1nda shouts. ,;L;se vour electrorav ro 
heat Lha! door up. fhafll stop her." ' ' 

Vidi blasts a powerful bearn fro1n the eye in the 1niddlc 
of his head. l'Jic bea1n sprays a(Toss the door, instantly 
heacing the n1ctal to a blazing ten1perature. 

You race deeper into the. library as Vi di con tin ucs to 
bornbard the enLrancc. Speeding past huge glass cubes. 
you jurnp over piles of black tablets. Long red \Vires are 
hanging from the ceiling and blue barrels are stacked up 
against the \vall. 
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1\s you darr around the corner, Dabble d1rolvs open a 
door and tells you. "'fhe X ·ro,ver is through here. ()nee 
you're all insicle I'll barricade it shut.'' 

"l)on'1 forget Vidi," Rarnda yells. 
:VIax shakes his head and gru1nbles, ''I'd like r.o forget 

LhaL vecLor vulture ever existed.'' 
· 

Rarnda yells for Vidi to con1e at once. ·rhe lvhite bird ' 
speeds a<:ross the ceiling and jun1ps through the door _just 
before Dabble slanis it shut. Ran1da and l\fax scurry up 
the narnn\ stairlvay as you help J)igh up each step. 

You stop short when you finally reach the Lop, because 
the floor ahead opens up into a huge cavern. A. high 
to\vCr rises above you and long \vhite colu1nns fill the 
1niddle. 

Pointing to one of the columns. J)ahble says, "·rhe data 
for the graphic globe is up there." 

You suddenly feel very cold and ask, "\Vhy is it freez
ing in here?'' 

''Because those long lvhite tubes contain frozen data." 
the red-spiked librariau answers. ''I'll have 10 t:iin1b up 
the ladder of colun1n nu1nber six to recover the data you 
need. ·rhere 's a se<:ret exit at rhe hotto1n of rhe t:avern. 1'11 
get Lhe dala cube lvhilc you <:lin1b down one of the oLhcr 
<:o l u n1 ns." 

"(;ood plan," Rarnda says, hopping out onto the ledge 
that crosses the nliddle of the vast to\.ver. She reaches out 
for one of the long \Vhile tubes and grabs hold of 1.hc slin1 
la<lder running up the side. (:arefully steadying herself, 
she starts clin1bing down. l'vfax follo\.vs close be hind and 
you help Digit get a flrn1 grip on the ladder. 

.4.11 of a sudden the door at che bottorn oft  he stairs flies 
open. Zera bursts in, firing ice arrows at you. -1 \VO grecn
haired (;!itches battle beside her. You cliinh onto one of 
the f r·ozen data colurnns as fast as vou can. 

I 

"Hurry up," you yell up to Dabble. "Zera and those 
red-robed villains will catch us any second!" 
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Vidi flies into the st.air\vell and blasts the three attack
ers \\'il h his clccLrorav. "Aaaah !" thev screa1n. 

, , 

Zera raises her hand and flin�s a lightning Lolt at Vidi. 
The bolt bits \"idi"s elec.troray in n1idair and explodes in a 
shower of sparks. \!id i is t h J(rw n over ha<:k \\'ard and he 
turnblcs dcn\."ll into the cavcru. 

"\'idi!"' Ran1da s1..:1 ca111s as the bird falls pasl her. lie 
<:rashes onto the llnor bcknv. 

" l "ve got the dat<i cube�" l)abble {'alls out. 
"l"'hrol\' it down tn nie,"' \'OU veil to the vellcn,· creature. ' ' ' 

;\ho\'e you see Zera in her silver suit, clirnhin� onto the 
ledge. 1\s l)ahblc to�scs the green cube, she grabs for it 
\Vit.h both hands. \"ou whip out your cryodan gun and 
shoot her fro1n belo\v, A. frozen dart hits her in the arn1 
and she narrowly n1isses the failing data cube. 

\\lith lightning speed you reach up and grab the pre
cious o\"!_jec.t \Vith one han<l. Zera and the (;1i1c.hes jurnp 
onto the white cohunns and charge dcn\'n aft.er you. 

"Blast the ladder above and belo\v thern." Rarnda veils. 
"\Vith pleasure," you declare, aiming straight tor it. 

You and Ramda let cryodarts fly and l\-1ax pours rcLrorifle 
fire at Zera and the Gliu:hcs. l>igit shoots its tape bcan1 at 
the Lrcachcrous trio. '!'hey fight bat:k ferociously, bllt the 
cryodarts and retrorifle fire destroy the ladders above 
and below thenl. Dabble scurries up its ladder a n d  es
capes safely. 

"They're trapped," Ran1da <:ries happily. "Let's get out 
of here." 

You s<:ran1ble to the floor and rush to Vidi's side. The 
\vhite bird doesn't n1ove when you scoop him up. 

The dark-haired villain continues shooLing ice arro,vs 
as l'vlax quickly locates the secret door. He yanks it open. 
You and your friends escape before Zera can stop you . 

If you have a computer. type in the fourth part of 

your program: 
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Commodore owners turn to page 134. 
Apple owners turn to page lSO. 
CoCo owners tum to page 166. 

When you are through typing, continue the story by 
turning to Chapter 5 on page 64. 

If you aren't using a com13uter: 

(�ontinue the story by turning lo Chapter 5 on page 64. 
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"Let's go get the data f(>r the static shield \Veather \veapon,'' 
you suggest. 

"I'll take you to the Y ·runnel 'vhere it's stored," replies 
the furry orange creature. Buffer turns and s..:u1-rics into 
the library's shiny white halhvay. 

You follow close behind when all of a sudden the front 
door flie� open. Zera aud t\vo Glitches charge inside with 
their '"capons blasting! lee arro"vs fly past }OU. Raising 
your cryodart. gun, you fire back as !\fax bo1nbards them 
\Vith his retrorifle. 

Digit shoots ils lapc bcatn onto the three attackers. The 
slimy brolvn strings stick r.o the (;litches' blue faces and 
red robes and they struggle to break free. Huffer throws 
open a side door. "Cli1nb in here," the librarian orders. 

Vidi shoots Zera with the electroray fron1 his eye as 
you, Ra1nda, Digit, and Jvfax follow Buffer down into a 
tunnel. Vidi's powerful eyehean1 explodes onto the vil
lains and they sc:rean1 in pain. \Vhen they fall to the floor, 
Vi<li jumps into the tunnel and pushes the door shut. lle 
aims his electro eye and blasts the door 'vith a sho\ver of 
electricity that. 111ehs the n1e{al door pern1 ancntly shut. 

")(ice going.'' you call out when Vidl flies overhead and 
lands on Rarnda's shoulder. You run through the dark 
tunnel as Buffer leads the way. 'l'he orange librarian 
twists to r.he right and leads you into a magnificent silver 
room. Shiny round disks cover the '"'alls. Rectangular 
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carvings line the ceiling. Tall silver slabs stand upright in 
the 1niddlc of the chan1bcr. 

Buffer darts around the slabs and orders, "Foll<nv me. 
The 'veapon you want is kept in the data pools." · rhe 
furry round creature directs everyone into a huge roon1 
filled with a giant pool of stearning black liquid. 

"It's awf ullv hot in here " you say· as vou 'vipe vour 
I ' I I 

forehead. 
''That's because the black therrnal pools rnust be kept 

scalding hot.'' 
"Whv?" vou ask. 

.. ; 

"In order to keep the data inside fresh for use in the 
future," BufTer says. Pointing to the little islands joined 
together by a narrolv metal bridge, the librarian adds, 
"The data you want is over there. Come with n1e and I'll 
get it for you." 

The li ttle or;.inge <Ti>ature cli1nhs np onto the bridge 
that leads to the nliddle of the giant pool. You and 
Rarnda step onto the narrow structure and pull Digit up 
behind you. 

· 

As Vidi flies overhead , Max gru1nbles, "I \vish that bird 
would get an urge to take a bath and dive straight into 
this stea111ing li<luid." 

The first brid<re slvavs and shakes as vou clirnb across. e I � 

You reach a tiny silver island. Two n1ore bridges branch 
off onto n-vo 1nore islands. Blazing hot steant rises front 
the lic1uid pool. 

'fhe furry librarian scurries fron1 island to island be
fore it savs, ·"Here is where the static shield data is stored." , 

Buff er reaches into the 1niddle of the silver island and 
pulls up a column full of drawers. 'fhen it pulls out a 
green data cube and hands it to you. "This lvill give you 
the inforn1ation you need to create the static shield." 

Suddenly Zera and the two (;Jitches burst through the 
door and spray the roon1 with ice arrows. \Vhen fro1.cn 
missiles ny into the hot pool, blasts of stean1 fill the roo1n. 
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Vidi soars into the air and aims his eye beam straight at 
Zera. 

Before he can fire, however, the dark-haired villain 
bombards the \vhite bird with ice arro\vs. Vidi is hit! He 
falls over backward and plummets toward the black pools. 
You leap into the air as high as you can and grab Vidi's 
foot. He doesn't 1nove as you hold hin1 in your arms. 

Ramda gasps lvhen she sees the 1notionless bird. In a fit 
of anger, she aims for Zera and pounds cryodarts straight 
at her silver suit, but steam slvirls through the air, n1ak.ing 
it hard for her to see clearly. Suddenly the three villains , ' 
climb onto the bridges and run toward you. 

""!'here's a secret door out of here," Buffer whispers. 
"'fake the bridge on the right to the back wall. I'll sneak 
out the or.her side. In Lhis fog they won't know which way 
we went." 

"(�ood idea," Ran1da replies as she blasts her darl gun. 
"Just to he safe, let's destroy all the bridges so they'll be 
Lrappcd here." 

"l\1y pleasure," exclai1ns l\-fax, pouring rifle fire into the 
steamy roo1n. Crash! Splash! One by one the narrow 
bridges fall into the black liquid. vVhen a patch of stea1n 
clears <nvay, you spot Zera and the two Glitches stranded 
on one of the islands. 

"All right!" you shout, leaping across the bridge to the 
back door. You clutch Vidi securely against your chest. 
Max kicks the door open and you, Ra1nda, and Digil 
jump outside. 

If you have a computer. type in the fourth part of 

your program: 

Commodore owners tum to 13age 134. 
A1Jple owners turn to page ISO. 
CoCo owners turn to page 166. 
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When you are through typing, continue the stary by 
turning to Chapter 5 on page 64. 

If you aren't using a cam1Juter: 

t:ontinue the story by turning to (�hapter .1 on page 64. 
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chapter 5 

Once outside the library. Ramda grabs the wounded bird 
and cries, "Vi<li. are you all right?" 

'"fhe bird lies inotionless. She strokes his \vings gently 
and finally Vidi opens his eye a tiny crack. 

IVlax reaches up and places his hand on Rarr1da's shoul
der. "lle'll be okay until we <:an get hin1 so1nc n1icro
n1cdici11e." 

Ran1da lo,vers her head. "I hope so,"' she says sadly. 
"We should get the ucxt data square as fasr as possi

ble." l'vfax advises. "'fhere are only three octal hours left." 
"I ahnost forgot to input the green data cube," you 

exclain1 as you place the square into Digit. 
'" l 'hank you," the little gold robot replies. 
"vV'here •lo we get the nexi wca ther \vea pon ?"' you ask. 
"1\t the Negative N un1bcr V au! t.s right next door," 

Ramda ans,vers. "They"re on the other side of the Logic 
Library. Let"s hurry so \ve can get Vidi sotne n1edicine as 
soon as possible." 

.l'vlax leads the \vay around the front of the gol<l build
ing. Zera's Ruby Racer is still ra1nn1cd through the front 
doorway. The other t\VO racers are parked beside it. 

As you rcal:h the edge of che library, Ran1da cries out, 
"Oh, no! What happened r.o the Negative N un1her Vaults?" 

1\ll you can see is a huge hlack cloud surrounded by 
fierce bolts of lightning. '"\\!here's the building supposed 
to he?" you ask. 
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"Right where that cloud is," Ramda says, pointing to 
the fierce black cloud. "The vaults are gone!" 

"No, they're not," Digit exclaims. "My data scanner 
reports that the vault building is inside that cloud." 

Shaking his head. Max says, "I think Zera got to the 
Negative Nun1ber Vaults first. She's covered the building 
with an electrostorn1 so we can 'l get inside." 

Ran1da sta1nps her foot in anger. "That wealher witch 
has beat us! Now ,.,.c'll never be able to create a super
weapon slrong enough lo stop her deadly Electronic Hur
ricane." She lowers her head and softly strokes Vidi's 

• ' 
\-Vtngs. 

"I can fight nly way through that electrocloud," l\fax 
says confidently. 

"l\o!" shouts Rarnda. "You'll never get out alive." 
"It's the onlv chance we have to save Venturia�" , 
"ll  just won'l work," Ran)da responds. turning lo walk 

away. "Let's go back to the cybercycle and see if we can 
n1ake it f1v us back to C:PU Central." 

; 

"Wait!" yells DigiL "I have just cornpleted so1ne calcula
tions that conclude I can get through the clectrocloud 
safely." 

"You'll melt!" Rarnda says frantically. 
"No," Digit argues, "I can use the -..veather weapons 

that have been prograrnmed into nle and \Valk right 
through that storni." 

"You don't know that for sure," Ran1da protests. 
"You're right," Digit confesses. "But I've got a fifty-fifty 

h .. c ance. 
"If you don't con1e out of there in one piece," Ramda 

" h 'T ' . 
d d "  warns, t en " cntur1a is oon1e . .  

Digit rocks back and forth on its wheels and says, "What 
chance has Venturia got if I don't go in there?" 

"The litt.le robot's right," Max points out. "We have to 
take the risk." 
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"1 kno\v 've do," Ran1da says with a sigh. ·rurning to 
Digit. she asks, "You will be careful, \\'on't you?" 

"Of course," the rohot declares confident.Iv. ""fhere are ' 

t\vo \veaLher \veapons inside Lhosc vaulLs. \Vhich one do 
" '  you \vant n1e to recovcrr 

Ratnda exan1ines the silver data tablet. that Lazarius 
provided. "This list says that there are t\vo chambers 
inside the Negative Nurnbcr Vaults. In 1.he <�ha1nber of 
\\i'hole :'>J' un1bers is the unitrappcr weapon. · rhe multi
trapper is in the Charnbcr of Fractions. ·rhe unilrapper 
can stop a stortn for a certain number of binary 111inutcs, 
but. you can only use one unitrappcr at a tin1c. The 
multitrapper can't stop a storrn for as long as a unitrapper, 
but you can use more than one rnullitrapper at a time." 

Turning to you, Ran1da asks, "\.Vhich weapon do you 
\.Vant Digit to get?" 

Von quickly ana Jy7e. how e.;1c.h \vo11 Id fit in with t ht> 
other choices you have already n1adc . .  .\fter you tell Digit 
your selection, the little gold robot rolls to\vard the raging 
black cloud. Fierce bolts of lightning flash in all direc
tions. Burning white sparks explode in the air. The thick 
cloud tumbles and swirls dangerously around the vault. 

As Digit nears the perilous storm, Ramda bites her lip 
and taps her foot nervously. Max clenches his hands 
behind his back and paces back and forth. You fidget 
with your hehnet. ()nly Vidi, unaware of the potential 
danger, lies perfectly still. 

When Digit reaches the edge of the storm, lightning 
slams into the robot's metal body. Sparks shoot into the 
air but Digit keeps right on moving. 'fhe brave robot 
disappears into the electrocloud. 

All eyes are glued to the scorn1 as everyone ivaits for 
any signs of trouble. Lightning continues to rage and 
sparks explode every\vhere. The tninutes drag on end
lessly. You rub your hands together. Rarnda rocks Vidi 
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hack and forth. Max stands perfectly still, staring straight 
ahead at the ferocious black cloud. 

"Digit's been in ·there too long," Ramda says with a 
groan. 

"Be patient," Max says in a comforting tone. 
Ramda grows more and more anxious. All of a sudden 

the storm erupts in a violent clash of lightning . . Fierce 
blasts of electricity explode high into the sky. . 

"Oh, no!" Ramda cries as black smoke pours in all 
directions. ·rhe thick cloud moves over your head. 

"Lie down so you don't choke," lVlax orders. 
You fall to the ground beside Ramda and take slow, 

careful breaths. i\.s you lie motionless, the smoke grows 
dangerously closer. 

"Maybe \Ve should run for it," Ramda suggests. 
"Not without me!" Digit calls out, rolling toward you 

through the smoke. 
"You're okay!" Ra1nda cheers. 
"You'd better believe it. l'n1 programmed with the green 

data cube I was asked to recover and I'm ready for 
n1ore." 

"Let's head for the cybercycle and get out of here," says 
Max. 

"You'll have to beat rne to it!" Ran1da shouts, jumping 
to her feet and charging away fron1 the billowing black 
smoke. "Max, I hope you can fix the cycle." 

Running alongside you and Digit, Max brags. "I can fix 
anything." 

Whether you choose the unitra1J1Jer or the multi

tra1J1Jer. be sure to mark your choice on the 

01Jtion Sheet on 1Jage 124. 

If you have a com1Juter. type in the fifth 1Jart of 

your 1Jrogram: 
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Commodore owners turn to page 136. 
Apple owners turn to page 152. 
Coco owners turn to page 168. 

When you are through typing, continue the story by 

turning to Cha1Jter 5 on page 70. 

If you aren't using a computer: 

Continue the story by turning to Chapter 6 on page 70. 
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chapter 6 

You run through the streets of Syntropolis and spot the 
cybercycle up ahead. Max throws open the engine com
partment and inspects the da1nage. "I'm sure I can fix it," 
he calls out confidently. 

"(;reat:' Ramda replies with a sigh of relief. "If we 
move fast, we'll be ah le to get the last two data cubes 
before the hurricane strikes." 

"How much time is left?" you ask. 
"Only two octal hours,·· she answers grimly. 
"I've got it," f\.1ax declares. "All 1 had to do was recon

nect the linking loader and execute the object code. It's 
good as new." 

"I.et's get a n1ove on!" Ran1da says, carrying the wounded 
bird to the cycle. As soon as you and Digit strap yourself 
in securely, Max starts the engine and takes off. He 
zoo1ns over the golden buildings of the city and flies high 
into the air. 

"Ramda," .Jlv1ax begins, "I'll drop you off at Altair and 
return Vidi to CPlJ (:entral for treatment. Then you can 
take the transport tubes to your Jast clestination." 

"Thanks, Max," says Ra1nda. "Vidi's life may depend 
on your help." 

"That bird's saved my life before," Max admits. "It's 
the least I can do for hin1.'' After a brief pause, he adds, 
"But don't ever tell him I said that�" 
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You glance out the ·windcl\v at lhc quadLrees bclov,:. A 
uarro\v road \finds through che black leafv forest. Hun-

. ' 

dreds of Ven turians arc scurrying to escape bef()re the 
dcadlv h urricane strikes. 

' 

A.s you \Vatch chc caravan of strange-looking vehicles, 
nu1lticolorcd crealures, and people on foot, the cybercycle 
suddenly turn hies over back ivar<l . 

"It's Zera!" Ran1da cries. 
"No,'' says l'vfax, struggling Lo steady the craft. "It's the 

prelin1inary \Vind frotn Zera's hurricane. lt must be get
ting closer to Venturia." 

.-<\nother fierce blast jolls the cycle hut tv1ax yanks the 
controls and skillf ully re1nains upright. ·rhe cycle shakes 
violently as he fights to prevent a crash. It bounces through 
the air with each gust of wind and drops dangerously 
<.Jose to the quadrree hel<nv. You jerk to the side and 
nearly fall out of your seat when \fax plunges to the left 
to narrowly avoid a large clun1p of quadtrecs. 

"Altair is just up ahead," \fax calls over his shoulder. 
"We'll make it in one piece if we're lucky." 

. ro distract yourself from the dangers, you ask Rarnda, 
"What's in the city of f\ltair?" 

"It's not a city," Ra1nda explains. ·'IL's a huge complex 
\vhere numeric data is bought and sold." 

Instantly the cycle jolts over backward and you grab 
your seal \\•ith both hands. Max scran1bles to regain con
trol nut the violent \Vind tosses the helpless vehicle through 
the air. 

"Hang on, gang!" Max advises. "\.Ve'll be coming in for 
a landing in a binary second. i\.nd 1 hope it'll be right side 
up." 

. 

. .\s the cycle spins you see glimpses of rnulticolored 
buildings belcnv. Csing all his skill, l\-iax bravely guides 
the vehicle around the huildings. The <:ycle jerks to the 
right and glides to a stop. 
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"A perfect landing," Ran1da says joyfully. 
Max slun1ps back in his seat and lets out a deep 

breath. 
"Nice going," you congratulate hin1. 
Ramda slides up next Lo Max and asks, "With this ·wind 

do you thirik you and Vidi can safely return to CPU 
Central?" 

"I have to adn1it it'll he a bit tricky," l'vfax replies. "But I 
got you here, didn't I?" 

"That you did," says Rarnda, tucking Vidi snugly 
into a 1netal box and strapping hin1 into a seal. You 
help Digil out Lhe door and Ramda says, "i\.fax, be very 
careful." 

"I will," he ans,vers. 
Rantda slants the cycle door, then �fax shoots up into 

the air. Ramda Lurns and inspects the surrounding build
ings. The wind isn't as fierce on the ground. 

"This place is deserted," she remarks. "I hope there arc 
a fe\v rnerchants hiding out who can help us find the old 
weather \vcaµons we need." She exa1nincs her data card 
and says, "We G·tn either go to the old \\1e1nory Mart or 
the 1\ntique Data Shop. "fhe .!V1e1nory �fart sells an assort-
1ncnt of digital devices. If \vc go there we can get a 
digi bon1b. The Antique f)ata Shop will have the sector 
1n1ne. •• 

"Whal's the difference bet\vcen the two?" you ask. 
"You can drop a digi bomb in the path of the hurri

c:ane, and it will go off in fi"e binary minutes. If it ex
plodes in the center of the hurricane, you'll drain ten 
units of 111.::i,Tof'nergy from it. If you drop a sector mine, 
it \Von't go off until the hurricane passes directly over it. 
Ho,vever, the sector 1nine takes a\vay only five units of 
Lhe hurricane's macroenergy. Which one do you ·want to 
be part of the superweather weapon?" 

You quickly make your choice. 
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If you choose the digi bomb. turn to page 75. 

If you choose the sector mine. turn ta page 78. 

Be sure to nlark your choice on the ()ption Sheet on 
page 124. 
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chapter 6a 

"Which way to the ()Id lVfemory l'vfart?" you inquire, 
looking at the multicolored buildings that surround you. 

""f o the left," Ram<la answers, pointing to a row of blue 
and orange structures. "l,et's get the weapon as fast as 
possible," she adds. 

As you, Ramda, and Digit run through the shopping 
complex, you catch a gli1npse inside the nu1neric shops. 
Though they're deserted, brightly lit signs hang above 
each store. Piles of silver boxes fill the shop labeled Min
iature Boolean Bears. Next door the Algebraic Floor (;ov
ering store is filled with racks of black, red, and yellow 
tiles, all decoraLed with unusual designs. 

"Look out!" cries Digit. All of a sudden, two Ruby 
Racers soar overhead. Ramda pulls you around the cor
ner and you almost slam into a pile of blue rectangles 
stacked outside the ·rwo Smoles Discount Documentation 
sto1·e. Digit struggles to keep up as you race through the 
maze of numeric shops hoping Zera doesn't spot you. 

''There's the Old Memory Mart," Ramda shouts, point
ing to the left. 

You scan through the clutter of signs and reply, "I 
don't see it." 

"It's the little white building next to the Low-Cal Data 
Deli," she explains. The roar of Zera's engines grows 
closer. "Hide!" yells Ra1nda. . 

You and she dive into a Deciinal Fruit Stand and fligit 
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buries itself in the piles of square oranges. You cautiously 
peek out and see the two red vehicles circling overhead. 
A racer swings down for a closer look. No one 1noves. 

Suddenly a batch of decimal oranges tu1nbles out into 
the street. You hold your breath. Luckily, the Ruby Racer 
flies off to another part of the con1plex. 

"Make a run for the Memory Mart," Ramda orders. 
She ju1np:s up, pulls Digit out of the oranges, and almost 
drags it to the old shop. She tries to open the door but it's 
locked up eight. 

"Oh, no!" she cries, angrily pounding her fist on the 
door. ''We have to get inside." 

"We could shoot the door open," you offer. 
Before Ramda can answer, a woman's voice from inside 

the shop says, "Who are you?" 
"It's me, Ramda. I've come for the digi bomb." 
The woman repeats the question as if she doesn't be

lieve her. 
Thinking quickly, you answer, "We're the Riders of the 

Light." 
"'¥here did vou come from?" the \Voman asks. ' 

You complete the phrase as you did before and the 
door slo·wly opens. A tiny woman peeks out and recog
nizes Ramda, who then explains why she has come. The 
woman hands her a flat red box then slams the door, 
yelling. "Please go away." 

Ramda opens the antiweather weapon and pulls out 
the green data cube. She slides it into Digit and says, 
"We've got to get to the transport tube as quickly as we 
can before Zera finds us." 

You and Ramda each grab one of Digit's metal arms 
and lift the little gold robot off the ground. The three of 
you speed through the sea of shops, watching carefully 
for any signs of Zer� and her gang. Darting swiftly past 
more data shops, you spot the glass transport system up 
ahead. 
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As you run straight for it, two Ruby Racers swoop 
do\vn from the sky. ·rhe flying n1achines pour a thick 
shower of snow on top of you. It. covers the ground 
instancly, and you nearly slip and fall. More and more 
snow fills the air, making it nearly impossible to see. You 
struggle through the storrn and Ramda tun1bles to the 
ground. The Ruby Racers plunge right toward you and 
fire deadly ice arrO\VS. Ramda leaps to her feet and the 
three of you dive into the transport tube. 

'!'he Red Racers hover overhead as you shake off the 
snow and prepare to ride down the long glass tunnel. 
Ramda hits the controls and your reclining seat flies 
forward. 

If you have a computer. type in .the sixth 1Jart of 

your 1Jrogram: 

Commodore owners turn to page 138. 
Apple owners turn to page 154. 
Coca owners tum to page 170. 

When you are through typing, continue the story by 
turning to Chapter 7 on page 82. 

If you aren't using a com/]uter: 

Continue the story by turning to Chapter 7 on page 82. 
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chapter 6b 

"Lead the way to the Antique Data Shop," you tell Ramda 
cheerfullv. 

; 

"It's just past those green and red buildings," she says, 
pointing to the right of Lhe shopping complex. "We'd 
better get that weapon as fast as \Ve can." 

She runs ahead and you and Digit quickly follow her 
through the muhicolored buildings. Cluttered signs adorn 
each shop and piles of n1erchandisc are stacked out front.. 
The streets are deserted and you don't see anvone inside 
the stores as you race by. 

, ' 

Speeding past the ByLe-O-Ran1a, you see huge stacks of 
jars inside full of green liquid. Across the street, giant 
flatning barrels line the front of the Surplus Thern1al 
Data store. J\.f ulticolored decorations cover the front of 
Big Alpha's Used Equations. 

You fly past 1nore deserted data shops. All of a sudden 
two Ruby Racers S\voop do\vn out of the sky. They bom
bard you wilh a shower of huge hailsLones. 'fhe iceballs 
cover the ground, rnaking it impossible to rnove. ·rhe t\vo 
racers fly dangerously close and blast ice arro\vs straight 
at you, You and Ramda grab Digit by the arms and dive 
out of the way. Ju1nping behind a pile of beat-up silver 
boxes outside a shop, you narro\vly escape Zera's attacks, 

"We've got to get the \Veather weapon," Ramda de
clares as Zera hovers overhead and continues pouring 
hailstones over the ground. 
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"Zera \.\'on't let us escape,'' you point out grindy. 
"I think we can sneak oul the back of this store," she 

tells vou. , 

r·ou reply, "Zera's noL durnb enough r.o fall for that old 
trick." 

"Il's lhe only chance \.ve've got," Ra1nda insists, entering 
into the Silicon Shoe Shop. 

It's cornplctcly <lark inside and you stu1nhle over nlore 
n1ctal boxes. Ran1<la gropes along the back \Vall in search 
of a door. "I've f(>und it!" she announces finallv . 

, 

She opens it a <:rack and cautiously peeks out. "No 
signs of trouble out here," she says, slipping out. into the 
back alley and inching carefully along the side of the 
building. 

You slide swiftly past a dozen stores. \Vhen you finally 
reach the end of the alley, Ramda says, pointing to the 
right, '"fhe Antique [)ata Shop is just over there between 
the (�ut-Rate Robot Store and Syntax Error Supplies. 
When I count to three, tear across the street as fast as 
possible." 

You each grab one of Digit's metal arms and lift the 
little gold robot off the ground. 

"One, two, three . . .  go�" 
\Vith a burst of speed, you fly out into the street with 

I>igit swinging in the air. You charge for the front door. 
Flinging ir \vide open, the three of you dash inside. You 
set Digit down on its wheels and breathe a sigh of relief. 

Turning lo inspect lhc data shop, you see a tiny old 
woman-shoving a long red weapon in your face! 

"\Vhac are you doing here?" she barks. 
"We've come f(>r the sector 1ninc weather weapon." 
:'.'Jot recognizing Ra1nda, the white-haired \voman scowls 

and asks, "Who are vou?'' 
"I'n1 Ran1-" Rarrida begins, but you raise your hand 

aud rnotion for her to stop. 
"\\ie're the Riders of the Light,'' you explain. 

79 



SE'fH 1\-fcEVOY AND LAURE SMITH 

"\'\!here did you come fron1?" asks the old woman, 
shaking her weapon in your face. 

You tell her the rest of the password phrase and she 
says with a smile, "Why didn't you say that in the first 
place, instead of bursting in here, scaring n1e half to 
death?" 

"Sorry," Ram<la says. "Zera was altacking as frorn the 
air because we have come for the sector n1inc \veather 
weapon." 

"Those foolish Ruby Racers have been flying all over 
the place," grun1blcs the won1an. "I'd like to blast theru all 
out of the skv." , 

"You and me both,'' you answer. nollding in agreernent. 
· fhe little wornan digs through the cluttered shop full 

of black tubes, silver balls, and strange-looking orange 
tablets. She pulls out a silver cone and hands it to H.amda. 
"1-l ere's vour sector rnine ." ; 

Ramda quickly pulls out the green data cube and hands 
the weapon back to the old 'voman. 1\s she slides the 
square into Digit, she says, "Sorry, but \ve've got to get 
away from here quickly, before Zera finds us." 

"(;ood luck�" says the tiny shopkeeper. 
Ramda \Vaves good-bye to her and head.'> for the door. 
()nee our.side, she says, "\Ve'!! have Lo take the transit 

tube again. It's located at the end of this street. Let's run 
for it!'' 

You and she grab l)igit up by the arn1s and run as fast 
as you can. But just as the glass transit system comes into 
vielv, two Ruby Racers blast. suddenly across t::te sky! 

·rhey sho\vel· ice a1-ro,.,.s dangerously close, but you dive 
for the 111h<: ann leap insirlt>. R;i1nn;1 pushes rht> controls 
as soon as you slrap yourself in. Suddenly you lunge 
forward into the long glass tunnel. 

ff you have a computer. type in the sixth part at 
your program: 
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Commodore owners turn to page 138. 
Apple owners turn to page 154. 
Coco owners turn to page 170. 

When you are through typing, continue the story by 
turning to Chapter 7 on page 82. 

If you aren't using a computer: 

Continue the story by turning to Chapter 7 on page 82. 
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chapter 7 

Two Ruby Racers zoorn overhead as you speed through 
the transit tube. They bon1bard t.he glass with ice arnn'\l's. 
You t\vist through the rectangular tunnel and stare fear
lessly al the attacking villains. Their weapons ricochet off 
the lube's surface. Suddenly an onslaught of arro\vs rips a 
gaping hole in the side! Glass flies in all direct.ions. 

Zera and t.he (;litc:hcs attack relentlesslv. Thev srnash , , 

through the glass again and again, but fortunately their 
arrows narro\vlv nliss vou. 'fhe transport svstem whips to 

, , , 

the right and stops abruplly. 
"\Vhat's going on?" you demand. 
Rarnda flies out of her chair, grabs Digit, and cries, 

"\\le'vc gol Lo get out of here and tak.e a boat across 
Fort.ran !Jake to the Robot Zoo Island." 

"But Zera's out.side," you exclain1 as she swings open 
the glass door. 

"\Ve don't have any choice," she explains. "This is the 
only way to get there. \Ve must get the last weather 
weapon or Venturia will be overrun by Zera and the evil 
('l' h ,, 

_, n.c: es. 
"I'n1 with you," you tell her confidently. 
"I kno,v," she replies. Pointing to a row of slin1 silver 

boats on the edge of the green lake, Ra1nda remarks, 
... rhis is the final battle. Don't stop, don't look back. and 
keep on fighting!" She takes a deep breath and yells, 
"Let's go!" 
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Ramda leaps out the door and charges straight for the 
narrow boat. The two Rubv Racers dive out of the skv 
and open fire. You blast th�m with cryodarts as you rac� 
after Rarnda. l)igit flings its tape bean1 up at the villains. 
1\ n1ass of oro\vn threads engulf the racers. They plunge 
their red vehicles forv•ard and easily knock the threads 
awav. 

' 

You squeeze off rnore cryodarts and run as fast as you 
can. Up ahead Ramda jumps into one of the silver boats. 
You and Digit dive in after her. ·rhe little robot topples 
over back\vard. You help it up lvith one hand and keep 
firing with the other. 

Ra1nda quickly presses the control keys and the s1nall 
craft lunges for\vard. She weaves the boat from side to 
side in a desperate attempt to stop Zera's ice arrows fron1 
blasting a hole in the bottom. 

The t\vO Ruby Racers sweep down out of the sky. A 
blast of \Vind pours out of one vehicle and spins into a 
tornado. · 1 ·he fier<:e \vhirlwind slan1s into the lake and 
huge waves rock the little boat. \\Tater pours over the 
side. · l"hc pounding \Vind beats against you as you strug
gle to bail out the boat. Ran1da guides the craft expertly 
through the raging green waters as I>igir fires its tape 
weapon. 

The tornado spins dangerously close while Zera and 
the (_;Jitches swing back for another attack. Blam! · l"hcy 
blast a hole in 1.he boat. You slan1 your foot on top of it 
but water keeps pouring in. \\!hen another hole rips open 
the front of the boat, the silver craft spins wildly around. 
Ramda struggles to get it back on course while the Ruby 
Racers continue their attack. The violent funnel nearly 
hits the s1nall craft but Ramda twists the boat around. She 
pours on the po\vcr and shoots straight for the island. 

"We're almost there!" you shout. 
The slim boat plunges 

'
onto the land and skids to a halt. 

Digit fires one last blast of its tape beam before you pull 
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the rohot out of the craft. Rarnda grabs Digit's other arm 
an<l the three of vou race for the zoo entranre as the 

; 

tornado disappears across the sky. 
Ain1ing for the huge silver 1:;atcs. you run faster than 

ever before. The nvo Rubv Racers \vhiz overhead and fly 
into the island park. 

, , 

"Turn to the right�" Ran1da yells, lunging through the 
gate. "The zookeeper's cabin is just up ahead.'' 

Running up to a sn1all silver shack. she thro\.vs open the 
door. "Vecto, \Vhere are you?" 

1\ tiny Sn1ole scientist in a long green <:oat jun1ps up. 
"\\!hat's wrong?'' he demands. "Ran1da, what are you 
doing here? You should have either fled or gone into 
hiding. ·rhere's only one octal hour before the FJectronic 
Hurricane strikes!" 

"I know." she shouts, "but I'tn going to stop it. before it. 
can destroy Vcnt.uria.'' 

"Ho\v?" asks the red-haired Srnole. 
"You n1ust lake us to the old weather \\!Capons that 

have been placed here at the 100, " Ran1da explains. "We 
need its data cube to create a super anti\.veather weapon 

I h 
. 

, 
.. to stop t 1e urrrcane. · 

"But those are the raster walls and laser fences," Vccto 
replies. "\Vhen they were no longer useful as wearher 
weapons, we used them to cage the \.vild and ferocious 
robots here in the zoo. If you rcn1ovc r.hose walls and 
fences, the robots inside \viii c.">cape and arrack the king
doms of Venturia." 

"It's either that or let. Zera's hurricane kill n1ost of our 
people," she argues. "\Ve captured the wild robots once 
before. If \VC risk letting then1 go. we can capture the1n . 

" again. 
"You're right," Vec.to replies. "I'll take you to their 

cages at once." 
"Wait," says Ran1da. "We can only use one of the \Veap

ons. What's the difference bet\veen lhern ?" 
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"Both walls and fences will drain energv frun1 the .Elec-
' ' 

trunic 11 urricane." the Smole quickly ex plains. '" l'he ras-
ter \Vall will drain 1norc energy than the laser fence, but 
vou can have rnore laser fences in operation at anv one 
I I . ., tune. 

Y uu quickly rna ke your decision and tell Vee to your 
choice. 

If you choose the raster walls. turn to page 87. 

If you choose the laser fences. turn to page 90. 

Be sure to 1nark vour choice on the ()pt.ion Sheet on 
page 124. 
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chapter 7a 

"I choose the raster wall weather weapon," you tc11 the 
red-haired Sn1olc. 

"It's not far fro1n here," he says, leading you out the 
door. " l'he wall has kept the killer robirds locked up for 
a long ti1ne. I hate to think of \Vhat \viii happen \vhen 
they cs<.:ape." 

"Re careful." Rarnda advises. "1'111 sure that Zera and 
her GliLch friends are in the zoo some\vhere." 

You cautiously follow Vecto through the rows of silver 
electronic cages that contain the zoo's robots. The wind 
has picked up and you struggle t.o fight your way through 
it. As you sneak past the red botigators, you see the long 
rectangular creatures fighting \Vith each other. 

Ran1da raises her dart gun and searches for any signs 
of Zera. Digit rolls beside her and you carefully scan 
everything in sight. To your right you spot. a huge hlack 
robot with three heads and a dozen ar1ns. · l'he sign in 
front of the cage reads "Do not feed the vicious 1nagnabor:· 

Vecto turns past the monstrous-looking rnachinc, \vhcn 
suddenly you notice two Ruby Racers parked up ahead. 
Ran1da grabs your arn1 and pulls you down behind an 
electronic barrier. The \Vind rages in all directions. 

V ecto ducks and says, "Those racers are right in front 
of the raster wall that contains the killer rohirds." 

"Oh, great!" Rarnda says sarcastically. "Hov.:'ll \Ve get 
the green data cube -..vith Zera sitting out front?" 
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"You're not going to get it�" the beautiful villain says 
with a snarl fron1 behind you. 

You leap to your feet and aim your dart gun. Before 
you can fire she blasts ice arrows directly at you. Lunging 
to the left, you narTo\vly escape their blo\vs. · r,vo green
haired (;!itches shoot arTo\vs at Ran1da as she runs to
ward the gl<nving blue rays of the raster wall. Digit fires 
its tape beam but a (;litch shoots back and knocks the 
gold robot to the ground. 

Vecto grabs one of l)igit's rnctal arrr1s and drags the 
little rnachine out of the line of fire. Once around the 
corner of the raster \vall, V ecto rcn1oves the green data 
cuhe fron1 its control panel. 

· You dash to safctv behind one of the Rubv Racers: 
i ' 

Ran1da jun1ps to your side and blasts the three villains. 
They dive out of the line of fire and run toward their red 
vehicles. You quickly circle . around the racers tn escape 
their advances. 

· 

Zera leaps on top of one of the vehicles and fires fron1 
above. !hough you c.ltH.:k out of the way, a green-haired 
(�)itch grabs you from behind. ·rhe villain's red robe 
covers your head. You thrash wildly at the ugly (�!itch but. 
its p<)\'\ierful arn1s hang on tight. 

Ramda ain1s for Zera but the \veather vi11ain jurnps 
do\'\in and grabs her before she can fire a shot. Zera 
pushes Rarnda ro the ground and the third (;litc.h yanks 
her blond hair. Ra1nda wildly thrashes at her attackers. 

\'\Tith one S\vift biol\' you ki'ck the other Caitch in the leg 
and break free. 'You lunge for Zera, who falls over back
\vard. Rarnda grabs the second (;litch by the feet and 
pulls her do�vn. You hold her securely as l)igit slides up 
and pours its lape hcarn over the fallen villain. · l"he tangle 
of brcnvn srrings \vraps rightly around the ugly (�litch. 

The other (;!itch charges at you but y<?u jurnp to the 
side. Spinning around. you graL the villain by the ar1n 
and fling her into the Ruby Racer. She crurnples to the 
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ground. You turn around quickly, just as Zera sla1ns 
Ra1n<la up against the glowing blue wall. 

Zera raises her arn1 to strike as \1 ecto shouts, "I've got 
it!" 'fhe little Sn1ole holds the green data (;ube high above 
his head and all of a sudden t.he hlue rays of the raster 
wall disappear. 

Zera S\-Vings at Ra1nda hut she du<:ks and the villain 
plunges into the pit of killer rohirds. "I 'he vicious 1ne(:han
i<·al creatures s•'>'ar1n over Zera. ·rhey pirk her up in their 
Ion g rectangular beaks and fly her in 1 o the air. their 
square \o\i ings napping as they disappear into the sky. 

If you have a com1Juter, f!:J/Je in the seventh part 

of your program: 

Commodore owners turn to page 140. 
Apple owners turn ta page 156. 
Coco owners turn to page 172. 

When you are through typing, continue the story by 
turning to Chapter 8 an page 93. 

If you aren ·1 using a cam1Juter: 

(:ontinuc 1he story by turning to (�ha pter 8 on page 93. 
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chapter 7b 

"The laser fence is the \veather \.veapon I \-Vant," you tell 
the red-haired st:i en t ist. 

"Okay," Vccto says with a sigh. "But that fence is the 
only force stopping the giant botobeast frorn attacking 
everything in sight." Vecto ruutions for you to folio'"' hint. 

Ramda says, "l 'n1 sure Zera and the (�litches have landed 
inside 1hc ,

(
,o. Let's be careful." 

\'Vhcn you step outside the S1nole's cabin, the fierce 
\\lind catches you by surprise. The Electronic llurricane is 
getting closer! 

A.s you cautiously sneak around a large cage, green 
n1etal creatures fling then1selves against the electronic 
\·vircs. You jurnp b�u:k. 

"\Vatch out!" V ecto yells . ... rhose roblobs will cat your 
hand in one bite." 1\t that news you step even farther 
away frotn the dangerous creatures. Suddenly you spot 
two Ruby Racers up ahead. Before you can run for cover, 
Zera and two ugly Glitches leap out of the red vehicles 
and fire ice arrows straight at you. 

"Run to the left," Vecto orders in a loud \.vhisper. "'fhe 
laser fence is that way." 'fhe little Sn1ole turns quickly 
and runs. Zera slams arro\vs at Vecto. He ju1nps out of 
the way but falls dcnvn. You rush to his side and quickly 
pull hirn up. 

Ramda runs ahead. Digit rolls backward and fires its 
tape heam a r  the oncorning villains. As you turn to shoot 
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your cryodart gun, you're ahnost hit by a strcan1 of ice 
arrows. You blast a round of darts at the blue-faced 
Glitches. l'heir red robes flap behind therr1 as they run 
after vou. ; 

Vecto clans benvecn two cages and leaps over an elec-
tronic barrier. ·rhen he jun1ps do\vn into the pit of swing
ing· botkeys. You and Rarnda quickly lift Digit do,vn into 
the robot cage an<l run through the sea of green rnctal 
creatures. · rhe rectangular. apelike anirnals jurnp harrn
lcssly around lhe cage as you run past rhe1n. 

Zera fi1·es into the pit. She n1isses you but hits one of 
the botkcvs. It falls over backward and lies lifeless on the ' 

ground. l he evil villain and her c;.litch cornpanions storrn 
over the fence, firing deadly ice arru\vs as they charge 
after vou. ; 

·!'hey k.eep rnissing you hut rnore botkeys are 'vounde<l. 
Vecto throws open the hack gate of the cage. lie runs 
t<nvard the right and darts around a silver building. You 
and Ra1nda struggle to carry Digit. ·rhe (;!itches pick up 
speed, getting closer every second. Vecro ra<:es up to a 
cage n1ade up of gk)\ving red lines. It's n1arked "(�iant 
Botobeast." lle darts inside. 

· rhc rn:assivc rnctal crcat u re lunges for the little Sn1olc, 
but Vee to n1iraculously escapes. I-le cries out, "Keep this 
beast a\vay \vhilc I pu ll the green data cube out of the 
laser f enc.c control panel." 

\"ou sl1oot the black robot in the rniddlc of its hack. It 
spins around and charges straight for you. Leaping to t.he 
side, you escape its grasp but Zera grabs you fron1 hchiud! 

Rarnda co1nes to your rescue and pushes Zera to 1 he 
ground . . rhe heautiful villain falls on her back. ·rhen she 
th rows her legs inc.o rhc air and instantly springs to her 
f cct, grabbing Ran1da's blond hair. ·rhe two struggle vi
ciously as you arc captured by both (�)itches. 

The evil accornplices grip you by the arn1s. You r.hrash 
and kick hut the (�litches hang on tight. Zera throws 
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Ramda to the ground. All of a sudden Digit \vhips its tape 
bea1n at the villain. As Zera tears the hrown strings away, 
Ran1da junlps up and grabs her by the arn1. Rarnda 
S\\.'ings her into one of the Glitches and the green-haired 
'votnan falls over backward. She doesn't n1ove. Zera sturn
bles buL cornes back swinging. 

You quickly pull away from the other (;!itch, throwing 
her toward Zera ,.,..ith all your strength. The hotobeast 
charges at you but you dodge out of the \vav just in tin1e. 
The l\VO villains crash togct}1er. Digit aircis r:ight for thetn 
hut only hits the (;!itch� \vho falls do,vn in a tangle of 
bro,vn strin gs and is unable to break free. 

In a fit ot anger, Zera raises her binary bow and points 
an ice arro'v straight at Rarnda. You leap int.o the air. 
trying to stop her. Before you can, the giant botobeast 
grabs Zera u p  in its arrns. The creature holds her high 
over its head and S\vings her up in the air . 

. All of a sudden the glo\ving red lines of the tasc:r fence 
disappear. Vccto triu1nphan1ly holds up the green data 
cube. J\s Ramda jumps l\'ith joy, the botoheast �uns to the 
right and clisappcars 1nto the zoo. Zcra's screatns quickly 
f a'ae as the deadly creature escapes and carries her off. 

If you have a computer. type in the seventh part 
of your pragram: 

Commodore owners turn ta page 140. 
Apple owners turn ta page 156. 
Coca owners turn ta page 172. 

When you are through typing, continue the story by 
turning ta Chapter 8 on page 93. 

If you aren't using a computer: 

Continue the story by turning to Chapter 8 on page 93. 
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chapter 8 

Vecto rushes up to you and thrusts the green data cube 
into your hand. You quickly slip it into Digit's input slot. 
·rhe robot rocks back and forth as the final piece of data 
is translated. 

Ramda grips her hands together and says, "Hurry, 
hurry, there's only two binary n1inutes before the hurri
cane strikes!" 

Nu1nbers race across Digit's tiny viewing screen. Col
ored lights flash on and off. Suddenly the robot shakes 
violently. It sputters and sparks and a trickle of smoke 
spews out of its arm. Digit falls over backward and spins 
around and around. 

Ramda gro\vs more nervous as it rnoves faster. You and 
Vecto watch anxiously as n1ore snloke pours out of the 
little gold machine. A blast. of buzzers erupts and Digit 
stops dead. You hold your breath and stare at the 1no-

. tionless tnachine. 
l'hen suddenly it hops up and says, "l'n1 ready to go!" 
"We must operate the superweapon imn1cdiately," 

Ran1da cries. "l'he Electronic Hurricane will strike any 
second!" 

Digit thrusts a tiny keyboard out of the front of its gold 
body. A .ioystick pops out of the middle of the keyboard. 
You grao the joystick firn1ly in your hand. Directions 
Oash on the screen that tell you how to direct the ren1ote-
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controlled weather bomher that has heen loaded with the 
seven weapons. 

"Here I go!" you say confidently as you press the first 
key. ·rhe screen clears and you see the Venturian land
scape on Digit's tiny screen. You spot the Electronic Hur
ricane and begin the battle to save V cnturia. 

If you are using a com1Juter and have ty1Jed in all 

seven segments of the 1Jrogram: 

You are ready LO play the gan1e and save Venluria! 
·!'urn to page 1 1 9 for final instructions. 

\\!hen you have \von the gatne by drainir1g all of the 
Electronic Hurricane's n1acroenergy in less rhan l OOO 
binary minutes, turn to page 104 for the end of the 
storv. 

, 

If you aren't using a com1Juter: 

Turn to page 96 for the battle simulation . ()nly you can 
save Ven Luria! 
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THE BRTTLE 
5/MULRTION: 

DESTROY THE 
ELECTRONIC 
HURRICRNEI 

You breathe deeply and begin your attack. You sCt'. 
several Venturian villages on the screen. Raging like a 
crazed whirhvind, Zera's .E.lectroni<.· llurri<:anc starts s\vccp
ing to,-vard then1. You swiftJy plunge your weather bon1ber 
straight at the hurricane and the fight is on! 

The rest of the battle simulation is on the fol/owing 

page. When you came to each segment. check 

the option sheet on page 12L/ to remember what 

your choices were. 
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Segment I 

Choice Ja: Alpha Cannon 

The deadly Electronic �I urricane sv•eeps across Ven
turia's landscape. Look out� It's going to destroy an inno
c:ent Venturiu1 village! \Vilh a bursl of speed , you 1nove 
r.he \veather· bon1bcr alongside che S\\'iflly 1novit1g stor1n . 

You fire your alpha cannon bul n1iss! Before you can 
shoot agai1 1 .  the hurricane dodges in a ne\v direction. 
'You follo\v and blast again. l'oit1! Your horizonlal shol 
finds ils rnark and drains vital inacroenergv fro1n the ' ' 

raging whirhvind. 

Choice lb: Beta Blaster 

Ra<:ing across the cou1nrysidc, the Elcctro11 ic H urri
canc chrcatcns lhe villages of Venluria. You slide your 
weather bo1nber u1uler the deadlv \vhirh"'ind aud fire a ' 

\'Crtical shot. iVhiz! You're too far awav. You n1ove closer. 
but the hurrica11c suddenly slips in a

' 
new diretcion and 

vou al n1ost lose iL . l'hen you fi re <t2'ain. Swoosh! i\ln1ost! .I • '-' 
Suddenlv vou have a clear shot. Your beta blaster fires ' ' 

vcrlicaBy into the center of the raging hurricane. 
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5egment 2 

Choice 2a: Bouncer Bat 

You've got 800 binary n1inutes before Zera's hurricane 
devastates all Venturia. Scanning Digit's screen, you dis
cover that several villages lie directly in its path. Putting 
all your joystick skills into play, you drop a bouncer hat in 
front of the hurricane. Hitting the bat head on, the ener
getic \vhirhvind reverses direction. Oh, no! You blew it! 
You batted the hurricane straight to,vard a ne\v village 
and you can't stop it in tin1e. 

Choice 2b: Twister Paddle 

·rhc Electronic Hurricane blo\vs on relentlesslv. ()nlv ' , 

800 binary minutes are left until Zera is victorious. Be-
fore the v,;hirling tornado can hit any villages, you drop 
several t\vister paddles in its chosen course. The hurri
cane bangs into the first paddle and veers in a nc\\' 
direction. (:rashing into auothcr paddle, it t\vists a\vay 
violently-to\vard a ne\v village! You race to save the 
village but the hurricane gets there first! 
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Segment 3 

Choice 3a: Matrix Magnet 

There's only one Venturian village on the screen. ·rhe 
hurricane \von't jurnp to the next area unless it destroys 
this last village first. Instantly you slip your bomber to the 
far left and drop a matrix nlagnet. '!'he raging hurricane 
charges for the magnet, leaving the last village behind. 
The matrix magnet only lasts five binary 1ninutes, but 
when it's gone, you drop another. You've got the hurri
cane on the run! 

Choice 3b: Linear Lodestone 

'!'he hurricane roars over a village and sucks u p  its 
energy. If the hurricane gets to the last village on the 
screen, it \vill blo"v to\vard a rnorc populous area. Deftly 
rnoving the bon1ber up close behind the t\visting Slorrn, 
you release a linear lodestone. 'I"hc hurricane \.vhccls 
around, relentlessly pulled to the lodestone. Since it S(ays 
on the screen L\venty binary 1ninutes, the lodestone lets 
you use your other weapons very effectively! 
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Segment l./ 
Choice 4a: Graphic Globe 

The hurricane destroys three 1nore villages� Five hun
dred hinary 1ninutes re1nain, hut you've used up more 
than half your 1nicroenergy. ·rhe angry \.vhirl\vind heads 
for another village. You rn ust protect it at all costs. 
Quickly dropping one pixel generator on one side, you 
swiftly dive to the opposite side of the village and drop 
a second pixel generator, creating a graphic globe. J'he 
village is saved but you've used UJJ five units of vour ' ' I 

microenergy to do it. 

Choice 4b: Static Shleld 

Onlv 500 binarv rninutes rernain, and the 01ninous I I 

hurricane is charged with lots of nlacroenergy. Your own 
n1icroenergy is \vearing thin, hut you're not going Lo 
quit no,.,. ! "fhe evil storrn heads for five villages. Rushing 
into action, you gli<le your weather hornbcr over each 
village, dropping a static shield on top of each one. Each 
shield uses up Len units of nlicroenergy, but you kno,.,. 
it's ''-'Orth it. when you \VaLch the hungry \vhirhvind pass 
har1nlcssly over the villages. 
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5egment 5 

Choice Sa: Unitrapper 

· l'he perilous hu rrica nc th rcatcns a11 innoccnc village. 
You deftly drop a uni1rappcr between the fierce scorrn 
and the unprotected village. ·your plan h1ils \V hen the 
hurricane careens a\\'av at the last rnurncnt t<nvard a nc'v ' 

village. 1\nxiously you wait until the unitrapper f�1dcs 
fro1n lhe screen. 'fhcn you try again, dropping another 
unitrapper. 'lhis tin1e you get results� 'I'he angry hurricane 
is paralyzed fi>r ten binary nlinutes. You saved the village! 

Choice Sb: Multitrapoer 

You've got to do S<)lnething yuick! 'fhc hurricane en
dangers several nearby villages. Gliding you1· bon1ber 
sn1oothly across the screen, you drop several 1nultitrappers 
in the whirlwind's path. · l'he hurricane crashes into the 
first one and is stopped for five whole binary rninutes. 
Then it ht·eaks free, only to be caught. by the second 
n1ultitrapper. 'fhis tin1e you surround the raging super
stor1n \.vith your other trappers, keeping your villages 
safe fro1n the dcadlv hurricane. 

; 
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5egment 5 

Choice 6a: Digi Bombs 

'I'l1e hurricane's nlacroenergy is low, buL nol low enough� 
You drop a digi bon1h in the \-Vhirling windstor1n's path. 
Bkun! 'fhe bon1b goes off-too soon. You drop another an<l 
count off the binary seconds carefully. fhe hurricane veers 
a'�'ay and you realize you're using up (OO 111uch n1icroenergy. 
You drop one last bornb and cross your fingers. The hurri
cane charges f<>r a village but hits your bornb just as it goes 
off. Kabuorn! . rhe hurricane loses ten uniLs of tnacroencrgy � 

Choice 6b: Sector Mines 

firne is running out as you desperately try Lo stop Lhe 
hurricane. You drop a sector rnine in rhe supcr·storrn's 
path. (:ra.�lt! The n1ine explodes ·when the hurricane hits 
it. You drop another 111ine, but the raging '"hirhvin<l 
unexpectedly blows in a ne\v direction. You race after it 
and s\.voop do\\'11 , rluniping a sector nlinc right in front. 
/'011!! i\fter losing five units of nlacroenergy, che \vhirling 
hurricane hlows onward relentlesslv. 

; 
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Segment 7 

Chaic:e 7a: Raster Walls 

It's going to be close'. ·rhe superstorrn \vhips across the 
screen lO\.vard another village. Jf il reaches the village, 
Zera \viii win. Racing 1nadly; you drop raster walls in its 
path. You drop the fifth, an<l last, just as the deadly 
storn1 crashes into the first \Vall. Losing nlost of its en
ergy, i t  veers <n-vay. avoiding the next \vall. You chase 
after it, dropping a \vall in its path. 'l 'he hurricane charges 
into your \vall, losing its last bit of energy. You've won� 

Chaic:e 7b: Laser Fenc:es 

Only a dozen binary rninutes rernain ! You dor)l ha vc 
1nuch energy but neither does the hurricane. Oh, no! If it 
hits that village you'll lose! �loving \vith lightning speed, 
you drop nine of your ten laser fences around it, trap
ping it. 'fhe hurricane '"'hirls and hits one fence, then 
another. Sufldcnly it breaks free! (:arefully esti1nating its 
direction, you drop your last fence in its path. Kablam! 
l'hc hurricane's energy is drained to zero and you have 
defeated Zera! Hooray! 

Turn to page /OL/ to end the story. 
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chapter 9 

"You dcstrovcd the deadlv .Electronic Hurri(ane!" cheers .. .. 

Ra1nda, slapping you on the back. 
\' C(to danc:es iu a <:ire.: le and shouls. "f� oorav � ·· • 

You thro\v your arrns up and jurnp inLo the air \vilh 

.JOY. 
llan1da presses a key on her 'o\'rist vie"''er and calls, 

"(�otne in,  f:Pl] f:entral." 
After a brief pause Ro1niden's voice sounds through 

the tiny spca kcr·. "( :ongraLula tions 1 \..Ye 've been closely 
studying the hurricane's progress. \\!hen it suddenly dis
appeared off the 1nonitor I knc'v you had succeeded. 
What happened to Zera?" 

Rarnda lau�hs. HL)ou't worry about her. She's gctLing 
\\'hat she deserves." 

HVenturia is grateful to all of you." says Ron1iden. "Re
turn to the palace al once and \ve'll have a double 
celebration." 

"We'll be there in a fcrroflash." Raruda ans\vers. "But 
first I n1ust kno\\' if �lax and Vidi are okav." . . 

''Of (:ourse," Ro1niden ans\.1,·ers in a reassuring tone. 
u•rhev both returned safelv and the 1nicro1neflicine healed . ' 

Vidi co1nplc1ely." 
"\Vondcrful." replies Ra1nda. "We'll leave irn1ncdiatcly.'' 
She signs off and Vccto says, "If you ride on rny tlyin){ 

kilobot. you'll get there aln1ost instantly." 
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"(;reat," says Ramda. "I've alwavs '"'an(ed to ride one of , , 

those beautiful n1achincs." 
Stepping over one of Lhe fallen (;!itches, the Srnole 

adds, "I'll take care of these villains and make sure that 
they land in C:obol Prison." He points to the left and says, 
"Righ L this \vay." 

The Sn1olc leads you to a shiny silver building and 
pulls hack 1.he door to reveal a sleek \11hite robot. Paper
thin \.vings shoot out on each side of the e.agle-shaped 
n1achi11c. V ccto slides a ladder up Lo the large creature 
and says. "Clirnb aboard.'' 

You push and Ra1nda _pulls Digit to the top. She jumps 
down into the open cockpit and you and Digit slip in 
behind her. 1\s you straighten your black and gold hel
met, Ran1da slips on a red one. She inputs your destina
tion into the control panel and presses the START butt.on. 

·rhe \vhite hird gracefully glides out of the building. It 
turns to take off and you wave good-bye to Vecto. 

"Thanks," he calls up {o you and Ran1da. 
· The flying kilobot flaps its metal \Vings, rises up into 

the air. and shoots across the skv. I t  leaves the Robot Zoo . . 

f�tr behind as it crosses the green lake and s\veeps over 
the (1uadtrcc forest. 

A cool breeze brushes past your shoulders as you fly 
into CPL: Central. ·rhc city is filled with people joyfully 
parading through the streets. The kilobot gently lands 
outside the palace. 1\ grateful crowd rushes up to the 
1nechanical bird and you, Ramda, and Digit squeeze past 
thern. 

\\Then you reach the palace, Ron1iden picks up little 
Digit and raises it into the air. ·rhe cro\vd dances and 
cheers. Then he grabs your arn1 and Ramda"s and holds 
then1 up to the ecstatic audience. I"hey go \vil<l \vith 
applause. 

Calling to the crowd, .Ro1nidcn begins, "Venturia \viii 
always be indebted to the three of you for saving us from 
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the deadly Electronic Hurricane." Shaking your hand, he 
adds, .. Our friend frorn the 1\nalog l)in1ension deserves a 
special token of our appreciation.'' 

lie hands you a thin gold tuhe \.vith the initials (:PC 

inscribed on the side. He savs, "\Vith this secret (:PC , 
whistle you can relurn lo Vcnturia any tin1c you wish." 

"That's grcaL! '' you cxclairn. "How do I use it?" 
Rornidcn explains, "Just recite the special pass\vord 

phrase and hlo\v lhc whistle four titncs.'' 
"IJke l his?" you ask as you begin. 

'Riders of the Light 
From the Land of the Night 
Will pass through the glass 
Of Lightning's Window. · 

Raising the shiny gold whistle, you blow four blasts. 
Suddenly you're surrounded by a glittering \vhite fog. 
Your arn1s reach out hut you can't feel anything. 

Finally the mist clears and you see the ceiling of your 
roon1. i\.s the fog )o\vers, your con1puter rnonitor comes 
into vie\.v. You look closely at the screen and read the 
\vords: 

YOU WILL RLWRYS BE WELCOME IN VENTUR/Rf 
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What You Need to Know 

to Type in the Programs 

When typing in the con1puter game listings of this book, 
you 1nust be extren1ely careful. ·rhere are several things 
you can do to nlake sure that your progran1 will run 
properly. 

The Com1Juters Compatible 

UJith This Boak _ _ _ _ _ _ _ _ _ _ _  _ 

The programs will run on tl�ese con1pu1ers: t�1e (�on1-
modore 64; the i\.pple II fanuly; and the Radio Shack 
Color Con1puter. 

The <:onunodore 64 listings will run only on a (;on1mo
dore 64; thev will not run on any other Conunodore 
n1achines. 

, 

·rhe Apple II listings are �vritten for the Apple 1 1  farnily 
of con1puters that run 1\pplesoft Basic, such as the Apple 
11 + ,  lie, and l i e  computers. The programs in this book 
will not run on any niodcl using Apple Integer B.l\SI(:. 

The Radio Shack Color Co1npucer (Co(�o) listings are 
written for all (;o(:o models with at least l 6 K  of me1norv. , 
You do not need .Extended (;olor Basic. The programs 
will not run on the Radio Shack ·rRS-80 1\--lodels I, ll, III,  
or 4. Note: If you have a 16K machine, type: 
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POKE 25,6:NEW 

and press RETURI\ before typing any listings. This will 
give you 1nore 1ne1nory. 

How to Ty11e inthe listings __ _ 

1\s you read the srory and 1nake your video garnc 
progra1n choices, carefully nlark these on the Option 
Sheet on page 124. Type in The prograrns as you go along 
or read the story straight through and type 1hc1n in later. 
In either case, be sure to type in only one of t\VO choices 
for each of the seven pieces of the progra111. 

'!'here al·e seven m<uor parts to the progra1n, each of 
which has an 1\, B, and C seg1nen1 to type in. You always 
choose helween the A or B scgrncnt listings and you always 
add the (: segrnent listing to A or B . 
. For cxarnple, if you want rhe superweather 'veapon to 

have an alpha cannon (but 1101 a beta blaster) then you 
will \Vant to type in the seg111ent I • .\ listing. You will not 
type in the scgn1ent 1 B listing. You \Vill still t ypc in the 
segn1ent l (� listing. 

Use che correct listing for your brand of <:on1puter. 
The progra111 scgn1ents for the (�onunodore 64 (C64), 
Apple I I  farnily (.-\pple), and Radio Shack <:olor (;0111-
puter ((;o(;o) are given on separate pages-be sure to 
follo\v the directions that will take vou to the <�orrect 

I 

pages to type. 
If you aren't using a con1puter, 1nark your choices on 

the Option Sheet on page 124. See the result of your 
choices by reading the video game si1nulation on page 
96. 

If you ha,·e any 1.rouble getring your progra111 ro run. 
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proofread your listings carcf111ly . I f  1 here i� one n 1istakc . 

your progran1 will not tti11. ·rt;c bc�I wav lo do ihis i� to 
have a lricnd read what i-. in the book a ioud while vou 
C<Hnpare it to a p rin t ol l t OJ' a scret'll !istill� of Wh<lt yon 
haYe typed. ( ) r  1c,1d ihc pri11tcd ! is 1 ing inlo a tape rc
cordc r and pl<1 v it back w I ii ic \ ot1 cxa 111i1 1c your O\\ 11 
typi ng. 

l\'he1her you have a lapc n.�(order or disk drive, save 
vour \vor k  every few 1ninu 1 cs a11d keep t rack of what 
progran1 lines arc Sa\Cd v.:hcrc. ()nc power l "ailu rc that 
lasts a rn ic roscrond <:an ·wipe ou1 an even ing's '-vork! 

·rhe longer you type lviLhout resti ng, the 111orc likely 
you arc to n1akc a rnistakc. 'fry nol to 1 ypc for n1orc than 

an hour at a t1rnc. ()ne of the reasons that f\r<:adc Explorers 
is broken up into scgn1c11ts is so that you <an type in ca<:h 
parr separately and easily. 

1\s you l ypc in each line. chc<:k to sec lhat it isn't 
<:ontinue<l on the next line before you press RETt:R�. (;et 
in the habit of looking at the next line nurnber. If the 
next line is indented. it is part of the line bef<.1rc. 

You \vill need to use a joystick to play the gan1e. Plug in 
your joystick (read lhe specific i nsrruct ions for your co1n
puter's joystick in "How ro Play rhc (;an1c" on page 1 19). 

Once you have typed in the prograrn correctly and it. 
runs, feel free r.o experiinenr.� Eat:h parr of the progr<un 
is identified with a RE.l\f state1nent. For example: 

1500 REM MAIN LOOP 

rclls you that the 1nain loop of the prograrn starts at line 
1500. By looking ac all the RE\-f state1nents, you can 
analyze how the progra1n works. 

Ho,vcver, the authors of this hook take no responsibil
ity for any progran1 n1odifi<:ations you 1nay make. Re
rnember, you can't hurt your (omputcr by changing a 
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program, so go ahead an<l experiment! By studying the 
way that the program changes as you type in different 
segn1ents, you can learn how programs can he modified. 

In Case af Errors _ _ _ _ _ _ _ _ _ _  _ 

If you get an error 1ncssage after you type in your 
progra1n and then run it, consult your (:01nputer's rnan
ual to see what the error 1night be and where it tllay 
occur in the listing. Be sure that you are typing in exactly 
\vhac is on the printed page! Double check the nun1eral 0 
(zero) and the letter 0 (oh) and the nu1neral I (one) and 
the letter I (el). They are easy to confuse. 

If all else fails, save everything to ta pc or disk and turn 
your computer off. Get a good night's sleep and co1ne 
back the next day l\.'ith fresh eyes. There are approxi-
1natcly 8000 keystrokes in the program, and it is easy to 
n1ake a typo! Take it slow and easy and you will have a 
gan1e that you can modify again and again. 
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Index of Listing Conventions 

For the Apple and CoCo listings, you can type in exactly 
what you see. So1ne of the program lines are too long to 
fit on the page-they are continued on the line irnrnedi
ately below and are indented whenever possible. Ignore 
any spaces that are not in between quotes. 

For the (�on1modore 64, certain listings conventions are 
used. ·rhe following chart shows you \vhat to type when 
for cursor and color kevs. 

LISTING 

{BLK} 
{WHT} 
{RED} 
{CYAN} 
{PURP} 
{GAN} 
{BLUE} 
{VELO} 
{AVON} 
{RVOF} 
{ORNG} 
{BRN} 
{LRED} 
{GRYl} 

; 
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YOU TYPE 

CTAL-1 
CTRL-2 
CTAL-3 
CTRL-LI 
CTRL-5 
CTRL-6 
CTRL-7 
CTRL-8 
CTRL-9 
CTRL-0 {zero} 
CMMD-1 
CMMD-2 
CMMD-3 
CMMD-4 
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{GAY�} 
{LGRN} 
{LBLU} 
{GRY3} 
{DON} 
{OUP} 
{OAT} 
{OLF} 
{HOME} 
{CLR} 
{FlHFB} 

CTRL = control key 
CMMO = Commodore key 

L L6 

CMMD-5 
CMMD-6 
CMMD-7 
CMMD-8 
Cursor/down 
Cursor/up 
Cursor/right 
Cursor/left 
Home 
Cir 
Function keys 



Index of Program 

Options 

;\fter you have creaccd your gan1e once, you may \Vant. 
ro go back. again and 1ry different options. Folio'"' this 
chart. to sec \vhat garne options are on \vhich page: 

Program Page Numbers 
Option Lines C64 Aoole coco 
IA Alpha Cannon 1000-1100 128 144 160 
18 Beta Blaster 1000-1300 

2A Bouncer Bat 2000-2100 130 146 162 
28 Twister Paddle 2000-2300 

3A Matrix Magnet 3000-3100 132 148 164 

38 Linear Lodestone 3000-3300 

LIA Graphic Globe 4000-4100 134 ISO 166 

LIB Static Shield 4000-4300 

SA Unitrapper 5000-5100 136 152 168 

SB Multitrapper 5000-5300 

6A Digi Bombs 6000-6100 138 154 170 
68 Sector Mines 6000-6300 

7A Raster Walls 7000-7100 140 156 172 

78 Laser Fences 7000-7300 
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I'he (� segrnenls follcn-v directly afi:cr,vard 011 Lhc sa1nc 
page. f\11 (; line nu1nbers start at an even ;)00; f(n· exan1-
ple, the lines f(>r segment 5(; start at !)!)00 and go no 
higher than 5999. 
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How to Play the Game 

Venturia is threatened hv the evil Zera, ruler of the , 

(;!itches. She has created a deadly Electronic Hurricane 
that \viii destrov all of Venturia. If the hurricane is not 
stopped in l OOO hi nary minutes. not only 'viii Venturia he 
destroyed, hut all cotnputers in our Analog Din1ension 
\¥ill perish! 

You arc the operator of the superv..-ca1her \.vcapon. The 
only \vay to stop Lhc Electronic Hurricane is to con1plctcly 
ren1ove all its rnacrocnergr. You n1us1. drive the ren1ote
control weather bornber that has been loaded with seven 
anti\veather lveapons and ren1ove all of the hurricane's 
energy before it engulfs Venturia. 

This su perweathcr ,..,.eapon is powered by precious 
1nicroenergy. Each tin1e you use one of your \Vea pons. 

your rnicrocnergy \vill be de(;reased. \Vhen al l the rni<:ro
energy is gone, then you \Viii be unahle to affect the 
h u rrica nc and it \viii dcstrov the rest of Venturia. 

I 

You tnust also protect as rnany V cnturian villages as 
you can. l f the hurricane passes directly through a vil

lage, the village will be demolished. lf all the villages in 
the area a1·e destroved. the hurrit:ane \vill rnove to a ne\v ; 
part of Vcnturia. If the hurricane at.tac ks a village, the 
village's energy will be added to the hurricane's n1acro
energy! 
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0f]eratian _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

()n Digit's screen you 'viii ,-jcw the area \\!here the 
Ele<.:tronic l lurricane is currcntlv lot:atcd. fhe hurricane 
is ah1;ays rnoving. so you rnust

' 
think quickly before it 

destroys the \' enturian villages in its path. · 1 o use one of 
the anti\veather \\'eapon s, you n1 ust n1ove the \\!eat.her 
hon1her to the plac:e on the screen \\!here you \Vant to use 
one of its seven \\!eapons. \Vhen you are ready to act.ivate 
the \\!eapon, press the FIRE button on the joystick. You 
\-V iii sec a 1nenu of choices, one for cac:h \-vcapon you 
chose as you travcled through Venturia. Press the appro
priate letter on your keyhoard and the \vcather \\!Capon 
'-viii go into eff cct.. 

\.Vhen you arc not using a \vcapon, your score \viii 
appear. s1Jo,vi11g you ho\\' rnany 1ninutcs arc left, how 
rnuch n1icroenergy you ha\'e, the nun1her of villages re-
1naining on the screen, and ho\\' rnuch rnacroencrgy the 
hu rrira nc still con taius. 

Choice 1 :  Alpha Cannon 01· Beta Blaster 

·rhe alpha cannon \viii fire horizontally in both direc:
r.ions. Ir your shot hits lhc cent.er of the hurricane. vou . , 
'viii dr<lin its n1a<.:rocncrgy. The beta blaster is sin1ilar but 
it fires vcrticallv in both dirc<.:tions. ; 

Choice 2: Bouncer Bat or Twister Paddle 

If the hu rr·icanc passes dir·ectly over a bouncer bat you 
have dropped fro1n your \\!Cather bornber, the hurricane 
will go in the direction opposite f ron1 the one in v•hic:h it 
was traveling. You can only have one houncer har on the 
screen at a ti1ne. ·rhe t\vister paddle \viii also 1nake the 
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hurricane's direction chan�e. but in an unknc)\vn direc
tion. You can have 1nore than one twister paddle on the 
screen al a ti1ue. 

Choice 3 :  Matrix Magnet or Linear Lodestone 

·rhe rnat rix n1agnct and the linear lodestone vdll pull 
1 he Electronic Hurricane toward thc1n. You can onlv have ' 
one 1nagne1 or lodestone on the screen at a Lin1e. Fach 
stays on the screen for a lirnited titne before it disappears. 
The n1agnet \viii affect the hurricane frorn a longer dis
r.ance a\vav, hut the lodestone l-vill stay on the screen 
longer. 

' 

Choice 4:  Graphic Globe or Static Shield 
' 

Both arc used to protect \' cnlu rian villages. 1\ pro
tected village cannot be destroyed by the hu rricanc. · ro 
create a 1'{raphic globe. you 1nust drop pixel generators 
on two opposite sides of a village, lo create a static 
shield, you n1ust drop a pixel generator directly on top of 
a village. Shields use up rnore of your 1nic.roenergy r.han 
globes do. 

Choice 5: Unitrapper or Multitrapper 

l: nic ra ppc.r and 1n u Jtir rapper wea pans will stop r.he h ur
ricanc. frorn 1noving for a <:crtain nun1her of hinary n1in
u tcs. '\:V'hilc you can on! y ha vc one u n itrappcr on the 
screen at a time. a unitrapper <:an stop the hurricane 
longer than a n1ultitrapper. 

Choice 6: Digi Bombs or Sector Mines 

.t\ digi hornb \-viii explode a cct·tain nun1her of binary 
1ninutes after vou drop il frorn vour· \\!Cather hornber. If  

I I 
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the hurricane passes over the digi bomb at the exact 
inornent it explodes, a great deal of energy \Vill be drained 
frorn the hurricane. 1\ sector n1ine lvill explode any tirne 
it cornes in contact lVith the hurricane's center, but it will 
not cause as nluch da1nage. 

Choice 7: Raster Walls or Laser Fences 

.Feru.:es and walls lvill drain energy frorn the hurricane. 
You can have nlore fences on the screen than lvalls, but 
walls drain rnore energy. 

OnZv you ran slojJ the f�lfctro11ic Hurriraru• and d1�feal Zera\ 
e11il plans to d1?stroy Venturia! 

Specific Instructions for Each 

Computer _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

Commodore 64: C se joystick port 2 for your joystick. 
Press the FIRE button and then the key that is appropriate 
for the action you ""ant to take (for exan1plc, if you want 
to use the unitrappcr, press T). 

Apple: ,'\<tjust your joystick so that it \viii tnovc the· 
blinking cursor stnoothly. Press the .FIRE button an<l then 
the key that is appropriate f(>r the action you \.Vant to take 
(for example. if you '"'ant to use the unitrapper, press 
T). 

Radio Shack CoCo: i\cljust your joystick so that it '.vill 
1nove the blinking cursor s1noothly. L:se the right joystick 
port. Press the FIRF. button and then the key that is 
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appropriate for the action you \\'ant to take (for example, 
if you want r.o use the unit.rapper, press T). If  you have a 
16K 1nachinc, type: 

POKE 2S.6:NEW 

and press RETCR!\ bcf(>re you do any typh1g. This will  
give you the 1naxitnurn a1nount of rnernory available for 
vour Co(�o. , 
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Option Sheet 

't\-1a rk vour rho ices as vou rnakc t hern. . . 

Segment /: 

Choice lA: Alpha Cannan _ _ _ _ _ _ _ _  _ 
Choice 18:  Beta Blaster _ _ _ _ _ _ _ _ _  _ 

Segment 2 

Choice 2A: Bouncer Bat _ _ _ _ _ _ _ _ _  _ 
Choice 28: Twister Paddle _ _ _ _ _ _ _ _  _ 

Segment3 

Choice 3A: Matrix Magnet _ _ _ _ _ _ _ _  _ 
Choice 38: Linear Lodestone _ _ _ _ _ _ _  _ 

Segment 4 

Choice 4A: Graphic Globe _ _ _ _ _ _ _ _  _ 
Choice 48: Static Shield _ _ _ _ _ _ _ _ _  _ 

Segment 5 

Choice SA: Unitraooer _ _ _ _ _ _ _ _ _  _ 
Choice SB: Multitrapper _ _ _ _ _ _ _ _ _  _ 
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5egment 5 

Choice 6A: Digi Bombs _ _ _ _ _ _ _ _ _  _ 
Choice 68: Sector Mines _ _ _ _ _ _ _ _  _ 

Segment 7 

Choice 7R: Raster Walls _ _ _ _ _ _ _ _  _ 
Choice 78: Laser Fences _ _ _ _ _ _ _ _  _ 
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TYPE SEGMENT A OR B. THEN TYPE SEGMENT C. 

_ _  1-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

1 0  REM ARCADE E X PLORERS 6AME 3 

2 0  REM THE ELECTRO N I C  HURRICANE 
3 0  REM ( C )  SETH MCEVOY & LAURE S M I TH 
4 0  REH PUBLISHED BY DELL B O O K S ,  I N C .  
50 GOTO 850 111 
1 0 0 0  REM CANNON OR BLASTER 
1 1 00 8N f ( 1 l = " C " : BL $ ( 1 ) = »C A N NO N " : RETURN 

- _ 1-b. - - - - - - - - - - - - - - - - - - - -

1 0  REH ARCADE EXPLORERS BAME 3 
20 REM THE ELECTRON I C  HURRICANE 
30 REH ( C l  SETH MCEVOY & LAURE S M I TH 
40 REH PUBLISHED BY DELL BOOKS, I NC .  
5 0  SOTO 850111 
1 000 REM CANNON OR BLASTER 
1 310 8Nf ( l ) = " B " 1 BL$ ( l ) = "BLASTER n 1 RETURN 

1-c - - - - - - - - - - - - - - - - - - - - - - -

1511 REM H A J N  LOOP 
1 S l 1  BB•2 1 60SUB 7811 
1 515 B O S U B  3511 r REH HURRI CANE 
1 5 1 1  aosue 45111 REH VILLABE CHECK 
1 5 1 5  &OSUB 2eet1REH COUNTERS 
1 521 BOSUB 5 7111 REH TRAPS 
1 531 aosue 2:5111 REM CURSOR 
1 581 BN•BN � l / 2 1 IF BN< l THEN 6901 
1 �8:5 60BUB 7611 1 RE M  SCORE 
1 587 SOSUB 25111REM CURSOR 2 
1 5 9 0  SOTO 1511 
1619 REPf SHOOT 
1 612 EY•EY�31 &0SUS 1 811 
1613 CN• 1 1 LM•391CQcCX 
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_ _  l-c Continued _ _ _ _ _ _ _ _ _ _  _ 

1 6 05 I F  B Nf ( l l = " B "  THEN C N = 40 : L M = 2 1 : CQ=CY 
1 b 1 5  FOR I = 1 T0 5  
1 6 1 7  I F  (CQ+l l / LM O R  1cg - I > < 1  THEN 1 6 3 0 
1 6 20 D < I > =PE E K i C P + I tC N J 1 D ! I + l 0 J = P EEK ( CP - l • C N J  
1 6 25 POKE CP+ltCN , 1 7 1 : POKE C P - l t C N , 1 7 1  
1 6 27 POKE CP+ItCN+D F 1 5 : POKE C P - I tCN+DF , 5  
1 6 2 8  I F  < C P + l tCNl =HP OR <CP-ItCNl •HP THE N SOSU 
B 1 71110 
1 6 3 0  N E X T : FO R J =S TO 1 STEP -1  
1 6 32 I F  ( C Q + I l >LM OR (CQ-I ) < 1  T H E N  1 64 0  
1 6 3 5  POKE CP+ J t CN , D ( I l : POKE C P - I * C N , D i l + l 0 )  
1 6 40 N E X T : RETURN 
1 7 0 0  REM HURRICANE H I T  
1 7 15 FORVY• 1 T 0 5 : B G • Y Y * 4 0 : G09U8 7 8 5 1!1 : NEXT 
1 7 1 0  EH=EH-51GOSUB 1 9 00 
1 7 1 5  RETURN 
1 8 0 0  REH SHOOT SOUND 
1 8 0 5  60SUB 7900 
1 9 0 1  REM HURRICANE CHECK 
1 9 0 5  I F  EH< 1 THEN 6951 

\.Vii.EN Y()U tiA. VF. FI'\ISJ-IEl) 'l'YPI:\'(;, 
CON'fl'\UF RE.<\DI:\'(; ()N PA(;E 23. 
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TYPE SEGMENT A OR 8, THEN TYPE SEGMENT C. 

_ _  2-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2111 REK BAT OR PADDLE 
2 1 00 B N $ C 2 ) = " T " : BL$ 1 2 > = u B AT " t RETURN 

_ _  2-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

20ee REK BAT DR PADDLE 
2300 BN$ ( 2 ) c • p 0 1 BL $ 1 2 l = " PADDL E � : RETURN 

_ _  2-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2510 REK CURSOR HOVE 
2502 I F  <PEEK ( J S > AN D S X ) /SX•8 THEN GOSUB ssee 
2 5 1 3  POKE CP , DS 1 PDKE CP+DF . DC 
2S05 C•PEEK ( J S > ANDFF 1 HX • l 1 K Y=I 
2 5 1 1  I F  C• 1 4  THEN H Y • - 1  
2 5 1 2  I F  C•7 THEN " X • t  
2 5 1 4  I F  C • 1 3  THEN K Y • 1  
2 5 1 6  I F  C• 1 1  THEN H X = - 1  
2520 X • C X + H X 1 Y•CY+HV 1 I F X > - 1  AND X ( 4 0  AND V > - 1  

AND Y < 2 2  THEN 2531 
2525 RETURN 
2 5 3 1  C X • X 1 C V • V 1 CP•SC+CX+FT•CV 
2532 DS•PEEK < C P > 1 DC•PEEK <CP+DFI  
253S POKE C P , 1 61 1 POKE CP+DF , BK 
2537 I F  DS• 161 THEN 09•32 
2538 I F  DS•HS THEN OSa32 
2540 RETURN 
2611 REH BAT DR PADDLE 
2 6 0 1  I F  D S < > 3 2  THEN RETURN 
2612 EV=EV-3 
2603 GDSUB 2780 
2615 I F  BN$ 1 2 ) • " P w  THEN 2651 
2 6 1 1  REH BOUNCER BAT 

1 30 



_ _  2-c _ Continued _ _ _ _ _ _ _ _ _  _ 
2 6 1 2  l f  TE ( 1 J = 1  THEN RETURN 
2 6 1 '  OS.:120 1 0C•9 
2628 T£ ( 1 J = l : T A ( 1 ) =CP : TC ! 1 l = S : RETURN 
2651 REM TWISTER PADDLE 
2655 F O R J • 1 T 0 � 1 I F  TE < f ) s l THEN 2671 
2661 DS•l61 DC=9 
266' T E C I J s t 1 TA < I J •CP1 T C ( J ) • , 1 I = 5  
2671 NEXT1 RETURN 
2711 REM SOUND OF OTHER WEAPON DROP 
2715 FORVV•11T01 STEP- 1 1 8 B • l l • Y Y 1 GOSUB 7811 1 NE X  
T i  RETURN 
2801 REM COUNTERS 
2815 FOR I • 1T05t J F  T E C I ) •I THEN 2821 
2 8 1 1  TC ( I ) • T C ( I l -1 1 I F TC f J ) >I THEN 2821 
2 8 1 2  TE C l l • l a POKE TA < I ) , 3 2 
2 8 1 5  VV• 1 6 1 BOSU8 6725 
282111 NEXT 
2831 I F  AC>I THEN AC•AC- 1 1 I F A C > I  THEN 2841 
2835 AT•81 POKE A A , 3 2 1 VV• 1 3 1 BOSUB 6725 1 VY • 1 2 : GD 
SUB 6725 
2840 FOR I • 1 TD51 I F  RE < J l •I THEN 2861 
2845 RC ( l l • RC < I l -l 1 I F RC < I l > I THEN 2861 
2851 RE C l ) •l a POKE RA C l l  , 3 2  
28SS VV• 1 8 1 BOSU8 6725 
2861 NEXT 
2865 BOSUB 67111 80SU8 6751 
2891 RETURN 

WHEN YOU HAVE FINISHED TYPING, 
CONTINUE READING ON PAGE 37. 
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TYPE SEGMENT A OA 8, THEN TYPE SEGMENT C. 

3-a - - - - - - - - - - - - - - - - - - - -

3111 REM HASNET OR LODESTONE 
3 1 10 BN t ( 3 ) • • H " 1 8 Lt ( 3 ) • � MAGNE T " 1 RETURN 

3-b - - - - - - - - - - - - - - - - - - - -

300B R E M  MAGNET O R  LODESTONE 
3300 8N $ ! 3 l = " L " : BL t f 3 l • " STONE " : RETURN 

_ _  3-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3581 REH HURRICANE 
3 � 1 1  F O R I • I T 0 3 1 FORJ • 1 T03 
35� 2 IF HE ( I 1 J ) : 1 60 THEN HE ( l , J > = 32 
3 S 1 S  C•HP+I ·2 + ( J - 2 > •FT 1 POKE C , H E ( l , J l 1 POKE C+D 
F , 4  
3521 NE X T 1 NE X T  
3522 X=HX+OX1 Y=HY+DY 1 IF X >I AND X < 39 ANO Y > I  A 
ND Y < 2 l  THEN 3 S 2 S  
3523 SOBUB 3�9S 
3524 GOTO 3522 
3525 HXsHX + O X 1 HY=HY+OY1 HP:SC+HX+FT•HY 
3531 F0R l • 1 T 0 3 1 FOR J • 1 T03 
3 5 3 3  C=HP+I - 2 + ( J - 2 1 •41 
3S3S HE ! I , J l •PEEK ( C l  
3536 I F  1 = 2  AND J = 2  THEN 3541 
3537 POKE C , HS1 POKE C+DF , HC 
3541 N E X T : NE X T  
3558 REM CHECK EYE OF HURR 
3SSS IF  HE C Z , 2 > =20 THEN DX=-D X : DY=-DY 
3557 IF  HE ( 2 1 2 1 = 1 6  THEN 3595 
3560 IF AT•I THEN 3581 
3562 X = AB S ( A X - HX l 1 Y•ABS ( A Y- H Y I  
3564 S Q = I NT ( ( X • X+Y•Y l ·f , 5 l : REM ·1· = UP ARROW 
3566 K= S : I F BNt ( J ) = " L "  THEN K= 1 0 
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_ _  3-c _Continued _ _ _ _ _ _ _ _ _  _ 

3568 J F < K-SO l < I THEN 3�88 
3569 JF AXaHX AND AY•HY THEN GOSUB 3595 : HE ( 2 1 2  
1 =321 POKE H P , 3 2 : AT= l 1 B O T O  3580 
3579 JF A X < H X  THEN D X • - 1  
3572 IF A X > H X  THEN DX•l 
3574 I F  AY<HY THEN DY=-1 
3576 I F  A Y > H Y  THEN DY= l  
3578 I F  AX=HX THEN OX=0 
3579 J F  AY•HY THEN ov�e 
3581 GOSUB 4711 
3590 RETURN 
3595 O X • I N T (RND l l > • 3 > - 1 1 0Y • I N T ( R N 0 ( 0 J t3 J - 1 1 I F 
OX•I AND OY=I ANO SH•0 THEN 3595 
3597 RETURN 
3611 REM ATTRACTORS 
3601 I F  A T • l  THEN RETURN 
3612 I F  DS< >32 THEN RETURN 
3685 EY•EY-31 GOSU8 2708 
3607 I F  BN$ ( 3 ) = " L "  THEN 3658 
3 6 1 0  REM M A T R I X  MAGNET 
3 6 1 2  DS= 1 3 1 DC=9: AC•S 
3 6 1 :5  A T• l 1 AA•CP 
3620 C•AA-SC1 A Y � I N T I C / F T > 1 AX=C-FTtAY: RETURN 
3650 REM L I NE A R  LODESTONE 
3655 OS= 1 2 : DC=9 : AC • 1 B 1 GOTO 3 6 1 5  

\VHEN Y()C HAVE FT�ISHF.D TYPl:'>JC�. 
C<)"i'flNlJE RE1\l)J N(; <)� P1\(;.E 50. 



TYPE SEGMENT A OR B. THEN TYPE SEGMENT C. 

_ _  4-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4000 REM GLOBE OR S H I E L D  
4 1 0 0  BN$ ! 4 ) = " G " : B L S ( 4 ) = " G L O BE " t RETURN 

ll-b - - - - - - - - - - - - - - - - - - - - - -

4000 REM BLOSE OR S H I E L D  
4300 B N$ <4 1 = " S " : BL $ ( 4 J = " SH I E L D " t RETURN 

Ll-c - - - - - - - - - - - - - - - - - - - - - -

4�00 REH V I LLAGE CHECK 
450� FL•0 1 FO R I • 1 T0 3 1 FORJ = 1 T03 
451 0 I F  HE < I , J J < > VS THEN 452B 
4 5 1 5  HE < I , J > = 3 2 : VN=VN-1 1 EH=EH+ 1 0 1 BOSUS 4900 
4 5 1 ?  IF VN< l THEN FL=1 
4520 NEXT : NE X T  
4525 I F  F L = B  THEN RETURN 
4530 P R I NT " < C LR> < C I DN > < CIDN> <BLK>HURRI CANE MDV 
ES TO A NEW AREA ! "  
4535 F OR 1 = 1 T0 3 : B G = l 0 9 : GOSUS 780 0 : NEXT 
4540 FOR l = l T 0 8 00 1 N E X T 1 GOTD 8600 
4600 REH SAVE VI LLAGE 
4602 E V a E V - 3 1 GOSUB 2700 
4605 I F  BN$ ( 4 ) • " S "  THEN 4650 
4 6 1 0  REM GRAPH IC GLOBE 
4 6 1 2  I F  D S < > 3 2  THEN RETURN 
4 6 1 5  DS•42 1 DC=2 
4620 GG=0 1 I F  PEEK ( C P + 2 1 •42 THEN 0 0 = 1  
4622 I F  PEEK < C P - 2 1 = 4 2  THEN G B = - 1  
4624 I F  P E E K < CP-80 > =42 THEN 68=-40 
4626 IF PEEK < C P + B 0 1 = 4 2  THEN GG=40 
4628 I F  66=0 THEN RETURN 
4630 I F  P E E K C CP+9 6 J < >VS THEN RETURN 
4635 POKE CP+GG , 4B s PDKE CP+GG+DF , 2 1 VN�VN- l 1 RET 
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_ _  Ll-c _Continued _ _ _ _ _ _ _ _ _ 

URN 
46�0 REM S T A T I C  S H I ELD 
46�' I F  DS< >VS THEN RETURN 
4661 DSG481 DC• 2 1 E V • E Y - 6 1 VNaVN - l 1 RETURN 
4700 REH FURTHER C O L L I S IONS 
4705 IF HE ( 2 1 2 ) � J 4  THEN HE ( 2 1 2 > =321 EH•EH-51BOS 
U B  4800 
4 7 1 1  I F  HE < 2 , 2 > •6 THEN HE ( 2 , 2 > =3 2 1 EH•EH- l l i eos 
U B  480111 
4 7 1 5  I F  HE < 2 , 2 > =23 THEN HE < 2 , 2 > • 3 2 1 EH•EH-, 1 GOS 
UB 4800 
472111 RETURN 
4801 REM BOMB SOUND 
488S FOR8Ga2T020STEP2•GOSU8 7B51i1 1 NE X T 1 RETURN 
4 8 1 0  GOSUB 1 9 0 0 1 RETURN 
4900 REH V I LLABE DIE SOUND 
490� BOSUB 711�1 

\iVllE.'; Yl)l! H . .\ VE FINISII.Ell TYPIN<�. 
(;()N.l'I::\ LJE RF.Al)J:'.'i(; ()N PAGE 64. 
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TYPE SEGMENT A OR B. THEN TYPE SEGMENT C. 

_ _ 5-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5000 REM U N I  OR M U L T I  TRAPPER 
5 1 0 0  BN$ ( 5 l = " U '1 1 BL $ ( S l = " U N l " : RETURN 

5-b - - - - - - - - - - - - - - - - - - - - -

5000 REM U N I  OR M U L T I  TRAPPER 
5300 8Nf ( 5 l = " R " : BL $ ( 5 l = "MULT l " : RETURN 

5-c - - - - - - - - - - - - - - - - - - - - -

5500 REM F I R E  BUTTON 
5505 POKE l 9 8 , 0 : GOSUB 7 5 0 0 1 FL=0 
5 5 1 0  BET A $ 1 I F  A f• " "  THEN 5 5 1 0  
5 5 1 5  PR I N T " < HOME > " r Ps • 1 1 F ORi a t T02 3 1 P R I N T " ( C/DN 
) " J 1 NE X T  
5520 FOR I = lT 079 s PR J N T "  " ; : NE X T 1 PR I N T " C C /UPJ (C/ 
UP>- 11 1 
5 5 2 5  FOR I = 1 T 0 7 r I F  Af•BNf < I >  THEN FL•I 
5527 NEXT 
5530 I F  FL=I THEN P R I N T "  THAT �AS NOT A POSSJ 
BLE C H O I CE ! " 1 1 B OSUB 55851 BOTO 5500 
5535 P R I N T "  YOUR CHOICE WAS " 1 8 N $ ( F L I J " - " 1 BLf 
( F L l I 
5540 60SUB 6500 
5585 FORJ= l T0900 : NE X T  
5 5 9 0  RETURN 
5600 REM TRAPPERS 
5605 I F  D S < > 3 2  THEN RETURN 
5407 E Y = E Y - J 1 GOSUB 2710 
5608 J F  BNf f S J = " R "  THEN 5650 
5 6 1 0  R E M  U N I  TRAPPER 
5 6 1 2  J F  RE ( 1 J • 1 THEN RETURN 
5 6 1 5  DS•2 1 1 DC•9 
5620 R E ( 1 J = 1 1 R A f l l •C P 1 R C ( l J • S1 RETURN 
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_ _  5-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5650 REM MULTI  TRAPPER 
5655 F O R J = J T 05 : J F  RE C i l = l THEN 5670 
5660 DS:at 8 1 DC•9 
5665 RE I I ) • J 1 RA < I > •C P t R C I I > =S 1 I • 5  
5670 NEXT1 RETURN 
5700 REH TRAPS 
5705 I F  HE f 2 , 2> •2 1  THEN SH= 1 1 RX•81 HE < 2 1 2 > •3 2 1 D  
X = 0 r DYalO 
5707 I F  HE 1 2 , 2 l a 1 B  THEN SH• J 1 R X = 4 1 H E C 2 1 2> •3 2 1 D  
X = 0 1 DY=0 
5 7 1 1  I F  SH=I THEN RETURN 
5 7 1 5  RX=RX - 1 1 I F R X < 1 THEN SH='11 BOSUB 3S95 
5720 RETURN 

\VHF.N )'()lJ H1\. V .E  J'J::\JSH l::l) ·rYPIN(�. 

c:C>NTINlJE RE1\Dl.!\(; ON PA.c;r. iO. 
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TYPE SEGMENT R OR B. THEN TYPE SEGMENT C. 

6-a - - - - - - - - - - - - - - - - - - - - -

6000 REM BOMBS DR M I NES 
6100 BN$ !6l = " D " : B L $ ( 6 l = " BOMB " : RETURN 

_ _  6-b - - - - - - - - - - - - - - - - - - -
6080 REM BOMBS DR M I N E S  
6300 BN$ t 6 ) = » N " : B L $ ( 6 1 = " M I NE " : RETURN 

_ _  6-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6500 REM CHOI CES 
6 � 1 0  IF  Fl• l THEN aosue 1600: RETURN 
6520 IF FL•2 THEN GOSUB 26001 RETURN 
6530 IF Fl=3 THEN GOSUB 3600: RETURN 
6540 JF FL=4 THEN GOSUB 4 6 0 0 : RETURN 
6550 I F  FL=5 THEN GOSUB 5600: RETURN 
6561 I F  FL=6 THEN GOSUB 6600 : RETURN 
6570 I F  FL•7 T H E N  GOSUB 7700: RETURN 
659111 RETURN 
6601 REM BOMBS/MINES 
6602 EV=EV-31 60SUB 2710 
6617 IF  DS< >32 THEN RETURN 
6618 I F  C T > l  THEN RETURN 
6 6 1 1  I F  BN$ ( 6 ) = " N "  THEN 6650 
6 6 1 5  REM DIGI BO"B 
6620 DS•41CT•51 0C•9 10A•CP1 RETURN 
6650 REM SECTOR M I N E  
6655 O S • l 4 1 0C•9 : CT • 1 0 : DA=CP:RETURN 
6700 REM MORE COUNTERS 
6715 I F  C T < 1  THEN RETURN 
6 7 1 0  CT=CT- 1 :  IF CT< l ANO HE ( 2 1 2 ) •4 THEN SOSUB 

48101 EH=EH-201SOSUB 4810 
6 7 1 5  I F  CT>0 THEN RETURN 
6720 POKE D A , 3 2 a 00SU8 480 0 1 VV•4 
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_ _  6-c 
_
Continued _ _ _ _ _ _ _ _ _ 

6725 F D R I • 1 T D 3 : FORJ = 1 T 03 1 I F  HE I J , J ) •VV THEN HE 
< I , J l =32 
6730 NEXT 1 NE X T 1 RETURN 
6751 FORI = l TDFW: I F  FE ( I ) =I THEN 6780 
6755 F C ( J ) aFC I I ) - 1 1 I F FC < J > >0 THEN 6789 
6760 FE ( I ) =0 1 POKE FA I I I  , 32 1 VV=WN1GOSUB 6725 
6780 N E � T : RETURN 
6900 RE� T I M E  I S  UP--YOU LOSE 
6905 FOR J = 1 T05: BG= J f 5 8 : GOSUB 7see 1 NE X T  
6 9 1 0  PRINT " CC L R > C C /DN> <CIDN> <BLK>ZERA ' S  HURRJC 
ANE WON ! M : GOTO �990 
6950 REM HURRI CANE D I E S  
6955 FDRi a l T 05 : BG = J t 5 0 : GOSUB 7800 : NE X T  
6968 PRJNT" CCLR> <CIDN> CC/DN> CBLKJYOU BEAT THE 
HURRICANE ! "  
6990 P R I N T1 PR I N T " PRESS ANY K E Y U  
6992 GET 6$: I F  G$= " " THEN 6992 
6994 RUN 

WHEN Y()t: HJ\ VE .Fl.'.\i ISH El) ·rYPJNG, 
(;();\"-fJ":'{l; E R Et\DINC; ()::-./ P i\f�E 82. 



TYPE SEGMENT A OR B. THEN TYPE SEGMENT C. 

7-a - - - - - - - - - - - - - - - - - - - - -
7 0 0 0  REH WALLS OR FENCES 
7 1 00 BN$ < 7 1 = " W " : BL $ ( 7 1 = " WALL " : RETURN 

_ _  7-b 
_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7000 REM WALLS O R  FENCES 
7300 BN$ ( 7 1 = " F • : BL$ ( 7 1 = " FENCE " 1 RETURN 

_ _  7-c. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7500 REH A C T I O N  C H O I C E S  
7502 � R I NT " C HOME > " 1 PS t ; : FO R l • 1 T 0 2 2 : P R I N T " C C / DN 

} " ; : NE X T  
7�05 P R I N T " ---------CHDOSE YOUR WEAPON ! -- -----
- - - - - •1 I 

' 

7507 P R I N T "  " r : FO R l • 1 T 0 4  
7 5 1 0  P R I N T  BNl ( ! J ; " - " ; BLf ( J l ; "  " ; : NE X T  
7 5 1 5  P R I N T :  P R I N T "  " ;  BN$ ( 5 l  1 " - " ;  B L $  ( 5 )  J 
7520 P R I N T • TRAPPER '' ; : F O R J =6T07 
7 5 2 5  P R I N T  BN$ I J > 1 • - 11 1 SL$ ( J ) ; •  " 1 : NE X T  
7590 RETURN 
761110 REH SCORE 
1602 P R I N T � CHOHE > " ; PS $ ; : FDR J = 1 T 0 2 2 : PR I NT " { C/DN 
> " 1 : NE X T  
7605 P R I N T " -··- -----------SCORE ------ ---------
- - - - - ·· .  I 
7 6 1 5  P R I N T 11 ENERGY: HURRICANE " ; E H J " YOU'1 J E Y J "  

II 

7 6 1 7  P R I N T "  H JNUTES" ; I N T ( B N I ; "  VILLAGES " ; VN ;  
II II , 
7620 RETURN 
771110 REH BARR IERS 
7702 EY=EY-3 s 60SUB 2 7 0 0  
7705 I F  DS<>32 THEN RETURN 
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_ _  7-c. _Continued _ _ _ _ _ _ _ _  _ 

7 71117 FW:11 3 1 WNu23 
7 7 1 0  I F  8N$ ( 7 J =' 'Fu  THEN FW=61WN=6 
7 7 1 5  FORl • 1 TOF W 1 I F  FE < I J = l THEN 7730 
772111 DS .. WN1 0C=9 
7725 F E < I l = 1 1 FA < J > = CP : FC < J l = l l-FW: I =FW 
7738 NEX T 1 RETURN 
7880 REM PULSE SOUND l 
7805 POKE S + 5 , 111 1 POKE S+6 , 24 8 : POKE S+ l , BG 
781117 POKE S+ 2 , 0 : POKE S + 3 , 8  
7 8 1 0  POKE S + 4 1 6 S 1 POKE S + 4 1 6 4 1 RETURN 
7850 R E M  T R I ANGLE SOUND 1 
7855 POKE S+S , 0 1 POKE S+6 , 25 0 1 POKE S + t , sa 
7860 POKE S +4 1 1 7 1 POKE S +4 1 1 6 1 RETURN 
79111111 REH NOISE 1 
79 1113 FOR X X = 1 TO S : BG=XXt20 
7905 POKE S+ S , llJ 1 POKE S + 6 , 7 1 POKE S + 1 1 BO 
7 9 1 0  POKE S+4 , 1 291 POKE S + 4 , 1 2B r NE X T 1 RETURN 
7950 REl'f NOISE 2 
7955 POKE S+� , 0 1 POKE S + 6 , 24B: POKE S + l 1 2  
796111 POKE S +4 , 1 29: FOR X X = 1 T 041110 : N E X T : POKE 
2 8 : RETURN 
8510 REM ONE-T I ME I N I T  
851115 SC=1 0 2 4 1 CS=55296r DF•CS-SC 1 FT•40 1 8K•1 
851 111 H8= 1 8 r HC • 8 1 EH=5081 EYs5081 BN=999 
8 5 1 5  D i l'f  HE < 3 , 3 l , BL t ( 7 > , 8Nt f 7 l  
851 7 D I H  0 < 2 0 l , T A ( 5 l , TE < : n , T C C 5 l  
8 5 1 8  D I M  R A < S )  , R E ( S )  , RC ( S) 
8519 D I M  FA < 1 8J , FE ( 1 0J , FC ( 1 8l  
8520 GOSUS t e e e : aosue 2 0 0 0 : 90SUB 311111J01 60SUS 40 
0"' 
S522 GOSUB seae: GOSUB 61111110 : GOSUB 7 11100  
S525 JS=5632 8 1 F F • 1 5 1 BD= 8 : BC c 1 5 1 PSt= " CWHT > "  
8530 SX= 1 6 t SsS4272 1 F O R 1 • 1 T0231 POKE S + I , l1 NE X T 1  
POKE 5+2 4 1 1 5  
8601 REM EVERY I N J T  
860' POKE �3280 , BD i POKE 5328 1 1 BC 1 PRlNT " <CL R > w  

PLEASE TVR'.\ "fHE P.t\(;E. 
1 4 1  



_ _  7-c _Continued _ _ _ _ _ _ _ _ _  _ 

8 6 1 0  FOR I = I T031 FORJ= 1 T03 : HE ( I 1 J J =32 : NE X T : N E X T  
8 6 1 5  HX • l 1 HY • 91 HP•SC+HX+FT•HY1 D X • t 1 DY•I 
8621 SH•l 1 VN•20 t VS • 1 :i t VC•6 
8622 F D R I = - 1  TO 1 1 FORJ=-l  TO l 1 POKE H P + I + F T t J 1  
1 0 1 POKE HP+DF+J+FTtJ , 0 1 NE X T 1 NEXT 
S62:i F O R I • 1TOVN 
8627 V X • I NT < RND <l) t3SJ + l a VY • I NT<RND ( 0 ) t2 1 J + 1  
8628 VP•SC+VX+41tVY 
8631 I F  PEEK <VPl < >32 THEN 8627 
8632 POKE VP 1 V S 1 POKE VP+DF , VC : NE X T  
8635 C X = 1 9 1 CY=91 CP•SC+CX+FTtCY 
8640 OS•321 0C•BC 1 BB•l1 CT•I 
8645 TN• 1 : FO R I • 1 T05 1 TE ( I ) •l 1 NE X T  
8650 AT•l 1 FOR J • 1 T0 5 1 RE ( l l •l 1 NE X T  
8661 FOR 1 • 1 T0 11 1 FE ( I J •l1NEXT 
8670 DS=PEEK < CP > : POKE CP, 1 60 : GOSUB 7600 
869' SOTO 1:5811 

WHEN YOU HAVE FINISHED TYPING, 
CON-rINUE REAl>l�G ON PA(;E 93. 
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- - - -APPLE II 
GAME PROGRAM _ _ _  _ 



TYPE SEGMENT R OR 8, THEN TYPE SEGMENT C. 

1-a - - - - - - - - - - - - - - - - - - - - -

ARCADE EXPLORERS BAME 3 
T H E  ELECTRO N I C  HURR I C A N E  
( C l  SETH MCEVOY & L AURE S M I T H  
PUBL ISHED B Y  DELL BOOKS, INC. 

900 REM 
9 1 0  REM 
920 REM 
930 REM 
941!1 GOTO 
1000 RE/1 
1 1 00 BNt ( 1 > 

8500 

CANNON OR BLASTER 
= '' C " : BL t l l ) = " CANNON " : RETURN 

_ _  
1-b_ - - - - - - - - - - - - - - - - - - - -

900 REH ARCADE E X P L ORERS GAME 3 
9 1 0  REM THE ELECTRON I C  HURRICANE 
920 REM C C >  SETH MCEVOY & LAURE SM I TH 
930 REM PUBL I SHED BY DELL BOOK S ,  I N C .  
940 GOTO 85 111 0 

1 000 REH CANNON OR BLASTER 
1 3 00 BN t ( l )  = " B " : B l t ( l )  = " BLASTER " :  RETURN 

_ J-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

I Sll RE" MAJN LOOP 

151!15 BOSUB 3511: RE" HURRI CANE 

1 517 FR • 1 : DU • 5 1  G09UB 7851 

1 5 1 1  BOSUB 45881 REM VI LLAGE CHECK 

1 S 1 5  80SUB 28111 REM COUNTERS 

1520 GOSUB 57111 REM TRAPS 

1 531 BOSUB 25111 REM CURSOR 

1581 BN • BN - 1 I 2 1  l F  BN < 1 THEN 6911 

1585 eosus 76111 RE� SCORE 
1 587 BOSUB 25111 REM CURSOR 2 

1 591 &OTO 1s1e 

1611 REH SHOOT 

1 612 EY • E V  - 31 SOSUB 1811 

1613 z x  • l • ZY • l 1 LH . 39 a CQ . ex 
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1-c Continued - - - - - - - - - - - - - -

161� J F BN$ ( 1 )  � H B M  THEN zx  • 8 1 ZV • 1 t L M • 
2 1 : C I;! = CY 

1 6 1 5  FOR I • 1 TO 5 
1 6 1 7  I F  (CQ + J )  > Ll'I OR (CQ - ll  < 1 THEN I 

625 
1621 H .  ex - I * Z X : V  • CV - I f ZV1  SOSUB 5 

91119 1 0 ( 1  + Ill : PEEi< ( P l t POl<E P , 431 I F  H 
• H X  AND V • H V  THEN BOSUB 1 71 0  

1 6 2 1  H � e x  + I * Z X : V  • CY + I I Z V 1  SOSUB ' 
911 : 0 ( 1 )  i= PEEK ( P J  1 POl<E P , 43 1  I F  H • HX 

AND V = HY THEN GOSUB 1 710 
1625 N E X T  : FOR I = 5 TO 1 STEP - J 
1631 I F  ( C Q  + I )  > LM OR (CQ - I >  < J THEN 1 

649 
1635 H • ex - I * Z X 1 V  • CV - J * Z Y I  GOSUB ' 

9011 POKE P 1 D ( I  + 1 0 )  
1 636 H � ex + I * Z X 1 V  c CV + I * Z V I  BOSUB 5 

91110 :  POKE P , D < I I  
1 641 NEXT 1 RETURN 
1 7 1 8  REM HURRICANE H I T  
1 715 FOR Y • 5 T O  1 STEP - 1 1 DU • 5 1 FR • Y 

t 30 1 SOSUB 78501 NEXT 1 FOR Y • 1 T O  5 1 FR 
• Y t 3 9 1  SOSUB 78511 NEXT 

1 7 1 1  EH • EH - 51 I F  EH < I THEN 6950 
1 7 1 5 RETURN 
1 81110 REM SHOOT SOUND 
1 81� FOR VY • 1 TO J 1 DU • Jl:FR • 2081 SOSUB 

78501 NEXT r RETURN 
1910 REM HURRICANE CHECK 
1905 I F  E H  < 1 THEN 6950 
1 9 1 0  RETURN 

\V 1-1.EI\; Y()l; Hf\ VE FI:\IS HEl) T\'PJ>,'(;, 
CC)!\JTI:\CE RE.i.\lll�(; ()>! P1\(;E 23. 
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TYPE SEGMENT A OR B. THEN TYPE SEGMENT C. 

2-a 
2000 REM BAT OR PADDLE 
2 1 00 B N t ( 2 J  = " T " : B L t C 2 >  .: " B A T " :  RETURN 

2-b 
2000 REH BAT O R  PADDLE 
2300 BNt ( 2 )  • "P" 1 BLt ( 2 )  ,. "PADDLE" :  RETURN 

2-c 
2�11 REM CURSOR 
2SBS I F  PEEi< (49249) > 1 2 7  THEN GOSUS ssrara 
2 5 1 0  H • C X 1 V  • CY1  GOSUB 59001 POKE P , DS 
2515 PH • PDL < 9 > 1 PV • POL ( 1 ) 1 H X  • 0 a MY = 

" 
2521 I F  PV < 55 THEN MY s - l 
2522 I F  PV > 211 THEN M Y  • 1 
2524 I F  PH < 55 THEN MX • - 1 
2526 I F  P H  > 211 THEN "x a 1 
2531 x • ex + M X 1 Y  • CV + "V• IF  x > • AND x 

< 4 1  AND Y > I AND V < 2 1  THEN 2541 
2535 RETURN 
2548 H • X 1 V  • V 1  GOSUB 5981106 • PEEK C P J  
2545 POKE P , 3 2 1 C X  • X 1 CY • Y 
2550 J F  DS • 32 THEN DS • 1 6 1  
2555 I F  DS • H S  THEN DS • 1 6 1  
256111 RETURN 
2611 RE" BAT OR PADDLE 
2611 I F  OS < > 1 6 1  THEN RETURN 
2612 EY • E Y  - 3 
2613 BDBUB 2711 
2615 I F  BN$ ( 2 )  .. N p •  THEN 2651 
2 6 1 1  REM BOUNCER BAT 
2 6 1 2  I F  T E ( 1 )  • 1 THEN RETURN 
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2-c Continued 
2 6 1 5  DS • 1 4 8 1 T E ( l )  • l 1 TC l l J  • 5 1 H  • C X 1 V  • 

C Y 1  GOSUB 59lilih T A ( 1 )  = P i RETURN 
2650 RE" TWISTER PADDLE 
2655 FOR I • I T O  5 1  I F  T E f i l  = 1 THEN 2670 
2661 OS � 1 44 1 TE C J J  • 1 r TC I I l  • 5 1 H  m C X 1 V  • 

CY1 GOSUB 590 0 J T A I I l  = P 1 l  = 5 
2670 N E X T  1 RETURN 
2791 REM SOUND OF WEAPON DROP 
2715 DU • 1 1 1  FOR y • 1 TO 5 1 FR • 511 eosus 7 

851 1 FR • 219J 0DSUB 7850: N E X T  : RETURN 
2811 RE" COUNTERS 
2815 FOR I •  1 TO 51 I F  TE ( l l  • 0 THEN 2821 
2 8 1 0  TC I I >  • T C C l l  - 1 1  I F  T C ( f )  > 0 THEN 282 

0 
2 8 1 2  T E i l }  • 81  POKE T A ( I l , 1 6 0  
2 8 1 5  VV = 1 4 4 1  00SU8 6725 
2820 N E X T  
2830 IF A C  > 0 THEN A C  • A C  - 1 1  I F  AC > 0 T 

HEN 28411 
2835 AZ • 0 1  POKE AA , 1 61 J VV = J 4 J t  GOSUB 6725 

1 vv • 1 4 11 1  a o s u e  6725 
2840 FOR I =  1 TO 51 I F  RE i l >  = 0 THEN 2861 
2 8 4 2  RC < I l  • RC C I J  - 1 1  I F  RC < I l > 0 THEN 286 

111 
28 4 5 RE ( l l "' 0 1  P 0 K E  RA ( l l , 1 6 0  
2855 VV = 1 4 6 1  00SUB 6725 
2860 N E X T  

2 8 6 5  60SUB 67011 aosuB 67511 RETURN 

WHEN YOU HAVE FINISHED ·rYPING, 
CO�TINVE READING O!'I PA(;E 37. 
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TYPE SEGMENT A OR 8, THEN TYPE SEGMENT C. 

3-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3000 REM MAGNET OR LODESTONE 
3 1 00 EIN$ ! 3 J  = " H " : 9L$ ( 3 1  = "HAGN E T » 1  RETUR N 

_ _  3-b - - - - - - - - - - - - - - - - - - - -

3000 REH MAGNET O R  LODESTONE 
3310 8Nt ( 3 ) = 1' L " : 9L $ ( 3 )  = " S T O NE " 1  RETURN 

_ _  3-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3500 REH HURRICANE 
3 5 1 9  FOR I = 1 TO 31 FOR J • 1 TO 3 
3 5 1 2  I F  HE < I . J I  = 32 THEN HE ( J . J )  � 1 6 9  
3 5 1 5  H = H X  + l - 2 1 V  = H Y  + J - 2 1  BDSUB 598 

0 1 POKE P , HE < l , J )  
3520 N E X T  : N E X T  
3522 X = HX + D X 1 Y  • H Y  + D Y 1  I F  X > l AND X 

< 48 AND Y > l AND Y < 20 THEN 3525 
3523 GO�UB 3595 
3524 GOTO 3522 
3525 HX • HX + D X 1 HY • HY + DY 
3530 F O R  I = 1 TO l s  F O R  J = l TO 3 
3533 H = HX + I - 2 1 V  = HY + J - 2 J  GOSUB 598 

0 : HE C I , J I  = PEEK C P J  
3535 J F  J = 2 AND J = 2 THEN 3540 
3537 POKE P , HS 
3540 N E X T  1 NEXT 
3550 REH CHECK FOR EYE OF HURR 
3555 IF HE ( 2 , 2 l = 1 4 8  THEN D X = - D X 1 DY = 

- D Y  
3557 J F  H E ( 2 , 2 l  = 1 44 THEN 3595 
3560 I F  AZ = 0 THEN 3580 
3562 X = ABS < A X  - H X > 1 Y  • ABS CAY - H Y I  
3364 SQ = INT < < X  * X + Y * Y I "'  , 5 ) 1 REM 
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_ _  3-c_ Continued _ _ _ _ _ _ _ _ _  _ 

" "' UP ARROW 
3 5 6 6  K = 5 :  I F  BN$ ( 3 J  :i " L "  THEN K : 10 
3 5 6 8  IF CK - S Q l  < Ill THEN 3�80 
3 5 6 9  IF AX = HX AND AY z HY THEN SOSUB 3595 

. 

1 HE < 2 , 2 >  = 1 6 0 1 H  .. H X 1 V  :II HYI aosue 5 9 8 0 1  
POKE P , 1 6 0 1 A Z  "' 0 J SOTO 3580 

3570 I F  AX < HX THEN DX z - 1 
3572 I F  A X  > HX THEN DX • 1 
3 5 7 4  IF A Y  < HY THEN D Y  = - I 
3 5 7 6  IF AY > HY THEN D Y  z 1 
3 5 7 8  I F  AX • HX THEN D Y  • 0 
3 5 7 9  IF A Y  • HY THEN DY = 0 
3580 GOSUB 47Ql lll 
3590 RETURN 
3595 DX • I N T  ( RND ( 1 )  * 3 >  - 1 1 DY • I N T  I 

RND C l )  * 3 )  - 1 :  I F  DX = 0 AND D Y = i AN 
D SH = 0 THEN 3595 

3 5 9 7  RETURN 
3 6 0 0  REM ATTRACTORS 
3 6 0 1  I F  AZ = 1 THEN RETURN 
36 111 2 IF OS < > 1 6 0  THEN RETURN 
3605 EY = EY - 3 1  GOSU8 2700 
3 6 1 2  OS = 1 4 J : A C  • 5 1 A Z = 1 1 H  = C X 1 V  = CY1 ea 

S U B  5900:AA = P 

3 6 1 5  I F  BN$ 1 3 l  • " L "  THEN OS • 1 4 0 1 AC = 1 1  
3620 A Y  = V 1  AX '" H 1  RETURN 

WtlEi\I Y()C Hi\ V E  FINISHED TYPI�(;, 
C()N"fl:\IUE READING ON PA(�.E 50. 
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TYPE SEGMENT A OR 8, THEN TYPE SEGMENT C. 

4-a - - - - - - - - - - - - - - - - - - - - - -
4000 �tn GLOBE OR S H I E L D  
4 1 0 0 BNf ( 4 )  = " G " : BLf ( 4 >  = " G L OB E » :  RETURN 

4-b - - - - - - - - - - - - - - - - - - - - - -

4000 REn GLOBE OR S H I ELD 
430m BN$ 1 4 1  = " S " : BL$ ( 4 )  = " S H I E L D � z  RETURN 

_ _  4-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4500 REM V I L LAGE CHECK 
4 5 0 5  Fl = 0 :  FOR I = 1 TO 3 :  FOR J = 1 TO 3 
4 5 1 0 I F  H E  ( I ,  J I  < > V S  T H E N  4�20 

4 � 1 5  H E ( I 1 J >  = 1 60 : VN = VN - l : EH = E H +  1 0 :  

GOSUB 4900 

4 5 1 7  I F  VN < 1 THEN FL = 1 
4520 N E X T  : N E X T  

4525 I F  F L  = 0 THEN RETURN 
4530 FOR I = 1 TO 3 1  CALL - 1 9 8 :  N E X T  

4535 HOME : P R I N T  " H UR R I C A N E  M O V E S  TO N E W  AR 
E A ! "  

4537 FOR I = 1 TO 9 0 0 :  N E X T  

454QJ GOTO 8600 

4600 REM SAVE V I L LAGE 
4602 EY = EY - 3 :  GOSUB 2700 
4 6 0 5  I F  BN$ C 4 1  = " S 1' THEN 4650 

4 6 1 0  REM GRAPH I C  GLOBE 

4 6 1 2  IF DS < > 1 6 0  T H EN R E T U R N  
4 6 1 5  OS = 1 7 0 : T X  = 0 : T Y = B 
4620 v :  C Y : H  = e x +  2 :  GOSUB 59001 I F  P E E K  

( P l  = 1 7 0 THEN TX  = e x  + l : T Y = C V  
4622 v = C Y : H  = e x  - 2 :  G O S U B  59001 I F  P E E K  

( p }  = 1 70 T H E N  T X  = e x  - l 1 TY = C Y  
4 6 2 4  v = CV + 2 :  H = e x :  SO SUB 5900: I F  P E E i<  
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_ _  ll-c ·continued _ _ _ _ _ _ _ _ _  _ 

( p )  = 1 7 0  THEN TY • C Y  + l 1 T X  • ex 
4626 V = CY - 2 1 H  • C X t  GOSUB 39001 I F  PEEK 

( P J  = 1 7 0  THEN TV • CV - 1 1 T X  • ex 
4 6 2 8  I F  T X  = 0 A N D  TY = 0 THEN R E T U R N  
4 6 3 0  V = T Y : H  = T X :  GOSUB 590B1 I F  PEEi< l P J  

< ) V S  THEN RETURN 
4635 PO'l<E P 1 4 8 : V N  = VN - l t  RETURN 
4650 REM S T A T I C  SHIELD 
4655 IF DS < > VS THEN R E T U R N  
4 6 6 0  DS = 48 : E V  = E Y  - b : VN = V N  - 1 :  RE T UR N 
4 7 0 0  REM FURTHER COLL I S I ONS 
4 7 0 5  I F  H E ( 2 , 2 )  = 1 4 2  THEN H E ( 2 , 2 l  = 1 6111 : E H 

= E H  - 5 1  60SUB 4 8 0 0 :  GOSUB 1 9 0 0  
4 7 0 7  I F  HE ( 2 1 2 l = 1 34 THEN H E ( 2 , 2 l  = 1 6 0 1 E H 

= E H  - 1 111 1 GOSUB 4 8 0 0 1  SOSUB 1 9 00 
4 7 1 0  I F  H E ( 2 , 2 1  = 1 5 1 THEN H E < 2 , 2 l  0 1 6 0 1 E H 

= E H  - 5 :  GOSUB 4800 i GOSUB 1900 
4 7 2 0  RETURN 
4800 REM BOMS SOUND 
4 8 0 5  F O R  Y Y  = 20 TO 1 STEP - 1 : FR � YY * 1 0  

+ 5 0 : D U = S :  GOSUB 7850: N E X T  : RETURN 
4 9 0 0  REM V I LL A G E  D I E  SOUND 
4905 FOR Z Z  = I TO 1 0 1  FOR Y • I TO S 1 YY • 

P E E K  < 4 9 2 0 0 )  1 FOR YZ = l T O  Z Z :  N E X T  : N E X  
T : N E X T  : RE T UR N 

\·VHEN Y()U HAVF. Fll\ISHEl) 'fYPl!'\C;, 
C:()N. rl'.'f CE RE.i.\Dl'.'f C� ON P.:\(; E 64. 
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TYPE SEGMENT A OR B. THEN TYPE SEGMENT C. 

_ _  5-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5 0 0 0  REM UNI OR M U L T I  TRAPPER 
5 1 111111 BN$ ( 5 )  = 11 U " : B L $ ( 5 )  = " U N I " :  RETURN 

5-b - - - - - - - - - - - - - - - - - - - - - -

5 1111110 REM UNI OR M U L T I  TRAPPER 
5300 BNt l 5 >  = 1 'R11 : BLS ( 5 )  = "KUL T I " :  RETURN 

_ _  5-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5511 REH F I RE BUTTON I I  
5505 GDSUB 7511111l : F L  = Ill 
5 5 1 8  BET A:S 
5 5 1 5  FOR I • 1 TO 7 :  I F  Af • BN:S I I >  THEN FL 

• I 
15528 N E X T  
5522 HTAB 1 :  VTAB 2 2 :  F D R  I = 1 T D  7 9 :  P R I N T  

II " J I  N E X T  
5525 I F  F L  � I THEN HTAB l J  VTAB 2 2 1  P R I N T  

" THAT WAS NOT A P O S S I B L E  CHOICE ! 11 :  GOSUB 
55901 GO TO 551110 

51530 HTAB 1 :  VTAB 2 2 :  P R I N T  " YOUR CHOICE N 
A S  " ; BN f ( FL > ; u - 11 ; B L $ ( F L > ;  

5535 GDSUB 658111 1 RETURN 
5591 FDR J • 1 TO 91111 1  NEXT 1 RETURN 
5618 REH TRAPPERS 
5685 I F  DS < > 1 6 0  THEN RETURN 
5617 EY • EY - 31 BOSUB 2701 
5618 I F  BN$ C 5 >  • N R �  THEN 5651 
5 6 1 1  RE" U N I  TRAPPER 
5 6 1 2  I F  RE < 1 >  • 1 THEN RETURN 
5 6 1 5  DS • 1491 RE C 1 )  • l 1 RC C 1 >  • S 1 V  � C Y 1 H  • 

C X 1  GDSUB 5911 1 RA l l )  = P 1  RETURN 
5651 REH " U L T I  TRAPPER 
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_ _  5-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5655 F O R  I • 1 TO 5 1  I F  R E < l l  a 1 THEN 5678 
S668 DS • 1 4 6 1 RE < I >  • l 1 RC < l l  • S 1 Y  • C V 1 H  • 

e x :  GOSUB 59BB 1 RA < J )  • P : I  • s 
5670 N E X T  1 RETURN 
5781 REtl TRAPS 
3705 I F  H E < 2 , 2 >  • 1 4 9  THEN SH • 1 1 R X  • 8 1 HE <  

2 , 2 > � l 6 l 1 D X  • 8 1 D V  • 0 
3717 I F  H E < 2 , 2 >  • 1 4 6  THEN SH = 1 1 R X  • 4 1 HE <  

2 , 2 > • 1 6 l 1 D X  • l 1 D V  • 0 
5 7 1 1  I F  SH • I THEN RETURN 
5 7 1 5  R X  • R X  - 1 1  I F  R X  < 1 THEN SH • 8 1  SOSU 

8 3595 
5721 RETURN 
5908 RE� H , V  TD SCREEN ADDRESS 
5 9 1 8  P = 895 + H + Y * 1 2 8  - < I N T  ( ( V - l l  I 

8 >  * 9B4 1 r RETURN 

\V HLI\ Y<)li ll1\ VE FI:'\ ISH£J) TYPJ:\(;, 
(;()I\-fl�L!E RE1\l)l�(; C)N P1\C�E 70_ 
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TYPE SEGMENT A OR 8, THEN TYPE SEGMENT C. 

_ _  6-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6000 R E H  BOMBS OR M I NES 
6 1 0 0  BNf 1 6 )  = U D " : BL f ( 6 )  = " B O HB U :  RETURN 

_ _  6-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6000 REM BOMBS OR H I NES 
6300 8N$ ( 6 )  = 1' N " : BL $ C 6 J = � �l NE " : RETURN 

_ _  6-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6500 REH CHOI CES 
6505 O N  f L  SOSUB 1600 , 26 0 0 , 3600 , 4 600 , 5600 , 6 6  

e e , 1100 
6507 RETURN 
6600 REM BOMBS/MI NES 
6602 fY = EY - 3 1  GOSUB 2700 
6607 I F  DS < > 1 6 0  THEN RETURN 
6618 If CT > 1 THEN RETURN 
6 6 1 0  I F  BN$ 1 6 }  = " N "  THEN 66S0 
6 6 1 5  REM D I G I BOHB 
6620 OS • 1 3 2 1 C T  s 5 1 V • C Y : H  s C X 1  GOSUB 590 

0 1 DA = P 1  RETURN 
6650 · REM SECTOR H I NE 
6 6 5 5  DS = 1 4 2 : C T = 1 0 : V  = C Y : H  : C X :  SOSUB 59 

0 0 1 DA = P 1  RETURN 
6700 REH HORE COUNTERS 
6705 I F  CT < 1 THEN RETURN 
67 1 0  C T : CT - 1 :  I F  CT < 1 AND H E l 2 , 2 l  = 1 32 

THEN GOSUB 4800: EH = E H  - 2 0 1  6DSUB 4800 
: GOSUB 1 900 

6 7 1 5  J F  CT > I THEN RETURN 
6720 POKE DA , 1 6 0 1  GOSUB 4800 : V V = 1 32 
6725 FOR I • 1 TO 3 1  FOR J • 1 TO 3 1  I F  HE < J  

1 J )  = VV THEN HE C I , J )  • 1 6 0  
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_ _  6-c _ Continued _ _ _ _ _ _ _ _ _  _ 

6730 NEXT 1 N E X T  1 RETURN 
6750 FOR I = 1 TO FW:  I F  FE C I >  : 0 THEN 6790 
67:5:5 F C < I >  = FC < I >  • 1 :  I F  F C I I >  > 0 THEN 678 

0 
6760 FE < I >  = 0 1  POKE FA I I > , 1 6 0 1 V V  • N N 1  60SUB 

6725 
6780 NEXT 1 RETURN 
6900 RE" T I HE I S  UP--YOU LOBE 
6905 FOR l • 1 TD 5 1  CALL • 1 9 8 1  NEXT 1 HOM 

E 
6 9 1 0  P R I N T  : P R I N T  "YOUR T I HE RAN O U T !  VENTU 

R I A  WAS OVERRUN" 
6 9 1 5  P R I N T  "BY T H E  ELECTRONI C  HURRICANE ! " 1  G 

OTO 6990 
6950 REM HURRICANE D I ES 
6955 FOR I = 1 T O  5 :  CALL - 1 9 8 :  NEXT 
6960 HOME t PRINT 1 P R I N T  "Y O U  DESTROYED THE 

ELECTRONIC HURRICANE ' "  
6965 P R I N T  " AND SAVED THE V E N T U R I ANS ! "  
6990 REM REPLAY 
6992 P R I N T  : P R I N T  "PRESS F I R E BUTTON TO PLA 

Y AGAI N1' 
6994 I F  PEEK ( 4 9 2 4 9 )  > 1 2 7  THEN RUN 
6996 GOTO 6994 

\VH FN Y()l.J l-L\ V E  FI "i ISl� EI>  . IYPI NC�, 
(;()N-fll\lJE R�.Al>I'.\I(; C>N PA(;F 82. 
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TYPE SEGMENT A OR 8, THEN TYPE SEGMENT C. 

_ _  7-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 
7000 REM W A L L S  OR FENCES 

7 1 00 BN$ 1 7 l  = " W " r 8L $ 1 7 l  = "NA L L w : RETURN 

- _7-b - - - - - - - - - - - - - - - - - - - -
7000 R E M  W A L L S  O R  F E N C E S  

7300 8N$ 1 7 l  = " F " : BLf t 7 )  = "FENCE " :  RETURN 

7-c - - · - - - - - - - - - - - - - - - - - - - -

7�11 RE" ACTION CHOICES 
7�15 HTAB 1 1  VTAB 2 1 :  CALL - 1 98 
7 5 1 0  PRlNT 11 - - - - - - - - -----CHOOSE YOUR WEAPON ! 

--- - ---- " ' 
7 5 1 5  P R I N T  1 P R I N T  1 VTAB 22 
7520 PR INT " 11 ; :  FOR I = 1 T O  4 
7525 P R I N T  8N$ ' l  l ;  11 - 11 t B L $ (  I } ;  II II J I  NEXT 
7530 P R I N T  1 P R I NT '' " J BN t C 5 l ; " - " ; 8 L t < S l l 
753� P R I N T  N TRAPPER . , . FOR I : 6 TO 7 
7541 PR l N T  BN$ ( l l ; II - • j BL $ ( l ) I " II ' J NE x T 
7545 RETURN 
7611 REH SCORE 
7695 HTAB 1 1  VTAB 2 1  
7 6 1 0  P R I NT " -----------------SCORE----------

-------- N ·  
7 6 1 5  PRINT 1 P R I N T  1 VTAB 22 
7620 PRINT 11 ENERBV1  HURRICANE " 1 EHJ " VDU " 

; EY ; " II 

7631 PRINT � M INUTES " I I N T  C 8 N l 1 °  VILLAGES 
" 1 VN 1 "  " I  

7699 RETURN 
7711 REM BARRIERS 
7712 EV • EY - 3 1  BOSUB 2711 
7715 I F  DS < > 1 6 1  THEN RETURN 
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_ _  7-c _ Continued _ _ _ _ _ _ _ _ _  _ 

7707 FW • 3 1 WN • 1 5 1  
7 7 1 1  I F  BN• < 7 J  • " F "  THEN F W  = 6 t WN = 1 3 4  
7 7 1 5  FOR J • 1 TO F W 1  J F  Ff ( J )  • 1 THEN 7731 
7721 OS = W N 1 FE ( J J  = 1 1 FC ( I )  • 1 1  - F W i V  • C V 

1 H  • C X 1  GOSUB 5911 1 FA ( I l  • P1 ! • FN 
7731 NEXT 1 RETURN 
7811 REM H U S J C  ROUTINE HL 

7815 REH TYPE VERY CAREFULL Y !  
7 8 1 B  DATA 1 1 1 1 1 7 2 1 1 , 3 1 1 74 1 1 1 3  
7 8 1 5  DATA 1 6 9 1 4 1 3 2 1 1 6 8 1 2 52 1 1 7 3 1 4 8 1 1 92 
7820 DATA 2 32 , 2 1 8 1 253 , 1 36 , 2 0 8 1 2 3 9 , 28 6  
7825 DATA 0 , 3 , 2 18 1 23 1 1 96 , 8 1 1 1 1 1 - 1 
7838 Z = 8 1  FOR I = 1 TO 3 1 1  READ 8 1  POKE 767 

+ I , B 1 Z  = Z + 8 1  N E X T  
7835 READ 8 1  J F  B • - 1 AND Z • 34 1 1  THEN 

RETURN 
7841 P R I N T  N H U S I C  DATA WRONG ! " 1  STOP 
7850 REM PLAY M U S I C  
7855 POKE 768, DUi PO�E 7 6 9 , F R i  CALL 7 7 1 1  RET 

URN 
8511 REM O N E · T I M E  I N I T  
8 5 1 1  HS • 1 3B 1 EH • �81 1 E Y • 511 1 S N  • 999 
8 � 1 �  D J M HE < 3 4 3 ) 4 8li ( 7 ) 18 N i ( 7 )  
8520 D I M  D ( 20 )  I T A ( 5 )  I TE ( 5 )  I TC ( 5 )  
8525 D J H  R A ( S l , RE ! 5l ,R C ( 5J  
8530 0·111 F A ( 1 0 )  , F E ! l i ll  , FC ( l i ll  
8535 GOSUB 1080: GOSUB 2881 1 SOSUB 30111 606 

U B  4000 
8540 GOSUB 500 0 1  SOSUB 61111 SOSUB 7010 
8550 GOSUB 7 8 1110 
8600 REM EVERY I N I T  
8605 HOME 
8 6 1 0  FOR I • l TO 3 :  FOR J = 1 TO 3 : HE < I , J )  

= 3 2 :  N E X T  1 N E X T  
8 6 1 �  H X  = 3 r H Y  = 9 1 D X  z l : DY s 0 
8620 SH = 0 1 VN = 2 0 s V S  = 1 43 

PLE1\SE ·rl.JRN "fHE PA(�E. 
I fJ7 



_ _  7-c _ Continued _ _ _ _ _ _ _ _ _  _ 

8625 FOR I II - 1 T O  1 1  FOR J = - 1 TO 1 : H  
= HX + I : V  = HY + J 1  GOSUB �9001 POKE P , 1 3  
6 :  N E X T  : NEXT 

8635 FOR I = 1 TO VN 
8640 v = J N T  ( R N D  ( 1 )  * 1 8 )  + 2 : H  II J N T  ( 

RND ( 1 )  * 3 8 )  + 2 
8645 GOSUB 5900: I F  PEEK C P >  < > 1 6 1  THEN 

8640 
8650 POKE P , VS 1  N E X T  
8655 ex = 1 9 : CY = 9 : DS = 1 60 1 BB = 0 : CT = 0 : TN 

= 1 
8660 FOR I = 1 TO S : TE l l )  = 0 1 RE ( J )  = 0 1 F E I I  

) = 0 
866� NEXT 1 A Z  • B 
8670 H = C X 1 V  = C Y s  GOSUB �900 1 DS : PEEK C P I  

1 POKE P , 32 
8675 GOSUB 7600 
8690 GOTO 1500 

\VH.E.:\ YOL: HJ\ VE FINISHED "fYPI:'\(;, 
c:oN· l'J :\ L E  R.E.:\DI NC; ()N P i\C;E Y'.�. 
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- - -RRDIO SHRCK 
COLOR COMPUTER 

GRME PROGRAM _ _  _ 



lYPE SEGMENT A OR 8, THEN lYPE SEGMENT C. 

_ J-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 
1 0 0  RE� ARCADE E X P LORERS GAHE 3 
1 1 8  REM THE E L E C T R O N I C  HURRICANE 
1 2 0  REM < C l  SETH MCEVOY � LAURE S M I T H  
1 3 0  RE� P U B L I SHED BY DELL BOOK S ,  I N C .  
1 4 0  CLEAR 1 0 0 0  
1 4 5  GOTO 8508 
1 5 1  REM TYPE ' POKE 25 , 0 1 NE W '  F I RST ! 
1 011 REH CANNON DR BLASTER 
1 1 00 BN$ C l > = " C '1 z BL$ < 1 > = " CA N � : RETURN 

- _ l-b_ - - - - - - - - - - - - - - - - - - - -

100 REN ARCADE EXPLORERS GAME 3 
1 1 0 REN T H E  E L E C T R O N I C  H U R R I C AN E  
120 REM ( C )  SETH MCEVOY & L A U R E  S M I T H  
1 30 REM PUBL I S H E D  B Y  DELL B O O K S ,  INC.  
140 CLEAR 1 111 00  
1 4 5  SOTO 8500 
1 5 0  REN TYPE ' POKE 2 5 , o : NE W '  F I RS T •  
1000 REH CANNON O R  BLASTER 
1 3 0 0  BN$ C 1 > = " B " : BL $ C l l = " 8L T '1 1 RETURN 

1-c - - - - - - - - - - - - - - - - - - - - - - -

1 500 R E M  M A I N  LOOP 
1 515 aosus 3500 1 R E M  H U R R I CANE 
1 5 1 0  60SUB 4 5 0 0 : R E M  V I LLAGE CHECK 
1 5 1 5  S�SUB 2800 t R EM COUNTERS 

1520 GCSUB 5700t REM TRAPS 
1 530 6GSUB 250 0 i R E M  CURSOR 
1 580 BN=BN - 1 / 2 s l F  BN< 1 THEN 6900 
15 85 sosue 7 6 0 B : REM SCORE 
1 587 GCSUB 2500 : REM CURSOR 2 
1 595 GOTO 1511 
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_ _  1-c _ _  Continued _ _ _ _ _ _ _ _ _  _ 

1 6 0 0  REl'I S H O O T  
1602 EY•EV-3 1 60SUB 1 800 
1603 CN= 1 1 lM=J l 1 CQ•CX 
1605 I F  BNf ( l l = " B "  THEN CN=TH 1 LM= 1 2 : CQ=CV 
1 6 1 5  F O R I= 1 T0:5 
1 6 1 7  I F  <CQ+ I ) >LM OR <CQ- I > < J  THEN 163a 
1620 D < I l =PEEK<CP+I•CN l i D ( l + 1 0 l =PEEK ( C P - I t C N  

) 
1625 POKE CP+ I t C N , 1 9 1 : POKE C P - l t CN , 1 9 1  
1 6 2 8  IF <CP+I tCN l =HP OR < C P - I + C N J =HP THEN 60 

SUB 1700 
1 6 3 0  N E X T : FORI=5T01 STEP-1 
1632 IF C C Q + I l > LM OR < C Q- l l < l  THEN 1 640 
1 6 3 5  POKE CP+ l t CN , D < I l : PO K E  CP- l + CN , D < I + l 0 l  
1 6 4 0  N E X T 1 RETURN 
1 700 REM HURRICANE H I T  
1 705 FORYY=5TOJ STEP- 1 1 SOUN030tV Y , 1 1 NE X T 1 FORY 

V = 1 T 05: SOUND20tVY , 1 1 NEXT 
1 7 1 0  EH•EH-51 8 0 S U B  1 9 0 0 1 RETURN 
1 8 0 0  REM SHOOT SOUND 
1 805 FORYY • l T 0 3 1 SOUND20 0 , 3 1 SOUND 230 1 1 1 NE X T :  

RETURN 
1 900 REM HURRICANE CHECK 
1 905 IF EH< l  THEN 6950 
1 9 1 0  RETURN 

\VHEN YOL 1 1 1\ VE Fl:'\ISHED ·rYPINC�. 

(�ONTINUF RE1\Dl:'>I(; ():'-J P,.\(;E �3. 
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TYPE SEGMENT A OR 8, THEN TYPE SEGMENT C. 

_ _  2-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2000 REM BAT OR PADDLE 
2 1 0 0  BN$ C 2 > = " T " : BL $ ( 2 l = " B A T " : RETURN 

_ _  2-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2000 REN BAT O R  PADDLE 
2300 BNt C 2 > = " P " : B L f C 2 > = "PAD " : RETURN 

_ _  2-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2580 RE" CURSOR MOVE 
2�82 Q=PEEK !6�288 ) 1 l f Q- 1 2 7  AND Q-2�� THEN 6 

OSUB 5500 
2503 POKE C P , D S : H x � e : HV=I 
2505 PH=JOYSTK < 0 1 t PV•JOYSTK C 1 1  
2 5 1 0  IF PY< 1 6  THEN M Y = - 1  
2 5 1 2  I F  PV>45 THEN H Y a 1  

2 5 1 4  I F  PH< 1 6  THEN H X = - 1  
2 5 1 6  I F  PH>45 THEN H X • 1  
2521 X = C X + H X t Y=CY+HY : lF X > - 1  AND X < 3 2  AND Y >  

-1 AND Y < 1 3  THEN 2530 
2525 RETURN 
2530 C X • X : C Y • Y : CP=SC+CX+TH•CV 
2532 DS•PEEK < CP > 1 POKE CP , CC 
2537 IF DS•CC THEN DS•96 
2538 IF DS•HS THEN DB•96 
2540 RETURN 
2600 REH BAT OR PADDLE 
2681  I F  DS< >96 THEN RETURN 
2612 EY•EY-31 SOSUB 2718 
2615 I F  BN• ( 2 1 • u p n THEN 2651 
2 6 1 1  RE" BOUNCER BAT 
2 6 1 2  I F  TE ( 1 1 • 1  THEN RETURN 
2 6 1 5  DS•21: TE < 1 > = 1 1 TA < 1 1 =CP: T C < 1 1 =5 : RETURN 
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_ _ 2-c_Continued _ _ _ _ _ _ _ _ _ _ 

2650 REM TWI STER PADDLE 
265S FOR l 2 l TOS : l F  TE < I l = l THEN 2o70 
2660 DS=l 6 1 TE < I l = l 1 TA < I l = CP : TC C I J =5 : I = 5  
267B N E X T : RETURN 
2700 REM WEAPON DROP 
2705 FORYY= 1T051 SOUNDSl t l J SOUND 2se , 1 1 NEXT : R  

E T  U R N  
2888 R E �  COUNTERS 
2 8 0 �  FORl = 1 T 05 : J F  T E < I J =0 THEN 2820 
2 8 1 0  T C < l l =TC ( l l - l : I F TC ( I l >0 THEN 2820 
2 8 1 2  TE ( J ) afi1 1 POKE TA < I J , 96 
2 8 1 5  V V = l o : GOSUB 6725 
2820 N E X T  
2830 IF  AC>0 THEN AC=AC - l 1 I F A C > 0  THEN 2840 
2835 A Z = l : POKE A A , 9 6 1 V V= 1 3 : GOSU8 672� 1 YV = 1 2 1  

BOSUB 672� 
2840 FOR1 = 1 T05 : J F R E < J > =0 THEN 2860 
2845 R C ( J J =RC ( J ) - l 1 I F  RC < I l >0 THEN 2860 
2850 RE ( J ) =l s POKE R A < I l , 9 6  
2855 V V = l 8 1 80SUB 672S 
2860 NEXT 
2865 GOSUB 67001SOSUB 6750 1 RETURN 

W.t-IEN YC)U HAVE Fl�ISHrJ) '!YPINC�. 
C:ONTINCE RF.AOIN(; 0:\' PA(;F, 37. 
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TYPE SEGMENT A OR 8, THEN TYPE SEGMENT C. 

3-a 
· 

- - - - - - - - - - - - - - - - - - - - - -

3000 REM MAGNET OR LODESTONE 
3 1 00 BN$ ( 3 l = " M " : B L $ ( 3 ) ="MA B " ' RETURN 

3-b 
- - - - - - - - - - - - - - - - - - - -

3008 REM MAGNET OR LODESTONE 
3310 BN$ ( 3 ) = " L " : BL $ ( 3 ) = w L O O " : RETURN 

_ _  3-c 
- - - - - - - - - - - - - - - - - - - -

3500 REH HURRICANE 
3 5 1 0  F D R I • 1 T031 FORJ • 1 T D 3  
3 5 1 2  I F  HE < I , J l =CC THEN HE < I , J > •96 
3 5 1 5  C=HP+I -2 + ( J - 2 ) tTH1 PDKE C , HE < I , J >  
352 111 NEX T 1 NE X T  
3522 X = H X + D X : Y=HY+DY : I F X >0 AND X < 3 1  AND Y > 0  

AND Y < 1 2  THEN 352S 
3523 GOSUB 359:5 
3:524 GOTO 3522 
3525 H X • H X + D X 1 HY•HY+DY1 HP•SC+HX+TH•HY 
3530 FOR l = I TD 3 1 FORJ•1 T03 
3533 C•HP+ J -2+ ( J - 2 l tTH 
3535 HE( l , J l =PEEK ! C l  
3536 l F  I=2 A N D  J = 2  THEN 354111 
3537 POKE C , HS 
354111 N E X T 1 N E X T  
35�0 R E H  CHECK E Y E  
35:5:5 I F  HE C 2 , 2 > =20 THEN D X = - D X 1 DY=-DY 
3557 I F  H E < 2 , 2 > = 1 6  THEN 3595 
3560 I F  A Z = lil  THEN 3580 
3562 X=ABS C AX-HX l : Y=ABS C A Y - H Y >  
3564 S Q = I N T < C X • X + Y •Y > n . S l 1 REM UP ARRO� 
3566 K=5 : I F BN$ ( 3 ) = " L "  THEN K o: l lll 
3568 IF <K-SQ > < 0  THEN 3'80 
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_ _  3-c _ Ccntinued _ _ _ _ _ _ _ _ _  _ 

3569 I F  AX=HX AND AY=HY THEN SOSUB 3S9 5 : H E ( 2  
, 2 l = 9 6 : POKE H P , 9 6 1 A Z • l 1 BOTO 3580 

3 5 7 0  I F  AX<HX THEN D X = - 1  
3 5 7 2  I F  AX>HX THEN D X = l  
3574 I F  AY<HY THEN D Y = - 1  
3576 I F  AY>HY THEN DY•l 
3 5 7 8  IF AXzHX THEN DX•B 
3 5 7 9  I F  AY•HY THEN DY•0 
3sa0 aosue 4701 
3:591 RETURN 
3595 DX=RNO C 3 > -2 : DY•RN0 f 3 l - 2 : I F  DX=0 AND D Y =  

0 AND SH•0 THEN 3�9� 
3 5 9 7  RETURN 
3 6 0 1  REM ATTRACTORS 
3 6 0 1  J F  A Z • 1  THEN RETURN 
3602 l F  DS< >96 THEN RETURN 
3605 EY=EY-3 1 GO S U 8  2711 
3 6 0 7  I F  8N$ ( J ) • " L "  THEN 36�0 
3 6 1 0  REM MATR I X  MAGNET 
3 6 1 2  DS• 1 3 1 .AC,.S 
3 6 1 5  AZ= l : A A=CP 
3 6 2 0  C=AA-S C : A Y • J NT ( C / TH ) t A X=C-TH•AY: RETURN 
3650 REM L I NEAR LODESTONE 
3 6 5 �  DS• 1 2 1 A C • l l 1 AC • l l 1 60TO 3 6 1 5  

\VHEN Y()U HAVE FINISHED ·rYPlN(;, 
(:()NTINUE R.EADING ON PA(;£ 50. 
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I - • 

TYPE SEGMENT A OR B. THEN TYPE SEGMENT C. 

4- -- - - - - - - - - - - - - - - - - - -

4010 REM GLOBE OR SHI ELD 
4 1 00 BN$ < 4 l = " 6 '' : BL S < 4 l = " 6L D " : RETURN 

- - -

_ _  
4-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4000 REM G L O B E  OR S H I E L D  
4300 BN$ ( 4 l = " S " : BL $ ( 4 J = K SHL " : RETURN 

_ _  4-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4Sll REM V I LLAGE CHECK 
4�0� FL=0 : FOR I = 1 T0 3 : F ORJ=1 T03 
4 5 1 0  IF HE < I , J l < >VS THEN 4520 
4 5 1 5  HE < I , J l = 96: VN=VN - 1 : EH=EH + 1 0 1 GOSUB 4900 
4 5 1 7  IF VN< 1 THEN F L = l  
4520 N E X T 1 N E X T  
4 5 2 5  I F  FL=0 THEN RETURN 
4 5 3 0  FOR 1 = 1 T0 3 : S O UND20 , 2 : N E X T  
4535 C L S : PR I N T " HURRICANE MOVES T O  NEW AREA ! "  
4 5 3 7  EY=EY-20 
4 5 4 0  FORI = 1 T 0900 : NE X T ; G O T O  8600 
4600 REH SAVE V I LLAGE 
4602 E Y = E Y - 3 : 60SUB 2700 
4605 J F  8Nf ( 4 l = " 5 "  THEN 4650 
4 6 1 0  REH GRAPHI C  GLOBE 
4 6 1 2  I F  O S < >96 THEN RETURN 
4 6 1 5  DS=4 2 : G G =lll 
4 6 2 0  J F  PEEK ( C P + 2 l =42 THEN 6 6 = 1  
4622 I F  PEEK ( C P-2 1 =42 THEN G G =- 1 
4624 J F  PEEK ( C P - 2 * T H l =42 THEN 66=- T H  
4626 I F  PEEK CCP+2*TH l =42 THEN SG=TH 
4620 J F  66=0 THEN RETURN 
4630 lF  PEE l< < CP+GG > < >VS THEN R E T UR N  
4635 POKE CP+GG , 23 9 : VN=VN- l : RETURN 

I (iG 



4-c - - - - - - - - - - - - - - - - - - - - - -

4650 REM STAT I C  S H I E L D  
4655 IF DS< >VS THEN RETURN 
4660 DS=23 9 1 E Y=EV-6: VN=VN - l 1 RETURN 
4700 REM FURTHER COLL I S I ONS 
4705 J F  HE ( 2 , 2 ) = 1 4  THEN H E l 2 , 2 l =961 EH=EH-S 1 G  

OSUB 4800 
4 7 1 0  IF  H E ( 2 , 2 > =6 THEN HE 1 2 1 2 1 = 9 6 : EH=EH- 1 0 : 6  

OSUB 4800 
4 7 1 5  IF  H E l 2 , 2 l = 23 THEN H E ( 2 , 2 l =96: EH=EH- S : G  

OSUB 4800 
4720 RETURN 
4800 REM BOMB SOUND 
4805 FORYY=20 T 0 1 STEP- 1 1 S O U N D Y Y * 1 0+50 , 1 J N E X T 1  

GOSUB 1 9 0 0 : RETURN 
4900 REH V I LLAGE D I E  SOUND 
4905 FORY Y = 1 TO S : SOUND2 5 1 , 2 : NE X T : RETURN 

\\' �fE.'\ Y()L� I L\ VE flJ',;ISHEI> ·rYPIN(;, 
(:():\"·r1 '.\'.l!E H.E.1\l)l�(� ()N P1\(;E 64. 
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C. 

5-a - - - - - - - - - - - - - - -- - - - - - -
5000 R E K  UNI  OR M U L T I  TRAPPER 
5 1 00 B N $ ( 5 l = " U 11 : BL $ l 5 1 = " UN I " : RETURN 

_ _  5-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5000 REM UNI  OR M U L T I  TRAPPER 
5300 BN$ ( 5 l = " R " : BL$ l 5 l = " M L T " : RETURN 

_ _  s-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5500 REM F I RE B U T T O N  
5505 GOSUB 750 0 1 F L = B  
5 5 1 0  A S = I NKEY S : J F  AS= 1 • � THEN 5 5 1 0  
5515 PRI NT844B , 11 " ; : F O R I = 1 T062 : PR I N T "  " ; r NE X  

T 
5529 FOR J • J T07 1 J F  AS•BNS ( I l  T H E N  F L = J  
5525 N E X T  
5530 IF FL=� THEN P R J N Ti448 � "  THAT WAS N O T  A 

POSSIBLE CHOICE ! " J : GOSUB 558 5 : G OT05500 
5535 P R I NTl448 , "  YOUR CHO I CE WAS " ; BN S C FL I ; �  

- " r 8L S C F L l ; 1 GOSUB 6500 
5585 FORJ=1 T0800 : N E X T : RETURN 
5600 REM TRAPPERS 
5605 I F  D S < >96 THEN RETURN 
5607 E Y = E Y - l : GOSUB 2700 
5668 IF BNS C 5 l = " R "  THEN 5651 
5 6 1 0  REH U N I  TRAPPER 
5 6 1 2  IF RE C 1 l = 1  THEN RETURN 
5 6 1 5  DS=2l : RE C 1 > = 1 : RA C 1 l =CP 1 RC C 1 l = 5 : RETURN 
5650 REM MUL T I  TRAPPER 
5655 F O R I = 1 T051 IF RE < I > = l  THEN 5670 
5660 DS= l 8 1 RE I I > = 1 : R A C i l =CP : RC ( J l •51 I=5 
5670 N E X T r RETURN 
5711111 REM TRAPS 
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_ _  5-c _ Cantinued _ _ _ _ _ _  - - - -

5705 J F  H E < 2 , 2 > = 2 1  THEN SH= 1 : R X = 8 t HE C 2 , 2 > =96 
I D X • Q ll  DY::al 

5 7 1 0  I F  H E t 2 , 2 l = 1 8  THEN SH=1 : R X=4 : HE t 2 1 2 ) =96 
1 D X • Q ll  DV•B 

5 7 1 5  I F  SH=0 THEN RETURN 
�721 RX=R X - 1 1 I F R X < l  THEN SH=S: GOSUB 3595 
S725 RETURN 

WHEN Y<>Ll H1\ VE FINISHEI) 'I'YPI'.\IG, 
(�()'.\ITINUF. RE1\DJT\(; ()N PA(;E 70. 
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TYPE SEGMENT A OR B. THEN TYPE SEGMENT C. 

_ 6-a_ ...... _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6000 REM BOMBS OR M I NES 
6 1 0 0  BNf l 6 J = " D " : BL f ( 6 ) = " BH 8 " 1 RETURN 

_ _  6-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6000 R E M  BOMFS O R  M I NES 
6300 BN$ ( 6 J = " N " : BL $ ( 6 ) = " M l N h : RETURN 

6-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6500 REM CHOICES 
6 5 1 0  ON FL GOSUB 1 6 0 0 , 2600 , 3600, 4600 , 5600 1 66 

"" t 7 700 
6520 RETURN 
6600 REH BOM B S I M lNES 
6602 E Y = E Y - 3 : 60SUB 2700 
6607 IF DS< >96 THEN RETURN 
6618 IF C T > J  THEN RETURN 
6 6 1 0  I F  BN$ C 6 l = " N "  THEN 6650 
6 6 1 5  REH D I G I  BOMB 
6620 DS=4 : CT = 5 : DA=CP: RE T U R N  
6650 R E H  SECTOR BOHB 
6655 DS= 1 4 : CT= 1 0 t DA•CP: RETURN 
6700 REH KORE COUNTERS 
6705 IF CT< l THEN RETURN 
6 7 1 0  CT=CT· l : I F CT< l AND HE ( 2 1 2 ) =4 THEN GDSU 

B 480B1 EH•EH·20 1 GOSUB 4800 
6 7 1 5  I F  C T > 0  THEN RETURN 
6720 POKE D A , 9 4 : GOSUB 4S00 s VV•4 
6725 FOR I = I TO J 1 FORJ = I TOJ 1 I F  H E C I , J > •VV THEN 

HE C J , J ) =96 
6730 NEX T 1 NE X T : RETURN 
6750 FORI• lTOFW a l F  FE C I > =t THEN 6780 
6755 F C C t > •FC t l J -J 1 IF FC C I > >0 THEN 6781 
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_ _  6-c _ Continued _ _ _ _ _ _ _ _  _ 

6760 F E < I > =0 : POKE FA < I l , 9 6 : VV=WN : GOSUB 6725 
6780 N E X T : RETURN 
6900 REM T I M E  15 UP·-YOU LOSE 
6905 F O R I = 1 T051 SOUND1 5B , 1 : NE X T : CLS 
6 9 1 0  P R I M T " YOUR T I ME RAN OUT , THE HURRICANE"  

J 
6 9 1 5  P R I N T " DESTROYED VENTUR I A ! " 1 GO T O  6990 
6950 RE" HURRICANE D I E S  
6955 FORI = l T05: SOUND 1 00 , 1 : NE X T : CLS 
6960 P R l N T " YOU DESTROYED THE HURRICANE" 
6965 P R I N T " AND SAVED VENTUR I A ! " 1 GDTO 6'91 
6990 RE" REPLAY 
6992 P R I N T 1 P R J N T N PRESS ANY KEY TO P L A Y  A B A J N  

! II J 
6994 A$=I N�EV$ : I F A$= " "  THEN 6994 
6996 RUN 

\VliE:'\f Y()U H A.  VE FINISHE11 'I'YPI:\G, 

c:o:'-r rINL'E. REA.DIN(; (_)N P.<\(;E. 82. 
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TYPE SEGMENT A OR 8, THEN TYPE SEGMENT C. 

_ _  7-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 
7060 REM WALLS OR F E N C E S  

7 1 0 0  BN$ 1 7 > = " W " i 8L $ 1 7 ) = "W A L w 1 RETURN 

_ _  7-b_ - - - - - - - - - - - - - - - - - - -
7000 REM W A L L S  OR F E N C E S  

7300 BN$ ( 7 > = " F " 1 BL $ 1 7 > = " F EN " 1 RETURN 

- _7-c_ - - - - - - - - - - - - - - - - - - -
7500 RE'1 ACTION CHOICES 
7505 PRINTl4 1 6 , " -------CHOOSE YOUR WEAPO N ! - -

_ _ _ _  .. , 
7 5 1 0  P R I N T "  " 1 1 FO R I = 1 TD4 
7 5 1 5  PRINT BN$ ( J ) ; N - n 8 L$ 1 l ) ; "  " 1 1 N E X T  
7521 P R J N T 1 P R I N T •  · · BN f ( S J 1 " - " 1 BL $ ( 5 J ; 
7525 P R I N T �  TRAPPER • 1 1 FDRI=6T07 
7538 P R I N T  BN$ C l > 1 • - " 1 BLf < l > ; "  " ; 1 NE X T  
753:5 RETURN 
761118 RE'1 SCORE 
7685 P R I N T l4 1 6 , " --- -- - - - - - - ---SCORE----- - - - -

- - - - " •  
7 6 1 9  P R I NT " E N E R G Y s  HURRICANE " 1 EH J " YOU " 1 E Y 1 "  

• 

7620 P R I N T "  M I NUTES M ; J N T < BN J ; M  V I LLABES" ; VN ;  
II II ' 

7625 RETURN 
7701 RE� BARRIERS 
7782 EY=EV-31 GOSUB 270111 
771� IF DS< >96 THEN RETURN 
7717 FW•3: WNs23 
7 7 1 0  IF 8Nf ( 7 J • - F M  THEN FW=6iWN•6 
7 7 1 5  FOR I = 1 TOFW : I F  F E < I J = 1  THEN 7738 
7720 DS•WN 1 FE < I J • l 1 FA < I J •CP1 F C C l ) • l l-FW1 I •FW 
7731 N E X T 1 RETURN 
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_ _  7-c _Continued _ _ _ _ _ _ _ _ _  _ 

B�00 REM ONE-TIME I N I T  
8593 IF  PEEK < 2 5 > < >6 THEN P R I N T " PLEASE TYPE 

POKE 2 5 1 6 1 NEW ' " 1 STOP 
8515 SC=1 0 2 4 1 TH=32 : CC = l 59 
8 5 1 0  HS=246: EH=S00 : E Y=500: 8N•999 
8 5 1 5  D I P!  HE ( 3 1 3 ) , BL f ( 7) 1BNf ( 7 )  
8 5 1 7  D I M  D (29l t T A ( 5 )  I T E < S >  I T C ( S )  
8 5 1 8  D i l1  RA ( 5 )  , R E ( 5 )  1 RC ( 5) 
8 5 1 9  0 1 11  F A ( 1 Bl , FE ( l B ) 1 F C ( 1 0 l  
BS2B 60SUB 1 100: 60SUB 2800 1 BOSUB 3108JGOSUB 

4111lla 
8522 SOSUB 50011 SOSUB 61011SOSUB 7101 
a600 REM EVERY I N I T  
8615 CLS 
8 6 1 1  FOR l = 1 T 03J FORJ = 1 T03 1 HE ! I 1 J ) =9 6 1 NEX T 1 N E X  

T 
8 6 1 5  HX• 1 1 HY • 6 1 HP•SC+HX+HY• T H 1 D X • l 1 DY•I 
8620 SH•0 1 VN=211VS= 1 7 S  
8622 FOR I = - 1 T 0 1 1 FORJ=- I T O l 1 POKE HP+I+TH* J 1 H S  

1 NE X T 1 N E X T  
8625 FOR I = lTOVN 
8627 VX=RN0 ( 30 l : VY=RND ( 1 1 l  
8628 VP=SC+VX+TH•VY 
8630 IF PEEK ( V P l < >96 THEN 8627 
8632 POKE V P , V S 1 N E X T  
8635 C X = l 6 : C V = 6 1 CP=SC+CX+TH•CY 
8640 DS=961BB=l1CT=0 
8645 TN= 1 : AZ • 0 1 FO R l = l T OS : T E ( l l •l 1 RE C l l =l : FE<  

I l =L1.1 NEXT 
8 6 4 7  DS=PEE K (CPl 
8650 PliKE CP 1 CC 
8655 SOSUB 76el0 
8695 SOTO 1 51110 

V\'HEN YOu HAVE Flf\iISHEI) TYPJN(;, 
co�·r1NC.E ll.E1\Dl.N(; ON PA.GE 93. 
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COMPUTER � _ f'�. 
There's a malfunction jamming Ventu_ria's J-==�: � � computer network The noble Ventunans . -- .,...:, -l � ' - . 
will be doomed-unless you can come ,, -� '! • •• \ 
up with the password that will undo the �v-v\.....:""' ' 

glitch. We challenge you to create a password you think can 
be programmed into the computer to repair the malfu nction . 

You can choose fr1Jm any word in the universe-or you can 
make one up! The password will be judged on originality and 
inventiveness. 

E!e sure to send in your en1ry blank tiefore December 31 , 

1985. Please send this original entry blank because no photcr 
static copies will be accepted. Thewinnerwill be notified per
sonally by the judges. Send this coupon to: 

.-----------------------------------------
DELL PUBLISHING CO., INC. BR786A 
Dopt: BFYR-AE 
245 East 47 Street, New York, NY 10017 

Name _________________ _ _ _  _ 
Adoress �. ------------------
City _ __ _ __ S1a1e_ .. ____ __...1p __ _ 
Tele;>tlone no. __________ ,Age ___ _ 

Write the password here=-----------

Voia wnere pronib11ea b)' saw. 
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t �  EBOOKS �j 
f ··.'. Sieve Jackson. Peter Andrew Jones. Ian Livingstone /. ""' "" . .  ,,.,.... � .. , .... ,. 

These e><.ciling paperbacks-pan story. part game-combine 
the bes.I elements of Dungeons and Dragons and Choose Yow 
Own Adventure They feature score sheets. monster encou n
ters, and elaborate combat systems played with a pair ol dice 
and a pencil. The reader decides which route 10 take, which 
monsters to light, and where to use his special knowledge of 
the maqic arts 

STARSHP -:-RAVE_L[R $1 95 982·1 1 ::. 

__ r . 'L 'WA ::;_ ()CK Of I ,�[TOP rv101_: l>JTAl\l $2 25 99.:>e 1 4 
--1E CTADEL OF CH.ADS. S1 !l�> �ll'.·'ili!-ii 

__ TI lE FORE s-OF ooo•,t s i 9f; 9;:r, ;·8 ;i 
CITY OF THI EVES. S 1 9fo '!1:�f4-� 
"11 'A-- r "' Af"1' 1• 11•• LC'l' · c2 ··" c J 717-,. _ 1 . r -. , . \_.l'\\..'1 '" .., �... � , , .. 

__ ISL Al•Jll 0 • . >-ii:- LILAHD ><: INCi $2 25 :1402 7 3 

sconPK)N �;WAMP. S2 25 97f.76·6 
Not av<iilable in (ana da 

Al your local book&to1e or use !hi� handy coupon lororde.ing: 

DEll READERS SERVICE-Dept. 872.0B 
P.O. BOX lOOO. PINE BROOK. N.J. 07058 

Pit»! stm h11e 1M 1b1m 1111!!•1 : a111 eocl•,itlg S .. ··
----lPltue aod 15e peo covt 10 Cll'ltr 
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