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A va nt-Propos 

The games presented in this book use features specific to your 

computer: sound, colors, animated graphics, etc. For this reason, 

these programs only work on the computer for which they were 

designed and are difficult to adapt to different hardware.

Beyond the game itself, studying these programs will teach you 

many programming techniques that will be very useful for developing 

your own programs.



NOTES ABOUT THE PROGRAMS

Programs must be typed as they are reproduced, with the 

exception of comments (lines beginning with the REM instruction) 

that are not necessary for their operation. However, it is advisable to 

keep the line containing the name of the programs (line 10) so that 

you can identify them later. They must be recorded on tape to avoid 

having to retype each use. Because of the frequent use of the POKE 

instruction, it is prudent to record programs before running them. 

Indeed, a simple typo can sometimes cause a computer crash when 

launching a program. In some cases, you will be forced to unplug and 

reconnect the computer to restart it and your program will be lost if 

you have not registered it before. If not, you can reload it into 

memory, look for the error (or errors), and save the corrected version. 

Use for this instruction

CSA VE "< name>" 

replacing <name> with the name of the program to be saved. 

Example: to save the BLITZ program, type

CSA VE "BLITZ" 

and press the RETURN button after pressing the PLAY and RECORD 

buttons on the recorder. To reload a program, rewind the tape until 

the beginning of the program (some tape recorders have a counter, 

very useful if you have taken note of the number before recording) 

and type CLOAD "<name>". If you want, for example, to reload the 

BLITZ program, type

CLOAD "BLITZ" 

and press the RETURN, J button. You can also simply type 

CLOAD (return) 

(For the difference between these two commands, refer to your 

instruction manual.)



In order to minimize the risk of errors, the program listings have 

been reproduced by photography. If your programs do not work, 

check them carefully, especially considering the following points

- forgotten lines,
- wrong line numbers,

- typing errors (pay particular attention not to be confused with

the letter O and the digit O or the letter I and the number 1).

All presented games work in BASIC COLOR except Parachute 

and Landing which require the EXTENDED BASIC COLOR.





SQUASH 

Thanks to your computer, you can play squash sitting in an 
armchair. The racket is moved using the joystick or the <A>, <S> 
keys and spacebar. You have ten balls that you must keep in play as 
long as possible. Each ball returned earns one point.

10 REM ********** 

20 REM * SQUASH * 

30 REM ********** 

40 GOTO 280 

50 L=INT(JOYSTK(0}/2+444> 

60 IF ABS<L-R)>l THEN R=R+2*SGN( L-R> 

70 RETURN 

80 D$=INKEY$ 

90 D=2* ( (D$="A") - (D$="S")) 

100 IF D<>O THEN DO=D 

110 IF D$=" " THEN DO=O 

120 R=R+DO 

130 RETURN 140 V='v'+DV 144 REM 



12 SQUASH 

145 REM BOUCLE PRINCIPALE 
146 REM 
150 H=H+DH 
160 POl<E B+MM,CN 
170 B=V*32+H 
180 POl<E B+MM,CB 
190 IF V=13 AND ABS(R-29-B}>l TH EN 540 
200 IF V=13 THEN S=S+l:SDUND 1,1 210 IF V=l OR 
V=13 THEN DV=-DV 220 IF H=l OR H=30 THEN DH=-DH 
230 ON JS GOSUB 50,80 
240 IF R<446 THEN R=446 
250 IF R>475 THEN R=475 
260 PRINT@ R,R$; 
270 GOTO 140 
274 REM 
275 REM INITIALISATION 
276 REM 
280 CLS 
290 GOSUB 480 
300 FOR 1=1024 TD 1055 
310 POl<E I,175 
320 NEXT I 
330 FOR I=l TO 12 
340 POKE 1*32+1024,175 
350 POl<E 1*32+1055,175 
360 NEXT I 
370 R=463 
380 RS=CHR$(32}+CHRS(32J+CHR$(13 l)+CHR
$(131)+CHR$(131)+CHR$(32)+ CHR$(32) 
390 CB=79 
400 H=RND(28)+1 
410 V=12 
420 B=V*32+H 
430 CN=96 
440 MM=1024 



45() D'../=-· 1 
460 DH=<RND(2)-1.5)*2 
470 GOTO 140 
480 PRINT@ 203,"JOYSTICI< 
490 D$=INKEY$ 
500 IF D$= HII THEN 490 

SQUASH 13 

510 IF D$="0" THEN JS=l ELSE JS= 
2 
52(; CLS 
530 RETURN 
534 F�Ef-r1 
535 REM PERDU 
5::'.!;6 REM 
540 NB=NB+l 
550 IF NB=ll THEN 640 
560 POKE B+MM�CN 
570 FOR I=l TO 3 
580 SOUND 1,1 
590 FOR J=l TO 100 
600 NEXT J 
6:i.O NEXT I 
620 DO=O 
630 GOTO 400 
634 REM 
635 REM FIN 
636 REM 
640 PRINT@ 166,"SCORE :";S; 
650 IF S>Rl THEN Rl=S 
66() 
67(} 
680 

690 
700 
710 

730 

740 

PRINT@ 230,"RECORD :";R1; 
PRINT@ 294,"UNE AUTRE ?"; 
FOR I=l TO 500 
NEXT I 
NB=O 
S=CJ 

D$=INKEY$ 
IF D$="" THEN 720 
IF D:t<>"N" THEN 40 

750 END 





BLITZ 

Your mission is to destroy the city you fly over so you can land. At 
each passage, your plane flies a little lower. You can only drop a bomb 
(by pressing any key) when the previous bomb has reached its goal or 
the ground. When your plane has landed (or crashed into a building), 
the score is displayed along with the day's record. If this game seems 
too difficult, you can change the limits of the city (6 and 26, line 100).

10 REM *********

20 REM :* BLITZ *

30 REM *********

34 REM 
-:rc-
._:,,_J REM INITIALISATION 
36 REM 
39 REM A$=AVION 
40 A$=CHRS(128)+CHR$(155)+CHRS(l 
47) 
49 REM BS=BOMBE 
50 8$=CHR$ ( 145 > 
58 REM H=POSITIDN DE L'AVION ET 
59 REM SCORE 
60 H=O 
69 F:EM B=POSITION DE LA BOMBE 
70 B=O 
80 Bl=B 



16 BLITZ 

90 CLS 0 
94 REM 
95 REM AFFICHAGE DE LA VILLE 
96 REM 
99 REM 6 ET 26 : LIMITES VILLE 
100 FOR 1=6 TO 26 
110 C=RND(7}+151 
114 REM LIGNE 120: REMPLACER 8 
115 REM PAR VALEUR SUPERIEURE 
116 REM POUR DIMINUER LA HAUTEUR 
117 REM DES IMMEUBLES 
120 FOR J=15 TO RND(4}+8 STEP-1 
130 PRINT@ J*32+I,CHR$CC>; 
140 NEXT J 
150 NEXT I 
154 REM 
155 REM BOUCLE PRINCIPALE 
156 REM 
159 REM AFFICHAGE AVION 
160 PRINT@ H,A:t; 
169 REM AVION ECRASE? 
170 IF PEEK(1027+H><>128 THEN 24 
0 
179 REM TIR 
180 IF INKEY:t<>"" AND B=O THEN B 
=H+33 
189 REM BOMBE ATTEINT LE SOL 
190 IF B<>O THEN GOSUB 360 
199 REM PAS DE BOMBE LACHEE? 
200 IF B=O THEN GOSUB 400 
209 REM AVANCE AVION 
210 H=H+l 
219 REM AVION POSE? 
220 IF H=507 THEN 240 
230 GOTO 160 
234 REM 
235 REM AVION POSE OU ECRASE 
236 REM 



239 REM RECORD BATTU? 
240 IF H>R THEN R=H 
250 PRINT @ 3,"SCORE :";H, 
260 PF:INT "RECORD : "; R; 
270 FOR I=l TO 100 
280 NEXT I 
::?90 R$= I NKEY$ 
300 PRINT@ 73,"UNE AUTRE 
310 R$=INKEY:t-
320 IF R:t-="" THEN 310 
330 IF FU< >"N" THEN 40 
340 CLS 
350 END 
354 REM 
355 REM BOMBE LACHEE 
356 REM 
359 REM SOL ATTEINT? 
360 IF B>=510 THEN B=O 
365 REM AFFICHAGE BOMBE 
370 PRINT@ Bl,CHR$(128); 

?" . . ' 

380 IF B<>O THEN PRINT@ B,BS;:Bl 
=B:B=B+32 
390 RETURN 
394 REM 
395 REM DELAI POUR RALENTIR 
396 REM L 'AVION SI AUCUNE BOMBE 
397 REM N'EST LACHEE 
398 REM 
400 FOR I=l TO 20 
410 NEXT I 
420 RETURN 
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D.C.A.

The roles are now reversed. You maneuver the ACD and must try 
to shoot down the planes that pass over you. To shoot, use any key. At 
first you have ten missiles. If you shoot down eight planes, you get a 
bonus of eight points and eight additional missiles.

10 REM **********

20 REM * D.C.A. *

30 REM **********

40 CLEAR 250 
50 GOTO 490 
60 A$=RIGHT$CA$,1)+LEFT$(A$,31) 
70 B$=RIGHT$(B$,31)+LEFT$(B$,1) 
80 PRINT@ O,A$; 
90 PRINT@ 64,B$; 
100 R$=INKEY$ 
1 10 IF R$<>"" AND M=495 THEN M=4 
63�NM=NM-1 
120 IF M<>495 THEN M=M-64:PRINT@ 

M,MS;:PRINT@ M+64,0S; 
130 IF M<> 143 THEN 210 
140 IF POINT (32,5)(}0 THEN 210 
150 PRINT@ 79,CHR$(191); 
160 PRINT@ M,OS; 



20 D.C.A.

170 SOUND 1,1 
180 S=S+l 
190 B$=LEFT$(B$,14)+01$+RIGHT$(B 
$, 13) 
200 GOTO 280 
210 IF M<>79 THEN 300 
220 IF POINT(30,1J<>O THEN 300 
230 PRINT@ 15,CHR$(191); 
240 S=S+l 
250 PRit-lT@ M,0$; 
260 SOUND 1,1 
270 AS=LEFT$(A$,13)+01$+RIGHT$(A 
$, 14) 
280 IF S>l AND INT(S/BJ=S/8 THEN 

GOSUB 420 
290 M=495 
300 PFUNT@ 480,"S:";S;"M:";NM; 
310 IF NM<l AND M=495 THEN 340 
320 IF M<32 THEN M=495 
330 GOTO 60 
340 IF S>R THEN R=S 
350 PRINT@ 195,"SCORE :";S,"RECO 
RD : "; R; 
360 PRINT@ 233,"UNE AUTRE 
370 RS=INl<EYS 
380 IF R$="" THEN 370 
390 IF R:t< >"N" THEN 50 
400 CLS 
410 END 
420 A$=A1$ 
430 B$=B1$ 
440 NM=NM+B 
450 FOR I=l TO 300 
460 NEXT I 
470 S=S+B 
480 RETURN 
490 S=O 
500 A$="" 

? 11 • . , 



510 8$= 1111 

520 FOR I=l TO 32 
530 READ A,B 
540 A$=A$+CHR$(A) 
550 BS=BS+CHRS<B> 
560 I F  I /B=INT(I/8) THEN RESTORE 
570 NEXT I 
580 A1$=A$ 
590 B1$=B$ 
600 J$=CHR$(174)+CHR$(168)+CHRS< 
172) 
610 M=495 
620 M$=CHR$ ( 1 71 ) 
630 NM=10 
640 0$=CHR$ ( 1 75) 
650 CLS 3 
660 PRINT@ 494,J$; 
670 PR I NT@ O,AS; 
680 PR I NT@ 64,B$; 
690 01$="" 
700 FOR I =l TO 5 
710 01$=01$+CHR$(175) 
720 NEXT I 
730 GOTO 60 
740 DATA 175,175,164,172,172,172 
,172,168, 175,175,175,175,175,175 
, 175,175 
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TRACE
Two players compete to share living space. Everyone must strive, 

while moving, never to cross his or her opponent's track, and not to 

leave the rectangle drawn on the screen. Use the following joysticks or 

keys:

10 
20 
30 

40 
50 
60 
70 
80 
90 

Player Right : < P->, < L>, <; > & <. > 
Player Left : < W>, < A>, < S > & < Z > 

REM *********

REM * TRACE *

REM *********

GOSUB 850 
GOSUB 630 
ON JI< GOTO 150
FOR I=1 TO 50
NEXT I 
D$=INKEY$ 

100 Cl=(D$="L")-(D$="; ")+32*((D$ 
=" p" ) - ( D$=" • " ) ) 
110 C2=(D$="A")-(0$="S")+32*((0$ 
= "W " ) - < D$= 11 Z " ) > 
120 IF Cl <>O THEN Dl =Cl 
130 IF C2<>0 THEN D2=C2 
140 GOTO 270 
150 KO=JOYSTKCO) 
160 1<1=JOYSTl<(l ) 
170 K2=JOYSTK(2) 
180 K3=JOYSTl<(3) 
190 IF K0<26 AND 1<1)37 THEN S1=-
1 
200 IF K0>37 AND 1<1(26 THEN S1=1 
210 IF KO <26 AND 1<1<26 THEN S1= 
-32



24 TRACE 

220 
2 
230 
1 
240 
250 

260 
2 
270 
280 

IF K0>37 

IF K2<26 

IF K2>37 
IF 1<2<26 

IF �<2>37

IF S1< >O 
IF S2<>0 

290 Pl=Pl+Dl 

AND K1>37 THEN S1=3 

AND 1<3)37 THEN 52=-

AND 1<3<26 THEN 52=1 
AND K3<26 THEN S2=-

AND 1<3>37 THEN S2=3 

THEN Dl =S1 
THEN D2=S2 

300 IF PEEK(P1><>128 THEN 360 
310 POKE Pl ,Jl 
320 P2=P2+D2 
330 IF PEEK<P2><>128 THEN 410 
340 POKE P2,J2 
350 GOTO 60 
360 F2=F2+1 
370 GOSUB 590 
380 IF F2=10 THEN 460 
390 D$=INKEY$ 
400 GOTO 50 
410 Fl =Fl +l 
420 GOSUB 590 
430 IF Fl=l O THEN 500 
440 D$= INKEY$ 
450 GDTD 50 
460 CLS 
470 PRINT@ 165,"LE JOUEUR GAUCHE 

GAGNE" 
480 PRINT@ 202,F2;"A";Fl 
490 GOTO 530 
500 CLS 
510 PRINT@ 165,"LE JOUEUR DROIT 
GAGNE" 
520 PRit-lT@ 202, Fl ; "A"; F2 
530 R$=INKEY$ 



540 PR INT@ 266,"UNE AUTRE ?" 
550 R$= INl<EY$ 
560 IF R$="" THEN 540 
570 IF R$C=-"N" THEN RUN 
580 END 
590 FOR I=5 TO 255 STEP 5 
600 SOUND I,1 
610 NEXT I 
620 RETURN 
630 CLS 0
640 C=207 
650 J1=239 
660 J2=255 
670 P1=1272 
680 P2=1256 
690 Dl=-1 
700 D2=1 
710 FOR 1=1024 TO 1055 
720 POl<E I ,C 
730 POl<E 1+448,C 
740 NEXT I 
750 FOR I=l TO 13 
760 POKE 1*32+1024,C 
770 POKE 1*32+1055,C 
780 NEXT I 
790 PRINT@ 480,"JOUEUR GAUCHE";F 
2,"JOUEUR DROIT";Fl ;  
800 POl<E Pl ,Jl 
810 P01<E P2,J2 
820 S1=0 
830 S2=0 
840 RETURN 
850 CLS 
860 PRINT@ 170,"JOYSTICKS ?" 

870 D$=INKEY$ 
880 IF D$= 1111 THEN 870 
890 JK=-(D$="0") 
900 RETURN 
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SLALOM 

Go to winter sports without the risk of breaking a leg! Run from the 
top of the track and try to pass as many doors as possible without 
hitting the stakes. Hit any key to change direction.

10 REM ********** 

20 REM * SLALOM * 

30 REM ********** 

34 REM 

35 REM INITIALISATION 

36 REM 

38 REM TABLEAU DES POSITIONS 

39 REM DU Sl<IEUR 

40 DIM S$(1) 

50 FOR I:;:1 TO 32 

60 E$=E$+CHR$(207) 

70 NEXT I 

79 REM Sl<IEUR ALLANT A GAUCHE 

80 S$(0)=CHR$(201) 

89 REM Sl<IEUR ALLANT A DROITE 

90 S$Cl)=CHR$(198> 

99 REM FOND BLANC 

100 CLS 5 

I 



28 SLALOM 

108 REM DIRECTION 
109 REM 
1 10 D=-1 
1 18 REM POSITION 
1 19 REM DU Sl<IEUR 
120 J=16 

INITIALE 
GAUCHE 

INITIALE 

129 REM DESSIN DES PORTES 

: 

130 PS=CHRSC181J+CHRS<207J+CHR$C 
207J+CHRS(170) 
134 REM 
135 REM BOUCLE PRINCIPALE 
136 REM 
140 FOR 1<=1  TD 300 
145 REM CALCUL DES COORDONNEES 
146 REM DU SKIEUR 
150 Y=INT(J/32)*2 
160 X=<J- 16*Y)*2 
165 REM SKIEUR AU NIVEAU D'UNE 
166 REM POF:TE? 
170 IF 1<}=16 AND <K-5) / 10=INT ( Cl< 
-5)/10) THEN GOSUB 330
179 REM AFFICHAGE D'UNE PORTE?
180 IF 1<<284 AND K/lO=INT(K/10)
THEN GOSUB 350
189 REM MOUVEMENT DU SKIEUR
190 IF INl<EYS<>" " THEN D=-D
200 J=J+D
210 IF J<2 THEN J=2
220 IF J>29 THEN J=29
230 PRINT@ 511,ES;
240 PRINT@ J,SS(D/2+0.5);
250 NEXT I< 

254 REM
255 REM FIN DU PARCOURS
256 REM
260 PRINT@ 164,"PORTE(S) RATEE(S

: "; T; 



SLALO M 29 

270 PRI NT@ 229 , " UNE AUTRE DESCEN 
TE ? " ; 
280 D$= I NKEY$ 
290 I F  D$=" " THEN 280 
300 IF D:î< > " N "  THEN RUN 
3 1 0  CLS 
320 END 
324 REM 
325 REM PORTE RATEE? 
326 REM 
330 I F  PO INT < X-2 , Y > <>O OR PO INT (  
X+4 , Y > < >3 THEN IF PO I NT ( X -4 , Y > <> 
0 OR POINT C X+2 , Y > < >3 THEN T=T+ l :  
SOUND 1 , 1  
340 RETURN 
344 REM 
345 REM AFFICHAGE D ' UNE PORTE 
346 REM 
350 P l =RND (3 ) -2 
360 P=P-6*P l 
370 IF P< 482 THEN P=488 
380 IF P >506 THEN P=500 
390 PR INT@ P,P$ ; 
400 RETURN 





RAMASSE-MIETTES

Here's a curious way to use a computer: you must strive to pick up 
as quickly as possible the crumbs that lay on the tablecloth. You have 30 
seconds for a complete cleaning. The crumbs are represented by black 
dots. The joystick or the <W>, <A>, <S>, and <Z> keys let you control 
your garbage collector (represented by a black square).

10 REM ******************* 
20 REM * RAMASSE-MIETTES * 
30 REM ******************* 
40 GOTO 120 
50 KO=JOYSTK(O) 
60 K l=JOYSTK(l ) 
70 I F  K0<27 AND K 1< 27 THEN D=-32 
80 I F  K0>36 AND K1<27 THEN D=l 
90 IF K0< 27 AND K1)36 THEN D=- 1 
100 I F  K0 )36 AND 1< 1>36 THEN D=32 
1 10 GOTO 1 80 
120 GOSUB 300 
130 PRINT@ 480 , " TEMPS : " ; T ., "SCOR 
E : 1 1 ; S; 
140 I F  T=O THEN 640 
1 50 ON JS GOTO 50 
160 D$= I NKEY$ 



32 RAMASSE-M IETTES 

1 70 D=(D$=" A" } - ( 0$= " 5" } +32* < (D$= 
, .  t,.J . ,  ;; _ ( D$=" z " } ) 
1 80 I F  D< >O THEN DO=D 
190 D=O 
200 Pl =P+DO 
210 I F  PEEK(Pl } =CB THEN Pl =P 
220 I F  PEEK(Pl > =CM THEN S=S+ l : SO 
UND 1 , 1 : X = X + l 
230 POKE P , CN 
240 POl<E Pl , CJ 
250 P=Pl 
260 T l =T l -0. 2 
27'0 T=INT < T l > 
280 I F  X =NM THEN 750 
290 GOTO 1 30 
300 CLS 
3 1 0  PRI NT@ 203 , "JOYSTICI< ?" 
320 I F  I NKEY$< >" " THEN 320 
330 D$=INKEY$ 
340 IF D$= 1 1 1 1  THEN 330 
350 IF D$= " 0 "  THEN JS= l  ELSE JS= 
0 
360 CLS 
370 CB=159 
380 CM=l l O  
390 CN=96 
400 CJ=128 
410 S=O 
420 NM=l O 
430 X=O 
440 FOR 1=1024 TO 1055 
450 POKE I , CB 
460 POKE I +448,CB 
470 NE XT I 
480 FOR I=l TD 13 
490 POKE I*32+1024 , CB 
500 POl<E I*32+ 1 055 , CB 
510 NEXT I 



520 FOR I=l TO NM 
530 P=RND (416 ) +1056 
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540 IF  PEEK < P > <>96 THEN 530 
550 POl<E P , CM 
560 NEXT I 
570 P=RND(416)+1056 
580 I F  PEEK C P > < >96 THEN 570 
590 POl<E P , CJ 
600 T 1 =30 
610 T=T l 
620 DO=O 
630 RETURN 
640 FOR I =l TO 500 
650 NEXT I 
660 I F  I Nl<EY$( ) "" THEN 660 
670 I F  S>R THEN R=S 
680 PR I NT@ 167,"RECDRD :";R; 
690 PR I NT@ 231, " UNE AUTRE ?"; 
700 D$= I Nl<EY$ 
710 I F  D$="" THEN 700 
720 I F  D:f< > " N" THEN 120 
730 CLS 
740 END 
750 NM=NM+l 
760 POl<E Pl,CN 
770 GOSUB 430 
780 GOTO 130 





TANK 

Try to follow the road with your tank while avoiding the mines that are 
located randomly by the computer. To navigate, use the <,> and 
<keys. >. If the passage is blocked, you can blow a mine by firing one 
of your ten shells (hit the spacebar).

10 REM ******** 

20 REM * TANI< * 

30 REM ******** 

40 GOSUB 210 

44 REM 

45 REM BOUCLE PRINCIPALE 
46 REM 

50 X$=INl<EY$ 

60 T=T+CX$=G$)-(X$=D$) 

70 POKE Tl,CR 

80 PRINT R$ 

90 IF PEEl<CT><>CR THEN 490 

100 POKE T,CT 

110 IF X$=B$ THEN GOSUB 430 

120 Tl=T 

130 PO=RND(7)+D 

140 POKE PO,CM 

150 PO=RNDC7)+D 

160 POKE PD,CM 

170 = +1



36 TAN K  

1 80 FOR I=l 
190 NEXT I 
194 REM 

TO DL-S 

10= 
, J REM I N I T I AL I SAT I ON 

196 REM 
200 GOTO 50 
210 CLS 
220 T=1232 
23<) Tl =T 
240 S=O 
250 CT=84 
260 CR=96 
270 CM=106 
280 OL=200 
290 0= 1484 
300 R$= " ll 
3 1 0 FOR I =l TO 1 1  
320 R$=R$+ l l l i

330 NEXT I
340 R$=R$+"XX X X "
350 0$= l l . li 

360 8$=", Il  

370 B$= " I l

380 OB=lO 
390 FOR I =l TO 15  
400 PRI NT R$ 
4 1 0  NEXT I 
420 RETURN 
424 REM 
425 REM T I R  
426 REM 
430 IF OB=O THEN 480 
440 OB=OB- 1 
450 FOR I =l TO 5 
460 POl<E T+32,CR 
470 NEXT I 
480 RETURN 
484 REM 



485 
486 
490 
500 
510 
520 
530 
540 
550 
560 

REM 
REM 
FOR 
POKE 
FOR 
NEXT 
POl<E 
FOR 
NEXT 
NEXT 

PERDU 

I=l TO 10 
T , CR 

J=l  TO 100 
J 
T ,  1 9 1  

J=l TO 100 
J 
I 

570 IF S>R THEN R=S 
580 CLS 
590 PRINT@ 234 , " SCORE : " ; S ; 
600 PRINT@ 298 , "RECORD : " ; R; 
6 10 PRINT@ 362 , " UNE AUTRE ? " ; 
620 X$=INl<EY$ 
630 IF X$< >"" THEN 620 
640 X$= I Nl<EY$ 
650 IF X$= " " THEN 640 
660 IF X$< > " N "  THEN 40 
670 CLS 
680 END 

TANK  37 





ALPHABET

Here is a game of skill enough, difficult. You will try to mark as many 
points as possible by erasing the letters displayed by the computer. Use 
the joystick or the <W> (up), <Z> (down), <A> (left), and <S> (right) 
keys. Warning: you must erase the letters in alphabetical order, avoiding 
obstacles placed randomly on the screen, and this in a limited time. (The 
remaining time is displayed at the bottom of the screen.) When all the 
letters are erased, the game resumes with an additional letter.

1 0  HEM ************ 

20 REM * ALPHABET *

30 REM ************

40 GOSUB 790
50 S=O 
60 X=O 
7 f) CN=223 
80 CP= 1 91 
90 GOSUB 520 
1 00 FOR I =l TO X
1 1 0 ON J I< GOTO 1 60 
120 D$= I Nl<EY$ 
1 30 D= ( D$= " A "  ) - ( D$= 1 1  S 1 1  ) +32* ( ( D:t=
, .  t,,J ,. ) _ < D:t-= " z " ) )
1 40 I F  D< >O THEN DO=D 
1 50 GOTO 240 
1 6t KO=J OYSTK ( 0 )

1 70 K l  =J OYSTK ( l )  
1 8  r - K { ?7 AND K 1 < 27 THEN KS=-



40 ALPHABET 

1 90 IF K0 )36 AND K 1 < 27 THEN KS= l 
200 I F  K0< 27 AND K 1 )36 THEN KS=-
1 
2 1 0  IF  K0 )27 AND K 1 >27 THEN KS=3 
2 
220 I F  KS< >O THEN DO=KS 
230 KS=O 
240 T=T-0 . 1  
250 F'R ï NT@ 480 ,, " TEMPS : " ; INT ( T+ l  
) .. � 
260 I F  T< O THEN 4 10 
270 P=P+DO 
280 C=PEEK ( P )  
290 I F  C= I +64 THEN S=S+ I : SOUND 1 
, 1 : GOTO 350 
300 I F  C< >223 THEN P=Pl  
310 POKE Pl , CN 
:::20 POKE P , CP 
330 
340 
35(J 
�:6 () 

370 
38() 

P l =P 
GOTO 
POKE 
POKE 
P l =P 
NE XT  

1 1 0 
P l  , CN 
P , CP 

I
390 GOSUB 520 
400 GOTO 1 00 
4 1 0  D$=INKEY$ 
420 I F  R< S THEN R=S 
430 PR I NT@ 166 , " TEMPS ECOULE " ;
440 PR I NT@ 234 , " SCORE : ";S; 
450 PRINT@ 266 , " RECORD : ";  F: ; 
460 PR I NT@ 326 7 " UNE AUTRE ?"; 
470 D$= INKEY$ 
480 I F  D$= " " THEN 470 
490 I F  D:t-< > " N " THEN 50 
500 

5 1 0  
52<) 

� ,  r 
L L ;:J

END 
CLS 6 



5::0 X = X +l 
540 FOR 1 = 1 024 TO 1055 
550 POKE I , 159 
560 POKE 448+ 1 , 159 
570 NEX T  I 
580 FOR I=l TO 13 
590 POKE 1*32+ 1 024 , 159 
600 POKE 1 *32+1055,159 
6 1 0  NEXT I 
620 FOR I = l TO 70 
630 GOSUB 760 
640 POl<E P , 128 
650 NEXT I 
660 FOR I =l TO X 
670 GOSUB 760 
680 POKE P,I +64 
690 NEXT I 
700 GOSUB 760 
710 POKE P , CP 
720 P l=P 
730 T=50 
740 DO=O 
750 RETURN 
760 P=RND ( 414 ) +1056 
770 IF  PEEK(P > < >CN THEN 760 
780 RETURN 
790 CLS 
800 PRINT@ 203," JOYSTICI< ? "  
810 D$= I Nl<EY$ 
820 I F  D$= " " THEN 810 
830 I F  D$= " 0" THEN JK=l 
840 RETURN 

ALPHAB ET 41 





-A TTERRISSA GE

After  a  long  jou rney  i n  ze ro  g rav i ty ,  l and ing  a  space  
shutt l e  smooth ly  i s  not  easy ;  but  thanks  to  your  computer ,  
you  w i l l  be  ab le  to  t ra in  safe ly .  You  must  put  your  shutt l e  on  
the  a rea  p rov ided  fo r  th i s  pu rpose .  You  can  move r ight  and  
l e f t  us ing  the  < ,> and  <keys .  > or  s low  down  your  descent  
w i t h  the  spacebar .  The  amount  of  fue l  ava i l ab le  i s  i nd icated  
by  the  l ength  of  the  hor i zonta l  l i ne  a t  the  top  of  the  sc reen .

10 REM **************** 
20 REM * ATTERRISSAGE * 
30 REM **************** 
40 F'CLEAR 4 
50 DIM N ( 15 , 20 )  
6 0  D I M  R ( 15 , 20 )  
70 D I M  C ( 15, 10) 
80 FU=100 

90 GOTO 560 
1 00 G0SUB 710 
1 1 0 DV=DV+ l 
1 20 I F  FU< l THEN D$= 1 1 1 1 :GOTO 1 40 
1 30 D$= I Nl<EY$ 
1 40 DV=DV+3*(D$=" " )  
1 DH=DH 1- C O$ = " . " )  - ( ))$ = " ,  " )  



44 ATTERR ISSAGE 

160 IF D$< > "" THEN FU=FU-1: FF= l 
170 DRAW " COL " +STR$ ( FF )  
180 FF=O 
190 IF MH<O DR NH >255 THEN 220 
200 IF MV< O THEN 220 
2 1 0  PUT ( MH , MV}- ( NH , NV> ,R , PSET 
220 NH=NH+DH 
230 NV=NV+DV 
240 IF NV > 1 87 THEN 3 1 0  
250 MV=NV-20 
260 MH=NH-1 5  
270 IF MH< O DR NH>255 THEN 110 
280 IF MV<O THEN 110 
290 PUT ( MH , MV}- ( NH , NV) , N , PSET 
300 GOTO 110 
3 10 IF DV>5 THEN 390 
320 IF ABS < NH-A ) >4 THEN 390 
330 IF ABS ( DH ) >l THEN 390 
340 PUT ( MH , 1 67 ) - ( NH , 1 87} , N , PSET 
350 FOR I=O TO 1000 
360 NEXT I 
370 S=S+ l O  
380 GOTO 100 
390 I F  MH< O OR NH>240 THEN 430 
400 I F  MV< O OR NV>19 1 THEN 420 
4 1 0  PUT ( MH , MV ) - ( NH , NV > , R , PSET 
420 PUT C MH , 1 81) - ( NH , 1 91 ) , C , PSET 
430 FOR I=l TO 1000 
440 NEX T I 
450 CLS 
460 SCREEN O , O  
470 PR INT@ 162 , " VOTRE NAVETTE S '  
EST ECRASEE" 
480 PRINT@ 234 , " SCDRE : " ; S  
490 PRINT@ 298 , " UNE AUTRE ? "  
500 I F  INKEY$<>" " THEN 500 
5 1 0  D$=INKEY$ 
520 IF D$= 1 1 1 1  THEN 510 



530 IF D$< > " N "  THEN RUN 
540 CLS 
550 END 
560 PCLS 
570 CLS 

ATTERR I SSAGE 45 

580 PRINT@ 166 , "ATTENT ION . . .  " 
590 PMODE 4 
600 FOR I =O TO 15 
610 FOR J=O TO 10 
620 C(I , J)=RND(500 ) 
630 NEXT J 
640 NEXT I 
650 PR INT@ 166,"TENEZ-VOUS PRET" 
660 DRAW " BM50,50R2L1U3E3H4U6E4R 
7F4D6G4F3D3L1R2L1U3H3L3D2R1D1U1L 
3D 1U1R 1 U2L3" 
670 PAINT ( 55,40) 
680 GET ( 50,30 ) - ( 65,50 ) , N,G 
690 GET < 0,0)-(15,20> ,R,G 
700 GOTO 100 
710 PCLS 
720 PMODE 4 
730 A=RND(216)+20 
740 DRAl� " BM " +STR$ < A> + " ,  1BBR4L23 
D1R23D1L23 " 
750 NH= 120 
760 NV=20 
770 DH=O 
780 DV=O 
790 MV=O 
800 MH=NH-15 
810 FU=FU+ lO 
820 DRAW " BM0,3R"+STR$ C FU ) 
830 SCREEN 1,0 
840 RETURN 





CHASSE AU

CANARD

Your microcomputer invites you to a game of duck hunting. Ducks fly 
from right to left at the top of the screen. You move using the <A> and 
<S> keys. The <W> key allows you to stop. You can shoot as many rounds 
as you want, but it will only be 20 ducks, and your goal is to shoot as many 
as you can. To shoot, hit the spacebar. If you reach a duck, you will score a 
point and you will see it fall by flapping its wings.

In the presented version, the game is quite easy. If you wish to increase 
the difficulty, replace line 290 with:

290 I F  T = C- 1 THEN 41 0 

10 REM ******************** 
20 REM * CHASSE AU CANARD * 
30 REM ******************** 
40 GOSUB 640 
50 X=-X 
60 Y=X+0 . 5 
70 C=C-0 . 5 
BO IF  C<O THEN GOSUB 580 
90 IF NC< 1 THEN 340 
100 PRINT@ C , CCS C INT < V > > ; 
1 10 PJ=PJ+D1 
1 20 I F  PJ<4BO THEN PJ=480 
1 30 I F  PJ >50B THEN PJ=508 
1 4  I NT d PJ,J S ;  



48 CHASSE AUX CANAR DS 

150 IF ABS < T-PJ > >l THEN T=T-32:G 
OTO 170 
160 T=PJ 
170 IF T< 32 THEN GOSUB 290 
1 80 PR I NT@ T,J$;  
190 IF T<>PJ THEN PRINT@ T+32,NS 

200 R$=INl<EY$ 
2 10 D=(R$= 1 1 A 1 1 ) -(R$= 1 1 S 1 1 ) 

220 I F  D< >O THEN Dl =D 
230 IF R$=" W "  THEN Dl=O:GOTO 50 
240 I F  R$( )" 11 OR T< >PJ THEN 50 
250 SOUNI;> 1, 1 
260 IF T< >PJ THEN PRINT@ T,NS; 
270 T=PJ-32 
280 GOTO 50 
290 IF ABSCT-C+l > < = l  THEN 4 10 
300 PRINT@ T+32,N$; 
3 10 NT=NT-1 
320 T=PJ 
330 IF NC>O THEN RETURN 
340 PRINT@ 166 , " SCORE :" ; S; 
350 PRINT@ 230 , " UNE AUTRE ? " ; 
360 R$=INl<EY$ 
370 IF R$= 1 1 1 1  THEN 360 
380 IF RS< > " N" THEN RUN 
390 CLS 
400 END 
4 10 SOUND 255,2 
420 S=S+ 1 
430 D=C 
440 C=29 
450 FOR 1 = 15 TO 1 STEP-1 
460 X=-X 
470 Y=X+0 . 5 
480 PRINT@ D,N$; 
490 SOUND 15* 1 , 1  
500 PRINT@ D+32 , CCS ( INT ( Y ) >; 



510 
520 
530 
540 
550 
560 
570 
580 
590 
600 
610 
620 
630 
640 

D =D+32 
NEX T  I 
FOR I = l TO 200 
NEXT I 
CLSO 
NC=NC- 1 
GOTO 50 
PR I NT@ O,N$; 
FOR I =l TO 200 
NEXT I 
C =29 
NC=NC- 1 
RETURN 
D I M  CC$ < 1 )  

CHASSE AUX CANARDS � 

650 N$=CHR$( 1 28) +CHR$ ( 128 ) 
660 J$=CHR$ ( 128 ) +CHR$ C l 32 ) +CHR$( 
128 ) 
670 CC$ ( 0) =CHR$ C l 34 ) +CHR$ ( 1 30 ) +C 
HR$ ( 1 28) 
680 CC$ ( l ) =CHR$( 1 37 ) +CHR$ ( 1 36 ) +C 
HR$ < 1 28)  
690  PJ =495 
700 NC=20 
710 T=PJ 
720 X=0 . 5  
730 C=29 
740 CLS 0 
750 RETURN 



s 
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SERPENT

In this game, you are a snake that moves undulating on the screen. 
The change of direction is made by typing any key. To be able to move, 
you must eat. Fortunately, you are surrounded by a lot of mushrooms. 
But beware ! If the bruises are excellent, you must absolutely avoid the 
reds, which themselves are poisonous. Each blue mushroom brings you 
enough calories to advance ten lines. Try not to starve without ending 
up poisoned!

1 0  REM ***********

20 REM * SERPENT *

3(1 REM ***********

38 REM T=POS I T I ON INIT I ALE 
39 REM DU SERPENT 
40 T=239 
4 9  REM H=SCORE 
50 H=r-i 
59 REM R:f=CHAMPIGNON ROUGE 
60 R$=CHR$ ( 1 9 1 ) 
69 REM B$=CHAMP I GNON BLEU 
70 B$=CHR$ ( 175 ) 
79 REM T:t-=CARACTERE SERPENT 
80 T$= " S "

89 REM S=ENERG I E  
9 = 1 0 



52 SERPENT 

1 00 CLS 
109 REM D= DIRECTION ( 1  OU -1) 
1 1 0  D=l 
114 REM 
115 REM BOUCLE PRINCIPALE 
1 16 REM 
119 REM CHANGEMENT DE DIRECT I ON 
1 20 D$=INl<EY$ 
130 I F  D$< >" " THEN D=-D 
140 T=T+D 
1 50 IF T< 225 THEN T=226 
160 IF T >254 THEN T=253 
1 70 T l =T+32 
1 79 REM CALCUL COORDONNEES 
180 Y=I NT ( Tl /32 ) *2 
190 X= (T l -16*Y ) *2 
1 99 REM CHAMPIGNON ROUGE? 
200 I F  POINT ( X,Y ) =4 THEN 300 
209 REM CHAMPIGNON BLEU? 
210 IF POI NT < X , Y ) =3 THEN S=S+ l O :  
H=H+ l O : SOUND 1 , 1 
220 PRINT@ 511 , " " ;  
229 REM AFFICHAGE CHAMPIGNONS 
230 PRINT@ 480+RND < 30 } , B$ ;  
240 IF RND ( 2 ) =1 THEN PRINT@ 480+ 
RND(30 )  ,RS; 
249 REM AFF I CHAGE SERPENT 
250 PRINT@ T , TS; 
259 REM COMPTE ENERGIE 
260 S=S-1 
269 REM MORT DE FA I M? 
270 IF S=O THEN 300 
279 REM I NCREMENTAT ION DU SCORE 
280 H=H+ l 
290 GOTO 120 
294 REM 
295 REM FIN 
296 REM 



300 SOUND 1 , 1 
310 PRINT@ 5 1 1 , " 1 1 ; 

320 PRINT@ T , T$ ;  
330 FOR I =l TO 5 
340 SOUND 1 , 1 
350 FOR J=l TO 50 
360 D$= INl<EY$ 
370 NEXT J 
380 NEXT I 
389 REM RECORD BATTU? 
390 IF H >R THEN R=H 

SERPENT 53 

400 PRINT@ 66 , " SCORE : " ; H , " RECOR 
D : " ; R ; 
4 10 PRINT@ 1 38 , " UNE AUTRE 
420 D$=INl<EY$ 
430 I F  D$= 1 1

" THEN 420 
440 I F  D$< > 1 1 N" THEN 40
450 CLS 
460 END 

/ I l .
. ' 
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SIMON 

In this version of the well-known game, you will use the keys <1>, 
<2>, <3> and <4> to repeat the sequence randomly generated by the 
computer. Each key has a color and a sound:

(du plus grave au plus aigu) 
1 : blanc 

,2 : bleu 
3 :  violet 
4 : orange 

The limit of the length of the sequence to repeat is 100. When you 
make a mistake, the game stops and your score, corresponding to the 
length of the longest sequence you managed to reproduce, is 
displayed as well as the record of the day.

1 0  REM *********

20 REM * S I MON *

30 REM *********

40 DIM T < 1 00 )

50 X=O 
60 CLS 0 
70 GOSUB 370 
79 REM X=LONGUEUR DE LA SEQUENCE 
BO X=X+l 
90 T ( X ) =RND ( 4) 
1 - R I = l TO X



56 S I MON 

110 GOSUB 330 
120 NEXT I 
130 FOR I=1  TO X 
139 REM ATTENTE 
140 FOR J=l TO 1000 
150 D$= I NKEY$ 
160 IF D$< > " " THEN 190 
170 NEXT J 
179 REM TROP LONG , PERDU 
1 80 GOTO 250 
189 REM ERREUR? 
190 I F  ASC ( 0$) -48<>T C I) THEN 250 
200 GOSUB, 330 
210 NEXT I 
220 FOR I=l  TO 500 
230 NEXT I 
240 GOTO 80 
244 REM 
245 REM PERDU 
246 REM 
250 X=X- 1 
260 i F  X >R THEN R=X 
270 PRI NT@ 324 , " SCORE : " ; X , " RECO 
RD : " ;  R; 
280 PRI NT@ 394 , " UNE AUTRE 
290 D$= I NKEY$ 
300 IF D$= 1 1 1 1  THEN 290
3 10 I F  D$< ) " N" THEN 50 
320 END 
324 REM 

/ t l .
. ,

325 REM AFFI CHAGE DE LA SEQUENCE 
326 REM 
330 POKE 1285+4*T ( I ) , 191+T ( I ) * l 6
340 SOUND 50+T ( I > *45 , 2  
350 POKE 1285+4*T ( I),128 
360 RETURN 
364 REM 
365 REM I N I T I AL I SATI ON 



366 REM 
369 REM TRACE DU CADRE 
370 FOR 1 = 1024 TO 1055 
380 POKE I , 255 
390 PDKE 1 +448,255 
400 NEX T  I 
4 10 FOR I =l TO 13 
420 POKE 1024+ 1 *32 , 255 
430 POKE 1055+ 1 *32,255 
440 NEXT I 
449 REM AFFICHAGE DES CH I FFRES 
450 FOR I = l  TO 4 
460 POKE 1221+4* 1 , 1 +48 
470 NEX T  I 
480 FOR I =l TO 7 
490 POKE 1099+ 1 , 239 
500 POKE 1 163+ 1 , 239 
5 10 NEX T  l 
520 POKE 1132 , 239 
530 POKE 1138 , 239 
540 PR I NT@ 109," S IMON"; 
550 RETURN 

S I MON 57 





CRABES

Now you have to help a poor shrimp get back to the sea by 
avoiding the voracious crabs that patrol the beach. Each shrimp 
brought to the goal is worth 1 point. You have five lives to try to 
score a maximum score. Use the <W> keys to move forward and 
<Z> to go backward.

10 REM ********** 
20 REM * CRABES * 
30 REM ********** 
40 G0SUB 570 
50 PRil'-IT@ 384 , "VIE < S> REST . " ,  NP 
60 A$=RIGHT$(A$ , 1 )+LEFT$(A$ , 3 1 ) 
70 B$=RI GHT$ ( B$,3 1 ) +LEFT$(B$,1 )  
BO PRINT@ Xl , B$; 
90 PRINT@ X2 , A$; 
100 PR I NT@ X3 , B$;  
1 10 PRINT@ X4 , AS; 
1 20 D$= I Nl<EY$ 
1 � P=P+32* ( ( D$= " W " > - C DS= " Z " ) )



60 CRABES 

1 40 IF P >1391 THEN P=1391 
150 IF P=1135 THEN 240 
160 C=PEEl<(P) 
170 IF C< >CN AND C<>CP THEN 360 
180 POKE Pl,CN 
190 POl<E P,CP 
200 P l =P 
2 1 0  T=T+l 
220 IF T >500 THEN 450 
230 GOTO 50 
240 POl<E Pl,CN 
250 POKE P , CP 
260 SOUNQ 1 , 1  
270 FOR I=l TO 200 
280 NEXT I 
290 POl<E P , CN 
300 P=1391 
310  P l =P 
320 S=S+l 
330 PRINT@ O , " SCORE :";S,"RECORD 

: u ;  R 

340 GOSUB 780 
350 GOTO 50 
360 NP=NP-1 
370 POl<E Pl,CN 
380 POKE P,128 
390 GOSUB 810 
400 IF NP=O THEN 450 
4 1 0  P=1391 
420 Pl=P 
430 GOSUB 780 
440 GOTO 50 
450 CLS 
460 IF S >R THEN R=S 
470 IF T >500 THEN PR I NT@ 170,"TE 
MPS ECOULE" ; 
480 PF:INT@ 260, " SCORE : "; S ,  " HECQ 
RD : "; R 



490 PRINT@ 330
.,
"UNE AUTRE 

500 D$=INKEY$ 
5 10 I F  D$< > 1 1 1 1  THEN 500 
520 D$=INl<EY$ 
530 IF D$= 11 1 1  THEN 520 
540 IF D$< ) "N "  THEN 40 
550 CLS 
560 END 
570 CLS 2 
580 A:î= " " 
590 B$=" " 
600 S=O 
6 1 0  NF'=5 
620 P=1391 
630 P l =P 
640 X 1 = 1 28 
650 X2= 1 60 
660 X3=224 
670 X4=256 
680 T=O 
690 CP= 191 
700 CN=159 
7 1 0  RESTORE 
720 FOR I=l TO 32 
730 READ A , B  
740 A$=A$+CHR$ ( A )  
750 B$=B$+CHR$(B ) 
760 NEXT I 
770 POl<E P , CP 
780 X=RND ( 3 1 ) 

r:, u . . � 

CRAB ES 61 

790 AS=RIGHTS ( AS ., X ) +LEFTS(AS,32-
X )  
800 
8 1 0  
820 
830 
840 
850 

RETURN 
SOUND 
SOUND 
SOUND 
SOUND 
SOUI\ID 

15 , 1 2  
15 , 9
1 5 , 3
15, 1 2  
55,9 



62 CRAB ES 

860 SOUND 
870 SOUND 
880 SOUND 
890 SOUND 
900 SOUND 

45 , 3
45 , 9
1 5 , 3
15 , 9
1 , 3 

910 SOUND 15 , 12 
920 D$= I NKEY$ 
930 I F  D$( ) " "  THEN 
940 RETURN 

910

950 DATA 159 , 159 , 153 , 153 , 1 50 , 150 
, 1 59 , 1 59 , 159 , 159 , 159 , 1 53 , 1 59 , 150 
960 DATA 1 53 , 159 , 150 , 159 , 1 59 , 159 
, 1 59 , 1 59 , 1 59 , 1 59 , 159 , 153 , 1 59 , 1 50 
970 DATA , 1 59 , 159 , 1 59 , 159 , 1 53 , 153 
, 150 , 1 50 , 159 , 159 , 159 , 1 53 , 159 , 150 
980 DATA 1 53 , 1 59 , 150 , 159 , 159 , 153 
, 153 , 1 50 , 150 , 1 59 , 159 , 1 59 , 159 , 159 
990 DATA 1 59 , 159 , 153 , 159 , 150 , 153 
, 1 59 , 150 







GRAND-PRIX

At the wheel of your formula 1, try to travel as far as possible. Your 

car has two speeds that can be selected using the <1> and <2> keys. 

The direction is controlled by the <,> and <.> Keys. In second gear, your 

car drives twice as fast. But beware of accidents!

10 REM ************** 
20 REM * GRAND-PR I X * 
30 REM ************** 
40 GOSUB 390 
44 REM 
45 REM BOUCLE PRINCI PALE 
46 REM 
50 D$= INKEY$ 
59 REM CHANGEMENT DE VITESSE 
60 IF D$= " 1" THEN T=l 
70 IF D$= " 2"  THEN T=2 
79 REM DIRECTION 
80 V=V+ ( D$= " , " ) - ( D$=" . " ) 
90 P=V+32 
99 REM ACC I DENT? 
1 r o I F  PEEK ( P > < > l 28 THEN 240 



66 G RAN D-PR IX 

110 R=R+ ( RND < 2 > =1 > - < RND ( 2 ) =1 ) 
120 IF R< RN THEN R=RN 
130 IF R >RM THEN R=RM 
139 REM DEFILEMENT ECRAN 
140 PRINT@ PF,CS; 
150 POKE V l -32 , CN 
159 REM AFFICHAGE ROUTE 
1 60 PRINT@ R,RS; 
169 REM AFF I CHAGE VOITURE 
170 POKE V , CV 
179 REM COMPTE KILOMETRE 
180 K=K+T 
190 DL= < 2-T > *50 
199 REM DELAI 
200 FOR I= l TO DL 
2 10 NEXT I 
220 Vl =V 
230 GOTO 50 
234 REM 
235 REM ACCIDENT 
236 REM 
240 POKE P , 191 
250 POKE V l , CN 
260 FOR I=l TO 4 
270 FOR J= l TO 20 
280 SOUND J*l 0,1 
290 NEXT J 
300 NEXT I 
310 PRINT@ 166 , " KMS PARCOURUS :" 
; K; 
320 DS=INKEY$ 
330 PRINT@ 233," UNE AUTRE 
340 D$=INKEYS 
350 IF DS=" " THEN 340 
360 IF DS< > " N "  THEN RUN 
370 CLS 
380 END 
384 REM 

,.., I l . 
: ,



385 REM INITIALISATION 
386 REM 
390 CLS 
400 CN=128 
409 REM R$=ROUTE 

GRAN D-PR IX 67 

410 R$=CHR$(159)+CHR$ ( 1 2B > +CHR$ ( 
128)+CHR$ ( 128 ) +CHR$ ( 1 59)  
420 R=13 
430 T= l 
440 CV=73 
450 V=123 1 
460 Vl =V 
469 REM AFFICHAGE ROUTE 
470 FOR I =O TO 1 5  
480 PRINT@ R , R$ ;  
490 R=R+32 
500 NEXT I 
510 R=R-32 
519 REM AFFICHAGE VOITURE 
520 POl<E 1024+V,CV 
530 RM=506 
540 RN=480 
550 C$= " I l

560 PF=511 
570 RETURN 
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CASSE-BR/ QUES

Here is a game that we are used to seeing in cafes. Thanks to your 
computer, you will now be able to enjoy it without spending a dime._ 
The goal of the game is simple: try to destroy a brick wall with a ball 
that you must return with your racket. Each broken brick yields a 
point. When the wall is completely destroyed, a new wall appears. 
You have ten balls to try to score a maximum score. Use the joystick 
or the <A>, <S> keys and the spacebar to move the paddle.

10 REM *****************

20 REM * CASSE-BR I QUES *

30 REM *****************

40 S=O : NB=O 
50 GOSUB 530 
60 V=V+DV: H=H+DH 
70 POl<E B+1024 , CN 
80 B=V*32+H 
90 L=PEEl<(B+1024) 
100 I F  L< >223 AND L< >128 THEN DV 
=-DV : K=O : S=S+l 
1 1 0 POKE B+1024 , CB 
120 IF V=13 AND ABS ( R-29-B J > l  TH 
EN 320 
1 V= 13 AND H >2 AND H{ 29 THE 
N 1 024 , CN : H=H+CH 



70 CASSE-BR IQUES 

1 40 IF V= 1 3  DR V= l THEN DV=-DV 
1 50 IF H= l OR H=30 THEN DH=-DH 
1 60 ON JS GOSUB 220 , 250 
1 70 IF R< 446 THEN R=446 
1 80 IF R>475 THEN R=475 
1 90 PRINT@ R,R$ ; 
200 I F  S/ 1 20=INT(S/ 1 20) AND K=O 
THEN GOSUB 670 
21 0 GOTO 60 
220 L=INT < JOYSTK ( 0) /2+445) 
230 I F  ABS ( L-R > > l  THEN R=R+2*SGN 
( L-R): CH=SGN ( L-R > 
240 RETU�N 
250 D$=INKEY$ 
260 D=2* ((D$="A " ) - ( D$=" S") > 
270 IF D$= " " THEN DO=O 
280 IF D< >O THEN DO=D 
290 R=R+DO 
300 CH=SGN < DO> 
3 1 0  RETURN 
320 NB=NB+ l 
330 FOR I= l TO 5 
340 SOUND 1 ,1 
350 FOR J = l  TO 50 
360 NEXT J , I 
370 IF NB= l l THEN 4 1 0  
380 POKE B+ l 024,CN 
390 GOSUB 760 
400 GOTO 60 
4 1 0 IF S >R l  THEN R l =S 
420 PRINT@ 1 66,"SCORE : " ; S ;  
430 PRINT@ 230 , "RECORD : " ; Rl ;
440 PRINT@ 294 , " UNE AUTRE ? " ; 
450 FOR I= l TO 1 00 
460 D$= I NKEY$ 
470 NEX T I 
480 D$= I NKEY$ 
490 IF D$= 1 1 1 1  THEN 480 



500 I F  D$< > " N "  THEN 40 
5 1 0  CLS 
520 END 
530 CLS 
540 PR I NT@ 203 , "JOYSTI CK 
550 D$ = I NKEY$ 
560 I F  D$ = " " THEN 550 
570 I F  D$ = " 0 "  THEN JS=l 
2 
580 CLS 6 
590 R=46 1 
600 FOR I = 1 024 TO 1 055 
6 1 0 POKE I , 1 28 
620 NEXT I 
630 FOR I =l TO 1 2  
640 POKE 1 *32+ 1 024 , 1 28 
650 POKE 1 *32+ 1 055 , 1 28 
660 NEXT I 
670 FOR I = 1 057 TO 1 086 
680 POKE I +32, 1 59 
690 POKE I +64 , 239 
700 POKE 1 +96 , 255 
7 10 POKE I + 128 , 1 75 
720 NEXT I 
730 K = l  

CASSE-BR IQUES 71 

,.., . . .: !I 

ELSE J S =  

740 R$ =CHR$ ( 223 ) +CHR$ ( 223 ) +CHR$ ( 
21 1 ) +CHR$ (21 1 ) +CHR$ ( 21 1 ) +CHR$ ( 22 
3 ) +CHR$ ( 223 ) 
750 CB=79 : CN=223 
760 V =1 3 : DV=- 1 
770 H =RND C 28) + 1  
780 B=V*32+H 
790 DH= < RND ( 2) - 1 . 5) *2 
BOO Bl =B: DO =O 
8 1 0  RETURN 





POURSUITE

The thief escaped, taking away the money. (He is represented by a 
black square.) He hides in the city and you have thirty minutes to flush 
out and stop him. Attention, no precipitation! Indeed, if you throw 
yourself at him without thinking, there is every chance that he will slip 
through your fingers. The best way to go about it is to take it aside. 
{Effective every time, provided you do not miss it! ) If you do not feel 
confident enough, attack the face, which is easier but less effective 
because less discreet. One more piece of advice: do not try to pursue 
it; that would not lead you to anything because he is as fast as you. 
Watch his movements rather like a real detective. When you see it 
going round in circles, approach without making noise and come up at 
the right moment. But remember, time is running out!

10 
20 
30 
40 
50 
60 
7 

To move, use the following joystick or keys:
<W>: up 
<A>: left 
<S>: right 
<Z>: down

REM *************

REM * POURSU I TE *

REM *************

GOSUB 980 
S=O 
CN = 1 59 

V= 1 28 



74 POURSUITE 

BO CP= 1 9 1  
9 0  GOSUB 640 
1 00 ON JK GOTO 150 
1 1 0  D$=INKEV$ 
1 20 D= ( 0$= "A" ) - ( 0$= " 5 ") +32* ( ( 0$= 
.. W , . ) _ < 0$= " z , . ) > 
1 30 IF D<>O THEN DO=D 
1 40 GOTO 230 
1 50 KO=JOYSTK C O) 
1 60 Kl =JOYSTK < 1 >  
170 IF K0<27 AND K 1 < 27 THEN KS=-

1 80 IF K0 >36 AND 1< 1<27 THEN KS=l 
1 90 IF 1<0< 27 AND K 1 >36 THEN KS=-
1 
200 IF K0 )27 AND K 1 }27 THEN KS=3 
2 

2 1 0  IF KS< >O THEN DO=KS 
220 KS=O 
230 T=T-0. 1 
240 PRINT@ 480 , " TEMPS : " ; INT ( T+l 
) ; 
250 IF T< O THEN 400 
260 P=P+DO 
270 C=PEEK ( P) 
280 IF C= 1 28 THEN 920 
290 IF C< > 1 59 THEN P=Pl 
300 POKE Pl , CN 
3 1 0  POKE P , CP 
320 Pl =P 
330 V=V+DV 
340 IF PEEK < V> <>CN THEN GOSUB 50 
0 
350 IF PEEK < V><>CN THEN 330 
360 POKE Vl , CN 
370 POKE V , CV 
380 Vl =V 
390 GOTO 100 



400 D$=INKEY$ 
410 I F  R< S THEN R=S 
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420 PR INT@ 1 66 , " TEMPS ECOULE ";  
430 PR I NT@ 234 , " SCORE : ";S; 
440 PRINT@ 266 , " RECORD : " ;R; 
450 PR INT@ 326, " UNE AUTRE "?" ; 
460 D$= I NKEY$ 
470 IF D$= 1 1 1 1  THEN 460 
480 I F  D$< ) 1 1 N 1 1  THEN 50 
490 END 
500 D2=D2+1 
510 GOSUB 600 
520 I F  PEEK<V l+DV)=CN THEN V=Vl+ 
DV : RETURN 
530 D2=D2-2 
540 GOSUB 600 
550 IF PEEK(Vl+DV ) =CN THEN V=V l+ 
DV : RETURN 
560 D2=D2-1 
570 GOSUB 600 
580 V=Vl +DV 
590 RETURN 
600 I F  D2 )4 THEN D2=D2-4 
610 IF D2< 1 THEN D2=D2+4 
620 DV=(D2=1 ) - ( D2=3 ) +32*((D2=2)­
(D2=4) > 

630 RETURN 
640 CLS 2 
650 FOR 1 =1024 TO 1055 
660 POKE I, 1 75 
670 POKE 448+1 , 1 75 
680 NEXT l 
690 FOR 1 =1 TO 13 
700 POKE 1*32+1024, 1 75 
710 POKE 1 *32+1055,175 
720 NEXT l 
730 FOR I = l  TO 70 
74 SUB 890 



76 POURSU ITE 

750 POKE P , 96 
760 NEXT I 
770 GOSUB 890 
780 V=P 
790 POl<E v , cv

800 V l =V 
810 GOSUB 890 
820 POl<E P , CP 
830 P l =P 
840 T=30 
850 DO=O 
860 DV=O 
870 D2=0 
880 RETURN 
890 P=RND(414)+1056 
900 I F  PEEl< < P > < >CN 
910 RETURN 
920 FOR I=l TO 
930 SOUND 35, 10 
940 SOUND 5, 10 
950 NEXT I 
960 S=S+l 
970 GOTO 90 
980 CLS 

THEN 

990 PRINT@ 203," JOYST ICK 
1000 D$=INl<EY$ 
1010 I F  0$= " " THEN 1 000 
1020 IF D$= 1 1 0 11 THEN JK= l 
1030 RETURN 

890 

? "  







ROBOTS

Here you are alone, abandoned on a planet defended by deadly 
robots. The ground is riddled with mines that you absolutely must 
avoid. The mines are represented on the screen by "X". At the 
beginning of the game, five robots (represented by diamonds) are 
present on the ground. Without losing a second, they rush on you 
always following the shortest way. Luckily, the robots are blind and do 
not see the mines between you and them, which allows you, by moving 
judiciously, to eliminate them. Use the joystick or keys:

<O > <W >  <E > 

<A >  <S > <D > 
<Z >  <X > <C > 

following the direction you have chosen. The <S> key will be used to 
stop you. When all robots are eliminated, the game resumes with an 
additional robot. If you jump on a mine or if a robot kills you, all is not 
lost. You have five lives. If you want to change the number of mines, 
change the value of the NM variable to line 60.

1 0  REM **********

20 REM * ROBOTS *

30 REM **********

40 NH=5 
50 N 1 =5 
60 NM=40 
70 NR=N l 
8 D I M  R ( 30 )



80 ROBOTS 

90 GOSUB 1 130 
1 00 GOSUB 740 
1 1 0 ON JS GOSUB 570 , 680 
120 X=X+D 
130 C=PEEK C 1024+X> 
1 40 IF C< >96 AND C< >72 THEN 430 
1 50 PRINT@ X 1 ," "; 
160 PRINT@ X," H" ;  
170 X l =X 
180 XY=INT ( X/32 ) 
1 90 X X=X-XY*32 
200 T=O 
2 1 0  FOR I=l TD NR 
220 IF R ( I) =O THEN 350 
230 T= l 
240 RY=INT C R ( I ) /32 ) 
250 RX=R C I ) -RY*32 
260 R l =RY+SGN C XY-RY > 
270 R2=RX+SGN C X X -RX > 
280 RR=32*R l +R2 
290 C=PEEK C 1024+RR> 
300 IF C=BB DR C=B2 THEN S=S+ l :P 
RINT@ R C I ) , "  " ; :R C I > =O : GOTO 350 
31 0 IF C=72 THEN 430 
320 PR I NT@ R < I )  , 1 1  1 1 ; 

330 PRINT@ RR,"R" ;  
340 R C I>=RR 
350 NEXT I 
360 IF T=O THEN 400 
370 FOR I= l TO 500 
380 NEXT I 
390 GOTO 1 1 0 
400 S=S+ l O  
4 1 0  IF NR<30 THEN NR=NR+ l 
420 GOTO 1 00 
430 NH=NH- 1 
440 PRINT@ X , CHR$(239) ; 
450 FOR I= l TO 20 



460 SOUND 100, 1  
470 NEXT I 
480 IF NH >O THEN NR=N l : GOTO 1 00 
490 CLS 
500 PRINT@ 1 66," SCORE : " ; S ; 
51 0 PRINT@ 230,"UNE AUTRE ? " ; 
520 IF INl<EY$< ) " " THEN 520 
530 D$=INKEY$ 
540 IF D$= " " THEN 530 
550 IF D$<>" N"  THEN RUN 
560 END 
570 D$=INKEY$ 
580 IF D$= " Q "  THEN D=-33 
590 IF D$= " W "  THEN D=-32 
600 IF D$= " E "  THEN D=-3 1  
6 1 0 IF D$=" A "  THEN D=-1  
620 IF  D$= " S "  THEN D=O 
630 IF D$=" D "  THEN D= l 
640 IF D$=" Z "  THEN 0=31 
650 IF D$=" X "  THEN D=32 
660 IF D$= "C" THEN 0=33 
670 RETURN 
680 D=O 
690 D=D+ C JOYSTK C O> =O> 
700 D=D- < JOYSTl< ( 0 ) =63 ) 
7 1 0  D=D+32* ( JOYSTK C 1 ) =0 )  
720 D=D-32* ( JOYSTK C 1 ) =63) 
730 RETURN 
740 CLS 
750 D=O 
760 PRINT@ 480," SCORE : " ; S, 
770 IF NH= l THEN 8 1 0  
780 FOR I= l TO NH- 1 
790 PRINT " H " ; 
800 NEXT I 
8 10 PRINT@ 479 , " X " ;  
820 PRINT@ O, " X " ; 
s�o FOR I= l TO 30 

ROBOTS 81 



82 ROBOTS 

840 PRINT@ I, " X " ; 
850 PRINT@ 448+I , " X " ; 
860 NEXT I 
870 FOR I=O TO 1 3  
880 PRINT@ I*32+31 , " X X " ;
890 NEXT I 
900 FOR I= l TO NM 
9 10 P=RN0 ( 4 16 ) +3 1  
920 IF PEEK ( 1 024+P> < >96 THEN 9 1 0  
930 PRINT@ P , " X " ; 
940 NEXT I 
950 FOR I= l TO NR 
960 R ( I) =RND(4 16) +3 1 
970 IF PEEK ( 1024+R < I > > < >96 THEN 
960 
980 PRINT@ R < I )  , " R " ;  
990 NEXT I 
1000 X=RND ( 4 1 6 ) +3 1  
1 0 10 IF PEEK ( 1024+X>< >96 THEN 10 
00 
1020 Xl =X 
1030 FOR I= l TD 5 
1040 PRINT@ X , CHR$ ( 239); 
1050 SOUND 1,1 
1 060 FOR J= l TD 50 
1070 NEXT J 
1 080 PR I NT@ X , " H " ;  
1090 FOR J= l TD 50 
1 100 NEXT J 
1 1 10 NEXT I 
1 1 20 RETURN 
1130 CLS 
1 140 PRINT@ 203 , " JOYSTICK ? "

1 1 50 D$=INl<EY$ 
1 1 60 IF 0$= " " THEN 1 1 50 
1170 IF D$= " 0 "  THEN JS=2 ELSE JS  
= 1  
1 180 RETURN 







PARACHUTE

Try, by jumping from a helicopter in flight, to reach the target on the 
ground. A first key press allows you to descend vertically in free fall. A 
second press will open the parachute. The descent then continues more 
slowly and at an angle of 45 degrees because the wind pushes you. The 
longer you wait to open your parachute, the less you will be deported. 
But do not wait too long because below 100 meters, the parachute does 
not open anymore.

1 0  REM *************

20 REM * PARACHUTE *

30 REM *************

40 GOSUB 420 
50 HH=HH-2 
60 I F  HH=O THEN PUT ( 0 , 1 ) - ( 25 , 9 )
, R , PSET 
70 IF HH=O THEN HH=230 
80 PUT (HH , 1 ) - ( HH+25 , 9 ) , H , PSET 
90 D$=INKEY$ 
1 00 I F D$= 1 1 1 1  THEN 140
1 1 0 I F  PV > l OO THEN 140 
1 20 I F  SP= l  THEN OP= l  ELSE SP=l 
1 �0 I F  OP=O THEN PV= l O : PH=HH 



86 PARACH UTE 

1 40 I F  SP=O THEN 
1 50 IF OP=O THEN 

230 
PV=PV+4 

160 I F  OP= l THEN PV=PV+ l : PH=PH- 1 
1 70 IF PV > 1 67 ORPH< l THEN 260 
180 I F  OP= l THEN 2 10 
1 90 PUT C PH , PV > - C PH+ 1 4 , PV+23 > ,PF 
, PSET 
200 GOTO 50 
2 1 0  PUT < PH , PV > - < PH+ 1 4,PV+23 ) , PO 
, PSET 
220 GOTO 50

230 FOR I = l  TO 50 
240 NEX T  I , 
250 GOTO 5() 
260 I F  ABS < PH-A > >4 THEN 320 
270 FOR I = l  TO 1000 
280 NEX T  I 
290 S=S+ 1 0  
300 GOSUB 600 

3 1 0  GOTO 50

::::;20 CLS 
330 FOR I=l TO 1000 
340 NEX T I 
350 SCREEN O , O  
360 PR I NT@ 168 , " SCORE : " ; S  
370 PRINT@ 424 , " UNE AUTRE '? "  
380 D$=INl<EY$ 
390 I F  D$= " " THEN 380 
400 I F  D:t-< >"N" THEN RUN 
4 1 0  END 
420 PMODE 4 
430 DIM H ( 25,8 ) 
440 D I M  PF < 14 , 23 )  
4 50 D I M  P0( 14,23 > 
460 D I M  R ( 25 , 8 )  
470 PCLS 
480 DRAl·J "BM5 1 , 50R 14L6G4L2G 1 L 1 G 1 
D 1F 1 R2 1 E 1 U5L2D 1G2L5H 1 L 1 H 1 L 1H 1L 1 "  



490 PA I NT ( 58 , 56 )  

PARACHUTE 8 /  

500 GET (50,50 ) - ( 75,58 > , H , G  
5 10 GET ( 1 00 , 50 ) - ( 125,58 > , R , G  
520 PCLS 
530 DRAW "BM54 , 50G1L1G1D1G1D1Rl 2 
Ul H1U 1 H l L1Hl L4 " 
540 PA I NT ( 56 , 54> 
550 DRAW "BM51,56D1F1D 1F1D3R2D6L 
1Rl U3R2D3Rl L1U4Ll U4Ll U1R2D1L 1 D4R 
1 U2R2U3E l U 1 E1Ul" 
560 GET (50,46 ) -(64 , 69 > ,PD , G  
570 PCLS 
580 DRAW "BM54,61R1D6L2D2U2R3D2L 
1D 1 R2U 1 Ll U2R3D2U2L3U3D3Rl U6Rl " 
590 GET ( 50,46 ) - ( 64 , 69 > ,PF , G  
600 PCLS 
610 SCREEN 1 , 0  
620 HH=230 
630 HV= l 
640 A=RND < l l O ) + l O  
650 DRAW " BM "+STR$ ( AJ+" ,191R12" 
660 SP=O 
670 OP=O 
680 PV=O 
690 PH=O 
700 RETURN 
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