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Climbing out of the cvbercycle, vou hang on to
the edge and struggle to steady voursell against
the wind. Vidi flies at the gigamonster's magnetic
tongucs. lle fires a static beam [romn his eve.

An cxplosion of sparks pours through the air as
Vidi's deadly beam strikes the evil monster. One
snakelike tongue pulls away, but two more reach
for the cybercycle. Vidi blasts thein both and they
quickly withdraw. But there are still two tongues
holding the cycle. You jab vour clectrosword into
one as Vidi attacks the other.

“Neither tongue will budge!” vou cry. “They're
pulling us closer to the monster’s month!” Raising
vour sword over vour bead, vou slam it down with
all vour strength and cut the tongue in half.

You slice the last magnetic tongue with vour
sword as Vidi blasts it with his powerful cye-beam.
The tongue falls away and the gigamonster finally
retreats.
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Introduction

Join the Arcade Explorers and discover a new
diincnsion of video game adventure! You'll travel
to the land inside your computer and save the king-
dom of Venturia from Ilex Raster and his cvil gang.

You are the hero of this book. You will make
choices that will reveal a computer gaine program
SO you can create your own unique video gamc.
When you type all the listings into your home
computer, you can play the game and deterinine
Venturia’s fatc.

The computer programs in this book are written
in BASIC for the Apple 11+, Commodorc 64, and
Radio Shack Color computers. The program is di-
vided into seven parts. You will make a choice
betwveen two different garme options for each of the
seven parts of the program. This will give you 128
ditfcrent video game possibilities.

You can input each of the seven parts as you
make your choices in the story. Or, if you want to
tvpe in the entirc program later, you can mark
your choices on the Option Sheet on page 128.

Before you do any typing, be sure to recad the
specific instructions for your computer, starting on
- page 115

Of course, you can enjoy this exciting adventure
story even if you don’t want to use a computer or if
vou don’t have one. Read the storv and make vour
seven choices. Then turn to page 102 and follow
the fast-action simulation of the vidco game finale.

The choices arc vours to make.

Can vou save Venturia?












chapter ]

Inside your computer, the land of Venturia is preparing for
the CPU Tournament Games. Spectators pour into CPU
Central, the capital city. Competitors get ready for the seven
events. The winner will become the next leader of Venturia.

Romiden, the current ruler, is favored to win the games.
Ile and his young daughter, Ramda, arrive at the main arena
as the crowd cnters the viewing stands.

“"The competition is very lough this time,” says Romiden,
running his fingers through his gray hair.

Ramda looks across the playing field at the tournament
warriors.  Father,” she sayvs, “vou received the highest score
in the preliminary Mental Matches, which proves you have
the hest intellect. You'll win the rest of the games as easily
as vou always do.” She brushes her blond hair to the side. A
white bird is perched on her shoulder. e has one eye in
the center of his head.

“It won't be that easy,” Romiden replies. “T'm getting older.”

Ramda tugs at her long striped jacket. “The tournaments
test speed of mind,” she says. “You've never heen beaten.
There’'s no one fast enough.”

“I have a strange feeling—"

He's cut short when a voice calls out, “Hurry, Romiden!
Max needs vour help.”

11



12 SETH MCEVOY AND LAURE SMITH

Romiden’s gold tournament cape flaps behind him as he
rushes into an equipment room. Ramda’s pet bird, Vidi, flics
off her shoulder as she follows her father. As they race
through the door after Romiden, three green figures grab
them from bchind:

“What’s going on here?” shouts Romiden, struggling with
his attacker.

“Let me go!” crics Ramda as one of the villains overpow-
ers her.

Vidi tlaps his wings and says, “Sorry yvou will be, if you
don’t let me frec.”

One of the men covers Ramda’s mouth and says with a snarl,
“D()lft make a move, Romiden, or your daughter’s doomed.”

“Hex Raster, von octal ogre!” Romiden shouts, recogniz-
ing his attackers. Breaking free, he lunges for the villain.

Hex Raster throws him to the ground. Digging a boot into
Romiden’s back, Hex growls, “I've got vou now, Romiden.
The CPU tournaments are all mine! My men aud 1 have
passcd the preliminary competition and we’ll do anything
and everything to ensure my victory. You prevented me
from winning hefore and now V()u re going to pay! Y()u won't
be alive to beat me ever again’

“Even if von win the tournaments this timc. no Venturian
will accept vou as their leader,” says Romiden. “I've never
been able to convict you, but every Venturian knows how
vou rob and murder to get what you want.”

“T'll force them to accept me,” Hex crics.

“Never,” shouts Vidi.

Hex scowls at the bird. “I have a brilliant plan. As vou
know, the winner of the games becomes the keeper of the
magic Z-ring. \When I possess the ring, I'll use it to alter the
master time clock. Then Tll make the Venturians move
slower than a nano-inch in a million kilovcars. You'll become
living statues. Finally I'll have my revenge on Romiden and
all of his loyal followers. ”

Struggling to free himsclf, Vidi says to ILlcx, “Slowed
down too you'll be.”
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“No,” says Hex. “My gang and I drank froimn the forbidden
Phosphor Springs. As a result, the Z-clock has no control
over us anymore, and we can transcend time and space.”

“Venturia vou will not rule!” Vidi shouts. In a fit of rage
he bursts away from his attacker and charges for Hex Raster.

Drawing his magic lightning sword, Hex slashes at the
bird and misses. Vidi shoots a static beam from his single
cve. It strikes Hex in the arm, hut Hex swings again.

Romiden breaks free and ;,rabs for the gangleader. With
one powerful stroke, Hex slashes Romiden with his magic
swword. The golden lightning bolt rips through his cape,
tearing into his chest. Romiden crumples to the floor,

Punching and kicking, Ramda pulls free. “Father!” she
cries, falling to his side.

Vidi blasts a Raster gang member. The beain knocks the
villain to the ground. Hex swings his lightning sword at the
bird. But Vidi aims his eye-beam and hits the magic blade!

Boom! The room explodes in a blinding flash of light. The
blast shakes the room and Vidi tumbles through the air.

With vour joystick in hand, vou prepare for the final shot.
Color graphics zoom across your computer’s monitor. You
aim and hit the fire button.

In one blast vou destroy the enemy. Red letters print
across the screen: “YOU ARE THE WINNER OF THE VIDEO GAME
SWEEPSTAKES!”

Clapping vour hands over vour head, vou cheer. “Hooray,
I won 1ny first contest on the Arcade Explorers Network.”

Then another message appears on the screen: "FOR RE-
CEIVING THE HICHEST SCORE IN YOUR FIRST MULTICAME SWEEP-
STAKES. YOUR NAME WILL BE ENTERED IN OUR HALIL OF FAME.
YOU ARE NOWTHE BEST Pi.AYER ON OUR VIDEO GAME NETWORK."

“All right!” vou shout.
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As you stamp vour feet, the monitor erupts in a tlash of
light. Before vou can adjust the knob. a fierce wind surges
out from inside the screen. It knocks you right off vour chair!

You fall on the floor, scattering your books and papers
evervwherc. Your chair clatters halfw ay across the room.

The screen cxplodes again. You cover your face. When the
wind stops, vou feel something land on vour chest.

It says, “Hello below!”

You cautiously open one cve. “What are vou doing here?”
vou ask.

“Vidi T an1,” says the white bird. “Do you not remember?”

“Of course I do,” vou answer.

“What I am domg here I know not,” says Vidi. “Mornents
ago the Raster gang I did fight. Romiden was hurtand here I
did land.”

“Oh, no!” you cry. “What happcned? Will he be okay?”

Vidi explams how the Raster gang plans to take over
Venturia. “Angry is Hex Raster, because the CPU tourna-
mecnts Romiden has always won,” he tells vou. “If this time
Hex wins, the inaster time (Iock he will slow down. All of
Venturia will come to a stop.”

Vidi hops to the floor. You sit up and ask, “If Venturia is
the land inside computers, and it comes to a standstill, won't
all computers on Earth stop working?”

“Truc that is!” savs Vidi.

“Isn’t there anything that can stop the Raster gang”” you ask.

“Mavbe,” he says. “Once yvou did help us. Again will you
come”’

“T don’t know if I can,” vou sav hesitantly.

“Remember, in the Digital Dimension is Venturia,” says
the white bird. “Much faster is our time than yours in the
Analog Dimension here on Earth.”

“Sure I remember,” vou answer. “One moment of our time
equals days of vour time. Won't it be too late once we get there?”

“Questions, always questions,” huffs Vidi. “When I am
here, the time therc moves slowly. Stop vour questions
because now we must go. First, tvpe these simple words:
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“ARiders of the light,

From the land of the night
Will pass through the gléss
Of lightning’s window.”

You input the phrase carcfully. When vou arce finished,
Vidi focuses his eve and says, “Now I must digitize vou.”

A heam of light shoots out from his eve, surrounding vour
body. A tingling sensation swceps through vou as you are
transtorined into digital graphic squares. Then you begin to
get simaller and smaller.

When vou shrink to three inches tall, you climb on the
white bird’s back. He swoops up off the tloor and tlies
directly toward vour monitor. You and Vidi pass right througb
the glass as colored squares swirl and dance across the screen.
Suddenly inside, vou spin through thc darkness toward
Venturia.

CPUCentral_________ ______

All of a sudden you burst into a bright roomn. Crashing to the
ground vou land smack on top of a man dressed in green.
You've knocked him out cold!

Vidi lands bv vour side. That's \vhen vou realue you are
full size again. “Verv smart you are,” Vidi says. “On onc of
the Raster gang you did land.”

“Hex Raster’s getting away!” Ramda shouts. “Stop him!”

Vidi fires his static beam at the green figure darting through
the door, but he misses.

“T.et’s get him!™ you shout. -

“No,” says Rainda. “Once he’s out in the crowd, voull
never find him. We must help my father first. He's been
wounded.”

You kneel down beside the injured Venturian leader. Ramnda
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strokes Romiden’s head. Looking up. she asks you, “What
are you doing here?”

“l came to help,” you tell her.

“Nothing can help us vow,” Ramda replies, shaking her
head sadlv. “Hex has crippled my father with his powertul
lightning sword. The weapon has such evil powers, there’s
no cure for its wounds. He's unconscious and his life level is
dropping fast. He onlv has ten units of energy left before he
dies.” She lowers her head.

“The Z-ring,” says Vidi. "Magic powers it has. Can it not
save hiin?”

“Yes,” says Ramnda, “but you know we can't get it until the
end of the tournaments. It's locked awav in the Venturian
Vault. No one can open the vault until the gaines arc over. If
my father doesn’t compete then Hex Raster will win the gaines
and the magic Z-ring will belong to him. Venturia is doorned!”

“No,” shouts Vidi. “Our friend here could win.”

“How?” Ramda asks.

“Similar to video gamnes are the tournaments,” he says.
“This is the best player in the Analog Dimension of Earth,
Dressed in Romiden’s costume, the difference no one will
know.”

“Youre right!” shouts Ramda. “But we must keep this
plan a secret.”

“I can win,” vou assure her.

She carefully removes Romiden’s golden cape and helmet.
Handing them to vou, she says, “Put these on.”

You swing the shiny cloak over your shoulders and snap it
in place. When you strap on the decorative helmet, it covers
vour face, though vou can still see out.

“I think vou should look a little taller,” Ramda says. Slowly
she pulls off Romiden’s boots. “Try these.”

You slide into the black boots and stand up straight
“Close,” savs Rainda. Pulling a green cape oft one of the
fallen gang members, she advises, “Stuff this padding into
vour shoulders and youll look pertect.”

Vidi inspects your appearance and says, “Wonderful! Like
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Romiden you do look. The games vou know not, but well
vou should do, because of yvour natural instincts.”

“That’s true,” says Ramda. “Here in the Digital Dimen-
sion of Venturia, we must be taught to play the tournament
games. They are an important test to determige how well we
can coordinate our minds and bodies. But in the Analog
Dimension vou are born with that skill. You call it instinct.
This skill will alloww you to compete equally with the highly
trained tournament warriors.”

She claps her hands. “There is hope after all. Let’s hurry,
the games will begin soon.”

Straightening your cape, she says, “There are seven tour-
nament competitions. When vou win each of the first six
games you will receive a micromedal. These medals will be
used in the final game, so you must collect all six.”

Ramda reaches into Romiden’s pocket and pulls out a little
silver square. Digging into the pockets of the two uncon-
scious Raster villains, she recovers two more. Examining
them, she says, “Perfect. We've got both kinds.”

She extends her palm. “These are the micromedals,” she
says. ~All the CPU warriors chose one when they passed the
preliminary Mental Matches. Your choices will determine
the design of the final tournament game.”

“What's the game about?” you ask.

“It’s called the Terminal Test. Using a remote-control
terminal, you will pilot a vehicle called a vibrovan. You must
guide the van through a swiftly moving obstacle course that
contains many objects. Some of the objects are dangerous
and others can help vou. You must survive the course in the
allotted number of binary minutes or you will lose. You
alone will determine how the Terminal Test operates.”

“How do 1 do that?” you ask.

Ramda savs, “VWhen vou arrive at each tournament event,
vou must choose between two different games. The winning
micromedals of each game will contain data that will deter-
mine what the obstacle course will look like and what will
happen in it. The other warriors made their first choice
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when they completed the preliminaries, so vou must choose
whether vou waut the Terninal Test to contain AC rivers or
DC tunnels.”

“What's the difference?” vou ask.

“The AC rivers run horizontally on the screen. If vou
enter onc, voull be carried to satety, but yvou won't know
which wav the river flows. DC tunncls will also carrv vou to
safety, but vou'll go in the tunnel and reappcar in a com-
pletelv unknown dircction up to ten spaces awav. You must
decide now.”

You carefully consider how vou want to play and make
vour choice.

If you have a computer, type in the first part of
your program:

Commodore owners turntopage I30.
Hpple owners turn to page 146.
Colo owners turn to page 162.

LWWhen you are through typing, continue the story by
turning to Chapter 2 on page 20. Be sure to mark
your chaoice on the Option Sheet on page 128.

If you aren’t using a computer:

Continue the storv by turning to Chapter 2 on page 20. Be
sure to mark vour choice on the Option Shect on page 128,



chapter 2

You slip the silver medal into vour pocket. Rainda places her
hand on vour padded shoulder. She looks into vour eves and
savs, Only you can save Venturia.”

“Lwilll™ vou answer.

From behind vou, a voice shouts, ‘"T'here you are,
Romiden.”

Rainda turns. “Max, come quickly,” she calls.

Dressed in a black and white checked inilitary coat, the
muscular man approaches. He stands three feet tall. “Ro-
miden,” he savs. stepping in front of vou, “T want to report
that—" Suddenly Max spots the rcal Venturian leader lving
on the floor. “What'’s going on here?” he barks, drawing his
digital pistol.

Ramda raiscs both hands and savs, “Stop! Evervthing is
okay.”

You pull oft vour hehnet.

“It’s vou!” exclailms Max. “What are vou doing in Romiden’s
tournament costume?’

“Hex wounded my father with his inagic lightning sword,”
says Ramda. “His life level is dropping fast. Ouly the magic
powers of the Z-ring can save him. Qur friend will take his
place in the tournainent games.”

Turning to Max, vou sav, “I'll win the competitions and
secure the Z-ring.”

20
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Raising his fist into the air, Max shouts, "My Snidar pa-
trols will be policing every inch of the tournament grounds.
We'll catch that electrovillain!”

“No, Max,” savs Ramda. “What Hex has done to my father
must be kept a secret. 1f vou arrest Hex, it will appear as
though my father wants to eliminate his competition. Every-
one knows of their bitter rivalry.”

Max savs, “That’s a mild way of describing how he and his
gang have tried for kilovears to cheat and steal the tourna-
ment title.” Max straightens his big black hat. An insignia
on the hat says CPU.

Ramda kneels by her injured father. “Max,” she says, look-
ing up. “This plan is our only hope, and it rnust remain a secret
or it will fail. If Hex wins, vou know he’ll destroy Venturia.”

Max looks vou straight in the eve. “You saved us before,”
he says. "We know vou can do it again. Beware of the evil
Raster gang. They are all dressed in green capes and silver
hehnets.”

“T'll look out for them,” you say. “They won't stop me!”

Max promises, “T'll help vou all T can.”

“Ha!” squawks Vidi. “I know not what you can do with
one foot in your mouth and tripping over the other one.”

Max scowls at the white bird. He says, “Snap it shut, vou
brainless bag of binary bones.”

Ramda frowns at thern both. “We can’t waste any time on
vour usual bickering,” she tells them.

All of a sudden vou hear loud music from outside. “\What's
that?” vou ask.

“The games are about to begin,” Ramda says. “You rmust
join the other CPU warriors quickly or vou'll be disqualified.”

“T'll have someonc take vou,” says Max. Turning to the
door, he shouts, “Pixer, Poke, coine here immediately.”

Two small tigures enter, dressed in the same checked coat
as Max. Their big black hats nearly cover their cyes.

“Rarnda,” Max says, “T'll help vou move vour father to a
safe hiding place while my niece Pixer and my nephew Poke
take our friend to the starting lineup.”
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The two little twins rush to Max. They're so tiny they only
reach up to his shoulders. “Pixer and Poke will assist vou
during the tournaments,” he tells vou. “Thev're experts on
Hex and his gang.” Max gives then their instructions and
swears them to secrecy.

Pixer savs, “I know evervthing about those nasty Raster
crooks. I'll stop them.”

Playfully tapping the brim of Pixer’s hat, Poke says, “You
alwavs forget me. I know as much about the Raster gang as
vou do!”

“Yeah, 1 guess,” Pixer agrees, crossing her armns.

“Get moving, vou two, orders Max. “The tournamcnt’s
about to begin.”

As vou follow them out the door, Ramda shouts, “Good
luck! Wait! I forgot to tell vou the password phrase.”

“What is it?” vou ask.
“Rememl)er the poen Vidi used to enter Venturia?”
“Sure,” vou say. ~ ‘Riders of the light, from the land of the
mght will pass through the glass of lightning’s window.’
“Good memory,” she savs. “Use that phrase as a password
to prove it’s vou who's inside my father’s costume and not an
impostor planted by the Raster gang.”

“I will.” vou tell her.

Stepping through the door, vou enter a huge squarc arcna.
It's filled with Venturians waving colored flags. You sec the
tournament warriors circling around the track. Spectators fill
the viewing stands on two sides of thce white arena structure.
Giant scoreboards and viewing screens fill the other two
sides. The top of the arena is open and trimmed in a digital
stairstep design. FHundreds of rectangular flags fly along the
top edge of the arcna.

You straighten vour golden cape and proudly join the
procession of warriors. The 192 competitors file around the
arena. Thev're all wearing brightly colored capes, beautifully
decorated with ornatc squarc-shaped designs. Their clabo-
rate hchnets are all different shapes and colors.

Joining the procession, vou. Pixer, and Poke look closely



REVENGE @F THE RASTER GANG 23

for the Raster gang. Suddenly Pixer grabs you by the arm
and says, “There’re two gang members up ahead. Go this
way.

“No!" shonts Poke. “[ see three morc over there. Keep
moving around the arcna with the others and we’ll be okay.”

“There arc two more behind us!” Pixer exclaims. “Oh, no,
we're surrounded!”

“Look out, two Raster villains arc wmoving toward us,”
Poke warns vou in a low voice.

“I've got an idea,” says Pixer. “Follow me.”

She slips through the crowd of warriors and heads for the
side of the arcna. You and Poke follow close behind.

“See the tlag seller’s cart up ahead?” she asks. "It belongs
to my friend Resi. I'm sure she’ll help us.”

“How?” vou ask.

Pixer explains, “"When yon reach the cart, duck down
behind it. Hide there until the procession passes. Then
jump onto the end of the line.”

“Great,” vou say. “Then they can’t sncak up on me!”

“Exuactly,” Pixcr agrees.

“Hurry,” savs Poke. “Those two Raster rats arc gaining on
us.’

Yon quickly head for the silver cart filled with multicolor
flags and slide up next to the cluttered stand. Poke says,
“Now!”

With one switt step, vou dart hehind it. Poke whispers to
Resi who nods in agreement. Opening a door on the back of
the cart, Resi says, “Get in here where you'll be safe.”

As you squeeze inside, she says, “TI'll push vou to the
starting line. When we get there, vou can leap out and stand
at attention with the other warriors.”

Silky flags cover vour hecad in the darkness. The loud
procession music shakes the metal container. Just as you
start feeling stufly in the cramped hiding place, the door tlies
open. “Let's go!” Poke calls in to vou.

Just as the music stops, vou join the tournament comnpeti-
tors lincd up in straight, cven rows. The announcer’s deep
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voice fills the arcna. “Attention all Venturia! The CPU tour-
naments will now begin. The warrior who completes all six
games with the highest total score will reccive the Z-ring
and hccome the next leader of Venturia.™

The crowd cheers and evervone waves colored tlags. When
the fantare stops, the announcer continues. “There will he
scven events. The warriors will rotate around to the different
tournament locations. Follow the schedule on the score-
board above. The tirst-, second-, and third-, and fourth-placc
winners of the first six events will each receive micromedals.
These mecdals contain data that will determine the structure
of the final compctition. This competition is the Tcrminal
Test. which is a remote-control obstacle course.

“In the six events before the Terminal Test, each warrior
must choose between two games. The micromedal data for
the winners of these two games will be different. As a result,
which gamc each warrior chooses will determine the weap-
ons, landscape, and operating details of the Terminal Test
obstacle ceurse.

"For these scheduled to compete in the arena in the first
events, the two game choices are Byte Ball and Data Tennis.”

You look for Romiden’s nanie on the scorehoard. “I stay
here in the arcna for the first event,” vou say to vourself.

The announcer continues. “The Terminal Test landscape
is filled with deadly electrorocks. Your vehicle must avoid
the electrorocks at all costs. If vou choose to play Byte Ball,
the micromedal vou receive will give vour vibrovan the
abilitv to leap over the electrorocks. The micromedal you
receive if you play Data Tennis will allow your van to blast
electrorocks out of the way.

“All thosc who wish to play Byte Ball go to the left end of
the arcna. Thosc who wish to play Data Tennis meet on the
right side of the arena. All others check the scoreboard and
report to your assigned events.”

You think carcfully about which option vou want on vour
Terminal Test obstacle course.
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If you choose Byte Ball. turn to page 27.

If you choose Data Tennis, turn to page 3.

Be sure to mark vour choice on the Option Shect
on page 128.



chapter E'a

Pixer and Poke run to your side as the warriors head for the
playing fields. “Raster gang members are everywhere,” Poke
reports.

‘T've spotted about thirty,” adds Pixer. “Their bright-
green capes make themn easy to spot.”

“Uncle Max has his Snidar patrol watching them,” says
Poke. He points to sinall guards standing at attention around
the arena. Their black military uniforms fit snugly on their
muscular bodies. They wear the same black hat as Max.
Poke brags, “My Uncle Max is the toughest Snidar of all.”

“I thought you said you were tougher than Uncle Max,”
tcascs Pixer. Poke blushes and sticks his toungue out at her.

Nervous and anxious for the games to begin, you ask,
“Havce either of you seen Hex?”

“Not yet. He must be assigned to another event in this
round,” Poke answers as you approach the Byte Ball courts.

The scoreboard and viewing screen rise to the top of the
arena. Eight gamc grids are lined up on the wall below.
Each grid is ten squares across and ten squares down.

A tall silver machine rolls past and you ask, “What's that
strangc-looking tin can? Why does it have a barbell across
the top?”

“That’s one of the robot referces,” Poke explains. “T wouldn't

27
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make jokes around it. They keep score and judge each game.
Believe mie, thevre tou;.,h

Suddenly the odd-shaped machinc spins it barbell-like
globes. In a mechanical voice it says, “The Byte Ball grid
assignments arc listed on the vicwing screen above. All
warriors must now register and take their places.”

“T'll sign vou in,” savs Poke. He runs to the rcferce.

“Just watch the others,” Pixer savs. “You'll catch on fast. If
vou let a static ball hit you, it'll give vou a terrihle shock.”
Then Pixer joins Poke outside the playing area.

You check the scoreboard listings and see that Rowniden is
assigned to grid number 3. Then vou position vourself ten
feet in front of the game hoard. A hlue-costuined warrior
steps up beside vou and bows.

This niust be my opponent, vou think. Thank goodness
he’s not part of the Raster gang,

The reteree rolls by. “You must align four static balls in
the Byvte Ball grid squarce.” it announces. “The first tour
plavers to do this, using the fewest number of squares, will
win and procecd to the next event.”

You adjust Bomiden’s golden helmet on vour head. The
announcer continues, " Your static halls arc in the rack in
front of vou. Thev arc dangcrous, so handle them carefully
with vour bytepaddles.”

You glance at the other warriors and see them slipping
their hands into large silver scoops. Those must be the
l)vtcpaddleﬂ You put your own scoops on as the referee
sayvs, ~All warriors raisc vour left hand. At the countdown,
the huzzer will sound and the games will begin.”

You hold vour arm high and get ready to play.

“Faght . . seven . . . six . . . five. . .four. . . three . ..
two . . . one!” Buzzzz!

You leap for vour red static ball. It's about the same sizc as
a softball, but it crackles and sparks as vou scoop it up. Your
opponent throws his hlack ball into the air with onc sCoop
and bats it with the other. The ball leaves a trail of light
behind it as it lands on the grid. Then von toss vour ball up
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and smash it into the game board. Whaimn! Sparks fly as it
locks into place.

The crowd in the arena goes wild! They cheer and shout
and wave their colored flags. The huge viewing screen dis-
plays all the action.

Mcanwhile, the other tourteen warriors are working fast to
gain points. With a burst of speed. yon throw another ball at
the grid. Then, miraculously, you land three in a row.

Suddenly something whizzes by your head! A static ball
hits one of the competitors just beyond you. She groans in
pain but keeps on playing.

You spot Poke on the sidelines jumping up and down.
He's pointing to a Raster warrior in green. As you carefully
line up your last ball, the gang member slauns three static
balls right at you! You duck fast and jurnp to the side. Two
more comc rolling at your teet. Juinping up as high as you
can, you dodge them both and throw your winning shot.

“Four in a row!” vou shout. The crowd stands and cheers.

The robot referee rolls to your side and says, “Romiden
has won the first-place miicromedal.” 1t extends a silver disc,
which you take from its gripper. “Congratulations, Romiden,”
it tells vou. “This will give your Terminal Test vehicle the
ability to lcap over clectrorocks. You may now proceed to
Robot Racing.”

Pixer and Poke run toward you. “llurray!” shouts Pixer,
tugging at your armn.

“The Snidar patrols captured the warrior who attacked
vou,” says Poke. “That’s one less Raster gang member to
worry about.”

“Great!” vou reply. “Now how do we get to Robot Racing?”

“That’s on the other side of the capital,” Pixcr tells you.
“There are lots of dynabuses waiting outside the arcna.
They're special vehicles for transporting warriors and specta-
tors to the tournament sites around the city.”

“Let's go!” Poke crics. He rushes for the exit with you and
Pixer following closé behind.
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If you have a computer, type in the second part
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Apple owners turn to page 48E.
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When you are through typing, continue the story by
turning to Chapter 3 on page 36.

If you aren't using a computer:

Continue the story by turning to Chapter 3
on page 36.



chapter ab

Two Raster villains appear nearby. “"They look like trouble,”
you say, pointing to them.

Pixer and Poke rush toward you. “Follow me,” Poke or-
ders. “Wc'll dodge through this sea of lurking disaster.”

“At least their hright -green capes makc them an easy
mark,” Pixer tells you. "There are gang incinhcrs swarming
all over the place! Ive spotted about thirty alrcady.”

“What about Hex?” you ask.

“No sign of hivn,” she replies, “Uncle Max has his Snidar
patrol at every corner of the tournament grounds. They’'ll
spot him.”

‘Arc those thc Snidars? you ask, pointing to thc small
guards patrolling the arena. They're wearing the same kind
of black hat as Max. Their muscular bodies fill out their black
nilitary uniforms.

“Yep,” says Pixer proudly. “I want to be one when 1 grow
up,

I thought you wanted to win the CPU tournaments when
you grew up, Poke teases her.

“Mavyhe T'll do both!” snaps Pixer.

She points to cight black squarcs on the watl! below the big
scoreboard. Each onc is thrce feet square. “Thosc arc the

3]
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Data Tennis courts,” she tells vou. “When the gamne begius.
those squares will move back and forth quickly.”

Poke pushes hetween vou and Pixer to say, “You'll have to
throw vour ball onto the squares and bounce it back to vour
opponent.

“Are vou kidding?” vou cry. “That’s going to he hard.”

“It sure is!” he answers. “The worst part is, the data balls
are electromagnetic. If thev hit vou, thevll hurt like crazy.”

As the warriors assemble, a metal machine rolls past vou.
“That looks like a giant can of soda pop,” vou remark.
“What's it carrying on top? Two bowling halls at each eud of
a stick?”

“Don’t make jokes—it might hear vou,” warus Pixer. “That’s
one of the robot referees. Thev keep score and judge the
games.

“Don’t make themn mad,” adds Poke.

Suddenly the silver machine lights up and spins its globes.
It says, “All warriors must now register and report to their
Data Tennis courts.”

“T'll sign vou in.” offers Pixer, running over to the referee.

“If vou watch the other warriors,” Poke explains, “vou’ll
learn how to play the game.” |

“T'll catch on tast,” vou tell him, full of confidence.

C hecklng the scoreboard, vou find Romiden’s name. “There
it is’” vou cxclaim. “I'm assigned to court ntunher four.”

“Good luck!” cried Poke, joining Pixer outside the plaving
area.

You position vourself in front of the Data Tennis court. A
Raster gang mewnber slides into vour opponent’s position. He
gives vou an evil grin, but vou just ignore him.

“Attention all warriors!” the referee announces. “You must
toss vour bhall onto the moving data court so that it bounces
back to vour opponent. If vou miss the court or fail to return
four shots, vou will lose the game. The first feur plavers to
heat their opponents will win the round and proceed to the
next event. Your ncutron gloves and magnetic whip are in
the tray in front of vou.”
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Grabbing his equipment, vour evil opponent snaps his
whip in vour direction. “You're through, Romiden,” he savs
with a growl. “Hex will win the tournament this time.”

You put on vour thick neutron gloves. “Never,” vou sav to
vourself as vou grasp the magnetic whip tirmly.

“All warriors raise vour right arm,” calls the referce. “Af-
ter the countdown, the buzzer will sound and the games will
begin.”

The data courts start moving back and forth. The huge
viewing screen lights up, displaving cach court to the specta-
tors. The crowd hegins to Cheer and wave their colorcd flags.

“Eight. . . seven . . five . . four. .. three.
two . . . one!” Buzzzz!

Your opponent throws his ball into the air. He grabs it
with his magnctic whip and snaps it toward the moving
court.

The ball shoots back. You rush forward, snugging it in
vour whip. On vour return the hall bounces off the court and
the evil gang nember misses' Sparks flv evervwhere when
the hall crashes to the ground.

You can hear the crowds cheer as you prepare for your
next shot. But hetore vou can throw it forward, the evil
warrior cracks his whip at vour data ball. It falls to the
ground and the scoreboard records it as a miss on vour side.

He serves another ball and you get ready to return it. In a
tlash he snaps his whip, wrapping it around vour legs. You
struggle to break frec, but vou can’t get away!

The data ball hits the court and bounces toward vou. The
warrior shoves vou to the ground, but somehow vou get up
just in time to make vour shot. He rcturns it like a pro and
vou miss the target. But his next serve fails to strike the
court.

It's vour scerve but vou overshoot, losing another point.
Now the score is 3 to 2. One more miss and vou are out!

Desperate to make vou lose, the Raster warrior swings a
data ball over his head and throws it straight at vou! You
lunge to the side and dart out of the way. The electromag-
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nctic ball lands on a player in the next court. She howls in
pain but successfully returns her own shot.

The score is 3 to 3. None of the competitors kas tinished
yet. Time is running out! With all your strength, you smash
the ball into the court. It flashes back and flies right past
your opporent.

“I win!” vou screamn. “I win'”

Enraged, the Raster warrior pitches another data ball at
vour face. You duck quickly and throw one of yours to meet
it. The two balls smash togcther and cxplode in a shower of
sparks, striking the gang member. e falls to the ground,
writhing in pain. Two Snidar patrol officers arrive to drag
him awav.

Pixer and Poke dance with joy on the sidelines as the
referee gives you the winning micromedal. “"Romiden,” he
says, “this first-place medal will give your Ternninal Test
vehicic the power to blast eicctrorocks out of the way. Robot
Racing is the next event. Good luck.”

Running toward you, Pixcr says, “The dynabuses are wait-
ing to take us to the racccourses. They arc special buses for
taking the warriors and spectators to the tournament sites
around the city.”

“Where arc they?” you ask.

“Just outside the arena.” answers Poke. “Follow ne!”

He speeds toward the exit as you and Pixcr follow.

If you have a computer, type in the second part
of your program:
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When you are through typing, continue the story by
turning to Chapter 3 on page 36.

If you aren’t using a camputer:

Continue the storv by turning to Chapter 3 on page 36.



chapter 3

As vou pass through the arcna exit, Ramda approaches with
Vidi on her shoulder. She asks, “Who are vou?”

“It's mne,” vou answer nmnediately.

“Who are vou?" she repeats.

“Oh, right. the password phrase.” You begin, “T'm the
rider of thc light.”

“Where did vou come fron1?” she asks.

“From the land of the night,” vou answer.

She places her arms across her chest and continues, “How
did vou get here?”

“I passed through the glass of lightning’s window,” you
tell her, completing the code.

“T'hn so glad it's vou!” Ramda exclaims and then sighs with
veliet. T was dfrdld voud been captured by Hex Raster or
one of his men.’

“Not a chance,” says Poke, pushing up the brim of his big
black hat, .

Pixer adds, “"Our friend herc fought off a nastv Raster
attack and won a micromedal.”

“Mice going,” Ramda says. "We're one step closer to sav-
ing 1wy father’s life.”
“Very good indeed,” adds Vidi.

T o
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“Will be be able to survive until we get the Z-ring?” you
ask her.

“1 hope so,” she replies softly, shaking her head wearily.
“Iis life level has dropped to nine units and he’s very weak.
Wec moved himn to a secret hiding place.”

Turning to Pixer and Poke, she says, “Your Uncle Max has
a special assignment for you two. He wants you to meet him
now at the south exit of the arena.”

“But we have to go to the next compctition!” Pixer protests.

Placing her hand on your shoulder, Ramda wvinks. “T’ll
take my father to the robot racecourse,” she says with a
smile.

“lHex and his inen are everywhere, so he careful,” warns
Pixcr, grabbing Poke by the arm.

As Pixer drags him toward the arena, Poke vells, “Kick
one of those nasty Rasties for me!”

“T'll do better than that,” you promise. “T'll bring one back
here tor vou to do it vourself.”

Playfully shoving each other, the twins disappear inside
the arena.

Turning away from the arena, Ramda says, “The best way
to get to the next event—" when suddenly a fiery red ball
tlies past your hecad. You jump to the side just in tiine!

“Raster attack, this is,” cries Vidi, flying into the air.

“They're after us,” Ramda shouts. “Head for the dynabuses
straight ahead”

Narrowly dodging two more shots, you race for the long
flat vchicles. Their sleck white surfaces are trimmed with
gold.
~ Three gang incmbers charge toward you, firing more deadly
red balls. Ramda dives for the first dynabhus and flings the
door open. She and Vidi jump in and you follow just behind.
You slam the door shut on the evil warriors.

Ramda switches on the automatic driving controls. The
vchicle rises up off the ground and shoots torward. The rest
of the bombs explode against the side of the bus.

The attackers rush to the second bus and jump inside. You
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sce them struggling with the controls, but they can’t get the
bus started. You relav this informtition to Ramda.

She makes a sharp right turn and savs, “[f they figure out
how to operate that bus, thevll catch up betore long. Hang
on, we're in for a rough ride!”

You're thrown back in your scat as the bus tlies straight up
in the air and over a row of buildings. Then it dives under a
bridge and speeds down a long, narrow street.

“I'hat should lose "emn,” she remarks with a httle laugh.

“Where are we going?” you ask after catching your breath.

“Robot Racing is on the other side of town,” she answers.
“CPU Central is a pretty big city!”

Through the narrow windows you sce green and white
buildings everywhere with unusual shapes and strange deco-
rations on themi Some are square and tall, while others arc
flat and rectangular. Several buildings have digital stairstep
structures that create intricate patterns. Many are covered
with gold lines that weave right-angle designis on the
walls.

Mancuvering the sleek bhus through the streets, Ramnda
turns and call out, “Wc're alinost there. The CPU robot
racecourse is just a few hectoblocks away.”

“What docs CPU stand for?” vou ask.

“The story behind that is the most important event in our
history,” explains Ramda. “Many kilovears ago Venturia was
a barren wilderness. Our ancestors came here to escape from
the evil Decimal Kings.”

“What are Decimal Kings?” vou interrupt to ask.

“Cruel and rutbless thev were,” chimes Vidi.

“That’s right,” Ramda continucs. “They were the evil rul-
ers of the old Arithinetic Empire. In their thirst for power,
they forced millions of people to become numeric slaves.”

"Why?” you ask, looking back to see if the Raster gang is
fol]owmg You see nothing behind vou.

“They forced 1ny ancestors to add, subtract, multiply, and
divide billions of tigures in search of the ultimate prime
number. If they found this magic nummber, it would give the
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cvil kings the power to live forever. One day a brave band of
slaves escaped and came to the wilderncess of Venturia. They
started their own kingdormn and formed the CPU. Tt stands
for ‘Commonwealth of Public Unity.” Its purpose is to stop
hrutal enslavement by finding ucw and better ways to calcu-
latc data.”

Ramda turns and looks at you. “You're my only hope,” she
says. “You've got to save my father and ensurc the future of
Venturia. If Hex Raster wins the tournainents, it will he the
darkest dav in our historv.”

“I can do it,” vou tell her confidentlv.

\With one swift turn, Ramda swings the bus to a halt. “This
is it,” she announces, motioning for you to follow her out-
side. She stops in the doorway for a moment. “Take this
weapon. We may run into more trouble,” she warns, hand-
ing you a sliin blue tube.

“What's this, a toothbrush holder?” you joke.

“It's a multiweapon,” she cxplains. “It’s identical to the
kind of weapon the Raster gang carries. Twist the knob and
it will change into a sword, whip, or dart gun.”

“This should come in handy,” vou reply as vou slip the
tube inside your cape.

Rainda cautiously moves toward the front entrance of the
racecourse, and you follow close behind. You securc the
suaps on Romiden’s gold cape and adjust his hclmet so you
can see through the slot across vour eyes. Straightening your
back, von walk as tall as possible so no one will suspect that
vou are not Romiden.

Ahead you can see an elaborate golden fence surrounding
the two racctracks. Festive music fills the air as warriors and
spectators move through the grounds.

“Giant Robot Racing is on the right,” Ramda explains,
“and mini Robot Racing will take placc on the left.”

“Raster alert!” cries Vidi.

“Look out! Hex is here!” shouts Ramda, ducking behind a
dvnabus.

“Where?” you whisper, following her behind the bus.
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“At the tront entrance,” she answers in a low voice. “Hec
“and two of his Raster villains arc waiting for us.”

“Get past them we must, to get inside,” says Vidi.

Suddenly the music stops. An announcer’s voice says, “All
warriors choese your event innnediately!”

“We have to get inside before the games begin!” Ramda
says frantically.

Vidi flies up in the air and returns a moment later. “Gone
is Hex,” Vidi whispers. “Two villains remain.”

“We'll fight our way past then,” you assure your friends.

“That’s the spirit,” Ramnda tells you, slapping you on the
back. “Get vour nultiweapon ready and let’s go!”

You pull out the sliny tube and set it tor electrowhip as you
and Randa race toward the entrance. The Raster warriors
spot you and fire electrodarts.

You swiug your whip at the villain on the vight. When it
wraps around his legs, you vank it hard. He falls to the
ground with a crash.

Ramda blasts the remaining villain, hitting bim in the
lcg. Dropping to his knees, he raises his wcapon for
another shot. But Vidi destroys the weapon with a dcadly
blast from his eye. The warrior turns and limps into the
crowd.

As you both run through the entrance, Ramda asks,
“Which event do you want, giant Robot Racing or mini
Robot Racing?”

“What are the ditterences for the Terminal Test?”
say.

“Besides electrorocks, the Terminal Test also contains deadly
negaheasts, which will follow you wherever you go. If you
enter giant Robot Racing, the micromedal you reccive will
let you drop bombs around your vehicle. 1t any pursuing
negabeasts hit a bomb, the beasts will explode. The icro-
mcdal for 1mini Robot Racing will lct you blast the negabeasts
out of your way.”

You quickly analyze the diftference and make your choice.

you
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chapter 33

“Look! The warriors are all lining up,” Ramda says, pointing
atross the rectangular raceway,

You run toward for the starting position and see sixteen
huge hlack robots on the track. They have big metal claws
for hands and pointed spikes on their feet and chest.

“My favorite event this is,” Vidi tells you.

“Why?” you ask.

“Rough and tough is this game,” he answers.

“Good reason,” you reply. A robot referee rolls up to you.
“I want to compete in this event,” vou tell it.

It flashes its lights and says, "Report to remote-control
station seven on the lett wall of the track.”

Leaning over, Ramda coaches you, “The hand controls
that operate the robots are just like ones on the video games
you have in the Analog Dimension. Use them to move your
robot around the racecourse.”

Glancing at the powerful-looking machines, you remark,
“The hands and feet on those things leok like lethal weapons.”

“That’s the idea,” Ramda explains. “You'll use the remote
controls to race them around the track and knock the other
robots out of your way. The last robot remaining will win.”

“You that will be,” cheers Vidi, hopping up and down on
Ramda’s shoulder.

43
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Positioning vourself in front of station seven, vou say to
Ramnda, “This sounds like a combination of boxing and roller
derhyv!”

“There’s Hex Raster!” Ramda shouts, pointing down the
track.

To vour left vou see the evil leader sliding up to his
control station. He snarts at vou and savs, “T don’t know how
your wounds have healed, but I'mm going to beat you now.”

You laugh right in his face as the announcer begins the
conntdown.

Crossing her tingers, Ramda whispers, “Good luck.” She
and Vidi take thcir places in the viewing stands while vou
examine the controls.

Gripping them in each hand., von prepare for action. A
buzzer sounds and all the robots start inoving. Theyv pick up
speed as the battle begins. Moving down the rectangular
track, their nassive bodies look powerful and vicious.

One of the warriors reaches her robot’s arms into the air
and slams another robot to the ground. It spins into a wall
and loses an arm. Struggling back into the race, the one-
arined robot kicks another compcetitor’s machine, causing it
to crash into the two in front. All three tumble onto the track
and explode. Mechanical legs and anms fly through the air.

Your robot dodges around the debris and races after the
others. The reterecs quickly clean up the mess.

Hex’s robot trics to grab vours. You drive around two
robots to escape his evil clutches. Two more robots crash
into each other and spin across the ground.

Herc comes Hex around the side, slanming his black
machinc into vours! He punches a hole in vour robot’s sidc.
Oil pours onto the track. Three robots try to dodge across
the slipperv mess. One spins away, but the other two ex-
plode against the wall.

Your wounded robot is unsteady, hut vou expertly drive it
out of danger. Hex tries to strike again, but this tine vou
swing your robot’s claws and pull off his machine’s arm. Hex's
robot loses its balance and crashes right into another one!
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Hex struggles and gets back into the race, but the otber
robot is carricd off the track. Qil pours out of vour robot, but
vou skillfully keep it moving around the course.

Suddenly a three-way crash explodes across the track in
front of vou. Dodging around the mess of robot parts, Hex
slams his machinc into yours. With all your might, vou pull
the controls and break frec.

INow four robots are left in the game. You glance at the
scorcboard. “I'm in fourth place,” vou say with a groan.
“Ilex is first.”

With steely determination you charge for the last three
machines. One grabs vour robot by the head and punches
out an cve. Angrily vou retaliate by crashing into its shoul-
der and sinashing it to the ground.

“Two more to go!” vou cry, gripping the controls. The
scorchoard moves vou into third place but Hex holds the
Icad. With one eye missing and losing oil, vour robot is hard
to inaneuver. Using every trick von can think of, you keep it
going.

Hex's robot grapples with the sccond-place contender.
You drive your machine into them, ramiming thern both into
the wall. One blows up, but Hex thrusts his rohot’s arm out
and slams vours to the ground. You struggle but vour robot
won't move.

“It’s over, Romiden,” Hex vells. “T win this one! And I'll
win them all.”

The referec rolls onto the track. “First place goes to Hex
Raster,” it announces. The crowd boos as the evil villain
raiscs his arms in victory. The scoreboard lists the points of
cvery warrior. You've carned second place in this event.

Rainda rushes througb the crowd. “Don’t worry,” she tells
vou. “You'll beat hin1 next time. At lcast vou got a second-
place micromedal, enabling vou to go on to the next event.”

“Where do we pick it up?”’ you ask, unhappily shaking
vour hcad.

“Here cornes the reteree with it now,” shc answvers.

The robot rolls up and bands you the inedal. “Romiden,”



46 SETH MCEVOY AND LAURE SMITH

it savs, “this will give your Terminal Test vehicle the ability
to drop bombs on the negabeasts.”

“I wish I could do that to Hex Raster’” vou vell.

“Ha!” Hex shouts from behind you. “You'll be lucky if you
get to the next event in one piece.”

“You'll never stop me!” vou cry in yvour deepest voice.
Swinging your cape into the air, you stride off the racccourse.

If you have a computer, type in the third part of
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chapter 3b

“Mini-Robot Racing is my favorite event,” Ramda declares,
stroking Vidi's back. She leads vou to the square track.

“Why do vou like it?” you ask as you look out at the
crowd.

“Thosc little robots maneuvering through the Memory
Matrix can be really exciting,” she replies. “You never know
what will happen next.”

“What's the Memory Matrix?” vou ask her.

“Sce the racecourse up ahead?” Rainda points to the square
track. “There’s a grid around its surface.”

“I see. And I can see numbers inside four lanes of squares,”
yon say.  Hinin, looks like a lane of ones, twos, threes, and
tours. What are thev?”

“That’s the Memory Matrix,” Ramda explains. “You'll guidc
vour robot through the squares by remote control.” Shc
shows you a group of individual nionitors along the wall of
the track. “VVhen you start at each corner of the course, the
monitors will flash an eight-digit nuimber on the screen.
You'll have to memerize it quicklv. Then use the hand
controls to guide vour mini-robot through the matrix squares
that coincide with each of the numbers. When vou get to
each corner of the track, vou'll receive another number.”

47
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“That sounds kind of like a silly children’s game we call
hopscotch,” vou tell her.

“Dangerous this game can get,” Vidi replies.

“You better believe it,” Ramda adds. “The robots have to
junp from lane to lane down the track. If two robots land on
the samme square at the same time, watch out! You'll have to
use all of vour video game skills to battle fer control of the
square. Sometimes there are so many battles that only one
robot makes it around all four sides of the racecourse.”

“No problemn. T'll get to the finish line,” vou tell her
confidently. You sign in and the robot referee tells vou to
position vourself at remote-control monitor three.

Vidi turns to vou and squawks, "Hex Raster 1 see!” point-
ing to the evil gang leader.

Hex spots vou through the crowd and laughs. “I don't
know hew vour wounds healed,” he savs, sneering, “but T'll
beat vou now. Rommiden.” You decide to just ignore himn and
turn awav.

At the starting line vou see sixteen niniaturc robots. They
look like basketballs with giant feet. Their six arins stick out
like spikes around their little gray bodies.

The spectators vell and cheer as the warriors line up their
mini-robots.

Ramda wishes vou good luck betore she and Vidi go to the
viewing stands. The starting buzzer sounds. The announcer
begins the countdown.

Your monitor lights up. There's vour first eight-digit num-
ber: 43221344. You memorize it as fast as vou can before the
scrcen goes blank and the round rohots begin to move.

Instantly a brutal traftic jam forms on the first two rows as
the mini-robots fight for position. One robot knocks another
into the air. It explodes with a bang as it crashes against the
wall. Two more smash together and are removed from the
game.

You swittly land vour robot onto the fourth square in the
first row. As the others move forward, vou dodge onto the
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sccond row. On the number-three square, vou jump to the
next row just before a robot crashes onto vou. With quick
twists of the hand controls, vou dart along the side of the
Memoryv Matrix.

As vou lcap into the air, llex rams his little robot into
vours. It loses its balance and spins to the side. Jerking the
controls, vou rescue vour machine before it explodes against
the wall. Hex’s mini-robot races ahead and vou dart after
him.

\When vou successfully comnplete the first eight rows, an-
other numher appears on vour monitor. You quickly memo-
rize it and charge down the second side of the racecourse.

Two robots leap for vour position, but you jumnp to the
next row as they collide into each other. Their mechanical
bodics explode into a million pieccs. The flving debris knocks
two arms off your machine, but you've still got four left.

You niove forward, but vour robot is a little unbalanced.
You tilt to the right to compensatc for the loss of the two
arms.

When vou finish the second eight rows, vou receive vour
third number. Dodging down the track, you slide up behind
Ilex Raster’s robot. With a snap of the controls, vou kick it
hard and it falls forward. You've knocked off one of its
arms.

Hex struggles to kecp his machine on the course, hut
another robot lands on its foot. Though the foot gets bent,
Hex stands his robot up and guides it down the track,
limping all the way. You race after hiitn. Robots crash and
tight for position in front of vou.

As vou finish the third side of the Matrix, vou glance at
the scoreboard. “Hex is in first place,” vou cry, fuming, “and
I''n in fourth.” Gritting vour teeth, vou say, “I've got to
catch that compucriminal!”

With vour fourth number firmly implanted in vour mem-
ory, vou charge after Llex’s mini-robot. You land on top of
another robot and kick it into the wall. It explodes and vou
cheer. “Now I'm in third place.”
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You maneuver through the numbered squares and inch
your way into sccond plate. Jumping on top of Hex’s robot,
vou smash it to the side. Immcdiately the Raster leader
bounces back and knocks you down. But vou pick vour robot
right up and chase after Hex furiously. He slips across the
tinish line just inches betore vou.

The crowd boos when the robot referce announces, “Hex
Raster is the winner.”

Ramda runs to vou and says, “Don’t feel too bad. At least
vou've got a second-place micromedal, enabling vou to go on
to the next event.”

You frown and shake vour hcad your head angrily. "I
almost had it!”

“You'll catch up next titme!” she assures you.

“You bet I willl” vou declare.

“Romiden, you'd better bet on losing.” Hex snickers. “T'll
enjov defeating vou in the end. That is, if vou even get to
the next event in one piece.”

You laugh at his threats as the referee hands you vour
micromedal. “This will give vour Terminal Test vehicle the
ability to shoot the negaheasts.”

“Too bad T can't shoet Iiex with it,” vou tell Ramda as vou
cxit the racecourse with her and Vidi.

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

Commodoreowners turn topagel3y.
Apple owners turn to page 150.
CoCo owners turn to page 166.

When you are through typing, continue the story
by turning to Chapter Y on page 51.

If you aren't using a8 computer:

Continue the story by turning to Chapter 4 on page 51.
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et

We can walk to the Maze of Math,” Ramda informs vou.
“It’s on the other side of the racecourse. 1f we cut through
the dvnabuses in the parking area, we’ll be there in a flash.”

Vidi is perched on Ramda’s shoulder. Leaning toward vou,
he chirps, “The Mazc of Math vou will like. Its history is
very old.”

Ramda agrees. “It's the only tournament cvent carried
down from the old Arithmetic Empirc. The maze was used
by the Decimal kings to train their knights for service in the
Numeric Army.”

“How does the maze work?” vou ask, weaving through
rows of parked dynabuses.

“Two game mazes therc are,” explains Vidi.

“The Maze of Addition and the Maze of Subtraction,”
Ramnda continucs. “One is vertical and the other is horizon-
tal. Both have numbers on the maze walls. In each game
vou'll be assigned a secret tally numhecr.

“In the addition game, vou'll collect numeric discs off the
walls. The numbers on these discs must total vour sccret
tally.”

Vidi shakes his head. “VWhen all sixteen competitors race
through the vertical maze, crazy that game can be,” he adds.
“Is it dangerous?” you ask.

51
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“Not really,” says Ramda seriously. “But try not to fall
down. Otherwise you'll be trampled ﬂat and forced to live
the rest of your life as a human carpet.

That might not he a bad line of work.” vou replv with a
laugh. “Is the Maze of Subtraction just as wn]dP

“Thn afraid so,” she answers. “Because it’s horizontal, you
won't have ladders to climb, just a confusing tangle of num-
bered walls. Instcad of cnllcctlng discs that add up to vour
tallv score, vou'll receive eight numcric discs at the start of
the gainc. Then yvou'll have to match the nuinbers to the
numbers on the maze walls.”

“What if sorneone renioves one of mv discs?” vou ask.

“That can’t happen,” Rainda explains patiently. “When
you place the disc on the wall, it sticks magnetically.”

Vidi tlies into the air. “This gaime can be fun, but fast you
rnust think!”

You and Ramda turn past a white dvnabns. Warriors and
spectators are piling inside. bound for other events. Loaded
buses pull into the parking lot as vou pass two emipty vehicles.

Suddenly Hex Raster jumnps out and draws his lightning
sword! The golden beamn crackles through the air as he
swings it over hm head. Behind him two gang mmemhers
prepare to tight. “You're mine now, Romiden,” he roars.

You whip vour multiweapon out of vour cape and shout,
“Not without a fight, vou Raster fiend.”

Your multiweapon crecates an clectronic sword that slices
through the air. The glowing bluc coil vibrates as vou hold it
ready to fight.

Hex raises his sword into the air and his green cape swings
to the side. He lunges forward. You crash vour weapon
against his, and the fight is on! The swords crackle and spark
as they smdsh together. Ramda hattles one of the gang
memhers while Vidi attacks the other oue with his deadly
eve-bean,

Hex charges at vou and vou whip yvour sword toward hina,
the wecapons clashing in a brilliant cruption of sparks. But
Hcex moves closer, pinning vou against a dvnahus.
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“You're tinished, Romiden!” He jabs the lightning sword
against vour chest. A shock of electricity jolts through vou.

Meanwhile, one of the gang members knocks Ramda to
the ground. Vidi flics overhcad and trics to distract Hex. A
Raster villain hits Vidi with his sword and tosses him into the
air. The white bird tuinbles helplessly across the sky.

Hex, preparing to strike again, suddenly laughs in vour
face. “Good- bve. Romiden,” he savs with a sneer. All of a
sudden vou hear loud voices ncarby.

“CPU warriors arc coning!” shouts onc of the gang men-
bers. “We've got to get out of here!”

Hex places the point of his sword under vour chin. “You
won't get away from me next time,  he threatens. Tuming
S\Vlft]v Hex and his men dart out of sight.

“l.et’s get them!” vou vell, helping Rainda oft the ground
"No,” she says. “We can’t risk Inissing vour next event.
She SIghs and :,tralg.,htens her blond hair. Vidi wobbles to-

ward her. “Vidi'” she cries, rushing to pick him up

“Okay I an,” he muimnbles, shaking his hcad.

“You sure don’t look it,” savs Ramda, placing him on
her shoulder and smoothing down his ruffled feathers. She
turns to vou. “We have to hurry to the Maze of Math. It’s
not far.”

She leads vou out of the parking arca, wherc dozens of
Snidar patrols stand along the edge in their black uniforms.
Ahcad vou can see spectators moving into viewing stands.
Inside, the seating units are raised up off the ground. Thev
overlook a large square maze. Bevond it vou sce a vertical
maze rising tour levels high.

A robot referce announces, “All warriors 1nust choosc
their cvent. The Terminal Test landscape can contain either
Mectal Mountains or Hvdrolakes. The micromedal in the
Maze of Addition will create Mctal Mountains on the Termi-
nal Test's obstacle course. Climbing over a mountain will
take cxtra fucl from vour vibrovan’s limited supply. If vou
choose the Maze of Subtraction, vour obstacle course will
contain deadly Hydrolakes. You can cross a Hvdrolake onlv
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after you first find a unihoat. Make your choices and register
immediately.”
You tighten your golden helmet as you make your decision.

If you choose the Maze of Addition, turrt to page
56.

If you choose the Maze of Subtraction, turn to
page 60.

Be sure to mark your choice on the Option Sheet on page 128.
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“I'll choose the Maze of Additiun,” vou decide, heading
toward it.

You inspect the layout. Tall ladders connect the tour lev-
els. The nuimbers 1 to 8 line arc painted along the walls. A
glass barrier covers the front of the structure. “That maze
looks like a three-D version of the climbing games I play at
home,” vou tell Ramda.

“Then von should do well at this event,” Ramnda replies as
she and Vidi wave good-bve. “\We'll be cheering for vou.”

“Thanks,” vou call to them. just then a robot referce rolls
up beside vou. The dials on its tube-shaped body light up.

“I want to enter this event,” vou tell it.

“You imust collect eight numeric discs.” it explains. “If vou
recmove more than eight from the maze wall, voull be dis-
qualified. Those discs must total vour sccret tally number.”

“What's my tally number?” vou ask.

“Thirtv-six.” the mechanical referee answers. spinning the
globe-shaped balls on its top. “All sixteen competitors will
begin at the starting line to the right of the maze. The
winner will he the first one tu gather his or her eight discs
correctly and go through the exit.”

The referce rolls away. You line up with the others. Wait-

26
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ing for the countdown gives you timne to inspect the intricate
levels of the inaze.

Two warriors slide up next to vou. You realize thev're
hoth dressed in the green Raster gang capes.

One snarls and savs, "We'll be following vour every move,
Romiden.”

“That’s right,” the other adds. “You won’t win this event.
We'll stop vou any way we can!”

You clench vour fists. With two swift strokes you punch
the Raster villains in their stomachs. Theyv double over and
howl in pain.

“That'll slow vou down.” you bark.

The countdown begins. The buzzer sounds and the com-
petitors charge into the Maze ot Addition.

You dart away fromn the Raster villains and quickly climmb
up to the maze. As vou reach the first level, the CPU
warriors scramble in all directions. They grab the numeric
discs as fast as they can. You squeeze vour way past them.

Running along the first level, vou grab a 3, a4, and a 7.
You race up the ladder to level two and spot a 3 and a I that
havcu't been taken.

Glancing over vour shoulder, vou see the cheering crowd
through the glass. Other CPU warriors run after discs while
vou continue to the next level.

Just as vou recach for the top rung, a Raster gang member
stornps on your hand! Yeeowu!

"You're not getting up this way, Romiden,” he snarls.

You jump down to level two and race for another ladder.
Climbing up again, vou spot the villain running ‘in vour
direction. You turn and leap onto a different ladder and flv
up to the top level Securing an availahle 6 with one hand,
vou reach for two 3's with the other. A gang mnember grabs
vour outstretched arm.

“Those fives are mine,” snaps the Raster villain,

Jerking vour arm away. vou rush around in search of two
other nurabers. I need two dises that come to a total of ten,
vou remind voursclf.
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Darting across level four, you weave past the other com-
petitors. The cheering crowd waves their colored flags as you
search for your final discs.

You climb down a ladder. VWhen you reach level three, a
Raster gang member jumps down after you. Running as tast
as you cau, you grab the first number in sight. “It’s a two,
you murmur, pulling it off the wall. “Now all I need is an
eight.”

You turn to run but a Raster villain blocks your path and
reaches for your neck. You dart to the side, slipping through
his grasp. He speeds after you as you fly along the third
level. Up ahead you see the 8 you need.

You run toward it. Another Raster villain jumps up from
the ladder bhelow and grahs you by the leg, pulling you
toward him. Although you kick and try to get away, he holds
on tight. Then with a burst of speed you juimp into the air
and hreak free. All right! You dive for the number-8 disc and
yank it off the wall.

As you scramnhle down to reach level one, the Raster
villains are hot on your trail. Running along the wall, you
spot the exit ladder ahead.

Blocking vour path is a red-caped warrior. Behind you,
the two Raster villains are gaining speed. Pumping your legs
as fast as vou can, you dart around the red warrior and lunge
for the ladder. You fly to the ground as the crowd roars. The
Raster villains land behind you and the Snidar patrols quickly
drag them away,

A robot referee rolls up and says in its mechanical voice,
“Here is your first-place micromedal, Romiden. This will
give your Terminal Test vehicle Metal Mountains to climh
over.”

“Thanks,” you reply graciously, accepting the medal.

Ramda runs towvard you, clapping her hands joyfully. “Nice
going,” she says happily.

Vidi flies through the air. He lands on top of vour helmet.
“Hooray,” he squawks.

You and your friends leave the Maze of Math in triumph.
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Ifyou have a computer, type in the fourth part of
Yyour program.:

Commodore owners turn to page 136.

Apple owners turn to page 152.

LColo owners turn to page 1686,
When you are through typing, continue the story by
turning to Chapter 5 on page &Y.

If you aren't using a8 computer:

Continue the story by turning to Chapter 5 on page 64.
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“T'll try the Maze of Subtraction,” vou tell Ramida and Vidi as
vou head toward it.

Pointing to the tall walls of the maze, Ramda explains,
“The inner walls twist and turn. Mermorize the pattern so
vou can find vour way out. The referecs move them after
each round to prevent anvone from telling other competitors
the aze pattem.”

“I'm good at memorizing mazes,” vou tell her. “This event
reminds me of a three-D version of a video maze game I play
at home.”

“Great!” she replies. “Then vou’ll have no trouble winning
this cvent. Just take vour eight numeric discs and place
thcmn on the corresponding numbers inside the maze. The
winner is the tirst one to get rid of all his or her discs and go
through the cxit. Once you memorize the inaze then vou can
leave quickly and ensure vour victory.”

“Thanks for the advice,” vou tell her. “WWherce do I get the
discs?”

“From the robot refcree,” she answers. “Here’s one now.”

“We're going to join the others in the viewving stands,”
Ramda says. “Vidi and I will be rootiug for vou.

As she waves good-bye, the referee rolls to a stop. The

By
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dials on its metal tube bodyv flash on and off. “T want to enter
this eveut,” vou tell it.

The r()bot hands vou eight square metal discs. “You must
place these on anv eight numbers that will add up to vour
tallv nurmber.”

“VWhat's mv nummber?” von ask.

The robot flashes its dials. “Your tallv number is forty-
cight,” it answers, rolling the globe-shape balls on its top.
“All sixteen competitors will begin at the entrance on the left
side of the maze.”

You head for the starting position. 'Two Raster gang mern-
bers spring out in front of vou.

“We've got vou now, Romiden,” one threatens.

“When vou enter that maze, we'll be glued to your side,”
the other warns. “We'll make certain that vou lose this
event. Count on that.”

“You can count on this!” vou vell, punching one¢ in the
stomach and kicking the other in the leg.

‘Thev double over in agony as vou rush to the entrance of
the maze. The other CPU warriors are lined up in front of
the archwav.

After the comntdown ends, the buzzer sounds and vou dart
inside. You see nummbered squares about three teet apart on
the walls. The competitors stumble over each other as thev
start putting up their discs. You speed around a corner and
cover the numbers 3, 8, and 7.

Your metal squares stick like magnets to the wall. As vou
turn to find more numbcers, vou carefullv memorize the
intricate twists and turns of the maze. ‘The competitors run
swiftlv around the corners. Thev almost knock vou down,
but vou skillfully dodge out of the wav.

Spotting an available &, vou slap vour disc over it. T have a
total of twentv-cight so far. vou sav to vourself. Tve got
twenty more to go!

Flving around the corner, a Raster warrior slams into vou,
With lightning speed, vou jump back before he can grab
vou. You wind through the maze and he follows close behind.
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Quickly slapping a disc: on a number 6, vou spot a Raster
villain ahead. Just as vou turn to run, another Raster gang
member grabs vou bv the arm. He opens his cape and
reaches for his multiweapon. Betore he can reach it, vou
shove hiin into the wall and break free.

Twisting through the maze, vou squeeze past the other
competitors. You find an empty 8 position and pound vour
metal square on top.

“All 1 need is two more numbers that total six,” vou
mutter to vourself. Suddenly vou spot one of the Raster
villains sncaking up hehind vou. Gripping the last two discs
tightlv in vour hand, vou race through the crowded passage-
wavy.

Up in the viewing stands, the crowd waves their colored
flags and cheers wildlv. As vou move, vou analvze the pas-
sages and commit themn to memory. The evil warrior gets
closer and closer as you search tor vour last two numbers.
Aha! You smack a disc on an available 4, and kecp running
along the wall in pursuit of vour final number.

The Raster villain reaches out and grabs your golden cape,
but vou snap it out of his hands. Turning a corner, vou spot a
2. That's what von need! Another Raster warrior leaps in
front trving to Dlock vou.

“You lose!" he harks.

'The two Raster villains close in from both sides. One
draws his multiweapon. You kick it out of his hands with
lightning speed and shove vour way past the other. Diving
tor the emnpty nuimber 2, vou slap vour disc on it just ahead
of another competitor.

“1 placed them all"” vou shout, running toward the exit.
Because vou remecmnber the maze pattern, vou are able to
dodge past the other warriors.

As vou swing around a corner, vet another of the Raster
villains blocks vour path. You turn and dart down a sidc
passagewav. He speeds after vou. Rounding a corner, vou
run smack into a dead end!

“Oh, no!” vou cry.
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The villain laughs and pushes you against the wall. With
all vour might, you dig your fingers into his neck, forcing
him to sink to the ground in pain. You run through the last
part of the maze and lcap out the exit.

The crowd stands and cheers. The robot referee announces,
“Romiden, youre the first-place winner.”

You breathe deeply. “Amn I ever glad!”

Handing you the micromedal, the referec continues, “This
will give your Terininal Test vehicle Hydrolakes to cross.”

You accept the medal as Randa runs toward vou. She
raiscs both arms and jumnps into the air. “Nice job!” she
yells,

“Very nice it was,” agrees Vidi.

You, Rainda, and Vidi leave the Maze of Math in trinmph.

If you have a computer, type in the fourth part of
your program:

Commodoreowners turn to page 136.

Rpple owners turn to page 152.
CoCo owners turn to page I686.

When you are through typing, continue the story by
turning to Chapter S on page 6\4.

If you aren't using a8 computer:

Continuc the story by turning to Chapter 5 on page 64.
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When you rcach the parking area, Max runs toward vou,
shouting, “Ramda, I'm glad I found you.”

“What's wrong?” she cries. “Is my father all right?”

“He’s in scrious condition,” Max tells her. “His life level is
dropping fast. 1t’s gone fromn nine units of energy down to six
units in a very short time. He’s asking for vou.”

Turning to you. she places Vidi on vour shoulder and says,
“I must leave at once. The dynabuses will take vou and Vidi
to Silicon Sailing and Crystal Skiing.”

“T'll get there,” you assure her. “Don’t worry. I'll win for
Romiden.”

“His lifc depends on it,” Max murinurs, waving to Ramda
as she rushes onto a dvnahus.

“Two Raster rats this way are coming!” squawks Vidi.

Max leads you to his globe-shaped cvhercyele and flips
open the glass door. “Get in quickly, pal,” he orders. “Let’s
flv out of herc before we're in Raster-trouble!”

You and Vidi jump into the vehicle’s sinall compartment.
You strap yourself into the scat. Max grabs the controls and
shoots the cvcle up into the air.

The gang members fire at the vchicle, but Max accelerates
and the cvcle lunges forward and flies out of range. He
swings over the robot racetrack and turns toward CPU Central.

P |



REVENGE OF THE RASTER GANG 65

Soaring over the familiar green and white buildings, you
ask. “VWhat arc those things flying up ahead?”

“That’s a flock of Telix birds,” replies Max.

“Stupid and nasty they are,” adds Vidi.

“They're not as nasty as vou, bumnble bird,” says Max.

Vidi snaps back, “Or as dumb as you, Max!”

All at once a gust of wind knocks the cybercycle upside
down. Looking out the window, Vidi vells, “The gigamonster
it is!”

“We're in trouble now.” Max groans, struggling to turn
the machine upright,

‘Through the window, you sec a giant creature shaped like a
red dome speeding across the sky. “That thing's huge!™ vou
shout.

“It’s as big as a house,” yells Max.

“No,” vou cry, “it’s as big as a mansien with a three-car
garagc. i

“And a lot more dangerous!” Max adds.

As the gigamonster flies over the Tclix birds, dozens of
long, skinny tendyrils drop down from its hody. Instdntly the
birds are scooped up iuto its huge mouth.

“That thing has got crazy legs,” yvou say.

“Legs they are not,” corrects Vidi.

Steering the (vbt‘r(w Je away from the gigamonster, Max
shouts, "You're right, thosc arcn't legs, they're deadly mag-
netic tongues. If we don't get out of here, theyll devour us
up too.”

He rams the cycle iuto high speed. The cvil monster
follows close behind. Moving overhead, it drops its snakelike
tongucs. They grab for the cybercycle, but Max swiftly dodges
away,

He flies the vehicle faster. trving to avoid the inagnetic
tendrils. But then the monster reaches for the cvcele again
and grabs it! Max instantly throws the vehicle into reverse
and snaps free. The creature keeps throwing more magnetic
tongucs toward the cycle,

The tongues wrap thcemselves tightly around the globe-
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shaped vehicle. As the monster starts pulling the cvcle into
its mouth, Max shouts, “] can’t pull loose, vou'll have to cut
ns out ot this! Do vou have a multiwcapon?”

“Ycah, I have it,” vou vell, removing it from under vour
capc

“Set it for electrosword,” Max orders. “Vidi, use vour
static eve-beam on this 1monster,” he orders as he pops open
the cvcle door.

Reddv it is,” answers Vidi, motioning for vou to tollow
him out the door.

Cliinbing out of the cvbercvele, vou hang on to the edge
and struggle to steady vourself against the wind. Vidi flics at
the gigamonster’s inagnetic tongues. He fires a static hean
trom his eve.

An explosion of sparks pours through the air as Vidi's
deadly bean strikes the evil monster. One snakelike tongue
pulls away, hut two more reach for the cvberevele. Vidi
hlasts them both and thev quickly withdraw. But there arc
still two tongues holding the cvcle. You jah vour electrosword
into one as Vidi attacks the other.

“Neither tongue will budge!” you ¢ry. “They're pulling us
closer to the monster’s month!”” Raising vour sword over
vour head, vou slam it down with all vour strength and cut
the tongue in half.

You slice the last magnetic tongue with vour sword as Vidi
blasts it with his powerful eve-becam. The tonguc falls away
and the gigamonster finallv rctreats.

Exhausted, vou and Vidi climb hack inside the cvberevele
and Max speeds across the skv. After making surc the
gigamonster isn't following, Max savs, “Not many pilots es-
capc from that cvil creature.”

“For that you can thank us,” Vidi replies huffily.

“1 guess so,” grumbles Max. “But without our friend here,
vou would've been giga-dessert.”

“And vou,” snaps Vidi, “giga-indigestion would be.”

You straighten Romiden’s cape and helmet. Putting away
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the multiweapon, vou ask, “Are we going to make it to the
next event on time?

“We're almost there,” replies Max. "I see the Crystal
Mountain up ahead.”

He steers the cvbercvcle toward the shiny glass peak. Big
black barrels run up the side of the Crystal Mountain. A
crowd is assembled below. Beyond the mountain, you spot a
gelden lake.

“Silicon Lake, that is,” chirps Vidi. Warriors and specta-
tors line the water’s edge. Giant rocks are scattered through
the lake’s golden waters. Sixtecn colored flags are placed on
each rock.

“I think we arc late,” says Max, “so Tll tell vou the
diff crence between the micromedals of these two events. As
vou know, the Termninal Test contains clectrorocks. VWhat
happens when vou hit one is determined by the choice you
make Now.

“If vou get the Crystal Skiing medal, cach time vou hit a
rock, binary minutes will be added to vour total playing
time, so it will take longer for vou to win the gamne. The
Silicon Sailing medal will result in vou losing a turn if vou hit
a rock. Kach time vou lose a turn, vou must start the game
over again. Lost enough turns and you lose the game.

“We're alinost there; where du vou want me to land?”

As Max speeds closcr, vou quickly consider the choices.

If you choose Crystal Skiing, turn to page 69.

If you choose Silicon Sailing, turn to page 73,

Be sure to mark vour choice on the Option Sheet on page 128.
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Co to the Crystal Mountain,” you tell Max.

“We'll be there in a uniflash.” he says, steering the cycle
over the Silicon Lake and headlng for the base of the
mountain.

Below, vou can see spectators filing into the viewing stands.
The Snidar patrols are positioned in front. ‘The CPU warriors
;’n brightly colored capes are moving toward the starting
ine.

Max lands nearby. When vou jump out of the craft, the
announcer calls, “All warriors take vour places at the starting
position.”

“We're too late!” You moan. “This round is about to
begin.”

“No, we aren’t!” argues Max. “Romiden can’t wait so
neither can vou. If we hurry, we can jump into the race.”
You, Max, and Vidi 7un to the starting line. “All you have to
do in this event is drive your alpha skis up the mountain and
put vour flags in those beta barrels,” Max explains.

He runs over to the robot referee and signs vou in while
Vidi helps vou with vour alpha ski vehicle. Pointing to the
pouch on the side, Vidi tells you, “In there vour red tlags
are. Into the black harrels vou must place all sixteen.”

As he shows vou how the hand controls work, vou say,

0%
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“This contraption is similar to what we call a snowinohile.”
You strap vourself into the incchanical sled just as the start-
ing buzzer sounds.

The other tifteen warriors start their engines and shoot op
the mountain. You activate the controls and vour alpba ski
vchicle jolts torward. It skids out of control but yoo grip the
steering dial firmly and steady the vehicle.

Driving with one hand, vou grah a red flag in the other.
Suddenly vou spot a Raster gang imemher speeding toward
the first barrel. Beneath his helmet von see his scarred face.

He circles the black barrel and plants his bloe flag inside.
The other warriors fellow Scarface’s lead. You're in last place
but voo push to catch up. You ram vour alpha ski vehicle
into high gear.

The narrow machine shoots across the slick surface of the
Crystal Mountain. Guiding it expertly around the first bar-
rel, vou toss in your red marker. Then, twisting the steering
dial with all vour strength, vou race after the warriors ahcad.

The mountain grows steeper as you mnaneuver past barrels
two and thrce. You speed toward number four and dart in
front of two skiers. Yoshing vour vehicle as fast as it will go,
vou inch ahead of more warriors. Your ski machinc shakes as
vou charge up the mountain and land more tlags into the
barrels.

Glancing ahcad, vou think, Scarface is still in first place,
but I've passed half the CPU warriors. As soon as | pass the
other half I'll catch that Raster villain and beat him to the
finish line.

As the miountain grows stecper, stcering becomes increas-
ingly ditficult. An alpha vehicle suddenly stalls right in front
of vou, causing vou to skid into it and spin across the glassy
surface. Your ski machine stops dead.

You struggle to get it started again, but another warrior
loses control and ramns sinack into vou! Luckilv the shock
starts your engine and vou fight to stay in the race as morc
vehicles drop out.

“There are onlv threc more barrels to go.” vou say to
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vourselt. “I must catch up!’ Dodging around a stalled CPU
warrior, vou sec Scarfaee directly in front of vou, somnehow
managing to keep his vehicle on the slipperv course.

He scowls when he turns around and spots vou. llc places
his tlag into barrel nuinher fourteen and vou drop vours in
seconds later.

Then Scarface takes his mwltiweapon out and drags his
electrosword along the surface of the track. The glass surface
breaks vvidc open, creating a deep crevice. You slam on vour
brakes and spin across the glass. Amazingly, vou slide to a
stop betore vour machine crashes over the edge

Suddenly Vicli appears, flving overhead. “This I can fix in
an electroflash,” he says. Vidi blasts his static bcam at the
huge hole. |

The edges of the crack becone verv hot, and the glass
surface bubbles and flows. The two sidcs melt together. The
hole is sealed!

“Safe it is,” Vidi cries out. “Scarface vou can catch if you
hurrv!”

You start up vour alpha ski vehicle and charge after the
Raster villain. Not far ahead vou sec him struggling to reach
the top of the steep mountain. Something is wrong with his
engine. As his skis weave toward the tinish line, vou inch
closer. Fighting 1o climh the last few hundreds vards, vou
toss vour flags into the last two barrels and race after the
Raster warrior.

His machine sputters and shakes as vou get closer. e
sees vou approach and he fires his multiweapon darts. Twist-
ing out of his line of fire, vou swing around and drive
straight toward him. He tries to increase power, but his
engine stalls.

“All right!” vou cry as vou flv past him and shoot across
the finish line.

The crowd cheers wildly from the bottom of the mountain.
The referee declarcs vou the winner as three Snidars grah
Scarface and take himn away.

Vidi lands on vour shoulder. “Win we did!” he cheers.
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The robot referee rolls toward vou with the first-place
micromedal and says, “Romiden. this medal will program
vonr ohstacle course so that if you hit an clectrorock, binary
minutes will be added to vour total plaving time.”

Yon take the medal and put it in vour pocket underncath
Romiden’s gold cape. Max lands the evberevele nearby. You
and Vidi ¢Jimb in and the three of vou take off for the next
event.

If you have a computer, type in the fifth part of
Yyour program.

Commodore owners turntopage!386.
Rpple owners turn to page 154
ColCo owners turn to page 170,

When you are thraugh typing, cantinue the story by
tuming to Chapter 6 on page 77.

If you aren’t using a computer:

Continue the story by turning to Chapter 6 on page 77.



chapter 5!:1

"I want to compete in Silicon Sailing.” you tell Max.

“"Okay, T'll get there faster than you can say Autobogoti-
vhobia,” he promises, swinging the cycle past the Crystal
Mountain.

As he heads tor the Silicon Lake, you spot the starting line
below. It's crowded with spectators and warriors in brightly
colored capes. Snidar patrols surround the arca. You see
sixtcen triangular boats with colored sails lining the cdge of
the golden lake.

Max swiftly lands the cybercvele. When vou jump to the
ground, the announcer calls out, “All warriors take your
places at the starting position.”’

“It’s too late,” you say with a groan. "VWe're going to miss
this round of competition.”

“Mot if we hurry,” Max urges. “Romiden’s lifc is on the
line. T'll sign vou in while vou and Vidi get into your binary
boat.”

A ax runs toward the robot referee and Vidi helps vou into
the boat. Demonstrating the controls, he says. “With thesc
you will work the quadratic sails.” He pulls a lever and the
squarc sails tlap together.

“That looks like a l)ool\ opening and C losing,” you remark.

“Old-fushioned it is,” Vidi agrees. “But this nakes your

73



74 SETH MCEV@OY AND LLAURE SMITH

boat move.” Pointing across the lake, he continues, “Around
these rocks vou'll drive and collect vour flags.”

“Which ones are mine”” vou ask, strapping voursclf into
the sliny cratt.

“The red flags you must get,” Vidi answers.

The countdown begins. “Fight . . . seven . . . six . . . five
. four . . . threc . .. two . . . one!” The starting buzzer
sounds.

"The race is on'” you vell. The other fifteen warriors shoot
out into the Silicon Lake. You quickly pumnp vour sails and
struggle to catch up.

As your boat wobbles across the golden lake, the other
warriors racc srmoothly ahcad. You grab the steering dial in
one hand and mancuver the sail with the other. As you
steady the craft, vou're able to pick up speed and inch closer
to the other boats.

Far out in front, you see a member of the Raster gang
sailing toward the first rock. “That red-haired villain is ahead
of me!” vou exclainy with a scowl. “But TI'll catch him!”

With a burst of speed vou punip your hoat forward. Yon
move swiftly around rock nuinher one and capture vour first
red flag. Racing toward the sccond marker, vou fly past
three \WarTiors.

When you've secured ftlags two and three, vou speed
around four more competitors. The wind starts hlowing, and
vour boat swings to the right. You pull vourself back on
coursc as two other boats tip over.

Dodging around the capsized crafts, you sail as fast as you
can. The fierce wind sends huge waves across the lake. Each
one rocks your boat, filling it with golden water. Grabbing a
container attached to the side, vou start hailing. Then von
glance at the boats ahead and notice thev are stalled too.
Thank goodness I'm not the only one, vou think, while
quickly dumping water over the side.

Tossing away the container, you juinp hack in the race.
Speeding past two boats, vou grah another red tlag. When
vou sail around onc of the huge rocks, vou spot the leader.
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“That red-haired villain mayv be in first place,” vou cry,
“but not for long, because here I corme!”

As vou sail past another rock, a warrior wearing a black
costume flies past vou. Pumping the sails with all vour
strength, vou tight hard to catch up. When vou start to pass
her, the driver suddenly turns her boat and accidentally
crashes into vou!

You spin around and almost fall into the water. Her boat
tips over, but vou struggle with the hand controls and steady
vour craft. You skillfully escape danger and jump hack into
the race. Sailing faster than ever, vou breeze past three
warriors.

Only two flags left. vou note happilv. And that Raster
villain is still in the lead. I'mx in third place now. but I'm
nioving up fast! vou think, encouraged.

When vou pass the second-place warrior, the red-haired
villain sces yvou. He draws his niltiweapon and starts firing
clectrodarts at your hoat!

“Oh, no!” vou crv. Water pours in through the side. but
vou quickly place vour toot over the holc.

He shoots again. This time he hits vour sails' When vou
try to pump them, they fall limp and vour boat stops. Sud-
denly Vidi appears, flying overhead. “Move out of my way!”
he calls out. “This sail I can mend in a billo-instant.”

You jumip to the back of the boat as Vicli blasts his static
beain at the torn sails. Sparks fly and the shiny mesh fabric
melts together. “Mended it is.” Vidi squawks trimmphantly.

Grabbing the controls, vou continue the race, capturing
two morc flags and swinging around the last rock. The Raster
warrior is almost to the finish linc.

You call out to hin, “You Raster coward!”

Just as you expected, he turns and fires his multiweapon.
You swiftlv turn vour boat in a tight circle, making a wave
big enough to tip hiin over. As he swims frantically in the
watcer, vou sail across the finish line.

The crowd cheers and Vidi flies overhead. “First place you
won, he crics,
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When vou land yvour boat, a robot rcferee rolls up and
hands you vour micromedal. It explains, “This medal will
prograin vour ol)stacle course so that if you hit an electrorock,
vou will lose a turn.

“Thanks,” veu tell it, dropping the medal in vour pocket
inside Romiden’s gold cape. As vou hcad back to the
cvhercvele, two Snidars drag the dripping red-haired villain
out of the golden water. You and Vidi hop inside and Max
flies the vehicle into the air.

If you have a computer, type in the fifth part of
Yyour program:

Commodoreownersturntopagelss.

Apple owners turn to page 15Y4.
CoCo owners turn to page 170

(When you are through typlng, continue the story by
turning to Chapter & on page 77.

If you aren’'t using a computer:

Continue the storv by turning to Chapter 6 on page 77.



chapter 6

Returning to the main arcna, Max jumps out of the cvberevele
and strides across the dynahus parking arca. Vidi rides on
vour shoulder as vou tollow close hehind. Two red warriors
cross vour path.

Waving to vou, one shouts, “Congratalations, Romiden, it
looks like vou'll win the towrnaments again.”.

“T hope vou beat Hex Raster, " agrees the other.

“You can bet I will,” vou tell them in vour deepest voice.
They hoth wave as they climb aboard a dynabus.

“What's mv next cvent®” you ask.

“Thermal Polo it is,” replies Vidi. “And cxciting it can be.
Two games there are. Much better the Hot Match is than
the Cold Match.”

“Don’t listen to that bird babble,” urges Max. “The Cold
Match is better by far.”

Vidi wildly ﬂaps his wings. He insists, “To the I{ot Match
vou should go!”

“No, take the Cold Match,” Max jeers.

Throwing up vour arms, vou ask, “What's more important
is, which micromedal data 1 will reccive in each event?”

“Tll tell vou, pal,” offers Max. “The IHot Match micromedal
will make the Terminal Test’s attacking negabeasts mnuch
stronger. They will be ahle to smash their way through

77
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anvthing on the obstacle course. As a result, vou'll be given
more turns 10 play the gamme. The Cold Match’s incdal will
make the negabeasts weaker, so that they will be killed if
they hit anv ohstacles. But if vou choose this option, vou will
have fewer turns in the game. Believe e, the Cold Match
is a much better event, but you must decide for voursclf
what vou want. What's vour choice?”

You carefullv consider how each one will affect the final
gane. Then vou tell Max and Vidi vour choice.

“T'll drive vou there by dvnabus,” savs Max. “T don’t want
to take 1y cvbercvele because the clectroengine was acting
up.’

Max jumps inside the dynahus that will take vou to the
Thermal Polo grounds. Vidi hops in beside hin: As vou
reach for the door, a sharp object jabs vou in the back.

A voicc from behind savs, “Don’t make a move, Romidcn,
or vou'll be dead.”

You frecze in the doorway. Glancing to the side, vou scc
Hex in his long grecn capc, with three of his henchmen.
“Get off the bus,” Hex orders.

You turn to run, but one of his men grabs vou by the
ncck. He slamns his multiwcapon into vour rihs. “Do what
the boss says,” he shouts.

When vou gct out of the bus, IHex fires clectrodarts at
the bus’s control panel and the door slams shut. “Ha,”
he laughs. “Your little fricnds won't get out of there for
a long time.

Grabbing vou by the arm, Hex pulls you into anether
dynabus. He shoves vou to the floor. One of his men straps
vour hands together. The bus races out of the parking area.
It twists and turns wildly as it spceds away.

“Yve finally beaten vou, Romiden,” Hex brags. “When
vou 1niss vour next event, vou'll be disqualified from con-
pcting in the final Terminal Test.”

“What are vou going to do with me?” vou ask.

“I haven't decided.” licx replies with a sncer. “VWounding
vou with my magic lightning sword didn’t seem to work.”
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The bus turns a sharp corner. Onc of the gang memhers
says, Wec're almost to vour next event, boss.”

“Perfect,” Hex replies. He kicks von in the ribs. “I have to
go and win my next mmcromedal,” he savs. “so T'll take care
of vou later.

The vehicle stops. Turning to his man. Hex savs, "Kcep
Romiden hidden until my race is over. We'll deal with him
later.”

Hex leaves the bus. You struggle to sit up. A Raqter vi]]ain
pushes you to the tloor and vou land face down. “No tncks
he savs with a growl, “or I'll take carc of vou myself.”

When vou twist the straps on vour hands, the netal ties
cut into vour wrist. You tryv to break frec, but they hold
tight.

Outqnde vou hear a referee announcing the countdown.

One of the gang membhers leaves the vehicle. The other
two aiin their multiweapons at your head. A starting buzzer
goes off, and sounds of the competing warriors till the air.

l.ying face down on the floor, vou carefully check for vour
own wmultiweapon. A tiny sniile crosses vour face when vou
feel it under your cape. You slowly reach inside the gold
cloth and grab vour weapon even though vour hands are
tied. You set it for electrodarts.

You watch the two Raster villains and wait for a chance to
strike. Thev don’t move an inch and neither do vou.

Suddenly vou kick the seat near vour foot. Both villains
arc tooled by vour trick and fire their weapons toward the
back of the bus. With a burst of cnergy vou slip out of vour
bonds.

Jumiping up, vou fire at both of them. Electrodarts fly
through the vehicle and one villain goes down. The other
shoets back. He ducks behind a seat but vou catch him by
surprise and knock hin out cold.

You run to the driving controls and try to start the hus.

I think this is how Ramda did it, vou tell vourself as vou
press the buttons and pull the levers. The cengine starts
and the vehicle shoots fonward. The third gang eniber
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spots you cscaping. llc tires at the bus as it pulls away.

‘Now what do 1 do?” vou say uric ertainlv. “How do I get
to the Thermal Polo grounds?®” Searching across the control
pancl. vou tind a pouch of data tahlets. You pull onc out. 1It's
labeled “Numeric Folk Tunes.

Tossing it aside vou grab another. "Lazarius Recites Srnole
Poctry,” the label rcads

A third tablet savs, “City Map and Restaurant Guide to
CPU Central and burroundmg., Suburbs.”

“That's more like it,” vou sayv, slipping the tablet into a
slot on the control pancl. A maze of lincs appears on the
miniviewing screcn. Turning a dial, vou find vour location.
You plot vour course through the city strects,

The bus speeds past green and w hitc buildings. Checking
the map, vou notice, All I have to do is follow this road until
[ reach the Hacker Snacker Café. I'll turn right, then drive
until I come to the Thermnal Polo grounds.

Mancuvering the bus as quickly as possible, vou hope vou
can still get there in tirne. Yon turn the corner and speed
through the strcets.

The buildings end and vou spot the familiar tournaincnt
flags ahead. You fly into the parking area and slide to a stop.
As vou hop out the door. vou hear the spectators cheering.

“Oh. no!” vou shont. “The polo matches are over.”

The referce announces the winners. You slump down in
the doonvay and lower vour head. “T've failed,” vou moan.

“No, vou haven't,” savs a voice beside vou.

Turning quickly, vou see Ramda wearing the same cos-
tuinc vou are! She even has a gold hehnet under her arm.
Max is beside her. and Vidi Hies above.

She asks, “You are the rider of the light—correct?”

“Yes.” vou tell her sadly. “1From the land of the night, and
1 passcd through tlie glass and all that.”

“What's gomg on?” vou ask.

Max savs. “Vidi and I escaped trom the dvnabus. When 1
told Rainda what happened, she insisted on entering the
polo matches in vour place. We had o spare costinne.”
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“T had to,” she explains. “There was no one else 1 could
trust. All will be lost if myv father docs not win the
tournaments.”

Fluttcring in the air, Vidi chirps. “Your Thermal Polo
choice I did tell her. That micromedal she did win.”

Ramda hands vou the silver metal disc. “I'mn afraid 1
only came in third place. But that’s pretty good consid-
ering I haven't trained for kilovears like the other warriors.
Unfortunately that drops vour total score down to second
place.”

Vidi tlics onto her shoulder. “One guess who the first-
place warrior is,” he says.

Slamming vour fist into vour hand, vou vell, "Hex
Raster!”

“You have one last chance to beat hiin,” advises Rainda.
“My father’s life level has dropped down to three units of
cnergy. The Laser Joust is our last hope of saving hiin and
Venturia.”

“I can do it,” vou assurc her.

Rainda lowers her head sadly. T hope so,” she says
softlv. “He’s very weak and pale. 1 inust return to take care
of him now.” She rushes away with Vidi perched on her
arm.,

Whether you choose the Hot Match or the Cold
Match. be sure to write down your choices on
the Option Sheet on page 1286.

If you have a computer, type in the sixth part of your
program:

Commodoreownersturntopage IY0.
Apple owners turn to page 157.
CoCo owners turn to page 172.
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When you are through typing, continue the story by
turning to Chapter 7 on page 84.

If you aren't using 8 computer:

Continue the story by turning to Chapter 7 on page 84.



chapter 7

“You can beat Ilex Raster, pal” says Max, slapping vou on
the back. “Ilop in the dynabus and we’ll zoom to last tourna-
ment game hefore the Terminal Test.”

“What’s this event about?” vou ask as vou follow Max and
Vidi into the bus.

“It’s called Lascr Joust,” explains Max. “1 like that one,
but it can be real rough. You'll have to think fast and operatc
the hand controls like a pro, or vour incchanical kiloknight
will be destroved by vour opponent’s laser lance.”

“At least that doesn’t sonnd imnpossible.”

“No, of course not,” Max assures vou, guiding the dvnabus
into the air. “But the Lascr Joust is Hex Raster’s best event.”

“1 hope I don’t have to commpetce against hiin,” vou ner-
vously reply.

“Worry vou must not,” savs Vidi. “Very well vou will do.”

“Ill try as hard as I can to win the tournainents and sccure
the nagic Z-ring,” vou announce with reuewed confidence.
“By the way, what is the Z-ring?”

Swinging the dynabus through the air, Max explains, “The
Z-ring has many magic powers. It protects the wearer from
harm and it’s used to sct Veuturia’s master time clock.”
“Where did it come from?” vou ask.

Max explains, “In the early kilovears of the CPU, the wvise

B4
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old Calculords created it for the ruler of Venturia. The
lcader wwears it at all times except during the CPU tourna-
ments, when it is enclosed in a time-lock vault.”

“INow I understand,” vou tell him.

Suddenly a loud buzzer goes off. “Quiet cveryone,” orders
Max. “There’s an emergency message for me.”

lic picks up the audio link and says, “M. E. Maxinus
hcre. What's the problem?”

A low voice says, “A hand ot Raster gang members just
tricd to break into the Z-ring vault!”

Turning around, Max says, “I'll have to drop vou oft at the
jousting ficld and go back to the arena. T'll call Pixer and
Poke and tell them to incet us there.”

Vidi jumips out of his seat and cries, “Double trouble they
will be!”

Flving across CPU Central, Max jerks the bus to the right.
Vidi tumbles to the floor. He sits up and shakes his head as
Max siiles to himself.

“I'in about to land,” says Max, swinging the vehicle around
a large red field. You can see the spectators moving to their
seats and warriors assembling to the side. Max lands thc
dynabus, in a nearby parking area. You and Vidi hop out and
wave good-bve.

“Good luck,” Max tells vou. “Pixer and Poke will he here
s:()on." He shoots the bus into the air and speeds across the
skv.

Vidi rides on your shoulder as you approach the jousting
field. You weave through the dynabuses when out of no-
where someone grabs vou and Vidi from behind!

“Raster villains!” you shout. “You won’t get me.’

Vidi tries to break loose, but a gang incmber squeezes hin
in his hands.

Struggling to get away, vou ram vour clbow into the
attacker’s stomnach. Ile doubles over and you break loose.
Turning to run, vou slam right into Hex Raster! You jurnp
back. He draws his lightning sword, and sparks fly as he
swings it closc to vour chest.
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He pulls vou toward hiin. “I've got vou now. Romiden,”
Hex savs s with a snarl. “This time I'll give vou a double shot
of my sword.”

Making vour voice as deep as possible, vou snarl and say,
“That what vou think!”

“Ha,” laughs Flex. “You won't beat inc this tiime. Or ever
again.

You quickly twist to the side and wrestle to break free.
Hex's sword sparks and crackles as he touches it to vour arm.
Although it doesn 't tear vour clothing, it sends a fierce shock
through vour body, hurtling vou to the ground. Two of his
henchmen hold vou down with their feet. TTex is about to hit
vou again when suddenly a picrcing whistle blows nearby.

One of the gang members shouts, “The Snidar patrol’s
coming!”

“Lets get out of here,” Hex vells. “"But I'm not finished
with vou, Romiden. You'll never win. I'll be the next leader
of Venturia” Hex and his gang jump over vou and run
around the dvnabuscs.

Pixer and Poke rush to vour side. lhev help vou to vour
feet and straighten vour cape. Vidi settles onto vour shoul-
der and Pixcr sticks her tongue out at hin. Vidi folds his
arins and shakes his head dlsapprown},l\

“Where are the other Snidar pdtmlq vou ask.
“Therc aren’t any,” Poke answers. “We've got one of their
Fito whistles.”

You stroke vour sore arm and say, “Prctty good! You surc
fooled Hex and his men.”

“Arc vou okav?” asks Pixer with a worried look on her
face.

“Of course,” vou answer. “T didn’t get the fall force of that
magic sword of his. Come on, lct's get ready for the Laser
Joust.”

“Right this way,” savs Poke, bowing and cxtending his
arm toward the plaving ficld.

VWhen von reach the edge of the huge Laser Joust course,
a robot referee announces, ~All warriors must now choose

”
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between the singles compcetition on the ground or the group
competition in the air. The Terminal Test contains power
stations that vour vchicle can enter. Your choice now will
determine whether a power station will increase vour fuel
supply or subtract binary minutes from the total nceded to
win the game. The micromedal for the ground gamce will
allow a powcr station to increase vour fucl. The acrial com-
petition’s medal will deercase the binary miinutes needed to
win the gamc if vou cnter a power station. Make vour
choices.”
You quickly consider which strategy vou would prefer.

Ifyou choose the ground competition, turnto page
89.

Ifyou choose the air competition, turn to page 93,

Be sure to mark your choice on the Option Shect on page 128.



chapter 7a

“I want to tryv the ground competition.” vou tell Pixer.

“The jousting lanes are on the right,” she explains. “The
kiloknights are lined up on the left.”

Joining the other warriors. vou sec a row of silver robots at
both ends of the viewing stands. They have man-shaped
bodies with hig shoulders and arns.

Eight uarrow lanes run in font of the spectator stands.
There is a robot knight at each end of cvery lane. and long
bluc pole stands next to all sixteen robots. The silver ma-
chines sit inside sleek black vehicles.

Pointing to the vehicles. vou ask Vidi, “What are those
contraptions? They Jook like miniaturc rocket ships.”

He answers, “The laser sleds they are, and fast they do go.
By remote control vou will drive vours down the jousting lane.”

“\When the two knights meet in the middle.” Poke ex-
plains, “vou knock vour opponent out ot its jetsled with vour
laser lance.”

“Is that the long blue pole in the robot’s hand?” vou ask.

“Right,” says Pixer. “The winner is the first warrior to
deteat his or her opponent.”

You sign in with the robot referee. It inforins vou,
“Romiden, vou will compcte in lanc number one. Hex Ras-
ter is vour opponent.”
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“Oh, no!” \clls Poke.
Tnple oh no!” Pixer adds.

Vidi says, “Hard it will be to beat Hex Raster. but vou are
the onc who can.”

“Thanks,” vou reply, letting out a deep breath.

Walking toward vour lane position, vou add, “T sure hopc
one of vou can give inc tips on how to win this event.”

“Smash yvour laser lance into the middle of Hex's ‘knight,” ™
Pixer explains, punching her tist into the air.

Jumping up and down, Poke cries. “"Knock its head off.
That'll stop it.”

Vidi tlies into the air. “Let Hex know not what vou plan to
do. Surprise is inost important.”

“That's a good plan,” vou agree. “Ull surprise him."

You arrive at vour rcmote-control terminal and Vidi lands
on top of the screen. Your robot kiloknight is dircetly in
front. Far down the lane vou can sce Ilex Raster preparing
for battle.

The spectators wave their colored flags as the Snidar pa-
trol polices the area. Poke explains how the controls work
and the countdown begins.

Vidi and the twins slip away into the viewing stands.
Gritting your teeth. vou clench the jetsled lever in vour left
hand and the laser lance dial in vour right,

The starting buzzer sounds. Pushing vour knight forward,
vou point your lance straight down the track. Hex charges
toward vou. He's aiining his lance at vour robot’s chest!

The sleds grow closer. The lascr weapons are aimed di-
rectl\ at each other. “Should 1 pull away?” vou ask vourself.

“If I do, Hex will stah mv robot and knock it out of the race.
If I don't, 1 have no idea what will happen.”

Suddenly both tances smash into each other. A crack of
elcctricity rips through the air. Sparks fall to the ground as
vou madly twist all the hand controls. You pull vour weapon
to the side——at the samc instant Hex does. Your jetsled
slides past his and vou bring it to a halt.

Reversing the controls, vou return to the starting line.
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The referce sounds the huzzer and the second round begins.

The two kiloknights charge together. The lances nearly
collide, but von pull vours awav and slam it back for a
surprise hit. The bluc laser beam lands on Hex's sled. It
burns a hole in the side.

You swing hard at Hex’s knight in round three, but he
darts out of range. When vou attack again, Hex strikes vour
knight across the middle.

It bends to the side but somehow holds steady in the sled.
The lance falls forward but vou shift the controls and com-
pensate for the injurv. When the next round begins, the two
robots lunge for cach other again. Hex hits vou once more.
Sparks pour across the track when he flings his lance into
vour sled.

The vehicle wohhles and shakes when vou return it to the
starting line. Storming toward Hex’s knight, vou struggle to
hold up the lance. Hex speeds straight toward vou.

“T'll stop vou, Hex Raster,” vou mutter, skillfully twisting
the hand controls. Slannning vour lance against his jetsled,
vou burn a larger hole in the side. Sparks dance wildly
through the air.

Hex retreats and prepares to attack again. This time he
charges faster than cver. 1lis laser lance sinashes across vour
kiloknight and slices its arm off! The robot slumps to the
side. It nearly falls out of the sled, and the lance is wedged
sidewavs across the vehicle.

- Yon pound at the controls, but the knight hangs linip over

the cdge. Drawing the tangled vehicle hack to the starting
line, vou think, I inav not have much chance, hut I'm going
to give it one last trv.

The buzzer sounds aml the uexl round begins. You drive
forward as fast as vou can. Hex aims straight for vou as he
drives his kiloknight down the track.

Suddenlyv vou reverse the controls and jerk vour sled to a
stop. You twist it to the side and Hex slains into vour lance.
In an explosion of sparks, it cuts his knight in twol

His lascr lance falls to the ground and the crowd roars its
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approval. Triumphantlyv vou return vour kiloknight to the
starting line.

A rohot referee rolls toward von with vour micromedal.
Taking the medal from the robot, vou ask, “This will give my
Terminal Test vehicle the ability to get more fuel if I enter a
power station, right?”

“Correct,” agrees the referce.

Vidi tlies onto vour shoulder. Pixer and Poke jump into
the air as they run toward vou.

“You did it!” thev call out. “Ilcx is beaten,”

“If T can win the Terminal Test, Romiden will he saved,”
vou add.

Vidi savs, “Venturia also will be saved.”

“Let’s get to it,” vou cheer.

If you have a computer, type in the seventh part
of your program:

Commodore ownersturntopage 42,

Apple owners turn to page 159.

Loco owners turn to page I74.
When you are through typing, continue the story by
turning to Chapter 8 on page 97.

if you aren’t using a computer:

Continue the story by turning to Chapter 8 on page 97.



chapter 7b

“Which way to the aerial competition?” vou ask.

Poke tells vou, "The infinity fliers are lined up on the
left.”

Crossing the red field, vou sce sixteen small hlack vehicles
in front of the viewing stand, with a flat triangular wire
wrapping around each one. The fliers have open tops, and
silver robots with hroad shoulders aud large arins are seated
inside. Long blue poles stand at their sides.

Pointing to the man-shaped machines, you ask. “Are those
the kiloknights?”

“Yes, my friend,” answers Vidi. “By remote control vou
will flv them through the air. The laser lance is the long blue
pole. With it you must battle the other warriors.

Pixer waves her arins and jurnps in the air. She shouts, “I
love it wheu all sixteen infinity tliers are battling across the
sky. The laser lances smash together and sparks pour across
the field.”

“More than that falls before the game is over,” warns Puke
griinlv. “The winner is the last remaining kiloknight. The
other fifteen either cellide together or crash to the ground

Pointing to the glass-covered vicwing stands, vou ask,
that why the spectators are enclosed in glass?”

3



94 SETH MCEVOY AIND LAURE SMITII

"You guessed it,” Poke says. “Your rernote-control terini-
nal will be protected too.”

You register with the rohot referee, who assigns you to
vour terininal. Your infinity flicr is parked in front. You take
vour place and position vourself next to the hand controls.
Pixer explains how they work.

Suddenly Poke grabs you by the arn. “Hex is in this
race.  he savs franticallv.

Throwing her anins into the air, Pixer shakes her head and
shouts, “Oh, no' He always wins this event.”

“That's not very encouraging,” vou say with a sigh.

Vidi flies onto vour shoulder. He encourages you by saving,
“Beat him vou can. Just hit hard, hit fast, and you will win.

“Sneak up from behind,” urges Poke. “Use your laser
lance to knock those fliers upside down. Then watch the
kiloknights fall out on their heads.”

“T'll do that,” you tell hiin as he, Pixer, and Vidi slip into
the covered viewing stands.

The countdown begins. You spot Hex at a nearby ternai-
nal. The starting buzzer sounds.

Pulling the controls, you raise the tlier into the air. Your
kiloknight rides sccurely inside. The laser lance is gripped in
its hand. As you turn the control dial, the weapon rises into
position.

While the other warriors prepare their knights, two fliers
Dattle together. One lance smashes into the other robot. An
arin flies off and falls to the ground. They attack again. The
two infinity fliers collide and cxplode across the sky.

You dodge away from the debris and swing your robot
knight through the air. Striking a flier swith vour lance. you
hurn a hole in the side. It spins upside down and its l\mg_,ht
falls to the ground. The empty flier lands on top. The crowd
cheers wildly as it explodes.

Laser lances slam against the knights. Infinity flicrs crash
into each other. Lances sinash together and blazing bolts of
lightning erupt from the collision.

Aiming your lancc at a kiloknight, you charge straight
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ahead. The laser weapon knocks its hcad oft. It hurls into
another knight. They both spin to the ground and blow up.
Oune by onc the fliers fall from the skyv.

“There are only three lett,” vou say to vourself. “I wonder
if one of them is Hex.”

When vou glance over at his terminal, yvou sec hiin work-
ing the controls. He's still in the race, vou rcalize. But not
for long.

You twist the dial and quickly swing vour lance. It slamns
into one of the tliers and knocks the robot out of its scat. The
knight and flier fall from the skv.

Then a lance hurls against your flier. Your wing hreaks oft
and vour vehicle begins to tip. Skilltully pulling the steering
lever, you struggle to keep your craft in the air.

To vour left, vou hear Hex laughing. “I've got you now,
Romiden,” he says with a sneer.

He drives his hlack infinity tlier straight at yours. His
lance knocks vour knight's arin oft. With all your strength,
vou fight to keep in the game. Hex swings around and
attacks again. You dodge out of the way but your flier sput-
ters and shakes. As it weaves through the air, Hex circles
aud. jahs holes in the side. You try to use vour lance but the
craft is unstcady and tips casily.

Hex circles his flier overhead and yon lower your vehicle.
He flies underueath aud spears vou from below. You slam
the hand controls off and dive your vchicle toward the ground.
Rapidly descending, vou crash on top of Hex's vehicle. As
vou fall downward, his lance picrces straight through your
flier. You push Hex to the ground and his machine blows up.
Pulling vour flier up with all vour strength, vou narrowly
avoid crashing on top of the burning vchicle.

The crowd jumps up and shouts with joy. You let out a
deep sigh and bring your kiloknight and flier safcly to the
ground.

Pixer and Poke rush toward von, screaming, “Hooray!”

The robot referee hands vou vour micromedal, explaining,
“This medal will allow vour Terminal Test to subtract
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binarv minutes from the total necded when vou cnter a
power station.”

You place the medal in vour pocket with the others. Vidi
tlics onto vour shoulder. He boasts, “T was right. don’t vou
see. Hex vou did beat.”

Pounding vour fist into vour hand, vou declare, “We're
one step away from saving Romiden. All I have to do now is
win the Terminal Test.”

“Save Venturia vou will.,” Vidi adds.

“There’s no titne to waste,” vou reply. “Let’s get moving.”

If you have a computer, type in the seventh part
of your program:

LCommodore owners turn topage 142,

Apple owners turn to page [I59.

CoCo owners turn to page I74.
When you are through typing, continue the story by
turning to Chapter 8 on page 97.

If you aren’t using a computer:

Continue the storv by turning to Chapter 8 on page 97.



chapter 8

“Oh, look!” says Max, pointing to the ain scoreboard.
“Each warrior’s total score is being tabulated. Any binary
second we'll find out who's the winner.”

The final scores are posted and the crowd cheers and
stamps their feet.

“Romiden is the first-place winner,” shouts the announcer.
“He will be the first CPU warrior to compete in the Termi-
nal Test. If he wins, he will remain leader of Venturia.”

“All right!” you shout. Pixer and Poke throw thcir arms
around each other as they jminp up and down. Vidi flips over
backward.

The spectators wave their flags, velling, “Hooray!”

“If Romiden loses,” continues the announcer, “the second-
place winner will be allowed to compete.”

“Look who's in second place,” Pixer says with a moan as
she points to the scoreboard.

“Oh, no!” shouts Poke. “It's Hex Raster! Kven though you
creaincd him in the Laser Joust, he'd already won so many
points that losing didn’t hurt his overall score very inuch.”

Poke grabs you by the arm. “You must win the Terminal
Test. It's a treacherous event that requires all your menta!
powers and instincts.”

“You can do it,” Pixer exclaims.
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“I'll do my best,” you assure her. “Where is the Terninal
Test held?”

Poke pulls your arin. “This way,” he says. “We have to
take a dvnabus back to the main arena.”

The twins run to the long white vehicles. You hop inside.
“T'll get us to the CPU arena,” says Pixer, taking over the
driving controls.

When the hus pulls away, Poke cries out, “Hex is behind
us!” He vells to Pixer, “You can’t let him catch us.”

“He won't,” she answers, pushing the controls to high
speed. The vehicle juinps forward and tlies through the city.
Hex tries to keep up, but Pixer twists around the comers as
fast as possible.

Hex drops out of sight as you near the arena. The huge
white structure is filled with spectators waiting for your
arrival. Colored tlags fly overhead. Pixer glides the dynabus
to a stop directly in front of the arena.

You, Pixer, and Poke jump out and run fer the entrance.
There's no one in sight. Then all of a sudden, Hex Raster
jumps out in front of you! Drawing his lightning sword, he
says, "Youre not going to take one step inside that arena,
Romiden. When you don’t appear for the Terminal Test, I'll
be the first competitor. I'll take the Z-ring and stop the
master time clock. You and all vour Venturian friends will
treeze in your tracks.”

Without saying a word you reach for your multiweapon,
twist the knob, and slam your sword into his. Sparks tly into
the air. The hlue electrocoil of your weapon slices hack and
forth as you battle the Raster villain.

He lunges at you. Jumping to the side, you swing and land
a blow. Hex angrily raises his sword and fights with all his
strength. Struggling to stop him, you maneuver your sword
as fast as you can. His weapon and yours crash together and
erupt in a shower of sparks.

Behind Hex, you see Pixer and Poke running toward you.
They slam into Hex's back. He stumbles forward, his sword
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falling out of his hands. You kick it to the side and run for
the arena entrance. Pixer and Poke race behind vou.

Entering the arena, you wave to the cheering crowd.
Festive music is blasting through the air and the crowds are
wild with excitement. Huge viewing screens line two sides
of the huge square structure. A platforin has been placed in
the middle of the playing ficld. The Z-ring Vault is posi-
tioned to one side. Max stands beside it. An elaborate set of
remotc controls stand on the other.

A robot reteree rolls across the platform. It says to the
third- and fourth-place coinpetitors, “Take your places.
Romiden will soon begin the final game of the tournaments.”

As you climb up the steps, Hex Raster runs to your side.
You reach for your multiweapon, but he flies past you and
takes his place beside the other two warriors. The crowd
boos his arrival. Hex throws back his head and laughs.

Max shakes your hand as you step onto the platiorm,
“Congratulations, Romiden,” says Max, giving you a know-
ing wink. He raises your arin and the crowd goes wild. They
wave their multicolored flags. As the cheering continues,
Max whispers, “Romiden’s life level has dropped below one
unit. He hasn’t got inuch encrgy left.”

You nod your head and ¢ ;,lance at Hex Raster, who scowls.

“I won't let Romiden die,” you whisper.

The robot referec rolls to your side and instructs you to
take yvour place at the hand controls. It briefly tells you how
they work. Turning to the crowd, it announces, “The Ter:ni-
nal Test will now begin. Romiden will have the first chance
to competc. Please be silent as you watch his progress on the
large viewing screens. e will drive his remote-control
vibrovan through the treacherous obstacle course. Danger-
ous negabeasts will threaten hlm and the deadly electrorocks
must be avoided at all costs.” The robot turns to you and
continues. "Romiden, if you can cross the entire course in
the allotted time without losing all of your turns, you will be
the winner and continue as the ruler of Venturia.”

The referee instructs you to place your seven micromedals
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into the red slot. You pull out the small silver discs and slide
them inside.

The two huge viewing screens light up. Colored squares
spin in all directions. The screen clears. The scoring count-
ers appedr on the bottom, lighting up as you tightly grip the
hand controls. You prepare to fight your final battle.

If you are using a8 computer and have typed in all
seven segments of the program:

You are ready to play the game and save Venturia!
Turn to page 123 for final instructions.

When you have won the game by completing the
Terminal Test. turn to page 110 for the end of the
story.

If you aren’t using @ computer:

Turn to page 102 for the battle simulation. Only vou can
save Venturia!



Game Simulation:
The Terminal Test

You take a deep breath. The spectators silently watch the
viewing screens. Your vibrovan appears in the center and
the ohjects that make up the Terminal Test ohstacle course
sturt rolling up frow the bottorn of the: serecen.

Biting your lip, you push the hand controls forward. The
obstacles vou have chosen move swiftly up the screen. Your
vehicle darts through the landscape, twisting and turning as
you dodge around the dangerous clectrorocks. Negabceasts
rush toward your van. You jerk the controls and narrowly
escape their first attack.

Turn the page and follow the rest of the battle
simulation. When you come to each segment,
check the Option S heet on page 1286 to rernember
what your choices were.
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Segment 1
Choice la: AC Rivers

Your vibrovan is too far to the left on the swiftly moving
landscape. You spot an AC river coming toward you. Grip-
ping your joystick tightly, you try to catch the river hefore it
rolls past you. You almost miss it, but vou re determined to
take your chances and plunge in! You can’t be sure whether
the current will carry you left or right. Luckily, the river
moves you along to the right, putting you in the center
again.

Choice Ib; DC Tunnels

Your vibrovan is in a dangerous position on the swiftly
moving landscape. The only thing that can save you is a DC
tunnel! You spot one coming at you, but youre not sure
whether you can make it in titne. You push the joystick and
barely reach the mouth of the tunnel just beforc it passes by.
You dive in bravely, not knowing where it will comc out.
You disappear from the screen and return a moment later in
a sate place.
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Segment 2

Choice 2a: Leap Over Electrorocks

Everything on the screen is wmoving quickly from top to
bottomn. You spot several electrorocks coming up at you. If
you don’t get out of the way, youll be in real electrotrouble!
Steering your vibrovan expertly, you avoid the first rock
easily before it can crash into you. A sccond one appears,
but again you avoid it. The rest are packed too close to-
gcther, so you'll have to leap over them! You push the
control button and your vibrovan leaps over the deadly
clectrorocks to safety.

Cholce 2b: Blast Electrorocks

It's all you can do to avoid the objects moving from top to
hottom on the screen. Several deadly electrorocks are com-
ing at you rapidly. You must avoid themn or you’ll regret it!
You could blast them, but if you do, you'll usc up precious
fuel. You swiftly manenver your van out of the way, avoiding
the first few rocks. Suddenly you realize that you're trapped!
Taking careful aim. you blast the clectrorocks out of the way
and, for the memnent, youre safe.
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Segment 3

Choice 3a: Drop Bombs on Negabeasts

A negabeast chases vou sidewavs across the moving land-
scape. You can't let it touch vou. so vou pull vour jovstick
hard to the left and move awav. You don’t go far before a
new beast blocks vour path. You move upward, hoping to
avoid it. A third negabeast charges at vou, stopping vour
escape! You're trapped! Swiftly vou press a button, dropping
deadly bombs around vou. Still following vou, the negablasts
hit the mines. They blow up and vou are saved!

Choice 3b: Shoot Negabeasts

Moving down the deadly obstacle course, vou can't seem to
escape from the negabeast who is gaining on vou. No matter
which wav vou turn, it follows. A second heast joius the
chase, and you can see a third moving toward vou! You
dodge out of the way just before it hits vou, hut vou're
boxed in hv the heasts. You dive between two and they
crash into each other! But theyv quickly follow and a fourth
joins them. You press the button and blast them all just in
time!
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Segment Y

Choice UYa: Metal Mountains

Yon move your vibrovan swiftly through the dangerous land-
scape. Moving left to the center of the screen, you see that
you are in for trouble. Rising up from below is a range of
Mctal Mountains. You try to get out of the way, but there
isn't cnough time! Iintering the mountains, your sturdy
vibrovan climbs up the slopes, using up extra fuel. You exit
as quickly as you can, but you've got to keep a sharp eye out
for other mountains or vou'll lose more fuel.

Choice 4Yb: Hydrolakes

Dodging quickly through the dangerous landscape, you spot
a big Hydrolake rising before yvou. You skillfully pull your
joystick, hoping to avoxd the deadly lake. Quickly calculat-
ing, you realize you're going to hit it. The only safe way to
cross it is by uniboat. You push hard and dive into the boat
just as you comc to the shore of the lake. The uniboat
protects you from the lake’s deadly liquid as you sail across.
You reach the other shore and exit safelv.
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Segment 5

Choice 5a: Add Minutes from Electrorocks

You examine the scoreboard and sce there arc only a few
binary minutes left until the end of the game! You look back
just in time to scc that an electrorock is blocking your path.
You dodge away from it but another deadly rock is hiding
right behind it. You crashing into the electrorock! More min-
utes are added to the total amount needed, making the game
longer. You specd your vibrovan away and keep going through
the obstacle coursc.

Choice Sb: Lase Turn from Electrorocks

Glancing at the scoreboard, you see that youre doing well.
Suddenly you realize that your vehicle is going to hit an
electrorock! You serve out of the way and keep going. Groups
ot electrorocks cover the screen, and you swerve right and
left. You hit one! The screen goes blank and you have lost a
turn. You have several turns left, but you must he more
careful, because more dangers lie ahead on the obstacle
coursc.
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S5egment &

Choice B6a: Stronger Negabeasts

You have been playing a long time. No matter what you do,
the negabeasts keep on coming. You dodge around an
elcctrorock, trying to confuse the beasts following you. They
sinash right through the rock! The negabceasts are so strong
that nothing stops them. You manage to destroy onc but
as soon as you do, another is crcated on the screen. You
gct two others and have a tew moments to rest. Then you
must dodge and dart around the screen, avoiding more
negabeasts.

Choice 6b: Fewer Turns

Two ncgabcasts pursue you through the dangerous laud-
scape. You dodge around an electrorock without touching it.
Since” the negaheasts follow you in a straight line, they hit
the electrorock and arc killed. Yon check vour score and
turn hack only to see that new negabeasts have surrounded
youl You try to escapc, but the negaheasts closc in fast.
The screen goes blank and yon lose a turn. You've got to
he more careful, because you've only got a few more turns
lett.
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Segment 7
Choice 7a: Power Station Adds Fuel

T'he game is ahnost over! If you can stay alive for a few more
binary minutes, you'll win the game! A cluster of electrorocks
suddenly appears in your way and you use all your fuel to
steer around them. You drift helplesslv as the negabeasts
close in. Suddenly you see a power station directly ahead.
Your vehicle drifts into it and you're able to get more tuel.
You speed away, avoiding the beasts. The clock ticks oft the
last binary minute and you have won!

Choice 7b: Power Station Subtracts Minutes

You have only a few more binary minutes to go before the
game s over! You jerk your joystick but nothing happcns.
You've run out of fuell Chasing l)ehmd you are 1nore
negabeasts. You can't kill them and you're out of extra turns!
All of a sudden you spot a power station mmoving toward you.
Just before the negabeasts attack you, the vibrovan hits the
power station and enough binary minutes are subtracted
from your total playing time for you to win the gane!

Turn to page N0 to end the story.



chapter 9

“Romiden is the winner!” shouts the referec. “lic will re-
main the Venturian leader.”

The spectators rejoice. They whistle and stainp their feet.
Colored tlags fly into the air and shower across the playing
field.

Max throws his hat up high and cheers, “We did it!”

Ilex jumps to his feet. He scowls at you and runs out of
the arena.

Now that the gane is over, the Z-ring Vault is activated.
Its huige golden door opens. A beautiful gold ring lies in the
middle, magically suspended in idair. It sparkles with a
blinding shimmer of white light. A red glow fills the inner
chamber. The crowd marvels at the magnificent sight.

The robot referee instructs you to reach inside. You place
your hand into the vault. A tingling sensation encircles your
arm. You slide your middle finger through the ring. A flash
of sparkling white light flares up around it. You hold the
glowing ring out to the crowd. They grow silent and bow
their heads.

Suddenly a dynabus flies onto the playing field. It spins to
a stop before the platforin. Ramda and Vidi jump out. The
crowd looks up and buzzes with confusion.
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Four Snidar patrol ofticers carry Romiden from the bus.
Pixer and Poke run up and help thein. The spectators jump
to their feet as he’s carried up the steps.

The Snidars place him on the floor. You kneel at his side.
Romiiden is pale. Ramda lifts his limp arin. “Put the Z-ring
on his tinger,” she urges.

You slide the magic ring onto Romiiden’s hand. He doesn'’t
move. Rainda looks worried as she squeezes his fist against
her chest. Vidi sits silently on her shoulder. Romiden re-
mains still and lifeless.

The spectators grow more confused when slowly Romiden
lifts his arm. He opens his eyes and trics to sit up. Ramda
gently pushes him back and strokes his head. Calling for silence,
she explains to the crowd what has happened. They gasp.

Romiden turns to you. “Thank you,” he murmurs. “You
are now the rightful ruler of Venturia.”

“No, sir!” you tell him. “I want to give the Z-ring to you.
You are the true leader.”

“Again I must thank you,” Romiden insists. “All of Venturia
thanks you. Will you stay and join our victory celebration?”

“T'd really like to,” vou tell him, “but I'd better get home
betore somebody discovers I'm missing.”

“I understand,” he agrees. “Place both hands upon the
Z-ring. Close vour eyes and repeat the password phrase.”

“Wait!"” says Rainda. “Beforc you go I wnust thank you for
all you've done. 1 can never repay you.”

“Nor 1,” adds Vidi.

Pixcr and Poke grab both your arms. “Good-bye!” they
tell vou.

Max slaps you on the back as you place your hands over
the nagic ring. You close your eyes and slowly repeat the
password phrase:

"Riders of the light,

From the land of the night,
Will pass through the glass
Of lightning’'s window."
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A cool breeze sweeps vou off the ground. A wet tnist
tingles against vour skin. You float and roll through the air
until vou land on the ground. The clinging fog disappears
and vou open vour eves.

“T'm in my room!” vou cxclaim.

You glance at vour computer’s monitor. A message is
printed on the screen. It savs, “COME AGAIN SOON!"

THE END
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LUhat You Need to
Know to Type in the
Programs

When typing in the computer game listings of this book, vou
must be extremely careful. There are several things you can
do to make sure that your program will run properly.

The Computers
Compatible with This

—— N T T o AT T e S T . el e S T S e T S e e —y e S — —

The programs will ruu on these computers: the Commodore
64, the Applc II family; and the Radio Shack Color Com-
putcr (CoCo).

The Commodore 64 listings will run only on a Commo-
dore 64; they will not run on any other Commodore machines.

The Apple 11 listings arc written for the Apple 11 family of
computers that run Applcsoft Basic, such as the Apple II +,
1le, and Jl¢ computers. The programs in this book will not
run on any model using Apple Integer BASIC.

The Radio Shack Color Computer listings are written for
all CoCo models with at least 16K of memory. You do not
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nced Extended Color Basic. The programs will not run on
the Radio Shack TRS-80 Modecls I, I, 111, or 1. Note: If yon
have a 16K machine, type:

POKE 25.6:NEW

and press RETURN before typing any listings. This will give
VOU INOore memory.

How to Typeinthelistings__

. e S e e S e — — — — — — — — — — — — — — — i — — A — S W—

As you read the story and make your video game program
choices, carefully mark these on the Option Sheet on page
128. Type in the programs as you go along or read the story
straight through and type them in later. In either case, be
sure to type in only onc of two choices tor each of the seven
pieces of the program.

There are seven major parts 1o the programn, each of which
has an A, B and C seginent to type in. You always choosc
between the A or B seginent listings and you always add the
C segment listing to A or B.

For example, if yon want your Terminal Test screen to have
Metal Mountains (but no Hydrolakes) then you will want to
type in the segment 7A listing. You will not type in the
segment 7B listing. You will still type in the scgiment 7C
listing.

Use the correct listing for your brand of computer. The
program segments for the Cornmodore 64 (C64), Apple I1
tamily LApple), and Radio Shack Color Computer are given
on separate pages; bc sure to follow the directions that will
take you to the correct pages to type.

If you aren't using a compnter, mark your choices on. the
Onption Sheet on page 128. See the result of your choices by
reading the video game simulation on page 102.



REVENGE OF THE RASTER GANC 117

If vou have any trouble getting vour program to run,
proofrcad vour listings carcfully. If there is onc mistake,
vour program will not run. The best way to do this is to have
a friend read what is in the book aloud while you compare it
to a printout or a screen listing of what you have tvped. Or
read the printed listing into a tape recorder and play it back
while vou exanine vour own tvping.

Whether vou have a tape recorder or disk drive, save vour
work every few minutes and kcep track of what programn
lines are saved wherce. Onc power failurc that lasts a micro-
second can wipc out an cvening’s work!

The longer vou type without resting, the more likely vou
are to make a mistake. Try not to type for more than an hour
at a time. One of the reasons that Arcade Explorers is
broken up into segments is so that vou can type in each part
separately and easily.

As vou type in cach line, check to sce that it isn't centin-
ued on the next liue hefore vou press RETURN. Get in the
habit of looking at the next line number. If the next line is
indented, it is part of the line before.

You will need to use a jovstick to play the game. Plug
in vour jovstick (read the specific instructiens for vour
computer’s joystick in “How to Play the Game” on page
123).

Once vou have typed in the program correctly and it runs,
fcel free to experiment! Each part of the program is identi-
fied with a REM statement. For example:

1500 REM MRIN LOOP

tells vou that the nain loop of the program starts at line
1500. By looking at all the REM statements, you can analyze
how the program works.

However, the authors of this book take no responsibility
tor any prograin moditications you may make. Reinember,
vou can't hurt your comnputer hy changing a program, so go
ahead and experiment! By studying the way that the pro-
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gram changes as you type in different segments, you can
learn how programs can be modified.

InCaseofErrors___________

If you get an error message after you type in your program
and then run it, consult your computer’s manual to see what
the error might be and where it may occur in the listing. Be
sure that you are typing in exactly what is on the printed
page! Double check the numeral @ (zero) and the letter o
(oh) and the numeral 1 (one) and the letter 1 (el). They are
easy to confuse.

If all else fails, save everything to tape or disk and turn
vour computer off. Get a good night's sleep and come back
the next day with fresh eyes. There are approximately 8000
keystrokes in the program, and it is easy to make a typo!
Take it slow and easy and you will have a game that you can
imodify again and again.



Index of Listing
Conventions

For the Apple and CoCo listings, vou can type in exactly
what vou see. Some of the program lines are too long to fit
on the page—thev are continued on the line immediately
below and are indented whenever possible. Ignore any spaces
that are net in betvween quotes.

For the Commodore 64, certarn listing conventions are
used. The following chart shows vou what cursor and color
keys to press:

(Continued on the next nace )

LISTING You Type
{BLK) CTAL-I
(LIHT) CTAL-2
{RED} CTAL-3
{CYRN} CTALY
{PURP} CTAL-5
{GRN} CTAL-6
{BLUE} CTAL-7
(YELQ} CTAL-8
{AVON} CTAL-9
{RVOF} CTRL-0 (zero)
{ORANG} CMMD-1
{BRAN} cCMMD-2
{LRED} CMMD-3
{GRY!} cCMMD-Y
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LISTING You Type
(GRY2} CMMD-5
(LGRN) CMMD-6
{LBLU} CMMD-7?
(GRY3) cCMMD-8
{C/ON) Cursor/down
{C/UP} Cursor/up
{C/RT} Cursor/right
{C/LF} Cursor/ieft
{HOME) Home

{CLB} Cir

{F1}—{F8} Function Keys

CTBL= control key
CMMDO = Commodore key



Program
Uptions

After you have created your game once, you may want to go
back again and try different options. Follow this chart to see
what game options are on which page:

Option
1A AC Rivers
1B DC Tunnels

2A Leap Over Electrorocks
2B Blast Electrorocks

3A Drop Bombs on
Negabeasts
3B Shoot Negabeasts

UA Metal Mountains
UB Hudrolakes

SA Add Minutes from
Electrorocks

5B Laose Turn from
Electrorocks

Program Page Numbers
Lines C64 Apple CoCo
1000-1100 130 W6 1862
1000-1300
2000-2100 132 ‘148 184
2000-2300
3000-3100 134 150 166
3000-3300
Uoo0-4I100 136 152 168
4o00-4300
5000-5100 138 154 170
5000-5300
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Program Page Numbers

Option Lines Ce4 Apple CoCo
BA Stronger Negdaheasts 6000-6100 MO 1857 172
b8 Fewer Turns 6000-6300

7A Power Station Adds

Fuel 7000—-7300 He 159 174
7B Power Siation

Subtracts Minutes 7000-7300

The C segwents follow directly atterward on the same page.
All C line nuimbers start at un even 500; tor example, the
lines for segment 5C start at 5500 and will go no higher than
5999.



How to Play the Game

You must win the difticult Terminal Test, the final game of
the CPU tournaments. If you lose, Romiden will die and the
evil Hex Raster and his gang will destroy Venturia and all
computers here on Earth!

To save Venturia, you must pilot your speedy vibrovan
safely through a deadly obstacle course. Along the way, you
will encounter moving objects. Some objects are dangerous
and others can help you. You must move your vehicle suc-
cessfully through the course until the allotted number of
binary minutes are up.

When the game starts, your vibrovan will be in the center
of the screen. It will stay there unless you move it with a
joystick, but the other objects on the screen will be rolling
from top to bottom. You must decide where to move and
when. Sometimes your best move will be to let objects go
past you and other times you must get out of the way
quickly!

The Terminal Test obstacle course is filled with many
different kinds of objects. During the earlier parts of the
CPU tournament, you made choices that determined what
kinds of objects will be on the course and how they will
affect vou.

123
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Choice 1

When you arrived at Venturia, vou chose between AC
rivers or DC tunnels. If vou sclected the AC rivers and vour
van touches onc Jurmg the game, it will plunge rlght in.
You won't know which direction the river Hows, but it will
carry vou safely to one end of the horizontal river or the
other.

If veu selected the DC tunnels, vour vehicle will disap-
pear from the screen when you enter a tunnel entrance. The
van will rcappear at a unknown location no more than ten
spaces away from where you entered

Choice 2

Scattered throughout the scrcen arvc deadly electrorocks,
which vou must avoid. When vou chose betwesn Byte Ball
and Data Tennis, vou also were choosing the method of
dealing with electrorocks. Depending on your choice, you
cither have the ability to leap over elcctrorocks or blast them
out of the way.

Choice 5

When vou chose between Crystal Sailing and Silicon Skiing,
vou also chose what happens when you hit an electrorock.
Depending on your choice, vou will either add binary min-
utes to the total nuimber needed to win the game, or vou will
lose onc of vour turns.

You start out the game with a certain number of turns. If
vou lose a turn, the screen will go blank and you'll start over
again in the center. If vou lose all vour turns, the game is
over and vou will have lost the entire game.

Choice 3

Four hungry ncgabcasts will chase vour van. They are
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vour cncmies and will follow you no matter where you try to
move. If a negabeast touches you. vou will lose a turn.
'\egabedqtq start out in the four corners of the screcn.

After winning giant Robot Racing, vou reccived the method
of dealing with negabceasts. You chose to drop hombs in their
path or shoot thcin. Negabeasts follow vou in a straight line,
so if vou drop a bomh in their way. they’ll smash right into it
and die.

Shooting negabeasts will also kill themn. Any time a
negabeast dies, another is created in one of the corners of
the screen. There will always be four negabeasts to follow
you.

Choice 4

At the Maze of Math, you chose whether to have Mctal
Monntains or lern]akee in vour obhstacle conrse. Meatal
Mountains can be crossed, but you will usc up extra fuel for
doing so.

Hydrolakes are full of an acid that will destroy vour van. If
vou hit a lake vou will lose vour turn. Luckily, each lake has
a uniboat on its shore. If vou enter the uniboat, vou can
cross the Ilydrolake safely.

Choice 7

You will encounter power stations on the course. Depend-
ing on your Laser Joust choice, these stations will either add
fuel to your van or subtract binary minutes from the total left
before the game can end.

Choice 6

When Ramda played Thermal Polo, she obtained the
wnicromedal that gave vou a choice between stronger nega-
beasts and fewer turns. Stronger negabeasts have the power
to smash their way across rivers, tunncls, lakes, mountains,
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power stations, and electrorocks. To compensate, vou will
have more turns with this choice.

Weaker negabeasts cannot cross any obstacles and will die
upon hitting any object (except you). Choosing weaker nega-
beasts alse means vou have fewer turns to play the game.

Scoring

You start the game with a certain amount of fuel. Each
time you move vour vebicle with the joystick, you burn up
one unit of fuel. If you don't move vour Joystlck, vour
vehicle drifts automatically through the course and does not
use up fuel. If vou run out of fuel, you cannot move vour van
from its automatic course, and vou will drift helplessly until
vou hit an obstacle or the gaine is over.

The binary minutes remaining and the amount of fuel left
will be displayed at the bottom of the screen. Each time you
lose a turn, vou will be told how many turns are remaining.

If vou lose all vour turns, the game is over and you have
lost. The remaining fuel and binary minutes will be dis-
plaved and yvou can trv again.

You can win the Terminal Test only by completing the
obstacle course in the allotted number of binary minutes. If
vou win, vou will be shown the amount of fuel you had left,
and you can play again,

Drive vour vibrovan carefully, keeping a sharp lookout for
any obstacles in vour path! Romiden’s life and the fate of all
computers depends on vour skill and daring. Only you can
save Venturia!

Specific Instructions for
Each Computer_______________

Commodore 64: Use joystick port 2 for vour joystick. Use



REVENCE OF THE RASTER CANC 127

the [FI] button to kill negabeasts. Use the [F7| button to
dcal with clectrorocks.

Apple: Adjust vour joystick so that it will move the vehicle
smoothly. Usc cither jovstick button to kill negabeasts. Use
the spacebar to deal with electrorocks.

Radio Shack CoCo: Adjust vour jovstick so that it will
move the vehicle smoothly. Use the right jovstick port. Use
the jovstick fire button to kill negabeasts. Use the spacebar
to deal with electrorocks. If vou have a 16K machine, tvpe:

POKE 25.6:NEUW

and press RETURN before vou do any tvping. This will give
vou the maximum amount of incmory available.

Remembher, Rowiden’s life and the fate of all computers
depends on vour actions!
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Option Sheet

Mark vour choices as vou make then::

Segment 1
Choice IR:;: RC Rivers
Choice 1B: DC Tunnels

Segment 2
Choice 2R: Leap Over Electrorocks
Choice 2B: Blast Electrorocks

Segment 3
Choice 3R: Drop Bombs on Negabeasts
Choice 3B: Shoot Negabeasts

Segment 4
Choice YR: Metal Mountains
Choice YB: Hudrolakes

Segment 5
Choice 5R: Rdd Minutes from Electrorocks
Choice SB: Lose Turn from Electrorocks

Segment 6
Choice BR: Stronger Negabeasts
Chaoice 6B:; Fewer Turns

Segment 7
Choice 7R: Power Station Adds Fuel
Choice 7B: Power Station Subtracts Minutes




LCOMMODORE 6Y
GAME PROGRAM
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

-a______ _

100 REM ARCADE EXPLORERS BAME 2

200 REM REVENGE OF THE RASTER GANG

300 REM COPYRIGHT SETH MCEVQOY & LAURE SMITH
400 REM PUBLISHED BY DELL BOOKS, INC.

500 G0TO 8400

1000 REM RIVERS OR TUNNELS

1100 GOSUB 4300:RETURN

D G D D eyl D GEED wvvs D CEED CEED D g D e IS GEED GEEED D c— G S e T

18@ REM ARCADE EXPLORERS BAME 2

280 REM REVENGE OF THE RASTER GANG

300 REM COPYRIGHT SETH MCEVOY & LAURE SMITH
400 REM PUBLISHED BY DELL BOOKS, INC.

500 GOTO 8400

1080 REM RIVERS OR TUNNELS

1300 GOSUB 47001 RETURN

D D D GEID GEED GEED GED TTIEP cosss GEID GIIND GIIED GINED GIIED SIID GIIED GIIND G GEED v GEED cammp —SS emmm—m

1500 REM MAIN LOOP

1505 EF=0

1510 GOSUB 25@0@:REM SCROLL SCREEN -~
1528 GOSUB 1BO@:REM TICK

1530 GOSUB 2700:REM MOVE HERO

1S3IS IF ER<>32 THEN GOSUB 2700

1540 GOSUB 5500:REM MOVE ENEMIES

1570 GET Gs$:IF G#$<> "" THEN GOSUP 64800
1580 IF EF<>@ THEN GOTO 4400

1590 GOTO 1500

1600 REM RANDOM Y/N

1605 YN=@:IF RNDC(Q@)>RN THEN YNal

{610 RETURN
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_1-c Continued__________ .

1705
1710
{400
1603
1810
1620
1900
1905
{1910

CL=INT{RND{B)#39) +1

RETURN

REM TICK

POKE V+3,91POKE V+5,0:POKE V+b,240
POKE V,45:POKE V+!,50:POKE V+4,65
POKE V+4,564:RETURN

REM BLAST SOUND

POKE V+1,9:POKE V+5,4:POKE V+6,72
POKE V+4,129:POKE V+4,128: RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ®N PAGE 20.
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TYPE SEGMENT A OR B, THEN TYPE SECMENT C.

2000 REM JUMP OR BLAST ELECTRBROCKS
2166 GOSUB 7500: RETURN

-—— e - I G G G e e (I I IS GEIED GIEED GEEED GEEED GEEED TYS cmmms cnsee GEEED GEEED GHEED GEEED GEEED GEEND

2000 REM JUMF OR BLAST ELECTHOROCKS
2300 GOSUB 750Q:RETURN

2500 REM UPDATE STRING

2505 FOR1=1T040:AS5(1)=32:AC(I)=15INEXT

2510 GOSUE 1o0@

2520 GOSup 3700

2600 REM MAKE ELECTROROCKS

2610 FORI=1T02:60SUB 17@01AS(CL)=35:AC(CL) =1

2640 NEXT:RN=.1:1G0SUB 1680:IF -YN THEN 2660

2650 60SUB 170@:AS(CL)=16:AC(CL)=4

2660 GOSUB J500:RETURN

2700 REM VIBROYAN MOVE

2703 €=PEEK(JS)AND FT:MX=Q:MY=d

2788 IF FUCI THEN 2730

2710 IF C=14 THEN MY=-{

2715 IF C=7 THEN MX=l

2720 IF C=13 THEN MY={:GOGUB 2760

2725 IF C=11 THEN MX=-{

2727 IF C<>FT THEN GOSUB 7700:FU=FU-I

2738 POKE VP-40,ER

2735 C=VYP+MX+40#MY1IF CCSC+40 OR C>(2#5C-69)
THEN 2700

2737 VX=VX+MX1VY=VY+MY:IF VX<! OR VX>39 THEN
VX=VX-MX:VY=VY-MY:GO0T02700

2738 IF VYY<1 OR VV>22 THEN VX=VX-MXi1VYayy~MY
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__e-c_Continued __________ _

2739 ER=PEEK(VP+MX+4Q%MY):1F ER=32 THEN SP=@

2740 VP=C:POKE VP,160:POKE VP+DF,@1RETURN

276@ REM FORWARD JUMP

2765 TT=ER:ER=PEEK(VP):IF ER=102 OR ER=209 T
HEN ERTTIRETURN

2770 BOSUB 2908@:ER=TT:POKE VP+DF,®

2788 RETURN

2900 REM COLLISIONS

2903 IF ER=35 THEN GOSUB Jeee

2910 IF ER=102 THEN GOSUB 4500

2915 IF ER=209 THEN GOSUB 47580

2920 IF ER=141 THEN FU=FU-2

2925 IF ER=151 AND SP=@ THEN EF=3

2930 IF ER=16 THEN SA=20:605UB 7600:605U8 7@
0B

2935 IF ER=43 THEN 60S5UB 78@8:5fF={

2940 IF ER=88 THEN EF=2

2950 IF ER=32 THEN SP=0

2990 RETURN

WIIEN Y®U HAVE FINISHED TYPING,
CONTINUE READI'NG ON PACGE 36.
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TYPE SEGMENT A OR B. THEN TYPE SEGMENT C.

3 _ - __ _

3000 REM DROP BOMBS OR SHOOT NEGABEASTS
3100 GOSUB S7@@:RETURN

3000 REM DROP BOMBS OR SHOOT NEGABEASTS
3300 FORI=1T08:KE(])=KE(I+B) INEXT:G0OSUB 5600

1 RETURN

3500 REM PRINT LINE

3505 DI=DI-111F DI<t THEN 6700

3518 FORI=1T040

3520 POKE BL+I,AS(I)1POKE BL+I+DF ,AC{I)INEXT

3540 A$="(RVON}(BRY2} FUEL “+STR$(FU)+* TIM
E "+STR$(DI)+" TURNS “+STR$(LV)+* (RVOF)

3555 PRINT A$1FORI=@TO61POKE SL+I,16@1POKE 8
L+I+DF, 120 NEXT: RETURN

3600 REM INIT BIG OB

3605 LBaINT(RND(@)#5)+3160SUB 17080

3615 IF CL<8 OR CL)3! THEN 3405

3620 MBw1sCBaCLIRETURN

3658 REM CREATE B16 OB BEGMENT

3655 WBaINT(RND(@)#3)+3

3668 FORI=CB~NB TO CB+WB

3665 AB(I)=BBtAC(1)=BCINEXTIMBuNB+]

3675 IF BBw14] OR MB>2 THEN RETURN

36B@ AS(CB)=431AC(CB)=4)RETURN

3700 REM BI6 OBJECTS

3705 IF M8>@ THEN 3720

3710 RN=.2160SUB 1609

3715 IF -YN THEN RETURN

e
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__3-c_ Continued____________

3720 IF LB-MB=<® THEN MB=0:RETURN
3725 GOSUB 34501 RETURN

3800 REM SPRING SOUND

3810 POKE V,301POKE V+1,25

3820 POKE V+2,2241POKE V+3,124
3830 POKE V+5,511POKE V+b,204
3840 POKE V+24, 141POKE V+4,65
3850 POKE V+4,541RETURN

3980 REN RIVER SOUND

3905 POKE V,244:1POKE V+1,84

3910 POKE V+7,0:POKE V+8,70

3915 POKE V+5,180:POKE V+6,138
3920 POKE V+12,10@01POKE V+13,138
3925 POKE V+24,14

3930 POKE V+4,331POKE V+11,129
3932 FORJ=1T0200iNEXT

3935 POKE V+4,321POKE V+11,128
3940 RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 51
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

4000 REM MOUNTAINS OR LAKES
4100 BB=1411BC=9:RETURN

> oEneEE P e o) ) GEID GEED GEED GEED S ccce GEED GEED GEED GEED e cyyys GEED GIIED G GEND SUND

4800 REM MOUNTAING OR LAKES
4300 BB=151:BC=6:RETURN

450@ REM RIVERS

4505 IF RND(@))>,3 THEN RETURN

4510 GOSUB 17Q@@1RL=INT (RND(Q)#1Q)+5
4515 CL=CL+2:IF RL+CL>38 THEN 4510
4528 FORI=CL TO CL+RL

4525 AS(1)=102:AC(!)=6:NEXTIRETURN
4600 REM RIVER MOVE

4610 GOSUB 39@0:POKE VP,ER:POKE VP+DF,b
4615 RN=.51G0SUB 1600

4620 FL=1:1F YN=1 THEN FL=-{

4625 IF PEEK(VP+FL)¢>102 THEN FL=-FL
4630 VP=VP+FL:VX=VX+FL

4635 IF PEEK(VP+FL) =102 THEN 4630
4640 VP=VP+FL:VX=VX+FLi1ER=32

4645 POKE VP,16831POKE VP+DF,@1RETURN
4700 REM TUNNELS

4710 IF RND(®)>.3 THEN RETURN

4720 GOSUB 17@Q:1IF CL>39 THEN CL=39
4730 AS(CL)=209:AC{CL)=9:RETURN

4750 REM TUNNEL MOVE

4752 GOSUB 3808

4755 POKE VP,20891 POKE VP+0F ,91RN=6
4740 GOSUR 4798 1MY¥=JPi1GOSUR A479@1KY=JF
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_Y-c_Continued___________

4766 IF PEEK{C}<>32 THEN 4740

4767 [F VX+MX>36 THEN 4760

4768 IF VX<1 OR VX>39 THEN 4760

4769 IF CCSC+40 OR C>2#SC-69 THEN 4740

4770 VX=VX+MX1VY=VY+MY

4772 VP=CiER=321 POKE VP,160:P0OKE VP+OF,0

4780 RETURN

4790 JP=INT((RND(@)%RN+6)*%{INT(RND(@)#3)-1))
IRETURN

4800 REM GEY ELECTROROCKS SOUND

4810 FORI=1TO201POKE V+],I#3+501POKE V+6,!

4840 POKE V+4,5653:P0OKE V+4,64:NEXT:RETURN

4900 REM GET NEGABEASTS SOUND

4910 FORI=1T020:POKE V+1,100-1#31POKE V+b,]

4940 POKE V+4,65:POKE V+4,64INEXTIRETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 64.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

0000 REM E-ROCKS ADD MINUTES OR LOSE TURN
9{00 DI=DI+10:RETURN

o000 REM E-ROCKS ADD MINUTES OR LOSE TURN
9300 EF=1:RETURN

e c—— D GEID GEID GEID GEID GIID GEED GEID GEED G GEED I GEED G e GEED GEED e GEED GEmD

5500 REM MOVE NEGABEASTS

9505 FORI=1T04:TF=01PF=0

5507 IF TP(I)<S5C+40 OR TP(I}>(2#5C-69) THEN
RETURN

5510 IF PEEK(TP(1}-40)=88 THEN S0TD 5515

5512 TP(I)=TE(I}1GOSUB 5600

9515 POKE TP{(I;-40,321C=TP(I)-8C

59520 TY=INT(C/40)+1: TXaC-TY#40+4|

95925 AX=ABS(VX-TX)tAY=ABS(VY-TY):1XD=0:YD=@

9527 [F AX>AY THEN 5550

0528 PF={

5530 IF TY>VY THEN YD=-1:60T0 5356480

9540 YD=+1:60T0 5560

5550 [F TX<VX THEN XD=1:S50T0 5568@

S555 iD=-1

5560 C=TP(I)+XD+4@*YD: TF=TF+|

5562 IF PEEK(C)=160 THEN EF=21G0TO 5570

5563 IF PEEK(C)=171 THEN C=TE(I)180T0O 5570

5564 IF SE=1 THEN 35570

9565 IF PEEK(C)<>32 THEN 5590

5570 TP(Iy=Ci1POKE C,881POKE C+DF,0

0580 NEXT:RETURN

SS90 IF TF>1 THEN SOTO 55880
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_5-c_Continued .

5595 60Tc 5550

2608 REM CREATE NEGABEASTS

5605 IF PEEK(TP(I))=16@ THEN EF=2

5610 POKE TP(]1)-408,88:POKE TP(]) +DF=-40,@:RET
URN

5788 REM DROP BOMBS

3785 GOSUS 490Q:FORI=1TO8

972@ C=PEEK(VP+KE(I))

5730 IF C<>32 AND C<(>88 THEN 57380

597408 POKE VP+KE(I),171:POKE VP+KE(I)+DF,2

9730 NEXT:FU=FU-3:tRETURN

5888 REM SHOOT NEGABEASTS

9805 GOSUB 49Q0:FORI=1TOS

9815 C=PEEK(VP+KE(I))

5820 IF C<>32 AND C<>88 THEN 5830

5825 POKE VP+KE(I),B71POKE VP+KE(1)+Df,2

5835 NEXT:FORI=8 TO 1 STEP ~1i

5640 C=PEEK(VP+KE(I))

5845 IF C=87 THEN POKE VP+KE(I),32

5650 NEXT:FU=FU~3:RETURN

VWHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 77.



140 SETH MCEVOY AND LAURE SMITH
TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

6800 REM STRONGER BEASTS OR LESS TURNS
618@ SE=1:LV=5:RETURN

6000 REM STRONGER BEASTS OR LESS TURNS
6300 SE=B:Lv=10:RETURN

_b-c___

6500 REM OPENING
6503 POKE 53281,15:P0KE 53280,12

6505 PRINTIPRINT" (CLR}{C/DN}READ THE BOOK FO
R INETRUCTIONS!*

6510 PRINTtPRINT*OBJECTS ON THE COURSE:"

6515 PRINT* (C/DN)VIBROVAN":{LGRN}" {C/DN?
ELECTROROCK"

6520 PRINT* {C/DN}NEGABEAST":1{LGRN}" {C/DN
}RIVER"

6525 PRINT* {C/DN}TUNNEL"3{LGRN}" {C/DN}MO
UNTAIN®

6530 PRINT® {C/DN}LAKE"3:{LGRN}" {C/DN}BOAT

6535 PRINT" (C/DN}POWER STATION"

6540 DATA 160,8,35,1,88,0,102,6,209,9,141,9,
151,6,43,4,16,4

6545 K=12241FORI=@T08

6550 READ K1,K2:POKE K+I#80,K11POKE K+I#80+5
4272,K 2ENEXT

6590 PRINT"(C/DN} (RVON} PRESS ANY KEY (RVOF)

6592 GET G$:IF G$="" THEN 6592

6595 RETURN

6600 REM LOSE TURN

6605 GOSUB 1908
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__6-c_Continuved___________

6610 PRINT "{CLR}(C/DNX(C/DN? (WHT2YOU LOSE A
TURN!"

6612 IF EF=1 THEN PRINT:PRINT"YOU HIT AN ELE
CTROROCK!"

6614 IF EF=2 THEN PRINT:PRINT"A NEGABEAST GO
T you!!*

6616 IF EF=3 THEN PRINT:PRINT"BLUB! YOU DROW
NED!'"

664@ LV=LV-111F LV<1 THEN 67680

6645 PRINT:PRINT"YOU HAVE")LV)"TURNS LEFT"

6650 PRINTtPRINT"PRESS ANY KEY TO CONTINUE"

6695 GET B$1IF B$="" THEN 6693

6697 80T0 8500

670@ REM YOU WIN

6703 FORK=1TO3:G0SUB 4B@@:NEXT

6710 PRINT"(CLR}{C/DN}YOU WIN THE GAME

6720 PRINTsPRINT"YOUR FINAL SCORE:"

6730 PRINT:SOSUB 3540

6740 PRINTtPRINT*PRESS ANY KEY TO PLAY AGAIN

67435 QET B$:IF G$="" THEN 6745

675@ RUN

6760 PRINT:PRINT*YOU LOST THE GAME!'"

6765 GOTO 6720

688@ REM KEYBOARD INPUTS

6810 POKE 198,0

6820 IF G$="{(F7)* THEN {F2) 2000

6830 IF Gs$="(F1)" THEN (F2} J0@0Q

689@ RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 84
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

700@ REM CHANGE FUEL OR MINUTES
7100 FU=FU+SAIRETURN

7000 REM CHANGE FUEL OR MINUTES
7300 DI=DI~SA:RETURN

7500 REM JUMP OVER ROCKS

7505 B805UP 4800:C=PEEK(VP+120)

7520 IF C<>32 THEN RETURN

7525 IF VP>2#5C-69-120 THEN RETURN
7530 POKE VP,32:VP=VP+120:VY=VY+3

7555 POKE VP,B83:POKE VP+DF,2

7568 FU=FU-3:RETURN

7688 REM SHOOT ROCKS

7605 IF VF>2#5C-69-120 THEN RETURN
7610 FORI=1TO3:C=PEEK(VP+40%1)

7625 1F C=35 THEN C=32

763@ DP(1)=C

7635 POKE VP+40#[,221POKE VP+40+]+DF,2
764@ NEXT:G0SUB 48001FORJ=1TOS@:NEXT
7650 FOR I=3 TO 1 STEP -1

7652 FORJ=1T02001NEXT

7655 POKE VP+40+[,DP(I)

7660 NEXTiIFUsFU-3:RETURN

7700 REM MOVER SOUND

7710 FOR1=1TO5:POKE V+!,5@=[#4:POKE V+6,]
7740 POKE V+4,45:1POKE V+4,54  NEXT:RETURN
7600 REM BONUS SOUND

7605 FORI=1T010:GOSUB 18@@:NEXT: RETURN
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__72-c_Continued ___________

8500
8505
8510
B515
8520
8522
8525
8530
B565
8600
B6@5
B610
8620
B625
8626
8627
B630
B635
8640
B645
B647
8648
8650
B660

B690

REM EVERY INIT
POKE 5328@,12:REM BORDER

POKE 53281,15:1REM BACKSROUND
PRINT*{CLR}"
FORI=1T0221PRINT*(C/DN}"}

NEXTIPRINT
VX=1B1VY3 113 VP=5C+VX+ (404VY)-41
FORI=1TO4:TP(1)=TE(I)sNEXT
MB=@3;ER=32; GOTO 1500

REM FIRST INIT

BOSUB 6500
J5=56320:FT=15:FU=200: DI=500

DIM AS(4@) ,TE(4),TP(4) ,DP(10) ,AC(40)
DIM KE(16)sFDRI=1TD163READ KE(I)sNEXT
DATA -41,-49,-39,-1,1,39,40,41

DATA ~40,-80,-1,-2,1,2,40,80
§C=10243C5=55296:DF=C5-5C
BL=5C+23#4@-1:SL=BL+34

DATA 3,3,35,3,3,22,35,22
FORI=1TO4:READ MX:READ MY
TE(I)=SC+MX+(4Q#MY)-41
TP(I)=TE(I)sNEXT

60SUB 4000:G0SUB 6000
V=54272:FORI=1T024: POKE V+I,@iNEXT1POKE

V424,15

GOTO 8520

VWHEN YOU HAVE FINISIIED TYPING,
CONTINUE READING ON PAGE 97.
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146 SETH MCEVOY AND LAURE SMITH

TYPE SEGMENT A @R B, THEN TYPE SEGMENT C.

18686 REM ARCADE EXPLORERS GAME 2
116 REM REVENGE OF THE RASTER GANG

126 REM COPYRIGHT SETH MCEVOY & LAURE SMITH
139 REM PUBLISHED BY DELL BOOKS, INC.

158 GOT# 8400

1880 REM RIVERS OR TUNNELS

1168 GOSUB 4586: RETURN

168 REM  ARCADE EXPLORERS GAME 2
1186 RBM REVENGE OF THE RASTER GANG

126 REM COPYRIGHT SETH MCEVOY & LAURE SMITH
136 REM PUBLISHED BY DELL BOOKS, INC.

158 GOTe 8460

1668 REM RIVERS OR TUNNELS

1366 GOSUB 4700 : RETURN

1568 REM MAIN LOOP

1583 EF = 8:BUZZ = PEEK (49280)

1518 GOSUB 25686: REM SCROLL

1520 GOSUB z788: REM HERO MSVE

1535 IF ER ¢ > 168 THEN GOSUB 2986

1548 GOSUB 5566: REM M@JE BEASTS

1558 [F PEEK (49249) ) 127 THEN GOSUB 2008
: REM FB#8 ELECTROROCKS

1568 IF PEEK (49256) ) 127 THEN GOSUB 30600

: REM FB#1 NEGABEASTS

1588 IF EF < > @ THEN 66600

1598  GOTO 1500
1666 REM RANDOM Y/N
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" 1-c_Continued____________

té6S YN = 8: IF MRNBD (1> > RN THEN YN = 1: RE
TURIN

1769 REM RANDEM COL

1795 CL = INT ¢ RNB <1) % 39) + 1
1718  RETURN '

1906 REM BLAST SOUND

1965 FOk YY = 1 TO 3:0U = 38:FR = 288: GOSU®
4838: NEXT : RETURN

WIIEN YOU HAVE IFINISHED TYPING,
CONTINUE READING ON PAGE. 20.
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TYPE SECMENT A @R B, THEN TYPI«‘._SEGMENT C.

2000 REM JUMF OR BLAST ELECTKBRQCES
2100 GOSUD 7500:RETURN

_eb

2860 REM JUMP OR BLAST ELECTROROCKS
2388 : GOSUB 7488: RETURN

25680 REM UPDATE STRING
2585 FOR 1 = 1 TO 48:ASCI) = 168: NEXT

2316 GOsuB 1006
2528 GOSuB 3700

26886 REM M™MAKE E-ROCKS
2616 FOR 1 =1 T0 2

2615 GOSUB 1788 :ASCCL) = 163: NEXT
26486 RN = .1: GOSUB 1660: 1F - YN THEN 2660

2658 GOSUB 1788 :AS(CL) = 208
26686 60SUB 3560

26Y0 RETURN

27680 REM VIBROVAN MOVE

2705 MK = @y = @

27067 IF FU < 1 THEN 2735

27186 P4 = PDL (@):PU = PDL <(1)

2715 IF PV < 33 THEN MY = - 1|
27286 1iF PV > 208 THEN MY = 1: GOSUB 2796
2725 IF PH O3S THENMX = - 1

2736 IF PH > 2086 THEN MX = 1
2732 1IF ABS (MX) + ABS (MY) ¢ > @8 THEN G

eSuUB 7760:FU = FU - 1
2735 V= VU - 1:tH = UX: GOSUB 67806: POKE P,ER

2740 V = VY + MY:H = UX + MX: GOSUB 6906
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__e-c_Continued___________

2745 VX = UX + MK:VY = VY + MY: IF UX ( 1 OR

VX ) 39 THEN 27680
2758 IF VY < 2 OR VY > 22 THEN 2768

2755 ER = PEEK (P): GOTO 2765
2768 VX = VX - MXWVY = VY ~ MY: GOTO 2760
2765 1F ER = 148 THEN SP = @
2776 UP = P: POKE VP,32: RETURN
= ER:ER = PEEK (VP): IF ER = 189 OR

2790 1T

ER = 287 THEN ER = TT: RETURN
27953 GOSUB 2980:ER = TT: RETURN
2766 ReM  COLLISIONS

2985 IF ER = 163 THEN GOSUB 5006

2910 IF ER = 18% THEN GOSUB 46060

2915 IF ER = 207 THEN GOSUB 4758

29720 IF ER = 205 THEN FU = FU - 2

2925 IF ER = 215 AND SP = @ THEN EF = 3

2730 IF ER = 208 THEN SA = 28: GOSUB 78@8: G
OSus 7ee9

2935 IF ER = 171 THEN GOSUB 7880:SP = 1

2948 1F ER = 24 THEN EF = 2
2958 IF ER = 168 THEN SP = @
2998 RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READINC ON PACE 36.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

3066 REM ODROP BOMBS OR SHOOT NEGABEASTS
3160 GOSUB 5788 : RETURN

3086 REM DROP BOMBS OR SHOOT NEGABEASTS
33886 GOSUB 586@8: RETURN

35686 REM PRINT LINE

3565 DI = DI - 1: IF DI ¢ 1 THEN 67086

3547 HTAB 1: VUTAB 23

3516 FOR I =1 TO 40

35280 PRINT CHR$ (AS(1));

3525 NEXT

3536 INVERSE : PRINT * FUEL *“;FU;* TIME " ;D!
3" TURNS ";LV: NORMAL

35480 RETURN

3466 REM INIT BIG OBJECT

3665 LB = INT ¢ RND ¢1) # S) + 3

3618 GOSUB 1706

3615 1F CL < 8 OR CL > 31 THEN 364180

36286 MB = 1:CB = CL: RETURN

36560 REM CREATE BIG 08 SEGMENT

3455 WB = INT ( RND (1) # 3) + 3

3666 FOR 1 = CB - W8 TO CB + WB

3665 AS(I) = BB: NEXT :MB = MB + 1|

3675 IF 88 = 2805 OR MB ) 2 THEN RETURN

34B8 AS(CB) = 171: RETURN

3766 REM BIG OBJECTS
3765 IF MB > @ THEN 3726

10 Dl — . SO0 1 580
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_3-c_Continued ___________

3715 IF ~ YN THEN RETURN

3717 GOSUB 3400

3720 IF LB -MB = (8 THEN MB = 0: RETURN

3725 GOSUB 36508: RETURN

3880 REM SPRING SOUND

3805 FOR 22 =1 TO 18: FORY =1 TO S:YY =
PEEK (49200)>: FOR YZ = 1 TO 22: NEXT : NEX
T : NEXT : RETURN

3908 REM RIVER NOISE

3705 FOR YY = 28 TO 1 STEP -~ 1:FR =YY % 10
+ 30:0U = 5: GOSUB 4858 : NEXT : RETURN

VWHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 31.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

4898 REM MOUNTAINS OR LAKES
4199 B8 = 205: RETURN

4900 REM MOUNTAINS OR LAKES
4308 BB = 215: RETURN

4508 REM RIVERS
4505 IF RND (1) > .3 THEN RETURN

4519 GOSUB 1788:RL = INT ( RND (1) % 18) +

4515 €. = CL + 2: IF RL + CL > 38 THEN 45189
4520 FOR I = CL TOCL + RL

4525 AS(I) = 61: NEXT : RETURN
4600 REM RIVER MOVE

4685 GOSUB 3989
4618 POKE VP,ER

4615 RN = .5: GOSUB 16600

4620 FL = 1: IF YN =1 THEN FL = - 1
4625 1F PEEK (UP + FL) < ) 189 THEN FL =
- FL

4630 UP = UP + FLWWX = UX + FL

4635 IF PEEK <UP ¢+ FL) = 189 THEN 46360
46498 UP = UP + FL:VUX = UX + FL:ER = 1680
4643 POKE VP,32: RETURN

4799 REM TUNNELS

4718 IF RND (1) > .3 THEN RETURN

4720 GOSUB 1708: IF CL > 392 THEN CL = 39
4738 AS(CL) = 7%9: RETURN

4750 REM TUNNEL MOVE
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_Y-c_Continued___________

4755 POKE UP,287:RN = 6

4768 GOSUB 4790:MX = JP: GOSUB 4790:MY = JP

4765 V = VY + MY:H = UX + MX: GOSUB 4908

4767 1F PEEK ¢P) ( > 140 THEN 4740

4768 1F UX + MX > 39 OR UX + MX ¢( 2 THEN 474
e

4769 1IF VY + MY > 20 OR VY + MY ( 2 THEN 474
e

4770 UX = UX + MX:VY = VY + MY
4772 VP = P:ER = 168: POKE VP,32: RETURN
4790 JP = INT (C RND (1) % RN + 6) * ( INT (

RND <(1) % 3) - 1)): RETURN

4800 REM GET ELECTROROCKS SOUNO

4885 FOR Y = 5 TO 1| STEP -~ 1:DU = S5:FR =Y
% 30: GOSUB 4858: NEXT : FOR Y = 1 TO S:FR
= Y % 38: GOSUB 48350: NEXT : RETURN

4980 REM GET NEGABEAST SOUND
4985 DU = 18: FOR Y =1 TO S5:FR = 50: GOSUB 6

830 :FR = 20808: GOSUB 6858: NEXT : RETURN

WHEN YOU HAVE FINISHHED TYPING,
CONTINUE READING ON PAGE 64.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

0688 REM EROCKS ADD MIN OR LOSE TURN
0160 DI = DI + 108: RETURN

5b_ _

S00® REM EROCKS ADD MIN OR LOSE TURN
5300 EF = 1: RETURN

5508 REM MOME NEGABEASTS

5565 FOR I =1 T® 4:TF = @:PF = @

9918 H = THC(I) IV = TU(]) - 1: GOSUB 49608: 1F
PEEK (P) = 24 THEN 5512

9911 TP(1) = TE(D):TUC]) = EV(1):TH(]1) = EH(]
): GOSUB S600

9512 H = TH(I):V = TU(]) - 1: GOSUB &4%80: POK
E P,140

5520 XD = 0:YD = @

5523(?))( = ABS (UX - TH(I)):AY = ABS (VY - T

)

9527 IF AX ) AY THEN 5550

9528 PF = 1

95930 IF TV(1) ) VY THEN YD

2948 YD = 1: 60TO 5540

9358 IF TH(I)> ( UX THEN XD = 1: GOTO 5540

99555 XD = -1

9068 H = TH(1) + XD:V = TU(l) + YD: GOSUB 690
0:TF =TF + 1

556% IF PEEK (P) = 32 THEN EF = 2: GOTO 557

- 1: GOTO 5540
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__5-c Continued_

9963 IF PEEK (P) = 58 THEN TV(1) = EVU(1):TH
(1) = EH(I):P = TE(I): 60SUB 3888: GOTO 55
70

9964 [IF SE = 1 THEN 5578

9965 IF PEEK (P) < > 166 THEN 5590

5578 TP(1) = P: POKE P,24

3979 TUCI) = TWI) + YD:TH(I) = TH(I> 4+ XD

5588 NEXT : RETURN

0098 IF TF > | THEN 5588

9992 IF PF = 8 THEN 5528

29979 GOTO 5556

96880 REM CREATE BEAST

9605 IF PEEK (TP(1)) = 32 THEN EF = 2

9610 H = TH(I):V = T(]) - 1: GOSUB 6988: POK
E P,24: RETURN '

o760 REM DROP 80MBS

9785 GOSUB 49080

5716 FOR I =1 TO 3: FOR J =1 T0 3

5722 V=Y + 1 - 2:H=VUX ¢+ J ~ 2: GOSUB 70

9722 IF 1 =2 AND J = 2 THEN 5738

5723 IF PEEK (P) ( > 166 THEN 5730

97225 POKE P,5S8

57380 NEXT : NEXT :FU = FU - 3: RETURN

5888 REM SHOOT NEGABEATS

9805 GOSUB 4906

o81¢ FOR 1 =1 TO0 S
9826 V = VY + 1 - 3:H = UX: GOSUB 6966:D0P(1)

=p

5825 V = UY:H = UX + 1 - 3: GOSUB 6988:DP(I +
5) = P

5827 NEXT

583 FOR I =1 TO 1@

5635 IF PEEK (DP(I)) = 24 THEN POKE ¢(DP(I)
),168: GOSUB 3808

rr= s -t
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- B.c Continved___________

5648 IF PEEK (DPC(1)) = 149 THEN POKE DP(I)
162

S€45 NEXT

5856 FOR 1 = 1@ TO 1 STEP - 1

5855 1F PEEK <DP(1)) = 142 THEM POKE DFC(I)
,168

5848 NEXT :FU = FU - 3: RETURM

WHEN YOU HAVE FINISHED TYPING.
CONTINUE READING ON PAGE 77
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TYPE SEGMENT A OR B, THEN TYPE SEGCMENT C.

6000 REM STRONGER BEASTS OR LESS TURNS
6108 SE = 1:LV = S: RETURN

46000 REM STRONGER BEASTS OR LESS TURNS
4300 SE = 0:LV = 10: RETURN

65880 REM OPENING

6505 HOME : PRINT "READ THE BOOK FOR INSTRUC
TIONS!'®

6510 PRINT : PRINT *"OBJECTS ON THE COURSE:"®

6515 PRINT : PRINT ® '"3;: INVERSE : PRINT * °
1: NORMAL : PRINT * VIBROVAN®: PRINT " 8 E
LECTROROCK"

65280 PRINT * ";: INVERSE : PRINT *X";: NORMA
L : PRINT " NEGABEAST®: PRINT * = RIVER®

6925 PRINT * O TUNNEL®: PRINT * M MOUNTAIN®

6530 PRINT " W LAKE®": PRINT * + BOART"

6935 PRINT * P POWER STATIMN®

6598 PRINT : INVERSE : PRINT " PRESS ANY KEY
"5 : NORMAL

8595 GET G$: RETURN

6600 REM LOSE TURN

6605 GOSuB 1960

6616 HOME : PRINT : PRINT °*YOU LOSE A TURN!®

6612 IF EF = 1 THEN X$ = °"YOU HIT AN ELECTRO
ROCK!*

6614 IF EF = 2 THEN X$
u**

6616 IF EF = 3 THEN X$ = "BLUB' YOU DROWNED!

*A NEGABEAST GOT YO
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__6-c_Continued___________

6620 PRINT : PRINT X3

6648 LV = LV - 1: IF LV < 1 THEN 67580

6643 PRINT : PRINT *YOU HAVE *;LV;:" TURNS LE
F1° :

6650 PRINT : INVERSE : PRINT ' PRESS ANY KEY
“3: NORMAL : GET A3: GOTO 8588

6700 REM YOU WIN

6785 FOR K =1 TO 3: GOSUB 4888: NEXT

6718 HOME : PRINT : PRINT *YOU WIN THE GAME!'

67280 PRINT PRINT °*YOUR FINAL SCORE:"

6725 PRINT GOsSuB 3530

6738 PRINT : INVERSE : PRINT * PRESS ANY KEY
"s+: NORMAL : GET A%$: RWN

6756 REM YOU LOSE

6755 PRINT : INVVERSE : PRINT " YOU LOST THE
GAME: " : NORMAL

6768 GOTO 67260

6860 REM MUSIC ROUTINE ML

46885 REN TYPE VERY CAREFULLY!

6818 DATA 0,0,172,0,3,174,1,3

6815 DATA 169,4,32,168,252,173,48,192

6828 DATA 232,208,253,136,208,23%,204

4825 DATA ©,3,208,231,96,0,0,8,-1

6830 Z = @8: FOR I =1 TO 31: READ 8: POKE 767
+ 1,8:2 =2 + B: NEXT

6835 READ B: IF 8 = - | AND Z = 3411 THEN
RETURN

6848 PRINT "MUSIC DATA WRONG!*: STOP
6858 REM PLAY MUSIC

6835 POKE 768,DU: POKE 76%,FR

6868 CALL 778: RETURN

6768 REM CONVERT H,Vv TO ADDRESS

6905 P = 895 + H + V % 128 - ( INT ((V -1) /
8) * 984): RETURN

- o8 wue

-—e g = em = W O Wl == e L L o o
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TYPE SEGMENT A OR B, THEN TYPE SEGMEN'T C.

7080 REM MORE FUEL OR LESS MINUTES
7100 FU = FU + SA: RETURN

7600 REM MORE FUEL OR LESS MINUTES
7368 DI = DI - SA: RETURN

7-C

7560 REM JWYP OVER ELECTROROCKS

7585 GOSUB 4808

7518 H = UX:V = VY + 3: GOSUB 4900: IF PEEK
(P) < > 168 THEN RETURN

7515 1FV > 21 THEN RETURN

7538 POKE VP,140

7550 UP = P:UX = H:VY = V

7555 POKE VUP,32:FU = FU ~ 3: RETURN

76400 REN SHOOT ROCKS

7618 FOR 1 =1 TO 3

7620 H = VUX:V = VY + 1: GOSUB 4980:C
(P)

7625 1IF C = 163 THEN C. = 1408: GOSUB 38680

7638 DPC(I) = C

7435 POKE P, 174

7648 NEXT : GOSUB 4808

7645 FOR J = 1 TO S5@: NEXT

7658 FOR I =3TO 1 STEP - 1

7655 H = UX:V = VY + 1: GOSUB 4908:C = PEEK
(P)

7657 POKE P,DP(I)

7660 NEXT :FU = FU - 3: RETURN

7766 REM MOVER SOUND

PEEK
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__7-c_Continued___________.

7785 FR = 1:0U = S: GOSUB 4850: RETURN
/7888 REM BONUS SOUND

7885 FOR I =1 TO 12:0U = 10:FR = 200: GOSUB

6850 : NEXT : RETURN

85880 REM EVERY INIT

8525 VX = 18:VY = 11:H = ¥X:V = VY: GOSUB 498
8:VP =P

8538 FOR I =1 TO 4:TP(I) = TE(1): NEXT

8545 MB = @:ER = 1680

8585 HOME

8598 GOTO 15060

8660 REM FIRST INIT

8685 GOSUB 4508: GOSUB 4808

8616 FU = 288:D1 = 500

8620 DIM AS(40)>,TE(4),TP(4),DP(10>,TV(4) ,TH(
4),EH(4) ,EV(4)

8648 DATA 3,3,35,3,3,20,35,20

8645 FOR 1 =1 TO 4: READ TH(I): READ TV(I)

8446 EH(I) = TH(D):EVW(]I) = TW(])

8647 H = TH(1)>:V = TV(1): GOSUB 4900:TECI)
P: NEXT

8656 GOSUB 4000: GOSUB 40800

8690 GOTO 85600

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 97.
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TYPE SECMENT A OR B, THEN TYPE SEGMENT C.

100 REM ARCADE EXPLORERS GAME 2

110 REM REVENGE OF THE RASTER BANG

120 REM (C) 1983 SETH MCEVOY & LAURE SMITH
130 REM PUBLISHED BY DELL BOOKS, INC.

140 CLEAR 10@0:1G0TO Bb400

158 REM TYPE °'POKE 25,6:NEW’ FIRST!

1800 REM RIVERS OR TUNNELS

1100 GOSUB 450@:RETURN

- _

{00 REM ARCADE EXPLORERS GAME 2

118 REM REVENGE OF THE RASTER GANG

120 REM (C) 1985 SETH MCEVOY & LAURE SMITH
130 REM PUBLISHED BY DELL BQOKS, INC.

140 CLEAR 1080016070 B600

{50 REM TYPE 'POKE 25,4sNEW’ FIRST!

1000 REM RIVERS OR TUNNELS

1300 GOSUB 4700:RETURN

____]"t:___; ______________________
1500 REM MAIN LOOP
1505 EF=0

1587 Qs=INKEY$yIF Qs(>"" THEN GOSUB 2000

1510 GOSUB 250@01REM SCROLL

1530 GOSUB 27@@1REM HERO MOVE

1540 GOSUB 55001 REM NEGABEASTS

1550 Q@=PEEK(46528@)1IF @-127 AND Q@~255 THEN G
O0SuB 3l000

1570 IF ER<>96 THEN GOSUB 2900

1560 IF EFC<>@ THEN 65400

{590 GOTO {500
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_1-c _Continued____________

1605 YN=@:IF RND(1@)D>RN THEN YN=1:RETURN

1700 REM RANDOM COL

{705 CL=RND (31)sRETURN

1900 REM CHANGE SCREEN

1905 FORY=1TO3sSOUND20Q,3:SOUND255,3:tNEXT: RE
TURN

WIIEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 20.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

__2-3

2000 REM JUMFP Ok BLAST ROCKS
2100 GOSUB 7500:RETURN

D c— G GEED GEID GEID GEED GEED GEED GEED GEED e GEED e D e gyt Sl GEED GEED GEED GEEe ol S

2000 REM JUMP OR BLAST ROCKS
2300 GOSUB 7600:RETURN

2500 REM UPDATE STRING

2583 FORI=1TO321A8(I} =32 NEXT

2510 GOSUB 1000

2520 GO8BUB 370@

<600 REM MAKE EROCKS

2618 FORI=1TO2

2615 60SUB 1700:1A6{(CL) =643 NEXT

2640 RN=11605UB 160@:IF ~YN THEN 2560

2650 GOSUB 17003AS(CL)=BO

2660 GOSUB 3IJ50@@:RETURN

2700 REM VIBROVAN MOVE

2705 MX=01MY=0

2787 IF FU<! THEN 2735

2710 PH=JOYSTK(@):PV=JOYSTK (1)

2715 JF PV<16 THEN MY=-|

2720 IF PV>45 THEN MY=1:608UB 2790

2725 IF PH<{16 THEN MX=-{

2730 IF PH>45 THEN MX={

2732 IF ABS(MX)+ABS(MY)<)>@ THEN GOSUB 7708@)F
UsFU-1

2735 POKE VP-TH,ER

2740 VX3VX+MX3VYsVY+MY

2745 IF VX<1 OR VX>31 THEN 27680

-+ D P - B - . L mmm m [
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_e-c_Continued___________

2732 VP=8C+VX+VY#TH3ER=PEEK (VP)3BOTO 27469

2760 VX=VX-MX3VY=VY-MY1G0TO 2700

2765 IF ER=96 THEN SP=0

2770 POKE VP,1593RETURN

2790 TT=ER:IER=PEEK(VP)3IF ER=125 OR ER=79 TH
EN ER=TT:RETURN

2795 GOSUB 290@Q:ER=TTsRETURN

2900 REM COLLISIONS

2905 IF ER=64 THEN SOSUB 5000

2910 IF ER=125 THEN GOSUB 4600

2915 IF ER=79 THEN GOSUB 47350

2920 IF ER=1{3 THEN FU=FU-2

2925 IF ER=23 AND SPa@ THEN EF=3

2930 IF ER=B@ THEN SA=20:808UB 7800:60SUB 7@
00

2935 [F ER=94 THEN SP=1:GOSUB 7800

2940 IF ER=175 THEN EFs=2

2945 IF ER=96 THEN SP=2

2990 RETURN

WIIEN YOU HAVE FINISHED TYPING,
CONTINUE RIEADING ON PAGE 36.
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TYPE SECGMENT A OR B, THEN TYPE SEGMENT C.

3000 REM DROP BOMBE OR SHOOT NEGABEASTS
3100 GOSUB 5700:RETURN

l000 REM DROF BOMBS DR SHOBT NEGABEASTS
3300 60SUB 3BAJIRETURN

3500 REM PRINT LINE

3505 DI=DI-1:IF DIC1 THEN 4708
3507 PRINT@448,"";

3510 FOR1=1TO32:PRINT CHR$(AS (1))} 1NEXT
3530 PRINT® FUEL“jFU3* TIME";DI;“ TURNS“jLV
3540 RETURN

3600 REM CREATE 816 OB SEBMENT
3593 LBSRND(S)+2

3610 60SUB 1708

3615 IF CL<B OR CL>23 THEN 34180
3520 MB=11CBaCLIRETURN

3550 REM CREATE BIB SEGMENT

34655 WB=RAND (3)+2

3660 FORI=CB-WB TO CB+WB

3665 AS(1)=BBINEXT:MB=NB+]

3675 IF BB=109 OR MB>2 THEN RETURN
36560 AS(CB)=941RETURN

3700 RE® BIG OBJECTS

3705 IF KB>@ THEN 3720

3710 RN=2:60SUB 1600

3715 IF -YN THEN RETURN

3717 GOSuUB 3600
TIO0 TC 1ID_MD =2 TUCMN MO=0.DCTIDON
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_3-c_Continued ___________

3725 GOSUB 36S50:RETURN

3800 REM STUN SOUND

3805 FORZI=9TO1STEP-1:sSOUNDZI+#10+10,1sNEXT:RET
URN

3988 REM RIVER NOISE

390S FORZI=1T0S:SOUND255-5#7,3:NEXT:RETURN

VWHEN YOU HAVE UINISIIED TYPING,
CONTINUE READIMNG ON PAGL 51.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

4000 REM MOUNTAINS OR LAKES
4100 BB=129:RETURN

_sb____ i}

4000 REM MOUNTAINS OR LAKES
4300 BB=1i{9:RETURN

4500 REM RIVERS

4505 IF RND(1@)>3 THEN RETURN

4510 GOSUB 1700:RL=RND(10)+4

4515 CL=CL+21IF RL+CL>29 THEN 4510
4520 FORI=CL TO CL+RL

4525 AG(I)s461INEXTIRETURN

4500 REM RIVER MOVE

4605 GOSUB 3900

4610 POKE VP,ER

4615 RN=35:G60SUB 1400

4420 FL=13IF YNs! THEN FL=-1

4625 [F PEEK(VP+FL)<(>125 THEN FL=-FL
45630 VP=VP+FLIVX=VX+FL

4635 IF PEEK (VP+FL)=1235 THEN 4630
4540 VPaVP+FLsVX=VX+FL:ER=96

4645 POKE VP,159: RETURN

4700 REM TUNNELS

4710 IF RND(1@)>3 THEN RETURN

4720 GOSUB 1700:IF CL>29 THEN CL=29
4730 AS(CL)=794RETURN

4750 REM TUNNEL MOVE

4752 GOSUB 3900

4755 POKE VP,793RN=4
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__Y-c Continued___________

4765 P=SC+VX+MX+TH= (VY+MY)

4767 IF PEEK(P)<>36 THEN 4740

4768 1F VX+MX>31 OR VX+MYC] THEN 4760

4769 IF VY+MY>13 OR VY+MYC2 THEN 4760

4770 VX=VX+MX1VY=VY+MY

4772 VP=P3ER=96:1POKE VYP,159:RETURN

4799 JP=INT((RND(RN)+2)#(RND(3)=2))3RETURN

4800 REM ELECTRO SOUND

4805 FORY=5TOISTEP-1:SOUND 30#Y,l:NEXTiFORY=
{TOS:1SOUND20@#Y , 1 :NEXTIRETURN

4900 REM GET NEGABEAST SOUND

4905 FORY={TO1@1SOUNDS0Q,1:SOUND20@Q,1:NEXTIRE
TURN :

VWHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ®N PAGL 64
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TYPE SF.GMENT A OR B, THEN TYPE SEGMENT C.

- _

000 REM ROCKS ADD MIN OR LOSE TURN
3100 DI=DI+10:RETURN

2000 REM ROCKS ADD MIN OR LOSE TURN
9300 EF=1:RETURN

9300 REM MOVE NEGABEASTS

303 FORI=1ITO4ITF=D:PF=0

9510 IF PEEK{(TP(I)~TH)=173 THEN 3312

9818 TV(D)sEV(I)ITH(I)=EH(I):TP(1)=TE(]):60S
UB 35600

5512 POKE TP(I)-TH,96

5520 XD=@:vD=@

9923 AX=ABS(VX-TH(I))1AY=ABS(VY-TV(I]))

9327 IF AX>AY THEN 3330

5528 PF=)

9330 IF TV(I)>VY THEN YD=-11G0T0 33560

9940 YD={:60T0 33560

9930 IF TH(I)<VX THEN XD=1;B0T0 3340

5555 XD=-1

9560 Ca3SC+TH(I)+XD+TH® (TY(I)+YD)sTF=TF+l

9962 IF PEEK(C)=s139 THEN EF=2:G0T0 3370

9963 IF PEEK(C)=38 THEN TV(I)=EV(I)sTH(I)=EH
(I1)1C=TE(]1)160SUB 3800:80T0 5570

9964 IF SE=] THEN 3370

93963 IF PEEK(C)<>96 THEN 3390

5570 TP(I1)=C:POKE C,17S

9373 TV(D)=TV(I)+YDITH(I)=TH(I)+XD

9980 NEXTlRETURN
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_5-c_Continued—__________

5592 IF PF=0 THEN 5528

5595 GOTO 3550

5400 REM CREATE BEAST

5405 IF PEEK(TP(I))=159 THEN EF=2

5610 POKE TP(I)-TH,175iRETURN

570@ REM DROP BOMBS

5785 GOSUB 4900

5710 FORI=1TO31FORJI=1TO3

5720 IF [=2 AND J=2 THEN 5730

5723 C=VP+I-2+4TH#(J~2):IF PEEK(C)}{>94 THEN 5
730

5725 POKE C,58

5730 NEXTINEXTiFU=FU-33 RETURN

5880 REM SHOOT NEGABEASTS

5805 GOSUB 4900

5810 FORI=1TOS

5820 DP(I)=YP+TH#(I-3)

5825 DP(1+5)=YP+I-3aNEXT

5830 FORI=1T010

5835 IF PEEK(DP(I))=175 THEN POKE (DP(1}),96
1 GOSUB 3808

5840 IF PEEK(DP(I1))=96 THEN POKE DP(I),34

5845 NEXT:FORI=1T020@:NEXT

5847 FORI=1@TO15TEP~-1

5953 IF PEEK(DP(I))=34 THEN POKE DP(I),9é

5855 NEXT:FU=FU=3: RETURN

WHEN YOU HAVE FINISHED TYPINC,
CONTINUE READING ON PAGE 77.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

6000 REM STRONG BEASTS OR LESS TURNS
6100 SE=1:LY=5:RETURN

6000 REM STRONG BEASTS OR LESS TURNS
6300 SE=D:LV=103RETURN

650@ REM OPENING

6585 CLS:PRINT"READ THE B00K FOR INSTRUCTION
S!!I

651@ PRINT"QBJECTS ON THE COURSE:"

6515 PRINT:PRINT CHR$({189)3;" VIBROVAN"

6517 PRINT:PRINT CHR$(64):” ELECTROROCK ":C
HR$#(§735) ;" NEGABEAST"

6525 PRINT:PRINT "= RIVER 0 JUNNEL"

6530 PRINT:PRINT "m MOUNTAIN w LAKE"

6535 PRINTIPRINT "P POWER STATION ":CHR$(94
Y;" UNIBOAT"

6540 PRINT:PRINT"PRESS ANY KEY"

6550 RN=RN-{:IF INKEY$="" THEN 6550

6360 RN=RND(RN)

6390 CLS:RETURN

6600 REM LOSE TURN

6605 GOSUB 1900

6610 CLS:PRINT"YOU LOSE A TURN"

6612 IF EF=1 THEN X$="YOU HIT AN ELECTROROCK
e

6614 IF EF=2 THEN X$="A NEGABEAST 60T YOUu'"

6616 IF EF=3 THEN X¢="BLUB' YOU DROWNED!'"
LiTh ODETHNT-DODTMT Y&
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__6-c_Continued ___________

6648 [VsLV=-1:IF LUCI THEN 6750

6645 PRINT:PRINT"YOU HAVE":LV;"TURNS LEFT"

6650 PRINT:PRINT"PRESS ANY KEY"

6633 IF INKEY$="" THEN 6455

6660 GOTO 8500

6700 REM YOU WIN

6705 FORK=1TO03:B0SUB 4B80Q@:NEXT

6710 CLSsPRINT:PRINT"YOU WON THE BAME!'"

6720 PRINT:PRINT"YQUR FINAL SCORE:"

6725 PRINT:608UB 3339

6730 PRINT:PRINT“PRES8 ANY KEY*

6735 IF INKEY$="" THEN 6735

6740 RUN

6750 REM YCU LOSE

6755 PRINT:PRINT"YOU LOST THE GAME!":G0TO 67
20

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PACE 84.
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TYPE SEGMENT A OR B, THEN TYPIL: SEGMENT C.

7000 REM MORE FUEL OR LESS MIN
7100 FU=FU+SA:RETURN

7800 REM MORE FUEL OR LESS MIN
7300 DI=DI-SA:RETURN

7500 REM JUMP OVER ROCKS
7505 GOSUB 4800

7510 P = VP+3#THIIF PEEK(P)<>96 THEN RETURN
7515 IF VY>11 THEN RETURN

7530 POKE VP,96

7550 VP=P:VY=VY+3

7555 POKE VP, 159 1FU=FU-3:RETURN

7600 REM SHOOT ROCKS

7610 FORI=1T03

7620 P=VP+I«TH:C=PEEK(P)

7625 IF C=64 THEN C=96:6G0SUB 3800
7630 DP(1)=C:POKE P,46

7640 NEXT:GOSUB 4800

7645 FORJ=1TOSO:NEXT

7650 FORI=3TOISTEP-

7655 P=VP+[#TH:C=PEEK(P)

7657 PCKE P,DP(I)

7660 NEXT:FU=FU-3:RETURN

7700 REM MOVER SOUND

7705 SOUN[D1,i:RETURN

7600 REM BONUS SOUND

7805 FORY=1TO071SOUNDIS@,1:NEXT:RETURN
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_72-cContinued___________

8509
8525
8530
8565
8585
8590
8600
8605

REM EVERY INIT
VX=141VY=T7:VP=SC+VX+VY*TH
FORI=1TO4:TP(I)=TE(I):sNEXT

MB=0:1ER=96

CLS

60T0 1500

REM ONE TIME INIT

IF PEEK(25)<>6 THEN PRINT"PLEASE TYPE

POKE 25,6:NEW’'"1STOP

8610
86195
8620

FU=200:DI=500:605UB 6500
SC=1024:1TH=32
DIN AS(40),TE(4) ,TP(4) ,DP(10),TV(4),TH{

4) EH(4) EV(4)

8640
8643
8646
8647
8650
8690

DATA 2,2,28,2,2,12,28,12
FORI=1TO&:READ TH(I)READ TV(I)
EHIiD)=TH(D SEV(I) =TV ()
TE(1)=8C+EH (I} +32#EV(I) INEXT
G0SUB 4000:GOSUB 4000

GOTO 8500

WHEN YOU IIAVE FINISHED TYPING,
CONTINUE READING ON PAGE 97.
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