




The FX-cruisers arc 1noving in fast. 
"l'rn going to pick up speed," Ramda says. 

"Hang on tight!" 
·rhe terrorist cruisers close in on the sn1all 

cyhercycles. 
l\1ax shoots off his macrocannon and the 

· l'echnoterrorists open fi1·e. · fhey 1niss! 
Ramda shouts to you, "Your turn, hero! 

Blast those binary bullies�" 
, 

You aim at the black cruiser and squeeze 
off a round of electrofire. ·rhey shoot their 

' 

vector weapons, but Ramda darts out of the 
way. The terrorists speed closer� You blast 
thcn1 again. You bombard the left side of 
their cruiser, throwing it off balance. It spins 
across the skr and crashes to the ground. 
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Introduction 

Join the Arcade Explorers and discover a new din1cnsion 
of video gan1e adventure! You'll travel to the land inside 
your computer and save the kingdonl of Vcnturia fronl 
the evil ·rechnot.errorists. 

You are the hero of this hook. You'll rnake choices that 
ivill reveal different parts of a co1nputcr program, which 
you'll use to create your own unique video garne. When 
you type all the listings into your ho1ne <:ornputer, you 
will pJay the game and determine Venturia's fate. 

'fhe con1puter progran1s in this book are written in 
BASIC for the Apple ll +, Commodore 64, and Radio 
Shack (�olor computers. The progran1 is divided into 
seven parts. You \vill make a choice between r.wo different. 
gan1e options for each of the seven parts of the program. 
This will give you 128 different video game possihilities. 

You can input each of the seven parts as you make 
your choice in the story. ()r, if you \Vant to type in the 
entire program later, you can mark your choices on the 
()ption Sheet on page 115. 

Before you do any typing, be sure to read the specific 
instructions for your cornputer, starting on page 105. 

Even if you don't have a co1nputer or don't want to use 
one, you can still enjoy this book. Read the story and 
n1ake your seven choices, then turn to page 93 and follow 
the fast-action sin1ulation of the video ganle finale. 

·rhe choice is vours to 1nakc. 
, 

Can vou save Venturia? 
, 





-----------

THE 

STORY _ _ _ _ _ _ _ _  _ 





chapter 1 
The Digital Dimension ______ _ 

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

The kingdom of Venturia lies inside your compurer. It 
was a beautiful and peaceful land until the bru{al arn1ies 
of the Tcchnoterrorists launched a surprise attack. ·rhe 
terrorists hate all s<.:ientific ad vancerncnts. ·!'heir plan is to 
turn Venturia's technological society back into a primitive 
\vilderness. Now the Venturians are fighting desperately 
to stop the terrorist invasion. 

In the war operations room of Venturia's <.:apital, alarrns 
sound and officers shout orders. Intricate maps fill the 
banle scanner's huge viewing screen. Romiden, the 
Vcnturian leader, paces as he plans his secrel counterattack. 

Suddenly blue lights flash and another t.'.Jncrgcncy alarrn 
blasts through the air. A battle scanner operator calls to 
Ron1idt'.ll, "Sir, the terrorists de1nand to speak to you at 
once." 

"()kay, Hui," Rornidcn replies grin1ly. "Put them on the 
scanner screen." 

'I'hree of the red-uniforn1ed terrorists come into focus. 
'lhe captain holds up a large black box and says, "It's all 
over, Ron1iden. \-'\le'vc got your precious p<)\ver supply. 
We'll use it to fuel our new f)cadlock Laser and stop the 
\vild grc)\vth of V cntu rian tcc.:hnology once and for all! 
Everything will be restored to its natural order, the way it 
was before your unnatural technology�" 

Ron1idcn shouts, "Not so fast, you terrorist elec.:tros\vinc� , 
\Ve've got a secret \veapon of our own. Our Srnole scien
tists arc preparing it right now." 



4 SETH Mc EVOY Al'\D LAURE Sl\.IlTH 

"I-la!" ·rhe terrorist captain sneers. "We've just cap
tured all of your scientists fron1 rhe CPlJ ]"raining 
1\cade1ny. J\t this moment the dirty little Smoles arc being 
loaded into our .FX-c.:ruisers and taken to our under
ground fortress." 

Ro1niden shouts, "You haven't heat.en us vet!" 
, . rhe picture fades as the three terrorists clirnb llltO 

their bulky FX-cruiser. 
"But, sir," pleads Hol, '\vithout the S1nole scientists to 

operate the Scannervision secret weapon there is no hope. 
\Ve have no t.in1e to train n1ore operators.'' 

"'rhen we"ll have t.o get 1hcn1 fron1 son1ewhere else,'' 
Romiden savs. ; 

"\.Vhere?" Hol asks. , 
"Fro1n the i\nalog Di1ncnsion," Ron1i<len replies. "'rhe 

people there are different froru us in the l)igital Din1en
sio n. \\!e have TIO natural abilities and n1ust be taught all 
of our skills. ·rhe people in the 1\nalog l)imension arc 
horn with what they call instincts. These ins1incts give 
the1n the power t.o follow their feelings instandy. ·rhe 
Scanncrvision needs operators who ca11 react instinctively. 

"You see, the Scannervision is very sin1ilar to the video 
gan1cs OJI lhe i\.nalog Din1ensions. \Ve n1ust find their 
best video gan1c pla ycr Lo save V cn t uria." 

"\.Yhat if the player won't conic?" asks Hol. 
"Don't worry," Ron1iden says reassuringly. "V cnturia is 

the land inside cornputers. If the Tcchnotcrrorists de
stroy Venturia. then all con1putcrs in their world will be 
des1.rovcd too." 

.. 
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The Rna/og Dimension ______ _ 

You fly through the door and race across the kitchen. 
·rhere is a lct.tei· for you on the table. You grab it and tear 
it open as you hurry to your roorn. 

"(;reat," vou sav to voursclf. "It's the answer I've been 
; i ; 

lvaiting for!" 
You shut vour bedroom door. slide into vour chair, 

; ; 

and read the letter carefully. It says: 

Congratulations! You are now a member of the elec
tronic network of Arcade Explorers. Your video game 
scores have ciualified you for membership into our BA
SIC Council of the Riders of the Light. This entitles you 
ta hook up your computer to our uniciue network of 
exciting video games. 

Aide with the Rrcade Explorers as they discover new 
horizons of computer adventure! 

P.5. Your game scores were higher than all of our 
other members. Yau are now our best video game player. 

You thrc)\\.' the letter into the air and <:heer, "Yea! I 
finally rnade it into the 1\rc.ade Explorers!" 

You pull your chair up to your co1nputer. "I can't lvait 
to see what's on their net.w·ork!" vou sav excitedlv. 

.. ; ; 

Turning on the power, you dial the phone and connect 
your cornputer to the i\rcade .Explorers computer ncnvork. 
<<\ n1cnu appears. You select the first category: MESSAl;Fs 

TO AND FR0\1 \1EMBERS. 

"l \Yonder who else is on t.his network?'' you say to 
yourself as you scan through the listings at high speed. 
"Hey! ·rhere's a message for me!" 

You press an access key, bur instead of words on your 



6 SETH Mi:F.VOY Al\D LAURE SMlTH 

screen, a n1an's face appears. "\.Yow, this is great!" you 
exclairn. 

'fhe man says, "You are the best video gan1e player on 
the elite 1\rcade Explorers Network. You rnusL con1e to 
VenLuria." 

"What's Venturia?" you ask, confused. "Who are you? 
What is this all about?" 

"Venluria is the kingdorn inside your computer," the 
man answers. "I an1 Ron1iden, the leader. You are needed 
to save Venturia before it is destroyed by the Technoter
rorists. If they defeat us, all con1puters will be destroyed
including your own!" 

"()h, no!" you cry. "I mean, yes! Of course I'll corne. 
How do I get there? How long will I be gone?" 

"You will be gone for only a f cw seconds. Venturia is in 
the DigiLal Dhncnsion, where Lin1e rnoves so fast it seen1s 
to stand still. (;et ready, I'll send a rnessenger for you 
itnmediately," Romidcn replies. 

Your room suddenly becon1es dark. A sparkling \vhite 
n1ist rises fro1n the floor. A. white bird fies through the 
screen and lands beside your keyboard. He is eight inches 
high and has one large eye in the middle of his head. 

"Who are you?" you ask. 
The bird looks straight at you and says, "Vidi's my 

name, fron1 Venturia I came. 'fhere you must go and 
save my desperate land. These words you must type: 

''Riders of the Light 

Fram the Land of the Night 
Will pass through the glass 
Of Lightning's Window." 

After you cype in the phrase, Vidi says. "At 1ne you 
musr look, and not be afraid. My  light, it will shine, and 
digitize you." 

"I'm not afraid,'' you answer. Vidi looks at you and 
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shoots a beam of bright blue light at your chest .. .I\ gentle 
tingle fll)\\IS throu�h you as your body changes into col
ored digit.al squares. Then the squares get sn1aller until 
you are only half Vidi's height.. 

'fhe white bird scoops you onto his hack and says, 
"H , ., ang OIL 

"Yo
-
u bet!" you rep I y. "It's a long drop to lhc ground. 

You can change 1nc back later. can't vou?" 
� I 

"Y cs, that is so, but nov.' \'lie rnusl go,'' Vidi answers 
in1patiently, flying toward your computer's rnonitor. 'fhe 
big screen sparks and flashes as you approach. When 
Vidi touches the glass, you are jolted upside down by a 
thunderous crack. 

Suddenly you're inside your cornputer! 

Venturia _________________ _ 

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

You and Vicli tu1nble through the darkness. Flashes of 
light cut. through the air. A blast of thunder rocks you to 
the ground. 

As you clin1h to your feet, a light goes on. You are in a 
large \vhite rocnn. A tall, gray-haired man enters. lle says, 
''I'1n so glad you're here! l'n1 Romidcn. Wclco1nc 10 CPl.'. 
C:entral, the capital of Vent.uria. I hope you are all right." 

"Y cs," you reply. "I think l'rn okay." 
"\Ve must hurry. Please f(>llow rne," Rornidcn says. 
You race after Ro1niden as he hrisklv heads down a 

I 

long white corridor. 
Vidi flies onto vour shoulder and Romiden savs, 

I I 

"Vcnturia has been invaded bv the Technoterrorists." 
"Whv?" vou ask. 

I I 

I 

"Because they \Vant lo destroy all technology," Ron1iden 
answers. "'!'he terrorists think it is evil. · l'hev onlv use 

' ' 

technology to destroy technology. (}ur Scannervision se-
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cret l.veapon is the only thing that .can slop the1n. but all 
of our Lrained operaLors have been kidnapped. \Ve need . ,, 
you Lo operate It. 

"How c:an I do that?" you ask. ' 
"You will use your outstanding video ga1ne skills and 

your natural instincts," Romiden says. "()ur Scannervision 
operates just like your video ga1nes. With your superior 
skills, you lvill use the Scannervision ro penetrate the 
seven caverns of the terrorists' underground fortress. ·rhen 
you'll recover Venturia's stolen power supply and rescue 
the kidnapped S1nole scientists. lJ nderstand?" 

"Yes, I'1n sure I can do it," you say eagerly. "\\!hen do I 
start?" 

"Unfortunately, it's not that easy," Ron1iden replies. 
"'fhe Technoterroriscs took us by surprise. The Scanner
vision 's d at.a pt"ogram is divided into seven parts. You 
must journey through the dangerous outlands of Venturia 
to get the seven progran1 scg1ncnts frorn our Sn1ole 
scientists." 

"I thought they \vcrc all kidnapped.'' you say. 
"No," Romiden answers, "onlv che ones from the CPlJ , 

·rraining Acaden1y were kidnapped. ·rhere are many other 
Sn1ole scientists, but none of them have been trained to 
operate lhc Scannervision." 

"I'1n ready to face anything!" you say. 
"Good� I knew you could help us." Rornidcn holds out 

his hand. Il contains two sn1all golden tokens. 
"Each of Lhc seven Scannervision progran1 segrnents 

are stored in teletokens like this. As a safety precaution, 
the little Srnole scientists n1ade two versions of each pro
gram seg1nent. Each version is at a different Srnulc re
search outpost. You rnust decide which outposts to go to. 
Your decisions will affect the way the Sc:annervision de
fense system operates." 

"You 1nean l can n1akc it play the lvay I 'vant.?" 
"Y cs, lhat's the idea," Rornidcn replies. "Your first task 

is to c:hoose one of these t\vo teletokens. 
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"The Scannervision is equipped with a retnote-control 
vehic.le that can blast terrorists and destroy their booby
trapped \valls. ()ne of the rokens contains data to n1ake 
the Scannervision fire in a pattern sin1ilar to your plus 
sign. The other tclecoken \viii nlake it fire in a pat.tern 
sin1ilar to your letcer x. Which do you pref er?" 

,'\fter you tell Romiden your choice, he hands you that 
token. 

If you have a com{:Juter and want to tyoe In the 
first wrt of your game now: 

If your choice is + 
Apple users turn to page 137. 

Commodore users tum ta page 119. 

Coco users turn to oagl! 153. 

Type? in program segment IA and then type in pro
gram segment IC. 

If your choice Is x 

A·oi:ile users turn to page 137. 

Commodore users tum ta page 119. 

Coco users tum to page 153. 

Type In Drogram segment 18 and then type In pro
gram segment lC. 

When you are through typing continue the story . 
Turn to Chapter 2 on pa9e 11. 

If you are not using a comf]Uter: 

:tv1ark your choice of + or x on the ()ption Sheet on 
page 115. 

Then turn to C:h;,ipter 2 on page 11 to continue the story. 



chapter 2 

"I n1ust leave you now and return to the war operations 
room," Ro1niden savs. 

, 

He opens the door and greets a young girl. Her hair is 
blond and she's wearin� a long blue-striped shirt. Vidi 
flies onto her shoulder. 

""fhis is my daughter, Ramda," says Romiden. "She's 
just ahout your age. She and Vidi will accompany you 
through the outlands. Since the terrorise troops are 
everywhere, I've asked my chief security officer to join 
the three of you. He'll be here any n1inute." 

Romiden places his hand on your shoulder and says, 
"\\Tithoul our main power supply. we've been forced to 
operate on Electron batteries. · fhey'll only last another six 
or eight octal hours. It's vital that you acquire the teletoken 
data as fast as you can. Venturia's fate is in your hands!" 

"I won't fail," you reply confident! y. 
Romiden rushes off. Ramda tosses you a round silver 

helmet as he says, "Put that on. We'll be traveling by 
cybercycle and you'll need it." 

You place the unusual helmet on your head. It fits 
perfectly. · She hands you a thick belt with many little 
compartments. 

"What do I do with this?" you ask. 
She says, "It's a supply belt and will come in handy if 

we run into the terrorists." She straps a similar belt on 
over her big striped shire. 
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J\s you buckle on the heavy belt, a short, rnus(.:ular n1an 
in a black and \vhite checked coat enters. I le's onlv about 

' 

three feet rail. He raises his hand to his big black hat and 
salures Ran1da. 

"I've heen inst.ructed to go with you," he says gruffly. 
"I'n1 glad Rorniden picked you, Jlvtax," she says. "\Ve'll 

need you and your retro rifle in the terrorist-occupied 
outlands." 

He slaps the strange-looking rifle strapped on his ba<:k 
and says, "You can count on us, Ra1nda." Looking at you. 
he asks. "Who"s your pair" 

Rarnda introduces vou. 
' 

·rhe little 1nan shakes your hand and says. ''I'n1 JlvL E. 
\{ ax i1n us. You can call rne IVlax.." 

You ask, "What does the l'vl. F.. stand for?"' 
Vidi squawks and replies, "J\;fcntally F.xcinct.." 
�fax is about to tnake an angry retort, hul Ran1da 

sco\vls and ex<:lairns, "I\1ax� Vi di! Can't you two stop your 
constant hickering? You kno\v this rnission is too irn por
tarll to he fooling around. Deep dcn-vn I know you two 
reall v Ii kc each olher." , 

Vidi rolls his eyes as ?vtax slips up next to you and 
whispers, "I don't kno\v \.vhat that bird expects to do 
against the l"echnoterrorists. He doesn"t have hrains or 

brawn." 
Ra1n<l<• int.errupt.s. "Let's leave CPlJ Central before it's 

coo late. ·rhc terrorists are closing in." 
"Tc won't be easy." �lax replies. "\Ve'll have to inove at 

top speed." 
"\\!e can do it," Ra1nda shouts. "We have to�" 
You folio'" her outside the huge palace to a courtyard. 

She slides inside a globe-shaped vehicle scanding on a 
single leg like a gyroscope. It has a bubble \vindscreen 
around the cockpit. 

''ls that a cvhercvcle?" you ask. 
/ I ' 



-
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'"You guessed it," Ratnda ans\vers . ..-rhis is 1ny pride 
and joy. '.\,;ext to :\lax 's, this is the fa!"otest. one in V enturia." 

J\s Ran1da swings herself onto the cycle's front seal, 
Vidi p�rches hin1self next to a headlight. Ra1nda 1notions 
for you to sit behind her. 

, 

You jump inside the sleek n1achine and strap on the 
safety belt. !\fax takes off in his cybercycle and circles 
overhead. Ran1da calls hin1 on the video screen and savs. 

, 

"Fly north until you reach the Fibonacci River.
,
. 

"I'm already there!" answers .!\:lax as his cycle zoorns 
out of sight. 

With a steadv hand at the controls, Ran1da flies her 
, 

cycle straight up off the ground. As it jolts forward, you 
almost topple out of your seat. ·rhe cycle moves so fast 
you can barely see \vhat the surrounding buildings look 
like. You get a quick glin1pse of squarish blurs of green 
and white. Sorne are lung and flat while others are very 
tall and skinny. Trying t.o focus on then1 n1akes you so 
dizzv that vou must look away. 

, ' , 

\1ax's cycle is far ahead. Ran1da turns right with light-
ning speed. "llvfy n1iniscanner says that there is a terrorist 
FX-cruiser approaching. Keep a sharp lookout through 
the uluaviewer," she says, handing you a long glass disc. 

You hold the ultravie�ver up to your eyes and scan 
across the sky. "I see a black rectangular vehicle far be
hind us,·· vou tell Ran1da. 

, 

"That sounds like a ·rechnoterrorist cruiser!" 
She contacts �ax on her n1iniscanner and savs, "FX-

, 

cruiser approaching, 1nove up to 1negaconversion speed." 
1\-fax replies, "Status acknowledged. We can outrnaneu

ver those clun1sy cruisers, but get your n1acrocannon ready 
. . ., ' JUSt u1 case. 

Ra1uda punches a key on her operator's panel and your 
seat turns backward. She says, "You're going to have to 
use the rnacrocannon if they get too close. I hope you 
have good ahn." 
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"I sure de.," you tell her as you grip the hand controls. 
·rhe FX-c1uisers are n1oving in fast. 
"l'rn going to pick up speed," Ran1da says. "lfang on 

tight!" 
·rhe terrorist cruisers dose iu on the sinall cybercyclcs.. 
l'vlax shoots off his inacrocannon and the l'echnoterror

ists open fire. They n1iss! 
Ramda shouts to you, "Your turn, hero! Blast those 

hinarv bullies!" , 

You aitn at the black cruiser and squeeze off a round of 

electrofirc. They shoot their vector \-\'·capons but Rarnda 
darts out of the way. The terrorists speed closer� You 
blast then1 again. Vou hon1bard the left side ol their 
cruiser, throwing it. off balanc.e. It spins across the sky 
and crashes to the ground. 

"Nice 1nove," Ran1da cheers. 
"Brilliant!" shouts ?\fax over the 1niniscanner. 
''Thanks!" You pick up the uh.raviewer and look for 

rnorc terrorists. Bur the sky is clear in all directions. 
"We are ahnost t.o our destination," Ran1da savs. "It's 

, 

just up ahead.'' 
You lean to the side and look doivn belo\v. 'fhe un

usual green and \vh ite buildings are gone. ·!'he ground is 
all orange, red, and black, 

Rarnda stops the <.'.ybercycle in 1nidair, and you can see 
strange plant life below. There are tall green, treelike 
stalks '"ith rectangular black leaves. ·rhc ground is cov
el'ed with long, thin blades of red grass. 1\ thick lacy 
substance, like orange ivy. is scattered every•vhere. 

Instantlv the cycle descends. Ra1nda lands next to Max's 
, . 

craft and switches off the gyro 1notor. As she pulls off her 
heln1et she turns to you . "Keep you r heln1et on. These 
orange plants give off a vibration of 11ght that. may dan1-
agc your eyes." 

"What arc those fJlancs?" vou sav. , , 

"They're clec:irovines," Ramda replies, "and the ones 
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with square green stalks and big black leaves are quadtrees. 
·rhe electrovines give you quite a jolt if you don't handle 
them carefully. ·rhere's a negative power blade in the 
second co1npartment of your supply belt that will help 
you cut through them. Be careful because we'll proceed 
on foot from here: the electrovines are evervwhere." . . 

1\s the three of you enter the thick forest of tall 
. . 

quadtrees Ramda says "Vidi vou fly up ahead and scout ' I ' ' I 

for any dangers. Max, you lead the way on foot. I'll cover 
the rear." 

You all \vend along the narrow path, careful not to 
disturb any of the electrovines that hang down. Max 
cautions, "It's strangely quiet here. Keep a close \Vatch.'" 

"Look out!" Ra1nda yells. You freeze as a clurnp of 
electrovines falls at vour feet. • 

Max picks up the dangerous vines with his retro rifle 
and tosses them into the forest. The vines spark and 
crackle as they fly through the air. Then he turns to you 
and says, "Those vines can knock you on your bit bucket 
if you're not careful." 

Vidi flies onto Rarnda's shoulder and cries, "Five terror
ist scouts, up ahead." 

"We can fight thern off," Max says confidently, holding 
his retro rifle. 

Ramda shakes her head. "Not if we don't have to. Let's 
change our course and avoid them." She checks her elec
tronic minin1ap to see which path to take. 

After Ramda analyzes the data, she says, "Unfortunately, 
the best path is the one we are on. We'll have to cut 
through the Data Swarnp or go over the ·rerminal Ridge." 

"That's not much of a choice," �fax replies. "They're 
both pretty rough." 

"What's the difference between thern?" you ask. 
Ran1da explains, "They're both very dangerous. If we 

take the ·r ern1inal Ridge, then we'll get the Scannervision 
data that will start your vehicle \.vhere it must pass through 
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four caves bef(>re il reaches the captured Smoles and 
power supply. However, you can exit through one cavern. 
If we take the Data Swamp, the Scannervision data \viii 
start your vehicle in a place \vhere you have to pass 
through only one cavern to gel lo the Sn1oles and the 
power supply. But if you do that, you rnust pass through 
f(>ur caverns to get alvay. It's your decision, since you'll be 
operating the Scannervision defense sysce1n." 

You think for a nloment and then 1nake your decision. 

If you choose the Terminal Ridge, turn to page 18. 

If you choose the Data Swamp, turn to page 2Lf. 

Mark your choice on the Option Sheet on page 115. 



chapter 2a 

You choose to take the path across the Tenninal Ridge. 
"We'll have to go through the quadtrees on the left," 
Rarnda says. "Fortunately, the clectrovines aren't too thick 
in that direction. Our trouble will begin \\/hen \\le have to 
clin1b up along the ridge. Crossing that creaky bridge is 
the most dangerous part." 

"l\.1aybe we should have gone through the Data Swa1np 
instead," vou tell Ra1nda. 

, 

":'.'To," says Max. "It's so slippery and smelly down there 
I think it n1ight he worse." 

i\s you struggle through the quadtrees, Ran1da says, "It 
won't be as bad as it sounds. It's interesting, actually." 

"Why?" you ask. 
"Because it's the remains of an enorn1ous vie\\'ing ter1ni

nal that once belonged to a long-lost kingdon1 of giants," 
she replies. 

"\\!hat happened to Lhc111?" you ask. 
"They were all driven into the sea during the Static 

Wars long ago . .  .\II that re1nains of the old terminal is a 
huge rnound of glass \.Vith wires running out of it. fhe 
n1ound is what \Ve now call the Tern1inal Ridge. It's so 
treacherous that the nan1e has taken on a double rncaning," 
Ran1da says. "1'1n going to the top of the hill to see if it's 
safe up ahead. Vidi, yc)u stay behind \vith the others." 

A.s Rarnda skillf ully n1aneuvers through the elcctrovines, 
Vi di flies off her shoulder and s\voops past l.\f ax. 
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"You good-for-nothing sack of f erro-feathers!" he cries. 
"\Vhy don't you run yourself into a quad tree?" 

Vidi swoops through the air and gently lands on your 
shoulder. He turns to Iv1ax and says, "Your body is not 
tall, your waist it not slin1, your ears are not s1nall, and 
there's nothing ben-veen them�" 

Before Max can get even, Ran1da (:alls out frorn the top 
of the hill. "There aren't any ·rechnoterrorists in sight. 
It's barren fron1 here on in, so there's no place for thern 
to hide." 

You and l\f ax rush to join Ramda. 
"Look across there," she says to you. "'!hat's the ·rer1ni-

. , 

nal Ridge." Rising black and shiny out of the ground is a 
huge n1ound of glass. Its rounded peak sparkles in the 
light. Large cra(:ks in the glass n1ake it look as if it could 
crurnble at any n1on1ent. 

Ra1nda explains, '"!'hose wires running fro1n the black 
ridge to Lhe other bank is the bridge we'll have to cross to 
get to the research outpost." 

"That looks tough," you tell her. 
Max says, "You better believe it, pal. C:rossing that \Vire 

bridge \viii be tricky. But first \.Ve have to get across the 
T errninal Ridge!" lfe heads toward the ledge, and you, 
Ran1da. and Vidi follow. You notice big black clouds 
quickly filling the sky. 

A giant crack in the rnound of glass 1nakes a ledge wide 
enough for you Lo get a foothold. You slide along the 
treacherous path. From up ahead, f\.f ax shouts, "Double 
trouble! ·rwo terrorist FX-crui�crs con1ing in fast.." 

"They may not spot us," says Ramda. "But get your 
111acroshooters readv ! " 

, 

"What about n1e?" you ask. "l need son1ething to shoot 
with." 

"In your supply belt," says Ra1nda. "'C-he first compart
ment-" She breaks off as the t\'VO FX-cruisers s"W·ing 
down and fly dangerously close. 
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'fou pull out the triangular 1nacroshootcr and prepare 
to fire. 

· 

"Quick. get to rhe wire hridge," shouts l'vlax. ·!'he rick
ety cruisers fly past and disappear around the ridge. 

Vidi flaps his \'\'ings and \varns, "They con1e, they co1ne. '' 
The big black cruisers relurn and open fire. "Duck!" 

shouts Ran1da as Lhc Lerrorist weapons blast through the 
air. 

"'fhev n1issed�" shouts l\fax. 
' 

You turn and fire your 1nacroshooter. ·rhe power of 
fhc tnacropulscs shatters the terrorists' \vindshield. ·rheir 
cruiser spins out of control and crashes to the ground. 

"That'll slow those digital devils down!'' Rarnda exclaims. 
Rolling black thunderclouds run1ble across the sky. 

"So \vill the ribo rain," shouts !\.fax. 
The thick clouds burst wide open and black strings 

pour out. The slirny ribbons l:lin� to the other terroriSf 
cruiser and slow it down. 

\f ou arrive at the wire bridge and \vait for the others. 
Stringy strips of riho rain ttunble onro your shoulders. 
You throw 1 hcn1 off and clin1h onto the bridge, \Vith the 
others follow·ing close behind. It's vcr·y sh<lky but you 
n1ove quickly without losing your balance. The second 
FX-cruiser is in trouble. It t\vist.s in f.hc air and sputters. 

wrhe air intakes lllUSl be clogged," shouts rvfax \Vith 
glee. "Those vector vultures can't build anything right!" 

You, l\iax, and Rarnda blast then1 \vit.h your macro-
, 

shooters as you slide across the wire bridge. 
Unexpectedly the cruiser charges for t.he hridge. A 

strea1n of veclor fire pours across che bridge, cutting 
several wires. You and ?vlax dive toward the rockv bank. 

, 

Ra1nda shouts, "I've been hit in the leg!'' 
You leap back onto the bridge and i-�ach for her. 

"(;rab 1ny hand," you tell her. "I'll pull you to safely." 
She struggles to the bank as l\fax pounds the FX-
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cruiser l-Vith his retro rifle. He hits rheir electron engines 
and rhe cruiser explodes across the sky. 

· 

"Lucky shot!" squa,vks Vidi. '"()ut of here \Ve n1usr get, 
before 1nore cruisers appear." 

Max says, "'fhe research outpost isn't far." 
"Help rnc up," says Rarnda. You lift her to her feet and 

help her across the rocky ground covered '"'ith slippery 
strings of riho rain. 

"1\re you badly hurt?" you ask. 
"It's not a very deep wound," she replies ... Help rnc to 

the building and I'll take ('.arc of it:· 
Soon you reach a sruall building that is cut into 1 he side 

of a hill. Ratnda turns to you and says, "I didn't get a 
chance to brief you on the entry pro<:edure . RerncTnber 
these words." 

She raises her hand and knocks on the door four tirnes. 
1\ gentle voic:e frorn behind the door asks, "\'\'ho are 

'" YOU{ , 

''Riders of the Light," Ran1da answers. 
"Where did you <:01nc frorr1?" asks the voi<:e. 
"Fron1 the Land of the �ight," she replies. 
"Ho\\.' did you get here ?" 

"\Ve passed through the glass of Lightning's \Vin<low." 
The door opens to reveal a two-foot-high S1nole in a 

long green c.oaL He says "(�ome in. Quickly!" 

You, Vidi, Ra1nda, and �fax squeeze into the building. 
·
rhere's hardly enough roon1 for everyone. 

The Srnolc scientist says, "The Tcchnoterrorists have 
alrea dy been here. I gave thcru fa1lse data, hur if lhey find 
out that it's fake, thev'll corne back. You rnust hurry . "  

, ' 
He hands you the teletoken, \vhich looks large corn-

pared to his small hand. lie says, "·rhis is the dala that 
will start t.he Scannervision vehicle at a place \vhere it 
must pass through four caverns hefore it can rea<:h the 
captured S1nole scientists and the power supply. ()n<:e 
you have ret:overed the po\vcr supply and rescued tny 
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brother Sn1oles, you rnust go through one more cavern lo 
escape." 

· 

You place the teletoken in your pockcc l-Vith the one 
Ro1niden gave to you . 

Ran1da turns to you and says, "I can't travel any farther. 
I nlust return home and get niy leg repaired. l'vlax? Vidi? 
Will you help 1ne get back?" 

"Of course," says !\lax. 
"(�ertainly ," answers Vidi. 
"You will have to continue to the next research outpost 

alone," says Ranida. ",\s soon as I'rn safe, Vidi and l'vlax 
l\'ill return to help you on your journey." 

"I'll find the next outpost," you tell her. 
"I'm sure you will," she says. "That's why we chose you 

for this i1nportant mission. You'll need this to help you." 
She hands you her eleclronic 1ninin1ap and says, "This 

will 1.ell you the <.:oordinatcs of your next destination. You 
can contact me directly by pushing the blue button. I will 
assist you any way I can." 

You take the small triangular device. le has a long 
silicon cord, which you hang around your neck. 

· 

1\s Vidi and Max help Ramda out of the door, the 
Smole says to you, '"fhe pathway that starts behind this 
building will take you to the (;rystal (;able. Follow it to 
the next research outpost. Beware of the red-uniformed 
. rechnocerrorists." 

"l will," you assure him . . 

You wave good-bye as Max, Vidi, and Ran1da disap-
pear into the secret tunnel that will take them safely back 
to CPU Central. 

You follow the trail behind the research outpost. The 
narrow pathway is slippery fron1 the ribo rain. Fortunately, 
there are large rocks on each side of the path that help 
you keep your balance. When you reach the top of the 
rocky hill, you see a quadtree forest filled with eleclrovines. 
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If you have a comcuter and want to ty13e in the 
second cart of your game now: 

Apple users turn to page 139. 

Commodore users turn to page 121. 

CaCo users turn to page 155. 

Type In program segment 2A. Then type In program 

segment 2C. 

When you are through typing, continue the story 

by turning ta Chapter 3 an page 30. 

If you 're not using a computer: 

·rurn to Chapter 3 on page 30 to conr.inue the story. 



chapter 2b 

You choose to go to the research outpost on the other 
side of the Data Swan1p. 

"We'll have to go through the quachrecs on the right," 
Ran1da says. "Uni(>rtunately, the clcctrovines are very 
thick in that direction. 1\n<l thal's just the start of 
our troubles. (�lin1bing down into the swa1np is dangerous 
enough, but getting across it is even rnore treacherous." 

"Why?" you ask. 
"Because the black waters of the swan1p are liquid data 

\Vaste," Ramda ans\'Vers. 
"\Vhat.'s data waste?" you ask. 
She says, "()ne of the nlost interesting scientific failures 

in Vcnturian history. �1any years ago, a con1munications 
storage system was created where data \vas frozen into ice 
tablets. It bccan1c so difficult to keep thern frozen that 
eventually they all melted and created these s·.vamps of 
l " 

t ata \"/aste. 

. �1ax tosses a clump of crackling electrovincs into the 
air and says, "That horrible srnell is the worst part." 

"�faybe we should have gone the other \vay?" you ask. 
"No," Ra1nda replies. "C..etting across that old wire bridge 

is worse than anything in the Data Swarnp. We'll be fine. 
I'll scout ahead for the crail that heads do\\'n into the 
S\van1p. . .  

She places Vidi on her hand and says, "Vidi, you stay 
\vith the others." ·rhe white bird flies into chc air as 
Rarnda darts into the forest. 

• 
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Vidi zooms by Max's head. 
Max throws up his arms and shouts, "Listen, winged 

\vonder! You're getting dangerously close to becoming 
extinct!" 

Vi di lands on a quad tree and carefully smoothes do,vn 
his ferro-feathers. He says, "The truth is, my friend, your 
feet are too big, your body so small, your head is filled up 
with the brains of a wall." 

Max throws a handful of electrovines at him, and the 
one-eyed bird flies up out of the way. 

"Trach!" shouts Max. 
"Backus!" retorts Vidi. 
Ramda calls out frorn up ahead. "!'he pathv.1ay do,vn to 

the S\vamp is over here!" 
Max rushes toward her as you and Vidi follow close 

behind. 
As you reach the edge of the cliff, you see hundreds of 

dead quadtrees floating in a vast pool of steaming black 
liquid. Ramda removes a silicon cord from her supply 
belt and says to you, "We'll have to climb down this cord 
to get down into the swamp. Can you tie it to a quadtree 
using a good strong knot?" 

"just \Vatch me, Ran1da," you reply. "I'll use my four
star, super-deluxe perfecto knot!" 

You v.1rap the cord around the square trunk of a nearby 
quadtree. 'fhe cord is thin but sturdy. 

\Vhen you complete the knot, Ramda says, "Nice work. 
Let's test it out. Max, you climb do,vn first.'' 

"Thanks a lot!" he replies. 
�lax leads the \vay as the rest of you follow. The silicon 

cord holds finnly as you and your con1panions descend 
the steep cliff. 

Max says, "Nice job, pal! 'fhis cord's-" 
f-Iis voice breaks off. Suddenly he cries out, "'fwo FX

cruisers overhead!" 
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••Get vour macroshooters ready," Ran1da shouts. 
' ' 

"What about n1e?" you caH ouf. 
"Look in t.he first compartn1ent of your supply belt," 

Ra1nda says. "'rhere's a loaded shooter in there." 
You pull out the triangular �veapon and prepare to 

fire. 
"They may not spot us," says 1\-lax. 
"Not likely," Rarnda replies. "Here they ccHne!" 
The nvo black terrorist cruisers race toward you and 

, 

open fire. 
':J u1np !"' yells Ramda. You let go of the cord and splash 

into the pungent waters below. 
Max bursts out of the ulack liquid and calls out, "Move 

across the s\varnp as fast as you can!" You struggle 
through the floating quad trees as the T echnot.errorists 
fly overhead. 

"They're corning closer!" you yell. \Vith <:arcful ain1, 
vou fire vour n1acroshooter at. one of t.he ricketv FX-, , , 

cruisers. You puncture a side con1part1nent and red s1noke 
pours out. 'l"he cruiser sputters. flips through t.he air, and 
crashes int.o t.hc forest. 

"Good \Vork," shouts Ra•nda. "Watch out! Here comes 
the other one�·· 

·rhe second cruiser s\vings dangerously close and blasts 
its vector ray through the swarnp lvaters. You duck below 
the surface just in tirne. 

··we're aln1ost to the other side," Ran1da shouts as 
she pours rnacropulses into t.he second cruiser. "Keep 
rnoving." 

·rhe FX-cruiscr returns, bornbarding the water wit.h 
rnore vector fire. 

"1"1n hit!" cries Rarnda. 
You rush to her side and help her struggle out of the 

1nurky liquid. She slides onto the rocky bank under a 
protective stone ledge, where she holds her \vounded leg. 

··1·11 get that electros,vine�" shouts �lax. 
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He raises his retro rifle and fires into the approaching 
cruiser's fuel cartridges. Jllarn! The n111neric fuel bursts 
iuto Haines and tht: (:ruist:r t:x plodcs in rnidai1. 

"Right on target�" says. Vidi. 
"Arc you all right.?" you ask Ran1da. 
"Sort of," she answers wearily. '"fhe research outpost is 

just up that hill. I didn't have tin1e to brief you on the 
entry procedure. Watch tne and listen very carefully to .. 
what I sav." ' 

You help her to a srnall building rnadc out of quad trees. 
Rarnda knocks on the door four ti111cs. 

A gentle voice ans.\vcrs, "Who are you?" 
"Riders of the Light," Rarnda replies. 
"\Vhere did vou COIIlC frorn?" savs the voice fro1n be-

hind t.he door. 
. ' 

"From t.he Land of the Night," says Ramda. 
"How did you get here?" 
"\Ve passed through che glass of Lightning's Window." 
A two-foot-tall S1110Je in a long green coat opens the 

door. "(:01nc in quickly." 
You all squcclc into the building as the Smote says, 

"You must hurrv. "fhe Technoterroriscs were here earlier, 
' 

bul I hid an<l left false <lata for them to find. �fhey may 
discover 1ny trick_ and reu1rn at any tiine." 

"Dry yourselves by my fire tablet while I gee your 
tcletoken," the little Smole scientist adds. The powerful 
heating device dries your clothes alrnost instantly. ·rhe 
swarnp's dirty data liquid turns to dust, which you brush 
off carefullv. 

' 

· 1 ·hc scientist gives you a telet.oken that looks large 
against hi� tiny hand. lie says, "Here is the data that will 
start the Scannervision vehic.le at a place where it will pass 
through one cavern before it comes to the captured Smoles 
and the power supply. Once you have reslored the power 
supply and rescued n1y brother Sn1olcs, you rnust pass 
through four n1ore caverns before you can escape." 
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1\s you put the teletoken in your pocket, Ra1nda says, 
"l can't accompany you on the rest of the trip . I must 
rcturu hu1nc. Iviax and Vi<li, will vou assist 111e?" 

I 

They both reply, "Of course!" 
Ran1da turns to vou and says, ''You 1nust n1ake the next 

I ' 

part of the journey alone. Vidi and l\1ax �vill _join you 
later." 

"I can do it!" you tell Ran1da. 
She savs. "1 kno\v you can. ·!'hat's whv we chose vou for 

i , i ; ; 
this 1nission ! " 

Ra1nda hands you her triangular electronic 1nini1nap 
and says, "You ·11 need this to find the resean:h outposts. 
Push the blue kev r.o conta<:t me directly if you run into ; • i 

danger. \Vear it around vour neck ar all tin1es." 
< I 

l\1ax and Vidi help Ran1da get outside. They walk 
to\vard a secret cave hidden in the hank of the Data 
s,vantp \Vhcre the Smole scientist readies a hoat covered 
bv t:lectrovines. '

You \vave good-bye to your cornpanions as they cli1nb 
into the boat an<l ride into the underground river rhat 
\-vill take thern safely back to (;pu (�entral. 

The Sn1olc scicntisL says, "lhc road at the top of thi s 
hill \\'ill rake yott to the (:rysr.al <:able. F ollcnv it to the next 
research outpost. Be\\'are of rhe rcd-uniforn1ed Tec.hno
terrorists. ·· 

"I \vill :· vo u ass tL re h iin. 
I 

You head up the hill but the ground is rnarshy and wet. 
· 1 o keep fro1n sliding. you grab the tall red grasses. Fi
nally you clitnb to the top and see a deep f (.,rest of 
quadtrccs and clectrovines ahead. 

If you have a comcuter and want to type in the 
second part of your game now: 

Apple users tum to page 139. 

Commodore users turn to page 121. 
Coco users turn to ,1;1age 155. 
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Type in program segment 28. Then type In program 
segment 2C. 

When you are through typing, turn to Chapter 3 
on page 30 to continue the stol"1:J. 

If you 're not using a com1Juter: 

·!'urn to Chapter 3 on page 30 to continue the story. 



chapter 3 

You head do\\in the road and check your location on the 
electronic rninirnap that Rarnda gave you. The triangular 
screen shov.'s that vou \vill soon reach the ancient con1rnu-

, 

nications pipeline called the Crystal Cable. 
The hill is long and steep, but you clin1b it S\\iiftly. As 

you reach the top you spot a shiny object glittering in the 
forest. It is covered \\iith electrovines. You cautiously en
ter the forest to get a closer look. Using the negative 
p<nver blade frorn your supply belt, you remove the 
electrovines. 

You discover a sn1ooth glass substance that is cool and 
sn1ooth to the touch. "This lllUSl be the (:rvstaJ (:able I've 

, 

been looking for," you say. "It's 1nuch bigger than I 
expected, alrnost as tall as I am. · fhe quad trees and 
electrovines have grcnvn so thick around it that I won't be 
able to \Valk along the side. I guess I'll have to walk along 
the top. but the cable is too big and slippery for rne to 
clirnb up there." 

As you are trying to decide what to do, suddenly you 
hear voices on the road! You duck do\vn out of sight and 
hide in a clun1p of thick red grass. 

You \vatch cautiously as six 1nen appear on the road. 
'They \vear shiny helrnets and red uniforms, \vith a ·rT 
patch on their shoulders. l�hey 1nust be soldiers of the 
T echnoterrorists, you decide. 

' 

You hear shouting. By their gestures, you see that two 
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of them want to go to the c:.-ystal (�able, \\'hile the ulhers 
want to continue do\vn the road. ·rhey split up angrily, 
and l\vo uf the terrorists head slraight toward you! 

You hold your breath and silently repeat the words, 
''Don't 1nove, don't n1ove." 

·rhe two t.errorisls stop when they realize the others 
aren't following t.hern into the forest. They turn around 
and run after the1n. 

\Vhcn the terrorisrs are out of vie\v, you check to see if 
they have really gone. You spot then1 heading over the 
next hill. "l'n1 safe," you say with a sigh. "but I must find 
sornc \Vay to get up onto the giant (;rystal Cable bef(>re 
thcv return." 

• 

You search through the forest but find nothing that 
will \vork. ·rhen you look through tl�c supply belt to see 
\vhar you can find. 

You pull out several odd-looking ol�jecrs that sce1n t.o 
be tools. A 1 hin cord falls fro1n one of rhe cornparunents. 
"(�reat!" you declare. "I'll use this for a rope." 'You quickly 
tie it to the nearest quadtree. 'fhen you thro\v the other 
end over the cahle and cli1nh steadily up to the top. 

"'fhis �ure is slippery," you grurnhlc as you try to stand 
up. Y nu hold your ar1ns out for halan<:e. Your first fe\v 
steps are a\.vkv.:ard, but you quickly 1nastcr the technique 
of \valking along the smooth surt�1cc. 

Soon vou arc ahuost running atO}) the (�rvstal C:ablc, 
' .. ' 

swinging youl' artns as you glide through the forest. 
Suddcnlv the cable bran<.'.hcs in nvo directions. You 

• 

slop and open your n1ini1nap to call Ran1da. You press 
the blue key and sec her face in the 1iny display. "Rarnda 
I l . .,, l 1Crc, w 1at s your status:' s 1c says. 

. ' 

'"lhc c:rystal c:ablc splits into t\\10 different directions," 
you tell her. "I rnust find out what teletokcn data is 
availahle at each of the t\\IO research outposts so I can 
choose which branch ro take." 

"Sorry," she says, "I  forgot to lei! you that the oran�e 
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key \Viti a ulorna tically give you that infurinaliun . · fhe 
right cable \.vill take you to the outpost \Vhere you will 
receive the data to give your Scannervision vehicle extra 
vector arn1or protection against terrorist attacks. But you'll 
have less protection against the explosive inner \valls of 
the underground caverns. 

"The left <:able \Viii take you to the outpost where you 
will receive the data to give your Scannervision vehi<:le 
more cryo ar1nor protection against the electroc:harged 
inner \-Valls of the terrorist forrress, hut less protection 
fron1 terrorist attacks." 

You chiuk for a n1on1ent and n1ake vour choice. , 

If you choose the left branch of the Crystal Cable, 
turn to page 31./. 

If you choose the right branch of the Crystal 
Cable, turn to page 38. 

Be sure lo rr1ark your choi<:e on the l>ption Sheet on 
page 1 1 5 .  



chapter 3a 

You tell Ra1nda, ; (1 ' 1n going 1.0 take the left bran<:h:· 
She says. "(�er to the research outpost as fa�t as vou 

<:an. Ven turia is in rnore danger every binary second. -l 'hc 
1nini n1ap \\•ill tell yon ho\v rnan y oc1 al hours are left 
hef<>re the Elec11on hauerics 111n out. ·von've alreaclv 

; 

used one oclal hour. \'ou h<nc seven 1norc, if vou'rl' 
' 

Inc k \' . l"i\'l' i r VOil . re not. \Vatch OU t for terrorists. l'vf v data 
, , ; 

reporls heary troop n1oven1c11ts in your area. Be careful!" 
' 'I  can handle t hen1." you a ns-..vcr con Hde111 ly. You press 

the green hutton and Rarnda's pi<:ture fades. 
1\s you begin running along the crysta.I pi pclinc, you 

tt.�cl the cable shaking. \'ou srop to listen an<l realize 1 h e  
ground isn't �hakinf.{ be lo\\.' you. it's the pipeline. \' uu 
kneel dow11. putting your ear against the crvstal su rface. 
You hear a steady pounding rhythn1. 

Suddenly the sound stop:-. and you hear a strange growl
ing noise. You j111np u p  quic.kly \vhen you realize that it's 
not a grc)\vling sound. but the voi{."CS of the ·r crhnoterror-
1sts. 

You con�idcr possible plans of action. Should I fight 
t hcn1 or trv to outrun t hen1? vou \.\'Onder. . ; 

Realizing that you don 'r \\«lilt to fight and you probably 
can't outrun the1n, you ponder. I f  only I {."01dd 1 1·ap 
thern'. 

Fran1ically you dig rhroLtgh your supply b<.:lt. \'ou find 
sevt·ral tu bes. ()ne of the tubes has green pelltts inside. 
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Another is filled v•it h a dark liquid. You squeeze a third . 
tube open and out pours a greasy substance. This will 
do, you decide. I'll rnakc thc1n sHdc otf this cable so last 
they \Von't know \vhat happened! 

You run along the pipeline and look for a good place 
to spread the grease. 

fhe cable crosses over an open space high ahove a 
raging river s\virling \Vith black water. 

Perfect! you decide. You slide backward on the cable's 
surface as you sn1ear it with an invisible layer of grease. 

·rhe pipeline begins to vibrate again. It shakes violently 
and vou alinost fall off. , 

"I'd better get out of here," you say. You run along the 
cable rhrough the forest until you corne tu a large clurnp 
of quadtrees. You check the 1ninirnap and comrnent, "'!he 
research outpost should be nearby." 

Looking carefully through the forest. you spot a tiny 
black building ruckcd bet\-veen tl-vo huge quadtrees. "That 
1nust be the Sn1olc research outpost." you de<:lare. "I"d 
bett.er rnove fast." 

You jun1p 10 the ground, narro\vly n1issing a danger
ous elecrrovine. You run to\vard the black building. 

"I  hope 1 rcrnernber the cnlry procedure that Ramda 
showed n1e," you whisper as you slowly <ippr·oach the 
door and nervouslv knock four tirnes. 

; 

"\\!ho are you?" asks a voice frorn inside. in a very high 
tone. 

'"The Rider of the Light," you ansv•er. 
"Where did vou come from?" the voi<.'.C asks. 

; 

'"Fron1 the Land of the Night," you reply. 
The deep voi<:e asks, "lio\v <lid you get here?" 
You tell it, "I passed through the glass of Lightning's 

Windol-v." 
The door to the building opens, and you are relieved 

to sec a little S111olc s<.:ientist in a 1ong green coat. She 
invites vou inside. 

; 
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As the door closes, you hear shouting f ron1 out.side. 
"That sounds like trouble," sa vs the Srnole. "lt cou Id he 

.. 

terrorists coming across the cable." 
She flips on a sn1all viewing scanner and video gan1e

type irnages appear on the screen. You see red tnen 
trying to walk across the cable over the river. One by one 
all the n1en fall down into the \Vat er! 

" I  \vonder l\'hy the terrorists couldn't cross the cable? 
·rhey aren't that clun1sy," says the Smole scientist. 

"I  greased the cable surface where it crossed the river," 
you explain. 

i·hc Sn1ole scientist savs, "Nice \vork! \'\'hen thev chose 
' ' 

you, they picked the right person for the job!" 
She reaches into a <.'.up of green liquid and pulls out a 

tclctokcn. Drying it off, she says, "Putting this into n1y 
drinking cup is a good lvay to hide it fron1 the terrorists, 
don't vou think?" .. 

"It's a great idea!'' you say. 
She hands you the token and explains, '"lhis contains 

Scannervision data that \viii give the vehicle vector arrnor, 
LO make it able to \Vithstand more attacks from the terror
ist weapons. Unfortunately, it also makes the vehicle slightly 
n1ore vulnerable to the clcctrocharged lvalls that fill the 
terrorist. ea vcrns." 

You put Lhc teletoken in your pocket with the other 
t.\VO and tell the scientist. "I must hurrv to 1nv next . ' , 

<lest inalion." 
"I'll help you," she says, opening the door. 
' 111e S1nole gets a narrow ladder froin bchiud the build

ing and says, "Use this to cli1nb to the top of the cable." 
\Vhen you reach the top, you list.en hut don't hear the 

sounds of approaching terrorists. 
·rhe Sn1ole scientist looks up and says, "Follow the 

ea hie until it ends. You 'II come to the road that \-viii take 
you to the f\-1agnetic .\-(ountain." 
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"C.;ood-hye and thanks," you say. You jog across Lhe 

surface of the great shiny cable. Pi<:king up speed, you 
practically fly past the quad1rces and elcctrovincs. 

Soon you con1e {O the end. lhe cable dives into the 
ground and you sec a road in Lhe distance. You slide 
do\vn the sloping surface and hit the ground. 

The n1inin1ap indicates that you musr take the road to 
the right to get to the l'vfagnetic J\.-1ount.ain. 

If you have a computer and want to ty11e in the 
third 11art af your game now: 

Apple users turA to page 11.11. 
Commodore users turn to page 123. 
CoCo users turn to page 157. 

Type in program segment 38 and then type in  pro
gram segment 3C. 

When you are through typing, turn to Chapter 4 on 
page 1.12 to continue the story. 

If you aren 't using a computer: 

'Turn to C:haptcr 4 on page ·12 to continue rhe story. 



chapter 3b 

You cell Ratnda, "I'n1 going to take che right path." 
She says, "(;et to the research outpost quickly! F.very 

binary second brings Vent uria closer to uhin1acc danger. 
The n1iniinap 'vill tell you how rnany octal hours there 
are before the Electron batteries run out. ()ne octal hour 
has gone by. You have seven left, five if you're unlut:ky. 
Don't let the terrorists spot you. They're reported to be 
approaching that area." 

You tell her. "I've alreadv seen the1n but thev didn't see 
, ; 

me. ,, 

"(;ood ! Keep it rhat \\'ay ! " she replies. 
''I can cake care of the111," you assure her. You press 

the green hurt.on and her picture fades fron1 the n1inin1ap 
screen. 

1\s you run along che cable you spot a s1nall black 
building th<il could be one of the research outposts. You 
flip open the n1ini1nap, but before you can type in your 
position, you spot a terrorist coining to\vard you. There 
arc rnore behind hin1 � 

I <:an't outrun rhe111, and I"d rather not fight theni . I've 
got to trick thern! you think. 

'You dig through the supply bell hoping to find so111e
ching to outs1nart the approaching cerrorists. 

You find several s1nall clear tubes in one of the pou(:hes. 
()ne is filled \-Vit.h silver sricks, another has blue tablets. 
and the thir<l is full of a thick yell<nv li<1uid. '!' ou pour out 
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a bit on your fingers .

. 
rhey stick together so firrnly lhal 

you can hardly pull them apart! 
You sn1ile when you realize that this glue is the perfect 

solution! You <l rip il across lhe cable's surf�tce. 
' J  'he lcrrorisls arc onlv a f e\\' hundred yards away. ·rhe 

' . ' 

leader points his \'/Capon at you. lie fires! You ju1np off 
of the (:rystal (:able just as lhe vector ray whizzes past 
vou. ; 

You speed tO\\'ard the research outpost as v<'ctor blasts 
shatter the trees around you. 1\ll at once the shooling 
stops, and the terrorists slarl shouting. 

"T'hey fell into 1ny l rap!" you cry happily. \' ou watch as 
they fall and get stuck in the glue. Each tirne they try to 
stand, they fall do\vn again inlo the sticky rness. 

:Finally the terrorists escape and retreat into the forest 
with torn uniforrns, leaving their weapons stuck in the 
glue. 

You consult your rnini1nap and see that the nearby 
building is the Smole research outpost you arc looking 
fur. 

You approach the door hoping you remcn1bcr the en-
try procedure Ran1da showed you. You knock four times. 

"Who are you?" a high-pit.ched voice asks . ·  
You tell it, " I  an1 the Rider of the Light." 
"Where did vou cornc frorn?" lhc \'oice barks. 

; 

"Frorn the Land of the �ight," you answer. 
" Ho\\' did you get here?" the voice asks angrily. 
You say, "I passed through the glass of Lightning's 

Window." 
'fhe door llics open and you arc relieved to see a 

fen1ale Smole in a long green coat. "(�et in here and be 
quick abouc it," con1r11ands the Sn1olc scicncisc. You ju1np 
lhrough the door,vay and she slants it behind you. 

"I saw on nly scanner how you got rid of those terrorists," 
the Srnole savs. "You nlust leave before thev return." 

; l 
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You tell the scientist, "I've heen very careful when it 
comes to avoiding terrorists." 

"Your luck 1nay run out," she says, handing you a 
teletoken. "This token contains the Scannervision data 
thac will give the vehicle cryo ar1nor, to help it with
stand crashes into the electrocharged walls of the ter
rorists caverns. But be careful! ·rhe vehicle won't be 
able to resist as nlany hits from the terrorists' vector 
ravs." 

I 

"Thanks�" you tell her. "I have to hurry to my next 
destination." 

"Yes," she replies. "I'll assist you up onto the cable." 
'fhe scientist takes vou outside to where she has tied a 

I 

thick rope to a quadtree. She says, "(;et a running start 
and use the rope to swing up to the top of the cable. 
·rhen follow the cable until you come to a road. It will 
lead you to the .!Vlagnetic 1'.-fountain." 

You S\ving inlo the air and drop onto the cable's sn1ooth 
surface. Though you aln1ost lose your balance, you re
cover w·ithout falling and wave good-hye to the Sn1ole. 

Running swiftly across the cable, you soon come to the 
end of the pipeline. f c is broken off in midair and the 
crystal edges sparkle in the sun. 

You jump down and check the rninimap. It says the 
l\.lagnetic �fountain is on the road to your right. 

If you have a computer and want to type in the 
third part of your game now: 

Apple users turn ta oage 141. 
Commodore users turn ta oage 123. 

Coca users turn ta page 157. 

Type in program segment 38 and then type in pro

gram segment 3C. 
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When you are through typing, turn ta Chapter 4 on 

page 42 ta continue the story. 

If you aren't using a computer: 

·rurn to Chapter 4 on page 42 to continue the story. 



chapter 4 

You turn right onto the road that leads to Lhe J\.fagnetic 
!\fountain. Swiftlv and silentlv vou run beside the forest 

I ; J 

of q ua<ltrees. "l'he road twists to the left and clips into a 
valley. You round the corner and spot a patrol of 
. rechnoterrorists! l)iving into the forest is your only chance 
of es.c.ape. 

Hiding safely behind a chunp of elecr.rovines. you peck 
out and realize that che rerrorisLs didn't see you approach
ing. 

""fhat's doser than I ever \vant to get to those barbarians," 
you whisper. ()h, no� you realize, You've got to get past 
then1 to get to the �1ag11ctic 1\-fouutain! You check your 
rninin1ap and rhink to yourself, I've got one less octal 
hour before the Electron batteries give out. I'll just have 
to slip by the1n as quickly and as quietly as possible. '!hat 
won't be easy wir.h these elcctrovines crackling and spark
ing every tin1e I so 1nuch as brcaLhc on the1n! 

Suddenly you hear a rustling noise abo\'C vou. Your 
hand is on vour rnacroshooLer. · rcadv to blast the terror-

• • 

ists before they can ju1np <l<nvn on you. 
You sec Vidi flying through the quadtrees� lie lands 

on one of the black leaves and says, "llello belO\\', hello 
bclo,v ! "  

"Quiet!" you whisper frantically. "There's a patrol of 
terrorists up the road and 1'1n in no 1noo<l Lo be captured." 

"So sorry," he says quietly. 
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"()kay,'' you reply. "Have you any idea ho\v \Ve can 
successfully get past those red baboons and reach the 
tv1agnetic l\.1ountain ?" 

"Basic Diversion nurnber t\venty-one," Vidi says. 
. . 

"'\Vhat's that?" you ask. 
He replies, ... fhrough the forest I \viii fly. �fuch noise I 

\viii n1ake. rheir attention I will dra\v, while you sneak 
av<av. 

I 
" 

"But will you he able to escape an entire patrol of 
T echnoterrorists?" vou ask. 

; 

"()f course, of course!" Vi di auslvcrs. "Across the vallcv, 
' 

at che rop of the hill, we \vill 1nect." 
"1'111 ready \-vhen you arc," you tell him. 
Vidi flies into the air and declares, ''Return I shall!" 
(;rabhing up a hatch of crackling electrovines in his 

beak, Vidi swin�s across the road. He dives through the 
quadtrees, sparking the electrovines against the hlack rec-
tangular leaves. 

· · 

The terrorist patrol snaps to attention, and they draw 
their weapons. They leave the road and run toward the 
f(Jrest.. You wait until they arc out of sight and then dart 
across the valley and up the hill. 

You hear the high-pitched sound of the terrorists' vec
tor rays blasting and rnurn1ur, "I hope Vidi's okay!" 

You reach the top of the hill safely and stay out of 
vie\v. \Vherc's Vidi? you wonder. Raising your head slightly, 
you take a peck at what lies ahead. You see six huge 
ver1ical slabs of stone in the distance. "That's strange," 
you say. "They look like giant books leaning on a shelf." 

"()uch!" vou crv out. "\Vhat . . .  oh, it's vou, Vidi! Did I I I 

vou have to land so hard on iny head?" 
• • 

He says, "Sorry J an1, but hurry \Ve n1ust. Soon they will 
follo\v." 

"Which wav?"' vou ask. 
. ' 

Vidi points to the silver-gray slabs and says, "To the 
l\fagnetic �1ountain." 
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"That's a n1ountain?" vou ask. " IL's so srnall fur a 
i 

1noun rain." 
"Srnall it n1ay be, hut. easy to cli1nh it's not," says Vidi. 
You sland up. A shot of vector fire rips past your head! 
"Terrorists!" shouts Vidi. "To the n1ountain, to the 

n1ountain ! '' 
You speed Loward the giant gray slabs. Your legs barely 

Louch the ground as you run in a zig-zag pattern so the 
vector fire \von't hit vou. 

, 

Vidi rearhes the base of the �1agnetic �fountain first 
and vou race toward hirn. 1\s vou skid to a hale, he asks, 

, , 

"From here \\'e go '-vhich way? ()ver or through?" 
"just a minute, hir<l !"  you say. [)ucking behind a small 

rock, you fire at the terrorists. You input your location 
into the minin1ap fast.er than you've ever typed hefore. 

The letters on the screen tell you your options: IF YOU 

G<) THROUGH TH F. f\.'IOL� !\TAI :'II TH F SCA:-.IN F.RV IS IOI\' WI I.I. 

SHOVV YOL' Sl\.tOLJ::S .BUT THE TERR<>RIS'fS \VILL .BI:: 11\VISIBLt: 

IF Y()LJ CO OVER THI:: J.\;l<)l'J\'fAll\ THE SCANJ\ERVISI0:-.1 \-VILL 

SIJ(H-V YCJL' T H E  TERR<JRTSTS BlJT l\OT T H E  SJ\.1<>LFS. 

You look at the rnountain. (;oing over the top \von't be 
easy, but neither lvill going through the middle. J\ blast 
of vet:tor fire nearly hits you, kno1.:king big chips off the 
rock you are hiding hchind! You fire back and nlake your 
decision. 

If you choose to 90 through the mountain, turn ta 
page 45. 

If you choose to go over the mountain. turn to 
page 51. 

Be sure to 1nark your choice on the ()ption Sheet on page 
1 15. 



chapter Lia 

"\Ve're going inside," you say. "\.Yhere's the entrance?" 
Vidi replies, ... rhe passage\vay we n1ust take is secret 

and caref ullv hidden." 
, 

"Let's find it fast� If the terrorists get any closer, they'll 
vectorize us�" Noticing two t.errorists trying to creep up 
on you. you pop up fron1 behind the rock and snap off 
several shots. The rerrorists fall back. 

Vidi poinrs to a long decorative pattern on the base of 
the rnountain and says, "In theSt'. patterns we rnust look, 
co find the n1ysterious key." 

"What rnvsterious kev?" vou shout. "Do all of those 
, , , 

circles, rriangles, and squares rnean son1et.hing?" 
.1-fe answers. ''Search, search, until \\'e find, a row of 

four all the sarne kind." 
"l'hen �vhat?" you ask angrily. '"I'errorists are taking 

potshots at us while you're talking in riddles�" 
Vidi answers. "One by one. press all four. This will 

open the secret door." 
Zing! A blast of vector fire ri(:ochcts off the n1ountain 

behind you, kicking up a cloud of dirt. "Hurry!" you 
shout. "Let's find the pattern of four shapes r.hat will get 
us out of here." 

·rhe terrorists charge toward the inountain. You duck 
to the right and narro\vly 1niss a slea1n of vector fire. 
J)elern1incd to out-..vil the terrorists, you fire back at thc1n 

. . 

\\lhile Vidi flies on ahead. 
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Bet\veen s!iols. you sear<:h through the patterns on the 
\Vall, until ye u find four s1nall triangles si<le by si<le. ''"rhis 
is it!" vou shout. 

; 

"Press the1u," Vidi rep lies . 
You quickly hiL all four triangles. · ilc terrorists are 

closing in fronl both sides, firing their deadly vector rays. 
Suddenly a large triangular hole appears in the nloun

tain \Vall� 
''( . . . I . k, ,. l '' 1 · 

. h t f'" .et 1ns1c e, <1u1c . . you s lOUL i OU ( 1\!C III Ca< trsl 
and Vi<li ttunhlcs in behind. \'ou fire vour n1acroshooter , 
and hit three terrorists jusr as the triangular door closes. 

"Safe \Ve are," Vicli cheers. ""I"h rough the 111agna rock 
they can't go.'' 

"That's a relief," you reply. "But how arc we goit1g to 
{irul t.ht'. resear<:l1 out post ? I l 's so dark it1 hcrt" I <:a t1 '1 t'.ve11 
see vou.'' , 

"Sin1ple," Vidi ariswers. \'ou hcai· hin1 111aking an odd 
scratching noise. c:tick! (;tick! 1\ bright bcan1 of light blazes 
out of Vidi's eye and lights up lhe entire passagc\vay. 

"Perfect!" you rcll hin1 as he Hies onto your �houlder. 
·you 1novc through the cor-ridor <-:<.t utiousl y.  ·rhc \Valls are 
as s1nooth and shinv as a n1irror. I"hev t\vist and turn so 

; ; 

nlCUlV tirnes vou lose vour sense of direction. , , ' 
"We've been \vinding through this corridor for a long 

Lirne," you say. ·';\re you sure v•e aren't going around in 
. 

I 
... , 

c1rc cs :' 
"\Ve are not," Vidi replies. "The outpost \Ve \vill soon 

find:· 
"Ouch'" you cry Olll. "Son1cthing just. kicked n1e.'' You 

look do \vn to sec little gray squares jun1ping onto your 
leg ! \'ou kick thcrn av.:ay but they fly back again. "\.Vhat 
are these things? .. you shout. '" lhey'rc ju1npin� all over 
rne�·· 

"l'vf agnabits," Vic.Ii says, figh1 ing then1 off. '".tv1agnctic 
bugs they are. ()nly in this n1ountain do they live." 
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""l'hey're joining themselves together like a chain," you 
exclaim. 

"'Fight back," Vidi shouts, .. or to the wall they \vill chain 
VOil.

" 
, 

You struggle with all your strength r.o release yourself 
fro1n their grip. You hreak the tiny squares apart, but 
they instantly snap hack together and engulf you in their 
magnetic. \veh. Spinning wildly in circles, you thr<nv off 
the magnabits and escape. 

"Run," Vidi shouts, "or catch you they \'Vill!'' 
You race at full speed through the winding passage\vay 

then stumble into a giant roorn. Vidi flies over your head, 
his \\'hite body reflected by a n1aze of n1irrored panels. 

"'there rnust be t\vo hundred 1nirrors in here," you 
declare. '·A.re \Ve trapped in this fun house forever?'' 

Vidi answers, "1\ trap this 1nay he. Back we should go 
and find another \vav." 

; 

"No!" �houts a voi<-:e from behind a mirror. 
Vidi asks. "Who arc vou? \\.'here are 't'Ou? \Vhat <lo vou 

.. ' i 

want?" 
The hidden voice replies, '"fhose are n1y questions too. 

\Vho are vou?'' 
, 

"That rnight be a Sn1ole," you whisper to Vidi. "I'll try 
the entry procedure and see if it \'\.'orks . .

, 

You tell the voice \Vho vou are and \Vhere vou came 
, ; 

frorn, in the sa1ne \Vay you did at the last nvo research 
outposts. 

, , 

A tiny Sn1ole appears fronJ behind one of 1he n1irrors. 
He savs. "(:ome with 1nc. There's no tin1c to lose�" You 

' 

hurry as hundreds of square rnagnabits start nioving into 
the n1irrorcd 100111. 

Vidi rides on your shoulder as you follow the scientist. 
You con1e to a red door behind the 1nirror. The Srnole 
knocks. 

The door opens a crack and another sc.icntist pecks 
out. I le looks at your guide an<l says. "(;on1e in quickly." 
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Your guide gently pushes you fron1 behind and says. 
"You 1nust hurry." ·rou go inside and Vidi blinks his eye 
until his light turns off. 

·rhc two S1noles scran1hle around the 1nessy room, dig
ging through piles of odd-looking electronic cquiprncnl. 
()ne of thcrn yells, " 1  found it:" · rhen he grabs your hand 
and places a tclctoken in your paln1, closing your fingers 
around it. 

He says, "This teletoken will allow the Scannervision to 
sec the kidnapped Sn10Jes so that you can rescue the1n. 
However, vou won't be able to sec anv lcchnotcrrorists , , 
unless they appear right next to your vehicle. (;uard this 
token with your life. It  is viLal to the salvation of Venturia! " 

You prornise the little scientist, "I lvill do everything I 
can to defend V cnturia against the terrorists." 

"We know , ... c can count on you," he  replies. leading 
you and Vidi to another door. "\Ve have a shortcut that 
will take you to the other side of the rnountain. ·rhere 
you'll find the road to the Parallel Planes ." 

·rhe other Srnole is wailing by the door. He knocks 
t-..vice and it slides open to reveal a hole ahnost three feet 

wide. 
He tells you, "(�Jin1 b in, feet first. Watch ou l for the , 

landing!" Vidi digs his <Ja,vs into your shou�der as you 
place your legs inside the hole. 

·rhe Srnoles give you a push and you slide into the 
darkness. You clasp your arn1s tightly around yourself as 
you shoot forward. i\s the tunnel tlvist.s and turns, you go 
faster and htstcr. 

\Vithout warning, you fly oul of the n1ountain and into 
the air. "\Voo�" you shout. ·rhe bright daylight hits your 
eyes and you flip upside dolvn. 

You land in a pile of thick red grass. Vidi tu1nbles off 

your shoulder and rolls across the ground. 



50 SE'rll l\lcJ::V()Y A�D LAt:RE S�tlTH 

If you have a comQuter and want to type in the 
fourth part of your game now: 

Rpple users turn ta page 143. 
Commodore users turn to page 125. 
Coco users turn to page 159. 

Type in program segment LIA and then type in pro
gram segment 4C. 

When you are through typing, turn to Chapter S on 
page 56 to continue the story. 

If you aren't using a computer: 

'furn co c:hapter _::) on p<igc 56 to coutinuc the story, 



chapter 4b  

"We're going over the top," you declare. 
"To the left is the outpost," says Vidi. 
"Let's hurry there before the terrorists get lucky with 

their vector blasts," vou command. You run to the base of 
, 

the l\.1agnetic l\.1ountain. ·rhe sides of the 1noun1ain are 
very sn1ooch and go straight up fron1 the ground. Reach
ing the top is going to he tough! There aren't any rough 
edges to grab. 

Vector blasts interrupt your inspection, and you fire 
back with your 1nacroshooter. 1\ close shot frotn the ter-

, 

rorists knocks loose rocks inlo the air. 
"Look!" you cry ouL "Those rocks are sticking to the 

side of r.hc n1ountain." You pick up a handful of silver
gray gravel. When you toss it against the 1nountain. it 
clings to the surface. 

Vidi asks, "\\!hy do you play?" 
"!'his is no game,'' you answer. "I just discovered how I 

can climb to the top. Look!" You show Vidi a larger rock. 
"i\ll these rocks tnust be 1nagnctic chips that have broken 
off of the mountain. Since the mouncain and the chips 
are magnetic, we can 1nake a ladder up the side." 

Vidi says, "Very sn1art, n1y friend." 
"I'll need your help,"' you tell him. "Find a lot of rocks 

about the size of rnv hand. I'll hold off t.he terrorists while 
; 

you look." 
Vicli t.ol1ccts the rocks in his beak while vou fire vour 

, , 
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rnacroshoutcr at the approaching terrorists. "Hurry, Vidi, 
they're getting closer.'' 

When th(' bird has collected enough rocks, you tell 
hirn, "l'rn going to toss the stones up the n1ountain until I 
reach the top. ·!'hen l'll chn1b up." 

"What about the terrorists?" Vidi asks. 
"\Vhen l'rn above the1n, I'll hit anybody that cornes out 

in the open," you answer. 
You hurl a rock as high as you can. I t  flies so high that 

it sails over the top of the nlountain. You try another and 
pitch it �vith less force. "Perfect!" you shout. "It's landed 
one foot frorr1 the top�" 

You thrcnv rock after rock at the J\.lagnetic t\.-1oun tain. 
·rhev all stick securely to the side. 

' ' 

As you get ready to clin1b, Vidi scoops up sorne gravel and 
says, "Into your shirt put this to hold you to the side. Fare
well, nly frie:id. l\;[ove <.:arefully. Let instinct be your guide." 

"Thanks," you reply as he stuffs the rnagnetic gravel 
into your shirt. "This will stop n1e fro1n failing back\vard." 
You step up onto the ro<.:k ladder. ·rhe stones stick firn1ly 
to the n1ountain and support your hands and feet securely . 
. rhe gravel in your clothes pulls you firmly against the 
srnooth gra} surface. 

As you begin clirnbing up the ladder, you hear shouting. 
You duck as ;.1 blast of vector fire lands beside vou then 

' . 

you turn around and fire your rnacroshooter at the 
terrorist. "1 got him�" you shout as he falls back\vard. 

You clin1b up quickly. Vidi cries out, "\Vatch out, flying 
bvteria!" 

, 

A S\\.'ar1n of buzzing green balls engulfs you. l'hey stick 
to vour c.Jothes and bounce across your face. 

' , 

"(;et out of here," you shout, trying co shake then1 off. 
"Vidi! Ho\v do I get rid of these pests? l 'hcy won't let 
go." 

"Pcrfct:tlv still vou should be," he savs. "It is rnoverncnt 
,,; J l 

thcv feed on." 
i 

"But they're going to push n1e off the inountain�" 
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"Don't rnovc!" Vidi connnan<ls. 
You hold your breath and concentrate on keeping still. 
Su<ldenlv a round of terrorist vector fire hanuncrs into , 

the n1ountain. You reach for your 1nac:roshooter, hut Vidi 
' 

calls, "No need of eh at. Th csc byte r ia \vi II stop Lheni." 
Vidi flies i11 a circle and gathers the flying swarn1 off 

you and onto hitnsclf. Then he dives down and spills the 
bvterias all over rhe tcr·rorists. ; 

Screarning and swinging their arn1s wildly. the tcrr·or-
ists flee into the forest. "(;ood going," you cheer as Vidi 
flies up to your side. 

\Vith lightning speed you grab another handhold and 
reac:h the top of the cliff. ''I rna<lc it!" you shout. 

You c:li1nb up and over the top and stand up. You arc 
on a long, flat plateau and can see five rnorc plateaus, 
each divided by a deep crevice. Vidi flies ahead and you 
follow on foot. 

He stops at the first crevi<:e and says, "l)o,vn there is 
·I •. 

v .. 1ere \\'e go. 
'{ou look <lo\.vn and say. "It's too far for 111c to jurnp. 

and I don't have a rope. Ho'" can I get down there?" 
Vi di replies, "f)on 't \vo1-ry, n1 y friend. \Vait for rnc and 

you shall see.'' lie swoops c.hnvn into the gia11t crack and 
lands on a srnall green door at the botton1. lie taps his 
beak on it four tin1es. 

Vcrv f;1intlv, you barclv hear a Srnolc-like voice sav, J I ' _. J 

"\\/ho a r·c vou ?" ' 

\' ou cup your hands around your rnouth and shout che 
entrv code words. ; 

'fhe green door quickly opens and a little Srnole scien-
tist <:on1es oul. He looks at the white bird in front of hirn 
and says, "You're not \vhat I was expecting." 

Vidi replies. "�f y friend is stuck up there." 
The Sn1ole looks up and says. "Sticky problem indeed�,

, 

Quickly the Srnole disappears behind the green door. 
He returns a rnoment later with a long pole, which he 
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sticks in a hole in the ground. He calls up to you, "Slide 
down this." 

The pole is just out of your reach. "I'll have to jump 
for it," you tell hint. .-\fter taking a deep breath, you leap 
forward. You fly into the air, grab the pole, and slide to 
the ground S\viftly. 

''Excellent," says the Srnole scientist. 
Outside the building you untuck your shirt and toss 

out the 1nagnetic gravel. 
"(:on1e inside," the Stnolc says. You have to stoop down 

to walk through the tiny green door. 
The neat little roorn is cut out of the 111agnetic rock. 

The scientist picks up a lovely golden pillo\v from a table. 
In the 1niddlc is a tcletokcn . 

.Extending the pilluv; to you, he says, ..
. l .his tcletoken \.viii 

allo\v the Scannervisiun to see any terrorists \Vho arc in the 
underground caverns. Ho,'\'ever, you won't see the kid
napped Sn1oles unless your vehicle is right next to thcn1." 

"'l'hank you," you say, taking the small token and add
ing it to the three in your pocket. 

"1 t is you \Vho deserves the thanks of all of Venturia," 
he says. "I kno\.v you can save us froni the ·rechnoterror
ists." ·rhen he adds, "But vou 1nust hurry. Thev are 

, . , 

everywhere." 
"\\!hat's the best way to get down the rnountain?" you 

ask. 
I-le says, ... rhere is a secret tunnel that will take you to 

the other side of the 1nountain where vou'll find the road 
, 

leading to the Parallel Planes. Follow n1e." 
He \valks over to the pole you slid do\vn and pulls it out 

of the dirt. He then pushes i t  into a stnall hole in the side 
of the IIlOuntain. When the last inch disappears, the tiny 
hole quickly grows bigger until it is large enough for you. 

"Slide in fcec first," says the scientist. 
You climb into the dark hole. Vidi hangs lightly onto 

vour shoulder with his claws and savs . ... roo dark it is for 
' , 

nie to see." 



SAVE THE V.E:\TCRIAl'\S� 55 

He blinks his one eye open and closed. You ask, "Arc 
you okay?" 

Vidi doesn't reply. Suddenly a bean1 of light shoots out 
of his eye, lighting up the tunnel ahead. "Not had!" you 
tell hi1n. 

"Ready to go arc \Ve," Vidi says. ·rhe Smale scientist 
gives you a gentle shove, and you boLh go sliding into the 
rnountain tunnel. 

\Vith your legs out straight and your arn1s al. your side, 
you are carried S\vihly chrough the slippery tl\'ist.s and 
turns of the passageway. Ry Vidi's light you see that the 
tunnel floor is sn1ooth and polished. ·rhe roof, h<nvever, 
is covered with glcarning _je,vels of every kind. 

You pick up speed then suddenly shoot out into 1he air 
and tumb•e upside down! You land in a pile of t.hick red 
grass. Vidi falls off your shoulder and rolls across the 
grass. 

If you have a computer and want to type in the 
fourth part of your game now: 

Apple users turn to page 143. 
Commodore users turn to page 125. 
Coco users turn to page 159. 

Type in program segment 48 and then tiype in pro
gram segment LIC. 

When you are through typing, turn to Chapter 5 on 
page 56 to continue the story. 

ff you aren't using a computer: 

Turning to (:hapter 5 on page 56 to continue the story. 



chapter 5 

As you stand up, you hear a familiar voice calling. At. the 
botlom of the hill you spot Max in his checked coat. 

"Come on, pal, you'll have to move faster if we're going 
to get to the Parallel Planes before the terrorists." 

You wave as you run tOl'\'ard hin1. "Was that fast enough 
c , ,, 

k 1or vou: vou as . .. .. 

"�oc bad," Max replies. "By the \vay, Ramda sai<l 10 tell 
you she's better." 
' 

"That's good nel'\'s," you reply as you flip open the 
nlinimap and examine che data for 1he next two research 
outposts . ... l'he outposts are located in the Parallel Planes. 
What are thev?" you ask. 

- , 

"They're what remains of an old feud hetlveen nvo 
ancient kingdoms," he says. "Long ago there were neigh
boring ki11gdo1ns ruled by two feuding kings. 

"One <lay the son of one king nlet the daughter of t.he 
other king and they fell in love. 'fhe fat.hers were so 
angry that they builc a wall between the cwo kingdorns 
just to keep the lovers apart. The wall was 1nade of 
indestructible glass. It ran as long as f(_,rcvcr, as deep as 
darkness, and as high as infinity. 

"'fhe sad lovers walked back and forth along the wall 
until the <lay they <lied. '!'he two kings were so brokcn
heartcd Lhat they left their king<lu1ns and wandered into 
the unknolvn. 

'"()ne kingdo1n dried up and turned into the hot plane 
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of posi-sand. · l'he other kingdon1 froze and turned into 
an icy plane of nega-SUO\V. -

":'\01hi11g- reruaiJJs un either plane, which 1s why r.he 
Sn1olc research outposts are hidden there." 

"That's a strange story." you tell J\.fax. 
"'rhe Parallel Planes are a strange place,'" he responds. 

".A.re you ready to go there?" 
"You ber!'" you ans\vcr enthusiasticallv. "\\'ait-\-vhere's 

, . 

Vidi? ·rhe last tin1e I salv hiin was in the red grass. l 'd  
netter go look for hin1." 

\'ou clirnb back up Lo the top of the hill and see Vidi 
lying on his hack. "()b, no!" you cry as you pick hint up 
gently. 

A.s you hurry back lo :Ylax, you say. "Vidi niay be hurt. 
but he's still ali\'e." 

"Oh, flap� I thought n1aybe rhat fcathcrhrained foul 
was finallv extinct," �iax rerorts. 

Suddenly Vidi jurnps up and rustics his wings. He 
looks at Jlvfax an<l says. "Dead I arn not:" 

Max shakes his head and says, ' ' I  can drca111, can't I ?" 
Vidi replies, "Of course, iny friend. ·rhat's all you c:an 

do ·with your brain f as1 asleep!" 
1\ngrily ston1ping over to his cyherc:ycle, .!\.lax says, 

"Listen, foul face, we have '"vork 10 do. Put your ugly liu.le 
feer inside rny cycle or I'tn going to fly out of here 
'vithout vou !" 

Silently Vi<li hops inside the cybercyclc. �lax turns to 
you and says, "You ride in the hack." 

You jun1p in and i\fax says, "Keep a close watch for 
IC'rrorist�. You know ho\v to use 1he n1acrocannon! .. 

"Will do!" you auS\\'(T, strapping yourself in. J\fax guns 
the engine and the cycle leaps into the air. 

''(;ood-bye . .J\.iagnetic l'vloLtntain.'' he says. "Hello. Paral
lel Planes!" :\fax flies the cycle along just above the Lops 
of the qua<ltrces so the terrorists won't spot hint. Speed-
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ing skillfully Lhrough the sky, he says, "(�reat! !\fy scanner 
savs Lhcrc are five fX-cruisers in the forest below." , 

"l\1aybe they've stopped for repairs," you suggest. "But 
I'n1 geuing ready to fire in case 1'1n wrong." 

!\.lax lunges the cycle for,vard with a burst of speed. 
"Hang on tight! I'1n going to open this baby up to full 
capacity. The 1norc distance I can get between nle and 
those red sli1nc balls, the better�" 

The cybercycle jolts to the right. (�raning your neck, 
you try to see '"here 1v1ax is flying. "What's that giant pole 
sticking up in the air?" you ask. "I can't see where it 

l " enc s. 
""I.hat's not a pole, it's the edge of chc giant glass \Vall 

that runs benveen the Parallel Planes.'' 
Vidi lets out a shriek and savs, "Behind us thev are�" 

, ' 

"Five cruisers coming in fast," you shout. 
·rhe black boxlike cruisers fire their weapons across the 

skv. "Thev 1nissed us," vou tell f\.fax. 
� � I 

"I thought they lvould," he says. "They're too far out of 
range to hit us. I'll try to n1ake it to the research outposts 
before they get in range. But you have t.o tell me which 
plane to go to . . .  and quick!" 

"I will," you pron1ise. You flip the rninimap open. The 
thncr says Venturia has one less octal hour of Electron 
battery po\ver than before! You punch the orange hut.ton. 
The answer conies instantlv: IF YOL' GO T() TIIE PLA::-.IE OF , 

SAl\l) 01\ ·rHE LI::FT, "!Ht: SCAN�ERVISl()N WILL USE AN ELEC· 

TROl\IC B(l0�1I::RAl\G TO Rf.SCUE THE SJ\.-IOLES AND THE PC)WER 

SUPPLY. IF Y<H.: GO 'f() 'I.HE l'LAl\E OF SNO\V C)N THF. RIGHT, 

THI:: SCANl\ERVISl()N WILL USE A LASER l\E'l' ·ro RESCCE THF. 

Sf\.1C)LES AND THE PO\\iER SIJPPL Y. 

·rhe wall is coining up fast, and so are the terrorists! 
You decide which way to go and tell !\fax. 

If yau choose to go ta the Plane of Sand. turn ta 
page 61. 
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If you choose ta ga ta the Plane af Snow. turn ta 
page 65. 

Be sure to 1nark your choice on the ()ption Sheet on page 
I 15.  



chapter Sa 

"Head for the Plane of Sand," vou tell �fax. He turns 
, 

sharply and speeds the cybercycle to the left of the giant 
glass wall. 

The forest ends and you enter the blazing hot plane of 
posi-sand. On the right is the old wall. ·rhrough it you 
can see the nega-snow swirling on the other side. 

Max drives up Lo the glass when a cloud of sand en
gulfs the cycle. He heads to,vard the ground and says, 
"\Vc'vc hit a sandstorrn. l can't go· at top speed n1uch 
longer. \'\!e'll have to throw the terrorists off our track 
before thcv calch us. Anv ideas?" 

' ; 

You tell him, "(�ive n1e a se<:ond and I'll come up with a 
plan." Your mind races over the possibilities. You think, 
If it's hot on this side and cold on the other. \.vhat would 
happen if •ve broke through the glass and 1nixcd up the 
t\vo? \Vhere 1'1n from, hot air and cold air n1ake stol'ms. 
\\!hen the mix is violent enough, it can even create a 
tornado� I wonder if that's possible here? 

You ask f\1ax, "How can we break through to the other 
side of this wall?" 

"It's vcr�· old," he replies. " l e  rnight he possible to burst 
through a \veak spot. \Vhy?" 

You reveal your plan. 
''Perfect!" �tax shouts. "If we break through the \vall, it 

\vill create a giant tornado! That'll stop thern. But first 
we'll have to find a crack in the glass wall." 
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!Vlax reduces the cycle's speed and Vidi turns on the 
light ray in his eye. \.\l ith his light shining across the \vall, 
you exarnine the glass surface carefully. 

"I see a crack up ahead!" you exclain1. 
]\;fax pulls the cycle closer and inspects the •vall surface. 

He says, " I  have an idea. Hand me that analog cord frorn 
the cornpartrnent belcn.v you." 

You find the cord and toss it to IV1ax. He savs, "There 
, 

are son1e orange tubes of solar glue in there too. (;et 
thern for rne, \viii you?" . 

J\;fax cuts the cord \vith his negative power blade. After 
opening the cycle \.vindscreen. he leans over to the •vall 
and threads the three cords through the cracks. "Have 
you found that glue yet?" he asks. 

"Here it is," you reply, passing hin1 the orange tube. 
"That's it.." He squeezes the glue \\'here the analog cord 

enters the glass \vall. "Vidi, can you harden this glue by 
shining your triple-strength light on it?" 

Vidi savs, "That I can do." 
, 

"Go to it!" savs !.\lax. 
I 

"l\fy light 'viii be bright, so do not look," Vidi says as he 
positions hin1self. He shoots a blinding flash of light onto 
the •vall and the glue crackles and bubbles. 

Panting hard, Vidi says, ",'\II set it is." 
l'vfax tests the glue and says, "It's harder than the glass 

itself." 'fhen he grabs the three cords and ties them to the 
back of the cvcle. , 

.i\11 at once you hear a gro\ding sound. "\·\!hat kind of 
anirnal is that?" you ask. " I  thought you said nothing 
lived on the Parallel Planes!" 

"That's no anin1al,'' !vfax explains. "That's the ugly sound 
of a ·rechnoterrorist FX-cruiser. Let's get out of here! I 
hope your scherne \vorks. If it doesn't '"e're in for sorne 
Technotrouble." 

"It'll work,'' you tell hinL "\Vhen \.Ve bust that \Vall 
open, a tornado will blast the terrorists across the sky." 
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"Let's go!" .Ylax shouts as you and \lidi secure your

selves to the cvhercvcle. "()nc . . .  t \VO • • •  three!" ; , 

"l'he cycle shoots forward. Suddenly it jerks to a halt 
and you crash against the \.vindscreen. "()ne of the cords 
has broken!" vou crv out. ; . 

"Do11 'L worry," says 1\-iax. ''These cords are very strong. 
They \Vere created to hold up the Boolean Bridge. That 
particular cord n1ust have been fault.y. \.Ye'll try again. 
1 his tirue we 'II rnake it.!'' 

!\.lax charges the cycle forward at full po,.,.cr. The cords 
yank the cycle to a hard stop, but they don't break. 
Backing up, Jvfax posit.io1is the cycle and guns the engine. 

It Ju nges for\vard ! "The \vall is pulling out!" you shout. 
1\s you \Vatch the glass, it suddenly bursts open and the 
nega-sno\v pours 111. 

!\.Jax cheers and Vi<li whistles. "Let.'s get our of here 
hefore the storn1 dr<rwns us," l'vfax says. ''But. first cut t.he 
analog cords or \VC \von 't go an Y'v here." 

You flip open the rear windscreen and slice the cords. 
l\1ax f;;UTJS the engines just as a shot of vecc.or fire splatters 
against the \Vall. · Jhe ·rcchnoterrorists have arrived! 

·rhc cybcrcycle speeds away and you exclain1. "It \Vorked! 
Look at that tornado funnel spin through the air!" The 
tornado charges across the sky and sucks up three FX
cruisers. Two other terrorist cruisers crash into each other 
and explode. ·rhe last cruiser slams into the glass \vall at 
high speed and crtnnples to the ground! 

· 

"�1ess with us, \Vill they!" You cheer triurnphantly. 
"I think that's the last \ve'll see of those ribo rats," savs 

I 

�tax. "Now let's find that research outpost before your 
tornado heads our wav ." 

, 

You check the n1inin1ap and tell him, "The research 
outpost should be directly ahead." 

"I see a light through the sandstorm,'' J\..fax says. "I'll 
drop you off and wait in the c.yhercycle in case \Ve have to 
make a fast. getaway." 
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lie lands the cycle qui(:kly ncxl to a tin >· black don1e. 
You hop out and race to the door. \Vhen you give the 
proper entry passv.:ords, the door opens and another 
Srnole scientist hands you a teletoken. She says, ·'This will 
enable the Scannervision to rescue the power supply and 
rny brother Smoles with an electronic boon1erang.'' 

You place the token in your pocket and tell the scientist. 
"\Ve created a tornado to stop the terrorists, and it could 
con1e this way. You rnay be in danger." 

""!"hanks for the �varning," she says. "l\Iy \Vork here is 
done so J can leave." 

With no tirne to lose. vou run to the cybercvcle. 1\s vou 
; . .. ' 

jurnp in, J'vfax says, "()ur next stop is the Ruins of 1\bacus. 
I'll follow the glass wall until ·we get out of this posi-sand
box." 

.l'v1ax speeds into the air and glides alongside the \Vall. 
1\lrnost before you realize it, the cybercrc:Ie shoots out of 
the hlazing desert and flies back into the faruiliar outlaud 
forest of quadrrees and elecrrovines. 

If you have a computer and want to type in the 
fifth part of your game now: 

Apple users turn ta page 145. 
Commodore users turn to page 127. 
Coca users tum to page 161. 

Type in program segment SA and then tyoe in pro
gram segment SC. 

When you are through typing, turn ta Chapter 6 on 
page 69 to continue the story. 

If you aren't using a computer: 

Turn to (:l1apter 6 on page ti9 to continue the storv. 



• 

chapter Sb 

"'furn onto the Plane of Snow," you tell J\1ax. He heads 
the cyrle across the sky and Sl\'ings to the right as he 
reaches the ancient wall . 

ShorLly after entering the Plane of Sno\v, an icy cloud 
surrounds the cycle. l'vlax says. "l can't see a thing in this 
nega-sncnvstorrn. l can't drive at r.op speed. \o\!e'll have to 
outrun. outsn1art. or outrnancuver 1hc terrorists or thev'll 

; 

vectorize us in rnidai r. " 

"l)id you say outsn1an the1n?" you ask. ''I can do that if  
you give 1ne thirty seconds to think up a good plan.'' 

';You've f!Ot i!," savs Nfax. "I'll s!art coun!inu-!'· (,.;J , ;:"") 
You quickly \Veigh all the possibilities. You think, if 

there's cold ucga-srHH\' 011 this side of the \vall and hot 
posi-sand on 1 he other, I her. sorneth ing interest.ing \.\'ould 
happen if they \\'ere n1 ixecl together-like a big sto1111� 

You ask �lax, " I s  it possible to break a hole in 1.he glass 
\.Vall?'' 

He savs. "Sure. \Vhat do \-OU have in 1nind?" You tell 
; ' 

hi n1 your plan and he says, '"(.; reat � l l1e s nowstor rn \viii 
turn to a n1udstor1n and drown the terrorists! ,�II we have 
to do is find a crack iu this old \\'all." 

.\tax slcn·\·s <l<H,·n th<' cybercycle and you all inspect the 
\\'ali 's su r��tce for a weak s por. 

FinalJ, you sec a place that is rough and pitted, \\' ith 
tinv cracks rurn1inJ;; in all dircctio11s. : '· 

�Jax says. "I het l can break. through this easily ·with tny 



cvcle." l le turns the <.-vck· around and sa vs, "Hold on 
.. , .. 

ti<rht�" t> 
"I'1n reacly for anyr.hing,·• you tell hirn. Suddenly you 

hear run1bling in the disrance. ''Is that thunder{" vou ask. 
"�o." he says, "'[hat's the unpleasant sound of Lhc 

FX-rruiscrs. I'd heuer busL r.hrough rhis \\'all hefore they 
get anv closer�" . . 

\.lax counts, ''()ne . . . l\VO . . . three!"" and guns Lhe 
engine. The cybcrcycle flies straighr to\vard the wall. 1\t 
lhe last n10111cnt. he pulls the cycle's nose up sharply so 
that the botlo111 hits the wall . . .  H,.\Rl)! 

But the \\·all doesn't break. Spinning around in a tight 
loop, 1\.-iax dives back down. i\gain and agaiu tie batters 
the \\'all. 

Your brain feels like it's rattling around, hut rou shout. 
"It's bending! ()11e n1ore tirne . .tv1ax�" 

'"()kay ru give it evcrvthino- chis tin1e. \ve'rc going _. t  / b t L 

straight through and we're not stopping until \\.'C get to 
the other sicle," he vows. 

!vlax pulls the <.'.yclc back and you bra<:e yourself. ·rhis 
tin1e he races for\var<l and, insr.ead of pulling up, hits the 
\Vall full force. 

·rhe glass shauers� ·rhe pic<:es fly everywhere. 1\t last 
you're on the other side. l\1ax applies full reverse thrust 
p<>\ver and t.he cycle shoots hack into the Plane of Snow. 

·rhe hot air and sand escapes and pours through the 
hole. It 1nelts t.he sno\v an<l turns it into !lying n1ud. 

"It \vorked �" "tvf ax cheers. "\\! e 'd better get a \vay f ron1 
here before rhis sr.orm , .... ashes us awav." 

\;fax speeds on as the storru begins to build. You \\·at<:h 
the storrn conunotion behind you. Lightning crashes across 
the sky and thunder rocks the cyhercycle. 

·rhrough it all you see the terrorists: They're <.'.on1i11g 
fast. The ruu<lsLorrn gets thicker. ·1\\'0 of the cruisers 
crash into the n1iddle of the n1ess and are S\\'allowed up. 
J\ bolt of lightning explodes one of the <.·ruiscrs. The 
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other cruisers are blO\\' Jl into the \vall bv the fierce \vinds 
I 

and arc splattered into pieces. You cheer. "\·Ve did it!" 

�Jax laughs and says, "'fhat's the last we'll see of those 
not-so-friendly neighborhood terrorists." 

Vidi adds, "�Iooray, hooray, a better end there cannot 
b I "  e. 

""fhe research outpost should be up ahead," !vlax says. 
Vidi blinks his eye light on and shines a \vide bea1n 

through the S\\'irling nega-snow. You squint your eyes 
and say, "There's a red light on the left. l s  that the 
outpost?" 

"It'd better be!" says tv1ax. He flies left and you spot a 
tiny black triangular building. 

"Only :a Smole could live there," rvtax says, speeding 
to,vard the building. "(�et the teletoken as fast as possible. 
\Ve've got to fly out of here before any more terrorists 
sholv up." 

Landing in the drifting snO\V, rvtax and Vidi argue \Vith 
each other \vhile you run up to the tiny triangular door. 
Shivering, you knock and g-ive the proper entry pass,vords. 

The door flies open and another Srnole scientist thrusts 
a teletoken into vour hand. You ask her, "\'Viii this give 

I � 

n1e the Scannervision data that \viii use a laser net to 
rescue the S1noles and po\.ver supply?" 

"That's right," she says. "I)on'l fail us-Vcnturia is count-. ,, 111g on you. 
"I \von't," you answer. 
rvtax calls out, "Hey. S1nole, if \Ve folio\\! the old glass 

wall, will it lead us to the Ruins of .;\bacus?" 
"Yes," the scientist ans\vers. "But beware. 'fhe terrorists 

1nav have taken over the citv ."' 
I : 

"I've heard better ne\vs," you say, sighing. "By the way, 
I've got bad news for you as \veil. \Ve created a p<nverful 
rnudstorn1 to stop the terrorists frorn following us, but it's 
heading in your direction. You'd better get away from 
here as soon as vou can." 

; 
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"�1y pr<:�ject is completed so I '"'as preparing to leave .. h any,vay, s e says. 
You race back to the cvcle and l\1ax flies a'-vav instantlv. 

i J .. 

He ainls the nose straight up and doesn't level out until 
vou are above the storn1. 
, 

Silting back. you take a deep breath. "Next. stop. t.he 
Ruins of Abacus." 

Finally the snow thins out. You all cheer as the cybercycle 
passes frorn the frigid Plane of Snow into che f an1iliar 
forest of quadtrccs and crackling elecrrovines. 

If you have a com1Juter and want to ty{Je in the 
fifth 1Jart of your game now: 

Apple users turn ta page 145. 

Commodore users turn to page 127. 
Coco users turn to page 161. 

Type in grogram segment SB and then type In pro
gram segment SC. 

When you are through typing, turn to Chapter 6 an 

page 69 to continue the story. 

If you aren't using a com{Juter: 

rurn co (;hapter 6 on page 69 lo continue the story. 



chapter 6 

J\ilax guides the c.yhercyclc Lh rou gh the quadtrees. Sud
denly the cycle begin s 10 shake violently. 

"Sn i vi I� :"  �Jax ex<.:lairus augril  y. lauding the era ft in a 
('\caring. "'Sorr1ething· s \\.Toug. 1 rnay have put roo n1 uch 
slrain on n1-v cvcle. I 'd better <:heck it ov·er. .. 

; . 

You clin1b out and .\tax opens the engine co1npar1nH�n1 
to look f(Jr da1nage. Vicli flies above rhe quadtrees. scour
ing for r.errorists. 

Popping open the n1 in in1ap. you see the octal -ho L1r 
1 i1ner flashing. You press r.he blue buuon ancl Ra1nda 
appears on the rniniscreen. ''l)o '"·c sti ll ha,·c enough tin1e 
r.o get the last two teletokeus?" you ask her. 

"Onlv if vou hurrv."' she sa\S. "'\Ve have less thall two 
/ ; , .. 

octal hours left before the Electron harteries run out. I f  
that happens. the terrorists \vill destroy Ven turia." 

"\Ve can do it," vou dt.x·Jarc. ' 

" I  kno'v �Oil <�an,'' Rarnda savs as she fades off the . ' 

screen. 
You press the orange key and cxarnine 1he coordinat.es 

of the ancicnl citv of i\ha<:us. The data r·cads : THE Cl! Y IS 
; 

LAID ()UT 1.:-1 R()l;\'S <>F PERFECT BJ .<.>CKS. I '.� ACI�OSS A "J D  7 

DF.FP. THF. T()\VF.R ()F 1oc;rc RISES H I C H  :\8()\'F THF. C IT\' . 
EACH <>F TllE 9 1  BLOCKS CONTAINS i\ Tt�IPL.F l>F \.VF.l(�llTS 

AND \fEASl!RES. 

"l\,fax," you <.·all out, '\vhat arc the ·ren1ples of \Vei�hts 
and l'vlcas11 rcs?" 

.l'viax has ueen hard at ivork on his cycle. He 'vipcs 1he 
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sweat off his face and sa vs, "'lhc ancient Vent.urians , 
·\vould con1e to the t.en1ples to receive nu1ncrical guidance 
f ron1 the \vise f :alculords." 

"\\'hat happened to the (�alculurds?" you ask. '·Are 
thev still in Ahacus?" ; 

":\ o," J\.-1ax savs. , 
''\Vhv not?" vou ask. . , 
He says. "In 1nodern Venturia, all knowledge and wis-

dom is available to everyone through our Digitron co1n
n1unic.at.ions syst.en1. Knowledge is no longer reserved for 
ninetv-one (:alc:ulords. ·rhere are one or t\'\'O Calculords , 
lefc, but t.hcy no longer live in .t\bacus." 

"Arc any of the t.en1ples still standing?" you ask. 
Before J\f;ix can answer, Vidi flies do\vn and says, ".:\o 

longer do t.hey stand proud and tall. But some, you will 
see, did not all fall." 

Max sneers at Vidi and says, "You're going to he the 
one to fall if you don't behave, kludge feathers!" 

A sudden \vind rips through the forest. Black quadtree 
leaves fly through the air. Vidi unnbles backward as t\-\'O 
FX-cruisers S\ving down from the sky. 

The cruisers blast their vector rays across the ground. 
You dra\v vour rnacroshoot.er and fire. J\;[ax aims for one , 
of the cruisers, but his retro rifle is shot out of his hands. 
You fire again but the terrorists drop bo1nbs that explode 
into thick blue s1nokc. 

"Run!" shouts l\1ax. "It's a crvo sn1okc bo1nb." lnstantlv ; , 
the air is filled with the pungent blue gas. 

You grab the 1ninimap and punch the huu.on to contact 
Ra1nda. "Terrorist attack at the end of the Par-" is all 
you can say hefore you choke. 

You fall ro the ground gasping! \'ou can't yell for help. 
You try to stand, but you can't see anything. 

You hear a raspy voice bello\-\'ing, "Don'r. move, we 
have the bird!" 

You rnanagc to call out, "Vidi? You . . .  okay)" 



j 
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"-fhat I arn not," Vidi anS\vers. "f)isplcased is '"'hat I 
arn ! " 

"A.nd 1'111 going to dislocate and destroy you vector 
villains," tvlax grcnvls. 

"\!\! e're 111aking the den1ands no\v, Ven tu rian ! " shouts 
one of t.he terrorists. "You'll do \Vhat •,ve sav or we'll 

. 

dangle you frorn the top of that guadtree." 
The blue srnoke clears but you still feel its dizzying 

eff eels. "The t\vo FX-cruisers are parked to your· left and a 
huge terrorist grips Vidi in his hands. 

You slo,Nly reach for your rnacroshooter . . .  but strong 
arrns grab you frorn behind. You struggle fiercely and 
shout, "You're not going to .stop rne!" 

But the terrorist is twice vour size, and he easilv drags 
, ' 

you into one of the rusty boxlike cruisers. He ties you up 
and pushes you into the front seat. 

·rhrough the windshield you see J'vfax and Vidi being 
forced into the other cruiser. . .\s the door slides shut, you 
shout, "What are you going to do \vith us?" 

The terrorist srnirks and says, "You are going to take 
us to the research outpost and get us the teletoken data. 
-rhose sli111y little Srnolcs aren't going to pull any rnore 
fast ones." 

The FX-cruiser takes off \·vith a jolt. · lhe terrorist peers 
out frorn behind his helrnet and says, "Give rnc all your 
teletokens." 

"Never�" you snap back. 
He grabs you by the shirt and says, "If you don't give 

thern to rne, I'll vectorize your friends�" 
You scowl and tell hirn, "I don't have the teletokens� I 

sent thern to Rorniden." 
"I don't believe you." ·rhe terrorist grunts. He drives 

the FX-cruiser \vith one hand as he reaches for vour 
; 

pockets. 
You bite dcnvn on his arrn and struggle to free yourself. 

-rhe terrorist howls in pain and shoves you a\vay. 
You crash to the floor and he growls, "Okay, keep your 
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tokens, if you have then1. You're not going any\.vhere 
wilh Lhc1n. \Vc've aln1ost reached 1\hacus. \Vhich remple is 
rhe research outpost hiddeu in?" 

\Vhen you ren1ain silent, he snarls and says, "Ren1e1nher, 
if vou trv anv tricks, your friends 'viii be tcchnotorturcd. , . ' ' 

l '  l d ...  . nc erstan r 
"l}ntie n1e,'· you tell hirn. "I  have Lo look up the data on 

n1y n1ap." 
"Don·t forget what I said," he \varns vou as he frees 

\. i 

your hands. 
You analyzc the n1ini1nap. Pondering car·cfully, you 

think, I'll tell the terrorist to go to the lo<.:ation that has Lhe 
daLa I don't \.vant. 'l'hen the teletoken I do want \.vill be 
safe until J (:an escape. 

· J'he n1inin1ap sho\\'S you the t\-vo choices: 1 1-1E OUTPOST 

AT R()\-\' 2 A I\ J) CC>I..L: MI\ 4 \.\.' I I . I .  A ILO\.V TH F SC:\ "I \I .F.RV lSl()I\ 
TO DI SPIA Y THE CA V lRN EX ITS B LT \VI I.I \IOI' i\l.I .O\.\' YOL: 

I 0 SEE TH I: H IDDE'.'-1 l'()\VER S LI PPL Y L: .l\T!L YOU AR.E I\ lXT TO 

IT. THE <)L;TPOST AT RC)\.\" 1 1  Al\D C<.H,L:.'.\1'\ i \\!ILL ;\l .l .(J\-V 

THF SCAJ\'.'J.l::RVISI<):'I/ T<> DI.SPLAY THE PO\"r'l::R SUPPLY I I\  THF 

CA VFR'.\I \VB.ERE IT IS HIDDE!\ BUT YOU \.\'ILL :'l/UT SEF THE 
EXITS l J'.\IJ' l l .  YOU ARE J\FXT TO THEM. 

You (:arefullv (:onsi<ler \\'herher vou "''ant to sec exits or 
; ; 

Lhc power supply. 'J'hen you pick Lhc opposilc of what 
you ''ant. ·rhal's \vhcrc you'll tell the terrorist to go. 

If you tell him ta go to raw 2 and column I./, turn to 
page 71./. 

If you tell him to go to raw TT and column 7. turn 
to page BO. 

Be sure to rnark your choice on the ()ption Sheet on page 
l 1 5 .  



chapter 6a 

You tell the terrorise, ""fhc rescarrh outpost is located at 
rO\V I \VO and colu 1nn four in the ci l v of ;\ bacus." 

c;rutfly he asks, "\\'hat is the second location? ·rhose 
greasy Sn1oles always do things in twos." 

You tell hirn, ,;·rhe\· onlv needed one because the out-
, . 

post is so \-veil hidden.'" 
"()kay.'' l·Ie  grunts. "You'd better be telling rhe truth or 

I'll crun1ble you like a 1ligi-cracker." 
·You sigh and think, l'rn glad he's du1nh c11ough to 

believe 1ne because no,,· the tclccokcn data I l\'ant is 
safe. I'll be able co see the power supply hut not the 
ex1 Is. 

·rhe terrorise S\\·ings around che ancient city and says. 
"Point to \-vhere I should land." 

You look out the \\'indshield and see a giant grid of 
perfectly arranged ro\VS and colun1ns. 1\s he flies closer 
you see that each square is n1adc up of a huge black 
ten1 pie. Bet \Veen the tcn1 pies arc straigh l \V hire avcn ucs . 

... rhat n1ust be the To\.v<.:r of Logic," you say as you sec 
a high lower at the far left. "If you count down t\\.'O rows 
and over four colun1ns, you'll find Lhc research outpost. 
(:an you count that high?" 

"I  can count you out!" the driver cxclai1ns. snarling. fie 
savagely grabs the 1ninin1ap OLU of your hand. "(�ive n1e 
that.. You 'von't need il anv1nore." 

, 

·rhc FX-cruiscr sets dc)\vn between the ternplcs. Your 
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terrorist captor pushes you outside and says. "Rc111cnlbcr. 
no tricks." 

·rhe second cruiser rnakcs a bu1npy landing nearby. 1\ 
burly terrorist drags J\'1ax fron1 the cruiser \vith one hand 
and squeezes Vidi in the other one. 

"·rake driving lessons, you elcttros\vinc!" Max yells. 
"Quiet, or I'll vectorize you into a nlillion pieces." barks 

the terrorist. 
Your capror says, "You and your noisy friend \vill go co 

che outpost and get the telctokcn. If you don't, \vc'l l  
wring your bird's neck." 

"I'll get you the celetokcn," you rccort, sco\vling. "Bue it 
won't do you any good. Rornidcn will be sending croops 
co rescue us and drive you out of V enn1ria." 

"Ha!" ·rhe terrorist sneers. "No V encurians can scop us. 
vVe're going co wipe out their reign of unnatural technol
ogy forever! Then Venturia will be restored to the way 
things should be-without technological evils that corrupt, 
enslave, and destroy everyone." 

"Even if you cake il all a\vay frorn us," shouts lvfax, "our 
cechnology has rnade our niinds sharper and nlore 
productive� In the end we'll beat you brainless barbarians." 

""fhat's \-vhat your evil technology has led you to think!" 
the terrorist rccorts. "We'll sho\v you how things should 
be." He unties you and co1nn1ands, ":'.'Jow get that telctokcn.'' 

You and Max \Valk to\vard the research outpost hidden 
in the ancient tcrnplc. 

tvfax whispers, "\'Vhen we return \vith the teletoken, 
drop it at their feet. · rhen grab one of thcrn and I'll get 
the other. Okay?" 

"But \ve don'c have any weapons," you ren1ind hint. 

"We've got brains and bra\-vn. f\ll they've got is brawn." 
he savs. 

; 

"1\ll righ c." you reply, "I'll do it!" 
You reach the oucpost and knock on the door. When 

you give the proper entry passw·ords, the iron door opens 
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and a tinv Srnole whispers, "I have been nlonitoring you 
on n1y telcscanner. I kno,,· the terrorists are around the 
corner. " 

In a loud voice he then savs. "Here is the teletoken you 
need." 

I I 

The Srnole scientist draws close to you and \\'hispers. 
"Give this token to the terrorists and run away as fast as 
you can." 

"'t\!hy?" YOU ask. ' I 

"It will explode. ·rhe vector stun gas it releases \viii gi,·e 
the1n an unwanted nap." he whispers. 

"\Vill it hurt \'idi?" you ask in a lo'' whispel '. 
"No. but he'll sleep tor a while." 
You wink at the S1nole and run back to the ·rcchno-

terror1sts. 
"<_;ive us the teletoken," they de1nand. 
You drop it and run� 
"Sr.op�" the terrorists shout as they fire their \'ect or 

\\'capons. 
You hear \!idi cry qut. "Don't stop, all right I will be!" 
i\n explosion blasts through the air. \Vhile running, 

vou look over your shoulder. l)ensc green srnoke cncir-
' ' � 

cles the terrorists. 
" I t  \vorked!" you shout. ·rhe terrorists sway and \veave 

and crash to the ground. Vidi falls beside then1. 
"I must save \!idi," vou say. 
·rhe Srnole rushes frorn the tcrnplc outpost. "No!'' he 

shouts. ' 'If you go back you'll be ovcrcorne by the stun 
gas. I ivill rescue hin1 later and 111ake sure he is returned 
to c:PlJ (:entral. .. 

The little scientist looks sad as he adds, "lfntortunatelv, 
. 

' 

the token that just ble\.v up ivasn't a fake one. It contained 
the real Scannervision data." 

"That's all right," you say. "I \vanted the data fron1 the 
other research outpost." 
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You, �<:ix, and the S1nole run down the \vhit.e a venues 
of ;\bacus toward the second outpost. 

Su<ldenly ;;1n FX-cruiser swings out of the sky, pouring 
vector fire across the ground. You zig-zag from si<le to 
side to avoid t.he dea<lly rays. Another cruiser bursts into 
vie'v and zoon1s to\vard vou. 

, 

lhe Sn1ole yells, "Don't slolv down, we're aln1osc there!" 
You dodge alvay fron1 {he terrorisr.s' blasts and f ollo\v the 
Sn1ole to a black ten1ple. ···rhis is it." he says. 

He throws open the door and says to the Smole inside, 
"We're in techno-trouhle !" You and 1\1 ax j un1p through 
the door as another explosion ignites t.he street. He slan1s 
the door and says, "There ·s so rnuch sn1oke out there I 
don't think they S<:i\v which building we \vent into.'' 

The second S1nolc quickly hands you a tcletoken and 
savs. "You'JI be safe in here:' 

• 

"What's the best route to Syntropolis?" you ask. "J 1nust 
go there to get the last telctoken for the Scanncrvision." 

lhe nvo S1noles look at each other worriedlv and then 
one says, "The bridge to Syntropolis has been destroyed 
by the terrorists. It's i1npossible to get there. ·rhe city has 
heen con1pletely surrounded by the terrorist arn1y ." 

"I must go to Syntropolis," you tell thc1n. " I  need all 
seven tokens ... 

... rhe first six r.eletokens 1nay be enough lo create the 
Scannervision progran1," one of the Sn1o!es says . ... fhe 
seventh token is not as important as the others." 

"\\!hv ?" vou ask. 
. . 

tie answers, "l�ecause the last reletoken is just insurance. 
It  provides exr.ra fuel or extra an1n1unition for the rc1note
control vehicle." 

Suddenly a string of explosions rocks the building. The 
Srnoles race to their telcscanncr. "The terrorists are blo\v-
1ng up the city�" one says. ''Hurry! You must leave at 
once. 

,. 
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· l'he ren1ple \\·alls shake and cru1nble as ano!.hcr explo
sion hits. '"ll1ey'rc getting closer!" says one of t.he scient.isrs. 

" Ho\v c<in we get out of here::-·· yells �fax. 
" Ihrough the Tower of Logic,'" anS\\'Crs one of the 

S1noles. "1'ollo\\' us."' 
The t \VO scientists burst out of the door \Vith vou and ' 

l\.Jax following. You hurdle over the rubble that fills the 
streets. "Don't stop fur anything," shouts \\.fax. 

Racing around a corner, you run into a terrorist� He 
lunges for you but you duck out of the \vay. ()uc S1nole 
fires a stun rav and the terrorist falls to the ground. 

, ' 

"'!'his way," cries the orher Srnole. You and �tax follow 
close behind as he races to\\•ard a giant white to\•:er. 

l 'hree terrorists fire their vector rays as they speed in 
your direction. 1\n FX-c:ruiser S\voops do\vn frorn o\'er
hcad and cxplodc.�s a c:yro srnokc bornb. i\ pungent blue 
cloud billo\vs through the air, just as you reach the tower. 

You hold your breath \vhile the Sn1olcs struggle ·wirh 
the heavy door. · rhe three rerrorisrs are closing in. 

"F. vcrybo<l y push ctgaiust the door!" shouts one of l he 
scientists. You, \fax, and lhc two Srnolcs put your shoul
ders to the rusty iron door and push \vir.h all your strength. 

Vector fire splatters against the to>ver. 
"l'rn hit�·· yells !\fax, clurc:hing his ar1n. In a rage, he 

slarns into t.he door full force. I t  bursls open! 
You all race inside. ·rhe Sniolcs barricade the enLranc.c 

as the Tech nolcrrorists trv to break in. 
' 

"Run up the stairs.'' shouts one Srnole. 
You and !\fax <:lirnb the steep >vhire stairs. ·rhe scientist 

yells. "f:lose your eyes and keep \\'alking�" \' ou follow his 
instructions and close your eyes tight I y .  He adds. '" l'hink 
of 'vhcrc you \-Vant to go and nothing else. f:oncentrate all 
your n1ental energy on that. thought.'' 

You clir.1b up rhe steps and think of the palace al  <.:Pt: 
(�ent.ral. Suddenly you feel yourself spinning through the 
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air. A t'OOI breeze S\\ecps you upside do\\'ll. You open 
your eyes ar.d sec 11othing but darkness. 

If you have a com1Juter and want to type in the 
sixth 1Jart af your game now: 

Apple users turn to page 147. 

Commodore users turn to page 129. 
Coco users turn to page 163. 

Type in program segment 6A and then type in pro
gram segment 6(. 

When you are through typing, turn to Chapter 7 on 
page 86 to continue the story. 

If aren't using a cam1Juter: 

·rurn to (:bapler 7 on page 86 lo rontinue the story. 

, 



chapter 6b 

You lcll lhc lcrrorist, ···rhc research outpost is located at 
row eleven and colurn11 seven in lhc citv of Abacus." , 

'"\\!here's Lhc other one?" he barks. 
• 

"'1\'1 y rni11in1a p says there is only one," you tell hi n1. 
hoping he'll believe you. 

I-le grabs you by the <:ollar, shoves you against the 
\virulshi<.�ld. and �ays, " I f  thtrc 's only one. sho'v 1nc. where 
il is." 

You look belO\\' and see a giant grid of black squares 
aud \vhite lines. 1\s the r.errorist rnoves in closer, vou sec � 

t.he grid is the ruins of black teinples surrounded hy 
straight \\'hite avenues. l:sing the ·r<l\ver of Logic as a 
reference. vou count do'\'U eleven ro·ws and over seven 

i 

colun1ns. You point to the black square at that spot. 
'"That's the tern pie \Vith the research outpost." you tell 
hiin. 

"It'd better he," he snaps. (�rabbing the n1inhnap fro111 
you, he Sa}s, '"(;ivc rue that. You're not going to \varu the 
Vent urian s of our location.·· 

''J already have," you rt'tort, sneering. ''Rorniden is send
ing three pat.rots to SI op you:· 

.. ·rhc \'cnturians <.an't beat us . .
. 

he barks. "\Ve'll de
stroy di is lnn1at11ral technology of theirs OTIC(' and for all� 
\V'c'll return Venturia to its natural state, the \vay thi11gs 
\V<:rc before te<:hnological evils brain,,·ashed everyone. 
·rhose foolish \' c111uria11s think their grc�at srientific de\'el-
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oprncnts have rnadc thern srnarter aud rnore efficient, but 
we kno'v they were better off before technology polluted 
l . z· 

,., 
t lCir 1ves. 

He jerks the concrols and che FX-cruiser dives co the 
grouud. I t  lands \Vith a jolt and the terrorist says, 
"Rernernber. \ve've captured your friends. 1\ny tricks and 
r hev , .... i II frv � "  ' . 

He opeus the door and you ju1np to the ground. \Vith 
a burst of speed you race a\vay. 'l"he terrorist chases you, 
but although your hands are tied, you keep three steps 
ahead of hin1 . 

Suddenly the second FX-cruiser lan<ls in front of you. 
You slan1 againsc the vehicle before you can stop! 

·rhe terrorist g..-abs you by the ar1n an<l shakes you so 
hard your teeth raule. lie says. " I f  you ever try to escape 
again. I'll forget 1ny orders a11<l tic you to n1y rruiscr and 
drag you through the quad I rees." 

"You '"'on't calch rnc next tin1e!" you tell hinL The 
door of the scco11d cruiser opens and Jvf ax is shoved oul. 
The terrorist grabs f\.fax \vith one hand \vhilc he squce1.cs 
Vidi in the other. 

The two villains push you agai n st the cruiser. ·rhe one 
holding Vidi shouts, "(;et that teletoken and bring it back 
here or the bird is finished." lie sha kcs Vi di upside 
do\.vn. 

"() kay, no Tricks.'" you ansl\!e r sullenly. 
Silcutlv and swiftlv, vou and .Yfax lvalk to\vard the re-,. ; ,,; 

search outposl. ()n the way you \¥hisper to tvlax. "\Vhcn 
\\t' get back \vith the teletoken, I'll thro\v it at the hig 
011e's face. You grab Vidi and run. ()kay?"' 

"Yeah," says .N1ax. "but I \vant to get in one good J .. n1n<:h 
at the vector Yulture \\!ho captured rne'"' 

\'ot1 corHc to t.hc door of the tc111ple \vherc che research 
ou I post is hid dc11 . You kno<: k four tirncs and give r.hc 
proper entry passwords. :\ Srnole opens t he door aud 
.,.,•inks at you. He \\.'hispers. " I  kno\v you are in trouble. 
I \  e been 1non itoring �·011 ou rny tclcscrccn." 
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1-Ie shows vou a long blue tube and says, "If you can 
trick the terrorists to co1ne in here, I'll take care of thc1n 
\-Vith 1ny voltage cannon�" 

"\Ve can trick the1n. ·rhey'll fall for anythi11g," \.'fax says 
coniiden tly. 

''Let's go for iL," you shout as you race out the door. 
\Vhen VOll rctu I'll LO the terrorists, \.'fax says, "'rhe ; . 

S111ole docsu't have the token rcadv vet. \Vc'll have to \vait 
; ' 

for it." 
"You're lying!" the terrorist shouts_ lie heads to,'\.'ard 

the building and says, "Now that vve kno\v '"'hich building 
it's in, let's ger ir ourselves." 

· I he terrorist holding Vidi pushes you and !\-lax L<nvard 
the outpost. "Ylove it, or get \·ectorized'." he says in a 
deep growl. You reluctantly rctu rn to the outpost. 

·rhe terrorist flie� th rough the open door. The S111ole 
raises his voltage cannon and sprays the ter-rorist \Vith a 
strcarn of clcctroiire. 

()utsidc, you and fvfax dive to the ground as the re1nain
ing terrorist pounds you \'\'it.h his vector ray. 

The Stnolc blasts the terrorist holding Vi<li an<l shouls, 
".Eat electrofire. vou data dernon�" . ; 

Vidi turnbles out of the terrorist's hand and you scoop 
hin1 up. His body is stiff and hoL "Is he dead?" you ask. 

"No," answers the Sn1ole. "He's experiencing electrosleep. 

When he wakes up he ·n be fine." 
"\Ve can't \vaiL \Ve have to get rhe last teletoken!" J\.1ax 

exclain1s. 
The S1nolc rakes the sleeping bir<l fron1 your arn1s. He 

says, ··rn n1akc sure he's returned safely to CPC (;entral . . 
when he \\akes up." 

"()kav ." You nod rcl uctantlv. . ; 

\Vilh a deep sigh , the Smole says, ''I \vas tel ling the 
truth \vhen I told the terrorists that I didn't have the 
teletoken. I \Vas putting the data inside it 'vhen a vector 
hon1b exploded on Lop of n1y research outpost. I dropped 
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the token through a crack in the stone floor and it 
disappeared. You'll have to use the data fro1n the other 
outpost although you \...-anted this one.'' 

"l)on't ·worry." you tell hiru. "I brought the terroris.ts 
here because l did11't \Vant your data! J\'1y p lan \\'as lo 
cs<:ape and go to to the other location." 

"S1nart idea�·· he says as he ties up the unconscious 
terrorists. "\V c r.an be at the other out post in a fe\-\' 
1n icrornon1cn ts! •· 

· rhc S1nole scientist leads you and !\-fax out the door. 
·rhough he's tiny. he can run very fast. You follow hirn 
through the \vhite avenues of 1\hacus. past the crurnbling 
tcn1plcs. 

Suddenly five terrorists jun1p out and fire at you� You 
dart into a tern ple. tvfax and the S1nole tun1ble in after 
you. Inside it is dark. hut vou hear terrorisr voices nearby. 
' . •· ' 

You \\'his per to l'v1 ax, "\Vhen I shout. hit the ground .'' 
'fhcn you yell as loud as you ca11. -rhe tetnplc is l it up 

with vector ray fire. · J'he terrorists rniss you cornplctely 
and shoot c;u:h other. You era \VI out into the street and 
race to the research out post. 

'fhe Sn1ole you are \,·ith takes out a key and opens the 
door. He hurries you and \'fax inside, then greets the Sn1ole 
inside, saying, "\Ve need the teletoken right no\v." 

·rhc other scientist hands ii to vou and savs, '"!"his will 
allov.: the Scannervision 10 see the po\ver stipply but not 
the hidden exits ." 

The first S1nole savs, "You n1ust return to (;pt; (;entral ; 
inunediatelv." 

"No, \Vait.'' you protest. "I only have six tokens, and l 
11eed seven . l rnust go to Syntropolis to gel the last one." 

"fin sorry," says the tiny s<:ientist. '" l'lu: bridge h<lS 
been destroyed by the terrorists. ·rhere's no \vay to gel to 
Syntropolis ." 

"'rhere has to be!" you plead. "\Vithout the last teletokcn, 
the Scannervisiou can't be put into operation. Venturia 
will be destroyed . "  
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'I'he two Smoles \vhisper to each other. Then one says, 
"We think the Scannervision rnight work \vithout the sev
enth token. The dar.a in that one is not as vital as the 
other parts. It's just insurance and gives you the option to 
get extra fuel or extra arnn1unition." 

"I  hope you're right," you say. 
An explosion rocks the crun1bling ten1ple. "They're 

bornbing the city," says one Srnole. "We've got to get you 
out of here. We'll go to the ·runnel of Reason." 

The tv.io scientists open the door and run out. You and 
Max follow at a fast pace behind the energetic little nien. 

You race past a terrorist. He fires but you dodge out of 
the way. Suddenly the temple beside you bursts into flan1es 
and tumbles to the ground. 

Black smoke pours through the air and you charge on 
through it. �lax falls to the ground. He's hit! You rush to 
help hin1. Clutching his ar1n, he says, "Don't stop, keep 
going, pal!" 

" I  can't leave you here," you tell hirn. "Let rne help 
you. " 

You pull hin1 u p  and charge through the sn1oke and 
rubble-filled streets. 

A patrol of terrorists block your path. You turn around 
and see a second p.atrol behind you. "I  told you to leave 
1ne behind! " says l\1ax. "Nov.' we're trapped." 

"(�on1e this way," says one of the Sn1oles, pointing to a 
door. You, l\1ax, and the other scientistjurnp through the 
doorway. The first Srnole slan1s the door shut and bolts it 
tight. 

The terrorists blast at the door \vith their vector ravs, 
I 

but it holds securelv� , 
"At least '�'e're all trapped together, "says l\1ax. 
"You're not trapped," says one of the Smoles. "�rhrough 

this te1nple is the Tunnel of Reason." I-le points to a ring 
handle in the stone floor. "If \ve can pull out this old 
stone, you can get back to C:PlJ Central." 
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You and the Sn1oles trv to lift the n1assivc stone. "It's ; 
Loo heavy," you say. "l'vlayhe \vc're trapped after all.'" 

'rhe door takes another· pounding fronl the terrorists 
outside. �fax gets up and says. "I've srill got one good 
arn1. \Ve can open that entrance if \Ve all pull togerher." 
J-fe kneels next to the stone block. anrl vou all grab the 
ring and pull. �othing happens. !\fax says, ''(:01ue on. 
()ne . . .  ti\.'o . . .  three�" 

\\'ith a su<lden jolt .. the heavy sronc lihs out of rhe 
floor. Inside the hole, steps lead dolvn into the darkness. 
()ne of the Stnoles savs. "\Valk do\vn those srairs. close ; 
your eyes. and concentrate on \.vhere you want to go. 
-rhink of nothing else . .. 

You cli1nh do\.vn onto the dark stair\vav. \Vit.h l'vlax close 
behind you. You close your eyes and rhink of  the palace 
at (;PtJ (;entral. 

Suddenly you feel vourself spinning through the air. 
You t\v isl and t11n1hle lhrough the darkness. 

If you have a comouter and want to tyoe in the 
sixth part of your game now: 

R1Jple users turn ta page 147. 
Commodore users turn ta page 129. 
coca users turn to page 163. 

Type in program segment 68 and then type in pro
gram segment 6C. 

When you are through typing turn to Chapter 7 an 

page 86 ta continue the stary. 

If you aren't using a computer: 

·rurn to (:hapter 7 on pa�e 86 to continue the story. 



chapter 7 

You roll to the ground. Rorniden opens the door. Ramda 
is lvith hirn. He shakes his head sadly and says, " l  have 
been following your pro�ress on the battle scanner. \Vith
out that seventh teletoken, there's no way to save Venturia 
fron1 the T echnoterrorists." " 

"Y cs, there is," vou tell Romiden. "The scientists at ' 
Abacus said that maybe the Scannervision progran1 will 
work with the six tokens l've already collected. "fhe final 
tclctokcn is uot as vital as 1.hc others. It's onlv insurance." ' 

1.\-iax clutches his wounded arn1 and says, " I  bet old 
l.a£arius could n1akc it \vork." 

"You're right!" says Ron1iden. "He's the hest Smale 
scientist \Ve have. Let's hurrv to his research chambers." ' 

Ramda hobbles along with you on her wounded leg 
and says, "Where's Vidi?" ' 

"lle'll he fine," vou tell her as you follow Ro1niden and ' . 
Max do\vn a corridor. "A S1nolc pro1niscd lhat he \vould 
safely return Vidi to CPC Central." 

"That's good news," she answers. 
Ron1iden enters a tall doorwav and strides into a roorn ' 

packed with silver boxes and great piles of electronic 
equipment. 

"Lazarius� \\/here arc vou?" he shouts. "We need vou ' , 
right away." 

"I'n1 here, What can 1 do t<>r you?" ans\vers a creaky 
voice fron1 behind a huge pile of equip1nent. 



SAVE THE VE!\TURIANS! 87 

Ro1niden says. ''You nn1st pur the Sc.annervision de
fcnse svsten1 to,rether." 

, :"') 
Peeking our fro1n behind the boxes, an old S1T1ole \Vith 

fuzzy while hair says, ''You don't need 1nc for Lhat. Just 
put the Lo kens in the slot." 

"But \\'e only have the firsl six . (;an you co111pile the 
\\'hole dcfcnsc svstcrn vdLhout the final tcletokcn's data� 

i 

l� nforl u11ately, there is less 1ha11 half au octal hour to 
boLh cornpile it and operate it. fhe Electron baueries arc 
already beginning lo faller." 

''It won'1 be easy. but I think I can," says the Sntolc. He 
begins lo operate the electronic eguiprnenl that fills the 
en tire \Vall. 

lie  plugs in cables, flips dozens of swiL<.:hes, and inputs 
dala into Lhe keyboard. l'he n1assive n1achinery lights up 
and pulses \vith calculaLions. 

Lazarius says, "{;ive rnc the six teletokens:· 
, 

You hand thern over. 
I l e  slides each one into a sloL and inputs n1ore data. 

\Vhen he pushes a red button. a large vie\ving s<.:recn 
lights up. i\s thousands of nurnbers fill the screen, Lazarius 
says, "This n1ight work. The data is beginning 10 run. Hut 
\vho \viii operate the Scannervision, Ron1iden? 1\ll the 
Srnole Lrainccs \vcre kidn<tpped." 

Rornidcn says, "\Ve have rhe best video gan1e player in 
the 1\nalog Din1ension to operate the Scannervision.'" l ·l e  
pushes you forward. 

"'!"hen let's !!Cl rea<lv. ·rhcrc's not rnuch tirnc left," 
<J ' 

Lazarius says, a(Uusting a large dial . I l e  tells you to sit 
dow 1 1  i:utd exphti11s, ''This t.lefeu�e syste111 tlli:tkes it po�si

hle for vou to drive a ren1ole-<.:ontrol Raster Rover into • 
the seven underground c1verns of the terrorist fortress. 
By directing the vehicle on 1.his vic,.vi11g screen, you can 
1novc through the cavcrus, rescue the S1nolcs. and re
cover the p<n-ver supply." 

The scientist stops to check the 11un1hcrs racing across 
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the screen. 1\ft.er insertin� several silver tubes into the 
n1achine, he says. "\\'hen you enter the seven caverns, it 
will be con1pletely <lark. 'You \\'on't be able LO sec the 
inner cavern \valls until your vehi<:le is right next to thc1n. 
·rhese \\·alls are electrocharged, and if  you run into thcn1 
too often, vour Raster Rover '"'ill be destrovc<l ." 

. . 

"l)on't worrv:' von sav. "�fv reflexes arc fast and n1v , ; . , , 
hands are steadv. "  

' 

"(;ood." says Lazarius. "It's all up to you! When you 
gathered the tclctokcns, you decided ho\v you \o\·anted the 
Scannervision to opera te. You chose your •Neapuns, the 
ol�jects to appear on the screen, and your entry and exit 
options. Ho\v \veil you operate the Scannervision \vill 
detern1ine the fate of Ven turia. "  

J\t last the nu1nbers stop running across the screen. 
You watch inten tly as l,azarius types in 1nore data. lie 
presses a blue s· r A. R' r butt on and SI rokes his \\·Tinkled 
t�u:c. 

Everyone holds his breath and \Vaits. ]\jothing happens. 
()nee again Lazarius presses the hutton. hut still nothing 
happens. 

"I'll try one 111orc t.in1e," 1he scientist says. You squeeze 
your hands tightly into your pockets nervously. ·rhe screen 
rernains blank. 

Lazarius bows his head and says, "lt just won't \Vork 
without the seven pieces of data." 

lie reaches over lo turn off chc pu'\'Cr \vh<:n suddenly 
Vidi appears on the st-rccn� 

Ra1nda shouts, "\Vhere are you, Vidi?" ; 
·rhrough lhc speaker. Vidi replies, "'lo S-yntropolis I 

did go. "fhe final tokens I have to send to you . "  

Ramda \\'aves her· arrns and shouts, "Vidi, you can't 
send the data fro1n Syntropolis� ·rhe last ti1ne you sent a 
t.ransmission that far. vou ahnost died�" 

\··<l· "S 1· I 1 1 says, . a c 
to vou I will send.,. 

• i 

'"ill be. \Vorry not for rne. ·rhe chit.a 
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Romi<len steadies Ran1da and says. "He is <letcrrnincd. 
\Ve can't stop. Re1nemher, he did survive last titnc. There 
a1·e on Iv twentv binarv n1 inutes left. We have to let hirn , . , 

take the chance." 
Ran1da sadlv shakes her head and savs to Vidi, "Please ' ' 

be careful." 
"Don't worry," l'vfax says. "That bird is tough.·· 
Lazarius inotions fur silence. He thro\vS a fc\v switches 

and says, "Vidi, '-vhat is your exact location?" 
Vidi ans,vei-s, "Outpost Fiftccu I arn. Both leletokens I 

have. ()nlv one can I send." 
; 

The S1nolc scientist turns to vou and asks. "\Vhich 
; . 

token do you want Vidi co t.rans1nit? ()ne \\'ill provide 
extra fuel and the other \viii give you extra arnn1unition."' 

You chink carcfullv and tell I .azarius vour choice. � I 

If you have a computer and want to type in the 
seventh part of your game now: 

If your choice is more fuel: 

Ap1Jle users turn ta 1Jage 149. 

Commodore users turn to page 131. 
Coco users turn ta page 164. 

Type in program segment 7A and then type in pro

gram segment 7C. 

If your choice is more ammunition: 

Rpple users turn ta page 149. 

Commodore users turn to page 131. 
CoCo users turn ta 1Jage 164. 

Type In 1Jragram segment 78 and then type in pro

gram segment 7C. 
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Danger/ Oo not play the game yet! 

i\.lark your l'.hoi<:� of n1orc fuel or n1orc annnunition 
on the ( )ption SheeL on page 1 1 3 .  

Continue reading: 

The Srnole scientist teJls Vidi which token you want 
tra n s1ni tt ed. 

Vidi replies, "Ready I arn!" He counts to three and 1he 
screen turns white. I t  flickers and flashes and a rainbow 
of colors slvirls across the screen. 

Suddenly the screen turns black. 
"What happened?" Rarnda cries. 
"I don't know," Lazarius ans,vcrs. "He had ahnost corn

pleted the trans1nission." 
The screen rc1nains blank while cvcrvonc in the roon1 

i 

stands perfectly still. Rarnda shakes her head sadly. 
All of a sudden. <i burst of culorful li�ht flashes on the 
screen. 

Lazarius cheers. "Now \Ve have all the data." 
I-le works the controls and words print out on the 

screen. The scientist says, "The Scannervision's recording 
meters are ready. I t  is time to begin." 

Ro1niden savs, '"!'here arc onlv ten binarv n1inutcs left 
.. • i 

before the Electron batteries will stop." 
All eyes arc glued to the screen as you prepare f(>r the 

final battle. 

If you have typed all seven segments of the com
puter program: 

You are ready to olay the game and save Venturial Turn 

to page 112 for final instructions. 
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After you have wan the game by saving all  the Smoles 

and recovering the oower suooly, turn ta oage 101 for 

the end of the story. 

If you aren't using a computer: 

turn to page 93 for the battle sin1ulation. ()nly you can 
sa\'e Venruria! 



----------�FIM� 
5/MULRTION _ _ _ _ _  _ 

The Final Battle _ _ _ _ _ _ _ _ _ _  _ 

- - - - - - - - - - - - - - - - - - - - - - - - - - - -
You check the recording nH�ters at. t.he top of the screen. 
1\.s you grip the hand controls. you say, "It  looks like 
there's plenty of f uel and an11nuni1.ion.' '  

Lazarius says, "\.Vhcn �1ou'rc ready. push the ST AR·r 
button." \"ou press the reel button and your rernote
control Raster Rover appears OJJ the scrce11. 

\Vith a bold nvist of the ha11d co11trols, vou advance , 
in to 1 he hlack caverns of the terrorist fortress. \'ou n10\'c 
f(>r\-vard steadily and spot a wall straight ahead. Quickly 
1urning to the right, you avoid a crash. 

1\s you 1no\'e up the screen in search of an exit, a 
terrorist jun1ps out in front of you. You hit the FIRE 
button a11d your rnagna ray shoots fron1 your vehicle. 

Turn the (]age and follow the rest of the battle 
simulatian. Whenyoucometoeachsegment check 
the 01Jtian Sheet on 1Jage 115 to remember what 
your choices were. 
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Segment 1 

Choice la: Fire + 

The blast of the rnagna ray shoots f ron1 all sides of your 
Raster Rover in a + pattern. r'\. direct hit stops an evil 
terrorist <lead in his tracks. t\nothcr terrorist rushes fro1n 
behind hin1, and you shoot out a powcrf ul round of fire. 
The + ray n1isses but you push the FIRE buu.on again 
and it's a hit! Then you rnovc S\vifLly through che dark
ened maze, twisting and turning around the dangerous 
walls of the terrorist fortress. 

· · 

Choice lb: Fire x 

You fire your rnagna ray fron1 all sides of your Raster 
Rover in an x paucrn. Narrowly rnissing the advancing 
terrorist, you innncdiately fire again and land a direct hit. 
Then you carefully steer through the treacherous inaze 
without sliding inr.o the dark cavern \valls. 1\s you turn to 
the right. a terrorist charges right t<nvard you! You move 
into posit.ion an<l fire! '!"he x ray from your stunner stops 
hiin in his tracks. 
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5egment 2 

Choice 2a: Slow Entry 

I>arting f(Jr\vard, you spot the first exit. Speeding your 
vchi<Jc through it, you maneuvei· skillfully into the dark
ened cavern. A terrorist approaches and you blast him. 
· r,visting and turning around the dangerous walls. you 
move closer to the exit. Slipping into the next <:avern, you 
successfully speed past all the terrorists. \.Yilh great skill 
and courage, you slo\vly fight your \Vay through l\\.'O 
more caverns. Inching LO\vard the exit, you prepare to 
rescue the S1nolcs and recover the po,ver supply. 

Choice 2b: Fast Entry 

Your vehicle races through the first exit and advances 
into the second cave. ·rurning your Raster Rover to the 
right, you crash into a \Vall. Quickly you S\ving your 
vehicle around and speed through the darkened rnazc. 
()h, no! 1\ terrorist hits your Rover before you cau stop 
him. He fires again but you blast hin1 first. ·1 hen you race 
through the cavern tO\var<l the Srnoles and the power 
supply. 
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Segment 3 

Choice 3a: Extra Hits 

t:hargi11g around a <.orncr, vo11 11carlv cra�l1 into a \Vall, 
but quick!�· and skillfully vou 111;u1cuvcr the Rover to the 
left only to find three terrorists l'harging al you� You fire 
your 1nagna ray and n1iss. ·rhey shoot back, hitting your 
Raster Rover hard. \Vhen you fire again, you hit l\\'O of 
the terrorisrs, hut the orher one chases afrer you, blasting 
his deadly weapons. Luckily. your Rover has special \·ec
tor arn1or so it can \Vithstand this onslaughr. 

Choice 3b: Extra Crashes 

1\s soon as you sec the dead end ahead, you quickly 
turn. l�acktracking, you accidentally slide into a terrorist 
and hit hin1 "'. ir.h you 1· rnagna r;:i y. Then you race for"va rd 
into the dark passage\vay and slam right into the \Vall. 
(;ra.;;h! Suddenly three terrorists charge you frorn all sides! 
You rush throLLgh the only open passage, bur srnash into 
one of the deadly \,·alls. Lucky for you, the Raster Rover's 
special cryo arrnor is slrong enough to Lake the beating. 



Yi 
Segment LI 

Choice 4a: See Smales 

You 110\v enter the cavern ;vhere the S1noles are held 
Gt ptiYc. · rhe green syn1bols lighting up on the screen 
inf(>rn1 you of each S1nole·s locat.ion, n1ak.ing it easy for 
you to rescue the1n. Hui. vou \Vatch t losclv for tcrrorisls 
' . . 
since vou kno\v the Scan ncr\'ision t:an 't sec 1.hen1 until 
your Ro\·er passes right nex1 to thcn1. \"r.nt spcc<l to"''ard 
a group of Srnoles and nearly crash right i1110 the \Vall! 
!lacking up. vou slide sn1oothly around the co1r1er. \'ou 
have onlv four hinar\ rninutcs lcfl. . . .  

Choice Lib: See Terrorists 

You speed into the ca\'eru to find the hidden Sn1oles. 
Each terrorist is ntarked by a red sy1nbol on your vie\ving 
screen. 1\s the terrorists rare tcnvard you. you skillfu l l  y 

, . . 

dart in the opposite direcrion. Since the Sn1ole locations 
ai-c not displayed, you rnusl. <:arcfully inspect every inch 
of the cavern. At least it's easy to keep vour distance fron1 
d1e tcrroristsl \'ou ha\'C onlv lour binarv n1inutes left. . . .  

; •· 
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5egment 5 

Choice Sa: Electronic Boomerang 

Gliding dolvn the dark passagc.,,vay, you spot three 
Srnolcs ahead. As you speed forward, you shoot out your 
clcctroni<: boonicrang and pull thcrn into your Ras.ter 
Rover. Good work! Then you blast a terrorise as vour . , 

boorncrang grabs two rnorc Srnoles. You rnust search tor 
the others, but the terrorists are still atta<.:king. \'ou fire 
again and again. Bull's-eye! Rat:ing your Rover around a 
1.:orner, you spot nlore Smoles. \Vith only three binary 
1ninutes left, you flip your electronic boo1nerang around 
then1 and pull t.hen1 to safety. 

Choice Sb: Laser Net 

5,,·inging your laser net around f(lur S1noles, yon pull 
thcrn in as t\vo nasty terrorists begin to blast you. You fire 
hack and knock thern dead! l'hc.n you speed toward five 
n1ore Srnoles, thro\v your po\verf ul laser net over the1n, 
and draw thc111 to\'var<l safety. Darting around the danger
ous cavern walls, you race past a terrorist before he even 
has a chance to fire. \\!ith onlv three binarv 1ninut.es left, 

� , 

you advance to\va rd 1norc Srnolcs and scoop thcrn into 
vour nee. , 
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5egment 6 

Choice 6a: See Exits 

You sneak through the entrance into the dark power 
supply cavern. 'l'hen <t circle lights up on the screen 
indicating your cavern exit. But suddenly two terrorists 
race at you from both sides! With lightning speed you 
pivot as you fire and hit both of them. You go on search
ing for the hidden power supply until you find it. Scoop
ing it up, you speed toward the exit light. Only two 
binary rninutes of power rernain for you before the 
Technoterrorists \vill \vipe out V cnturia! 

Choice 6b: See Power Supply 

You rush into the cavern toward the brightly lit po'-"· er 
supply. Suddenly a terrorist pops u p  in your path. Firing 
your weapons, you stop hin1 <:old. You twist and turn 
through the dark cave and grah the po,-ver supply. Deadly 
terrorists ra(:C after you as you search frantically for che 
exit. ·rhere it is� You slide through safely, but you have, 
only two rnorc binary 1ninutes before the power runs out 
and Venturia will he destroyed. 
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Segment 7 

Choice 7a: Extra Fuel 

The Srnolcs and the po\vcr supply arc safe in your 
Rover as vou enter the final cavern. Your fuel is lo\v and 

.. 

your an11no is cornplctely gone. \'\'hen l\\'O terrorists 
approach. you have to run. ·rhey tire at you, bul you 
twist around the corners and speed a\vay. '!'here's the 
exit! J\s you race for it, your fuel level drops chcngerously 
ltnv. ·rhc terrorists are still firing at you, but you quickly 
dart lhrough the exit \vith one binary n1inute to spare! 

Choice 7b; Extra Rmmunitian 

You enter the final cavern with the po\\'er SLtJ)ply and 
Srnoles safely loaded int.o your Rover. Your fuel supply is 
dangerously lo\.v , but you do ha vc sornc arnn10 left. Look 
out� fhe terrorists are surrounding you. 'You fire and hit 
t\.\.'O, but the others rnove in closer. l'irc! You wipe thcn1 
out \\'ith the last of vour arnrno. -I 'here\ the exit ahead . 

.. 

\Vith a burst of speed you charge through it _just as the 
clock ticks off the last binarv 1ninutt'.� 

.. 

Turn to page TOI to end the story. 



chapter 8 

''You saved V cnturia!" Rarnda cheers. 
""fhe terrorisLs · al lacks \verc slopped by your <.'.Ou rage 

and skill,'" Rornidcn ad<ls. 
The viewing screen flashes the \vor<ls "VICTORY! VICT(>RY� 

VIC'J'<>Rvr" in. hold red lcuers. 
Rornidcn places his hand on your shoulder and says, 

"The power supply \\·ill be returned to <:PLT Central in
stantly and the Stnole scientists are free again. ·rhanks to 
you l-Ve can drive the ·rechnoterrorists out of Venturia 
forever! ., 

The screen blacks out and a Srnole appears. He says, 
""fhc transrnission kno<.'.ked Vidi out, but he's uuharrncd. 
I'll be sure he's returned safelv." , 

,,.fhank you!" Ra1nda cries joyfully. 
!\-fax says, "' l hat old bird's not too bad-once in a 

·while!" 
As �tax and Lazarius shake your hand, you notice a 

sparkling \\'hite 1nist rising fron1 the floor. "\\!hat's 
happening?" you ask. 

Ron1iden says, .. lt"s tilne for you co pass through the 
glass of I ,ighting's \Vindo\.v and return to the i\nalog 
Dirnension." 

You say good-bye lo Yfax and Rarnda as the n1ist encir
cles your head and encloses you in a glittering blanket of 
fog. 

1\ cool breeze S\veeps you off the ground and floats you 
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into the air. It spins upside do,vn in total \Vhiteness. The 
delicate n1ist tingles against your skin. 

With a gentle bounce you land on the ground as the 
sparkling fog fades away. Looking around, you exclaim, 
"l'n1 back in my roo1n!" 

Walking over to your computer, you notice that the 
rnonitor is turned on and \Vords are printed on the screen. 

You sit down in your chair and read the rnessagc: 

·rHA�K YOU 



- - - - - -RPPENDIXES _ _ _ _ _ _ 





What You Need to Know to 
Type in the Programs 

\Vhcn typing in the con1puter gan1e listings of this book, 
you nlust be extrernely careful. There are several things 
you can do to 111ake sure that your progra1n will run 
properly. 

The Com11uters Compatible 
with this Book _ _ _ _ _ _ _ _ _ _ _  _ 

·rhe progran1s \vill run on these con1purers: the (;on1mo
dore 64, the i\.pple I I  family, and the Radio Shack (�olor 
( ;0111 pnter. 

·rhe (�01nn1odore o'l listings will run only on a (�onuno
dore 64; thev will not run on other (�om1nodore 1nachines. 

, 

The .;\pp le I I  listings are wriucn for the Apple I I farnily 
of eo1nputers that run 1\pplesoft 81\SJC:, such as the 1\pple 
1 1  + ,  lie, and lie computers. ·rhe progran1s in this book 
will not run on any n1orlel using Apple I nteger 1�1\SIC. 

The Radio Shark Color (:on1puter (C:o(:o) listings are 
\.vritt.en for all (:oco rnodcls. \'ou n1ust have at least 16K of 
1nctnorv. They 'vill not run on the R<t<lio Shack TRS-80 

, ' 

�1odels [ to IV. 

How to Ty11e in the Listings _ _  
- - - - - - - - - - - - - - - - - - - - - - - - - - - -

1\s you read the story and 1nake your video gan1e pro-
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graln choices, ea ref ully mark these on the Option Sheet 
on page l 15. Type in the programs as you go along 
or read the story straight through and type then1 in later. 
In either case, be sure to type in only one of t\VO choices 
for each of the seven pieces of the program. 

There arc seven rn�jor parts to the prograln, each of 
\vhich has an i\, B, C segn1cnt to type in. You always 
choose beJu1een the A and B scgrnent listings and you 
always add the c: segrnent listing to i\ or B. 

For example. if  you want your Scannervision vehicle to 
have n1ore an1mo (and less fuel), then you 'vill \Vant to 
type in the segment 7B listing. You "·ill not type in the 
segrnent 7,A. listing, but you will lype in the segment 7(� 

listing. 
Use the correct listing for your brand of con1putcr. 

The progran1 segrncnts for the Co1nn1odore 64 ((:64), 
Apple 1 1  + ta1nily (Apple), and Radio Shack (:olor Cotn
puter are given on separate pages--be sure to follow 
the directions thal will take you to the correct pages 
to type. 

If  you aren't using a con1puter, nlark your choices on 
the Option Sheet on page J 1 5 .  Sec the result of your 
choices by reading the video gan1e sin1ulation on page 93. 

If you have any trouble getting your program to run, 
proofread your listings carefully. I f  there is one nlistake, 
your program will not run. ·rhe best way to do this is to 
have a f ricn<l read what is in the book aloud while you 
cornpare it to a printout or screen listing of what you 
have typed. ()r read the printed listing iut.o a tape re
corder and play it back while you examine your own 
typing. 

Whether you have a tape recorder or disk drive, save 
your work every few n1inutes and keep track of whal 
progratn lines are saved \vhere. ()ne power failure that 
lasts a rnicrosecond can wipe out an evening's work! 
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l"he longer you type \Vithuut resting, the more likely 

you are to n1ake a n1istakc. ·rry not to type for more than 
an hour at a ti1nc. One of the reasons that Arcade Explor
ers is broken up into scgn1enls is so that you can type in 
each part separately and easily. 

As you type in each line, check to see that it isn't 
conlinucd on the next line before you press RE'lURN. 
Get in the habit of looking at the next line nu1nber. If the 
11ext line is indented, it is part or the line before. 

You will need to use a joystick lo play the gan1e. Plug in 
your joystick (read the specific instructions for your co1n
puter's joystick in "'HO\V to Play the c;arne" on page 1 1 2. 

Once you have typed in the program correctly and it 
runs, feel free to experiment! Ho\vever, the authors of 
this book take no responsibility for any prograrn 1nodifica
tions you n1ay n1ake. Remember, you can't hurt your 
con1puter by changing a program, so go ahead and 
experin1ent! l�y studying the \vay that the program changes 
as you type in different segments, you can learn how 
programs can be modified. 

In Case of Errors _ _ _ _ _ _ _ _ _  _ 

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

If you get an error message after you type in your p1·0-
gran1 and then RlJN it, consult your co1nputer"s manual 
to see what the error might be and '"here it rnay occur in 
the listing. Be sure that you arc typing in exactly what is 
on the printed page! Double-check the nurneral 0 and the 
letter 0, and the numeral 1 and the letter l. · rhcv arc 

' 

easy to confuse. 
If all else fails, save everything to tape or disk and turn 

your cornputcr off. Get a good night's sleep and come 
back the next day lvith fresh eyes. · fhcre are approxi
tnately 8000 keystrokes in the prograrn, and it is easy ro 
make a typo! Take it slow and easy and you "vill have a 
gan1e that you can 1nodify again and again. 



Index of Listing Conventions 

For the 1\pple and (;oc:o listings. y<>u can type in e�
actly \vhat you see. Son1e of the progra1n lines are too 
long to fit on the pag-e-they are continued on the lint:! 
i1nmediately below and are indented ,.,,henever possible. 
Ignore any spaces that arc not in ben.vccn quotes. 

J:<or the (:on1n1odore 64, certain lisLi11g conventions are 
used. ·rhe follol>ving <:hart shov.'s you what {:ursor and 
color keys to press: 

LISTING 
[BLK] 
[WHTI 
[RED] 
[CYAN] 
[PURPJ 
[GAN} 
[BLUE] 
[YELO] 
[AVON] 
[RVOFJ 
[DANG] 
[BAN] 
[LAEDl 
[GAY 11 
[GAY 2] 
[LGRNJ 

Yau Type 
CTAL-1 
CTAL-2 
CTRL-3 
CTRL-4 
CTRL-5 
CTRL-6 
CTRL-7 
CTRL-8 
CTRL-9 
CTRL-0 
CMMD-1 
CMMD-2 
CMMD-3 
CMMD-4 
CMMD-5 
CMMD-6 
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{LBLUJ 
[GRY3J 
[C/ONJ 
[C/UPJ 
[CIRTI 
[C/LF] 
[HOME] 
[CLAJ 
[F1J-[F8J 

CMM0-7 
CMMD-8 
Cursor/down 
Cursor/up 
Cursor/right 
Cursor/left 
Home 
Cir 
Function Keys 

CTRL = control key 
CMMD = Commodore Key 

l ()9 



Program Options: 

After you have created your game once, you 1nay \Vant to 
go back again and try different options. Follo\v this chart 
to see what gan1e OJ>tions are on which page: 

Program Page Numbers 

Option Lines C6LI Aoole Co Co 

IA 

Fire + 1000-1100 119 137 153 
18 

Fire X 1000-1300 

2A 
Slow Entry 2000-2100 121 139 155 
28 

Fast Entry 2000-2300 

3A 
More Hits 3000-3100 123 141 157 
3B 

More Crashes 3000-3300 

4A 

See Smoles l.1000-4100 125 143 159 
48 

S ee.i T e.i rra rists LI000-1.1300 

SA 

Rescue Boomerang 5000-5100 127 145 161 
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SB 

Rescue Net 5000-5300 

6A 
See Exit 6000-6100 129 147 163 
68 
See Power Supply 6000-6300 

7A 
More Fuel 7000-7100 131 ll.19 164 
78 
Mare Amma 7000-7300 . 
'l'he (; segn1ents follow directly afterward on the same 
page. All (� line numbers start at an even 500; for 
exan1ple, the lines for seg1nent ;)(� start at ,1) 500 and 
\viii gn no higher than 5999. 



How to Play the Game 

Y uu must use the Scannervisiun secret '�eapon to stop 
the 1'cchnoterrurists frorn destroying Venr.uria. These 
evil villains have stolen V c11turia's power supply and kid
na ppe<l the S1nole sl:ientists. You rn ust drive the Scanner
vision remote-control vehicle, the Raster Rover, into the 
deep dark caverns of the terrorist n1oun tain fortress. You 
can save the Venturians if you recover the po\ver supply 
and rescue the Srnoles before Venturia's Electron batter
ies run our. 

\Vhc11 the game starts, your re1note-l:ontrol vehicle will 
enrer the ftrsl cavern. I r. \-Vi11 he dark. You will nor. be able 
LO see around you. 1\s you n1ove. the area surrounding 
your Raster Rover will light up and stay ht. You rnust not 
touch any \\'alls. They arc electrochargcd and '"'ill darn
age your vehicle. If you receive enough darnage, the 
vehicle "viii be destroyed and you will lose the game. 

· rhere are seven caverns . . -\II of r.hen1 have electrochar�ed 
\-Valls and attacking r.errorists. 'fhe r.crrorists will chase you 
and shoot you \\.'ith Lhcir vector ravs. Your Raster Rover ' , 

is equipped with a rnagna ray that you rnusl use to stop 
lhern before they destroy your vehicle. 

One of the seven caverns contains the sr.olen po\ver 
supply and another contains the rwcnty kidnapped Srnoles. 
You have already chosen if  you wish to go for these t\\.'O 
caverns inHncdiately and exit through the last t\\.'O caverns. 
()r you will have chosen to �o to these t'\vo caverns after 
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you have suc<:essfully rnancuvcrcd lhrough four caverns 
first. 

You have also already chosen which o�jects you wish to 
use on your n1ission. You chose your vchiclc"s rnagna-ray 
fire pattern, the type of arrnor on your vehicle, \vhelher it 
contains extra fuel or extra anuno, and if you will use the 
electronic boornerang or lhc laser nel to rescue the Srnolcs 
and recover the po\vcr supply. 

You also chose whal objects you \vish to be illurninatc<l 
by the Scanncrvision's rcrnotc-control vie\ving screen. You 
will he able Lo sec either the Sn1ules or the locations of lhe 
terrorists. And you \viii be able to see either the power 
supply or the cavern's exit location. You must pass through 
these exits to find your way successfully through the 
seven caverns. 1\s you progress, each <:avern has more 
terrorists in it than the last, so be ea ref ul! 

You start the game with a certain amount o f f  uel. Each 
move \viii dec:rea'le the fuel. You \viii have a lin1ited an1ount 
of a1nn1unition chat you can use to fire at the terrorists or 
blast \valls. You can pick up the Sn1oles or the po\ver 
supply by using the boomerang or a net. 

Your control panel \vill tell you lhc status of your 
vehicle, ho\v rnuch fuel, anununition, and tin1e you have 
left, as \'Vell as ho\v manv terrorists vou have stunned, 

; I 

hov• rnauv Srnoies you have rescued. and whether you , , , 
have recovered the power supply. 

Bev•are! You onlv have a li1nited ainount of lirne. The 
I 

clock is tic.king. I f  you do not accon1plish your n1ission 
before the clock n1oves ro zero, the Electron batteries will 
stop, Venturia \viii be plunged into eternal darkness, and 
the Technoterrorists '\ovill have triumphed. 

vVin or lose, at the end of each game, you \Vill be told 
your score. If you <lid not save Vcn1uria, you can try ' • i • 
again until you <lo! 
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Specific Instructions for 
Each Computer _ _ _ _ _ _ _ _ _ _  _ 

- - - - - - - - - - - - - - - - - - - - - - - - - - - -
Commodore 64: t:se .Joystick Port 2 f(n· your joystick. 
Use rhe FIRE but.ton to blasr terrorists. Lise the .Fl func
tion key (on rhe top right of your machine) to recover the 
Srnoles or the power supply. 

Apple: 1\djust your joystick so t.har it will move the vehi
<.:le srnoothly. LI sc either joystick button to blast rhe 
terrorists. l!se the space bar to recover the Smoles or the 
power supply. l'vtake sure that your shift lock key is pressed 
do\vn if you have one. 

Radio Shack C.oCo: J\<ljust your joystick so that i t  '.viii 
move rhe vehicle sn1oothly. t: sc the right joystick porl. 
l.jse the joystick .FIRE button to blast the terrorists. L:se 
the spa<�e oar to recover the S1noles or the po,vcr supply. 
Bcf(>re you begin typing your c:oc:o progra1ns, type: 

Pake 25, 6: NEW 

and press RETL:R:'.'\. This will give your C:oCo the n1axi
nn11n amount of progran1 n1c1nory. 

Rre you ready to save Venturia? 

'furn to page l 0 1  \vhen you have finished playing 
t.he game. 



Option Sheet 

i\!lark your choices as you 1nake them: 

Segment I 
Choice JA: Fire + 
Choice 18: Fire x -------------

Segment 2 
Choice 2R: Slow Entry 
Choice 28: Fast Entry 

Segment 3 
Choice 3R: Extra Hits ----------

Choice 38: Extra Crashes ---------

Segment l/ 
Choice LIA: See Smoles ---------

Choice 48: See Terrorists ---------

Segment 5 
Choice SA: Electronic Boomerang -----

Choice 58: Laser Net -----------

Segment 6 
Choice 6A: See Exit ----------

Choice 68: See Power Supply -------

Segment 7 
Choice 7A: Extra Fuel ----------

Choice 78: Extra Ammo ----------





- - - - COMMODORE 61./ 
GRME PROGRRM _ _ _  _ 
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_1-a - - - - - - - - - - - - - - - - - - - -
1 1  REK ARCADE EXPLORERS GAHE J 
21 RE" SAYE THE VENTUR I A N S !  
3 1  RE" COPYRIGHT SETH KCEVOY A N D  LAURE S M I T H  
4 1  REH PUBLISHED B Y  DELL BDDKS. I N C .  
5 8  BOSUB 7511s6DTO 8588 
1 11 1  REH F I RE + PATTERN 
1 1 11 RETURN 

_ J-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 
1 0  REM ARCADE EXPLORERS GAME l 
20 REH SAVE THE VENTUR I AN S ' 
31 REM COP Y R I G HT S E T H  MCEVOY AND LAURE S M I T H  
40 REM P U B L I S H E D  B Y  DELL B O O K S ,  I N C .  
5 1  G O S U B  7500: GOTO 8500 
1010 REM F I R E X PATTERN 
1 3 00 FORI = l T OB : f A ( I ) = F A C ! + S > : N E X T : RETURN 

_ _  l-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 
1 5 1 1  REH H A I N  LOOP 
1 5 1 5  A $ • " "  
1 5 1 1  I F  ( P E E K ( J S > AN D < F T > l < > 1 5  THEN GOSUB 3580 
1 5 28 OOSU8 4S88 1 REH I L L U M I N A T E  
1 5 3 8  F6•F 6+1 1 I F F 6 = 3  THEN F 6 = 8 1 60SUB 4 7 8 9  
1 5 4 1  GET A f 1  I F  A$•CH R $ ( 1 3 3 1  T H E N  GOSUB 5 7 8 0  
1 5 4 5  I F  IPEEK I J S I AND 1 6 J / 1 6 • 0  THEN GOSUB 1 6 1 1  
1 5 5 1  S3•S3- 1 1 BOSUB 2739 
155� IF SJ< 1 THEN SOTO 6 � 4 0  
1591 SOTO 1 51111 
1611 REtt F I R E  
1 612 I F  S2< 1 THEN RETURN 
1613 60SUB 3811 
161:5 F O R I � 1 T04 
1 6 1 1  K • Y P + F A C I + 4 > 1 J•PEEK C K ) 1 F A ( J + 8 > • 0  
1 6 1 :5  I F  J • H 3  THEN 16SI 
1 L ?a r r  .1 . u 1  T u r �  • �ma 
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_ _  1-c _ _  Continued _ _ _ _ _ _ _ _  _ 
1 6 2 S  I F  J=H2 THEN 1 7 S I  
1 6 3 1  GOTO 1 6 5 5  
1651 POKE K-FF 1 F A ( J ) 1 PO K E  K-FF +DF , 6  
1 6 5 :5  N E X T  
1661 GOSUB 5 7 7 8  
1 6 6 2  GOSUB 4510 
1685 S2•S2 - 1 1 GOSUB 2737 
1695 RETURN 
1 7 11 RE" SLOT TERRO 
1 71:5 POKE l< , HJ 
1 7 1 1  S5•S5+1 
1 7 1 5  BOSUB 2743 
1 7 28 GOSUB 1911 
1 1 41 eoro 1•s1 
1 7�1 REH BLOT CLUHP 
1 75 5  PDkE K , HJ 
1 761 62•S2-5 1 I F S2< 1 T H E N  s2�e 
1 7 6 5  BOSUB 2737 
1 7 9111 GOTO 1 6 5 0  
1 8 1 1  REH CATCH1 
1 885 FOR CC• 1 T D 1 1  
1 8 1 1  YY•CCt5+58 
1821 BOSUB 3918 
1825 N E X T  
1831 RETURN 
1 9 8 1  RE" CATCH2 
1 91� FOR C C • 1 TD21 
1 9 1 1  YY=211-CCtS 
1921 60SUB 3901 
1925 N E X T  
1 9 3 1  RETURN 

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING 
ON PAGE 11. 
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� �2-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2000 REM SLOW ENTRY 

2 1 0 0  S P = 5 : P S = 6 : R E T U R N  

_ _  2-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2000 REH F A S T  E N T R Y  

2 3 0 0  S P = 2 : P S = 3 : R E T U R N  

_ _  2-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2'11 RE" CREATE SCREEN 
2512 F O R l •HS TO HS+SC 1 P OKE I , H J 1 N E X T  
2:11:! FORH• 1 T 0 1 2  
2 :1 1 1  RP• F F + I N T < R N0 ( 0 ) t ( S E-S C ) I  
2 :! 1 2  l • l N T <RND C l ) t 4 ) + 1  
2 ' 1 '  FORJ • l T 0 4 1 FORK•lT04 
2'21 IF SC f ( J , J , K J • " I "  THEN 2530 
2'25 C•SC+RP+41tK + J + l 9 9 1 POKE C , H2 
2:!31 N E X T 1 N E X T 1 NEXT 
261111 REP1 BORDER 
2 6 1 1  FOR I • l T0 1 9 1 CaSC+FF+41tl+5t41 
2 6 1 :!  POKE C , H l 1 POKE C+39 , H 1 1 NE X T  
2621 FOR I • I T041 1 C•SC+FF+6t41+I  
262' POKE C 1 H 1 1 POKE C+40t 1 8 , H 1 1 N E X T  
2711 REP1 SCOREBOARD 
2 7 1 1  8$ • " N 1 F O R i c l T0401 B$•8$+SPf 1 N EXT 
2 7 1 5  8f•R1 f+Bf+R2f 
2721 PR I N T . < HOP1E > " 1 1 F O R i m 1 T 0 6 : PR I N T  B t ; 1 NE X T  
272' GOSUB 2 7 3 1 1 GOSUB 2 7 3 5 : 00SUB 2737 
2727 SOSUB 2 7 3 9 1 GOSUB 2 7 4 1 : GOSUB 2 7 4 3 1 RETURN 
2731 P R I N T  " ( HOHE > < C I D N l C C / RT > " R l f " F U E L » S P C I B I  

�AHHO"SPC l 8 > " T I H E " R 2 f  
2732 P R I N T " <HOME > CC/ON> C C / DN J C C / R T > • R t $"SMOLES 
2733 P R J N T " <HO" E > < C I D N } { C / O N J < C I ON J l C / R T > " R l f  

" T ERRORI S T S "  
2734 P R I N T " <HOHE J C C / O N l C C / DN ) { C / D N J { C / D N l " J I  

P R I N T " C C / R T > tt R 1 • " M E S S A B E 1 " R 2 t 1 RETURN 
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_ _ 2-c_Continued _ _ _ _ _ _ _ _  _ 
2735 P R I N T  " CHOK E> < C I D N > " S P C ! 5 1 R l f ; S I ;  

" (C / L F >  " J R2 t 1 RETURN 
2737 P R I N T  ff {HO"E} ( C / D N > wSPC ( l 7 > R 1 f 1 S 2J 

n cc/LF> " J R2fsRETURN 
2739 P R I N T  " C HO M E J C C / O N > "SPC < 29 J R 1 f J S 3 1  

" (C / L F >  " r R2 $ 1 R£TURN 
2741 I F  S4< 1 THEN RETURN 
2741 P R I N T " <HOME > CC/DN > < C I D NJ " SPC ( 1 3 l R 1 $ 1 1 

FORB• 1TOS4 1 PR I N T " • " 1 1 NE X T : PRINTSP$+R2$ 
2742 RETUR� 
2743 IF 55< 1 OR 55)21 THEN RETURN 
2745 P R I N T " CHOME > C C / DN l ( C / D N > C C / DN > " S PC < l J )  

R 1 f 1 1 FORB•1TOS 5 1 PR I N T " + " 1 1 NE X T 1 P R I N T SPf+R2$ 
2744 RETURN 
2811 PR J N T 1 PR I N T " W ANT TO PLAY AGA I N? "  
2815 P R I N T  " C PRESS Y I F  Y O U  D O > " 
2 8 1 1  B E T  Yf 1 J F Vf< > " Y "  THEN 2 8 1 1  
2 8 1 5  RUN 
2911 IF PR•I OR 54>1 THEN PRINT " Y O U  FAILED I N  

YOUR K I S S I ON " 1 60TO 2811 
291 1 PRINT "YOUR " ISS ION WAS A SUCCESS" 
2921 SOTO 28111!1 

WHEN YOU HAVE FINISHED TYPING. CONTINUE READING 
ON PRGE 30. 
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_ _  3-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3000 REM A L L O W  M ORE H I T S  
3 1 0 0  CR= l 0 : H T = 2 0 : RETURN 

_ _  3-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3111 REH ALLOW MORE CRASHES 
3319 CR•2 9 : H T• l l 1 RETURN 

_ _  3-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3511 RE" VEHICLE "OVE 
3515 I F  B l < I  THEN RETURN 
3 5 1 1  C•PEEK ( J S > AND F T 1 M X • l 1 M Y • I  
3521 IF C • 1 4  THEN MY•-4 0 1 D X • I  
3522 I F  C • 7  T H E N  " X • 1 a 0X•2 
3524 I F  C • 1 3  THEN M Y •4 1 a D X • l  
3526 I F  C • 1 1  THEN H X • - l : D X • 4  
3528 POKE Y P , 32 
3531 C•PEEK (YP+MY+HX l t GOSUB 3600 
3S3S C • - 1 7 7 • ( D X • l l - 1 7 1 • 1 D X • 2 l - l 7 S• I D X • 3 l  

- 1 79 • ( 0 )( • 4 )  
lS37 VP•VP+HV + H X 1 Y X • Y X + M X 1 VY•VV + I M Y/40> 
3541 POKE V P , H ll  
3�42 POKE VP-FF- M X - M Y 1 32 
3S4S POKE SC+VX+41tVV , C+b4 
3546 POKE SC+VX+41tYV+DF , 1  
3551 S 1 • 8 1 - 1 1 BOSUB 2735 
3 5 5 5  60SUB 5811 
3561 RETURN 
3611 REH CHECK FOR COLL I S I ONS 
3 6 1 1  I F  C•H3 THEN RETURN 
3621 IF C•H2 OR C • H I  OR C•H4 THEN eosue 6811 
3625 IF C•H7 THEN 5611 
3631 HX•l 1 M Y • l 1 R ETURN 
3711 REH TERRO HOVE 
3715 POKE Y+3 1 9 1 POKE V+5 , 1 1 POKE V+6 , 2 41 
3 7 1 1  POKE V , 4 5 1 POKE V+ l , 51 
� 7 1 �  Dnw� U�A '� 



1 2 4  Sl:.:Tll .\1c:F.V()Y A�D LALIRF S.v11Tll 

- -3-c _ Continued _ _  _ 

3721 POKE V + 4 1 b 4  
372:5 RETURN 
3811 REl'I F I RE 
3815 POKE V 1 24 6 1 POK£ V + J , 84 
3816 POKE V+7 , l t POKE V + 8 1 71 
3 8 1 1  POKE V +:5 1 l ll 1 POKE V +& , 1 38 
3 8 1 1  POKE V + l 2 1 l l l 1 POKE V + 1 3 1 1 3 S 
3821 POKE V + 2 4 1 1 4 
382� POKE V + 4 1 3 3 1 POKE V + 1 1 1 1 29 
383:5 POKE V + 4 1 3 2 1 PO K E  V+ l l , 1 2 8  
3841 RETURN 
3911 RE/'I C A T C H  
3 9 1 1  POKE V , l l l 1 POKE V + l , VV 

- - - - -

3 9 1 :5  POKE V + 5 1 1 36 1 POKE V + 6 1 1 36 1 PDKE V + 2 4 , 1 4  
39211 POKE Y+4 1 3 3  
3925 POKE Y+4 1 32 
3931 RETURN 

WHEN YOU HAVE FINISHED TYPING. CONTINUE READING 
ON PAGE 42. 



SAVE THE VE-"!Tl.RIA�S! 1 2 5  

_ _  4-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 
4000 REM SEE SMOLES 
4 1 0 0 TF=0: S F = F F : RETURN 

_ _  4-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 
400B REH SEE TERR O R I S TS 
4300 TF=FF 1 SF=0 : R ETURN 

_ _  4-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 
4511 REM ILLUMINATE 
4 S t l  F OR l • 1 T 0 9 1 C•PEEKCVP+F ( I ) )  
4 5 1 2  I F  C•HI THEN 4521 
4 5 1 5  POKE VP+F C i l - F F , C 1 POKE YP+F < I > -FF+DF , 9  
4521 NEXT1 RETURN 
4611 RE" CREATE TERROS 
4615 60SUB 4111 
4 6 1 1  FOR l • l  TO 2•SN 
4 6 1 5  J • I NT < RND ( l l * ( TS > > +SC+FF+TA 
4621 l F  PEEK < J l < >H3 THEN 4 6 1 5  
4625 POKE J , H 4 a TP C i l •J 
4635 POKE J - T F , H 4 1 PDKE J+DF-FF 1 4  
4651 NEXT1 RETURN 
4711 RE" HOVE TERROR I S T S  
4 7 1 1  FOR 1 • 1  T D  SNt2 
4 7 1 5  I F  PEEK C TP C i l l < > H4 THEN GOTO 46 1 5 1 1 • 1 - 1  
4721 K•T P < J > - H S 1 T V • I N T < K / 41 > 1 T X•K·T Y•41 
4725 AX•ABB C Y X - T X l 1 AY•ABS C V V - T V > 1 XD•l 1 V D = 0  
4731 I F  Ak >AV T H E N  4751 
4741 I F  T Y > Y V  THEN Y D• - l 1 BDTO 4760 
4744 VD• l 1 SOTO 4 7 6 1  
4751 I F  T K < Y X T H E N  X D= 1 1 BOTO 4 7 6 1  
4754 XD•-1 
4761 SOSUB 4811 
4764 I F  Fl• l THEN 4781 
4766 H • l  
4768 K • I N T < RN0 ( 1 > •4 > t X D • 0 r VD•6 



1 26 SFTH Mc.J::\'()Y A'.\/D [,;\ lll{[ Sx! ITII 

_ _  4-c_Continued _ _ _ _ _ _ _ _  _ 
4772 &OSUI 4818 
4774 IF F L • l  THEN 4781 
4776 H • H + l 1 I F  H<4 THEN 4768 
4778 RETURN 
4781 J•T P C l > + X D+41•YD 
4782 POKE TP t J > , 32 1 POKE T P t I > ·TF , 32 
4791 POKE J , H4 1 T P t I > •J 
4793 POKE J - TF , H41 POKE J+DF-F F , 4  
4794 NEXT 
479\5 RETURN 
4811 AE" HOVE T R Y  SUBROUTINE 
4811 FL•I 
4812 C•TP t I > +XD+41*VD 
4814 IF PEEK t C > •HI THEN C•H41 GDSUB 6811 
4816 I F  PEEK C C > •l2 THEN FL• 1 1 SOSUB 3718 
4818 RETURN 
4851 XD • 1 1 RETURN 
4861 XO• - l 1 RETURN 
487. YD• 1 1 RETURN 
4874 IF FL•l THEN K•1 
4881 YD•- 1 1 RETURN 

WHEN YOU HAVE FINISHED lYPING, CONTINUE READING 

ON PAGE 56. 



S.A. VF. TH.E V.EN'J'CRIA�S! l 2 i  

5-a - - - - - - - - - - - - - - - - - - - - -

5 0 0 0  R E M  RESCUE w r T H  BOOMERANG 
5 1 0 0  BF=0 : B 1 = 4 0 : 82=4 1 : RETURN 

5-b - - - - - - - - - - - - - - - - - - - - -

:5111 RE" RESCUE W I T H  NET 
:5311 BF• 1 2 1 8 1 • 1 02 1 82•2301 RETURN 

_ _  s-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

:5:511 REM CREATE E X I T  
:5:5 1 1  J • I NT C R ND C l l • < T B > > +SC+FF+TA 
:5 :5 1 5  J F  P E E K f J ) ( ) H3 THEN 5 5 1 0  
:5 :5 1 6  J F  P E E K f J + 1 > < >H3 THEN 5 5 1 0  
:5 :5 1 7  I F  P E E K C J - J > < > H 3  THEN � 5 1 0  
5'21 POkE J , H 7 z l l = J  
:5:522 I F  AL•1 THEN POKE J-FF , H 7 : P O KE J-FF + D F , 6  
:5:52:5 J • L l -H S 1 L 2 • J N T C J / 4 1 ) 1 L3=J-L2t40 
5:531 RETURN 
5611 RE" N E X T  SCREEN 
:56 1 1  JF SN•S THEN 6988 
5 6 1 5  GOTO 8811 
:57111 REI'! RESCUE 
�71� FOR l • 1 T03 
:5 7 1 8  J=BN C B F + I + 3 t D X - 3 J + V P 1 K=PEEK ( J )  
:5 7 1 :5  I F  K • H 5  THEN GOSUB 5780 
S 7 1 7  I F  K • H 6  T H E N  606UB :5790 
:5721 I F  K< >H3 THEN 1 • 3 1 G O T O  5731 
:572:5 POKE J - F F , B 1 1 P OKE J - F F + D F 1 6 1 GOSUB �779 
:5727 POKE J - F F , 821POK£ J-FF+DF , 6 : GOSUB �778 
:5728 POKE J - F F , H3 
:5731 N E X T  
:5741 GOSUB 1 8 1 1  
:577:5 RETURN 
:5778 FOR I I • 1 T 0:59 1 N E X T 1 RETURN 
:5781 REI'! RESCUE Sl'IOLE 
�782 POKE J , H3 1 POKE J - F F , H 3  



l l_J8 SFTH !\-Id:: \'OY i\  'JD L;\ LI RE S�11 TI!  

_ _  5-c _continued _ _ _ _ _ _ _ _ _  _ 
5784 GOSUB 791110 
5786 S4•64- 1 1 GOSUB 2741 
5788 RETURN 
5791 REH RESCUE PS 
5792 POKE J , HJ 1 POKE J - F F , H 3  
5794 GOSUB 7 911111 
5796 POKE SC+ 1 1 7 1 1 6  
!5797 PR• 1 
!5798 RETURN 
SBll REl1 T I CK 
seas POKE V+3 , 9 1 PDKE V+� , 0 1 P OKE V + 6 , 2 4 111 
5 8 1 1  POKE V , 4 5 1 POKE V+ 1 , 6 7  
5 8 1 5  POKE V+4 , 6 5  
5821 POKE V+4 , 6 4 
5825 RETURN 
5911 RE" CRASH SOUND 
5915 POKE V+1 1 9 1 P OKE V+5 1 4  
5916 POKE V+6 1 7 2 1 POKE V+4 1 1 2 9 : POKE V+4 1 1 28 
5 9 1 1  RETURN 

WHEN YOU HRVE FINISHED TYPING. CONTINUE RERDING 

ON PRGE 69. 



SAVE TllE \'ENTL'RIA'JSI 

6-a - - - - - - - - - - - - - - - - - - - - -

6000 REM S E E  E X I T  
6 1 0 0  AL = l : R E T U R N  

6-b - - - - - - - - - - - - - - - - - - - - -

6000 REM S E E  POWER S U P P L Y  
6300 AL=0: RETURN 

6-c - - - - - - - - - - - - - - - - - - - - -

6811 RE" YOU "OVE AND CRASH 
6811 " X • l 1 ,.Y1:I 
6 8 1 :5  I F  C•H4 T H E N  GOTO 6851 
6821 ... . . WALL ! " + STRf < C R J + •  CRASHES LEFT ! "  
6821 SOSUB 6911 
682:5 GOSUB :5910 
6827 CR•CR · l 1 I F  CR< l THEN 6971 
6831 RETURN 
68:51 "$• " T ERRORIS T ! "+STRf ( H T ) + •  H I T S  LEFT ! "  
68:51 SOSUB 6911 
68:SS SOSUB :5911 
68:57 HT•HT- l 1 I F H T < l  THEN 6951 
6911 RE" "ESSASES 
6 9 1 1  P R I NT . < HO .. E J {C/DNJ { C / D N J {C/D N > < C I D N > "  

SPC l 1 2 > R l S 1 M S 1 SPC <:Sl-L E N ( M$ l l R2$1 RETURN 
6941 RE" END OF 6A"f FROM T I ME 
6 9 4 1  P R I N T • < C L R > < C I D N J Y O U  RAN OUT O F  T I M E ! "  
694:5 SOTO 6990 
69:51 RE" END OF GAME FROM H I TS 
6 9 :5 1  P R I N T • <CLR J C C / DN> YOU WERE H I T  BY TOO MANY 

TERRORI ST S ! •  
69:5:5 SOTO 6991 
6971 RE" END OF GA"E FRO" CRASH 
6 9 7 1  P R I N T • < CL R > <CIDN>YOU H I T  TOO MANY WALLS ! "  
697:5 S O T O  6991 
6981 RE" END OF GA"E FRO" W I N  
6981 P R I N T  " <C L R > C C / D N > YOU ESCAPED FROM 

T�RRn R T � T  rAV�RM� • ·  



130 SETH McEVOY AND LAURE SMITH 

_ _  6-c_ Continued _ _ _ _ _ _ _ _  _ 

6998 P R I N T 1 P R I N T " YOUR F I NAL SCORE 1 " 1 P R I N T  
6991 P R I N T " YOU RESCUED " ; 2 0 - S4 ; " SMOLES" 
6992 P R I N T " YOU STUNNED " J S�; · TERROR I S T S "  
6993 PRINT " Y O U  HAD " 1 5 3 1 " T I CKS OF T I ME L E F T '' 
6994 P R I N T " Y O U  HAD " 1 52 1 "  ZAPS OF AMMO LEFT" 
699� P R I N T " Y O U  HAD " 1 5 1 1 "  PECKS OF FUEL L E F T "  
6996 8t• " ( C / L F J " 1 I F PR=9 THEN B t = " N O T "  
6997 P R I N T  " YOU D I D  " 1 Bf 1 "  GET T H E  POWER 

SUPPLY ! " i P R I N T 1 GDTD 2999 

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING 
ON PAGE 86. 



SA VJ:: THE VE:-JTl.IR !ANS� J.3 I 

7-a 
7111 REH HORE FUEL 
7111 S 1 • 1 Sll 1 S 2 • 1 0 1 1 RETURN 

7-b 
7000 REH HORE AHHO 
7 3 0 0  S 1 = 1 00 0 : S 2 = 1 5 0 : RETURN 

7-c 
7511 P R I N T  • ( CLR> <CIDN> <RVON> ARCADE 

EXPLORERS SA"E 1 <RVOF > • 1 PR I NT 
7513 P R I N T  • CRVON)RULES<RVOF > "  
7515 P R I N T 1 P R I N T  • A V O I D  THE TERRORISTS 

<RYON)+CRVOF> • 
7511 P R I N T 1 PRINT •RESCUE THE SHOLES 

<RYO N > S < RVOF> AND PONER SUPPLY CRVON> P < RVO F > "  
7521 P R I N T 1 PRINT • F IND THE E X I T S 

(RYON) •<RVOF} n l  REHN •"•SHIFT Q 
7525 P R I N T 1 PR I N T  • A V O I D  T H E  WALLS 

CRVDN>>:: <RVOF> 11 1 R EH " ><• •SHIFT V 
7531 P R I N T 1 P R I N T  • CRVON>ACTION<RYOF > " 
7535 P R I N T 1 PRINT•HOYE W I T H  J O Y S T I C K  C P O R T  2 ) "  
7541 PR I N T 1 PR I N T  ·usE F I RE BUTTON TO DESTROY 

<RYON>+<AYOF> • <RYON)>(CRVOF > •  
7545 P R I N T 1 P R I N T  •RESCUE CRYON > S C R VOF> � 

CRYON>P<AVOF> N I TH < F t >  K E Y •  
7591 P R I N T 1 PR I N T 1  P R I NT •  <RVON>PRESS 

ANY KEY TO STARTCRVDF > •  
7595 SET At 1 I F A i • " •  THEN 7S9S 
7596 P R I NT · c cLR ) •  
7597 RETURN 
7811 RE" CREATE S�OLE PR ISON 
7815 FOR l • I T021 
7 8 1 1  J • I N T I RND C l l • f T B l l +SC+FF+TA 
7815 I F  PEEK ( J > < > H3 THEN 7 8 1 1  
7821 POKE J , H S 1 POKE J - S F 1 H 5 1 POKE J+DF·FF , 7  
782!'S NEX T 1 RETURN 
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_ _  7-c_Continued _ _ _ _ _ _ _ _  _ 

7841 RE" CREATE PONER SUPPLY 
7851 J • I N T ( R NO ( l ) • ( T 8 ) ) +SC+FF+TA 
78S:5 JF PEEK ( J ) < >H 3  THEN 7BSI 
78•1 POKE � , Ho 
786S I F  AL•I THEN POKE J-FF , H61 POKE J-FF+DF , 3  
7891 RETURN 
7911 RE" CA TCH3 
7911 POkE V , 31 1 POKE V+ 1 1 2� 
7921 POKE V+2 , 2 2 4 1 POKE V +l , 1 2 4  
7931 POKE Y+S , S 1 1 POKE V+o,2e4 
7941 POKE Y+24 , 1 4  
79SI POKE V+4 ,oS 
79:5:5 POKE V+4 1 6 4  
79111 RETURN 
8 5 i 0  REM V A R I A B L E S  
8 5 1 0  SCa l 0 2 4 : F F = 0 : S E = S C + 6 3 7 1 CS=S�296 
8 5 1 1  D F = C S - S C : V=54272 
8 S 1 5  PR=0 
8520 5 3 = 1 0 0 0 1 54=20 : 5 5=0 
8525 HS = 4 9 1 S 2 : FF=HS-SC 
8530 JS=56320 : F T = 1 5 1 REM PORT 2 • JOYSTICK 
8535 H 0 = 24 1 : H 1 = 8 1 : H2 = 2 1 4 : H3=32 : H4 = 1 7 1  
8536 H5= 1 4 7 : H 6 = 1 4 4 : H7=209 
8540 V X = l 9 : VY = 1 4 : V P = H S + V X + 4 0 • V Y  
asse R 1 $ = " <RVONJ < B A N } " : R2S= " C RVOF } { L B L U J H 
8 5 5 1  S P $ = C HR f ( 3 2 )  
9555 SN=0 : T A•280 : T B s 1 0 2 4 - 3 2 0  
8 6 0 0  REM L O A D  SCREEN 
8605 D I M  SC $ ( 4 1 4 1 4 )  
8 6 1 0  D A T A  " 0 1 0 1 0 1 1 0 1 0 1 00 1 0 1 "  
8 6 15 DATA " 0 1 0 1 1 0 1 0 0 1 1 0 1 0 0 1 "  
8620 DATA " 1 0 1 0 0 1 0 1 0 1 1 0 1 0 1 0 "  
8625 D A T A  " 1 0 0 1 0 1 1 0 0 1 0 1 1 0 1 0 "  
8 6 3 0  FO R I = I T 0 4 : REA08$ : FOR J = l T0 4 : F O R K a l T04 

CONTINUE TYPING ON PAGE 133. 



SAVE TllF VE!\Tl"R!ANS! 133 

_ _  7-c_Continued _ _ _ _ _ _ _ _ _  _ 
8631 SC $ ( J , J , K > = H I 0 $ ! 8 $ , J + 4 * ( K - 1 >  , l l  
8635 N E X T : N E X T : N E X T  
8650 R E M  I L L U M I N A T E  DATA 
8655 OATA - 4 1 , - 4 0 , - 3 9 , - 1 , 0 1 1 , 3 9 1 4 0 , 4 1  
8669 FOR I = 1 T09: READ C : F ( J ) =C : NE X T  
8665 DATA - 4 s , -e0 , - 1 2 s , 1 , 2 , 3 , 40 , 8 0 , 1 2 S , - 1 , 

- 2 , - 3 
8670 DATA - 4 1 , - 4 0 1 - 3 9 , - 3 9 , 1 , 4 1 , 3 9 , 4 0 , 4 1 , - 4 1 , 

- 1  I J9 
8675 D I M  B N ! 2 4 J : F OR I = 1 T 0 2 4 1 REAO BN < I l 1 N E X T  
8680 DATA 66 , 6 7 , 66 , 67 , - 4 0 , 1 1 4 0 , - 1  
8685 DATA 7 8 , 7 7 1 7 8 , 7 7 1 - 39 1 4 1 1 3 9 1 - 4 1  
8 6 9 0  D I M  FA < 1 6 l 1 F OR l = l T O l 6 : REAO F A < I J : NE X T  
8695 POKE 5 3 2 8 0 1 0 1 P O K E  5 3 2 8 1 , i : P R I N T " CCLR} " 
8 7 0 0  REM O N E - T I M E SETUP 
8 7 1 1  FO R J = 1 T 0 2 4 1 POKE V+ I 1 0 1 N E X T 1 P O K E  V+2 4 , 1 S  
8 7 1 5  D l l'I  T P < 1 4 J  
8 7 2 5  GOSUB 21 1 0 1 6 0 S U B  S000: 6 0 S U B  1 0 00 
8 7 3 0  G O S U B  60001 60SUB 7 0 0 0 : S O S U B  3 0 0 0  
8 8 0 0  REM E V E R Y  SCREEN SETUP 
8 8 0 4  P R I N T u < C L R l < C I D N > P LEASE WA I T . , , , •  
8805 SNaSN+ 1 1 F O R J = l T O S N 1 G O S U B  590 0 1 N E X T  
8 8 1 0  G O S U B  2500 
8 8 1 5  F O R 1 = 1 T 0 9 1 POKE VP+ F ( l ) 1 H 3 1 NE X T  
8820 POKE V P , H l : D X = l : POKE Y P -F F , H 0 
8 8 2 1  POKE VP-FF+DF,3 
8 8 2 5  GOSUB 4600 : R El'I CREATE TERRO R I S T S  
8832 IF SN•SP THEN SOSUB 7881 
8834 I F  S N = P S  THEN SOSUB 7841 
8 8 4 1  GOSUB :S:Slllll 
8900 P O K E  b 3 1 , l : G O T O  1 see 

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING 
ON PAGE 91. 





- - - - RPPLE II 
GRME PROGRRM _ _ _  _ 





SA VF TI I E \.'E�Tl)RlA�S� I '.�7 

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

988 REH ARCADE EXPLORERS GAME 1 
9 1 9  RB1 SAVE THE VENTUR IANS� 
929 REH COPYRI GHT SETH MCEVOY 
930 REH AND LAURE SMITH 
949 REH PUBLISHED BY DELL BOOKS , INC . 

958 GOSUB 378 0 :  GOTO 8508 
1 8 9 8  REH F I RE + O R  X 
1 1 8 9  RETURN 

1-b - - - - - - - - - - - - - - - - - - - - -

900 REM ARCADE EXPLORERS o.aNE l 
9 1 0  REM SAVE THE VENTURIANS1 
920 RB1 C OP'f R I GHT S £T H  M C  Et...10Y 
930 REM �D LAURE SM I T H  
940 REH PUBLISHED BY DELL BOOKS, INC. 
950 GOSUB 3708 : GOTO 8500 
1 0 0 0  REM F I RE + OR X 
1 30 0  FOR I =  1 T O  4 :  FOR J = 1 T O  2 : FF < l  , J >  

- FF< l + 4 , J ) : NEXT : NEXT : RETURN 

_ _  l-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

1 5 0 0  REH MAIN LOOP 
1 5 1 5  GOSUB 270 0 :  REM PRINT SCORE 
1 525 GOSUB 350 8 :  R81 JOYST ICK 
1 530 GOSUB 45 09 : REM I LLUMl�TE 
1 535 GOTO 1 60 0 : REM CHECK FOR EXIT 
1 540 I F  PEEK < 49250) > 1 27 THEN GOSUB 1 70 0  

REM F I R E  AT TERRO 
1545 GG = GG + 1 :  I F  GG = 3 THEN GG = 0 :  GOSU 

B 470 0 :  RB1 MOVE TERROS 
1550 I F  PEEK < 4 9249) I 1 2 7 THEN GOSUB 5780 
1568 S3 = S3 - 1 :  I F  53 < 1 THEN EF = 6 :  GOTO 

6800 
1 570 GOSUB 450 0 : REH l LLU1INATE 2 
1598 GOTO 1 580 
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_ _  1-c_ Continued _ _ _ _ _ _ _ _  _ 

1 6 1 8  I F  EF = 2 THEN H()1E :M$ = •NEXT CAVE . .  
. PLEASE WA I T " : GOSUB 278 8 :  GOTO 8800 

1 6 20 I F  EF = 1 THEN HH = H H  - 1 :H$ = • TERROR 
IST 1  I + ST� <HH> + . HITS LEFT " :SS = 8 :  

GOSUB 580 0 : I F  HH < 1 THEN 6808 
1 630 I F  EF = 3 THEN CC = CC - 1 :M$ = •WALL' 

• + STR$ <CC> + • CRASHES LEFT · : s s  = 8 :  G 
OSUB 580 8 :  I F  CC < 1 THEN 6800 

1 648 I F  EF = 4 TH EN MS = "YOU GOT THE POWER 
SUPPLY ! " : SS = 7 :  GOSUB 580 0 :36 = 1 

1 650 I F  EF = 5 THEN 54 = S4 - l : SS = 6 :  GOSU 
B 580 0 : I F  54 < 1 THEN H'$ = "YOU GOT ALL S 
MOLES I .  

1 690 EF = 0 :  GOTO 1 540 
1 70 8  REH F I RE AT TERRO 
1 785 I F  S2 < 1 THEN RETURN 
1 70 7  SS = 3 :  GOSUB 5808 
1 7 1 0  FOR I = 1 TO 4 :  GOSUB 1 798 
1738 C$ = HS$<VZ , HZ >  
1 735 I F  CS = " T "  THEN HS$(VZ , HZ ) - • • : ss = 

SS + l : SS = 5 :  GOSUB 580� 
1 737 I F  CS = · x ·  THEN HSS<VZ , HZ )  - • • : s2 = 

52 - 5 :  I F  S2 < 8 THEN S 2  = 0 
1 740 I F  CS < > • " THEN 1 755 
1 758 HTAB HZ : VTAB VZ : PRINT • + • ; 
1 755 NEXT :52 = 52 - 1 
1 768 FOR I = 4 TO 1 STEP - 1 
1 770 GOSUB 1 798 
1 7 75 HTAB HZ : VTAB VZ : PRINT HS$(V2 , H 2 > ; :  NE 

XT RETURN 
1 798 VZ = l.J..J + FF< I , l > :HZ = 1-fJ + FF < I , 2 > : RET 

U RN  

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING 
·oN PAGE 11.  



S:\VE I HF VFNTl:RIA\'S! 

2-a 
- - - - - - - - - - - - - - - - - - -

2000 REH SLllJ OR FAST B'lTRY 
2 1 0 8  SP = 5 : PS = 6 :  RETURN 

2-b 
- - - - - - - - - - - - - - - - - - - - -

2888 REH SLC:W OR FAST e�TRY 
2388 SP = 2 : PS = 3 :  RETURN 

_ _ 2-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2500 REM CREATE SCREEN 
2502 VTAB 4 :  HTAB VM + 1 :  INVERSE : PRlr-IT " T  

lt4NELING" : NORMAL 
2585 FOR I =  1 T O  VM :  FOR J = 1 TO 1-11 : HS$( 1 1  

J >  = "  • :  GOSUB 2598 : NEXT : GOSUB 2559 : N 
EXT 

2508 FOR K = 1 T O  0 
2509 LET 2 = PEEK < 49 20 0 )  
2518 VZ = INT ( RND ( 1 )  * 1 2  + 6 > :H2 - INT 

< RND < 1 )  * 32 + 2> 
25 1 5  C = lNT ( RND \ 0 )  * 4 + 1 )  
2520 FOR I = 1 T O  4 :  FOR J = 1 TO 4 
2525 HS$<VZ + I , HZ + J )  = SC$ < C , I , J >  
2530 NOO : NEXT : NEXT : RETURN 
2550 HTAB I :  VTAB 4 :  PRINT " > " ; :  RETURN 
2590 l F  l = 6 TH8'1 HS$ ( 6 , J >  = " N "  
2592 I F  l = � THEN HS$<1..t1 , J >  = "N" 
2594 I F  J = 1 THEN HS$< l , 1 >  = " N "  
2596 I F  J = lf1 THEN HS� < I  , HM >  = "N" 
2'598 RETURN 
2608 REM DOORWAYS 
2 6 1 0  DW = lNT < RND < 1 >  * 4 + l )  
2628 Cl'f 1)....1 GOSUB 2638 , 2649 , 2650 , 2660 
2625 HSS<VZ ,HZ > = ' E " ! I F  AL = 1 THEN RETURN 

2628 HTAB HZ : VTAB VZ : PRINT M E " ; :  RETURN 
2630 VZ = 6 : H Z = 1 9 :  RETURN 
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_ _  2-c_Continued _ _ _ _ _ _ _ _  _ 

2640 V2 = 1 3 : HZ = 38 : RETURN 
2650 VZ = 2 2 ; H Z  = 1 9 :  RETURN 

2660 VZ = 1 3 : HZ = 1 :  RETURN 

2780 REM SCOREBOARD 
27 1 8  VTAB 1 :  HTAB 1 :  PRINT " FUEL " ; S l ; •  � 

0 " ; S2 ; "  T I ME " ; S3 ; "  • 
2 7 1 5  VTAB 2 :  HTAB 1 :  PRINT " SHOLES " ; S4 ; "  

TERROR I ST S  " ; SS ; "  " 

27 1 7  VTAB 3 :  HTAB 1 0  + LEN ( M$) : FOR I =  1 
TO 28 - LEN ( !1i ) : PRINT • " ; : NEXT 

. 2729 VTAB 3 :  HTAB l : PRINT "MESSAGE; " ;11$ 
2722 VTAB 4 ;  t-ITAB 1 :  FOR I =  1 TO 3 8 :  HTAB I 

: PRJNT CHRS ( 9 5) ; :  NEXT 
2725 VTAB 1 :  t-ITAB 1 :  RETURN 

WHEN YOU HAVE FINISHED lYPING. CONTINUE READING 
ON PAGE 30. 
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_ _  3-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3688· REH iALLW MORE HITS OR CRASl-IES 
3118 HH = 20:CC = 1 8 �  RETURN 

_ _  3-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3 0 0 0  REM ALLa.J MORE H I T S  OR CRASHES 
3308 HH = 1 0 :CC = 20 : RETURN 

_ _  3-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3589 REM VEHl CLE M�E 

3505 VD = 0 : HD = 0 
3 5 1 0  HP = PDL < 0 > :VP = PDL \ 1 )  
3 5 1 5  I F  VP < SS THEN VD = - l : DX = 1 
3520 I F  HP > 200 THEN HO = l : DX = 2 
3525 I F  lJP > 200 THEN VD = 1 : DX = ,  3 

3530 I F  HP < 5 5  THEN HD = - 1 : DX = 4 
3535 C = ABS <VD> + ABS <HD> : I F  C > 1 OR C 

= 8 T H EN RETURN 
3537 I F  S l  = e THEN RETURN 
3548 HS$ < v.J , tfJ )  = • • 
3545 HZ = HV + HD:VZ = VJ + V D :  GOSUB 3600 
3558 HV = 1-f-) + H l> : W  = W + V D  
3555 HS$<VV , HV )  = DX$ ( DX >  
3560 I F  HC + VD = 0 THEN RETURN 
3565 St = St - 1 :  I F  S 1  < 0 TH8'1 Sl - 0 
3570 SS = 1 :  60SUB 5000 
3575 RETURN 
3609 REM CHECK FOR COLL I S I CJ'llS 
3 6 1 6  C$ = HS$(VZ , H Z >  
361 S I F  C$ = " " THEN RETURN 
3620 I F  C$ = • r •  THB'll EF = 1 
3625 I F  C$ ; " E "  THEN EF = 2 
3638 I F  CS = ·x� OR C$ = �N" THEN E F  = 3 
3680 HI> = 0 :VD = 0 :  RETURN 
3700 REM INSTRUCTIONS 
3705 Hl)1E : INVERSE � PRINT • ARCADE EXPLORE 
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_ _  3-c_Continued _ _ _ _ _ _ _ _  _ 

RS GPME 1 " 
3 7 1 0  PRINT : HTAB 1 0 :  PRINT " RULES " 

3 7 1 5  NORMAL : PRINT : PRINT uAVO I D  THE TERRO 

RISTS: T "  
3 720 PRINT PRINT " RESCUE THE SHOLES: S" 

3725 PRINT : PRINT "AND THE FOWER SUPPLY : P "  

3736 PRINT : PRINT " F IND THE EXITS : E "  
3735 PRINT : PRINT "AND AVO I D  THE WALLS: X N 
3740 PRINT : HTAB 1 0 :  I�ERSE : PRINT " ACTI 

CN " : NORMAL 
3745 PRINT PRINT "MOVE WI1H JOYST I CK 

3750 PRINT : P R I NT " RESCUE WITH BUTTON 0 
3755 PRINT : PRINT " F I RE WITH BUTlON 1 
3760 PRINT : INVERSE : PRINT • PRESS BlJTTCtl 

9 TO BEGIN " : NORMAL 

3765 I F  PEEK ( 49249) < 1 28 THEN 3765 
3779 Hll1E : PRINT K P LEASE WA I T  . • .  · :  RETURN 

WHEN YOU HAVE FINISHED TYPING. CONTINUE READING 
ON PAGE 42. 
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LI-a 
- - - - - - - - - - - - - - - - - - - - - -

4889 REH SEE SMOLES OR TERROS 

4 1 8 8  ST = 9 :  RETURN 

_ _  Y-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4889 REH SEE SMOLES OR TERROS 
4388 ST = 1 :  RETURN 

_ _  Y-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4500 REM I L LLt1 INATE SCREEN 
45 1 0  FOR I = VV - 1 TO l.JV + 1 : FOR J = HV -

1 TO HV + 1 
4520 VTAB l :  HTAB J 
4525 PRINT HS$( l , J ) ; 

453e NEXT � NEXT : RETURN 
4600 REM CREATE TERRORISTS 
4 6 1 8  FOR I = 1 TO 2 * SN: GOSUB 4900 
4620 GOSUB 48@ 0 : NEXT : RETURN 
4708 REM HOVE TERRORI STS 
4785 FOR I = 1 TO 2 * SN 
4787 TF = 8 : PF = 0 
4 7 1 0  I F  HS$<VT< I > , HT < 1 > )  = • " THEN GOSUB 4 

90 0 :  GOSUB 4800 
4 7 1 5  VA =  ABS (V'J - V'T < J > > : HA = ABS < �  - H 

T< I > > :VD = 0 : HD = 0 
4720 I F  HA ) (t)A) THEN 4750 
4725 PF = 1 
4730 I F  VT ( J )  > v.J THEN V D = - 1 :  GOTO 4760 
4748 V D = 1 :  GOTO 4768 
4750 I F  HT< l )  < HV THEN HD = l :  GOTO 4760 

4755 HD = - 1 
4760 T F  ; TF + 1 

4765 V Z  = VT( J )  + VD : HZ = HT< I >  + HD 
4767 I F  HS$ ( V Z , H Z >  = OX$ ( 0) )  THEN EF = 1 
4768 I F  HS$(VZ , HZ )  < > • " THB\I 4780 
4770 HSS<VT< I > , HT < I > >  = • " : HTAB HT < I > . :  VTAB 
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VT( l ) :  PRINT . I ; :  GOSUB 4809 
4775 NEXT : RETURN 
4789 I F  TF > 2 THEN 4775 
4785 I F  PF = 8 THEN 4725 
4786 GOTO 4750 
4800 REH (l\jE TERRO 

4 0 1 8  VT< I ) ::: V2 : Hl ( l )  = H Z : HS$<VZ , H Z >  = " T "  
4 8 1 5  Z� ::: • " ; I F  ST = 1 THEN ZS = " T "  
4020 HTAB HT < I > :  VTAB VT( l ) ;  PRINT 2$ ; :  RElU 

RN 

4908 REM RPNOCl'1 CREATE 

4 9 1 0  V2 = INT < RNO < 1 >  * 1 6  + 6> : HZ = INT 

< RND < 1 >  * 37 + 2) 
4920 I F  HSf <VZ , HZ > < ) • I THEN 4 9 1 0  
4925 I F  ABS <VZ - VV> > 3 �D ABS <HZ - HV 

> > 3 THEN RETURN 
4938 GOTO 4 9 1 0  

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING 
ON PRGE 56. 
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_ _  5-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5888 REM USE BOCl1ERA'-IG OR NET 
5 1 88 RETURN 

_ _  5-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5 0 8 0  REH USE BOCt1ERANG OR NEi 
5308 FOR 1 = 1 TO 4 :  FOR J = l TO 3 : BN< l , J >  

= 6t�< I + 4 , J > : NEXT : NEX1 : 13N < 4 , 4 )  = BN < B  
1 4) :  RETURN 

_ _  
5-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5788 REH RESCUE BOC11ERPl>IG OR NET 
5 7 1 0  KLS = " < w :KR$ = " ) " :  I F  BN C 4 , 4 )  = 1 THEN 

Kl$ = " l " :KR$ = CHRS C 1 27 )  
5715 C = BN < DX 1 3) :KK = 3 
5729 I F  C = t THEN VD = - l : HD = 0 
5722 I F  C = 2 THEN VO = 0 : HO = 1 

5�2i I� E = � f�� �B = � i�B = 
0

- 1 

5��� s�o� � :-Gos8g ��6iosuB s19e 

5737 I F  CS = • p• THEN EF = 4 : HSS<VZ , H Z >  - " 
" : C-. = "  • : GOTO 5741 

5738 I F  C$ = • s •  THEN EF = 5 : HSS<VZ , H Z >  - " 
" : C$ = "  • : GOTO 5741 

5748 I F  CS = • " THEN GOTO 5742 
5741 HTAB HZ : VTA8 VZ : PRlN'T • u ; : KK = I  - 1 

: 1 = 3 :  GOTO 5758 
5742 HTAB HZ : VTA8 V2 : PRINT KRS; 
5743 FOR J = 1 TO 1 5 8 : NEXT 
5744 HTAB HZ : VTAB VZ : PRINT KLt; 
5758 NEXT 
5760 FOR I = KK TO l STEP -- l 
5763 GOSUB 5790 
5765 HTAB HZ : VTAB V2 : PRINT • • ; 
5770 NEXT : RETURN 
5 790 VZ = W + BN < DX ,  1 ) + < < I - 1 > * VD) 
5772 HZ = HV + BN < DX . 2 > + < < I  - 1 )  * HD> 
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_ _ 5-c _Continued _ _ _ _ _ _ _ _ _  _ 

5793 C� = HS$(V2 ,HZ J :  RETURN 
5808 REM SDl.liDS 
5805 ON SS GOSUB 581 0 1 5B2 0 , SS30 , 5940 1 585Q ,58 

68 ,5870 , 5 880 ,5890 
5007 RETURN 
5818 FR = t : DU = 5 :  GOSUB 6658 : RETURN 
5020 FOR Y = 5 TO 1 STEP - l : D U  � 5 i F R  = Y 

* 30 : GOSUB 6650 : NEXT : FOR Y = 1 T O  S : FR 
= Y * 38 : GOSUB 6650 : NEXT : RETURN 

5838 FOR Y = 1 TO 4 : DU = 30 : FR = 250 : GOSUB 
6650 : DU = S : F R  = 1 0  * 5 :  GOSUB 6650 : NEXT 
: RETURN 

5840 FOR YY = 1 T O  3 : 0U = 45 : FR = 200 ; GOSUB 
6650 : NEXT : RETURN 

5850 FOR Y-Y = 20 TO 1 STEP - 1 : FR = YY * 1 0  
+ 50 : DU = 5 ;  GOSUB 6650 : NEXT : RETURN 

5960 FOR I =  1 T O  1 2 : DU = 1 0 : FR = 200 : GOSUB 
6650 : NEX'T : RETURN 

5870 DU = 1 0 :  FOR 1 = 1 T O  1 9 : FR = se : GOSUB 
o658 : F R = 20 0 :  GOSUB 6650 : NEXT : RETURN 

5800 FOR Z Z  = 1 T O  1 0 :  FOR Y = 1 T O  S : YY = 
PEEK < 49200 ) : FOR YZ = l TO Z Z :  NEXT : NEX 
T : NEXT : RETURN 

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING 
ON PAGE 69. 
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6-a 
- -

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

6888 REH SEE EXIT OR PS 

6188 AL = 8 :  RETURN 

_ _  6-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6000 REM SEE EXIT OR PS 

6300 AL = 1 :  RETURN 

6-c - - - - - - - - - - - - - - - - - - - - -

6688 REM MUS I C  ROUTINE NL 
6605 REM TYPE VERY CAREFULLY ' 
6618 DATA 8 , 8 , 1 7 2 , 8 , 3 , 1 7 4 1 1 , 3 
6615 DATA 1 69 , 4 , 32 , 1 68 , 252 , 1 7 3 , 4 8 , 1 92 
6628 DATA 232 , 29 8 1 253 , 1 3 6 , 28 8 , 239 , 206 
6625 . DATA 0 , 3 , 20 8 , 23 1 , 9 6 , 0 , 0 , 8 , - 1 
6638 Z = 8 :  FOR I =  l TO 31 : READ B :  POKE 767 

+ I , B : Z  - 2 + B :  NEXT 
6635 READ B :  IF B < > - l OR Z < > 341 1 T 

HEN PRINT " DATA ! " :  STOP 
6648 RETURN 
6658 REH PLAY MUS I C  
6660 POKE 768 , D U :  POKE 769,FR 
6678 CALL 778 : RETURN 
6888 REM END OF �E 
6805 HCl1E 
6818 ZS = " DI DN ' T  HAKE" : I F  EF = 7 THEN ZS = 

"HADE" 
6 8 1 2  PR I NT : PRINT "YOU " ; ZS ; "  I T  THRU ALL T 

HE CAVES" 
68 1 3  I F  EF = 7 THEN GOTO 6838 
6815 IF EF = 3 TH8'1 2$ = "WALLS" 
681 6 I F  EF = l THEN ZS = "TERRORISTS" 
6828 I F  EF = 6 THEN PRINT : PRINT "YOU RAN 

OUT OF TIME" : GOTO 6838 
6825 PRINT : PRINT "TOO �y " ; ZS 
6838 ZS = STR$ < S4> : I F  S4 = 0 THEN 2$ = "NO 

• 
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6832 I F  54 > 8 THEN Z' = STR$ ( 54 )  
6835 PRINT : PRINT •THERE WERE ' j 2$ ; M  SHOLES 

LEFT' 
6848 Zt = ·Nor· : I F  56 = 1 THEN zs = • •  
6845 PRINT : PRINT •you D I D  ' • Z$; · GET THE p 

()JER SUPPLY" 
6858 PRINT ; PRINT •you GOT ' ; SS;• TERRORIST 

s· 
6869 PRINT : PRINT "YOU HAD • ; Sl ; "  FUEL AND 

' ; S2; • llV't10 LEFT" 
6879 z� = • oJON'T WlN' : I F  EF = 7 �D S4 = 8 

'*'0 56 = 1 THEN Z$ = "W�" 
6875 PRINT : PRINT "YOU ' ; Z• ; •  THE GAME � '  
6888 PRINT : PRINT • PRESS ANY KEY TO PLAY AG 

iAIN" 
6898 GET G$ : Rl.N 

WHEN YOU HAVE FINISHED TYPING. CONTINUE READING 
ON PAGE 85. 
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7-a 
- - - - - - - - - - - - - - - - - - -

7000 REM HORE FUEL OR �O 
7 1 0 0  S l  = 1500 :52 = 1 0 0 :  RETURN 

_ _  7-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7888 R EM  MORE FUEL OR �O 
7388 S t = 1 0 09 : 52 = 1 50 :  RETURN 

_ _  7-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7808 REH SMOLE PRI SIJ'ol 
7895 FOR I = 1 TO 28 : GOSUB 4990 
7828 HS$<VZ , HZ >  = • s• :  I F  ST = l THEN 7848 
7838 HTAB HZ : VTAB VZ : PRINT • s • ;  
7848 NEXT : RETURN 
7858 REM POWER SUPPLY 
7855 SOSUB 4900 
7868 I F  A L = 1 THEN HTAB HZ : VTAB VZ : PRINT 

• p• ; 
7865 HS•<VZ , HZ )  = " P " : RETURN 
8588 REM VARIABLES 
8585 tt1 = 38:Vt1 = 22: DIM HS•<i....t1 ,l+'IJ 
8515 GOSUB 780 0 : S 3  = 20 0 0 : 54 = 20 : 55 = 0 
9529 GOSUB 6689 : GOSUB 4908 : GOSUB 389 0 :  GOS 

ue 2eee : aosua 6&ee:s6 = 0 
8525 D I M  HT< 1 4> : DIM VT < 1 4 >  
8688 REM LOAD SCREEN 
8695 DIM SC.< 4 , 4 , 4) 
86 1 8  �TA " 0 1 8 1 0 1 1 9 1 8 1 0 0 1 8 1 "  
861 2 DATA " 9 1 9 1 1 8 1 8 8 1 1 8 1 8 8 1 "  
8614 �TA · 1 0 1 e e 1 e 1 0 1 1 0 1 e 1 0 ·  
8616 DATA " 1 8 8 1 8 1 1 08 1 0 1 1 0 1 9 "  
8628 FOR 1 = 1 TO 4 :  READ 8$: FOR J = 1 TO 4 

: FOR K = 1 TO 4 
8625 C$ = H 1 1>$ ( 8$ , J  + 4 * < K  - l > , 1 ) 
8627 I F  Ct = · e •  THEN C$ = • • 
8628 l F  C. = • 1 •  THEN CS = •x• 
8629 SCS< I , J , K >  = CS 
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8638 NEXT : NEXT : NEXT : SN  = 0 
8708 REM ONE T I M E  I N I T  
8 7 1 0  D I H  DX� ( 4 ) : DATA A , > , V , < :  FOR I - 1 T 

0 4 :  READ DX$( J ) :  NEXT 
8 7 1 5  D�TA - 1 , 0 , 1 1 0 1 0 1 - 1 1 0 1 1  

871 7 !)A TA - 1  I - 1  I 1 ' 1 ' - 1  ' 1  , l ' - 1  
8720 D I M  FF< 0 ,  2 ) :  FOR I = 1 T O  8 :  READ HZ ,1.J2 
0725 F F < l , 2 )  = HZ : F F< l , l )  = VZ : NEXT 
8730 DATA - 1  ' 0  I 1 I 0 ' 1 I 2 '  1 I 0 I 3 '  0 , - 1  ' 4  ' 0  
87 33 !)A TA - 1  I - 1  I 2 '  - 1  ' 1 I 3 I 1 I 1 , 4 ' 1 ' - 1  ' 1 ' 1 
8735 D I M  BN < 8 1 4 J : FOR I =  1 T O  4 :  FOR J = 1 

TO 3 :  READ BN< I , J > : NEXT : NEXi : READ BN< 
4 , 4 )  

8737 FOR I = 1 T O  4 :  FOR J = 1 T O  3 :  READ � 
< I + 4 , J ) : NEXT : NEXT : READ BN < S , 4 >  

8740 GOSUB 5090 : DX = 1 :  GOSUB 1 0 0 0  
8800 REM EVERY TIME lNIT 
8801 SS = 4 :  GOSUB 5800 
8802 I F  SN = 7 THEN EF = 7 :  GOT O 6800 
8805 HV = 1 9 :VJ = 1 4 : EF = 0 
881 0 GOSU8 250 0 :  GOSUB 2600 
8815 SN = SN + l :m = " CAVE • + STR$ ( SN) 
8825 GOSUB 270 0 :  GOSUB 4600 
B027 FOR I :  - 1 TO 1 :  FOR J = - 1 TO l : HS 

·i ( w + I I HV + J )  = • .. : NEXT : NEX"'f 
8830 H$$(VV , HV > = 1 A" : HTAB HV : VTAB l./..J : PRIN 

T "A" ; 
88�·0 I F SN = SP THEN ttS = " SMOLE CAV E "  : GOSU 

B 7890 
8855 I F  SN = PS THEN Mf = " P(),.JER SUPPLY CAVE 

" :  GOSUB 7850 
0900 GOTO 1 '50 0  

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING 
ON PAGE 91. 
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1-a - - - - - - - - - - - - - - - - - - - - -

� R E M  - - - TYPE ' POKE 2� 1 6 1 N E W '  BEFORE T Y P I N G  
1 0  R E M  ARCADE EXPLORERS 0AME I 

2 0  R E M  SAVE THE V E N T U R I A N S  
3 0  R E M  C O P Y R I G H T  SETH M C E V O Y  
3 5  REM AND LAURE S M I T H 
4 0  REM PUBL I S H E D  B Y  D E L L  BOOKS 
50 CLEAR ! 00 0 : GOSUB 3 7 0 0 1 GOTO 8 5 0 0  
1 00 0  REM F I RE + O R  X 
1 1 00 R E T U R N  

_ J-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5 REM - - - T Y P E  ' P OKE 2 5 , 6 : NEW ' BEFORE T Y P I N G  
1 0  REM A R C A D E  E X P L O R E R S  GAME I 

2 0  R E M  S A V E  T H E  VEN T U R 1 A N S  
3 0  R E M  C O P Y R I G H T  S E T H  M C E V O Y  
3 5  R E M  A N D  LAURE S M I T H  
4 0  R E M  P U B L I SHED BY D E L L  BOOKS 
5 0  CLEAR 1 00 0 : GOSUB 3 7 0 0 : G O T O  8500 
1 0 0 0  REM F I R E  + OR X 
1 3 0 0  F OR l = 1 T 0 4 : FOR J = 1 T02 : F F C I , J J =F F � I + 4 , J J : NEX 
T: N E X T : RETURN 

_ J-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

1�11 REM " A I N  LOOP 
1�1' I F  I NkE Yf < > " "  T H E N  S O S U B  5 7 0 0  
1 � 1 1  GOSUB 2 7 0 1 1 R E M  SCORE 
1,2. 80SUB 3,ee r R E M  J O Y S T I C K  
1 � 3 1  GOSUS 45 1 0 1 R E M I L L U M I NATE 
1'3' SOTO l b l l 1 R E M  E X I T S  
1541 P•PEEK C 652B l l 1 I F P - 1 27 A N D  P-255 THEN GOS 

UB 1711 
1'4' 8G•G6+ 1 1 I F 66•3 THEN G G � 0 : 60SUB 4 7 0 0  
1551 BOSUB 4 5 0 1 1 R E M  2ND I L LUM 
1585 83=53- l : I F 83< 1 THEN EF=6 : GO T O  6800 
1�91 SOTO 1 � 1 1  
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_ _  1-c_ Continued _ _ _ _ _ _ _ _  _ 
1611 REl'I E X I T S  
1 6 1 1  l F  E F • 2  THEN C L S 1 H $ • " N E X T  CAVE , , ,  PLEASE 

WAI T " 1 G OSUB 27001 GOTO aaee 
1621 IF EF•1 THEN HH•HH- 1 : HS•" TERROR I S T !  "+STR 
f ( H H > + •  H l TS LEF T " : SS=S: GOSUB S800 : I F  HH< l THE 

N 68111 
1 6 31 I F  EF•3THEN CC•CC- 1 : M $ • " W A L L !  " + S TR S <CCI + 

• CRASHES L EF T » : SS•81 GOSUB58 0 0 : I F C C < 1 THEN6800 
1648 IF EF•4 THEN H t = " YOU GOT THE POWER SUPPLY 

! • 1 S S • 7 1 6DSUB 5 8 0 0 : 9 6 = 1  
1 6 5 1  I F  E F • 5  THEN S4=S4 - 1 : S S = 6 : GOSUB SB0 0 : I F  5 
4 < 1  THEN M • · · vou aor ALL SHOLES ! "  
1 6 9 1  E F • l 1 60TO 1 5 4 0  
1 701 REM F I RE ! 
1 71� I F  5 2 < 1 THEN RETURN 
1 717 SS•31 GOSUB 5800 
1 7 1 1  FO R J = 1 T0 4 : GOSUB 1 7 90 
1 7311 C$•CHRS ( H S ( V Z , H Z J )  
1 7 35 I F  C$•C4t THEN H S < V Z , H Z l =32 : S 5 =S5+ 1 : S 5 = 5  
1 BOSUB 580 111 
1 7 3 7  I F  ASC C C $ ) ) 1 4 4  ANO ASC ( C $ J ( 1 6 0 THEN H S ( V Z  
1 HZ J •32 1 5 2 • 5 2 - 5 :  I F  S 2 < 0  THEN 52=0 
1741 IF  C t < > C 1 $  THEN 1755 

1 7�1 PRJNTIV ( V Z l + H < H Z l  1 CHRt < 20 7 1  I 
17�5 N E X T : S 2 = S 2 - 1  
1757 FOR l • 1 T0991NEXT 
1761 FORt•4T01STEP-1 

1 7 7 1  BOSUB 1 7 9 0  
1 7 7� PRINTIV ( V Z > + H ( H Z l , CHRf ( H S ( V Z , H Z J l ; : NE X T : R  
ETURN 
1 7 91 VZ•YV+FF ( I 1 1 l 1 H Z •HV+FF ( l , 2 l 1 RETURN 

WHEN YOU H.RVE FINISHED TYPING. CONTINUE READING 
ON PAGE 11. 



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

2111 R E �  SLOW OR FAST E N T R Y  
2 1 a a  S P • 5 1 PS•61 RETURN 

_ _  2-b - - - - - - - - - - - - - - - - - - -
2111 REM SLOW O R  FAST ENTRY 
2311 SP• 2 1 P S • 3 1 RETURN 

2-c - - - - - - - - - - - - - - - - - - - - -
2500 REM C R E A T E  SCREEN 
2502 P R I NTIV ( 4 l + H ( V l1 1 + 1 , " TUNN E L I N G "  
2505 FOR I = J TOVH : F OR J = I T O H M : C $ = C H R f < 207 l : H S < I , J  
> = 3 2  1 GOSUB 2 5 6 0 1 N E X T 1 GOSUB 2 5 5 0 : N E X T  

2 5 0 6  Y a 4 : GOSUB 2 5 9 0  
2 :5 0 8  FOR Ki=t T06 
2 5 1 0  V Z = RN 0 ( 8 ) + 3 : HZ=RND < 2 6 l  
2 :5 1 5  C=RN0 ( 4 1  
2 5 2 0  F O R I = 1 T 0 4 : F O RJ 2 1 T 0 4  
2 5 2 5  H S < V Z + l  , H Z + J l ,. ASC < S C f ( C ,  I , J I >  
2 5 3 0  NE X T : NE X T : NEXT 
2 5 4 5  RETURN 
2 5 5 0  P R I NT @ V < 4 l  + H (  J }  ' II ) " ;  I R E T U R N  
2 5 6 0  I F  I = 4  T H E N  H S ! 4 , J ) = ASC ! C f l 
2 5 6 2  I F  I = Vl1 T H E N  H S < V M , J l = A S C < C f l  
2 5 6 4  I F  J = l  THEN HS ( J 1 l l =ASC ! C f l  
2 5 66 I F  J=HM T H E N  H S ! I , HM J =ASC !Cf) 
2568 RETURN 
2590 F O R I =  1 T O H l1 1  P R J N T I V  ( Y l  + H  ( I ) ,  C l $ ; : N E X T  t R E T U  
RN 
2 6 0 0  REM DOORWAY 
2 6 1 0  DW=RN0 ( 4 l : O N D W  GOSUB 26 3 0 , 2 6 4 0 1 2 6 5 0 1 2 6 6 0  
2 6 2 5  HS ( V Z , H Z l = 6 9 : 1 F  A L = l  T H E N  RETURN 
2 6 2 8  P R I N T I V C V Z J + H < H Z J , " E '' ; : R E T URN 
2630 V Z =4 1 H Z = l S 1 RE T U R N  
2640 V Z = l 0 s H Z = 3 1 : R E T U R N  
2650 V Z = 1 6 : H Z = 1 5 : RE T U R N  
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_ _  2-c _Continued _ _ _ _ _ _ _ _ _  _ 

2 6 6 0  V Z = 1 0 : H Z = 1 : R E T U R N  
2700 R E H  SCOREBOARD 
2 7 1 0  P R I N T f! V C 1 l + H ( 1 ) 1 11 F U E L '1 5 S J ; "  AMH O " ; S2 ; " T I'!  
-r . c;:o � , u u 

' ,,,, - � 
2 7 1 5  P R I NT@V ( 2 l + H ( 1 ) , " S HOLES " ; 5 4 ; •  T E R RO R I S T  
s " ; 5 5 ; " II 

272" PRI  N T I V  c 3 >  +H ( J l ,  11$ 
2 7 2 1  K = L E N C M$ l + 1 : F O R l = K  T O  H M - K : P R J N T I V < 3 l + H C I  
l , C l t ; : N E X T  
2 7 9 111 R E T U R N  

W H E N  YOU HAVE FINISHED TYPING. CONTINUE READING 
ON PAGE 30. 



SAVF. THE VF.NTURIAt\S' I r; .... 
.) I 

_ _  3-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3111 REM ALLOW M O R E  H I T S OR CRASHES 
3 1 11 HH•2 11 C C • l l 1 RETURN 

3-b 
. 

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

3000 REM ALLOW M O R E  H I TS OR CRASHES 
3 3 0 0  H H = 1 0 : CC = 2 0 : RETURN 

3-c - - - - - - - - - - - - - - - - - - - - -

3500 R E M  V E H I C L E  MOVE 
3505 VD•01 HD•0 
3 5 1 0  HP=JOYSTK ( 0 l : VP=JOYS TK < 1 >  
3 5 1 5  I F  VP< 1 6  T H E N  VD=- l : D X = l  
3520 IF H P > 4 5  THEN H D= 1 1 D X = 2  
3525 I F  V P > 4 5  T H E N  VD= l i D X = 3  
3 5 3 0  I F  HP< 1 5  T H E N  HD=- 1 : D X = 4  
3535 C=ABS < V D l +A8S ( H D > 1 I F C > l  OR C = 0  THEN R E T U  
RN 
3537 IF S 1 • 0  THEN RETURN 
3540 H S ( V V , H V l = 32 
3545 HZ•HV+H D 1 V Z = VV+VD: 60SUB 3600 
3550 HV=HV +H D 1 V V=VV+VD 
3555 HS ( V V , H V l •ASC ( D X f ( D X > >  
3561 IF HD+VD=0 THEN RETURN 
3565 S 1 =S 1 - 1 1 I F  5 1 < 0  THEN 5 1 = 0  
3570 S S= 1 : 60SUB 5800 : R E TURN 
3600 REM CHECK F O R  C O LL I S I ONS 
3 6 1 1  Ct=CHRt ( H S < V Z , H Z l >  
36 1 5  I F  C t = C l t  THEN RETURN 
3620 I F  Ct=C4t THEN E F = l  
3625 I F  C $ = " E "  THEN EF=2 
3630 I F  (ASC (Ct> >144  ANO ASC ( C $ ) ( 1 6 0 J  OR Ct=CH 
Rt ( 217 l THEN EF• 3 
3680 H0=0: V0=0: RETURN 
3701 REM INSTRUCT IONS 
3705 I F  P E E K ( 25 > < > 6 THEN P R I N T � P L E ASE T Y P E  ' PO 
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_ _  3-c_Cantinued _ _ _ _ _ _  - - -

KE 2 5 1 6 : N E W ' » : S T O P  
3 7 1 0  C L S : P R I N T " A R C A D E  E X P LORERS G A M E  1 :  R U L E S "  
3 7 1 5  P R I N T : P R I N T '' A V O I D  T E R R O R I S T S  '' ; C H R f ( 1 9 1 l ;  
" & W A L L S  � ; CHRS ( 1 5 9 1 ; C HR $ ( 3 2 l ; C HRS ( 2 0 7 l  
3 7 1 6  P R I N T  
3 7 2 0  P R I N T " G E T  S M O L E S  5 & P O W E R  SUPPLY p "  
3 7 2 1  P R I N T  
3 7 2 5  P R I N T " F I ND T H E  E X I T S  E '' 
3 7 3 0  P R I N T : P R l N T " A C T J ON : " 
3 7 3 �  P R I N T : P R I NT " U S E  L E F T  J O Y S T I C K  TO M O V E "  
3 7 4 0  P R I N T " F J R E  W I T H  F I R E  B U T T O N "  
3 7 4 5  P R J N T '' H J T  A N Y  K E Y  TO R E S C U E "  
3 7 5 0  P R l N T 1 P R I N T " P R E S S  A N Y  K E Y  TO BE G I N  N O W "  
3 7 9 0  RN:RN - J : I F  INKEY S = " "  THEN 3 7 90 
3795 R N = R N D ( R N J : R E T U R N  

WHEN YOU HAVE FINISHED TYPING. CONTINUE READING 
ON PAGE 1.12. 
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_ _  4-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4111 RE� SEE SMOLES O R  TERROS 
4 1 111111 S T • lll 1 RETURN 

4-b 
- - - - - - - - - - - - - - - - - - - - -

4111 RE� SEE S�OLES OR TERROS 

4311 STs l 1 RETURN 

_ _ 4-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4 5 0 0  REM I L L U M I N A T E  
4 5 1 0  F O R  1 � vv- 1 T OVV+ l : F O R J = H V - 1 TO H V + 1  
4 S 2 0  P R I N T tV < I l + H ( J l , C HR$ < H S ( 1 , J ) I ;  
4 5 2 5  NE X T : N E X T : R E T U R N  
4600 R E M  C R E A T E  T E R R O R I S T S  
4 6 1 0  F O R l = l T 02*SNi GOSUB 4900 
4 6 2 0  G O S U B  4800 : N E X T : R E T U R N  
4 7 0 0  R E M  M O V E  TERROS 
4705 F O R J = I T02•SN 
4707 T F = 0 : PF=0 
4 7 1 111 I F  H S ( V T < I J , H T ( I J J = 3 2  T H E N  GOSUB 490 111 1 GOS 
us 4 8 0111 
4 7 1 5  V A = A B S ( V V - V T ( J J J : HA=A85 ( H V - H T < I J J : V0 = 0 : HD 
:0 
4720 J F  HA>VA THEN 4 7 5 0  
4 7 2 5  P F : 1  
4 7 3 0  I F  V T ( l l ) V V  T H E N  V D= - l : GO T O  4 7 6 0  
4 7 4 0  vo� 1 : G OTO 4 7 6 0  
4 7 5111 I F  H T I I J < H V  T H E N  H D= l : G O T O  4 7 6 0  
4 7 5 5  H 0 : - 1  
4 7 6 0  T F = T F + l  
4765 V Z = V T ( l l + V O : H Z = HT ( J l + HD 
4 7 6 7  I F  HS I V Z 1 H Z l =A S C < D X t ( 0 X l )  THEN E F = 1  
4 7 6 8  I F  H S I V Z , HZ J < >3 2  THEN 4 7 8 0  
4 7 7 0  H S < V T I J J , H T I J J ) =3 2 : PR I N T @ V I V T 1 l l l -+ H I H T ( I J  
l , C l $ ; : G OSUB 4800 
4 7 7 5  NE X T : R E T U R N  
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4-c _ Cantinued _ _ _ _ _ _ _ _  _ 
- -

4780 I F  T F > 2  T H E N  4 7 7 5  
4 7 8 5  I F  P F = 0  T H E N  4 7 2 5  
4 7 8 6  G O T O  4 7 5 0  
4 8 0 0  R E M  O N E  T E R R O  
4 8 1 0  V T < I l =V Z : HT < I J =H Z : HS < V Z 1 H Z l = 1 9 1  
4 8 1 5  Z $ = C 1 $ : I F  S T = l  T H E N  Z $ = C 4 $  
4 8 2 0  P R I N T@ V  < V T <  I l J + H  < H T  < I l l ,  l $ ; : R E T U R N  
4 9 0 0  R E M  RANDOM C R E A T E  
4 9 1 0  V Z = R ND C 1 1 l + 4 : H Z = R ND C 2 9 J + l  
4920 I F  H S < V Z , H Z > < > 32 THEN . 4 9 1 0  
4 9 2 5  I F  A 8 S ( V Z - VV l > 3 A N D  ABS < H Z - HV l > 3 T H E N  R E T  
U R N  
4 9 3 0  GOTO 4 9 1 0  

WHEN YOU HAVE FINISHED TYPING. CONTINUE READING 
ON PAGE 56. 



SA VE THE VENTl:RIA'.'IS� 

. . . -··--

1 6 1  

_ _  s-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

Siii RE" USE BOOMERANG O R  N E T  
:5 1 11 RETURN 

_ _  5-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

�000 REM USE BOOMERANG OR NET 
5300 FOR £ = 1 T0 4 1 FOR J = 1 T 0 3 : B N ( [ 1 J ) = B N < I + 4 , J l : NE X  
T : NE X T : B N C 4 , 4 J = BN < 8 , 4 1 : R ETURN 

5-c 
- - - - - - - - - - - - - - - - - - - - -
!5700 REM B O O M  O� N E T  

: KR$= " + "  
5 7 1 !5  C=8N ( D X 1 3 1 1 KK=3 
�720 l F  C=l THEN VO= - t 1 H0=0 
5722 I F  C=2 THEN VD•0 1 HD • l  
5724 I F  C•3 TH EN VO= J : HD=0 
5726 I F  C = 4  THEN VD=0 1 H D = - J  
5730 FO R I = 1 T 031 GOSUB 5791 
5735 SS=2: GOSUB 5880 
5737 I F  Ct=C6$ T H E N  E F = 4 : HS ( V Z , H Z l =3 2 : C i • C 1 f 1 6  
O T O  5 7 4 1  
5738 I F  C$=C5$ T H E N  E F • 5 : HS ( V Z 1 H Z l = 3 2 1 Ct= C l t 1 G 
O T O  !5 7 4 1  
5748 I F  C t = C l i  THEN GOTO 5742 
5 7 4 1  PRINTIV < V Z l + H < H Z l , C l t 1 i K K • I - l  1 1•3 : GOT 
0 5 7 5 0  
5742 P R l N T IV < V Z l + H ( H Z J , K R t ;  
5743 FOR J = 1 T0 6 0 : NE X T  
:5744 P R J N T IV < V Z )  + H < H Z  J , KL t ;  
5751 N E X T  
5760 FOR I •KK T O  1 STEP-1 
5763 GOSUB 5790 
5765 P R I N T IV ( V Z l + H C H Z > , C HRf ( HS ( V Z , H Z > > ;  
5770 N E X T 1 RETURN 
57�0 V Z • V V + BN < D X , 1 1 + ( ( J - 1 J t V 0 )  
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_ _  5-c_Continued _ _ _ _ _ _ _ _  _ 

57f2 H Z = HV+B N C D X , 2 ) + ( ( 1 - l ) • H D J  
5 1 9 3  C$=CHRt C H S ( V Z , H Z ) ) : R E TURN 
5 8 0 0  REH SOUNDS 
�895 ON SS G O S U B  5 8 1 0 1 58 2 0 , 5 83 0 1 58 4 0 1 58 5 0 1 5860 
1 58 7 0 1 58S0 , 5890 
5897 RETURN 
�8 1 0  SOUND 1 , 1 1 RETURN 
5 8 2 0  FORY=2T0 1 S T E P- 1 : SDUND Y•3 0 1 l : NE X T s F O R Y = l T  
0 2 1 SOUND Y • 30 , 1 1 NE X T : R E T U R N  
5830 FORY= 1 T0 2 1 SOUND 230 , 3 : SOUND 5 0 , 1 1 N E X T : R E T  
U R N  
5 8 4 0  FORY= 1 T0 2 1 SOUND 2 0 0 , 1 0 1 SDUND 2 5 0 1 2 1 NE X T 1 R  
E T  URN 
5850 FORY=20 T O  1 STEP - l 1 SOUND Y t 1 0 + 50 1 1 1 NE X T  
s RETURN 
5 8 6 0  FDR Y = 1 T 0 1 2 1 SOUND 1 50 , 1 1 NE X T 1 RETURN 
5870 FOR Y = l TOS : S OUNO 1 0 0 1 4 1 S O U N D  5 0 1 4 : N E X T : RE 
TURN 
5 8 8 0  SOUND 2 0 0 1 3 : SOUND 1 00 1 3 : R E T U R N  
5 8 9 0  STOP 

WHEN YOU HAVE FINISHED TYPING. CONTINUE REAOING 
ON PAGE 69. 
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_ _  6-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6111 RE" SEE E X I T  OR PS 
6 1 11 AL•l1RETURN 

_ _ 6-b� - - - - - - - - - - - - - - - - - -
6111 REH SEE E X I T  OR PS 
6311 AL• 1 1 RETURN 

_ _  6-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6 8 0 0  REM E N D I N G  
6 8 1 5  C L S : M $ = '' THE S A M E  I S  O V E R 1 Y O U  • • .  � : G O S U S  

2700 

b S 1 5  Z • = " D I ON ' T  M A K E '' : l F  E F= 7  THEN Z $ = " M A D E '' 
6 8 1 7 P R I N T @ V l 5 J +H ( 1 J , Z $ ; "  I T  THRU A L L  CAVE S '' 
b820 l f  E F = 7  T H E N  6 0 T O  6830 
6 8 2 2  I F  E F = 3  THEN Z S = '' WA L L S "  
6823 I F  E F = l  THEN Z S = '' T E R R OR J S T S "  
6 8 2 4  I F  EF=6 THEN l $ = '' T l ME''  
6 8 2 5  P R I N T  
6 8 2 6  P R I N T  Z S ; " W A S  YOUR PROBLE M ' "  
6 8 3 0  Z S = " N DT " : l F S 6 = 1  THEN Z $ = " "  
b 8 3 2  P R I N T  
6 8 3 5  P R I N T " Y O U  D I D  " ; Z S ; " G E T  POWER SUPPL Y '' 
6 8 4 0  Z $ = " N O T '' ; I F 5 4 = 0  THE N Z $ = " "  
6 8 4 2  P R I N T  
6 8 4 5  P R I N T " YO U  D I D  " ; Z S ; " G E T  A L L  SMOLES 1 "  
6 8 5 0  Z $ = " D I DN ' T  W I N " : I F  E F = 7  AND 54=0 A N D  5 6 = 1  

THEN Z $ : " W O N "  
6 8 5 5  P R I N T : P R I N T P Y OU " ; Z S ; " T H E  GAME � ·  
6860 P R I N T : P R I N T � PR E S S  A N Y  KEY T O  P L A Y  AGAI N � "  
6865 I F  I NKEY$= " n  T H E N  6 8 6 5  

6070 R U N  

WHEN YOU HAVE F�NISHEO TYPING, CONTINUE READING 
ON PAGE 91. 
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_ _  7-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7000 R E M  M O R E  F U E L  OR A M M O  
7 1 0 0 S 1 = 1 5 0 0 : S 2 = 1 0 0 : R E T U R N  

_ _  J-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7188 RE" MDRE FUEL OR AKHO 

7311 S l • llll 1 S2s 1 � 0 1 R E T U R N  

_ _  7-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7 8 0 0  R E M  SMOLE P R I S ON 
7805 FOR I = 1 T 0 2 0 : GOSUB 4900 
7820 H S < V Z 1 H Z > = l 1 5 : I F S T = 1  T H E N  7840 
7830 P R I N T i V ( V Z l + H ( H Z J  , cs s ;  
7840 N E X T : RE T U R N  

7850 REM POWER SUPPLY 
7855 GOSUB 4900 
7860 I F  A L = !  T H E N  P R I NTiV ( V Z ) + H ( H Z l  , C 6 S ;  
7865 H S ( V Z 1 H Z l = 1 1 2 : R E T U R N  
8 5 0 0  R E M  V A R I A B L E S  
8505 HM= 3 1 : VM = l o : D I M  HS ( V M , H M J  
8 5 1 5  GOSUB 7000 : 5 3=2000 : 5 4=20 : 5 5 = 0 : 56=0 
8 5 2 0  GOSUB4 0 0 0 : 6 0 S U B 3 0 0 0 : GOSUB2000: GOSUB6000 
8525 D I M  H T ( 1 4 > : D I M  V T ( 1 4 >  
9 5 3 0  O I M  H ( H M J : O I M  V ( V M J  
8 5 3 5  F O R l = l T O H M : H ( l l = l - l : N E X T  

8 5 3 6  F O R l = ! T O V M : V ( l l = ( l - 1 l * 3 2 : N E X T  
8540 C l f = "  " 
8550 C L S  
8 6 0 0  R E M  L O A D  S C R E E N  
8605 D I M  S C f ( 4 1 4 1 4 l  

CONTINUE TYPING 

ON PAGE 165. 
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_ _  7-c_Continued _ _ _ _ _ _ _ _  _ 
8 6 1 0  DATA u 0 1 0 1 0 1 1 0 1 0 1 0 0 1 0 1 " 
8 6 1 2  DATA " 0 1 0 1 1 0 1 0 0 1 1 0 1 00 1 "  
8 6 1 4  DATA " 1 0 1 0 0 1 0 1 0 1 1 0 1 0 1 0 "  
86 1 6  DATA " 1 0 0 1 0 1 1 00 1 0 1 1 0 1 0 '' 
8 6 2 0  F O R I = 1 T 0 4 : R E A D  B f : FOR J = 1 T 0 4 : FORK=lT04 
8625 C$=M I D f ( S $ , J + 4 • ( K - 1 )  , ! )  
8627 I F  r $ = " 0 "  THEN C $ = C l f 1 G O T O  8630 
8628 C f = C HR S ( R N 0 ( 1 5 l + 1 4 4 1  
8630 S C S C l , J , K l = CS 
8635 N E X T : N E X T : N E X T : S N = 0  
8711 RE" O N E  T I ME I N I T  
8715 D X z l  
8 7 1 1  D I H  D X $ ( 4 l 1 DA T A  A 1 > , V , <  
8 7 1 2  FO R I • 1 T 0 4 1 READ D X t ! J J : N E X T  
87 1 �  DATA - 1 , 1 , 1 , 0 , e , - 1 , e , 1  
8 7 1 7  DATA - 1 , - 1 , 1 , 1 , - 1 1 1 1 1 1 - 1  
8721 D I M  FF I S , 2 l : F OR I = I T OS: READ H Z : REAO VZ 
8725 F F I I , 2 > • H Z 1 F F f l , l > = V Z 1 N E X T  
8731 D A T A  - 1 , 0 1 1 , 0 , 1 1 2 , 1 , 0 1 3 , 0 , - 1 , 4 , 0  
8733 DATA - 1 , - 1 , 2 , - 1 , 1 , 3 , 1 , 1 , 4 , 1 , - 1 , l , l  
8735 DI" BN < 8 , 4 l 1 FOR i z 1 T041 F OR J � l T 0 3 : READ B N ( l  
1 J l 1 NE X T 1 N E X T 1 READ B N l 4 , 4 1  . 
87!7 FOR I = 1 T04 : F ORJ = 1 T0 3 : READ B N ! l + 4 1 J I  : NE X T : N 
E X T 1 READ B N I S , 4 1  
8741 GOSUB 501 0 : D X • 1 1 60SUB 1 0 00 
87�0 C 1 $=CHR$ 1 32 1 : C 4 $=CHRt l 1 9 1 ) : C 5 $ = C H R f ( 1 1 5 l i 
C6f•CHRf I 1 1 2 )  
88ee REM EVERY T I M E  I N I T  
8 8 1 1  S S = 4 : GOSUB 5801 
8802 I F  SN=7 T H E N  E F = 7 : 00TO 6 8 0 0  
881S HV z 1 5 1 VV = 1 0 : EF=0 
8 8 1 0  GOSUB 2�110 
8 8 1 2  SOSUB 261110 
8 8 1 5  SN=SN+ l 1 M t = u C AV E " + S T R t < SN I  
8821 GOSUB 27ml1 60SUB 4 b 0 0  
882S F OR I = - 1 T D 1 : FORJ=- 1 T 0 1 i H S ( l +V V , J + H V ) =32 1 NE 
Y T t NE X T  
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_ _ 7-c _ Continued_ - - - - - - - - -

SSJI H S < V V , H V > zASC < D X $ < D X > > : P RI N T I V I V V > + H ! H V > , 
D X $ ( DX > ;  
8848 I F  SN=SP THEN GOSUB 7800 : Hf = " S H D L E  C A V E '1 
eese I F  SNzPS THEN GOSUB 795 1 1 K $ = • PONE� SUPPLY 

CAVE " 
89111 GOT� 1:101 

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING 
ON PAGE 91. 
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COMPUTER � _ .1·: 
There's a malfunction jamming Ventu.na's )·� ---!:: :-:: i T� 
computer network. The noble Ventunans 

_ .  :- �:; :-.. �� 
will be doomed-unless you can come _1 ·� 

· 
! ' .• \ up with the password that will undo the ��A ... ii._r-... ' 

glitch. We challenge you to create a password you think can 
be programmed into the computer to repair the malfunction. 

You can choose fr0m any word in the universe-or you can 
make one up! The password will be judged on originality and 
inventiveness. 

Be sure to send in your entry blank before December 31 , 
1985. Please send this original entry blank because no photo
static copies will be accepted. The winner will be notified per
sonally by the judges. Send this coupon to: 

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

DELL PUBLISHING CO., INC. B72DA 
Dept: BFYR-AE 
245 East 47 Street. New York, NY 10017 

�am&---------------� 

Address----------------····-

C1ty _________ S1a1e. ______ .Zip __ .. 
Telephone no. ---------�Age 

Write the password here:-----------

Void wh�rtt ;>fol\it>ited by I aw. 
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t �  EBOOKS �j 
f ··.'. Sieve Jackson. Peter Andrew Jones. Ian Livingstone /. ""' 
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These e><.ciling paperbacks-pan story. part game-combine 
the bes.I elements of Dungeons and Dragons and Choose Yow 
Own Adventure They feature score sheets. monster encou n
ters, and elaborate combat systems played with a pair ol dice 
and a pencil. The reader decides which route 10 take, which 
monsters to light, and where to use his special knowledge of 
the maqic arts 
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__ ISL Al•Jll 0 • . >-ii:- LILAHD ><: INCi $2 25 :1402 7 3 

sconPK)N �;WAMP. S2 25 97f.76·6 
Not av<iilable in (ana da 

Al your local book&to1e or use !hi� handy coupon lororde.ing: 

DEll READERS SERVICE-Dept. 872.0B 
P.O. BOX lOOO. PINE BROOK. N.J. 07058 
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