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FOREWORD

Welcome to my second giant book of computer games.

Writing and playing computer games is lots of fun i its own right, but
it is even more enjoyable when you share the pleasure with other people—
rather than just with your trusty computer.

The response I received to the first book in this series, T%m Hartnell’s
Giant Beok of Computer Gemes (Ballantine Books, 1984), was therefore par-
ticularly welcome. It's great to know just how much enjoyment that book has
given others.

In the first book I mentioned that I was in the process of preparing a
follow-up work, and invited readers to send me their best original programs
for consideration. The response was amazing. It looks as though the world
is full of talented computer game programmers—many who read the first
book. Not only have the ideas suggested by readers helped to shape this new
book, but several programsin this second collection were written, at least in
part, by these readers. (I've modified these games, sometimes quite exten-
sively, so that they’ll be as easy as possible to type into your computer and
get running.)

Let's turn now to the programs in this book. In contrast to the first
book, where I included a number of relatively generic game programs, in this
work I've tried to give you a collection of games you will never have seen
before. Frem taking over the Roman Empire to running the country from
the Oval Office, you’ll discover the wide (and fascinating) range of activities
that now qualify as computer games.

Computers have now taken their place in a significant percentage of
American homes—they are no longer novelties. As more and more machines
come into use, the expectations of those who have the computers increase.
These higher expectations have led to more complex and clever software,
more exciting and imaginative games. The same higher standard now applies
to books about computers—especially books of computer game programs.
You deserve a collection of games which will lead you into new areas, into
fresh fields for exploration.

Here they come . . . abumper crop of games to keep you and your com-
puter out of mischief in the coming months.

Good game-playing,

Tim Hartnell
London, 1984
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I wrote the programs in this book on an IBM PC, but since many of you own
or use different kinds of microcomputers, I've deliberately used only those
parts of BASIC that will run on most microcomputers without changes—I
haven't used PEEKSs or POKEs, special graphic character sets, or commands
like SOUND and PLAY that only work on certain machines. The programs
in this book are fully compatible with Microsoft ™ BASIC, MSX BASIC, and
most ether BASICs.

Of course, you'll probably want to modify and adapt the display parts
of the programs to get the most out of your system—adding sound and color,
plus your own system’s graphics, wherever you can.

Some of the BASIC statements used in the programs may have to be
changed slightly to run on your system. Don’t be intimidated by the length
of this section—I've included these notes on adapting programs so that you
can get the games running as quickly as possible. You'll probably find, in fact,
that as you enter the programs you'll begin to make the small changes needed
to accommodate the special features of your ewn system automatically.

Line Length

I've assumed that you have access tothe READ and DATA commands,
and that your screen is about 40 characters wide. If you have a computer like
the VIC-20 with a screen which is not quite that wide, you'll find that it 1s
fairly easy to adapt the program output to the narrower screen. Most of the
output consists of PRINT statements which can be shortened to fit on your
computer’s screen. For example, if you have trouble getting statements to
print out on one line, try changing the value of X in the TAB(X) part of
PRINT statements.

Although many computers allow program line lengths of 255 characters
or more, I have limited the line lengths in these programs to 80 characters,
so that you can type them in, more or less as they appear here, on the Com-
modore 64 and the VIC-20. I've also avoided the IF/THEN/ELSE construc-
tion that these two Commodore computers can’t use.

Random Numbers

I've used a fairly standard method of generating random numbers. If I
needrandom integers in the range between, say, 1 and 10, I use the command



A = INT(RND(1) = 10) + 1. When I want a random number between one
and zero, I use A = RND(1). If your system can't use this kind of random
number statement, you'll have to substitute the form of the RND command
that will run on your computer. For example, either A = RND(10), A =
INT(RND(#) *10) + 1, or A = INT(RND(1) * 10) + 1 may work. If you're
not sure how to make this change, look up RND or “random numbers” in your
system’s BASIC manual.

My computer’s BASIC generates the same sequence of random num-
bers each time a program is run. In order to get a more or less genuinely
randomly distributed set of numbers, I have to seed the random number gen-
erator. I've done this in two ways:

I've either put the program in a loop, increasing a variable each time
the program runs through the loop, using INKEY$ to detect when a key is
pressed, and then seeding the random number generator with the value of
the variable (with a statement like RANDOMIZE N); or I’ve used the rather
terrifying-looking statement RANDOMIZE VAL (RIGHT$(TIMES,2)) to
make the “seconds"” part of the time reported by my computer’s built-in clock
the seed for the random number generator.

Delete the long line that includes TIMES if you do not have to seed your
computer’s random number generator—if your computer does not produce
the same sequence of random numbers every time you run the program-—or
replace it with the method of seeding described in your computer’s manual.
If you can'’t figure out how this works, and if your computer will not accept
the long line that includes TIMES, leave the line out completely. The pro-
gram will run perfectly well without it.

If your computer doesn’'t use the BASIC statement DEFINT (often
used in the line after RANDOMIZE as DEFINT A—Z), leave that line out
completely as well.

PRINT Statements

Although some ofthe output within quote marks in PRINT statements
is in lower-case letters, all of the programs expect input in upper-case let-
ters. If your system doesn’t have lower-case letters, simply put the material
in PRINT statements in upper-case letters. It's been put in lower-case be-
cause I think it looks better, but it has nothing to do with the actual running
of the program.

INPUT Statements

The other thing you're likely to have to change is the use of INKEY$
when the program expects a single character input. If your computer can't
use INKEY$, you'll need to change these statements (throughout) to the in-
put statement that works on your system. When you see A§ = INKEY$ in




a program, you can change it to either INPUT A$ or GET A$ (again, see
your BASIC manual). The program should run without further changes. Use
CALL KEY when working in TI Extended BASIC.

Note that some BASICs (such as Atari BASIC) do not let you include
a string within an INPUT statement (as in INPUT “string”; A3). Replace
this with PRINT “string” followed by a separate INPUT statement.

READing Arrays

Some BASICs cannot READ array values directly, as in READ A(7)
or READ A3(7). You'll have to replace these statements with lines which put
data in the array indirectly. First read the data into a variable. The appro-

priate array element can then be set equal to the variable, as in READ
X:A(7) = Xor READ X §:A3(7) = X3.

Printing the Board

Many of the programs reprint the board, or playing field, after each
twurn. For simplicity, I’ve preceded these “reprints” with a CLS command
(which clears the screen). Some systems use a different command to clear
the screen, so I'll expect you to make that replacement whenever you come
toit. Use PRINT “CLR” onthe Commodore machines and Atari computers,
HOME on Apples, and CALL CLEAR when working with TI Extended
BASIC.

You'll find that the output of a program can often be improved by re-
placing the CLS (or “clear screen”) statement with a “home” command
(whatever that is on your system). If your system’s BASIC allows you to
reset the cursor to the top of the screen without clearing the screen first
(with a command like PRINT AT 0,0, PRINT @ ¢, or LOCATE 1,1), replace
the CLSstatement at the start of the “reprint board” section of the pregram
with that command. The program will then reprint the board “on top of it-
self” each time around without clearing the screen. This can give the impres-
sion that the pieces are neving—from turn to turn- —on a stationary board.

String-handling

String-handling can cause a few problems, so I've deliberately kept it
to a minimum in the programs in this book. If your computer does not support
the standard LEFT$, MID$, and RIGHT? string-handling commands, con-
sult your BASIC manual for the correct replacements. For example, the
standard MID$(A$(2,3)) can be replaced with SEG$(A$,2,3) in TI Extended
BASIC, with A$2 TO 5) on Timex/Sinclair computers, and with A$(2,5) in
Atari BASIC.



Delay Loops

Many of the programs include a delay loop (usually in the form FOR
[ = 1 TO 500:NEXT I). The actual delay these loops will produce depends
on the speed of your system. You should adjust these dummy loops (which
are usually held in subroutines at the end of programs so that they can be
used throughout the program) so that the program’s displays of instructions,
the playing board, the game in play, and the score are clear and easy to fol-
low.

Variables

In several cases I’ve used complete words (such as SCORE) as variable
names. However, most versions of BASIC use only the first two letters of a
variable name. If your system won’t accept variable nanes longer than two
letters, enter just the first two letters (such as SC for SCORE). If it will
accept a full variable name, but only recognizes the first two letters, you
should include the full name in your programs. You will find that this makes
the program much easier to understand.

Functions

A number of the programs in this book use the BASIC statement DEF
FN to define specific functions which are then “called” from different parts
of the program. This can be very handy when you need to calculate or re-
calculate a numerical value at many different places throughout a program.
For example, in the lengthy program GHOSTHUNTER, which depends
rather heavily on the use of random numbers to determine the various out-
comes, DEF FN replaces a complicated process for calculating the random
numbers which are used throughout the program.

Most BASICs include some form of DEF FN, the most notable excep-
tion being Atari BASIC. If you are working in a BASIC that doesn’t include
functions, you can replace these program sections in several different ways.
Functions can usually be replaced withsubroutines, or, if the expression or
calculation that you need to define as a function is short enough, you can sim-
ply replace each use of the function by retyping the whole expression.

General Instructions

These changes shouldcover most of the adaptations you'll have to make
to get the programs running on your computer.

Please be sure to type the programs in carefully. Remember that the
instructions you give to a computer must be exactly correct—or the machine
won’t be able to run your program. If you have trouble getting a program to
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run, first proofread your typed-in version against the listing given in this
book.

Adapting or improving a program can be an excellent education in the
mechanics of BASIC programming. The manual for the BASIC that came
with your computer is an indispensable tool. Check the manual to see what’s
wrong with any program lines that won’t work-—or that result in error mes-
sages. Make sure to use the exact forms of the commands as given in the
manual. 4

Talking to someone who has a lot of programming experience-—espe-
cially if it’s with the computer you're using-—can be a tremendous help in
solving any problems you might encounter. One of the wide range of books
that explain introductory BASIC programming—including several devoted
exclusively to describing the differences between the BASICs that work on
different microcom puters—could also help.

Memory

Itis impossible to predict exactly how much memory the programs will
take up on your system, because the way memory is organized and the
“working space” needed by the program is different on different systems.
The majority of the programs in this book will fit well within 8K of memory—
most take up less than 4K. ROMAN EMPIRE, which takes up about 1 1K,
and GHOSTHUNTER, which takes up just over 16K, are the exceptions.

If you have trouble getting a program into your system because of a
shortage of memory, cut out as many REM statements as possible (check to
make sure that no GOSUB or GOTO calls refer to the lines you want to de-
lete) and try to shorten the PRINT statements.
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This is where the action is. This part of the book contains eleven exciting
games to tax your brain and your reflexes. We'll start with a maze program
which generates a new maze every time you runit. From there, it’s on to
real-time decision-making, as you try to land your parachute on a bobbing
raft out on the ocean. Your brain really has to earnits keep in the next game,
JUMPING FALLOUT, as digits tumble down through holes in a grid.

RETRO-ACTION is a reflex-tester with a twist—it’s you against an-
other human being, with your computer providing the tests, and monitoring
(and occasionally commenting rather rudely on) your performance. The com-
puter is more polite in HUTT RACER, which allows you to drive a racing
car down a twisting, turning road while trying to avoid the other cars in your
way. You'll get your chance to make the universe safe for humankind in EN-
GULF, clear a path for oil tankers through a heavily mined canal in
MINESWEEPER, and capture a bank bandit in New York in CAR THIR-
TEEN.

To round out this collection of action games, you take partinone of the
decisive battles of the War of Independence in GENERAL MORGAN'S MI-
LITIA, shoot a few arrows into your computer’s screen with BULLS-EYE,
and earn a buck or two on the side as a cabbie in TAXI.



THE
BIG
MAZE

In this remarkable program, from London programmer Tony Pearson, you
(represented by the letter “I”’) move through a maze, heading for the exit
(represented by “X"). You can request a view of the mmaze from above al any
time. The program will draw a map showing you where you are, where
you've been, and where you want to go.

The challenging aspect of the maze comes into play when, instead of
looking at the entire maze from above, you stay “within” it, and look (or
move) in a particular direction. You'll see a view of the maze for a short dis-
tance in the direction you requested. It may take a few runs of the program
before you are able to visualize the maze, but it’s well worth the trouble—-
this is a fascinating program to run.

When you start you'll be told how to enter your moves:

ENTER 'N', 'S', 'E' OR 'W' TO LOOK IN

THAT DIRECTION., FOLLOW IT, NEXT MOVE,

WITH 'M!' TO MOVE IN THAT DIRECTION...

ENTER 'V* TO VIEW THE MAP, OR

'R'* TO MOVE RANDOMLY TO A NEW POSITION
?

If you enter a “V” (to view the map), you’ll see the entire maze from
above. You are the “I” and the exit is the “X”:
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For this move ['ve entered “N,” which means I want to head North.
The next thing I'll seeis a view of the maze for a few lines to the North (verify
this by comparing it to the complete map):

? N
DIRECTION: NORTH
 J
* #
LB

If I now enter “M” (for move), I'll move in the direction I'm facing
(which in this case is north):

T M
DIRECTION: NORTH
#
"
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After this series of moves to the north I ask for the full view again, and
see where I've been plotted out as dots:
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I keep on working my way through the maze:
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And, eventually, make it to the exit:

T M
YOU'RE OUT AFTER 23 MOVES,..

This run took 23 moves. Sometimes it can be even more difficult, as
you'll see from the next run, in which it took me more than 40 moves to reach
the exit:



|
s 88
XX X
g8 88
| |
g8 &8s
|
XX R X
L
ts 88
|

L X R X J
|

88 &8
|

gs 88
|
g8 a8
e e

&8 ae I
T Y T Y B
] b '
T2 I Y B
O.l.'.. '
se_ 88 &
s s s
88 _sess @
s, & @8
S8 & sse @
* ss s
e T I
ae

X
' 1 ]

DIRECTION:

axe
s
s

I

DIRECTION:

s x®
s
LB

DIRECTION:

Ay
I#®

EAST

EAST

7T M

YOU'RE OUT AFTER 45 MOVES...




When you are ready to be “a-mazed,” the listing that follows will give
you the key:

10 REM THE 3-D MAZE

20 CLS

30 RANDOMIZE VAL(RIGHT$(TIME$,2))
40 DIM A$(30)

50 D=1

60 A$(5)=" BRNBBRANBRANNRRRNNNNR : REM
20 #

70 FOR F=6 TO 24 STEP 2

80 A$(F)=" " an

90 A$(F+1)=" &8 8% as 28 & gsan

100 NEXT F

110 A$(25)=" FRBBRRRRRRBBRRRRN NN,

EM AS EARLIER LINE
120 FOR F=1 TO 70

130 N=INT(RND(1)%*20)+6

140 N1=INT(RND(1)%20)+6

150 A$(N)=MID$(A$(N),1,N1=1)+"#n MID$(AS$
(N),N1+1,25=N1)

160 NEXT F

170 N1=INT(RND(1)#2)+1

180 ON N1 GOSUB 1090,1130

190 X=INT(RND(1)%*4)+9

200 Y=INT(RND(1)#%4)+9

210 IF MID$(A$(X),Y,1)=n%m THEN 190

220 A$(X)=MID$(A$(X),1,Y-1)+"I"+MID$(AS$(
X),Y+1,25=Y)

230 MO0=0

240 PRINT "ENTER °'N', tS', 'E' OR 'W' TO
LOOK IN"

250 PRINT "THAT DIRECTION. FOLLOW IT, NE
XT MOVE,"

260 PRINT "WITH 'M' TO MOVE IN THAT DIRE
CTION..."

270 PRINT "ENTER 'V' TO VIEW THE MAP, OR
n

280 PRINT "*R' TO MOVE RANDOMLY TO A NEW
POSITION" _

290 INPUT " nsR$

300 IF R$="vV" THEN D=5

310 IF R$="R" THEN D=6

320 IF R$="M" THEN D=0



330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590

IF R$="N" THEN D=4

IF R$="E" THEN D=1

IF R$="W" THEN D=3

IF R$="S" THEN D=2

IF D>0 THEN D1=D

IF D=0 THEN 530

IF D=5 THEN GOSUB 680

IF D=6 THEN GOSUB 730

IF D>4 OR D<1 THEN 290

GOSUB 1160

PRINT "DIRECTION: ";U$
M$=nn=L$=nn:R$=nn

ON D1 GOSuUB 830,880,950,1020
FOR F=5 TO 1 STEP -1

PRINT MID$(L$,F,1);
PRINT MID$(M$,F,1);
PRINT MID$(R$,F,1)
NEXT F

GOTO 290

REM ##sasaatnyy
X1=X:Y1=Y
X=X-(D1=2)+(D1=u)
Y=Y+(D1=3)=-(D1=1)
IF MID$(AS$(X),Y,1
IF MID$(A$(X),Y,1
MO=MO+1
A$(X)=MID$(A$(X),1,Y=1)+"I"+MID$(A$(

="#n THEN 640
="X" THEN 800

S ot

X),Y+1,25-Y)

600

A$(X1)=MID$(A$(X1),1,Y1-1)+" ., "+MID$(

A$(X1),Y1+1,25=Y1)

610
620
630
640
650
660
670
680
690
700
710
720
730

GOSUB 1160

PRINT "DIRECTION: ";U$
GOTO 440
X=X1:Y=Y1

PRINT "BAD MOVE"
GOTO 290

REM  EXZXXXEXXRX R
FOR F=4 TO 27
PRINT A$(F)

NEXT F

RETURN

REM 'Y EXXEEXEAXE R

A$(X)=MID$(A$(X),1,Y=1)+" "+ MIDS$(AS$(

X),Y+1,25-Y)




740 X=INT(RND(1)%4)+9

750 Y=INT(RND(1)%#4)+9

760 IF MID$(A$(X),Y,1)="#" THEN 730
770 A$(X)=MID$(A$(X),1,Y=-1)+"I"+MID$(A $(
X),Y+1,25=Y)

780 RETURN

790 REM  EXEXEXEEEXEXEEX X

800 PRINT TAB(4);"YOU*RE OUT AFTER"MO"MO
VES..."

810 END

820 REM %issassaaanas

830 M$=-MID$(A$(X),Y,5)

840 L$=MID$(A$(X-1),Y35)

850 R$=MID$(A$(X+1),Y,5)

860 RETURN

870 REM  IXXEXXXXEXN R R

880 FOR FzX TO X+5

890 M$=M$+MIDS$(AS$(F),Y, 1)

900 R$=R$+MID$(A$(F),Y-1,1)

910 L$=L$+MID$(AS$(F),Y+1,1)

920 NEXT F

930 RETURN

Q40 REM ®tssssiiingss

950 FOR F=Q TO =5 STEP -1

960 M$=MID$(A$(X),Y+F,1)

970 R$=R$+MID$(A$(X=1),Y+F,1)

980 L$=L$+MID$(AS(X+1),Y+F,1)

990 NEXT F

1000 RETURN
1010 REM tssssstagsnsa

1020 FOR F=X TO X-5 STEP=-1

1030 M$=M$+MIDS$(AS$(F),Y,1)

1040 R$=R$+MID$(AS$(F),Y+1,1)

1050 L$=L$+MID$(AS$(F),Y-1,1)

1060 NEXT F

1070 RETURN

1080 REM #sssssssssssg

1090 N=INT(RND(1)%10)+11

1100 A$(N)=" X "+MIDS$(A$(N),12,1
4):REM FIVE SPACES EACH SIDE OF THE X
1110 RETURN

1120 REM ' XXX XEEXXEKX X

1130 N=INT(RND(1)%#10)+11



1140 A$(N)=MID$(AS$(N),1,19)+" X":REM
FIVE SPACES

1150 RETURN

1160 IF D1=1 OR D=1 THEN U$="EAST"

1170 IF D1=2 OR D=2 THEN U$="SOUTH"

1180 IF D1=3 OR D=3 THEN U$="WEST™"

1190 IF D1=4 OR D=4 THEN U$="NORTH"

1200 RETURN



CAVALIER
"CHUTE

Now it’s time for a little more action. In this game you battle wayward wind
drifts while attempting to land your parachute safely on a tiny landing pad
floating on the waves of the Great (computer-simulated) Ocean.

You start by selecting the level at which you want to play:

SELECT YOUR GAME:
A - EASY
B - MODERATE
C - DIFFICULT
D - INCREDIBLY HARD
? C

The computer will print out your parachute over and over again as it
descends, while youtry to guide it onto the landing pad floating on the waves
below:

6666

Py

ggeea



AAA

66686

- A A

0
Y

6666

CONGRATULATIONS!!
A SAFE LANDING!
YOU HAVE 23 POINTS

Use the “Z" key to move the parachute to the left and the “M” to move
to the right. Miss the pad, and you’ll drown!

Try to stop your heart from pounding, and get ready to leap from your
plane with this program written by Neal Cavalier-Smith:

10 REM CAVALIER 'CHUTE

20 P=20

30 GOSUB 110:REM INTIALISE

L;o REM I EXEXXXEE X

50 REM MAIN CYCLE

60 GOSUB 360:REM PRINT 'CHUTE

70 GOSUB 520:REM LANDING STRIP

80 GOSUB 580:REM GET KEYS

90 GOTO 60

100 REM X XXX XXXXEXEEEK ]

110 REM INITIALISATION

120 CLS |

130 IF INKEY$<>"" THEN 130

140 PRINT:PRINT "SELECT YOUR GAME:"
150 PRINT TAB(6);"A - EASY"

160 PRINT TAB(6);"B - MODERATE"

170 PRINT TAB(6);"C ~ DIFFICULT®
180 PRINT TAB(6);"D - INCREDIBLY HARD"
190 INPUT ©® n:R$
200 IF R$<"A"™ OR R$>"D" THEN 190




210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610
620
630
640

DF=1/2

IF R$="C" THEN DF=1

IF R$="B" THEN DF=2

IF R$="A" THEN DF=3
STP=0:REM SCREEN TOP
RANDOMIZE VAL(RIGHT$(TIME$,2))
STP=0:REM SCREEN TOP
SBOT=19:REM SCREEN BOTTOM
SWDE=40:REM WIDTH OF SCREEN
SWDE=SWDE-3
ACC=INT(RND(1)®#(SWDE-4))
PAD=INT (RND(1)#(SWDE-10))
PLUS=1

RETURN

REM ###ig%dddatunasn

REM PRINT PARACHUTE

CLS

FOR C=0 TO STP

PRINT

NEXT C

PRINT TAB(ACC);" = »
PRINT TAB(ACC);""~"n
PRINT TAB(ACC);" 0 "
PRINT TAB(ACC);" Y n

IF STP=SBOT-4 THEN 490
FOR C=6 TO SBOT-STP

PRINT

NEXT C

STP=STP+1

RETURN
REM #8ssaaattpgsns

REM LANDING STRIP
PAD=PAD+PLUS

IF PAD>SWDE-6 THEN PLUS=-1
PRINT TAB(PAD);"@@@e"
RETURN

REM %&tsssss

REM GET KEYS

IF STP=SBOT-4 THEN GOSUB 650
Y$=INKEY$:REM or GET Y$

IF Y$="Z" THEN ACC=ACC-DF
IF Y$="M" THEN ACC=ACC+DF

RETURN
REM #0BRSRRNRENRRNS



650

REM SEE IF DROWNED

660 IF ACC<PAD-1 THEN 770

670 IF ACC>PAD+2 THEN 770

680 IF ACC=PAD+1 OR ACC=PAD THEN 730
690 PRINT TAB(8);"YOU MADE IT...BY THE"
700 PRINT TAB(9);"SKIN OF YOUR TEETH"
710 P=P+5

720 GOTO 800

730 PRINT TAB(12) ;"CONGRATULATIONS! (™
740 PRINT TAB(13);"A SAFE LANDING!"

750 P=INT(P+10/DF)

760 GOTO 800

770 PRINT TAB(12) ;"SPLOSSSSSHHHHHHHHHI "
780 PRINT TAB(14);"YOU GOT SOAKED!"

T90 P=P=2

800 AT=AT+1

810 IF AT=20 OR P<0 THEN 890

820 PRINT TAB(11);"YOU HAVE"P"POINTS"
830 FOR X=1 TO 1000:NEXT X

840 IF INKEY$<>"" THEN 840

850 GOSUB 250

860 RETURN

870 REM %&sasass

880 REM DROWNED!

890 PRINT TAB(13);"YOU'VE DROWNED!"

900 PRINT:PRINT TAB(12);"YOU SCORED"P"PO
INTS®

910 PRINT TAB(16);"IN"AT"ATTEMPTS."

920

END




JUMPING
FALLOUT

In this fascinating game, you have to try and shuffle the digits from one to
nine down from the top of this little grid to the bottom:

12 456789
HEIRERESS
FREAE H49
# 44 #8
¥ Hedin #
FLERE47
FEESHE
#4 & R4
4 # #8

O~ o0OWMmMEWN 20O

SCORE: 200

WHICH LEVEL DO YOU WANT TO MOVE (1-8)
? 1
HOW MANY MOVES TO THE LEFT? 7

As you can see, the number “3” is already on its way down. When you
see the WHICH LEVEL DO YOU WANT TO MOVE? question, enter a
number from one to eight. Follow the HOW MANY MOVES TO THE
LEY¥T? question with the number of spaces you want to move this level to
the left. As you ¢an see, in the move shown above I indicated that I wanted
to move level one atotal of seven places to the left. This is how it looked after
that move:



O~ NEWN - O

12 456789
HEFAREER
#E440 244
# #ee ¢
¥ Rexed
fEsRsdan
rthetee
E# + FRER
s ¥ &4

SCORE: 191

WHICH LEVEL DO YOU WANT TO MOVE (1-8)

? 2

HOW MANY MOVES TO THE LEFT? 1

Notice that when the “3” moved past the left edge of the grid, it reap-
peared onthe right side and continued its move left. Next, 1 moved the sec-

110 ki

ond level one place to the left, so that the “3” fell down one more level,

followed by the “5” (see the result below). Look at the following “snapshots

’"

of the game, and you’ll soon see how it works:

O~ NMEWN=O

12 4% 6789
2385804 ¢
FHEAZHIRE
§  REE #4
# #atad @
#E44eR40
B4
e # 44
FHELE & 14

SCORE: 187

WHICH LEVEL DO YOU WANT TO MOVE (1-8)

?7 2

HOW MANY MOVES TO THE LEFT? 3




1 4 6789
# #REdi4
# d¥#44
# ##% 4
g224###44 ¢
¥SR4R#LIE
#3 444
¥ # #4444
###4 # ##

o~Novn -wpnp—0

SCORE: 145

WHICH LEVEL DO YOU WANT TO MOVE (1-8)

? T
HOW MANY MOVES TO THE LEFT? 1

01 4 6789
1 # #4$444#
2 0 RIPELEA
3 # #4# 1#
hy # tds¥d #
S #2#H4## 444
6 #5 ##p¥d
T #3&# #4#4#
8 ##4¢ # 44

SCORE: 136
WHICH LEVEL DO YOU WANT TO MOVE (1-8)

71
HOW MANY MOVES TO THE LEFT? 7



0 89
1 #T#E44244
2 H#OH##EHRE
3 #1 #44¢ #4
h Husd ks #
S5 #244¢4#44
6 #5 ##t#h
7 #34# ##+#4
8 # NH¥#d##

SCORE: 60

WHICH LEVEL DO YOU WANT TO MOVE (1-8)
? 8
HOW MANY MOVES TO THE LEFT? 1

89
fREFENE
tEE4R 44

Hi4 44
FH4EE #
& #

H# &4
# #4414
A2 2R X

o100V +=wMh =20
T R TH TR ¥k N T

SCORE: 50

WHICH LEVEL DO YOU WANT TO MOVE (1-8)
?
HOW MANY MOVES TO THE LEFT? 7



FEREL #4284
# #EPRHHE
& #4244
# 48444 &
$ E0dE4Y
# AL
# & #4444
# PRENDH

o~ O EWwWN 2O

SCORE: 10

WHICH LEVEL DO YOU WANT TO MOVE (1-=8)
? 1
HOW MANY MOVES TO THE LEFT? 6

tEsERi e
H#ELERE

#i## #4
tdEHE &
FRELERE

FEH#4H
& t444d
#4884

O~V WM = O
W B oI N Sk A A IR

SCORE: 2
WELL DONE, YOU CLEARED THE BOARD WITH
A SCORE OF 2

THE BEST SCORE SO FAR IS 123
WHICH WAS GAINED BY TIM

DO YOU WANT ANOTHER GAME (Y/N)? N



The object of this game (alse written by Neal Cavalier-Smith) is to get
all of the digits to “fall out” of the bottom of the grid with the smallest pos-
sible number of moves. Yeou start the game with 288 points, and points are
subtracted from your score with each meve. You'll see, if you look closely at
the sample run, that you lose more points for moving the lower rows than
you do fer the top ones. Once you’ve mastered the game in its present form,
set yourself the task of getting all the numbers out, iz order.

10 REM JUMPING FALLOUT

20 GOSUB 870

30 REM ##sansssns

40 REM GAME CYCLE

50 GOSUB 140

60 GOSUB 420

70 GOSUB 290

80 GOSUB 580

90 IF V<9 THEN GOTO 60

100 GOSUB 770

110 IF G$<>"N" THEN 50

120 END

130 REM #annnnusssnsnsnsss
140 REM NEW GAME VARIABLES
150 S=200:V=0

160 FOR X=2 TO 9

170 FOR ¥Y=1 TO 9

180 A$(X,Y)=m 7

1908 IF RND(1)>.16 THEN A$(X,Y)="§"
200 HNEXT Y

210 A$(X,INT(RND(1)#841))=n n
220 NEXT X

230 FOR C=1 TO 9

240 A$(1,C)=RIGHT$(STR$(C),1)
250 A$(10,C)=n "

260 NEXT C

270 RETURN

280 REM sssasssssass

290 REM DISPLAY MOVE

300 CLS

310 PRINT

320 FOR X=1 TO 9

330 PRINT X-1;

340 FOR Y=1 TO 9

350 PRINT A$(X,Y);




360 NEXT Y

370 PRINT

380 NEXT X

390 PRINT:PRINT "SCORE:"S

400 RETURN

u10 REM S##%#2%%8RRRRRRRN

420 REM FALLDOWN ROUTINE

430 FOR Y=z9 TO 1 STEP -1

440 FOR X=1 TO 9

450 IF A$(Y,X)=" " OR A$(Y,X)="#" THEN 4

70

460 GOTO 490

470 NEXT X

480 GOTO 550

490 IF A$(Y+1,X)<>" n THEN 470

500 A$(Y+1,X)=A%$(Y,X)

510 IF ¥>=9 THEN A$(Y+1,X)=" "n:V=V41

520 A$(Y,X)=" "

530 Y=Y<+1

540 GOTO 490

550 NEXT Y

560 RETURN

570 REM S8asssaunids

580 REM MOVE A LEVEL

590 IF V>=9 THEN RETURN

600 PRINT:PRINT "WHICH LEVEL DO YOU WANT
TO MOVE (1-8)"

610 INPUT " "L

620 L=L+1

630 IF L>9 OR L<2 THEN 610

640 PRINT "HOW MANY MOVES TO THE LEFT";
650 INPUT P

660 IF P<O0 OR P>10 THEN 650
670 FOR C=1 TO P

680 T$=A$(L,1)

690 FOR X=1 TO 8

700 A$(L,X)=A$(L,X+1)

710 NEXT X

720 A$(L’9)=T$

730 NEXT C

740 S=S<L-P

750 RETURN

760 REM [T EXXXEREE X

77T0 REM END OF GAME



780 PRINT "WELL DONE, YOU CLEARED THE BO
ARD WITH A SCORE OF g

790 IF S>H THEN PRINT "YOU HAVE A NEW HI
GH SCORE. PLEASE ENTER YOUR NAME "
s :INPUT N$:H=S

800 PRINT:PRINT "THE BEST SCORE SO FAR I
S"H

810 PRINT "WHICH WAS GAINED BY ";N$

820 PRINT:PRINT "DO YOU WANT ANOTHER GAM
E (Y/N)",;

830 INPUT G$

840 IF G$<O"N" AND G$<>"Y" THEN 830

850 RETURN

860 REM ##gsgaanss

870 REM INITIALISE

880 RANDOMIZE VAL(RIGHT$(TIME$,2))

890 CLS

900 DIM A$(11,9)

910 H=0

920 N$="NEAL"

930 RETURN




RETRO-ACTION

Zip-ee-dee-doo! Here’s a fast-moving reaction game for two players.

You're both seated at the keyboard, fingers poised. The screen flashes,
and you both jab at the keys. There can only be one winner. Let the person
with the best trigger finger be the victor.

When the program (which was written by Les Battyanyi and Todd Har-
rison) 1s up and running, you'll see a line drawn on the screen, followed by a
series of pairs of circles. After four pairs of them have appeared, each pair
closer and closer together, an arrow (formed out of asterisks) will be shown.
If it points to the left, the left-hand player must react, and hit the “A” key.
If the arrow is pointing to the right, the right-hand player has to move into
action, hitting the “;” key. Hitting the key out of turn wili cost you dearly.
When the arrow points straight down, the first player toreact scores points.

The first player to reach 100 points wins the laurel wreath. Here's sev-
eral examples of the game in action:

WELL DONE!

SCORE 10



SRR RN A RN AR R R N R RN R R AR R R R N

YOU FOOL! |
YOU LOSE 15 POINTS

WELL DONEI

SCORE 30



WELL DONE!
SCORE 105

CONGRATULATIONS |

YOU'VE WON!
BAD LLCK, SUCKER!

When your trigger fingers are ready, enter this listing to show what
kind of stuff you're made of:

10 REM RETRO-ACTION
20 CLS

30 RANDOMIZE VAL(RIGHT$(TIMES$,2))

40 T=1000

50 LS=0:RS=0

60 CLS

70 IF T>S50 THEN T=T-40

80 PREBNT Vh oo cm cimimieie = mieie =i =i = = =i = — -
g0 PRINT:PRINT TAB(11);"0";TAB(27);"0O"
100 W=T:GOSUB 630

110 PRINT:PRINT TAB(13);"0";TAB(25);"0"
120 GOSUB 630

130 PRINT:PRINT TAB(15);"0";TAB(23);"0o"
140 GOSUB 630

150 PRINT:PRINT TAB{17);"0";TAB(21);"0"
160 GOSUB 630



170
180
190
200
210
220
230
0

240
0

250
260
270
280
290
300
310
320
330
340
350
360
370
380

390
400

410
420
430
440
450
460
470
11!
480
490
500
510

520

N=INT(RND(1)®4)+1

ON N GOSUB 520,580,550,580

P=1

IF INKEY$<>"" THEN 200

G$=INKEY$

IF G¢$="" THEN 210

IF G$="A" AND (CT=1 OR CT=2) THEN 31

IF G$=";" AND (CT=0 OR CT=2) THEN 29

IF G$="A" AND CT=0 THEN 470
IF G$=";" AND CT=1 THEN 460
GOTO 190

REM ARNNN

REM RIGHT

P=23

PRINT:PRINT

IF CT=2 THEN IF INKEY$="" THEN 320
PRINT TAB(P);"WELL DONE!"

IF P=23 THEN 380

LS=LS+10

PRINT: PRINT TAB(P);"SCORE"LS
GOTO 400

RS=RS+10

PRINT:PRINT TAB(P);"SCORE"RS
IF LS>99 OR RS>99 THEN 660
FOR J=1 TO 2000:NEXT J

CLS

GOTO 60

REM ##&a&sa

REM WRONG

P=23

PRINT "rrrrdgeoeppepnneppeeennssgsnl

E11 1YW IPRINT

PRINT:PRINT TAB(P);"YOU FOOL1! "
PRINT TAB(P);"YOU LOSE 15 POINTS"

IF P=1 THEN LS=LS-15:GOTO 410
RS=RS-15:G0TO 410

PRINT:PRINT TAB(19);"#":PRINT TAB(20

);"#n:PRINT TAB(17);n###snun

530
540
550

PRINT TAB(20);"#n:PRINT TAB(19);n#n
CT=0:RETURN
PRINT:PRINT TAB(19);"#".:PRINT TAB(18

);"#NM:PRINT TAB(17);ne##snun



560 PRINT TAB(18);"®#nm:PRINT TAB(19);n#n
570 CT=1:RETURN

580 PRINT:PRINT TAB(19);"#":PRINT TAB(19
;" ®n:PRINT TAB(17) ;"% & #n

590 PRINT TAB(18);"###n:pPRINT TAB(19);"®
n

600 CT=2:RETURN
610 REM sssas

620 REM DELAY

630 FOR F=1 TO W:NEXT F

640 RETURN

650 REM ssseresd

660 REM VICTORY

670 P=1:IF RS>99 THEN P=23

680 CLS:PRINT:PRINT:PRINT

690 PRINT TAB(P);"CONGRATULATIONSI"
700 PRINT:PRINT TAB(P);"YOU'VE WONI"
710 FOR F=1 TO 2000:NEXT F

720 IF P=23 THEN P=1:GOTO 740

730 P=23

T40 PRINT TAB(P);"BAD LUCK, SUCKER!"
750 FOR F=1 TO 1000:NEXT F



HUTT
RACER

This moving graphics game (written by Ian Hutt, who lives near Hampton
Court Palace in England) places you at the wheel of a racing car, trying to
reachthe end of a twisting, turning track. As if this wasn't difficult enough,
the track gets narrower as the race progresses. This program demands close
concentration.

An additional hazard is the devilish “jam car,” which can block your
path down the track. The exhaust of the jam car is showm as an exclamation
mark (!) on the screen. The jam car itself is shown as a “V.” You can drive
through the exhaust, but (of course) you are not allowed to smash into the
vehicle ahead of it. If you're just one space away from the car, the exhaust
will turn inte a plus sign (+) to warn you that you'’re too close.

At the end of the game you’ll be told how far you traveled. Here's a
sample of my own experience behind the wheel of the HUTT RACER:

I W I I
I W Vv I
I W I
I L] I
I W I
I W I
I W I
I W I
I w I
I W I
1 W I
It W I
IV W I
I Wi I
I I W I
I VW I
I W I
I W 1
It W
Iv W I



W
Wi
I ] I
I W I
IV W I
I W I
I! W I
Iv W I
I W I
Il w I
IV W I
I w I
I w I
I w I
1 w I
I W I
I Wil
I WVI
I W I
I W 1
Il W I
1V W I
1 ] I
I w I
I w I
I w i
I Wil
X wv I
I W I
I W I
I W I
I+ I
I+

YOU CRASHED AT 133 MILES



The position of your ear is shown by the “W” at the very bottom of the
display. Move your car left with the “Z” key and right with the “M.” Look

{9 k2.

out for *!

and “+”!! When you're ready to battle it out with the narrowing

race track and the jam cars, enter and run this listing:

10
20
30
40
50
60

300
310
X);
320
330
CX)
340
350
360

REM HUTT RACER
GOSUB 100:REM INITIALISE
GOSUB 240:REM START GRID
GOSUB 360:REM RACE
GOSUB 740:REM SHOW RESULT
IF K$="Y"™ THEN RUN
PRINT:PRINT "OK, BYE..."
END
REM #% % 3% %%3%%%
REM INITIALISE
RANDOMIZE (VAL(RIGHT${TIMES$,2)))
DEFINT A-2
CLS
REM #ADJUST VALUES IN NEXT 2 LINESH
REM #*FOR YOUR OWN SYSTEM*
LL=40:REM LINE LENGTH
LL=LL-2
PL=24:REM PAGE LENGTH
C¢=-rwn
RW=LL/4#*3
DT=0

RETURN
REM ##%3%%%%%%#8

REM START GRID

WL=(LL-RW)/2:WR=WL+RW

FOR Y=1 TO PL-1

PRINT TAB(WL) ;"I";TAB(WR);"I";

NEXT Y

PRINT TAB(WL);"I";TAB(WL+({WR=-WL)/2)
s "START"; TAB(WR);"I"
CX=INT(WL+((WR-WL)/2))

PRINT:PRINT "GO? ";TAB{WL);"I";TAB(C
C3; TAB(WR);"I™;

GOSUB 850

PRINT:PRINT "GO...";TAB(WL);"I";TAB(
;C$; TAB(WR) ;" IV;

RETURN

REM ####

REM RACE




370
380
390
4oo

R$§="FALSE":J$="":JP=0
K$=INKEY$

DT=DT+1

IF K$§="Z" THEN CX=CX-1

410 IF K$="M" THEN CX=CX+1

420 IF JP>0 THEN J$=nvn"

430 IF RND(1)<.2 THEN GOSUB 680

440 IF JP=CX AND J$="v" THEN R$=-"TRUE"
450 GOSUB 590

460 IF CX=WL THEN R$="TRUE"

470 IF CX=WR THEN R$="TRUE"

480 IF (DT/PL)=INT(DT/PL) THEN WL=WL+1:W
R=WR-1

490 IF RND(1)<.2 THEN WL=WL-1:WR=WR-1:GO
TO 510

500 IF RND(1)>.8 THEN WL=WL+1:WR=WR+1
510 IF WL<1 THEN WL=1

520 IF WR>LL THEN WR=LL

530 IF WR-WL<=1 THEN R$§="WIN"

540 GOSUB 900:REM SPEED

550 IF R$="FALSE"™ THEN 380

560 RETURN

570 REM #ssnsans

580 REM SHOW CAR

590 PRINT

600 IF JP=0 THEN PRINT TAB(WL);"I";TAB(C

X);C$;TAB(WR);"I"; :GOTO 650

610

CX);

620

IF JP>CX THEN PRINT TAB(WL);"I"; TAB(
C$; TAB(JP);J$;TAB(WR);"I";
IF JP=CX THEN PRINT TAB(WL);"I";TAB(

CX);"+"; TAB(WR);"I";

630

IF JPKCX THEN PRINT TAB(WL);"I"; TAB(

JP);J$; TAB(CX);C$; TAB(WR);"I";

640
650
660
670
680
690
700
710
720

730
740

IF J$="Vv" THEN J$="":JP=0
RETURN

REM ' X XEXXXEEEXXAK ]

REM START JAM CAR
JP=INT(WL+((WR-WL)®RND(1)))
IF JP=WL THEN JP=JP+1

IF JP=WR THEN JP=JP-1
J$:n!n

RETURN

REM %8s ansnnun

REM SHOW RESULT



750
760

PRINT:PRINT:PRINT
IF R$="WIN"™ THEN PRINT "WELL DONE. Y

OU'VE COMPLETED"DT"MILES"

770 IF R$="TRUE" THEN PRINT "YOU CRASHED
AT"DT"MILES"
780 PRINT:PRINT:PRINT "DO YOU WANT ANOTH

ER GO (Y OR N)?2"

790
800
810
820
830
840
850
860
870
880
890
900
910
920
930
940
950

IF INKEY$<>"™™ THEN 790
IF INKEY$="" THEN 800
K$=INKEY$

IF K$<O"Y"™ AND K$<O>"N"™ THEN 810
RETURN

REM #uas#

REM DELAY

FOR D=1 TO 1000

NEXT D

RETURN

REM ##as#

REM SPEED

REM CHANGE THE 199 FOR BEST EFFECT
REM ON YOUR SYSTEM

FOR D=1 TO (361-DT)/199

NEXT D

RETURN



ENGULF

In this game, you are in control of the space-cruiser Bereelis, seeking to
make space safe for the fun-loving human race. There is a single nasty alien
making trouble in the corner of the universe you’re patrolling. Your job is to
“engulf” the alien, immobilizing him, by destroying all the sectors of space
around him.

Both you and the alien (shown as an “A”) are unable to move onto the
outer border of the area of space under view. These “out of bounds” areas
are indicated by “~’ marks, as you can see in this printout:

-> HIGHEST SCORE SO FAR 1S O <-

-> ALIEN SENSES DANGER FACTOR 0 <=
-~==> ALIEN NOW AT 4 B

-> TIME LEFT: 30 --- LASERS FIRED: 0

— g g g s g mm e R M e e M S S e S G R R T B B S e S

2 =¥*X2XXXxxx%_
3 %22 %%_
4 -—-%%xxxxx2_
5 —*¥%2xx%x2%xxx_
C %22 _
7 =F%FFXXXXXZX_
g —-*spAs2s2s _
Qg %22

WHICH SECTOR WILL YOU SHOOT AT?
ACROSS? a
AND DOWN? 7

The alien doesn’t have to change locations on every move. However, if
he does decide to move, it may be by one or two squares from his present
position. You isolate the alien by blasting areas of space out of existence. You
enter the coordinates of the space you want to destroy as two numbers, as
you can see here:



-> HIGHEST SCORE SO FAR IS O <-

-> ALIEN SENSES DANGER FACTOR .66 {-

- E G D G e e G e e e e e - o - - - - - - - W PC P e AY I O G G G G

--=-> ALIEN NOW AT 4 B
-> TIME LEFT: 29 =--- LASERS FIRED: 1

D _*xxxx kRN
g —*sERERER_

4 - EREE_
B ERER _
kR REEREE

_SspASS RS _

]
6
7 _%% sxxx%_
8
g —s*RsEEEE _

WHICH SECTOR WILL YOU SHOOT AT?
ACRGSS? 3
AND DOWN? B

-> HIGHEST SCORE SO FAR IS O <-

-> ALIEN SENSES DANGER FACTOR 1,33
---=> ALIEN NOW AT 4 9

-> TIME LEFT: 28 --- LASERS FIRED: 2

~ERRREEEE _
_ R R XX _
— k%R REEE
_EEEE BB RS _
RTIEIIIL S
%% %% _
_% %X H _
AR R KR _

10 —-——-ocemw-

O O N WD

WHICH SECTOR WILL YOU SHOOT AT?
ACROSS? §
AND DOWN? 8



As I said earlier, you “engulf” the alien by destroying all the squares
onto which he could move. Notethat you're not allowed to land on the alien,
and will destroy yourself if you do. The alien keeps a watch on the space
around him, and signals to your computer the degree of danger he senses in
his present position, so you can follow (more or less) what the alien is think-

ing:

-> HIGHEST SCORE SO FAR IS O {-
-> ALIEN SENSES DANGER FACTOR 2 <=

---——-> ALIEN NOW AT 7 3
-> TIME LEFT: 26 =--- LASERS FIRED: 4

e o B e e B e e B e e S M e S e B

_ SRR ERE _
_EEE XSRS _
—*E%E BEE_
_*% s _
_*% xEBEE_
B ERE R _
~EEREEBREE
N TIITEIY IS

10 —————————-

W O N UL WM

WHICH SECTOR WILL YOU SHOOT AT?
ACROSS? 8
ANO DOWN? 4




-> HIGHEST SCORE SO FAR IS 0 Cw

-> ALIEN SENSES DANGER FACTOR 1.33 (-
—-—-—--> ALIEN NOW AT 7 4

-> TIME LEFT: 25 =--- LASERS FIRED: 6§

-l

- e e e e o= o= o = o=

_*%22 RN K _
_EXREE R R & _
_tsss A *_
_%% *% %% _
%% BB %%_
INTEITIE L I
— XX REE BN _
ERRREEEE _

10 —=-—ee

O 0O NGO WP

WHICH SECTOR WILL YOU SHOOT AT?
ACROSS? 7
AND DOWN? 5

-> HIGHEST SCORE SO FAR IS O <-
-> ALIEN SENSES DANGER FACTOR 4.B66 <-

— e WA et mmm e m Emr e T S e mE S EE EEN MRS EE D BN e R B N W W W v e e

-—--=~> ALIEN NOW AT 89 4
-> TIME LEFT: 197 —--- LASERS FIRED: 13

e T WD TR D T Tt T G U Or we P e e e e o T - e e e T e e - e - - G e -

—ERBEE RE_
_sx%%s * .
Ty A-
_%x =
_&% &K & _
_ssxs RN _
_ s sREE_
kR RER RS _

10 -——-------

O 0O N d2WDRN

WHICH SECTOR WILL YOU SHOOT AT?
ACROSS? 8
ANO DOWN? 3



-==<=> ALIEN NOW AT 8 4
-> TIME LEFT: 17 -—- LASERS FIRED: 13
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———————— > ENGULFED! WELL DONE...
————————— > IT TOOK YOU 13 SHOTS

AND YOU DID IT WITH 17 TIME UNITS LEFT
———————— > YOUR RATING IS 1307.682

————— > HIGHEST SCORE SO FAR IS 1307.682

DO YOU WANT ANOTHER GAME (Y/N)?
------- > OVER AND OUT, CAPTAINI|

You'll discover that the best strategy is to trap the alien against one of
the sides of the grid. This limits his potential moves. Of course, the alien is
aware of the danger of being caught near the sides, and uses his limited in-
telligence totry to keep away from them. Try to build a “fence” of blank areas
in a curve around the alien so that you can force him to move into a side.

10 REM ENGULF

20 HSCRE=0

30 DIM A(10,10)

40 GOSUB 1030:REM INITIALISE
50 GOSUB 220: REM ALIEN MOVE
60 REM f#sggias

70 REM MAIN LOOP

80 GOSUB 800:REM PRINT OUT
90 GOSUB 670:REM PLAYER MOVE
100 GOSUB 800



110 GOSUB 220:REM ALIEN MOVE

120 TME=TME=1

130 SHOTS=SHOTS+1

140 IF TME=0 THEN 580

150 GOTO 80

160 REM (K EXEXEKRK;

170 REM COLLISION

180 PRINT TAB(8);"YOU HIT AN ALIEN, CAPT
AIN"

190 PRINT TAB(9);"AND HAVE BEEN DESTROYE
Dﬂ

200 GOTO 580

210 REM %#sasususny

220 REM ALIEN MOVE

230 REM % CHECK IF SURROUNDED #

240 H=0

250 H=H+A(M-1,N)

260 H=H+A(M+1,N)

270 H=H+A(M,N=1)

280 H=H+A(M,N+1)

290 H=H+A(M=-1,N+1)

300 H=H+A(M+1,N+1)

310 H=H+A(M+1,N-1)

320 H=H+A(M-1,N=1)

330 IF H=16 THEN 500:REM SURROUNDED

340 REM ® MOVE ALIEN #

350 E=M:F=N

360 CT=0

370 M=M-INT(RND(1)%#2)+INT(RND(1)#%2)

380 CT=CT+1:IF CT=40 THEN M=E:N=F :GOTO 4
60

390 IF M<2 OR M>9 THEN 370

4oo IF (M<4 OR M>T) AND RND(1)>.7 THEN 3
70

410 N=N-INT(RND(1)#2)+INT(RND(1)#*2)

420 CT=CT+1:IF CT=40 THEN M=E:N=F:GOTO 4
60

430 IF N<2 OR N>9 THEN 410

4yo0 IF (N<4 OR N>T7) AND RND(1)>.7 THEN 4
10

450 IF A(M,N)=2 THEN 370

460 A(E,F)=0

470 A(M,N)=1

480 RETURN




490 REM #nitsnssy
500 REM SURROUND
510 GOSUB 800

520 PRINT "ea-cece--- > ENGULFED! WELL DONE
530 PRINT Mececcecee-- > IT TOOK YOU®"SHOTS"
SHOTS"

540 PRINT "AND YOU DID IT WITH"TME"TIME
UNITS LEFT"
550 Q=TME#1000/SHOTS

560 PRINT "eccecerew- > YOUR RATING IS"Q
570 IF Q>HSCRE THEN HSCRE=Q

580 PRINT "ew--- > HIGHEST SCORE SO FAR I
S"HSCRE

590 IF INKEY$<>"" THEN 590

600 PRINT:PRINT "DO YOU WANT ANOTHER GAM

E (Y/N)?"

610 T$=INKEY$

620 IF T$<O>"Y" AND T$<>"N" THEN 610

630 IF T$="Y" THEN M40

640 PRINT "wceee-- > OVER AND OUT, CAPTAI

NI"

650 END

660 REM RRRRBERRERR

670 REM PLAYER MOVE

680 PRINT "WHICH SECTOR WILL YOU SHOOT A

T?"

690 PRINT TAB(8);"ACROSS";

700 INPUT S

710 IF S<2 OR S>9 THEN 700

720 PRINT TAB(8);"AND DOWN";

730 INPUT R

740 IF R<2 OR R>9 THEN 730

750 IF A(R,S)=1 THEN 170:REM ALIEN HIT

760 IF A(R,S)=2 THEN PRINT "THAT SECTOR

IS ALREADY DESTROYEDI":RETURN

770 A(R,S)=2

780 RETURN

790 REM 'SXERRRR K

800 REM PRINT OUT

810 CLS

820 PRINT:PRINT "-> HIGHEST SCORE SO FAR
IS®"HSCRE" <."

830 PRINT "-> ALIEN SENSES DANGER FACTOR



"INT

850
860
FIRE
870

930
NT "
940
950
960
970
980
990
1000
1010
1020
1030
1040
1050
1060

(100%#H/3)/100" K="

PRINT Pocoirancmeacaaomnnm s s e e
_—an

PRINT "====> ALIEN NOW AT"N;M

PRINT "-> TIME LEFT:"TME"--- LASERS
D:"SHOTS

PRINT Mo mmeceeeeme e ®cce——cca—————
—_—n

PRINT TAB(5);"12345678910"

FOR K=1 TO 10
IF K<10 THEN PRINT ®* w;
PRINT K;
FOR J=1 TO 10
IF K<2 OR K>9 OR J<2 OR J>9 THEN PRI
-":s:GOTO 970
IF A(K,J)=0 THEN PRINT "n#n.
IF A(K,J)=1 THEN PRINT "A";
IF A(K,J)=2 THEN PRINT " ";
NEXT J
PRINT
NEXT K
PRINT
RETURN
REM sssnnnunnn
REM INITIALISE
CLS
RANDOMIZE VAL(RIGHT$(TIMES$,2))
PRINT: PRINT "PLEASE STAND BY FOR YO

UR MISSION..."

1070
1080
1090
1100
1110
1120
1130
B,C)
1140
1150
1160
1170
1180
1190

TME=30

SHOTS=0

H=0

FOR B=1 TO 10

FOR C=1 TO 10
A(B,C)=0

IF B<2 OR B>9 OR C<2 OR C>»9 THEN A(
=2

NEXT C

NEXT B
M=INT( RND( 1) #7) +2
N=INT(RND(1)#7)+2
A(M,N) =1

RETURN



MINE-SWEEPER

You are now commanding a mine-sweeper, with the task of clearing a path
through the heavily mined Juicy Straits Canal, so that oil tankers can get
through.

Each section of the canal is splitintoa ten by fifteengrid. Each separate
location in this grid can contain a mine. Although you can’t actually see the
mines, your rusty old mine-detector can tell when a mine is in one of the eight
locations that surround your position.

Your ship’s position on the grid is shown by a number, which also in-
dicates how many mines are in the “square” of eight locations surrounding
you. By backtracking, and by going around mines when you sense them, you
can create a clear path from the left-hand side of the screen to the row of #’s
on the right-hand side.

Now for the bad news. If you move onto a mine, you’ll be blown sky-
high.

As you can see from the following sample run, you move around the
screen by entering U(p), B(own), R(ight) or L(eft). You leave a clear trail of
blank locations for the tankers to use behind you as you traverse the grid:

P S RO
p T
) JUSEEE S T
) J o e
> 2 R S SR AR
-
> J R .
) JE I T P

ENTER YOUR MOVE U(P), D(OWN)
R(IGHT), L(EFT)
?7 R



Dececan s
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D cnan
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ENTER YOUR MOVE

? D

u(p),
R(IGHT),

>I.Illl.l.lll

>.0l0.'.lll

>..l'l.'lll

ENTER YOUR MOVE

? R
SPLAT!!!!

L ]

u(p),
R(IGHT),

YOU'VE HIT A MINE,
GAME IS OVER. YOUR SCORE IS 75
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TURKEY,

D(OWN)
L(EFT)

D( OWN)
L(EFT)

SO THE
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ENTER YOUR MOVE U(P), D(OWN)
R(IGHT), L(EFT)
? D

ENTER YOUR MOVE U(P), D(OWN)
R(IGHT), L(EFT)

ENTER YOUR MOVE U(P), D(OWN)
R(IGHT), L(EFT)
? R



CONGRATULATIONS...
YOU HAVE CLEARED A PATH THROUGH

S 8..#
............... #
SIS 00000 .. #
SR - T R .
.......... #

906 e.....¢
cese e ..0#
...... 6. .
#

i

IT TOOK YOU 22 MOVES

YOUR SCORE IS 513

YOU CAN NOW PROGRESS TO LEVEL 9
PRESS <ENTER> TO CONTINUE?

At the end of each level, the grid will be reprinted, with the mines
shown in position. Your score is related to how direct your path across the
screen has been, and to the number of mines in that particular segment of
the canal. Each time yeu finish a level, you'll be given a new grid, with mere
mines on it. (MINE-SWEEPER was written by Neal Cavalier-Smith.)

10 REM MINESWEEPER

20 REM NEAL CAVALIER-SMITH
30 CLS:RANDOMIZE VAL(RIGHT${(TIME$,2))
40 DEFINT A-1Z

50 DIM A(11,17)

60 L=1:S=0:M=0

70 REM #tgsaaaan

80 REM LAY MINES

90 FOR X=1 TO 10

100 FOR Y=1 TO 15

110 K=INT(RND(1)%*#25)+1-L
120 A(X,Y)=M6

130 IF K=1 THEN A(X,Y)=64
140 NEXT Y

150 A(X,1)=U46

160 NEXT X

170 C=5:B=1



180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360

370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590

A(CpB)=33

GOTO 500

REM S ganaannnns

REM PRINT MINEFIELD

CLS

PRINT:PRINT

FOR X=1 TO 10

PRINT TAB(6);">";

FOR Y=1 TO 15

IF A(X,Y)<>64 THEN PRINT CHR$(A(X,Y)

IF A(X,Y)=64 THEN PRINT ".";

NEXT Y

PRINT "#n

NEXT X

PRINT

A(C,B)=32

REM ##igsanss

REM MOVE SWEEPER

PRINT "ENTER YOUR MOVE U(P), D(OWN)"

PRINT ,™ R(IGHT), L(EFT)"
INPUT B$

C1=0:B1=0

IF B$="U" THEN C1=-1

IF B$="D" THEN C1=1

IF B$="R" THEN B1=1

IF B$="L" THEN B1=-1

IF C+C1>10 OR C+C1<1 THEN 380
IF B+B1>15 THEN 600
C=C+C1:B=B+B1

IF A(C,B)=64 THEN 800

REM &2 iEaGR00RcERRRREN
REM COUNT ADJACENT MINES
N=0

FOR K=-1 TO 1

FOR D=-1 TO 1

IF A(C+K,B+D)=64 THEN N=N+1
NEXT D

NEXT K

A(C,B)=48+N

M:M+1

GOTO 210
REM #SS2R0SRRRRRRNNARS




600
610
620
630
640
GH"
650
660
670
680
690
700
710
720
730
T40
750
"L

760
770

780
790
800
810
820
EY,
830

REM NEXT LEVEL ROUTINE

CLS

L=L+1

PRINT "CONGRATULATIONS..."

PRINT "YOU HAVE CLEARED A PATH THROU

¢tPRINT

FOR X=1 TO 10

FOR Y=1 TO 15

PRINT CHR$(A(X,Y));

NEXT Y

PRINT "g#"

NEXT X

PRINT

PRINT "IT TOOK YOU"M"MOVES™"
S=S+100-~M

PRINT "YOUR SCORE IS"S
PRINT "YOU CAN NOW PROGRESS TO LEVEL

M=0
INPUT "PRESS <ENTER> TO CONTINUE";Q$

GOTO 80

REM ##&as

REM SPLAT

PRINT "SPLAT!I?I"

PRINT:PRINT "YOU'VE HIT A MINE, TURK
SO THE"

PRINT "GAME IS OVER. YOUR SCORE IS"S

+L%*%10-M



CAR
THIRTEEN

In this game you become one of“New York’s Finest,” as the police in Gotham
are inexplicably called. You are patrolling the city in CAR THIRTEEN,
waiting to respond to a radio call.

You may feel that the city you're patrolling is a little smaller than the
New York you remember, but that’s the result of spending too much time in
front of your computer, and not enough time in the Real World. Here's the
city map:

E Street

7th Street

I
| 6th Street

5th Street
|
| 4th Street
[
| 3rd Street
[
| 2nd Street
|

| et Street
G
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O e o — e e - — —
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In contrast to many programs in which you have to locate an object on
a grid, the target in this program does not stand still. Infact, it does its level
best to evade you at every turn.

Your car radio inforrns you that a robbery has been committed. You
have to capture the crooks by landing on the corner they are currently oc-
cupying. Here’s the game in action:



CAR 13! CAR 13!

A ROBBERY IS IN PROGRESS AT THE COANER
OF 2 AND B STREETS. RESPOND IMMEDIATELY

YOU'RE AT THE CORNER OF 5 & D STREETS

WHICH WAY: [~W-N~S-E~]? S

CAR 13} CAR 13l
CROOK LAST SEEN HEADING SOUTH
YOU'RE AT THE CORNER OF 4 & D STREETS

WHICH WAY: [-W-N-S-E-}? S

CAR 13¢ CAR 13|
CROOK HAS STOPPED AT RED LIGHT
YOU'RE AT THE CORNER OF 3 & D STREETS

WHICH WAY:; [-W-N-S-E-)? W

CAR 13! CAR 13t
CROOK LAST SEEN HEADING EAST
YOU'RE AT THE CORNER OF 3 & C STREETS

WHICH WAY: [-W-N-S-E-]? S

CAR 13! CAR 13!
CROOK HAS STOPPED AT RED LIGHT
YOU'RE AT THE CORNER OF 2 & C STREETS

WHICH WAY: [-W-N-S-E-]? S



GOVCHA'! |

HEY, WELL DONE! YOU CAUGHT THE CROOK.

NOW YOU'LL BE PROMOTED TO CAPTAINI

Keep one eye on the map, or this may happen:

CAR 131 CAR 131
CROOK HAS STOPPED AT RED LIGHT
YDU'RE AT THE CORNER DF 7 & E STREETS

WHICH WAY: (-¥~S-]? N

YOU DUMMYI YOU'VE RUN OFF THE ROADI

YOU'VE NOT ONLY DAMAGED EXPENSIVE

PROPERTY, BUT YOU'VE INJURED SEVERAL

PEOPLE AS WELL. IT'S TIME YOU TURNED IN
YOUR BADGEI

As you can see, youuare given information regarding the location of the
crook’s car. Try and nab him as soon as possible. To make this challenging
game (by Martin Richardson) harder, the crook has a secret hideout which
changes from game to game. If he gets there before he’s caught, the game is
over, and you're the loser.

Polish up your blue light, officer, and get into action with this listing:

10
20
30
40
50
60
70
80
90

REM CAR THIRTEEN

REM Engage CAPS LOCK before playing
REM  IEEXIXEXXEEEXEE 2

RANDOMIZE VAL(RIGHT$(TIMES$,2))

DEF FNR(X)=INT(RND(1)%*X)+1
N=65:B1=FNR(5) :B2=FNR(5)

CLS

A=FNR(7):B=FNR(T7)

IF Bi=A OR B2=B THEN 80



100 B=B+N:B$=CHR$(B)

110 IF B$="E"™ AND A<6 THEN 80

120 IF B$="F" AND A>5 THEN 80

130 IF A=6 AND (B$>"E"™ OR B$<"B") THEN 8
0

140 IF A=7 AND B$>"E"™ THEN 80

150 PRINT:PRINT "CAR 13! CAR 13!":PRINT

160 PRINT "A ROBBERY IS IN PROGRESS AT T
HE CORNER"

170 PRINT ®"OF"AWAND ";

180 C=FNR(6):IF C=A THEN 180

190 PRINT B$;" STREETS. RESPOND IMMEDIAT
ELY"

200 D=FNR(7)-1:IF E=B THEN 200

210 D=D+N

220 D$=CHR$(D)

230 IF D$="E" AND C<6 THEN 200

240 IF D$="F" AND C>5 THEN 200

250 IF C=6 AND (D$>"E"™ OR D$<"B") THEN 2
00

260 IF C=T7 AND D$>"E"™ THEN 200

270 PRINT:PRINT "YCU'RE AT THE CORNER OF
ncng "D$" STREETS"

280 PRINT:PRINT "WHICH WAY: (";

290 GOSUB 1250

300 IF A$<O"N™ AND A$<O"S" AND A$<O"E™ 4
ND A$<O>"W® THEN 280

310 IF A$="N" THEN 420

320 IF A$="S" THEN 490

330 IF A$="E"™ THEN 560

340 REM &#&an

350 REM WEST

360 IF D=N OR C=6 AND D=N+1 THEN 630

370 D=D-1

380 IF C<6 AND D=N+4 THEN D=N+3

390 D$=CHR$(D):GOTO 710

4OO REM #aaas

410 REM NORTH

420 IF C=7 THEN 630

430 IF (D=N+5 OR D=N+6) AND C-5 THEN 630

4yo C=C+1
450 IF D=N AND C=6 THEN C=T7
460 GOTO 710




470 HEM %aaas

480 REM SOUTH

490 IF C=1 THEN 630

500 IF D=N+4 AND C=6 THEN 630

510 C=C.1

520 IF D=N AND C=6 THEN C=5

530 GOTO T10

540 REM ®&&#

5560 REM EAST

560 IF D=N+6 THEN 630

570 IF (C=7 OR C=6) AND D=N+4 THEN 630
580 D=D+1

590 IF C<6 AND D=N+4 THEN D=N+5

600 D$=CHR$(D):GOTO 710

610 REM ##8saaasnuss

620 REM RUN OFF ROAD

630 PRINT:PRINT "YOU DUMMY! YOU'VE RUN O

FF THE ROAD!"

640 PRINT:PRINT "YOU'VE NOT ONLY DAMAGED
EXPENSIVE"

650 PRINT "PROPERTY, BUT YOU'VE INJURED
SEVERAL"

660 PRINT "PEOPLE AS WELL. IT'S TIME YOU
TURNED IN"

670 PRINT TAB(14);"YOUR BADGE!"

680 GOTO 1220

690 REM T XX EXXXERX]

700 REM CROOK MOVE

710 IF A=C AND B=D THEN 1130

720 IF RND(1)<.4 THEN 750

730 PRINT:PHINT "CAR 131 CAR 131"

740 PRINT:PRINT "CROOK HAS STOPPED AT RE

D LIGHT":GOTO 270

750 M=FNR(4)

760 ON M GOTO 790,860,930,1000

770 REM XX X ]

780 REM NORTH

790 IF A=7 OR (B=N+5 AND A=5) THEN 750
800 IF B=D AND A+1=C THEN 750

810 A=A+1:W$="NORTH":N$=CHR$(B)

820 IF B=N AND A=6 THEN A=7

830 GOTO 1070

840 REM t#aas

850 REM SOUTH



860 IF A=1 OR (B=N+4 AND A=6) THEN 750

870 IF B=D AND A-1=C THEN 750

880 A=A-~1:W$="SOUTH":N$=CHR$(B)

890 IF B=N AND A=6 THEN A=§

900 GOTO 1070

910 REM #&as

920 REM EAST

930 IF B=N+6 OR ((A=7 OR A=6) AND B=N+4)
THEN 750

Q40 IF A=C AND B+1=D THEN 750

950 B=B+1:W$="EAST":N$=STR$(A)

960 IF A<6 AND B=N+4 THEN B=N+5

970 GOTO 1070

980 REM #aas

990 REM WEST

1000 IF B=N OR (A=6 AND B=N+1) THEN 750
1010 IF A=C AND B-1=D THEN 750

1020 B=B=-1:W$="WEST":N$=STR$(A)

1030 IF A<6 AND B=N+4 THEN B=N+3

1040 REM saasasnssangy

1050 REM WHICH WAY?

1060 CLS

1070 IF A=B1 AND B=B2 THEN 1190

1080 PRINT:PRINT "CAR 13! CAR 131":PRINT

1090 PRINT "CROOK LAST SEEN HEADING ";W$

1100 GOTO 270
1110 REM #&asasaannss

1120 REM CROOK CAUGHT

1130 PRINT:PRINT TAB(12);"GOTCHA!Ll"

1140 PRINT:PRINT "HEY, WELL DONE! YOU CA

UGHT THE CROOK."

1150 PRINT:PRINT "NOW YOU'LL BE PROMOTED
TO CAPTAIN!"

1160 GOTO 1220

1170 REM SE388a0nnunnsnnnnnss

1180 REM CROOK EVADES CAPTURE

1190 PRINT:PRINT "CAR 131 CAR 13t"

1200 PRINT:PRINT "THE CROOK HAS DISAPPEA
RED INTO"

1210 PRINT "™HIS SECRET HIDEOUT. HE GOT A

WAY "

1220 END




1230
1240
1250

1260
1270

REM #8338 8888uuutdgnyn

REM DIRECTION ROUTINE
IF D=N OR {C=6 AND D=N+1) THEN 1270

PRINT "-W";
IF C=7 OR ((D=N+5 OR D=N+6) AND C=5

) THEN 1300

1280
12%0

1300
1310

PRINT *-N";
IF C=1 OR (D=N+4 AND C=6) THEN 1310

PRINT "-8";
IF D=N+6 OR ((C=7 OR C=6) AND D=N+i

) THEN 1330

1320
1330
1340
1350
1360

PRINT "-E";
PRINT "-)";
INPUT A$
CLS

RETURN




BULLS-EYE

With this archery program you can sheot an arrew aimed straight for the
center of the target—without leaving your keybeard.
The target appears like this on your screen:

1 2 3 4 5 6 7
1 : + + + + + : 1
2 + # # # % # + : 2
3 : + # % % %X # + : 3
4 : + # % * % # + : 4
5 : + # %X % X # + : B
6 : + # # # ¥ # + : 6
/A + + + + <+ sl i7

1 2 3 4 5 6 7

The “ +” signs on your target are worth twe points, hitting the “#”
symbols gain you three points, you get five for the “%” and ten for hitting
the “*”, the bulls-eye. The target is scored as follews:

OOV EWN =
L X J L X J oo o0 oo L X J o0
[ X J e L X J o LX) [ X ] o0
OO EWN -

—
V)
(V)
i —
(8]
o
-



You “hit” areas of the target by pressing the space bar of your computer
to stop the series of numbers which appears on the screen, as you can see
here:

STOP ME FOR ACROSS...

1T 2 3 4 5
5 0K

NOw FOR DOWN...

1 2 3 4
4 OK

Once you've done this, the computer will reprint the target, showing
the shot number, the score you gained from that shot, and your cumulative
score for the game:

THAT WAS SHOT NUMBER 1

YOU SCORED 5 SO YOUR SCORE IS 5

12 3 4 5 6 7

1: + + + + + : 1
2: + # # # # # + 2
3: + # % \\:// + :3
4 : + # % —=X=—— + 4
5: + # % // +\\ + 95
B: + # # # # # + .6
7 : + + + + + 7
17 2 3 4 5 6 7

And so the game unfolds:




2 3 4 5 6 7

1

— AN MmM<T N D

++ + + +
+ 3% 3= I W In
+ T 2R 2R 2R 3=
+ 3= 2R # 2R 3t
+ *= 2R 2Q 2R =
+ 3 = 3= I I

+ 4+ + + 4+

N M N

+ + 4+ + o+

2 3 4 5 6 7

1

STOP ME FOR ACROSS.

e 3 4

1

OK

NOwW FOR DOWN...

3

oK

THAT WAS SHOT NUMBER 4

YOU SCORED 5 SO YOUR SCORE IS 14

2 3 4 5 6 7

1

N MOIdNDON

+ 4+ ++ +
+ 3= I I I+
+N | S+

N |

1l
+ 0-# e Q@ I= +
“/

-~
+ 7~ N aR s +
+ 3= % 3 W I +

+ + 4+ + +

N MITNOWMN

2 3 4 5 6 7

1



2 3 4 5 6 7

1

NN ON

+ + + + +
+ & 3= I I I
+ ¥ 2R 2R R =
+ 3 2R # R 3k

+ In 2R 2R R ¥

+ + + + +

+ 3= Ik W= I I

+ + + + +

N OSTDD N

2 3 4 5 6 7

1

STOP ME FOR ACROSS...

2 3 4

1

OK

NOwW FOR DOWN...

2 3 4

1

oK

- THAT WAS SHOT NUMBER 5

YOU SCORED 10 SO YOUR SCORE IS 24

>> BULLSEYE <<

2 3 4 5 6 7

1

N OIS NDON

++ + + +
+ 3 3= I W I+
+ &= 7 = +
x|
+#noﬂuu#+
7 | N\
+3 7 | N+
+ %= 3 3= o3 3+
+ + 4+ + +

e oo 10 90 o

N O DN

2 3 4 5 6 7

1



THAT WAS SHOT NUMBER 8
YOU SCORED 3 SO YOUR SCORE IS 33

1 2 3 4 5 6 7

1 : + + + + + : 1
2 : + # ¥ # \\:// :2
3 : + # % % —=X= ¢ 3
4 ; + # % * // : \\ : 4
5 : + ¥ % % %X # + t 5
6 : + # ¥ £ ¥ ¥ + : B
7 : + + + + + ¢ 7
1 2 3 4 5 6 7

At the end, the program will announce your score for the game, and
compare it against your previous best score:

THAT WAS SHOT NUMBER 10
YOU SCORED 10 SO YOUR SCORE IS 53
>> BULLSEYE <<

12 3 4 5 6 7

1 s + + + + + 1
2 : + # ¥ £ # # + 2
83: + # \\:// ¥ + 38
4 : + # —=X=— # + : 4
5: + # // :\\ # + 5
6: + # # # # # + :68B
7 : + + 4+ <+ + « 7

1 2 3 4 5

(=)
~



YOU SCORED A TOTAL OF 53
AN AVERAGE OF 5.3 PER SHOT
THE HIGH SCORE 1S 65

STAND BY FOR A NEW ROUND

By all means medify the appearance of the target to take advantage of
the graphics on your computer. It doesn't really matter what you do with the
target visually—so long as the various sections are shown clearly—as the
“real” target is the Z(7,7) array that the pregram checks your shots against.

Iere’s the listing so that yeu can send a few arrows on their way:

10 REM BULLSEYE

20 GOSUB T780:REM INITIALISE

30 GOSUB 440:REM PRINT TARGET

40 R=0:S8=0

50 SHOT=SHOT+1

60 H=0

TO PRINT

80 PRINT "STOP ME FOR ACROSS...":PRINT:P
RINT TAB(8);

90 IF INKEY$<>w"n THEN 90

100 H=H+1

110 PRINT H;

120 GOSUB 1130 ;

130 IF INKEY$<>"" THEN R=H:GOTO 160
140 IF H<T THEN 100

150 R=T7

160 PRINT TAB(16);R;" OK"

170 H=0

180 PRINT

190 PRINT "NOW FOR DOWN...":PRINT:PRINT
TAB(8); :

200 IF INKEY$<>"n THEN 200

210 H=H+1

220 PRINT H;

230 GOSUB 1130

240 IF INKEY$<>"n THEN S=H:GOTO 270
250 IF H<T THEN 210



260 S=T7

270 PRINT TAB(16);H;" oK™

280 GOSUB 1130:G0SUB 1130:G0SUB 1130

290 GOSUB 440

300 FOR K=17 TO 1000:NEXT K

310 R=0:S=0

320 GOSUB %40

330 IF SHOT<10 THEN 40

340 PRINT:PRINT

350 PRINT TAB(7);"YOU SCORED A TOTAL OF"
s SCR

360 PRINT:PRINT TAB(7);"AN AVERAGE OF";S
CR/10;"PER SHOT"

370 IF SCR>HI THEN HI=SCR

380 PRINT:PRINT TAB(T7);"THE HIGH SCORE I
S "siHI

390 PRINT:PRINT TAB(T7);"STAND BY FOR A N
EW ROUND"

400 FOR K=1 TO 2500:NEXT K

410 SHOT=0:SCR=0:R=0:S=0
420 GOTO 30

1430 REM I EEEEEEEEEE X

440 REM PRINT TARGET

450 CLS

460 IF R=0 THEN 610

470 A$(S,R)="=X="

480 IF S>1 THEN A$(S-1,R)
490 IF S<7 THEN A$(S+1,R)
500 IF R>1 THEN A$(S,R-1)=
510 IF R<7 THEN A$(S,R+1)="--
520 IF S>1 AND R>1 THEN A$(S-1,R=-1)=" \\
n

n
n
n
n

2 3 33

530 IF S<7 AND RKT7 THEN A$(S+1,R+1)="\\

"

540 IF S>1 AND R<T7 THEN A$(S~-1,R+1)="//

"

5560 IF S<T AND R>1 THEN A$(S+1,R-1)=" //
n

560 HIT=2(S,R)

570 SCR=SCR+HIT

580 PRINT:PRINT TAB(T);"THAT WAS SHOT NU
MBER" ; SHOT

590 PRINT:PRINT TAB(3);"YOU SCORED";HIT;
" SO YOUR SCORE IS";SCR



600 IF R=U4 AND S=4 THEN PRINT:PRINT TAB(
12)3">> BULLSEYE <"

610 PRINT

620 PRINT TAB(11);"1 2 3 4 5 6 17"

630 PRINT TAB(9);"--cmmcmmmmmmmmmeeee o

"

640 FOR J=1 TO 7

650 PRINT TAB(4);Jd;": ",

660 FOR K=1 TO 7

670 PRINT A$(J,K);

680 NEXT K

690 PRINT " e d

700 NEXT J

710 PRINT TAB(9);"mmccmccmcceccmccm—em e

720 PRINT TAB(11);"1 2 3 4 5 6 1"
730 RESTORE

T4UO GOSUB 840

750 RETURN

760 NEXT K

770 REM HRERARBARERES

780 REM INITIALISE

790 CLS

800 RANDOMIZE(VAL(RIGHT$(TIMES$,2)))

810 DIM A$(T7,7),Z(7,7)

820 SCR=0:HIT=0:SHOT=0

830 R=0:S=0

840 FOR B=1 TO 7

850 FOR C=1 TO 7

860 READ A$(B,C)

870 NEXT C

880 NEXT B

890 FOR B=1 TO 7

900 FOR C=1 TO T

910 READ Z(B,C)

920 NEXT C

930 NEXT B

940 RETURN

950 REM SRR RRRRRRRRRNNE

960 REM +=2; #=3; %=5; #=z10

970 DATA " n’n + n’n + n’n + n,n + n’n
+ H,I'l n

980 DATA " + n,n # n’n # n,n # n’n # n’ﬂ

# ﬂ'" + "



990 DATA " 4 m n g o n g n n g o g n n
gnn Lo
1000 DATA
nogonom o,
1010 DATA
nponon
1020 DATA
nogonom
1030 DATA
LI B
1040 DATA
1050 DATA
1060 DATA
1070 DATA
1080 DATA
1090 DATA
1100 DATA
1110 REM ##&»
1120 REM ADJUST LOOP BELOW FOR MAXIMUM
CHALLENGE ON YOUR SYSTEM
1130 REM DELAY
1140 FOR K=1 TO 100:NEXT K
1150 RETURN

+ I'I’TI # nn ﬂ’f‘l ) ﬂ,ﬂ % n

? ]

+ﬂ’ﬂ#ﬂ’l‘% ﬂ’ﬂ%"’ﬂiﬂ’
+ﬂ’ﬂ#ﬂ’ﬂ#ﬂ,ﬂ#ﬂ’ﬂ#!‘r’

Hﬂ*ﬂﬂ*_ﬂ,ﬂ_',ﬂ,ﬂ,‘_ﬂ’

OMNMMNMNMNMNMNO 22339 3 3 3 2



DANIEL
MORGAN'’S
MILITIA

In 1781, it looked as if the British would be the victors in the American War
of Independence. Then they suffered a serious defeat in the Battle of Cow-
pens—which lasted little more than an hour—against troops rallying behind

General Daniel Morgan,
This program lets you play the part of General Morgan’s troops in the
Battle of Cowpens. This is how the game begins:

THIS IS YOUR TIME OF TESTING,
GENERAL MORGAN
ENTER YOUR CHOICE OF LEVEL (1 TO 10)

10 IS THE MOST DIFFICULT
1 IS THE EASIEST

? 7



MORALE IS 0O YOU'VE FIRED D SHOTS

.AAQA‘V..‘..

I I
I I
I I
I I
I I
I I
I I
I I
I I
I I
I I
I I
I I
I I
I48 I
I 5389 B B85 I
I 6 66 4 1
I 722 I

As you can see, there are ten levels of difficulty. The British are rep-
resented by the numbers at the bottom of the track. They move relentlessly
toward your position at the top. Y our men are represented by the “V” at the
top. You move it left (with the “Z” key) or right (with the “M” key), and fire
using the space bar. '

Your score is related to two things: the nunibers your shots destroy,
and their position within the British ranks. As you can see, there are four
rows of British soldiers. The top row is worth the least, and those in the final
row are worth the most. You cannot shoot “through” a soldier to hit the one
behind him, but must blast the front soldier first, to get a shot at those in the
back rows:




MORALE IS 28

MORALE IS

.ﬁ‘.‘ﬁv.*ﬁh‘

I

= = e e et b e b e e

[ ]
F -3
@

I 539 85
I 5 66 4
I 722

Lo T o B o B o O o R B o TR o I o T o I o O e B e O e R e T o I e I

137 YOU'VE

-A“v““hﬂﬂ

I

[ I T I T o T R O I B I I O I )

I

L I e I B e B o I B IR B oo B o B B o B o B

YOU'VE FIRED 1 SHOTS

FIRED 3 SHOTS



MORALE IS 251

I

I I T I I B ]

53

72

MORALE IS 318

MORALE IS 355

I

bt -

Your troops have a limited number of shots (related to the level of dif-
ficulty) and the game ends if the frent row of soldiers (or where they would
be if they had not been shot by you) reaches your position. (Note that after
all the British have been killed, one more shot must be fired to end the game.)
At the end of the battle, your troops will be rated on their skill, which is
calculated from the number and value of soldiers shot, the skill level at which

53

72

YOU'VE FIRED 5 SHOTS

A..Av“““....

YOU'VE

I

b=t b= = = P A

YOU'VE

ﬁhh‘.hhhv.Al

I

=t = =

FIRED 6 SHOTS

FIRED 7 SHOTS

you played, and the number of shots you've fired:




MORALE IS 400 YOU'VE FIRED B SHOTS

......o.v.u'a

I 8 I
I 53 5 1
I 5 1
I 72 I

THE BRITISH HAVE BEATEN YOU

YOUR TROOPS' RATING IS 14124

General Morgan, a nation awaits you:

10 REM DANIEL MORGAN'S MILITIA
20 GOSUB 650:REM INITIALISE
30 GOTO 280
40 REM  EXEXXXXX KK ]
50 REM MAIN CYCLE
60 CLS
70 COUNT=COUNT-LEV/10
80 PRINT "MORALE IS"INT(SCR)"™ YOU'VE FI
RED"SHOTS"SHOTS"
90 IF COUNT<1 THEN EDFLAG=2
100 IF SHOTS>35-LEV THEN EDFLAG=3
110 PRINT TAB(11);H$
120 FOR J=1 TO INT(COUNT+.5)
130 PRINT TAB(11);"I I":REM
10 SPACES
140 NEXT J
150 PRINT TAB(11)3n"In;A$;"I"
160 PRINT TAB(11);"I";B$;"I"
170 PRINT TAB(11);"In;C¢;nI"
180 PRINT TAB(11);"I";D¢$;nI"
190 IF EDFLAG=1 THEN PRINT:PRINT TAB(4);
"YQU'VE BEATEN THE BRITISH!":GOTO 320
200 IF EDFLAG=2 THEN PRINT:PRINT TAB(4);
"THE BRITISH HAVE BEATEN YOU":GOTO 320
210 IF EDFLAG=3 THEN PRINT:PRINT TAB(3);
"YOU'RE OUT OF AMMUNITION!":GOTO 320
220 F$=INKEY$
230 REM DELETE NEXT LINE FOR A MUCH MORE
DIFFICULT GAME..,.



240
HEN

250

IF F$<O"Z" AND F$<O"M" AND Fg<>" m T
220
IF F$="Z" THEN PST=PST=-1:IF PST<1 TH

EN PST=1

260
HEN
270

IF F$="M" THEN PST=PST+1:IF PST>10 T
PST=10
IF F$=" " THEN SHOTS=SHOTS+1:GOSUB 4

10:REM FIRE

280
290
T)

300
310
320
330
340
350
360
370

"~
M$=" Aﬁﬁl\ﬂﬁﬂﬂﬁ"

H$=LEFT$(M$,PST)+"V"+RIGHT$(M$,11=-PS

GOTO 60
REM #tsssusntgy

REM END OF GAME

PRINT

EFFECT=SHOTS

IF EDFLAG=1 THEN EFFECT=.1

IF EDFLAG=3 THEN EFFECT=97

PRINT TAB(4);"YOUR TROOPS' RATING IS

"INT((1974#SCR)/(EFFECT#LEV+.,0005))

380
390
400
410
420
430
440
450
460
470
480
490
500
510
5

520
530
540
550
3

560
570
580

IF INKEY$<>"" THEN 380

END

REM &tststsgantanns

REM FIRE SUBROUTINE

IF MID$(A$,PST,1)=" " THEN U460
SCR=SCR+VAL(MID$(A$,PST,1))*LEYV
MID$(A$,PST,1)=" =n

RETURN

IF MID$(B$,PST,1)=" " THEN 500
SCR=SCR+2#VAL(MID$(B$,PST,1))®LEV/3
MID$(B$,PST,1)=" 0

RETURN

IF MID$(C¢$,PST,1)=" " THEN 540
SCR=SCR+4#VAL(MID$(C$,PST,1))®LEV/2.

MID$(C$,PST,1)=" "

RETURN

IF MID$(D$,PST,1)=" " THEN 580
SCR=SCR+8%VAL(MID$(D$,PST,1))#LEV/1.

MID$(D$,PST,1)=n" "
RETURN
IF A$O" " THEN RETURN:REM

10 SPACES



590 IF B$O" " THEN RETURN:REM
10 SPACES

600 IF Cg$OO" " THEN RETURN:REM
10 SPACES

610 IF D$OO" " THEN RETURN:REM
10 SPACES

620 EDFLAG=1

630 RETURN

640 REM sssnuauastgay

650 REM INITIALISATION

660 CLS

670 GOSUB 1010:REM GET LEVEL
680 RANDOMIZE VAL(RIGHT$(TIMES$,2))
690 FOR Z=1 TO 10

700 IF RND(1)<.6 THEN T40
710 GOSUB 970

720 A$=A$+T$

730 GOTO 750

740 A$=A$+" "

750 IF RND(1)<.6 THEN 790
760 GOSUB 970

770 B$=B$+T$

780 GOTO 800

790 B$=B$+" "

800 IF RND(1)<.6 THEN 840
810 GOSUB 970

820 C$=C$+T$

830 GOTO 850

840 C$=C$+" "

850 IF RND(1)<.6 THEN 890
860 GOSUB 970

870 D$=D$+T$

880 GOTO 900

890 D$=D$+" "

900 NEXT 2z

910 COUNT=15

920 PST=INT(RND(1)#9)+1

930 SCR=0

940 EDFLAG=0

950 SHOTS=0

960 RETURN

970 T$=STR$(INT(RND(1)%*9)+1)
980 T$=RIGHT$(T$,1)

a9n0 RETUEN



1000 REM ®zasansaas

1010 REM GET LEVEL

1020 PRINT:PRINT:PRINT

1030 PRINT TAB(3);"IT IS 2 AM ON JANUARY
17, 1781"

1040 PRINT:PRINT

1050 PRINT TAB(3);"THIS IS YOUR TIME OF

TESTING, GENERAL MORGAN"
1060 PRINT:PRINT

1070 PRINT "ENTER YOUR CHOICE OF LEVEL (
1 TO 10)"

1080 PRINT:PRINT TAB(8);"10 IS THE MOST

DIFFICULT"

1090 PRINT TAB{(12);"1 IS THE EASIEST"
1100 PRINT:INPUT n ":LEV
1110 IF LEV<1 OR LEV>10 THEN 1100

1120 RETURN



TAXI!!

This is an absorbing and complex simulation game, in which you play the part
of a cab driver in a busy city.
When you run the program, you'll see the city shown as follows:

- BUS STATION

~ PASSENGER

RAILWAY STATION

- DESTINATION

- TAXI P AND D WILL

- FUEL APPEAR IN DUE COURSE

M40 D U D
|

XXXXXXXXXXXX
X e @ X
X eee Aeeex
X B X
Xe ee ee
Xxe @ @
Xo eeé ee
X eT ee
XF ee

X oe €e ee
X e e
XXXXXXXXXXXX

- - - - -

X X X X X X X

PRESS <RETURN> TO START THE GAME
?

The “@” symbols represent houses, the “R” is a railway station, “B”
represents a bus station, “F” the place where you can refuel your cab, and
“T” (for “Taxi”) is you. After seeing the street plan on the screen, pressthe
Return key, and the game will begin:



XXXXXXXXXXXX

X @ e X

X eee Reeex

X @ B X

Xe ee e ee X

X0 @ e @ X

X0 @ee e 6@ X

X eT ePee X

XF ée X

X ee ee €ee Xx

X @ e X

XXXXXXXXXXXX
FUEL 140 ENTER NEXT MOVE:
FARE O uipPj, D(OWN)

TIP 100 L(EFT), R(IGHT)
SCORE O
? D

Your passenger appears as a “I’” on the map, and you move your cab
around by entering U(p), D(own), L{eft) or R(ight). You have to get to your
passenger as quickly as possible, and take him or her to the destir.ation by
the shortest possible route. The destination (“1)”) is shown on the map as
soon as you pick the passenger up. You have to move your ¢ab around to get
to the passenger, find out where he or she is going, and then move to the
destination:

>> YOUR DESTINATION IS MARKED BY A 'D!
XXXXXXXXXXXX
X e e X
X eee peeox
X B X
Xoe ee ee
Xxe @ e
Xxe ee ee
X e ee
XF ee
X ée eo ee
X e e
XXXXXXXXXXX

X
X
X
X
X
X
X
X




FUEL 104 ENTER NEXT MOVE:

FARE 54 ulprl, D(OWN)
TIP 38 L(EFT), RIIGHT)
SCORE D
? U

As you can see, you use up a great deal of gas cruising around, piclng
up and setting down passengers. You can refuel at “F,” and must pay $1.00
per gallon. Note that your score is the number of dollars you've earned from
passengers, so the money you spend on fuel is deducted from your score.
(You can only refuel when you've got less than 108 gallons in your tank.)

And so you cruise around, until you drop off your passenger:

XXXXXXXXXXXX

X @ e X

X eee Deoeeéx

X eT B X

Xe €6 e ee X

Xe e e @ X

Xe ee e ee X

X e ©0 ee X

XF ee X

X ee e ee X

X e e X

XXXXXXXXXXXX
FUEL BB ENTER NEXT MOVE:
FARE 78 uipr), D[(OWN)
TIP B L{EFT), R[IGHT)

SCORE D



XXXXXXXXXXXX

X @ e X

X @@ Revex

X e B X

Xe ee e ee X

Xe e e e X

Xé ee PT@e X

X e e ee X

XF ee X

X 66 ee ee X

X @ e X

XXXXXXXXXXXX
FUEL 63 ENTER NEXT MOVE:
FARE 24 u(P), D(OWN)
TIP 68 L(EFT), A(IGHT)

SCORE g
? L

XXXXXXXXXXXX

X @ @ X

X ©eeo REPSOX

X e B X

X¢ e e ee X

Xe e e e X

X0 ee e ee X

X €T e ee X

XF ee X

X eeDee ee X

X e e X

XXXXXXXXXXXX
FUEL 47 ENTER NEXT MOVE;:
FARE 48 u(P), D(OWN)
TIP 46 L(EFT), R(IGHT)

SCORE 8




YOU'VE REACHED YOUR DESTINATION
TOTAL FARE IS 80 - INCLUDES TIP OF 30

A NEW PASSENGER IS WAITING...

Your fare at the end of a journey depends on how far you take the pas-
senger. Note that your tip goes down more quickly than the fare goes up, so
you should always take the shortest route.

The game ends when yourun out of gas. Beware of simply ferrying pas-
sengers from the railway station to the bus terminal, as this takes up a lot of
fuel, and they are both a long way from the gas station. You use up more fuel
going through the bus terminal or the station, because of congestion, so you
should avoid those locations if youcan. TAXI'!was written by Neal Cavalier-

Smith.

10
20
30
4o
50
60
70
80
90
100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280

REM TAXI!!
GOSUB 120
GOSUB 1160
REM SHRBRERSRRRRBERS
REM ##% PLAY GAME ##
GOSUB 400
GOSUB 980
GOSUB 520
GOTO 60
END
REM #8888 a3aaauuttaggsn
REM INITIALISE
CLS
RANDOMIZE VAL(RIGHTS$(TIME$,2))
T=100:F=140:S=0
DIM A(10,10)
Z=0:L=1:D=7T:A=4:P=32
FOR X=1 TO 10
FOR Y=1 TO 10
READ R
IF R=0 THEN R=32
IF R=1 THEN R=64
A(X,Y)=R
NEXT Y
NEXT X
PRINT:PRINT "™ B -« BUS STATION"
PRINT * P - PASSENGER"
PRINT " R - RAILWAY STATION"



290 PRINT
300 PRINT

Lﬂ

D - DESTINATION"
T - TAXI"," P AND D WIL

"
n

310 PRINT "™ F - FUEL","™ APPEAR IN DUE C

OURSE"

320 PRINT

330 GOSUB 400

340 PRINT

350 PRINT "PRESS <RETURN> TO START THE G

AME"

360 INPUT R$

370 CLS

380 RETURN

390 REM ' XXXEXXXXXXK]

400 REM PRINT MAP

410 PRINT TAB(5);"XXXXXXXXXXXX"
420 FOR X=1 TO 10

430 PRINT TAB(5);"X";

440 FOR Y=1 TO 10

450 PRINT CHR$(A(X,Y));

460 NEXT Y

470 PRINT nx®

480 NEXT X

490 PRINT TAB(5);"XXXXXXXXXXXX"

500 RETURN
510 REM #2223 23828%

520 REM ACCEPT MOVE
530 PRINT:INPUT " meM$
5S40 B=A:E=D

550 IF
560 IF
570 IF
580 IF
590 IF
600 IF
610 IF

M$="D" AND D<10 THEN D=D+1
M$="U" AND D>1 THEN D=D-1
M$="R" AND A<10 THEN A=A+1
M$="L" AND AD1 THEN A=A-1
A(D,A)=80 OR A(D,A)=68 THEN 620
A(D,A)=64 THEN D=E:A=B:GOTO 520
P<>6U4 AND P<>32 THEN GOSUB 860

620 A(E,B)=P
630 P=A(D,A)
640 A(D,A)=84

650 IF

T>0 THEN T=T-8

660 F=F-4

670 IF

F<O0 THEN GOSUB 1290

680 Z=Z+6

690 CLS



700
710
720
730
THO

750
760

IF P=80 THEN GOSUB T40
IF P=68 THEN GOSUB 1050

RETURN
REM %RRRaRRaaauunnian

REM PICK UP PASSENGER
H=Z:W=T
PRINT:PRINT ®*YOU HAVE COLLECTED YOUR

PASSENGER"

770
780
790
800
810

BY
820
830
840
850
860
870
880
890
900
910
920
930
940
950
960
970
980

990
E.n

1000
1010
1020
1030
1040
1050
1060
ION"
1070
1080

110

A(R1,R2)=J-

P=J

GOSUB 1160

A(R1,R2)=68

PRINT ">> YOUR DESTINATION IS MARKED
A 'Dtn

Z=H

T=W+10

RETURN

REM T X XEXEERE]

REM BUS/TRAIN

IF P=70 AND F<C100 THEN GOSUB 910
IF P=66 OR P=82 THEN F=F-5
RETURN

REM Y&#&dNSE

REM REFUEL

AMOUNT=150

IF S<150 THEN AMOUNT=S
F=F+&AMOUNT

S=S<AMOUNT

RETURN
REM #RRRRRRaRunannsny

REM PRINT OUT RESULTS
PRINT:PRINT " FOEL"F,"ENTER NEXT MOV

PRINT " FARE"Z," gy(P), D(OWN)"
PRINT » fIP"T,m L(EFT), R(IGHT)"
PRINT "SCORE"S

RETURN

REM #RRRRRRBRRRRIRRRRES

REM DESTINATION REACHED

PRINT "YOU'VE REACHED YOUR DESTINAT

PRINT "TOTAL FARE IS"T+Z;
IF T<=0 THEN PRINT "™ (NO TIP)":GOTO

0

Fal sl



1090 PRINT " - INCLUDES TIP OF"T
1100 PRINT:PRINT "A NEW PASSENGER IS WAI
TING..."

1110 P=J:S=S+T+X

1120 GOSUB 1160

1130 FOR Q=1 TO 2000:NEXT Q:CLS

1140 RETURN

1150 REM I EXEEXEXEEXEEXEEENEREE X

1160 REM CREATE NEW PASSENGER

1170 R1=INT(RND(1)*%9)+1

1180 R2=INT(RND(1) *9)+1

1190 IF A(R1,R2)=84 THEN 1170

1200 IF A(R1,R2)<>64 THEN 1240

1210 R=INT(RND(1)*2)

1220 IF R=1 THEN R1=z2:R2=7

1230 IF R=2 THEN R1=3:R2=9

1240 J=A(R1,R2)

1250 A(R1,R2)=80

1260 T=100:2=0

1270 RETURN

1280 REM 'YX XEXXXEX]

1290 REM OUT OF GAS

1300 PRINT:PRINT:PRINT

1310 PRINT "YOU'VE RUN OUT OF GAS..."
1320 PRINT ".....SO THE GAME IS OVER"
1330 PRINT:PRINT "YOUR SCORE IS"S+Z-T

1340 END
1350 REM ssssssnss

1360 REM MAP DATA

1370 DATA 0,1,0,0,0,1,0,0,0,00
1380 DATA 0,1,1,1,0,0,82,1,1,1
1390 DATA 0,0,0,0,0,1,0,0,66,0
1400 DATA 1,0,1,1,0,1,0,1,1,00
1410 DATA 1,0,0,1,0,1,0,0,1,00
1420 DATA 1,0,1,1,0,%,0,1,1,00
1430 DATA 0,0,1,84,0,1,0,1,1,0
1440 DATA 70,0,0,0,1,1,0,0,0,0
1450 DATA 0,1,1,0,1,1,0,1,1,00
1460 DATA 0,0,1,0,0,0,0,0,1,00




Through
Dungeons

Deep







Exploring underground dungeons, fighting fierce dragons, grabbing great
stockpiles of gold and gems . . . ah, that’s the life! But it’s not easy to find
dungeons and all the rest where I live, and I'm willing to bet it’s much the
same for you. That’s why Adventure games programs are so popular. They
provide imaginative, escapist entertainment.

In this section of the book we take on the forces of dread in GHOST-
HUNTER, explore a post-holocaust world asthe GOTHAM RUNNER, and
do a bit of exploring around the solar system in the program ORBITAL
PILOT. From there, if you still have your wits about you, you can tackle a
round or two of IT'S A MAD, MAD WORLD, or settle down to relax with
our OFF THE WALL ADVENTURE. (If you'd like to learn more about
creating your own Adventure programs, you might be interested in my hook
Creating Adventure Games en Your Computer, which is also published by
Ballantine Books.)



GHOSTHUNTER

Martin Richardson of Blackbury, Virginia, wrote me that his favorite game
in The Giant Book of Computer Games was THE BANNOCHBURN LEG-
ACY, an Adventure game set within a haunted castle. Inspired by that pro-
gram, Martin produced this Adventure, which takes place in a house which—
by one of those unexplained mysteries which crop up from time te time—
bears an uncanny resemblance to Martin’s own house.

Here’s a sample of the program in action, which will give you a pretty
good idea of how it works:

GHOSTHUNTER

PLEASE STAND BY

WHAT'S YOUR NAME, HERO? TIM

WELCOME, TIM,
YOUR ABILITIES ARE:

DEXTERITY: B

STAMINA: 8

SPEED: B
CONDITION: GOOD

YOU'RE AT THE FRONT OF A DARK,
FDREBODING HOUSE. THE FRONT DCOR SEEMS
TO BE NAILED SHUT. THROUGH AN OPEN
WINDOW YOU CAN SEE A ROOM CONTAINING
DUSTY FURNITURE, AMD AN OLD, SCRATCHED
PIANO. THE OTHER WINDOWS ARE BOARDED
YOU CAN GO TO THE EAST OR WEST SIDES
OF THE HOUSE.

WHAT DD YOU WANT TO DO? E




YOU'RE NOW AT THE EAST SIDE OF THE

HOUSE, THERE'S A DOOR HERE, WHICH SEEMS

TO LEAD TO THE BASEMENT, BUT IT'S ALL

BOARDED UP AND IMPASSABLE. THE WINDOWS

ON THIS SIDE OF THE HOUSE ARE BOARDED

UP. YOU CAN GO TO THE NORTH GR THE
SOUTH SIDES OF THE HOUSE,

WHAT DO YOU WANT TD DO? S

THIS WAS ONCE THE DEN, ALL OF THE
FURNITURE IN THIS ROOM IS COVERED WITH
SHEETS. THERE ARE SEVERAL PAINTINGS ON
THE WALL OF BYGONE MEN AND WOMEN, AND
YOU SEE A FIREPLACE IN THE WEST WALL,
THERE'S A DOOR IN THE EAST WALL, AND
ONE IN THE WEST WALL,

THERE IS A LARGE LAVISH RUG, OETAILED
WITH PICTURES AND CO.ORFUL DESIGNS

IN THE MIDDLE OF THE ROOM

YOU CAN SEE: MUMMY

IT HAS A SCARE FACTOR OF 10 AND
A DEXTERITY OF B

WHAT DO YOU WANT TO 00? F

POWI I
POwWI !
PUNCH! |
PUNCHI I
CLAW! |
KICK! I
CLAW!!
POW! |
PUNCH! |
KICKI!

BITEI

YOUR ATTACK CAUSES THE MUMMY
TO VANISH FOREVER



YOUR ABILITIES ARE:

DEXTERITY: 6

STAMINA: 9

SPEED: B
CONDITION: GOOD

THIS WAS ONCE THE DEN. ALL OF THE
FURNITURE IN THIS ROOM IS COVERED WITH
SHEETS, THERE ARE SEVERAL PAINTINGS ON
THE WALL OF BYGONE MEN AND WOMEN, AND
YOU SEE A FIREPLACE IN THE WEST WALL.
THERE'S A DOOR IN THE EAST WALL, AND
ONE IN THE WEST WALL.

THERE IS A LARGE LAVISH RUG, DETAILED
WITH PICTURES AND COLORFUL DESIGNS

IN THE MIDDLE GF THE ROOM

WHAT DO YOU WANT TO DO? QUIT
DON!'T TALK WEIRD TO ME

WHAT DO YOU WANT TO DO? E

The program accepts one- or two-word commands, some of which can
he abhreviated. Yon mave around the house with single-letter commands,
such as “N” for North, and so on. Any command in the vocabulary that fol-

lows which contains a “)”” can be abbreviated to the letter which comes before
the u)n:

F)IGHT: Thisisusedany time you wishto engagea creature in combat.

R)UN: If the creature you encounter is too powerful for your liking,
you ¢an use this command to attempt to flee from it.

GET: Use this command, followed by the name of an object, in order
to pick up that object.

DROP: This command, followed by the name of an object, allows you
to get rid of the object. You can’t have more than one object in any room at
the same time.

N, S, E, W, U er D: Meveinent cenumands (“U” is Up, “D” is Down,
ete.)

DNVENTORY: This will tell you the name of everything you're car-

rying.




L)OOK: This command will get your computer to reprint your attri-
butes (these are explained below) and the room description. -

As you have seen in the sample run, you have three attributes (or abil-
ities). There is also a “health rating” you must keep track of. Your dexterity
measures how evasive you arc. The higher this number is, the better are
your chances of not getting hit in a fight. Your stemin« measures how brave
you are. If you meet a monster with a higher score, you become frightened,
which makes it all the more likely that you'll be hit. If you defeat a monster,
you get braver, and your stamina rating increases.

You have a speed score as well (as does the monster—but you don’t get
to see the monster’s speed rating). The difference between your speed and
the monster’s affects, fairly predictably, your chances of escape.

There are four health ratings: good, fair, posr and dead! Each time
you're hit, your health goes one point down the scale. If you're clever, you'll
discever how to restore your health if it is a bit on the dull side.

Be brave now, and take on the Forces of Darkness, with GHOST-
HUNTER:

10 REM GHOSTHUNTER
20 RANDOMIZE VAL(RIGHT$(TIMES$,2))

30 GOSUB 5970

40 PRINT TAB(12) ;"GHOSTHUNTER™"

50 PRINT:PRINT

60 PRINT TAB(11);"PLEASE STAND BY"

70 DEF FNR{X)=INT(RND(1)#X)+1

80 DIM R$(47),F(11),P(10),X(11),I$(11),Q
$(10),08(10)

90 R=1:Q=1

100 REM  EXEXXEEEEEEXEXEE]

110 REM READ ROOM DATA

120 FOR X=1 TO 1T7:READ R$(X) :NEXT X
130 REM ®#tssssass

140 REM PLACE RUG
150 A=FNR(4)+4

160 R${A)=R${A)+"01"
170 FOR X=5 TO 8

180 IF X=A THEN 200
190 R$(X)=R$(X)+"00"

200 NEXT X
210 REM S S E R euenueuenunaensnnenens

220 REM DISTRIBUTE ITEMS/INHABITANTS
230 FOR X=1 TO 3
240 A=FNR(13)+4



250 IF LEN(R$(A))>12 THEN 240

260 R$(A)=R$(A)+m"0O"

270 NEXT X

280 REM

290 FOR X=1 TO 10

300 X$=STR$(X)

310 IF X<10 THEN MID$(X$,1,1)="0"
320 IF X=10 THEN X$=RIGHT$(X$,2)
330 A=FNR(17)

340 IF LEN(R$(A))>12 THEN 330

350 R$(A)=R$(A)+X$

360 NEXT X

370 REM SERERRNERBERE RN RNERE

380 REM SET STARTING VALUES

390 DX=FNR(5)+7

400 ST=FNR(3)+5

410 SP=FNR(T7)+3

420 C0=3:C0$="GOOD"

)430 REM I XA XEEEEEEEEEREEE R N

440 REM SET MONSTER VALUES

450 FOR X=1 TO 10:READ I$(X):NEXT X
460 FOR X=5 TO 10

470 F(X)=FNR(5)+5

480 P(X)=FNR(7)+3

490 X(X)=FNR(5)+5

500 NEXT X

510 F(11)=FNR(10)+10

520 X(11)=FNR(5)+7

530 REM 'Y X XXEEEX X

540 REM START GAME

550 GOSUB 5870

560 INPUT "WHAT'S YOUR NAME, HERO";N$
570 GOSUB 5970

580 PRINT "WELCOME, ";N$;"."

590 PRINT:PRINT "YOUR ABILITIES ARE:™"
600 PRINT:PRINT TAB(11);"DEXTERITY:"DX
610 PRINT TAB(13);"STAMINA:"ST

620 PRINT TAB(15);"SPEED:"SP

630 PRINT TAB(11);"CONDITION: ";CO0$
640 IF CO=0 THEN 5900

650 IF R>8 THEN 680

660 ON R GOSUB 5600,5690,5770,5830,4760,
4850,4900,4970

670 GOTO 690




680

ON R-8 GOSUB 5080,5140,5180,5210,527

0,5310,5390,5440,5520

690 IF MID$(R${R),11,2)<>"00"™ THEN GOSUB
2730:G0TO 710

700 PRINT

710 F=0:IX=0:ES=0

720 IF VAL(MID$(R$(R),13,2))=0 THEN 810
730 P=VAL(MID$(R$(R),13,2))

740 PRINT "YOU CAN SEE: ";I$(P)

750 IF P<5 OR P>10 THEN 790

760 PRINT "IT HAS A SCARE FACTOR OF"F(P)
"AND"

770 PRINT "A DEXTERITY OF"X(P):PRINT
780 F=1:GOTO 810

790 IX=1

800 REM ###R#RRXRRRRNERERERR

810 PRINT:INPUT "WHAT DO YOU WANT TO DO"
:V$

820 PRINT

830 Z$=LEFT$(V$,1)

840 IF LEFT$(Vv$,2)="DR" THEN 1400

850 IF LEFT$(V$,3)="EAT" THEN 3260

860 IF Z$="I" THEN 1320

870 IF Z$="P" THEN 1690

880 IF Z$="0" THEN 3080

890 IF 2$="F" THEN 2140

900 IF Z$="R" THEN 2860

910 IF Z$="G" THEN 1240

G20 IF 2$="L" THEN 570

930 IF Z$="U" OR Z$="D" THEN 1140

940 IF Z$="N" THEN T=1:GOTO 1060

950 IF Z$="S" THEN T=3:GOTO 1060

960 IF Z$="E"™ THEN T=5:GOTO 1060

970 IF Z$="W" THEN T=7:GOTO 1060

980 X=FNR(4)

990 ON X GOTO 1000,1010,1020,1030

1000 PRINT "WHAT?":GOTO 810

1010 PRINT "I DON'T UNDERSTAND, ";N$:GOT
0 810

1020 PRINT "WHATCHA MEAN BY THAT?":GOTO

810

1030 PRINT "DON'T TALK WEIRD TO ME":GOTO

810

1040 REM ##asssuuuns



1050
1060
1070
1080

I$(P)
1090

REM N, S, E, W
X=VAL(MID$(R$(R),T,2))

PRINT

IF F=1 AND ES<>1 THEN PRINT "THE ";
;" STOPS YOU":GOTO 2150

IF X=0 THEN PRINT "YOU CAN'T GO THA

T WAY":IF ES=1 THEN 2140

1100
1110
1120
1130
1140
1150
1160
I1$(P)
1170
0
1180

1190

AND
1200

810
1210
1220
1230
1240

IF X=0 AND ES<>? THEN 810

R=X:GOTO 570

REM XXX XXX XK}

REM UP OR DOWN
X=VAL(MID$(R$(R),9,2))

PRINT

IF F=1 AND ES<>1 THEN PRINT "THE ";
:" SAYS 'NO GO'":GOTO 2150

IF Z$="U" AND X=13 THEN R=X:GOTO 57

IF Z$="D" AND X=9 THEN R=X:GOTO 570

IF Z$="D" AND MID$(R$(R),11,2)="02"
TD=1 THEN 1830
PRINT "YOU CAN'T GO THAT WAY!":GOTO

END

REM #u#

REM GET

IF IX=0 THEN PRINT "THERE'S NOTHING

HERE TO GET":GOTO 810

1250
1260
1270
1280
1290
1300
1310
1320

PRINT TAB(12);"> IT'S BEEN DONE"
0$(Q)=I$(P):Q=Q+1
MID$(R$(R),13,2)="00"

GOTO 810

REM I E XXX XX 2L

REM INVENTORY

PRINT

IF Q=1 THEN PRINT "YQU'RE NOT CARRY

ING ANYTHING":GOTO 810

1330
1340
1350
1360
1370
1380
1390

PRINT "YOU'RE CARRYING:"
FOR X=1 TO Q-1

PRINT TAB{5);"> ";0$(X)
NEXT X

GOTO 810

REM X X X

REM DROP




1400 IF Q=1 THEN PRINT "YOU AREN'T CARRY
ING IT!":GOTO 810

1410 LA=0

1420 IF RIGHT$(R$(R),2)<>"00™ THEN LA=1
1430 IF LA=1 THEN PRINT "THERE'S ALREADY
SOMETHING HERE":GOTO 810

1440 IF V$="DROP"™ THEN 1510

1450 Z$=n"n"

1460 IF RIGHT$(V$,3)="O0PE" THEN V$="ROPE
n.z¢=m"01"

1470 IF RIGHT$(V$,3)="KEY" THEN V$="KEY"
:2¢$="02"

1480 IF RIGHT$(V$,3)="NCH" THEN V$="LUNC

H":2$="03"

1490 IF RIGHT$(Vv$,3)="LUB"™ THEN V$="CLUB

n.Z$="04m

1500 GOTO 1530

1510 PRINT:INPUT "WHAT DO YOU WANT TO DR

OP";V$

1520 V=1:GOTO 1460

1530 V=0:X=0

1540 X=X+1

1550 IF V$<>0$(X) AND X<Q THEN 1540

1560 IF X=Q THEN 1640

1570 Q=Q-1

1580 Q$(x)=""

1590 IF X=Q+1 THEN 1610

1600 FOR Y=X TO Q-1:0$(Y)=0$(Y+1):NEXT Y
1610 MID$(R$(R),13,2)=2$

1620 PRINT TAB(12);"> IT'S BEEN DONE"
1630 GOTO 810

1640 PRINT "YOU AREN'T CARRYING IT":GOTO
12;8 REM X XEEEXEXEEX]

1660 REM PULL RUG

1670 RUG=0

1680 PRINT

1690 IF MID$(R$(R),11,2)<>"00"™ THEN RUG=
1

1700 IF RIGHT$(V$,3)="ULL"™ THEN PRINT:IN

PUT "WHAT DO YOU WANT TO PULL";V$

1710 IF RIGHT$(V$,3)="RUG" THEN 1730
1720 PRINT "YOU CAN'T PULL THAT HERE":GO

TO 810



1730 IF RUGK>1 THEN PRINT "I DON'T SEE A
NY RUG HERE":GOTO 810
1740 IF MID$(R$(R),11,2)<>"02" THEN 1770

1750 PRINT "YOU DON'T HAVE ENOUGH STRENG
TH TO"

1760 PRINT TAB(6);"MOVE IT AGAIN":GOTO 8
10

1770 MID$(R$(R),11,2)="02"

1780 PRINT:PRINT "THE RUG MOVES AWAY TO
REVEAL A"

1790 PRINT "TRAPDOOR SET INTO THE FLOOR"

1800 GOTO 810

1810 REM ###RRRAAARRRRRRRNRN

1820 REM DOWN INTO THE DEPTHS

1830 X=0

1840 X=X+1

1850 IF 0$(X)="ROPE" THEN 1880

1860 IF X<Q-1 THEN 1840

1870 PRINT "IT IS TOO FAR DOWN. YOU MAY
NEED A ROPE":GOTO 810

1880 PRINT:PRINT "WITH THE ROPE SECURELY
FASTENED, YOU"

1890 PRINT "SLOWLY LOWER YOURSELF INTO T

HE HOLE."

1900 PRINT:PRINT

1910 FOR X=1 TO 1000:NEXT X:GOTO 3470
1920 REM #2238 %%88RRRRRRRRSRERS

1930 REM FIGHT TABLE SUBROUTINE

1940 REM ##% GHOST RESOLUTION ##

1950 NUM=ST-F(P):DEX=X(P)

1960 X=FNR(3)+3:GOSUB 4010

1970 IF NUM>3 THEN NUM=3

1980 IF NUM<-3 THEN NUM=-3

1990 DEX=DEX+NUM

2000 ROLL=FNR(18)

2010 IF ROLL>DEX THEN F1=1:T=T+1

2020 RETURN

2030 REM #®& HUMAN RESOLUTICN ##

2040 NUM=F(P)=ST:DEX=X(P)

2050 X=FNR(3)+3:GOSUB 4010

2060 IF NUM>3 THEN NUM=3

2070 IF NUM<-3 THEN NUM=-3



2080 DEX=DEX+NUM

2030 ROLL=FNR(18)

2100 IF ROLL>DEX THEN F2=1:T=T+1

2110 RETURN

2120 REM  EXXXXXEE /|

2130 REM THE FIGHT

2140 IF F<>1 THEN PRINT "THERE'S NOTHING
HERE TO FIGHT!":GOTO 810

2150 GOSUB 1950

2160 T=0:ES=0

2170 IF F1=1 THEN F1=0:GOSUB 2260:G0OSUB
2630: T=T+1:ST=ST=1

2180 IF CO=0 THEN FOR X=1 TO 1000:NEXT X
¢tGOTO 570

2190 GOSUB 2040

2200 IF F2=1 THEN F2=0:GOSUB 2450:MID$ (R
$(R),13,2)="00":ST=ST+1:F=0:T=T+1

2210 IF T=0 THEN PRINT ®"THE ";I$(P);" BA
CKS AWAY......"

2220 GOTO 810

2230 REM ##33%880aa8ss

2240 REM FIGHT RESULTS

2250 PRINT

2260 X=FNR(5)

2270 ON X GOTO 2280,2310,2340,2370, 2400
2280 PRINT "THE ";I$(P);" KNOCKS INTO YO
u,"

2290 PRINT "SENDING YOU SPRAWLING ONTO

THE FLOOR."

2300 RETURN

2310 PRINT "YOU'VE JUST BEEN BITTEN BY"

2320 PRINT "THE ";I$(P);mitn

2330 RETURN

2340 PRINT "THE ";I$(P);"™ KICKS YOU IN"
2350 PRINT "YOUR BIG FAT STOMACH!"

2360 RETURN

2370 PRINT "YOU'RE ALMOST SCARED TO DEAT
H BY"

2380 PRINT "THE FEROCIOUS ";I$(P);"IIn"m
2390 RETURN

2400 PRINT "THE ";I$(P);"™ RAISES ITS FIS
T"

2410 PRINT "AND SENDS YOU FLYING ACROSS
THE ROOM™"



2420 RETURN

2430 REM sassssnnsnsy

2440 REM SMASHEROO!

2450 X=FNR(5)

2460 ON X GOTO 2470,2500,2530,2560,2590
2470 PRINT "YOU LASH OUT AT THE ";I$(P);
N n

!
2480 PRINT M™SENDING IT INTO OBLIVION®
2490 RETURN
2500 PRINT "YOUR ATTACK CAUSES THE ";I$(
P)
2510 PRINT "TO VANISH FOREVER"
2520 RETURN
2530 PRINT "YOU JUST MANAGE TO SEND THE
";I$(P)
2540 PRINT "AWAY FROM THE MATERIAL WORLD
"

2550 RETURN

2560 PRINT "YOU GOT IT! THE ";I$(P)

2570 PRINT "DISAPPEARS, NEVER TO BE SEEN
AGAINT

2580 RETURN

2590 PRINT "BASH! SWIPE! YOU WINI| THE"
2600 PRINT I$(P);"™ VANISHES INTO THIN AI
R."

2610 RETURN

2620 REM ##nuas

2630 REM INJURY

2640 C0=C0.1

2650 REM I EX XXX R |

2660 REM CONDITION

2670 IF CO=3 THEN CO$="GOOD"

2680 IF CO=2 THEN CO$="FAIR"

2690 IF CO=1 THEN CO$="POOR"

2700 IF CO=0 THEN CO$="DEAD"

2710 RETURN

2720 REM KX XEEEEEE R

2730 REM RUG IN ROOM

2740 PRINT "THERE IS A LARGE LAVISH RUG,
DETAILED"

2750 PRINT "WITH PICTURES AND COLORFUL D

ESIGNS"

2760 IF MID$(R$(R),11,2)="02" THEN 2790

2770 PRINT "IN THE MIDDLE OF THE ROOM



2780

PRINT:RETURN

2790 PRINT "PULLED TO ONE SIDE OF THE RO

OM. A"

2800 PRINT "LARGE TRAPDOOR IS SET INTO T

HE FLOOR™

2810 PRINT "IN THE MIDDLE OF THE ROOM"

2820 GOSUB 3000

2830 PRINT:RETURN

2840 REM ###

2850 REM RUN

2860 IF F<>1 THEN PRINT "THERE IS NOTHIN

G HERE TO RUN FROMI":GOTO 810

2870 NUM=SP-P(P)

2880 IF NUM<-3 THEN NUM=-3

2890 IF NUM>»3 THEN NUM=3

2900 RN=5+NUM

2910 X=FNR(10):IF X<RN THEN 2950

2920 PRINT "THE ";I$(P);" IS TOO FAST FO

Rﬂ

2930 PRINT "YOU. YOU MUST STAY AND FIGHT
"

2940 GOTO 2140

2950 PRINT:INPUT "WHICH WAY TO ESCAPE";V

$

2960 Z$=LEFT$(Vv$,1)

2970 ES=1:GO0TO 930

2980 REM I E XX EEEXIEEIEEENNEEN X )

2990 REM TRAPDOOR SUBROUTINE

3000 1F TD=1 THEN 3030

3010 PRINT "THE TRAPDOOR IS CLOSED™

3020 RETURN

3030 PRINT "THE TRAPDOOR LIES OPEN, REVE

ALING A"

3040 PRINT "LARGE HOLE UNDER THE HOUSE."

3050 RETURN

3060 REM ##us

3070 REM OPEN

3080 IF MID$(R$(R),11,2)<>"02" THEN PRIN

T "THERE'S NOTHING TO OPEN":GOTO 810

3090 IF TD=1 THEN PRINT "IT'S ALREADY OP

EN, TURKEY!":GOTO 810

3100

IF RIGHT$(V$,3)="PEN" THEN INPUT "W

HAT DO YOU WANT TO OPEN?";V$



3110 IF RIGHT$(V$,3)="00R" THEN 3130
3120 PRINT ™YQU CAN'T OPEN THATI":GOTO 8
10

3130 X=0

3140 X=X+1

3150 IF 0$(X)="KEY" THEN 3200

3160 IF X<Q-1 THEN 3140

3170 PRINT "THE TRAPDOOR IS LOCKED AND Y
OU DONt'T™"

3180 PRINT "HAVE THE KEY TO OPEN IT."
3190 GOTO 810

3200 PRINT "THE TRAPDOOR OPENS TO REVEAL
A DARK™

3210 PRINT "HOLE UNDER THE HOUSE™

3220 X=0:TD=1

3230 GOTO 810

3240 REM ###

3250 REM EAT

3260 IF RIGHT$(V$,3)<>"EAT"™ THEN 3280
3270 INPUT "WHAT DO YOU WANT TO EAT?";V$
3280 IF RIGHT$(V$,3)="NCH"™ OR RIGHT$(VS$,
3)="00D" THEN 3360

3290 X=FNR(5)

3300 ON X GOTO 3310,3320,3330,3340,3350
3310 PRINT "I'M GOING TO BE SICK!":GOTO
810

3320 PRINT "THAT'S DISGUSTINGI":GOTO 810
3330 PRINT "YUKKK!!!!11!1t§1":GOTO 810
3340 PRINT "I JUST LOST MY APPETITE":GOT
0 810

3350 PRINT "THINK AGAIN, TURKEY!":GOTO 8
10

3360 X=0

3370 X=X+1

3380 IF O$(X)="LUNCH" THEN 3410

3390 IF X<Q-1 THEN 3370

3400 PRINT "YOU DON'T HAVE ANY LUNCH":GO
TO 810

3410 PRINT TAB(10);"® GULPI #"

3420 Q=Q-1:08$(X)="":IF X=Q THEN 3440
3430 FOR Y=X TO Q-1:0$(Y)=0$(Y+1):NEXT Y
3440 C0=3:GOSUB 2670:GOTO 810

3450

REM ##%aun



3460
3470
3480
3490
3500
3510
3520
3530

REM FINALE

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

E YOU."

3540
T IS

3550

PRINT
LIT"
PRINT

CRACKS"

3560
oF "
3570
3580
3590

3600
LACE
3610

PRINT

PRINT
PRINT
PRINT

PRINT
OF"
PRINT

STROY"

3620
NLI"
3630

PRINT

PRINT

N$:" YOUR ABILITIES ARE:"
TAB(5); "DEXTERITY: "DX
TAB(5);"STAMINA: "ST

TAB(5); "SPEED: n"SP
TAB(5);"CONDITION: "C0$

"THE TRAPDOOR SLAMS SHUT ABOV
"YOU ARE NOW IN THE CELLAR. I
"BY LIGHT WHICH COMES THROUGH
"IN THE EAST WALL. THE STENCH
"THIS PLACE IS UNREAL."
"SUDDENLY, A VOICE BOOMS OUT:
TAB(2);"WHO DARES INVADE MY P
TAB(2) ;"SANCTUARY? I SHALL DE
TAB(2) ;"YOU FOR THIS INTRUSIO

PRINT "A GHASTLY FORM DRIFTS

FROM OUT OF THE"
3640 PRINT "SHADOWS...IT IS THE SPIRIT O
F SILICON"

3650 PRINT "GULCH!

(11)"AND"
3660 PRINT "HIS DEXTERITY IS"X(11)"WHICH

IS PRETTY"
3670 PRINT "BAD.

HERE, "

3680
3690
3700
3710
3720
3730
3740
3750

PRINT

HIS SCARE FACTOR IS"F

THERE'S NO RUNNING AWAY

"YOU MUST STAND AND FIGHTI!I"

P=11:I$(11)="SPIRIT!

X=0
X=X+1

IF 0$(X)="CLUB"

THEN 3780

IF X<Q-1 THEN 3710

X=0

PRINT:

PRINT "YOU MUST FIGHT WITH YO

UR BARE HANDS,"



3760 PRINT ™WHICH PUTS YOU AT A MAJOR DI
SADVANTAGE. "

3770 GOTO 3830

3780 PRINT "THE CLUB INCREASES YOUR CHAN
CES OFn®

3790 PRINT "SUCCESS AGAINST THE SPIRIT,

ADDING™

3800 PRINT "TO YOUR STAMINA!"

3810 ST=ST+5:PRINT

3820 PRINT "YOUR STAMINA RATING IS NOW'S
T

3830 PRINT:INPUT "PRESS <RETURN> TO STAR
T THE FIGHT",A$

3840 H1=3:H2=3:T=0

3850 REM  EXXEEXEEEEEEKE)]

3860 REM SPIRIT ATTACK

3870 GOSUB 1940

3880 IF F1=1 THEN H2=H2-1:IF H2<=0 THEN

GOSUB 2450:GOTO 4230

3890 REM  EEEEXEEEEKXKR]

3900 REM HUMAN ATTACK

3910 GOSUB 2030

3920 IF F2=1 THEN H2=zH2-1:IF H2<=0 THEN

GOSUB 2450:GOTO 4230

3930 IF F2=1 THEN F2=0:GOSUB 4310:PRINT

"THE SPIRIT CAN TAKE"H1"MORE HITS"

3940 IF H1<=0 THEN 4120

3950 IF T=0 THEN 3870

3960 T=0

3970 PRINT:INPUT "HIT <RETURN> TO CONTIN
UE FIGHTI",A$

3980 GOTO 3870

3990 REM ' EEXEEXXEEX N

4000 REM FIGHT SOUNDS

4010 FOR Y=1 TO X

4020 Z=FNR(5):TA=FNR(23)

4030 ON Z GOSUB 4070,4080,4090,4100,41910

4040 FOR A=1 TO 250:NEXT A

4050 NEXT Y

4060 PRINT:RETURN

4070 PRINT TAB(TA);"BITEI!":RETURN
4080 PRINT TAB(TA);"CLAW!I":RETURN
4090 PRINT TAB(TA);"PUNCH!I":RETURN



4100 PRINT TAB(TA);"POW!!":RETURN

4110 PRINT TAB(TA);"KICK!IM:RETURN

4120 IF H2=0 THEN 4170

4130 CLS

4140 PRINT:PRINT "THE SPIRIT OF SILICON
GULCH DEFEATED®

4150 PRINT TAB(8);"YOU, ";N$;"."

4160 GOTO 5900

4170 PRINT:PRINT "YOU DEFEATED THE SPIRI
T OF SILICON"

4180 PRINT "GULCH, BUT DIED YOURSELF 1IN

THE PROCESS!"

4190 PRINT "SEVERAL DAYS AFTER THE FINAL
FIGHT,"

4200 PRINT "YOUR BODY IS FOUND, AND YOU
ARE GIVEN"

4210 PRINT "A HERO'S BURIAL. YOUR NAME W
ILL LIVE ON"

4220 END

4230 PRINT:PRINT "YOU DID IT!| THE SPIRI
T OF SILICON"

4240 PRINT "GULCH HAS BEEN DEFEATED AT L
AST. AS YOU"

4250 PRINT "SIT DOWN TO CATCH YOUR BREAT
H, THE EAST"

4260 PRINT "DOOR SUDDENLY CRASHES IN, AN
D A GROUP"

4270 PRINT "OF POLICEMEN ENTER. YOU ARE
TAKEN TO"

4280 PRINT "THE PRESIDENT'S OFFICE TO BE
AWARDED®

4290 PRINT "THE CONGRESSIONAL MEDAL OF H
ONORI™®

4300 END

4310 X=FNR(5)

4320 ON X GOTO 4330, 4360,4390,4420,4450
4330 PRINT "YOU HIT THE SPIRIT WITH SUCH
FORCE"

4340 PRINT "THAT IT ALMOST FLIES THROUGH
THE WALL!"

4350 RETURN

4360 PRINT "YOUR FOOT FLIES OUT, AND WHA
CKS THE®"

4370 PRINT "SPIRIT IN THE STOMACH, OOF!"



4380 RETURN

4390 PRINT "YOUR ARM LASHES OUT, CATCHIN
G THE"

4400 PRINT "SILICON GULCH SPIRIT IN THE
NECK"

4410 RETURN

4420 PRINT "YOU HIT THE SPIRIT IN THE HE
AD, ALMOST"

4430 PRINT "KNOCKING HIM DOWN!"

4440 RETURN

4450 PRINT "A SWIFT BLOW TO THE NECK INF
LICTS A"

4460 PRINT "NASTY WOUND TO THE SPIRITII"

4470 RETURN

U480 REM ##ssanssns

4490 RED ROOM DATA

4500 DATA "00000204000000™
4510 DATA "03010000000000"
4520 DATA "00000204000000"
4530 DATA "03010500000000"
4540 DATA "0000100400"

4550 DATA "1000090000"

4560 DATA "0008001200"

4570 DATA "0700000900"

4580 DATA "120008061300"
4590 DATA "3110612050000"
4600 DATA "001000000000"
4610 DATA "000907100000"
4620 DATA "151714160900"
4630 DATA "000000130000"
4640 DATA "001300000000"
4650 DATA "000013000000"
4660 DATA "130000000000"
L‘670 REM I E XXX EEXEX K]

4680 REM ITEM NAMES

4690 DATA "ROPE","KEY","LUNCH","CLUB"
‘4700 REM I EXEEXEEXEEERXEX X |

4710 REM MONSTER NAMES

4720 DATA "GHOST","SKELETON", "MUMMY", "ZQ
MBIE"

4730 DATA "GHOUL","SPECTRE"
),‘7140 REM I EXE XX EXEENEEENENEEX K]

4750 REM ROOM DESCRIPTIONS



4760 PRINT:PRINT "THIS WAS ONCE THE DEN.
ALL OF THE"

4770 PRINT "FURNITURE IN THIS ROOM IS CO

VERED WITH"

4780 PRINT "SHEETS. THERE ARE SEVERAL PA
INTINGS ON"

4790 PRINT "THE WALL OF BYGONE MEN AND W

OMEN, AND"

4800 PRINT "YOU SEE A FIREPLACE IN THE W

EST WALL."

4810 PRINT "THERE'S A DOOR IN THE EAST W

ALL, AND"®

4820 PRINT "ONE IN THE WEST WALL."

4830 RETURN

4840 PRINT:PRINT "THIS APPEARS TO HAVE B
EEN A BEDROOM, "

4850 PRINT "THERE IS AN OLD ROTTING BED

BESIDE THE®"

4860 PRINT "THE SOUTH WALL, AND A DRESSE

R AGAINST®

4870 PRINT "THE EAST WALL. THERE ARE DOO

RS IN THE"

4880 PRINT "NORTH AND EAST WALLS."

4890 RETURN

4900 PRINT:PRINT "THIS WAS ONCE THE DINI
NG ROOM. A LARGE"

4910 PRINT "HEAVY OAKEN TABLE IS IN THE

MIDDLE OF"

4920 PRINT "THE ROOM, WITH SIX CHAIRS AR

OUND IT."

4930 PRINT "DUST COVERS THE TABLE. THERE
'S A DOOR"

4940 PRINT "IN THE WEST WALL, AND AN OPE

N PORTAL"™

4950 PRINT TAB(10);"TO THE SOUTH."

4960 RETURN

4970 PRINT:PRINT "THIS IS THE LIVING ROO

M. A LONG SOFA"

4980 PRINT "SITS AGAINST THE EAST WALL;

A COFFEE"

4990 PRINT "TABLE RESTS IN FRONT OF IT.
THERE'S A"

5000 PRINT "CHAIR UNDER A LARGE WINDOW I
N THE SOUTH"



5010 PRINT "WALL, AND A PIANO RESTS BY T
HE WEST WALL"

5020 PRINT "THROUGH THE WINDOW YOU CAN S

EE A"

5030 PRINT "COBBLED PATH LEADING UP FROM
THE ROAD"

5040 PRINT "TO THE HOUSE. THERE'S A DORO
IN THE"

5050 PRINT "WEST WALL, AND AN OPEN PORTA

L IN THE"

5060 PRINT TAB(18) ;"NORTHERN WALL."

5070 RETURN

5080 PRINT:PRINT "THIS IS THE FOYER. THE
RE'S A TALL DOOR™"

5090 PRINT "IN THE SOUTH WALL WHICH APPE
ARS TO BE"

5100 PRINT "NAILED SHUT. THERE ARE DOORS
IN EACH OF "

5110 PRINT "THE OTHER WALLS. A STAIRWAY

LEADS UP™

5120 PRINT TAB(8);"AGAINST THE WEST WALL
"

5130 RETURN

5140 PRINT:PRINT "YOU'RE IN A SHORT HALL
WAY, THERE'S A"

5150 PRINT "DOOR IN THE NORTH, SOUTH AND
WEST"

5160 PRINT "WALLS, AND AN OPEN PORTAL TO
THE EAST.

5170 RETURN

5180 PRINT:PRINT "THIS IS AN EMPTY CLOSE
T. THE ONLY EXIT"

5190 PRINT TAB(12);"IS THE SOUTH DOOR."
5200 RETURN

5210 PRINT:PRINT "THIS ROOM WAS OBVIOUSL
Y THE KITCHEN."

5220 PRINT "THERE'S AN OLD SINK AND OVEN
BY THE"

5230 PRINT "NORTH WALL, AND A TABLE BY T
HE SOUTHERN"

5240 PRINT "WALL. THERE ARE DOORS IN THE
EAST AND®

5250 PRINT "SOUTH WALLS, AND A PORTAL TO
THE WEST."



5260 RETURN

5270 PRINT:PRINT "THIS IS AN UPSTAIRS FO
YER. YOU CAN SEE"

5280 PRINT "DOORS IN EACH WALL, AND A ST
ATIRCASE"

5290 PRINT TAB(8);"LEADS DOWN FROM HERE.
"

5300 RETURN

5310 PRINT:PRINT "THIS IS A BEDROOM. THE
REMAINS OF A BED"

5320 PRINT "FILL THE SOUTHERN HALF OF TH

E ROOM AND™

5330 PRINT "A BROKEN DRESSER IS AGAINST

THE WEST™"

5340 PRINT "WALL. THERE ARE DUSTY SHEETS
DRAPED"™

5350 PRINT "OVER SEVERAL CHAIRS IN THE M

IDDLE OF™"

5360 PRINT "THE NORTH AND SOUTH SIDES OF
THE HOUSE."

5380 RETURN

5390 PRINT:PRINT "THIS IS A CLOSET. THE

ROTTED REMAINS OF"

5400 PRINT "SEVERAL ITEMS OF CLOTHING HA
NG LOOSELY"

5410 PRINT '"ON RUSTED HANGERS. THE ONLY

DOOR IS™

5420 PRINT TAB(12);"IN THE SOUTH WALL.,"

5430 RETURN

5440 PRINT:PRINT “THIS ROOM WAS APPARENT
LY THE LIBRARY,™

5450 PRINT "THERE IS A BOOKCASE AGAINST

EACH WALL."

5460 PRINT "ALTHOUGH THEY ARE MOSTLY EMP
TY, A FEW"

5470 PRINT "OF THE SHELVES HAVE ONE OR T
WO BOOKS ON™

5480 PRINT "THEM. THESE BOOKS ARE VERY O
LD, AND™

5490 PRINT MCRUMBLE WHEN TOUCHED. THRRE'
S A DOOR"

5500 PRINT TAB(8);"IN THE EAST WALL."



5510 RETURN

5520 PRINT:PRINT "YOU'RE NOW IN WHAT WAS
ONCE THE STUDY.™"

5530 PRINT "AN ANCIENT BROKEN DESK LIES
AGAINST THE"

5540 PRINT "SOUTH WALL, AND A CHAIR REST
S NEXT TO"

5550 PRINT "IT, THERE'S A BOOKSHELF AGAI

NST THE"

5560 PRINT "EAST WALL, AND AN EMPTY CHES
T AGAINST™

5570 PRINT "THE WEST ONE., THE ONLY EXIT
IS DOOR IN™

5580 PRINT TAB(8);"THE NORTHERN WALL,"
5590 RETURN

5600 PRINT:PRINT "YOU'RE AT THE FRONT OF
A DARK,"™

5610 PRINT "FOREBODING HOUSE, THE FRONT
DOOR SEEMS"

5620 PRINT "TO BE NAILED SHUT. THROUGH A
N OPEN"

5630 PRINT "WINDOW YOU CAN SEE A ROOM CO

NTAINING™

5640 PRINT "DUSTY FURNITURE, AND AN OLD,
SCRATCHED™"

5650 PRINT "PIANO. THE OTHER WINDOWS ARE
BOARDED"

5660 PRINT "YOU CAN GO TO THE EAST OR WE
ST SIDES"

5670 PRINT TAB{12);"OF THE HOUSE."

5680 RETURN

5690 PRINT:PRINT "YOU'RE NOW AT THE EAST
SIDE OF THE"

5700 PRINT "HOUSE. THERE'S A DOOR HERE,

WHICH SEEMS"

5710 PRINT "TO LEAD TO THE BASEMENT, BUT
IT'S ALL"™

5720 PRINT "BOARDED UP AND IMPASSABLE. T

HE WINDOWS"™

5730 PRINT "ON THIS SIDE OF THE HOUSE AR

E BOARDED™

5740 PRINT "UP, YOU CAN GO TO THE NORTH

OR THE"



5750 PRINT TAB(5);"SOUTH SIDES OF THE HO

USE."

5760 RETURN

5770 PRINT:PRINT "YOU'RE NOW BEHIND THE

HOUSE, ON THE"

5780 PRINT "NORTH SIDE. ALL YOU CAN SEE
ON THIS"

5790 PRINT "SIDE ARE BOARDED-UP WINDOWS.
YOU CAN" |

5800 PRINT "GO TO THE EAST OR WEST SIDES
OF THIS"

5810 PRINT TAB(15);"OLD HOUSE."

5820 RETURN

5830 PRINT:PRINT "YOU ARE NOW ON THE WES
T SIDE OF THE"

5840 PRINT "HOUSE. THERE'S A DOOR LEADIN

G INTO THE"

5850 PRINT "HOUSE TO THE EAST. YOU CAN A

LSO EXPLORE"

5860 PRINT "THE NORTH AND SOUTH SIDES OF
THE HOUSE."

5870 RETURN

5880 REM ##uu#

5890 REM DEATH

5900 PRINT:PRINT "YOU ARE NOW DEAD. BECA

USE OF YOUR"

5910 PRINT "BRAVENESS AND STRENGTH, THE

SPIRIT HAS"

5920 PRINT "DECIDED TO GIVE YOU THE HONO

R OF"

5930 PRINT "JOINING HIS MINIONS IN INHAB

ITING THIS"

5940 PRINT "HOUSE FOREVER. HAPPY HAUNTIN

Gryen

5950 END

5960 REM ##%#3%%ERNRHRERER

5970 REM CLS/SPACE OUT

5980 CLS

5990 PRINT:PRINT:PRINT

6000 RETURN



GOTHAM
RUNNER

The world as we know it has ended. BPespite the years of desperate talking,
one day the big bombs started falling. In the aftermath, there were no vic-
tors, only survivors.

You are one of the survivors. Aided by a mutant pit pony you have be-
friended, you live a precarious life in the ruing of New Yerk City. In
GOTHAM RUNNXNER, you and your pony are trying to cross the 100-mile
width of the city. A rabid pack of mutant dogs has got your scent, and is
relentlessly pursuing you.

As you can tell from this morbid description, you have a mess of prob-
lems. And there are more, as you'll only discover when you run the program.
There are several incidents which will not occur in a particular game (and no
“unusual” incident will happen more than once in a run).

You’ll see how simple it is to play by looking at these samples of the
game in action:

NUMBER OF DAYS ELAPSED: 1

YOU HAVE TRAVELLBED 32 MILES

ENTER YOUR COMMAND:
1 - EAT FROM YOLR SUPPLIES
2 - PROCEE} CAUTIOUSLY
3 ~ MAKE A RUN FOR IT
4 - TAKE A REST STOP
? 3

NUMBER OF DAYS ELAPSHED: 2
YOU HAVE TRAVELLED 3B MILES
THE DOG PACK HAS CDVERED 6 MILES

IT IS 32 MILES BEHIND YOU



ENTER YOUR COMMAND:
1 = EAT FROM YOUR SUPPLIES
2 — PROCEED CAUTIOUSLY
3 — MAKE A RUN FOR IT
4 - TAKE A REST STOP
? 4
YOU AND YOUR MUTANT PIT PONY SPEND A
FEwW FITFUL HOURS IN SLEEP,,.,

YOU FIND A SUPPLY OF
UNCONTAMINATED FDOD!

NUMBER OF DAYS ELAPSED: 3

YOU HAVE TRAVELLED 38 MILES

THE D06 PACK HAS COVERED 13 MILES

IT 1S 25 MILES BEHIND YOU

ENTER YOUR COMMAND:
1 — EAT FROM YOUR BUPPLIES
2 - PROCEED CAUTIOUSLY
3 -~ MAKE A RUN FOR IT
4 - TAKE A REST STOP
?1

Later in the same run;

YOU HAVE TRAVELLED 66 MILES
THE DOG PACK HAS COVERBD 57 MILES

IT IS 9 MILES BEHIND YOU

YOU HEAR THE DREADFUL SGUND OF A

RATTLESNAKE. . .IT STRIKES,,.,BUT AT THE

SAME TIME YOU SWING OUT AT IT WITH
YOUR CLUB...



IN THE CONFUSION, YOU DO NOT KNOW IF
HAS BITTEN YOU.,.OR WHETHER YOU HIT
IT BEFORE IT COULD STRIKE,,.

YOU ARE GETTING VERY HUNGRY,..

ENTER YOUR COMMAND:
1 — EAT FROM YOUR SUPPLIES
2 — PROCEBED CAUTIOUSLY
3 - MAKE A RUN FOR IT
4 - TAKE A REST STOP

?1

NLMBER OF DAYS ELAPSED: 11
YOU HAVE TRAVELLED 66 MILES
THE DOG PACK HAS COVERED 65 MILES

IT IS 1 MILES BEHIND YOU

YOU SHOULD LOOK FOR NEW FDOD SUPPLIES

ENTER YOUR COMMAND:
1 - EAT FROM YOUR SLPPPLIES
2 — PROCEED CAUTIOUSLY
3 - MAKE A RUN FOR IT
4 - TAKE A REST STOP
7?3

NUMBER OF DAYS ELAPSED: 12

YOU HAVE TRAVELLED 76 MILES

THE DDG PACK HAS COVERED 72 MILES

IT IS 4 MILES BEHIND YOU



THE RUBBLE SHIFTS BENEATH YOUR FEET,..
YOU FIND YOURSELF SLIPPING DOWN, .,
AND SLOWLY DRAG YOURSELF, GREATLY
WEAKENED, BACK TO STREET LEVEL...

YOU SHOULD LOOK FOR NEW FOOD SUPPLIES

ENTER YOUR COMMAND:
1 — EAT FROM YOUR SUPPLIES
2 — PROCEED CAUTIOUSLY
3 -~ MAKE A RUN FOR IT
4 ~ TAKE A REST STOP
?2

NUMBER OF DAYS ELAPSED: 13
YOU HAVE TRAVELLED 82 MILES
THE DOG PACK HAS COVERED BO MILES

IT IS 2 MILES BEHIND YOU

YOU SHOULD LOOK FOR NEW FOOD SUPPLIES
YoU ARE GETTING VERY HUNGRY ...

ENTER YOUR COMMAND:
1 ~ EAT FROM YOUR SUPPLIES
2 — PROCEED CAUTIOUSLY
3 - MAKE A RUN FOR IT
4 — TAKE A REST STOP

?1

NUMBER OF DAYS ELAPSED: 14
YOU HAVE TRAVELLED 82 MILES

THE DOG PACK HAS GOT YOU



When you're ready to run across the ruins, enter and run this program
(written in conjunction with [an Turtle, a British student):

10
20
30
40
50
60
MP

70

REM GOTHAM RUNNER

GOSUB 590:REM INITIALISE

M=M+1

B=B=1

IF B>0 THEN 110

PRINT "YOU SHOULD HAVE EATEN. YOU SLU
DOWN AND DIE..."
PRINT:PRINT "THE DOG PACK SNIFFS THE

AIR...AND ADVANCES RAPIDLY..."

80
90

END
REM fsssssssss

100 REM MAIN CYCLE

110 CLS

120 PRINT

130 PRINT "NUMBER OF DAYS ELAPSED:"M

140 PRINT:PRINT "YOU HAVE TRAVELLED"T"MI
LES":PRINT

150 IF N=0 THEN 190

160 IF T-N<1 THEN PRINT "THE DOG PACK HA
S GOT YOUM:END

170 PRINT "THE DOG PACK HAS COVEREDW"N"MI
LES"

180 PRINT:PRINT "IT IS"T-N"MILES BEHIND
You®

190
200

PRINT:PRINT
IF RND(1)>.8 THEN GOSUB 680

210 IF D<2 THEN PRINT "YOU SHOULD LOOK F

OR

NEW FOOD SUPPLIES":PRINT

220 IF B<2 THEN PRINT "YOU ARE GETTING V
ERY HUNGRY...":PRINT

230 PRINT "ENTER YOUR COMMAND:"

240 PRINT " 1 = EAT FROM YOUR SUPPL
IES"

250 PRINT *» 2 - PROCEED CAUTIOUSLY"
260 PRINT " 3 - MAKE A RUN FOR IT"
270 PRINT "© 4 - TAKE A REST STOP"
280 INPUT " ";Z

290

IF Z<1 OR Z>4 THEN 280



300 ON Z GOTO 320,370,400,440
310 REM I EXEEEEEEEEEEERER

320 IF D=0 THEN PRINT:PRINT "YOU HAVE NO
FOOD LEFT":GOTO 230

330 B=5

340 D=D-1

350 REM  EXXXEXXXEEEXEEX R
360 GOTO 460

370 C=C+2

380 T=T+4+INT(RND(1)%3)
390 GOTO 460

MOO C=C+3

410 T=T+6+INT(RND(1)%5)
420 REM #ssssssagnnnnans

430 GOTO 460

440 C=0
450 PRINT "YOU AND YOUR MUTANT PIT PONY
SPEND A FEW FITFUL HOURS IN SLEEP..."

460 IF C>9 THEN PRINT "YOUR PONY DIES. Y
OU SHOULD HAVE RESTED IT MORE.":END

470 IF INT(RND(1)®%#12)<>6 THEN 520

480 REM #5RBR8snsinssany

490 PRINT:PRINT "YOU FIND A SUPPLY OF

UNCONTAMINATED FOOD!™

500 C

510 D
520 N=N+S5+INT(RND(1)%4)

530 IF T<100 THEN 550

540 PRINT "YOU HAVE TRAVERSED THE RUINED
CITY AND ESCAPED. WELL DONEI"™:END

550 PRINT "eceeememememcmcccccc e mcaccc—a

______ n

560 FOR J=1 TO 1200:NEXT J

570 GOTO 30

580 REM  EEEEEEEEXXXX X

590 REM INITIALISATION

600 CLS

610 DIM H(6)

620 RANDOMIZE VAL(RIGHT$(TIMES$,2))

630 T=INT(RND(1)®*20)+21

640 M=0:C=0:N=0

650 B=5:D=3

660 RETURN

C-5
3



670 REM f&sasanss

680 REM INCIDENTS

690 K=0

700 X=INT(RND(1)%6)+1

710 IF K=6 THEN RETURN

720 IF H(X)=1 THEN K=K+1:GOTO 700

730 H(X)=1

740 ON X GOSUB 800,870,930,1000,1100,119
0

750 FOR X=1 TO 1500:NEXT X

760 B=B-INT(RND(1)%*2)

770 PRINT

780 RETURN

790 REM #aassanssanss

800 REM MUTANT HUMAN

810 PRINT "AS YOU STARE IN HORROR, A HUM
AN BEING"

820 PRINT "DRESSED IN ROTTEN RAGS STUMBL
ES TOWARDS™"

830 PRINT "YOU...AND EMBRACES YOU. HE IS
LETHALLY"

840 PRINT "CHARGED WITH RADIATION..."
850 RETURN

860 REM ##sss

870 REM STORM

880 PRINT "A MASSIVE WIND STORM SWEEPS D
OWN THE™"

890 PRINT "AVENUE...YOU AND YOUR PONY DA
SH TO"

900 PRINT "ONE SIDE IN A VAIN BID TO FIN

D SHELTER"

910 RETURN

920 REM I EEEEREE;

930 REM BURIED

940 PRINT "THE RUBBLE SHIFTS BENEATH YOU

R FEET..."

950 PRINT "YOU FIND YOURSELF SLIPPING DO

WN..."

960 PRINT "AND SLOWLY DRAG YOURSELF, GRE
ATLY™

970 PRINT "WEAKENED, BACK TO STREET LEVE
L..."

980 RETURN

990 REM #asas



1000 REM SNAKE

1010 PRINT "YOU HEAR THE DREADFUL SOUND

OF A"

1020 PRINT "RATTLESNAKE,...IT STRIKES...B
UT AT THE"

1030 PRINT "SAME TIME YOU SWING OUT AT I
T WITH"

1040 PRINT TAB(8);"YOUR CLUB..."

1050 PRINT "IN THE CONFUSION, YOU DO NOT
KNOW IF"

1050 PRINT "HAS BITTEN YOU...OR WHETHER

YOU HIT"

1070 PRINT "IT BEFORE IT COULD STRIKE...
"

1080 RETURN

1090 REM XXX R XX X

1100 REM PHOSPHORUS ATTACK

1110 PRINT "YOU HEAR THE DREADED SCREAMI

NG OF NINE"

1120 PRINT "CRAZED MEMBERS OF THE PHOSPH
OR GANG..."

1130 PRINT "THEY ATTACK...AND AS YOU WHE

EL AWAY ON"

1140 PRINT "YOUR LOYAL PIT PONY, THEY TH

ROW A"

1150 PRINT "POWDERED WHITE PHOSPHORUS BO

MB AT YOU."

1160 PRINT "IT EXPLODES WITH A PIERCE WH
ITE GLOW,"

1170 PRINT ©"AND FOR A MOMENT OR TWO YOU
ARE BLINDED"

1180 RETURN

1190 REM MUTANT PUMA

1200 PRINT "YOU HEAR A SNARL BEHIND YOU,
AND SEE"

1210 PRINT "A BLACK MUTANT PUMA READY TO
LEAP.."

1220 PRINT "YOU DIG YOUR HEELS INTO YOUR
PONY'S"

1230 PRINT "SIDES...AND ATTEMPT TO RUN A

WAY FROM™

1240 PRINT "IT....WILL YOU SUCCEED?"
1250 FOR X=1 TO 1000:NEXT X

1260 IF RND(1)>.7 THEN 1290



1270 PRINT TAB(4);"YOU SEEM TO HAVE REAC
HED SAFETY"

1280 RETURN

1290 PRINT "THE PUMA LEAPS...AND YOUR PO
NY GOES"

1300 PRINT "DOWN...THE PUMA'S JAWS TIGHT
EN AROUND"

1310 PRINT "YOUR LEGS AS YOU KICK WILDLY

1320 PRINT "YOU KNOW THIS IS THE END..."

1330 END



ORBITAL

PILOT

If you tend to find other Adventure programs too taxing for your brain,
you're sure to enjoy running ORBITAL PILOT. There’s no complex vocab-
ulary to master, no haunted house or deserted island to map. Instead, you
simply choose between the two alternative courses of action which the pro-
gram presents to you.

Here’s ORBITAL PILOT in action. So as not to spoil the program for
you, I’'m not showing you the shortest (and probably least interesting) run:

YOU HAVE SCDRED 734 POINTS

YOu ARE NOW IN THE FINAL SECONDS OF

TAKEOFF, DO YOU WISH TO ABORT THE .

MISSION (1) DR CONTINUE WITH THE
FLIGHT (2]°?

1

YOU HAVE SCORED 635 POINTS

YOU ABORT THE FLIGHT, AND ARE FORCED
TO RESIGN FROM THE SPACE ACADEMY AS
A RESULT OF YOUR COWARDLY ACTION,

Note that the longer youtake to make a decision, the fewer points you'll
score. The listing is waiting for you, when you want to become an ORBITAL

PILOT:

10
20
30
40
50
DS
60

REM ORBITAL PILOT

CLS

NUM=367

GOSUB 780

PRINT "YOU ARE NOW IN THE FINAL SECON
OF"

PRINT "TAKEOFF. DO YOU WISH TO ABORT

THE"



70 PRINT "MISSION (1) OR CONTINUE WITH T

HE"

80 PRINT TAB(12);"FLIGHT (2)?"
90 GOSUB 690

100 IF A¢$="2" THEN 150

110 PRINT "YOU ABORT THE FLIGHT, AND ARE

FORCED"

120 PRINT "TO RESIGN FROM THE SPACE ACAD

EMY AS"

130 PRINT "A RESULT OF YOUR COWARDLY ACT

ION."
140 END

150 PRINT "YOU ARE NOW WAY UP IN THE COS

MOS...."
160 GOSUB 780

170 PRINT "DO YOU WANT TO GO INTO EARTH

ORBIT (1),"

180 PRINT "OR CONTINUE INTO THE SOLAR SY

STEM (2)7?"

190 GOSUB 690

200 IF Ag$="2" THEN 360

210 PRINT "YOUR ENERGY LEVEL IS LOW.
YOU WANT"

DO

220 PRINT "TO DIM THE LIGHTS TO SAVE POW

ER (1),"

230 PRINT "OR SHUT DOWN THE HEATING (2)7?
1t

240 GOSUB 690
250 IF A$="2" THEN 330

260 PRINT "YOU CAN'T SEE YOUR NAVIGATION

CHART.™"
270 GOSUB 780

280 PRINT "WILL YOU TURN RIGHT (1) OR LE

FT (2)2"
290 GOSUB 690
300 IF A$="2" THEN 610

310 PRINT "YOU CRASHED INTO AN ASTEROID"

320 END

330 PRINT "IT IS VERY, VERY COLD HERE, S

0 Youn"
340 PRINT TAB(12);"FREEZE TO DEATH"
350 END :

360 PRINT TAB(RND(1)®#8);"YOU ARE WAY OUT

IN SPACE"



370 GOSUB 780

380 PRINT "WILL YOU HEAD FOR MARS(1) OR

VENUS (2)2"

390 GOSUB 690

4oo IF A$="2" THEN 480

410 PRINT "MARTIANS CAPTURE YOU. WILL YO

U RUN FOR™

420 PRINT "SAFETY (1) OR REASON WITH THE

M (2)2"

430 GOSUB 690

440 IF A$="1" THEN PRINT "YOU RUN OUTSID

E":GOTO 330

450 PRINT "YOU ARE SUCCESSFUL":GOSUB 780
460 PRINT "YOUR FLIGHT CONTINUES":GOSUB
780

4¥70 GOTO 210

480 PRINT "IT IS VERY WARM HERE...":PRIN
T

490 PRINT "YOU ARE LOW ON WATER. WILL YO
U BUY™"

500 PRINT "FROM THE VENUSIANS (1) OR HEA
D BACK TO"

512 PRINT TAB(10);"GOOD OLD EARTH (2)?"
520 GOSUB 690

530 IF A$=m"2" THEN 610

540 PRINT "YOUR WATER SUPPLIES HAVE BEEN
RENEWED. "

550 PRINT "YOU ARE BACK IN SPACE. DO YOU
WANT TO"

560 PRINT "ORBIT THE EARTH (1) OR CONTIN

UE ON"

570 PRINT TAB(7);"IN THE SOLAR SYSTEM (2
)yer

580 GOSUB 690

590 IF A$="1" THEN 210

600 GOTO 360

610 PRINT "YOU LAND SAFELY ON EARTH AND

THE™

620 PRINT "PRESS ACCLAIM YOU AS A HERO.
YOUR™

630 PRINT "INVITATION TO A WHITE HOUSE R
ECEPTION™

640 PRINT "IN YOUR HONOR SHOULD ARRIVE S
HORTLY..."



650
660
670
680
690
700
710
720
730
T40
750
760
770
780
790
800
810
820

830

FOR T=1 TO 2000:NEXT T
GOSUB 780

END

REM &#&zas

REM INPUT

IF INKEY$<>""® THEN 700
A$=INKEY$

NUM=NUM-1,2

IF A$="" THEN 710

IF A$<OMI" AND A$LHOn2n
GOSUB 780

RETURN

REM fazaaadfigaaans

REM DELAY/PRINTOUT
NUMaNUM+367

FOR J=1 TO 30

FOR A=1 TO 100:NEXT A
PRINT

IF J=15 AND NUMDO THEN

VE SCORED"INT(NUM)"POINTS"

840
850

NEXT J
RETURN

THEN 730

PRINT "YOU HA



IT'S A
MAD, MAD
WORLD

You were a fool to escape from the lunatic asylum. After all, life was good
there, with made-to-measure straight jackets and congenial company. In this
Adventure program, you've escaped into the big, wide world, and you dis-
cover that life can be pretty tough on the outside.

You'll be confronted with a number of odd situations in this game.
There are enough strange things happening to make you even more unbal-
anced. You have to try and solve a few of the problems in order to be able to
return to the security of your comfortable, padded cell.

As you can see from this short sample run, you are faced with two
choices at each point in the game. The choice you make determines what will
happen next:

IT'S A MAD, MAD WORLD
YOU HAVE CRASHED ON AN ISLAND
DO YOu:

1. MOBBLE ALONG THE BEACH
2. STAY BY THE HANGLIDER

1

A ROARING TIGER APPEARS
DO YOU:

1. RUN INTO THE FOREST
2. JUMP INTO THE WATER

e



YOU SEE A PIRATE SHIP
DO YOU:

1. GO TO SHORE
2. BOARD THE SHIP

YOU BECOME A PIRATE FDR YEARS BEFORE YOU
ARE CAST ADRIFT IN A BATH

DD YOU:

1. DO YOU WISH TO PRAY
2. PADDLE FOR SHORE

1

A GENIE APPEARS AND GIVES YOU A WISH
DD YOU:

1. WISH TO GO HOME
2. WISH TO BE FILTHY RICH

It'’s interesting to see that the program is nearly all data statements.
A similar outline could easily be used to produce a game of your own. I sug-
gest that—for maximum enjoyment—the program should be typed in by
someone who will not be playing the game.

10
20
30
4o
50
60

REM IT'S A MAD, MAD WORLD

GOSUB 380:REM INITIALISE

L=1

CLS

PRINT TAB(6);"IT'S A MAD, MAD WORLD"
PRINT:PRINT " ":W$(L)



70 REM tassssaasannans

80 PRINT

90 IF L=21 THEN L=20

100 IF W(L)<>1 THEN 170

110 PRINT TAB(2);"YOU WERE NOT CRAZY ENO
UGH TO WIN THIS™"

120 PRINT "ADVENTURE. IF YOU WANT SOME A
DVICE, TRY™

130 PRINT TAB(3);"WRITING ADVENTURE GAME
S..."

140 PRINT:PRINT TAB(6);"...THAT WILL SEN
D YOU CRAzZY!™

150 END

160 REM #a%aaassssassnns

170 IF W(L)<>2 THEN 220

180 PRINT "WELL DONE. YOU MUST BE MAD TO
FINISH"

190 PRINT TAB(9);"THIS ADVENTURE!":PRINT

200 END

210 REM sssssatttguanns

220 PRINT "DO YOU:"

230 PRINT

240 PRINT "1. ";A$(L)

250 PRINT

260 PRINT "2. ";B$(L)

270 IF INKEY$<>n"" THEN 270

280 N$=INKEY$

290 IF N$="" THEN 280

300 IF N$="1" THEN L=A(L):GOTO 40
310 IF N$=m"2" THEN L=B(L):GOTO 40
320 PRINT

330 PRINT TAB(8);"NO SUCH CHOICE, FOOL!"
340 GOTO 270

350 END

360 REM #aafsfuant

370 REM INITIALISE

380 CLS

390 DIM W$(25),A8$(25),B$(25)

400 DIM W(25),A(25),B(25)

410 FOR X=1 TO 25

420 READ W$(X),w(X)

430 READ A$(X),A(X)

440 READ B$(X),B(X)



450 NEXT X

460 RETURN

470 REM ssss

480 REM DATA

490 DATA "YOU HAVE CRASHED ON AN ISLAND"
0

’

500 PATA "HOBBLE ALONG THE BEACH",2,"STA

Y BY THE HANGLIDER"™, 10

510 DATA "A ROARING TIGER APPEARS",O

520 DATA "RUN INTO THE FOREST",3,"JUMP I

NTO THE WATER", 11

530 DATA
540 DATA
",7

550 DATA
560 DATA
570 DATA
GOLD.
580 DATA

"YOU SEE A DARK CAVE™,0
"ENTER IT",4,"KEEP GOING INLAND

"YOU SEE A BAG OF GOLD",O0
"LEAVE IT",5,"TAKE IT",6

"A TROLL COMES BY AND TAKES THE
YOUR CHANCE TO BE RICH GOES!"
0,"CRY FOR HELP",10,"PRACTICE B

EING A LAWNMOWER?", 25

590 DATA
RUN AWAY
600 DATA
610 DATA
620 DATA

630 DATA
SKDRIVES
640 DATA
650 DATA

A WISH",O

660 DATA
E FILTHY
670 DATA
680 DATA
R, 11
690 DATA
700 DATA
",15
710 DATA
TH",0
720 DATA
730 DATA
IN THE

"A MONSTER APPEARS, YOU CANNOT
AS THE GOLD IS TOO HEAVY..."
1,0,0,0,0

"YOU SEE A BOTTLE OF WINE",O
"DRINK IT",8,"RUB THE BOTTLE",9

"YOU FEEL RATHER HAPPY, PINK DI
DANCE BEFORE YOUR EYES™®
1,0,0,0,0

"A GENIE APPEARS AND GIVES YOU

"WISH TO GO HOME",25,"WISH TO B
RICH",S

"A SPACE CRAFT LANDS",0

"ENTER IT",12,"JUMP IN THE WATE

"YOU SEE A PIRATE SHIP",0
"GO TO SHORE",3,"BOARD THE SHIP

"THE ALIENS WANT TO CONQUER EAR
"HELP THEM",14,"FIGHT THEM",13

"FOOLISH PERSON. YOU ARE KILLED
CONFLICT",1,0,0,0,0



740 DATA "A HARD BATTLE BUT YOU WON. YOU
ARE STANDING IN THE BATTLE FIELD"
750 DATA O,"SURVEY THE BATTLEFIELD",16,"

REST AND DO NOTHING", 14

760 DATA "YOU BECOME A PIRATE FOR YEARS
BEFORE YOU ARE CAST ADRIFT IN A BATH"
770 DATA O,"DO YOU WISH TO PRAY",9,"PADD
LE FOR SHORE",20

780 DATA "A WOUNDED HUMAN LIMPS TOWARDS

YOU™, 0

790 DATA "KILL HIM",18,"DRESS HIS WOUNDS
"7

800 DATA "HE TURNS OUT TO BE THE KING OF
THE COUNTRY YOU DEFEATED",O0

810 DATA "FLEE FROM HIM",3,"ASK FOR HIS

FORGIVENESS",19

820 DATA "MISTAKE IN MESSAGEI SHOULD HAV
E READ 'HUMANOID', AN ALIEN ALLY™

830 DATA 1,0,0,0,0

840 DATA "YOU GET HIS FORGIVENESS AND HE
SENDS YOU BACK TO YOUR HOME",2,0,0,0,0
850 DATA "YOU ARE IN A BATH. THERE IS A
RUBBER DUCK AND A SPONGE WITH YOU"
860 DATA O,"STAY IN THE WARM BATH",21,"G
ET OUT AND DRY YOURSELF™",22

870 DATA "I DON'T BLAME YOU AT ALL...BUT
YOU MUST DO SOMETHING",20,0,0,0,0

880 DATA "YOU'RE OUT AND DRY. DO YOU WAN
T TO TAKE THE DUCKIE WITH YOU?"™

890 DATA 0,"OH YES PLEASE",23,"NO THANK

YOU™,24

900 DATA "CARRYING THE SACRED DUCK IS PU

NISHABLE BY DEATH HERE!",1,0,0,0,0

910 DATA "YOU ARE IN A CLEARING IN A FOR
EST",0

920 DATA "GO TO THE EAST, BACK TO THE CA
VE",3

930 DATA "MAKE FOR THE PORT TO THE WEST"™
, 11

940 DATA "YOU'RE BACK AT HOME IN YOUR OW
N PADDED CELL; THE JACKET FITS SNUGLY"™
950 DATA 2,0,0,0,0



OFF THE
WALL
ADVENTURE

This Adventure really is off the wal.! Your computer and its random number
generator have got together to cook up the world's least logical dunzeon lab-
yrinth. Don’t bother trying to map it. Save your energy for the serious busi-
ness of survival.

You start the game at a mysterious crossroad, deep within the cave

system:

YOU REACH A CROSSWAY. YOU CAN GO NOATH,
SOUTH, WEST OR EAST

YOU'RE AT AN ILLUSIONARY WALL
DO YOU WANT TO GO THROUGH IT (Y OR N)? Y

You start the game with a strength rating of 100. It falls each time you
are injured, and the game ends when it falls to zero. There is no time to enjoy
the scenery in our Adventure environment, as the monsters come on thick
and strong:

YOUR STRENGTH LS 100

YOU'RE IN A DESERTED CHAPEL.,..

LOOK OuUT...
A GOBLIN ATTACKS YQUI

DO YOU WANT TO FIGHT 0A RUN (F OR R)? F



YOU MANAGE TO KILL IT,,,

YOU FIND A LEAD PIECE
WITH A STREET VALUE OF § 5

YOUR STRENGTH IS 100

YOU'RE IN A ROCKY OUNGEON., ..

YOU'RE CARRYING TREASURE WORTH $ 5

LOK OuT...

A ORAGON ATTACKS YOU!

00 YOU WANT TO FIGHT CR RUN (F OR R)? R
AND AWAY YOU RUN, ..

THE MONSTER CHASES YOU,..

BUT YOU MANAGE TO GET AWAY,,.

YOU REACH A CROSSWAY, YOU CAN GO NORTH,

SOLTH, WEST OR EAST
ENTER N, S, W, OR E? S

YOU'RE WALKING THROUGH A LONG TWISTV,
TURNING PASSAGEWAY,..

YOU'VE FALLEN INTO
A CONCEALED PIT
YOU'VE BEEN INJURHD...

YOU'RE AT A MATURAL BREAK IN THE ROCK
DO YOU WANT TO 60 THROUGH IT (Y 0OR N)? N



You soon learn how foolish it is to leap into a battle with the strange
creatures you find:

YOUR STRENGTH IS 1D

YOU'RE IN A DESERTED CHAPEL...
YOU'RE CARRYING TREASURE WORTH §& 22
LOOK OUT,..

A WARLORD ATTACKS YoOUul

DO YOU WANT TO FIGHT OR RUN (F 0R R)? Y
?F

YOU'VE BEEN INJURHD,,,
YOU ARE DEAD, EXPLORERI
YOU KILLED 3 MONSTERS,.,

AND FOUND TREASURE WORTH $ 22

Here’s the listing of the program that will let you visit this strange dun-
geon. (It was written by Garry Wilson, who lives in Canberra, the capital of
Australia—and modified extensively by me.)

10 REM OFF THE WALL ADVENTURE
20 GOSUB 820:REM INITIALISE

30 GOTO 500

4o GOSUB 770

50 IF LIVES<1 THEN 680

60 PRINT:PRINT "YOUR STRENGTH ISTLIVES#*1
O:PRINT

70 Z=INT(RND(1)%6)+1

80 PRINT "YOU'RE IN A ";:;R$(Z)

90 M=INT(RND(1)%6)+1

100 GOSUB 770

110 IF E>1 THEN PRINT "YOU'RE CARRYING T
REASURE WORTH $"E

120 PRINT:PRINT "LOOK OUT..."



130 GOSUB 770

140 PRINT "A"; A$(M);"™ ATTACKS YOU!"
150 IF M=2 OR M=5 OR M=6 THEN C=C+1
160 GOTO 240

170 GOSUB 770

180 K=INT(RND(1)®6)+1

190 PRINT "YOU'RE AT A";E$(K):PRINT "DO
YOU WANT TO GO THROUGH IT (Y OR N)";
200 INPUT D$

210 IF D$<O>"N™ AND D$<>"Y"™ THEN 200
220 IF D$="Y" THEN 50

230 GOTO 360

240 GOSUB 770

250 PRINT "DO YOU WANT TO FIGHT OR RUN (
F OR R)";

260 INPUT B$

270 IF B$<O"F" AND B$<D"R"™ THEN 260
280 GOSUB 770

290 IF B$="F" THEN 440

300 PRINT "AND AWAY YOU RUN,.."

310 GOSUB 770

320 PRINT "THE MONSTER CHASES YOU,.."

330 GOSUB 770
340 PRINT "BUT YOU MANAGE TO GET AWAY...
n

350 GOTO 500

360 GOSUB 770

370 PRINT "YOU'RE WALKXING THROUGH A LONG
TWISTY, TURNING PASSAGEWAY..."

380 GOSUB 770

390 P=INT(RND(1)%3)+1

400 Q=INT(RND(1)%6)+1

410 IF P=1 THEN PRINT "YOU'VE FALLEN INT
O": PRINT TAB(4);"A";P$(Q):LIVES=LIVES-1
420 IF P=2 THEN 170

430 IF P=3 THEN 500

440 IF M=1 OR M=3 OR M=4 THEN LIVES=LIVE
S-1:PRINT "YOU'VE BEEN INJURED..."

450 IF M=2 OR M=5 OR M=6 THEN PRINT "YOU
MANAGE TO KILL IT...":GOTO 570

460 IF LIVES<1 THEN 680

470 IF M=2 OR M=5 OR M=6 THEN C=C+1

480 GOTO 170
490 REM %#asansnnss



500 GOSUB 770

510 PRINT "YOU REACH A CROSSWAY. YOU CAN
GO NORTH, SOUTH, WEST OR EAST"

520 PRINT TAB(9);"ENTER N, S, W, OR E";
530 INPUT D$

540 IF D$="S" THEN 90

550 IF D$="N" THEN 360

560 IF D$="W" THEN 170

570 T=INT(RND(1)%6)+1

580 GOSUB 770

590 PRINT "YOU FIND A";T$(T);" PIECE"
600 PRINT "WITH A STREET VALUE OF §n"T
610 E=E+T

620 FOR J=1 TO 3

630 PRINT Moo=

640 GOSUB 770

650 NEXT J

660 GOTO 40

670 REM f&8aaaaasannnanns

680 GOSUB 770

690 PRINT "YOU ARE DEAD, EXPLORER!"
700 GOSUB 770

T10 PRINT ®"YOU KILLED"C"MONSTERS..."
720 GOSUB 770

730 PRINT "AND FOUND TREASURE WORTH $"E
T40 GOSUB 770

750 END

760 REM X X X X

T70 REM DELAY

780 FOR U=1 TO 1000:NEXT U

790 PRINT

800 RETURN

810 REM f&aaasssnnnnns

820 REM INITIALISATION

830 CLS

840 RANDOMIZE VAL(RIGHT$(TIMES$,2))
850 DIM A$(6),T$(6),P$(6),E$(6),T(6)
860 FOR M=1 TO 6

870 READ A$(M)

880 NEXT M

890 FOR M=1 TO 6

900 READ T$(M),W(M)

910 NEXT M



920
930
940
950
960
970
980

990

FOR M=1 TO 6
READ R$(M)},P$(M),E$ (M)

NEXT M

LIVES=10:C=0

RETURN

REM #8ss
REM DATA

REM NOTE SPACES WITHIN QUOTE MARKS
1000 DATA " DRAGON"," GOBLIN"," WARLORD"

1010 DATA "N ORC"," WRAITH","N ELF™"
1020 DAT& "N IRON",50," GOLD",1000," SIL
VER", 350
1030 DATA " COPPER",500," LEAD",200," ME
RCURY", 4050

1040
1050
1060
1070
1080
1090
1100
1110
1120
1130
1140
1150
1160
1170
1180
1190
1200
1210

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

"DANK, DARK CAVE,..n"
"N OPEN PIT*®

"N OPEN DOORWAY"
"GOBLIN BARRACKS"

" CONCEALED PIT"

"N ARCHWAY DOOR"
"DESERTED CHAPEL..."

% STONE STAIRWELL*™

"N ILLUSIONARY WALL"
"FORMER GUARD ROOM..."
" HIDDEN TRAPDOOR"

" NATURAL BREAK IN THE ROCK"

"ROCKY DUNGEON..."

" SHIFTING, TWISTY MIST..."
" RUBBLE-FILLED SINKHOLE"
"LIMESTONE CAVE"

" SUBMERGED TOMB"

" WRAITHLIKE FOG..."






Discoverin
the Real







Aren’t computers wonderful! After saving the world from aliens, and fight-
ing with a dragon or two, you can combine the world’s newest techno.ogy
with some of its elder wisdom, to find out who you really are.

THE CELTIC TAROT will give you “guidance,” using the Major Ar-
cana of the deck of Tarot cards, inreply to any question you ask. THE BOOK
OF CHANGES program allows you to consult the I Ching without having
to know how to cast the yarrow stalks which are traditionally used for this
purpose. Once you've got a line on your current state of mind, you can see
what the immediate future has to hold by interpreting the graphic output of
our biorhythm program GOLDEN DAYS. And finally, to help you integrate
all this information, the YEAR OF THE MONKEY program will tell you
how your personality has been shaped by the Chinese year in which you were
born.



THE
CELTIC
TAROT

Many experts believe that Tarot cards—widely used in fortune-telling—ap-
peared at the end of the 1300’s in medieval France. “Whether the cards came
from: India, Egypt, or China . . . is of little moment,” writes Frank Lind
(How to Understand the Tarot, The Aquarian Press, Wellingborough, UK,
1979). “What is of far more importance . . . is the antiquity of much of their
symbolism” (pp. 7-8). The standard playing cards we use for games evolved
from the original Tarot decks.

The 78 cards in the Tarot are divided into the Major and Minor Arcana.
Fifty-six of the cards form four suits (Cups, Swords, Pentacles and Wands).
The fourteenth card in each suit is an additional court card, the knight, which
was dropped when the ordinary deck of cards was formed. The 56 cards of
the Minor Arcana have their own esoteric meanings and are often used in
divination.

However, it is the Major Arcana (sometimes known as the “greater
trumps”) which is the real key to the Tarot. Our program concentrates on
the twenty-two cards in this arcana. Occultists who use the Tarot claim the
Major Arcana is like a mirror held up to the life of a man, showing his grief
and happiness, his plans and their fulfillment or destruction, his friendships,
loves and hatreds. Each card is many-sided, like a well-cut diamond. And
each facet holds an insight.

There is no need for you to learn what each card signifies in order to
use our program. Nor do you have to buy a Tarot deck, although you may
well want to after running our program a few times.

There are many methods of using and interpreting the Tarot. Our pro-
gram uses a pattern known as the “Celtic Cross.” The “Celtic Cross” was
chosen because (according to Predicting the Future, The Diagram Group,
Ballantine Books, New York, 1983; p. 56) it is “probably the most useful and
versatile of all tarot spreads.”

The program does most of the work, leaving the finer points of inter-
pretation up to you:

ENTER YOUR QUESTION OR CONCERN NOW
AND I WILL USE THE CELTIC CROSS SPREAD
IN AN ATTEMPT TO0 GIVE SOME GUIDANCE, ..



? IS THERE WISDOM IN STANDING FOR
CLASS PRESIDENT NEXT TERM

PLEASE STAND BY,,..

IS THERE WISDOM IN STANDING FOR
CLASS PRESIDENT NEXT TERM?

+e:« LET ME SEE...

R R R R R R R R R Y
THIS IS WHERE YOU STAND NOW...

JUDGEMENT: A PERIOD OF FRESH BEGINNINGS

AND ASSESSING VALUES...
$28228282282 2822882882888 28828828888388

E R R R E R R
THIS CARD IS FOR THE NEAR FUTURE...

THE FOOLs NEW BEGINNINGS AND CHALLENGES
R R R E R R R Y

S R R R R E R R R R R R R Y
AND THIS ONE IS WHAT YOU MIGHT DO,..

THE TDWERs UNFORTUNATE INDICATIONS,

REGROWTM CAN BE EXPECTED..
S R R R R R R Y

I EEEREEREREREEREREEREEERERE R R R R R R R R ERERERERERSE.

THIS IS SOMETHING IN THE PAST THAT IS
RELEVANT TD YOUR QUESTION...

- S EA BN S EA RS A e ke

THE WORLD: COMPLETION OF A DIFFICULT

TASK, ATTAINMENT OF A GOAL
£22222222 2222222222222 22222LLSELL8L2 S

I EEREEREREREEREEERERER R R R R R R R R R R R R R EREREREREHR:

THIS CARD RELATES TO A MORE RECENT PAST
EVENT...

THE CHARIOT: A GOOD STAGE IN YOUR LIFE

ATTAINED, TRAVEL LIKELY...
$288288288288228828228828828828888882%



I EEREERERERREEEEREEEREER R R ERR R EEREERRERERERSEHR.

NOW, THIS CARD INDICATES YOUR POSITION
IN SIX MONTHS OR 60,..

- am m wm w wT W =y ey

DEATH: FRESH AWARENESS WILL COME FROM

TEMPORARY SETBACKS...
R R R R R R R R R R R R R R E R E R R Y

$2322222222222222522228222225288882822

IN YOUR LIFE OR WORK, THIS MOST CLOSELY
INFLUENCES YOU...
ANGEL OF TIME (TEMPERANCE): MODERATION

DEMANDED; WISE CHOICE SEEN
$2225225222282228228282222828222228282%

$222222222222323222222222233288882882822

THIS CARD REPRESENTS SOCIAL INFLUENCES
ON YOUR QUERY...
JUSTICE: BALANCE WILL BE REACHED,

DUE REWARD LIKELY,..
$322822822882882282282288288288828828382

I EEEEREEREEREREREREEREE R R R R R R R R R ERRERRRERR R R

YOUR HOPES AND FEARS ARE REFLECTED 1IN
THIS CARD...

HANGED MAN; CAST AWAY MATERIAL VALUES,

SACRIFICE REWARDED,...
$2282288228228822822882288288828828882

I EEREEEREEEREEEEEREERRRE R R R R ERERRERRERRH:EZRRH®]

AND, FROM THESE, IN REPLY, THIS CARD
POINTS TOWARDS AN ANSWER,..
THE SUN: A G0AL WITHIN REACH, LIGHT

AFTER DARKNESS...
2228228228822 82288228828822882288288282

As with all “fortune-telling,” the final decision on whether or not te act
in response to information you’re given rests with you. Run this program a
few times, and then see if it leads to any valuable insights:



10 REM THE CELTIC TAROT _

20 GOSUB 380:REM INITIALISE

30 GOSUB 250: REM ENTER QUESTION

40 GOSUB 530

50 PRINT R$;"7":PRINT

60 PRINT TAB(16);"... LET ME SEE..."
70 GOSUB 530:GOSUB 530

80 REM &&asasas

90 REM PREDICT

100 FOR J=1 TO 10

110 GOSUB 510:REM DELAY/SPACE OUT
120 PRINT "HEH SRR ARRRARFRZRNBRRRBRRRARES

Ssgantatn

130 PRINT A$(J)

140 GOSUB 530

150 X=INT(RND(1)®22):IF H(X)=1 THEN 150
160 H(X)=1

170 PRINT TAB(13);"Mcmccmmeeee n

180 PRINT B$(X)
190 PRINT "GGGARRRRRIRRRntanatRananannes

200 GOSUB 530

210 NEXT J

220 GOSUB 510

230 END

240 REM SRaaBatanntnnn

250 REM ENTER QUESTION

260 GOSUB 510

270 PRINT "ENTER YOUR QUESTION OR CONCER
N NOwW"

280 PRINT "AND I WILL USE THE CELTIC CRO
SS SPREAD"

290 PRINT "IN AN ATTEMPT TO GIVE SOME GU
IDANCE..."

300 GOSUB 510

310 INPUT R$

320 GOSUB 510

330 PRINT TAB(4);"PLEASE STAND BY...."
340 GOSUB 530

350 CLS

360 RETURN

370 REM ' YXXXEXRAKE]

380 REM INITIALISE

390 CLS



400
410
420
430
4y0
450
460
470
480
490
500
510
520
530
540
550
560
570 DATA
n

580 DATA
RE..."
590 DATA

DO,..."

600 DATA
THAT IS
610 DATA

RANDOMIZE VAL(RIGHT$(TIMES$,2))
DIM A$(10),B$(21),H(21)

FOR J=1
READ A$(J)
NEXT J

FOR J=0 TO 21
H(J)=
READ B$(J)

NEXT J

RETURN

REM S&sasasaasneanns
REM DELAY/SPACE OUT
PRINT:PRINT

FOR Z=1
RETURN
REM S&aasaaanscannanns

REM INTRODUCTORY DATA

TO 10

0

TO 1000: NEXT 2

"THIS IS WHERE YOU STAND NOW...
"THIS CARD IS FOR THE NEAR FUTU
"AND THIS ONE IS WHAT YOU MIGHT
"THIS IS SOMETHING IN THE PAST

RELEVANT TO YOUR QUESTION..."
"THIS CARD RELATES TO A MORE RE

CENT PAST EVENT..."

620 DATA
POSITION
630 DATA

"NOW, THIS CARD INDICATES YOUR
IN SIX MONTHS OR SO..."
"IN YOUR LIFE OR WORK, THIS MOS

T CLOSELY INFLUENCES YOU,

640 DATA
FLUENCES
650 DATA
CTED IN
660 DATA
S CARD

"THIS CARD REPRESENTS SOCIAL IN
ON YOUR QUERY..."

"YOUR HOPES AND FEARS ARE REFLE
THIS CARD..."

"AND, FROM THESE, IN REPLY, THI
POINTS TOWARDS AN ANSWER..."

670 REM %ssasnans
680 REM CARD DATA

690 DATA "THE FOOL: NEW BEGINNINGS AND C
HALLENGES"
700 DATA "THE MAGICIAN: OUTWARD PROGRESS

710 DATA

DECISIONS TO BE MADE,.."
"THE HIGH PRIESTESS: WISDOM, A



PROBLEM
720 DATA
N, GOOD
730 DATA
CHED,

750 DATA
ICE,

750 DATA
N LIKELY,
760 DATA
OUR LIFE
770 DATA
ED,

780 DATA
ORITIES
790 DATA

’
800 DATA
WILL
810 DATA
VALUES,
820 DATA
ME FROM
830 DATA
DERATION
840 DATA
N TOO

850 DATA
IONS,

860 DATA

870 DATA
HER THAN
880 DATA
LIGHT

890 DATA

WILL BE SIMPLIFIED..."

"THE EMPRESS: A STABLE SITUATIO
FORTUNE..."

"THE EMPEROR: GOALS WILL BE REA
BEWARE OF RUTHLESSNESS..."

"THE HIGH PRIEST: LISTEN TO ADV
UNDERSTANDING LIKELY,.."

"THE LOVERS: A POSITIVE DECISIO
RELATIONSHIPS PROSPER..."

"THE CHARIOT: A GOOD STAGE IN Y
ATTAINED, TRAVEL LIKELY..."

"JUSTICE: BALANCE WILL BE REACH
DUE REWARD LIKELY..."

"THE HERMIT: REVALUATION OF PRI
INDICATED, INNER GROWTH"
"WHEEL OF FORTUNE: GROWTH,
DECISIONS TO BE MADE,.."
"STRENGTH: YOUR INNER QUALITIES
ENSURE YOU MEET THE TEST..."
"HANGED MAN: CAST AWAY MATERIAL

SACRIFICE REWARDED..."
"DEATH: FRESH AWARENESS WILL CO
TEMPORARY SETBACKS..."
"ANGEL OF TIME (TEMPERANCE):
DEMANDED; WISE CHOICE SEEN"
"THE DEVIL: BE WARY OF GIVING I
EASILY TO YOUR WHIMS™"

"THE TOWER: UNFORTUNATE INDICAT
REGROWTH CAN BE EXPECTED.."

"THE STAR: VERY POSITIVE, FRESH
DEVELOPMENTS SEEN..."

LUCK

MO

"THE MOON: TRUST YOUR HEART RAT
YOUR HEAD..."
"THE SUN: A GOAL WITHIN REACH,

AFTER DARKNESS.,.."
"JUDGEMENT: A PERIOD OF FRESH B

EGINNINGS AND ASSESSING VALUES..."

900 DATA
FICULT

"THE WORLD: COMPLETION OF A DIF
TASK, ATTAINMENT OF A GOAL"



THE

BOOK OF
CHANGES

The oracle called the I Ching comes from ancient China. For hundreds of
years the future has been glimpsed, the correct path for action indicated,
through the I Chang, the Book of Chaniges,

Proponents of the book claim that long study of it will shed light not
only on an individual's path and destiny, but on the larger tides which sweep
up the affairs of mankind, and on those which control the patterns which lie
behind the existence of the entire universe.

Whether or not such grandiose claims are true, there is no doubt that
the I Ching is a fascinating book, and investigation of it is a most interesting
study. In this program, based on one by William Linden of Kew Gardens,
New York, you are given the keys to the investigation of the book.

The I Ching is traditionally consulted by casting yarrow stalks. The
way the stalks fall indicates particular references in the book. If yarrow
stalks are few and far between in your neck of the woods this year, you can
use this program to throw the sticks for you. Naturally, the program de-
mands a peripheral in order to use it: a copy of the book version of the 7
Ching, from which the text assigned by the computer’s output can be read.

Let’s see the program in action; giving you information you can use to
help you make a decision at the next presidential election:

ENTER YOUR QUESTION.,..

? WHAT QUALITIES SHOULD WE LOOK FOR IN A PRESIDENT

X000 20000000
000000  X00000X
X 20X WX 20X
WX 20X WX 0
VX XX 2000000
WX 20X WX XXX

2D o8

4



KUAN, CONTEMPLATION
HUAN, DISPERSAL

MOVING LINES: 2

WHAT QUALITIES SHOULD WE LOOK FOR IN A PRESIDENT?

Looking these up in a copy of the I Ching provides some rather inter-
esting insights. Here’s the program to enable you te cast your own yarrow

stalks:

10
20
30
4o
50
XXX
60
XX
70
80
90
100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300

REM CHANGES
GOTO 280
REM ##3#3%888uas
REM REGULAR LINES
IF L(Z)=7 OR L(Z)=9 THEN PRINT "XXXXX
X0
IF L(Z)=6 OR L(Z)=8 THEN PRINT "XXX
) G
RETURN
REM RRRBRRRER RN
REM 'MOVED' LINES
IF L(Z)<8 THEN PRINT "XXXXXXXXX";
IF L(Z)>7 THEN PRINT "XXX XXxn;
RETURN
REM BRBURRRRE RN
REM LOOK UP TABLE
RESTORE
FOR Z=1 TO IDEX
READ NUM,N$
NEXT 2Z

RETURN
REM #8828 8aasunttttagnn

REM LIST MOVING LINES
PRINT TAB(5);"MOVING LINES: ";
FOR Z=1 TO 6

IF L(Z)=6 OR L(Z)=9 THEN PRINT 2Z;
NEXT Z

RETURN

REM ' EXXEXEREEX X

REM MAIN PROGRAM

CLS

RANDOMIZE VAL(RIGHT$(TIMES$,2))

L B |



310 DIM L(6)

320 REM  EXEXEXEER]

330 REM LINE CODES

340 MOVIG=0

350 PRINT:PRINT

360 PRINT "ENTER YOUR QUESTION...."
370 PRINT:INPUT ™ n:Q$

380 CLS

390 REM &ttt

400 REM GENERATE LINE CODES

410 FOR Z=1 TO 6

420 THROW=INT(RND(1)%#16)

430 IF THROW=0 THEN L(Z)=6

4yo IF THROWDO0 AND THROW<K6 THEN L(Z)=7
450 IF THROWD>S5 AND THROW<13 THEN L(Z)=8
460 IF THROW>12 THEN L(Z)=9

470 IF THROW=0 OR THROW=12 THEN MOVIG-=1
480 NEXT 2

490 REM ftsssass

500 REM PRINTOUT

510 PRINT:PRINT:PRINT

520 FOR Z=6 TO 1 STEP -1

530 PRINT TAB(3);

540 GOSUB 40

550 PRINT TAB(18)

560 IF MOVIG=1 THEN GOSUB 90

570 PRINT

580 NEXT Z

590 REM #nusnniian

600 REM FIND INDEX

610 IDEX=1

620 FOR Z=1 TO 6

630 IF L(Z)=6 OR L(Z)=8 THEN IDEX=IDEX+2
“(6-2)

640 NEXT Z

650 GOSUB 140

660 V$=N$

670 PRINT:PRINT TAB(6);NUM;

680 IF MOVIG=0 THEN 760

690 IDEX=1

700 FOR Z=1 TO 6

710 IF L(Z)>7 THEN IDEX=IDEX+2"(6-2)
720 NEXT Z

730 GOSUB 110



TU40 W$=N$

750 PRINT TAB(21); NUM;

760 PRINT:PRINT:PRINT TAB(2);V$;

770 IF MOVIG=1 THEN PRINT TAB(13);W$;
780 PRINT:PRINT

790 IF MOVIG=1 THEN GOSUB 210

800 PRINT:PRINT:PRINT Q$;"2"

810 IF INKEY$<>"" THEN 810

820 PRINT:PRINT "ENTER 'Y' FOR ANOTHER Q
UESTION OR *TN' TO STOP"

830 A$-INKEY$

840 IF A$<OMY™ AND A$<>"y"™ AND A$<O"N" A
ND A$<>"n" THEN 830

850 CLS

860 IF A$="Y" OR A$="y" THEN 340

870 PRINT:PRINT

880 PRINT "OK, THANKS FOR CONSULTING ME"
890 END

900 REM &8ss

910 REM DATA

920 DATA 1,"CH'IEN, THE CREATIVE"

930 DATA 43,"KUAI, BREAKTHROUGH"

940 DATA 14,"TA YU, POSSESSIONS"

950 DATA 34,"TA CHUANG, POWER OF THE GRE
AT"

960 DATA 9,"HSIAO CHU'U, TAMING POWER OF
THE SMALL"

970 DATA 5,"HSU, WAITING"

980 DATA 26,"TA CH'U, TAMING POWER OF TH
E GREAT"

990 DATA 11,"T'AI, PEACE"

1000 DATA 10,"LU, WARINESS"

1010 DATA 58,"TUI, THE JOYOUS"

1020 DATA 38,"K'UEI, ESTRANGEMENT"

1030 DATA S54,"KUEI MEI, THE MAIDEN"

1040 DATA 61,"CHUNG FU, INNER TRUTH"
1050 DATA 60,"CHIEH, LIMITATION"

1060 DATA 41,"SUN, DECREASE"

1070 DATA 19,"LIN, APPROACH"

1080 DATA 13,"T'UNG JEN, FELLOWSHIP"
1090 DATA 49,"KO, REVOLUTION"

1100 DATA 30,"LI, CLINGING"

1110 DATA 55,"FENG, ABUNDANCE"

1120 DATA 37,"CHIA DEN, THE FAMILY"



1130
1140
1150
1160
1170
1180
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
SSn

1350
1360
1370
1380
1390
1400
1410
1420
1430
1440
1450
1460
1470
1480
1490
1500
1510
1520
1530
1540
1550

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

63,"CHI CHI, AFTER COMPLETION"
22,"PI, GRACE"

36,"MING 1, DARKENING"

25,"WU WANG, INNOCENCE"
17,"SUI, FOLLOWING"

21,"SHIH HO, BITING THROUGH"
51,"CHEN, THE AROUSING"
42,"I, INCREASE"

3,"CHUN, DIFFICULTY AT START"
27,"I, NOURISHMENT"

24,"FU, RETURN"

44,"KOU, MEETING"

28,"TA KUO, THE GREAT"
50,"TING, THE CAULDRON"

32, "HENG, DURATION"

57,"SUN, THE GENTLE"
48,"CHING, THE WELL"

18,"KU, DECAY"

46,"SHENG, PUSHING UPWARD™"
6,"SUNG, CONFLICT"

47,"K'UN, OPPRESSION"

64, "WEI CHI, BEFORE COMPLETENE

40,"HSIEH, RELEASE"

59, "HUAN, DISPERSAL"™
29,"K'AN, THE DEEP"
4,"MENG, YOUTHFUL FOLLY"
7,"SHIH, THE ARMY"
33,"TUN, WITHDRAWAL"™
31,"HSIEN, INFLUENCE"
56,"LU, TRAVELING STRANGER"
62,"HSIAO KUO, THE SMALL"
53,"CHIEN, THE GRADUAL"
39,"CHIEN, OBSTRUCTION"
52,"KEN, STILLNESS"
15,"CH'IEN, MODESTY"
12,"P'I, STAGNATION"
45,"TS'UI, ASSEMBLING"
35,"CHIN, PROGRESS"
16,"YU, ENTHUSIASM"
20,"KUAN, CONTEMPLATION"
8,"PI, HOLDING TOGETHER"
23,"P0O, SPLITTING APART"
2,"K'UN, THE RECEPTIVE"



GOLDEN
DAYS—
BIORHYTHMS

Some days, everything goes wrong. We feel out of sorts, thick-headed, ir-
ritable. Other days are golden. We sail through situations which on other
days would reduce us to rage, and feel good, in control, and happy.

Many people believe that there are cycles within our lives which—to a
large extent—govern how we think, feel and react. These major cycles are
called “biorhythms.” This isn’t a brand new idea. The Greek physician and
founder of the school of medicine named after him, Hippocrates (468--377
B.C.), wrote of the “rhythms of life.” However, only in recent years has the
theory been given a “scientific” basis.

The name comes from the Greek words forlife (b10s) and for measured,
regular motion (rhythmos). The cycles which are generally considered as
biorhytl:ms are a 23-day physical cycle, a 28-day emotional cycle and a 33-
day intellectual cycle. If the three cycles peak at once, you're in for a gelden
day. When they are all low, you'll be at your least effective. The “zero point,”
where a plotted biorhythm curve crosses a line drawn midway between the
highest peak and the lowest trough, is known as a “critical day.” This is when
things arc most likcly to gect fouled up. This is the day when—so followcers of
biorhytkms claim—you're most likely to fall ill.

Studies show that around 70 percent of accidents occur on just 20 per-
cent of the days of our lives. Clark Gable died of a heart attack on a “critical”
day, and Judy Garland and Marilyn Monroe both committed suicide on days
which, in their charts, were critical.

The modern study of biorhythms began at the start of this century
when Dr. Wilhelm Fliess in Germany and Hermann Swoboda in Austria in-
dependently discovered the physical (23-day) and emotional (28-day) cycles.
Professor Alfred Teltscher found the 33-day intellectual cycle in the early
1930s at the University of Innsbruck in Austria.

A Swiss businessman, George Themmen, first heard of biorhythms in
1946. He didn’'t think much of them until two catastrophic train smashes
changed his mind. One of Thommen's friends, Hans Frueh, plotted the bio-
rhythm charts of the drivers and firemen on both trains in the first accident,
and discovered that of the four men, three were on critical days. The fourth
one had all his cycles at their lowest point. Thommen took little notice of his

[



friend’s work until, following an almost identical rail accident a year later, he
decided to plot the charts for the firemen and drivers involved in this second
accident. He feund, semewhat surprisingly, that three of the men were en
critical days (one driver was double critical) and the fourth man had a triple
low. Thommen started to study biorhythms in detail and wrote the first, and
one of the most popular, books on the subject: 7s This Your Bay? (Crown
Publishers, Inc., New York, 1973).

Working out your own biorhythms without the aid of a dedicated cal-
culator or computer program is a formidable project. The process begins by
multiplying your age by 365 and then adding the integer portion of one
quarter of that number to it . . . ard so on. The following, written by Ian
Hutt, not only works out your biorhythms, but plots them for you ona chart:

PLEASE ENTER YOUR DATE OF BIRTH:
MONTH (1 to 12)7 12
DAY (1 to 3117 31
YEAR [AS 1988)7 1964

PLEASE ENTER THE CURRENT MONTH, YEAR:
MONTH (1 TO 12)? 7
YEAR (AS 1988)? 1985

PLEASE STAND BY WHILE I WORK IT OUT...
3,276181 18.84954 2.468392 9.42477
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You'll see in lines 190 and 200 that the program can be adjusted simply
to make the best use of your computer’s display potential. The screen is
mapped into a two-dimensional array, with each element holding the char-
acter at that position. When the screen needs to be printed, the whole array
is output.

Enter and runthe listing now, and see if tomorrow would be a bad day
to drive a train, or whether you're headed for a golden day.

10 REM GOLDEN DAYS - BIORHYTHMS
20 REM ### ussunn

30 GOSUB 140:REM INITIALISE

40 GOSUB 340:REM ENTER DETAILS
50 GOSUB 4T70:REM CALCULATE

60 GOSUB 780:REM PLOT

70 GOSUB 680: REM ASK AGAIN

80 REM ###ERasssuassuuns

90 IF A$="Y" THEN RUN

100 PRINT:PRINT "OK, BYE,.."
110 END

120 REM ##nsssussn

130 REM INITIALISE

140 CLS:PRINT:PRINT

150 PRINT TAB(14); "BIORHYTHMS™"
160 PRINT:PRINT:PRINT TAB(11);"PLEASE ST
AND BY..."

170 REM ®*PUT THE VALUES OF YOUR OWN®*
180 REM #*SYSTEM IN THE NEXT TWO LINESH
190 LL=80:REM LINE LENGTH

200 PL=24:REM PAGE LENGTH

210 PL=PL-2

220 SX=LL/255

230 SY=PL/170

240 DIM S$(LL,PL)

250 FOR X=1 TO LL

260 FOR Y=1 TO PL

270 S$(X,Y)=" ":REM ONE SPACE
280 NEXT Y

290 NEXT X

300 RESTORE

310 RETURN

320 REM #tRszssanssns

330 REM ENTER DETAILS

340 CLS:PRINT:PRINT



350 PRINT "PLEASE ENTER
TH:" :PRINT

360 PRINT TAB(5);"MONTH
T B

370 IF B<1 OR B>12 THEN
380 PRINT TAB(5);"DAY

T A

390 IF A<1 OR A>31 THEN
400 PRINT TAB(5);"YEAR
T C

410 PRINT:PRINT "PLEASE
T MONTH, YEAR:":PRINT
420 PRINT TAB(5);"MONTH
T D

430 IF D<1 OR D>12 THEN
440 PRINT TAB(5);"YEAR
T E

450 RETURN

460 REM #uussusnn

470 REM CALCULATE

480 PRINT:PRINT

490 PRINT "PLEASE STAND
IT O0OT..."

YOUR DATE OF BIR
(1 to 12)";:INPU

360

(1 to 371)";:INPU

380
(AS 1988)";:INPU

ENTER THE CURREN
(1 TO 12)";:INPU

420
(AS 1988)";:INPU

BY WHILE I WORK

500 T=INT(((E-C)®#365.25)+((D-B)*30.35)-A

)
510

520
n

530
540
550
560
570
580
590
600
610
620
630
HEN
640
650
660
670

FOR R=1 TO 255

IF S$(SX®*R,1)=" " THEN S$(SX*R,1)="-

IF R=INT(R/B)*B THEN S$(SX*R,1)="I"

NEXT R
FOR R=1 TO 3
READ U,C$

L=2%3,14159* (T-(INT(T/U)*U))/U

K=2%3,14159%#(33-U) ¥,

PRINT L;K;

FOR A=L TO K+L+(2%3,

3

14159) STEP .1

X=SX*((A-L)®(35=-28+U))

Y=SY*(90+SIN(A)*60)

IF X>0 AND Y>0 AND X<=LL AND Y<=PL T

S$(X’Y)=C$
NEXT A
NEXT R

RETURN
REM ####%##nn




680
690
700
710
720

730
T40
750
760
770
780
790

REM ASK AGAIN

REM ® PRESS A KEY FOR END *
IF INKEY$<O>"® THEN 700

IF INKEY$="" THEN 710

PRINT: PRINT "DO YOU WANT ANOTHER GO
(Y OR N)?ZW

A$=-INKEY$

IF A$<O"N™ AND A$<O"Y" THEN 730
RETURN

REM ###ARRARRRRRNS

REM PLOT SUBROUTINE

CLS

PRINT "= PHYSICAL * MENTAL

TIONAL"

800
810
820
830
840
850
860
870
880

FOR Y=PL TO 1 STEP -1

FOR X=1 TO LL

PRINT S$(X,Y);

NEXT X

NEXT Y

RETURN

REM #######RRARRREN

REM DATA FOR CYCLES

DATA 23’n*n’28,n.n’33’nln

EMO



YEAR
OF THE
MONKEY

Many people believe that the “astrological sign” under which a person is born
can have a marked effect on the personality and fortunes of the individual.
A widespread belief among many Chinese people is that the yeer of birth is
important in determining a person’s fortune.

The Chinese zodiac is made up of a 12-year cycle. Each year within the
cycle is named after an animal which is believed to sum up the physical, in-
tellectual and emotional characteristics of people born in that year. The dif-
ferent images that a sheep and a tiger evoke suggest this is a particularly
vivid way to crystallize an image.

In this program, you simply enter your year of birth, and the computer
will tell you which sign you were born under, and the characteristics you em-
body. As well, it will give you some insights into the signs of people with
whom you’ll find yourself most compatible (and add a few warnings, in some
cases, as to these yeu sheuld avoid). When I ran the program for myself |
discovered I was “aggressive, courageous, candid and sensitive.” The
Chinese are certainly great judges of personality!

Here's the program in action:

-——————————————— = G B G o G WP G VS VP VT VP - —— ——— ——— O

ENTER THE YEAR YOU WERE BORN

IN THE FORM 19657 1867
YOU WERE BORN IN YEAR OF THE SHEEP

YOU PREFER TD STAY OUT OF THE LIMELIGHT
WHERE YOU CAN EXERCISE YOUR CREATIVE
GIFTS FAR FROM THE PUBLIC GAZE,..

YOU POSSESS THAT CERTAIN SOMETHING
CALLED 'STYLE' AND GET ON BEST WITH
RABBITS AND BOARS, AND FIND THAT THE

OX DOES NOT MAKE A GOOD COMPANION,




PRESS 'Y' IF YOU'D LIKE TD TRY
ANOTHER DATE, 'N' TO END

St S e W B ke S el e e m—r ) Sl W ol Sk S — A e e S e m B S B S i

ENTER THE YEAR YOU WERE BORN
IN THE FORM 19657 19%&7
YOU WERE BORN IN THE YEAR OF THE COCK

YOU ARE A HARD WORKER, AND RESEARCHER,
DELVING INTO AREAS THAT DO NOT ATTRACT
MOST OTHER PEOPLE, HOWEVER, YOUR
INTERESTS HAVE MWADE YOU SELFISH, AND
MANY OTHERS FIND YOU A LITTLE 0DD, A
SNAKE OR OX WILL MAKE THE BEST FAIEND,
WHILE THE RABBIT IS TO BE AVOIDED,

PRESS 'Y' IF YOU'D LIKE TO TRY
ANOTHER DATE, 'N' TO END

ENTER THE YEAR YOU WERE BORN
IN THE FORM 1965? 1962
YOU WERE BORN IN THE YEAR OF THE TIGER

YOU ARE FULL OF COURAGE. YOUR
AGGRESSIVENESS, AND THE TENDENCY YOU
HAVE TO SPEAK YOUR MIND CAN GET YoOU
INTO TROUBLE. YOU FEEL THINGS FAIARLY
DEEPLY. YOU'LL FIND THAT WHILE YOU

DO NOT GET ON WELL WITH THOSE BORN IN

A YEAR OF THE MONKEY, THOSE FROM THE
HORSE AND DOG YEARS CAN BE FIRM FRIENDS

PRESS 'Y' IF YOU'D LIKE TD TRY
ANOTHER DATE, 'N' TD END

OK, THANKS FOR YOUR TIME,,.



Here is the listing so that you find out if yeu are asheep, an ox or arat:

10 REM YEAR OF THE MONKEY

20 CLS

30 PRINT Mceemcccec e e = -
40 PRINT "ENTER THE YEAR YOU WERE BORN"
50 PRINT

60 INPUT "IN THE FORM 1965";N

70 IF N<1890 OR N>1990 THEN 60

80 IF N<1924 THEN N=N+12:GOTO 80

90 IF N>1971 THEN N=N-12:GO0TO 90

100 PRINT:PRINT "YOU WERE BORN IN ";

110 IF N=1924 OR N=1936 OR N=1948 OR N=1
960 THEN GOSUB 350

120 IF N=1925 OR N=1937 OR N=1949 OR N=1
961 THEN GOSUB 450

130 IF N=1926 OR N=1938 OR N=1950 OR N=1
962 THEN GOSUB 560

140 IF N=1927 OR N=1939 OR N=1951 OR N=1
963 THEN GOSUB 680

150 IF N=1928 OR N=1940 OR N=1952 OR N=1
964 THEN GOSUB 790

160 IF N=1929 OR N=1941 OR N=1953 OR N=1
965 THEN GOSUB 900

170 IF N=1930 OR N=1942 OR N=1954 OR N-=1
966 THEN GOSUB 1030

180 IF N=1931 OR N=1943 OR N=1955 OR N=1
967 THEN GOSUB 1150 .

190 IF N=1932 OR N=1944 OR N=1956 OR N=1
968 THEN GOSUB 1260

200 IF N=1933 OR N=1945 OR N=1957 OR N=1
969 THEN GOSUB 1380

210 IF N=1934 OR N=1946 OR N=1958 OR N=1
970 THEN GOSUB 1490

220 IF N=1935 OR N=1947 OR N=1959 OR N=1
971 THEN GOSUB 1620

230 PRINT:PRINT

240 FOR J=1 TO 2000:NEXT J

250 IF INKEY$<>"" THEN 250

260 PRINT "PRESS 'Y*' IF YOU'D LIKE TO TR

270 PRINT "ANOTHER DATE, 'N' TO END"



280 N$=INKEY$

290 IF N$<>"N" AND N$<>"Y" THEN 280

300 IF N$="Y" THEN 20

310 PRINT:PRINT

320 PRINT "OK, THANKS FOR YOUR TIME..."
330 PRINT:PRINT

340 END

350 REM snusssessnsnan

360 PRINT "THE YEAR OF THE RAT"

370 PRINT

380 PRINT "YOU ARE AN HONEST PERSON, AND
FAIRLY"

390 PRINT "AMBITIOUS. YOU TEND TO BE A B
IT OF AW

400 PRINT "SPENDTHRIFT, AND ARE UNLIKELY
TO MAKE"

410 PRINT "FRIENDSHIPS WHICH ENDURE. YOU
GET ON"

420 PRINT "WELL WITH MONKEYS AND DRAGONS
, BUT DO"

430 PRINT "NOT FIND THAT HORSES ARE GOOD
COMPANY"

440 RETURN

450 REM #u#nsnstpunn

460 PRINT "THE YEAR OF THE oOX®

470 PRINT

480 PRINT "YOU SET AN EXAMPLE WHICH OTHE
RS WANT TO"

490 PRINT "FOLLOW, AND ARE USUALLY PATIE

NT AND"

500 PRINT "FULL OF ENERGY. YOU SELDOM FE

EL LONELY"

510 PRINT "AS YOU CAN OCCUPY YOURSELF HA
PPILY."

520 PRINT "YOU MAKE A GOOD PARENT, AND W
OULD FIND"

530 PRINT "A GOOD MATE IN A SNAKE OR A C
OCK."

5S40 PRINT "YOU ARE NOT COMPATIBLE WITH S

HEEP."

550 RETURN

560 REM ###tidgssssd

570 PRINT "THE YEAR OF THE TIGER"

580 PRINT



590 PRINT "YOU ARE FULL OF COURAGE. YOUR
n

600 PRINT "AGGRESSIVENESS, AND THE TENDE
NCY YoU™"

610 PRINT "HAVE TO SPEAK YOUR MIND CAN G
ET YOU™

620 PRINT "INTO TROUBLE. YOU FEEL THINGS
FAIRLY"

630 PRINT "DEEPLY. YOU'LL FIND THAT WHIL

E YOU™

640 PRINT "DO NOT GET ON WELL WITH THOSE
BORN IN™

650 PRINT "A YEAR OF THE MONKEY, THOSE F

ROM THE"

660 PRINT "HORSE AND DOG YEARS CAN BE FI

RM FRIENDS"

670 RETURN

680 REM ###gitddddd

690 PRINT "THE YEAR OF THE RABBIT"

700 PRINT

710 PRINT "YOU ARE AN ARTICULATE AND FAV
ORED"

720 PRINT "PERSON, BEING BORN UNDER THE
LUCKIEST™"

730 PRINT "SIGN. YOU AVOID STRESS AND AL
THOUGH YOU"

T40 PRINT "LIKE PEOPLE A LOT, YOU ARE HE
SISTANT TO"

750 PRINT "EXPRESS YOUR FEELINGS. YOU GE
T ON WELL"

760 PRINT "WITH BOARS AND SHEEP, BUT NOT
SO WELL"

770 PRINT "WITH THOSE BORN IN THE SIGN O

F THE COCK™"

780 RETURN

790 REM tidgtdtddttns

800 PRINT "THE YEAR OF THE DRAGON"

810 PRINT

820 PRINT "YOU HAVE A COMPLICATED LIFE,

AS AT

830 PRINT "RESULT OF YOUR EXASPERATING"

840 PRINT "INDIVIDUALITY. YOU ARE BLESSE

D WITH"




850 PRINT "GOOD HEALTH AND TEND TO GET I
NVOLVED"

860 PRINT "DEEPLY WITH PEOPLE AND CAUSES
. YOU"

870 PRINT ®"MARRY LATE IN LIFE, PREFERABL
Y WITH A"

880 PRINT "RAT OR MONKEY. STAY AWAY FROM
DOGS"

890 RETURN

900 REM sacsaavatannfgung

910 PRINT "THE YEAR OF THE SNAKE"

920 PRINT

930 PRINT "MANY IN THIS SIGN ARE BLESSED
WITH"

940 PRINT "GOOD LOOKS. YOU GET INVOLVED
INTENSELY"

950 PRINT "WITH LIFE, AND THINK DEEPLY A
BOUT MANY"

960 PRINT ®"SUBJECTS. YOUR LOOKS HAVE MAD
E YOU A"

970 PRINT ®"LITTLE VAIN, AND YOUR QUICK T
EMPER"

980 PRINT "CAN LEAD YOU INTO TROUBLE. TR
OUBLE CAN"

990 PRINT "COME ALSO FROM ASSOCIATING WI
TH BOARS,"

1000 PRINT "WHILE THOSE FROM COCK OR O0X

YEARS GET"
1010 PRINT "ON WELL WITH YOU, AND ENHANC

E YOUR LIFE"

1020 RETURN
1030 REM ®essssssncnnsiane

1040 PRINT "THE YEAR OF THE HORSE"

1050 PRINT

1060 PRINT "ALTHOUGH YOU OFTEN BEHAVE RA
SHLY, YouU®

1070 PRINT "LEARN EARLY IN LIFE THAT YOU
ARE"

1080 PRINT "CONSIDERED A VERY ATTRACTIVE
PERSON. "

1090 PRINT "YOU GET ON WELL WITH MOST PE

OPLE, AND"

1100 PRINT "FEEL THE NEED FOR CONSTANT C

OMPANY."



1110 PRINT "DO NOT GET EMOTIONALLY INVOL
VED WITH A"

1120 PRINT "RAT. IF YOU MUST MARRY, DO I
T EARLY IN"

1130 PRINT "LIFE WITH A DOG OR A TIGER."
1140 RETURN

1150 REM SR ARRRRRRARARARARARS

1160 PRINT "YEAR OF THE SHEEP"

1170 PRINT

1180 PRINT "YOU PREFER TO STAY OUT OF TH
E LIMELIGHT"

1190 PRINT "WHERE YOU CAN EXERCISE YOUR
CREATIVE"

1200 PRINT "GIFTS FAR FROM THE PUBLIC GA
ZE..."

1210 PRINT "YOU POSSESS THAT CERTAIN SOM
ETHING"

1220 PRINT "CALLED *STYLE' AND GET ON BE
ST WITH"

1230 PRINT "RABBITS AND BOARS, AND FIND
THAT THE"

1240 PRINT "OX DOES NOT MAKE A GOOD COMP
ANION.,"

1250 RETURN
1260 REM RRRananansnsenns

1270 PRINT "YEAR OF THE MONKEY"

1280 PRINT

1290 PRINT "SUCCESS OFTEN COMES EARLY TO
THOSE BORN"

1300 PRINT "IN THE SIGN OF THE MONKEY, A

LTHOUGH"

1310 PRINT "A FALSE MOVE, OR A CHANGE 1IN
LUCK, CAN"

1320 PRINT "SEND THOSE IN THIS SIGN INTO
CONFUSION"

1330 PRINT "AND DEPRESSION. YOU FIND YOU
CAN EASILY"

1340 PRINT "GET THOSE AROUND YOU TO FOLL

OW YOUR™®

1350 PRINT "LEAD. TIGERS DO NOT GET ON W

ELL WITH"

1360 PRINT "YOU, BUT DRAGONS AND RATS AR

E FRIENDLY"

1370 RETURN



1380 REM RERasanaastgnans

1390 PRINT "THE YEAR OF THE COCK"
1400 PRINT

1410 PRINT "YOU ARE A HARD WORKER, AND R
ESEARCHER, "

1420 PRINT "DELVING INTO AREAS THAT DO N
OT ATTRACT"

1430 PRINT "MOST OTHER PEOPLE. HOWEVER,
YOUR™

1440 PRINT "INTERESTS HAVE MADE YOU SELF
ISH, AND"

1450 PRINT "MANY OTHERS FIND YOU A LITTL
E ODD. A"

1460 PRINT "SNAKE OR OX WILL MAKE THE BE
ST FRIEND,"

1470 PRINT "WHILE THE RABBIT IS TO BE AV
OIDED. "

1480 RETURN

1490 REM XX EEEEREEEEEEK]

1500 PRINT "THE YEAR OF THE DOG"

1510 PRINT

1520 PRINT "ALTHOUGH YOU ARE SOMETIMES A
LITTLE"

1530 PRINT "SELFISH, YOU ARE A HARD WORK
ER, AND"

1540 PRINT "GET ON WELL WITH OTHERS. YOU
R LOYALTY"

1550 PRINT "AND HONESTY ATTRACT OTHERS T
0 You,"

1560 PRINT "ESPECIALLY HORSES AND TIGERS
WHO WILL™

1570 PRINT "MAKE THE MOST RELIABLE FRIEN

DS. DO NOT"

1580 PRINT "LET YOUR LIFE BECOME INTWINE

D WITH"

1590 PRINT "DRAGONS...THEY WILL IMPOSE 0
N YOU"

1600 PRINT "AND YOUR GENEROUS NATURE"
1610 RETURN

1620 REM #3220 0aadanannn

1630 PRINT "THE YEAR OF THE BOAR"

1640 PRINT

1650 PRINT "SUCCESS IS ALMOST INEVITABLE
FOR YOU™



1660 PRINT
S WITH A"
1670 PRINT
STRONG"
1680 PRINT
TYLE AND"
1690 PRINT
ND YOU."
1700 PRINT
, WHILE"
1710 PRINT
EP SIGNS"
1720 PRINT
NS"

1730 RETURN

"BECAUSE YOU CHASE AFTER GOAL
"TENACIOUS SPIRIT. YOU HAVE A
"CHARACTER, AND BEHAVE WITH S
"THOUGHTFULNESS TO THOSE AROU
"THE SNAKE IS NOT YOUR FRIEND
"THOSE FROM THE RABBIT OR SHE

"WILL PROVE LIFELONG COMPANIO









Sports can be a lot of fun, but they are also really hard work. How much
simpler it would be if you could get your computer to do all the strenuous
athletic bits, and just let you savor the cheers of the crowd. This section of
the book will allow you to do just that.

The sporting action begins at THE KENTUCKY DERBY, where the
five top thoroughbreds in U.S. racing history meet together in the premier
race of the year. HOME RUN! lets you play baseball against a friend, or
against your computer (and it plays a very mean game, let me tell you). A
few sacrificial throws in the JUBO program, and a left hook or two with
BOXING, and you’il be an expert at contact sports. Stretch your knowiedge
of games with a quarter or four of AUSTRALIAN RULES FOOTBALL,
smash a little white ball around in GOLF" or simulate the smack of leather
against willow in CRICKET. All these sports are here for you and your com-
puter to enjoy.

t Bl |



THE

KENTUCKY
DERBY

The top of the bill in most sports is a clash between the current champions.
The two best football teams fight it out in the Super Bowl; the top two base-
ball teams play against each other in the World Series to see who really is
the best; and in horse racing, the very best compete in the Kentucky Derby.

Held on the first Saturday in May at Churchill Downs in Louisville,
Kentucky, this event determines which of the best three-year-old thorough-
breds in the country will be awarded a permanent place in racing’s hall of
fame.

With this program, you can experience some of the excitement of the
Kentucky Derby without actually visiting Touisville. It’s a program for two
punters, or horseplayers, that actually lets you see your horse race across
thescreen. As you'll see when you run this program (by Philip Coates of Sun-
bury, on the outskirts of Melbourne, Australia), the odds remain constant
for each race. The payout for picking a winner 1s, of course, related to the
odds on the horse which you've decided to back, and to the amount you have
actually bet on that horse.

Let’s see the program in action:

WELCOME TO THE KENTUCKY DERBY...

ENTER THE NAME OF THE FIRST PUNTER
? TIMMD

ANO NOW THE NAME OF THE SECOND ONE
? IBMPC



RACE NUMBER 1 OVER 10 FURLONGS,. ..

HORSE NAME oDDS
1" KELSO 5/1
2 FOREGO 9/1
3 ROUND TABLE 7/1
4 DAHLIA e/1
8§ SECRETARIAT 6/1

TIMMO'S BANK IS 8 B4
WHICH HORSE WILL YOU BET ON? 3

HOW MUCH WILL YOU BET ON ROUND TABLE? 50

IBMPC'S BANK IS 8§ 84
WHICH HORSE WILL YOU BET ON? 5

HOW MUCH WILL YOU BET ON SECRETARIAT? 20

e m G e e e m———— e FINISH
HORASE 0DDS LINE

FOREGODO 9/1 *

ROUND 7/11

- eon o o- an o o= v a»

DAHLIA 4/1 +

- as an a» an o a» am e

SECRET 6/1 )



FOREGO

ROUND

DAHLIA

SECRET

FOREGO

ROUND

DAHLIA

SECRET

- e e - -

KELSO

FOREGO

ROUND

DAHLIA

SECRET

0DDS LINE
5/1-——-; —————
a/n s
11
a1
VIR
------- FINISH
oDDS LINE
5/1——————;_——
e/ .
7/1----~___;
as1 ;_-,
s/ 1
------- FINISH
0ODDS LINE
5/1-——F--;---
a/1 s
7/1----~___;
i ;__

6/1



HORSE 0DDS LINE
KELSO 5/1—_—————;—-
FOREGDO 5/1_-_f__—:-

RouNo 771 1
DAHLIA a/1 +
SECRET 8/1 )

CONGRATULATIONS,..ROUND TABLE

TIMMO®*S BANK IS $ 384
IBMPC'S BANK IS ¢ 44

PRESS A KEY FOR NEW RACE [(Q TO aQUIT)?

The horses in our version of the derby have been selected from the
Thoroughbred Racehorse Hall of Fame. Lady Luck’s Compeanion (Berger,
A. J., and Bruning, Nancy, Media Projects Inc., 1979) points out that Kelso
raced for eight years, and won just a shade short of two million dollars. He
went to the post 63 times, coming in the victor 39 times, was second 12 times,
and came in third twice. Forego was in action for six years, and in that time
clocked up winnings of $1,938,900. [n only four years on the track, Round
Table won $1,749,000. Dahlia amassed winnings of $1,500,000 in five years.
Qur fifth horse, Secretariat, won a purse of $1,316,000 in just two years of
racing. Secrefariet won $860,000 of his total in just one year (1973).

When you're ready to experience the excitement of the Kentucky
Perby, reach for one of the 50,000 mint juleps sold each Derby Day at
Churchill Downs, and settle down to run this program:

10 REM KENTUCKY DERBY

20 GOSUB 880:REM INITIALISE

30 H=0:A=0:Q=0

40 H=H+1

50 H1=0:H2=0:H3=0:H4=0:H5=0

60 PRINT:PRINT "RACE NUMBER"H"OVER 10 FU
RLONGS..."



70 PRINT:PRINT ™ HORSE NAME oDDS"

80 PRINT 1;H$(1);
90 PRINT 2;H$(2)

100
110
120
130
140
150
160

5/1"
9/1"
S VAL
n WAL
noo6/1m

’
PRINT 3;H$(3)
PRINT 4;H$(Y)
PRINT 5;H$(5)
A=A+1

IF A=2 THEN 220

PRINT:PRINT A$;"'S BANK IS $"AA
PRINT: INPUT "WHICH HORSE WILL YOU BE

T ON";AB

170
180

IF AB<1 OR AB>5 THEN 160
PRINT: PRINT "HOW MUCH WILL YOU BET O

N ";H$(AB);

190
200
210
220
230

INPUT AC

IF AC>AA THEN 190

CLS:GOTO 60

PRINT:PRINT B$;"'S BANK IS $"BB
PRINT: INPUT "WHICH HORSE WILL YOU BE

T ON";BD

240
250

N "3

260
270
280
290
300
310
320

IF BD<1 OR BD>5 THEN 230

PRINT:PRINT 'HOW MUCH WILL YOU BET O
H$(BD);

INPUT BE

IF BE>BB THEN 190

A=0

E=INT(RND(1)%2+1)

Q=Q+1

IF Q<>1 THEN 340

IF E=2 THEN H1=H1+1:IF H1=10 THEN D(

1)=5:W$=H$(1)
330 GOTO 290

340
350

IF Q<>2 THEN 370
IF E=2 THEN H2=H2+1:IF H2=10 THEN D(

2)=9:W$=H$(2)

360

370
380

GOTO 290
IF Q<>3 THEN 400
IF E=2 THEN H3=H3+1:IF H3=10 THEN D(

3)=T:W$=H$(3)
390 GOTO 290

4oo
410

IF Q<>4 THEN 430
IF E=2 THEN HU4=H4+1:IF H4=10 THEN D(

4)y=4:w$=H$(4)

420

GOTO 290



430 IF E=2 THEN H5=H5+1:IF H5=10 THEN D(
5)=6:W$=H$(5)

440 Q=0

450 CLS:PRINT

460 PRINT Mecccccccccceee FINISH" : REM
FOURTEEN -'S

470 PRINT "HORSE ODDS LINE"

480 PRINT TAB(11);"eccccacaaa- "

490 PRINT K$(1);" 5/1n;

500 FOR J=1 TO H1:PRINT " ";:NEXT J

510 PRINT n)n

520 PRINT TAB(11);"ccaaaauas ~n

530 PRINT K$(2);" 9/1";

540 FOR J=1 TO H2:PRINT " ";:NEXT J

550 PRINT n#n

560 PRINT TAB(11);"eccccca-- “n

570 PRINT K$(3);" 7/1";

580 FOR J=1 TO H3:PRINT " ";:NEXT J

590 PRINT "]"

600 PRINT TAB(11);"ecceccaa=- “n

610 PRINT K$(4);" L4/1";

620 FOR J=1 TO H4:PRINT " ";:NEXT J

630 PRINT n4n

640 PRINT TAB(11);"cccceccea- ~n

650 PRINT K$(5);" 6/1"n;

660 FOR J=1 TO HS5:PRINT " ®;::NEXT J

670 PRINT nm)®

680 PRINT TAB(11);"caccaacaa ~n

690 IF H1=10 OR H2=10 OR H3=10 OR H4=10
OR H5=10 THEN 710

700 GOTO 290

710 PRINT "CONGRATULATIONS...";W$

720 IF WS$=HS$(AB) THEN AA=AA-AC+ (AC*D(AB))
:GOTO 740

730 BB=BB-BE+(BE#D(BD))

740 IF AA<1 THEN PRINT "I'M AFRAID ";A$;
" IS NOW BROKE...":GOTO 830

750 IF BB<1 THEN PRINT "I'M AFRAID ";B$;
" IS NOW BROKE...":GOTO 830

760 PRINT:PRINT A$;"'S BANK IS $"AA

770 PRINT B$;"'S BANK IS $"BB

780 IF H>9 THEN 830

790 PRINT:INPUT "PRESS A KEY FOR NEW RAC
E (Q TO QUIT)";T$

800 IF T¢="0" THEN FND



810 CLS

820 GOTO 40

830 PRINT: PRINT

840 PRINT "THAT'S THE END OF THE RACE ME

ETING..."

850 PRINT:PRINT TAB(7);"SEE YOU AGAIN SO

METIME!"

860 END

870 REM &f&acsaasaasans

880 REM INITIALISATION

890 CLS

900 RANDOMIZE VAL(RIGHT$(TIMES$,2))

910 DIM H$(5),K$(5),D(5)

920 FOR J=1 TO 5

930 READ H$(J)

940 K$(J)=LEFT$(H$(J),6)

950 D(J)=-1

960 PRINT

970 NEXT J

980 PRINT "WELCOME TO THE KENTUCKY DERBY
"

990 PRINT:PRINT

1000 PRINT "ENTER THE NAME OF THE FIRST

PUNTER"

1010 INPUT ™ LY ¥

1020 PRINT:PRINT "AND NOW THE NAME OF TH

E SECOND ONE"

1030 INPUT " n.B$
1040 AA=INT(RND(1)%100)+1
1050 BB=AA

1060 PRINT:PRINT "STARTING BANK IS $"BB"
EACH."

1070 FOR X=1 TO 1000:NEXT X

1080 CLS

1090 RETURN

1100 REM &#&aaan

1110 REM HORSE NAMES

1120 DATA "KELSO ","FOREGO ","ROUND TABL
E","DAHLIA","SECRETARIAT"



HO