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Editor’s
Introduction

Typing in a computer program is like opening an
unknown door. You do not know until you actually open
the door — or, in our case, run the program — what ex-
perience is waiting for you. Of course, the sign on the
door has given you some indication, but nothing can
equal first-hand experience.

You do not know precisely what experiences are
waiting for you in the great programs in this book. Of
course, if the introduction says you're entering a space
game, it's very likely the program won't play ‘Guess My
Number' when you get it up and running. But the listing
rarely hints at the computer's game-playing strategy, or
the screen display, or the fun that is waiting for you.

This book has a number of unknown doors — doors
leading into outer space and into the fiendish worlds of
computer intelligence, wizards and Adventure.

We've provided the doors...and the keys. All youhave
to do to turn the lock is type in the program, and run it.
Whatever you find behind each door, I guarantee you
won't be disappointed.

Tim Hartnell
Series editor
London
March 1984
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Authors’
Introduction

After many months of planning, designing and hard pro-
gramming, we bring you the book you have been waiting
for. Everybody prefersaparticulartype ofgame, and we
have tried to cater to all interests. There are board
games, card games, strategy games and, best of all, fast-
paced arcade games. And unlike other programlistings,
all of our gamesare efficiently programmed, fast, colour-
ful, and fun to play.

So power up your system, type in these games, and let
the fun begin!

Gary Ryan and Cliff McConnell
Canberra, Australia
March 1984
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SPECIAL
PROGRAMMING
NOTES

While typing in these games, there are some special
symbols you will need to know.

When you see the ““|" symbol it means push the
INVERSE key. When you see the oA symbol it means
press the CONTROL key and hold it down. When you
see the "€ key it means take your finger off the CON-
TROL key.

For a system usinga DOS other than ATARIDOS (DOS
2), more memory than the stated amount may be needed.
This is only if the DOS in use takes up more memory.
(‘Asteroid Storm’, for example, will not run with a DOS
that takes up more memory than Atari's DOS 2. Some
other games in this book — those which use machine
code — will not work instantly with non-Atari versions of
DOS. If you discover that a program will not work with
your DOS, load in the game, type POKE 9, 0 and press
RETURN, then press SYSTEM RESET and run the game.)

As you will see, each game in this book makes use of
some, or all, of the following Atari features: hi-res
graphics, redefinable character sets, sound, player-
missile graphics, display-list interrupts, vertical-blank
interrupts, colour and mixed graphicsmodes. Mosthave
machine language, and many make extensive use of it.
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TRAFFIC
PANIC

(16K CASSETTE, 24K DISK)

It is the year 2039 and, because of ridiculously over-
crowded roads and the lack of available land, highways
arebeingbuilt one above the other. Youareatthe bottom
of one of these ‘super-highways' but you long to see the
view from the top. For you to satisfy this ambition, you
must climb up five levels using the abandoned ladders.
However, eachlevel isbusy with traffic and the only way
to avoid being flattened is by jumping over the oncoming
cars.

After the programinitialises the machine language, the
title screen will be shown. Press SELECT to change the
stage you start on. Press START to begin the game.

You are given three lives. After you have lost them all,
the program returns to the title screen and displays the
highscore. Pushajoystickinport 1 uptoclimbaladder (if
you are underneath one) and push it down to descend a
ladder. Push it left to move left, and right to move right.
Press the fire button to jump on the same spot, and press
the fire button with the joystick to jump left or right.
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1@ REM ++TRAFFIC PANIC

20 REM ##+Written by Cliff MzCorme

EZD OREM #ALL. REMS MAY BE OMITTED

B0 DIM SCS5), NCS)Y, X105, Y1 (5, X2(5), Y2
by

110 TOP=PEEK (740> : PMBASE=C(TOP-8)+256:2 8
TART=C(TOP-12)+256: POKE 196, TOP: POKE @,
PMEASE /256: GRAPHICS @

115 PORE 106&. TOP-Z:0RAPHICS A:PORKE 106
» TOP=-G2 CHSET=(TOP-14) %256

120 VBLANK=START:DLI=8TART+ED4 :USER=8T
ART+E4E

1280 FBR K=80 70 S:X1(K)=0:Y1(K)=0:X2C(K)
=@: Y2 (K)=0:NEXT K

14 GRAPHICS 17

15@ POSITION &, S:? H#ES"TRAFFIC":POSITI
ON 7,732 #B3"panic”

210 GOTO S10

ID@ REM PAGE & DQTQ

310 DATA 0, 0.0, 0, 28, 28, 62, 62, 255,29
55.66.0,.0,90, 0, 1,130, 3 132, 5, 134, 133
3,173,193

Zi1 DATA 248, 12, 32,52, 142, 162, 182, 2
29, %, 23,45, 151,171, 191,:11,2zm,:5m,14
» 34,115,155, 2.8, -’v 14

312 DATA @, 2.0, 24, 24, ED, 6D, 126, B6, B6, 1
26, B0, B0, 24, 24, 0, D, D, B, 24, 24, 6D, 26, 102
» 102, 182

213 DATA 102, 36, 60,24, 24,0, 0, 0.0, 24, 24
» E@, 60, 126, B6, 66, 126, 60, ED, 24, 24, w,m,“
4, 24,60

214 DATA &0, 12E, 66, &6, 126, 60, 60, 24, 24,
(2)1 mr D-: 1@@; "1

408 REM MACHIME LANGUAGE

41@ DATA 1€9,4, 141, 128,6, 162, %, 189, 22,
E"; 1\.171 BL.I'J JZ). 7 16': ...471 17 'y ]'*‘:I 61 .?4(2)1 -t
176,95,32811981~m7

411 DATA 208,353, 165, 208, 133, 207, 160, 18
» 177, 88, 281, 16, 208, &, 1689, 25, 145, 88, 208
’ ¢_71 uE:1 253, j ? ia\.h &8, ,"12)1

10
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412 DATA 16, 208, 26, 136, 177, 88, 201, 16, 2
e, 19, 169, 1,141, 129, 6, 141, 140, &, 76+ 9..;,
228, 138, 177, 88, 56, 2373

41> DATA 1,145, 88, 162, 5, 1892, 166,41, 11
29 70y 74, 7l Thy 135, 207, 189, 16, 6, 41, 15, 2
4, 125, 48, 6, 157

414 DRATA 46.6, 201, 16.144,7, 41, 15, 157, 4
67 Eu ,_,Q), = ?5: 1:' 22 1'2)1 1@1 15;.:1 a..ll-v 1’21.." ll-’ j ,.'-.'
» 204, 189, 16, &, 48

41% DATA 16, 185, 22, 6, 24, 101, 203, 157, 22
» By 200, 196, 204, 208, 242, 240, 14, 185, 22. 6
K \JE‘I ‘_..r‘)w ..iZL-, :’St’v ...:‘.::1

416 DATA 200, 196, 204, 208, 242, 202, 16, 17
S, 173, 121, 6, 208, ....? j-':"l 13 71 51 ._0-_:7 ._-1. 1
73, 16, 208, 208, 84, 15'—)1 1,141

417 DRTA 138,68, 173, 0, 211, 106, 106, 106, 1
7€, 5, 162, th 142,138, 6, 106, 176, 5, 162, 2, 1
4z, 138, Er 238, 17-71 &

418 DATA 173, 137,6,201. 21,176, 5, 206, 13
Fa By 208, 15, 238, 1335, 6y 201, 48, 288, 5, 189,
@B, 141, 137.6, 17735, 132

419 DRATA &, 24, 109, 178, 6, 56, 2335, 1,141, 1
22, 6, 201,48, 176, 5, 278, 132, 6, 201,210, 14
4y 5 206, 132, 6, 169

420 DATA 1,208, 6%, 173,0, 211,106, 106, 10
&, 176, 27, 206, 132, 6, 173, 1232, 6, 201,48, 17
E:n Iy 238,132, 6, 206, 1-D

41 DATA &, 208, 7, 1689, 3,141, 170, 6, 208, 3
2, 208, 38, 106, 176, 35, 238, 132, 6, 173, 132,
£, 201,210, 144, 5, 206

422 DRATA 132, &, 206, 17350, 6, 208, 17, 169, 3,
141, 1720, €, 208, 2, 208,81, 173, 135, 6, 735, 1,
141,135, 6,172, 0

42% DATA 211,108, 176,83, 173,131, 6, 208,
'_*Z, 174, 129, 6, 189, 116, 6, 205, 132, &, 208, 1
2,169, 0, 141, 134, 6, 169

4z4 DATHA 1: 1011 1Z1,6, 208, 10, 189, 122, 6.
205, 132,86, 208, 47, 240, 234, 206, 135, 6, 238
» 134, 61 206, 1 ..'51 6. 208

425 DQTFI 15, 169. 4, 141, 13 61 E-a 17 17 1-'517 57

11
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731,141, 135,86, 173, 1354, €, 201, 32, 208, 10

2, 169,80, 141,131, 6

aze DATA illi 17_” B, 278, 129, 6, 24, 144, BE

» 106, 176, 83,1735, 131, 6, 208, 44, 174, 129, 6

» 240, 77, 121_11 89, 116, 6

427 DRTA 205, 122, 5, 208, 20, 1£|; » 129, B, 16

D, 32,141,134, 6, 169, 2, 141, 135, 6, 169, 1, 1

41, 131, 6, 208, 10, 189

428 DATA 122, 6, 205, 132, &, 208, ‘-51 240, 22

&, 206, 136, £, 208, 17, 169, 4, 141, 136, 6, 173

2 138, B, 73, 1, 141, 135

429 DATA &, 238, 1773, 6, 206, 1754, 6, 208, 8, 1

B9, @, 141,131, 6,141, 175, 6, 173,135, 6, 10,

1@, 10, 1@, 170, 165

4%Q DATA 0) 24, 105, 3, 1373, 204, 169, 0, 135,

20T, 189, 15, 133, 205, 172, 133, 6, 189, 52, 6,

14\.11 ...D.Jl ‘_Q)\'A, PR 19‘81 :'BF

4%1 DATA 16, 245, 1773, 132, 6, 141, 4, 208, 56

» BEE, 2. 141, 5, 208, 86, 233, 2, 141, &, 208, SE

» 23T, 2, 141, 7, 208

42 DATA 162,80, 1773, 135, 6, 285, 141, 6, 240

24,141, 141,6, 170, 142,09, 210, 232, 142, 2, =

10, 169, 168, 141,1, 210

477 DRATA 141,73, 210, 78,95, 228, 72, 138, 72

2 174, 128, &, 189, “.'.".1 £, 141,00, 208, 189, 25, 6

Ll-:[l Dfﬂﬁ En 141, 'T" “ 81 1CJ9) s ‘..h _.n J.Ll-j ? - '1 sl fZ)

S, DI, DR, 238, 232, 142, 128, 6, 104, 170, 10

4, B4, 104, 169, 0, 141, 1729

435 DATA B, 173, 1;-a.,b:,ﬂ17?47 176, 6, 169,

1,141, 139, 6, 96, 1773, 93, 208, 24, 109, 10, 208
» 24,109, 140, &, 240

476 DATA 230, 141, 1733, 6- 96, 0, —1

440 REM CHARACTER SET DATA

442 DATA 259, 1685, 285, 0, 0. 0. l'” ]

ahd DATA 99, 127, 137,99, 99, 127, 127,93

445 DATA 25%. 165, 255, 239, 99, 127, 127, 99

448 DATA ©,12, 30, 63, 63,730, 12,0

450 REM DF—\TQ FOR CARS

460 DATA 28, 28, 62, &2, 255, 255, 2855, 66

12
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470 DATA S6, 56, 124, 124, 255, 285, 295, 66
510 TRAP 10:@
520 REM READ IN PAGE & DATA
1210 FOR T=1536 TD 9999:READ A:POKE T,
AENEXT T
1020 TRAP 19520
i@dZ@ REM READ IN ML
i51i@® FOR T=START TO START+9999:READ A:
PORKE T, AZNEXT T
1520 PORE 54379, PMBASE/296: PORE 93277,
ZiPOKE 559, 62:POP
1524 FOR T=0 TO 511 :POKE CHSET+T, PEEKC
S7IL4+TIENEXT T
1527 FOR T=0 TO Z1:READ A:PIOKE CHSET+2
44T, ATNEXT T
1570 FOR K=4@0 TO 227 STEP BA4:RESTORE 4
EO:FOR T=0 TO 7:READ A:POKE PMRBRASE+10Z
L44+R+T, A POKE PMBASE+1280+K+T, A
1540 POKE PMBRSE+1ISI6+K+T, A: POKE PMEBAS
E+17924+K+T, ASNEXT T:iNEXT K
1550 FOR K=72 TO 227 STEP B4:RESTORE 4
70:FOR T=0 TO 7:READ A:PDKE PMBASE+1Q2
L44+K+T, A: POKE PMBASE+1280+K+T, A
1560 POKE PMBASE+1STIE+K+T, A:POKE PMBAS
E+1792+K+T, A:NEXT TiNEXT K
IDIO POKE 704,202:POKE 705, 122 :POKE 70
B, 745 PORE 707, 250: POKE 627, 16: POKE 708
» 108 :POKE 709, 172: POKE 710, 150
I01S POKE 711,54
Z020 DL=PEEK(SEN) +256+PEEK(SE1) :FOR K=
8 TO 24 STEP 4:PORE DL+K, PEEKC(DLA+KY+12
SINEXT K:POKE 756, CHSET/256
INTO OFOR T=2 TD 22 STEP 4:PDSITION @. T
3?7 HE Y "HE R R INEXT T
IZ04D HI=INT (VBLANK/Z29S6) :POKE S428E.,0:P
ORE $47,HI:POKE S46, VBLANK=-256+HI s HI=]
NT (DL I/ZZ56) :POKE S173, HI
IS PORKE S125 DLI-2S6+H] sSC=0: HS=8C s L.E
VEL=1:POKE S4281, CHSET /256
4000 REM WRIT FOR START/SELECT

13
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4010 POP :POP :POSITION 1, 3:? #63"pres
s start/selsct"”

4015 POSITION 6, 5:? #Es3"TRAFFIC":PDOSIT
ION 7,7:2 #E3"panic"

4020 POSITION @.0:7? #Gs5"scores"38C
4022 POSITION @, 1:? #E5"Riogh scoret"sH
S

4925 PDSITION 12,0:? #635"1eve!l "SLEVEL

" "

40Z8 IF PEEK(SI279)=6 THEN 7010

4TS IF PEEK(SIZE4>=0 THEN 7010

404@ IF PEEKCSIZ79) 5 THEN 4070

4050 LEVEL=LEVEL+(LEVEL(D)+1:POSITION
17,@:? #E5LEVEL:PDSITION 13, Z:? #E:“SE
LECT"

4DED IF PEEK(SIZ79)=5 THEN 40E0

4070 POSITION 13, 35:? #E3"select":060TD
4270

708000 REM PRESSED START

7210 POSITION 7,232 #E3“STARTY

7020 IF PEER(SIZ279=E THEN 70:0

7078 POSITION 1,337 #63¢

“ISC=0:POSITION E.,0:7? #6350 "

:POSITION 12, @0:7 #E3“ “

7110 STAGE=LEVEL :MEN=Z:POSITION &, 5:7

#B; [ “
7115 POSITION B, 7:? #E3"STAGE “38TAGE:
POKE 77,0

7120 FOR K=0 TO S:S(K)=8+STAGE#2. 5+5-K

+1 08 CINT CK/2) =K/ 2)

7130 NEXT K

7i35 FOR K=0 7D 5

7140 IF Y1(K)=0 THEN 7iSQ

7145 POSITION X1CKY,Y1CK):? #E3"#':FOR
T=1 TO Z:IF YICK)+T)23 THEN 7148

7146 LOCATE X1(K), Y1(K)+T,A:IF A(I9 TH

EN POSITION X1CK),Y1CK)+T:z? #E3v ©

7148 NEXT T

7150 IF Y2(K)=B THEN 71E@

7155 POSITION X2CK),YR(K):? #63"#":FOR

14
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o

T=1 TO Z:IF Y2C(K)+T)23I THEN 7158
7156 LOCATE X2¢K), YR +T, A IF A(I9 TH
EN POSITION XZ2CKY, Y2C(KI+T:? #6535 ¢
7158 NEXT T
7160 NEXT K
71780 FOR K=0 TD S:N(K>=STAGE+(STAGE (3
+4+ (STAGE) 43 —1 :NEXT K
7190 FOR K=0 TO 23:POKE 1558+K,0:NEXT
K
7210 FOR T=0 TO S:N=0:FOR K=0 TO N(T):
PDKE 13558+ TH4+K, N2 N=N+25+IMT (RND C@) +39
JENEXT KENEXT T
7318 FOR K=0 TO S:POKE 1852+K, 8(K):NEX
T K
7320 POP :POP
7510 FOR L=0 TD S:HPOS=5E+8+INT(RND(D)
+18) :600SUEB 20010

7520 PORKE 1852+5-L,HPOS—-1:X1c(L)=X:Y1l (L
I=Y:INEXT L
7530 FOR L=0 TD S:POKE 1658+5-L.0:IF R
NDC@) 8. 2% THEN HPDS=56+8+INT (RNDCDY+18
Y:G0SUR Z0010: PORE 16I8+5-1., HPDS-1
7340 X2CL)=Xa1YI(LY=YINEXT L
8030 FOR X=& TO 1Z:LDCATE X, 7,A:IF A3
8 THEN A=I2
E04 POSITION X, 7:PUT #E&, AGNEXT X
9030 FU=SOD:POSITION 12, 0:7 #HE3"tims
sFUTPOKE 207, 50: POKE 208, 50

10010 FOR T=PEEKCIBEED) TO PEERCIEEDM+1
4:POKE PMBASE+7E8+T, B:NEXT T

10015 POKE 1668, 10D:POKE 1669, 225
10020 POKE 1873, O:POKE 16865, D:POKE 165
7, 0:POKE 167E.0

10020 POSITION 17,0:7? HESFU:COLOR 134
1APE® FOR K=1 TO MEN:PLDT 164K, 1:NEXT
K
10078 IF MENCE THEN POSITION 17+MEN, 1:
P OHES" s
11012 POKE 1875, 1:PORKE 53278, 0: POKE 54

15
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286, 192 A=USRIUSER) : SOUND 9. @, 8, @:S0UN
D 1,2.2,0

119020 IF PEEK(SIZD7)+PEERK(SIZ58) +PEEKC
167620 THEN 12010

12000 REM ++END OF STAGE

2510 STAGE=STACE+] s K=PEEK (28) +25E+PEE
K89 sK=(PEER(K+17) -1+ 1O+ PEEK (K+18) -
16:K=K+1@

2930 FOR FU=K TO @ STEP -1@:SC=5C+10+
STAGE:POSITION E.@:7? #G3SCPOSITION 17
2 D:17? @ESFUS:IF FUCCLDD THEN ? #&3¢ "3
12550 SOUND @, 70, 10, 12
129560 FOR K= TO S:NEXT K:SOUND @, 0,0,
D:NEXT FU
12570 POSITION 17, 0:7? #E3 s
12610 GOTO 7115
i%P00 REM ++PLAYER DIED
13010 MEN=MEN--1:POSITIONM 17+MEN, 1:7? #&
173020 FOR T=0 TO 1S5:8S0UND @, 285-T+17, 1
@, 10: PORE PMBASE+7GE+PEEKCIGED+T, B:FD
R K=@ T0O ZiNEXT KiNEXT T
17100 IF MENDD THEN 10010
123110 POSITION S, 12:7? #B53"gams over® sl
F SCYHS THEN HS=5C
13120 FOR K=l TO 1SA:NEXT K:iPDSITION &
1227 #E3Y “100TO 4010
20000 REM
20010 X=(HPDS-SE) /8 Y=24CL+d)

20020 POSITION X,Y:? #E3"%#":FOR T=1 TO

I1IF Y+T (24 THEN POSITION X, Y+T3? #63
ll$ll
2000 NEXT T
20040 RETURN
2000 GOTO ZzZooo

16
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BREAKTHROUGH

(16K CASSETTE, 24K DISK)

This is the computer version of the old arcade game in
which you chip away at a multi-coloured wall with your
batand ball. When the wall has been completely knock-
ed out, your bat will decrease in size and a new wall will
be drawn up. In this version the ball can bounce off the
bat at 16 different angles.

PressSELECT toalter the number of balls you can miss
before the game is over. Press OPTION to change to
Breakthrough, when the ball, instead of bouncing off the
wall, will wipe throughit. Press 'f' or ‘s’ to change to a fast
or a slow ball. Press START to start the game.

Use ajoystick in port 1 or move leftand right, and press
the fire button to slow down the movement of your bat.

17
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¥ REM a#::4: BREAKTHRIJ, BY G. RYAN

i® DIM A%(3):60TO S0

20 RESTORE D:TRAP 40

0 FOR X=A TO A+4D0D:READ D:POKE X, D:NE
XT X

40 PDP :RETURN

S0 RESTORE S@:READ N, N1, N2, NZ, N4, NS, NE
P N7, NE; NDy M1, NE 1, MLZ, N1E. NZD, Fr Wi KR, C

SL:DATA @, 1,2,35, 4.5, 6

S5 DATA 7,2:9, 108,11, 13, 16, 20, 255, 256, 7
&4, DT279

59 REM SETUP TOP 0OF RAM

60 R=INT (PEEK(74@) /N4)+N4: POKE 10&,R:0
RAPHICS NZ@+NZ: POKE 108, R—NE: RT=R+W

70 VEBI=RT-180:VBD=RT-ZE0: PLR=RT-S12:MS
L=RT-E4Q:MAIN=RT-9ED: DLI=RT-1080: PMB=R
N4 INIT=RT—-1024: DL=RT-1150

S OGRAPHICS NZ+NIE:0COSUB 4500: PODSITION
NES, NS:? #6535 “"breakthru sPOSITION M1, N7
2? HNESYWRITTEN RBRY G. RYAN"

90 D=5500:A=VERI:C0SUR NZ2O:D=E500:R~=VRD
:GDSUR N2D

100 D=5000:A=MAIN: COSUE NZ@:D=7500:R=D
LI=GOSUB NZO

110 D=E000:A=1024:GDSUR NZO:D=2000:A=1
76 :G0SUB MZ@:D=7000:A=INMIT:GOSUR Nz@
119 REM SELECT GAME SUCREEN

120 GRAPHICS N2+NI&:GOSUR 4500:SETCOLD
R M» N7, NE:SETCOLOR N1, NZ, NES:SETCOLOR N
2y 13, MID:SETCOLOR NZ, N1@, N1Z2 2 G=N

170 T=N:? #NE3" SCORE:"3SCs :PDKE 85,1
Z:? OHNES"IHIsI"sHSPOSITION NS, NZ:? #N
B "ibreakthrul"

1400 ? #NE:? #NE3'" pPress option/sslsct"

15@ ? #NESY IND. OF BRLLS:t Z":B=NI:
L=N7:D=N: PDRKE 764,62:POSITION NE, N9:?
#NE "BREARKDUT "

160 GOSUR 4000: C=PEEK(CSL) : X=5TRIG(N) =
IF C=NS DR C=N& DOR X=N THEN 190

18




170 D=D-0@. &:D=D+ (D) N> s SOUND N, F, N1@, D=
SOUND Mi,F-N1,N1@,D:IF DXN9 THEN 160
173 IF PEEKCKE)Y=52 THEN 2500

120 GOTD 160

192 IF C=NE OR X=N THEN 230

=200 IF DYNI9 THEN 170

219 D=Ni@:B=B+nN1:IF B)NIS THEN B=N1
220 POSITION 17,NM7:? #NE3R:GO0TO 160
2Z0 POKE S3761, N:POKE SE7ED, NiB=ER+N1:0G
OSUR 4020:GOSUR I55

240 POKE 205, N: PORE 2273, MGL-INT (MBL. /W)
Wi POKE 284, INTOMSL. /W) s 6DOSUER 4100

250 PORKE 202, N:POKE 209, NE: POKE 21,120
FPOKE 22, N1 :POKE 24, 76: POKE 25, 44 3 POKE

26, N2 POKE 82, N: POKE 83, 39
260 POKE 27, N1:POKE 1024, NM1:POKE 1025,
N1 :POKE 1026, NIPOKE 1027, N1E
270 POKE 1028, N2: PORE 10739, N2: POKE 104
£, B: POKE 1784, B+N1E:POKE 1047, N: POKE 1
245, 26
279 REM SETUP DLIST
280 GRAPHICS N4 :POKE 959, N:GOSUR 4S00:
COLOR N1:FOR A=N TD NZ:PLOT N4+A, N:DRA
WTD Na+A, Z9: PLOT 72+A, N
290 SETCOLOR N; N7, NE:DRAWTD 72+A, Z9:NE
XT A:POKE DL. 112:PDKE DL+N1,11Z2:POKE D
L+N2, 112:SETCOLOR M1, N11, NS
I00 PLOT N4, N:DRAWTD 72, N:POKE DL+NZ, 7
Z: POKE DL+N4, PEEKCE8) : POKE DLA-NS, PEEK(
29 :BETCOLOR NI, NI, NB
10 FOR A=DL+NE TO DL+N11:POKE A, NS:NE
XT A:POKE DL+N1Z2, 1Z7:IF O=NI THEN POKE
148, M
20 PORE DL+17, 202:POKE DL+14, N:POKE D
L+15, NEFOR A=DL+NIiE TO DL+N1E+NS: POKE
A, 1X8:NEXT A
230 POKE DL-+21,2B1:A=PEEK(88) +PEEK(89)
+W+1580: POKE DL+23, A-INT C(A/W) *=k: POKE DL
+2% INTORA/W)
340 FOR A=DL+24 TO DL+4E:POKE A, NS:NEX
19




T omamsronsommmamsoxs. T

T A:POKE DL+49, 70: POKE DL+5@, 274: POKE

DL+51 5 NE

59 PORE DL+S32, 70:POKE DL+53, PEEK (EERQ)
PORE DL+54, PEEKCEE 1) : PORE DL+uva5 PD

KE DL+5E.E5

TED POKE DL+S7, DL-INT(DL/W)+W: POKE DL+

S8, INT(DL/W) s POKE SEO, PEEK(DL+57) : PORKE
SE1, PEERK(DL+58) : POKE 859, 45

I7D FOR A=153E TD 1636 STEP NZO0:POKE A
» N2 POKE A+19, N POKE A+N1, 8285: POKE A+18,
)

ZEY FOR X=A+Nz TO A+NIE+N1:POKE X, FsNE
XT X:NEXT A

400 PDKE S4279, PMB: PORE 53277, NZ: PORKE
704, 85 POKE 705, 184 :1POKE B2Z, N4

405 IF G=N3I THEN PDKE 1026, Ni

410 PORKE PLR+24, F:POKE PLR+25, F:POKE S
TEE6, N1 s POKE 53248, 120:POKE SZ268, N
420 POKE B5E. N: PORE 6358, Ns POKE £57, 25:
? O Mhi osoors "3HSS

425 IF G=NZ THEN POKE B57,24:7 " demo
mche "

47 PDORE S428E, FiPOKE 205, N1:X=LISRCINI
T, DLI, VBI, VEBD, MAIN) # SOUND N, N, N, N2 SOUN
D Mi:N»N:N

449 PORKE 205, N:POKE 6358, NM:POKE 858,N: P
DKE BS7.NE2? “lgams aoverl "“3j:POKE &57,
24572 " PRESS start "3

450 TF PEEK(CSL)Y=NZ THEN POKE BS7,N4:7
“{faams abortsdi"

4ED FOR X=N1 7D N4:A$ (X, X2=CHR$ (PEEK (1
F7E+XI+T2) INEXT X:SO=VAL (AL INL, NLY I 2 IF
SIZYHS AND OO NI THEM HS=S8C

a7 IF PEERKC(CSL)Y ONE THEN 470

4819 FDOR X=53248 TO SIT2S8S:POKE X, MINEXT
X POWE 33277, N

4920 GDTO 110

999 GDTOD 999

429 REM GAME DOPTIONS

ZoD0 RESTORE ZSi@:FODR A=VEBD+21 TO VEBD+

20
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25:READ D:POKE A, DENEXT 9 PDKE 10229, N
POKE 10I30, N:GDSUB 4020: 0=

518 DARTA 171,1m,:1m,a1,?

IH20 POKE VBD+198, 21 2 SOUND M, M, M, N2SDU
ND N1, N, Ny N:POKE 1829, M: POKE 1020, N: GO
T 240

Z550 RESTORE ZSED:FOR A=VED+Zi TO VED+
S:READ D:POKE A, D:NEXT A:PDKE VBD+158
» B0

560 DATA 185, 24, 56, 229, 21, 170

3570 RETURN

4000 X=PEEK(KE) :PDSITION NI, N3:IF X=ISE
THEN ? #NE&3;“IFAST (" :06=N1:0G0TO 4070

401@ IF X=E62 THEN ? #ME;"siow" :6=N:G0OT
D 4070

4015 GOTD 40702

4020 IF G=N1 THEN 4050

40750 POKE 1829, N2: POKE 10730, 254 :PDOKE 1
B4, 255: POKE 1047, N1

4p4a@ GOTR 4872

4050 POKE 1029, NZT:POKE 1030, 25%:POKE 1
P42, 254: POKE 10475, N2

4870 IF PEEKCCSL)Y ()NIZ THEN RETURN

4080 T=CT=N):POSITION NS.NI9:IF T=N THE
N ? #NE;3"BREARDUT "IGOTD 4095

4290 IF T=N1 THEN ? #N&3 "BREAKTHRU'" : GO
TO 4895

4995 FOR X=N1 TO Z@:NEXT X:RETURN

4180 IF T=N THEN 41580

411@ POKE VBD+EE, 2Z4:PORE VED+E7, 234 P
OKE VBD+113, N: RETURN

4150 POKE VBD+EE, 208: POKE VED+E7, 84: PO
KE VED+112, N1 :RETURM

4500 POKE NIE, B4:PORE 33774, B4 :RETURM

4993 REM MAIN RDUTINE

u?‘(?)@ DQTQ 17_'7 ‘.‘l- Ll-1 ....mu" 1 )'_n i 1 ;Q)\_.n 1 3

296, 141, 24, 4, 234, 274, 27354, 1691259a1h0,.

&, 157, 1,6, 1535, 21,6

SRS DATA 183, 41,6, 157,681,686, 187, 81,8, 1
21




T oavssronvomammasoom THTFTD

5-..' ’ 1[2)1 ’ En 1757 ;_muv f_'\.lr 17:, ':.. 7 ._Q!Z), 1"....1 'a...
» 169, 16, 174, 2573,
S01@3 DATA 232, ,_‘_'L;, 26, 176 S ]&.n 253, 6.2
08, 19, 141, 253, 6, 174, 252, 6, 232, 224, 26, 1
751 )7 1&-.:..1 4...-._1....1 (= ,--l'df:;
SP1S DATA 3 141, 252,85, 182,858, 142, %, 4, 20
2,189, 115, 4, 157, 41, 4, 189, 127, 4, 157,57,
4, 202, 208, 241
S020 DRTA 180, 0, 152, 140, 2, 208, 1632, 5, 15
7y 25, 4, 202, 208, 250, 189, 1, 162, 5, 157, 29,
4, 202, 208, 25D, 1E9
SQ2S DATA 188,141,945, 133, 205, 174,27, 4
1 240, 71, 169, 16, 172, 244, 6, 200, 192, 26, 17
.n \.}1 1401 ...‘l-zl-'l En ‘-@CJ
SO DATA 51, 141, 244, 8, 172, 247, 6, 200, 1
92, 26, 176, 5, 140, ..'(4 " B 208, 35, 141, 247,
2 173, 242, 6, 2000, 192
S0E5 DATA 2B, 178,85, 140, 242, &, 208, 19, 14
1, 242, 6, 172, 241, &, 200, 192, 2B, 176, 5, 140
» 241, 6, 208, 5, 141
S840 DATA 241,86, 206, 275, 4, 208, 187,172, 2
7 &y ...ml..n ..J[l'r J.?Tv .‘_m;.h 1':1())7 1 -71 14\_'1 -..B...'r 1 vtn
208, 251, 206, 248, 6, 206
‘..)B‘IE' DQTQ ‘.';.‘1 7 hltﬂi’ \Jr)w 1691 1 1\.' -t ? ‘..71 15
» 76, 133, 24, 169, 48, 137, 25, 169, 0, 135, 26,
169, 4, 141, 14,4
50580 DATA 141,15, 4, 1375, 22, 141, 2, 4, 172,
132, 2, 208, 251, 200, 132, 205, 173, 21, 208, 4
1. 4,208, 3, 133, 205
S0S55 DATA 98, 174, 132, 2,189, 12,4, 141, 0,
4, 108, 35, 4, 96, 1
5&99 REM IMMEDIATE VELANK

o508 DATA 216, 206, 1, 4, 208, 27, 173, 0, 41 i
41 1,4,173, 120, 2,74, 74, 41,5, 170,173, 2
? D'l a..ll-v 1..\...‘1 ll-

Jmu DATA 4, ...':17 &, 4, 240, 2 1,_:._:, 21, jEs—J’ l:..
1,133, 21,141, 0, 208, 165, 205, 208, %, 76, 93
) :_“_'31 206, 16+ 4, 208, 32

S51@ DATA 1732, 14,4, 141,16, 4, 165, 24, 166
» 28, 244 125, 18, 4, 221,20, 4, 240, 4, 1375, 24,

22
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202, 9, 1859, 25

S51S DATA 73, 1, 133, 26, 32,97, 4, 184,25, 1
r91 @v 145, 2073, 200, 145, 203, 165, 24, 141, 5,

8, Z0E, J?'l 4, 208

...'..h. =0 DQTQ fﬂ, 17‘“'7 1\_)7 £I-v ]a-j ? 1 Z‘»: 1651 :57
166, 27, 24, 125, J.&n by, 1335, 25, L‘Qll, 19, 144, =
j ? 1641 :uv 15":), :
55‘ 5 DQTF“I ill-_h ,B"u 200, 11‘\.” ..D";r 192, 9;.: 1
44,5, 189,10, 141, 2, 4, 206, 114, 4, 208, 5, 162
2@, 142,1, 210, 76

5520 DATA 95, 228, 162, 1, 134, 27, 202, 134,
22, B2, 97,4, 24, 144,212, -1

S5999 REM TABLES

&0 DATA 1.1,1, 16,8, 2, 254, 0, 8, 180, &0,
2,21, 2,2, 2,2,255, 1,64, 19D, 3, 8, 95, 0, @,
2.2.0.0,8,0,1,1,1,1,1,1,1,1

&S DATA 1,1,1.1.1, 154,821,151, 1,1,
1.1, 5% 5 221,13 14,0, 38,12, 2 50 502
22,42, 62,88, 102

E01i0 DRTA 2,.0,10,8,5, 3,2, 1,140, 158, 156
» 1635, 134, 183, 179, 187

E01S DATA ©,0, 169,199, 141,00, 210, 169, 20
1,141,1, 210,169, 5, 141,114, 4,9E.0.0
6022 DATA 1,1,2, 5% %2y 1,1, 8,15151514 1,
1,2,-1

6493 REM DEFFERRED VELANK

eS0® DATA 169.0, 13%, 59, 185, 205, 208, 3. 7
E’n 981 ~.5.Cn 15d1 ¢..|..)1 ..lZH 8.. ? ...muv 47, 15._)7 ...71 o
4@1 4-:1 1551 ::41 ‘JEn ::r’)

ES05 DATA 21,178, 236,73, 4, 176, 32, 189, 41
144,141, 14,4, 141, 16,4, 189,57, 4, 141, 15,4
2141,17, 4

ES1@ DATA 1€9, 8, 123, 22, 135,27, 189, 25, 4
L] 137, 26, 32,97, 4, 165, 22, 208, 84, 16d1 25, 2
0i. 44,176, 768, 201

€515 DRTA 32, 144,74, 24, 103, 224, 74, 170,
189, 7%, 4, 133, 208, 124, 0, 165, 24, 24, 105, 1
92, 74,74, 74, 168 177

6528 DATA 208, '.-';‘MZL 49, 133, 22, 169, 8, 145,
208,165, 27,73, 1,132, 27,173, 10, 210,41, 7

23
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» 170, 189,87, 4, 141

63525 DATA ©, 210, 169,187, 141, 1,210, 169,
Sy 141,114, 4,206, 24, 4, 166, 0, 189, 81,4, 24
» 109, 23, 4, 141

6530 DATA 23, 4, 165, 24, 56, 233, 35, 133,60,
7€, 98, 228, —1

£939 REM INITIALIZING ROUTINE

70000 DATA 104,169, 0,141, 14,212,104, 141
21,2, 104, 141,0, 2, 104, 141,35, 2, 104, 141,
J4, 2,104, 141, 27

7005 DATA 2 104, 141, 36, 2,184,141, 96, 4,
184, 141, 95, 4, 169, 192, 141, 14, 212, 173, 2

51 1@81 951 47 -1

7499 REM DLIST INTERRUPT

7500 DATA 72, 192, 72, 164, 59, 192, 7. 208, 4
160, @, 132, 59, 185, 224, 6, 141,10, 213, 141
1 24, 208, 200, 132, 59

7305 DATA 104, 168, 104,64, ~1

799% REM TABLES

S0 DATA 252, 250, 248, 246, 244, 243, 2404,
2,2, 0, B, 24T, 237, 2729, 247, 229, 218, 16 16,
1€, 16, @, 98, 900, 1€, 0, 183, 154, 16. 17

8e0s DATA -1

24



sEEaEEEEENEm SHOOTOUT D

SHOOTOUT

(16K CASSETTE, 24K DISK)

You and your opponent are neighbours. However,
because of a feud between your families which started
longer ago than anyone can remember, you are taking
turns at shooting one another over the hill that separates
your properties.

After running the program, the landscape isdrawn up,
the wind speed is shown, and the question 'angle?’ will
be printed at the bottom of the screen. The first player
must then type in the angle he wishes to shoot at (from 0
to 90).

When the question '‘bags?’ is printed, the first player
must type in the number of bags of gunpowder behind
the shot (usually from 0 to 20). After this the cannonball
will be shown shooting across the screen.

Then the second player has a turn. This is repeated
until someone hits their opponent. The score for both
players will then be shown and another landscape will
be drawn.




ot camEesFor Your ATaRt e00xs FHHHHHHH

S OREM sekses SHOOTOUT  cberss

183 REM ks writtan by st

15 REM sk G, Ryan., ek

20 BOTD 4900

IR T=N1:P=-pP:GDSLIER 2500

40 SOUND N> N: N, N:Y1=NL 2 TRAP 4D:GOSUBR 5
20

S0 E=VAL (C$EIY Y I=ND:GOSUE SBO:IF LEMICS
Y4 THEN IF C$ i, SH)="ARDRT" THEN 5100
EB IN=VAL (CH) /NI R=(E-30D) +P /57, 2958: XI
=] NHEINCRY 1Y I=IN+COS (RY 1 50BUR 200

7O X=X COPHNL /N2 sY=HOXCOPHNT Y /NE) 3 +N2

B0 XT=X:YT=Y

S0 IF YN THEN 202

100 IF XN OR X)152 THEN 200

112 SOLIND N, FCFY M3, N1@, N2 F=F-YI:IF VY
Y95 THEN 130

120 COLOR N2:PLOT X, 9E-Y:CDLOR N:PLOT
XT, 9E-YTuXT=X:¥YT=Y

1230 XI=XI+C(WN=-XI)+#XArYI=YI-G:X=X+rXI2Y=
Y+YI

140 IF XN DR XY 159 THEN 200

150 IF YYHIX) THEN 90

1ED X=X+XI+(HX)~-Y2/YI

170 X=INTCX>2IF X159 THENM X=159

18 Y=HCX) 2GOTD 209

200 COLDR N:2PLOT XT,98-YT:2IF INTOXCONI

=PY/NEY /N2 INTOX/NEY THEN 0

218 SCCPENLY /N2Y=STCP-NIY /N2 +NL s COLDR
N

220 FOR Z=-NE TD NE STEP NZ:PLOT X, 95—
YEDRAWTD X+Z, 90-Y:sNEXT Z

S50 FOR Z=15 TO N STEP —-@.6:FOR A=N T0O
S B0UND A, RMND DY +350+100, 3, Z:NEXT A:SE
TCOLDR 4, 5% 2022 133 +RNDCND 23 NEXT Z

240 PORE 712 N:FDR A=N TD M2:SOUND A, N

+ N NENEXT &

250 FOR A=N TO 10AD:NEXT A:GOTHD 5102

Il FOR A=15 TO N STEP --NZ:SOUND N, RND

26




IR smoorow  FHHIHHD

CN) #5@+120, 8, A:NEXT A:F=150
%1@ RETURN
S0@ POKE 764, 255:POKE 752, N:POKE E57, X
PCCP+NL) /NZ) 1 POKE ESE.Y1:C$=""
510 INPUT C$:POKE ES7, XPCCP+N1)/N2) :PD
KE 752, N1:PDKE ESE.Y1:? "3
S2@ RETURN
2000 POKE ESE:N:POKE £57: XP:POKE ESE,Y
2010 RETURN
2500 COLOR N2:PLDT XCND, 9E—HCX (N> ) :DRA
WTD XEND > SS—-HCXOND D
2510 PLOT XCNL), 9E-HCXCN1)) :DRAWTD X (N
1), B5-HCXCNLY)
2520 RETURN
4900 RESTORE 490@:DATA @, 1,2, 3,6, 10
4910 READ Ny N1, N2, NZ, NG, NiD
SOPD DIM HC159), X (N1), SCNL),C$C11), CL$
CN1Y 5 XPONLD
SO0 KINI=DIXINII=1HD: SN =N GO1d =N L
$=0CHRS (125) :XPCN) =7 XP(N1)=28: POKE B2
2:POKE B3, 9
SOZ0 GRAPHICS 23:DL=PEEK (SE0)+256+PEEK
(SE1)+NZ: H=INT (DL/256) :L=DL~H#256 : POKE
SS9, N: POKE 560, L:POKE S61,H
SO0 FOR A=DL+7S TD DL+105:IF PEEKCA) ¢
YES THEN NEXT A
S04@ POP :A=A-5:PDKE A, 563 PDKE A+NI, PE
EKCEED) 1 POKE A+NZ, PEEKC(EEL) t POKE A+3, N
2:SETCOLDR N2, Ny N
SOS0 POKE A+4, NZ:PDKE A+S5, NZ:PDKE A+NE
653 POKE A+7,L:POKE A+E, H
SOEQ POKE 559, 34:POKE £59, N:POKE 783, 4
P=N1
S07@ SETCOLOR N, 15, NE:SETCOLOR Ni, N3, 1
2:SETCOLOR N2, 15. N
5100 POKE 753, N1:? #NE3;CL$:? CL$3:POKE
ES7,NZ:? SOND3:POKE 657,N10:? “SHODTOD
UT by B. Rvan“3:POKE 657,36
5110 ? SCNLY:RAD :MH=RND(N) #75+5: LE=IN

21




Co 1T, GRMESFOR YOURATARI600XL 1T TH1H

TCRND CNDY 253 +8 2 RE=INT (RND CNY 25> +8
S5120 MW=10+RND (NI +E: XH=85+RND (N> +3Z8: WN
=16+RND (ND -85 G=0. 17 XA=3, DE-BZ

G130 A=XH/MWE B=1 /MW C=LE/MH:D=RE/MH: COD

LOR N1
5140 FOR I=N TO 159:J=R-I+B:IF Je-J{-2
9% THEN J=17.1172427

5150 Y=MH+EXP (-J4J) sM=LE+Y-Y+Oo IF I} XH
THEN H=REAY YD
ulE@ HeH+ITNT CRNIYCNDY 20 5D
180 PLOT I, 95:DRAWTO I, Q5-HiMCI)=H:NE
XT I:7 CL$"

..31 9@ XP=NZYP=N1 :COSUR 2002:? "Anaiss"
: POKE E.J. s R "Oralsr "
uumm XP=NZsYP=NI2IGOSUR 2000:7? "Rass:i"s3

:POKE 57,247 "Baas:h!

G210 Z=INT Ca+ARS CWNI+R 5 s XP=17:1YP=N:_
DSUR Z002: IF WNYN THEN 2 M-t 37 g Moy o
1GOTD S22

SRDA D (T et

H2IO XP=4:YP=N:GOCUR 2000:? "PLR 1> "
sSCNDY S

SH2ad PDAL BES7, 2872 YPLR (2 "3SO(N1Y:PD
KE 752, N:GOTO =@




PR vowsmorruaes  HTTTTHITP

TOWER OF
FLAMES

(16K CASSETTE, 24K DISK)

The skyscraper is ablaze and, in a frenzied, panic-
stricken attempt to survive, its occupants are throwing
themselves off the top of the building. As chief fire-
fighter, you have been put in charge of saving them
before they meet an untimely end on the hard pavement
below. You must catch every falling individual in your
net — a miss means certain death for a fellow human
being, and three misses means you're out of a job.

POKE in the machine language and the computer will
print up the title screen. Press SELECT to choose the
stage you wish to start on, and press START to begin the
game. Use a joystick in port 1 to move your net up, down,
left and right.

Each man rescued gains you 10 points, multiplied by
the stage you are on. After three misses the program
returns to the title screen, displaying the high score.




T onesron voumammmsons. FHETTFFFED

18 REM +=TIOWER OF FLAMES
28 REM Writter by C.Mclormel 1, 1984
102 MYPMBRASE=0: PPDIS=206 PHITE=207: DEDF
L RG=208 s VFLAG=209
1@ TOP=PEER (740 : PMRASE=CTOP-3) «256
HEASE=(TOP-123 255 BTART = LTC\F’wl?)Z' #E5
IO IVELANK=GTART tUSER=8TRHRT+IIA
Ted POKE 198, TOP:ORAPHICS 2:POKE 106. T
Op--ZrGRAPAHITS @
418 POKE 108, TOP-S9:6GRAPHICS 18
4% POSITYION 2%, 2:? #E63"TOWER OF FLAMES
450 POSITION 4,437 #HE"mlsasse wait'
4te GOTo 210
SB0 REM ML DATA
918 OATA 165, 209, 240, 35 76, 95, 228, 173, 4
&y &, 74,74, Thy, 7L, 141, =20, B, 173, 48, En 411 i
S 24, 109,49, 6
D18 DATA 141,496, 201,168,144, 8, 41, 15, 1
41. 49,86, 238,80, 6, 162, 2, 189, 5. &, 240, SE
? 1‘.)91 {':.1.'..'; Ln ‘::'1
D18 DATA 58,6, 176,17, 189, 0, 157, 9B, 6, 16
9, 1,157, 94,6, 165, 2, 157, 70, &, 208, 71, 189
2 B, B 56, 237
517 DRATA 80, E, 157,62, 6, 223, 74, &, 208, 56
» 169, 4,157, 74,6, 189, 70,6, 735, 1, 157.70. 6
» S, 144, 48

St4 DATA 189, 54,8, 240, 3%, 185, 2068, 56, 23
:v _..n ':".. .y b..v E‘.‘u J7E‘n 1(2371 .[Jw ].m;.h 167 ‘......1 &»7
& L4, 99, 165, 207, 221
15 DRATA BE&. B, 176, 92, 24, 105, 4, 221,66, 6
 Lad, 84, 176, 6, 24, 144, 105, 24, 144, 149, 16
20, 157, 54,6, 188
518 DATA BE, B, 169, 15’}7 208, &, 24, 88, 141,
Bi. 6, 138, 24, 101, &, 24, 105, 4, 17335, 205, 169
2 @ 137, 204, 145, 204
S17 Df—'lTPi 136, 206, 81, 6, 208, 248, 173, 84,6
1 168, 8, 24, 1173, 88, 201, 28, 144, 14, 56, 176,
2, 16, 198, 23735, 1@, 145
S8y DATA BE, 189, 1, 136, 208, 235, 145, 88, =

30
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PP rowmormaves L

DE . B2, By 208, 78, 230, 209, 75, 95, 228, 189, 6
By B, 201, 2028, 1464, 5, 169

5319 DATH 1, 133, 209, 1235, 208, 78, 95, 228, 2
4, 10%, 80, 6, 197, 66, &, 24, 144, 47, 206, 85, €
2 208, 42, 173, 8%, 8

S2@ DATA 141, 85, 6, 1689, 1,157, 5%, 6, 1€9, 2
2 LET7, 84,6, 173,10, 210, 41, 127, 24, 105, 50,
187. 58, B, 1689, 635

521 DATAR 187, 66, 6, 169, 220, 157,62, 6, 169
» 0, 1857, 70, 6, 202, 16, 157173, 8, 2211, 106, 1
76, 4, 198, 287, 198, 207

S22 DATH 105, 176, 4, 238, 207, 228, 207, 166
: 207, 224, 206, 144, 4, 16D, 206, 132, 207, 22

2 158, 178, 4, 1680, 158, 132, 207, 108

S22 DATA 176, 20, 174, BB, B, 198, 2BE, 202, 2
28, 251, 165, 208, 2081, 48, 176,27, 163, 48, 13
e 206, 203, 21, 106, 176, 18, 174

SZ4 DATA BG, &, 270, 206, 202, 208, 251, 165,
208, 201, 218, 144, 4, 1689, 218, 133, 206, LES,
208 141, 4, 208, 24, 105, 2, 141

S2E DATA 5, 208, 24, 105, 2, 141, B, 208, 24, 1
WS, 2, 141, 7, 208, 185, 8, 24, 105, 7, 137, 205,
189, 3, 133, 204, 162

526 DATA =, 1289, 50, B, 24, 125, 84, 6, 240, 41
2 1358, 72, 188, 66,6, 189,70, 6,10, 10, 10, 10,

244, 105, 15, 170

S27 DATA 189, 1k. 141,81.6, 189,0, 6, 145, 2
B4, 1256, 202, 206, 81, 6, 208, 244, 104, 170, 18
3, B2, B, 157, 0, 208, 198

28 DATA 285, 202, 16, 201, 189, 0, 1684, 207,

138, 136, 145, 204, 2008, 145, 204, 200, 169, 25
Sy 145, 204, 208, 145, 204, 200, 169, 0

529 DRTA 145, 204, 200, 145, 204, 206, 92, &,

208, 2%, 175 95,6, 141, 92,8, 172,10, 210, 17
7,58, 281, 130, 240, 4, 201

530 DATA 131, 202, 4,73, 1, 145, 88, 76, 95, 2
=8, 169, 8, 137, 209, 104, 165, 209, 240, 252, 9
5: -1

el REM CHSET DATA
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610 DETH 235, 129, 129, 129, 129, 129,129, 2
=g,

20 DATA B4, 98, 2475, 247, 247, 295, 127, 126

EID DATA @, 38, 114, 115, 119, 127, 127,82
4@ DATA -1
700 REM PRGE & DATA
Fi& DATAR 8. @, 0, 24, 24, 24, 24, 8, 3, 56, B, 24
y Sith . 4. 40, B

T20 DATA W, 0, D, 24, 24, 24, 24, 8, 8, 24, 24, 2
4y 248, 3, 8. 24
7I0 DATA B, 0,1, 24, 15%% 157, 90, &, €08, &0,
24, B0, 36, 36, I8, 36
S0 REM ++=READ TN ML
810 TRAP 2220
2018 FOR KR=START TO START+9999:READ A:
= KL RENEXT K
REM #=xREAD IN UHERALTER SET
POP sTRAP 20730
= FOR T=1 TD S11:PORE CHBASE+T, PEEK
CS7E306+THIENEXT T
D10 FOR K=CHRASE+E TO CHRASE+-3999: REA
D A:PDRE Ky ASNEXT X
AT 4 RFP‘ aREAD IN PAGE B DATA
I PORE G L7 SPOKE 756, CHBASE /2E8E: P
OF *TRAP tl—w .:L’)
4318 FOR K=13Z25 TO 1i793:READ A:PDIKE K,
AENEXT K
4070 POP
4518 LEVEL=1
47 1@ POKE S4279, TOP-3:POKE SZ277, 3: POK
£ 359, 82 POKE MYPMBRSE, TOP-2: HE‘-—@- GC=
SPE9 POKE 708, 5: POKE 709, 72:PORKE 7180, 5
2P0ORE 711,78

SRED Y HESUHRS (1250
‘_JQ\GQJ POSITION 2, @32 #8353 "goora"380
SOTVE FPOSITION @, 137 BE3"hion soors “35H

=L L-'l

Z2OR POSITION 13, 2872 #E3 " 1evel "3LEVEL;

"
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S110 POSITION @, 3:7? #63"press start/ss
l&'l A

Si m=“EEK~Z""S>'*-PLEK(‘"‘U&B
uBmD TF K=E DP T=@ THEN £110
5700 IF b‘” FHEN LEVEL=LEVEL+(LEVEL (9)
+1 s POSITION 13, P HEYLEVELS " M
S71R IF PEERK(SIZE79y=K THEN 5710
Sed GOTD S91
EQQD REM +=+START bGAME
£110 PORE VFLAG, i:POKE S4285, O
E14B HI=INT(IVBLANK/ 50 A POKE 547, HIsP
ORE S48, TVBLANK--HT 255
6180 POKE 4226, 84
7010 STAGE=LEVEL : SC=2: MEN=Z: POSITION 5
L8877 #E5 'DODDAC
TE1® POSITION @, 1:27 #B3"

77i@ POSITION @, 527 fE35°
7740 POSITIDN 13,02 #E;"tefts " IMEN
8000 REM #+SET DIFFICULTIES
8110 K=GTAGE:IF K)>1® THEN K= 1(’)
8122 POKE 1620, KiK=100-STRGE+2: IF K{5D

THEN K=H50
8130 POKE 161%9, KiK=144-8TAGE®
S148 POKE 1584, KsN=K/4: IF N)l@ THEN N==
i@
8150 POKE 128, N
D212 POKE 1618
8513 POKE
DSQE REM +::8ETUP SCREEN

S1@ COLOR FEIsFOR T=2 T0 1:PLOT @, T:D
RF!NTD 19, TaNEXT T
A COLDR 95 PLOT O, 11tDRAWTE 19, 11
BELD DOLDOR JERIFOR T=3 T Z22 X=RND (2
LETY=RND ORI 8+ 2 PLOT X, YEINEXT T
220 POSITION B, 902 #G31"STRAGE “:5TAGE
8942 SDUND @, 100, 18, 1R:FDR T=0 70 7N
EXT T:0DUND @, 200, 10, 12:FDR T=R0 T 7=
NEXT T

» L2PDRE 1829, 1

Dl =S
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B2E0 SOUND @, 150, 18, 10

ABDY REM +:=8ET ML VARIARBLES

W1 FOR T= TO 1:POKE PMBASE+7EES+PEEK
CPHITED +T, BENMEXT T

9070 POKE PHITE. 200: POKE PPOS. 10@

9110 FOR T=0 T0O Z:FOR K= TD 15:POKE P
MBASE1B24+T+206+PEERCIEA2+T I 15+, BN
EXT KiNEXT T

9210 FOR T=1386 TO 169 POKE T. @:NEXT
T

92BN FOR T=161® TD 1E13:POKE T, LiNEXT
T

[E5DB REM +x:G8ET BAGIC VARIABLES (FUEL..?

9708 COLOR ZZ:PLOT &, S:DRAWTOD 13,5

9710 REM ++ZERD PLAYER

9750 SOUND 0, 2, 0.0

12000 REM ++HERE WE 0§D

10210 POKE 704, 1E+INTCIE=RND (@Y )+14

10022 PDKE 705, 16E+INTC1E:RNDC2Y )+14

105D POKE 706, LE+INTCIE=RNDCDIY+1 4

100735 POKE 707, 16+INTCIEHRNDCBIYY+14

1004 PDKE DEDFLAG. B A=LSRCUSER) s SOUND

2,2, 0:S0UND 1,0,0,0

1121 IF PEEKCDEDFLAG> THEN 15210

12000 REM ++END OF STAGE

120180 K= '

12110 SC=5C+K: POSITION S, Q7?7 #8550

12210 STAGE=STAGE+1

12310 GDTO 28110

15000 REM +=4PLAYER DIED

15010 MEN=MEN-1

16000 REM #=+EXPLOSTION

i6¥10 FOR K=0 TO 4:]F PEEKCIEDZ+K) (220

THEN NEXT K

le@ep POP

162D FOR T=0 TO 15:FOR 0=135 TO T STHEP

-1

16025 SOUND 0, T+ib+0G, 10, 10

16040 X=PMEBOASE+1Q24+200+K+2R5+0 POKE X
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e TOWER OF FLAMES aanasamsamaE

S PEEK CX=1) sNEXT GINEXT T
17000 REM #+DIGPLAY NUMBER OF MEN LEFT

17118 POSITION 12,237 #O:"LEFT " sMEN
L7218 BOUND 2, @2, 0,0

18O IF MEA P THEN 29910

129008 REM +a-DAME OVER

19012 POSTTION S, 65272 #E53 “gams over " iFD
ROR=] T0O 1EDINEXT K

19020 COLOR ZZ:PLOT 5 EDRAWTD 12,6
1907350 SURN=PE CEB+2
CPEEZK CSLRNY —1E )+ 1 Q0D+ ( PEEK (GTRN+1) ~1ED

<OEER CEHS SR 60=

1P+ CPEEK C SERN+3Y = 16) %10

19948 S0= SO+ PEEK (BORNFZ) ~16) )+ 10
190ED IF SO HS THEN HO=SC

19VED GOTD S070




cHHFHH camEsFor YourRATARI 600x1. S

ASTEROID
STORM

(16K CASSETTE, 16K DISK)

On your way to Alpha Centauri, you have been trapped
inan asteroid storm. Youmust navigate your way through
these huge moving rocks to the other side of the storm
without being hit.

POKE in the machine language, and the computer will
then display the title screen. Press START to begin the
game. Useajoystickinport 1 tomoveleftand right. Press
the fire button to go forward faster.

Hitting pods situated among the rocks will give you
bonus points. Pointsare also awarded if youmake ittothe
otherside. Every 10,000 points, an extra shipisawarded.

- . . ¥

A - . -
- - -
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1B REM #=:RSTERDID STTIRMe

20 REM #=:BY CLIFF MOUDNMEL Lk

S0 REM s=+VARIARLES

B0 NO=@:Ni=1:iM2=2iNE=I2NE=6GIDIM HONID,
TOMZY s TON@IY =N T ONI Y =NE+NE: T ON2Y =482 T ¢
Sy =102

£ FOR G=N@ TO NIsHCG) =N NEXT G

70 DELAY=140502WAIT=14052 VFLAG=14554

DFLAG=14555: AFL.AG=14856 » BFLAG=14557 * DL
I=14376: USER=14T39%: START=140280

B0 M=14Z28 BASE=205: PPOS=20S s PHITE=20&
PSDELAY=208: SWATI T=229 1 HFLAG=1 4558

108 REM #+8ETUS GRAPHICS

110 POKE VFL.AG, N1 :PDKE 10, S9:GRAPHICS
18: POKE BASE+NIL, M/2SE+N2+N2: POKE BRASE
» ND 2 POKE 8275, 16 HS=NG

115 POSITION NI, NZ2? #NE:"ASTERODID STOD
RE“ 2 POSTITION NIE+NL, NE®? #NES"PLEASE W

AIT" sPORKE S3774., ND

120 DLIST=PEEK(SER)+256+PEEK(SEL ) : POKE
DLIST+NZ, PEEKC(DLIST+NZ)+128

138 FOR K=N& TO 16:PDKE DLIST+K, PEEK(D

LISTHRI+12E:NEXT K

149 PORE SWRIT, NE:POKE SZ277,NI:PDKE S

59, B2 POKE S427%, 86 POKE PHITE, 240:POK

E PPUOS, 100

145 FOR G=N@ TD 255:POKE M+768+0, N2 PO

KE M+ 1280+0, N2 POKE M+1576+6G, NQ:PDKE M

179240, NASNEXT §

150 FOR K=N1 70 12:3RESTORE :FDR L=N1 T

0 la:READ A POKE M+-1297+L4+K+15, A2 POKE

M- L5ESI+LAR+16: A

16l NEXT L:iNEXT K

180 POKE 705, N POIKE 708. N1 :POKE 784, 1
16:POKE 707, 116

280 REM ++AGTERDIDS

2189 DETA @, 28, 22, 08, 95, 195, 129, 193,67,

T, 108, Ik, B0, O

Z0B REM #+w:PLAYERS SHIP

219 DATA B, 28 25, 62,662,882, 127.0. 0,0, 7,
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G, 0,0, 8,0
SE@ FOR K=N@ TO 15:READ A:POKE 145TE+K
s ATNEXT K

SO0 REM +POKE IN MROHINE LANGURAGE

5SSO N=N@: RESTORE Z2000

“ED READ AIF A -NI THEN POKE START+N
» ATN=N+NL 1 G0TO Sl

B0 REM ++SETUR INTERUPTS

G20 A=USRCSTARTI:A=INT(DLI/2SE):POKE 5
13, ATPORKE 512, DLI-25E+Ar POWE S4206, 192

B30 FOR O=NG TD 12:PORKE 785, G+240POKE
TR, G:FOR K=N@ TO 1S*NEXT K:NEXT G
BS99 ? HNESCHRSC1IZ25)3:POSITIOM N1, NE:?
H#NE 3 "PLLEAKE PRESS START":IF SCYHS THEN
HS==8C

ob? PUOSITION Ni, N@:27? #NEs“soore “380:P
DSITION NI NIz? #NEI"mMigh scors “1HS:N
E=]

678 IF PEERCHIZ?IY ONE THEN 870

690 ? #NESCHRE (125 1 SC=NQ:STAGE=N1 = PDS
ITION Ni-NR:? #E:3"goore “3sSC:L=NT:00SU
B 1z2010

700 REM *++SET ASBTERDID SPEEDS

710 POKE WAIT, N2:POKE DELAY.NI1:POKE VWF

LAG, NL:PDSITION NiE.NE:? #NES"STAGE "315H
TAGE S s PORKE HFLAD. N : BS=N1

718 RESTORE 1Z@0730:GD8UR 17010

717 GOSUR 10010

72D FOR K=NB TDO 11

7I0 X1=INT (RND (N +STOGE+4) +INT (RND (N@
Y+ S a1 28HNT s X2=INT (RND (N2 #5TACGE+4.) +
INTCRNDONG ) +0. S) =1 28+N1

74D PDORE 14464+K, X1 :PDKE 1450041, X2:NE
XT K

750 PORE VFLAG, NP: POKE PHITE., 240

1020 REM +=:0AME STARTS

1218 PORKE SDELAY.E&Q:PORKE AFLAG, NG

1072 POSITION NE. NE:? #HNEZs“ .
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-
i

143 POKE 82278, N2 POKE DFLUAG, NP2 PORE
AFLAG, NP PORKEZ VFLAG, N

119080 A=USKRCUSERY :0ON PEEK(BFLAG) GOTD L
510, 14189, 1220

1200 REM =+MADE IT!

1220 BLSUB 111

1250 STADE=STAGE+NL:GDTD 712

1402 RLH 4R 1T BONMUS PLD

1410 N=N@

1420 IF PEERKCDIZEEHN)Y /N O TNTOPEERISED
SE+NI/NDY THEN 1450

1438 N=N+mMLzIF N(N’+N1 THEN 1420

1449 PORE DELAY. NL+NISGOTO 1042

1458 H=(PEZR(PPOS) ~4@) /2 T=(PEEK(PHITE
=Sy /1lE

1435 K=10@0+INT(2+BS+@. ) :POSITION H, I
? NG K SC=80+K e BE=BS+-N1

1460 FOR K=120@ TO N@ STEP -ZR:S0LND M
B, Ky 1D N2+NZ s NEXT K

1478 FOR K=N@ T0O NIZ:G=M+7ES+HC(N)Y +K 1 POX
E Gy PEEKCDY TN ENEXT K

488 POSITION H, T2 #NE3" "R PDSIT
TON 7, N2 #NEj;SC

143998 SOUND Ni, N2, ND, NP :GDSUR 2000

14395 GOTO 144@

1508 REM =HIT ASTERDID

1510 L=L-Mi:0DSUR 2210:TF LONR THEN 1

e
wials

1515 PUOKE SZ278, NO:PDSITION N2+NIL NE:?
#NE 5 “GAME DVERY s FDR O=N@ TOD 1SB:MEXT

G:00TO BES9

1520 N=PEENW(PHITE

1530 POKE SDELAY, N@:PDKE DEL.AY, N@: PODKE
PHITE, Z8+1b+L: PORE PPOS, 51 : POKE HFLAG
» Nl 2 POKE VFLAG, ND: G=PEEK (Z0)

189580 IF PEERCZBI=0 THEN 1550

158@ POKE VFL.AG, M1 :GOSUR 1i:201@: PD\r DF

LAG, Ni: PORKE HFLAG, Nd: POKE VFLAG

1578 PDKE SDELAY, N@: POKE DELQY:NB:IF P

EEKCPHITEY (N THEN 1572
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1580 COsSuR 1110
15980 PORE AFLAG. NB:GDTD 700
2008 REM ++EXPLDSION
210 PORE AFLAG. N1 2PORE VFLAG, NQ s POKE
HFLAG. NI = PDKE SDELAY.N@: POKE DELAY. N@
202 FOR G=515 TO 8 STEP —-N1:FOR K=N1 T
0 G:S50UND N@, 255-C (G-8)+Z2)-K, 10, 10
203D POKE 14576+K- Ni:PEEKCiAﬁZE+K)=NEX
T KaNEXT G:PDKE VFLAG, N1 :POKE PHITE, PE
EK(PHITE)—NE- N;
2040 DATA B, 73, 75, 42, 42, 28, 28, 119, 119,
‘...uv '4-.\..” 4&.7 L"a« 7'».-'1 7'— ? m
2B50 RESTORE ZR4d:FDR G=N@ TO 15*READ
A POKE 14576+6, ATNEXT G POKE VFLAG, NO:
n+“&rh«'ma
2BE0 IF D=PEEK(ZRY THEN 2060
EiZ)’}'(ZI POKE VFLAG, N1 :FOR OG=200 T0O NB@ STE
F‘ 2:S0OUND NP, G, 10, 1@:NEXT G
EBUW RESTORE Zid:FOR G=N@ T0O 15:READ A
fPRORE 148B2e+5, ATNEXT G
2098 RETURN
Z0BY REM ++EXTRA
01D POKE VFLAG, N1 IF SCNE210D2080 THEN
IDse
IOZY NE=NE+1:2IF LYI1@ THEN IS0
IDIW FOR G=N1 TO NI--NI sSOUND N@, 25, 10,
12:FOR K=N1 TO 1@:NEXT K:SOUND N2, NB, M
D, ND:FOR WK=N1 TO 4@:NEXT KINEXT 3
B4 L=l rDDSUEB 12010
INTR POKE VFLAG, N2 RETURN
12008 ReM ++PUT RBONUS PODS ON SCREEN
1LY FOR S=N2 TO NI:FDR K=N@ TO NZ:PD
KE M+788+HCGY +K, ND: NEXT RINEXT G
1320 FOR G=ND TD NIsH{GI=INT(RND(@)=*1 |
SS)FADFH=INT CRMD (@151 ) +45
10240 FOR K=NB T0O NI:N=M+7ES+HHIGI+K: PO
KE N» PEERCNI T CE) sNEXT K
iPPSY PORKE SZ282+35, HINEXT 0
130ED RETURN
11318 POREZ DFLAD, N1 2 POKE AFLAG, N1 2 POKE
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VFLAG. N@&
11020 IF PEENCPHITE)Y Y 2ZD THEN 11990
11020 SC=8C+1D+5TAGE*POSITION 7, ND:? #
NE3SCS :GOSUR ZPa
11240 SOUND NB, S0 10, (BsFDR K=N1 TO N2
HNIZENEXT K:SDUND N@, N@d, ND, NiZ = POKE DELA
Y. N@3:GOTD 11i@:20
11250 PORKE DFLAG, N@:RETURN
12000 REM ++DISPLAY SHIPS
12010 FOR G=Ni TO L-NI:RESTORE Zi@:FDR
K=N@ TO 15:READ AIPOKE M+ 1792+20+K+1E
#G, AENEXT KENEXT §
12020 FDOR K=NQ TO 15:PDKE M+1792+20+K+
15*L,N@ NEXT K
2030 POKE ST251, 51 sRETURN
:mmm REM #=4TLUNE
13010 READ A, B:IF AO N1 THEN SOUND N2
R, 10, 10:FDOR G=N1 TD Bx25:NEXT G:00T0
17012
12020 SOUND N@, N2, N@, N s RETURRN
12030 DATA 121,2,8,. 1,121, .35, 108, .23,
:.‘E;'l - -:':-1 91 k] 4..'1 =1, -1
22080 DATA 1EZ, 85, 160. 11, 169, 6. 32, 92, 2
“ovimﬂ;qﬂl17T7218155724ﬂ7317512?&a55,1
73, 228, 56, 202,63, 162, D
I2PAL DATA 189, 128, S, 133,62, 189, 'ﬁﬂns
B, 132, 4, 189, 152, S, 1335 8, 32, 231,
4y 157, 1648, 55, 185, @, 157
T2 DATA 152, 55, 189, 164, 55, 137. 682, 18
D, 178,356, 132, 4, lp Y, 188, 55, 1375, 3, 2. 271
» 9%, 165, 4, 157, 176, 5F, 1E£5
I200% l)g B, 157, 188, 56, 232, 2324, 11 o, 2ee
7.‘9;..‘ 1 74.‘._4.1\.JE:~ ._mc.n;t‘-; :—7?1[7\7,«.'.17 1‘?":_.'- i
KDE ‘.1&']'-_;7 1’;\57 :—1 /t‘r‘ !m,w) .Js:'v ::
I20Q4 DATA 205, 126, 144. 2, 198, 205,173, 2
19, 56, 240, ZL, J-':l?]y 206, 208, 4%, 177, 16, 208,
=208, 26, 206, 216, OB, 208, 29, 1773
IZ20VS DATA 217, S, 141,218, 55, 198, 228, 1
53, 133, 141, 1,210, 189, 150, 141, 0, 219, 75,
158, 55, 1899, 141,1, 210, 141
41
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E‘EEH:H#EZHZ: GAMES FOR YOUR ATARI 600 XLTEF;:H:H:H:ﬁE‘p

"‘“‘)le}i"{} OF‘!TF—\ A, ;'"'L(?h 193, 2 'C‘w.w W2, e 16D, :‘?“”\
) B, 20E. 165, 1,209, 144,

>

? jEJ..)7 . [?\?\1 1352, .:.,V‘C.»1 189, JL.E)-..v 1,45

FI2@PVT DATH 176, & 1ED, 45 13T, 2005, 185, 20

""~7 201,40, 176, 4, 169, 48, 137 W, 16D A 15

2y 148, 2007, 138, 208, 251, 164, 208

"3':‘(23@'"’ DATA 162, 15, 189, 200, 96, 148, 207, 1
S, 2 lZL ) 1(:” 247, LES, 205, 141 208, 169, 0,
1 o VE . TE, 95, 2208, 185, 62, ll-..

Tim@‘"l DATA 115, 74, 74,74, 74, 137 1, 1E5, B
Pa &1, 18, 240, 15, 24, 1801, 4, 1375, 4. 201, 16 1
44,6, 41, 15, 123, 4

IZ2RID DATA 23R, 1 2 it_n_n g3, ll l 2 128, 2 Vh-w 14,
185, @, 56, 225
2 B, 9B, 16D, @1 .:..LI-‘.‘ 1@1.

SE0tl [‘)l"‘l"i"ﬁ‘i 1. 200,210, 144, 2, 169, 5, 177,
fﬂv "W..u 7o, 18, 7R, 166, 207, 189, 152, 56, 141,
1.2 » 189, 186, 86, 141, 2

"-.:DI 2 DATA 208, 2030, 207, 184, 178, 104, 640,
104, 1772, 12, 288, 242, 4, 169, 1, 208, 29, 177,
oy .":Q!E}: 2h, 1’31‘.\7 ?’)1 = -_—-v 1&"'3: !D

2013 DATA 208, 109, 11, 200, l'} b, 247 44 1
69, 2, 208, 2, lF.I\.‘: 206, 201 . 43, 2082, 220, ,F"r)

Iy 2EE, 218,56, 141, 221, O, 96, 1
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BLOCKOUT

(16K CASSETTE, 24K DISK)

It is the year 2109 and the differences between nations
are being fought out in gladiatorial-type games, instead
of in war. You and your opponent control ‘death cars’
which leave a deadly electrified wall behind them as
they go. You can only move forwards, so the safe space
left in the arena gets smaller and smaller. Outsmart your
opponent by blocking him in.

After running the program, SELECT the number of
games to be played before the winner can be chosen.
Press OPTION for a one or two player game, and press
START to begin. Use joysticksin port 1 and 2 to move left,
right, up and down.




T oavsror vou ntasssonse. THFTTFED

O REM aa@ex BLOCKOUT b
2 REM #ssk wyitten by et
S REM #=b# (3. Ryan, 1984 %

19 GOTO &S5
PO S5=GTIOK(PYsB=R+1:IF 8015 THEN HO(P)
=HI (B VP =V (53
E2O O X=XCPa+HPY Y=Y (PY+V O LOCATE X, Y.
C:COLOR P+iaPLOT X, YIX(PI=XaY(PY=Y:P=
LCPY2IF  NOT C THEN 2@
4@ FOR A=15 TO N STEP --0. 7:S0OUND N, PEE
RCSZ770) -8, ATNEXT ASTF P=PLC(PY THEN &0
S8 PLCPY=P:RIL=R:0(0TD 20
B0 B=R+EBE+PL-B1 iB=INT(R/Z2D+2D:5(P)=8(P
J+HBIPOKE 857,672 "lbonusits
78 FOR A=R TD N STEP -20:PDKE ESEG, Z:PO0O
KRE B37,12:? A" Y3 :POKE &56.NI1L:POKE &
57, 4+10+P:? SC(PY-A
88 SOUND: N, 80, 18, 10:FOR X=N1 T0O 10:NEX
T X:SOUND M. N, N, NM:FOR X=N1 T0O S:NEXT X
SNEXT A
98 IF SOCNIYHS THEM HS=5CND)
100 IF SCNIXYHES THEN HS=5C(NI1)

110 FDR FA=N1 TO JOQ:NEXT A:GOTO 210
SOB POKE 82, N1:GRAPHICS 5@ PDKE S59,N:D
=PEEK (HED) +256+PEEK (561 ) : POKE £5%9, N1
519 FOR D=D+Z28 T0O D+4a:IF PEERKC(D) OQOEBE
THEN NEXT D
520 POP sPURE D, 7@0:PORE D+73, 63 POKE D+4
’ EL POKE D+3I. 6:PORE 559, 24

S8 SETCOLOR 8, 7,8:5ZTCOLOR 1,12, 10

‘.;4\21 SETCOLOR 2, ZL E:SETCOLOR T, 1,822 RETU
RN
5980 DIM S5C1), XC1d, YCL1), HOLY, VO1:, RMCT)
P PLCLI, HICLIE)Y, VI CIS) sMN=Q 2 NT==1 2 W=E 2 GOSU
B 500
SEB SCNIY=NIGONT»=NIRESTIRE S70:FOR A=N

TO 7:READ D:RNCAX=DINEXT A:C8L=S3279
D76 RESTORE SBER:FOR A=N T 15:READ X, VY
FHLCAY =X VICAY=YINEXT A:DATA 5,12, 15, 2
@, 25, 30, 108, 200

P
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580 DATAHA 0,0,0.0.9,0,0,0,0,.0, 1.0,1.0, 1
* (ZL mv m': -1, 87 '"‘11 (?.\1 "“11 B, mw m'r mv 11 (Dv "11 ﬂa (Zl

B0 ? #ESCHRSCIZSHNCOLOR 2:PLOT M, B:DR
AWTD 79, A:DRAWTD 7%, Z9:DRAWTD @, Z9:DRA
WTD 2.0
E1® RESTORE 1000:Z=N:COLDOR 2
620 FOR A=12 TO 21
3@ READ DfIF SOGNCDY (O -1 THEN RLOT 14+
D, ATREAD D:DRAWTD 15+D, A:06O0TO &30
E4 IF D=-3 THEN Z=Z+1:IF Z{(Z% THEN RES
TORE 101@:NEXT A
ES0 NEXT A:Z=0
eV ? CHR$CIZS5):? “"WRITTEN RBRY G. RYAN"
70 ? “IPLEASE PRESS STARTI“:? Ihi
soore s | YIHS
620 POKE 709, Z:Z7=Z+(Z(254)Y+2:S0UND @, 2
Se~Z/5%, 1@, Z:S0UND 1, 255-2/3, 10, 72 IF PE
EKCCSL)Y OB AND STRIGON) THEN &8
690 SOUND N> Ny N> M:SOLIND N1, N, N, N:2IF ST
RIG(NY=N DR PEERC(CSL)Y=E THEN £90
700 GRAPHICS 18:PDSITION 6,27 #Wi"Iib)
ookout " IPOSITION 1,5
710 ? #Ws'option ¢ 1 PLAYER":POSITION
1,7:? #Ws'ssiect @ 5 RIOUNDS":FOR A=1 T
0 4@ :NEXT A:D=N
20 D=D-N1:A=PEEK(CSLY:D=D+(AO 7Y IF D
{1 THEN GOSUBR 747:D=2@
730 GOT0D 720
748 IF A=E OR STRIGONI>=N THEM RN=RNC(RM
Y+1:G0SUR SRAGOTO 810
750 IF A=% THEN 202
760 IF AROZE THEN 720
770 PL=PL=0:POSITION 18, S5:1IF PL=1 THEN
? HWI"E PLAYERS" :RETURN
780 ? #W3"1 PLAYER ":RETURN
D00 RN=RN-+1: RN=RN+CRN{(E) :POSITION 10,7
2?7 H#WIRNCRNI 3 ROUNDS " 3RETURN
810 PLIND=1:2PLCL1Y=N:IF PL=N THEN PLCN)
=N

",
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CEEEFFFHEEE onvesronvomsmmisonc, S

850 POP :7? #W3CHR$CI2SH:COLOR Z:PLOT 0O
»@:DRAWTD 79, B:DRAWTOD 79, Z9:DRAWTD 0, =
2: DRAWTD ©.0

860 RN=RN-1:? CHR$C125):7? “P1:"58C@3 53
POKE &57,11:? "p"3CHRSCIE) SCHRBCIZED 55 ¢C
1) :P=0:H=0:B1=0: B=0

870 ? “IST:I"3RNM3:PIOKE B57,11:7 "“iHII
YIS

280 X(@i)=9:X(1=70:Y (D) =12:Y(1)d=19:H(D
Y=t HO(L)=—-1: V(@) =0:V(1)=0

S0 IF NOT RN THEN 930

91@ IF STRIGCD) THEN 31@

920 GOTO =20

920 ? "IGAME DVER-hit starti"

940 IF PEERKC(SIZ79) OB THEN 940

950 GOTD Sed

1600 DRTA @, T, —1

ilDIB DQTP! 07 (01 \_51 w17 9. 4, .:En :57 481 "-81 ’_~ (E] lZl
26+, 93, 121 15, 20, 2%, 26, 26, 29, 29, 22, 35, 3
9, 29, 47, 47, 46, 58, -1
1028 DATA @, 0,6.6, 93, 3.

9, 26, 26, 28, 28, I2, 32

LGy Sy Dty Dl
S, 48, ~1

10729 DRATA 0. 0.6,6:9,9,12, 12, 16, 16, 19, 1
9, 26, 27, 32, 32, 6. TE, I8, I, 4T, 4T, 48. 48,
...1

1040 DRATA @. 06,699, 12,12, 16, 16, 19, 1
9, 26, 26, 28, 28, I3, 32, 26, 36, 79, 39, 47, 47,
48, 48, —-1

1050 DRATA @, E.9,9, 15, 16, 19, 23, 26, 26, 29
1 29, 32, 36, 39, 42, 48, 48, -1

» 12, 13 16, 16, 19, 1
36, 36, 39, 79, 47, 47,
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SPACE
ATTACK

(16K CASSETTE, 24K DISK)

You are the commander of a stationary space station,
threatened by asteroids and hostile aliens moving in on
you from four directions. You must destroy them before
they collide with you.

Pushajoystick in port 1 in the direction you wish to fire.
If your score is impressive, you can enter your name in
the 'Hall of Fame'.

& REM s GPACE ATTADK

€& REM ##+#% py B. Ryan

10 GOTD 140

19 REM MOVE AL IENS

20 COLOR Z2sPLOT AL, 125PLOT AR, 12:Al=A
1-D1:A2=A2+D2*COLOR Cl:PLOT A1, 1Z:COLD
R C2:PLOT RZ, 12:DOLOR 32

I0 PLOT 20, AZ:PLOT 20, A4:AZ=AZ+D3: AL=A

4-D4:COLOR CI:PLOT 20, AZ:COLOR C4:PLOT
20, A4

40 IF PEEK(SI770> (DF THEN Di=SP1:D2=SP

2:DIE=8P3: D4=SP4L:C1=CH:CE=C1 :CEx=C1:C4=C
1

S0 GOTO USRCLEZY, KL AND ALY>ZT AND AR
E.5 AND AZKID.S AND A4 17

%9 REM SHDOT LASERS

&0 SOUND @, 35, 1@, 8:C0OLOR 18: PLOT 24,12
SDRAWTO R1, 12:01 =32 KL=KL~SOND1Y s D=0
FCOLOR Z2:PLDYT 24, 12:DRAWTD AL 12

70 SOUND @2, 0,2, @:A1=51:G07T0 20

80 S0UND 8,35, 1@, 8:C0L0R 18:PLOT 18, 12
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FFEFEFTT ommesronvommmasssoms T

SDRANTD AD, 12y DE=T0 KL =L ~85GNCDEY s D2=D
COLOR Z2::PLOT 16, DROWTD A, 15
28 SOUND @, 0, 0, B: O2=82: 0070 289

100 SDUND @, 35, 10, 8:C0OLOR 1242007 20,
L@:DRAWTD 20, AZCE=F20 0 KL=KL-8GM(D) e DX
=@ COLOR Z2sPLOT 20, 10:DRAWTD 28. A=
118 SOUND 8, 2,0, 0:a7=03:00T0D 20

120 SOUND 8, 75. 1@, @:D0LNDR 124 PLOT 20,
L4sDRAWTD 28, A4 s =T s KL =KL ~G0GMID4 Y 2 D4
=@:COLOR ZZ2: PLOT 22, 12 DRAWTD 20, D4
1@ SOUND @, 0,2, D:A4=54: 06070 20

139 REM INITIALIZE RDUTINE

140 POKE 82, @:PORKE 273, 55: 008U 200:AD=
1S7Q:RESTORE 1D0Q: TRAP 160

15@ FOR AD=1570 TO 1777:READ D:*POKE AD
» DEMEXT AD

o9 REM DOWNLOAD CHARACTER-SET

160 POP UHSET=(PEEKC 105212y +256:D=US
RC1S7@, 57344, OBZE7, CHSET Y tRESTORE 20012
:TRAP 190

169 REM POKE IN NEW CHARACTERS

170 READ D:FOR AD=CHSET+D TO CHSET+D+7
:READ D:POKE QD,D-NEXT AD:GOTD 170
199 DIM NAMES (120, HS (120, CHC LAY, BLLC4AY,
SP{S». 8T (S5, BKC4)

200 FOR A= TO 12:HSCAY=B:NEXT A:8T (@
=P:STCL)=1:8T(2)=1:8T(Z)=2:8T(4)Y=2:5T(
Sy =4

210 CHCBY =0: CHC 1) =B84 s CH (2 =3G 1CH(T) =F4
SCHC4)Y=B4:BL (A =T sRBL.C1)Y=E4¢ BL(“)‘1“:=
BLUZ)=9E:RBL (4)>=0

E220 NAMES C1)==" ":NAMES(120)=" ":NAMES(
'3=NHME$

IO SPCD=0. 35:5P(1)=0. Q-JP'“F—B BiSP(E

J-B.Eanta =]1.2:8P(5)=1.5:BR(By=161" Bh
Cly=34: Bh(‘i-iﬁT-Bhl"‘*ICé GOTO 900
239 REM HI SCORE SUREEN

248 GRAPHICS 1787 #g3 spaos attack
e HEYY ITOP TEN SCDRES Y

250 FDR A=0 TD 9:7? #6:? #E3" 00DQQ"s:P
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DRE 89, PEERK(ESY -LENCSTRS(HE (A 311 ? #63
HSCAY 3 “SNAMES CRA+I 241, AxI2+1 20 sMEXT A

260 RETURN

279 REM STARRYT OF GAME

280 WV=0:8C=@:L.V=23EN=50:DF=40: 8P=0:
=Q:N=Q:EX=1000: GRAPHICS O: POKE 52,2
289 REM SET UP NEW DISPLAY LIST. IN HI
-~RES. MULTICOLDR TEXT MIODE

290 PORE 13938, 112 PORE 1537, 112:POKE 1
538, 112:POKE 15729, 66: POKE 1540, PEER(EE
)

IV PORKE 1541, PEER(E9:FOR AD=1542 TO
1564 :POKE AD, 4:NEXT AD:FPOKE AD, 85 POKE
1566, @: POKE 1887, &

210 GRAPHICEH D:POKE 782, 1:SETCOLOR 2.0
+D:POSITION 11,1122 "{PREPARE FOR ATTA

CKY 1"

J2@ FOR A=1 TO T:S0UND @, 122, 10, 8: PORKE
755, 2:8ETCOL.OR 2, 5, 2FOR D=1 TO 90A:NE
XT DiiN=1

330 SOUND @, 160, 10, 8: PDKE 7355, 0: SETCOL.

OR 2,@,0:FOR D=1 TO 9@:NEXT D:NEXT A:S

IZ9 REM INCREASE DIFFICULTY

I4D WV=WV+1: POKE 559, 3: PORKE 1536, 112:03

OSUER 9&2:POKE S50, B3:PDRKE S6l, 6:POKE 75

&, CHSET /258

IS0 PORKE 77, @2:1F PEEK(SIZ79)=Z THEN 85

']

60 POKE S9549, Z4:SETCDLOR B, 8, 6:SETCOLO

R 1,2, 10::SETCOLDOR 2, 14, 2:SETCOLOR 7%, 11
110

Z70 FOR A= 70 12:CDLOR BRK(RNMD(@Y+Z) P

LOT A, RNDCR)#22+1:PLOT A+20, RND (D) #2232+

1:NEXT AsIF N THEN 420

I8 DF=DF+1®:IF DF>1E80 THEN DF=70

Z90 IF WYY2 THEN SP=SP+1:IF SP)S THEN
SP=3

ST
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FFFF i omemsronsoummmisooss ST

4908 IF WV 2 THEN 9T=5T+1:IF ST»S THEM
ST=2
409 REM SET ENEMY ATTACK SPEEDS, START
ING POSITIONS, ETC...
410 EN=EN+INT(RNDC(R)1@+1@) 2 IF EN) 2P0
THEN EN=30
428 S1=38-8T (RNMDC(@)+5T) :?2
*ST):SZ—1+ T CRND (DY #ET) 1 84
3#8T

430 N B: C1*32=f“= 1:Co2=C1:C4=C1 :A1=78:
AZ=0:AZ=1 1 A4=2T:K =EN
440 SP1=SF(RNDC@+GP) 1GP2=0CP (RND () +GP
JI:EPI=SPCRND (DI =GP @P4~ P CRND (B 5P )
450 CH= EHLRNDL@)*&J‘Di =@QsD2=P1 sDE=D1 D
4=D1
459 REM PLAYER'H SHIP
468 POSITION 18, 11:? “1ikim!":PDSITID
N 17,1222 "foparstui“POSITION 18, 135:°?

“lvwxyzl“
470 PDRE 207, 1:POKE 2022, 1:POKE =202, 1:0
07D zZ©
430 POSITION 18, 11:3IF KL=0 THEN S58
4859 REM EXPLODSION
498 2 v PTPPN"“PDLIZIDH 17,1222 "+PTP
TPTT+"sPOSITION 1&, 182 "4PTPTT+"2D=RN
D@ +142IF SCYEX THEM GDSLIE 290
499 REM vPe IS (CTRL-PY, +Te I8 (DTRL—
T
SOB FOR A=1S 70 @ STEP -2, Z:50UND 2, 15
@, @, A:S80UND 1, 255, 2, A:50UND 2, 120, 2. O
PORE 1538, BL CRND (@AY +4)

Si@ SETCOLDR 4D ARRND (2O I iNEXT A:6C=
SCHEN-KL s LV=LV~13PDKE 713, B2 IF LV TH
EN &R0

S20 FOR A=1 TO 100:IF PEEN(SIDTI O T
HEN NEXT AV=WV-1:00T0 10

530 G0TO S50

549 REM ATTACK WAVE DVER

S50 GRAPHICS @:pPDOKE 792, L18ETCOLOR 2.1

50

+STCRND (D)
T—-ST CRND (D

e -

<
I
* s,




o[ sacommmace R

2, ZePOBSITION 58,1122 "Attack Wave WV
Yo Comp ! eted”

SEY POKE SI7E8. 4:P0OKE S3761, 18P . 5
ITES, 176 POKE SI7E8Q. 254.:POKE ST7EL, 197
SSE=INT CBSUHENFEN+SRP+INT (RND (R +120) )
S70 IF SCKEX THEN FOR A= TO SSAINEXT
A:SOUND 3, 3,2, 2:500UND 2,0, 2, 2:007T0 340

588 GOSUE 232R:FIR A=1 TO SSA:NEXT 0:80
UND @, 2,8, 0: SDUND 2, 9.0, 0: G070 240
E0@ FOR F=1 TO ZPDINEXT QA:DRAPHIOCS @0
ETCOLDOR 2, 2, D:POKE 752, 1:00SUR 960: PNS
ITION 15,7

E03 REM GAME OVER

E1@ ? “GAME DVER"::PDSITION 11,1027 "Yo
ur Score @ RO

B28 POKE 85, PEEKC(EI) -LLEN(STR$(GCI»:? §
C:POBITION 7,42

@ ? "Trhe HMign Scors 0 DO s tQA=50: 1T
F AHS (B THEN A=MHScd:

B40 POKE 8%, PEER(ES)-LEN(STRECOI 3P QA
FOR X=1 TO BRA:NEXT X

ESY IF SC=0 THEN 9022

EEd FOR A=0 TO 9:IF SCEHSOOY THEN NEXT

A:GDTO 2909

670 FOR D=9 TD A+i STEP —i:tHS5(D)=HS(D-
L)Y NAMES (DL 2+1, De12+1 20 =NAMES ( (D1 3 =1
241, (D11 20123 sNEXT DeHS (G =30

E79 REM ENTER PLAYER' S NAOME

B8 OGRAPHIUS D:SETCOLOR 2, 14, DPOKE 75
Sy 1GOSUR 9BR:POSITION 14.65:72 “"CGREAT S
CORE ' *

€99 POSITION 18, 3:7 "Now enter ¥our na
me"iPREITION 7,102 "For the high soor

= bhoara"
7AW POSITION 132, 12:7? “wORRRRRARRARRRRR
@ s CLOSE #5:0PEN #5, 4, 0, "K":GOSLIE 959

729 REM @+ IS (CTRL-Y, +Re IH (CTRL-
R
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Eﬂ:ﬁ:ﬁ:ﬁ#ﬁ# GAMES FOR YOUR ATARI 600 XL ‘;]:Hj#{:ﬁjj

710 POSITION 12, 1332 | i
"IPOSITION 125 14:37? "+ZRRRRRRRRRRRRRRC+

719 REM +Z« IS (CTRIL.—-Z), +Ce¢ IS (CTRL-

(I

720 TRAP 720:Z=14:POSITION 13, 12:POKE

732,022 " Y3 iPOKE 764,255

730 POKE £94,0:POKE 702, 84:0ET #5, Xt IF
X)ZE@ AND X (96 AND 7Z<26 THEN POKE 767,

@:? CHR®(X)3:Z=Z+1:00T0O 7Z12

740 IF (X=128 OR X=3I@> AND Z)14 THEN ?
CHR$(X)s 21 Z=Z-1:06070 7320

798 IF X=125 OR X=186 THEN POKE 7S5&,1:

GOTO 710

760 IF X=127 THENM Z=2S5:POSITION 24, 1735:

? CHR$CZ1) 5:00TD 720

770 IF X O 155 THEN 730

780 POKE 7Sz,1:? :FOR Z=1 70 12:L0CATE
134+Z, 135, XeNAMES (A+12+Z, A1 2+Z)=CHR% (X
JEINEXT Z

799 CLUOSE #5:TRAP 400002:G07T0 900

S0 GRAPHICS 18:POSITION 4, 4:7 #E3"spa
e attack"

810 POSITION 1,627 #E5"WRITTEN RY G. R
YAN®

820 RETURN

858 GRAPHICS 12:POSITION 2, 4:? #53"mis
sion aborted"

SED POSITION S, 6:? #E63"igame over|"
870 FOR A=1 T ZSQ:NEXT A

IV FOR A=33I760 TO SZI7e7:POKE A, O:NEXT
A

910 GOSUBR 240:FOR A=1 T0 SDB:IF STRIGC
@) AND PEEK(SZI279) O6 THEN NEXT A:G0TO
IR

920 GDTO ZEv

9Z0 GOHUB S8DA:FOR A=l TO 1S0:IF STRIGC
@) AND PEEK(IHZZ79) OB THEN NEXT A:GOTO
912

340 GOTO 220

52



980 POKE SI76E, S:POKE S2761, 168:POKE 5

EZ765, 176 PORE SIE760, 254: POKE S3784, 127

3 RETURN

60 ? CHRSCLZD 3" SCORE 02000 WAVE
LIVES"; s POKE 85, 14-LENC(STR% (S0)

1872 5C
970 POSITION 22, 0:? WVIPDSITION Z4,0:7
LV RETURN
QB8 POSITION 15, 15%2 “EXTRA SHIP'"
990 LV=LV+1:EX=EX+5000: RETURN
999 REM DATA ¢ MACHINE CODE
1002 DATA 104, 104, 133, 204, 104, 1373, 203,
104, 13735, 206, 104, 1373, 205, 104, 1735, 208, 10
4, 132, 207, 160. @, 177. 2073, 145, 207
121@ DATA 230, 207, 208, 2, 2320, 204, 165, 20
4, 197, 206, 208, &, 165, 203, 197, 208, 240, 10
» 23 :“m7,~UB:23E,?3m,2@u;15@
19020 DATA @, '24!23, 224,177, 203, 200, 145, 20
7,96
10Z0 DATA 104, 104, 135, 215,175,197, 2,17
4, 199, 2, 141, 199, 2, 142, 197, 2, 104, 248, 473
+ 174, 120, 2,189, 161,6
iBad DATA 197, 209, 240, 16, 1373, 209, 164, 2
EBvIZLaﬁ@7:1' 1‘12’17T,317.B81411?5272

1058 DATA f_ ’ .,D%},ZTSS, JECL 3 133,215, 169
» 82, 133, 212, 96, 230, 213, 169, 224, 208, 223
» 20, 20, 20, 20, 20, 68, 60

iged DATA 6. 20, 80, 80, 80, 20, 120, 100, 20
» 1

1499 REM

1993 REM CHARSET DATA

2008 DATA 2356, 65, 195, 20, 170, 2@, 195, 65,
1]

Z01@ DATA Sit:, 65, 20, 56, 20, 150, 35, 20, 65
2020 DATA 640, 25, 68, 17, 134, 36, 226,68, 5
s}

200 DATA 72, 1652 45, 146, 41, 22, 198, 3
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FFFF T camesron vounmeams oo T

2040
H. 24
2050
2060
=B70
2050
=090
2102
2118

P }
21350
=
214@
2159
b}
2160

DATA

DATA
DATA
DATA

DATA
DATA
DATA
DATA

DATA

DATA

DATA

DRTA

DATA
DATA
DATA
DATA

DATA
DRATA
DATA
DATA
DATA
RPATAH
DATA

768, 52, 141, 258, 39, 104, 158, 19

IRk Crr k] 7 b ] g Rt
848,2.0.2.0,.0, 1, 42, 255

85&:: lZi ma ’ \:7: 251 8».)7 17@1 ‘.-\.JS
864156,;m 85, 85, 85.85, 170, 25

872,80, 0, 0. 388, 84, u.c;'- 17@, :cﬁ
880, 0. 0,0, 0, @, B4, 1E8, 255
m'..n 11 57!‘.‘35: ’ 1715‘17\:‘)\.]1\"}11

9t.11 \..H 9\.'70 -t 111.,;1 11«.." 851 8578

w4, 89, 85, 85, 159, 159, 85, 835, 8

L’D
}'1
0

91: u h 851! '_- 1.. P 2] ...‘—Iv
920, 85, 85, 85, 167, 167,85, 85, 8
26, 85,835,855, 217,217,85,85. 8

I8, 84, 80, 85, 94, 34, 85, 80, B4
N4, 255,42, 1,.0.08,.0,0,0
r"').J. ] ‘..-..JS'D 1"’93, 35.'1 O\...H 51 mv E’\ lZ\

96@7 "'61‘57 |.7D7 8.!1 x_\_J'l B.J') u;.J7 ,.2)-.

9881 :1_) ~d7 17?]1 851 851 EVH (.?!1 IZH ?\
76, :\E):J‘! 156.'” o0, 0, \731 @, ﬁ: g
&0.0,.0.0,0.-0, 0, 192

16, 8,2.,0.0,2,4,0,8

24, 0, B, mv\aﬂ-*) @.0.0.0

22, 2,192.2,0,0,0,2, 9

995, 18, 12, 12, 12, 12, 12, 12, 12




AT comem AR

GOBBLER

(16K CASSETTE, 24K DISK)

You are the gobbler and you have been trapped inside a
dark, eerie mansion, when you sight an inhuman glow
moving towards you. This glow comes from four col-
oured ghosts, angry at you for trespassing on their land.
Your only hope isto gobble all the round pills before your
pursuers catch you. When you have gobbled a power
pill you become temporarily invulnerable and can eatup
your pursuers to gain bonus points. You gain ten points,
multiplied by the stage you've reached, for every round
pill you gobble.

When you POKE in the machine language, or when the
ghosts catch you three times, the program shifts to a
special screen, displaying the high score. PressSELECT
to change the stage you begin on, and START to begin
gobbling. Use a joystick in port 1 to move up, down, left
and right.

LB OREM stk GUOREL E R aspmamsg

280 REM #:ky DV id+F Molorime ) |

"!‘2\ R F'M 'Mﬁi i.. Rf.'.’l"l?i IV(HY BE OMMITTED
., BE7 s CHANMGE =1 688
PHITOLR=5Z278:CN
e 154

SA=1EES PPOS=16E4 P
=] 7@ DEDF
W CHAR= 1 B84

- DE 108, A-STSTART={ [
4 3"-5‘31...(![\”‘-."“-,. T .L-‘ll (S e MY PMBASE=8TART
VIAZA HS=ADIM X4y, Y42

118 FOR K=1 T 4:READ X. YaX{R)=XiY(K)=
Y -‘-N'"x'l k.

1Y DATA 1,88, 1,0, 2.3
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cHFFFHFEEFFF omemsron voumammasons: T FEFFFFFED

120 GRAPHICS 18:PDSITION 7. 4:7? #6353 “GOR
BLER":PDSITION 1.63? #&35"by cliff mooo
nires) 1

138 GDSUEBR I0:210

149 COLDOR 170:PLOT @, Z:DRAWTO 19, Z:DRA
WTD 19, 7:DRAWTD @, 7:DRAWTD @, =

150 GOSUR F0D10

16 POKE 710,09

170 BRAPHICS @:DL=PEER(SED) +25E+PEEK (S
51):POKE DL+3, 70: POKE DL+EB. &5:POKE DL+7
»BIPORE DL+E, &

210 POKE 704, 138:PORKE 705, 1738: POKE 7DE
» 1Z8:POKE 707, 138: POKE 711, 4E:POKE 712
» DPORE 752, 1

220 PDRKE 5859, 52:PDKE 1631, MYPMBRASE/Z2SE
: PORKE 54279, MYPMBASE /286 : POKE ST277. 3
Z10 POKE CDELAY, 4:POKE CHAR,. @:PDKE SIN
c,2

20 LEVEL==1

510 IF SCYHS THEN HS=GC

515 POSITION 32,0:? #65"scorese”s3SCs

“IPOSITION 11,8:7? #E3"high"sHBs"

S20 POSITION 20,2:7? #63“PRESS START/SE
LECT"

525 STAGE=LEVEL*sPOSITION 0, 1:? #E£:"STA
GE "3STAGE:IF PEEKC(CONSDLY=S THEN POSI
TION 22, 0:? #E3'selaect"

527 IF PEEKC(CZONSOLY=S THEN S27

528 POSITION Z2,0:? #EB5"SELECT®

5EFD IF PEERCCONSDL =7 THEN S2D

540 IF PEEKC(CONSOL »=F THEN LEVEL=LEVEL
FCLEVEL (D +1:06ATD 525

558 IF PEEKC(CONSDLY O & THEM S22

6510 POSITION 26, 0:7? #E3"start"

28 IF PEERCCONSDLY=E THEN 82D

E2S SC=0:00BS=T

B2B ? CHR$C125) :PILLS=4+STAGE=+2:COLOR
Z20:POSITION 26.0:7? "STAGE "3STACE:PPIL
LS=1+INT(STAGE/1®)
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627 FOR K=1 TO PILLS+PPILLS:SOUND @, 25
S— (K255 (PPILLS+PILLSY), 10, 10
528 X=INT(RNDC@)+=3) s Y=INT (RND (@) +19) +
2:L0OCATE X, Y.AIIF A2 THEN 828
529 IF KYPILLS THEN COLOR O
£33 PLOT X, YINEXT K:S0UND @,2.0.0
827 POKE 784, 4E:POKE 725, 78: PDOKE 706, 1
42:POKE 707, 20E:PDKE 1892, 2
540 FOR K=0 TO Z:POKE HITEGD+K, 50 POKE
HPDSGB+K, SO+RK+50: NEXT K:PORE 1707, 0
645 POSITION @, @:7? #E3'score"3;SCiPOSIT
ION 12, 0:7? #E53"stage" sSTAGE
BBV G=C(4+8TAGE) :K=(2+8TAGE+1. 2) : A=130~
STAGE*T: =INT (STAGE/4)
7@ IF BY47 THEN G=67
EE80 IF K)A47 THEN K=47
€50 IF AE THEN A=STAGE
780 IF @10 THEN @=INT(C/2):60TD 700
718 POKE CHANGE, A: POKE CHANGEZR, &
<@ POKE PSPEED, @: PDKE GSPEED, 0: POKE P
HITE, 200: POKE PPS, 120: POKE VFLAG, 1
730 POKE 711,4E:RA=USR(START »:? #E£35¢
“:FOR =0 TO 200:MEXT 2:POKE PSPEE
D, G: POKE GSPEED, K
7480 POKE SPDUPFLRG. &
750 POKE HITCLR, @:PDKE DEDFLAG, @: POKE
DOTFLAG, 8:POSITION 26,087 "
PORKE B2, 0
760 POKE 19, B:POKE VFLAG, B:A=USR(START
+492) :POKE VFLLAG, 1:G0T0D 1 202+1200+PEEK
C1E93)
100® REM ++PLAYER DIED
1012 GORS=GORS-1 :G0SUB 1510
1020 IF COBS=@ THEN POSITION 25, 0:7? 03
AME DVER":FOR 0G=0 TO JIDO:NEXT G:0G0TQ 5
ia
1020 POSITION 22,2:? “CHOMPERS LEFT:":
GOBS:FOR G=0 TO ZBD:NEXT G:POSITION 22
10:72 ¢ "

1240 COTD 4@
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1519 PORKE g23, ISFOR T=13 TD @ STEP -2

C2IPURE 7i 4. TaSOUND B, 295~-Tw17, 10, 108N

EXT T

1520 FOR T=258 TD B STEP -5:S0OUND @, T,

19, 1BINEXT T:SDUND 2, &, 3, B RETLRN

2020 REM ++PLAYER ATE DOT

2013 POKE B2%5, 0:X=INT((PEER(PPOS)Y 4B/

43 :Y=INTCCPEER (PHITEY ~46) /780

2011 FOR T=1 70 4:%0UND @, T35, 1@, 10

2817 LOCATE ABRSCX+XCTr, ABSCY+Y(TY )y, Ax

IF A=Z2 THEN NEXT T:G0TD 752

2014 SOUND @, 2,8, 0

215 IF A=0 THEN 21:i0

2028 IF A=Z20 THENM COLDOR Z2:PLOT X+X(T)

2 YHY (T2 i PILLS=PILLS~12IF PILLS?B THEN

STAGE=STAGE+1 s 8C=8C+STADE+1A:GOTO =526

S2DEG DU=8C+STAGE+1BsPOSITION @, 2:7? “sio

orae' 180 sGDTD 750

-l B POKE 17013 1 sN=10R@/STAGE : HI=INT (N
YEE D S PORE 1782 HLsPORE L7000, N-HI 2S5

1704, 1

COLOR ZZ2:PLOT X+XCTr, Y+Y (T s BONUS

-lu@ PORE 784, 120 PORE 7905, 1203 P0KE 72

B, 1208 POKE 707, 120 PORKE HSPEED, PEERK(PS
SMEED -2 POKE 1692, 1@

2i4D GDTO 750

IR REM wwPILL RAN OUT

SOLY PORE 704, 4t PORKE 705, 7&: POKE 708,

142 PORKE 707, 208

SEPH PDOKE LA, B PORKE LESDZ, D607 758

420D REM ++ATE OGHOST

aﬂlu N=@: LOC=DI287+ IF PEERCHIZE7 =08 TH
EN LDO=55258

aw-m IF PEEKCLOC»>7 THEN N=Z:00TO 4100

GATH IF PEERKCLODIY X THEN N=2:0G0TD 4100

aBay IF PEEKRKCLDNCGY 1 THEN N=i
41818 SC=5C+BONUS
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4107 POSITION 28, 0:? RBONUS
4110 FOR 7=150 7O @ STEP -2:S0OUND @, 7T,
10 1DINEXT T2POSITION 28.0: 7 #Es"
3 2 BOMUS=RONUS®2
4120 POSITION @, @57 #E3"score" 801 PORKE
HPOSGH+N, ER: IF PEEKCPPOS) (128 THEN PQ
KE HPDSG@+N, 185
4125 PORE SZ248+N, PEEK CHPOSEA+ND & POKE
HITCLR, @
4130 GOTO 790
20B¥8 REM *#DATA FOR CGHDSTS AND PLAYER
20010 DATA @, 8.0, 56, 124, 124, 126, 254, 25
Ly 254, 254, 170, 170, D, D, D, D, D, 8, 56, 1224, 1
24, B4, 214, 284, 254
20Bi1 DATA 254,84,84.0, 9.9, 0.8, 8, 596, 12
4, 124,84, 2145 254, 250, 254, 170, 170. 0,0, D
» @, B, A, 35
20012 DATA 124, 124,84, 214, 254, 254, 254,
84, 84,0, 0,92, 0, 0, O, 24, BV, 126, 255, 255, 25
Sy 255, 126,60, 24,0
20213 DATA 8,8, B, 3, B, 24, 50, 102, 2731, 195
» 198, 231, 102, 68, 24,0, 0,3, 0, 0, A, 24, 50, 1
D2, 193, 129
20014 DATA 129, 195, 102,62, 24,0,2,0.0, 2
» @, 24, B0, 102, 231, 195, 195, 231, 102, 68, 24
» 0.0, 0, -1
I0DRY REM »PORKE IN MACHINE LANBUAGE
P10 RESTORE 20D K=
Z0R2D READ ASIF AO -1 THEN POXKE START+
N, ASN=N+1:060T0D 22000
002D HI=INT(VBLANK/Z25E) sPOKE START+49
» HI: PORE START+E1, VERLANK-HI+23E

ZP04D RETURN

I0200 REM =POKE IN CHARALTER DATA
IV21@ RESTORE 20010 N=Q

Q220 READ AXIF ACO -1 THEN POKE 1356+N
s P N=N+ 1 GDTD 302200

ED2TO RETURN

2002 DATA 104, 1BD, B, 173, 145, 6, 24, 195,
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I 133, 204, 169, B, 1235, 203, 145, 207, 136, 20
By 281, 230, 204, 145, 203, 1758, 208
I2BB1 DATA 251,270, 204, 145, 203, 12
k] ._.\.Ji'l :..-:mv ?E)lh 1.zl~\.J7 ‘«mw;’ j-’tu :.'m\..n ; \..11.1 h.*mv ::
@41 1“57 2@31 1-.«57 M.mu: :.le 1.‘::‘.‘! j..-.l.-l'l 15%1 ‘.17
I2002 DATA 169, 6,76, 92, 228, 175, 158, &, &
4@, %, 76, 95, 228,173, 0, 211,41, 15, 141, 1735
16,162, %, 175, 10, 210
._»:"12]('0;" DPITQ Ll-s..“ u b t” all l?h wh :.'.-7 ]Fa .)1 \.:" 1571
1236, 6, 173, 10, 212, 45, 157, 6, 240, 72, 189, 1
01,6, 24, 105, 8, 200, 149D
FE20WL DATH &, 144, 10, 8B, 233, 16, 20%, 140,
Gy 1da, 12, 189, 14, 157, 1736, &, 208, 3. 16%9, 17
1 BT, 17686, 18D, 129,68
TEDDS DATA 24, 100, 2, 205, 128, 8. 144, 19, 85
By B35, 4 20, 128, 8, 144,19, 189, 136,68, 41,
11,087, 136, 5, ::ZL'h 1 lllll
200 DETH &2, 159, 176,686,411, 7, 157, 136, &,
24, 1446, 8, .!.7.';’ ﬂle .,.i » 41,15, |u7» 1356, 6, 20
2 16, 198, 173 145, 8
J2@@BY DARTA 24, 105, 7. 133
Th: 74y 70, Thy 1375, 205
2008 DATA 184, 41, 15, 24, 125, 159, 6, 157,
159, 6, 203, 16, 144, 7, 220, 205, 41, 15, 197, 1
JJ’Baiaqyi,J;b:ime7E
Z20DD DARTA 176, 15, 189, 14@, B, 55, 229, 205
» 201, 40, 17E, 2, 169, 48, 157, 140, 5, 104, 106
2 T2y 176, 155, 189, 14, &, 24
Z2A10 DATH 101, 2R, 201, 200, 144, 2, 16S
DD, L5V, 4D, 6, 104, 106G, 72, 176, 15, 189, 128
+ By B6, 209, A5, 21, 45, 178, 2
Z2DL1 DATA 169, Q‘"ia 257 ..'.;':'C), :Ly 1@, 18, 17
rn 155, 185, 108, 8, 24, 101, 205, 201, 200, 144,
21169, ;.Q)V.)v 157, 123, 8, ‘w,_‘; 16
IEDIE DATA 132, 169, B, 2AT, 162, 4, 129
v ltlﬁil, B, LT :.‘l?) 17E, 148, 6y .'-.f::'.l-l-v (B: 208, DL
‘l'; 15, 64, 17375, 206, 1684, 15
21 ODATS 177 By LS, 207,
19(‘7 B4, 2D, LB 225, 175
60
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s L — ST,

r 2y 208 1Cl 1o By 208, 240, 105
2014 Df~‘|TQ 2141, 9, 208, 240, 105, 2, 141, 47
208, 162, 5 189, 129, 6, 157, D, 208, 20, 16, &
47, 1773, 9, :.. &3, 20, 109
T2Q1S DATA 10, 2R, 240, B, 238, 145, B, 238,
158, 6, 172, 1, .JZ)‘*‘ 2, 109, 2, 208, 248, 3,
2 V47 Gy 2054, 274, 2740, 206
'...V) L DATA 1851, 6, 208, 16, 169, 4, 141, 151,
G L7235, 1425, 240, 105, 15, 41, 48, 141,148, &,
1731540, 8, 201,864,176
2017 DATA S, 160, D, 140, 155, 6, 201, 112, 1
44, Ts 16, 1, 140, 155, B, 3"": 1GS, 6. 208, 9, 1
T3, 154, 5, 24, 107, 156
JIARLE DATH B, 208, 7, 177, 184, B, S8, 237, 15
BB, 148, 154,68, 141,80, 2180, 169, 162, 141, 1,
12, 76, 95, 228
i "-23* 2 DATA 184, 173, 167,86, 240, 107, 185, 2
Q)v ST, 164, 6, 240, 12@, 141, 164, &, 206, LES,
B, 20, 8, 173, 1BE, 6., 240, &
IDQED DATA 208, 166, 6, 17"-'1 166, &, 208, 79,
7:“-‘; 1B, 6, 201, 168, 176, 72, 201, 0, 208. 9, 1
B9, 2, LAk, 187,86, 141, 150
DE2AEL DATE 6, 95, 2 I?ll"u LB, B 208, D4, 1649, 1
A, 141, 168, 5, 173, 1% S 201, 7E, 248, 19, 16
e T2, 144 192, 35 140, 193
SRBEE DATA 2. 141,194, 2,141, 19%, 2, 208, 1
b, 04, AR, LESD, 120, 141, 192, 2, 141, 193
Y WAL, LS4, By 14T, 155,
SODATA L TE, LA SRR NP E S 1S I B
v LAk, B 240, 17, 169, 3, 174, 187, 5, 2
» B .i, ‘_;‘.3, D, 1411576
E2@Ea DATA DE., 173, 147,85, 240, 9, 169, 1, 14
1187 B, L4, 150, &, 95, 16%, 19, 20%, 152, &,
208, 191L, 169, {.’h 1z

e 15
A2y .‘5 DATA VR4, B B4, 1064, 181, 1

all e

7

[
£La
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GRAND PRIX

(16K CASSETTE, 24K DISK)

You are an expert car driver, trying to steer through the
most treacherous race course you have ever seen. This
course is in five stages and at the end of each stage the
track gets narrower and winds more dramatically.

You start the game with five cars. When you have
crashed all five cars, your skill rating will be displayed
(the maximum rating is 100). If you succeed in completing
the course you are put onto an even harder one. Use a
joystick in port 1 to move left and right.

B REM #a=¢: GRAND PRIX, BY G. RYAN

19 GOTO 400

20 Z=USRC1S4@) =2 TLE3: POKE 8%, PEERK(ZD4L
3+WE? TR :IF NOT Z THEN 20

20 IF 2 255 THEN 200

I3 REM NEXT STALGE

4@ ST=8T+1:85I=81+2:W=WD (ST : POKE 1539,
RAND CSTY s POKE 77, @2 SOUND 1, 185873, 2,
ErIF ST=6 THEN 110

SO TL=L$(HI1 1 TR$=RE(SII s TRECTIN=CHRS (L
S7IRIF 8TY4 THEN 110

&0 IF PEEK(EBAIY 10 THEN POSITION 3,0
7@ IF PEEK(Z204) (11 THEN POSITION 30,0
80 POKE 1926, LNCSTI :POKE 205, 2 PDKE 53
272, 0

9 ? “Stage “38TH+1s

100 GOTO =0

118 IF 8T=6 THEMN 1730

119 REM FINISHED

1280 POKE 1538, 17:POKE 205, D:SETOOLDR 4
2 10, @ POSTITION PEEKCZR4)Y 3, @22 “"FINISH
":GOT0 20
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122 SOUND 2, 2.2, 2:SO0UND 1, @, 0, @:FDR A=
1 TO ZO0:NEXT £

148 CS=CS+1:IF BN)HS THEN HS=BN

158 ? CHR$C12S5):POSITION 11,8:7? “Cours
e Y3083 Compieted":POSITION 15, 1@:7 ¢
Crashes “3sCR:SOUND 1,255, 2,4

160 POKE S3248, 120:POSITION 13, 13272 g
Kill Ratine "3BN:POSITION 8, 15:2? “"High
#s8t SKill Rating “3HS

170 POSITION 2, 17:? "Hit START when re
ady for next courss"

180 IF PEEK(S3IZ79) OF AND STRIG(D) THE
N 1280

198 WDCD)=1@:WD (1) =9: RANDC(4)=45: IF ST
2 THEN WDC(2)=8

195 GOTO €80

199 REM CRASHED

200 SOUND 1,@,@,8:FOR A=1 TO 15:NEXT A
:PM$ CINGYP)=E%$

210 FOR A=15 TO0 0 STEP -0.5:S0OUND @, RN
D(@)+35@+10@, 8, A: POKE 704, 48+A:NEXT A
220 CR=CR+1:BN=BN-(E~8T)#(CR+1) : BN=RN:*
CBN> @)

230 PM$(2)=PM$: POKE 704,CC:IF CR(S THE
N SI=5I-2:8T=5T-1:00TD &90

239 REM GAME OVER

240 POSITION 15, i0:? “"GAME OVER":POSIT
ION 13, 4:BN=INT (ST+4+BN/S0+0. 5)

250 IF BNYHS THEN HS=BEN

2BO® ? "SKill Rating "3BN:POSITION 9, 7:
? "Highest Skill Rating “jHS:POSITION
15,1322 "Hit START":(S=0

270 IF PEEK(SHIZ79 OB AND STRIG®Y THE
N 270

280 GO0TO e81

400 GRAPHICS 18:POSITION S, 4:7? #Es3“"gra
nd Prix"

410 POSITION 1,6:7? #E5"WRITTEN BY G. R
YAN®
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420 FOR A=53:248 TO SI26S:POKE A, A:NEXT
A

498 REM INITIALIZING
500 DIM PM$CIZ0D), CHC243, ES (240, TLHCDD
»y TRECII LB (L), RECITD
510 PM$C1)=CHR$ (D) : PMH (120D =CHRH (@) =P
M$ €2 =PM$:
520 RESTORE S00@0:TRAP S4D:FDOR A=1540 T
0 1777:READ D:POKE A, D:NEXT A
540 DIM WDCEY, RANDCEY , LNCE)
SE@ A=ADRCPME) s D=INT (A/1B24)+1024+512:
IF D<A THEN D=D+10:24
570 IN=D-f:POKE 559, 46: POKE $Z277, Z: P0D
RE 354279, (D-512) /256
980 RESTORE SS@:FOR A=0 TO S:RERD B.C,
D:WDCAY=R:RANDCRI>=C:LNCAI=DINEXT A
587 REM DATA FOR TRACK WIDTH, DIRECTIOD
N CHANGES, LENGTH OF STAGE
S980 DATA 11,45, 210, 1@, 50, 238, 9, 55, 220,
9, 58, 220, 8, 30, 120, 8, 20, 20
E0D RESTORE B20:FOR A=1 TO 1Z:READ D:L
$CAY=CHR$ (DI 2NEXT A
£1@ FOR A=1 70 12:READ Di:R&(RAI=CHR$ (D)
ENEXT A
628 DATA 19, 19, 20, 20, 9, 12, 34, T4, 4B, 46,
19, 19
&0 DATA 19, 19, 20, 28, 11, 15, 24, 34, 46, 4E
219,19
640 RESTORE E€5@:FOR A=1 TO Z24:READ D:C
$CAY=CHR& CDY :MEXT A
eSS0 DRTA 2,2, 0,9, 0, 0, 24, 90, 126, 90, 24, &
0, 80, 60, 2219, 255, 219, 0, 121, 0.2, 8,2,.0
EE@ REGTORE &7@:FOR A=1 T 24:READ D:E
$CAY=CHRECDI ENEXT A
EES PODSITION 4, 12:? #E6:"PRESS START...
BE7 IF PEEKCSI279) OB AND STRIGRY THE
N &7
&70 DRTA ©,0.0, 0,0, 16, 66, &, 162, 9, 8B4, JE
82,9, 1230, 32,5, 80.0. 0.0, 2, 0.0, D
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B75 PUOKE B2, D POKE 83, Z9:DRAPHICS @: PO

KE 71@, 0: PORKE 70%, 14 POKE 752, 1:POKE §

S99, 46 S PORE 5HZ277, Z:2 v ¢

ESE §T=-l tEN=100:H =11 CR=D: 0= I NT CRND

CRI 10016+ 1 0 POKE 1536, 22 PORLE 1537, 2:

POKE 1538, 24 POKE 1839, ZZ?QHYP‘-‘“?'}S

EQD POKE 204, 14 PDKE 205, 6 POKE 2073, 12

D2 POKE 1S538, 1ePORE 712,00 Z=8T2IF I T

HEM Z=0

780 B=Zag+1:? CHRECIZE FOR A= T0O 23:

POSITION 14, A2 LECB, B+1D)3:POSITION 14

+WDCZY, A ? RECR, B+1) 3 sNEXT A

710 PME CIN+YP)Y={1%: POKE 704, CC: POKE 532

48, 120 POKE S2278. 0

740 GODTO 4R

499% REM DATA FOR USSR SURBRROUTINE

SaR DATA 184, 1775 120, 2, 74, 74, 41, 5, 170

» 189, 115, &, 141 0, 210, 189 119, 6, 141,11, 2

13, 165, 2072, 24, 1235, 125, 6

.MHA DATA 127, 207 141, B, 208, 160, 0, 132,
Sl 132, {.'\Lh 1-7- Ve oy DA, 1373, 217, 206, 0, 6, 2

QCM De 188, 212, 165, 204, 166, 205

SO DATA 24, 125, 114, 85, 1233, 204, 13735, 85,

"'\2) wh J‘:F‘n 248, 9, 205, 2, 6, 208, 1@, 169, 1, 208

PIERR I A ~1"'";.J?\ S, 208

-_.lﬁﬂ-...'l?; DATA 16, 173, 1, 21@, 285, 3, €, 176, &,

41,7, 170, 189, 1073, &, 1233, 205, 96, 3, 1, 2, 2,

Ly 1,2:0

SQ4R DATA 295, 1,0, 0, 27, 27,0, 8, 132, 1358,

By @y Gy 25050, B Dy — 14
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ESCAPE

(16K CASSETTE, 24K DISK)

While flying your shuttle back to earth you encounter an
almost insurmountable problem. Mines have been laid
just about everywhere, and a yellow wall obstructs your
path. You must dodge all of the mines and squeeze
through the gap in the wall if you are to have any hope of
seeing your family again.

Press the fire button to start your craft moving across
the screen. Use a joystick in port 1 to move it up and
down. If you succeed in escaping, more mines will be
drawn up and you must press the fire button again. Pods
situated among the mines gain you bonus points.

@ REM ESTCAPE, written by G. Ryan

10 607D S0

20 S=STICKA 2YP=YP+(S=13)—(S=143 : XP=X
P+1:PORKE SZ248, XP:PME(YPY=PL$: IF NOT
PEEK(SIZT2) THEN 22

0 IF PEEKCSZIZE2Y O 4 THEN 200

9 REM PLAYER HIT SOMETHINDG

40 X=INTCCXP--48)/8) sY=INTC(YP-IN-13) /4
YIIE OXPYL7E THEN ES0

S8 FOR AR=N TD N1:FOR B=-N1i TDO N2:LOCAT
E X+, Y+B,C:IF CO 184 THEN NEXT BiNEXT
A: POKE S3278.N:00DT0D 20

B0 POP :POP s3C=SC+ST+INT (RND (NI +NZ+N1
IIPOSITION 7, 27:72° #NE3SSC

70 COLDR ZZHPLOT X+A, Y+BIPOKE S2Z278, N
88 FOR A=N1 TO 1S:SDUND N, PEEK(SZ770),
1@, 18:NEXT A:SDHUND N> M:s N2 N

20 POKE SZ278, N:GOTD 20

120 FOR A=N TO S511i:POKE D+A, PEEK (57344

+RAY ENEXT A:RETURN
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220 FOR A=15 TO N STEP —NI:FOR D=N TD

N2

210 SOUND D, RND CND +S@+103, 2, AYNEXT D:P

OKE 794, 22+A:NEXT A:PORE 7@4, N

220 POSITION 7, 2Z2:7? #NE;SC: LVU=LV~NI : IF
LVIN THEN 296

250 POSITION NI, 1@:7? #NEs"  OGAME DVER
B iF SOYHS THENM HS=H0

259 pU;ITFDN M2, 122272 #NE3S ihi soored
HERHSGIPDSITION N3, 17:? #NES"  HIT star

1;“

2B IF PEEKCSHIZYI ONE AND STRIDGON)Y TH

EN Z2EW

270 PORKE 77. M:ODTO SE0

298 XP=IZ8i1YP=IN+B]l : POKE S3248, XP:POKE

704, 40 POKE S3278, N2 PM$ (N2 Y =PM$

SPQ IF STRIGONY THEN Z00

Zio GDTO 22

499 REM INITIALIZING

SPB READ M. N1, N2, N3, NE.E. WeDARTR O, 1, 2,
e By 295, 256

310 A=PEEK(74@) —~4: POKE 106, A-2:GRAPHIC

S 18:FDR X=53248 T0O SITISS5:POKE X, N:NEX

T X

o920 POSITION 7,4:? #NGE3"escaps":i1PDSITI

ON N1, NE:? #NES"WRITTEM BY G. RYAN®

S30 D=RA*W:00SUB 100:RESTORE S0200

S48 READ Az IF A —-NiI THEN FOR X=A+D TO
A+D+7:READ A:POKE X, ANEXT X:00TD S40

550 DIM PM$C120@3, PLSC15) 2 PME (N1 Y=CHRS
CND 2 PM$ (L2006 ) =PM$ (N1> 2 PM$ (N2) =PMs$
SeR RESTORE SSOD:FOR A=N1 TO 1Z:READ X
PPLSCARI=CHRSCXDI SNEXT A
S70 A=ADRCPMS) : PM=INT (A/ 1024 )+1024: X=P
M+S12: IN=X-RA2IF AY X THEN PM=PM+1iR24:X=
X+i@aa s IN=IN+1024
S80 YP=IN+ED:GRAPHICS 17:PORE S4279, PM
/Wi POKE SZ277, NZ:POKE 559,46
530 POKE 704, 40: POKE £27, NL:PDKE 756, P
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RS ommmsronsomamamiwons HEEEFEFE

EEKCL12E)+N2

B0 SETCOLOR N. 8, NE:SETCOLOR N1, NZ%,8: 6

ETCOLOR N2,11,8

£10 SETCOLOR NI, 14,10

&2 COLOR "“‘PLDT N, N2DRAWTD 19, N2 PLOT
N, 22: DRAWTD 19, 22

20 COLOR 129:PLOT 18, NLsDRAWTD 18, =21:

COLOR 16S5:PLOT 19, N1:2DRAWTD 19, 21

240 POSITION Ni,23:27 #NGS"score O St

age 1" iLV=Z:15T=NiSC=N:G=N1::M=N

&S50 SC=8L+M: YP=IN+E1 :ST=8T+1: POSITION
17,2322 #NEsSTPDSITION 7, 2Z2:7? #NE3SO:
PM$ (N2 =PM$

BE0 M=INTCRNDCNI#NZ)+NLtFOR A=N1 TO M:

COLOR N2:PLOT RNDOND #12+N2, RND CND +2@0+N
1:COLDOR 32

E70 PLOT RNDCND)#14+N2, RNDCNDY +2@0+N1 1 PL.O

T RNDCNY#14+NZ, RND NI +20+NI sNEXT A:COL

DR 164

GED PLOT RNDONY +12+NZE, RND MDY +204-N1 = COL

OR 129:PLOT 18, G:DRAWTO 18, G+N2:G=INT(
RND (N 1 74+N1DY s COLOR 22

528 PLOT 18, G:DRAWTO 18, G+NI:YP=IN+EQ:
XP=2g1 POKE S2278, N

700 IF STRIGOCNY THEN 700

710 POKE S3278, N:GOTD 20

4999 REM DATA FOR NEW CHARACTERS AND P

LAYERS SHI®

SORA DATA 8, 238, 238, 238, 14, 238, 238, 278
» SR

S2010 DATA 24,0, 247, 247,247,8, 127,127, 1

=7

S028 DATA 16, 129, 910, 36, 90, 90, 36, 90, 129

S0 DATA %2, 0, 16, 56, 84, 254,84, 56, 16
5S040 DATA 40, 0. 6B4,0,2.0, 16,0, 0

SBSB DATA 1

LE0B DATA @, 0, B, 112, 224, 88, 229, 88, 224,
112,0:2,0
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TIME TYPIST

(16K CASSETTE, 24K DISK)

In this game, the computer prints up a random sequence
of 20 letters. Youmust type in this sequence as quickly as
possible; the timer meanwhile is ticking down to zero.
Press BACK SPACE if you make a mistake. Atthe end of
the stage, another sequence of letters is printed up and
you are given less time to repeat it. This is an excellent
game for anyone who wants to practise their typing and
see how they are improving.

19 REM ++TIME TYPIST

20 REM #+By Cliff McCormel

110 DIM L$CZ@), PHECE0) t0OPEN #1., 4,0, "KY
120 GRAPHICS 18:SC=0:HS=8C

1580 REM

210 POSITION 1, @:? #635"SCORE:"sGCs"

220 POSITION 1,1:? #E3"HIGH SUDORE:“3HS

30 POSITION 1,85:7? #BEs5"please prass ot
alt“
240 IF PEEKCSZIZ72) OB THEN 24
245 POSITION 1,5:? #63¢
250 ST=1
270 T=15+10+(S5T=1)—(ST) 21 (5T~2)
280 N=20
310 X=INTC((Z@-NX/23:P=0D
510 GOSUB 12010:POSITION 1, 232 #HE3“TIM

sl e
- b

710 POKE 2@, @:POKE 19, 0: POKE 20,
720 IF PEEK(ZE®))50 THEN PDRE 20, @:T=T-
1
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[T omvesrorvowmamamwns FHFFEFFETD

7I0 POSITION B, 2372 #E35T3" "3:IF NOT T
THEN 8010

750 IF PEEKC(7&84)3=235 THEN 720

7E@ GET #1,A:POKE 764, 2085:IF AES DR A
Y9 THEN 1018

770 IF PN THEN POSITIOM X+P,7:7 #&3CH
R (A+128) 1 P=P+1:PH (P, PY=CHR$CA) 2 IF PE=
L$s THEN 5010

780 GOTO 720

1010 IF A=126 AND P2 THEN P=P-1:POSIT
ION X4+P, 732 #E63" "i1PS(P+1, P+1)=" Y2607
0 720

1020 IF A=32 AND PN THEN P=P+1:G0T0O 7
20

2010 GOTO 720
S008 REM ++DID IT!'!

SP10 SC=8C+S5T+T:POSITION 7,#:? #6550
5090 ST=8T-+1:0607T0 270

2000 REM ++DIDN'T MAKE IT
8010 POSITION S, 4:7? #E3"bad iuvack":FOR
K=0 TO ZP@:NEXT K:POSITION 3, 4:7 #B3"
8020 IF SUYXHS THEN HS=S5C
2050 GOTD 150

10080 REM +=+PRINT UP LETTERS

10012 POSITION S, 4:7? #BE5"get ready"
10015 POSITION @, 7:7? &#E3“

“IPODSITION @, 5272 #6351

10018 POSITION INT(C2O-ND/2), 6

12020 Pe==""il$=""21FOR K=1 TO N:A=INT(R
NDC@) +263+65:? #ESCHRECA+LIED Y 52 LS (K, KD
=CHR® CA)

10070 SOUND @, 100, 10, 18:FOR G=0 T 15:
NEXT G:SOUND @, 0, 0, BiNEXT K

10050 POSITION S, 437 #E3" "
18112 RETURN
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D ommrmex  THITED

GALAX
ATTACK

(24K CASSETTE, 32K DISK)

In this game you must destroy wave after wave of attack-
ing sinistoids. These disagreeable aliens peel out of their
formation and swoop down on your ship at the bottom of
the screen, dropping deadly bombs as they go.

Destroying a mutant (a multi-coloured sinistoid which
has mutated after leaving the formation) will gain you
bonus points depending on the colour of the alien you hit
before it. Destroying other attacking sinistoids will give
you between 10 and 40 points.

Use a joystick in port 1 to move your ship left or right.
Press the fire button to release a missile. After a delay,
while the program POKEs in the machine language, the
title screen will be printed up.

Press OPTION to change the number of bombs the
sinistoids can have on the screen at once. Press SELECT
to alter the level you start on, and START to begin the
game. After you have been destroyed three times, the
program will again return to the title screen and display
the high score.
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cHFFFFFEFFFF omesronvommamisonss FHFEEEFFFED

1@ REM #+GALAX ATTACK
20 REM #:RBy C1iff MoCorme
@ REM a=AlL.L REMS MAY BE OMITTED
90 FOR T=13536 TO 1526+255:POKE T, B:NEX
TT

110 TOP=PEER(740):PORKE 10&, TOP-5:PDKE
0, TOP-8: START=(TOP—-16»+236:CH=(TOP-18>
+256: POKE 1769, CH/286

120 DVELANK=START: IVBLANK=START+1223:
LI=START+1790: USER=START+1802:CLEAR=8T
ART+1822

125 GRAPHICS 18:DL=PEEK(SED)+25E+PEEK
S561) : SCRN=PEEK (88) +256+PEEK(89) : FOR G=
1 7O 11

127 TRAP 129: 72 &6 5 " sdebububobobsbubobdopsubobgog
"3 INEXT G

128 ? #65 “s4ak"100TD 120

129 ? #6:0607T0 12

120 POSITION 9, 4:? #E63"galax":POSITION

11,627 #B55"attack”

125 POKE DL+9, PEEK(DL+11)+1E:POKE S427
&, 4

140 N@=D:NM1=1:N2=2:NE=E:G0TD 50109
=20@ REM ++DATA FOR NEW CHRARACTER SET
21(2) DQTQ (Zl, @1 C’J: Dv mr G.": B'l Bv @, F‘S1 21q1 ...\.JS
» 129, 195, 126, 0, 8, 28, 82, 62, 127,127, 127,
255, 4, 14
:11 DQ1Q ‘..11 ..1 6&.16~.15~.-11271 ;..171 1\..)1 1\..)1
31,331,731, £3, 1.2, 7,7,15,15, 1\..17\.1 (Z),:l,_,

=212 DRATA 7,7.7,15.0.90,1,1.3%, 35, 3,7,0, 0,
2,0,1,1,1,%,@,0.8,.,0.0

21 DATA ©,.1.0,0.0.0.0,.0.0, 1268.0.0.0,. 0
» 128, 128, 128, 192, 0,2, 128, 128, 192, 192, 1

D, 2240

214 DATA @, 128, 192, 192, 224, 224, 224,240
,1~n,19k1~~q,::4,*4m,ham,:am,:au,sa,aﬁ
4, 240, 248, 248, 248, 245, 252, T2, 112

215 DATA 248, 248, 252, 252, 252, 254, 16, 56
k] 1:':[!-1 1:.'47 “'.'.\Jéi-'l :_..J4-1 al -.."l ] :557 @1 D, B, 01 87 oy 8

12




HFFRE ommermox D

28.0,0.8,.0

218 DATA 4:4,4,4,0,0,D,0,2. 2,2, 2,0.0,0
0, 1,1,1.1, m,m,m,m,i.,w ize

217 DATA 128,128,.2,0.0, 0, B4, 64, E64.64,0
,Q7Z:D7-.h_,?-:,'_'.:13._7 » 3.0, 0, 16, 1€, 1€, 16

218 DRATA 8, 8.8,8,0.0,0.0,4,4,4,4,0.D0:0
18, & 2,2, 2,0,0.0,0, 1, 1

213 DATA 1,1.0.0.9.0, 128, 128, 128, 128, 0
» @, 3, @3, B4, 64, B4, B4, B, B, B, B, 32, 32, T2, 32

2280 DATA 0.0,0,10,16, 16, 16, 16,92, 0,0,0, 1
53, 90, €0, 255, 255, 60, 99, 157, @, 127,65, 65
» 65, B
221 DATA ES, 127,00, 0, B2, T4, 34, T4, 62,0, 0
» B, B, 28, 28, 281 9. 0,147, 155, 205, 107,51, 2
7,15, 5, 281, 157, 179, 220, 204, 216
222 DRATA 240, 19;..1 -1
D200 REM +==MACHINE LANDUAGE DATA
2210 DATA 173, 156, &, 240, F, 75, 98, ?PU7 17
.v1 Qv ..111 ;I‘DEH 1'&":.17 1@51 1761 - '»Jv 17 e 172 _.1 F.n :‘
01, 221, 144, BE, 206, 132, 6
2211 DATA 1E, 61,169, 7, 144, 1732, 6, 169, 0,
172, 137, 6, 200, 145, 88, 172, 131, 6, 145, 88,
206, 133, 6, 208, 28, 106
2212 DATA 176, 35,1773, 133, 6, 201, 2739, 176
1 28, 238, 1732, 6, 173,135,641, 7,141, 132, 6
» 208, 15, 1693, 0, 172, 133
2217 DATA 6. 145,88, 172, 1731, 6, 145, 88, 27
8,133, 68,172, 142,86, 208,58, 173 » 1335, 6, 56,
2?.'-"'-1 2B, 174, 132, 6, 168

214 DARTA 1E°3a B, 224, 4, 144, 9, 145, 23, 200
? .uuv S, 248, 2, 240, 226, 200, 145, 88, 1736, 14
@, 131, 6, 173, 132, 6, 141
2215 DATA 1Z0. 8, 173, 16, 208, 205, 242,66, 2
40, 105, 141, 243, 6, 201, 1, 240, 98, 169, 1, 14
1,142,686, 1775, 120, &6, 73
2216 DATA &, 141, 1720, 6,41, 8, 202,81, 1772,
121, 8, 56, 23'.'v 20, 141,171, 6, 168, 177,88, 4
1,683, 201, 1, 208, 47

13



[T cavmsronvommmnisoos: THFFEEE

2217 DATA 177,88, 24, 105, B4, 201 64, 175,
..51 162, 8, 189, 193, €, 240, 3, 232, 208, 248, 1
\.J‘., 1-.!71 197, &, 1697 PN ED: 141

2218 DATA 244,68, 1689, 4,157, 2 » 8, 169, 0,
145,88, 173, 131, 6, 24, 144, 7, 17"-1 171, 6,20
1,21, 178, 135, 24, 105
2219 DATA 20, 168, 169, 8, 145, 88, 141, 142,
By 248, 128, 173, 231, 6, 240, 11, 206, 231, 6, 2
P8, 17, 17%, 230, 6, 141, 229
:.::@ DPITF—‘! E‘l ...ibl:n ....‘..9 En ‘...mt‘.'.'n 61 j7~ ...'-:u. 7 Fn
141,231, 6, 160, 4, 185, 115, &, 208, 54, 173, 2
Z1. 6, 208,84, 173, 10
2221 DATA 210, 201, 183. 176,77, 135, 2 "'-7.
52, 72, 164, 207, 177,88, 135, ,.Q\Lh LL'l £33, 201
» 1. 2248, 5, 104, 188, 24, 144, 56
F222 DATA 169, 0. 145, 88, 104, 168, 165, 20X
» 141, 164,86, 162, 8, 134, 205, 1773, 184, &, 56,
176, 2, 208, 102, 233, 20, 201

% DATA 20, 144,15, 141, 1684, 6, 165, 20
24, 1805, 28, 135, 205, ‘..-::..7 224,86, 144, ::71 18
9, 16,6, 193,115, 6, 1735, 164
2224 DATA &, 896, 176, %, 56, 176, 115, 235, 2
» 744, 170, 189, 24, 6, 157, 120, &, 238, 197,65 1

7%, 183, 218, 41, 15, 153
2225 DATA 125, 6, 185, 203, 24, 144, 7, 24, 14
4, 150, 153, 145, 6, 165, 204, 153, 185,86, 41, 1
2 Thy Thy 74> T8> 74, 74
2226 DATA 170, 189, 196, 2, 192, 8, 248, 5, 15
Z, 191,32, 169, 100, 1&1 » 2435, 6, 1689, 166, 141,
1,210,173 1@, 218, 288, 21
2227 DATA 173,19, 210, 41, 1, 208, 8, 185, 12
Sy B, 41,254, 24, 1464, 5, 25, 125, 6, 195, 125, 6
» 185, 125,68, 74, 170)

2228 DATA 189, 134.6, 41, 248,74, 74, 745, 15
5. 203, 185, 1734, 61 41,7, 24, 144, 5, 24, 144, Z
121,180, 6, 1573, 150

2229 DATA & ._wlr S, 144, 17, 24, 14.4, 75 24,5 1
44.. 148, 41, 71 152, .I.v...lm? B a‘-'V"; :m-‘u 1.1:.!-__)7 1.:?";1
&, 41,1, 208, 24, ,4

2270 DATA 144, 3, 24, 144, 83, 185, 120, &, 24

14




D ommcareace T

» 191, 20%, 201, 200, 144, 29, 185, 125, 6,9, 1,
1...)-.41 1..,,\..17 Bv 18 » 12 Vl1 8

2221 DATA 45,2297~Dv1~®1 45,176, 11,185
» 125, 6, 41, 254, 1535, 125,6, 24, 144, 217, 152
» 120, 6, 173, 144, 6,41, 248

2232 DATA 74, 74, 74, 1335, 203, 173, 144, 6, 4
1,7,24, 144, 6, 24, 144, 178, 24, 144,95, 121,
1\.191 &, .l.u » 159, En ._Ei

=233 DATA 8, 144.7.41,7, 153,159, 6, 270, 2
s, 185, 115, 124,101,2UZ12D1,-JQ,144,EQ
’ 1;);..1 7:.1 17@1 1881 11».)7 8

2234 DATA 162,15, 24, 105, 3, 24, 101, 0, 133
’ .-..E‘l-r 169’ (Z), 1337 22’?7 14-\.)1 ..D:"l i ‘-51 2@« ? 15’
250, 1(214, 1881 72, 18\..11 16\.!’ S

2235 DATA 170, 185, 145, 6, 168, 138, 145, 88
» 104, 168, 169, 0, 153, 120, 6, 153, 115, 6, 206
7 1-)71 51 192': Dv 2@8, 51 159

2236 DRATA 4,141, 114,6, 24, 144, 3, 155,115
16, 136, 16, 152, 206, 191, 6, 208, 72, 1€9, 2, 1
41, 191,6, 1£2, 9, 189

2237 DATA 180, &, 240, 70, 189,170, 6. 73, 8,
157,170, &, 240, 20, 189, 186, &, 24, 105, 20, 1
\.J71 189)1 ’ ...DS-: ? -2:

22Z8 DATA 180, &, 160, 236, 1E9, @, 145, 88, 2
D&, 16, 218, 173, 227, 6, 240, 11, 206, 227,66, 2
8, 17, 17%, 226, 6, 141, 225

2239 DATA &) 206, 225, 6, 208, 6, 177, 228, 6,
141,22775,17?71Q121@141,3s1581185,115,
Eu 2&(211 551 ~..::7 a. 17:'

2240 DATA 199, vhﬂi 9, 176,47, 172, 227, 6
» 208, 67,173, 10, 210, 41, 3, 208,60, 162, 0. 1
a9, 18@1 7 :4?)1 w2 232

2261 DATA 224, 9, 144, 246, 173, 10, 210, 41,
208, 47, 173,10, 210, 41, 255, 168, 192, 20,
144,87, 192, 240, 178, 8%, 144

2242 DATA 2, 240, 79,177,88, 41,63, 201, 1,
208, 71, 152, 24, 105, 20, 157, 180, &, 278, 190
26, 169, 8, 157,170, &

2243 DATA 208, 54, 16 ,2m3718Qy11015,u8,
233, 48, 74, T4, Th, 74, 168, 185, 34, 6, 133, 20

15




P omesronvoumammassovs SHEFFFFE

164, 20, 185, 120, &, 56
2244 DATA 233,44, 74,74, 74, 24, 101, 204, 2
4, 105, 20, 201,190, 176, 15, 201, 40, 144, 11,
157, 180, &, 169, 8, 157, 170
2245 DATA 81238119Ma5,16f,ﬁvioq,1]u751
248, 39, 189, 214, 208,364,173, 142, 6,75, 1
12@8:52,189723ur6
22486 DATA 248,78, 189,115, 6, 56, 235, 52,7
4, 74,74, 74, 168, 185, 34, B, 137, 207, 189, 12
2. 6, 56, 176, 3%, 24, 1404
2247 DATA 71, 23%,48,74, 74,74, 24, 101,20
3. 168, 204, 1731, 6, 208, 4, 240, 8, 16, 191, 200
» 204, 131, 6, 208, 64, 189
2248 DATA 214,E, 208, 59, 169, 200, 141, 244
16, 169, 1,157,214, 6,169, 4,157, 219, 6, 172
» 131, 61 1/-‘1 1.,1 EH\.JE
2249 DATA 176, 2, 240, 128, 233, 20, 141,171
: 68, 169, 9, 145,88, 141, 142, 6, 152,24, 144, 4
»144, 119, 16, 197, 105, 20
2250 DPITQ 16 lElc‘)v (D: 145, 801 224, B, ._(ZJE% 5
\.J1 ‘..MZ], Pt .."_‘Wc“): 8(‘.’ 174..1 11‘&1 E') 18-.!1 1QQ1 81 -t _‘.
1 ..... ‘._h..v ilZl, ]ﬂ, 101 iﬂ
3h51 DATA 1@, 10, 24, 105, 16, 160, 12, 145, 8
&, 1 E‘n ladv 881 -..'E'n I.‘lh 144, 2, 161 AZ! 1@11 -l
0=, 145, 88, 169,60, 141, 192
2252 DATA 6, 1E9. 4, 141, 114, 6, 165, 203, 16
0, 17, 208, 17, 189, 165, 6, 74, 74, 745 74, 74,7
4, 141, 114, 6, 24, 105
228% DATA 1, 160, 18, 24, 1173, 88, 201, 26, 14
4, 10, 56, 237, 10, 145, 88, 136, 169, 1, 208, 23
9, 145, 88, 240, 5 117',1hq
:...::14 DQTQ tn \_)Bv anea -.1 :':: ? .-:1:' .:7 1891]1\..)
» B, 201, 220, 144, 38, 189, 120, &, 56, 273, 44,
JE,:?7117276:7Q174174
2235 DATR 197, 203, 208, 21, 274, 234, 254, 2
By 230, 234, 234, 169, 1,141, 155, 6, 141, 156
» By 141, 224, 6, 76, 98, 228, 202
2296 DQTQ 16, 140, 17%, 192, 6, 240, 17, 206,
192, 6, .4.1. 212,169, 0, 160, 10, 145, 88, 200, 1
45, 88, IZ)(ZJ, 14%, 88, 76, 98
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2257 DATAR 228,173, 185, 6, 248, 3, 76, 95, 22
8. 162, 4, 189, %, 208, 157, 235, &, 202, 208, 2
7, 162, %, 169, 0, ,_’4, 125

2258 DP!TQ 2, 208, 202, 16, 249, 141, 235, 6, 1
72,135, 6,177, 88, 201,18, 144, 31, 201,26, 1
76, ‘./1 s.JEI‘I 2353, 18, \.)51 233

2259 DATR 4, 41, 7, 205, 132, 6, 240, 2, 144, 1
2y 228, 224, 6, 2738, 155, &, 278, 156, &, 76, 95,
228, 200, 177, 88, 201

2260 DATA 18, 144, 21, 201, 26, 176, 27, 56, 2
33,18, 56, 232, 4,41, 7, 205, 122,86, 240, 2, 17
&, 12, 238, 224, 6, 238

2:-:61 DPl'I A 1\.)\.)1 En ::'81 En 61 /En q‘_h ......n..n ¢.
&, 240, &, 208, 8, 189, 3, 141, 240, 6, 141,30, 2

\..n 15\.}1 ID: 24: 1@5’1 7
2262 DATA 123, 204, 169, @, 1335, 207, 162, 4,
1887 115, En ‘...‘I-(ZL =4, 189, 214, 6, ._IZ)cn 1\J1 138,

2,162,195, 189, 0, &, 14,.;

2283 DATA 207, 1".n 202, 16, 247, 104, 170, 1
98, 204, 202, 16, 226, 15. » 4, 189, 214, &, 240,
ige, 138,72, 189, 219,6, 10, 10
2264 DATA 10, 10, 170, 104, 72, 'f_'lh 101,83, 24
? 10\..)1 sl ] 1-:-:": ..(leh 15..’1 Dv 1.1; P o..‘ 1.0"-7 7:7 17
@, 188,115, 6,189, 219, 6
22685 DATA =208, I8, 162, 25, 169, 0, 145, 207,

.r&l? 202, 16, 250, 104, 178, 208, 224, 6, 208, 9
» 238, 185, 6, 238, 186, 6, 76
::‘&:6 DQTR 9«.)1 228, 16”)7 E’l, 1..}77 115, & i 1..1?7 2
14,6, 248, 35, 169, 15, 133, 205, 138, 24, 105,
15,178, 189, 45, &, 145, 2073
2267 DATA 202, 136, 198, 205, 16, 245, 1ma,
70, 20, 245, 6, 208, 8, 169, 2, 141, 245, &, 222
1 219, B, 203, 16, 142, 172, 133
:.::.'64’:: Dﬁ‘l Q En 17:1 11" 7 51 .ull 1?3\.13 o ] 1.[! pa y ] uuv
24, 105, 8, 200, 145, 8‘3y 177, 142,68, 240, 11, 1
73, 131, 6, 24, 105, 20
2269 DATA 168, 169, B, 145, 88, 172, 171, 6, 1

T 130 B, 24, 105, 18, 24, 105, 64, 145, 83, 16
21 4, j 89, 12 \211 wi -,l/! J.....h...l
2270 DATA 207, 202, 208, 247,173, 120, 6, 14

17




cFFFFFHEEFE omemsroxvoummam o SEEEEFFEED

1.7, 208, 24,105, 2, 141, 6, 208, 24, 105, 2, 14
1, Sv ;-_Bc" ...41 im\..h 2,141

::71 DATA 4, 208, 18...7 9, 188, 18, &, 240, 9%
» 192, 240, 176, 20, 192, 20, 144, 16, 177,88, =
40, &, 41, 6%, 201, 1, 240

2272 DATA &, 189, 170, &, 24, 144,44, 188, 18
2. 6,177,888, 41, 63, 201,11, 240, 4, 169, 0, 145

7 881 18‘31 18@1 51 SE

2275 DATA 23735, 20, 168,177, 88, 41, 6%, 201,
243, 4, 169, 0, 145, 88, 20E, 190, &, 1£9, 0, 1

._171 1&0@7 51 240, 2 25 88

2274 DATA 18976154:1@5,181145188115275

&, 233, 20, 168, 177,88, 41,63, 201, 1, 240, 4,

1697 l?h 14\.!1 u81 ..VL ’ jFJ

2275 DATRA 1595, 206, 213, 6, 208, 91, 169, 2, 1

41,21% 8, 1682, 9, 188, 193, 6, 240, 34, 189, 20

20 By 208, 21, 169, @, 157

2276 DATA 197, &, 206, 234, &, 208, 9, 238, 19

5,57238,15575175,95,?28,159,223:24,1@5

2 33, 145, 88, 222, 203

2277 DATA hmh,1E1214,17T7~&T,&v~4m, T

24,105, 95, 1444, 2, 169, 0, 141, 2475, 6,141, 0, 2

18, 173, 244, B, 248, 19

2278 DRATA 1%, 136, 36, 2775, 10,80, %, 19, 0

2170, 141,244, 6, 141, 2, 210, 142, %, 218, 76,

95, 228, 72,175, 235, 6

2279 DATA 141,10, 212,141, 9, 212, 104, B4,

104, 169,090, 141,155, &, 141, 156, 6, 173, 224,

e 208, 5, 173, 274, 6, 208

2280 DRATA 24&,96. 104, 165, 0, 24, 105, %, 15

.7&.@5.)1 1E‘:c'37 EZ)-: __1 ._2)41 164.1 pw 5} 15@1 ‘Zh j_!::;fv 14

9. 204, 136, 208, 251, 230, 205

.n...a...Cli DQ'] A (ZL ? ._Q)-:n 5 4b1 95‘: G, "'1

I200 REM +=¢PAGE SIX DATA

Z210 DATR 0,0, 0, 24, B0, 126, 219, 219, 255,

195, 102, 60, 24, 0, 3, O, 56, 72, 98, 104, 102, 1

18, 134, 150, 58, 74

I211 DATA 90, 10E, 122, 138, 154, 170, 186, 2

0z, 8, 20, 40, E0, BD, 120, 120, 140, 160D, 180, 2

o0, 0, 2,0, 42, 45, 28, 28
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P omaxammace D

F212 DATA 127,127, 28, 28, 42, 42,0, D, 1, B,

2, 2,03, 62, B2, 34, 34y 34, 34, 62,82, 0,0, B, 0,

2

I21% DATA @,0,0, 0, 28, 28, 20, 20, 28, 28, 0,

0,0.0,0,0,02,2,0, 2,0, 28, 28, 28, 28,0

F214 DATA ©.0.0.2.0,1.5,4,8,8,0, —1

SB00 REM ++POKE IN CHARACTERS

SA10 POSITION 8, 7:7? #NEs " PLEASE#+=WAIT"

TRAP S11@:FDR N=CH TD CH+EEEE:READ A:

POKE Ny A:NEXT M

5100 REM #+POKE IM ML

9110 POSITION 7, 7:? #NE5'"NOTHLONG+TO+0
":TRAP SZ21@:FOR N=START TO START+EEEE

:READ A:POKE N, ASNEXT N

5200 REM +#+POKE IM PAGE & DATA

5210 POSITION B, 7:? #MNES “NEARLY#+FINIS

HED" : TRAP SZ10:FOR N=1536 TO 9999: READ
A: POKE N> ATNEXT N

5300 REM

5210 POKE 1749, N1L:PDKE 1727,N1:POKE 17
I N1:POKE 1767,N1:PDKE 1E91,N1:POKE 1

692, N1 : SC=NB : HS=N@: LEVEL=N1 : RO=9

5410 GRAPHICS 18:POKE S3277.3: POKE 559
2:PORKE 54279, TOP-8:PDKE 1781.,2

D411 POSITION N@,ND:? #NES"high"3HSs:"

“3:POSITION 1@, ND:? #NBES"scor

“.SC. " 4"

S412 POSITION N, Ni:? #NE:"pressi":? #

NEs “start TO START GAME"Y

5414 7?7 #NES"s=lect LEVEL:"SLEVEL

S416 ? #NEs“"option BOMBS:"3BOD

S420 IF PEERCSIZ79)=& THEN 10001

S43B IF PEEK(S3IZ279)=5 THEN 6010

S440 IF PEEKC(SIR279) ()3 THEN S420

5450 REM #+PRESSED DPTION

S4E0 RO=C(RO+N1)+C(RD(3) :POSITION 1%, 437
#NE 3 BD

5470 IF PEEK(SIZ279)=3Z THEN 5470

5480 GOTO S4:z0

6000 REM *+PRESSED SELECT

79




T ommmsron rommmam e SEHFFFFEFD

BE010 LEVEL=LEVEL*(LEVEL (D +1:POSITION
135,387 #NESLEVEL:Y ¢

6020 IF PEEK(SIZ279)=5 THEN cDZD

600 GOTD S4z0

10088 REM ++START GAME

10001 POKE @, TOP--B:A=USRC(CLEAR>

10805 ? #NE;CHR$(125) :POSITION 15, N@:=?
#NE& 5 "DDRDD"

10007 PDOKE S4286, ND:HI=INT(IVBLANK/ZSE

I:PORE S47,HI:POKE 546, IVBLANK-HI+ZSE:

HI=INT (DVBLANK/Z56) : POKE 549, HI

102008 POKE S48, DVBLANK-HI+IZSE:HI=INT(D
LI/256) :PORE S17%, HI:POKE S1i2, DLI-HI*2S
&: POKE 54286, 192

10229 POKE DL+3, PEEK(DL+Z)+128

10010 SC=ND:SHIPS=N2+N1:STAGE=LEVEL
110102 ALIEND=20+STAGE+NZ:K=8:N=0. 8+5TA
GE+@. 2: IF N)>Z THEN N=3

11020 IF KY1E& THEN K=1§&

11030 IF ALIEND) 4@ THEN ALIEND=40
11240 POKE 1680, K:POKE 1770, ALIEND:FOR
K=0 TO 7:POKE 1B870+K, K+N:NEXT K

11050 POKE 1782, 20: POKE 1764, 20:POKE 1
766, 100: POKE 1768, 20

11060 N=INTC(CALIEND-N1)/18) :K=AL IEND-N

1D X=C21 = (KHN2) ) /N2: POSITION X, N+N1:F

DR Y=1 TO K:? #NEs3"'! "3:NEXT Y

11070 POSITION Ni,N1i:FOR Y=M1I TO ALIEN

O-K:=? #NEs3"! “3

11075 MEXT Y:POSITION N@,ND:? #NE:“"sta

a="5STAGE: " “:FOR K=N1 TO Z200:NEXT
K:PDOSITION N2, NB:? #HNEsS" Y
11877 FOR T=N® TO 4:POKE 17350+T,ND:POK

E 1755+T, NB:NEXT T

11080 FOR K=NB@ TO 4:POKE 1771+K, ND:NEX
T K:POKE S532278. N@:POKE 17&0, ND

11281 PORE 1787, 50:POKE 77, ND

11882 POKE 712, @:PDKE 711, 8E:POKE 716,

200: POKE 709, 1Z8: POKE 708, 40

80




D ommammox  THFTIHE

11090 A=SCRN+PEEKCIBET7) :IF PEEKCAX)B1

AND PEEKCA)Y (99 THEN PORE . N@

11091 IF PEERKC(A+Z20))>E81 AND PEEKCA+ZD3 <
93 THEN POKE A+20. NO

11897 FOR K=NO TO 9:NM=SLRN+PEEKC1716+K
1:IF PEEKCNIY 17 AND PEEKCM) (35 THEN PO
KE N, N2

11295 IF PEERCN+Z2>) 17 ANMD PEEKC(N+20) <

25 THEN PDKE N+20, NO

11897 NEXT K:POKE SCRN+PEEKCIEED), ND:P
OKE SCRN+PEERC1EESD) +1, N@

11098 FOR G=0 TO 4:IF PEERKC1ES1+0))> 20
THENM A=(TOP-5+5)+28E+PEER(1B51+06) :FOR
K=A TO A-20 STEP --1:PDKE K, NB:INEXT K
11099 NEXT G:FOR T=N@ TO 4:PDKE 1&51+T
2 NRDINEXT T:POKE 1689, 230:POKE 167,218
12000 REM

12018 FOR K=N@ TD 9:POKE 171&6+K, NB:NEX
T K:PORE 1728, 9-E0

12011 POKE 1631, N1:POKE 16932, N1:PORE 1
778, N@: POKE 1768, ND

12016 TRAP 120:20:WA=USR(USER) : SOUND N
» N@, N@, NP : SOUND N1, N2, NG, N@

12020 IF PEEKC176@))ND THEN 15010
12030 STACE=STAGE+NLGO0TO 11910

15000 REM ++PLAYER DIED

15010 SHIPS=5HIPS~-N1:POSITION N&, N@:?

#NES "SHIPS LEFT:"3SHIPS:" "3

19815 PDRKE SCRM+PEEKCIEES), Z8: POKE SCR
N+PEERC1IEED) +N1, Z9:FOR T=200 TD N@ STE
P =—Z:G0UND N@, Ty 6, LANEXT T

15020 POKE SCRN+PEEKCIEED), ND: POKE SCR
N+PEEK C1E59) N1, N : SOLND NG, ND. NO, ND
15045 FOR K=N@ TD 4:IF PEEKC(1ES1+K))ND
THEN PDKE SCRN+FEEKC(IE21+K), PEEKC17@1
+K

15046 NEXT K

15048 POSITION N@, NO:? #NES

15043 SC=PEEK(SCRN+183—1E+ (PEERK (BORN+1
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7)-1E)+10+ (PEEK(SCRN+1E) —1E€)+1 20+ (PEEK
(SCRM+15)~18)+1 000

15050 FOR K=N@ TD 4:1IF PEEK(17S0+K)>)ND
THEN PORE 1750+K, N@:POKE 1770, PEEK(17
7@ —-N1

15051 NEXT K:POKE 1693, N@:IF PEEKC1729
)=1 AND PEEK(1739) <2 THEN POKE 1739, 2
153057 SC=8C+1@:IF SHIPS)N® THEN 110E®
15055 IF SCYHS THEN HS=SC

150E@ PDSITION N@, N@:? #NE3“ game
over ":FOR K=N1 TO 120:NEXT K:GOT
0 3410

82



CHOPPER
MISSION

(24K CASSETTE, 32K DISK)

Hostages have been released from a plane half a mile in
the air; an anti-gravity ray has fortunately been put in
place to slow their descent, but there are other threatsto
their survival. On this rescue mission, at the controls of
your chopper, youmust rescue these falling unfortunates
before four enemy helicopters and two enemy trucks
destroy them.

POKE in the machine language and the title screen will
appearonthescreen. PressSELECT to change the stage
youstarton, and START to beginthe game. Use a joystick
in port 1 to move left and right. Press the fire button to go
up. Ten points, multiplied by the stage, are awarded for
every rescued man. The high score is displayed at the
end of the game.

10 REM +CHOPPER MISSIDN

20 REM +=RBY Ctif+ MolCornmesd )

B REM AL, REMS MAY BE OMITTED

99 READ N@, N1, Nz, NE, M, PHITE, PPOS, MPOSL

0. MPOSHI, CHITE, CPDS, DVFLAG. MSPEED, TSPE

ED, TPOSE, TPOS1, CSPEED, TIMER, SHCOL.L, PA
120 TOP=PEER (186> IVFLAG=1747 :MCHAR=1E

YE:START=C (TOP—-16)+23E)Y+270: POS=NZ2:DIM
CHS C1E) sCH$="chopper mission Y

125 DATA @, 1,3, 6,8, 208, 2039, 1706, 1716, 1
729, 1732, 1741, 17407, 1751, 1753, 1784, 1755
» 1766, 1760, 256

1730 DLI=START+1115:DVBLANK=START+42:1IV
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P oammsroxvommmmsasonns THFFLTFFTD

BLANK=START+850:DLIZ=START+11 44 : USER=D
LIZ+22

200 REM

220 MYPE=PEEK(10&)>-8:PDOKE M+N1,MYPE:PD
KE M, N@

225 POKE 106, MYPE+NZ+N1 :GRAPHICS 18:P0
SITION 4,NE:? #N&3“PLEASE WRIT":0G08UR
12010

230 A=MYPE+PRA:FDR G=7EE TO 2048:POKE A
+G, NB s NEXT G:POKE 713, 224:POKE 708, 52
GOSUR 12010

240 FOR G=MPOSHI TO MPOSHI+9:POKE G, NO
TNEXT G

250 FOR G=CHITE TO CHITE+NZ:POKE G, 100
SNEXT G: POKE TPOS@, Z5: POKE TPOS1. 210
259 FOR CG=200 TDO 207:READ N:POKE G+A+1
280, N: POKE G+A+ 1536, NsNEXT G:POKE 711,
2B GOSUR 12010

2685 DATA B3, B3, 285, 191, 191, 285, 255, 82
270 PDKE S4279, MYPE:POKE 589,B52:POKE 5
F277. Z:PORE 705, 120:POKE 706, 204 PORE
707, 46 PORE 709, 70: POKE 710, 212

27% GDSUBR 12019

280 BOSUER 10010

= @ BDQUP 11%1@

byCHR%ll );=H UbRLQTﬁRWJ‘PDKE 17497u-

POKE 1758,5

470 FOR G=N@ TO N2:PORE 35IZ253+0G, 53+06+7

GENEXT G PORKE S3252, 123

SOV REM +xLHECK FOR START

S POSITION N3, NB:? #NES" PLEASE PRES

8 STARY “iFOR K=Ni TO S0:IF PEER(S3279

y=NE THEN 19029

S20 MEXT K

SEQ PDSITION ND, ND:? #NE; "score'sB5C3 "
YSIPOSITION 11, N@:? #MNES“"high'$HS

w "
?

54D FOR K=Ni TO 20@:IF PEEK(SIZ79)=NE
THEN 1020
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550 NEXT K:GOTO S05

1008 REM +=+START GAME

1020 FOR K=N@ TO 9:POKE MCHAR+K, NQ:POK
E MPDSHI+K, ND:NEXT K

1070 CHOPPERS=NZ+N1 : SCREEN=PEERK(EE)+25
E+PEEK (893) : STRAGE=N1 : 5C=N@

1035 FOR K=N@ TD 9B:HI=INT ((SCREEN+IZ0+2
+#K) /258) s POKE 1772+K, (SCREEN+20+2+K) —H
IT+256: POKE 1782+K, HI aNEXT K

1027 MLEFT=N@: POKE 17E5,9

1028 FOR K=N@ TD 9:IF PEEKC1782+K»>0 T
HEN MLEFT=MLEFT+N1

1839 NEXT K:MSAVED=N®

100 K=INT(STARGE/7)::0G=INT(STRGE/132) :P0
KE MSPEED, STAGE#Z: POKE TSPEED, 4+N2+ (ST
AGE~-K*7) : POKE CSPEED, 2+STAGE-G+173

1065 IF PEEK(MSPEED))24 THEN POKE MSPE
ED, 24

11190 FUEL=1000+ABRS(11-STAGE»+100

1149 POSITION N@, NO:7? #NE3 Y STAG
E "3STAGE:" *35 :SOUND N@, 255, 10,
8:S0OUND 1, 254, 10,8

1141 FOR K=N@ TO Nz:PDKE CPOS+K, 45 :NEX
T K

1142 POKE PHITE, 16@0:POKE PPOS, 120:FOR
K=1@24 70 1280: POKE MYPE+PA+K, NB:NEXT
K:POKE 207,16

1143 POKE SZ278, ND:FOR T=ND TO NZ-+NZ:
OKE T+176@0, ND:NEXT T

1145 ? #NESCHRBC(IZ5) 5 :POSITION N@, NO: ?
#NEs "score" sSCPDSITION 12, N@=2? #NESY
fuel " sFUEL

1146 COLOR 1Z29:PLOT N2, 11:DRAWTD 19,11
1147 FOR G=100 TO 10Z3:POKE MYPE+PA+76E
+0, 25X NEXT G: POKE SI26@, 255

1148 FOR G=140 TD 143:POKE MYPE+PA+7ES
+G, ZENEXT G

1149 POKE 704, Z0:SOUND N1, N@. N@, NO
1150 S0OUND N@, 200, 12, N2 A=LSRCUSER) : 60
TO 2010+ 100Q+PEERK(24)
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2000 REM sssFUEL DUT

2010 GOTD S010

Z2u0 REM ao+ENEMY HIT MAN

5010 N=D

ID20 IF PEERKC(SIZSI+ND NG THEN 2050
IO N=N+N1 = IF NIN2+M1 THEN 3020

IBad GOTO 3991

IPSD FLAG=ND: A=CPOS+N: B=CHI TE+N: GOSUR
301D

SZ@05: COL=INT (COL/2)

IVSS K=PEEK (MPOSLO+COL.) +PA+PEEK CMPOSHI
+COL Y —-SCREEN+20

IVED IF PEEKCMCHAR+COL)Y O 4% AND PEEK (M
POSHI+COL) (O @ THEN Z020

2070 A=TPOSO+N:GOSUER 9010: COL=INT(COL/
=)

IW7S IF PEERKCMCHAR+COL))=42 THEN FLAG=M
1

060 IF PEEK(MPOSHI+COL)Y=ND THEN Z@291
Iosl POKE MCHAR+COL, ND:K=PEEK(MPDSLO+C
DL +PA+PEEK CMPODSHI+COL) : POKE MPDSHI+CO
L. N@: POKE K, N@:POKE MPOSL.O+COL., ND

082 POKE 1772+C0L, ND:POKE 1782+C0L., ND

@S IF FLAG=NG THENM POKE K+2@, MO

2090 MLEFT=MLEFT-NI:FOR T=N@ TO 2000 o

TEP E0:SDUND NJ, T, 10, 102 NEXT T

IDD1 POKE SZ278, NB:FOR T=N2 TO 4:POKE

1760+T, NO:NEXT T

D9 SOUND N@, N@, NG, NB: IF MLEFT) NG THE

N %100

2095 IF MSAVED=NG THEN CHOPPERS=NQ@:GOT

D S

2997 GOTO 7510

1o GDTO 1150

420 REM +=+PLLAYER RESCUED MAN

4010 A=PPOS:GOSUR 2010

4@1s COL=INT COL/2) @ O=PEEK (MCHAR+COL.)

4020 POKE MCHAR+COL, N@: K=PEEK (MPOSLO+T

OL Y +PEPEEK CMPDSHI +Z0L. ) 2 POKE MPOSHI+CD
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Lo N2 : PORE K, N@# PODRE MPOSLO+COL ., NO
48750 IF GO 42 THEN POKE K+20, N@
4040 MSAVED=MSAVED+NIL :MLEFT=MLEFT-N1
4845 FOR T=235 TO0 N STEP -5:3:SDUND NGO,
N2, NG, ND: SOLIND N&, T, 1@, IB:NEXT T
4050 IF MLEFT=NB THEN 7510
4L4DED FOR G=N@ TD NZ2-+NZ:POKE SHCOLL+4G, N
VENEXT O POKE S2278, N2
4@g7e GOTO 7010
SBOY REM +=PLAYER HIT ENEMY
SU1Y CHOPPERS=CHOPPERS—-1
SRLL POSITION N2, ND:? #NGs" CHDPPERS L
EFT:"sCHOPPERSS '
S1L2 FOR T=10 TD ND STEP -@. 2:SDUND NO
» 1SO--RND (Y1 0T, 8, TENEXT T
Sz IF CHOPPERS)® THENM 1110
SO POSITION NG, N@=? #NE3T ™ game
DV '
SUES OIF SCHYHS THEN HS=SC
SR4d FDOR T=N@ TO 4D@:NEXT T:00TO 505
7000 REM
01D SC=8C+10+STAGE*POSITION N@, N@:? #
NES “aooret s8I0
7020 GOTD 1190
7500 REM
7510 STAGE=STADE+N1
7520 FUEL=(PEEK(SCREEN+1E6) 15 +128+ (PE
ERCSCREEN+1L 7)) 16 +1A+PEEK (SCREEN+18)~1
=
930 SC=8C+INTI(FUEL/12)+1@
7540 POSITION S, N@:? #NE3;SC
7545 MLEFT=NQA
7HOY FOR G=0 TO 9:IF PEEKCL7EZ+GY)ND T
HEN MLEFT=MLEFT+NI1
7o NEXT G
7970 POSITION (Z2@-MLEFTY /72, NE:FOR bB=1
TO MLEFT:? #NES"JI"5:NEXT O
7980 GOTD 187
L0098 REM
9010 COL=CPEEKCAY—4WD /8
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9020 HITE=INT( (PEEK(E) —22)/16)

90IO RETURN

1BOB® REM ++POKE IN MACHINE LANGUAGE
10010 N=START:RESTORE 2000

10015 FOR K=1 TO 4

10020 READ A:IF A -Ni THEN PDKE N,A:N
=N+N1:GOTD 10020

1D02S GOSUB 12010:NEXT K

10030 K=INT (DLI/PA) :G=INT(DLIZ/PA) : POK
E DLIZ+NZ, K:POKE DLI+NZ,G:POKE START+2
2. G

10055 POKE DLIZ+NE+N1, DLI-K+PA:POKE DL
I+NE+N1, DLI2~G+PA: POKE START+2S, DLIZ-G
+PA: G=INT ( DVBLANK/ PA)

10048 K=INT (IVBLANK/PA) : POKE START+N2+
N2, (3: POKE START+13, K:POKE START+NE, DVE
LANK=-G+PA

12050 POKE START+1S5, IVELANK-K+PA: RESTD
RE 32100:N=N®@

100E® READ A:IF A -N1 THEN PDKE 1536+
N. A2N=N+N1:GOTD 100E@

10070 DLIST=PEEK(SED)+2SE+PEEK (S61) : PD
KE DLIST+NZ+N1, PEEKCDLIST+NZ+N1)+128:P
OKE DLIST+14, PEEKCDLIST+14)+138

12100 RETURN

110@@ REM *+PDKE IN NEW CHARACTER SET
11010 CHBASE=MYPE-NZ: A=CHEASE+2SE
11070 RESTORE 11100

11@40 READ N:IF N( -Ni1 THEN FOR G=N@ T
0 7:READ K:PDKE A+N+8+G, K:NEXT G:G0TO
11040

11045 POKE 1757, CHBASE

11050 RETURN

11100 DATA 26, 24, 6D, 24, 255, T4y 24, 36, 10

1111® DATA T4,0,.0.0,.0,0.90,02,0
11120 DRTA 27, B, 24, 60, 24, 255, 24, 24, 36
11130 DATA =5, 102, 0,0.0,0.0,0,0
11140 DATA 28, 0, B, 24, BB, 24, 255, 24,24
11150 DATA 26, 36, 102,0,0,0.0. 0,0
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11160 DATA 29,3, ¥, B, 24, 60, 24, 255, 24
1117® DATA =7, 24,736, 102,0.0,0,.0. 0
11180 DATA =0, 0, 0, D, B, 24, B0, 24, 2585
11199 DATA 38, 24, 24, 36, 102,00, 0,0, 0
11200 DARATA ZF1,0,0, 0.0, 0, 24, 680, 24

1121@0 DATAR =9, 255, 24, 24, 36, 102,08, 0. 0
11230 DATA Z2,0.0.0,0.0,0, 24,60

112380 DATA 48, 24, 255, 24, 24, 56, 102,90, 0
11240 DATA 3%, 0,.0,0.0, 0,0, 8, 24

11250 DATA 41,E0, 24, 255, 24, 24,36, 102, 0

11270 DARTA 42, 24, 60, 24, 255, 24, 24, 76, 10

11280 DATA 1,255, 255.0,.0,.0,0,.8,0

11290 DATA ©,.2,0,0,9,0,0,0,0

11300 DATA -1

12000 REM »+PRIMT++CHOPPER MISSION

12010 FOR G=1 TO Z:POSITION POS, 4:7? #N

&3 CH$ (POS-1, PUOS—-1) 3 : POS=PDS+N1

12020 SOUND N2, 100, 10, 10:FOR T=N1 TD 1

B:NEXT T:S0UND NO, NO, NB, NB:NEXT G:RETU

RN

F2000 DATA 104,189, 7,182, 128, 160, 42, 32

» 92, 228, 1689, &, 182, 121, 1E0, 82, 32, 92, 228

2 1689, 132,141, 1, 2, 169, 120

2001 DATA 141,80, 2,173, 15, 212,41,64, 24

@, 249, 189, 192, 141, 14, 212,96, 173, 205, &,

240, 3, 76, 98, 228, 165, 207

ZZ0@2 DATA 41,128, 24,42, 42,77, 1€, 208, 2

40, 21, 1Bu:~®7,41 127, 208, 10, 165, 207,73
1 "‘-C:‘, -t ..' ...lZl /v .:':IZ), ._’(237: ._QL:H ...1

?me DATA 198, 287, 5E, 176, 16, 230, 207, 1

&5, 207, 41, 83, 208, 8, 165, 207,41, 128, 3, 6=

? 1 -...1 ;.m-’v 17:1 161 :@Cn ‘.fDBv E:u

ZZ2004 DATA 20E, 222, B, 208, 6%, 173, 225, 6,

1&17::::;'1 Bv jEn.J)S 24, 105, 16, ’_",._:._Q),_n 18‘:‘

-89, 195, 0, 3-7.DE718®,~

'”B@u DATA 177,205, 24, 136, 113, 205, 136,
1%, 205, 201, 48, 240, 29, 160, 2, 177, 205, 20

1 16, 208, 1@, 192, @, 240, 17, 169
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P cavesronvomamamewn SEFFHEF

IZOVE DATA 25, 145, 205, 208, 8, 96, 233, 1, 1
45, 20%, 24, 144, F, 178, 16, 229, 185, 207,41,
48, 74, 74, 74, T4, 1375, 203
I2OD7 DRTA LES, 2D7. 41,15, 24, 109, 20E. B,
IAI,RDH,512@1,1611&A17,41715,1a1,2®575
? .'_‘_121, all. 1 15»11 JZW, 4 .J
200 DFITQ 165, 208, s-)t? 229, 203, 135, 208,
208, 50, 173, 8, 208, 24, 109, 3, 208, 199, 10, 2
e, 199, 11, 208,41, 1,208, 7
FT2009 DATA 169,10, 141,212, 6,240, 17, 173,
2126, 208, 21,1735, 2173, 6,208, 7, 169, 1, 141
» 21 ':-;:7 En ‘-E 97 lb\.Jv .JZ)“
IE2A1D DRTA 24,101, 203, 132, 208, 208, 19, 1
855, 207, 187“-1 1.6':31 128, \,_:1.(2)/,1&;‘_:1.2)‘_” 20
i, 4~.1 .5781 &, lZ!, 13:'1 ‘.m77 .Lt.‘:g
2011 DATA ahyiff,: 8, 201,190, 144, 8, 1&
9, 128, 135, 207, 169, 190, 135, 208, 175, 0, 21
1,10b11@571D8117&v1u,]9u1h®ﬂ 173
2012 DATA 210,E. 41, 2, 141, 218, 6, 24, 144
» 1%, 188, 176, 10, 220, 209, 175, 218, 6,9, 1,1
41,210, 6, 165, 209, 201, -1
TZB1E DATA 4%, 1764, 1659, 45, 133, 209, 201
» 200, 144, 4, 169, 208, 133, 209, 162, 2, 173, 2
19,6, 74,74, 74, 133, 203, 173
IZ2014 DATA 219:6.41,7,24, 109, 220, 6, 1
» 220, 6, 201,88, 144,77, 41,7, 1417h“@757hm®7
207,173, 18, 210, 41
I2015 DATR &3, 208, %4, 17%, 10, 210, 41, 15,
157,190, &, 24, 144, 3, 24, 144, 235, 74, 74, 41
» 1, 240, 6, 23, 199, 6
I201E DRTA 24, 144,5, 189,199, E, 41, 254, 1
57,199, 6, 189, 190, &, 106, 144, 13, 135, 205,
1“97 ]9..1 &, \JB, 224 1: kT 1~.)7
T2D17 DATA 197,86, 185, 205, 106, 144, 15, 13
E, 205, 189, 193 612&,101,2 Z,187,19Z%, 65 1
Euvimu,iDB71&a, e 133, 205, 189
2018 DATA 196, 612411611_D > 157, 198, B,
ibu72Bu1106,1a4,147175,m1_47144,17&118
9, 196, &, 56, 229, 203, 157, 196
T2019 DATA 6,189, 1935, 6, 201,42, 176,15, 1
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89, 198, 6, 7%, 1,157, 190, 6, 169, 42, 157, 193
,Sahﬂl 168, 144, 1%, 169
IZ20E® DATA 168, 157,193,6, 189, 190,6, 73,
~7157, 19@. 6, 189, 196, 6, 201,45, 176, 19, 17
3,10, 210,157, 190, 6, 189
I2021 DATA 199,6,9, 1,157,199, 6, 1€9, 45,
157, 196, €, 201, 195, 144, 19, 1£9, 195, 157, 1
96,6, 173, 190, 210, 157, 190
Iz@2:s DATA E, 189, 199, En 41,2, 157,199, €.
202, 48, %, 24, 144, 1\..).-_1 ..1 .JD'/ 6,74, 74,74
» 74, 133, 203, 173, 207
32@?? DATA E, 41, 1u124,169,‘9878,141,20
201, 16, 144, 7, 230, 203, 41,15, 141, 208
? 51 1567 2@..1 ..MD: \.Jm'r .._381
IZ2024 DATA 209,.6, 173, 209, 6, 41, 7, 208, 92
,141,2Eﬂy8,16D,9:18571E®,5141 63, 201, 4
e ._4-@1 757 18»)7 1&01 51 -1
I2025 DATA 240, 71, 132, 204, 1373, 206, 185,
170, 6, 133, 205, 169, 0, 168 1‘!—;.)’ =205, 164, 20
4, 1ES, 205, 24, 144, %, 24, 1&41 S
I2026 DATA 105, 20, 153, 1780, 6, 1685, 206, 10
S, 0, 153,180, 6, 185 17D, » 24, 105, 20, 127,
2@5,185,18m,8,105,0,133
Z2027 DATA 206, 160, 0, 177, 205, 240, 12, 16
4, 204, 185, 1E0, &, 41, 192, 9, 42, 157, 160, &,
164, 204, 136, 16, 168, 202, 208
JI2028 DATA 15@, 1773, 209, 6, 24, 105, 26, 137
» 20%, 162, 9, 189, 160, 6, 41, 6%, 201, 42, 240,
12, 189, 1EB, &, 41, 192,95
IZOE9 DATA 203, 157, 160, ‘m;,IE,;TA,17
7...1\.)7 &> .,lld 74, 747 747 1-'—’ ' 17_1 21\..!151
24, 109, 216.6, 141, 216, &
I20ED DATA 201, 16, 144,7.401,15, 141, 216;
&, 230, 203, 173, 217, 6, 56, 229, 207, 141, 217
216, 173,218, 6, 56, 229, 203
IZ20T1 DATR 141,218, 6, 173, 8, 208, 24, 109,
3, 208, 109, 10, 208, 109, 11, =202, 41. 1, 141, 2
1%, 6, 1682, 3, 189, 4, 202
IZ2PEE DATA 157, 224, 6, 202, 1E, 247, 173, 12
» 208, 141, 228, 6, 141, 20, 208, 76, 98, 228, 16
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FEFFFHFITET omemsron vomamasiwom LD

2,2, 189, 196, 6, 157, 1, 208
IZBTZ DATA 20&, 16,247, 1735, 211, 6, 240, 5,
76,95, 228, 162, 2, 175, 210, 6,41, 2, 208, 7. 1
£9, 19qv &, 91 =y ;.IZ)c,
""E"Q DQTQ \J, 1C;c')1 19‘:‘31 En 4 11 ._.\.J -v 1\_171 lqgv
7..'@;..7 lfn.i.-_l 17_-74.1@1 €, 73, 2,141, & 1@:51
168, 189, 0, 192, 0, 240D
J2OIS DATA 6, 24, 105, 24, 176, 208, 250, 133
1 ;.m:ﬁ 17@1 16,_“ i, ..‘I-v 10\_)1 4: 135, ..VJEH 169, 9,
3%, 205, 1693, 24, 1373, 204, 164
2036 DATA 208, 189, 8, &, 145, 205, =200, 232
,iﬁu,hmh,hﬂ8 245, 162, 2, 188, 199, 6, 169.0
» 192, 0, ‘,40)7 » 24, 16‘31 ...a-'; -1
IZOE7 DATA 136, 208, 250, 157, 202, 6, 202, 1
6, 235, 174, 202, &, 169, 24, 137, 2084, 172, 193
' B, 230, 206, 189, 0, 6, 145, 205
I20Z8 DATA 200, 272, 198, 204, 208, 245, 174
» 207, 6, 169, 24, 133, 204, 172, 194, &, 230, 20
En 189, 0, &, 145, 205, 200, 232, 198
2029 DATA 204, 208, 245, 174, 204, 6, 169, 2
4 133, 204, 172, 195, 6, 270, 206, 189, 2, 6, 14
\_h x_ms’ ~EJQ.\: ;.l'-::v 1.981 ...!Mh ;_BE"'I ‘:..ll-\..l
IZ204D DATA 162.9, 180, 0, 189, 170, 6, 133, 2
25, 189, 180, &, 133, 206, 189, 1EM, 6, 41,63, 2
P11, 42, 205, 8, 189, 180, &
F2a4al DATA 145, 205, 24, 144, 26, 1997]FW18
? Ia\_Jv *.(ZL.n 1E1_J1 :m,_h ...47 1“_}7 20, 133, ¢_@_J7 1"-: d
1 206, 105, @, 133, 206, 189, 160, &
IZ204L DATA 24,105, 8, 145, 205, 202, 16, 200
» 185, 209, 141, 0, 208, 238, 231. 6, 208, =, 238
: 230, 6, 76, 25, 228, 7.31 169
IZ204AT DATA 1?171u1,1,;,159,1”E’1h11@12
1175, 217, 6, 141, 1@, 212, 142, 1, 208,173, 21
8,6, 141,23, 208, 104,64
IeMa4L DATA 72, 169, 132, 141, 1,2, 169,92, 1
41,0, 2, 172, 221, 6, 141,12, 212, 141, 9, 212,
1@4,54,1wa,1cq,m,1a1
""'(2)4 DQTQ m\." En 1&-1 7 :'1 1 67 1&1«)7 L.u..n ‘41 1
D 42 1(‘41 ]-:-_';7 4..41 J.F' ot 7 u:%l 1(7);}1 Qv 1-'—'" :\.'7 J€ fZ)s :
2 177, 24, 1736, 24, 1173, 24
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I20LE DATA 136, 113, 24, 201, 48, 208, 4, 169
» 0, 240, 27, 173, 225, 6, 24, 109, 226,6, 109, 2
27+ 6, 240, 4, 189, 1, 208

I2047 DATA 7,175, 224, 6, 240, 19, 169, 2, 23
&, 205, 6, 172, 271, &, 204, 271, 6, 240, 251, 23
8, 211,6, 133, 24,96, 173

22048 DATA 228, 6, 240, 4, 189, 3, 208, 270, 1
72,230, 6, 201, 1, 144, 168, 172, 229, 6, 201, 2
55, 240, 161, 185, 236, &, 153

I2V49 DATA 170. &, 1€9,0, 153, 160, &, 185, 2
46, 6, 153, 180, 6, 169, 0, 141, 220, &, 206, 229
v By 24, 1‘&[&1 21 9: -1

Z2100 DATA 0,0, 0,0, 0, 252, 252, 48, 48, 120
» 120, 127, 285, 250, 250, 254, 22,80, 0. 0.0, 0
3. 0,0,0

I2101 DATAR ©,@.0,E6%, 63, 12, 12, 70, 70, 254
» 255, 95, 95, 127,4, 10,0, 0,0, 0, 0, 0, @, 1, O,
"4

32102 DATA O, 48, 48, 48, 48, 120, 120, 122, 2
5@, 250, 250, 254,32,80,0,.0.0.0,0.0, 0.0, 0
20,0, 12

I210Z DATA 12,12, 12, 38, 70, 94, 95, 95, 35,
127.4,10.0, 0,0, 0, 0,0, 0, 8, 255, 255, 255, 2

55, 255, 259

I21@4 DATA 255, 255, 2895, 255, 285, 285, 255

? :551 mv (ZL l?i, @1 E, Q)v QL ""1
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REVERSI

(16K CASSETTE, 24K DISK)

In this game of strategy, often called ‘Othello’, you must
try to take over the board with your light blue pieces. You
and the computer take it in turns to place pieces on the
board until there are no free spaces remaining. To
change the computer’'s pieces to your colour, you must
move so that two of your pieces are on either side of one
or more of the computer's. This can be either vertically,
horizontally or diagonally.

Press SELECT to decide who has the first go, and
START to begin the game. The board will be printed up
and your cursor will appear. Use a joystick in port 1 to
move the cursor to the square where you wish to place
your piece, then press the fire button.
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m r-,r—]" IR T SR R N ] c) Z::

1OREM #aae by O =3 e

12 N@=@:NL=1:G0SLER f AN DIM ACLR, 10D

20 FOR A=NI TD 1@ FOR RB=MD OTO LOXIF RY

SMLOAND OND AND A0 180 & BOIR THER
ALF Br=161 sNEXT BINEXT A

JB ACH, Br=131sNEXT BiNeEXT A

4 E."' LL-HP':-;-E;:‘SD 133 s pL=tEt s HYX=0rHY=5
SEY ACH, D =UPACE, E=0PIRCT, E0=HPIAE, 5
y=HP R f" 28 R=RT
150 GOBUE A0 W@ THREN GOT0 2o

29 REM C‘['MI‘HFLF?ii TLIRM

1088 POKE 77, NB:POSITION 1, 1122 #63¢

IMY TLIRNT®

1010 B=HPIT=CP: H=0

1020 FOR A=2 TO D:FOR B=2 TO 9:IF ACA,

By O BL THEN 1170

1030 D=0:FDR C=-1 TD 1:FOR D=-i TO 1:K

=@ F=: 5=

1840 IF ACF+I G+DY O THEN LQEO

1050 K=K+l F=Fae0iG=0+DrGATD 1242

1G58 IF ACFHD, G+DY OT THEN 1820

1078 O=0+K

1080 NEXT DIiNEXT O

18038 IF A=2 DR A=9 THEN

119G IF B=2 OR B=9 THEN

1i1@ IF R=T Uf‘ A= THEN
1558 B THEN

) AN

Sl-"

1
HEN
1A
THEN .
viE IF o ‘(i-i OR 8= OR (RNDCRY AL T OND
THE 178
"’!-~H~ l‘""'b K =R L P HY =B

MNMEXT &
HnlD F= THEN D300

1199 =@ THEN 12180
12 SR 4
1218 =T GOSBUE 2R i Z=TPF THEN S800
95
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1999 REM PLAYERS TURN

IOVD POKE 77, NQ:PDSITION 1, 1137 #5309y

DUR TLRNI v GOSUE 2500

2018 COSUR £090: IF L=0 THEN BOSUE 2500

1GOTO oRim

IPID S=CP: T=HP

200 GOSUE 4200

2040 BOSUB 3000

IUSD GOTOD 1200

£999 REM ADD UP PLECES

IODD C=0:H=0

IPi® FOR B=2 TD 9:FDR A=2 TD 9:POSITIO

N 4+A, B-1:7 #5:10HRSCACA, B 5:0=C+(AA,
B) =CP) t HaH+ CACA: B) =HP) 1 TP=0+H

IOE0 MEXT A:NEXT B

TOED POSITION ©, 10:2 #53H:" “:POSITION
18, 1057 #8303 ¢

I0L4D IF C+HY =64 THEN POP :GOTD SO0
PSSO RETURN

7999 REM PLACE PIECE ON EDARD

400D FOR C=—1 TO 1:FDR D=—1 TO 1:F=M:G

=N

4D1D IF QCF+D,G+D) OS THEN 4070

4D F=F+CiG=0+D:B0T0 4210

4DTR IF ACF+C, G+DY O T THEN 4BE0

ARAR ACE, D) =T:IF M=F AND N=G THEN 4BED

4050 F=R-0i0=0--Dr1007T0 4040

4068 NEXT DaNEXT

4970 RETURM

49399 REM OAME DVER

SO0 H=@:U=E:FDOR B=2 TO 929:F0OR A=2 T0O 9

PH=R CACRE, AY=HP)Y sO=C+ cACE, O)Y=P)

SAIH NEXT AsNEXT B

SOZR POSITION @, 1022 #EsHs " “3:PDSITIO

NOLS. 128 #HEIDsY Yy

SAEH X=INT(H/ C(DaH 1 00+D. SO s POSITION |

»112? #EYY yvour pieces YiXyUuTy" Yy

n\?‘/w’\ POSTTION 1, 22 #E3"HAMEY s POSITION
AR #HE sy YDVERY
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SRSB POSITION 15, 2:? #E3"presg":PDSITI
ON 1S5, 4:7? #B3“start"

SRED IF PEERCSIZ?79 O 6 THEN SPDED

S@70 PF=1:00SUR E10Q:00T0 2@

S999 REM INITIALIZATION

E000 RT=PEER(74Q)-4:PORE 106, RT-2:GRAP
HICS 18:POKE 756, RTIRT=RT+25E:DIM SDS(
1@y, BDEC1D:

ED1i0 POSITION 7,4:7? #63"reversi "1 POSIT
ION 1,637 #BESYWRITTEN BY 0. RYAN":FUR

A=1 TO 10:8SDECAY=CHREC1E1)

EBZD BDS (AY=CHRSCIBIIINEXT A:FOR A=RT

TD RT+7:POKE A, B:NEXT

BEAZE FOR A=40 TO 47:PORE RT+A, PEERK(ETZ
La4+AY INEXT A

BB4® FOR A=112 TO S11:PORKE RT+A, PEERLS

BERS0@ READ I:IF IO -1 THEN FOR A=I TD T
+7:READ D POKE RT+A, DINEXT A:GOTO EBSO

&E0EQ@ DATA 32, 8, B0, 126, 126, 126, 126, 60. @

BA780 DATA 8,0, 126, 126, 126, 126, 126, 126,
)

EQERQ DATA 24, 170, 85, 170, 85, 170, 85, 171,
=)

EQ9P DATA 72, 255, 129, 129, 129, 129, 129, 1
28, 259

E188 DATA 96,255, 198, 129, 129, 129, 129, 1
95, 255, ~1

5110 PUT #E, 123:POSITION S5, W:? HE;GDS:
POKE 708. 126:PORE 709, S6:PORKE 71, 164
POKE 711,70

120 POSITION S5, 9:? HE3GDS:FOR A=1 TO
E:POSITION S Ar? #E3SD3CLDYSBDS (I3 EDS
CLE) ANEXT A

120 POSITIONM 1,107 #6:3"vyou own @Y:P0D
SITION 12, 1@=? #B3": own B"

5140 POSITION 1,11:27? #6s5'select:COMP O
D 18T"5:2W=1
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E150 IF PEEKCSIZ7YY =S THEN 6180
E1EW IF PEEKCSIZ7E) =6 THEN EZFY
E170 GOTO 6150
E180 W=(W=@):IF W THEN POSITION 8, 1i:?
#E3 "COMP GO 1ST"3:GOTD E200
E199 POSITION 2, 11:? #5:3% YOU GO 18Tw;
E200 IF PEEK(SIZ7I) ()7 THEN £5200
E210 GOTD B150
EXZ0 POSITION 1,11:7 #E3"

"3 RETURN
7999 REM INPUT PLAYERS MOVE WITH JOYST
ICK
8000 LOCATE S+HX, HY, THEHH=HY tHY=HY
8010 COLOR CH+E1PLOT S+HX, HY :ST=8TICKC
@) :IF STRIG(DY =0 THEN 050
215 IF PEEK(SIZ79)=1 THEN POP :COLODR
CH:PLOT HX+S, HY:GDTD SC00
BOE0 HX=HX+PTRIG(D) ~PTRIGCL) tHY=HY+ (ST
=1Z OR ST=5 OR ST=2)~-(ST=14 OR ST=10 D
R ST=E)
BOZB HX=HX+CHX (1)~ CHX) 8) tHY=HY+CHY (1)~
CHYY 81 IF HX O HH OR HY OHV THEN COLOR
CH:PLOT S+HH, HV:GOTO E02
8040 GOTO 8010
E0S® IF CHC1EL THEN GOSUR 2500:007T0 8
01D
SWER® COLOR CH:PLOT S+hH, HY
BO70 M=HX+1iN=HY+1:L=0: X=HX+5: Y=HY
8080 FOR A=-1i TO 1:FDR B=-1 TOD 1
8090 LDCATE X+A, Y+B, C:IF O=4 THEN 2i50
S180 NEXT B:NEXT A:RETURN
S150 H=X+A+A: V=Y +B+E
S1E@ LOCATE H,V, Z:IF Z=HP THEN L=M1i:PQ
P :POP :RETURN
8170 IF Z=131 DR Z=161 THEN 2100
B180 H=H+A:V=V+E:(0TD S1E0
8500 SDUND N@, 15, 12, 4:FDR Z=Ni TO 20:N
EXT Z
8510 IF STRIGCNDY=ND THEN 8510
8520 SOUND N2, ND, N@» NB: RETURN
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MARS LANDER

(16K CASSETTE, 24K DISK)

While flying past Mars, you suddenly notice the low
reading on your fuel gauge. Since youdon't have enough
fuel left to completely escape the gravity of the planet,
you must make a risky descent on an old landing pad on
the surface of Mars. Before you can land you must avoid
asteroids of all sizes, small particles of space dust and a
rotating force-shield. Moreover, gravity constantly ex-
erts its force on your ship and, in order to counteract its
pull and land softly on the planet, you must use up fuel.

PressSTARTto beginthe game. Use a joystick in port 1
tomove your craft left and right. Push the joystick down to
make your ship descend faster than gravity can take it.
Press the fire button to give your ship upward thrust
against gravity.

10 REM #+:MARS L.ANDER

20 REM #++By CI1if+ McConnel )

30 REM #++ALL. REMS MAY BE OMITTED

120 POKE 704.,0

130 HS=0:00SUB 100010: GOSUB 12010

140 GNSUR 15010:7? #&3sCHR$ (125> :GOSUR 1
2012:GOSUR 123010:60SUR 14010 Y=IN+37:X
=] 24: GTAGE=1]

147 POKE S376@, 150:NO=0:L=2:5C=0: POKE

696, Bt PORKE &£57,7:2 ¢ s

144 POKE S3270, B: W=20-STAGE+2:GO0SURB 16
Q1D:IF WCE THEN W=2

148 COLOR 1:PLOT @, SO:DRAWTD 159, S0:SH

=2@:COLOR @:PLOT 720, S0:DRAWTD Z0-W, 50

148 Y=IN+IZ7: X=1243U=35~-RND (B> +1Q:0G=70:
PHe C1)=CHRE () s PMB (2304 =CHRSE (D) = PM$ (22
) =PM$: F=500
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149 POKE S3760, 150:POKE 656, 0: PORKE 704

» 25D TRAR 71@:POKE S327S.0

150 V=GTICKD) 26=G+V (V) t Y=Y+ (G) s U=U+H

CVI e X=X+0 U P PMBCY)=8HS : POKE S3248, X:F

=F+F (V)i PORKE BS7,17:2? F3* "3

155 COLOR @:PLOT SH, S@:COLOR 1:PLOT SH

=iy 50 2 SH=5H+1

160 POKE SZ761,NCVIIIF F AND NOT PEEK

CSI2T2) THEN 150

165 POKE SZ7E1, D:POKE 77,0

170 V=PEEK(SZI252):IF W4 THEN 210

180 IF V)3 THEN 2010:REM BONUS

120 IF W1 AND G(Z5 THEN 1010:REM LAND

ED

200 REM #+DIED

=218 PM$(YH)=EXPL$:FOR T=0 TD 255 STEP S

*SOUND @, 7,10, 10:POKE 704, (255-T)/16:N

EXT T

220 FOR T=255 TO @ STEP —-7:S0UND @, 7T, 1

7, IDINEXT T:SDOUND 2,2,0.0

230 L=l~1:POKE 656, 1:PDKE 6857, 18:? L

240 IF L>® THEN 148

319 IF SCYHS THENM HS=SC

9185 GOTO 140

520 RUN

710 COLOR 1:PLOT C(SH-W)+(SH) W), 5B GH=(

SH+ 10+ (BH(1E9+WI tTRAP 710:60TD 1EG

1000 REM #++L ANDED

iP1® POP :STAGE=STAGE+1:COLOR @:IF STA

GE/Z=INT (STAGE/Z) THEN COLOR 1

idzn PLOT 25, B2:DRAWTO 135, 62:POKE ESE

0

1243 POKE BESE, 1:POKE &57,.7:7? STAGES

105 SOUND @, 121,10, 8:50UND 1, 120, 10, 8

tFOR K=0 TD ZD:NEXT K:SOUND 0, 2,0,.0:S50

UND 1, 2,9, B:FOR K=0 TO S:NEXT K

12860 SOUND @, 121, 1@, 8:80UND 1, 120,10, 8

FFDOR K=1 T0O 200:NEXT K:SOUND 9,0,0,0:5

DUND 1.9, 3, 8:PDKE ESE. 0

188D FOR K=1 TO F STEP S:F=(F-5)*(F-5)
100
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@) :SC=8C+1:POKE ES7,7:? INT(S(C);s ::POKE

657, 1722 Fs3" "3:S50UND @, 100, 10, 10

1990 FOR T=0 TO 1@:NEXT T:SOUND @.@, 0,

D:NEXT K:SC=INT(SC)

1950 GOTOD 144

2002 REM +x0G0T BONUS

2010 FOR T=@ TO NO

2011 IF  NOT BYC(T> THEN NEXT T

2017 COLOR D:PLOT BXC(TY,BY(T)Y:POKE 53z
2.0

2020 FOR K=200 TO @ STEP —-10:S0UND @, K
218, 10:NMEXT K:POKE SZ7ED, 150 :V=PEEK (53

2520

2070 IF V{4 THEN SC=SC+STACGE#1@:PDRE &

56, 0 POKE ES7,7:? SCs:BX(T)=0:RY(T)>=0:

GOTO 188

2040 COLOR Z:PLOT BXCTI),BYC(T) ENEXT T:06

OTo 159

10000 REM ++8ET UP PM GRAPHICS

12010 GRAPHICS 7:DL=PEEK(56@)+Z35E6+PEEK
CSE1):POKE DL+835, 70:POKE DL+88.E6: POKE

DL+8%, &: POKE DL+9@, 6: POKE 732,

120350 Y=RQ:X=0:DIM PM$ (23041, SHBC(11), V(
153, HO1S),6CBBY, FCIS5,NCISI, BX(11), BY(
11, EXPLSCL11)

12130 A=ADRCPMS) : PM=INT (A/2048)+2048:

=PM+ 10248 IF A X THEN PM=PM+2D48: X=X+20

43

10140 IN=X-A:POKE 710, 158: PDKE 788, Sz
12150 POKE S4279, PM/2SE:POKE 559, 82:P0

KE S$32277, 3:PDKE 97248, 150

12200 FOR K=1 T0 11:READ V:8HS (K =CHRS$
CVIENEXT K

19210 DATA B, 0,3, 16, 16, 56, 124, 402.0,0,0

1028® FOR K=0 TO 15:READ ViNCRI=VINEXT
K

10270 DRTA 2,90,.0,0,0, 4,134, 4,854,154, 4
+ @, @, 134, 0

10240 FOR K=1 TO 11:READ V:EXPL$C(K,K)=
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CHRBCVI ENEXT K
12250 DRTR @, 73, 42, 28,8, 127,8, 28, 42, 7=
» 0
11000 REM +:JOYSTICK VARIABLES
119010 RESTORE 11020:FOR K= T0O 15:READ
V, HE VK =V HK) =H:NEXT K
11020 DATA iZ!, 2, 0, B,B,Dym:iZL@,B’.A:.,., -
R O 4 P 1 P R N Tt T Tt
2.0, .4,0,.%5,0, .4, 0
11030 FOR K=0 TO E0:G(K)=(K-ZD)+0. 1:NE
XT K:FOR K=61 T0O 80:G(K)=3I:NEXT K
11240 FOR K=0 TD 1S:F(K)=0:NEXT K:F (14
=1 F (1@ =—1:F(E)=~1
11850 RETURN
12000 REM ++DRAW SCREEN
12010 COLOR 1:PLOT @, A:DRAWTD 159, B:DR
AWNTD 159, 79:DRAWTO @, 79:DRAWTO @, 0
12018 PLOT @, 79:7T=0
12020 X=INT(RNDCDY+3) :T=T+INTC(RND (D) +5
YRIF T(1E9.5 THENM DRAWTDO T, 79-X:G0TOD 1
2020
12990 RETURN
172000 REM +xGET UP OBSTACLES
17018 FDR T=0 TD S5:PLOT RNDC(@>+158, RND
(@r+I2+F22NEXT T
132020 COLOR 2:PLOT 77, 74:DRAWTD &3, 74
12020 COLOR 1:PLDOT 84, 70:DRAWTD 84, 75:
DRAWTD 7&., 75 :DRAWTO 7E, 70
135050 RETURN
14000 REM ++PRINT SCORE AND FUEL
14212 SOUND ©,0,0,0
14015 POKE 656,0:PORE B57,21:? “HIGH S
CORE="35HSs
14028 PORKE 657, 1:? “SCORE:z“s;&C3" ]
TPORE 57, 12:7? Y“FUEL:="s3F3
14059 POKE 656, 1:POKE ES7, 1:? “STAGE:1
Y32 POKE B57, 1237 "SHIPS:Z"s

14220 RETURN
15200 REM =+WAIT FOR START
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15012 POKE G£SE. 1:PDKE E57,.1:? "pleass
pPress start"s

15015 IF HSY @ THEN POKE ESE,@:POKE &57
» 22372 HS3

15018 POKE ESE&E, 1:POKE &57,21:? "MARS L
ANDER" 3

15020 IF PEEKC(SIZ279) OQOE AND STRIG O
B THEN 150:0

15020 RETURN

1EQ00 REM +xPUT LP EXTRA OBRSTACLES
16010 COLOR 1:FOR T=1 TO ZE:PLOT RNDC@)
#1558, RND (@) +12+52 :NEXT T

16020 N=RND(@)>+4:FOR T=1 T0O N:S=INT (RN
D@ T3 4+1 s H=RND (@) (1 57-10+8) +Z+5: V=RN
D@y (Z9-7+53+10

160730 PLOT H+3+8, VIRESTORE 1E200:FOR K
=1 TD 2IZ:READ X, YiDRAWTD H+X+5, V+Y+G
16@735 NEXT KEINEXT T

16040 COLDOR @:FDOR T=0 TO NO:PLOT BX(T)
BYCTY sNEXT T

1EPS® COLOR Z2:NMO=NDO+(NDK1ID)+1 :FDOR T=0
TO NO:EX=RND(@)+158: BY=RND (@) +40+20: BX
(TY=RBX:BY(T)=BY:PLOT BX,BY:NEXT T
1ED080 RETURN

16200 DATA 2,0, 3 1,2, 1,2, 2,1, 2. 1,464,805 4
1@,-..'1..1|.J1...1‘.J7..76a(-l-151a1 k] I171\..176)E:16 EJ
14y 7007 565 6B 25,250
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How To Write
Better
Programs

INVENTING AND DEVELOPING YOUR OWN
GAMES PROGRAMS
By Series Editor, Tim Hartnell

It's all very well spending your time typing in programs
like those in this book, but there is sure to come a time
when you decide you'd like to develop some games pro-
grams of your own. In this section of the book, I'd like to
discuss a few ideas which may help you write games
which you'll both enjoy developing and — more impor-
tantly — you and your friends will enjoy playing.

HAVE A CLEAR GOAL IN MIND

Although in many (perhaps most) cases, your computer
program will take on a life of its own as you write it,
developingaway fromthe concept you had in mind when
you started programming, it is important at the outset to
have a pretty good idea of what your game will involve.

This is not as obvious a suggestion as you might think.
Of course, you'll know if you're developing a ‘chase the
ghosts around the maze as you eat the power pills’ pro-
gram that you are going to need a different sort of pro-
gram layout to one which places you inside a Haunted
Oak, peopled with gremlins and halflings. But you have
to go beyond the basic ''I'm going to write me an Adven-
ture’’ stage to work out such things as (a) what the object
of the game will be; (b) what the screen display will look
like; (c) what variables, and variable names, you'll need,;
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(d) the nature of the player input; () how ‘winning’ or ‘los-
ing’ will be determined; and so on.
Let's look at these one by one.

THE OBJECT OF THE GAME

This can usually be stated very succinctly: ‘‘To find the
lost treasure of the Aztecs'’; "To destroy as many
asteroidsas possible before running out of ships'’; or *'To
play a game of chess''. But even though this stage of the
game production can be accomplished very quickly, it
should not be overlooked. Get this statement — which
might be just a sentence, or may run to a paragraph
length or more, if there is more than one ‘screen’ to be
worked through, with a different scenario for each
screen — down in writing.

You may well discard the original aim as the program
develops, and it looks like the direction it is taking is bet-
ter than the one you first thought of. Despite this, it is im-
portant to have something concrete to aim at, to stop you
wasting hour after hour doodling aimlessly.

THE SCREEN DISPLAY

I've found that making a sketch, or sketches, of what the
display will look like once the programis up and running,
1s of tremendous benefit. Once you have your drawing,
and it doesn't matter how roughitis so long asit showsall
the important things you want on the screen, and their
relative positions and size, you'll discover the program
concept is likely to crystalize.

Aswell as seeing immediately how you will write parts
of the code to achieve the game’s aim, you'll get an idea
of whether or not the game is even worth writing in the
form you had considered. Perhaps the game will be too
complex if you leave everything on the screen you were
intending to; or maybe most of the screen will be wasted
space, so thatamore complicated game scenario should
be devised.
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I've discovered that sketching the proposed screen
display before starting to program is particularly useful,
especially when creating arcade and simulation games.
You get an indication of the variables you'll need, the
user-defined graphics, the kind of player inputs which
will be most conducive to good player interaction, and so
on.

Simulation games, as you probably know, are those in
which the computer models an external reality — such as
running a cake shop, a war, or an airport — and allows
youto experience (after a fashion) what it would be like to
take part in such an activity in real life. Simulation games
are not particularly difficultto write — interms of needing
clever coding — but instead demand a methodical, pain-
staking approach to the program.

In my book The ZX Spectrum Explored (Sinclair
Browne, 1982), there is a program with the unlikely name
of 'Workin' for the Man', in which you are running a fac-
tory, staffed with a highly-erratic workforce, involved in
the manufacture of some mythical product called 'The
Zibby'. The player gets a factory report two or three
times a week, and from this report has to decide how
many staff he or she will hire or (attempt to) fire, how
many Zibbies will be the production target for the week,
and so on.

This report isthe key to the program, and when I wrote
the game, I started by making a sketch of how the screen
would look. It was a bit like this:

FACTORY REPORT: WEEK 5
Capital in hand is $2,657.92

Your stores hold 12 Zibbies worth $169.68
They sell for $14.14 each and cost $7.41
each to make

Workforce is 7 people
Their wages are $41 each and the wage bill
this week is $287
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Each person can make 10 Zibbies a week,
a total output of 70

Once I had this sketch drawn up, I wasready to go. As
you can see, it gives a very good indication of the
variables which will be needed. For a start, I know I'll
have to control the number of the week, the capital, the
contents of the stores (and their value) and so on.

I found that once I'd completed the screen display
sketch, the rest of the program was relatively easy to
write. Doing a sketch in this way gives you an instant
guide to the main variables you'll need.

USE HELPFUL VARIABLE NAMES

I also tend to use variable names which relate in some
way to that which they are representing, as it saves hav-
ingto keep alist of the variables which have been assign-
ed, and what they've been assigned to. For example, I
could use WK for week, CH for capital in hand, MZfor the
cost of making each Zibby and SZ for the selling price. If Z
was the number of Zibbies, I would know that the total
value of Zibbies [ had was Z (the number of them)
multiplied by SZ (their selling price) and it cost me Z
multiplied by MZ (their price of manufacture) to make
them. My profit, if I sold them all, would then be Z*SZ
minus Z*MZ.

If you follow a similar idea, you'll find it is much easier
to keep track of what is happening in your program than
might otherwise be the case.

THE NATURE OF THE PLAYER INPUT

It'simportant to make gameseasy and funto play. It's not
good having the best Asteroids-derivative program in
the world if players have trouble hitting the fire button
because you've placed it right next door to the ‘rotate’
control.

Many programs which provide ‘up’, ‘down’, ‘right’ and
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‘left' controls, automatically use arrow or cursor keys,
even though these might be most inconvenient for the
player to use. Have a look at your keyboard, and see if
you can find better ones. I oftenuse ““Z'' and *‘M"’ for pro-
grams which need just left and right movement, with the
space bar for fire. These kevs seem logical to me, and no
player time is wasted in learning them, or trying to
remember them when the gameisunderway. Ina similar
way, [tend touse ""A" (for up) and "‘Z"’ (for down) for the
lefthand, and the '‘greaterthan’’ and ‘‘lessthan’’ keysfor
left and right (pointing out to the player that the <and >
symbols point in the relevant directions).

Use INKEY$ or GET$ whenever you can, to prevent the
player from having to use the RETURN or ENTER keysto
get the program underway.

HOW THE GAME WILL END

The way the game will be won and lost needsto be defin-
ed, and clear to the player. Do you need to blast all the
aliens to win, and will you lose automatically if one alien
lands, and you've still got shipsleft, or only if you have no
ships left. In a two-player game, is the loser the first
player to lose three lives, or seven pieces, or does the
game only end when the difference between the two
scores is three or seven or whatever.

Work this out, and make it very clear to the player.
Whetherthe goal ofthe game isto clear the left-hand side
of the screen of the Screaming Widgies, or to clock up a
fortune of $7.3 billion, it must be both clear to the player,
and possible to achieve. A 'win condition’ which can
never be achieved on the higher levels of play is most
unsatisfactory. No matter how difficult it is to do, you are
only defrauding players if you set goals whose achieve-
ment is not possible within the constrictions you've putin-
to the game.

I hope these five points may give you a few ideas on
how you can go ahead and write programs which will be
relatively easy to write, and which will be satisfying for
you and your friends to play.
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A

Accumulator — the place within the computer in which
arithmetic computations are performed and where the
results of these computations are stored.

Algorithm — the series of steps the computer follows to
solve a particular problem.

Alphanumeric — this term is usually used in relation to a
keyboard, as in ‘it is an alphanumeric keyboard’, which
means that the keyboard has letters as well as numbers. Itis
also used to refer to the ‘character set' of the computer. The
character set comprises the numbers and letters the
computer can print on the screen.

ALU (Arithmetic/Logic Unit) — the part of the computer
which does arithmetic (such as addition, subtraction) and
where decisions are made.

AND — a Boolean logic operation that the computer uses
in its decision-making process. It is based on Boolean
algebra, a system developed by mathematician George
Boole (1815-64). In Boolean algebra the variables of an
expression represent a logical operation such as OR and
NOR.

ASCII — stands for American Standard Code for
Information Exchange, the most widely used encoding
system for English language alphanumerics. There are 128
upper and lower case letters, digits and some special
characters. ASCII converts the symbols and control
instructions into seven-bit binary combinations.

Assembler — a program which converts other programs
written in assembly language into machine code (which the
computer can understand directly). Assembly languageisa
low level programming language which uses easily
memorised combinations of two or three letters to represent
a particular instruction which the assembler then converts so
the machine can understand it. Examples of these are ADD
(add), and SUB (subtract). A computer programmed in
assembly language tends to work more quickly than one
programmed in a higher level language such as BASIC.
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BASIC — an acronym for Beginners All-Purpose
Symbolic Instruction Code. It is the most widely used
computer language in the microcomputer field. Although it
has been criticised by many people, it has the virtue of being
very easy to learn. A great number of BASIC statements
resemble ordinary English.

Baud — named after Baudot, a pioneer of telegraphic
communications. Baud measures the rate of transfer of
information and is approximately equal to one bit per
second.

BCD — an abbreviation for Binary Coded Decimal.

Benchmark — a test against which certain functions of the
computer can be measured. There are anumber of so-called
‘'standard Benchmark tests’, but generally these only test
speed. This is rarely the aspect of a microcomputer that is
most of interest to the potential buyer.

Binary — a numbering system that uses only zeros and
ones.

Bit — an abbreviation for Binary Digit. This is the smallest
unit of information a computer circuit can recognise.

Boolean Algebra — the system of algebra developed by
mathematician George Boole which uses algebraic notation
to express logical relationships (see AND).

Bootstrap — a short program or routine which is read into
the computer whenitisfirst turned on. It orientsthe computer
to accept the longer, following program.

Bug — an error in a computer program which stops the
program from running properly. Although it is generally
used to mean only a fault or an error in a program, the term
bug can also be used for a fault in the computer hardware.

Bus — a number of conductors used for transmitting sig-
nals such as data instructions, or power in and out of a
computer.

Byte — a group of binary digits which make up a
computer word. Eight is the most usual number of bits in a

byte.

CAI — Computer Assisted Instruction.
CAL — Computer Assisted Learning. The term is
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generally used to describe programs which involve the
learner with the learning process.

Chip — the general term for the entire circuit which is
etched onto a small piece of silicon. The chip is, of course, at
the heart of the microcomputer.

Clock — the timing device within the computer that
synchronises its operations.

COBOL — a high level language derived from the words
Common Business Orientated Language. COBOL is
designed primarily for filing and record-keeping.

Comparator — a device which compares two things and
produces a signal related to the difference between the two.

Compiler — a computer program that converts high
level programming language into binary machine code so
the computer can handle it.

Complement — a number which i1s derived from another
according to specified rules.

Computer — a device with three main abilities or
functions:
1) to accept data
2) to solve problems
3) to supply results

CPU — stands for Central Processing Unit. This is the
heart of the computer's intelligence, where data is handled
and instructions are carried out.

Cursor — a character which appears on the TV screen
when the computer is operating. It shows where the next
character will be printed. On a computer there are usually
‘cursor control keys' to allow the user to move the cursor
around the screen.

Data — information in a form which the computer can
process.

Debug — the general term for going through a program
and correcting any errors in it, that is, chasing down and
removing bugs (see Bug).

Digital Computer —a computer which operates on
information which is in a discrete form.

Disk/Disc — this is a magnetically sensitised plastic disk,
a little smaller than a single play record. This is used for
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storing programs and for obtaining data. Disks are
considerably faster toload than a cassette ofthe same length
program. The disk can be searched very quickly while a
program is running for additional data.

Display — the visual output of the computer, generally on
a TV or monitor screen.

Dot Matrix Printer — a printer which prints either the
listing of a program or that which is displayed on the TV
screen. Each letter and character is made up of a number of
dots. The higher the number of dots per character the finer
the resolution of the printer.

Dynamic Memory — a memory unit within the computer
which ‘forgets’ its contents when the power is turned off.

E

Editor — this term is generally used for the routine within
the computer which allows you to change lines of a program
while you are writing it.

EPROM — stands for Erasable Programmable Read-
Only Memory. This is like the ROM in the computer, except
that it is fairly easy to load material into an EPROM and it
doesn't disappear when you turn the power off. EPROMs
must be placed in a strong ultra violet light to erase them.

Error Messages — the information given by a computer
wherethereisafaultinthe coding during a part ofa program,
usually shown by the computer stopping, and printing a
word, or a word and numbers, or a combination of numbers
only, at the bottom of the screen. This tells you what mistake
has been made. Common mistakesinclude usingthe letter O
instead of zero in a line, or leaving out a pair of brackets, or
one of the brackets, in an expression, or failing to define a

variable.

File — a collection of related items of information
organised in a systematic way.

Floppy Disk — a relatively cheap form of magnetic disk
used for storing computer information, and so named
because it is quite flexible (see Disk/Disc).

Flow Chart — a diagram drawn up before writing a
program, in which the main operations are enclosed within
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rectangles or other shapes and connected by lines, with
arrows to represent loops, and decisions written at the
branches. It makes writing a program much easier because
traps such as infinite loops, or non-defined variables can be
caught at an early stage. It may not be worth writing a flow
chart for very short programs, but generally a flow chart aids
In creating programs.

Firmware — there are three kinds of ‘ware’ in computers:
software ‘temporary’ programs; hardware like the ROM
which contains permanent information; and firmware in
which the information is relatively permanent, as in an
EPROM (see EPROM).

Flip-Flop — a circuit which maintains one electrical con-
dition until changed to the opposite condition by an input
signal.

FORTRAN — an acronym for FORmula TRANSlation, this
1s a high level, problem orientated computer language for
scientific and mathematical use.

G

Gate — an electrical circuit which, although it may
accept one or more incoming signals, only sends out a single
signal.

Graphics — pictorial information as opposed to letters

and numbers.

Hard Copy — computer output which is in permanent
form.

Hardware — the physical parts of the computer (also see
software and firmware).

Hexadecimal (Hex) — a numbering system to the base
sixteen. The digits zero to nine are used, as well asthe letters
A, B, C, D, E and F to represent numbers. A equals 10, B
equals 11, C equals 12, and so on. Hex is often used by
MICTOPIOCessSOr users.

Hex Pad — a keyboard designed specifically for
entering hexadecimal notation.

High Level Language — a programming language which
allowsthe user to talk to the computer more or lessin English.
In general, the higher the level of the language (that is, the
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closer it is to English), the longer it takes for the computer to
translate it into a language it can use. Lower level languages
are far more difficult for human operators but are generally
executed far more quickly.

I

Input — the information fed into the computer via a key-
board, a microphone, a cassette or a disk.

Input/Output (I/0 Device) — a device which accepts:
information or instructions from the outside world, relaysitto
the computer, and then, after processing, sends the
information out in a form suitable for storing, or in a form
which could be understood by a human being.

Instruction — data which directs a single step in the pro-
cessing of information by the computer (also known as a
command).

Integrated Circuit — a complete electronic circuit
imprinted on a semiconductor surface.

Interface — the boundary between the computer and a
peripheral such as a printer.

Interpreter — a program which translates the high level
language fed in by the human operator, into a language
which the machine can understand.

Inverter — a logic gate that changes the signal being fed
1n, to the opposite one.

Interactive Routine — part of a program which is
repeated over and over again until a specified condition is
reached.

J

Jump Instruction — an instruction which tells the
computer to go to another part of the program, when the
destination of thismove depends on the result of a calculation

just performed.

K — this relates to the size of the memory. Memory is
usually measured in 4K blocks. 1K contains 1,024 bytes.
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Keyword — the trigger word in a line of programming,
usually the first word after the line number. Keywords
include STOP, PRINT and GOTO.

L

Language — computer languages are divided into three
sections: high level languages, such as BASIC, which are
reasonably close to English and fairly easy for humanstouse;
low level languages, such as Assembler, that use short
phrases which have some connection with English (ADD for
add and RET for return, for instance); and machine code
which communicates more or less directly with the machine.

LCD — this stands for Liquid Crystal Diode. Some
computers such as the TRS-80 Pocket Computer use an LCD
display.

LED — this stands for Light Emitting Diode. The bright
red numbers which are often used on watch or clock
displays are made up of LEDs.

Logic — the mathematical form of a study of relationships
between events.

Loop — a sequence of instructions within a program
which is performed over and over again until a particular

condition is satisfied.

Machine Language or Machine Code — an operation
code which can be understood and acted upon directly by
the computer.

Magnetic Disk — see Disk and Floppy Disk.

Mainframe — computers are generally divided into
three groups, and the group a computer falls into depends
more or less on its size. The computer you are thinking of
buying is a microcomputer; medium sized computers are
known as minicomputers; and the giant computers that you
sometimes see in science fiction movies are mainframe
computers. Until 15 yearsagomainframe computerswere, in
practical terms, the only ones available.

Memory — there are two types of memory within a
computer. The firstis called ROM (read-only memory); thisis
the memory that comes already programmed on the
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Numeric — pertaining to numbers as opposed to letters
(that is, alphabetic). Many keyboards are described as
being alphanumeric which means both numbers and letters

are provided.

Octal — a numbering system which uses eight as the
base, and the digits0, 1, 2, 3, 4, 5, 6 and 7. The Octal system is
not used very much nowadays in microcomputer fields. The
Hexadecimal system is more common (see Hexadecimal).

Operating System — the software or firmware generally
provided with the machine that allows you to run other
programs.

OR — an arithmetic operation that returns a 1, if one or
more inputs are 1.

Oracle — a method of sending text messages with a
broadcast television signal. A teletext set is required to
decode the messages. Oracle is run by Independent
Television Service in the UK, and a similar service — Ceefax
— i1s provided by the BBC.

Output — information or data fed out by the computer to
suchdevicesasa TV-like screen, a printer or a cassette tape.
The output usually consists of the information which the
computer has produced as a result of running a program.

Overflow — a number too large or too small for the
computer to handle.

Pad — see Keypad.

Page — often used to refer to the amount of information
needed to fill one TV screen, so you can talk about seeing a
page of a program, the amount of the listing that will appear
on the screen at one time.

PASCAL — a high level language.

Peripheral — anything which is hooked onto a computer,
for control by the computer, such as a disk unit, a printer or a
voice synthesiser.

Port — a socket through which information can be fed out
of or in to a computer.

Prestel — the British telecom name for a system of calling
up pages of information from a central computer via the
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computer, which tells the computer how to make decisions
and how to carry out arithmetic operations. This memory is
unaffected when you turn the computer off. The second type
1s RAM (random access memory). This memory holds the
program youtype in at the keyboard or send in via a cassette
or disk. In most computers the computer ‘forgets’ what is in
RAM when you turn the power off.

Microprocessor — the heart of any computer. It requires
peripheral unit interfaces, such as a power supply and input
and output devices, to act as a microcomputer.

MODEM - stands for Modulator Demodulator. This is a
device which allows two computers to talk to each other over
the telephone. The computersusually use acradle in whicha
telephone receiver is placed.

Monitor — this has two meanings in computer terms. One
meaning Is a television-like display. A monitor has no facility
for tuning television programs, and usually the picture
produced on a monitor is superior to that produced by an
ordinary television. The second meaning of a monitor relates
to ROM. The monitor of a computer is described as the
information it has built in when you buy it. This information
allows 1t to make decisions and carry out arithmetic
computations.

Motherboard — a framework to which extra circuits can
be added. These extra circuits often give the computer
facilities which are not built-in, such as that of producing
sound or of controlling a light pen.

MPU — an abbreviation for Microprocessor Unit.

N

Nano-second — a nano-second is one thousand billionth
of a second, the unit of speed in which a computer or a
memory chip is often rated.

Non-Volatile Memory — memory which is not lost when
the computer is turned off. Some of the smaller computers
such as the TRS-80 Pocket Computer have non-volatile
memory. The batteries hold the program you enter for
several hundred hours.

Not — a Boolean logic operation that changes a binary
digit into its opposite.

Null String — a string which contains no characters. It is
shown in the program as two double quote marks, without
anything between them.
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telephone and displaying them on a television screen. A
similar commercial version in the United States is known as
The Source.

Program — in computer terms program has two
meanings. One is the list of instructions that you feed into a
computer, and the second isused asa verb, asin 'to program
a computer’.

PROM — stands for Programmable Read Only Memory.
This is a device which can be programmed, and once it is
then the program is permanent (also see EPROM and ROM).

R

Random Access Memory (RAM) — the memory within a
computer which can be changed at will by the person using
the computer. The contents of RAM are usually lost when a
computer isturned off. RAM isthe memory device that stores
the program that you type in and also stores the results of
calculations in progress.

Read-Only Memory (ROM) — in contrast to RAM, inform-
ation in ROM cannot be changed by the user ofthe computer,
and the information is not lost when the computer is turned
off. The data in ROM is put there by the manufacturers and
tells the computer how to make decisions and how to carry
out arithmetic computations. The size of ROM and RAM is
given in the unit K (see K).

Recursion — the continuous repetition of a part of the
program.

Register — a specific place in the memory where one or
more computer words are stored during operations.

Reserved Word — a word that you cannot use for a
variable in a program because the computer will read it as
something else. Anexample isthe word TO. Because TO has
a specific computer meaning, most computers will rejectitas
a name for a variable. The same goes for words like FOR,
GOTO and STOP.

Routine — this word can be used as a synonym for
program, or can refer to a specific section within a program
(also see Subroutine).

Second Generation — this has two meanings. The first
applies to computers using transistors, as opposed to first
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generation computers which used valves. Second
generation can also mean the second copy of a particular
program; subsequent generations are degraded by more
and more noise.

Semiconductor — a material that is usually an electrical
insulator but under specific conditions can become a
conductor.

Serial — information which 1s stored or sent In a
sequence, one bit at a time.

Signal — an electrical pulse which is a conveyor of data.

Silicon Valley — the popular name given to an area in
California where many semiconductor manufacturers are
located.

SNOBOL — a high level language.

Software — the program which Is entered into the
computer by a user which tells the computer what to do.

Software Compatible — this refers to two different
computers which can accept programs written for the other.

Static Memory — a non-volatile memory device which
retains information so long as the power is turned on, but
does not require additional boosts of power to keep the
memory in place.

Subroutine — part of a program which is often accessed
many times during the execution of the main program. A
subroutine ends with an instruction to go back to the line after
the one which sent it to the subroutine.

T

Teletext — information transmitted in the top section of a
broadcast television picture. It requires a special set to
decode it to fill the screen with text information. The BBC
service 1s known as Ceefax, the ITV service as Oracle.
Teletext messages can also be transmitted by cable, for
example the Prestel service in Britain or The Source in the
United States.

Teletype — a device like a typewriter which can send
information and also receive and print it.

Terminal — a unit independent of the central processing
unit. It generally consists of a keyboard and a cathode ray
display.

Time Sharing — a process by which a number of users
may have accesstoalarge computer which switches rapidly
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from one user to another in sequence, so each user is under
the impression that he or she is the sole user of the computer
at that time.

Truth Table — a mathematical table which lists all the
possible results of a Boolean logic operation, showing the
results you get from various combinations of inputs.

U

UHF — Ultra High Frequency (300-3000 megaHertz).

Ultra Violet Erasing — Ultra violet light must be used to
erase EPROMs (see EPROM).

\'4

Variable — a letter or combination of letters and symbols
whichthe computer canassigntoa value oraword during the
run of a program.

VDU — an abbreviation for Visual Display Unit.

Volatile — refers to memory which ‘'forgets' its contents
when the power is turned off.

W

Word — a group of characters, or a series of binary
digits, which represent a unit of information and occupy a
single storage location. The computer processesa word asa
single instruction.

Word-Processor — a highly intelligent typewriter which
allows the typist to manipulate text, to move it around, to
justify margins and to shift whole paragraphs if necessary on
a screen before outputting the information onto a printer.
Word-processors usually have memories, so that standard
letters and the text of letters, written earlier, can be stored.
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Compiled by Tim Hartmell

Usborne have released a number of very attractive books in
their Usborne Computer Books series. Drawing on their vast ex-
perience in the field of producing low-priced, highly-coloured,
attractive books for young readers, they've produced some
books which will enlighten both young and not-so-young
readers.

I'll look at three of their titles, three which cover just about the
whole field of computer interests:

Information Revolution

(Lynn Myring and Ian Graham, Rigby).

Presenting an eminently readable introduction to the ‘revolu-
tion' which covers such fields as computers (of course), text in-
formation services via the television screen, word processing,
‘future phones’ and satellite communications, I[nformation
Revolution isanideal guide for the person who wants an easy-to-
read introduction to the field.

Computer Jargon

(Corinne Stockley and Lisa Watts).

The tone of this book is set by the frontispiece, which has a
number of odd little coloured robots sitting around a table laden
with computer junk, pointing ateach piece saying ‘'Thisisadisk

[ET

drive”, "'This is a digital tracer” (!) and ‘'This is a printer"’.

Robotics — What Robots Can Do and How They Work

(Tony Potter and Ivor Guild).

Thisis definitely a candidate for the award of ‘the longest title of
the year'. But it is very accurate. Don't be put off by the pretty
pictures, as you'll soon discover this book has a lot of solid infor-
mation. Topics covered include ''What robots can and cannot
do", ""How arm robots work'', “"How to teach a robot" and
""Build your own micro-robot’’; thislast section actually includes
nine pages of circuit diagrams and all to build a little two-motor
robot which, following a program typed into your micro, will run
about the floor. Robotics is a field of the near future (with per-
sonal robots certain to be a bigger craze — when 'real robots’
finally arrive — than computers will ever be).
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Practise Your BASIC

(Gaby Waters and Nick Cutler).

You'll find this book — which predictably contains a number of
exercises, puzzles and problems to solve by writing programs
— should be useful in giving you a number of ‘core problems’
which will run on your computer and which can then be
modified to take advantage of your system's special features.
Program listings include 'Pattern Puzzles', ‘Jumping Man’,
‘Horse Race’, ‘Word Editor' and ‘Treasure Hunt', a mini-
Adventure.

Help With Computer Literacy

(June St Clair Atkinson, Houghton Mifflin).

Thisisalarge format book with an attractive cover, fairly priced
for its 122 pages. It appears to be aimed at the early to middle
years of secondary education, but contains a lot of material
which those teaching younger children could easily adapt.
Although it avoids the ‘Gee Whiz' approach of the Usborne
texts, it uses cartoons and diagrams to get its message acrossin
an inviting manner.

The Interface Computer Encyclopedia

(Ken Ozanne, Interface Publications).

Compiled by a lecturer in mathematics at the NSW Institute of
Technology, this work could perhaps be more accurately call-
ed ‘'The Computer Book of Lists', rather than an encyclopedia. It
contains annotated references to ‘all’ microprocessors, ‘all’
microcomputers, and 'most’ microcomputing magazines. The
inverted commas are there because — asthe author admits can-
didly in his introduction — any such work is likely to be out of
date even before it is published. Fat (445 pages) with minimalist
presentation (the whole book is dumped directly from a word
processor onto a dot-matrix printer) you'll find this a useful work
if you want a ready reference to chips, computers and the ever-
growing field of specialist magazines.

Computer Resource Book — Algebra

(Thomas Dwyer and Margot Critchfield, Houghton

Mifflin).

Dwyer and Critchfield have clocked up an enviable string of
successful computer books, and this one, part of a series, shows
why. With simple, but valuable programs, the authors lead the
reader (who can be a secondary student, or an instructor)
through most of the phrases of the BASIC programming
language which are common to all low-priced computers, and
most educational time-sharing systems.
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Apple II BASIC

(David Goodfellow, Tab Books Inc.).

Attractively packaged, this book is clearly laid out, with an
abundance of example programs; it takes a commendable ap-
proach to the business of teaching programming, with the
qualities of ‘programming style' introduced without fanfare. In
the crowded field of 'how to program your Apple' books, this
one stands out. Much of the material presented is applicable to
any microcomputer.

Pre-Computer Activities

(Dorothy Diamond, Hulton Educational).

This practical guide for teachers and parents can help make
children familiar with essential computer processes and
language before they have hands-on experience. The book
contains a number of interesting activities, including in-
vestigating binary numbers using little lights, and working with
cardboard 'calculators’ before getting to the real thing. The
discussion on computer graphics is enlivened by reference to
the solid blocks which make up a ‘Pacman’ figure.

Word Processing Experience

(Janet Pigott and Roger Atkins-Green, Stanley Thornes
Publishers Ltd.).

Designed for schools, but ideal for adapting if you'd like to in-
crease your skill with a word processor (or simply because
you'd like to see what word processors can do so you can write
one for your own microcomputer), this book looks at the
mechanics of word-processing, while passing on a great deal of
useful information about word-processing techniques.

An Introduction to Micro-electronics and

Microprocessor Systems

(G H Curtis and P G Wilks, Stanley Thornes, Publishers

Ltd.).

This work was written for junior college students and older
school pupils, as well as for non-specialists who wanted a com-
prehensive — if dry — technical introduction to the subject. The
going Is not easy, but it's worth the effort. Topics covered in-
clude ‘Logic’, 'Programming the Microcomputer' and
‘Analogue, Binary and Digital Systems'.

Computer Images — State of the Art
(Joseph Deken, Thames and Hudson).
This is a beautiful book, large and glossy, and packed with
quality full-colour computer-generated (or, in some cases,
computer-modified) images. The whole fascinating field of
modern computer graphics is discussed — from television pro-
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gramme introductions using photographs which are colour-
modified, twisted and tweeked, to the use of incredible high-
resolution images in simulators for flight training and tank
manoeuvring. You'll read (and see) how computers are used to
produce images, how these are used for education and com-
munication, why ‘art for art's sake' is a goal worth pursuing, and
how computer images can evolve using processes uncannily
akin to the processes by which groups of cells multiply and
divide. If you want to see what can be done with high resolution
graphics and when time, money and skill abound, you should
get this book.

Computer Bluff

(Stephen Castell, Quartermaine House Ltd.).

A much more valuable book than its title indicates, it contains a
lot of information on the what and how of computers, alongwitha
generous dollop of computer jargon (or ‘How to Cheat in
Computer-Speak’). The style is gentle and amusing, with no ap-
palling puns or excessive asides (such as 'didja get that joke,
buster?'). A pleasant, painless book which you can digest, then
give to a parent.

Penguin Books has moved into the computer field with en-
thusiasm. As well as a '‘Getting the Most Out of Your...' series,
they have a number of games books. Two which stand out are
The Penguin Book of VIC 20 Games (Paul Copeland) and The
Penguin Book of Commodore 64 Games (Robert Young and
Paul Copeland). Priced at £4.95 each, these large format books
include such programs as '‘Space Venture', '‘Oil Rig’ and 'Red
Alert’. Worth buying, even if you do not have a VIC or a Com-
modore 64, simply as a source of ideas for new programs to
Create on your own microcomputer.

RArcade Games for Your VIC 20 and Arcade Games for Your
Commodore 64 (Brett Hale, Corgi/Addison-Wesley) by con-
trast, are definitely only for those who have the machine
specified. The programs are locked irrevocably to the com-
puter named. Taking advantage of a number of machine-
specific features (such as sprite graphics on the 64), Brett has
produced a selection of around 20 programs for each machine.
Each one is listed twice, the first time for the joystick and the se-
cond time for the keyboard. Titles include 'Galaxy Robbers’,
‘Bullet Heads' and ‘Yackman'.

CREATING ADVENTURE PROGRAMS

There are a number of books, some of which are aimed at com-
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puter owners, which will help you if you are one of the many,
many computer games players who are interested in develop-
ing ‘Adventure’ and ‘Dungeons’ type programs. The place to
start is with TRS Hobbies' Dungeons and Dragons (TM) Basic
Set, which comes with the introductory rule book, Dungeon
Dice (tm) and an instruction module, along with a sample
scenario ‘'The Keep on the Borderlands'. If you're new to the
field, you should start with this set to give you an idea how ‘real
life' Adventure programs are built up.

Additional information is provided by Fantasy Role-Playing
Games (J. Eric Holmes, Hippocrene Books Inc.) which looks at
the whole field and, despite some disparaging things to say on
computer versions of such games, is worth looking for. Another
overview of the field — with more sympathetic comments on the
use of computers — is provided by Dicing With Dragons — An
Introduction to Role-Playing Games (Ian Livingstone,
Routledge and Kegan Paul), which includes a full ‘solo Adven-
ture', a review of the major games on the market, and a
fascinating chapter on the pleasures and perils of being
Dungeon Master in ‘Playing God'.

Fantasy Wargaming (compiled Bruce Galloway, published
Patrick Stephens) provides a complete unified system for
'historically accurate’ (or at least in tune with the beliefs and cir-
cumstances ofindividualsinthe peasant, feudal-economy times
in which many Adventures are set) games. The fight, weapon
and monster tables alone are worth the book, as many of their
ideas can easily be incorporated into your Adventures.

There are two computer Adventure books which you could get
to help you in the fascinating area of producing Adventure
games on your machine.

Creating Adventure Programs on Your Computer

(Andrew Nelson, Interface Publications).

Written by the author of More Games for Your VIC 20and Games
for Your TI 99/4A, in the Virgin Books games series, this book
takes you through the task of developing an Adventure pro-
gram of your own, concentrating more on the ‘Loot and Pillage’
school of gaming than the Scott Adams' ‘solve this puzzle to ad-
vance' field. Three complete Adventure programs are includ-
ed.

Write Your Own Adventure Programs for Your Microcom-
puter (Jenny Tyler and Les Howarth, Usborne) is a much
quicker introduction to the field than Nelson's, but nevertheless
packsalot of valuable information intoits 48 pages. Step-by-step
instructions are provided for creating an Adventure from
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scratch. A complete program — '‘Haunted House' — is included
in the book.

The Age of Computers is the general title of four fine books pro-
duced by Wayland Publisher Limited. Each priced at £4.95, the
books present a careful, but inviting, view of four aspects of the
computer field, one on the history of computers and the others
looking at specific areas of modern computer application. Each
book is by Ian Litterick and Chris Smithers. The four titles are
The Story of Computers, with Charles Babbage and Uncle Sir
Clive Sinclair just inside the cover (and these two pictures ac-
curately sum up the historical period covered by the book);
How Computers Work (with chapter headings including 'Bits,
Bytes and Binary', '‘Decision-making by Transistor’, and ‘Talk-
ing With Computers'); Computers in Everyday Life (such
things as '‘Robots in the Home', ‘Magnetic Money' and
‘Medicine and the Disabled’); and Computers and You (‘Com-
putopia’, ‘Big Brother', ‘War and Peace' and — a fascinating
final chapter — 'Will Computers Need Us?").

Inside BASIC Games

(Richard Mateosian, Sybex).

This book is a slightly overwritten guide to understanding com-
puter games. You'll learn how to write interactive programs in
BASIC and how the principles of system development are ap-
plied to small computers. The book also looks at how the
features of specific small computer systems have been sup-
ported in BASIC. If you can contend with the verbiage, you'll
find this book well worthwhile.

1001 Things to Do With Your Personal Computer

(Mark Sawush, Tab Books).

Big and fat, and full of ideas, you'll find much here of interest to
enlarge your computer horizons. The book tells you about
writing music and stories with your computer, aiding a
mechanic or a carpenter, solving simultaneous equations,
astrology and much, much more.

Stimulating Simulations

(C.W. Engel, Hayden Book Company).

Here are 12 unique programs written in a good, general version
of BASIC. The fascinating programsinclude ‘Forest Fire', ‘Rare
Birds’ and 'The Devil's Dungeon'. You're sure to enjoy playing
those three, along with ‘Diamond Thief’, in which the computer
decides who has committed the crime, then challenges you to
discover which ofthe suspectsis guilty. The material in this book
isgenerally tightly programmed, and can be a helpful source of
1deas to improve your own computer work.
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The BASIC Handbook

(David A. Lien, Compusoft Publishing).

This is an encyclopedia of the BASIC language. It comes into its
own when you find a program in a magazine or book which
you'd love to try, but are frustrated because it is written for
another version of BASIC. Every BASIC word you've ever
heard of (and many you may not have, such as NE, GOTO-OF
and LE) is in here, along with a number of variations, one of
which will almost certainly be on your machine.

BASIC Computer Games

(David Ahl, Creative Computing Press).

This is a classic work, still selling well despite the fact it was one
ofthe first such books — if not the first— onthe market. David Ahl
has been in personal computers even before there were such
things. Although several of the games are overly-dependent on
the random number generator, you'll find there are many,
many games you'll want to adapt and improve for your own com-
puter.

How to Buy (and Survive) Your First Computer

(Carolee Nance Kolve, McGraw-Hill Book Company).

When is a business ready for a computer? How do you make an
intelligent, informed choice among the hundreds of computers
available? Will a computer improve a company's operations?
Answers to these and a score of similar questions are in this
book, which explains in detail what to consider before buying,
how to select the right computer, and what to do after ordering
the computer to ensure a successful installation. Ms Kolve has
over 15 years computer experience (including a stint with IBM)
and brings her experience to bear in a relatively easily-
digestible guide.

Your First BASIC Program

(Rodnay Zaks, Sybex).

This book, liberally illustrated with large red dinosaurs in a
variety of situations vaguely related to the text (one, for instance,
as a cowboy getting tangled up in his ropes with the caption ‘Be
careful when looping’), is a gentle and worthwhile introduction
to the not-so-secret secrets of programming in BASIC. When
you want to move beyond justtyping in other people’s programs
from books and magazines, this may be a good place to start.

This bibliography was compiled by the series editor, Tim Hart-
nell, who has felt constrained not to recommend any of his own
books. However, he asked us to mention two which could be of
use and interest to you.
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The first is The Personal Computer Guide (Virgin Books) which
explains what a personal computer is, and answers questions
like "Willit help my kids?"', ""What sort of games can we play on
it?"'and ""What canluseitforinthehome?''. The book describes
many of the most popular computers available today, with il-
lustrations, technical specifications and other information to
help you to choose the equipment best suited to your require-
ments. Alsoincluded is an introduction to BASIC programming,
with details of programs suitable for use inthe home, alist of sup-
pliers and user clubs, and a guide to further reading. There are
also chapters covering the personal computer's history and its
future. When you're ready to upgrade, you'll find this book a
good, unbiased, reference work which looks at the choices fac-
ing you.

Tim Hartnell’s Giant Book of Computer Games.

Described by Personal Computer News as ‘a good source of
ideas’, this 386-page book, published by Fontana, for £3.95, con-
tains over 40 programs which will run with minimum modifica-
tions on most popular microcomputers. The games include
chess (of a sort!), a 17K Adventure and ‘Hyperwar'.
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each one especially written for the series
and guaranteed to provide hours
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SPACE ATTACK (defend your space station, while
warding off pesky alieninvaders); CHOPPER
MISSION (you are at the controls of arescue
helicopter —the fate of imprisoned hostages
dependsonyou); BREAKTHROUGH (test your
co-ordination and nerve in this fast-moving
version of ‘Breakout’); ASTEROID STORM (take
control of your trusty spacecraft as you weavein
and out of arock storm); and the chanceto
escape through a crowded minefield to safety
beyond the yellow brick wall.

GAMES FOR YOURATARI willimprove
your programming skills as you follow the
instructions to put each of the programs into your
machine, and comes complete with a brief
dictionary of computer terms, a selective
bibliography and some hints on how to extend the
programs inthe book.
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