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Preface

The Amstrad CPC 464 represents tremendous value for money, and is
an extremely easy machine to use. The novice and expert alike should
have many hours of entertainment and pleasant surprises ahead of
them.

The version of Basic on the Amstrad (LOCOMOTIVE) is very easy to get
to grips with and is extremely powerful. Most of the Amstrad's facilities
are available to Basic programmers through ‘Locomotive’.

This book carries on Melbourne House's tradition of high quality
Literature and Software in support of personal computers.

Arrangement of Programs

All the programs have been classified, explained and set out in an easy
to read and enter format, with further programming suggestions/
enhancements.

We hope you enjoy this book and the games within and continue to get
the ‘best’ for and from your Amstrad.

Special Characters

In the programs throughout this book spaces have been used to aid
readability. You need not enter these as they will waste RAM. There
are some lines with only a colon on, again these were inserted to make
the programs more legible and need not be entered.

The odd characters between quotes in the program listings have
been designed to represent spaces and thus avoid confusion. Sowhere
you see the symbol " 4" you should enter a space.

The letter “I"” and the number “1" can cause some confusion at times,
as well as the letter “O" and the number “@".

Once you are familiar with them they don't cause any problems it
is just a matter of recognising the difference between them.

The letter | looks like this: |
The number 1 looks like this: 1
The letter O looks like this: O
The number @ looks like this: @

Frequently occurring (and easily overlooked) typing
errors with the Amstrad CPC 64/664/464

1. Do not confuse the letter O with the digit @ (zero).

2. Do not confuse the capital letter | with the digit 1 (one).

3. A comma and a period are not interchangeable.

4. When a colon (:) is required do not type a semi-colon (;). The
reverse rule applies as well.



5. A double quote (”) is not interchangeable with an apostrophe

6. When a program shows one or more spaces, do not forget to
include them (press the space bar). The computer registers a space
as a fulfledged character.

7. Brackets are important, particularly in BASIC versions of math-
ematical formulae. A bracket too many, or a bracket short, usually
causes a syntax error. Exclusion of two outer brackets may cause a
‘logic’ error; which will enable the program to run but will deliver the
wrong results.

8. Do not forget to press the SHIFT key as well, when you have to
enter the following characters:

L #8 %, &0, =\, [L1,", +, > <and?

9. Brackets are () and not [].

Overall advice:

When you have typed in a program and you can't get it running properly,
even after numerous debugging attempts, then put the job at rest for
a day or so. It often happens that you will find the bug at once after
resuming the job.



CHEXSUM

The unique CHEXSUM program validation

WHY

When a book of programs such as this book is keyed in, everybody
invariably makes reading and typing mistakes and then spends ages
trying to sort out where and what is causing the error (errors).

Even experienced programmers often cannot identify an error just
by listing the relevant line and need to do the tedious job of going back
to the book, especially with DATA statements.

Realising that this is a major cause of frustration in keying the pro-
grams, we decided to do something about it.

There is a short routine in this book which you should key in and
save BEFORE you key in other programs.

Using this routine you will be able to find out if you have made any
keying errors at all and in which lines, before you even run the program.

In effect this means that with this book you need not waste time
looking for keying errors, you simply run the routines and look at the
display to identify lines containing errors. It's that easy.

The principle behind the routines is a unique chexsum which is
calculated on each individual line of the program as you have keyed
it in. Compare this chexsum value with the value for that line in the list
at the end of the program listing; if they are the same the line is correct,
if not there is an error in that line.

WHEN

The simplest method is to enter the CHEXSUM program in now and
save it to tape or disk.

You can type in the chexsum program at any time, even if you have
started to type in a program. You cannot, of course LOAD in CHEXSUM
from tape or disk because it will erase all you have typed so far.

The obvious solution is to MERGE the programs. The CHEXSUM
program should be saved onto a separate cassette to allow easy
access.

HOW CAN YOU TELL IF CHEXSUM HAS BEEN ENTERED
CORRECTLY?

After having keyed CHEXSUM the logical thing would be to chexsum
the program to make sure it is correct. But is it possible to do this? If
you follow the instructions you will be able to check CHEXSUM.

1. Type and save CHEXSUM.

2. RUN ChexSum and it will check itself.

3. Check output against the table of values at the end of the program.

4. If the program is incorrect, edit the incorrect lines and resave the
program.

Below is the listing of CHEXSUM and instructions on its use.



CHE XL

Initialise program and sort input
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ChexSum Tables
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USING CHEXSUM

The greatest problem encountered when typing in programs from a
book is errors made by the user. Most of these are picked up when
the computer responds to the RUN command with the ‘Syntax Error’
message. The user then has only to LIST the line and compare it with
the line in the book. Unfortunately, some errors are more subtle and
not fatal to program operation. These types of errors will cause the
program to run, but incorrectly, and the computer will not be able to
detect them as such.

ChexSum is a special program which generates a unique sum for
each line in a program and a grand total of all line sums. After each
program listing is a table of check sums. You need only compare the
numbers in the ChexSum table for each program with those generated
by ChexSum. If two numbers differ, check that particular line.

1. Type in your game program, Patterns, say. Save it to tape or disk
with the statement; SAVE “PATTERNS".

2. Reload your game program if necessary, using the statement;
LOAD "PATTERNS” for the first game in the book. Do not RUN the
game at this point.

3. To join ChexSum to the end of your program, enter the statement;
MERGE “CHEXSUM".

4. When merged, enter RUN 6000@ to activate ChexSum. The pro-
gram will prompt:

OUTPUT TO PRINTER (P) OR SCREEN (S)

Enter a P will cause output to go to the printer, and entering S will
cause output to go to the screen.

5. ChexSum next prompts:

STARTING LINE NUMBER

Enter the first line number in the program to be checked and press
ENTER.

6. ChexSum will now output the check-sum table for the program.
To halt the program press the escape key once, and to restart the
output press any key other than escape. When ChexSum has finished
you may remove ChexSum from memory with the DELETE instruction.
For example:

DELETE 60000 — 62990

7. Check your grand total with that in the book. If they differ a line
has been entered incorrectly. Compare line numbers until you locate
the bad ones and then edit them.

8. Repeat steps 4 to 7 until the games program is debugged. In
step 5 enter the line number of the first bad line to avoid ChexSum
verifying the games program from the first line.

9. When the games program is running satisfactorily, delete the
ChexSum program as described above.

6



10. Finally save the debugged version onto a clean tape or disk,
with:
SAVE “PATTERNS”






PATTERNS

CLASSIFICATION: Interactive Graphics

Create your own fantastic patterns based on rectangles, triangles,
ellipses, cardiods, spirals and lemniscates! Just follow the instructions
and watch the effects.

For each pattern, a number of questions must be answered. To do
this in a number and press <space>, or if you don't want to change
the number from the previous pattern, just press <ENTER>.

When the pattern is completed, press <space> to start again.

PROGRAMME SUGGESTIONS

Here are some interesting combinations to get you started:

Rectangles: 21, —200, 0, 40, 5, -5, 0, 150, 0, 0, 1, —1

Triangles: 11, —300, —200, 83, 4, 3, 20, 0.2, 2, 0.03

Ellipses: 24, @, 0, 25, 0, 0, 200, 90, -8, 4

Cardioids: 26, —300, 0, 35, 15, 0, 100, -7

Spirals: 2, 0, 80, 12, -8, —10,9, 15,0, 4

Lemniscates: 15, =100, —50, 10, 20, 15, 20000, —1000

Simple additions would be sections for drawing lines instead of rec-
tangles or even plotting simple points.



PROGRAM
Variables

SX, SY
NS

X, 1Y
CL

z$

AN

TS

IT

IA

RX(), RY()
WX, WY
IW(Q

A B

IA, IB
MA
R

Start of co-ordinates for first shape

Number of shapes

Increments between shapes in X and Y directions
Pen Colour

Temporary for Inkey$

Angle in radians

Triangle size

Increment between shapes in TS

Increment in angle

Rectangle co-ordinates for two points (corners)
Warp (deformation) of rectangle in each direction.
Increment in warps X and Y

Factors in formulae for Ellipses, Cardioids Spirals
and Lemniscates

Increments for A and B

Maximum for spiral (radians)

For polar co-ordinates

Program Structure

Line Numbers

19 — 30
50 — 130
150 — 220
240 — 270
290 — 370
390 — 500
520 — 610
630 — 690
710 — 780
800 — 860
880 — 930
950 — 1030
1950 — 1090
1110 — 1160
1180 — 1240
1260 — 1310

Function(s)

Initialise colours
Front menu

Input data

Select pattern type
Control for triangles
Control for rectangles
Control for Ellipses
Control for Cardioids
Control for Spirals
Control for Lemniscates
Triangle draw
Rectangle draw
Ellipse draw

Cardioid draw

Spiral draw
Lemniscate draw
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Control for Triangles
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e XY
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Control for Rectangles
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R
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&Hlw

70
710

'
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740
780
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770
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IHEM 10 ELSE A1)

Control for Cardiods
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20 "yadE or (K
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CINT
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Control for Spirals
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NE X T
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Control for Lemniscates

INELET " emni cerafactor . Clarae) "sed o LR ks THEN @
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NEXT
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Rectangle Draw

oy CL) =y (&)

THEN DROW rx (2) vy () 5 RETURN

1ABEG  DRAW

FRETLIRN

Ellipse Draw

1Q4@
L@@
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Q7@
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1a9a

Cardiod Draw
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@l
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Spiral Draw
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{
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Lemniscate Draw
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ChexSum Tables

4éHn
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4@ ==

1SR
Y
1Q7@ =
1080

LB 7
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4
RN TOTAL. = 310147
L3086
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3D-DRAW

CLASSIFICATION: Interactive Graphics

Use the cursor keys to move the flashing dot around the screen. Position
the cursor and press the ‘copy’ key. Having done this four times the
shape is drawn. To return to the menu press the up arrow key.

1. Next Frame — advance to the next frame.

2. Change coordinate — Enter grid reference you wish to change.

3. Redraw last frame — Redraws without altering anything.

4. New frame — Restart.

5. Quit — Exit program.

PROGRAM

Variables

G Generation of grid step

X(N,N), Y(N,N)  x and y coordinates of grid reference (N,N)
A(G) Value of grid step

XNV, YNV New values when changing coordinates
AS$T Dummy variables

16



Program Structure

Lines

30 — 80
100 — 360
380 — 420
449 — 530
550 — 1040
1060 — 1080

Function/Activity

Draw routine

Menu

Change Coordinate
Square generation routine
Initialisation

End

17
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Draw routine

1 GOBLIE B

Menu
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GOTO 24
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Square generation routine

LI e T E
FRINT O
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ChexSum Tables

736
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i3

)

6014
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201

w o 211064
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3D MAZE

CLASSIFICATION: Interactive Graphics

When the program is first initialised you must define a maze and follow
the prompts. To move, east, west, north or south use the cursor keys.
To move forward use the ‘copy’ key, also use the copy key to define
the maze and the cursor keys to move around. To quit press ‘Q’.

PROGAM
Variables
MOVES
M(N,N)

XY

ADIR, YDIR

AB
TN, A%

Number of moves

Maze array containing walls

Your coordinates in maze

X and Y direction in which you are looking can be
either -1, @0, or +1

Position of curor when defining maze

Dummy variables
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Program Structure

Lines Function/Activity

30 — 160 Main loop

507 — 610 Draw 3D view

1977 — 3050  Escaped from maze
5000 — 5200 Initialisation

5205 — 5407 Define maze

10000 — 10060 Draw 3D maze

24



RIEYAS
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Initialise
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Main program loop
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Draw 3D view
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160, @ I)F\(\W 160, 149 ¢ DRAW 1, 8@ ELSE MOVE

1 DRAW 16@, t DRAW 160, 149 @ DRAW 1, 149
IE M exX -+ * o)y ¥ 4+ YDIR) o THEN MOVE

298 : DRAW 480, 149 : DRAW 640, B0 ELSE M
I DRAW 480, 149 & DROW 640,

68 1 DRAW
OVE. 640, 298 3 DRAW 480,
149

LFYDIR & @ THEN GOTO
IF MOX + XI)IlF'\'. Y o+ (Xl)lh * =L))o B2 THEN MOVE

: DRAW 160, 298 1 DR L6, 149 @ DRAW 1, 80 ELSE MOVE
Ly 298 ¢ DRAW 16,

298 0 DRAW 160, 14% @ DRAW
IF MOX + XDIR, Y + )(L)lhl D THEN MOVE 640, 368 @ DR
AW 480, 298 @ DRAW 480, 149 DRAW 640, 80 ELSE MOVE 64Q
w298 2 DRAW 480, 298 ¢ DRAW 480, 149 3 DRAW 640, 149
IF MOX + XDIR + XDIR, Y + YDIR +« YDIR) 3 THEN MOVE
16@, 298 1 DRAW 480, 298 @ MOVE l6w, 149 DRAW 48@, 14
9 n RETURN
LFXDIR « e @ THEN GOTO $60
IF MOX + YDIR, Y 4+ YDIR + YDIR) <3 32 THEN MOVE 160, =
98 ¢ DRAW 24@, 26@ @ DRAW 240, 186 @ DRAW 160, 149
MOVE 160, 260 3 DRAWR 8@, @ & DRAWR @, ~74 3 DRAWR

]
TF M(X + (YDIR %® =1), Y + YDIR + YDIR) < E& THEN MOVE

25



480, 298
G - MOVE
WR 8@, @
IF YDIR <> @
IF MOX + XDIF
16@, 298 3 DRAW
- MFJVE: 16@,

DRAW 400,
480, 260 @

26Q &
DRAWR

THEN GOTO 570
XDIR, Y +
240, 260
260 1 DRAWR 80, 0

(XDIR *

Héa 1F
98 1
MOVE
@

B0 TE

“'l ( X
DRAW
480

XDIR +
40 ,
260

XDIR, ¥ + XDIR)
260 1 DRAW 400, 186
DRAWR ~B@, @ @

(X +
THEN
Wo40a0, 1§
|I- XDIR <> @
IF MOX + YDIR,
240, @60 1 DRAW 288,

G E 240, 218

Y +

R
H“ﬂN (zOICI
Y o+ YL)IF' + YDIR +

Sae

i DRAW
ReWR 48, @

DRAW 400,
-8B, O

=13
DRAW 240,

DROWR @,

YDIR + YDIF
t DRAW 400,

186 @ DRAW 480, 14
: DRAWR @, ~74 : DRA

< B2 THEN MOVE
186 : DRAW 160, 14
2 DRAWR @, -74 : DRAW

B2 OTHEN MOVE
1 DRAW 480,
~74 3

480, 2
149 ELSE
DRAWR 80,

+ YDIR) <«

260 @ MOVE 240, 186

YDIR) 32 THEN MOVE

288, 207 : DRAW 2 2
2 DRAWR @, =31

574 IF 4(X . (YDIR * =~1), Y + YDIR + YDIR + YDIR) >
EN MOVE 400, 260 : DRAW 352 2EB 2 DRAW 382, @
400, 186 ELSE MOVE 400, 3 DRAWR ~48, @ 3 DhﬁWh @, -3
1 DRAWR 48, @
IF YDIR «<x @ THEN GOTO %90
IF MOX + XDIR + XDIR + XDIR, Y + (XDIR % -1)) <& 32
EN MOVE 240, 260 3 DRAW 288, 2368 ¢ DRAW 26868, 207 @ DRAW
240, 186 ELSE MOVE 240, 3 1 DRAWR 48, O 3 DRAWR @, -3l
r DRAWR ~48, @
g IF MOX + XDIR + XDIR + XDIR, Y + XDIR) <& 352 THEN MOVE
400, 260 @ DRAW 238 ¢ DRAW 382, 207 @ DRAW 400, 18
1L BE MO DRAWR -4, r DRAWR @, ~31 @ DRA
SS90 IF MOX + XDIR + XDIR + XDIR + XDIR, + YDIR + Y

Y + YDIR
3

DIR + YDIR) 288, 2 DRAW A%2, JE8 ¢ M

OVE 288, 7 + RETURN

IF XDI F\ e @ IIH N BGATO 6

[F MOX + YL)?H'-'\ Y + YDIR + Yl)lh + YDIR + L)Ih) e BR2OTH

EN MOVE 268, @47 5 DRAW 320, 227 @ DRAW 32, ._‘1;‘ ¢ DRAW
3, AU MOVE @88, 227 1 L)h(-ﬁwh A2, 0y DRAWR @, ~6

G594

E TH
1 DRAW

R @, -6
LG IF YDIR <> @

I)H(\NF\ "]
THEN GOTO 610

=Y IF MOX + XDIR * XL)IF( + XDIR +
FONE THEN MOVE @ 7 % DRAW
+ DRAW 26€ MOVE 286,

g H)lH +

YI)[F\ + YDIR)
. )

By ~b& L)Hﬂ\Nh 1]
IF MiX . - YIR o+ XDIR + XDIK, Y dTH
; DR QN H DRAW
¢ @ay - &

/mm STER
13, 1%
NEXT 1

1@

NEXT
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MODE @
LOCATE 4, 1@ : PEN 7 @ PRINT "IT.T00K . YOU"
LOCATE 4, 12 2 PEN 4 3 PRINT MOVES; " MOVES."

N 1
JRCOT o= L T 3000 s NEXT T 2 GOTO S@1a
CLS ¢ PRINT " lC)evvu i innncunanuns peenn s CONTINUE"

FRINT " alR s v vn s v ensvnunnnsnanus REGTART"

AF = INKEY® : IF Af = "" THEN GOT( 302

[F oA = "0 OR A% = "c" THEN GOSUR H0B @ GOTO 100
IF A = "R" OR A% = "r" THEN RUN

5OT0 2020

Player escaped from maze

SO0

5005 DIM M R, 24)

G010 MOVES = @

S020 X = 16

SN Y = 23

5035 XDIR = @

SQ37  YDIR = -1

G040 MODE 1

050 INE @, @

5060 INK 1, 24

5070 BORDER @

S080  FRINT "DEFINE . MA wCYZND M

HO90 A% = INKEYE @ IF Af <3 "N AND AE <3 "Y' AND A% b Uy"
AND A% <> "n" THEN GOT(O %090

S110  IF A% = "NV = 'n" THEN GOTO 100

95120 CLS

G187 MUlb, &) =
5190 A = 16

$19w  FOR T o= 2 70 E1 s MO, L) o= 454 5 MOT, @4) o= 1H4 3 NEXT
1

5195 FOR o= 2 10 23 ¢ MOL, T) = 149 3 MCI2, T) = 149 ¢ NEXT
1

1) = 194 3
192

L)y o= 198 ¢ MOL, 24) = 193 » M2,

410000
LOCATE A, &
ERINT "

LOCATE A, B
FRINT CHRE(M(A, E))
A= A+ (INKEY(8) &

=0y = CINEEY (1) ~1)

oA x EL

LF A« @ Ik

Bo= B o+ (] ~1) = CINEEY(2) 3 =1)

IF B 3

1

LF IF M, B) = THEN M(A, B) = 3
¢ El

FFOINEEY (67) » =~ THEN FOR T = @ 0 24 ¢ INK L, T 3 SO0U
ND 2

o . 1@ 1S 2 NEXT T @ RETURN

27



Initialisation

GRee 1

1OV FOR T = 1 T0O 24
10018 FOR N = 1 TO 32
10020 LOCATE N, T

100230 FRINT CHRE( MIN, T))
10040 NEXT N

12050 NEXT T

10060 RETURN

ChexSum Tables

6B4 = EAY Vil

61D = 201 H16H =

1000 = 1018 j #

1@31@ =  27%
~Q

P OH OB OB OE G

1493

1018
1020
&89

1249

106G =

TOTAL =
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SPACMAN

s o .

v o P _ @ “n
..imﬁwnarenntuﬁu,” buaMw ] » >

s i

CLASSIFICATION: Time-limit Game

The object of the game is to eat as many of the bits of food the time
limit. Watch out for grumps he'll make a nice meal of you!

PROGRAMMING SUGGESTIONS

The game could be made faster but would be too fast to play! There
could be more bits of food on the screen or the time limit could be

altered.
Use ‘A’ to move up, ‘Z' to move down, ‘comma’ to move left and

‘period’ to move right.

PROGRAM

Variables

SCORE Players score

CREEPX, CREEPY Monster's co-ordinates

MANX, MANY Player's co-ordinates

OBJECTS Number of objects gobbled

TIMER Seconds remaining

A B Random column and row

FLAG Has the monster hit an object

C1 Counter for alternating colours for ink 2

29



Program structure

Lines Function/Activity

19 —25 Front Screen and Initialise Game
60 — 120 Initialise screen

160 — 300 Main Loop

340 — 380 Player hits object

420 — 460 Game over

479 — 490 Print seconds

3000 — 3010 Alternate Ink 2 Colours

30



BFACMAN

pt’]
60
70
80

Y@
100

110
1@

Front screen and initialise game

HUDL L it INk @, @ & INK 1o 18 & INK 2, 18 ¢ INK X, 24 3

H @ s F 1
A INT SFaC (1&) 5 "GPACMAN"

1 FR) "Objects . to.aobble 3 ,."y 3 FE
"M...,.... s CHR#E (1350)
FEN 1 & FRINT "Creepy.monster to.avoid @,

vl O RI00

3 nYIVIN)L,. AFTER 150 @ SYMBOL 150,60,66, 155, 189
s FEN L
1 FRIN

tOFRINT "Hit,"3 ¢ FEN 3 3 PRINT “E
NTE FE T
IF INKEY (18) <0 THEN 2%

YatolBegin

Initialise screen

FY = 17 ¢ MANX = 200 ¢ MANY = 12 1 (ORJ

A% 0 FEN L o3 FPRINT "SCORE. «cvwswvnvvnvuonnnnns
1 PEN 1

FOR F 1

A@ o+ H o) 3 B o= CINTC RNDOL) * 20 + 2
lé: - By (2% - B) % 16 + 8 ) OR (A= 20

(A AND B = 17) THEN GOTO 100
2 RINT CHRE CLS0)

G@, 1 GOSUR 470

Main program loop

MANY & FRINT ","
THEN MANX = MANX + 1 & IF MANX & A&

THEN MANX = MANX - 1 & [F MANX < 2 TH

EN MANX = 38
IF ITNE LY(/I) ol THEN MARNY
HEN MANY = 2
IF INEEY (69) » =1 THEN MANY = MANY - 1

]

MANY + 1 & [F MAMY » 235 T
IF MANY < 2 TH

EN MANY = 23
IF (MANX % 16 - B, (25 - MANY) ¥ 16 + 8) = 2 THEN 6
OSUB 340

LOCAT M

ANY r PEN 3 ¢ FRINT CHR# (249)
-Y 1NT "Ly IF FLAG THEN FEN 2

< CREEFX) ~ ( MANX » CREEFX)

¢ (MANY < CREEFY) -~ ( MANY » CREEFY)

31



wh@ FOTEST(CINT ¢ CR
* lé o+ B) o= R TH E = @
LOCATE CH Xa GR Y 1 FEN FRINT CHRE (22%5)
TF MANX - 2EX O AND MANY = CREEFY THEN GQTO 420
ET

GOTO 160

- CINT ¢ CREEFY ) )

Player hits object

T8 = ORJECTS + 1
4@ THEN FOR T = 10@ T0O 4000 STEF 100 @ 8OU
ONEXT 2 BOTO 60

+ 5
H

FRINT SCORE & FEN 1

Game over

T 400 & sOGOUND by, L2, 15,200 ¢ NEXT
TO SO 2 NEXT T 2 LOCATE MANX., MONY @ FRINT C

DOTNES Wy S LOCATE 20, 2% 3 FEN 3% &

NEXT I

Display time in seconds

465 x

470 TIMER =
480 IF TIMER
490

TMER - 1 4

LR SN FRINT TIMER
=@ THEN GOTO

RETURN

Alternate Ink colours

2O TNE G, &b RETURN
FETURN

32



ChexSum Tables

G 206 17@ =
@ = 1672 180 =

o
6144
2486

448
2188

33

TOTAL =

1268086
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CLASSIFICATION: Shoot-up Game

Chase the retreating fleet of U.F.O.'s in your special astral fighter
equipped with rockets. You will eventually leave Earth if you don't crash
into the landscape or a U.F.O. and, when you see the massive planet-
ship, your time is running out.

Use ‘A’ to move up, ‘Z' to move down, and SPACE to fire.

PROGRAMMING SUGGESTIONS

You could increase the number of U.F.O.’s and add more obstacles.
You could also increase the speed of the game this would keep you
on your toes.

PROGRAM

Variables

UFOX, UFOY UFO Co-ordinates
JETX, JETY Jet's Co-ordinates
ROKX, ROKY Rocket's Co-ordinates
ADDY Amount to add to JETY
SCORE Player's score

JETS$ String for Jet

BLANK$ String to blank jet

I,J, K Temps

35



Program Structure

Lines

10 — 130
149 — 180
190 — 250
260 — 340
350 — 450
460 — 530
540 — 640
650 — 760

Function/Activity
Initialise

New round
Main loop

Move rocket
Move Jet

Move UFO

Hit UFO

Game over

36



UFQ

"]

=17
Y@

100
110

fwiwl"]

560

Y0
10V

Initialise Game, UDG's and strings

MODE 1 & INE @, @ & INK 1, 20 : 18 o INK E, 24

SYMEOL 240, @, @, @, @, 192, 160, 224, 240 3 SYMBOL 241

, DEE, 258, 127, 31, 27, 62, 112, @

SYMEC 2. B, @, @, @, O, B, @, 56 : SYMEOL 243, 246,
5, 224, 128, 0, @, @

SYMEOL 2 0, 0, 158, 5, RS,
L 192, B4, 2%, 47, 47, %, 54, 19
SYMEOL 246, 4, %2, 129, 8, 64, 8, 2, 32
SYMEOL 247, &4, 4, O, 14%, @, 36, @, O @ SYMEOL 248, 16
L@, 8, 128, 2, b4, O, 4

SYMBEOL. 249, 2, @, 72, @, 4, 1, %2, 8 3
4, 8, 0, @, 130, 16, @ : SYMEOL
70, 84, 40, 15
EXFLE( 1 ) = CHR

@, @ =z SYMROL 4%

SYMEOL 2%, 1, &
201, 153, 40, 84, 170, 1

w (CHR 11 0) o+ CHREC 247 ) + CHREC 1@ ) + COH
+ STRING®C 5, 8 ) + CHR#( 248 ) + CHR$( 1@ ) +
)
G
s CGHR#®C 11 )+ CHR&C Z2 )+ CHREC 10 )+ CHR
+ GTRINGEC 5, 8 ) + CHR&( 22 ) + CHR$C 1@ ) + CH

’ )
JET# = CHR#C( 240 ) + CHR$( 242 ) + CHR%( 10 ) + STRING#
C2y, 8) + CHREC 241 ) + CHR&EC 243 )

BLANKE$ = CHRE$ + CHR$ 3 + CHR#FC 1@ ) + STRINGS#
C 2, 8 ) + CHREC B2 ) + CHRE( )
New round of game
3
OX = 10 3 UFOY = 12
. =) JETY = 1@ ¢ ADDY = 1
FAFER @ 3 C ¢ BORDER @
FEN 1 & MOVE @, @
Main program loop
GOTO 100
. 69 ) x =1 THEN ADDY = -1 ELSE IF INKEY( 71 )
ol THEN ADDY = 1
IF INKEY( 47 ) = -1 THEN %510
IF JETX 36 OR ROKX <> @ THEN S10 ELSE ROCEET = 1 @ (G0
TO %10
Move rocket

IF ROCEET = 1 THEN ROCEET = @ : SCORE = SCORE ~ & 1 RO
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L@
112
1@L)
150
L @RS

1040
1AE@

WWW

990
4000

4010

4%4@
4Q50
4060
407@

= JETY ¢ GOTO H20

FRINT ",
ROEX 3+ 359 THEN ROEX = @ & GOTO

F

T 16 * ROEX ~ 1&6, 41% - 16 % ROKY ) = 2 THEN 400

ESTC 16 % ROEX, 418 ~ 16 % ROEY ) 3 IF I = 2 THEN
4@%% ELBE IF L = X THEN LOCATE ROKX + 1, ROKY 2 FRINT ",

FEN 5 ¢ LOCATE ROEX, ROKY & FRINT CHR$( 244 )
GOTO 520

Move jet

FRINT USING "%"5 BLANKS$

Los JETY = JETY + ADDY

THEN JETX = 1 3 UFOX = 10

lF JEWY 0L THEN JETY = § & ADDY = | ELSE IF JETY » 22
IHEN 2000

IF TESTC L6 * JETX — 16, 415 ~ 16 % JETY ) <> @ THEN 90

JETY

Léb % JETY ) «x @ THEN 9000
9 - 1é& * JETY ) <> @ THEN 90

TESTC L6 * JETX, 399 -~ 16 * JETY ) <> @ THE

Y000

“EN L LOCATE JETX, JETY 1 PRINT USING "&"3 JET$
GBOTO

Move U.F.O.

G40

ATE UFOX, UFOQY ¢ IF RNDC 1 ) < @.93 THEN FRI
- FRINT CHR®( 281 )

UFOX = UFOX + 1 3 IF UFOX » 39 THEN UFOX = @ @ GOTO %540

IF RNDC L)« @05 THEN UFOY = UFOY + 1 ELSE UFQY = UFOY

L THEN UFQY = | ELSE IF UFQY THEN LFQY =

o ) LOCATE UFOX, UFOY @1 FRINT CHR#( 24% )
GOTO S40

Hit U.F.O.

IF UFOX < 2 THEN UFOX = 2 ELSE [F UFOX » 38 THEN UFOX =

@O THEN UFOY = 2 ELSE IF UFOY > 28 THEN UFQY =

IU 4 @ LOCATE UFOX, UFOY & FEN 3
¢ 1, 1, 48, 15, 1, 1, 3

1)

t NEXT

t CLS 2 PRINT "SCORE., & ."3
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4080
4090

8990
YAV

PO
90192
YDA
P03
Y040
050
YD
YA7Q
080
909@

FOR 1 o= 1 TO 1000 @ NEXT
ROKX = @ : GOTO 140

Game over
TEOJETX o+ 28 THEN JETX = 28 ELSE IF JETY « 2 THEN JETY
E
FEN 3 ¢« FOR K = 1 T0O X
FOR 1T = 1 TO 4 3 LOCATE JETX, JETY
SOUND 1y @y 12y 1%, 1, 1, I * K
FRINT USING "&"3; EXFLEC T )
FOR J = 1 TO 70 » NEXT
NEXT 3 NEXT
CLE ¢ LOCATE 1@, 2 3 FRINT "YOURLSCORE WAS 1 ."1 SCORE

LULATE 7y 10 3 FRINT "PRESS AL HFORLANOTHER LGAME"
IF INEEY# = "" THEN 9090 E 9080
IF INKEY$ = " THEN 9090 ELSE RUN

ChexSum Tables

i B H

BB B I B

i

# 8 B 8

1250 4000 =
1500 4Q1@ =
BH40 4Q8Q =
3 c‘a 7 8 4D =
404Q =
405@ =
4060 =
4078 =
4080 =
409Q =
B =
FOOQ =

] 6B
L7@%
1694
4082 TOTAL = 177116
@
LH5E7

39
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ROBOT RAIDERS

CLASSIFICATION: Shoot-up Game

Swarms of suicidal robot ships are attacking your gun ship. You must
use the rotating cannon to blast the raiders before they reach the ship.
Some of the robot ships disappear at random, so they are worth more
points than others. The score is increased for hits and decreased for
misses, so watch that wild shooting.

PROGRAMMING SUGGESTIONS

To increase the difficulty of the game try increasing the speed of the
raiders and setting a kill distance for the raiders.

Use ‘I to rotate the laser anti-clockwise, and the spacer bar to fire
the laser.

41



PROGRAM

Variables

CRASH(4) Required sum of Co-ordinates to give crash
STARTX(4), STARTY(4) Starting Co-ordinates for each ship
DRN Direction (1-4) of Laser

EXIST(4) Existence of each ship

LASERX(4), LASERY(4) Four laser positions

LSX(4), LSY(4) Pixel Co-ordinates of Laser positions
LAS$(4) Laser String

LASBLS$(4) String to blank laser section

SHIP$ Ship enemy string

SHIPX(4), SHIPY(4) Ship Co-ordinates

SPDX(4), SPDY(4) Ship speeds

SCORE Player's Score

FINX, FINY Finishing Co-ordinates pixel for Laser
BLANKS$ To blank out an enemy ship

EXPL$ Explosion

[, J Temps

Program Structure

Lines Function/Activity

19 — 319 Initialise

320 — 400 Main loop

100 — 1030 Move ships

1050 — 1080 Fire Laser

2000 — 2140 Hit

3000 — 4020 New Ship

5000 — 5020 Update Score

9000 — 9080 Game over
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ROBOT

RATDERS

Initialise game

MODE 1 ¢ INK @, 1% ¢ INK 1, 2% 5 INK @, 2 & INK 3, @ 3
DEG
SYMEOL 240, 16, 48, 96, 96, 224, 193, 226, 254 : SYMBOL
: 231, 199, 19%, 224, 96, 96, 48, 16

242, 8, 12, &, b, 7, 131, 71, 127 : SYMHOL 243,
, @RA7, 195, 7, B, %, 4, 4
I 244, 1, 1, L, 3, 15, 12, 27, 251 ; SYMBOL 245, 2
2, 15, %, 1, 1
, 128, 192, 240, 48, 216, 2
e, 48, 240, 192, 128, 128, 108
28, 4, b4, @, 144, S, 4@, 134 1 SYMBOL 249
16, 68, @, 128, 16
@, 129, 16, 6, 129, 146, 54 1 SYMEOL 251
16, 65, @, 8, @,
(240 )+ CHRE( 242 ) + CHRE( 10 ) + STRING
(241 ) + CHREC 243 )
8 ) + CHR$( 250 ) + CHR$( 10 ) + STRING
+ CHREC 249 ) + CHRE(

SYM

i )
Lass 1 ) = GTRINGEC 2, @06 ) 1 LA B wm LeGEC 1)
LAGEC 2 ) = CHREC 206 ) + CHREC 1@ ) + CHREC 8 ) + CHR$E
C 206 ) ¢ LAGBEC 4 ) = L.Q“'$( &)
LASKLEC 1 ) = STRINGEC 2, 322 ) ¢ LASELEC I ) = LAGBELE(

+ thi( 1(2\ ) o+ CHR$C &8 ) + CHR
SEL§

| ﬁHEhX « 1)
@ 3 LABERXC 4 )
LAGERY 1 ) =

1 LASERY (4

#
R

LASERX (35 ) = 2

83
-
id

LAGERY C 5 ) = |}

68X 1 t LEXC 2 ) = 287 1 L8X(
o) o

Lay | poLBYC W@ ) = A9 ¢ LEYC 4 ) = 191 ¢ LEY(
no)

DRN = 1 ¢ SFDX( L ) = @
3 SFDXC 4 ) @ -l
SEDY( 1 ) = | 3 SFOYC 2 ) = @ & SFDYC 3 ) = =1 1 SEDY(

GFDXC 2 ) = 1 2 SFDXC 3 ) = @

CLE 3 BORDER 18
3 ; A o+ CHR¥EC 1O ) + BTRING#( 2, 8

s FOR J o= 15 70 14 2 LOCATE I,
NEXT 5 NEXT

Jo= 1 T0 25 LOCATE LI, J & PRIN
NEXT 2 1.0 E 1, 1

19y 12 5 FRINT STRINGEC 4, 206

LUCATE 19, 1% ¢ R YB6 Yy "aa"y CHR 206 )
LOGA I i~ 1 ‘) w : HRE (206 )3 ".a'"3 CHREC 206 )
W] - I' STRINGE ( 4, 206 )

HFE C 246 ) + CHRFEC 1O )+ STRINGE
S0) o+ CHEE 247
(BT C L) = | &
FXCC DIRN ) LAE ¢ DRN ) ¢ FRINT

- G th« (
0 4 & E
| LOCATE 16
C DRN )

20,1 GOSUR 4000
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T BHIFXC
STARTX ¢ 3

A7 SHIFY (2 ) =
SHIFY (X = BTARTY € 5 )
STARTY ( 4 ) =

PCRABHC 2 )

ae CRASHC 1
RASBHC 4 )

p O CRAGBHC S ) =BG s O

Main program loop

I TEE:
DRN ) 3 PE
N MOD 4
INT LASELE

¢ DRN
T LA DRN )
DERN Dy LABERY (

oo THEN GOSUER 200

Erase ships

oy m @ 3
N1 LOCAT

XA

GF ), SHIFY C BF )

) o+ GFDXC EF ) 1 GHIPY O GF )

1040 &

105
1060
LA7@
1080

). BHIFY C BF )

) o= CRASBH O S ) THEN 9000

Fire Laser

199G

GOSUR SO0 ¢« HIT = @ & [F DRN = 1

THEN FINX = ¢ DRM - 2 ) % 104 + LBX

16 % SHIFXC DRN ) -~ 1é&
BX ¢ DRN )
IF EXIETC DRN ) = @ THEN FINY = - DRN — X ) % 160 + L8
YO DRN ) & GOTO 2100
) 1os FINY = 416 ~ 16 % SHIFY ( DRN )
LEXC DRN ), LEY C DRN D
DRAW FINX, FINY, 3
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DRN )W
2000

Kt TURIN

Hit target and increment score

£99Q
000 S

SLORE + OO 1

GOSUR SO0 ¢ LOCATE SHIFPX( DRN ),
DRN

"8y EXFLE

1, 1, 1§
SHIFY C DRN )

"y BLANKE

By Y]

New ship

H99D s
4000 T1 o=
G

MOO 4 ) 4+ L 2 IF EXISTC 11 ) = 1 THEN RE
) w ) s

[ .
4010 SHIFX C T = BTARTXC TL ) ¢ BHIFY O TL STARTY C T1

4020 EXISTC TL ) = 1 ¢ RETURN

Update score

RE TURN

Game over

B8990
Y000 LOCATE
$ 0 L
0 1680 &
Q10 INK 1, CRNDC 1) % 26 )
G2 SOUND 1, ABRSC COSC T ) + SINC T ) * 100 ), 15, 15
Q1D
Y4
FAEQ

SHIFY C SF ) ¢ FRINT USING "&"s EXFL
FRINT USBING """y EXFLE 3 FOR 1 = LT

WAS & "
INT "&aD

Y060 L.
YA7@  IF
Y80 LK

HOTHEN 9080
=N THEN Y080
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ChexSum Tables

14l 7691 2120 = 1960
4404 7641 2130 = 1532
206 Ae2l 2140 = 201

. a ) = 0

1066

= 4198
12424 = 1370
46 = LBY
1844 e QRe0
176 = 1413
" 98 = 1241
110 = "} = 231
12@ = 1901 w Q)
13@ = 2809 o
14@ = 1180
150 =
16@ =
17@ = el Ll e
UA10 =
5020
B8990
000
Y010
%]
QAR
D40 =

B4 1"
FAEQD =
GA7Q =
P0BA = 1692

4796

= 241
= 418]
LIS | b7 TOTAL =

i
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SHOOTING GALLERY

CLASSIFICATION: Target practice game

Step right up and have a go! Only $1.00 for five shots — and you get
five shots free!
Scoring:
front ducks 20c
middle ducks 5@c
crazy bird $1.00
Use the SPACE bar to shoot at the flying targets.

PROGRAMME SUGGESTIONS

The speed of the birds can be altered in lines 1000 — 1080. Or try
putting an extra row of birds with different values to add some variety!
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PROGRAM
Variables
HEAD(5)
HIT$

ADD

BLANKS$
BIRD$(5,2)
BIRDX(5), BIRDY(5)
PHASE(5)
MISS$
ACCOUNT
SPD(5)

BD

NS

HIT

l,Jd, T1

Columns required for a hit
Hit bird string

Amount to add to Player’s account
String to blank birds
Strings for each bird
Co-ordinates of birds
Phase (1-2) of each Bird
String for a miss

Player’s account

Speeds of birds

Bird number

Number of remaining shots
Which bird hit?

Temps

Program Structure

Lines

19 — 380
400 — 510
530 — 610
1000 — 1080
2000 — 2100
3000 — 3030
4000 — 4030
5000 — 5030
9000 — 9040

Function/Activity
Initialise variables
Set up screen
Main loop

Move birds

Fire Gun

Update Account
Alter phases
More shots
Game over
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SHOOTING GALLERY

7@

80
Y
%]
(Y]
12@

1.5@

L4

)

Al

Initialise variables

MODE 1 & INE @, 13 INK 1, @ ¢ INE 2, 6 3 INK 3,

GYMROL. AF TER 220 =' BY MHL)L 220, 128, 64, 96, H6, 28,
7. 3o SYMBOL 221, 1
SYMBOL. 222, 1, &,

, 1, 7. 15 ¢ SYMBOL %

SYMBOL.
A48, 2T
SYMEOL.
W« T Ty
SYMEOL.

248, 0, @
Lo LLS, 205, &5 ¢ SYMROL

4 5 BYMEOL 237,

127,
SYMBOL. 248, @
Qe g D@E, DN

YMEBUOL 240, U

24, 48 ¢ SYMROL

&

: SYMEOL

o &l
Ei)ﬂ‘ll(l]l E44, 1
, L9, B, 66,
YMH( . 24é6, L1,
247, 196, 144,
SYMBOL 248, 96, 32, 32
R, B, 48, 48, 48,
Yéry Ub, 6B, 6@, 60, 60
SYMEOL . g v
HIT#

49,
4,

‘7’6).,
144,

.
bb

129, 80
) o+ C
DAL ) 4 CHF

l JHRE ( 0
) 4 CHRE (
CHRE

CHRE (

)
CHR#
)
CHRE
)
CHRE
)

)+ CHRE(
SRT )+ CHRE( )

)k UHEE C 242 ) + CHR#(
241 )+ CHRE O Q40

- GHRE (

OBIRINGE (2,
BIKDSEC 2, &)
+ SIRINGEC

) 5 MEADC 1 ) = 19 3 HE
EADC 4 ) HEAD ¢
[ RND ¢

N ]
by .58. 61. 176, 284, 192 @ SYMROL

K

L
@
Wy 128, R4, 240 ¢ SYMEROL
"]

b BYMEOL

P SYMEOL

t SYMEOL
DEQ, 48,

1

X

rau
WAy

Sy l4y 24, 12 3 SYMBOL 229, &,

AW, Ba,y 64, 32 ¢ BYMBOL O XEL,

b5y

239,

27

13,

241,

Uy Ry 78w SYMEROL

284, 201 ¢ SYMBOL

"]

19

1@

19

10

]

P

"

e

249

b,

g C L@ )+ BTRINGE

) CHREC 1@ )+ BTRINGSE

)

)




290
400
410

420
450
440
450
460
470
480

450

500
G910

700

100
1010
1020
1025

1O

10402

NEXT

BIRDX ( 2 BIRDY (5 ) = &
BIRDX ( i BIRDYC 4 ) = 7
BIRDX ( s BIRDY C %) 7
HIF\DX ( s BIRDY C 2 ) = {1
s RIRDY C L ) = 11

SFDC E ) = @
SFDC 1 ) = 1

Setup screen

FOR T = 1 TQ 4@ = FOR J

= 1 TO @ 5 LOCATE [, J
CHREC 143 ) @ NEXT 1 NEXT

V@ CLS @ RORDER 1
T

H (
HJI-\‘ 1 170 11 ¢ FOR J = 18 TO 22 : LOCATE I, J @ PRIN
HR#F

@& ) s NEXT 3 NEXT
@ T0 40 @ FOR J = 1% 10 22 : LOCATE 1, J ¢ FRI
A& ) 8 NEXT @ NEXT

TO 4@ @+ LOCATE T,

tOFRINT CHREC 206 ) ¢ NE
L3 70 28 ¢ LOCATE 1, 20 ¢ FRINT CHR$( 208 ) : N

L3 TO 28 @ LOCATE [, 22 & FRINT CHR#( 210 ) : N

H r FRI
H 1 PRI

3 PRINT CHRE( 211 )
NT CHFR$( 248 ) 1 LOCATE 20,
CHRE( 249 ) 1 LOCATE 20, 21 : PRINT CHRE( 250

.
t FRINT

EVERY 185, 1 GOSUER 4000
N& = G & ACCOUNT = @ @ GOSUER 2000

Main Program loop

FOR BD = 1 10 %

GOSUER 1000

IF INREY C 47 ) & —-1 AND HIT = @ THEN GOSUR 2000 : GOSUR
v Jral)

LFONS = @ THEN GOTO %000

NEXT ¢ HIT = @

LOCATE 20, 2 & FEN ¥ & FRINT CHR$( 143 )
GOTO S0

Move birds
LOCATE BIRDXC BD ), BIRDY( ED )
FRINT USING "&"jy HBLANES$

BIRDX ¢ BD ) = RIRDX( BD ) + SFDC KD )

IF RNDC 1) 4 @04 THEN BIRDXC BD ) = RIRDXC BD ) + SFD(
ED )

IF BIRDX C BD )
COUNT =~ @1 & G0
LFEOBRIRDX C 8D )

W THEN BIRDX C BD ) = 37 ¢ ACCOUNT = AC
LR (1]
THEN BIRDXC BD ) o= 2 2 AUCOUNT = AC
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LG
1A60
179
1060

2990
000

3010
3020
3030

3990
4000

4010

4020
4030

4990
5000

Gale
DAL

S030

COUNT = @, 1
LB D 5O HEN FEN

'E BITRDX C BD ), )
[NT USTNG "%y BRIRDSF C BD., FHASE ( BD ) )
RE TURN

Fire Gun

ACCOUNT = ACCOUNT - @.1 & NS = N§ -~ 1 : SOUND 1, @, S,
15, 1, 1. fHIT = @ 3 FOR I = 1 TO 9

PFBIRDXC T ) = HEADC T ) THEN HIT = [

NEXT

IF HIT = @ THEN LOCATE 20, 2 3 FPEN 3 @ FRINT CHR#$( 251
{ETURN

TE BIRDXC HIT ), BIRDYC HIT )

2 1 FRINT USING "&"3 HITS$

Cdo= L TOOE 2 FOR T = 1 TO 20 STEF 2 @ SOUND 1, I, O
O NEXT & NEXT

TE HIT < THEN ADD = @..2 ELSE IF HIT « & THEN ADD = @.
Y OELSE ADD = 1

ACCOUNT = ACCOUNT + ADD

KETURN

Update account

LOCATE 1, 2% 1 PRINT SPACE$( 38 ) 3 PEN % @ LOCATE 1, 2
%o LF ACCOUNT « @ THEN PRINT "YOU.LOWE . "3 ELSE PRINT Y
OU JHAVE %" 3

FRINT USING "###. ##" 3 AKS ( ACCOUNT )

LOCATE 25, 2% 1 PFRINT "NO. . 8HOTS :."3; NS

KETURN

Alter phases

H
FOR T1 = 1 T0O & : IF FHASEC( T1 ) = 1 THEN FHASE( T1 )

2 ELSE FHASE( T1 ) = 1
NEXT
IF RNDC 1 ) o« @.% THEN SFD( % ) = -1 ELSE SFD( % ) = 1
RETURN
More shots ?
LOCATE 1, @% 1 FRINT S8PACE$C 38 ) ¢ FEN % 3 LOCATE 1, 2

]
FRINT "ANOTHER .5
IF INKEY ( 43 )
THEN Y000 3
NG = 0 : GOBUR 2 GBOTO B30

SHOTS WP W (Y/ND "
LOTHEN 5030 ELSE 1F INKEY( 446 ) » -1
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Game over

8990 1

FAGN  CLE8 1 LOCATE 146, 1 ¢ FRINT "GAME ,OVER"

FBLD  LOCATE 1, 10

ARG IF ACCOUNT < ~@.01 THEN FRINT “THE BOYS WILL JBE SEEING .
YOULBHORTLY " FRINT "CONGRATS LFORLYOUR JWINNINGS"

FUIB  LOCATE &, 16 L0 T "y 3 FRINT USING "###.
HH" g ACCOUNT

GA4Q  IF INEEY# = "' THEN END ELSE 9040

ChexSum Tables

199 w @

2000 = 6074
Al X7
176
2HIY

"]
v

1994
Liew
G G DB

3990

p 9010
77 Y20
67 4 QIO
1678 PO4QD =
L9594

FOVAL = 2EBOT&
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ASTERIOD INVASION

CLASSIFICATION: Time-limit Game

You have thirty seconds to save everything known to man. You do this
by blasting the aliens. You have a fully implemented jelly plasma laser,
which you can fire after you have lined up the sights on your enemy.

Use ‘A’ to move up, ‘Z’ to move down, ‘comma’ to move left, ‘period’
to move right and space to fire.

PROGRAMMING SUGGESTIONS

This game can be altered in many ways to make it easier, harder or
just more complex. Try a combination of the following: Putting more
aliens on the screen, altering the time limit, altering the course and
speed of the alien and finally altering the scoring.
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PROGRAM

Meteor character string
Phase of each meteor
Meteor columns and rows
Player's score

Cross-hair column, row
Pixel equivalents of A and B
Current meteor

Energy

Alien’s column, row

Program Structure

Variables
MET$(4)
MET(3)
X(3), Y(3)
SCORE

A B

QW

Z

ENERGY
ALX, ALY
Lines

10

30 — 190
200 — 320
330 — 470
390 — 480
490 — 820
830 — 900

Function/Activity
Call initialise routine
Main loop

Firing routine

Print meteor block
Game over

Initialise variables
Initialise screen
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ABTEROLID

A
R

40
S50
60

70
80
90
120

110
140

130
140
1859
160
170
160
19Q

Call initialise routine and Main loop

GOSUE S0V

Firing routine

H

FOR T = 1 170 X ¢ FPEN T

L= 1 1 GOSUR HeQ

MET(T) = MET(T) + 1 ¢ IF MET(T) = 5 THEN MET(T) = 1 & X
(7)) = CINTC RND L "W! + %) Y("I") m CINTC RNDCL) » 1@
+ W) 3 E Y = E BY 1y LOCATE 3@, 24 @ FRINT ENERG
Y & IF ENERGY = @ THEN l:‘l“](.) 400

NEXT T

LOCATE ALX. ALY 3 FRINT ","

ALX = ALX + L ¢ IF ALX > 38 THEN ALX = 3 2 ALY = CINT(
RND (L) % 10 + %)

LOCATE ALX, ALY = PRINT CHR$ (224)

L. ATE AL By FRINT "L

A A+ CINEEY (C39) & ~1) - (INKEYC31) 3 ~1) ¢ B = B + (
INMEY((:")) S B I CINKEY (71) » ~1)

IF A THEN A = 3

IF A A 0B

IF B 18 THEN B = 3

IF B« THEN B = 16

FEN 2 LOCATE A, B 1 PRINT CHR#® (2852
IFOINEEY (47) @ —1 THEN GOSUR 210

GOTO 49

Display meteor block

Ghom A % 16~ B 8 W (2 - R % b+ 8
MOVE %, 98 = DRAW @, W, 3
MOVE 634, 98 & DRAW 0, W,
IF INKEY (67) > ~1 THEN FOR = 4 TO LE+L@ ¢ NEXT T
FOR No= 1 70 100 STEF 10 @ SOUND 129, N, 10, 18 5 NEXT
N

l|~ A= ALX AND Bo= ALY THEN SOUND 129, 100, 100, 1%, 1,
ALX = 3 ALY = CINTC KNDCL) * 1@ + & SCORE
E o 100G L0 1@, 24 » PRIN RE 3

13 & LOCATE 24 1 PRINT EN

Nowm 110

(h = x M)
4 (

XAND ) AND (Ko Y(N) OR R
+ CINT O RND (L) e}

1@, 24 @ FRINT
GOTO 290
Lo 1, 1 2 METN = 4 @ GOSUER 14

RE & LOCATE

v DB o1 DRAW G, W, @
4, 98 ¢ DRAW @, W, @
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E90
400
410
420

470
440

4%
460

470
480

H

LOCATE X(Z),
FRIN
LOCATE X<(2Z),

Game over

Y (Z)

YZL) +

LEFTE(METEMET(Z)), 2)

1

FPRINT RIGHTE (METEMET(Z)), 2)

RETURN

FOR T = 1 TO
9, T, 10, 15
FOR T = 1 T0
MODE @ : PFEN

LOCATE 6, &

FOR T = 1 TQ
o SOUND 130,
NEXT T

FEN 7 5 LOCA
LOCATE 1, 14
ME.. "

IF INKEY# w

BTOP

SYMEOL. AFTER
y@ r BYMEOL
SYMEOL, 2
SYMBOL.
SYMEOL. 24
SYMEOL
SYMROL. 2
SYMEOL. &
SYMEOL. 2
SYMEOL.
SYMEOL 2
SYMBOL. 2¢
SYMBOL. 2
SYMEQL.
BORDER @

FAFER @ & IN
FEN 1 1 INK
INK 2, 24 &
MODE 1

DIM MET# (4)
MET#(1) = CH

MET$(2) = CH

MET® (L) = CH

Initialise variables

20 0 FOR N = 200 10 @ STEF -~ 20 3 SOUND 12
2ONEXT N ¢ NEXT T

26 ¢ LOCATE 1, 1 8 FRINT CHRECLL) o NEXT T
4 ¢ INK 4, @

pFRINT "GAME JOVER!"

26 3 INKE 4, T 1 SOUND r»* 10, 1@, 19
T % Gy, 10, 1% @ SOUND 132, T * 15, 10, 135
TE 1.8 ¢ FRINT "Your.Score :."3SCORE

POFRINT

e

OR X

" nFRESS . R WFOR o ow a s ANOTHER LGA

NEEY# = "p" THEN RUN ELSE GOTO 470

Initialise screen

224 08
240, @,
s, &, @

Koo,
1, 18
INK 2, &
R$ (240)
RE (244)
R (248)

YMEOL 224,192,96,124,11%,124,96,192

@, 0, @, @, @, L,
B, B, 0, 192, 224
@, @, 2, @, @
0, @, @, 0, 0, ©
@, 1, %, 14, 31
92, 32, 240, 240
o, 0, 0, @
, 128, @, 0, 0, ©
, 279, 285, 255, 255
2 248, 252, 158, 239
27, 13, &6, T
240, 224, 204, 192
bb, 129, 24, 36

+ CHR#(241) + CHR¥(242) + CHR#(243)

+ CHR#(24%) + CHR#$(246) + CHR#(247)

+ CHR$(249) + CHR$(250) + CHR#$(251)
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72Q ~

750

740 ! MET (2)

75 X YOH)

760 FOR T = 1 T0O 3

770 XCT) = CINTC RND(1)

780 YAOTY = CINTC RNDC1)
1

79@ NEXT

800 SLORE = @

810 A= 20 8 B o= 10

810 Z = 3 ¢ ENERGY = 40
+ )

]

*

2+ METCR) = 31
julv D]

13 + %)

ALX = 3 1 ALY = CINT(RND(1) * 1@

810 LOCATE 1, 1 @ PRINT STRING# (4@, CHR(210))
840 LOCATE 1, 20 @ PRINT STRINGE(4@, CHR#(208))

850 FOR T = 2 TO 1%

860
870 T 1 ERINT
880

890 24 1 PRINT

Y00 RETURN

ChexSum Tables

1464
1445
1446

T ¢ PRINT CHR$(211)

CHR# (209)
"BOORE. o v allaw v v v n o JENERGY. . v 240,

TOTAL = L 7646%
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SPACE WARS

CLASSIFICATION: Shoot-up Game
Slaughter the aliens as they appear within your field of vision, steady
on the cross-hair before you fire. Your ammo is limited as are the

number of aliens.
Use ‘A’ to move up, ‘'Z’ to move down, ‘comma’ to move left, ‘period’

to move right, and ‘space’ to fire.

PROGRAMMING SUGGESTIONS

To make the game harder place some obstacles on the screen and
alter the alien’s movements.

PROGRAM

Variables

ALIENX, ALIENY Alien’s Co-ordinates

SCORE Player’'s score

AMMO Number of shots remaining
ESCAPED Number of times an alien escaped
ALIEN$ Characters for printing alien
OLDX, OLDY Save alien’s old coordinates

XDIR, YDIR Adjustments to alien’s coordinates
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Program Structure

Lines

60 — 140
160 — 320
360 — 460
479 — 540
580 — 640
680 — 780
820

860 — 980

Function/Activity
Initialisation
Main loop

Firing routine
Alien hit

Alien escaped
Game over
Break routine
Instructions

60



SFACE

&H@
70
89
&%
87

90

Lk

*¥3
100

110

140

160
170
L@

]

WARE

Initialise game

ON BREAE GOSUR 820
24 0 INK 2, 20 & INK X, & ¢ PAPER @
1

e

28, @, L6, @, @, @, | @&,
a, 8, @, @, @ = SYMUﬂk mqw 16

? :
. m, m, 30
SYMEOL 241, @,
G, O, 4, &4,
D, @, b4
SYMHOL. 244 , 192 , 19% , 199
SYMEOL 24% , % , 195 ,

@, @, 0, ¥ 1 SYMBOL 242, 136,
SYMEOL. 243, 129, @, 6, 0, 129,

199, 190

AWy R2Y 198

SYMBOL 246,
7, 161, 178,
128, 144, O,
Ly 1, 68, 2,

4, 34, 17 3 BYMBOL 24
81 @ SYMEOL 248

SYMEOL. 249, 49, 0, 144,

194, 36, 1, 14%, @, 132,

S5y L7y b4y
AL ITENY = 1@ 2

129, 100
= @ EBCAFED = @ : A

INGE (400 , CHR% 181) )
4@ , CHRE 181) ) » FO
2 FRINT CHRE (181) ¢ LOCATE

: FRINT
Dev'® 3 LOG

E e 2 LOCATE &
oy 24 8 FRINT "AMMO. .

y 1o
O DRAW

1 DRAW

CCINEEY  (E9) 3 =)

CINEEY (0%9) = ~1)

(ALTENX < #1) = (ALIENX * 2@0) ) /
ALTENY = ALIENY + ( ¢ (ALIENY © 12) = (ALIENY #1@) ) /
:&xﬁmx s ALLENX + (CINT (RND (1) ) 7 %) & ALIENY = ALIE

NY -+ CCINT (RND 1) ) /7 @)
[F AL TENX < @ OR el TENX > 57 OR ALTENY < 2 OR AL TENY
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N GOSUR 580
47) » ~1
, OLDY

Firing routine

FLOT 8, 96 : DRAW 520, 248,2 3 PFLOT 6
248, 2

y P& 3 DRAW 2@,

SOUND L, @, Z@, 15, 1, 1, 1
AMMO = AMMO ~
LOCATE L&, 24

B PRINT AMMO
AMMO = @ THEN G
N @

@
Vo 248, @
B@AND CINT (OLDY) = 1@ THEN GOTO 470

Béb 5 DRAW
DR

Alien hit

2A8 ¢ DRAW
BNV O,

[/
DIRAW

t DRAW
MOVE
-1,

200,

R
FRIN

3
CRND 1)
(RID ¢

Alien Escaped

4]
1

Y.o100, @S, 1, L
@ CINT (RND (1)
= CINT (RND (1)

W 1
* 2@ +1@
k 1@) +3

TURM

Game over

D) '

A E)
G )

7y
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790
B0

870
860
870
880
890
FAQ
P10
920
GEQ
40
Ldel"]
Y60
P70
Y80

SOLND
NEEXT N
NEXT T
JRT = 26 TO @ &
NEXT N & NEXT T

1,

Ny

1 4

L " .z
AF = INEEYS 3 IF A% = """ THEN GOT(O 780 El.

INES Ly T & FOR N =

[ 1]

Break routine

Lo STOF

Instructions

MODE @
LOCATE 1,

FRINT "’ A s v e s
PRINT " Z o nans
e AFIRE"

wammaSpace Wares"
F IF A% = " THEN GOTO 980
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ChexSum Tables

&

(350 =
B6Y
870 279

860 971

BYQ = 1143
= LBEB4
w1169
1%

219

64
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TANK AMBUSH

CLASSIFICATION: Simulation Game

An ambush has been planned for a squadron of enemy tanks. Your
tank is positioned on a cliff and you fire at the enemy on the right using
keys ‘@' to ‘9’ give angle of projection of your bomb and shell (muzzle
velocity @-9). Then press the space bar to fire, or fire without keying
in any numbers to send up a flare.

The game ends when an enmy tank reaches the bottom of the cliff
and you score 5@ points for each hit.

Use the keys ‘@’ to ‘9’ to make an angle between 0@ and 89 degrees,
and a ‘shell’ (muzzle velocity) between @ and 9. Fire by pressing the
space bar.

PROGRAMMING SUGGESTIONS

Some more tanks could be added to make the game harder and more
exciting or the tank speed could be altered using the TSPEED variable.
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PROGRAM

Variables

EXPL$(6,3) Strings for six explosion phases, each with 3
lines

LT $ Last tank moved

TSPEED(4) Tank speeds

TANK$ String for printing tank

TCOL Tank colour

TK Tank number

TANKX(4), TANKY(4) Coordinates of each tank

SCORE Player's score

HIT Number of tanks hit by bomb

FIRE Is this shot a flare or a bomb?

ANGLE Angle of projection

SHELL Muzzle velocity

T Time parameter for bomb's trajectory

XV, YIV Initial velocity in each direction

BOMBX, BOMBY Bomb’s coordinates

NROUNDS Number of waves of tanks destroyed

I, J Temps

CuU Character under Bomb

MSG$(9) Array of message strings

MN Message number

EXIST(4) Does each tank exist?

Program Structure

Lines Function/Activity

19 — 179 Initialise game

190 — 300 New Round

320 — 480 Editor

500 — 520 Main loop

1000 — 1130 Move bomb

2000 — 2060 Explosion

3000 — 3530 Move/print tanks

4000 — 4040 Hit tank

5000 — 5020 Print message

9000 — 9040 Game over
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FANE AMEUEH

Initialise game

: MODE 1 ¢ INK @, @ = INK L, 19 & INK 2, 18 ¢ INK 3

. Bl 127
@, @

: SYMRBOL.
8 @ BYMEROL 24
242, 64, @, lb&,

¢ BYMBOL 244, O,
y 144, 2, 16, B, b6,

60 SYMEOL 246, &4, 4, @, 144, 1, 1é, 4, 64 1 SYMEOL 247, 2
, @, 18, 8, 128, @, 16 @ SYMROL 248, 4, 0O, 144, 2, 6
4, @, 8, 1
GYMBOL 249,

7@

by

/oy y ] 2
@ s BYMBOL 282

1] ; 6B, 6, 24, B, @
E4] | d SXFLE (L, 2) = LN e COHRE (240) + L

'

- LHRE (241 e N
RE (R44) ¢ EXFLE D,

) HOHRE (9) +CHRE ‘4/) K
HRE (246) +OH d )
XFLE 4 ,2) = CHRES) + " " 0 EXFLE4,

M EXFLEE,D) = Lt o+ CHRE (D)
CHRE(9) +
£ EXPLE6,) = o1 EX

DAY HOHRE (L) +GTRINGE (2, 8) +CHRE C

Ay st afire"” @ MEGE G = "Fross,.a.key.with

L MBGE (D)
pare . to ..F 1|\| -

"Name .

[

LLANG W for .6
P I

ol PIGGEE (D) VENMEMY (JHOS
FOSTTLON, Y

DO m =TT ORND CL) %2y - L s TAaNk X (]

o 4 & 1¢
EXTST D)

ENT (|\Nl)(1)
TANE Y () +
RO 1

b TAMEY (2) = VANKY (L) + 3
O TANKY (4) = TANREY CE) o+ 3

1)

INT CHRE C249) +0
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@) +BTRINGE (2, 8) +CHRE (25@) +(
il FOR T=1 TO & ¢ FOR J=12 TO
FOL4L) ¢ NEXT ¢ NEXT
260 MOVE @, 78 : DRAWR 640, @
270 MOVE @, ””b : DRAWR 2@, @ : DRAWR 1@, ~3
280 FEN 2 3 DCATE Z. 22 ¢+ FRINT "Angle @ " @ LOCATE 16, 22
2 PRINY s "
290 LOCATE 29, r PRINT "SCORE ¢ "
E00 LOCATE 335, ¢ FEN 2 1 FRINT SCORE

ATE T, J & FRINT CHR

Editor

om0 THEN GOSUR 3000 @ GOTO
Pom @ r MN o= 8 3 GOSUE S000 : GOV

@' UR DiE "8 OTHEN MN = r GOSUR S000 @ GO

FRINT VAL (D1#)
TOTHEN GOSUE
Q@ OTHEN MN = 2

DAB : GOTO 7@
: GOBUR YO0 6O

+ VAL (D2#)
tOPRINT USING “"#"3 VAL (D2%)

90
40

i # . ) ao THEN l1()Hlllt
4750 IF DLIg < "Q" OR IZ)].!Z BN THEN MN
TO 420
& on LOGCATE

OB 2 GOTO 420
1 GOSUR G000 = GO

440
4%
460
470
480

Sl H H\[NI V(\L (I)li)l
) ¢ MN o= 8 o3 . 50
IF Dig =

BOAY 2 GOTO 460
2 GOTO 460

| P THEN MN = & o i
7 o5 BOSUE BO0Q 2 FIRE = 1

Main program loop

UND L, @y da, Lk Ly Ly L
1000
§ Bl
LF O BOMEBX = @ THEN 32¢

Move bomb

90 H
100> P CROMEX

@) THEN 101w EL
ATEE, 8 e

] @ THEN ANGI
SHEL L % GO CANG

1 QW I' FooF
w7 X1 V =

* SN (ANGLE)

SHELL

(X"R] l-"‘l-'::N boe L CHOMERX < 89) AND (BOMEY & @ AND ROMERY <
QCATE BOMEX. BOMEY & FRINT CHR$ W

A [N A0 AND  (FIRE = @) THEN 2000
lu‘Hvl ROMEE X =0 LMY G5+ 1 % X1V)
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BOMEY = INT (["!
TF BOMBY <
ll‘.i:

® YIV + @349 % 1 % 1)

OLF RBOMEX x> 34 THEN BUME
0 200

BOMERY

COROFEY
LIRIN
1 THEN CU =

1o EL
Y (CTED
THEN HIT =

ANEX CTE) 3
1) AND (T2

“

110@

111@

1120 EOBOMEX . BOMEY & FEN X ¢ FRINT CHR

1150 GOTO 4000

Explosion

COR T=1 10 6
EOMEX -1y BOMEBY -
F (L,

5 AX- 1. BOMBY
XFL& L, R2)
BOMEX~1, BOMEBY+]
' kXPI 1»([.. 3]

1% ’

: TCOL = 1 ¢ GOSUR 385
UE L5000

com @y
NE xT
TF ROMEX - FOR Jm1d 10
1 LOCATE T [NT CHR# )8 NEXT @ X1
uIWEY ¥ o C a8 LOCATE

20w FEN 1

=z

Move and display tanks

LFORND (1) NROUNDS /7100 THEN RETURN
s LT' ol w IF LT = 8 THEN LT = 1

TF EXTISTAT) = @ THEN
TQNF-,X(LH = T X (L + Y'bFEFD(LI)
TE TANEX (LT) THE o R GOSUE BN x GOTO 90

< @ THEN

A0 ELSE LOCATE TANKEX (TE) , TANKY

Hit tanks

990 1
4000 EXIST(HIT) = @ :

RE = SCORE -+ 50 » LOCATE 35, 22 « P

EN 2 s FRINT S0C
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r GOSUR 2000 @ BOMEBX = k @ GOSUER 2000 @ BOMEBX
SUR 200@

ERCIMER X BOR000

X IS8T L) (" XISBT (L) = @ THEN LIF
THEN F EXTSET(4) = @ THEN 190

EXTSET CH =

440 RETURN

Display message

CRINT SFAGES CR4)
2 (MIND

oAy @4 1 FEN A
4y D4 FRINT

Game over

8990
YU < GOSUR SAWO ¢ FOR I=1 T0 1O0@ STEF 10 @ SOUND 1

NEEX T
SFORLANOTHER L TRY"

THEN
THEN 940

k]

FI4G SLBE RLN
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ChexSum Tables

10 =
20
49 =
S0 =
(Dm e

1 08O
LOYQ =
1100 =

71
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COSMIC CRITTERS

CLASSIFICATION: Evasion game

Use the keys shown below to help Harry the Hungry, Hairy Mountain
Man leave his camp at the bottom of the screen, manoeuvre through
the dangerous cosmic critters and to the stolen food at the top of the

screen.
Harry must then return to his camp and repeat this process as many

times as possible!
To move use: ‘A’ up, 'Z' down, ‘comma’ left, and ‘period’ right.

PROGRAMMING SUGGESTIONS

The game be altered to make the closest critter move towards Harry
more often or the speed of the critters could be altered, as could Harry's
speed.
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PROGRAM
Variables

DIR(5)
cC

HCOL, HROW
HSPX, HSPY
CRITS$(5)

BLANKS

CRITX(5), CRITY(5)
NT

Directions for each critter
Closest critter (1-5)

Harry’s column and row
Harry's speed in each direction
Characters for each critter
String for blanking a character
Critter coordinates

Number of complete trips

LOADED Is Harry loaded with food?
CT Current critter number
I Temp

Program Structure

Lines Function/Activity

30 — 130 Initialise

160 — 300 Main loop

500 — 530 Harry drops food
1000 — 1090 Draw food/camp
2000 — 2020 Draw critter

3000 — 3080 Move critter

4000 — 4040 Read keyboard

9000 — 9070 Game over
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COBMIC CRITTER

Initialise game

30 MODE 1 : INK @,13 ¢ INK 1,0 : INK 2
K @ : HORDER 13 : CLS

40 SYMBEOL. 240, %, O, 240, 8, 4, 7,
, 15, 15, 4, 8, 240, @, 3 1 SYMEC
44, 1bb, D85, 2B, 246 1 SYMBOL %

144, 136, 136, 136

50 SYMBOL 244, 68, 34, 17, 17, 17, &3, 127, 255 : SYMBEOL 2
A5, 255, 127, 6B, 17, 17, 17, %4, 68 1 GYMEOL 246, 64, 3
2y 1b, 17, 17, G DED, AED 1 SYMEOL 247, 252, 252, 250
, 17, 17, 1b, 32, 64

60 CRITH (1) = CHRE (244) +CHRE (246) +CHRE (10) +CHRE (8) +CHRS (8)
+CHRE (245) +CHR$ (247)

7@ FOR T=2 TO % 3 CRIT$(I) = CHR$ (240)+CHRE(242) +CHR$ (10) +
SHR RE(8) +CHR$ (24 1) +CHRE (43 ¢ NEXT I

80 @ 2 HROW = 24 3 HBFX = @ 3 HEFY = -1 3
CRE - OR T = 2 TO S ¢ CRCOL (L) = 2 ¢ NEXT

0 DIRCL) == e DIRGE) & 2 DIRCYH = -2 3 DIR(4) = 1 ¢ D
IR(E) =

100 BLANKE = " (1@) +CHRE (8) +CHRE (8) +" "

11@ CRIT TY (1) = 3 ¢ CRITX(D) = 2 s CRITY ()

™ TrXxc4) = % ¢ CRI

RITY (3) = 11 ¢ C
= 10 TUX(S)  w= R CRITY (&) = 19
120 NT = —1 2 GOSUER B0 : LOADED = 1 @ GOSUR 1008 : L.OADED

1 GOSUER 4000
TO S+ GOSUR 200 = NEXT

Main program loop

L@ FOR CT o= 1 TO %

170 GOBUR 1000

180 NE X'

190 LOCATE HROW & FRINT " "

200 HGOL = HOOL, + MBFX 8 HROW = HROW + HSPY @ CC = INT (ARS(
(HHllw - @) /4)) o+

' THEN HROW
dOTHEN HROW =
E HCOL .
CRITY (CC) ~ HROW s TE
=1 OR T1 = @) AND
= (0) r\NL) HCOL =
FRINT ..Hl‘\&(/)

= 20) AND (HROW = 24) THEN GOSBUER 50

FRINT CHR# (248)

CRITX(CCY -~ HMCOL

1 OR T2=0) THEN 9000

AND HROW = 2 THEN GOSUE 1

.[) (\NL) (H( ()l

EQW GOTO 160
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G40
1000
1010
102¢
1020
1040
1050
1060
1070
1080
109@

1100
2000
2010
2020

A090
4000
4210

Harry drops food

GOSUER 1000

L.OA = @ 8 NT = NT + 1

LOCATE 1. 1 & FEN 1 3 FRINT “"TRIFS 3 ."3
FOR I=1 TO 1000 STEF 20 : SOUND L1, I,
NEXT

RETURN

Draw food and camp

IF LOADED THEN T = | ELSE T = @
MOVE 220, 290 ¢ DRAWR @, -16, T
DRAWR 2@, @, T s DRAWR @, 16, T
DRAWR -20, @, T @ DRAWR 20, -16, T
MOVER @, 1& 3 DRAWR 2@, -16, T
MOVER 4, 1& @ DRAWR @, &6, T

DRAWR 12, @, T & DRAWR @, ~4, T
MOVE 208, 4 @ DRAWR 12, @, 1

DRAWR ~&, &, 1 2 DRAWR =&, -6, 1
RETURN

Draw critter

LOCATE CRITXCT)  CRITY CT)
FEN CRCOL (CT) ¢ FRINT CRIT$CT)
RETURN

Draw critter

L CRITXCT) y CRITY(CT) @ FRINT BLANES @ CRITX(CT)
= CRITX(CT) + DIRWCT)

IF CRITXCT) <= 1 THEN CRITXCT) = 1 ¢ DIR(CT) = ~DIR(C
™

IF CRITXCT) = 3% THEN CRITX(CT) = 34 ¢ DIRCT) = -DIR
(CT)

GOSUE 2000

IF QG <x CT THEN RETURN

IF RNDCL) < @.4- NT/1@0 THEN RETURN

IF CRITXCTY & HCOL THEN DIRCT) = ~ARSDHIRCT))  RETU
KN

DIRCCT) = ABSDIRWCT))

RETURN
Read Keyboard
iF THEN HSFX 1 ¢ HSFY = 0 1 RETURN

THEN HSBFX = 1 & HBPY = @ 1 RETURN
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4020 e @ THEN HBFY = —1 5 HSBFX = 0 1 RETURN

4050 w2 @ THEN HBPY = | 3 HSFX = @ 3 RETURN

4040

Game over

4Q%50

Y000 LOCATE %5, 24 » FEN 1 3 FOOR JHARRY Y

PA1®  ENT 1, 4%, 21,11, 1@, -1, 1, 1@, 1, t, &, -1, 1 ¢ FOR C
T=1 TO % 1 GOSUR 2000 : NEXT

Q020 I : FOR I=0 TO 180 STEF &6 1 INK 2, RND(L) *26 1 INK 3,
RND (1) #3264

GOAG SOUND 1, 1000*SINCIDY , 1%, 185, @, 1

9040 NEXT

YOS LOCATE %, 24 3 FEN 1 3 FPRINT "FRESSALKEY FORLANDTHER G
AME"

Q06D IF INKEY: TOTHEN 9060

Q70  IF INKEY: "OTHEN Q@70 ELSE RUN

ChexSum Tables

3 20 w4779

40 = PR w AYG

EQ = 300 = 436

60 = 400 =

7@ = SO0 -

8@ = 10

G ==

B BB B OB OEOHEH

= bl

= 1648
= 1917
= 914
= 1 9Rb
= 1989
mo @R
= ) 7
w4

TOTAL = 177980
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AMSTRADOIDS

CLASSIFICATION: Time-limit game

You have a limited amount laser power to wipe stop the assorted nasties
overunning your base. You also have another problem a limited amount
of time. To shoot the enemy you wait until they are in your line of fire.
Using a combination of the keys given below, you can conserve your
laser power and shoot as many aliens as possible.

Use ‘space’ to fire in all directions. Use ‘Z’ to fire horizontally and
‘backslash’ to fire vertically.

PROGRAMMING SUGGESTIONS

The time and number of shots could be altered to make the game
easier or harder. There could be some random harmless obstacles
placed on the screen as decoys to infuriate the player. A final sug-
gestion would be to change the colours of the display as the time
increases and have a warning noise to indicate impending doom.
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PROGRAM

Variables

C, T Temps

LASERS Number of shots remaining
SCORE Player's score

S$ Space

AX(4), AY(4) Alien coordinates
AXV(4), AYV(4)  Speeds

AC(4) Alien characters

NOW Time at gate start
ELAPSED Time elapsed
WEAPON Firing all drns, vert. or horiz. (1, 2, 3 respectively)
Program Structure

Lines Function/Activity

10 Start game

30 Calculate time elapsed
50 Call initialise

70 — 210 Main loop

230 — 390 Firing/align hit routine
410 — 660 Introduction

680 — 820 Game over

840 — 850 Alternate alien’s shape
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AMSTRADO T DS

Start Game
10 GOTO S0
Calculate time elapsed
20 '
1] DI LOCATE 20,25 1 2D = INT OO TIME ~ NOW) Z7100) @ F
RINT ELAFSED 3§ ¢ ET @ RETURN
Call Initialise routine
40 8
1] GOSUR 41@
Main program loop
6@
70 1 TO 4 ¢ LD AXCTY, AYCTY & FRINT ",
B30 1@ THEN FOR a 200 TO S0 = SOUND L,a,t @
3 p LOCATE 1,8 3 FRINT "Your.time, anout !
o (BOTO 70
90 AXCTY = AXCT) + AXVITY = AY(TY = 4Y(T) + AYVIT)
100 TE AX T = 39 T T 3
1 T AX T o T
AY (T) [ap!
AY CT) AYCTY w

Ay )

ATE AX T,
AXLT)

T ¢ El

RND (1)

Y C47) -

m 20 AND AY(T) = 12

+ FRINT CHRE( AC(T))

THEN GOTOD &80

n00, 10
i WEAEON = 1

TN s

Firing and alien hit routine

§ o BOUND L@@

1y

UK WEAFON =

15, @, 0

@,

240 WEAFON BOTHEN MOV '
~304, @, MUVE 320, @16 @ DRAWK
25 IR WEAFUN = 1 R WEAFON = 2 THEN MOV : :
@y 1G4, Ao MOVE M, 208 1 DRAWK @, =200, 4
200 FUR T = L 10 4
270 FOWEAFON = 1 THEN LF AX(T) = 20 AND @AY (T) 13
SUURE + 1000
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400
410
450

450

449

450
4éb
470

T}

HaHn
G780

HE0

1 = 20 OR AY T = 12 THEN S8C0

WEAF (Jl\l w

THEN IF AX(T) = 20 THEN

fe5]

(HEN LF ay(r) = (2

+ 2

AXCHY y AYCT) & BRINT CHR#

s L INT
T BOUN

Yy os AXCT
hND(l) * o Sk) + fOAY L) = CINTC RNDCOL) % 1) + 2
D1y 20w, 1%, 15, v, @, @ @ SOUND 1, 2%0, 15, 1%,
1

FRENT CHRS (8) 5 OF

2 DRAWR ~304, @, @ ¢ MOVE ehé o DRAW

T DRAWR @y 1684, @ 1 MOVE

1 DRAWK

= @) THEN GOT

MODE @ N2 LOCATE Wy 6 0 FRINT "AMSTRADOIDG !
T V . Sy To® B, W, LS, Ly 14y, 1oy PE

LOGH

1@, L& ¢ PRINT ",."

KT = 0 TD 64 STEF 6
BOSUE 470 1 NEXT
BOSUR 470 ¢ NEXT T

SOUND 1, 500, 100, 15, 1, 1, 1
PL o= ROUNDC RNDCL) % 14) + |
e DROT o= @ TD 64 STEF

L0y, 0
1 ¢ BOR
¢ OFRTNT

Ty 18 ¢ TNk @, 24 o INE

ORE e TIME L s e w v e LA

AY (), AXV T4, AYVI4)

Tow L TO 4
INTE RNDCL) % 560 + 0 -

CINTC RND L) %

CINTCRNDCL) % 5 = 3 0 AYVOT) = GINT O RND L)

= B OOR AYV(T) = @ THEN BOTO 570

DM A4
4
Y ME
Héyy |
& :«mwmnn
GMBOL, 2 A,
[ N

RIS W4 A0

|i\ll\il l[|\.‘.
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64@
[k
660

= T IME
RY 1@, L GOSUR 20 1 FVERY 40, 2 GOSUR 840
LIRN

Game over

670
B0 Vo= REMAIN (1) @ V = RE
¥ O(238) @ SOUND @,
250, 100, 15, 1, 1, 1
499 Tow o1 OTO QD s F

N s LOG
K, 24, b
TO b4 BTEF

FRINT
BOUND 1,
1y, 1,1
CHRE ¢
¥

1T

¢ LOCATE %
B, 1, 1,

100,
2t

TINE 1@, 15 s

700
710 + T
Y-
- Ty, ©

720
750

d ] Loy b
A
Lyl@ ¢ PEN L ¢ FRINT "another .mission?..(

740
700

EV#
14,1 3 PEN INTCRNDCL) % 4 + 1) 1 FRINT "AMSTRADO

760
77@
78O
790
800
]l
820

2 a OTHEN 740
Ao om UYOR ks Myt THETN RLIN
AF o TNYOR Ak ow T THEN 800

(R
FRINT "y o far aow' 3 SFEACEE (EQ)

Alternate Alien’s shape

@5 ]

H4Q LE Gl
1@, 60
1 BYMBOL 2
URN

z
o

P SYMBOL 2R, @0, 60, 126, 144, 20N, &
"URN

g5Q @, 60, 126, 241, WG, 143, 126, 60 :
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ChexSum Tables

@

163155
274
2166
519
LTA4

4700
4680
447
QYR
@
1118
4b64.6
494
987
698
6002
1810
4804
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MIDGET MONSTER TRAMP

CLASSIFICATION: Time-limit game

This is a simple but effective version of space invaders. The aliens
advance upon you in a random fashion and you must shoot as many
as possible within the time limit.

Use ‘Space’ to fire, ‘comma’ to move left, and ‘period’ to move right.

PROGRAMMING SUGGESTIONS

The game could be updated to give the player more men, and make
the aliens travel slower, but thicker on the ground.

PROGRAM

Variables

TIMER Time remaining in seconds

SCORE Player's score

SHIP Ship’s column

XSHIP(4), YSHIP(4) Coordinates of alien ships (col, row)
SHIP$ Characters to print when ship is moved
FLAG One second has passed
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Program Structure

Lines Function/Activity

10 — 70 Call initialise screen, initialise variables
80 — 240 Main loop

250 — 310 Firing routine

320 — 340 Interrupt routine

35@ — 360 Break routine

370 — 410 Game over

420 — 580 Front screen
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MIDGET MONSTER

-
"]
49

5@
60

70

80

90

100
110
120
130
140
150

160

2050

260
270

280

2590

Initialise screen and variables

BGOSUE 4730
MODE 1 & BORDER @ : INK @, @ : INK 1, 18 ¢ INK 2, 24
INK 3, &, 24 @ SPEED INK 3, 1 & PAPER @ : FEN 1 : SPEEL

o

E
KEY 1, 1 : ON BREAK GOSUR 360 : EVERY S0 GOSUEB 530
TIMER = 10@ 3 SCORE = @ 1 SHIP = 20 ¢ DIM X8HIF (4), Y8
HIF 4) ¢ FOR T = 1 TO 4 & X8HMIF (T) = CINT (RND (1) *
) 4+ 2 r Y8HIF (T) = CINT (RND (1) % 1@) + 1 3 NEXT T
SHIFE = "," + CHR$ (24@) + ",
FLAG = @ @ SYMBOL 240, 24, 24, 189, 189, 28%, 187, 197,
129 : SYMBOL 241, 24, 60, 90, 219, 284, 183, 129, 66
LOCATE 1, 2% 2 PRINT "TIME. ... . ansessaesnsBCORE.. .. "

i

Main program loop

LOCATE SHIF, 24
PEN 2

FRINT SHIF$

PEN 1

FOR T = 1 TO 4

LOCATE X8SHIF (T)., YSHIF ¢
YEHIF () = YBHIF (T) + 1
BTy =

XGHIF (T) = XGHIF 7)) + CINT (RND (1) * 2) - 2 3 [F X&H
IF (T » 39 OR XSHIF (T) <« 2 THEN XSMIF (T) = CINT (RND
(B 9] b)) o+ @ 3 YSHIF (T) = |

LOCATE XSHIF (T), YBHIF (T) @ FPRINT CHRE (241)

NEXT T

IF INKEY (47) » =1 THEN GOSBUER 260

SHIF SHIF + (INKEY (39) 5 -1) - (INKEY C(31) » ~1)

IF BHIF « 2 THEN SHIPF =2

IF 8HIF THEN SHIF =17
IF FLAG = 1 TH FIMER = T IME
INT TIMER 2 FLAG = @ = IF TI
GOTO 9@

& FRINT ",
t IF YSBHIP (T) » 23 THEN YS8HI

= 1 ¢ LOCATE 1@, 25 = FR
= @ THEN GOTO 380

Firing

FPEN % ¢ FOR T = 25 TO 1 STEP -1 : LOCATE SHIF + 1, T :
FRINT CHRE (149) 1 NEXT T

ENV 1, 7, -1, 10, 8, =1, 4@ : SOUND 2, @, 25, 13, i, 1,
1

FOR TO 1 STEF -1 @ LOCATE SHIF + 1, T : FRINT ",
"oy : FEN 1

FOR T = 1 TO 4 ¢ IF XSHIP (1) = SHIF + 1 THEN SOUND 1,
250, 5@, 1%, 1, 1, 1 : SCORE = SCORE + 2% : LOCATE 30, 2
5 o FRINT SCORE @ XSHIF (T) = CINT (RND (1) * 3é& ) + 2 1
YSHIF (T) = 1

NEXT T

FURN
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Interrupt routine

FLAG = 1
RETURN

Break routine

SPEED EEY 2@,1 3 STOP

Game over

put:1] MODE @ & 1L.0C

"YU LLBHOT "

FRINT

FRINT " AND LY OU L BCOREL p O FRINT SCORE § " POINTS"

400 FOR T = 1000 70 @ & = 1@ 2 BOUND 1, T, S, 1%, @, @,
@ s NEXT T

410 Mg ow INREYS$ 2 TF A% o= 0 THEN GOTO 410 ELSE RUN

s FRINT "TIMELUFY" o FRINT & PRINT
/@% 5 PRINT " e MIDGET MONSTERS"

Front Screen

: 11 % INE LH, 2% ¢ INK 3, 6
Cw B TO 640 STEP 64
FOR N = @ TO 1%
SN % 4+ T, B 1 DRAWR @, 40@, N

r NEXT T

: FRINT "MIDGET"
FRINT "MONSTER
FRINT " TRAME®
POFRINT sk

IE A% = " THEN GOTO 53Q F FOR T = 1 7
1 5 BRINT CHR$ (11) 3
FRINT "7y e e v w JLEFTY 3
x FRINT "0 v e WR vy
1 3 ERINT "GPACE. .. JFIKE"
D, 1oz BFRINT CHRE (11> 3 NEXT

() aé&
S4Q LOCATE
(Ll s LOG B
yCHRE (11 3 LOCAT
FOR T o= L TO 1@ & L.
1

H6H0 FOR T = 1 TO 100 = SOUND 1, T, 2. 1@, 1, L , L 2 NEXT T

G770 FOR T = 1 T0O 19 @ LOCATE 1, 1 ¢ PRINT CHR$ (11) 5 NEXT
T
580 FRETURN
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ChexSum Tables

"] 1991
K] 697
40 H1e
50 @

&0 4158

el

1o
1@ =
120 =
1350

14@ =
150 =
160 =
L7@ =
130

190 =
200
210

TOTAL = 127604
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WEIRD INVADERS

‘mn«ava--aou.nvb " cann UL, . 18 .

CLASSIFICATION: Shoot-up game

Guide your ship through this strange galaxy avoiding and shooting the
monsters. You are doomed to run out of fuel and die, so you may as
well shoot your way out.

Use ‘A’ to move up, ‘Z’' to move down, and ‘space’ to fire.

PROGRAM

Variables

HEIGHT Row of ship

SCORE Player’'s score

ALIENX(4), ALIENY(4) Coordinates of aliens (col, row)
FUEL Amount of fuel left

Y Vertical coordinates of ship
T Temp

Program Structure

Lines Function/Activity

50 — 120 Initialise

160 — 270 Main loop

310 — 380 Firing routine

420 — 460 Game over
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WE T RD

6D
7\
(1]

~17)]

1@

11a
2@

]
160
170
180

190
SO0
Y]

jeaed’]

27@

THNVADERS

Initialise game

249,

L 241, @,

SBYMEOL
PR N
L&y

4, 81, f".. 40 Ba B oy BYME
Va7, p BYMBOL 242, 0, @, 24
i ‘:‘(MHL - w4L, 60, 90, 126, 102, ¢

ENX(4) , ALIENY (4) 3 FOR
CINT ¢ RND ¢ 1 ) * 20+ 18 ) 2 ALITE
"] 1 ) ok A '

wmo L TO 4 2 ALTENX(T) =
NY CT) = CINTC RNDCL) % %

INED @y @ & INED Ly
0 TN 1@y, S 2 ENV

1 NFL Py
=1, 1@
LOCATE 1,

3y 1. 40
pOFRINT "SCORE. v o v v v s vnnnvnnwnwwwnw o FUEL

VINT CHEE (24005 ¢ FEN L 3 F
N2

8 I FRINT CHR$ (2470

.: FRINT FUEL s ITF FUEL

GOTO 160

Firing routine, score update and fuel monitor

Yo Q8 - HETGHT ) * 16 + 4
MOVE 48, Y 3 DRAW 6400, Y, 3
SOUND 129, 10@, S0, 1%, 1, 1, 1
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FOR T = § T0O 4
EIGHT = ALIENY (T) THEN &

= GOORE + T * 1@ ¢ LOC

i FRINT RE & FUEL FUEL + & : LOCATE ALIE
ALTENY (T) 2 FRINT "." 1 SOUND 2, 1000, S0, 15, 1,

1o 1 ¢ ALTENXCT) CINTC RNDC(L) * 20 + 18 ) ¢ ALIENY(T)
= CINTC RNDC1) * 20 + 1 )

NEXT T

MOVE 48, Y @ DRAW &40, Y, @

FUEL = FUEL ~- 1 1 RETURN

Game over

190 :

420 SOUND 2, 200, 100, 1, 1, 1

47350 LOCATE 1, HEIGHT : PRINT ".."

440 LOCATE 20, 2% @ FEN 3 & FRINT SCORE
450 FOR T = 1 70 200Q : NEXT T

460 RUN

ChexSum Tables

4]

420 =
470 =
44Q =
450
460

rOTaL. = 108977
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LEAPFROG

FSUYeTIRN a4 "

Preoeans »m ey fox
another Same

CLASSIFICATION: Puzzle

Using the keys given below solve this age old puzzle. Exchange the
frogs in the shortest time possible. You can jump into an empty space
over one of the men. The game is completed when all the squares and
circles have moved across to the opposite position!

Press the number (8-9) on the keyboard representing the number
you wish to move. Press @ to finish the game if you are stuck.

PROGRAM
Variables
XSAVE, YSAVE  Save col, row values in interrupt routine
EMPTY Position No. that is empty
COUNT Number of moves
ASPACE Character value for a space
ADIAMOND Character value for a diamond
ASQUARE Character value for a square
A(9) Characters at each position
Temp
FROM Position from which a shape is to be moved
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Program Structure

Lines

60 — 130
149 — 270
280 — 470
510 — 560
600 — 690
730 — 740
780 — 800

Function/Activity
Initialise

Draw characters
Main loop

Player wins

Draw screen/initialise
Print player's move
Game over
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LEAF FROG

Initialise game

60 GOBUR 600

70 DIM A (9)

80 FOR T = 1 TO 4

90 A (T = ADTAMOND
100 AT + 5) = ASAUARE
110 NEXT T

120 A(E) = ABPFACE

130 GOTO 280

Draw characters

FRINT CHRE(7)
DI

FOR t = 1 T0 9
LOCATE T % 2, 8

FRINT COUNT

Main program loop

GOSUR 140

LOCATE 1, 10

N 10

Ak = INEEYSE 3 IF A% = "0 THEN 340

TE A% = "0 THEN 780

LE ASC(AE) © 49 OR ASC(AE) » 57 THEN SOUND 1,400,%0,7,0
W, 1 BOTC
FROM =
[F ARG (FROM -

00 ,50,7.0,,1

ACEMETY) = ACF
A (F ABFACE 1 EMFTY = FROM
DUNT + 1

2OOR FROM = EMETY THEN SOUND 1,3

AND a(t + 5) = ADIAMOND AND a (@) = A

alt) = ABHUAKE
" BOTO 510

FACE THEN NEXT
470 BOTO 280
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G770

600
610
620
&0
640
650
660
&H70
&HBO
690

700
7350

740

750
780
790

800

Player wins

140 LOCATE

1,

17 FEN 2

FRINT "CONGRATULAT TONG P
FRINT "YOULDIDITLINL"y
FEN 1 3 FRINT COUNT 3
FEN 2 @ FRINT "MOVES"
GOTO 790
Draw screen and initialise
MODE @ ‘N3 1 BORDER 12
LOCATE 6,2 ¢ FRINT "LEAF-FROG"
EMPTY = % 3 COUNT = 1

AGFACE =
LOCATE 3,

FRINT "move"
FRINT """ CHR# (204)

BRINT » "
FRINT " "
KETURN

CHRE(211)
CHRF C20%5)

2 ADIAMOND = 2731 3

ABAUARE = 2

STRINGE (4,CHR% (208)) CHR$ (208)
SFACE® (4) CHR¥ (209)

STRINGE (4 ,CHR¥ (21@))

CHR#¥ (204)

Print player's move

DI @+ XSAVE = FOS(#Q) @ YSAVE = VFOS(HO) @ LOCATE 1,11 1
FEN INT(RND L) % 4 +« 1) 1 FRINT "YOURLMOVE" @ EI
LOCATE XSAVE, YSAVE : RETURN

Game over
DI & LOCATE 1,18 @ FEN 1 @ FRINT "bye.for.now"
LOCATE 4, 22 1 FRINT "Fress.a.key.forl”" @ LOCATE 4, 24

r FRINT
IF INKEY$ =

THEN

"another ,game"

800 ELSE RUN
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ChexSum Tables

BaA =

TOTAL =
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EXIT

CLASSIFICATION: Obstacle game

Try to find your way through the sliding maze in time to find home,
beware of the elusive gap it can cut your journey short.

Use ‘A’ to move up, ‘Z' to move down, ‘comma’ to move left, ‘period’
to move right.

PROGRAM
Variables

SCORE
NR
TIMER
WALL(4)
VWALL(4)
DIR(4)
LIMIT(4)
START(4)
XMAN, YMAN
CREEP
HOLES
T

Player's score

Number of rounds

Number of seconds remaining

Column of each wall's hole

Row of each wall

Movement of holes; direction and speed
Points at which hole has reached side of screen
Points at which to reset hole

Man'’s coordinates (col, row)

Monster's column

Characters for a hole

Temp
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Program Structure

Lines Function/Activity

70 Call initialise

50 — 260 Main loop

300 — 360 Man crashes

400 — 440 Man reaches bottom
480 — 510 Interrupt routine

550 — 690 Initialise

1000 — 1010 Alternate Monster’s Character definition
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EXIT

Call Initialise

10 BGOSR SHA

Main program loop

20 H
fls} DI & LOCATE XMAN., YMAN @ FPRINT CHR#$(248)
60 FEN 3

70 FOR T = 1 T 4

80 WALL (T) = WALL(T) + DIR(T)

S0 IF WALL CTY = LIMIT(T) THEN LOCATE lIMIT(T), VWALL (T) 3
FRINT CHRE (143) 3 CHRE(143) 3 CHR$(147%) 3 CHRE(143) 3 CHR$ (1
43) s WNL.l(() = GTART(T)

100 LOGATE WALL CT), VWALL (T)

110 W“INI HmLEi

120 : ’

130 ELSE IF CREEF » 39 THEN L

Py

-14m ' " ll

160 : (PRFEP 1))~ (XMAN * (CREEF
+ 1)) * 0

169 FEN 1

7@ - ST OXMAN * 16 - 8, (25 -~ YMAN) #* 16 + 8) » 1 THEN 6

180 IUbﬁUE XMANM, YMAN & FRINT 0"

19@ XMAN = XMAN + CINREY C39) 0 ~1) =~ (INKEY(31) » «=§) 1 YMA
N = YMAN + C(INKEY (69) 3 =1) = (INKEY(71) > -1)

IF XMAN 2 THEN XMAN =

IF XMAN 358 THEN XMAN = 2
lF YMAN < 1 THEN YMAN = |1
1 FO@3 O THEN GOTO 400

TOXMAN * 16 - 8, (2T - YMAN) * 16 + 8) » | THEN 3

.'f(.:fa lel] 0 5@

Man crashes

SOUND 1, See, 1oa, 15, 1, 1, 1

FOR T TO 4@ = INK 1, RNDCL) % 26 ¢ INK 2, RND(1) =
v X RNDCL)Y * 26 3 SOUND 2, T, 1@, 1%, 1, 1, 1 1
INE 1, 2 LOCATE 1, 1@ @ FRINT "Time.lett .
' IU(Q Hy1@ s PRINT "seconds"
15 7 5 FRINT "You.scored" @ FPRINT "o

W« BCOREY "points
40 FOR T = 1 T0O 4000 ¢ NEXT T
50 MODE @ @ LOCATE S, 8 : PEN 8 : PRINT "PRESS. SFACE" & 1O
LAy LB FRINT "L TOLTRY JABATNY
INKEY® <& " " B6Q ELBE RUN

160 1



A7
400
410
420
4730

440

450
480

490

v
10

jwied"}
ot}
U6
G770
at=l)
590
600
610

be0
650
640
HH0

bod
670

680

HYWY

YD
il

Man reaches bottom

H

MODE @ : SOUND 1, 1, U@, 18

LOCATE 8, 12 @ PRINT "BONUS!"

FOR T = 2000 TO @ STEF - 100 : SOUND 2, T, 1@ : NEXT T

NR=NR+1 2 BONUS = NR+TIMER : SCORE = SCORE + BONUS * 10

B : LOCATE 9, 14 : FRINT BONUS*1Q00 @ FOR T = 1 T0O 2000
s NEXT T

GOSUR 5608 @@ GOTO S0

Interrupt routine

FEN 2 @ TIMER = TIMER - 1 : LOCATE 1@, 2% @ FRINT TIMER
: IF TIMER > @ THEN FEN 1 : RETURN

FOR T = 2000 TO 4000 STEF 100 : SOUND 1, T, 1@, 195, 1,
1, 1

2 ONEXT T
DE. @ 2 LOCATE 7, 10 @ FRINT "TIME.UF!"
FOR T = 1 TO 2000 : NEXT T 3 RUN

Initialise

SYMEROL AFTER 22% ¢ SCORE = @ ¢ DIM WALL (4), DIRM), VWA
Ll (4) , LIMIT(4), START (4)

MODE 1 : FPAFER @ : INK @, @

FEN 1 5 INK 1, 20

BORDER @ = INK 2, 15 2 INK 3, 18

XMAN = 2@ : YMAN = |

CREEF =
TIMER = 28-NR : EVERY S0, 1 GOSUR 480 : DI : EVERY 20,
2 GOSUR 1000

LOCATE 1, 2% ¢ PEN 2 3 FRINT "TIME. ... oouernenena s SCORE
LOCATE J@, 25 @
WALL (1) = 20 =
@ 2 DIRCL) = 1
1

WALL CH o= 1 ¢ WALL (4) = |
t DIRCE) = 1 3 DIR(4) = -

VWALL CL) = 4 s VWALL () = 9 5 VWALL G = 1% 3 VWALL (4)

= CHRE CL42) o+ "L "+ CHRE (1453)

: T TO 4 = LOCATE 1, VWALLAT)Y & FRINT 81R
INGE (40, CHRE (L ) s NEXT T

LIMIT L) 3 ART (1) = P LIMIT ) = 1 2 START ()

= 36 o LIMITCH = 36 3 START R = 1 3 LIMITM) = 1 @ STA

Alternate Monster's Character definition

THEN 1= 1 SYMROL DL LRG0 NS 1B, 1EHE, 60,25

LIRIN

g Sdh g 126, 25N, 189, 189,24, 44,60 1 RETURN
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ChexSum Tables

10 = 26l
JW {

1949
= 1946

£
= TOTAL = 147517
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MEGAWORM

CLASSIFICATION: Educational

You start off as a small snake, the object as in real life is to survive and
grow. Unlike reality, all you have to do in the game is catch the obstacles
before they disappear, to collect points and grow in length (and
stature!). The catch (there is always one) is the border, your survival
is cut short if you hit it. This obviously gets harder as you grow (sound
familiar?).

To move use: ‘A’ up, ‘Z' down, ‘comma’ left, ‘period’ right.

PROGRAMMING SUGGESTIONS

Decrease the time the objects stay on the screen and increase the
speed of the worm and the length of the segments.
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PROGRAM

Variables

X(250), Y(250) Coordinates of each segment of worm
LENGTH Length of worm plus one

SCORE Player's score

HEAD Index for accessing worm'’s head coordinates
XHEAD, YHEAD Coordinates of worm’s head

OBJX, OBJY The object’s coordinates

XDIR, YDIR Amounts to add to coordinates when moving
COUNT For timing movement of object

T Temp

Program Structure

Lines Function/Activity

60 — 180 Initialise

220 — 360 Main loop

400 — 600 Front screen

640 — 690 Game over

730 — 770 Victory to player
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MEGAWCIRP

Initialise game

& MODE 1 & INKE @, @4y 17
lNl’ | : ( @z BORDER @ 3 FAFER @ @ FEN 1
CAE0)

' I W WY INES 1 T s LOCATE 6, 1@ 5 FRINT "ME
GAWORM" & NEXT
135G FOR T = @ 10 1000 $STEE
o b INKOL O, r 7 &

FRINT CHRE (R0
XT T
CHIE  (206) 5 + 8F

S| ¥ i}
T & FRIN T
T

(20&) 1 NEXT
= 6 1 XDIR = 1 : YDIR = @
22 Y (T) = 10 1 NEXT T s

Main program loop

il X (HL Al))
1

)(Hk AD -+ XDIR & Y (HEAD) = YHEAD + YDIR
) o Y O (HEAD) & FRINT CHRE (GR35
YHEMD = YHEAD + YDIK

D LENGTH THEN HEAD = 1
EA0) o FRINT " ,"

£ 1o IF
LOCATE X (HEAD) Y
com INKEY#
‘\* et ll' "

XDIR = 4 & YDIR = @
XDIR = -1 3 YDIR = @
A ow Mt THEN YDIR = 1 1 XDIR = @
J a' THEN YDIR = ~1 & XDIR = @
INES COUNT + 1y COUNT +
SN L T ORJIX , OBJY @ PRINT "0
CLy % A7 4+ 2 2 ORJIY = RND (1) % 22 +
JX % 1bh -4, (b - QEJY) * 16 ~4)
LOCATE ORJIX CQBJY & FPEN 2 3 FRINT
| 3 3oy ~1 4l ¢ SOUND 1

<

N

\|l11 H = l EN(a + s
( (50 SOUND L, 478 , 20
i I..‘t:.l\lb IH -4 1 ] I ENGTH & X (T) = 2 3 Y ()

@ OOR XHEAD » 39 OR YHEAD < 2 OR YHEAD » 24 T
XDIK) * 16 = 4 , (26 - (YHEAD + YDIR
EOD < CINT (OBJIX) AND YHEAD «»
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610
640
[2Ywl"}
H6HO

&H70
&HB@

LHYD

700
750
74@

750
760
770

Front screen

INT Y DO W YOULWANT L INSTRUCT TONS .2
g o= INEEY# & IF AF = """ THEN GOTO 410

¢ f’\i’ = MYNOOR AF m My THEN GOTO 430 ELSE RETURN
FRINT " pnanssnmnns INSTRUCTIONS"

1w 8 8 FRINT " 40 aMOVE L THE JWORM  AROUND , THE (SCREE

INED Ly RND (1) % R2é

FRINT " g a s AND L COLLECT L THE LOBJECTS 40 L1F"

v RND (1) * 26

" YOULCRAGH L INTOLYOURSELF LOR JTHE"
INK 1 o RND (1) % 26

FPRINT " aaaWALL L, JTHE JGAME L 18 JOVER"

FRINT " .0 JWHENLYOU LLECT JAN OBJECT"
FRINT " & YOULMAY JBHED JBOME LSK TN, "

INE 1 ' RND (1) * 26

FRINT " hna A aaUF panaa 2= DOWNY

INK 1,18

FRINT " pan v a® sk EF T pama v am RIGHT!
LOCATE 1, 25 P OFRINT " s WFPRESS AANY JKEY L TOLCONTINUE"
AF = INEEY# : [F A% = "" THEN GOTQ %980

11
Game over
A% o= TNEEYS$ @ IF Ag="" THEN GOTO 640
ENT L, 127, 2, @ s BOUND L, 200, 200 , 1, 1, ]
F T = 1000 170 500 STEP - 5 LOCATE 40 , 2% ¢ FRINT "
L SOUND L, T, 8, 1S

s 1oy b NEXT T
18 , 11 ¢ FEN 2 ¢ FPRINT

MODE @ & LOCATE & 10 3 INK
"EAME LOVER"

FOR T 170 100« NEXT T ¢ SFEED INK 10 , 10 ¢ FRINT
"AJYousscored,' 3 SCOKRE § " aassapoints”

AF o= [NEEYS 3 [F A% = """ THEN G(GOTO 690 ELSE RUN

u

Player wins

FEN @
MODE @ 3

FRINT "CONGRATLL. f\l [(lN‘o“  LOCAT
-MVP SBROWN,TC T "W YOUR G UL
((] Hl HAD SOUND @ . T
1. Ty P S D |

§ »
THEN GOTO 770 ELSE RUN
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ChexSum Tables

2130
2806
1763

r

226
w4487
G467

TOTAL = 180266
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MINOTAUR MASTERMIND

Total Scere 183 Last Score

CLASSIFICATION: Educational game

This is a strategic game which will test the brain power of even the
most experienced masterminds. The challenge is to guess a secret
number between @ and 1000 by working your way through a maze of
numbers and symbols without being gobbled by the minotaur.

Your score is the sum of the digits that you step on — so the lower
scores are better. When you reach the exit at the right end of the maze,
you get a chance to guess the secret number. The non-numeric sym-
bols have different effects when stepped on:

‘X" — supplies a clue

‘?” — has random value

*' — Randomly alters your score

To move: ‘P’ moves up, ' moves down, ‘O’ moves left, ‘@' moves
right, ‘@’ moves up and left, ‘minus’ moves up and right, ‘L’ moves down
and left, ';’ moves down and right, and ‘T is pressed when you are
trapped and it is impossible to move.

PROGRAMMING SUGGESTIONS

Minotaur Mastermind could be made into a very complex game by
adding more clues (lines 1199 — 149@) and by adding more symbols.
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PROGRAM

Level of difficulty

Round No., last score, total score
Secret number

Digits of SN

For flashing effect
Character under minotaur
Character under player
Player’s row and column
Number of clues

Truth array: clues used
Digits of player’s
Minotaur’'s row and column

Program Structure

Variables
LD

R, LS, TS

SN

D1, D2, D3
C, Q

Cu

CP

PR, PC

NC

T(10)

G1, G2, G3
MR, MC
Lines

10 — 100
120 — 210
230 — 400
420 — 740
760 — 860
880 — 1060
1080 — 1180
1190 — 1490
1510 — 1550
1570 — 1650
1670 — 1680
1700 — 1710
1730 — 1820

Function/Activity
Initialise

New round
Editor/main loop
Recognise allowed moves
Check move

Move minotaur
Player on *?’

Player on ‘X'

Player on ™'

Game over

Blank message area
Update score

Guess secret number
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AT TAUR FAETERIIND

Initialise game

1@
]

YNF ‘M m s DRED Ly de w INE 2,40 ¢ [hK
J

: (%!) 3 MG Ir\lIF\ .|l &
sOFRINT & PRINT

=MIND "
‘l@vv wf WA F Lol by o (L%

e}
4@

il

TE Ll OF Lo =% THEN S0 B
6@ : O,

by 16HE, 126,219, 1
" u‘.:s LWH.,l‘*?H.,l"/H V) H
qVMHUl 16@,0,102,60,2
P BT T )

INT SFACES (9) 3 "Hit sany .

7@

30
Y@
§10]

FOR T L@ i) =0 b os snm=
R Ly %1@ud) § : T(an/10Q) = dids= Ni((%n gu]
1xtmw)/1w) H TN Al L% ) @)

New round of game

my gy 8 me @
j TO 2 0 sy j)s

s NEXT 5 NEX

= LN CRIND 1) % 1.5) L.OC

o 2 @ k H
INT CHRE (1+48) 2 sc Gl

1@ THEN P

HUTC 180
kds= @ THEN FRINT CHR$E(L44) ¢ so (i, ) =144 3
VHEN FRENMT CHEE L poso (hy =1L 2 GO0 180
ECLGR) 1 so G, 3) =]

16@
170
160
190

pOFRINT "@" ¢ la=@
“ CINT CHRE (1356)
166 CHRE (168) ¢+ cp=48
200
210

2 FRINT M Round 8" 3 e BPACEE (8) 3 "Level W3 1d

Editor and main program loop

'l'HE"N se (peapr)=cp 1 LOCATE poypr 3 PRI
0 290

LOCATE peapr 1 FRINT CHRS (2
240

ol
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t‘: .,; 4

Recognise allowed moves

P pr- L) FHEN 24@
43

S )
760
cpe-L o pr) s
463
Py ) =
760
cpet L ypr) s
-4 €3
oy P )
/(:W

LOCATE poypro s FRINT """ 8 pr=pe-1

YOTHEN 240

LOCATE poapr s FRINT """ 0 po=pa-l

DOTHEN @40

LOCATE poapr @ FRINT "M 3 pospe+l
THEN 240
LOCATE peypr s FRINT "0 60 pr=pe+d

=1 s i THEN 240

LOCATE poypr 3 FRINT "0 prepr-1 s pe

sy mAR THEN 240

2 LOCATE peypr o FRINT """ ¢ prs=pr-1 1 po

THEN 24@

LOCATE paypr & FRINT """ ¢ po=pc-1 @ pr

IHEN 240

LOCATE poapr o FRINT 0" 0 posperl o pr

2O 0F (meelEpr) OR (meds rpe) THEN 740 ELSE LH70

Check move

780 H

760 cp=ae (P pr)

vl T (lex9) OR (Lsdl) IHH\I 1a=@
760 1F W THE 1@

790 IF cp=144 THEN L: tVJB(?J

116



800
810
B0
BI0
840
ase
860

OR k1 #9 THEN ki=@
‘N GOSUR B8R0
LB 1700

(po=me) THEN 157Q

Move minotaur

N 920

mr=mee- k3 GOTO 980
() 96
N 9@
mes=me: = 1

1 BOTO 980

...1
Coena e THEN €03

! )
Lot =eu s l...(Ll(..‘n 'kt

A e FRINT CHRE Cow)
¢ (meyme)
me g me) =G 3 LOCATE me,mr 3 FEN 2 ¢ FRINT CHRE (LE6)
!, 200, 18,15

Player on ?

e INT CRND CL) % 1@) 0 se(peypr)=i+48 ¢ LOCATE po.pr 3 FEN
1o INT Ci+48)
LA6G cpe=i 48 » N

Player on X

FRINT "@" & FOR i
Hon NEXT

IE poapr oo FEN L 2
5 LA 2 BOUNMD 1,1 .8,
o THEN 119@

INT CRIND (1) #9+ J ) on LF

1000 10

k) =1 THEN 110

AR LRYD,

INT (sn /2
NT MO
URN

2O TR 3@ THEN j=@

atween'"y ) @ LOCA

NT "NMumber i s,
PORETLIRN
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1590
14ua
L41@

1420
1450
144
14
1460
1470
| 443Q
1458

1 &6
1574
1580

LE9E

| &K
L& i@

ARere]
Léid
PR
(e

LOCATE 4,5 3 NOE s FRINT "Number Jis..'s

TFoan/8 = INT (sn/8) THEM FRINT "Divisible" 2 GOTQ 12490
FRINT "Not JDivisible"

LOCATE 4.4 ¢ FRINT "by 5" 5 RETURN

TR IF w1 THEN L@

2 FPRINT "laro
wNumb @r .
INT "Fdr
INT "Number .is.'"s:
THEN FRINT "L sobhan W
THEN FRINT "L Than 8" 1 GO
sopal wbo 8

s LOC

Eor FRINT "Sumof JFirst jandaThivd™ 3 L
"Digite.im.s
TLIRIN

LINT "One of Jthe Digits,in, the'

ENCFRINT di ¢ GOTC

LOCATE «4,4 ¢ FRINT
N CRMID CE) %8) L

@ AND wsnE99 T

AND  sne9 THEN FRINT ol @ GOTO 1400

e Zee o' 8

H SO E N AT
D
3 L4590
1490

1490

ol 1%
FROUNT o %

*

Player on

prosde o LOUATE poypr o FEN L ¢ FRINT "@"
TOTHEN RETLRN
ND CL) ® L@@ & [F
T RETURN

THEN tes=ta- 1@ ¢ SGOUND L, A0C

Lyd@, L85, 18 3 RETURN
B RETLIRN

Game over

s RO pesme THEN 1610

017 0 FRINT £10 s Conageratulations! "o
LI
"o Jrave e

[T
PR

cer , bhe amenotaue s FRINT "Your ,

10 1650
CAY 5 M NG CAUIR W EINE WM LINCY T L

PR TN S B IW IR X6 K:
f L7 o LN

FOLMWIINE" n MEXT o BRI

FECOLINT " e gsecr et Jnumber owaes 'y s

| A ] THI U Lany Gkey  For another oames”
PNk ¢ FHER 164

LI

BRI
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Blank message

1660
1670 L
1680

Loon PIRINY

Update score

1690

170w 2o PRINT "Total JScore " stes TARCGL) 5"

1710

Guess secret number

LOCATE 4,035 o FEN S o PRINT "G st the Becret JMNumber "

CATE 4,4 @
LmVAL Chk) s TF
QLlaINT L/ 1@3)
Y]

FIRINT 1
NT

THEN FRINMT

o FRINT

N

AND "Ny i gl te O
) 1T L00e » NEXT

] GOTO 129

ChexSum Tables

1820
A4
e




L&é64
1648

TbH6
16354
1666
16354

1Q3Q e
1040 =

1440 =
1450 =

120

1460 =
1470
1480
1490

165G -

1660 =

1670
1680
L1690
1700
171@

17280 =

17750
1740
175@

1760 =

177@
1760
1790
1800
1810

1820 =

TOTAL

&

4989
2001

448869



FIFTEEN PUZZLE

CLASSIFICATION: Educational

Use the cursor movement keys to arrange the numbers into order with
the minimum number of moves. Press ‘Q’ to quit the game.

PROGRAM
Variables

CHARS$(16)
XCOOR(16), YCOOR(16)
POSITION(16)
DISPLAY
FEEDBACK
WIN

R1, R2
SPACE
COL(16)
COUNT

T,A B C,D

Defines 16 character strings for the numbers
Each number’s coordinates

The number contained in each position
Flag for displaying move number

Flag for audio feedback each move
Can win if random set-up

Random numbers

Blank position

Colours for each number

Count of moves

Temps
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Program Structure

Lines Function/Activity

40 Call initialisation

80 — 190 Main loop

230 — 280 Games won

320 — 890 Character/variable initialisation
QP — 1240 Screen/other initialisation

1270 — 1340 Character block print

1380 — 1390 Game over
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FIFTEEN FUZZLE

40

b7}
9@
100
110

140

150

180

190

Call initialisation routine

GOSUB 320 @ COUNT = 1

Main loop

AF = [INEEY#® @ IF A% = "" THEN 80

IF A = "(" OR A% = "q" THEN 1780

IF DISFLAY THEN FEN 2 : LOCATE 1,1 : FRINT "MOVE.#" 3 C

QUNT

IF ABC(A%) = 240 AND SFACE > 4 THEN FOSITION(SFACE) = P
OSITION(SPACE — 4) 1 FOSITION(SFACE ~ 4) = 16 1 SFACE =

BFACE ~ 4 ¢ Z = POSITION(SFACE) ¢ X = XCOOR(SFACE) & Y =
YCOOR (SFACE) ¢ GOSUR 1270 ELSBE 130

o= FOSITION(SFACE + 4) ¢ X = XCOOR(SFACE + 4) = Y = YC

QOR(SFACE + 4) 1 (GOSUR 1270

IF ASC(A%E) = 241 AND SFACE < 1% THEN FOSITION(SFACE) =

FOSITION(SFACE + 4) x FOSITION(SPACE + 4) = 16 1 SFACE =
SFACE + 4 @ Z = FOSITION(SFACE) : X = XCOOR(SFACE) 3 Y
= YCOOR (BFACE) ¢ GOSUBR 1270 ELSE 150

L = FOSITION(SFACE - 4) ¢ X = XCOOR(SFACE - 4) : Y = YC

OOR(SPACE - 4) @ GOSUR 1270

IF ABCAF) = 242 AND (SFACE <> 1 AND SFACE < % AND SFA

CE < 9 AND SPACE <> 13) THEN FOSITION(SFACE) = FOSITION
(BFACE - 1)  SPACE = SFACE - 1 1 POSITION(SFACE) = 16 E

LBE 170

Z = FOSITION(SFACE + 1) & X XCOOR(SFACE + 1) @ Y = YO

OQOR(BFACE + 1) : GOSUR 127@ @ Z = FOSITION(SFACE) 1 X =
XCOOR(SPACE) = Y = YCOOR(SFACE) : GOSUER 1270

i

IF ASC(A%) = 247 AND (SPACE <> 4 AND SFACE <> 8 AND SFA
CE 12 AND SFA #16) THEN FOSITION(SFACE) = FOSITIO

NISFACE + 1) 1 SFA
ELSE 80

o= BFACE + 1 @ POSITION(SFACE) = 164

ITTTON(SFACE 1o X o= XCOORBPACE - 1) 3 Y = Y(
R (¢ E 1) GOSUR 1270 ¢ Z = FOSITION(SFACE) & X =

XCOOR(SFACE) ¢ Y = YCODR(SFACE) @ GOSUR 1270

COUNT = COUNT + 1 : FOR T = | TO 16 : IF FOSITION(T) =

T AND WIN = 1 THEN NEXT T : GOTO 230 ELSE 80

Player wins

MODE @ @ SOUND 1, 200, 100, 1%, 1, 1, 1

LOCATE 3, 8 ¢ PEN 7 2 FRINT "CONGRATULATIONS'"
FEN 10 : LOCATE 14, 1@ : FRINT "You.did.it ., in"
FRINT COUNTy "MOVES."

FOR T = 1 T0 2000 + NEXT T

RUN

Character and variable initialisation
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H

MODE 1

BORDER @

FAFER O

INK @, @

INK 1, 18

INK 2, 15

INK 3, 24

SYMEOL. 240, @, @, 96, 96, 96, 96, 96, 96
SYMBOL 241, @, @, %, 3, %, X, 3, 3

SYMEOL 0. 0. 99, 99, 99. 99, 99, 99
SYMEOL. 98, 96, 96, 9%, 9%, 96, 96, 96
GYMBOL. 99, 99, 99. 99. 99. 99. 99. 99
SYMEOL 245, @, O, 248, 248, 0, @, @, ©

SYMROL. & 2, B, 248, 248, 24, 24, 24, 24
SYMEOL. @, @, 24, 24, 24, 24, 24, 24
SYMEOL 2 248, 248, 24, 24, 24, 24, 24, 24
SYMBOL. % 248, 248, 0, @, 0, @, 248, 248

SYMEOL. 24, 24, 24, 24, 24, 24, 248, 248
SYMEQL. 248, 248, 24, 24, 24, 24, 248, 248
DIM CHA »!‘v(l(u)

FOR T = 1 70 1é&

READ A, B, Cy D

CHARE (T) = CHR$(A) + CHRE(R) + CHR#(C) + CHR#$(D)
NEXT T

DATA 2 e
DATA 249
DATA 2z, 2 3 251
DATA & 24 248
DATA 2801
DATA , a1
DATA 52 149
DATA 251
DATA 2 201

DATA 2

- by
246, 244, 250

DATA 242, 32, 244, 12

DATA 2 246, 244, 249
DATA 2 240 2N
DATA :

DATA 2
I)A TA 3

A i) "FIFTEENJUZZLE"

OCATE 4,9 ¢ FRINT "DISFLAY MOVE
A% = INKEY$ @ IF A% = "" THEN 8
F oA = "Y" OR AF = "y" THEN DISFLAY = 1

FIRINT 2 PRINT TARG) 3 "AUDIO, BACK JON L (Y/N) G2
[ g IR AE om0 THEN
OR AF = "y" THEN F
“RINT TAR (4) "RANDOM
£ 0 IF A% = "' THE
"y" THEN WIN = )

MUMBER , (Y/N) 2"

BACK = |

=UF LY /N L2

BOTO 890 ELSE IF A$ = "Y"
WIN =
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Screen and other initialisation

H

MODE 1

FOR T = 1 TO 400 STEF %

MOVE @, 200

DRAW 320, T, RNDC1L) * 2 + 1
MOVE &1219, 200

DRAW 321, T, RND@) * 2 + 1
NEXT

LOCATE 16, 7

FEN 3

FRINT CHR#%(214) 4

FOR T = 1 TO 8

FRINT CHR#(143) 3

NEXT T

FRINT CHR# (21%)

LOCATE 16, 8

FRINT STRINGE( 10, CHRE(143))
LOCATE 16, 9

FRINT S8TRING#( 10, CHR$(143))
FOR T = 1@ TO 17 = LOCATE 1&, T :
mamnna' b CHRECL4Z) 3 NEXT T
LOCATE 16, 18 @ FRINT CHR$(211) 3

FRINT CHR#(143)

FRINT STRING#( 8, CHR£(143))3 CHR$(212)

FAFER X ¢+ PEN @ & LOCATE 18, 8 @
@+ FEN 1
IF WIN = @ THEN GOTO 1210
FOR T = 1 TO 3@
K1 = CINTC RND(1) * 135 + 1
R2 = CINTC RND(L) % 1% + 1
01 = POSITION(RL)
02 = POSITION(RZ)
FOSITION(RL) = Q2
FOSITION(RZ) = 01
NEXT T
JRT = 1 TO 16 ¢ IF FOSITIONCT)
GE NEXT T
DIM COL (L&)

)
)

FRINT "FUZZLE"

16 THEN SFACE

FOR T = 1 T0O 16 5 COLCT) = CINT( RND(1) % 2 + 1)

T
FOR T = 1 T0 16 ¢ Z = FOSITIONCT)
YCOORCT) ¢ GOSUB 1270 & NEXT T

X = XCOORCT)

#

-

"
e

FAFER

NEXT

Y =

Character block print

FEN COL.(Z)

COUNT = COUNT + @.5

IF FEEDEACK THEN FRINT CHR$(7) 3
LOCATE X, Y

FRINT LEFTE( CHARE(Z), 2 )
LOCATE X, Y + 1|

FRINT RIGHTS( CHARS(Z), 2 )
RETURN
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k4]

Game over

ATE 1,03
END

FRINT

ChexSum Tables

4w
S

BB RE

12661
L1742

1289

L1 74%

YA ¥4
"]
117a

1459
1&6E2
1185
1704
2013
1706
2198
718

101
1189

7@
atzi]
HOW ==
eYlv]

GLO =
HLY =
bR
LHAQ =
abe =
LHbA
bT70
6HBQ
HOQ =
700
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TOTAL
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# 0§ H 8

i 0B

i H

171@

18%6
704
1465
G&E
1469
201
@
1620

18
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MIND QUIZ

BT MR

CLASSIFICATION: Memory game

The secret code is a sequence of four shapes chosen from six. Crack
the code in less than eight attempts and you have won the game!
A circle means that you have the right shape in the wrong position
and a coloured circle indicates the right shape in the right position.
Use the keys numbered ‘1’ to ‘6’ to select a shape. The ‘DEL’ key
can be used to change the shapes entered.

PROGRAMMING SUGGESTIONS

The game could be made more difficult by increasing the number of
objects included in the code. Alternatively, if you find this game a little
difficult, then try allowing extra guesses, or having different levels of

play.
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PROGRAM

Variables

CHRVAL(6) Character values of shapes 1-6
COLS(6) Colours for shapes

ANSNUM(4) Answer in digits 1-6

ANSWER(4) Answer in character values
GUESS(4) Player's guess

LEVEL, COLUMN Level (9-6) and column (@-3)
CORSHP No. of correct shapes in GUESS(4).
CORSHPPOS No. of correct shapes in correct positions
MES$ Message string

T6), 1, J Temps

Program Structure

Lines Function/Activity

10 — 415 Initialise

430 — 400 Editor

1000 — 1040 Check Guess

1060 — 1120 Print Result

5000 — 5020 Print Message

8000 — 8050 Game lost

9000 — 9040 Game won
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MIND GUIZ

Initialise game

INEC @, 178 ¢ INK L, & & TNK 2, @ 5 INK &, 3
+ BORDER 11 3 CLS
A SOCATE 4, 2 2 FEN 1

0

PRINT CHRS (151 )3 BTRINGSC 7, 154 )3 CHRE( 157 )3 CHR$

(10 ) STRINGEC 9, 8 )3

60  FRINT CHR$( 149 )y STRING®( 7, 32 )3 CHR$( 149 )3 CHRE(

10 )5 STRINGS( 9, 8 )y

70 FRINT CHR$C 149 )5 STRINGH( 7, 32 )3 CHR$( 149 )3 CHRS$(

10 )5 STRINGEC 9, 8 )

90 RETURN

100 FOR T = 1 TO 7 : GOSUB 50 : NEXT

110 PRINT CHR&( 147 )5 STRINGE( 7, 184 ); CHRE( 153 )

120 LOCATE 4, 2 : FRINT CHR$( 150 )3 STRINGE( 7, 154 )3 CHR
F( 156 )

130 FEN 2 1 LOCATE 2, 5

140 T$ = CHR$( 10 ) + CHR$( 10 ) + CHR$( 8 ) & PRINT "M"y T
.t;; n I n g “l":a:.‘ " I\lH “ “I":s; " DII : T'£; n A.“ a “‘]"*i " [:_2!! = "I':g; lILJII ; 'r:‘s;

n‘[ua [$= VAl

150 FEN 1 3 FOR I = 7 10 22 1 LOCATE
9 )5 BRAC 7 )3 CHREC 149 ) & NE

LOCATE 27, 2 1 FRINT CHR#( 150 )y

(156 )

170 LOCATE 27, 3 3 FRINT CHR#( 149 )3 STRINGS( 7, 32 )3 CHR
$¢ 149 )

180 LUCATE 27, 4 ¢ PRINT CHR#( 149 )3 STRINGSC 7, 32 )3 CHR
#( 149 )

190 LUCATE 27, & & FRINT CHR$( 147 )3 STRING$( 7, 154 )3 CH

I s FRINT CHR#( 14

BTRINGEC 7, 184 )3 CH

LN L

T i
LN 1 fOFRINT CHREE O A

L FRINT "ham e 0 FEN S ¢ FRINT CHR$C 214

1869 )
2 FRINT CHR#E( 42

16 1 FRINT "4,=,"3
19 1 FRINT "5,

L FRINT "é,=,"s ¢ FEN I @ PRINT CHR®( 2268
)
260 FEN 1 @ LOCATE 24, 7

Fw]Nf ) 2

FRINT "Riaght" @ LOCATE 24, 8 1 F

t O FRINT "Right" ¢ LOCATE 24, 1% 3 FRINT "

s FRINT c-\ﬁ(i "oy 4y 17 8 PRINT "R
24, 18 2 P T
TS N/

P OFRINT CHRE (

230 )

- INTC RNDC 1 ) % é: .
TC I L T+ 12 ANBNUMC ) = T 1 ANSW

rOCHRVAL C S ) = 2
= 4% 5 CHRVAL C & )

ANSGWER
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41@
415

420
470

455

440
450

99

1200
1010
1020
1350

1040

1050
1060
1270
1080
1090

1100

4‘? 4"

= 2 3 COLSC X)) = 3 3 COLSC 4
COLEC & ) = 1

COLsc 1 ) =1 « COLSC |
) = 1 o2 COLSC S ) = 2

Editor

IF INKEY( 79 ) = -1 THEN 440 ELSE IF COLUMN = @ THEN 43

"]

COLUMN = COLUMN -~ 1 ¢ LOCATE % + COLUMN * 2, 21 - % * L
EVEL ¢ PRINT "." @ 6070 500

X% = INKEY# : IF X& < "1" OR X% > "6" THEN 430

FRINT CHR&( 7 )y @ GUESS( COLUMN + 1 ) = CHRVAL( VAL X
£ ) ) LOCATE & + COLUMN * 2, 21 - 3 % LEVEL 3 FEN COLS
C VAL C X&) ) & PRINT CHR#$( GUESS( COLUMN + 1 ) ) » COLU
MN = COLUMN + 1

IF COLUMN = 4 THEN MSE$ = "Checking.your.answer" 1 GOBU
BOOSOOO :» FOR T = 1 TO 1000 = NEXT ¢ GOTO 1000

FOR I = 1 TO 100 : NEXT : GOTO 430

Check guess

CORSHF = @ 1 CORSBHFPOS = @ ¢ FOR I = 1 TO 4
H— GUESS( T ) = ANSWERC( T ) THEN CORSHFFOS = CORSHFFOS

1) OR ANSWER( I ) = GUESS( 2 )
) o= GUESSC X ) OR ANSWERC T ) = GUESS( 4 )
LORGHF + 1

*wm CORBHF ~ CORBHFFOS

THEN
NEXT 3

Print result

IRE THEN 10680
2 FOR I = 1 T0O CORSHF @ LOCATE 13 + I, 21 - X »* L
FRINT CHRE C 230 ) 2 NEXT
08 = @ THEN 1100

o= 1 TO CORSHFFOS 3 LOCATE 13 + I + CORSHF
FRINT

LF

CHREC 231 ) 1 NEXT
1oy MEGE = SFACEFC XD ) 3
THEN Y000

: GOSUR S000 : GOTO 4730

Print message

FEN 1 ¢ PRINT STRINGE( 38, 32 )
FRINT MSGE

kklunm

130



7990
8000
8010
8020
8050

B3040
8A50

B8990
K000
9010
F020

FAEQ
040

Game lost

MEGE = "No,luck.thistime,'" @ GOSUR S000 1 FOR [ o= 1 |
0O 2000 : NEXT 1 MEGE = "Here.is.the.correct.answer" : (G0
SUE S000

FOR T = 1 TOD 4 : SOUND 1, S0 - 10 * I, 1%, 15 ¢ FEN COL
SC ANSNUMC T ) )
LOCATE 26 + 2 % 1, 2 1 FRINT CHR$( ANSWERC I ) ) 5 NEXT

= 1 TO 2500 = NEXT
B3GF = "Fress ,a.bey foranother game” @ GOBUR %000
TF INEEY#$ = "" THEN 8050 ELSE RUN

Game won

H

MEGE = “GURFERE, ! EI L rrrrrrtnnin oy gOSUR 5000

FOR T = £ TO 4 3 SOUND 1, 2@ - & % 1, 4%, 15 ¢ PEN COLS
CANSNUMC T ) )

LOCATE 26 + 2 % I, 3 ¢ FRINT CHR&( ANSBWERC T ) ) @ FOR
J o= 4 TO 400 3 NEXT & NEXT

MEGEF = "BETLYOULCAN T, DOLITLTWICEL! ! ¢ GOSUB %5000
IFOINKEYE = "' THEN 9040 ELSE RUN

ChexSum Tables

g OEHE B EHSEYE®

ER

i#E B

1A6QD =
Q7@ = .

1080 =
1Q9@ =
1100 =
111@ =

L12@ =

4990 =
HOOQ = LER
5010 = 896
5020 = 20l
7990 = @
8OO0 = 7589
8010 =
BO2Q = :
BOIQ = 1366
s 5647

[}
2934
4648

ol

TOTAL = 200596
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CONCENTRATION

CLASSIFICATION: Memory game

Challenge your opponent to a tough brain battle! You select two cards
from 18 and, if they have the same number on their opposite sides you
have a match. Otherwise, they are turned face down again and a
chance is given to your opponent.

May the best memory win!

Use the corresponding letter of the alphabet to select the card you
wish to examine.

PROGRAMMING SUGGESTIONS

For an easier game, use a smaller range of numbers on the backs of
the cards.

For a harder game, instead of having two sets of numbers from 1
to 9, have three sets of numbers from 1 to 6 and make each player
choose three cards.

The display would look great with some more colouring for the cards!
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PROGRAM

Variables
PLAYER$(2)
SCORE(2)
CPLR
LASTCARD
CARDX(18), CARDY(18)
FLIPPED(18)
CARDS$, BACK$
I, J

CN

MN

MSG$(4)
NUMBER(18)
Program Structure
Lines

10 — 270
280 — 480
490 — 560
570 — 790
800 — 880
890 — 930
940 — 990
1000 — 1070

Player names

Player's score

Current player number
Last card examined
Co-ordinates of all cards
Which cards are facing up
Strings for printing cards
Temps

Card number

Message number
Messages

The numbers behind each card

Function/Activity
Initialise Front screen
Editor control

Flip card

Cards matched

Reset card

Update name and score
Print message

Game over
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CONCENTRATION

10
20

&H
70
80

90
100

11@
120
e
14Q

150
160
170

180
190
200

210
220

230
240
250

260
270

280
290

300
10

320

340

]

360

Initialise game

MODE 1 = INK @, 1 3 INK 1, 26 3 INK 2, 9 & INK 3, 24
DIM CARDXC 18 ), CARDY( 18 ), FLIFFED( 18 ), NUMBERS( 1
8 )

FOR I = 1 TO 9

Jo= INTC RNDC 1) % 18
N 4@ ELLSE NUMBERS( J )
Eo= INTC RNDC 1 ) * 18
S50 ELSE NUMBERS ( K )
T

FOR T = 1 TO 168 3 FLIFFEDC I ) = @ 1 NEXT

FOR I = 1 TO & 2 CARDXC T ) = I % 6 ~ & 3 CARDY( [ ) =
1 1 NEXT

FOR T = 7 TO 12 ¢+ CARDX( I ) = ( I - & ) * & - % 3 CARD
YO T ) = 7 & NEXT

FOR T = 13 TO 18 ¢ CARDXC T ) = (I -~ 12 ) % & ~ 5 3 CA
RDYC T ) = 13 ¢ NEXT

CARDE = STRING®( &, 143 ) 3 BACKS = STRINGH( %, 206 )
FPAPER @ = CLS @ BORDER 1

FEN 1 3 PRINT TARBC 13 )3 "CONCENTRATION"

LOCATE 1, 10 3 INFUT "Name.for.player.one"s X& : IF X$
= M0OTHEN X#$ = UNUTCASE"

IF LENC X8 ) » 2% THEN 140

FLAYER$( 1 ) = X#

LOCATE 1, 13 @ INFUT "Name.for.player . two"s X& 3 IF X%
wm 0OTHEN X#E o= YERULT LCAKE"

IF LENC X$ ) > 2% THEN 170

PLAYERE( 2 ) m X%

LOCATE 1, 17 3 FRINT "OK, "3 FLAYER$( 1 )3 "'.AND,. "3 F
LAYER$( 2 )y "

LOCATE 1@, 2% ¢ FPRINT "Fress.a.key.to.begin”

IF INKEY$® = """ THEN 220

MEGE(C 1 ) = "Flease,.select first card” 2 MBGHE( 2 ) = "0
K Sweety"

MEG#( 3 ) = "Now.select . a.second,.card" 3 MSGH( 4 ) = "G
ORRY 5 W THEY JARE JNOT L ALMATCH L

CLs

FOR CN = 1 T0O 18 1 GOSUR 810 1 NEXT

CPLR = 2

) 1 ¢ IF NUMBERS( J ) <> @ THE
)

+
by
+ 1 5 IF NUMBERS( K ) <> @ THE
I

Editor/Control

IF CPLR = 1 THEN CPLR = 2 1 GOSUBR 900 ELSE CFLR = 1 : 6
OsSUR 900

MN = 1 3 GOSUR 950

X& = INKEY$ @ IF X& = "" THEN 31@Q

IF ¢ X% « "A" AND X% > "R" ) AND ( X% < "a" AND X% » "¢
") THEN 00

IF X$ > "R" THEN LASTCARD = ASC( X# ) ~ 96 ELBE LASTCAR
D = ABC( X& ) - &4

IF FLIFFEDC LASTCARD ) = 1 THEN X000 ELSE FLIFFED( LASTE
ARD ) = 1 ¢ ON = LASTCARD 1 GOSUR %00

MN = @ 1 BOSUER 950

FOR I = 1 TO 10@@ 1 NEXT
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490
500
510

i}
G530

Uian

]
560

570
ezl

590
LaYal]
610
620
&5
&40
650
66D
670
680
690
700
710
720
730
740
750
760
770
780
790

MN = % GOSUER 9%
X#& = INMEY® 3 IF

IF (X% < "A" AND
") THEN 370
IF X% » “"R"

) - b4

IF FLIFFEDC CN )

FLIPFEDC CN ) = 1

THEN

@

X& o= "OTHEN 380

X% » "R" ) AND ¢ X% < "a" AND X% > "r
ON = ABC( X% ) - 96 ELSE CN = ASC( X$

= 1 OR LASTCARD =
: GOSUR T0A

CN THEN 370

MN = 2 1 GOSUR 950
FOR T = 1 TO 1000 1 NEXT
IF NUMBERS( CN ) = NUMRERS( LASTCARD ) THEN GOSUR 580 :
GOTO 290
MN = 4 3 GOSUR 9%0
GOSUR 810 @ FLIFFED( CN ) = @ 1 CN = LABTCARD 1 GOSUR 8
10 @ FLIPPEDC CN ) = @ @ FOR I = 1 TO 1000 : NEXT
GOTO 290
Flip card
t
FRINT CHR£C 7 ) ¢ FEN 2
FOR T = 1 TO % ¢ LOCATE CARDXC CN ), CARDYC CN ) + T -
1
FRINT BACKS®
NEXT
FAFER 2 ¢ FEN 3 @ LOCATE CARDXC CN ) + 2, CARDY( CN ) +
~
e
FRINT USING "##"3 NUMBERS( CN )
FAFER @ 1 RETURN

Cards matched

SCORE ¢ CPLR ) = SCORE( CFLR ) + 1@ : GOSUR 900 : FOR 1

= 1 70 18

FOR J = 1 TO
LOCATE CARDXC I )
FEN 3 ¢ FRINT CHR
SOUND 1, 4000 - 2
NEXT

FOR J = 1 10 &
LOCATE CARDX( I )
PRINT CHR&( 224 )
NEXT @ NEXT

FOR T = 18 TO 1 8
FOR J = 1 TO S
LOCATE CARDXC I )
FPRINT ","

SOUND 1, 220 * I
NEXT
FOR J =1 T0Q 6

LOCATE CARDX( I )
PRINT " "
NEXT 3 NEXT
IF SCORE( 1)
RETURN

+ 8

+ 5, CARDY( 1 ) + J
B( 224 )

20 % 1+ 40 % J, 7,
+J = 1, CARDY( T )
TEF ~1

+ 5, CARDY( 1 ) + J
- 40 * 0, 7, 15

+J ~ 1, CARDY( I )

CORE( 2 ) = 90 THEN
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800
810
82

830
840
[Sie1"]
860

870
8580

890
00

910
2@
G0

940
950
960
970
980
990

1000
11
1020

10750
1040

1a%5e

1860
1070

Rest card

H

FEN 1

FOR T = 1 TQ 9

LOCATE CARDX(C CN ), CARDYC CN ) + I - 1
FRINT CARDE

NEXT

FAFER 1 @ FEN 2 : LOCATE CARDX(¢C CN ) + 2, CARDYC( CN ) +
-

-

FRINT CHR$( &4 + CN )
FAFER @ 1 RETURN

Update name and score

LOCATE 1, 19 ¢ FEN I 3 FRINT SFACE#( 23 ) @ LOCATE 1, 1
Q

FRINT FLAYER$( CFLR )

LOCATE 2%, 19 @ PRINT "Score :."i SCORE( CFLR )

RETURN

Print message

FEN 3 @ LOCATE 1, @3
FRINT SPACES( 35 )
LOCATE 1, 23
FRINT M8G#( MN )
RETURN

Game over

t FRINT SFAC

SCOREC 1 ) »

: FLAYER® ( 2 )

LOCATE 1, 1@ @ FRINT "CONGRATULATIONS.TOL"3 X#

LOCATE 1, 13 ¢ PRINT PLAYERE( 1 )3 "LSCORED."; SCORE( 1
)

LOCATE 1, 16 @ FRINT FLAYER®( 2 )3 ".SCOREDL"3 SCORE( 2
)

)5 "GAME LOVER"
2 ) THEN X% = FLAYER$( 1 ) ELSE

g

LCATE 6, 22 3 FRINT "FRESS.ALKEY JFORLANOTHER JGAME"
INKEY® = """ THEN 1070 ELSE RUN
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ChexSum Tables

10 = 1408
20 = 3168
2% = 1013
27 = H199
3@ = G173
2= 176
= 2416

549
= 19H3
= 4728
i = 1467
= 1146
w4958
1487

i3 Rl I
2160 -
2070 =
2180 =

1864
415
4145

1428
4141
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BoHE o8 E

[

4020 =

4030
4990
5000
5010
5020
5030
5040

8990

YOV

I

YOI =

L]
@
YRLT
YOI0D

Q4R =

TOTAL =

202096



CONVOY

GAME GuER - PR

CLASSIFICATION: Time-Limit Game

Use the following keys to move: *,’ to move left, *.", to move right, and
the space bar to either deposit a bomb or patch up a section of road.

The enemy'’s trucks are black and yours are red. You are a saboteur
and your mission is to stop a convoy of enemy trucks from passing
you. The idea is to set the time bombs underneath the road by posi-
tioning your boat on the underground river.

The problem: Your own truck must be allowed to pass and you have
no control over the fuses on your bombs!

PROGRAMMING SUGGESTIONS

The falling trucks would look great if there was a big splash and noise
when they hit the water. The code to achieve this would go in the drop
truck routine, lines 2500 — 2550, or a branch to an additional routine.
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PROGRAM

Variables

TRUCKX(4) Truck columns

TRUCK$ String for displaying trucks
BLANKS Blank string to erase either truck or man
TCOLS(4) Colour of trucks

LTM, LNT Last truck moved, last new truck
BOMBC Bomb’s column

PLCOL Player's column

MANS$ String for displaying man
ROAD(40) Which portions of road have been destroyed
BCOUNT Bomb count; seconds to detonation
SCORE Player's score

[, J, T(16) Temps

Program Structure

Lines Function/Activity

19 — 110 Initialise

130 — 200 Display screen

210 — 500 Main loop

1000 — 1020 Move man

2000 — 2090 Move trucks

2500 — 2550 Drop trucks

2800 Man squashed

3000 — 3079 Explode bomb

3500 — 3590 Explode man

4000 — 4050 Patch up road

7000 — 7010 Update score

8000 — 8010 Decrement bomb count

9000 — 9040 Game over
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COMVOY

Intialise

MODE 1 5 INK W, L35
Y MEOL. ( :

9%, 6N, e ¢ SYMRO
14

40 BYMEOL 2 2,

Ahéy -1 1263,
s bbb, 96,

" - L ] o ah
70 HLANKE = ", + CHREC 10 ) + B ) o,
0 MANS = CHRE( 244 ) + CHR$( 246 ) + CHREC 10 ) + CHR$( 8
) 4 CHREC 8 )+ CHRE ( y o+ CHREC 247 )
90 DIM ROADC 40 ), TC 146 )
100 FOR 1 = 1§ TO 40 @ ROADC T ) = 1 & NEXT
1w F '

Screen Display

L3R
140
150

o RORDER 10
L1040

s FOR D = 8 TO % ¢ LOCATE T, J
XT & NEXT
: FOR J
MEXT 3
E I

16@ 21 8 LOCATE 1,

P

TRUCGEX C 1 ) = 58
Ion PRINT USING "%"y

Main program loop

N GOSBUR
L THEN

LOTHEN LOCATE 1, 24 3 FEN 3 3 PRINT "BOME.
UNT
"l ]

Position and move man

G99a v
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Lave

101@

1990
2000
2010
2020

il ]

L0409
20050
2A60
2A70

=l

2099

TF INREY C 39 ) > -1 AND FLCOL > 1 THEN LOCATE FLCOL., 11
: PRINT USING "&"3: BLANKF 2 FLCOL = PLCOL - 1 : LOCATE

FLECOL, 11 3 FEN 2 @ FRINT USING "&"; MANS
= 1 YO 3L ) F -1 AND FLCOL THEN LOCATE FPLCOL, 1

L.+ 1 : LOCATE

1o F'INT USING "&"3 BLANKSE 3
11 = PEN 2 1 PRINT USING "&"i MANS$

Position and move trucks

LTM MOD 4 ) + 1
3 X CLTH ) = @ THEN 2060
lDLﬁTE TRUCKEX ¢ LTM )y 3 ¢ FRINT USING "&"3 BLANKE : TRU
X ) = ThULk CLTM )~ 1 2 PEN TCOLSC LTM ) & LOCF
tOFRINT USING "%y M
THEN IF TCOLSC LTM ) = 2 THEN LOCA
FRINT USING "8"3 ELANKE 5 TRUCKX(
LBE LOCATE 1, 22 3 FRINT "YOULLETJANLENEMY JTF
S GOTO 9000
| " LTM ) ¢ IF ROADC T ) = @ AND ROADC T + 1)
= @0 THEN 2500
RETURN
T TRUCEX CLNT ) x 85 THEN RETURN
T o= LTM & TRUCKX( llM Yo o= BB ¢ IF RNDC 1 ) < @.% THEN
OLEC LIM ) = : A AW LIM ) = 2
TCOLSC LTM ) s Aow FRINT USING "&"3 TRUC

X
3

UKN

Drop truck routine

= 3 ¢ 1 = TRUCKXC LTM )

CATE Tw J 8 FRINT USING "&"g BLANKE
HUUNU 1y 1@ % J, 1@, 19

Jomd LOCATE 1, J & PEN TCOLSC LTM ) ¢ FRINT USIN
G "y ]

IFJ

I e

[ FLOOL OR T o+ 1 = PLOOL

ORI
[F m BOORE i 700
@ "5y BLANKS LTM
)

1.0 COME WLOF LY QUR LOWN , TRUCKS LDESTROYED
I

Squash man!

LOCATE Ly 2 0 FRINTD "SEUISH P GO0 Y000
Explode Bomb routine
LEF ROMEBE = @ THEN 2530 FLSE LOCATE ROMBC, 10 @ FRINT ",
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TF BOMBE = L THEN ST = 1 BT = BOMEBC - 1

F I =8 . BC + 1
FOR J 5OTO 9 5 LOCATE T, J & FRINT "M & SOUND 1, @,

1y by Jd
ROADC LT ) = @

INTCRNDC L ) % 1@ ) + 2
< @y RETURN

Destroy Man

FOR I = 1 T0 1@
FOR J = 1 TO 16 & TCJ ) = INTC RNDC L ) * 2%% ) ¢ NEXT

SYMBOL 244, TC 1L )y, TCQ2 ), TC3Z ), TC4 ), TCH ), T(
by TCT7 ), TC8)H
SYMEBOL 246, TC 9 ),
TC 14 ), TC 1S
SOUND 1, @,

CLBd )y TC L Dy TC L2 )y TC 18 ),
¢

y
LOCATE FLOCOL, 11 ¢ FE

Ly & %
21 PRINT USBING "3 MAN% 1 NEXT

@by, @, B
LML, 11

246, O, @,

B
N

A58 BYMBOL 244, B, O, @, @, W

( / . @ JOATE UBING "%"p M

@, 0, @, @, @

3550

Mend road routine

ST = PLOOL - |

< 1
510 9
<8 (207

E1ikal"]

Update score

LINQ
7000 LOCATE W@, 4 0 FEN S s FRINT "SCOORE "5 SCORE
7OLD RETLIRN

Decrement Bomb count

799
B BCOLIN
B RV URN

CCOUNT =~ )

End of game

BY90
R4 VS

SO 1, 1oa, By 18 s LOUATE 1, @4 o« FRINT 8
yoa LWGATE L, B4
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1o 1668
DO e
30
40
G0 =
60 =

2006
1887
G4

4026
&247
7Q6S

X276

144

Y040

TOTAL

208

1649
1585

1652




LASER CROSS

CLASSIFICATION: Shoot-Out Game

Use the following keys to move: ‘A’ to move laser up, ‘Z’ to move laser
down, ‘' to move laser left, *." to move laser right and the space bar
fire.

Waves of guard ships will try to obliterate your planet by striking one
of the three energy stores or your laser.

The mother ship adds to the enemy’s firepower and is worth more
points.

PROGRAMMING SUGGESTIONS

More guard ships could be added, but make sure you update the
‘Position Guard Ships’, ‘Guard Fires’ and ‘Blow Guard Ship’ routines.
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PROGRAM
Variables

ENEMX(4), ENEMY(4) Ships coords

PROW, PCOL
EPHASE(4)
ETYPE(4)
ENEMY$(2,4)
SCORE

™

HIT

COLS

|

Pointers row and column
Phase of each ship
Types of ships

Strings representing ships
Player's score

Time remaining

Number of ships hit
Colour of ships

Temp

Program Structure

Lines

19 —80
100 — 500
1000 — 1070
2000 — 2100
3000 — 3050
4000 — 4040
8000

9000 — 9020

Function/Activity

Initialise

Screen display and main program loop
Move pointers

Fire routine

Control ships

Player hit

Update time

Game over
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LASER CROSS

HB
7@

80

9@

1a0
110
130
140

160

200
210
220

pl" 12}

990
1000
1010

1020
1030

1040
1@%0

Initialise Game

6 ¢ INK 3, 24
60, 24, 24 : SYMBO

5, S

31, 15 @ SYMBOL 2
240

24, 16 1 SYMBOL 24

MODE 1 = INK @, @
SYMROL. 240, o

194, b,

24, 24 » SYMROL 2

SYMBOL. 248 28, 24, 24 1 SYMBOL 249
y By @y, @,

FOR [ o= 1 1 = CHRS$( 245 + 1 ) 3 NEX
Y

ENEMY & ¢ 3
4% ) v E
HEE (2475

) o1 ENEMY#$( 2, 2 ) = CHR$( 2
= CHRE C 244 ) 3 ENEMY$C 2, 4 ) = (¢

Screen display and Main Program loop

BORDER @ = FAPER @ @ CLS

FPROW = 12 @ PFCOL = 20

™ = 6@ : EVERY 80 GOSUR 8000

MOVE 17, A58% ¢ DRAW 17, 17, 1 1 DRAW 623, 17, 1 : DRAW

623, AB8E, 1 1 DRAW 17, 3835, 1

DRAW @, %99, 1 @ MOVE @, @ = DRQN 17, 17, 1 &+ MOVE 623,
17 &+ DRAW 639, @, 1 & MOVE 623, S DRAW 640, 400, 1

Los FRINT CHREC 240 ) 3 LOCATE FOOL, 2%
#0241 ) @ LOCATE 1, FROW 3 FRINT CHR$( 24X ) @
LDLAFE 40, FROW : FRINT CHR#$( 242 )
GOSUER 1000
IF INEEY C 47 ) » —1 THEN GOSUER 2000
BOSUR 1000
GOTO 200

Move pointers

IF INKEEY( 69 ) = ~1 OR FROW < THEN 1020
LOCATE 1, FROW s FRINT 4@, FROW @ FRINT ",
s PROW = FROW - 1o 21, PROW @ PRINT CHR

f&
EC 240 ) 2 LOCATE 40, [ CHREC 242 ) ¢ RETURN
IF INEEY C 71 ) = -1 OR FRC 3 THEN 1040
LOCATE L, PROW = FRINT "." @ LOCATE 4@, FROW 1 FRINT ",
"1 FROW = FROW + 1 & FEN 1 & LOCATE 1, FROW : FRINT CHR
$C 2435 ) @ LOCATE 4@, PROW @ FRINT CHR¥( 242 ) @ RETURN

[F INKEY ( 29 ) = -1 OR FCOL < 3 THEN 1060

LOCATE PCOL., t FRINT "." 0 LOCATE FCOL, 2% ¢ PRINT ",
"oy PCOL. m= P FEN 1 3 LOCATE FCOL, 1 3 FRINT CHR
O 240 ) 3 L 2% 4 PRINT CHR£C 241 ) 1 RETURN
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La6w
1070

2990
000
010

1990
4001

401
4020
4050
4040

[FINKEY ( 51 ) = -1 OR FCOL >
LLOCATE W Lor PRINT "o" s L
“r FCOL = FCOL + 1 @ PEN L @

$( 240 ) : LOCATE FCOL, 2% :

PRINT ",
FRINT CHE
: RETURN

Fire laser

MOVE 1é& % FCOL - B, 18 : DRAW 16 * FCOL -~ 8, 381, 3 M
OVE 18, 407 ~ 1é& % FROW : DRAW &&1, 407 - 16 * FROW, 3
GOUND 1, 0@, 1@, 19

HIT = @ & FOR L = 1 TO 4 ¢ IF EFHASE( [ ) » @ AND ENEMX
C I ) = FCOL AND ENEMYC T ) = PROW THEN HIT = I
NEXT

IF HIT THEN GOSUR 4000 ELSE SCORE = SCORE - 1@

MOVE 16 % FCOL - 8, 18 @ DRAW 16 * FCOL - 8, 281, @ ¢ M
OVE 18, 407 - 1& % FROW & DRAW 621, 407 ~ 16 * FROW, @
RETURN

Control ships

IF RNDC 1 ) « @.6 THEN RETURN

FOR T = 1 TO 4 ¢ IF EFHASEC T ) <> @

C EFHASEC T ) MOD 4 ) + 1 ¢ GOSBUR 3500 : IF RNDC 1 ) <
@.A1 THE 3¢ 1 ) = INTCRNDC 1) » 20) + 2 ¢ GOTO 30

THEN EFHASE ( [ ) =

"} GE

TFRND ( E ENEMXC T )
w TNT( = INT ¢ RNDC 1)
LS S I ) m INTC RNDC
) ® ) 4+ * W) 4D BO

| 1) € 0,02 AND EFHASE C T ) < @ THEN EFHASE (I
) o= @ ¢ LOCATE ENEMXC 1 ), ENEMYC 1 ) & FRINT ",."
NEXT

RETURN

Draw ships
FE : LOCATE E T )y ENEMYC T ) & FRINT E
N I )y EFHAS )

=

FETURN

Hit routine

COENEMX C HIT )y ENEMY C HIT ) & FRINT "M

IF A THEN LOCATE 1@, 1@ 5 FRINT
D . YOU HIFL" s SO0
SUORE o 1@ % ETYFEC HIT )

ABE (
RE TURN

= 0

148



Update time

7990
8000 TM = TM - 1 2 IF TM > @ THEN RETURN

Game over

8990 =

QUOR  LOCATE 1, 1 @ FEN 3 @ FRINT "GAME OVER , ~.YOUR BCORE @ ,"
i SCORE

FOL@  IF IN k

Q2@ IF IN

om0 THEN 9020
"vOTHEN 9020

ChexSum Tables

LA

416

4R

FOTAL = 170206

w0
1000 = 27459
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OBSTACLE

YYYYY

liixlllt Ak

I

CLASSIFICATION: Avoidance Game

Use ‘A’ and ‘Z’' to move (up and down respectively) through the obstacle
course.

Your goal is to reach the bottom in the best possible time, avoiding
the stompers and lasers along the way. At the lower set of stompers,
you only need to move one step below the lasers and then you will fall
all the way.

PROGRAMMING SUGGESTIONS

To make the game more difficult the number of lasers or the number
of stompers could be increased. To make it impossible increase both.
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PROGRAM
Variables

™
PHASE

MROW
LASER(10)
LASROW(10)
ASTOMPLXL(5),
ASTOMPXR(5
BSTOMPXL(3),
BSTOMPXR(3)
ASTOMPY (5)
BSTOMPY(3)
ASTOMPDR(5)
BSTOMPDR(3)
1, J, K

Time

Phase man has reached (1-3)
Man'’s row

Timer counts for each laser
Row of each laser

Top set stompers

columns (left and right)
Bottom set

stompers columns (left and right)
Top stompers rows

Bottom stompers rows

Top stompers directions
Bottom stompers directions
Temps

Program Structure

Lines

10 — 110
130 — 500
1000 — 1060
2000 — 2630
8000

9000 — 9020

Function/Activity
Initialise

Program main loop
Fire lasers

Move stomper
Update time

Game over
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ORSTACLE

ey
N3

80

9@

100

140
130

140

145

150
160
170
160
190
200

%]

990
1000
1008

Initialise game

MODE 1 & INK @, @ ¢ INK 1, & ¢ INK 2, 11 & INK 3, 24
FOR T = 1 70 10 & LASROWC T ) = & + 1 & NEXT
PHASE = 1 1 MROW = 2
. 1 .

T

FOR T = 1 TO S ¢ A
AGTOMEXRC T )
=1 TO X ¢ BETOMFYC I ) = 17 + 2 % [ & BSTOMFXL(

15 ¢ BSTOMFXRC T ) = 24 ¢ BSTOMFDRC I ) = 1 » NEXT

OMEY C T ) = % 4+ 1 ¢ ABTOMPXLC 1T ) =
g4 o ASTOMEFDRC T ) = 1 & NEXT

19
FOR I
£

R @ : CLE ¢ BORDER @

s UK 8000
N2 o FOR I o= 1 TO 1@ 3 LOCATE 1, LASKROWC T ) & FRINT
CHRE C 246 ) ¢ LOCATE 4@, LASROWC T ) : FPRINT CHR%( 247
) ¢ NEXT
FOR T = 1 70 & ¢ FOR J = 1 TO 14 : LOCATE J, ASTOMFYC I
) 2 FRINT CHREC 194 ) : LOCATE J + 24, ASTOMFYC 1 ) ¢ F
RINT CHR#( 154 ) ¢ NEXT 2 NEXT
FOR LT o= L 7O % 3 FOR J = 1 TO 14 3 LOCATE J, BETOMFY( 1

Yo FRINT CHR#C 154 ) ¢ LOCATE J -+ 24, BETOMFYC T ) 2 F
RINT CHRE C 1854 ) ¢ NEXT ¢ N
FEN 1 ¢ LOCATE 20, MROW 3 FRINT CHR$( 249 )

Main Program loop

IFOITNREY ¢ &9 ) = ~1 OR MROW < 05 THEN LEE LOCATE 20
y MROW = PRINT "." & MROW = MROW ~ 1 @ IF TEST( 304, 407

= 1éh * MROW ) < @ THEN 9000 ELSE FEN 1 @ LOCATE 20, MR
OW = PRINT CHR$( 249 )

IF FHABE = X THEN 140 ELSE IF INKEY( 71 ) = -1 OR MROW
P18 THEN 1%

LOCATE 2@, MROW 3 FRINT "." @ MROW = MROW + 1 3 IF TEST
C A4, 4Q7 ~ 16 % MROW ) < @ THEN 9000 ELBE FEN 1 : LOC
ATE 20, MROW @ FRINT CHR®( 249 ) 3 IF MROW » 24 THEN 900

FHASE = ~( MROW > 1 ) = ( MROW > 8 ) —( MROW > 18 )

FEN 1 : LOCATE 1, 1 & PRINT "TIME :,"y TM

IF FHASE - THEN 190 ELSE I = INTC RNDC 1 ) * 5 ) + 1
: GOSUR !

FOR ko= L TO % ¢ 0 = INTCRNDC 1) % 5 ) + 1 1 BOSUR 20

@0 ¢ NEXT

IF FHASE = 2 THEN GOSUB 1000

IF FHASE > 1 THEN FOR K = 1 TO %5 ¢ I = INT( RNDC 1 ) %

I o+ 11 BOSUE 2000 @ NEXT

GOTO 130

Fire lasers

FOR T = 1 7O 1@ s J = INTC RNDC 1 ) * 1@ ) + O
TF LAGERC T ) « @ THEN LASERC I ) = @ « MOVE 17, 407 -
Lé * LASROWC [ ) & DRAWR 6BES, @, @
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1219

1040
N2 bwl]
1060

1990
2000
2010

LD20

]

)= @ THEN IF RNDC 1) D.9 THEN 106Q@ ELSE
s J oy N 1y L WC I ) v FRINT
: LOCATE 4@, LAE I ) & PRINT CHR$&C 247 )

s LASERC T ) - 1 & IF LASERC I ) » @ THEN 1@

Ly LASROWC T ) 3 FRINT CHR&( 246 ) 3 LOC
3 ROWC T ) 2 FRINT CHR$( 247 ) @ MOVE 17, 407 -
L& ® LASROWC [ )

SOUND 1, 400, 1@, 135 » DRAWR 6@%, @, 2

LASERC 1 ) = -1 ¢ IF LASROWC [ ) = MROW THEN 9000

NEXT ¢ RETURN

Move stomper

FHAES
2 1 LOCATE IMEXLC T ), BSTOMPY C I ) ¢ IF BSTOMFD

Loy = 1 THEN NT CHRE (154 ) ELSE FRINT "."

LOCATE BSETOMPXRC T ), BSTOMFYC I ) ¢ IF BSTOMFDRC I ) =
1OTHEN FRINT CHRE( 154 ) ELSE FRINT "

FEBSTOME « ) -1 THEN 2100 ELSE [F BSTOMFPXLC( I ) =
19 THEN IF BSTOMEY C T ) = MROW THEN 9000 ELSE BSTOMFDR(
Loy o= =4 3 GOTO 20850

BSTOMFXL. ¢ C

RO T ) =

LOCATE EE

 LOCATE

i

LC L)+ BSTOMFDRC I ) & BSTOMFX
1) =~ RETOMEDRC T )

‘ LT )y BETOMFPY C T ) ¢ FRINT CHR%( 143 )
BRETOMEXRC T ), BETOMPY C T ) ¢ FRINT CHR#( 143 )

RETURN
LFOBSTOMFXLC T ) = 18 THEN BSTOMFDRC T ) = 1 3 GOTO 212
"}

E

TOMFXLC T ) = BETOMEXLC L ) + BSTOMFDRC [ ) ¢ BSETOMFX
RC T ASTOMEXRC T ) BSTOMFDRC T )

LOCATE MEXL.C I )y BETOMFY C T ) & PRINT CHR$( 143 )

2 LOCATE BSTOMPXRC T ), BSTOMFY( T ) 1 PRINT CHREC 143 )

RETURN

FEN 2 @ LOCATE ASTOMFXLC T ), ASTOMFY C I ) : IF ASTOMFD

RO L ) = 1 THEN PRINT CHRE( 1854 ) ELSE PRINT "."

LOCATE ASTOMFXRC T ), ASTOMPY( T ) = IF ASTOMFDRC I ) =
1 THEN FRINT CHR#&( 1854 ) ELSE FRINT "."

IF ASTOMFDRC [ ) = ~1 THEN 2600 ELSE IF ASTOMFXL.C I ) =
19 THEN IF ASTOMFY C I ) = MROW THEN 9000 ELSE ASTOMFDR(
)y = -1 3 GOTO 2040

ASTOMFXL.C I ) = ASTOMFXL.C I ) + ASTOMFDRC I ) 1 ASTOMFX

RC T ) = ABTOMFXRC 1T ) - ASTOMFDRC 1 )

LOCATE ASTOMFEXL. ¢ [ )y ASTOMFYC L ) ¢ FRINT CHR$( 143 )

: LOCATE ASTOMFXRC I ), ASTOMFY C 1T ) 1 PRINT CHREC 143 )

RETURN
IF ASTOMFXL C T ) = 18 THEN ASTOMPDRC [ ) = 1 ¢ GOTO 262

@

ASTOMFXL. C T ) = ASTOMFXLC T ) + ASTOMFDRC I ) 1 ASTOMFPX
RC T ) = ABTOMPXR(C T ) ~ ASTOMFDRC T )

LOCATE ASTOMFXL.C T ), ASTOMFY C I ) & FRINT CHR#( 143 )

: LOCATE ASTOMPFXRC T ), ASTOMEY C T ) ¢ FRINT CHR$(C 143 )

RETURN
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Update time

7990
BA@ TM = TM + 1 & RETURN

Game over

B8990

000 LOCATE 185, 1 @ FRINT "GAME . OVER .~ .SCORE.=."3 MROW * 10
- TM % 2 - 100 % ( MROW » X% )

005 FOR I = 1 T0O 1500 @ NEXT

Q@7  IF MROW > 23 THEN LOCATE 1, 2 3¢ FEN 3 3 PRINT "CONGRATU
LATIONS ! ! o= YOU LHAVE ,WON! ! "

9013 IF INEEY$ = "" THEN 9020 ELSE 9010

020  IF INKEY# = "" THEN 9020 ELSE RUN

ChexSum Tables

1@ | ey

]

20 o= 2798 - = B6B4
30 o= 1486 = . Sagm
40 = 6BE2 = :

G0 = 7171 - -

60 = %48 = -

70 = 612 -

B8O = S463 o -

90 = 7015 = -

100 = 7047 -

110 = 1860 =

]
140 = @ = =@
1 ; 432
140
14%
L5@ ==
16@ =
170 =
180 =
19@ = TOTAL =
200 =
H0e =
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ALLIGATOR

CLASSIFICATION: Time-Limit Game

Help the starving alligator to find food by guiding it to plants, exotic
fish and the delicious yellow fish. All of the yellow fish must be eaten
and the Alligator must reach the right hand side of the screen within
the given time-limit.

If you forget that Alligators can't stay under water forever then the
poor thing will drown! Keep an eye on the air gauge at the top of the
screen and don't eat the mines.

Use ‘A’ to move up, ‘Z' to move down, ‘.’ to move right.

PROGRAMMING SUGGESTIONS

What if the Alligator had bigger lungs? Increase the value of GAUGE.
The game could be made significantly more complex by randomly
swapping mines for fish or making mines invisible for a short period.
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PROGRAM

Variables

NR Number of rounds

PHASE Alligator’s phase (1 or 2)
ALLIGS$(2) Strings to display Alligator
BLANKS String to erase Alligator
SCORE Player's score

GAUGE Seconds remaining before Alligator drowns
OTIME Overall time left this round
ALLIGX, ALLIGY Alligator's coordinates
NYFISH Number of yellow fish

I, J, T1 Temps

Program Structure

Lines Function/Activity

19 — 110 Initialise

120 — 2990 New round

300 — 590 Main loop

600 — 990 Check collisions

1000 — 1990 Alligator breathes

2000 — 2490 Eat exotic fish

2500 — 2990 Eat yellow fish

3000 — 3990 Eat mine

4000 — 4490 Alligator drowns

4500 — 4990 Time up

5000 — 5990 Update Gauge and Time
6000 — 6990 Update score

7000 — 7990 Decrement Gauge and Time
8000 — 8990 Animate Alligator

9000 — 9040 Game over
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ALLTGATOR

Initialise game

INED Ly @ 8 INED 2, 12 5 INK 5, 1 o

@, 192, 96, 96, 119 1 SYMROL 241,
48, 48, 0

@, @, 1, 2, 180 : SYMROL 243, 248,
192, 96, 48

e, 198, 192, 96, 119 3 SYMBOL 24
48, 97, 97

184 ¢ SYMEROL 247, 25%

9B, 129, @
L 110, 196, 128
25 o, LES, 295, 176, 60,
CHEE C 240 ) 4+ CHREC 242 ) + CHRE( 10 ) +
GTR + CHR$( 241 ) + CHRE( 243 )
90 ALLIGE( 2 ) = CHREC 244 ) + CHREC 246 ) + CHREC 10 ) +
GTRINGS ( 2, 8 ) + CHRE( 245 ) + CHRE( 247 )
100 HLANKE = CHRE( ) + CHRE( 32 ) + CHRE( 10 ) + STRINGE
C 2y B8 + CHREC 32 ) + CHREC 32 )

AL L.

New round of game

6 TO 24

G THEN FEN 1 2 LOCATE 1, J
@

LOCATE 1, J & PRINT CHR$E( 249

. 045 AND NYFIGH < 7 THEN FEN 2 ¢ LOCATE I, J
CHRG 248 ) u NYFIGH = NYFIGH +

FRONT

<10 FEN L= L T0 4@ ¢ LOCATE Ly, 8 = PRINT CHR#&( 154

FRINT "SCORE 5 ,"s SCORE & LOCAT

NT "alkR s, 2 FEN 1
NR 3 LOCATE L, 3 2 PRINT CHR#&C( 143 )

ALLIGX, ALLIG

§OFRINT USLNG "8 s
270 EVERY 30, | GOSUE 8000 :

Main program loop

£90 H
L1 LOCATE Ll X ALLEGY o FEN L ¢ FRINT USING """y ALL TG
)

(
BaN] [FOAINEEY C 69 ) = 1 OR ALLIGY < & THEN 350
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4+1@
420
fedtal%]

w4
600
610

620
bR

640
&G0

=Y}
670

6HBO

&90

9@
Y]

1010
1020

1030

1990
2000
2019

2020

2490

LOCATE ALLIGX ., ALLIGY & FRINT USING "%y BLANEE = ALLIG
Y = ALLIGY ~ 1 JSUR 600

TE LAY JGUR 1000

LF 710 1 OR ALLIGY THEN 280

ALL IGY @ FRINT USING "%"3; BRLOANKE @ ALLILG
1 GOSUR 60O

) ool THEN 410

ALLIGY = FRINT USING “%"3 BLANEZF : ALLIG
(] lbUH 600

2OLF ONYFISH » @ THEN LOG
OWLFIGHL
+ 100 ¢ GOTO 12
) 1 THEN 4500

Check collisions

= TEST( ALLIGX * 16 — 16, 4105 - 16 * ALLIGY )

T 1 THEN Z000 ELSE TL o= 2 THEN GOSUR 2000 ELSE
FHEN GOSUE .

ALLIGX * 16

Bo- b % ALLIGY )
T o= 2 THEN GOSUER 20500 ELSE

5 OTHEN GOSUE
ALLIGX * 16,

THEN GOS8 lJB !

ALLIGX * 16

THEN Z00@ E y
THEN GOSUR '

o 1 LOCATE ALLIGX, ALLIGY & FRINT USING "&"3 ALLIGH

¢ FHABE )

RE TURN

299~ 1 b .
& THEN GOSUE

)

Alligator Breathes

LOCATE ALLIGX, @ ¢ FEN X ¢ FRINT CHR$C 104 )5 CHR$( 1054

. GUAGE = 13 - NR
22 - NR ¢ LOCATE 1, 3 1 FRINT CHR$®

RETURN

Player eats exotic fish

BUORE = SCORE + 10 1 GOSUB 6000
SOUND 1, @, 135, 1% : SOUND 1, 4@, 1S, 19 2 SOUND 1, 60
VRN w1

Player eats yellow fish
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1, I

Wy 1S 3 NEXT
= GLAGBE + 1

Player eats mine

FOR T = L TO 2% ¢ BORDER I
SOUND 1, @, 10, 1%, 1, 1, 1
@Gy INTCRNDC L ) % 26 )
Jomo T 7@ v NEXT 5 NEXT

Alligator Drowns (no air left)

=990
4000
4010

Ly @& 8 FRINT "FOOR GALLIGATOR JHAS JOROWNELD

[

4020 BOTO 9000

Time has run out

4490 @

4500 FEN 1 3 LOCATE 1Ly @ ¢ FRINT "YOULARE LTOOSLOW . o T TME LR
P

wt!

4518 FRINT CHREC 7 )

4520 GOTO 9200

Displays remaining air

499Q
G000
el p N}
"0l

FRINT 0
"TIME £, OTIME

Update score

5990
6OV
6010

NS s LOCATE 1, L ¢ FRINT "SCORE
" LIRIN

Decrement Air Gauge and time elapsed

LI
7000
7010

¢ GBUAGE ~ | OTIME = OTIME - 1

=
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Animate Alligator

7990 =
BOOD  FHASE = ( FHASE MOD 2 ) + 1
BO10  RETURN

End of Game

a990

OO SOUND 1, 100a, Sa, 15

Y010 ORI o= 10 TO 320 2 FOR J = 10 TO 1% @ LOCATE I, J : FRI
NT """ & NEXT & NEXT

YO0 FEN 1 s LOCATE 13, 12 2 FRINT "G.AMELLOLVLELRY

FORE BOUND 1, 1@ b1 I R

PRIB  IF INKE THEN 9040 ELSE 9030

9040 IF INKEYS$ = THEN 9040 ELSE RUN

ChexSum Tables

390

i
s
batd
s
]

i
Hgg
L id R
a2
&

1@
20
0

i

s
Fx
S
¥

BB OHOE

=
e

40 = 4000 =

50 = = 401D =

60 = = 4020 =

- = 4490 =

= 4500 =

= 4510 =

= 452D =

= 499Q =

= 5000 =

1960
LAY
H& 7%

e
I
&
s
]

>
s
s
s
g

w Né6S - 6010 = 201
= HUL48 = Q445 L9990 = @

@ AHE = 2008 7000 = 3049
= Q6N = 5178 7010 = 201
o Q74R = 201 7990 = @
w1114 1990 = @ BOVGG = 1930
= 2948 2000 = 1917 8O1Q = 201
= 2178 2010 = 1626 PR = /

= H420 22D = 201

= 1344 2490 = @

= w486

s = Rl

- = L3l

= =@

= B A

s w b3abty TOTAL =

s ow LELY
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DRAUGHTS

CLASSIFICATION: Simulation Game

A two player game of draughts for all ages, suited for the novice and
experienced alike. The game is played using a mock board and the
player moves his player to the appropriate position.

The play is controlled with the following keys:

‘A’ to move the cursor up

‘Z’ to move the cursor down

‘" to move the cursor left

‘" to move the cursor right

Use the 'SPACE’ bar to deposit or pick up the player and the ‘C’ to
change a move. Press ‘SHIFT" and 'Q’ to replay or quit.

PROGRAMMING SUGGESTIONS

The game could of course be changed in many ways. As it stands it
plays a reasonable game. It could be altered to play against the com-
puter, have different levels of play and have time differing time limits
for moving in each level of play.
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PROGRAM
Variables

A, B

C

REPLAY

FLAG

X(8,8), Y(8,)
COL (8,8)
CONTENTS(8,8)
MX(3000), MY (3000)
COUNT

Cursor coordinates

Colour

Flag for replay

Has ‘C’ been pressed?
Coordinates of each square
Paper colours for each square
Contents of each square
Moves coordinates

Moves count

Number of black pieces
Number of red pieces taken
Temp

String for draughts piece
Space string

Temp

Coordinates of location to move piece from
Coordinates to move piece to
String to draw

Function/Activity
Call initialise

Main loop

Cursor control
Replay

Draw board

Block routine

Initial initialisation
Replay initialisation

BPIECES
RPIECES

N

PIECE$

SP$

=

FROMX, FROMY
DESX, DESY
BLOCK$
Program Structure
Lines

30 —70

100 — 490
520 — 660
690 — 770
800 — 900
930 — 980
1010 — 1130
1160 — 1440
1470 — 1520

Menu
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DRAUGHTS

Call initialise Game

4@ GOSUR 1010
] A= 1 @ R =1
-1 COUNT = )

Main program loop

7@ H

100 GOSUR 120

110 JVO 100

120 €0 =

130 JLAIF 1, 23

140 C o FAFER © 3 FRINT "RED S.MOVE,."

150 IF REPLAY <> 1 THEN GOSUER S20 @ FRINT CHR$(7) ELSE GOTO
180

160 IF FLAG = 1 THEN GOTO 120

170 IF CONTENTS (A, B) <3 O THEN GOTO 150 ELSE FROMX = A 5 F
ROMY = K '
180 IF REFLAY <3 1 THEN GOSUR %20 @ FRINT CHR$(7) ELSE GOSU
B 690
190 IF FLAG = 1 THEN GOTO 120
200 IF COL (A, B) = 1 OR CONTENTS (A, B) <» @ OR A > FROMX +
2 0R A 4 FROMX ~ 2 OR A = FROMX THEN GOTO 160

210 DESY = R
220 8 THEN IF (A = FROMX + 2 AND CONTENTS (FROMX
b CDEBY - FROMY) / @)) < %) THEN GOTO 180
250 IF F - 1 THEN IF (A = FROMX - 2 AND CONTENTS (FROMX
=1y FROMY + ((Dhﬁv -~ FROMY) /7 2)) <& &) THEN GOTO 180
240 W FDNTFNIH(A By = (O & PAFER COL (A, B) 1 BLOCKS =
250 =@ 2 A= FROMX 3 B o= FROMY @ FA
BLOCKE = GFE ¢ GOBUB 9350
260 THEN MX (COUNT) = FROMX & MY(COUNT) = FRQ
1o MXCCOUNT) = DESX ¢ MY (COUNT) =
+ 1
270 =2 T TENTS (FROMX + ((DESX =~
UMY + ((DESY - FROMY) / 2))) = @ 1 EFIE
r LOCATE BRIECES, 21 3 FEN & 1 FAFER Q
290
280 /2 2 Bow FROMY + ((DESY

2) :~PQFEH COL.(A, E) & BLOCKSF = SF% : GOSUR
12 THEN LOCATE 1, 23 1 FAFER @ @ PRINT "RE
.‘”“ % TN = § TO 1@ FOR T = 1 TO 1000 STE

129, T, 10, 1% ¢ NEXT T @ NEXT N 3 FOR T =
NEXT T & GOTO 1470

”HLUh‘S4MOVE**“

FRINT CHRE(7) ELSE 260

e

A ELSE FROMX = A ¢ F

LOTHEN GOSUR 520 5 FRINT CHR#%(7) ELSE

BOSW
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460

470

480

490
S20

]

540

piwl"]

21"
G570
el ]
590
&0

&1
620
&30
H40
650

660
&90
700
710
740
750
74@
750
760

IF FLAG = 1 THEN GOTO 300

IF COLA, B) = 3 OR CONTENTS (A, K) «<» @ OR A » FROMX +

2 OR A < FROMX ~ 2 OR A = FROMX THEN GOTO 6@

DESX = A : DESY = R

IF FROMX < 8 THEN IF (A = FROMX + 2 AND CONTENTS (FROMX
+ 1, FROMY + ((DESY ~ FROMY) / 2)) <> 4) THEN GOT(Q 260
IF FROMX » 1 THEN IF (A = FROMX - 2 AND CONTENTS (FROMX

-~ 1, FROMY + ((DESY - FROMY) / 2)) <& 4) THEN GOTQ 160

FEN C : CONTENTS(A, B) = C : FPAFER COL(DESX, DESY) : A

= DESX ¥ B = DESY 1 BLOCKS: = FIECE® : GOSBUR 9730

IF REFLAY <> 1 THEN MX(COUNT) = FROMX 3 MY (COUNT) = FRQ

MY 3 COUNT = COUNT + L 5 MXCCOUNT) = DESX = MY(COUNT) =

DESY & COUNT = COUNT +

CONTENTS (FROMX, FROMY) @ : A = FROMX @ B = FROMY @ PA

FER COL (A, B) @ BLOCKS$ SF% @1 BOSUR 930

IF ARG (FROMY -~ DESY) = 2 THEN CONTENTS (FROMX + ((DESX
FROMX) / @), (FROMY + ((DESY - FROMY) / 2))) = 0 : RFIE

CES = RPIECES + 1 1 LOCATE 20, RPIECES @ PEN 4 @ FAFER @
2 PRINT CHR®(231) ELSE 470

A = FROMX + (C DESX - FROMX) / 2) @ B = FROMY + ((DESY
- FROMY) 7/ 2) & FAFER COL (A, B) @ BLOCES = GP% 1 GOSUR
EA]

IF RFIECES = 12 THEN LOCATE 1, 23 @ PAPER @ : FRINT "BL

UELWING! ! qaaan’ ¢ FOR N = 1 TO 10 ¢ FOR T = 1 TO 1000 STE

F oS0 ¢ SOUND 129, T, 10, 1% 2 NEXT T @ NEXT N ¢ FOR T =
1 7O 2000 + NEXT T @ GOTO 1470

RETURN

Ea~

b3

Cursor control

IF INKEY (&7) = 32 THEN GOTO 1470

IF INKEY (62) = -1 THEN FLLAG = @ ¢ PAFER 10 ELSE FLAG =
1 : RETURN

FEN CONTENTS (A, B)

IF CONTENTS (A, E) * @ THEN BLOCKS$ = PIECE$ ELSE BLOCKS$

= GF§

GOSUR 930

FAFER COL. (A, EB)

BOsSUE 930

IF INKEY(47) » =1 THEN RETURN

A= A+ CINKEY (39) > ~1) ~ (INKEY (A1) » =-1) ¢ B = B +
INKEY (69) » —~1) =~ (INKEY(71) » -1)

IF A > 8 THEN A
IF A < 1 THEN A
IF B » 8 THEN B
IF B < 1 THEN R

GOTO S20

LI

(
1
a
1
8

Replay game

FROMX = MX(COUNT) : FROMY = MY (COUNT)
COUNT = COUNT + 1

A = MX(COUNT)

B o= MY (COUNT)

COUNT = COUNT + 1

IF MXC(COUNT) = @ THEN GOTO 1470

IF INKEY (&7) » ~1 THEN REFLAY = 0
RETURN
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770
800
810
820
810
840
[=hl”]
860
870
860
850

00
Eat]
940
50
G960
970

980

1010
1020
1030
1040
1%
1060
1870
1080
1090
1100
1110
1120

11720
1160
1170

1160
1190

1200

1210
1220

Draw Board

FOR T = 1 T0 8
FOR N = 1 TO 8
FAFER COL (N, T)

IF CONTENTS (N, T) = @ THEN BLOCK®$ = SP%

A=N: RB=1T

IF CONTENTS (N, T) > @ THEN RLOCKS = PIECES

FEN CONTENTS(N, T)
BOSUE 930

NEXT N = NEXT T
RETURN

Block routine

H

LOCATE XA, By YA, B
FRINT LEFTE (BLOCKS, 2)
LOCATE XA, B), Y(A, B) + 1
FRINT RIGHT® (BLOCKS®, 2)
RETURN

Initial initialisation

MODE @

FEN 1 ¢ INK 1, 18
FAFER @
HORDER

INK @,

INK 2,

INK 3,

INK 4,

REFLAY

INK 5,

INK 7,

DIM X(8, &), Y8, 8), COL(@E, &),
@), MY (3000)

r CLS
[-)

"]
"]

TRECSKN =

W}
FOR T = 1 T0O 8 2 FOR N = 1 TO 8
NEXT N @ NEXT T

FOR N = 1| TO 8 BTEP 2

CONTENTS (8, 8), MX(X00
Replay initialisation
S 1 COUNT = 1 ¢ BFIECES = 0 1 RFIECES = @
CONTENTS (N, T) = @ 3

CONTENTS (N, 1) = 4 @ CONTENTS(N + 1, 2) = 4 1 CONTENTS(

Ny 3) = 4

CONTENTS (N + 1, 8) = % 3 CONTENTS(N, 7) = 5 3 CONTENTS(

N+ 1, 6 =5
NEXT N

SYMBOL 24@, @, 3, 1%, 31, 6% , 63

. 127, 127




1230
1240
1250
1260
1270
1280
1290
17300
1310
13520
1330
1340
1350
1360
1370
1380
1390

1400
1410

1420
14750

1440
1470
1480
1490
1500

1510
1520

SYMBOL 241, @ , 192, 240, 248, 292, 252, 254, 254
SYMBEOL. 242, 127, 127, &3, 63, 31, 15, 3, 0

SYMEOL 243, 2\4, 254, 282, 252, 248, 240, 192, O
FIECE$ = CHR$(24@) + CHRE(241) + CHR$ (242) + CHR$ (24F)
SFE = " aaa"

FOR T = 1 TD 8 STEF 2 3 FOR N = 1 TO 8 STEP 2

COL(N, T) = 2 ¢ COL(N+ L, T) = 3

NEXT N @ NEXT T

FOR T = 2 T0O 8 8TEF 2 ¢+ FOR N = 1 TO 8 STEF 2
COLIN, T) = 3 3 COLIN + 1, T) = 2

NEXT N 2 NEXT T

FOR T =1 70 8

FOR N =1 T0O 8

X(N, T) = N # 2 2 Y(N, T) =T % 2

NEXT N @ NEXT T

GOSUE 800

LOCATE 1, 1 PAPER @ @ FPEN 1 @ PRINT STRINGS (18, CHR$(
143))

LOCATE 1, 18 @ FAFER @ @ FEN 1 @ FRINT STRING#(18, CHR$
(143))

FOR T = 2 TO 17 & LOCATE 1, T ¢ FRINT CHR#¢(14X) : LOCAT
E 18, T 2 PRINT CHR&(143) 1 NEXT T

LOCATE &, 1 @ FPEN 7 @ FRINT "DRAUGHTS"

FEN 1 @ RETURN

Menu

LOCATE 1, 25

PRINT "REPLAYLLY/NI"

AF = INKEY$® : IF A% = """ THEN GOTO 1490

IF A = "Y" OR A% = "y" THEN REFLAY = 1 @ GOSUBR 1160 :
GOTO 60

IF A% = "N" OR A% = "n" THEN RUN

GOTO 1490
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ChexSum Tables
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BRICK BUSTER

CERRBEDORARBELAERBARRARERERNEREB Y
CEERREREROBUERRUERARERERARRRNREAY
AECBEEPRRENBNERREBRRBUERBRREY B B
BEASEPEEREE SUREE BE BUREREE B B Bm

BEEEUBORRE BUEBEE B EEw EEEEEE ¥ BER
BEBBSUEBERERNRER B we BuBSEEEE s
BUREENSBUEREBEEY BE EREREERBEBRER
REBEREREGERERABE R Y B GEHBERERRDBEEER
® OB BRAREEEERBRESR

?ﬁ?l?ﬁﬁ&ﬁﬂ%tﬁiﬁﬁﬂ&&)’

#

CLASSIFICATION: Bat Game

You have fifteen balls with which to bat your way through the brick
walls. Try your friends out on this one and see who can get the best
score.

PROGRAMMING SUGGESTIONS

This game can be altered very easily by reducing the number of bricks
(NBRICKS) to make it easier or by allowing more by altering the number
of balls allowed.

PROGRAM

Variables

NBRICKS Number of bricks remaining
DECX(3,3,3), Three decision

DECY(3,3,3) tables giving X and Y speeds respectively
XSPD, YSPD Current X-speed and Y-speed
BATCOL Bat's column

BALLX, BALLY  Ball's coordinates

NMISSES Number of misses

HIT Ball hits something

DCT Decision table number (1-3)
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Program Structure

Lines Function/Activity

10 — 90 Initialise

100 — 190 New round

200 — 990 Control

1000 — 1990 Move ball

2000 — 2990 Collision

3000 — 3990 Screen finished
4000 — 4990  Update score

900 — 9990  Game over

10000 — 10050 Decision Table Data
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BRICE BUS

Initialise

10 ! INK 1, 3 }
20 o FOR W = L TO 3

0 READ € DECXC 1, J, K ) = @

4@ NEXT NEX T

'] F S FOR D = 1 TO 3 3 FOR ko= 1 T0O &
=1") 2 H Ly Jy B ) = Q@

7@ NEXT NEXT & NEXT

New round

21} H
Y@ REM

10 RALLX = ¢ BALLY = 1@ @ BATCOL = 19 @ NERICKS = 360 3

1@ BORDER 135
120 040 = FOR J = 1 TO 4 3 LOCATE I, J

)3 NEXT 3 NEXT
DR J = 20 TO 24 & LOCATE I, J & FRIN
bONEXT

1750 P OR l =
T CHR#(
140 GOSUE 4000

) ¢ NE

150 FEN 2 ¢ LUOCATE BATCOL, 1& & FRINT CHR$( 1435 )3 CHREC( 14
A0
160 XGFD = 1 ¢ YSFD = |

Control

190 H
200 12 ¢ PRINT CHR®( 143

1 CHR#C 14

JOL o« 8 IHE"N 240
! 2 - = BATCOL ~ 2
260

= BATCOL + 2

Move ball
90 t
1200 LOCATE BALLX . BALLY & FRINT “,"
100E B(\LI Y = NI < @ THEN NMI':'»SB[:&: =

FRINT "MISSES » .

1013 BALLX = Hﬁl. I X + o BALLY = BALLY + Y&FD

1020 BALLX = ( K )= CBALLX < 1 )+ BALLX @ BALLY
= C BALLY ¥ 24 ) - C BALLY < 1 ) + BALLY & IF BALLX =

OR BALLX = 40 THEN HIT = 4 1 GOTO 2000
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Q40 LF BALLY = | OR BaLLY = 24 THEN HIT = 4 3 GOTO 2000
1@60  HIT = TEST( 16 % BRALLX -~ 8, 407 ~ 16 % BALLY ) ¢ IF HIT
D GOTO 2000

: LOCATE BALLX, BALLY 3 FRINT CHR#(

1e7e

e 21 )
1080  RETURN

Collision

L9990 3
2000 [FFHIT = 2 THEN NMISSES = NMISBES - 1 1
LEOTHEN DET = % ¢ GOTO 20 ELSE DCT =

IF RNDC 1) < @
T GOTO 2020

2005  IF RND L) THEN DCT 2 ELSE DOT = 3
2010 T DUND 1, @, 19, 1, 1, 31 @ SCORE =

’
TOKS = NBRICES - 1 ¢ IF NEBRICKS < 1 THEN
24000

" YSED + 2, XSFD + @ ) ¢ YEFD = DECY( DCT
By XBED + @) 1 XBFPD o= XY
: LOCATE BALLX, BALLY @ FRINT CHR#%( 251 )

Screen finished

E o= SCORE + 100 ¢ FAFER 1 3 CLS ¢ FEN 2 ¢ FRINT "NE

OUND o= W YOUR LBCORE LSO LFAR ¢ 0" SCORE
= o= L T0O 3000 = NEXT
GOTO 100

Update score

R AA"]
4000 1y 25 ¢ FRINT "SCORE @ ."3 SCORE
4010
Game over
4990
Y000 v FEN Q@ 8 FRINT "GAME OVER"
Q010 OUCTHEN Q020 SE 9010
Q020 OTHEN Q020 ElL FUN
Decision data table
P90
10w DATA -1, @, 1, 1, @, -1, -1, @, 1
10010 DATA ~1, B, @, 1, @, ~1, @, @, @
10020 DATA @, 1, Ly 1, @, Ly =1y =1, 1
10030 DATA 1, L+, 1, B, B, @, -1, -1, ~1I
10040 DATA 1, 1, 1, O, @, @, -1, =1, =1
10052 DATA 1, 1, L, B, O, @, -1, =1, =~
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ChexSum Tables
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THIRTY-ONE

CLASSIFICATION: Parlor Game

Inflation comes even to Blackjack in this game where the Amstrad
challenges you to a game of cards! Add the value of your cards and
if you are closer to 31 than the Amstrad then you win! Of course, a
hand over 31 costs you (or the Amstrad) the game.

Answer the questions asked of you by pressing the required numbers
and then <RETURN>.

PROGRAMMING SUGGESTIONS

The game could be made more complex by getting the Amstrad to
remember what cards have already been used and calculating the
probabilities for the next card.
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PROGRAM
Variables

CARDS$
CARD$(52)
DECK(52)
CC(52)
CHAND(16)
NEXTCD
ACCOUNT
MBET
PPTS
CPTS
NPCDS
NCCDS
COL, ROW
CDRAW
BLANKS
PSTOP

I, J, K T$

String for card face

Each string to be printed on the card face
Deck of cards

Colours of cards

Computer’'s hand

Number of the next card on the deck
Account balance

Money bet on this hand

Player’'s points

Computer’s points

Number of player's cards

Number of computer’'s cards

Column and row for drawing cards
Card to draw

Initialise card strings

Player stopped flag

Temps

Program Structure

Lines

5 — 420
430 — 480
490 — 999
1077 — 1990
2077 — 2490
2507 — 2990
3077 — 3017

Function/Activity

Initialise variables

Initialise Screen and Player's hand
Main loop

Draw card

Hand finished

Next round or finish

Player loses
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THIRTY - 1

100
ii0

120

Initialise variables

DEF FNPTSC C ) = ( C MOD 13 ) — 135 % ¢ ( C / 13 ) = INT
«C /7 13) )

MODE 1 : INK @, 1 : INK 1, 26 ¢ INK 2, 6 @ INK 3, @

DEF FNSUIT( C ) = - 228 * ( C < 14 ) - 229 % ( C » 39 )
- 227 % ( (. C »= 14 ) AND ( C <= 26 ) ) ~ 226 % ( ( C »
= 27 ) AND ( C «= 39 ) )

SYMEOL AFTER 236 : SYMBOL 236, 285%, 127, 42, 31, 19, 29
, 94 16 : SYMBOL 2237, 32, 86, 16, 28, 16, 16, 17, 14
SYMEOL 238, 285, 204, 172, 248, 248, 248, 188, 136 : 8Y
MEBOL 239, 116, 92, 84, 108, 106, 218, 151, 7

SYMEOL. 240, @, @, @, @, =, 7, 1&, 15 : SYMBOL 241, 0, @

, @, @, 205, 2055, 2853, 283

SYMROL. 242, 0, @, 0, 0, 192, 224, 240, 240 : SYMBOL 243
, 19, 19, 19, 19, 15, 18, 18, 19

SYMEBOL 244, 240, 240, 240, 240, 240, 240, 240, 240 1 8Y
MBOL. 243, 19, 19, 7, 3, @, @, @, O

SYMBOL. 246, 205, 205, 289, 285, 0, 0, 0, @ : SYMROL 247
, 240, 240, 224, 192, @0, @, @, @

SYMBOL. 248, 4, 10, 15, &S, 7, 5, 10, 10 ¢ SYMROL 249, 10
, 10, 21, 21, 26, S54, 73, 48

SYMEOL. 2850, 68, 170, 254, 84, 2852, 72, 136, 152 1 SYMEO

L 261, 132, 170, 28, 8, 24, 8, 8, 240

SYMEOL. 202, @, &5, 11, 19, 31, 62, 60, 121 1 SYMEOL 253,
120, 120, 120, 124, 124, 124, 62, 31

SYMROL. 254, 128, 80, 232, 248, 28, 12, 14, 79 1 SYMBOL

28%, 7, 7, 199, 19, 207, 195, IQ, 252

CARDE = CHR#%( 240 ) + STRING$( 7, 241 ) + CHRE( 242 ) +
CHRE( 1@ ) + STRINGH( 9, 8 ) 1 T# = CHR#( 243 ) + STRIN

GE( 7, 147 ) + CHR$( 244 )

FOR I = 1 TO @ & CARD¥ = CARD$¥ + T% + CHR$( 10 ) + STRI

NG#F( 9, 8 ) 1 NEXT

CARD* = CARD* + CHR#( 245 ) + STRINGF( 7, 246 ) + CHR#¥(
247 )

DIM CCC 52 ), CARDSHE( 2 ), DECK( %2 ), CHAND( 16 )

FOR I = 1 TO 26 ¢ CCC I ) = 2 3 NEXT

FOR I = 227 TO &2 ¢« CCC I ) = 3 3 NEXT

T# = GTRING®#( 9, 9 ) ¢ FOR I = 1 TO 10 3 ELANKE = EBLANK

F 4+ T# + CHREC( 10 ) + STRING#F( 9, 8 ) : NEXT

FOR I = 1 TO %2 2 CARDS$( I ) = BLANK#$ 1 DECK( I ) = I

s NEXT

MID#C CARDS#C 1 ), 21, 1 ) = "A" 1 MID¥( CARDSH( 1 ), 1
79, 1) = "A" ¢ FOR I = 2 TO 9 1 MID¥( CARDS#H( I », 21,
1 ) = CHR#( 48 + I ) : MID#( CARDS®#( I ), 179, 1 ) = CHR
$( 48 + I ) @ NEXT

MID®( CARDS®C 14 ), 21, 1 ) = "A" 1 MID#( CARDS*¥( 14 ),
179, 1) = "A" ¢ FOR I = 2 TO 9 : MID¥( CARDS$( I + 13
Yy 21, 1) = CHR$( 48 + I ) : MID#( CARDS#( I + 13 ), 17

9, 1L ) = CHR$( 48 + I ) : NEXT

MID%®( CARDS#( 27 ), 21, 1 ) = "A" : MID#( CARDSF( 27 ),
179 1) = "A" 3 FOR I = 2 TO 9 @ MID¥( CARDSE( I + 26
Yy 21, 1 ) = CHREC 48 + 1 ) ¢ MID¥( CARDS®( I + 26 ), 17

9y 1) = CHREC 48 + I ) @ NEXT

MID#( CARDS®#C 40 ), 21, 1 ) = "A" 1 MID#( CARDS*( 40 ),
179, 1 ) = "A" ¢ FOR I = 2 TO 9 ¢ MID#( CARDS$( I + 79
Yy @1, 1) CHR®(C 48 + I ) : MID#( CARDS#%( I + 39 ), 17

Dy 1) = CHR$EC 48 + 1 ) 1 NEXT
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Wi

i id
sa

I79

FOR I = 10 TO 49 STEF 1% ¢ MID$( CARDS$( I ), 21, 1 ) =

"L" o MIDEC CARDSHC I ), 22, 1 ) = "@" 1 MID%( CARDS¥(
I ), 178, 1 ) = "1" ¢+ MID®( CARDSHC I ), 179, 1 ) = "Q"
: NEXT
FOR I = 11 TO S@ STEF 13 ¢ MID%( CARDS#C I ), 21, 1 ) =

"I MIDEC CARDS®EC 1 ), 179, 1 ) = "J" 3 NEXT
FOR I = 12 TO $1 STEF 13 ¢ MID#( CARDS*#( I ), 21, 1 ) =

"G ¢ MID#EC CARDSHC( I ), 179, 1 ) = "G" : NEXT
FOR T = 13 TO 92 STEF 13 : MID$F( CARDS#C I ), 21, 1 ) =

" or MIDEC CARDSEC T ), 179, 1 ) = "RK" & NEXT

FOR I = 1 TO 40 STEF 12 : MID¥( CARDS#( I ), 100, 1 ) =
CHR# (¢ FNSUITC L ) ) 3 NEXT

FOR I = 2 TO 41 STEF 12 ¢ MID#( CARDS#( I ), 4%, 1 ) =
CHR#( FNSUITC I ) ) @ MID#E( CARDS®( I ), 1857, 1 ) = CHR#
¢ FNSUITC I ) ) & NEXT

FOR T = 3% TO 42 STEF 1% ¢ MID®( CARDSHC T ), 4%, 1 ) =
CHR%( FNSUITC I ) ) & MID#( CARDS®C I ), 157, 1 ) = CHR#
C FNSUITC I ) ) @ MID$C CARDS#( I ), 100, 1 ) = CHR#( FN

SUITC I ) ) & NEXT

FOR I = 4 TO 4% STEF 13 ¢ T# = CHR&( FNSUITC I ) ) &« MI
DEC CARDS®(¢( I ), 41, 1 ) = T& : MID¥( CARDS®( I ), 45, 1
) = T 3 MID$( CARDS®( I ), 185, 1 ) = T& 3 MID#( CARDS

FCT ), 199, 1 ) = T& 5 NEXT

FOR I = & TO 44 STEF 13 ¢ T# = CHR$( FNSUITC I ) )

DFEC CARDS#C I ), 41, 1 ) = T% @ MID#C CARDS®( I ), 45, 1
) = T# @ MID$( CARDS#(¢ I ), 185, 1 ) = T& 1 MID%(

#C I ), 1899, 1 ) = T% » MID¥( CARDS®( I ), 100, 1 ) = T%
2 NEXT

FOR I = & TO 45 STEF 13 ¢ T# = CHR#( FNSUITC I ) ) ¢ MI
DEC CARDSHC I ), 41, 1 ) = T% 3 MIDE( CARDS#( I ), 45, 1
) = T#% ¢ MID#( CARDS#( I ), 1855, 1 ) = T4 : MID#( CARDS
FC L), 1859, 1) = T¥& 3 MID¥( CARDS#C I ), 102, 1 ) = T#
MID$( CARDS®( I ), 98, 1 ) = T& : NEXT
FOR I = 7 TOQ 46 STEF 1% ¢ T# = CHR&EC FNSUITC 1) ) 1 MI
DEC CARDS®C I )y 41, 1 ) = T#% 3 MID$C CARDS*®( I ), 45, 1
) = T# @ MID#( COARDS#( I ), 1855, 1 ) = T& : MID%( CARDS
#C 1), 189, 1 ) = T4 ¢ MID#( CARDS#( I ), 102, 1 ) = T%

MID#( CARDS#( I ), 62, 1 ) = T% @ MID¥( CARDS®( I ), 98
y 1) = T# : NEXT

FOR I = &8 TO 47 STEF 13 ¢ T# = CHR&E( FNSUITC I ) ) ¢+ MI

DFEC CARDSH(C T ), 41, 1 ) = T% : MID¥( CARDS#( 1 ), 45, 1
) = T#% ¢ MID#( CARDS#( I ), 155, 1 ) = T$ : MID#( CARDS

#C I ), 189, 1 ) = T& 3 MIDF( CARDS®C( I ), 102, 1 ) = T#

MID$( CARDS$( I ), 62, 1 ) = T$ : MID$( CARDS$( I )
, 1) = T% 1 MID$( CARDS$( I ), 138, 1 ) = T# 1 NEX
FOR I = 9 TO 48 STEF 13 : T4 = CHR$( FNSUIT( I ) ) & MI
DE( CARDS#( I ), 41, 1 ) = T% : MID$( CARDSE( I ), 45, 1
y = T#% 1 MID#( CARDS$( I ), 79, 1 ) = T$ : MID$( CARDS$
C1 ), 83, L) = T 3 MIDEC CARDSE( I ), 117, 1 ) = T%
MID$( CARDS$( I ), 121, 1 ) = T$ 1 MID$( CARDS$( I ), 1
5%, 1) = T4 : MID$( CARDS£( I ), 159, 1 ) = T% 1 MIDH(
CARDSS¢ I ), 100, 1 ) = T# : NEXT
FOR I = 10 TO 49 STEP 13 1 T$ = CHR$( FNSUIT( I ) )
ID$( CARDS$( I ), 41, 1 ) = T$ : MID$( CARDS$( I ),

98

—i

T
)

1) = T% 3 MID¥( CARDS#( I ), 79, 1 ) = T% 3 MID$( C
#¥C 1), B3, 1 ) = T#% ¢ MID$( CARDS®#( I ), 117, 1 ) =
MID#( CARDS$( I ), 121, 1 ) = T% : MID$( CARDS$( I )
9%, 1 ) = T% : MID$( CARDS$( I ), 189, 1 ) = T : MI
CARDS®$C I ), &2, 1 ) = T¥ : MID$( CARDS$( I ), 138,
= T$ : NEXT

=D
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80

385

750

95

B

405
410

480
490

990

FOR T = 11 TO 50 STEF 1% ¢ T$ = CHR&( FNSUIT( I ) ) ¢+ M
IDE( CARDS#( [ ), 27, 1 ) = T# : MID$( CARDS$( I ), 173,
1) = T# ¢ MID#( CARDS$( I ), 99, 1 ) = CHR$( 236 ) 3 M
IDE( CARDSH( I ), 100, 1 ) = CHRE( 238 ) 3 MID#( CARDSH(
1), 118, 1 ) = CHR$(237)
MIDS( CARDSE( I ), 119, 1 ) = CHRE(23I9) : NEXT

FOR I = 12 TO S1 STEP 12 ¢ T# = CHR&( FNSUITC I ) ) :+ M
IDEC CARDS®C I ), 27, 1 ) = T#% @ MID¥( CARDS®( I ), 173,

1) = T ¢« MIDE( CARDS#( I ), 99, 1 ) = CHR$( 282 ) 1 M
IDE( CARDS*$( I ), 100, 1 = CHR#¥( 284 ) » MID¥( CARDS¥(

)
I ), 118, 1) = CHR$(RED)
MID®(C CARDS®C I ), 119, 1 ) = CHR¥(255) 2 NEXT
FOR I = 13 TO 52 STEF 13 1 T# = CHR$( FNSUITC T ) )
IDEC CARDS®C I ), 27, 1 ) = T& 1 MID$( COARDS%( I ), 173
1) = T# ¢ MIDE( CARDS#C I ), 99, 1 ) = CHR%( 248 ) 1
IDEC CARDS®:C I ), 10@, 1 ) = CHR¥( 250 ) : MID¥( CARDS#
Iy, 118, 1) = CHR#(249)
MID%( CARDS¥#( I ), 119, 1 ) = CHR¥(251) 1 NEXT
ACCOUNT = 100 : FOR I = 1 TO 100 ¢ J = INT( RND( 1 ) %
G2 0) + 1 3 Ko= INTCRNDC 1) * 52 + 1
¢ DECK C J ) = DECK( K ) 1 DECK( K ) = T

Initialise screen and player's hand

FAFER @ : CLS : RORDER 1

FEN 1 &+ LOCATE 19, 1 1 PRINT "YOURJLHAND" @ LLOCATE 1%, 2

S 3 FRINT "ACCOUNT :."3 3 FRINT USING "#3#H##H4#.44%"; ACC
OUNT

NEXTCD = 2 3 CDRAW = DECK ( 1 ) ¢ COL = 1 : ROW = 2 : GO

SUE 1000 ¢ NFCDS = 1

FETS = FNFTS( CDRAW ) : LOCATE 18, 15 ¢ FEN 1 ¢ PRINT "

FOINTS 1 ."3 FPTS

LOCATE 1, 20 : INFUT "Initial .bet."; X# @ MBET = VAL( X

%)

Main program loop

:

NCCDS = NCCDS + 1 : CFTS = CFTS + FNPTS( DECK ( NEXTCD )
)3 CHAND ¢ NCCDS ) = DECK ( NEXTCD ) ¢ NEXTCOD = NEXTCD +
1 : IF CPTS > 20 AND FSTOF = 1 THEN 2000

IF PETOP = 1 THEN 490 ELSE CDRAW = DECK ( NEXTCD ) : COL
= 1 + 4 % NFCDS : ROW = 2 : GOSUE 1000 : NEXTCD = NEXTC

D+ 1 ¢ NFCDS = NPCDS + 1

FETS = FFTS + FNFTS( CDRAW ) @ LOCATE 15, 15 ¢ FEN 1 3

FRINT "POINTS :."3 FPTS @ IF PPTS > 31 THEN 3000

LOCATE 1, 22 ¢ FEN 1 : INFUT "WANT.TOLSTOFL(Y/N)"; X% :
IF - X# <% "Y' AND X#& <> "y" THEN %20 ELSE FSTOF = 1 ¢ IF
CFTS » 20 THEN 2000 ELSE 490

LOCATE 1, 20 3 INPUT "HOWLMUCHLTOLADDLTOLYOURLBET ) X#

i MEBET = MBET + VAL( X¥ )

LOCATE 1, 20 @ PRINT SPACE£( 39 ) & LOCATE 1, 22 @ PRIN

T SPACE#( 39 ) : IF CPTS > 25 THEN 500 ELSE GOTO 490

Draw card
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1040

1990
2000

2010
2020

203
2040

2050

2990
3000

a1

PEN 1 : LOCATE COL, ROW

FRINT USING "&"3; CARD¥ : PAFER 1

FEN CCC CDRAW ) @ LOCATE COL, ROW : FRINT USING "%"; CA
RDS# ( CORAW )

FAFER @

RETURN

Hand finished

LOCATE 19, 15 : FPRINT SFACE#$( 20 ) : LOCATE 15, 13 : FE
N 1 : PRINT "AMSTRAD ' S.HAND..." ¢ FOR I = 1 TO NCCDS : C
OL = 4 % I - 3 : ROW = 14 : CDRAW = CHAND( I ) : GOSUE 1
200 : NEXT

FEN 1 : LOCATE 1, 25 : FRINT "YOURLFOINTS :."3; FPTS; "A
METRAD 'SL.POINTE »."3 CPTS

FOR I =1 T0O 600@ : NEXT

LOCATE 1, 28 @ PRINT SPACE$( 39 ) ¢ IF CPTS » 31 THEN 2

250

IF CPT8 » FPTS THEN 3000 ELSE IF FFPTS = CPTS THEN CLS @
FRINT "ITLISLALDRAWL!I!" @ GOTO 2500

CLS ¢ PRINT "YOURLWINL!!'" ¢ ACCOUNT = ACCOUNT + MBET :
GOTO 2500

Next round or finish

FOR I = 1 TO 4000 : NEXT

FOR I =1 TO 1@@ : J = INT( RNDC 1 ) » 92
NTC RNDC 1 ) % 52 ) + 1 ¢ T = DECK( J ) 1
Ck.C K ) 2 DECKC K ) = T 2 NEXT

CFRTS = @ : NCCDS = @ ¢ FSTOF = @ : MBET =
FPRINT @ INFUT "ANOTHER.LHAND"; X# 1 IF X% = "Y" OR X% =
"y'" THEN 430

FRINT : PRINT "YOURLACCOUNT :."3 ¢ FRINT USING "#&H####
#. 88"y ACCOUNT

IF ACCOUNT < @ THEN PRINT "EXPECT..ALVISIT.RY..THE.BOYS.!
PHYOELSE PRINT "ENJOYLYOURLWINNINGS, ! !

END

I
DE

~ =
i

Player loses

:

FOR I = 1 TO 2000 : NEXT : CLS : FRINT "AMSTRAD WINS,!'!
"3 ACCOUNT = ACCOUNT - MBET

GOTO 2500
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ChexSum Tables

W
10 =
15 =
20 =
3@ =
40 =
Q=
60 =
70 =
8 =
9@ =

100 =
110 =
120 =
130 =
140 =
150 =
160 =
17@ =
180 =
19Q =
200 =
21@ =
220 =
210 =
240 =
250 =
260 =
270 =
280 =

4823
1338
8647
3511
4773

3064
3090
4016
19054
2415
867
3246
I
7400
4093
3812
2589
2012
2076
G297
29073
8813
459
9611
&6
8a7q
49073
4919
4909
4340

290
00
310
320
330
335
%40
345
x50
355
360
365
70
375
180
385
390
395
400
405
410
420
4730
440
450
460
470
480
490
500

BB

HpBaH

3 BHRHEHRHEE

#8 B 88

8 HE

HEEEH

7246
10056
10261
11988
11817
19@1
11819
3590
11821
SIEGG
11686
7251
11699
8978
12979
2342
17029
2126
17019
2254
9958
@
=10
449%
4608
1893
J2BE
Q
11790

FET4
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THE CHEAP DETECTIVE

CLASSIFICATION: Adventure Game

This is a standard text adventure. The object of the game is to find the
hidden microfilm and pass it on to your contact. Along the way you will
find some unfriendly characters. If they decide to attack you, you can
defend yourself with one of the weapons scattered around, you may
sometimes need to look to yourself!

The commands are the usual verb, object and the vocabulary is fairly
standard, but if a word does not work then try a different one.

PROGRAMMING SUGGESTIONS

To make it harder simply reduce the Hit Points (HP) or make the attacks
more frequent. It would be nice to add some graphics and a sizeable
sound routine. The game could be made more complex by the addition
of a few mazes and a thief.
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PROGRAM

Verb

Object

Room description
Codeword

Room number
Tokens

Objects

Program Structure

Variables
A%

B$

DS$(X)

D$ & E$

L(X)

0% & W$
O3$(X)

Lines

10 — 40
60 — 280
307 — 380
407 — 480
507 — 730
750 — 880
900 — 930
950 — 1430
1450 — 1620
1640

1660 — 1670
1690 — 2510
2530 — 2590
2610 — 2660
2910 — 2979
2990 — 3067
3080 — 3130

Function/Activity

Initialise and display intro

Set up data for rooms, objects

Set input window and get player's command
Display inventory

Set verb/check verb and object
Check move and describe room
Check verb and call object description
Messages

Intro and Instructions

Calculate hit points

Sound routine

Messages

Phone routine

Code word and completed mission
Messages

Wait for keypress

End game
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THE CHEAF DETECTIVE

10
20

40

<@
60

70

Initialise variables and Introduction

RANDOMIZE TIME
MODE 1

CLEAR : WINDOW #@, 1, 4@, 1, 20

DIM L(38) ,0%(4%) ,H(11) ,F(17,6) ,D$(17) : PO=38

Set up data for rooms and objects

FOR X=1 TO 8 : D#=D#+CHR#* (INT(RND(4) *#246)+65) 1 E$=EF+CH

RECINT (RND (1) #2&) +65) 1 NEXT X

FOR X=1 TO 3@ : READ L(X) t NEXT X : FOR X=1 TO 3@ : IF
L(X)=@ THEN L(X)=INT(RND(1)*18)+1 : IF L(X)=18 THEN L(X

) =20

NEXT X

DATA 13X ,5 ,14 ,2 ,16 ,0 ,0 ,11 ,3 ,10 ,
4 ,12 ,14 ,1 ,8 ,8 ,0 ,25 ,0 ,2%5 ,0 ,7

FOR X=3%1 TO 38 ¢ L(X)=INT(RND(1)%*17)+1

=1 TO 11 : READ H(X) @ NEXT X : FOR X=1 TO 44

X) @ NEXT X

FOR X=12 TO 38 : IF L(X)=5 AND X<»27 THEN L (X)=25

NEXT X

DATA 20 ,40 ,100, 20 ,400 ,75 ,17% ,100 ,75 ,100 ,100

DATA German sheperd, Shark, Tall man in stocking mask,

Two teens necking, Cycle gang

DATA Wino, Lenny the loan-shark , Teddy the torch, Casi

no guard, Hostess, Contact, Railing

DATA Slot machine, Car, Ferris wheel, Life guard stand,
Closed doors, Locked hatch, Rubbish bin

DATA Cabinet, Gas can, Knife, Stick, Telephone, #$25000

in metal box, Bullets

DATA Fishing rod, Lighter, Keys, Gun, Newspaper, #%10 Do

llar tokens, Shells, Metal detector, Message

DATA Buitcase, Flashlight, Microfilm, North, South, Eas

t, West, Up*, Down

FOR Y=1 TO 16 : FOR X=1 TO & : READ F(Y,X) 1 NEXT X,Y :
FOR X=1 TO 17 : READ D#(X) : NEXT X

DATA 1, 2,, X,, 4, L, 2, 6, 8,,, 10, 9, 1,, 12, 14, 7,

4, ?; 16, 1,, 3, 5, 5y 4y, Syyyy 2y, Syy 4, Syyy S,44 2,
LB

DATA ':'1!!!1!! 31'!!’ 14!!! 11’ 8‘! 15! 12‘ 12‘ 12!' 3!

12, 11, 14,,,,, 11, 16, 13, 3,,, 12,,4,44y 16, 4, 14,

D$="GERSHATALTwOCYCWINLENTEDCASHDSCDNRAISLDCARFERLIFCLD

LOCTRACARGASKNISTI"

0#=0%+"TEL$25BULF ISL IGKEYGUNNEWCHISHEMETMESSUIFLAMICNOR

SOUEASWESUF*DOW"

WE="GOTADILOREATOFLIDRCA" ¢ CLS : BORDER @ : FAFER @ :

GOTO 1450

DATA SIDEWALFK IN FRONT OF CASINO, SIDEWALK IN FRONT OF

BATHOUSE, ENTRY TO CASINO, BEACH

DATA WATER, AMUSEMENT FIER, JETTY, BATHOUSE, CASINO IN

HOTEL, THEATRE IN HOTEL, STREET

DATA HALLWAY IN HOTEL, BACK ALLEY, CAR FARK, YOUR HOTEL
ROOM, UNDER THE SIDEWALK, CAR

Y

@ ,25
X
: READ O#%(
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290
loa

310
el
Ie
340
250
560
I70
380

390
400

410
420
470
440
450
460
470
480

490
S0
S10
520
o
540
G50
560
570
580
590
400
610
620
6350
640
650
660
670
680
690
700
710
720
730

Set Input window and get player's command

WINDOW #1, 1,40,23%,25 @1 CLS #1 : INFUT #1, A% 1 a$=UFFE
Rf(a%) @ FB=0 : FOR KY=1 TO LEN (A%) : IF MID¥ (A%,kY,1)

="," AND LEN (A%) »kY+1 THEN B#=MID% (A%,kKY + 1,3)
IF MID#E (Af,KY,1)="_" THEN DP=1

NEXT KY & IF LEN (A%)>1 THEN Af=LEFT$ (A$,3)

IF DP<x1L THEN BE="" 1 DF=Q

IF BE<:"" AND LEN (B#)<>3 THEN 200

IF LEN (A%)<{>2 THEN 700

IF RIGHT® (R$,1)="," THEN 100

CLS

RETURN

Display Inventory in text window

WINDOW 1,40,1,21 : CLS : FRINT "You.are.carrying : "
FOR CRY=1 TO 28 : IF L(CRY)<»@ THEN GOTO 470

INK 1,2

Q#F=0% (CRY)

FRINT LEFT#(O#%,1)3

QF=RIGHT$ (Q%, LEN(Q%) ~1)

FRINT LOWERS (%)

Y=1

NEXT CRY : IF Y=0 THEN FRINT "Nothing" : RETURN
RETURN

Set and check verb

IF Af="GE" THEN A$="TAa"
IF BE="TEE" THEN Rf="TWO"
IF B#="ROD" THEN Bf="FIG"
IF BE="MAS" THEN B%="TAL"
IF Af="HI" THEN A$="AT"
IF Af="FI" THEN Af="AT"
IF B#="TOR" THEN B$="TED"
IF B#="I.LOA" THEN B#="LEN"
IF Bf="BOX" THEN E$="$20"
IF AE="IN" THEN Y=0 : GOSUE 400 : GOTO 1080
IF B&="MAC" THEN BRE="SL0"
IF BE="DOO" THEN Bf="CLO"
IF Af="KI" THEN Af="QAT"
IF BE="PHO" THEN BRE="TEL"
IF Af="GI" THEN A$="DR"
IF B¥="GANG" THEN B&="CYC"
IF B#="MAN" THEN R&="TAlL."
IF RE="DET" THEN BE="MET"
IF B#="GUA" THEN RE="CAG"
IF BE="GTA" THEN BRE="LIF"
IF B£="DOG" THEN EBE#="GER"
IF A%="8H" THEN Af="AT"
IF B#="HAT" THEN B#="L0C"
IF BE="£10" THEN B#="CHI"
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740
750

760
770

780
790

800

810
820
810
840
850
860

a7a
880

890
00
91@
920
930

94@
950

60
70
980

990
1000

1010
i@z

1030
1040

Check players move and describe room

FOR Y=1 TO LEN (W$) s IF MID$ (W$,Y,2)=A% THEN F=(Y+1)/
2 1 BOTO 770

NEXT YV 1 F=0

FOR X=1 TO LEN (0%) STEP 3 : IF MID$ (0%,X,S)=B$ THEN S
=INT ((X+2)/3) 1 BOTO 790

NEXT X & IF (S»45 OR S<1) AND B#$<>"" THEN F=-1

IF F{1 OR F»1@ THEN PRINT "What.the.hell.Mac!" : GOTO 1
080

ON F-1 GOTO 1810, 1110, 900, 1020, 1930, 1180, 129@, 13
40, 2530

MM=MM+1 & IF MM/S=INT (MM/5) THEN GOSUE 1760

IF PJC»@ THEN S=1

IF 839 THEN BOSUE 2920 : GOTD 1080

IF 8338 THEN 8=85-38

IF P(L,S) THEN L=F(L,S) : L2=

IF IT=0 THEN GOSUE 2750 : PRINT "You.are.in." : PRINT L
OWER$ (D (L)) 1 Y=0 : IF L=% AND C»4 THEN 1890 ELSE 680
IF IT<3@ THEN GOSUE 2770 : PRINT "You.are.in." : PRINT
LOWER$ (D$ (L)) 1 Y=@ 1 IF L=5 AND C>4 THEN 1890

GOBUE 1690 : GOSUE 1140 : GOTO 1080

Check verb and call object description

IF E$="" THEN 860

DD=1 : IF S<Z9 AND S»@ THEN 930

S=6~16 @ L2=F((.,8) 1 IF LZ=0 THEN L2=L

GOSUE 169@ @ PRINT "in";LOWERE(D#(L2)) : L2=L. @ GOTO 10
80

Display messages for Codeword and Microfilm

GOTO 1080

IF 8=31 AND RND(TIME / 30@) >@.72 THEN FRINT "Code.word.i

s5."3D% 1 GOTO 1080

IF 8=31 THEN FRINT "Code.word.is.";EFf @ GOTO 1080

IF 8=38 AND L C28) <@ THEN GOSUR 2640 : PRINT "Microfilm

Ain" 3 FRINT LOWER#(D#(X)) : L(IB)=X i FE=37 : GOTO 1080

IF §=20 OR 8=26 THEN FRINT "locked" : GOTO 1080
FRINT "ordinary.";LOWER$(O$(8)) : GOTO 1080

Abort read message

IF 8<x31 AND 8<x380 THEN FRINT "Nothing.there.to.read"
GOTO 1080

IF L(8)<»@ THEN FRINT "You,.don 't have.it!" : GOTO 1080
GOTO 96@
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1050
1060

1070

1080
1090

1260

1270

1280
1290

1700
13510

17320

Locks all exits

L=1% : L2=L : FOR I=1 TO ZC
NEXT DN 1 GOSUB 2990 @ NEXT I
FRINT : FRINT "You.are.inl" :
UR 1690 @ GOSUR 1140

Af="" 3 RE="" 1 G=0 1 F=0 : H=0
GOSUR 2290 @ GOSUR 300 : GOTO %0

FOR DN=@ TO 2 ¢ FRINT :
FRINT LOWER#(D#(L)) : GOS

Messages for digging, exits blocked and legal exits

IF L=4 AND L (33)=0 THEN GOSUE 2800 : GOTO 1080

IF L=4 THEN FRINT "You.don t.have.,any.tools!" @1 60TO 1@
80

FRINT "Youl.can ' t.digJhere!" 3 GOTO 1080

IF PI=1 THEN FPRINT"All.visible.exits.blocked" 1 RETURN
FRINT "Visible.exits.are 1." 1 FOR X=1 TO & ¢ IF F(.,X)
*@ AND P (L, X) <kl THEN FRINT LOWER® (0% (X+368)) 3" ."3

NEXT ¢ PRINT : RETURN

Messages for open

IF L(S)< . THEN FRINT "Not.here!" @ FRINT : GOTO 1080
IF S=14 AND L (29)=0 AND L (21)=0 THEN L.(29)=~-1 ¢ PRINT "
Car unlocked!" 1 GOTO 1080

IF 8=14 AND L (Z@) =0 AND L (26)=0 THEN FPRINT "Shot.throug
hawindow,tosunlock"” ¢ L (29)=-1 @ GOTO 1080

IF S=20 AND L (29)=0 THEN GOSUR 2370 1 GOSUB 2440 : GOSU
B 1690 @ GOTO 1080

IF 8=3%&6 AND L(29) <@ THEN FRINT "locked!" & FRINT @ GOT
0 1080

IF =36 AND L(29)=0 THEN GOSUR 2370 : GOSUR 1690 1 GOSU
B 2610 : GOTO 1080

IF 8=17 THEN FRINT "Fell . down.utility.chute" @ GOSUR 28
80 ¢ L2=L : PJI=0 : GOTO 860

IF 8=18 AND L (29)=0 THEN GOSUER 2440 1 OF (18)="OFEN.HATC
H" : GOTO 1080

IF (8=18 OR $=20) AND L (29)<:0 THEN FRINT"It s.locked!!
" PRINT @ GOTO 1080

GOTO 10680

Can explodes

TF 84537 AND S 028 THEN FPRINT "Can’t!" @ FRINT @ GOTO 1
280

IF L(8)<x@ THEN FRINT "Don’t.havel.it!" @ FRINT @ GOTO 1
80

IF §=28 AND (L(20) =0 OR L (21)=L) THEN GOSUER 2680 : FRIN
T @+ PRINT "Leaky.gas.can.explode" @ FRINT @ GOTO 1080
Fl=1 & GOTO 1080
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Ripped off messages

IF L(S)<>@ THEN FPRINT "Don‘'t.bhave.it!" @ PRINT @ GOTO 1

a8

IF 8=28 OR S=36 THEN C=C-1

IF 8=21 AND L (8)=L THEN FRINT 0#8); ".took.gas.and"

L(8)=30 : C=C-1 1 S=8 1 GOSUR 2360 : GOTO 10280

C=C-1 1 L(8)=L

IF 8=29 AND L (S) =L THEN FRINT 0% (5); ".took.money.and"
: L(8)=30 : S=5 @ GOSUR 2360 : GOTO 1060

IF 8=38 AND L (11)=L THEN 22620

IF 8=28 AND L (7)=L THEN PRINT 0%(7) : FRINT "paid.off!"
t L(8)=30 1 C=C~1 ¢ 8=7 1 GOSUK 2360 : GOTO 1080

IF =32 AND L(7)=L THEN PRINT 0#(7) : FRINT "paid.,off!'"
1 L(8)=20 1 C=C-1 : S=7 1 GOSUR 2360 : GOTO 1080

IF §=38 AND L (1@)=L THEN FRINT 0#(10@); ".enemy.agent.an

dadisables..yousanyway" 1 FRINT @ GOTO 2190

GOTO 1080

Intro

CLS ¢ LOCATE 18,2 : PRINT "Welcome,to." : LOCATE 10,4
FRINT "THE .CHEAF DETECTIVE"

FRINT : FRINT " ...8tumblelyour..way.around.this one"
LOCATE 10,8 @ FPRINT "ANDLPLAY.LIT.AGAIN! "

LOCATE 1,20 ¢ FRINT "Do.you.wish, to.view.the.plot . (Y/N
PIRAH

FRE$ = UFPFER® (INKEY#) ¢ IF FRESF = "" THEN GOTO 1480 ELS
E IF FREK$ = "Y" OR PRE$ = "N"THEN 1490 EL.SE FRINT CHR#(7
)3CHR#(7) ¢ GOTO 1480

IF FRE£="N" THEN GOSUBR 1640 : ZC=1 : GOTO 1060

Instructions

CLS : LOCATE 12,2 @ FRINT"The.story.so.far.,"

LOCATE 1,8 ¢ FRINT ".You.are.working.for,a.Government ,a
gency "

FRINT ".trying.tolsrecover.stolen.Microfilm.and"

FRINT » PRINT ".pass.dt.on.tolyourcontact.”

FRINT ¢ FRINT ".You.have.traced.thewmicrofilmutosan”
FPRINT & FRINT " east.coast. resort."

GOSUR 2990

GOSUBR 1640 : FRINT ¢ FRINT ",.You.are.Hospitalised.if.yo
urLhitapoints”

FRINT ".go.to.zero."

GOSUB 2990

FRINT @ FRINT ", Use.TWO.word.commands, .of .the,form 3 "
t FRINT @ PRINT "L VERB.OBJECT" & PRINT

FRINT ¢ FRINT ".You.may.use.,2.letters, of verb.and" : FR
INT @ PRINT ", 3.0f.object."

FRINT ¢ FRINT ", Use UF*.for.up" @ GOSUR 2990 : LOCATE 1
a1 2 CLS ¢ GOTO 1060
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Calculate Hit points

HFE=INT (RND (2) #25) +28 ¢ CLS : LOCATE 8,5 : FRINT "You.ha
ve,'ihpi"ahitaipoints” @ LOCATE 1,8 1 RETURN

Sound routine

FOR J=3 TO 15 3 ENV J,100,2,20 : SOUND 1,50,50,J,4,1 @
NEXT J

FOR J=15 TO 1 STEF-1 : ENV J,100,2,20 : SOUND 1,50,50,J
J4,1 1 NEXT J 1 RETURN

Visible objects in room

IF L2 = 10 OR L2 = 16 OR L2 = 14 THEN GOSUR 2390

= g2 THEN FL. = @ ¢ GOTO 1740

: YY = @ : GOSUE 2490 : FRINT : FRINT "You.see :
OR X = 1 TO 18
X) = L2 THEN PRINT O#(X)y "."3 ¢ Y =Y + 1 1 IF X
< 11 AND PJ = @ THEN GOSUR 2260
NEXT X ¢ FRINT & IF Y = @ THEN FRINT ".Nothing"
FRINT : DD = @ : RETURN

Random routine for objects

FOR X = I3 T0O PQ

IF L(X) <% @ THEN L(X) = INT(RND (1) % 18) + 1 : IF L (X
) = 18 THEN L(X) = 23

IF (X = 34 OR X = 38) AND L(X) = & THEN 1770

NEXT X @ GOSUE 2820 = RETURN

Error messages for ‘GET'

IF 8§ » 38 THEN FRINT "You.can 't .take.dcsssssdirection”
1 GOTO 1080

IF 8 4 21 THEN FRINT "You.can 't.take.that!!" @ GOTO 108
7]

IF 8 = 24 THEN FRINT "It 's.wired.to.the.wall" @ GOTO 10
80

IF L(S) <% L THEN FRINT "That ‘s.not.here!!" 1 GO0TO 1080

IF C » 6 THEN PRINT "You.can ' t.carry.that.omuch!" ¢ GOTO
1080

IF 8 = 28 THEN HF = HF + 10

IF 8=25 OR 8=36 THEN C=C+1

L(S) = @ : C=0C + 1 : BOTO 1080

GOSUB 1910 1 FPRINT "You.are.carrying.too.much toswim”
t GOSUR 1910 ¢ FRINT "Youudrowned" : GOSUR 1910
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2220
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2240
2250
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2260
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GOSUER 2700 : FRINT "But.you.are.revived.,by.paramedics."
: GOTO 2190
RETURN

Drowned routine

IF 8 » 11 THEN FRINT "There.is.nothing.to.attack"”" : GOT

0 1080

IF L(8) < L THEN FRINT "Not.here!" : GOTO 1080

INFUT "With.what'"y X& 1 BE = LEFTE(X$, 1) @1 B¥=UPPER$ (B

%)

IF B% = "FOO" THEN FRINT ".Good.move! . . Black.belt!'" ¢ H
=@ : DF = 4 : GOTO 2020

IF B$ = "HAN" THEN H = @ : DF = 2 1 GOTO 2020

FOR X = 1 TO LEN(O%) STEF 3% @ IF MID$(0O%, X, 3) = B$% TH

EN H = INT((X + 2) 7/ 3) : GOTO 1080

NEXT X

IF L(H) <> @ THEN FPRINT "Youl.don't.have.that" @ GOTO 10
80

TF H o> 22 AND H 3 2% AND H < 5@ AND H < 27 AND H <»
28 AND H < T4 AND H <> X7 THEN FRINT "That 's.not.a.wea

pon!" ¢ GOTO 1080

IF H = 30 AND L (26) <> @ THEN FRINT "Not.loaded-use.as.
Aaclub,only" & DP = 5

IF 8§ =10RS =4 THEN DD = 1

IF § = 2 THEN DD = 2

IF H = 23 OR H = 27 THEN DF = 3
IF8§=3I0RS=8O0RS=100R8= 11 THEN DD = 4
IF 8 = & THEN DD = 10

IF & = 6 OR 8§ = 9 THEN DD = 3

IF H o= 28 OR H = 17 OR H = 28 THEN DF = &

IF & = 7 THEN DD = &

IF H = 2@ THEN DF = 12

FRINT "You.have"s HFy "hit.points" ¢ FRINT 0%(8) : FRIN
T "has"y H(8)3 "hit.points"

YO = INT(RND(1) % DF % 3) + DF : OF = INT(RND(4) % DD *
3 1 PRINT "YOULATTACK JANDLJINFLLICT"y YO3 "HITLPOINTS"
FRINT : FRINT O#(8) @ FRINT "ATTACKES .ANDLINFLICTS" : FR

INT OFy "HITLFOINTS" 1 H(8) = H(E) - YO

IF H(S) < 1 THEN FRINT ¢ FRINT "YOU.OVERCAME JOFFONENT!"
fL(B) = B0 2 FJ o= @ o8 MFo= MHFO+ 3 % DD o (W) = 25 1 C
= C - 1 ¢ GOTO 1080

IF RNDC(L) » @.8% THEN GOSUER 2760

HF = HF - OF @ IF HF < 1 THEN GOTO 2190

GOTO 1080

FRINT CHR#%(7) : FRINT "YOU.ARELIN,HOSFITAL." : FRINT :

FRINT"WITHOUT JTHE \MICROF ILM!"

FRINT ¢ FPRINT "DOLYOULWANT TOLRETURNLTOLYOUR (HOTEL LROOM

SAND LTRY JAGATIN"

INFUT REF# @ REF#=UFFER$ (REF#) ¢ IF LEFT®(REF#, 1) = "Y
"OTHEN GOTO 2199

IF LEFT$(REF$, 1) = "N" THEN J080

FRINT CHR#(7) ;CHR$ (7) s CHR$(7) 1 GOTO 2210

END

FRINT : FRINT "What.do.you.want.to.do" : RETURN

IF (X = 4 OR X = &) AND RND(1) » @.25 THEN RETURN

IF X » 8 AND RND(1) > @.4 THEN RETURN

IF F = 4 THEN RETURN

IF RND (&) < @.3% THEN RETURN
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2300
2310

2320
2330
2340
2350
2360

2370

2380
2390

2400
2410
2420

2430

2440
24350
2460

2470

2480
2490
2500
2510

2520
2530

2540
2550
2560
28570
2580
20590

IF X = 4 THEN O0%(X) = "TWO.TEENS"

OF = INT(RND(Z) % 1@) : FRINT CHR#(7) : FRINT O0#(X) ¢ F
RINT "ATTACKS.LANDLINFLICTS" : PRINT OF; "HIT.FOINTS.DAMA
GE!"

HF = HF - OF : IF HF < 1 THEN GOTO 2190

PJ = 1 : RETURN

PRINT CHR#(7)

RETURN

PJ =0 : L(S) = 25 ¢ IT = 100 : FRINT CHR#%(7) : FRINT "
THENLRAN . AWAY!" ' RETURN

FOR X = 12 TO 3@ : IF L(X) = 25 AND RND(1) > @.5 THEN L
(X) = L

NEXT X : RETURN

IF L(28) <> @ AND L(37) <> @ THEN FRINT "DARK,.CAN’'T.SE
E" ¢+ FL = 2 ¢ RETURN

IF L(37) = @ AND FL = 1 THEN RETURN

IF L.(28) = @ AND FL = 1 THEN RETURN

IF L(37) <> @ OR FL <> 1 THEN PRINT "DARK,.CAN'TL.SEE" 1
FL = 2 : RETURN

IF L(28) «> @ OR FL < 1 THEN FRINT "DARK,.CAN'T.SEE" 1t
FL. = 2 1 RETURN

T=0:: FOR X = 1 T0 6 ¢ IF F(L, X) = @ THEN T = X

NEXT X & X = RND(-TIME / ZT0@)

IF T <» @ THEN F(L, T) = INT(RND(1) * 17 ) + 1 : IF F(L
, T) = L THEN GOTO 2460

IF T <> @ THEN FRINT "SECRET.FASSAGE!" 1 T = @ 1 RETURN

RETURN

T=0: FOR X =1 TO &6 ¢ IF AX(X) <> @ THEN T = 1
NEXT X ¢ IF T <> @ THEN YY = X

RETURN

Attack routine

H
IF 8 » 11 THEN FRINT "CAN'TL.CALLLANOBJECT!" : GOTD 108
Q

IF L(24) < L THEN FRINT "NOJFHONE!" : GOTO 1080

IF 8 <» 11 THEN FRINT "LINELIS. BUSY" : GOTO 108Q

GOSUR 2720 1 FRINT "CALLLESTABLISHED : JGIVE"

INFUT "CODE.FHRASE"; C#% 1 C#=UPFER$ (C#%)

IF C#% <> D$% THEN FRINT "INCORRECT" : GOTO 1080

IF C¥# = D& THEN L(11) = INT(RND(1) * 16) + 1 : PRINT "C
ORRECT ,CODE" : GOTO 1080

Phone routine

FRINT "PAFER.WITHLCODE .WORD" : FRINT "CODE.WORD.IS."; D
% : RETURN

CLS @ FOR ERE = 1 TO 10 : FOR ER = I00 TO 1000 STEF S0

: SOUND 129, T, 1@, 15 : NEXT ER : NEXT ERE

GOSUR 234@ : FRINT "YOU.LCOMPLETED.YOUR.MISSION!!!!" 3 F

OR ER = 1 TO 12 : LOCATE 1, 1 : FRINT CHR#(11) @ NEXT ER

X = INT(RND(1) % 17) + 1 @ IF L(20) = 3@ AND X = 17 THE
N GOTO 2640

IF X = & THEN 2640

RETURN
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Display code word and end of mission routine

2670 ¢

2680 FRINT CHR#(7)
2698 RETURN

2700 FRINT CHR#(7)
2710 RETURN

2728 PRINT CHR#(7)
2730 RETURN

Short beep

2740 s

2750 IF F = 4 THEN RETURN

276@ IT = ( INT(RND(2) * 3 ) + 1) % 100
2770 FRINT CHR#(7)

2780 RETURN

Check flag

2790
2800 IF L(26) = @ THEN FRINT "STRUCK .WATER" : RETURN
2810 L(26) = 4 ¢ PRINT "BULLETS" : RETURN

Water and bullets routine

2820

2830 FOR X = 1 70O 1@

2840 IF L(X) = 28 THEN L(X) = INT(RND(4) * 17 ) + 1
2800 IF LX) = G AND X <> 2 THEN L(X) = 25 : G0TO 2840
2860 NEXT X : RETURN

Randomise routine

2870
2880 L = INT(RND(1) % 16) + 1 1 IF L = 12 THEN 2880
2890 IT = 25 : RETURN

Check random number

2900

2910 PRINT “LOST"g Y; "HITWLFOINTS" ¢ HF = HF - Y 3 RETURN

2920 IF 8 <> 14 AND 8 <> 13 AND 8 <> 16 THEN FRINT "CAN'T.GO
ATHERE!" s RETURN

2930 IF (8 = 10 OR § = 16) AND L(S) <> L THEM FPRINT "NOT.HER
E" @ RETURN

2940 IF 8 = 10 OR 8§ = 16 THEN PRINT "FELLLOFF" 31 Y = ~(§ = |
G) #2354+ 10 * ( ~(8 = 14)) : GOSUR 2910 : RETURN

295@ IF 8 = 14 AND L (29) <> -1 THEN FRINT "LOCKED" : RETURN

2968 IF 8 = 14 AND L(29) = —~1 THEN P(17, 1) = L2 3 L2 = | 1
FRINT "INLCAR : LOOK!" ¢ L(29) = @ : RETURN
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2979

2980
2990
000
1010
1020
100
2040
050
060

070
1080
1090
3100
3110
1120

313

RETURN

Messages for hit points and car

FRINT CHR#(7)

LOCATE 173,20 : PRINT"Fress.[SFACE]" 1 ZI=0
IF INKEY#="_," THEN I060

Z2=77+1 + IF ZZ<100 THEN 3010

LOCATE 13,20 : FPRINT STRING$(173,32)

IF INEEY#="_," THEN 2060

ZZ=77+1 : IF ZZ<150 THEN 7040 ELSE 7000
CLS :+ RETURN

Wait for keypress

:

ClL.8

FOR T=1 TQ 40

FRINT TAB(T) "BYE"CHR$ (7)
NEXT T

FRINT

END
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ChexSum Tables

10
20
I0
40
S0
60
7@
80
90
100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
27@
280
290
00
210
a2
310
40
)
60
370
I80
390
400
410
420
430
440
450
460
470
480
490
S0
G910
520
530
H4Q
]
S60
570
580
590
600
610

B By B8 ag# w08

#HHE

8§ HE B HEHERHERHERE

@ H B B B Y BB HEBEEHHEHESERHESERHEAERER DR

551
220
748
2902
7]
6678
8723
437
4554
8025
3989
437
2297
7181
7566
7985
5871
8151
5874
5945
40719
4053
5682
5660
2957
5599
5480
53272
2
9579
22673
013
2085
2224
1407
1651
178
201
2
Sib16
14
1121
974
1986
756
484
2783
201
?
1787
1972
1955
1950
1792
1790
1966
1943
1872
2279
1947
1948

620
&30
640
650
660
&70
680
690
700
710
72@
730
740
750
76@
770
780
790
800
810
820
81a
840
8tuio
860
872
880
890
0
910
920
I
40
950
6@
7@
80
90
1000
1010
1020
10730
1040
1050
1060
1070
1080

1090 =

1100
1110
1120
11730
1140
1150
1160
1170
1180
1190
1200
1210
1220

1793
1960
1792
2008
1943
1991
1936
1981
194@
1802
1943
1845
"]
4850
03
S827
870
3913
2652
3741
1521
1640
2012
3246
6464
6190
1006
"}
1121
2008
40235
2854
Q@
4542

G228

2983
LHHR29
3030
2405
[}
4426
1407
417
@
5042
322
2418
1166
QA
26473
1803
2209
3910
7749
G570
1)}
029
5446
7142
3247

TN

197

g BB HHAHEHEEEHRBEREHEENHERE R HNRY
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i 48

2 5 B0

B EE g E

B0 HHHHE

i # R

HoH OO

1220
1240
1250
1260
1270
1280
1290
1200
1310
132

1330
1340
1350
1360
1370
1380
1390
1400
1410
1420
14720
1440
1450
1460
1470
1480
1490
1500
1510
1520
1530
1540
1550
1560
1570
1580
1590
1600
1610
1620
1630
1640
1650
1660
1670
1680
1690
1700
1710
1720
1730
1740
1750
1760
1770
1760
1790
1800
1810
1820
18730

# B § B H B EHHHBERERHE NN H

H# 85 B R UHEHREHDDY # 8

B OB H

# 0 #H B HRE®E

a8 g BoRE G

ERE




1840
1850
1860
1870
1880
1890
1900
1910
1920
1930
1940
1950
1960
1970
1980
1990
2000
2010
2020
2050
2040
2050
2060
2070
2080
2090
2100
2110
2120
21730
2140
2150
2160
2170
2180
2190
2200
2210
2220
2270
2240
2200
2260
2270
2280

B B HE B BN B RE

B ER 8 8 EHH 8B R

H

i

@ BB HEEG

]

3489
878
2122
2759
1973
58854
4227
201
@
40734
2837
2621
4945
2680
5487
437
3573
8407
5398
2298
1503
2BE7
3936
1525
2312
189
1512
1564
5770
7854
5875
8296
2144
2784
282
4261
4205
4020
1801
1814
152
2689
3194
001
1161

2290
2700
2310
2320
2330
27340
2350
2360
2370
27180
2390
2400
2410
2420
2430
2440
2450
2460
2470
2480
2490
2500
2510
2520
2530
2540
2550
2560
2670
2580
28590
2600
2610
2620
2630
2640
2650
2660
2670
2680
2690
2700
2710
2720

1721
2470
&T10
2784
751
5873
201
4000
4473
639
4017
2161

BB nHud

3956
3947
3703
2199
54739
2980
201

3304
1986
201

# B 8B & H e HBNDHEHERENHE

2892
2472
2407
2196
2318
2786
44715

3313
4864
GO39
4Q49
1099
201

i HHEBHREBRHERHWRHE

g8 HB

u83
201
S8l
201

o83

198

2152

2730
2740
2750
2760
277@
2780
2790
2800
2810
2820
2830
2840
2850
2860
2870
2860
2890
2900
2910
2920
2910
2940
2950
2960
2970
2980
2990
I000
010
TQ20
1010
1040
1050
1060
070
3080
1090
3100
3110
3120

170

TOTAL.

Ep#HERE S E Y E RN Y E®E RSB SRR R RRRHE Y HEHNYERER R

201
@
1161
2280
o583
201
"}
2482
1671
2
1008
392
3152
&39
7]
2861
789
@
3334
4087
4249
6208
089
S5721
201
7]
583
2268
1478
2555
1086
1438
3044
340
1]
138
1034
1415
433



BOMB BOUNCER

CLASSIFICATION: Shoot-up Game

Try and trap as many of the bombs as possible use ‘,’ to move left and
‘. to move right.

PROGRAMMING SUGGESTIONS

There could well be some sound effects designed to put the player off
and levels, so that each level could have different elements in. For
instance obstacles to distract, or a faster mode of play.

PROGRAM

Variables

POSITION Shield’s position

SHIELD$ String for displaying shield
SCORE Number of bombs bounced

T Temp

FLAG The second bomb has been sent
N Temp
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Program Structure
Function/Activity

Lines

49 — 110
140 — 307
330 — 440
470 — 580

Initialise
Main loop
Deflect bomb
Game over
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BOME ROLNC

Initialise game

sl FEN 1 ¢ MODE 1 & INE @, @ 3 FAPER @ 3 BORDER @ ¢ INK 1,
18 ¢ INK 24 n LNk E, 7

6@ FOSIT

7@ BYME

BWE ¢ SYMROL 241, %,
80
G0
100

Main loop

110
140
150
160
170

a1 TO R0
ATE FOSTITION,

25

CINKEY CE9)  » 1 ) =~ INKEY C51)

1630
190
1)
210

THEN FOSITION = 58
TH JGITION = 4

RINT CHR#E (1L

TION * 1& - 8., 8
w0 AND T o= 40 ) THEN

ITTTON «
SITION
1

4

IF T = 4 AND FLAG THEN 470
NEXT T

FLAG = 1
E RND (1) % 30 + &, 1

)

f 2
FRINT CHR#$
FEN 1

)

SSsSs8s8s8s88

GOTO 140

Deflect bomb

o
R b

N2
AN = FOSTTION - 2 TO 1 §TEF - 1
LOCATE N, 2%

CALL %E ;

IRE =

o BOORE + 1
JRN

Game over

449 :

201



FOR T o= 8 10 18

SOUND 1, 200, 1%, T
MEXT T

SOUND 1, 300, 19a, 15
FOR T = 1 T0 Xé
LOCATE 1, 29
FRIND CHRE LD

NEXT 1

LOCATE 1@, 1@

SRINT YOULBOUNCED" 3 SCORE 3
VT o L TO RO s NMEXT T

"BHOMBS"

ChexSum Tables

H@ o= 2010 240 GHQ =
OB = L%4 2%Q 44@ =
7O = 3740 260 = 47Q ==
8@ = 27 = 460 =
QY = 49@ =
100 = SO
110 = H1Q =
14@ = H2Q =
150 = BAQ =
L6 = 540 =
L7@ = HHQ =
180 = SH6@ =
19@ = U770 =
PO = SHHQ =
21D =
220 =
22Q = TOTAL = 55018
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SPRITE EDITOR

CLASSIFICATION: Utility

This program allows you to create sprites on your Amstrad a facility
that has been left out of this otherwise fine machine!

You can select a sprite which is a maximum of 4 characters across
and 3 characters down. If you already have the raw data for a sprite
that you wish to modify, then you can key them in at the start.

To edit a sprite, move the cursor using the cursor keys, and press
<ENTER> to either plot a point or erase one, depending what is under
the cursor. Press ‘C’ to enter command mode: then press ‘E’ to erase
the sprite, or ‘D’ to obtain the Data representing the sprite.

Note that the sprite is made up of several characters, numbered
across and then down.

The small box in the top-right corner of the screen is the actual sprite
that you are working on.
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PROGRAM
Variables

ROW, COL
MCROW, MCCOL

GRID(MCROW,MCCOL 8)
GC, GR

l,J

L, K

NM, NUM, X$, POWER
Cu

C, Q

CH

Program Structure
Lines

10 —180

200 — 340

350 — 990

1000 — 1999

2000 — 2990

3000 — 3990

4000 — 4490

4500 — 4990

5000 — 5050

Row and column of cursor on main grid
Maximum number of rows and columns
in characters

Numbers stored for grid

Grid's starting column and row

Temps for row, column

Temps for numbers in the grid

Temps

Character under cursor

Editor temps

Cursor character

Function/Activity

Front Screen and Initialise

Set up screen

Main loop

Draw grid

Draw sprite

Toggle point on grid
Commands

Print out data

Set CU (character under cursor)
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GFERLTE

Front screen and initialise

INEC @, @ & INK 1, 20 @ INK 2, & 1 INK 35, 2%
1 RBORDER 4

E 1%, 1 ¢ FRINT "SFRITE
8 ¢ INFUT "HOW.MANY LCHARAC

EDITOR"
ERS LACROSE . (1 a—ad)

40 LOCATE 1
"y XE

el TE VAL C X&) » 4 OR VAL C X$ ) < 1 THEN 40

VAL ¢ X&)

Ly AL INFUT "HOWLMANY LCHARACTERS LDOWN L (1 -

X& ) x5 OR VAL C XE ) < 1 THEN 7@

VAL ¢
SRC = VAL C XE )

100 LOCATE 1, 14 ¢ INFUT "EEY L INGNUMBERS Gk L) WORGBUTLD o b msa
e nNEW L BFRTTE CANL My X$

IF X& = "N" (R =t THEN 200

FOR L o= L TO M
FOR J = 1 TO

Lo FOR K = 1 T0 8
ANOW L MECCOL % C 1 - 1 ) 4+ Jg " NUMBER

IF

VAL C X# ) = @ OR VAL C X$ ) » 28% THEN 140

ko) om VAL C XE )
i ONEXT

Set up screen

RO GC = 2 5 GR = 2
o UNYOOR XE m nt THE
= 1 TO MOROW @ FOR J

2000

150 ) ¢ FOR I 2 T0
| U2 FRINT CHR®C 149
COHRE C 149 ) 1 NEXT
= 1 3 LOCATE 1, GR -~ 1 1 FR

FRINT CHRE (156)
ICATE 1, 1 3 FRINT
IR

36 + MCCOL, 1 ¢ FRI
O FRINT CHRE C 150 ) ¢
(156 )

FRINT CHRE (
CHFE ()

o
wao GR

+ MOROW % 6
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Main loop

COLo= 2 3 ROW = 2 : GOSUR S00@ = C = @ 3+ 0 = 1 ¢ COH = 1

X$ = INKEY$ 1 C = C
IF G = 7 THEN C = 0
IF @ <> @ THEN 410
IF CH = 143 THEN CH = © : LOCATE COL, ROW : FEN 1 : PRI
NT CHRE( CU ) @ @ = 1 5 GOTO 410
400 LOCATE COL., ROW : FEN 1 : FRINT CHR$( 143 ) &+ 0 = | 5 C
Ho= 143
410 IF X$ = " THEN
420 TF INKEY( 2 )

1
Qo= 1~ 0

= 4

360
1 THEN LOCATE COL, ROW @ FRINT CHR&( C
SRR X0W ) % B8 THEN 360 ELSE ROW
; A6HQ

.y ROW = PRINT CHREC C
THEN 160 ELSE COL = O

L‘ i "

440 TF TNE
Uy s IF
B S5000

450 IF ITNEEY
uo o

ROW & FRINT CHR&C( O
ROW = ROW - 1 ¢ GOSU

=1 THEN LOCATE COL, ROW @ FRINT CHR%( C
GC + 1 THEN 260 ELSE COL = COL - 1 & GO&U
360

=1 THEN GOSUER 1000

ol THEN GOTO 4000

460
470
1]

Draw Grid

FOR T = 1 TO MCROW ¢ FOR J = 1 T0 MCCOL 3 FOR K
]

+ 8 % CJ -1 )y GR + 8 % 1 - 1) + K - 1

FOR L 1 T0 8
NUM = GR IO (

NM = NUM AND e

TF NM o= @ THEN FRINT ", "
XT 8 NEXT @ MEXT & NEXT
URN

SE FRINT CHRE (

Draw sprite

1990
2000 SYMEOL
e,

w Ja B
3

CIT o= 1) + Jy BRIDC T, J, 1 ), GR
A GRIDC I, Jy 4 ), GRIDC I
DC Ty Ju 7 )y BRIDC T, Jy

2016

1o LOCATE A%
* C 1 - 1) + J)
ARG RETURN

oy b e Doy FRENT CHERGE C 240+ MOCOL
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A9
4000
4010

4020

4050
4040
4050

4060
4070

4100

4490
4500
4510
4U20

A8
AEAS
4540
4550
4560
4565

4570
4580

4890
4600
4610
4620

Toggle point on grid

GOSUB %000

NUM = NUM AND B FOWER )

NM = NM XOR FOWER @ NUM = NUM OR NM
GRIDC X, J, K ) = NUM

BGOSR Hovw

i {2000

Editor commands

FEN 3 @ LOCAT b s FRINT "CMD 2 "

LOCATE INT “E .- : LOCAT 9 3 PRINT "ERAS
g

. [ D=t LOCATE . 13 5 FRINT "GE
T FRINT “DATA"

X§ = IF X& = " THEN 40350

IF X% E' AND X& <3 "e' THEN 4060

FOR I = 1 70 MCROW & FOR J = 1 T0O MCCOL & FOR K = 1 TO

8 GRIDC 1, J, kK ) =0 NEXT & NEXT @ NEXT : FOR I = 3
G T0 40 @ FOR J = & TO t LOCATE T, J @ PRINT "." @ NE
XT & NEXT & GOSUER 1000 : GOTO 220

TF X = "D OR X = "d" THEN 4500

FOR 1 o= 3% 70 4@ @ FOR J = 6 TO 23 ¢ LOCATE I, J 3 FRIN
T "W 8 NEXT = NEXT

GATA 26

Print out Data of current sprite

CLS
LOCATE 12, 1 ¢ FRINT "DATAFRINTOUT"
LOCATE 1, U ¢ FRINT "CHARACTERS LARE JNUMERE

EDLLEFTJTOWRT

GHT,L" & LOCATE 1, & @ FRINT "AND,THEN,TOF, TOLEOT M
LOCATE 1, 8 1 FPRINT "FORLEXAMFPLE & sl safaas" 3 LOCATE 1
Sy 1@ ¢ FRINU "4,.5..6"

FRINT

FOR [ = 1 TO MCROW

FOR J = 1 TO MCCOL & FRINT "CHARACTER.NO. .3 MCCOL *
[ )+ Wy "Dﬁlﬁ ta

FOR i 1 TO 6 ¢ FRINT USING "###"y GRIDC L, J, K )g
FRINT H NﬁX! : FRINT

TE = (M (S 1)y + J ) 2 IF TF = 4 OR TF = 11 T
HPN LOCATE 1, 11 H FhINT "PRESSLEFACELTOLCONTINUE" & X#
g o0 "W THEN 48565

INT CHR#( 10 )3 CHR$( 10 )+ LOCATE 1,
AINLTHISLBHAFE . (R) , " & LOCATE 1, 25 1 PR
L FROM A SCRATCH 2 (8) 3 sORLOUTT 0 (@) 27"

INT "G

X& = [Nk ¥ TF X& = """ THEN 4590

IF xX$ = "R" QR X#& = "y'" THEN 200

IF x& = "G" OR X& = "s" THEN RUN

TE X% = "(" OR X% = "q" THEN END ELSE 4%580
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Set character under cursor

TNT ¢
N ¢
o GO o+ B %
NUM AND FOW
) ELSE Gl =

SA40
ot 14}

2449
4118

"4

1400
P68
i avlc]

@
9

186

K76
] “4.5é
w200
= @
40BB = )L LR

208

) )

4600
4610
4620
4990
HOVY
G01La

SDEQ

HA4a
" kul"]

TOTAL

H

NUM = (5F

DRI

B 66
Q

6981
260
201

20

=




APPENDIX A

Joystick Routine

Below is a short general purpose joystick routine. It is included as an
example of using joysticks with the Amstrad and as a routine to include
with your own games or with the games from this book.

Define all variables as Integers for speed
10 DEFINT a-z
Select and set screen mode
20 t
0 type=1
40 MODE type
Set vertical and horizontal dimensions
oa :
60 ymax=2
70 xmax=20 : IF type=1 THEN xmax=40 ELSE IF type=2 THEN xm
ax =80
Set starting position
80 H
90 ®=20 : y=10

1900 ®old=»x : yold=y

Read Joystick

110 H
120 a=J0Y (@)

Adijust Horizontal and vertical position

1730 H
140 IF a AND 1 THEN y=y-1 ELSE IF a AND 2 THEN y=y+1
150 IF a AND 4 THEN x=x-1 ELSE IF a AND 8 THEN x=x+1

Select face and alternate when fire button pressed

160 H
170 IF a AND 16 THEN a#=CHR# (225) ELSE a$=CHR#$(224)

209



Wrap character around screen and keep it within the
screen boundaries

1680 :

190 IF y<1 THEN y=y+23% ELSE IF y>23 THEN ymsy-23

200 IF x4l THEN x=x+xmax ELSE IF ximax THEN x=x-umax
Erase old position

210 i

220 LOCATE %oldyyold
230 PRINT" "y

Display character (face)

240 t
250 LOCATE %,y
260 FRINT a#;

Update old position and loop

270 B
280 xold=x 1 yold=y
290 GOTO 12

ChexSum Tables

10 = 438 120 = 8718 230 = 150
20 = 0 130 = @ 240 = @

30 = 843 140 = A3 200 = 764
40 = 796 150 = 4341 260 = 010
50 = @ 160 = @ 270 = @

60 = 874 170 = 2E78 280 = 2188
70 = OU4AD 180 = @ 290 = 342
80 = 0 19@ = 4333

90 = 1078 200 = G906

100 = 2155 210 = @ TOTAL = 40382
110 = @ 220 = 1402

210
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