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FOREWORD

If you are a Commodore 64 owner, or are about to
become one, it is probably because you have decided
that this computer offers you more on graphics, colour,
sound and memory.

Because of the potential of the Commodore 64, we have
written awide selection of programs to meet your needs.

If you are a games player, you will find ample use of
colour and graphics to please your eye and test your
reactions. If you are someone who is interested in
‘beating the computer' by working out logical steps, then
the adventure games are for you.

Programmers are catered for with a highly versatile
assembler/disassembler program, which will allow
machine code users to convert hexadecimal to decimal.
They will also be able to save and load machine code
routines to, and from, tape.

To help users understand the graphic symbols, we have
listed the line numbers and given instructions for their
use. We have also explained sub-routines, so that users
may alter the programs, if they wish, to increase the
speed and complexity of many ofthe games.

All of the programs in this book have been listed
complete with spaces to improve clarity. Normally
Commodore Basic does not require spaces between key
words and variables or numerical constants and their
deletion will both save space in memory and may speed
upthe running ofthe program.



Examples:

POKE 1024,6 becomes POKE1024,6
GOTO 590 becomes GOT0590
FOR J=1TO 10 becomes FORJ=1T010

If you are a beginner to computing it may be a good idea
to type in the programs exactly as listed, complete with
spaces, until you are sure that the program has been
entered correctly. Spaces can always be removed
afterwards using the delete key.

The programs in this book have been very carefully de-
bugged and the listing dumped direct from the computer
before printing. This is to ensure reliable error-free
listings that should work first time, every time. If a
program doesn't work your first reaction will probably be
to scream, but remember that virtually all mistakes are
caused by simple typing errors or by not knowing howto
useyourmachine.

Read the instruction manual supplied with the machine
and approach the typing in a slow and careful manner.
Rememberthatthe more effortthatyou put into learning
about your computer, the more you will undoubtedly get
out of it.
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FORBIDDEN CITY

In a deserted city on a far away planet, there is legend of
a hidden treasure guarded by force fields, hallucinatory
gases and alien life forms. Do you have the courage to set
forth and seekthetreasure?

The city lies at the edge of a vast primeval forest, near
shimmering lakes, and will offerthe unsuspecting visitor
choices of silver spoons, blue liquids, metal discs and
possible death. You will see however, that if the going
gets tough, you can always stop for a Coke!!

How to play

Your input is a standard form of verb followed by noun
eg. Take Spoon, Take Metal Box, Take Notebook etc.
Compass directions can be abbreviated to N, S, E, W.

If you haven't typed in an adventure game before, you
will find that it can be time consuming as you have to be
very careful with data statements, otherwise you could
run round in circles, as the logical structure of the
program will collapse. We recommend therefore, that
you have a cassette recorder to hand, so that you can
load your listings when you have had enough work for
one sitting. You can then complete your input at your
next session.

We have also included a "save game" feature so that, if
you cannot finish the adventure before you have to
surrender the family television set, you can just type the
word SAVE as your command; and LOAD to re
commence.
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Graphics Characters

Line
14 Clear
20 6cursordown
120 Clear

180 Cursor down

186 Cursordown

190 2cursordown

210 Clear

290 Home, cursordown

360 Full line of Commodore keyand

3280 Clear
3380 Clear
3455 Clear
3470 Clear

3472 6 cursordown
3480 12 cursordown
3510 Clear

3512 6cursordown
3514 12 cursordown
3520 Clear

The program

Lines
30- 114 Dimension arrays and read in Data
120- 190 Print game instructions
280- 360 Print location descriptions
404- 526 Input and analyse command and goto
relevant part of program
530-580 Verb press
590-680 Drink
690-850 Insert
870-1010 Read
1020-1260 Pull
1270-1370 Use



1380-1412 Drop

1450-1582 Go

1590-1732 Take

1750-1982 Examine

2000-2182 Open

2190 Verb data

2200-2202 Noun data
2214-2980 Location descriptions and exit data
2990-3212 Help

3220-3240 Delay subroutine
3280-3360 Save game
3380-3460 Load game
3470-3530 End of game routines

14 REM FORBIDDEN CI TV

12 REM
i pr i nx era*™
SSI PRINT HWWBWWOP*™ TRB<U=>= ""FORBIDDEN CI1T

3@) DIM M<6O ,<d> ,0B <30>,O—x;*<30> _R’\:<60>oDR*
4 . OL <30 >

=10 OOXO 2 190

30 REM REFI1D IN DRTR

,Z1I™ , RN ,NN ,CP

3
.

70 FOR -1 TO RN

30 FOR K=1 TO 4

32 RERD M<— T.K>

ot NEXT K _J

90 FOR -31 TO NN

92 RERD OLCJ>

S== NEXT -J

100 FOR -—T= TO NN

102 RERD O0J"<J>

104 NEXT -J

110 FOR —-31 TO =%

112 RERD DR*<J>

114 NEXT -T

116 REM PRINT INSTRUCTIONS

120 PRINT ‘72~

130 PRINT ""THERE 13 R LONG DESERTED RLIE

N CITV ON"

132 PRINT "R FRR RWFIV PLRNET IN WHICH, L

EGEND HRS"'

134 PRINT "IT, R VAST TREASURE 1S HIDDEN
MRNV "

136 PRINT ""HAVE RT TEMPTED TO FIND 1IT, BU

T NONE"*

133 PRINT ""HAVE RETURNED. "

1-40 PRINT

170 PRINT "TOGETHER WE WILL AH TEMPT TO F

IHD THE""

172 PRINT ""TREASURE. GIVE ME TWO WORD P

HRm SES RS"

174 PRINT "INSTRUCTIONS, EG GO NORTH, EX

RMINE""

176 PRINT "TABLE, TRKE INVENTORV_"

130 PRINT ""SJTHERE RRE MRNV MORE INSTRUCT

132 PRINT *“*MRV USE, BUT I WON"T SPOIL VO

13-4 PRINT ""TELLING VOU THEM RLL I
136 PRINT "*WIN CRSES OF DESPERRTION TVPE
HELP RS"



MRND .

H

KEV TO START.

S

THEN 200

INT g

260 GOTO 400

1343

270 REM PRINT LOCATION
=1024 TO
.32

280 POR J

- <CP =

ION

=J
INT *>SLOGAT

-J

1 TO NN
IP OL<J=»CP THEN 310

T=

33 THEN 35

I>=

- M=

1

IONS
DF

THEN 313

O OR MCCP,

N

-1y

*"*VISIBLE
=1 TO NN

"IN RECT

1 TO 4
cP

DRS<J=>

=T

oT
—O THEN PRINT

FFEVE o FF
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¥ =X=r =X || ==
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00
n<
[IvE(ye]

>MEL

oeP=»25 OR CP* 14 OR CP
R«<=12)*""1IN A DANK

Fjb

1TO 5 PR INT NEXT GOS5
=1 TO 16 PRINT NEXT

JT:
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DON T UN
GOTO 4

>
THEN
1P$s> =

2zzzz
Owwww

EN<IP$)-2 THEN

Ul_llr_lLD
o zsxe X
Zoo 0000 00 <KWOp g

- __|ORPP| lll_llrll_lRD.lNl

L

MIOONNOOON
0000eaMM
SEAERES R A

0]

XOONT O
o<
O

1IJNDERSTA

[cs (o)

DON ~=
AND CP—44 THEN

THEN 433
-y
NO$ THEN

N
T
6
7

PRINT
oB<i1=-1

N
—-GOTO 400©

3
E
TO LEN<N*=>

\I
A=
N 'y
+d@ | vo
nveroaz
- >OUZm
sEov>> me<NTvv1sz
[ £ X .o
otUdpawedWgonzy zoz00
L=Z>>=In=ZZz=0=QONoO=
= a N
NFOMO ONgomo onTo 00
NOMMON0C000H=NN LNOMY 0
IYLELZONNOON: VOONNML

N$ ,NO,37?
""THE FORCE PIELD DISAPPEARED?1! "
=11

D*<V$,VB>3>»VBS$
1>

0
”
n
0
-
0
0
<

560 R$<44=-""A NARROW PASSAGEWAY"

540 PRINT
550 M<44



570 GOTU 4K

380 GOTO 1230

590 IE OB<7)-01 AND NO=21THEM 6
592 GOTO 670

oo

600 PRINT ""SOMETHING STRANGE 1S HAPPENIN

610 GOSUE 3220
SZ'O*PRINT WOlJ SEEM TO EEGETTING HEAVIE

630 GOSUE 3220

84013 'F_’_RINT "*VOU " RE FALLIEING THROUGH THE PL
630 GOSUE 3220

6e=0 GOTO o047y

670 PRINT " VOIJCAN T DO THAT! ==

6—=:0 GOTO 400

8_090 IF NO=2 AND CP—A3 AND OoOB<2>=—4 THEN 7
632 GOTO 730

700 PRINT ""THERE®™S A NOISE!""

7 10 GOSUE 3220

72w PRINT “"SOMETHINGS COMING OUT OF THE
MACHINE 1"

730 GOSUE 3220

740 PRINT *"IT"S ABLACK METAL ROE ! "

730 OE =& =>=0

@O OL J==13

770 GOTO 400

580 IF NO—3 AND CP—33 AND OEC3==01 THEN 7
732 GOTO 330

730 PRINT A SECRET DOOR HAS OPENED 1"
SWO M <33 1>= 16

310 RiEIC33==""A DOORWAYV*"

320 GOTO 400

?eo 1F NO—S3 AND CP=2 AND OE<S5>=—41 THEN 13
340 PRINT "*NOTHINGHAPPENED. ™"

y30 GOTO 400

360 REM READ

=270 IF <NO—S8 OR NO—3aA3 = AND <OE <3=—31 OR O
L<3>—CP> THEN 330

372 GOTO 300

330 PRINT "1IT SAVS: P32G1 EMR PCPC RMM**
330 GOTO 400

300 IF CNO—30 OR NO—A3=>= AND <OE<10>=—42 OR
OL <10>—€P > THEN 310

302 GOTO 330

310 PRINT 1T SAVS: 211134 2311413""

320 GOTO 400

330 1F NO—3A3 AND CP—6 THEN 340

332 GOTO 360

340 PRINT 1T SAVS: BEWARE THE HAZE , 1T
CONFUSES THE SENSES-*""

330 GOTO 400

30 IF CNU-1 1 OR NO—A3>= AND <OB <1 1>=—1 OR
OL<11)—€P > THEN 370

362 GOTO 330

370 PRINT "1IT SAVS: FNSVHBD SNRTEBDDC"™"
330 GOTO 400

330 1F NO—a3 AND CP—36 THEN 33 10

1000 PRINT "*VOoOuU DON~TT HAVE A *NTS

1010 GOTO 400

1020 1F NO—23 AND CP—21 THEN 1030

1022 GOTO 1110

1030 INPUT “"WHICH ONE"":-Q

1040 IF O—2= OR O—3 THEN CP—6:-:GOTO 400
1030 IF O—4 THEN CP—24 GOTO 400

1060 CP—46

1070 GOTO 400

10c10O PRINT A SMALL NOTEBOOK HAS APPEARE
D FROM NOWHERE 1™

1030 OL <11>—28

1100 GOTO 400

1110 1F NO—23 AND CP—47 THEN 1120

1112 GOTO 1140

1120 CP—42

1130 GOTO 400

1140 1F NO—23 THEN 1130

1142 GOTO 1230

1130 INPUT ""WHICH ONE"™:;Q

1160 1IF O—3 AND CP—42 THEN 1170



1162 GOTO 119y

1170 CcCP=47

1180 GOTO 400

1190 1F <0—3 OR Q*2 = AND CP=»28 THEN 10550

1200 IF O»>4 AND CP=28 THEN 121U

1202 GOTO 1230

1210 CP>2

1220 GOTO 40W

1230 CP==46

1240 GOTO 400

1250 PRINT “"NOTHING HAPPENED _""

1260 GOTO 400

1270 IF NO—2= AND CP—A3 THEN 12 dO

1280 VB 12

1290 GOTO 520

1300 IF NO=5 AND CP=2 AND OB<5=—43 THEN i

3 10

1302 GOTO 1360

1310 PRINT “"THE GATE 13 UNLOCKED-""

1320 M<2* 1>—3

1330 R$<2D)*""O1ITSIDE THE ENTRANCE TO THE
CITV "

1340 GOTO 400

1360 PRINT *"*VOU CAN"T DO THATZ! "

1370 GOTO 400

1380 IF NO=3 THEN 1390

1382 GOTO 1400

1390 M<40, 1=>=*24

1400 IF OB<NOX=1 THEN 1410

1402 OB<NO=-0

1404 OL <NO =-CP

1406 PRINT ""YOU"VE DROPPED | I

1408 GOTO 400

1410 PRINT ""VOU DON-®T HAVE TNT

1412 GOTO 400

1420 REM GO

1430 REM DIRECTIONS

1450 IF CP—-32 AND NO—31 THEN 1460

1452 GOTO 1490

1460 IF M<32.,4>-99 THEN 1470

1462 GOTO 1510

1470 CP—A6

1480 M <32 =>4 >—35

1490 IF NO—A7 AND CP—50 THEN 15wWO0

1492 GOTO 1510

1500 NO—30

15 10 IF CP—32 AND OB<6>=—43a AND NO—31 THEN
1520

1512 GOTO 1530

1520 M <35 _4>—36

1530 REM NOT ALLOWED

1540 IF NOC28 OR NO=31 THEN PRINT "*vou C

ANT GO THAT WAY —"" GOTO 400

1550 IF M<CP =>NO—27=>>»>0 THEN PRINT "YOU CA

N*"T GO THAT WAY_""-:GOTO 400

1560 IF M<CP *XNO—27 —88 THEN PRINT “*VvVou C

AN"T GO THAT WAY. YET . ""=GOTO 400

1570 REM DIRECTION OK

1580 CP—M<CP _NO—27 >

1582 GOTO 400

1590 IF NOO27 THEN 1650

1600 FOR J—3a TO NN

1610 IF OB <. <=1 THEN 1630

1620 PRINT O-J*<J=>

1630 NEXT J

1640 GOTO 400

1650 IF NO=13 THEN PRINT *VOU CANTT TAKE
THATI""-GOTO 400

1660 FOR - —A4 T 15

1662 IF OB<J=>-1 THEN CN-CN+1

1670 NEXT T

1680 IF CN=>=3 THEN PRINT *VOU CAN™T CARRY
ANY MORE- "" :CN—O -GOTO 400

1690 CN—O

1700 IF NOO3 THEN 1720

1710 M<40,1>==88

1720 IF OL <NO=0CR THEN 1730

1722 OL <NO =>—0

1724 OB <NO =>-1

1726 PRINT "IT"S YOURS._"™

1728 GOTO 400



173© PRINT C"THERE®™S Ml HERE 1!

1732 GOTO 40©00©

174© REM EXAMINE

1750© IP NO«x8 HND <=OB<! OR OL<S=*CP=>
HEN 1760©

1752 1P NO—1 AND <OE<11>= OR OL<11)*CP
> THEN 1760©

1754 GOTO 173©

176© PRINT SOME WRTHARRES ON 1T
177© GOTO 4©0©

173© 1P NO*9 AND <=0OB<9=>-1 OR OL <sO=CP-

1732 GOTO 131©
173© PRINT ""THERE ARE SEVERAMALL LIGH

1731 GOSUE 3220

17*32 PRINT ""THEV ARE STARTING TO PLICKER
— 1T MIGHT"

1734 PRINT "“"EE DANGEROUSTI "

1 3kJ© GOTO 400

131© 1P NO*>1© AND<OB <1© =>=*1 OR OL <1©= =»CP

1320 1P _NO—22 AND CP=26 THEN 133©
1322 GOTO 1360©
18%@ IEI’_R_I_NT ""THERE®"S A SMALL PLASTIC CUBE

134© OL<3)»26
135©@ GOTO 400©

136© 1P _NO—26 AND CP—13 THEN 137©
1362 GOTO 1330

137© PRINT ""THERE"S A SMALL VERTICAL SLO
T AT THE"™

1372 PRINT ""TOP AND A SHUTE AT THE BOTTO

133© GOTO 4©0©
1330 IP NO—A3 AND CP—33 THEN 1900
1332 GOTO 132©

I:ELB?N© PRINT ""THERE® S A SMALL CIRCULAR HOL
&%%2 PRINT ""ABOUT POUR PEET PROM THE GRO
131© GOTO 40©
132© 1P NO—16 AND CP— THEN 1330
1322 GOTO 137©
133© IP OB<3>—31 OR OL<9)00O0 THEN 1360
134© PRINT ""LOOK?® """
135© OL <3 >—43
136© GOTO 4©0©
137© REM NOT POUND
133© PRINT "“NOTHING SPECIAL"
1332 GOTO 400©
133© REM OPEN
2000 IP CP—2 AND NO—23 THEN 201©
20©2 GOTO 2070©
20 1© PRINT ""LOOK? "
202© 1P OL<2K=>© OR OB<2>—1 THEN 204©
2030 OL <2>—12
204© 1 P UL<4>0© OR OB<4>—31 THEN 2060
205© OL <4 >—43a2
2060 GOTO 40©©
2070© IP CP—34 AND NO—23 THEN 20S©
2072 GOTO 212©
208© PRINT ""LOOK?< """
203© IP OL<10><>© OROB:« 1©>—1 THEN 2110©
21?@ OL <=1© >—34
GOTO 4©©
2120 IP CP—33 AND NO—2® THEN 2130
2122 GOTO 2160©
213© PRINT ""THERE IS AN EXPLOSION.___""
214© GOSUE 3220©
215© GOTO 3470©
2160 PRINT ""VOU CAN-"T DO THAT._."
2162 GOTO 400©
217© REM NOT POUND
213© PRINT ""THERE"S NOTHING THERE. "
2132 GOTO ©©
134 REM VERB STRIMG
13© ph DRIEXAGO reapijlipususetakgetput
DROLOOOPEWALMOVINSPRE
2134 REM NOUN STRING
220©0© DATA BOXDISRODSPOKEVAMUFLACUBHELTIN
NOT— S IGSHEPODWALWR 1



LOCLIQTABCUPBUTLEVMACINVNORSOU

<
-
q
[a)

o~
o
o~
~

= H s
' : )] R_
o) ' °
. ' 14 w
oo N nlo< a
W - N
o W, o _ 3mu M_oum
o ¢ : €0 .
z < .L oI> OUOLC
< o W e
. ()] r w = -0 (e} <
x: z . >
F0 o W o] 0w, X7=T0
0 z' < an 0% ozq 'z
z U oo . 2 'or '>Vo>=
0 = x D S-S
- < W Y 4RWAI_I5D.S
F, wl z o < rx<d '¢o3WI-su
oy I 00 €< ozpWsO wk
-5 FO - o) aF + Ounkg
XA w n 2 F w =0« < W
0= kY 0 z 12 dzov3souw
nr<00 > & = 4 o<=0z aon
we, © w FERPE TR
oo w- ¢ < ¢ sO0 ,"0pa™add
czoeoe zZ z n- _AM '
7z cmll - S EIR L
Soq wIRCCLCITAT (AT o "
om “FF ' o odouo aoZ2lkzz0,22
aFZ9D oZ 'Z iV izZV el i--
rq¢= 00 ,I2I3_._.OS3I.I56" ".»EO."*"
1c"2"N3","."_R_".R_:s*:F.:F
@Ol=n™0lat plion ok LI AIAA=_ A
A A0 A AN ATA AMA odaad o
CERE L SRS PE PR S S P S
FSVEVERVEO Ly ViEy Yy VEv0zvy
WhHey _<nc<fencne=0qd 8 Ucnn
SDRRDRWDRDRDRDRDRRRDRERRUDRR
w I

W04000IOOOOGOOOOOOOOOTOOAOOO
N amsOvormoo amswonrm mo-d~am
osds<

INENE ENENEN

Cannaallaanaaammmmmnnmen
{11 NN NF NN S NF NP NE NI N NE NE N NENPNENE NN

| 1
_-_-_ [32]
- —
L '
o ~
-> -
-0 '
- ' ™
‘oo -
oZ* )
oy .
o Om= .
wlLOL \
0> ©
o > -
00 »
=y 4a)id ~
'‘ozu -
o>z ,
roou .
(ol o o
SEWU »
<02 A ~
AMNOFON o
"o Fea
O rzwz v 4
*OIZISS )
w1gA"1R )
Ty, ~
)0) )J)Tl
ooz~
“qol- Frg

VivveVxe-
"cnenonud
oroeLezo

OOOAOOOOO
<wo ~moo™
<<

DATA

~
“

THE DOOR

ROOM —

FREEZER

IS I OO® 0O MO 0W

N ENE NI ENENE VPN PN PR NEN

- w r < =
w oow ol = 0 ~ >
(U] o F m 0 ] ™ (U]
<« ° ) s Wl o
r o ' D G S o o W
o ~ >y oI -l o~ z
o< W o~ F gy "0 W R «r " w
N« 12 '0Q g = 0 gy w2 o
» 0 = S F w0 o ‘v - oz
F o SF o W ¢ "W O I o« " <
(6] LN e]')] " r <0 F 0 "W ™
= o5 0 ~ > 0 wZ, olk ) IR
4 00 E>S « 4o = < '+ " o]
W e = "F < odr o ©
T * FO o Z 4 ‘*=3¢ L ' -t
w o o 'oWw owluw 0 ow ~ o
0 *0d o xz o " o 4z
o L0 ' < W e 20 A «~O o A=
0 "W o 0 = o19¢ z oW v
4w 4z a4 ol rwo oo o ZL
0 o WO « € « o= ° -
PRl e ‘IO d . ME
'z z o Orz: o ™Mo I
o < A)ZAWWAT " ~~ ot FT
Ll 14 —
Sz za_ZoZsk SZ yy. p
o I TVRRuT<t T ugh S«
[ =0 L Xyo N
I AES gl oy -
A At TACALAE Y I
<« [P M T N AAs AN
oL “A 3O4R50 © ~e O
oo oo o0, o<
m RTM3A<FRNR|M< AR
d¥ v 0 w9
Tng OOUpAYuE-CYAD D0a oo
< I 4 0
ofococoolo OVOOOOTOAOCOO oco© oo
o o “aNms 1w © ~m mo™ am
N NN 222L2222 NS ENE N b NENE N PN

.16 -4 2 _4

13

-3 .

.15 ,0 ,0

RS <1 )

3 3

1ELD-
RS <41 )
DATA

S
0
0

14144

ocoo

<t O~m
SN

N o

'
NN



CE FIELD BARS VOUR WRV.

2790 DATA 0.41,0,0,41/73,0.0,83-9,0,0

23W0O0 R*<4S==""IN R GLOOMY PHS3HI3E FRCING

A HEFIVV LOCKED DOOR. "

2310 R*<46=>=""DEEP IN SPACE SURROUNDED BV
THOUSANDS OF STARS. . ._"

23:20 DATA S3 ,27 ,0,0. 0O.0. 0.0

2330 R*C47=>==""IN A SMALL PLASTIC DOME._."

2340 R*C43)=»"AT THE EDGE OR R DENSE
PRIMEVRL FOREST. "

2350 R*(C49i1i=""1IN THE MIDDLE OR R FOREST.

2360 R*<S0O)=>""RT THE EDGE OF R VAST
HIMMERINO LAKE.""

2370 DRTR O, 0,43, 0, 0,0, 49, 47, 49, 50

2372 DRTR 49,48,49,0,51.,0

2330 R*_F51>:"INSIDE THE POD. "

2S90 DRTR 0©0,0,0.50

2900 DRTR 7,0,0.8,0,51,31,0,0,0,0.,26.21

%802 DRTR 42,0,12,34.,33.,13.,23,43.,47.50.3

29 10 DRTR 16,0

29 12 REM OBJECT DESCRIPTIONS

292 DRTR R SMALL METRL BOX WITH R RED

BOTTOM—

2922 DRTR R SMALL METRL DISK-,R BLRCK ME

TRL ROD-—

2924 DRTR R SILVER SPOON.,R KEV-=>RN RMUL

2926 DRTR R FLASK OP LUMINOUS BLUE LIQIJI

R PLASTIC CUBE- »A HELMET- »A TI1

ﬁ928 DRTR

2930 DATA A NOTEBOOK -_.A WOODEN TABLE —-_._4
LEVERS <1l TO A4=._

2932 DATA 4 LEVERS <1 TO 4=_.,A RAISED PL
ATFORM—

2934 DATA A CUPBOARD-=A SMALL CUPBOARD- .
A STEEL LOCKER.

(%92-0 DATA A RUSTV MACHINE. .4 LEVERS <1 T
> _
2942 DATA A NARROW SHELF.,A SINGLE LEVER

2944 DATA A SPACECRAFT™S ESCAPE POD-
295ki DATA A SIGN. ,SCRIBBLED WRITING ON A

WALL .

2952 DATA A GREV METAL SPOON.

2960 DATA "N -_—_ - » TE T o -\t

2970 OB<5=-1

2980 GOTO 50

2984 REM HELP

2990 IF CP—aA7 OR CP-19 OR CP>*>18 OR CP-37
THEN 3000

2992 IF CP-33 OR CP-20 OR CP—22 OR CP—23
H

3000 PRINT "KEEP TRVING, THERE 1S A WAV

3020 IF CFO 16 THEN 3050

3030 PRINT ""TRV READ."

3040 GOTO 400

3050 IF CFO 13 THEN 3030

3060 PRINT "*TIME FOR A COKE!""

3070 GOTO 400

ﬁogcil(lj)': CPO42 AND CPO23AND CP<=21 THE
3090 PRINT "*ONE OF THEMMUST DO SOMETHIN
G 1JSEFULL 1°"

3100 GOTO 400

3110 IF CPOZ2 THEN 3140

3120 PRINT ""TRV TAKE INVENTORYV _*"

3130 GOTO 400

3140 IF CPO44 THEN 3170

3150 PRINT *""TURN IT OFF THEN._ "

3160 GOTO 400

3170 IF CPOA45S THEN 3200

3 180 PRINT ""LET"S TRV A DIFFERENTROUTE.
3 190 GOTO 400

3200 REM NO SPECIAL SITUATION

g%lO PRINT *"DON"T FORGET TO EXAMINE THIN
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SNAKE

Here is a chance to find out how much snakes like to eat
frogs and spiders.

On the screen, hopping fortheir lives, are sixfrogs and an
unlimited number of spiders who appear at random, as
the game progresses. The spider, which grows
continually, isunderyourcontrol and you must keep him
fed and alive. You see, also scattered around the screen
are rocks and ifyou hitthem, ordouble back and run into
yourself, it's all over and the frogs and spiders live to
fight another day.

The spiders are worth 10 points and the puddle jumping
frogs are worth 100 points. When you reach 1000 points
a new screen will be generated. The same will occur
should you be good enough to reach 2500 points.

Howto play

To move left and right use keys O and P

To move up and down use keys Q and A

The game features a "wrap round" screen so ifyou move

off atthe top you will reappear atthe bottom.

Graphics symbols

Line
290 Clear
490 Home

500 Cursor up
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1110
1340
1350
1360
1540
1730
1750
1810
1880
1930
2120
2130
2140
2150
2160
2180

Clear

Home
Cursor up
Home

Home

Clear

3 cursordown
4 cursor down
Clear

Clear

Home

15 cursor down
Cursordown
3 cursordown
Cursordown
Clear

The program

Lines
130-
210-
270-
330-

660-
870-
930-

190 Read in machine code for sound effects

260 Main subroutine calling loop

310 Generate new screen

640 Look at keyboard and determine direction of
snake

850 Move nextfrog in sequence

910 Sound subroutine

990 Collision

1010-1090 Delay routine for progressive difficulty of

game

1110-1520 Set initial values for game and define
graphics characters
1540-1820 Display score at end of game and calculate

and print high score table

1830-1940 Deal with newgame request orend of

program

1950-2190 Printtitle screen
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390 POKE S+4.0

900 NEXT OS

910 RETURN

=320 REM COLLISITION

930 FOR SN=1 TO 30

940 POKE S+1J40:POKE S+4,33

950 POKE D+R .32

960 ROKE S+4.0

970 ROKE D+R .33

930 NEXT SN

990 RETURN

1000 REM DELFfIV ROUTINE

1010 LA=LA+ 1

1020 IF RNDCOXILFI/Z30 THEN 1040

1030 GOSUB 1050

1040 FOR DE=1 TO 250—F R :NEXT

1050 3P=« INT <RND (O =#950 )>+40

1060 IR REEK<D+SP><>32 THEN 1090

1070 ROKE D+SR, 35

1030 ROKE C+SP .6

1090 RETURN

1100 REM INITIALIZE

1110 RR INT >3

1120 ROKE 55,0 POKE 56,56

1130 PRINT CHR35<142 =

1140 POKE 56334, PEEK <56334 =AND 254
1150 POKE 1,PEEK <1>= RND 25

1160 FOR J=0 TO 511

1170 POKE J*714336 -PEEK <J+53248 >

1130 NEXT ES

1190 POKE 1 PEEK<I1=>=0R 4

1200 POKE 56334 > PEEK <56334 =0OR u
1210 POKE 53272 <PEEK <53272 >AND 240>+ 14
1220 FOR J=>»14600 TO 14639

1230 READ D POKE 3 —D

1240 NEXT =J

1250 DATA 24,60,126,255,255,126,60,;
1260 DATA 139, 153, 126, 60, 60, 36, 66 ,3U=
1270 DATA 129,36,153,127 ,24,127 _.153
1230 DATA 56,126,255 255,255,255,2?8
1 9 DATA 255 ,ci55 ,d55 ,1755 ,1755 , <155,
1300 D=1024:C=55296

1310 POKE 53231.,0 POKE 53280.,2

1320 POKE 646,1

1330 IR F3=0_THEN F3=»1-GOSUB 1950
1340 PRINT Lo

1350 PRINT FN SCORE: - sc SPC<7=> ""H
I SCORE — * HS

1360 PRINT -

1370 FOR =+1 TO 30

1330 R>>INT <RND <O =>#950 =+40

1390 POKE D+R,36

1400 POKE C+R .4

1410 NEXT =<J

1420 ROR -J=1 TO 6

1430 RM <_T>= INT <RND <O >#950 >+40

1440 POKE D+FM<J > ,34

1450 ROKE C+FM<Jd=>=,

1460 NEXT J

1470 3=54272

1430 W=2 R=>»31

1490 ROR L="*S TO S+23 ROKE L., O NEXT L
1500 POKE 3+24.,15

1510 ROKE 3+6.,240

1520 RETURN

1530 REM END OR GAME

1540 PRINT st

1550 ROR J=1 TO 13 —PR INT ®NEXT J
1560 PRINT “"VOUR SCORE: "scC

1570 ROR GA=1 TO 10

1530 GET G's

1590 NEXT GA

1600 INPUT ""VOUR NAME *iNM$

16 10 IR LEN<NMiE)=12 THEN PRINT ""TOO LONG
- ""bOTO 16W

1620 SA <10)=SC

1630 N*<10 >>»NM>*

1640 ROR J=10 TO 2 STEP—A

1650 IR SA <JI=><SAC-,—4 STHEN 1720

1660 TR=*SA<.,—3A>

TiaHiz <d—a >
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SR< —1>=3R <Jr>
<-a—1 > <.3>
SR<.T =TP
=] ==—=>Tr*~
NEXT J
PRINT 73"
PRINT TRB<10)""HIGH SCORE TRBLE"
PR INT THIPWT
FOR M=1 TO 9
PRINT TRB=5=MM "SR <IV=" tJ
PRINT N<IVI=
NEXT M
PRINT:-PRINT
PRINT TRB<3 P "WWSFEPRESS P TO PLRYV
PRINT TRB <14)""S TO STOP*"
GET
IF Q™=>*""» THEN 1330
IF Q ~0O **P"" THEN 1900
LR=*0Q -SC=>»0 HS=Sfl<1>
SF=0 :SG-0
PRINT *""71°"
GosuB 1350:GOTO 220
POKE 646 ,14:POKE 5323 1,6
POKE 553280,14:POKE 53272.,21
POKE S+24.,0
PRINT ~73°
GOTO 2200
RERD B
IF B=—3a THEN 2120
POKE D—+B,37
POKE GC>*~B,5

0}
0
-
0
=
O}
o
0

HRTR 164 , 165 ,166 ,170 ,174 ,173 , 173
1IRTR 180 ,134 ,133 .13 1, 132 , 133 , 134
DRTR 1%5.,203 ,207 ,210, 214, 217,
DRTR 224 .227 .23 1 .243 ,250 ,25 1 .,254
BRTR 257 ,261.264 .2b6, 27 1, 234 ,.235
DRTR 236, 230, 232, 234, 237 .233, ~i33
BRTR 300, 301, 304, 305, 311, 312, 313
BRTR 314, 327 .330, 333, 334, 337 34 1
BRTR 344,346, 351, 33,067, 370 . 374
BRTR 377,331, 334,387,331, 4y4, 405
BRTR 406,410, 414, 417, 42 1, 424 , 423
BRTR 431, 432, 433, 434 ,435 ,—1
PRIEINT =3

PRINT - CTR3
LEFT. R IGHT "

PR INT ""*3"TRB <10 =""i7IR FOR UP/ DOWN °*
PR INT TWRITRB <t ""FROGS SCORE 100 P

PRIENT W T RB <3> ""SPIHERS SCORE 10 PO

FOR BE= TO 13000:NEXT
PRENT =

RETURN

END



CATERPILLAR

Horror of horrors — if you hate creepy crawlies and
spiders this is notthe game for you.

You are being chased around the screen by a fast
advancing caterpillar and "six" giant red spiders.
Scattered around the screen are a number of purple
toadstools and yellow mushrooms. If you eat one of the
mushrooms your movement will speed up for a short
time but — if the caterpillar eats one of the toadstools its
speed will increase fora shorttime.

You can gain 10 points for each segment ofthecaterpillar
you shoot, and, because the spiders are really bad news,
100 points for each one destroyed. If you are sharp
enough to hit the caterpillar between the eyes on its
orange head, be warned — it will regenerate from a
random position on the screen.

The game will end ifthe caterpillar orthe spiders get you
or ifyou collide with the segments ofthe caterpillar.

How to play

To move left and right use keys O & P

To move up and down use keys Q & A

To fire, press keysW&Sfor up and down and L& :for left
and right.



Graphics symbols

Line
646
700
920
930
940

1170

1178

1180

1182

1184

1186

1188

1190

1500

1520

1740

1760

1820

1880

Home, cursor up

Clear

Home
Cursor up
Home

Clear

3 cursordown
3 cursordown
lcursordown
3 cursordown
Cursordown
3 cursordown
Cursordown
Home
Cursordown
Clear

3 cursordown
4 cursor down
Clear

The program

Call initial subroutines

Main subroutine calling loop

Look at keyboard and move

Move next spider in sequence towards

Shoot in direction indicated by key pressed

Lines

25- 35

40- 80

100- 190

200- 380

victim

410- 610 Move caterpillar
614- 672

700-1160

Setinitial values and define graphics
characters

17



18

1170-1194 Printtitle screen

th caterpillar and spider

ision wi

1200-1360 Coll

1400-1470 Read machine code routines

1500-1830 Calculateand printhigh score table

1840-1920 Deal with new game request or end program

ILLHR

CRTERTP

wow
@ o

© o
-

o

~ ™

1400

GOsuUB

LOOP

N

GOsuUB

-4-0

2

G OSsSUB

1

0 :GOsuUB 6

10

G OsuUB

THEN

1
1

6
6

0 :GOSsSUB

10

G OsUB
G OsUB

THEN

sccC1500
SsOC3000

E

=G 0 S U B

100

THEM

KEVBORRD

SCAN
PEEKS<137

K

THEM

» 3 8

w

0

1

o

P

P >2023 THEM

PC 106 4O0R

E

2

o

o

o~
-

PEEKS<P>a33

[

135

o

o

™

-

19

:GOTO

[

o

0

THEM

> 0 3 6

< P

F R E E K
P O KE

0

.3

5

0

G OSUB 1

0

[

PO KE cC +P -1024,3

0

0w o
o
—

M OV E SPIBER

F=»F+1

o
© o
—“

F=

=7 THEM
PEEKS<FM<F))»35
NT <RND <0

E

230
02 4

THEM
>* 950 ;-+ |

>=m |

[

o«
BN

RN

2

2

THEN

<F >ji32

K <FM CF>>032
5

6
M

R E E
TO 3
K E F

uw®o
-0a

mso
N o

NN

>

<F >—1024 >/40

NT < <FM

FM < F)-10
40

N T <

>/ 40

S *

NT <<R —1024

<F >>=»32

>/ 4 0 y

2 4

THEN

<FM

P EEK

6

0 3 4 THEN 3

> >

F REEK CFM <F

S

PO KE

0

4917 4

\%

1

;2

W

wuw
X X
[e)e)

ow
RN
™ m

S-*-4"0

PO KE

0

1500

GOTO

0

NT <P /40

>=*FM <F >+ 3G N <FM <F > <P
> >*V R

FM <F
<FM <F >-P > 40

*

2

FM CF)+C-1024

PO KE

70

ILLRR

MOVECRTERP

P EE K

+ 106 4

>
THEN

1

4

2

PEEK <CP > 0 3

GOTO

0

9

5

2

2
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CORE — "HS
340 RR INT *SS°

950 S-54272

960 ROR L=3 TO S+23 —POKE L—.0 :NEXT L
970 POKE 3+24_.15

930 POKE S+6,240

990 ROR —-T=1 TO 20

1000 R=INT <=RND <0 >*9 “50>-—"40

18?8 POKE D+R .36

1 POKE C+R .7

1828 NEXT I

1 ROR —J»1 TO 10

1050 R=> INT <RND <O >*950 >—40

1060 POKE D+R_.37

1070 POKE C+R .4

1 NEXT J

1 ROR 1 TO 6

11 FM <J >=INT <RND <O >*950 >+ 1064

1110 POKE FM<.J>_35

1120 POKE C+FM<J)—1024._.2

1130 NEXT -3

1140 P=2004 :OP =*2005

1160 RETURN

1165 REM TITLE SCREEN

1170 PRINT 72"

1172 POKE 53231.7

1174 POKE 53230.7

1176 POKE 6462

1173 RR INT “"CRTERP ILLRR =
1130 RR INT /R FOR LEFT/
R1G

1132 RRINT =E" TRB <10) UR/ZDOW
1134 PRINT wsctFIW TRB <3 > R IRE LEFT

/RIGHT"

1136 PRINT <8~ TRB<9) -1 FI RE UP/DOW
TR

1133 RRINT “WRW™ TRB <3> SEGMENTS
SCORE 10 POINTS""

1130 RRINT =W*' TRB<6> °'SSPIDERS SCORE
[6) ROINTS

1192 ROR D=1 TO 15000 :NEXT

1194 RETURN

1193 REM END ROUTINES

1200 ROR F1=1 TO 60

1210 POKE R .3

1220 SVS 49152

1230 POKE R .33

1240 POKE 3+4.0

1250 NEXT R

1260 GOTO 1500

1300 ROR FI=1 TO 60

1310 POKE R .32

1320 SVS 49174

1330 POKE P .35

1340 POKE S+4.0

1350 NEXT F1

1360 GOTO 1500

1390 REM RERD MRCHINE CODE

1400 FOR MC=*49152 TO 49134

1410 RERD B POKE MC .B

1420 NEXT MC

1430 DRTR 169.30.141.1.212.169-33_.141_4
1440 DRTR 212.96.169.45.141_.1.212_.163,8"
1450 DRTR 141.4.212.96.169.40.141_.1_.212
1460 DRTR 169.33_.141.4.212_.96

1470 RETURN

1490 REM HIGH SCORE TRBLE

1500 PRINT *S3°

1510 ROR -T=1 TO 13

1520 PRINT W

1530 NEXT Jr

1540 PRINT "“VOUR SCORE: sc

1550 FOR GR>*1 TO 10

1560 GET G~

1570 NEXT GR

1228 MERL .S

1590 INPUT ""VOUR NRME™iNM$

1600 IR LEN<NMi=>C15 THEN 1630

1610 PRINT *TOO LONG"

1620 GOTO 1530

1630 3R<10)=SC



1I>=M"N<

0]
3
A

G
v
V*—|
Y

NEXT

PRINT *C3*
RRIMT TRB C10)
RRIMT *"JSMW"*
ROR M=»1 TO 3
RRIMT TRBC5) M
RRIMT N*<M=>
MEXT M
RRIMT=RRIMT
RRIMT TRB <3 >""
RRIMT TRB <14)
OET QX

IR Q3P="""" THEM
IR Q~ O R'™ THEM
SC==0 HSZ=»SR< 1>
RRIMT 71-
GOSUB 320
GOTO 40

POKE 43152 ,0
SVS 43152

END

—a

THEM

1730

“"HIOH SCORE TRBLET~

SR <M >""

-*DSDS»aPRESBOP PL RV 1
"3 TO STOP™

1340

1300
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MORSE CODE

In case you were thinking of going on a sailing holiday
and wanted to brush up your morse code, we have
included this item for you.

You will have the choice of random letters, random
words, sending and receiving messages in code.

Howto play

1. Random letters.
This will send random letters at a selectable speed
with an optional display of the letter.

2. Random words.
Words from the data list in lines 940-970 are taken at
random and sounded in morse code. After a short
pause you will be asked to input the word. You can, of
course, alterthe listofwordstosuitany level of ability
from beginnerto advanced.

3. Send message.
This section enables you to send a message of your
choice. Make sure that the length ofthe message does
not cause the input statement to exceed the
maximum length oftwo screen lines.

4. End.
Stops the program.
Programming hints

At maximum speed the random letter generator will
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send at approximately 60 characters per minute, which is
adequate forthe Radio Amateur's morse test. Ifyou are a
beginner to morse code, don't try and memorize the

individual dots and dashes for a letter.

Listen to the

overall sound as each is sent, and you will be surprised

justhow easily it can be learnt.

Graphics characters

Line

290 Clear, 2 cursordown

300 cursordown

310 cursordown

320 cursordown

324 cursor down, 3 cursor down
370 clear

600 cursordown, cursordown
620 cursordown, cursordown
662 2cursordown

990 clear

The program

Lines
120-180 Setsound registers

190-270 Dimension arrays and read data
290-340 Print menu and input choice

350-360 Input speed

400-480 Random letters
500-646 Random words
660-780 Send message

800-894 Subroutine to sound morse code

900-930 Morse code data
940-970 Word date
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860 NEXT DE._.J
870 REM SPEED DELRV
880 FOR DE*1 TO 1100—SP*10

NEXT DE

% RETURN

DRTR 13,3111,3131,311,1,1131, 331
910 DRTR 1111,11,1333,313,1311,33
920 DRTR 3 1,333,1331,3313,131,111,3
930 DRTR 113,1113,133,3113,3133,3311
SQBIDRTR COMPUTER .RRNDOM ,RECORD ,CONTRCT,
330 DRTR ESTRBLISH,ENRBLE ,RLPHR,ZEBRA ,HO
338 DRTR ROND ,ROXTROT ,HIGHER ,ROSSIBLE ,BR
9r0 DRTM DIGEST MESSRGE REFLECT, QUEBEC,
RV DRV
980 POKE 5 -24 ,0

RO
00
(o]e]
0
T
ma
Zm
oz
_'
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RESCUE

If you have ever fancied being a valiant knight in shining
armour, you now have the chance. A fair maiden has
been imprisoned in the black magician's castle and you
are her only hope of release within the time limit.

Howto play

The magician's castle will be found at the top right of the
screen. From your starting position in the bottom left you
must move up to the castle to complete yourtask.

Not unnaturally, the evil magician is a little peeved at
your intrusion into his affairs and is hurling large moss
covered green boulders at you. These magical boulders
will kill you if you bump into one, or are unlucky enough
to be underneath one when itfalls.

To further compound your problems, the magician has
sent his two dastardly boulder-crunching henchmen
after you. Luckily these two are both stupid and violent,
and can sometimes clear a path for you, as long as you
keep a respectful distance.

Move using keys 0 and P for left and right, and Q and A
for up and down. To ease your burden, the time limit can
be increased via line 1782, and/orthe number of boulders
atthe start ofthe game via line 1610.



Graphics characters

Line

670 Home

680 10 cursordown
1110 Home
1120 10 cursordown
1140 Home
1210 Clear
1250 5 cursordown
1260 8 cursordown
1270 Cursordown
1590 Clear
1900 Home
1940 Clear

The program

Lines
120- 130 Initial subroutines
140- 180 Mainsubroutinecalling loop
200- 300 Knights new position
310- 470 Hitrock
480- 570 Caught by henchman
580- 690 Reached castle
700- 740 Move knight
800- 900 Move henchmen inturn
920- 950 Throw boulder
1000 Decrementtime left
1020-1130 Outoftime
1140-1160 Printtime left
1210-1300 Title screen
1400-1580 Define characters and set initial values
1590-1690 Set up screen at start of gamee
1720-1760 Setsound registers
1900-1990 End ofgame
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LINE RENUMBER

This short but effective program will resequence all lines
in your Basic programs. Some care is needed in its use,
since we have to fool the computer into having two
programs resident in memory at one time. Follow
carefully the procedure set out below and you shouldn't
have any problems.

How to play

1

Type in and save the line renumber program onto a
tape and verify it.

Turn off the power supply to the computer and turn
back on.

Loadthe line renumber program.

Type : POKE 44,15 and press return.

Load your Basic program to be renumbered.

Type : POKE 44,8 and press return

Type : RUN and press return. Input the new start line
and increment when prompted. Wait until the
computer responds with READY.

Type : POKE 44,15 and press return.

SAVE your now renumbered program onto tape and
verify it in the normal way. Turn the computer power

supply off and on. LOAD your program back into the
computer.
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Any gosub, goto statements will still of course have
the old numbers and must be changed by hand.

100 LINE RENUMBER

110

=

130
140
150
160
170
deky
1S>0
200
210
220
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BOMBER

As the pilot of a plane you are faced with a desperate fuel
shortage. You are circling down towards a city which has
been cleared of its population, for your landing.

Now you have one last chance. Can you bomb away the
buildings and clear an emergency runway before it's too
late?

How to play

Release your bombs by pressing the space bar. Buildings
will be destroyed more quickly if hit at their base, so
accuracy ismore importantthan speed.

If you manage to land your plane successfully, you will
be faced with a second city with even higher buildings.

Programming hints

The game can be made easier if desired by reducing the
height of the buildings you need to destroy. The easiest
way to do this isto reduce the value of SK in lines 130 and
2170 for the first city, and in lines 2360 and 2240 for the
second city.

Graphics characters

Line
510 Home
770 Home

1520 Clear
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1670
1780
1800
2020
2050
2110
2160
2350
2390
2430
2440

Home
Home
Cursordown

Clear

3 cursor down
4 cursor down

Clear
Clear
Clear

5cursordown
8 cursor down

The program

Lines
120-
160-
210-

310-

420
460

470-
560-
620-
680

690-
890-

140
190
300

380

550
600
670

870
920

940-1200
1210-1440
1450-1470
1470-1510
1520-1690
1710-1820
1830-1850

Initial subroutines

Main subroutine calling loop

Increment horizontal position & check for
new level

Horizontal position & new level on reverse
pass

Collision detection

Look at keyboard to detect if space bar
pressed

Starting position of bomb

Sound effects

Move bomb and plane

Bomb offscreen

Bomb hits building

New bomb position

Define initial characters and set initial values
Read in sprite data

Setscreen and inkcolours

Set sound registers

Print city for start of game

Plane crashes into building

Clear keyboard buffer
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1860-2120 Calculate and print high score table

2130-2220 Newgame values

2240-2340 Sound effects for successful landing

2350-2370 Printsecond city

2390-2460 Title screen

100 REM BOMBER

110 REM

120 GOsuB 2390

1 30 =5

140 GOSsSuUB 340

150 REM MA TN LOOP

160 GOsuB 210

17-0 GosuB 450

1SO POKE sS+4.,0

130 GOTO 160

200 REM MOVE PLANE

210 PX=PX+ 1M

220 IR RX=>=0 OR IM=>=0 THEM 310

230 IR PEEKddV+16>=0 THEM 270 +#

240 POKE V+16,0

250 PX=255

260 GOTO 330

270 POKE 2040,133

280 PV=PV+4

230 IM=1

300 GOTO 330

310 IR PXC255 OR REEKCV+16>=1 ORIMC1 TH

EM 350

320 POKE V—/~-16, 1

330 PX=0

340 GOTO 330

350 IR RXC100 OR PEEK<V+16)-0 URIMCZ1 TH

EM 330

360 PV=PV+21

370 IM=—12

380 POKE 2040,132

330 IR PX=45 AMD PEEKCV+16>=1 AMD PVvV=2~"S
THEM 2240

400 POKE V ,RX

410 POKE V+1,PV

420 IR REEKCV+31>= AMD 1=1 AMDPV=50 THEM
17 10

430 RETURM

440 REM DROP BOMB

450 IR BD=1 THEM 620

460 IR PEEK <137 =0 6 O THEM 310

470 IR RXC24 OR <PX=65AMD PEEK cCvie= =1
THEM 310

480 IR BLC1 THEM 310

430 BD>*1

50 BL=*BL—

510 RRIMT - TAB d23 > STR$S<BL=>=> + "

520 GOsuUuB 21

530 BI-IN

540 B X MT <<PX+256*PEEK <4&=16) =>/0 >—2—13u. < 1

MC 1>

550 BV=IMT(RV/8-4)

560 POKE S+6,240 [ N

570 POKE S+1,28

580 POKE S+4,83

590 GoOsuB 210

600 POKE -0

610 GOTO 630

620 ROKE D+BV*40+BX, 32

630 GOsuUB 210 GosuB 2 10

640 BX-BX+BI1 0

650 GOsSUB 210 :GosuB 210

660 BVvV-BVvV+1

670 GOSUB 210 -Gcg0suUB 2 10

660 IR Bv=24 OR BXCO OR BX>39 THEM BD=0O

GOTO 910
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630 IR PEEK <D+BV*40+BX ><34 OR REEKCD+BV>
40+BX>>37 THEM 880
700 ROKE S+1.,94
710 ROKE S-f5.6
720 ROKE S+6 ,17
730 ROKE S+4.123
740 BD*O
730 SC*SC+10
760 GOSUB 2 10
770 RRIMT m=mm@ TRB <13> SO:
780 GOSUB 210
730 ROKE D+BX+BV#40 ,42
800 ROKE C+BX+BV=*40.1 #
810 ROKE 53281,2
820 GOSUB210 :GOSUB 210
830 ROKE 5328 1.0
840 ROKE D+BX+EV*40, 32
850 BV*BV_—_1 #
860 IR REEK <D+BV#40 +BX ><34 OR PEEKCD +BV#
40+BX>>=37 THEM 310
870 GOTO 700
880 IR BV>24 OR BX<O ORBX>39 THEM BD=O0O
GOTO 310
830 ROKE D+BV*40+BX,38
300 ROKE C+BV*40+BX, 4
310 GOSUB 210
320 RETIJRM
330 REM INITIALIZE
340 RRIMT CHRS$S<142>
350 ROKE 56334,REEK<56334> AMD 254
360 ROKE 1.,.REEK<1> AMD 25 1
370 ROR -0 TO 511
380 ROKE J+ 14336 ,REEK <-H+53248 >
330 MEXT -
1000 ROKE 1,REEK<1l> OR 4
1010 ROKE 56334,REEK<56334> OR 1
1020 ROKE 53272. <REEK 53272 > AMD =240 >+ 14
1030 FOR J=14608TO 14647
1040 REAB B ROKE=+ .B
1050 MEXT T
1060 REM CHARACTER BATA
1070 DATA 255,153,153,255,153,153_,255 ,25
1080 DATA-254.170.254 170.254 .17
1030 DATA O .24 ,6li.12b, 255, 153 , 153
1100 DATA 0.124", =254 170 .254 ,170 ,27? 70
1110 DATA 0.,0.60 24 .,+0.,60 24 ,0
1120 ROKE 2040, 1-:
1130 BL-8O0
120 1M=—_13
150 PX=65-RV=50
160 7=53248:S=54272
170 D= 1024 :i=55~jy6
180 ROKE V+33,6
130 ROKE V+16., 1
1200 ROKE 53282.,0
1210 ROR -;_ 12288 TO 12350
1220 READ B :ROKE -T.B
1k:30 MEXT T
1240 REM SRRITE DATA
1250 DATA 0.0, 0.0, 0,0, 0,0.O0
1260 DATA 0.0,0.0.0.0.0.28.0
1270 DATA 0.60,0.,0.60.12.0.124,28
1280 DATA 31,255.252,63,255, 252,127
252
1230 DATA 0,124.0.,0,60-0,0,60,0
1300 DATA O0.28 .0 .,0 .0 .,0,0 =0 .0
1310 DATA 0 =0.0, 0.0, 0.0.0, O
1320 ROR =12352 TO 1241a
1330 READ B ROKE T.mi
13240 MEXT .
1350 A 0.0,0.0,0,0,0.,0.O
1320 DBATA 0.,0.,0,0,0.0 0 .56 .0
1370 DATA 0.60.8.48.60.,0.56.62.t
1380 DATA *=8_255 .,~48 ,e 3,255 ,252 ,
52
1330 DATA o q?,o
1400 DATA 56, o,
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ROKE 2040 ,192
GOSUB 1420

GOXO 160

REM SUCCESSFUL LANDING

IR SK=10 XHEN 2350

ROKE S+24,15::ROKE S+6,240
ROR T=1 XO

READ N .B

ROKE S+ 1.N

ROKE S+4 ., 33

ROR DE=1 XO B=6

NEXT HE

NEXX T

ROKE S+470

DAXH 23,50.,35,50.26.,50.40.90

O
REM XIXLE SCREEN
RR INX "7rj””
ROKE 5323 1.2
RpgKE 53280. 2
ROKE 646 .,7
PRIEINT "NSmOOM" TABCI16>= ""BOMBER™"
PRINT Tt iR RS T AB <2 = "TTPRESS

SPACE BAR TO RELEASE BOMBS™

2450

PRINT ""MWDESTROV ALL BUILDINGS

AND VOUR PLANE™"

2460
2470
2480
2430

RETURN

POKE 49152.0
SVS 43152
END

THE
TO
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BREAKOUT

This game should be a pushover for those amongst you
who have spent too many hours in arcades playing with
the machines.

Across the top of the screen are five rows of coloured
bricks, and the objective is to demolish this mutli-
coloured prison by bouncing a ball off the bricks.

Clearthe wall and a new screenful will begenerated.

How to play

Use keys O and Pto control your bats, but rememberthat
you will have to predict the trajectory of the ball as it
returns to you.

Programming hints

The game can be made easier, or maybe you might think
more difficult, by increasing the number of balls in play.

To do this, increase the value of BL in line 1170 to the
numberof ballsyou require.

Graphics characters

Line

550 Home
870 Home
910 Clear

970 Home
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1210
1220
1640
1680
1690
1710
1760
1780
1980
2000
2060
2120

Clear

Clear

Clear

3 cursordown
6 cursor down
3 cursordown
Home
Cursordown
Clear

3 cursordown
4 cursor down
Clear

The program

Lines
130-
160-
210-
340-
380-
510-
690-
710-
800-
900-
930-

140 Initial subroutines

180 Main subroutine calling loop
320 Look at keyboard and move bat
360 Blankold ball position and move ball
490 Bounce on screen edge ortop
670 Missed ball

700 Lookfor clear ball position

780 Bounce ball

890 Ball hits brick

920 Generate new screen

950 Next ball position

970-1200 Define characters and set initial values
1210-1510 Setup screen
1520-1620 Initial values
1640-1740 Display title screen
1760-2070 Calculate and print high score table
2080-2170 Newgameorend
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890 ROKE s +4,0

300 IR SCv 16 OO0 O I NT<S THEN 930
910 PRIMX 73"

920 GOsuUuB 1210

930 POKE C +4a40#R+D ,34

940 ROKE S 4,0

950 RETURN

960 REM IN 1T IRL 1Z
970 PRIMX s

330 POKE 5_0

990 ROKE 6 .56

1000 PRINT CHRS$=142 >

1010 ROKE 56334, REEK C56334 =RND 254
1020 ROKE 1,PEEK =1> RND 25 1

1030 ROR J=0 TO 5 11

1040 POKE J+14336, REEK <=J+53248>
1050 NEXT =<J

1060 POKE 1.PEEK =1> OR A4

1070 ROKE 56334.PEEK<=56334> OR 1
1080 ROKE 53272, <PEEK<=53272> RND 240 >+ 14
1090 ROR J—314600 TO 14623

1100 READ D =-POKE J3.D

1110 NEXT T

1120 REM CHRRRCTER DRTR

1130 DRTR 0O,126.126,126,126,126,126,0
1140 DRTR 0O0,0.,24,60.,60.,24,0.,0

1150 DRTR O ,O0 .~"55 ,255 ,~55 _ei55 .,0.,0
1160 CL=5? 296 —D=—1024

1170 EL=5

1180 POKE 53281.0

1190 POKE 53280.,11

1200 POKE <46.1

1210 PREINT 13-

1220 PRINT BRLLS5 mf] SPCC8=>= =sco
RE — = SsSC

1230 ROR —=55336 TO 55455

1240 POKE 3.8

1250 NEXT T

1260 ROR =3=920 TO o953
1270 POKE J+CL ,6

1280 NEXT 3

1290 POKE o938+D ,35
1300 ROR —T=160 TO 139
13 10 POKE J+CL .2

1320 ROKE =+D .33

1330 NEXT 3

1340 ROR J=200 TO 239
1350 ROKE J+CL , 7

1360 ROKEJ+D ,33

1370 NEXT Ll

1380 ROR J=240 TO 273
1390 POKE J+CL .5

1400 POKE J+D ., 33

1410 NEXT J

1420 ROR J=280 TO 319
1430 POKE J+CL .4

1440 ROKE J+D ., 33

1450 NEXT 3

1460 ROR J=55616 TO 562 15
1470 POKE J .8

1480 NEXT 3

1490 ROR J=56256 TO 56295
1500 ROKE J .8

1510 NEXT 3J

1520 V=—43a X=—-432a

1530 R=15

1540 EP=338+D

1550 C=13

1560 sSs=54272

1570 ROR L=S TO 3I+23
1580 POKE L .O

1530 NEXT L

1600 POKE 3+24 .15

1610 POKE 3+6 ,240

1620 RETURN

1630 REM TITLE SCREEN
1640 PRINT Tl

1650 ROKE 5328 1.7

1660 ROKE 53280.,7
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167-© POKE 646 ,2

1680 PRINT TWwWw** TRB<14=>= ""BRERKOUT""
1690 PRINT "TWWWWW W USE! KEVS O & RTO W
OVE VOUR BFIT""

1700 PRINT " LEFTRND RIGHT _ ™"

1710 PRINT I<WWEACH BRI1CK REMOVED FRO
M THE WALL"™

1720 PRINT " SCORES1I0 POINTS-""
1730 FOR BE-1 TO 1000=NEXT DE
1740 RETURN

1750 REM END OF GAME

1760 PRINT =3t

1770 FOR T=1 TO 13

17SO PRINT Twer

1790 NEXT

1600 PRINT ""VOUR SCORE: "sSC
1810 FOR GA=1 TO 10 9

1820 GET

1830 NEXT GA

1840 NM$E=""""

1850 INPU ""VOUR NAME "SNM>*

1860 IF LEN<NM$)=12 THEN PRINT *"TOO LGNO
_""zGOTO 1850

1870 SRC10)-SscC

1880 NMs<10) =NM$

1890 FOR J—310 TO 2 STEP—Z1

1900 IF SR <<O)<SR <J—3 > THEN 1970
1910 TP*Sfl <=<-3—31)

1920 T=Ha=N-t<_pF i)

1930 SRc¢-1—aAD>=SRc¢ <3

1940 N* <J—31))=N~" <-I)

1950 sSr <pgr>=t€tp

1960 N> *<J>=T>

1970 NEXT J

1980 PRINT 73"

1990 PRINT TRB<10) ""HIGH SCORE TRBLE"
2000 PRINT "“"wWww*"*"

2010 FOR M— TO 9

2020 PRINT TRB (5D M TS R<M)D) " "
2030 PRINT N5St<M>

2040 NEXT M

2050 PRINT::PRINT

2060 PRINT TRB(8=> "WWWSFRESS P TO PLAV I
2070 PRINT TRBC14) *sS TO STOP*™"
2080 GET Q°=

2090 IF ct»r="""" THEN 2080

2100 IF Q ~0O ""P" THEN 2150

2110 sSC=0

2120 PRINT "73"

2130 GoOosuB 1170

2140 GOTO 160

2150 POKE 49 152.,0

2160 3VS 49 152

2170 END
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METEOR RUN

A friendly alien space cruiser has been pulverised by a
meteor shower and it's crew have abandoned ship.

Only you, and your brave crew, can save the unfortunate
survivors of this calamity.

The trouble isthat the meteors are still coming in waves,
and your own ship has no forecefield to protect it from
the danger. Oh, by the way, your laser guns have

overheated, and you have no way to destroy the
meteors, you can only avoid them.

How to play
Use the O and P keysto move left and right.

Every helpless alien you pick up gains you extra points.

Graphic characters

Line
230 ShiftQ
580 Clear

600 Cursordown

730 Cursordown

750 Cursordown, cursor down
790 Clear

820 Clear
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The program

Lines

130-160 Mainsubroutinecalling loop

180-270 Scroll screen and print meteors and alien

290-460 Look at keyboard and move ship testing for
alien or meteors.

490-510 Setscreen and inkcolours

520-560 Setsound registers

570-660 Initial values

670-750 Endofgame

760-810 Checkfor new game request

820-860 End of program

loo R
110 R
120 GUoUB 4550

10 GuSuUuB 230

140 GOSOE 130

150 =C= =G5

160 UOTO 1 550

170 REM INCKUI_ 1

130 TV«R*40+C+1024

1S5S0 POKE TV .32 POKE TV+1,32

EM METEOR RON
EM

200 W= INT <RND <O =i*40 >

2 10 WsHUIFI—=UI

™20 IF WR=39 THEN 250
T

250
260 IF RND<O=>>=_3 THEN PRINT SPC<INT<RND<
O=#40=) CHR$<30 > CHRS$S(C126=> CHR$<158) :
2 0 RETORN
230 REM MOVE SHIP
2S»0 IF PEEKC 197=>*38 RNEEI O O THEN o=0—4a
LSOO IF PEEK<197>=4 1 AND C<38 THEN O=0—*-1
310 TV«R*40+C+1024
3%§UIF PEEK <TV =*3 1 OR PEEK <TV—#-1>=*31 THEN
330 IF PEEK<TV>«xS*4 OR PEEK<TV+1 >-54 THEN
350
34t> GOTO 400
g%ﬁ POKE 3t1 =40
¢ POKE @4 =33
37kJ sC=sC+100
380 FOR DE=1 TO 20 :-NEXT
ﬁmw POKE S—*-4=0
1F INT <SC/ 100 =C=>SC/ 100 THEN 440
410 R=R>~1
420 IF R=>22 THEN R=22
2?8 TV=R*40+C+1024
POKE TV~"~"127 POKE TV+54272 ,2
450 POKE TV+1>=233:POKE TV+54273,2
4fcO0 RETURN
47 u REM INITIALIZE
S=54272
POKE 532800
POKE 5328 1,0
gi PUKE 646 =7
FUR J*=S TO b+23
530 POKE Jr.,o
54¢tJ NEXT —=J
550 POKE sS+24, 15
560 POKE 5*~&>"40
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ANAGRAM

Your 64 will generate a series of anagrams for you to
solve, acting on the data which you feed into your
computer.

How to play
Itisvery simple of course.

All you have to do isto identify the word and type inyour,
hopefully, correct answer.

Type QUIT to give up on a particular anagram and STOP
to end the entire program.

Programming hints

The words for selection are contained in the DATA
statements to be found in lines 510 to 610. These can
easily be changed to suit various levels of knowledge and
experience. You could use this program to torm the base
for a science quiz, ifyou wished.

Make sure that only one word can be formed as the
correct answer or you will have some heavy arguments
among users.

It is simple to change the DATA, just delete and add
words as you wish. Do remember, however, that if you
change to total number ofwords, you will need to change
the value for WD$ inthe DIM statement in line 130.
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Graphics characters

Line

120 Clear

340 Cursordown
400 Cursordown
420 Cursordown
490 Cursordown
630 2cursordown

The program

Lines
120 Clear screen
130 Dimension storage arrays

140-190 Read data into array

220-230 Select random word

250-290 Jumble word

300-330 Printword

350-370 Input guess and testfor correct answer
400-410 Wrong answer

420-480 Correctanswer

510-610 Word data

630-640 End of program

100 REM RNRGRRM

110 REM

1a~0 print —-——ra”

130 DIM WD#<100 =~ - =12 >
140 <=1

15U REM READ IN DATA

160 READ WD F >

170 IE WD$SCJI== END THEN 200
180 J=J+ 1

1s*O0 GOTO 160

200 —F-T—3

210 REM SELECT WO RD

220 R=INT <RND <O =>* Jr=> a1
230 AF=WDS3$<R >

240 TR=TR>-1

250 FOR 1=1 TO L EN <A3? =~
260 R=INT <RND <O D>>*12)+1
270 IE MN <R ><>"" mm THEN 260
280 MN mliR >=M IDS?<AN ,1.,1 =
290 NEXT 1

300 FOR 1=1 TO 12

3 10 IF M=t<l)>"" THEN 330
320 PRINT M4de< 1l >
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PHARAOH S CURSE

This is the kind of adventure game that even your older
friends and family may like to play, as it involves logic,
memory and the powers of deduction — you don't have
to be a crackshot arcade games player.

On this adventure you will be seeking for treasure, of
course, but you will have to decide whether or not to
collect stone urns, iron rods, boxes, earthenware pots
and daggers on your way to the centre ofthe pyramid.

You will have to decide whether or not to go East, West,
North, South and whether or not to open doors, enter
ante rooms and tackle mazes. Beware that floors may
crumble, walls may collapse, mists may envelope you as
the tombs are protected against robbers such as you.

How to play

The input is standard verb followed by noun eg. Go
South, Examine Table, Take Key etc. Compass directions
can be abbreviatedto N, S, E, W.

Typing in adventure games can take quite a time, so we
recommend that you have a cassette storage available,
so you can load onto tape and complete the list loading in
two sittings if necessary. Be very careful when typing in
data statements, as a single error might not be picked up
by the program, but could prove to make a nonsense of
your logical structure.

The adventure features a "save game™ facility so that
there is no need to stay up all night playing. Just type the
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word SAVE as your command; and LOAD to reload your
unfinished game.

Graphics characters

20 6cursordown

Line
14 Clear
120 Clear
260 Clear

290 Home, cursordown
360 Full line of Commodore keyand

2630 Clear
2720 Clear
2792 Clear
2810 Clear

2812 6 cursor down
2820 12cursordown

2850 Clear

2854 6 cursordown
2856 12 cursor down

The Program

Lines

30- 114
120- 240
274- 360
370
430- 590

600- 660
670- 690
700- 770
780- 812
820- 942

Dimension arrays and read in data
Print instructions

Print location descriptions

Special locations

Inputand analyse commandthen goto
relevant part ofthe program

Verb strike

Read

Move

Drop

Walk, go
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950-1082 Take

1090-1582 Examine

1590-1852 Open

1860-1922 Dig

1930 Verb data

1940-1942 Noun data

1960-2540 Location descriptions and exit data
2560-2622 Help

2640-2710 Save game

2720-2800 Load game

2810-2860 ENnd of game routines

2870-2890 Delay subroutine

10 REM PHFIRFIOH-"S CURSE

12 REM

14 RR INT iy

20 RR INX =igifelkghess™ TRB <11 > ""PHFIRROH -3 CUR
SE =~

30 DIM M a4 OB =40=,0J% <40 =, Rs*<=44=. DR«
A4*1> _OL <40)

40 GOTO 1930

30 REM READ IN DRTR

60 RERD V> _N=_2132 ,RN , NN CR

62 N~NA=NNMN+ZAN

70 FOR J=1 TO RN

80 FOR K=*1 TO a4

82 RERD M <JT>» K >

34 NEXT K ,_T

90 FOR J=>»>»>01 TO NN

92 RERD oL <-T>

o4 NEXT

100 FOR -3J=1 TO NN

102 RERD

104 NEXT <

110 FOR —-T=1 TO 4

112 RERD DR*<J=>=>

114 NEXT

120 PRINT el b

1.30 RR INT ""THERE 13 R LONG FORGOTTEN VRL
LEV IN =

132 RRINT ""EGVPT WHERE , RUMOUR HRS 1T, R
VAST "

134 PRINT ""SECRETTRERSURE IS HIDDEN_ "
136 RRINT

140 RRINT ""MRNYV HAVE RTTEMRTED TO FIND T
HIS"™

142 PRINT “"PHARAOHT®™S HORRD BUT NONE HAVE
RETURNED — "

144 PRINT

150 PRINT ""1F YOU ARE WILLING, WE WILL R
1 TEMPT"®™

152 PRINT ""TO FIND THE TRERSURE TOGETHER
154 PRINT

1SsO PRINT ""GI1VE ME TWO WORD COMMRNDS RS
132 PRINT ""INSTRUCTIONS, EG GO NORTH, E X
RMIME DOOR ,";

134 PRINT "TRKE INVENTORY—-"" PRINT

130 PRINT ""THERE RRE MRNY MORE COMMRNDS
YOU CRN "

192 PRINT ""USE . BUT 1 WilLL LERVE YOu TO
DISCOVER"™

194 PRINT "THEM FOR YOURSELF-—-""

200 PRINT

202 PRINT "IN CRSES OF DESPERATION, TYPE
HELP AS YOUR COMMAND —"*
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TIQMS INC — :
3PRINT > COPYRIGHT 2040 B.C. -

GOTO
1l2300MO—3 R N D <=0oB<3=-1 OR OL C3)-CP-> T
GOTO 1260

PRINT "“"HMMM._. — —*"

PRINT

GosuB 370

PRINT ""1T"S DIFFICULT TO RERD-_.-—-""
PRINT

GosuB 2370

PRINT 1 THINK 1T SRVS STRIKE R MR
TH R ROD""

PRINT ""OF I1RON TO **sMUDGE~"™™ RESTIN
ACE—-—-—-""

PRINT

GOsuUuB 2s7O0

PRINT ""THRTS RLL I CRN MRKE ouT-—""
GOTO 430
IF NO—26 R N D CP=4 THEN 1270

GOTO 1230
PRINT *"1T DOESN®™T LOOK THRT HERVYVY I
GOTO 430
IF NO—~ RND <OB <7 >—13 OR oOL<7>—€P=> T
1300

GOTO 1320
PRINT ""THERE®S R HOLE IN 1 TE"

GOTO 430
IF NO—=3 R N D <O0OB<3>—4 OR OL<3=>=—€P=> T
1330

GOTO 1360
PRINT "THERE"S RN OLD PRRCHMEMT 1IN
E_

OL <3 >—€P

GOTO 430

IF NO—A6 RND CP-5 THEN 1370

GOTO 1330
PRINT "THERE"S R KEVHOLE. "™

GOTO 430

IF NO—20 RND CP—30 THEN 1400

GOTO 1420
PRINT ""THERE®S RN 1JGLY LOOKING CRER
1IN THERE "

GOTO 43

IF NO—AO RND <OB <1G)-10R OL<10=>=—€P
EN 1430

GOTO 1500
PRINT "THERE"S R POISONOUS SPIDER ]
E_

PRINT

GosuB 2370

PRINT ""OooPs 1T

PRINT

GoOosuB 2370

PRINT ""TOO LRTE?1!'""

GOoOsuB 2370

GOTO 23 10
IF NO—25 RND CP—AOTHEN 2350

IF NO—26 RND CP—ASTHEN 1520

GOTO 1540
PRINT "YOU WON-®T MOVE THIS ONE T "
GOTO 430
IF NO—4A1 RND <OB<I1I1>—1 OR oL <11 >—€P
EN 1550

GOTO 1570
PRINT ""THERE™S RNEMBRLMED COCKRORC
THERE . "

GOTO 430
REM N O SPECIRL SITUATIO

PRINT "“"NOTHING SPECIAL _ "

GOTO 430
REM OPEN

IF NO—A7 RND CP—5 THEN 1610
GOTO 1640
PRINT ""LOOKT!I"

OL <23 >—5

GOTO 430
IF NO—A7 RND CP —ZF T»—<EN 1650
GOTO 1630
PRINT ""LOOK?1I"

IF OL<1><=>=0 OR oB<I1>—41 THEN 430
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CHAME

JOURNEY _

BURITAL

>
A

<8>=>>»>R$<2
A FLOOR OF
EICl1l0O0=a""AT

L i
*<3=>=-""I1IN

R

R
TH
R

00=0
N0

womoo 'ooxo
TNONNY NNLN

o

-.0..0,

O.*6 ,0.*0

2070 DATA 3,3 .7 ,0=0 ,0..0, 6
Oj 0ji O

2a 12,

OF THE

SI1DE

THE OTHER

2030 R$S<I11>=""ON

M1 RROR
2030 R*<12)«" 1IN

BURITAL

TO THE

THE ANNEXE

CHAMBER .



2 120 R«x<13=>*_,,IN A SMALL RNTE—ROOM . EE
CAREFI1IJLL, THE FLOOR 1S SLIPPERY . =
2130 DRTR 37 ,31, 30 ,0,0, 10, 14, O._.O0O _.O.0.0O0 , 1

3 ,3=,15. 12,0, . O 14

2140 RFfF<l1l6==" THE WEST OF THE PYRAMID
OF PTRH - =

2 150 R$a7> =nTO THE WEST OF THE PYRAMID
OF RMON _ "

2160 R $ a 8=>=»""TO THE SOUTH OFTHE PYRAMID

OFRMON . >

2 170 R*<13>**"TO THE NORTH OF THE PYRAMID

2 130 R*~<20>=>=>—TO THE EAST OF THE PYRAMID
OF AMON-=-""
2190 DRTR 21 .1 ,@ .5 . x™ u, , =, .S, .C . , LI,

23 ,0,2©, 17, 19, 13,0, 33

2200 RiEi<2Z21)D)a""TO THE NORTH OF THE PYRAMID

OFPTRH mllm

22 10 R—"C22 ====TO THE ERST OF THE PYRRMID

OF PTRH — =

2220 Rr*-<23=>==»""TO THE SOUTH OF THE PYRRMID

OFPTRH-~7

2230 R*<24 >=="" 1N RN OVAL ENTRY CHAMBER . "

2240 RN <25 >=~ FRLL IMOIMTO R DEEP RMD
OoOCCuPI ED SMRKE PIT—- — — ==

2250 DRTR O,0, 22 ,16.,21, 23 ,0,0, 33 , 13 ,22 ., 1

6 .27 ,23 ,2»5 .25 =0 ,0 _O0 ,0O

2260 RiIi<26) 1IN R WOOD LIMED MORTUARY
CHAMBER-""

2270 R*<27>=>=> ,,in R COLD DRRK BUR IRL CHRMB

ER-

2230 R*<23=-—-""1N SOME K1 ND OF EMCHRMTED R

OOMTHIMOS RRE MOT WHRTTHEY SEEM—- — — =

2290 R3C<29 == ""1IN R SMRLL RMTE —|ROOM-— R coL

D SLRB FLOO BEMERTH YOUR FEET — =

2300 R*<30)*"IN R LRROE SQUARE ENTRY
CHAMBER - ""

2310 DRTR O.0.,0.,24,0 ,24,23.,23.,23.,23.,23.,2

7 .0 .&€.27 .x1 ,O0 ,0 ,20 =33

2320 P:£E=31 > =14 >

2330 R*C32=*MIN RM RMTE—ROOM- THE WOODEN
WALLS CRUMBLE TO YOUR TOUCH-""

2340 R$S<3I3==""1N R LOW CEILINGED STORE RO

OM — ==

2350 RS<34 =>= >IN THE CHAMBER OF RN1JBIS— T

HE RIR 1S coLD-—-""

2360 RJI-<35 =>=RJ C13>

2370 DRTR 11, 34 ,0, 32,0, 33.,31.,0, 32,0,0,0,

31,36, 35, 0,0, 0O,0.,0

2330 RiIC36>*RJ<13>

2330 R«x<37=>""1N THE CHAMBER OF UPUAUT —
THERE 1S A FAINT MIST IN THE AR — =

2400 R*<33=>»"A R TURN IN THE PASSAGEWAY

24 10 Ri<33==""1 ZE LIKE COMPLEX OF

.o/\Z_|
>
<
>

VES —""
2420 Ri<40=>=*Ra:<39=>
2430 DATA O,O0, ,O0,0,11,0,38,14,0,37,0,0,
40 ,4,0.,33,41.,0
2440 R*<41)»>R$<33)
2450 R$<42>=""FALLING DOWN A CLIFF INTO T
HE VALLEY OF TOMBS - — - "
2460 R$<43>=R*<33>
2470 Ri(44>=Ri<3372
2430 DATH 40,0,42.,43,0,0,0,0,44,0.41,0.,0
.43 ,0,0
2430 DATA 0.,0.,0,0,27.0.,33.,26.44.,23.33,0,
0oO.23,0,5.,5.,0
2432 DATA O0.,30,7.,3,0.,20,10.,15.4
2500 DATA A CLOAK.,A LARGE IRON KEY ,A FAD
ED PARCHMENT ,NUL
2502 DATA AN 1RON ROD .A BOX.A LEATHER BU
CKET
25 10 DATA A DAGGER ,A STONE URN ,AN EARTHE
NWARE POT

25 12 DATA A BOTTLE OF EMBALMING FLUID.,NU
L.NUL ,SAND
25 14 DATA A PYRAMID,A LARGE WOODEN DOOR,
R STONE CASKET
2520 DATA A BURIAL CHAMBER,A CAVE.,A FULL
LENGTH —-MIRROR, A ST E CASKET

C K

ON
2522 DATA A STONE ASKET,A MUMMY ,A STATU



58

z
w
I
| [
U]
b RO
CR 5V o
gy W, ¢
._ x 0
w,' w
0" m w
L x
xI >
dF R
o] o M
) A
|0 " v
x" m W
0." x
0" Z5
14 W a]
T Iz: Z
W Flm X
O >uw
¥o a¢00B0
<z 0L>AN40
Jdiowowyrwi
hd Igk=
x 0 pzaxoY
ZF ks =W
ox owpxaol
-0 Ox=0CXO"
0 w
0 »oon ¥
xm T0oOo0o
'w: vooLZWY

WNFNNNN=N

D
H

Yoz

SR>

(S

(o]
THIN

SOFT .
PRRCHMENT
THE CLORK VET?™*™
RND
(o] 3 N
TRhN
TOEXRMINE

i IESRNE !
= o
THE
GOT

S
THEM 2600
DI1D

RT
THEM 26 10

AVE
P
R

mI

vVou
S
DON—-"T PORGET

""OPEN
20
WH
o

NEONE P FOaOL: O
0.40.4 L

0 ¢-no wv
FOR Qp op B2 0
NOCNOCNOCNOCRNION
= =k =R o= Ok
XxoLXroLxoax0oQ0d,y Oy
LO=LO=00=00=") xOy

w

NIvO
AN

0000 N
N=NNO

o)
0
>
A
N
v
0

. . x
; F
- oo
x 4 4>>1 M
o z A A oz Ay <M
Pz P tznn o', i
WS v AR LY =
N on? o' owda VyVV 8
WOFVY o NYON TOToo ss33 4 4@
ofe oo VVVa opdt Ll NONT
sssQHHM: * ddd A0 dddAdD @i

H s

m o Aoog ¢ dlgEn#TEEE o
FoAnkF FRFFERW B PEE RRRRRUR R
0Zz 2z2FZ2zz22200Z2z 22F223222¢nz022
ooy ==X ™=mmm= O mlyllx000000m; -
orosSorpUrrrryy JOxaoZZwZZZZZ _jyronk
oLooaAAAZAAALAAA QOAOA™=Z===="="00 000

TRERSU

RUN
"« THE

THEN

%
o

TRB<6>

TRV RGRI
FTACQ# ,1>—"V"
2500

2300

" om
0 i
FU FRER 7o
02d0zz2z0 kD2
L pFm=OmlxXk0
Zooxx>xoowwz
==o00 oo0zeWw

0)
0000 TOONYTOOO0O0000ONTOOO 2020020000Q04|eooooo
Mt0o ‘annsNpoo"aNmgYttwoNtmoaoTT NmtIww wONMOO
0000 FTOOOOOOONNNNNNNNNNN NNNOO® OO0 00WLOOM0M0MO0
NONNN SO NNNNNNNNNNNNNNNNONNNNNNN NNNNNNENNNNNN

RERDV .



59

BINARY TO DECIMAL
CONVERTER

This program will convert a sequence of binary digits (0's
and I's) into adecimal number.

Programmers will be quick to appreciate its use in
defining graphics characters. Each of the characters of
your Commodore 64 consists of eight rows of eight
binary digits. It is thus easy to type each character
straight into this program to obtain the poke codes for
each new definition.

Graphics characters

Line

130 Clear

140 Cursordown,cursordown
150 Cursor down

160 Cursor down

320 Clear

The program

Lines

130-160 Printinstructions for program
180 Input string of binary digits
190 Sto stop program

200-270 Convert binary to decimal
290-310 Printdecimal and go backto start of loop
320-330 ENd of program
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100 REM BINFIiRV TO DEC 1t¥lHL CONVERTER

110 REM
120 REM INSTRUCTIQMS

10X & PRX NT ""WINPUT VOUR BINFIRV NUMBER HS
R STRING oP 13 R N D O " sw
150 PRINT “EG 10011 0W

1SO PRINT "“INPUT S TO STOPW

1720 REM MR IN LOOP - .
1g:O0 INPUT "BINRRVSBF - IF B~= THEN 180
190 IP »e=";=;"" THEN 320

200 N=1

210 DC=0

220 POR -J=0 TO LEN(CB=*J

230 R*=MID* <B> —LEN m@> mmJ+ 1 "1

240 1P R*="07"" THEN 2fc=0

2SO0 DC=DC—*-N

260 N=N=*>2

27-0 NEXT K]

2SO0 REM PRINT DECIMRL

290 PRINT "DEC IMRU = " DC

300 PRINT

310 GOTO 1so0

320 PRINT e

330 END



61

PILOT

Pilot is a flight simulation game for one player. You have
a choice of two landing strips to take off from and land at,
with a separate graphics display of the landing strip and
a smaller scale terrain map. The two landing strips will be
seen atthe West and East of the terrain map. The landing
strip display will automatically come into view as you
near the landing strip, as long as you are below 2,000 ft.
Likewise the terrain map will be displayed as you leave
the landing strip area. Your position will be shown on
both displays by a flashing aeroplane. Your direction is
taken from the HDG reading. On the bottom half of the
screenin an instrument display which isyourmain aid to

flying.

The instruments

HDG Your heading (the direction in which you are
travelling) in degrees. North is 0°, East is 90°,

South is 180° and West is270°.

RDR The rudder position, negative to the left,
positive to the right.

GAS The amount of fuel remaining.
SPD Yourforward airspeed.

PWR Engine power setting.

ALT Your altitude.

ROC or ROD

Rate of climb or rate of descent. A red light will
also show ifyou are descending.
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FLP The position of the wing flaps. 0 is fully closed,
30 isfully open.

GEAR UP or GEAR DOWN
The position ofthe landing gear.

The square to the right of the instrument display is an
artificial horizon. When the red line is low down, your
nose is pointing upwards and when the line is high your
nose is pointing towards the ground. Bank is similarly
shown, when the red line isfrom bottom left to top right,
you are banked to the right.

How to play

ES DX The aeroplanes joystick is represented by these
four keys. To pitch the nose down, press key E, to pitch up
press X. Likewise use S and Dto bank the aeroplane; this
causes a sideways airflow which turns the plane in the
same direction as the bank. In all cases hold the key down
until the computer responds.

0 P The engine power is reduced by key O and
increased by P.

W R The rudder is controlled by keys Rfor right and W
for left. The rudder controls operate the landing gear for
turning on the runway and also assist with turning when
intheair.

A F Keys A and Foperate the wing flaps. Fto open, A to
close. When the flaps are fully closed (0), the stalling
speed, at which you lose control, is about 80 knots; when
fully open (30), the plane will not stall until around 60
knots. Do not extend the flaps at higher speeds, since this
will cause drag and could result in damage to the wings.
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G The landing gear is operated by pressing key G.
Leave the gear in the up position except when taking-off
and landing. At high speeds, having the landing gear
down will cause drag and may result in damage to the
aeroplane.

Remember in all cases to hold the key down until the
computer responds.

Terrain key

Green areas are below 100 ft.

Red areas are below 1,000 ft.

Black areas are below 4,000 ft.

Watch your altitude when travelling over these areas,
otherwise you will crash.

Options

There are three options at the start of the game, Take-off,
Landing or In-flight. Select In-flight on your first
attempts. Once you can handle the plane in the air the
landing option can be used to practice the final approach,
this is the most difficult part of flying and you will no
doubt crash many times before you are successful!

There is an option to provide forthe effects ofwind in the

game. Start with calm air; trying to navigate and land in
gale-force winds requires real skill.
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Landing

Both landing strips are best approached from the East on
a heading of 270°. Your height must be below 2,000 ft. As
you approach the runway area, the landing strip will
automatically come onto the top part of the screen,
replacing the terrain map. Reduce your airspeed for the
final approach and reduce power quickly after touch-
down to stop before the end of the landing strip. The
flaps can be fully open forthe final part of the landing to
reduce the stalling speed.

The aerodynamics of flight are extremely complicated
and changing one control will affect other factors, for
example banking will affect lift on the wings causing the
planeto drop.

Avoid extremes of speed, both high and low, otherwise
you may lose control. Likewise the joystick controls (E S
D X) should not be used in extreme settings until, that is,
you are confident enough to attempt loops and rolls.

Above all don't expect flying to be easy. Much practice is
required, particularly for the final approach and landing.
If you can take off and travel to the second landing strip
and back again you may consider yourself successful.
You will be refuelled each time you land.

Control Summary

Nose down

Nose up

Bank (and turn) left
Bank(andturn) right
Reduce power
Increase power
Rudder right

T UVOOWXm



O>rTs

Rudder left
Open flaps
Closeflaps
Landing gear

Graphics characters

Line

120
160
170
180
190
250
520
530
540

Clear

Cursordown, 2 cursor down
Cursor down

Cursor down

4 cursor down

Clear

Home

Cursor down

Cursor right

The program

Lines
160-240 Print and select options
260-270 Initial routines
280-310 Main loop
330-560 Routines for instrument displays
580-620 Update fuel remaining
630-690 Update speed
700-810 Update altitude and checkfor landing

orcrash

820-940 Update climb or descent values
960-1100 Loss of control
1140-1190 Taxitoo fast so crash
1220-1250 Look at keyboard
1260-1500 Move joystick
1510-1540 Increase or decrease power setting
1550-1570 Flap setting

65
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1580-1600 Ruddersetting

1610-1640 Landing gear up/down

1670-1720 Calculate and display heading

1740-1750 Wind effects

1760-1770 Position

1780-2180 Move plane and print new display if
necessary

2200-2280 Blank screen

2300-2430 Printinstrument panel

2440-2490 Print landing strip

2500-2530 Cleardisplay area

2550-2750 Printterrain map

2770-3000 Define graphics characters and set
initial values

3060-3170 Crash

3180-3220 Gearupon landing

3250-3280 Banked on landing

3300-3500 Successful landing

3520-3680 Setinitial values for different options

3700-3750 End of program

10© REM PILOT

110 REM

120 PRINT "n v

130 POKE 53201 POKE 646—- 11

140 TB=49 153

150 REM RRIMT MEMO

160 RRIMT tJauUt TRBUZ2=>=> L.,PILOTWFIM

170 PRINT " 1 TAKE OFFX)""

180 RRIMT - 2- LAMD IM O W

190 RRIMT = 3- IN FLIGHTWeWS

200 INPUT WHICH OPTION™"™JQ

210 1P Q—-Cl1 OR Q=3 THEM 200

220 PRIMT —-PRINT

230 INPUT “"WIND EFFECTS"™ M s-

240 1P LEFT$SCRS 1>= el THEN WN= 1

250 PRINT s R

260 POKE 53280.0

270 ON Q GOSsUE 3430 ,3520,3560

260 GOSUE 1220

290 GOSUE 580

235 GOSUE 1220

300 GOSUE 1670

310 GOTO 280

320 REM PRINT AT ROUTINES

330 P*?=R IGHTS(CP”™ ,LEN <P >—1 >

3