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INTRODUCTION

"+ ELCOME to an all new
- issue of Your Computer
magazine’s Bumper Book
' © of Programs! We began
publishing readers’ programs in a
special feature called Pocket Pro-
grams back in December 1982. But, as
popular as they were, by mid-1987 we
felt we could better ‘inform’ our read-
ers and help them learn by publishing
programs with detailed explanations
and programming hints and tips, and
background articles.

The biggest source of
problems that reader’s
have had with the
programs in earlier
issues s fingers.

This idea gave us the most popular
articles we've ever published: Roy
Hill's ‘Coming Forth' , an overview of
the Forth language (May and June
'87), and Peter Hill's eagerly followed
‘Turbo Tips' series, which started as
the two-part ‘Twenty Turbo Tips' in
late ‘86, and is still offering hints and
shortcuts to Turbo Pascal enthusiasts.
Interested in programming graphics?
That's exactly what our current
‘Graphics Techniques’ series is for. Or
assembly language programming for
the 80x86 family? Try John Summer-
field's ‘The Attainment of Assembly’
Like to know about a multitasking
Basic? See our August ‘87 issue. In
fact — see every issue if you're inter-
ested in programming, because we
are too!

And, our Apple, Amiga, Amstrad,
Atari, C64, IBM. Macintosh and Micro-
bee columnists all offer specific ideas
for programming with their machines,
of course,

Just because we stopped publish-
ing Pocket Programs, didn’t mean that

readers stopped sending them in —
we've been embarrassed by the del-
uge. So, the solution was obvious: tip
them all into an all-new release of our
Bumper Book of Programs.

Inside you'll find programs to
amuse four year olds and programs
that can be used in business; techni-
cal programs and games programs.
They've been written by learners and
by old hands, aged fifteen to seventy,
living just about anyplace you can
plug a computer in.

While most of them were written
specifically for a particular machine,
almost all of them are written in some
version of good old Microsoft Basic.
Which means — just because it's in
the Amstrad section, doesn’'t mean
you ‘can't use it on your Vic 20 (with a
little bit of modification). It's simply a
matter of converting the peculiarities
of your machine’s Basic to Microsoft
Basic — if you've got a word pro-
cessor it's a quick search-and-replace.
(Note: this won't work 100 per cent of
the time — but finding out why it
doesn’t work on your machine is half
the fun of computing.)

To help you get these programs
running, we've prepared a Basic Con-
version Chart that shows the Micro-
soft Basic equivalent of the Basic
used on most popular (and not neces-
sarily new) machines — you can con-
vert MSX Basic programs to run on an
Apple II (or vice versa), for example. If
you need the Chart, simply send $4
(cheque or money order), to Your
Computer’s Basic Chart, PO Box 227,
Waterloo 2017 NSW.

The biggest source of problems

that reader’'s have had with the pro-
grams in earlier issues is fingers. So
— here’s a few tricks that we've found
useful:

First, place a ruler under the line
you're typing to mark your line. You
don't want to start typing the wrong
line part way through another, or skip
aline, or type the same line (or lines)
twice, all for the sake of a ruler.

Next, check the data in data state-
ments very carefully. When you type



in ‘normal’ commands, mistakes are
fairly obvious. For example:

IB A>0 THEN ABROT
is a lot easier to correct than —

1000 DATA 143,233,233,087,323

A quick check is to count how many
numbers should have been typed in
and how many have been typed in. it's
also very handy to have someone read
the programs to you while you type
them in — this is not only the quick-
est way, it's the most accurate. (It
might just make your spouse, kid sis-
ter or father feel wanted, too)

After you've typed in a program, it
may return an error. When you find
the line that's causing the error, don't
just look at it and think, ‘that seems
OK. Check it by reading it backwards,
character by character — this is most
efficient at picking up mistakes if you
read it out loud while someone else
reads your typing.

If you're still having problems find-
ing an error, another trick is to put a
trace on the execution to follow the
path the program takes. This is partic-
ularly handy if your program goes into
an endless loop. Many Basics have
the command TRON, which will show
the line numbers as the lines are
being executed, which a great help.
Another hint is to liberally sprinkle
PRINT statements in the programs as
you type them in. These can tell you
all sorts of things about the program
as it executes — for example, they can
just say 'Hi, I'm at Line 100 and
haven't crashed yet!’ or, they can give
the value of the variable in the line
(found with TRON) that seems to be
causing the crash: ‘The value of C is
20,

With these few debugging tools,
you should be able to work out most
of the problems you're likely to face
(after all. all of these programs
worked for the authors!). Of course,
there's's always going to be that in-
sidious, invisible bug that crawls into
the work of everyone from unranked
beginner to seasoned programmer.
Sometimes things can get very com-

plicated with computers, but far more
often they are extremely simple.
Often, the solution is to get a second
opinion — an obvious mistake you've
been trying to find for hours fre-
quently hits a second person in the
eye on the first read through.

But — the best advice anyone can
give is to join a computer club or user
group. Not only will you meet people
with the same interest as yours, but
you'll also have a source of expert
(well, more experienced, anyway)
knowledge that can be invaluable
after you've spent a fruitless weekend
trying to debug a five line program.
We've included a complete listing of
User Groups, and it's updated from
time to time in Your Computer.

After you've tried some of the pro-
grams in this book, we hope you'll try
your hand at writing your own — few
things are more satisfying than your
own work. After all why buy a data-
base, when you can write your own
(and you'll certainly learn a lot
more!). One of the best ways to start
learning is to experiment — try
changing variables in a program to
see what that does, for example.

Soon, you'll discover how easy it is
to program simple games like Pong or
Hangman .. and you're on your way.
Starwars, lookout! O




If they do — or if you just want to
find out about them — don’t miss
each month’s issue of

Ur

MAGAZINE

mputer

FOR BUSINESS AND PLEASURE

has something for everyone — topical features on all aspects of the
computing world, expert reviews of the latest software and hardware,
up-to-the-minute information for business people, and even games
and advice for hobbyists.

NEWS

YOUR COMPUTER brings you all
that’s interesting, innovative
and inventive in the
microcomputing world — news
of products, plans and politics to
keep you up-to-date with what's
going on in this fast-moving
industry.

REVIEWS

The latest machines and
software from all the computer
manufacturers are reviewed
each month in YOUR
COMPUTER. Keep informed
about what's available, and use
our reviews to help you assess
which products are right for you.

TUTORIALS
YOUR COMPUTER's tutorials

include regular series on such
popular subjects as the BASIC
programming language and
dbase. Other regular tutorial
subjects are Turbo Pascal, Net-
working, Artificial Intelligence
and Graphics Techniques — all
invaluable aids in making your
micro work.

PROGRAMS

YOUR COMPUTER regularly
publishes all kinds of programs
written by both professional
programmers and readers, and
ranging from games to business
uses, utilities to additions and
alterations to well-known
programs.

All YOUR COMPUTER's articles
are written in everyday English,
not computer jargon, so even if
you're a beginner there’s
something for you in every issue.
And our regular columns on all
the popular brands of
microcomputers are packed with
enough information to get any
newcomer straight into the
exciting world of computing.

At $3.50 — less if you take out a
subscription — YOUR
COMPUTER is going to cost you
a lot less than its overseas rivals
— and provide you with the
latest information on the
computer scene in Australia at
the same time. Look for it every
month at your newsagent.
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BASIC PROGRAMS

You will then be asked the quan-
tity. The default value is one so if
you just press Return, that's what
you get. Entering 0 will cause the
product to be unchosen, and it
will not appear on the list. If you
select a letter which does not
have a product allocated to it
you will be asked to name the
product and its price. It will then
remain on the list until the next
invoice.

You may remove the entry de-
scribed as Last Entry by pressing
Del: this is for correction pur-
poses. Products you have chosen
so far for this invoice are under-
lined on the screen. If you re-
choose one of these, you will be
asked whether or not you wish
this entry to be separate to the
last entry of the same product.

The use of error correction and
default values makes this pro-
gram more convenient. It may
sound complicated, but really it
is quite simple.

For those of you intending to
use the program for shopping
lists, there is enough space in
the Price Per Unit column to
write in how much it actually
cost. So you can update the pro-
gram, as inflation makes older
prices outdated.

Richard Larkin
Dee Why NSW

00588 REM Work out lines in invoice

00589 REM

00%90 TO=0: FOR X=0 TO L-!

00600 R0=Q@2(X): P1=VALIPOSIP{X),1)): S0=QRO¥P1: TO=TO+S0

00610 10%=STR(Q0): GOSUB 740: Qis=10%

00620 108=STR(S0): GOSUB 940: S1$=10%

00630 11$=54%+Q1%: I=LENI(11%): I1s=11%(;1-B,1)+" "

00640 I28=S4%+POS(P(X),1): I=LEN(IZ2%): 12%=12%(31-14,I)+* "

00650 13%=54%+518: I=LEN(I3%): 13$=13%(11-9,1)

00640 10%=" "+POS(P(X),0)+546%; 10%=10%(j1,41)

00670 LOS(X)=T0S+11$+12%+13%: NEXT X

00480 10$=STR(TO): GOSUB 940: Tl$=I0%

00690 Ti$=S6%+T1s: I=LEN(Tis)!: Tis=Ti$(}1-9,1)

00700 HO$="Customer's receipt”: Y=0

00710 DUTLM#1: LPRINT CHRI27) CHR(64)}

00719 REM Print copy of invoice to Microbee Dot Matrix Printer

00720 108="Place the name of your Business Here!": X=40-LEN(IO®)/2

00730 FOR I=0 TO X: LPRINT " "j: NEXT I: LPRINT CHR(27) CHR(45) CHR(1) I0% CHR (2

7) CHR143) CHRI{O)

00740 LPRINT \AOS\A1%\A2%\\"Order received : "DO%\"Order sent on ! *Dis

007350 LPRINT\HO®

007460 LPRINT CHR(27) CHR(63) CHRI(8)

00770 LPRINT CHR{188) [A38 18B1] CHR(177) [AIO0 1811 CHR(177) [Alé 1B1] CHRI(177) [

All 181) CHR(18%9)

00780 GOSUB $70: GOSUB 970: GOSUB 960

00790 LPRINT * Description of purchase Guantity Price per unit

Sub-total”

00800 GOSUB %70: FOR X=0 TO L-1: GOSUB 980: GOSUEB %70

00810 GOSUB 960: LPRINT LO$(X): NEXT X

00820 LPRINT CHR(190) [A38 181] CHRI(176) [ALO 1811 CHR(176) [Alé 1811 CHRI173) [
All 1811 CHR{178)

00830 LPRINT [A&7 32)] CHR(182) (A1l 3231 CHR(182)

00840 GOSUB 940: LPRINT [A&2 32] "Total " Tli%

008%0 LPRINT [A&7 32] CHR(190) [AL1l 181) CHR(1%1}

00840 LPRINT CHR(27) CHR(50)

00870 IF Y=1: LPRINT CHR(12): RUN

00879 REM These 1ines may be changed to meet your needs

00880 LPRINT *Information about new products you are bring out”

00850 LPRINT "in the near future can be placed in these lines to"

00900 LPRINT *attract the attention of your known customer.”

00910 LPRINT "As many lines as you wish can be inserted.”

00920 LPRINT "e.t.c”

00930 Y=1: LPRINT CHR(12)j: HO$="Files receipt®: GOTO 720

00933 REM

00934 REM Subroutines start here

00933 REM

00939 REM This makes 10% into a number with two decimal places

00940 Ti=VAL(IOS)!: 10%=STR(T1-FRACT(T1%100)/100)

00950 I=LEN(IOS)-2: IF 106 (3I,10¢2". " 108=10%+"0": GOTO $50 ELSE RETURN

00959 REM Reverse line feed

00940 LPRINT CHR(27) CHR(106) CHR124)§: RETURNM

00969 REM Parts of involce graphics

00970 LPRINT CHRI182) [A38 321 CHR(182) [A10 32] CHR(182) [Alé 321 CHR(182)
32) CHR(182): RETURN

00980 LPRINT CHR(179) [A38 1B1] CHR{175) [A10 1811 CHR{175) [Alé 1811 CHR(17

All 1811 CHR(178): RETURM

00989 REM Clears screen prints heading

00590 CLS! UNDERLINMNE: PRINT v"Involce Maker - Richard Larkin."

01000 NORMAL: RETURN

01009 REM Print product name, underlined if it has been chosen

01010 PRINT CHR(Y+&5)") "j: IF D(X¥+Y)»0: UNDERLINE

01020 10$=POS(X+Y,0): PRINT 10%(31,28): MORMAL: RETURN

010235 REH

01026 REM Product data must be in the form

01027 REM "PRODUCT*®,"999999.%9"

01028 REM where 999999.99 is the cost as a string

01029 REM

01030 REHM FPage |

01040 DATA "Chair","37%.95","Desk” “120.00"

"y (]
010%0 DATA -u’--lnn e ma wu_ mm um'-n'--|n- AW MM WW WA RM ME MW mE R R
e W mW_ Ew un’uu'n "

1 L] L '
01040 REM Fage 2
01070 DATA *"Nuclear Reactor”,”
01080 DATA ®%, %=, "%, "% =% "=~

EE NE WW_ EN mA_ RW AW BN AW W
] L) L Ll L] L Ll Ll

1] L
oMM WM mW_ AN
Ll ' ’ L}

,07","A-Bomb","1.25"
., I|-’|n’nulunln-lﬂn’nnlnllnn’ﬂl'lu'n-.ln'“
’lllll’ll!

'
01090 REM Fage 3
01100 DATA "Fish (one kilo)"
01110 DATA =% ==, =% nn we ou

,"7.25","Prawns (one kilo bag)","16.00"
'nn’ﬂu'nnlin,«-'-n’nulunln»’--’nlln-‘«utnilln’m
R T Boam ww
01120 REM Page 4

01130 DATA "Bread“,"1.05", "Baked beans",".?7"

01140 DATA *Tollet paper (six pack)',"3.99","Enve]npes”,'3.00"

01150 DATA n-lnI‘uﬂ'nn'--lnlltul-m,vn,un'unlnulnnlnn‘nnlu.lru‘uu’--lnu'unln




BASIC PROGRAMS

Place the name of your Business Here!

Your Computer
140 Joynton Ave
Waterloo 2017 NSW

Order received

1st April 1986

Order sent on : 1lst April 198é

Customer's receipt

Information about new products you are bring out
in the near future can be placed in these lines to
attract the attention of your known customer.

As many lines as you wish can be inserted.

e.t.t

Description of purchase Guantity Price per unit Sub-total
Chair 200.00 39.95 7990.00
Desk 1.00 120.00 120.00
A-Bomb 16.00 1.23 20.00
Fish (one kilo) 0.50 725 3.62
Bread 1.00 1.05 1.05
Baked beans 144,00 97 139.48
Toilet paper (six pack} 288.00 e 1149,12
Envelopes 1,00 3.00 3.00
Sales Ts=« | 1.00 5000.00 5000.00
L_p'ésta-ga_ I 1.00 0.33 0.33
y Total 14426.80

Place the name of your Business Here!

Your Computer
140 Joynton Ave
Waterloo 2017 NSW

Order received
Order sent on

Files receipt

1st April 198s&
Ist April 1986

Description of purchass Guantity Price per unit Sub-total
Chair 200.00 39.95 7990.00
Desk 1.00 120.00 120.00
A-Bamb 16.00 122 20.00
Fish (one kilol = 0.50 7.25 T
Bread 1.00 1.05 1.05
Baked beans 144,00 P2 139.58
Toilet paper (Six pack) e 283.00 3.99 1149.12
Envelopes -_.1.00 3.00 3.00
Sales Tax K ET 1.00] 5000.00 5000.00
Postage E 100 ] % 0.33 0.33
""" Total 14426.80

PROCAT

Can you protect the careless
caterpillars from the falling sand
grains? Move your cross hairs
around the screen, which warps
from top to bottom and left to
right. Shoot the sand grains be-
fore they land on the caterpillars,
which casually stroll below, un-
aware of the impending danger
In Round one, only one cater-
pillar at a time travels across the
screen, but as the rounds in-
crease so do the number of

00100 REM FROCAT 27/1/846 Richard Larkin.
00109 REM Load in the machine code routines

00110 C=0: FOR X=0 TO 59:

READ Y:

00120 IF C<»3963: PRINT "DATA ERROR !": STOP

00129 REM Load PCG data

00130 FOR X=-1008 TO -473:
00140 FOR X=-1536 TO -1521:
00150 POKE -2048,170: POKE -2017,170: FOR X=-2047 TO -2018:

READ Y: POKE X,Y! NMNEXT X

FPOKE X,0: NEXT %

00159 REM Clear variables and dimension arrays
00160 CLEAR: DIM C(3,1),5(15,1),A1(1}

00149 REM Character strings for catterpiller animation
00170 AL®{0)="ABCDEF": Al®(1)="GHIJK "

00179 REM Setup screen

POKE X,Y: C=C+Y:!: NEXT X

00180 CLS! MORMAL: CURS 20,1: PRINT "CATTERPILLAR FROTECTOR."
00190 CURS 13,2! PRINT "Cupyright (C) 1984 - by Richard Larkin"

00200 CURS 22,4: PRINT “Score
00210 CURS 17,5! PRINT "Catterpillars: Dead
00220 FOR X=-3136 TO -3073:

Round 1”

Sate"

POKE X,128: POKE X-440,129: NEXT X

POKE X,0: NEXT X

10




BASIC PROGRAMS

caterpillars. See if you can get 30
caterpillars safely from one side
to the other. Four dead caterpil-
lars and you are finished.

The machine code routine that
the game uses allows multiple
key checking. Another routine
quickly prints all of the sand
grains.

Use A, Z, < and > to move
cross hairs and the Space bar to
fire. Procat is not as easy as it
looks.

Richard Larkin
Dee Why NSW

00229 REM Flace variables at start values

00230 A=0: B=0: D=0: E=0: F=0: G=2! L=0: M=0: 0=0: P=0! @=1: R=i: X=544

00237 REM Move L,M pointers along one space

00238 REM L points to grain ot sand to be moved

0023% REM M points to catterpillar to move

00240 L=(L+1 AND 15): M=(M+i AND 3)

00246 REM Decrement counters

00247 REM D slows down firing speed

00248 REM E stops lumps of sand falling

00249 REM F prevents catterpillars walking on top of each other

002%0 IF D<>0: D=D-1

002460 IF E{>0: E=E-1

00270 IF F<(>0: F=F-1

00279 REM Update screen information

00280 NORMAL: CURS 218: PRINT P: CURS 291: PRINT A: CURS 299: PRINT B: PCG

002689 REM See if catterpillar to be moved is “"alive®

00290 IF C(M,0)=0 THEN 360

00299 REM Move catterpillar

00300 CURS C(M,0): PRINT AL®(C(M,1)): C(M,1)=1~C(M, 1)

/00310 IF CIM,1)<>0 THEN 360

00319 REM 1s catterpillar “"safe"

00320 C(M,0)=C(M,0)=1: IF C(M,0)4{>895 THEN 360

00330 CURS 895! PRINT " ": C(M,0)=0: P=P+10%@: B=B+1; PLAY 8j2: G=G-1

00340 IF B=30: PLAY 1j214)8B116: GOTO 520

003%0 IF G=0: @=@+1: G=0%@: R=R+1: PLAY %5j20,4)5,4)20: NORMAL: CURS 230: PRINT R
: PCG

00359 REM See if sand grain has to be moved

00340 IF S(L,0)=0 THEN 420

00370 SI(L,1)=206+(S(L,1)-4 AND 7): CURS S(L,0): PRINT * *

00380 S(L,0)=8(L,0)+44: IF S(L,0)<BF& THEN 420

00389 REM See 1+ sand grain has hit catterpillar

Q0390 FOR 0=0 TO 3

00400 IF S{L,0)>C(0,0)-2 AND S(L,0)<¢C(0,0)+6: A=A+l: I=USR(12): PLAY 4,2: CURS C
(0,0): PRINT " ": C(O,0)=0: IF A=4: PLAY 16)81412)11: GOTO 530

00410 NEXT 0: CURS S(L,0): PRINT " *": S(L,0)=0

00419 REM Has player flred

00420 1F MOT(USR(0,5%5) AND D=0) THEN 450

00429 REM Check if player has shot down sand grain

00430 FOR O=0 TO 1%: IF X=8(0,0): S(0,0)=0: P=P+R@: PLAY 24

00440 NEXT 0: D=2

0044% REM USR routine print all the sand grains on the screen

00450 CURS X: PRINT " ": I=USR(12)

00459 REM Calculate players new position

00440 X=X+ (USR(0,44)-USR(0,44) ) %2+ (USR(0,1)-USR(0,26)) %44

00470 X=(X/&4-4 AND 7)%&4+ (X AND 43)+384: CURS X: PRINT "LM"

00479 REM 1f counter E is zero then try to add an extra sand grain

00480 IF E=0: O=INT(RND¥1&): IF $(0,0)=0: S{0,0)=INT(RNDX24)%2+392: S(0,1)=206+1

NT (RND¥4)%2: E=9-Q%2

00489 REM If F zero try to put in a catterpillar

00490 IF F=0: O=INT(RND¥4): IF 0<@: IF C(0,0)=0: C(0,0)=932: F=48+INT (RND¥B) XQ*a

00499 REM A random eslement, can make sand fall quicker

00500 IF RND>.9%9: L=L-4

00510 GOTO 240

00%51%? REM Print messages to inform of game outcome

00%20 NORMAL: CURS 24,8: PRINT "Well done !!": CURS 14&,%: PRINT "All catterpilla

rs across safely.": GOTO 3540

Q0530 NORMAL: CURS 22,8: PRINT "You need practice?": CURS 19,%! PRINT "You have
let too many die."

?2340 CURS 21,10: PRINT "Any key to play again,": PLAY 0,1é4: I=USR(32774):!: GOTO

00549 REM Machine code data

00550 DATA 121,20%,10,165,1,0,0,192,1,255,255,201

00540 DATA 221,33,212,6,221,110,0,221,102,1,17,4,0,25,229,221,22%,46,16,221,110,0

E'Egé,ll.oz.l..4'.‘2'4,1.81.,40,11,}.7‘,1:!,240,25.221,12-!.,2.l.l.‘i',SS.é(‘.‘,111‘?,1?‘,!1,0,221,25,16,‘22
]

00549 REM FPCG catterpillar

00570 DATA 0,0,1,2,1%,48,44,76,146,140,128,64,64,48,15,0

00580 DATA 112,178,28,%6,128,192,32,32,16,24,20,58,45,196,3,1

00590 DATA 0,0,0,0,0,0,0,0,0,0,0,0,255,162,20,255

00400 DATA 0,0,0,0,0,0,0,0,0,0,0,0,255,138,81,253

00610 DATA 0,0,0,0,0,0,0,0,0,0,0,0,25%5,138,81,255

00420 DATA 0,0,0,0,0,0,0,0,2,6,10,10,244,36,72,240

004630 DATA 0,0,0,1,2,15,48,64,76,146,140,128,44,64,48,15
00440 DATA 0,112,128,28,96,128,192,32,33,18,20,31,60,%6,241,30
00650 DATA 0,0,3,14,22,38,127,224, 194, 120,240,224, 44,128,0,0
00460 DATA 0,0,1%2,112,120,20,242,%7,31,4,2,1,0,0,0,0

00670 DATA 0,0,0,0,0,0,0,0,1286,192,96,80,232,36,26,7

00679 REM PCG for cross hairs
00480 DATA 128,44,32,14,0,0,0,0,0,0,0,0,14,32,44,128
00490 DATA 1,2,4,8,0,0,0,0,0,0,0,0,8,4,2,1
00499 REM PCG +or sand grains
00700 DATA 0,0,0,3,4,8,14,63,32,32,32,32,63,0,0,0
00710 DATA O 0,2%4,6,10,18,224,34,34,40,48,224,0,0,0
00720 DATA O 0,63,32,232,32,32,63,16,8,4,3,0,0,0
00730 DATA O 0,224,48,40,34,34,226,18,10,6,254,0,0,0
00740 DATA O 0,127,96,80,72,71,68,356,20,12,7,0,0,0
00750 DATA O 0,192,32,164,8,252,4,4,4,4,252,0,0,0
00740 DATA O 0,7,12,20,36,48,71,72,80,96,127,0,0,0

0 0,

L

+ 0
y 0
v 0
v O
10
0
00770 DATA 0,0 252,4,4,4,4,252,8,16,32,1%2,0,0,0

"
"
'
(]
]
'
L}
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00100 REM CURSOR (16k PBasic Version) 27/1/8é6 Richard Larkin
00110 C=0: FOR X=16256 TOD 146371: READ Y: POKE X,Y: C=C+Y! NMNEXT X
00120 IF C=12376: I=USR(146256) ELSE PRINT "Data error!'"

00130 STOP

00140 DATA 33,128,63,34,160,0,33,141,63,34,194,0,201,205,233,163
00150 DATA 192, 245,254,%9,40,6,254,27,40,74,241,201,17,0,0,42
001460 DATA 23,205,10,165,32,3,17,192,255,62,26,205,10,165,32,3
00170 DATA 17,64,0,62,1,205,10,165,32,3,17,255,255,62,19,205
00180 DATA 10,165,32,3,17,1,0,42,244,63,124,254,240,56,6,254
00190 DATA 244,48,2,24,3,42,11,1,203,190,25,34,244,63,203,254
00200 DATA 241,254,0,201,241,42,244,63,126,203,191,119,35,34,244,63
00210 DATA 203,254,191,201

00100 REM CURSOR (32k Basic Version) 27/1/86 Richard Larkin
00110 C=0: FOR X=32440 TO 32755: READ Y: POKE X,Y: C=C+Y: NEXT X
00120 IF C=12740: I=USR(32640) ELSE PRINT "Data error!"

00130 STOP
00140 DATA 33,128,127,34,160,0,33,141,127,34,194,0,201,205,233,163
CURSOR ONE 00150 DATA 192, 245,254,9,40,6,254,27,40,74,241,201,17,0,0,62

00160 DATA 23,205,10,165,32,2,17,192,255,42,26, 205,10, 165,32,3

Cursor is a machine code rou- 00170 DATA 17,64,0,62,1,205,10, 165,32, 3, 17,255,255,42, 19, 205

tine. It allows you one of the 00180 DATA 10,165,32,3,17,1,0,42,244,127, 124,254, 240,56,4,254

more useful functions of other 00190 DATA 244,48,2,24,3,42,11,1,203, 190,25, 34,244, 127,203, 254

computers, a copy cursor. 00200 DATA 241,254,0,201,241,42,244,127,126,203,1%1,119,35,34,244,127
A copy cursor is available on 00210 DATA 203,254,191,201

many computers (Apple, Am-
strad, BBC and so on). You can
use it to cut down on typing, and
vastly improve your editing abil-
ities. It is, in fact, a second cursor

ADDR CODE LINE LABEL MNEM OFPERAND

which may be moved around the 00100 ; COPY 27/1/86 RICHARD LARKIN,
screen. 00110 § Change ADDRSS to O7F80H i+ you have a 32k machine

Place your finger on the Tab 3F80 00120 ADDRSS EGU 03F80H
key and while you hold it down, 3F80 00130 ORG ADDRSS
W, Z, A and S will move copy cur- 3F80 21803F 00140 START LD HL, ADDRSS
sor up, down, left and right re- Q0150 j Lower memory pointer, so routine isn’t corrupted
specivly When you hae o sl e e DO L L

2 o ]

cqtedasgcnon of the ergen you 00180 ; Change keyboard jump vector to this routine
wish copied, press Esc. Each 3F89 22C200 00190 LD (0C2H) , HL
press will copy one character 3F8C €9 00200 RET
from beneath the copy cursor 00210 ; Call routine to #ind i key is being pressed
and enter it just as though you 3F8D CDEYA3 00220 KEYCHK CALL OA3ETH
typed it in. 00230 5 If key is not being pressed return to basic control

Cursor.One can be useful 8F90 €O 00240 RET NZ
when typing similar lines in a 8F91 F3 00250 RUSH AF
program. Also, it may be used to e gney i & .

RS ! i 00270 § If TAB is pressed goto cursor move routine
combine program lines to con- 3F94 2806 00280 IR Z, MUCUR
serve space and increase speed. 3F94 FELR 00290 cP 27
You may use it instead of the 00300 ; If ESC is pressed goto copy routine
Edit command; just list the line 3F98 284A 00310 JR Z,COPY
so you can add and remove large 00320 ; If irrelevant keys are being pressed return to basic
or small chunks of the line with a 3F9A F1 00330 POP AF
lot less fuss. 3F9B C9 00340 RET
00350 This routine finds whether cursor must be moved

The program comes in three

;
" ; ; F 00360 ; up,down,left or right
pemsians: o smtrrce file for t'hobse 00370 ; It i then moves the gursor
with EDASM, so they may alter 3F9C 110000 00380 MVCUR LD DE,0
the routine to suit their needs AF9F 3E17 00390 LD A,23
and two Basic programs, one for 2FA1 CDOAAS 00400 cAaLL OAS0AH
16 Kbyte and one for 32 Kbyte. 3FA4 2003 00410 JR NZ,NOTUP
The Basic version should be 3FAé 11COFF 00420 LD DE, -64
B b evcmaed v UL St ate Gt iene, ol B
e, type ContRR ST BT
D “CURSOR™ M 3F80 3FF3 3F80 3FB3 3E01 00470 NOTDWN LD A, 1
(for the 16 Kbyte version) 3FBS CDOAAS 00480 CALL 0AS0AH
D “CURSOR" M 7F80 7FF3 7F80 3FB8 2003 004%0 IR NZ ,NOTLFT
{for the 32 Kbyte version) 3FBA 1IFFFF 00500 LD DE, -1
Now whenever you feel the 3FBD 3E13 00510 NOTLFT LD A, 19
lifge youi may load! Cursor.One 3FBF CDOAAS 00520 CALL 0AS0AH
and it will automatically turn it- e Sreeo = s bl
3FC4 110100 00540 LD DE, 1
self on. 3FC7 2AF43F 00550 NOTRGT LD HL, (CURS1)
Richard Larkin 3FCA 7C 00550 LD AH
Dee Why NSW 3FCB FEFO 00570 cP OFOH
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3FCD 3808 00580 JR C, BOUNDS
3FCF FEF4 005%0 CP OF4H

3FD1 3002 00600 JR NC, BOUNDS
3FD3 1803 00610 IR INTRP

00620 § I+ cursor isn’'t on screen
00630 j it is placed on basic’s cursor position

3FDS ZA0BOIL 00640 BOUNDS LD HL, (10BH)
3FD8 CEBBE 00650 INTRP RES 75 tHL)
3FDA 19 00660 ADD HL, DE
3FDB 22F43F 00670 LD {CURS1),HL
3FDE CEFE 00480 SET 74 (HL)
3FEOQ F1 00690 POP AF
3FEL FEOO 00700 CP 0
3FE3 C? 00710 RET
00720 ; This routine finds character under cursor
00730 ; and then places it on basic's cursor position
3FE4 F1 00740 COPY POP AF
3FES 2AF43F 00750 LD HL, (CURS1)
3FE8S 7E 00750 LD A, (HL)
3FE9 CBBF 00770 RES 74A
3FEB 77 00780 LD (HL) , A
3FEC 23 00790 INC HL
3FED 22F43F 00800 LD (CURS1) ,HL
3FFO CBFE 00810 SET 74 (HL)
3FF2 BF 00820 CP A
3FF3 C9 00830 RET
0002 00840 CURS1 DS 2
0000 008350 END

00000 Total errors

BOUNDS 3FDS CURS1 3FF4 NOTRGT 3FC?
NOTDWN 3FB3 MOTUP 3FAT CoPY 3FE4
KEYCHK 3F8D START 3F80 ADDRSS 3F80

INTRP 3FD8
NOTLFT 3FBD
MVCUR 3F%C

STARS.SEV

All aboard . .. Come for the first
manned space flight beyond the
solar system, to the distant star
cluster named, 'Distant Star
Cluster.’ This program takes you
into the depths of space and
time heading into the middle of
a star cluster which you always
get closer to but never seem to

reach. It simulates stars of differ-
ent colours and brightness flying

past as you head toward the
cluster at the speed of light.
You can have any amount of

stars in the cluster that you want ' -

{providing you don't go over the
memory limit) by simply chang-
ing the value of the variable
‘star’.

The effect is created by a loop
which contains the star co-ordi-
nate and its direction continu-
ously having the same number of
stars on the screen given by the
value of star.

Experiment with different
numbers of stars. The result can
be quite spectacular after a few
screens.

M. Kostecki & P. Vermeer
Elizabeth Park SA

10 REM Star Travel
20 REM Miroslav Kostecki Dec’86
L

40 ’setup screen & data

50 DEFINT a-z

60 MODE 1 o

70 INK 0,0: BORDER O

80 INK 1,26: INK 2,13

90 ORIGIN 320,200

100 stars=30

110 DIM a(stars),b(stars),c(stars)
120 DIM e(stars) ,f (stars),al (stars),bl(s
tars) :

130 FOR i=1 TO stars

140 GOSUB 340

150 NEXT i

160 *

170 ’'calculate movement

180 FOR i=1 TO stars

190 at(i)=a(i): b1l (i)=b(i)

200 af(i)=a(i)+e(i)

210 e(i)=e(i)*1.1

220 b(i)=b(i)+£(i)

230 f(i)=f(i)*1.1

240 IF ABS(b(i)\10)>200 OR ABS(a(i)\10)
>320 THEN GOSUB 340

250 NEXT i

260 'move to new position

270 FOR i=1 TO stars

280 PLOT al(i)\10,b1(i)\10,0

‘290 PLOT a(i)\10,b(i)\10,c (i)

300 NEXT i
310 GOTO 180
SEN
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330 ’'setup a star

340 a(i)=0: b(i)=0

350 e (i)=RND%200-100: f (i)=RND%200-100
360 IF ABS(e(i))+ABS(f(1i))<100 THEN c(i)
=2 ELSE c(i)=1

370 IF RND>0.5 THEN c(i)=INT(RND%2)+1
380 RETURN

CONDENSER 100 ' ### Character Condenser ###
ear 110 ’ Miroslav Kostecki 18.12.86

!f you're like me you love colours 120

in programs, but are put off 130 SYMBOL AFTER O

mode by the character size. 5o

you just compromise and use 140 MODE 1

mode | which has only four co- 150 PRINT

lours. Well, | don't believe in 160 PRINT "Normal characters;”

compromising with computers. 170 a$="0123456789ABCDEFGHIJKLMNOPQRSTUV
You're the boss, not it. And it WXYZ"

should stay that way. Therefore, | 180 PRINT a$

produced a program called the 190 PRINT

Condenser, which condenses the

characters down to the next 200 PRINT "Condensed characters;”

mode, and in the case of mode 2, 210 GOSUB 280
I just halved the characters size. 220 MOVE 100,200: TAG
This program has many uses 230 GOSUB 680’ to print a$ as condensed
for the programmer and is great at 100,200
for the graphics enthusiast with 540 SYMBOL AFTER 255
its full use of colours 250 *
If you like cramming a lot of in-
formation onto a screen, Con- 260 END
denser is just for you. You can 0
put twice as many characters on 280 ’ numbers
screen as usual in any mode 290 SYMBOL 48,4,10,10,10,10,10,4
If has proved very useful in 300 SYMBOL 49,4,12,4,4,4,4,14
proglram_ming and we think you'll 310 SYMBOL 50,4,10,2,4,8,10,14
find it will do the same for you. 320 SYMBOL 51,4,10,2,4,2,10,4
M. Kostecki & P. Vermeer 330 SymMBOL 52,8,10,10,10,14,2,2
Elizabeth Park SA 340 SYMBOL 53,14,10,8,12,2,2,12




BASIC PROGRAMS

350 SYMBOL 54,4,10,8,12,10,10,4 560 SYMBOL 81,4,10,10,10,10,10,6
360 SYMBOL 55,14,10,2,2,4,4,4 570 SYMBOL 82,12,10,2,12,4,10,10
370 SYMBOL 56,4,10,10,4,10,10,4 580 SYMBOL 83,4,10,8,4,2,10,4
380 SYMBOL 57,4,10,10,6,2,10,4 590 SYMBOL 84,14,4,4,4,4,4,4
390 ’ capitals 600 SYMBOL 85,10,10,10,10,10,10,4
400 SYMBOL 65,4,14,10,10,14,10,10 610 SYMBOL 86,10,10,10,0,10,14,4
410 SYMBOL 66,12,10,10,12,10,10,12 620 SyMBOL 87,10,10,10,10,4,14,10
420 SYMBOL 67,4,10,8,8,8,10,4 630 SYMBOL 88,10,14,4,4,14,10,10
430 SYMBOL 68,12,10,10,10,10,10,12 640 SYMBOL 89,10,10,10,14,4,4,4
440 SYMBOL 69,14,8,8,12,8,8,14 650 SYMBOL 90,14,10,2,4,8,10,14
450 SyYyMBOL 70,14,8,8,12,8,8,8 660 RETURN
460 SYMBOL 71,4,10,8,8,10,10,6 GTQ:"
470 SYMBOL 72,10,10,10,14,10,10,10 680 REM Put to screen a$ at gr cursor
480 SYMBOL 73,14,4,4,4,4,4,14 690 '’
490 SYMBOL 74,6,2,2,2,10,10,4 700 GRAPHICS PEN ,1
500 SYMBOL 75,10,10,4,12,4,10,10 710 1=LEN(a$)
510 SyMBoL 76,8,8,8,8,8,8,14 720 FOR i=1 TO 1
520 SYMBOL 77,10,14,4,10,10,10,10 730 PRINT MID$(a%,i,1);
530 SYMBOL 78,10,10,12,6,10,10,10 740 MOVER -8,0
540 SYMBOL 79,4,10,10,10,10,10,4 750 NEXT i
550 SYMBOL 80,12,10,10,12,8,8,8 760 RETURN

LT ### MATCH #HH#
MATCHFIV 6 ' Miroslav Kostecki & Bill Jolly

This program is great for the
teacher or just for entertainment
— it can be used for matching al-
most anything you can think of,
such as opposite words, animals
and their young, morse code and
letters, or if you're good enough,
even computers and their bench-

test speeds. In this example, 634
there is a list of 23 countries with 1
ea

their capital cities. This is very
good for the school teacher who
needs copies of a test for his or
her class. And, the kids at home
can have good fun while learning
something at the same time.
The screen splits into two sec-
tions. It prints the countries on
the left side and their capital
cities on the right. An arrow
points to a country and another
continuously moving arrow
moves down past the cities at a
rapid rate. You have to be quick
to press a key, at the brief mo-
ment when the arrow is in align-
ment with the city. Your score is
calculated by how many presses
of the key it took you to go
through all the countries and
cities. There is also a timer
added so you can try to beat the
record score
P. Vermeer & M. Kostecki
Elizabeth Park SA
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December 1986

MODE 1

BORDER 1

PEN 0:INK 0,15

PEN 2:INK 2,0

PEN 1 :INK 1,0

DATA O1 Russia,02 Germany,03 France,
USA,05 Australia,06 England,07 New Z
and,08 Eire,09 Holland,10 Norway,11 I
y,12 Youg

avia,13 Switzerland, 14 China, 15 Japan
Finland,17 India,18 Greece,19 Israel
Egypt,21 Kenya,22 Canada,23 spain

DATA 01 Moscow,02 Berlin,03 Paris,04
hington,05 Canberra,06 London,07 Auck
d,08 Dublin,09 Rotterdam,10 Oslo,11 R
,12 Belgr

,13 Bonn, 14 Peking,15 Tokyo,16 Helsin
17 Bombay,18 Athens,19 Jerusalem,20 C
0,21 Nairobi,b22 Ottawa,23 Madrid

r
DIM countries$(23),capitals$(23)
s=0

FOR d=1 TO 23

READ countriess$ (d)

NEXT d

FOR t=1 TO 23

READ capitalss$(t)

NEXT t

’

REM rnd countries

nl=1

DIM picked(23),temp$(23)

c=INT (RND%23+1)

IF picked(c)= 1 THEN GOTO 200




BASIC PROGRAMS

220 temp$(nl)= countries$(c) 570 NEXT a
230 nl=nl+l 580 LOCATE 3,t
240 picked(cl=1 590 PRINT CHR$(243);
250 IF nl=24 THEN GOTO 270 600 ’
260 GOTO 200 610 FOR a = 1 TO 23
270 FOR loop=1 TO 23 620 LOCATE 23,a
280 NEXT loop 630 PRINT CHR$(243);
290" 640 FOR d= 1 TO 75
300 b=1 645 IF NOT INKEY$= "” THEN GOTO 700
310 DIM selected (23),tem$(23) 650 NEXT d
320 t=INT(RND%23+1) 660 LOCATE 23,a
330 IF selected (t)=1 THEN GOTO 320 670 PRINT. %
340 tem$(b)=capitalss(t) 680 NEXT a
350 b=b+l 690 GOTO 610
360 selected(t)=1 40 1o W
370 IF b=24 THEN GOTO 390 701 s=s+1
380 GOTO 320 710 IF NOT VAL (temp2(t))=VAL(tem$(a)) TH
390 FOR loop=1 TO 23 EN SOUND 1,2000,20:GOTO 650
400 PRINT TAB(5); 715 SOUND 1,50,10
410 PRINT MID$ (temp$ (loop),4,20); 720 LOCATE 5,t
420 PRINT TAB(25); 730 PEN 2:INK 2,21
430 PRINT MID$ (tem$ (loop),4,20) 740 PRINT MID$ (temp$(t),4,20)
440 NEXT loop 750 LOCATE 25,a
450 MOVE 300,0 760 PRINT MID$ (tem$(a) ,4,20)
460 MOVE 310,0 765 PEN 1
470 DRAW 310,400,13 770 picked (t)=1
480 * 172 LOCATE 23,a
485 count =0 774 PRINT * ©
490 ERASE picked 780 IF count <23 THEN 510
500 DIM picked(23) 785 LOCATE 12,24
510 t = INT(RND%23+1) 830 PRINT ”your score was” s:IF s=23 THE
520 IF picked (t)= 1 THEN GOTO 510 N PRINT "excellant”
525 count =count +1 835 IF s>23 AND s<30 THEN PRINT”good try
530" 2
540 FOR a =1 TO 23 836 IF =s>30 AND s<50 THEN PRINT ”"try aga
550 LOCATE 3,a in®
560 PRINT ™ * 840 GOTO 840
100 ' ### Personality Test ###
PERSON.FOU 110 * # ‘Adapted by... #

The day of the computer shrink is

close at hand. And as it gets 120 * # Paul Vermeer ;Dec’86 #

nearer, you will find many pro- 130 *

grams about psychology popping 140 MODE 2: BORDER 1: INK 1,3: INK 0,10
up from everywhere. This enter- 150 MOVE 0,0: DRAW 639,0: DRAW 639,399:

taining program should prove in- DRAW 0,399: DRAW 0,0

teresting to your guests, while
providing them with a few laughs
also.

Three verses are cited with a
list of interpretations. You must
pick the interpretation that best
fits the verse, showing innermost
psychological traits. Once you've
determined the interpretations,
you get a run-down of your per-
sonality.

This program is based on psy-
chological research but don't
take it too seriously. However,
computer shrinks have already
been used on patients giving an
overall psychological analysis.

M. Kostecki & P. Vermeer
Elizabeth Park SA

160 WINDOW #0,3,79,3,24

170 PRINT TAB(15); "PERSONALITY TEST”

180 PRINT

190 PRINT "This personality test is not

comprehensive,”

200 PRINT " but can been used to find yo
ur general character.”

210 PRINT

220 PRINT " INSTRUCTIONS: Three verses

will be printed.”

230 PRINT "Following each verse will be

a list of interpretations.”

240 PRINT "Input the corresponding numbe
r for the interpretation”

250 PRINT ” you think is the best.”

260 PRINT,,: INPUT "Type 'ENTER’ when re
ady."”,a
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270 CLS

280 PRINT "A book of verses underneath t

he bough,”

290 PRINT ”a jug of wine, a loaf of brea

d-and thou”

300 PRINT ”"beside me singing in the wild
erness—"

310 PRINT ” Oh, wilderness were paradise
now!”

320 PRINT

330 PRINT "1) Happiness or contentment c

an be found without much planning.”

340 PRINT "2) Happiness is in accepting

and enjoying simple things.”

350 PRINT ”3) Happiness is always presen

t - If we take the time to look.”

360 PRINT ”4) If you set your mind to it
, Happiness can be found.”

370 PRINT ”5) Happiness is where we find
I S

380 INPUT x1

390 CLS

400 PRINT "There is a tide in the affair

s of men,”

410 PRINT "which, taken at the flood, le

ads on to fortune;”

420 PRINT "omitted, all the voyage of th

eir life”

430 PRINT "is bound in shallows and in m
iseries. "

440 PRINT ” ”

450 PRINT "1) Make the most of your chan

ce when you get it.”

460 PRINT ”2) In many cases of failure,

people were affected by”

470 PRINT ” circumstances over which

they had little control.”

480 PRINT ”3) One who plans well will su
rvive well under the laws of nature.”

490 PRINT "4) Life is such that if pays
to watch what you do before you”

500 PRINT run into trouble.”

510 PRINT ”5) One should be on the watch
for opportunity to knock,”

520 PRINT ”~ otherwise he will miss ou

t on going places.”

530 INPUT x2

540 CLS

550 PRINT "No man is an island, entire o

f itself.”

560 PRINT

570 PRINT "1) Everyone should consider t
he needs and wants of others.”

580 PRINT "2) Use others influence to he
lp you plan your life.”

590 PRINT "3) One who acts without regar

d for others does not realize”

600 PRINT ” that he is a social anima
1

610 PRINT "4) To get where you want to b

e in life you must realize the”

620 ‘BRINT © need for help from others

630 PRINT ”5) Although I am the captain

I must make my way”
in life amoung many other

of my soul,

640 PRINT ”
captains.”

650 INPUT x3

660 CLS

670 PRINT "The test indicates that you a
re:”

680 PRINT: PRINT TAB(10};

690 ON x1 GOTO 700,710,720,730

700 PRINT ”Irresponsible”: GOTO 740

710 PRINT "conventional and moralistic™:
GOTO 740

720 PRINT ”practical”: GOTO 740

730 PRINT ”"formal”

740 PRINT TAB(10);

750 ON x2 GOTO 760,770,780,790,800

760 PRINT "practical and logical™: GOTO

810

770 PRINT "moralistic”: GOTO 810
780 PRINT “conventional”: GOTO 810

790 PRINT "humorous and sensible”:

810

800 PRINT "ego-centric”

810 PRINT TAB(10);

820 ON x3 GOTO 830,840,850,860,870
830 PRINT ”"conventional”: GOTO 880

840 PRINT ”practical and logical”: GOTO

880

850 PRINT "objective”: GOTO 880

860 PRINT "ego-centric”: GOTO 880

870 PRINT ”"moralistic”®

880 PRINT

890 PRINT “If a trait is listed twice, £
His disall the”

900 PRINT " more indication of your pers
onality.”

910 PRINT:
920 END

GOTO

PRINT
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BIORHYTHM

This Biorhythm program demon-
strates how Quick Basic can be
used to write a program without
line numbers. The program is
made up of Functions, the main
program, and then subprograms.
The two functions following re-
turn integers due to the % as in
FNd.cycle%. The parameters
passed to the function are
age.days% and period%. The in-
teger variables age days%, and
period% are local to the function.
Any variable not passed is global
unless specifically made local
with the STATIC statement.

B. Webster
Melbourne Vic

"Bio-rhythm program to demonstrate how Buick Basic can be used to write a
‘program without line numbers. The program is made up of FuNctions, the main
‘program, and then subprograms.

*The two functions following return integers due ta the % ie FNd.cycleX
‘The parameters passed to the function are age.days’ and period%. The
"integer variables age.days’, and periodZ are local to the function.

Any variable not passed is 9global unless specifically made local with the
STATIC statement.

DEF FNd.cyclez(age.daysz,periadx)

FNd.cycle¥ = {lage.daysi/periody%) - INT (age.days%/period%)) ¥ periodi
End DEF

DEF FNy.axis¥(x.days%,periody)
FNy.axis% = INT(SING:.days¥% / periodZ % 2 % 3.14159) % 10 + 0.5)
End DEF

‘The following arrays are shared with the main and subprograms ie made
‘global.

Dim Shared TableZ(40,3)
Dim Shared d.month%(12)

’The main program follows, the Call statement Calls a subprogram, and can
‘pass variables to the subprogram or from it. ie Call Age.days passes
‘dobirth% , m.birth% ., y.birth% s dorun¥ , m.run¥% , y.run¥% to the subprogram
*and the age.days% is returned.

Input "Date of birth as day,month, year “sd.birth%,m.birth%, y.birth%

Input "Date of start of Bio-rhythm as day,month, year “sd.runZ, m.run¥%, y.run¥
Input "Name of person ":MNames

Input "How many runs do you want "“;Runs¥

Call days.month
The For Next loop can be indented as follows

For Run.No% = 1 ta Runsx
Call ﬁge.days(d.birthz,m.birthz,y.hirthz,d.runz.m.runZ.y.runZ.age.daysZ)
Call Table.calc(age.days¥)
Call Graph{age.days¥%,Name$)
Call Date(d.run%, m.run%, y.run¥%)
The If Then Elself Else End If can be used in a multiple line format
“as follows
If Run.MNo%/2.0 = INT(Run.Ne%/2.0) Then
Lprint CHR$(12)
Else Lines% = 2
Czll Blanki(Lines¥%)
End If
MNext Run.No¥

Call Advert
LFrint CHR$(12)

End
*The Subprograms follow their variable are all local esxcept the shared array’s

Sub days.month Static
Data 31,28,31,39,31,30,31,31,30,31,30,31
For month% = 1 to 12
Read d.month¥ {monthi)
Next monthX
End Sub

Sub ﬂge.days{d.hirthz,m.birthz,y.birthz.d.runx.m.runz.y.runz,age.davsxlstatic
yeari = y.birthi%
age.daysid = 0
Call Leap.year (year¥,d.month%Z(2))
If (ly.birth%Z = y.run¥%) AND (m.birth¥% = m.run%)) = false THEN
month% = m.birth% + 1
If month% = 13 THEM

y2ark = year¥® + 1
month% = 1
End If

age.daysi = d.month¥(m.birth¥%) - d.birth%
Else age.days%Z = - d.birth%

End If
While year¥ < y.run¥%
For mani% = month¥% to 12

age.days% = age.days? + d.month¥%(mon¥)
Next mon%

month¥ = 1

yeari = veard + 1

Call Leap.year (year¥,d.month%(2))
WEnd
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While month?% < m.runZ%
age.days% = age.days¥% + d.monthi%(monthi)
month¥% = month¥ + 1
WEnd
age.days’Z = age.days% + d.runi
End Sub

Sub Table.calc(age.daysZ) Static
Dim period(3)

period{i} = 22
period(Z) = 28
period(3) = 33
age = age.days’
For col% =1 to 3

For x% = 1 to 40 .
Tabled{xi,col¥}) = FNy.axiaZ{FNd.cycleZ(ageﬁ,periodtcnli)),periad(cnl%))
age® + 1

age¥ = age.days¥%
MNext coli
End Sub

Sub Leap.year (vear¥,days.febi) Static
14 (year’%/4.0) = Int(year%/4.0) Then
days. feb?Z = 29
Else days.feb® = 28
End If
End Sub

Sub Graph{age.days%,MName%) Static
Dim graph$(21)
Erase graph$
For row/< = 1 to 21
For col%Z = 1 to 41
If colZ = 1 then
graph$ (row#) = graph%(row#) + "+"
Elself row® = 11 then
graph%(raow#) = graph%(rowZ) + "+"
Else graph%(row’) = graph%(rowZ) +
End I¥
Next colX
Next rowi
Dim point$(3)
Dim pnt${(3)
point$(1) = "p"
point$(2) = "e"
point$(3) = "i"
For x% = 1 to 40
For col% =1 to 3
row’ . = Table%(x%,colZ) + 11
If row’ = 11 then
pnt$(col%) = CHR$ (ASC (point® (col’))-32)
Else pnt$¥(col¥) = point%(col¥%)

End I+f
I+ MIDS$ (graph$(rowZ) ,x%+1,1) <> " " then
1f MID% (graph$(rowk),x%+1,1} <> "+" then
pnt¥icol®) = "“x*
End If
End I#f

graah$(rnwﬂ)=LEFT$(graph$(rch),z%)+pnt$(calﬁ)+HIGHT$(qraphﬁ(ruwz),40-«2)
next col%
next x%
Bold Printing on esc G
LFrint CHR$(27)3:"G";Name%$;
LPrint Tab(50); "FERSONAL BIORHYTHM® sCHR$ (27) 3 "H"

LPrint

LFrint "Age in days "jage.daysi
LFrint

Width “"LPT1:",132

LPrint CHR$(15); *condensed print

For col® = 1 to 40
|58 5y B e
Next col¥X
LFrint
For rowZ = 21 to 1 step -1
For col% = 1 to 40
LFrint MID% (graph%{row¥),col¥,1};" ";
Next col¥
LFrint
Next row’
For colZ = 1 to 40
B ol B m i T
Next col™
LFrint
LFrint CHR® (18): ‘normal print
End sub
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Sub Dateld.runZ,m.run%.y.run%) Static
LFrint CHR$(15); 'condensed print
d.date’ = d.run¥%
m.date’ = m.run¥%
y-date’ = y.run%

Call Leap.year (y.date%,d.month%(2))
LErinE -
For %% = 1 to 40
I¥ d.dateZ <= d.month%(m.date?) then
LPrint using “##H";d.datey;
d.date¥ = d.date® + 1
Else
d.date¥ = 1
m.date’ = m.date® + 1
If m.date’Z = 13 then
m.date¥ = 1
y.date’Z = y.date% + 1
Call Leap.year (y.date%,d.month%(2))
End If
End If
Next =%
LFrint
LFrint d.runz;“/";m.runz;“/“;y.runZ;Tabt120>;d.datez;“/":m.datez;“x“;y.datex
LPrint " Start date";Tab(110);" Finish Date"
LPrint CHR%(18); "normal print
d.run¥ = d.date%
m.run’Z = m.date¥
y-runiZ = v.date¥
End sub

Sub Advert Static
Lines¥ = 4
Call Blank(Lines¥)
LFrint "If you found your persanal biorhythm chart beneficial and would *
LFrint "like a further chart please type Run Bio and answer the questions"
LinesiZ = 4
Call Blank(Lines¥)

End Sub

Sub Blank (Lines%) Static
For #% = 1 to Lines¥%
LPrint
Next 1
End Sub

Brian Webster PERSONAL BIORHYTHM

Age in days 16118
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100 REM HUHHHHAHHAHERE FLASH HHAHASHANAH

FLASH

Have you ever wanted to have
unlimited power at your finger-
tips? Well, this program is not
that good but it does simulate a
sort of magical touch

Every time you touch a key a
simulated lightning flash of mul-
ticolours scans the screen, al-
most blinding you. The same
happens when you use an opera-
tion. Only it lasts longer.

Try (cat) and watch the result.
It creates an electrical storm
This is a good program to trick
your friends with. You can tell
them that your computer is play-
ing up. Then tell them to press a
key and watch their reaction. It's

Hia#

110 REM # Stephen White invention # Jan'’

87 #
120
een
130
140 *
150
160
6,160,1,3,0

MEMORY &9FFF
DATA 245,229,213,197,33,208,189,17,3

* Causes colours to flash on the scr

* whenever something is printed.

170 DATA 237,176,33,39,160,17,208,189,1,

3,0,237,176,193

180 DATA 209,225,241,201,245,205,37;189,
241,195,91,18,195,31,160

190"

200 FOR i=&A000 TO &A000+41

quite amusing. 210 READ d: POKE i,d

It's also good to test out your 220 NEXT i
sunglasses. 230 CALL &A000

P. White 240 '
Elizabeth Park SA 250 END

BOUNCE 18 BOUNCE SIMULATOR
This is an excellent program for 174 Strohe: 8.1 se
physics enthusiasts. Remember i¢ kil G
theddays in school whenhyou 15 UElOG!tU: 18 n/s
tried the experiment with the 7 icitu: @,
strobe light, the golf ball and the 14 - Elasticity: 8.8
camera, to see the effect of dis- 13-
tance against time? Well, you can
forget that primitive way of deriv- 124
ing a result. This new Bounce 11
simulator does it all for you —
plus more. 18-

You firstly specify the initial LR
velocity of a ball thrown straight H 94
up in the air, measured in metres E
per second. Then you put in the 1 19 &
co-efficient of elasticity for the 6 -
ball, which is a measure of the ) £ &
bounciness. For realism you have R
to put in a decimal fraction i@
under 1. This is because no ball § 34
can bounce higher than the place 3
from where it was dropped. If you
put in | this will make it bounce i
just as high as where it was ]

dropped from. You can experi-
ment with numbers larger than |
to get some interesting results,
but you can’t rely on these re-
sults as it's a contradiction of the
law of kinetics. The next input is
the time increment for the
strobe. This is the space of time
between each simulated flash on
the ball.

When the information has
been entered, the screen is
drawn up, comprising a graph of
distance versus time filling the
screen, with a box in the top right

hand corner showing your input.
The information is then simu-
lated into graphics giving you a
pictorial view of what you want.
This program saves a lot of
time and setting up, not to men-
tion film for all the blunders that
are destined to occur.
M. Kostecki
Elizabeth Park SA

100
110
120
130
140
150

REM

HH#### BOUNCE SIMULATOR H####
REM # Miroslav Kostecki # Dec’86 #
’

MODE 2: INK 1,0: INK 0,13:
PRINT:PRINT: PRINT: ZONE 5
PRINT ,,,,"BOUNCE SIMULATOR":

BORDER 13

PRINT:

PRINT

160

PRINT ,” This simulation lets you sp

ecify the initial velocity”

21



AMSTRAD PROGRAMS

170 PRINT ,"of a ball thrown straight up
, and the coefficient of”

180 PRINT ,"elasticity of the ball. Ple
ase use a decimal fraction”

190 PRINT ,"coefficiency (less then 1)."
200 PRINT

210 PRINT ,” You also specify the time i

ncrement to be used in”
220 PRINT ,"'strobing' the ball's flight

(try .1 initally).”
230 PRINT
240 INPUT Time increment (sec) ";S2
250 PRINT
260 INPUT Velocity (m/s) ";v
270 PRINT
280 INPUT ” Elasticity Coefficient ”;
c
290 CLS
300 SYMBOL AFTER 230
310 SYMBOL 230,&X101,&X101111,&X1011111,

&X10111111,&X10111111,8X1011111,&X101111
,&X101

320 SYMBOL 231,&X11100000,&X11111100,8&X1
1111110,255,255,&X11111110,8X11111100,8&X

11100000
330 FOR i=0 TO 20

480 MOVE 30,30: DRAW 640,30
490 a$="SECONDS"

500 FOR i=1 TO LEN(a$)

510 TAG: MOVE ix30+192,12:
$,i,1);

520 NEXT i

530 MOVE 30,398: DRAW 639,398
540 DRAW 639,30: MOVE 638,30:
98

550 MOVE
R";

560 MOVE
Craih

570 MOVE
/s";

580 MOVE
590 MOVE
, 308
600
610
620
630
1)
640
650
660

PRINT MID#$ (a

DRAW 638,3

500,390: PRINT "BOUNCE SIMULATO

500,370: PRINT

"Strobe: ”;s2; "se

500,350: PRINT "Velocity:”;v;"m
PRINT
DRAW 486,308:

500,330:
486,398:

"Elasticitys - c:
DRAW 639

MOVE 487,398: DRAW 487,308

ORIGIN 0,0,32,640,396,32

GRAPHICS PEN 1,1

num=10/s82: t=0: b$=CHR$(230)+CHR$(23

DIM ball (num+num/20,2)
FOR i=0 TO num+num/20
ball(i,1)=22+i%600/num

340 TAG: MOVE -3-(i<10)%8,i%20+36: PRIN 670 y=vxt—4.9%txt
I 15 680 IF v<0.000001 THEN 750
350 MOVE 30,1i%20+31: DRAW 25,i%20+31 690 IF y<0 THEN t2=v/4.9: t=t-t2: v=v¥c
360 NEXT i : SOUND 1,50,1: GOTO 670
370 a$="METERS” 700 ball(i,2)=y%20+47
380 FOR i=1 TO LEN(a$) 710 MOVE ball(i,1)-1,ball(i,2),0: PRINT
390 TAG: MOVE 0,225-i%20: PRINT MID$ (a$ b$;

stal); 720 MOVE ball(i,1),ball(i,2),1: PRINT b
400 NEXT i $;
410 MOVE 30,30: DRAW 30,400 730 t=t4ad
420 MOVE 31,24: DRAW 31,400 740 NEXT i
430 FOR i=0 TO 10 750 MOVE 30,398: DRAW 639,398
440 MOVE i%60+30,30: DRAW ix%60+30,24 760 DRAW 639,30: MOVE 638,30: DRAW 638,3
450 MOVE i%60+60,30:DRAW ix60+60,28 98
460 MOVE i%60+19+(i=10)%4,20: PRINT i; 770 GOTO 770
470 NEXT i
MATRIX.EIG 100 REM HEHBHBHHHABBAREREHRHRBEBHEARBHOH
Homework, homework, You simply enter the matrices #
homewmkfihmgaﬂmeﬁmm and the function you want per- 110 REM ### MATRIX ARITHMETIC PACKAGE ##
'ffO %et- 1?12&‘ ilt(lgg tf:: krﬁ?t;?se formed and wait a second for the #

eeling. ! : -
especially maths. However, have a";::;e vl 4o ot i LZO REM # Miroslav Kostecki ## 18.12.86
no fear as Matrix Solver is here.  fyncti

This life-saving program solves ;Y“E‘Sﬁ‘;;:‘;;fgi’} ebc‘,: ?:rrlfc‘;mid 130 REM H#HEHHABERERBRBABHRBEERBBAARERHH
any matrix operation you may you can come to the answer. For %
ask with the greatest of ease, example, to subtract you would 140 ’
which is a bit different from the  mytiply the matrix by negative =~ 150 varnum=10’ ...Maximum number of vari
long agonizing minutes on one one and add the other matrix. ables

question done manually. The
functions are as follows:

a) Matrix multiplication.
b) Scalar multiplication.
c) Matrix addition.

d) Matrix subtraction.
e) Row reduction.

f) Determinant finding.

The good thing about this pro-
gram is that you don't have to
know anything about matrices.
Nothing at all! That is, of course,
except for the question. The
program is not only great for kids
but also the teachers as well. You
teachers out there, don't you

160 size=10’ ...Maximum number of Rows o
r Columns per Matrix

170 DIM mat (varnum,size,size) ,temp(size,
size) ,row(varnum) ,col (varnum)

180 CLS: PRINT
190 PRINT *
200 PRINT

COMMANDS ™
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AMSTRAD
210 PRINT ” a —Print a matrix.”
220 PRINT ~ a= -Entry."”
230 PRINT ” a=bh -Assignment betwe
en variables.™
240 PRINT ” a=b¥c —-Matrix multiplic
ation.”
250 PRINT " a=b.<real> —Scalar multiplic
ation. ™
260 PRINT " a=b+c -Matrix addition.
270 PRINT ” a=b: -Row reduction.”
280 PRINT
290 ’ Get command and do as asked. ..
300 INPUT ” #7,in$
310 IF ing$="quit” THEN END
320 IF in$="help” THEN 180’ ...show oper
ations :
330 p=1' ...Position in string
340 GOSUB 2110" ...Get 1st variable
350 IF x=0 THEN 1750’ ...not variable er
ror
360 a=x%
370 IF p—1= LEN(in$) THEN 700’ ...show a

matrix
380 GOSUB 2040’ ...skip spaces

390 IF MID$ (in$,p,1)<> "=" THEN 1770
400 IF p=LEN(in$) THEN 560' ...get a mat
rix
410
420

GOSUB 2040’
IF MID$(in$,p,1)="" THEN

...skip spaces ;
560’ ...spa

ces after = so get matrix

430 p=p+1’ ...point teo next variable

440 GOSUB 2110’ ...get variable number i

n x

450 IF x=0 THEN 1750’ ...not variable er

ror

460 b=x' ...first argument of source

470 IF row(b)=0 THEN 1830’ ...unassigned
error

480 IF p-1= LEN(in$) THEN GOSUB 800: GOT
0 290’ ...straight assighnment

490 * Must be an operation...

500 GOSUB 2040' ...skip spaces

510 IF MID$(in$,p,1)="+" THEN 910’ ...ma
trix addition

500 IF MID$(in$,p,1)="%" THEN 1080’" ...m
atrix multiplication
530 IF MID2(in$,p,1)=".
calar multiplication
540 IF MID$(ins$,p,1)=":" THEN 1510’ ...r
ow reduction

550 GOTO 1860

560: "
T A Get a matrix...

580 INPUT ”Number of rows "srowl(a)

590 IF row(a)<l OR rowla) >size THEN 580
600 INPUT ~Number of columns ";col(a)
610 IF col(a)<l OR col (a) >size THEN 600
620 '’ get array...

630 FOR i=1 TO row(a)

640 FOR j=1 TO col(a)

650 INPUT ;mat(a,j,i): PRINT,

660 NEXT J

670 PRINT

» THEN 1370’ ...s

hate the arduous task of working
out the right matrices to an an-
swer for a test or exam? This
work can be halved by the matrix
package.Usingthefuncﬂonsyou
can enter the desired answer and
the computer will manipulate it
for you
This program is easy to expand
on if your requirements are not
met, and if you don’t have an
Amstrad, no need to panic, as
Matrix will work on most Basic
computers.
M. Kostecki & P. Vermeer
Elizabeth Park SA

680 NEXT i

690 GOTO 290

700

TEREE i Print a matrix...

720 IF row(a)=0 THEN 18307 =%
error

730 FOR i=1 TO row(a)

740 FOR j=1 TO col(a)

.unassigned

750 PRINT mat(a,j,i),

760 NEXT J

770 PRINT

780 NEXT i

790 GOTO 290

800 '

810 ' Straight assighnment...
820 FOR i=1 TO row(b)

830 FOR j=1 TO col(b)

840 mat(a,j,i}=mat(b,j,i]

850 NEXT J

860 NEXT i

870 row(a)=row(b)

880 col (a)=col(b)

890 RETURN

900 '’

910 '’ Matrix addition

920 IF p=LEN(in$) THEN 1790’ ...missing

argument error
930 p=p+l
940 GOSUB 2110’ ...get 3rd arg T
950 IF x=0 THEN 1750
960 '’ need b and x
ions
970
980 IF row(x)<> row(b)
THEN 1810
990 FOR i=1 TO row(b)
1000 FOR j=1 TO col (b)
1010 mat(a,j,i)=mat(b,d,i)+mat(x,j,i)+
=1
1020
1030
1040
1050
1060
1070
1080 ’ Matrix multiplication...
1090 check for third argument
1100 IF p=LEN(in$) THEN 1790’ ...missing
arg. error

to have same diment

IF row(x)=0 THEN 1830
OR col (x)<>col (b)

NEXT J

NEXT 1i
row(a)=row(b)}
col (a) =col (b)
GOTO 290
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1110 p=p+1

1120 GOSUB 2110’ ...get third arg in x
1130 IF x=0 THEN 1750’ ...bad variable n
ame error
1140 7
ri...
1150 IF row(x)=0 THEN 1830’
d error

1160 IF col (b)<>row(x)
1170 FOR i=1 TO row(b)

check that rows/columns will wo
...unassigne

THEN 1880

1180 FOR j=1 TO col (x)

1190 s0=0

1200 FOR k=1 TO row(x)

1210 s0=s50+mat (b,k,i)*¥mat (x,Jj,k)

1220 NEXT k

1230 temp(j,i)=s0

1240 NEXT Jj

1250 NEXT i

1260 ' assign result to destination a.

1270 FOR i=1 TO row(b)

1280 FOR j=1 TO col (x)

1290 mat(a,j,i)=temp(j,i)+1-1

1300 NEXT J

1310 NEXT i

1320 ’ assign correct dimentions to a.

iéSO row(a)=row(b)
1340 col (a)=col (x)
1350 GOTO 290

’

1360
1370 = Scalar multiplication
1380 IF p=LEN(in$) THEN 1790

1390 p=p+1
1400 nO$=RIGHT$ (in$,LEN(in$)-p+1)
1410 n1=VAL(n0$)

1420 FOR i=1 TO row(b)

1430 FOR j=1 TO col(b)

1440 mat(a,j,i)=nl¥mat(b,j,i)
1450 NEXT J

1460 NEXT i

1470 row(a)=row(b)
1480 col (a)=col (b)
1490 GOTO 290

1500
1510 Row reduction...
1520 IF row(b)<2 OR col(b)<2 THEN 1900’

...too small error
1530 IF row(b) >=col (b)
or ¥*¥¥*

1540 GOSUB 800

1550 FOR i=1 TO row(a)

THEN 1920’ ...Err

1560 yl=mat(a,i,i): IF y1=0 THEN 1650
1570 FOR j=1 TO row(a)

1580 IF j=i THEN 1640

1590 zl=mat(a,i,J)

1600 FOR k=1 TO col(a)

1610 mat (a,k,j)=mat(a,k,j)-mat(a,k,i)
¥zl/yl

1620 NEXT k

1630 mat(a,i,j)=0

1640 NEXT

1650 NEXT i

1660 FOR i=1 TO row(a)

1670 IF ABS(mat(a,i,i))<0.0001 THEN 172
0

1680 FOR j=row(a)+l TO col (a)

1690 mat(a,j,i)=mat(a,j,i)/mat(a,i,i)
1700 NEXT

1710 mat(a,i,i)=1

1720 NEXT i

1730 GOTO 290

By e B

1750 PRINT ”* ";MID$(in%,p,1);” is not a
variable”

1760 GOTO 1950
1770 PRINT
1780 GOTO 1950
1790 PRINT *
1800 GOTO 1950
1810 PRINT " Cannot add matricies of di
fferent dimentions”

1820 GOTO 290
1830 PRINT ”
1840 p=p-1
1850 GOTO 1950
1860 PRINT "
1870 GOTO 1950
1880 PRINT " Cannot compose due to mism
atched codomain and domain®”

1890 GOTQO 1930
1900 PRINT ~
1910 GOTO 1930
1920 PRINT ” Too many rows”
1930 PRINT CHR$(7);:G0OTO 290

Missing equals...

Missing argument”

Unassigned variable”

Not an operation”

Too small to reduce”

1940
1950 PRINT ” ";CHR$(7);in$
1960 PRINT * ~;

1970 IF p=1 THEN 2010

1980 FOR i=1 TO p-1

1990 PRINT ” ";

2000 NEXT i

2010 PRINT ~~"

2020 GOTO 290

2030 ’

2040 ' Subroutene to skip spaces...
2050 IF p=LEN(in$) THEN 2100

2060 * OK to see if there are some spa
ces

2070 IF MID3(in$,p,1)<>"
.not a space

2080 p=p+1

2090 GOTO 2070

2100 RETURN

* THEN 2i100%

2110

2120 ’ ...Get a variable name in x from
ing$,

a3l = returning 0 if error

2140 uses in$,p,x

2150 GOSUB 2040’
2160 m$=MID$ (in$,p,1):
z"” THEN x=0: GOTO 2200
2170 x=ASC(m$)-ASC(”a”")+1

2180 IF x>varnum THEN x=0: GOTO 2200
2190 p=p+1

2200 RETURN

...skip spaces
IF m$<”a” OR m$>”
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Bricks is a game where you must
knock down a row of bricks with a
‘ball’. You use the joystick or key-
board to control the ‘bat’ to hit
the ‘ball’.

Pressing ‘Q' moves the bat up
while pressing ‘A’ moves the bat
down. ‘Y’ or pressing the fire but-
ton restarts the game.

D. O'Connor
Mt Gambier SA

10
20
30
41
50
&
70
a0
0
100
1182
120
138
140
15@
160
170
180@
17@
gl
210
220
230
249
250
260
270
z80
90
300
310
320
330
S48
350
348
470
380
370
400
41@
420
430
448
458
456@
47
480
453
500
51@
520
53@
S54@
55@
548
570
580
570
500
618
620
&30
&40
658
660
L£70
&80
570
700
710
720

DIM s(6422)

GOSUBR 990

#=3
y=INT(RND(TIME)*1%)+3
di=1
dZ=INT{(RND(TIME)*2)+1
IF d2=2 THEN d2=-1

* move ball

IF y»21 THEN d2=-1
IF »>18 THEN dil=-1
IF y<3 THEN dz=1
IF x<2 THEN 850
LOCATE .4

PEN @

FRINT CHR$(143)3
w=n+dl

y=y+dz

IF x=3 AND (y=yl OR y=yl+l OR y=yl+z) THEN di=1:S0UND 7,4000,5,15,0+@4+5

IF y=yl+1 THEN y=y—1:GOTO 320
IF u=uyl THEN y=y+1

LOCATE xyu

PEN 5

PRINT CHR$(143)3

IF x<14 THEN 57@

4 it bricks

IF six=-13,4)=1 THEN Z0u

SOUND 3,4000,10,12,0,3,1@
sc=sc+l

LOCATE #1,12,1

FRINTH#1,sC

s{x—13,y)=1

IF di=-1 THEN dl=1 ELSE di=-1
IF sc/126=INT(SC/126) THEN 110
IF sc/&63<»INT(SC/63) THEN 35@
LUOCATE a4

PEN @

PRINT CHR®{143);

FOR #=1 TO 300:NEx]

w=3

di=1

IF y>15 THEN y=u—1 ELSE y=y+l
GOTOD 200

*  move bat

J=JOY (B)

JS=BINS(J+5)

1$=UPPER$ ( INKEY$)

IF i$="Q" OR MID$(J %,5,1)="1" THEN yl=yl—-1:1F yl<2 THEN ul=2
IF is="A" OR MIDH( jEs4,1)="1" THEN yl=yi+1:IF yl>2@ THEN yl=20
yZ=4

IF ui=ul THEN z2=4 ELSE x2Z=0
LOCATE Z,x1

PEN xZ

PRINT CHR®(143)

LOCATE Z,ul+1

PRINT CHR®(143)

LOCATE 2,ul1+2

PRINT CHR$(143)
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73@ LOCATE 2,4l

740 PEN y2

7580 PRINT CHR$(143)
7468 LOCATE 2,ul+1

DRAW 510, 46

DREAW g, 46

WINDOW #1,1,20,24,25
WINDOW #@, 1,20, 1,23

778 PRINT . CHR$(143) PRIMT#1," Scorei:'sc
780 LOCATE Z,y1+2 Hyl=10

790 PRINT CHR$(143) Hl=yl

800 x1=yl PEMN 4

81@ GOTO ZDe LOCATE Z,ul

BzZ@ 7 FRINT CHR$(143)

82@ ° game over LOUCATE Z2y,ul-+1l

848 ° PRINT CHR$(143)

85@ FOR 1i=1 TO 5

860 SOUND 3,400, 10412,8,8, 10
B7@ NEXT

BE@ PEM #1.,5

390 LOCATE #1,442

P28 PRINT#1,"Play again 2"j
218 CLEAR INFUT

P20 1%$=UPPER$ ( INKEYS )

LGCATE Z2yyl+2

FRINT CHR$(143)

FOR 1=2 TO STER 2
PEM 2

LOCATE 14,1

PRINT CHR®(143)
LOCATE 1é&s1

FRINT CHR®(143)

THEN 926 LOCATE 18,1
1$="N" THEM MODE 1:PEN 1:EMD PRINT CHR$(143)
1E="Y" OR i$="X" THEN RUN ELSE <220 IF 1=22 THEN 1470
LOCATE 15, i+1
il draw board PRINT CHR$(143)

8@ °
9@ MODE @
1909 INK 0,0

LOCATE 17,1+1
FRINT CHR%(143)

LOCATE 19y1i+1

INK 14& PRINT CHR$(143)
INK 2415 PEMN 3

INK 3,10 LOCATE 15,1

INK 4,2 PRINT CHR$(143)
NI 544 LOCATE 17,1

INK &47 PRINT CHR$(143)

187@ PAPER ©

1@8@ BORDER ©

1899 GRAPHICS PEN 1
1100 PEN #1,4&

1118 FOR X%X=1 TO &
1128 FOR Y=1 To 22
1138 S5iX,Y)=0

1148 NEXTIMEXT

115@ PLOT 8,46 FRIMT CHR$(143)
1160 DRAW 8,384 NEXT

1170 DRAW 610,384 16280 RETURNM

LOCATE 19,1

PRINT CHR#%(143)
IF : THEN 156189
LOCATE 14,1+1
PRINT CHR$¢(143)
LOCATE 16,1+1
PRINT CHR%{(143)
LOCATE 1841+1
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CHASE 100 REM ### CHASE ###
This is quite an entertaining 110 ISEH Paul Vermeer. Jan’86
game which will pass the time 120
quite quickly. Five wild dogs have 130 DIM a(10,20),e(21),£(21)
been eating the chickens from 140 MODE 1: INK 0,13: INK 1,3
your farm and you haven't been 150 ENV 1,=9,2000: ENT -1,6,3,1
able to shoot them vet 160 ENV 2,127,0,0,127,0,0,127,0,0, 127,0,
So you've set a trap for them 0.127.0,0
x g . o r 7 L
You did this by erecting an elec 170 ENV 3,=9,9000

tric fence of death-high amper-

age, around a field, hoping to 180 SOUND 1,1000,0,12,2

capture them in there. However, 190 SOUND 2,900,0,12,2
as you turn to walk out the gate 200 LOCATE 1,6
and wait for the dogs, they walk 210 PRINT " MOVES”: PRINT
in and the wind blows the gate 220 PRINT ” 7 8 9”: PRINT
AR with 230 PRINT " 4 "+CHR$(248)+” 6": PRINT
: : 240 PRINT ” 1 2 3”7
Fortunately, the dogs haven't
eaten for a while and are sick 250 WINDOW 8,40,1,25
from starvation. This means that 260 PRINT: PRINT TAB(8); "CHASE”
they can’t run very fast. The fast- 270 REM set up the game
est they can run is equal to your 280 g=0:27=0
speed and they can't suddenly 290 FOR b=1 TO 10
stop. They have to slow down for 300 FOR c=1 TO 20
quite a few meters before coming 310 L
to a halt. q B, ol
You have no weapons so the 320 IF b=1 OR b=10 THEN a(b,c)=1
only way you can kill them is to 330 IF c=1 OR ¢=20 THEN a(b,c)=1
somehow make them run into 340 NEXT ¢
the fence. This is done as the dia- 350 NEXT b
gram shows: 360 '
ELECTRIC FENCE 370 FOR d=1 TO 21
380 b=INT(RNDx%8)+2
[j[? 390 c=INT(RND*18)+2
400 IF a(b,c)<>0 THEN 380
DOG 410 a(b,c)=1
: 420 IF d<6 THEN a(b,c)=2
i\’ 430 IF d=6 THEN a(b,c)=3
440 el(d)=b
YOou 450 f(d)=c
460 NEXT d
The dogs, when next to you, 470 '
T Lamibie R30 REK pri ot perjexs
tance between you and them 490 p8(0) = 5. p# (1) =CHERI207
Therefore, you can run them into 500 p$(2)=CHR$(181): p$(3) =CHR$(248)
the fence blocks. 510 LOCATE 1 ,5: FOR b=1 TO 10
There is a neat setup for the 520 a$="":FOR c=1 TO 20
screen with the field in the mid- 530 ag=as+p$lalb,c)): NEXT c
dle and just to the left of it, a 540 PRINT a#
map of direction keys. These keys 550 NEXT b
afre the number function kﬁ-ys. or 560 '
if you want more of a challenge,
try the normal numbers. 570 REM make move
If you answer ‘no’ to having an- 580 b=e(6)
other game at the end of the pro- 590 c=f(6)
gram you get a summary of the 600 a(b,c)=0
whole set of games you played 610 y=VAL(INKEY$+” "): IF y=0 THEN y=5
The summary includes how many 620 ON y GOTO 650,650,650,660,720,660,63
games you won, how many 0,630,630
games the computer won, your 650 Ry e
gverdge and the computers aver- 640 GOTO 660
ge.
Experimenting may give you 650 b=b+l
interesting results. For instance, 660 ON y GOTO 670, 720,690,670,720 ,690,67
change the amount of dogs from 0,720,690
five to ten and then try to play 670 c=c-—1
That's what | call challenging! 680 GOTO 720
P. Vermeer 690 c=c+1

Elizabeth Downs SA 700 ’
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710
720
730
740
750
760
770
780
790
800
810
820
830
840
850
860
870
880
890
900
910
920
930
940
950
960

REM Calculate the results

IF a(b,c)=1 THEN 1010
IF a(b,c)=2 THEN 1040
al(b,c)=3

e(6)=b

f(6)=c

FOR d=1 TO 5

IF a(e(d),f(d))<>2 THEN 940

a(e(d),f(d))=0

IF e(d)>=b THEN 820
e(d)=e(d)+1

IF e(d)<b THEN 840
e(d)=e(d) -1

IF f(d)>=c THEN 860
f(d)=f (d)+1

IF f(d)<=c THEN 880
f(d)=f (d) -1

IF a(e(d), £(d))=3 THEN 1040
IF a(e(d), f£(d))=0 THEN 910

g=g+l

IF a(el(d), £(d))<>0 THEN 930

ate(d),f(d))=2
IF g=5 THEN 1060
NEXT d

GOTO 510

1000 GOTO 1070

ed the fence.”
1020 z9=z9+1
1030 GOTO 1070

1040 GOSUB 1170: PRINT: PRINT

been destroyed.”
1045 z9=z9+1
1050 GOTO 1070

1010 GOSUB 1170: PRINT: PRINT

"You touch

"You have

1060 PRINT: PRINT "¥%%YOU DESTROYED THE

ENEMY %% "
1065 =z8=z8+1

1070 PRINT "Want to play again (y or n)”

r
1080 INPUT ys
1090 IF y$="y” THEN 140

1100 PRINT "Computer won:”;z9;"",

uman won:"”;z8

)
1120 PRINT

"the h

1110 PRINT “"Computers average:";z9/(z9+z
8): PRINT”The humans average:”;z8/(29+28

1130 PRINT "Hope you dont feel fenced in

1140 PRINT "Try again sometime.”

1150 WINDOW 1,40,1,25
1160 END

1170 SOUND 135,100,0,13,3,1,20

1180 RETURN

CHARACTER
ENLARGER

Don’t you get annoyed when you
sit down to draw up graphics for
enlarged characters, knowing its
going to take you at least three
hours, and a lot more if you have
a lot of characters? Why, if you

wanted to do the graphics for the

10

entire alphabet — only 5 times
larger, it would take about 15

hours.

Character Enlarger eradicates
the need for this wasting of pre-
cious time, by doing it all itself in
the space of a few seconds. You
simply type in the letter, location
and size (relative to the normal
size), and it draws it up in which
ever colour you specify.

In the adjoining program, the
subroutine is the part which
does the actual enlarging of the
characters and the rest of the
program is a demonstration.
Therefore, you only need to type
the subroutine into your pro-

grams.

The demonstration is very
striking to look at. You type in
the sentence you want and the
size and sit back watching the
program go to work in front of
your eyes.

M. Kostecki & P. Vermeer

Elizabeth Park SA

### Character Enlarger ##4#

20 ' Miroslav Kostecki
302"

40 DEFINT a-z

50 DIM a(8,8)' to store a character

60 INPUT "How many times larger do you w
ant your sentance”; size

70 INPUT "What is your sentance”; sentan
ce$

80 '’

90 MODE 1

100 INK 1,0: INK 2,6:
110 dots=16%size

120 FOR size=1 TO size
130 inc=size-INT(size/3)%3+1

140 ji=1

150 FOR dn=300-size*4 TO dots STEP -dots
160 FOR ac=size®4 TO 639-dots STEP dots
170 a$=MID8 (sentance®,jj,1)

180 Ji=jj+1: IF jj-2=LEN(sentance$) TH
EN 210

190 GOSUB 1000’ put enlarged character
200 NEXT ac,dn

210 NEXT size

2208

18.12.86

INK 3,2
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gives you heaps of practice at
reading, and after a while you
may become faster than your
friends.

Don’t get me wrong. This is not
a highly acclaimed medical pro-
gram. It's not guaranteed. All |
know is that it's improved the
speed of my reading and that it
will improve yours too, if you use
it properly. Just half an hour
every day should do the trick.

Now you probably don’t even
know what I'm babbling on about
because | haven't even talked
about what the program does
yet. Don't worry, we'll now rectify
that situation.

The screen is set up as in the
adjoining picture. The sentence
of your choice moves from the

When you do get it right, the
computer tells you how many
‘specks’ it took you. Specks are a
measurement used by me, the
programmer.

The best thing to do is get
someone else to type in a sen-
tence for you without your see-
ing. This means that you don't
know what it is and you can't
cheat. Or, by slightly modifying
the program you can make it
easier. By adding some data in
the form of sentences the com-
puter can randomly pick out a
sentence to test you on.

Anyway, | hope you succeed as

reading can be the greatest en-
joyment in the world.
Paul Vermeer
Elizabeth Park SA

100 REM ##### SPEED READER #####

110 REM # Paul Vermeer. Jan'87 #

120

130 RANDOMIZE TIME/255 MOD 999

140 MODE 2

150 WINDOW 20,80,1,25

160 LOCATE 9,3: PRINT "SPEED READER”
170 LOCATE 9,4: PRINT STRING$(12,208)
190 INK 0,13: INK 1,0

200 a$="This is a sentence for your read
ing practice!!”

210 b$=STRING$ (10,” ™)

220 1t

230 'Random delay

230 GOTO 230 1140 FOR x%x=0 TO 7

240 1150 FOR y=0 TO 7

1000 'Enlarger subroutene 1160 +t=TEST( ac+x¥2 ,dn-y*2)

1010 ’takes variables ...size = times en 1170 PLOT ac+x*2 ,dn-y%2,a(x,y)

larged 1180 al(x,yl=t

1020 * .ac = across , 1190 NEXT y,x

dn = down position 1200 °

1030:%" .inc = ink numb 1210 FOR x=0 TO 7

er 1220 FOR y=0 TO 7

1040 ’ .a$ = characte 1230 IF al(x,y)=0 THEN 1280

r 1240 FOR xx=0 TO sizex2-2 STEP 2
‘1050 1250 PLOT ac+x*2%size+xx,dn-y*%2¥size,a
1060 GRAPHICS PEN inc (x,y) _

1070 FOR x=0 TO 7 1260 DRAW ac+x¥2¥size+xx,dn-y*2%size—(
1080 FOR y=0 TO 7 size%x2-2)

1090 a(x,y)=TEST( ac+x%2 ,dn-yx2) 1270 NEXT xx

1100 NEXT y,x 1280 NEXT y,x

11107 1290 ’

1120 TAG: MOVE ac,dn: PRINT a$; 1300 RETURN

1130 ’

SPEED READER right hand side of the box tothe 240 MOVE 0,0,s: DRAW 639,0: DRAW 639,398

: left very quickly. You're then 250 DRAW 0,398: DRAW 0,0: s=s MOD 2+1

This .. . uh ... sentence asked to type in what that sen-  5cq TF RND<O.98 THEN 240

says...um...this.. .is tence is. If you're wrong, the sen- 270

a...great...um...program — tence repeats the sequence but

having trouble like this reading?  at a slower pace. This routine 280 ’border

No need to fear — this program  continues until you get it right. 290 LOCATE 8,9: PRINT CHR#(150)+STRINGS (

12,154) +CHR$ (156)

300 LOCATE 8,10: PRINT CHR$(149)+STRINGS
(12,” ”)+CHR$ (149)

310 LOCATE 8,11: PRINT CHR$(147)+STRINGS
(12,154) +CHR$ (153)

320 c$=bs+as+bs

330 GOSUB 490

340 '

350 ’'scan the sentance across the window
360 FOR i=1 TO LEN(a$)+13 STEP 3+(sp>10)

+(sp>5)

370 LOCATE 10,10: PRINT MID$(c$,i,10);
380 FOR j=1 TO sp: NEXT j’delay

390 NEXT i

400 ’

410 PRINT: PRINT: PRINT

420 INPUT ~ What did it say”;an$

430 IF an$<>a$ THEN PRINT: PRINT 7 NO
Try again...a little slower this time.”:
sp=sp*1.142: FOR i=1 TO 1000: NEXT i: G
OTO 130

440 PRINT "
544

THATS RIGHT”+STRING$ (30,"

450 PRINT ” Your speed was "jsp;’ Spec
ks!”™

460 PRINT ” Next time I expect you to
do it in less specks!”

470 END

480 '

490 ENV 1,=9,2000: ENT -1,6,3,1

500 ENV 2,127,0,0,127,0,0,127,0,0,127,0,
0,127,0,0

510 ENV 3,=9,9000

520 SOUND 135,100,0,13,3,1,20

530 RETURN
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AMAZING
ADVENTURE

You are Trasher, a famous adven-
turer. It is your mission to blow
up the residence of an evil ruler,
Antrax. He rules the once peace-
ful village of Partomina, which is
in the other side of your planet.
You are armed with a sword,
plate mail armour, shield and a
backpack. Your transport is a
black stallion who you call Thun-
dar. Good luck on your
adventure.

G. Everitt
Weston ACT

5 #EAMAZ ING ADVENTURE®%##"
"yOU WBSHER A FAMOUS ADVENTUREFR,
20 Hyaul A MISSION TO BLOW UP THE RESIDENCE OF AN EVIL RULE

S0 FRINT "HIS5 NAME I35 ANTRAX THE RULER OF THE ONCE PEACEFLL VI ZEE OF
PARTOMING S WHICH IS ON THE OTHER SIDE OF YOUR PLAMET.'

4 PRINT "IT WAS THE SHENTS OF THE VILLAGE 1HAT ASKED vl 2 Fabll THE

REIGN OF ANTHAX."

S0 FRINMNT YOuU SRE ARMED WITH A& SWORD.FPLATE MAIL ARMOR,SHIELD &ND & STUR

DY BRCKPACK."

SRINT “"YOUR TRANSPORTATION WILL BE A BLACE STALLION WHO

THUNDAR ="

PRINT:: = PRENT "PRE

INFLIT

FREINT I0W LETS START! !

FRINT "YOU STAND ON & WINDSWEFT CRAG OVERLOOKING THE YALLEY OF C£YCLD

NES =&

FRIMT "YOU MOUNT UF ON THUNDAR AND GALLOF DFF TO FAME ¢

INT "AS YOU SFEEDING ACROSS THE VALLEY YOU COME ACRI
I ROVOLLING OVER A& DEAD CHILD.Y

110 PRINT “YOU DISMOUNT AND WALE OVER TO HER.WHEN

AWAY SHE JUMPS AND CHARGES YOU WITH A CANE SWO

FRINT "¥YOU BARELY MANAGE TO DODGE THE SHARF F

FRINT "AFTER HER CHARGING (AND MISSINGY SEVENM

AR HER SWORD, ! [T aAWAY AND CALM HER DOWN. "

140 FPRINT "YOU ASKE HER NAME.THE OLD WOMAN REFL.IES. "HY NaAME IS
SHE ANSUWERS QUICKLY." 3

1509 FPRINT : PRINT "PRESS RETURN TO CONMTINUE"

140 INFUT 3%

170 FRINT "AFTER ANSWERING YOU THE OLD HAG SCUTTLES OFF ACROSS THE CURY
ED WALLEY."

% YIF YOU CHOOSE 70O FOLLOW HER PRESS (F) OR (C) TO CONTINUE™

b

= "EF' THEN GOTO: SO0

= "C* THEM GOTO 22

E ] 180

230 FRINMT "YOU DECIDE THAT THE OLD WOMAN IS5 MNOT WORTH WASTEIMG TIME ON
S0 YOLC PRE aM ALONG THE WALLEY."

240 FRINT "GFTER MaANY HOURS OF TRAVEL YOU DISCOVER THAT YOU
ED TO CONTINUE S0 YOU DECIDE T REST UNDER A MINIC =

"WHEN MORN BREAKS YOU SADDLE UP THUNDAR, GATI

an YOUR ME 10N ONCE MORE. "

"SOON YOU HAVE IN SIGHT A SMALL TOWN (70 ¥YOUR RELI

8 YO ARE AT THE EMTRANL OF THE TOWN Y

A SIGNFOST IT READS "PL QG0N . MOT

{ THE TOWN. IT THRIVES WITH SMakL

RETURN T0O CONT IMUE

FORTUNE. ™
S A OLD WOMA

AEOUT 3 FEET

FED TIR

FHINGS Al

ARE HUMNG WILL YOU STORP AND EAT {(5) OR GO ONM (&) ."

AND HAVE SOMETHING T EAT A5 YOU ARE VERY

-T2 A =) TO A SINGLE TABLE. THE WAITER aAFFROAC Wi
"“YOU ASE YOUR FAVOURITES BUT HE HAS NONE OF
} UTHE ONLY THING ¥YOU LIEE OQUT BF HIS MENU IS I

ITTLE WHILE LATER THE WAITER RETURNS WITH SOMETHING WHICH
LOOKS L WEHETTI WITH SLOPPY RICE."
PRIMT AT IT UR ALL THE SAME.WASHING DOWN YOUR MEAL WITH A

DOWN & SIDE ALLEY AND TRY AND FIND THE FPERSON WHD

RUNNING TOWARDS THE HELFE " OF WHOEVER TH DECE e

YOU COME TO A DEAD
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N WHO IS CONSTENTLY YELLING FOR WHICH REASON YU CAN NOT SEE.

470 PRINT "YOU APPROACH THE WOMAN AS TO SEE WHAT THE MATTER 1S5.SHE YELL
5 ONCE MORE AMD POINTS TO A HALF-OFEN DOOR. "

480 PRINT "YOU ARE KNOWN FOR YOUR DASH BRAVERY SO0 YOU LEAF INTO THE DOOC
R.ONCE INSIDE YOU SEE A CROSSEOW AIMED FOR YOUR HEAD. "

485 PRINT "IT FIRES. YOU ARE DEAD!!!!"

490  END

500 PRINT "YDU ARE CURIOUS AROUT THIS OLD WOMAN.YOU FOLLOW HER."

S10  PRINT "YOU FOLLOW HER FOR WHAT SEEMS TO BE HOURS.YOU EVENTUALLY CAT
CH UP TO HER AND GRAB HER BY THE ARM."

=20 PRINT "SHE SHRIEKS AND FULLS OUT (THIS TIME) A CANE KNIFE."

=z PRINT "SHE STABS YOU FIRST IM THE STOMACH, THEN IN THE ARM,THEN IN T
HE LEG.YOW YELP IN PAIM!!'"

s40 PRINT "THE OLD WOMAN CACKLES AND MOVES OFF. "

S50 PRINT "YOU GIVE UP.YOU UNSHEATH YOUR SWORD AND KILL YOURSELF."

=40 PRINT "THIS LIFE HAS ENDED!!:!"

S&65 END

570 PRINT "YOU DECIDE NOT TO STOFP AND WOULD RATHER GO ON."

s30 PRINT : PRINT "PRESS RETURN TO CONTINUE."

585 INFUT 5%

590 FRIMNT "AFTER A BIT OF WINDOW-SHOFPFING YOU LEAVE AND CONTINUE ON YOU
R QUEST." A

L00 PRINT "FOUR DAYS FASS WITHOUT ANY EXCITEMENT AND FINALLY YOU SEE AN
OTHER TOWN. "

410  PRINT "YOU SEE A SIGNPOST AND TO YOUR DELIGHT IT READS ‘FARTOMINA .

o

620 PRINT "EVEM FROM & DISTANCE YOU SEE WHY THE FEASANTS CALLED ON YOU.

630 PRINT “THERE ARE GIANT WALLS SURROUNDING THE TOWN AND THEY ARE VERY
UNCLEAM. "

640 PRINT "THE TOWN HAS GUARDS SURROUNDING IT.NOW YOU REALISE IT WILL B
E DIFFICULT TO ENTER."

650 PRINT : PRINT "PRESS RETURN TO CONTINUE. "

&54 INFUT S#

&60 PRINT "YOU WILL ENTER THE TOWN AT NIGHT BECAUSE DOING IT AT DAY WOU
LD BE FLAIN MURDER."

670 PRINT "YOU GET YOUR GEAR ORGANISED AND START QUT TOWARD THE ENTRANC
E GATES."

680 PRINT "YOU ARE EXPECTING GUARDS TO BRE BUARDING PARTOMINA 50 YOU HAV
E BROUGHT YOUR SWORD,DAGGER AND SHIELD."

&50 PRINT "YDU ARRIVE AT THE GATES.THERE ARE TWO MASSIVE WODDENM DOORS. ™

700  PRINT "WILL YOU OPEN THE GATE ON THE RIGHT {R) OF THE GATE ON THE L

EFT (L}."
710 INPUT H$
720 IF H$ = "R" THEN GOTO 960
730 IF HE = "L" THEN GOTO 750

740 PRINT : GOTO 700

750 PRINT "YOU OPEN THE LEFT GATE.TO YOUR SURPRISE THE RIGHT AND LEFT D
O0ORS ARE SEFERATED BY A MASSIVE STONE WALL S0 YOU CAN'T SEE WHATS ON
THE OTHER SIDE LOOKS LIKE."

760 FRINT “ON THE WALL YOU SEE A VINE REACHING UP AND OVER THE WALL."

770 PRINT "WILL YOU CLIME THE WALL (C) OR EXAMINE THE COURTYARD (E)"

INPUT Y%

IF ¥$ = "C" THEN GOTO 820
IF ¥ = "E" THEN 6OTO S0000
GATO 770

PRINT “YOU DECIDE TO CLIMB THE VINE TO SEE WHAT'S ON THE OTHER SIDE
mOL GRAH
"ol A
: s PRINT P
INFUT ES

FRINT “"YOU EX¢
CLIMB THE

0T R

VINE BUT IT BREAKS!"
{INED TO SEE WHAT THE OTHER SIDE LOOKS LIKE."
MR TO CONT ENUE™

WITNE  THE Wkl AND SO0M FIND ANOTHER VINE.YOU STARRT T0

vl SOON BET 1 THE 10P."
i E & GREAT FIGHT."

| SMARTLY DRESSED SWORDSMEN AND GOEL. ITNS. "

SOR A WHILE AND CONSIDER TO FIND OUT FRAG

(T
[

ROUF L JERS
WHAT GOING OnM."
"YOL ARE ABOUT 70 c YOURSELF WILL YOU OR MOTH

© OWHEN SUDDENLY THE VINE (WHICH YOU HAVE LOOSENED YOUR GRIF ON)

FaLL AND HIT THE GROUND WITH sSUCH IMFACT ¥YOU BREAK YOUR

"YOU ARE DEAD!!I®

EMD

CIDE TO OFPEN THE RIGHT DOOR."
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F70  PRINT "WHEN YOU ENTER THE FIRST THING YOU SEE 1S5 A MASSIVE FIGHT! !

280 PRINT "THE FIGHT IS BETWEEN EVIL~-LOOKING GOBLINS AND LAVISHLY DRESS
ED SWORDSMEN. "

P90 PRINT "WILL YOU JOIN IN THE FIGHT(J) OR
HE FIGHT(S)"

1000 INPUT J%

1100 IF JF = "J" THEN GOTO S000

1200 1IF J% = "g8" THEN GOTO 10000

000 PRINT "YOU WANT TO JOIN IN." L

5005 PRINT "YOU CHARGE A GOBLIN WITH YOUR
U CHDF HIS HEAD CLEAN OFF'"

S010  PRINT "BLODD SFLATS ON YOUR ARMOR. "

S015  FRINT "YOU RUSH "ROUND CHOFPFING GOBLINS TO FIECES AMD FINALLY

. YOU AND THE SWORDSMEN DESTROY ALL THE GOBLINS."

S0O20 PRINT "TO YOUR SURFRISE ONE OF THE SWORDSHMEM IS A& SPY
AND HE LAUNCHES A CROSSEBEOW BOLT TOWARDS YOUR HE&D."

SO25 CERINT AL T CHe T T 8 ke

S0I0  PRINT "YOU ARE DEAD.ADVENTURE OVER."

S035 END

10000 PRINT "YOU THINME YOU WILL AVOID THE FIGHT

10010 PRINT "Y0OU SNEAK IN THE SHADOWS AND TRY TO

10020 PRINT "BUT YDUR LUCK IS NOT AT IT'S BEST AND"

10030 FPRINT "ONE OF THE GOBLINS SFOTS YOU."

10040 PRINT "HE COMES RUNNING AT YOU WITH A
AAE!"

10030 FRINT : PRINT "WILL YOU YELL AND PULL OUT YOUR
A FIGHT (F) OR RUN AT THE NEAREST EXIT(R)"

10060 INFUT &%

10070 'IF GF = "R" THEN GOTO 10100

10080 [F Gf = "P" THEN GOTO 20000

10090 GOTO 10050

10100 FPRINT "YOU COWARDLY MAKE FOR AN EXIT."

10110 FRINT "YOU RUN LIKE THE WIND BUT AS YOU ARE
AIT DNE DOF THE GOBLINS aARROWS"

10115 PRINT "HITS YOU IN THE BACK OF THE NECK."

10120 PRINT "IT IS5 POISONED'"

10130 PRINT

10140 FPRINT "YOU FALL TO THE GROUND DEa&D! '"

10150 PRINT

101460 PRINT "YOU WILL NOT BE WASTED BECAUSE THE
SO0ON AS THEY WIN THE BATTLE."

10170 END 4

20000  PRINT “YDU ARE NO COWARD AND YOU ARE GUOING TO FIGHT THIS RUDE AN
D AMNOYING GOBLIN."

20010 FRINT "YOU ATTACK AND TAKE & SLICE OUT OF THE GOBLINS STUBEY SHQ
ULDER. "

20020 PRINT "HE YELLS IN AGOMY AND FALLS TO THE GROUND,DEAD."

20030  PRINT "YOU &RE GILAD THE ATTACEER HAS FALLEN."

20040 PRINT "YOU FROCIDE TO A SMALL STORE ROOM WHICH INSIDE YOU F
IND A BOX WITH & SMALLER BOX INSIDE IT."

20080 FRINT "YOU OPEN THE BOX AND INSIDE YOU FIND
AND A WICK."

20060  PRINT "ALSD WITH THIS YOU FIND A SMALL NOTE."

20070 PRINT "IT READS, 'WELCOME TRASHER I HOPE YOU HAD A& SAFE JOURNEY.TH
ESE ARE THE THINGS WHICH YOU WILL USE TO BLOW UP a&NTRAX 'S AETLES-N

20075 PRINT : FRINT “FRESS RETURN TO CONTIMUE®

200786 INFUT ¥Y¥

20080  FRINT "YOU MAY OR MAY NOT ENOW THAT THIS IS ANTRA
MUST YENTURE TO THE EASTERM WALL OF THE CASTLE,PLAC
LIGHT THESELISE &

200940  PRINT "AND GET OUT OF THERE! “i*

CUIETLY SNEAK FAST T

TWO-HANDED SWORD.YQ

AND SNEAK FAST."
FASS THE FIGHT."

TWO-HANDED BATTLE

SWORD FOR

SFEEDING FOR THE E

GOBLINS EAT YOU AS

& MABIC-BLAST WAND

X TECCASTLES . YDu
E DOWN THE WanND,

20100 FRINT "YOU FUT THESE THINGS IN YOUR POCKET AND HERAD OFF THROU
GH THE COURTYARD."

20110 PRINT “YOU EVENTUALLY FIND THE CASTLE AND PRESS ON TOWARDS I
oo

20120  FRINT "YOU THROW YOUR ROFE UFP AND OVER THE
RROUNDS THE CASTLE."

20130 FRINT "YOU CLIMB UF YOUR ROFPE AND ON TO THE WALL."

20140 PRINT "YOU HAVE THE CASTLE IN YOUR SIBHT AND JUMP OFF THE WaALL.

HIGH WALL WHICH SuU

20150 PRINT "¥0OU ARRIVE AT THE BOTTOM OF THE
AIN THROW UFR YOUR ROPE, "
201460 PRPRINT "IT LLANDS SUCCESSFULLY ON THE EDGE OF

CASTLE AND ONCE A6

THE CASTLE WINDOW.

20170 PRINT "IT I5 A LONG AND TIRESOME CLIMEB BUT
| Sl 7 el
20175 PRINT "FPRESS RETURN TO CONTINMUE"
20178 INFUT Y#
20180 PRINT "YOU CAN SEE INSIDE THE DIMLY-LIT! RODM."

YOU EVENTUALLY MAK
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20190 PFRINT "¥0OU SEE A LARGE DARE MAN READING GUIETLY AT A DESK.
"

20200 PRINT "YOU ARE IN SUCH A& GOOD VEIWING SPOT YOU CaN EVEN READ
THE NAME OF THE BOOK HE IS5 READING."

20210 PRINT 1T IS CALLED 101 WAYS TO FRY A DWaRE .M

20220 PRINT “YOU LEAR IN AND FLANT YOUR SWORD THROUGH HIM AND TH
EM SLIP RUIETLY AWAY INTO THE SHADOWS. "

20270 PRINT "YOU CLIME DOWN THE ROFE,OVER THE WALL AND INTO THE COURT
YARD. "

20240 PRINT “YOU SLIFP AWAY FROM THE FIGHT OF THE GOBLIMS AND SWORDSMEN
AND OFF INTO THE DARKMEES."

20250 PRINT "ONCE QUTSIDE YOU REALISE THAT YOU HAVE FORGOTTEN S0M
ETHING. "

20255 PRINT "PRESS RETURN TO CONTINUEY

20258 INFUT D¥

20260 FPRINT "TO BLOW-UP THE CASTLE.YOU ANNOYED WITH YOUR FORGETFU
LMESS RUM BACK TOWARDS THE CASTLE AND COURTYARD. "

20270 PRINT "YOU SLIP ONCE MORE PAST THE FIGHT AND TOWARDS THE CA
SLEE .

20280 FPRINT "YOU THROW YOUR ROPE OVER THE HIGH wWaLL SURROUNMDING T
HE CASBTLE AMND CLIME OVER. "

20290 FRINT "ONCE ON THE OTHER SIDE OF THE Wall YU PROCEED TOWARD
5 THE CASTLE."

20700  PRINT "YOU CAREFULLY REMOVE THE BLAST-WAND AND THE WICK AND S
TART TO ROLL OUT THE WICK."

20310 PRINT "ONCE FAR ENOUGH AWaY YOU LIGHT THE WICK AND RN "

20320 PRINT "YOU GQUICKLY HALF-—JUMF AND HalLF-CLIME OVER THE WALL AND
SPEED OUT OF THE G i

20325 PRINT "PRESS RETURN TO CONTINUE"

2032 INFUT S%

20330 PRINT "AS YOU ARE GALLOFING OFF IN THE DIRECTION OF HOME YOU HEAR
AN ENORMOUS EXFLOSIOM!"

20340 PRINT "Y0OU TURN ARGUND AND SEE THE CASTLE AND BOTH COURTYARD
5 DE (ED. "
20350 PRINT "WELL DONE TRASHER YOU HAVE COMPLETED YOUR MISSION. "

203460 FRINT : FRINT "WHEN YOU RETURN TO YOUR VILLAGE THERE ARE
MaNY PEASANTS EATING AND DRINEING, "

20370 PRINT "THE MaYOR OF FARTOMINA AFFROACHES YOU AND SAYS FRIENDS M
AY I HAVE YOUR ATTENTION?"

20380 PRINT "EVERYUOMNE FALLS SILENT." .

20390 PRINT "WE ARE ALL HERE TO REJOICE ONTO THIS FINE WARRIOR,ADVEN
TURER AND MAN. "

20400 PRINT : PRINT "FRESS RETURN TO

20405 INFUT D%

SONT IMUE"

2041G  PRINT "YOU, TRABHER HAVE SAVED FARTOMINA MY oWl FROM ALMOST 1
MEDIATE DESTRUCTION.

20420 PRINT “YOU MAY OR MAY MOT KNOW,IT DOESM T METTER NOW BUT ANT
RAK WAS FLAMMIMG 0N RAIDING"

20430 PRINT "PARTOMINA AND THERE WOULD BE A MASE SLAUGHTER OF MY FPEOFLE

20440 FPRINT "I WaS INFORMED ABOUT THIS BY ONE OF MY FERSOMAL SPIES.
HE CAME T0O ME TELLIMNG ME ALL THAT I HAVE TOLD YoOu."

20450 PRINT “FOR THE DANGER.FIGHTING ANMD MaNY MORE TREACHEROUS THINGS
YOuU HAVE FACED TRASHER"

204460 PRINT "I AM SWARDING YOU & BADGE OF HONOUR GND 400,000 GOLD P

IECES. "

20470 PRINT "YOU Say & SMALL SPEECH AND YOU ARE  AWARDED THE MOMEY AMD
MEDAL AND THEN YOU RETURN TO YOUR RUIET LITTLE HUT"

20480 PRINT "TOD BE AN HONOURED CITIZEN FOR EVER.Y

PRINT "F H E =& N:D"

END
PRINT "YOU THIME YOU WILL TAKE A CLOSER L.O00K AT THE COURTY

SO010  PRINT "“Y0OU CAM E A SHMALL FOUNTAIM IN THE MIDODLE OF THE YARD
AND SOME WOVERN TAPASTRIES ON THE LEFT WALL."
SO020 PRINT "DO YOU WANT TO LODKE AT THE TAFASTRIES(A) OR 1
NSFECT THE ShALL FOUNTAIN(E) "
INFLUT &uF 4
Soo40 IF GF GOTO &

"a" THEN

S0050  IF @F = "B" TF

50060 PRINT "THE TAPASTRIES ARE WOVEN OF FIME CANE AND FICTURE A GOLD D
RAGON CHASING :

50070 PRINT “AMOTHER FICTURES A FALR MRAIDEN STROKING A SMALL B
IRD, "

MO VALUE. "

50080 FRINT "THE TAPASTRIES
S0 AT THE FOUNTAIN (B) OR CLIME THE VINE

G811 PRINT "Y0OU Ma¥Y EITHER
fizrle
0082  INFUT X+

0083 IF X% = "B" THEN GOTC
S5G0848  IF XF = "C" THEN GOTO 8-
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50085 GOTO S0081

Z0100 PRINT "YOU DECIDE TO LOOK AT THE SMALL FOUNTAIN"

50110 PRINT "PRESS RETURN TO CONTINUE™

S0120 INPUT OF

50130 PRINT "THE FOUNTAIN BUBBLES UP LIGHT COOL-LOCKING FLOWING WATER A
ND GENTLY TRICKLES DOWN A FLOWER-SHAPED STEM-LOOKING FART THAT THE W
ATER COMES OUT OF."

S0140  PRINT "YOU CAN EITHER HAVE A DRINK FROM THE FOUNTAIN(D) OR EXAMIN
E UMDERMEATH THE FOUNTAIM(U) "

S0150 INPUT W=

50160 IF W = "D" THEN GOTO S0170

=50170 IF W = "U" THEM GOTO S0530

50180 GOTO 50140

50190  PRINT "YOU THINE YOU WILL HAVE & DRINE FROM THE FOUNTAIN"

S0200 PRINT "PRESS RETURN TO CONTINUE™

SO210 INFUT Q%

50220 PRINT "YOU CUP YOUR HANDS AND DIG DEEF INTD THE COOL,GLITTERING W
ATER AND FILL YOUR HANDS. THEN YOU RETRACT YOUR HANDS FROM THE WATER
AND FPOUR IT DOWN YOUR THIRST—-EUENCHED THROAT."

S0230 PRINT "THE WATER TASTES BEAUTIFUL AND IT SFARKLES IN YOUR STOMACH

WITH &Ll THE FRESHNESS THAT YOU HAVE EVER TASTED."

S0240  FRINT “"YOU HAVE MANY HAMD-CUFP-FULLS OF WATER UNTIL YOU START 70 F
EEL -DBLEZN . "

SO2S0  PRINT "YOU SLUMP TN THE GROUND NDT KNOWING WHaT HeS COr
YO ARE BECOMING INCREASINGLY SLEEPY AND EVENTUALLY DOZE
ER

S0260 PRINT "WHEN YOU WAKE YOU FIND THAT YOU PACK,SWORD,SHEILD AND EVEN

ARMOR IS ALL MISSING. ¥YOU LOOK AROUND BUT MO ONE IS TO BEEN SEEM."

SO270  PRINT "YOU EVENTUALLY,ANMNOYED WITH THESE GUINGS-ON WALK BACK OVER

') THE FOUNTAIN &HND STARE INTO IT.®
50280 PRINT "INSIDE THE WATER YOU SEE ALL YOUR MISSING ECQUIPMENT
5 FLOATING AWAY.YOU USELESSLY GRASF INTO THE WATER FOR YOUR FOS
OMNS BUT THEY ARE OMLY IN WHAT YOU SEE,THEY ARE LOMNG GOME!"
299 PRINT NI THINK ARE IM DEEF TROUBLE,BECAUSE YOU CAN HERE SOME
MOVEMENT ARFROACH AROUND THE CORMNER.Y

i PRIET"PF RETURN TO CONTIRUE"

J510 INPUT X3

220" PRINT YYOU MUST ACT BUICKLY 1"

Y OPRIMNT "WILL YOU DIVE BEHIND A BUS

WHATEVER IS MAKINMGEG THAT NOISE (5"

INFUT Y#

IF Y% = "8" THEN GOTO S0380

IF ¥ = "D" THEN GOT0O 504560

EO0TO S 8]

FRINT "YOU ARE MORE INGUISITIVE THAN FRIGHTENED S0 YOU STAND YOUR
SROUMD. @

S0390  PRINT "YOU STanD YOUR GROUNMD ONLY TO SEE 3 BOBLIN GUARDS WITH SPE
ARS! "

S0400  PRINT "THEY IMMEDIATELY SPOT Y0OU AND OME HURLS & SPEAR AT YOU,IT

S, THUDDING INTO THE GROUND BESIDE YOUu."

S0410 T “v¥OuU TRY AND FIND SOMEWHERE TO HIDE BUT THEY HAVE CORNERED

¥OU OFF FROM THE EXIT ANMD THE BUSHES. ™

0420 PRINT "vOU CAN DO NOTHING BUT WAIT FOR THEIR NEAT MOVE.®

S0420  PRINT "ANOTHER GOBLIN HURLS & SFEAR ANMD IT THUDS INTO

= BVER vl

OFF TO SLE

(D) OR STAND AND FACE WHOEVER OR

THE GOBLINS GLEEFULLY WATCH A5 YOU SLUMF TO THE GROUND IN
UGH DON'T WORRY ., THE GOBINS ARE QUITE HUNGRY AND YOU WILL NO
Bl
S0440 PRINT "YOU ARE DEAD. ADVEMTURE OVER."

END

3 PRINT “YOU DON'T TAKE ANY CHANCES WITH THIS NOISE AND YOU HIDE BE
HIND SOME BUSHES."

50470 PRINT “ONLY TO SEE & SMALL WHITE RABBIT HOF FROM AMONGST SOME BUS
HES,. "

50480 PRINT "THE RABBIT RAISES ITS NOSE INTO THE AIR,LOOKS IN YOUR DIRE
CTION AND THEN HOFS OUT OF THE COURTYARD AROUND THE GATE.

50490 PRINT "YOU THINKING WHAT A FOOL YOU ARE GET OUT FROM THE BUSHES A
ND FOLLOW THE RABBIT IN HOFE OF FINDING YOUR FOSSESSIO :

SO500  FRINT “YOU FOLLOW THE RABEBIT DUTSIDE NEAR THUNDAR WHE

rs TRANSFORMES INTO A FPIXIE AND FLIES OFF."

10 PRINT "ALL YOUR (BEAR SUDDENLY AFPPEARS ABOLT YDUR FERSON AND YOU W

ALK INTO THE DOOR ONM THE RIGHT.WHILST CURSING FIKIES."

S0520 GO0TOD 970

PRINT "YOU DECIDE TO LOOK UNDER THE FDOUNTAIN.®

FRINT "FRESS RETURM TO COMTINUE"

INFUT F¥
FRINMT "YOU G0 DOWN ON YOUR ENEES AND CAREFULLY EXAMINE UNDER THE

FOUNTAIN. ¥YOU FIND & LOOSE PIECE OF MOULD WHICH YOU PULL DUT aND BRE
Ak OPEN. "

SOS570  PRINT "INSIDE THIS PIECE OF MOULD YOU FIND A SMALL BLACK BOX.*

RE THR RABHI
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oS30 PRINT "WILL YOU EITHER OFEN THE BOX(0),SMASH THE BOX WITH YOUR SW
ORD (S)0R HAVE A DRINK FROM THE FOUNTAIN(D)"

So590  INFUT XF

50600 IF X3 = "D* THEN GOTO S0170

=0610 IF X$ = "S" THEN GOTO 50440

50620 IF X% = "0" THEN GOTO 50750

S0630  GOTO S0580

S0640 PRINT "YOU WILL TRY TO SMASH THE BOX OFEN WITH YOUR SWORD. "

S0se50  PRINT : FRINT "FPRESS RETURN TO CONTINUE"

0660 PRINT "YOU UNSHEATH YOUR SWORD,ITS BLADE BLIMMERING BY THE MOON I
TS HILT GLOWING WITH RADIANCE OF WELL DONE DEEDS,SHARF ENOUGH TGO CUT

ROCK CLEANLY IN TWO."

50670 PRINT "vOU RAISE YOUR SWORD ABOVE YOUR HEAD WITH TWO HANDS PAUSE
FOR A MOMEMT THEN BRING DOWN WITH ALL YOUR STRENGTH ONTO THE SMALL B
ox.e

0680  FRINT “UFON IMPACT WITH YOUR SWORD AFON THE BOX THE BOX EXPLODES
INTO THOUSANDS OF DIFFERENT COLOURED LIGHTS EACH WITH ITS OWN BRILLI
AMCE AND THROWS YOU BACK S FEET."

S0690 PRINT "FROM WITHIN THE BOX A LARGE SHADOW ARISES,THE LIGHTS GO OU
T AND THE SHADOW RISES HIGH TNTO THE AIR THEN SWOOPS DOWN AFON VOU A
MDD GRASES YOU IN [TS POWERFUL [ALONS."

=a700  PRINT "IT TAKES YOU UP HIGHER AND HIGHER UNTIL YOU ARE ALMOST BRE
ATHLESS. "

50710  FPRINT "THEN THE STOFS SUDDENLY THEM DECERNDS STRAIGHT TOWAR
DS THE EARTH.YOU S = A5 TO REGAIN POWER OVER YOU BODY BUT YoOU A
RE GRASPED VERY TIGHTLY."

=0720 ERINT "THE SHADOW SINKS STRAIGHT THROUGH THE EARTH BUT YOU(AFROM I
MPACT) SPLAT EVERYWHERE NEVER TO BEEN FOUND AGAIN."

50730 FRINT "YOU ARE DEAD.ADVENTURE OVER. "

S0740  END

S0750 PFRINT "YOU DECIDE TO OPENM THE SMALL BOX."

=0760  FRINT "FRESS RETURN 10O CONTINUE!

0770 INFUT A%

o PRINT "YOU CAREFULLY LIFT THE BOX LID AND INSIDE YOU FIND A SMALL

JEWEL-DOTTED RING.

50790 PRINT "WILL YOU PLACE THE RING IN YOUR BACKPACK AND G0 AROUND THR
OUGH THE RIGHT DOOR (G) OR WILL ¥OU PUT THE RING ON AND SEE WHAT HAF
PENS (F)"

50800  INFUT A%

50810 IF A% = "G" THEN BGOTO S0840

sog20 IF A% = “P" THEN BGOTO S0350

50830 GOTO S0790

40 FRINT "YOU FUT THE RING IN YOUR BACKFACK THEN ";: 50TO 960

s0850 PRINT "YOU CAREFULLY SLIDE THE RING ON YOUR INDEX FINGER AND AFTE
R & FEW SECONDS THE RINGS GROWS VERY TIGHT AROUNG YOU FINGER AND YOU

CAN‘T GET IT DFFLt"

s0@s0  PRINT "vOU TRY DESPERATELY TO BET THE RING OFF BUT IT IS STUCK FA
aT TO YOUR FINGER. YOU SIT DOWN ON A NEARBY LOBG AND TRY TO THINK OF
WHAT TO DO MEXT,WHEN THE RING SUDDENLY LETS OUT A BRILLIANT FLASH OF

WHITE LIGHT."

so861 PRINT "YOU FALL OFF THE LOG IN AMAZEMENT."

=0870 PRINT "THE RING FULLS AT YOUR FINGER AS IF TO LEAD YOU SOMEWHERE.
YOu EOLLOW. "

=0Ea0  FRINT “THE RING ENDS UF LEADING YDU TD THE TAPASTRIES WHERE IT BI
VES OUT ANOTHER RADIANT FLASH OF BRILLIANT WHIT LIBGHT AND IT SHOOTS
A LIGHTNING BOLT ONTOD THE TAPASTRIE WITH THE DRAGON AND THE DWARVES
ON IT."

5090 FRINT "YOU EXFPECT THAT THE TAFASTRIE WOULD CATCH ALIGHT BUT THE F
IGURES DISAFFEAR AND REAFEER RIGHT BEHIND YOU AND THE DRAGON CHASES
THE DWARVES WHILE THE MAIDEN STROKES A SMALL HIRD(AS IN THE TAPASTRI
ES)."

50900  FRINT "YOU SHOCKED WITH THE EVENTS RUN OUT OF THE COURTYARD WHERE

3¢ GOTO 260

o
L
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NUMBER
20 GOTO 1550
RUNNER 0 nove

SO UTAB BF: HTAE 1: PRIMT “is-%;

Okay space cadets, you've saved €0 FOR ¥ = 2 TO 18

the Earth before, and here’s your 70 IF SP¢X) = O THEN NEXT X: 50TO 120

chance to save it again! 80 POLX) = POCX) — SPCX) * 5
Unfortunately the Cray super- 30 IE POCX) <4 THEN 2080

. Xz : : PRINT QUS(X);
computer that normally handles i{f:: ;E;’? ,&X)' il eIV R ) & i

the Earth’'s defences has broken 120 REM
down. Luckily you had your
Apple on hand, so you connected

it to the defence systems just be- iBfh o~ FEEC e nia )

fore the attack. Due to the fact e AR

that your Apple doesn't have the 160 IF A = 145 THEN TEXT : HOME : GOTO 1420

processing capabilities of a Cray, 170 IF A = 1S5 THEN 980

Lhel.' defence systems need your 180 IF A = 141 THEN SH = SH + 1: BOTO 270

elp! 190 IF A = 192 THEN GF = GP - 1: IF GF < 3 THEN GP = 2

Your screen will show the 200 IF A = 218 THEN GF = GF + 1: IF GF > 18 THEN GF = 18

aliens (called runner : 210 A = A - 176 :

tack b{tthe ets}as they atk 220 IF A = - 1 THEN NU = 0: UTAE 23: HTAE 20: PRINT * f
LSS GMPULC] Eatiwor 230 IF A > 9 0FR A< OORNI > =595 THEN 420

out the code that is required to 240 NU = NU % 10 + A

break the aliens’ force field 250 GOTO 420

thereby destroying them. Instead 260 FEM

an equation will be shown, and
you will have to use quick mental

5 . o 3F: HTAE
arithmetic to work out the code, eisodie - :

280 IF NU = O THEN 300
before the runner reaches the left 290 IF NU = ANCSP) THEN GOTO 220
side of the screen. You have 300 FRINT "i3":LI%;
three lives with which tc save our 210 GOTO 420
world — GOOD LUCK! 320 PRINT "i3"; LEFT$ (LIS, (POCGF) — 2)); "“kkkk"
The keys used are: 330 ? B 12552) { - 16336):4 = PEEK ¢ — 16336):A = PEEK ( - 16336):A = PEEK

L o Lo e}
A — to move laser up, 340 SP(GBF) = 0
Z — move laser down, 350 NU = 0
Return — fire laser, 360 VTAB 23: HTAB 20: PRINT " “;
0-9 — enter code number BI0 Haemetl

: 380 H1 = HI / 25: IF H1L = 1INT (H1) THEN S = 8§ + .1

| — clear code number, SiEE e S
Esc — pause and 400 POCGP) = S0:ANCGP) = O
Ctrl-Q — quit 410 REM

Once run, a scrolling front
page will be presented, but when i 2 5
you press a key, the screen will j‘;g 3;2: s :;:g g ’;ﬁmi ga“ HaGE = BRIpT L1

& 3 =1: i - ¥
clear and you will be confronted 430 UTAB 23: HTAB 20: FRINT NU:
by a menu. 450 FEM

‘TYPE' refers to the type of
questions you will encounter. In- 460 IF NI » = N1 THEN 40
putting a ‘1' and pressing <RE- 470 ON LE 50SUE $530,530,650,710,770
TURN> will roll the type of ques- 480 E = INT ( RND €1) % 15 + 3)
tions between addition, subtrac- :'BJ:JJ s#-:p?mmp}an “:: THEN 40
& e L = T bl FCR)Y = S
il multlphcatlon,dlws_ion. ancli S10 ANCR) = RS:QUSCR) = "< + STR$ (R1) + S5I$ + STRE (R2) + "3
a mixture of the above. 'SPEED S20 NI = NI + 1: GOTO 40
refers to the speed at which the S30 F1 = INT ¢ RND ¢1) % 13 % SK) + 1
runners move. The speeds al- S40 B2 = INT ¢ RND €1) % 13 % SK) + 1
lowed are between | and 10, S50 RS = R1 + R2
where 10 is the fastest speed. T e ol SR S SR e

‘SKILL' refers to the skill level ;g:: é;z;u i L ST
(how hard the questions are) and S90 R1 = INT ¢ RND (1) % SK # 40) + 1
is also a number between 1 and 600 RZ = INT ¢ RND (1) % SK % 10) + 1
10, where 10 is the hardest. 610 R3 = Rl - R2
‘'RUNNERS' refers to the maxi- E20. 818 = Pt * T
mum amount of runners on- :i:i ;ETEgN"'- (SK * 10> THEN 530
screen at onelt|r||12e. Thel:na:u- £S0 Rt = INT ¢ RND (1) % SK % 2) + 1
HHUT ATOGHE 15 12, JRUIhE game €60 RZ = INT ( RND (1) % SK # 2) + 1
becomes way too slow. Pressing E70 B2 = FL % R2
‘5" will then start the game. 680 SI% = "%

This program can even be 690 IF R3 < (2 % SK ¥ SKJ THEN 650
modified, without too much RO S e s
trouble, to teach spelling in- e R O R G S S

: : 720 RS = INT ¢ RND (1) % Sk % 3) + 1
stead. The questions could be in- 750 P1 = R2 ¥ R3
correctly spelt words, while the 740 SIs = “/"
code would have to be the cor- 750 IF R1 ¢ (SK ¥ SK) THEN 710
rectly spelt word. Geography can 760  RETURN
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also be taught; where capital
cities are the Runners, and the
code is the associate country. In
both of these examples the ques-
tion and answers could be stored
as DATA statements.

The program can be split up
into separate parts:

Line 40-110 — Update runner
positions.

130-250 — Check keyboards.
270-400 — A shot is fired — hit
or miss.

420-440 — Score update.
460-790 — Generate questions
and answers,

810-1060 — A subroutine to do
while pausing the game.
1080-1400 — A hit! — a runner
made it all the way across the
screen.

1420-1530 — GAME OVER — up-
date high score if required.
1550-1770 — Generate a border
around screen — and set the text
window inside it.

1790-2020 — Print scrolling front
page.

2030-2200 — Input the category.
2220-2270 — Initialise variables.
2280-2310 — Subroutine used in
scrolling the front page.

770
780
790
800

810
820
830
B840
aso
860

R4 = INT ¢ RND (1) % 3) + 1

ON R4 FOSUB 530,590,650,710

RETURN

REM

TEXT : HOME

INVERSE : HTAB 14: FRINT “NUMBER RUNNER"

VTAB 20: HTAB 9: FRINT "SCORE:";: HTAB 19: PRINT "LIVES:"

UTAR 21: HTAB 9: FRINT "SHOTS:";
UTAB 23: HTAB 13: PRINT "ANSWER:";
NOEMAL

870 FDKE 24,2: FOKE 35,18

880G A = FRE (0)

830 GF = 2

900 FOR X = 3 TD 18

$10 SPC(X) = O

920 POCX) = 30

330 NEXT X

940 NI = O

950 NU = 0

960 E0TO 40

970 REM

980 PAS$ = "PAUSING...PAUSING...PAUSING...PAUSING...PAUSING... "
990 FOR X = 1 TO 10

1000 VTAB 12: HTAB 1

1010 FRINT MID$ (PA$,X,37)

1020 IF PEEK ¢ - 1€384) > 128 THEN GOTO 40
1030 A = PEEK ¢ - 16326

1040 FOR Y = 1 TO 20: NEXT Y
1050 NEXT X

1060 GOTO 930

1070 REM

1080 GR

1090 COLOR= 1

1100 VLIN 12,27 AT 9

1110 FLOT 10,27

1120 VLIN 21,27 AT 11

1120 FLOT 12,21: PLOT 13,21

1140 VLIN 21,27 AT 14

1150 FLOT 15,27

1160 WVLIN 12,27 AT 16

1170 PLOT 15,12

1180 VLIN 12,18 AT 14

1150 FLOT 13,18: FLOT 12,18

1200 VLIN 12,18 AT 1t

1210 PLDT 10,12

1220 VLIN 12,27 AT 19

1230 PLOT 20,27

1240 VLIN 13,27 AT 21

1250 PLOT 20,12

1260 VLIN 12,16 AT 24

1270 VLIN 12,16 AT 20

1280 VLIN 16,27 AT 26

1290 VLIN 16,27 AT IB

300 HLIN 25,29 AT 12

1210 PLOT 25,16: PLOT 23,16

1320 PLOT 27,27

1230 FOR X = 1 TO 100

1340 A = FEEK ¢ - 16336)

1350 NEXT X

1360 LI = LI - 1

1370 IF LI = O THEN 1420

1380 PRINT : PRINT : PRINT : PRINT “FRESS A KEY TO START AGAIN"
1390 GET 00%

1400 GOTO 810

1410 REM

1420 PRINT " GAME OVER"

1430 IF SH = O THEN PE = O: GO0TO 1450
1440 PE = INT (HI / SH % 100)
1450 FPRINT "YOUR PERCENTAGE:";FE
1460 PRINT “YOUR SCORE: ";HI

1470 FOR X = 1 TO S: PRINT CHR$ (7);: NEXT X
1480 FOR X = 1 TD 1000z NEXT X
1490 IF HS = HI AND FE > HF THEN HF = PE: FRINT "YOU GOT THE SAME SCORE

1500
1510
1520
1530
1540

BUT A HIGHER FERCENTAGE!" .

IF HI > HS THEN HS = HI:HP = PE: PRINT "YOU GOT THE TOP SCORE"
PRINT "PRESS A KEY"

GET A%

E0TO 1550

REM
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1550 TEXT : HOME
1S60 INVERSE

1570 VTAB 1

1SB0O FOR X = 1 TO 40

1590 HTAB X

1600  PRINT "#“;

1610 NEXT X

1620 FOR X = 2 TO 23

1E20 VTAB X: HTAB 40

1640 FPRINT "#";

1650 NEXT X

1660 VTAB 23

1670 FOR X = 35 7O 1 STEFP - |

1680 HTAB X

1630 FPRINT "kx';

1700 NEXT X

1710 FOR X = 22 TD 2 STEP - 1

1720 VTAB X: HTAB 1

1730 PRINT "%";

1740 NEXT X

1750 FPOKE 34,Z: POKE 3S,21: FOKE 32,2: POKE 33,3
1760 NORMAL

1770 FOR X = 1 TO 20: PRINT : NEXT X
1780 GOTO 1990

1730 PRINT ¥ % £ 2 ¥ okd¥ RkkE k¥%": G0SUB Zz2BO
1800 FPRINT ¥ kR ¥ ¥ X % * ': GOSUB 2280
1810 PRINT "X % ¥ % ¥ OE Ok Ok EEE k¥ ESS GOSUEB 2280
1820 PRINT "% %k ¥ ¥ ¥ ¥ x % o¥ X ¥ GOSUBR 2280

1830 FPRINT "% ¥ kERE % ¥ FEE kR ¥ X": GOSUB 2280
1840 FRINT : 30SUB 2280: FRINT : GOSUB 2280

1850 PRINT “ i v S * K * % ¥ EkEE k¥kk": GOSUB 2280
1860 PRINT " E A = S A A A ¥ ¥": GOSUB 280
1870 FRINT " X % ¥ ¥ Rk K K K ¥k k¥ F¥&": GOSUB 2280
1880 PRINT " o R bR T L N * %¥": GOSUB 2280
1890 FRINT " ER S s E 4 FOEREE & #": GOSUER 2280

1900 FRINT : G0OSUB 2280: PRINT : S0SUE 2280

1910 INVERSE : HTAB 132: FRINT "BY STEVE BAUER": NORMAL : SOSUR 2280
1920 FPRINT : GOSUB 2280

1930 FPRINT "HIGHEST SCORE :"HS" AT "HP"%"

1940 BOSUB 2280

1950 FPRINT : GOSUB 2280

1960 PRINT "LAST SCORE :"HI" AT "PE"%"

1970 GOSUB 22BO

1980 PRINT : GOSUEB 2280

1930 FLASH : FRINT "FRESS ANY KEY TO START": NDRMAL
2000 GOSUB 22BO

2010 FPRINT : GOSUEB 2280

2020 GOTO 17930

2030 HOME

2040 INVERSE

2050 VTAB S5: FRINT "ENTER THE CATEGORY"

2060 NA$(1) = "ADDITION":NA$(Z2) = "SUBTRACTION":NA$(3) = "MULTIFLICATION"
tNA%$(4) = "DIVISION":NA$(S) = "ALL"
2070 PRINT : PRINT

2080 PRINT "1 — TYPE:";: NORMAL : PRINT NA®CLE)

2090 INVERSE : FRINT "2 - SPEED:";: NORMAL : PRINT S % S

2100 INVERSE : PRINT "2 - SKILL: NORMAL : PRINT SK

2110 INVERSE : PRINT "4 — RUNNERS: ";: NORMAL : PRINT NIt

2120 PRINT : FLASBH : FRINT "S — START SEAME"

2130 INVERSE : FRINT : PRINT : PRINT

2140 INPUT "“INFUT NUMBER TO CHANGE";NN

2150 NORMaAL

2160 IF NN = 1 THEN LE = LE + 1: IF LE » 5 THEN LE = 1 Z

2170 IF NN = 2 THEN INFUT "ENTER SFEED";SS:S = SS / S: IF §S > 10 OF SS
< 0 THEN 2170

2180 IF NN = 3 THEN INPUT "ENTER SKILL LEVEL";SK: IF SK > 10 OR SK < O THEN
G0TO 21BoO

2130 IF NN = 4 THEN INFUT "ENTER AMOUNT OF RUNNERS";N1: IF NI < 1 OR N1
> 12 THEN 2190

2200 IF NN < > S5 THEN GOTO 2020

2210 REM

2220 LI ='3

2230 LI = M e If

2240 NU = O

2250 SH = 0

2260 HI = 0

2270 GOTD 810

0 IF PEEK ¢ - 1B83B4) > 127 THEN POP : SOTD 2030
22390 A = FEEK ¢ - 16336)
2300 A = PEEK ( - 16336)

2310 FOR X = 1 TO 200: NEXT X: RETURN

1
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RAM SAVING
AND LOADING
ROUTINE

This routine allows blocks of
RAM anywhere in memory to be
saved on disk or for programs
loaded into any place in memory
It may also be used to save or
load machine language pro-
grams, sprite data, character sets
or hires and screens. The saving/-
loading is done by means of ma-
chine language routines which
use the Kernal subroutines
SAVE, SETLFS, SETNAM and
LOAD.

The length of the filename is
stored in location 2. The pointers
to the start/end of RAM are
stored in locations 251-254. The
file name is stored in memory
starting at 49152

G. Harland
Elizabeth Downs SA

1 REM ******tt****t**********t**
2 REM * RAM SAVING AND LOADING L
3 REM * ROUTINE *
4 REM * BY *
5 REM * G.R. HARLAND *
6 REH *****t*******t***t****t***
f S

8 .

9 POKES53281,0:POKES53280,0

10 PRINT"(CLR][GRN][DOWN]"

11 PRINT"SAVING AND LOADING RAM"
12 PRINT"(DOWN]"

15 PRINT"DO YOU WISH TO:-"

16 PRINT"([DOWN]"

20 PRINT" GAVE BB, iwiias o =4 o BN
33 PRINT" EORD RAMY S\ R

40 PRINT" EXIT PROGRAM..........F5"

43 OPEN15,8,15:INPUTHLS,AS,BS$,C$,D$:CLOS
E15

45 PRINT"[DOWN][DOWN]DISK STATUS:";AS;"
H;B$;" ";cs;“ “;Ds

46 PRINT"(DOWN][DOWN]PRESS APPROPRIATE K
EY“

7 R

48 :

50 GETIS:IFIS=""THENS50

51 IFIS="[F1]"THEN180

52 IFIs="[F3]"THEN590

53 IFIS="[FS5]"THENPRINT" [CLR]" {END

55 GOTO50

1002

104

170 REM *** SAVING RAM **X

180 PRINT"[CLR]SAVING RAM"

190 :

200 PRINT"[DOWN][DOWN][DOWN]" :

210 INPUT"[UP](UP]IENTER THE ADDRESS OF S
TART OF RAM IN DECIMAL"; SA

220 IFSA<OORSA>65535THEN210

s e

230 PRINT"([(DOWN][DOWN][DOWN]"

240 INPUT"(UP](UP]ENTER THE ADDRESS OF E
ND OF RAM IN DECIMAL"; EA

250 IFEA<OOREA>655350REACSATHEN240

P G

260 HS=INT(SA/256)

261 LS=SA-256%HS

262 HE=INT(EA/256)

263 LE=EA-256*HE

300 :

360 PRINT"[DOWN][DOWN][DOWN]"

361 INPUT"[UP]ENTER LENGTH OF FILE NAME
(1-15)";NL

363 IFNL<1ORNL>15THEN361
364 POKE2,NL

365 : .
366 PRINT"([DOWN][DOWN]"

370 PRINT"(UP] [UP ]ENTER THE FILE NAME ("
,‘NL;"CHARACTERS ) $ : INPUTFIS

380 NN=LEN(FIS)

390 IFNN<>NLTHEN370

39
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395,

400 POKE251,LS:POKE252,HS

410 POKE253,LE:POKE254,HE

415 :

420 FORI=0TONL-1

430 POKE49152+41 ,ASC(MIDS$(F1Is,1+1,1))
440 NEXT

441 :

445 RESTORE

446 :

450 FORI=49176T049176+27

460 READA:POKEI,A

470 NEXT

475 :

490 PRINT"[DOWN]PLEASE WAIT"

510 S5YS49176

520 GOTO8

550 :

b51 =

580 REM *** LOADING RAM **xx

590 PRINT"([CLR]ILOADING RAM"

600 :

605 : _

610 PRINT"(DOWN][DOWN][DOWN]"

620 INPUT"([UP][UP]ENTER THE ADDRESS OF S
TART OF RAM IN DECIMAL FORMAT";LA
630 IFLA<OORLA>65536THEN620

6355

640 HS=INT(LA/256)

641 LS=LA-256%*HS

650 :

700 PRINT"[DOWN][DOWN]I[DOWN]"

701 INPUT"([UP]ENTER LENGTH OF FILE NAME
=5 ) N

705 IFNL<1ORNL>1S5THEN701

40

706 :

707 PRINT"[(DOWN][(DOWNI]"

708 POKE2,NL

710 PRINT"[UP][UP]ENTER FILE NAME (";NL;
"CHARACTERS) ";:INPUTFIS

720 NN=LEN(FIS)

730 IFNN<>NLTHEN710

740 POKE251,LS:POKE252,HS

745 :

750 FORI=0TO3

760 POKE49152+1,ASC(MIDS(FIS,I1+1,1))
770 NEXT

TT2 2

773 RESTORE

TS

776 FORI=1T028:READQ:NEXT

780 FORI=49176T049176+27

790 READA:POKEI,A

800 NEXT

805 :

820 PRINT"[DOWN]PLEASE WAIT"

B40 SYS49176

850 GOTOS8

860 :

865 : -

900 REM *** MACHINE CODE DATA **%

910 DATA169,2,162,8,160,255,32,186,255,1
65,2,162,0,160,192,32,189, 255,169,251
920 DATAl66,253,164,254,32,216,255,96
930 DATA169,2,162,8,160,0,32,186,255,165
,2,162,0,160,192,32,189,255,169,0

940 DATAl66,251,164,252,32,213,255,96

READY.
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MULTICOLOUR
SPRITE EDITOR

The Multicolour Sprite Editor
can be used to edit, view, save or
load a multicolour sprite and
print or view its data.

A joystick in port 2 must be
used to actually edit the sprite;
use the four directions to move
the cursor around and use the
fire button to set a point.

Sprite colours can be changed
by using the ‘set sprite colour’
option. While editing the sprite,
colours can be changed using
the function keys (plot colours):

F1 — multicolour 1

F3 — sprite colour

F5 — multicolour 2

F7 — blank (background colour)
The 'Print/view sprite data’ op-
tion allows the 63 bytes of data
which make up the sprite to be
printed or viewed. The View ac-
tual sprite’ option displays the
sprite you are editing in its ac-
tual form. It gives an idea of what
it really looks like in expanded
and regular form.

The ‘Save sprite’ and ‘Load
sprite’ options allow a sprite to
be saved or loaded in the form of
a sequential file on disk (alter
lines 830 and 930 if using tapes).
The program uses three sprites;
sprite 1 is the regular sprite,
sprite 2 is the expanded sprite
(sprite | and sprite 2 are used in
the view option, sprite 3 is the
cursor in edit mode.

The cursor in edit mode shows
the current plot colour as well as
the background colour.

Three arrays are used:
SDI(21,12) — contains one ele-
ment for every pair of bits in the
sprite. Each element represents
one dot (from 0-3). 7
MD(63) — contains the actual
sprite data.

C(4) — contains the four plot co-
lours (CE holds the cursor co-
lour).
Each time the fire button is
pressed while editing, the SD
and MD arrays are updated.
G. Harland
Elizabeth Downs SA

1R
2 R
3R
4 R
5
6
)
8

71
100
101

EM kkkkkkkkkkkkkhkrhkhkkk

EM ** MULTICOLOUR *¥*
EM ** SPRITE EDITOR **
EM *% BY * %

REM ** G.R. HARLAND **%
REM **XkXkXkkkxXxXkXkkkk¥k

REM *** INITIALISE ***
POKE53280,0:POKE53281,0
PRINT"[CLR][GRN]"

DIM SD(21,12),MD(63)
CE=1:C(1)=2:C(2)=6:C(3)=7:C(4)=11
X1=112:¥1=98:X2=239:Y2=38
XX=144:YY=T74

SM=12736:EM=12800

RD=0

REM *** SET UP SPRITES ***
v=53248
POKEV+21,0:POKEV+16, 0
POKE2040,199:POKE2041,199
POKE2042,200

POKEV+28,7

POKEV, X1:POKEV+1, Y1
POKEV+2,X2:POKEV+3, Y2
POKEV+4, XX :POKEV+5, YY
POKEV+29, 2 :POKEV+23, 2

FORI=EMTOEM+23
READQ

POKEI ,Q

NEXT

FORI=EM+24TOEM+63
POKEI, 0
NEXT

POKEV+37,C(1)
POKEV+38,C(3) :POKEV+39,C(2)
POKEV+40,C(2) :POKEV+41,C(CE)

-

REM *** MAIN MENU **%*

PRINT"[CLR][DOWN] [DOWN] [DOWN ] MULT

ICOLOUR SPRITE EDITOR MAIN MENU"

102 PRINT" [DOWN][DOWN] DO YOU WISH TO:
=N

103 PRINT" [DOWN] [DOWN] F1 EDIT YOU
R SPRITE."

104 PRINT" F3 SET SPRITE COLOURS."
105 PRINT" F5 PRINT OR VIEW SPRITE
DATA. "

106 PRINT" F7 VIEW ACTUAL SPRITE."
107 PRINT" F2 STOP."

108 PRINT" F4 RESTART."

109 PRINT" F6 SAVE SPRITE."

110 PRINT" F8 LOAD SPRITE."

111 PRINT"[DOWN][DOWN] PRESS THE APPRO

PRIATE FUNCTION KEY."

112

4]
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115 GETIS$:IFIS=""THEN115S
120 IFI$="[F1]"THEN200
121 IFIS$="[F3]"THEN500
122 IFIS$="[(F5]1"THEN60O

123 IFIS$="[F7]1"THEN700

124 IFI$="[F2]"THEN150

125 IFI$="[F4]"THEN150

126 IFI$="[F6]"THENSOO

127 IFI$="[F8]"THENSOO

129 GOTO1l1l5

330

st ] HAs

150 REM *** STOP/RESTART **%

160 PRINT"[CLR][DOWN][DOWN][DOWN]"

170 PRINT" ARE YOU SURE (Y/N)"
175 GETAS:IFAS$=""THEN175

176 IFAS="N"THEN100O

177 IFAS="Y"ANDIS="(F2]"THENPRINT"[CLR]"
:END

178 IFAS="Y"ANDIS="[F4]"THENRUN
179 GOTO175

180

12l

200 REM **%* EDIT SPRITE **x

202 PRINT"[CLR]"

210 PRINT"[HOME] [DOWN ] SPRITE"

211 PRINT"[DOWN] EDITOR"

212 PRINT"[DOWN][DOWN]F1 [RVON] [RVOF]
cCoL.1"

213 PRINT"[DOWN]F3 [RVON] (RVOF] COL.2"
214 PRINT"[DOWNIFS5 [RVON] [RVOF] COL.3"

215 PRINT"[DOWN]F7 BLANK"
216 PRINT"[DOWN] [DOWN] PRESS"
217 PRINT" & o Py

218 PRINT" FOR"

219 PRINT" MAIN MENU"

LAt

221 POKE55539,C(1):POKE55540,C(1)
222 POKE55619,C(2):POKES55620,C(2)
223 POKES5699,C(3J:POKESS?OG,C(3]
224 :

225 FORX=15T038

226 POKE1104+X,100

227 POKE1984+X,99

228 NEXT

747 D

230 FORY=3T023

231 POKE1038+40*Y,103

232 POKE1063+40%*Y,101

233 NEXT

234 :

235 PRINT"[DOWN] [DOWN ] CO-0ORDS"
236 PRINT"[DOWN] "SINT((XX-144)/16+.5)+1
P P L ENTL LR~ TR B s e pm ot
237 POKEV+41,C(CE):POKEV+21,4

238 POKEV+37,0

2391

240 IFRD=1THENGOSUB450

241 RD=1

2429

250 RX=INT(XX/256)

251 LX=XX-RX*256

252 AX=RX*4

253
254
255
256
25T
258
259
260
261
262
263
264
265
266
267
268
269
270
27
280
290
£
300
305
307
308
310
311
312
313
320
322
323
324

POKEV+4,LX:POKEV+16,AX :POKEV+5, YY
POKEV+41,C(CE)
TX=INT((XX-144)/16+.5)+1
TY=INT((YY-74)/8+.5)+1

PRINT" [UP] 0

PRINT"[UP] ";TX;",";TY;" "

J=31-PEEK(56320)AND31:GETIS
IFIS=""ANDJ=255THEN260
IFJ=1ANDYY>74THENYY=YY-8:GOT0250
IFJ=2ANDYY<234THENYY=YY+8:GOT0250
IFJ=4ANDXX>144THENXX=XX-16 :GOT0250
IFJ=8ANDXX<320THENXX=XX+16:GOT0250
IFJ=16THENGOSUB300
IFI$="M"THENPOKEV+21,0:GOT060
IFIS="[F1]"THENCE=1:G0T0250
IFIS="[F3]"THENCE=2:G0T0250
IFIS="[F5]"THENCE=3:G0T0250
IFIS="[F7]"THENCE=4:G0T0250
GOTO260

.

REM *** FIRE *%%

WX=2%TX-1

SC=CE

IFCE=4THENSC=0
POKE1118+WX+40*TY, 160
POKE1119+WX+40*TY,160
POKES55390+WX+40*TY,C(SC)
POKE55391+WX+40%*TY,C(SC)
SD(TY, TX)=8C

P=3*TY-2+INT( (TX-1)/4)
B=7-((TX-1)*2-8*INT((TX-1)/4))
MD(P)=MD(P)AND(255-21B-2%(B-1) )OR(SC

221 (B=1))

350
400
401
450
460
461
462
463
464
465
466
467

468
469
480
485
486
500
510
o1 5
520
522
523
524
526
528
540
590

RETURN

REM *** REDISPLAY DATA **x
FORI=1TO21

FORJ=1T0O12
IFSD(I,J)=0THEN468

XP=2*J-1
POKE1118+XP+40%*1,160
POKE1119+XP+40%*1I,160
POKE55390+XP+40*I,C(SD(I,J))
POKE55391+4XP+40*I,C(SD(I,J))

NEXTJ
NEXTI
RETURN

REM *** SET SPRITE COLOURS **x
PRINT" [CLR][DOWN][DOWN] [DOWN]"
FORI=1TO3

PRINT"[UP JENTER COLOUR";I;" ";
INPUTC(I)
IFC(I)<1ORC(I)>15THEN522
PRINT" ([DOWN] [DOWN]"

NEXT

GOTO60

.
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591 :

600 REM *** PRINT/VIEW SPRITE DATA ***
6§05 PRINT"(CLR][DOWN][DOWN]"

610 PRINT" DO YOU WANT TO (P)RINT OR (V)
IEW DATA."

620 GETIS:IFIS=""THENG620

621 IFIS="V"THENG640

622 IFIS="P"THENG680

623 GOTO620

630 :

640 REM *** VIEW DATA ***

645 PRINT"(CLR])SPRITE DATA:"

648 :

650 FORI=1TO63STEP3

652 PRINTHD(I);“,";MD(I+1);",“;HD[I+2]
655 NEXT

658 2

660 PRINT" [DOWN]PRESS ANY KEY TO RETURN
TO THE MENU"

662 GETIS$:IFIS=""THEN662

664 GOTO1l00

665 :

680 REM *** PRINT DATA ***

681 OPENL1,4

682 PRINT"[CLRI1"

683 PRINT"HIT ANY KEY TO START PRINTING"
684 GETIS:IFIS=""THENG684

685 PRINT#1," SPRITE DATA:"

686 :

687 FORI=1TO63STEP9

688 PRINT#1

689 PRINTH#1," ";

690 FORJ=0TO8

691 PRINTH#1,MD(I+J);",";

692 NEXTJ

693 NEXTI

694 :

695 PRINT#1

696 CLOSEl

697 GOTO0100

698 :

699 :

700 REM *** VIEW ACTUAL SPRITE **%

705 PRINT"[(CLR][DOWN]PRESS ANY KEY TO RE
TURN TO THE MAIN MENU[DOWN ] [DOWN] [DOWN]"
710 PRINT"UNEXPANDED: EXPANDED:"
TLB

720 FORI=1TO63

721 POKESM+I-1,MD(I)

722 NEXT

S AT

730 POKEV+21,3

741 GETIS:IFIS=""THEN741l

742 POKEV+21,0

745 GOTO100

150="z

i R

800 REM *** SAVE A SPRITE ***

810 PRINT"[CLR][DOWN][DOWN][DOWNI[DOWN]“
820 INPUT"[UP]ENTER SPRITE NAME (1-15 CH
ARACTERS) s GNS

825 L=LEN(SNS$)

826 IFL<10RL>15THEN820

829
830
831
832
833
834
835
836
837
B840
841
842
843
844
845
846
847
848
850
860
870
871

OPEN2,8,2,"@0:"+SN$+"S,W"

FORI=1TO4
PRINT#2,C(I)
NEXTI

PRINT#2,CE

FORI=1T021
FORJ=1TO12
PRINT#2,SD(I,J)
NEXTJ

NEXTI

FORI=1T063
PRINT#2,MD(I)
NEXTI

CLOSEZ2
GOTO100
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900 REM *** LOAD A SPRITE **x* 941 FORJ=1TOl2

905 RD=1 942 INPUT#2,S8D(I,J)
910 PRINT"[CLR][DOWN]I[DOWN][DOWN][DOWN]" 943 NEXTJ

920 INPUT"(UP]ENTER SPRITE NAME (1-15 CH 944 NEXTI

ARACTERS) :";SNS 945 :

925 L=LEN(SN$) 946 FORI=1TO63

926 IFL<10RL>15THENS920 947 INPUTH#2,MD(I)

927 ¢ 948 NEXTI

930 OPEN2,8,2,"@0:"+SN$+"S,R" 950 CLOSE2

izl 970 GOTO60

932 FORI=1TO4 980 :

933 INPUTH#2,C(I) 981 :

934 NEXT 1000 REM *** DATA FOR CURSOR **x
935 : 1001 DATA154,166,0,90,165,0,106,169,0,16
936 INPUT#2,CE 8,42,0,168,42,0,106,169,0

937 : 1002 DATASO0,165,0,154,166,0

940 FORI=1TO21 READY.

18 REM#x#xxMIMATOUR MAZE ks vtk kk kRt R R RE
MINOTAUR 2@ cosuszoes

38 GOSUE199@
MAZE 48 C—‘C‘;US?GQE‘

The game Minotaur Maze starts =0 GosUSSEan

by drawing a random maze on GO IFFF::QTHEMN4E

the screen then placing a treas- 78 FRIMTCHR®C147); “SCORE " SC

ure (S sign), the Minotaur (a user 88 PRINT"PRESS FIRE FOR AMOTHER GRAME"
defined character) and a man 99 IFPEEK (S6221)< 238 THEMSE

(another user defined character) 198 GOTO 32

in the maze. The obiect of the 1098 REM¥xx##MAZE GEMNERATORFKKEREREKKERR

1919 PRIMNTCHRE( 147 IFOKES3E80,0:SC=0:POKES32¢E1 .8

1829 FORI=9TO32

1821 POKE1Q24+1,64:POKELIO24+C+1,0!POKEL984+] ,64(POKELS84+C+1,0
1922 MEXTI

game is to move your man to the
treasure and back to your home
corner, whereupon another

treasure will appear. 1930 FORI«BTOZ4
The Minotaur moves at ran- 1931 POKE!1@24+1440,64:POKEL10S3+1%40,64:POKE1024+C+1%40,0:POKE 1063 +1+40+C,8
dom until your man secures the 1932 MNEXTI
treasure then the Minotaur ac- 1040 FOKE 1033 ,54:POKE1033+C,0
tively pursues him. If the Mino- 104! POKE 1084 ,64:FOKEL1D24+C,
taur catches your man the game 1042 POKE1G2S ,E4:iFOKE1085+C,0
endleourscoﬁgdepends on 1959 FORI=!@24TC2022STERPS
how many treasures you get and 1Ree )

1879 FORJI=1TO4

1271 D=INT(RND{1)%d) %2+

1er2 IFDR(D)>=0R(DL+4)>THENLIOT]
1973 DL=D

how long you stay alive. The
maze drawing routine is slow but
interesting to watch — so be pa-

tient. 1975 FORH=1TODE
R K. Lambgrr 1980 P=P+DR(D)
Riddells Vic. 1920 IFP< 1924 THENP =P +70@:GOTO 1098

1225 IFP2023THEMNF=P-700:G0T01030
11980 GOSUB1 168

1119 MNEXTH,J,1

1159 GOTO 1309

1158 IFPEEK (P)=B4THEMH=6:J=4:G0TO1279
1178 F=@

112@ FORG=1TO7STEP2

1180 IFPEEK(F+DR(G))<>64THEMIZZ20
1209 IFF=0THENF=G:GOTO1220

1218 F=-1:1G=7

1228 NEXKTG

1222 IFF=-1THEMI1Z7O

1235 IFF<(:OTHEMN1240

1236 F=1:I1FPEEK(FP+DOR{2))=64THEMIZTO
1237 IFPEEK(P+DR(3))=64THENIZTE
12490 IFPEEK<(F+0OR(F+3))=64THENI27TO
12589 IFPEEK(P+DR(F+5))=64THENIZTS
1268 FOKEP ,S4:POKEP+C,B

1278 RETHEN

1298 ECORI=1TO2

1312 FOKE!064+1 ,22:POKEI199+! ,32:POKEL144+],32
1328 NEXTI
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1330
13498
1350
1268
1378
1389
13382
14@@
1412

1429
1320
1396
2eaa
208s
2218
caas
2229
2940
2950
2051
2109
2119
126
2138
2148
2458
2155
2173
2152
giee
2209
2219
2ae2e
223e
2248
22858
22£0
2278
2280
2378
2328
c3z2e
fefalsla}
2095
2010
2020
3022
3835
2048
3e41
395@
39658
eve
pelt=1a)
2038
2129
3118
3128
3139
31482
2159

3160
39268
4022
4212
a4gza
4939
3328
=1a4al)
S005
5918
Sez0
59328
s04q2
Toas
£a5a
5149

POKE 1965 ,681POKE1865+C,3
PP=1@6%
MP=INTC(RNDC1)*1880+180249)
IFPEEK (MP)=64THEN1350
MO=INTC(RMDC 1) %4) 42+ 1 :LO=MD
IFMD=1THENFPOKEMP ,T@:GOTO 1420
IFMO=3THENPOKEMP ,72:G0OTO 1420
IFMD=STHENPOKEMP ,70:G0TO 1420
IFMD =7 THENPOKEMP , 74 :GOTO 14280

POKEMP+C .3

GOSUE400e

RETURMN

PEM&## IMNITIALIZATIOMN s ke nd kb bk n
POKESZ ,481FPOKESE , 438

DIMDR(lB)lDR(1)14010R(E)=33lDR(3)!-1=DR<4)=‘41=C=44&7E

FORI=1TOS
BR(!+4)--DRfI)=DRiI&8)=DR(!?:DE(I+LE)=-DR{i)
MEXT!

S=54272!POKES+24,15

POKES.,©

PRINTCHRS$C(147)F "MINATOUR MAZE"
PRIMNT " kkkkkkextkrin”

PRINT"THE MIMATOUR MARZE CONTAINS FANT
PRIMT"TREASURES ,BUT THEY ARE GUARCED BY THE"
PRIMNT"MIMATOUR A FERRSOME BEAST WHO KILLS ALL"
PRINT" INTREUDESS IT CATCHES."

PRINT"GOOD LUCK!I!!"
POKESE=34 ,PEEK (58334 )RANDESS

OOKE ! ,PEEK ¢ 1 YANDES ]

FORA=ATOS 11

FOKE 12285+A ,FEEK (53242 +A ) 1NEKTA

FOKE 1 ,PEEK (1)0R43

POKESS334 ,PEEK(S6334)0R1
PDKESSE?E,(PEEK(53272)ﬁNDE4a)0RlE=RESTGRE
FORA=512T0OS92

READBYTE :FOKE 12288 +A ,BYTE

MNEXKTA

DIMJDC1@) :FORJ=GTO1@

READJOCJIDI INEXTJS

PRIMT"PRESS ANY KEY TO CONTIMUE"

GETA%: IFA%=""THEMN22E0

RETURN

REM* % #%*PLATERS MOVEkkEER kAR ek EREER
PDKE3+1,Eﬂ:PDﬁES+5,a:PDKE5+S,240=PQKE5+4,33
IFFEER(PPJ-?QTHENPOKEPF,SS:GGTGSEQQ

POKEPP ,PEEK (PP} +1

PO=255-PEEK(S6321)

1IFFO=80RFD > 18 THEMNRETURM
!FFEER(PP+JD<PD)}-320RPEEK(PF+JD(PD))=36THEN3356
RETURM i

PP=PP+JO(PD)1SC=5C+!1

IFFP< > TPTHENZO20

SC=5C+190:TF=0

IFTPC *ATHEMN3110

IFPP¢ > IDESTHEMNS1 1D

SC=5C+1900:GOSUB4908

IFJD(PD)=1 THEMNPC=67:GOTO3148
IFJI0<PD)=-1THENPC=65:1G0TO3140

FC=63

PGKEPF-JO(FD),32=FOKEPP+C,1=POKEPP,FC
PRINTCHPS(ISJCHRﬁ(!G#)?”IIIIHBCDRE‘,SC:CHRS(SBJ
CHR$(236)CHR$ (96 )CHR$(36

POKEE+4 .32

RETURM

REM#x#POSITION TREASURERX¥KRXX A% KX
TRP=INT(RNOC1)*1000+1024)

IFPEEK (TP} >32THENAD 10

POKETF ,36:POKETF+C, 10

RETURN

REM#xxMIMATOURS MOVES sk krkrhiiokiR
PDKES*I,IGEPOKES+5,6=POKES+S,249=PGKES+4,33
IFMO =1 THENPOKEMP ,69:GOTOS058
IFMD=3THENFOKEMF , 7 1:GOTOS5058
IFMD=STHENFOKEMF ,62:GOTOS5058

POKEMP 73

—1FE TP < >ATHENSZ32

IFMP=PP THEMGOSUEED08 : RETURN
MyY=IMTC(MP-1824) /748 ) 1PY=INTL (PF-1824),48)

ME=MP =My $40 i P¥ =PP-FPY%48

IFABS (MY -PY) JABS (MK -FH I THENS 13@
IFMH »PHTHEMMD =3: GOTOS210
MO=7:G0TO0S219
IFMY >PYTHEMNMD =
MO=1

IFPEEK (MP+DR <MD > =32 THENS338
IFPEEEK (MP+DR (MO ) >E4THENS 330
IFRMD ¢ 12 #1099 <Z3THENMD=LD 1 GOTOS
MO=LD-2

IFMO< 1 THEMMD =MD +3

IFPEEK *MP+DR <MD} > E4THEMS320
IEPEEK (MP+DR (MD ) ) =36 THENS3Z0
IFPEEK (MP+DR(MD) ) =32 THENS330
MO=MD+2

IFMD > ISTHENMD =1

S0TOS24992

MP=MP +0R (MDD 1 LD =MD
IFMD=10RMD=STHENPCKEMP , 70 :GOTOSZVE
IFMD=2THENPOKEMP , T2 : GOTOS270

POKEMP .74

POKEMP +C ,3:POKEMP -DR(MD ) ,SEIFIKES +4 , 32
IFMP =PPTHEMNGOSUEED20 : RETURM

IFMP =TPTHENGOSUE4000:RETURHN

S5:GOTOS219

249

RETURNM

REM##xMINMATOUR KILLE PLAYER®tRkkk

PP=8

POKES +5,0:1POKES+6 ,248:FOKES +4 ,33

POVES+7 0! PDFE’+I1,1"P”hEST1h,u-PGKES+i-,_4ﬂ

FORL=198TO1QETEF -1
FOKES+1,L:FOKES+2 ,L+201POKESSE81 , INT(LA10D
FDWT=1T“19

EXTT L
PGKE:+4
RETURHN

PATAZSS , 255,255,255 ,255,855,255,855
0aTA24 ,24,3,1289,249,40,72, 186

DATAZ24 ,24,8,129,24,284,24,56

CcaTaz4 ,24,16,30,.284,28, 18 ,E7

DATAZ24 ,24,16,30,24,24,84,88

DATAZ2S ,88,%8,127,88,28,16,16
DATAZ29,28,8,127,28,28,4.,4

pDaTASE 96,232,224 ,60,60,65, 123
DATA2E 26,328,224 ,60,68,36 .24

0aTRE ,E,4,7,60,59,66,123
paTa6,5,4,7,5¢2,60,36,24

DATAZ ,-40,49.,8,-1,-41,33,0,1,-33,41

o
o

POKES+11!,16:POKES3281,14

45



LEC s

ADVENTURE I OP=0:pIP=0 =8 1Jg=" »
2 M=

WITHOUT A S W=15:1X=0:¥Y=0
4 KEY=0D 1K=7

NAME S RM=1 :T=5000 :I=0

§ 0
For the BBC — all you need to 13 ggi“‘ ASLICID)
know is given in the program. 11 CLSIMODE T :PRINT "You are ":L0%
A. Sumner 1Z FRINT " You see ":SEs
Aberdeen NSW § FRINT "Visible exits are: ":VES

TR SR AR SR L e | BT © e

17 PRINT "What now ":
18 IF RM=2 AND T( 4996 AND T) 4330 THEN FRINT "YOU RUN INTO SNARKS.
raceeraenaeas UKD WHAT A MESS, ":160TO ZOSOO0
19 INFUT A%$: IF RM = 3000 AND AsS="DKROF KEY" OK AS="DROK KE" Or A=
= "DR KEY" THEN PRINT "NO!":60TO 17
20 L1=0:T=T-1 :IF A$="TIME"THEN FRINT T/60 :50TU B
21 IF A% ="L" UR A% = "LOOK"THEN T=T-1: GOTO 10
24 IF A$= "N" THEN A2% = "NORM" :G0TO1000
25 IF A%= "S" THEN AZ% = "SOUFF":50TO0L1000
26 IF As= "E" THEN AZ$ = “EASTY" :(B0TO1000
27 IF A%$= "W" THEN AZ% = "WESTY" :GO0TO1000
Z8 WA = RND (W) iIF RAS=""THEN BOTO 17
29 IF WA = 4 THEN PRINT * A wizard just Tlew oy chasing a
bbat ......"
30 Li=L1+1:2IF L1 = LEN(A$) THEN Ag="
32 IFA$="WAIT" OR AS="SLEEF" THEN FRINT " You "3AEIT=T-5 :G0TO1L7
103 IF A$="INV" OR A$="INVENTORY" THEN GOTO IS0O0
110 IFA$="SCORE" THEN PRINT " THERE IS NO SCORE. YUl LIVE UR DLIE BY
THE= =55 e w erete L GOTO17

111 IFA$="HELF" THEN FPRINT "TRY USING TWO OR ONE WURD INKUTS UNLESS
INSTRUCTED OTHERWISE. ":60TO17

112 IF RM=80 THEN FRINT "R GHREAT VUICE BUOMS *WHAT WUULD THE SNIVELT
NG LITTLE WORM BE WANTING IN mY FRESENTS?® ": INPUT "YUU ANSWER:—":i3

113 IF J$="1 WOULD LIKE YOUR HELFE" OK JE="HELP* THEN PHINT E VOiIC

E SAY’S *TELL ME THE FASS WORD'. ":50TO112

114 IF RM=F AND A%$="GET PIPE"DHAS="TAKE PIPE" THEN PRINT MORM IR
GOTO17

115 IF J$="FLERSE"OR J$="PLEASE HELF* THEN FRINT "THERE IS5 A BLIMDIN
G FLABH... YOU HAVE WON,. " :END

230 B = MIDS (A%, L1, 1)

235 IF B% = " "THEN Ll=L1-1 ELSE 30

240 Als= LEFTS(A$.L1)

250 AZ2% = RIGHTS(AS, LEN(AS) —L1—-1)

Z90 A% = """

J05 REM ++++++++++ COMMANDS +-+++++++4+

310 IF LEFT$(A1%, 2)= "GO" OR LEFTE(A1%, 2)= "AU" THEN 1000

315 IF LEFT#(A1%,2)= "WA" OK LEFTS (RIS, 2)= "Ju» HEN 1000

316 IF LEFT$(A1%, 2)= "LO" OR LEFT®(Al1%,2)= "EX" UR LEFT$(A1%. 3)= "

2000

317 IF LEFT${(R1%,2)= "GE" 0OR LEFTS (A1, 3)= "TAK" THEN ISOO00
318 IF LEFT$(A1%,2)= "DR" UR LEFT$(A1%, 3)= "“"THR" THEN
319 IFLEFTS{QIS.ZJ=“DP“DHLtFT§{Q1$,2)=“UN“TH:'BUTLQL
320 IFLEFTS(QLE,2J=”CL“URLEFT$(91$.Slﬂ“SHu“THENwUfuLUz“
F00 6OTO 17
1000 REM sewiaeraimwiawie s BURUN, WALK, JUMR. G s vse oeiss
1004 IF RM=2 AND LEFT$(AZ%,.Z) ="WE" THEN RM=4: GOSUB 10000
1005 IF LEFTS(AZ$, 2) ="NG" THEN GOSUE 10000
1007 IF LEFT$(AZ2%,. 2) "850" THEN GOSUER 10000

I

1009 IF RM=Z AND LEFT$(AZ$,2) ="EA" THEN GUSUE 100001 6LTOx
1010 IF RM=4 AND LEFTH(AZ$,2) ="ER" THEN A FHUSUB 100001607
1011 IF RM=4 AND LEFTH(AZ$,2) ="WE" THEN RM=5:GUSUE 10000:6UT
1012 IF RM=5 AND LEFT$(AZ%$,2) ="WE" THEN RM=6:50SUB 10000 1T
1013 IF RM=5 AND LEFTS (AZ$,2) ="eA" THEN RM=4:605UH 10000 G0TOY
1014 IF RM=6 AND LEFT®(AZ%,62) ="Ea" THEN RM=5:u030K 100
1015 IF RM=& AND LEFTS (AZ%, 2) NO"THEN RM=7:GUSUE 10000:GLTUI
1016 IF RM=7 AND LEFT$(AZ%,2) SO"THEN RM=6&:303UB 10000 £
1017 IF RM=8 AND LEFT$(R2%$,2) ="WE"THEN RM=1:30USLE 10000 GUTLY
1018 IF RM=1 AND LEFTs(AZs_ 72 "EA"THEN Rm=8 i,
1019 IF RM=12 ABND LEFTS(RZ$, Z)="80" THEN X=01Y=
1020 IFRM=3000AND LEFTS(AZ2%, 2)="ND"ANDX=0ANDY
arosg
1021 IFRM=2000AND LEFTS$ (A2
1022 IFRM=3000AND LEFTS(A

"SO"THENY=Y4-1 : G050
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1023 IFRM=3000AND LEFTS{QZS,2)=“EQ"THENX=X+1=ED$UB26060=BUTU9
1024 IFRM=3000AND LEFT§(QZ$‘2}=“HE”THENX=X—1:GGSUEESOUO:GGTU?
1025 IF RM=8 AND OF=6 ANDLEFTS (A2$, 2) ="NO" THEN RmM=3:EUSUB10000:60TO9

1026 IF RM=10 AND LEFT$(AZ$, Z)="ER" THEN RM=11:3USUB10000:60TUI

1027 IF RM=11 AND LEFTS$(A2%, 2)="8S0" THEN RM=12:GUSUEL 000D 1 GUTOY

1029 IF RM=9 AND LEFT$(AZ$, 2)="EA" THEN RM=10:GUSUB10000:60TUT

1030 IF RM=3 AND LEFTS$ (AZ$,Z)="50" THEN RM=8:GUSUB1 0000 EOTUI

1036 IF RM=10 AND LEFT$(A2%, 2)="WE" THEN RM=2:GJSUB10000 1 60TUT

1037 IF RM=11 AND LEFTS${(AZS, Z)="WE" THEM RM=10:GUSUB10000:60TOY

1038 IF RM=12 AND LEFT$(AZ%, 2)="ND" THEN RM=11:505UE10000:50TU3

1039 IFRM=8 AND LEFT%(A2Zs$,3)="D0O0"AND OF=€ THEN RM=2:GUT0U 10000:GUTOY
1043 IF RM=12 AND LEFT$(AZ$, 2)="EAR" THEN RM=80:GUSUBL0000:50TU3

1045 IF RM=1 AND FIF=9 AND LEFT$(A2$,2)="TU" THEN RM=40: GUSUR1 Q0001 GL
TO9

1046 IF RM=40 AND PIF=2 AND LEFTS$(AZ$,2)="TU" THEN RM=1:GUSUB 10000 :GU
TO3

1900 PRINT " YOU CAN'T .":FDR D=1TD1000:NEXT :GOTO?

2000 REM EGEREERL LOOK EGREEEEE

2001 IF RM=8ANDLEETS$ (AZ$, 3)="DWA"THEN PRINT "He I5 OFF HIS FALE. ":G6UT
017

2002 IF RM=7 AND LEFT$ (AZ%, 2)="CR"THENFHINT"IT HAS A KEY IN IT.":0OTO
i 37 &

2003 IF RM=40 AND LEFT${(RZ$, 2)="PL"THENFHRINT"IT HAS WRITTENM On IT ?RI
ease 1s good manmers.’ ":G0TO17

2004 IF RM=40 AND LEFTS(AZs, Z)="BI"THENFRINT"IT IS5 LUNG GUNE NUW. ":GU
TO17

2990 PRINT "IT IS A ";A2$:6UTO 17

3000 REM CRREREERREERGETEEELERR

3005 IF RM=K AND I=0 ANDLEFTS$(AZ$,2)="KE"THEN K=rM:I=S:PRINT “0OK":G0T
017

3009 IF P=RM AND PIF=0 ANDLEFTS (AZ$, 2)="PI"THEN PIRP=91PRINT "OK" 165070
i7

2400 PRINT * wHAaT 7?7777 You’ re onlv a Hairvoditie remembe
SR

3490 GOTO 17

IEO0  REM*#E%% TNV %% %%

3505 PRINT "THOU HAST IN THY FPUSSESIONZ-"

3507 IF PIP=9 THEN PRINT " A RPIFE FULL WHICH GIVES UF A FAINT GLUW."
510 IF I=5 THEN FRINT " A KEY. "

3990 GOTO 17

4000 REM GRREREDROFEEEEER

4010 IF LEFTS (R2%, 2)="KE"ANDI=STHEN I=0:K=HKM FRINT "OUK":GOSUE 10000
GOTO 17

a012 IF LEFT$(92$,2)="EI"QNDPIP=9THEN PIR=01=RM HRINT "OUKR":GUSUER 10
000:507T0 17

4Z00 PRINT "I don’t have a ";RZS

4305 GOTO 17

L4500 REM *%#%x#%%xx0FEN®**®*

4505 IF RmM=8 AND I=S5 AND LEFTS (A2%, 2)="DU"THEN FRINT “IT IS5 NUW OREN"
10P=6:G0OTOL7

4590 PRINT "My dear fellow, I am terribly sorry but that cannot be de
ne, ":G0TO17

4800 IF RM=8 OH RM=3 AND LEFT$(AZ$,2) = "DU" THEN Ok=0 @ PRINT "IT I3
NOW CLOSED, ":60T0 17

4890 FRINT " HOW DD EXPECT Me TO SHUT THAT !!t!!1":G0TO 17

10000 REM 0000000000 LOCAT 00000000UD

10002 IF RM=1 THEN LO$ = "IN A SMALL HUT.": SE$ = "A DAKRK TUNNEL. ":VES
= “NORTH , EAST."

10003 IF RM=2 THEN LO$ = "ON THE EDGE Or A ROAD."3:S5E® = “TWU SNAKKS CUu
MING FROM THE EAST.":VES$ = "SOUTH , WEST ,EAST"

10004 IF RM=2 AND T( 4996 AND T)> 4330 THEN PRINT "YOU RUN INTO SNAKKS.
o eea...YUK! WHAT A MOLE MUNCHING MESS. "

10005 IF RM = 3 THEN PRINT"YOU OKE ATTACKED EY THE SNARKE AND TURMN aHA
RT. " :GOTO ZOS00

10006 IFRM=4THEN LO$="ON A WIDE ROAD" tVES="EAST , WEST rSESE="NUTHING"
10007 IF RM=S THEN LO$="UN A WIDE ROAD. ":VE$="ERAST AND WEST. " s SE®="NUT

HING. "
10009 IF RM=6 THEN LO$="ON R W1Dk RuﬂD.":UE$=”EHST,NUHTH.":Sns=”NuTHIN
G. (but you hear runming water. )"

10010 IF RM=7 THEN LOS="EY A CHEEK. " 1VE$S="8UUTH. " :SE$="THE WiDe CREER.
10011 IF RM=8°THEN LO$="IN A LOW BUT WIDE RUOM. " :VES="WeST, NURHTH THRO
UGH A DOOR. " :SE$="A FIFE.":IF Ty49493 THEN SEs="A SHURT DWARF SMUKING R

PIPE. "

10013 IF RM=Z THEN LO$ = "ON THE EDGE OF A ROAD.":VES = " WeST, SuUTH
L,EAST." :SE®="TWO SLEEFING SNARKS TO THE EAST.":iF TY4TI0THENSES= " TWO
SNARKS COMING FROM THE EAST. ":VES = "WeST , SUUTH. "

10020 IF RM=3THENLO®="UN A ROAD" :VES$="EAST, SUUTH.":SES="NIT A THING. "
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10021 IF RM=10THENLO$="0ON A RUAD" s VE$="EAST, WEST.

" ISES="NUTHING"

10022 IF RM=11THENLO$="ON A ROAD" tVES="WEST , SOUTH .":Se$="NOTHING."

10023 IF RM=12THENLD$="IN A GARDEN

NORTH. " :SE$="TREES TO THE SOUTH."

10025 IF K = RM AND RM(}7 AND I (5 THEN Sk$=Sc$+" and a key."

UN A PATIO SURROUNDED BY THICK VINES. " :VE$="TUN
NEL.":SE$="A EIRD WHO JUST DWOFFED A PLANK AND IS NUW MILES AWAY."
11000 IF RM=80 THEN LO$="in fronmt of a great stone alter."

IF RM=80 THEN St$="the Great Lord of DEATH." IVES="NUNE. " s HETURN

10026 IF RM=40THENLO®="

11001

11004 IFRM=80 THEN GOTO 100

11006 IF RM=8 AND FIF = 9 OK P8 THEN SE$="NUTHING. "
11007 IF RM=FP AND PIF = O THEN SE$=SE$+" and a pipe."
20000 RETURN

20500 PRINT:PRINT *

ME.

20501 A$=GETS
25002 IF A% = "Y" THEN RUN

25003 IF RM =3000 AND A% = "DHROK KEY"™ THEN PRINT " GeT STUFEED!

AY BE VALUABLE. "
25005 GOTO ZO0501
26000 LO$=" In a forest surrounded by trees." :S5E$= "NUTHING. ":VE$="NU
RTH, SOUTH, EAST, WEST. "
ZEOOS RM=3000
26050 RETURN

BESIDE A HOUSE" ::VES="EAQST

SUUTH |,

WOULD YOU LIKE YOUUR BUDY RENEWED FUK ANOTHER GR

IT m

THIRTY STAGES

This game is for the BBC Micro.
The obiject of the game is to get
from the battlefield to your home
base. Although it sounds easy
you'll have to deal with bandits
who try to steal your gold. You
start off with 100 gold bars: when
you reach home base you should
have at least 5 left. The rest of
the game is explained in the list-
ing.
S. Vrakatselis & D. Mckenzie
Launceston Tas.
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10
20
30
40
S50
&0
70
7S
8o
81
0
100
120
130
140
150
1460
161
170
171
180
400
410
420
430
440
450
460
471
478
480
481
490
500
600
&10
620
621
&30
&40
650
851
&£&60
&70
&80
740
70
FE0
770
780
790

REM THIRTY STAGES...

REM BY S.VRAKATSELIS % D.MCKENZIE
CLS:FRINT"DO YOU WANT INSTRUCTIONS ¥ OR N7"
INFUTI%: IFI$="Y"THENFPROCINSTRUCT IONS
IFI$="N"THENFORI=1TOS00: NEXT

FD=INT (RND (1) ¥30+100)

G=100

B=INT (RND (1) #T+&)

A=100

AM=10000

F=INT{(RND (1) *300+100)

5T=1

SF=INT (RND (1) ¥140+100)

REM THIS IS THE INFORMATION AVAILABLE ON SCREEN A.

DEFFROCSCREENA

cLs

FRINT® SCREEN A STAGE ";ST
IF ST<1 THEN PROCSTAGEZ

FRINT "SFEED “;SF 3 " FUEL *3IF
FRINT "AMMO ":;AM" GOLD ";G
FRINT "BANDITS ";B" ARMOUR bt 1

FPRIMT “SCREEN ":INFUTAS
IFAS="A"THEN FROCSCREENA

IFA%=" "THENFROCSCREENA

IFA$="B"THEN FROCSCREENE

ENDFROC

REM THIS ASKS YOU WHAT YOU WANT TO DO ON SCREEN B.
DEFFROCSCREENE

CLS:FRINT" SCREEN B STAGE"ST

FRINT"Do you wish to fire?":INFUT A$:FPROCFIRE
FRINT"Accelerate,brake,or maintain speed?": INFUTAS: FROCABM
FRINT"FUEL IN ";FD" KILOMETRES"

FRINT"Do you wish to stop there?": INFUTAS$:PROCSTOFYORN
PRINT"Armour points remaining";A"%"

FROCETAGE

PRINT"SCREEN" : INFUTAS

IFA$="A"THEN FROCSCREENA

IFA$=" "THENFROCSCREENE

IFAs="B"THEN FROCSCREENE

ENDPROC

DEFFROCFIRE

IFA$="Y"THEN AM=AM-900

IFAM>F000 THENB=E+4: IFE< 10RBE=0THENE=E+5: AM=AM-1500: A=A-1 : ENDFROC

IFAM»4000ANDAML P000THENB=B~2: G=G-5: A=A-2: IFA< 10RA=0THENFROCNDA : ENDFROC

IFAM<1000 THENE=BE-1:AM=AM-1000: A=A-5: IFA< 10RA=0THENFROCNDA: ENDFROC

IFAM< 10RA=0THEN FROCNOEULLETS: ENDFROC
IFA$="N" THEN ENDFROC

IFBE=0 ORB<1THEN FROCNOB:ENDFROC
ENDFROC

DEFFROCNOBULLETS

CLS:PRINTTAB(10, 10) "NO BULLETS LEFT":FOR I=1 TO %000:1ENDFROC

ENDFROC

DEFFROCABM

IFA$="A"THEN SP=SF+40:F=F-20
IFSF>250 THEN FROCSFEED:ENDFROC
IF F<10RF=0THEN FROCEMFTY:ENDFROC
IF F>400 THEN FROCTOOMUCH:ENDFROC
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800 IFA$="B"THEN SF=SF-30:F=F-5:ENDFROC
810 IFA$="M"THEN F=F-10:ENDFROC
@20 EMDFROC
20 DEFPRUCSTQFVDRN

840 1FAS="Y"THEN SP=SP-5P

8S0IFSF=0THEN FRINT"EANDITS FLOG FIVE GOLD HARS": 6=G-5:F=F+150: A=A-5: IF A=0 TH
EN PROCENDA: ENDPROC
. 870 IFSF=0 AND G>80 THEN CLS:FRINT"BANDITS STEAL YOUR GOLD. *:G=6-10: A=A—10: FOR
- I=1 TO F000:ENDFROC

geo IFA$="N" AND F=F-10: A=A-5: IFF< 10RF=0 THEM FROCEMFTY:ENDFROC

890 ENDFROC

900 DEFFROCEND

910 CLS:FRINT"AFTER ";ST" STAGES, YOU ARE OUT OF FUEL AND BANDITS STORM YOUR TR
UCK, TAKING YOUR GOLD!'"

920 PROCYORN

930 DEFFROCSFEED

940 CLS:FRINT "YOU ARE TRAVELLING AT MAXIMUM SFEED":F=F-50 :S5F=SF:IF SF-2580 TH
EN SP=SF-20:FOR I=1 TO F000:ENDFROC

&0 DEFFROCEMFTY

970 CLS:PRINT"NO FUEL LEFT.EBANDITS TEKE YOUR GDLD.":G=5—G=FORI=1TD?000=FRDGYGR

9$§-_
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980 DEFFROCTOOMUCH

990 CLS:FRINT "YOU HAVE TOD MUCH FETROL,A LOT JUST SFILLED OUT THE TANK."F=F-1
00: ENDFROC

1000 DEFPROCSTAGE

1010 IFAS="Y" DR As$="N" OR A$="A" OR A$="B" OR A%$="M"THEN ST=ST+1:ENDFROC

1020 IFAS<>"Y" OR A$<>"N" OR AS<:"A" OR as<3>"R" OR A$<>"M"THEN ENDFROC

1030 ENDFROC

1040 DEFPROCYORN

1050 PRINT"WANT ANOTHER GO.Y OR N7

1060 INFUTAS: IFA$="Y" THEN RUN

1070 IFA$="N"THEN FRINT"YOU WEREN"T VERY GODD ANYWAY,GOODEYE!":END

1080 IFA$="_"“THEN FROCYORN

1090 DEFFROCSTAGEZ

1100 IF ST=30 THEN FROCWIN

1110 IF ST=<30 AND ST>»1 THEN FPROCBUMFS : ENDFROC

1111 IFST=6DRST=SﬁNDSF=BOTHENPROCSHALLBUHP=ENDPRDC

1112 iF5T=1ODRST=29ANDSF-1&0THENPRDCBIGBUNP:ENDPRGC

1120 ENDPROC

1130 DEFFROCWIN

1140 CLS:FRINT "CONGRATULATIONS!YOU HAVE REACHED HOME EBASE.THESE ARE YOUR RESUL
TS: "

1150 PRINT"GOLD:"G

1160 PRINT"ARMOUR: "AM %"

1170 FRINT"AMMO:"A

1180 PRINT"FUEL:"F

1190 FROCYORN

1200 DEFFROCEUMFS

1210 IF SFP=80 THEN FROCSMALLEUMF: ENDFROC

1220 IF SF=1460 THEN PROCEIGBUMF: ENDFROC

1230 ENDFROC

1240 DEFPROCSMALLEUMF
1250 CLS:PRINT"YOU HAVE JUST HIT A SMALL BUMF-MOST BANDITS HAVE FALLEN OFF

1260 B=B-3:ENDFROC

1270 DEFFROCBIGBUMP

1280 CLS:FRINT"YOU JUST HIT A BIG BUMF-1 BANDIT GONE AND 10 BARS OF GOLD WIT
H HIM. "

1290 B=B-1:6=06-10

1300 ENDFROC

1310 DEFFROCINSTRUCTIONS

1315 CLS

1320 PRINT CHR$(141)"THE THIRTY STAGES"

1330 PRINT CHR$(141)"THE THIRTY STAGES"

1340 FOR T=1 TO SOOO0:NEXT T

1350 CLS

1360 FRINT"YOU ARE THE DRIVER DF AN ARMOURED TRUCK AND HAVE BEEN FIGHTING ON TH
E DREADED —BATTLEGROUND-! "

4770 FPRIMT"YOU HAVE BATTLED SUCCESBRMLELY AND HAVE A BOOTY OF 100 GOLD BARS—YOU
MUST TRY AND GET THESE BARS TO YOUR HOME BASE."

1780 FRINT"SOUNDS SIMFLE DOESN’T IT7WELL IT ISWN’T! YOU MUST DRIVE THROUGH THIRT
Y STAGES TO GET THERE,AND THERE ARE BANDITS ALL THE WAY! THE BANDITS WILL TRY AN

D STEAL THE GOLD.*"

1390 PRINT"THESE BANDITS ARE HIGHLY SKILLED AND WILL HANG ON TO YOUR MOVING
VEHICLE TO GET THE GOLD.YOU CAN DEFEND YOURSELF THOUGH. "

1400 PRINT"ON YOUR FERSON THERE IS A MACHINE-GUN WITH TEN THOUSAND ROUNDS OF
AMMUNITION YOU CAN USE THIS ON BANDITS,BUT YOU CAN NOT REFPLENISH YOUR AMMO."

1410 PRINT"HIT RETURM TO CONTINUE"

L

e
‘-*w»}’g‘;fgg 1411 INFUTA®: IFAS=" "THENFORI=1TO1000: NEXT
ﬁx@%@“« 1420 CLS:FRINT"YOU ALSO HAVE 100 ARMOUR FOINTS.BANDITS WILL BREAK THROUGH YOUR
x$§%§%& ARMOUR TO TRY AND GET YOUR GOLD.IF YOU STOF(FOR FUEL) THEN IT WILL MAKE IT EAS
. IER FOR THEM.IF YOU GO VERY FAST,THEIR OCCUFATION WILL HE A HAZARDOUS ONE."
; 1430 FRINT"IF YOU STOP FOR FUEL,BANDITS WILL GET SOME OF YOUR GOLD:IT IS UNAV

OIDABLE.IF YOU DON’T STOF FOR FUEL THOUGH, YOUR TRUCK WILL BREAK DOWN,AND TH
EY WILL GET ALL OF IT."

1440 PRINT"IF YOUR ARMOUR FOINTS GET TOO LOW, THEN EANDITS WILL GET ALL OF YOUR
GOLD. THERE IS NO WAY TO GET ARMOUR FOLINTS BACK ! "

1450 FRINT"HIT RETURN TO CONTINUE®

; e
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1451 INFUTAS: IFA$=" "THENFORI=1TO1000:NEXT
1460 CLS:PRINT"THE EEST WAY TO FROTECT YOUR ARMOUR-AND YOUR GOLD IS TO GO VERY
FAST. HOWEVER THIS INVOLVES ANOTHER HAZARD,AT RANDOM SFOTS THROUGHOUT THE THI
RTY STAGES THERE ARE BUMFS IN THE ROAD."
1470 FRINT"IF YOU HIT ONE OF THESE BUMPS VERY FAST THEN GOLD WILL BOUNCE DUT OF
THE TRUCK. IF YOU HIT A SMALL BUMF NDT SO FAST YOU WILL SHAKE ALL THE BANDITS O
ERa
1480 FRINT"GO NOW-AND FACE THE CHALLENGE OF: The Thirty Stages'!'"
FRINT"HIT RETURN TO CONTINUE"
INFUTA$: IFA$=" "THENENDFROC
ENDFROC
DEFFROCNOE
IFE<>0THEN G=6-5: IF B=0 OR B<1THEN B=E+8:ENDFROC

IFA=0 ORA<1THEN FROCNDA:ENDFROC
DEFFROCNDA

2013 CLS:FPRINT"ND ARMOUR-BANDITS TAKE ALL YOUR GOLD":G=G-G:FROCEND

4000 DEFFROCENDA

4010 CLS:PRINT"ALL ARMOUR RIFFED DFF-BANDITS FLOG YOUR GOLD. ": 6=6-G: FROCEND
32787
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MICROBEF I

CONVERTER 00100 OM ERROR GOTO 1240

00110 CLS:INVERSE:CURS 22,1 IPRINT" SELECTER ":NORMAL

Converter is a program selection 00120 CURS 7,3!PRINT"1. PROGRAM L "
menu with some special func- 00130 CURS 7,4:PRINT"2. PROGRAM 2"
tions. These include: erasing 00140 CURS 7,5:PRINT"3. PROGRAN 3"
files, renaming files, loading files 00150 CURS 7,&:PRINT”4. PROGRAI 4

00140 CURS 7,7:PRINT"S. PROGRAM 5"

on other disks and so on. This 00170 CURS 7.8:PRINT*6. PROGRAM &

program is for the Premium 00180 CURS 7,9 : PRINT "?. PROGRAM 27*

Series Microbee and if to be used 00190 CURS 7,10 : PRINT "8. PROGRAM 8"

- rd Micr e 00200 CURS 7,11 : PRINT "9, PROGRAH 9"
gEéﬁ?nfi tObﬁe d b 00210 CURS 7,12 : PRINT "10. PROGRAH 10"
SLACENES SUDUIC LS 00220 CURS 7,13 : PRINT "1l. PROGRAM 11*
changed to "HIRES". 00230 CURS 7,14 : PRINT "12. PROGRAH 12"
G. Halliday 00240 CURS 35,3 : PRINT "13, PROGRAM 13"

Wishart Qld 00250 CURS 35,4:PRINT"14, PROGRAM 147

00260 CURS 35,5:PRINT "15. PROGRAM 15"

00270 CURS 35,6:PRINT "1&. PROGRAM 16"

00280 CURS 35,7:PRINT "17. PROGRAM 17*

00290 CURS 35,8:PRINT"18. PROGRAM 18"

00300 CURS 35,%:PRINT *1%9. PROGRAM 19"

00310 CURS 35,10:PRINT"20. PROGRAM 20"

00320 CURS 35,11:PRINT "21. PROGRAM 21"

00330 CURS 35,12:PRINT "22. PROGRAH 22"

00340 CURS 35, 13:PRINT "23. FROGRAM 23"

00350 CURS 35, 14:PRINT "24. PROGRAM 25"

00360 CURS 35,1S:PRINT "25. MAIN MENU "

00370 CURS 10, 14:PRINT:PRINT*WHAT NUMBER WOULD YOU LIKE"

00380 INPUT A

00390 ON A GOTO 410,420,430,440,450,440,470,480,490,500,510,520,530,540,550,560
570,580,590,400,610,620, 630,440,650

00400 IF A>1& THEN GOTO 380

00410 RUN"PROGRAML"

00420 RUN"PROGRAINZ"

00430 RUN"PROGRAM3"

00440 RUN"PROGRANA"

00450 RUN"PROGRAMS"

00460 RUM"PROGRAHM&"

00470 RUM"PROGRAMZ"

00480 RUN*PROGRAMNE"

00490 RUN"FPROGRAMZ"

00500 RUN"PROGRAM10"

00510 RUM"PROGRAML1"

00520 RUM"FROGRAMIZ"

00530 RUN"PROGRAML13"

00540 RUN"PROGRAM14"

00550 RUN*PROGRANLS"

00560 RUN"PROGRAMI&"

00570 RUM"PROGRAM17"

00580 RUN"PROGRAM18"

00590 RUN"FROGRAMLS"

00600 RUN"PROGRAMZ0"

00610 RUN"PROGRAMZ1"

00620 RUN"PROGRAN22"

00630 RUM"PROGRAM23"

004640 RUN"PROGRANZA"

00650CLS: HIRES2:PLOTT 0,255 T0 S11,255 TO 511,10 TO 0,10 10 0,255
00660 PLOTI 0,220 10 511,220 : PLOTI 0,222 TO S11,222

00670 PLOTI 0,33 TO 511,33:PLOTI 514,12 70 0,12

00680 CURS 20,2 :PRINT "SELECTER MAIN MENU”

00690 CURS 20,15: PRINT "PROGRAMN BY CRAIG HALLIDAY"

00700 CURS 20,4:PRINT "1. KILL A FILE"

00710 CURS 20,5 :PRINT "2. REMAHE A FILE"

00720 CURS 20,6:PRINT "3. DISK DIRECTORY"

00730 CURS 20,7:PRIMT "4. LOG IM DIFFERENT DISK"

00740 CURS 20,8 :PRINT "S. LOAD A FILE "

00750 CURS 20,% ! PRINT "6. GO BACK TO FIRST HENU"

00760 CURS 20,10 : PRINT "7. GO BACK TO D.0.S.”"

00770 CURS 10,13: PRINT "INPUT SELECTION"j: INPUT B

00780 ON B GOTO 790,%00,990,1070,1150,1220,1230
00790CLS:HIRESZ:PLOTI 0,255 TO 511,255 TO 511,10 T0 0,10 TO 0,255
00800 PLOTI 0,220 TO 511,220 : PLOTI 0,222 TO 511,222

00810 PLOTI 0,33 70 511,33:PLOTI 511,12 TO 0,12

00820 CURS 23,2 :PRINT "SELECTER KILL MEMU"

00830 CURS 20,15: PRINT "PROGRAM BY CRAIG HALLIDAY"

00840 CURS 12,4 !PRINT "NOTE : DO NOT DELETE FROM ORIGIMAL DISK."
00850 CURS 12,5 :PRINT "DELETE ONMLY FROM DTHER DISKS. OKAY."
00B&0 CURS 12,6: PRINT "IF NO FILE TO BE KILLED THEN PRESS <RETURN>"
00870 CURS 12,7 : PRIMT "IMPUT FILE TO BE DELETED WITH EXTENSION®
00880 CURS 12,8:INHPUT F1%

00890 IF Fi® ="" THEW GOTO ASOELSE KILL FI$:GOTO 790
00700CLS:HIRES2:PLOTT 0,255 10 511,255 T0 511,10 T0 0,10 10 0,255
00910 FLOTI 0,220 10 511,220 : PLOT1 0,222 10 511,222

00920 PLOTI 0,33 T0 511,33:PLOTI S11,12 T0 0,12

00930 CURS 23,2 :PRINT "SELECTER REMAME HENU"
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00940 CURS 7,4:PRINT “"MOTE : ENTER ORIGINAL MAME FIRST THEN MEW NAME SECOND. "
Q0750 CURS 14,5:PRINT "REMEMBER TO INCLUDE EXTENSION"

00960 CURS 10,7 : PRINT "OLD MAME "j:INMPUT O1%$:CURS 10,8 : PRIMT "MNEW MAME"§: IN
PUT NI

00970 IF Ol$="" THEN GOTO 650 : NAME Ol$ AS Ni$ GOTO 900

00980 MAME Ol$ AS N1%:GOTO 650

00Y90CLS:HIRES2:PLOTI 0,255 TO 511,255 TO 511,220 : PLOTI 0,255 TO 0,220: PLOTI
0,12 TO 0,33 :PLOTI 511,12 TO 511,33

01000 PLOTI 0,220 TO 511,220 : PLOTI 0,222 TO 514,222

01010 PLOTI 0,33 TO 511,33:PLOTI 511,12 TO 0,12

01020 CURS 21,2 :PRINT "SELECTER DIRECTORY MEMU"

01030 CURS 20,15: PRIMNT "PROGRAM BY CRAIG HALLIDAY"

01040 CURS 10,4:PRINT "REMEMBER ONLY DRIVES A,B,M,L"

01050 CURS 10,5 :PRINT "WHICH DRIVE FOR DIRECTORY LIST"{:INPUT DI%:CURS 10,5 :D1
R Dis

01060 KI%=KEY®: IF Ki$="" THEN 1040 ELSE GOTO &50

01070CLS:HIRES2:PLOTI 0,255 TO 511,255 T0 S11,10 TO 0,10 TO 0,255

01080 PLOTI 0,220 TO 511,220 : PLOTI 0,222 TO 511,222

01070 PLOTI 0,33 7O 511,33:PLOTI 511,12 TO 0,12

01100 CURS 20,2 :PRINT "SELECTER LOG IN MEHU"

01110 CURS 20,15: PRINT "FROGRAM BY CRAIG HALLIDAY"

01120 CURS 12,4: PRINT"MOTE: SELECT DRIVES A,B,M,L ONLY."

01130 CURS 10,5 :PRINT "WHICH DRIVE TO LOG TO"{:INPUT D1%:CURS 10,5 !DISKRESET D
1%

01140 GOTO &5B

01150CLS: HIRES2:PLOTI 0,255 TO 511,255 T0 S11.10 10 0,10 10 0,255

0l1é0 PLOTI 0,220 TO S11,220 : PLOTI 0,222 TO 511,222

01170 PLOTI 0,33 TO 511,33:PLOTI 511,12 TO 0,12

01180 CURS 20,2 :PRIMT "SELECTER LOAD MENU"

01190 CURS 20,15: PRINT "PROGRAM BY CRAIG HALLIDAY"

01200 CURS 12,4:PRINT "NOTE : ENTER WHOLE DISK MAHE"

01210 CURS 12,6 : PRINT "WHAT PROGRAM TO LOAD"}:IMPUT Pls: IF Pl%="" THEN &50 EL
SE RUN P1%

01220 GOTO 110

01230 SYSTEM

01240 CLS

01250 PRINT "ERROR IN THE PROGRAM, PLEASE PRESS RESET ":GOTO 1250

FROGS LEGS

Frog's Legs is a game where you
are caught in a marsh with a pair
of frog's legs. These legs are in a
terrible mood as they have lost
their body, therefore everyone
they see, they try and kill. See if
you can get to the top of the
screen without being munched.
You cannot run through any
bush, but you are armed with a
weeding wand which you can use
three times only. You use the
wand, when you have no way of
getting past the frog's legs, by
pressing one of the four keys in
the diamond I-]-K-M; I kills a
weed above you, M below you, |
to the left and K to the right.
Movement is achieved by using
the keys < for left, and > for
right, Q for up and A to go down.
G. Heathcote
Ingleburn NSW
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9198 REM FROG'S LEGS.v 4. .

aa11d REM WRITTEN FOR THE MICROBEF MARCH '86&

ae128 REM 7 BEY GRAHAM HEATHCOTE

H0130 SAE="":S1k="":5Ps=""

aa14@ CcLe

FF156 FORCEI?TCI43:CURSC,2:PR1NT"-“:NEXTC:FBRC=17TD43:CURSC,14:PR‘INT"-"ENEXTC

90160 FORC=128+16T07468+175TEF64: CURSC: PRINT" 1" s NEXTC
90170 FORC=128+42T0748+425TEP64: CURSC : PRINT " 1" : NEXTC
99180 FORC=3TO12

98198 FORB=18T042

AG209 A=INT (RND¥10) +

A0216 IFACSII=(64%(C-1))+(B-1):1=1+6144G: POKET, 12

@9220 NEXTB:NEXTC

GA220@ X=30:Y=131FOKE ( (61440+%-1+ (44%{¥-1)))),7

00240 F=30:6=7:POKE ((61440+F -1+ (44%(G-1)))),22

A@258 E=3:H1=1

99269 S=PEEK(262):51$=CHR(S) : S2%=51%:53¢=514

29279 IFS=GTHENA&E

46280 POKE262, 0

00299 R=¥:T=Y:U=F:V=G

€a3¢¢ 1IFS1$="K"0R51$="1"0RS1%="M"0RS1%="1": IFE>GTHENT7Gd
20310 IFS1$="Q":Y=Y~1

PO326 IFSIS="A":Y=Y+]

B@330 IFS1$=", ":xX=x-]

aE349 IFS1s="_ ":x=x+|

90350 IFS2$="R":G=G~1

@960 IFS2$="C":G=G+1

90370 1FS3$="D":F=F-1

@938 IFS3%="F":F=F+1

@A399 IFS2%="R"ORS2%="C"ORS3%$="D"0RS3%="F " THENS3H

96409 IFS1$="0"0RS1$="A"0RS1$=", "ORS1$=", "THEN&SE

@@416 CURSR, T:PRINT" "IPOKE((6144G+X-14 (44%¥(Y-1)))),7
99420 CURSU, V:PRINT" ":POKE((61440+F-1+(44%(G-1)))) 22
0430 GOTOZ6H

9044@ X=R:Y=T:PLAY2:M1=M1+1:GOTO410

@0450 F=U:G=V:G0T0426

@O46E IFF{X:53%="F"

00478 IFF>X:53%="D"

@@48¢ IFGI{Y:528="C"

@0990 IFG>Y:S2%$="R"

46560 IFG=Y:528=CHR(3)

99510 1FF=X:Sa$=CHR (@)

g952¢ GOT029@

@@53@ IFASC (S3%$) OOGANDASC (528) ><CBTHENS7@ELSETFASC (S3%) =@ THENSAEL SESSH
20540 1FS2%="R"ORS2%H="C"!1@=(64%(6-1))+(F-1) :0=6+61440: IFPEEK (@) =32 THEN4 1 OELSE1FP
EEK (@) =7THEN&79EL SE45@

9@55¢ 1FS3%="D"ORSIS="F " :@=(64% (G-1)) + (F-1) : @=0+61440: IFPEEK (Q) =32THEN4 1 OELSE IFP
EEK (8) =7 THENG 7AELSEA59

9E568 GOTOASH
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@ASTE Q=(&4%(G-1))1+(F-1):0=0+61440

P9a58@ IFFEEK(Q)=32THEN41@

#a592¢ IFPEEK(G)=7THEN&7E

@as0d IFS3%="F":IFPEEK(@-1)=32:F=F-1:G0T0419

@@sld IFS3s="D": IFPEEK (R+1)=32:F=F+1:G0T04190

0d620 IFS2$="C":IFPEEK(0-64)=32:6=6-1:60T0416

@@s30 IFS2%="R":IFPEEK(R+464)=32:G=G+1:60T041@

ed4648 GOTO459

FAGSE 7= (44%(Y-1)14(X-1):IFPEEK(Z+6144@)=32THEN41BELSEIFPEEK (6144@+Z) =45ANDY=2TH
EN6AAELSEIFPEEK (41448+2) =22THEN&7@EL SE440

@e66d PLAY12313514515:CURSLIPRINT"YOU WIN!!®:GO0TO&BH
60478 CURSU,V:PRIMT" ":CURSF,G:PRINT"X":PLAY43;3;2;1:CURSL:PRINT"YOU LOSE!!!!":E=
@

BE68@ PRINT"YOUR SCORE IS "INT(FLT(E)/Mi%i@@)

@0699 FRINT"PRESS ANY KEY TO GO AGAIN ":S=USR(32774):RUN
aa7ed IFSIE="K":D=((6144@+X+(464%(¥-1))1))

Ga716 IFS1$="J"iD=((56144@+X-2+(64%(¥-1))}))

@ar20 IFS1$="1":D=((461440+X-65+(64%(¥-1))))

BA730 IFSEI$="M":D={(6144B+X+63+ (64%(¥-1))))

@a743 IFFEEK (D)< >12THENZ260@

@a75a E=E-1:FOKED,32:G0T0269

MAZE SEARCH

This game is something a little
different which I wrote about two
years ago. By using (,/, ; and @
for up, down, left and right re-
spectively, we manouvre around
the maze quite blindly using
memory and logic as our naviga-
tion. If you must cheat, press H
for a hires locator plan (the tar-
get flashes), but this will cost
you. The more you wander
around, the more points get
chewed up! Replenish your score
‘by swallowing (spacebar) the
spots when you find them. Use
the REMSs for a title page of your
own design (I'm too lazy!)
F. Gonzalez
Edinburgh SA

00100 REM This game is something a little different which I wrote about

00110 REM two years ago and never got around to sending in. By using the

00120 REM [ / + B for up down left and right respectively, we

00130 REM maneouvre around the maze guite blindly using memory and

00140 REM logic as our navigation. If you must cheat, press H for a

00150 REM hires locator plan (the target flashes), but this will cost you.

00160 REM  The more you wander around, the more points get chewed up!

00170 REM Replenish your score by swallowing

00180 REM (spacebar) the spots when you find them.

00190 REM Use these REMs for a title page of your own design (I'm too lazy!)

00200 REM Fernando C Gonzalez 492CMI RAAF BASE EDINBURGH S111i

00210 CLS: IMPUT"How many spots 7 "V

00220 LORES: DIM M{100): POKE 220,16

Q0230 FOR A=0 TO 99

00240 READ M(A)

00250 MEXT A

002580 Z=1: @=0

00270 T=INTI(RMD¥100) +1

00280 A=INT(FND¥100)+1

00290 1IF @=V THEN 540 ELSE LET S1=FLT{(M(A)}

00300 MI=FLT(INT{S1/1000))

00310 Ci=FLT(INT{S1-1000%M1)/100)

00320 DI=FL1{INT(51-1000%ML-100%C1)/10})

00330 UL=FLT(INT(S1-1000¥%¥M1-100%C1-10%D1})}

00340 CLS: Z=Z-1: IF A=T THEN PLOT 43,24 TO &35,24: PLOTH 63,24 TO 65,24

00350 IF Ui=1 THEM PLOT 20,40 TO 107,40 ELSE PLOT 20,40 TO 20,47: PLOT 107,40 7O
107,47

00340 IF Di=1 THEN PLOT 107,40 TO 107,10 ELSE FLOT 107,40 TO 127,40: PLOT 107,10
TO 127,10

00370 IF Ci=1 THEM PLOT 20,10 TO 107,10 ELSE PLOT 20,10 TO 20,0: PLOT 107,10 TO
107,0

00380 IF Mi=1 THEM PLOT 20,10 TO 20,40 ELSE PLOT 20,10 TO 0,10: PLOT 20,40 7O O,

40

00390 CURS 28,14: PRINT "Score" Z

00400 K1s=KEY$: IF Kl$=""THEN 400

00410 IF (K1%=";"0OR K1%="+") AND M1=0 THEN LET A=A-1: GOTO 2%0

00420 IF (Ki1$="[" DR Kis="(") AND U1=0 THEN LET A=A-10: GOTO 290

00430 IF (K1$="@" OR Kl®&="'") AND D1=0 THEN LET A=A+l: GOTO 270

00440 IF (K1%="/" OR Kl%="7") ANMD C1=0 THEN LET A=A+10: GOTOD 2%0

00450 IF K1%=" " AMD T=A THEN LET Z=Z+50: @=Q@+1: PRINT"": T=INT(RND¥100):REM pri

nt"" is actually print"{control G)"

00440 IF Kig="H" OR Ki$="h"THEM LET Z=Z-% ELSE 290

00470 HIRES: FLOT 78,48 TO 78,142 TO 282,142 TO 282,48 TO 78,48

00480 Y=140-10%INT(FLT(T/10)): X=80+20%(T-10¥INT(FLT(T/10)))

00490 SET X, Y:SET x+1,¥: SET X+1,¥Y+1l: SET X,Y+l

00500 E=140-10¥INT(FLT(A/10)): D=80+20%(A-10¥INT(FLT(A/10)))

00510 SET D,E:SET D+1,E:SET D+1,E+1:SET D,E+l

00520 FOR G=1 TO &:RESET D,E:RESET D+1,E:RESET D,E+1:RESET D+1,E+1:PLAY 0,4:SET

D.E:SET D+1,E:SET D+1,E+1:SET D,E+1:PLAY O,4:MEXT G

00530 CLS: LORES: GOTO 290

00540 CLS: POKE 220,111: IMVERSE: CURES12,8: PRINT "CONGRATULATIONS®

00550 MORMAL: CURS12,12: PRINT "Your score is " Z

00560 DATA 1001,1,101,11,1001,111,1011,1001,111,1011

00570 DATA 1110,1100,11,1100,100,101,100,0,101,110

00580 DATA 1001,111,1010,1011,1001,101,11,1010,1101,11

00590 DATA 1010,1001,110,1010,1010,1011,1110,1010,1011,1010

00&00 DATA 1000,0,11,1100,0,0,101,100,10,1010

00&10 DATA 1010,1110,1100,101,0,0,101,111,1010,1010

00620 DATA 1000,101,101,101,10,1010,1011,1001,100,10

00430 DATA 1010,1101,1,101,10,1100,10,1100,111,1010

00440 DATA 1010,1001,110,1011,1100,111,1100,101,111,1010

004650 DATA 1100,100,101,100,101,101,101,101,101,110
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MAZE RACER

See how far you can get with this

real time puzzle game. I've found
that if you're not too good the
losing tune will drive you crazy!

F. Gonzalez

Edinburgh SA

00100
00110
00120
00130
00140
00150
00160
00170
00180
00190
00200
00210
00220
00230
00240
00250
00260

ELSE
00270
00280
Q0290
00300
00310
00320
00330
00340
00350

CL3: F=0

PRINT "@ = uUp"

FRINT "A = DOWM"

PRINT "@ = LEFT"

FRINT "\ = RIGHT"

FLAY 0,32

CcLsS

LORES

PLOT 0,0 TO 98,0 TO 98,36 TO 14,36 TO 14,12 TO 70,12 TO 70,24 TO 42,24
PLOT 98,42 TO 0,42 TO 0,6 TO 84,6 TO 84,30 TO 28,30 TO 28,18 TO S&,18
¥=0: ¥=3: A=1:! B=0

SET X, ¥

IF PEEK(258)=17 THEN 270

IFPEEK (258)=1 THEN 280

IF PEEK(258)}=0 THEN 2%0

IF FEEK (252)=28 THEN 300

HEX4AL Y=Y4+B: IF X=120 THEN LETF=F+l: GOTO 330 ELSE IF POINT(X,Y) THEN 310
210

ouT 2,584: ouTt 2,0: B=1: A=0! GOTO 2&0

OUT 2,64: OUT 2,0: B=-1: A=0: GOTO 2&0

OuUT 2,64: OUT 2,0 B=0: A=-1: GOTD2&0

OuT 2,64: OUT 2,0: B=0: A=1: GOTO 2&0

CURS 30,8: PLAY 5,5;5,5;5,2:5,6[8,5;7,2!7.515,2;5,514,2:5.5

PLAY 0,32: GOTO 100

CLS

LORES: IF F>1 THEN 400

FLOT 0,40 TO 30,40 TO 30,24 TO 10,24: PLOT 30,40 TO 60,40 TO 60,24 TO So0,2

4: PLOT 40,24 TO 40,8 TO 10,8

00360

PLOT 60,40 TO 80,40 TO 80,8: PLOT 80,40 TO 100,40 TO 100,8: PLOT 20,32 TO

0,32 TO 0,14 TO 40,16 TO 40,32 TO 50,32

00370

PLOT 40,16 TO S0,16: PLOT 0,1& TO 0,0 TO 70,0 TO 70,32: PLOT 70,0 TD 90,0

To 90,32: FLOT 90,0 TO 100,0

00380
00390
00400
00410
00420
00430
004490

X=0: ¥Y=Y¥-3: A=1: B=0

GOTO 210

IF F:2 THEN 440 ELSE PLOT 0,0 TO 40,0 TO 90,14:PLOT 0,10 TO 20,10 TO 90,32
»=0: ¥Y=5: A=1: B=0

GOTO 210

LORES: CLS: IF F>3 THEM S20

FLOT 0,5 TO 0,47 TO 100,47: PLOT 0,20 TO 75,20 TO 75,10: PLOT 12515 TO 12,

0: PLOT 24,20 70O 24,5: PLOT 36,15 10 36,5 TO 84,5 TO 86,25

00450

PLOT 0,0 TO 100,0 TD 100,42: FLOT 12,25 TO 98,25 T0 98,43: PLOT 86,47 TO @

4,30 TO 79,30 TO 79,47: PLOT 36,37 TO 63,37 TO 63,30 TO 0,30

004g4 40
34,40
00470
Q0480
00490
00500
00510
00520
28,12
00530

PLOT 75,25 TO 75,40 T0 12,40 TO 12,34 TO 60,34: PLOT 12,43 TO 24,47: PLOT
TO 43,44: PLOT 43,43 TO 75,47

FLOT 48,8 TO 48,17 T0O 63,17 TO 3,8 T0 48,3

¥=0: ¥=3: A=1: B=0

GOTO 210

IF F>4 THEN S70

CLS: LDRES

PLOT 0,0 TO 119,0 TO 119,36 TO 0,36 TO 0,4 TO 105,4 TO 105,28 TO 28,28 TO
TO 77,12 TO 77,20 TO Sé,20

PLOT 0,2 TO 112,2 TO 112,30 TO 21,30 TO 21,10 TO 84,10 TO 84,22 TO 49,22 T

0 49,18 T0 70,18 70 70,14 TO 35,14 TO 35,26 TO 98,26 TO 98,6 TO 7,46 TO 7:.34 TO i

12,34
00540
00550
00560
Q00570

PLOT 119,32 TO 14,32 TO 14,8 TO ?1,8 TO 21,29 TO 42,24 TO 42,146 TO &3,18
®=0: ¥=1: A=1: B=0

GOTO 210

REM
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HORSE RACE el R R S G

¥
Horse Race, as its name sug- 0a12¢ PEM NEXEEE X ¥ X¥EX % Py
gests, is a horse racing program @@136 REM ¥ K7 e, ST T
for the Microbee. It features ex- @a@14@ REM * i e S e I
cellent PCG graphics and can z:izg i’é’: sl (i DYRETOr e
handle up to six players. To play ol ip e R e DR
the game, enter the number of e e R L T e
players and their names and @a319a8 REM * x ¥ x » * »
start betting. The game ends ae2@a REM « ¥ X wRE xEEE
when all players are broke or all @921@ REM
but one are broke 290226 REM BY SEAN MACHIN 1986
» b a0236 REM
et _determmes whether i a@z4@ REM FOR THE MICROBEE
horse wins or not? It's a combi- Sa5eaEek
nation of the horse’s odds and @@7240 SD&:SPEED@:CLS:CLEAR:RESTORE: POKE 220,85:REM ERASE CURSOR
randominity. Line 820 in the pro- @@27@ DIM H1(5),0(5) ,P(S,2)
gram controls this. You can also @286 CLS:CURS2@: INVERSE:PRINT" H OR S E RACTING *:NORMAL
change the horses’ names by §3§§§ EEZ;=311?1?-pEM READ HORSE'S NAMES
chanwngthedaniat“ne1I60tp @319 D(I)=INT(RND¥15) +8:REM GIVE THEM EACH SOME RANDOM ODDS
1180 — but be sure there are six @032 NEXT1
names in total! 99330 PESTORE 12@@:FORI=@ TO S:FORR=1 TO 2:READ P(I,R):INEXTRINEXTL
S. Machin @@=4@ POKE 22@,44:CURS 2@,5: INPUT*HOW MANY PLAYERS ARE THERE?"iPI
Lismore Heights NSW @a@Is@ TF P1<1 THEN 348 ELSE IF P1>&:CURS 1&,7:PRINT"SORRY, YOU ARE ONLY ALLOWED

& PLAYERS":GOSUB1148:CURS 1,7:PRINT[A&Y 321:60T0 348
@e3a@ P2=F1L
@e37@ DIM PA(INT(P1Y),AB(INT(P1)),BA(INT(P1)) ,HECINT(P1)) :RO=RND¥400+58&
fa38@ FORI=1 TO INT{(P1)
@eI9¢ CURS S, 1+8:PRINT"ENTER YOQUR NAME PLAYER"§I" "}
@94@@ INPUT PESII):IF P@S(I)="" THEN 390
@g416 AG(1)=RE:BA(1)=G:HA (1) =0
@428 NEXTI
@@43@ CLS:POKE 226,85
i $A44@ CURS2@: INVERSE:PRINT" H O R S E RACTNG ":NORMAL
e @9458 PRIMNT"TODAY's SIX HORSES AND THEIR 0DDS:-"
o @@440 FORI=@ TO S
Geq47@ IF O(I1<¢1:0(I)=1 ELSE IF O(I1)>25:0(1}=2%
@488 PRINT"HORSE NO.";I+1,""**;HI®({I)j"** ":CURS3B, I+3IPRINTII4 O(I) 15" TO 1

a@q49d MEXTT

ga50d FORI=1 TO INT(PZ2}

F@51@ IF INT(A@{I))<1 THEN 57&

#9520 POKE 220,64:CURS 1,1@:PRINTIA&43 321:CURS 1,18:PRINT P@®(I1)*, YOU HAVE "IF
8.6 AGI(TII1" HOW MUCH ARE YOU WILLING TO BET";:INPUTB@(T):POKE 22@,85

@@53@ CURSL,11:1IF BE(I)}>A(I):PRINT"YOU DON'T HAVE THAT MUCH! " :GOSUB114@:CURS 1,
11:PRINTLASE 321:607T0 520

gas4@ CURSL,11:1IF BA(I1)<1:PRINT"YOU HAVE TO BET SOMETHING! ":GOSUBL14@:CURS 1,11:
PRINTLAS® 321:60T0 526

#9558 POKE 220,64:CURS 1,11:INPUT"WHICH HORSE DO YOU WANT TO BET ON";H@(1):POKE
229,85

PPS48 CURS 1,12:IF HE(I'<{1 OR H@(I)>&:PRINT"NO SUCH HORSE!":GOSUBL148:CURS 1,12:
PRINTLAS® 321:G0T0 55

@@S7@ CURS L,1@:PRINTLALZ28 32]1:NEXTI

9G58@ CURS 29, 13:PRINT"ARE ALL THE BETS CDRRECT?"

20593 KI1S=KEY:IF Ki1%="" THEN 5%9@

fALAE@ 1F KI1S="N" OR Ki®="n" THEN 43@

@@61@ CLS:MORMAL:N=1:POKE 229,27

@428 CURSZ2G:PRINT" H O R S E FRACING T":GOSUB 1038@

#0467@¢ RESTORE 120@:FORI=@ TO S:FORR=1 TO 2:READ P(I,R)INEXTRIMNEXTI

#6649 PCGIFORI=3 TO 13 STEP 2

99458 CURS4, I:PRIMT"IICD"

aas6F ME¥TI

fEA7E FORI=3 TO 13

86489 CURSH6F, 1:PRINT"K”

PA&F@ MEXTT

fazaa NORMAL

fa71@ FORI=3 TO 13 STEP 2

Ga72¢ CURS1, I:PRIMTN:MN=N+1

G873 MNEXTI

@e740 M=@:FORI=4 TO 12 STEP 2

A@7Se CURSE, I:PRINT [ASS 2941

Ga76@ MEXTI

Aa7?7d@ PLAY 25,4;29;?4:23;22{21;?4123:22{21,4]5[16;17!14!l5l12113313.9iﬂ,4

@a78@ CURS1, 15:PRINT"AND THEY'RE OFF!"

@e79@ FORI=3 TO 13 STEP Z2:CURS&, I:PRINT" "INEXTI

@aged IF P(N,1)>54 THEN 85@

ees1a M=N+1:IF N>S:N=9

@a828 PI(M,11=P(hN, 1) +INT (RND¥3+25/FLT{OIN) ) %.04) :REM ALGORITHM TO WORK OUT HOW FA
PR FORWAD EACH HORSE GOES

@g83@ GOSUR 1049

agg4@ GOTO 298

@PRSE CURSL,14:PRINTLALZS 32]

D
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@0860 CURS1,1S:PRINTHIS(N) " WON'"
90878 PLAY 14j12;16318512516514,4

@@880 GOSUBR1140

@@89@ N=N+1:CLS:INVERSE:!CURS 28, 1:PRINT"-~-=== THE RESULTS ===---"\\:NORMAL
@968 WE=@:FORI=1 TO INT(P2)

80910 IF INT(AGII))<1 THEN LET W@=W@+1:G0T0 94¢ ELSE PRINT POS(I)" =

@@92¢ IF HO(I)COFLT (N):PRINT"LOST ®"INT(BA(T));:AA(I)=AG(I)-BA(T):IF ABITIC1:P1=
PL-1:PRINT* ¥>3>> YOU ARE BROKE'":W@=W@+| ELSE TF HE () COFLTIN) IPRINT",  yOU NOW
HAVE $"[F8.@ AG(1))

@e93@ 1F INT(HE(1))=N:INVERSE:PRINT"WON "[F7.0 BA(TI¥FLTIO(N-1))1" YOU NOW HAV
E S";:AG(I)=AG(II+FLT(O(N-1))¥B@(I):PRINT [FR.@ AG(T) I:NORMAL

26948 NEXTT

@958 IF W@<P2-1 THEM 99¢ ELSE LET [=a

@e9&a IF Wa=P2 AND P2>L:PRINT\\"YOU ALL LOST'":POKE 22¢,111:END ELSE IF W@=p2:PR
INTAL“YOU LOST":POKE 226,111:END

@g97¢ I=I+1:IF AG(I)<1 THEM 97@

@e98@ IF P2<>1:PRINT\\"CONGRATULATIONS "PO%(I)", YOU ARE THE WINNER'®:POKE 22@, 1
11:END

2699¢ GOSUBL14@

@190@ FORI=@ TO 5

@L21a IF I+1=N:0(I1=0(I)-1 ELSE LET O(T'=0(1)+1

1628 NEXTT

@1@3e GOTO 43@

@1946 IF PN, 1)>S7:P (N, 1)=57

@165@ CURSP(N,1),P(N,2):PCG: T@=RND

@124@ IF TOC,S:PRINT" ABCD" ; : NORMAL : PETURN

A1876 PRINT" EFGH" ; : NORMAL : RETURN

@198@ RESTORE 1229

g169a FORI=-1@a8 TO -817

@110 READA:POKE I,@

@111@ NEXTI

#1120 FORI=-1S36 TO -1521:POKE 1,@:NEXTI:RETURN

#1130 REM WAIT FOR KEYROARD INPUT

@114@ IF KEY="" THEM 1146 ELSE RETURN

@1156 REM DATA FOR HORSE’S MAMES

@116@ DATA"REDSKIM", "PRINCE DANIEL"

@117@ DATA"ODYSSEY","MR T.","GOND VICTORY"

@118@ DATA"FIGHTING FURY"®

@11°@ REM HORSE STARTIMNG POSITION DATA

21208 DATA 7,3,7,5,7,7,7,9,7,11,7,13

@121¢ REM PCG DATA

91226 DATA @,0,0,0,0,0,15,48,80¢,168,68,7,12, 16, 33,98

@1236 DATA ©,0,0,4,0,7,248,0,0,0,254,33,192,129,4,0

@124¢ DATA ¢,0,9,0,9,255,0,0,0,0,7,254,1,0,0,6

@125@ DATA ©,9,32, 9,849, 136,52,5@,1, 255,29, 138,44, 16@, 144, 44
01260 DATA ©,0,d,0,6,0,15,48,86,40,72,39,2,1,9,0

01276 DATA ©,9,0,9,0,7,248,0,0,0d,254,97,32, 144, 140, 192
@128@ DATA @,0,0,0,@,255,9,0,0,0,7,254, 36,66, 129, 134

81290 DATA @,@,64,16@,176,8,52,50,1,241,15,0,0,0,d,0

#138@ DATA 255,163.184,168,128,194,169,184,128,187,162,163.1?8,1’@,128,255
#1316 DATA 244,88, 168,87, 147,85,107,127,1,221,17,221,3,172, 8, 248

@1320 DATA &@,52,44,52,44,52,44,52,44,52,44,52,44,52,44, 49

@133¢ DATA @,0,0,9,9,255,102,102, 102,102, 12, 182, 162, 102, 124, 255
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AEB5E CLS:PRIMT

TPhiIs(ngcfgrﬁ “%l?ul(}v]? o 09068 PRIMT, "PICK A CARD FROM AH DRDIMARY PACK."
puter to select any [andom]y 95355 FEIHTJ”HHSHEF MY STHTE”EHT% HHD I HILL"
chosen card from a standard @0a7a PRINT,"SELECT THE CRRD THAT YOU HAYE CHOSEN"
deck. The player just has to an- AER38 PRIMT
swer 'yes' to the computer's Q219 PRINT,"HAVE YOU SELECTED A CARDT"
statements as they appear on the AR165 IMPUT" PLEAZE TYFE YES OR HO."Ro4%
oy e 23119 IF ASC(ABE)= 32 THEN 280

[ seactis i how the opera: 99115 IF ASCCAGS)= 72 THEN 125

tor uses the space bar when an-

; ; A9126 PRIMT., "ILLEGAL EMTRY., FLERSE TYPE YES OR HO"
swering. If the space b sed,
e e liogra will bianch to 09125 PRINT, "I WILL THINK FOR A WHILE "
the appropriate routine. RE126 GOSUB 1688
For example, if the chosen @a130 PRINT, "UMTIL YOU’RE EERDY"
card is black, then the answer to AA135 GOSUB 1840
'Have you chosen a card? will be ga140 CLS:GOTO 29
i Aot space), This Wil 09260 IF LENCARS)<>3 THEH 309
cause the next statement, line é5995 cOSUB 1008
" I ) '>| T’ '3
ol s S A216 IMPUT" YOUR CARD IS RED, CORRECT? "AA%
Run the program and study Aazi1 IF LEM(ARE )L >3 THEM 254
the listing and you will soon see 28215 5 = 1
its operation. When you've got it ARZ28 GOSUB 14008
gg:; I8 will confound your AA225 INPUT" YOUR CARD IS A DIAMOHD "RA%
The éub-routine at line 1000 is G@?.E@ EDIGﬁ4g@
QazIe 5 = 2

simply a ruse to waste time in

order to give the player the op- 80235 GDSUB 1200

ponunity to think about his or 0926@ INPUT" YOUR i:ﬁPD Ig fl HEHPT "Hi%
her replies to the computer’s AR265 GOTD 468
statements. : gazea GOsSUBR 1088
A. Birmingham 26385 IMPUT" YOUR CARD IS BLACK, RIGHT? "AD%
Baulkham Hills NSW #R318 IF LEMCAB%)<{:3 THEH 2356
AE315 5 = 3
aFzza GOSUR 196
AA325 IMPUT" YOUR CARD I5 A CLUE 'A%

aa33@ GOTO 499
@a35a GOsSUB 1908

B335
A3358
A@460
08485
22405
A2487
aE4@3
29418
AR415
nR4208
AR425
39430
5A435
na443
83475
aR4aa
AA436
aA5aa
a95a3
AA518
aa315
08558
09553
pasae
BAGKaS
RASH2
Aec1A
AR615
(s [alelt)

5=4

IMPUT" YOUR CRED IS
IF LEH{AB% )< >3 THEM
GOSUR 1868

INPUT" YOUR CARD I35
IF LEM(A@® <=2 THEH
GOSUE 1068

IMFUT" YOUR CARD 1%
IF LEMCABH 332 THEH
GOSUB 1688

IHPUT" YOUR CARD IS
IF LEHCR®@H <33 THEH

Y o= 2
GOTO 1509
Y o= 3

GOTO 15949

GOsUB 1882

IHRUT" %QUR CARD IS
IF LEM(A% <3>3 THEH
Y =4

GOTO 15929

Yo= 3

GOTO 1598

GOSUB 1989

IMFUT" VOUR CARD IS
GOSUE 1260

IF LEHCAB% X2 THEH &

IHFUT" YOUR CARD I3
IF LEH¢ A% <3 THEH

A ZPACE
7aa

2 0OR LESS
€60

A2,3.4.0R 5

424

iz aerR 3
475

AE.7, OR B

A6 07

"RA%

"RE%H

"AO%

"H“35

"R

JIHB$

"AA%
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AEs25 Y = &

BEE3E GOTO 1594

BAE33 ¥ = 7

ARc48 GOTO 15600

AR5 Y=2

BasE2 GOTO 1598

aarTea GOSUR 160

QG7AS IMPUT" YOUR CARD IS R 9 OR GREATER"AGS
Aavia IF LEN(RE®>C>3 THEH 247

AE715 GOSUB 1@9a

Aa7za IHPUT" YOUR CRRD IS A 2,16, 0.0R @ "ARE
Bar2i GOEUE 1AGa

Ba725 IF LEHCAG% S>3 THEM 8
AG738 IMFUT" YOUR CARD IS A
@735 IF LEMCAO% ) >3 THEH 75
aErd4s Y = 3

aEv43 GOTO 1506

aErsa Y = 1@

Qa7ES GOTO 1504

A
2 0R A "AQE
]

[EcEE THRUT" YOUR CARD IS A J OF @ "Rias
23305 IF LEM(RE%)>C >3 THEH 20@

AEz18 ¥ =11
A8315 GOTD 1596
aE9ea v = {32
ga28s5 COTO 1560
AE548 GOSUE 1600

Aa250 IHPUT" YOUR CARD IS A I OF A "AR%

80251 IF LEHCAES Y>3 THEH 275

ARSSZ Y= 13

ARZS5 GOTO 15649

BEsars Vo= 14

BESTS GOTO 1566

g1ess FOR I=1 TO 1894

21818 HEXT I:RETURH

A1596 GOSUR 1paaG

B15AZ GOTO 15@8 +vi5

A1518 COSUR 16Ga

A1511 FRIMT" TWO BF ";

61512 GOTO 17083

1515 GOSUR 1&66

@1516 PRINT" THREE 0OF ;

a1517 COTO {7RG

81526 GOSUR 1560 B1S58 FRINT " JACK oF ";
21521 FRIMT" FOUR OF "; 21557 GOTO 1764

@1322 GOTO 1788 A1568 GOSIR 1650

A1525 GOSUR 1580 21561 PRINT " GUEEH OF ";
G152€ FRINT" FIYE OF "; A1562 GOTO 1706

1527 GOTO 1798 A1565 GOSLE 1560

#1533 GOSUR 16@0 15366 FRINT " KIMG OF ";
1531 FRIMT " &SI OF "; B1587 GOTO 17ga

A1532 GOTO 1766 A1578 GOSUB 16@3

21535 GOSUR 158@ A1571 FRINT" ACE OF ";
B1536 FRIMT" SEYEH OF " 1572 GOTO {709

A1537 GOTO 1790 B16AG FRIMT" YOUR CARD IS THE";
61542 GOSUBR 15008 A16a1 RETURH

81541 FRIMT " EIGHT OF "; @17ER COTO 1708 +515
G1542 GOTO {788 81705 FRINT"DIAMOHDS "~
01545 GOSUR 1560 @17H8 GOTO 180

31546 FRIMT" WIME OF "; @1719 FRIMT"HEARTS"
G1547 GOTO {708 A1711 GOTO 1860

21558 GOSUR 166@ A1715 PRIMT"CLUBS" .
A1551 FRIMT " TEH 0OF "; B1716 GOTO {869

@1552 GOTO0 179G 01728 FPRIMT"SPADES"
A1555 GOSUE {sam A1E266a EHD
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MICROBASE

This program allows you to use
your computer as a super effi-
cient filing system. You can file
cards, edit them or search for a
word or part of a word on any
card.

With Microbase you can ‘tailor
make’ your own filing system as
long as you use 10 headings or
less on each card. You are not re-
stricted by set headings. Each fil-
ing system is stored along with
its cards as a machine language
file, so that you can load and use
one filing system after the other.

Microbase has a main menu
and a card menu. The main menu
allows you to —

1. Set up a new system.
2. Load system files

3. Save system files.

4. Flick through files

5. Search.

6. Insert new card.

7. Print entire system.
8. Retrieve stores files.

The card menu will allow you
to flick backwards (<a), flick for-
wards (>s), stop at that card
(pause), print out that card
(hardcopy). alter that card (edit),
return to the main menu (menu),
remove that card (delete), or
continue searching (cont).

To set up your own filing sys-
tem, you simply choose option 1
from the main menu and answer
the questions. The main heading
that you are asked for is the
heading that will contain the
card entry to be alphanumeri-
cally sorted.

Once the parameters for your
system have been set, you will be
returned to the main menu. From
there, you should choose option
6 to insert your first card into the
system. You then need to enter
your information under each
heading. When that card is com-
plete, you will be shown the card
with the card menu at the top of
the screen. You should now
press M to return to the main
menu and insert a new card.
Each new card is inserted in its
correct place according to the in-
formation under heading 0 (the
main heading).

When you have finished insert-
ing all your cards, you should
flick through them, controlling
the flicking with the keys A (left),
S (right), and P (pause). (The A
and S are a remnant from the
MC-10 which has arrows on
these keys, but there should be

@ CLS:CLEARZS0D,27000:G0SURS0Q

1 CLS:PRINT"MICROBASE FOR THE CO
co— BY G.POLLOCK JAN 'B&
2 GOTO10

3 FORSV=1TO33:FORT=1TOZ0OA:NEXTT
tCSAVE"MCBASE" :PRINTSVINEXTSV:IEN
D

1@ PRINT:PRINT" CHOOSE" :PRINT

15 DL=500:MC=100

20 PRINT"1.SET UP NEW SYSTEM"

3@ PRINT"Z.LOAD SYSTEM FILES"

4@ PRINT"3.5AVE SYSTEM FILES"

58 PRINT"4.FLICK THROUGH FILES"
&@ PRINT"S.SEARCH"

7@ PRINT"&. INSERT NEW CARD™

8@ PRINT"7.PRINT ENTIRE SYSTEM"
85 FPRINT"8.RETRIEVE STORED FILES
9@ GOSUE4800

100 N=VAL(I%)

118 ON N GOTOL1200, 2000, 3000, 4000
» 5000, 5200, 7002, 2000

120 GOTO1

500 DIMA%(1@, 100):DL=500:MC=10a@:
RETURN

120@ REM SET UP

1005 CLS:CLEARASAD, 27000 : GOSUESA
%]

10210 CLS:INPUT"SYSTEM NAME" jNM$
1015 PRINT"MAIN HEADING "3 :GOSUB
1500:A%{0,Q)=1Ks

1@20 INPUT"HOW MANY OTHER HEADIN
G5" §NH

10380 FORI=1TONH

1040 PRINT"HEADING#"3I35:GOSUERLSR
B:AS(I,D)=1IK%

1@05@ NEXTI

1040 GOTO1

15080 IK$="":PRINTCHR$:(128)3

151@ GOSUER4300

1520 IFI%=CHR$(13) THENPRINTCHRS(
8) :RETURN

153@ PRINTCHR$(8);I$5CHRS$(128);
1540 IFI$=CHR$(8)THEN1S550

1550 IK$=IK$+1%:G0TO1510

1560 IFIK®=""THEN151D

157@ IK®=LEFT${IK$,LEN(IK$)-1):G
OTO1510

2000 REM CLOADM

2010 CLS:CLEARSLSEQ, 29000 :G0SURS0
a

2020 INPUT "FILENAME" ;NM$

2030 PRINT"PRESS PLAY OM TAPE"
2040 CLOADM MME

2850 SOUNDIQQ@, 2

2040 CLS:PRINT"SORTING FILES"
2062 FORT=1TODL:NEXTT

2065 POKEALS4F7,0

2070 M=29000

2075 M=M+1

2080 M=M+1:IFPEEK(M)=RTHENZ2110
ZR90 pNME=NME+CHRE ( PEEK (M)

2100 QOTOZBE0

Z11@ M=M+1:NH=PEEK (M)

2115 M=M+1

2120 FORJ=0TOMC

2130 FORI=@BTONH

2140 M=M+1:IFPEEK{MI=OTHENZ145
2150 AS(I,J)=A%{I,J)+CHR${PEEK (M
2

2160 GOTOZ140

2165 IFPEEK{M+1)=AQTHEMHC=J :POKEL
5454, 0:G0TO1

2178 NEXTI

2180 NEXTJ

300G REM CSAV

3010 CLS:PRINT"PLEASE WAIT"

3012 FORT=1TODL:INEXTT

3@15 POKEAS497,0

3020 M=27000

3030 M=M+1

3040 FORI=1TOLEN(NMS)

3050 M=M+1:L$=MIDF(NMSE, 1,1}
3B4@° POKEM, ASC(L$)

3070 NEXTI

3080 GOSUER39%9

3090 M=M+1:POKEM, NH

3100 GOSUB39%9

3110 FORJ=@TOHC

3115 IFA$(Q,J)=""THEN318@
3117 FORI=@TONH

3118 IFAS(I,J)=""THENA$(I,J)=" "

3120 FORK=1TOLEN(AS(I.J))

3140 M=M+1:LE=MIDH(A$(I,J),K,1)
3150 POKEM,ASCIL%)

3160 NEXTK:GOSUBHEF9F

3170 NEXTI:NEXTJ

318@ GOSUBR3I997:GOSUBIFT?

3190 SOUNDZ@@,3

3210 M=M+1

3215 POKE&LS495,@

3270 PRINT"PRESS RECORD AND ANY
KEY*

3280 GOSUR4BOD

3290 CSAVEM NME,27000,M, 17020
3300 S0UND10@, 2

3310 INPUT"SAVE AGAIMIY/N)"3;5A%
3320 IFSA$="N"THEN1

3330 GOTO3Z90

3999 M=M+1:FOKEM,@:RETURN

4@0@ REM FLICK THROUGH

4@01@ J=1:DL=500:FL=1

4020 GOSUB4SQQ:FORT=1TODL :NEXTT*
GOSUB4@30:G0TO4D50

4030 I$=INKEY$

4@35 IFIs="P"THENGOSUR4SDD

4@36 IFI%="M"THENIL

4040 IFI$="3"THENFL=1:G0TO402@
4@5@ IFI$="A"THENFL=-1:G0TO4088
4052 IFI$="H"THENGOSUB44&D@: GOSUR
4800

4@54 IFI$="E" THEN47020Q

4@546 IFI%="D" THEN470@

4058 RETURN

4@40 REM

40840 J=J+FL:IFJ>HC THENJ=1

4@5@ IFJ<1THENJ=HC

4100 GOTO4QZE@

4500 REM SCREEM DISPLAY

4510 CLSO:PRINTA&4,NME;" tCARD" 5J

4520 PRINT

4530 FORI=ATONH

4540 PRINTIGA®(I,@)3":"jAS(I,J)
4550 NEXTI

4560 PRINTA@, "<ais>:pAUSE:hARDCO
PY:eDIT:mEMU: dELETE:cONTINUE"
4570 RETURN

4460@ REM HARDCOPY

44610 PRINTH-2,NMS5" :CARD" 3J
4620 PRINTH#-Z2,""

4630 FORI=@TOMNH

4640 PRINT#-2Z,IiAS(I,@)5":"5A%(1
yJ

44650 NEXTI

44655 PRINTH-Z,"
446560 RETURNM
47@3@ REM EDIT
4705 PRINTA@,"" :PRINT:PRINT
4710 PRINTaQ,"": INPUT"WHICH HEAD
ING NUMBER" I,

4715 IFI<1THEN4710

4720 PRINTI;AS(I,.@)5":"3

4730 GOSUBLISBO:A$(I,J)=1IK$

4740 GOSUB45D0:GOSURS1Z20:GOTO474
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no confusion since all options
are shown on the screen.) If you
find a mistake on one of the
cards, you can edit it by pressing
E when the card is displayed. In
edit mode, you just need to enter
the correct information for the
desired heading.

The next stage is to save the
system and file cards to tape.
this is done from the main menu
and the file is CSAVED under the
system name.

Once this is done, you can
load and update the filing sys-
tem at any time. Searching for a
word, phrase or part of a word
within the filing system is simple
and fast. You can ask the com-
puter to search through all en-
tries for an individual heading or
through the entire system Once
the card is found, it is displayed.
Pressing C will allow the search
to continue for other cards with
the same string in them.

If you have to BREAK and
SKIPF to find a spot on the tape,
then you should re-enter the pro-
gram with GOTO | <ENTER> . If
you RUN the program then the
files will be cleared. If you forget
and RUN instead of GOTO 1,
then all is not lost. You may be
able to retrieve the files using
OPTION 8 from the main menu.
Note that triple speed pokes are
found in Lines 2065, 2165, 3015
and 3215

Grahame Pollock
Minto NSW

]

4800 I$=INKEY%:IFIg$=""THEN 4800

4805 SOUND1,41

4810 RETURN

490@ REM DELETE

49@5 PRINTA@, "" :PRINT:PRINT

491@ PRINTa@, "DO YOU WANT DELETE
THIS CARD(Y/N)"

4920 GOSUR4B800@

4930 IFI$="Y"THEN4950

4940 GOSUR4540:G0TO4800

4950 FORMV=J+1TOHC

4968 FORI=OTONH

4970 AS(I,MV-1)=A%(I,MV)

498@ NEXTI:NEXTMY

4985 FORI=BTONH:A$(I,HC)="":NEXT
x

499@ HC=HC—-1:GOTO04940

50@0 REM SEARCH

5002 CLS:PRINT:PRINTNMS

5004 FORI=@TONH:PRINTI;A%(I,D):N

EXTI

5@@6 PRINTNH+13;"ENTIRE SYSTEM"

5810 PRINTa@,"WHICH HEADING NUME

ER" 3 :INPUTI

5@15 II=I

5220 INPUT"SEARCH FOR WHAT" ;SHS
S@23 IFI=NH+1 THENSZOQ@

3027 GOSUBSD30:GOTOL

3@3@ FORJ=1TOHC:PRINTA0,J

5835 I=I1

SP4@ IFLEN(SHE)*LEN{A$(I,J))THEN
5080

5@5@ FORK=1TOLEN(AS(I,J))}-LEN(SH
$)+1

S@5@ IFMIDH(AS(I,J),K, LEN(SHS) )=
SH$ THENGOSUBS100

5870
5080
5090
3100
5120
5130
5200
5210
5220
5230

NEXTHK

NEXTJ

RETURN

GOSUB4500
GOSUB4800: GOSUBR4B3S
RETURN

FORI=1TONH
GOSUB5@30

NEXTI

GOTO1

4@0@ REM NEW CARD
&01@ CLS

4@20 PRINTE64,NM$:PRINT

6048 PRINTQO;AS(0,0) 3" z";
&@50 GOSUBR15@@:NCH=1KS

6040 FORJ=@TOHC:PRINTA0, J+1:PRIN
Ta140@, ;

6B65 IFNC$=A%(0,J) THENPRINT" ALRE
ADY IN FILE":GOT0&B20

6070 IFNCH<A$(QR, J+1) THENSZ20D
&@B75 IFA$(D,J)=""THENS 100
6080 NEXTJ

6090 HC=J

5100 A$(0,J)=NC$

6110 FORI=1TONH

6120 PRINTIGAS$(I,0)3":";
6130 GOSUB15@R:A$(I,J)=IK$
6140 NEXTI

6150 GOSUB4500:GOSURS 120
6160 GOTOL150

6200 FORMY=HC TOJ+1 STEP-1
£210 FORI=@TONH

L2220 AS(I,MV+1)=AS(1,MV)
6230 NEXTI:NEXTMY

5240 J=J+1:HC=HC+1

6250 GOTO6100

7@00 REM SYSTEM PRINT

7010 FORJ=1TOHC

7020 GOSUB4&DD

7@30 NEXTJ

7040 GOTO1

8000 REM RETRIEVE

8010 CLS:CLEAR&LS00,25000:G0OSURSE
4]

8020 GOTOZDSD

ADVENTURE
WITHOUT A
NAME

For the TRS80 — all you'll need

to know is given in the program.

A. Sumner
Aberdeen NSW

1100, 1130, 1160, 1180, 1200, 1230, 1250

1 REM ##%#%# ADVENTURE WITH NO NAME**%
Z REM #FOR COMMODORE LINE240 MUST READ#*

S REM * IFESB“‘ "THENL1=L1-1:A1$=LEFTS(AS, L1):6GUTO 250
4 REM #* CDMMUQH:HILL NEED ANOTHER LINE

S REM * Z4& GOTD 220

6 REM 0 3 0

10 RM=1

0 SW=0:RP=0 iGL=0:EH=0: BN=0:KE=0: BX=0

100 ON RM GOTO 1000, 1020, 1050, 1280, 1080,

Z00 INPUTAS

210 Li=0

Z20 Ll1wL1+1:IF L1=LEN(A%$) THEN As=As+" *

230 E$=mMID® (A%, L1, 1)

240 IFB$=" "THENL1=L1-1:A1$=LEFT$(A%, L1)ELSE 220
Z50 AZ$=RIGHT$ (A%, LEN(A%$)-L1-1)

300 IFA1$="NORTH" THENZOOQO

10 IFAL$="SOUTH"THENZ2100

SZ0 IFAL$="EARST"THENZZ200

330 IFAL$="WEST"THENZ300

340 IFAL$="GET" THEN Z400

350 IFA1$="TOSS"THEN 2500

360 IFALI$="LOOK" THENZEOO

370 IFALS="CLIMB"THEN 2700

380 IFALS="GEAR" THENZB8O0O

330 IFAL$="ROW" THENZ300

400 IFAL$="0PEN"THENIOOQ

410 IFA1$="DROP"THEN3100

420 PRINT "1 DON’T UNDERSTAND. " :GOTO100
1000 PRINT "YOU ARE AT THE ENTRANCE OF THE CAVE"
1010 FRINT "CAVE BGOES ERST. " :GOTOZ00
1020 PRINT "YOU ARE INSIDE THE CAVE. THERE IS A LIGHT"
1030 PRINT "IN THE WEST. A FPASSAGE LERDS SUUTH AND A"
1040 PRINT "DODR TO THE EAST.":GOTOZ0OO
1050 FPRINT "YOU ARE IN A DESERTED CAVEKN, THERE AHKE"
10680 FPRINT "BOATS HERE AND PASSAGES HEAD

NORTH AND EARST. "

60



TRS80/CoCo PROGRAMS

1070
1080
1030
1100
11i0
1120
1130
1140
1150
1160
1170
1180
1190
1200
1210
1220
1230
1240
1250
12€0
1270
1280
1290
1300

1500

2103
2104
2105

2200

2450
2480
z 4]

ZE10
2620
2700
2710
2120

ZIE0
2800

SOZ0

100

GOTO 200

FRINT “¥YOU ARE IN A RUOM. THERE IS A RIVER RUNNING"
FRINT "THROUGH IT AND A PASSAGE TO THE EAST. ":G0TO 200
FRINT "YOU ARE IN A ROOM FULL OF BATS. THERE 15 A"
FRINT "RIVER FLOWING THROUGH IT, A PRASSAGE TO THE SOUTH"
FRINT "AND A LARGE BUX IN THE CORNER. ":E0TOZ00
PRINT "YOU ARE AT THE CROSSROADS, THERE IS A SWORD IN THE"
FRINT "mIDDLE OF THE ROOM. PASSAGES LEAD IM ALL"
FPRINT “DIRECTIONS. ":GOTOZ200
FRINT "YOU AKE IN A BOAT STORAGE AREA. THERE AHE"
FRINT “FPASSAGES MCORTH, EAST AND WEST. ":6GOTOZ00
PRINT “YOU ARE IN THE DHAGON'S DEN. FASSAGES"
FRINT "IN ALL DIRECTIONS. ":G0TOZ00
FRINT “YOU AKE IN A STORERUOM. PASSAGES LEAD EAST"
FRINT “AND WEST. THERE IS A CLIFF TO THE SOUTH. "
GOTO Z00
FRINT "YDU AKE AT THE FACE OF THE CLIFF. A BROKEN®
PRINT “LADDER GOES UP. ":GOTOZ00
FRINT “YOU ARE IN THE THRONE RUOM. A BAG OF GULD IS”
PRINT "IN THE MIDDLE OF THE ROOM AND A WAY LEARDS"
PRINT "SOUTH. ":GOTOZO00
FRINT "YOU ARE IN THE GUAKD RUOM. THEKE IS A PILE OF"
FRINT "ROFE IN THE CORNER. A DOUR TO THE WEST AND A"
FRINT "PASSAGE EAST. ":G60TOZ00
FRINT "YOU CANNOT GO THAT WAY. ":1GO0TO100

IF RM = J THEN RM=2:60T0D100

IF RM THEN RM=7:50TO100

1 RM THEN AM=10:G0TO100

F THEN AM=6:60T0100

THEN AM=3:GUTO100
THEN RM=7:G50TD100
- THEN RM=8:GLUTO100
1F THEN RM=8:G0T0100
IF RM = 12 THEN RM=11:1G60TO100
GOTO 1500
I RM=4THENRM=7:50T0100
IF RM=7 THEN 2250
I RAM=8 THEN 2250
IF RM = 3 THEN RM=11:G0T0100
1F RM 10 THEN RM=123:G0TO100
IF RM = THEN RM=5:G0T0O100
IF RM THEN RM=8:G0T0100
17 RM = THEN RM=2:B0TO100
1500
Sh=0THEN FRINT "A DHAGON THROWS YUU OUT!!!'!! 1" :E0TULIO0
RM=2:FRINT "THE DRAGUN RUNS AWAY WHEN 1T SEES YDOUR SWORD. ":GO0TOLO
1¥ RM=ZTHEN RM=1:60TO0100
1F RM=7 THEN RM=4:G0TO100C
IF RM=8 THEN RM=5:G0TO100
IF RM=3 THEN RM=6:G0TD100
IF RM=10 THEN RM=9:B0T0100
GOTO 1500
IF RZe="BUAT" AND RM=3 THEN BH=1:GOTD Z4B0
1F AZE="ROPE" AMND RM=4 THEN RP=1:GOTO 2480
IF AZE="BOAT" AND RM=8 THEN BN=1:6UTO Za480
IF AZE="KEY" AND RM=EAND EX=1 THEN KE=1:GOTO 2480
IF RAZ2%="SWORD" AND RM=7 THEN SW=1:G0UTO0 2480
IF AZ#="GOLD" AND RM=12 THEN GL=1:G0OTO 2480
FPRINT “THERE 1S5 NO “AZ& " HERE. ":GOTD100
FRINT "OK....I HAVE IT NOW.":G60TO100
IF AZ% O "ROFPE" OR RiF=0 THEN PRHINT "1 CAN’T THHOW ANYTHING" :GUTU100
IF RM=11 THEN PRINT "THE ROFE CATCHES UN THE TUP OF THE CLIFF. ":CL=11G0T0100
FRINT "YOU THROW THE ROFE BUT LOSE IT. "tRP=01G0TO100
IF AZE="BOX"AND RM = & THEN BX=1:PRINT"THERE IS A KEY IN IT.":GOTO100
IF AZe="BOAT"AND RM =3 THEN PRINT “IT HAS HOLES IN IT":GUTOLGO
PRINT "I SEE NOTHING SPECIAL":GOTO100
IF RM ¢ 11 THENM FRINT "THEKE 15 NUTHING TO CLIMB" :GUTD100
IF AZ¥="LADDER" THEN S000
IF AZF="ROPE" THEN IF CL=1 THEN PRINT "0K,..":HM=10:GUTD100 ELSE
PHINT "I CAN'T CLIMB YET":GOTO10QO0
FRINT "WHAT SHOULD I CLIMB?":GO0TO100
FRINT "YOU HAVE"

W Q
<
NP O N

.
b

nuE
=0

IF RP=1 THEN FRINT * RORE"

1F BH=1 Ok BN =1 THEN FRINT " BuA "
iE THEN BRINT " SWORD"

IF =1 THEN PRINT * REY"

IF Bt THEN FPRINT " GOLD"

GOTO100

IF RiM= & THEN PHINT "THE BURT HAS FLOATED AWAY."i160TU100

IF RMt (> S5 THEN PRINT "DON'T BE SILLY. THERE'S NDO WATER HERE. ":50TD100
15 EN=1THEN PRINT "OK... I RUW ALDNG THE RIVEK":BN=0:HM=6:GUTOI100

IF BH =1 THEN FPRINT "OK... I RUW ALONG, THE BUAT HAS A HOLE AND SINKS":GOTOSO00
PRINT "1 HAVE NUTHING T0O RUW WiTH. " :G0TO 100

IF RiM (} 4 THEN FRINT “"THERE’S NOTHING TO OPEN. ":GOTO100

IF KE=0 THENM FPRINT "I DON'T HAVE THE KeY. ":GOTO100

FRINT OK... THE DOUR IS5 OFEN. "tRM=Z:1G0TO100

EBOATY THEN BH=0:BN=0:1G50TO100

KEY"THEN KE=0:G0T0 100

SWORD" THEN SW=0:60TO0100

ROFE" THEMN RP=0:60T0 100

61



TRS80/CoCo PROGRAMS

3140 IF AZE="GBOLD"THEN BL=0:G0TO100

3150 PRINT " WHAT SHOULD I DROP?":G0TO100
S000 PRINT "TOO BAD":PRINT:FHINT

S010 PRINT "YOU HAVE DIED !t'iin

) RUN

¥OU ARE AT THE ENTRANCE OF THE CAVE

CAVE GOES ERST.

EAST

YOU ARE INSIDE THE CAVE. THERE IS A LIGHT
IN THE WEST. A PASSAGE LEADS SOUTH AND A
DOOR TO THE ERST

PS0UTH

¥YOU ARE IN A DESERTED CAVERN. THEKE AKE

BOATS HERE AND PASSAGES HEAD NORTH AND EAST.

PGET BOAT
OK. ... 1 HAVE IT NOW.
¥OU ARE IN A DESERTED CAVERN. THERE RARE

BOATS: HERE AND FPASSAGES HEAD NURTH AND EAST.

?ROW BOAT
DON'T BE SILLY. THERE'S NO WATER HERE.
¥OU ARRE IN A DESERTED CAVERN. THERE ARE

BOATS HERE AND FASSAGES HEAD NURTH AND ERST.

MATHS TEST
MATCH

Maths Test Match is a maths drill
program made into a game of
cricket. To make some runs you
have to know the right answers,
and speed does help up to ten
can play at once.

And here’s a tip for the CoCo
users: you can use “Exec 44539"
in place of "AS = InkeyS: if AS="
“Then”. As you can see it is a
much shorter line, this helps to
save on memory.

J. Sheen
Morwell Vic.

18 FOR T=1 TO 14
28 CLS:PRINTRES, "SAYEIMG MATHS T
EST MATCH #":T
3@ SAVME"M T M".H
48 FPLAY"AARBBCD" iFRIMT :FRIMT"SAYE
&"; Ti"COMPLETED" : FORD=1 TO £88:
HEATD, T
5@ CLEA: CLEARSO8
ea DIM CR%C12)
73 ‘pPrint first zcreen
28 PRIMTRIE, "welcoms to the ame
of gour life";
S8 PRINTRISS, "wou will need skil
1 and sreed";
188 PRIMTEZEEA, "to win akt";
118 Y dats for the word maths
128 DATA 99.75,92,77.85,92,32.77
(B8,72,92,5%2,89,558,539,83,88,52.,8
£,82.92,22,81,52,77.,88,88,83,78
1390 DATA 96.8A,72,54,81.592,77.,54
392,808, 768,32,32,32, 86, 32,92, 52,8
6,92,92,92,81,%22,92,85.,74,32, 582
148 DATH 26,22,92.92,81,92,82,88
88,882,385, 32,92.52,86,32.,522,32 9
2,88,588,88.33, 52,532,332, 80,585,
15@ DATA 85,92.92a9 831,82, 96 92
,92,92,81,92.92,92,86,32,%2,32.,8
6,92,592,72,81,532,88.73,723,73. 24
1568 ‘dats for the word Lest
178 DATA 92,52,92.86,583,30,88,83
,32.90.58,88,88,88,52,77,.588,88,82
2.78,52.388,88,50,83,88,532, 92,52
188 DATA 92;92;52;92392:85a92;52
2 92,86,92,32,52.,32,22,22,583,73. 2
2,92,32,32,52.,86, °2 [2.92,92. 22
158 DATA 92.9’.3&33:J9C|;D132192
92,90,28,883,84,92,32,92,92.80., 5
S.92,592,92.32.86, 32 32 Sz, 92,52
208 DRTA 32,32, 3&!9& [2.86,92,52
Jﬂ“;sr,?q T3,72.79.92.80,79,79.7
2.84,52,92,32, 36,32, 98,52, 32, 92
21a data for the word maitch
228 DATA ﬁ@:?g qnar?)89)9249247?
«88,78.,32,52,83,88,90,88,85,532,7
7.88,88,538,78, 92.§m Fe2,22,92.,81

232 DATA 96.86,759.84,81,22, V7. 84
292,98, 78, 92,52, 52, 86, q2;9 . 32.8
£,32,92,52,89,32,586,%2,732, 32,81
240 DRATA B86.92,92,22. 51, ?2 a2z, bq
£ 38,838,383, Cng.BEISEJSEJuMJE
6.98,92,98,77,52,59,83, 88.33;89

258 DATA 26,352,
,92,92,81,32,32
9.79.79 J73,54, 3
264 PU%E55495 5]

2¥8 FOR I=1 TO 12

288 FOR D=1 TO Z%

279 RERD DA:CASC I )=CREC I )+CHREC L
A+104 >

ZE8 MEST

319 MEXT I

329 ‘Print the second scresn
330 CLEE'PRIMTERIS.CA%CL 3

348 FRIMTEES,CASCZ )

358 PRIHTEB?; CREC 3N

28 PRIMNTEIZS.CREC(4 I

378 FRINTRIZI.CASCS 2

388 PRINTERZZS., CHECE 2

399 PRIMTRZST.CHA®IT 2

480 PRIMTRESS, CR$CS 3,

410 FRIMTREIZZ, "corsrizsht Jef{ zh

&en 1983";

420 PRIMTEISI,CRFCS D PEINTRIZS,
CASC182;

430 PRIMT2417,CA%C11); :PRINTE443
JCAEC 12 )

448 FOKEET434,
439 FOR T=1 Tn qaca HEXT
468 ‘Print third scresn
473 CLSS
438 PRIMTEZZ."
SMAM IM THIZ
THE COMPUTER WILL BOWL
RLLS?> AT You. RS YOU THI
T THE AHELER YO CAM 3 Y1
RUMS RUMMIHG AWARY FROM YOU. TH
E SMS WILL COME HT 3 DIFFERE
HT SPEEDS. FR3T: M3
438 PRINT"MEDIUM FAMD SLOW.

THE IPER IS TO BHSHER R FAS
i AS YOU CAM, BUT GET :rr ]
[} AMD ¥OU COULD EBE QUT.
598 PRINT" FROM 1 TO i8 PLAY
CAM FLAY AT AMY TIﬂE.....“

S1a GGSUE 'E?j

29 ‘ast {11 lewel

bt} CLSS

J49 PRIMTERZE, " EHTERE SKILL LE
VEL
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=2 PRIMNTRISS," o THRUTYLEY

L Mgk

Se@ HCo=¢SLiZ2 2 CH=C S %19

=70 DIM BL 122

maths test match

b Jeff sheen 3718835

S3@ 0fC1O="L B W":0$CZ22="BOWLED"
1OFC R ) "CAUGHT " 1 0% 4 2="STLIMPED"

£33 ‘entsr names of Plasers

Aila CLES

620 PRIMTES3., "MATHS TEST MATCH."
bl

£28 FOR P=1 TO 14

€40 FPRIMTEES+ 324F ), "" ) IMPUT"
HMTER FPLAYER'S HMAMES. " F2(F)
58 HEXT

aad E=1

578 ’main screen showind team

Fladers thers runs

mn

Ty
i
=
)
P
i

e =
659 PRIMTE34,"THE BATTIMG TEAM I
,ae Eiga .

712 FOR T=1 7O 1@

728 IF BRA=A THEM 748

730 BACE = B(EIBRMX1A

T40 FRIMNTRESH(IZHT 2, USIHG"M

“ o % BEE HR . BIFSC(TO
SHECT 2B T 2:BRIT 2
7oA HEST T
7EA PRIMTE417,USIHG"TEARM TOTAL R
UME #ﬁﬁﬁ":nf11w
T7E FRIMTE4SS,FPECB ;" IS BRTTING
O™ ;
788 IF INKEY$=""THEH 784
vIa ¢

m

“B PRINTE1Z, "BATSMAM IS5 ", FP$(ED

28 BA=BMA+1

4 ‘set Pace and Pick sum

54 E—FHE(4“ IF =3 THEM PRIMTES
2 "SLOW";

=~ -
L

S d ) oo -
bl b
mTm
11
"o~
n o
._'
3 3
m
e

i3
G} =
=
=t
T

S=1 THEM FRINTRIZ, "FAST":
539 SU=RNDE 4 3 ¥=RHDC HC 3 Y=RHDIHE
b | .
580 OH S

$18 ‘pri

220 W=b+

TRSE """ f

230 GOTO 1810

948 H=W+RHDCCH D Y=Y4RNDCCH )

5% " THEN PRINTEER, Ho-ri=

, THEW FPRIMTERZA,Y"-"H"

72 oTO 1918
TBG M=K 1 Abl=i  PRINTEEQ, " Y
=";GOTO 1818

390 PRINTRSD, "4 =" + AH

LY GO

1919 A=0:FOR R=6 TO 1 STEF-1
1929 PRIMTESS+A,R; "RUN’ 3" ;

1838 FOR TI=1 TO (7@%S+108

18468 AS=INKEY$: IF ASL>""THEH 112
8

1850 MEXKT TI

19060 A=A+6S: HEXT R

1878 PRINTE45S, "SORRY AMSHWER IS
JAMs" "

1888 0=RMD{ 3D

185@ IF 0= THEM PRIMTR434,"HO R
WS, " FORY=1 TO F@8:HEXT W:G0T0
=tals)

1158 IF 0435 THEW FRIMTE4S54, "OUT

" O$C03; s HSC B =020 ) B=E+1: BA=Q
'FUP'ﬂi TO 3892:HEXTY:GOTO &£38
11i@
11z@ ‘LOOK FOR AHSLER
1138 B$=RE+Ag AF=""

1148 IF AM»9 PAHD LEHM({B2<{Z THEH

1e4a

1158 IF AM>23 RHD LEMCEF2<Z THEH
1349

1168 IF AM»233 AMD LEMIBF <4 THE
Ho164e

1178 IF WALLES »=AM THEH B(BI=B(B
YHRIBC L1 =B 11 »+R 1 GOTO 658

11868 IF WALYBZ < »AM THEW 1@73
11““ ' EHD

: ‘wait for and ked Pressed
FRIMTRE44E, STRINGE! 16~H, 284 &
THGEC %M., aﬁfﬁ.;TPLHh1f1€ -, 2

1268

IF n=16 THEM
3| i THEH IHC=+1

1238 GOTO 1219

1258 REETURM

INC=-1
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10 '=mm—mmmmmm e ———————
20! MRk b B A N DT KL
3g ¢
40 ! COPYRIGHT (C) MARCH 1986 BY A. FERRAROD
o 50 !
100 "= e e e e  — —  — — —  — — ——————
110 CLS
120 PRINT B 149, "B A N D I T"
130 PRINT @ 202, STRINGS(35,"=")
140 PRIWT @ 331, "COPYRIGHT (C) 1985 BY A. FERRARO"
150 PRINT @ 462, "SYDNEY, NEW SOUTH WALES"
160 PRINT @ 587, "AUSTRALIA"
170 PRINT @ 714, STRINGS(35,"=")
180 FOR 2 = 1 TO 3500: NEXT 2
190 GOSUB 4000: CLS
200 FOR 21 = 10 TO 85

210 IF 21 < 25 THEN 230
. 220 SET(21,10): SET(21,16): SET(Z1,22): SET(Z1,28): SET(Z1,34)

230 IF 21 > 34 THEN 250

BANDIT 240 SET(25,Z1): SET(85,21): IF 21 < 29 THEN SET(65,Z1): SET(45,21)

Bandit is a computer simulation 250 NEXT 44 S
of the one-arm bandits found in 270 PRINT @ 428, "<==";

most clubs — and it’s just as 280 PRINT @ 333, f==>";

being that you get to keep your 310 DATA LEMON , LEMON , LEMON , =BAR= , =BAR= , =BAR=
shirt. 320 DATA PLUM , PLUM , PLUM ORANGE, ORANGE, ORANGE
330 DATA CHERRY, CHERRY, LEMON , LEMON , LEMON , PLUM

- w ow w

s el 340 DATA ORANGE, ORANGE, =BAR APPLE , APPLE , APPLE
i\ ' ebL, = ot . ] r
St Marys NSW 350 FOR 22 = 1 TO 10
360 READ BLS(Z2), B2S(Z2), B3S(22)
370 NEXT 22
. 500 RANDOM
¢ 510 I = RND(10)
e 520 J = RND(10)
. 530 K = RND(10)
. 540 Il = I
. 55082 ="T1 4 1l: TE-11 = JOSTHENTD =]
%§§§§; 560 I3 = I2 + 1: IF I2 = 10 THEN I3 = 1
g;&ggw 570 J1 = J
- 580 32 = JL +1: IF J1 =10 THEN J2 = 1
. 590 J3 = J2 + 1: IF J2 = 10 THEN J3 = 1
600 Ki = K
610 K2 = KL + 1: IF KL = 10 THEN K2 = 1
620 K3 = K2 + 1: IF K2 = 10 THEN K3 = 1
530 PRINT @ 271, B1S(Il);
540 PRINT @ 281, B1S(J1);
650 PRINT @ 291, R1S(K1);
660 PRINT @ 399, B2S(I2);: AS = B2S(I2)
670 PRINT @ 409, B2$(J2);: BS = B25(J2)
680 PRINT @ 419, B2S(K2);: C$ = B2S(K2)
690 PRINT @ 527, B3$(I3);
700 PRINT @ 537, B3$(J3);
710 PRINT @ 547, B3S(K3);
720 IF BS <> CS THEN 800
730 IF A$ = "=BAR= " AND BS = AS GOSUB 2000: GOTO 1000
740 IF A$ = "PLUM " AND B$S = AS GOSUB 2200: GOTO 1000
750 IF AS = "ORANGE" AND BS = A$ GOSUB 2400: GOTO 1000
760 IF AS = "APPLE " AND B$ = AS$ GOSUB 2400: GOTO 1000
770 IF AS = “LEMON " AND BS = AS GOSUB 2400: GOTO 1000
780 IF AS = "CHERRY" AND BS = AS GOSUB 2400: GOTO 1000
800 IF AS = "=3AR= " AND BS = AS GOSUB 2500: GOTO 1000
§10 IF AS = "CHERRY" AND BS = A$ GOSUB 2500: GOTO 1000
820 IF AS = "CHERRY" GOSUB 2600: GOTO 1000
830 L = 1
1000 CT = CT + W - L: PRINT @ 83, "STATUS = ";CT;"COINS";

1010 PRINT @ 661, "HIT SPACEBAR";
1020 KY$ = INKEYS

1030 FOR 24 = 140 TO 170

1050 POKE 15360 + 24, 140

1070 POKE 15360 + Z4, 128

1080 NEXT Z4

1090 FOR 24 = 170. TO 140 STEP -1
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1110 POKE 15360 + Z4, 140

1130 POKE 15360 + Z4, 128

1140 NEXT Z4

1150 IF K¥S = "" THEN 1020

1160 IF K¥S <> "™ " THEN 1020

1170 PRINT & 661," G
1180 L = 0: W = 0

1190 GOTO 500

2000 PRINT @ 661, "J ACK PO T";
2010 w = 100

2020 GOSUB 3800

2030 GOsuB 3900

2040 RETURN

2200 W = 25

2210 GOSUB 3900

2220 RETURN

2400 W = 10

2410 GOSUB 3900

2420 RETURN

2500 w = 5

2510 GOSUB 3500

2520 RETURN

2600 W = 2

2610 GOSUB 3900

2620 RETURN

3800 FOR 29 = 1 TO 1500: NEXT 29
3810 RETURN

3900 PRINT @ 658,"PAYMENT =";W;"COINS";
3810 GOSUB 3800

3920 PRINT @ 658," Ner
3930 RETURN

4000 CLS

4010 PRINT @ &2, "INFORMATION SHEET"
4020 PRINT @ 146, STRINGS$(17,"=")
4040 PRINT "PAYMENTS ARE MADE ON CENTRE ROW, LEFT TO RIGHT ONLY."
4050 PRINT

4060 PRINT "=BAR= =BAR= T B e Al ....100 COINS"
4070 PRINT "PLUM PLUM PR o st S e Ly sl o L
4080 PRINT "ORANGE ORANGE ORANGE ..... O A e + 10 COLNS"
4090 PRINT “"APPLE APPLE KEPLE L ol vinialivin o dismin s same el 00 COTNSY
4100 PRINT "LEMON LEMON LEMON ...... P e e | S 10 COINS"
4110 PRINT "CHERRY CHERRY CHERRY ....cncucaass eeese+10 COINS"
4120 PRINT "“=BAR= =BAR= e N R L sy s e b SO NG
4130 PRINT YCHERRY = 'CHERRY i i iiiiciss vinamn viaaie e e D GOT NS
AT AN PHENE “CHERRY i s atsn o ela ek P e L Lasaes el COLNSY

4150 PRINT @ 971, "<HIT ANY KEY TO CONTINUE>";
4150 2%2$ = INKEYS: IF 2%4$ = "" THEN 4160
4170 RETURN
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1040 PRINT" TITIMTTE mAt g
1050 FRINT"SHIEETART ™ 11 IN0E m Aty
1060 FRINT"mA i omAts
1070 PRINT"A @ K mA"s
1080 FRINT"A B¢ mIIT  ILLIL AM§
1090 FRINT"A 14 5 Aty
1100 FPRINT"A ECEEKEERTTERC =1 A3
1110 FRINT"A GO wm LIIA":
1120 FRINT"A B [ R
1130 PRINT"ARKK K |nty
L140 FRIMT"AR:E mITTIEEE FaITII A":
1150 PRINT"AII 11K ®mLMII A"
1160 FRINT"A A's

1170 PRINT"AITT 7 MITEIT W7 T T W L AR
1180 FRINT"AILMRSIMNOZOERSRERGECE WAy

1190 FRINT"AMH®IG LK K omA"g
1200 PRIMT"ARH®IE K K K mA“j
1210 PRINT"AHJIE K mAt

1220 PRINT" SNEaEE HE Epaye

1230 RETURN

ZO00 FRINT: IFPEEK (H-1)< *BTHENGOSUBSZ00
Z010 PRINTYS H

3020 PRINT" SSECONDS="3; INT ((TI-A1})/.6) /100

3025 POKE198,0

ZOIO PRINTSWANT TO TRY AGAINT"j

T040 GET Z#: IFZHL"YUANDZIEC >"N"THENZIOA40

JIOS0 IF I$="¥" THEN 50

3060 SYS10

4000 PRINT"II":FOEEZABLT, 240

4010 PRINT"THE DBJECT OF THE GAMEIS RACE ARODUND THE"

4020 FPRINT“TRACE AND CROSS THE FINISH LINE."

4040 FRINT"YOU WILL HAVE TD PICK A SKILL LEVEL THE"

4050 PRINMT"HIGHER, THE FASTER"

AQ70 PRINT"®ITD MOVE USE:-"

4110 PRINT"»IUS LP am DOWN

4120 PRINT" SH®S LEFT UM RIGHT"

4130 FRINT:PRINT"ARE YOU READY?Z"

4140 GETZ$: IFZ$=""THEMNA140

2150 IFZ$="Y"THENRE TURN

4160 GOTOA140

000 PRINT"I':FRINT:PRINT

S010 POEKEZAB4Y,240: PRINT"YOU BOMBED OUT BOOB!":FRINT

5020 FRINT"YOU HIT THE WRONG KEY."

SO0 GOTOZ02S

5100 FOKEV,S: POKESS  195: FORE=1TOINT {350~ (A%37)) : NEXT: FOKESS , 0: POKEV [ O: RETURN
S200 FOKESA,220:FORK=15TOOSTERP-1: FOKEY ,K: FORM=1TO100: MEXTM

S201 NEXTE:POKES4,0: POKEV,0: RETURN

8000 IFFEEK (7168} < >255THENPRINT"ERROR IN GRAPHICS RELOAD FIRST FROGHRAM : ED
8010 RETURNM i

CHOPPER ; ioRizR;lgawt}zmc YOUNG, 62 HUSEAND RD.,FOREST HILL,VICTORIA 3131

ATTACK S50 GOSUBBOO

100 FRINT"D):POKEZI&B7%,13: FORESSO, 129: CO=30720

An arcade-style game with user 110 P=1:6L=0: TI$="000000": FORI=1TOZ:EF=7701+INT (RND (1) *20) *22: GF=7701+1N1 (RND (1)
defined graphics and a touch of *20) %22 /
scramble and blitz. For the unex- 120 FORI=BO76TOB1B5: POKET+C0,5: POKET, 2301 NEXT: EV=INT (RND (1) %2) +1 2 GV=INT (RND (1) 2
; yai
panded Commodore Vic 20. 130 PRINT™ FENNENNENNEEE] eNN] sEEACHEEEE-F
|. Fang 140 YE=7702: TI£="000000": M1=0: H2=0: BL=0
Forest Hill Vic. 150 FORI=B010TOBOST: FOKEI+C0, 3 FOKEL , 230: NEXT: POKE7S 74400, 31 FOKET996, 2521 FOKE7 99
2 7400,

S
vg% : 160 FOKE7797,230:FOKE7998+4C0,3: FOKETST8, 230: POKETRY9+C0, 5 FOKE799%, 252
170 BD=INT(RND(1)%*3)-1: IFED=0THEN1&40
180 FRINT"SWTIME: "RIGHT#(TI$,3):" SCORE":SC
190 IFBL=0THEN2S0
200 FOKEBL,32
210 IFBL<7724THENEBL =0: GOTO250
220 IFRND(1) <. 7THENED=INT (RND{1)#3-1) ¢t BL=BL-22+BD
2IT0 FOKEBL+CO,3:POKERL , 4
240 IFBL=YETHENS7D
250 IFMI=0ANDRNMD (1)< .28THENM1=8146
260 IFMZ2=0ANDRND (1) <. 25THENMZ2=8157
270 IFBL=O0ANDRND (1) <. 2STHENBL=7F64+INT (RND (1) #22)
280 BETA%:FOKEYF ,32: YF=YF+1
290 IFA$F="S"ANDB=OTHENB=YF
200 IFATS "W ANDAES > " X "ANDAEC 2" A ANDASES > "D THENZSH0
10 CP=YF
320 YP=YF* ((AF="W") *22)— ((AF="X")*22)
330 YP=YP+ (AF="A")-(AF="D")
380 IFYPLV7OZTHENYF=CF
350 IFYFP>BIBSTHENYF=7680
360 IFPEEE (YF) < -Z2ANDFEEK (YFP) < >2THENSTO
370 FOKEYF+CO,7:FOKEYF, 1
380 IFM1=0THENALOD
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90
A0
+ 410

430
440
450
AbL0
470

490
S00
510
520
SI0
540

(]

5S40
570
S759
: S80
o GBS
e 590
0 e
§ﬁ§§ 605
i 610
o 620
S ol
%"‘g-?s?‘?’% &30

:';.39'59. =
o
;%s.i‘;‘ AHS0
E e HED
G770
&80
&HB5
&0

730
800
BO1
805
810
B2O
830
840
8350

avo
880
890
GO
210

e
e

FOKEM1 , 32
FOKEML+CO, 4: FOKEM] , T
IF
420 POKEMZ,32:M2=MZ-22:

IFR
IFYFP=M10ORYFP=M2T HENS 7O
FORI=1TOSS: NEXT: 60TO180
FOKER, 32

480 FOKEI&B74, (250-B/S0) %2

FORI=1TO75: FOKE

READA: TFN=
FOKET ,A: I=14+1:6G0TORBZ20
DATAD,0,0,0,0,0,0,0

DATAO, 12
B6D DATAD, 16,146,124 ,28,28.0,0

pATAS 32
220 DATAZAR, 4

sMl=pM1-

IFM1<7702THENM

DTHENAAD
IFM2<7 702THENM

2400, 4: FOKEMZ
THENGOSUEA70

:FOKEZSB78,
(B) =32THENS

» 321 IFB=M1 THENM1 =0: SC=SC+10
IFB=MZTH
IFB=BL = =1 L b
9590 SC=5C+5: R=0: FOKEZLBTS 1D FOKEZ&RT 7

2t FOKER, 2: RE TURN
-TI4: POKEZAB77, 1502

YUANDAES 3N THENS 40
“N"THENSYS10

NEXT: RURM
877,150z SC

M
1116
LEET , PEE

At FRINT'
y28:POKEZ
RI=7168TD7679: FOLET ,FEE
1 THENRETURN

7,8,

4.29.15,4,15

24 181 ;159
Wy 106,149,181, 191, 255

FOKEZ6878,15

+1000:FORI=1TO75
FOKEZ&864, INT (RND (1) #8) +8: FOEEZAB79,42: FOK
FOEE3&B64, 1 2:POKEZSLB4S, 38
FRINT" J2C0NGTUALAT IONS CAPTAIN" : FRINT " shY (LI HAVE DESTROYED
FRIMT"®SRIT TOOK "RIGHTH(TT%,3):" SECONDS. "

JFRINT MEYOL SCORED":SC: "FOINTSY
FRIMT"BRMELL DONE!'"

GOTO&LZ20

FRINT "D HOPFER a1 TACE™
FRIMT" slUSTRAL

FROEESS , 28: POLE

1=0: 6070410

D GOTO4a0

10
&y

L 200 FORI=1T075

EXTe FOEE

SEBES, INT (RND (1) %20) +78

FOKEZISBES, INT (RMD (1) *»8) +8: FOIE SH879,42: FOKEZ&879 , 8 NEXTI
FOKEZ6BSA 1 2: FOKEZLBAS , 30
FRINT"JATISK. TISK,

RINT"®EivOL WERE BLOWN OUT OF THE
FEINT" shYOU SCORED": SC: "FOINT s."
FRINT" slAD LUCK."

FRINT: FRINT"WTRY AGAINT (Y/N) "1 POEE
FOEEZABYH, O FOK
GETA%: TFA%:
IFAs
PRINT: FRINT" @ GET READY CAPT ATN

SKY AFTER “:RIGHT#(TT4 s 3 PRINT "SECONDS.

30, 0 FOKE3S869, 240

s HEXTI

ISE WADX % S"stFRINT " sm(0)
SR

i FFFEEE (7168) =0 THENRE TURN
(I+25600) : NEX T2 1=7 168

ORFEEK (B} =70RFEEK (B} =BORFEEN ( BY =1 60THENSBO
B77,5: POKEZAEBT7 (130 FORI=1TOAD : NE X7

R/ e FOKE S8

SBE5, THMT (RND (1) % 20) 408

THEENEMY BASE. "

LED WANKERSOET™




VIC 20 PROGRAMS

REVENGE OF
THE TOOTHLESS
VAMPIRE

You must help poor old Cedric,
The Toothless Vampire collect
his false teeth and get out of
Wierdsville. But he must make
the irate dentist happy. who has
lost his favourite reading ma-
terial and an agitated priest who
has lost his Bible. Cedric may
also find some useful items in
the Cafe, but the bouncer won't
let him in.

Commands are entered using
the standard verb and noun en-
tries system. Some useful com-
mands are (N,S,E,W), Climb/Up,
Down, In, Get/Take, Score, Praise,
Inventory, Spray, Help,
Give/Drop/Leave, Wait, Pull,
Wear, Remove, Hit/Smash and
Unlock.

Converted from the BBC origi-
nal by Jimmy Fang

|. Fang
Forest Hill Vic.

REM®* REVENGE DOF THE TOOTHLESS VAMFPIRE *

REM (C) JIMMY FANG 1986

REM COMVERTED FROM THE EBEC ORIGINAL BY STEVE (C) 1985

REM (C) LED WANKERSOFT,&2 HUSEAND RD.,FOREST HILL,VYICTORIA Z131.AUSTRALIA
KEM FOR WIC-20 WITH B OR MORE RAM

10 FOKET&B79.B:FRINTCHRE (14)

S0 DIMDF (4S) ,54(A45,4) ,GF(20) ,BLI20) N¥ (20} ,NZ(20) ,VF(5) :PL=2

&0 FORX=1TOD44

47 READFE: IFF$< "+ " THENDH (X) =DF(X) +F%: GOTO&Z

&5 FORY=1TO4:READSY(X,Y) :NEXTY,X

70 FORX=1TOZO0:READGE (X) ,BZ(X) (NFX) s NLI(X)=X: NEXTX

B0 PRINT"I:

0 IFFL=45THENSOO

100 PRINT" 8 AM: —":FRINT"W"QE(FL):

105 FRINT" a2, CAN GO:-w"

110 IFS%(PZ4,1)<>. THENFRINT".ORTH; "3

IFS%(PY,21<>. THENFRINT "«0OUTH, "¢

: IFS%(F%,3) < ¥ THENFRINT"TAST,";

140 IFSA(FZ,4)<>. THENFRINT"OEST, "3

180 IFFY=7THENFRINT""DWN.":

190 PRINT"EL "

200 E=.:FORT=1TOZ20: FF%=. : IFBL (T)=FATHENFFPZ=1

210 IFFFA=1THENZIO

220 NEXTT:GDTOZ250

220 IFE=.THENFRINT"a=. CAN SEE:-W"

240 PRINTG#(T) :E=E+1:G0TO220

250 PRINT"®sFOHAT SHALL - DO NOW..": INFUT"wm=>3":Z1¥

260 PRINT"D':B$=LEFT$(I#,2):C¥=LEFTH(7#,3) :DE=LEFT* (Z1¥,4)

270 IFEF="N"ANDSZ (FZ,1) >. THENPY%=5%(F%, 1} : B0TO70

280 IFBF="S"ANDSYL (F%,2) ». THENFY%=S% (F%,2} : GOTOR0

290 IFBf="E"ANDSL(FY,3) . THENPY%=S% (F%,3) : GOTO?D

TOO IFEF="W"ANDSY (F¥%,4) >. THENF%=S¥ (F¥%,4) : BOTO?0

>0 IFR N"ORBF="S"ORBf="E"ORBE="W" THENFRINT "2, CAN'T GO THAT WAY.":607090
3 IFCE="CLI"ORB#="UF" THENGDSUB&LTO

DOMW" THENGDSUE7 1O

IN" THENGOSUBBOO

IFC*="GET"ORCEH="TAK" THENGOSUEBBZO

SCO"THENFRINT" a4l HIS ISN'T A GAME!"

FRAYTHENFRINT" a8l HAT MADE ME FEEL GODOD"

INV" THEMNGOSUBR1 O8O

SFR"THENGOSUELISZO

400 IFC HEL"THENFRINT" &%, HAVEN7T A CLUE!"

410 IFC#="GIV'ORCF="DRO"ORCH="LEA" THENGOSUB1120

420 IFCH="WAHI"THENGOSUEB1ZBO

4350 IF FUL " THEMGOSUE 1350

440 IFCH="WEA" THENGOSUR1ZA&D

450 IFCH="REM"ANDATI=1THENFRINT"®f%, CAN'T GET THEM OFF MY HANDS.":G0TO70

4460 [FC: REM" THENFRINT"#f4~0ON'T BE ABSURD." 2

470 JRC#="SMA" THENGOSUE1410

480 IFCH#="UNL"THENGDSURIATO

4590 IFFLCFASTHENTO

So00 IFADS I THENFRINT " 2%, JUST REMEMBERED. - FDRGOT MY TEETH. - RUNBACK!":Pi=2:60
TOFO

S10 FRINT"mMMasioELL DONE. 10U HAVE HELFED FOOR OLD -EDRICIO SOLVE 1HLIS VENTURE.
520 END

530 DATA"-N A DEMTISTS SURGERY.EIHERE'S A LARGE CHAIR IN THE MIDDLE." ,%*,,,2,.
21 DATA"-N A DINGY WAITING ROOM. G+ FILE OF OLD MAGAZINES IS FILED ON "
DATA"A CHAIR IN THE CORNER.TT' ,*,,9,3,1

535 DATA"4 SMALL CORRIDOR.",%,:,,2

540 DATA"-M A DISUSED SURGERY. Kid TATTY DENTSIST CHAIRSTANDS IN ONME CORNMNER."™,#,,
p= gt

541 DATA"-N A NARROW FASSAGE." %,.,6,.4

54% DATA"4T THE BOTTOM OF A STEEF FLIGHT OF STEFS. sk CAN GO UFP THE STAIRST,
#3584y

545 pATA"-M A SMALL SFARSELY FURNISHED ROOM. EWTEFSLEAD DOWN. ", #,,,,.

550 DATA"-N AN OVERGROWN GARDENTY ,*,,,,%,"~N A DOORWAY. §#* PLARUE"

5SS DATAYON THE WAL READS-— TTROMCT LS TENTEST Yo%, 2,85,8, .

S60 DATAMIY A WELL STOCEED BAR.TY' (%, 4 ,,11,"<N AN ELEGANT CAFE. " %,12,132,10,.
G61 DATAMIY A FILE OF TABLES " %, 511 5,5, "TUTSIDE A SHMALL CAFE. W*

567 DATAYIHERE 1S A BOUNCER DN THE DODR.",%,,,14,.

D45 DATA"TH THE FAVEMENT AT THESIDE OF A MAIN ROAD. " *,,,15,13

570 DATA"ITY & FELICAN CROSSING. B HE TROAFFIC 1S VERY HENVY HERE." ,*,7,,,14
S71 DATAYSH THE TOwN CENTRE. B IEAVY TRAFFIC STOFS MECROSSING THE ROAD.", %, .21,
1By o

D73 DATA"TUTSIDE N LUNSHITHS.  §.7'S CLOSED.",%,,22,,16

575 DATAAT THE TOP.OF A STEEF CLIFF." %, ,,19,.

580 DATA'TH A BRACEEN COVERED  HILLSIDE." ,%, .24 ,20,18,""N A SMALL FLATEAL. " %, , ,

12

[ B

S50
Sha0
70
B0
SS90 TFE

SH1 'DATAYTWIEIRE  THE VI1LMSE ILACKSHITHE. H.T'S LOCKED- " s# 1 by s 22,0
SEHT DATATIY THE SIDE OF A WIDE RIVER. ERIHERE'S A DRAW-BRIDGE HERE.",¥,17,,,21
570 DATAYTHN THE BANES OF A RIVER. RIHERE 'S A DRAW-BRIDGE HERE.",*,,.28,.,22

ST1 DATAYAM A& THICE FOG. ", %,19,24,25,24," ¥ A MAGNIFICENT ALTARTT  *,,,268;,.

S95 DATA"AM EERTE CRYET. ", 8, 31 ,27,25,"47 THE ENTRONMCE TO A MAGNIFICEHT TEMFPLE.
b o P =

A00 DOTA"OALK TNG BETWEEN  TwHO BOWS OF TALL FLANTS. Bl HE FLANTS LOOK LIKE TRIF
FIDS. ", *

L0 DATAZS, .27, "TH O MISTY MOUNMTALN TOR. ", #,24, .30, ,"MUISIDE A STRANGE "
HOT DOTA"EASTLE. Bt SOLDIER 15 70 BE SEEN DN THE BATTLEMENIS. "  #, ., ,29
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610 DATA"AT THE TOF OF SOME STEFS. " ,*,24,34,,,"4T THE POTTOM OF SOME STEFS.",

R0 TS

G111 DATA, "N A GLODOMY COURTYARD. M EASANTS ARE FUSHING COFFINS ARDUND. * 1 #,30,38

1a.

&13 DATA"-N AN ANTECHAMBER. " ,#,31,,,.

620 DATA"-N A DARK CAVERM. HILDODDRIFS DOWN THE COBWER COVERED WALLS." 1 #4324 54

&30 DATA"$T THE BOTTOM OF THE WEST TDWER." 1 #3390 37 "N A QUADRANGLE. & HERE"

631 DATA"NRE VULTURES OVERMEND." ,%,,42,38,3&

HIE DATA"-N N FASSNGE. Bl HE WALLSARE LLINED WITH ANCIENTSEFULCRES

675 DATA"-N A FASSAGE . W HERE ARETORCHES IN THE WALLS." s ¥a 400,36

&40 DATA" LY A LARGE 0AK DDDR. kit WREATH OF GARLIC 1S FASTEWED TO THE DOOR.TT , =
)

y1a-

41 DATA"-M A LARGE BEDROOM. HIHERE 'S A FOUR FOSTER BED 1MW THE CORNER.",®,,.4

i

- DATA"-N A LIBRARY. §I HERE 'SA CONT OF ARMS ON THE WALL.",»,37,,43%,41
BATA"IY A LARGE TOME.",#,38,,,42,"-N A SECRET CHAMEER.",*,42,,,.

670 IFFL=6THENFYL=7 : RETURM

HBO TFRY ZTHENFY 1+ RETURN

&90 BOTO7I0

700 =

710 IFFZ=7 THENP t RETURN

720 IFPL=Z1THENFY=32: RETURN

730 FRINT"®r%, CAN'T DO THAT HERE'":RETURN

740 DATA"4N OLD COFY OF THE ‘“TENTISTS INZETTE'",2,GAZETITE
745 DATA"A GLNASS OF " IULL'S ILDOD* WINE.",10,WINE,"4 CLOVE OF GARLIC.",B,GARL
IC

750 DATA"4 GOLDEN CANDLESTICE.",25,CANDLE, "4 CRUCIFIX.",Z5.CRUCIFIX

733 DATA"+ SET OF FALSE TEETH.",1,TEETH

760 DATAYSA FALIR OF RUBBRER GLOVES. " .7,6GLOVES, "4 LLARGE MEVAL LEVER.",22,LEVER

765 DATA"4 LARGE ROCK.",18,ROCK, "4 VERY LARGE DANCING SEELETOM WHICH - Con’ 1GET
FAST. "

ThH7 DNTANO SEELETON

770 DATA"AN ANGRY DENTIST." ,3,DEMTIST,"# GIANT LIZARD." 2 A2, LIZORD, "+ DISCO-TICKE

T",5,VICKETY

780 DATA"+ JNR OF » T ——LI1ZNARD REFELLENT.", 12,REFELLENT ,"4 LNARGE SILVER KEY." .4

EEY

785 DATA"4 FRIEST HMOLDING A GIANT CRUCIFIX.",Z0,FRIEST

790 DATA"4 LNARGE BIRLE.",3S,RIBLE,"4 JAR OF JAM, y11,30M, "4 DRILL." ,4,DRILL

795 DATA"+ PAINT FOT. " ,37,"4 PEASANT.",37,FEASANT

BOO IFFY=13NNDAN=1 THENF%=1 | : RETURN

BLO IFFA=13THENPIRINT " oI HE BOUNCER NSKS "OHERE 'S YOUR TICEET? ":RETURN

B20 FRINT"®A, CAN'T DO THAT YET!":RETURN

B30 GOSUBLOTO0: IFLY< 1 THENRE TURN

B840 E tFORH=1TO20: IFAY (H) =FXANDEY (N2 (R) ) =P L THENE 2=

B50 NEXT1: IFEZ=. THENRETURN

B&HO IFR=1ZTHENAA=1

870 IFR=1THENAR=]

BE0 IFR=ITHEMFRINT"#I-AMFIRES CANM'T COARRY | A_L-—'": RETURN

A0 IFR=ATHENFRINT" sfth SECRET FANEL. MOVES ASIDE AND ~ WALKE THRU IT'!'“:Fi=24:RET

LN

00 IFR=STHENFRIMT"®%., COAN'T GD NEAR A CRUCIFIX!": RETURN

710 IFR=BORR=100RKR=120RR=1 10RK=14THENFRINT " oF4-0N T BE ABSURD! " : RETURN

P20 IFR=2THENAC=1

FE0 IFR=6THENAD=1

P40 IFR=7THEMNE=1

FE0 IFR=FTHENNF =1

FéHO "1 ATHEMNG=1

F70 IFR=1STHENAM=1

P80 IFR=17THENAI =1

7590 EY=.:FORD=11T05

1000 IFVEID)=""THENVE (D} =53¢ (NX (R} } : E¥X=1: D=6

1010 NEXT: IFEZ=. THENFRINT" ®&2.Y HANDS ARE FULIL'":RETURN

L0220 B4 (NL (R) ) IRE1LIRM

TOZ0 LA=""sFORH=1TOLEN(Z$)

1040 TFHIDE (T, H, 1) =" “"THENL$=RIGHTF (7%, (LENCZE) —H) ) ¢ H=80

1050 MEXT:R=.:L%=.: IFLEN(L®) < 2THENRETURM

1060 FORH=1TOZ0: TFLEFTH (NS (H) ,LEM(LE) ) =L £ THENL %=1 R=H

1070 NEXT: RETURM

10BO EX=.:PRINT M2, "M CORRY ING: —n" s FRINTY $: FORH=1 105

1070 IFVE(HY <" "THENPFRIMIVE(H) s EX =1

TROO MEXT: TFEL=. THENPCRINT "SI OTHING AT ALl ™

1110 RETURN

1120 GOSUBLOT0: IFLAC I THENFRINT " s8. CAN'T SEE n sl RETURN

1130 EXx=. :FORD=17T05

1140 TFVA (DY =GF (N (R ) THENVE (D) =" " Ex=1

LISO HEXT: IFEL=. THENFRINT" &f%, ‘M MOT COARRYING A" :PRINTL £: RETURN

1160 BRIMYOR) )

1170 IFF%L

IAMDR=1THENSYZ (3, Z) =A: FIRINT" oG HE DENTIST THANKS ME % LETS ME FASS. ":B%

(By=CsDA{11) =,
1180 1
1150

1 THENAD=.

ZTHEMNC =

TER=6THENAD=.

IFR=7 THEMNE==.

TFR=1Z3THEMNAA= .

=1 ATHENAG=.

g CONDR=170MDEL="GIV " THEMFIRTH “ ol HE PRIEST 1 HANKS 1ME BRLELS HME FASS. "
FOANDE=1L7ANDCE="GLIV" THENMGE (16) ="4 SMILING PRIES]": 3 (17)=""e BY(30,2)=3

70
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1250 IFR=15THEMAH=.

1260 IFR=17THEMAJ=.

RE TLIRM

FRINT" M=o . Y e FORYX=1T01000: NEXT

= [HT A HE LLIGHTS CHAMGE AMD - CROSS THE RDAD.
SHATHENPRINT " oGl HE L1IGHTS CHAMGE AND - CROSS THE ROAD. “:
C=Z2ATHENFRINT"®RIHE FOG LIFTS.

ZATHENRE (24)="I"N. N MISTY HILLSIDE. il HERE 'S A NARROW FATH T0 THE «0UT

%= 1b: RETURM
%=15: RETURN

IFFPZ=24THENSYX (21, 2) =22: 54 (24 ,3) =25: 8% (24,4) =,

RETURN

A P22THENFRINT"®IO0T HERE! ! ": RETURN

IFATC< I THENFRINT " sESpaA1 | 1 1. - GET AN ELECTRIC SHOCK!!":RETURN
FRINT" a6l HE DREAWERIDGE COMES  DOWRN! " 8Y(22,3) =23 : RETURN

IFAEC I THENPFRINT " sld, HAVEN 1 GOT ANYTHINGIO WEAR! '":RETURN
IFAI=1THENFRIHNT" B4, "M ALREADY WEARING THEM! ' " s KEI Ui
Al=1:FORX=1TOS: IFVE(X) =6G£(7) THENVE (X)=""

NEXTX: X¥="4% FNAIR OF RUBBER GLOVES. . .WORN! ' "L 4:-"
FRIMT"®HA". E. " : RETLRM

1FF FAOTHENFRINT " efd. CANM'T DO THAT HERE!!":RETURN

IFAF< I THENFRINT " sF%. HAVE MOTHIMG TO DO THAT WITH!!'":RETURN
FRINT" el HE SKELETON FALLS IN A FILE OF BONES!!"

FORX=1TOS5: IFVE (X) =G+ (F) THENVE (X)=""

1450 NEXT

1460 AF=I:GF# (10)="+ FILE OF BROMNES":RETURN

1470 IFFACA0THENFRINT" I 0N’ T BE RIDICULOUS' ' " :RETURN

1480 IFAF<ZTHENFRIMT" &I, CAN'T GET FAST THE SKELETOM! '":RETURN

1420 IFAHCI THEMNFRIMT" a4, HAVEN'T GOT THE EEY!'":RETURN

1500 PRIMT" sfik. OFEM THE DOOR. ": 04 (40)="RY AN OFEN DOODR.":S%(40,2)=45
1510 RETURM

1520 IFAGLITHENPEIMT "ar%, HAVEM'T GOT ANY REFELLENT! ! " : RETURN
15250 IFPLCAZTHENPRINT Y M HERE *S MNOT MUCH FOINTIN THAT HERE!'!'": RETURM
1540 FRINT" Gl SPRAY THE REFELLEMT AND 1T MOVES ASIDE,. ":5%4(42,2)=44
1550 RETURN

0 REM*BLACKFODL TOWER*
BLACKPOOL 1 REM (C) J.FANG 1986
2 REM CONVERTED FROM THE ORIGINAL ORIC-1 FROGRAM BY D.REYNOLDS (C) 1984
TOWER = REM(C)LEO WANKERSOFT,&2 HUSEAND RD.,FOREST HILL,VICTORIA 3131,AUSTRALIA
! s h 4 REM FOR VIC-20 WITH BK OR MORE RAM
:ou hdge been l0§rfudh".'51de :he 10 FORI=.TO11:READA: FOKE7Z6+1,0:NEXT
olse by your aunt Who's up the 1S DATA3Z2,253,206,32,158,205,32,247,215,76,163,200
street shopping. Being young S0 POKEZ&B879,8: PRINT' DS s RM=1:NL=19: NV=23:NI=12: LK¥=1:LL%=1:LB¥%=1: I=. : OK$="0l
and adventurous, you wish to get OV
out and see the famous Black- 60 BGOSUE1000

70 PRINT"Dm OCATION: —@":FRINTLS (RM)

pool Tower. You have to collect 71 PRINT"BWBVIOUS EXITS LEAD:—E":PRINTs: IFNDY (RM) >. THENPRINT"/ORTH, "3

objects in order to gain entry 73 IFSO%(RM) >. THENPRINT "#OUTH, "3
into the Tower, where admission 75 IFEA%(RM) >. THENFRINT"~AST, "3
costs 50 pence. There is a roaring 77 IFWEYX(RM) >, THENFRINT"OEST, "3
fire in the lounge which has to be ;g Egig;‘,'oﬁ
contended with and a snake 90 PRINTCHR$ (13) "sEHAT SHALL I DO NOW": INFUT"=>a"; I$:50SUB200: IFI$="FDUR WATE!
loose in the garden. If you ever THEN100
get out, you'll have to watch the %1 IFRND(1)<.&ANDRM=4THENPRINT "®fl HE SNAKE BIT YOU.":GOTO7000
road, because you are only seven 92 IFRM=1STHEN9000
i v ave chill sre a heasljth Siak 93 IFRM=6ANDFO=.THENFRINT"#fl HE FIRE HAS SFREAD. |0U ARE DEAD.":GOTDF000
] 94 IFRM=BTHENLYX(1)=-1:I=I-1
to you : 100 BOSUBZO0: GOSUBI00
Commands are entered in 110 FORN=1TONV: TFVE=V$ (N) THENSYS7 36, 6% (N)
using standard verb and noun 120 NEXT
entries. Original Oric program by 130 PRINT"SP$, DON'T UNDERSTAND—®":PRINTMS";CHR# (34) 3 : GOSUB200: PRINTISCHRS$ (34)
o e 5 0TOS0
D Reynolds and F"*_P“-"hed by 140 FRINT"NF$, CAN'T GO M"::GOSUB200:FPRINTIF:GOTOFO
Computer & Video Games, UK. 150 PRINT"MPb CAN'T W"::GOSUBZOO:FRINTI®:E0TOS0
The Vic 20 conversion is the 200 FORN=1TOLEN(I$):SGE=MID$ (I$,N,1)
copyright of limmy Fang (1986) 210 IFSGE>="4"ANDSG$<="e" THENI$=LEFT$ (I$,N—1) +CHRE (ASC (S6%) -128) +MID$ (IF,N+1)
d F, 5 220 NEXT:RETURNM
5 f_v ang TOO BE="t:yE="":SP=. :FORN=1TOLEN (I$)
Forest Hill Vic. 210 IFMID#(I$,N,1)=" "ANDSP=.THENSF=1:GOTO3I30

20 IFSF=.THENVE=VE+MIDS (I1$,N 1}

325 IFSP=1THENE$=B$+MID® (I£,M,1)

330 NEXT

340 RETURN

500 IFNO%(RM) THENRM=NO% (RM) : GOTO70
502 GOTO140 :

505 IFEA%(RM) THENRM=EAY (RM) : GOTO70
S07 GOTO140

510 IFSO%(RM) THENRM=S0% (RM) : GOTO70
512 GOTO140

515 IFWEZ(RM) THENRM=WEY (RM) : GOTO70
S17 GOTO140

1000 DIMVE (NV) ,B% (NV) ,L# (NL) ,0% (NI) ,L%(NI) ;NO%(NL) ,WE% (NL) ,S0% (NL) ,EA% (NL)
1010 READDS: IFD$< >"START"THENS 999
1020 FORN=1TOMV:READVE (M) ,G% (M) s NEXT
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1030
1040

READD#: IFD$< >"OBJECTS" THENT999
FORN=1TONI:READO® (N) ,L% (N): NEXT

1041 DATA START,N,S00,E,505,5,510,W,515,DROP,2000,PUT,2000,GET,2200,EAT ,2400,LC
K,2600

1042
1043
1050
1060
1061
1064
1065
1070
1080
1090
1095
1097
1098
1100
1105
1110
1115
1120
1125
1130
1135
1140
1145
1150
1159
1160
1165
1170
1175
1180
1185
1190
10,.

1195
1200
1205
1210
1215
1220
1225
1230
1235
1240
1245
1250
1255
1260
1265
1279

1999
2000
2002
2010
2020
2030
2200
2202
2205
2210
2220
2230
2400
2410
2499
2600
2610
25620
2630
2640
2800
2805
2810
2815
2816
2849
2850
0

2840
28465
2870
2899

2900
2901

DATA OPEN,2800,PICK,3000,U,3200,D,3400,POUR, 3600, 1,3800,R, 70, UNLOCK , 4000
DATA READ,4200,0UIT,%000,FLACE , 4500,STOF , 9000, GLVE , 4800, ENTER , 5000

DATA OBJECTS

DATA KEY,-1,SAW,4,FANSY,4,KNIFE,3,FORK,~1,FRUIT,2,10F ,—1 ,CUF,~1,WATER, 3
DATA PAFER,-1,LITTER,18,50F,~1

READD#: IFD$< >"LOCAT IONS" THENG999

FORN=1TONL

READF$: IFF$<>"# " THENLS (N) =L$ (N) +F#$

IFPE<>" %" THEN1070

READNOY (N) ,EA% (N) ,S0% (N) , WE% (N)

NEXT

RETURN

DATA LOCATIONS

DATA" IOU'RE AT THE ENTRANCETD YDUR HOUSE.|HE DOORIS LOCKED SO THAT IT *
DATA"WON'T OPEN.",%,2,3,.,.

DATA" IDU'RE IN THE LOUNGE. I|HERE ARE SOME DRAWERSBY THE WALL, ALSO A *
DATA"LIGHT TO THE ~ORTH IS VISIBLE, NEXT TO THE SETTEE.",%,6,.,1,.
DATA" IDU'RE IN THE KITCHEN.|HERE IS A LOCKED DOORTO THE —AST. |HERE ARE"
DATA"SEVERAL CUPBOARDS ON THE MWALL. " ,%,.,.,.,1

DATA" IDU°RE IN THE BACKYARDIHERE IS A SNAKE LYINGON THE GROUND BY YOUR
DATA"FEET. " ;%44 4040 43

DATA" IDU'RE AT THE BOTTOM OF SOME STAIRS. |HEREIS A CUFBOARD AT THE *
DATA"BOTTOM, BESIDE YOU.",%,.,6,9,.

DATA" IDU'RE IN THE FRONT ROOM. |HERE'S A SETTEEIN IT. IHERE'S ALSOD
DATA"A COAL FIRE LIT. -7 LODKS DANGEROUS. 10U CAN SEE THE GARDEN "
DATA"THROUGH THE WINDOW TO THE ~ORTH, #OUTH IS  THE LOUNGE, —AST'S THE"
DATA'HALL. |HERE ARE SOME STEPS TO THE OEST.",%,.,7,2.5

DATA" IOU‘RE IN THE HALL. #LOCKED DOOR IS ON THE NORTH WALL."
DATOR S s e &

DATA" IOU'RE IN THE GARDEN. IHERE'S A ROAD TO THE ~ORTH. I|HE DODR SLAMS®
DATA"SHUT, WITH THE KEY IN THE LOCK.",%,14,.,.,.

DATA"™ IOU’RE AT THE TOF OF THE STAIRS. |HERE'S ARDOM TD THE €OUTH.",*,5

DATA" IOU'RE ON A LANDING. I|HERE'S A ROOM TO THE #DUTH, AND ONE TO THE *
DATA"TO THE —AST.",*,9,11,12,.

DATA" IDU'RE BY A BED." ,%,.,.,.,10

DATA" IDU'RE IN A BEDROOM WITH A BED TO THE ®0UTH. |HERE'S A "
DATA'CUPBOARD TO THE LEFT OF YOU.",#,10,.,13,.

DATA" IDURE BY A BED.",%,12,.,.,.

DATA" IOU'RE BY THE ROAD, WHICH RUNS ~AST-0EST. |HERE'S A HOUSE TO THE®
DATA"-DRTH, ACROSS THE ROAD",*,15,1b,.,17

DATA" |0U'VE HAVE BEEN RUN OVER BY A CAR.",%,.,.,.,.

DATA"IHE ROAD COMES TO A DEAD END AT THE —AST. IHERE'S A CARFARK TO ©

DATA"THE TAST AND A FPATH OEST. " ,%,15,18,.,14
DATA"I HE RDAD RUNS —AST - ©EST. IHERE'S A TOWERTO THE ~AST.",#,15,14,.
DATA" 10U ARE IN THE CAR — FPARK. IHERE'S A LLITTERBIN BY THE YOUR SIDE."

DATA*,. ,.,.,16
DATA" IDU'RE BY |L4—TT1 IF0~=!! IDU CAN JUST HEAR THE SEA IN THE =
DATA"DISTANCE. IHERE'S A MAN AT THE DOOR WHO  WOULD LIKE SOP.",*,.,17

DATA END

FD=. :FORN=1TONI: IFO% (N) =B$ANDLY (N) =, THENFPRINTOK$: FD=12 T=1—11 L% (N} =5
IFB$=""THENPRINT"®4-ROF WHAT?":G0TO%0

NEXT

IFFD=. THENFRINT"®4. DON'T HAVE A= :FRINTEE:;" "

GOTO9O

IFI>=STHENFRINT"®W& CAN'T CARRY ANY MORE'":BOTDF0
IFBE=""THENFRINT"®MI ET oHAT?":G0TO90
FD=.:FGHN=1TDNI:IFD$1N3=B$ANDLZ(N1=RMTHENPRINTDK$:I=I+1:FD=1:LZiH'=.
NEXT

IFFD=.THEN150

GOTOZ0

IFBF=""THENINFUT" sBAT WHAT =>":Bf: EOTOZ400
IFB$="FRUIT"ANDLY (&) =, THENFRINT " 8@ T WAS FOISONED. " : GOTOP000
FRINT"®%, MUST HAVE THE =2';B#:FRINT"MTO BE ABLE TO EAT IT. "1 60TO%0
FD=.:FORN=1TONI: IFLY (N) < >*RMTHENNEXT: BOTO2463T0

IFFD=. THENFRINT"®a- CAN SEE...":FD=1

FRIMT"8@A ";0%(N),: tNEXT

IFFD=. ANDV#="LOOK" THENFRINT" sF%, CAN'T SEE ANYTHING SFECIAL AT ALL."
GOTO90

IFB#=""THENINFUT" sE0 FEN WHAT =3 sB¥

IFBE$="CUFBDARD" THENZ2B50

IFB#="DO0OR" THEN2900

IFB$="DRAWER" THENFRINT " &Ml HERE ARE SOME FAPERS AND A FORE. " s LY (10)=2
IFBE£="DRAWER" THENLY (5) =2: GOTOF0

GOTO1S0

19

IFRM=STHENFRINT"»M HERE 'S AN ELECTRIC METER WITH 10F ON IT.":L%(7)=S5:B0T0

TFRM=ZTHENFRINT"®@.T 'S FULL OF CUFS. ":l %(8)=%: BOTAS0
IFRM=12ANDLEZ=1THENFRINT"®#. T 'S LOCHED. ":GOTOR0
IFRM=12THENFRINT"®@I HRE'S A KEY INSIDE. ":L%(1)=12: GO0TOR0
GOTO1SO

IFRM=7ANDLLYZ=1THENFRINT"®/%.T'S LODCKED.":G0T0%0
IFRM=3ANDLBY=. THENSOX (2) =4: GDTOS0
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2905 IFRM=7ANDLLY=.THENFRINT"#f@ I0U CAN SEE THROUGH TOTHE GARDEN.":NDY(7)=8:G60TD%?

Q

2910 IFRM=3ANDLE%=. THENFRINT"M@ IOU CAN WALK IN,TD THEBACKYARD,TO THE #0UTH."
2999 GOTO150

3000 IFBF=""THENINFUT"WICK WHAT =>3";B¥

3005 IFBE="LOCK"THENZIOZ20

3019 GOTO1S0

ZI020 IFRM=7THENPRINT"®#% CAN'T FICK THIS LOCK":GOTO90

ITOZT0 IFL%(S) <>. THENPRINT" M4 NEED SOMETHING WITH SFIKES ON lT."'BD'lD?LI
3040 IFRM=12THENLKY=. :PRINTOK$:GOTO?0D

3099 GOTO1SO

3200 IFRM=STHENRM=9:G0TO70

400 IFRM=9THENRM=5: GOTO70

3410 GOTOL140

F&00 IFBF=""THENINFUT"®MOUR WHAT =>3";E$

3605 IFE$="WATER"THENZ&50

34649 GOTO1S50

3650 IFL%L(F)<>. THEN1S0O

T660 PRINT"MAIHE FIRE HAS BEEN FUT OUT BY THE WATER.":FO=1

3665 LL(R)=3:11=1-1

3470 GOTOTO

3800 FD=.:FORN=1TONI: IFL%(N)<>. THENNEXT:GOTOZ840

Z810 IFFD=.THENFRINT"#h, HAVE THE FOLLOWING..":FD=1

3820 PRINT"A E";Of (N) :NEXT

3840 IFFD=.THENFRINT"MW& DN'T HAVE ANYTHING."

B850 GOTOZO

4000 IFB#=""THENINFUT"»ll NLOCKE WHAT =>a":B¥

4005 IFLY%(1)<>. THENFRINT"®MIUT - HAVE NO KEY.":GOTO%0

4010 IFRM=7THENLLY=.:FRINTOK$: GOTOT0

4015 IFRM=3THENLE%=.:FRINTOK$: GOTOTO

4200 IFBEE=""THENINPUT" @B EAD WHAT =>a":B¥

4705 IFE$="FAFER"ANDLY(10)=. THENFRINT" BT 'S BLANK":GOTOZ0

4249 GOTOL1S0

4600 IFBEF=""THENFRINT" 2SI LACE WHAT NHEF\E“' INFUT"=:2": D%

4410 IFLEFTS(B¥,6)="LITTER" THEN4&450

44649 GOTOLSO

4650 IF(MIDE£(B#,8)="IN BIN"ORMID#(EF,B)="IN LITTER BIN")ANDRM=18THENALLO
45655 FRINT"®F%. CAN’'T FUT IT THERE.":GOTOZ0

4460 PRINT"®G HE FOLICEMAN WATCHINGYOU WAS DELIGHTED. IE BIVES YDU S50P."
4665 L%(12)=.:L%(11)=-1:60TO70

4800 IFE$=""THENPRINT" sl IVE WHAT TO WHAT": INFUT"=>a";B%

4801 IFRM<>19THENFRINT"®%. CAN'T DO THAT YET.":G0T070

4805 IFLEFT# (B$,3)="MAN"THEN4B50

4849 GOTD1SO

4850 IFL%A(12)<>. THENPRINT"AIUT - DON'T HAVE SOP TO GIVE.":GOTORO
4855 PRINT"SGIE LL NOW LET YOU IM.":EX=1:GO0T0%0

5000 IFB$=""THENINFUT" BB NTER WHAT =>a":B¥

S00S IFB$="TOWER"ANDEZ=1THENFRINT"®M=aA8 Il . |#x" T L7717 (BE R A

"t END
5010 IFB$="TOWER"ANDEY=. THENFRINT"®rdl HE DODRKEEFER STOFS YOU. IE WANTS SOF.":6
aTogo

5049 GOTO150
Q000 PRINT" ssRE3ANT ANDTHER GAME": INFUT"EE=> =" ;YE: IFYH="Y" THENRUM

CAMEL

You have to travel 200 kilometers
across the Gobi desert, trying to
out-run the cannibals, who are
chasing you. You must renew
your water supply and make sure
you don't run your camel into the
ground.

Watch out for storms and wild
Berbers which hamper your at-
tempts to reach the relative
safety of civilization. !

All commands are typed in
using a number. This program
was converted from an Applesoft
program. This Vic 20 conversion
is the copyright of Jimmy Fang
(1986).

. Fang
Forest Hill Vic.

REM CAMEL ADVENTURE

REM FOR VIC-20 WITH

REHM 3K OR MORE RAM.

REM

REM (C) JIMMY FANG,

REM &2 HUSBAND RD.,

REM FOREST HILL,

REM VICTORIA F131.

REM

70 OFENL,Z:CMD1

100 FPOKEZS879,29:FRINTCHRE (142) CHR# (8)
105 PRINT"m** CAMEL ADVENTURE *»"
115 PRINT"INSTRUCTIONS (Y/N)™

120 INFUTD#

R les EEIE S ) R B B

125 PRINT

130 IF LEFT$F (D%,1) = "N" THEN 320

135 FRINTCHR* (142)

140 PRINT"S WELCOME TO CAMEL. THEOBJECT 1S5 TO TRAVEL 200 EMS ACROSS THE"

145 FPRINT"GREAT GOEI DESERT.":PRINT"M A TRIBE OF KNODCKE ENEED FYGMIES WILL

S50 PRINTYCHASING YOU. ":PRINT"HH YOU WILL BE ASEED FORCOMMANDS EVERY S0 OFTE
M.

155 FRINT" smFRESS ANY FEY."

157 POKE198,0:WAITI?8,1

160 FRINT"IZJCOMMANDS: —*

145 FRINT"mHNL™ DRINK FROM CANTEEN"
170 PRINT"SeL® AHEAD MODERATE SFEED"
175 PRINT"maA"® AHEAD FULL SFEED™

180 FRINT"Ze4® STOF FOR THE MIGHT"
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185
190
195
200
205
210
215
220
229
230
240
250
320
335
336
Z40
350
399
356
260
Z70
380
400
410
420
425
430
435
440
450
455
460
470
475
480
450
495
500
550
560
570
S80
590
&00
&10
&20
&30
&40
&S50
-1-10]
H70
&80
&0
FO0
710
720
730
750
TH0
770
780
790
800
810
820
830
B840
BSO
A&60
a7o
B0
a0
89S
FO0
210
915
20
925
20
F40
950
60
270
FE0
I

FRINT"®aiG® STATUS CHECEK"

FRINT" W% HOFE FOR HELF™

FRINT"MBePFRESS ANY KEY":FOKE198,0:WAIT198,1
FPRINT " sBIfFFRESS ANY KEY"™

FRINT"ZWMYOU HAVE DNE LITRE OF WATER WHICH WILL LAST"
FRINT"FOR FOUR DRIMKS."

FRINT"®YDL MAY RENEW YOUR WATER SUFPFLY COMFLETE-LY AT AN OASIS."
PRINT"®MYOU MaY GET HALF A LITRE IF FOUND BY HELP"
FRINT"™MIF HELF DODESN'T COME AFTER COMMAND S8, YDU LOsSE!™
FRIMT"aEG00D LUCK":FRINT"AND GOOD CAMELING'™

FPRINT" AFMFRESS ANY KEY™

FOKE198,0:WAIT198,1: FOKE178,0

FRINT

GOSUB2000

GOTO4BO

IFC>199THEN1210

i=Z=1

IFZ=1THENFRINT " slsft-—— mWARNINGM ——-":FRINT"m- GET A DRINK -"
FRINT

IFZZOTHEN1AZ0

F=F+1

X2=INT(RND (1) *%10)+2.5

IFF<4THENATO

Ci=Ci+X2

IFC1<CTHENASS

IFR<OTHENFRINT"#I¥YGMIES HAVE ATTACKED THE BERBER CAMP."
FRINT"®ATHE FYMIES HAVE CAUGHTYDU.CAMEL AND FEOFLE"
FRINT"SOUF IS THE FYGMIES® FAVOURITE DISH!'"

FRINT"n8YOU HAD TRAVELLED":;C:PRINT"KILOMETRES ALTOSETHER"
BOTO1S550

IF@:0THEN1OAO

FRINT"®WTHE FYGMIES ARE"iC-C1:PRINT"KMS BEHIND YOU."

PRINT"YDOU HAVE TRAVELLED":C:PRINT"KILOMETRES"
PRINT

FRINT"SECOMMAND ME,OH MIGHTY ADVENTURER:"
INFUTY

FRINT

ON Y GOTO 830,410,680,7460,790

T=INT(RND(1)}*10)

IFT< 21 THEN1200

FRINT" sl HELF HAS FOUND YOU INAN UNCONSCIOUS STATE. "
§5=2

=4

GOTOZ40

F=F+1

IFF=8THEN1 120

GOSUBRBO

X1=INT(RND (1) %10)+1

C=C+X1

FRINT"»m YOUR CAMEL LIKES THIS FACE."

GOTOZ40

F=F+Z

IFF>7THEN1190

GOSLR880

X1=INT (RND(1)%20) +1

C=C+X1

FRINT"»m YOUR CAMEL 15 BURNINGACRODSS THE DESERT SANDS. "
GOTDZE40

FRINT"®MEYOUR CAMEL THANES YOU"

F=0

GOTOZES0

FRIMT"=»m YOUR CAMEL HAS":;7-F"GOODHOURS LEFT TODAY."
FRINT"® YOU HAVE":S5; "DRINES IN YOUR CANTEEN. "
FRINT"®Z YOU CAN GO":Z:FPRINT"COMMANDS WITHOUT WATER®
GOTOAALD

S=5-1: PRINT " aBGLUGE , GLUGE, BLUGGE"

IFS<OTHEML200

IFSCITHENFRINT " b8 BETTER WATCH OUT FOR AN DASIS!'":PRINT
=

GOTO480

A=INT (RND (1) *100)

IFAXSTHENL 120

a=1

PRINT 2Pt WILD BEREERS HIDDEM IN THE SAND CAPTURED"
FRINT"YOU.LUCKILY THE LOCAL SHEIK HAS AGREED TO"
FRINT"THEIR RANSOM DEMANDS. ."

FRINT"BUT...WATCH OUT FOR PYBMIES!'"

FRINT

FRINT"»m YOU HAVE A NEW CHOICEOF SUB-COMMANDS: *
FRINT" st2zi7®™ ATTEMFT TO ESCAFE"

FRINT"amsB® WAIT FOR FAYMENT."

FRINT"s=YOUR SUB-COMMANMD: "

INFPUTX: PRINT

IFX=BTHEN1 100

X1=INT(END (1) %10)

1000 JFX1<STHEN1G40
1010 FRINT"SECONGRATS. YOU SUCCEEDEDIN ESCAPIMG! "
1020 Q=0
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1030 GOTOZ40

1040 PRINT"™ YOU WERE MORTALLY WOUNDED BY A FYGEMY SMIFER WHILE ESCAPING."
1050 [BOTOLA10

10460 X1=TMT(RND (1} *%100)

1070 REM

1080 IFX1:24THEM1100

1090 | T i LU RONSOM HAS BEEN FAID AND YOU ARE FREE TO GO."

1095 B=0 ) 40

1100 FRINT"=m THE LOCAL SHEIK IS COLLECTING. "

1101 PRINT"W... JUST BE PATIENT..."

1105 Ci=C1+4

1110 GOTDA20

1120 A=INT(RND(1)*10)

1130 IFA>Z2THEN1240

1140 PRINT"sEYOU HAVE ARRIVED AT AN DASIS...YDUR CAMEL ISFILLING YOUR CANTEEN"
1150 FPRINT"AND EATING FIGS."

1160 I=4:5=4

1180 RETURN

1150 PRINT"®4 YOU DIRTY BASTARD! YOU RAN YOUR CAMEL. TD HIS DEATH."
1200 GOTD1410

1210 PRINT

1215 FRINT"SEh,n, Nt A PARTY IS  BEING BIVEN IN YOUR™
1220 FRINT"HONOUR...THE PYGMIES ARE FLANNING TO ATTEND®
1230 BOTO1560

1240 X1=TNT (RND (1) %100)

1250 IFX1>STHEN13S0

1260 PRINT"»m YOU HAVE BEEN CAUBHT IN A SANDSTOREM. .. G0OD LUCK SUCKER. "
1270 XS=INT(RND(1)*10)

1280 X6=INT (RND (1} #*10)

1290 IFX&<STHEN1320

1300 C=C+XS

1310 GOTO1330

1320 C=C-XS

1330 PRINT"MYOUR NEW FOSITION IS":PRINTC"KM SO FAR."
1335 FRINT

1340 RETURN

1350 X1=INT (RND (1) *100)

1360 IFX1>STHENRETURN

1370 C1=C1+1

1380 PRINT"SPVOUR CAMEL HURTS IT  HUMP."

1390 FRINT*SLUCKILY THE PYGMIES ARE FODTWEARY!"

1400 RETURN

1410 U=INT (RND (1) %#10)

1415 PRINT

1470 FRINT"SPYOU DIED IN THE DESERTAFTER";C:"KMS."

1430 IFUS1THEN1A60

1440 PRINT"SITHE NATIONAL CAMEL ‘S UNION IS MDT ATTENDINGYOUR FUNERAL"
1450 GOTOLSAD

1860 IFUSITHENT 470

1470 PRINT"SYOUR EODY WAS EATEN BYVULTURES AND IMPORTED CANNIBALS. "
1480 GOTOLS60

1490 IFLXSTHEN1S20

1500 PRINT"STHE LDCAL SHEIK NOW  USES YOUR SKULL AS A CHANGE FURSE. "
1510 GOTD1560

1520 IFUS7THEN1SS0

1530 PRINT"SPEOFLE WITH LITTLE INTELLIGENCE SHOULD"
1535 PRINT"STAY OUT OF THE DESERT"

1540 GOTO1S60

1550 PRINT"STURKEYS SHOULD FLY,NOTRIDE CAMELS'®"

1560 PRINT

1580 FRINT"@mMWANT A NEW CAMEL AND A NEW GAME."

1590 INFUTD$

1595 FRINT

1600 TFLEFTH (D, 1) ="Y" THENRUN

1620 BOTO1650

1630 FRINT"MSVOU RAN OUT OF WATER..SORRY CHUM!"

1640 GOTO1410

1645 FRINT

1650 PRINT

1660 PRINT " mm mm i e

1670 PRINT"  CHICKEN ' "

1680 PRINT"———————— e "

1690 PRINT#1:CLOSEL

1700 PRINT"Z"':END

2000 Z=3:5=4:F=1:RETURN
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V Z.200/300

DRAWING
PROGRAM

This is my version of a hi-res
drawing program with a joystick
option and printout capability
for the VZ200/300.
R. Winter
Morphett Vale SA

:_L.-[

Lol SALLRRSY e SR I OO S I SR

CLS:PRINT :PRIMT" FRESS ‘E' FOR |[3=d=DI@s COMTROLY
PEIMT : PRIHT" DF 207 FOR |WaESNii-heay
FRIHT" #3%HD COPY AVIALABLE WITH * . fF"
CH=IMKE"YS : CH=IMHRE"S
IFCs="K"GOTOY
IFCs="1"GOT 0288
IFCsE=""G0T0=
CLZ: PRINT : PRIMT" L KETHORREE RS TRICT TONS B
FRIMT: FREIMT" UZE RAREEON EEYS FOR LoRZL<D
FRIMT:PEIWMT" USE ‘A’ FOR UrsL - ‘S FOR U-R"

i FRINT" USE ’EJ FORE DsL = “# FOR DR
11 FPREINT:FPEIMT" ‘BYOTO RUE oUT"
12 PRIMT" ‘P* FOR FEIMTED COFY"
12 FEIMT" S0 T CLEAR SCREEM"
14 FRIMTR4S:, "~ PRESS “G° TO GO -
15 SH=THEEYS: SE=IHEEYS
16 IF S&%<»"GU"GOTO1S
17 MODE: 12
18 H=325:%Y=35
19 SETCK.Y 2
28 Ks=IHEEYS: FUFT 1TOE8 : HEAT : KS=IHEEYS
SH JFEE="M"kE=x-1:GO0SUE1S2
55 IFK$H=" "K=H“1=?=V“1=GGSUBIEE
58 IFES=","x=x+1:G05UEB122
=% IFP5‘"’“’"5+1 Y=Y=-1:G0SIB1E2
FH IFES=","Y=Y-1:G0SUB122
P IFPﬁ“"""’"”+1‘%=K“1=EDSUBIB:
=28 [FESs=" "Y=%+1:G03UB1EZ2
85 IFESm="="Y=Y4+1 H=y+1 :GOSLUELZ2
168 IFEH="R"RESET. .Y
118 IFES="P"COPY
115 IFES=""CLS: FORH=1TOZ208 : MEXT : GOTOLT
128 GOTOZA
182 IFH4BK=A
1534 IFY<AY=
136 IF".)I._.ru-l.ar
183 IFY»RaY=63
198 SETC S, 2
135 EETLUEH
288 CLZ:PRIMT:PRIMT" USE LH STICKE FOR 2 DIRECTIOHS"
282 PEIWHT:FRIMT" PRESS ‘C* T CLEAR SCREEH"
22 PRIMTER4Z2,"- PEESS ‘G TO GO -"
204 SHE=IHEEYS: SE=IHKE"S
3@5 IF 5% "G "GO0TOZ84

HE MODEY 12

’;'538 A=30:Y=35
219 SETC XY )

-

0
31
=

"]

(O
Tyenen I
& T

LA R Bt

T3 1 B (30 D) D P [
(e M W0 W S |

A=( IHPL 43 JAMD21 3
LE=IHKEYS : L= HKE'S
IFR=27K=+~1:GOSUE182
IFA=2EK=K-1 : Y=YY=1 : GOSLE1 a2
IFA=23%="4+1 : GOSLE122
IFA=Z2K=r+1 : ¥=~1 : GOSUE1 82
IFA=2@Y="7~1:GOSUE1a>

IFA=25Y="+1: ¥=¥~-1: GOSUR1GS
IFA=23Y="+1 : GOSUR182

5 IFA=21Y=Y+1: H=i+1: GOSLUELSE

B IFA=1SRESETC X, Y )

@ IFL$="C"CLS:FORJ=1TOZEG : HEXT : GOTOSEE
B GOTOZ26 e
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CLS: PRIMTRLZE, " - B sl - FORT=1TO480E  MESTT
Bloa: COSUB1AS: GOSUELLS

WAl

TEA-POT SONG

This is a computer variation of
my four year old daughter's
favourite song.

La
FORT=1TOSEE : HEXTT
PRIMTR4Z,"I'M A LITTLE TEHR- PHT"

:
}.':Z.
R. Winter 1é 5UuHDl?,“h1r.¢;zu,:,h1.hJ¢d d:28.4
15 PRIMTRIS.
Morphett Vale SA 16 PRINTRET, " W
17 PRIMTRSZ, " "
18 GOSUB1682: GOSUELRS
12 PRIMTRFE, "SHORT... "
1 SOUMDES. 4 "
25 PRIMTR2EZ," S~ 18z FCRIHT” R
26 PRIMTESED, " NN 183 FRINT" L.
27 PRIMTRASZ, " HEe————' 1@i FRIHT" [ —
2% PRIMTRES, "HHE.- LTDUT." 185 F*F:IHT" 7]
38 SOUMD2S, 4523, 166 PRINT" S
e PRINTEZSE. " I—— 167 RETURHM
26 PRIMTRZES, " W W~ 198 FRIMT" ™ M4 W
. 27 PRIMTEZZG, " W S 133 FRINT" W - W
%9 PRIMTE141.,"HERE I5 MY HAMDLE." L1 PRINT MM, B2
40 SOUMLD21 . 4:21.2:21.2:20,4;20,4 112 PRINT e
41 PRINTRZSE, " s 112 PRIMT" - om
17 FRIMTRZSS, " W W " 114 RETURM
43 PRIMTEZZG." @ Sremem 115 PRIMT = m"
44 PRINTRASZ," M= 116 FRIMT" E W
45 PRIMTEZ24," 598 m ii:— Egﬂg -n :.
s PRIMTRLSE, " umed IR o PRI
g 1280 RETUREHN

S@ PRIMTELIT4. "HERE IS MY SFOUT."
S54 SOUMDLIZ. 4:18.2:18.2: 16,6
S5 PRIMTE4Z, " HHEH I GET HLL i

S6 PRIMTEVE, " STEAMED UF -

S8 PRIMTRI4L, M "

59 PRIMTEIVZ.Y &
£ S0UMD1E. 2518, J'LUua-uer 22,428, 4
E1 PRIMTESS,"  ~ils o

G2 FORT=1TOZ2E: HE'.:c!TT
S3 PRIMTESS ARAEa "
64 FORT=1TOZ28:HEXTT

£S5 FPRIMTEZZ." &~ =lls !
A6 FORT=1TOZE: HEXTT
E7 PRIMTE @." 6 8 a3 @ g
&3 PRIMTELI4Z2, "HERE HE SHAUEE - et
FA SOUNDES. 4:28,4:22.6
71 FRIWHTRE," i
T2 OFRIMTRZZ, " %
TS FRIMTRE4S ' TR ME - GVERS as 5
il = FRIHT@EEJ“ i
Ta PRIMTELI4Z " G
29 SOUMDZS. e 25, 2:23. 421,49
28 PRIMTRIZZ," Brsmdl "
a1 FRIMTERZ224," ey .
2z PRIMTRZSS, " TS W &
a7 PRIMTEZES, " W S "

= PRIMTRIES, o

PRINTE41E,." mm @ "

25 FRINTR448, " -
a9 PRIMTRES1, "POUR ME QUT!":SOUHDEA. 4:18.45 16,5
i PRIMTE4ZZ, " " FPRINTELS4, " |
S91 FORT=1TOZEE8:HEXTT
G2 PRIMTEZAG, "W SOUMNDIE, 1 PRIMTRIEE, "M SOUHELS, 1 PREIHTRZES, "WYY
@ SOUHGLG . 1 PRIMTE4EL "W SOUHDLE, 1 FORT=1TOZE : HEXTT : S0UMD L. 8

FORT=1TO1566: HEXTT

0ot
'J:‘ R R I N o RS LR K

25 PREIMTR4EE," ":PRIHT" HIT “%’ TO RUM AGRIH":
95 AS=THEEYS: AE=THEEYS : TFRS="5"G0TO5

a7 JFAS=""GOTOSE

29 IFR%$: "V 'GOTOSE

1868 CLS

161 FREIHT
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PING TENNIS P ata Tean
A two player game of tennis with ?gox():(l:é : g;;l' (C=1:D=7:E=30
; :B=7:C=1:D=7:
D niae e o o 105 FORZ=28672T029152STEP32: POKEZ, 175: NEXT

ﬁgﬁgﬂgﬁﬂﬁﬁgggﬁ%ﬂgfﬁ:ou 110 FORZ=28703T029183STEP32:POKEZ, 191 NEXT

walls on the sides. The fitst per- 115 COLOR3:PRINT@O, “:PRINTR0, BC:PRINT@4,CC
son to three sets wins. The first 120 COLOR4:PRINT@16, * *:PRINT@28, DC:PRINT@22,EC
person to 21 points wins a set. 210 PUK8286?2+ (32%YX+XY) ¥ 32
Like tennis, you have to win the 215 POKE28672+ (3Z2¥YY+XX), 15
set by two or more points or the 220 YX=YY:IRXY=XX
set cc ntinues. This game re- 225 IFYY>14THENY=RND(2)-2
quire . joysticks. 226 IFYY<2THENYY=1:!Y=RND(2)-1

Because of my printers’ limita- 230 IFXX>30THENS00
tions, | could not include graph- 235 IFXX<1THEN40O
ics sy nbols in the program prir :- 240 XX=XX+X:YY=YY+Y
out so here is a list of them: 245 A=(INP(43)AND31)
line 115 250 IFA=30THENPOKEZ8704+ (32%B+C),32:B=B-1
“Shift J(x16)" 255 IFA=29THENPOKE28704+ (32%B+C),32:B=B+1
line 120 2546 1IFA=27THENPOKEZ28704+ (32%B+C) ,32:C=C-1
“Shift J(x16)" 257 IFA=23THENPOKE28704+ (32%B+(C) ,32:C=C+1

260 IFB>14THENB=14
R. Duncan 262 IFC<1THENC=1

Crafers SA 265 IFB<OTHENB=0

o 247 IFC>29THENC=29

270 POKE28704+ (32%B+C), 175

275 IFABS (B+1-YY) <2ANDC=XXTHENX=+1:Y=RND(3) -2
280 F=(INP(46)AND31)

2685 IFF=30THENPOKE28704+ (32%D+E) ,32:D=D-1

260 IFF=29THENPOKE28704+ (32¥D+E),32:D=D+1

295 IFF=27THENPOKE28704+ (32%D+E) ,32:E=E~1

300 IFF=23THENPOKE28704+ (32%D+E),32:E=E+1

305 IFD>14THEND=14

307 IFE<2THENE=2

310 IFD<OTHEND=0

312 IFE>30THENE=30

315 POKE28704+ (32¥D+E) , 191

320 IFABS (D+1-YY)<2ANDE=XXTHENX=-1:Y=RND(3) -2
371 GOTO210

400 DC=DC+1:IFDC>20ANDDC-BC>1THENDC=0: BC=0:EC=EC+1
405 IFEC>2THENEND

410 XX=1:X=1:60T0100

500 BC=BC+1:IFBC>20ANDBC-DC>1THENDC=0: BC=0:CC=CC+1
505 IFCC>2THENEND

510 XX=30:X=-1:60T0100

i T Y
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CONCENTRATION

The program called Concentra-
tion and is based on the age old
game of the same name. Be-
tween ten and fifty cards can be
selected to appear on the screen.
Behind these cards are randomly
hidden pairs of cards. The game
is finished when all the pairs of
cards have been uncovered.

This program is a real test of
your concentration.

L. Vella
Leopold Vic.

12 REM A GAME OF COMCENTRATION

13 REM BY L.J. VELLA

14 REM 1386

15 POKEZ@744, 1

16 REM 17-24 PREPARE FOR INMTRODUCTION
17 DRATA 28672,28688,28928,28944, 175,198, 227,245
18 DIM J(42:DIM H(4>

12 FOR B=1 TO 4

28 REARD J(B?

21 NEXT

22 FOR B=1 TO 4

23 RERD H(B>

NEXT
25 IF PEEK(28672)=159 GOTO 47
26 CLS
27 REM 28-39 DRAWS INTRODUCTIOM
28 GOTO 34
29 POKE AF.AG
30 AH=AH+1:IF AH=16 THEN AH=8:AF=AF+16
31 AF=AF+1
32 Al=AI+1:IFAI=128 GOTO 34
33 GOTO 29
34 SOUND 31,1
35 AJsAJ+1
36 IF AJ=5 THEN GOTO 46
37 AG=H(AJ):AF=JCAJ)
38 AH=0:AI=0
39 GOTO 29
46 GOSUB 10180
47 CLS:PRINT@1@@,"DO YOU WANT INSTRUCTIONS"
48 PRINT@172,“CY OR N)":FOR B=1 TO 308:NEXT
49 F=INKEYS
5@ HE=INKEYS ' IF H$="" GOTO 49
60 IF H$="Y"OR H$="N" GOTO 7@
62 CLS'PRINTRS9,"YOU DID NOT PRESS (Y OR M)"
63 GOSUB 12300
&4 GOTO 47
78 IF H$="Y"GOSUB 108620
71 CLS
72 POKE30744, 1
73 GOSUB 109480
74 GOSUB 10240
75 DIM AC99):REM 75-18@ NUMBER POSITION
26 DATR 28706,28789,28712, 28715, 28718,28721, 28724, 28727, 28730
27 DATA 28733,28779,28773,28776, 28773, 28782, 26785, 28793, 25791
29 DATA 28794,28797,28834, 28537, 29840, 28843, 26346, 28849, 29852
89 DRTA 28855,28858,28861, 28898, 28901 , 28904, 28997, 28918, 28913
100 DATA 28916,28919, 28922, 28925, 28962, 28965, 28968, 28971, 28974
128 DATR 28977.,28980, 28983, 28986, 28589
148 FOR B=1 TO S0
160 READ ACE)
180 NEXT B
199 REM 28@-299 GRAPHIC CHARACTERS
268 DIM C(257
52@ DATA 2088,239,175,191,255,223, 143,227,217,188,165,133,172
240 DATA 243,14@,231,179,163,252, 131,185,250, 136,169, 184
260 FOR B=1 TO 25
258 REFD C(B)
298 NEXT
295 REM 300-399 SHUFFLES CARDS
308 DIM DCAK)
319 FOR B=1 TO AK
320 E=RNDCAL )
330 IF C(EJ=0 GOTD 320
340 IF CCE> >308 THEN C(E)=C(E)-208 :I=1
35@ DCBIY=CCE)
368 IF I=1 THEW C(E)=8
376 IF 1=@ THEN CCE)=C(E )+208
330 1=0
398 NEXT
708 DIM H$(4)
765 REM 710-735 SCOREEBOARD IMFORMATION
710 B=RMD(2):IF B=2 THEN %=1
720 PRINT®3S3," !
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724 IF W=1 THEN ¥=0

725 FRINTR443,B%," ",

726 IFUW<>1 PRINTR464,H%;" "2
727 FRIMTR423,"< SCOREBOAED >"
728 IF Z+Y=AL GOTOD 12198

729 IF X=1 PRIMTR333,H%

738 IF X=8 PRIMT®ISS,E%

7?35 IF W=1 PRIMTE4E4, "HTTEMPTS"; HC
738 REM ?7395-834 HUMBER SELECTION
739 C=1

748 IFR=4ANDRA=10RR=4ANDAR=10RR=4FNDG=10RR=4ANDGG=1: C=3
741 A=0:AR=E:K=1: (=3 GL=0 NP=3

742 IFC=1+H$(1)="" HE(2)="" :HE(3)="" : HE( 4 )=" "

743 IFC=3+HHC3)="" HB(4 )=""

744 IFC=1 PRINTE413," .

746 IFC=3 PRINTR42Z," "

747 IFC=1THEN U=413

743 IFC=3 =422

750 FOR R=C TO 4

755 IF R¢=2 PRINTE®385,"SELECT YOUR l4MI HUMEER .

768 IF R»=3 PRINTE3SS,"SELECT YOUR S=0NIls NUMBER &

765 F=INKE'S

770 G#=INKEYS: IF G$="" THEN 763

775 IF GS="0"ORGS="1 "ORGE="2"DRGE="3"ORGE="4"0RGS="5" THEN K=1
780 1FGS="6"ORGS="7"0RG$="9"0RGE="9" THEN K=1

785 IF K=1 THEN 798 ELSE 765

798 PRINTEU,GS

795 SOUND 31,1

809 L=+1

810 IF U=420 LET U=422

315 HS(R)=G$

820 CI=HSC 1 J+HSC 2 1+HSC 3 )+HS( 4 )

825 D#=LEFT$(C$,2)

830 ES=RIGHT$((S,2)

834 S=VAL(DS )

835 REM 836-979 HUMBER PRRAMETERS CHECK

836 IF R=2 GOSUE 856:IF AR=1 OR G=1 OR GG=1 OR A=1 GOTO 739
837 IF R=2 GOTO 1829

849 T=VAL(ES)

541 IF R=4 GOSUB 356 IF AA=1 OR G=1 OR GG=1 DR A=1 GOTO 74@
842 K=9

858 NEAT

852 PRINT®385, " "

855 GOTO 1629

856 L=ACS ) M=ACT)

857 IF R=2 M=PEEK(L ):0=PEEK(L~1)

858 P=PEEK(M):U=PEEK(I1~1)

859 IF R=2:IF M<{43 OR N»57 THEM LET A=l

860 IF R=4:IF P<48 OR P>57 THEM LET f=1

261 IF SOAK OR TAK_THEN G=1

862 IF R=4 AND 5=T THEN AR=1

863 IF S=9 OR R=4 AND T=8 THEN GG=1

366 IF GG=1PRINTERSSS, " NislalmRingil s e a1z0] " GOSUE1 2209
870 IFG=1PRINTRISS, " 10D EMNRIANI)1 A W I A MR PN GOSUB 12390
372 IF AR=1PRINTE3SS, "NA2IS0 0 IMER G111 o s -T2 GOSUB 12388
950 IF A=1AMDG=EANDARSORNDGG=E THEM LETHP=1

268 IFHP=1PRINTRZES, " 1D R A I A M 4= GOSUB 12393
578 RETURH

1619 REM 1620-1128 DISPLAY SUURRE

1620 [F R=2 FOKE A(S),005:POKE ACSI-1,005 ) S0UMDL, 1:GOTO 342
1649 POKE ACT2,0(T ) POKE AuTo-1,00T)

1858 IF W=1 THEM RC=AC+1

1968 IF PEEK(L) = PEEK(M GOSUB 3998 ELSE 1189

1939 GUTO 729

1189 SOUND 1@, 1

1185 PRINTESES, * N05160 000 O]l 3 i N 3 )

1118 FOR B=1 T Y:HEAT

. - 1115 PRINTE3SS, " i

x . 1128 POKE L,N:POKE L-1,0:FOKE M,P:POKE M-1,0

1139 REM 1148~1168 WHO GODES HEAT

1148 IF %= THEM #=1:GOTO 729

1168 IF %=1 THEW %=0:GOTO 729

2293 REM 386G-3168 SCOREBURRD

3009 PRINTE413,"

3907 IF %=B PRINTR3SZ," ";B$;" YOU MATCHED A PRIR"

S 2
= m@%vﬁg%m
:s
TG
[\

R s R
e
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S

4ER8 IF ®=1 PRIMTE3S2," ";A%;" YOU MRATCHED A PRIR"

IEAS SOUMD 16,2,18.2:20,2:21,2:23,2:25,2i27.,2:28.2

3818 IF W=1 GOTOD 3144

3828 IF #A=8 THEHW Y=Y+l

948 IF #X=1 THEM Z=Z+1

3858 IF Z+Y=AL RETUEN

3958 IFA=8 PRIMTESSS, " VLB i s ot s (ol s = e 2
3188 IFX=1 FRINTE3SS, " RilaDEe<]3 B IR SO s D S 1= e ) 4
3119 SOUND 18,2,28.2

3115 FOR B=1 TO Y:MEAT

3128 RETURM

3148 Y=v+1

3168 RETURM

1186 COLOR 8.1

1819 PRIMTESS, "A GAME OF"

16260 PRIMT®193, "COMCENTRATION"

1822 PRIHTE433J“EY ] B Ty o S

16225 FOR B=1 TOU 28688:HEXT

10238 CLS

19235 RETURM

18240 COLOR 2.8

1BZEE PR HT ' S e S

1A250 PRIMTE3Z,"H (M 2H 8 48 SH c¥ 7H SH SEHipEN"

16300 FRINTESS , " e —

19218 IF AK>=20 FRINTESS, "HiiHiZE]3N] 48] 5H]cH]7H]SE] 2E20N"
19328 IF AK>=20 PRINTE123, " /s
18348 IF AK»=38 FRINTEL1E6D, "W21M2ZE2IMZAM2SEZCRZ 72N DRG0
1A260 IF AKy=38 PRINTE1SZ, "
18388 IF AK ;=48 FRINTEzZZ4, "l31l3.:l3"-'134l35I36l3?l38l39l46-"
10463 IF AK>=48 FRINTEZSE, " s e
1428 IF HK=358 F'FIHTL’."EB,“l41l4"l43l44l¢5l4bl4?l48l49l56-"
13446 IF AK=SE PRIMTEIZO, 0 —
189445 FRINTEISS, " FLEASE WARIT WHILE I AM "

189458 PRIMTE3S8," SHUFFLING THE CARDS

18468 RETURH

19438 FRIMT" SELECT THE MUMEER OF FLAYERS ¢1 OR 2"

18451 FOR B=1 TO zZB9@:HEAT

1432 F$=IMKEYS$

194353 HE=IMKEY$: IF HE="" GOTO 18452

18454 W="YALIHS$ >

18435 IF W=1 OR W=2 GOTO 16524

184968 CLS:PRINTEZ26, "vOU DID HOT PICK A (12 OR 22"
19495 GOUSUB 1230@:CL5:G0TO 19450

18528 CLS:FOR B=1 TO 30@:HEXT

18521 CLS:FRIMT" EMTER THE HMAME OF THE FIRST"
18522 IMPUT" FLAYER HHD PPE““ FETURM "iB%
19523 IFLEMCES »=8G0TO1852

16525 IF LEHCBH 2411 GOTO 19546

SR CLS:PRIMTEIGE, "YOUR HAME HAD MORE THRM"
FRIMNTR1ZS, "TEHM LETTERS"

18535 GOSUB 1230@:CL3:G0TO 18528

18548 IF W=1 THEH #A=8:50T018588

18558 CLS:PRIMT" EMTER THE MAME OF SECOMD"
168555 IMPUT" FLAYER AHD FRESS RETURN "iA%
16568 IFLEM. A% »=8G0TO18558

luqﬁ; IF LEHCAS <11 GOTO 18558
CLS:PRIMTRIGE, "vOUR HAME HAD MORE THAM"

5 FRIMT®122, "TEHM LETTERS"

GOSUE 12388 Clz: GoTo1eS58

CLS: PRIMTESS, "WOULD ¥0OU PLERSE ZELECT THE"
> PRIMTELIZL, "AMMOUNT OF TIME THE SYMBOLS
FRIMTELIES, "STAY DISFLAYED ON THE SCREEH"

5 FRIMT®233,"1 = 1 SECOHDS"

555 PRIMTRZES, "2 = 2 SECOMDS"
18598 FRINTRZ27,"3 = 3 SECOHDS"
16551 PRINTE "4 = 4 SECOHDZS"
18532 PRINTE®381,"5 = 5 SECOHDS"

18554 FE=IHKE'"S

10595 HE=IMKEYS: [F H$="" GOTOD 18552

189597 W=YALCHS 2% 1anE

1@533 IF Yr=56@ AND 'W{=z250@0 THEHM GOTO 18599 ELSE 18554
18529 CLS

1PsaE CLSPRINTESS, "WOULD YOU FLERSE SELECT HOW!

1601 PRIMTEL1EL, "MAHY SOUARES YO WOULD LIKE"

18502 PRIMTELS3, "TO PLAY AMD THEH FRESS":FRINMTE1ISS, "RETURN"
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1Be83
18564
196685
locoe
18687
18583
1osia
18511
ig612
16612
19628
18528
18635
18548
1@eed
186248
18768
18726
18741
187eR
1avse
18388
183108
1BEza
13528
14
15
lazed
Les7e
18528
18854
18368
1Bz1a
B3z
LE545
18354
1a5ci@
182743
la3z8
1326
1 1Eae
11ala
11z
118z
11a48

12888
lamza
1264

Lz

12ze48
lzzoe
123868
12344

5

12388

PRIMTEZZY, "M@ YOU CAH OHMLY SELECT"
FRIMTRZ53,"18,28, 38,44, OF S5B"

FEINTE292,"

INFPUT" SELEC T HOM MANT SHUGEE SEESTY

IF Ak=18 OFR PK=ZBORAK=380 OR AK=48 OR AK=58 THEM GOTO 16612

CLS:FRIMTELI®E, "YOU DID MOT SELECT"
FRIMTERLIZZ, "18,28, 38,48, 0k 38" :G05UB 12304
GOTO 1@s88

AL=AK-2

CLS: EETURM

CL3: AB=@

COLOR, 8

PRIMT" IMSTRUCT IOMS"

FRIMT" [t atoas B

PRINT" YOUR GHME OF COMCEMTEATION IS"
FRINTESS, "VERY ERSY TO FLAY.SIMPLY RTTEMPT"
PRIMT®122, "TO MATCH THE PAIRS OF SYMBOLSY
FEINT®1c8, "HIDDEN BEHIMD THE CARDS.IT CAM"
PRIMTR1SZ, "BE FLHYED BY OME OR TWO FERSOHMS."
FRINTEZZ4, "l =i k"

FRINTEZSE, " IMITIALLY THE COMPUTER THROMWS"
FRINTE2SS, "R DICE TO SELECT WHO GOUES FIRST."
FRIMTEZZE, "HEAT THE COMFPUTER WILL ASK IN"
FREIMNT®3SZ, "TURM, EACH FLAYER TO PICK THEIR"
FRIMTEZS54, "FIKST AND SECOHD HUMBER, WHICH"
GOsUE 1z2eaa

FRINT"REFRESEMTS TWO CHREDS. IF THESE"
FRINTERZZ, "TWO CARD: HAYE IDEWMTICAL SYMBOLSY
PRIMTEE4, "THE CARDS WILL STHY DISPLAYED"
PRINTESS, "AMD THE COMFUTER WILL ALLOCATE®
FRIMTR1ZS, "R FOINT TO THE PERSOM WHD SELEC-"
FREIMTEiEE, "-TED THEM,RS WELL AS GIYVING THAT"
FRIMNTE1Z:Z, "FERSON AHOTHER TURM. IF THE ThWO"
FRIMNTEZZ4, "ARE MHOT THE SHME THE CRRDS MWILL"
PRIMTEZSS, "TURH OVER TO THEIR ORIGIMAL HUM-="
PRIMTRZ33, "BER.THE IDEA OF THE GAME 15 TO
FEINTEZZG, "REMEMBER WHAT SYMEOLS ARE UNDER"
FRIMTE3ISZ, "EACH CARD, S0 AS TO ASSIST IM“
FEIHTE'” JMSELECTING A MATCHED FRIE OFY
GOSUE 1 2885

FRINT"CREDS LATER OHM. THE FLAYER WITH"
PRIMTEIZ, "THE GEEATEST HUMBER OF POIMTS AT
FRIMTEES, "THE EML OF THE GAME WIMS. "
FRIMTESC, " il yd A n"

FRINTRiZS, " IF OHLY OME FLRYEE FLAYS, THE"
PRINTRicE, "COMPLITER SHOWS HOW MAMY ATTEMPTS

4 PRINTR1S2, "WERE MADE TO DISFLAY ALL THE PAR-"
4 PRIMTRZZ24, "IRS OF 37MBUOLS. [Whdd WHEM A HUME-"

FRIMTRZSE, "ER BETHWEEH 1 & % IS REQUIRED, "
FRINTEzZS, "SELECT A ZERD FIRST.FOR EXRMFLE 81,855,893,
MR GICEERRIPEE S S T T REFEAT TNSTRUCT TON SR

1 AE=1

PRIMTR41E, " PRESS SERCE ST CONTTHNUER
F&=IMKE''®

HE=IHKEYS: [F H$="" GOTO 12824

IF H$=" " GOTO 12856

IF AE=1 AHD HF="1" GOTO 168524

GOTO 12628

CLS:RETURH

IF W=2 AMD Z»v PRIMTE3SZ," “;[R&;" YOU WOH s

IF W=2 AMD Y>Z PRINTEISZ," “;B%:;" YOL WOM <

IF W= AHD Y=Z PRINTEISZ," YOU BOTH WIH IT'S A DEAK

IF W=z FPEIMTER41Z,"

IF W=1 PRINTE3SZ,"

IF W=1FRIHNTR415,B%; " o

IF W=1FRIMTE445, " YOU FIHNISHED IM";AC, "ATTEMETS"
NIRRT PRESSTSPACE "EUR T A T HEN GAME
SOLME 28, 1,18,1;28, 1,18, 1,268, 1;18,1

Fs=IHKE'"%

HE=IHKE'YS: I[F H&=""GOTO 12248

IF H$=" "THEM RUH ELZE 12248

SOUMD 31,1,29,1:27.1;25,1:83,1:21,1;19,1;17,1;15,1;13.1
SOUND 14,1:2,1:7, 19, 153151,

EETLRH
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SUPER SNAKE s POKE 30744,1:CLS
10 PRINT@292, "HIT ANY KEY TO CONTINUE*
TRAPPER 1% COLOR RND(6)+2:PRINT@36, * .
Super Snake Trapper is a two- 20 PRINT@68,* SUPERx SNAKE 4 TRAPPER *
player game of skill. You have to 25 PRINTE@100," 1 spaces "

move your snake around the
screen without hitting the walls,
the other snake or yourself. If you
do hit something your score goes
down. If it reaches zero you lose.
If you are about to crash you can
press the fire button and you will
be put somewhere randomly on
the screen, but the computer
might land you on something
and you will lose points. loy-

PRINT@167," BY ROBERT DUNCAN *
PRINTR203, "(i%9/12/84) "
PRINTR292, "

K$=INKEY$:IF INKEY%$=""THEN 10
PRINT@356, *TYPE IN PLAYER 1'S NAME"

COLOR 3:PRINT@423,;:INPUT S$:PRINT@423," *

*:SOUND 15,1

PRINT@371, “2*:COLOR 4:PRINTR453,:INPUT T%:PRINT@455," *©

PRINT@294, "PRESS <<S>> TO START"
SOUND 15, 1:SOUND 16,1

K$=INKEY®$: IF INKEY$<)>*"S*THEN 275
Us=37500:VSs=37500

sticks are required to play this 105 CLS:MODE(1):COLOR 2:FOR A=0 TO 127:SET(A,0):SET(A,&3) iNEXT

game. : i 106 AZ=3750:FOR A=1 TO 62:SET(0,A):SET(127,A) iNEXT
Because of my printer's limita- 110 FOR A=! TO 62:SET(0,A):SET(127,A) iNEXT
tions | could not include graph- 115 W=17:X=17:Y=110:Z=17:WI=11X1=0:Y1=-1:2Z1=0
ics symbols in the program print- 120 AZ=AZ-1:COLOR 3:U=(INP(43)AND 31)
out so here is a list of them: 124 IFU=15 THEN X=RND(62) :W=RND(126)
line 15 125 IF U=30 THEN W1=0:Xi=-1
“Shift A,Shift Y (x21),Shift 5" 130 IF U=29% THEN W1=0:X1=1l
line 20 135 IF U=27 THEN Wi=-1:X1=0
“Shift 1.Ctrl- SUPER SNAKE 140 IF U=23 THEN W1=1:X1=0
TRAPPER Ctrl: Shift” 141 IF U=2é6 THEN Wi=-1:X1=-1
line 25 142 IF U=25 THEN Wi=-1:X1=1
“Shift D,Shift T(x21),Shift F* 143 IF U=22 THEN Wi=1:Xi=-1
line 30 144 IF U=21 THEN Wi=1:X1=1
“Shift |,BY ROBERT DUNCAN, bl f i
Shift | 150 IF W=Y AND X=Z THEN 300
R 155 IF POINT(W,X)=2:US=US-AZ:N$=5%:G0OTO 400 ELSE160
“Shift I 160 IF POINT (W, X)=3:US=US-AZ:N$=5$:G0T0 500 ELSE 1645
! 165 IF POINT(W,X)=4:US=US-AZ:N$=S%$:G0TO 600 ELSE 170
line 60 170 SET(W,X)
Shift | 200 COLOR 4:V=(INP(46)AND 31)
line 700 ) 204 IF V=15 THEN Y=RND(12&):Z=RND{62)
“Shift J(x2)"“Shift J(x2)" 205 IF V=30 THEN Y1=0:Z1=-1
line 710 210 IF V=29 THEN Y1=0:Z1=1
“Shift J(x2)"Shift J(x2)" 215 IF V=27 THEN Y1=-1:Z1=0
220 IF V=23 THEN Y1=1:Z1=0
R. Duncan 221 IF V=26 THEN Yi=-1:Z1=-1
Crafers SA 222 IF V=25 THEN Yi=-1:21=1

223 IF V=22 THEN Y1=1:21=-

224 IF V=21 THEN Yi=1:Z1=1

225 Y=Y+Y1:Z=2+21

230 IF W=Y AND X=Z THEN 300

235 IF POINT(Y,Z)=2:VS=VS-AZ:N$=T$:GOTO 400 ELSE 240

240 IF POINT(Y,Z)=4:VS=VUS-AZ:N$=T$:GOTO S00 ELSE 245

245 IF POINT(Y,Z)=3:VS=VS-AZ:N$=T#:GOTO 600 ELSE 250

250 SET(Y,2)

255 GOTO 120

300 MODE(0):CLS:VS=VS-AZ:US=US-AZ

325 PRINT@38,"YOU HAD A COLLISSION®

350 GOTO 700

400 MODE (0):CLS:PRINT@32,N%j",YOU HIT THE WALL":GOTO 700

500 MODE(0):CLS:PRINT@32,N$j*,YOU HIT YOUR OWN TAIL*:GOTO 700
400 MODE(0):CLS:PRINT@32,N$;*,YOU HIT THE OTHER SNAKE®*:GOTO 700
500 COLOR 3:PRINT@203,* *j:PRINTUSING®"HHHHH, ;US; PRINT" *
210 COLOR 4:PRINT@267,* “3:PRINTUSING HHHHHE,*;USjIRPRINT* *
220 IF VS<1 AND US<! THEN PRINT@362,*IT IS A DRAW®:GOTO 760
230 IF US<! THEN PRINT@34Z,jT$j" WON":GOTO 760 ‘

740 IF VS<1 THEN PRINT@342,}S$}" WON*:GOTO 740

750 FOR A=0 TO 3000:NEXT:GOTO 105

760 PRINT@455, “ANOTHER GAME (Y/N)?*

970 K$=INKEY$: I$=INKEY$:IF I$="Y"THEN RUN ELSE IF I$<>“N*THEN?70
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D T HEFEREEREEE AR RREEEENEENH
WORM At »
The idea of this game is to move 2 "%  FOR UNEXPANDED i
from one side of the screen to 3 ok VZ-200/300 *
the other without hitting the 4 "% PY IAN THOMPSON *
dots, the walls, or your own tail. ST R 30600363626 KK
If you do manage to reach the 8 °
other side, bonus points are 9 GOSUR 1000
awarded before proceeding to a 1@ CLS:POKE 30744,0
new frame. 30 U$S="Q":0%="A":L$="M" 1R$=", "
1. Thompson ot
40 sSCc=0
Collaroy Plateau NSW R O (N

50 MODE(1):COLOR 3,1:REM - CHANGE TO COLOR 3,0 FOR B&W MONITOR
6@ FOR A=1 TO 127:SET(A,D):SET(A,&63) tNEXT

70 FOR A=8 TO 63:SET(B,A):SET(127,A) INEXT

8@ FOR A=111 TO 127:COLOR 4:SET(A,&63) :NEXT

85 COLOR 3

90 FOR A=1 TO 45:SET(63,A):SET(95,A) :SET(79,A+18)
100 SET(47,A+18):SET(24,A):SET(111,A+18) :NEXT A
110 A$=INKEY$:IF A$=R$ THEN X1=1:Y1=0

120 IF A%$=0% THEN X1=0:Y1=1

130 IF A$=L$ THEN X1=-1:Y1-0

148 IF A$=U$ THEN X1=@:Yl=-1

170 X=X+X1:Y=Y+Y1:IF POINT(X,Y)=2 THEN 300

180 IF POINT(X,Y)=4 THEN 380

198 IF POINT(X,Y)=3 THEN 350

228 SET(X,Y)

Z1@ SC=5C+1

228 COLOR Z:SET(RND(127),RND(63))

290 GOTO 110

309 SOUND 25,6

302 CLS:PRINTa96, "FRAME NO."3;Z:PRINT

303 PRINT"YOU HAVE PEEN DESTROYED"

305 PRINT

31@ PRINT"SCORE:";SC

312 PRINT:IF SC>=HSC THEN HSC=SC

315 PRINT"HIGHEST SCORE:";HSC

S2Z@ PRINT: INPUT"ANOTHER FRAME (Y/N)";A$:IFAS="Y" THENZ=Z7+1:GOTO4a
33@ IF A$="N" THEN CLS:PRINT @ 237,"BYE'®":END
340 GOTO 300

350 SOUND 25,6:CLS:PRINTA32, FRAME NO."Z;

352 PRINT:PRINT

355 PRINT"YOU HIT YOUR OWN TAIL *

360 PRINT"YOU HAVE PEEN DESTROYED":PRINT:GOTO31@
380 CLS:50UND3@, 7:PRINT:PRINT"S@@ POINTS BONUS®:SC=SC+500:FORA=1TO SO0
98 NEXT A:GOTO 45

1088 CLS:PRINT®75," W O R M "

1010 PRINT@225, " IAN THOMPSON, COLLAROY PLATEAU"
102@ FOR I=1 TO 10BO:NEXT I

183@ CLS:PRINT"THE IDEA OF THIS GAME IS TO MOVE";
1035 CLS:PRINT"FROM ONE SIDE OF THE SCREEN TO"
104@ PRINT"THE OTHER,AND INTO THE RED LINE."
1058 PRINT"ONCE YOU HIT THE RED LINE YOU®

106@ PRINT*GET 50@ POINTS BONUS AND YOU"

107@ PRINT"START A SECOND FRAME. *

108@ PRINT:PRINT"THE DANGERS ARE THE WALLS, THE"
109@ PRINT"DOTS, AND YOUR OWN TAIL."

1100 PRINT@482,"PRESS <RETURN> TO CONTINUE";
1105 INPUT As

111@ CLS:PRINTA72, "DIRECTION KEYS"

1120 PRINT@139,"q = Up"

1130 PRINTAZ@3,"A = DOWN"

1140 PRINT@267,"M = LEFT"

1150 PRINT®331,", = RIGHT"

1160 PRINT@4B2, "PRESS <RETURN> TO START";

1170 INPUT A$

1180 RETURN

e
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DOGFIGHT - (»*..—o‘--‘---'p_*'g}vf--*-&-’—-h_-éé-’téi-ti—&*#
‘w b QG EaL G HT *
You are in a plane and must en- ‘% FOR 8K VZI-Z00 -

"% BY IAN A.THOMPSON »

T LT e S el L

CLS:SOUND 25,6:PRINT@134," D O G FIB@8HT"
PRINT@225," IAN THOMPSON,COLLAROY PLATEAU"
PRINT@449,"INSTRUCTIONS (Y/M)";

deavour to shoot down another
plane. Using the arrow keys, you
position the target plane in the
dead center of the sights. You
shoot with the Z key.

D@~ U =D

. Th INPUT ANS$
. Lnompson IF LEFT#$(AN$,1)="Y" THEN 1500 ELSE 10
Collaroy Plateau NSW 10 SC=0:ML=0

20 MODE(1):COLOR 3

30 FOR K=0 TO 127

40 IF K>63 THEN &0

50 IF K>24 AND K<40 THEN SET(50,K):SET(78,K) ELSE SET (64,K)
&0 IF K349 AND K<79 THEN SET(K,25):SET(K,39) ELSE SET(K,32)
70 NEXT:X=RND (123)+1: Y=63:COLOR 4:G0TO 140

110 RESET(A,4):RESET(A+1,4) :RESET (A—1,4)

120 RESET(A+2,4):RESET(A-2,4) :RESET (A,Y~1)

130 Y=Y-1:IF Y=1 THEN 200

180 SET(X,Y):SET(X+1,Y) :SET(X-1,Y)

150 SET(X+2,Y):SET(X-2,Y) :SET(X,Y-1)

152 RESET(X,Y):RESET (X+1,Y) :RESET (X-1,Y)

154 RESET (X+2,Y) :RESET (X-2,Y) tRESET (X,Y-1)

140 GOSUE 1000

170 GOTO 110

200 ML=ML+1:IF ML=10 THEN 210 ELSE 20

210 CLS

200 PRINT:PRINT"YOU SHOT DOWN®;SC,"OQUT OF 10 PLANES"
230 PRINT:PRINT:PRINT"ANOTHER GO";

240 INFUT AN$

250 IF LEFT$(AN$,1)="Y" THEN RUN ELSE 240

260 CLS:PRINT"THANKS FOR THE GAME, BYE'":END

1000 A=X

1010 IF INKEY$="," THEN 1050

1020 IF INKEY$="M" THEN 1070

1030 IF INKEY$="Z" THEN 1100

1040 RETURN

1050 X=X+2:IF X>125 THEN X=125

1060 RETURN

1070 X=X-2:IF X<2 THEN X=2

1080 RETURN

1100 SOUND 15,2

1110 FOR K=34 TO &4 STEP 2

1120 SET(K,96—K) 1 SET (127K ,96-K)

1130 NEXT

1140 FOR K=34 TO &4 STEP 2

1150 RESET (K,96—K) : RESET (127-K,9&-K)

1160 NEXT

1170 IF X<&7 AND X>&61 AND Y<34 AND Y>30 THEN 1200

1180 SOUND 1,2

1190 RETURN

1200 SOUND 29,2;31,2

1205 FOR T=1 TO 3

1210 FOR K=1 TO 20

1220 SET (RND (10)+5%,RND(10)+27)

1230 NEXT

1240 FOR K=1 TO 30

1250 SET (RND (30) +49,RND(30)+17)

1260 NEXT

1265 NEXT

1270 SC=SC+1:ML=ML+1:IF ML=10 THEN 210

1280 GOTO 20

1500 CLS:PRINT"THE GAME IS CALLED DOG-FIGHT, "

1510 PRINT"AND AS THE NAME SUGGESTS,YOU AREIN A PLANE AND";
1520 PRINT“ MUST ENDEAVOUR TOSHOOT DOWN ANOTHER PLANE. "
1530 FRINT"SIGHTS APPEAR ON THE SCREEN, ANDYOU MUST MOVE YOUR"j
1540 PRINT" PLANE (USING THE LEFT AND RIGHT ARROW KEYS) TO “j
1SS0 PRINTAGET THE TARGET P ANE NEAD TN THF CREMTRE OF THE ":
1560 FRINT" SIGHTS."

1570 PRINT"YOU SHOOT WITH THE ‘Z'KEY."

1580 PRINT"YOU’LL BE GIVEM 10 PLANES TO "

1590 PRINT"SHOOT DOWM, AND AT THE END TOLD"

1600 PRINT"HOW MANY YOU MANAGED TO GET. YDU";

1610 PRINT"WILL THEN BE OFFERED A NEW GAME.":

1420 PRINT" PRESS <S» TO START THE GAME."

1630 IF INKEY$43>"S" THENM 1630

1640 IF INKEY$="S" THEN 10
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BEZERK
Bezerk is a games program writ-
ten for the VZ200/300. The idea is
that when in playing mode you
move a dot around the screen
running through the red dots. If
you do not reach the red dots in
time and you touch them they
will turn yellow and you die! Do
not touch the walls or anything
yellow. At the end of the game
you will be given a bonus point
for every red dot you ran over.
R. Banks & M. Saunders
Mackay Qld

1 anuiu.uf
12 l_‘!i]lll[

= b GF LAIFIHE 1608 5 FORT= 1 TOSE : FEARSFC T3, 800 13- HEXT
i =1 TO5 : FEADAC T 2 HEXT :HEXT
FREIMTTARC 12 ."f"lf‘rl'l"l"i :III"“I

"CCIHANGE
| IFA$="5"TH
THENT LELSE {6
= L3 PRIMTODOMN
I~ “AGC4 D ROTOF

CEEATART GAME" : SP=2: GOTOSA0A
I'l.-iEI. SEIFAYi=" 1" THEN, @6

"AECE 3 PFRINT"LEFT ~ "A%C 2

12 31 HERT
(AT, 3 HEXT : WL=8

WL PR, B =R PR, ] 0ERR PR Tem] - PH=

4=0  GOTOS20

l ﬂ Ii'!‘
GOTO .‘_"_h':alw:l

TC+1
!I-{ fiz

1 WT=RITHAL
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-1
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AT GOTO2502
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=188 (B A | N HERT

S T 0= THEH T =15 GOS0 20
b i A o (Rt ST S

PR IMTE] 20
1 HEST  GOTO0E
1 FORT 1Tf'1ll 1FIL=
STE

ST GETO A
; =1 i HERT

FE HH‘.'

2 T DERARINRBARIRE
[HT" THE 2

THIS GAME 15 Ti B OVER THE REDR™

] B R L WHEH YO B OYER OHE. TT BHILL"Y
TRIHNTTURH YELLO THE 0TS WILL ALS0 Tllf?!II YELLOW T o™ ;
PEIMT" [OHT FLH OVER THEM TH TIME.

AOPRTHT"IF 500 TOUCH AN THIMG YELLOM, YO WILL DIEL"

H 1 AHG 2%
= LIVEH R

rrm'r"rrn'u FEL LOT WILL 0
FIHEH Y OUHAYE
¢ EACH LOT o

3 EF.F-'!"Ii'?!_'I P 1= A THEHEAEL SEV TR

ARGGGGH!
This exciting prog -am written for
the VZ200/300 re uires a good
deal of skill. Weave yourself in
and out of the yellow dots, avoid-
ing them and the walls, until a
hole appears in the top middle of
the screen. You are only allowed
to go back on yourself a few
times, so beware.

R. Banks & M. Saunders

Mackay QLD

FRgE 121 PORKEZ1052, 242 : POKE21652, 26

TFAE="1W" THE
fFi]’F"" M THE %
=" THERE
iz "III[ 12l F

Py
.FHHIH lHi 'r" I PP - GO0

B THEHA S

ETHEN |65

. ||i.'[' |1 1

18 THPUTUEHTEER HOF
J H‘_H’I:

R PREINTLEFTE fftis 1 2 H=pSC FE S
CFTTEES FEE S T 1 0 {2 FER S HEME =12
| i THT

ENCODE/
DECODE

Encode/Decode is an encoding 1 ii;; Fii =7
and decoding program written 156 PRIHTCHES
for the VZ200/300. When run it
will ask you to input a word or
secret message. After typing in
your secret message, on the line
below will appear the message in
code form. It will then ask you to
input a secret message in jum-
bled form which it will then de-
code.

R. Banks & M. Saunders

Mackay Qld

T e

S T P
FITER Pt T

87



VZ200/300 PROGRAMS

RESTORE FILE

This is probably the most useful
utility program ever made for the
VZ200/300. After running out this
program and typing in new, start
typing in a program. Now type in
new to erase the memory; type in
PRINT USR(0) and hey presto your
program is back in memory. This
program is excellent if you're the
type of person who gets angry
with their programs.
R. Banks & M. Saunders
Mackay Qld

1 I=2189%

18 DATAZ1.ES. 7 |-|,
26
25
il
S
&E
7h

CATCH

A lot of skill and patience is re-
quired to use this program. You
must trap the other moving dot

into one spot on the screen. To

do so use the following com-

mands —

W — up

S — down

K — left

L — right

E, R — to turn yourself visible

and invisible.

Please note that the designers of

this program takes no responsi-

bility if you hit your computer

through frustration and anger!
R. Banks & M. Saunders

Mackay Qld

Ha=lSECR
FOCET 1 5
COLORZ: FORAR=aTOLIZ7 : SETC A B SETCAN, 82 0 HEXT - FORAE=AT 0SS
SETCH, AX - SET 127,
Bx=3:M1%=RHEC 1 ;
LERHOC 126 3 i=RHDG
Hi=RHDC 4 0 FORGE:=1T0
GOTO4aE0
Gh=E  HE

B I ML LS

+1:GOTO1 165
1:GOTOL168
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The aim of the game is to steer
your man around the screen
each dot that is gobbled you
score one point. You score five

points for each square gobbled.

A round ends every time you

Steve Molloy

Mittagong NSW

score 200 points. If you hit a
mine the game is over
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SHARP PROGRAMS
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J 10!Memory Mapper
MEMORY MAPPER el R e

20 print "UT

This program allows you to ex- 30 REPEAT
amine a range of memory loca- 40 GOSUE SGET_RANGE
tions and to display the contents 50 CONSOLE 0
in both hexadecimal and charac- 60 FOR ADDRESS = LOW TO HIGH STEP 128
ter format (characters with ASCII ;g NmGigggEggR INT_PAGE
palieiy | hn =0 doup 90 PRINT CURSOR(0,23);"X";:REM shift/control X
pressed as they can do strange i
things to the display). The start- ioo LOCATE 0,21
; ; : 10 CONSOLE 1
ing a_ddress of each line of dis- 120 UNTIL AS<>"R" AND AS<>"r"
play is shown at the left of the 130 END
screen and byte numbers at the 1408GET RANGE
top and bottom of the screen. 150 CLS
128 characters at a time are dis- 160 PRINT CURSOR(8,0);"Memory Mapper"
played. 170 PRINT
After each screenful, the pro- 180 ON ERROR GOSUB SLOW_ERROR
gram pauses for a key depres- 1905GET_LOW
sion. Q terminates the run, R al- 200 INPUT "Start address; ";LOW
lows you to specify a new range, 210 ON ERROR GOSUB SHIGH_ERROR
and another key continues with 2208GET_HIGH

230 INPUT " End address; ";HIGH
240 ON ERROR GOSUB SOTHER_ERROR
250 IF LOW>SHIGH THEN TEMP=LOW:LOW=HIGH:HIGH=TEMP

the present range. Once the
range is exhausted, the program

stop . 260 RETURN
This program is useful for fer- 270SLOW_ERROR :RESUME $GET_LOW:SHIGH_ERROR:RESUME SGET_HIGH
reting out secrets of the ma- 280SPRINT PAGE
chine. Undocumented keywords | 290 GOSUB SSETUP PAGE
have found are: 300 GOSUB SPRINT_MEM
POSTAD — (post-number) re- 310 PRINT CURSOR(0,23);"@=abort; R=new range; other=continue";
turns the address of the specified 320 REPEAT:REM flush keyboard buffer
post number. Movement of a sin- 330 AS=INKEYS
gle sprite can be cancelled selec- ggg ggg&;‘s‘" :
] . .
tively by setting the returned ad a&d AS=INKEYS

dress to 0 with POKE. This ad- 370 UNTIL AS>""

dress is Iactually the start of a 5- 380 IF AS="Q" OR AS="g" OR AS="R" OR AS="y" THEN ADDRESS=HIGH
byte sprite control table 390 RETURN
RDSTS — a function; its purpose 400SSETUP PAGE
I have not worked out. 410 CLS
RETL — another function with a 420 TL=31-LEN(NUMS(ADDRESS))
purpose | have not worked out. 430 PRINT "Memory Map";CURSOR(20,0);"from";CURSOR(TL,0) ;NUMS(ADDRESS);" = ";
TERMC, — a function with a HEXS (ADDRESS)
value of 13, the ASCII value of an 440 PRINT "Range " ;HEXS(LOW) ;" to " ;HEXS (HIGH)
end-of-line (RETURN| character 450 TA=ADDRESS+127
If anyone out there knows 460 TL=31-LEN(NUMS(TA))
what RDSTS and RETLdO.pkmse 470 PRINT CURSOR(22.1);"to";CURSOR(TL.l);NUMS(TA);" = ";HEXS(TA)
write in and share the knowl- 480 GOSUB SBYTE_LABEL
490 PRINT
edge! 500 PRINT RPTS(38,"-"):REM graphics f
H. Gunter 510 FOR C=0 TO 15
Hillary WA 520 PRINT " |":REM 5 spaces + graphics r
530 NEXT
540 PRINT RPTS(38,"-"):REM graphics f
550 GOSUB $BYTE LABEL
560 RETURN

570SPRINT_MEM
580 S=ADDRESS:C=0:R=0

590 REPEAT

600 A=PEEK(S)

610 IF C=0 THEN PRINT CURSOR(O,R+R+5);"&";HEXS(S);
620 IF A>31 THEN PRINT CURSOR(C+C+6,R+R+4);CHRS(A)
630 PRINT CURSOR(C+C+6,R+R+5);

640 PRINT RIGHTS(HEXS(A),2)

650 S=5+1

660 C=(C+1)MOD 16

670 IF C=0 THEN R=R+1

680 UNTIL S>ADDRESS+127

690 RETURN 740 FOR A=0 TO 15
700S0THER_ERROR : PRINT ERR ;ERRL:END 750 PRINT RIGHTS(HEXS(SEED),1);" ";
710$BYTE_LABEL 760 SEED=SEED+1
720 PRINT "BYTE |";:REM graphics r 770 NEXT

730 SEED=ADDRESS 780 RETURN
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USER GROUPS

User Groups must be the biggest source of information for computer users of all levels
of experience, as well as for those just thinking about buying a computer. Go along to a
meeting — see what others have achieved with their machines.

Australian Capital Territory

ACT PC Users’ Group, Nick Hammond,
PO Box 188, Parkes 2600. Meetings last
Monday each month at Reid Tafe, 8.00
onwards. (062) 86 1102

ACT VIC-20 Users” Association, Chris
Groenhout, 25 Kerferd St, Watson 2602.
Meetings first Monday each month at
Boys' Grammar Scout Hall, Red Hill, 7.30
onwards. (062) 41 2316.

Albury Wodonga Apple User’s Group,
Jenny Scott (secretary), (060) 24 3225 or
Don McLennan (president), (060) 46 028;
meets second Wednesday every month
at Wodonga High School at 7.30 pm.
ATARI, Chris McEwan, co-ordinator,
ACTARI, PO Box E112, Canberra 2600,
(062) 88 7861. '

ACT Apple User Group, S. Nielsen, PO
Box 1231, Canberra, ACT, 2601.
Australian ZX80 Users’ Association
(AZUA), David Vernon, 50 Waller Cres-
cent, Campbell 2601; for ZX81, ZX Spec-
trum and Sinclair QL owners. Meets on
the last Wednesday of every month at
the Woden Valley High School library at
7.30 pm.

Barrier MicroBee User Group, Michael
Quinn, 69 Eyre St, Brocken Hill, 2880.
Meets the last Sunday of every month at
the town library.

Canberra ACT Sirius User Group, Jim
Bland, (062) 81 2824, (062) 81 2832
Canberra Compucolor Club (CCC),
Meets 7.30 on first Sunday of every
month at the offices of Digital Equip-
ment, 28 Lonsdale Street, Braddon ACT.
Canberra Microbee Users’ Group,
Meets 7.30pm on first Tuesday of every
month at Woden Valley High School Li-
brary. PO Box 227, Weston Creek, ATC,
2611. (062) 71 6081.

Canberra Micro-80 Users’ Group,
Harry Cooper, |13 Owen Dixon Drive,
Evatt 2617; meetings third Monday each
month, 7.30 pm in the large theatre, '
Block, Reid TAFE, for System 80, TRS80
and similar. (062) 58 3700.

Canberra NEC Users’ Group, Mal

Smith, PO Box 173, Belconnen 2616;
meets first Tuesday each month at Main
Conference Room, CSIRO Headquarters,
Limestone Avenue, at 7.30 pm. (062} 54
1614.

Canberra Osborne Group, ¢/o Geoff
Cohen, PO Box 136, Kippax 2615, (062)
54 7608

IBM User Group, Ron Pollack (presi-
dent), PO Box 5010, Sydney 2001. Meets
third Monday of every month at the Esso
Training Centre Auditorium Forum Cen-
tre, 35 Clarence St, Sydney, at 5.30 pm.
(02) 29 7033.

Kaypro User’s Group (ACTKUG),
meets on the third Thursday of each
month from 6.30 pm in the | Block thea-
tre, Canberra TAFE, Constitution Ave-
nue, Reid. Contact Des Ireland, on (062)
47 5330.

Micsig, Registrar, PO Box 446, Canberra
2601,

PC Users’ Group (for users of IBM PC
and similar machines); meets on the last
Monday of each month at 8 pm in the
main theatre, Building |, Canberra TAFE.
Contact address: PO Box E188, Parkes,
ACT 2600. :

Sirius/Apricot User Group, M ] Sim,
253 Hindmarsh Drive, Rivett 261 1; meet-
ings 7.30 pm third Tuesday each month,
88 Wollongong Street, Fyshwick 2609.

New South Wales

Albury-Wodonga District Microbee
User Group, Eric Eulenstein, 202 Kooba
St, Albury 2640, (060) 25 1601.

APF Users’ Group, Norm McMahon,
288 Kissing Point Road, Turramurra
2074, (02) 44 2645.

Apple Team Australia, 5 Walpole Place,
Wahroonga 2076; (02) 48 1018.

Apple Users’ Disk Exchange Club,
Phillip Donnadieu, Flat 1 8-10 Lancelot
Street, Allawah 2218; (02) 579 4547.
Apple Users’ Group, Colin Rutherford,
PO Box 505, Bankstown 2200; meets 6.30
pm second Monday of each month
(Tuesday after public holidays) at Syd-

ney Grammar School, Stanley Street,
Sydney. (02) 520 0926.

Atari Computer Enthusiasts, Tony
Reeve, PO Box 4514, Sydney 2001.
Ausborne, The Secretary, PO Box C530
Clarence Street, Sydney 2001; meetings
third Wednesday each month at 6.30 pm,
at Burwood RSL, 96 Shaftesbuyr Road,
Burwood. (02) 95 5378. Bulletin board:
(02) 439 7072.

Ausbug, Stephen Ford, PO Box 62, Lon-
donderry 2753.

Australian Amiga User Association,
provides a bi-monthly newsletter, news
and reviews on software and hardware,
hints and tips and howtos, and public
domain software. Post to PO Box 389
Penrith 2750, or phone (047) 514 143.
Banana Coast Microbee Users Group,
Ken Darby, 168 Sawtell Road, Toormina,
2452. (066) 531 439.

Bay Microbee Users Group, Wayne
Herring, Box 308, Nelson Bay, 2315.
Bankstown-Fairfield Computer
Group, Arthur Pittard, 36 Hubert Street,
Fairfield 2165; meets 4th Wednesday of
the month at Canley Vale High School,
Prospect Road, Canley Vale at 7 pm, (02)
72 2881. '
BEDBUG, Chris Fallshaw, Eltham Col-
lege.

Blue Mountains Microbee User Group,
meets first and third Friday of the
month, at 7.30 pm at the Springwood
Neighbourhood Centre. All correspond-
ence to Joe McKay, Secretary, 25 Reserve
Avenue, Blaxland 2774; (047) 39 3154.
Blue Mountains Homebrew Computer
User’s Group, Eric Lindsay (secretary),
(047) 51 2632.

Bondwell User’s Group, Ray Richards,
7/39 Ross Street, North Parramatta 2151,
(02) 683 3940.

Broken Hill Microbee Users’ Group,
Peter Cotter, 533 Radium Street, Broken
Hill 2800, {080) 88 1621.

Casio PB 700 User Group, Terry Gill, 27
Greenleaf Street, Wentworthville 2145,
(02) 636 1652.
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USER GROUPS

Central Coast Apple Users’ Group,
Charles Lee, (043) 67 6845 or Mick Tier-
ney, (043) 41 9350. Meets first Tuesday
each month at the Central Coast Gram-
mar School, Erina Heights from 7.30 pm.
(043) 84 3419,

Central Coast Microbee Club, Max
Maughen, PO Box 36, Ettalong Beach
2257, first Tuesday every month at Ap-
plied Technology, West Gosford. (043) 24
2711.

Compucolor Users’” Group, Tony Lee,
52 Cowan Road, St. Ives 2075, phone (02)
449 8824

Cooma Microbee User Group, Phil
Zikan, PO Box 92 Cooma 2630, (053) 52
2756; meets on the second Friday of the
month.

Dataflex User Group, Roger Walker,
(02) 699 3877.

dBase Users’ Group, PO Box 3019, Syd-
ney 2001; meets every second Tuesday
cach month at the Bird Cameron Train-
ing Room, 15th Floor, Bligh House, 4
Bligh Street Sydney at 6 pm.

DEC Personal Computer Special Inter-
est Group, Maggie Alexandria, DEC
Australia, Northern Tower, Chatswood
Plaza, Railway Street, Chatswood 2067,
(02) 412 5252

Dubbo and District Microbee Users’
Group, John Taylor, 18 Cunningham
Street, Dubbo 2830; meets fourth
Wednesday each month at 7.30 pm in
the Dubbo High School Computer
Room.

Griffith Computer Association, Ron
Gauci, PO Box 425, Griffith 2680, (069) 62
5877,

Griffith Microbee User's Group, Rick
Mines, 2 Edmondson Avenue, Griffith,
2680; meets the fourth Monday of each
month at Neighbourhood House at 7.30
pm.

Hawkesbury Apple User Group, Secre-
tary Steve Bennett; meets fourth Mon-
day each month at 7.30 pm, Richmond
Primary School, (045) 78 2195.
Hawkesbury Commodore Computer
Club, Richard Farrell, 12 Inverary Drive,
Kurmond 2757; meets fourth Tuesday of
each month at 7.30 pm at Neighbour-
hood Centre, West Market Street, Rich-
mond 2753.

Hawkesbury Microbee Computer
Club, Peter Christie, 9 Potts Street, Rich-
mond 2753; workshops 7.00 pm third
Friday, and general meetings 7.30 pm
first Friday of each month in the Micro-
bee Network Room, Library Building,
Richmond High School, Cnr Penrith and
Lennox Streets, Richmond 2753. (045) 78
4613

Hitachi/6809 User Group, meets on the
first Saturday of each month, at 2 pm:

contact Robert Lohr on (02) 662 4150,
after 6 pm for locations.

HP Desktop Computer Users’ Group,
Dr R W Harris, CSIRO Division of Mineral
Physics, PMB 7, Sutherland 2232, (02)
543 3460.

Hewlett-Packard Users Group (HPUG),
Darren Stokes, 3 Buckley Drive, Coonam-
ble 2829

Hunter Users’ Group — All Microcom-
puters, Secretary, PO Box 39, Broad-
meadow 2298; meets on the second
Wednesday of each month in Room 308,
Building W, University of Newcastle, at
7.45 pm_Membership is primarily Apple
Il oriented, but anyone with interest in
micros welcome.

Illawarra Apple Core Secretary, Chris
Haley, 358 Cordeaux Road, Mt Kembla
2526 Meets at 8 pm in the library of the
Holy Spirit College Bellambi on the 4th
Monday of each month.

lllawarra IBM PC Club — All IBM
compatibles, Dick Adams (secretary),
¢/o John Lysaght Ltd, Delivery Code 29,
PO Box 77, Port Kembla 2505 (042) 75
6721.

[llawarra Microbee Computer Club,
Ronald Read, 49 Beatus St, Unanderra,
2526. Meets every 4th Monday at 7.30
pm, Wollongong Institute of Education,
Northfield Ave, Gwynneville; (042) 95
1142

Illawarra Super 80 Users’ Group, Jim
O'Grady, Chairman, PO Box 1775, Wol-
longong 2500.

Lotus Users Group (Sydney), Peter
Philippsohn, Box 5010, Sydney 2001.
Macarthur Computer Users Associa-
tion, Brian Cooper, 20 Hunter St, Camp-
belltown, 2560. Meets first Monday each
month at Airds High School, Briar Road,
Campbelltown 2560, at 7.30 pm; all ma-
chines are catered for. (046) 25 1146,
Macquarie Microbee Users’ Group,
Brian Thompson. Meetings first Monday
each month at Denistone East Primary
School at 7.30 pm. (02) 85 1659 after
hours.

Macwest Users’ Group, PJ Lynden, 11
Toohey Avenue, Westmead 2145. Ser-
vices will include newsletter, bulletin
board and public domain library. Mem-
bership $10 per annum.

Maitland Microbee Users Group, Ross
Bell, 42 Redbill Drive, Woodberry, 2321
{049) 332 972.

MEGS (Microcomputer Enthusiasts’
Group), John Whitlock, PO Box 1309,
Chatswood 2067; meetings third Mon-
day each month at rear of St Andrew's
Presbyterian Church, 37 Anderson
Street, Chatswood 2067, (02) 638 1142,
Microbee Users’ Club (Broken Hill),
Peter Cotter, 533 Radium Street, Broken

Hill 2880, (080) 48 8813

New England Microbee Users Group,
CSIRO, Pasteral Research. New Enziznd
Highway, Armidale, 2350 (067) 782 000
Newecastle Microbee Users’ Group.
Heather Clarke, 31 Pokolbin St Brozd-
meadow, 2292

Newcastle Microcomputer Club,
Angus Bliss, PO Box 293, Hamilton 2303
meetings 7.30 pm second and fourh
Monday each month at Room G12 Phys-
ics Building, Newcastle Uni (049 &7
2433,

Nightline, is an after-hours (10 pm 10 7
am, seven days a week) computer infor-
mation service, which provides locza! 204
overseas news, clues and reviews Mzinly
for Apple users, but others are welcome
Offers around 20 different bulletin
boards, and uploading and downlozzin

Hamish Bowly.

NSW Primary School Microbee Users’
Group, Mr Peter Stretton, o/- Hunters
Hill Primary School, Alexandra Stre=
Hunters Hill 2110.

NSW 6800 Users’ Group, 27 Georzina
Avenue, Keiraville 2500.

Northern Beaches VIC User Group. E
Tuxford, 161 Barrenjoey Road Newporn
2106, (02) 997 2467.

Northern NSW MICC Chapter, &i=r
Hartley, Dundurrabin via Dorrigo 2433
(066) 57 8160.

Open Access User Group, Steve Cook
Advanced Data Technology Pty Lia |
Terrell Avenue, Wahroonga 2076 102 48
0511.

OSI Users’ Group, Nigel Bisset (02
411 7142,

Ozbeeb User Group for the Acorn BBC
Microcomputer, Meets twice a month
at the Australian Film & Television
School — Open Program, 3 Lyon Park
Road, North Ryde — second Weanesda
of every month at 7 pm (organised talk
and demonstrations); 4th Monday of
each month at 6.30 pm (general mest-
ing). Annual subscription for full mem-
bership $10.

PC Users Group, Janis Meyers Box
5010, Sydney 2001. 02) 297 033
Pocket Computer Users’ Club, Georg
Antonijevic; for those interested in
pocket computers, whatever the bran
Meetings held on the first Wednesday of
each month at 7.30 pm at the Woodstock
Community Centre, Church St, Burwood
2134, (02) 683 4296.

President Computer Users’ Group for
owners of President and other IBM-com-
patible PC and AT computers. Meets on
the last Tuesday of every month at the
Hornsby Inn, (Claude Fay's Hotel). 29
Florence Street, Hornsby, from & pm

esday

[}
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Contact Raymond or Trichia Toms (02)
456 3756, or Rick West (02) 872 4177.
RAT Microbee Users Group, James
Quinn, Box 207, Raymond Terrace, 2324.
Sega Users’ Club, Jim Robinson — Pen-
rith branch, (047) 30 1834; Jeff Wilson —
Parramatta branch, (02) 684 4128.
Sharp PC-1350 User Group, contact
Bob Hamilton, (02) 639 3637.

Sharp MZ-700 User Group, contact
Terry Gill, 27 Greenleaf Street, Went-
worthville 2145; (02) 636 1652.
Sirius/Apricot User Group, Mark Dick-
inson, Barson Computers; meets first
Tuesday each month at 6.30 pm, Unit D,
55 Talavera Road, North Ryde 2113, (02)
888 9444,

Sorcerer Users” Group, President Mich-
ael Mannaz; PO Box E162, St James
2000; meetings third Friday each month
at 8 pm in Greenwich Community Hall,
Greenwich Road, Greenwich 2065.
Southern Districts Commodore Users’
Group, Lex Toms, 3 Lucille Crescent,
Casula 2170. Meetings first and third
Wednesdays each month, API Hall, Cur-
rajong Road, Prestons 2170. (02) 602
8691.

Sutherland Super 80 Group, Jim Traeg-
er, (02) 525 2018.

Sydcom 64 (C64 User Group), Philip
Dean, GPO Box 1542, Sydney 2001;
meets on the second Wednesday of each
month at the Abraham Mott Hall, Argyle
Place, Miller's Point. y

Sydney Fort Group, Peter Tregeagle, 10
Binda Road, Yowie Bay 2228; meets sec-
ond Friday of each month at 7.00 pm in
the John Goodsell Building, UNSW room
LG19. (02) 524 7490.

Sydney Kaypro Users’ Group, Hans
Schneider, C/O Dr H. Schneider, Geogra-
phy Department, UNSW, PO Box |, Ken-
sington 2003; meetings second Tuesday
of each month, 8.00 pm, Burwood RSL
Club. (02) 697 4400 (w) or (02) 309 2961
(h).

Sydney Lotus 1-2-3 User Group, Ron
Pollak, (02) 29 5316.

Sydney Macintosh Users Group, Alan
Todhunter, Box 152 Holme Building,
Sydney University, 2006. Meets the last
Tuesday of the month at 630 pm at
Laboratory | of the Carslaw Building,
Sydney University. (B) (02) 736 0488, (H)
(02) 637 6775.

Sydney Microbee User Group, Ron
Taylor (secretary), (043) 41 5251 after 7
pm: PO Box €233, Clarence St, Sydney
2000. Meets third Saturday each month
from 1 to 4.30 pm, in the assembly hall
of Strathfield Girls' High School, Albert
Road, Strathfield, (02) 810 4758 (after
7.30 pm).

Sydney Multitech Owners Group

(SMOG), queries addressed to Marcia
Wilson, PO Box 312, Darlinghurst 2010.
Forming a Sinclair QL Users Group,
Vadim Kuchin, Box 729, Parramatta,
2150.

Sydney TRS80 Users’ Group, meetings
second, third and fourth Saturday of
each month at Botany. (02) 666 4716 bh.
System 80/TRS-80 & Colour Computer
Users’ Group, Jim Fisher, 37 Fairburn
Avenue, West Pennant Hills 2120.

TAG — The Access Group, Bob Dolton,
PO Box 943, Orange 2800: for Access and
Actrix users.

The Great Western Computer Users’
Group Jim Graham, PO Box 210, Went-
worthville 2145; (02) 636 9219. All micro
users are welcome. A 40-minute begin-
ner's session is held at the start of each
meeting. The club meets on the first
Tuesday of each month, at 8 pm. The
Morrow User Group Alan Stern, (02)
750 8274; meets on the fourth Wednes-
day of every month at the Woodstock
Community Centre, Church Street, Bur-
wood at 7.30 pm.

TI Sydney Home Computer Users’
Group, PO Box 149, Pennant Hills 2120.
Tuggerah Lakes Computer Users’
Group, Frank James, 125 Woolana Ave-
nue, Budgewoi 2262. Meetings second
Thursday each month at Old Primary
School, Wyong, at 6.30 pm. (043) 907
339.

Wagga Microbee Users’ Group, john
Simmons, 47 Undurra Drive, Glenfield
2650. Meetings first and third Tuesdays
each month in the Tolland-Glenfield
Neighbourhood Centre at 8.00 pm. (069)
31 1302

Western Sydney PC and Compatible
User Group, Ben Sharif, (047) 36 4825.
Meets on the third Sunday of the month
at 1.30 pm, 27 Cosgrove Crescent, Kings-
wood 2750.

Wizzard User Group, John Mifsod, 150
Bouganville Road, Blackett 2770, (02)
628 0801.

Wizzard Software Exchange of Austra-
lia, John Pospisil, 3/7 National Avenue,
Bulli, 2516. (042) 67 4518.
ZX-Spectrum Users’ Club, Craig Ken-
nedy, PO Box 466, Epping 2121.

Victoria

Albury Wodonga User’s Group, Jenny
Scott (secretary), (060)24 3225 or Don
McLennan (president) (060) 46 028.
Meets second Wednesday of every
month at Wodonga High School at 7.30
pm.

Apple Users’ Society of Melbourne, D
Halprin, PO Box 43, Forest Hill 3131, (03)
387 3221.

Atari User Group Melbourne, Kelvin

Eldridge, PO Box 173, Reservoir 3073
Australian Forth Interest Group, Tony
Latermore, PO Box 704, Sale 3850, (051)
44 2011.

Australian North Star Users’ Associa-
tion, PO Box 194, Wangaratta 3677.
Ballarat Computer Users’ Group, Pub-
licity Officer: John Preston, (053) 31 4363.
BBC Users’ Group, Mr Howell (Secre-
tary), | Washusen Road, Heathmont
3135, (03) 420 2611 (B). Meets last
Wednesday each month from 7 to 9.30
pm at Copiquest, 423 Clarendon Street,
South Melbourne 3205.

Billanook Computer Forum, Maurie
Canterbury, Cardigan Road, Moorool-
bark 3138, (03) 725 5388.

Chip 8, 6800, 1802 User Group, Frank
Rees, 27 King Street, Boort 3537.
Compucolor Users’ Group, L Ferguson,
12 Morphett Avenue, Ascot 3342,

DEC Personal Computer Special Inter-
est Group, see NSW entry.

Essendon Commodore 64 User Group,
George Stathoulis, 8 Byron Avenue, East
Keilor 3033, (03) 337 4159.

Forth Interest Group, Lance Collins, PO
Box 103, Camberwell 3124 Meets on the
first Friday of the month at the Bowen
Street Neighbourhood Centre, 102
Bowen Street, Camberwell South 3124.
(03) 29 2600.

Geelong Commodore Computer Club,
Phil Rayner, PO Box 1455, Geelong 3220,
(052) 75 4949.

Geelong Computer Club, Colin Lowne,
PO Box 520, Geelong 3220; (052) 5 1232.
Meets at 8 pm, on the first and third
Friday of each month in the rooms of the
Geelong Amateur Radio Club, Storrer
Street, East Geelong.

IBM & Columbia Computer Users’
Club, Giles Bray, 22/11 Auburn Grove,
Hawthorn East 3123. Meets second
Tuesday each month, 7.30 pm, at the Vic-
torian College of Pharmacy, (03) 82 7632.
Kaypro Users” Group of Victoria,
George Kunz, PO Box 159, Forest Hill
3131; meetings fourth Sunday each
month at Burwood State College Com-
munity Resources Centre at 2 pm. (03)
857 5462.

KAQOS (Ohio Scientific), John White-
head, 17 Frugal Cres, Knoxfield 3180
Springvale meeting, first Sunday of each
month (except January) at | pm. Essen-
don meeting last Sunday of each month
except December. Phone (03) 763 5983.
Latrobe Valley Colour Computer
Users’ Group, George Francis, 31 Don-
ald Street, Morwell 3840; for TRS80 and
MCI10 users. (03) 22 1389

Melbourne Atari Computer Enthusi-
asts, PO Box 340, Rosanna 3084. Meet-
ings held on second Sunday of each
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month (except January) at 12 noon at
Monash University Rotunda.
Melbourne BBC Users’ Group, meets
last Wednesday in the month at Con-
quest P/L, 423 Clarendon Street, South
Melbourne. Ring the secretary on (03)
729 4619 (AH).

Melbourne Lotus 1-2-3 Users’ Group,
Robert Taylor, (03) 267 4800.
Melbourne Microbee Users’ Group
(MBUG Australia Inc.), Grant Forrest,
PO Box 157, Nunawading 3131; meets at
7.30 pm on the second Wednesday of
each month at Mount Waverley Com-
munity Centre, Cnr Miller Crescent and
Stephenson’s Road, Mount Waverley.
Different types of membership, including
standard, and student. Hackers night
held on fourth Wednesday of each
month at the same address.
Melbourne PC User Group, meets on
the first Wednesday of the month at 6
pm in the Ground Floor Auditorium,
Clunies Ross House, 191 Royal Parade,
Parkville. Contact Garry Bryant (03) 615
4844. Mail to PO Box 1728P, Melbourne
3001,

Melbourne Hitachi Users’ Group,
Branko Colavizza, PO Box 191, Rosanna
3084, (03) 434 2541,

Melbourne Super 80 Users’ Group,
Hon. Sec. Victor Shuttleworth, (03) 723
2713,

MICOM (Microcomputer Club of Mel-
bourne), Steve Walker, PO Box 60, Can-
terbury 3126. Meets on the third Satur-
day of the month at 2 pm, in Building E,
Victoria College. (059) 78 6133.
Motorola Users Group Society (MUGS),
Tony Douglas, 10 Savannah Crescent,
Epping 3076. Meets on the second Tues-
day of the month, at 7.30 pm, at Balwyn
Branch Library, 366 Whitehorse Road,
Balwyn 3103.

National Mutual Micro Users’ Group,
R Prewett, NMLA, PO Box 2830AA, GPO
Melbourne 3001; for National Mutual
staff.

National Sinclair User Group, PO Box
148, Glen Waverley 3150.

NEC Portable Users’ Group, D Green;
meetings second Wednesday of each
month at Myers Computer Centre, Lons-
dale Street, at 7.30 pm. (03) 611 3380.
Northern/Western Suburbs Computer
Users’ Group, John King, 284 Union
Road, Moonee Ponds 3039. Contact
CP/M Data Systems, (03) 338 9304.
Peninsula Computer Club, George
Thompson, 3 Patterson Street, Bonbeach
3196; meets second Tuesday each
month at Chisholm College, Frankston
3199; many types of computers catered
for. (03) 772 2674.

Puckapunyal Microbee Users Group,

G Chinner, 9 Monash Drive, Seymour,
3660.

Sega Users’ Club, Peter Lindeman, 6
Bay Street, Port Melbourne 3207.
Seymour-Pucka Computer Club, Garry
Sutton, 25 Malaya Road, Puckapunyal
3662; (057) 93 1091,

Sharp Computer Users’ Association,
The President, 7 Faye Street, East Bur-
wood 3151.

Sharp MZ-700 User Group, Anthony
Saliba, 6 EIm Court, Rosebud 3939: (059)
86 3024.

Spectravideo Users’ Group, Mitch
Raitt, 3 Clivejay Street, Glen Waverley
3150, (03) 233 2357.

Sorcerer and CP/M Users of Australia,
Secretary, SCUA Inc, GPO Box 2402, Mel-
bourne 3001. Meets on the first Sunday
of the month, February to December, at 2
pm at Victoria College, Burwood Cam-
pus, 221 Burwood Highway, Burwood
3125. RCPM (03) 754 5081.

Southern Amstrad User Group, Bob
Patterson, PO Box 100, Seaford 3196.
Meets third Thursday each month at
John Paul College Senior Campus,
McMahons Road, Frankston, at 7.320 pm.
TI-99/4A Users’ Group Melbourne,
Wayne Worladge, 123 Ashburn Grove,
Ashburton 3147, (03) 25 1832.

The Motorola User Group (MUGS),
Clive Allan, 11 Haros Avenue, Nunawad-
ing 3131; group is interested in
6800/02/09-based computers, particu-
larly if running Flex, although this is not
a prerequisite to join. (03) 878 1298.
Upper Yarra Computer Reference
Group, for microcomputer enthusiasts
and educators. Contact Albin Wallace,
Woori Yallock Education Centre, (059) 64
6617.

Victorian Association of Computer
Educators, Arthur Totrall, PO Box 69,
Whittlesea 3757.

Victorian Osborne Users’ Group, Tony
Clay, PO Box 169, Camberwell 3124, (03)
697 6479.

Victorian VZ-200 User Group, Luigi
Chiodo, 24 Don St, Reservoir 3073, (03)
460 3770.

Victorian Wizzard Users’ Group, Barry
Klein, 24 Russell Street, Bulleen 3105,
(03) 850 7275.

West Microbee Users Group, Peter
Hallgartent, PO Box €299, ST Albans
3021. (03) 366 7055.

Wizzard User Group, for owners of
Dick Smith Wizzard and Funvision com-
puters. The group operates only by mail
and phone at present. Contact Barry
Klein, 24 Russell Street, Bulleen 3105,
(03) 850 7275.

Yarra Valley Commodore User’s
Group — affiliated with the Melbourne

Central Commodore User's Group
Barrie Vickers, PO Box 176, Lilvdale 3140,
(03) 735 0638; meets on the first Tuesday
of each month at the Melba Hall Cnr
Market & Castella Streets, Lilydale at 8
pm.

Yarrawonga Computer User Group,
Chris Younger, 10 Witt Street, Yarra-
wonga 3730, (057) 44 385; for all ma-
chines.

Queensland
Adventure Club, Christine Ogden 37

_Samford Road, Leichhardt, Ipswich 4305,

for all Adventure-type game players
Adventure News, Stuart Elflett,
MSF.550, Toogoolawah 4313. For Com-
modore 64 adventures only.
Adventure Special Interest Group,
Ernie Sugrue, PO Box 594, Maryborousgh
4650.

Amstrad Postal Users’ Group, Frank
Elliot, 59 27th Avenue, Palm Beach 4221
A group for isolated Amstrad users —
meets monthly by cassette.

Apple-Q — The Brisbane User Group,
The Secretary, PO Box 721, South Bris-
bane 4101; meetings every third Sunday
of month at Hooper Education Centre,
Kuran Street, Wavell Heights 4012 Cen-
tre is open from 8.30 am till 4.30 pm
members encouraged to bring Apple
along.

Australian Sirius Users’ Group, PO
Box 204, Chermside 4032; looks after the
needs of Sirius One and Victor 9000
computer users. (07) 350 2611

BASIC User Group, Chris Lucey Cra-
nium Computers, 34 Lawless Street
Blackwater 4717.

Brisbane Amstrad Computer Club,
John Roberts on (07) 283 3349 Meets
four times a month with the first meet-
ing held on the first Tuesday at Junction
Park State School, Weidheim St Anner-
ley.

Brisbane Medfly Users’ Group, ¥ |
Walker, 120 Highgate Street, Coopers
Plains 4108.

Brisbane Sinclair (Spectrum) Com-
puter Club, V Lewis, 37 Samford Roa
Ipswich 4305. Meets third Sunday at
Everton Park State High School at 200
pm. (07) 355 7809.

Brisbane Super 80 Users’ Group, Gary
Gatfield, (07) 355 3173

Brisbane Youth Computer Group, A
Harrison, PO Box 396, Sunnybank 4109,
Brisbug, Sylvia Willie, PO Box 305 Wyn-
num Central 4178. Meets at 2 pm on the
third Sunday of each month at the Too-
wong High School. (07) 393 3388
Cairns District Microbee Users’
Group, Chas Eustance, 21 Marr Street,
Edmonton 4869, (070) 55 4531
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Commodore Computer Users” Group,
Mr NR Chambers, PO Box 274, Spring-
wood 4127, (07) 808 2125

Computer Owners’ Group, Betty Ad-
cock, 42 Lucan Ave, Aspley 4034. Meets
second Wednesday each month, 7.45
pm: all kinds of computers are catered
for. (07) 263 4268

Computer Users Group of Australia,
David Siebuhr, PO Box 166, Pittsworth
4356. Meets first Tuesday of each month
at 5 pm in the St Peters Lutheran Hall,
Grand St, Pittsworth. Phone (076) 931
690.

Darling Downs Apple Users’ Group,
Lloyd, PO Box 53, Darling Heights 4350.
(07) 38 3060.

DEC Personal Computer Special Inter-
est Group, see NSW entry.

Gold Coast Microbee User Group, Col
McLaren, 1/100 Imperial Parade, Labra-
dor 4215 Meetings first Sunday each
month, 3.00 pm, at the Southport High
School. (075) 31 4610.

IREE Microcomputer Interest Group,
N Wilson, PO Box 811, Albion 4010.
Mackay Microbee User Group, Geoff
Gehring, PO Box 230, Mackay 4740, (079)
42 3214.

MSX-Australia, PO Box 1319, Southport
4215

NEC PC-8000 Users Group, David
Clark, PO Box 281, Upper MT Gravatt,
4122 (B) (07) 52 3662, (H) (07) 343 7680.
Osborne Users’ Group of Queensland
Uni, Glen McBride. Meetings second
Wednesday each month, open to all. (07)
870 1177.

PC-8000 Users’ Group of Queensland,
David Clark, (07) 343 7680 (AH). Meets
second Friday of each month at the Old
Town Hall, South Brisbane.

QBUG (Queensland BBC Users’
Group), Meets first Tuesday each
month. Ring (07) 386 022 (AH) for de-
tails.

Queensland CP/M Users, The Secretary,
PO Box 1025, Milton 4064. Meets on the
last Sunday of each month at the Univer-
sity of Qld, Civil Engineering Room 1.0l
(off Staff House Road) from 1 pm.
Rockhampton Microbee Users Group,
A Parr. Frenchville State Primary School,
Frenchville Road, North Rockhampton,
4701. (079) 27 9065

Sharp User Group of Brisbane, meets
on the second Wednesday of each
month at Graceville State School. All
Sharp owners welcome. Contact Bill
Laidlaw, 51 Sandon Street, Graceville
4075; (07) 379 3457.

Sega Users’ Group, Robert Horkings,
PO Box 148, Fortitude Valley 4006, (07)
52 5603; meetings first Saturday of each
month, YMCA Hall at | pm.

Southport Commodore Computer
Users Group, Bill Fitzpatrick, PO Box
790, Southport 4125, (075) 32 0061.
Superboard Users’ Group, Ed Richard-
son, 146 York Street, Nundah 4012.
Tandy, Apple, Commodore User
Group, Chris Lucey, 34 Lawless Street,
Blackwater 4717.

The Microcomputer Society, The Secre-
tary, PO Box 580, Fortitude Valley 4006;
meetings are held on the second Friday
of each month in the Old Town Hall, cor-
ner Vulture and Graham Streets, South
Brisbane 4101. Meetings start at 7.30
pm; if main gate is closed use the back
stairway.

Twin Towns Computer Users Group,
Cyril White, 16 Burdock Street, Palm Gar-
den Water. Meets every second Tuesday
night at the Elanora State School from 7
pm to 9.30pm. (075) 562 336.
Townsville Microbee User Group
(TMUG), Mannie Van Rijswijk, PO Box
5751, MC, Townsville 4810. Meetings
7.30 pm on second and fourth Mondays
each month on the Ground Floor, St
Margaret Mary's Secondary School,
Crowle Street, Hermit Park 4812.
TRS80/System 80 Computer Group,
Secretary, 16 Laver Street, Macgregor
4109. Meets first Sundy each month at
Lindum Hall, Lindum Street, Lindum
4178, at 2.00 pm. (07) 343 5771.
University of Queensland Osborne
User’s Group, Glen McBride (president)
(07) 870 1177, or Richard Duczmal (treas-
urer) (07) 377 3139. Meets on the second
Wednesday of the month, in the Axon
building on campus. Membership is
open to both students and non-stu-
dents.

VZ-200 Pacific Region Club, | D'Alton,
39 Agnes Street, Toowong 4066, (07) 371
3707.

Yass Microbee Users Group, 25 De
Mestre Street, Yass, 2582

ZX81 Club, P Carswell, 22 Braud Street,
Bundaberg 4670.

South Australia

Adelaide Atari Computer Club
(AACC), Secretary, PO Box 333, Nor-
wood 5067. Meets at Gilles Street Pri-
mary School, City, on first Monday (sec-
ond if first is on public holiday) of each
month, 7.30 to 9.30 pm.

Adelaide Beebnet, Contact the secre-
tary at PO Box 262, Kingswood, SA.
Adelaide Lotus 1-2-3 User Group, Paul
Wragg, Pannell Kerr Foster, GPO Box
1969, Adelaide 5001.

Adelaide Micro User Group, Helen
Ross, 36 Sturt Street, Adelaide 5000; for
TRS80 and System 80 users.

Adelaide Osborne Group, Russell Bar-

ter, The Secretary, GPO Box 603, Ade-
laide 5001.

Adelaide PC Users’ Group, PO Box 68,
Walkerville 5081; contact John Roberts
(08) 212 5020 (B). Meets on the second
Thursday of each month, at 195 Gilles
Street, Adelaide, at 7.45 pm; or as adver-
tised in the computer section of the Ad-
vertiser on the Saturday prior.

Adelaide Sega User’s Group, John
Maynard. Meets on the first Wednesday
of each month at 7.30 pm, at the Lu-
theran Hall, 137 Archer Street, North
Adelaide. (08) 264 2747.

Adelaide Super-80 User’s Group, Mr L
White, The Secretary, 503 Churchill
Road, Kilburn 5084; meets on the third
Monday of each month, (the second
Monday in the case of a public holiday)
at 7.30 pm in the canteen of Mason &
Cox Foundry, 123 Hayward Avenue, Tor-
rensville 5031, (08) 260 6226. Subscrip-
tion: S5 pa.

Aquarius Users’ Club, Benedict Sabel,
7 Duncraig Lane, 5152. $5 membership
fee covers the cost of a bimonthly news-
letter.

Beebnet, BBC and Econet User Group
PO Box 262, Kingswood 5062; the group
intends to produce a newsletter on a
monthly basis. It is interested in any
software producers or distributors who
would be interested in serving the
group’'s market requirements.
Commodore/VIC Computer Users’
Association, Mr Eddie Hann, 13 Mi-
randa Road, Paralowie 5108; the SA
branch meets monthly.
Compucolor-Intecolor Users of South
Australia, PO Box 86, Torrensville 5031,
(08) 352 3296.

DEC Personal Computer Special Inter-
est Group, see NSW entry.

Kaypro User Group, Ralf Engler, 16/34
John Street, Payneham 5070.

Microbee Users’ Group of South Aus-
tralia (MUGSA), The Secretary, GPO
Box 767, Adelaide 5001.

Sega Users’ Club, H A Jacobson, 10 Pio-
neer Avenue, O'Sullivan Beach 5166; (08)
382 7967.

South Australian Apple Users’ Club,
PO Box 322, Prospect 5082; secretary
(02) 293 7183. Club caters for Apple I
series and Mac computer users. Meets
on the first Friday of every month at the

'Prospect Town Hall.

South Australian Commodore Com-
puters’ User Group, Eddie Hann, Sec-
retary, PO Box 427, North Adelaide 5006;
rmeetings second Tuesday each month,
7.30 pm, at Royal Caledonian Hall, 379
King William St, Adelaide 5000. (08) 258
6367.

South Australian Foundation for Com-
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puter Literacy, Michael Kennett, PO
Box 210, Norwood 5067, caters for chil-
dren from six years (unaccompanied) or
four years with older friend or brother or
sister. Special emphasis on the needs of
handicapped, educationally disabled
and socially disadvantaged children, but
all children welcome Family participa-
tion encouraged. (08) 51 5474.

South Australian Peach User Group,
Geoff Drury, 27 Creslin Tce, Camden Park
5038; special interest group attached to
the SA Microprocessor Group, which
holds separate meetings; (08) 295 2778
ah.

South Australian Microprocessor
Group Inc (SAMG), The Secretary, PO
Box 113, Plympton 5038, (08) 278 7288
Sorcerer Users’ Group of South
Australia, Don Ide, 14 Scott Road, New-
ton 5074

South Australian Apple Users’ Club,
The Secretary, ¢/- The Bookshelf, 169
Pirie Street, Adelaide 5000.

South Australian Microprocessor
Group Inc.(SAMG), secretary Rick Mat-
thews, 9 Anglesey Ave, St Georges 5064;
(08) 79 3445. Meets second Friday of
every month, Institute of Engineers, Aust
Bldg, 11 Bagget St. North Adelaide.
South East Computer Enthusiasts’
Group, Glenn Mibus, 3 Millard St,
Mount Gambier 5290; meetings second
and fourth Tuesday of each month from
6.30 pm at Mt Gambier High School
Computer Room, for all machines and
interested parties. (087} 25 1046.

Northern Territory

Alice Springs Microbee Users’ Group,
Douglas Craigie, ¢/- PO Box 3230, Alice
Springs 5750

Darwin Microbee Users” Group
(DBUG), Felino Molina, PO Box 3111,
Darwin 5794, (089) 82 5613 bh, (089) 88
1455 ah.

Darwin PC Users’ Group, Terry O
Brien. Meets on the first Sunday of every
month at 8 pm, at 5 Binet Court Malak.
(089) 27 4454

Northern Territory Computer Club,
lan Diss; meets at Wulagi Primary
School on the first and third Thursday of
each month at 730 pm. Users of all ma-
chines and other interested parties wel-
come. (089) 27 9208.

Northern Territory 80 Computer User
Group, R T O'Brien, 433 McMillans
Road, lingili 5792.

VZ-200 Users’ Club, 7 Abbott Crescent,
Malak 5793, (089) 27 2830

Western Australia
Agriculture Users’ Group, ¢/- Mr R Fen-
wick, Department of Agriculture, Albany

6330. For farmers and the agriculture
service industries.

CU West WA Compucolor/Intecolor
Users” Group, John Newman, 8 Hillcrest
Drive, Darlington 6070

DEC Pesonal Computer Special Inter-
est Group, see NSW entry

KAOS-WA, Gerry Ligtermoet, 39 Clois-
ter Ave, Manning 6152; for Ohio Scien-
tific Users. (09) 450 5081 .

Kaypro User Group of Western Aus-
tralia, Ainslie Sharpe, PO Box 91, Clare-
mont 6010; meetings second and fourth
Mondays of each month in the Canteen
of the Department of Agriculture, larrah
Road, South Perth 6151 (09) 384 55] |
Microbee Users” Group of Western
Australia, meets at 7 pm on the first
Sunday of the month in the Nurses’ Lec-
ture Theatre of the Sir Charles Gairdner
Hospital at Shenton Park. Write to 4
Gannkirk Road, Greenwood, WA 6024.
(09) 294 1833.

PC Micro Users’ Group, meets on the
first tuesday of the month at Royal Kings
Park Tennis Club, Lower Tennis Pavilion,
Kings Park Road, at 530 pm. Contact
Peter Goodwin on (08) 274 5911 (B), or
on 386 4502 (H).

OSWEST-Osborne Users” Group of
Western Australia, Mal Ferguson, PO
Box 149, Applecross 6153. Meets first
and third Wednesdays at the Palmyra
Recreation Centre and the Subiaco Exhi-
bition Hall respectively from 7 30 pm, for
Osborne and other interested computer
users. (09) 295 1449,

Perth 80 Users” Group, C Powell; for
System 80 and TRS80 users. (09) 457
6849

Perth Hitachi Peach Club, The Secre-
tary, | Charf Court, Riverton 6155; for
Hitachi Peach and 6809s.(09) 367 5880.
Sharp PC Users” Group, John Paulic,
PO Box 79, Gosnells 6110, {09) 398 6303,
Sega Users’ Group, John McClemmon,
33 Favell Way, Balga 6061 : (09) 342 5905.
The Sorcerer & CP/M Users’ of Austra-
lia, Dave, 22 Verbena Road, Willetton
6155, (09) 457 1917. Meets every fort-
night.

TI Users Group of Perth, Nigel Mercer,
PO Box 246 Mt Lawley 6050, (09) 409
9683. Meets on the third Saturday of eac
month.

Sorcerer Computer Users of Australia,
The Secretary, 90 King George Street,
South Perth 6151, (09) 367 6351.

The West Australian Atari Computer
Club, Mr Alf Gaebier {Secretary), PO Box
7169, Cloisters Square, Perth 6000.

The WA Cromenco Users’ Group, CA
Marshall, Suite 2, 294 Rokeby Road,
Subiaco 6008 Meets third Tuesday each
month. (09) 382 2692

VIC-Ups, G. Padfield, (09) 451 4629
Western Australian Wizzard Users’
Group, John Reid, 13 Wenlock Road
Wattleup 6166, (09) 410 2359

Western Australian ZX Users” Group,
Phil Taylor, (09) 328 4111 bh.

Western Australian University Com-
puter Club, 2nd Floor, University of WA,
Guild Building, (09) 386 1455.

Tasmania

Apricot User’s Group, Rick Snell, PO
Box 286 C, GPO Hobart 7001, (002) 23
399926.

DEC Personal Computer Special Inter-
est Group, see NSW entry.

Devonport Computer Interest Group,
John Steveson, RSD 422, Sheffield 7306,
(004) 92 3237,

Hobart Tasbeeb. Meets on the firs:
Friday of the month at Rose Bay High
School at 7.30 pm. (002) 34 2704
Launceston Microbee Users Group,
Graham Jones, 28 Lavender Grove
Launceston, 7250.

Down Under Atari User Group. con-
tact Robert Bronstein, 191 Rokeby
Street, Howrah 7018

Spectravideo Computer Users’ Group,
PO Box 191, Launceston South 7249
membership costs $20, which entitles
members to a newsletter and to dis-
counts on computer equipment. (003 44
2493

Southern Tasmanian Amstrad Club,
meets at 7.30 pm on the first Wednesday
of the month at Elizabeth Matriculztion
College (first floor). Contact Vern McKay
(002) 29 4528

Tandy Hobart Users’ Group, Ms X]
Rees, GPO Box 1271 N, Hobart 7001
(002) 72 1426; meets on the third Thurs-
day of each month — contact Ms Rees
for details of venue.

Tasbeeb, John Hannon, PO Box 25
North Hobart 7000; meetings first Mon-
day each month at Elizabethan Matricu-
lation College in D Block at 8 pm_ for
BBC computers. (002) 34 2704
Tasmanian Apple Users Group, Ray
Williams, PO Box 188, North Hobart
7008, meets third Tuesday each month
at 8.15 pm, 73 Murray Street, Hobarnt
Tasmanian TI User Group, Co-ordina-
tor, 1 Benboyd Court, Rokeby 7019
Meetings third Sunday of each month at
University of Tasmania, room 373 (002)
29 4009.

TAS-Micro, Peter Deckert, 1/456 West
Tamar Road, Riverside 7250.

New Zealand

Palmerston North Microbee Users’
Group, Contact R Anderson, 6 Hendon
Place, Palmerston North, New Zealand
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