SENSATIONAL
GAMES FOR




Introduction

Fach game featured in these pages has been specially written for this
book. This has resulted in a range of programs covering all types of
games. They incorporate many useful techniques and some share the
same subroutines. In some cases, control routines are arranged in
such a way that if you use the method detailed in the chapter on
subroutines you will be able to save yourself a lot of typing!

Each listing has been printed with a width setting of 40 columns to
help reduce entry errors. This means that if you use Mode | to enter
the programs then a line on the page will match a line on the screen;
this feature is an example of the effort which has gone into ensuring
vour complete success with each and every program.

After extensive testing all the listings have been produced from
actual working programs. Each has been reproduced directly from
the computer printout. This means that the most likely reason fora
program not working is that the reader has typed it in wrong!

I have entered many programs from books and magazines, and [
know from experience that at some stage you will not believe that you
have got it wrong. Please read the following notes on programming
carefully. They will help you to avoid the most common mistakes as
you enter the programs. Follow the advice given and you will find
that your microcomputer hobby can be more enjoyable and less
frustrating.

Although most of the following guidelines may seem obvious, each
will save you time or trouble. If you are prepared and relaxed then
few errors will be made.

First program yourself

1. Set up your equipment on a desk or table, make sure that you
are seated properly and try to keep your back straight. Ensure that



2 Sensational Games for the Amstrad

lighting is good and that the book is supported where it can be read
easily.

2. Before you start a long typing session ensure that everything is
plugged in!

3. Make sure that you have a good supply of blank tapes.

4. If your blank tapes have a ‘leader’ on them., it is a good idea to
prepare them for saving by turning the hub until the brown of the
tape shows.

5. To make certain everything is OK, get a longaudio tape such as
a €90, which will be your working tape. Next complete a ‘Save and
load test’, e.g. type in

10 REM TEST
20 PRINT*TEST O.K.”
30 GOTO 10

or a similar short program.

Save Test, rewind the tape. then load Test.and RUN’it. If thisisOK.
do not rewind the tape, leave it where it stopped. If all does not
operate correctly then check everything and try again, until all 1s
working. You will then be able to use thistape to store your program.
either when you have finished or part way through to be continued
later.

I recommend that you use the Speedwrite option and save the
program twice rather than use the slow speed. This has been found
to be totally satisfactory during the development of programs for this
book.

6. When you save a part version give it a title which will help you
later, such as ‘VI°, V2, etc. You may prefer to use the date and time
of saving, e.g. 8.15-14/10/85.

As you save a version, remember to make a note on the cassette or
insert of the title and the counter number. These will enable you to
retrieve the program quickly when you wish to resume entering the
program or to ‘debug’ your completed program.

7. Always save onto tape beforeyou type RUN. The microworld is
full of keen folk who lost hours of work because they typed RUN
before saving. (If you have saved earlier versions as directed, at least
only part will be lost.)

The reasons for losing a program in this way are various. Examples
are: mistyping words so that the interpreter performs a ‘new’
instruction, or gets into a loop from which there is no escape except
by switching off. Programs which incorporate either machine code,
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POKE statements or System calls are most liable to ‘crash’, due to
incorrect values being encountered by the program.

8. When a program is finished and working it is recommended
that one copy is kept on a C90 back-up tape along with other
programs. The main copy should be stored on a suitable short length
cassette such as a C15. Only one program per side should be allowed,
to enable it to be loaded easily and quickly when required. Remember
to write the title on the label.

This two-tape system should help to prevent re-typing if a cassette
is lost, damaged or develops a fault.

9. Many users become very careless about storage of cassettes and
then wonder why they sometimes become faulty. If you want to keep
what you've saved follow these rules:

® ldentify all tapes and cases clearly.

® Keep them in cases in a rack or storage system.

® Store away from heat.

® Store away from any magnetic fields such as TV sets, computers,
loudspeakers, motors, fans and very definitely telephones, all of
which may damage or erase your program.

® Don't leave tapes in the deck when they are not required. and do
not leave the deck switched into ‘play’ unless the program requires
it.

® Remember to break out the plastic tabs at the back of the tape to
prevent accidental erasure of the program. If ever you wish to re-
record over a protected tape temporarily cover the tab hole with
adhesive tape.

10. Don’t spend longer than about three hours in a session. Havea
break. walk about, have a shower, play a game!

Other problems

PARIS
IN THE
THE SPRING

Read the above out loud! You will be surprised to know that most
people read it as ‘Paris in the spring’. Perhaps you did too! However.
it actually says ‘Paris in the the spring’. The word ‘the’ is printed
twice. but because it is not expected and because the phrase is
familiar, the second ‘the’ is not ‘seen’ by the mind.
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A similar problem occurs when programs are typed in from
listings. You often type what you expect to see instead of what is
printed. This is why the letter O is sometimes typed when it should be
‘zero’ (printed as @), or S is incorrectly typed instead of the dollar
symbol (printed as $).

A moment’s lapse of concentration can lead to lines becoming
jumbled as the eye jumps from one line to the next. For example:

1) PRINT*This is the start”
20 PRINT“This is next”

becomes:
¢ PRINT*This is the next”

Look at the screen to check that your shifted letters have been
correctly entered. Failure to do this produces classics such as:

10 PRINT 2 WHERE ARE THE QUOTES!2

Under no circumstances should you attempt to alter a program as
it is entered. If the numbers go: 10.20.30. etc.. then enter them like
that. Changes are best made after a program is known to be working.
This applies to everything do not be tempted to miss out lines
because you think that they may be optional. Otherwise program
control could attempt to go to a line number that you have changed
or deleted. and crash the program.

‘Rem’ statements are remark statements and have been used to
help you to understand the program. They should be entered as
printed. Only when a working program has been produced and saved
should you perhaps produce a copy which has no ‘REMs’. This could
save a little memory, but there is no real benefit to be obtained. On
the programs listed in this book it is safe to omit all ‘REMs’. This is
because care has been taken not to send control toa ‘REM’ line. Be
careful with programs from other sources - there are some authors
who think that it is good practice to send control to a ‘REM’ line.

Spaces are always of vital importance in a computer program.
Care should be taken to get them right, to enable spaces to be counted
and entered accurately. Simply align a piece of paper or card with the
characters above and below, and count as the edge is moved along.

The width of printout has been set to match the 40 column Mode |
display of the computer. If you use Mode 1 for entry this should help
you to check that everything is right - for example, if the listing shows
a line ending with four spaces. Then your line on the screen should
also have four spaces at the end. Please be particularly careful to
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enter each line as a complete line from the line number commands.
Confusion could arise when the line includes numbers which wrap
onto the next line. Do not enter these lines separately, or the
computer will take it as a line number which will cause problems.

You may find it useful to place a ruler along the line you are up to.
This will further reduce the risk of errors.

If you follow all the foregoing then you should not have any great
problems. However, it is inevitable that some bugs will creep in. If
vour program fails to operate properly then the last chapter contains
some helpful advice on debugging.

That’s enough preparation for you, let’s now start practising with
the next chapter and some useful subroutines.




Techniques Used in the
Programs

Colour pointers (logical colours)

The system of colour allocation used in the Amstrad can help
produce the illusion of very fast movement. The system works by
drawing each moving element of a picture separately with different
colour pointers. Next the pointers are swapped under program
control. When each colour is changed the effect on screen is
instantaneous and produces the impression of movement.

Many of the games in this book have been designed around this
feature. Maze Maniac uses the technique to great effect. The resultis
a maze which changes views very rapidly. This speed could not have
been achieved otherwise, unless extensive machine code routines
were used.

The cassette which came with your Amstrad has some other
examples which are very decorative.

This technique works best in Mode @, since 16 colours are available
to produce in effect 16 sets of movement or switched zones. If greater
resolution and limited movement is required then Mode 1 provides 4
sets.

Remember that one colour will be required for the background
and any permanent information that you want on screen.

Take a careful look at the dice rolling routine contained in this
book, to see another example of how effective this system can be.

Exclusive oring (XOR)

This is another technique which is used extensively throughout this
book. The use of XOR enables information to be superimposed upon
the image which is already on screen. Performing the XOR again will
remove the image, leaving the background as it was.
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Examples of the commands required to implement this powerful
feature can be found throughout the listings. The Chess Duel
program contains some superb examples.

You will find it useful to use the listings as a source for solutions to
programming problems. Try to understand the reason that certain
routines are used and how they work. Once the programs are fully
working and saved on tape then it is recommended that you
experiment. Change the colours or parameters and see what happens.
This way you can learn more about programming and be able to
incorporate what you learn into your own programs. Thisis the most
satisfying aspect of having your own computer.



Subroutines

SUB
'ROUTINES

Short Cuts to Success

We estimate that the total memory used by all the listings in this book
is over 200K. It has therefore been essential to reduce the amount of
entry to a minimum.

This has been done by the extensive use of subroutines. In
particular three routines are used extensively.

1. High Score. This basic program takes the score achieved by our
player and compares it with those already in its array. If the new score
is higher than one in the table then the opportunity is given for the
player to enter his nickname, initials or whatever. This routine should
be typed in as listed here and then merged with the appropriate game
when required.

Changes will be required to some programs, as follows. Type in the
replacement lines given for each program.

Rainbow Breakout: 26109 GOSUB 60000:GOTO 100¢
Maze Maniac: 33049 GOSUB 60000:GOTO 1000
Parrot: 195 SC=PO*1¢
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2090 GOSUB 60000:GOTO 25
Pick Man: 35019 GOSUB 6000¢9:GOTO 1000
Kinkey Dong: 6005 GOSUB 600¢0:GOTO 1009
Hi-Lo and Skippy need no additional lines. The subroutines
should just be merged in.

'HIGH SCORE?

£Q000 MODE 1:BORDER O:PAPER @:PEN Z2:CLS:
ye=@
OO PRINT:PRINT TAR(A)Y3"High Scores fo

v "3 gam$

EOO7O PRINT:PRINT

QOO0 FOR a=1 T 5

LOOT0 PRINTIPRINT TAEBd(d)Yja;"...."jnasdad
sTAB(IZ@)3sco(al

£01@e NEXT a

60119 FOR a=% TO 1 STEP -1

&01260 IF scrsco(ad AND scisco(a—1) THEN

re=a

D130 NEXT

60140 IF re=@ THEN 40130

D150 FOR a=d TO re STEP —~1linas(a+l)=nas$

(adisco(a+ldy=sco(a) tNEXT

D160 nas(red)=""Isco(re)=sc

D179 CLS:PRINT:PRINT TAB(&);"High Score

s for "j;gam$

L0120 PRINT:PRINT

190 FOR a=1 TO 5

EOZOO PRINT:IPRINT TAB(d)ja3;"...."jna®(a)l

s TARB(3O)3sco(a)

£OZ1D NEXT a

EOPZO PRINT:PRINT" Please enter yo

wr niame " in$="ARCDEFGHIJKLMNOPIRESTIUVWXYZ
«3"

CO2TEO PRINT:PRINT TAB(S) jn$:x=5

&Oz2d0 PRINT:PRINT® 1 -« End."

&5 LOCATE w,12:PRINT"-"

AOZ60 LOCATE 10,22 :PRINT na$(re)

CLOZ70 GOSUR Z3000

£OZEQ IF le=1 AND x5 THEN LOCATE x,1%:P

RINT " "ix=y-—1

0290 IF ri=1 AND x<33 THEN LUOCATE x,19:

PRINT " "ix=x+1
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COIQO IF fi=1 AND MID$(n$,(x~d)>,1)="1"TH
EN &£@Z40

EOX1GO IF fi=1 THEN va%(red=na$(re)+MID%H(
nE, (x—=d),1)

0320 IF LEN(na$s(re))=1% THEN 603240
AOXIZTH GOTO L0250

&oZde MODE 1:CLS

COIEG PRINT:PRINT TAB(E)Y;"High Scores fo
vty gamn$

COT6G PRINT:PRINT

COI70 FOR a=1 TO S

COZZG PRINT:PRINT TARB(d)Y)za;" .« "3nmasdca)l
sTARB(CIZO)Y 5scola)

OG0 NEXT a

£0d400 PRINTIPRINT v Press FIRE to play
again."

O30S ak=""

Cadio GOSUR 27000 IF fi=1 THEN &0dze
041 GOTID £0d410

60420 RETURN

&0d4360 IF scisco(l) THEN f03do

cE0dd4@ ve=1:GOTO &@150

2. Inkeys. This is a machine code subroutine used to enable the
joystick or the cursor pad to be read very quickly. The routine is
poked into memory by a short program to avoid difficulties which
may otherwise be encountered.

Type in the routine as listed and then save to tape. Then whenever
required it can be merged into a program. Each listing clearly shows
when the routine is required.

TINKEYS?

£
NN}
)

FEM 5%k * inkeys/joy A
OO le=0iri=0iup=0:1do=0:fi=0ex=01g=0
CALL addr+lta=PEEK(addr)

220 IF a OF a=2d42 THEN le=1

20 IF a Ok a=2d4% THEN ri=1

o IF 1 0F a=z2d® THEN wup=1

@@ IF OF a=2d1 THEN do=1

p&@ IF OF a=z22d4 THEN fi=1

@7 IF I THEN ¢=1
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22020 IF a=I2 THEN ex=1

27070 RETURN

27480 REM FxEFrErE poke inkeys <4440
29500 c=INT(add\/~4&)=b=addr—25&*c
29510 RESTORE Z9520

2520 FOR n=addyr TO addr+13

Z#?@w FEAD a:lIF a=99% THEN a=h

P20 IF a=9932 THEN a=c¢
2550 POFE n,a
29960 NEXT n

29570 RETURN
29550 DATA 0,62,0,50,999,993, 205,27
29590 DATA 1&7,_m:, D, I, FE, 201

3. Char Check. This is another machine code routine used
extensively in this book. Its purpose is to place the ASCII value of a
character cell into the BASIC variable‘CH". It is used after the cursor
has been positioned using LOCATE x.y. It is called by ‘GOSUB
30000°.

This enables a program to detect whether two items have collided
or perhaps whether the ‘ball’ in Rainbow Breakout has hit a brick.
Once typed in and saved the routine is merged wherever indicated
within a program listing.

YCHAR CHECE?

£330 REM »ExEFEEFFEF char check <4000
30000 CALL loca+l

J0a10 ch=PEEK(loca)

0020 RETLUREN

304530 KEM Hxrrrxkkr poke check <d<<4CLd
30300 c=INT(loca/z25&)ih=loca—-3I56&%c
SOS19 RESTORE 30520

JO520 FIOR n=loca T loca+1l?

JOS30 READ a:lfF a=799 THEN a=h

TSde IF a=393% THEN a=c

IOEEO POKE nya

IOSEe0 NEXT n

JOS70 RETURN

TOSS60 DATA m,_“,hqq,Jm ?39 FEE, 205, 6
IOS39 DATA 137,203,560, =

.U -
J_l
~Ll
L -
-4t
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Subroutines are used extensively for other programs in the book.
These are listed along with the main programs where applicable.

Draughts/ Chess. The board and other common routines can be
merged as indicated.

Dice games. The dice throwing routine and the other three games
are designed to form one whole program with menu selection for

each game.
Card games. The ‘card core’ can be used in each game as directed.

How to merge

If it is wished to merge a set of routines into an existing program:

1. First save the program which is in the machine.

2. Next cue the tape containing the ‘Merge’ file.

3. Type MERGE “” and ‘Enter’. Then press Play on the tape deck
and follow prompts.

4. When complete, ‘Save’ the new program before ‘Running’.

5. The program should now be ready.

Sometimes you may prefer to load in the subroutine program first
and then simply add the new lines to it.

Once you have entered the subroutines and stored them on tape
you are advised to try them out in a suitable program. A good one to
start with is Rainbow Breakout in the classic games section.




|
Marie Celeste

An Adventure at Sea

In this text adventure you find yourself moored alongside the
legendary ghost ship.

What is the secret of the Marie Celeste? Where are the crew?

By giving commands to the computer you can solve this marine
mystery. By mixing up the text in the listing, care has been taken not
to spoil your fun. In this way it is hoped that you will not be able to
guess the solutions to the puzzles as they are typed in.

It is usual for adventures to require N orth, South, East and West as
directions, but since this one has a nautical setting directions are:
Forard, Aft, Starboard or Port. Which, in case you do not know, are
equal to front of ship, rear of ship. right looking forward and left
looking forward respectively.

As you move it is a good idea to draw a map. This map will help
you to find your way around or identify locations that you have not
vet visited.

Two-word instructions such as ‘Take bucket’ are accepted or the
direction may beshortened to FOR, AFT,STA and POR. Adventures



14 Sensational Games for the Amstrad

often require the player to enter :‘“INVENTORY" to see what is being
carried. In this adventure the inventory is permanently displayed.
One of the enjoyable (but often frustrating) aspects of adventures is
trying lots of different ‘verbs’ to see if they have any effect! Common
verbs for adventures are: get, take, down, up, climb and unlock.
Whilst you are on board, try lots of different ones. Try ‘Examine cat’
at the right time and see what happens.

Once you have solved the adventure invite others to play it. [t is just
as satisfying watching someone else make the same mistakes and
perhaps have the same success as you.

1 REM <<< Marie Celeste <> ISSI/JIM
2 REM

SO0 GOTO ZI000

1000 RESTORE 1200

1010 FOR n=1 TO &

1020 FOR m=2 T 40

102@ READ a:LUOCATE m,yn

1040 PRINT CHR#%Cad;

1059 NEXT m

1060 NEXT n

1190 RETUREN

12600 DATA 15=%, 1?&,158,1-4,1QH,ML,3;,J;,T

P - e T :
L’JL,_'&.,EL,..).‘:,-\A:’J.fi,-_"i'.', ‘-.L',_-.r_,..--_,_u_,lr:'(’)

— mwem ey mEeme Twes
sd, 156, A,S:,zz,15@,i4,g¢,Jz,J;,uh,JL,14

9,32,3&,3&,--;.,_‘-’ .
19 DATA 14%,32,149,32,149,32,32,32,3%,
3&,)&,;&,3&,2J ,3:,32,?:,:~,3:,_h,144,32
,1d9,32,32,35,149,32,32,32,32,32,32,131,
1-4,:J,3A,:;,3;
122 DATA 149 Zf,ldq 32,14%,32,150,15d4,1
56,322,155, 154,156, 153,32,150, 1534, 156, I,
32,149,32,32,150, 1~_-L1 156,147 ,150,154, 156
, 150,154,156, ldw,fﬁ,ltm 154, 1-A,g_
1230 DATA ldq,BL,144,JL,14 32,32,32,149
y32,14%,32,32,149,32,151, 154 183,322,328,
49,32,52,151,154,155,149,151, 1-4,1 F,149
,32,153,1437,32,151,154, 1__,3;
124® DATA 14?,3;,144,q;,144,~¢,15®,154,1
57,32,1&9,3&,32,143,&;,144,32,32,32,32,1
49,32,32,14%9,32,32,14 ,149,32,32,147,154
, 156,142,332, 144,-h,:~,q’
25@ DATA IJJ,S:,1QJ,QL,1QQ,QL,147,1E4,1
55,32,155,32,32,155,32,147,154, 153, 32,32

J
N
foy

f_
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,1d7,154,153,147,154, 153,185,147, 154,153
s 17,154 ,153,147, 14-,147 154,153

1509 RETURN

19980 EEM »0xiklkiiik screen 4000000407
20000 INK ©,3:INK 1,20:INK 2,0:INK
Z20@19o MODE 1

20020 BORDER @:PAPER Z:PEN Z:CLS
20030 WINDOW #1,1,70,3,16&

20040 WINDOW #Z,1,30,17,25

20050 WINDOW #3,31,d40,2,25

20060 PAPER #1,0:PEN #1,1:CLS #1
20070 PAPER #L, PPEN #L,S-CLS #2
20020 PAPER #3,3:PEN #3 ® CLS #3
20100 RETUEN

20920 REM rrrrrrrriodnitialize LS4
21000 DIM 4(19,7)

2101 DIM o$(11)

21020 DIM m{io,d4)

21970 DIM odil)

21100 RESTORE 21200

2111 FOR n=1 TOQ 10

21120 REEAD dd{n, 10 ,d(ny2),d(ny3),d(riad)
21125 READ dd{n, Sy ,d(n,ed,ddn,7)>

211720 READ min, 1) ,m{ny2),m{ny3>,m(r,d)
Z11do NEXT n

21150 FOR n=1 T 11

21160 FREAD o$(n),o(n)

21170 NEXT n

21120 RETURN

21200 DATA 1,8,10,11,20,0,0

21205 DATA 0,0,0,0

21210 DATA 12,36,23,0,0,0,0

21215 DATA 1,1,0,0

21229 DATA 3,1@,1,29,4,3@,2@

21225 DATA 1,0,1,0

21230 DATA 1_:, 1‘1 1,;___,.,(/) (’) %]

21235 DATA ©,1,1,0

Z12d4® DATA 1,18,35,3,33,®,®
245 DATA 0,1,0,0
21250 DATA 1,5,%,11,20,0,0
21255 DATA ©,0,0,0
21260 DATA 2,30,20,13,15,22,16
21265 DATA 1,0,1,1
21279 DATA S5,30,20,0,0,0,0
275 DATA ©,0,1,0
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212560 DATA 1,3,3d,29,%,0,0
21235 DATA 1,0,0,1

21290 DATA 1,17,27,33,3,30,20
21295 DATA ©,0,1,9

21799 DATA KNIFE, &

21316 DATA TARPALLIN,1

21320 DATA WATER ON DECK,Z
21230 DATA ROPE,&

21340 DATA NOTE,S

1350 DATA BUCKET,d

21340 DATA EEY,0

2137@ DATA CAT,7?

2133G DATA MOPR,%

21330 DATA WELLIES,S

2140¢ DATA HOOIKS,®

21930 REM Frrrrrrrri input 00000000004
22000 mE=""PRINT #Z:PRINT #Z,">";

27010 a$=INEEY$:as=UPPER%(a%)

22020 IF (a$<"A" OR a$:x"Z")AND a%i>" " A
ND a$< >CHR$(13) AND a$< »CHRE%(127) THEN G
OTo 22010

Z293@ SOUND 1,150,2,15

22335 IF a$=CHR$(127) AND m$="" THEN GOT
0 zzolo

22040 IF a$=CHR$(127) THEN m$=LEFT&(m$,L
EN(m$)>—1):PRINT #2,CHR$(Z) ;" ";CHR$(Z) 5+
GOTO z2o1le

22050 IF a$=CHR$(13) THEN PRINT #2,CHRE%(
13> :RETURN

22O me=mbt+ad
22070 PRINT #2,a%;
22080 GOTO 22010
2ogEm REM Hoanrsrsrss inventory SO<ld{000
23000 CLS #3

ZEIO10 PRINT #3,"INVENTORY.-";

ZEI0Z20 PRINT #3,"—————————— "

ZEO3ZO PRINT #Z:PRINT #3

23040 FOR n=1 T 11

205G IF o(n)>=13 THEN PRINT #IZ,0%(n)
23060 NEXT n

23070 REETUREN

T80 REM »rrrrssisir split <0044
24000 ve=""ine=""

2d@1® FOR n=1 TO LEN(m$)

24020 IF MID$(m$,n,1l0=" " THEN GOTO z2d40&




%]
24930
24040
24050
24066
24070
24030
24280
25000
25010
25020
25030
25040
25050
25060
25070
4000
25050
S000
25090

25100
7000

25110
23120
Z251%0e
251409
25159

23160
25170
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NEXT n

vE=m$

RETLIRN

ve=LEFTH(m$,n—1)
NnE=RIGHT$(m$ ,LEN(mH)>—n)
RETLEN

FEM g
GISLIR 22000
GOSUR zd400o

Ce=LEFTH(vH,2)

IF Ce="PO" THEN GUSUER IZ0000
IF C$="8T" THEN GUSLIR 31000
IF Cs="FQ" THEN GISUER I2000
IF C$="AF" THEN GUOSUR 33000

Fraxo command sl

IF Cs="GE" OR C%="TA" THEN GOSUR X

IF Cs="G0" OR C$="EN" THEN GOSUE 3

IF C$="EX" OR C$="IN" OR C$="RE" T
HEN GOSUB 26000
IF Cs="UN" OR C$="0OP" THEN GQSUR =

IF Cs="CU" THEN GOSLE Iz
IF Cs="CL" THEN GISUE 320900
IF Cs="KI" THEN GQTCQ d40ooe

IF C%="L0O" THEN GOSUER 40I00

IF C$="SH" OR C$="FU" OR C$="RA" T
HEN GOSUE 41000

C$=LEFT$(V$,3)
IF C$="SWA" 0OF C$="MOP" THEN

dZO00

2310

IF C$="MOV" OR C$="LIF" THEN

43000

25190
25200
25210
H

ZE2Z0
25230
ZEITO
26000
26010
26015
26020

IF Ve="QUIT" THEN GITI 44000
IF v#=""" THEN GOTO 25220
PRINT #2,"I don't undevstand

GOSLIR

GUSUR

GOSUR Z&0oo:GOSUR Z300@
GOTO 25000
FEM 5oererixriixi start ({000 00C001

GOSUR 2700
GUSILIE 20000
GOSIUUE 1006

GOSUR 21006
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Z603@ GOSUR 23000

26040 po=6

26190 RETUREN

ZEIEQ REM Fxrrxrekixir ostrings cdoadaiadn

27003 DIM w$(3I6)

27010 RESTORE 2706@

2702@ FOR w=1 TO 26

27030 READ wH(n)

27049 NEXT n

27050 RETUEN

27060 DATA I AM ,ASTERN,FORARD ,PORT ,5T

ARBOARD ,UP ,DOWN ,IN A ,SMALL ,LARGE

27370 DATA "EOAT, ALONGSIDE ",THERE IS ,

THE WIND ,HIWLS ,SINGS

27050 DATA SOUNDS LIKE LAUGHTER.,COUTSIDE
JINSIDE ,IT IS ,THE MARIE CELESTE-

27099 DATA A ,AND ,HERE.,AND I ,SLIDE ,A

CROSS ,LOCKED UNLOCKED ,TO ,0F ,IS ,1I S

EE ,STORES.

271®%» DATA GAP ,THE ,WATER ON THE DECK.,

DEVIL ,BERMUDA TRIANGLE,ATLANTIS

27950 REM >yl describe {00000

22000 CLS #1

22005 IF po=2 AND o(1@)><»13% THEN PRINT #

Z2,"You slip through to the" :PRINT #2Z,"ne

xt deck section !'"ifpo=I:iSOUND 2,300,10,1

IF po=1 AND o(Z)=@ THEN GOTO 45000
FOR nw=1 TO 7

PRINT #1,w$(d(po,ndds" "3

NEXT n

PRINT #1

PRINT #1

PRINT #1," I can see —"

FoOorR n=1 TO 11

IF o(rny=po THEN PRINT #1,0%(rnd3;",

BY B3 R B3R B R BRI R AN

NEXT 1
RETILIEN
REM o
GOSUR Z6000
GOSLIR 28006
23020 GOTDO 25000
2379830 REM i

hegin game <{L{C<04

....................
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IO ve="""

30010 IF mpo,d)><r@ THEN GOTO 20010
TOO1S PRINT #2,"You carmot go that way."
tRETURN

IQ0Z0 IF m({po,dd>=1 THEN po=po-S:RETURN
30030 a=mipo,dria=a-1:IF o(ay=13 THEN PR
INT #2Z,"You use the "jo0%(a):PRINT #z,"an
4 go to port." ELSE GOTO IZo@ls3

Zo0d® FOR n=1 TO Z000:iNEXT n

I0050 po=po-SiRETURN

J1o0o vE="""

21910 IF m(po,2r< @ THEN GOTO Z1oze
T101S PRINT #Z,"You canvot go that way."
IRETUREN

31020 IF mipo,=>=1 THEN po=po+SiRETUEN
31930 a=m(po,2ria=a~-1:1F 0(ay=13 THEN PR
INT #Z,"You use the "jo0%(a):iPRINT #zZ,"an
d go to starboavrd." ELSE GOTO 31015
319de FOR n=1 TO Z00@:NEXT n

21050 po=po+S:RETURN

ZZOo0n ve="""Y

TZ010 IF m(po,1)<>@ THEN GOTO 2Z0X0
32015 PRINT #2,"You camnot go that way."
TRETURN

Z2ez0 IF m(po,1)>=1 THEN po=po+l1:RETLRN

IZ0Z0 a=m(po,lria=a-1:IF o(ar=13 THEN PR
INT #Z,"You use the "jo0%(a):PRINT #z,"an
d go to forard." ELSE GOTO Zkel5
IZode FOR n=1 TO Z000:NEXT n
I2050 po=po+liRETURN
000 ve="""

IZO10 IF mpo,Z)<x@ THEN GOTO 32020
ITO1LS PRINT #2Z,"You carmot go that way."
tRETURN
IZO20 IF mipo,3)=1 THEN po=po-1:RETLURN
IZ0T0 a=m(po,3ria=a—-1:IF o(a)=1% THEN PR
INT #Z,"You use the "jo%(a):iPRINT #Z,"an
d go to aft." ELSE GOTO ZZ015
IZQAG FOR n=1 TO Z000:NEXT n
ITO5G po=po—1:RETUEN
T400e ve="""

"34019 FOR n=1 TO 10
TAdeze IF n$=o$(n) THEN GOTO Id0cd
24030 NEXT n
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34040 PRINT #Z,"Don’t he silly '"

34050 RETURN

Zdoed IF n=d THEN PRINT #2Z,"It's tied to
o tightly for me !":IRETURN

24070 o(n)y=173

Zdose PRINT #2,"Youw take the "j;0%(n)
Id4o39 RETURN

IS5000 ve="T"

IEO10 IF n$ »"STORE" AND N${x"STORES" TH
EN PRINT #2,"You cannot go there . . "z
RETLRN

IE@ZO IF md1o,d4)=0 THEN PRINT #2Z,"It's 1
ocked !":RETURN

5030 po=StRETURN

I600G yH="""

Jeole FOR w=1 TO 11

36020 IF n$=o%(n) THEN GOTI 3060

JEOIO NEXT n

6046 PRINT #2,"1 don’t see that here.”
36050 RETURN

Zeoe® IF n=1 THEN PRINT #2Z,"It's sharp !

070 IF n=2 THEN PRINT #2Z,"It's green !

TEoE0 IF n=3 THEN PRINT #2,"It’s wet & s
alty !'"
059 IF n=4 THEN PRINT #Zz,"It’s tied ti
ghtly."

61060 IF n=S THEN PRINT #Z,"It says —":
RINT #2,"'No need to go helow":PRINT #2,
"decks in this game.?"

6110 IF n=& AND o(7)=0G THEN PRINT #z,"I
t*s rattling !"fo(7)=po0

6120 IF n=& AND o(7)><>®@ THEN PRINT #Z,"
It's empty !"

6130 IF n=7 THEN PRINT #z,"It says 'S8T0
REY™

Z61d® IF n=5 THEN PRINT #2,"It vuns off
with a dead rat.":o(Z)=0

T6150 IF n=% THEN PRINT #2,"It’'s soggy !
Z&160 IF n=10 THEN PRINT #Z,"The’ye smel
1y "

3617@ IF N=11 THEN PRINT #2Z,"They seem t
o e for a vope !"
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36180 RETURN

I7000 ve="""

37910 IF po<x1® THEN PRINT #2,"I can't .
" IRETURN

7020 IF o(7)<x13 THEN PRINT #Z,"I have

no key '"iIRETUEN

JI7070 m{po,d>=1:PRINT #2,"The store 1is o

pev."

I7040 d(1e,3)=221RETLRN

J2000 veE=""":1IF o(1)<x13 THEN PRINT #z,"

With what *":iRETUREN

33010 IF n$=0%(d) THEN GOTO 32040

IEBOZ20 PRINT #Z,"You sadist !

32030 RETURN

Jgodo PRINT #Z,"You cut the rope and tak

e 1t."

IE050 o(d)=13

30060 RETUREN

I9000 vE="""1IF nElros(d) THEN ve="RI"IR

ETUREN

I92010 IF odd)<rpo AND odd)< 12 THEN PRIN

T #2,"Where’s the ladder 7":RETURN

9020 PRINT #Z,"You climb the rope ladde

et

I7030 IF po=6 THEN po=7:io0(d)=7:RETURN

39040 IF po=7 THEN po=&io(d)=6IRETLEN

TS50 IF po=1 THEN po=2io(d)=2:RETLEN

3060 RETURN

doooe PRINT #2Z," An Alkhatross flies down
do@1e PRINT #Z,"and attacks you for "
doozeo PRINT #2,"heinyg destructive."
40030 PRINT #Z," You Ave Dead ! "

40049 FOR n=1 TO 5000

dOOEO NEXT n

daden SOUND 1 ,350,10,15

dOOH7® GOTO 44000

40509 ye="""

d0S10 PRINT #Z:PRINT #2,"EXITS ARE ;"
40520 IF M(PO, 1)@ THEN PRINT #Z,"FUORAR
D ll;

dOSZG IF M(PO,3)< @ THEN PRINT #Z,"AFT "

9
40540 IF M(PO,2)<>@ THEN PRINT #IZ,"STARE
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JARD ";

GOEE0 IF M(PO,d4)><>@ THEN PRINT #IZ,"PORT.

40560 IF mpo,1)=0 AND m{po,Z2)=0 AND m(p

0,3>=0 AND m{po,d4)=0 THEN PRINT #z,"NUNE

d@E70 PRINT #2Z

40530 RETURN

41000 ve="""

11910 PRINT #2," Not now Sailor !

41050 RETUEN

42000 ve="""

42010 IF acé&)<»13 OR o¢9)<x13 THEN PRINT
#2,"With what you fool . . -":RETLRN
42020 IF po<»2 THEN PRINT #Z,"Not heve y
ot idiot ~ ":iRETUEN

A7030 o(IT)H=0:PRINT #2,"Well done ! Now i
t is safe.":im(Z,3)=5

dzode d(z,1y=1:4(2,2)=21d(2,3)=20:d(Z,d)
=Z2:d(2,S0=21:1d(2;6)=11:d(2,7)=0

2050 o(l11)=2:FETURN

3IO00 vE="""

dZ@1o FOR w=1 TO 1@

dZ020 IF w$=o%(n)y THEN GOTO 43069

AZO30 NEXT n

4Z0de PRINT #2,"Move what * ! & "

13050 RETURN

47060 PRINT #2,"You move it,and the"
43070 PRINT #2,"wind blows 1t away !'"
dZ2020 o(n)=0

43039 RETURN

44009 CLS #I3:CLS #2

dd4901@ PRINT #Z,"Another Game 7"

43020 GOSUER 22000

44033 IF m$="YES" THEN FLN

44049 PRINT #Z,"Well you're playing anyw
ay !'"

44050 FOR n=1 TO 2300

44060 NEXT n

ddO70 RLUN

dSoae CLS #1

45910 PRINT #1,"SURPRISE !'":PRINT #1,"We
hid in "swd(2123" “"swH(11D3" "s3wWwH(Z0)
45020 PRINT #1,"We thought You would®
45050 PRINT #1,"NEVER solve the adventur
e !H

dSode GOTO 440600

"
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Please Sir

SUE R AL

A Teaser for Evervone

This program is not quite what it seems! You may think that you are
able to guess what the secret of the program is as you enter it, but you
will still find the game a challenge when you play it.

The idea is that the on-screen ‘teacher’ selects a subject and you
must then give examples which fit the subject. For example, if ‘Films’
was displayed then you might enter *‘Please sir, is SUPERM AN one?’
and teacher may say ‘yes’ or ‘no’! You must try to decide why and then
enter another example such as ‘STAR WARS’ to which the reply will
once again be ‘yes’ or ‘no’! The game continues until you achieve three
‘yes’ replies in a row, when it is assumed that you have realised why
some get a ‘yes'and others ‘no’. You can cheat, but that most certainly
would be a shallow victory.

Later, when you have mastered playing the program, you may
wish-to change the rules or add more subjects, and that may be a
challenge in itself!

Invite a friend to list the program, and he may be surprised to find
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that there is a distinct lack ot data. whereupon vou may either give
your own reason or offer the following test of gullability:

‘The program uses an advanced text compacting svstem based
upon the mathematical characteristics of letters within English
words. Thus, careful selection of parameters enables specific target
answers to be ‘tuned’ into apparently imprecise test routines.’

Of course, you will know difterentlyv. because vou tvped in the lines
which verify the entries! Why then. 1s a correct answer for the *Birds’
category: Sparrow, Chaffinch and Swallow?

1 REM <<<< please sir <3 ISSI/JIM »i>xi
2 REM
5@ SYMROL =240, 12%,6d,32,24,6,15,112,128

S1e SYMBOL Zd1,1,3,7,31,127,255,13,1
1000 GOSLIE 10506

1050 go=o

1100 GUOSUR Zowoo

1150 GIASUR 22000

1160 GOTO 24000
19980 FREM »rrerrwrrrs screen <400 (4
20009 MIDE @

20019 PAPER ©®:PEN 1:BORDER &:CLS

20020 WINDOW #1,13,1%,2,7

ZOOTO0 WINDOW #2,13,17,11, 14

2040 WINDOW #3,13,17,16,2%

20050 WINDOW #d4,2,11,14,23

2055 WINDOW #Z,2,11,21,22

2060 RESTUORE 20000

F2OO70 FOR n=0 TO 15

20050 READ atINE nya

20039 NEXT n

20100 PAPER #1,3:PEN #1,d4:CLS #1

20110 PAPER #2,X:PEN #h,_ iCLS #2

201720 PAPER #3,2:PEN #3,1:CLS #3

ZO130 PAPER #4,7:PEN #d4,d:CLS #d

9149 PAPER #5,7:PEN #I5,4:CLS #3

2015@ LIOCATE 6,12:PRINT CHR$(2d@)

20160 PLOT 154&,202:DRAW 40,208 :DRAW 24,2

(2]
<

20170 DREAW Zd,350:DRAW 4@,372:DRAW 140,3
7e
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20120 DRAW 15&,350:DRAW 15&,225
20130 PLOT 35,350, 13:DRAW 35,2%0:PLOT &5
y SSOIDRAW 65,230

30:DRAW 107,230

202190 PLOT 159,350,1d4:DRAW 120,350 :DRAW

120,290 :DRAW 150,290

L0220 DRAW 150,2720:DRAW 120,230:PLOT 39,
230:DRAW &1 ,236

20230 PLOT 39,290:DRAW &1,290:PLOT 77,29
@:DRAW 107,290

20240 PLOT 107,350,15:DRAW 107,230

20250 PLOT 135,3dZ:DRAW 135,255:PLOT 135
y2d@:DRAW 135,232

20260 PLOT 35,232:DEAW 3I5,Z233:PLOT 39,34
S:DRAW &3,232

20270 PLOT 135,2%0,13

20280 PEN 9:LOCATE 1,23:PRINT CHR$(Zd41)

20299 PEN 1
20T0e LOCATE #1,1,3:PRINT #1,"GUESS A"
2031@ LOCATE #2,2,1:PRINT #z,"TOTAL"
ZO320 LOCATE #3,2,Z2:PEINT #3,"GAMES!
20330 LOCATE #3,3,4:PRINT #3,90

20340 LOCATE #d,1,Z:PRINT #d4,"PLEASE SIE
"IPRINT #4,"1IS IT. . "

20359 PLOAT Zz3o,21@

2036 DREAW 275,250:1DRAW 235,260

20370 DRAW 290,310:DRAW 225,32

S0 DRAW 260 ,3d0:i1DREAW

2@O330 DRAW 220 ,I20:1DRAW

20400
20410
20420
20330
Zodda
20450
20460
20476
20474
20475
20473
20480
204385

20430

DFEAW
DRAW
DREAW
DFAW
DEAW
DRAW
PLOT

230,303 :DREAW 220,300

216,275 DRAW
216, 2651 DRAW
216,256 DRAW
220,246 DRAW
249,244 : DRAW

el Ly
230,270
220,260
216,250
L6628

230,210

TAG #7:MOVE 220,312
PRINT #7,CHR$(240) ;

MOVE

250,305

PRINT #7,"7"5:TAGOFF

PLOT

GOSUR

225, 305 DRAW

215a0

RETUEN

220, 300
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20500
20510
2020
Z20I0
21000
21010
21020
21030
21050
Z2lizoo
21420
21490
21500
21510
21520
21520
21550
Z1700
21920
FZO00
Z2RO1@

—

Z2OTO
22O
ZEODO
ZIOED
$,100
Z2O7®
Ba1d)
TEOEO
TEQI
22100

DATA 6,2d,2,18,1,®,15,16
DATA d,21,9,17,7,@,&,@

FEM

REM * ¥ % *YES' * * ¥

INE 13,2438 INK 1,24 INK 15,6
FOR n=S0o TO 10@ STEP saaln)
SOUND 240,500,132

NEXT n

win=win+l

FETULRN

FEM

FEM % * % YNOT ¥ % X

INK 13,248 INK 14,68 INK 15,24
FOR n=200 TO &00 STEP 200
SDUND‘E,n,S@,lZ,@,@,l

NEXT w

win=o

FRETUREN

REM »3rrerserr start game LA
win=0:go=go+l
c=INT(FEND(1)*Z0@)+1

LOCATE #1,1,S:PRINT #1,5%6(s)
LOCATE #2, 5,3t PRINT HZ,tr
a=t(s,1):b=t(s,2}:c=t(s,3)
DEF FN ok=ABC(LEFT$(a®,1))
IF a=% THEN DEF FN ok=ABC(RIGHT$(a

IF a=3 THEN DEF FN ok=ASC(MID®(a$,
I1F a=d THEN DEF FN ok=LEN{(a%)

IF a=% THEN DEF FN ok=gpth
IF s=2 THEN DEF FN ok=ASC(LEFT$C(RI

GHT®(a%$,2) 4,120

Z2R250
PRIZO
23000
23010
23020
2305
Z23G30

2EZ0d9

RETLIREN

FEM W R R EEE input L LR
ag=""2: 5):.:(2)

CLS #S:PRINT #3,a%
W$=INHEY$=N$=UPPER$(W$)

IF ws=" " THEN Sp=sp+1=GUTU 2T
IF w$=CHR$(1ZI) THEN GOTO 23130

IF wH=CHR$(127) AND LEN(a%$) @ THEN

a$=LEFT$(a$,LEN(a$)—1}:GDTD 23070

23050
@

2EOEO

IF ws<"A" OR WwEF"Z" THEN GOTO 2302

at=ad+wé
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23079 SOUIND 2,200,190,12:G0T0 23010
23130 a=LEN(a%$)
~g14w IF a<1 THEN GﬂTﬂ 23000
T1%0 SOUND 1,d00,50,7:i50UND 1,200,20,9
&ql @ re=FN ok
23250 RETUREN
2THEO REM aall
24000 GOSUB 2Ioed
23005 IF a$="0GUIT" THEN RLUIN
24919 IF re=c THEN GOSLE 21000 ELSE GOSL
B 21500
24020 LOCATE #Z,3,3'PRINT #2,win
24030 IF win=3 THEN GOTO 25000
250 GOTO ZJdo00
23920 REM HrrrrrrExrE o owin S 000000
25009 MODE 1
220190 LOCATE 1Z,Z:PRINT "CONGRATULATIONS
[l
23020 LOCATE 11,d4:PRINT STRING®(13,4%5)
25030 LOCATE 9,10:PRINT “You solved the
puzzle "
25190 LOCATE S,Z3:PRINT "Press 'Y’ to pl
ay again"
25110 a$=INKEY$:as=UPPER$(as)
253120 IF as="Y'" THEN GOTO 1100
235130 GOTO 25110
IF98Q REM »rriiirrikr subjects €L 00l
4o DATA DOG,ACTOR,STAR,TV PROG,FILM,P
LAY , SONG
d0@10 DATA MICRO,COLOUR,FLOWER,TREE ,GEM,
BOOK , SPORT ,REAST ,BIRD, PLACE
d0o2e DATA FISH,NAME,CAR

A0050 DATA 2,1,78,1,2,582,3,2,79,5,1,2
4006 DATA 1,1,53,5,0,0,5,5,6,d4,1,8
4007 DATA 4,1,&,;,1,:5,4,1,3,2,1,63
40080 DATA S5,2,d4,3,3,67,3,4,33,3,3,65
10030 DATA 2,1,52,3,2,65,3,2,65,4,1,6

40500 RESTORE 40000
10510 DIM s$(20)

dOSz2@e FOR n=1 TO 20

4053@ READ s$(n)

40540 NEXT n

40550 DIM t(20,3)

40560 FOR n=1 TO 20

A0S70 READ t(n,10,t¢n, o), t(n,3)
40SEQ NEXT n
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1 Accuse

WOMAN WOHA  CIFE, somem
Pl LOPEE LaRLE LAaNLE
BEOAERY BAACK WAMBE  BLATR
ERRIRE HELE YRS PUerS PPy

w§ mw /;-tmsv’da:hZa" % P ?’o’l
ﬁ.

Wiﬁ } Phat o . . o
Y
%: ,,,,vi,.z.,aa T e

A Suspicious Listing

This is a test of deduction which will challenge all budding sleuths.

You are Inspector Watkins of CID (Computer Investigations
Department) and are presently undertaking an extensive training
course. This training is designed to test your courage and endurance.
The course also tests your intelligence and ability to use the computer
in criminal detection. Since we cannot cover the courage and
endurance section in this book. we have included the computer

deduction test.
The computer has the ability to generate thousands of different

permutations from a set of data. Inthe blink of aneye it will decide on
the criminal and his corroborative details, together with the
statements of a witness that will conclusively point out the guilty
party. You are allowed to ask for only six sets of details. This isdone
by entering the number corresponding to the category on the left of
the screen. The computer will display them and then display the
statements of key witnesses. This could be enough to identify the
correct suspect, if you requested the right data!
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The number of the suspect that you believe to be the criminal is
entered and the accuracy of vour judgement is reported back.

This program could well have educational value, but most of all it
is designed to be different and fun.

1 REM <4<<44 I ACCUSE  ISSI/JIM »xlrlxk
2 REM

1960 GOSUR 22000

1200 GOSUER 20000

S99 GOSUR Z1000

16400 FOR g=1 TO &

l161e GOSUR 23000

1620 NEXT g

120 CLS #2Z:iPRINT #2Z,"You must now enter
the number of the suspect you consid
er to have commited the crime."

1649 PRINT #Z:PRINT #2z," The witrness s

aid that . - « . "

1650 RESTORE 1700

1669 FOR n=1 TOQ 1@

16£79 READ a%

1620 IF w(l)=n OR w(Z)=n 0OR w(I)=n OF w(

dy=n THEN PRINT #Z,"The criminal "j;as$;"
"3sH(s,1)

1630 NEXT n

170@ DATA was a,was,was,’s hair was,’s h

aivr wasy,wore a,’s shoes weve,’s eyes wer

e,’s nose was,had a

1719 RESTORE 1720

1720 FOR n=1 TQ 12

173G READ a,b:SCUND Z,a,k,15

1746 NEXT n

1744 DATA 190@,25,200,25,300,25,400,25
1746 DATA 200,255,300 ,25,400,25,300 ,25
1742 DATA 300,25,400,25,500,25,600,25
1750 a$=INKEY$:iIF as$<"1" OR as:>"d4" THEN

GOTO 1750

176 cr=VAL(a%)

177@ SOUND 2,600,500 ,15:50UND 2,400,50,15
:SOIUND 2,200,50,15

178@ CLS #Z

1790 IF cr=s THEN GOTO 2000

Z00@ PRINT $#2Z,"You’re pathetic, ‘*Inspect

or' Watkins « No ! I will demote you to
P.C. Watkins! "
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2010 PRINT #Z:iPRINT #Z

=20 PRINT #2,"It was suspect number "is
UL

ZO5@ GOTQ IS0

Ze00 PRINT #2," Congratulations, Inspect
or Watkins !

Zo1® PRINT #Z:PRINT #Z,"You correctly de
duced the true crimival from the clues g
iver."

oS0 LOCATE &,25:PRINT "Press any ey to
Repeat Game"

300 CALL &BBOS

TO70 a$=INKEY$:IF a$="" THEN GOTO Z070
3050 SOUND 2,100,30,15

Iove GOTO 12009

19920 REM srrririrrrrscyeent
~pe00 INK ©,0:INE 1,20:INkE Z,6: INK 3
20010 BGPDEE M-PAPEF ®:PEN 1:MODE 1
20020 WINDIW #1,10,d4@,3,1%

ZOOIO WINDOW #L,i dm,l;,_d

~pod®» PAPER #1,0:PEN #1,1:CLS #1

20050 PAPER #4,M'PEN #h, :CLS #HE

ZOo&6® PEN Zino=1

2070 FOR n=12 T IZ& STEP &

@30 LOCATE n,1:PRINT no

om0 no=no+l

Z010@ NEXT n

2@110 RESTORE z0low

Z@12ze FOR n=3 TO 1=

@130 LOCATE 1,n

20140 READ a$:PRINT a%

2150 NEXT n

2016» DATA ©-SEX,1-RBUILD, 2—=HEIGHT , Z2—-HAIR
,d—11COL ,S-ATTIRE 6~ ~GHOES, 7-EYES, 8-NOSE,
7-SPECIAL

2179 PRINT #z,"Choose your gquestion (@—
2> 3 Y

2500 RETURN

20RO REM »rrrisxirixirrset MM EEEC S EEEE AN
21000 RANDOMIZE TIME

21010 s=INT(RND(1)*d)+1

21QZ® FOR n=1 T d

21022 win)»=e0

21924 check=0

21025 a=INT(RND(1)*1l@)+1

SRR RS




21030
2132
21034
21038
21037
21040
21050
21069
21070
21030
21030
Z11909
21105
150

21119
250

211ze
21156
21160
21176
21130
21190
21200
Z21z210
21220
21230
21240
21250
21260
21270
21280
212730
21300
21310
21320
21330
21340
21500
21510
215z
21530
Z215de
21556
21560

21570
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FOR g=1 TO 4

IF w(gd=a THEN check=1
NEXT g

IF check=1 THEN GOTO Z1oZd
wir)=a

NEXT n

FOR n=1 TO 1@

FOR g=1 TO 4
a=INT(REND(1)*d)+1

sb (g, n)=1%(n,al

NEXT g

NEXT n

=W (1) IGOSUR 21150 in=w(2) tGOSUR 21

=W (I GOSUER 21150:in=w(d) 1GOSUR =1

RETURN

FANDOMIZE TIME:a=INT(RND(1)>*d)+1
sE(s,n)=1%(n,al

t=g+Z:IF trd THEN t=t-d
sH(tynd=lsCn,a)

IF a<*1 THEN h=a-1 ELSE h=d
t=t-2:IF t<1 THEN t=t+d
sE(t,nI=16(n,b

t=t—2:IF t<1 THEN t=t+d
sH(t,m)=1%(r, b

FRETURN

FRANDCOMIZE TIME:a=INT(RND(1)*d)+1
sH(s,m)=1%(n,ya)

IF s<x1 THEN t=s—-1 ELSE t=d
s(tynd=1ls(n,al

IF a<xd THEN h=a+l1 ELSE h=1
t=t—1:IF t=@ THEN t=d
sH(t,n)=1(riyb)

t=t—1:IF t=0 THEN t=d
sE(t,n)=1%(n,h)

RETUREN

DATA MAN,ROY ,WOMAN,GIRL

DATA FAT,THIN,SLIM,STLRBY

DATA TALL,LARGE,SHORT,STOOPED
DATA NIRMAL ,SHORT,CURLY ,LONG
DATA ERROWN,EBLACK ,BLONDE ,GINGEFR
DATA JEANS,SUIT,JACKET,CLOAK
DATA PUMPS,BOOTS,SANDLES,WELLIES
DATA BLUE,BROWN,GREEN,HAZEL
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21550 DATA SMALL,LARGE ,BROEEN,CROCKED
21590 DATA TATOD,FRECKLE ,DAGGER ;GUN {
21600 RETURN S

21980 FEM rrrrxirrrrinitializedddfdii00y
22000 DIM s$(d,10)

22010 DIM w(d) L
22020 DIM 1%(19,4)

ZEOS0 FRANDOMIZE TIME

22060 RESTORE 21500

220760 FOR n=1 TO 10

22000 FIOR m=1 TO o

22090 READ 1$(ni,m)

22100 NEXT m

22119 NEXT n

2150 RETLREN

80 REM »Frrrrrrrrguestion:
O a$s=INKEY$:as=IPPER$(a%$)
10 IF a$<"o" OrR a$x»"3" THEN GOTO 2300

R I e e ]
N

22020 gw=\VALCat)

ZIOZ0 gqw=gwtl

ZEIOIS SOUND 2,600-qu Do, 20, 15
27040 FOR pe=1 TO d

TS0 LOCATE #1,pe*S-7,gw
23060 PRINT #1,s%(pe,qw);
23070 NEXT pe

23200 RETURN




4
Star Trek

The Program that Goes Boldly On

There have been versions of Srar Trek written for just about every
computer ever made. This says a lot for its attraction as a game and
makes this rhe classic game.

Now you can turn your Amstrad into a Federation Star Ship
complete with scanners and phasers. Your mission is to clear the
quadrant of the evil Klingons, without using up all your energy or
being vaporised.

This version incorporates a zooming star field and ‘real time’
action during encounters with the enemy or when docking with star
bases.

There follows an extract from the 32,544 page mega-manual
entitled: ‘“How to be Captain of a Star Ship in 4000 easy lessons’:

. Keep calm. Remember the most you can lose is: your own life,
20 billion Galactic Dollars worth of hardware and the lives of
everyone in the known universe,

2. Waich where you are going! Use the ship's eyes to reveal the
nature of the universe. Pressing ‘L’ for Long Range Scan (LRS) will
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display the position of your ship and the whereabouts of the enemy.
Klingons are represented on the LRS by a circle with an arrow. This
is the ancient symbol of Mars, the war bringer.

Star bases are represented by a circle above a cross. This is the
ancient symbol for Venus, the bringer of love.

Those sectors which are occupied by hoth enemy and star bases
have a square symbol in them. The square is an ancient symbol for a
square.

3. See what vou can do”? Pressing ‘S’ will activate the short range
scanners. This indicates the total number of enemy and star bases in
the present sector.

4. Keep an eve on your energy. Docking with a star base will give
you more. To dock press ‘D’ on your control panel. If there is a star
base in that sector the docking sequence then requires you to steer
your ship using left and right controls until the star base rests in the
centre of your screen. Once docked you will receive 20 extra units to
the overall ship’s energy bank and a special 20 unit boost to your
phasers and shields. Maximum capacity is 95 units. Failure to dock
could result in the loss of the base. So be careful out there!

5. Zap em’, Cap'n! A Star Fleet Captain has to do what he has to
do, and that means eliminating the evil menacing Klingons.

If there are Klingons around, hitting the ‘B’ key sounds Battle
Stations and you can start zapping. First get your enemy in the centre
of the screen using the cursor pad or joystick. When you are ready,
stab the copy key or fire button, sending phaser bolts out to destroy
the target.

If you are not successful quickly you will lose the clement of
surprise and they will start to shoot back, thus draining vour shield
power. Do not give in, keep zapping until the last one is cleared from
the sector. Then move on to win more battles.

6. Warp carefully. Movement to any sector is achieved by pressing
‘W’ followed by a number between | and 5. This is equal to the warp
factor or distance vou wish to travel.

Next the warp direction is required. This is a number between |
and 8. Each number corresponds to a point on a compass. starting
with one at the top and counting clockwise. Note: clocks have been
retained in stardate 2806 to help Captains steer their Star Ships.

7. The semi-final frontier. On commencement of mission you can
select the level. The easy level has only 10 enemies to seek and destroy.
The average level has 20 and the hard level has 30.

As each level is completed. news of your success reaches Central
Klingon Control and a replacement force. increased by 10 each time,
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is sent out to do further battle. The ultimate challenge consists of 200
adversaries to wipe out. Are you ready Captain? Then Ilet
programming commence ...

1 REM <<<<<<<< star trek IS881 rikrkiiir
2 REM

S0O0 SYMBUOL 2&@,7,98,2&2,25&,2&2,98,7,@
&0 DIM s(15,2)

&1 MEMORY 39995

20 addr=399%3:GISUE 23500

50 PRINT CHR&(ZZ) jCHRE$C1);

1000 GOSLR 21000

1@1o GUSUR ZZOoo

1020 GOSUR 20000

1070 GOTO 46000

2000 a$=INEEY$:as=lIPPER$(as$)

1@ IF as="L" THEN GOSUR 23000

2020 IF a$="8" THEN GUSUR 24000

OO IF a$="W" THEN GOSUR 25000

Z0d4® IF a$="D" THEN GUSLIE Z&000

2050 IF a$="R" THEN GUSUR 27000

OO FOR w=1 TO IOINEXT n

030 GUSUR 11000

oo IF as="" THEN GOTO 2000

T@19 IF dead=1 OF ener<l THEN GUTO 7000
4@@@ LOCATE 7,21:PRINT ener

do1® LOCATE 7,27:PRINT shie

dOz@ LOCATE 7,25:PRINT phas

4OZ@ LOCATE 17,21:PRINT sec

d@de LOCATE 17 ,2T3:iPRINT enem

4050 LOCATE 17,2S:PRINT s{(sec,<)

4060 IF evnem=alien THEN GUTD 10000
SO0 GOTO 200

EIEO FEM »rrrreierrrr dead ({44000 004004
7000 PAPER 1:PEN I:CLS

7@1@ PRINT " Ead Luck !'"

7915 PRINT

7ozo PRINT " THE"

7025 PRINT
703G PRINT "Starship Enterprise”
7035 PRINT
704% PRINT " has heen destroyed”
7043 PRINT
7050 PRINT "hy the Klingons,but"
7955 PRINT
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7069 PRINT " Admiral Sugar has”
7OES PRINT

797 PRINT "decided to give you"
7075 PRINT

7020 PRINT " just 1 more chance"
703% PRINT

7090 PRINT "if you want to get "
7035 PRINT

7109 PRINT " your vengearce !
7110 LOCATE Z,25:PRINT "Any kKey To Play"
7120 at=INKEY$

713 IF a%$="" THEN GOTO 7120

71d@ GOTO 16090

FARO REM >rrrprririirli " SRS S S S SRR
10000 PAPER 1:PEN
1o91@ PRINT " Well Done,"

10020 PRINT:PRINT " Captain Kirk."
100379 PRINT:PRINT " Now you must fight"
100d@ PRINT:PRINT " a fiercer group of"
10050 PRINT:PRINT " KLINGONS. . . « "
loved alien=alien+ld

1007@ LOCATE 3I,25:PRINT "Any Key To Play
1000 a$=INKEY$

12030 IF a$="" THEN GOTO 10020

1oioo GOaTO 190160

103280 REM >rixbriiriir stavs 000K
1100@ INK clv,2

11910 cly=clr+1:IF cly=13 THEN clr=5
119020 INK clr,26

11039 RETURN

13980 REM Fiieliiiiy screern <0000
20000 MODE @:SPEED INE 10,10

20020 INK 0,03 INK 1,2Z:INE Z,3:0INK 3,24
20030 INK 4,3:INK 1d,2,2d:INK 15,24,6&
20035 WINDOW #1,1,20,1,2

2004® WINDOW #2,2,13,3,13

20050 WINDOW #3,15,19,5,11

20060 WINDOW #d4,15,1%,1%,1%

20079 BORDER @:PAPER @©:PEN d4:CLS

20050 PAPER #1,d4:PEN #1,1:CLS #1

20050 PAPER #2,1:PEN #1,3:CLS #Z

20109 PAPER #3,2:PEN #3,3:CLS #3

20119 PAPER #d4,2:PEN #4,3:CLS #d

201260 LOCATE 1A6,d4:PRINT "LRS"




20130
20140
20150
20160
20170
20180
20190
20200
20210
20290
20300
20310
Z2OTZ0
20330
20340
ZGRTO
20360
2O370

20350
20390
20410
20420
20430
20446

20450
20460
20470

20339
Z2O500
20510
ZOIE0
21900

21030
21049
21050
21060
21780
22000
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LOCATE 16,12:PRINT "SRGY

PEN

3

LOGCATE 1,21=PRINT "ENERGY "
TE 1,23:PRINT "SHIELD:"
TE 1,25:PRINT "PHASOR:"
TE 11,21 :PRINT "SECTOR:"
TE 11,23:PRINT "ENEMY: "
TE 11,25:PRINT "*-BASE:"

LIJCA
LOCA
LIJCA
LOCA
LIJCA
PEN

d

PRINT CHE$(2Z3)3CHR$C@)

col=
FOR

PLOT
PLOT
PLOT
PLOT
PLOT
PLOT
PLOT
PLOT
INK

PLQOT
PLIOT
col=

n=1 TO 12

Z206+n* 16,250, col
238-n*1b,230,col
Lé&’&hm+“*1L,L01
222,2d0-n*12,col

ZOE+TI* LG, 22O+ *1 2, col
Z2O6+TR LA, 2dO0-n%l1Z,col
2IB-m¥le,220+n*12,col
238-n*lée,2d0-n*1Z, col

13,2

40,110 ,13: DREAW 200,220
400,110, 13:DRAW 250,220
col+1:IF col=13 THEN col=E

NEXT n

PEN #Z,3
LOCATE #2,%,17:PRINT #2,CHR$(1d47);

CHR$(192) CHRE$(1D2) ;CHR$ (1353 ;

cly=5

P

PRINT CHRE$(ZI);CHR$C1)

REM

PRIN

RETURN

BuEreirr difficulty <4000
PAPER @:PEN 1:MODE 1

T "Hard/Easy/Avera

ge

a$=INKEY®: a$=UPPER®E(a%$)

IF a
IF a
IF a

REM
RANDOMIZE TIME

$="H" THEN alien

=2@sRETURN

$="E" THEN alien=1@:RETURN

#="A" THEN alien=1
GOTO 21020

SRETUREN

FrrEFEyEr oinitialize 040K

22010 FOR n=1 TO 1Sis(n,1)=0:s(n,Z)=0:INE

XT n

22020 FOR n=1 TO alien
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22030 sec=INT(RND(1)*1Z5)+1

22040 IF s{sec,1)>3 THEN GUTO 2030
22050 s(sec,l)=s(sec,1l)+1

22060 NEXT n

22070 FOR w=1 TO I

22020 po=INT(RND{1)%1%)+1

22090 IF s(po,<»=1 THEN GOTI ZIZ@zd
22100 s(po,z)=1

2211@ NEXT n

22120 phas=2S:ener=:zSihad=0:ishie=2a
221370 sec=INT(RND(1)*15)>+1

22140 enem=0

22209 RETUEN
£ REM >rrrrrirr: long scan 00000000
SOUND 2,200 ,25,15ipo=1

FOR n=1 TO =
FOR m=1 T 3
LOCATE #3,m,n¥Z:PEN #I3,5

IF po=sec THEN PEN #I,15:PRINT #3,
CHRE$ (240> :GOTO 22070

23045 IF s(po,1)=® AND s(po,2Z)=1 THEN PE
N #3,d:PRINT #3,CHR$(ZI2):GOTO 23070
S3I0S50 IF s(po,1)x0 THEN PRINT #3,CHRE®$(ZI
41670 23070 .
ZT055 PEN #3,14

27060 IF s(po,2)=1 THEN PRINT #I,CHRE®(ZI
)

23070 po=po+l

23080 NEXT m

23930 NEXT n

23100 FOR n=1 T 7300:NEXT n

Z231de CLS #3

23150 SOUND 2,200,25,13

23190 ener=ener-6&

23200 RETURN

2IFQO REM »rrrriiix short scan «dI00040d
240 SOUND 2,150,25,15

24005 PEN #d4,135

24010 LOCATE #d4,2,3:PRINT #4,CHR$(ZId)5s
(sec,l?

2d@®1S PEN #d,1d4d

24020 LOCATE #d,2,5:PRINT #d4,CHR$(ZIS)5s
(sec,2)

2d@3I0 FOR w=1 TO 7S0OO:NEXT n

24040 CLS #d
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24050
240370
Z2d 100
23780
22000
25010
25020
25030
S0 ,50
25049
2SO50
20060
25670
Z2E020
50,50
25070
25100
251106
2912
25130
25150
259160
25170
25180
25130
25250
2RO
25270
25290
23300
25500
25520
ZEEQO
25610
ALERT
25620
25650
25660
22670
256820
25670
25700
259520
26000
26010
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SQUND 2,150,2%,15

ener=ener—>3

RETURN

FEM >rrrsekiEdel warp &0l a0
CLS #1:PEN #1,3

PRINT #1,"WARP FACTOR (1-3> &
a$=INEEY$:IF a$="" THEN GUOTO Z5020
IF a$<"1" OF a$>"S" THEN SOUND 2,3
,15:GOTO 250l

dis=VAL{(a%$)

CLS #1

PRINT #1,"WARP DIRECTICON 7"
a$=INKEEY$:IF as="" THEN GOTO 25070
IF a$<"1" 0OF as:x"&" THEN SOUND 2,3
’ 1S:GOTID 25060

dir=VAL(a%)

RESTORE 25500

FOR n=1 T div

FEEAD uy

NEXT

FOR n=1 TO dis

sec=sectry

IF sec<1 THEN sec=sec+13

1F sec>15 THEN sec=sec—13

SOUND 2,75%n,25,135

NEXT n

IF s(sec,1)>® THEN GUSUR 2500
CLS #1

ever=ener—INT(dis*1.5)

FRETLEN

DATA ,~d,1,6,5,4,“1,~6

REM rossrsrrrri alevt R AL
PEN #1,15

at="FED ALERT ' .RED ALEET ! ~RED

w=INT(RND(1)*Z00)+100:dis=1

FOR n=1 TO 25
a$=RIGHT$(a$,39)+LEFTH(a%,1)
LOCATE #1,1,1:PRINT #1,a%

SQIND 2, 100-n¥*2,1,15

NEXT n

FETUREN

FEM >5¥errrrirr docking <4004
CLS #1:PEN #1,3

IF s(sec,2)>=¢ THEN PRINT #1,"No St
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arkbase . .":SOUND 2,300,25,15:RETLREN

26020 x=INT(RND{(1)*200)+7S:dig=1
26030 y=I50:TAG

26040 PLOT ©,0,1

26050 MOVE x,y:iPREINT CHR$(ZIZ);
ZEOED GUSLE ZE@o@

LEQ70 MOVE %,y iPRINT CHR$(ZZ%5);
26030 IF vri=1 THEN dis=dis-—1

26036 IF le=1 THEN dis=dis+1

26100 y=y—~1lix=n+dis

26102 IF %<3® THEN x=30:dis=d1s+1
261604 IF »>380 THEN w=Z8@idis=dis—-1
26110 IF y=20@ THEN GITO Z&15@
26120 GOTO Z&©IO

26150 TAGOFF:PEN 4

ZE1E6Q IF <160 OFR w»270 THEN PRINT
ISSED ! '":SOUND 1,400,225, 15:RETURN
26170 IF x»190 AND »42d@ THEN GOTO
26180 PRINT #1,"STARBASE DESTRIOYED":
D 1,500,30,15%,0,0,31

ZHIES FOR n=% TO 12:8INE v, ZINEXT
26190 FOR n=5 TO 12:IMK n,&6:NEXT n
26175 s(sec,2)=0:RETLREN

ZEZOH PRINT #1,"DOCKING . . . "

26210 ener=enev+IZ0:IF ener 35 THEN
_’
LF 15 phas=phas+20:IF phas>3% THEN
95
ZE220 shie=shie+20:IF shie>»3% THEN
q

Z623IQ SOUND 1,300,725, 1S:SOUND 1,200
S:SOUND 1,100,25,15

26240 FOR n=1 TO 2000 :NEXT n:iCLS #1
26250 RETURN

ZEITQ REM BEun il
27000 FOR n=200 T0O
,1SINEXT 1

27010 dead=0

27070 PEN #1,3
27040 IF s(sec,1)>=0 THEN TAGOFF:CLS
RINT #1,"  SECTOR CLEAR.":RETURN
27050 x=INT(RND(1)*200)+75

27060 y=INT(RND(1)*100)+100

27070 TAG:PLOT @,0,1

27100 TAGIMOVE x,y:PRINT CHRS$(ZIS);

cr hattle w44
S@ STEP-13:S0UND

#1,"M

ZEZOG
2 SN

evier=
phas=
shie=
s 2,1

1,]1,1

#1:P
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27110 GOSLR 2ZZ0ooo
27120 IF fi=1 AND phas>® THEN GOTO 275300
27130 MOVE #,y:PRINT CHRE®(ZI5);
27132 TAGOFF
27135 IF kil=1 THEN s(sec,l)=s(sec,1)—1:
bil=0:G0T0 27010
2714® IF le=1 AND x«<350 THEN xd=xd+l
27150 IF vi=1 AND »»d% THEN xd=xd-1
2716 IF do=1 AND vy«<3%50 THEN yd=yd+1
27170 IF up=1 AND y>r11@ THEN yd=yd-1
27180 IF ex=1 THEN EETLIKN

27200 y=x+ud:iIF #<50 THEN x=50:xd=—xd
27219 IF x>3560 THEN ®=IEQ I d=—ud

27220 y=y+yd:iIF y:>I60 THEN y=360

27230 IF y’ 120 THEN Y= 120: yd—"'yd

27235 RANDIOMIZE TIME

7243 IF END(1)Y<@.95 THEN GQTO z27270
27250 INK 1,3:80UND 1,400,20,15,0,0,31
27260 shie=shie—-1:1IF shie=-1 THEN dead=1
tRETUREN
27265 FOR nw=1 TO JO:NEXT wiINK 1,2
27270 LOCATE 7,23:PRINT shiej
27zz0 LOCATE 7,~J-PEINT phas;

27239 LIOCATE 17,23:PREINT enem;
27450 GOTO 27100

274390 REM % * % fire * % *
27500 INK 13,6
27510 FOR »=100 TO S0 STEP—-1:SOLUND Z,n,1

y LSENEXT n
L7 2@ INE 13,2
27530 phas=phas-1
2759460 IF y<z2d® AND yr200 AND x<{Zd® AND x
20O THEN enem=eviem+1ikil=1:80UND 2,300,
SO,15,0,0,15
27600 GOTO 27130
Z7980 FEM =Hxrrrrrrir key/stav <40 {00004
RO GIOSUR 29000
ZEoilo GOSUR 11000

22050 RETUREN

Now 'MERGE® the *INKEYS® routine. . -
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Rainbow Breakout

i

An Arcade Classic

This second program classic has great attraction for players of all
ages. It is one of the shorter programs in the book and so may be a
good first attempt for those new to programming.

At the start you are asked to select a large or small bat, then the
game begins. The object of the game is to eliminate all the blocks by
hitting them with the ball. Your bat is moved left or right using the
cursor pad or joystick. It must be moved in advance to anticipate the
path of the ball as it bounces back from the blocks.

If you lose a ball then there are three supplied before the game
restarts. The score is shown and can reach very high levels in the
hands of a skilful player.

This game can be merged with the ‘High Score’ routine to provide a
competitive game for more than one player or for a solo player to
trace his hopefully improving play.
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1 REM «<£<<«<<<< raivbow ISSL »erilirirzr
2 REM

d®® RANDOMIZE TIME

S0 SYMBOL 2d@,255,19%,165,153,153,165,1

lqﬁ T
~t [ PP U

S1@ SYMEOL 241,255,255, 255,224, 224,224, 2
24,64

520 SYMBOL 2d42,255,255,255,0,0,0,0,0
ST0 SYMBOL 243,255, 255,255,7,7,7 4,7 42

550 MEMORY 34975

S60 addr=34997:GA5UR 29500

570 loca=350z7:GO8UER Z0500

19006 sc=@i1i=5

191 MODE 1

1920 INPUT "Small/Large +",a$

1070 sd=""21im=17%

1939 IF as="1" OF a$="L" THEN s$=CHRE$(Z
dZ2)+CHR$(2d2):1im=17

o= GOSUR 20000

1960 count=0

1ioo »x=1

1119 GOSUER 21100

1200 K=24

1219 RANDIMIZE TIME

12260 IF RND(1)>»0.5% THEN c¢=1 ELSE c=0
1230 c=c+{(INT(END(L1)*1@>+5)

1250 hd=-1liad=—-1

15@a0 GOSLIB 21000

1520 GOSUR 22000

155¢ IF countx15G THEN GOTO 1050

2000 GOTO 1500
19920 REM »>>ii
2000k RESTORE ,_'mm'ﬁm

ZOW10 FOR n=0 TO 15

20020 READ w

20030 INE n,w

20040 NEXT n

20059 DATA @,24 12,26 ,&m,d oy 1S
20060 DATA 24,12,2,5,8,6,15,2
2007@ PAPER @: BUFDEF ”'MEDE @
20075 RESTORE Zoziw

2002¢ FOR n=1 TO Z0

200390 READ col

20100 FOR m=1 TO 1@

20119 LOCATE n,m

oL Pl

screen <000
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20120 PEN col

ZO130 PRINT CHRE$(Z40)j

20140 col=col+l

20159 NEXT m

20160 NEXT n

Z20Z00 RETUREN

20219 DATA 3,4,&,5,5,5,5,6,6,6,&,6,6,4,5
s e T, ,d,3

TOIBG REM FrrrrrririE movement Ll 00
21000 GOSIIE 27000

21®1@ IF le=1 AND x3:1 THEN GUSUR Z1400:x
=x—-2:GISUB 21100

1@z IF ri=1 AND x«<lim THEN GUOSUE Z1400
tu=x+2iGOSUR 21100

21030 RETURN

21090 REM * % % draw * * *

2110@®@ PEN 1

21110 LOCATE % ,25:iPRINT CHRES(Zd1) 3 5%3CHE
H(2A43);

21120 RETURN

1390 REM * * ¥ b ¥ % %

21400 LOCATE »,2S5:PRINT "y

=147 IF s$<»"" THEN PRINT " i

21450 RETURN

Sl es® REM >rrrerrri draw ball <0000y
21703 PEN 2

21716 LOCATE c,h:iPRINT CHRE$(Z0OLZ);

21720 REETUEN

21790 REM Frrrsrresr orub ball Oododddd
21200 LOCATE c e iPRINT " "j

#1210 RETURN

219860 REM »r3rrxx»» move hball K
22000 GOSUR Z1sooial=cibl=h

22010 al=al+adibli=hi+hd

ooz IF al=® THEN al=1:ad=1:S0LND 2,50,
1,15

22030 IF al=21 THEN al=20:ad=-1:S0UND =,
SO,1,15

22040 IF hi1=0@ THEN ki1=1

22050 IF b1=25 THEN GOTO 223500

22069 LOCATE al,bl:GUOSUE Z0000

22070 IF ch=2d4® THEN PRINT " ";:SOUND Z,
1@@,2,15=sc=sc+1®=bd=~bd=count=c0unt+1

22075 IF ki=1 THEN hd=1:S0UND 2,50,1,1%
22030 c=c+adib=h+hbd
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22099 GOSUR 21700

22100 RETUEN

22500 LOCATE c,25:GOSUE 30000
22510 IF ch=32 THEN GITO 26000
22520 hd=-1

L2520 IF END(1):>0.5 THEN c=c+1
22540 SOUND =2,75,1,15

22550 RETUREN

25920 REM prraririEir odead <O 0000
26000 GOSUE Z1d400:1li=1i-1

26010 SOUND 2,300,75,1%5

260z IF 1ix@ THEN GOTO tileo
26100 MOIDE @

26116 PEN 1

26120 PRINT " CONGRATULATIONS ! M
26130 PRINT

261460 PRINT "You scored & v

261590 PRINT

26160 PRINT sci" ypoints M

L6509 LOCATE 1,2d4:PRINT "Another game
CY/N> ™"

26510 a$=INKEY$:as=UPPER$(a%$)
26529 IF as="Y" THEN GOTO 100
L5360 GOTO Z2eSle

T

b

Now °*MERGE' the YINKEYS' and the

YCHAR CHECK!Y' yroutivnes. « .



6
Maze Maniac

A Game with Perspective

This third classic is a 3D maze game in which you have a perspective
view of the paths open to you.

The object of the game is to find your way around the maze
quickly. If youdoitfast enough then you will catch the maniac. If you
are too slow then ke will catch you!

On screen are shown the passages that are open to you. The arrow
at the bottom indicates the true direction that you are facingand how
far you have travelled towards the exit at bottom right.

The left or right cursor changes the direction you are facing. The up
cursor takes one step into the picture each time it is pressed. The
down cursor takes you back one step and leaves you facing the same
direction. The joystick can also be used to move.

Once you are successful in reaching the end of the maze then the
target time is reduced and the best time must be beaten.

This game uses a sophisticated technique, based upon the
Amstrad’s colour pointers, to achieve the very fast changes to the
picture. The technique is worthy of your close examination since you
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can use it to produce high speed movement in your own programs.
If the program is merged with the ‘High Score’ routine then many

players may

1 REM
2 FEM
o g
OO kK
1003
1920
1050
1966
1065
107a
1026
1096
iioe
1159
1160
1170
110
1200
FIEO
10000
ioo1ie
£ ,60
10020
loa30
1oode

e
‘.)_',.x_

1 OO0

race against each other’s best time.
<<{< maze maniac <k ISSI/JIM

YMEROL AFTER 22

igh=9%

GOSLIE 24000

GOSIIE 22000
po=liview=d:itarg=high-
LOCATE 2,22:PRINT “"MAZE"
LOCATE 2,24 :PRINT "MANIACY
GUSIUIR 20000 :GOSUR ZZ2000
GOSUER 27000 :GASUR ZI000
start=TIME

GOSUR Z2ooo

GUSILIB 27000

GOSLIR 23000

IF won=1 THEN GOTO 33000

wonr=g

GOTO 1100

REM *r> monster 4 A
SYMBOL 2,0,0, 16,4&,_~,_J,Jt,11~
SYMROL 129 ,66,126,90,126,106,3
SYMROL ’"@ O,0,2,52,124,56,23,14
SYMBOL 231,112,121,127,63,31,7,1,1
SYMEOL 222,60 ,255,255, 255,231,215,
213

SYMBOL 233,1d,158,254, 252,248,224,

i

122,128

10@&@
10076
,6@,@
100=0
y124,
160090
7

SYMBOL 23d,1,3,15,15,31,63,62,62
SYMBOL 235,171,213, 235 -

D =
235,215,235, 285

A

TR

SYMEOL 236,128,192,2d40,240, 248, 252
124
SYMEOL 237,30,15,15,3,5%,127,127,5

10100 SYMBOL 238,0,0,0,0,129,195,195,129
19116 SYMBOL 239, 1Lw,gam,gaw,1+~,~hm,zsa
, 25d, 156

10120 PEN 15:INK 15,13

10130

LOCATE S,10:PRINT CHR$(222) ;CHRE$(Z

29>;CHR$<23®>
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191d® LOCATE &,11:PRINT CHR®(ZI1);CHRS$(Z
329 ;CHR$ ¢ 233)
19150 LOCATE &,12:PRINT CHRE$(Z3d) ;CHR$(

35) ;CHR$ ¢ 236)
10160 LOCATE
33) j CHR$ ¢ 239)
1917@ PEN 1

10200 RETURN
19920 FEM »iiiy
20000 BORDER o:PAPER

&

L IZEPRINT CHR$(2T7) 5 CHR$ (2

-

initialise screen <s{<<<
@:tMIODE @

20040 INK ©,3:PEN 13

20050 PLOT @,7/A,13:DRAW £33 ,7&
20069 PLOT ©,72,13:DRAW &£39,72
20070 PLOT ©,2,13:DRAW )
Zoozeo PLOT @,4,13:DRAW 3

20100
20110
L0120

0130 GOSUR

2014
27E, 15
20150
a,27%,
20160
20170
20150
20190

ZozZoo LOCATE 1,Z22:PRINT

PLOT
PLOT
PLOT
PLOT

PLOT

PLOT
15

PLOT
PLOT
PLOT
PLOT

155, @ : DRAW

D30 00 s Rila e

133,
150,0:DRAW 1 ' 7
S12,0:DRAW S12,7
SZO,0:DRAW S20,7

210
®,00,0:DREAW 240 ,200:DRAW Zdo,

639,830 ,0: DRAW I95%,200:DRAW ¥

160,160, 1d :DRAW 160,31E
475,160,141 DRAW 478,318
€0,120, 131 DRAN S0 ,358

SE5,120, 13 :DRAW 558,353

"Goal"

PRl

20219 LOCATE 1,24:PRINT taryg

ZOZ1S5 PRINT CHE$(ZZ)3CHRES(1);
2220 LOCATE 13, PRINT "Hi"
20230 LOCATE 17,2d:PRINT high
20240 PRINT CHR$(ZZ2) ;CHR$(®)

alan

21010 PLQT @,n,
21020 PLOT ©,280+n,13:DRAW

21000 FDOR w=350 T

draw walls <44
1153 STEP 2
TIDRAW &3&,n

o

£.00

, 2EO+N

21030 NEXT n

210d0
21050
21060
21070
Zloze

FOR
PLOT
PLOT
NEXT
FOR

n=120

n=160

TO 135 STEP

i

0,11, 14 :DRAW S5&,1
80, ZO0+1, 14 i DRAW S53,200+n

1N

T 193 STER
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21090 PLOT 1&60,n,15:DRAW 47,0

21100 PLOT 160,120+n,15:DRAW 473, 120+n
Z111@ NEXT n

21120 FOR n=200 TO 272 STEP 2

21130 PLOT 240,w,@:DRAW 333,n

Z114@ NEXT n

21150 FOR n=0 TGO 73 STEP 4

211660 PLOT n,120,10:DRAW 0,358

21179 PLOT AZ9—n,120,7:DRAW &39-n,353
21130 NEXT n

21190 FOR w=20 TO 133 STEP 4
Z¥200 PLOT n,160,11:DRAW n,3
21210 PLOT &39-n,160,2:DRAW
21229 NEXT n

21230 FOR n=160 TO 232 STEP 4
21249 PLOT n,200,12:DRAW n,278
21230 PLOT 639-1, 200 ,7:DREAW &
21260 NEXT n

1270 FOR n=3&6G TO 322 STEP 2
Zizee PLOT C,?tﬂ 1:DREAW @,nm
21299 PLOT 11;, tDREAW ©,n—280
21370 PLOT Z66,d4:DRAW &£323,n
21310 PLOT 115,4 DREAW A&32,n—230
21320 NEXT
21330 FOR n=3zZe T =
21340 PLAT 1S2,320,2

s ,_.

D IR BN
AR XY]
S

o
by
- -

21359 PLOT 152,15%2,2
ngbw PLOT a2o,320,
2173760 PLOT 430,152,535
213260 NEXT n
21330 FOR n=2

21400 PLOT 238,280 ,3:iDRAW 160,n

21410 PLOT 233,193,3:DRAW 160 ,n—120
21420 PLOT 400,280,6:1DRAW 472,70

21430 PLOT 406 ,193,6:DRAW 473,n—120
21dd® NEXT n

21459 RETUREN

21380 REM }}}}}}}} colour data <4<
22000 DIM 1(14,%

22010 RESTORE LZ@@@

22020 FOR n=1 7O 14

220T0 FOR m=1 TO 9

220d4® READ a::l(n,m)=a

22050 NEXT m

22060 NEXT n

-
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22070 RETURN
22030 DATA €&, ,6,6,6,6,6,20,11,2
22090 DATA &,6,2,6,6,5,20,11,
22100 DATA &,11,6
22110 DATA 6&,11,2,6
22120 DATA 20,66 ,3,6,6,20,11,2
221730 DATA 2@,6,:,;,b,u “O,ll,n
22140 DATA 20,11 ,6,6,3,6,20,11,2
22150 DATA 2@,11,&,-,@,@,&@,11,L
22160 DATA &,6,3,6,6,3,20,11,3
22170 DATA 6,11,3,H,3,g,4m,11,?
22123® DATA -
22190 DATA
22200 DATA
22210 DATA
22980 REM ;
23009 FOR n=1 TH 3
23013 INK n,l1{vlgyn
Z302d NEXT n
23T FOR n=d4 TO 9
2040 INE n+é&, 1 vi,n
ZZO50 NEXT n
2TOEO FOR n=1 TO &
23070 INE n+3Z,1(vy,n)
23020 NEXT n
23110 RETUREN
23950 REEM )
2400 DIM m( ‘55 )
d@1e GOSUR 25000
24020 addr=2d4937:1GOSUR 22500
242560 RETURN
SAYEG REM HrrErkirrl omaze data {0000
25000 RESTIORE 25000
ﬂqo1m FOR w=1 TO &5

SOI0 READ aim(n)=
;‘.’5‘0»-({) NEXT n
25030 RETLUREN
25100 DATA 4,6

3

TL,b,20,11,2
s S, E, 0, 11,2

{».

b

......................

o
-

sl’t'17151"15é"55 L}
75110 DATA 10,13,2,%,12,19,11,%,1d,11,
25120 DATA LA T T Y N -
25170 DATA 12,6,13,2,5,6,15,9,6,7,1Z
_q14m DATA 10,7,10,3,%,8,10,3,9,2,9
2EIRG REM FrEIrErErr on/s/e/w SIS

26000 w=m{po)
26010 no=0iso=0iea=Qiwe=0




e e

SEO3T0
2EO40

27040
27050
27055

HEN GOTH 27160

270DE0
27070
27075
27030
27090
27100
27110
27120
27139
27140
27150
27160
27170
27130
274320
27500
27310
27320
275350
27540
27930

1%}
2049
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ro=1:ix=x—-&
s0=1:%x
ea=1:x
we=1ix=x—1

IF
IF
IF
IF

REM check view <04
GOSUR
vi=livr=1lta=lisa=po
FOR og=2 TO @ STER -1
ok=g*disp:IF sa+ok<l OR sa+ok:T5 T

po=sa+tok

GOSUE Z&000

d=@ 1 1=0:y=0

IF view=1 THEN d=we:il=soir=no
IF view=Z2 THEN d=noil=weir=ea
IF view=3 THEN d=eai:l=no:r=so
IF view=d THEN d=soil=eair=we
IF d=0 THEN GUOSLIE 27500

IF 1=1 THEN vl=vl+a

IF v=1 THEN wvr=vir+a

a=a¥ys

NEXT g

po=sa

RETLEN

FEM
vi=13i1a=1

IF g=2 THEN vl=1
IF g=1 THEN v1=3
vir=vl
FRETURN
FEM »xrxes:33 move position <4404
GOSUR 23060

IF le=1 THEN view=view—1:GQSUR ZZ@

IF ri=1 THEN view=view+1:GOSLR 320

IF do=1 THEN view=view—1:GOSUR 320

POiview=view—1:GISIE 3ZZ2000:GOSUR 235300

23050
2E0L

SO0

E11e
*B500

SRR,
]

]

IF up=1 THEN GOSLEB 28500
IF do=1 THEN view=view—1:GUSUR 320

Wiview=view-1:GOSUR 22000

IF po=54 THEN WON=1
FETURN
IF view=1 AND we=0 THEN GOTO 23300
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IF view=2Z AND ro=0 THEN GOTO ZEI00

ha
Y
un
P
b

ZESZ0 IF view=3 AND ea=@ THEN GOTO 28900
23530 IF view=d AND so=@ THEN GOTO Z5700

(%33

d¢ GOSUR ZI0Qoo

fal
S50 IF po+disp»SS OR po+disp<l THEN GO
ZEIOO

[

&0 po=p0+disp:GDSUB TEOOO

79 RETUEN

» BORDER 12

SOUND 2,700 ,25,1%

FOR z=1 TO 25

30 NEXT =

@ RBORDER @

FRETURN

FEM »irrriirrerr> movement {00000
: IF view=1 THEN disp=-1
Toold IF view=Z2 THEN disp=-11
0020 IF view=3 THEN disp=1
T003ZB IF view=d THEN disp=11

4@ RETUREN

ZOVEO REM Frrrrrrrrriroavvow OO0 0d00
31000 sym=2d1

31901¢ IF view=0 THEN view=d
T1oz0 IF view=5 THEN view=l1
T107@ IF view=1 THEN sym=Zzdl
31040 IF view=2 THEN sym=:d©
16560 IF view=3 THEN sym=ZdXi
31070 PRINT CHE$(sym);

31020 RETURN

T1I980 REM 5rerrrrirrrlk omap a0 0000
IZ00o FOR w=21 TO 25

I2010 LOCATE &4n

320260 PRINT SPC(11):PRINT

32030 NEXT n

32040 yp=INT(po/11)

IZOS0 wp=po—(llxyp)

32060 IF xp=0 THEN xzp=11:yp=yp-—1
Z2070 PRINT CHR$(Z2I)jCHE$(1);
32030 LOCATE yp+S,yp+2l

J2970 GOSUR 31060

32100 PRINT CHR$(Z23);CHR®(@);
IZ11e RETUREN

I I SO U ST e I Y O
Do 0dgr W O 0

<~
=
K

oy
Lo
—
>

)

[
S

PR
s




Maze Maniac 53

FEM 35nzriiririirrir put {40000 000
fin=TIME-start

JF2019 sc=INT(fin/300)

I3020 IF sci=high THEN high=sc

I3O30 won=0:iCLS

SZ0d4e PRINT:PRINT "Your Time Was 3"j3sc
IZ060 PRINT:IF sco<tavy THEN PRINT "You g
ot your Goal !'"

33079 GUSUR 10000

Z3d470 LOCATE Z,2d4:PRINT "Now Try Again
JII500 FOR z=1 TO J0o@:NEXT =z

ITS1e GOTO 1e5o

Now *MERGE'®' the YINKEYS® routivie. « .



7
Duo Draughts

Computer Moderated Micro Draughts

The idea is very simple - you must get rid of all your opponent’s
pieces, by jumping over them. To jump over a piece there has to be an
empty space on the other side.

At the start you can only move in one direction. that is up the
board if you are White or down if you are Black. To move a piece the
letter for its column and the number for the row is entered. Next the
destination square is given in the same way.

If it is not possible to jump over a piece then any one of your own
draughts is advanced by one square to another square of the same
colour. If a piece reaches the other side then it becomes a ‘king’ or
‘crowner’. This means that it can move up and down the board and so
is more powerful.

The fact that you have to take a piece when possible does notapply
according to some sets of rules. Some authorities require that should
an opponent’s piece not be taken when possible, then the offender
loses that piece. This is known as ‘huffing’.

In this micro version the program will not accept an instruction
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which simply moves a piece when there isa jump move available. The
indicator will continue to show the same colour player until the jump
sequence 1s complete.

A game can be saved to tape at any stage by pressing [shift] S. A
previously saved game is loaded at any time by [shift] L. During a
game or after loading, the step mode can be selected by pressing
[shift] 3. Pressing ‘Space’ will then step through from the beginning.
Pressing [ shift] 3 will end step mode and allow the game to be played
on from that position.

'RBOARD CORE?

...................

L9980 REM >3rrrisssdh screen o0
20910 PAPER ©:PEN 1:BORDER ©:MODE 1
20020 WINDOW #1,2,25,1,2d

20030 PAPER #1,3:PEN #1,2:CLS #1

ZOOZE PAPER #Z,2

20040 TAG #2

ZHO70 1$=STRING$(Z, 143}

20030 11$=STRINGH(D,32)

ZOOI0 nS=1%+115+1$+115+1E+116+1%+11%
20100 FOR n=1 TO 4

20110 FOR m=1 TO 3

20120 PRINT #1,n%;

20130 NEXT m

20140 FOR m=1 TO 3

20150 PRINT #1,RIGHT$(n$,Z1)+LEFT$(n%$,3)

3

20160 NEXT m

2017@ NEXT

ZOZOO FOR n=& TO 23 STEP 32
2021@ LOCATE 1,n

2220 1$=HEX$H((Z&-n) /3,15
20250 PRINT 1%;

20240 LOCATE n+l,Z5

20250 PRINT CHR$(&d+(n+1)/3);

20260 NEXT w

20270 WINDOW #3,27,37,2,1%

2020 PAPER #3,3:PEN #3,1:CLS #3

IIFTO OREM »rExrEErrEl o oinput SO0

24000 LOCATE #3,5,d4:IF play=1 THEN PRINT
#3,"WHITE" ELSE PRINT #3,"BLACK"

24010 LOCATE #3,10,&6:PRINT #3,"

24020 LOCATE #3,10,7:iPRINT #3," "

’
A
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24070 LIJCATE #3,10,6

Zdodo GOSUR 24500

24050 fé=n%

2d@&0 LOCATE #3,10,9

2407¢ GUOSUE 24500

24030 sH=n%

241900 RETUREN

THOIRO REM Frirrkrrrrr save OO0
1000 z$(count,1="FF"

T1H10 g$—“"'SuUND 2, 200,720,15:80UND 2,10
©,40,15

31020 FOR n=1 T
T10ZO FOR m=1 TO
1050 NEXT m
10 NEXT n
1S he=""ris=""
31070 FOR wn=1 TO 100

1050 h$e=hP+zHB(n, 1D

Z1025 ie=is+z$(n, <)

T1099 NEXT n

31100 h$=h$+STRE(count)

T112® PRINT #%,49%

Z1130 PRINT #7,h%

%1140 PRINT #7,1%

1150 CLOSEQUT

%1160 SOUND 2,200,220, 153 S0OUND 2,100,40,1

[SX B ¥Y]

3 qw RETURN

31926 REM : sr load Sadd0000dNs

*"wmm g$—”"'SUUND 2,_mm,~w,1L sSOUND 2,20
l.i(l) 15

3*w1“ LINE INPUT #9,qg%

Izozo LINE INPUT #9,h%

I2025 LINE INPUT #%,1%

I20T0 CLOSEIN

FZO3IS FOR n=1 TO &

Izod0 FOR m=1 T &

IZoO70 NEXT m

IZ2080 NEXT n

IZOY90 FOR n=1 TO 100

Z2100 z$(n,1)=LEFT$C(h$,2)
272110 h$=RIGHTS(h$,LENCh$EI—2Z)
IT120 ze(n,2y=LEFTH(is, )
IT12S i$=RIGHTS(i$®,LENCiI$I—2)
32139 NEXT n
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22149 count=VAL(h$)

TZ1S0 SOUND 2,200 ,70,15:S0UND 2,200,40,1
3Z2160 GOSUR Zooo@
32170 GOGUR 23000
TE2120 LOCATE #3,10,6
I2200 RETUREN..

‘Board core’ should now be saved separately to be used also in Chess
Duel. The listing which follows completes the draughts 57 program.
1 REM << draughts <7 IS8T »rriikiix
2 FEM
S% SPEED WRITE 1
1900 GOSIIE 21000
1919 FOR n=1 TO 1o
12 z%(n,1H=" "
1030 z$(n,2)=" "
1lad®d NEXT n
1100 GOSUE 20006 :GOSUR 22000
1150 PRINT CHRE$(ZZ);CHRE$(1); :GOSUR 2Z000
1160 count=1
1200 GIATO 1706
1600 gam=@

1610 FOR n=1 TO =
ez FOR m=1 TO &

1620 IF me(n,m>="B" O m%{n,m>="D" THEN
gam=1

ledo NEXT miNEXT n

1660 IF gam=@ THEN GOTO 10900

1670 gam=0

130 FOR n=1 TO =
1699 FOR m=1 TO &

1700 IF m$(n,md="A" OF m&{(n,m)="C" THEN
gam=1

171@ NEXT miNEXT n

17360 IF gam=0 THEN GOTO 1iooao

1750 RETUEN

1700 GOSLE 29000

2000 GUTO 1300

FIEO REM »rrrririRr plack  win {40000
1oooe CLS

10010 LOCATE 15,10:PRINT "EBLACK wor."
10o%o GOTO 11050

107930 RKEM =xrxxrxr white win <0000
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11600 CLS

1191@ LOCATE 15,10:PRINT "WHITE wor."
119%5@¢ SOLUND :,;ww,ES:SDUND 2,200,251 800N
D 2,100 ,25

11960 LOCATE S,2d4:PRINT "Do You Want A R
eplay (Y/N)> =%

119070 as=INKEY%:a$=LUPPER$(a%)

11020 IF as="Y" THEN GOSUR 35000 :GOTO 11
7]0)

119990 IF a$="N" THEN GOTCO RUN

1110 GOTO 11060

ZOOOO INK @,o:INK 1,263 INK 2Z2,1d48INK 3,2
o290 PRINT #3," DRALGHTGS.

ZOIOH PRINT #3," ————m——e——=t

20310 LOCATE #3,2,6:PRINT #3,"FROM -
ZOTZ0 LOCATE #3,2,7:PRINT #I,"TO -
20500 RETUEN

20920 REM 2w oinitialize SO0
Z100@ DIM m$(3,3)

21o1® DIM z$(1®®,2)

21920 SYMBROL 240, u D, 0,155,127, 255,255
21030 SYMBOL Zd1,0,0,0,0,240,25d4,255,207
Z1odo SYMBOL 2&2,188,175,17@,17@,122,15,

@,

21@5@ SYMEOL 2d43,61,227,31,255,254,240,0
)

21060 SYMEOL =2dd,0,1,9,57,9% 11_,1~_,L¢-
21079 SYMBEOL 24',m,1~' 1¢4,;34 193,110,
S, 157

21020 SYMBOL Zdé&,191,175,170,170, 122,15,
1 7]

21@30 SYMEOL 247 ,135,237,%1,255,254,240,
)

21250 RETURN

21920 REM AL

22000 FOR n=1 TO =
< FOR m=1 TO &
22020 mE(nymoy=" "
220760 NEXT m
22040 NEXT n
22059 FOR wn=1 TO & STEP 2
22060 m$(l,n+lH="A"
22070 mE(Z,nr="A"
22020 mE(I,n+t1="A"
ZZOI0 mE(S,nH)="R"
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22100
22110
22120
22190
22950
23000
23010
23020

230320

m$ {7 ,+1="R"
me(&,n)y="RB"
NEXT n

FRETUREN

REM =3k
®=2E5y=370
FOR n=1 TO &
FOR m=1 T 2
ck=mE(ri,m) P cb=UPPERS(c$)
IF c#=" " THEN GOTQ =3
IF c#="A" THEN col=Z

230760 PLOT 9,0,col
23020 MOVE X,y
23099 GOSUR 23500
22100 PLOT @,0,0
2ZI110 x=x+d43

23120 NEXT m

23140
23150
23490
ZI500
23510
ZISHO IF ce="C

K=25y=y—-d4i

NEXT niRETURN

FEM % % % piece * % #*
dA$=CHRE$ (24O ) +CHFE$ (2Zd 1)
d1$=CHR$(2d2)+CHR$ (Zd3)
OF ce="D" THEN

2ER100
ELSE col=Z

....................

d$=CHF$ (&

33 +CHRE$(2d5) 1 d1$=CHR$(2d&)+CHR$ (2d7) thin

ff=0
ZRE0D PRINT #2,d$;
2T61@ MOVE x,y—1&
ZEE20 PRINT #2,d1%;
23750 RETURN
24500 ne=""
24510 a$=INKEY$
24520 IF as="@"
24524 IF as="g"
2a526 IF as="L"
24573 IF as="#"
t,1)="FF":GOSUE 35000
24530 a$=IIPPERS® (a$)

THEN FRLUN
THEN GOSLER
THEN GOSLUE

JT1ooo
OO

AND counti>1 THEN

=E(coun

2540 IF a$<"A" OR a$>"H" THEN GOTO 2451

%]

ZdS50 n$=a$iSOUND Z,150,5,15:PRINT #I,n%

3
24560 a$=INKEYS
4570 IF aeo"i"
@

OF a$>"3"

THEN GOTC

2456
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24580 ne=n$+asSOUND Z,150,5,15:PRINT #3
sa%;

245960 EETUREN

24950 REM ;
25000 GOSLR 26000
25090 ro=slico=s:GOSUR 25200

25100 m$(sl,sd>=m$(fl,f)

25110 IF sl=1 AND m%(i,s)="R" THEN m$(1l,
sY="D":huff=0

25120 IF si=8 AND m${(Z,s)="A" THEN m%{(=,
sy="C"ihuff=0

25125 SOUND 2,200,75,1%5

253130 ro=slico=si1GOSUR 25200

25175 SOUIND Z,100,10,15

25140 ro=fl:co=f:1GOSUE 25200

ZE150 me(fL,for=" "

25140 RETUEN
ZEZO0O H=25iy=390
25210 FOR n=1 TO =

25220 FOR m=1 TOQ =

2523@ IF n=ro AND m=co THEN GOSUR 2530
25240 u=x+dl

25250 NEXT m

ZEDEO u=RTtysy-d&

2527 NEXT n

252580 RETUREN

25300 cb=mE(vi,m)

FEE1O IF ce=" " THEN EETUREN

5320 IF cH="A" OR c$="C" THEN col=3 ELS
E col=Z

25340 PLOT @,@,col tMOVE X,y

2350 GOSUE 235900

2535360 RETUEN

TEGEO REM FErErErikik o oconvert 00000l
ZEOQOO F=ASC(LEFTS(f%,1))

2E010 f=f—&d

TEO20 F1=VAL(RIGHT$(f$,10)

FEOTO fl=9-f1

26040 s=ASC(LEFTH(s%,1>)

ZEOTO s=g—-6d

TEpeO s1=VAL(RIGHT$(s%,1)>

2E070 si=%9-s1

ZEQ30 RETURN

2EOIO FREM ik convert back {00004
26100 r$=CHRE$(col+&d)

..........................
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[ S N N
20 '
L =

~ i

)
=

re=r$+STRS(F-1inD
FRETURN

S

............

REM ! validate {44
: GOSUR Z&6000:huf f=6

27005 ps="R"ipls="D"

27007 IF play=2 THEN p$="A":iple="C"
2701% FOR y=1 TO &

27020 FOR x=1 TO =

27920 IF huff=1 THEN GOTO 27060

27040 IF m$(y,x)<=ps AND MECy 2LV apld TH
EN GOTO 279060

27050 GOSUBR ZZ0on

27060 NEXT o

27079 NEXT vy

27075 check=1

27920 cé=md(f1l,f)ids=m$(sl,s5)

27030 IF c$=" " THEN RETURN

271060 IF (c$="A" OR c$="C"> AND play=1 T
HEN RETUREN

27110 IF (c$="R" OF c$="D") AND play=2 T
HEN RETLREN

27120 IF d$<>x" " THEN RETURN

2713@ IF c$="A" AND si1«<f1 THEN RETLEN
27149 IF c$="B" AND sl1>f1 THEN RETLIEN
27150 wd=s—fiyd=sl-f1l

27160 IF SGNCxd»*(xdd=1 AND SGN(ydd»*(yd)
=1 THEN GOTO 27430

27179 IF SGN(xd)*¥xd< *8GN(ydy*yd THEN RET
URN

27120 ud=md(fl+(yd/2), f+{(xd/ 20D

27130 IF (x$="A" O x$="C") AND play=2 T
HEN RETLIREN

27200 IF (x$="B" OR u$="D")> AND play=1 T
HEN RETUREN

27219 IF sx%=" " THEN RETURN

27220 ro=fl+(yd/Z)ico=f+{xd/2)1GOSUR 252
oYn)

27230 lin=fl+(yd/Z)icol=Ff+{xd/2)>

27249 m$(lin,col =" "

27259 GUSUR 26100

27260 z(count,ld)=r$:iz%(count,2)=r%
27270 count=count+1:GOTO 27500

27429 IF huff=1 THEN RETURN

27509 check=@:REETUREN

E7F20 REM 3rrrrlixrrrl o burn (OCSOI00000

&

I B

S -
™
S
=
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1 B3R B RDOR

&
=
sol
2020
SO0

DVE"

FEOIO

Z2EOEO

2EO60

2070

TIO40
TIO50
TVDED
T1040
T111@

-
-~
-~

IEIE0
ZI000
Iiole

IITQZ0

ITOZ0
13

IZT090
3100
=hZ$)

GUSUER 24000 ihuff=0

LOCATE #3,1,11:PRINT #3,8PC(12)
GOSLIR 27000

IF check=0 THEN GOTI 22050

LOCATE #%,1,11:PRINT #3,"INVALID M

SCOIUIND 2,300,590, 1S1GOTO 28000
GOSUR 25000
zH(count,ly)=fsizd(count,2r=5%
count=count+1:If count=101 THEN co

IF huff=0 THEN GOTO 22100
y=g1iy=giGUSIUE ZZ2000

IF huff=1 THEN GOTO Zd400@

huf f=@:RETURN

FEM »rxrsrri hoth players <4<<0004
play=1

GOSLIR ZE0oo

GOSIIR 1600

play=2

GUSLIE 22000

GOSUR 1e09

RETURN

gE=ge+mPb (i, m)

ORPENDJUIT " !'DRAUGHTS"

OPENIN "!DRAUGHTS"
mE(r,mI)=LEFTH(g%, 1)
gF=RIGHTH (g%, LENCg®I—-10

FEM sorerrpinesrr huff 00000000004
huff=0

his="A" thas="C"

IF play=2 THEN hi1$="B":ihZ$="D"

IF y<3 OR m&(y,x>="A" THEN GOTO 33

IF »<3 THEN GOTO IZee

IF (m$(y—1,x—1)=h1% OR m&{y-1,x—1)
AND m$(y~—2,x—2y=" " THEN huff=1

IF xx& THEN GOTO ZZ0Z0

IF (m$(y—1,x+13=h1% OR m$(y—1,x+1)
AND m$(y—2,x+er=" " THEN huff=1

IF yré& OF m$y,xr="E" THEN GOTO 32

IF x<3 THEN GOTCO 33110
IF (m$(y+1,x—1r=hl%s DR m&{y+1l,x—1)
AND m&{y+2,%-2)=" " THEN huff=1




AN pa e, deutlits g - —~es

Rt s o BNE

33110
SE1z20
=hz%)
23130
J3FE@
31000
Jdoio
Idozo
34030
Idod0
3Ido5e
Zd@6a0
I2dO70
TAO2G
340930
ave™"
Zdleo
24110
2d1z0
Zd4130
unt=1
2d41d4e
34150
2d1éa
I4Iz0
I5000
Inoi1o
ID0Z0
IT50I0
ILod40
@
IS5
I5060
IT5OeS
IS070
IEO26
IDO90
D05
Z':'. 106
25110

20
1130
1\_-_!
2149

L € i i 'S' l
e n
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IF x»& THEN GOTO 33130

IF (m$(y+1,x+10=hl1$ OR m${y+1,x+1)
AND m$(y+2,w+2)=" " THEN huff=1
FETURN

FEM ; Fogo again 0l
LOCATE #3,10,6:PRINT #3,s%

fe=5%

LOCATE #3,1w CPRINT #3," "
LOCATE #3,10,

GOSUR 2&5@@

s$=r$
LOCATE #3,1,11:PRINT #3,8PC(12)
GOSUIR e : GOSUER 27075

IF check=0 THEN GOTO 24110
LOCATE #3,1,11:PRINT #3,"INVALID M

SOUND 2,300 ,5%0,15:G0T0 34020
GOSIUR 25000
zd(count,l)=Ffeizk(count,2r)=s%
count=count+1:IF count=1901 THEN co

y=sl1lix=siGOSUR ZIZ000

IF huff=1 THEN GOT 249000
huff=@: GﬂTﬂ
REM 5monbkri
count=0iplay=1
GUSUR 22000
GOSUR ZooooiGOSUR ZTZ000
count=count+i

IF z8(count,1)="FF" THEN GOQTO I556

fe=z$(count,lrisd=s$(count,z)>
GUSUE 260001 GOSUER 25000

IF f$=s% THEN GOTO Z5030
count=count+l

a$=INFEY%

IF as="" THEN GOTO Z5020
play==2
IF a$="#" THEN GOTO 25500

IF z#(count,1)="FF" THEN GOTZ Z5Z0

fé=z$(count,1riss=z%(count,=)
GUOSUR Z&000:GOSUR 25000

IF f$=s% THEN GOTO ZI50350
a$=INFKEYS$
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35150
ID1E5
IE160
35170
I5500

ZE2510

Now

IF a$="" THEN GOTO 35140
play=1

IF as="#" THEN GOTO IZ5500
GOTO 25030

IF play=1 THEN GOTO 237000
GOTO 29030

"MERGE? the *ROAED COREE® youtine.




8
Chess Duel

Computer Moderated Micro Chess

It will come as a surprise to many that before the age of chess
computers and the microcomputer program, the game of chess was
originally played by two human beings.

An intelligent chess playing program would take up an entire book
onit’s own, so it was decided to develop a program which would be of
genuine use to anyone who enjoyed playing chess or would like to
learn more about it. Chess clubs could also find the program helpful.

The program can be used simply as a replacement fora chess board
and pieces. The two players enter their moves in usual standard chess
notation. However, extra features have been included to produce
worthwhile advantages over the traditional board and pieces.

The computer will examine all entries for legality of the move.
Only moves which are the correct colour, are from occupied squares
and move to a square which can be reached by that piece. will be
accepted. Pieces which are ‘taken’ in the process are removed from
the board.

The program does not indicate ‘check’ or ‘mate’ and will allow
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moves which reveal check. It is up to the humans to watch out for
these. En passant is not automatically dealt with but the ‘remove’
option may be used by a player to take the pawn if required on his
move.

Castling is handled by the program. The present position of the
king and rook have to be correct, with no pieces between them, for
castling to be implemented. The routine will still castle if a piece has
previously been moved but returned to the correct square. Moving
through check is not monitored. These latter conditions must be
detected by the players.

A useful feature is that the initial board may be set up for chess
problems or chess variants and games of up to 100 moves can be
stored and analvsed step by step. Play can continue from any stage of
a saved game or the present game can be re-started and then played
from any subsequent move. Pawns are automatically promoted to a
queen when they reach the appropriate rank.

Summary of commands and options

I. Set up board. Enter 'Y’ when asked. Then sequentially from the
top left, place each piece using a single letter. Move on using ‘Space’.

White pieces: P=pawn, R=rook, N=knight, K=king, Q=queen,
B=bishop.
Black pieces: the same but with ‘Shift’ held.

White always plays up the board.
2. Remove piece. ‘Shift’ ‘R’ then enter the position. Play continues
with the next player.
3. Castle. ‘Shift’ ‘C’ then direction ‘L’ or ‘R’.
4. Save game. ‘Shift’ ‘S’. You must ensure cassette Record and
Play are on before saving as prompts are not displayed.
5. Load Game. ‘Shift’‘L’, then press ‘Play’. This loads the first file
found.
6. Step through game. ‘Shift’ ‘3" initiates step mode. ‘Space’ steps
through each move. ‘Shift’ ‘3’ then ends mode.
7. Quit. ‘Shift’ ‘Q’ resets for new game.
1 REM (<4< «{< chess <% 1881 »3skiiaxii
2 FEM
1o CALL &EBROZI:SPEED WRITE

SO SYMBOL 2d40,1,3,29,63,63,57,25,7
=10 SYMEOL 241,0,128,56,252, 252, 156, 56,2




zd
SI0 S
530 S
@, 254
540 S
S50 S
16,24
560 S
S70 S
40,22

Soo g
o990 9
120
Lo S
A1l g
4o

20 S
&£Z0 S

£d® S
650 S
&, 245

66O P
1000
1010
1920
1070
19040
1o
111@
1115
1129
1170
=@ TH
1140
1150
1170
1i1ze
1170
1300
1500
OO0
20000
Z2OZF0
20300
Z0Z1e
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YMEOL 242,7,7,4,31,16,127,64,127
YMEOL 2d3,22d,224,224, 248,120, 254,3

YMEOL 2dd,1,19,81,%1,10%,55,27,15
YMBOL 245,123, 200, 1,_.__"_1,_,1._‘_’;;&,2
@

YMEROL 2d&6,1,1,7,1d,28,28,14, 7

YMBOL 247, 1‘_.—: 1‘_.:.,‘_"_ ,2A0, 120,120, 2
q
YMREOL
YMEOL

4_| |' 0

4 & c,: 7,15,51,
247 19;,&4,L_4 17t,~m:,_?;,

-Q- |‘<‘

MR

YMEOL 250,0,0,25,25,25,31,12,15
YMEOL Z51,0,0,152,15%, 152, 248, 240,2

YMEOL Z52,0,0,0,0,0,5,7,7

YMEOL 253,0,0 w,m,w 1ﬁ~,LEd,224
YMBOL -qd,;,d,q 15,8,31,16,31

YMBOL 259,224 ,22d,192,240,112,248,35

FINT CHR$(Z2Z3)y3CHR$(1);
CLEAR:GOSUR 21000
FOR n=1 TQ 100
zH(nygly=" "
zE (N 2)=" "
NEXT n
GUOSUR Zoooo
LOCATE 27,18:PRINT "DO YOU WISH Ta"
LOCATE 27,20:PRINT "SET A ROARD ="
a$s=INKEY$: as=UPPEFE$(a%$)
IF a$="Y" THEN GOISUR 30000:IF check
EN GOTCO 117@ ELSE GOTO 1100
IF a$<»"N" THEN GOTO 112
GOSUER Z2000:GOSUR 2000
LOCATE 27,18:PRINT SPC(1d);
LOCATE Z27,20:PRINT SPC(1d);
PRINT CHR$(Z23);CHE$(1);
count=1
GOSUIE 27000
GOTO 1500
INK @,0:INK 1,263 INK Z,63INK Z,3
PRINT #3," CHESS DUEL."
PRINT #3,"-——————m—————— "
LOCATE #3,2,6:PRINT #3,"FROM ="
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20320 LOCATE #3,2,7:PRINT #3,"TO ="

20500 RETUREN

20350 REM »EHxHriE oAnitialize <000

21000 DIM m$C3,2)iDIM N$(2,2)

2101® DIM z%(100,2)

21020 k$=CHR$(Z21@)+CHRE$(2d1)

21030 k1$=CHRE$(Z42)+CHRE%(Zd3)

21040 g$=CHF$(23d)+CHR$ (ZdD)

210520 glé=CHR$(2d2)+CHRE$(Zd3)

21060 h$=CHRE$(246)+CHR$ (247D

21070 his=CHRE$(24Z)+CHR$ (2D

21020 t$=CHRE$(Z243)+CHRE$ (247>

21030 ti1e=CHR$(2d2Z)+CHR$(Z4d3)

21100 r$=CHRE$(2520)+CHR$(Z51)

21110 ri1$=CHRE$(Z4dZ)+CHR$ (213D

21120 ps=CHRE$(232)+CHR$(253)

21120 pl$=CHRE$(Z54)+CHRE$(ZD5)

21250 RETUEN

FEM 35 :

FOR n=1 TO 2

FoOR m=1 TO &

mE(riamy="

“BE(n,amy="

NEXT m

NEXT n

FOR w=1 TO &

mECEmIy="PUire(2yn="P"

MEC7 =" 2 0SS (7 ynd="p"

NEXT 1
RESTORE 2

22100 FOR n=1 T

22119 EEAD a%

22120 m$Cl,nor=as

22125 x$(1l,n)=a%

22130 a$=LOWER$ (a$)

22149 me (3 mor=as

22145 ws(2,n)=a%

22159 NEXT n

22160 FOR n=1 TO 10@

22170 zs(n,1H=" iz ln,2H=" "

221580 NEXT n:RETURN

22250 DATA R,T,B,H,K,B, T,k )

2EY5Q REM »xirrkrr diraw pleces w{<l4000

27000 x=253y=390

2Z@1e FOR n=1 TO &

game start << 00007




LI0L0
27030
23049
2000
23060
o1

Z2TO70
2I020
2I090
23100
23110
23139
231de
23150

:_:':':(/)!/)

SISO
2520
23530
23540
23550
.t_.-..h._l(:-U
23600
23610
22620
23750
23055
24500
24510
24520
452
243524
24525

245320

2535
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FOR m=1 TO =

ckd=mbH (i, m)

IF c#=" " THEN GOTO 23100

IF c¢%$<"a" THEN col=% ELSE col=32

IF TEST(x—2,y+2)=3 THEN col=col X0

PLOT @,@,col

MIOVE x,y

GOSILIR 223500

PLOT @ ’ %) ’ %]

®=R+d i

NEXT m

w=ESly=y—di

NEXT n

RETUREN

FEM * % % plece % % *
=UPPEE$(c$)

IF c$="K" THEN d$=k$:dls=kls$

IF c$s="0" THEN d$=q$idls=qls$

IF c%="RB" THEN d$=h$:dls=h1%

IF c$="T" THEN d$=ts:dis=t1%

IF c$="F" THEN d$=r$:dls=r1%

IF c$="P" THEN dé$=p$:dls=pl$

PRINT #2,d%$;

MOVE x,y—1l&

PRINT #2,d1%;

FETURN

IF cas=1 THEN RETLIEN

ne=""1cas=0

a$=INKEY%$

IF as="G0" THEN GOTO 1000

IF a$="C" THEN GOSUR 26500

IF cas=1 THEN RETURN

IF a%$="8" THEN GISUER 31000

IF a$="L" THEN GOSUR 32000

IF a$="#" THEN z$(count,1)="FF":GO

T 35000

24540
24545
245850
@

24555

9’

24560
4_4-_'7‘@

IF a$="R" THEN GOTO 25500
a$=LIPPER$ (a$)
IF a$<"A" OF a$>"H" THEN GOTQ 2451

n$=a$:SOUND Z,150,5,15:PRINT #3,n%

a$=INEEY%
IF a%<"1" OR a%>"9" THEN GOTO Zd36&-
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0]

ZAd5E0 n$=n$+a$iSOUND 2,150,%, 15 PRINT #2
ya$;

24599 RETUEN

24980 REM »rarrrrrrrirl omove {00

25000 GOSLUB 26000

25020 SOUND Z2,300,7%5,15

25070 ro=slico=sGOSUR 25200
25100 me(sl,s)=m$(f1,f)

2511 IF play=1 AND fl=1 AND m$(fl,f)="p
"OTHEN m&(f1,fo="qgq"

25126 IF play=2 AND fi1=3 AND m$(fl,f)="P
" THEN m&(fl,fr="0"

25130 ro=slico=si1GUSUR 25200

25140 SOUND 2,100,20,1%

25150 ro=flico=FfiGOGUER 25200
25160 me(fl,for=" "

25170 RETURN
Z2EZ200 u=2Siy=3%0

25219 FOR n=1 TO 2

25220 FOR m=1 TO &

25230 IF n=ro AND m=co THEN GOSLIB 25300
25240 y=x+dm

252509 NEXT m

2260 w=2hily=y—do

23270 NEXT n
25289 RETLREN

25300 cH=mHr,m)
310 IF ce=" " THEN RETUEN

2%

25320 IF cH<"a" THEN col=2 ELSE col=3
2E3IIG IF TEST(x-Z,y+2>=3 THEN col=col XO
Fo1

25349 PLOT @,0,col tMOVE x,y

25350 GOSUER 23500

25360 RETURN

25430 REM

25490 REM % % % remove * ¥ ¥

25500 SOUND 2,300 ,d0,15:S0UND 2,400,550, 1

=510 WINDOW #d,35,40,22,2d
SS15 PAPER #4,0:PEN #d,1
=20 INPUT #d4,"Piece ",f$

fH=UPPER$ (f%$)
A0 se="Al":1GOSUR 26000
5 49 GUSUE 23007




ZESS0

253560

_qbww
25610
2T
25320

26000 f

2E010
ZEQZG
26030
26040
Z2EQE0
x_t‘:-(f)7U
26020
26100
26130
26150
26160
26170
26130
Z2ed4z0
Z2A500
2505
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m&(fFlL, fo=" "
z¢&(count,ly=f$iz$s(count,2r=~7%
count=count+t

IF counmt=101 THEN count=1

CLS #d

GOSUR 23000

IF play=1 THEN play=2:GUSUE 22000
GOTD 1500

FEM Soarrrersriirik convert <LL0400040401
=ASC(LEFTH(f$,1))

f=f—-&d

f1=VAL(RIGHTS®(f%,12)

fi=9-1f1

s=ASC(LEFT®(s%,12)

g=g—d

s1=VAL(RIGHT$(s%,12)

sl=7-s1

FETURN

fa=CHR$(F+ed ) +HEXS(7-F1,1)

s¢=CHR$ (s+&d)+HEX$(F—s1,1)
z$(count,1)=Ff%

z$(count,2)=s%

count=count+i

RETUEN

REM sowrrrrrrrk castlivg SL0000044
PRINT #3,"C";

SOUND 2,600,225, 151 S0LIND 2,400 ,25,1

51 SOUND Z,me,h-,1=

26510
26520
¢510

26530
26335
26540

as=INKEY$:as=LUPPER$(a%)
IF as<>"L" AND a%<»"RK" THEN GOTO 2

PRINT #3Z,a$%$
r$*“C"+a$=cas=1:RETURN
$="AS"1a$=RIGHT$(f$, 1) :GOSUR 2600

@:check—l

26545
AR T
Pt
26550
LRy
SR
Z2ESEQ
TUREN

ZETTO
TURN

I'["i

IF (play=1 AND a$="L" AND m$(&,1)«
OF (play=1 AND a$="F" AND m$(Z,5)<
THEN RETURN

IF (play=2 AND a$="L" AND m$(1,1)<
OF (play=2 AND a$="R" AND m$(1,8)<
THEN RETURN

IF play=1 AND m$(&,5)<:"k" THEN FE

IF play=Z AND m$(1,5)<:"E" THEN FE
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26573 au=lien=7:IF play=1 THEN lin=& ELS
E lin=1

26580 IF as="L" THEN au=-l1lien=

26570 FOR n=5+au TO en STEP au

266060 IF mEClin,nd<x>" " THEN n=eniRETUREN
26610 NEXT n

bé:ﬂ fi=linif=5Sisl=flig=S+2%au

SETH GOSUB 23000

Ffdw meCFL,fr=" "im$(sl,sH="L"

26645 GOSUE 26100

26650 IF lin=1 THEN m$(sl,s)y="K"

2655 z$(count,1)="CC" iz %(count,_)=“CC“=
count=count+l1

26660 fil=lintif=en+auisl=flis=S+aun

26670 me(fl,for=" "im$(sl,sy="pr"

ZEET7S GOSUER 26100

26630 IF lin=1 THEN m#$(sl,s)="F"

ZELIE GOSLE 272000

26670 check=0:RETUREN

26920 EEM -rrrr o validate 4440044
27000 GOSUR 2&000

27010 check=1

27020 ck=mB(fl,frids=ms(sl,s)

2795390 IF ce=" " THEN RETURN

27049 IF c$x"7Z" AND play=2 THEN RETUREN
270520 IF c$<"a" AND play=1 THEN RETIIEN
27035 IF ds=" " THEN GOTO 27100

L7060 IF d$x"Z" AND play=1 THEN RETURN
27076 IF d$<"a" AND play=Z THEN RETLUEN
271060 c$=UPPER$(c$) tds=UPPERS(d$)

27119 IF d$="K" THEN RETUREN
27150 IF c$="P" THEN GUTO 273200

27160 IF c$="R" THEN GUTQ 27400

27170 IF c$="T" THEN GOTO 27500

2713230 IF ce="R" THEN GOTOI Z27&00

27130 IF ce="@" THEN GOTO 27700

27200 IF c%="K" THEN GOTO 272800
27230 check=0
27z2d@ IF cH="K" OR c$="P" OF c$%="T" THEN
FETURN

27290 GUSUR 27900

27260 RETUEN
272790 REM % *® ¥ pawn % % %

27300 IF play=1 AND s1:f1 THEN RETUREN
2731@ IF play=2 AND fl:xs1 THEN RETLEREN
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27320 dis=SGN(sl~—-fl)*(gl-f1):IF dis=1 TH
EN GOTO 27375

27330 IF dis»>2 THEN RETLHEN

27340 IF s<>f THEN RETUEN

27350 IF play=2 AND fi1=2 AND m$(I,fo=" "
THEN GOTO 7325

2730 IF play=1 AND f1=7 AND m$(&,for=" *“
THEN GUOTO 27335

2727¢ RETLEREN

27375 1IF s=f AND d$=" " THEN GOTCO 27385
27377 IF SGN(s—fr*(s—f)y=1 AND d$<>" " TH
EN GOTO 27385

27320 FRETURN

27325 GOTO 272350

27390 FEM % % % rook ¥ % %

27400 IF fl<rsl AND f<rg THEN RKETUREN

27425 GUTO 27230

27499 REM * % ¥ knight * % %

27500 IF si=f1+2 AND s=f—-1 THEN GQTO 273

4]

275910 IF sl=fi+2 AND s=f+1 THEN GQTO 2735

20

27520 1IF sl=fi1-2 AND s=f-~1 THEN GOTO Z735

50

27530 IF sl=fil-2 AND s=f+1 THEN GOTO 273

20
27540 IF si=fi+1 AND s=f-2 THEN GOTO 275
20
27550 IF si=fl+1 AND s=f+2 THEN GOTO 275
=10
27560 IF si=fi1-1 AND s=f-2 THEN GOTO Z7%5
30
27570 1IF si=f1-1 AND s=f+2 THEN GOTO 2735
50

27575 RETLEREN

27520 GOTO 27230

27596 REM % % % hishop * * %
27600 ud=f—sixd=SGN{xd)*xd
27610 yd:f i—-s1 :Yd:SGN(yd)*yd
27620 IF xd<>yd THEN RETURN
27685 GOTO 27230

276730 REM * % ¥ Jueen ¥ % %
27700 xd=f-sixd=8GNCxd)*:xd
27710 yd=fl-siiyd=SGNCyd)*yd
27720 IF wd=yd THEN GOTO Z2772S
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277350
27785
27730
L7200

IF f1d>s1 AND f<xs THEN RETUREN
GOTO 27270

FEM * % % king * % *

IF SGN(fl-sli*(fi-s1)><x1 AND SGN(f

=s)*¥(f—-g)<x1 THEN RETURN

27885
27330
27300
27310
279

27920
..:_7 -h‘_‘
27330
27349
27950
27360
LIFN

27370
27550
22000
22005

201

GOTO 27230

REM % % % check path % * *
nd=0Imd=0

IF flxsl THEN wnd=-1

IF s1>f1 THEN nd=1

IF frs THEN md=-1

IF sxf THEN md=1

cn=fl:cm=f

cr=cn+ndf cm=cm+md

IF cn=sl AND cm=s THEN RETUREN
IF m&Cenyemd< =" * THEN check=1:FET

GOTO 27740
REM 30
GOSUB 24000

LOCATE #3,1,11:PRINT #3,"

IF cas=1 THEN GOSUR Z&5do ELSE GUOB

R 27000

Z2oOZ0
23030
OVE™
2E0d40
o
Z2BOQTD
ZEOSS

280
23070
unt=1
28020
223090
28980
29000
FID1O
2F0L0
Z2I9OZO
27040
ZPIEO
R{n1nlole
R1%1%5 8%

lb

[

IF check=@ THEN GUTO ZD050
LOCATE #7,1,11:PRINT #Z,"INVALID M

SOUND 2,500,40,15,0,0,20:GOTO 2200

IF cas=1 THEN GOTO ZTQI0
zd(count,10=f%

z$(count,2r=s%

count=count+1:IF count=1@1 THEN co

GUOSUR 25000

FETURN

REM >3xrxxr» hoth players <4004
play=t

GOSUR 22000

play=Z

GOSUR oo

RETUREN

FEM »Hxxrrzirr set hoard L0000

H=2S1y=370
FOR n=1 TO &




Chess Duel 75

J00zo FOR m=1 T &

I0Q30 SOUND Z2,250,20,15
0040 mE(nymr=" "ixE(n,my="

IOaSe GOSUR Zo5oo

JO130 PLOT 90,0,0

J01d40 x=x+d43

301590 NEXT m

IO160Q w=2Giy=y-d4Q

30170 NEXT n

Io180 LOCATE 27,12:PRINT "IS THIS Q.. 7

Ipl1ae LOCATE 27 ,20:PRINT SPC(1d4)

0200 a$=INKEY$:a$=UPPER$ (a%$)

I0210 IF a%="Y" THEN check=@:RETUEN

TOzE® IF a%="N" THEN check=1:iRETLRN

02T GOTO ZoR00

Tod70 REM ¥ % ¥ input *x ¥ X

F0500 PLOT @,0,2

IOS1e MOVE #,yiPRINT #zZ,"7";

0520 de=INKEY$: c$=LPPERS(d$)

I0530 IF d$="" THEN GOTO Z052@

I05de PLOT ©,0,2

IQ550 MOVE »,yiPRINT #2,"7";

ZOS60 IF c$<F"RE" AND c$<r"N" AND c$<>"R"
AND c$< "0 AND c$<>"K" AND c$<x"P" THE
N RETLEN

IOE70 SOUND 2,100,20,15

IOS20 IF dé="w" THEN d&="t"

TOSY0 IF d$="N" THEN d$="T"

TO600 m$(n,mr=d$

JOEOS b (n,mi)=d

I0610 cHb=d4%

I0ez® IF ck<"a" THEN col=2 ELSE col=3
I0630 IF TEST(x-2,y+Z>»=2 THEN col=col XO
FE 1

&4 PLOT @,@,co0l

JOLETO MIVE K,y

0660 GOSUR 2T3500

39679 RETURN

31040 g=gd+mE(n,miy+xd(n,m)

31110 OPENOQUT " ICHESS"

IZO1@ OPENIN "!'CHESSY

2050 me(rn,md)=LEFT$ (g%, 1) :x$(n,m)=MIDH(yg

$,2,1)

2060 g$=RIGHTH(g$,LEN(g$)-2)

2]

)

i
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TAIEG REM mrrralriir oreplay daddsaddss
IR0 count=0iplay=1

ISQ1Le FOR wn=1 TO =S:FO0R m= 1 7O =2

IEOLTS mECTHyMI=HBCVI,MD

I5020 NEXT miNEXT n

ITEE2S GOSUER 20006 GOSURE s nInino]

TEOTO count=counit+l

I5040 IF z$(count,1)="FF" THEN GOTQ 3550
@

ITOE0 f$=2$(c0uﬁt,1):5$=z$(count,2)
ITEOLO GUOSUR 2e000: GOSLIE PEOGG

I5HOT70 count=count+l

ISO7S IF z$(count,1>="CC" THEN GOTO 2503
@

TEODe as=INKEY$

ISe9e IF a$="" THEN GOTD 35030

I5075 play=2

IS1eo IF as="#" THEN GOTO 35500

T5110 IF z$(count,1>="FF" THEN GOTO ZE5e
©

IS120 fé=z$(count,ldiss=zs(count, =)
IS1T0 GOSUR Zaooo:GOSLIR TEOOG

IH1E5 IF zé(count+i,1)="CC" THEN courit=c
ount+Z 1 GOTO F5110

TE140 as=INKEY$

ISN1S0 IF as="" THEN GOTO 35146

JIDLIEE play=1

IN160 IF a$s="#" THEN GOTCQ 5300

IS1760 GOTO E5030

IES00 IF play=1 THEN GOTO 1500

ISS10 GUSUR ZEQOO:GOTD 1500

Now *MERGE® the 'ROARD CORE' routine. -
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Gustavus

A Novel Strategy Game for Two

As far as I am aware this is the first computer implementation of
Simple Simmons, a game usually played with pencil and paper.

Simple Simmons or Sim was invented by a chap called Gustavus
Simmons. We have decided to call this computer version of the game
Gustavus as it sounds more grand than its paper cousin.

The game requires players alternately to draw a line between two
points. The first to form a triangle of his own colour, whose points
each rest on one of the original points, is the loser. The trick is to force
your opponent into making the fatal triangle first.

The computer will take care of the turns together with the colour
changes and will indicate the winner when a triangle is formed.

Lines are drawn by moving the flashing cross, clockwise or anti-
clockwise, using either left or right cursor keys or joystick. When the
cross is on the first point from which a line is required the copy key or
fire button is pressed. A bleep signifies acceptance of the line origin.
The cursor is next moved to the destination location, then as the copy
key or fire button is pressed the line will be drawn. If aninvalid line is
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attempted a sound will indicate the fact. New start and finish points
will then be required.

The game cannot end in a draw and there is no apparent ad vantage
gained by being the first player. This game is very good for
developing spacial awareness!

1 REM <4< gustavus <73 ISSI/JIM

2 REM

100e GOSUR 21000

1106 GOSUR 20000

1119 GOSUEB ZZooo

1209 GUSLUR 26000

1300 FOR n=1 TO 1000

1319 NEXT n

139® IF play=1 THEN win=Z ELSE win=1
1400 LOCATE 1d,24d

1d41® IF win=1 THEN PEN Z ELSE PEN Z
142 PRINT "PLAYER "j;winj;"won "

1430 as=INKEYS

1d4d@ IF as="" THEN GOTO 1430

1450 INK 1,26

1460 GOITO 1100

19980 REM 5rk>i>333% screen ii(f””’ffii
20000 INK @,@:INE 1,268 INK Z,&67INK
2091@ BORDER @©:PAPER ©IPEN 1:MODE 1
20920 LOCATE 17,1:PRINT "GUSTAVYUS"
20030 LOCATE 16,2iPRINT "—————mmm—e—t
20049 FOR n=1 TO &

20050 PLOT pdnald,pdn,2),1

20060 DRAWR @ ,3:DRAWR —3=,0

20070 DRAWR @,-Z:iDRAWR &,0

20080 NEXT n

20039 LOACATE 1,10

20109 PEN 2

20110 PRINT "PLAYER 1"

Zo120 LOCATE 335,10

29130 PEN =

Z201de PRINT "PLAYER &M

20150 TAG #3

20160 PRINT CHRE$(Z3);CHR$(1);

20500 RETURN

20980 REM >Hxrkxrxk» initialize <<d0<4400
21909 DIM p(6,2)

21010 RESTORE 21000

21020 FOR n=1 TO &




219030
21940
219050
21060
21070
21lo6
21110
21980
22000
ZZO10
22020
22030
22040
22050

22250

‘-.‘_ -.,\_'Q)
23000
23010
23020
23930
23040

23070
23030
23090
23100
231z
23150
23980
24000
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FEAD p(n,1>

READ pdviy2)

NEXT n

DIM d(&,6)

RETURN

DATA 320,306,440 ,240,440,110
DATA 320,50 ,200,110,200,240

REM 555k eiiy stavt game <4404
FOR n=1 TO &
FOR m=1 TO &

d(r,my=a
IF n=m THEN d{n,m)=3

NEXT m
NEXT n
RETURN

REM >532b3r3r joystick <444
le=@:ri=@: fi=0d

a=Joay (@)

h=J0Y (1)

a=a OF kb

IF (a AND d4)=4 THEN le=1

IF (a AND =82 THEN ri=1

IF (a AND 1é&)=16 THEN fi=1
as=INKEY%

IF a$=CHRE${(Zd2Z) THEN le=1

IF a$=CHR$(2d43) THEN ri=1

IF a$=CHRE$(Z22d) THEN fi=1

FOR p=1 TO S0:NEXT p

RETURN

REM 55555553

point=1:IF play=1 THEN PLOT 0,0,2Z

ELSE PLOT @,0,3

24019
24920
23030
24040
21050
2dOLO
24070
24039
24930
23100
<4120
24150
24169

MOVE p(point,1)~1®,p{point,2}+1@
PRINT #3,CHR$(159);

GUSUB 23000

IF fi=1 THEN GOTO 241%5@

MOVE pdpoint,13-10,p(point,=2)+10
PRINT #3,CHR$(157)

IF le=1 THEN point=point-1

IF ri=1 THEN point=point+l

IF point=7 THEN point=1

IF point=@ THEN point=6&

GOTO 24010

SOLUND 2,200 ,50,15

FOR w=1 TOQ Z00
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24170
2d1g0
23190
24200
24210
23220
24230
24250
24920
25000
25010
25020
25070
23035
25040

Ee=INKEY®

NEXT w

FETIIEN

MOVE pdfro,1)-10,p(fro,zi>+1@
PRINT #Z,CHR$(137);

MOVE p(des,1)-10,p(des,2)+10
PRINT #3,CHR$(159);

FETURN

FEM oo ersehrrsir fuyrn oo
GOSUE 24000

fro=point

GISUER 24000

des=point

GOSUE 2dz00

IF fro=des 0OF d{fro,des)<>® THEN G

OTO 25200

23050
25060
25070
25030
2SO0
25110

THEN
25130
25170

25200

PLOT p(fro,1s,p(fro,2)

DRAW p(des,1l),p(des, <)
d({des,fro)=play

d(fro,des)=play

FOR n=1 TOQ &

IF d(des,n)»=play AND d(n,fro)=play
dead=1:GOSUR 27000

NEXT n

FETURN

SOUND 2,200,220, 15:80UND 2,300,20,1

S:SOUND 2,400,440 ,15

25210
S0
2EOOO
26010
2EOZ0
26030
26040
26050
26060
26070
26550
27000
27005
27010
27020
27030
27040

GOTO 2S00
FEM =
dead=11 INK
play=1:GOSUE 200

INE 2,6

IF dead=1 THEN RETUEN

INK 3,200,111

play=2:GUSUR 25900

IF dead=1 THEN RETLEN

INK 3,20

GOTO 26000

REM ohiighlight <0000
PRINT CHR$(Z3);CHRE®(?);

INE 1,5,15:INK 2,60 INK 3,20

PLOT p(fro,ld,pl{fro,=,1

DRAW piny1),ypdn,2)

DrRAW p(des,l),p(des,2)

DRAW p(fro,1),p(fro,=)

both <0000




27050
27060
27070
270z0
27100

PRINT CHES$(ZI) ;CHRES (1) ;
FOR s=200 TO 1 STEP-1
SOUND Z,8,1,1%

NEXT s

RETUIEN
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Dice Derby

%
oy
i

i
#
¥
M

Shake!

This is the first of a dice trio to be followed by Snake Evesand Craps.
All three use the same central routines and a menu 1s provided to
select between the games. This will produce an enjovable set of dice
games and save a lot of typing.

Dice Derby is a race game in which the dice total is used to
determine how far each horse travels. It can be plaved by two to four
players and has an attractive shaking cup feature.

The fire button is pressed to start the roll and again to finish. This
means that each player can exercise control over the duration of cach
shake.

The characters will race along until one is declared the winner. The
winner is not determined until the last throw of the round and so
some very close ‘photo finishes’ are possible.

It is possible to end the game and return to the menu by pressing
‘Shift” “Q’ for quit. Another game can then be selected.

Notes on 1yping in: the three dice games that follow can use the
same routine called Dicerama! This should be typed first and then
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saved onto tape. The games can then be added one by one. Of course
it will not be possible to select a game from the menu if it has not yet
been entered.

1 REM <<<<<<<{ dicerarma <3 ISSI »x3iiri3
Z REM

100 ENV 1,1,-5,10,1,5,5

S00 EVERY S00 GOSLUEB S000:GOSUR 22000
1006 GOSUE 20000:PEN =

101® LOCATE d,3:PRINT “13 Dice Derhy"
1020 LOCATE d,&6:PEN I:PRINT "Z» Snake Ey
es"1EI

1070 LOCATE d,9:PEN d4:PRINT "3» Craps."
1050 a$=INKEY$:IF a$="" THEN GOTO 1050
1060 SOUND 2,200 ,25,1%5

1079 ON VAL(a$) GOTO doood,S0000,60000
1100 GOTO 1050

2000 PEN £:LOCATE d,10:PRINT "Press any
Key"

2010 a$=INKEY$:IF a$="" THEN GOTC Z01@
2030 GOTD 1000

=000 DI:a$=INKEYS

5010 IF as="@" THEN RUN ELSE RETURN
19980 REM »33rriidrr screen <<i4<Cq0000
20010 FOR n=0 TO 15

20020 READ a

ZOOZO INK 1,a

200dd NEXT n

20050 DATA 0,26,18,2,6,24,20,5

20060 DATA 3,0,0,0,0,0,0,0

20070 PAPER 0:PEN 1:RORDER ©:MODE @
200290 PRINT CHR$(23);CHR$(0);

20050 PLOT 10,10,1:DRAW &29,10:DRAW &29,
190 :DRAW 10,150 :DRAW 10,10

20100 PLOT ©,@,1:DRAW £39,0:DRAW &39,200
:DRAW ©,200:DRAW @,0

20110 PLOT 40,d49,13:DRAW &0 ,30:DRAW 120,
30 :DRAW 160,40

20170 DRAW 13@,160:DRAW 100 ,155:DRAW 70,
160 :DRAW 40,40

20130 PLOT 130,160:DRAW 100,165:DRAW 70,
160

20150 PLOT S0,45,12:DRAW 90 ,35:DRAW 120,
I5:DRAW 170,45
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20160 DREAW 140,1&65:DRAW 110, 160:DEAW S0,
165 :DRAW 50,45
20170 PLOT 1d40,165:DRAW 110,170:DRAW 2@,

165

20120 PLAT 1ge,d0,11:DRAW 120,80:DRAW 138
Jy110:DRAW 135,150

20190 DRAW Z205,110:DRAW 200 ,30:DFEAW 1350,
4o

ZO200 DRAW 3IZ25,d45:DRAW I35, 75:iDRAW 230,1
OS5 :DRAW 175,150

ZOZ1O PLOT &0,5%0,15%:DRAW 60 ,20:DRAW 100,
SO:DRAW 100 ,50:DRAW £0,350

FOZZ0 PLOT 110,959,153 :DRAW 110 ,30:DREAW 15
@, 50 :DREAW 150,20 :DRAW 110,50

2OZTFO PLOT &0,530:DRAW Co,90:DRAW 120,70:
DRAW 100,80

20Zde PLOT 110,80:DRAW 13@,9®:DRAN 170,79
@:DREAW 170,60:DRAW 150,50

250 PLOT 170,70:DRAW 150,20

20500 FEETURN

20320 EEM
219006 GOSUR Z007@

21010 INK 11,0:INK 15,0

2102 INE 13,24:1INK 12,@

Z10Z0 FOR g=1 T 25:NEXT g

21049 SOUND 1,200,1,15

21090 INE 12,240 INE 13,0

21060 FOR g=1 TO Z5INEXT g

21070 SOUND 1,100,1,15

21160 d1=INT(REND(1)*&)+1

21170 dZ=INT(RND(1)*&)+1

21190 as=INKEY$:IF as="" THEN 2101®
Z1z2060 INE 13,0:INK 12,0

21210 INK 11,2d4:3INK 15,20

21220 SQUND 2,150,2%,15

21230 ch=d1:GOSUE 21400

21240 IF s¢i)=1 THEN PLOT 70,7%
21250 IF s¢z)=1 THEN PLOT 79,65
21260 IF s(3Z)=1 THEN PLOT 70@,3&
21270 IF s(da)d=1 THEN PLOIT 3%,72
212860 IF s(S)=1 THEN PLOT 75,&%
21290 IF s(&)=1 THEN PLOT 35,33
2130w IF s(7)=1 THEN PLOT ZZ,&%
21310 ch=d42:GO5UR Z21d00

21320 IF s(l)y=1 THEN PLOT 11&,72

..............
.....
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21330 IF s(Z)=1 THEN PLOT 112,63
213d@ IF s(Z)=1 THEN PLOT 11&,53
21350 IF s(d)=1 THEN PLOT 1de@,72
21360 IF s(S)=1 THEN PLOT 1d4@,65
21370 IF s(&)=1 THEN PLOT 140,33
213860 IF s(7)=1 THEN PLOT 128,65
213%0 RETURN

21400 IF ch=0 THEN ch=1

21405 IF ch=1 THEN RESTORE 21500
21d41@ IF ch=2 THEN RESTORE 213510
21420 IF ch=3 THEN RESTORE 2135320
21430 IF ch=d THEN RESTORE 21330
Z1ad® IF ch=5 THEN RESTORE 21340
21450 IF ch=6 THEN RESTORE Z13%@
21460 FOR n=1 T 7

214790 READ s{n):INEXT n

21430 RETUEN

21500 DATA 0,0,0,0,0,0,1

21519 DATA 1,0,0,0,0,1,0

21520 DATA 0,0,1,1,0,9,1

21530 DATA nyl,1,0,1,@

Z21%5d4e DATA 1,0,1 ‘

Z1550 DATA 1,1,1
21980 REM »»rrrirr initialize <O44000d8
22006 DIM s(7):DIM p(d,Z):DIM odCd)

22050 RETURN

24RO REM #rrrirErrir oclear wOal0l 0000
22500 LOCATE 1,1

22510 FOR n=1 TO Zd4@

22520 PRINT " "3

22EIG SOUND Z,2d1-n,1,1%

225de NEXT n

22520 LOCATE 1,1:RETLREN

TPYBG REM > rrrririrr players ({00000
23@0e GOSUR ZzZT0

230190 PRINT "“PLAYERS 7 (Z—d)

23020 a$=INKEY$

23I03T0 IF as<"z" OR a$x"d" THEN 230Z0
2304® SOUND 2,300,225, 15:80UND 2,200,2%,1
S:SOUND 2,100,25,15

-

-
S

-

(S
-

—
-

-

S

23050 GUSUR 22509
2I060 FOR n=1 TO 4
23070 pdn,1)=0
23080 NEXT n

23070 play=VAL(a$)
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23190 FOR n=1 TO play

23110 o(nd>=1

23120 NEXT n

231370 FOR g=vn TO 4

23149 o(g)r=a

23150 NEXT ¢

23250 RETURN

YISO REM srrrrirrr dice derhy {0000
d0oee GOSUR 23000

dooie FOR n=1 TO 4

dOOZO p(n, l)=Fip(n,2)=38d-n*3i2
100 NEXT n

40935 PEN &

400do RESTORE 40100

49959 FOR n=1 TO 12

deesz2 IF w=d THEN PEN =

dpe=d IF n=1@ THEN PEN &

d@0&® READ a

49076 LOCATE Z@,n

ooz PRINT CHRE$(a);

do@a30 NEXT n

4013® DATA 235,149,149,70,735,78,75,8353,72
yld7,147,191

do1%e GOSUR 47000

d@zo0 FOR w=1 TO play

49204 PEN w+l

d0z19 LOCATE 13,15:PRINT "PLAYER";

220 LOCATE 15,17:PRINT w

4230 SOUND 2,200,50,1%

d902d@ a$=INKEEYS$

dOZ5G IF a$="" THEN GOTO 40240
40260 PLOT ©,0,0:GOSUR 21230
d@z270 GUSUR 21000

0275 FOR d=1 TO (dl+dZ)*Z

4OZEG SOUND 2,400 ,1,15:PRINT CHR$(Z3);CH
R$(1);:1GOSUER 47000

@290 plw,1)=p{w,1)+d

40300 SOUND 2,200,1,15:G05UR 49000 PRINT
CHR$(ZZ) 3CHR$ (@) 3

G031 NEXT o

dOZE5G NEXT w

dOTE0 win=0

d@Z7@ FOR n=1 TO 4

dO320 IF winr® THEN GOTO dodoa

d@Z30 IF pdngy12357@ THEN win=n




d9d00
4041
dodSe
dOd &0
40500
4OS1Q
40320
dOII0
49540
dOTT0
40600
diealo
dO&zZo
dDEeTO

49006
420160
490Z0
43I0
47040
43050
4700
47070
47020

Dice Derby

NEXT n

IF win=0 THEN GOTO 40200
GIISUIR 22500

PRINT " Player "jwing' won
RESTORE 4000

FOR wn=1 T 13

FEAD ayh

SOUND Z,a,b,15,1,

NEXT n

GOTO 2000

DATA 219,500,284 ,20,253,20 ,23%,20
DATA Eﬁx,iw,gud,b s 31%,50,317,10
DATA 284,L®,Lq_,Lw,239,Lw,hqﬁ,20
DATA 234,20

FOR n=1 TO d

TAG #1

PLOT @,@0,n+1

MIVE pdri, 1y ,pln,2)

PRINT #1,CHRE$(Z234);

TAGOFF

NEXT n

PLOT @©,0,1

FETURN

87
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Snake Eyes

Ratrtle!

This is the second of the three dice games. Dice Derby must be
entered first and then Snake Eves can be added. The instructions for
throwing the dice are the same.

The game is for two to four players and includes on-screen betting.
At the start the target pot is entered. which may be between £40 and
£400. The bank starts at £0.

Each player then rolls the dice. If a double is thrown then the player
wins the bank amount. If ‘Snake Eves’ (two ones) is thrown then the
player gets twice the bank total. The bank resets to zero when it pays
out.

After each round the bank gets £5if the target setis below £200 and
£10 if the target is above £200.

The game continues until a plaver’s cash reaches the target score.

It may be interesting to change the amount to the bank after each
round to provide a larger “pot’!
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dFIE0 REM »H3rkrrr snake eyes <0040

S000e GOSUR 23000

SOo0190 WINDOW #5,1,20,7,11:PEN #5,%
500z PRINT " Enter Win Score 7

S@OIO INPUT #5,1im:IF lim>do@ OR 1imdid®
THEN GOTO S0

50040 upda=SiGOSUR ZZ50:IF lim>zo@ THEN
upda=1@

SO05G PEN Z:LOCATE Z,1:PRINT "1V

SO060 PEN I:LOCATE 3,1 :PRINT "2¢

S@OO7% PEN 4:LCOQCATE 13,1:PRINT "3"

SO0 PEN S:LOCATE 13,1:PRINT "a4"

SOOI PEN &:LOCATE 1,2Z2:iPRINT STRINGH(ZO,

437
S0100 PEN &:LOCATE 1,12:iPRINT STRINGH(Z0
a5 s
S®119 PEN S:LOCATE 1,3:PRINT STRINGS(Z@,
433

SO1590 kit=0

9179 kit=kit+upda

S0150 per=

Z@190 FOR n=1 TO 4:L0OCATE n#*3-d4,d

50195 PRINT pdn, 1> :iNEXT n

S@Z00 PEN per+1:LOCATE 13,15:PRINT "PLAY
ER"

S@21e LOCATE 1S5,17:PRINT per

SEzZZO GOSUR S0S00:IF pdper,1>>lim THEN G
Q1o 85000

S0230 pev=pev+1:IF pevriplay THEN GaTO S0
170

Gozdo GOTO S0l190

S0500 as=INKEY®

SOS1O IF as="" THEN GOQTO S0500

SOS40 CLS #S5:PRINT #5,"RBank stands at'jk
it

=5eESe PLOT 0,0,0:GOS8UR 21220

50560 GOSUR 21000

5@S70 IF di=1 AND dZ=1 THEN GOSUR 50600
S0530 IF di=d2 AND di<x1 THEN GOSUR 3074
@D

505960 REETURN

SE&O@ SOUND 2,300,225, 1%5:SOUND Z,200,25,1

(=4

poL )

So610 SOUND 2,100,25,15:80UND 2,300,235, 1

=
!
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SO6ZQ
039
Soeda
SO700
5

So719
=

(]

50720
S07I0
50740
S5Q00Q
SER010

plper,liy=piper,

kit=0
FETIUEN
SIOUND 2,406,225,

SOUND 2,400,259,

piper,lor=piper,

kit=0
FETUREN
win=per
GOUTO dodZo

10+kit¥*Z

15: SOUND 2,200
15:SOUND 2,100 ,5

10+kit




Forva o R

and Roll!

Here it is, the micro version of the American dice game featured in
gangster movies and TV shows.

Two to four players can now pretend that they are in Las Vegas
courtesy of the Amstrad.

At the start of the game each player has £100 (you can change it to
dollars if you want more realism!). A bet is placed up to the total
holding of each player on his turn. Then the fun begins.

Ifa 7 or 1 is thrown first then they are paid evens. If 2, 3 or 12 s
thrown the turn ends and the stake is lost. Any other total becomes
the point. This is then the total to roll for.

The plaver continues to roll until the point is reached, paying
evens, or a 7 is thrown in which case it is the next player’s turn.

If a player loses all his money then he drops out and the game
continues until only one player is left.

Pressing ‘Shift’ ‘Q” will quit it any time.

This listing requires that the Dice Derby listing is entered first.
since it uses the same start routines.
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...................

S350 REM craps {0

£OO060 GUSLHE ,‘_"(7)0)(_)

0010 PEN Z2iLOCATE Z,1:PRINT "1"

0020 PEN 3:LOCATE 3,1:PRINT Y2°

&OOI@ PEN Jd:LOCATE 13,1:PRINT "3"

£O0de PEN SiLOCATE 13,1:PRINT "a"

Q@S0 PEN &:LOCATE 1,2:PRINT STRING® (2O,
4323

60060 PEN 6:LQCATE 1,12:PRINT STRING$(Z0
143D 3

COOAS PEN S:LOCATE 1,3:PRINT STRING$(ZO,
4373

EOO70 WINDOW #%,1,20,9,11:PEN #5,%

0030 FOR n=1 Tu d

EDOTO pln,1)=100

&2100 NEXT n

D150 FOR w=1 TO play

60160 FOR wn=1 TO 4

@170 LOCATE n*5-d,d:PREINT pdn,1)

01320 NEXT n

L0185 IF pdw,id<1l THEN GOTO &£0I300

60196 PRINT #5,"Player"jw; '"Bet ¢

OZO0 INPUT #S,het:IF het<l OF hetsplw,l
> THEN SIIND 2,_mw,5w, 5:GOTO £0Z00
cozdo PLOT 0,0,9:GOSUR 21230

o250 GOSUR 21@@@

LOZ60 tot=dl+dZ

60279 IF tot=7 0OF tot=11 THEN GOTO &1@@@

0275 IF tot=2 OF tot=3 OR tot=1z THEN G
0T 62000

60230 point=tot

@290 PRINT #5," FRoll again « - «"
G025 a$=INKEY$:IF as="" THEN GOTO &£0235
&297 PLOT ©,2,0:GOSUR 21220

60Z00 GOSUR 21000

60310 tot=di+dd

GOZZO IF tot=point THEN GOTO &£1000

&O3ZO IF tot=7 THEN GOTO €ZQ00

&£03d4@ GUTO £02I90

£OS0O NEXT w

60505 flag=0:con=0

&0519 FOR n=1 TO play

0520 IF con=1 THEN GOTO £035340

&OS30 IF pdn,1)»® AND flag=1 THEN con=1




ADSES
OS540
OS50
COSED
QD70
v latn]
HOSI0
[YaT=X 1]
L0610
L1000
DO, 25
&iole
61020
&H10Z0
LZ2D00

D0, 25,

2010

2030

IF pin,12>@ THEN flag=1
NEXT

IF con=1 THEN GOITQ &@1350
win=e

FOR w=1 TO play

IF win<>@ THEN GOTDQ &6
IF p(ny12x® THEN win=n
NEXT n

GOTO 445

CLS #S5:SOUND 2,700

PRINT #5," You
plw,10=p(w,1)+het
GOTO 60500
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25, 15:1SOUND 2,2

,15:SOUND 2,100,40,15

win

!

CLS #5:SOUND 2,100,25,15:800UND 2, =

15:8S0OUND 2,d00,40,
PRINT #%," You
plw,ly=p{w,1)—het
GOTO £0500

15

lose



o

A Pair can Break the Bank

In this computer version of the well known card game the bank starts
with £500 and each player has £100. One or two players each play
against the bank and aim to get a total of 21. which is Pontoon.

One card is first dealt face up to each player and one face down to
the bank. A bet up to the total cash available may then be placed. The
next card is dealt and various options are given to each player on their
turn.

‘Stick. If the total is 16 or over then pressing*S’ will pass play on.
“T'wist. If another card is required this option may be taken by
pressing ‘T".

‘B'uy. Used when a hand looks good. to double the stake.

An ace will be taken to have the best value, i.e. | or 11 dependent
upon the other cards. If atany time the card total exceeds 21 then play
passes on. When both players have finished, the bank will then play
its own hand to determine payout. It should be remembered that play
is between the players and the bank. not against each other.
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Wins and losses are calculated as follows: highest score is Pontoon
with two cards, e.g. 10 and a Queen. The next highest score is a 5-card
trick. which may be any five cards which do not exceed 21 in total.
Pontoon with any card permutation is the third high score. If none, of
the above exist then the highest score wins. Where the bank’s total
equals that of a player then the bank wins.

The game continues until each player has lost all available cash or
until the bank is bust. ‘Q’ for Quit may be used to end a game
prematurely.

This program shares many lines with the following card games.
The routines common to all should be entered first, saved and then
the remainder entered.

*CARD CUORE?

P70 REM Frixx GENERATE PRPACE <00 004
OOeo FOR suit=1 TO 4

QOOS FORE car=1 TO 13

190910 packsuit, car)"CHR$(5uit+225)
10015 IF car<1il AND car>1 THEN pac$(suit
,ca1)=pac$(5u1t,cal)+STF$(ca1)

10@164 IF car=1 THEN pac$(suit,card)=pac$(
suitycar)+" A"

10020 IF car=11 THEN pac%(suit,cari=pac$
(suit,card>+" J"

10925 IF car=12 THEN pac$(suit,card)=gac$
(suit,car>+" "

10030 IF car=13 THEN pacs(suit,cari=pac#
(suit, car)+" K"

19075 NEXT car

100d® NEXT suit

100d% RETUREN

10490 REM »xerxxk SGHUFFLE PACE <Sd<{d(01
loSeo FOR n=1 TO 5

19205 padnm)=niaviny=l

10519 NEXT n

19515 FOR a=1 TO Za@

10520 ni=INT(END(1>*51)+1

10525 nZ=INT(RND(1) *S1)+1

182530 cc=palnl)

10535 padnld=palnz)

1054@ pa(nZdr=cc

10545 NEXT a

19556 RETUREN

E4
1
1
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10390 REM >3»ririxi DREAW CARD {00000
19995 PRINT CHR${Zd);

11006 LOCATE cx—-l,cy

11005 PAPER ©:PEN 1:PRINT CHR$(Z3I0);:FOR
=1 T S:PRINT CHR$(ZZd)3;iNEXT z:PRINT

CHRE$ (231D

1119 LOCATE cx—1,cy+1

11020 PRINT CHRE$(Z3d);:PAPER 1:PEN @:PRI

NT RIGHT$(pach(suit,car),=;

11621 IF LEFT$(pacs(suit,car),l)=CHR$(ZZ
7y OF LEFT$(pacs(suit,car),1)=CHRE$(ZZ)
THEN PAPER 1:PEN Z ELSE PAPER 1:PEN @

11022 PRINT LEFT%(pac$(suit,car),1);:PAP

EF @:PEN 1:PRINT CHR$(143);CHR$(143) ;CHR

% (235D

11@2% LOCATE cx—1,cy+Z

11030 PRINT CHR$(ZId);:sFOR ==1 TO Z:PRIN

T CHR$(1dZ) 3 sNEXT = iPRINT CHRE$(ZID)
11335 LIOCATE cx—1,cy+3>

11040 PRINT CHR$(Z3d);CHR$(143) ;CHRE$ (143
y3:IF LEFT$(pack(suit,cary,1)=CHR$(ZZ7)

N PAPEE 1:PEN Z:ELSE PAPER 1:PEN @

11945 PRINT LEFT$(pac$(suit,car),1);:PEN
1:PAPER @:PRINT CHR$(143);CHRE$(143) ;CHRE

$(2I5)

119050 LOCATE cx—1,cy+d

11055 PRINT CHR$(234)3:FOR z=1 T S:PRIN

T CHRE$(1d3) 3 sNEXT z:PRINT CHRE$(ZIEE0
11060 LOCATE cx—1,cy+o

11065 PRINT CHRE$(Z34) ;CHR$(14AZ) jCHE$ (143

> 3CHR$(143) 5 :PAPER 1:PEN @:PRINT RIGHT®(

pac$csuit,car),2); :PAPER @:PEN 1:PRINT C

HRE$ (235)

11970 LOCATE cx—1,cy+6&

11075 PRINT CHR&(2IZ);:FOR z=1 TO S:PRIN

T CHR$(ZZE) 3 sNEXT =z :tPRINT CHRES$(ZIE)

11976 SOUND 1,100,2

11020 RETURN

11170 REM »>>»>> DRAW CARD BACE <<
11200 LOCATE cx—1l,cy*PEN 3

117205 PRINT CHR$(ZI&);:FOR n=1 TO S:PRIN

T CHE$(Z2d®) ; :NEXT wiPRINT CHR&(Z37)

1121@ FOR nn=1 TO S:LOCATE cox—1,cy+nm
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11215 PRINT CHR$(Z242);:FOR n=1 TO :'PRIN
T CHE$(Z2dd) 3 tNEXT wiPRINT CHRE$(Z4Z
11220 NEXT on
11225 LOGCATE cx-1,cy+&:PRINT CHR$(Z239) ;¢
FORE n=1 TO S:PRINT CHRE$(241) 5 :NEXT n:PRI
NT CHR$(ZZ2)
11226 SOUND 1, ,300,2
11270 PEN 1 FETLIEN
16990 REM »x>» sxr CHARACTERS <4044
17000 SYMROL G0 2ES 205, 255,255,255, 2
25,255

17005 SYMBOL 225,285,255, 255,255, 255,255
y 2TT, Q@
1701@ SYMBOL 23@,0,63, 127,127,127 ,127,1%
7,127
17015 SYMRBOL 231,0,252,254 254,254,254 2
Sl 254
17026 SYMBOL 232,254,254 ,254,254,254, 254
y 222,0
1702% SYMRBOL 233,127,127 ,127 ,127,127 ,127
s 63,0
170260 SYMBOL Z3d4,127,127,127,127,127,127

127,127
17@ q SYMBOL 23%,254,2%49,254,254,254,254
y 25d , 254

17040 SYMBOL Z236,0,635,106,8%,106,32%, 106,

1704% SYMBOL 237 ,0,252,170,56,170,26,170
y S

17050 SYMBOL 232,170,836, 170,526,170,26,25
2,0

17055 SYMBOL Z25%,106,235,106,235,106,25,63
'@

17060 SYMBOL 2d40,0,255,170,85,170,25,170
y 55

17965 SYMBOL 2d41,170,85,170,85,170,85,25
S,0

17070 SYMROL 242,106,35,106,535,106,35,10

£, 55

17075 SYMEOL 2d43,170,36,170,56,170,86,17

@ ' =e
17020 SYMEROL 2dd,170,85,170,85,170,85,17
?,35

‘Card core’ should now be saved separately for use in other card games.



98 Sensational Games for the Amstrad

LaniR o lRY LR VY RN v A £ I S 5 B N I

S

FEM << PONTOON ANDY
DEFINT a-=
DIM padSZ),av(Sz),pack (3, 135)
DIM cxcd)y,cy(d)
DIM vocdd),pl )
DIM plc(3,S9) ,bc(S)
DIM mo(Z) ,p%C2)
SYMBOL AFTER 227
GOSUER 17000

GOSUER 1150
mo(l1H=100imo(Z)=100imc=500
cc(l)=2@icc(2r)=2T1cc(3r=£
pldiy=1ipl(2)=1

GOSUR 10000

GOSUR 10509

CLS:IF np=1 THEN pl{2)>=0
IF pl1(1>=0 AND pl{Z)=0 THEN
IF pl(1)=0 THEN kLe(1l)=0

IF pld2)y=0 THEN he(Z)>=0
GOSUR 12000

cx(ly=158 (]
cy(1)>=51cy(2)=5

hx=2thy=5

GOSUR 13500

FOR g=1 TO np

IF pl{gr=0 THEN 55

GOSUR 14000

GOSUER 13000

NEXT g

cex=huicy=hy:FOR g=1 TO nc
GOSUUE 11200:cy=cy+Zicx=cx+l
GOSUR 16000

/ JIM i

y CCCED

SO0

INEXT g

FOR g=1 TO np:IfF pldgr=0 THEN &0 of

cy=cy(qricx=cx{g)
cy=cy+tZicu=cu+l

GOSUER 1&500

GOSUR 1800

CR{YI=CR%

NEXT g
cx=hu+l i cy=hy+21GOSUR 11100
GOSUR 11200

GUSUR 14500

FEM >rrr»rikirx SCORE LOGIC <004
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93 IF wp=2 THEN 94 ELSE IF sc(1)>>21 THEN
pECLI="L"21GOTO 1350

94 IF sc{id»21 AND sc(Z)>21 THEN p$(l)="
L"sp$(2)y="L"i1GOTO 150

IS FOR w=1 T nc

100 cx=huicy=Chy—-2)+wk

105 plce(Iywi=hc(w)

119 GOSUR 17000:GOSUR 11000

111 hx=hx+l

115 NEXT w

116 bu=cxibhy=cy

126 FOR w=1 TO nc

125 ple(3,wl)=hc(w) iNEXT w

130 g=3inoc(3r=nctcx(I)=hxiGOSUE 12000
135 IF sc(3I)<1& THEN GOSUB 11leoo ELSE GO
TO 150

136 hu=hx+lshy=hy+2iplc(3,nc)=bc(nclrig=3a
fex=hxicy=hytw=nciGOSLUR 13000:GOSUER 1100
@

137 noc(Z)=nc:GOBLER 12000

1d® IF wnec=% THEN 15@ ELSE GOTO 1335

145 f=(REND{1)%#2)+17:IF sc(3><f THEN GOSLU
B 11100:GOTD 136

1520 g=1

151 IF pligr=0 THEN Z0o

152 IF scdgd>»21 THEN ps(g)="L":GOTO 200
153 IF sc(3)>»21 THEN p$(gy="W":GOTO 200
160 IF ne=S AND noc(gl>=%5 THEN p$(gr="L":
GOTO Zao

162 IF vnioc(gy=% THEN p$(gq)="W"iGOTO 200
163 IF ne=S THEN ps(gr="L":G0TO Zoo

164 IF sc(3)rsc(g) THEN p$(gy="L"1GOTO X
o0

165 IF sc(3)=21 AND nc=2 AND sc(g)=21 AN
D moc(gy=2 THEN p$(qd)="L":1GOTO 200

17® IF noc(qgy=5 AND nc<S THEN ps(gr="W":
GOTD 200

175 IF scdqgy=21 AND noc{g)=2 THEN p$(gd=
"W GOTO 200

120 IF sc(g)rsc(3) THEN p$(gr="W":GOTO =
(410]

125 IF scCgr=sc(3) THEN ps(g)="L":GOTO =
oG

186 IF sc(3drsc gy THEN ps(gir="L"

200 IF wnp=2 AND g=1 THEN g=Z:GOTO 151
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2@1 IF wnp=1 THEN ZZ5

05 IF psCiy="L" AND p&(2)="L" THEN =50

221G IF p$Cir="W" AND p&(Z)="W" THEN 200

215 IF p$(1)="W" AND ps(Z)="L" THEN €00

220 IF p$Cir="L" AND p$(Z)="W" THEN &30

225 IF psdlor="W" THEN 400

270 IF p$dl)="L" THEN 430

2d4@ END

I95 REM »rrrrkeikr PLAYER WIN Ll 0400

400 mc=mc—he(l)

doS mo(ldy=modld)+he(l)*

doe GOSUER 23000

d41@ IF mc«1 THEN 7%@

411 GOSUR 17000

412 LOCATE 1,25:PRINT"Player wins" :GUOSUR
17500

415 GOTO Zo

dd% FREM »xrskExrrr BANK WIN {00004
150 mc=mc+he(l)

d=1 GOSUE 19000 :GOSUER 23500

452 LOCATE 1,25:PRINT"Rank wins'":GOSUE 1

FEO0

453 IF mod1)y<1l THEN pl(l)r=0

4SS GOTIH Z0

A3 REM »rxesy»ersik BOTH WIN {00004

500 modly=mo(l)+he(l)*2

SO5 mol(Z)=mo(Z)+he(2)*2

D06 GOSUR 25000

510 mc=mc-he(l)—hbelZ)

515 IF mc<l THEN 7350

S1é& GOSUR 19000

SZ29 GOTD 20

=45 REM rrrareasrl RBOTH LOST L4 000C04

550 mc=mct+he(l)+he(2)

=51 GOSUR 190001 GOSUR 23500

553 IF mo(lh<l THEN pldl)=0

554 IF mo(2)<1l THEN pl{Z)=0

S55 IF pl(l)=0 AND pl(Z>=1 THEN LOCATE 1
, 23 :PRINT "Player & loses"”

S6® IF pl(l)=1 AND pl(2)=0 THEN LOCATE 1
, 2S5 iPRINT "Player 1 loses"”

D65 IF pldl)=1 AND pl(z)=1 THEN LOCATE 1
,Z5:PRINT "Both players lose"

SE6 GOSUR 17500

70 GOTO zZe s
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S95 REM »rexrrrixr PLAYER 1 WIN <0000
60D mc=mc+he(2)

&05 mo(ld=mo(l)+he(l)*Z

&1d mc=mc—he(l)

&11 GOSUR 23000

&ld IF mo(2)<1l THEN pl(Z)=0

615 IF me<l THEN 750

616 GOSUR 135000

&£17 LOCATE 1,25:PRINT"Player 1 wins":GOS
B 139500

€20 GOTOa Zo

45 REM »xrrrxr PLAYER 2 WIN <0000 0L
£SO me=mc+he(l)

&55 mo(Z)=mo(Z)+he(2)*z

&£60 mc=mc—he(2)

£61 GOSLIB ZT000

&4 IF mo1)<1l THEN pl(l)=@

&S IF mc<l THEN 750

&66 GOSUER 13000

£67 LOCATE 1,25:PRINT"Player Z wins":GOS
UE 137500

&70 GOTO 20

745 REM »3rrrErk BANE BROKE < 00000004
750 GOSUR 137000

755 LOCATE 1,25

7660 PRINT"Well dove,you hbroke the kank”
761 GOSUR 23000 :GOSUR 21000

765 GOSUR 19500

779 CLS

775 PRINT"PLAYER 1:"jmo% (1)

720 IF wnp=2 THEN PRINT"PLAYER Z:"j;mo(Z)
25 GOSUR 19500:GOSUER 19300

739 GOTO 10

11490 REM #3:»x» NUMBER OF PLAYERS <<<<<
1150 MODE 1:WINDOW #3,32d4,d@,25,25:INK 1
, 261 INK 2,6:BORDER @:INK @,@:INK 3,1d
11501 LOCATE 15,1 iPRINT"PONTIDON"

11505 PRINT:INPUT "1 or 2 players "jnp
1151¢ IF np<>1t AND wnp<>2 THEN 117500
11515 FOR g=1 TO npipldgy=1:NEXT g
11520 EETURN

11990 REM >>>xxk DEAL CARDS {4444
12000 FOR g=1 TO np :

12005 c1=(END(1)*¥51)+1

12015 IF av(cl>=0 THEN 120035



102 Sensational Games for the Amstrad

1z0z0 av(cl)=0

12025 plc(g,1)=cl

12020 NEXT g

12075 cl=(END(1)*T1)+1

12945 IF av{cl)y=0 THEN 12035

12050 av(cli=d

12055 he(ld)=c1

12060 nocd(l)=linocc(Zr=1inc=1

12065 RETURN

12990 REM »x>»»> DECODE CARD <<
13®0® sui=plc(q,wd)/13scar=plc(g,w) MID 1

tIF car=® THEN car=13

1 205 IF suix® THEN suit=1

1201® IF suixl THEN suit==<

17015 IF suix2 THEN suit=3

12020 IF suix*3 THEN suit=d

13025 RETUREN

12490 REM »rxrx> DEAW SCREEN OO0
I5ee LOCATE 1,3:PRINT "BANE","PLAYER 1"
s IF vip=2 THEN PRINT"PLAYER 2”

1 2505 LOCATE 14,21 :PRINT"EBeti":1IF np=2 T

HEN LOQCATE 27,21 :PRINT"Ret:"

13519 LOCATE 1,2Z2:PRINT"£":LOCATE 14,2Z2:

PRINT"L£" s LOCATE 27,22iPRINT LY

13515 LOCATE 1,21 :PRINT"RESERVES" :LOCATE
1,20:PRINT"Total:":LOCATE 14,Z@:PRINT"T

otal:":IF np=2 THEN LOCATE 27,20:PRINT"T

otals"

13820 EETURN

13990 REM »xrxk>kkx DEAW HAND <{<{40004
14000 cx=cx(gricy=cy(q)

14005 FOR w=1 TO nocdg)

14@15 GOSUR 17000

1doZeo GOSUEB 11006

14025 cy=cy+2icx=cx+1:NEXT w

14930 LOCATE cc(gd~S, 22 PRINT mo(q)
14035 REETURN

14490 REM »5xreikyx STICK {00400

145060 FOR g=1 TO npilfF pldgr=0 THEN 14%5

&

14501 cx(gqir=cx{gr+1

145605 LOCATE 1,25:F0OR n=1 TO 3I9:PRINT "
"5 INEXT n

14307 LOCATE 1,25:PRINT"PLAYER "jq3",";:
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PRINT CHR$(Zd)>;"S" ;CHR$(24)3"TICK ";CHES

(243" TY;CHR$(24) 3 "WIST" ;

14503 PRINT " ";CHRE$ (24> 3" jCHR$(2d4) ;" U

IT ";CHR$(Zd) 3 "B" jCHRE®(2d) 3 "UY"

14510 a$=INKEY$:as=LUPPER$(as):IF as="5"

OF a$="T" OF a$="E" OR a$="0" THEN 14311

ELSE GOTO 14310

14511 cu=culgricy=cy(gr+{(Z*¥noc(qg)?

14512 IF a$="R" THEN GOTO Z0@00

14513 IF a$s="0" THEN END

14515 IF a$="S" AND sc(g»>15 THEN GOSUB

15000 cx=cxu+1:GOTO 14526

14520 IF a$="T" THEN GOSUE 15500:cx=cx+l

fox(gr=cxlgo+l

14523 GOSUR 135000

14524 IF sclgy=x21 THEN LOCATE cc(g),20:P

FRINT"BUST" :GOTO 14526

14525 IF noc{gr<»% THEN 14510

14526 NEXT g

1d45Z0 RETURN

14939 REM

15000 GOSUR 12000: LOCATE cclg),20:PRINT"
"ILOCATE ccdg) ,20:iPRINT sc(g):RETURN

1549 REM >r3>rkzxr TWIST (400000404

15500 c=(RND(1)>*S1)+1:IF av(cy=0 THEN 13

S00tavicr=0inoc(gr=noc{gr+l

15510 plclg,noc{gdd=ciw=noc(q):GOSUE 130

@O :GOSUR 11000 :RETURN

15990 REM »>»x:xx» PLACE BETS <d<{<004L

16000 LOCATE 2,22:PRINT mciFOR g=1 TO wnp

16001 IF plgr=0 THEN 1&0Z0

16005 LOCATE 1,25:FC0R n=1 TO 3I9:PRINT" "
$ INEXT n

16016 LOCATE 1,25:PRINT"PLAYER "j5q3"Your
et (£ “;

16011 INPUT #3,be(qgy:IF he(gr<l THEN 1&
(917331

16012 IF helqgdrmo(g) THEN 1£005

164015 LOCATE cc(yg) 21 :PRINT hedyq)

16016 LOCATE cedlyg) 22 PRINT" "

16017 mo(gr)=mo(qr—hedy)

16018 LOCATE celgp-d,22:PRINT" "1 LOCAT
E cc(g)—5,22:PRINT mo(q)

16020 NEXT g
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169040
16470
16500
16505
16510
16515
16520
16525
17025
17500
17505
17510
1797@
12006

126005

RETLREN

REM >»%% DEAL ANOTHER CAED
c=(RND{1)*51)+1

IF av(c)r=0 THEN 16500
pledg,moc(gr+id=ciav(c)r=o
noc{gy=nocgr+l

w=no ¢ (g GOSLIR 17000:GOSLUE 11000
FETURN

FETURN

GOSUR 15000

IF sc(agr=21 THEN END

RETUREN

REM rrexxsxk> PLAYER'S SCORE <4<
sc(qr=0tac=0iF0R =z=1 TO vioc(g)iw=z

GOSUR 13000:1F RIGHT$(pacH(suit,ca

") 2y=" K" OR FRIGHT$ (pack(suit,car),=Z>="
oY OR RIGHT$(pac$(suit,car),2)=" J" THE
N sc(gr=sc(gr+1o

RSB

EN ac=

12015

IF RIGHT$(pac$(suit,car)r, =r=" A"TH
ac+1:GOTO 12020
sc(qr=sc{y>+VAL(RIGHT$ (pac$(suit,c

ard <

1zoza

1zez1

NEXT z:IF acr® THEN GOSUR 13200
LOCATE cc(oq) 20:PRINT" "I LOCATE

cc{q) 2@:PEINT sc(ygd

12025
18130
153200

R PO

RETILIRN

FEM 53>»>» ACE IN HAND <000
FOr r=1 T ac

IF sc(gr+11321 THEN scl{gr=sc{gr+l

ELSE sc(gr=sc{gr+11

Zzed
123205

170600

NEXT
GATO 12021
LOCATE 1,2S:F0OR a=1 TO 39:PRINT™ "

3 INEXT aiRETURN

19500
17370
20000
171 Te
20005
20016
20011
20012
20015
Zoa1d

IF mo{gr~heCqgy THEN 145435
helqi=heqlr*2
mo{qr=molgr—he(q)/2

GOSUER 15500

LOCATE ce(g),Z21:PRINT" "
LOCATE cc(q),21:PRINT hedqg)
LOCATE cc(gr—S, 22 PRINT" "
LOCATE cc(gy=5,22iPRINT mo(qg)
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ZOGZH cx=cx+liongry=cx(gr+l

200Z5 GOTO 14513

21990 REM 33> END OF GAME <4<l
2006 GOSUR 1?@@@-LHCATE 1,25 :PRINT"ALL
Player's money gone'

Z2O01 FOR so=10@ TO 500 STEP S

22002 SOUND 1,s0,2:NEXT so

22005 GOSUR 19500:GITO 10

ZE990 REM rrrixr WIN SOUND <0000
ZT000 FORE so=300 TO 100 STEP —-10

SOUND 1,s50,1

NEXT so
FETLIEN
FEM = »r LOSE SOUND <00
2I500 SOUND 1,200,220

ZITEGS SOUND 1,0,10

TEIS1G SOUND Z,me 3@

23515 RETUREN

Now *MERGE?' the 'CARD CORE® routine. - -«



Nothing for a Pair

Here is the computer version of the card game featured in a well
known TV programme.

Each player starts with £150 and eleven cards are dealt out face
down.

The first is turned over and a bet is requested. The bet can be
anything up to the player’s total holding. When the bet has been
placed, ‘higher’ or ‘lower’ will be requested. If this is correct then the
bet is paid evens. If the guess is wrong or the card is the same value
then the stake for that card is lost. This then continues until all the
cards have been turned and a new game can then be played.

The ‘High Score’ subroutine should be merged with this program to
provide another competitive dimension or simply to record how well
you perform from one game to the next.

Since this game shares many lines with the Pontoon listing, these
have not been re-listed. To complete entry of the game the ‘Card
Core’ should be loaded first and then the additional lines for Hi-Lo
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ntered. The ‘Card Core’ is also required for the next game, so

do not rub over it!
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REM <<« HI-LO ANDY / JIM ik
REM
DIM pa(SZ),av(SZ),pac$d (5,130 ,hc(11)
DIM cx({11),cy(1l1)
hi=@:gam$="Hi-Lo"taddyr=2d49%7

BORDER ©
SYMROL AFTER 2273
GISUB 17000

MODE 1:INK 1,Z63INK 2,63 INE Z,1d4:INK

)

WINDOW #3,32,40,2%5,25

PEN 1

LOCATE 1d4,17:PRINT"HI - LOY
GIISUB 10000
GOSUER 10500
GOSUR 11500

LOCATE 11,19:PRINT"Stake:”
LOCATE 11,20:PRINT"Totals"
LOCATE 27 ,17:PRINT"Hi-score"
tot=150
he=0
GOSUR 13500
GOSUR 14Z90

c=1

cu=cx(cricy=cy(c)
GOSUR 13500

IF ¢c=11 THEN 25000
pledliyid=hc(crig=1liw=l
GOSUE 13000:GOSUER 11000
GIIsSUB 14000

GUSUR 156000

GUOSLR 13500
cH=cn{c+ldicy=cy(c+1)
plc(li,1d=hc{c+l)y:ca=car

g=1tw=11GO5UR 13009

GISUR 11000
= IF cav>ca AND a%="H" THEN 1&6500:GOTC
0]
® IF car<ica AND a%="L" THEN 1&£500:GOTO
]
5OGOATO 16000

@ GOTO 79

o~
b
-

n
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11499 REM >>2xkx>» DRAW CARDS <4<o400404
1156060 RESTORE 11S25:FOR a=1 TO 11
11565 FREAD cx(a),cyla)

11506 cu=cx(a)icy=cy(al

11519 GOSURB 11200

11515 NEXT a

11529 RETUREN

11525 DATA 2,1,10,1,18,1,26,1,34
11530 DATA =2,9,1@0,7,13,9,26,7,3d
11535 DATA 2,17

12990 REM Hr»ke> DECODE CARD <0004
13000 sui=plclg,wr/13icar=plc(g,w) MID 1
J:tIF car=0 THEN car=13

IS IF sulx® THEN suit=1

1319 IF sui>l THEN suit=Z

Io15 IF suixz THEN suit=3

FTOZO IF suixZ THEN suit=d

12025 RETURN

134360 REM >x> PRINT HI, TUTAL BET Ry
135060 LOCATE 17,19: PFINT

17501 LOCATE 17,19:PRINT he

1Z5ed4 LIOCATE 17,2®:PRINT " "

13505 LOCATE 17,20:PRINT tot

TEe3 LOCATE 28, 128:PRINT " "

I51G LOCATE 28, 18:PRINT hi

3515 RETUERN

13990 REM »r>>x:» PLACE BETS <<L4400044
1400@ LOCATE 15,24:PRINT"You have f"s;tot
14001 LOCATE 15,25:PRINT"What is your he
g

14005 INPUT #3,he

14019 IF he<1l OR hextot THEN 140035

14®15 tot=tot-heiGOSLE 13500

149020 RETUEN

14490 FEM »»s» GENERATE CARDS <4404
14500 FOR a=1 T 11

14505 c=INT(RND(1>*51)+1

14510 IF av(c)r)=0 THEN 11505

14515 bhc(ar=palc)

14520 av(cr=0

14525 NEXT a

11530 RETLUREN

14990 FREM »rxzxxs HIGHER / LOWER <<<<<<
15000 LOCATE 15,251F0R h=1 TO Z53:PRINT"

-

[y

-
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"3 INEXT b

12091 LOCATE 15,Z4:F0OR a=1 TO ZO:PRINT"
"3INEXT A

15005 LOCATE 15,25 :PRINT CHRE$(=2d);"H" ;CH
Fe(zdd);"igher / ";CHR$(Zd);"L"3CHRE$(Z2d);
"ower"

D01e a%-INPEY%'a$=HPPEP$(a$)

12015 IF a$<x>"H" AND a$<:>"L" THEN 15010
1S0260 RETUREN

5970 REM sr LOSE {44
16006 SOUND 1,300, Z2O:80UND 1,0,10

1£@1® SOUND 1,500,400

16020 IF tot<l THEN 24000

166025 c=c+1:GOTO 7@

163960 REM »rrriiirizr WIN 0000000000
165060 FOR so=%00 TO Zoed STEP —-10

] 'S'

S

,<~
i

16505 SOUND 1,s0,2:NEXT so
ltle tot=tot+hexl

162320 c=c+1:GOTD 70
17035 SYMROL 226 ,56,56,254,254,25d, 16,56

3@

17030 SYMBOL 227 ,16,56,12d4,25d,124,56,16
y @

17095 SYMBOL 228,103,254 ,254,254,124,56,
1&,@

171060 SYMBOL 229,16,%96,124,254,2584,16,56
) 0

17105 MEMORY Zd49397:GOSUR Z9500

17110 RETURN

19500 FOR t=1 TO J00@:NEXT t:RETURN
23990 REM >>x»x>» HIGH SCORES <444
25000 IF totir hi THEN hi=tot

25005 sc=tot:GOSIUE (0000

2501 GOTO 1o

ZEIGO REM FriErrid NO MONEY LEFT <<

26000 LOCATE 1S,25:F0R a=1 TO 2S5:PRINT"
3 SNEXT a

Z600S LOCATE 15,25 :PRINT "Fun out of mon

ey '

ZE@Q1o GOSUR 1950@:GOTO 1@

Now *MERGE' the 'INKEYS® , the

"HIGH SCOREY' and the 'CARD CORE?. . .
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Concentration

Find the Pair

This deceptively simple game requires a good memory and of course
great concentration.

Each player has one turn to select two cards. If they match then
they score and are removed from the screen. The next player then
tries to find a pair until all the cards are gone. The winner is the one
who correctly matched the most pairs.

In some card versions of this game a successful playerisallowed to
turn over another two cards. However, the game plays better in this
12-card version if one player cannot clear the decks so quickly.

Since the game requires a pack of ‘micro cards’ together with the
shuffle routines, these can be merged from the earlier listing. Once
again you will have a very comprehensive program which makes full
use of the memory, without having to type in more than is necessary.

Here is a money raising tip. Those readers who are involved in
raising cash for charities or school funds may like to consider how the
micro can help. Concentration could be used as a fund raiser, just as
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many other programs featured in the book can. Simply set up your
computer and charge visitors for the privilege of pressing the buttons!

1 REM << CONCENTREATIUN ANDY/JIM 5>>
2 REM

19 CLEAR

20 DIM pac$(S,13),cc(I),s5cCZ)

30 DIM pa(S2),av(ad)

d® DIM cx(12),cy(12)

=@ DIM ca{lz) bc(lz)

€@ DIM ple(l,2),ac(la)

70 SYMBOL AFTER =223

oo GUOSUR 17000

@ CLS:GOSUEBR 10000

100 INK 0,0:BORDER @

119 sc(1)=0:sc(2)=0

120 GOSUR 10000

130 GOSUR 10500

135 PAPER @:PEN 3

140 GISUR 11560

150 GOSUR 1z000

160 FOR a=1 T 1Z:iac(a)=1:NEXT a
179 WINDOW #3,18,d40,25,25

120 p=1

190 GOSUR 14500

200 GOSUR 13500

21o GOTO 14000

220 IF p=1 THEN p=2 ELSE p=1

230 GOTO 170

11295 REM »»rrrerr ERASE CARD < {{<<0(L<
11300 LOCATE cx—1,cy

11365 FOR y=1 TO 7

11710 LOCATE cx—1,cy+y—1:PRINT " "
11315 NEXT vy

11320 RETUREN

11490 FREM >r»ixrr GENERATE CARDS <<%
115060 RESTORE 11570:F0R a=1 TO 12
11501 cadar=1:NEXT a

11504 FOR a=1 T 12 STEP =

11505 READ ci,c?

11510 c=(RND(1)*11)+1

11515 IF cadc)y=0 THEN 11510

11520 heCcy=clicalcHr=0

11525 c=(RND(1)»*11)+1

11530 IF calcHy=0 THEN 113523
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115335 heodco)=c2ical(cy=0
1154 NEXT a
115d4% FOR a=1 TO 1z
11550 FEEAD cx(alr,cylad
11555 NEXT a
11560 RETLFEN

1270 DATA 1,14,2,15,3,16,4,17,5,158,6,17
11550 DATA 2,1,10,1,15,1,26,1
115285 DATA Z,9,10,9,18,9,26,'%
11599 DATA 2,17,10,17,12,17,26,17
11990 REM »ixrrui DFAw SCREEN a0
12000 MODE 1:INE 1, ,262INK 2,63INE 3,1d
1zood FOR a=1 TO 12
12005 cx=cuxla)icy=cylal
12010 GOSUR 11200
12011 LOCATE cxday+l,cy(ar)+7:PRINT &
12015 NEXT a
1zozo LOCATE Z5,3:PRINT"Score 1"
12025 LOCATE 33,&:PRINT "Score 2¢
12030 LOCATE ZZ2,15:PRINT "Player 1"
12035 LOCATE Z2,17:PRINT "Player ="
12z6de RETUREN
12990 REM x>z DECODE CARD <<l
12000 su=plc(g,wd)/13icar=plc(g,w) MID 13
tIF car=0 THEN car=13
13005 IF sux@ THEN suit=1
12010 IF suix1 THEN suit==Z
13015 IF sux2 THEN suwit=3
12020 IF sux3 THEN suit=d
13025 RETURN
13499 REM >5x3kkrr INPUT NUMBER <0000
13500 LOCATE 1,25:F0OR a=1 TO Z@:PRINT "
"3 ENEXT a
135604 LOCATE 1,Z5:PRINT"Enter first No."

I
135@5 INPUT #3,n1
51@ IF ni<l OR nl>12 THEN 13505
ﬁqll IF ac(nl)=0 THEN 1350%
A313 plodlyld=hcdnldig=1iw=1
13520 GOSUR 13000 cx=cx(nl)icy=cy(nl)
IE25 GOSUR 11000
333@ LOCATE 1,2Z5:PRINT"Enter second No-

n .
'

13535 INPUT #3,n2
13540 IF n2<d<l OR n2>12 THEN 13535




Concentration 113

132541 IF ac(nz)=0 THEN 13335
13545 plcedl,2r=hc(nZ)ig=liw=L
13550 GOSUR 13000 ce=cx(nz)icy=cy(na)
GOSUR 11900
FETURN

FREM >wrrrsx CHECKE PAILR 444040404
14000 g=1:1w=1:GOSUR 13000
140605 cal=car:q=1:w=2:1GASLR 13000
1d@10 caZ=car
14915 IF cal=caz THEN 15000
14026 LOCATE 1,2%5:FO0OR a=1 TO J@:PRINT"
s INEXT a
14025 LOCATE 1,25:PRINT "Cards do not ma
tch"
11030 GUSLIE 19500
14035 cx=cx(nl)icy=cy(nl)
1d@de GOSUE 11200 cx=cxi{nZ)icy=cy(nd)
14945 GOSUR 11200 :GATI 226
13499 FEM =rr>»» PRINT SCORES <0004
14506 PEN 1:LOCATE 33,4:PRINT sc(l)
14505 LOCATE Z3,7:PRINT sc(z)
14510 IF p=1 THEN LOCATE 3&,13:PAPER 1:pP
EN @:PRINT “"Player 1":PEN 1:PAPER @:LOCA
TE 3IZ,17:PRINT "Player 2"
14515 IF p=2 THEN LOCATE IZ,17:PAPER 1:P
EN @:PRINT "Player Z":PEN 1:PAPER @:LOCA
TE T2,1%:PRINT "Playey 1"
11520 REETLUREN
14970 REM = PATR FOUND <0004
15000 LOCATE 1,2%:F0R a=1 TO IZOIPRINT "
"3 INEXT a
15005 LOCATE 1,2S5:PRINT "Pair found”
15006 ac(nl)=0iac(n)=0
15007 FOR so=500 TO 166 STEP —1@:SOUND 1
s 50, 1:NEXT so0
15010 GOSUR 135200
15015 cx=cx(nld)icy=cy(nl)
15020 GOSUR 11300 cx=cx(nZ)icy=cy{(ni)
15025 GOSUB 11Z00:sc(pl)=sc(pr+d
15030 IF sc(ld)+sc(Zy=30 THEN 15500
1SO3S GOTD 220
15390 REM >xwrrsx END OF GAME <0000k
15500 CLS:PEN
15505 PRINT:PRINT "Player 1 scores"jsc(l
)
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15510
bl

13515

PRINT:PRINT "Player & scores:"

PRINT:PRINT:LOCATE S5,1@:PRINT

s 'SPACE?' for another game,"

15520
n
Lol s —
15525
18530

(P PR ]

15540
17085
19500

LOCATE 19©,1Z:PRINT "oy &7 to

a$=INKEY$

IF as$=" " THEN 1@

IF as="@Q" OFR a$="g" THEN END
GOTID 15525

FRETURN

FOR t=1 TO Z000:NEXT tiRETURN

Now 'MERGE'® the 'CARD CORE? routine

jsc(e
"Pre

guit
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Micro Mind

Colour Your Reasoning

Versions of this well known and widely enjoyed game can be found
on all microcomputers. In writing this implementation of the game,
care has been taken to produce a good looking layout that makes
play enjoyable.

The object of the game is to work out what the secret 6-colour
combination is, by placing coloured markers in a row.

The Amstrad will then indicate how accurate the placing was using
little faces:

A happy face indicates the right colour, right place.
A sad face indicates the wrong colour, wrong place.
A straight face indicates the right colour. wrong place.

A joystick or the cursor pad is used to select the colours by moving
an arrow to the colour required. The fire button or copy key then
places it. The next ones are then entered in the same manner until the
row is full and the result is shown.

There are ten chances to guess the correct sequence before each
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game ends. The computer will then display the correct combination
at the top of the screen. This will remain in view to allow analysis of
where you want wrong! Pressing Y or N either starts a new game or
ends the session.

The game can be played competitively by each person aiming to
achieve a lower number of lines to work out the combinations.

10 REM <<< MICROMIND ANDY/JIM
15 REM

20 INPUT "COLOUR CY/N) 7", a$

22 a$=UPPER$(a$)

5 IF a%="Y" THEN gr=0 ELSE gr=1

IO REM

1 MEMORY Id4990:addr=34999

Tz GOSUER 29500

35 GOSUE 11500

36 ou=Iicy=2a
37 PEN 1

4o FOR a=1 T d

45 LOCATE (a*3)—2,2:PRINT CHRE$(143);CHES
(143

dé& NEXT a

=@ n=1:F0OR y=d4 TO 22 STEP Z:LOCATE 1,y:F
OF x=1 TO 9 STEP Z:PRINT CHR$(143);CHRES(
STy 3" " ANEXT x:PRINT CHR$(143) ;CHRE$(DD
2y5in=n+1:NEXT vy

55 try=1

£@ GOSUE 10000

&% GUSLER 10500

70 GOSUR 12500

72 IF as="YYYY" THEN 14060

73 ag=""

75 try=try+1:IF try=11 THEN 1Z000 ELSE G
aTo 65

7349 END

9990 REM »» PICKE RANDOM SEGQUENCE <<«
10000 FOR pla=1 TO 4

10005 n=INT(RND(1)*d)+2

100160 nn(pladr=n

1015 NEXT pla

10020 FETURN

10450 REM »»¥r» INPUT COLOURS <<
10509 IF gr=1 THEN GOTO 10502z ELSE LIOCAT
E 3,2d

10501 FEN Z:PRINT CHR$(143)3:PEN J:PRINT
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CHE$ (143> ;:PEN 4:PRINT CHR$(143);:PEN 3
IPRINT CHRE$(1d4Z) 3 s PEN &:PRINT CHRE$(143);
SPEN 7:PRINT CHR$(143):GATD 160503

130z LOCATE 2,24 :PEN Z:PRINT CHRE$(3d);:
PEN Z:iPRINT CHRE$(3S);:PEN d:iPRINT CHE$(3
&) 3 2PEN S:IPRINT CHR$(3I7);:PEN &:PRINT CH
R&E(I3Y 32 PEN 7:PRINT CHRE$(39)

10505 tu=1

10507 cy=25

10510 LOCATE cx,cy :PRINT """iFCOR t=0 TO
19:NEXT ¢t

10515 LOCATE cx,cysPRINT ™ "

10520 GOSUR 23000

10525 IF le=1 AND cx>3 THEN cx=cx-1
10530 IF ri=1 AND cx<2 THEN cx=cx+l
19535 IF fi=1 THEN 10600

10540 GOTO 10531

10600 pe=cy—1

10605 LOCGATE tx,try*2+2:PEN pe:sIF gvr=1 T
HEN PRINT CHR$(3IZ+pe) ELSE PRINT CHE$(Z3Z
RY)

10610 tx=tx+3ipe(tx/Ir=pe

10615 IF tx=13% THEN RETURN ELSE GOTO 1045
1@

114990 FREM >>>rsrrr DRAW HEAD <<{{{ 0004
11495 SYMBOL AFTER 223

11506 MODE @:INE 1,2d:INK Z,118INK 3,123
INKE d,2d4:INE S,26:5INK 6,631 INK 7,7

11591 PEN 1

11502 PEN 6:LOCATE 2,1 :PRINT"MICROMIND":
PEN 1

11505 MOVE 580,50 :DRAW Sée@,110

11510 DRAW &05,130:DRAW &15,220:DRAW 6135
y 250

11520 DRAW £0%5,290:DRAW S55,320:DREAW 4t

, 320
11525 DRAW 41%5,270:DRAW I95,250:DRAW Z65
200
11530 DRAW 375,195:DRAW 390,190:DRAW 400
,170
11535 DRAW 395, 165:DRAW 400, 160:DRAW 395

, 155:DRAW 100,150

11540 DRAW d0®,1d5:DRAW 395, 140:DRAW I35
, 130

11545 DRAW 400,12S:DRAW 415,120:DRAW d4Z%
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, 110
11550 DRAW 430,95 i DRAW ‘1(/-,_0):!‘1!:1\}'({ die
S0 :DRAW 430,245 :DRAW 410,240
11555 PEN Z:LOCATE 15,10:PRINT CHE$(143)
:PEN I:L0OCATE 16,9:PRINT CHR$(143);:PEN
4:PRINT CHF$(1d43):PEN S:LOCATE 18,10:PRI
NT CHR$(143):PEN &ILOCATE 1&,11:PRINT CH
Fd(1d3)
11560 PEN 7:LOCATE 17,1Z:PRINT CHRE$ (143D
tPEN S:LOCATE 16&,13:PRINT CHRE$(14Z):PEN
15:LQCATE 1€ q=PPINT CHRE$ (143)
11565 SYMEUL S0, 126,255,153 ,255,255,129
, 255,126
11579 RETURN
11990 REM &> PUT PLAYERS COLOUR UP <<
12499 REM »>»> CHECK THROUGH SEQUENCE <<
12500 as=""1tx=2i1PEN 1
12505 FOR x=1 TO d
12510 IF pe(xdy=nn{x) THEN LOCATE tx,try*
Z+Z:PRINT CHR$(ZZd)>;1a$=as+"Y" ELSE LOCA
TE tx,try*Z+Z:PRINT CHR$(ZZD);:as=as+"X"
12511 txu=tu+3
12515 NEXT x
12520 tx=2
12521 do=0
12525 FOR x=1 T 4
12526 IF MID®(a%,n,10="Y" THEN SOUND 1,1
GO, 10:GOT 12550
12520 IF pedxd=nn{l) AND LEFT$(a%,1)="X"
THEN LOCATE tx, try*2+2:PRINT CHRE®(Z50):
SOLUND 1,309,10:do=1
2S35 IF pe(xr=rm(Z) AND MID$(a%,=Z,1)="X
" THEN LOCATE tw,try*Z+ZiPRINT CHRE$(Z50Q)
:SOUND 1,300,100 do0=1
2540 IF pe(xd=nm(3) AND MID&(a%,>,1)="X
" THEN LOCATE tx,try*2+2:PRINT CHR$(Z5@)
:SOUND 1,300,10:do0=1
12545 IF pe(x)=rm{d4) AND RIGHT$(a%,1)="X
" OTHEN LOCATE tux,try*2+2:PRINT CHR$(Z50)
ISOUND 1,300,100 do=1
2544 IF do=0 THEN SOUND 1,450,100
12550 tx=tx+3I:80LND 1,0, --NFXT
12585 RETUREN
12990 REM »:rr> LOSING SERUENCE <44
1Zovo FOR a=1 T 4
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13005 PEN nnda)

13019 LOCATE (a*®Z)-2,2:PRINT CHR$(143);C
HR$ (143

1301% NEXT a

13025 LOCATE 13,1:PRINT "Sorry"

13026 FOR so=100 TO 500 STEP 1©:S0OUND 1,
50 ,3NEXT so

13030 GITO 1d0z1

13990 REM »xr>» WINNING SEGLENCE «<<<<
1d00ao FOR a=1 To 4

14903 PEN wnida)d

14210 LOCATE (a*3)~Z,2:PRINT CHR$(143);C
HR$(1d43)

14015 NEXT a

1doze LOCATE 1d,1:PRINT "Did it":LOCATE
Id,ZiPRINT"in "j5try

140zl LOCATE 14,23:PRINT"Again":LOCATE 1
Iy24:PRINT" (Y / N)»"

1422 FOR a=1 TO 2

14023 FOR so=500 TOd 10@ STEP -30:SOIND 1
y50,3:NEXT so

1dezd FOR so=190@ TO S0 STEP S0:SUOUND 1,
50,2:NEXT so:NEXT a

14025 a$=INKEYS$

1d0Zo IF a$="Y" OR a$="y" THEN 35

14635 IF a%="N" OR a$="n" THEN CLS:IEND
ldodo GOTO 14025

Now 'MERGE® the 'INKEYS® routine. « «
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O’Grady Says

0

%
ey

O'Grady Sayvs: Tvpe This In

As far as | know this is the world’s first implementation of the well
known game, sometimes also known as Simon Says.

This program can be most helpful in teaching the concept of left
and right, but be warned, as it stands the program means irs left or
right, not yours!

You start each game with just one point. The speech bubble will
then announce the action required together with the name of the
person giving the order. If O’Grady says *do it’ then you do it fast! If
O’Riley says ‘do it’ then you do nor! The little chap at the top follows
all commands.

There are four possible actions which you may be asked to do. Up
and Down are actioned using the up or down cursor or joystick as
normal. Left or Right arc obtained using the respective key in
relation to the on-screen character. This means that pressing the left
cursor will actually lift up the chap’s right arm.

This swap has been incorporated to provide more of a mental
challenge. It can be quite a struggle to work out which is left, which is
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right and of course whether O’Grady said ‘do it’. Play the game and
you will see what I mean.

Speedy mental processing is important in O'Grady Says or lack of
action may be taken as intentional. This could mean that you lose
points or, if you are lucky, doing nothing could be just the right
response.

1 REM < Q'Grady says <" > ISSI/JIM/ANDY >

2 REM

100 MEMORY 34970
110 addr=3d972:GOSUR 29500

S06 GDSUR Zo0od

505 sc=0:tu=0

510 REM >rorreiky MAIN LOOP <0000
515 og=INT(RND(1)*x)+1

S16 tu=tu+l

SZ@0 po=INT(REND(1)*d)+1

521 CLS #1

=22 GOSUR Z10d40:GOSUER Z1069:GOSUR Zildae:

GISLIE 211606

S2% IF og=1 THEN PEN #1,d4:PRINT #1,"0Q'GRE

ADY SAYS, "

SE0 IF og=Z2 THEN PEN #1,d:PRINT #1,"0'RI
LEY SAYS,"

S35 IF po=1 THEN PEN #1,5:PRINT #1:PRINT
#1,"MOVE UP":GOSUR Z1000:GOSUR 21020

Sd® IF po=2 THEN PEN #1,5:PRINT #1:PRINT

#1," MOVE DOWN" s GOSIUE 21060 :GOSUER X
1ad@
Sd% IF po=3 THEN PEN #1,5:PRINT #1:PRINT
#1,"UP RIGHT":GOSUB 21000 :GOSUR 21060

5@ IF po=d THEN PEN #1,5:PRINT #1:PRINT
#1,"UP LEFT":GOSUR 210z0:GOSUE 21040
555 t=0
S6p GOSUR 23000
565 IF le+ri+tup+do=0 THEN t=t+1:IF t=d40@
THEN 61@ ELSE GOTOD Z60
=7¢ IF ri=1 THEN GOSUE 21120:GOSUER 21140
S75 IF le=1 THEN GOSUE 21100:GOSUE 21160
S22 IF up=1 THEN GOSUER 21100:GOSUR 21120
535 IF do=1 THEN GOSUB 21140:GISUE 21160
5%@ IF po=1 AND up=1 AND og=1 THEN 2000
535 IF po=z AND do=1 AND og=1 THEN Z0@0
&@® IF po=3 AND le=1 AND og=1 THEN ZQ00
£0S IF po=d AND ri=1 AND og=1 THEN Z0@o
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&1@ IF t=d® AND og=2 THEN CLS #1:PEN #1,

GEPRINT #1,"  WELL DONE  ":PEN #1,d:P

FRINT #1,"0'RILEY"!PEN #1,6:PRINT #1,"SAI

D IT”'sc sc+1:GOSUR 2500

€11 IF t=d4@ AND og=Z THEN FIORE son=3500 T
100 STEP ~-3@:80UND 1,s0m, 1O:NEXT son:GO

TGO &35

1% IF og=2 AND le+ri+do+up< >0 THEN CLS
#1:PEN #1,6:PRINT #1,"WRONG!":PEN #1,d4:P

FINT #1:PRINT #1,"0'RILEY":PEN #1,&:PRIN
T #1:PRINT #1,"SAID IT":isc=sc—1:GOSUR 25

B

16 IF og=2 AND le+ri+do+up<>0 THEN FOR
so=10a TO 200 STEP 10:S0UND 1,s50,3:NEXT
s iGOTO &25

&17 IF t=d4® AND og=1 THEN CLS #1:PRINT #
1," OUT OF TIME!"tsc=sc—13:GOSUR 2500

12 IF t=d4® AND og=1 THEN FOR so=10@ TO

2@ STEP 10:8IND 1,s50,3:NEXT so:GOTO &3

[}

Py

LI N

Pt}

20 CLS #1:PRINT #1:PEN #1,5:PRINT #1,

RONGY "

&21 FOR so=10@ TO S00 STEP Zo:SOUND 1,so0
y LOINEXT so

613 sc=sc—12IF sc<i1 THEN 70®

£30 GOSUE 2500
€35 FOR t=1 TO 1Q00INEXT t

£40 GOTO 515

690 REM 3333 END OF GAME <<
700 CLS #2:PEN #Z,5:PRINT #2,"BAD LUCK
YO MADE IT THROUGH "jtusPRINT #2," TU
RNS. "

79SS FOR t=1 TOQ ZOQOINEXT t

71 CLS #1:CLS #IZ:PEN #2,5:PRINT #2,"POI
NTS"

71% MODE @:GaTO Soo

1990 REM =xxrprr CORRECT <0000
2000 CLS #1:PRINT #1,"CORRECT!"

2005 FOR so=20@ TO 100 STEP -S:SIMIND 1,s
0,3:iNEXT so

2010 sc=sc+1:iGAGHER ZS0@:GUTO &3

2430 REM »»x>>k» PRINT SCORE Qx&\<{<{{
2500 PRINT #2Z,CHR$(Z0) :PRINT #Z:PRINT #
IPEN #2,4:2PRINT #2Z,sc

2505 RETURN




20010
20020
ZOO30
20040
20050
20060
20100
20110
Zoize
20130
Z01de
20150
20160
29170
20120
20190
20210
20220
20230
20240
20250
20260
2O270
20250
ZD2I0
ZOT00
20310
ZOEZ0
Z2OITO
20340
20500
2510
20520
Z2OE3I0
20540
ZQ550
2O5E0
20970
FOSEO
plnialn]
20600
Z2e&1o

O'Grady Says

......................

FEM »orbirriliy soreen Ao Cianais

RESTORE ZQood

FOR n=@ TO 13

KEAD a

INE nya

NEXT

DATA @,26,3,18,24,24,24,3
DATA @,0,0,0,0,0,0,Q

RORDER @:PAPER @:PEN 1:MODE @
WINDOW #1,2,9,3,10

WINDOW #Zz,2,7,1d4,20

PAPER #1,Z:PEN #1,3:CLS #1
PAPER #Z,2Z:PEN #2,3:CLS #Z
PLOT 30,370 ,9:DRAW 232,770
DRAW 292,237 :DRAW Za,237
DRAW S,230:DRAW I0,Z52:DRAW 30,
PLOT 30,19S5:DRAW 292,195
DRAW 292,77:DRAW 20,77

DRAW 30,120 :DRAW 5,20Z:DRAW Zo,
PRINT #Z:PRINT #Z," POINTS"
PLOT d420@,325,5:DRAW 420,250
DRAW 530 ,250,3:DRAW 40,260
PLOT dZ@,32S5:DRAW 530,340
DRAW S5d9,ZASiPLOT 4850,250,11
DRAW dZ0,z2S50:iDRAW 420,260
PLOT 420 ,325:DRAW 430,340
DRAW dzZ0,3&5

PLOT 420 ,325,2:DRAW 200,290
DRAW 420,250 :DRAW D00, 225
DRAW d4370,200

PLOT d20,32%5,10:DRAW 460,290
DEAW d420,250:DRAW deo , 225
DRAW 470,200

PLOT 429,150 ,%:DRAW 430,735
DRAW S30,7%,13:DRAW 540,25
PLOT 430,150:DRAW 330,165
DRAW Sd®,190:PLOT d480,75,1%
DREAW 430 ,73:DRAW 420,35

PLOT 48@,150:DRAW 430,165
DRAW 4Z®, 170

PLOT d42@,150,12:DRAW 500,115
DRAW 420 ,75:DRAW 50@,350

DRAW 490 ,2%

PLOT d&0,150,1d4:DRAW 460,115
DRAW 420 ,75:DRAW 460,30

Z7a

195
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20620 DREAW 470,23

20630 TAG #IZ:PLAT ©,0,5

20640 MOVE d66,3dd:PRINT #3,CHREB (22405
20650 MOVE déé, 167iPRINT #7,CHRE$ (22d) 5

20660 PLOT @,0,0
20670 GOSUE Z10d40:GOSUE 21060
0630 GOSUE 21140:GOSUR 21160

20750 RETURN

21000 INK 11,2d:INK 10,0
21019 RETURN

210720 INK 9,24:INK 5,0
21030 RETURN

21040 INK 160,2d:INK 11,
21050 RETURN

21060 INK 2,2d:INK 9,0
21070 RETURN

21100 INK 15,2d:INK 14,0
21110 RETURN

21120 INK 13,2d:INK 12,0
21130 RETURN

21140 INK 14,24:INK 15,0
21150 RETURN

21166 INK 12,2d:INK 13,0
21170 RETURN

Now 'MERGE?®' the. *INKEYS? routines. =« -




Who's a Pretty Program?

Here are four pretty parrots, each a different colour and each holding
a ‘string’ in his mouth.

When the program runs the parrots will commence pulling the
strings in sequence. The first set will consist of only one pull. Then it
will be your turn to copy the sequence.

The perches of the birds have been arranged to correspond to the
arrangement of the cursor keys. Thus by pressing ‘up’ the top bird will
pull a string, ‘down’ will activate the bottom bird and so on. As usual
a joystick may be used instead of the cursor pad.

The computer produces a sequence which starts off simply but gets
very long. During testing of this program no one was able to
remember more than a sequence of 25. Amnesia usually sets in at
around 12. As it stands the longest sequence that the parrots will
produce is 50 long. If you remember that length then you must have
some sort of photographic memory - or perhaps you are an android!

This simple game can be great fun at parties where all sorts of .
forfeits or penalties may be devised for the losers.



126 Sensational Games for the Amstrad

Z REM << PAEROT ANDY / JIM 5zl
3 KREM
1o SYMBOL AFTER ZZ3:MODE 9
Z DIM no(59)
1% INK @,0:BORDER @3INK 12,14
15 GOSUR 10000:GOSUR 10500
25 sc=Qithi=@
To GOSUR 12500
IS FOR a=1 TO 4
76 IF a=1 THEN PEN 7 ELSE IF a=2 THEN PE
N 11 ELSE IF a=3 THEN PEN 14 ELSE PEN 13

d® GOSLE 11000:NEXT a

=5 po=0w:iCALL &KBBOZ

=& FEM »rrrwkkr MAIN LOOP 00000404

&0 n=INT(RND(1)*3)+1

&2 po=po+l

£33 nodpol?=n

£ GOSUR 1Z50@:LOCATE 1,ZZ:PRINT "My tur

70 FOR k=1 TO po
75 GOSUB 13000
2@ NEXT b

8z CALL &BBe3

&S FOR t=1 TO 100@:NEXT t

37 b=1

oE GOSUE 13500:PEN 1:LOCATE 1,22Z:PRINT "

Your turn"

70 GUOSUR 29000

55 IF le=1 THEN a=d:iSCOUND 1,2800,10:GO8LIE
12000 PEN 13:GOSUR 11500:FOR t=1 T 500
tNEXT ¢t

100 IF ri=1 THEN a=2:S80UND 1,d400,10:GOSL

B 12000:PEN 11:GOSUR 11S00:FOR t=1 TO 50

QINEXT ¢

105 IF up=1 THEN a=1:S0OUND 1,200,10:G08

E 12000:PEN 7:GOSUB 11500:FOR t=1 T 500
INEXT ¢t

11® IF do=1 THEN a=3:S0OUND 1,600,10:G08U
B 17000:PEN 14:GOSUR 11500:FOR t=1 TO S0
@sNEXT t

115 IF le+ri+up+do<l THEN 90

1290 GOSUB 12000

125 GOSUR 11000
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130 IF wno(k)=a THEN 131 ELSE 135

121 IF b=po THEN GOSUR 13500:L0OCATE 1,22
PEN 1:PRINT "Well donrne,"j;po" so far."
122 IF b=po THEN FOR t=1 TO 150@:NEXT t:
GOSUB 13500:GOTD &0

133 b=h+1:GOTO 90

135 GOSUBR 13500:PEN 1

1d4@ LOCATE 1,2Z2:PRINT "Wrong sequence"
145 LOCATE 1,23:PRINT "After"jpo—13;" mov
ements."

199 FOR t=1 TO 3000 :iNEXT t

1595 GOSUR 13500

16 LOCATE 1,Z2:PRINT "Seguence was"

165 FOR t=1 TO 100a:iNEXT t

17@ FOR k=1 TO po

175 GOSUR 13000

120 NEXT kb

135 GOSUR 13500

1960 LOCATE 1,23:PRINT "Try again."”

195 FOR t=1 TO ZOOOINEXT t

200 GOSUR 13500

2OT GOTO 55

FI70 REM }}}}}} CHARACTEES <ﬂ{i{i{¥”{¥

10000 SYMEOL Z2d, 1e,1e,1e,1@ J1d,31,63
10G0S SYMEOL 225,0,0,28, 126,12 7,_07,¢w7,
207

10010 SYMEOL 226,0,0,0,0,0 1:?,1:3

10015 SYMBOL 227,63,47, 4m ,16,33,35,3
10020 SYMROL ;ze,zss,zd-,g.q 124,126,255
, 255, 255

10025 SYMROL 229,0,0,0,0,0,128,192,192
10030 SYMEOL :3@,3,3,1,_ ~,1 1,1

10035 SYMEOL 231,223,191, 191, 2R, 2ER, 259

, 247 . 251

10040 SYMBOL 232,192,192,224,22d4,224,240
, 240 , 245

10045 SYMBOL 233,1,0,0,0,5&,127,0,

10050 SYMBOL 234,253,126 12,24, 4:,__2,®,
@

109055 SYMBOL z.\_-._',x.‘-i_ [ 11.(’),&(0.,4._ s 14 ,...\ @
10060 SYMBOL 236,63,30,0,0,7,15,0,0
100eS SYMBOL 237,242,0 0.0,0,0,0,0

]
3 k]
107G SYMBOL 238,7,31,63,127, 9'?,'9"—?,127.,/:-

10075 SYMBOL 239,144,225 ,247,251,139,115
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g -
, 251 , 255

oot
55,255
100SS
4,128
10070
10095

= e
Ly YR b

10490
10500
10505
10516
1909730
11000
11919
)

11015
11020
)

11925
11030
)

11035
1164@
)

11045
11456
11500
11510

SYMEBOL Z2de,6,2594, 255, 255,255,255,

SYMEOL Zd1,3,1d,252,252,24%8, 240,22

SYMECOL 2d42,16,16,16,16,16,16, 16,16
SYMROL 2&3,255,17@,85,17@,55,17@,3

FEM =% SET UP VARIABLES <404
px(1)=1®=px(2)=1d:px(3)=6:px(d)=
py(1}=5=py(2}=13:py(3}=15:py(d)=7

RETURN

REM @3> PRINT UPRIGHT PARROT <<<<

LOCATE pxlalr,py(ad

PRINT CHR$(ZZd) jCHR$(225) ;CHRE$ (226

LOCATE pxdla),pyartl
PRINT CHR$(Z27)3;CHR$(Z28) ;CHR$ (229

LOCATE pxdal,py(ar+s
PRINT CHR&(Z30);CHR$(Z31) ;CHRS$ (232

LOCATE px{a),py(ar+s:
PRINT CHRE$(Z3Z) ;CHR$(23d) ;CHR$ (ZI5

FETURN

FEM >»» PRINT BENT DOWN PAERUOT
LOCATE pxdar—1,py(ajr+z

PRINT CHE$(ZI8) ;CHR$(Z37) ;CHRE$ (LZ40

y 3 CHR$ (2d1)

11515
11520
>
11521
2)

1152z

0kl

S
e S M

SRR

&

<

19

P e T e
n

bS]

-t
m

PO BY BRI RS e s

fers
<

120

LOCATE pxdar—1l,pycar+s
PRINT CHR$(Z36)3CHR$(23d) jCHRES CZE

LOCATE pxda),py(a)+1:PRINT CHRS$ (24
LOCATE pxca),py(ar:PRINT CHRE$(Zd2)

RETURN

REM >»»%» BLANK PARROT <<{44
LOCATE px(ad,py(a) :PRINT " "
LOCATE pxdad,py(ar+1:PRINT " "
LOCATE pxdar—1,py(ad+=:PRINT " "
LOCATE pxcay—1,py(ar+Z:PRINT " ":L
pxiad)+2,pyCar+3:PRINT v

FETURN
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12470 REM >rx»3kxn DRAW SCREEN < <0044
12500 FOR y=1 TO d:iPEN 7:LOCATE lo,y: PRI
NT CHR$(Z24d2Z)sNEXT vy
12505 FOR y=1 TO 1Z:iPEN 11:LOCATE 1d,y:P
EINT CHR&(Z242) tNEXT vy
S19 FOR y=1 TO id: PEN 1d4:LOCATE 6,y:PE

INT CHRE$¢Z34Z) sNEXT vy

12515 FOR y=1 T &: PEN 13:L0OCATE Z,y:PRI
NT CHR$(ZdZ2)iNEXT vy

12520 FOR x=1 TO Z20:LOCATE x,1:PEN 15: PR
INT CHR$(ZdZ):LOCATE x,2Z0:PEN TIPRINT CH
RE(ZAdZYINEXT #

125360 LOCATE 10,7:PEN 1Z:PRINT CHE$(ZDE)
sCHE$ (243 3 s CHRS$ (243D

12E3S LOCATE 14 ,17:PRINT CHR$(2d3) s CHRE$(
2d3) 3CHR$ (243D

540 LUCATE &,19:PRINT CHRES$(2d3) 3 CHR$ (Z
43> ;CHRE$ (243)

17545 LOCATE Z,11:PRINT CHRE$ (Z2d7) ;CHRE$ (X
32 ;CHR$(243)

12550 INK 15,248 INK 13,122 INK 14,14
17560 PEN 13:LOCATE 7,24:PRINT "PARRDOT"
126060 RETURN
T390 REM »rrFrrrr» MAKE SOUND {i:i’”'
oo IF nodch)=1 THEN a=1:GOSUE 12 : PE
N 7:GOSUE 11500:SOUND 1,200, 10:F0R t=1 T
0 Soo:NEXT t

13005 IF no(h)=2 THEN a=2:iGOGUR 12000 PE
N 11:GOSUE 11S00:S0UND 1,400, 10:FOR t=1
T S00:NEXT ¢

1Z@1@ IF vo(h)>=2 THEN a=3%:1GOSUR 12000:PE
N 14:GOSUE 11500:S0UND 1,600,10:F0R t=1
TO So@:NEXT t

12015 IF no(hd)=d THEN a=d:GOSUE 12000: PE
N 13:GOSUB 11500 :SOUND 1,300,10:F0R t=1
TO S0@:NEXT t

13020 GOSUR 12000:GOSUR 11000

13025 RETUREN

1345@ REM

1*5@0 LOCATE 1,22:F0OR g=1 TG ZO:PRINT "

INEXT o

_qmq LOCATE 1,23:FOR g=1 TO ZOsPRINT "
" INEXT g

173510 RETURN

‘...

H

Now 'MERGE?’ the *INKEYS® routine- - -
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Pick Man

An Arcade Gobble

This is the first of three arcade type games included in this book. Itisa
variation on a well known theme in which you guide your character
around a maze eating up the dots as you go.

Life is never easy in the arcade world and so there are a couple of
nasties out to eat up the dots before you do.

To make matters even worse they will kill you if they get you! The
object of this variant is to pick up as many dots as possible before all
the dots are gone, without being killed. Once all the dots are gone the
next screen will be displayed.

Controls are, as usual, joystick or cursor pad, which change the
direction of the Pick Man.

In the hands of a skilled and patient player, incredible high scores
can be achieved. The ‘High Score’ subroutine can provide a Pick
Man Hall Of Fame.
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1 REM <<<<<<< pick man <" > IB8L rrsiiis

2 REM

Se0 SYMBOL 2d0,3,15,673,65,123,113,241,25
1

510 SYMROL 2d41,192,240,282,252,222,148,1

4%, 223

520 SYMBOL 2dZ,255,25%5,127,127,63,63,15,
3

530 SYMBOL 2d43,25%,255,254,254,252, 282, 2

40,192

S50 SYMBOL 2dd,3,15,63,63,123,113,241,25
1

6@ SYMBOL 2d4%5,19Z,2d40,252,252,222,142,1
47,223

570 SYMEOL Zd6,255,255,127,127,63,63,15,

@ SYMBOL 247 ,255,25%,25d,254,252,252, 2
a0, 192
£00 SYMROL 2d8,3,29,4%,33,65,65, 129, 255

610 SYMBOL =249,255,12%,65,65,33,49,27,3

2@ SYMROL 250,19%,176&,140,132,130,130,1

29,255

£330 SYMBOL 251,25%,129,130,130,132,140,1
76,192

&d® SYMBOL 25%2,255,189,129,129,129,129,1
::’,‘_J L]

£50 SYMBOL 253,3,3,0,0,0,0,0,0

60 SYMBOL 25&,15,112 Fd 1;:,1~u,_d 112,
1&

€7¢ SYMROL 255,240,14,2,1,1,2,14,240
759 hi=1000

FEO REM »rerrreiiy omain loop <4000
1000 GOSUR 21000

1040 sc=0:count=3:11i=3

1060 GOSUE 20000 :t$=CHR$(2d0)+CHR$(241):
be=CHR$ (242 ) +CHR$ (243D

1065 t1$=CHR$(2dd)+CHR$(245) th1s=CHR$ (24
EY+CHR$(247)

197@ PEN Z

1020 LOCATE 18,1:PRINT t$;te;ts

1070 LOCATE 18,Z:PRINT h%;hejh$

1500 x=2@sy=17

1510 xl=Ziyl=q4ixZ=331yZ=
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Zoo® GOSUR ZZ000

2020 GOSUR 25500

2040 GOSUR Z2000

ZOEO IF (xl=yx AND yl=y) OR (x&=x AND yZ=
y> THEN dead=1

2070 IF countx>2zE5a THEN GOTOQ 24000

2080 IF dead=1 THEN GOTD 24500

Ieoe GOTO 2000

19980 REM rrikierrririr screen 000000404
20000 INK ©,0:INE 1,13,19:INK Z,6,163INkK

T 420, %

20005 SPEED INK &,&

2o01o PAPER ©:PEN 1:MODE 1:RORDER @
200zo PRINT "SCORE: 00

HIGH:" 3hitPRINT

SOOTO WE=CHR$(ZS2)+CHRE$(2S2) i xs=CHRE$ (Z4a=
Y+HCHRS(Z50) 1 ve=CHR$ (253 ) +CHRE$ (Z2)

ZOO35 y$=CHR$(ZdF)+CHRES$ (Z51) 1 z$=CHRE$ (25
YHSTRINGS (2,252 +CHR$ (233D

ZOOA0 rd=vE+vErvEIsk=re+vitveias=CHRE®(2d
SY+STRINGS (33,2532 +CHRE$ (2503

20050 PRINT a%s

TOO6D af=CHR$ (252 +es+WwH+ts+vi+vEtwi+ss+
CHR$ (252)

ZOO7O PRINT a%;:qg$=as$

20020 PRINT a%;
2030 a$=CHRE$(Z52)+vE+CHRS (2S5 ) +ws+wé+CH
R$(2q®)+v$+y$+v$+z$+v$+y$+v$+CHR${EdS)+w
$+wb+CHRS (2S5 ) +ve+CHR$ (252)

20100 PRINT a%;
20110 a$=CHR$(ZSZ2)+rd+wh+shb+sb+tve+twe+ré+
CHRE$ (252)

20120 PRINT a$;
20130 MID$(a%,S,2)=y$:MID$(a%,32Z,2)=y%$
20149 PRINT a%;
2O150 as=we+tWwH+CHRE (IS0 +re+xS+vE+zd+vEi+
HEHTrE+CHRS (Z2d3) +wH+ws
20160 PRINT a$;

20170 a$=wEtwH+CHR$(ZS1D+retwd+sd+tvE+vE+
WE+ T $+CHRES (249 ) +twE+uws
ZO13@ PRINT a%;
20199 a$=CHR$(ISII+r$+ud+vitwdi+sb+vE+vEt
WwH+vE+ RS+ E+CHRS (252)
ZOzZ0® PRINT as%;
20210 a$=CHR$ (ZS1)+r$+wh+vE+y$s+vE+CHRES (X
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dE)+WS+CHRES(ZS1 > +y$
207720 a$=a$+CHRS(ZAF)+wH+CHRS (Z50)+vE+yS
+v$+w$+r$+CHP$(2d9)

w;*w PRINT a%;

240 as= CHF$(32>+V%+ 1S +VvHEtWEHTEtWEHSTRI

NG%(b,SL)+w$+\$+w$+v$+ (E+VE

HETG PRINT a%y
3%] MID$Ca$,4,2)=y$=MID$(a$,36,2)=y$
O PRINT a%;
2HTE0 a$=CHR$ (250 )+r$+wE+VvE+HE+VvE+WE+STE
ING$(6,32)+w$+v$+”$+v$+w$+r$+CHR$(h42)
202930 PRINT a%j
ZOT0O0 a$=CHE$(23:)+MID$(a$,2,1®}+w$+v$+c
HRE$ (Zd7)+STRINGS (5, 252) +CHR$ (2T L1 ) +vE+ws+
MID$(a$, 0, 10)+CHRES (Z52)
20310 PRINT a%;
ZORZD as= w$+w$+CHF$( SO +vEtWErVETWErSE+
V$+v$+w$+v$+w$+v$+CHE$(2&8)+w$+w$
S2O3E0 PRINT a%g
ZORd0 MID$(a$,S, 1 )=CHE$ (L 51y :MID$E(ad 36,
1)~CHF$(~47)-MID$(a$,J,_)~y$:MID$(a$,32,
2=y
ZOZ50 PRINT a$;
ZOTED a$= CHF$(LqL)+S$+w$+v$+ $+vEFrWE+s B+
CHR$(242)

@IE7@ PRINT a%$j

@_ﬁ@ as=q$
20399 PRINT a%;
204600 b$=CHE$(245)+w$+w$+CHP$( 5@ )
0d10 MID$(a%,d,6)=hb: MID%(a%,kb,t =k
20420 PRINT as$;
20430 b$=CHR$(249)+w$+w$+CHP$(251)
20440 MID$(a$,d,6r=hsiMIDE(a%,32,L O =h%
20450 MID$(a$,1b,1@)~z$
204660 PRINT a%;
20470 PRINT %3 :PRINT g%;
2HdR0 a$=CHR$(ZIII+STRINGSH (33,252 ) +CHR%(
231D
0370 PRINT a$;
20300 RETURN
0320 REM }}}Eﬁk?}} initialize <4044
21000 MEMHEY
211 addr= GﬂSUB ZITOO
21020 loca—\qﬂlinHSUB TOL00
21250 RETUREN
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,,,,,,,,,

21720 REM
22000 GOSURB
272010 IF le=1 THEN GOSUR
22029 IF ri=1 THEN GOSUR 232
Z2Z207¢ IF up=1 THEN GOSLH
22040 IF do=1 THEN GOSUR 273600

22190 GOSUR 26000

222060 RETUEN

2EI80 REM Frirrrririirir chechs <O40400004
23009 LOCATE x-1,y:GISUR Z2000

23010 IF ch<>»32 THEN REETUEN

27050 LOCATE x—1,y+1:GUOSUER 2000

22060 IF ch<{>»32 THEN RETUREN

2T100 GOSUE 23300 :y=x—~1:IF x=1 THEN x=3I&
'Z15@ RETUREN

3200 LOCATE x+2,y:GUSUER 32000

I21@ IF ch<{>32 THEN RETURN
3250 LOCATE x+2,y+1:GOSUR 32000
3260 IF ch<»32 THEN RETURN

IZ00 GOSUR 235300ix=w+1:IF x=37% THEN x=Z
3359 RETURN

23400 LIOCATE x,y—1:GOSUR 32000

23410 IF ch<>32 THEN RETUEN

23450 LOCATE x+1,y~1:GOSUR 32000

23440 IF ch<>»32 THEN RETURN

23500 GOSUR 23500 :iy=y~—1

Z2E050 RETUEN

2TL09 LOCATE x,y+2:GOSLIEB Zz00d

23610 IF ch<>32 THEN RETUREN

23650 LOCATE x+1,y+2:GOSUR 2000

23660 IF ch<»32 THEN RETLRN

23700 GOSLE 232300 y=y+]

23750 RETUEN

23300 LOCATE x,y:PRINT " "

23210 LQCATE s,y+1:PRINT " "

23320 RETURN

23250 LOCATE #1,y1l:PRINT " "PLOCATE =1,
yl+1:iPRINT " “

Z3260 LOCATE »2,yZ:iPRINT "I LOCATE =2,
y2+1:PRINT " "

REA RETURN
2920 REM : .
24000 sc=sc+100:ILICATE &, 1:PRINT sc
24970 RESTORE 40100:tune=12:GOSUR 31000
240289 count=0

..........
--------------
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24030
Zdazo f
24500 tdead=0
24510 LOCATE x,yi!PRINT " ":LOCATE x,y+1
$PRINT ™"

24530 RESTORE 40000:tune=Z:GOSUR T1000
Zd5de GUSUB 23230:PEN 2

24550 1i=1i-1:IF 1li=0 THEN GOTO ZZ000
24560 LOCATE 13,1:PRINT c$:LOCATE 12Z,2:P
RINT d%

24579 IF li=1 THEN c$=" "id$=" "

24520 LOCATE 2@,1:PRINT c%$:LOCATE 20,2:P
RINT ds%

Zd530 IF li=Z THEN c$=" "ids=" "

24600 LOCATE 22,1:PRINT c%:LOCATE Z2Z,Z:
FINT d$

Zdelo GOTO 1509

A4S0 REM »3xrikF> move haddies {4L4404

IS000 LOCATE x1-1,y1l:GOSUE Z0000:IF chl
257 AND ch>z2d7 THEN RETURN

2905 IF ch=253 THEN count=count+l1

ZE01@ LOCATE xi1-1,yl1l+1:GOSUR 3000G:IF ch
< FESE OAND chr2d7 THEN RETLURN

25015 IF ch=253% THEN count=count+1l

ZSOZ0 GOSUR 23350 iul=xl1-1:GOSUE 26040:FE
TLFRN

25050 LOCATE x2-1,y2:GOSUR 3000@:IF chx
293 AND ch>zd7 THEN RETUEN

25055 IF ch=2%3 THEN count=count+1

25060 LOCATE x2-1,y2+1:GOSUR 30000:IF ch
< PR3 AND chr2d7 THEN REETURN

25065 IF ch=253 THEN count=count+1

ZE5@70 GOSUE ZI850:x2=x2-1:1GOSUR Z&040:RE
TUEN

25100 LOCATE x1+2,y1:GOSUR Z000o:IF ch<s
253 AND chrx2d7 THEN RETURN

25105 IF ch=25%3 THEN count=count+l

25110 LOCATE #1+2,yl+1:GOSUR Z00@0:IF ch
2 =23 AND chx2d7 THEN RETUREN

25115 IF ch=253 THEN count=count+1l

751260 GOSUR 23850 ixi=ul1+1:GOSUR Z&0d0:RE
TIIRN

IE1S0 LOCATE w2+2,y2iGOSUR Z0000:IF chd:
253 AND chi>2d7 THEN RETLREN

25155 IF ch=253 THEN count=count+1l
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25160 LOCATE x2+2,y2+1:GOSUR J0000:1F ch
3 AND ch>2d47 THEN RETUREN

ZE165 IF ch=283 THEN count=count+1

259170 GOSUR 238502 xZ=xZ+1i1GOSUR Z60d0IRE
TLURN

25200 LOCATE «1,yl1-1:1GUSUR Z0000:IF ch<l:
253 AND ch>2d47 THEN EETURN

25205 IF ch=253 THEN count=count+i

25219 LOCATE x1i+1l,y1-1:GOSUR Z090@:1F ch
253 AND ch>2d47 THEN EETLRN

25215 IF ch=233% THEN count=count+1

25220 GUOSUR 23250 iyl=y1-1:GOSLIE 26040 1RE
TURN

25250 LOCATE #2,y2-1:GOSUR Z000o:IF ch<x
253 AND ch»>2d47 THEN RETUREN

232255 IF ch=2%3 THEN count=count+l

23260 LOCATE w2+l ,y2-1:G0OSUR Z000d:IF ch
{3253 AND ch>2d7 THEN RETURN

23265 IF ch=233 THEN count=count+l

25270 GOSUR 23250:yl=ye-1:1G05UR 26040 RE
TURN

25300 LOCATE #1,yl+Z:iGUSLE Z00o@iIF ch<d>
253 AND ch»2d47 THEN RETURN

2S3O5 IF ch=253 THEN count=countt+l

25310 LOCATE x1+1,y1+Z2:GOSUIE Zo0o@:IF ch
CHFLDE OAND chrz

25315 IF ch=233 THEN count=count+1

25320 GOSUR 23850:yl=yl1+1:GOSUER 26040:iRE
TURN

25350 LOCATE xZ2,y2+2:GUOSUR Z0000: IF chdx
2533 AND ch»2d7 THEN RETLUEN

25355 IF ch=257 THEN count=count+l

25360 LOCATE x2+1,y2+Z:GOSUR Z0000:IF ch
<F2E83 AND ch>2d7 THEN REETLUEN

22365 IF ch=253 THEN count=count+i

25570 GOSUR 2850 1yIZ=yZ+1:GOSUR Z&0do:iRE
TURN

234900 RETLIRN

235590 IF END(1)»>@.7 THEN GQTO G550
25510 IF x»xl THEN GASUR 25100

Z5520 IF x<xl THEN GOSUER 2S00

25530 IF y>yl THEN GOSUER 25700

25549 IF y<yl THEN GUOSILE ZS5Z0e

25550 IF END(1)>» 0.6 THEN RETURN

28560 IF x>rwz THEN GOSUER 25156

2D

<,

-~




25570
RSSO
25590
25600
25920

Z2eQ10
2EOZ0
2EOTO
26040
2EO50
ZEDED
26070

RINE20]
Zl1ooa
Zlole
Iloze
R NRI0)
Ilode
1920

IF <2 THEN GOSUR 25050
IF yryz THEN GOSUBR 25350
IF yaiy2 THEN GOSUR 25250
RETUEN

FEM »rxrixixHH print man
PEN 2

LOCATE #,y:PRINT t$
LOCATE x,y+1:PRINT hL$
RETLUREN

PEN 3

LOCATE sl ,y1:PRINT t1%
LOCATE w«1,y1+1:PRINT k1%
LOCATE w2,yZ:PRINT t1%
LIICATE &
FEM
FOR n=1 TO tune

FEAD wote,dura

SOUND Z2,note,dutra, 13
NEXT n

RETUEN

FEM &H&xi

GUosLg
PEN 1
IF ¢h=253 THEN ch=3Zisc=
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.........................

..................................

sc+1@:SOLIN

D Z,120,1,15:count=count+1:LOCATE 7,1:PR

INT sc¢
R 7R
T20do
JZO00
IZOT0
240
IEOO6
ITa1e
IEOZO
BBLED

RiwioRI%)

IF ch=32 THEN PEINT " ":
IF ch>2d7 THEN RETLREN
dead=1

FETLIFEN

FEM rrrrrririe: end game

PEN 1
LOCATE 2,2 :PRINT "YOU HA

LOCATE @,21:PRINT "Press

ay Again"

I5ed0

IF scrhi THEN hi=sc:LOCA

INT "A view high gokble '"

IE150
35160
35170
IO
QOO
19,20,

a$=INKEY%:as=UPPErR$(a$)

IF a$<>"yY" THEN GQTDO 351
GOTO 1006

FEM * % % dead tune % *

DATA 28d,z20,28d,20,234,2
I1FL, 20,319,260 ,379,75

FRETUREN

VE REEN GO
'Y* to pl

TE 1&,9:PF

b1%]

*

@, IEE, 75,5
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doo30 KEM * % % screen turne ¥ % *

d@1oe DATA 3197 y 20 y 25 y 20 y R ’ it} g <= 25 y 29 g <
1= ’ i) ’ 25 ._l({)

40110 DATA T19,30,255,20,215,50, 257,20, 3
1 "’,LV) _'-’S(Z)

Now *MERGE?® the INEEYS'! and the

YCHAR CHECE® routines. .




One Jump Ahead

‘Once upon a time in Australia, which is a long way from Britain,
there lived a little kangaroo. This little chap was called Skippy and he
was very happy for many years.

‘Skippy had his home by the banks of a fast flowing river on which
logs floated. He used to enjoy sitting in his little hut looking out
across the beautiful countryside, but one day things changed.

‘The nasty humans came, and built a car expressway right next to
the river. This meant that every day when Skippy and his friends
returned from foraging for food, they had to cross the busy road,
Jump onto the logs to cross the river and then jump off as they passed
their home. This is very dangerous and so they would like you, dear
readers, to help.’

Using the joystick or keyboard guide Skippy and his friends safely
between the cars, onto the logs and into their homes. Your assistance
to wildlife will be rewarded with points in relation to how well vou
guide each kangaroo!
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This game can be merged with the ‘High Score’ program to add
those extra features to it.

19 REM <<{< SBEIPPY ANDY / JIM ki
20 REM

39 SYMBOL AFTER 223

4@ MEMORY 24390

0 GOSLIE S50

5 gam$="Skippy"

7% REM

11@ REM »x>> DEFINE ORJECTS <4404
120 car$=CHRE%(Z224)+CHR®(Z225)

120 lor$=CHR$(Z22+CHR$ (Z27)+CHR$ (Z26)
140 hik$=CHRE${(2d1)+CHR$(2dZ)

50 1o$=CHR$(ZZF)+CHRE$(ZI0)+CHRE$(Z31)
155 gap$=CHR$(Z4d5)+CHRE$(2d5)+CHRE$ (Zd43)
160 g$=8STRING®(Z," ")

165 h&=8STRING$(I," ")

170 cis$=cardtcard+gs+gs+gdtgb+tcars+tgd+ys
tcars+cars+cardtgdtcarstgdtcarstcard+gdt
ge+gs+tcarstgitgEtrcardtgd

175 cle=cl$+cars+tcard+gd+gs+tgd+cars+cars
+cars+car$tgetgstgstgbtcardtgdstcarstgdtc
ars+cars+gs+gd+gb+rcardrgdtgetcarstcars
1820 cZ¢=lor$+h$+he+hs+ths+lors+hd+lors+lo
ré+hE+h$+lors+hs+hs+hs+lors+hs+rhdthE+hss
lovr$+hs+hs+hd+lors+lord+lors+hds+hs+hs+hs
+" "+lor$+hs

190 c3s=hik$+hiks+hs+hd+tgs+hiks+hiks+hbik
$+hik$+hik$+hS+hd+gs+hikE+rhiks+hbiks+hik$
+hik$+hE+hE+" "+hik$+gb+hik$+he+" "+hik$
+hik$+hbik$+hs+" "+hik$+hs+hs+he+gE+hilst
bik$+h$+hd+gethiks+thike+hike+hiks

200 l1is=lo%+yaps+tgap$+gap+los+gaps+los+
gap$+los+tgaps+lostgapstgapstgapstgaps+lo
$+gaps+gaps+los+lostgapbtgapb+gaps+lob+l
0$+10$+CHRE(ZAS)+CHR$ (Zd5) +1os+gap$+tyap$
+gap$+los+gap$+los

210 1z¢=lo%+lo$+gapbtgaps+lostgapstlod+y
ap$t+gap$+los+lodbtgapb+los+tgapstgaps+los+
lo$+gaps+lots+los+tgap$tgaps+lodbtgaps+los+
gap$+gap$+los+lodtgaps+gapd+los+gapstlos
215 FOR a=1 TO 10@:rivé=rive+CHRS(ZdT) N
EXT a

220 FOR a=1 TO 2Z@:ibanls=hanl$+CHRS(ZII) 4
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NEXT a

230 FOR a=1 TO Z® STEP dsthani$=banl%+CHE
$(2A3)+CHRES (Zd3IV+CHE$ (243 ) +" "iNEXT aiha
n1%=LEFT$(hanl$,39)ithanls=hanl$+CHR$(ZIZ
J

2460 FOR a=1 TO 1o@:hanz$é=hanZ$+CHES(2dd)
tNEXT a

250 FOR a=1 TO doihanis=hani3s+CHRE$(2dd) s
NEXT a

PSS FOR a=1 TO Z0:handd=band$+CHR$(ZIT) 3
NEXT a

260 hi=0

IO ka=Zisc=0

Z1le GOSUR 710

1S REM o SET LIP VARIABLES < <4<

TG cl=—licE=lici=—13ll=11212==-1

IZO ccl=S0iccl=1icci=E0:111=70:118=1@
340 k=232:tkl= f Lk E=2ER

IS0 kx=10:ky=

PR RY

IAD ox=10igy=22

I62 kah=0

TEE REM »rxrxrri MAIN GAME LOOP 004004
379 GOSUBR S70

I7E vet=1:GATO 740

375 ox=kxioy=ky

376 GOSUR 40000

4G ccl=ccl+clicci=ccE+ciicci=cci+cl
dH7 111i=111+11:112=112+12

420 IF ccl=1 THEN ccl=21l

4% IF ccZ=281 THEN cci=1

d4d® IF cci=1 THEN ccl=il

450 IF 111=21 THEN 111=1

460 IF 112=1 THEN 1l11lZ&=Z1

d61 IF ky=8 THEN kdx=-1

462 IF ky=& THEN kdx=1

d&aT IF ku+kdx=0 OF kx+kdx=21 THEN 503
d6d vet=2:GRTO 740

510 ox=kyioy=ky:GOTO 370

S60 REM =rrxrrrr PRINT QBRSTRUCTIONS <<

P

57@ PRINT CHR$(3@):PRINT:INK 2,20

530 PRINT:PRINT:PRINT:PEN 10:PAPER ©:PRI
NT MID$(L2%,LL2,19)

590 PRINT:PRINT MID$C(L1$,LL1,19):PRINT:P
RINT:PRINT:PRINT

06 PRINT:PRINT:PRINT:PAPER ©:PEN S:PRIN
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T MID$(C3%,CC3,1%)

&10 PRINT:PEN ZiPRINT MID$(CE$,CCZE,19)
&£20 PRINT:PEN 7:PRINT MID$(C1%,CC1,1%)
620 RETURN

&S50 REM FrxFFEFF PRINT KANGARCD <0004
630 PEN 1Z:PAPER @:LOCATE kx,ky: PFINT CH
R& (k) tRETURN

632 REM #rkixxxlkx ERASE EANGAROCQ <0000
&3Z2 IF oy<S THEN cc=2dZ:PAPER ©O:PEN 15
&7d IF oy=8 0OR oy=& THEN cc=@:iGOTO 700
£3% IF oyxd AND oy<ll THEN cc=207:PAPER
19:PEN 1d

696 IF oy=% AND oy<1% THEN ce=2dd4:PAPER

@iPEN 14

&37 IF oyrld AND oy<2Z THEN cc=3ZZ:iPAPER
@:PEN 12

£33 IF oyrZ1 AND oy<Zd4 THEN cc=Zdd:PAPER
VIPEN 14

697 IF oy=Zd THEN cc=2d4Z:PAPER @©:PEN 135
703 LOCATE ox,o0y:PRINT CHRE$(cc) :RETLRN
705 REM F3EErr DRAW SCREEN {000
710 MODE @©:INEK 15,2d4:INK 1d,z26:BORDER @
PAPER @:CLS:PRINT CHR$(30)::INK @,@ihord
@

720 PRINT:PAPER @O:iPEN 1S5:PRINT kanl$j;:iPA
PER @:PEN 19:PREINT riv$; :PAPER O:PEN 14:
PEINT banZ$:PRINT:PRINT:PRINT:PRINT:PRIN
T:PRINT:PEN 14:PRINT banZ$; iPEN 15:PRINT
and$

725 PRINT CHE#%(Z@)>3"Score High Skipps
730 RETURN

735 REM HEEEF MOVEMENT FROM INKEY$ <<
7340 GUSIUB 29000

745 CALL &BROZ

729 IF up=1 AND ky<11 THEN k1=2EZ:kZ=233
tkdy=-2Zikdx=0isc=sc+1 ELSE IF up=1 THEN
Kl1=2321k2=2301kdy==-1tkdx=0isc=sc+1

76@ IF vi=1 AND kx<{1% THEN kl1=23d:kZ=233
tkdu=1tkdy=0

77@ IF le=1 AND kx>*1 THEN ki=236:ika=x7i7:
kdx=—11kdy=0

775 IF ex=1 THEN END

720 IF do=1 AND ky+«11l THEN ki=23Z
thdy=2:kdx=0 ELSE IF do=1 THEN k1l

=239 tkdy=1:ikdx=0
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781 ku=kxt+hdxiky=ky+kdy :LOCATE ki, ky:GQOS

R ZToooon

782 IF le=1 OR wup=1 OR do=1 OR ri=1 THEN
FOR so=300 TO & STEP —~1@:S0OUND 1,s0,1:N
EXT so

725 kdu=0:kdy=0:IF k=kl THEN k=kZ ELSE k

=k1

7ad GOTO 25000

730 GUSUR &33:1GOSUR 670:IF ret=1 THEN GO

TO 375 ELSE GOTO 510

IO REM »x>x» CHARACTER DEFINITIONS <<
220 SYMBOL Ly DE 127 219,231, 36,2

60 SYMBOL :;J,iL. Fa,_h,Ls;,L1_,;;a

S7@ SYMBOL 226,0,0,0,0,255,255,60,24
230 SYMBOL ;;7,e4,cd,t4,bd,~q-,~-- 13,0
90 SYMBOL Z2E2,7,9,9,63,127,127,7, %

900 SYMBOL 229,1%1,109%,122, 109 215,123,1
71,95

910 SYMBOL 230 ,255,11%,235,182,47,254, 93
, 190

920 SYMBEOL 231,250,213,1%0,%1,182,109,18
330 SYMECL 232, 36,240,790 ,60 ,2d 60,660,217
740 SYMBOL 233,36,2d,2d,60,90, 189, 126, 36
950 SYMBOL Z3d,d,12,1d,24,60, 155,134,94
960 SYMEOL ;:J,J,_4,;:,;4 60,61 ,55,220
970 SYMBOL 236,32,d48,112,24, £0 JEl, 29,128
YEO SYMBOL 237,16,2d,56,2d4,60, 185,92, 59
930 SYMEDL hJu,_1ﬁ,¢m,e®,za,@<,4w,¢a,3e
1000 SYMEOL 239%,36,126,158%,90,60,24,24, 3
o

1010 SYMROL 2d@,0,0,67,172,240, 192, 255, 0
1020 SYMEOL 2d1,0,1,51,14,55,72,72,48
1030 SYMROL 2dZ,96,200,744,12,154, 164,27
&,2d

1040 SYMBOL 247,355,285, 255, 055, 255, 255,

SETET e

P b P bl

1059 SYMBOL 2dd,0,127,127,127,127,127,12
7,127

1051 SYMBOL 245,170,85,170,585,170,85,170

Pl 4

=2

1260 addr=3d4997:GOSLE 29500
1965 loca=35020:GOSUER 30500

1070 RETURN
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14990 REM 33333 CHECK COLLISION <4<+
25000 IF ky=d4 THEN 25030

25005 IF ch=32 OF ch=2dd OF ch=0 THEN 77

%

ZE@10 IF ch=2Z% OF ch=230 OF ch=231 THEN
750

25011 IF ch»231 AND ch<2d® THEN 790
25015 GOTO S0500

Z5QT0 IF kx=d4 THEN S0000 ELSE IF kx=8 TH
EN S@00@ ELSE IF kx=12 THEN S0000 ELSE I

29031 cec=rdltox=kyioy=ky:GOTO S0500

IFIF0 REM »rxk> SCIORE HIGH,SKIPPS <4<

dOO00 PRINT CHR$%(30):PRINT sc3TAEB(7)3hi;

TAR(1S) ska

dooes IF scrhi THEN hi=sc:GOTO 40000

46010 RETUREN

499330 REM L

520000 IF ch<: THEN Z030@ ELSE k=z23d1:G60

SUR &9@isc=sc+Stkah=kak+l:FOR n=1 TO Z:F

OF so=1 T 20k STEP 1@:S0OUND 1,s0,1:NEXT
soINEXT n

S0e0S IF kab=d THEN 316 ELSE kux=10:ky=Zd
:GOTO 7370

S0HdF0 REM =»> HKANGARCOCO SOUASHED !

SOSOO GOSUR &%30:1S0UND 1,1000,30:S0UND 1,

Iooo , 60 GASLIE 9% tkas=ka-1ltku=10tky=2Ei0x

=10 :oy=22

S

S5l GaTo 370

Now *MERGE® the 'INKEYS® , the
"CHAR CHECKE?® and the *HIGH SCOEER?

routines « «
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Kinkey Dong

All Action Climax

This, the third arcade style game, is loosely inspired by a group of
games in which the hero must jump over obstacles as he climbs up the
ladder to get higher and higher through the screens.

The evil monster that appears on each screen has in fact abducted
the hero’s girlfriend and locked her up. He now spends all of his time
rolling large barrels down to crush the hero.

There are three different screen layouts and if you are successful
then the game continues through from the first’s screen to give higher
scores.

Movement is by the now familiar cursor keys or your old friend the
joystick. The little hero can be made to jump by pressing the copy key
or the fire button.

By following the instructions contained in the chapter on
subroutines it is possible to merge this program with the *High Score’
subroutine which will provide a Kinkey Dong Hall of Fame.
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1 FEM «44<<< kainkey dong <3 ISSI »3iris
Z REM

S00 SYMROL AFTER Z2E

S10 SYMEOL Zd1,66, 126,66 ,66,66, 126,66, 66
S0 SYMBOL Z42,60,66, 18%, 165, 165, 187, L6,
L0

S30 SYMBOL 247,255,165, 165, 56, 66, 66,127,
129

540 SYMEOL 2dd,S6,60,16,dd,52,56, 16,28
S50 SYMEOL 2d5,23,60,5,92,d4d,28,5,5

D60 SYMBOL Zdé, 186, 126,146,124 56,622,173
, 120
&oo MEMORY 3d495

750 GUSLIER 22000

1006 GLOSUR 220000

11900 GOSLIE 19006

Soo IF lev=1 THEN GOSLUER 21100
121® IF lev=z THEN GOSLUE 21:zZo0
15329 IF lev=3 THEN GOSUR 21300
1549 GOSUR 21503

15350 w=Ziy=23

SO hu=lihy=7ihd=1ithe=0

1570 cx=R20@icy=7icd=~1ice=0

S20 IF lev=3 THEN hkx=7:cx=13
1800 GOSUR Zd4000

1310 GOSUR 25600

18260 GOSUR Zd45600

12730 PEN 7

1240 LOCATE »,y:PRINT om$

1359 GOSUER 23090

1860 IF y=1 THEN GOTO Zooo

1370 LOCATE x,y

18230 GOSUR 20000

1890 IF ¢h<»2d1 AND ch<>32 THEN GOTO S0
@

L
[
=

LOCATE x,y+1

GOSUER *omw@

IF ch=32 THEN y=y+1

PEN 7

LOCATE bx,byiPRINT oh%

LIOJCATE cx,cy:PRINT oc%

GOTO 1200

lev=lev+1:IF lev=d THEN lev=1
7u€m sc=sc+(lev*D@)

R LOCATE 7,25:PRINT sc

O -
S S

.4:1

£ DY o b s et e
S O
LU S O SN O I
&S S

v S
@
4
&
S

[P
S
oI
[
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JO70 GOTO 1500
S0 SOUND 2,300,75,15,0,0,30
SO10 l1i=1li-1:IF 1li=0 THEN GQTO &£00
SOz FOR n=1 TO 1i
SOIZ0 LOCATE 1740 ,25
S9d0 NEXT n
IS PRINT " "j
5060 GOTO 1500
€000 CLS
HOO5 PRINTIPEN 2
EO1e PREINT " TOUGH MONKEYS !¢
COZO PRINT " e e "
£03@ LOCATE Z,19:PRINT "You scorved "jscg

£030

OS50

£EDED

EO70 GOTO

FIEO REM

190000 SYMBUOL

1m®1® SYMROL
£ 4 6O

1om @ SYMECQL

19070 SYMBOL

106040 SYMEBOL

A_..— ’A-l—’
100=0 SYMRBOL
122,123
1ot SYMBUOL
10079 SYMBOL
L0, 0
19030 SYMROL
12d,12d
10070 SYMRBOL
7
1016 SYMRBOL
19110 SYMROL
s 25d , 156

10120 PEN 1S

10130 LUOCATE
Y3 CHRES (220
ie1de LOCATE
2) ;CHR$ (233)
10150 LOCATE
S 3CHRE$ (236
1016 LOCATE

LOCATE S,Z52:PRINT
a$=INKEY$:IF as=""
SOUND 1,250,25,15
16006

"Press Any HKey"
THEN GOTCO £050

""""" }} monster R
2 ,' yl16,dd 62,28 ,56,112
1:?,&6,1 e, T, 126, 106,8
,@,0,2,52,124,56,22,14
kﬁl 11L,1LI,127,63,?1,7,1,1
hfﬁ,FW,L‘f,ZSS,ESS,LSI,215,

ZET,14, 158,254, 252, 248, 224,

23d,1,3,15,15,31,63,62,62

235,171,213 ,235,215,235,255

1:—- ....'-1&..* .:...‘.....
3 L)

:_u

PRE, 125,192, 240,240

FI7,30,15,15,3,59,127,127,5

LTS, 195, 12

1i_,2£@,gq

y ¢ s 129
,Ldm,hdm

T
i
i)
LD

Z,1:PRINT

2,2 PREINT CHR$ (2310 ;CHRS (L3

2,3t PRINT CHR$(Z3d) ;CHRES (23

2,41 PRINT CHR$(ZI7) jCHR$CES
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2B 5CHR$ (23%)

10200 RETUREN

129260 REM rrrrxxrr start game <0000
19006 sc=0:21i=3
199019 lev=1
13020 1$=CHRE$(Zd1)

17020 h$=CHE$(2d42) tm$=CHRE$(Zdd)

17100 RETURN

19930 FREM »xexririr set screern 00000000
20000 RESTORE Z2@ao00

ZOA1O FOR n=0 TO 15

20020 READ a

20030 INK nya

20049 NEXT n

20050 RORDER @:PAPER ©:PEN 1:MODE @
20100 RETURN

20200 DATA o,12,6,24,20,7, 14,~
20210 DATA Zl,lh,17 ] SRR
20920 REM rrrErriErr screen
21000 p$=STRINGH(Z2%,2d43)
21016 CLS:ipe=1

210260 FOR n=% TDO Zd4 STEP 4
219025 PEN pe

21930 LOCATE 1,niPRINT p$
219046 pe=pe+l

21070 NEXT n

Z1o20 RETUREN

21035 EEM * ¥ % one * % %
21100 GOSUR 21000

21120 FOR n=2 TO 20 STERP 4
21130 po=END(1)*17+x

21140 IF w<2d THEN LOCATE po,n:sPRINT " "
21150 lpo=END(1)¥17+2:1F lpo=po THEN GUOT
0 21150

21160 IF n<2d THEN po=lpo:GOSLR 21700
21170 PEN 10

21120 NEXT n

21190 RETLUEN

21195 FREM % % % two * #* %

1200 GOSUR 1000

21205 PEN 12

21219 FOR n=13 T 24

21220 LOCATE 7,niPRINT STRINGS(Z,207)
21230 NEXT w

21240 LOCATE 7,19:PRINT STRINGS®(Z,32)
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21250 LOCATE 7,23:PRINT STRING$(2,3Z)
21260 LOCATE 7,15:PRINT STRING$(Z,32)
21270 po~w-n—w-GHSHB 21700:po=13in=12:G0
SUR 21700

21275 po=3in=16:iGUSUR 21700:ipo=128in=20:G

OSUR 21700

21220
2129
21295
21300

Z1e
21720
213230
21240
21350
21360
21370
21320
21330
21366
Z21die
21420
21470
21ddo
21450

IPRINT

21455
21430
21d9e
21500
21505
21351
215z0
21525
21530
21540
21550
21555
21560
21570
TiEs0
¢.1f" ".'.)
21&z@
21630
21700

PEN 1@

FETURN

FEM ¥ # ¥ three % % ¥

GOSLE 21006

LOCATE 1,2:PRINT STRING®(Z,22)
LOCATE 16,2 :PRINT STRING$(S,Z2)
LOCATE 1,12:PRINT STHRINGS$(d,3Z)
LOCATE 17 1Z2:PRINT STFING$(4,ZZﬁ
LOCATE 1, 1F PRINT STRING®(Z .
LOCATE 1# 16:PRINT STRING® (L, 32]
po=7in= 2=GDSUB 21700
p0—14=n=12=GDSUB 21700
po=2in=20:GO08SUR 21700
po=13in=20:1GOSUR 21700
po=7in=16:G608UR 21700
po=12:in=16:GOSUR 21700
po=10in=2:GOSUE 21700
po=11:n=5:GISLIE 217mm

LOCATE &,Z@:PRINT " PLOCATE 15,20
PEN 1@

FETIIFEN

REM % % % top * * ¥

LIJCATE 1,2

PEN 1@

PRINT "SCORE:"jscC

LOCATE 16,25

PEN &

FOR n=1 TO 1i

PRINT CHR$(Zd3);

i

NEXT 1
PEN 7
LOCATE 15,&6:PRINT STRING$(S,2d43)

PLOT @,325:DRAW 150,325
po=18in=2:GOSUE 21700
GOSUR 10000

RETURN

FEM % % % ladder * % %
FOR z=@ TO 3
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21705 PEN 7

<1710 LOCATE po,n+z

21720 PRINT 1%

21730 NEXT =z

21749 RETLIEN

21920 FEM 53 initiali=
22000 add-=3d4937:GOSLE 23500
220160 loca=3502d4:GOS5UR 0300
221590 RETUREN

22930 REM
23000 GOsSUR 2
22050 IF le=1 AND x>2 THEN =
(2453

27060 IF vi=1 AND =«<1%9 THEN
$(2dd)

.................

€ R N R R R,

.....................

A

w—1:m$=CHRES$

w=w+1limb=CHF

Z2Z070 IF up=1 THEN m$=CHR$(Zd&):GOTO 233

(n14]

22020 IF do=1 THEN m$=CHR$(Zd&):GOTO 234

D@

22070 IF fi=1 THEN GOTO ZI500

23250 RETURN
23300 LOCATE x,y—1
Z2R3I65E GASUER Zooon

y=y—1=GDTD R v )
LOCATE x,y+1
GOSILUR 0000

IF ch«<>2d41 THEN GOTO ZIZE50

23370 IF ch=2d41 THEN GOTO ZEIZO

ZIZR0 GOTO 2300
23400 LOCATE x,y+1
23405 GOSUE o009

23410 IF chdx2d1 THEN GOTO ZZ030

23420 y=y-1:1GOTI Z3090

2TE00 IF m$=CHR$(2d45) THEN xd=-1 ELSE xd

2TETO LOCATE hx,yhy:sPRINT oh%
23540 LOCATE cx,cy:PRINT oc#
23610 RESTORE 237%@

23650 FOR n=1 TO &

23660 READ a

23670 y=y+a:iGOSUB 23250
23680 IF plat=1 THEN n=11
2T690 NEXT n

IF »<2 OF xx19 THEN xd=0
IF m#$=CHRE${Z4&) THEN xd=0
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23700 GUSUR 24500

23710 RETULREN

LE7TO DATA —-1,-1,0,0,1,1
x=Ex+rdiplat=0

LOCATE xyy+1

GOSUR Zooon

IF ch<>32 THEN plat=1:RETLREN
IF <2 THEN x=Z
IF x*1% THEN x=
GISLIR 24006
GUISLIR 24500
SOUND Z,100,2,1%5

PEN 7

LOCATE hx,hy:PRINT ohs$

LOCATE cx,cy:PRINT oc%

GOSUER 25009

LOCATE =,y :PRINT om%

RETURN

FEM #raxrikzixir print 40000000004
23995 REM % % % man ¥ * %

249060 LOCATE x,y:GOSUR Z000e

2d01@ om$=CHRE$(ch)

24029 PEN Z

23059 PRINT m$

23100 RETUREN

24490 REM % ¥ ¥ harrels % % %

2453090 LOCATE hux,hy::GUSUR Z0000

24519 oh$=CHE$(ch)

24520 LOCATE cox,cy :GOSUR 20000

245730 oc$=CHRE$(ch)

24540 PEN =

24550 LOCATE hx, by

24569 PRINT h$

23570 LOCATE cx,cy

24520 PRINT b$

24600 REETUREN

24920 REM FrErEEEEFY bavrel {0000 0000
23000 a=RND(1)>*10

29005 LOCATE hbx,hy+1d

25010 GOSUR Zo000

25020 IF ch=32 OF ch=2d1 AND ax*% THEN he
=1

25030 IF ch=2d42 THEN hke=0

25040 hy=hy+he:IF he=® THEN hx=hx+hd
25050 LOCATE cx,cy+1

17
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2Em0A0 GOSUR 20000
=076 IF ch=37 OF ch=2d1 AND ax*3 THEN ce
=1

2EGEO IF ch=2d% THEN ce=@

25090 cy=cy+ceilF ce=0 THEN cx=cx+cd
251060 IF hx<Z THEN hd=1

25105 IF hxx1® THEN bd=-1

2511@ IF cws2 THEN cd=1

=115 IF cxx1® THEN cd=-1

25130 IF (hxdZ OF kox1%) AND by=23 THEN
hy=1thd=1:thy=7:IF lev=3 THEN kx=7

25140 IF (cx<? OF cx>19) AND cy=23 THEN
cx=zd:cd=-13cy=7:IF lev=3 THEN cx=13
ZE250 RETURN

Now 'MERGE?' the 'INKEYS® and the

YCHAR CHECK?! roubtines.
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Word Splash

Spell or Swim

This game is a more humane, more fun version of the well known
hangman game. If the player cannot guess the word in time, then all
the wrong letters push a character into the water.

Words can be up to eight letters long but should not contain
hyphens. The listing has about 60 words already included. More
words may be added or the existing ones changed.

If a letter is guessed, it appears at each correct position in the word.
If 1t is not right then the poor victim is pushed one space along.
Should the word be completed in time then the little figure pushesall
the wrong letters back and a new mystery word is offered.

The word is not shown if it is not guessed and since words are
randomly selected it may be possible to have the same word again
later.

The program is very entertaining, educational and can be
surprisingly addictive!
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FEM << word splash <x 1881 =xrriir
D00 EANDOMIZE TIME
1000 GUSLUBR 21000
152@@ RANDOMIZE TIME
15319 w=INT(REND(1)*&0)+1
1520 wé=ds(w)
153530 GOSUER 200
1600 GUSUR Zdooo
1610 flag=6
16520 IF t$=w$ THEN GOTO 2o
1660 IF LEN(g$)>=10 THEN GOTO 2000
1670 GOUTO 1400
D KEM * % % lose ¥ % *
GOSUR 27000
RESTORE Zooo
FOR n=1 T 10
FEAD a,k
SOUND Z,a,h,15
2050 NEXT n
2060 DATA DI, 0,284, 20,319,550 ,284 ,70
2079 DATA :lﬂ,h>,I D0, 317 20,352,320
ZODO DATA 379,50 ,353%,50
2doa CLS
Zd1o LOCATE J4,2:PRINT "TOUGH LULCKE '
2500 GOTO 3500
2P0 REM ¥ % % win * ¥ *
000 RESTORE Zooo
I01o FOR n=1 TO 16
'@ KEAD a,b
I0T60 SOUND Z,a, b, 15
049 NEXT n
3050 DATA 19,20,
I06@ DATA 319,20
070 DATA \14,~U,~c4,~ : i
DATA =254,d40,353,40,224,40,7
IF g$="" THEN GOUTO Zd=@
FOR w=LEN(g$)> T2 1 STEP-1
g$=FIGHTS (gs,n—1)
GOSLE Z2d11@:PRINT * ©
SOUND 1, ,n*Zo,2,15
FOR p=1 T 500
NEXT p
= NEXT
2dad LS
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2490 LOCATE 2,Z:PRINT "CONGRATULATIONS !
3500 LOCATE Z,Z0:PREINT "Press Any Hey"
R5E0 as=INKEY®

@ IF a$="" THEN GOTO 3520

33d@ GOTO 1300

1qqu FEM rrrlrrirrrr screev <0000
OO0 RESTORE ZO000
201 FOR n=0 T 15

20020 FEEAD a

20030 INEK n,a
200d4o NEXT n
ZOOS0 DATA @,20,2,123,6,24,26,0
2000 DATA @,0,0,0,0,0,0,0
20190 BORDER @:PAPER w-PEN 1:MIDE @
20110 LOCATE S5,1:PRINT "WORD SPLASH"
20120 a$=CHRE$(176)+CHRE$(198) tas=as+tadtad
+ad+ab+akst+as
20136 PEN &
L0140 LOCATE 4,Z2:PRINT as%
20159 PEN d
20160 LOCATE 1,11:PRINT STRINGS(1@,207 )+
CHRE$ (223)
20179 LOCATE 19,1Z2:PRINT CHRE$(ZZ1)
ZO1EG LOCATE 11,1Z:iPRINT CHR$(ZO7)
2@ 190 LOCATE 1;,1;-PFINT CHR$ (2235
20210 FOR wn=1 TO 10
» LOCATE 1Z2,1d+n
2 o PAPER Z2:PEN =
ZOZ3IE IF n<3d THEN PAPER @
20240 PRINT CHE$(Z11);STRING$ (&, 32) ;CHES
(2073
'5® NEXT n
LOCATE 12,25:PRINT CHR$(Z205);8TRIN
G$(b,L1®);CHR$(2@d),
20700 RESTURE Z0I00
2073 FOR n=3 TO 14
PAPEFR @:i:PEN n
READ a,b
Z03d0 LOCATE a,hb
20350 PRINT CHRE$(Z47);
Z2O3ZE0 NEXT n
ZOX70 DATA 1i,10,12,11,13,12,14,153
20320 DATA 15,14,16,15,16,16
20400 PLOT 510,150,7:1DRAW S460,160
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20410 PLOT 473,150 :DRAW 420,160

20420 PLOT S1@,1535:DRAW Sd0, 1530

Z204Z0 PLOT 473,153 :DRAW 443, 120

20446 PLOT 20,147 :DRAW 590,150

20450 PLOT deE,147:iDRAW 392,150

20490 PEN %

20500 LOCATE 1,13:iPRINT "WORD:-"

20510 LOCATE 2,17:ts=""sgs=""

S2O520 FOR n=1 TO LEN(w$)

2055@ PRINT "-"jitd=te+" "

20540 MEXT n

20550 PEN 3

20%560 LOCATE 1,10:PRINT CHRE$(Z24E8)

20530 LOCATE 2,20:PRINT "GUESS 2"

20759 RETURN

2OI2Q BEEM FELFEEEFEEF odinitialize S04
21000 RESTORE 20000

21@1@ DIM d$(&0)

21920 FOR n=1 TO &

210Za READ d$(nJ

Zloda NEXT n

RETURN

FEM 3rbriryriixii splash! 000004
LOCATE 11,1@:PRINT " "

FOR n=8 TO 14

INE vy 2d

SOLUND 2, 300—-n*#10,25, 1%

FOR g=1 TO 235

NEXT g

2Z060 INK n,

23070 NEXT nsINE 14,Zd

22020 INK 7,26:80UND 2,300,%0,15,0,0,31
23030 FOR n=1 TO 2350

23100 NEXT n

23119 INE 7,@:INE 14,0

23250 RETURN

Z2AFEQ KREM FrEEEEFFF Inpoat {0000
23000 a$=INKEY$:as=PPER$(as$)

24@10 IF a%<"A" OK a$>"Z" THEN GOTO Zdoo
4]

2d@za SOUND Z,Z200,10,15

24030 flag=0:PEN 4

2ded@ FOR n=1 T LEN(w$)

23030 IF MID$(w$,ir,1r=as THEN LOCATE 1+n
s LEIPRINT a$iMID$(t$d,n,1)=a%:flag=1
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2060 NEXT w

2470 IF flag=0 THEN GOTO Zd100

2493 SOUND Z,150,50,15

24090 RETURN

24100 g$=a$+qgs

24110 LOCATE 1,10:PEN 4

24120 IF LENCg$)/2=INT(LENCg$)/2) THEN a
=250 ELSE a=251

24130 PEN 3:PRINT g$;CHR$(a);

24140 RETURN

; IIED R EM Soebrbrrersy -'lata

’ DEYLY , GNOME MISTY NYMPH PYGMY

JIonld DATA BARLEY, E{DDH IN,CEPTIC,DEVILER,E
IGHTY ,EXOTIC,FLINCH,GLORIA ,HYMN, LYRICS
Z0Ooz0 DATA METHYL,SPYING,SYRLUP,YOGHURT,V
ISUAL ,WORELE { ANCHOVY ,RELAX, FHYTHM , EHURAE
B

TOO3I® DATA SEETCH,FASCIST,RORING,FATIGUE
s FROWN, TRIJANT  LEMMING, ZINC, GLAMOLRE ,HYDRA
TED

Zoode DATA EETCHUP ,MYSTIC,NOISY,OCTOPUS,
SQID,RAMBLER ,SATCHEL, SEXTANT,YULETIDE,S
WINDLE

ToeSo DATA PLAYER,DOCKER ,DESTINY,F LTLIRE
LENTIL,FOREIGN,LOGICAL JWINTER, THIRST ,NAI
VE
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Ten out of Ten

This single program can offer questions for ‘primary’, junior’ and
‘senior’ levels (that is everyone). The question can be of any one type.
selected from plus. minus, multiply and divide. The questions and
answers are drawn to a blackboard to help make the presentation
attractive.

Selecting the primary level will set up problems which involve
counting two sets of ‘little men’ to produce a total. The junior level
provides options for the four types of arithmetic and produces
questions which have whole number answers. It should be possibie
for most adults and older children to work these out mentally.

The senior level would require a very strong mental arithmetic
ability and is designed to set problems which can be worked out using
pencil and paper or even a calculator.

The answers are required to be typed in and then sent to the
computer using the ‘Enter’ key. This means that mistyped answers
can be corrected if spotted before the ‘Enter’ key is pressed. The




program wil
answer.

At the end of ten questions the computer will print up a ‘report’

showing the

After “RENUM 40000.5" the game Rainbow Breakout may be

merged with
of ten.

1200
1300
1210
1326
13720
13de

1350

{
S
S 3

Eu 161 10)]
20000

20100
Zoiie
20120
20130
20149
ZO150
20160
Z2OZTO
21000
zlo1e
21020
21030
21940
21470

Sum Fun 159

I allow up to two wrong trys before revealing the correct

number of correct answers and a percentage score.

this program to provide a fun reward for getting ten out

cosssddd sam fuw wr I88Y FEEIIEEE

GOSUR Zooud

LOCATE #1,2,3:PRINT #1,"1*Primavry"”
LOCATE #1,2,5:PRINT #1,"ZxJunior"”
LOCATE #1,2,7:PRINT #1,"Z*8enior”
as=INKEEY®

IF a$<"1i" OF a%>"3" THEN GOTO 1330
SIOLND 2,300 ,50,1%5

lev=VAL(a%)

GOTO Z0060

FEM »rrsrrrrrr screen OO0 000004

FOR n=0 TO 7

READ a

INE miya

NEXT n

DATA Z,0,26,2d,6,12,7,15
BORDER Z:PAPER ©:PEN &:MODE @
FOR n=32e TO 235 STEP 4
PLOT 1,350 ,6&:DRAWR 80,330
NEXT n

FOR w=320 TO 305 STEP -4
PLOT 11,280 ,6:DREAWR -2@ , ~330
NEXT n

WINDOW #1,6,15,6,17

WINDOW #2,2,13,14,14

PAPEFR #1,1:PEN #1,2:CLS #1
PAPER #2,1:PEN #Z,2:CLS #I
RETLIREN

FEM #rwrrrrrik dnput SR
INPUT #2,9%

IF g$="" THEN GOTO 21000
cov=1

IF VAL(g$)<rans THEN cor=9
RETLEN

FEM * % % guess ¥ ¥ ¥
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21500 FOR g=1 TO 2

21510 GOSUR 21000

21520 IF cor=1 THEN GOTO 21560

Z1530 SOUND 2,%00,d40,15:SOUND 2,750 ,50,1

=
ot

21549 NEXT

21547 RESTORE 21542

21344 FOrR n=1 TO

215d6 READ asSIND Z,a,20,15

21542 NEXT n

21550 DATA 200,250,700 ,250,300,350,300,3
S0 ,300

21552 SOUND 2,600 ,75,1%

21555 GOTO 21399

218460 SOUND 2,600,720, 15:80UND 2,400,730, 1
SISOIND 2,200,300 ,1%

21570 g=2

21520 tot=tot+1

215730 CLS #1:CLS #2

21600 RETURN

21920 REM »rirrrrrrrry type <0000
22000 CLS #1:CLS #2

22010 LOCATE #1,2,2:PRINT #1,"15: "+7"
LOCATE #1,2,d:PRINT #1,"2 ="
LOCATE #1,2,6:PRINT #1,"2F Yu?"
LOCATE #1,2,23:PRINT #1,"d> " ;CHES
FETR BT

B

22050 af=INEEY®

ZZOEH IF a%<"1" OF as:x"d" THEN GOTO 2205
1)

2Zo70 z=VAL(a%$)

22020 DEF FN sum=at+hiss="+"

22030 IF =z=2 THEN DEF FN sum=a-hiss="-"
22106 IF z=3 THEN DEF FN sum=a¥h:iss="x"
Z2211® IF z=d4 THEN DEF FN sum=a/bk:s$=CHE%
(172y:div=1

22200 RETURN

22920 REM ;
2Z000 lim=3:div=0
2EZG16 IF lev=2 THEN lim=1Z:GOSUR 22000
23Z02O IF lev=3 THEN 1lim=25:GOSUR 22000
272030 CLS #1:CLS #Z

230do tot=0

22100 RETURN

2THEG REM Frrrrrerr numpbers o000

it




24000
24ai0
24020
2430
24035
2dado
24050
24060
24070
24100
24150

Sum Fun 161

FEANDOMIZE TIME
a=INT(REND{(1>*1im)>+1
E=INT(RND(1))*lim)+1

IF div=1 THEN a=axh

IF lev=2 THEN div=@

CLS #1:CLS #2

IF lev=1 THEN GOTO 24150
LOCATE #1,1,3:PRINT #l,a3s%3k
ans=FN sum

FETURN

LOCATE #1,2,34PRINT #1 +yOSTRINGS(a, =

SG):LOCATE #1,5,5:PRINT #1040

4.4 1 f:-‘l)
59)

24130
2200
RYG1G1%10)
0010
ZOode
20050
2ol 610}
Iolne
Inlen
J0l17e
Iolzo
I0190
JO200
" \7“ ll

I0z5e
JID26D
IOZ70
._-(/)4_ 1%
R R T7))
IO300
Jo31e
dOOOo

LOCATE #1,2,7:PRINT #1,STEING$(h,2

ans=a+h
FETURN
FEM =5k
GUSUEB 23000
FOR p=1 TO 10

GOSLE 24000

GOSUR Z1%0@

NEXT p

CLS #1:CLS #Z

PEINT #1," REPORT . "

PREINT #1," ———————— "

LOCATE #1,2,3:PRINT #1,tot;"were"
LOCATE #1,2,7:PRINT #1,"correct."
LOCATE #1,Z,7:PRINT #1,tot/10%100

#romalin loop 44004004

LOCATE d4,25:PRINT "Press any Hey"
a$=INKEYS

IF as="" THEN GOTO 30260

LOCATE 4,25 :PRINT SPC(13)

CLS #1:CLS #2

GOSILEB d@oon

GOTO 1300

RETLREN

B A I s e S —

Fa. )
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Tomorrow the World

This is a self-contained geographic quiz based upon the map of Great
Britain. The game is very straightforward and consists of questions
which relate to key towns or cities, and the county to which they
belong. Options are given to guess the county, the town or both. A
point is plotted on the map to indicate the location of the town or city.

The central core of the program could be developed to produce
either a more detailed map or as the heading suggests, the world
could be plotted next!

The Picture Builder program later in this book will be found
helpful to identify the points to be plotted. The map used in this
program was produced by tapingan outline of Great Britain onto the
screen. This was on a clear acetate sheet, so it was possible to move
the cursor to each point, note the x,y co-ordinates and then move to
the next point. The result can be as detailed as the mode selected and
your patience will ailow.

Another way to develop this program would be to extend the data
to include more or all counties and the county towns. In fact you
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could find that the research of the facts to put into the listing is even
more educational then the program itself!

1 REM <<<< TODAY ENGLAND , &

11 REM < TOMMORROW THE WIRLD

1% REM << ANDY / JIM =

164 REM

20 GOSUR 1509

EO MODE 1:LOCATE 15,1:PRINT "Today Engla
nd”

Z5 INE © , @ :RBORDER @

d@ sc=0

=o LOCATE 12,3:PRINT "Tommorvow the Worl
d 1

£@ LOCATE Z,6:PRINT "Choose option:"

70 LIOCATE 19,2:PRINT "1....Guess countie
S 1]

&@ LOCATE 10,3:PRINT "Z2....Guess cities"

39 LOCATE 16,1@:PRINT "3....Guess hoth"

100 as$=INKEY®$

119 IF a$="1" THEN op=1:GOTO 1350
1z@ IF as="2" THEN op=2:GOTO 135
130 IF a$="3" THEN op=Z:GOT0 150
1de GOTO 106
DG GOSUER 300
160 RESTORE 1270
165 IF op=73 THEN &30
210 REM »rx GUESS CITY / COUNTY <4<
226 FOR c=1 TO 16
230 READ n$,x,y,c0%
240 PLOT s,y,3
250 IF op=1 THEN LOCATE 25,5 1PRINT "City
is "
6@ IF op=1 THEN LOCATE 21,7 :PRINT n%
270 IF op=2< THEN LOCATE LJ,S-PRINT YCoun
ty is "
Z23@ IF op=2 THEN LOCATE 21,7:PRINT co%$
290 tr=2
309 IF op=1 THEN LUOCATE Z25,7:PRINT "Coun
ty is" ELSE IF op=2 THEN LOCATE 25,9 PRI
NT "City is"
31@ IF op=1 THEN INPUT #3,c$: cd=UPPERS (C
%)

IZ@ IF op=2 THEN INPUT #3,ci$i:ci$=UPPERS$
(ci%)
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330 IF op=1 AND c#%=co% THEN d4Z0
3d@ IF op=< AND ci$=n% THEN 420
3@ tr=tr—1:LOCATE 26,20:PRINT "Wrong"st
vyt o tries®

360 LOCATE 20,2Z:PRINT "left."
370 GOSUER 1500

IO LOCATE Z2&,20:PRINT SPC(14)
330 LOCATE F0,ZZ2:PRINT SPCC&)

d®O® IF tr=0 THEN S000

d1o GOTO 3o

426 GOSUR 1440

47@ LOCATE 26,10:PRINT "Corvect."
dd@ GOSUR 1500

d5@ sc=sc+tr

de@ PLOT M,y,0

d7@ PREINT #3

4o PLOT @,0,1

470 GOSUR 144

209 NEXT c

S1@ CLS:PRINT:PRINT " You scored"jsc
3" points."”

S20 PRINTIPRINT::PRINT" Press 'SPACE?
to start again”

SI3@0 PRINT:PRINT™ o *RY te guit

Sd9 a$=INKEY$:a$=UPPER$(a%)

550 IF as=" "THEN 30

S6@ IF as="@E" THEN END

S70 GATO S5do

&1 FEM #H3xxk GUESS CITY & COUNTY

&2@ REM

&0 FOR c=1 TO 16

39 READ n$,x,Y,cHiPLOT x,y,3>

&S50 LOCATE 25,9:PRINT "City is"

&H6D tr=3

670 INPUT #3,ci%

&2Q IF cid=n$ THEN GUSUE 1d4d4@:LOCATE =25,
1@:PRINT "Corvect":GUSUE 150@:gsc=sc+tr i@
OGSUR 1d4de:GOTO 75e

699 tr=tr—1

700 LOCATE 2&6,20:PRINT "Wrong"jtri;" trie
S“

71@ LOCATE 30,2Z:PRINT "left."

720 GUSUER 1500

725 LOCATE Z&,20iPRINT SPC(14)
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LOCATE 30,z2Z:PRINT SPC(eD

IF tr=0 THEN 72@ ELSE GOTO &70

LOCATE 25,1 :PRINT "CITY IS8

LOCATE Z20,3:PRINT n%

LOCATE 25,9:PRINT "County is"

tr=3

INPUT #3,co%

IF co%=c% THEN GOSUR 1dde:LCGCATE =25,

RINT "Correct":GOSURB 1500isc=sc+tr:G
14d4@:GaTO 2da1

tr=tr—1

LOCATE 26,Z20:PRINT "Wrong"jtri;" trie

LOCATE 70 ,2Z:PRINT "left."
GOSUR 1500
LOCATE Z&,Z0:PRINT SPC(1d)
LIOCATE Z0,22:PRINT SPC(&D
IF tr=0 THEN 230 ELSE GOTQ 77@
LOCATE 25,9:PRINT " "
PRINT #3
LOCATE 25,6:PRINT "COUNTY IS"
LIOCATE 20 ,3:PRINT c%
GUSUR 15206
GOSUR ldde
PLOT x,y,o
NEXT c=* GHTH 510
FREM #hxkz: DREAW MAP <4000
MIJDE 13 WINDHW #3,20,d0,11,11
PLOT @,@,1
INE Z,@0,26
RESTURE 1130
FOR a=1 T 59
FEAD i,y
IF a=1 THEN PLOT %,y ELSE DRAW 1,y
NEXT a
FOR a=1 TO 17
FEAD M,y
IF a=1 THEN PLOT x,y ELSE DRAW x,y
NEXT a
FOR a=1 TO 4:FEEAD x,y
IF a=1 THEN PLOT x,y ELSE DRAW x,y
NEXT a
FOR a=1 TO 4:READ x,y
IF a=1 THEN PLOT x,Y ELSE DEAW X,y
NEXT a
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1920 FOR a=1 TO ZSREAD x,vy

193G IF a=1 THEN PLOT x,y ELSE DRAW x,vy

116G NEXT a

11190 RETURN

1115 REM =>>7 MAPS DATA

1120 REM Mainland Britain

1130 DATA 192,371 ,222,377 ,224,359,210,32

Py 233,341,258, 335,258,305, 208,287 ,2 :

1140 DATA 228,269,292 ,263,270,2d45,276,21
ySDE 2O, IR 1T R, 290,179,324, 147,312, 13

7,_q4 ldf,gtm 1173

115@ DATA 324,33,354,77,330,53,282,&61,25

F,d7,234,53,216,35,174,23,165,24,210,71,

246,71 ,253,95,254, 373

1160 DATA Z0d4,95,1923,107 ,216,113,216, 137

s 195,131 ,216,155,252,155,240,173 246,191

y 23 191,222,209

1170 DATA 234 ,227,204,215,192,227,204 24

S,138,263,1230,275%,163,2d45, 15 w,k:7 162,28

1 , 180,317,168 ,341,192,347 ,120,365, 193,35
s 192,371

118@ FEM Ireland

1199 DATA 1dz,241,172,229,184,199,172,1%

7,160,137, 17A,1_. 1Fm 103,118,103 ,22,85,

'u,ow,cU 120, 100, ,/@,163,_~,1ﬂi 11,2

Qo , Dy 2d@, 14,._ ’ ,_._11

1z w@ REM Isle of Man

121 DATA 192,131 ,204,121,210,199,192,1:3

i

220 REM Anglesey

1230 DATA Z0&,157,206,151,210,160,206,15

-

12d9 REM Isle of Wight

1250 DATA 224,535,280 ,49,272,43,293,49,28

& ,55

l;b@ REM cities

127 DATA MANCHESTER,ZSS2,171,"GREATER MA

NCHESTER"

1250 DATA CHESTER,ZD2,149,"CHESHIRE"

127@ DATA LEEDS,=Z3%2,175,"YORKSHIRE"

1200 DATA HULL,Ze&, 121, "HUMRERSIDE"

1310 DATA LIVERPOIL,Z250,1&3,"MERSEYSIDE"

1220 DATA BIRMINGHAM,=Z74,11%,"WEST MIDLA

NDS™"

[




1330
1340
1350
1360
IRE"
1370
1330
1290
1400
AND"
1d1@
1420
14770
1dde
1450
1466
1465
1476
1d4&e
1435
14326
1d30
1509
437D
121917
1010 3
Soilo
1% B
SOLe
DOZ5
SO360
5035
SO0
S045
S050
SO55
S0
SO6S
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DATA LONDON, 31,25, "GREATER LONDON"
DATA EBRISTOL,260,53, "AVIN"

DATA CARDIFF,Z2dd,9%,"MID GLAMORGAN"
DATA CAMERIDGE ,321,115,“CAMBRIDGESH

DATA GLASGOW, 16,261, "STRATHCLYDE"
DATA EDINEURGH,Z3&,261, "LOTHIANY
DATA ARERDEEN,ZS50,315,"GRAMPIAN"
DATA NEWCASTLE ,Z&&, 223, "NORTHUMBERL

DATA BELFAST,170,200,"ARMAGH"
DATA DUBLIN,16®,1&0, "DIIELIN"

FEM > CLEAR RIGHT SIDE OF SCREEN <
FOR g=1 TO 2d

LOCATE 25, q:PRINT SPC(15)

NEXT ¢

s$=STRINGS (&, 32)

LOCATE 2®,11:PRINT s#

LOCATE Z©,7:PRINT s%

LOCATE 20,3:PRINT s%

LOCATE Z@,3:PRINT s%

RETUREN
FOR t=1 TO Z000:NEXT tiRFETUREN
REM <<<<< NO TRIES LEFT sk

GOSUR 1449

LOCATE 25,35

PRINT "CITY I "

LOCATE =21,%

PRINT n%

LOCATE 25,19

PRINT "COUNTY IS "
LOCATE 21,12

PRINT co%

GISUR 1520

GOSUR 1dd4@

LOCATE 21,53:PRINT SPC(&)
LOCATE Z1,1Z:PRINT SPC&)
GOTO d&0
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Character Builder

The Create Your Own Monster Kit

Character building can be as much fun as playing a game. This
‘utility’ enables 32 of the Amstrad’s characters to be defined easily
and then butted together to form more complex pictures.

The built-in characters from 224 to 255 are first displayed and then
the opportunity is given to adapt them. swap them, or create
completely new ones. The definition values can be noted down and
then used in your own programs using the ‘Symbol’ command.
Complete sets can be saved on tape to produce a library of useful
characters.

Although many of the programs in this book have had characters
designed for them, others use standard characters. With this
character definer you can dramatically improve the appearance of
these games. You may even wish to change all the ones in the book!

Because of the wide range of features in this editor, it may take a
little time learning how to drive it. The following list of commands
will provide a handy reference guide during your ‘Learner’ period.
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Character builder reference guide

After loading, the grid starts with the first character picked up. This
may then be Edited, Cleared, or any of the following can be selected
by pressing the first letter of the option.

Clear. This clears the grid completely.

Pick up. Asks for character number, then as the last digit is pressed
that character will be transferred to the grid. It can then be Edited,
Changed, etc.

Edit. Places the flashing cursor at the top left of the grid. [t can then
be moved around using cursor or joystick. Fire or copy key will set or
unset a point. When finished ‘Enter’ is pressed. Then the number is
required to transfer the pattern to.

Numbers. Asks for character to which the pattern will be assigned
and then requires eight values, corresponding to the total for each
line, starting at the top. This then generates the image directly. ‘Enter’
terminates this option.

Mirror. Asks for character number then asks whether horizontal
(swap left to right) or vertical (turn upside down). The result is shown
in the grid. To store the new character select ‘Edit’ followed by ‘Enter’
and then the character number for allocation.

Vert shift. Asks ‘up’ or ‘down’. Moves the definition up or down
one row with wraparound.

Hor shift. As for Vert shift, but left or right. Wrapped lines may be
edited out.

X-change. Asks for two characters and then swaps their
definitions.

Build. Removes the grid and provides a 14 X 10 character area in
which to test how the patterns look when fitted together. The
character number is requested and then that pattern may be placed
anywhere using the cursor pad or the joystick. The fire button or copy
key fixes a character. A new character is selected by firmly pressing
‘space’ and then entering the character number required. ‘Enter’
leaves Build and returns to grid.

Save. Asks for a file name to save with, next ‘Play’ and ‘Record’
should be pressed, then ‘Enter’ will save the current set.

Load. Asks for a file name to load, or if just ‘Enter’ is pressed the
first file found will be loaded.

Note that in this program ‘Escape’ is disabled to prevent loss of data.
Switch off to end.
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1 REM <<< char bhuildey «"3F ISSI/JIIM
= FEM

0@ CALL &EREBOZ

S0 SPEED WRITE 1

100@ GOSULE 21000

1olo GOSIIE 20000

1020 char=1:GOBUE 22000

1050 MEMOREY 249959

Dol REM W omadin 1oop el
SO0 as=INKEY$:a$s=IIPPER%(a%$)

SoOde IF as="" THEN GOTO Z0Za

SOS0 IF as="C" THEN GOSUER 10000

S06e IF as="P" THEN GUOSUR 11000

079 IF as="E" THEN GOSUR 12000

Seoe IF as="N" THEN GOSUER 1Z0o0o

SOF0 IF a$="M" THEN GOSUER 14000

S10@ IF as="Vv" THEN GOSUER 13000

5119 IF as="H" THEN GOSUE 16000

S1Z70 IF a$="xX" THEN GOSUR 17000

5130 IF a%="5" THEN GOSUR 12000

S1do IF a$="L" THEN GOSUR 17000

=159 IF as="E" THEN GUSUER 13500

R176 GOTOD S50

SO REM Frrr clear grid 4400000
19920 PRINT CHR$(Z3) ;CHR$CO)

1o@ade y=393

10045 he=SPACES(1ES)

1oo%e FOR n=1 TGO 10

10@e0 PLOT 322,y ,0

1OO70 PRINT #1,h%

10020 y=y—16&

173 NEXT n

10106 GOSUER 25000

19110 PRINT CHR$(Z2Z);CHE$S (1)

1@120 RETUEN

10320 REM Foekrrrriiiy pilck—up A A A
1iooda GUSUR 1o0o0

11910 GOSUER Zdaoe

11020 GOSLE 220006

11®é0 RETURN

11980 EEM
12000 x=1:1y=1

170%@ PRINT CHRE$(2ZZ) 3CHR$(1);
1 2060 IEa, A
172100 w1=36E+u%lbtiyl=298-y*la

.................

PR
................
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12110 MOVE x1,y1:PRINT #1,CHR$(159);
12129 GOSUR 27000
1213 IF le=1 AND
12140 IF ri=1 AND x<
121530 IF up=1 AND vy
12160 IF do=1 AND y<& THEN y=y+1
1217@ MOVE x1l,y1:iPRINT #1,CHE$(159);
12120 IF g=1 THEN GOTO 12?@@
12199 IF fi=1 THEN MOVE x1,y1:PRINT #1,C
HES$ (1d3) 3
2260 GOTO 12100
12290 REM * ¥ % guit % * %
12700 GISLURER Zdooo
12310 hL=37d4
12320 FOR wn=1 T 2
a=370
xe=" !
FOR m=1 TO =
12360 IF TEST (a,br<:® THEN MID$(x%,m,1)
=CHRE$(1473)
12370 a=a+lib
123260 NEXT m
127330 GUSLIR 25000
12420 d{char,ny=x
12419 h=h-16&
12420 NEXT n
12430 GOSUR 14560
12dde RETUEN
127920 REM srovalue entry SO0
13006 GOSUR 24006
130de FORE n=1 TO &
130560 CLS #&
13060 PRINT #ZX,"value "jwn
13070 INPUT #Z,va
12030 1IF va“o OF varzS%S THEN GOTO 12050
13100 d(char,nr=va
13110 NEXT n
131660 CLS #2
13170 GOGUR 14560
RETLIREN
: ) REM rrrlrllrEromivyoyv DDl
1 ..1(/)(/) @ GUSUR 2400
14050 PRINT #Z,"(Viert/(H)ovri "
14060 hLh$=INKEYS$:he=UPPER$ (%)
14070 IF h$="V" THEN CLS #Z:GOTO 14500

x_s}. - 0

]
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14030 IF h$="H" THEN CLS #Z:GO0TO 14100
1d4@30 GOTO 14060

14333 FREM % % % HORIZONTAL * % %

idioe FOR n=1 TO &

13110 x=d{char,n):GISUIR 27009

14120 y$="wm®w@wwm”

141720 FOR m=1 TO &

1d41d4@ NID%(y%,m,1}=MID%(x$,®"m,1)

14150 NEXT m

14160 x$=y$:GUSLR 2000 d(char,n)=x
14176 NEXT n

1d18e GOTd 1456@

14490 REM % * % VERTICAL % * *

14500 FOR n=1 TO S:f(n)=d(char,n)NEXT n

14516 FOR w==2 TO 1 STEP —1
14520 d{chavrny=f{9-n)
14520 NEXT n

14560 x=1722:GUSUE 6000

145760 GOSUR Z27000
145520 GOSUER 10000
14576 GOSUR ZZooo
14600 w=128:1G08UR 26000
1d41d RETURN
147860 REM P
15000 GOSUEB _4mmm.PFINT #‘,”(”)p/<D)OWH
150340 he=INKEYS$: Lh$=UPPERS (h%$)

SOSO IF he="U" THEN CLS #2Z:GOTO 15120
1509 IF h$="D" THEN CLS #zZ:GOTO 1309
150760 GOTO 15040
15030 REM * % % down % % ¥
15090 FOR m=1 TO 7:GOSUER 1S13@:NEXT m
1%1ee GOTO 1521
15119 REM % % % up * % *

15170 GOSUR 1S17@sGUTO 15210

1513@ FOR n=1 TO 2
151do finr=d(char,n’

15150 NEXT o
15170 d{char,2)=f(1)

15150 FOR n=2 TO S:dlchar,n-1)=f{n)iNEXT

T
15170 RETLEN
1S200 FEM % % % final % »x *

S21e GOSUR 14560
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J20 RETLEN
15920 REM Hrxxerr% hovie. shift <0004
16000 GOSLIEBE 24000

16odo PRINT #2Z,"(Llreft/(EYight";

16050 h$=INKEY$:L$=LPPER® (L)

16060 IF he="L" THEN CLS #Z:GOTO 16100
16070 IF k$="R" THEN CLS #Z:GOTO 16516
16030 GOTO 16050

16030 FEEM % % % left * % *

16100 FOR m=1 T2 7:GO5UE 16600 :NEXT m
16119 GOSUB 14560

1120 RETURN

16500 REM % * % right * % %

16510 GOSLIR 16600:GOSLIEB 14560

16520 RETLUREN

1665960 REM ¥ % ® divide * % %

leeo@ FOR n=1 TO 3

16610 f(ny=d(char,n)

16620 w=Ffn)iu=INT{(x/2):IF wixf{nd)/2 THE
N s=x+12&

166320 d(char,n)=x

16640 NEXT

16650 RETILIEN

169860 REM =5 ey edcharnge KOO 00
17006 GOSUB Zd4.00@

17019 charl=char
17050 GOSUR 24006
17070 FORE n=1 TO
17020 f(ny=d(char,n)
179050 NEXT n
1710 FOR w=1 T
17110 d(char,n)=d{chari ,nrid{charinr=Ff
Vi)

17120 NEXT n

171320 GOSUER 14560

171460 RETUREN

17920 REM
12009 PRINT #zZ,"Filername 7"

18010 INPUT #Z,n%

1202@ nd=""!'"+n%

12030 SAVE n$, b d35776,256

12040 CLS #2

12050 RETUEN

SPEO REM il e 4 el
17000 x=1Z2:GOSUE 26000

o

i

PR
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19@1@ PRINT #2,"Filename "
13020 INPUT #IZ,n$ing="!"+ns$
190320 LOAD n$

17049 CLS #&

17050 GOSUR Z1060:GOSUE 27000

17060 w=128:GISUE Z&6000
19070 GUSUE 10000 :GOSILIR 22000

19050 RETURN

19480 REM »ridsiriry build pic <0000
19500 GOSUB 19350

19540 GOSUR 240001 ch=char+z23

19550 PRINT CHRE$(ZI)5CHRS$C 1) ;

19600 x=IT75:y=3582

19610 MOVE »,y:PRINT #1,CHR$(ch);

19620 GOSUE 27000

19630 IF fi=1 THEN MOVE x,y:PRINT CHRE$(Z
Ty CHR$CO) 3 tPRINT #1," "3 :PRINT CHRES$(ZD)
sCHRS (1) ;

19635 MOVE x,y:PRINT #1,CHES®Cch);

19640 IF g=1 THEN GOTO 19700

19650 IF ex=1 THEN GUSLUE Zd000:ch=chav+3

e
A

19660 w=u+l6%*(le=1 AND w:32Z)—-16&¥(ri=1 A
ND x<530)

19670 y=y—1&%(up=1 AND y<I29E)+1&xCdo=1 A
ND y>254)

19620 GOTO 19610

19706 GISUR 17350

19710 GOSUE 10000

13720 REETUEN

19540 REM * % % clg % % %

19350 PRINT CHE$(ZZ);CHRE$(®) ; tPAPER @
19260 FOR w=1 TO 10

13370 LIOCATE 24,0

19380 PRINT SPCCLS)

19390 NEXT n

19900 PRINT CHR$(ZIZ) ;CHRE$SC1);
19719 RETUREN

19980 FEM »>rx>xx> initiallize screen
ZOOOO INK ©,@:INK 1,24 INK 2,537 INK
20010 PAPER ©:MODE 1:RORDER ©
20020 PAPER Z:FOR n=1 TO Z5

ZOOZO PRINT SPC(ZE) tPRINTEINEXT n
20035 TAG #1

20040 PRINT CHRE$(ZI);CHE®(1);
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20060 PRINT #1,"No. Old New No. Cld New"
;

20070 MOVE 0,3&Z

ZOOE@ PRINT #1, " = oo o oo
3

20110 y=35&

20120 FOR n=1 T 16

20120 MOVE @,y:PRINT #1,223+n;CHRES (Z2T4n

L2050 PLOT o,333, 3
t

23
20140 MOVE 190,y PRINT #1,239+n;CHRES$(ZIY
+11) 3

20150 y=y-—-232

20160 NEXT n

20170 GUOSILIE 27006

TR0 =122 :GO5UHE ZAOOO
20190 GOSILIR 25000

20210 WINDOW #Z,25,3%,11,13

20220 PAPEER #2,1:PEN #L,w-CLS Hz

20240 RESTORE Zol10:y=120

20250 FOR n=1 TO 11

20260 READ n$:PLOT 232,y,Z:PRINT #1,LEFT
(NP, 1);

ZOZ70 PLOT Z92,y, 1 tPRINT #1 ,MID$(ns$,2,LE
NC$) s
20ZHe y=y—-16

2 NEXT n

ZOZ00 PRINT CHRE$(ZI)jCHRE$S(1) 5 tRETUREN
Z031@ DATA Clear,Pick—up,Edit,Numkers Mi
ryov,Vert shift

ZOZZ20 DATA Hori shift,X-change,Build,Sav
e,lLoad

20930 REM »rxx» initialize variahbles <<
21009 DIM f(2)

21010 DIM dA(32,E58)

21050 SYMRBOL AFTER 224

21060 addyr=d43776

21070 FOR n=1 TO 32

2100 FOR m=1 TO =

21099 d(n,m>=PEEK (addr)

21100 addr=addr+1

2111@ NEXT m

21120 NEXT n

21170 addr=34933:1GUSUR 29500

21250 RETUEN
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CHFE® (=3

Y5 CHRE$ (1)

QS0 FOR n=1 TO &

22070 w=d(char,n):GOUSLUR ZI000
2220 PLOT IZ82,y,3+PRINT #1,x$;5x
22090 y=y-lt

22100 NEXT n

22110 RETUREN

22980 REM -
23000 x$=BINH(,3)
: FOR m=1 T

ZEOAG IF MID®(ud,m,lo="1" THEN M
, 10=CHR$(1d43)

2779 NEXT m

23020 RETURN

23930 REM & Frerr o odinmput chav
2d0@® PRINT #2,"character © "iPRE
24010 ne=""

24040 FOR n=1 T 3

cdraw chiary Sl

............

IF MID$(x$,m,1>="0" THEN MID$(x%,m

ID$ (%, m

B

INT #2

Zd®50 k$=INKEY$:IF h$2"0" OF h$x"%" THEN

GOTD 24050
24060 PRINT #2,b%; ind=nd+hs$
23070 NEXT n
24075 CLS #2
240320 char=VAL(n$)

Zd@ES IF char <224 OF char>ZSS THEN GOTO

24000
24@30 char=char—Lel
24100 EETUREN
24720 REM

K odraw grild

2S00 PRINT CHRE$(ZZ) 3 CHRE$(Z) 5 ix=1

P

ZE5G160 FOR n=1 T Y:PLOT x,y,1:DREAW x+127

sY
25020 y=y-16
250360 NEXT n

IEOA0 y=TED

“SO50 FOR n=1 TO 9:PLOT x,y,1:DRAW x,y—1

s
=20

2RO x=x+le
25070 NEXT n
25020 REETLIEN
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g o

@ y @
26040 FOFE n=1 TO 16

26050 MOVE x,v

2E@60 PRINT #1," "3CHR$(Z2ZT+n) 5 tMOVE x+1
ZO Yy iPREINT #1," "3CHE$(ZE940);

Z2EOT70 y=y-EZ

26020 NEXT n

2EOI0 RETUREN

TEDEG REM »rrriir oavray to chars <440004
27000 addr=43776

27G0d@ FOR n=1 TO ZIZ2:FOR m=1 TO 2

279050 POEE addr,d(n,m)

27060 addr=addr+1

27070 NEXT m:iNEXT n

70260 RETURN

27920 REM FkEEEEE X$ to X agadaddddd
3000 RESTORE 250701 x=0

Eode FOR m=1 TO &

ZEOSO READ yviwd=MID®(x$,m, 1)

FEOE6O IF wEdx" "THEN x=u+y

25070 NEXT m

Zoeao FETURN

28030 DATA 125,64 ,72,16,5,4,2,1

Now *'MERGE' the YINKEYS® routive. -
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Your Phosphor Palette

This is hi-tech art on your Amstrad, though it is unlikely that any of
your ‘masterpieces’ will ever fetch thousands of pounds.

The program starts by asking for the mode (9. I or 2) and colours
to be used for the border (§-26). paper (¢ 15) and the initial ink
(9 -15). A list of colour numbers is in vour reference manual or in
Appendix 5 of this book. A set of drawing colours are contained in
the program. (Change the data in lines 20 110 and 20120 for different
colours.) The next request is for a picture name, which will be used
for saving.

The final option offered is to have an ‘information window’
displayed. This will constantly show the current x,y co-ordinates of
the drawing pointer and may be used to plan out plotting sequences
to be incorporated into programs. The map of Great Britain in this
book was generated in this way. The window appears at the top or
bottom of the screen and automatically moves if it is in the way,
whilst the picture underneath is still retained.

When the screen appears a graphic ‘pencil’ shows where the line
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will be drawn. The pencil is moved using the joystick or cursor pad.
Pressing the fire button or copy key changes the pencil to an eraser
svmbol. This will then rub out any lines that it passes over. If the fire
button is pressed again a cross symbol will be displayed. This
indicates that the cursor may be moved without drawing a line. Once
in position to draw again, pressing the fire button will return to the
pencil and draw mode. The cursor can be cycled through these modes
by repeated pressing of the fire button.

A very useful alternative to using the pencil is to use the ‘Auto line’
mode. First the *“Move’ symbol is obtained and moved to where the
line is to start. Pressing ‘Space’ gives a beep and stores that position.
The cross is then moved to the second location, ‘Space’ pressed and a
line will be drawn between the two points.

At any time the current drawing ink can be changed using the
‘Enter’ key. Each press of the key steps through the available inks and
the cursor changes colour to show the one selected.

‘Shift” ‘S’ saves the current picture immediately to tape when
selected. ‘Record” and ‘Play’ should be pressed beforehand as
prompts are not displayed.

‘Shift> ‘L’ then ‘Play’ on the tape deck will load the first picture file
found. The current screen will be cleared and the new one displayed.

Although drawing a picture can take some time, dependent upon
the mode, producing ‘art’ in this way can be very enjoyable.

1 FEM <<<< picture huilder <> ISSI >z
2 REM
SO SYMROL 240,240 ,200,164,146,79,47,3@,

1

]

) SYMEQL Zd1,240,226,228, 152 ,2d , 36,66,

T R

@ SYMEOL 2dz,2d40,18d4,220,238,119,%56,27
y 10

00 MEMORY 23699

&£10 SPEED WRITE 1

1000 GUSUR 21000

1910 x=@:y=3397tdr=1:11i=0

1020 hd=d:ivd=2iTAG #I

1e3@ IF m=1 THEN hd=Z

1049 IF m=2 THEN hd=1

1190 GOSUR 22000

1140 IF y<50 THEN po=333 ELSE fo=20

1150 we="x "+STR$(xI+"y "+STR&(y)r+"ink "
+STRE$(pe)d

{
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1155 PRINT CHRE$(2IZ)5CHRE$(1);
1169 IF inf=1 THEN MOIVE @,po:PRINT #3,w$

3
1200 PRINT CHE®(ZI)3CHE$S(1);

1219 PLOT x,y,pe

1220 PRINT #2,CHR$(2dO+dr) g

1230 PRINT CHE$(2Z);CHE$(Av);

12d@ IF dr=2 THEN ko=pap ELSE ko=pe

1250 PLOT M,y,pe

1260 PLOT x,y,ko

13760 PRINT CHE$(ZI);CHR$(1);

1320 PLOT x,y,pe

1390 PRINT #2,CHRE$(Zd40+dr )

140@ PRINT CHR$(Z3)3CHR$(dr) g

1dd4@ PRINT CHR$(2Z);CHE$(1);

1450 IF inf=1 THEN MOVE @,po:PRINT #I,w$
3

1d&6@ IF sav=1 THEN GOSUR 15000

147@ IF lo=1 THEN GOSUB 135200

1d@® IF li=1 THEN GOSUER 23000

15900 GOTO 1100

17320 REM 333
153000 CALL 23700
1z2@1® SAVE né,b &&AEQ,&3FFF

13020 RETURN

18450 REM »rsssrrrrxrx load B A AR A
13506 LOAD "!"

125160 CALL 23715

13520 RETURN

19930 REM >>>»»% inittialisation <oaid4d
ZO@0® MODE 1:PAPER @:PEN 1

2G@1o INPUT "MODE *",m

20020 IF m=0 THEN co=15:G0TO 20060
200G IF m=1 THEN co=2 :GOTO 20060
oad® IF m=2 THEN co=1 :GOTO 20060
o050 GOTO Zeelo
206D RESTIORE 20110
ZOO7@ FORE n=@ TOQ co
20020 READ a

20939 INE n,a

01060 NEXT n

Za110 DATA @,15,24,

T e o
& ) R0 . i=s )

2y
20129 DATA 2,21,26,3,7,13,16,3

Z013a CLS
20149 INPUT "BORDER "jsho
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20150 IF bho<®o OF hoxZ7 THEN GOTO 20130
20166 BORDER ho

20179 CLS

20130 INPUT "PAPER "jpap

20139 IF pap<@ OR pap>27 THEN GOTO 20170
20200 PAPER pap

20210 CLS

ZOzZ2Z9 INPUT "INITIAL INEK "jpe

20270 IF pe<® OF perco THEN GOTD ZOozZie
20240 PEN pe

20250 CLS

Zoze® INPUT "Name to 'SAVE' ",n$

202730 n$=""!"+n$

20280 CLS

20290 INPUT "Information window T",a%
20300 inf=0

Z0X10 IF as="y" OR a$="Y" THEN inf=1
20Zd4a MODE m
20350 RETUEN
20980 REM >3 5:
21000 GOSUR 3
21910 addr=23727:1GOSUE Zvioe

21020 GOSURB 20000

21039 TAG #Z

21100 RETUREN

2EO00 SOUND 1,200,10,15

23010 IF flag=1 THEN GOTO 23050

2E020 flag=lixl=xiyl=y:idr=1

23030 td=hd:hd=hd*3ivid=6

27039 RETUREN

23050 flag=0:hd=td:vd=Z

2TOEO PRINT CHRE$(Z2Z) 3 CHRESCD) §

2IO70 PLOT X,y,pe:DRAW xl,yl

ZEOEO PRINT CHRE$(Z3)3CHRES(1)

23090 RETURN

27980 REM Frirrrerirr movement (L0000
23000 GOSUR 27000:1li=@:sav=0:10=0

22010 IF le=1 AND »>® THEN x=x-hd
23020 IF ri=1 AND x<&3% THEN x=:x+hd
FROTO IF up=1 AND y<393 THEN y=y+vd
7304@ IF do=1 AND y>»® THEN y=y-vd

2250 IF fi=1 THEN dr=dr+1:IF dr=3 THEN
A=

2E@E0 PRINT CHRE$(Z3)3CHR$ Ay )

2E0p70 IF g=1 THEN pe=pe+1:IF pe=l6& THEN
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IF ex=1 THEN li=l
IF a=&7 THEN CLS
IF a=873 THEN sav=1
IF a=7& THEN lo=1
20 RETURN
ZYYEQ REM »rrkrriir poke k/move

30000 RESTORE 0060
TQ01e FOR n=23700 TO 23726
J00z20 READ a
TOOTO POKE n,a
Ioode NEXT n
OO0 RETURN
Zo06® DATA 33,0,1%2,17,224,106
Z0070 DATA 1,255,63,237, 17tv~01 ©,0,0
T30 DATA 33,2:2d4,106,17,0,192
20090 DATA 1,255,647 ,~~7 17 2@l

Now 'MERGE?' the 'INKEYS' voutine . - -
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Arnold Monitor

Open RAM Surgery

This utility, which bears the Amstrad’s original name, will help with
investigations into memory. The machine’s ROM routines can be
looked at or any program which can co-reside in RAM can be
examined. Memory can be modified. saved or loaded.

Command summary

View Memory. Asks for the start and finish locations, which have
to be decimal. The memory contents will then be displayed in blocks
of ten. ‘Space’ steps through to the ‘finish’. “Text’ can be read from the
ASCII columns.

Checksum. Asks for the start and finish. All the values are then
totalled in decimal. inclusive of the addresses entered. This option is
useful when entering from a listing which provides a ‘Checksum’ to
check if errors have occurred.

Modify mem. Again the start and the end addresses are required.
Then the display shows the current value. Pressing ‘Enter’ will retain
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this value and the next location will be displayed. Typing numbers

followed by
the value 1s1

made to memory. The next location will then be shown. Great care
should be taken, since any RAM may be modified with perhaps
surprising results. (All entries are in decimal.)

Save. Asks forstart and finish (decimal), then the file name. Saving

commences

pressed prior to selecting the ‘Save’ option.
Load. This, when followed by pressing ‘play’, loads the first file

found.

‘Shift’ ‘Q’ will quit any option.

1 REM
2 FEM
Soa M
510 S
1000
1500
1510
1220
15350
1540
1250
1560
19930
20000
20010
20030
2OD4D
20050
ONITO

207
203D
"

200390
20100
2000
20T
21000
2107

tional Games for the Amstrad

‘Enter’ will put what is typed into the current address. If
nvalid then this will be indicated and no changes will be

when *Enter’ is pressed. ‘Record” and ‘Play’ should be

AL ad monitor W ISBL Fkrrrier

EMORY S50

PEED WRITE 1

GUSUR Zoowe

PRINT #1,"“Type Youwr Choice . . "
a$=INKEY$:as=UPPER$(a%)

IF as="Vy" THEN GOSUR =1000

IF a$="M'" THEN GOSUR ZZ00a

IF a$="C" THEN GOSUB 23000

IF a$="8" THEN GOSUR Zd4000

GoTO 13510

REM BEEE sCreen 4Odadndld
INK ©,0:INKE 1,26:INK Z,18:INK 3,2
MODE 1

WINDOW #1,2,39,d4,20

PAPER Z:PEN Z:EORDER @:CLS

PAPER #1,0:PEN #1,1:CLS #1

PRINT ARNCOLD MAGHINE CODE M
Rll

PRINT " e e o

LOCATE ¢,22:PRINT "(Ud)iew memory"
LOCATE 4,24 :PRINT "(Mlodify memory

LOCATE 25,ZZ:PRINT "(C)lhecksum"”

LOCATE 25,24:PRINT "(S)ave\load"
RETURN

REM 33 s G
GOSUR Z&000

CLS #1
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21020 PRINT #1,"Address (hex) Va
lue (hex) W @~
21030 FOR wn=d4 T 13

21100 LOCATE #1,1,n:PRINT #1,sta

2111 LOCATE #1,10,wiPRINT #1,"(";HEX$(s
tays"o»"

21120 LOCATE #1,2d,n:PRINT #1,PEEk(sta)
21130 LOCATE #1,31,n:PRINT #1,"(";HEX$(P
EEE (stad)ys )"

21140 LOCATE #1,18,n:PRINT #1,CHR$¢(1)3;CH
R&(PEEK(sta));

21145 IF as="@" THEN GOTO Z2Z3I0

21130 sta=sta+l:IF sta=fin+1 THEN GOQTO 2
1200

2116 NEXT n

21179 a$=INKEY%$

21173 IF as="@1" THEN GOTO 21220

Z112@ IF as«<>" " THEN GOTOQ Z21i17¢

211760 GaTO 21970

21200 a$=INKEY%

21219 IF as<x" " THEN GOTO 21200

21220 CLS #1:RETURN

21980 REM »rrrrrirrrry modlfy <ol 00
220060 GOSUR 26000

22070 CLS #1

22020 PRINT #1,"Address (hex) Va
lue = —memmmmeo e — e

22039 FOR n=d4 TO 13X

22100 LOCATE #1,1,niPRINT #1l,sta

22110 LOCATE #1,10,n:PRINT #1,"(";HEX$(s
tays"o"

22120 LOCATE #1,2d,n:PRINT #1,PEER(sta)

22130 LOCATE #1,%1,n

221d0 a$=INKEY®:IF a$="" THEN GOTO Z¥1dQ
22145 IF as="2" THEN GOTO 22230

22150 IF a$<"@" OR a$x>"3" THEN GOTO Z21&
@

22155 GOsUR 22300

22160 sta=sta+l:IF sta=fin+l THEN 22210

2217 NEXT n

22130 a$=INKEYS$

221909 IF as<»" " THEN GOTO ZZize
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22210 a$=INEEYS$
PEreo IF a$dx" " THEN GOTO z22z1e
2@ CLS #1:RETURN
FEM * % % mod * % *
nE=""IPRINT #1l,a$;ind=ns+as
GOSUER 22600
22520 IF at=CHR$(13) THEN GOTO 22700
22230 GOTO 22510
22600 a$s=INKEYS$
22610 IF as="" THEN GOTDQ 22600
2EeEH IF Ca$s"o" OR as:x"") AND a$ rCHES$
(13> THEN GOTO 2X2e00

6530 IF a$s=CHR$(13) THEN RETUREN
2% nE=nd+ad i PRINT #1,a%;
22650 RETURN
22700 a=VAL(R$Y»IIF ade OF ax255% THEN SO
ND 2,300,25,15:KRETURN
Z2271® POKE (sta),a
22720 LOCATE #1,24,n:PRINT #1,a;3;" "
22730 RETLUEN
22920 REM &>
: GOSUE
tot=0
FiiR n=sta TO fin
LOCATE #1,10,10
PRINT #1,n
1% tot=tot+PEEK (1)
23055 a$=INKEY$:IF a$="0" THEN n=fin
: NEXT
23070 SOUND 1,300 ,25,15
27ez0 SOUND 1 ,200,2%5,1%5
27099 SIIND 1,100,2%,15
23120 LOCATE #1i,10,12
2313@ PRINT #1,"Check="3tot;
231490 a$=INKEY®
23150 IF as<x" " THEN GOTO 23140
232160 CLS #1
23170 RETLURN
ZEIE0 REM rrrrrrrirr save/load
24000 PRINT #1," (Srave or (Lroad
24010 a$=INKEY$:a$s=LIPPER®(a%)
240z0 IF a%="g" THEN GOTO Zd4@50
24030 IF a$="L" THEN GOTO 24500
2dode GOTO Z2d4@10
24050 CLS #1

.................

chechksum <0044
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24970 GUSUE 26000

2403¢@ IF stadg8oo@ THEN GOTO 24050

2d@30 CLS #1:INPUT #1,'"Name "jn%

23100 ng="!"+n$

211190 SAVE n$,b,sta,fin-sta+l

24120 CLS #1

24130 RETURN

24500 CLS #1

24510 INPUT #1,"Fileviame “"jn$

24520 ng="1"4en$

24520 LOAD n%

245de CLS #1

235560 RETIUEN

29920 REM »rxixrrrrioan put < S

25000 CLS #1

26010 PRINT #1," Start v

LEOZ20 GOSUR ZO000

26030 IF addr<@ OFR addr>&S535 THEN 26000
26040 sta=addr

ZEOTE SOUND 2,300 ,25,1%

26060 CLS #1:PRINT #1," Finish ="

26070 GOSUR J0000

Z6EGR0 IF addr<@ OF addr»&55335 THEN 26060

26070 fin=addr

26100 CLS #1

26110 IF stax=fin THEN GOTO 20O

26150 RETURN

2RO REM FEkrErrr ivput addre CO000008
Q00O ne=""Y

Z0010 as=INKEY®

TOOZ0 IF (ads"o" OF a%:"3")> AND a$ FCHRES$
(13 AND a$<:CHRE$(127) THEN GOTO IZeoelo

TOOZS IF a$=CHR$(1Z7) AND LEN(n$><1 THEN
GOTO JI001o

TOO30 IF as=CHR$C127)> THEN n$=LEFTH(n$,L
ENCn$)Y—-1):GOTD Z0050

Z00dd ne=ndtas

TOOSO SOUND #,1%0,5,15: LOCATE #1,10,10
I0060 PRINT #1,n%;" "

TIOe70 IF a$=CHR$(13) THEN GOTD Ioo3@
IS0 GOTO JToola

20039 addr=VAL(n$)

Ioleo REETURN

n




Final Words

In producing this book an attempt has been made to adopt a
standard of game which 1s well above the norm.

This naturally leads to longer programs which require greater care
to enter. The time will come therefore when you will need to debug
your programs. This is when you have the opportunity to try to
understand how and why the programs work.

To help you in this task there follows a ‘debug guide’.

General points

I. Get someone else to double check that the entry matches the
listing. Say it out loud.

2. Remember that in 40-column mode the listing should match the
screen line by line.

3. Be careful that an I has not been confused with a 1.

4. Ensure that lower case ‘a’ is entered as such and not *A’.

5. Watch out for *; instead of :".

6. Double check spaces by reference to the spaces above and
below.

7. Double check line numbers. Don't confuse a number which
flows over onto another line as a line number.

8. Treble check data. It is very easy to skip a few numbers. As an
overall check, count how many commas and compare with the
listing.

9. Make sure that all quotes are in.

10. Is there really a fault? Re-read the instructions for play. Most
responses need to be followed by the *Enter’ key.
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Specific problems

I. To save space whilst still including substantial programs,
extensive use is made of merging. Familiarise yourself with this
technique on a simple program first. We anticipate some problems
from readers in using this technique, but consider the finished results
to be worth while for the majority.

2. One of the main sources of program failure is poor handling of
bad entries. For example, a program may crash if an unexpected
minus number were entered. It is possible to anticipate most ‘silly’
entries but only at the expense of needlessly longer listings. In writing
these programs it has been assumed that the player will not set out to
crash the program! They are therefore only protected against class
three idiots. If you will be exposing your finished efforts to a hostile
environment then it is up to you to protect against class one idiots.

3. All programs should work equally well on the monochrome
Amstrad, but change the colours (after saving the correct version) to
suit your own taste. Micro Mind can use symbols instead of colours
to make the game playable in monochrome.

4. Itis always good practice to load into a machine which has just
been powered up. This can avoid problems if the previous program
left something changed deep within the machine.

5. Unfortunately the Amstrad ‘Random’ function has been found
to be very predictable. Care has been taken to minimise this problem
whenever possible but you may be able to remember certain
sequences.

Debugging

If none of the foregoing resolve the problem then rollup your sleeves
and note some of these tips.

1. Ifan error message indicates a fault is in a particular line, but it
looks right when examined, remember that the fault could be in the
line which passes information to that line. Check back related lines.

2. Errors such as ‘Out of range’, ‘lmproper argument’, etc., may be
traced as above. To help type ‘PRINT A’ or whatever variables are
used in that line. This should indicate the problem.

3. Bits being missed out! The Amstrad’s ‘Tron’ function will show
the order in which lines are called, often highlighting a rogue
‘GOSUB’ or similar problem.
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4. Work methodically. Consider each section in turn. Set ‘Break
points’ using ‘End’ or dump out variables by adding a short printline
in the middle of the faulty routine.

5. Temporarily disable sections of program by adding a ‘REM" to
the start of a line. See what the effect is.

6. Re-type the section responsible! During development of these
programs some ‘Out of memory’ errors could only be mysteriously
solved by re-entering a single ‘perfect’ line.

7. Use the ‘On error’, ‘Erl’ and ‘Err’ functions normally as
described in the manual.

8. Go to bed - have a sleep. It sometimes works the next day!




Appendix 1: Complete Amstrad Character Codes
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Appendix 3: Screen Layout Planner
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MODE 1 40 COLUMNS x 25 ROWS 4 COLOURS

123 4 8 67 8 9 1011142131415 16171819 20 21 2223 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40
| ! ; ‘

- RV T .

-

1 23 45 67 8 9 1011121314 1516171819 20 21 2223 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 3940

W R L B Wb —

)

10 !
1 i ! : I
12
13 i
14
15
16
17
18
19 i
20
21
22
23
24
25

COLOUR ALLOCATION
PEN( = 2=
1= 3=

SO T

You may photocopy this page for your own use.



196 Sensational Games for the Amstrad
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Appendix 4. Amstrad Memory Map

& B109

& 0040

SCREEN
RAM

JUMPBLOCK/STACK

USER MEMORY

USER MEMORY

RESTARTS

UPPER
ROM

LOWER
ROM




Appendix 5: Amstrad Colour Table

OO0 IR H W —O

COLOUR

BLACK

BLUE

BRIGHT BLUE
RED
MAGENTA
MAUVE
BRIGHT RED
PURPLE
BRIGHTMAGENTA
GREEN

CYAN

SKY BLUE
YELLOW

COLOUR

WHITE

PALE BLUE
ORANGE

PINK

PALE MAGENTA
BRIGHT GREEN
SEA GREEN
BRIGHT CYAN
LIME GREEN
PALE GREEN
PALE CYAN
BRIGHT YELLOW
PALE YELLOW
BRIGHT WHITE




Appendix 6: Quick Syntax Checker

The Amstrad manual contains a comprehensive and instructional
section for each part of the BASIC syntax. However, sometimes it is
useful to be able to have an idea of which ‘word’ is required before
looking it up. This list of all the keywords has been separated into
useful subsections. Anyone wishing to learn the commands
associated with say SOUND’would simply look up the correct listand

then refer to the individual section in the Amstrad manual.

MATHS DRAWR POKE
ABS MOVE REMAIN
AND MOVER RETURN
ATN ORIGIN SPEEDINK
CINT PLOT SPEEDWRITE
COS PLOTR STEP
CREAL TAG STOP
DEF TAGOFF THEN
DEG TEST TIME
EXP TESTR TO
FIX WAIT
FN CONTROL WEND
INT AFTER WHILE
LOG CALL WIDTH
LOG 10 DI
MAX El SOUND
IN ELSE ENT
MOD END ENV
NOT ERROR ON SQ
OR EVERY RELEASE
Pl FOR SOUND
RAD GOSUB SQ
RANDOMIZE GOTO
RND IF PROGRAMMING
ROUND INKEY AUTO
SGN INKEYS CLEAR
SIN IMP CONT
SQR Joy DATA
TAN LINE INPUT DELETE
UNT NEXT DEFINT
XDR ON DEFREAL
ON BREAK DEFSTR
GRAPHICS ON ERROR GOTO  DIM
CLG ouT EDIT
DRAW PEEK ERASE
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ERL CHAIN STRINS
ERR CLOSEIN UPPERS
FRE CLOSEOUT VAL
HIMEM EOF
INPUT LOAD SCREEN
KEY MERGE BORDER
KEYDEF OPENIN CLS
LET OPENOUT INK
LIST SAVE LOCATE
MEMORY MODE
NEW STRING PAPER
READ ASC PEN
REM BINS POS
RENUM CHRS PRINT
RESTORE DEFSTR SPC
RESUME HEXS TAB
RUN INSTR USING
SYMBOL LEFTS VPOS
SYMBOL AFTER LEW WINDOW
TROFF LOWERS WINDOW SWAP
TRON MIDS$ XPOS
RIGHTS YPOS
FILES SPACES$ ZONE

CAT STRS



Here is a selection of 24 exciting, high-quality games
written especially for the Amstrad and designed so the
reader can create his own games using the basic
subroutines in the book. All categories of games are
included from the classic Maze Maniac to educational
games such as Sum Fun. Each program is presented to
appeal to all Amstrad owners no matter how old or
young, whether you are completely new to computing or
fairly experienced. A selection of useful routines is also
given to help you modify the memory, create original
graphics and develop your own programs. A reference
section includes character codes, memory map, quick
syntax checker and screen and char grid.

All the games make full use of the Amstrad's facilities and
are thoroughly tested and crash-proofed.
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ADDIT IORRAL MNMOTES FOR:
SENSATIONAL GAamME= O THE OAOPFMISTRAD

Since publication of the above book some problems have been
reported by purchesers. Each report hes beesen carefully examined
and these sdditional notes havs been produced to help ease any
difficulties snd =2ven improve some of the listings. If a program
title doez np* appear in these notes then it may be assumed that
they have not cansed any problems.

EASIEA S S B o CEl 57T

There are no faults in the listing but there has been confusion
over the symbol printed between gqueotes fer VE. This is the
apostraophe and is obtained using Ishiftl 7.

Toc remove the ability to cheat the following lines can be added.

34365 IF O() (3P0 THEN 34949
36620 IF NS$S=0F£(N)Y THEN 36£55
JI6TTS T O PO THEN 3694¢

VARHMHING ONLY TO BE READ BY THQOSE WHO HAVE DIFFICULTY SOLVING THc
ADUVENTURE:

We suggest you start by takking the knite then climbing the rope.
TLO NOT 60 AFT YET or you may bes trspped. Once ysou have cleaned the
declis and found 23 n=sw locatiorn you should be able to solve the -
rest. MO FLRTHER CLUES WILL BE ZIVER! )
AT RIFETILE EPERESR LT

Listing is correct but problems have arisen by confusion of 1's
ith I's so itake care!

Listing i3 correct except for the minor =rror in lines 27136 and
27190 in whick CHR$S(235) should be changed to CHR$(234). This will
produce the cor-rsct svmbol to shoot at!

DG DRERALIGH T =

FProblems reported such as not clearing, extra draughts etc. are
dues to entry mistakes. :

Not=: Stalemats situation cannot be detected by the program and so
TQUIT’ must be used te end such games.

The board should be print=ed as shades of biue for draughts and
shades cf red for Chess - this is not a fault.

There is a problem with he 'REPLAY’® option which can be corrected
by the addition of the following lines.

11965 Zs(count, )="FF*"

11989 IF AE="Y¥"* THEN DEM=1:GOSUR 3I5005:6G0T0 1180
11998 IF A$="MN*" THEM GOTO 119¢

3143 CCTC 28100

I599F DEM=g

ISEGS COUNT=C:PLAY=1

3559@ IF DEM=1 THEM RETURN

I5595 IF PLAY=1 THEM 29009



POT ol
There are some lines which diseappeared during make up DT the book.
ney should be added toc the lines already listed.

1118F C=(FMND(1Y¥51)+1:1F AVIC)Y=0 THEM 111606
12105 MC=MC+1:BT{NC)=
11119 RETURH

0w mag= 192 Lins 14011 is not clear. It actually ends “..... THEN
15065"

Orn page 92 line 45 should end with just 88 (the ’646’ should ot be

= T C#I il

This is rorrect as listed. Unfortunately extensive machine code
would be required to speed up the game. Mone the less it is still
a playable BASIC 3jame

= I PN
Tc prevent oreoblems if the log carries SKIPPY off screen the
following lines should be added:

453 IT pER+ED¥=0 OR KX+KDX=2¢ THEN 583599
718 MODE £:IMI¢ 15,24:INK 14,24:BORDER £:PAPER 9:CLS:IPRINT
CHRE{(ZC) IINK G, €

TCOOD AT ENGL ARD
Thz program is correct as listed and =all problems have been {from
incorrect DATA which gives & syntax error (or a strange map! when
tvp=d in wron3jly.

I1f you Ao not want the response box te fiash enter:

a5 PAPERH#3Z,. 4
iti1es to be rempved once guzssed then eplats

I+ vou want 3
with these ammendmentsi

=xisting lines
460 FLOT 2,7, 35

RAT PLOT M,V,3
CrHrIAaATETADTER 1l _DER

Te chercl: that characters are in range when reguested by the
—perator. the following line should be addeq:

13090 IF VALES CGR VAX2SS THEN 13ZC°

he memory ares used since it has
5. In lines 18039,218608 and 27699
4 to 424922.

Dizs¥ Dwnesrs will have to alter t
been fecund to clash with the D.O.
the number 43774 should be change
tiote: All other programs have now beo=en tested with the Amstrad
Nisc Sysrem and worl perfectly.
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The vast majerity of feedback ocbtained has been concerning the
error mess==ge ® IMPROPER ARGUMENT® This iz when a recognised
commend cannct be executed. In pariicular this pccurs on 3YMBOL
AETER instructions. The rzasor being that if this is attemnpted
twice ti.e. because the program has already run once) the ram top
wil! a3lvrsszg be set sand so the srror will result.

The solution is first of a2ll not to run the program unitil
complate? and saved. IFf however you have mistyped something and
the progrem bresks ocut, then DO MOT RUM’ again after correcting
the evrroar.

ITn=t=ad it is best *o *fool’ the machine into re-setting by
starting a 'LOAD’ sequence. This may be most simply done by
helding down *ZTRL’ and pressing 'ENTER’.

Thiz will produce the ’press play’ prompt. Next use the escape key
tn break cut. The program can then be run again.

Unfortunately the IMPROPER ARGUMENT is = feature of AFSTRAD’S
operaticr which is not easy to cvercome, pther thar. described
above.

ST == ERROR=

Wher the machine gives a3 syriax error it does not mean that the
lizsting is wrara, Follow the hints given in the book to resolve
anwv problems. Take particular care entering DATA lines since this
iz far and away the nost common cause of programs not functioning
as expect=13.

I thanl vou for purchasing the book and hope that these additional
notes will increase vour enjoyment of it.

JIr GPEGORY DREC. *84
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