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INTRODUCTION

This book was written with a sense of excitement, a sense of excitement
which will transmititself toyouthe moment you getthefirst programup
and running.

From Caverns of Terror and Tunnels of Thar to Warlock’s Castle, you'll
find here a satisfying collection of challenging games for your Commo-
dore 64.

Whether you're looking for shoot-em-ups, alien-blasters, outwit-the-
machines or other games, you'll find them here, just itching to get off
the printed page and into your micro.

It's about time you caught the sense of excitement,and gave way tothe
urging of the games.

Time to start playing, and start enjoying, some great games on your
Commodore 64.

Tim Hartnell,
Melbourne, 1983
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RABBIT TRAP

In this game the computer will try to trap you, a frightened rabbit, by
placing obstacles in your path, finally boxing you in so that you can't
move. The object of the game is to keep running for as long as possible.
Your score at the end of the game is related to how long you remained
free.

To move your rabbit use the “A” key to move upand the “Z” key to move
down the screen. The comma and the full stop keys move the rabbit left
and right respectively.

Lines 1000 to 1050 GET your input from the keyboard and increment
your position on the screen. Lines 1060 to 1090 check your position
each turn to see if you are surrounded by obstacles, if F equals one
you are trapped and the program goes to line 2000. You are then told
your final score.

Line 1100 increments your score each time the program goes through
the loop which moves you about the screen. The location of the
obstacles is picked in line 1110. The second statement in this line
prevents an obstacle from being POKEd into a spot already occupied
or into one of the walls around the playing area. Line 1130 POKEs the
obstacle onto the screen.

18 EEM RAEEIT TEAF

36 POKE D220, POKE 532218
16aa GET Af: IF AF="" THEW A$=Rf
1atn E=0: 0=E

1@zm IF AfE="." THEM Z=0+10C=0+1
1826 IF AfF="." THEH S=5-1:0=0-1
1046 IF Af="H" THEM Z=E-4 2
16560 IF Afg="2" THEH S=5+4
1BeR W=FEEK (S F=3

1676 IF W=182 THEM C=E:S=(

1675 IF PEEECO+468=102 THEM F=F+, 23
1876 IF PEEKCO-463=182 THEM F=F+.25
1877 IF PEEE(G~-13=1602 THEM F=F+.,25
1672 IF PEEM(Q+1D=102 THEM F=F+.25




BT Fe=l THER 2GE00
SIS +1
=i @ed+ THTCRTAERERTDI L0 0 TR PEER (MY=1R2

THEH 1116
1208 T=MHe54272
ey FHVF Hol@z POKE T.05
% '.’.'JI"|L r r -l
RN Fﬂkﬁ lﬁ

5 “ﬁru 1“HH
A FOR Dh=1 T 2696t
& PRIMT "]

REM URHHGM
2R4E PRINT "WE" TRECLLY "TWOU SCORED"  SC&2326:
FEM LT EBLUE

SETE GOTO 20050

ZREE PRINT "I REM CLEAR SCREEH

SE1G POKE S2220,0:POKE 52221, 4

AEZE PRETIWT U eldeelelet TAECTD UmisdR# RREEIT TEAF

#HEHS" CREM BLACK

FoE FOR Dh=1 TO 200@  HEXT
! PRINT "D REM CLERR SCEEEH

2RdE S=1110:C=5+5427%

2R50 pE=t,

TAEA FOR Gh=1R2d4 TO 183 POKE GG, 162 FOKE GG+I4272.
1 HEXT

SATH OFOR GE=190d4 TO 1623:POKE GG, 1682 POKE GG+5R4272.
1 HEXT

2EEE FOR GG=1254 TO 1544 STER 400 POKE GG, 182 POKE
GE+54272. 1 HE®T

@00 FOR GG=1197% T 1322 STEP 48:POKE GG, 182 POKE
GGE+54272. 1 tHEST

21PR BRETURH



PLAGUE SPOT

This game combines moving graphics and arandom number generator
to present you with an interesting challenge. The program begins by
drawing a border around the screen (lines 40 to 80) then places 125
black or white plague spots onthe screen. Thisisdone by the routinein
lines 120 to 150. The FOR/NEXT loop cycles through the random
number generator in line 130. This number is used for the screen
location of a plague spot. The random number generator in line 140
determines whether the spot will be white or black.

You then appear on the screen near the top left hand corner, you are
represented by a purple “Clubs” symbol. You have to run from your
starting position at the top of the screen to the gate at the bottom right
hand corner of the screen. Along the way you have to avoid running
into plague spots orthe wall around the screen. Colliding with the wall
oraplague spot will resultin ten points being added to your score. The
aim of the game is to cross the screen with as low a score as possible.
To make your task even more difficult lines 230 and 240 continue to
place plague spots on the screen during the running of the game.

You control your little figure on the screen with four keys on the
keyboard. On the left of the keyboard, the “A” key moves your man up
the screen and the “Z” key moves him down. On the right of the key-
board, the keys with the greater than and less than symbols are used
for moving right and left respectively.

Line 110 sets the starting position of your little man. Lines 170 to 210
accept your input from the keyboard, make the necessary adjustment
to your position and then use PEEK to see if you have run into aplague
spot or a wall.

Lines 215 and 216 stop you from accidentally running off the screen.
The PEEK in line 219 checks to see whether you have hit the exit gate
at the bottom of the screen.

Theroutinesfromline 1000toline 1510 are called up afteryouruninto
a wall or a plague spot. They call up the sound routine, prevent your
man from moving onto the plague spot or through the wall and also
increment your score.
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ASTRO FIGHTER

We journeyinto space now so thatyou can become the pilot of a V-wing
Astro fighter, patrolling a sector of space around your home planet.
Nasty yellow alien numbers appear in various places around you. They
only remain visible for a short, and varying length of time before
becoming invisible. Your task is to catch as many of these numbers
as possible, by flying your fighter over them, before the time limit runs
out.

The up and down movement of your craft is controlled by the “A” and
“Z” keys respectively. The left and right movements are controlled by
the comma and full stop keys. These keys were chosen because the
symbols above the comma and full stop show the direction of movement.

Your score at the end of the game relates to the values of the numbers
you have caught.

Lines 120 to 150 are used to check your keyboard input and then
increment your position on the screen. The statement at the end of
each of these lines changes the appearance of your fighter as it alters
direction. When you are flying toward the top of the screen, line 140
changes the symbol used to depict your fighterinline 220 to the letter
A. When you are flying toward the bottom of the screen a letter V is
used. The left and right movement uses the greater than and less than
symbols to represent your fighter.

Lines 160 and 170 check to see whether you have hit one of the walls
around the screen. If you have, your screen position (variable S) is not
altered untilyouchangedirection. Line 180 checks to see whetheryou
have run overanumber. If you have it multiplies the code of the number
by eighteen and adds it to your score.

The routine from line 1000 to 1200 sets up the start of the game. Line
1010 sets the screen starting position, line 1020 sets the colour
memory starting position. Line 1030 gives the starting direction of
your fighter by setting B$ equal to the full stop key. This has the effect
of continuous movement. When the program reaches line 100 if there is
no input from the keyboard the value of B$ is used to set up A$. This
value of A$ is then used as the input. Line 230 then sets the current
value of A$ equal to B$. Next time through the loop, line 100 keeps you
moving in the same direction if you do not input a new direction.



Lines 1040 to 1070 draw the border around the screen. Line 1080
diverts the program around the DIM statementsin the following line to
prevent the arraysfrom being reDIMmed on subsequent running ofthe
program. ReDIMming an array causes a systems error in your computer.
This is avoided by using the high score variable HS. The first time the
game is run HS equals zero so the arrays are set up. The next time you
play the game HS holds the value of your score for the first game. This
then meets the condition in line 1080 and the program skips around
the DIM statements.

Lines 1090 to 1160 set up the three arrays. The A array contains 55
numbers chosen at random between one and nine. These numbers
become the aliens. The B array contains 55 screen locations chosen at
random and the C array holds the corresponding colour memory
locations. Line 1150 prevents the aliens from being positioned in a
wall.

Variable CC in line 1170 is used as the counter to run through the
arrays, POKEing the aliens onto the screen. CC is incremented in line
190 and tested in line 200. When CC equals 55 the arrays are empty
and the game ends.

RETED FIGHTER
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WARLOCK’S CASTLE

At the beginning of this game you find yourself standing on the
doorstep of a castle occupied by an evil warlock. The warlock has cast
aspelloverthe surrounding countryside and, beinga gallant hero, your
task is to enter the castle and track down the warlock. The only way to
break the spell and to free the country is to kill the warlock with a magic
arrow fired from your trusty bow. The warlock is very powerful and has
surrounded himself with a bodyguard of trolls, so the task will not be
easy to complete.

Being a magic castle, it has no doors. The magic doorstep will transport
you inside the castle and deposit youinaroom chosen at random.You
will then be told which rooms you can gettofrom your present position.
By shouting out aroom number at the top of your voice (or by entering
the number into your computer), you will be carried off to that room.
You will also be warned if the warlock or his bodyguard are nearby.

If you enter the room the warlock is in you will suffer a fate worse than
death. To kill the warlock you have to fire a magic arrow through a wall
from one room to another. To do this put a minus sign in front of the
room number when you enter it. For instance -32. You start the game
with three arrows so use them wisely. However you may be lucky
enough to find an arrow or two as you wander around the castle.

The computer will tell you when you are getting close to the warlock
and his trolls. It will also tell you which rooms you can enter. Some
rooms contain magic spells. These rooms willimmediately send you off
somewhere else.

e BEM WARLOCK S CRETLE
R AN TE DO CURSR

S0 GosUR 980
28 FRINMT T CREM CLEAR SCREEEH
4»21 DIM A28
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PRORE =8 TO 16

H= IHTﬁ;E“ HHDC130+1
IF ACA2=1 THEH 116
H'H' 1

IF T 1u'~H THEH BOI@ =IMTO2ES%RMNDCL 50+1

FREINT v aElEmE" THEY 163 ’“THEFE I MAGID HERE™:
FEM BLUE

FOR Dh=1 T0O 1660 HEST DD

Al THTO1E$RMDC L 2 0+ 1 0%2+105

FRIMT "B TARECSY "YOU ARE EBEIHG SEMT TO ROOM®™;

7 REM CURSOR DOWH

FOF ID=1 TO 1006:HEXT DD

PRINT "' REM CLEFF SCREEM

FRIMT “W" TRECZ) “EY0U ARE HOW IH ROOM 453
REM BLUE

Huwi
FOR
IF I
HEST
?1
:i

L RV
mi THEM H=IHT CZ750

:r;rsﬁ

IF i THER 188

IF H< 1 THEH GOTO =56

Fom Du 1 TO 1886 HEXT DD

FRIMT "dMem" TAEC22 “"THERE HREE TROLLS HERE":

REM ELACE

4 FOR LDD=1 TO 1666 HEXT DD

FRIMT "Hd" TRECZ ‘THE HEVE RKILLED WO
GOTO 773

IF A=2 AMD EMDC12%.04 THEM PREINT "HEEROL HAVE
FOUMD THE MARLOCE" :GOTO 256

Fabem ] =] 0 Mt

IF F<1 THEM F=1

IF (<1 THEM G=1

IF H<1l THEM H=1

FRIMT "M" TREC4: "YOL CRH MOVE TO: #" F"#" 000
"H i H

FOR Z=6 TQ Z

ACE D=0

12
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THEH ?I*'THHD”
¢ THEM =" TREE"
: THEH Yde"RAEEIT"
FAE IF ks T EM s " LWORN'
Y5 CFOR D=1 TO 1486 MEE
TEG PRINT "nmmm" ThExﬁl 'rUU HAYE BEEM TURHEL IHTO
gOMNE
TR GOSUE 200
"l GOTD TR
mal IF A2 RHD RHDCL 208 THER G=G-1 05070 S48
e PEINT "7 REM CLERAR SCREEH
SRR FOR DD=1 TO 1666 HEST DD
S8 FRIMT TRECS) "skeEWmeOL HAYE EILLED THE WIZARD"
“EEM BLACE
GOSUR RAEE
GOTO 2as
FOR DD=1 TO 1886 HEST DD
FRIMT "' REM CLEAR SCREEM
PR SIEZEe, 2 POEE BE2E, 10
FRIMT WﬂWﬂmﬂ” FE DUMH CURS0R
FioR H=1 TO 48:PEINT "W CHEFC11Z2), ‘HEST REM
YELLOM
18ER PRINT "dEE" TAECS? "#EE HARLDICK S CRASTLE ###"
"REM BLHACE
PELE FREIMT sl
128 FOR W=1 TO 480 PRIMT "W CHEFO11Z) ) CMEST  FEM
YELLOW
2@ GOSUE deEa
A RETURM
AEE POKE 54298, 1
8 PORE 5427717 POKE 54275, 158
2B FORE B427E. 35
w FOKE 54273, 4 FPOKE 54272, 73
4@ FOR DD=1 TO 1@ HL T
SEOPORKE S4273.5 FH}E S M R
A FOR D=1 TO P58 HEST
Ve FORE 542733 FH%E od2ve, 155
5]
&

=
)!:

Py f T

LT LT BT A

A0 g Oy e T T
T

[

1
Fa

0 LT g
KR]

i

SEOCEOREORE R B LSRR B LR B LR

A FOR DD=1 TO 156 HEST
G FORE S427e. 0 FORE 534277, 8 POKE 54273, 4
B REETURM

R
—
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VALLEY OF THE SPIDERS

Your aircraft has crashed in an isolated valley high in the Andes
mountains. The only inhabitants of the valley are large blue spiders.
These spiders are very hungry and, fortunately for you, not very bright.
As they pursue you around the valley they often blunder into the
numerous swamps in their hurry to catch you. Your only hope for
survival is to avoid the first rush of spiders and then lure the ones
chasing you into the swamps.

The screen display will show the valley boundaries, which neither you
nor the spiders can cross. You will be displayed as a black CLUBS
symbol and the swamps are green circles. You will recognise the
spiders when you see them.

The game starts off with you running to the right across the screen.
Your little man moves continually during the game and you use keys on
the computer keyboard to change hisdirection. The “A” key moves him
up the screen, the “Z” key down the screen. Press the “;” key to move
leftand“.” to moveright. These keys may feel a bit odd at first but aftera
little while you will find that they are very easy to use.

The routine from lines 2000 to 2500 sets up the program, line 2002
changes the screen and border colours and lines 2010 to 2040 draw
the top and bottom borders of the valley. Lines 2050 to 2070 select
and place the spiders and swamps and also draw the sides of the
valleys. Variable Z represents the swamps and Z1 is the spiders.

Lines 30 to 80 check the keyboard for your input and make the
relevant direction changes.

Lines 90 to 140 use PEEK to see if you have walked into the edge of
the valley or a swamp, in which case they prevent you from moving any
further in that direction. These lines also check to see whether you
have bumped into a spider.

Lines 160to 290 controlthe movement of the spiders. These linesalso
use PEEK to see whether the spiders have walked into awall,a swamp
or caught up to you.

Lines 1500 to 1630 provide the end routines which tell you how well or
how badly you performed.

16



Valley

of the Spiders is a fun game and one well worth experimenting

with. No computer game program is ever really finished. So please use
this game as a starting point and as your programming skills grow, use
it as an exercise in moving graphics. Try to add as many additional
features as you can. For instance you could make the swamps fatal to
our little pilot as well as the spiders. Try to add a high score feature or
more hazards for the player to avoid. The possibilities are endless.

18 RFEM WRLLEY OF THE SFIDERZ

S nﬁ“dL 2REE

e OGET f IF St THEM S3=TH

A5 HE=H

s5E0IF THEM H=FH-dG: B=B-d0

L THEM A=F+30  Beird 0

TEOIF SEe=Ut THEM A=A+]  B=E+l

et lF SE=t " THEM A=R-1 EB=E-1

D8 b=FEEE CR Y

1A IF W=127 THEM FA=HE:EBE=EE

118 IF W=d42 THEM FA=HAE:B=EE

18 IF M=21 THEM A=AE:EB=RE

136 POKE AE. 4ﬂ1”PFE BE.1

T POEE CPOEE L@

158 x

1eaf CFH SRIDER COMTROL

178 FOR R=1 TG Y

LEE =

185 IF PEERK QIR =21 THEM 266

128 IF QORI THEM ide=-i:IF EMDOL22035 THEM U=-30
208 IF GOR» A THEM Us1:IF BHDCL0ES THEM =46
218 POKE SR 4 PORE FOR2 .1

S2R R mHOR AU PR P R

225 IF PEEECOCRE =38 THEH 486

230 IF PEEEKCOCRI p=21 THEM TO=TCO+1:G0TO 2e0
235 IF FEER LZF"*llT THEM QoRy=0 Ry~ POR =R OR -
248 PORE GOR 42 POEE FOREY 14

SRR TF TC=% THEM 214

2SR HEST

294 PRINTUS REM HOME CURZOR

e

FRINT THEC LG " an sl e e el e a e eTu e T AL LY 2 T
. llc”.J i L‘r“ ‘; i

REM WHITE DOWM CLRSOR
GRSUE SHEn

oo!
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GOTA 1500

35@ ETNREN Jiﬁ'
A8E POKE GoR 42 POKE FPORY .14

485 GOTO 1&0a
A1 FOR DD=1 TO 208 HEST DD
dald R

L] FFJ’HT UREM CLERRE SCREEEM
i IHUIJ

G REMOWHITE CURZORE DOWH
FREINT THECLLD "ANWOU HAVE SURENINVED"
G4E PRIMT TRECLLDD "HEMOUE SCORE TS50
GOTO 416

I FOEE SEE5E, 11 POKE SEEE
1665 PRINT "0 :REM CLERAR

EEH

"SFIDERS OUT OF 'Y
LE2E PRIMT TRECLIED “EWOU DIDHT SURYIVE!
1636 GOTD 410
ZORE REM IMITIALISE
oORz POKE S3280, 6 POKE 52281, 11
GES PRINT 7" REM CLEAR SCREEH
116 FOR J=1 TO 35

B OPOKE S529%+T, 4 FOKE 1823+, 127
t POKE SEE55+T. 4 POKE 178347, 127
MEHT

d FOR T=1024 TO 1784 ZTEP 48 POKE J. 127

SdETEeT 4

S5 ZmIHTORERMIN LD 243 Z 1= THT C30ERMDC L 3 2
2SS IF Jrlgad AMD TI1TEd THEM POKE J+2, 21 POKE

JHEE42TEE

PG FETHT THECLE " el 0L ETLLED DY "SR IDERS"

PEINT THECSD " aseisln]aeeeiely' 00 B TLLED" S TC)

CRORE

2R%E T=G:IF Jrlo2d AMD JO172d AMD RHDOL:: . & THEH

T=1
ZEST IF T=1 THEM Y=Y+l Qivi=J+Z1:F(Yh=
FOKE G072, 42:FOKE PY), 14
SEER POKE J+35, 127 POKE S43G7+], 4
2070 HEKT

il ST

el
-.ll....'

2058 A=1005 B=D52E7 REM START POSITION OF FLAYEER

gt FHFL H =8 POKE E.8
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SHARKFIN

You are the Captain of the nuclear submarine USS SHARKFIN on
patrol in the North Atlantic. Somewhere in the waters around you is an
enemy submarine. You must find it and put it out of action with your
torpedoes. To score a hit you must get as close asyoucanbutdon’tget
too close, a collision with the enemy submarine will be fatal toyou both.

Moving your submarine and firing your torpedoes uses up your fuel
supply, so play your moves carefully.

Being hit by an enemy torpedo causes a loss of damage points (DP).
When your damage points reach zero (line 605) your submarine has
been destroyed.

Your air supply also has a limit so that you can only stay submerged for
a certain amount of time.

The computer will keep you informed of your position in the icy waters
and will also give you the approximate position of the enemy submarine.

Line 870 sets the amount of fuel you have available, line 875 gives you
a random number of damage points so that your ability to withstand
direct hits will be different each game. Line 890 sets the time limit for
the game.

Lines 900 to 920 choose the starting position of the enemy submarine
andlines 930t0950 choose your starting position. Line 750 checks for
acollisionand line 280 sees whether the enemy submarine isinrange
when you fire a torpedo.

Lines 100 to 170 accept your move and adjust your position in the
ocean. Lines 190 to 240 move the enemy submarine.

Lines 670 to 850 provide the feedback after each move. Lines 760 to

840 compare your position with that of the enemy and provide the
approximate direction.

20
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365 FOR DD=1 TO 508 HERT
HEST TT o
S0 PRIMT "RMISSED® FOR DI=l TO S000HERT DD:REM
BLACK

12@
"t THEBCS R FOR TT= T S

TR

T =adHEST DD

T TT -
”El MY SUBMARIHE DESTEOYEDY tGOTO 2088

=1 TO 2EEE HEST DD

fow :v* A, 0 POKE SE2E1.

SR o N SR 1) H A L LRI LT THP'1H3 "RTHE GARME MRS
EMDEDY REM CLE SCEM DOMH CURSOR

455 BREM BLACK 5

g TF T3 THEM FPRINT "#" TRBOS) "VYOU HEVE STHEYED
UHDER TOO LOHG"

dinid TF LZ=8 THEH FRINT "8 TAERCY: "ALL YOUR FUEL
HAS BEEM USEDY

A7E GOTO 200

A28 FEINT "M TRECEY "YOU MAVE COLLIDED WITH THE
EHEMY SURMFARIMNEY

S GOTO 20888

E1EOIF ABSOH-=23 OF RESOR-Y23253 0R FARESOC-2903 THEM
FETLRRM

e IF RHOCL 2@, 75 THEM RETURH

ZEOFRINT " PREINT "EY OTHAECLEY "IRARMIMGY (REM

CLEAR SCREEM ORAMGE DOWE CURSOR

SOFPRIFET "EY TEHBOS UTHE EMEMY 15 FIRINMG AT Lsv

GUsUE 2506

A OFOR DD=1 TO 1888 HE=T DD

B IF RHDOL 28,7 THEM GOTD =35

STVE OPRINT e TRECE "ETHE EHEMY HAS HIT UsS SIRE®
FEM WHITE

aEE DP=DF-15

SoE FOR DD=1 TO 1506 HE=T LD

EREOTF LB THEM GOTO 470
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s IF DPE THEM GOTO 2566

G0 RETURH
EAG PRIMT "W TRECE? "ETHE EMEMY MISSED LS, SIRY:

FEM BLFCE
R FOR DD=1 TO 28806 HEST LD
Frinkd iFTJFd
- FRINT "0 REM lLtHr SCREEEM
FEE PRINT "EY TRECS) "MFUEL REMATHIMG: "L REM
YELLDM
EEHE TY=TY -
TEE I! Th's u THEM G0OTO 426
T1e PRINT MY THECS 'T ME ", TY )
e IF LR THEW PRIMT “wEt rHE'+J "FLUEL I5 RUMHIMG
LY
FRINT "®Y TAEBCS) YO ARE ST &0 "yt "o E
IF A=K AMD B=Y AHD C=2 THEW GOTO 426
FRIMT TRECE? ”HTHE ERERMY IS "
IF Fooe OR BOY THEW PRIMT TREOS: UTO THE ©
FRINT
FRINT fﬁE(Eb
IF H s THEM FPEIMT "HOETH":
IF 4 THEH PREIMT "S00UTH"

R
s,

<3y 0 L
AR

R R R

d U L Gl e S LT 0T
-

LR A I ALY

—,
KL

KA RGIE N I A

oE

B IF Bow THEN PRINT "ERET";
G OIF oY THEH PREIMT “HEST

DN o O o B __\_
L o -..

i

IF
IF
F"TWHH

L] S THT C2@RENDC L0 0+ ]
%F*£W+IWT'_U+FHD*1}3+1
w=l]

0 Ty=35

BE H=IMT O IGERMDOL 2 0+

B B=IHTC1O%REMD LD -1
D THT O LSRN L D 0]
BoWsIHT S TasREMDI L2 0 +1]

Y THT O @RI L D 5 +1

S THT O LE®REHDC L) 2+
FETURM

FoR D=1 TO 1933 ME=T DD

FRIMT “H" TEBC16: "isHE OUT OF RRAMGE ##$#7 REM
LT RED

THEH FREIMT " BEHIMD YOLH
THEW FEIMT " IM FREOWT OF YO

e

!
-

!
ot
pad]
P}
=
[
D)
fou
D)
L]
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[
b

Y
2

B

:
;
o
=
=
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i
5

g

2

X

R R I %

LY LT A LG LD
5 =d Ty
=
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1 FOKE

i
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i
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BRI R R s

po g s
2T, 8

.

s

i

Pl —"

z L-J

CHEFCLIZ 0 THEST GG

H

R HEYE WOM
FREINT "M FOR Gh=1 TO 48CFRINT "W CHREC113D,
HEWT G0 REM YELLOM

Pnrg

POKE HF.57 POKE LF.172
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c D=1 TOO125: HE?*:T oo
:”' ri” S PORE LF, 183
A4 FOR D=1 TO 1253HEHT oo
TPOEE HF . E1: FUF-'.E LF.27
3 R LD=1 T’Ml 125 HE® T oo
a2 FOEE HF .S FH'E LF.LITE
'?'“ﬁ‘lwih Tili=1 17' SR MEST DI
48 PORE 34276, 8P
Agr GOTO 3206
SRR FOR DD=1 TO 168668 HEST
s PRINT T OREM CLEAR SCEEEH

saoad, B POKE 53281, 2

S PRIHT AN

48 FRINT TRECE: "R## wOU HAVE BEEH SUNK H##"

REM YELLON

SESE LOSUR 1935
ATES GOTO 25eR
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TUNNELS OF THAR

Somewhere in the mysterious Tunnels of Thar lies the long lost Holy
Grail. Being a bold Crusader, good and true, you have ventured into
these uncharted tunnels, braving the musty blackness with only a
medieval Grail Detector to help you. Medieval Grail Detectors weren’t
very sophisticated so it may take a while to interpret the readout the
detector gives you.

At the start of the game the computerwill give you a quick look at a plan
view of the tunnel system, after this you are on your own. To move
through the maze of tunnels, press the first letter of the direction you
wish to travel, for instance “N” for north. After each turn the computer
will tell you which directions are open to you.

Such as:
NORTH: WALL
SOUTH: OPEN
EAST: OPEN
WEST: WALL

The computer will also give you the readout of your Grail Detector.

If you get lost or confused, pressing “H” for help will reward you with
another look at the plan view of the tunnels. Open passages will be
shown in yellow, your position is marked with a blue asterisk. Unfor-
tunately, asking for help results in a penalty of 15 moves. Your score at
the end of the game depends on how many moves you took to find the
Grail.

In this program the routine from 530 sets up the parameters of the
program. The lines 550 to 580 decide the position of the Holy Grail.
This will change each time the program is RUN.

The DATA statements in lines 750 to 840 provide the locations inside

the array for the tunnels. The array is DIMensioned in line 540. Lines
690 to 720 READ the DATA into the array.

Lines 380 to 520 print the plan of the tunnels on the screen. Lines 210
to 330 accept your moves and work out your new position. Lines 50 to

190 provide the feedback printed on the screen after each move and
line 190 works out the reading of the Grail Detector. Line 310 checks

26



to see whether you have found the Grail. If you have, the subroutine
from line 1000 congratulates you and tells you how many moves it took
you to complete the task.

FEM TUMHELS OF THAR

FORE 53281,3 FOKE 232201

FRIMT "' :GOSUE 1288 REN CLE SCEH

FRINT TAEC1Z) "deeeemTUMMELS OF THRE":REM

CURZOR DOWH BLACE

28 GOSUB =38

=8 GOSUE 278

46 M=fM+1

28 PRIMT "0

58 FRINT TRECS> “MEMOWE MUMBER:":M:EEM CURSOR DOWH
GREY 2

8 FPRINT TRECS) “"MMORTH: ", REM CURSOR DOWH

8 IF ACD+1,EX=5 THEM FREIMT "0OFEM"

B IF RALD+1,Ev=¢ THEW FREIMT "WALL"

B8 PRIMT THECS) "MSOUTH: " :REEM CURSOR DOWH

118 IF ACD-1,EX=5% THEW PRIMT "OPEH"

128 IF AcD-1,Eb=¢ THEW PREIMT "WALL"

128 FREIMT TRECS) "MERST: ", REM CURSORE DOMH

146 IF ACD,E+1)=3 THEM FRIMT "OPEH"

158 IF ACD,E+10=x THEM PRIMT "MHALL"

168 PRIMT THECS)Y "MMEST: ", :REEM CURSOR DOLH

178 IF ACDLE-12=5 THEM FREIMT "OFEH!

120 IF Aol E~10=¢ THEM PRIMT "WALLY

128 PRIMT TRECS) "MGRAIL DETECTOR RERDS: ", 106%

CRBSCZ-Do+ARECY-ED DY -
218 PRINT TABCZ) “"MDIRECTION?"

211 PRIWT TRELS) “BMORETH Z0UTH ERST WEST HELP"
215 GET A%:IF A%="" THEM 2135

A ek
IR Rk

228 IF Ag="H" AMD ACD+1.E =X THEM 215
238 IF A%="5" AND ACD-1,E2=x THEM 215
24@ IF A$="E" AMD ACD,E+10=x THEM 213
259 IF A%="W" AMD ACD,E~1)=¢¥ THEH 213

225 IF A%="H" THEH GOSUE 278
268 IF AF="H" THEM D=D+1
27 IF A%$="5" THEHW D=D-1
288 IF AF="E" THEM E=E+1
220 IF RA$="W" THEN E=E-1
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420
470
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PO G~ i b= 0
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IF Z=D AMD Y=E THEM 246

GOTD 46

GOSUE 1668

GOSUE 2068

GOTO 358

FEM HELP

POKE 23256, POKE S3251.4

PRIWNT "2":FRINT "8":REM CiRSOR DOMH
FEINT TABCIV? "@EHORTH®" (PRIMNT:KEM BLUE
FEY OH EEY OFF

3 FOR E=13 TO 1 STEF -1:FOR C=1 TO 13

PEIMT TABC1Z):

IF ACE,Co=r¢ THEM FRIWT "f#". REM RED SYMEOL
Frﬂﬂ oMM }E HHD + EEY

IF E=D AMD C=E THEH PRIMT "Z&"; :G0TO 448:REM
BLUE

» IF ACE,Co=5 THEM FRIMT “f+", REM YELLOW

HEST :PEIMT : HEXT

FRIWT TAECLV) "EMESOUTHN (FREINT:REM BLLUE
CURSOR DOWH REY OH REY OFF
F=rM+13

FOR J=1 TO EﬁﬁﬁiHEHT

PRINT "2":ACD,E»=S5:REM CLE SCEH
POKE 522808.,0: PUPE r""C":.:l )
RETUFW

REM IMITIALIZE

DIM ACLS, 15

B=IMWT CZ#RMDC L0 0+

Z=14:Y=14

IF B=2 THEHW Y=2

IF B=2 THEHW Z=2

n=18=2

FOR EB=1 TO 15:'FOR C=1 T0O 15

HOB, Coa=e: IF FHD‘l), 2 THEHM ACE,Co=%
IF C<28 DF Cx14 Or B4<2Z89 OF EBE>Xld4 THEM FACE,Coi=x
MEST ‘MEAT

D=t E=g

FOR F=1 TO &3

FERD E:RERD C

ALB,Cr=s

HEXT

'{ H
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730
748
| !‘»1
7EE
R

7ea

720

208
31@
G
=S
&40

=173
FETURH
DHTH

1'—-.3

DR T, R4 E G 6,2,
DATA 2.7.4,7.5. 7,5 6.5,5,5, 4,5, 3.6, 3
DHTR 7,3, 7,4,7:5,7,6,7:7,7.5,7,9,3,8
DATA 19,8,10,7. 16,6, 18,5, 10, 4,5, 8
DATA 19,3, 11.2,12,3,13,3,14,3,14,2.7. 19
DATAH £,19.5,19.4,186.3,19,2,16,2,11.2, 12
DATH 2.13,2.14,6,11,6,12.6,12.6,14,7,12
DATA 14.12,%2,12,8,14.9,12,9,13,3, 14,10, 12
DATA 11.9, 11,19, 11,11,11,12,12,%, 13,5, 1%, 18
DATA 13, 11,12, 12, 15,13, 13, 14, 14, 14

TBAE PRIMT "7 REM CLR SCRH

5, 41 FOKE

i@1a
18268
1835
1846
16858
1B&8
1878
1UOU

—
[ax]
o N
fax]

3 1
DA AR AR wn

T} ]
L R I N

[ S T el

fi RO P P s e

1aes
1V
1280
)
SEIEE

213
i e

R O Oy Oy O
R G =iy e D

oS S

PEPI PRSP P

e

FOk. h .J.)...gl
FOR k=1 TO
IF Hﬁl THEH FRIMNT "W&3" REM OREAMGE
IF F & THEM PRIMT "#":REM FURFLE
IF H=32 THEHM FEIHNT "w":EEM CYAH
IF n~4 THEH PREIMT "E'":'REEM GREEEH
PRIMT THECLIZ “EHOLY GRAILDVVPCREM CURS0RE DoldH
MHEST
FRINT TARECE: "EeEEROD FOUMD IT IM".M; "MOVESZ"
GOEUE 2083
GOTO 1118
FOKE 54296, 15
FOEE '4£?F A5 POKE S4275, 8 FOKE 54274, 255
FOKE 54277, 138 Ok E BT S 1
FORE 54272, 1:FOKE 3 bih-iﬁﬁ
FOR #==1 TO 1666: HEAT
FUVE 4..)‘4' ”" ﬂ
POKE 542?3J65PDHE ST,
FETIIFEH
“’°4¢J63H=542?£5Hm.42 THF=5427 5 LF=54272:
u4£75

FU}E YalS
FOKE l ESCPOKE A, 188 POKE S4275, 4 PORE

bt

IF

L 4}- [RER A
i

S3eE1,11

l

‘A

wd 4l-.l 4)-.;..
FERD HA: FA=-1 THEH GOTO 2198
FEAD EE

POKE HF;HHfPDHE LF.EE

FORE 2,128

FOR ”"1 TO 168 HEAT

GOTO 268289
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2106 POKEHF, 34 POKELF, 75 FOR 2=1T0256: HEXT : POKE W,
OFOKE MF.8:POKE LF.3:RETURH

2110 DATA S1. 97,57, 172,51, 57, 35, 126, 24, 75, 38, 126,
47, 52,51, 97, 35, 126, 34, 75, 32, 94

2128 DATH 28,214,235, 177, 28,214, -1, -1
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CAVERNS OF TERROR

We now come to Caverns of Terror, a game which almost defies
description. Most adventure type games are based on logic and are
cleverly planned, with many challenges for the player. Difficulties to be
overcome, puzzlestosolve and usually afinal goal to achieve. Caverns
of Terror is nothing like that. It is more of an ordeal than an adventure.

Lines 130 to 520 print instructions on the screen, decide whether you
are being attacked and if so by what. They keep track of which cavern you
arein. Theyalso give you aratherlimited choice of defensive weapons.
These lines also call up other routines which provide all sorts of odd
happenings.

The random number generator in lines 580 to 610 decides whether you
have defeated the attacker. Lines 600 to 610 direct the program to the
relevant print routine, depending on the result of the generator.

The variable W keeps track of your position in the caverns, G is the
amount of gold you are carrying and X records the number of fights you
have been in.

The question which now remains unanswered is: “Do you have the
nerve, the courage to enter the Caverns of Terror?”.

18 FEM CAVERMES OF TERRDE

1% REM "O"=CLERR SCREER “EE In W CURSOR

28 PRINT "0 REM I'L«EHF SUEER

25 POKE EZE‘. FoRORE 53221011

I8 PRIMNT TRBEOPS M IMIE‘IHIHIF'IHIH’FMM CRVERMS OF TERREDE
#EH" REM FURFLE CURDOR DOMH

aE GDSUR 25838

15} l_ﬂ_l,,! i 1250

SE =R G=EE =]

(25 FZ‘F::IHT TAHEC L imee DL ARE AT THE EMTERMCE TO A

SWETEM OF':REM LT RET
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TARECS» "eDAREE. TUMMELS AMD CAVERMS

THE R0 HAVE THIRTY PIECES OF GoOLD®
FFIHT "REERHEN YOU REACH THE EMD OF THE CRVERRMS!
RO MUET HAYE AT LERAST TWEMTY FIECES®
THEC4 " M0F GOLD TH FAY THE GRTE KEEFER"
FEIMT THEC14) "mgrpEFREZS EETURM" (RENM BLACK
GET A%

IF HE="" THEHW GOTD 28

GOSUE 214

IF W1 THEM M=IHTOR#RMTICL 0+

FEINT THECT "REETHIS IS A MAZE OF CRAVEREMS":
REM GEEEM

IF =218 THEH GOTO 279

FEIMNT TABCS"pERITHIS 15 CAVERM WUMEER" ;L
FRINT THECES "IBCAVERM MUMBER TEM 15 THE E=ITH
s

FRIMT TRECF"AMTHIS IS CHALLEMGE HUMEBERY
IF Gl THEM G=3

PEINT TARECZ"EENOL HAVE" G "GOLD PIECES"
HOGOSUR 1odE
SEE GOSUR %16
aml E=THT CAd%RHDC L 2 02
2 PRINT TABCS ) "Tiselei/' Ol ARE MO FRACTHGY K™

TUHHELS ™ cREM LT BLUE

SR PRINT THBOT D UEERHICH OHE WILL %YOU TAKE".
1A IHPUT A
@42 GOSUR 918
220 IF BHMDCL»C, 2 THEM GOTO £28
A48 IF Ak THEH SR
a5 IF F=KE THEM =38
E=TMTO48RMIC L 2 0+1

IF k=1 THEH E#="GHOUL"

IF E=2 THEM Ef="HEREMWOLF"
IF E=3 THEM Ef="TROLL"

IF E=4 THEM Ef="VAMFIRE"
1 FRINT TRECZ)"IMETHE TUMMEL I5 EBELOCKED BY A 95
EF:EEM ORAMGE
A28 E=IHT O 48REHDOL 2241
476 IF E=1 THEHM FE="POISOMED SPEAR®
446 IF E=2 THEM F#="CURZED SWORD"
456 IF E=3 THEM F#="FIREERAHD"
4568 IF E=4 THEM F#="CREOSSEOL
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]
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EARNNERE]

XA RN N
R e

-

(RN ]
LERR]

By

PRINT TAETT"MARMED WITH A " iFg
PRINT TAECT: "FMMHICH WERFOM DO YOU CHOOSE: -
'REM WELLOM |
PRINT TAECT) "R POINTED STICK (137
FRIMT TRECT:"MA SHALL ROCK (2]
FRIMT TRECT?"MEARE HAHDS cz
THFLT B
C=IHT C 24F
GOSUE 316
TH
|

1 it —

HOCL D o+1

i}

IF B=(C
IF B
ST B8

K=THTC4%RHI L3041

Ok GOEUER 76, 726, 778, 528
GOTO =A@

FRINT TABCE ) "eEkE 00 HAVE FALLEW THEOUGH H
TERFTIOOR"

NESHE]

G- THTC2#RHD O D 21

RETURH

FRIMT TRECS: "sFEE FLASHFLOOD WASHES YO0 DO
FRIHT TABCLZ, WA SIDE TUHHEL®

W=l 1

Guli-THTC28RMDC L o+l

RETURH

FRIMT TAEC LS " awEREL ) HAVE BEEM HELFEDY

FREIMT THECLIZ"HEY A PRZSIHG GHOME"

GeuGie THTOS#RHDC L ) 0+

izl THT O ZRMTC L 3 041

RETURH

FRIMT TARECS: "AEWHOOREEED {1 A HOARRD OF GOLIM
PREIMT TEBO4 o000 MAY TREE UF TO 5 PIECES oMLY
FRIMT TRBC(S"SEE CAREFUL. THE MORE YOU TAREE"
FRINT TRECZ"MTHE MORE IT WILL COST YO

FREIHT THECS? " eH0L MARY DO Y00 WISH TO TREE"
IHEUT D

IF D5 THEM GOTO 876

3= (G ]:!

RETLURM

PREIMT 7" REM CLERRE SCREEEH

FoR DD=1 TO 256 HEXT

RETLRHM

ErGDSUE (o026

MER GOELUE 1168
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2l IF W18 THE
3”ﬂ FRIMT TH )

- —

§ RETLRH
Dot EEOL FRE STAMDIMG AT THE ESITY
'?}’ﬂnn YO HAYE EMOUGH GoLD»t
kel SAa N EEFRESS RETURM TO FIMD QT
lHHH THFUT rE FFIHT o
a1 IF G228 THEM PRIMT TRECS) “mepsipi-0ld DO WHOT
HAWE EHOUGH GOLDY EEM BLACK
1815 FOR DD=1 T0O 1699 HEST
i@le IF G206 THEM PREIMT TRECS? "RETHE SUARDIAM HAS
KILLED Ywour
1817 IF Gi=20 THEWN GOTO 1846
16268 PRINT THECY "B OU COULD HOT PRY THE TOLL"
1838 GOSUE 26083 EMD
1848 PRINT TREC " Aoofeleef'ES . YOU CAM PAY THE TOLL™
CREM O WMHITE
1658 PRINT TRECS2USNOU HAWE WMOM THE GRME!
1666 PRINT "plEN00 MAY EEEF THE REMAIMIHG GOLD
FIECES" REM RIGHT CURSCOR
A7PS GOSUR =EfG
B OG0T 1056
A9 PRIMT TAECD " AEREE O HAVE FOUGHT YOUR LAY
FR=T"

_1‘|
a i'r{
3 ’_'1

1825 PRIMT THEC1ZD"MTHE "JE¥f

1166 G=C+THT C2ERERNTDICL D 2+

1118 PRIMT TRECE)"ERMD HAWE" G "GOLD PIECES®
1126 W=W+IHT CIEREMTCL D 3 +1

1148 PRINT TARECTX"EROU ARE AFFEOACHIHG CAVE" W
1158 RETLIEH

11ed PEINT TRECZ2"ERMETHE " EX:" BEAT YOU AWD

LEFT w0Our

Geal-THT CAsRMIG LD 0 -1

IF 8 THEM G=0

FRIMT TRECZO“MWMITH" G "FIECES OF GOLDY

W= THT CO#EMDCL 20+

FEINT THECI) "MRAMD CHASED YOU IMTO CAYERM";W
FETUREH

FOR DD=1 TO 28068 HEST: PEIMT "IJ" :EETURH

FOR DD=1 TO 1568 HEST:PRINT "0": EETURH
FOKE 54222, 15

=
DU R

Pl ke b ek
RX A B Rl

pay
IR R X

RN
|t

B I ORI DR ORI AR LRl ol
DU I SR I R RN Wi n B |
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2810 POKE 54277, 136:POKE 54278, 130
oazn FOKE £ 32

] f:"sE@ﬂ'!EfIT

FH} E Sgavn, 4 POKE 54272, 73

FOR Oh=1 TD ,JH HEST

FOKE 84273 20P0ORE ‘"'L_'T':Z.-‘J

FOR DU l r“ 2EE HERT

FOKE S4276. 8 POKE 5 :.T?.WF‘EIKE S ETE
FETLIEH

-—-inxﬂ‘,
— -

POKE %
JIED

TE Y )

.
L

AR R I A R R IR
fRx]

=
IR
ow’

aade’

35



REVERSI

Thisgame is based on an old board game very popularin the latter half
of the last century.

It is played on an eight by eight checkerboard. The game begins with
the centre four locations of the board being occupied with two of your
playing pieces (the open circles) and two of the computer’s playing
pieces (the crosses). Each player takes a turn, placing a new playing
piece on the board adjacent to an opponent’s piece so that one or
more of the opponent’s pieces lie between two of your pieces. If this is
not done it is considered to be an illegal move and the computer will
ignore it. The opponent’s pieces trapped between your pleces remain
on the board but become your pieces.

The game ends when all the board locations are filled or when neither
player can make a legal move. The winner is the player with the most
pieces on the board.

At the beginning of the game the computer will ask you whether you
wish to have the first move. After you have answered this question, the
computer will print the board and playing pieces on the screen.
Underneath it will indicate who is having the current turn. When it is
yourturnto place a piece on the board, enter the location of the square
on which you wish to place your circle. This is done by using the square’s
number down the side of the board followed by the number across the
board. Enter this number as a two digit number such as 45.

The computer will keep track of the score and automatically replace
captured pieces with the opponent’s pieces. You will find that the
computer plays this game slowly but it will play very well. In fact you
may find it difficult to win a game against the amazing Commodore 64.

10 REM REVERST

: PETHT "ﬂ“:nmcwg SEAAMREM T FEOR SCREEH

s AT FEM CLERR SCRERH

=i e ' ”1 CmEsey 'Oty RmREM LETTER O HOT FERD

15

4@ T F“f.‘_f_*, 167
=0 FOR Bl TOOIGCFOR C=1 TO 10
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=@ 1y

mm?wr TEECDY WWEDO YOU UAHT TO G0 FIRST:

AR AN e L 2

r'nl':Tl.jT !l""ll :

WM MIVET REM REY [N CYEH

THER 1320

Ir H'F*’ CETTE THER 1126

DT THEM 1266

D=el
HEST T
HEXT ©

[N T

THER  Cha=Cisi
THER =&
THEH :

TP

TF
=

THER Ll=0172
THEM G=01-2
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1200 TF 00 OF Q=6 0F CRETCLYS .S ANT DM
THEM 17350 |

T

Wl IR T RN B

Eaninls

PEREENVERST RPRTHT CREM

ATE7YENIREM LT RET

PRTMT
FofR =2 T0

ERTHT "Mm0 CHEEOCF, 300 cREM LT BLUE FEY O
BETHT "

7o
>

E: ke

zes

=109 E

2116 FFTHT vt Fe1cREM LT RET
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COMMODORE CHECKERS

Here is a simple Checkers program which you will find is a lot of fun to
play. The game follows traditional rules except that there is no penalty
forrefusingto capture an opponent’s piece. Howeverthe computer will
jump one of your playing pieces whenever it can.

The computer’'s pieces are the solid circles playing down from the top
ofthe board and yourpieces are the CLUB symbols playingup fromthe
bottom. Kings are made automatically. The computer's kings are
shown by a diamond shape and yours by the letter K.

To move a piece, enter the location of the piece you wish to move when
the computer asks “MOVE FROM?”. This is entered as a letter followed
by a number, such as G6. Likewise enter the location of the square you
wish to move to when the computer asks “MOVE TO”. You will see that
the board is printed on the screen with the letters ABCDEFGH across
the top and bottom and numbers down the side to assist you.

After you have jumped one of the computer’s pieces, you will be asked
“JUMP AGAIN (Y/N)”. Enter Y if you can jump again and N if you can't.

There is no mechanism to prevent you from cheating but there is no
point in doing so. A piece which is moved illegally will confuse the
program and such a piece may tend to disappear from the board
entirely.

The computer always has the first move. The number of pieces
captured is shown above the board after each turn. The game ends
when eitherone of you has lost all his pieces orif the computerdecides
it is in a hopeless position and concedes the game.

Strategy is not the computer's greatest virtue, but it will put up a
spirited defence when under attackand itwill be very reluctantto move
into danger.

The routine from line 950 to 1030, called up by line 50 at the beginning
of the game, sets up the starting conditions. It sets up an array which
will hold the information required for the playing board. Line 960
assigns the value of 9 to all the elements of the array. This value
represents the squares which aren’t used during play, that is the black
squares. The nextline, 970, reads the contents of the DATA statements
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into 32 elements of the array. These numbers represent the 32 white
squares used for playing the game. This Checkers program uses a
system of numbered squares based on a system devised by A. L.
Samuels. The white squares are numbered from the top left hand
corner down to the bottom left hand corner. The top row is numbered
72,71,70,69 andthe next row isnumbered 66,65, 64,63.The nextrow
is 59, 58, 57, 56. The next 53, 562, 51, 50 and so on. This numbering
system means that the computer can keep track of the moves by the
numerical difference between the starting and finishing square. Moving
up and to the right always leaves a difference of plus six, moving down
andtothe right minus six, moving up andto the left gives a difference of
plus seven and down and tothe left, a difference of minus seven. In this
way any move on the board will result in a predictable number which
makes the whole system very easy for a computer to handle.

The DATA statements consist of pairs of numbers. The first two-digit
number, e.g. 72, represents the number of a square, the second
numberthe value of the square. The value of minus one means thatthe
square is occupied by one of the computers playing pieces, a zero
means it is empty and the value of plus one indicates the human
player's pieces. The computer's kings are minus 2 and the human
player's kings plus 2.

Subroutine 740 to 920 uses this information to print the board on the
screen.

The routine called up by line 740 converts the values of the squares
into CHR$ codes to print up the correct piece on the board. For
instance CHR$(32) is a blank space and CHR$(113) is a solid circle
used for the computer’'s playing pieces. By changing these values you
can alter the shapes of the playing pieces.

Subroutine 2000 converts the CHR$ codes back into the original
values so that they can be used in the calculations for the computer’s
move.

The computer uses lines 390 to 405 to check the safety of its move. If

after 1000 checks (line 430) it can’t find a safe move it will then
concede the game.

Lines 130 to 180 check to see whether the computer can jump one of your

pieces. Lines 480 to 490 accept your move. Line 490 clears the
information from the screen ready for the next turn.
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Lines 540to 576 check to see which square you have moved from and
the new square you have moved to. They convert the computer's
numbering system to the one used to display the square numbers on
the screen.
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BLOCKOUT

This is a very impressive, fast moving game which will test your
reactions and skill. The game of Blockout can be played by one or two
people. The single playergame can be played fromthe keyboard, butin
the two player game one player will need a joystick which should be
plugged into port number two.

Inthe one player game you begin near the left hand side of the screen
and rush off towards the opposite side of the playing area, leaving a trail
behind you. The object of the game is to keep moving for as long as
possible without hitting a wall or your own trail. In the two player game
you must avoid your opponent’s trail as well as your own while trying to
trap him into making a mistake. Player one leaves a red trail and player
two, starting near the right of the screen, leaves a blue trail.

In the two player game, player one uses the keyboard for controlling
his man. The “A” key moves him up the screen and the “X” key moves
him down the screen. The “” key and the “.” move him left and right
respectively. Player two uses the joystick plugged into port number
two. In the one player game either the keyboard or a joystick can be
used.

At the beginning of the game the function keys are used to select the
game options. Function key number one is used to clear out the
previous high score if you wish to do this. Key nhumber three chooses
the type of game you wish to play. The options are two players, one
player with joystick or one player with keyboard. Key number five is
used to select how many game turns you wish to play. When you have
the options you want displayed on the screen, press function key
seven to start the game. If you wish to finish playing, pressing function
key seven will return you to the title screen.

Line 15 prints up the playfield. Lines 20 to 27 read the keyboard and
print the trail for player one. X1%$ is the variable which controls the
screen position of player one. Lines 30 to 37 read the input from the
joystick and print the trail for player two using variable X2%$.

The function keys are read by lines 40 to 60. These keys are used to
select the game options and start and finishthe game. Lines 65 and 67
use P$ to place a string of characters onto the screen. T% keeps track

of the location of P$.
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The routine in lines 70 to 80 is used to provide a precise time delay
using TI$. This routine also checks to see whether function key seven
has been pressed. If so, the game is terminated and the title screen is
displayed.

The collisions between players or aplayer and the wall are detected by
lines 85 to 100. If there are two players, this routine allows any
unaffected player to continue on until he has a collision.

The scores are printed up by lines 105to 115 and lines 120 to 135 tell
you which player has won the game and also display the bonus points.

Lines 140 to 150 check to see if the game is in one or two player mode
and return the program to the appropriate line to start the loop again.

Line 155 sets up the variables for the start of the game and line 160
calls up the subroutine which prints the scores. The title is printed by
the PRINT linesin 161 to 185.The arrays and variables are initialised in
lines 205 to 227.

This very clever program was written by Gary Ryan of Canberra.

S REM BLOCEDUT. BY G, RYAN

18 GOTo 285

15 FRINT ERE:FOR Z=1.TO.21:PREIMTY &' TABOSE: D "EY
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STOCK EXCHANGE

Your Commodore 64 will now give you a chance to make a fortune on
the stock market. Unfortunately if you manage to make a milliondollars
you will find it very difficult to spend because your computer only plays
with computer dollars which can’t be spent outside the program. The
good news is, of course, that if you go bankrupt playing this game the
computer can’t make vou pay off your debts.

You begin the game with a limited amount of money and you have to
manage this money carefully, buying and selling shares, to set yourself
up as a successful investor.

The computerwill display a balance sheet on the screen. This will show
you the status of four companies, how many shares you hold in each
company, the price per share, the price you paid for the shares if you
hold any and the net profit orloss onyourinvestment. The headings for
these columns are provided by lines 160 and 170. Type these lines in
exactly as they are shown in the listing, including the spaces.

If you attempt to sell shares you do not hold the computer will charge
you with FRAUD. If you try to spend more money than you have you will
be declared bankrupt.

As inreal life, your whole share portfolio can be rendered worthless by
a sudden collapse in the share market.

10 REM ZTOCR ERHCHAMNGE

15 GOSUR 66

20 POKE SE200, s PORE 5322212
G PRINT "TMREM CLEAR SCREEM
B Wed T=10 B=1 006

166 TIM ACT. 5

118 FOR A=1 TO X

115 AOL AX=THT I 200%RHTC L s A
126 A0, Ar=0

126 MEST A

140 FRIMNT "M REM CLEARR SCREEH
160 PRIMT "WirmC, W PRESERMT MEIGIHAL

PROFIT" REM BLACK
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FOR Do=1 70 1066 HEST T
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EARTH BASE ONE

Your duty is to defend earth from the alien invaders riding gravity
beams down to the surface of our planet. Your weapon is a laser
cannon and you must hit each alien before it reaches the ground.

To move your laser cannon leftand right use the “L” key and the “;” key
respectively. The “A” key fires the cannon.

When you hit the first alien, two more attack. Remove these two and
three begin to descend. This continues until all of your 5 lives are used
up. You lose a life each time an alien reaches the ground.

Line 50 DIMs the arrays used in the program. Line 63 and line 65 set
the starting positionsforthe aliens. Line 70 is the starting co-ordinates
foryourlasercannon. Line 80 startsthe alien off onits journey to earth.
Afteryou hitan alien, line 90 checks to see whether there are any other
aliens still on the screen. If there are, the loop continues dropping the
remaining aliens down the screen. If the array is empty, the program
goes to line 250 to start off the next wave.

Lines 100, 105, 120 use the statement PEEK (197) to read the input
from the keyboard. Line 105 checks to see whether you are moving
your laser cannon left (K=42) or right (K=50). Line 120 checks to see
whether you are firing your cannon (PEEK(197)=10).

Variable Y is the location of your missile. Line 130 checks the positions
of the aliens to see whether they have collided with a missile. Line 140
alters the position of the missile and checks to see whether it has hit an alien.

The routine beginning at line 500 and running to line 580 controls the
explosion when an alien is hit. Line 500 removes the alien from the
array. Lines 510 to 520 POKE the explosion onto the screen and line
540 increments your score. Line 550 turns the explosion back, which
creates the very effective white flash followed by the black aftermath
of the explosion.

Earth Base One is based on a program by Matthew Boek.
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FEM EARTH DBAZE OHE
FOPRINT "TMREM CLERR SCREEEH
FORE fi”’ﬁ BROKE SRR, 11
A PREIHT "eldeleeeeldt TAECZD "IH#$E  EARTH BRZE OHE
#ER"REM ORAMGE
A PREIMT Ukt TRECZY "PREESS AMHY FEY TO BEGIHY
28 GET #FIF Ag="" THEH 26
48 PRIWMT "0 FEH FLEHF SCREEH
E T N = T & O = '1wL!I~f
EEOFRTHT ”ﬂﬂ”.THE'Jﬁ CERSCORE I EITRABCESY "LIVES Y
LIVIF MZ26 THEM MH=Z6
&1 REM CLEAR SCREEW WOME REY OM PURFLE
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TR H=1954 C0=S427
56 FOR I=1 TO H:F

] OKE FCTo, 28 FOKE ACTI+00, 1 HEXT
90 FOR SH=1 TO H:IF AXCSHI=0 THEM 250 |

55 FOR UU=1 T0O 168N HEKT

1R K=PEEK 157

165 TF Fived THEM #1=4: Heit (K=dAHIse 15445~ K50

AMDYC19530  POKE ®1,32

{15 POKE .65 POKE 4450, 0

126 IF FEEK(1371=18 AND B=0 THEM Y=4~d40:POKE ¥, 53
POKE W+Ci0, 6 B=1

120 POKE ACEHY, 320 ACSHI=ACSHI +48 IF PEEKCATEH) 1=93
THEM 562

172 IF ACSHIZ1944 THEM 1060

175 POKE ACSHY, 881 POKE ACSHI+CO, 1

143 IF B=l THEM YisY:YsY-40: IF PEEK(Y)=8S THEN 503

156 IF B=1 THEN POKE ¥, 53 POKE Y400, 1 POKE V1,

166 IF B=l THEW IF ¥<11082 THEM B=@:FOKE ¥,22

250 HEXT:FOR D=1 TO 15:HEXT:GOTO 56

Se0 FOR G=1 T0 20:IF ACGI=Y THEM AXCG)=0

SES HEXT

510 C=Y+00:POKE ¥, 166:POKE C.1:POKE ¥-1,168:
FOKE C-1.1:POKE 'Y+1, 166:POKE C+1,1

20 POKE Y+4R, 166 FOKE C+d4@, 1 POKE Y-4@, 168
FOKE C-48, 1

S4E =550
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THE CLECPOKE C-1.0:POKE C+i.0:POKE C+48,5:

FOKE Codft, @

570 HUsHL-1E=0: HeH+ 11 IF Hel THER e+l :G0T0 66

SE6 GOTO 250

LGEE PRIMT "SRR  FEM WOME DOUH CURSOR

1610 PRINT TABC1GY &AM ALTEN HAS LANDEDE":REM
REY OH YELLOW REY OFF

150 LT=LI-1:TF LT=@ THEM 1168

FOR DOs1 TO 2BGR:HEXT DD:GOTO 60

1160 FOR DD=1 TO 1508 HEXT DT

1110 PRINT " SelleeleiTeln

1120 FRINT TAECIG) "$&i THE GAME 1S OYER ®":REM
REW OH GRTHEEH REW OFF

1120 FOR D=1 T 1568 HEXT ID

1146 PRINT TRECL1: "MERHOTHER GAME o4 MDY REM

ORAMGE

6 POKE 198, @

SR GET R IF RBE=" THEH G070 1166

70 IF Ag="W" THEH RUH

70 PRIMT "7 EMD:REM CLERR SCREEHM
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ASTEROID

You are the administrator of a mining colony which has been established
on a desolate piece of space rock deep inside the asteroid belt. Your
isolated community exists by mining the rare ore at the core of the
asteroid and selling it to earth in order to buy the food and oxygen
supplies your people need.

You must manage the affairs of the colony so that it produces enough
ore to survive, but you must not waste your scarce resources doing so.

You willbe givenacomputer print outtellingyou alithe informationyou
need, including the level of your food and oxygen supplies and the cost
of maintaining your colony per year. By mining the optimum amount of
ore you should be able to survive on the food and oxygen the income
will allow you to buy.

Apart from rare attacks from claim jumpers and other assorted bad
guys, this game isn’t based on random factors or chance. It will involve
agreat deal of management skill to survive for any length of time. Each
time the game is run the price of the ore, oxygen and food units will be
different. This prevents the game from becoming predictable.

Alook atthe program listing will show that the program is quite straight
forward. The yearly printout begins at line 120. Lines 80to 110 provide
warnings of potential problems when they are required. Line 720 gives
you the opportunity to trade your ore. The routine from line 7000 to
7150 works out the result of any attack by outsiders.

The clever little routine at the beginning of the game is provided by the
routine from line 9000 to 9150 and is based on a routine developed by
Matthew Boek. The routine takes a string 40 characters long, in this
case line 9010, and then scrolls it from right to left across the screen.
You can turn this routine to your own use by replacing the print
statement in line 9010 with any 40 character string. The symbol used
in the print statement is obtained from the “Q” key using SHIFT.
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1 REM RETEROTD
ZOREM T OIE CLERR
.!'l:; Flﬁ'l”l EI,.'J H!H Tr::

T 1

Z’gﬂr' T':: 1 [ ;:n”‘i""“x T ('I 1 :JH

OB

+?H9ﬁ18??“Fﬁf§FHEi15§+3??

TEOTO ”1H

ﬁH“PéiHT “EﬂﬂdHQHIHﬂ? ORI ATION Ia
CONELTR GIE]

TR PREIHT UEelARR THG: DY GER
R aToE  REM RLUE

ARk PRIWNT "EMELIARMTHG . FOOT
'HH¢HP aFAfRREM BLIE

THEM PETHT "EARJERMING: CRASH O HAND
TGOS 2706

NINE

R TR ARECCER G YREORLE OM THE SETERDIDY
FEM FFH
PRIMNT "HIH THE YEAR" YR

FREIMTFRIHT "MCASH: 90 CRPRIHT S aMATHTEMAHCE
COSTS £V RE

FRINT "HOsYOER COETS: £ 00 "PER UMIT
PRINT "aeYGEN HEED FER FERSOM: 0T PRINT
THEOOT: IR TUNTTSE

10 PRIHT "sWsFRESs Ay EEY TO COMTIHUEM" "REM
NS RED

[I Y

FoOCE="" THER GOTO 176
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TG PRINT MO MENY TOMS OF ORE WILL YO TEATES™
G ERTHT "WOHYGEH USAGE UILL BE"iAC; "PER TN

w PREINT "MEACH TOM SELLD FORY AR THPUT B

TE R#GCS0 THER D“TNT HWROT EMOUGH 0

g GERY  EDR
IM=1 TO 1568 HEXT : GOSUE 2700

TR
CERIHT T GORUER 20

1 PRINT
PRINT
FC%FR‘“ﬁﬂP“*

P PRIMT R FESFCEFR: "FOR THE ASTEROTDY

2 PRTHT UHTHIS WILL LAasTY  THTORSACFREFE Y Y "YERRS
a7 THE"

CECTHT WRERERECTRT PORLL AT TR

£ FCUPER LMITY
HOHEETS" (FRGUUMITS (8"

THEUT MO MUCH FOOT MTLL YO B ;o

IF CHFCICA THEH BRINT "WHOT EWALSH MOMEY":

GOTO Tof

| F:F+Cﬁ§§ CE=CE-CREC T PRTHT ST GRsUR 20

L PRINT "TIHOM MUCH CYGEH WILL 200 B

PRIMT "WFRESEMT STOCKS WILL LAST FOR"; IHTIO/

i r':H*FV Yy NE ARG

GEG PRIMT "WOT THE PRESEMT LEVEL NOF POPULATION"
CTHRUIT T

5OTF D#OCHCA THEH FIL=1

B IF THOCECA THEH PRINT “WHOT EMOUGH MOMEY" :FOR
D=1 TO 15606 HEST GOTD 254

sa6 PRIMT 70 IF FHECS =2 THEM GNEUE TOOG

DOAH F=F-FE#FR : CA=CA-RE-THOC O=0+I-FKe0T G070 26

IOOR W=FHECS  PE=" gTHE RETEROID 1S DEADY : FK=FHR
A0+

BEES TR THT 7% FHR CREE L TAE0 AR )

201G FO=FHRCTY  AC=FHRCE +1 F=FHR (SO0 2000  G=ra0m
+FHE ¢ 1S00) | AP=20%FHE AL

FHZ0 RESFHR RN +200 FRFHROS Y+ 1 0J=FHR( 2942 00=

FHRCT 5 O=200A~FHR {15660
AREE RETURM
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TAGE J=FHR(SDFRIMT "WM@ATHE STATION HAS BEEM
ATTACKED B

FOLE 04 T GOTO PAZE, PAI6, TAL0, 7ES6, TAER, PO

PAZEH FRIMT "WR FLEET OF STRTAM SHIPS":GOTO 7HEG

FEER PRINT "WPEHEGADE SPACEMIHERS" :GOTO 7ASEH

FE4E FRINT "HMARTIAM SPACE PIRATES":GOTO 7OS6

TASA PRIMT "HCALLISTAN CLATHM TUMPERSY D GOTD 7HSH

TEAE FRINT "me ROROT COMTROLLED SURVEY SHIPM:GOTO
TREA

TATA FRIMT "Wa YEMIZTAN BATTLE CRUIZER"

G FOR DD=1 TO 15606 HEST TD

2% T=14+INTIFEACFHR OIS 410 PRIMT "WITHERE WERE":

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

Zi"PEORLE KILLEDY
FASS GOSUER 203

TEHRN T1=FHROZEA+Z50  PREINT "ADAMAGE MRS £V 171

TIOG 22=FHRCR06)  23=FHRC 2000 PRIMT "WFO0OT STOCKS
HAYE FRLLEH B4 272

7140 F=F-72: FK=FK-7: CR=CA-T1

P10R FRTIHT "H'FR "UMITS OF OXYGEH HAYE BEEH LOST!
-7

7120 FRINT "HPRESS AHY KEY TO COHTIHUE"

7146 CET P#:1F Pg="" THEH GOTO 7146

F1%H RETURK

A0 PRIMT GF PRIMT "0l BEH OUT OF O#YGEM TH
YERRY YR IGOTD 2560

a61@ PRIMT A% :FRIMNT "sh0U RAM OUT OF FOOT IM YEAR"
PWRIGOTO SS60

BEZH FRINT AfF:PRIMT "MMOU LEWT BAMERUPT IH YEAR®
YRIGOTH 2560

£O2A FRIMT UANOUR FOPULATION HAS FALLEH TO";FHP
(oA CA=FHEY 266

o4n FRINT W0 YOU WTSH TO GIVE UP MO (13"

SESH FRTIHT "WOR T0 YOU MISH TO ATTEMPT TO TRADE"

e FRINT "M0UT OF TROUBLE <23

2E7H THEUT P IF B=1 THEN 2500 3

oaen PRIMT "1 HORE Y0 HAYE MATE THE RIGHT

DECTISION"  GOTO 26

(ol
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“ﬂ“

WFAREWELL " REM BLACK

1 ROEE 54070, T
X EFf HEXT TIT
STEL B FOKESAZTT @
PT=i T 78 HEWT OD
+11F TZ€ THEH 5OTO 6545

PELOCPAKE S4572, @

E4"u_‘|':,
J45T7.1?7PQME T Rt I

ﬂr1ﬁ

FOKE BA270, 0
f_' HEST TIT'

PHP Fﬁ—i TC
: CE DAITY G IPOKE DARTE L

FOKE S4275,
FOR ID=1 T0
T=T+1:IF TOE
Tef: FETURH

FRINT "0 POKE 53260
PETHT "W FOR D=

1% T HERT
FAf="m ASTERCTIT moessates FETERDTIT snssmssne "

‘REM BLACK
L~ e r:‘!. ﬁ
FOE T=1 TO L
PRIHT T InTauTeTe)"

THER Q@
EETHT TARCL-TH EFTH#CAE, T
FOR D=1 TO 1660 HERT
REST

n ]
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GOLF 64 STYLE

Now here is your chance to try your golfing skills on the Commodore
64’s computerised golf course. This is the perfect way to play golf, no
wind or rain to spoil the play.

Itisagamewhichwillrequire youtochoosetherightclub(to hitthe ball
with not to join!), then hit the ball straight and hard at the green. The
object, of course, is to finish the game under par.

The computer will tell you the distance to the green at each hole and
after each stroke will give you a tally of the total number of strokes you
have taken, the number of strokes for the current hole and the par for
the course.

When you get to within 20 yards (18 metres) of the hole you are
considered to be on the green. The Commodore 64 will then putt out
for you and tell you the result.

You have a choice of eight clubs, club number 8 giving you the
greatest distance. Line 210 asks you which club you wish to use. Line
240 works out how far you have hit the ball.

Line 90 works out the distance from the tee to the cup for each hole
and the routine from line 320 to 360 putts for you.

The hole course is controlled by the FOR/NEXT loop from line 70 to
line 420.

The subroutine from line 500 provides the sound effects. Variable E is
the strokes taken for each hole, variable T the total number of strokes,
Z is the number of putts taken and Q is the par figure.

Golf 64 Style is another game which would be fun to experiment with.
Using it as a basis for a Golf program, try adding new features, graphics for
instance, drawing up a fairway showing where the ball has landed. You
could also add a routine which would cause the ball to swing to the
side. It would also be a good idea to add a more realistic putting
feature.
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THLE
FORE SE2E1.
S

i
i

o
e
123

FEHE
=

-1

B J.
F’Eh "'5]" I. v DG Ol
=i Ty

ik LI ..... 1 T 18

W R
UL NS

IR

(xR N N U R S
X2 LUl

AR SNl

i
i
":.

B T IHT oS BE#RHD 1;)11@a

_'LI:H-: ---«I--TIHT Il ?:H' .

118 FRIMT "' REM LLLHE SrREEH

138 FRIMT TRBCLGRD SHETHIS I' HOLE: " ;H:REM RED

120 PRINT TRECS: "EEBHUMEER OF STROKES S0 FAR:
"oTIREM BLUE

148 FRIMT THECS: "WEPAR AFTER THIS HOLE: " 0:REM
GPH” 1

168 IF EZB THEM PRINT TRECLG "SRETROKES TRAEEH:

"OECREM MHITE

FREIMT TRBCIZ) "SEDISTAMCE " 00 REM YELLOW

iF B:a THEH GOTO 296

IF <z THEM GOTO 220 N

FRINT THrfﬁw MREMHICH CLUE WILL YO USE o1-&0

sORER BLACEK
IMFUT C
IF S OF
From TRT 000
GOSUE SEa
FREIMT TRECLL: “Mel00 MITY R "SYHREDS! CREEM RED
D=F B C T
E E+1

T=T+1
PHF D=1 TO 23060 MEST LD
GOTO 118
FRINT TRECS, "@eNOL ARE O THE GREEEHY 'EEM EBLUE
FOR DD=1 TO 38@6 HEST T
S=IHT D a0+
FRIMT TAECL1G: "0l TOOE": 20 "PUTTE" CREM BLACE
E=E+d
T=T+2
PEIWMT TeBOS: "arHUMBER OF STROREZ"E:REM WHITE
FoRE DD=1 TO 25608 HEST DI
HE®T H

[ v

1%

0 B0 e
= T LT
ST T
ot A

i

= THEM GOTO 216
ARHIEAN R R

bxn

it T T T

PR

T AT STy
JOURACY R W

b i 5t 1

T Uni 0ot

-,
=L

e B C L L O G O G LI BRI RIRI RIPI R PO PO

Fod == o A0 Q0T U0 P s R AT 0T T U e O

e R
RARRRE)

¥,

I
=N

65



425 PRINT "7':POKE S3280,5 FOKE 53281, 13

438 FRINT TRECLG: "@eeldesit Our SC0RE 12" T REM
BLACK

448 FRINT TABC4: “SBETHE FAR FOR THIS COURSE MRS @

456 FEINT TRE:S) "MEDO YOU WAHT AHOTHER ROOMT -
S C

458 ITHPUT A%

AFETF RE=tHY THEM EMI

458 RUH

g
XE

SEE POKE S54250. 15

S16 PORE 24277, 17 POKE 24272, 17

S28 FORE n4wTF 17

BaE POKE 54273012 FORE 534272, 216

545 R FD 1 fH S HEAT DD

EEE POKE 5427780 FORE 54272, 80 POKE 542708
Sl RETURH
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ELITE GRAMOPHONE
COMPANY

Your computer has the ability to set up and manage a large number of
variables. The uses of this amazing capability are only limited by your
imagination. The “Elite Gramophone Company” demonstrates just
how effectively your computer can handle simulated information,
manipulating it according to ground rules laid down by the programmer.

This program allows you to experience the excitement and despair of
running a factory in a harsh economic environment.

The computer will provide you with a weekly balance sheet. This will
contain all the information you require, such as the current week of
trading, capital on hand, stock on hand, the number of employees you
have and their estimated productivity.

You must keep a close watch on the amount of capital you have on
hand in order that you will be able to meet your production costs and
weekly wages bill. This may be the key to your success or failure as a
factory manager. The computer will give you the opportunity to hire
andfire staff as the need arises, but you may find that the workers have
a strong union if you try to put off too many of them.

You will be able to set weekly production targets (within the limits of
your available capital and the productivity of your workers). Then you
have the agonising wait for the sales figures.

At various times you will have to cope with union demands for higher
wages, suppliers putting up the price of raw materials and the
occasional disaster. There will be opportunities to raise the price of
your gramophones but you must be careful. Don’t price them right out
of the market-place.

The object of the game is firstly to avoid the shame of bankruptcy and
hopefully to go on to make a million dollars.

The program listing is quite long but playing it will reward the patience
required to type it in.
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The program consists of a control section, from lines 50 to 150, which
calls up the relevant subroutines when they are required.

Line 30 calls up the subroutine which gives the title and sound at the
start of the game. Line 40 calls up the routine beginning at line 1500.
This subroutine sets up all the variables and parameters for the game.

Line 50 is the start of the game proper. This line increments the
variable WE which counts the weeks.

GOSUB 950 in the next line provides the print out of the factory’s
status. This is called up at several points during the game to keep you
up to date on what is happening.

GOSUB 1220 controls the hiring and firing of staff, plus any union
reaction to your efforts to cut down on your work force.

GOSUB 1100 is your production line. It allows you to set a production
target and then works out how many gramaphones were actually
produced.

GOSUB 790 is yoursalesteam. Thisroutine providesthe good news or
the bad news about the current week’s sales. The sales figures can
include gramophones from your warehouse as well as the week’s
production. Any unsold gramophones are automatically placed in
storage.

GOSUB 360 controls the “unpredictables”. These nasty little events
include price rises forraw materials and union demands for higher pay.
Not to mention the possibility of a warehouse fire.

LR

RFEM ELITE SGRAMOPHINE COMPARY

FRIHT "0 REEM CLERR SCREEEH "8 T3 DWW CURSOR
GoOslRE 173

l_:l!:”lJ:E 1 5EE

WE=HE+1

GOSLB 953

Tt
L )

'U...Jl 'P 1:;-.1”1
FRIMT “0"
GOSLE 256
10 GOSUE 1186
B G0sUE 954

E{ ER R R I A R

[ T a B I A AN ¢ B N R O L 3

a-a-\"‘n
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ki

o~

leg GOEUE 796

128 GOSUE 268

146 CR=CRA-THT CWMGELF

158 GOTO 58

176 PRIMT "0

lz@ POKE 522268, 2 PORKE 52221, 14

126 FRIMT Wﬂﬂﬂﬂﬂﬂﬂﬂ”

288 FRIMT "lhieskss  ELITE CREAMOFHOME. COMPAHY

#HEFE" CFEM RED RIGHTCRESE LT BELUE
216 FOr DD=1 TO 3@86:HEXT IID
228 POKE S3ze8, 5 POKE S3221,32
o GOSUR 22689
248 FOR DD=2 TO 15:POKE S22
250 FOR TT=1 TO 206:HEXT TT
2EE HEST DD
2@ PRIMT "0

2@, DD

2o POKE $3280.6:POKE $3281.2
256 RETLRM

366 REM UHPREDICTABLES

376 PRINT "I

326 IF RHDC1D36,45 THEN GOTO 460

338 A=IHTC1E%REMI 12 0+1

223 GOSUR 260

456 PRINT “kHNpE" TAECZ "UMIOMS DEMAMD A" A "X
FAY IMCEEASE"

416 MG=THTC1O0% WG+ CRELGS 1883 55 16

426 GOSUR 1ez6

428 PRIMT "W" TAECZ) "PAY PER EMPLOYEE IS MOW " WG

440 GOZUE 1628

458 PRIMT "¢

48 IF EMDOL2<6, 260 GOTO 568

476 GOSUE 26086

v PRIHT "HeNElY TAEC4: "FIRE DESTREOYS S0ME OF
YOUR STOCK"

426 PRIMT "#" TABCEY "STAMDEY FOR DAMAGE REFORT..."

426 GOSUR 1e20

5060 A=IMTOSK 28RMDCL 2 %20+
e 5 o IF Axak THER GOTO 568
S10 Sk=SE-A

Pl PPIHT "M REM CLERR SCREEM
ST PRIMT "Mep" TABC4D “"THERE MERE",)R:™
GRAMOFHOMES DESTREOYED"
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SET PRIMT " TAEC4» "WALUE O
F' 0 HESF

28 GOELE 1828

4@ PEIMT "@" TAREC4 . "STOCK O HAHD IS HOM" ;) SE

1 GOSUE 1E2E

&
=l
el TR RMING 30,2 THEM GOTO 76

FoeTock DE=TEOYED WAS

S65 FRIMT "0 GOSUR 2606

PEOPRIMT “ANWMO" TAEC4) "SUFFLIER ANMODNCES
FRICE RISE"

S5 GOSUE 1620

SO0 HeTHTCLEECT/ THRHIL 00/ 160

595 IF AC.O1 THEM GOTO S99

16 FRINT "M TAB(2) "THE COST OF MAKIMG

GRANDFMOMES  HAS®

PRIMT "a" TRAECZ) "GOME_UP BY £"F; "ERCH"

FOR DD=1 TO 186G:HEXT UD

CT=CT+

PRINT "a" TAEC2) "IT MOW COSTS #":0T:"T0 MAKE

EACH HE"

GOSUR 182053

IF EMDCL 365 AMD MPCSP THEW RETUREH
FEIMT "0

GOSUE 2EE6

EFRANY )
—

-
R

R
2

Y

SEOE
b

i

1

8 1

RRRRTIRg Ru
T
A

BB EX

FEIMT "deeellt TEECZD "YOU HAYE AM OFFPORTUNITY

TO RAISE YOLR"

Ao PREINT "W TARECL&EY "PRICE"

EAS FRINT "W TAEBCZ) "GEAMOFPHOMES HOM SELL FOR
g AU =)

TEE GOSUE 1829

FRIMT "H" THEC2) "STATE THE PERCEMTAGE OF

YOUR PRICE"

PRIHNT "M" TAEC14: "IMCREASE"

THFUT ®

IF AXE THEH Z=Z+A

SP=TMT O 180 CEP+HEERATEA 0 0 S 106

GOSUR 1829

PRIWNT "M FREIMT "JepEM" TRHEC4) "GRAMAPMOMES

HOW SELL FOR " 5P

By Ty I T

X4l

i

-4
—t
&2

B Ex e ki

St BaX Bt B R
DR R R N

P
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PEOGOSLE 1sRE

P RETURH

S REM SHLE

SRR PFRIMT "HEY TARBC4 “STOCK O HAMD ISk

e S0EUR 1esn

4 PFIHT o

=EDELR 2EEE

A OFRTIHT "Wt TEBOZY "STAWDEY FOR SRLES REPORT"

AOGOEUR 1E2E

A FPRINT "7 FOQR D=1 TO 5

b HmIHTiFPﬂll b B A R 6 15 I

A TF FSEE THEM GOTD 260

AGOELER 2@@@

SR PRINT "t TREO4Y "TOTAL GEAMOFPHIMES S0LD. "

FOR DD=1 TO 10608 HEST  FEIMT A

G Sk =S -H

ali PR HT et TEEC4Y "IHCOME FROM SRLES: Y A%SF

SEE CR=CA+THT CAESR Y

Qo GOSUR 1828

Q43 RETLREH

Q5 REM FREIMTOUT

Sl PRINT OO

TAOTE Cﬂ+ﬁh.1 THER GOTO 1578

SH TR CH+SRe9099% THER GOTO 1643

meE GrslE fmna

@ FRIMT THECE "TFRCTORY REFORT: WEEK".ME:'REHM
LIGHT EBLLUE

1aad PRINT "MCAFITAL OH HARHD IS " :CA

1810 PRINT "M=TOCK OH HAHD  SE " CRAMDFHONES '

1615 FPRINT "SWORTH £V SkE5F

182E FRINT "ATHEY SELL FOR CE" SR "EACHY

TEEE PRIMT "HRMD COST FVICT:"ERACH TO MAKE"

1645 FRINT "sUOREFORCE IS"WF: "FEOFLE"

1853 FRINT "ATHETR WAGES ARE $V WG "ERCH!

1asE PRIMT "HTHIS WEEES WAGES BILL IS £V LGEWF

187a PRINT "*EACH FPERSOH CAH MAKE"FDGGERAMOFHOHES "

1a8n PRIMT "BA TOTAL OQUTRUT OF"PD#®WE "GRAMOFHOHES

1893 RETURER

1168 PRIMNT "ML MAHY GEAMOFHOHES DO YOU WISH TO

fEkE"

THFUT Rk

IF Mi=80 THEM RETURM

oy

i_ﬂ L

1%
1116
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10

B IR MERCTRCA THEM FREINT "MMOT EMOUGH CAFITAL

TO MAKE THAT MAMY":GOTO 1166

IF MEZPT#NF THEH FRIMT "#HOT EMOUGH WORKERS
TO MAKE THAT MANY" GOTO 1163

FRIMT "I FPREINT "AREEE" TARCZY "PRODUCTION
TARGET FOR WEEE"JME:"TZ" MK

M =ARS (R - CTHT CRMIC L D24 10 2 THTORMD L o1 @00
GOEUE 1626

FEIMT FREIMT "M TABCE) “TOTAL MADE IH WEEK":
WE G LIRS MK

A

CA=THT COA-CTHME

GOSUE 1RZ0

FETLIEN

FEM FPEOPLE

PRINT "rHOW MAHY FEOPLE DO YOU WISH TO HIEE"S
THFUT A

A LF=0F+A
A FRIMT "I"PRINT "het TAECEY "TOTAL

WOREFORCE IS HMOM" I WF

GOSUE 1620

IF FACH6 THEH GOTO 13250

PEIMT "EHOW MAMY PEOPLE DO YOU WISH TO FIRE";
IHFUT A

IF A= THEH GOTO 1354

IF AFWF THEM GOTO 1226

F=THTORHD 1 2%A+1 0

GOZUE 1826

PEINT "#THE UMIOH WILL OMLY ALLOW 20U TO
FIRE":R

WF =F ~F

GOSUE 1626

FETLRH

REM PAMERLUPTOY

L' m A

GOSUR 260

FEIMNT "7 FREINT " reeeNem  REM CLEAR SCREEH

HOME TOWM CLURSZ0R

2 POKE 52280,2:POKE 52281.0

72



IRER= I PRIHT THECLIG “mEdddd  BRHERUIFT  ##d8#" FOR
D=1 TO 7EEAHERT DD REEM YELLOW
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Excitement will grip you the moment you put
thefirst of these games up on your screen.
William Roberts has devised the programs in
Challenging Games for the Commodore 64
with a great sense of entertainment
and stimulation.

Enemy-blasters, outwit-the-computers,
shoot-outs—they’re all here!So boot the
system and start the fun

Another great book from INTERFACE PUBLICATIONS
ISBN 0 907563 48 1




