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SIX SIMPI.E TIPS FOR PROGRAMMERS

AMAZIN’
That's what you'll say if you get through this maze.
For Apple, Atari, Commodore 64, IBM PC, TI-99/4A, TRS-80 Color Computer and Models lil & 4, and VIC-20.
25
POISON Ivy
Can you get out of a “prickly” situation before the Poison lvy gets you?
For ADAM, Apple, Atari, Commodore 64, IBM PC, TI-99/4A, TRS-80 Color Computer and Models i & 4, and VIC-20.
42 '
WORD SCRAMBLE
A mind-teasing game of mixed-up letters. ‘
For ADAM, Apple, Atari, Commodore 64, IBM PC, TI-99/4A, TRS-80 Color Computer and Models Il & 4, and viC-20.

56
SECRET CODES

Encode and decode your private correspondence.
For ADAM, Apple, Atari, Commodore 64, IBM PC, TI-99/4A, TRS-80 Color Computer and Models Il & 4, and VIC-20.

69
GRAPHIC FANTASY .
Hours of computer-generated graphics. -
For ADAM, Apple, Atari, Commodore 64, IBM PC, TI-99/4A, Timex, TRS-80 Color Computer and Models lll & 4, and VIC-20.
79
WATER BALLOONS
Cool off with this wet 'n wild aiming game.
For ADAM, Apple, Atari, Commodore 64, IBM PC, TI-99/4A, Timex, TRS-80 Color Computer and Models Il & 4, and VIC-20.
95
MONSTER IN THE MARSH

Choose the right path out of the marsh, or else...
For ADAM, Apple, Atari, Commodore 64, IBM PC, TI-99/4A, Timex, TRS-80 Color Computer and Models Il & 4, and VIC-20.

113
TEAM BATTING AVERAGE
Whether your average is lousy or great, this program lets you know!
For ADAM, Apple, Atari, Commodore 64, IBM PC, TI-99/4A, Timex, TRS-80 Color Computer and Models li & 4, and VIC-20.
123 ‘
THE DRAWING PROGRAM
' - Become a computer Vincent Van Gogh. ’
‘ For ADAM, Apple, Atari, Commodore 64, IBM PC, Ti-99/4A, Timex, TRS-80 Color Computer and Models il & 4, and ViC-20.
135
MUSIC RECORDER

Write and record songs on your com,
For ADAM, Apple, Atari, Commodore 64, IBM PC, TI-99/4A, TRS-80 Color Computer and Models 1t & 4, and VIC-20.

Because of the sound and graphics requirements of some of the prograims and the limitations of some computers, not all programs are
translated for all machines. .
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6
SIMPLE TIPS
FOR PROGRAMMERS

Even the most experienced programmers make the most basic errors every once in
awhile. To help you avoid frustrating mistakes, here are some simple programming
reminders.

1.

- When you type program lines into your computer, be sure to copy them exactly as
written. Numbers, punctuation marks, and spaces are important.

2.

Remember to keep the alpha lock (or caps key) down while you're typing in the
program.

3.

Press RETURN or ENTER after every completed program line.

4,

Before you run the program, save it. That way you avoid crashing the program if
you made a typing error.

S.

Run the program when you finish typing it in by typing RUN and pressing the RETURN
or ENTER key. If the computer gives you an error message, don’t panic. Mistakes can
be fixed. List the program by typing the word LIST and pressing the RETURN or ENTER
key and double-check each line. If there is data, check to make sure you haven't
typed any extra commas. Make sure you've typed zeros and not the letter “O” A
foolproof way to correct a mistake is to type in the entire line again (including its line
number). When you list the program again, you'll find the new line in place of the old.

6.

If you need more help, read the programming guide you received with your computer.
It should cover most of your questions.

PUBLISHED BY-SCHOLASTIC INC.
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‘ 10 AWESOME PROGRAMS FROM K-POWER
BONUS PROGRAM #1 ' "

AMAZIN'

AMAZIN' is what you’ll say, the first time vou make it
through this twistin’ maze. The clock tells vou your
score time, so you can compare your score with the best
scora.  Watch out for walls! If vou collide with a wall,
vou lose. On most computers you have the choice of
Joystick control, or keyvboard control. Select which one
vou want at the beginning of the game. If vou use the -
bevbhoard, write the direction keys down on 2 pisce of
paper and practice using them. FPushing direction kevs
will get you where you want to go, pronto! '

Apple Il and Apple lle
1 REM %% AMAZIN AFFLE %%*x
10 BOTO Z000
F% REM %% JOYSTICE RDUTINE #%% :
100 IF FDL (1) < &4 THEN YI = - 1: RETURN
110 IF PFDL (1) » 192 THEN YI = 1: RETURN
120 IF FDL. (©) < &4 THEN XI = -~ 1l: RETURN
120 IF  PDL (3) » 192 THEN XI = 1l: RETURN
146G XTI = QY1 = Q: RETURN .
199 REM ##% READ EEYEBOARD ROUTINE #%*%
200 XI = QY] = Qull = Q
210 KE = PEEE ( —~ 16384): FOEE ~ 14368,0
220 IF EE < 128 THEN 250 _
2IZ0  IF CHR#E (KE ~ 128) = KET$LI) THEN YI = YT(LI}:XI = XT(L.I): RETURN
2940 LI = LI + 12 IF LI w4 THEN 220
250 RETURN
499 REM ##% MAIN LOOF-DRASW FLAYER CHARACTER #%%
S00 XTI = Q:¥YI = Ozl = O
510 00 = Z:RO = Qs = O
520 TI = O \ ‘
530 IF YI = O AND XI = O THEN 550
540 COLOR= O: FLLOT CO -~ XI.RO - YI
550 COLOR= 14: PLOT CO,RO
18E60  IF LU= 1 THEN 2000
570 ON J GOSUR 100,200
G980 RO = RO + YI:CO = CO + XI
590 IF CO > 29 THEN 1000
~H00 IF RO < O THEN RO = O
620 IF SCRMNO CORDY = 15 THEN L = 1
HZ0 TI = TI + 1
H40  GOTO 330 ) .
99  REM #x% SUCCESSFULLY COMPLETE MAZE ##%
1000 TEXT @ HOME sWH = TI ' '
1010 FOR T =1 T0O 100
1020 FPRINT "VY0OU MADE IT! "=
1040 NEXT T .
1060 IF WH < LS THEN .S = WH
1070 HOME
1080 PRINT TAEB( 11)YYDUR SCORE I&: "WH




1090
1100
1110
1120
1999
2000
2010
2020
2030
2040
2050
2060
2070
2999
CIOOO0
3010
ITO30
Z040
030
060
3070
3080
2090
100
3110
2115
3119
3120
3130
3139
3140
150
3160
3170
3180
1920
ZEQQ

210
-.rr'v-\()

ot all al

'.‘.'2"_50

3240
Z250
Z260
270
279
I290
IIOO
TELO

II20

5000
5010
5020
S0Z0
5040
SO50
S060
5070
5080
5090

10 AWESOME PROGRAMS FROM K-POWER

PRINT

FRINT TAB( 1O0)"THE LOW SCORE IS: "LS
FRINT

GOTO 2030

REM %% RUN INTO WALL %%

TEXT : HOME

FRINT TAEB( &)"YOU RAN INTO A WALL!'"
PRINT

FRINT TAB( 6) "PRESS ANY KEY TO FLAY AGAIN"
IF PEEE ( ~ 16368) > 127 THEN 2040
GET DUM#

RESTORE

GOTO 3120

REM  *%% INTRODUCTION %*x¥*

HOME
FRINT " ARE YOU USING A JOYSTICK (Y/N)7"
IF J& = "Y" THEN J = 1: GOTO 3120

IF J¢ < > "Y" THEN J = 2

HOME ,

FRINT "THE DIRECTION KEYS ARE:"

FRINT | ,
FRINT "I=UF M=DOWN J=LEFT L=RIGHT"
FRINT | :
FRINT "PLEASE FRESS ANY KEY TO BEBIN."
BET N#

DIM ETHF(I) XTI YT ()

REM *x%x INITIALIZE VARIABLES ##*x

GR : FOKE - 146302,0: CALL - 1998:L5 = 400
COLOR= 13

REM *%% DRAW MAZE #*¥*%

FOR RO = 1 TO 47

READ X1,.,X2,Y ,

HLIN X1,.,X2 AT Y

NEXT RO

FOR CO = 1 TO 45

READ Y1,Y2,X

VLIN Y1.Y2 AT X

NEXT CO

FOR IN = 1 TO 44
FOL = INT ( RND (1) * 15) + 1: IF KOL = 15 THEN 3230
COLOR= KOL

READ X.Y

PLOT X.,Y

NEXT IM

REM #*%%x INITIALIZE DIEECTIDN VARIABLES #%*

FOR I = O TO Z: READ ETHF(I): NEXT
FOR I = O TO Z: READ XT(I): NEXT

FOR I = O TO Z: READ YT(I): NEXT

5070 300

DATA 5,39,0,35,39, lq~qqm9,h5491”,,,-4,f -

DATA 30,33,5,0,13,8,0,6,9,32,39,9,35,39,10,9,13,11,30,33,13
DATA 4,11,15,4,11, 1614 11 18,4,11,19,13,16, 19523525;19

DATA 2?,25;20,29,3992ﬁq29qf ,2 .27,39.22,5,9,24

DATA 27.,3%9,23,25,30,24,25,30,25,0,7,26,9,11,26

DATA 0,7,27,92,11,27,19,30,28,34,36,28,34 ,36,29

DATA 4, 11,-0 17,34,4_, 7.34,332,4,6,74,8,10,34

DATA ”7,?9,?6 4,6,40,8,27,40,4,6,41,8,27,41 , 33,36, 41

DATA 32Z,36,42,4,27,44,0,39,47

DATA 0,47,0,0,7,1,15,19,4,35,39,4,0,2,5,15,19,5 .
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5100 DATA 35,39, 6,35,39 8,11,19,9,0,2,10,11,19,10
5110 DATA 35,39, 1u,11,-g,11,~4 27.11,19,39,13,27,33,14

S120. DATA 4,10,15,4, 10,16,16,19,16, 14 16,17 ,2%,31, 17,12,14,18,20,23%, 18
5130 DATA 0,12,19, 19, 21,19,17,19,20 15,17 21,34,37,21,2,3,22

5140  DATA 6,15,22,2&,27,24,36,39,24,16,18,25,26,27,2

5150 DATA 0,16,26,34,37,27,26,27,29,5,13,30,26,27,30
S160 DATA 34,44,30,36, 40,33,:0,31,34,11,19,35,11,19,36
5170 DATA 11,47,3I9

5180
5190

5:20(:3
21 (":'

Atari

I REM »%% AMAZIN' ATARI %%%

10 B0OTD ZT000

P9 REM ### JOVSTICE ROUTINE %%

100
110
120
130
140
150
l&0
199
200
210
220
230
240
250
260
270
280
45
500
510
520
BE0
540
SHO
540
S70
D8O
S0
HOO0
Hlo
&H20
HEOQ

&AL

&S0
&L
&7
&BO
L0
700
Ti0

DATA 6,1,7,1,8,1,9,1,6,2,7,2,8,2,9,2
DATA 37,11.38,11,37, 12,38,12,37,13,38,13,37,14,38,14,37,15,38,
15,37,16,368,16,37,17,38, 17,%7,18,38,18,37,19,38,19

DATA  6,17,7,17,8, 17,u,35,u,’&,u,47 5,38,5,39, 9, 35,9,36,9,37,9,39
DATA 26, .2 ,bb,hé,h7,_7g“7,ha,h,

DATA I, J,L M O »1 1,0,-1,0,0,1

JV=GTIOK (O)

IF JV=14 THEN XI=0zV¥YI=-—11RETURN

IF JV=13 THENM XI=0:YI=1:RETURN

IF JV=11 THEN XI=—1:VYI=0:RETURN

IF JW=7 THEN XI=1:YI=0:RETURN
XI=0:YI=0

RETURN

REM %% READ KEYRIARD ROUTINE #%%
=00y =0

Fe=FEER (744)

FOR D=1 TO 15

NEXT D

IF E=283 THEN 210

IF R=1Z% THEN XT=0nYIss-§sRETURN

IF K=27 THEN XI=O0z2YI=]:RETLURMN

IF E=1 THEN XIs=-1pYI=0:RETURN

IF K=0 THEN XI=l:VYI=0:RETURN ) ,
REM ##x FMAIN LOOF-DRAW PLAYER CHARACTER, %%%
Hi=22H2=0 ‘

,
D=3

=

NN

COLOR O
FLOT M1, HZ

COLOR 2

FL..OT COo,RO

IF L=1 THEN 2000
Hi=C0s H2=R0s TT=TIr]
UM J CD UE 1009200

TF E“D '“? 11{Eh1 1CN}Q
IF RO<CO THEN RO=0
LOCATE oo,R0,C
IF Cw=1 THENM L=1
FOKE 752,6

FRINT CHRS 128
FRINT TI

FOR T=i TO Z0

by '\'! T ’
PRINT
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20 6070 =540
999 REM #%% SUCCESSFULLY COMFLETE MAZE #x%%
1000 GRAPHICS O
1010 FOR T=1 TO 100
1020 PRINT "vYOU MADE IT!' "3
1020 NEXT. T
1040 FRINT CHRE(125)
1030 PRINT "YOUR SCORE IS: ":TI
1060 IF TI<LS THEN LS=TI
1070 FRINT
1080 FPRINT "LOW SCORE IS: ";L&
1090 PRINT
1100 G0TO 2030
1999 REM %*#% RUN INTO WAL #%#
2000 GRAFHICS ©
2010 PRINT "YOU RAN INTO A WALL!'Y
2020 FRINT
20FTC PRINT "FPRESS (RETURNY TO PLAY AGAIN.®
2040 BOSUR 4000
2050 RESTORE
2060 GOTO 3180 .
2999 REM x%% INTRODUCTION *%#%
FOO0 DIM JFE) ,RECD
ZOL0 PRINT CHREF (125)
TO20 PRINT "TYRFE YOUR ANSWER"
FOZ0 PRINT "THEN FPRESS (RETURMY . "
FO40 PRINT
TOHBO PRINT "ARE YOU USING A& JOYSTICE (Y/N)'Y;
IOQHC TNPUT T '
ZO70 IF JE=UY" OR JE="YES" THEN J=1
ZOQ0 IF J=1 THEN Z180
Z0G0 Je=
FLO0 PRINMT CHRE (125D
| 3110 FPRINT "THE DIRECTION HEYS ARE:"
I120 PRINT
Z1EO PRINT "I=UF M=DOWN J=LEFT L=RIGHT"
F140 PRINT ‘
I1E0 PRINT "FPLEASE PRESS (RETURN) TO BEGIN.®
T1A0 BOSUR 4000 :
F1HF REM =xx INITIALIZE VARIARBLES #%%
TLT0L8=999
F1BO TI=0
2190 GRAPHICS =
F200 SETCOLCR 0,0.8
E210 COLOR 1
F220 READ A,RB,C,D
| Z230 IF A=—1 THEMN S0
I240 PLOT AR
FRS0 DRAWTO ;D
Z2L0 BOTO ERR0
999 REM ®#% WAILT ROUTINE %%
4000 PORE 764,255
4010 F=PEEK{(74&4)
A4Q2C IF F=EEE THEN 4010
4070 RETURN '
HOOO DATA 0,050,19,45ﬁ,39v0,991,?514,1&,1;1&55
SG10 DATA 25,1,285,4,30,1,30,2,734,1,324, 73
G020 DATA 4,73,6,3,4,53,4,11,18,7,18,5,21,2,21,6,28,3,20,8,39,3,

4,12,9,32,48,32,7

39,19,1%,

4

10
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5030 DATA 37,3,37,10,38,3,38,3,9,5,10,5,14,5,14,5,23,5,23,5,7, 6, 8,6,2,7

4,7
5G40 DATA 20,7,20,12,24,7,37,7,24,7,24,11

5050 DATA 30,8,30,8,7,9,7,14,9,9,9,14,12,9,17,9,18,9,18,9,19,8,19,9,23
Lo T e Bt o )

4 % Moo %en® L] 7

5060 DATA 32,9,32,9,1,10,2,10,18,10,19,10,28, 10,28, 10

5070 DATA 19,11,19,11,27,11,27,16, / 11q~4 11,34,11,34,15,12,12,16,12,
E,13,3,15,4,17,4,14

5080 DATA h1§L:3“1 1%,4,14,7,14,9,14,18,14,21,14,24,14,24,15, 724 15
S090 DATA ,14,_h,14,t:,14,:m,19'"é 14,,u,Lq,4,1a,h7,La,wJ,zb,,J,la
5100 DATA ,19, ”W,l@ ~ .
5110 DATA ~1 y=1,-1

Commodore 64

1 RE
12 G
93 R
102
11@
120
130
14@
15@
16
199
zow
210
22
230
241
| 499
S0z H
510
520
530
54
S5@
568
57@
582
| 59@
| 62w
E1@
620
630
64
999
1o
1@1@
1220
1230
124
1252
126@
1272
1282
1292
1100
ii1@

’.-I,-L

M *%% AMAZIN?! 64 ***
0TO @
EM *%% JOYSTICK ROUTINE %%% )
JV=PEEK (S6321) , ‘
JV=15-(JVAND1S)
IF Jv=1 THEN XI=@:YI=—1:RETURN
IF Jv=2 THEN XI=@:YI=1:RETURN
IF JV=4 THEN XI=-1:YI=0:RETURN
IF JV=8 THEN XI=1:YI=@:RETURN
XI=2:YI=@:RETURN : ,
REM ##* READ KEYROARD RDUTINE * %%
XI=Q:YI=@:LI=0
GET KE%:IF KE%=""THEN RETURN
IF KE$=KT$H(LI)THEN YI=YT(LI) :XI=XT(LI) :RETURN
LI=LI+1:IF LI(4 THEN 2@
RETURN
REM *x** MAIN LOOP-DRAW PLAYER CHQRQCTER * %%
1=3:H2=0
CO=3:RO=0:L=@
Tis="Q2@aaa"
IF CO»39 THEN 1o
IF RO THEN RO=2
POKE CB+HI1+42%HZ, &
POKE CR+CO+40%*R0O, &
POKE SB+CO+4@*R0, 81
IF L=1 THEN Z2@2
H1=C0:HZ=R0O
ON J GOSUE 19a, 2
RO=RO+YI:CO=CO+XI
IF PEEK(SB+CO+42%R0O} =162 THEN L=1
PRINT CHR$(13)CHR$ (IS TAR(IE) RIGHTH(TI%, 3)
GOTO S3v
REM %% SUCCESSFULLY COMPRLETED MAZE *%*
PRINT CHR$(147) :WH$=T1%
FOR T=1 TO 12@
PRINT"YOU MADE IT! "3
POKE S328@, iNT(RND(1)*16)+1
NEXT T
POKE 33281,3
IF VQL(RIGﬁ'$(NH$,u))<VQL(LS$)1HEN LS$=RIGHTS (WH%, 3)
PRINT CHR%(147)CHR$(144)
PRINT TAB(11)"YDUR SCORE IS:"RIGHTS (WH$, 3)
PRINT
PRINT TRE(i@)"THE LOW SCORE IS:"LS5%
PRINT

1
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iize
11999
02
2a1@a
c22a
£a30
2042
ca5e
c26a
272
2999
v 17,1V,
30102
3220
3032
324Q
3050
2262
3072
3080
323a
Jlea
3lia
3119
31z
3l13@
3139
3142
3150
3iea
317@
3182
319
32
321@
Jz2d
3232
324
3254
326@
3271
38l
3292
23
331@
33212

3330
334
23510
2360
337@
3381
3390
2401
3410
342@

3439
3440

3430

GOTO 2v3e

REM *#% RAN INTO WALL #*#*

PRINT CHR$(147)CHR$(144)
PRINTTAB(1@) "YOU RAN INTO A WALL!'"
PRINT

PRINTTAB(6) "PRESS (SHIFT) TO PLAY AGAIN."
GOSUB 400u

RESTORE

GET DUM$:IF DuUM$ () “"THEN Z@6@

GOTO 3128 '

REM *%% INTRODUCTION %%

PRINT CHR$(147)

PRINT " ARE YOU USING A JOYSTICK (Y/N)?2"
GET J#%:IF Je=""THEN 3@2@

IF J$="Y" THEN J=1:60T7T0 3i2@

IF J$=0"Y" THEN J=&

PRINT CHR®(147)

PRINT "THE DIRECTION KEYS ARE:"

PRINT :
PRINT "I=UP M=DOWN J=LEFT L=RIGHT"
PRINT ,

PRINT "PLEASE PRESS (SHIFT) TO BEGIN."
GOSUB 4 _

REM *%** INITIALIZE VARIABLES *%#%
SB=1@24:CB=55296:L.5¢="z0@"

POKE S328@,6:POKE 53281, 2:POKE £5@, 128
REM #%% DRAW MAZE #%
PRINT CHR$(147)

READ CO, R, B

IF CO=—1 THEN 3220

FOR RO=A TO B

POKE SB+CO+4@%R0, 162
POKE CR+CO+4@%R0O, 1

NEXT RO

GOTO 3150

READ RO, A, B

IF RO=-1 THEN 329@

FOR CO=A TO E

POKE SB+CO+4@#R0, 162
POKE CE+CO+4@%R0, i

NEXT CO

GOTO 3220

READ RO,A,B

IF RO=—1 THEN 3380

FOR CO=A TO E
G=INT (RND (1) *16) +1

IF G(3 OR B)7 THEN 3320
POKE SE+CO+40%R0, 81
POKE "CR+CO+4@%R0, Q

NEXT CO

GOTO 329@

READ RO, CO, CH

IF RO=—1 THEN 3442

POKE SE+CO+4@%R0O, CH
POKE CB+CO+4@%R0O, 158
PRINT CHR$(144)

GOTG 3380

REM *%% INITIALIZE DIRECTION ARRAYS *¥x
FOR I=0 TO 3:READ KT$ (i) :NEXT

12
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3450
3460
3470
3999
4202
4312
4aza
S
Sl
Se2a
oa3a
sS40
SBSa
SR6R
SB7d
S508@
S@a92
olee
Sila
Sls@
9130
S14@
o15@
Sled
S17@
S18@
S19@
Szaa
a2le
a2cl
Sc3d

IBMPC

2P snE GIAZIN TBM-FO %kx

g0 IF
EARN I
100
110
120

150 0
L&

170 H

T LR
& M o ln 3 H' LGOF — DREA CHASRACTER X

PLhiP Rl

IF l.ml THEM 45 H‘

FOR I=0 TO 3:READ XT(I):NEXT

FOR I=@ TO 3:RERAD YT (I) :NEXT

GOTO Sea

REM #*%% WAIT ROUTINE %%

WAIT 653, 1

WAIT 653,1,1

RETURN .

DATA B,02,24,1,0,6,4,18,20,5,@,2,5, 18, 2@

DATA &,0,2,6,18,20,7,0,2,8,1,2,8,7,102,8, 18, 2@

DATA 9, 14,14,9,1,2,9,7,10,9, 18,20,10,7, 14,18, 13, 14

DATA 1@, 18,28, 12,18,20,13,3,5,13, 14,15

DATA 14,3,5,16,14,16,17,0,7,21,4,7,285,0,8,27,11,13

DARTA 27,17,18,28,1@,13,29,2,6,29,9, 13

DATA 3@,9,1a,31 17,d8,a4 14,16, 34 18,21, 36,4, 1@

DATA 39,2,1,39,3,24,-1,-1,~-1

DATA @,5 39,1,5,7, 1, au.&B,L,S 7,2,21, di,c,hg 33

DATA 3,13, 14,3, 36, 39, 4,¢d,¢q,5,;,11 6,2, 4

DATA &, 30,32,7,11,12,8,16,16,8,20,20,9, 4,7

DATA 9,15, 15,9, 19,19 9, 24, 24,9, EQ,ud,l@,4 7

DATA 1@,13,14,1@,18,18,1@,28,3491@,28,38,11,1@,1@

DATA 11,17,17,11,27,38,12,4,8,12,16,16, 12,26, 38,13, 16, 16, 13, 18, 32
DATA 14,1,7,14,13,13, 14, 35,36, 15,13,13, 16, 4,10, 16,16, 33
DATA 17,18,18,17,27,27,18,4,6,18,8,10,18,18,18, 18, 38, 38
DATA 18,28,33,19,4,6,19,8,1@,19,2&,22,2@,4,6,2@,8,1@ '
DATR Z@,11,27,21, 35, 36,22, 4,27

DATA 24,@8,39,-1,-1,-1 :
DATA @, 36,38,1,6,8,8,9,9,9,9,9,11,29,23,1&,28,29,19,5,9
DATA 19,9, 3, 4, 38, 38, 5,37,37 6,38,38,7,37,37

DATA 8,38 38 9,37,37,-1,-1,~ '
DATA 4,37, 1, S,aB 1¢,6,¢7 i, 7,¢B,h6 B,¢7 9,9,38,14,-1,-1,-1
DATA I1,J,L, M 2,-1,1,@0,-1,Q, @,

OFF

% CREAD FEYROGRD ks

s X 1=y L=

ITHEEY®

HOTHERN RETURN

BT LY THEM YI=YT LDy e XI=XT LD s RETURN
LI+l IF LI THER 80O

e el s MR "zs
.H? 0

FIMT CHR
ieRCs H2

i L]

T4y L s GO0+ AL
AxEA THER RO=Z24
o1 THER RO=1

S THER GO
S0 THEM E1a0
i R, 0
THER L1

13
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270 LOCATE 2,76,0

280 PRINT RIGHTH(TIME:,4)

290 60TO 130

300 REM *x% MOZE COMFLETED %%

210 CLS . .
F20 S=100¥VAL (MIDHE(TIMES:, 4,2 ) +VAL(MIDF(TIMES®, 7 ,2))
3FO FOR T=1 TO 30 : o

Z40 PRINT TARCEZ) s "YOU MADE IT!'!Miv

50 PRIMNT:MEXT T i

360 IF S48 THENMN Ls=8

270 CLS

IR0 FRINT "YOUR SCORE I8:"3:8

390 FRIMT .

400 FRINT "THE LOW SCORE IS:"sL8

410 PRIMNT

420 GATO 470

Z0 REM ®%% RAN INTO A WALL DUMMY ZF#En %! xxx
440 (2.5 '
450 FPRINT "YOLU FRAN IMNTO & Wall!? You Lose. "
460 FRIMT . : .

470 PRINT "PRESS <ENTER> TO PLAY AGBAIM."
480 GOSUR 1000 ' ‘

450 RESTORE

SO0 DUME=TMNEEY ¥

510 IF DUFED =" THERN 500

CLs

GOTO &30

REM #xx IHTRODUCTION %43

S50 SCREEM Q.0 ,0:6IDTH 801 L.8=%9%

B6H0 LS

S7O OPRIMT "THE DIRECTIOM EEYS ARE:"

RO PRITMNT a

FRIMNT "I=UF  ®H=D0WN J=LEFT L=RI&GHT"
FRINT :

FRIMT "FPRESS <EMTEFR:> TO CONTIMUE. "
GOSUR 1000

CL.S

REM #=2x [MITIALIZE MOTION ABRRAYS #%%
FOR T=0 T Z:READ ETE(D)aMELT I

FOR I=0 70 Z:READ XTI eMEXT I

FOR I=0 10 ZREAD ¥YTCL2tlEXT 1

WD RETF #%% SCREEH DISELAY *¥#

FEGD RO B

I'F RQ=-—-1 THER 740

71O FOR CO=G TO E

FEO LOCATE RO,CO,0

FIO PRINT CHRE(219) 3

A90 MEXT €O

A0 EOTO 590

a0 REGD CO,6,B

TEOOIF CO=-1 THEMN 830

70 FOR RO=a TO B

0 LLOCATE RO,C0,0

200 PRIMT OHRE 219 g

10 MEXT RO

20 GBOTO Fao

B30 FOR RO=8 TO0 1=

840 READ G0, CH

BEC LOCATE RO,CO,0

14



10 AWESOME PROGRAMS FROM K-POWER

860
Q70
880
890 GOTO 120
FO0

1000
1010
1020

R R

R E]
S oal g

BORO
41,5

207

208

49,5,10,5

2000
110

FRINT CHR*(CH) 5 .
MNEXT RO
TIME£="Q0: OOz OO

REM *%# WALT ROUTINE %%%
Rg=INEE Y $

IF Rt »OHRE (15
RETUIRN
DATE I
DATA 1,7

THEM 1000

Py, L 1050
g =10 I ..*8 g o

1y 1,=1,1,0,0
VI 6 E0, 4,7, N,

g0

500,01, 1
204
2L AG, TE B

2060 DATA 14,14,14,

18,10, g
O DATA
18,36, 16, 16,368,%, 6

9]

SO0

baG,Hd,79,%, 6
= )

7
Lll

.“15,7aq1z?~“

DATH 8,
AP i
DATH lffl A
t.-iq.w‘“! 9 :“‘1'7 16
Fal o, 18,

llq]

LB Le8, O, T, 58, 41,9,47,68,

1o,11,14,173 BB, 29,

-ty

14,14

L 44, 5
15,

DT 8, 18,04,650,18,68,

"ﬁTﬁ N R I I .14 &

s LE, 1%, 15,13,

e

ﬂaq13q.i?14
CLE,EL 10,15, 13,1

=
i g

14,

15"“

WEa B

AR

)

y l‘q‘...'..-,..q'._‘..,-._-.ﬂ.;,
I
41, 12,185,411

2R

ORATA 40, Lé, Lé, - q,t
"17q1$qmuihq@p
Y 10,59, 175,

=ELE
L e,

DT T T, e,

g owd gy

-
LRER

O T

A3, 8,8, 84,4

DesTey 7@, T
DT TEL & fﬁ.ﬁs,ﬁW o R, T

TI-99/8A

I REM

10
12
20
0
4
=0
&HO
FO
80
Q0
100
*.‘ 'l l"',

120

e L

®%% AMAZIN

E0TO 740

R
X
Y

i
e

AL

CREM %

#¥% JOYTHICK
JOVST (2, M ,,N;

5ol

EM

L)
1=

Ty

5

8

i
w——d
i
-
{"T
e
=z
.
aid
o

T=dY (LT
RETLIRN

LIl T+d
TI=TI+1

I“ LI 4

THEN &0

READ FEYVREQARD =%

KEY (K, F)

HFH

THrM

240 ELSE 270

7. 60,6,
10, 4%, 18,10
14,31,32,14,

79LEOVEB, 5L, 3T,

Ly Ldy
.,;f?qu4
g E &, AL ;,,J,”..m
16,

-.lq ;.,gw.,éu..J..J‘ LG, 69 ,2,7,

WA.4,18,71,6,36,38,7,

LAl 6L, 11 ,4,7, 15,

T LB0 15, 11,18,
T R N O ¥ T
1,100,084, 14,11 ,8,21,

16,17,15,15,18,2,4,

By L7, 35, 2,20, 56,1,

19,22,

44,

12, 6l.06,16,68,2,2,62,

ey ey .y
LAY 12 g

20

.a...-,.-...-g.a... L]

£ 4

15



10 AWESOME PROGRAMS FROM K-POWER

240 XI=XT(LI}
250 YI=XY(LI}
260 RETURN
270 LI=LI+1
280 IF LI<4 THEN 230
220 XI=0 .
200 XI=0
310 RETURN
319 REM *#% MAIN LOOF/DRAW FLAYER CHARACTER ##%
320 Hi=1
I30 H2=4
340 R0O=1
50 CO=4
Z60 =0
370 CALL YCHAR(HI ,H2,1348)
380 CALL YCHAR(RD,CO, 144
I90 IF L=1 THEN &40
400 H1=RDO
410 H2=CO
420 ON J GOSUR 20,170
S0 RO=RO+XI
| 440 CO=C0O+YI
450 IF RO<C1 THEN 440 ELSE 470
4450 RO=1 :
470 IF CO>32 THEN 520
480 CALL GCHAR(ROD,CO,D)
49C IF D=128 THEN S0 ELSE 370
[00 =1
S1C¢ BOTO =Z7¢
519 REM #+#% COMPLETFD MAZE #%=
20 CALL. SCREEM(I1ID:
530 CALL CLEAR
SAC FOR T=1 TO 29
an0 FPRINT v YL MADE 1T tiam
HHC PRINT
570 NEXT T
580 IF TISLS THEN 590 ELSE &00
S0 LLE=TI
HGG PRINT
&10 PRINT "YOUR SCORE IQ:";TI
LHET PRINT
AH30 PRINT "THE LOW SCORE IS;”;LS
H40 FRINT '
&S0 GOTO 700 .
LH59 REM #%% LOSE BAME ##%
H6C DAL SCREEN({(9:
A7 DALl CLEAR
&80 PRINT "YOLI RAN INTO A& wWALL'®
490 PRINT ,
OO FRINT "PRESS (ENTERY TO PLAY ABAIMN.
710 GOSUER 1280 . '
720 CALL CLEAR
7IG GOTD 920
TEA REM #%% INTRODUCTION %%
740 CALL. CILEAR
THO OPRINT "TYFPE YOUR ANSWERY
T&HO PRIMT "THEN PRESHS (ENTER: .,
770 PRINT

780 FRINT "ARE YOU USING A JOYQTICE”;

16



10 AWESOME PROGRAMS FROM K-POWER

790
8030
810
820

0
840
850
860
870
8380
B0
QOO
@10
QR0
IO

vy
PIG

Q4.0

QEHO

QEC

Q@70

R0

R0

1000
1010
1020
1030
1040
1050
1059
1060
1G70
1080
10G0
1100
11160
112G
11730
1140
1150
1160
1170
1179
1iR0
1190
1200

1216

5 FALT

1250
124G

127C

1780 DATA 1,7,04,6,4,5,1%,4,5,168,4,2,21,4,3
1290 DATA 4,5, 1,4,8,4,9,6,5,15,46,5,19,7,3,1,8,17
GODATE 4,010,110, 59, 10,2, 18, 41,4,1,13,11,15,13,2
DATE 19, 1%,5,5,14,9,22,16,%,15,18,1,9,17,1
DATA 11,19,1,17,19,5,1,20,11,4,28,4,11,23,3,1,24,4
G DATA 14,04,7,05,25,1,5,07,4,12,89,1,18,29, %
TAG DATA 17,30,1,5,50,20,~1,~1,~1 ‘

INFUT J%

IF SEG#(J#%,1,1)="Y" THEN 810 ELSE 830
J=1

E0TO 880
CALL CLEAR

FRINT "THE DIRECTION KEYS ARE:"

PRINT
PRINT
FRINT :
FRINT "FRESS (ENTER) TO BEGIN."
BOSUR 1240
LE=999

RESTORE
TI=0
REM #%% DEFINE CHARACTERS #*%#
Af="FFFFFFFFFFFFFFFFY
Ek="18183CFFFF3C1818"

CALL CHAR(128,A%)
CALL CHAR (i34 ,BH)
CALL CHAR({144,R%)
CALL COLOR(13,5,5)

CALL COLOR(L4,2,2)

CALL COLOR(LS,15,2)

FOR V=1 TO 12

CALL COLOR(V, 16,2

CAatl CLEAR

NEXT V.

REM ##% SCREEN DISPLAY %%
READ RO,CO,REF

IF RO=-1 THEN 1100

CALL VOCHAR (RO, CO, 128, REP)

GOTO 1060 '

READ RO,C0O,REF

IF Rb=-1 THEN 1140

CALL HOHAR (RO, C0, 128, RER)

EHEOTO 1100

FOR V=326 TO 31

READ CH

CALL HOHAR (27, V ,TH)

NEXT V

REM *x% LDAD
FOR
READ
READ

"Ia=UF M=DOWN J=LEFT L=RIGHT"

DIRECTION ARRAYS #x%%

Te(y TO X
XTI

READ JI(L:
READ KT D)
READ B(OD)

MEXT
50T0
INELT
RETURN

ey '_-.3

et et

Rt

17
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10 AWESOME PROGRAMS FROM K-POWER

1350 DATA 1,5,28,2,24,9,4,30,2,9,22,8,11,23,11
1360 DATA 13,16,8,15,13,17917,8,4,14,1057,22,L5,8
1370 DATA 24,1,31,19,6,18,5,18,1,19,31,1,-1,-1,~1

1380 DATA &5,77,65,90,73,78

1390 DATA —-1,0,0,4,73,1,0,0,~4,77
140C DATA 0,1 ,-4,0,74,0,1,4,0,76
TRS-80 Color Computer

1 REM *%x% AMARZIN? *x*

12 GOTD 3000

99 REM »*%% JOYSTICK #*%%

128 H=JOYSTK ()

118 V=JOYSTK (1)

12@ IF H(1@ THEN XI=0@:YI=-1: RETURN
13@ IF HYS2 THEN XI=@:YI=1:RETURN
142 IF V(12 THEN YI=@:XI=—1:RETURN
15 IF VWSS THEN YI=@:XI=1:RETURN
160 YI=0:XI=0:RETURN

199 REM *#% READ KEYROARD #*%*%

200 LI=0

222 KE$=INKEY$:IF KE4%="" THEN RETURN
230 IF KE$=KT$(LI) THEN YI=YT(LI): XI XT(LI) :RETURN
240 LI=LI+1:IF LI<4 THEN 53@

250 RETURN

499 REM **x MAIN LDDD—DRQN PLAYER CHARACTER *%%
S0@ CO=4:R0O=0

51@ REM %*x% FOR EXTRA FUN **x*

520 REM *%x% CRUISE THE CLOCK bl
532 SET (CO,RO,5)

sS4 IF F=2 THEN 572

558 FOR T=1 TO &2

S56@ NEXT T .

578 IF L=1 THEN 200@

S8 RESET (CO, RO)

5990 TI=TI+.3

6@ ON J GOSUR 1@@a, 22

612 RO=RO+XI:CO=CO+YI

622 IF C0O)>63 THEN 12@2

632 IF RO{(@ THEN RO=2

64@ IF POINT (CO,R0)=3 THEN L=1
&£9@ PRINTEZS, INT(TI) ;

662 GOTO Sia

999 REM #*%% COMPLETED MAZE %%
1gea CLS

1212 FOR T=1 TO 12@ '
12323 PRINT "YOU MADE IT! "3

1232 FOR D=1 TO 1@

124@ NEXT D

1252 NEXT T

1262 CLS

1272 PRINT "YOUR SCORE IS:"INT(TI)
1282 IF INT(TI) (LS THEN LS=INT(TI)
129@ PRINT

1122 PRINT "THE LOW SCORE IS:"LS
111@ PRINT

112 GOTO Z223d

01999 REM #*x% RAN INTO THE NnLL DUMMY ! ?24@1 ! x%%
caaa CLS

221@ PRINT "YOU RAN INTO A WALL'"
18 ’



coce
2030
2040
csa
Zeea
ca7a
2999

3aoa

3210
302
303
324@
a5
3060
3272
281
3@9a
Siea
3110
3119
3iza
2130
3139
3140
3150
2168
317@
3iga
3192
32
3218
3ac
323@

24
““5@
3ze
3z27a
3c8Q
329@
3299
33a@
3312
332@

232
3999
4200
4@1@
Saad
S1a
Suze
S03a
S04
SoSa
SneR
Se7Q
oaea
S92

10 AWESOME PROGRAMS FROM K-POWER

PRINT

PRINT "PRESS (ENTER) TO PLAY AGAIN."
GOSUB 4@v2

RESTORE

DUM$=INKEY$:IF DUM$ () "" THEN Z@&e@

GOTO 313@

REM %% INTRODUCTIDN, THE CURTAIN RISES... ¥*¥x-
CLS ’

PRINT “ARE YOU USING A JOYSTICK (Y/N)?*
Je=INKEY$:IF J&="" THEN 30220

IF J¢="Y" THEN J=1:60T0 3120

IF J&(> "Y" THEN J=2

CLS -

PRINT “THE DIRECTION KEYS ARE:"
PRINT ‘

PRINT "I=UP M=DOWN J=LEFT L=RIGHT"
PRINT |

‘PRINT "PRESS (ENTER) TO BEGIN. "
GOSUE 40@®

REM ##x INITIALIZE VARIABLES %%
LS=200 ‘

CLS(R) :L=0:YI=0:XI=0:TI=0

REM #*#% DRAW LE MAZE PIERRE #*%%

READ A, E-

IF A=-1 THEN 3202

FOR CO=A TO B

PRINTECO, CHR$ (143+32) 3

NEXT CO

GOTO 3140

READ A, B

IF A=—1 THEN 326@

FOR RO=A TO B STEP 32
PRINTER0O, CHR$ (143+32) 3

NEXT RO

GOTO 3200

FOR RO=158 TO 318 STEP 3&

READ CH

PRINT®R0O, CHR$ (CH) 3

NEXT RO

REM ##% INITIALIZE DIRECTION VARIABLES %*%%
FOR I=@ TO 3:READ KT#(I) :NEXT I

FOR I=@ TO 3:READ XT(I):NEXT I

FOR I=@ TO Z:READ YT(I):NEXT I

GOTO S

REM *## WAIT ROUTINE *%%

iNPUT R$

RETURN.

DATA 4,31,61,€63, 128, 130, 149 157, 195, 197, 206, 219
DATA hss,éms,u15 317, 320, 3:2,a49,¢51 357, 370, 376, 379
DATA 424,437, 444, 447,480,510, -1, -

DATA m,448,4,68,5,389,1@4,896,11,;@5,45,45
DATA 141, 141,79,2@7,18, 146,274,274,85, 149
DATA 245, 245, 3@9, 437,24, 88, 216, 440,91, 91
DATA 251,851, 1285, 349, 126, 126, 352, 350

DATA 127,51@,-1,-1

DATA &3,77,€5,9@,73,78

DATA J,I,M,L,@,-1,1,08,-1,0,@,1

19
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199
200
210
220
230
240
250
260
499
500

TRS-80 Model Ill and Model 4

1 REM *%% AMAZIN TRS-80 MGDELS 3 AND 4 CASS.
10 GOTO 3000

REM #*%% READ KEYBOARD *%%

LI=0

KE$=INKEY®

IF KE$="" THEN RETURN

IF KE$=KT$(LI) THEN YI=YT(LI):XI= XT(LI) RETURN
LI=LI+1

IF LI<4 THEN 230

RETURN

REM *%% MAIN LOOFP-DRAW PLAYER CHARACTER #*%*#*
CO=5

510 RO=0

920 SET (CO,R0)

340 FOR T=1 TO 2

990 NEXT T

360 IF L=1 THEN 2000

970 RESET (CO,RO0)

980 TI=TI+.2

590 GOSUB 200

600 RO=RO+YI:CO=CO+XI

610 IF CO>127 THEN 1000

620 IF RO<O THEN RO=0

630 IF POINT (CO,R0O) THEN L=1
640 FRINTES4, INT(TI);

650 GOTO 520

P99 REM *%x CDMPLETED MAZE #*#%*
1000 CLS

1010 FOR T=1 TO 100

1020 FRINT "YOU MADE IT! ";
1030 FOR D=1 TO 10

1040 NEXT D

1050 NEXT T

1060 CLS

1070 PRINT "YOUR SCORE IS:"INT(TI)

1080 IF INT(TI)<LS THEN LS=INT(TI)
1090 PRINT

1100
1110
1120
1999 REM *#* RAN INTO A WALL **x
2000 CLS

2010 PRINT "YOU RAN INTO A WALL!'"
2020 PRINT

2030
2040 GOSUR 4000

2050 RESTORE

2070 GOTO F130

2999 REM *%*% INTRODUCTION %%

3000 CLS -

3060 PRINT "THE DIRECTION KEYS ARE:"
J070 PRINT ’ '

3080 FRINT "I=UF M=DOWN J=LEFT L=RIGHT"
3090 FRINT -

3100 FRINT "PRESS (ENTER) TO BEGIN."
3110 GOSUR 4000

3119 REM *%% INITIALIZE VARIABLES #*%#

PRINT "THE LOW SCORE IS:"LS
FRINT
GOTO 2030

FRINT "PRESS (ENTER) TO FLAY AGAIN."

OR MODEL 3 DISK BASIC *#%




10 AWESOME PROGRAMS FROM K-POWER

3120 L8=999

I130 CLS:L=0:YI=0:XI=0:TI=0

I139 REM *## DRAW MAZE **%

3140 READ A,R

JI150 IF A=-1 THEN 3200

3160 FOR CO=A TO E

3170 PRINTERCO,CHR$(191) 3

3180 NEXT CO

3190 6GOTO =140

2200 READ AR

3210 IF A=-1 THEN 32260

FI220 FOR RO=A TO B STEF &4

I230 PRINTERO,CHR$ (191);

3240 NEXT RO

IRS0 6GOTO F200

I260 FOR RO=Z17 TO 639 STER 64

3270 READ CH ‘

2280 PRINTER0O,CHR% (CH) 3§

IR0 NEXT RO

3299 REM *#x LLOAD DIRECTION VARIABLES *x*%

3300 FOR I=0 TO Z:READ KT$(I):INEXT I

IZ1L0 FOR I=0 TO Z:READ XT(I):NEXT I

IEA20 FOR I=0 TO Z:READ YT(I):NEXT I

IEIZO BOTO 500

I999 REM *%% WAIT ROUTINE *%*

4000 INFUT R%

4010 RETURN

5000 DATA 4,63,68,71,120,127,141,143,192, 203,205,207

5010 DATA 221,225,252, 255,292,297, 325, 333, 38, 40, 352,357

5020 DATA 361,379,449,450,460,461,464,468,472,499,502, 507

5030 DATA S513,521,528,528, 536,537, 548,552,570,572, 584, 586, 591, 592
5040 DATA 595,601,503, 509,604,609,612,617,619,630, 633, 635, 645, 645
5050 DATA 654,656, 668,671,699,700,709,744,752,756,759,764

5060 DATA 847,850,912,915,86%,872,880,887,891,894,960,1022,-1,-1
5070 DATA 0,960,83,467,84,468, 152,408, 165, 229,91,347,157, 157,836, 200
5080 DATA 701,765,702,766,775,775,841,905, 780,844, 790,854,857, 921 :
5090 DATA 96,%6,99,99,427,423,105,169,112,240,173,301,684,876, 789,853
5100 DATA 858,922,797,861,874,874, 180,308, 184, 248,252,700, 63, 127
5110 DATA 255,959,318,638,-1,-1 : .

5115 DATA 65,77,65,90,73,78

5120 DATA M,I,J,L

5130 DATA 0,0,-1,1

5140 DATA 1,-1,0,0

Vic-20 |

i REM #*%¥ AMAZIN? VIC-Z2Q #%%

iz GOTO Zana

99 REM *%% JOYSTICK ROUTINE #*%*%

12@ POKE 371354, 127

11@ XT*=RPEEK(37152)AND1z8

12@ POKE 37154,255

1380 XT%=XT% OR (PEEK(Z7137)ANDIZ7)
140 XI=SGN(XTAAND128)-SGN(XT#AAND1&)
158 YI=SGN (XT#AND8) -SGN{(XTAAND4)

16@ RETURN c

199 REM *%% READ KEYBOARD ROUTINE #*%*%
20Q@ XI=@:YI=@:LI=0

1@ GET KE$:IF KE$=""THEN RETURN

220 IF KE$=KT${(LI)THEN YI=YT(LI)::XI=XT(LI):RETURN

]

21
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" 10 AWESOME PROGRAMS FROM K-POWER

230 LI=LI+1:IF LI<4 THEN 220

248 RETURN

499 REM MAIN LODP—DRRN PLAYER %%
S@2 Hi=3:H2=0

912 CO=2:R0O=0:L=0

[ 92@ TIi$="eooaaa"

S53@ IF CO>21 THEN 1@wve

540 IF RO(@ THEN RO=0

550 POKE CB+Hl+2Z*H2,2

562 POKE CB+CO+22#R0,@

57@ POKE SB+CO+22%*R0O, 81

S58@ IF L=16@ THEN 2020

592 Hi=CO:H2=RO

622 ON J GOSUB 100,200

612 RO=RO-YI:CO=CO-XI

622 L=PEEK (SB+C0O+22%R0)

638 PRINT CHR$(19)CHR$(159)TQB(18)RIGHT$(TI$ 3)
64@ GOTO 530

999 REM *¥x COMPLETED MAZE *%**

1008 PRINT CHR$(147) :WH®=TI$

1212 FOR T=1 TO 100

1222 PRINT"YOU MADE IT! "j

| 1830 POKE 36873, INT(RND(1)*7)+8
1240 NEXT T :

1250 POKE 36879,237

1e6@ IF VQL(RIGHT$(NH$,3))(VQL(LS$)THEN LS$—RIGHT$(WH$ 3)
127@ PRINT CHR$(147)CHR$ (144)

128@ PRINT "YOUR SCORE IS:"RIGHTS (WH$, 3)
129@ PRINT : :

11@@ PRINT "THE LOW SCORE IS:"LS%
'111@ PRINT ‘

liga GOTO z2@30

1999 REM **% RAN INTO WALL %%

2@ PRINT CHR%(147)CHR%(144)

2012 PRINT "YOU RAN INTO A WALL!'"
2@2@ PRINT '
2030 PRINT "(SHIFT) TO PLAY AGAIN"
£04@ GOSUR 4020

205@ RESTORE

ZR60 GET DUM$:IF DUME () ""THEN 2060
2272 GOTO 3120

2999 REM INTRDDUCTIDN * %%

300Q PRINT CHR$(147)

Z@i@ PRINT "USING A JOYSTICK y/n) ¢
3228 GET J$:IF J+=""THEN 3222

3030 IF Jé="Y" THEN J=1:60T0 3iz@
204@ IF J$=0O"Y" THEN J=2

3052 PRINT CHR$(147)

306@ PRINT "THE DIRECTION KEYS ARE"
3a7@ PRINT

32832 PRINT "I=UP M=DOWN"

3a5@ PRINT "J=LEFT L=RIGHT"

3122 PRINT:PRINT "PRESS (SHIFT) TO BEGIN"
3119 G0OSUR 4@@2 .
3119 REM %*%% INITIALIZE VARIABLES **%
3120 SB=7680:CB=38420: Ss="20@"
3138 POKE 36879, 46:POKE 650, 128
3139 REM *¥% DRAW MAZE ***

3148 PRINT CHR$(147)




10 AWESOME PROGRAMS FROM K-POWER

315@ READ CO,A,B

3160 IF CO=-1 THEN 3220

317@ FOR RO=A TO B

318@ POKE SB+CO+22#R0, 160

3190 POKE CB+CO+22%RO, 1

320@ NEXT RO

3210 GOTO 3150

3220 READ RO,A,B

323@ IF RO=-1 THEN 3380

324@° FOR CO=A TO B

3250 POKE SB+CO+22%R0O, 16@

326@ POKE CB+CO+22%R0, 1

327@ NEXT CO

3282 GOTO 3220

3382 READ RO, CO,CH,Q

339@ IF RO=-1 THEN 344@

340@ POKE SB+CO+22%R0O,CH

341@ POKE CB+CO+22%R0, G

342@ PRINT CHR$ (144)

3430 GOTO 3380

3439 REM *x* INITIALIZE DIRECTION VARIABLES *#

3440 FOR I=@ TO 3:READ KT$(I) :NEXT

345@ FOR I=2 TO 3:READ XT(I):NEXT

346@ FOR I=@ TO 3:READ YT(I):NEXT

3472 GOTO Soa -

3999 REM **% WAIT ROUTINE #%x

4000 WAIT 653, 1

4010 WAIT 653,1,1

4220 RETURN .

S@e@ DATA @,e,:22,3,15,19,4,0,&,5,0,16,8,3, 14

s@i@ DATA 11,1,9,14,2,6,14,9, 12, 16,12, 16, 18, 3, 12

s@z@ DATA 18, 16,17,21,@, 1,21, 3,28, -1,-1,-1

5@3@ DATA @, 4,17,1,17,21,2,14,15,3,18,81,4,17,17,5,@,3
s@4@ DATA 6,15, 16,8,3,5,9, 14,17, 1@, 18,21, 12,1,2, 12,11, 14
S@Sa DATA 14,8,i8,15,3, 4, 16, 3,13, 18, 16, 16,19, 7, 16, 20, 19, 20
SpEQ@ DATA 22,0,21,-1,-1,-1

S@7a DATA 4,19,1,1,4,20,81,7,5,19,81,3,5,20,13,1,6,19,1,1
S@ea DATR 6,2@,81,4,7,19,81,5,7,20,26,1,8,19,9,1,8,20,81,6
S@3a DATA 9,19,81,7,9,2@, 14,1,-1,~1,-1,-1

S1g@ DATA M,L,J,I,@,-1,1,@,-1,2,@,1

READY.
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BONUS PROGRAM #2

POISON IVY

FPOISON IVY is &a game that helps ymu learn how to get out
of a variety of sticky situations in a hurry. You begin
the game stuck in a POISON IVY patch. The only way oul is
to go all the way off the right side of the screen before
the blooming FOISON IVY traps vou, making escape
impossible. When vou touch FOISON IVMY, you lose. Each
time you make it to the right side of the screen, the game
restarts, becomes harder, and puts yvou at the left side of
the soresn. You use Joystick or keyboard to conterol your
direction. :

ADAM
1 REM **%* POISON IVY ADAM ***
10 GOTO 3000.
199 REM **¥* read keyboard routine ***
200 xi = 0: yi =0: 11 =0
210 GET ke$

220 IF ASC(ke$) = 160 THEN yi = -1: RETURN
230 IF ASC(ke$) = 161 THEN xi = 1: RETURN
240 IF ASC(ke$) = 162 THEN yi = 1: RETURN

250 IF ASC(ke$) 163 THEN Xxi = -1: RETURN

399 REM **¥% draw ivy ¥**

400 x = INT(RND(1)*39)

410 y = INT(RND(1)*%39)

420 IF x = O AND y = 11 THEN 400

430 IF x =1 AND y = 11 THEN 400

440 COLOR = 6

450 PIOT x, ¥y

460 RETURN .

499 REM *** main loop-draw player character **¥
500 co = 0: ro = 11 1=0

510 COLOR = 11 :

520 PLOT co, ro-

530 IF 1 = 1 THEN 2000

540 GOSUB 200

550 ro = ro+yi: co = co+xi

560 IF ro > 39 THEN ro = 39

570 IF ro < O THEN ro = O

580 IF co < O THEN co =0

590 IF co > 39 THEN 1000

600 IF SCRN(co, ro) = 6 THEN 1 = 1
610 COLOR =0

620 PLOT co-xi, ro-yi

63,0 X = X+]

640 IF x/6 = INT(x/6) THEN GOSUB 400
650 GOTO 510

999 REM **¥* gsuccessfully completed maze ***
1000 TEXT: HOME

1010 FOR t = 1 TO 100 ,

1020 PRINT "YOU MADE IT! ";
1040 NEXT t
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1060
1070
1080
1100
1110
1120
1130
1140
1999
2000
2010
2015
2020
2030
2040
2050
2060
2070
2080
2110
2130
2999
3000
3010
3020
3030
3040
3049
3050
3060
3070
3080
3090
3100

S = 8+1: IF 8 > hs THEN hs = s
di = di+50

HOME : .
PRINT "Your score is: "; s
PRINT

PRINT "The high score is: ";
-PRINT

GOTO 2080

hs

REM *¥¥ lose game ¥¥¥

TEXT: HOME

PRINT "YOU LOSE,"

PRINT "You have POISON IVY!"
PRINT

PRINT "Your final score is: "; s
PRINT

PRINT "Your high score is: "; hs
PRINT ,

s =0 :

PRINT "Press any key to play again."
GET dun$

GOTO 3060

REM *** introduction *¥¥ .

HOME

PRINT TAB(8); "POISON IVY!"
PRINT :
PRINT "Press any key to begin."
GET n$

REM *¥** display screen *¥¥ °

di =175

GR

FOR t+ =1 TO di

GOSUB 400

NEXT t

GOTO 500

Apple Il and Apple lle

1 REM =x¥% FOISON IVY AFFLE *x*%

10 GOTO Z000 ,

99 REM #%x JOYSTICK ROUTINE #*%%*

100 IF PDL (1) < &4 'THEN YI = - 1: GOTO 150
110 IF PDL (1) » 192 THEN YI = 1: GOTO 130
120 ¥YI = 0O

150 IF FDL (0) < &4 THEN XI = - 1: BOTO 190
160 IF PDL (O)y » 192 THEN XI = 1: GOTO 120
170 XI = @ '

190 LI = Q! RETURN

199 REM #%% READ EEYEOARD RDUTINE #%3#

200 NI = Q:¥I = 0zl = 0O

210 KE = PFEEK ( — 1A384): FOKE - 146368,0

220 IF KE < 128 THEN GOTO 230

230 IF CHRE (KE —~ 128) = RT#(LI) THEN YI = YT(LI):XI
240 LT = LI + 1z IF LI < & THEN 230

250 RETURN

I REM  #%¥x% DRAW IVY #xx

400 X = INT ( RND (QO) = =)

410 Y = INT ( RND (1) * 47)

420 IF X = O AND Y = 11 THEN 400

470 IF X = 1 AND Y = 11 THEN 400

XT(LI): RETURN
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440
4350
4460
499
500
510
520
530
540
550
560
570
580
S0
&HOO
&10
AH20
HEG
L4
&S0
AT
1000
1010
1020
1040
1060
1070
1080
1100
1110
1120
113E0
1140
1999
2000
2010
2020
2070
2040
2050
ROAG
2070
2080
2100
2110
2LE0
2140
2999
TZOO0
2010
HO20
EAE0
040
2050
20L0
2070
ZQRO
TOR0
2100

CO = OsRO = 11:LL = O

RO = RO + YI:CO ='CO + XI

COLOR= 12

FLOT X,Y

RETURN .

REM. %x% MAIN LOOF-DRAW FLAYER CHARACTER #%x

COLOR= 11

FLOT CO,.RO

IF L = 1 THEN 2000
ON J GOSUR 100,200

IF RO = 47 THEN RO = 47

IF RO < @ THEN RO = O

IF CO < o THEN 20 = ¢

IF CO » 39 THEN 1000

IF SCRN( CO.,R0D) = 12 THEN L
COLOR= O

FLOT CO — XI,RO - YI

= X + 1

IF ¥ /v & = INT (X / &) THEN GOSUE 400
GOTO S10
REM #x# SUCCESSFULLY COMFPLETED MAZE##*#*
TEXT = HOME ‘

FOR T = 1 TO 100

FRINT "YOU MADE IT! "g

NEXT T - ' :
8 =8 4+ 1z IF & > HS5 THEN HS = S

DI = DI + 30

HOME

FRINT "“YDUR SCORE IS: "S

FRINT '

FRINT “"THE HIGH SCORE IS: "HS

FRINT

GOTO 2080

REM ##% LOSE GAME x#%

it

1

TEXT : HOME . _ \
FRINT "YOU LOSE. YOU HAVE FOISON I\Y!"

FRINT '

FRINT "YOUR FINAL SCORE IS: 'S

FRINT .

FRINT "THE HIGH SCORE IS: "HS

FRINT

S = O

FRINT "FPRESS ANY KEY T0O PLAY AGAIN."
IF  PEEE ( -~ 16368 » 127 THEN 2100
GET DUMs

HOME : RESTORE

GOTO Z1350

REM  #x% INTRODUCTION %%

HOME

FRINT " ARE YOU USING A JOYSTICK (Y/M) 2"
GET J% '

IF J% = "Y' THEN J = 1: GOTO Z140

IF J& < > "¥Y" THEN J = 2 ' :

HOME :

FRINT "THE MOTION EEYS ARE:"

FRINT

FRINT TAERC &)U I Ov

FRINT TARBC( 6) "] L

FRINT  TAE( &"M ., ."

27
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3110 FPRINT

120 PRINT "FRESS ANY KEY TO BEGIN."

IF130 GBET N#

2140 DIM ETF(7) XT(7) ,¥T(7):DI = 175

2149 REM %% ENTER FULL LO-RES GRAFHICS SCREEN *x*%
T1I50 BR : FOEE - 16302,0: CALL - 1998

Z159%9 REM  #xx INITIALIZE DIRECTION VARIABLES *%%
2160 FOR I O TO 7: READ ET#(I): NEXT

3170 FOR I O TD 7: READ XT(I): NEXT

180 FDR I O TO 7: READ YT(I): NEXT

3190 FOR T 1 7O DI

200 BOSUEB C
EZ210 NEXT T
2220 6GOTO 500
5000 DATA  ",",".",L,0,I,U,J,M
5010 DATA O,1,1,1,0,-1,-1,-1
5020 DATA 1,1,0,-1,~-1,-1,0,1

Atari .

U REM %% FOISON IVY ATART w%s

10 DIM RECL) ,JE L) 30100 B O10)  XTC10) , ¥T (10)
2O OBOTO 3000

29 REM %% JOYSTIUK ROUTIME %%

10O LI=08Y I=0: XT=0 \

oo

-
-
'
=,
"

170 IF JV=J(LT) THEN YI=yT(LI):XI=XT(LI):sRETURN
130 LI=LT+1 : '
140 IF LI<H THEM 120

150 XI=03YI=0

160 RETLURN .

199 REM #%# EEYEOARD ROUTIMNE x#%

, K= ¥ I=0: [ T=0 '

b=FEEE { 7ad)

TF =255 THEM 210

; IF E=B(LI) THEN ¥YI=YTLI}sXI=XTiLD) s RETURN
240 L I=lLT+1

PRO0OIF LIC8 THEM 230

260 RETURM

400 Y=TNT (RMD (1) #40)

410 Y=TNT (RMD (1) #3240

420 IF X=0 AND Y=11 THEN 400

470 IF ¥=1 AMD y=11 THEN 400

440 COLOR 2

450 FLOT X.¥

460 RETURM

495 FEM ®%s MATN LODF-DRAK FLAYER CHAFRACTER %%%
S00 CO=0:RO=11: =0

510 Hi=0sHZ=]

520 COLOR O

50 PLOT ML, HZ

=40 COLOR 1

550 PLOT C0L, RO

Ea0 IF L=l THEM 2000

570 Hi=C0:H2=R0

580 0N J GOSUER 100, 200

590 RO=FROEY T CO=C0+XT

HOO IF ROX23 THEN RO=23

H10 IF ROSO THEN RO=0

&20 IF CO<0 THEM CO=0




10 AWESOME PROGRAMS FROM K-POWER

G630
&40
=0
G660
&LH70
&80
6HF0
99
1000
1010
LGZ0
1OZ0
1040
1050
1040
1070
1080
1050
1100
1110
1999
2000
2010
SOE0
2030
2040
2050
&G
2070
20910
2100
2110

2120

2130
2999
RARIAIN]
F0l0
FO20
FOEO
T
Z050
FO60
ZQTFO0
TORO
EDF0
2100
2110
E1E0
130
159
A1 60
H2170
S
zigon
3190

IF CO>39 THEN 1000
LOCATE CO,RO,C

IF C=2 THEN L=1

Z=74+1 :
IF Z/3=INT(Z/3) THEN GOSUR 400
FOKE 764,255
GaTO 520
FEM #%% COMFLETED MAZE *%»
GRAFHICS ©

FOR T=1 TO 100

PRINT "vyOU MADE IT! 1) vy

NEXT T

FRINT CHRE(125)

G=G+1: [F S3HS THEN HS=8
DI=DI+50

FRINT "YQUR SCORE IS:"3S

FRINT

FRINT "THE HIGH SCORE IS:"3HS
FRINT -
GOTA 2090 S
REM ##% HA HA FOISON IVY ##%
GRAFHICS O

FRIMT "YOU HAVE FOQISON IVY! YOU LOSE, "
FRINT , .

FRINT "YOUR FINAL SCORE IS:":§
FRINT

FRINT "THE HIGH SCORE IS:"3HS
FRINT '

S0

FRINT "PRESS <RETURN: T FLAY REVERSE, "
GOSUR 4000 o

RESTORE

FRINT CHREE(125)

GOTE 3170

FEM *%% INTRODUCTION w*#%

FRINT CHEEF(125)

FRINT "TYFE YOUR ANSWER THEN FRESS <RETURN:, "
FRINT "ARE YOU USING A& JOYSTICE (Y/N)";
IMFPUT J%

IF Jg="Y" THEN J=1:60T0 3130

IF JE "y THEN J=2

FREINT "THE MOTION EEYS ARE:"
FRIMT ¢ U1 o ov

FRINT " J L

FRINT Moo, L

FRINT

FRINT "PRESS <RETURM> TQ BEGIN."
GOSUE 4000

FRIMT CHEE (125 :

REM ##% INITIALIZE SCREEN AND SCURE VARIABLES ®xx

DI==125

GRAFHICE Z+14

REM =xx L OAD MOTION ARRAYS #xx

FOR I=C TO 7:READ G:J(0)=GNEXT I

FOR I=0 TO 7:READ RBiRBOLD)=R:MEXT 1

FOR I=0 10 ZeREAD XeXTOD)=XasMEXT I
FOR I=0 T 7aREAD YayT(D)=vyaNEXT I
FOR =1 T DI

P GOSUR 400
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3240 NEXT T
F250 GOTO 500

4000 INFUT R#$
4010 RETURN
5000 DATA 10,14,6,11,7,7,13,5

5010 DATA 11,13,8,1,0,37,32,34
5020 DATA ~1,0,1,-1,1,-1,0,1
50T0 DATA —~1,-1,-1,0,0,1,1,1

Commodore 64

1 REM *x#*% POISON IVY &4 *%x

120 GOTO 322

99 REM *#% JOYSTICK ROUTINE #*%%

120 XI=Q:YI=@:L1I=@

110 JV=PEEK (56321)

iga Jv=15-(JVAND1Y3Y)

130 IF Jv=JS(LI)THEN YI-YT(LI) XI=XT(LI) :RETURN
14@ LI=LI+1:IF LI(1@ THEN 1302

150 XI=@:YI=@:RETURN

199 REM *%%¥ READ KEYBOARD ROUTINE *#*
£0Q XI=Q@:YI=0:LI1I=0

212 GET KE%

220 IF KE$=""THEN RETURN

230 IF KE$=KT$(LI) THEN YI=YT(LI):XI=XT(LI):RETURN
240 LI=LI+1:IFLI(8 THEN 23@

29@ RETURN

399 REM *%% DRAW IVY *x#*

400 X=INT(RND(@)*39)

410 Y=INT(RND (1) %25)

420 IF X=@ AND Y=11 THEN 4Qa

438 IF X=1 AND Y=11 THEN 42@

449 POKE SB+X+402%Y, 88

450 POKE CB+X+40%Y,S

460 RETURN

499 REM *¥#% MAIN LDOp—DRQN PLAYER CHARACTER *#%
S0¢ CO=a:RO=11:L=@

512 POKE CB+H1+4@%HZ,11

S2@ POKE CB+CO+42%R0O, @

530 POKE SB+CO+42%R0, 86

54@ IF L=1 THEN Z06&

55@ Hi1i=CO0:H2=RO

S6@ ON J GOSUB 1ve, 0@

578 RO=RO+YI:CO=C0O+XI

582 IF RO»>24 THEN RO=24

59@ IF RO<@ THEN RO=2

6@ IF CO<(@a THEN CO=i2

61@a IF CO>39 THEN 1012@

62@ IF PEEK (SB+C0O+42%R0)=88 THEN L=1
630 X=X+1

640 IF X/6=INT(X/6)THEN GOSUB 4@@

650 GOTO Sie

‘999 REM #*%% SUCCESSFULLY COMPLETED MAZE *%**
1222 PRINT CHR$(147)

121@ FOR T=1 70 102

1828 PRINT "YOU MADE IT! "3

1232 POKE 5328@, INT(RND(1)*16)+1 -
185@ NEXT T

126@ S=S5+1:IF S*HS THEN HS=S

127@¢ DI=DI+Sa

30
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1080
1090
|1100
1110
1120
1130
1140
1999
2000
201
2020
2030
2040
2050
2060
2070
2080
2090
2100
2110
2120
2130
2140
2999
3000
3e1w
3020
3030
3040
3050
3060
2070
3080
3090
3100
3110
3120
3130
3140
3159
3160
3170
3179
3180
219@
3200
3210
3220
3230
3240
2250
3999
4000
4910
4020
Se00
5010
S020
5030

PRINT CHR$(147)

POKE 53281, 11

PRINT "YOUR SCORE IS:"S

PRINT

PRINT "THE HIGH SCORE IS:"HS

PRINT ' :

GOTO =2@8a .

REM #%x% LOSE GAME %%

PRINT CHR$(147) _
PRINT "YOU LOSE, YOU HAVE POISON Ivy!"
PRINT

PRINT "YOUR FINAL SCORE IS:"S

PRINT : ‘ '

PRINT “THE HIGH SCORE IS:"HS

PRINT , A |
S5=0

PRINT "PRESS (SHIFT) TO PLAY AGAIN."
GOSUB 4002

RESTORE

GET DUMs$

IF DUM$ () ""THEN 211@

PRINT CHR%(147)

GOTO 317@

REM %*¥*% INTRODUCTIDN * KN

PRINT CHR$(147)
PRINT ARE YOU USING A JOYSTICK (Y/N) 2"
GET J$:IF J$=""THEN 3020

IF J$="Y"THEN J=1:G0TO 314@

IF J$ ¢ "Y"THEN J=2

PRINT CHR$(147)

PRINT "THE MOTION KEYS ARE:"

PRINT .

PRINT TAB(&)"U I O"

PRINT TAB(&)"J Lo

PRINT TAB(E)"M , "

PRINT

PRINT "PLEASE PRESS (SHIFT) TO BEGIN. "
GOSUR 402

PRINT CHR$(147)

REM #%% INITIALIZE SCREEN AND SCORE VARIABLES *#x
SE=1024 :CB=55296:DI=125

POKE 53280, 9:POKE 53281, 11:POKEESR, 128
REM *#% INITIALIZE DIRECTION ARRAYS **%
FOR I=0 TO 7:READ KT$(I):NEXT

FOR I=@ TO 7:READ XT(I):NEXT

FOR I=@ TO 7:READ YT(I):NEXT

FOR I=@ TO 7:READ JS(I) :NEXT

FOR T=t TO DI

GOSUE 400

NEXT T

GO0TO S0@

REM *%% WAIT ROUTINE %%

WAIT 653, 1

WAIT 653,1,1

RETURN _ }

DATA ", ", ". "L, 0, I,U,J,M

DATA @,1,1,1,@8,-1,-1,~-1

DATA 1,1,@,-1,~1,-1,@,1"

DATA 2,12,8,9,1,5,4,6

31
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10
20

30

&0
70
80
0
100
110
120
20
140
150
160
170
180
190
200
210
220
2F0
240
230
260
270
280
290
E00
F10
=20

330
540
IS0
E60
E70
80
RAIS]
400
410
420
4720
440
450
4&0
470
480
490
=00
510
S0
520
540
S50
560
F70

IBM PC

REM ##* FOISON IVY IBM-FC ##%

EEY OFF

GOTO 680 : ’

40 REM *%% READ KEYRBOARD ROUTINE #%#%

S0 LI=0:XI=0zYI=0

FEF=INKEY$

IF EE$="" THEN RETURN

IF KE$=ET#(LI) THEN YI=YT(LI):XI=XT(LI):RETURM
LI=L.I+1:IF LI«<8 THEN BO

RETURN

REM *%x% DRAW FOISON IVY **x
XK=INT (RMD (1) #79) +1
Y=INT (RND (1) %24) +1

IF X=1 AND Y=11 THEN 120

IF X=2 AMD y=11 THEN 120
LOCATE Y, X,0

PRINT CHR$(S);

RETURN '
CO=1:RO=11sL=0sHi=11:H= '
LOCATE HL  HE,0

PRIMT CHR$ (32) 3

LOCATE RO,C0O,0

FRINT CHRE () 3

H1=R0: H2=CO

IF L=1 THEN 520

GOSUE 50

RO=RO+Y I : CO=CO+X I

IF RO:24 THEN RO=Z

IF RO<1 THEN RO=1

IF ‘CO<1 THEN CO=1

IF CO»79 THEN 380
O=SCREEN (RO, C0O)

IF =5 THEN L=1i

X=X+1 _

IF X/&=INT(X/6) THEN GOSUE 120
BOTO 200

REM #%% SUCCESSFULLY COMFLETED MAZE ##%
CLS

FOR T=1 TO 30

FRINT TAB(IE) 3"YOU MADE IT!!!"

NEXT T

G=G41

IF 83xHE THEN HS=8

DI=DI+50

OLS

FRINT "vOUR SCORE IS:";S
FEIMT _

FRIMT "THE HIGH SCORE IS:"3;HS
FRINT

GOTO &00

REM #x%% LOSE GAME w#x

CLS |

FRINT "YOU HAVE FOISOM IVY! YOU LOSE."
FRINT

PRINT "YOUR FINAL SCORE IS:";S

FRINT

FRINT "THE HIGH SCORE IS:"3HS

32




580 FRINT

=500 8§=0

a00 FRINT "FRESS <ENTER: TO FLAY AGAIN."
610 GOSUE 1000

20 RESTORE

630 DUMEF=IMEEY#

&40 IF DUMES >""THEN &30

650 CLS

&60 GOTD 800

67¢0 REM. *%% INTRODUCTION %%%

680 SCREEM 0,0,0:WIDTH 80

L&90 CLS '

FOO FRINT "THE DIRECTION KEYS ARE:"

710 FRINMT :

720 PRINT u 1 o
O OFRINT M J L
740 FRINT ¢ M ] L
THO PRIMNT

F&EO FRINT "PFRESS “ENTER: TO BEGIN."
770 GOSUE 1000

780 CLE

70 DI=1ES

800 FOR =0 70 7:READ ETE(I) tNEXT I
210 FOR I=0 70 7:READ XTI} sMNEXT I
2OOFOR I=0 TO 7:READ YTCI)sNEXT I
830 FOR T=1 10 DI

840 GOSLE 120 ,

G50 MEXT T ~

Ba0 GOTO 150

1000 RE=INEEYSE

1010 IF RECFOHRE LD THEN 1000

1020 RETURN :

2000 DATA ", "L, L, 0, T, U, T, M

010 DATEHR O,1,1,1,0,-1,~1,~1

2020 DATE f.i,0,~1,-1,~1,0,1

TI-99/3A

1IOREM ¥ POISON IVY TIS99/40 ks
10 GOTD Fao ' ‘

19 HEM %% JOVETICE ROUTINE %%
2OOCALL JOVET L, M, B

IR :

AG ¥ 1=0

TR Y

GO LF MsILL D THEN 70 ELSE 110
7OOTF MesRTULT) THEM 80 ELSE 110
B0 xl=xT(L1) ‘
G o¥lmsy iy

100 RETURN

110 Lls=LI+1

120 IF LI<8 THEM &0

130 K I=C

VTR £t

1550 RETURN

160 x1=0

a9 FEM  #%% KEVRBOARD ROUTINE x*x
170 Y=o '

180 LI=0

190 CALL KEY (5, kLR

10 AWESOME PROGRAMS FROM K-POWER
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200 ZI=Z+1

210 IF Z/2=INT(Z/2) THEN 220 ELSE 230
220 GOSUER 330

230 IF F=0 THEN 190 \
240 IF E=E(LI)THEN 250 ELSE 280

250 XI=XT(LI)

260 YI=XY (LI

270 RETURN

280 LI=lLI+1

290 IF LI<8 THEN 240

00 XI=0

10 YI=0

320 RETURN A

329 REM  #x% DREAW IVY ROUTINE #¥%

ITO C=INT (RND#®3E) +1

Z40 R=INT (RMD#324) +1

350 IF R=12 THEN 360 ELSE 370

I60 IF C=3 THEN Z30

370 CAlL HCHAR(R,C, 13567

380 RETURM

389 REM  *%% MAIN LOOF/DRAW PLAYER *%%
390 Hi=13

400 Hi=3
410
4370
470
440 Call HCHAR (HL,HE, 128)

450 CALL HOHAR (RO, GO, 120)

460 IF L=1 THEN B30

470 Hi=R0

480 Hu=0C0

490 2=+

500 0N J GOSUB 20, 1460

510 RO=RO+X

520 CO=CO+y I _

529 REM %% DEFINE BOUNDARIES #%%
SZ0 IF RO<CL THEN 540 ELSE 550

540 R(=1 '

EEO IF ROXP4 THEN a0 ELSE 570

560 RO=24

=70 IF CO4% THEN 580 ELSE 590

=580 Ch=

590 IF CO:I2 THEM &&0

00 CALL BCHAR (RO, G0, D)

10 IF D=13s THEM &20 ELSE &30

&F0 L=

6X0 IF Z/4=INT(Z/4) THEN 640 ELSE &S50
640 GOSUR 330

650 GOTO 440

659 REM  s%% COMPLETED MAZE %%%

660 CALL SCREEM(1%)

&70 CALL CLEAR

&80 FOR T=1 TO 2%

670 FRINT " YOU MADE TT110
OO0 FRINT

710 NEXT T

720 G=G5+1

7EQ DI=DI+ES

740 IF S:HS THEN 750 ELSE 740

34
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750
760
770
780
790
800
810
829
830
840
850
860
| 70
880
870
P00
210
PEO
G
P40
QEOC

59 REM

FHQ

BTG

FBO

QRO

1 OO0
1010
1oz
1030
1040
1050
10&0
1070
1080
109G
1100
1110
L1z
1130
1140
1150
1159
11460
1170
118¢
1190
1200
1810
L

1500

HS=8
FRINT
FRINT
PRINT
FRINT
FRINT -
BOTO 910
REM #%% LOSE ROUTINE %%
CALL SCREEM (9)
CALL CLEAR .
FRINT “YOU HAVE FOISON IVy."
FRINT
FRINT
FRINT
FRINT
CEL
FRINT
FRIMT "FRESS
GOSUE 1380
RES TORE
GOTO 1170
%%¥ [NTRODUCTION %%
CLEAR
YTYFE YOUR
"THEN FRESS

"YOUR SCORE IS:";8

"THE HIGH SCORE I9:"3HS

"YOUR FIMaL SCORE T16:"3&

"THE HIGH SCORE IS:"iHS

ENTER) TO PLAY AGAIN."

Céat L.
FRINT
FRINT
FRIMY
FRIMT
THELT

ANSHER"
EMNTERY
YERE YOU UEING A JOYSTICE";
JF : v
FHEM 1030 ELSE 1050
J=1
GOVTO 1120
Jelt
Call. CLEAR
FRINT "THE DIFECTIONM HEvE
FRINT ’ :
FRINT
FRINT
FRINT
FRIMNT
FRIMT
FRINT
GOsUe
FEM
D1=75
Gl L
Call.
FOR
READ

ARE:"

TaRCY a0 1 g
TAE(7) 5" L
TARCTY3 "M, Lo
ERESS (ENTER)

T BEGINM, "

1380

BOREEM ()
Cl-EAF
(=0 01 7
Xy (1
READ XT (L)
READ JL (12
READ kT {0
READ B

NEXT 1

O REAMDOM L ZE

REM  %x% DEF [NE CHARACTERS
AE="FFFEFFFFEFFFFFFR "
B @9 4SEEEFCSOEILIC
Call. CHAR CLEE, a%)
CAl L CHAR (L %e, BE)

&\:. .’(. .*.

®¥%% TRMITIALIZE YARIAGEBLES oD ARRESYS w%s
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1710 CALL COLOR (13,2,2)
1320 CALL COLOR(14,3,1)
1330 CALL COLOR(1E,10,1)
1340 FOR 1=1 TO DI

1350 GOSWUE 330

1360 MEXT T

1370 6GOTO 390

1380 INFUT F#

1390 RETURN o
1400 DATA wl, ~~~~~ 1,~4,4,85%
1410 DATH ©,-1,0,4,73
1420 DATA 1, A, b, TS
1430 DATA —1,0,-4,0,74
1440 DATA 1,0.4,0,74&
1450 DATE —1,1,-4,-4,77
1460 DATAR O,1,0,~4,44
1470 DATA 1,1,4,-4,46

TRS-80 Color Computer

1 REM #%* POISON IVY TRS-82 COLOR *%%
12 GOTO 3@

99 REM #*#% JOYSTICK ROUTINE %%
100 H=JOYSTK(2)

11@ V=JOYSTK (1)

122 IF H{(1S5 THEN YI=@:XI=-1:RETURN
130 IF H)>47 THEN YI=@:XI=1:RETURN
148 IF V(15 THEN XI=@:YI=-1:RETURN
15@ IF V)47 THEN XI=@:YI=1:RETURN
160 YI=0:XI=2:RETURN

199 REM #%% READ KEYBOARD ROUTUINE #**%
202 LI=@:XI=0:YI=0

212 KE$=INKEY$

220 IF KE$="" THEN RETURN

232 IF KE$=KT$(LI) THEN YI=YT(LI): XI XT(LI):RETURN
240 LI=LI+1:IF LIK8 THEN &30

250 RETURN

399 REM *x% DRAW IVY (CAN YOU BELIEVE IT?) *xx
4@@ X=RND(51@)

41@ IF X=224 THEN 402

420 C=128+16%(2)+15

430 PRINTEX, CHR$(C) ;

443 RETURN .

499 REM *x% MAIN LOOP *%%

S@2 CO=2:R0=14:L=0

S1i@ SET (CO,R0O,5)

S20 IF L=1 THEN 2@

53@ FOR D=1 TO 2

540 NEXT D

55@ RESET (CO, RO)

562 ON J GOSUR 1@@, 220

57@ RO=RO+YI:CO=CO+XI

S8@ IF ROY31 THEN RO=3t

59@ IF RO=<(@ THEN RO=@

602 IF CO(2 THEN CO=2

€10 IF COYE3 THEN 1002

62@ IF POINT(CO,R0)=1 THEN L=1i

E30 X=X+1

64@ IF X/6=INT(X/6) THEN GCSUE 4022
6S@ GOTO Sid
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999 REM *#% COMPLETED MAZE *%%

1000
101@
1029
1030
1040
1050
106
1072

ie8a

1090
1100
1ii@
1120
i13@
1999
coaa
c2aia
caze
2030
a4

2ese

2060
2070
2080
2090
c10@
211

Cle2ice

2130
214@
2999
| 200
3a1@
3oz
3032
324@
35
2062
3070

| a8

3a3¢
3122
311@
31z
3132
3142
3152
3159
3162
217@
318a
3192
3z
2210
32z
2999
4LIAGR
4212

CLS

FOR T=1 TO 1@

PRINT "YOU MADE IT! "3
FOR D=1 TO 1@

NEXT D

NEXT T

CLS:5=6+1

PRINT "YDUR SCORE 18:"S
PRINT

IF S>HS THEN HS=8

PRINT "THE HIGH SCORE IS:"HS
DI=DI+22

PRINT

GOTO 2e8e

REM **% YOU LOSE %%

CLSs

PRINT "YOU LOSE, YOU HAVE POISON IVY."
PRINT

PRINT "YOUR FINAL SCORE IS8:"S
PRINT

PRINT "THE HIGH SCORE IS:"HS

PRINT

S=@

PRINT "PRESS (ENTER) TO PLAY AGAIN."
GOSUR 4@@2 '

RESTORE

DUME=INKEY$

IF DUM$ (""" THEN 211@
CLS (@)

GOTOD 3ie@

REM %*%% INTRODUCTION *#*#
cLs
PRINT
JE=INKEY$: IF J$="" THEN 30Z@

IF J$="Y" THEN J=1:607T0 314

IF J$¢O "Y' THEN J=&

CLS ' ‘
PRINT "THE DIRECTION KEYS ARE:"
PRINT _

PRINT "U I Q"

PRINT "J L

PRINT "m , ."

PRINT '
PRINT "PRESS (ENTER) TO BEGIN.®
GOSUER 422

CLS (@)

DI=52

REM %% LOAD DIRECTION VARIABLES %*#%
FOR I=@ TO 7:READ KT$(I) :NEXT
FOR I=@a TO 7:READ XT(I):NEXT
FOR I=@ TO 7:REARD YT(I):NEXT
FOR T=1 TO DI~

GOSUR 4@

NEXT T

G0OTO Soe

REM #%% WAIT RDU*INE *HH

INPUT R$

RETURN

"ARE YOU USING A JOYSTICK (Y/N)?2"
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50@@ DATA “,",".",L,0,1,U,J,M
5@10 DATQ a, 1’ 1’ 1’ Q,"l,"l,-l
502@ DATA 1, 1, 0, _1,“—1’-1, @’ 1

TRS-80 Model Il and Model 4 ‘ . :
1 REM *#% FOISON IVY TRS-80 MODELS 3 AND 4 CASS. AND MODEL 3 DISEKE BASIC #*%%
10 GOTO 3000
199 REM #*%% READ KEYROARD ROUTINE %%
200 LI=0:XI=0:YI=0
210 KE$=INKEY$
220 IF KE$="" THEN RETURN
230 IF KE$=kET$(LI) THEN YI=YT(LI):XI=XT(LI):RETURN
240 LI=LI+1:IF LI<8 THEN 230
250 RETURN :
| 399 REM %%% DRAW IVY #*x#%
400 X=RND(1022)
410 IF X=S512 THEN 400
430 PRINTEX,CHR$ (191)3
440 RETURN
499 REM *%% MAIN LOOF *%x
500 CO=0:R0=25:L=0
510 SET(CO,R0)
520 FOR D=1 TO 2
530 NEXT D ' ,
540 IF L=1 THEN 2000
| 550 RESET (CO,RO0) , :
560 GOSUB 200 o T
570 RO=RO+YI:CO=CO+XI '
580 IF RO>»47 THEN RO=47
590 IF RO<0Q THEN RO=0
&00 IF CO<0 THEN CO=0
610 IF COX127 THEN 1000
620 IF POINT(CO,R0) THEN L=1
30 X=X+1
640 IF X/6=INT(X/&) THEN GOSUB 400
650 GOTO S10 ,
999 REM #*%% COMPLETED MAZE *%%
1000 CLS
1010 FOR T=1 TO 100
1020 PRINT "YOU MADE IT! "3
1030 FOR D=1 TO 10
1040 NEXT D
1050 NEXT T
1060 CLS:S=5+1 .
1070 PRINT "YOUR SCORE IS:"S
1080 PRINT
1090 IF. SrHS THEN HS=S '
1100 FRINT "THE HIGH SCORE IS:"HS .
1110 DI=DI+S50
1120 FRINT
1130 GOTO 2080 : :
1999 REM *%*% YOU GET THE ITCHES %#%
2000 CLS
2010 PRINT "YOU LOSE! YOU HAVE FOISON Iyy!!i»
2020 PRINT
20730 FRINT "YOUR FINAL SCORE IS:"S
2040 PRINT
2050 PRINT "THE HIGH SCORE IS:"HS
2060 PRINT ,




2070
2080
2090
2100
2110
2120
2999
3000
30460
I070
3080
I090
2100
3110
3120
3130
3140
3150
3159
3160
2170
3180
2190
J200
3210
3220
999
4000
4010
S5000
5010
S020

VIC-20

§=0

PRINT "PRESS (ENTER) TO PLAY AGAIN.";
GOSUB 4000

RESTORE

cLS

GOTO 3160

REM #*%% INTRODUCTION %%

CLS :

PRINT "THE DIRECTION KEYS ARE:"
PRINT ‘

FRINT TAB(7)"U 1 o"

PRINT TARB(7)"J L

FRINT TAEB(7)"M -

FRINT

FRINT "FRESS (ENTER) TO BEGIN."§
GOSUR 4000

CLS

DI=100

REM %*#% LLOAD DIRECTION VARIABLES #*%*
FOR I=0 TO 7:READ ETH(I)INEXT
FOR I=0 TO 7:READ XT(I):INEXT
FOR I=0 TO 7:READ YT(I):INEXT
FOR T=1 TO DI

GOSUER 400

NEXT T

GOTO S00

REM *%% WAIT ROUTINE **%*
INFPUT R$

RETURN

DATA ", ",".",L,0,I,U,J.M

DATA 0,2,2,2,0,-2, ”-*2

DATA 2,2,0,-2,-2,-2,0,2

1 REM %*%% POISON IVY VIC-2@ *%#%
12 GOTO Goew
99 REM **# JOYSTICK ROUTINE ***

10@
110
120
130
14@
158
16@
199
20
212
220
230
24
25
395
4@
41@
420
43
44Q
45@
46

POKE 37134, 127

XT®=PEEK(3715&)AND 18

POKE 37154,255

XT%=XT% OR (PEEK(3I7137)AND127)
XI=8GN (XTAAND1=8) -5SGN (XT#AND16)
YI=8GN (X T4AND8) -5GN (XT%AND4)
RETURN

REM #*x# READ KEYBOARD ROUTINE #*%%
XI=@:YI=@:LI=0

GET KES®

IF KE$=""THEN RETURN

IF ME$=KT$(LI) THEN YI=YT(LI):XI=XT(LI):RETURN

LI=LI+1:IFLI(B THEN 232
RETURN

REM #*%% DRAW IVY *#x

X=INT (RND (1) #2828
Y=INT (RND (1) *23)

IF X=@ AND Y=11 THEN 42@
IF X=1 AND Y=11 THEN 40@
POKE SE+X+22%Y, 88

POKE CHE+X+22%Y, S

RETURN

10 AWESOME PROGRAMS FROM K-POWER
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499 REM »*%* MAIN LOOP %%

520 CO=@:RO=11:L=0

910 POKE CB+H1+22%H2,0

S2@ POKE CB+CO+22%R0O, 1

930 POKE SB+CO+22%R0, 43

540 IF L=1 THEN 2002

99@ H1=CO:H2=RO

568 ON J GOSUB 1@@, 02

578 RO=RO-YI:CO=CO-XI

o808 IF ROY>22 THEN RO=22

992 IF RO(@ THEN RO=@

600 IF CO<@ THEN CO=0

610 IF CO>21 THEN 1000

620 IF PEEK (SB+CO+22#R0)=88 THEN L=1
630 X=X+1 :

640 IF X/6=INT(X/6) THEN GOSUB 402
650 GOTO Si@

999 REM #*%% COMPLETED MAZE #*#*
128@ PRINT CHR$(147)

1212 FOR T=1 TO 128 .

1228 PRINT "YOU MADE IT! "3

1232 POKE 36879, INT(RND(1)%7)+7
105@ NEXT T

1262 S5=6+1

127@¢ IF SYHS THEN HS=S

12890 DI=DI+35@2

1@9@ PRINT CHR$(147)

112@ POKE 36879,:232

111@ PRINT "YOUR SCORE 15:"S

112@ PRINT ,

113@ PRINT “THE HIGH SCORE IS:"HS
| 1142 PRINT :

1150 GOTO 2082 ‘

| 1999 REM *%% LOSE GAME *%%

2@ PRINT CHR$(147) .
2010 PRINT "YOU HAVE POISON IVy!™"
202@ PRINT :

2@38 PRINT "YOUR FINAL SCORE IS:"S
2@4@ PRINT

2@5@ PRINT “"THE HIGH SCORE IS:"HS
2068 PRINT

c@7e 5=@

£08@ PRINT "(SHIFT) TO PLAY AGAIN" .
2292 GOSUB 40012

2122 RESTORE

211@ GET DUM$ .

2122 IF DUM${) ""THEN 211@

2132 PRINT CHR$(147)

cl4@ GOTO 317@

2299 REM #%% INTRODUCTION %*%%
3002 PRINT CHR$(147)

3212 PRINT "USING A JOYSTICK (Y/N)*“
32z2@ GET J$:1IF Je=""THEN Z0c@
30380 IF J$="Y"THEN J=1:G0T0 3142
3240 IF JE O "Y"THEN J=g

3058 PRINT CHR$(147)

3268 PRINT "THE MOTION KEYS ARE:"
3073 PRINT

328@ PRINT "4 1 a©

40
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3090
3ie@
3110
3120
3130
3140
3159
3160
317e
3179
3180
3190
3200
3ece
3e3e
3240
3250
3999
400
40102
4020
Seae
ool
Sa20

PRINT "J L

PRINT "M , ."

PRINT

PRINT "PRESS (SHIFT) TO BEGIN"
GOSUB 4000

PRINT CHR$ (147)

REM #*#% INITIALIZE SCREEN AND SCORE VARIABLES #*#*
SB=7680:CB=38400:DI=100

POKE 36879, 9:POKE 650, 128

REM ##x% LOAD DIRECTION VARIABLES #%%
FOR I=0 TO 7:READ KT$(I):NEXT

FOR I=@ TO 7:READ XT(I):NEXT

FOR I=@ TO 7:READ YT(I):NEXT

FOR T=1 TO DI

GOSUB 420

NEXT T

G0TO 500

REM *%% WAIT ROUTINE *#%

WRIT 653,1.

WAIT 653,1,1

RETURN

DATA I,U,J,M, ", ", " ", L,0

DATA @,1,1,1,8,-1,~1,-1

DATA 1,1,@,-1,-1,-1,@,1

“
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BONUS PROGRAM #3

WORD SCRAMBLE

WORD SCRAMBLE is something like computer alphabet soup.
Duons? No, uh...nsoud? No, oh' Sound! You got it and
you'll get ‘em all when you sink your mind into WORD
SCRAMBLER. This mind teaser shows you a line of mixed up
letters that you have to make a wrod...uh...word oot -of.
Each time you guess a letter’'s correct location,; the
computer prints a "1" underneath it. By using clues,
you’'ll solve even the most challenging words. Tach time
you correctly pick the entire word, the computer shows You
how many tries it took you to gest if. To skip a word,
type "N" and then hit ENTER or RETURN. '

ADAM :
1 REM *¥** WORD SCRAMBLE ADAM ¥*¥**
10 HOME
20 PRINT "WORD SCRAMBLE"
30 PRINT

40 PRINT "Try to unscramble words by"
45 PRINT "typing in guesses. The"

50 PRINT "computer will show you which"
60 PRINT "letters are in the correct"
65 PRINT "places."

70 PRINT "Use only CAPITALS!"

80 PRINT "Example: The computer prints:"
85 PRINT "SUEGS"

. 90 PRINT "The actual word is GUESS."
100 PRINT "If you type: GEUSS, the"

105 PRINT "computer will respond with"
110 PRINT "'10011', meaning the first,"
120 PRINT "fourth, and fifth letters"
130 PRINT "are in the correct locations."
140 PRINT

150 PRINT "Press any key to continue."
160 GET n$

170 u$ = nn

179 REM *** read scrambled word ¥
180 READ w$

190 IF w$ = "O" THEN RUN :

199 REM *%¥%¥ read actual word ***

200 FOR x = 1 TO LEN(w$)

210 READ ch(x)

220 u$ = u$+CHR$(ch(x))

230 NEXT x

240 g = 1

250 HOME :

260 PRINT "Press 'N' then (RETURN) for"
265 PRINT "a new word.™

269 REM *** guyess loop ***¥

270 PRINT

280 PRINT "The scrambled word is:"
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290 PRINT
300 PRINT
310 PRINT
320 r 0
330 PRINT
340 PRINT

350 INPUT g$

360 IF g% =
370 IF LE
380 IF LE
390 "PRINT
400 FOR x
410 IF MI
420 IF MI
430 NEXT

440 PRINT
450 IF r
460 g =

470 GOTO
479 REM

480 PRINT
490 r T

500 RETURN

509 REM
- 510- PRINT

520 RETURN

530 HOME
540 PRINT
550 PRINT
560 PRINT
570 GET n
580 GOTO
1000 DATA

71,69,79
1010 DATA
1020 DATA
1030 DATA
1040 DATA
1050 DATA
69,76
1060 DATA
1070 DATA
1080 DATA
1090 DATA
1100 DATA

Apple Il and
1  REM %%
10 HOME
20 PRINT
30 PRINT
40  PRINT
50 FRINT
6HOG PRINT
70 PRINT
80 FPRINT
FRINT

R0
100 PRINT

e+1

n ",

’

wd
"Type your guess, the (RETURN)

= "N" THEN 170
N(g$) > LEN(w$) THEN PRINT "Guess too long!":
N'('g§) < LEN(w$) THEN PRINT "Guess too short!":
=1
D$(g$,
D$(g$,
X

GOTO 280
GOTO 280

00 LEN(w$)
x, 1) = MID$(u$, x, 1) THEN GOSUB 480
x, 1) < MIo$(u$, x, 1) THEN GOSUB 510

LEN(g$) THEN 530

310.

*¥*¥% correct letter routine **%
"111; '

+1

**% incorrect letter routine ***
"O ",
’

"You got it in "; g; " turn(s)!"
"Press any key to play again."
3
170
LETCICER,69, 76 69,67, 84 82,73, 67 SGEAROOUUT,79,85,84,82,65,

85,83,ACTANPEUOL,67,65,78,84,65,76,79,85,80,69
LABTEKSABL,66,65,8%,75,69,84,66,65,76,76
TANIRUC,67,85,82,84,65,73,78, TAMELPAC,80,76,65,67,69,77,65,84
ONUSHCI,67,85,8%,72,73,79,78,WOLCRADY,67,79,87,65,82,68,76,89
DELIS,83,76,7%,68,69,TARIUG,71,85,73,84,65,82,0WELT,84,79,87,

MyTESOC,67,79,8%,84,85,77,69,Y0G0ILB,66,73,79,76,79,71,89
ACRTEP,67,65,82,80,69,84,ARERES,69,82,65,83,69,82
ELTXET,75,69,84,84,76,69,REUICTP,80,73,67,84,85,82,69
IISGNYF 83 13,71,78, 73 70,89, ORDAI 82 65 68 13,79
ZEERPAT,84,82,65,80,69,90,69,0

Appk:ﬂe
¥ WORD SCRAMBLE AFFLE *%%

"WORD SCRAMBLE"

"TRY TO UNSCRAMELE WORDS BY TYFING®
"IN GUESSES. THE COMFUTER WILL SHOW YOu" -
"WHICH LETTERS ARE IN THE CORRECDT FLACES."

"EXAMPLE: THE COMFUTER FRINTS
"THE ACTUAL WORD IS GUESS."
“IF YOU TYFE: GEUSS, THE COMFUTER WILL®™

SUEGS"
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110 PRINT "RESPOND WITH °10011°‘, MEANING THE"

120 PRINT "FIRST, FOURTH, AND FIFTH LETTERS ARE"

120 PRINT "IN THE CORRECT LOCATIONS."

140 PRINT '

150 PRINT "PRESS ANY KEY TO CONTINUE.“

160 GET N#

170 U = »»

179 REM *x% READ SCRAMELED WORD #%%

180 READ W#

190 IF W$ = "O" THEN RUN

199 REM *%%x READ ACTUAL WORD %%

200 FOR X =1 TO LEN (W#$)

210 READ CH({X)

220 Uf = U + CHR# (CH((X))

230 NEXT X

240 6 = 1

250 HOME ‘

260 FRINT "FREES ‘N’ THEN (RETURN) FOR A NEW WORD"

269 REM *%x% GUESS LOOF *%%

270 FRINT

280 FPRINT "THE SCRAMBLED WORD IS:"

290 FRINT '

JO0  PRINT " "W

310 FPRINT

20 R = 0O

IZ0 PRINT "TYPE YDUR GUESS, THEN FRESS (RETURNM)."

340 FRINT -

I50 INFUT G#

F60 IF G = "N" THEN 170 , :

270 IF LEN (G#) » LEN (W$) THEN FPRINT "GUESS TOD LONG!'": BOTO 280

380 IF LEN (G#) < LEN (W#) THEN FRINT "GUESS TOO SHORT!'“: GOTO 280

390 PRINT v ng

400 FOR X = 1 TO LEN (W#)

410 IF MID# (G#,X,1) = MID$% (Uf,.X,1) THEN GBOSUB 480

420 IF MIDF (GF,X,1) < > MIDF (Uf,X,1) THEN GOSUER 510

470 NEXT X

440 FRINT

450 IF R = LEN (Gf) THEN 530

460 G = G + 1

470  GOTO =10

479 REM 2% CORRECT LETTER ROUTINE 3%

480 PRINT "1";

490 R = R + 1

500 RETURN 4

509 REM  #%% INCORRECT LETTER ROUTINE %

510 FPRINT "O"s 4

520 RETURN

530 HOME

540 FRINT "YOU GOT IT IN "G" TURN((S) "

350 PRINT

560 PRINT "FRESS ANY KEY TO FLAY AGAIN."

570 GET N#

580 60OTO 170

1000 DATA LETCICER,69,74,69.67,84,82,73,67,S6EAROOUUT ,79,85,84,82,65,
71,69,79

1010 DATA B85,83,ACTANFEUOL ,67,65.78,84,465,76,79,85,B0,49

1020 DATA LABTEKSARL ,646,65,8%,73,49,84,66,65,76,76 .

1020  DATA TANIRUC,467,85,82,84,65,73,78, TAMELPAC 80,74 ,65,47 , 69,77,

65,84

4
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1040
1050

1060
1070
1080
1090
1100

DATA ONUSHCI,&7,85,8%,72,73
76,89 -

87,69,76
DATA MUTESOC,&7,79,87,84,85
DATA
DATA
DATA
DATA

1ISGNYF,83,73,71,78,73
ZEERFAT,B4,82,65,80,69

Atari

1 R
1
20
B0
40
=0
&HO
TG
Q0
Q0
100
110
120
13D
140G
150

160

170
180
170

199

200
210
219

ey
ot ol Yo

2EQ

240

REG

260
270
SR80

290

299

P
S0

KEES)
e L]
e e
IR

EEO

40
TEES MY
ol

Yot

80
RATES
400
410
420
&30

4 .eff. i:)

450 IF GF (00 CFUE X THEN GOSUR 540

EM %% WORD SCRAMELE ATART #x#
DIM LECLL)Y , G5 015 , WE (11

DIM TEMES$ (1) R (1)

FRINT CHRE (125)

FRINT "WORD SCRAMELE"
PRINT

FRINT
FRINT
FRINT
PRINT
FRINT
PRINT
FRINT
FRINT
FRINT
FRINT
FRINT
FRINT
GOSLIE
U:EE::'-': "t
REM #%% READ
READ Wi

IF Wa="0n THEN RUN
REM #%# READ ACTUAL
FOR K=1 TO LEN (W)
READ CH
TEMEF=CHRE (CH)
L (X, X =TEMPS
!\" 2N X

"TRY RDE
“YOUR
"EHOWES

TIN

TO LINGCRAMELE WO
BUESSES, THE
YOLE WHICH LETTERS

THE CORRECT PLACES."

YTHE ACTUAL WORD IS
"I YOU TYPE: GEUSE,
YRESFOND WITH 1001l
"FIRET,
"ARE TN THE CORRECT
"PRESS (RETURN)
RO

ECRAMBLE WORD

WORD %%

Toowe &% 1
G
ERINT CHRE (125

FRINT “FPRESS
REM ##% GUESS
RINT

FRINT
FRINT
PRINT
FRINT
Fess )

FRINT "TYPE
INPLUT B2

TF SOFE="pNY

IR vt
|["' £

hTOTHEN
LOGR #x%

CRETLIRNG

STHE SCRAMBLED WORD T&:"

(k2

VOUR BLIESS THEN

k]

THEN 190

IF LEN(GH) FLEN (WS THEM PRINT
IFOLEN(GEY SLEN(WE)Y  THEN PRINT

RINT

e
Ha
N e
Kzl

.
FOR, TO LEN (WE?

IF £ (X X)) =L THEN

RN =

DATA DELIS,B3,76,73,68,6%9,TARIUG,71,85,73,84,65,82,00ELT,84,79,

ACRTEF ,67,65,82,80,469,84, ARERES, 69,82, 65,
ELTKET,75,69,.84,84,746,69,REUICTF,B0,73,47,84,85,82, 69

COMPUTER"™

Ty THE COMPUTER PRINTS: GSUEGBSY
GUESS. " ,
THE COMPUTER WILLY
MEANING THE"
FOURTH, AND FIFTH LETTERG"
LOCATIONS.
TO CONTINLE."

e %

3 792,78, WOLCRADY ,67,7%,87,65,82,68,

4,77 6%, YOGOILB, 66,73,79,76,79,71,89
3,69,82

,70,89,0RDAI,B82,65,468,73%,79
s 0, 69,0 '

BY TYFING"

ARE™

FOR NEW WORDY

FRESS (RETURN) "3

CEUESS TOD LONG!":80TD 310
YELESS TOO SHORT!Y GOTD 310

S
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460 NEXT X

470 PRINT

480 IF R=LEN(G#) THEN 560

450 G=G+1

500 GOTO 300

509 REM *#% CORRECT LETTER ROUTINE #%%

510 PRINT "1"; '

520 R=R+1

| 5T0 RETURN

539 REM *#x INCORRECT LETTER ROUTINE #%%

540 FRINT “0v;

550 RETURN

560 PRINT CHRE (125) ,

570 FRINT "YOU BOT IT IN "3;G;" TURN(S)!®

580 PRINT

590 FRINT "FPRESS (RETURN) TO PLAY ABAIN, "

00 BOSUR 2000

410 BOTD 190 ,

1000 DATA LETCICER,&%,76,49,67,84,832, 75,467, 860 ﬁFDQUUU,”?,EE,B4,8E,é5E
71,69,79 ’

1010 DATA 85,87,80TANPEUDL ,&7,65,78,84,465,74,79,85,80, 49

1020 DATA LARTEKSAEL , 46,465 ,8%, 75,49 ,84, 66 q,,a,76

1070 DATA TANIRUC,&7 Bﬁ,ah?da,dq,,J,,q TAMELPAG , 80 7“5MJ56,,UQ,77 45,84
1040 DATA DNUSHCT,Q7 85,83,72,73,79, 79,NDICPADY,5197Q B7,45,8%,68,76,89
1050 DATA DELIS,RI, 74, /t,_ugae,TARﬂuc,;1,95,;u,94,JJ,923“wﬁlf 24, /Q,B?,
£9,76

1060 DATA MUTESOC,67,79,87,84,85 7,67, TOGOILE, 64, 735,79 ,74,79,71,99
1070 DATA ACRTER,67,45,82,80,49, &4 ARERES, 69,92, 65,85, 49,82

1080 DATA ELTEET,75,69,84,84, 76, 69 RE IICTR, 80, 73,47,84 , 85,07, 49

1090 DATA IISBNYF,8T57T,71~79 7E,70,89,0RDAT, 82,45, 48,7, 79
1100 DATA ZEERFAT,B84,8%,65,80,469,90,67,0

1999 REM %% WATT ROUTINE *%x

2000 INFUT RE : -
2010 RETURN

IBM PC |
10 REM #x% WORD SCRAMELE TBM FC s

20 CLE

a0 PRINT "WORD SCRAMBLE®Y

40 FRINT

S50 FRINT "UNSCRAMBLE WORDS BY TYPING®
40 PRINT "YOUR GUESSES. THE COMPUTER®
70 FRINT "SHONS YOU WHICH LETTERS ARE
20 FRINT "CORRECT.  FOR EXAMPLE: "

90 FRINT

100 PRINT “THE COMPUTER PRINTS, ‘SUEGS . "
110 PRINT "THE ACTUAL WORD 15 BUESS . "
120 FRINT “IF YOU TYFE ‘BEUSS’, THE"
130 FRINT "COMPUTER WILL RESFOND WITH®

140 FRINT 100117, MEANING THE FIRST,"
150 PRINT "FOURTH, % FIFTH LETTERS ARE INU
160 PRINT "CORRECT LOCATIONS. FRESS ANY"
170 PRINT “REY T BEGIM,©

180 At=INEEYS

190 IF A="r THEN 180

200 U=t

210 REM %% READ SCRAMELED WORD %%%

R0 OREAD WE

230 IF WE="O" THEN RUN

46



10 AWESOME PROGRAMS FROM K-POWER

FOR X=1 TO LEN(W#)
READ CH(X)

U=l +CHRE (CH (X))
NEXT X
Ge=1
CLs
FRIMT
PRINT

240
250
260
270
280
270
RO
210

"ERESS N+ (ENTER)"
"EOR A MEW WORD.,

FZ20 REM *xx GUESS LOOF *x%
EEOOPRIMT

240
EEHO
Y]
ET0
e
IGO0
A0
410
430
DRSS
240
450
460
470
480
4530

SO

FRINT
FRIMNT
FRINT
FRIMT
Fe=(
FRIMNT
FRINT
FEIMT
ITMFLT
IF G

"THE SCRAMBLED WORD IS: ™

2]

e

"TYFE YOUR GUESS,
PTHER PRESS (EMTEFR) .M

G#

u‘wl"!l'

= THEN 200
FLEN (W#)
LEM(GE) CLEN (W)
g=l TO LEM (W
MIDE(B%, X, 1) =H1DF (U$, X, 1)
MID (%, %, 1) 2 2MIDE (UF, X, 1)

IF LEN(G#)
IF
FRIMT
FOR
IF
1F

THENM FRINT
THEN FRIMT.

"GUESS
"GUESS

TOO
T0OO

THERM GOSUR
THEM GOSUER

S ST
r\ 4 EMCGEY THEN &o0

el L_,u TO A

SO0 REM www CORRECT LETTER %%
"- " 1 " :,‘

} Fl {Tl1

TNCQRRECT

u 1l
0y

R B3
PF.PH
FeE FUIRR
LS
aOPRINMT
40 FRTMT

LETTER %%

"EAT LT IR tEY TURMOS)Y

tERESS aly BEY
A= MEE Y E
IF
HRO EOTE 200
Lo Dato LETCICER, &9, 7&, 6%, &7 N
1ol DTy S RBHUUT,?Q G5, 84,88, 68,71 ,6%,7%,
TG DATH ACTAHPEUOL &Nquqﬁﬂ W Flag 9, BE

DAaTH anlbI*nLL &ﬂ,uf G, PE 69,84, 66,405,
Date TANIFUC, &7, 85,84 ,Eﬂ &5, 8. TAMEL
LT QNU$ﬁH1;éf.8f RE, 72, 735,79,78 WU!C
e 6y

Faloa Sy £77 9 S350
DELIS, BXE, 76,73, 68,07, A - i

TO FLM AGSTRHY

THER &

’ ‘
LB HD TR &7

&5

1 0750
17340
LOEG
1 O&EG
&9, 7E
JOF0

§ O
1090
1100
1110

TARIUG,

DTS T
LaTea
DaTh
DATH
RATAH

MUTESOC, &7, 79,83, 84, 85,
AORTEFR &7, 6%, 82, 80,49, 84, ARERES, 69, ¢
ELTEET, 75,69 ,84,84, 76, 69, REUICTP, 8
FIGENYF , 83,75, 71, 78,73, 70,89, OFDAT
FEERFAT , 84, 82, 65,80, 69,90, 69,0

Hé&D

WAl L &7 .,'3“'%"

7E
i quc; ‘i“CJ”TL.I“( f‘s kg ? : 4 /;

L")()

LOMNG " GOTO 240

SHORT! " C:ll T 240

£00)

B3, B
‘..l(‘ &
Wiy i

TR =1} )

Loy DT

45, B4

P BY

FL.87,

2 £ T e Y .t

Foa, &, 87,6
[ o e

87,605,898, 4

Foq s
, B4 A5, 8, OWEL T, EA,

Gy Tl 7,
, 8

au

.J.... q(!.JqB-«'g\‘:.‘
834, qu
uﬁgou aEt, /Jq7.‘

..;-".u.{
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10 AWESOME PROGRAMS FROM K-POWER

12
=47
3@
4@
o
6a
| 7@
aa
20
i@
112
iza
13@
14@
150
16@
i7a
179
182
199
199
i
il
ool
3@
Y
29@
=6l
63
=78
=8a
&43@
SR
3ia
3z@
332
34@
35a
6@
7@
38@
330
41
41
423
431
447
458
460
47a
479
481
43¢
S
S@a3

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
GOSUB
U$= tn

Commodore 64
1 REM *%% WORD SCRAMBLE 64 **%

CHR$ (147)
"WORD SCRAMBLE™

"TRY TO UNSCRAMELE WORDS BY TYPING"
"IN GUESSES. THE COMPUTER WILL SHOW YOU'™
"WHICH LETTERS ARE IN THE CORRECT PLACES."

"EXAMPLE: THE COMPUTER PRINTS, 'SUEGS*."
"THE ACTUAL WORD IS *GUESS’." A
"IF YOU TYPE *GEUSS®, THE COMPUTER WILL"

"RESPOND WITH ?1@@11%, MEANING .THE"
"FIRST, FOURTH, AND FIFTH LETTERS ARE"
"IN THE CORRECT LOCATIONS."

"PRESS (SHIFT) TO CONTINUE.™

3R '

REM #*%% READ SCRAMBLED WORD *%*%
READ W%

IF Ws="@" THEN RUN

REM #*#% READ ACTURL WORD ***

FOR X

=1 TO LEN(W$),

READ CH(X)
Us=Us+CHRE (CH (X))

NEXT
G=1
PRINT
PRINT

X

CHR$(147)
"PRESS *N’ THEN (RETURN) FOR A NEW WORD"

REM *x% GUESS LOOP *xx

PRINT
PRINT
PRINT
PRINT
PRINT
R=0@

PRINT
PRINT
INPUT
IF G

IF LE

"THE SCRAMBLED WORD IS:"

1 1" w$

"TYPE YOUR GUESS, THEN PRESS (RETURN).™

G$

="“N" THEN 17@

N(G%$)>LEN(W$) THEN PRINT "GUESS TOO LONG!":6070 =28

IF LEN(G$) (LEN(W$) THEN PRINT "GUESS 700 SHORT!":50T0 z8@

PRINT
FOR X

i o
L]

=1 TO LEN(W$)

IF MID%(G%, X, 1)=MID% (U%, X, 1) THEN GOSUE 48@°
IF MID%(G%, X, 1) {)MID%$ (U%, X, 1) THEN GOSUE Si@

NEXT

PRINT
IF R=
G=G+1
GOTO

REM *
PRINT
R=R+1

X

LEN(G$) THEN 53@

27

*% CORRECT LETTER ROUTINE %*%%

54 1
+7 g

RETURN

REM %

%% INCORRECT LETTER ROUTINE ***
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10AME$WMEPMJGWMMSHKMAK&OWER.

o91@ PRINT

532 PRINT
S42 PRINT
55@ PRINT
S6@ PRINT
572 GOSUE
589 GOTO 1
190@ DATA
69, 79
1@21@ DATA
1220 DATA
1232 DATA
124@ DATA
105@ DATA
€9, 76
{@E@ DATA
1278 DATA
128@ DATA
1@9@ DATA
119@ DATA
3000 WAIT
3012 WAIT
3020 RETUR

TI-99/4A

1 REM #%%
10 CALL O
B0 PRINT
I0PRINT
40 PRINT
BOOPRINT
A0 FRINT
7O FRINT
80 PRINT M
90 PRINT
LOG FRINT
110 PRINT
120 PRINT
130 FRINT
140 FRINT
150 FRINT
160 PRINT
170G ki'Nf
160 PR TRT
LG 'HLNT
TNFLIT

IF W=
PG RESTOR
24CG BOTD 2
249 REM %%
REO L=t

CEEQ FOR X

DG READ C
200 LU
AP0 MNEXT X
FO0 M=

F1o Calld.

528 RETURN

REAETEN
PWORD SORAMBLE"

ll'mll ;

CHR$(147)
"YOU GOT IT IN"G"TURN(S)!"

"PRESS (SHIFT) TO PLAY AGAIN."
3022
7@

LETCICER, 63, 76, &9, 67, 84, 82, 73, 67, SGEARDOUUT, 79, 85, 84, 82, €3, 71,

a3, 83, ACTANPEUOL, 67, 65, 78, 84,65, 76,79, 85, 82,69

LABTEKSABL, 66, €5, 83, 75, 62, 84,66, 65, 76, 76

TANIRUC, &7, 85, 82, 84, 65, 7..5, 78, TAMELPAC, 89, 76, 65,67,69, 77,65, 84
ONUSHCI, 67, 85 83 7.:, 7.:;, 79,78, NDLCRF\DY, &€7,79,87,65 BE, 68,76, 89
DELIS, 83,76, 73 SB &9, TARIUG, 71, 85, 73, 84, 65 8 DNELT, a4, 7‘3,-87,

mMUuTESOC, 67,79, 83, 84, 85,77,69, YOGOILE, 66, 73,79, 76,79,71,85
ACRTEPR, 67, &3, 82, 8@, 69, 84, ARERES, 69, 82, 65, 83, 69, 82

ELTKET, 75, &9, 84, 84, 76,69, REUICTP, 80, 73, 67, 84, 85, 82, 69

I ISG'\IYF B.‘:, 73, 71 78 7\.‘:, 72, 89, GRDQI 8z,65,68,73,79

ZEERPAT, 84, 82, 6..1, BL’J, 69, 9'2), 69.,

653, 1

653,1,1

N

WORD SCRAMELE T 99/4/ %%

JERD

"LUNSCRAMBLE WORDS
"TYPING YOUR GUE
"THE COMPUTER SHOWSY

"YOLD WHICH LETTERE ARE"

CORRECT.  FOR E
YTHE COMPUTER P
" GELGS T THE
"RIRD IS‘
TIF YO
CTHE COMPUTER W
CWITH Tloonl T,
“THE FIRST, FOU
PEIFTHOLET 'l [ER TR
THE Cl“T\RI"f"x

MERESS (E

Foe

READ W

THUESE .
TYFE GEL

BY"

BHES, "

XAMFLE: "

RINTS, "
ACTUALY
SELSSG
ILL RESFOMD"
MEANTNG®
RTH, &'
ARE TN

L QCATIONG.

TO FlL.AY"

eyt T 2O FLBE 250
THEN 220 ELSE Z25(¢

£
10

* READ SCRAMBLED WORD s%%

170 LEN )

H (X

HEE (CH (XY )

CLEAR
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10 AWESOME PROGRAMS FROM K-POWER : .

IZ20 PRINT "FRESS N THEN (ENTER) "

330 PRINT "FOR A NEW WORD."

340 PRINT

349 REM *#% GUESS LDOF *%%

350 FRINT "THE SCRAMBLED WORD Is:®

Z60 FRINT

F70 PRINT * Yo WE

Z80 PRINT

90 R=0

400 PRINT "TYFE IN YOUR GUESS,"

410 PRINT "THEN PRESS (ENTER) ™

420 PRINT

430 INFUT G

440 IF GF="N" THEN 210

430 IF LEN(GE) =LEN(W$) THEN 460 ELSE 480

4460 PRINT "GUESS TOO LONG'"

470 6AOTO I50

480 IF LEN(GH) LEN(WH) THEN 490 ELSE 510

490 PRINT "GUESS TDD SHORT ! M

D00 BOTO 320

510 PRINT ¢ "y

520 FOR X=1 TO LEN(wI)

530 IF SEGH (GF,X,1)=8EGF (Ux, X, 1) THEN 540 ELSE 550
540 GOSLIEB 420

550 IF SEGH(GF,X,1)<:SEGFHUF, X, 1) THEN 5460 ELSE 570
560 GEOSUE 450

570 NEXT X

580 PRINT

520 IF R=LEN(WF) THERN &70

HOO N=hN+1

&10 GOTO Z40

619 REM  ##% CORRECT LETTER %%

H20 PRINT "iv:

AEE0 0 Rl d

&H40 RETLIRMN

&A% REM wxs INCORRECT LETTER ##x

AH50 PRINT "ov;

H60 RETURN

&70 Call CLEAR

AH80 PRINT "GOT IT IN";N;"TURN(S)"

L0 PRINT

700 FPRINT "PRESS (ENTER)Y TO PLAY"

710 INFUT R#

720 80T 20 .

7I0 DATH LETCIDER, & 9,(&,&/,@! $~ L B8, 7R 6T BEEAROCLIIT "°5u49845ﬂ2555§715
49,79, 85,93

740 DATA ACTANFEUOL ,&7,865,.70,84,65,74,79,85,80, 49
750 DATA LARTERSABRL 64,465 ,83,75,42,804,64,65 . 74,74

740 DATA TANIRUC,&7,85,820,84,45, 73, 78, TAMELFAD, BG, 74, 45,87, 69,77, 65,84
770 DATA Dmudhui,u,,ns,a-,ff 579,78 WOLCRADY | 67, 79 187 &5 82 68, 74 89
780 DATA DELIS,BE,76,77%,40,6%, TARIUG, 71,85, T, B4, 65, 862, OKELT, 84,79, 87,

&HF .75 '

790 DATA MUTESDC, &7 ,79,873,84, 85,77 ,49 YWLUELH1uu,77,?? T&H,TR,TL, 0
800 DATA ACRKRTER, A? , &5, 82 %u,LVV84 NFLFFJ,SV,SQ &5, 85, 49,88

210 DATA ELTEET,75,49,84,84,78, 49 ,REUVICTF, 80,75 a“"’ ‘”4 ‘3'" S22, 469

820 DATA LISGENYF, ‘31'.': s 7 71 , 77RO B0 DH I, &3: ) é:u 48 5 “7-".:- e

830 DATA ZEERPAT,B4,82,4%5,80,4 ”’ S 90,469,0




10 AWESOME PROGRAMS FROM K-POWER

TRS-80 Color Computer

|1 REM %*%% WORD SCRAMBLE TRS—-8@ COLOR %%
1@ CLS .

20 PRINT "WORD SCRAMBLE"

3@ PRINT . o ,

42 PRINT "UNSCRAMBELE WORDS BY TYPING"

5@ PRINT "YOUR GUESSES. THE COMPUTER"

6@ PRINT "SHOWS YOU WHICH LETTERS ARE"

70 PRINT “CORRECT. FOR EXAMPLE:"

82 PRINT ,

9@ PRINT “THE COMPUTER PRINTS, *SEUGS'"
109 PRINT "THE ACTUAL WORD IS 'GUESS'."
11@ PRINT "IF YOU TYPE ’'GEUSS’, THE"

ize PRINT "COMPUTER WILL RESPOND WITH"
1306 PRINT “?1@@211’, MEANING THE FIRST, "
14@ PRINT "FOURTH, & FIFTH LETTERS ARE IN"
150 PRINT "CORRECT LOCATIONS. PRESS ANY"
16@ PRINT "KEY TO BEGIN."

172 A$=INKEY$%

18@ IF A$=""THEN 17@

190 Us=""

199 REM *%% READ SCRAMELED WORD #¥#

20@ READ W$

210 IF W$="2" THEN RUN

- 22@ FOR X=1 TO LEN(W$)

238 READ CH(X)

240 U$=U$+CHR$ (CH (X))

250 NEXT X

o6l G=1

27@ CLS }

28@ PRINT "PRESS N’ + (ENTER)"

292 PRINT "FOR A NEW WORD."

299 REM #*%% GUESS LOOP *%%

32@ PRINT .

31@ PRINT "THE SCRAMBLED WORD IS:"

320 PRINT

330 PRINT " "Ws$

34@ PRINT

35Q R=0 : .

36@ PRINT "TYPE YOUR GUESS, "

372 PRINT "THEN PRESS (ENTER)"

382 PRINT

392 INPUT G%

400 IF G$="N" THEN 1i9@

41@ IF LEN(G$))LEN(W$) THEN PRINT "GUESS TOO LONG!":B0TO 31@

42@ IF LEN(G$) (LEN(W$) THEN PRINT "GUESS TOO SHORT!":G0TO 312

43@ PRINT " "j

449 FOR X=1 TO LEN(W$)

45Q IF MID$ (G$, X, 1)=MID% (U$, X, 1) THEN GOSUE 52@

460 IF MID$(G%, X, 1) OMID$(U$, X, 1) THEN GOSUE S55@
472 NEXT X

48@ PRINT

499 IF R=LEN(G$) THEN 57@

500 G=G+1

512 GOTO 300

519 REM #%% CORRECT LETTER #%#%

S52@ PRINT "iv;

51



10 AWESOME PROGRAMS FROM K-POWER

‘530 R=R+1
540 RETUR
549 REM *
595@ PRINT
S56@ RETUR
a7@ CLS
58@ PRINT
59@ PRINT
622 PRINT
612 A$=IN
620 IF A%
630 GOTO
1222 DATA
121@ DATA
122@ DATA
1232 DATA
1242 DATA
125@ DATA
126@ DATA
69, 76
1@7a DATA
1282 DATA
1293 DATA
1128 DATA
l111@ pATA

1 REM *%%
10 CLS

20 FRINT
30 PRINT
40 PRINT
S0 PRINT
60 PRINT

- 70 FRINT
80 PRINT
0 PRINT
100 PRINT
110 PRINT
120 PRINT
130 PRINT
140 PRINT
150 PRINT
160 PRINT
170 A%=IN
180 IF As=
190 Us=""
199 REM *
200 READ
210 IF ‘WS

230 READ
240 Us=U$
250 NEXT
260 G=1
270 CLS

220 FOR X=

280 PRINT
290 PRINT
299 REM **% GUESS LOOP **%

N

** INCORRECT LETTER #**x
ll@ll ;

N

"GOT IT IN "GB" TURN(S)"

"PRESS ANY KEY TO RUN AGAIN"

KEY$ , |

=" THEN GOTO 61@

190 }

LETCICER, 69, 76, 69, 67, 84, 82, 73, 67

SGEAROOUUT, 79, 85, 84, 82, 65, 71, 63, 79, 85, 83

ACTANPEUOL, 67, 65, 78, 84, 65, 76, 79, 85, 80, 69

ALBTEKSABL , 66, 65, 83, 75, 69, 84, 66, 65, 76, 76 -
TANIRUC, 67, 85, 82, B4, 65, 73, 78, TAMEL PAC., 82, 76, 65, 67, 63, 77, 65, 84
ONUSHC1, 67, 85, 83, 72, 73, 79, 78, WOLCRADY, 67, 79, 87, 65, 82, 68, 76, 89
DEL 1S, 83, 76, 73, 68, 69, TARIUG, 71, 85, 7;,34 65, Bu,DNELT,B4,79,B7,

,MUTESDC &67,79,83, 84,85,77,63, YDBDILB 66,73,79,76,79, 71,89
ACRTEP, 67, Gq,Sﬁ,B@.E? 84, QRERES &9, Bd,Bq,Ba,69,Ba :
ELTKET, 7q,69 84,84, 76, 69,REUICTP B@ 73,67, 84,85, 82,639
IISGNYF, 83,73, 71 78 7¢,7@ 83, ORDAI, 8 64,68A73 79
ZEERPAT, 84, 82, 65, 80,69, 92,69, 0 :

TRS-80 Model Ili and Modei 4

WORD SCRAMELE TRS-80 MODELS 3 AND 4 *x%
"WORD SCRAMELE"

"UNSCRAMBLE WORDS BRY TYFING"

"YOUR GUESSES. THE COMPUTER"
"SHOWS YOU WHICH LETTERS ARE"
"CORRECT. FOR EXAMFLE:"

"THE COMPUTER FRINTS, °SEUGS®"
"THE ACTUAL WORD IS °"GUESS”."
"IF YOU TYFE °"GEUSS" THE "
"COMFUTER WILL RESPOND WITH"
""10011°, MEANING THE FIRST,"
"FOURTH, & FIFTH LETTERS ARE IN"
"CORRECT LOCATIONS. FRESS ANY"
"FEY TO BEGIN."

KEY$

="" THEN 170

*% READ SCRAMBLED WORD %%
W

="0" THEN RUN

1 TO LEN(W$)

CH(X)

+CHR$(CH(X))

X

"FRESS "N’ + (ENTER)
"FOR A NEW WORD."




10 AWESOME PROGRAMS FROM K-POWER

300 PRINT

310 PRINT "THE SCRAMBLED WORD IS:®

Z20 PRINT

Z3I0 PRINT " "W

I40 FPRINT :

IH0 R=0

JI60 PRINT "TYPE YOUR GUESS,"

370 PRINT "THEN PRESS (ENTER)"

280 PRINT

Z90 INFPUT G

400 IF G$="N" THEN 190

410 IF LEN(G®) *LEN(W$) THEN PRINT "GUESS TOO LONG'!'":60T0O 310
420 IF LEN(G$)<LEN(W$) THEN PRINT "GUESS TOO SHORT!'":60TO 310
430 PRINT " "3 ,

440 FOR X=1 TO LEN(W%)

450 IF MID$(G%,X,1)=MID®(U%,X,1) THEN GOSUB 520
460 IF MID® (G, X, 1)< *MID$(Us, X, 1) THEN GOSUEB 550
470 NEXT X '

480 PRINT

490 IF R=LEN(G%) THEN S70

S00 G=6G+1

510 GOTO 300

519 REM *#% CORRECT LETTER %*%%

"920 PRINT "1vs

530 R=R+1

540 RETURN :

549 REM #*#%x* INCORRECT LETTER %*#*%

550 PRINT "O"s

5460 RETURN

570 CLS ;
580 FRINT "GOT IT IN "G" TURN(S)"
590 PRINT

600 PRINT "PRESS ANY KEY TO RUN AGAIN"

610 As=INKEY$

620 IF A%$="" THEN GOTO &10

630 GOTO 190 . :

640 DATA LETCICER, 69,76,69,67,84,82,73,467

650 DATA SGEAROOLUT, 79,85,84,82,65,71,69,79,85, 83

660 DATA ACTANPEUOL,&7,65,78,84,465,76,79,85,80, 69

670 DATA ALBTEKSABRL,66,65,83,75,69,84,66,65,76,76

680 DATA TANIRUC,&7,85,82,84,65,73,78, TAMELPAC, 80,76,65,67,69,77,65,84
690 DATA ONUSHCI, 67,85,83,72,73,79,78,W0OLCRADY, 67,79,87, 65,82, 68,76,89
700 DATA DELIS,83,76,73,68, 69, TARIUG, 71,85,73,84, 65,82, OWELT, 84, 79,87,
69,76 ‘

710 DATA MUTESOC,67,79,83,84,85,77,69,Y0G0ILB, 66,73,79,76,79,71,89

720 DATA ACRTEP,&7,65,82,80,69,84,ARERES, 69, 82, 65,83, 69,82

730 DATA ELTEET,75,69,84,84,76,69,REUICTF,80,73,67,84,85,82,69

740 DATA IISGNYF,83,73,71,78,73,70,89,0RDAI,82,65,68,73,79

750 DATA ZEERFAT, 84,82, 65,80,69,90,69,0

VIC-20

1 REM *%x¥ WORD SCRAMBLE VIC-20 **%
1@ PRINT CHR$%(147)

=@ PRINT "WORD SCRAMBLE"

3@ PRINT

42 PRINT “UNSCRAMBLE WORDS BY"

5@ PRINT "TYPING YOUR GUESSES."

6@ PRINT "THE COMPUTER SHOWS" :
7@ PRINT "YOU WHICH LETTERS ARE"
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8@ PRINT "CORRECT. FOR EXAMPLE:"
98 PRINT :
1@ PRINT “THE COMPUTER PRINTS, "
112 PRINT "*SEUGS'. THE ACTULAL"
120 PRINT "WORD IS *'GUESS'. IF"
{ 13@ PRINT "YOU TYPE °*GEUSS', THE"
148 PRINT "COMPUTER WILL RESPOND"
158 PRINT "WITH '12@11°', MEANING"
16@ PRINT "THE FIRST, FOURTH, &"
17@ PRINT "FIFTH LETTERS ARE IN"
18@ PRINT "THE CORRECT LOCATIONS. *
198 PRINT "PRESS (SHIFT) TO PLAY"
200 GOSUB 3000
218 Us=""
219 REM #*x% READ SCRAMBLED WORD *%#*
220 READ W$ ,
230 IF W$="@" THEN RUN
239 REM *%%x READ ACTUAL WORD #*%%*
248 FOR X=1 TO LEN(W$)
25@ READ CH(X)
26@ U$=U$+CHR$ (CH(X))
27@ NEXT X
280 G=1
292 PRINT CHR$(147) :
32@ PRINT "PRESS 'N' + (RETURN)"
312 PRINT "FOR A NEW WORD."
319 REM *%% GUESS LOOP *%*
328 PRINT
332 PRINT "THE SCRAMBLED WORD IS:"
340 PRINT
350 PRINT " "W$
36@ PRINT
370 R=0
388 PRINT "TYPE YDUR GUESS, THEN PRESS (RETURN)™"
390 PRINT _
402 INPUT G$%
412 IF G$="N" THEN 212 _
429 IF LEN(G$))LEN(W$) THEN PRINT "GUESS TOO LONG!":B0TO 33@
438 IF LEN(G$) (LEN(W$) THEN PRINT "GUESS TOO SHORT'!'":G0TO 332
44@ PRINT " ": , '
45@ FOR X=1 TO LEN(W$)
460 IF MID$(G$, X, 1)=MID$ (U, X, 1) THEN GOSUB 530
47@ IF MID$(G%$, X, 1) OMID$(U$,X,1) THEN GOSUR S6@
480 NEXT X ~
492 PRINT ,
S@@ IF R=LEN(G$) THEN 58@
5i@ B=G+1 :
S2@ GOTO 320
529 REM *%% CORRECT LETTER ROUTINE #%%
530 PRINT "1"g ‘
S4@ R=R+1
558 RETURN
559 REM *%% INCORRECT LETTER ROUTINE #*%%
563 PRINT "@":
S7@ RETURN
58@ PRINT CHR$(147)
59@ PRINT "GOT IT IN"G"TURN(S)*"
62@ PRINT
&12 PRINT "PRESS (SHIFT) TO PLAY"

54




620 GOSUB 3oee ‘ :
63@ GOTO 210 ‘ ‘

1000

69, 79

1212
iace
1232
1040
1059

DATA

DATA
DATA
DATA
DATA
DATA

69,76

1060
107@
1080
1090
1100
3000
301@
3020

DATA
DATA
DATA
DATA
DATA
WRIT
WAIT

RETURN

10 AWESOME PROGRAMS FROM K-POWER -

LETCICER, &9, 76, 69, 67, 84, 82, 73, 67, SGEAROOUUT, 79, 85, 84, 82, 65, 71,

8s, 83, ACTANPEUOL, 67, 65, 78, B4, 65, 76, 79, 85, 8@, 69
LABTEKSABL, 66, 65, 83, 75, 69, 84, 66, 65, 76, 76

TANIRUC, 67, 85, 82, 84, 65, 73, 78, TAMELPAC, 8@, 76, 65,67, 69, 77, 65, 84
ONUSHCI, 67, 85, 83, 72, 73, 79, 78, WOLCRADY, €7, 79, 87, &5, 82, 68, 76, 89
DELIS, 83, 76, 73, 68, 63, TARIUG, 71, 85, 73, 84, 65, 82, OWELT, 84, 79, 87,

MUTESOC, 67, 79, 83, 84, 85, 77, 69, YOGOILB, &6, 73, 79, 76, 79, 71, 89
ACRTEP, 67, 65, 82, 80, 69, 84, ARERES, 69, 82, 65, 83, 69,82
ELTKET, 75, 69, 84, 84, 76, 69, REUICTP, 82, 73, 67, 84, 85, 82, 69
11SGNYF, 83, 73, 71, 78, 73, 7@, 89, ORDAI, 82, 65, 68, 73, 79
ZEERPAT, 84, 82, 65, 8@, 69, 90, 69, 0

653, 1

653, 1,1

S5
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- BONUS PROGRAM #4

SECRET CODES

Now. SECRET CODES can be sent between you and a pal. And
no one will know what you're saying...without the SECRET
CODE encoder/decoder program. To use it convert a message
into code by selecting ENCODE from the menu. Then type
your message in normal English. Next, write the encoded
message down as it appears on the computer screen. Return
it the main menu and select DECODE. Then type the encoded
message you wrote, and watch the computer decode the
message. This program will decode all letters and
numbers, question marks, periods, and spaces. Commas
aren’'t allowed and may cause errors on some computers.

ADAM

1 REM *¥¥ SECRET CODE ADAM ¥*¥**
9 REM **¥ dimension code arrays **¥
10 DIM a$(39) | |
20 DIM c$(39)
29 REM **¥ initialize code arrays ***
30 FOR x = 1 TO 39
40 READ a$(x)
50 READ c$(x)
60 NEXT x
69 REM *¥¥ mgin menu *¥¥*
70 HOME
80 PRINT "SECRET CODE PROGRAM"
90 PRINT
100 PRINT "Type the number of your choice"
110 PRINT "then press (RETURN)."
120 PRINT
130 PRINT "1gEncode a message"
140 PRINT "2)Decode a message"
150 PRINT
160 INPUT "Which one: "; ch
170 IF ch < 1 OR ch > 2 THEN 160
180 ON ch GOTO 200, 500
199 REM *** encode routine *¥¥
200 ‘HOME
210 PRINT "Type your message, two lines"
220 PRINT "max. at one time please! Use"
225 PRINT "only CAPITALS and no commas!"
230 PRINT "Type 'O' and press (RETURN)"
240 PRINT "to go to the main menu."
250 PRINT
260 PRINT "What is your message"
270 INPUT m$
280 IF m$ = "O" THEN 70
290 PRINT
300 PRINT "Now encoding..."
310 PRINT
320 PRINT "Here's the code:"




1dAME$JMEPWDGNNMSFNDMI@NJWER

330
340
350
360
- 370
380
390
400
+ 410
420
430
499
500
510
520
525
530
540
550
560

570

580
590
- 600
610
620
630
640
650
660
670
680
690
700
710
720
730
1000
1010
1020
1030
1040

PRINT :

FOR X = 1 TO LEN(m$)

FORm = 1 TO 39

IF MID$(m$, x, 1) = a$(m) THEN PRINT c$(m);
NEXT m

NEXT x

PRINT

PRINT

PRINT "Press any key to continue."

o

GET n$

GOTO 70

REM **¥ decode routine **¥

HOME

PRINT "Type your coded message, two lines"

PRINT "max. at one time please!"
PRINT "Use only CAPITALS."

PRINT "Type 'O' and press (RETURN)"
PRINT "to return to the main menu."
PRINT

PRINT "What is the coded message"
INPUT c$ _

IF c$ = "O" THEN 70

PRINT

PRINT "Now decoding..."

PRINT

PRINT "Here's the message:"

PRINT '
FOR x
FOR m

1 TO LEN(c$)
1 T0 39

IF MID$(c$, x, 1) = c$(m) THEN PRINT a$(m);

NEXT m
NEXT x
PRINT
PRINT
PRINT "Press any key to continue."
GET n$

GOTO 70

DATA A F nm o nn
DATA I,Q,J,S
DATA R,K,S,D
DATA .,.,0,9,1
DATA 6,4,7,5,8

’
’
’
LR
’

’
W,y
)G,
T,
6,

’

Apple Il and Apple lie

I R
2
10
20
29
0
4. (:;'
S0
&HO
&P
7o
18]
Q0
10 (:3.

EM s GECRET CODE  APPLE %%
REM %% DIMENSION CODE ORRAYS w#s

DIM A% ()

DI CF (Z9) _

REM %% INITIALIZE CODE ARRAYS %k
FOR X = 1 TAQ 39 '
READ AF (X))

READ Cd (XD

NEXT X

CREM %% MAIN MENU %o

HOME

FRINT "SECRET CODE PROGRAMY

FRINT :
FRINT "TYPE THE NUMEBER OF YOUR CHOICE"

57
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110 PRINT "THEN PRESS (RETURN)."

120 PRINT ,

130 PRINT "1)ENCODE A MESSAGE"

140 PRINT "2)DECODE A MESSAGE"

150 FRINT .

160  INFUT "WHICH ONE: "3CH

170 IF CH < 1 OR CH > 2 THEN 140

180 ON CH GOTO 200,500

199 REM #*%% ENCODE ROUTINE ##%#

200 HOME '

210 PRINT "TYPE YOUR MESSAGE, TWO LINES"
220 PRINT "MAX. AT ONE TIME FLEASE!"
225 PRINT "NO COMMAS ALLOWED!'®

230 PRINT "TYFE ‘Q° AND FRESS (RETURN)®
240 PFRINT "TO GO TO THE MAIN MENU."

250 PRINT

260 PRINT "WHAT IS YOUR MESSAGE"

270 INFUT M# :

280 IF MFE = "O" THEN 70

290 PRINT

IO PRINT "NOW ENCODING. . ."

F10 PRINT v

TR0 PRINT "HERE'S THE CODEr"

FI0 0 OPRINT

340 FOR X 1 TO LEN (M#)

B0 FOR ™ 1 TO =

FH0 IF HMIDE (ME,X,1) = OFM) THEN FRINT C# (M)
I70 NEXT ™

IO ONEXT X

IO PRINT

400 FRINT ,

410 FRINT "PRESS ANY KEY TO CONTINUE.®
420 GBET N#F

4Z0 GOTO FO

499  REM  wxx DECODE ROUTINE wx%

500 HOME .

10 PRINT "TYFE YOUR CODED MESSARBE, TWD LINESY
520 PRINT "MAX. AT ONE TIME FLEASE!'™
DE0 0 FRINT "TYFE Q7 AND FRESS (RETURNI ™
SAC . PRIMT "TO RETURN TO THEN MAIN MENU, "
550 FRINT

D60 FRINT "WHAT I8 THE CODED MESSAREY
570 INFUT % :

520 IF CF = "OU THEN 70

5RO FRINT

AD0  PRINT "NOW DECODING. . . "

H10 PRINT ‘

A20  PRINT "HERE'S THE MESSARE:Y

A30 PRINT

A40 FOR X = 1 TO LEN (C#%)

&S0 FOR M = 1 TO 39

GAHO TF MIDE (CF,X,1) = CEM) THEN PRINT Af (M)
&7C  NEXT ™ :

HBC NEXT X

&0 PRINT

700 PRINT

710 PRINT "FRESS ANY EEY TO CONTINUE.®
720 GET N#

IR0 B0TO 70

ol
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1000
1010
1020
1050
1040

DATA
DATA
DATA
DATA
DATA

AF," ", v v B H,C,U,D,Y,E,Z,F
I,0,J,5,K,W,L,A,M,C,N,M,0,T,F
Ryk,S,0,T,6,U,B,V,E,W,I,X,N,Y
eyes0,9,1,7,2,%,3,0,4,2,5,1
byhy7,5,8,6,9,8,7,7

Atari

1 REM #%% SECRET CODE ATARI *#%

9 REM ##% DIMENSION CODE ARRAYS #%%
10 DIM MF (12000 ,NE(1200)

20 DIM CF (39 ,A% (39

EO DIM RE(L) ,ALE(L) ,CLE (1)

%9 REM ### INITIALIZE CODE ARRAYS %%
40 FOR X=1 TO 39 :

50 READ AlF

&0 AF (X)) =ALF

70 READ C1#

80 CH(X)=CiF

90 NEXT X

99 REM #%% MAIN MENL %%

100 FRINT CHRE (12%)

110 PRINT "SECRET CODE PROGRAM!

120
150
140
150
160
170G
180
190

2000 INFLUT
210 IF CH<
220 ON CH
229

2EQPRINT

240

250

FRINT
FPRINT
FRINT
FRINT
PRINT
FRINT
FRINT
FRINT

"TYFE THE NMUMBER OF YOUR CHOICE"

"THEN PRESS THE (RETURN)Y KEY."

"LYENMCODE A MESSAGE"
T2IDECODE A MESSAGE"

TWHICH ONE";
ChH

1 OR CHEZ2 THEN 120

GOTO 230,500

REM ### ENCODE ROUTINE %

RINT
FRINT

Ok (1 25)
CTYRE YOUR MESSAGE, TWO LINES,"
"MAXTMUM AND NO COMMAS PLEABE!Y

260 FRINT "TYFE ‘0O° AND FRESS (RETURM)©
270 FRINT "TD OTHE MAIN MENU. ®

280 PRINT

290 PRINT "WHAT I8 YOUR MESSAGBE"

ZO0 INFLT ME

T10 IF ME="0" THEN 100

IR0 PRINT :

IEO PRINT "NOW ENCODING. ... "

FAO FRINT

IO OFRINT "HERE'S THE CODE:®

IO PRINT

E70 FOR S=1 TO LEM{ME)
IR0 FOR M=1 TO 39

TG0 IF ME(S, ) =A% (M, M)
400 NEXT M

410 NEXT &

420 FRINT

40
440 CERESS (RETURN) TO CONTINUE, "
450 BOSUER 2000

464 BOTD 100

499 REM x#% DECODE ROUTINE s

THEN PRINT Of (M,

59
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500 PRINT CHR$ (125)

510 PRINT "TYFE YDUR CODED MESSAGE, TWO LLINES"
520 PRINT "MAXIMUM — NO COMMAS FLEASE!'"™

530 PRINT "TYFE ‘0O° AND FRESS (RETURN) "

540 PRINT "TO RETURN TO THE MAIN MENL, "

550 FRINT

560 PRINT "WHAT IS THE CODED MESSAGE"

570 INFUT N

580 IF N#F="0" THEN 100

590 FRINT

400 PRINT "NOW DECODING...."

610 PRINT '

620 FRINT "HERE'S THE MESSABE: "

&30 PRINT

6440 FOR X=1 TO LEN(N#)

450 FOR M=1 TO =9

b60 IF NF(X,X)=CFM,M) THEN FRINT A% (M,M);
470 NEXT M

L8B0- NEXT X

670 PRINT

700 PRINT

710 PRINT "FRESS (RETURN) TO CONTINUE.";

720 BOSUR 2000

730 BOTO 100

1000 DATA A,F, , ,B,H,C,U,D,Y,E,Z,F,0,6,J,H,L
1010 DATA I, n J,%,&,wﬂL,m,M,raN,M,o,T,P,v,@,p
1020 DATA R,E,8,D,T,6,U,B,V,E,W,I,X,N,Y,X,Z,F
1030 DATA .,. ,u,? 1,7,2,3,3,0,4,2,5,1

1040 -DATA &,4,7,5,8,6,9,8,7,7

1999 REM ##% INFUT ROUTINE %

2000 INFUT Rf

2010 RETURN

Commodore 64

1 REM *%% SECRET CODE 64 %%
9 REM *%* DIMENSION CODE ARRAYS *¥#
12 DIM A%$(39)

2@ DIM C$ (39

29 REM ##% INITIALIZE CODE ARRAYS *%x
30 FOR X=1 TO 39

4@ READ A% (X)

S@ READ C%$(X)

6@ NEXT X

|69 REM *%% LE MAIN MENU *%x

7@ PRINT CHR$(147)

8@ PRINT "SECRET CODE PROGRAM™

92 PRINT

100
11
120
130
140
150
16@
170
180
199
200

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
INPUT

"TYPE THE NUMBER OF YOUR CHOICE"
"THEN PRESS THE (RETURN) KEY."

"1)ENCODE A MESSAGE"
"2)DECODE A MESSAGE"

"WHICH ONE"3;CH

IF CH<1 OR CH)2 THEN 164
ON CH GOTO 2o, Soe

REM %*%% ENCODE ROUTINE %%
PRINT CHR%(147)

60
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|21@
20
230
240
25
260
270
280
290
300
310
20
332
340
| 350
360
37
360
39@
400
418
420
430
499
50@
510
520
530
| 542
550
S6O
570
580
59@
62
€10
620
630
£40
650
E6@
672
66
€92
700
710
720
730
100@
1012
1022
1030
104
2999
oo
3010
30z

PRINT "TYPE YOUR MESSAGE, TWO LINES"
PRINT "MAXIMUM. NO COMMAS ALLOWED!'"
PRINT “"TYPE '@' AND PRESS (RETURN)" .

PRINT "TO GO TO THE MAIN MENU."
PRINT

PRINT "WHAT IS YOUR MESSAGE"
INPUT M$

IF M$="@" THEN 7@

PRINT

PRINT "NOW ENCODING...."
PRINT .

PRINT "HERE'S THE CODE:"
PRINT

FOR X=1 TO LEN (M%)

FOR M=1 TO 39

IF MID$ (M$, X, 1)=A%$ (M) THEN PRINT C#%(M);
NEXT M

NEXT X

PRINT

PRINT .
PRINT "PRESS (SHIFT) TO CONTINUE."
GOSUB Sava

GOTO 7@

REM %*#% DECODE ROUTINE #*%*%

PRINT CHR$(147)

PRINT “TYPE YOUR CODED MESSAGE, TWO LINES"
PRINT "MAX. AT ONE TIME, PLEASE!'!"

PRINT "TYPE '@ AND PRESS (RETURN)"

PRINT “TO RETURN TO THE MAIN MENU. "
PRINT

PRINT "WHAT IS THE CODED MESSAGE"
INPUT C%

IF C$="@" THEN 7@

PRINT j

PRINT "NOW DECODING...."

PRINT

PRINT "HERE'S THE MESSAGE:"

PRINT

FOR X=1 TO LEN(CS)
FOR M=1 TO 39 |

IF MID$(C$, X, 1)=C% (M) THEN PRINT A$ (M) ;
NEXT M -

NEXT X

PRINT

PRINT _ ‘
PRINT "PRESS (SHIFT) TO CONTINUE."
GOSUE 3000 :
GOTO 7@

DATA A,F," "," ",By,H,C,U,D,Y,E
DATA 1,Q,J,5,K,W,L,R,M,C,N,M, 0O
DATA Ry K, S, Dy Ty GylUy By VyE, Wy I, X
DATA .+ oe i@ 9, 1)702, 3y 3,0y 4, 2,5,
DATA 6. 4, 7.5.8.6,9,8,7,7

REM #%% WAIT ROUTINE #%%

WRIT 653, 1

WAIT 653, 1,1

RETURN

ngﬁru
< T
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IBM PC

1 REM #%% SECRET CODE IBM—F(C #*%% '
9 REM *%¥% DIMENSION CODE ARRAYS *%%
12 DIM A¥(&64)

20 DIM C#(64)

3@ FOR X=1 TO 4@

4@ READ A$(X)

5@ READ C#(X)

68 NEXT X

69 REM *%% MAIN MENU *#%

78 CLS

88 FPRINT "SECRET CODE FROGRAM"
9@ FRINT

188 FRINT "SECRET CODE FROGRAM"
11@ FRINT "THEN FRESS (ENTER)."
128 FRINT

138 FRINT "1)ENCODE A MESSAGE"
14@ FRINT "2)DECODE A MESSAGE"
150 FRINT

16@ INFUT "WHICH ONE"3;CH

178 IF CH<1 OR CH:>2 THEN 160

180 ON CH GOTO 200,500

199 REM *#% ENCODE ROUTINE #*%*
200 CLSs

218 FRINT "TYFE YOUR MESSAGE"

220 FRINT "2 LINES MAXIMUM AT A TIME"
230 FRINT "OR TYFE '@° AND FRESS"
24@ FRINT " (ENTER) FOR MENU. "

2880 FPRINT : :

260 FRINT "WHAT IS YOUR MESSAGE"
Z27@ INFUT M#%

28@ IF M#="@" THEN 70

290 PRINT
308 FRINT "NOW ENCODING..."
31@ PRINT
320 FRINT "HERE 'S THE CODE:™
330 PRINT

Z4@ FOR X=1 TO LEN(M%)

350 FOR M=1 TO 4@

3608 IF MIDF(M#,X,1)=A%(M) THEN FRINT C$(M);
Z70 NEXT M

380 NEXT X

9B FRINT

408 FRINT

410 FRINT "FRESS (ENTER) TO CONTINUE"
420 GOSUB =000

470 GOTO 70

499 REM *%% DECODE ROUTINE #%%

500 CLS

510 FRINT "TYFE A CODED MESSAGE"

S2@ FRINT "2 LINES MAXIMUM AT A TIME®
530 FRINT "OR TYFE '@’ AND FRESS"

540 FRINT " (ENTER) FOR MENU. "

550 FRINT ,

560 FRINT "WHAT IS THE CODE"

570 INFUT C*

S8@ IF C#$="0" THEN 70
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590 PRINT
608 FRINT "MOW DECODING..."

61@ FRINT .

62@ FPRINT "HERE'S THE MESSAGE:"

630 FPRINT : ‘

648 FOR X=1 TO LEN(C#)

650 FOR M=1 TO 40

660 IF MIDF(C#$,X,1)=CH(M) THEN FRINT AF(M)j:
670 NEXT M

680 NEXT X

69@ FRINT

708 FRINT

71@ PRINT "FRESS (ENTER) TO CONTINUE."

720 GOSUE T008 '
30 GOTO 7@

128@ DATA AF," ", " Y

9, ByH,C, yDo Y E Z,F,0,6,J,H,L
121@ DATA 1,0 J,S.H;N,L,A,M,C,N;MqO,Tg”,V,th .
1820 DATA R, },S,D,T,G,U,B,V,E,Ngl,X,NgY,XgZ,R
1070 DATA +,.,0,9,1,7,2,5,%3,0,4,2,5,1
1040 DATA 6,4,7,5,8,6,9,8,",",",",7,7

| =0@@ INFUT R¥
310 RETURN

TI-99/4A
1 REM #%% SECRET CODE TI99/4A #%%
9 REM #%#4 DIMENSION CODE ARRAYS #%%
10 DIM AF(41)
20 DIM C#E 41
a0 FOR ¥=i TD 39
40 READ AF (X)
50 READ CF (X0
& NEXT X
4G REM ®%% MAIN MENL #s%
70 CALL DLEOR
20 FRINT "SEDRET CODE PROGRAM"
Q0 FRINT
100 PRINT “TYFE A NUMBER, "
110 PRINT "THEN PRESS (ENTER) .
120 PRINT ‘
130G PRINT "1)ENCODE A MESSAGE"Y
140 FRINT "2)DECODE A MESSAGE"
150G FRINT
160G PRINT "WHICH DR
17¢ INPUT OH
180 IF oMol THEN 140
190 IF OH>2 THEN 140
200 0ON Ok E:i“‘eTi“ 1O 47,”! i3
P0G REM w## JLQPL ﬂO’FlNL R
210 ALl CLLﬁﬁ
a0 PRINT UTYRE YOUR MESSABE®Y

r PRINT "2 LINES MaXIMuM PLEASE. "
SRINT NGO COMMAS ALLDWED
BG0RRINT "TYFE G ARND PRESS™
PRINT “{ENTER) FOR MENU. "
NRthT .

RINT "WHAT IS YOUR MESSARE!
INPUT Vi
SO0 I MEsUOr THEN 70
A0 OPRINT
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320 PRINT "NOW ENCODING...."
30 PRINT

340 PRINT "HERE'S THE CODE:"
350 PRINT

260 FOR X=1 TO LEN(M#$)

370 FOR M=1 TO 40

B0 IF SEGE (MF, X, 1) =A% (M THEN 390 ELSE

1 REM +%% SECRET CODE TRS-82Z CILOR %%
3 REM *#*% DIMENSION CODE ARRNYS #wx

1@ DIM A% (42)
2@ DIM C$(42)

2@ FOR X=1 TO

4@ READ A% (X)

S@ READ C#(X)

60 NEXT X

39

400

I90 FRIMT CF(M);
400 NEXT M

410 NEXT X

420 PRINT

40 PRINT :
440 FRINT "PRESS (ENTER) TO CONTINUE.™
450 GOSUER 780

4460 GOTO 70

469 REM #%% DECODE ROUTINE *xx

470 CALL CLEAR

48C PRINT 'TYFF A CODED MESSARE-"

4920 PRINT "2 LINES MAXIMUM PLEASE."

500 PRINT "NO BOMMQS ALLOWED ! »

510 FRINT "TYFE "0’ AND FPRESGH

520 PRINT "(ENTER) FOR MENU. "

530 PRINT

540 FRINT “WHAT IS THE CODE"

S50 INFUT C0#

540 IF COE="0" THEN 70

570 FPRINT .

580 PRINT "NOW DECODING...."

590 FRINT

(00 FRINT "HERE & THE MESSABE

&10 PRINT

&20 FOR X=1 TO LEN{COE)

&T0 FOR M~1 T 40

640 IF SEGE(COFE, X, 1)=0% (M) THEN 650 ELEE 400
&S FRITT A4<”;;

&6C, NEXT M :

H70 NEXT X

&80 FIRINT

AP0 FRINT

700 PRINT "FRESS (ENTER) TO CONT."

710 BOSUER 780

FEOG GBOTO 70

7EI0 DATA A,F, " Uyt ML EG ML CLULD, YL E, TLF 0L, T, M,
740 DATA iq LI R O O O u,N,u ugi,n,uﬁﬁ =
7EO DATA R, EL,E,D,T,.6, n,m VLE LWL, T LGN, Y LK, 2R
7&O DATH . ,.,0,9,1, ;3: 451,u?1

770 DATA &,4,7,5.8,4,9,

780 INFUT R¥

790 RETURN

TRS-80 Color Computer
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69 REM %% MAIN MENU *%*

7@ CLS .
8@ PRINT "SECRET CODE PROGRAM"

9@ PRINT

1@@ PRINT "TYPE A NUMBER"

11@ PRINT "THEN PRESS (ENTER)."
12@ PRINT ,

130 PRINT "1)ENCODE A MESSAGE"

14@ PRINT "2)DECODE A MESSAGE"

15@ PRINT

16@ INPUT "WHICH ONE";CH

17@ IF CH<1 OR CH)2 THEN 16@

180 ON CH GOTO =0@, S0

199 REM *%% ENCODE ROUTINE ##x
200 CLS - ‘

21@ PRINT "TYPE YOUR MESSAGE"

220 PRINT "2 LINES MAX. AT A TIME"
23@ PRINT "OR TYPE '@’ AND. PRESS"
24@ PRINT "(ENTER) FOR MENU."

258 PRINT A :

26@ PRINT "WHAT IS YOUR MESSAGE"
272 INPUT Ms

£28@ IF M$="@" THEN 7@

29@ PRINT

30@ PRINT "NOW ENCODING...."

31@ PRINT

2@ PRINT "HERE’'S THE CODE:"

332 PRINT :

34@ FOR X=1 TO LEN(M$)

350 FOR M=1 TO 39

360 IF MID$(M$, X, 1)=A% (M) THEN PRINT C% (M) ;
370 NEXT M

380 NEXT X

398 PRINT

42@ PRINT

41@ PRINT "PRESS (ENTER) TO CONTINUE. "
429 GOSUE 3002

432 GOTO 7@

499 REM *%% DECODE ROUTINE #*%x
S0@ CLS

51@ PRINT "TYPE A CODED MESSAGE"
522 PRINT "2 LINES MAX. AT A TIME"
530 PRINT “"OR TYPE *@° OND PRESS"
54@ PRINT " (ENTER) FOR MENU. "

55@ PRINT

568 PRINT "WHAT IS THE CODE"

S72 INPUT C$

582 IF C$="@" THEN 7@

592 PRINT

£@@ PRINT "NOW DECODING...."

61@ PRINT

620 PRINT "HERE’S THE MESSAGE:"
632 PRINT

£4@ FOR X=1 TO LEN(CS$)

65@ FOR M=1 TO 39

662 IF MID$(C$, X, 1)=C$ (M) THEN PRINT A% (M) ;
672 NEXT M

£8@ NEXT X

63@ PRINT
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7@
710

73@

ieeo
1212
1220
1231
1240
302@
3212

PRINT .
PRINT"PRESS (ENTER) TO CONT."

| 72@ GOSUB 3e0@

60TO 70
DATA"A,F," "," ", B,H,C,U,D,Y,E,2Z,F,0,6,J
DATA 1,Q,J,5,K,W,L,A,M,C,N,M, 0, T,P,V,Q,P
DATA R,K,S,D, T,6,U, B,V,E, W, I, X,N, Y, X, Z, R
DATA .,.,®,9,1,7,2,3,3,0,4,2,5, 1
DATA 6€,4,7,5,8,6,9,8,7, 7
INPUT R$
RETURN

TRS-80 Model lil and Model 4

1 REM ##% SECRET CODE TRS-80 MODELS T AND 4 BASIC #%*
? REM %%*% DIMENSION CODE ARRAYS %**% :
10 DIM A%$(39) '

20 DIM C$(39)

30 FOR X=1 TO 39

40 READ A%(X)

50 READ C%$ (X)

60 NEXT X

69 REM #*%% MAIN MENU %%

70 CLS

80 PRINT "SECRET CODE PROGRAM"

?0 PRINT

100 PRINT "TYPE A NUMBER"

110 PRINT "THEN FPRESS (ENTER)."

120 PRINT : :

130 FRINT "1)ENCODE A MESSAGE"

140 PRINT “2)DECODE A MESSAGE"

150 PRINT

160 INPUT "WHICH ONE"3CH

170 IF CH<1 OR CH>2 THEN 140

180 ON CH GOTO 200,500

199 REM #%x% ENCODE ROUTINE %**%

200 CLS

210 PRINT "TYPE YOUR MESSAGE" _
220 PRINT "2 LINES MAX. (NO COMMAS) "
230 PRINT "OR TYPE *0O° AND PRESS"
240 PRINT " (ENTER) FOR MENU."

250 PRINT

260 PRINT "WHAT IS YOUR MESSAGE"
270 INPUT M% -

280 IF M$="0" THEN 70

290 PRINT

300 PRINT "NOW ENCODING...."

Z10 PRINT

320 PRINT "HERE®S THE CODE:"

I30 PRINT .

T40 FOR X=1 TO LEN(M%)

350 FOR M=1 TO 39 '

360 IF MID$(M$,X,1)=A%(M) THEN PRINT C$(M)3
370 NEXT M

380 NEXT X

390 PRINT

400 PRINT

410 PRINT "PRESS (ENTER) TO CONTINUE";
420 GOSUB 3000

430 GOTO 70

66
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REM.*** DECODE ROUTINE %%

499

‘S00 CLS

510 PRINT "TYPE A CODED MESSAGE, "

520 PRINT "2 LINES MAX. (NO COMMAS)"

530 FRINT "OR TYFE "0° AND PRESS"

540 PRINT " (ENTER) FOR MENU."

550 PRINT ' ‘

560 PRINT "WHAT. IS THE CODE"

570 INPUT C$

580 IF C#="0Q" THEN 70

590 PRINT

600 PRINT "NOW DECODING...."

610 PRINT : :

620 PRINT "HERE®'S THE MESSAGE:"

&30 PRINT

640 FOR X=1 TO LEN(C%)

650 FOR M=1 TO 29

6460 IF MID$(C$,X,.1)=CH (M) THEN FRINT A®(M)3;
670 NEXT ™M

680 NEXT X

690 FPRINT

700 PRINT

710 PRINT "PRESS (ENTER) TO CONTINUE":

720 GOSUBR Z000

730 GOTO 70 -

1000 DATA A,F," "," ".,B,H,C,U,D,Y,E,Z,F,0,
1010 DATA 1I,0,J,8,K,W,L,A,M,C,N,M,0,T,F,V,
1020 DATA Rk, S,D, T,G,U,B,V,E W, I, X N;Y, X,
10730 DATA ....0 P41,7,2,53,3,0,4,2,5,1

1040 DATA 6,4,7,q,8 6,2.8,7,.7

Z000 INPUT R%

2020 RETURN

vic-20

1 REM #*%% SECRET CDDE VIC-Z20 ***

9 REM #*x% DIMENSION CODE ARRAYS *#*x
12 DIM R$(3D)

22 DIM C$(39)

29 REM =x% INITIALIZE CODE QRRQYS * ¥
3@ FOR X=1 TO 39

42 READ A% (X)

S@ READ Cs(X)

E@ NEXT X

€9 REM %%% MAIN MENU **x

72 PRINT CHR#%(147)

82 PRINT "SECRET CODE PROGRAM"
22 PRINT

1@2 PRINT "TYPE A NUMBER, "

112 PRINT "THEN PRESS (RETURMN)."
12@ PRINT

132 PRINT "1)ENCODE A MESSAGE"
142 PRINT "&)DECODE R MESSAGE"
i5@ PRINT

160 INPUT "WHICH ONEYj3;CH

i7@ IF CH{(1 OR CH)2 THEN i6&@
182 ON CH GOTO z@w, S

199 REM *%% ENCODE ROUTINE #*%*
2@ PRINT CHR$(147) '

21@ PRINT "TYPE YOUR MESSAGE"

10 AWESOME PROGRAMS FROM K-POWER .
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350
360
372
380
390
400
41@
420
430
499
=170}
Sle
See
o938
540
ha}
S6@
a7
Saa
S92
60
619
&2
630
640
652
660
678
680
692
708
710
7202
730

IF Cs="a"

1202

220 PRINT "2 LINES MAX-NO COMMAS!"
238 PRINT "TYPE '@° AND PRESS"
248 PRINT " (RETURN) FOR MENU. "
25@ PRINT

26@ PRINT "WHAT IS YOUR MESSAGE"
278 INPUT M$

280 IF M$="@" THEN 70

298 PRINT

300 PRINT "NOW ENCODING...."

310 PRINT

320 PRINT "HERE'S THE CODE:"

33@ PRINT

340 FOR X=1 TO LEN(M$)

FOR M=1 TO 39

IF MID$ (M$, X, 1)=A$ (M) THEN PRINT Cs(M);
NEXT M

NEXT X

PRINT

PRINT

PRINT "PRESS (SHIFT) TO CONT."

GOSUB 3009

GOTO 7@

REM #%% DECODE ROUTINE %*#*

PRINT CHR%(147)

PRINT "TYPE A CODED MESSAGE, "

PRINT "2 LINES MAX-NO COMMAS!'"

PRINT "TYPE '@’ AND PRESS"

PRINT " (RETURN) FOR MENU."

PRINT
PRINT

"WHAT IS THE CODE"
INPUT '

Cs

THEN 7@
PRINT
PRINT
PRINT
PRINT
PRINT
FOR X=1 TO LEN(C$)

FOR M=1 TO 39

IF MID$(C%, X, 1)=CH(M) THEN PRINT A% (M) ;
NEXT M '

NEXT X

PRINT

PRINT

PRINT "PRESS (8SHIFT) TO CONT."

GOSUB 3200

"NOW DECODING...."
"HERE'S THE MESSAGE:"

6GOTO 7@

DATA A,F," ", " ", B,H,

121@
iace
1a3a
1242
2999
a0
3012
30

C
DATA 1,G,J,S,K,W,L,A,M
DATA R,K,S,D, T, B, U, B,V
DATA +,.,@,9,1,7,2,3,3,@
DATA 6,4,7,5,8,6,9,8,7,?
REM *#% WAIT ROUTINE #%%
WAIT 653, 1
WAIT 653,1,1
RETURN

s U, D
4CyN
!E"w
A
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BONUS PROGRAM #3

GRAPHIC FANTASY

A BRAPHIC FANTASY is something that most people just dream
of. PBut computers, besides being functional, can take you
on wonderful graphic adventurss. GRAFPHIC FANTABY is a
program that lets you enter the world of computer
generated graphics. For many hours it generates patterned
images (on most computers in radiant colors) and geometric
shapes something akin to pyramlda, oriental rugs, and the
cells of pldntsn .

ADAM

1 REM *¥* GRAPHIC FANTASY ADAM *x%
10 GR: COLOR =1
20x =1: y =1: kol =1
30 xi = -1: yi =1
40 COLOR = kol A
50 k = INT(RND(1)*100)
60 IF k = 1 THEN kol = kol+1
70 IF kol > 15 THEN kol = 1
80 x = x+xi: y = y+yi

90 IF x < 1 THEN x = 1: xi = -xi
100 IF x > 19 THEN X = 19: xi = -xi
110 IF y < O THEN y = 0: yi = =-yi

120 IF'y > 19 THEN y = 19: yi = -yi
130 PLOT x, ¥y
1140 PLOT x+19, ¥y
150 PLOT x, y+20
160 PLOT x+19, y+20
170 GOTO 40

Apple Il and Appile lie

i REM #%% BRAFHIC FANTASY AFFLE **x
2 REM #%% SHAFE TABLE INDEX %*%%
5  HOME : HBRZ : FOKE 232,252: FOKE 233,29
10 CB = 767617 = 4
20 FOKE CE.8: FOEE CR + 1,0
'zo FOR LDC = 1 TD 8
40 FOEE CB + (2 % LDC), (10 * LOC + 8)
50 FOEE CB + (2 % LOC + 1),0
6O NEXT LOC
69 REM %% SET COLORS #*#% -
: INT ( RMD (1) % 7) + 1: IF EA

70 EA = = 4 THEN 70
80 KB = INT ( RND (1) % 7) + l: IF KRB = 4 THEN BO
Q0 KC = INT ( RND (1) % 7) + 1: IF KC = 4 THEN %0

100 KD = INT ( RND (1) % 7) + 1: IF KD = 4 THEN 100
10% CB = CEB + 18 '

109 REM %% INITIALIZE SHAFE TABLES %%

110 Z = ABRS (Z -~ 41

120 BOSUEB 700

130 8 = 1G: ROT= O: SCALE= 2 -

139 REM ##*READ GRAFHIC COORDINATES AND COLORE %3
| 140 READ RO,A.B
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150 IF RD = - 1 THEN 370

160 FDR CO = A TO B STEF S

170 KO = EA

180 BOSUR SO0

190 NEXT CO

200 READ CO,A.E

210 FOR RO = A TO B STEF S

220 KO = KR

230  BOSUE 500

240 NEXT RO

250 IF CO = - 1 THEN 370

260 READ RO,A.E

270 FOR CO = A TO E STEF - §

280 ED = KEC

290 GOSUE S00

IO0  NEXT €0

10 READ C0O,A,E

20 FOR RO = A TO B STEF -~ §

IZO KO = KD

40  GOSUR 500

I50  NEXT RO

I60 BOTO 140

I70 FOR T = 1 TOD 1500

380 NEXT T

IP0 RESTORE

400  (30TO 70 , ,

499 REM #*% ERASE OVER CHARACTER #*##

500 8H = SH + 1: IF SH » 4 THEN SH = 1

510 HCOLOR= ©

S20 DRAW SH + ( AES (Z - 4)) AT CO.RO

929 REM *#%* DRAW CHARACTERS ON SCREEN #%%

530  HCOLOR= KO

S540 DRAW SH + Z AT CO.RO

550 RETURN

699 REM  *%% SHAFE TABLE ROUTINE #%#

700 FOR ST =1 + Z TO 4 + 7

710 FOR LOC = O TO 9 .
720 IF LOC = 9 THEN FOKE CB + (ST % 10 + 9),0: GOTO 750
730 D = INT ( RND (1) * 25&): IF D = O THEN 730

740 FDEE CB + (10 % ST + LOC),D

750  NEXT LOC :

760 NEXT ST

770 » RETURN

1000 DATA  ?0,130,140,150,90,100,100,140,130,120, 100,90
1010 DATA 80,120,1%50,160,80,110,110,150,120,110,110,80
1020 DATA 70.110,160,170,70,120,120,160,110,100,120,70
1630 DATA  60,100,170,180,40,130,130,170,100,90, 130,60
1040 DATA 50,%0,180,1%90,50,140,140,180,90,80, 140,50
1050 DATA  40,80,190,200,40,150,150,190,80,70, 150, 40
1060 DATA  Z0,70,200,210,30,160,1460,200,70,60, 160,30
1070 DATA  20,60,210,220,20,170,170,210,60,50,170,20
1080 DATA . —~1,~1,~1,~1,-1,~1,-1,-1,~1,-1,~1,-1

Atari

1 REM #x% SRAPMIC FANTASY ATART #xx

2 REM %#% BITA CHIF REQUIRED #x%

10 BRAFHICS 11 .

19 REM ##% FICK COLORS AND RANDOM COORDINATES x#x%
20 HO=INT (RND (1) %15)+1
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0

40

49

=50

L0

70

80

20

120
129
130
140
150
1460
170
179
180
190
200
210
220
2I0
240
250
260
270
280
290
IO

Z10

RO=INT(RND(1)%191)
CO=INT(RND (1) #79) :
REM #%% DRAW STARBURSTS ##%
COLOR KD
FLOT 40,94
DRAWTO C0O,RO
X=X+11Q=K0

IF X=79% THEN 130

GOTO 20

REM ®*#% INITIALIZE FRAMING COORDINATES #xx
=0 )

B=7¢

C=191

Dy

FO=INT (RND (1) #8)

REM x#% DRAW FRAMES #xx
COLOR KO

FLOT D,A

DRAWTO B,A

DRAWTO B,C

DRAWTD D,

DRAWTD D,8

A=A+]

Biz=Fi-1

D=1

D=0+ 1

X Py :R' B j

IF X527% THEN X=1:60T0 10
IF &40 OR AX79 THEN 130
GEOTO 170

Commodore 64
1 REM #*%% GRAPHIC FANTASY 64 %%

i2
z@a
2@
4@
@
(=%
693
7@
8a
=17
109
ig9
ii@
iz
13@
139
14@
ice
16@
17@
18@
19&a
A
&l
=2l
&3

Z=1
S=1 .

PRINT CHR$ (147)

POKE S328@, @

POKE 53281, @
DUM=INT (RND (~TI))

REM *%% SET COLORS *%x
KA=INT (RND (1) %4) +1
KE=INT(RND (1) %4) +4

KC=INT (RND (1} #4)+8

KD=INT (RND (1) #4) +12 .

REM *x*% INITIALIZE SCREEN AND CHARACTER VARIABLES *x**
CE=55256

CH=162

SE=1024

REM ##% READ GRAPHIC COORDINATES AND COLORS %%
READ RO, A, B |

IF RO=-1 THEN 37@

FOR CO=A TO B STEP S

KO=KA

GOSUB S2@

NEXT CO

READ CO,A,E

FOR RO=A TO B STEP §

KO=KE

GOSUE So@

11/
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240 NEXT RO

250 IF CO=-1 THEN 37@

26@ READ RO, A, R

27@ FOR CO=A TO B STEP -S

280 KO=KC

290 GOSUB S

302 NEXT CO

310 READ CO,A, B

322 FOR ROD=A TO B STEP -S

330 KO=KD

340 GOSUB So@

35@ NEXT RO

360 GOTO 14@

370 FOR T=1 TO 150@

380 NEXT T

39@ S=INT(RND(1)*S)+1

4@ RESTORE

410 Z=7+1

420 GOTO 4@

499 REM *#% RANDOMLY PICK CHARACTER #%
Se@ IF Z/3=INT(Z/3) THEN CH=81

512 IF Z/5=INT(Z/S) THEN CH=86

S2@ IF Z/7=INT(Z/7) THEN CH=22

529 REM *%% DRAW CHARACTERS ON SCREEN ##%#
532 POKE CE+CO+4@%R0, KO

540 POKE SE+CO+42%R0, CH

55@ RETURN

1@@@ DATA 12,19, 20, 2@, 12,13, 13,290, 18, 18, 13, 11
1212 DATA 11,18,21,21,11,14,14,82,17,17, 14, 1@
12220 DATA 1@.17,;;.ha.1m,1q.-d.hh.15 16,15, 19
1230 DATA 3, 16,23, 23,9, 16, 16,83, 15, 15, 16, 8
12492 DATA 8,14,h4,ﬁ4 8,17, 17,84, 14, 14,17,7
1052 DATA 7,14,25,25,7, 18, 18,85, 13,13, 18,6
1@6@ DATA €, 13, 26, 26,6, 19, 19, 26, 18, 18,19, 5
1272 DATA 5, 18,27,287,5,82, 80,87, 11, 11,22, 4
i@8@ DATA 4,11,28,28, 4,21, 21,28, 1@, 10,21, 2
1@3@ DATA 3, 1w, 9,23, 3, 28, 82,29, 9, 9, 22, &
1i@@ DATA 2,9, 30, 30,2, 23,23, 32, 8, 8, 23, 1
111@ DATA 1,8,31,31,1,84,34,31,7,7, 54,0
1120 DATA @, 7,31, —%y~1, =1, ~1,-1,~1

1132 DATA —1,~1,-1,-1,-i,~1,~1

%% GRAFHLIL FANTASY [TEM-FO s
GOOREY OFF
30 REM sxx HLUTALIZE VARIARLES xxx
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170 Ch=R
180 READ C,D
190 1F D=-1 THEM 380
200 FOR RO=C 10 D STEF §
:,Ef:[(:) {3(0¢ .” [()()l)
0OMEXT RO
2EO ROE=D
SAO READ ELE
BEQIF Fme] THEHM 38O
260 FOR CO=E T0O F STEFE -5
270 BUSUE 1000
pE0 MEXT (0
DGO O
: BEAD G,H
LF M=l THER 380
T OH STER -8
'[l’)Y)()
FeL

GOTO 1o

FEM wew OELAy-28ET GTERFS #xk
Fids T=1 T 150

T '

MY CRMDCL Y S+ 1

EUT 8O

REM %#% RANDOMLY FICK CHARGCTE (S
1000 1F Z/=INT 427

tolo IF 2

10zo IF

[F

e

,Uﬂ¢lql?
&€

LA, 1,

Patey 20,101,105
Oevtey 41

FANT

T‘:

GY TING/&M %

AV B el mc T se e s
RADTERS ks

1 RAN E"‘!“ TIE
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109
110
120
1350
140
150
160
169
170
180
190
200
210
220
230
240
250
260
270
280
290
Z00
10
I20

IO

240
EE0
Z60
ET70
IRG
R0
400
41
420
470
440
459
&0
470
ARG
A
409

HO0

TG
B0

REM *x% SELECT LE COLDURS **%

CALL COLOR(2,INT(RND#6)+3, INT (RND*&)+73)
CALL COLOR (5, INT (RND*8)+4, INT (RND*8)+1)}
CALL COLOR (&, INT(RND#4)+8, INT (RND#15)+1)
CALL COLOR{8,INT(RND*4}+12, INT(RND%#5)+1)
Call. COLOR(LIZ, INT(RND#14)+3%,1)

CALL COLOR(14,INT(RND*1O)+3,1)

REM ### READ GRAFHIC COORDINATES ®*%
READ s B :

IF A=-1 THEN 460

FOR CO=A TO B STEF S

GOSUR SO0

NEXT CO

CO=C0--1

READ AR

IF A=-1 THEN 440

FOR RO=A TO B STEF S

GOSUR S00

NEXT R

RO=R0O-1

READ AR

IF A=-1 THEN 440

FOR CO=A TO B STEF -5

EOEUER 500

NEXT CO

DO=C0+1

READ A, R

IF A=-1 THEN 440

FOR RO=8 TO B STER -5

E0SUER Bod

NEXT RO

B30+

CAall. HOHAROLZ, 15, 0H)

Calll, HOHAR (L1, 14,0

L HOHAR L2, 17 ,CH:

EOTH 111G

REM #%% SET DRAWING STEFS ez

S INT (RMD#SY 3

S TORE
BOTO 8O

REM ##% CHOOSE LE CHARACTERS *#%
IF Z/2=INT{Z/2)THEN 510 ELSE S20
CHe=1 34

IF Z/723=INT{Z/72THEN 530 ELSE 540

=50 i
v o pee -
BTG SEH

CH=79

IF Z/7=INT{Z/7)THEN 590 ELSE 400

) CH=94

IF Z/@8=INT(I/8)THEN 10 ELSE 420

o DH=128

C REM wxs DEFINE BOUNDERT

IF ROXZ4 THEN &30 ELSE
R=24

IF R

IF CO<

&
ER &46C ELSE 470

THEN
TH

d e
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bLLHO
H70
AHB0
HB9
L0
700

710
720
7E0
740
750
7 b
770

Timex 1000 and 1500

1

10
20
29
30 LET S=INT (RND#5)+1
40 LET A=0
50 LET B=31
60 LET C=0
70 LET D=21
80 LET CH=INT (RND#*9)+2
99 REM #*%% MAIN LOOF %*#*%

100 FOR X=A TO B STEF S
110 PRINT AT C,X3;CHR$ (CH)

20 NEXT X

130 FOR X=C TO D STEF S
140 PRINT AT X,BiCHR% (CH)

150 NEXT X
160 FOR X=R TO A STEP -S
170 PRINT AT D, X: CHR$ (CH)

180 NEXT X '

190 FOR X=D TO C STEF -S

200 PRINT AT X,AiCHR$ (CH)

210 NEXT X

219 REM *%% REDEFINE VARIAEBLES #*#*

220 LET A=A+1

230 LET B=B-1

240 LET C=C+1

250 LET D=D-1

260 IF C»21 THEN GOTO 20

270 6OTO 100

TRS-80 Color Computer
1 REM #*%% GRAPHIC FANTASY TRS-8@ COLOR #%%

i@
c@
3@
44
49
se
&2
7a
aa
3@
392

CO=4

IF CO*28 THEN &8¢ ELSE 6%0

Co=28

REM %%% DRAKW CHARACTERS ON SCREEN ##x

CALL HCHAR (RO, C0,0H)

RETURN

DATA 16,17,12,13,17,15,13,11,15,18,11,14,18,14,14, 10
DATA 14.19,10,15,19,1%,15,9,13,20,9, 16,20,12,16,8
DATA 12.21.8,17,21,11.17,7,11,22,7, 18,22, 10

DATA 18,6, 10,23,6,19,27 Y 19;.,9,.4,4,“u,;4,a
DATA 20.4.8,25.4,21,25,7, “1*_7 Db, 00

DATA &,6,2?,?,@,?/,”,2”937,%,2?, ,E, 28, 1,24
DATA 28,4,-1,~1,~1,~1

REM *#*% GRAFHIC FANTASY TIMEX *%%
CLS
RAND
REM ##%% INITIALIZE VARIABLES #***

S=1

Z=1

CLS(@)

E=

REM *** RAMDOMLY PICK COLOR **#
HKA=RND (8)

KB=RND (&) +&

KC=RND (8)

KD=RND (&) +&

CH=13

REM »%% MAIN LOOP *#%*
' 75
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120 READ B

11@ IF B=-1 THEN 32@

120 FOR CO=E TO B STEP S

130 KO=KA

140 GOSUB 50@

15@ NEXT CO

160 READ C

17@ FOR CO=B TO C STEP S*32

180 KO=KB

190 GOSUR S22

200 NEXT CO

21@ READ D .

'22@ FOR CO=C TO D STEP-S

230 KD=KC

240 GOSUB S@@

250 NEXT CO

26@ READ E

270 FOR CO=D TO E STEP-S#*32

280 KO=KD

290 GOSUB 5o

300 NEXT CO

319 GOTO 10@

328 FOR T=1 TO 15@@

330 NEXT T

34@ S=RND(5)

350 RESTORE

36@ Z=Z+1

370 GOTO 4@

493 REM *%* RANDOMLY PICK CHARACTER #*#%
S@@ IF Z/3=INT(Z/3) THEN CH=7
S51@ IF Z/2=INT(Z/2) THEN CH=1i@
S2@ IF Z/5=INT(Z/5) THEN CH=9
530 IF Z/7=INT(Z/7) THEN CH=4
539 REM #*%x DRAW CHARACTERS %%
549 SC=128+16% (KO—-1) +CH :
SS@ PRINTECO, CHR$ (SC)

S6@ RETURN -

122@ DATA 248,280, 262, 198,217, 313, 293, 165, 186
1@i@ DATA 346, 324, 132, 155, 379, 355, 99, 124, 412
1@2@ DATA 386,66, 93, 445, 417, 33, 62, 478
1232 DATA 448,32,-1,-1,-1

TRS-80 Model lll and Model 4

1 REM %% GRAFHIC MODELS 3 AND 4 CASS. OR MODEL 3 DISK BASIC #*x*
? REM #*%xx INITIALIZE VARIABLES *#%

10 =2

20 Z=1:FPRINT CHR$(°1)

30 CLS

40 E=0

S50 CH=158 :
59 REM *%% MAIN LOOF #*%*%*
60 READ B

70 FOR CO=E TO B STEF S

80 GOSUB S00

90 NEXT CO

100 READ C

110 IF C=-1 THEN 240

120 FOR CO=F TO C STEF S#&4
130 GOSUB S00

76
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140
150
160

1170

180
190
200
210
220
230
240

250

260
270
280
290
499
500
510
520
530
540
549
S50
560
100
101
102
107

VIC-
i1 R
i@2
2R
3@
411
6
69
72
82
59
1@
1a3
11@
i2@
13@
142
i5@
160
17@
18@a
19@
22
&1
ZEd
23a
24@
252

269

NEXT CO
READ D
FOR CO=C TO D STEP-S
GOSURB 500
NEXT CO
READ E
FOR. CO=D TO E STEF-S5%&4
GOSUB S00
NEXT CO
G0OTO 60
FOR T=1 TO 1500
NEXT T
=RND(7)
RESTORE
I=7+1
GOTO 40
REM %*#% RANDOMLY CHOOSE CHARACTER %%
IF Z/2=INT(Z/2) THEN CH=183
IF' Z/3=INT(Z/3) THEN CH=189
IF Z/74=INT(Z/4) THEN CH=129
IF Z/5=INT(Z/5) THEN CH=157
IF Z/6=INT(Z/6) THEN CH=170
REM #*x% DRAW ***
FRINTECO, CHR$ (CH) 3
RETURN
O DATA 63,939,896, 64 126, 894 833%, 129,189
O DATA 8”9 770 194 252,764 707,259,315,699
O DATA 644,?”4.378,634,581,389,441,569

O DATA 518,454,504,-1,-1,-1

20

EM *%% GRQPHIC FANTASY VIC-2@ ***
7=1

=2

PRINT CHR$(147)

POKE 36879,8

DUM=INT (RND(-TI))

REM x%#* SET COLORS *%*x
KA=INT(RND (1) *&) +1
KE=INT (RND(1)*2)+2
HC=INT(RND (1) #2) +4
KD=INT (RND (1) %*2)+6
REM #%% INITIALIZE SCREEN AND CHQRQCTER VARIARLES #*#*%
CB=38400

CH=16Q

SB=7680

RERD RO,A.EB

iF RO=-1 THEN 372
FOR CO=A TO B STEP S
KO=KA

GOSUB S

NEXT CO

READ CO,A, R

FOR RO=A TO B STEP §
KO=KE : '
GOSUR Swa

NEXT RO

IF CO=-1 THEN 372
READ RO,A, B

)
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278 FOR CO=A TO B STEP -S
280 KO=KC ‘

290 GOSUB S

30@ NEXT CO

31@ READ CO,A, B

328 FOR RO=A TO B STEP -S

330 KO=KD

349 GOSUB S0

350 NEXT RO

360 GOTO 142

370 FOR T=1 TO iS5@@

380 NEXT T _

390 S=INT(RND(1)*5)+1

4Q@ RESTORE

41Q Z=7+1

420 GOTO 4@

499 REM *%*% RANDOMLY PICK CHARACTER *%*

S5Q@ IF Z/3=INT(Z/3) THEN CH=81

S1@ IF Z/5=INT(Z/S5) THEN CH=86

S52@ IF Z/7=INT(Z/7) THEN CH=3@

529 REM *#% DRAW CHRARACTERS #*#%%

S30 POKE CE+CO+22%R0O, KO

54@ POKE SE+CO+22%R0, CH

558 RETURN

1o@@ DATA 11,11,1&8,12,11, 1c,1h,1h,;w,1m,1h,;w i@, 12,13
121@ DATA 1¢,1w 13,13,13,9,9,13,9,9,9, 14, 14,9, 14
‘{az@ DATA 14,14,8,8,14,8,8, a,iq,1d,a 14,15,15,7
1@3@ DATA 7,15,7,7,7,16,16,7,16,15,16,6,6,16,6
i94® DATA 6,6,17,17,6,17,17,17,5,5,17,5,5,5, i8
1252 DATA 18,5,18,18,18,4,4,18,4,4,4,19,19,4, 19
lge@ DATA 19,19, 3, 3, 19, 3, 3, 3, 20, 20, 3, 2@, 22, 20, &
1272 DATA e,aw,e,a,2,31,31,3,21,21,21,1,1,31,1
1@8@ pATA 1,1,21,-1,~-1,~ -1,-1,-1,-1,-1,-1,-1,-1
1@3@ DATA u,1@,h9,h9,¢,ha,ea,59 9,9,&82,8

ii@@ DATA 2,9, 30, 30,2,23,23, 30, 8, a,cz,

111@ DATA 1, a,¢‘,¢1 1, ¢4,h4,a1 7,7,24,@

1122 DATA @, 7,&1, 21, -1, 41, 1, 1
113@ DATA -1, - 1, 1,~1,-1,~-1
READY.
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BONUS PROGRAM #6

WATER BALLOONS

In the summers of my early youth, we used to have water
balloon fights to keep cool. To be cool now, I use oy
computer to play a little game called WATER BALLOONS. The
object of WATER BALLOONS is to stand on the balcony of a
tall building, blindfolded (if that sounds a bit scary,
read ond, and drop water balloons into a hoop on the
ground., Your frisnd, who's surely nuts, is down below,
shouting directions to you. "TOO FAR NORTH!Y he savys, as
you hit the policeman on the head..

To et the directions a wabter balloon will travel,; yvou

select a number between one and 10 for North and South,
and do the same for West and East. If vou pick a 10 for
North/South and yvour friend says, "TO0 FAR SOUTH!", then

vou should pick a lower number for North/South on the next

time around.

After selecting the number yvou want, be sure to press
the RETURN or ENTER key, to plug the numbsar into the
computer. When you finally drop a balloon into tha hoop,
the computer will €tell you how many tries it took.

ADAM .
1 REM **¥ WATER BALLOONS' ADAN ***%
10 b = 10 '
20 HOME
30 PRINT TAB(8) "WATER BALLOONS!"
40 PRINT
50 PRINT TAB(4); "Press any key to begin."
60 GET n$
70 HOME
80 PRINT "You are on the 7th floor"
85 PRINT "balcony of a building,"
90 PRINT "blindfolded. You are trying"
100 PRINT "to drop water balloons into"
105 PRINT "the center of a hoop on the"
110 PRINT "ground below. To do so,"
115 PRINT "you must set your north/south"
120 PRINT "and west/east coordinates"
125 PRINT "according to your frlend's"
130 PRINT "help on the ground."
149 REM *** pick coordinates ***
150 la = INT(RND(1)*10)+1
160 lo = INT(RND(1)*10)+1
170 PRINT
180 PRINT : : '
190 PRINT "1=extreme south, 10=extreme north."
200 PRINT "1=extreme west, 10=extreme east."
210 PRINT :
‘220 PRINT "You ndbw have "; b; " water balloons."
230 PRINT "What's your guess"
235 PRINT "(between 1 and 10)"

10AME%M&J%OGWMBFNﬁWK?OMER

240 PRINT "for the north/south coordinates"
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245 INPUT ns :

250 IF ns < 1 OR ns > 10 THEN 230

260 PRINT "What's your guess for west/east"
265 INPUT ew

270 IF ew < 1 OR ew > 10 THEN PRINT "It must be between 1 and 10!";:
GOTO 260

280 IF ns = la AND ew = lo THEN 500

290 PRINT

299 REM **¥ gcroll screen ¥¥¥

300 FOR x =1 TO 24

310 PRINT

320 NEXT x

330 PRINT "Your friend below says:"

340 PRINT ,

349 REM *¥¥ compare coordinates *¥*

350 IF ns > la THEN PRINT "Too far north!"
360 IF ns < la THEN PRINT "Too far south!"
370 IF ns = la THEN PRINT "North, south Q.K.!"
380 IF ew > lo THEN PRINT "Too far east!"
390 IF ew < lo THEN PRINT "Too far west!"
400 IF ew = lo THEN PRINT "East, west 0.K.!"
410 b = b-1

420 IF b < 1 THEN 800

429 REM *** randomly pick two other ways to lose *¥**
430 x = INT(RND(1)*¥30)+1
440 IF x = 7 THEN 600

450 IF x = 13 THEN 700

460 PRINT

470 GOTO 190

499 REM *¥¥% YWIN! **x

500 HOME

510 PRINT "You hit in "; 10-b; " tries!"
520 PRINT

530 PRINT "Press any key to play again."
540 GET n$

550 GOTO 150

599 REM **¥ hit Mom or Policeman *¥*

600 PRINT

610 PRINT "You plastered your Mom as she"
620 PRINT "walked out to see what was"

630 PRINT "going on."

640 PRINT "YOU LOSE!"

650 END

700 HOME

710 PRINT "You hit the Policeman on the"
720 PRINT "head. He confiscates your hoop"
730 PRINT "and you lose the game!" ,
740 END

799 REM *** T(OSE *¥**

800 PRINT

810 PRINT "You're out of water balloons!"
820 PRINT "YOU LOSE. The coordinates were:"
830 PRINT "north/south="; 1la

840 PRINT "east/west="; lo

850 END
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Auﬁﬂellandiﬂppu:Ne

14

10
20
0
40
50
&HO
70
80
Q0
100
110
120
1350
140
149
150
160
170
180
170
200
210
220

X

230

240
250
240
270

REM ##% WATER BALLOONS AFFLE #%#%
B = 10

HOME
FRINT TAB( 12) "WATER BALLOONS!"
FRINT
FRINT TAE( 8) "PRESS ANY KEY TD BEGIN. "
BET N
HOME ’ ,
FRINT "YOU ARE ON THE 7TH FLOOR BALCONY OF A"
FRINT "BUILDING, BLINDFOLDED. YOU ARE TRYING®
FRINT "TO DROF WATER BALLOONS INTO THE CENTER®
FRINT "OF A HODOF ON THE GROUND BELOW, "
FRINT “TO DO SO, YOU MUST SET YOUR NORTH/SOUTH"
FRINT "AND WEST/EAST COORDINATES ACCORDING®
FRINT "T0 YOUR FRIEND'S HELF ON THE GROUND®
REM  ### FICK COORDINATES ##%
LA = INT ¢ RND (1) # 109 =+ 1
LO = INT ( RND (1) # 1¢) + 1
FRINT
FRINT
FRINT “1=EXTREME SOUTH, 10=EXTREME NORTH, "
FRINT “1=EXTREME WEST, 10=EXTREME EAST"
FRINT
CPRINT "YOU NOW HAVE "E" WATER BALLODNSG.
FRINT "WHAT'S YOUR GUESS (BETWEEN 1 AND 10 v
INFUT "FOR THE NORTH/SOUTH COORDINATES: "jnNe
IF NS £ 1 DR NS » 10 THEN 230
INFUT "WHAT S YOUR GUESS FOR WEST/EAST: "jEW
IF EW < 1 OR EW > 10 THEN PRINT "IT MUST BE BETWEEM 1 AN

BOTD 260

2840
290
299
JO0
10
ER0

e o s

el

I4G
49

FH0

IHO

ETG
E8G
IR0
400
41C
Rty
4730
440
450
G&0
47
4G
S0

=40
P A

IF NS = LA AND EW = LO THEN 500
FRINT

REM %% SCROLL SCREEN %%

FOR X = 1°T0 24

FRINT |
NEXT X A :
FRINT “YOUR FRIEND BELOW SAYS:" .
FRINT

REM %% COMPARE CODRDINATES #
IF LA < N8 THEN FRINT "TOO FAR NORTH!"

IF LA > N8 THEN FRINT "TOOD FAR SOUTH!"

IF LA = NS THEN FRINT "NORTH, SOUTH DK
IF EW » LO THEN FRINT "700 FAR EAST!"

IF EW ¢ LD THEN FRINT "TOOQ FAR WEST!"

IF EW = LD THEN PFRINT "EAST, WEST 0.k, 1"
B o= B~ 1 -

IF B < 1 THEN 800

REM  %%% RANDOMLY FICK TWO
X o= INT ¢ RND (1) % 30 A
IF X = 7 THEN &00

IF % = 13 THEN 700

FRINT

BOTO 190

REM % WIN! s

HOME

CPRINT "YOU WIT IN "10 - B* TRIES!"

s

33

i

OTHER WAYS TO LOSE s%x -
, |

103y
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S20  PRINT

520 PRINT "FPRESS aANY FEY TO FLAY AGAIN. Y

5S40 GET N#

550 RUN :

599 REM  ##%% HIT MOM OR FOLICEMAN %%

600 FRINT

610 FRINT "YOU FLASTERED YOUR MOM AS SHE WALEED®
&20  PRINT "0UT TO SEE WHAT WAS GOING ON'®
&HI0  FPRINT "YOU LOSE!'™" ‘

&40 END

700 HOME

710 PRINT "YOU HIT THE FOLICEMAN ON THE HEAD.®
720  PRINT "HE CONFISCATES YOUR HOOF AND YOU©
Z0 PRINT "LOSE THE GAME!'"M

740  END -

799 REM ®*## L 0OSE #%%

8OO FRINT

810 FPRINT "YOU'RE OUT OF WATER BALLOONS!Y
820 FRINT "YOU LOSE. THE COORDINATES WERE:"™
IO PRINT "NORTH/SOUTH="LA :

840 FRINT "EAST/WEST="L0

850 END

Atari

1 REM ®#s WATER BALLOONS ATARL %

10 DIM RECL) sR=10

20 FRINT CHRE (125

IO POSITION 12,0

40 FRIMT "WATER BALLGONS!

SO POSITION S8.Z:FRIMT "PFRESS (RETRUM: TO START"j
S0 BOSUER 1000

70 FRIMT CHRE(1ZS)

80 FRIMT "YOU ARE O THE 7TH FLOOR BRALCOMY OF A"
GO FRINT "BUILDING, BLIMDFOLDED. YOU ARE TRYIMG"
100 PRINT "TO DROF WATER BALLOONS IMTG A& HOOF, "
(110 PRINT "OM THE GROUND RELOW. TO DO SO,"

120 PRINT "yOU MUST SET YOUR HNORTH/SOUTH

130 PRINT "4MND EAST/UEST COORDINATES ACCORDING
140 FRIMT "T0 yOUR FRIEND 8 HELF ON THE GROUND, "
149 REM *## FPICE COORDINATES *x#

1ED La=INT (RND (1) %10) +1

160 LO=INMT (RMD (1) %10 +1

170 PRINT

180 FRINT o

190 FPRIMI "1=EXTREME SOQUTH -~ 1O=EXTREME NORTH"
200 PRINT "1=EXTREME WEST - L0o=EXTREME EAST"

210 PRINT _

220 PRIMT "v0OU HAVE "R " WATER BALLOOMNS, "
2EOOPRINT "WHAT S vyOUR GUESS (BETWEEN 1 AMD 103"
240 FRINT CFOR THE NORTH/S0UTH COCRDINATES": INFUT NS
2HOOIF NS4l OR NSO THER 230

260 FRIMI "HHaT S YOUR GUESS FOR WEST/EAST": INFUT EW

280 IF M3=La AND EW=L0 THEM 500
290 PRIMT :
299 REM ®%» SCROLL SCREEN %%
OO0 FOR X=1 70 24

F0 FRINT '

RO ONEXT X

2700 IF EWSl OFR EWr10 THEN FPRINT “"IT MUST BE WITHIMN 1 AND

10T GOTH 260
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ZZ0 PRINT "YOUR FRIEND RELOW SAYS: ™

240 PRINT ?

349 REM sxx COMPARE COORDINATES ®*#%

IE0OIF NSHLA THEMN FRIMT "TOO FAR NORTH!®"

F60 IF MSLA THER PRINT "TOO FAR SOUTH!™
BF70OIF NS=LA THEM PRINT "MORTH/SOUTH OQ.k. "
280 [F EWXLO THEM FRINT YTO0 FaR BEasT!e

20 IR EWL0 THEN PRINT "TOO FoR WEST!®

GO IF Ell=L0 THEN FRINT "EASTAWEST Quk. '

410 B=B-1

420 IF B<l THEN 800

429 FREM #x+ REANDOMLY FICE THWO OTHER WAYS TO LLOSE
40 A=INT (RND (1) %500 +1

440 IF x=7 THEN &0

450 IF X=13 THEM 700

G&0 PRINT

470 GOTO 19C

459 REM %% WIND %%

HOO PRINT CHRE (125) _

FRINT "YOu HIT IT IR "9 TURNE) "
FRITHT ’ )

FRINT "FRESE (RETURN) TQ FLAY AGAIN.
HOSUR 1000 i

FeLind '

?E?H?ﬁ% HIT HOM OFR FOLICEMESN %

FRIMT "vOU PLASTERED yQUR MOM A5 SHE MaLEED"
FRIMT "OUT TO SEE WHET WAS BOINMGE oMY
FRINT YyOL Losg e

PN

FRIMT DHREE (125

FRINT "5QU HIT THE FOLTICEFASKN O THE HEMAD. "
FRIMT "HE CONFISCHTES yOUR HOORY

O FRINT YapD yOu LOSE THE GaMeEr e

0 END

% LOSE %%

vYOL RE OQUT OF WATER BALLOONS!®
FRINMT "YOU LOSE.  THE COORDINATES WERE: "
FRINT TMORTHSOUTH= "5 LA

FRINT "
EMD
1OO0 THPUT R

TOED RETURMN

Commodore 64

i1 REM #*%% WATER BALLOONS 64 *##

1@ B=1@ o '

2@ PRINT CHR$(147)

3@ PRINT TAB(12) "WATER BALLCONS!'™

43 PRINT -

52 PRINT TAB(8)"PRESS (SHIFT) TO BEGIN."

&2 GOSUB 1@@2

€9 REM #*%% INTRODUCTION *%%

7@ PRINT CHR$(147)

82 PRINT "YOU ARE ON THE 7TH FLODR BRLCONY OF A¢
9@ PRINT “BUILDING, BLINDFOLDED. YOU ARE TRYING"
12@ PRINT "TO DROP WATER BALLOONS INTO A HOOP®
112 PRINT "ON. THE GROUND BELOW."
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120
130
140
149
150
16@
17@
180
190
con
210
219
220
230
240
250
26
27@
280
290
299
300
310
320
330
340
349
| 350
360
37
380
390
420
41@
420
429
430
440
450
460
470
439
500
510
520
530
542
S50
599
60
€12
620
632
640
7002
710
720
730
740

PRINT "TO DD S0, YOU MUST SET NORTH/SOUTH"
PRINT ‘"AND WEST/EAST COORDINATES ACCORDING"
PRINT "TO YODUR FRIEND'S HELP ON THE GROUND. "
REM *%% PICK COORDINATES ***
LA=INT(RND (1) *1@)+1

LO=INT(RND(1)%*1@) +1

PRINT

PRINT ,

PRINT "1=EXTREME SOUTH - 1@=EXTREME NORTH"
PRINT "1=EXTREME WEST - 1@=EXTREME EARST"

PRINT

REM %*#% MOAIN LOOP *#%

PRINT "YOU NOW HAVE"B"WATER BQLLDDNS."

PRINT "WHAT'S YOUR GUESS (BETWEEN 1 AND 1@)"
INPUT "FOR THE NORTH/S0OUTH COORDINATE" ;NS
IF NS{1 OR NS) 12 THEN 232 _
INPUT "WHRT'S YOUR GUESS FOR WEST/ERST";EW

IF EW(1 OR EW)1@ THEN PRINT "IT MUST BE WITHIN 1 AND 18!":G0TO0

IF NS=LA AND EW=L0 THEN S@@

PRINT

REM #*%% SCROLL SCREEN **#%

FOR X=1 TO 24

PRINT

NEXT X

PRINT "YOUR FRIEND BELOW SAYS:"

PRINT

REM *x% COMPARE COORDINATES #*%*%

IF NS)LA THEN PRINT "TOO FAR NORTH!"
IF NS<LA THEN PRINT "TOO FAR SOUTH!"
IF NS=LA THEN PRINT “NORTH, SOUTH O.K.!"
IF EW>LO THEN PRINT "TOO FAR EAST!"

IF EWCLO THEN PRINT "TOO FAR WEST!"Y

IF EW=LO THEN PRINT "EAST, WEST O0.K.!"
B=B~1 ‘

IF B(1 THEN 8@@ :

REM *#% RANDOMLY PICK TWO OTHER WAYS TO LOSE #%x
X=INT (RND (1) *32) +1

IF X=7 THEN 6@@

IF X=13 THEN 7@@

PRINT

GOTO i9@

REM *%3% WIN! *%3x¢

PRINT CHR$(147)

PRINT "YOU HIT IT IN"1@0-B"TRIES!"

PRINT

PRINT "PRESS (SHIFT) TO PLAY AGAIN."
GOSUER 120@

RUN

REM #*%+ HIT MOM OR POLICEMAN %*#x
PRINT

PRINT "YOU PLASTERED YOUR MOM AS SHE WALKED"
PRINT "0OUT TO SEE WHAT WAS GOING ON!"

PRINT "YOU LOSE!"

END

PRINT CHR$(147)

PRINT "YOU HIT THE POLICEMAN ON THE HEAD."
PRINT "HE CONFISCATES YOUR HOOP" '
PRINT "“AND YOU LOSE THE GAME!'"

END

6@
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799 REM *%% LOSE #*%%*

|8@@ PRINT ‘ :

812 PRINT "YOU'RE OUT OF WATER BALLOONS!'"
82@ PRINT."YOU LOSE. THE COORDINATES WERE:"
83@ PRINT “NORTH/SOUTH="LA

848 PRINT "EAST/WEST="LQ

a5a END

1200 WARIT 653, 1

121@ WAIT 653,1,1

1228 RETURN

IBM PC

1 REM =% WATER BALLOONS [BM-FC %%%
10 RB=10 .

20 CLls

IO FPRINT "WASTER BALLOOMNS!"

40 FRIMT

50 FRINT "FRESS (ENTER) TO BEGIN.Y
&HOGOSUER 1100

7O LS . '

A0 PRINT "vYall oFRE O THE 7TH"

20 FPRINT "FLOOFR BALCORY OF &Y

100 PRIMNT "BUILDING, BLINDFOLDEDR."
110 PRIMT "vOU SRE TRYIMEG 10"

120 PRINT "DROF WUATER BALLOONS!
1720 PRINT "IMTQ THE CEMTER OF"

140 ERIMT "& HOOF O THE GROUND BELOW."
150 FRIMT "TO DO SO, 00 pMuUsT SET!
160 PRINT "yvOUR HORTHASOUTH SRDY
170 FRIMT "WESTAEAST COORDIMATES"
180 FRINT "WITH vOUR FRIEND 9"

190 PRIMNT "HELF O THE SROUND. "
199 REM *#% RANMOOMLY FICE COORDINATES %%
AO0 La=TNT (RFHD oY #10) 4+ 1

“1“ L= IR CRMO L) i)+ 4

220 PRIMNT :

O RRIET PFRESS EMNTER)  T0 PLay"
A GOSUE L Loo

s

TN

Froasy M le=ERTREME SOQUTH-Y

FRIHI MO T REE RO T

S S Y YR TREME WEST-!

LR U REME BT

w

?.FFIHI
FRIMNT "yOL HOE HEVE"B W TER BALLOONS. "
FRIMT "WHHST. 1S5 «OUR G
FEEET " CBETWEER 1 ARND 10"
IS0 OPRINT "FOR OTHE MORTHASOUTH!
Ze0 ITMFUYT ”IHHFﬂ}an&”"H“

ETOOIF MEd O HEX THERM 540
S0 FRINT "lHaYT IS YOUH GLESS"
VRGO IMPUT O MEOR SR E ‘;’\T "Bl
400 TF O ER L OR EWE1O THER

410 IF MS=La AR EWe=L0 THERH fUU
420 FRIMT

430 FOR x=1 10 24

440 FRINT

450 MEXT %
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4650 FRINT "vYOUR FRIEND BELOW Says®
470 FPRINT
479 REM ®xx COMPFAORE COORDINATES %%
480 IF NSH.A THEM PRIMNT "TO0 FAR NORTH!"
490 IF NS<LaA THEM FRINT "TOO FAR SQUTH!"
SO0 IF NSs=LA THEM FRIMT "NORTH/SOUTH O.k. "
G100 IF EM:LO THEM FRINT "TO0 FaR EAST!
S0 OIF EWCLO THEM PRIMT "T0O0 Falk WEST!M
SEQ IR EW=L0 THEM FPRIMT "EaST/WEST Q.k, tn
540 BeR--1 ’ '
550 IF BY1 THEM 1000
D09 REM x¥% RANDOMLY TWO OTHER WAYS TO LOSE w#*#
560 X=TNT (RMIROL)Y 230)
570 IF X=7 THER 800
280 IF Z=173 THEN 200
S50 PRIMNT
&O0 GOTO 270
699 REM ®*#x WIN *xx
700 CLS
4710 PRINT "YOU HIT IT IN"i1O-R"TRIES"
F20 PRINT '
A20 PRINT "FPRESS (ENTER) TO FLAY AGAIN. "
T40 GASUER 1100 :
FEO RUN
799 REM =xs HIT HOM OF COF *xs#
800 PRINT
810 FRIMT "vOUI HIT YQUR FMOM OM THE SIDEWMaLE!'"
20 PRIMNT "yOU LOSE LIEE v0OU WOULDM T BELIEVE."
G330 END
00 CLLE .
P10 PRIMT "5OU HIT & FOLICEMAN ON THE “HEAD. "
QEQ PRIMT "HE CONMFISCATES vOUR HOOF."
FIO PRIMT "y0OU LOSE!'"
240 END .
P9 REM ®xx |LOSE *E#
1000 PRINT
FRINT "5OU RE QUT OF WaTER"
FRIMT “"EAlLLOOMS. YO LOSE! "
VFRIMED "THE COORDINATES WERE:"
FRINT "NORTHASOLITH="1L05
OS50 FRINMT "EASTAWEST="L.0
1060 EMD
1029 REM w25 WAIT ROUTINE #x%
1100 INFUT R '
Tiss RETURR

TI-99/4A

LOREM  #%% WATER BALLOONS TI99%/ 48 ®xs
10 B=jiQ

HOOCALL CLEAR

EOOPRINT "EATER BaALLOOMS

40 FRIMT '

50O PRINT "FRESS (ENTER) T BEGETRM®
A0 IMFLT RE

70 CALL CLEAR

80 FRINT "vOU aRE 0N THE 7TH"

GO OPFRIMTD "FLOOR BALCOMY OF A"

100 FRINT "BUTLDING, BLINDFOLDED, "
110 FRIMT "vOU aRE TRYING TOo°
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VAN
380
389
250
400
410

HEO
T

570

) FRINT

“’FRLN(

dOFRINT

2 PRINT

S0 Ermfe- 1

FRINT
FRINMT
FRIMT
FRIMT
FRINT
FRINT
FRIMNT

"DROF WATER BALLOONS, "
TINTO THE CENTER OF"

ey HOOF oM THE GROUND. "
"TO DO
TYOUR NORTH/ZSOUTH ANDY
"WEST/EART COORDINATES"
[ MWITH YOUR FRIEND 8"
FRIMT "HELF ON THE GROUMD."
REM  #%x RANDOMLY FICE
FRANDOMI ZE

LAa=INT (1O®RMD)Y +1

L= IMT (LOxRRMDY +1
"ERESS (EMTER)
IHFUY R¥

Call, CLEAR

FRIMT
FRIMT
FrrIMT
ERINT
FRIMT
FRINMT
FEM
FRIMT
FRIMT
FRIMNT
FRIMT

TO PLAYY

"mEXTREME SOUTH-"
o O=EXTREME MORTH®
" =E X TREME WEST-"
" O=E L TREME EAST"

o TRIFUT GUESES wEx
PYOL RO HAVE™
THETER Bal LOONS
TWHAT 5 YOUR GUESE"
TURETWEERN L alND 10"
FRIMT "FOR THE MORTH SOUTHY
FRINT "COORDINATE™y

TRPFUT NE
REF  #¥%w
IF MSl AET
IF RS0 SHLN
FRINT "WHST 5
FRIMT “FOR
THFLIT EW
IF Bl
IF e
FoMs
H

.IHFP&M: COORDIMNAT l"‘:)

g g}
o 2

1 OTHEN 410
g 410

CrOTHEDRN
sl THET
El=l 007 Hi" ‘1

s 5

R

EE N W e )

SYOUR FRIEND SAYSE"
FRLMT

IF MERLA THEN 55C
FRUHT "TO0 FAR

IF ONSCLE THEN &
FRIMT "TO0 FAF
[F =l THEM 5% g
CHORTH, SOOTH Ol
IF EWELO THEM &l ELSE 20
FRIMT "TO0 FAR E
L EWSLO THEN
YO0 F AR
LF El=L0 THEN &850
PRINT "EAST/HES]

F" L SE

&40

(IR}l
L.falv.u.

a0 YOU MUST SET"

COORDIMATES

e e

6%
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670 IF B<1 THEN 890 .
679 REM *%% FICE TWO OTHER WAYS TO LOSE #%%
680 X=INT (ZO*RND) +1

670 IF X=7 THEN 790

700 IF X=13 THEN 840

710 PRINT

720 GOTO 270

730 CALL CLEAR

740 FPRINT "GOT IT IN";9-E;"TURN(S) !
750 PRINT

760 FRINT "FRESS (ENTEFR)> TO FLAY."
770 INFUT R

780 GOTO 10

789 REM  ®%% HIT MOM OF COF x%x

790 CALL ClLEAR

8OO FRINT "vYOU HIT yOUR MOM QN™

B10 FRINT "THE SIDEWALE "

820 PRINT "vOU LOSE!"

830 END

840 Call CLEAR

BEO PRINT "vOU HIT THE FOLICEMARN!
860 FRINT "HE CONFISCATES vOUR®

B70 FRINT “"HOOF. yOU LOSE!"

BEO EMND

890 FRIMT - ‘
89% REM  #%x QUT OF BALLOONS-LOSE #%s
FO0 FRINT "vOURE OUT OF WaTER"

210 FRINT "BEALLOONS.  vOU LOSE! "

P20 FRIMT "THE COORDIMATES WERE: ™
PHOPRINT “ROFTH SOUTH=" 3 Lt

P4 PRINT "EAST/WEST="3 L0

FEGEND '

Timex 1000 w/16K RAM Pack and Timex 1500

1 REM *#% WATER BALLOONS TIMEX %%
10 LET B=10
20 CLS
30 PRINT TAR (9)35"WATER BALLOONS"
40 PRINT
50 PRINT TAR (5):;"PRESS (ENTER) TO BEGIN."
"0 INFUT R%
70 CLS .
80 PRINT "YOU ARE ON THE 7TH FLOOR"
90 PRINT "BALCONY OF A BUILDING,"
100 PRINT "BLINDFOLDED. YOU ARE TRYING"
110 PRINT “TO DROF WATER BALLOONS INTO"
120 PRINT "A HOOP ON THE GROUND BELOW."
130 PRINT "TO DO SO YOU MUST SET YOUR"
140 FPRINT "NORTH/SOUTH AND WEST/EAST"
150 PRINT "COORDINATES ACCORDING TO YOUR"
160 PRINT "FRIENDS HELP ON THE GROUND."
169 REM #*#% PICEK COORDINATES #*%%
170 LET A=INT (RND*10)+1
180 LET O=INT (RND#*10)+1
190 PRINT
200 PRINT "PRESS (ENTER) TO CONTINUE."
210 INPUT R% :
220 CLS
230 PRINT "1=EXTREME SOUTH/10=EXTREME NORTH"
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240 PRINT "1=EXTREME WEST/10=EXTREME EAST"

250 PRINT

260 PRINT "YOU NOW HAVE "iB3" WATER BALLOONS."

270 FPRINT "WHAT IS YOUR GUESS, BTWN 1-10"

280 PRINT "FOR THE NORTH/SOUTH COORDINATE®Y"

290 INFUT N '

300 IF N<1 OR N>10 THEN GOTO 260

310 FRINT "WHAT IS YOUR GUESS FOR WEST/EAST?"

I20 INPUT W ‘

330 IF W<l OR W10 THEN GOTO 310

340 IF N=A AND W=0 THEN GOTO 3530

349 REM *#% SCROLL SCREEN %

350 FOR X=1 TO 8

360 SCROLL

370 PRINT

380 NEXT X

F90 CLS

399 REM #%% COMPARE COORDINATES *#%

400 IF N>*A THEN PRINT "TOO FAR NORTH"

410 IF N<A THEN PRINT "TOO FAR SOUTH"

420 IF N=A THEN PRINT "NORTH, SOUTH O.K."

430 IF W0 THEN PRINT "TOO FAR EAST"

440 IF W<0 THEN PRINT "TOO FAR WEST"

450 IF W=0 THEN PRINT "EAST, WEST 0O.K."

460 LET B=B-1

470 IF B«<1 THEN GOTO 800 _ :

479 REM *x% RANDOM PICK OF TWO OTHER WAYS TO LOSE %*%x

480 LET X=INT (RND%*30)+1

490 IF X=7 THEN GOTO &00

500 IF X=13 THEN GOTO 700

510 PRINT

520 60TO 230 .

529 REM *x% WIN **x

530 CLS

540 PRINT "YOU HIT IT IN "§10-B3;" TRIES"

S50 FPRINT

560 PRINT "PRESS (ENTER) TO PLAY AGAIN."

570 INFUT R%

580 RUN

599 REM *%% HIT MOM OR POLICEMAN ***

600 PRINT

610 FRINT "YOU PLASTERED YOUR MOM AS SHE"

620 FRINT "WALKED OUT TO SEE WHAT WAS"

630 PRINT "GOING ON. YOU LOSE."

640 GOTO 850

700 CLS

710 PRINT "YOU HIT THE POLICEMAN ON THE"

720 PRINT "HEAD. - HE CONFISCATES YOUR HOOF"

730 PRINT "AND YOU LOSE THE GAME."

740 GOTO 850

799 REM *%% LOSE ***

800 PRINT

1 810 PRINT "YOU ARE OUT OF WATER BALLOONS."
820 PRINT "YOU LOSE. THE COORDINATES WERE:"
30 PRINT "NORTH/SOUTH="3A :

840 PRINT "EAST/WEST="30

850 REM %*%*% END %*%%

89



10 AWESOME PROGRAMS FROM K-POWER

TRS-80 Color Computer

1 REM »*%x% WATER BALLOONS TRS-8@ COLOR #**#%
1@ B=10

2@ CLS

3@ PRINT "WATER BALLOONS'"

4@ PRINT

5@ PRINT "PRESS (ENTER) TO BEGIN"

6@ GOSUB 11028

7@ CLS

82 PRINT "YOU ARE ON THE 7TH"

9@ PRINT "FLOOR BALCONY OF. A"

102 PRINT “BUILDING, ELINDFOLDED"

11@ PRINT "YOU ARE TRYING TO"

120 PRINT "DROP WATER BALLOONS, "

13@ PRINT "INTO THE CENTER OF"

14@ PRINT "A HOOP ON THE GROUND RELOW. "
15@ PRINT "TO DO SO, YOU MUST SET™

16@ PRINT "YOUR NORTH/SOUTH AND"

117@ PRINT "WEST/EAST COORINATES"

188 PRINT "WITH YOU FRIEND®'S"

19@ PRINT "HELP ON THE GROUND. "

199 REM #*%* RANDOMLY PICK COORDINATES #*#%
20@ LA=RND(1@)

212 LO=RND(1@)

220 PRINT :

23@ PRINT "PRESS (ENTER) TO PLAY"

242 GOSUB 11022

25@ CLS

26@ PRINT

27@ PRINT "i=EXTREME SOUTH-"

28@ PRINT "1@=EXTREME NORTH"

29@ PRINT "1=EXTREME WEST-"

322 PRINT "“1@=EXTREME EARST"

21i@d PRINT

319 REM x*%x MAIN LOOP *%%

322 PRINT "YOU NOW HAVE"B"WATER BALLOONS. "
33@ PRINT "WHAT IS YOUR GUESS®

34@ PRINT "(BETWEEN 1 AND 1@)"“

35@ PRINT "FOR THE NORTH/SOUTH"®

36@ INPUT "COORDINATE"3NS

37@ IF NS(1 DR NS)i@ THEN 340

38@ PRINT "WHRAT'S YOUR GUESS"

39@ INPUT "FOR ERST/WEST";EW

4@ IF EW(1 DR EW)1@ THEN 38@

412 IF NS=LA AND EW=LO THEN 722

419 REM %*#%% SCROLL SCREEN %%

429 PRINT

43@ FOR X=1 TO 24

448 PRINT

453 NEXT X

46@ PRINT "YDUR FRIEND BELOW SAYS®

47@ PRINT _

479 REM #*%%¥ COMPARE COORDINATES #%%

48@ IF NSYLA THEN PRINT "TOO FAR NORTH!'"
49@ IF NS(LA THEN PRINT "“TOO FAR SOUTH!"
S@@ IF NS=LA THEN PRINT "“NORTH/SOUTH 0.K.'"
512 IF EWYLO THEN PRINT “TOO FAR EAST!
S2@ IF EW(LO THEN PRINT "TOO FAR WEST!"
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5380 IF EW=LD THEN PRINT "EAST/WEST O.K.!"
542 B=B-1 .

1 558 IF B(1 THEN 1222 ' .
559 REM *%% RANDOMLY TWO DTHER WAYS TO LOSE ***
56@ X=RND(3@)

57@ IF X=7 THEN 8@

58@ IF X=13 THEN 9022

590 PRINT ’

6@ GOTO 27@ : ‘

699 REM %%% WIN! *%%

728 CLS

7i@ PRINT *YOU HIT IT IN"lﬂ—B"TRIES"

728 PRINT

73@ PRINT "PRESS (ENTER) TO PLAY QGQIN"

740 GOSUB 11020

75@ RUN

799 REM *%*% HIT MOM OR COP *x*

80@ PRINT

8i@ PRINT "YOU HIT YDUR MOM ON®

82@ PRINT "THE SIDEWALK!'"

832 PRINT "YOU LOSE!"

842 END

9@ CLS : ’
9i@ PRINT “YOU HIT A POLICEMAN ON THE HEAD. "
929 PRINT "HE CONFISCATES YOUR. HOOPRP.™

g93@ PRINT "YOU LOSE!'"

34@ END

999 REM **%¥ [OSE **#*

12@@d PRINT

1@1@ PRINT "YOU'RE OUT OF WATER"

102@ PRINT "BALLOONS. YOU LOSE!'"

1238 PRINT " THE COORDINATES WERE:"

1242 PRINT “NORTH/S0UTH="LA

125@ PRINT “ERST/WEST="LO

1262 END

1299 REM *%* WAIT RDUTINE *%%

1122 INPUT R%$

112@ RETURN

TRS-80 Model lll and Model 4 ‘

1 REM *%% WATER BALLOONS TRS-80 MODELS : AND 4 *x%
10 B=10

20 CLS

I0 PRINT TAB(32) "WATER BALLOONS!"

40 PRINT

50 PRINT TAR(28) "FRESS (ENTER) TO BEGIN":

60 GOSUR 1000

70 CLS

80 PRINT "YOUR ARE ON THE 7TH FLOOR EALCONY OF A"
90 FRINT "BUILDING, BLINDFOLDED. YOU ARE TRYING"
100 PRINT "TO DROP WATER BALLOONS INTO A HOOF ON"
110 PRINT "THE GROUND BELOW. TO DO SO, YOU MUST"
120 FPRINT “"SET YOUR NORTH/SOUTH AND WEST/EAST"

130 FRINT "COORDINATES ACCORDING TO YOUR FRIEND®S"
140 PRINT "HELF ON THE GROUND."

149 REM #*#*% RANDOMLY FICE COORDINATES #*%*

150 LA=RND (1)

160 LO=RND(10)

170 FRINT

. N
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1180
190
200
210
220
230
240
250
260
270
280
289
290
Z00
310
F20
330
340
349
350
360
Z70
380
390
400
410
420
429
430
440
4350
440
470
499
S00
S10
520
530
S40
S50
599
600
610
620
&ZE0
640
700
710
720
730
740
799
800
810
820
830
840
830
999

FRINT
FRINT "1=EXTREME SOUTH - 10=EXTREME NORTH"

PRINT "1=EXTREME WEST - 10=EXTREME EAST"
PRINT

D FRINT "YOU NOW HAVE"E"WATER BALLOONS."
FRINT "WHAT*S YOUR GUESS (BETWEEN 1 AND 10)"
INFUT "FOR THE NORTH/SOUTH COORDINATE":NS
IF NS<1 OR NS>10 THEN 230
INFUT "WHAT®S YOUR GUESS FOR WEST/EAST";EW
IF EW<1 OR EW>10 THEN 230
IF NS=LA AND EW=L0 THEN S00
REM ##% SCREEN SCROLL R
FOR X=1 TO 24
PRINT
NEXT X
CLS
FRINT "YOUR FRIEND BELOW SAYS:"
FRINT
REM #*x*% COMFARE COORDINATES %%

IF NS:>LA THEN PRINT "TOO FAR NORTH!'"

IF NS<LA THEN PRINT "TOO FAR SOUTH!'"

IF NS=LA THEN PRINT "NORTH/SOUTH 0.K.'!

IF EWXLO THEN PRINT "TOO FAR EAST!'"

IF EW<LO THEN PRINT "TOO FAR WEST!'"

IF EW=L0O THEN PRINT "EAST/WEST 0.K.'"

B=E-1

IF B<1 THEN 800

REM *%% RANDOMLY TWO OTHER WAYS TO LOSE #*#x%

X=RND (30)

IF X=7 THEN &00

IF X=13 THEN 700

PRINT

G0TO 190

REM *%% WIN! %%

CLS

PRINT "YOU HIT IT IN"10-B"TRIES!"
PRINT

FRINT "PRESS (ENTER) TO PLAY AGAIN"
GOSUE 1000

RUN

REM *#*% HIT MOM OR COF **%

PRINT

PRINT "YOU FLASTERED YOUR MOM AS SHE WALKED"
FRINT "OUT TO SEE WHAT WAS BGOING ON!'"
FRINT "YOU LOSE!'"

END

CLS

FRINT" YOU HIT A POLICEMAN ON THE HEAD."
FRINT "HE CONFISCATES YOUR HOOF"

PRINT "AND YOU LOSE THE GAME!"
END

REM *%¥ [OSE *%%

FRINT

FRINT "YOU"RE OUT OF WATER BALLOONS!'"
PRINT "YOU LOSE. THE COORDINATES WERE:"
FRINT "NORTH/SOUTH="LA

FRINT "EAST/WEST="LO

END

REM *%% WAIT ROUTINE #**#*
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1000 INPUT R$ | | \
1010 RETURN

Vic-20
1 REM *%% WATER BALLOONS VIC-Z@ **x
12 B=1@
22 PRINT CHR%(147)
3@ PRINT "WATER BALLOONS!"
4@ PRINT '
5@ PRINT "PRESS (SHIFT) TO BEGIN"
t@ GOSUB 110@
7@ PRINT CHR$(147)
82 PRINT "YOU ARE ON THE 7TH"
9@ PRINT "FLOOR. BALCONY OF A"
102 PRINT "BUILDING, BLINDFOLDED. "
11@ PRINT "YOU ARE TRYING TO"
122 PRINT "DROP WATER BALLOONS"
{32 PRINT "INTO THE CENTER OF"
143 PRINT "A HOOP ON THE GROUND."
i5@ PRINT "TO DO S0, YOU MUST"
162 PRINT "SET NORTH/SOUTH AND"
172 PRINT "WEST/EAST COORDINATES"
18@ PRINT "WITH YOUR FRIEND®S"
19@ PRINT "HELP ON THE GROUND."
199 REM %% PICK COORDINATES *#*%
2@ LA=INT(RND(1)*i@d)+1 '
zig LD-INT(RND(1>*1®)+1
|e2@ PRINT
232 PRINT “PRESS (SHIFT) TO PLAY"
4@ GOSUB 1l :
258 PRINT CHR$(147)
268 PRINT
7@ PRINT "1=EXTREME SOUTH-"
| e8@ PRINT "1@=EXTREME NORTH"
29@ PRINT "1=EXTREME WEST-"
30@ PRINT "1@=EXTREME EAST"
312 PRINT
Z2@ PRINT "YOU NOW HAVE"B"WATER BALLOONSY
33@ PRINT "WHAT®S YOUR GUESS!Y '
34@ PRINT "(BETWEEN 1 AND i2)"“
35@ PRINT “FOR THE NORTH/SOUTH"
36@ INPUT "COORDINRTE" ;NS
378 IF NS(1 OR NS) 1@ THEN 342
382 PRINT "WHAT'S YOUR GUESS®
392 INPUT “"FOR EAST/WEST";EW
422 IF EW(l OR EW)i@ THEN Z28@
41% IF NS=LA AND EwW=L0 THEN 722
4Ed PRINT
429 REM *%% SCROLL SCREEN *¥¥
430 FOR X=1 TO =24 '
44 PRINT '
£50 NEXT . X
46@ PRINT "YOUR FRIEND BELDW SAYSH
479 PRINT
479 REM *%#* COMPARE CODRDLNQTtS KK
48@ iF NS)LA THEN PRINT "TOO FAR NORTH!"
49@ IF NS(LA THEN PRINT "TOO FAR SOUTH!"
S@@ IF NS=LR THEN PRINT "NORTH, S50UTH O. Ko 1o
51@ IF EWYLO THEN PRINT "TOO FAR EAST!"
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52@ IF EW(LO THEN PRINT "TDO FAR WEST'®"
532 IF EW=LO THEN PRINT "EAST, WEST 0.K.'"
540 B=R-1

SS90 IF B{l THEN. i10@@ ]
539 REM *x% RQNDOMLY PICK 2 OTHER WAYS TO LOSE »*#%
S56@ X=INT(RND(1)*3Q)+1

372 IF X=7 THEN 802

58@ IF X=13 THEN 9022

59@ PRINT

- 6@ GOTO 27a

699 REM %#%x WIN! **x

7a@ PRINT CHR$(147)

71@ PRINT "GOT IT IN"1@-B"TRIES!"

728 PRINT ,

73@ PRINT "PRESS (SHIFT) TO PLAY.

740 GOSUE 11002

750 RUN

799 REM *%% HIT MOM OR POLICEMAN #*#x
82@ PRINT

81@ PRINT "YOU HIT YOUR MOM ON"

8212 PRINT "THE SIDEWALK!'"

83@ PRINT "YOU LOSE!'"

843 END '

92@ PRINT CHR$(147)

91@ PRINT "YOU HIT THE POLICEMAN!'®"

92@ PRINT "HE CONFISCATES YOUR"

93@ PRINT "HOOP. YOU LOSE!'"

948 END

999 REM *%% LOSE *%%

1200 PRINT

121@ PRINT "YOU'RE OUT OF WATER®"

1@2@ PRINT "BALLOONS. YOU LOSE!'™

123@ PRINT "THE COORDINATES WERE:"

1242 PRINT "NORTH/SOUTH="LA

1@a5@ PRINT "ERAST/WEST="L0O

i26@d END '

1293 REM #*x% WAIT ROUTINE **%

1188 WAIT 653,1

1112 WRIT 653,1,1

112@ RETURN
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THE MONSTER IN THE MARS
E MONSTER IN THE H
If you're the type of person who enjoys traipsing through
slushy, fodgy, rocky places, without really getting wet,
then THE MONSTER IN THE MARSH is for you. To win this
game you make your way to the end of the marsh. You do
this by tossing rocks left, right, or straight ahead, to
check if it’'s safe to move. After each time you toss a
rock, you have the choice of moving, or staying where you
are. Watch your step! I+ you move to an unsafe spot,
you'll sink. But everytime you stay whers you are, the
MONSTER OF THE MARSH gaines a step on you. Soonetr, oOr
later, it’'s sink or swim in this marsh! '

)

1 REM *¥** THE MONSTER OF THE MARSH ADAM ¥¥%%
=15
20 m = 15
30 v = 24
40 HOME
50 PRINT TAB(3); "THE MONSTER IN THE MARSH"
60 PRINT
70 PRINT TAB(4): "Press any key to begin."
80 GET n$ _
90 x = INT(RND(1)%*3)+1
99 REM *** main loop ***¥
100 HOME
110 IF r < 1 THEN fl =1
120 PRINT "You are "; s; " step(s) from the"
125 PRINT "marsh's end"
130 PRINT "you have "; r; " rock(s) in"
.135 PRINT "your pocket"
140 PRINT "the monster is "; m; " step(s)"
145 PRINT "behind you." :
150 PRINT
160 PRINT "Your choices are:"
170 PRINT |
180 PRINT "1) Take a step"
190 PRINT "2) Stay where you are"
200 IF f1 = O THEN PRINT "3) Toss a rock"
210 PRINT
220 PRINT "Type a number, then (RETURN)."
230 INPUT "What is your choice: "; ch
240 IF f1 = 1 AND ch > 2 THEN 220

250 IF ch < 1 OR ch > 3 THEN PRINT "Between 1 and 3, please!": GOTO 220

260 0¥ ch GOTO 700, 1000, 300

300 HOME : , _
310 PRINT "Type the number of the"

315 PRINT "direction you want to throw"
320 PRINT "the rock"

330 GOSUB 2000

340 f1 =1

350 HOME

10 AWESOME PROGRAMS FROM K-POWER
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360 IF x <> w THEN PRINT "SPLASH!"

370 IF x = w THEN PRINT "THUD!"

380 r = r-1

390 IF m < 1 THEN 4000

400 PRINT :

410 PRINT "Press any key to continue."

420 GET n$ .

430 GOTO 100

699 REM *** take a step routine ***

700 HOME |

710 PRINT "Press the number of the" _

720 PRINT "direction you want to step in"

730 GOSUB 2000

740 HOME . '

750 IF w <> x THEN PRINT "SPLASH! YOU'RE SINKING!'"

760 z = INT(RND(1)%*3)+1 ' |
770 IF w <> X AND z = 1 THEN m = m-1: PRINT "BUT, you pull yourself
out!" '

780 IF w <> x AND z <> 1 THEN PRINT "YOU LOSE!": END
790 IF w = x THEN s = s-1: PRINT "You stepped safely!"
800 IF m < 1 THEN 4000 B

810 IF s < 1 THEN 4000

820 PRINT ,

830 PRINT "Press any key to continue."

840 f1 =0

850 GET n$

860 GOTO 90

999 REM *** stay where you are ***
1000 m = m-=1 '
1010 IF m < 1 THEN 4000
1020 f1 = 0
1030 GOTO 100
1999 REM *¥** choose direction *¥*
2000 PRINT "then press (RETURN)."
2010 PRINT ' '
2020 PRINT "1) left"
2030 PRINT "2) right"
2040 PRINT "3) straight ahead"
2050 PRINT
2060 INPUT "Which way: "; w

2070 IF w < 1 AND w > 3 THEN PRINT "Between {1 and 3, please!":s GOTO 2060
2080 RETURN ' :
3999 REM *¥* TOSE *¥*

4000 HOME : :

4010 PRINT "The monster eats you and says," -

4020 PRINT "'Could use a bit more salt!'"

4030 PRINT "You lose, for sure.": END

4999 REM * ¥ ¥ WIN * %% )

5000 HOME

5010 FOR t = 1 TO 200

5020 PRINT " YOU MADE IT !!!"
5030 NEXT ¢t ' -
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Apple Il and Apple lle

1 REM *%% THE MONSTER OF THE MARSH AFPLE *%%

10 8 = 15 ‘

20 M = 15

I0 R = 24

40 HOME

50 PRINT TAE( 7)"THE MONSTER IN THE MARSH"

&0  FPRINT

70 FRINT TAB( 8)"FRESS ANY KEY TO BEGIN."

B0 BET N

90 X = INT ¢ RND (1) % 3) + 1

99 REM #*%% MAIN LOOF %**x

100 HOME

110 IF R < 1 THEN FL = 1

120 FRINT "YOU ARE "S" STEF(S) FROM THE MARSH'S END"

130 FPRINT "YOU HAVE "R" ROCK(S) IN YOUR FOCKET"

140 PRINT "THE MONSTER IS "M" STEF(S) EBEHIND YOU"

150 FRINT

160 PRINT "YOUR CHOICES ARE:"

170  PRINT

180 FRINT "1) TAKE A STEF" ,

190 FRINT "2) STAY WHERE YOU ARE"

ZO0 IF FL = O THEN FRINT "3) TOSS A ROCK"

210  PRINT .

220 PRINT “"TYFE A NUMBER, THEN FRESS (RETURN)."

230  INPUT "WHAT IS YOUR CHOICE: “3;CH

240 IF FL = 1 AND CH > 2 THEN 220

250 IF CH < 1 OR CH » I THEN FPRINT "BETWEEN 1 AND Z, FLEASE!": BOTO
220

260 0ON CH GOTO 700,1000,300

I00  HOME

310 PFRINT "TYFE THE NUMBER OF THE DIRECTION"

IR0 PRINT "YDOU WANT TO THROW THE ROCK."

IZO BOSUB 2000

340 FL = 1

IS0 HOME

ILO OIF X o+ 0 » W OTHEN FRINT “"SFLASH!"

70 IF X = W THEN FRINT "THUD!'"

IO R = R - 1 ’

90 IF M < 1 THEN 4000

400 FPRINT _ '

410 FRINT "FPRESE ANY KEY TO CONTINUE."

420  BGET NF-

470 GOTO 100

699 REM %%% TAKE A STEF ROUTINE *%*%

700 HOME :

710 PRINT "FRESS THE NUMEBER OF THE DIRECTION"

720 FRINT "YOU WANT TO STEF IN."

730  BOSUE 2000 :

74  HOME

750 IF W < > X THEN FPRINT "SPLASH! YOU'RE SINKING!"

760 Z = INT ( RND (1) * 3) + 1

770 IF W < > X AND Z = 1 THEN M = M - 1: FRINT "BUT. YOU FULL
YOURSELF OUT!" -

780 IF W < = X AND z < > 1 THEN FRINT "YOU LOSE!": END

790 IF W = X THEN 8§ = § ~ 1: FRINT "YOU STEFFED SAFELY!"

8OO . IF M < 1 THEN 4000 '

810 IF 8 < 1 THEN 5000

97



10 AWESOME PROGRAMS FROM K-POWER

830
840
850
860
999

402

499

IR
10
20
=G
40
=0
&0
70
20
Q0
29
100
114
120
135G
140
L350
L&
170
180
190
200
210
220

s ale b

20

Ao et N

2070

820 PRINT

FRINT “"PRESS ANY KEY TO CONTINUE."
FLL = O :

GET N

GOTO <0

REM x*x STAY WHERE YOU ARE #*#*

1000 M = M - 1

1010 IF M < 1 THEN 4000

1020 FL = 0O

1030 GOTO 100

1999 REM *%% CHOOSE DIRECTION %%
2000 PRINT "THEN PRESS (RETURN)."
2010  PRINT

2020 PRINT "1) LEFT"

2030 PRINT "2) RIGHT"

2040 PRINT "3) STRAIGHT AHEAD"
2050 PRINT

2060 INPUT "WHICH WAY: "“;

IF W< 1 ORW >» 3 THEN FPRINT "BETWEEN 1 AND 3. FLEASE'": GOTO

2060

2080 RETURN

3999 REM *#%% LOSE %*#*%

4000  HOME

4010 FRINT "THE MONSTER EATS YOU AND SAYS, "

O - FRINT "'COULD USE A BIT MORE SALT!'"

4030 FRINT "YOU LOSE., FOR SURE.": END

? REM #%% WIN *%%

Q00 HOME .

3010 FOR T = 1 TO 200

G020 PRINT. YOU MADE IT !!!v
SOZ0 NEXT T '

Atari

EM #xE THE MONSTER IN THE MARSH ATARY w*##
DI RE(L:
S=15: M= 18 R=i24
FRINT CHREO129)
FOSITION 7,0
FRINT "THE MONSTER IN THE MARGH'"
FOSITION 7,73
FRINT "PRESS (RETURMNY. TO BEGIN";
GOSUR 000
E=INT(RND (1) %3+ 1
REM. #%3% MAIN LOOPF =#s%

FRINT OHRE {125

IF Rol THEM Flo=1 :
FRINT "YOUCRE "p8;" STEPE) FROM THE MARSH EDEE"
FRINT "YOU HAVE "sRy" ROCK(8) IN YOUR POCEET®
FRINT "THE MONSTER I8 "sd3" STEPR(S) BEMIND YOU™
FRINT

FRINT "YOUR CHOICES ARE: "

FRINT :

FRINT "1) TAKE A& STEP®

FRINT "2 STAY WHERE YOU ARE"

IF FlL=0 THEN PRINT "3) TOSS A ROCHE"

FRINT

FRINT "ENTER YOUR CHOICE, THEN PRESS (RETURNY "
INFUT CH
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240 IF FL=1 AND CH>2 THEM BOTO 220 :

250 IF CH<1l OR CH>Z THEN FRINT "BETWEEN 1 AND I, PLEASE!":60T0 220
260 ON CH GOTO 700,1000,300 ’
299 REM #x% THROW A ROCE ROUTINE %%

IO0 PRINT CHR#*(125) '

10 PRINT "TYPE THE NUMBER OF THE DIRECTION"

IR0 PRINT "YOU WANT TO TOSS THE ROCE,"

IO BOSUER 2000

I40 Fl= .

I50 PRINT CHR# (125) .

IS0 OIF X2 EW O THEN PRINT “SPLAGH!M

I70 IF X=W THEN FRINT "THUD!'!"

B0 R=R-1

390 IF MOl THEN 4000

400 PRINT )

410 PRINT "PRESS (RETURN) TO CONTINUE, "

20 BOSUEBR Z000

30 60TO 100

&9% REM #%# TARKE A STEP ROUTINE xwex

700 PRINT CHR$ (125) :

710 PRINT "PRESS THE NUMBER OF THE DIRECTIONY

720 PRINT. "YOU WANT TO STEF ING"

7E0 GOSLIE 2000

740 PRINT CHRE (125

750 TF WoxX THEN PRINT “SPLASH!  YOU'RE SINKING!®

76H0O T=INT(RND (1) #3)+1

FPOOIF W EX AND Z=1 THEN M=M-1:PRINT "BUT, YOU FULL YOURSELF QUT!Y
780 IF WorX AND Z<x1 THEN PRINT "YOU LOSE!":END

790 IF W=X THENM S=8-1:FRINT "YOU STEPFED SAFELY!"

860 IF M1l THEN 4000

8210 IF S<41 THEN S5000

20 PRINT

gE0 PRINT U PRESS (RETURN) TO CONTINUE."

8240 Fl=0 ' '

850 GOSUE 2000

840 HBOTO 20

G99 REM =% STAY WHERE YOU ARE s

1000 MeM-1

1010 IF ML THEN 4000

TORG Flas=

10Z0 BOTO 100
1999 REM ww% CHODSE DIRECTION w##

2000 PRINT “THEN PRESS THE (RETURN) KEY,"

2010 PRINT

2020 PRINT “1) LEFTO

2OZ0PRINT “2) RIGHT"

2040 FRINT "3) STRAIGHT AHEAD"

050 PRINT

2040 FRINT "WHICH WAY™"

D065 INFUT W - . |

2070 IF Wol DR WHS THEN PRINT "EETWEEN 1 AND 3 FLEASE!":B0TD 2060
2080 RETURN

2999 REM ssx INFUT ROUTINE %%

INFUT R¥

RETURN

REM ###% LOSE #%%

4000 PRINT CHRE (125)

4010 PRINT "THE MONSTER EATE YOU AND SAYS,"

4020 PRINT "'COULD USE A4 BIT MORE SALT! "

3
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4030 FRINT "YOU LOSE, FOR SURE.":END
4999 REM ##% WIN #xx

G000 PRINT CHRF (125)

G010 FOR T=1 TO 200

G020 FPRINT ¢ YOU MADE IT (!1ivy
SOZI0 NEXT T

Commodore 64

| 1 REM #*%# THE MONSTER IN THE MnRSH E4 *%*

1@ S=15

22 M=15

3@ R=24

42 PRINT CHR%(147)

S@ PRINT TAR(7)"THE MONSTER IN THE MARSH!'"

62 PRINT

7@ PRINT TRAB(8)"PRESS (SHIFT) TO BEGIN."

82 GOSUR 322

9@ X=INT{(RND(1)*3)+1

99 REM #*¥% MAIN LOOP *#%

12@ PRINT CHR$(147)

112 IF R{1 THEN FL=1 .
12@ PRINT "YOU ARE"S"STEP(S) FROM THE MARSH®S END"
132 PRINT "YOU HAVE"R"ROCK(S) IN YOUR POCKET®
142 PRINT "THE MONSTER IS"M"STEP(S) REHIND YOU"
15@ PRINT'

16@ PRINT "YDUR CHOICES ARE:"

17@ PRINT -

18@ PRINT "1) TAKE A STEP"

19@ PRINT "&) STAY WHERE YOU ARE"

2@@ IF FL=0 THEN PRINT "3) TOS8S A ROCK"

218 PRINT

22@ PRINT "TYPE A NUMEBER, THEN PRESS (RETURN).™"
232 INPUT "WHAT IS YOUR CHOICE";CH

24@ IF FL=1 AND CH)& THEN 222

25@ IF CH{1 OR CH)>3 THEN PRINT "BETWEEN 1 AND 3, PLEASE'!'": GOTO 228
260 ON CH GOTO 700, 1022, 200

£99 REM *%% TOSS A ROCK #*#%

30@ PRINT CHR$(147)

31@ PRINT "TYPE THE NUMBER OF THE DIRECTION"
Z2@ PRINT "YOU WANT TO THROW THE ROCK, "

332 GOSUB =22

34@ FL=1

35@ PRINT CHR$(147)

362 IF X<)W THEN PRINT "SPLASH'"

372 IF X=W THEN PRINT "THUD!'"

382 R=R-1

392 IF M{1 THEN Aw@m

4@ PRINT

41 PRINT "PRESS (SHIFT) TO CONTINUE.™"

422 GOSUR 3002

432 GOTO i2@

€99 REM **% TAKE A STEP ROUTINE %%

72@ PRINT CHR$(147)

71@ PRINT "PRESS THE NUMBER OF THE DIRECTION®
722 PRINT "YOU WANT 7O STEP IN,”

732 GOSUR £@2@

740 PRINT CHR%(147) :

75@ IF WX THEN PRINT "SPLASH! YOU'RE SINKING!'®
76@ Z=INT(RND(1)*3)+1 ‘
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77@ IF WO X AND Z=1 THEN M=M-1:PRINT "BUT, YOU PULL YOURSELF OQUT'"
78@ IF WOX AND Z<1 THEN PRINT "YOU LOSE!'":END
798 IF W=X THEN S=5-1:PRINT "YOU STEPPED SAFELY!"
82 IF M{(1 THEN 40222

8i1a IF S{(1 THEN SQ200

822 PRINT

830 PRINT "PRESS (SHIFT) TO CONTINUE."

842 FL=2

a5e GOsSup 3ava

86@ GOTO 9@

999 REM *%% STAY WHERE YOU ARE ***

12902 M=M-1

121@ IF M1 THEN 400@

lo2a FL=0

1230 GOTO 102

1999 REM *%% CHOOSE DIRECTION *%%

‘2022 PRINT "THEN PRESS (RETURN)."

2812 PRINT

2@a2@ PRINT "1) LEFT"®

2@3@ PRINT "2) RIGHTY

2@4@ PRINT "3) STRAIGHT AHEAD"

205@ PRINT

206@ INPUT "WHICH WAY"3W -

2Z@7@ IF W{1 OR W)»3 THEN PRINT “BETWEEN 1 AND 3, PLEASE!":G0T0O Z@e@
@82 RETURN :

2999 REM *%% WAIT ROUTINE **x

3022 WAIT 653, 1

3212 WAIT 653,1,1

322@ RETURN

2999 REM *%% [OSE #*%%*

49038 PRINT CHR$(147) _

421@ PRINT "THE MONSTER EATS YOU AND SAYS, ™
422@ PRINT "*COULD USE A BIT MORE SALT!* "

4@3@ PRINT "YOU LODSE, FOR SURE. ":END

4393 REM #%% WIN *%**

S22 PRINT CHR$(147)

S@aie FOR T=1 TO 2082

Sae@d PRINT ¢ YOU MADE IT 'i! Mg

SQ3d NEXT T i

IBM PC

1 REM ®x% MORSTER I THE MAORSH *ex
10 g=1% '

B0 M=15

IO RmEd

40 LS

S0 FPRINT Tak(9) "THE MOMSTER"

&0 FRINT TaR(S) "IN THE MOARSH!®

S| 7O OFRINT

| 80 FRINT Tak{4) "FRESS ANY EEY TO BEGIN"
GO AE=LRNEEYE

100 IF Ags THEN 90

107 REM <% MAIN LOOF %%s#

110 X=RMD {3

120 CLS :

120 LF R<21 THEM Fl=1

140 PRIMT "vOU ARE"S"STEF (8"

150 BFRINT "FROM THE HMARSH S EMD"
1460 PRINT

101
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170 PRINT "¥YOU HAVE"R"RQCE () "

180 PRINT "IN YOUR POCEET"

190 FPRINT

200 PRINT "THE MONSTER IS"M

210 FRINT "STEF(S) BEHIND YOU"

220 PRINT

230 PRINT "FRESS aNY EEY TO CONTINUE"

240 AF=IMEEY#

290 IF Af="" THERN Z40

260 CLLS

270 FPRINT "YOUFR CHOICES ARE: "

280 FRIMT

290 PRINT "1 TakE & STER®

Z00 PRINT "2 STAaY WHERE yOu ARE"

F210 IF FL=0 THEN FRINT "2 TOS2 a4 ROCE"

HEO FRIMT

FEG FRINT “TYPE A HUMBER" |

40 PRINT "THEN FRESS (ENTER) Y

A280 PRINMT "WHAT IS YOUR CHOICE"M

E6HOQ INFUT (CH i
70 IF FL=1 aND CH=2 THEN ZZE0 '
EGO OIF CH<1 OR CH=Z THEN 260

J290 OM CH GOTO 700, 1000 ;400

EYG REM ®##% THROW & ROCE ##%

400 CLs

410 FRINT "TYyPFE THE MUMBER"

420 FRINT YOF THE DIRECTION"

450 PRINT "YU WanT 1o

440 FRINT "THROW THE ROCE"

450 FRINT

460 GOSLEBR 2000

470 Fl.=

480 CL.S

40 [F R4 W THERN PRINT "SPLasH!Y

SO0 TR =l THEN PFRINT "“THUD!"

510 R=R-1

Ha0 IF ML THER 4000

BEO PRINT

540 FRINT "FRESS ANy FEEY TO CONTINMUE"

EHEHC AFE=INEEY¥ :

560 IF aF="" THEN S5O

570 GOTO 1320

&% REM %% TakE &8 STEPF x&x

TOO LS

710 FRINTD "FRESS THE MUMBER !

FEO PRINMT MOF THE DIRECTIGHT

FERGOPRIMND "5OU WaENT 1O STER IR, "sFRINT

740 GOSUER 2000

7SO0 CLS: Z=RMND (4

Féy IF LEX THER PRIMT "sSPlasH YOURE STRE NG!S . A
780 LF AR =1 THER M=M-1:FPRINT "BUT, yOU PULL vyQURSELFR CidTeee
RO EoaMD Za 1 MHEM PRINT "YOU LOSE!' Yo EMND :
GO TF Wed THEN S=E-1sFRINT “YOU STEFFED SaF ¥
Slo (F Mol THERN S000 o

e LF SOl THEM -S000

HEO PRINT

G40 FlL.=0u

50 FRIMU "FRESS aily BEY  T0O CONT TRIIE™Y

Ba0 GE=THNEE E
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870 IF Af="" THEN 860

880 GOTO 1140

P99 REM #*## STAY WHERE YOU ARE **+
1000 M=M-1

1010 IF Mol THEN 4000

1020 Fl.=0

1020 GOTQ 110

2000 PRIMNT "THEM FPRERSY

2010 FPRINT "THE (ENTER) EEY"
2020 FRINT : '

20QI0 PRINT "1y LEFT®

2040 FPRINT "2y RIGHT®

2080 PRINT "X STRAGIGHT AHEAD"
2060 FRINT .
2070 PRINT "WHICH bAay "3

2080 INFUT W

2090 IF WL QR WEE OTHERN PRINT 1,2, OR 2 PLEASE!":GATO 2070
2100 RETURM

Z999 REM %%+ T0Q BAD! *%*%

4000 CLLS :

4010 FRINT "THE MONSTER EATES YOU AND SaYS,"

4020 FPRINT " COULD USE & BIT MORE SalLLT!"”

4O20 FRINT "YOU LOSE, FOR SURE.":END

4995 REM *¥% yOU MADE 17! ##%

5000 COLS

S010 FOR T=1 TO 200

B[O20 FRIMT ¢ YO MaDE Tt e

SOE0 MEXT T

SO40 END

TI-99/3A

1 REM ##% THE MONSTER IN THE MAREH #%x
10 S=19

20 M
0 R=24

40 CALL CLEAR

50 PRINT TARCY)Y ; "THE MONSTERY

HC FPRINT TAR(7) 3 "IN THE MORSH"
FOOPRINMT :

80 FPRINT "PRESS (ENTER)Y TO BEGIN"
0 IMNFUT RF »

79 REM x#w MAIN LOOF #xx

100 K=INT (Z2RND) +1

P10 oAbl TLEAR

120 IF R<L THEN L3¢ ELSE 140

120 Fl=1 :

P40 FPRINT "YU ARE";S; "STEF(S) "
150 PRINT YFROM THE MARSH'S EDGE"
L&G PRINT ,

170 PRINT "YOU HAVE Ry "ROCE (8"
180 ARINT YIN YOUR FOCEET"

190G PRINT

200 PRINT "THE MOMNSTER IS"iM

210 PRINT "STEF(S) BEHIND vOur
D20 PRINT

2E0 PRINT "YOUR CHOICES ARE: ™

240 FRINT ‘

250 PRINT "i) TAREE A STER"

260 PRINT "2y 8Tay WHERE YOU AREM
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270 IF FL=0 THEN 2BO ELSE 290

280 PRINT "Z) TOSS A ROCE"

290 PRINT

TOO FPRINT "TYFE A NUMBERY

FT1O PRINT "THEN PRESS (ENTER "

I20 PRINT "WHAT IS YOUR CHOICE";
ZEOOINFUT CH A

340 IF Fl=1 THEN 250 ELSE 2460

E50 IF CH=>2 THEN Z00 ELSE 340

60 IF CHY1 THEN 380 ELSE 370

F70 IF CH>Z THEN 3ZB0 ELSE 410

80 PRINT "1,2 OR 3 PLEAGSE'¢

FQ0 PRINT :

400 GBOTO 230

410 ON CH $507T0O 420,880,420

419 REM =% TOSS A ROCE ##%

420 Calll. CLEAR

470 PRINT "TYPRE THE NUMBER®

440G PRINT "0OF THE DIRECTION"

450 FPRINT "YOU WalNT TOv

460 PRINT "TOSS THE ROCE,"

470 PRINT

480 E0SUR 920

490 Fl=1

500 CALL CLEAR

510 TF X4 =W THEN 520 ELSE 530

S20 PRINT "SPLAGH: " ‘

530 IF X=W THEN 540 ELSE 550

D40 PRINT "THUD!® »

D50 Rl

SHOOTF ML THEN 1070

H70 PRINT

G20 PRINT "PRESS (ENTER)"

ERO PRINT "TOQ CONTINUE."™

LHO0 INFPUT R '

&10 BOTO 1i¢

H19 REM %#% TAKE A STEF w#%%

&H20 CALLL CLEAR

HE0 PRINT "PRESS THE NUMBER"

H40 PRINT "OF THE DIRECTION®

H5C PRINT "YOU WANT TO STEPR"

H&ET GOSUBR 920

670 CALL CLEAR

&80 IF WX THEN 490 ELSE 770

HPO Z=INT (EaRNDY+1

700 PRINT "SPLASH YOU'RE SINKING'®
710 IF Z=1 THEN 720 ELSE 740 .
720 PRINT "RUT, YOU PULL YOURSELF QuT!®
7292 REM *x# STAY WHERE Y0OU ARE %*#%
TEQ Meft-1

740 IF Z4xl THENM 7
TS0 OPRINT "YOU L0OS
760 END

T70G IF W=E THEN 780 ELSE BOO
780 PRIMT "YOU STERPFEDRD SAFELY"
TR0 G=Ee1

S0C IF Mol THEN 1070

810 IF 841 THEMN 1130

B20 PRINT

50 ELEE 770
s
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GECG PRINT "PRESS - (ENTERH Y
840 PRINT °TO CONTINUE."
850 INPUT R#

R&HT =0

87¢ BOTO 100

1880 M=M--1

890 IF M1 THEN 1070

QO Flm=

Gi0 GOTE 100

GRO PFRINT "THEN PRESS™

QIC PRINT "THE (ENTER)Y EEY."

G40 PRINT

FEOOPRINT 1) LEFTH

F&HO PRINT "2 RIGHT" .

SEOOPRINT ) STROIGHT AHEAD"

QE0 FPRINT

R0 FRINT "KHICH WAY©Yy

1O TNPUT W

1010 IF Wol THEN 1040 ELSE 1060
i-é,PRINT "LL,2 DRI OPLEASE'M

IF WrE THEN 1040 ELSE 1040

LunU FRINT 1,2 ORrR Z PLEASE!"

TO5C GOTO 1000

JO&EC RETURN

10489 REM %%% YOU LOSE =%

LG70 CALL CLEAGR :

080 BRINT "THE MONSTER EATSY

1090 PRINT "YOLL AND SAaYS,"

11C0 FRINT *'COULD USE & BIT MORE Sal.T ¢

1110 PRINT @YOU LOSE, FIOR SQURE.Y

TIRG OEND

113G PﬂLL CLEAR

1140 FOR Tri T3 Lo

11580 FR NT "Y0U MaARE ITiHHe

P1&C PRINT

1170 NEXT T

1180 END

Timex 1000 w/16K RAM Pack and Timex 1500

1 REM *%%% MONSTER IN THE MARSH TIMEX *%x¥%
10 LET S=15

20 LET M=15
" Z0 LET R=24

40 CLS

50 PRINT TAEB . (4):"THE MONSTER IN THE MARSH"
60 PRINT

70 PRINT TAB (5)3:"PRESS (ENTER) TO BEGIN."
80 INPUT R%$ ‘

90 RAND

100 LET F=0

110 LET C=0

120 LET W=0 :

130 LET X=INT (RND*3)+1

139 REM %*%% MAIN LOOP %%

140 CLS

150 IF R<1 THEN LET F=1

160 PRINT "YOU ARE "3S;" STEP(S) FROM THE"
170 PRINT "END OF THE MARSH. YOU HAVE "iR

’
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180
190
200
210
220
220
240
250
260
270
280
290
200
310
320

-7
DRI

250
260
370
400
410
420
4730
440
4350
460
470
480
490
00
310
520
530
&99
700
710
720
30
740
750
760
770
780
790
800
810
820
30
840
850
860
870
880
890
00
99
1000
1010

F40

PRINT "ROCK(S) IN YOUR POCKET."

PRINT "THE MONSTER IS "3;M;" STEP(S)"
PRINT “BEHIND YOU."

PRINT

FRINT "YOUR CHOICES ARE:"

FRINT

FPRINT "1) TAKE A STEP"

FRINT “2) STAY WHERE YOU ARE"

IF F=0 THEN FRINT "3) TO0OSS A ROCK"
FRINT

FRINT "TYFPE A NUMBER, "

FRINT "THEN FRESS <ENTERX."

PRINT "WHAT IS YOUR CHOICE?"

INFUT C ,

IF F=1 AND C>»2 THEN GOTO 280

IF C<1 OR C»3 THEN PRINT "1,2 OR 3 PLEASE."
IF C<1 OR C>3 THEN GOTO 280 ~

IF C=1 THEN GOTO 700

IF C=2 THEN GOTO 1000

IF C=3 THEN GOTO 400

CLS - i
FRINT "TYPE THE NUMBER OF THE DIRECTION"
FRINT "YOU WANT TO THROW THE ROCK."
GOSUE 2000

LET F=1

CLS

IF X<»W THEN PRINT "“SPLASH"

IF X=W THEN PRINT "THUD"

LET R=R-1 :

IF M<1 THEN GOTO 4000

FRINT '

PRINT "PRESS (ENTER) TO CONTINUE."
INPUT R

GOTO 140

REM *%x% TAKE A STEP *#%

cLs .

PRINT "TYFE THE NUMBER OF THE DIRECTION"
FRINT "YOU WANT TO STEF IN." -
GOSUR 2000

CLS

IF W<»X THEN FRINT "SPLASH"

LET Z=0

LET Z=INT (RND%*3)+1

IF W<>X AND Z=1 THEN LET M=M-1

IF WX AND Z=1 THEN PRINT "BUT YOU FULLED YOURSELF
IF W<xX AND Z<>»1 THEN PRINT "YOU LOSE." -
IF W<xX AND Z<»1 THEN GOTO 5040

IF W=X THEN LET S=S-1 :
IF W=X THEN FRINT "YOU STEPED SAFELY."
IF M<1 THEN GOTO 4000

IF S<1 THEN GOTO S000

FRINT

FRINT "PRESS (ENTER) TO CONTINUE."

LET F=0 '

INFUT R$

GOTO 130

REM #%% THROW A ROCEK *%*

LET M=M-1

IF M<1 THEN GOTO 4000

ouTt. "

106




10 AWESOME PROGRAMS FROM K-POWER

1020 LET F=0

1030 GOTO 140

1999 REM #%#% CHOOSE DIRECTION **%

2000 PRINT "THEN PRESS THE (ENTER) EKEY."
2010 FPRINT ' -

2020 PRINT "1) LEFT"

2030 FRINT "2) RIGHT"

2040 PRINT "32) STRAIGHT"

2050 PRINT ' '

2060 PRINT "WHICH WAY?"

2070 INPUT W A
2080 IF W<l OR W>3 THEN PRINT "1,2 OR 3 PLEASE."
2090 IF W1 OR W>xZ THEN GOTO 2060

2100 RETURN

I999 REM *%% LOSE *¥%

4000 CLS

4010 FRINT "THE MONSTER EATS YOU AND SAYS,"
4020 FRINT. "COULD USE A BIT MORE SALT."
4030 PRINT "YOU LOSE, FOR SURE."

4040 GOTO S040

4999 REM %*%% WIN %*#*x*

S000 CLS
5010 FOR T=1 TO 46 '
5020 PRINT " YOU MADE IT"j

SO30 NEXT T
S5040 REM #%% END %%*%

TRS-80 Color Computer

1 REM ##% THE MONSTER IN THE MARSH TRS-8@ COLOR
12 8=15

20 M=15

32 R=24

4@ CLS

5@ PRINT TAB(39) "THE MONSTER"

&2 PRINT TAE(8) "IN THE MARSH!"®

7@ PRINT

8@ PRINT TAR(4) "PRESS ANY KEY TO BEGIN"
9% A$=INKEY$

123 IF A$="" THEN GOTO 9@
123 REM **x MAIN LOOP *%x
11@ X=RND(3)

iz@ CLS

132 IF R<{1 THeN FiL=i

14@ PRINT "YOU ARE"S"STER(S)"
15@ PRINT "FROM THE MARSH'S END"
162 PRINT

17@ PRINT "YOU HAVE"R"ROCK(S)"
18@ PRINT "IN YOUR PCCHET"

13@ PRINT :

22@ PRINT "THE MONSTER IS"M

21@ PRINT "STEP(S5) BzHIND YOU"
22@ PRINT :

23@ PRINT "PRESS ANY KEY 7O CONTINUE®
247 As=INHKEY%

25@ IF A%="" THEN GOTO =240
262 CLS

27@ PRINT "YOUR CHOICES ARE:"
28@ PRINT .

29@ PRINT "1) TAKE A STEP".

¥*Hx
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300
310
320
330
340
350
360
370
38@
39@
399
420
410
420
430
449
450
460
47@
481
490
SR
S1@
o2
530
940
S50
S6@
| 7@
€99
70
71@
720
| 73@
74Q
75@
76@
78@
798
a2
| 812
aze
asa
842
asa
212V
87a
aae
999
1202
ia1i@
ig2@
la3a
2002
caie
c22
2a3e
204
2050

PRINT "2) STAY WHERE YOU ARE" .
IF FL=@ THEN PRINT "3) TOSS A ROCK"
PRINT '

PRINT "TYPE A NUMBER"

PRINT "THEN PRESS (ENTER)"
PRINT "WHAT IS YOUR CHOICE"j;
INPUT CH v

IF FL=1 AND CH)2 THEN 332

IF CH{1 OR CH)>3 THEN GOTO 6@
ON CH GOTO 700, 1003, 400

REM %% CHUCK THE ROCK #*#*
CLS

PRINT "TYPE THE NUMBER"

PRINT "OF THE DIRECTION"

PRINT "YOU WANT TO"

PRINT "THROW THE ROCK"

PRINT

GOSUB 200@

FL=1

CLS -
IF X<{)W THEN PRINT "SPLASH!"

IF X=W THEN PRINT "THUD"

R=R-1

IF M(1 THEN 4202

PRINT '
PRINT "PRESS ANY KEY TO CONTINUE"
As=INKEY®

IF A$="" THEN S5@

GOTO 12& g

REM #x% TAKE A STEP ROUTINE ##%
CLS

PRINT "PRESS THE NUMBER"

PRINT “OF THE DIRECTION"

PRINT "YOU WANT TO STEP IN, ":PRINT

GOSUE e

CLS:Z=RND(4)

IF WX THEN PRINT "SPLASH YOU'RE SINKING!®
IF WO X AND Z=1 THEN M=M-1:PRINT "BUT, YOU PULL
IF WOX AND Z ¢ i THEN PRINT “"YOU LOSE!":END
IF W=X THEN S=8-1:PRINT "YOU STEPPED SAFELY!'"
IF M(1 THEN 4@@@

IF 8(1 THEN S@a .

PRINT
FL=2 -
PRINT "PRESS ANY KEY TO CONTINUE"
A$=INKEY%
IF As="" THEN 8t
GOTO ii@
REM *%% STAY WHERE YOU ARE *%*
M=M-1
IF M(1 THEN 400@
FL=a - :
GOTO ti@
PRINT "THEN PRESG"
PRINT "THE (ENTER) KEY.*"
PRINT :
PRINT *1) LEFT"
PRINT "2) RIGHT"

PRINT "3) STRAIGHT AHEARD"

YOURSELF

auT!"”
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2060 PRINT
207@ PRINT "WHICH WAY";
2080 INPUT W

2090 IF W(1 OR W»3 THEN PRINT "1,2 OR 3 PLERSE!":GOTO 2@7@

210@ RETURN
3999 REM #*%% SORRY CHARLIE #%%
490@ CLS

421@ PRINT "THE MONSTER EATS YOU AND SAYS, "
402@ PRINT "?'COULD USE A BIT MORE SALT!'"
4@3@ PRINT "YOU LOSE, FOR SURE.":END

4999 REM *%% YOU'RE IN LUCK %*¥%*
5008 CLS

Sei@ FOR T=1 TO 200

502@ PRINT" YOU MADE IT!!! "j
5038 NEXT T

5@4@ END

TRS-80 Model lIl and Model 4

1 REM *%% THE MONSTER IN THE MARSH TRS-80 MODELS 3 AND 4 *¥%

10 5=15

20 M=15

30 .R=24

40 CLS

50 PRINT TAB(32)"THE MONSTER"

60 FRINT TAB(31) "IN THE MARSH!'!"
70 FRINT "

80 PRINT TAB(26)"FRESS ANY KEY TO BEGIN"

0 A$=INKEY$

100 IF A%="" THEN GOTO 90

109 REM *#*% MAIN LOOP %*¥%%

110 X=RND (3)

120 CLS

130 IF R<1 THEN FL=1

140 PRINT "YOU ARE"S"STEP(S)"
150 PRINT "FROM THE MARSH'S END"
160 PRINT )
170 PRINT "YOU HAVE"R"ROCK(S)"
180 PRINT "IN YOUR FOCKET"

190 PRINT

200 PRINT "THE MONSTER IS"M
210 PRINT "STEP(S) BEHIND YOU"
220 PRINT

230 PRINT "PRESS ANY KEY TO CONTINUE"

240 As=INKEY$
250 IF As="" THEN GOTO 240
260 CLS

| 270 PRINT "YOUR CHOICES ARE:DY

280 PRINT
290 PRINT "1) TAKE A STEFRY
I00 PRINT "2) STAY WHERE YOU ARE"

310 IF FL=0 THEN PRINT "3) TOSS A ROCE"

320 PRINT .

330 FRINT "TYPE A NUMBER"

340 PRINT “"THEN PRESS (ENTER)
350 PRINT “WHAT IS YOUR CHOICE"
360 INPUT CH

%70 IF. FL=1 AND CH»2 THEN 330
380 IF CH<1 OR CH>3 THEN 260
390 ON CH GOTO 580,770,400
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400 CLS

410 PRINT "TYPE THE NUMBER"

420 PRINT "OF THE DIRECTION"

470 PRINT "YOU WANT TO"

440 FRINT "THROW THE ROCK"

450 PRINT
4560 GOSUB 810
470 FlL=1
480 CLS

490 IF X<:*W THEN PRINT "SPLASH'"
500 IF X=W THEN PRINT "THUD"
510 R=R-1 ;
8520 IF MI1 THEN 920
330 PRINT
340 FRINT "FPRESS ANY KEY TO CONTINUE"
550 A$=INEEY$
360 IF As="" THEN 550 '
370 GOTO 120 ’
579 REM #%% TAKE A STEP ROUTINE *%%
580 CLS
590 PRINT "PRESS THE NUMEBER"
600 PRINT “"OF THE DIRECTION"
610 FRINT "YOU WANT TO STEF IN,":PRINT
620 GOSUE 810
630 CLS

640 Z=RND (4)
650 IF W< X THEN PRINT "SPLASH YOU'RE SINEING!'"
660 IF W<:=X AND Z=1 THEN M=M-1:PRINT "BUT, YOU PULL YDOURSELF OuT!'"
670 IF W<xX AND Z<>1 THEN PRINT "YOU LOSE'":END
680 IF W=X THEN S=S-1:PRINT “YOU STEFFED SAFELY'"
6920 IF M<1 THEN 920
700 IF S<1 THEN 960
710 PRINT
720 FL=0

Z0 PRINT "PRESS ANY KEY TO CONTINUE®"
740 As=INKEY®$
730 IF A%="" THEN 740
760 GOTO 110

769 REM #%% STAY WHERE YOU ARE *%*

770 M=M—-1

780 IF M<1l THEN 920

790 FL=0

800 GOTO 110 .
810 PRINT "THEN FRESS"
820 PRINT "THE (ENTER) FKEY."

30 PRINT
840 FPRINT "1) LEFT"

830 FRINT "2) RIGHT"

860 PRINT "3Z) STRAIGHT AHEAD"

870 PRINT :

880 PRINT "WHICH WAY"

890 INPUT W

200 IF W<1 OR W>Z THEN FRINT "1,2 OR 3 PLEASE!":GOTO 880
210 -RETURN

919 REM #*%% SORRY CHARLIE *%**

920 CLLS

30 FRINT "THE MONSTER EATS YOU AND SAYS, "
P40 PRINT "7COULD USE A BIT MORE SALT!"
P50 PRINT "YOU LOSE, FOR SURE.":END

110
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9359
Q&0
970
980
990
100

REM *
CLS
FOR T
FRINT
NEXT
O END

VIC-20

*%* YOU’RE IN LUCK *%**
=1 TO 200
" YOU MADE IT!!'! "§

T

1 REM #*%*% THE MONSTER IN THE MARSH VIC-20

id

za

3@

4

S

e

72

aa

9@

29

i10@
iile
120
138
142
15a
168
172
18@
i9a
coa
21@
ocl
a3
24@
25a
260
27
8@
290
3@
3l
e
330
339
4@
358
6@
37@
a8
39
417D
41@
42@
43Q@
443
450
462
472
480

S=15
M=15
R=24
PRINT
PRINT
PRINT
PRINT
PRINT
G0OSUB
REM %%
X=INT
PRINT
IF R¢
PRINT
PRINT
PRINT
BRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
IF FL
PRINT
PRINT
PRINT
INPUT
IF FL
IF CH
ON CH
REM *
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
G05UR
Fi.=1
PRINT
IF X<
IF X=
R=R-1
IF M«
PRINT
PRINT

CHR$(147)
TAB(S) "THE MONSTER"
TAB(4) "IN THE MARSH"

"PRESS (SHIFT) TO BEGIN®
300
* MAIN LOOP %*%%
(RND (1) #3) +1
CHR$(147)
1 THEN FL=1
"YOU ARE"S"STEPRP(S)"
"FROM THE MARSH'S END"

"YOU HAVE"R"ROCK(S)"
"IN YOUR POCKET"

"THE MONSTER IS"M
"STEP(S) BEHIND YOU"

"YOUR CHOICES ARE:"

"1) TAKE A STEP"
"Z) STAY WHERE YOU ARE"
=@ THEN PRINT"3) TOSS A ROCK"

"TYPE A NUMBER"
“THEN PRESS (RETURN)™
“WHAT IS YOUR CHOICE";CH
=i AND CH)Z& THEN Z8@
(1 OR CH)3 THEN PRINT:G0OTO &2
8OTC 70@, 102d, 340
#% TOSS A ROCK ROUTINE #*#x
CHR$ (147)
"TYPE THE NUMBER"
"OF THE DIRECTION"
"yOu WANT TO¢
"TOSS THE ROCK, "

caga

CHR$(147) _

YW THEN PRINT "SPLASH!"
W THEN PRINT "THUD!"

1 THEN 422

"PRESS (SHIFT)"

39 #

"
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49@ PRINT "TO CONTINUE."
500 GOSUE 300@

512 GOTO i1@

699 REM *x% TAKE A STEP ROUTINE #¥%

70@ PRINT CHR$(147) .

71@ PRINT "PRESS THE NUMBER"

72@ PRINT "OF THE DIRECTION"

73@ PRINT “YOU WANT TO STEP IN, "

742 GOSUB 200@

75@ PRINT CHR%(147)

760 IF WO X THEN PRINT "SPLASH YOU®RE SINKING!" |
78@ IF W{()X AND Z=1 THEN M=M-1i:PRINT “EUT, YOU PULL YOURSELF OUT!®
79@ IF WX AND Z O 1 THEN PRINT "YOU LOSE!":END
6@@ IF W=X THEN S=5-1:PRINT "YOU STEPPED SAFELY!'"
81@ IF M{i THEN 4Q0@

82@ IF S(1 THEN S@@@

830 PRINT ‘

842 PRINT "PRESS (SHIFT)"

85@ PRINT “TCG CONTINUE. "

86@ FL=0

87% GOSUE 302

89@ BOTO 1@

995 REM *%% STAY WHERE YOU ARE %

1Q@d M=M-1 _

1010 IF M(1 THEN 400@

1920 FL=@ ‘

1232 GOTO 1@@

1999 REM *%% CHOOSE DIRECTION %%

2@@? PRINT "THEN PRESS”

2@1@ PRINT "THE (RETURN) KEY. ®

2022 PRINT

E@30 PRINT "1) LEFT™

2@4% PRINT "2) RIGHT"

2@5@ PRINT "3) STRAIGHT AHEAD®

2R6W PRINT |

ER7@ INPUT “WHICH WAY"3W

2282 IF W{l OR W)3 THEN PRINT:GOTO =@7¢
2290 Z=INT (RND (1) *4)+1

219¢ RETURN

2999 REM *%%x WAIT ROUTINE ##x

000 WAIT 653, 1

3010 WAIT 653, 1,1

3@2@ RETURN

3999 REM *¥% LOSE #*%%

4@2@ PRINT CHR$(147)

4@12 PRINT “THE MONSTER EATS YOU AND SAYS, "
4223 PRINT "?COULD USE A BIT MORE SALT!®"
4230 PRINT “YOU LOSE, FOR SURE. ":END

4299 REM *%#% WIN *¥%

SP@@ PRINT CHR$(147)

S@19 FOR T=1 TG 20@

SAE@ PRINT " YOU MADE IT 11! *

S@38 NEXT T
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BONUS PROGRAM #8

TEAM BATTING AVERAGE

The TEAM BATTING AVERAGE program can keep track of your
baseball team’'s batting averags. The program will ask {for
gach bteam membar s name, total at bats, walks, and
sacrifices, and total hits. Using these figures, the
computer will display sach team member s batting average,
and the team average. The program also can be used to
follow the averages of your favorite professional players
and teams each day of the season.

ADAM

1 REM *** TEAM BATTING AVERAGE ADAM ***
10 HOME

20 PRINT "TEAM BATTING AVERAGE PROGRAM"

30 PRINT

40 PRINT "Press (RETURN) after each reply."
50 PRINT

60 INPUT "How many players: "; p

79 REM *** dimension arrays *¥¥*

80 DIM p$(p), ab(p), ws(p), h(p)

89 REM *** input variables *¥*¥

90 HOME '
100 PRINT "Please answer the questions."
110 PRINT "Press (RETURN) after each reply."
120 PRINT
130 FOR t =1 TO p
140 PRINT "What is player #"; t; "'s name"
150 INPUT p$(t)
160 PRINT "What were "; p$(t); "'s total at bats"
170 INPUT ab(t)
180 PRINT "How many walks and sacrifices"
190 INPUT ws(t) :
200 PRINT "How many hits"
210 INPUT h(t)

220 IF h(t)+ws(t) > ab(t) THEN PRINT "Number too high": GOTO
230 HOME

240 NEXT t

250 PRINT "AVERAGE", "PLAYER"

260 PRINT

269 REM *¥* figure averages ¥¥¥

270 FOR t =

280 b = h(t)/(ab(t) ws(t))

289 REM *** round off to three digits ***
290 a = INT(b*1000+.5)/100

300 ta = tat+ab(t)
310 th = th+h(t)
320 tw = tw+rws(t)

229 REM *** print averages *¥*
330 PRINT a, p$(t)

340 NEXT t

350 PRINT

360 tv = th/(ta-tw)

160

13
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370 PRINT "TEAM AVERAGE="; INT(tv*1000+.5) /1000
380 PRINT

390 PRINT "Press any key to run again."

400 GET n$

410 RUN

Apple Il and Apple lle
1 REM =*** TEAM EATTING AVERAGE AFFPLE %%

10 HOME
1 20 FRINT "TEAM BATTING AVERAGE FROGRAM"
Z0  PRINT

40  FRINT “"FRESS (RETURN) AFTER EACH REFLY."
30 PRINT

60 INFUT "HOW MANY FLAYERS: ";F

79 REM #%x DIMENSION ARRAYS #**x%

80 DIM F£(F) . AB(F) WS (F) JH(F)

89 REM w#%% INFUT VARIAERLES *x%

20  HOME

100  FRINT "FLEASE ANSWER THE QUESTIONS."

110 FRINT "FRESS (RETURN) AFTER EACH REFLY."
120 PRINT

1720 FOR T =1 TD F

140 FRINT "WHAT IS FLAYER #"T"’'S NAME"

130  INFUT F$(T)

160 FRINT "WHAT WERE "F#(T)"'S TOTAL AT BATS"
170 INPUT AR((T)

180 FRINT "HOW MANY WALKS AND SACRIFICES"
120 INFUT WS(T)

200 PRINT "HOW MANY HITS"

210 INFUT H(T)

230 HOME

240 NEXT T

230 PRINT "AVERAGE" ,"FLAYER"

260 PRINT

269 REM  ##x FIGURE AVERAGES **#

270 FOR T = 1 TO F

28O B = HTY / (ABE(T)Y - WS(T))

289 REM  ##% ROUND OFF T0O THREE DIGITS *%%

290 A = INT (B % 1000 + .5) / 1000
OO TA = TA + AB(T)
210 TH = TH + H(T)

F20 TW = TW + WS(T)

IE?  REM  %x% FRINT AVERAGES *%%

IEO OPRINT APE(T)

240 NEXT T :

50 PRINT

60 TY = TH /7 (TA — TW)

370 FPRINT "TEAM AVERAGE=" INT (TV % 1000 + .5) / 1000
380 FRINT '

90 PRINT "FRESS ANY EEY TO RUN AGAIN."
400 BET NF

410 RUN

Atari ,

LOREM #x% TESM BATTING AVERAGE ATARI #%%
1O FRINT DHEE DS

BOOFRINT "TEAM BATTING AVERAGE FROGRAM"
A0 OFPRTINT ' ‘

220 IF H(T) + WS(T) » AE(T) THEN PRINT "NUMEBER TOO HIGH": GOTO 160
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40 FRINT "FRESS (RETURN) AFTER EACH REPLY.™
50 FRINT

60 FRINT "HOW MANY FLAYERS"
70 INFUT P

79 REM #%% DIMENSTION ARRAYS ##% ;
80 DIM FE(1200) AR WS (P) ,H ) , TEMPE (20) ,RE (1) ,5(400)
89 REM ###% INFUT VARIARLES #%%

90 FRINT CHRF (125)

100 PRINT "FRESS (RETURN) AFTER EACH REFLY"

110 FRINT

120 FOR T=1 7O F

130 ST =LEN(F£)+1

140 FRINT "WHAT & THE NAME OF".

150 FRINT "FLAYER #"37T:

155 PE(S(T)) =TEHMF#

160 IMFUT TEMFE

170 FPE(S(T) ) =TEMPE

180 FRINT

190 PRIMT "WHAT WERE "3 TEMFxp" 8"

200 PRINT "TOTAL AT BATS";

210 INFUT D

220 ARC(T) =D

230 PRINT :

A0 FRINT “HOW MANY WaLkE"

250 FRINT "AND SACKRIFICES";

260 INFUT D o

PTCOOWS(TY=D

REO PRINT S

PHO FRINT YHOW MANY HITS";

OO0 IMPUT D

10 HT)Y=D : :

DOTE WS (T +HOT) =AECTY  THEM PRINT sPRINT "MUMBER TO HIGH":50TO 2320
VIO FRIMT CHRSE (LS -

NEXT T

GOT) =L ENFE) + 1

FRINT "AVERAGE. " . "FPLAYER"

FOOPRIMT

REM #%% FIGURE AVERAGES ®%x

FOR T=1 10 F

B OT) 2 CABOT) ~WRITY )

REM #%x ROUNMD OFF TO THREE DIGITE *#%

B INT CE% L OO0+0, 5 £ 1000

Tes=TA+AR (T :

TH= THA4H (T

Tl TY WS (1)

NEXT T

oOPRINT

TV=TH/ (T TRD ,

FRIMT "TEASM AVERAGEs" s THT (TY#1000+0, 5) /1000
FET T '
FRIMT "PRESS (RETURRN) 10 RUN AGATN"

INFLT R

=20 FLIN

Commodore 64

1 REM *%% TEAM BATTING AVERAGE 64 *%¥*
12 PRINT CHR$(147)

2@ PRINT "TEAM BATTING AVERAGE PROGRAM"
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3@ PRINT

4@ PRINT "PRESS (RETURN) AFTER EACH REPLY."
92 PRINT

6@ PRINT "HOW MANY PLAYERS"j; '

7@ INPUT P

79 REM #%% DIMENSION ARRAYS ##x
80 DIM P$(P),AB(P),WS(P),H(P)
89 REM *** INPUT VARIABLES #x*
98 PRINT CHR$(147)
120 PRINT "PLEASE ANSWER THE QUESTIONS. "

1180 PRINT "PRESS (RETURN) AFTER EACH REPLY."
12@ PRINT

130 FOR T=1 TO P

140 PRINT "WHAT IS PLAYER #"T"'S NAME"

150 INPUT P$(T)

16@ PRINT "WHAT WERE "P$(T)"'S TOTAL AT BATS"

| 17@ INPUT AB(T)

|18@ PRINT "HOW MANY WALKS AND SACRIFICES"

19@ INPUT WS(T)

200 PRINT "HOW MANY HITS"

218 INPUT H(T)

220 IF H(T)+WS(T))AR(T) THEN PRINT"NUMBER TOO HIGH":GOTO 16@
23@ PRINT CHR$(147)

240 NEXT T

25@ PRINT "AVERAGE", "PLAYER"

26@ PRINT

269 REM **% FIGURE AVERAGES #*#x

27@ FOR T=1 TO P

|28@ B=H(T)/ (AB(T)-WS(T))

289 REM #%% ROUND OFF TO THREE DIGITS ##x

290 A=INT (B*1Q02+.5) /1000

320 TA=TA+AB(T)

31@ TH=TH+H(T)

320 TW=TW+WS(T)

329 REM *** PRINT AVERAGES **

33@ PRINT A, P$(T)

348 NEXT T

350 PRINT

36@ TV=TH/ (TA-TW)

372 PRINT "TEAM AVERABE="INT(TV*1202+.5) /100
388 PRINT |

39@ PRINT "PRESS (SHIFT) TO RUN AGAIN. "

399 REM *** WAIT ROUTINE *%x

420 WAIT 653, 1

419 WAIT 653,1,1

42@ RUN

IBM PC

1 REM #*xx TEAM BQTTINB AVERAGE IBM-FC #%%*
10 CLS

20 FRINT "TEAM BATTING AVERAGE FROGRAM"
E@ PRINT

4@ FRINT "FRESS (ENTER) AFTER EACH REFLY."
30 FRINT

68 FRINT "HOW MANY FLAYERS":

7@ INFUT F ‘

79 REM *%% DIMENSION ARRAYS *¥%

8@ DIM FF(F) ,AB(F) ,WS(F) ,H(F)

87 REM #%*¥ INFUT VARIABLES %*%%
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90 CLS

100 PRINT "FRESS (ENTER) AFTER EACH REFPLY."

110 PRINT

120 FOR T=1 TO F

130 FRINT "WHAT IS THE NAME OF"

{140 FRINT "PLAYER #"3:T3

152 INFUT PH(T)

160 PRINT _

170 FRINT "WHAT WERE "3P#(T)3"'8"

180 FRINT "TOTAL AT BATS";

190 INFUT AR(T)

200 FRINT

210 FPRINT "HOW MANY WALES"

220 FRINT "AND SACRIFICES"j

230 INFUT WS(T)

240 FRINT

25@ FRINT "HOW MANY HITS";

260 INFUT H(T) : ‘
278 IF H(T)+WS(T) *AR(T) THEN FPRINT "NUMEER TOO HIGH":GOTO
280 CLS

290 NEXT T

Z00 FRINT "AVERAGE","FLAYERS"

310 PRINT

19 REM *** FIGURE AVERAGES *xx

320 FOR T=1 TO F

IZO B=H(T)/ (ABR(T) -WS(T))

Z40 A=INT (BE*1000+.5) /1000

IS0 TA=TA+AR(T)

T60 TH=TH+H(T)

I70 TW=TW+WS(T)

79 REM *%% FRINT AVERAGES %%%

80 FRINT A.FPH(T)

390 NEXT T :

400 FRINT

418 TV=TH/ (TA-TW)

420 PRINT "TEAM AVERAGE="3: INT(TV*1200+.5) /1000
0 FPRINT

1440 FRINT "PRESS (ENTER) TO RUN AGAIN"

449 REM #*%% WAIT ROUTINE *%**
450 INFUT R#

4468 RUN
TI-99/8A ,_
L FEM  sxx TEAM BaTTING AVERAGE TI99/46 s

16 CALL CLEAR

20 FRINT "TEAM BATTING AVERAGE PROGRAM"

0 FRINT |

4 FRINT "PRESS (ENTER) AFTER , EACH REFLY. "
S0 FRIMT |

&0 FRINT "HOW MRy klnYFb‘":

70 IMFUT F

79 REM %x% DIHENSION ARFAYS *%%

B0 DIM FE (30) JHE CEOY M (RO

g0 CALL CL

150 PRANT "FLEGSE ANSWER THE GUESTIONS. "
110 FRINT | :
120 PRIND "FRESS (ENTER) AFTER EACH REFLY. "

PEG PRIMT , -
139 REM  wxr [FPUT VAR IABLES %

17@
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g

140 FOR T=1 TO F

150 FRINT "WHAT IS NAME OF"

160 FRINT "FLAYER #";T;

170 INFUT F£(T)

180 FRINT

190 FRINT "WHAT WERE “"3FP$(T);" g"

200 FRINT "TOTAL AT BATS";

INFUT AE(T)

FRIMT

FRINT "HOW MANY WALKS"

FRINT "AND SACRIFICES":

INFUT WS (T)

FRINT

FRINT "HOW Maty HITS";

INFUT HOT)

IF HOD+WS () »AE(T) THEN 300 ELSE 330
O FRIMT ' :

FRINT "NUMBER 10 HIGH"

GOTO 220

IZ0 Call CLEAR

240 NEXT T

IS0 CALL CLEAR

IO FRINT "FLAYER", "AVERAGE. "

B7O FRINT

I79 REM  #%% FIGURE AVERAGES *%x

IO FOR T=1 TO &

ERO EmHOT) 7 CRE T —WS (7))

| 399 REM  *%x ROUND OFF TO THREE DIGITS **x
400 A=IMT (Ex 1000+, 5) /1000

410 TA=TATAE (T

40 TH=THHH (1)

4T0 TW=TW+WS (T)

43 REM  ®xx FRINT AUERAGES %%

440 FRINT FE(T),6

450 MEXT T

460 FRIUT

470 TV TH/ (i Th) |
480 FRINT "TEAM AVERAGE="3 INT (TY# 1000+, 5) /1000
490 PRIMNT .
500 FRINT "FRESS (ENTER) TO RUN REVERSE"
S10 INFUT R

520 GOTO 10

Timex 1000 w/16K RAM Pack and Timex 1500

1 REM %*#% TEAM BATTING AVERAGE TIMEX **
10 CLS
20 PRINT "TEAM BATTING AVERAGE FROGRAM"
IO PRINT
40 PRINT "FRESS (ENTER) AFTER EACH REPLY."
S0 PRINT
60 FRINT "HOW MANY FLAYERS?";
70 INFUT P ' ,
79 REM %*%*% DIMENSION ARRAYS #*#*%
80 DIM P$(F,15)
90 DIM B(FP)
100 DIM W(P)
110 DIM HP) ,
119 REM ##%# INPUT VARIABLES **x
120 CLS
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130
140
130
160
170
180
190

200

210
220
230
240
250
260
270
280

| 290

300
Z10
320
II0
340
180
360
370
80
IR0
399
400
410
419
420
4370
440
450
459
460
470
480
490
500
510
520
530
540

PRINT "FLEASE ANSWER THE QUESTIONS."
PRINT "PRESS (ENTER) AFTER EACH REPLY."
PRINT

FOR T=1 TO P

PRINT "WHAT IS THE NAME OF"

PRINT "PLAYER NUMBER "3Ti"?"

INPUT P&(T)

PRINT

PRINT "WHAT WERE THE TOTAL"

FRINT "AT BATS FOR "'P$(T)'"““

INPUT B(T)

PRINT

PRINT "HOW MANY WALKS AND SACRIFICES""
INPUT W(T)

PRINT

FRINT "HOW MANY HITS?"

INPUT H(T)

IF H(T)+W(T) >*B(T) THEN GOTO 240

CLS

NEXT T

PRINT "AVERAGE", "PLAYER"

PRINT

LET @=0

LET Y=0

LET U=0

LET V=0

LET A=0

REM #*%* FIGURE AVERAGES *HR

FOR T=1 TO P

LET G=H(T)/ (B(T)-W(T))

REM #*%% ROUND OFF TO THREE DIGITS -~
LET A=INT (G*1000+.5) /1000

LET @=0+B(T)

LET Y=Y+H(T)

LET U=U+W(T)"

REM *%% PRINT AVERAGES *%#%

FRINT A,P$(T) '

NEXT T

FRINT

LET v=Y/(G-U)

FRINT "TEAM AVERAGE="3§ INT (V*1000+.5) /1000
FRINT

FRINT "FPRESS (ENTER) TO RUN AGAIN."
INFUT C$

RUN

TRS-80 Color Computer
1 REM *%% TEAM BRATTING AVERAGE TRS-COLOR *xx

12 CLS |

2 PRINT “TEAM BATTING AVERAGE PROGRAM™

3@ PRINT

43 PRINT "PRESS (ENTER) AFTER EACH REPLY."
S8 PRINT |

E@ PRINT "HOW MANY PLAYERS";

72
73

INPUT P
REM *%% DIMENSION ARRAYS **+

80 DIM P$(P),AB(P), WS(RP),H(PD

a3

REM %% INPUT VARIABLES %**x

9@ CLS

19
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100
110
12
1312
14@
150
16@

170
180
19@
2o
zi@
220
230
240
25@
2610
z7@
=80
290
200
310
319
320
330
333
340
35@
6@

| 370

379

380

390

4@

41@

420

430

449

449

450

460

1R
1 (‘)
30
40
S50
&0
70
79
80
89
Q0
100
110
120
130

PRINT "PRESS (ENTER) AFTER EACH REPLY. "
PRINT

FOR T=1 TO P

PRINT "WHAT IS THE NAME OF"
PRINT "PLAYER #";T;

INPUT P$(T)

PRINT

PRINT "WHAT WERE ";P$(T);"’g"
PRINT "TOTAL AT BATS";

INPUT AB(T)

PRINT

PRINT "HOW MAONY WALKS"

PRINT "AND SACRIFICES";

INPUT WS(T)

PRINT

PRINT "HOW MANY HITS"j

INPUT H(T) '

IF HITY+WS(T)YAB(T) THEN PRINT "NUMBER TOO HIGH":B0TD

CLS

NEXT T

PRINT "AVERAGE", "PLAYERS"

PRINT

REM *%% FIGURE AVERAGES %%

FOR T =170 P
B=H(T) 7 (AB(T)—-WS(T))

REM *##% ROUND OFF TOQ THREE DIGITS * %%
A=INT (B*1@22+.5) /100@

TR=TA+AB(T)

TH=TH+H(T)

TW=TW+WS(T) _

REM #*%% PRINT AVERAGES %%

PRINT A, P$(T)

NEXT T

PRINT

TV=TH/ (TA-TW)

PRINT "“TEAM AVERAGE="j;INT(TV*10@@+.35)/102@
PRINT

PRINT "PRESS (ENTER) TO RUN AGARIN"
REM #%% WAIT ROUTINE #*%#

INPUT R

RUN

TRS-80 Model Il and Model 4
EM *%x TEAM BATTING AVERAGE TRS-80 MODELS 3

CLS

FRINT "TEAM BATTING AVERAGE PROGRAM"
FRINT ' ' '

FRINT "PRESS (ENTER) AFTER EACH REPLY."
PRINT ’
FRINT "HOW MANY PLAYERS":

INFUT P

REM #%*% DIMENSION ARRAYS %*%#%

DIM F$(P),AB(P) ,WS(P) ,H(F)

REM *%% INPUT VARIABLES #**%

CLS

PRINT "PRESS (ENTER) AFTER EACH REPLY."
PRINT

FOR T=1 TO P

FRINT "WHAT IS THE NAME OF PLAYER #";T;

i7a
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150 INPUT P$(T)
160 PRINT ,
170 PRINT "WHAT WERE "3;P$(T)3"*S TOTAL AT BATS":
190 INFUT AR(T) ~ : ,
200 PRINT - :
210 PRINT "HOW MANY WALKS AND SACRIFICES": .
230 INPUT WS(T) ’
240 PRINT
250 PRINT "HOW MANY HITS";
260 INPUT H(T) o
270 IF H(T)+WS(T)*AB(T) THEN PRINT "“NUMBER TOO HIGH":GOTO 170
280 CLS
290 NEXT T
300 PRINT "AVERAGE", "PLAYER"
310 PRINT
%19 REM #*#% FIGURE AVERAGES *¥%%
320 FOR T=1 TO P
330 B=H(T)/(AB(T)-WS(T)) o
339 REM #%% ROUND OFF TO THREE PLACES #*%¥
340 A=INT (B*1000+.5) /1000 '
350 TA=TA+AR(T)
T60 TH=TH+H(T)
370 TW=TW+WS(T)
379 REM #*%%* PRINT AVERAGES #*%#
380 PRINT A,P$(T) .
390 NEXT T
400 PRINT :
410 TV=TH/ (TA-TW)
20 PRINT "TEAM AVERAGE="j§ INT (TV#1000+.5) /1000
430 PRINT :
440 PRINT "PRESS (ENTER) TO RUN AGAIN":
449 REM *%% WAIT ROUTINE **%
450 INPUT R$
460 RUN

VIC-20 : ‘
i REM *#% TERM BATTING AVB. VIC-Z@ *%x*
1@ PRINT CHR$(147) '

2@ PRINT "TEAM BATTING"

32 PRINT "AVERAGE PROGRAMY

L PRINT

5@ PRINT "PRESS (RETURN) AFTER ERCH REPLY."
6@ PRINT ' ‘
7@ PRINT "HOW MANY PLAYERS";

8@ INPUT P

85 REM #*%% DIMENSION ARRAYS *%*
90 DIM P$S(P),ABR(P) , WS (P, H(M
99 REM #x% INPUT VARIARLES #**%
1@% PRINT CHR$(147)

112 PRINT“PLEASE ANSWER"

128 PRINT“THE QUESTION"

130 PRINT ,

14@ PRINT“PRESS (RETURN) AFTER EACH REPLY."
150 PRINT '

| :e2 FGR T=1 TO P .

172 PRINT"WHAT'S THE NAME OF"
182 PRINT"PLAYER #"T

199 INPUT PH(T)

220 PRINT
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21@ PRINT"WHAT WERE “P$(T)"?g"
22@ PRINT"TOTAL AT BATS"

230 INPUT AB(T) ‘

249 PRINT

258 PRINT "HOW MANY WALKS"

6@ PRINT "AND SACRIFICES"

278 INPUT WS(T)

280 PRINT

299 PRINT "HOW MANY HITS"

32@ INPUT H(T)

310 IF H(T)+WS(T))AR(T) THEN PRINT'NUMEER TOO HIGH":GOTO 21
32@ PRINT CHR$(147)

338 NEXT T

34@ PRINT "AVERAGE  PLAYER"

350 PRINT »

359 REM *%% FIGURE AVERAGES ##%#

36@ FOR T=1 TO P

37@ B=H(T)/(AB(T)-WS(T))

379 REM *%% ROUND OFF TO THREE DIGITS %%
380 A=INT (B*1020+.5) /1020

39@ TA=TA+AB(T)

4@ TH=TH+H(T)

410 TW=TW+WS(T)

413 REm *x% PRINT AVERAGES *#x

420 PRINT A, P$(T)

430 NEXT T

447 PRINT

45@ TV=TH/ (TA-TW)

46@ PRINT "TEAM AVERABGE="INT (TV*120@+.5) /igoa
47 PRINT ,

48¢ PRINT"PRESS (SHIFT) TO"

492 PRINT"TO RUN AGAIN. "

499 REM *%x% WAIT ROUTINE **x

| S22 WAIT 653, 1

510 WAIT 653, 1,1

S20 RUN
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BONUS PROGRAM #9
|THE DRAWING PROGRAM

The sky is the limit when using THE DRAWING FROGRAM.
Drawing on the computer is as easy as pushing the
joystick, or pressing direction keys. On some computers
you can change character, colors, or backgrounds. To make
these choices, press the key printed next to vour choice
on the scresn.  Erase by drawving. in the color of the
backgrouwnd. You’'ll bs surprised at the pictures you can
make, with a little practice and patisnce.

ADAM
1 REM *** DRAWING ADAM *¥**

10 GOTO 3000

99 REM *** joystick routine ¥**¥

100 IF j = O THEN 200

110 xi = 0: yi =0: 1i =0 ,

120 IF PDL(1¥ < 10 THEN 'yi = -1: GOTO 140
130 IF PDL(1) > 245 THEN yi =1 o
140 IF PDL(3) < 10 THEN xi = -1: GOTO 160
150 IF PDL(3) > 245 THEN xi = 1.

160 kol = INT(RND(1)%*50)

170 RETURN

199 REM **¥* read keyboard routlne * %%
200 xi1i = 0: yi =0: 1i = O0: kol =0

| e

210 GET ke$

220 IF ke$ = 1" THEN. kol = 1: RETURN
230 IF ke$ = "2" THEN END

240 IF ke$ =

kt$(1i) THEN yi = yt(1i): xi = xt(1i): RETURN
250 1i = 1i+1: IF 1i < 8 THEN 240 o
260 RETURN

499 REM *** main drawing loop *x%

500 IF ro > 39 THEN ro = O -

510 IF ro < O THEN ro = 39

520 IF co'> 39 THEN co = O~

530 IF co < O THEN co = 39 A _

540 IF kol = 1 THEN COLOR = INT(RND(1)%*15)+1

550 PLOT co, ro : :

560 GOSUB 100

570 ro = ro+yi: co = co+xi

580 GOTO 500
2999 REM *¥%* 1ntroduct10n *¥%¥%
3000 TEXT: HOME

3010 PRINT "Are you using a joystick?"

3020 GET j$& , v

3030 IF j$ = "Y" OR j$ = "y" THEN Jj = 1: HOME: GOTO 3110
3040 j = O :

3050 HOME

3060 PRINT "The direction keys are:"
3070 PRINT

3080 PRINT TAB(2); "u i o"

3090 PRINT TAB(2); : 1
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3100 PRINT TAB(2);
3110 PRINT

3120 PRINT "Press any key to begin."
3130 GET n$

3140 HOME: GR: COLOR = 1

"m , . n

3160 IF j = O THEN PRINT "Press '2'
3169 REM
3170 DIM kt$(7), xt(7), yt(7)
3180 FOR i = O TO 7: READ kt$(i):
3190 FOR i = O TO 7: READ xt(i):
3200 FOR i = O TO 7: READ yt(i):
3210 GOTO 500 - :
5000 pATA ",",".",1,0,i,u,j,m
5010 DATA  0,1,1,1,0,-1,-1,-1
5020 DATA 1,1,0,-1,-1,-1,0,1

Apple Il and Apple lie

1 REM #%% DRAWING
10 6070 2000

9% REM #%% JOVYETICH
100 IF J = O THEN 200

110 XI = 0:YI = OsLl = O

120 IF  FDL (1) < &4 THEN YI = = 1
430 IF FDL (1) » 192 THEN YI = I
140 IF  FDL (0) « &4 THEM XTI = -~ 1
150 IF  FDL (0) = 192 THEN XI = i:
199 REM s#%x% READ KEYBOARD ROUTINE
200 XTI = Ol = 0O:L.] = ©

210 KE = rrcw ( -~ 14324): POKE - 1
220 IF KE.< 128 THEN RETLURN
2EOIF KE = 177 THEN KOL = EOL + 1
240 IF KOL > 15 THEN EOL = O

280 IF CHRE (KE ~ 128) = KT#0LI)
29C LT = LI + 1z IF LI < 8 THEN 280
IO0 RETURN _ '
499 REM  ®#% MAIN DRAWING LODF %%
500 ITF RO x> 39 THEN RO = O

510 IF RO < ¢ THEN RQ = 39

520 IF CO » 3% THEN GO = ©

5300 IF 0D < O THEN GO = 39

540 COLOR= KOL

S50 FLOT 0D, RO

560 GOSUE 100

570 RO = RO 4+ ¥YI:00 = 00+ XI

=S80 SOTO S00

PHYP - REM . #x% [NTRODU
IOOO  TEXT @ HOME

TOLC PRINT " ARE YOU USING A JOVST
IORO GET J#

AFFLE sxx

ROUTINE #%%

DTYON s

IOT0 0 OPRINT

TORO PRINT  TAR( &) "woor o ov

I090  FRINT  TAB( &3 - Lv
HLOO

FRINT TagRo &M, o
110 PRINT :

3150 IF j = O THEN VTAB 22: PRINT "Press '1'

to end"

**¥% initialize variableg ¥*¥¥

NEXT
NEXT
NEXT

: GOTO 140
: BOTO 210
G0TO 210
EEE

LEHB,0

THEN YI = YT(LI

ICK (Y7

GOTO Z1&D

IOIOOIF JF o= U OTHEN J = 1r HOME g
TOAG IF JF = UNY OTHEN J = O
TOSO HOME |
3060 FRINT "THE DIRECTION KEYS ARE:"

to change color"

124




10 AWESOME PROGRAMS FROM K-POWER

3120 PRINT "FRESS ANY FEY TO RBEGIN DRAWING."
3130 BET N# ‘ :
3150 HOME ‘

| 3159 REM #%x INITIALIZE VARIABLES #%x*

3160 DIM KTE(T) XTL7) ,YTL(7)

170 EOL = 1 .

0O TO 7: READ KTE(I): NEXT

3180 FOR I =
3190 FOR I = O TO 7: READ XT(I): NEXT
F200 FOR I = O TO 7: READ YT (IYz NEXT

F219 REM =x#x% SCREEN DISFPLAY ##%

F220 0 GR '

TR0 FOR T = 1 TO 21: PRINT @ NEXT T
F240  PRINT "FRESS "1 TO CHANGE COLORY
F260 BOTO 500

S000  DATA ", v, v L,0,I,U,d,M

5010 DATA  O,1,1,1,0,-1,~1,~1

5020 DATA  1,1,0,-1,-1,~1,0,1

Atari

1 REM #x% DRAWING ATARI #%x

G REM %#% DIMENSION ARRAYS #%%

1¢ DIM REO) GIFCLY T2 208 ,XTE)Y YT (8
20 GOTO Z000 :

@ REM ##% JOYSTICE ROUTINME *%x

100 IF J=0 THEN 210

110 LI=0:YI=0zXI=0

120¢ JYV=8TICE (O

130 IF JIV=JCT) THEN YI=YT LT e XYT=XT D) 0 GOTO 200
164G LI=L1+1

150 IF LIS THEN 1320

199 REM *#% READ KEYRBOARD ROUTINE #%%
200 XI=0:YI=0gLI=0

210 E=PEER (744)

220 IF =255 THEN RETURN

23 2 THEN E170

THEN E0=0

240 18 THEN EQ=pRQ+ 1y IF KOFE _
s X T=XTLTY s RETURM

RF0 IF E=BRLLY THEN YIsYTLI)oX
260 1 L

270
200 RETURN

499 REM wxx MAIN DRAWING LOOF s
G0 IF ROX19 THEN RO=0

510 IF ROCO THEN RO=19

SE0 IF COXES THEN CO=0
530 IF GO0 THEN CO=39
540 COLOR KD
540 FLOT 0O,RO

570 GOSBUE 100

5RO RO=RO+Y I CO=00+X1

S590 POKE 7é&4,:

LOO YIs=CyXI=0r L I=0

A1 GOTO BOG

2999 REM #w%% INTRODUCTION #xs

TOoo FRINT CHR$ (129

ICLO PRINT “PRESS (RETURN)  AFTER YOUR ANSKWER.

ZORO PRINT ‘ :

TOZ0 PRINT "ARE YOU USING A JOYSTICK Y/

IGA0 TNPUT J%

TOSOIF JEstYY OR JE=CYESY THEN J=1:PRINT CHRE (125) :G0TD 5170

ok
v

0@ -

THEN 230
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IOLH0 IF JF="NO" OR JFE="N" THEN J=0
3070 PRINT CHR#$ (125)
I080 FRINT "THE DRAWING EEYS ARE:"
3090 FRINT
100 PRINT © U ¥ o
3110 PRINT * J L
120 PRINT ® Moo,
T130 PRINT
140 PRINT "FPRESS (RETURNY TO BEGIN DRAWING.
LSO OINFUT J% -
160 PRINT CHRF (125
T169 REM ##% INITIALIZE YARIABLES #%x
170 RESTORE
T80 KO=2:00=19:R0O=10
T190 BRAFHICE 3:FOME 7&4, 2055 FOKE 752,28
I199 REM ##% INITIALIZE MOTION ARRAYS s
IR200 FOR I=0 TO 7:READ Q:J(I)=R:NEXT I
E210 OFOR I[=0 TO 7:READ (:B(D)=R:NEXT I
y FOR I=0 TO 7:READ QD XT{(I)=Q:NEXT I
FOR =0 TO 7:READ e YT{I)=0:NEXT L.
REM ##% SCREEN TEXT ##%%
FRINT ¢ FRESS S TD CLEAR SCREENY
AR50 PRINT ¢ FRESS COTD CHANGE COLORSY
IRA0 BOTO SO0 '
5000 DATH 10,14,4,11,7,9,
5010 DATA 11,13%,8,1,0,37,32,]
5020 DATA —1,0,1,-~1,1,~1,0,1
SO0 DATA ~1,-1,-1,0,0,1,1,1

Commodore 64

1 REM #*%x* DRAWING &4 **%

12 GOTO 320

99 REM #*%% JOYSTICK ROUTINE #*#%%

122
ii@
ica
132
142
i5e
1399
ce
c1@

el
(==

£32
24@
25@
6@
=70
28
£3@
S
31@
ace
399
4@
41@
420
43¢
440

IF J=@ THEN c@@
XI=@:YI=0:Li=@
JV=PEEK (56321)
JV=15-(JVAND1S)
IF JV=J8(L1I)
LI=LI+1:IF L

®

I¢ i@d THEN 14@

THEN YI=YT(.I):Xi=XT(LI):60TO

212

L

REM *#% REARD KEYBCARD ROUTINE #*#%x

XI=@:YI=0Q:LI=@

GET KE$

IF KEY$=""THEN RETURN

IF KE$=CHR$ (133) THEN GOSUE 42@
IF KE$=CHR$(134) THEN HKOL=HKOL+1
IF KOL> 15 THEN KOL=2

IF KE$=CHR% (135) THEN BO=BO+!:
IF BOY15 THEN BO=1

IF KE$=CHR%$ (136) THEN BA=BA+1
IF BA)>15 THEN BA=1

IF KE$=KT$(LI) THEN YI=YT(LI):
LI=LI+1:IF LIKB THEN 30@

RETURN

REM *%% CHANGE CHARACTER #%*x
CH=CH+1 _

IF CH=128 THEN CH=27

IF CH=1&1 THEN CH=33
IF CH=32 THEN CH=1i6@
RETURN

I=XT(LI) :RETURN
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499 REM *%% MAIN DRAWING LOOP **%
See IF RO>21 THEN RO=2

S1@ IF RO<(@ THEN RO=21

52@ IF CO»39 THEN CO=@

530 IF CO<2 THEN CO=39

540 POKE 53280, BO:POKE S3281, BQ
So@ POKE CB+CO+40+R0O, KOL

56@ POKE SB+CO+4@%R0O,CH

o786 GOSUE 100 .

580 RO=RO+YI:CO=CO+XI

o990 GOTO See

2999 REM #*#x%x INTRODUCTION %%
3008 PRINT CHR$(147)

3a1@ PRINT " "ARE YOU USING A JOYSTICK (Y/N)?"
3028 GET J$:IF Je=""THEN 3022

3030 IF J$="Y" THEN J=1:PRINT CHR®%(147):6G0T0O 31e@
3043 IF J$="N" THEN J=@

3@85@ PRINT CHR$(147)

3068 PRINT "THE DIRECTION KEYS ARE:"

307@ PRINT |
3082 PRINT TAB(G)"U I Q"
309@ PRINT TAB(E)"J L

310@ PRINT TRB(E)"M , ."

311@ PRINT |

312@ PRINT "PRESS (SHIFT) TO BEGIN DRAWING."

3130 WAIT 653,1 |

314@ WAIT 653, 1,1

315@ PRINT CHR$(147)

3159 REM *%* INITIALIZE VARIABLES *#x

3160 SB=10c4:CE=55296:C0=19:R0=18

317@ BA=12:B0=9:CH=160:POKE 650, 128

318@ FOR I=@ TO 7:READ KT$(I) :NEXT

319@ FOR I=@ TO 7:READ XT(I)sNEXT

320@ FOR I=@ TO 7:READ YT(I) :NEXT

321@ FOR I=@ TO 7:READ JS(I):NEXT

3219 REM #*%% LE SCREEN DISPLAY *#%x

322@ PRINT CHR$(19)CHR$ (144)

323@ FOR T=1 TO 21:PRINT:NEXT T .
324@ PRINT "F1 CHARACTER F3 CHARACTER COLOR"
3258 PRINT "FS BORDER COLOR  F7 BACKGROUND COLOR"
326@ GOTO S0@

S@2@ DATA “,",".",L,0,I,U,J,M
|saie pATA @, 1.1,1. m, 1,-1,~1
5028 DATA 1, 1.0, —1,—1,-1,8,1

S@3@a DATA E‘., 1lZI., 8, 9, 1,944,6

4 owsn DRGMING FROGRAM TEM-FC w5
wase D IMERS LN CODE GRRAYE %

e THERN RETURN

=Gt THEN CLES:E0TO 470

=t 0 CTHEN BOSUE 140

100 TF <1 THEN ¥ IsYT (LT s XI=XT (LI) s RETURN
110 LI=LI+izIF LI<8 THEN 100
0 HrTWFN
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130 REM *%% CHANGE CHARACTER %x%
140 CH=CH+1

150 IF CH:223 THEN CH=149

160 IF CH=171 THEN CH=32

170 IF CH=3Z3 THEN CH=173

180 RETUSN ‘

190 REM #%% MAIN DRAWING LOOF %%
200 IF ROX2E THEN RO=1

210 IF RO<1 THEN RO=27

220 IF 0041 THEN 0CD=79

2TCOIF CO:79 THEN C0=1

240 LOCATE RD,00,0

250 PRINT CHR#E (CH) &

260 BOSLUE 50

ET0 RO=ROAY D CO=C0+X I

280 BOTH 200

2G0 REM s%% INTRODUCTION %%

TGO SOREEN 0,0,0:1WIDTH 80

B0 CLS

ARG FRINT "THE DRAWING EEYS ARE:"
BIOPRINT
340 FRINT TAR(S) ;0 I Qv

HEG fthT TAREY " L
ELOOFRINT Tap®@)s"m oY
ETQORPRINT

RIS ‘HLNF YERESS ”EMTER” TO BEGIM. "

EPC RE=INEEYF: IF RECCHRECLE) THEN 3290
400
4310

19 C0=40: RO=12

420 ®x% INITIALIZE DIRECTION ARRAOYS w%%
AZ0 FOR Is=0 TO 7:READ ETH(I) s NEXT T

40 FOR I=0 TO 7:READ LTI aNEAT T

450 FOR I=0 TO 7:READ YT (I):NEXT I

440 FEM *%¢ SCREEN DISFLAY *HE

470 LOCATE 24,27 . '
ABC FRINT "U"FPRESS C TO CHANGE CHARGCTER":;
490 LOCATE 25,87

SO0 FRINT "PRESS S TO CLEAR SCREEN":

5100 GOTO 200

1000 DATA ", ", ", L, 0,1,4,.0,M

1018 DATH 0,1,1§1,0,w1,w1,~1

20ODETA 1,1, 0,0, -1, ~1,0,1

TI-99/4A

1 REM #*#% DRAWING TI9G/4A %%
10 6G0TH 540

19 REM %#%% JDYETICH ROUTINE %%
20 IF J=0 THEN 140

0 CALL *OVFT<1,M,N;

40 XI=0

B Y =0

&G LI=0

70 IF M=JI(LI)THEN 80 ELSE 120
80 IF N=KI(LI)THEN 90 ELSE 1720
90 XI=XT(LI)

100 YT=XY (1)

110 BOTO 170

120 LI=l_I+1

130 IF LI<B THEN 70
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140 XI=0

150 YI=0

160 LI=0

169 REM #%% READ EEYEBDARD *#%

170 CALL KEY (Z,KE,F) ;

180 IF P=0 THEN 190 ELSE 200

190 IF J=0 THEN 170 '

200 IF K=49 THEN 210 ELSE 250
210 KO=EQ+1

220 IF KO»& THEN 230 ELSE 240
230 KD=1

240 CH=C (1x0)

250 IF K=50 THEN 260 ELSE 290
260 S=5+1

270 IF 8x1é6 THEN 280 ELSE 290
280 S=3 _

290 IF K=51 THEN 990 ELSE 300
FOG OIF M=B(_I)THEN 310 ELSE 240
T10 XI=XTLI)

IR0 YI=XYLID)

AIO RETLURN

240 LI=LI+1 :

IS0 IF J=1 THEN 390

| 360 IF LI<8 THEN 300

I70 Xi=0

IBO YI=O

AP0 RETURN

99 REM ##% SET DIMENSIONS #%#%
400 IF RO>20 THEN 410 ELSE 420
410 RO=1

420 IF RO<C1L THEN 430 ELSE 440

0 RO=20 :

440 IF CO=32 THEN 450 ELSE 440
450 D=1

440 IF 0041 THEN 470 ELSE 480 .
470 C=32 :
480 CALL SCREEN({S)

49C CALL HOHAR (RO, C0,CH, 1)

500 GDSUR 20 '

=510 B=RO+XT

520 CO=00+Y1L

30 GOTO 400

530 REM #%% INTRODUCTION %%

540 CALL CLEAR

550 PRINT "TYPE YOUR ANSKER®

540 FPRINT "THEN PRESS (ENTERY .
570 PRINT

5680 FRINT "ARE YOU USING A JOYSTIOH":
550 INPUT J%

H00 X7 SEEF (JE, 1, L) ="Y" THEN 410 ELSE &H0
HL0 Tl ' :
&20 BOTO 700

L3I0 J=0

s40 CALL CLEAR

50 PRINT "THE DIRECTION HEYS ARE: "
L0 PRINT

L£70 FPRINT TAREYg"U . I 0OY

ARG PRINT TAR(E) " "J L

490 PRINT TAB® g "M, .0

129



10 AWESOME PROGRAMS FROM K-POWER

700 FRINT
710 PRINT "FPRESS (ENTER) TO EEGIN,"
720 INPUT Rf
70 RESTORE
739 REM %%% DEFINE CHARACTERS #%#
740 AF="FFFFFFFFFFFFFFFE"
750 CALL CHAR (96,AF)
760 CALL CHAR (104 ,A%)
770 CALL CHAR (128,A%)
780 CALL CHAR (136 ,A%)
790 CALL CHAR(144,A%)
800 CALL CHAR(152,A%)
810 CALL COLOR(Z,2,2)
820 CAlL COLOR(10,3,T
870 CALL COLOR(1IE,S5,5)
840 CALL COLOR(14,7,7)
850 CALL COLOR(1S,11,:11)
Q&0 CALL COLOR(14,14,16)
870 CO=14
8RB0 RO=10
890 CH=94
P00 G=3 _
Q09 REM ##x LOAD JOYSTICE AND EEYROARD  ARRAYE
10 FOR I=0 T0O 7
QR0 READ XTI
IO READ XY (D)
Q40 READ JI(I)
950 READ KI (I}
D6EC READ E(I)
970 READ £(1)
9R0 NEXT I
PR REM ®*x SCREEN DISELAY xxx
Q90 DALL CLEAR
1000 FRINT "1 TO CHANGE FPAINT COLOR"
1010 PRINT "2 TO CHANGE SCREEN OOLDRY
1020 PRINT "3 TD CLEAR SCREEN™
1030 RO=10
LOA0 CO=14é
LOS0 GOTO 400
1060 DATA ~1,0,0,4,73,0
1070 DATA ~1,1,4,4,79,%4
1080 DATA 0,1,4,0,74,104
1090 DATA 1,1,4,-4,46,128
1100 DATA 1,0,0,~4,44, 1754
1110 DATA 1,-1,-4,~4,77,144
1120 DATA O,~1,~4,0,74, 152
110 DATA —1,~1,-4,4,8%5,0

Timex 1000 and 1500
1 REM *%% DRAWING TIMEX #*%x

10 CLS
20 PRINT "THE DRAWING KEYS ARE:"
30 FRINT

40 FPRINT "S=LEFT &=DOWN 7=UFP 8=RIGHT"
SO PRINT '

60 PRINT "PRESS <ENTER>» TO BEGIN."

70 LET K#=INKEY$

80 IF Ks$="" THEN GOTO 70

7?0 CLS '

N
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99
100
110
120
iz9
130
140
150
199
200
210
220
230
240
250
260
270
280
399
400
410
420
430
499
500
510
520

530

540
S50
S60

REM #*#*x INITIALIZE VARIABLES ##%
LET RO=11

LET CO=15

LET CH=128

REM *%% SCREEN DISPLAY ##%#

PRINT AT 20,33 "PRESS C TO CHANGE CHARACTER"
PRINT AT 21,3;"PRESS S TO CLEAR SCREEN"
60TO 500 : :
REM #%% READ KEYBOARD *%#

LET K$=INKEY%

IF K$="" THEN GOTO 200

IF K$="S" THEN GOTO 90

IF K$="C" THEN GOTO 400

IF K$="S" THEN LET CO=CO-1

IF K$="&" THEN LET RO=RO+1

IF K$="7" THEN LET RO=RO-1

IF K$="8" THEN LET CO=CO+1
RETURN

REM #%#% CHANGE CHARACTER #¥%#

LET CH=CH+1

IF CH=139 THEN LET CH=0

IF CH=1 THEN LET CH=128

RETURN

REM #%% DRAWING LOOP w*x

IF CO>31 THEN LET CO=0

IF CO<0 THEN LET CO=31

IF RD»19 THEN LET RO=0

IF RO<O THEN LET RO=19

PRINT AT RO,CO3CHR$ (CH)

GOSUE 200

60TO S00

TRS-80 Color Computer _

1 REM %*#% DRAWING TRS-8@ COLOR %%
i@ GOTO i@@a

93 REM *%% LE JOYSTICK ROUTINE #*#x

128
11@
2@
13@
14
152
199
2o
21
222
c3a
242
252
26@
27a
z8e
S29a
399
41
411

420

433
S0

H=JOYSTK (@)

V=JOYSTK (1) ,

IF H(15 THEN CO=CO-1:RETURN

IF H)45 THEN CO=CO+1:RETURN

IF V(15 THEN CO=CO-32:RETURN

IF V)45 THEN CO=CO+32:RETURN

REM *%% LE KEYEOARD ROUTINE ##x

LI=0

KE$=INKEY$:IF KE$="" THEN RETURN

IF KE$="C" THEN KO=KO+1

IF KO)8 THEN KO=1

IF KE$="Z" THEN GOSUE 4@@

IF KE$="@" THEN CLS(RND(8)-1):GOTO 1i8@
IF KE$=KT$(LI) THEN CO=CO+YT (LI) :RETURN

LI=LI+1

IF LI<8 THEN 262

GOTC 200

REM *%% CHARACTER CHANGE %*%%
CH=CH+1

IF CHY15 THEN CH=0

RETURN

REM *%% MAIN DRAWING LOOP *x%
IF CO0)Y383 THEN CO=CO-32%13
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S1@ IF CO(@ THEN CO=CO+32%13

520 SC=128+16% (KO-1)+CH

530 PRINT@CO, CHR$ (SC) s

540 ON J GOSUB 100, 202

558 IF J¢1 THEN S8@

568 FOR D=1 TO S@

57@ NEXT D

58@ GOTO S0

999 REM #%% INTRODUCTION ###

1002 CLS :
121@ PRINT "ARE YOU USING A JOYSTICK (Y/N)?"
1820 J$=INKEY$:IF J$="" THEN 1020
1@3@ IF J$="Y" THEN J=1:GOTO 114@
1@4@ IF J$¢ "Y" THEN J=2

1858 CLS ‘

1260 PRINT "THE DIRECTION KEYS ARE:"
1@7@ PRINT

i@8@ PRINT "U I 0"

1293 PRINT "J L

1ié@ PRINT "M , .*“

111@ PRINT

1120 PRINT "PRESS (ENTER) TO BEGIN. "
1132 INPUT R$

1139 REM *#% INITIALIZE VARIABLES %%
1140 CLS(@) -

1150 CO=239:CH=15:K0=3 |
116@ FOR I=0 TO 7:READ KT#(I):NEXT
117@ FOR I=@ TO 7:READ YT(I):NEXT
1179 REM *%% SCREEN DISPLAY #*¥*

1182 PRINT@423, "C=CHANGE COLOR":
119@ PRINT®45S, "Z=CHANGE CHARACTER";
1200 PRINTE@487, "®=CLEAR SCREEN":
1210 GOTO Se@

S@@@ DATA ", ", ".",L,0,I,U,J,M

2012 DATA 32,33,1,-31,-32,-33, -1, 31

TRS-80 Model ill and Model 4

10 GOTO 1000

199 REM #*%*x KEYRBOARD ROUTINE *%*%*
200 LI=0 '
210 KE$=INEEY$: IF EE$="" THEM RETURN
240 IF EE$="Z" THEN GOSUR 400
250 IF KE$="@8" THEN CLS:G0TO 1170
260 IF EE$=ET$(LI) THEN CO=CO+YT(LI):RETURN
270 LI=LI+1
280 IF LI<8 THEN 260
290 RETURN
399 REM *¥% CHARACTER CHANGE #x*#%
400 CH=CH+1
410 IF CH>25% THEN CH=129

Z0 RETURN
499 REM *%x%x MAIN DRAWING LOOF #*%%
300 IF COX8Z2 THEN CO=C0-64%14
310 IF CO<O THEN CO=C0+44%14

5%Z0 FRINTECO,CHRS$ (CH) ;s

540 GOSUR 200

560 FOR D=1 TO S50

370 NEXT D

1 REM *x*% DRAWING TRS-80 MODELS 3 AND 4 CASS. AND MODEL I DISK BASIC **
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380 60OTO S00
999 REM *%% INTRODUCTION **

1000 CLS

1060 PRINT "THE DIRECTION KEYS ARE:"

1070 PRINT » '

1080 FRINT TAB(B):"U I 0"

1090 PRINT TAER(8);:" L

1100 PRINT TAB@) "M , " - .
1110 PRINT

1120 PRINT "PRESS (ENTER) TO BEGIN."j
1130 INPUT R$

1140 CLS

1149 REM *x% INITIALIZE VARIABLES AND ARRAYS #%
1150 FOR I=0 TO 7:READ KT$(I):NEXT I
1160 FOR I=0 TO 7:READ YT(I):NEXT I
1170 CO=478:CH=191 :

1180 PRINTE945, "Z=CHANGE CHARACTER";
1190 PRINT@1000, "@&=CLEAR SCREEN";
1200 POKE 16526, 105

1210 POKE 16527,0

1220 PRINT CHR$(21)

1230 GOTO 500 .

2000 DATA ",",".",L,0,I,U,J,M

2010 DATA 64,65,1,~63,~b64,~65,~1,63

ViC-20

i REM %*%% DRAWING VIC-Z@ %%

190 GOTO 302@ '

99 REM #%% JOYSTICK ROUTINE *%%

122 IF J=@ THEN 2@@

i1@ POKE 37154, 127

120 XT%=PEEX(371i52)AND 128

130 POKE 37154, 855

140 XT%=XT% OR (PEEK(37137)AND1iZ7)
152 XI=SGN(XT%AANDiZ8) -S6N(XT%AND16)
16@ YI=SGN (XT%ANDA) -SGN (XT%AND4)

170 GOTO 2i@ :
199 REM %%x%¥ READ KEYROARD ROUTINE %%
Q@ XI=Q:YI=0:0L1I=0

212 BET KE$

2@ IF KEY$=""THEN RETURN

232 iF KE$=CHR$ (133) THEN GOSUE 42&
24@ IF KE$=CHR%(134) THEN KOL=KOL+1
250 IF KOL)Y8 THEN KOL=a

26@ IF KE$=CHR$(135) THEN BA=ER+16
273 IF BAY 125 THEN BA=13

28@ IF J=1 THEN RETURN

29@ IF KE$=KT$(LI) THEN YI=YT(LI):XI=XT(LI):RETURN
0@ LI=LI+1:IF LI<8 THEN &9@

31@ RETURN /-

399 REM #%% CHANGE CHARACTER ##%

407 CH=CH+1

4i@ IF CH=128 THEN CH=27

423 IF CH=161 THEN CH=33

3% IF CH=32 THEN CH=162

44 RETURN

429 REM *%%x MAIN DRAWING LOOP %%
=@2 IF -ROY 18 THEN RO=2

1@ IF RO(Q THEN RO=18
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2@ IF COYE2 THEN CO=@

53@ IF CO<@ THEN CO=z&

o4@ POKE 36873, BA

55@ POKE CE+CO+22%R0O, KOL

S6@ POKE SB+CO+22%*R0O, CH

S7@ GOSUR 1@

S8@ RO=RO-YI:CO=CO-XI

9@ GOTO Sd

2999 REM *%* INTRODUCTION %%

30@d PRINT CHR$(147)

321@ PRINT "USING A JOYSTICK (Y/N)*"
Q2@ GET Js:IF J4=""THEN @@

3838 IF J$="Y" THEN J=1:PRINT CHR%$(147):G0T0O 3ie6&
2040 IF J$="N" THEN J=a

3@5@ PRINT CHR$(147)

3262 PRINT "THE DIRECTION KEYS ARE"

387@ PRINT
@82 PRINT TAR(BY"U I O"
3@23¢ PRINT TAB(8)"J L

310@ PRINT TAE(8)"M , .*"

311@ PRINT

3122 PRINT "PRESS (SHIFT) TO BEGIN®

3138 WAIT €53, 1

3140 WALIT €53,1,1

3150 PRINT CHR$(147)

3159 REM %% INITIALIZE VARIABLES x*#

3160 SB=768@:CE=3842@:C0=11:R0=1@

317@ BA=Z9:CH=16@:POKE E5@, 128

318@ FOR I=0 TO 7:READ KT$(I) :NEXT

312@ FOR I=@ TO 7:READ XT(I):NEXT

33@@ FOR I=@ TO 7:READ YT(I) :NEXT
2@3 REM #*%% SCREEN DISPLAY *%%

3¢1m PRINT CHR$(144)CHR$ (19)

3220 FOR T=1 TO S2:PRINT:NEXT T

3232 PRINT "F1 CHANGE CHARACTER"

3242 PRINT “F3 CHARACTER COLOR

3250 PRINT "FS BACKGROUND COLOR"

3260 GOTO Soa -

4@ RETURN

sa@@ DATA I,U, J,M, ", ", " ", L,0

S5@1% DATA @,1i,1,1,@,-1,-1,-1

S@Z0 DATA 1,1,@0,-1,-1,-1,2,1
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) 10 AWESOME PROGRAMS FROM K-POWER
BONUS PROGRAM #10 -

MUSIC RECORDER

The MUSIC RECORDER changes your computer into a computer
tape recorder. By pressing the computer keys pictured
under notes on the screen, you make up songs. When you're
ready to record, press the key pictured next to START
RECORDING, entar the notes of the song, then press the key
next to PLAY BACE SONG, to hear the tune. When yvou're
tired of hearing a tune, press the key pictured next to
ERASE SONG MEMORY to get rid of the song. Up to 100 notes
can stored at one time in bthe recorder. I+ fthe number
exceads 100, the note memory is erased and set at one
again. '

Apple Il and Apple lie

1 REM  #%x MUSIC RECORDER AFFPLE #%#
10 BOTO 400 :

19 REM  sxx PLAY NOTE ROUTINE %#%

20 FOEE &,LD(T} : -

30 PORE 7,HDOT)

40 POKE B,F(T)

500 CALL 80U

& IF F 4 1 THEN RETURN

70 IF x99 THEN 400

BO NHCY = T

QU 0= 0o
100 RETURN ‘
199 REM  sxx RECORD NOTE ROUTIRE %%
D2OGOF = O - : )
210 FOR B = L TR D - 4

2RO T = NH(E

PI0 0 BOSUR R0

240 NEXT B _
200 REM - %% READ EEVEOARD ROUTINE #ex
EOD T = 17 : '
10 GET N

RGO OTF ONE = KEECTY OTHEN  GOBUR 20

T - 4 THEN 320
F Mg = UBY OTHEN F o= 1
IF . N#& = "8 THEN 200
IF ME = "X THEN 400

GOTO 300

REM  #xx ERAGE WNOTE ROUTINE %
FOR X = O TD 100

410 MHAXy = O

420 MNEXT
430 C = 1
44C . [(BOTHD Z0O

5G9 REM  s%w INITIALIZE VARIABLES %%
00 HOME 50U = 748

1O X = 17:0 = 1

-4
o*x
4

X4

A20  DIM HD OO LD X F 00
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30 DIM EB£(X) ,NH(105)
640 FOR X 0 T0 17

650 READ F () ,HD(X) ,L.D(X)
460 READ KRE(X)

670 NEXT X
679 REM  #x%
680 FOR CO
6920 FOR RO

SCREEN DISFLAY %%
7 TO 16 STER 2
2 TO 19

700 C1 = 11:302.= 1é: GOSUR 740

710 C1 = 14:C2 = 2F: GOSUE 740

720 1 = 2F:02 = 28: GOSUEB 740

0 Cl = 28:02 = 29: GOSUR 740: GOTO 800
740 FOR CO = C1 TO C2 STER 2

730 FOR RO = 2 TO 17

760
770

HTAR CO: VTAR RO
INVEREE : PRINT ™ "p

780 NORMAL : PRINT ©
790 NEXT RO: NEXT CO: RETURN

800  PRINT : HTAE 11: INVERSE : PRINT SFC( 18)
810 NORMAL : HTAER 11: VTAER 1

820  PRINT "CHDEEFHOHARBCHDHER "

B30  VTAE 15 .

840 PFRINT TAR( 11) "QRWIERSTAYTUISOORL "

850 ERINT _ _

860 PRINT  TAB{ 9)" B TO BESIN RECORDING"
870 PRINT ,

880  PRINT TAE( 9)"'S° TO PLAY BACK SONG®
89¢  FRINT

200 FRINT TAR( 9)" X’ TO ERASE SONG MEMORY"

Q09

41y
L

REM

FOR X

A PR

GOU TO

SOUND ROUTINE

SO+

Y

oy
= gy

QPG READ A
QIO FOKE X,A

Q40 MEXT X

950 GOTO 300

1000 DATA  174,0,238,0,142,0,244,2, 155,0, 252, 4,
1010 DATA  130,1,27,8,127,1,40,5,114,1,55,T, 108, 1
1020 DATA  P4,1,110,7,92,1,130,U,87,1,155,1,81,
LU0 DATA  72,1,229, w,gd 1,282,F,65,2,750,(

104C  DATA  230,7,166,6,1464,8,173,48, 192,234
1050 DATA “'43A-4 1”&,Mn9,:$n 207,208,242

1060 DATA  198,7,208,238,94

Atari

1OREM sEs MUSIC F;uuruL’ ATART #xx

10 BRTO ACC

G9 REM s#xx PLAY NOTE

IF MV ITy=0 THEN
CROLOR tePLOT 7

FROLIT T NE

RO

M. .;\S. JI\{.
100
EAA NN

110

120 IF F=1 THEN D~“ COF L THEN D=0
130 SOUND UaNV(flfl i
140 FOR DUR=1 TO D+S0sNEYT DUR

1350 SOUND O, 0, G D ROLOR O

160 PLOT T, 7

170 IF Fi?l THEN PORE 744, 255 RETURN
180 IF TP THEM 400

190 NHDy=Te O=04+ 1 RETURN

199 REM ### RECORD MOTE ROUTIME #xx
200 F=0

1,4,%,138,1,159,

i R
L1, 7R 6, 10T, 1,90,
1,180,9,77,1,200,0

i
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210
220
230
240
299
I00
210
E20
230
240
250
THO
E70
80
EQ0
400
410
420
4350
440
599
&HOO
£OF
H1o
A20
&HI0
&H40
&S0
H&HO
&7
&79
&80
&0
700
710
TR0
7EG
T40
7S
740
TG
780
70
:L €:3 O

i

-
L)

FOR B=1 TO
T=NH (B)
BOSUE 100
NEXT B

REM #%% READ
T=28

K=FEEK (764)
IF k=255 THEN
IF K=B(T) THE
T=T-1

IF Tr=% THEN
IF K=33 THEN
IF k=23 THEN

IF E=232 THEN

PR

FORE 764,255

-1

KEYBOARD ROUTINE #%#

T A
N BOSUE 100

20
Fe=
200
400
BOTD

Kiuler

FOR X=0 TO 100
NH (X)) =0

NEXT X

C=1

GOTO T00

REM %%% INITIALIZE
KDy O]

REM *%% DIMENSION ARRAYS #%%
DIM NV OO EX) MM (100D

POKE 7532, 2

BRAFHICS 3

FRINT OHRE(125)

FOR X=11 TO 28

READ G NV (X) =5 READ
NEXT X

REM

FOR CO=11
READ RO, ED
COLOR KD
PLOT 00,8
DRAWTO 0O, RO
NEXT 00

VARTARLES %

IREREES SEIN]

3

0

CRAWEERETEYTUIRROP -

PRINT ",
FRINT "SFACE BAR TO BEGIN. RECORDING"
PRINT "PRESS SONG"

ZT0 FLAaYBACE

PO 7T
FRINT S8 X TO ERADBE SONG MEMORYY;

SBOTO Z00
OoDaTa 181,

Ej

TLA,ED, 108, 44, 102,24 ,94,42,91,40,85,29,81,4

Commodore 64

1R
i@z
i9
Z@
3@
4@
o2
=17
72
aa

EM *%% MUSIC RECORDER &4 *¥%
GOTO el

REM #%*% PLAY NOTE ROUTINE %**%
POKE CB+T+3+4@%1,1

POKE S0OU+Z4, i35

POKE S0U+5S, 64

POKE S0U+E, 64

POKE S0U+4, 33

POKE S0U+1,HF(T)

POKE 80U, LF(T)

CODATO ThE, 27, G, S A4, 11, A0, LT, 57,48, 55,8, 50, 50,47, 10,45, 14
- g o . = P P - -~
G oDATA 17,1 JAT B AT, B, 1T, 1, 17,5, 15, 3,17,1,15,2,17,3,15,2,17,1
g gL e ) ey e . - [P, g e ey
B0 DATS LY oy Lhg oo 7 3 1 5 15 g oy i7 4 A 4 17 4 1
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92 FOR DUR=1 TO 75
102 NEXT DUR o
110 POKE CB+T+9+40#%1, @
120 IF F{ 1 THEN RETURN
130 POKE S+24,0
142 POKE SOU, @
15@ POKE SOU+1,@ ,
16@ IF C>99 THEN 40@
17@ NH(C)=T
182 C=C+1
19@ RETURN
199 REM #*%% RECORD NOTE ROUTINE %#x*
£QQ F=0
21@ FOR B=1 TO C-1
£2@ T=NH(RB)
230 GOSUB 2@
240 NEXT B
299 REM #*%% READ KEYBDQRD ROUTINE #%%
300 T=19:POKE S+24,2:POKE SOU, @:POKE SOU+1,@
310 BET N$:IF N$=""THEN 300
320 IF N$=KB$(T) THEN GOSUR 2@
332 T=T-1
342 IF T>1 THEN 32@ _
35@ IF N$=CHR$(133) THEN F=1
36@ IF N$=CHR$(134) THEN Z@@
372 IF N$=CHR$(135) THEN 40@
38@ IF N$=CHR$(136) THEN S2@
390 GOTO 3002
399 REM #*%% ERASE NOTE ROUTINE #*¥%
420 FDR X=0 TO 1@ .
410 NH(X)=@
2@ NEXT X
430 C=1
44Q GOTO 3mm
499 REM #*%% CHANGE SCREEN COLOR *#%
S@@ S=S5+1
51@ IF S=19 THEN S=&
52@ POKE SC,SC(S)
S3@ POKE BC, BC(S)
‘542 GOTO 320
599 REM *%% INITIALIZE VARIABLES ###*
6@R CE=S55296:SBE=1024:50U=54278
61@ X=82:C=1:5=2:5C=53281:BC=5320@
619 REM *%*% DIMINSION ARRAYS #%**
62@ DIM HF (X),LF (X),C(X),Y(X),8C(X)
€32 DIM KB$(X) BC(X),NH(*@Q)
639 REM **% SCREEN DISPLAY *#%
€4@ PRINT CHR$(147) ,
| 65@ POKE SC, 1&:POKE BC, 11
660 FOR X=2 TO .19
672 READ HF (X),LF(X),C{X), Y(X)
682 READ KBS (X) SC(X).BC(X)
692 NEXT X
722 FOR CO=2 TO 19
71@ FOR RO=3 TO Y(CO)+1
720 POKE CE+CO+9+4@%R0, C(CO)
730 POKE SE+CO+9+4@%R0O, 16@
740 NEXT RO
75@ NEXT CO
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800 PRINT CHR$ (19)CHR$ (144)

81@ PRINT

820 PRINT TQB(11)"C#D#EF#G#Q#BC#D#EF"

830 FOR X=1 TO 12

84@ PRINT

850 NEXT X

86@ PRINTTAE(11)"W3E4RTEY7UBI0DRAP+@*"

87@ PRINT

88@ PRINT

89@ PRINTTAB(9)"F1 TO BEGIN RECORDING"

992 PRINT

91@ PRINTTAB(9)"F3 TO PLAY BACK SONG"

92@ PRINT

93@ PRINTTAB(9) "FS TO ERASE SONG MEMORY"

942 PRINT

950 PRINTTAB(9)"F7 TO CHANGE SCREEN COLORS"

962 GOTO 302

ip@@ DATA 16,195,1,13,W,15,13,17,195,0, 11, 3,9, 11
101@ DATA 18,209, 8, 13,E, 11, 12,19,239,0, 11,4, 11,13
102@ DATA 21,31,8,13,R,10,15,22,96,5,13,T,11,15
1@3@ DATA 23,181,@,11,6,9,11, 25, 30,6,13,Y, 15,9
1042 DATA 26, 156,@,11,7,9, 14,28, 49,4, 13,U, 14,11
1050 DATA 29,223, @, 11,8, 12, 15, 31, 165, 3, 13, 1, 12, 1@
1060 DATA 33, 135.1,13,0,9, 13, 35, 134, 2, 11,2, 1@, 12
1270 DATA 37, 162, 8, 13, P 12, 14, 39, 223, @, 11, +, 11, 15
108@ DATA 4Z, 62,2, 13, 8, 9, 15, 44, 193, 5, 13, *, t4, 11

IBM PC

1 REM s FAUSTO RECORDER IBM-FL 2%
100 FEY DFF

A0 GOTO SO0

99 REM #xs FLAY MOTE ROUTINE %%
100 ITF MY =0 THERN 00

(110 LOCATE 4, T FRINT OHRE ) g

120 FOR DELAY=1 TO 1osMNEXT DELAY
130 SOUNMD MY OT) 5

140 LOCHTE 4,7
150 FRINT CHRES (32 g

1460 IF < THEM FRETURR

170 IF x99 THEN 400

179 REM sxx RECPRD MNOTE *%x

180 NH D) =T '

190 C=04+1 o RETURM

HO0 Fesid ‘

2o PO Bl TO 21

SR T=MH (B

FEO GOSUR 100

240 NEXT B

P REM w4 KEAD FEYBROARD FROUTIME =%
A VAl .
Mg [HMEEY®e IF Mg="" THER 200

TF ReE=ERE CT) THEM GOSURE 100

Te o]

TFOTHERG THERM E2o

TF MEg=CHRE | THEM F=1l

TF ME=2Y THER @000

vOIF MEs=T AT THER 4006

HO FOT 00

FEM #es ERASE NOTES ROUTINE ###
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400 FOR X=0 TO 100

410 NH(X)=0

420 MEXT X

470 C=1

440 GOTO OO

599 REM %% INITIALIZE VARIABLES #%x
00 X=49:C=1: SCREEM 0,0,0:WIDTH 80

610 DIM NV (X) ,KEF(X) ,NH (100
620 CILS
629 REM %%% LOAD MOTE AND KEYEOARD ARRAYS

630 FOR X=31 TO 48
1640 READ NV (X) ,EKEE(X)

650 MEXT X

659 REM %%#% SCREEN DISFLAY %%

660 FOR CO=31 TO 48

670 READ v, CH

680 FOR RO=5 T0 %

&90 LOCATE RO,CO,0

700 FRIMT CHRE (CH) ;

710 MEXT RO

700 MEXT GO

7EO LOCATE 5,7

FAO PRINT "CHDHEF $GHARBCHDRER

7E0 LOCATE 19,31

THO PRIMT "ORWIERST&Y FULISOORL "

770 LOCATE 21,06 :

780 FRINT “"SFACE BaR TO BEGIN RECORD
790 LOCATE 23,24
8OO FRINT "FRESS 7 TO FLAYERACK SONGY;

810 LOCATE 25, 2& :

820 FRIMT "FRESE X T0 ERASE SONG MEMORY";

A0 GOTO o

1000 DATA 6%, 0,277, 2,294,W,311,3,330,E, 349 , K

1010 DATA 7nq.q;qhq.,414,0q44w*x,1gb 7,499,U,50%, 1
LOZO DATA 554,99, 587, 0,659,0, 4659 ,F, 698, [

1030 DATA 11.[*7 14,919 ,1/,1?5,“4,M17ﬂ1? 178,17, 176
1040 DaTH 14,31@51?,178,145219,17,1?6g14,¢1? 17,178
105G DATA 1?g1?5914ﬂ21?,1?,1?3514g31@a1?41?e717,1?a

TI-99/3A

LOEEM  sx% MUSIC RECORDER 1199744 %%
7 REM %% DIMEMSION NO(E ARRAYS s
LO DIM HO10D) (B C26) V26 (R C2a) ,CHOL75)
B0 GOTE 250

27 REM  sEx Flay NOTE ROUTINE sx
BOOLE W OTy =0 THEM 180

40 Call HOHAR (5, T, 88)

5O CALL SOUND (100,V (T) ,0)

60 CALL HOHAR (5, T,33)

69 REM #%% RECORD NOTE #%%

70 1IF Foxl THEN 80 ELSE %0

80 RETURN

90 [F Cx99 THEN 300

100 HC) =T

110 Cm+]

120 RETURN

130 Fa=0

140 FOR B=1 TO (-1

150 T=H(E)
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1460
170
180
189
190
200
210
220
230
240
230
260

270
280
250
299
J00
310
320
J30
240
249
250
360
70
A0
290
400
410

420

R0

29
440
450
460
478
4810
490
500
510
=y
=E0
G539
540
e twis]
S560
S0
HE0
S0
&
&1l0
G0
&0
G
G0
&80
&H20
G0

L0

FRIMT

GOSUE 30

NEXT E

T=R5 o

REM #*%¥ READ KEYBOARD %#%
CALL KEY (ZF,K,F)

IF F=0 THEN 190 ,

IF E=0(T)THEN 220 ELSE 230
GOSUE =0

T=T~1 :

IF T=6 THEN 200

IF k=32 THEN 260 ELSE 270
F=1

IF KE=8% THEN 130

IF K=68 THEN 300

GOTO 180

REM  *%% ERASE NOTES *%%
FOR x=0 T 100

H(X) =0

NEXT X

=1

GOTO 180

REM #xx DEFINE CHARACTERS ###%
AF="FFFFFFFFFFFFFFFF"

CaLl. CLEAR
BE="2424FF2424FF 2424"

1=E6

=1 ,

CalL CHAR (B8, /)

CALL CHAaR G35, 0%)

FOR X=8 TOQ 25 , -
REM %% LDAD ARRAYS *#%
READ WX ,0(X) ,UH (XY JRX)
Call. CHAR (CH R ,@$)

NEXT X '

Okl CHAR (96, BE)

Call. CHAR (42, 0%)

FOl x=8 T0 16

READ F,E.

CALL COLOR(X,F,R)

NEXT ¥

Call COLORCL, 3,50

REM  ®¥% SCREEN DISPLAY #%%
Call. GLEAR ~
FRINT TAE (o) 3 "CHDHEF HEHOBBCHDHEF "
FOR 2=1 T{ 13

PRI

NEXT x _
FRINT TaR(&)  "ORUIERST&Y 7ULS00F 1"
FRINT ' :

FRINT
FRIMT
FEINT " PRESS 8 TO FLAY BACE SONG"
FRONT ~ -

ERIMT " FRESS D 10 ERASE SONG"

FOR X=8 10 &5 ,

Gkl VOHAR (4, X, CHOXY (ROX))

MEXT x

FRESS SFACEBAR TO RECORD"
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700 GOTQ 180 o

710 DATA 262,81,104,11,277,50,97,9,294,87, 112,11

720 DATA 311,51,97,9,330,69, 120,11

730 DATA 349, BL,1“8 11,,/nq,uq.?,9.392,84,13&,11

740 DATA 415,54,97,9,440,89,144,11,464,55,97,9

750 DATA 494,md514L,11,523,?3,104,11,554,37,97,@

760 DATA 987,79,11%,11,6%%,48,97,9,65%9,80, 120,11

770 DATA 698,47, 128,11

780 DATA 16,16,2,1,5,5.7,7,8,8,11,11,14,14,15,15,10, 10

TRS-80 Color Computer

1 REM #%% MUSIC RECDRDER TRS—-82 COLOR #%%
10 GOTO &62@

99 REM %% PLAY NOTE ROUTINE #*%#%
10@ IF NV(T)=@ THEN 300

11@ PRINT @T,CHR$(143+16);

120 SOUND NV(T), 3

130 PRINT @ T,CHR$(143);

14@ PRINT @ T,CVs(T);

1S58 IF F{1 THEN RETURN

160 IF C)>99 THEN 400

17@ NH(C)=T

182 C=C+1

19@ RETURN

199 REM #%% RECORD NOTE ROUTINE #*%*
200 F=0

£1@ FOR B=1 TOD C-1

220 T=NH(R)

230 GOSUB 100

24@ NEXT B

299 REM #%# READ KEYBOARD RUUTINE P~
300 T=24

31@ N$=INKEY$:IF N$=""THEN 30@@

320 IF N$=KB$(T) THEN GOSUB 100
338 T=T-1

34@ IF T)S THEN 320

35@ IF N$=CHR$(32) THEN F=1

36@ IF N$="Z" THEN 200

37@ IF N$="X" THEN 4@@ -

380 GOTO 300

399 REM #*%% ERASE NOTE ROUTINE #*#%
492 FOR X=@ TO 100

41@ NH(X)=@

420 NEXT X

432 C=1

44@ GOTO 30@

599 REM #*x% INITIALIZE VARIABLES %%
600 X=25:C=1 ,

609 REM *#%x DIMENSION ARRAYS *%#% -
61@ DIM CV#(X),KB$(X),NH(12@),NV(X)
e2@ CLS

632 FOR X=7 TO 24

64@ READ NV(X),CV$(X),KB$ (X)

65@ NEXT X

699 REM #*x%% SCREEN DISPLAY #**%

702 FOR CO=7 TO 24

71@ PRINT @CO,CvVs$(CO);

72@ PRINT @CO+224,KB%(CO);

730 NEXT CO
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742 READ X,Y, KO

75@ IF KO=@ THEN A=128

768 IF KO @ THEN A=143

770 IF X=-1 THEN 820

780 FOR RO=X TO Y STEP 32

79@ PRINT@RO, CHR$ (A+K0O) 3

820 NEXT RO

810 GOTO 740

82@ PRINT@321, "SPACE BAR TO BEGIN RECORDING"-
830 PRINT®385,"PRESS Z TO PLAYBACK SONG";
842 PRINT@449, "PRESS X TO ERASE SONG MEMORY";
850 GOTO 300 ,

1022 DATA 89,C,0,99,#,2, 108,D, W, 117, #, 3,125.E,E
i@1® DATA 133,F,R, 140, #%,5,147,6, T, 153, #,6, 159,A, Y
1922 DATA 165,%,7,17@,B,U,176,C, 1, 180,#,9
1@3@ DATA 185,D,0, 189, #,@, 193,E, P, 197,F, @
124@ .DATA 39, 199, 16, 4@, 168,08, 41,201, 32 °

1058 DATA 42,170, 0, 43, 203, 48, 44, 204, 64

126@ DATA 45,173, 0, 46, 206, 80, 47,175, 0

1270 DATA 48, 2@8, 96, 49, 177, 0,550,210, 112

1280 DATA 51,211, 16,58, 180, @, 53, 213, 32

1092 DATA 54, 182, @, 55, 215, 48, 56,216, 64

1100 DATA —1,—1,~1,~1,-1, 1

VIC-20

1 REM #*%% MUSIC RECORDER VIC-Z@ **x
12 G070 &@@

93 REM *#% PLAY NOTE ROUTINE #%* '
10@0 PCKE CB+T+22#@, 1

119 POKE V, 15:POKE S3,NV(T)

128@ FOR DUR=1 TO 1@@:NEXT DUR

132 POKE CBR+T+22%2,0

15@ IF F{ 1 THEN RETURN

i6@ IF )99 THEN 40@

172 NH(C)=T

182 C=C+1

19@ RETURN ‘ :

199 REM *#% RECORD ‘NOTE ROUTINE %%
208 F=@

1@ FOR B=1 TO C-1

282 T=NH(R)

32 GOSUE 122

240 NEXT B

299 REM *%% READ KEYRBOARD ROUTINE %*%#
300 T=19:POKE 83, 0@

312 GET N$:IF N$=""THEN 3020

320 IF N&=KB$(T) THEN GOSUB 100
L2300 T=T-1

340 IF T)1 THEN 320

35@ IF N$=CHR$(133) THEN F=1

360 IF N$=CHR$(134) THEN 200 .

37@ IF N$=CHR$(135) THEN 40@

'38@ IF N$=CHR$(136) THEN Se@

390 GOTO 3@@ ,

399 REM =%% ERASE NOTE ROUTINE *H*
490 FOR X=0 TO 1@@

41@ NH(X)=@

420 NEXT X

430 C=
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440
499
Sea
S91@
aS2e
S3e
599
600
612
620
630
639
6402
65@
66Q
670
c8a
69a
70@
718
72
730
74Q
75@
7660
772
782
730
ana
81@
822
83a
842
85a
860
a7a
aaa
=)= 1]
20vd
1@
i2ia
laza
ieza
1242
iRsa
1262
1@7@a
iv8a

GOTO

300 -

REM #*#* CHANGE SCREEN COLOR %%

S5=5+1

IF S=19 THEN S=2

POKE
GOTO

SC, SC(S)
300

REM *#% INITIALIZE VARIABLES R

CB=3842@:5SB=7680:53=36876
=36878:85C=36879:X=22:C=1:5=2

DIM NV(X),BC(X),Y(X),8C(X)

DIM CV(X), KB (X),NH(12@),NC(X)

REM *%%* SCREEN DISPLAY #*%*

PRINT CHR$(147)

POKE
FOR X=
READ
READ
NEXT
FOR C
FOR R
POKE
POKE
POKE
POKE
POHE
PGKE
NEXT
NEXT
PRINT
FOR X=
PRINT:
PRINT

PRINT:

PRINT

PRINT:

PRINT

PRINT:

PRINT

GOTO
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

SC, 190

=2 .TO 19 , '
NC(X) , NV (X)), BC(X), Y(X)
CV{X), KB (X), SC(X) '

X
O=2 TO 19
0=1 TO Y(CO)+1
CB+CO+22%*R0O, BC (CO)
SB+CO+22*R0O, 160
CE+CO+22%9, @
SE+CO+22%3, CV(CO)

CB+CO+22#0. @
SE+CO+22%@, NC (CO)

RO
Cco
CHRS(I?)CHR$(144)

1 70 11
NEXT o

"F1 TO BEGIN RECORDING"

PRINT

"F3 TO PLAY BACK"

PRINT

"FS TO ERASE MEMORY"

PRINT

"F7 TO CHANGE COLORS"
3@ :

3,195, 1, 6,23, W, 159, 35, 199,0, 5, 51, 3, 173
4,201,7,6,5,E, 174, 35, 203, B, 5, 5, 4, 175
5, 207, 2,6, 18, R, 188, 6, 218, 5, &, 2@, T, 189
35,212, @, S, 54,6, 192, 7, 215, 6, 6, 25, Y, 203
35,217,@,5,55, 7, 204, 1,219, 4, 6, 21, U, 205
35,:.::..1 @,4,56 B.L_].B,A_,L.L.J,égs 9 I.z2i3
3, 885 1,6 1\Jq 0. ;.:.JZI., dh.h, 1_1_7 'Zl, Ty 48 '2', 233
4,328, 7.6, 16, P, 234, 35, 229, .5, 43, +, 235

5;231,8,6,@, 8, 252, 6,232, 5, 6, 42, *, 250

S
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