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Cnte nts

SIX SIMPLE TIPS FOR PROGRAMMERS

7
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 Iil & 4, and VIC-20.
25
POISON IVY
Can you get out of a “prickly” situationbefomthc?ousonlvy you?
For ADAM, Apple, Atari, Commodore 64, IBM PC, TI-99/4A, TRS-80 Color Computer and Models lll & 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 lll & 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 ll & 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 Il & 4, and VIC-20.

79
WATER BALLOONS
Cool off with this wet 'n wild aiming game.

For ADAM, Apple, Atari, Commodore 64, IBM PC, T1-99/4A, Timex, TRS-80 Color Computer and Models Iil & 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 lli & 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 computer.
For ADAM, Apple, Atari, Commodore 64, IBM PC, TI-99/4A, TRS-80 Color Computer and Models Ill & 4, and VIC-20.

Because of the sound and graphics requirements of some of the programs and the limitations of some computers, not all programs are

transiated for all machines.







Int roduction

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.

3.

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.

60

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.

COPYRIGHT © 1984 BY SCHOLASTIC INC,
ALL RIGHTS RESERVED







10 AWESOME PROGRAMS FROM K-POWER

BONUS PROGRAM #1
AMAZIN’

AMAZIN 1is what you’'ll the first time vouw make it
through this twistin® maze. The clock fTells yvou your
sCore btime, S0 You can
WCOE, WAE” out for
vour Lo

AR oL ﬁrﬁrﬁ with thse best
collide with a wall,
of

L owhich one

i most r‘-ﬂnpu.'
contral, e !:'):. o control. Seal
L nning the game. T4 the
bl e t. inn keyvs down on s 0f
wsing them. Fushing dlr-—'r‘l ion kevs
me WH&YU it owant bo ogo, prontod

wiond have the choloe

N
eyl oag
pare
Wwill get

Apple Il and Apple lle

1 REM %% AMAZIN AFFLE *%*

10 GOTO 2000
% REM #%x JOYSTICKE ROUTINE #%x

100 IF  PFDL (1) < &4 THEN YI = - 1: RETURN
110 IF  PDL (1) » 192 THEN YI = 1: RETURN
120 IF O FDI. (Q) < &4 THEN XI = 1: RETURN
120 IF  PDL (0) > 192 THEN XI i RETURN
160G XTI = 0:¥Y1 = G RETURN

199 REM  *#%% READ EEYEOARD ROUTINE *%%
ROO XIT = QYD o= O:lI = O :
KE = FEEE ( ~ 143B4): FOEE - 14368,0
IF KE 128 THFN 2E0

IF  CHR$% (KE -~ 128) = KT#LI) THEN ¥I = YT(LI}:XI
LI = LI + 1: IF LT < 4 THEN 220

RETURN

REM %% MAIN LOOF-DRASW FLAYER CHARACTER #%*
XTI = 0¥l = Ozl] =
CO = F:RO = OslL = O
T = O

IF YI = O AND XI = O THEN 550

COLDOR= O FLOT CO - XI.RO -~ YI

COLOR= 14: FLOT CO.ROD

IF L= 1 THEN 2000

DN J GOSUE 100,200

S80 RO = RO + YI:0O = CO + XI
SeG IF CO » 39 THEN 1000

A00  TF RO < O THEN RO = O
LGRO O IF BCRN( COLRDY = 15 THEN L = 1
HZ0 TT = TI + 1
&HA0 GOTO 530
Y REM %% SUCCESSFULLY COMPLETE MAZE ##%
100G TEXT @ HOME :sWH = TI

1n1n FOR T = 1 T 100

1 PRINT "YOU MADE IT! "

-

XT(LI): RETURM

1080 1 f NI 1 s THEN LS = WM
107G HOME
1Ol PRIMT Tapd!d 11)Y"YOUR SCORE IS: "WH
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109G PRINT
1100 PRINT TAE( 10} "THE LOW SCORE IS: "LS
1110 PFRINT
1120 GOTO 2030
1999 REM #%# RUN INTO WALL *#*x
2000 TEXT : HOME
2010 PRINT TAE( &)"YOU RAN INTO A WALL!'"
2020 PRINT
2030 PRINT TAEB( &)"FRESS ANY KEY TO FLAY ABAIN"
2040 IF  FPEEE ( ~ 1&6348) » 127 THEN 2040
2050 GET DUM#F
2060 RESTORE
2070 GOTO 3120
2999 REM *%*#% INTRODUCTION #*#*
OO0 HOME
IO10  PRINT ARE YOU USING A JOYSTICK (Y/N)?"
TOIC OIF JF = “Y" THEN J = 1: GOTO 3120
FO4G IF JE < » oYM THEN J = 2
IOS50  HOME
TO60  PRINT "THE DIRECTION KEYS ARE:
ZO70  PRINT
IOBO  PRINT "“Is=UF M=DOWN J=LEFT L=RIGHT"
I09C  FRINT
3100 FRINT "FPLEASE FRESS ANY EEY TO BESIN."
3110 GET N#
F11S DIM KTH(E) XT(3) . ¥YT(®
119 REM %% INITIALIZE VARIARLES #*xx
T1IZ20 BR 1 FPOEE -~ 146302,0: CALL - 1998:L8 = 400
T1IIC COLOR= 15
I13F REM  #*%% DRAW MAZE w#*x
T140 FOR RO = 1 TO 47
150 READ X1.X2.Y
F160 HLIN X1,X2 AT Y
T170  NEXT RO
=180 FOR CO = 1 TO 45
190 READ Y1,YZ.X
T200 VLIN Y1.Y2 AT X
I210 NEXT CO
”220 FOR IN = 1 TO 44
IZEO OKOL =  INT ( RND (1) * 15) + 1: IF KOL = 15 THEN 3230
3240 COLOR= KOL
IRS50 READ X.Y
I260 PLOT X,Y
ZR70 NEXT IN
ARV REM  ##% INITIALIZE DIRECTION VARIABLES %%
ERGO OFOR I = O TO 3: READ KT$(I): NEXT
FOR I = O TO 3: READ XT(Iy: NEXT
FOR I = O TD =: READ YT(I): NEXT
. BOTO 500 '
5000 DATA 5,3%9,0,35.39,1.,.359.39,2,9,10,%,35,39,3

SOT0  DATA  2%,05,20,39,39, 20,209,359, 21,27 , 39, 22,5, 9, 25
5040 DATA  27.39,53,25,30,24
SOSCG DATA  0,7,27,9,11,27,19.°

B L IOLES, 0,7, 26,9, 11,56
2, 28,34,36,28,34,54, 29

S060 DATA  4,11,70,17,34,32,17,34,33,4,6,34,8,10,34

BO70 0 DATA 37 ,39,56,4.6,40,8,27,40,4, 5‘41 8.:7 AL, 53,36, 41

5080 DATA : #6,-ﬂ 4,27,44,0,39,47

5090 DATA L A7,0,0,7,1,15,19,4,35,39,4,0,2,5,15,19.5

5010 DATA 30,:3aJ,u,1¢,8,3,u.;.::.rw 9,3%5,39,10,9,13,11,30,
5020 DATA 4,11.1%,4,11,16,4,11.18,4,11,19,13,16,19,23,25,19
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5100 DATA 35,39,4,35,39,8,11,19,9,0,2,10,11,19,10

S110 DATA 35,39,10, 11,::,11,:4 27,11,19,39,1%,27,33,14

5120 DATA 4,10,15,4,10,16,16,19,16,14,16, 17.~?,_1 17,12,14,18,20,23,18

5130 DATA 0,12,19,19,21,19,17, 19,:0.1q,17,h1 V37,2 ,:,3.::

5140 DATA &,15,22,26,27,24,36,39,24,16, 18,_4,26,h7,_q

5150 DATA 0,16,26,34,37,27,26,27,29,5, 17,30, 26,27 , 20

5160 DATA 34,44,30,76,40,33,30,%1,34,11,19,35,11,19,36

5170 DATA 11,47,39 '

5180 DATA &,1,7,1.8,1,9,1,6,2,7,2,8,2,9,2

5190  DATA .,,11,?8 11,_7 12,38,12,37,13,%8,13,37,14,38,14,37,15, 38,
15,3 ,1!,%B,16,_7,17,28,17,37,18,58,18,_/,19,g8,19

5200 DATA 6,17,7,17,8,17,5,35,5,%6,5,%7,5,38,5,39,9,35,9,36,9,37,9,39

5210 DATA 26,26,27,26, “8,26,26 27,27,27,28,27

5220 DATA  1,J,L,M,0,-1,1,0, 11,0,0.1

Atari

1 REM %#®% AMAZIN' ATART %%

10 [BOTO FO00 ’

QP REM #=x JOVSTICH ROUTINE xx%
10C JV=STIOKE (O)

110 IF Jv=14 THEN XI=G
IF JIY=17 THEMN X1
IF ToTHEN XI=
IF THEMN X1
XL ¥ =G

RETLRN

M ww% REZAD EEYEDARD ROUTING *%%

1 RETURN

TURM

2r RETLIRN
= TURN

FOR D=1 T0 19
NEXT D

F k=285 THEN
YE .

T LIRN
E T LR
LIFeN
LIFN

AYER QHARADTER ®x%

... [ Rt
{ 1 5 i hadl

?
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720 6B0OTA 540
P99 REM #xx SUCCESSFULLY COMPLETE MAZE #xx*
1000 BRAFPHICS O

1010 FOR T=1i TO 100

1020 PRINT "YOU MADE IT! "

1OZ0O NEXT T

104G PRINT CHR$ 125

1050 FPRINT "YOUR S
1060 [F TICLS THEN L.8=T
1070
1080 1JNT
1090 PRINT
11006 aTn 2
1999 REM %x%% hUU INTO WAL #%#

2000 BRAFHICS O

S010 PRINMT “YOU RAN INTDO & Wolp '

2020 PRINT

DOEC PRINT "FRESS (RETURNY TO PLAY &BATIN. T
2040 [igs _JE' 4()\1()

.
J;(_J._L_,l._;

DED

GING A JOVOTICRE Y/ Yy

CHFE
T HE

o TNIT

R ST,

PRy

FLOT
DRAWTO
_1](") )
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S0Z0 DATA I7,3,37,10,30, 3,58
N
5040 DATA ”0,7,ﬂn 192,24 ,7,37,7,24 7,;4 11

C') e \._ Yoo 4 3 177 " ) - Lo )
10, 8, 30, B 5,,,,,,14,,,,, Ly 14,12,9,17,9,18,9,18,9,19,8,19,9, 27,

LGS 10, S, 14,5, 14,5, 0,5, 25, 5,7 . 6.8,4,0

D00 DATA TR2,9,38,9,1,10 10,182,104, 10, 28,10,20,10
!

3 7"‘1 g = ‘l
Jn/n DATA 19,11 "922711$2:515,27,11534711?34 11534,13712712915712

"‘.,.,'_'._.,,14,‘—,3_(43:._/{ x)‘-_l“/lgir_:l
i, 1S, A, L&, 27,14, 14,35, 14

Commodore 64

1 REM »%% AMAZIN® &4 *¥*

12 GOTO Zve@ad

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

108 JVY=PEEK (S&3z1)

1i@d JV=15-(JVAND1D)

120 IF JV=1 THEN XI=@:YI=—1:RETURN

130 IF JV=2 THEN XI=@:YI=1:RETURN

140 IF JV=4 THEN XI=—-i:YI=@:RETURN

15 IF JV=8 THEN XI=1:YI=Q:RETURN

i6d XI=0:YI=Q:RETURN

199 REM #*** READ HKEYROARD RDUTINE *¥x

cQd XI=@:¥YI=Q:LI=0

o1& GET HKE$:IF KE$=""THEN RETURN

22@ IF KE$S=KT$(LI)THEN YI=YT(LI) :XI=XT(LI):RETURN
238 Li=LI+1:IF LI{4 THEN 2z@

c4@ RETURN

499 REM *x*% MAIN LOOP-DRAW PLAYER CHARACTER #*xx*
508 Hi=3:Hz=@

510 CO=3:R0=Q:L=@&

o2 TIs="Qgaoaa"

530 IF C0OY39 THEN 1@

S48 IF RO(G THEN RO=@

S55Q POKE CB+HI+4@Q*HZ, 2

S6R POKE CE+CG+H4Q0%R0G, &

578 POKE SEB+CO+4@%*R0G, 81

58Q IF L=1 THEN Q@2

59@ H1=CO:H==R04O

g ON J GOSUR 1&@, 22

€£1@ RO=RO+YI:CO=CO+XI

620 IF PEEXK(SB+CO+4@=*RO} =163 THEN L=i

E3Q PRINT CHR$ (I CHRE(ISTITAR(IEIRIGHTS(TI®, 2)
&4 GOTO S3@

999 REM *¥#* SUCCESSFULLY COMRLETED MAZE *#x*
122@ PRINT CHR$(147) :WHS=TI%

i@aia FOR T=1 70O 1@

123@ PRINT"YOU MADE ITY "y

1330 POKE S328@, INT(RND(Ll)*1g)+1

1243 NEXT T

125@ PCOKE S3z8i.3

1RER IF VAL (RIGHTS (WH%, 2)) (VAL (LS%$) THEN LS$=RIGHT* (kWH%, 3)
127@ PRINT CHR$(147)CHRE(144)

128@ PRINT TAB(11)"VYOUR SCERE I5:"RIGHTS (Wds, )
1098 PRINT

112@ PRINT TAEB(i@d) "THE LOW SCORE IS:"LEB%

1112 PRINT

11
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1120 GOTO 2030

1999 REM *x% RAN INTO WALL #%%

2000 PRINT CHR$(147)CHR$ (144)

2012 PRINTTAB(1@)"YOU RAN INTO A WALL!'"
2020 PRINT

2032 PRINTTAB(6)“PRESS (SHIFT) TO PLAY ABAIN. "
204@ GOSUB 4202

2050 RESTORE

2060 GET DUM$:IF DUM$ () “"THEN 2062

2070 GOTO 312@

2939 REM #*%% INTRODUCTION %%

3008 PRINT CHR$ (147)

321@ PRINT * ARE YOU USING A JOYSTICK (Y/N)?"
3020 GET J$:IF J$=""THEN @20

3232 IF J$="Y" THEN J=1:G0T0 3i2@

304@ IF J$={)"Y" THEN J=&

305@ PRINT CHR$ (147)

306@ PRINT "THE DIRECTION KEYS ARE:"

307@ PRINT _

3@28@ PRINT "I=UP M=DOWN J=LEFT L=RIGHT"
329@ PRINT

212@ PRINT "PLEASE PRESS (SHIFT) TO BEGIN."
3112 GOSUB 400@

3119 REM #**% INITIALIZE VARIAELES *%%
3120 SE=1084:CE=55296:LS%="c00"

32132 POKE S328@, 6:POKE 53281, &:POKE 65@, 188
3139 REM #*%% DRAW MAZE #*%x

314@ PRINT CHR$(147)

315@ READ CO,A,E

3i6@ IF CO=-1 THEN 3220

3172 FOR RO=A TO B

318@ POKE SE+CO+4@%R0O, 162

3190 POKE CE+CO+40%R0O, 1

3z0@ NEXT RO

321@ GOTO 31S@

I=2@ READ RO, A, B

3230 IF RO=-1 THEN 3235@

3242 FOR CO=A TO R

325@ POKE SR+CO+40#R0O, 160

3260 POME CE+CO+4@x*RO, i

3272 NEXT CO

=80 BOTO 320

3290 READ RO, A, E

330@ IF RO=—-1 THEN 3380

3312 FOR CO=A TO K

3320 O=INT (RND(1)%16)-+1

3330 IF G(3 OR 7 THEN 3320

334@ POKE SB+CO+42%R0, 81

3350 POKE CR+CO+40%R0O, 3

3362 NEXT CO

3372 GATO 3290

3382 RERD RO, CO,CH

3392 IF RO=-1 THEN 3442

340@ POKE SE+CO+42%RO, CH

341Q0 POKE CR+CO+4@#*R0O, 158

3420 PRINT CHR$(144)

3432 GOTO 3380

3439 REM #%% INITIALIZE DIRECTION ARRAYS #*%*
3440 FOR I=@ TO 3:READ XKTH (i :NEXT
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345@ FOR I=@ TO 3:READ XT(I):NEXT

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

3470 GOTO S@@

3999 REM *%*% WAIT ROUTINE %%

4002 WAIT 653, 1

4210 WAIT 653,1,1

4p22 RETURN

S@@2 DATA ©,@,24,1,0,6,4,18,20,5,0,2,5, 18, 20

S@i@ DATA €,0,2,6,18,20,7,0,2,8,1,2,8,7,1@, 8, 18, 2@

S@c@ DATA 9,14, 14,9,1,2,9,7,10,9, 18, 2@, 1@, 7,12, 12, 13, 14
Saz@ DATA 1@, 18,20,12,1@,20,13,3,5, 13, 14, 15

S04@ DATA 14,3,S,16,14,16,17,@,7,21,4,7,85,@,8,27,11, 13
S@S@ DATR £7,17,18,28,1@,13,29,2,6,89,9, 13

Sp62 DATA 3@,9,13,31,17,28, 34, 14, 16, 34, 18,21, 36, 4, 1@
Sa7a DATA 39,0, 1,39,3,24,-1,-1,-1

Sp8@ DATA ©,5,39, 1,5, 7, 1,35,39,2,5, 7,2, 21,21,&, 29, 3
S29@ DATA 3,13, 14,3, 36,39, 4,32,35,5,2,11,6,2, 4

5102 DATA &,3@,32,7,11,12,8,16,16,8,20,20,9, 4,7
S1i1@ DATA 9,15,15,9,19, 19,9, 24,24, 9,29, 35, 18, 4,7
5128 DATR 1@,13,14,1@,18, 18, 10,22, 24, 10,28, 38,11, 10, 10

5130 DATA 11,17,17,11,287,38,18,4,8, 12, 16, 16, 12, 26, 38, 13, 16, 16, 13, 18, 32
S14@ DATA 14,1,7,14,13,13, 14, 35,36, 15, 13,13, 16, 4, 10, 16, 16, 33

S15@ DATA 17,18,18,17,27,27,18,4,6,18,8, 1@, 18, 18,18, 18, 38, 38"

S16@ DATA 18,22, 22, 19, 4,6, 19, 8, 10, 19, B2, 22, 20, 4, 6, 20, 8, 12

S17@ DATA 20, 11,887,221, 35, 36, 22, 4,27

5180 DATA 24,@,39,-1,-1,-1

5190 DATA 2,36, 38, 1,6,6.8,9,9,9,9,9, 11, 29, 29, 1_,ha,_9 19,5,5

S22@ DATA 19,9, 3, 4, aa,ue 5. 37,37, 6, 38, 38, 7, 37, 37

S21@ DATA 8, 38, 38, 9, 37, 37, -1, ~1, -1

S2z@ DATA 4,37,1,5,38,13,6,37,1,7, 38,26,8,37,9,9, 38, 14,~-1,-1, -1

| se3@ pATAR 1,J,L,M,@,-1,1,8,-1,@,@,1

&)

LERM-PL wEe

LDy e RETLIFM

13
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270 LOCATE Z2,76,0

280 PRINMT RIGHTHE(TIMEE 4)

20 GOTa 130

FEM *%% PMOZE COMPLETED xxx

CLES ‘

G O0®YAL CMIDEF CTIMES 4, 2)) +Ual (MIDF (TIMEF, 7 ,3))

FaR T=1 T0Q 3Z0 .

FRIMNT Tak FavOL MAaDE TTere

FRIMTHEXT 1

IF SLS THENM LS=S

Cl.E

FRIMT "yOUR SOORE IS "3 5

PHINT

FETIET "THE LW SC0RE 15" LS

FRITET

GOTO 470

REM ®x® RO INTO @ Wall DUMFY SEdE

L&

FZ'

FRIM

Feinr g

[EINEC R A RS TR T

R iy

DLME g

ITF DU =0 THER &

L

&
i

CTRTO VO Rk TRTO S WaLL! YO L

SEMVER T FLOSY AEa Ik

PRTRODUICT IO =

BEM G D, D RIDTH 8o lE

CTIOR B
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FRIMNT CHEF (CH) 3
MEXT RO
TIME®="00: 00z 00"
GOTO 1a0

20 REM ese WATT ROUTINME #%%
1000 RE=INEEYE :
1010 IF B
oy LT

THEM 1000
1020 H

15
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240
250
260
270
280
290
00
310
219

TN
PR &

T30

XI=XT (LI}
YI=XY (LI}
RETURN
LI=t.1+1

IF LI<4 THEN

X1 =0
£I=0
RETLIRN

REM *%¥ MAIN LIOOF/DRAW FLAYER CHARACTER *%w

Hi=1
H2=4
Ri)=1
C=4

CALL YCHAR (H1
CALL YEHAR((R
IF L=1 THEN &
H1=R0O
HzZ2=00

DN J ”D“UB 20

THEN

h(
IHEN

-

230

'!

&0

, 170
B ()

-
_) i

D

.-.

(=

SUREERM {9}

%)

‘i

, 1348)
Jvcoi*44)

FLEE 4706

P
gat i)

oy
i

R B vy
M i
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INFUT J#

IF SEGF(IF,1,1)="Y" THEN 810 ELSE 830
J=1

GEOT0 880

Jd=

Call CLEAR

FRINT "THE DIRECTION KEYS ARE: "

FRINT

FRINT "Is=UF [=DOWN J=LEFT i.=RIGHT"
FPRINT

FRINT Y"PRESS (ENTER) TO BEGIN.Y

GOSUE 1240

| S=000

F QT)FF

d
A,

E X T "INE CHARACTERS ®x%
A S o i ol S S = o e S N S T
F="1218ACFFFFIECIg LY

AT “Hﬂﬁ(l“ﬁ s A%}

LJ r-'HF\ ( i3

) 0o, REF
1& R THEN 1100
CALL vnwnwfmﬁ,hu 128, REP)

50T

[T N A S Uy B IR S R

-

PETIY

i)

L L an ..,v.;\.-‘H)

e

et et

OAD DIRECTION ARRAYS w#%
\

[ R

[ SO
] Ny

SR S A

17
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1 RE
1@ G
99 R
lew
i1@
iz@
i3
142
15@
16@
199
20D
2o
230
240
Fedlr:)
499
Saa
S1@
| SE@
53
548
s55@
S6Q
572
S8a
o9
ca
&l@
z@
630
649
£E5a
&6w
999
1az@
1aia
1aza
1aza
l1a42
la5e
1a6R
la7a
l1a8a
ia9a
1102@
111@
1ize
1393
pdralral
ziala

paTa 1,%,28,2,24,9,4,30
DATA 173,16,8,15,13,17,1°
DATA 24,1,31,19,6,168,5,18

DATH &5,77,465,90,7%,768
naTA -1, G, 0,4,73,1,0,0,-4,77
» DATS O, -1, 4,0, 74,0,1,4,0,F6

TRS-80 Color Computer

M *xx AMAZIN® *%%
070 Zaa

EM »x% JOYSTICHK
H=JOYSTK (@)
V=JOYSTHK (1)

IF H(1@2 THEN XI=@:YI=-1:RETURN
IF H)S& THEN XI=@:YI=1:RETURN
IF V(12 THEN YI=@:XI=—1:RETURN
IF WS2 THEN YI=@:XI=1:RETURN
YI=@:XI=0:RETURN

REM #*%% READ KEYBOARD *#**

3% 3% 3%

LI=2

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 23@

RETURN

REM »%% MAIN LOOP-DRAW PLAYER CHARACTER ***
CO=4:R0O=0

REM *%x% FOR EXTRA FUN #*%%*
REM %% CRUISE THE CLOCHK
SET (CO,R0,%)

IF F=2 THEN 5702

FOR T=1 TO &

NEXT T

IF L=1 THEN Z2@a@

RESET (CO, RO)

TI=TI+. 3

ON J GOSUB 1@@, 2@
RO=RO+XI:CO0=CO+YI

IF COY63 THEN 1202

¥* 3% %

[l

IF RO(@ THEN RO=@
IF POINT (CO,R0)=3 THEN L=1
PRINTEZS, INT(TI) :
GOTO Si@

REM »%% COMPLETED MAZE **%
CLS

FOR T=1 TO 1@@

PRINT "YDU MADE IT! ";

FOR D=1 TO 1@

NEXT D

NEXT T

CLS

PRINT "YOUR SCORE IS:"INT(TI)
IF INT(TI) (LS THEN LS=INT(TI)
PRINT

PRINT “THE LOW SCORE IS:"LS
PRINT

GOTO =23

REM %%% RAN INTO THE WALL DUMMY'!'7+@! ! *x%%
CLS ,
PRINT "YOU RAN INTO A WALL'"

18
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2020 PRINT

2038 PRINT "PRESS (ENTER) TO PLAY AGAIN. "

2049 GOSUR 4200

2252 RESTORE

2P62 DUM$=INKEY$:IF DUM${)"" THEN 2062

2270 GOTO 3130

2999 REM #*%* INTRODUCTION, THE CURTAIN RISES... **%
3002 CLS '

301@ PRINT "ARE YOU USING A JOYSTICK (Y/N)?"
3020 J$=INKEY$:IF J$="" THEN 3020

3032 IF J#="Y" THEN J=1:60TO Z1&@

304@ IF J$<) "Y" THEN J=2

305@ CLS

3@6@ PRINT "THE DIRECTION KEYS ARE:"

3072 PRINT

3082 PRINT "I=UP M=DOWN J=LEFT L=RIGHT"

309@ PRINT

31@@ PRINT "PRESS (ENTER) TO EEGIN. "

311@ GOSUE 4200

3119 REM *#% INITIALIZE VARIABLES *x%

3120 LS=200

3130 CLS(@) :L=@:YI=0:XI=@:TI=0

3139 REM %% DRAW LE MAZE PIERRE #**%

Z14@ READ A, E

315@ IF A=—1 THEN 3Z0@

216@ FOR CO=A TO E

317@ PRINTECO, CHR$ (143+32) ;

3182 NEXT CO

3190 GOTO 3140

3=e@ READ A, R

321@ IF A=—1 THEN Z26@

3229 FOR RO=A TO B STEP 3&

3230 PRINTERO, CHR$ (143+32) ;

3242 NEXT RO

3252 GOTO 3208

326@ FOR RO=158 TO 318 STEP 32

3272 READ CH

328@ PRINTERO, CHR$ (CH) 3

329@ NEXT RO

3299 REM #*%% INITIALIZE DIRECTION VARIAELES *x%*
3302 FOR I=@ TO 3:READ KT$(I):NEXT I

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

3322 FOR I=2 TO 3:READ YT(I):NEXT I

3332 GOTO Sewa

3999 REM *** WAIT ROUTINE *%%

40QQ@ INPUT R$

421@ RETURN

sp@2 DATA 4,31,61,63, 128, 130, 149, 157, 195, 197, 206, 213
sal@a DATA 296, 3@9, 315, 317, 320, 322, 349, 351, 357, 37@, 376, 379
SQ2@ DATA 424,437, 444, 447,480,510, -1, -1

S@32 DATA B, 448, 4, 68,5, 389, 104, 296, 11, 235, 45, 45
S@4@ DATA 141, 141,79,207, 18, 146,574,274, 85, 149
5052 DATA 245, 245, 309, 437, 24, 88, 216, 44@, 91, 91
Sp62 DATA 251,251, 185, 343, 186, 126, 350, 35

S@7@ DATA 127,51@,-1,-1

5082 DATA &5,77,65,9@,73,78

5@92 DATA J,I,M,L,@,-1,1,@,-1,@,@,1

19
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1 RE
10 G
199
200
210
220
2320
240
230
260
499
S5O0
310
520
940
S350
S60
570
580
390
&00
610
&H20
HI0
640
650
99
1000
1010
1020
1030
1040
1050
10860
1070
1080
1090
1100
1110
1120
1999
2000
2010
2020
2030
2040
2050
2070
2999
2000
Z060
2070
3080
I090
100
3110
3119

TRS-80 Model lll and Model 4

M =*%% AMAZIN TRS-80 MODELS I AND 4 CASS. OR MODEL
OTO =000

REM #*%*% READ KEYBDARD *%*

LI=0O

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 LOOP-DRAW PLAYER CHARACTER *%#
Co=5

RO=0

SET (CO,RO)

FOR T=1 TO 2

NEXT T

IF L=1 THEN 2000

RESET (CO,RO)

TI=TI+.2 "

GOSUR 200
RO=RO+YI:CO=CO+XI

IF C0O>127 THEN 1000

IF RO<O THEN RO=0

IF FOINT (CO,R0O) THEN L=1
FRINT@S&6, INT(TI)

GOTOD 520

REM ##% COMPLETED MAZE #x%%
CLS

FOR T=1 TO 100

FRINT “YOU MADE IT' "j
FOR D=1 TO 10

NEXT D

NEXT T

CLS

PRINT "YOUR SCORE IS:"INT(TI)

IF INT(TI)<LS THEN LS=INT(TI)
FRINT

FRINT "THE LOW SCORE IS:"LS
FRINT

GOTO 2030

REM #x% RAN INTO A WALL **x
CLS

FRINT "YOU RAN INTO A WALL''™
FRINT

FRINT "FRESS (ENTER) TO FLAY AGAIN."
GOSUR 400G ‘

RESTORE

GOTO 130

REM *xx% INTRODUCTION %**%

CLS

FRINT "THE DIRECTION EEYS ARE:"
FRINT

FRINT "I=UF M=DOWN J=LEFT L=RIGHT"
FRINT

FRINT "FRESS (ENTER) TO BEGIN."
GOSUR 4000 .
REM *#% INITIALIZE VARIABLES #**

3 DISK

BASIC #x#*
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120 LS=999
Z130 CLS:L=0i1YI=01XI=0:TI=0
2139 REM #%% DRAW MAZE #*%#*
2140 READ A,R
J150 IF A=-1 THEN 32200
3160 FOR CO=A TO E
F170 FPRINTECO,CHR%(191) 3
2180 NEXT CO
3190 GOTO 3140
J200 READ A, B
Z210 IF A=-1 THEN 32260
220 FOR RO=A TO B STEF &4
?230 FRINTERO, CHR$%(1921) 3

240 NEXT RO
*”“0 GOTO 2200

260 FOR RO=Z17 TO 639 STERP &4
3270 READ CH
2280 PRINTERO,CHR$ (CH) §
JF290 NEXT RO
2299 REM %*#x LLOAD DIRECTION VARIABLES #*#%**
JIZ00 FOR I=0 TO Z:READ KTH(I):NEXT I
FOR I=0 TO Z:READ XT(I):NEXT I
FOR I=0 TO Z:READ YT(I):NEXT I
B30TO 300
*999 REM %*%*% WAIT ROUTINE %*%%
4000 INFUT R$
4010 RETURN
SO00 DATA 4,67,68,71,120,127,141,143,192,20%,205,207
S010 DATA 221,225, 252_255.;92,297,3L5.3*3, 8_40.?52.3q7
5020 DATA 361,379,449,450,460,461,464,468,472,499,502,507
S50Z0 DATA S513,521,528,328,536, 5’7 q48.qq_.57n d72qd84 586,591,592
5040 DATA 995 ,énl,quf,u09,604,6u9.612‘617.ﬁiq,6"0,6"?,6-d.64d.64q
S050 DATA 654,656,668,671,699,700,709,744,752,756,759,764
5060 DATA 847,850,912,915,865,872,880,887,891,8%94,960,1022,-1,-1
SG70 DATA 0,960,87%,467,84,468, 152,408, léq._29 91.g47 1u7 157, 83 by P00
5080 DATA 701,765,702,764,775, 77u.841.90u'780_844 790 8q4 847 9”1
S090 DATA 96, 96 99 9, 42?.4_J.105,169,112,24D,1 3,301,684,876,789,85
5100 DATA 8% 8 9““ 797 8461, 874.874,180,308,184,248.252.700.6;.1“7
5110 DATA 255, 9d9.318 638,-1,-1
5115 DATA 6d.77 65, 70,7 7,78
5120 DATA M,I_J'L
5130 DATA 0,0,-1,1
5140 DATA 1,-1,0,0

ViC-20

i REM *%% AMAZIN' VIC~ZQ ##*

12 GOTO 0@

99 REM *%% JOYSTICK ROUTINE #%%

122 POKE 37154, 127

£1Q XT%=DEEK (3715&)AND1Z8

12@ POKE 37154, 255

132 XT%=XT% OR (PEEK(37137)AND127)
14@ XI=SGN (XT%AND1=8) -SBN (XT#AND16)
15@ YI=SGN (XT%ANDB) -SBN (X T#AND4)

16@ RETURN

199 REM %*%% READ KEYEOARD ROUTINE *%#
202 XI=@:YI=@:LI=0

212 BET KE$:IF KE$=""THEN RETURN

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

21
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230 LI=LI+1i:IF LI{(4 THEN 220

24@ RETURN

499 REM MAIN LOOP-DRAW PLAYER #**#%
S@R Hi=3:H2=0

S51@ CO=2:RO0=0a:L =0

S22 TIis="Q2Raaa"

532 IF COY21 THEN 10020

S54@ IF RO{@ THEN R0O=0Q

55@ POKE CB+Hl+2exH2,2

56@ POKE CRB+CO+22%R0O, Q@

57@ POWKE SEBE+CO+22#%R0O, 81

S890 IF L=16@ THEN Zo2@

59@ H1=CO:H2=R0O

622 ON J GOSUB 12,220

&1@ RO=RO-YI:CO=C0O-XI

620 L=PEEK (SB+CO+22%R0)

630 PRINT CHR%(139)CHR$(159)TAR(18)RIGHT$(TI¢, 3)
64@ GOTO S53Q

999 REM *x% COMPLETED MAZE *%%
1222 PRINT CHR$(147) :WH$=TI%

1212 FOR T=1 TO 1@

122@ PRINT"YOU MADE IT! "3

1232 POKE 368793, INT(RND(1)*7)+8
1240 NEXT T

125@ POKE 36879, 237

ia6@ IF VAL (RIGHT® (WH%, 3) ) (VAL (LS$) THEN LS$=RIGHT$ (WH$, 3)
127@ PRINT CHR$%(147)CHR$(144%)

128@ PRINT "YOUR SCORE IS:"RIGHTS (WH%, 3)
1@9@ PRINT

1102 PRINT "THE LOW SCORE IS:"LS$
1i11@ PRINT

11z GOTO zZ@a3@

1999 REM *#% RAN INTO WALL ##**
222 PRINT CHR$(147)CHR$(144)

Za1@ PRINT "YOU RAN INTO A WALL'"
a2 PRINT

2R3 PRINT "(SHIFT) TO PLAY AGAIN"
04 GOSUB 42022

2852 RESTORE

2R6@ GET DuMse: IF DUMS (> ""THEN Z@6@
272 GOTO 31z@

2999 REM INTRODUCTION #*¥*x

S0 PRINT CHR#%(147)

3210 PRINT “USING A JOYSTICK (Y/N)®
3020 GET J$:IF Je=""THEN 32z@

I@3a IF J$="¥Y" THEN J=1:60T0 3ize
3042 IF Js=("Y" THEN J=2

3IRQ52 PRINT CHR$(147)

3060 PRINT "THE DIRECTION KEYS ARE"
2072 PRINT

3282 PRINT "I=UP M=DOWN"

322@ PRINT "J=LEFT L=RIGHT"

3122 PRINT:PRINT "PRESS (SHIFT) TG BEGIN®
3112 GOSUE 420@

3119 REM »*»% INITIALIZE VARIARLES *#**
32120 SE=7680:CEB=3840@:L.S¢="20@"
32132 POKE 36879, 46:POKE 6350, 128
S139 RENM *%% DRAW MAZE *x%*

3140 PRINT CHR$(147)
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315@ READ CO,A, B
3162 IF CO=-1 THEN 322@
3172 FOR RO=A TO B
3182 POKE SB+CO+22x%R0, 160
319@ POKE CB+CO+&2#R0O, 1
32@@ NEXT RO
3212 GOTO 3150
3222 READ RO,A,B
3230 IF RO=-1 THEN 338@
3242 FOR CO=A TO B
3250 POKE SB+CO+22#R0O, 160
3260 POKE CB+CO+22%RO, 1
327@ NEXT CO
3280 GOTO 3220
3382 READ RO, CO,CH,Q
3392 IF RO=—1 THEN 344@
3400 POKE SB+CO+22#R0O, CH
3410 POKE CEB+CO+22%R0,Q
| Z42@ PRINT CHR$(144)
3432 GOTO 3382
3439 REM %% INITIALIZE DIRECTION VARIABLES #*x*
344@ FOR I=0 TO 3:READ KT$(I) :NEXT
3450 FOR I=@ TO 3:READ XT(I):NEXT
346@ FOR I=2 TO 3:READ YT(I):NEXT
3470 GOTO S@@
3993 REM *%% WAIT ROUTINE *%%
4202 WAIT 653, 1
4012 WAIT 653,1,1
4222 RETURN
S@2@ DATA ©,e,22,3,15,19,4,0,2,5,@, 16,8,3, 14
s@i@a DATA 11,1,9,14,2,6,14,9,12,16, 12, 16,18, 3, 1@
Sez@ DATA 18, 16, 17,L‘.m 1,81, 3, 28, =1, -1, -
S@30 DATA @, 4,17, 1,17,21,2, 14, 15, 3,18, 21,4,17,17,5, @, 3
5042 DATA 6,15,16,8,3,5,9,14,17,1@,18,21,12,1,2,13,11,14
sesa DATA 14,8, 18,15, 3,4, 16,3, 13, 18, 16, 16,19,7, 16,22, 19, 20
SeEw DATA 22,@,21,-1,-1,-1
sa7@ DATA 4,19,1,1,4,:0,81,7,5,19,81,3,5,20,13,1,6,19,1, 1
s@8@ DATA 6,20, 81,4,7,19,81,5,7,80,26,1,8,19,9,1,8,20,81,6
Se9a DATA 9,19,81,7,9,20,14,1,-1,-1,-1,~1
Sig@2 DATA M,L,J,I,@2,-1,1,@,~1,@,@,1

READY.
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BONUS PROGRAM #2

FOISON IYY is a game that helps you learn how to gest out
of a wvariety of sticky situations in a hurry. Yo Degin
the game stock in a FPOISON IVY patch. The only way oot is
toy go all the way off the right side of the screen befors

the blooming POISOM IVY traps vouw, making escape
impossible. Whan vou touwch FOTSON TVY, vou lose. Fach
Lime you make 1t o the right side of the soreen, the game

e, beo

omes harder, and puts you at the left side of
TEen. You wuse Jjovstick or keyboard to conbtrol youor

e
the
divecthion.

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$)
230 IF ASC(ke$)
240 IF ASC(ke$) 162 THEN yi
250 IF ASC(ke$) 163 THEN xi
399 REM *** draw ivy **¥

~1: RETURN
1+ RETURN
1+ RETURN
-1: RETURN

60 THEN yi
THEN xi

oot
(I T T ||

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

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

420 IFP x = O AND y = 11 THEN 400
430 IF x = 1 AWD y = 11 THEN 400
440 COLOR = 6

450 PLOT 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 < 0 THEN ro 0
580 IF co < O THEN co
590 IF co > 39 THREV 1000

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

610 COLOR = 0O

620 PLOT co-xi, ro-yi

630 X = X+1

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

650 GOTO 510

999 REM *** gyccessfully conpleted maze ***
1000 TEXT: HOHME

1010 FOR t = 1 TO 100

1020 PRINT "YOU MADE IT! ";

1040 NEXT t

0




10 AWESOME PROGRAMS FROM K-POWER

1060 s = s+1: IF s > hs THEN hs = s
1070 di = di+50

1080 HOME

1100 PRINT "Your score is: "; s

1110 PRINT

1120 PRINT "The high score is: "; hs
1130 PRINT

1140 GOTO 2080

1999 REM **¥ Jose game **¥

2000 TEXT: HOME

2010 PRINT "YOQU LOSE,"

2015 PRINT "You have POISON IVY!"
2020 PRINT

2030 PRINT "Your final score is: "; s
2040 PRINT

2050 PRINT "Your high score is: "; hs
2060 PRINT

2070 s = O

2080 PRINT "Press any key to play again."
2110 GET dun$

2130 GOTO 3060

2999 REM *** introduction *¥¥

3000 HOME

3010 PRINT TAB(8); "POISON IVY!"
3020 PRINT

3030 PRINT "Press any key to begin."
2040 GET n$

3049 REM *** display screen **¥

3050 di = 175

3060 GR

3070 FOR T =1 TO di

3080 GOSUB 400

3090 NEXT t

3100 GOTO 500

Apple Il and Apple lle

1 REM  xxx FOISON IVY AFFLE *%%

10 GOTO 2000

99 REM *%#% JOYSTICK ROUTINE #%%

100 IF PDL (1) < &4 THEN YI = - 1: GOTD 150
110 IF FDL (13 > 192 THEN YI = 1: GOTO 150
120 YI = O

150 IF  FDL (O < &4 THEN XI = - 1: GOTO 190
160G IF  PDL (O » 1923 THEN XI = 1: GOTO 192G
170 XI = Q

192G LT = Q: RETLIRN
199 REM *x% READ KEYEOARD ROUTIME *%x*

IF X = O AND Y = 11 THEN 400
IF X = 1 AND Y = 11 THEN 400

XTI = Q:¥I = O:LI = O
KE =  FEEM - 146384 POKE -~ 146368,0
IF KE < 128 THEN GOAOTEO 250
IF  CHRF (EE — 128) = KTELI) THEN YI = YT(LI}:
LT = LI + 1z IF LI < & THEN 230
RETLIRN
REM  %%% DRAW TVY *xxx
X = INT ( RND (Q} » 3%}
Y = INT  RND (1) * 47)

X1

XT(LT)z:

RETURN
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440
450
440
499
300
9310
920
S50
D40
590
5460
570
580
S0
HOO
&H10
L2
&HEQ
640
&S0
QP
1000
1010
1020
1040
10&0
1070
1080
110G
1116
1120
11730
1140
1997

2000

2040
2050
20O
TO7C
2080
2100
2110
RD1EG
2140
29T
TOO0
=010
ZOR0
T30
FZO40
2050
20RO
TO70G
=080
FOT0

S1C0

COLOR= 12
FLOT X,Y
RETURN
REM
CO = O:RO =
COLOR= 11
FLOT CO,RO
IF L = 1 THEN 2000
ON J GOSUR 100,200
RO = RO + YI:CO = CO
IF RO 47 THEN RO =
IF RO < O THEN RO = O
IF CO < O THEN CQ = ©
IF CO » 39 THEN 1000
IF SCRN( CO,R0Y = 12 THEN L = 1
COLOR= 0O
FLOT CO ~

11:L = O

+ XI
47

XI,RO - YI

X = X + 1

IF 2 / & = INT (X / &) THEN GOSUE 400
GOTO S0

REM #%% SUCCESSFULLY COMFLETED MAZE®*x

TEXT : HOME
FOR T = 1 TO 100
FRINT "YOU MADE IT! ";

1:
DI +

IF 8

50

* HE THEN HS =

0

DI =
HOME
FRINT
FRINT
FRINT
FRINT
EOTO 2080
REM %% LOGE GAME *%%

TEXT : HOME .

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

S = 0
FRINT "FRESS
IF  FEEKE
GET DUMs
HOME = R
GOTO
REM
HOME
FRINT
GET J%
IF J%
IF J#
HOME
FRINT
FRINT
FRINT
FRINT
FRINT

"YOUR SCORE IS: "5

"THE HIGH SCORE IS: "HE

"YOUR FINAL SCORE 18: "5

"THE HIGH SCORE IS: "HS

ANY HEY T LAY AGAIN. "
1432468 127 THEN 2100

S S TORE

ks TNTRODUCTION *%x

ARE YOU UESING A JOYSTICK

"Y' THEN J =

II‘.{II

1: GOTO =140
THEN J = 2

“THE MOTION HEEYS ARE:™
TAR(
Tag (¢
TAE (

é"\ III—, I DII
Hy T [

6)"1"1 . -II

*#x%% MAIN LOOF-DRAW FLAYER CHARACTER **x

(Y /MY 7

27
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3110 FRINT
T120 PRINT "FRESS ANY KEY TO EBEGIN. "

I130  GET N$

T140 DIM KT$(7) XT(7) ,YT(7):DI = 175

F149 REM x%% ENTER FULL LO-RES GRAFHICS SCREEN %%
T150 BR @ FOKE - 16302,0: CALL - 1998

F1559 REM  *x% INITIALIZE DIRECTION VARIABLES *#%
T160 FOR I = O TO 7: READ ET#H(I): NEXT

T170 FOR I = O TO 7: READ XT(I): NEXT

TIBC FOR I = O TO 7: READ YT(I): NEXT

%190 FOR T = 1 TO DI

I200  GOSUER 400

3210 NEXT T

3220 BOTO 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

il

Atari
1 Fep i

POTSON TVY ATART w%
Vo, (L) 3 0y RO L XT (100 , ¥ T (10

THERM 210
THEMN v Ty Tl Ty e XT=x T 0T o Rl TURpS

E TP ORNMD (L) ¥
LT =TSN

THE

400

e DR FLAYER CHAROCTER %% x
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&0 IF COXZ9 THEN 1000

&40 LOCATE CO,RO,C

&0 IF C=2 THEN L=1

&H&6HD F=a]

S70 IF Z/72=INT (L% THEN GQSUER 400
S8 FDPF THA 255

£GP0 T EEG

QI EEN e
100G GRAFHICHE O
101G T=al T 1000

LOE0 MT "vyOu mabdE 1I7!8! Y3
1020 MEXT T

1040 SINT CHRE (LS

1050 ke TR BEHE THERN HS=S
ARRE-TS =[]+

1070 N yOUR SCORE IS "8
1080 FRIMT

1090 PH]HT "THE HIGH SCORE IS5 " HS
1100 Sy

1110
199%
ST

COMPLETED MAZE »x*

xkx HA HA FOISON TVY s
SRAFHICE O
FRIMT YO HAVE FOTSON TVY! VOU LOSE. "

i
PO FINAL SCORE [5:"s 58

TTHE HIGH

IS g HE

aRETURMS: TO PLAY REVEREE.

R =
e} _'l

wax INTRODUCTION wx%
MT
T
" T

! RIFLIT OF
3 ¥UOTHEN J=1:0607T0 3130
CEUy O THER !
TUHE MOTION FEYS aFRE:
o oan

T L
v L.

FOUR ANSHER THEN PRESS <RETURM>. "
FOH) USTMG & JOYSTICE (ysMY"j

H

"

SCREEN AMD HBOORE VaRTARLES %z
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3240 MEXT T
ITEH0 B0TO S00

4000 INFUT Rf

4010 RETURN

ROOO DATH 10,14,6,11,7,9,13,5
5010 DATA 11,13,8,1,0,37,52,34
5020 DATA —1,0,1,-1,1,-1,0,1
SOI0 DATA ~1,-1,-1,0,0,1,1,1

Conimodore 64

1 REM »*xx POISON IVY 64 ***

12 GOTO 3222

99 REM x#%x JOYSTICK ROUTINE *%%

122 XI=2:YI=@:LI=@

11@ JV=PEEK (56321)

12@a Jv=15-(JVAND1S)

130 IF JV=JS(LI)THEN YI=YT(LI) :XI=XT(LI):RETURN
140 LI=LI+1:IF LI<1@ THEN 13@

15@ XI=2:YI=@0:RETURN

199 REM *%*x READ KEYBOARD ROUTINE *%%*
22 XI=@:YI=@:LI=Q

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@

292 RETURN

399 REM *%x DRAW IVY *xx

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

41@ Y=INT (RND (1) %25)

42@ IF X=@ AND Y=11 THEN 4Q@

432 IF X=1 AND Y=11 THEN 422

44Q POKE SEB+X+42*Y, 88

450 POKE CB+X+4@%Y,5

462 RETURN

499 REM *%xx MAIN LOOP-DRAW PLAYER CHARACTER #*%*%*
S22 CO=2:R0O=11:L=@

S51@ POKE CE+Hl+42%Hz2, 11

52@ POKE CRB+CO+42%R0O, 2

53@ POKE SR+C0O+4@+R0O, 86

54Q IF L=1 THEN 2022

55@ H1=CO:H2=RO

56@ ON J GOSUR 12, z0@

57@ RO=RO+YI:CO0=CO+XI

58@ IF R0OYZ24 THEN RO=24

9@ IF RO{@ THEN RO=2

6@ IF CO( THEN CO=@

12 IF CO)39 THEN 10202

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

64@ IF X/6=INT(X/6)THEN GOSUE 40&

e5@ GOTO S1a

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

i21@d FOR 7T=1 TO 10@

1228 PRINT "YOU MADE IT! ";

1232 POKE 5328@, INT(RND(1)*16) +1

185@ NEXT T

1R26A S=S+1:1IF S)YHS THEN HS=S

127@ DI=DI+S2

30
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1280
19092
112@
1110
1120
1130
114Q
1999
ca0a
2010
2ueca
230
2249
ca50
£060
ca70e
2082
c@a9a
2100
2118
Zizce
2130
214@
29399
3000
el
3aze
3030
304@
35
a6
S87@
S08e
3290
3102
311@
3iz2@
3132
3148
3159
3160
s17@
3179
3182
3190
32
3l
3ce
3230
3240
3ese
3999
4B
4Q1@
4@z
S22
SB1a
seza
S3

PRINT CHR%$(147)

POKE S53281,11

PRINT "YOUR SCORE IS:"S

PRINT

PRINT "THE HIGH SCORE IS:"HS

PRINT

GOTO 2@82

REM x#% L OSE GAME *xx

PRINT CHR%(147)

PRINT "YDU LOSE, YOU HAVE POISON Ivy:!"

PRINT

PRINT "YOUR FINRL SCORE IS:"S

PRINT

PRINT "“THE HIGH SCORE IS:"HS

PRINT

S=@

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

RESTORE

GET DUM$

IF DUM$ (> ""THEN 211@

PRINT CHR%$(147)

GOTO 31782

REM x%% INTRODUCTION *x*

PRINT CHR$(147)

PRINT ARE YOU USING A JOYSTICK (Y/N)?2"
GET J$:IF J$=""THEN 3@z2

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

IF J$ O "Y"THEN J=2&

PRINT CHR$(147)

PRINT "THE MOTION KEYS ARE:"

PRINT

PRINT TAB{(&)"U I Q"

PRINT TRE(&)"J L

PRINT TAB(&)"M , "

PRINT

PRINT "PLEASE PRESS (SHIFT) TO BEGIN. "
GOSUB 420@

PRINT CHR%(147)

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

POKE 53280, 3:POKE 53281, 11:POKEGSD, 128

REM *#% INITIALIZE DIRECTION ARRRYS #¥%%*
FOR I=@ TO 7:READ KT$(I) :NEXT
FOR I=@ TO 7:READ XT(I):NEXT
FOR I=@ T0O 7:READ YT (I):NEXT
FOR I=@ TO 7:READ JS(I):NEXT
FOR T=1 TO DI

GOSUB 402

NEXT T

G070 Sea

REM *%% WAIT ROUTINE #*¥*%
WAIT &53,1

WAIT 653,1,1

RETURN

DRTA ", ", ".",L,0,1I,U,J,M

DATA @,1,1,1,@,~1,-1,~1
DATA 1,1,@,-1,-1,-1,@,
DATA 2,1@,8,9,1,5, 4,

3




10 AWESOME PROGRAMS FROM K-POWER

IBM PC

10 REFM *%% FOISON IVY IBM~FC *#%%

20 EEY OFF

30 BGOTO &80

40 REM *#%% READ FEVYEOARD ROUTINE #xx

S50 LI=0:XI=0D:Y¥I=0

6O EEF=IMEEY#

70 IF THENM RETURN

80 IF EEx=ETHLI) THEN YI=YTLI) e XI=XT It RETURM

QO LI=L.I+1:1IF LI<8 THERN 8w

100 RETURN

110 REM %*%% DRAW FOISOMN IVY *x#x

120 f=IMT(RND{1)#7F)+1

130 Y=INT(RKND(1) *#24) +1

140 IF X=1 ANMD y=11 THEMW 120

150 IF X=2 AMD y=11 THEN 1Z0

160 LOCATE Y,x,0

170 FPRIMT CHR$E(5);

180 RETURN

190 CO=1z: anllnlmn-ulwll.ﬂh-

200 LOCATE M1,k

210 FPRIMT CHREF® (3

220 LOCATE ROL,CO,0

FRINT CHREE )

Hl=R0: Hz=CO

IF =1 THEM S20

GU&UE S0

Hﬁ“hUPYf:lU GO+ X1

! 24 THER RO=24

1 ITHEN RO=1

1 THERN CO=]
7o THPH ~"’80

GOSUE 120

SUCCESSFULLY COMPLETED MRZE #%%
Py UYOU MADE LTrrne
8 THEN HS=S

TR S00RE 19" &

480
70
00

CTHE HIGH SCORE [5: "3 HE

1 &00
FM *xd L OSE GAME s

UYOL HeVE POLSON DYy D Ol LOsE LY

FRIMT "SOUR FINAL SCORE [8:;8
FRIMT

FRINT "THE HIGH SCORE IS5 "iHS
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580 FRINT
S50 G
SO0 FPRINT "PRE
10 GOSUE 1000
&20 RESTORE
HT0 DUMES T
24O LF DUMES
CLS
GOTO 8OO
REM ex® [HTRODUCTION %%
SCREEM 0,0,0:WIDTH B0
CLE
FRIMT "THE DIRECTICOM KEYS ARE:"
T

TN v an
J L
Mo, L

- TENTERX TO PLAY AGAIN. Y

k% '_~1_1:

SEMTER: TO BEGIM.

ET#01) s MEXT
KT (L3N
YT L) e NEXT

THEN 1000
DETA T
DATH C :

DAl L., i, 1, -

TI-99/3A

= !\i

1
10
1% P

Lid

Pin

PRy EOGRD FLIT TRE wes

a3
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200 I=7+1
210 IF 272
GOSUE 330
IF F=0 THEM 120
IF E=RLD)THEM 250 ELSE 280
XI=XT.I)
YI=Xvy (.1
RETURM
LI=lI+1
IF LI<8 THEMN 240
XY=0
Y I=0
RETLIRN
REM =% DREAW IVY ROUTINE #*x
C=1IPMT (RMOA +1
R=IMT ¢ 1) 1
IF R=12 1 260 ELLBE Z70
L0 TF O - i+ i

> Calll, HOHAR (R, G, 1360
FETLIRD

INTOZ/72) THEN 220 ELSE 2320

1

H1s

o HCHAR CHL G He, LEED
Call, HOHaR (RO, GO, 100
TF o L=1 TVTHEM &83Z0

Hi1 -
A48 H:
3G
S0
510

vl
*#®% OEFINE BOUNDARIES
1 THEN 540 ELSE

FAATHERN Sed BELSE HBTO

FHE 580 BELSE 590
S0

CUOFPLETED Fadl s
o X KA R

O PieaDE Ty

REM  %exs Ml LOOFDREGW FLAVER #%%
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7E0 HS=8

760 FRINT

700 FRINT "YOUR SCORE IS:";9

780 PRIMT

790 FRINT "THE HIGH SCORE IS:"iHS
800 FRINT

210 601d 210

829 REM %% LOSE ROUTINE *#x%

B30 CALL SCREEMN(F)

840 CpLlL. CLEAR

850 PRINT “x0U HaAVE FOISOM Iy, "
8o FRINT

870 FRIMY "YOUR FIMGL SCORE IZ:";a
Hq80 FRINT

890 FPRIMT "THE HIGH SC0RE IS:"3HS
PO He

210 FRINT

"PRESS (EMTVERY TO PLAY aGaIN. "

ES TORE
GOTO 117¢
955 REM  wx% [NTRODUCTION »%x
60 CELL CLEAR
$70 FRINT "TvFE O
FRINT "THEMN FRE
S S
FREIMT "eRE vOu UEBITMGE & JOYSETICR Yy
IMFUT O
e sk
dum
G0 31
JEml
Caal L CLEGR

IR " THE DIRECTION EEYS aRE:”
1080 CLNT .
1Ty FRIMT

=

100

pastty O PHER S 1OE0 BLSE 1000

35




10 AWESOME PROGRAMS FROM K-POWER
1310 Calll COLOR L3, 2,2

O Call. COLOR 14,35, 1)
CaLl COLOR(LZ,10,1)

FOR t=1 TO DI
GOSUE 3350
HEXT T

1370 GAOTO 3920

Lago INPUT R

12wl RETURM

L1400 DATH -
1410 DATH
DaTa 1,
470 DATA -
1447 DT e
LASG DT 6
Taay eyt
La70 DATH

TRS-80 Color Computer

1 REM #%% POISON IVY TRS5-82 COLOR #%%
1@ GOTO 302@

93 REM #*%% JOYSTICK ROUTINE #%%
120 H=JOYSTK (&)

112 Vv=JOYSTK(1)

12@ IF H(1S THEN YI=@:XI=-1:RETURN
13@ IF HY47 THEN YI=@:XI=1:RETURN
142 IF V(1S5 THEN XI=@:YI=—1:RETURN
15@ IF VY47 THEN XI=@:YI=1:RETURN
16@ YI=0:XI=@:RETURN

199 REM #*%% READ KEYBOARD ROUTUINE #*%%
200 LI=0:XI=Q:YI=0 '

210 KE$=INKEY$

28@ IF KE$="" THEN RETURN

232 IF KE#=KT$(LI) THEN YI=YT(LI):XI=XT(LI):RETURN
242 LI=LI+1:IF LI(8 THEN &30

£5@ RETURN

399 REM ##% DRAW IVY (CAN YOU BELIEVE IT?) *%*x
4292 X=RND(S51@)

412 IF X=224 THEN 40@

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

430 PRINTEX, CHR$(C) ;

449 RETURN

499 REM ##% MAIN LOOP %%

S22 CO=0:R0O=14:L=0

51@a SET (CO,R0,5)

S52@ IF L=1 THEN ZQow

53@ FOR D=1 TO &

S4@ NEXT D

55@ RESET (CO, RO)

S62 ON J GOSUER i@a, &0

572 RO=RO+YI:CO=CO+XI

S8@ IF ROY31 THEN RO=31

59@ IF RO=(@ THEN RO=@

Q@ IF CO<(@ THEN CO=R

€12 IF COY63Z THEN 1Q@@

€22 IF POINT(CO,RO)=1 THEN L=1i

€32 X=X+1

640 IF X/6=INT(X/&) THEN GCSUE 4022
652 GOTO Si@

36
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999 REM x*#% COMPLETED MAZE *x*

1202
101@
1020
1230
1040
1250
1060
1a7a
1080
1290
1100
111@
1122
1130
1999
PRl 7]
cele
202
2z
4@
oS
p=3"21=Y"
ca7e
cae
c@a9Q
ciea
clia@
Zize
213
2142
2999
ot 7
3aie
3620
3aza
304@
@5
seeR
S07@
308@&
3@92
21
3iti@
Jize
313@
3141
313@
3153
31e@
317@
2182
319@
20
251
322
2339
420
41

CLS

FOR T=1 TO 1@@

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

NEXT D

NEXT T

CLS:5=5+1

PRINT "YOUR SCORE IS:"S
PRINT

IF SYHS THEN HS=S

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

PRINT

GOTO 280

REM *#% YOU LOSE #*%%

CLS

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

PRINT "YOUR FINAL SCORE IS:"S
PRINT

PRINT "THE HIGH SCORE IS:"HS
PRINT

S=@

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

RESTORE

DUME=INKEY%

IF DUMs O """ THEN Zll@a

CLS (@)

GOTD 316@

REM ®#%% INTRODUCTION %%

CLS

PRINT "ARE YOU USING A JOYSTICK (Y/N)?2"
JE=INKEY$:IF J$="" THEN 3022

IF J$="Y" THEN J=1:6070 314@

IF J$O "Y" THEN J=Z

CLS

PRINT "THE DIRECTION KEYS ARE:"
PRINT

PRINT "U I Q"

PRINT "J L

PRINT *m , "

PRINT ’

PRINT "DRESS (ENTER) TO BEGIN. ™
GOSUR 420@

CLS ()

DI=5@

REM *x% [OAD DIRECTION VARIABLES *¥x
FOR I=@ TO 7:REAQD KTH(I) :NEXT
FOR I=@ TO 7:READ XT(I):NEXT
FOR =22 70 7:RERD YT(I}:NEXT
FOR T=1 70O DI

GOSUR 4@

NEXT T

GOTO SR

REM *xx WAIT ROUTINE *%¥%

INBUT Rs

RETURN
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S@@@ DATA ", ", ".",L,0,I,U,J,M
5@10 DQTQ 0, 1, 1, 1, @,"‘1,‘1,—1
S@28 DATA 1,1,@,-1,-1,-1,0, 1

TRS-80 Model il and Model 4
1 REM *%% FOISON IVY TRS—BO MODELS 3 AND 4 CASS. AND MODEL 3
10 GOTO 3000
199 REM %*%*% READ KEYROARD ROUTINE #*%%
200 LI=0:XI=0:YI=0
210 KE$=INEEY%
220 IF KE#="" THEN RETURN
2Z0 IF KE$=KT$(LI) THEN YI=YT(LI):XI=XT(LI):RETURN
240 LI=LI+1:IF LI«<8 THEN 230
250 RETURN
99 REM *%% DRAW IVY *%%
400 X=RND (1022)
410 IF X=512 THEN 400
Z0 PRINTEX,CHR$ (191) 3
440 RETURN
499 REM *%% MAIN LOOF *%%
S00 CO=0:R0=25:L=0
510 SET(CO,RO)
520 FOR D=1 TO 2
5%0 NEXT D
5S40 IF L=1 THEN 2000
550 RESET (CO,RO0)
5460 GOSUER 200
570 RO=RO+YI:CO=CO+XI
580 IF RO>47 THEN RO=47
590 IF RO<0Q THEN RO=0
&00 IF CO<0O THEN CO=0
610 IF COx127 THEN 1000
620 IF POINT(CO,R0) THEN L=1
6EI0 X=X+1
640 IF X/6=INT(X/&) THEN GOSUB 400
650 GOTO 510
999 REM #%*% COMFLETED MAZE *%%
1000 CLS
1010 FOR T=1 TO 100
1020 PRINT “YOU MADE IT! "
10Z0 FOR D=1 TO 10
1040 NEXT D
1050 NEXT T
1060 CLS:S5=5+1
1070 PRINT “YOUR SCORE IS:"S
1080 FPRINT
1090 IF S3*HS THEN HS=S
1100 FRINT "THE HIGH SCORE IS:"HS
1110 DI=DI+50
1120 FRINT
1130 GOTO 2080
1999 REM #%% YOU GET THE ITCHES *#*%
2000 CLS
2010 FPRINT "YOU LOSE!' YOU HAVE FOISON Ivy!'':'»
2020 PRINT
2070 FRINT “YOUR FINAL SCORE IS:"S
2040 PRINT
2050 PRINT "THE HIGH SCORE IS:"HS
2060 PRINT

DISK

BASIC ***
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2070 8=0

2080 PRINT "PRESS (ENTER) TO PLAY AGAIN.";
2090 GOSUER 4000

2100 RESTORE

2110 CLS

2120 6O0TO 3160

2999 REM *%% INTRODUCTION #*%*%

000 CLS

J060 PRINT “"THE DIRECTION EEYS ARE: "
J070 PRINT

F080 FRINT TABR((7)"U 1 o"

T090 PRINT TAR(7)4"J L

100 PRINT TAEB(7)"M . "

3110 FRINT

3120 FPRINT "FRESS (ENTER) TO BEGIN. "3
31320 BOSUR 4000

F140 CLS

F130 DI=100

F159 REM *%x |LOAD DIRECTION VARIABLES %*%%
JF160 FOR I=0 TO 7:READ KT$(I):NEXT
3170 FOR I=0 TO 7:READ XT(I):NEXT
3180 FOR I=0 TO 7:READ YT(I):NEXT
2190 FOR T=1 70O DI

3200 GOSUB 400

210 NEXT T

3220 6GOTO 500

Z999 REM *xx WAIT ROUTINE *%*

4000 INFPUT R%

4010 RETURN

S000 DATA ", ", ".",L.0,I,U,J.M

5010 DATA 0,2,2,2,0,2,-2,-2

5020 DATA 2,2,0,-2,-2,-2,0,2

VIC-20

1 REM #%# DOISON IVY VIC-Z@ #xx

1@ GOTO I

99 REM *#+ JOYSTICHK ROUTINE #*#*%
12@ POKE 37154, 127

112 XT%=PEEK(371S2)AND 128

120 POKE 37154,2%5

132 XT%=XT% OR (PEEK(3I7137)AND1IZ7)
14@ XI=SGN(XT%#AND1Z8)-SGN(XT%AND16)
192 YI=SGN(XTAANDE8) -SGN (XT#AND4)
1622 RETURN

122 REM *#% READ XEYBOARD ROUTINE #*%%
202 XI=2:YI=2:L1=@

212 BGET KES$

ccl@ IF KE$s=""THEN RETURN

3@ IF KME®=KTH(LI) THEN YI=YT(LI):XI=XT(LI):RETURN
240 LI=LI+1:IFLI{(8 THEN 232

298 RETURN

395 REM #%x DRAW IVY *%x

4@ X=INT(RND (1) *Z2)

412 Y=INT(RND(1)%#23)

42@ IF X=@ AND Y=11 THEN 422

433 IF X=1 AND Y=11 THEN 4@

449 PDHE SE+X+22%Y, 88

450 POKE CE+X+22#*Y,5

461 RETURN
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499 REM #*xx MAIN LOOP #*%x

Saa CO=2:R0O=11:[L=0@

51@ POKE CB+H1+22#Hz,d

528 POKE CB+CO+22#R0, 1

530 POKE SB+CO+22#%R0O, 43

542 IF L=1 THEN 202

55@ H1=CO:H2=RO

56@ ON J GOSUB 109, zo0

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

58@ IF ROY22 THEN RO=22

59@ IF RO<@ THEN RO=@

6@ IF CO(a THEN CO=@

612 IF CO)21 THEN 10200

62@ IF PEEK (SB+CO+22#R0)=88 THEN L=1
638 X=X+1

642 IF X/&e=INT(X/6) THEN GOSUR 4@@
652 GOTO S1@

999 REM #*xx COMPLETED MAZE *¥*#*
122® PRINT CHR$(147)

1213 FOR T=1 TO la@

102@ PRINT "YOU MADE IT! ";

1232 POKE 36879, INT(RND(1)*7)+7
1058 NEXT T

1262 S=5+1

i@7@d IF S>HS THEN HS=S

1282 DI=DI+35Q

1@29@ PRINT CHR$(147)

1122 POKE 26879, 232

111@ PRINT "YOUR SCORE IS:"S

1128@ PRINT

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

1152 GOTO =wvaa

1999 REM *x% |LOSE GAME ***

cg@a PRINT CHR$(147)

ZA1@d PRINT "YOU HAVE POISON IVY!"
2@z PRINT

2332 PRINT "YOUR FINAL SCORE IS:"S
2048 PRINT

2258 PRINT "THE HIGH SCORE IS:"HS
Z2@6@ PRINT

c@7a S=a

@8 PRINT "(SHIFT) TO PLAY AGARIN"
2292 GOSUR 4wv@

212@ RESTORE

2112 GET DUMs

£21i2@ IF DUM$ () ""THEN Z11@

213@ PRINT CHR$(147)

cl4@ GOTO 317@

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

3@18 PRINT "USING A JOYSTICK (Y/N)*
32c@ GET J$:IiF Je=""THEN 3@z@
3a3@ IF Je="Y"THEN J=1:60T0 3142
340 IF JeO"Y'THEN J==2

3250 PRINT CHR$(147)

326Q PRINT "THE MOTION KEYS ARE:"
3070 PRINT

Ja8ad PRINT "y I 0O

40
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3090
3ie@
3ii@
3iz2e
3130
3140
3159
3160
317@
3179
3180
3198
3200
322@
323
3242
325
3999
4000
4212
LAz
So0e
oo1a

Seze

PRINT "J L

PRINT "M , ."

PRINT

PRINT "PRESS (SHIFT) TOD BEGIN"
GOSUB 4000

PRINT CHR$(147)

REM %% INITIALIZE SCREEN AND SCORE VARIABLES #*#x

SB=7680:
POKE 368
REM *#%#
FOR I=@
FOR I=0
FOR I=0
FOR T=1

CB=38400:DI=100

79, 3:POKE €50, 128

LOAD DIRECTION VARIABLES ##*x
TO 7:READ KT$(I) :NEXT

TO 7:READ XT(I):NEXT

TQ 7:RERAD YT (I):NEXT

TO DI

GOSUB 4o@

NEXT T

GOTO S@.

REM *%%

WAIT ROUTINE #*x*

WRIT 653, 1
WAIT 653, 1,1

RETURN
DATA I,u
DATA 2, 1
DATA 1,1

,‘J', M, I|, ll, ll-‘ II,L,O
,1,1,0,-1,~1,-1
,O,=-1,-1,-1,@,1

4
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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
vou'll get "em all when you sink your mind into WORD
SCRAMBLER. This mind teaser shows you a line of mised ap
letters that you have to make a wrod...ub...oword owbt -of,
Each time you guess a letter’'s correcht location, the
computer prints a "1 wunderneath Lk, By using clues,
you'll solve even the most challenging words. Sach ftims
vou correctly pick the entire word, the compubtar shows wou
how many tries it took you fto get it. 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$ - mnn
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 *** guess loop ***
270 PRINT
280 PRINT "The scrambled word is:"
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290 PRINT

300 PRINT " "; w$

310 PRINT

320 r = 0

330 PRINT "Type your guess, the (RETURN)."

340 PRINT

350 INPUT g%

360 IF g3 = "N" THEN 170

370 IF LEN(g$) > LEN(w$) THEN PRINT "Guess too long!": GOTO 280
380 IF LEN(g$) < LEN(w$) THEN PRINT "Guess, too short!": GOTO 280
390 PRINT " ";

400 FOR x = 1 TO LEN(w$)

410 IF MID$(g$, x, 1) = MID$(u$, x, 1) THEN GOSUB 480

420 IF MID$(g$, x, 1) <> MID$(u$, x, 1) THEN GOSUB 510

430 NEXT x

440 PRINT

450 IF r = LEN(g$) THEN 530

460 g = g+1

470 GOTO 310

479 REM **¥ correct letter routine *¥**

480 PRINT "1";

490 r = r+1

500 RETURN

509 REM *¥¥ jncorrect letter routine **%

510 PRINT "O";

520 RETURN

530 HOME

540 PRINT "You got it in "; g; " turn(s)!"

550 PRINT

560 PRINT "Press any key to play again."

570 GET n$

580 GOTO 170
1000 DATA LETCICER,69,76,69,67,84,82,73,67,SGEAROOUUT,79,85,84,82,65,
71,69,79

1010 DATA 85,83,ACTANPEUOL,67,65,78,84,65,76,79,85,80,69

1020 DATA LABTEKSABIL,66,65,83,75,69,84,66,65,76,76

1030 DATA TANIRUC,67,85,82,84,65,7%,78, TAMELPAC,80,76,65,67,69,77,65,84
1040 DATA ONUSHCI,67,85,83,72,7%,79,78,WOLCRADY,67,79,87,65,82,68,76,8
1050 DATA DELIS,83%,76,73,68,69,TARIUG,71,85,73,84,65,82,0WELT,84,79,87,
69,76

1060 DATA MUTESOC,67,79,33%,84,85,77,69,Y0GOILB,66,73%,79,76,79,71,89
1070 DATA ACRTEP,67,65,82,80,69,84,ARERES,69,82,65,8%,69,82

1080 DATA ELTKET,75,69,84,84,76,69,REUICTP,80,73%,67,84,85,82,69
1090 DATA TISGNYF,83%,73,71,78,7%,70,89,0RDAI,82,65,68,73,79

1100 DATA ZFERPAT,84,82,65,80,69,90,69,0

Apple Il and Apple lle

1 REM *%% WORD SCRAMEBLE AFFLE #x*

160 HOME

20 FRINT "WORD SCRAMEBLE™M

20 FRINT

40 FRINT "TRY 70 UNSCRAMEBLE WORDS BY TYFING®

50 PRINT "IN GUESSES. THE COMFUTER WII_L SHOW YOU"

HO FPRINT "WHICH LETTERS ARE IN THE CORRECT FLACES. "

70 FRINT

BaQ FRINT "EXAMPLE: THE COMRUTER PRINTS @ SUEGS"™

20 FRINT "THE ACTUAL WORD IS GUESS."

100

FRIMNT "“IF YOU TYFE:

GEUSS, THE COMFUTER WILLY
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10 AWESOME PROGRAMS FROM K-POWER

110 FRINT "RESFPOND WITH "10011°, MEANING THE"

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

130 PRINT "IN THE CORRECT LOCATIONS."

140 PRINT

150 PRINT "FRESS ANY KEY TO CONTINUE."

140 GET N#

170 U = "

179 REM #x% READ SCRAMELED 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({XD

220 UF = U¥ + CHR#¥ (CH(X))

230 NEXT X

240 G = 1

250 HOME

260 FRINT "PRESS ‘N° THEN (RETURN) FOR A NEW WORD"

269 REM *xx GUESS LLOOP *%**

270 FRINT

280 PRINT "THE SCRAMELED WORD IS:*"

290  FPRINT

Z0OO0  PRINT " "W#

310 PRINT

I20 R = 0@

IFT0  PRINT "TYFE YOUR GUESS. THEN FRESS (RETURN) . "

340 FRINT

250 INFUT G#

60 IF GBF = "N" THEN 170

270 IF LEN (G#%) > LEN (Wf) THEN FRINT "GUESS TOO LONG!'!'": GOTO 2BOQ

380 IF LEN (G#) < LEN (W#) THEN FRINT "GUESS T0OO0O SHORT!": GOTO 280

Q0 FPRINT * "j

400 FOR X = 1 TO LEN ((W#)

410 IF MIDE (G¥,X,1) = MIDF (Uf,X,1) THEN GOSUE 480

420 IF MID#F (GF,X,1) <« = MIDF (U, X,1y THEN GOSUER 510

470  NEXT X

440 FRINT

450 IF R = LEMN (G%) THEN 530

460 G = G + 1

470 GOTO Z10

479 REM #%% CORRECT LETTER ROUTINE #**%

480 PRINT "1";

490 R = R + 1

H00  RETURN

509 REM  #xx INCORRECT LETTER ROUTINE %%

510 PRINT "O":

520 RETURN

530 HOME

540 PFRINT "YOU GOT IT IN "G" TURNEG) '"

550 FRINT

560 FRINT "FRESS ANY EEY TOD FLAY ABAIN. "

570 GET N#%

580 GOTO 170

1000 DATA LETCICER,69,76,69.,67,84,82,73,67,S6EARDOUIT,79,85,.84,82,465,
71,69,79

1010 DATA 85,87 ,ACTANFEUOL 67 .,465,78,.84,45,74,79,85,R0,49

1020 DATA LARTEESABL ,646,65,87,759,469,84,66,65,74,76

1030 DATA TAONIRUC &7 ,B85,82.,84,65,73,78, TAMELFPAC .80, 7& ,&5 67 &9 .77,
65,84
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1040 DATA ONUSHCI,&7,85,.8%,72,7%,79,78,WOLCRADY ,&7,79,87,465,82,68,
76,89

1050 DATA DELIS,BZ,76,73,68,69,TARIUG,71,85,73,84,465,82,0WELT,B4,79,
87 .,69.76

1060 DATA MUTESDC,47,79.83,84,85,77,4%9,YOGOILB,66,73,72,76,79,71,89

1070 DATA  ACRTER,67,465,82,80,6%9,84 ,ARERES , 69,82,65,83,469,82

1080 DATA ELTKET,.75,69,84,84,76,6%9 ,REUICTF,B0,7%,47,84,85,82,69

1090 DATA II1SGNYF,B8%,73,71,78,73,70,89,0RDAL,82,485,48,73,79

1100 DATA ZEERFAT,B4,B2,45,80,46%9,90,465,0

Atari

CEXAMPLE: THE

TTHE ADTLIAL WO

"I OYOL

FIFTH LET

THE CORREDT LOCATIOMES,

(RETURNY S T CONTINUE, "

GUREMBELE WORD sxs
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460 NEXT X
470 PRINT
480 TF R=LEN(G#) THEN S&0
490 G=0G-1
SO0 GOTO I00
509 REM *%% CORRECT LETTER
B1O PRINT "1
520 Re=R+1
20 RETURN

27 REM ##x INCORRE
540 PRINT "0
550 RETURN

E&HC PORINT

X

ROUTINE ##%

1] 4
NT "L G

-

70

LI ITOIN Mifgn TURN(S) o
SR0 FRINT
590 FRINT PR L

HOO GREUR 2000
S0 GOTH 190
1000 DAT

1010 DATA
1020 DATA
1TOZE0 DATA
1040 DATA Nngp
LOSO DATA
&89, TE

1O8H0 DATA
1O70 DATAH
1080 DATA
{() iy D(xlﬁ

dﬁrT RPH.

2000 1




10 AWESOME PROGRAMS FROM K-POWER

260 FOR X=1 T0 LEN(WE)
READ CHOXO

JEFCHREE (CH XD
b4

P4

o+ (ENTERD Y
REM WORD. "
LOOF %Xx

YR 6y
BUE

FRMT
FRIMD “THE SCRAMBLED WORD I&:"
P

FRIME " g

FRUMT

Loy

TTyPE vOUR GUESS,
"THER FRESS EMTER: .

FLUT G
E00

PobiE)  THERM FRINT "GUESS 700

Moy THER FRINT "GUESS TOO

O LEM G
Sy =MIOE S, 2 1) THER
Bk, 1y aPI0E U, £, 10 THEHM

FHER de

CORFECT LETTER %%

1 (. n;:

LR
1 wxw (NCORRECT LETTER %
T

Wy

TETOTLIRR CEY

T o

Dyl 0

HCREE
o
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i@

2@

3@

40

S

(=7.]

72

aa

1)

1@
110
120
132
142
152
162
i7a
173
182
13
199
g
Zi@
pEesd
=30
24@
k17
Z6d
=69
z71
-8@
23
Jaa
a1@

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

PRINT CHR$(147)

PRINT "WORD SCRAMBLE™

PRINT

PRINT "TRY TO UNSCRAMBLE WORDS BY TYPING"

PRINT "IN GUESSES. THE COMPUTER WILL SHOW YOuU"
PRINT "WHICH LETTERS ARE IN THE CORRECT PLACES."
PRINT

PRINT "EXAMPLE: THE COMPUTER PRINTS, *SUEGS?."
PRINT "THE ACTUAL WORD IS 'GUESS'."

PRINT "IF YOU TYPE *’GEUSS', THE COMPUTER WILL"
PRINT "RESPOND WITH *1@@1i’, MEANING .THE"

PRINT "FIRST, FOURTH, AND FIFTH LETTERS ARE"
PRINT "IN THE CORRECT LOCATIONS."
PRINT

PRINT "PRESS (SHIFT) TO CONTINUE."
GOSUB 3oaa

Ug=""

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

IF We="@" THEN RUN

REM %*## READ ACTUAL WORD #*#*%

FOR X=1 TO LEN(W$),

READ CH(X)

Us=Us+CHRE (CH (X))

NEXT X

G=1

PRINT CHR$(147)

PRINT "PRESS *N' THEN (RETURN) FOR A NEW WORD"
REM *%*%* GUESS LOOP *x%

PRINT

PRINT "THE SCRAMEBLED WORD IS:"

PRINT

PRINT " "W

PRINT

R=@

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

INPLUT G$

IF GE="N" THEN 172

I LEN(GE)>LEN(WS) THEN PRINT "GUESS TOO LONG!¥:5070 8@
IF LEN(GS) {(LEN{(W$) THEN PRINT "GUESS 700 SHORT!":50T0O =8«
PRINT "3

FOR X=1 TO LENW$) -

IF MID% (G%, X, 1)=MID$ (U%, X, 1) THEN GOBUR 48@

IF MID$(Gs, X, 1) OMIDS (LS, X, 1) THEN GOSUE S1@
NEXT X

PRINT

IF R=LEN(G$) THEN S3@

G=G+1

GO70 27@

REM #%*% CORRECT LETTER ROUTINE #*%*x

ARINT "1ty

R=R+1

RETURN

REM #*#% INCORRECT LETTER ROUTINE **x
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S10
52
530
542
55@
S6@
57@
582
100
€3, 7
1010
1229
1232

1252

ied
ig72a
128w
129
1ig@
S0
@i
32c@

PRINT
RETURN
PRINT
PRINT
PRINT
PRINT
GOSUER
G070 1
DATA
E,
DATA
DATA
DATA

1243 DATA

DATA

63, 76

DATA
DATA
DATA
DATA
DATA
WAIT
WRIT
RETUR

llmll ;

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

"PRESS (SHIFT) TO PLAY AGAIN."

a2

7@

LETCICER, &3, 76,69, 67, 84,82, 73,67, SGEAROOUUT, 79, 85, 84,82,65, 71,

8s, 83, ACTANPEUCL, 67, 65, 78, 84, 65, 76, 79, 85, 8@, 63
LABTEKSAEL, 66, 65, 83, 75, 63, 84, 66, 65, 76, 76

TANIRUC, €7, 85, 82, 84, 65, 73, 78, TAMELPAC, 82, 76, 65,67, 63, 77, €5, 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, €7, 79, 83, 84, 85, 77,69, YOGCILE, &6, 73, 79, 76,73, 71, 89
ACRTEPR, 67, 65, 82, 8@, 63, 84, ARERES, €3, 82, 65, 83, 63, 82

ELTKET, 75, €9, 84, 84, 76,63, REUICTP, 8@, 73, 67, 84, 85, 82, €9
11SGNYF, 83, 73, 71, 78, 73, 7@, 83, ORDAI, 82, 65, 68, 73 79
ZEERPAT, 84, 82, 65, 8@, 63, 90, 63, ¥

653, 1

€532, 1, 1

N

SORAMEBLE"

"

FRINTS,
- ACTLAL"

3o
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Z20 PRINT "PRESS N THEN (ENTER)"
FIO PRINT “FOR A NEW WORD."

240 FPRINT

S4% REM *®x GUESS LDOF *%x%

IO FRINT “THE SCRAMBLED WORD (g:"
260 FRINT

F70 PRINT " "iW#

F80 PRINT

20 R=0

400 PFRINT "TYFE IN YOLR GUESS,M
410 FRINT "THEN PRESS (ENTER) "

420 PRINT
430 INFUT
440 IF GF=
450 IF LEN(GE)
460 PRINT "HUE
470 GOTO E50
48C IF LEN(GE) CLEN (WE) THEN 490 ELSE 510
490 PRINT "GBUESS 700 SHORT!H

S0G BOTD 220
FRINT

EN 210
ENAAWEY THEN 440 ELSE
 TO0 LONG Y

WA

&G0

HP0
TO0 FETF Y i

71O

50
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TRS-80 Color Computer

1 REM %*x*% WORD SCRAMBLE TRS-80 COLOR #*¥*x
12 CLS

20 PRINT "WORD SCRAMELE"

32 PRINT

4@ PRINT "UNSCRAMBLE WORDS BY TYPING"

S@ PRINT "YDUR GUESSES. THE COMPUTER"

€2 PRINT "SHOWS YOU WHICH LETTERS ARE"

7@ PRINT "CORRECT. FOR EXAMPLE:"

8@ PRINT

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

i2@ PRINT "COMPUTER WILL RESPOND WITH"
13@ PRINT "*10@11°, MEANING THE FIRST, "
14@ PRINT "FOURTH, & FIFTH LETTERS ARE IN"
15@ PRINT "CORRECT LOCATIONS. PRESS ANY"
16@ PRINT "KEY TO BEGIN."

172 A$=INKEY$

182 IF A$=""THEN 17@

199 Ug=""

199 REM #*#x READ SCRAMELED WORD %%

202 READ W$

212 IF W$="@" THEN RUN

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

23@ READ CH(X)

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

25@ NEXT X

260 G=1

270 CLS _

28@ PRINT "PRESS 'N’ + (ENTER)™

290 PRINT "FOR A NEW WORD."

299 REM *%% GUESS LOOP **%

30@ PRINT

31@ PRINT "THE SCRAMBLED WORD I1S:"

320 PRINT

3320 PRINT " "Ws

34@ PRINT

352 R=0

36@ PRINT “TYPE YDUR BGUESS, "

372 PRINT "THEN PRESS (ENTER)"

382 PRINT

392 INPUT G$

402 IF G$="N" THEN 19@

41@ IF LEN(G$))>LEN(W$) THEN PRINT "GUESS TOO LONG!":GOTO 31@
42@ IF LEN(G$) (LEN(W$) THEN PRINT "GUESS TOO SHORT!":GOTO 310
430 PRINT " ";

442 FOR X=1 TO LEN(W$)

452 IF MID%$ (B%, X, 1)=MID$ (U%, X, 1) THEN GOSUR S2@
462 IF MID$(G%, X, 1) ()MID$(U%, X, 1) THEN GOSUE S5S5@
472 NEXT X

48@ PRINT

490 IF R=LEN(G$) THEN S7@ .

S2Q G=G+1

512 GOTO0 Zoe

519 REM #*%x% CORRECT LETTER #*¥*

S2@ PRINT "1'j
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93@ R=R+1

548 RETURN

549 REM *%% INCORRECT LETTER *xx

35@ PRINT "@a";

S6@ RETURN

372 CLS

580 PRINT "GOT IT IN "G" TURN(S)"

S3@ PRINT

622 PRINT "PRESS ANY KEY TO RUN RGRAIN"

612 ARE=INKEYS$

6228 IF R$="" THEN GDOTO 612

632 GOTO 13@

1229 DATA LETCICER, €9, 76,69,67,84,82,73,67

1212 DARTAR SGEARDOQUUT, 79, 85, 84, 82,65, 71,69, 79, 85, 83

1220 DATR ACTANPEUOL, 67,65, 78, 84, 65, 76,73, 85, 8@, €3

1232 DATA ALBTEKSABL, 66,65, 83, 75,69, 84,66,65, 76, 76

1@24@ DRTA TANIRUC, &7, 85, 82, 84,65,73,78, TAMELPAC, 8@, 76,65,67,63,77,65, 84
1952 DATR ONUSHCI, &7, 85, 83, 72,73, 73, 78, WOLCRADY, 67, 79, 87, 65, 82, 68, 76, 89
1@26@ DRTAR DELIS, 83, 76, 73, 68,63, TARIUG, 71, 85,73, 84,653, 82, 0WELT, 84,73, 87,
69, 76

1@7@ DATAR MUTESOC, 67,79, 83, 84, 85,77,69, YOGOILR, 66,73,79, 76,79, 71, 89
1282 DATA ACRTEP, &7, 65, 82, 8@, £9, 84, ARERES, €9, 82, 65, 83, 63, 82

1232 DATA ELTKET,?S,SQ,84,84,76,69,REUICTP,B@,73,67,84,85,82,69

112@ DATA IISBNYF,BB,73,71,78,73,7@,89,0RDQI,82,65,68,73,79

111@ DATA ZEERPAT, 84, 82, 65, 8@, 69, 92,69, @

TRS-80 Model Il and Model 4
1 REM x%%xx WORD SCRAMEBLE TRS-80 MODELS 3 AND 4 *xx

10 CLS
20 FRINT "WORD SCRAMBLE"
Z0 PRINT

40 FRINT "UNSCRAMELE WORDS BY TYFING"
S50 PRINT "YOUR GUESSES. THE COMPUTER"
60 PRINT “SHOWS YOU WHICH LETTERS ARE”
70 FRINT "CORRECT. FOR EXAMFLE:"

80 FRINT

90 FRINT "THE COMFUTER FRINTS, *SEUGS”"
100 FRINT “THE ACTUAL WORD IS "GUESS”."
110 FRINT "IF YOU TYFE °"GEUSS® THE "
120 PRINT "COMFUTER WILL RESPOND WITH"
130 PRINT "7100117, MEANING THE FIRST,"
140 PRINT "FOURTH, & FIFTH LETTERS ARE IN"
150 PRINT "CORRECT LOCATIONS. FRESS ANY"
160 PRINT "EEY TO BEGIN."

170 A$=INKEY#

180 IF A$="" THEN 170

190 Ug=""

199 REM **% READ SCRAMBLED WORD **%
200 READ W$

210 IF W$="0" THEN RUN

220 FOR X=1 TO LEN (W$)

230 READ CH(X)

240 Us=U$+CHRS (CH (X))

250 NEXT X

260 G=1 :
270 CLS

280 FRINT "FRESS "N° + (ENTER)

290 PRINT "FOR A NEW WORD."

299 REM **% GUESS LOOFP *xx




10 AWESOME PROGRAMS FROM K-POWER

00 PRINT
310 PRINT
F20 PRINT
II3Q PRINT
340 FRINT
350 R=0

I60 PRINT
I70 FRINT
280 FRINT
FQ0 INFUT
400 IF G$
410 IF LE

420 IF LE
430 FRINT
440 FOR X
450 IF MI
4460 IF MI
470 NEXT
4830 PRINT
490 IF R=
S00 G=0+1
510 60TO
519 REM #*
520 PRINT
930 R=R+1
540 RETUR
549 REM %
550 PRINT
560 RETUR
S70 CLS
580 PRINT
990 PRINT
600 FRINT
610 As=IN
620 IF A%
630 60TO
&40 DATA
&3S0 DATA
660 DATA
&70 DATA
680 DATA
6920 DATA
700 DATA
69,76

710 DATA
720 DATA
730 DATA
740 DATA
750 DATA
viC-20

1 REM *#%x
1@ PRINT
2 PRINT
30 PRINT
413 PRINT
5@ PRINT
&0 PRINT
7@ PRINT

"THE SCRAMBLED WORD IS:"

L1} HN$

"TYPE YOUR GUESS,"
"THEN FPRESS (ENTER)"

G$

="N" THEN 190 :

N(G%) *LEN(W$) THEN FRINT "GUESS TOO LONG'":GOTO 310
N(G$)<LEN (W$) THEN PRINT "GUESS TOO SHORT'!'":GOTO 310

=1 TO LEN (W$)
D$ (G$, X, 1) =MID$(U$,X, 1) THEN BOSUB 520

D$(G$, X, 1)<:MID®(U%,X,1) THEN GOSUE S50
X

LEN(G$) THEN 570

300
*% CORRECT LETTER **%

IIIII;

N
*%¥ INCORRECT LETTER *%%
HO s

N
"GOT IT IN "G" TURN(S)"

"FRESS ANY KEY TO RUN AGAIN"

KEY$

="" THEN GOTO 610

190

LETCICER, &9,76,69,67,84,82,73,67
SGEAROOYUUT, 79, 85,84,82,65,71, 69,7%,85, 83

ACTANPEUOL , 67,65,73,94,65,76,79,85, 80, 69

ALETEKSABL, bb,65,87,75,69,84,66,65,76,76

TANIRUC, 67, 85,82,84, 65,73, 78, TAMELFAC, B0, 76, 65,67, 69,77, 65, 84
ONUSHCI, 67,85,83, 72,73, 79, 78, WOLCRADY, 67,79,87, 65,82, 68, 76,89
DELIS, 83, 76,73, 68,69, TARIUG, 71,85, 73,84, 65,82, OWELT, 84, 79,87,

MUTESOC, 67,79,83,84,85,77,69, YOGOILBE, 66,73,79,76,79,71, 89
ACRTEF, 67,65,82, 80,69, 84, ARERES, 69,82, 65, 83, 69, 82

ELTKET, 75,69,84,84,76,69,REUICTF,B80,73,67,84,85,82, 69
11SGNYF,83,73,71,78,73,70,89,0RDAI, 82, 65,68,73, 79
ZEERFAT, 84,82, 65,80,69,90, 69,0

WORD SCRAMBLE VIC-22 **%
CHR$ (147)
"WORD SCRAMELE"

"UNSCRAMELE WORDS BY"
"TYPING YOUR BUESSES. "
"THE COMPUTER SHOWS"
"YOU WHICH LETTERS RRE"

33
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8@ PRINT “CORRECT. FOR EXAMPLE:"

92 PRINT

120 PRINT “THE COMPUTER PRINTS,"

11@ PRINT "*SEUGS'. THE ACTLAL"

120 PRINT "WORD IS 'GUESS'. IF"

130 PRINT “YOU TYPE *GEUSS', THE"

140 PRINT "COMPUTER WILL RESPOND"

15@ PRINT "WITH *10@11', MEANING"

16@ PRINT "THE FIRST, FOURTH, &"

178 PRINT "FIFTH LETTERS ARE IN"

18@ PRINT "THE CORRECT LOCATIONS. "

190 PRINT "PRESS (SHIFT) TO PLAY"

200 GOSUB 300@

21@ Us=""

219 REM #*%% READ SCRAMELED WORD ##%%

220 READ W$

230 IF W$="@" THEN RUN

239 REM %*x% READ ACTUAL WORD %%

240 FOR X=1 TO LEN(W$)

250 READ CH(X)

26@ U$=U$+CHRS$ (CH (X))

278 NEXT X

280 G=1

29@ PRINT CHR$(147)

300 PRINT "PRESS 'N' + (RETURN)"

31@ PRINT "FOR A NEW WORD."

319 REM *%% GUESS LOOP %%

32@ PRINT

330 PRINT "THE SCRAMBLED WORD IS:"

34@ PRINT

350 PRINT "  "Wé

6@ PRINT

370 R=2

8@ PRINT "TYPE YOUR GUESS, THEN PRESS (RETU
392 PRINT

422 INPUT G$

412 IF G$="N" THEN 1@

420 IF LEN(G$))LEN(W$) THEN PRINT "GUESS TOO
430 IF LEN(G$) (LEN(W$) THEN PRINT “"GUESS TOO
449 PRINT * ";

453 FOR X=1 TO LEN (W$)

460 IF MID$ (G$, X, 1)=MID$(Us$, X, 1) THEN GOSUE
47Q IF MID$(G$, X, 1) ()MID$(U$, X, 1) THEN GOSUB
482 NEXT X

490 PRINT

S@@ IF R=LEN(G$) THEN 5802

510 G=6+1

S2@ GOTO 320

=529 REM %% CORRECT LETTER ROUTINE *%#
538 PRINT 17

549 R=R+1

553 RETURN

559 REM *#% INCORRECT LETTER ROUTINE #*%%
560 PRINT "2

57@ RETURN

588 PRINT CHR$ (147)

59@ PRINT “GOT IT IN"G"TURN(S) ™

§0@ PRINT

£1@ PRINT "PRESS (SHIFT) TO PLAY"

Rhi) "

LONG?":6G0TC 33@
SHORT! " :60OTO 332

538
o6a
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62@ GOSUB

63e GOTO 210

120@ DATA
69, 79

1212 DATA
1220 DATA
123@ DATA
194@ DATA
185@ DATA
69, 76

1060 DATA
1@7@ DATA
1282 DATA
1290 DATA
11@@ DATA
3000 WAIT
3018 WAIT

3828 RETURN

3000
LETCICER, €9, 76, 69, &7, 84, 82, 73, 67, SGEARDOUUT, 79, 85, 84, 82, 65, 71,

85, 83, ACTANPEUOL, 67, 65, 78, 84, 65, 76, 79, 85, 80, 69
LABTEKSABL, 66, 65, 83, 75, 69, 84, 66, 65, 76, 76

TANIRUC, 67, 85, 82, 84, 65, 73, 78, TAMELPAC, 89, 76, 65, 67,69, 77, 65, 84
ONUSHC1, 67, 85, 83, 72, 73, 79, 78, WOLCRADY, 67, 79, 87, 65, 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, 66, 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, 8@, 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, 98, 69, ©

653, 1

653,1,1

55
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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 SECORET
CODE encoder/decoder program. To use il 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 hthe
MESSARGR. This program will decode all letters and
numbers, question marks, periods, and spacas. Dommas
aren’'t allowed and may cause errors on some compubsrs

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 *%* main 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 "1)Encode 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 n3

280 IF m$ = "O" THEN 70
290 PRINT
200 PRINT "Now encoding..."
310 PRINT
320 PRINT "Here's the code:"
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%30 PRINT
340 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

390 PRINT

400 PRIWT

410 PRINT "Press any key to continue."

420 GET n$

430 GOTO 70

499 REM *¥* decode routine ***

500 HOME

510 PRINT "Type your coded message, two lines"

520 PRINT "max. at one time please!"

525 PRINT "Use only CAPITALS."

530 PRINT "Type 'O' and press (RETURN)"

540 PRINT "to return to the main menu."

550 PRINT

560 PRINT "What is the coded message"

570 INPUT c$

580 IF c¢$ = "O" THEN 70

590 PRINT

600 PRINT "Now decoding..."

610 PRINT

620 PRINT "Here's the message:"

630 PRINT

640 FOR x = 1 TO LEN(c$)

650 FOR m 1 TO 39

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

670 NEXT m

680 NEXT x

690 PRINT

700 PRINT

710 PRINT "Press any key to continue." :

720 GET n3 *
730 GOTO 70
1000 DATA A
1010 DATA I
1020 DATA R
1030 DATA .
1040 DATA 6

Apple Il and Apple lie
b o por

R

e

7 REM ] NETON CODE ARRAYE wixe

EOCODE ARRAYE e

MLMETR OF YOI O ey
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110 PRINT "THEN FRESS (RETURM)."

120 PRINT

1Z¢ FPRINT "1)ENCODE A MESSAGEY

140 FRINT "2)DECODE A MESSAGE"

150 FRINT

160 INFUT "WHICH ONE: "j;CH

170 IF CH < 1 OR CH » 2 THEN 140

180 ON CH GOTD 200,500

199 REM  *x% ENCODE ROUTINE *x%

200 HOME

210 PRINT "TYPE YOUR MESSAGE, TWO LINEZS"
220 PRINT "MAX. AT ONE TIME FLEAGE!Y
225 PRINT “NO COMMAS ALLOWED!®

2EG PRINT Y"TYFE "€ AND FRESGS (RETLRNY ™
240 FPRINT "T0O 60 T THE MAIN MENU. Y

250 PRINT

260 PRINT "WHAT IS5 YOUR MESSALEY

270 INFPUT ™M#*

280 IF ME = "Q" THEN 70O

290 PRINT

FRINT "NOW ENCODIMG. . . "

FRINT

FRINT “HERE 'S THE C0ODE: "

FPRINT

FOR X = 1 TD LEN (%)

FOR M = 1 T0O =9

IF  MIDE (ME, X, 1 = AFMy THEN PRINT OF 005
NFVW ™ :

FiR H‘-H

FIRINT

FRINT "PRESS ANY EEY T0O CONTIMUE. "
BET nNF

GOTO 70

REM  ¥xe DEDODE ROUTINE ¥

HOME

fh1ﬂ’ TYRE VLR CODED
= TMAY . AT DNE T

CTYRE 07 AND B ( "
FRINT “TO RETURN TO THEN MATN MENU, "
FRINT

FRINT "WHAT TS THE CODED MOGSAGE"
INFUT 0F

IF O = "0" THEN 70

FRINT

FRINT "NOW DECODING. .. "

FRINT

FRINT “HERE 'S THE MEGGARE: "

FRINT

FOR X = 1
FOR M o= 1
IF MIDE
NEXT

THEN  FRINT A% (M)

PRESS ANY FEY 7O CONT InDE,
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500 PRINT CHR$(125)

510 FRINT "TYFE YDUR CODED MESSABE, TWO LLINEGH
520 FRINT "MAXIMUM — NO COMMAS FLEASE!™

530 FRINT "TYFE ‘0O AND FPRESS (RETURN) "

540 FRINT "TO RETURN TQ THE MAIN MENLD, "

5350 FPRINT

1560 FRINT "WHAT IS THE CODED MESSAGE"

570 INFUT N

580 IF N#E="0" THEN 10C

590 FRINT

A00 FRINT “NOW DECODING, .. . ¢

510 FRINT

&20 PRINT "HERE'S THE MESSAGE: "

&350 FRINT

&40 FOR X=1 TO LEN(NZF)

£50 FOR M=1 TO 39

L0 IF NE(X,X)=CEM,M) THEN FRINT A® (M, M

6£7C NEXT M

L00 NEXT X

LHP0 PRINT

700 FRINT

710 FRINT "FRESS (RETURNY T0O DONTINUE. "3

720 BOSUR 200

7I0 GOTO
1000 DATA A, r y S B, H t.Jva,r,_ﬁz,m,u, Lk, L
101G DATA I, J,d,} Wb, 6, M, 0N M,C,Tyﬁ YLe, R

1020 DATA ﬂ.h,chn,Tg,,u Y L WLTOX N, Y. X 7R
LOI0 DATE .., 0,9,1,7,2,5,3.0, +.A$5§1

1040 DATA 5,a,f;5,8,;,v,9,?,7

1999 REM ##%% INPUT ROUTINE #xx

2000 INFUT R#F
2010 RETLRN

Commodore 64

1 REM %*%% SECRET CODE &4 #*%%

3 REM *#% DIMENSION CODE RRRAYS *#%
12 DIM A$(39)

20 DIM C$(39)

29 REM *%% INITIALIZE CODE ARRAYS #*%#
3@ FOR X=1 TO 39

42 READ A% (X)

5@ READ C$(X)

62 NEXT X

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

72 PRINT CHR$(147) ,

82 PRINT "SECRET CODE PROGRAM"

92 PRINT

12@ PRINT "TYPE THE NUMBER OF YDUR CHOICE"
112 PRINT “THEN PRESS THE (RETURN) KEY."
12@ PRINT

132 PRINT "1)ENCODE A MESSAGE"

14@ PRINT "2)DECODE A MESSAGE"

15@ PRINT

16@ INPUT "WHICH ONE"“3CH

17@ IF CH{1 OR CH)Z THEN 16R

18@ ON CH GOTO 20w, S

193 REM *%% ENCODE ROUTINE #*#%

0@ PRINT CHR$(147)
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cla
20
3@
£4@
=a
26
27
£8a
=3a
38
31@
2@
232
340
35@
260
37@
38
39
4
41@
420
430
4993
Saa
ola
Sce
330
S4@
)
Sea
7@
oae
39@
(=37
&la
ez
630
&40
eSa
&60
67a
e8a
692
7
71@
7c@
73@
100&
iaig
1aza
ia3a
104
=339
o1l
31
3z

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 CONTIMNUE."

GOSUER Z02@

G070 7@

REM *%% DECODE ROUTINE ##%

PRINT CHR$(147)

PRINT “TYPRPE YOUR CODED MESSAGE, TWO LINESY,
PRINT "MAX. AT ONE TIME, PLEASE!" ’
PRINT "TYPE '@° AND PRESS (RETURN)

PRINT “TD RETURN TO THE MAIN MENU. "
PRINT

PRINT "WHAT IS THE CODED MESSAGE"
INPUY Cs

IF Cs="@" THEN 7@

BRINT

PRINT "NOW DECODING...."

PRINT

PRINT "HERE'S THE MESSAGE:"

PRINT

FOR X=1 TO LEN(T#)

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@

DQTQ Q, F', " 1 . it 1
DATA 1,Q,J,5
DATA R,K,5,D
3

£
r

S>EZCO

- =
-
-
-a
-

fir 1 T <€

-

-
-

JWLEDO
DS MOC
<<

Npm
DY

- .
-

- -
-

-

MxQm
LA B
< 1T T

-
-

DATA .,.,2,
DATA €. 4,7,
REM *%% WAI
WAIT 653, 1
WAIT E53,1,1
RETURN

-
-
-
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IBM PC

1 REM »%%x SECRET CODE IBM-FC *%x
9 REM *x%% DIMENSION CODE ARRAYS *%x*
19 DIM Af(64)

2@ DIM C*(64)

@ FOR X=1 TO 4@

4@ READ A% (X)

58 READ C#H(X)

6@ NEXT X

69 REM %% MAIN MENU *%*

70 CLS

8@ FRINT "SECRET CODE FROGRAM"
98 PRINT

1@ FRINT "SECRET CODE FROGRAM"
11@ FRINT “THEN FRESS (ENTER)."
120 FRINT

128 FRINT "1)ENCODE A MESSAGE"!
140 FRINT "2 DECODE A MESSAGE"
150 FPRINT

16@ INFUT "WHICH ONE";CH

1708 IF CH<1 OR CH>E2 THEN 160

180 ON CH GOTO 200,500

199 REM *#x% ENCODE ROUTINE *%%
200 (CLs

210 FRINT "TYFE YOUR MESSAGE"

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

230 FPRINT :
268 FRINT "WHAT IS5 YOUR MESSAGE"
270 INFUT M=

28@ IF M#="0" THEN 7@

299 PRINT

ZP@ FRINT "NOW ENCODIMNG..."

F10 FRINT

E28 PRINT "HERE'S THE CODE: "

TE@ PRINT

Z40 FOR X=1 TO LEN({MZ%)

350 FOR M=1 T0O 40

E260 IF MIDFME,X,1)=AF (M) THEN FRINT C#(M);
E7@0 NEXT M

280 NEXT X

IR0 FPRINT

408 FRINT

4113 PRINT "PRESS (ENTER) TO CONTINUE"
420 GO5UE 2006

478 GOTO 70

499 REM *%*x DECODE ROUTINE #%x
L@@ CL.S

S1@ FRINT “"TYFE A CODED MESSABEY
520 FRINT "I LINES MAXIMUM 4T A4 TIME"
BE@ FRINT "OR TYFE @ AND FRESGE"
5340 FPRINT " (ENTER) FOR MENU. "

S50 FRINT

G368 FRINT "WHAT 15 THE CODE"

B7@ INFUT C#

S IF Cx="@" THEN 78
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TBR@ INFUT R¥
210 RETURN

FRINT

FRINT "NOW DECODING..."

FRINT

FRINT "HERE S THE MESSAGE:"
FRINT

FOR X=1 TO LEN(C#)

FOR M=1 TO 4@

IF MID#(C#,X,1)=C#(M) THEN FRINT A% (M)3::
NEXT M

NEXT X

FRINT

FRINT

FRINT "FRESS (ENTER) T0O CONTINUE.
GOSUE Q00

GOTO 7@

DATA ALF," ".," ", B,H.C.U,D.Y,E,Z,F.0,6,J.H,L
DATA I,0,J,5,K.W,L,AM,C,N.M. O, T,F,V,0,F
DATA R.K.S,D,T.G,U, B,V E W, I, XN, Y, X,Z,R
DATA .,.,0,9,1,7,2,%,%,0,4,2,5,1

DATA 6.4,7.5,8,6,9,8,",",",", 7,7

T{GOD /A0 FEE

CODE

AERET SODE PROGRASFE

RER,
CENTER) L "
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Z20 PRINT "NOW ENCODING...."
TI0O O PRINT
240 PRINT "HERE'S THE CODER "
350 PRINT
‘&U FOR X=1 TO LEN(ME)}
Z70 FOR M=i1 TO 40 .
IR0 IF SESEME, K, 1L=A% M) THEN 3920 ELSE 400
ZQ0 PRIMT CHE Mg
400 MNEXT ™M
410 NEXT X
420 PRINT
470 PRINT
A4 FRINT "PRESS (ENTER) T0O CONTINIE, "
45C GOSLE 790
4460 BOTO 7¢
44% REM #xx TCODE ROUTINE xx#
470 CALL CLEAR
FRINT YTYPE A CODED MESSAGE-"
FRINT "2 LINES MAXITMUM PLEASE,
FRINT "RO COMMAS SLLO
FRIMT "TYRE "o AND FRESS
FRINT "IENTER) FOR MENLL D

FRINT "WHaT IS THE CODEN
TNPLIT CiE
T COE="0" THEMN 7o

FRINT

FRINT "NOW DECODDING. ... "

I “FRINT

T I\IT CHERE S THE MESEAGEE: ¢

FRINT
FOR X=10 T LEN TS
FOR M=1 T 40

----- P THEN S50 ELSE 400

DATA
THEIT R
LT LIF

TRS-80 Color Computer

1 REM *%% SECRET CODE TRS--82 COLIR *%*
9 REM »#*% DIMENSION CODE ARINYS #xx

1@ DIM A% (42)

2@ DIM C$(42)

3@ FOR X=1 TC 39

4@ READ A% (X)

5@ READ C%(X)

6@ NEXT X
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69 REM *xx% MAIN MENU #%#

7@ CLS

8@ PRINT "SECRET CODE PROGRAM"
92 PRINT

122 PRINT "TYPE A NUMEBER"

112 PRINT "THEN PRESS (ENTER)."
129 PRINT

132 PRINT "1)ENCODE A MESSAGE"
142 PRINT "2)DECODE A MESSAGE"
1390 PRINT

16@ INPUT "WHICH ONE";CH

17@ IF CH<(1 OR CH)>2 THEN i6@2

182 ON CH GOTO Z@a, Sae
129 REM *xx ENCODE ROUTINE %%
Za CLS

£1@ PRINT "TYPE YOUR MESSAGE"

c2@ PRINT "2 LINES MAX. AT A TIMEY
3@ PRINT "OR TYPE *@* AND PRESS"
24@ PRINT " (ENTER) FOR MENU."

23@ PRINT

26@ PRINT "WHAT IS YOUR MESSAGE"
272 INPUT M%

Z8e IF Me="@a" THEN 7@

292 PRINT

302 PRINT "NOW ENCODING...."

312 PRINT

32@ PRINT "HERE'S THE CODEs™

330 PRINT

342 FOR X=1 T0O LEN (M%)

35@ FOR m=1 T0O 39

360 IF MID® (M$, X, 1) =A% (M)
378 NEXT ™

38@ NEXT X

33@ PRINT

4@ PRINT

41& PRINT "PRESS
4218 GOSUB 3022
438 GOTO 7@

THEN PRINT

(ENTER)

499 REM #¥x» DECODE ROUTINE *#%
S0 CLS

51@ PRINT "TYPE A CODED MESSAGE"
5@ PRINT "2 LINES MAX. AT A4 TIME"
S3@ PRINT “OR TYPE "@' OND PRESS®
S48 PRINT " (ENTER) FOR MENU, "

992 PRINT

6@ PRINT "WHAT IS THE CCDE"

S7@ INPUT C%

8@ IF Cé="@" THEN 7@

59@ PRINT

22 PRINT "NOW DECODING...."

E1@ PRINT

ec@ PRINY "HERE'S THE MESSAGE:"
€32 BRINT

E£42 FOR X=1 TO LEN(C$)
650 FOR M=1 TO 33

E62 IF MID$(Cs, X, i)=C* ()
67@ NEXT M

£81 NEXT X

€3¢ PRINT

THEN PRINT

Cs (M) 3

TO CONTINUE. "

as (M) ;
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70@ PRINT ,

71@ PRINT"PRESS (ENTER) TO CONT."
72@ GOSUB 300@

738 GOTD 7@

122@ DATA A, F," ", " v
1212 DATA I,Q
1229 DATA R, K
1232 DATA .,
1242 DATA &,
30@@ INPUT R
3212 RETURN

TRS-80 Model lll and Model 4

? REM *%*x DIMENSION CODE ARRAYS #%*
10 DIM A% (39)

20 DIM C%(3I9)

30 FOR X=1 TO 39

40 READ A%(X)

30 READ C%(X)

&0 NEXT X

69 REM *%% MAIN MENU ®*x*

70 CLS

80 PRINT "SECRET CODE PROGRAM"
20 FRINT

100 FRINT “TYFE A NUMBER"

110 PRINT "THEN FRESS (ENTER)."
120 FPRINT

130 PRINT "1)ENCODE A MESSAGE"
140 PRINT "2)DECODE A MESSAGE"
150 FRINT

160 INFUT "WHICH ONE"3;CH

170 IF CH<1 OR CH>2 THEN 140

180 ON CH GOTO 200,300

199 REM x*%¥ ENCODE ROUTINE **x
200 CLS

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

250 PRINT

260 FRINT "WHAT IS YOUR MESSAGE"
270 INFUT M%

280 IF M$="0" THEN 70

290 PRINT

200 FRINT "NOW ENCODING...."
310 FRINT

320 PRINT "HERETS THE CODE:"
330 PRINT

Z40 FOR X=1 TO LEN(M$)

3530 FOR M=1 TO 29

Z&0Q IF MIDE (M$, X, 1)=A% (M) THEN PRINT C&(M)3
Z70 NEXT M

80 NEXT X
90 PRINT
400 PRINT

410 FRINT "FRESS (ENTER) TO CONTINUE';
420 GOSUR 3000
430 GOTO 70

1 REM %**% SECRET CODE TRS-80 MODELS = AND 4 BASIC

9% 3%
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499 REM *%% DECODE ROUTINE #*%%

500 CLS

510 PRINT "TYPE A CODED MESSAGE, "
S20 PRINT "2 LINES MAX. (NO COMMAS) "
530 FRINT "OR TYFE *O° AND PRESS"
540 FPRINT " (ENTER) FOR MENU."

S50 PRINT

560 PRINT "WHAT IS THE CODE"

S70 INPUT C$

580 IF C$="0" THEN 70

590 FRINT

600 PRINT "NOW DECODING...."
610 PRINT

620 PRINT "HERE®S THE MESSAGE: "
630 PRINT

640 FOR X=1 TO LEN(C$)

650 FOR M=1 TO =9

660 IF MID$(C%,X, 1)=CE(M) THEN FRINT A%(M):
670 NEXT ™M

680 NEXT X

670 PRINT

700 PRINT

710 PRINT "FPRESS (ENTER) TO CONTINUE"3:

720 GOSUB Z000

730 60OTO 7¢

1000 DATA A,F," ", .B,H,C,U,D,Y,E,Z,F,0,G,J

1010 DATA 1,0,J,8,K,W,L,A,M,C,N,M,0,T,F,V,0,F

1020 DATA R,E.5.,D,T.G,U,B,V,E, W, I, X,N,Y,X,Z,R

1070 DATA b s 00F01,742.5,3,0,4,2,5,1
S5eB.6,9,8,7.7

1040 DATA &.4,7,
2000 INPUT R
Z020 RETURN

viC-20

1 REM *%% SECRET CODE VIC-2@ #*x%
2 REM *¥% DIMENSION CODE ARRAYS #%*
12 DIM A% (39

c@ DIM C$ (3

23 REM *»% INITIALIZE CODE ARRAYES #x%x
2@ FOR X=1 70 33

42 READ A% (X)

@ READ C%(X)

£ NEXT X

€7 REM *x% MAIN MENL *xx

72 PRINT CHR%(147)

82 PRINT "SECRET CODE PROGRAM"
92 PRINT

122 PRINT "TYPE R NUMBER,"

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

132 PRINT "1)ENCODE A MESSAGE®
14@ PRINT "2)DECODE A MESSAGE!
152 PRINT ,

16@ INPUT "WHICH ONE";CH

17@ IF CH{(1 OR CH)Z THEN i&@

18¢ ON CH GDTO e, Soe

193 REM **% ENCODE ROUTINE *#x
SRR PRINT CHR$(147)

£1@ PRINT "TYPEZ YOUR MESSAGE"
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22@ PRINT "2 LINES MAX-NO COMMAS!:"
23@ PRINT "TYPE '@' AND PRESS"
24@ PRINT " (RETURN) FOR MENU. "
25@ PRINT

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

280 IF M$="@" THEN 7@

290 PRINT
300 PRINT "NOW ENCODING...."
310 PRINT
320 PRINT "HERE'S THE CODE:"
33@ PRINT

340 FOR X=1 TO LEN(Ms)

35@ FOR M=1 TO 39

36@ IF MID$ (M$, X, 1)=A% (M) THEN PRINT C$(M);
37@ NEXT ™

380 NEXT X

390 PRINT

480 PRINT

410 PRINT "PRESS (SHIFT) 7O CONT."
420 GOSUB 30020

432 GOTO 70

499 REM x*%» DECODE ROUTINE %%
S0@ PRINT CHR$(147)

S1@ PRINT "TYPE A CODED MESSAGE, "
S2@ PRINT "2 LINES MAX-NO COmMMAS!'"
930 PRINT "TYPE '@' AND PRESS"

540 PRINT " (RETURN) FOR MENU. "

95@ PRINT

S6@ PRINT "WHAT IS THE CODE"

573 INPUT C$

58@ IF Cs="@" THEN 7@

592 PRINT

623 PRINT "NOW DECODING...."
61@ PRINT

£2@ PRINT "HERE'S THE MESSAGE:"
632 PRINT

6480 FOR X=1 TO LEN(C%)

65@ FOR M=1 TO 39

660 (F MID®(C$, X, 1)=C$ (M) THEN PRINT A% (M) ;
67@ NEXT M

680 NEXT X

692 PRINT

7@@ PRINT

71@ PRINT "PRESS (SHIFT) TO CONT."

2@ GOSUB 3vew

730 GOTO 7@

192@ DATA A,F," "," ", B,H,C,U,D,Y,E,Z,F,0,5
121@ DATA I,G,J,S,K,W,L,A,M,C,N,M, 0, T, P, V,Q
1920 DATA R,K,5,D, T, G, UyBy ¥V, E, Wy I, X, N, Y, X, Z
1932 DATA .,.,@,9,1,7,8,3,3,@,4,2,5,1

i@42 DATA 6,4,7,5,8,6,9,8,7,7

2999 REM ###% WAIT ROUTINE ##x

3000 WAIT 653,1
3212 WAIT 653,1,1
320 RETURN

- -
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BONUS PROGRAM #5

GRAPHIC FANTASY

A GRAFPHMIC FANTASY is something that most people just dream

of . But computers, besides being functional, can take you
on wonderful graphic adventurss. GRAFHIC FANTASY is a
program that lets you enter the world of compubter
genarated graphics. For many houwrs it generates patterned
images {(on most computers in radiant colors) and geometric

someathing akin to pyramids,; oriental rugs, and the
cells of plants.

ADAM

1
10
20
30
40
50
60
70
80
90
100
110
120
130
140
150
160
170

REM
GR:
X =
Xi =

*¥%¥ GRAPHIC FANTASY ADAM *¥**
COLOR =1

1: ¥y = 1: kol =1

-1: yi =1

COLOR = kol

k =

IF k
IF k
X =

IF x
IF x
IF y
Ir y
PLOT
PLOT
PLOT
PLOT
GOTO

INT(RND(1)*100)
= 1 THEN kol = kol+1
ol > 15 THEN kol = 1

X+xi: y = y+yi

<1 THEN x = 1: xi1 = -xi

> 19 THEN X = 19: xi = -xi
O THEN y =0: yi = -yi

> 19 THEN ¥y = 19: yi = ~yi
X, ¥

x+19, ¥

X, y+20

X+19, y+20

40

Apple Il and Apple lie

R

1
2  REM

5 H

EMm

OME

10 CR =

20
=20
40
S0
&
&9
70 K
IO
ALY
110G
1G5
169
110
120
130
1759
140G

FOEE
FOR
FORE

*%% GRAFHIC FANTASY AFFLE #%*%

*%% SHAFE TABLE INDEX *%%

: HGRZ @ POKE 23E2,252: FOKE 233,29
767hH:7 = 4

CE.8: FOKE CEB + 1,0

LOC = 1 TO 8

CB + (2 % LDC)Y, (1G % LOC + &)

FORKE CB + (2 « LDC » 13,0

NEXT

A =
B o=

0=
kD =
CE =
REM
7 =

e
*¥% GET COLORS %x*
INT ¢ RMD (1) % 7) + 1: IF K
INT ¢ RND (1) % 7} + 1z IF K
INT ¢ RND (1) = 7y + 1: IF K
IMNT ¢ RND (1Y % 7)) + 1: 1IF
CE o+ 18

#%% IMITIALIZE SHAFE TABLES #*xx
ARS (Z - 42

A = 4 THEN 70
B = 4 THEN 80
C = & THEN 90
KD = 4 THEN 100

GOSUE 700

REM
REA

5

10t ROT= O: SCALE= 2
*%*¥READ GRAFHIC COORDINATES AND COLORS %%
D RO.ALE
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150 IF RO = - 1 THEN 370

160 FOR CO = A TO B STEF S

170 KO = KA

180 GOSUR S00

190 NEXT CO

200 READ CO,A,FR

210 FOR RO = A TO B STEF S

220 k0 = KRB

230 GOSUEBR 300

240 NEXT RO

250 IF CO = ~ 1 THEN 370

260 READ RO,A,RB

270 FOR CO = A TO B STEF - §

280 kO = KC

290 GOSUER D00

00 NEXT CO

10 READ CO.ALE

220 FOR RO = A TO B STEF —~ §

IEO KEQ = KD

340  GOSUEB 500

F50  NEXT RO

IH0  KGOTO 140

I70 FOR T = 1 TO 1500

38O NEXT T

I90 RESTORE

400  BOTD 70

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

SO0 SH = 8H + 1: IF SH > 4 THEN SH = 1

510 HCOLOR= O

520 DRAW SH + ( AEBS (Z - 4)) AT CO.RO

529 REM  #x% DROW CHARACTERS ON SCREEN *%x

SE0 HCOLOR= KO

540 DRAW SH + Z AT CO,RD

590 RETURN

699 REM  »x% SHAFE TABLE ROUTIMNE #*%%

700 FOR ST = 1 + Z TD 4 + 7

710 FOR LOC = O TO 9

720 IF LOC = 9 THEN FOKE CEB + (8T % 10 + @) ,0: GOTO 75
7EO D =  INT ( RND (1) # 254&): IF D = O THEN 730

740 PDEE CB + (1Q # ST -+ LOCY.D

790 NEXT LOC

76O NEXT &7

770 - RETURN

1000 DATA 20,130,.140,150,920,100,100,140,1730,120,100,%90
1010 DATA BO,120,15%0,140,80,110,110,150,120,110,110,80
1020 DATA 70.110,160,170.7b§120.120q1é0.110$100“120,?@
13RO DATA A, 100,170,180,40,1320,1Z30,170,100,90,1320,40
1040 DATA S0,%0,180,190,50,140,140,180,90,80, 140,50
105G DATA 40,80, 190,200,40,150,150,190,80,70,150,40
1060 DATA  Z20,.70,200,210,30,14&0,160,200,70,60,1460,20
1070 DATA  20,.60,210,220,20,170,170,210,460,30,170,20
1080 DATA  —~1.,-1,-1,~-1,~1,~1,~1,-1,—~1,-1,-1,-1

Atari

O

Al
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IO RO=TNT{RND (12 %1217
40 CO=THMT{RMD (1) #79}
4G REM ##%% DRAWN STARBURSTES #xx
S0 COLOR KD
LHCOFLOT 40,94
DRAWTD C0, RO
Lef C

TRITIALYZE FRAMING CODRDIMATES #xx

oK
3

HOTD 174G

Commodore 64
1 REM *xx* GRAPHIC FANTASY €4 *x**

i Z=1

g s=1

3@ PRINT CHR%(147)

49 POKE S53z80,0

S@ POKE S53281,9

6@ DUM=INT(RND{-TI))

69 REM %x% SET COLORS ##x

72 HA=INT (RND (1) %4)+1

82 KEB=INT(RND(1i)%*4) +4

92 KC=INT(RND({i)*4)+8

10@ KD=INT(RND(1)%*4)+12

1@9 REM *#% INITIALIZE SCREEN AND CHARACTER VARIARLES *##*
112 CB=55&96

122 CH=16Q

132 SE=1024

139 REM #**% READ GRAPHIC CDORDINATES AND COLORS #*#%
142 READ RO,A.R

152 IF RO=-1 THEN Z7@

162 FOR CO=A TO B STEP S

17@ KO=KA

182 GOSUEB So@

19@ NEXT CO

2@@ READ CO,A.E

21@ FOR RO=A TO B STEP §

20 KO=KE

232 GOSUB So@

ra
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248 NEXT RO

&5@ IF CO=-1 THEN 37Q

26@ READ RO, A, R

27@ FOR CO=A TO B STEP -S

28@ KO=KC

29@ GOSUR S2@

302 NEXT CO

31@ READ CO,A,E

320 FOR RO=A TO B STEP -S

330 KO=KD

34@ GOSUR S@@

352 NEXT RO

360 GOTO 142

37@ FOR T=1 TO iSQ@

38@ NEXT T

392 S=INT(RND(1)*5)+1

4@ RESTORE

419 ZI=7+1

42@ GOTO 4@

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

512 IF Z/5=INT(Z/5) THEN CH=8E

S2@ IF Z/7=INT(Z/7) THEN CH=9%

529 REM ##% DRAW CHARACTERS 0N SCRIEN #%%
532 POKE CE+CO+4Q#R0, 40

54@ POKE SE+CO+4@#R0, CH

55@ RETURN

1Q@@ DATA 12, 19,&8@,29, 12,13, 1
1921@ DATA 11,18,31,21, 11, 14,
1222 DATA 1R, 17,22,22, 1@, 15, 15
L@3@ DRTO T, 18,23,83,9, 16, 16,1 A¢5.;b,i6 a
1242 DATA B, 15,24, 24, a 17,17, 84, 14, 14,17,7
1252 DATA 7,14,25,25,7,18,18,85,13, 13, 18,6
1262 DATA €&, 13, 26, 26, 6,‘9.L9 26, 12, 13, 19,5
1272 DATA 5. 1|.'_'-| E?,E/,\Jg L.'Z"L_@, |_7 .L.L. ‘4,1.'? 4
128@ DAYTA 4,11,28,:28,4,21,21, 28, 1@, 1@, 31, 3
1232 DATA 3,1@,d9,d?,b,:d,&&,ﬂ?,?,;,ﬁﬁ =
1i@@2 DATA 2,93,3@,30,2,23,23, 30, 8,8, 23,
31, 7.7, 4

_»21 18, "H::.. 13,11
.17 g’ Ly 1WA
. 16, 16., 1%, 9

[P
f!.’l f’l -l-* )
Ma |'1|
|'|| 3

1112 DATA 1,8,31,31.1,84,580, 3
1122 DATA @,7,31,-%,~1,-1. -4,
1130 DATA —1,-1,=1,=1,—i,—~1,—1

SRS TR I D S R g B S

skt rakl S8 sen
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109 REM  #xx SELECT LE COLOURS xx%*

110 CALL COLOR{2,INT (RND#46)+3, TNT (RNDx4&) +73)
] CALL COLLOR (S5, INT (RND#8) +4 , INT (RND*E8) +1)
CAll. COLOR G4, INT (RND#4) +8, INT(RND#15) +1)
CALL COLOR{E,INT (RND#*4) +12, INT (RND*5) +1?
150 CAtl. COLDOROES, INT(RND#14) +3%,1)

160 CAlLL COLOROI4, INT(RND*1OY+3, 1)

169 REM ### READ GRAFPHIC TOORDINATES *##

AD AR

A=-1 THEN 4460

TOOEBE OBTER S

i3

180 IF
190 FOR CO

200 GRSUR

s A N

210 NEXT

7 A,
IF As-1 THEN 440
FOR RO=A TO B STEF 8

SO0

Y f'

o1&

D17 L CHD

DRAWING & A

L)
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LHH0
LHTO
AH80
H89
590
TOO
710
TEO
TAO
740
7o0
T&D

]

Timex 1000 and 1500

1

10
20
29
30
40
S0
&0
70
80
99
100
110
120
130
140
150
160
170
180
190
200
210
219

220
230
240
290
260
270

TRS-80 Color Computer

! REM #*#x GRAPHIC FANTASY TRS-8@ COLOR *¥*
g1

12
&@
2@
4
43
=14
=17
72
aia
3@
22

CLS (@)

E=231

HA=RND (8}
KE=RND(Z) +2
KC=RND (8)
KD=a/ND (&) +6&
CH=15

CO=4

IF CO*28 THEN 480 ELSE 490

CO=28

REM #*%% DRAW CHARACTERS ON SCREEN %%
CALL HEHAR (RO, 00, CH)

RE TURN

DATA 14,17,12

15,168,11,14,18,14
T R0 ] A, LT L

LA, Lo
) pi

0

NTA 14,19,10

Lo Aoalog 20Dy F
DATA 12,721,817 O
DAETH ; 24,8
DaTH 2 .
natTa 2y g 24
DATA AR S S |

REM *%#% GRAFHIC FANTASY TIMEX *%*
CLS

RAND

REM »x% INITIALIZE VARIABLES *x*%*
LET S=INT (RND%*5)+1

LET A=0

LET EBE=31 .
LET C=0

LET D=21%

LET CH=INT (RND%*P)+2

REM *%% MAIN LLOOF %*x#*

FOR X=A TO B STEF S

FRINT AT C,XiCHR$ (CH)

NEXT X

FOR X=C TO D STEP S

FPRINT AT X.BiCHR$ (CH)

NEXT X

FOR X=RB TO A STEP -5

PRINT AT D, X:CHR% (CH)

NEXT X

FOR X=D TO C STEF -85

PRINT AT X,A3sCHRS (CH)

NEXT X

REM #*%% REDEFINE VARIABLES #*%
LET A=A+1

LET RB=BE-1

LET C=C+1

LET D=D-1

IF C-21 THEN GOTO 20

GOTO 100

=1

REM #¥% RAMDOMLY PICK COLOR %*%%

REM #%% MAIN LO0OP *xx

75



10 AWESOME PROGRAMS FROM K-POWER

120 RERD B

110 IF B=—-1 THEN 32@

129 FOR CO=E TO B STEP S

13@ KO=KA

140 GOSUB 50@

15@ NEXT CO

16@ READ C

172 FOR CO=B TO C STEP S%3&

180 KO=KB

192 GOSUE S@@

200 NEXT CO

1@ READ D .

220 FOR CO=C TO D STEP-S

230 KO=KC

240 GOSUB S0

25@ NEXT CO

26@ READ E

270 FOR CO=D TO E STEP-S#3&

28@ KO=KD

29@ GOSUR S0@

300 NEXT CO

310 GOTO 10@

320 FOR T=1 TO iS0@

330 NEXT T

34@ S=RND(5)

35@ RESTORE

36@ Z=I+1

372 GOTO 4@

499 REM *%% RANDOMLY PICK CHARRACTER %%
S@@ IF Z/3=INT(Z/3) THEN CH=7
S1@ IF Z/&=INT(Z/2) THEN CH=i®@
S2@ IF Z/5=INT(Z/5) THEN CH=9
53@ IF Z/7=INT(Z/7) THEN CH=4
539 REM w%% DRAW CHARACTERS #%x
S4@ SC=128+16% (KO~1)+CH

SS@ PRINTECO, CHR$ (SC) ;

56@ RETURN

1202 DATA 248, 280, 262, 198,217, 313,293, 165, 186
1@i@ DATA 346, 324, 132, 155, 379, 355, 99, 184, 412
122@ DATA 386, 66,93, 445,417, 33, 62, 478
1230 DATA 448,32,-1,-1,~-1

TRS-80 Model Il and Model 4
1 REM *%% GRAFHIC MODELS 3 AND 4 CASS. OR MODEL 3 DISK BASIC **x
9 REM *%% INITIALIZE VARIAELES %%

10 G=2

20 Z=1:FRINT CHR®(21)

30 CLS

40 E=0O

50 CH=158

59 REM *%#% MAIN LOQF ***
60 READ B

70 FOR CO=E TO B STEF S

80 GOSUE SO0

20 NEXT CO

100 READ C

110 IF C=—-1 THEN 240

120 FOR (CO=B TO C STEF S*&4
120 GOSUR SO0
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140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
499
S00
310
S20
S30
940
549
9530
S60
100
101
102

107

vIC-

1 REM »%% GRAPHIC FANTASY VIC-Z0 **%

ia
c
3@
41
(=174
&3
7@
a
32
102
123
i@
1z@
i3@
14@
i9@
i@
170
182
192
S
cla
2z
=3
4@
25a
269

NEXT €0
READ D

FOR CO=C TQ D STEP-S

GOSUR SO0
NEXT CO
READ E

FOR CO=D TO E STEF-S*&4

GOSUR 500

NEXT CO

GOTO 60

FOR T=1 TO 1500
NEXT T

S=RND (7)
RESTORE

I=7+1

GOTO 40

REM *x*% RANDOMLY CHOOSE CHARACTER #**#

IF Z/2=INT(Z/2)
IF Z/3=INT(Z/3)
IF Z/4=INT(Z/4)
IF Z/S=INT(Z/3)
IF Z/6=INT(Z/6}

REM #%% DRAW *%*x*
FRINT@BCO, CHR® (CH) ;3

RETURN
DATA
DATA
DATA
DATA

0
O
(8]
Q

20

Z=1

§=2

PRINT CHR&(147)
POKE 36879,8

DUM=INT (RND(~TI))
REM #*x» SET COLORS
KA=INT (RND (1) #&) +1
KB=INT (RND (1) *2) +2
HC=INT (RND (1) *2) +4
KD=INT (RND (1) *Z) +¢&
REM =*x INITIALIZE SCREEN AND CHARACTER VARIABLES #*x

CE=384020
CH=16@
SE=7€82

RERD RO, A, H
IF RO=-1 THEN
FOR CO=A TO B
KO=KA

GOSUE S0
NEXT CO

READ CO,A, H
FOR RO=A TO E
HO=KE

GOSUE S0@
NEXT RO

IF CO=-1 THEN
READ RO, A, B

S

63,959,896, &4, 126,894,833, 129, 189
829,770,194
644,324,378, 634,581,389, 441, 569
518,454,504, -1,-1,-1

37
STEP S

37@

THEN CH=183
THEN CH=189
THEN CH=129
THEN CH=157
THEN CH=170

764,707,259,313, 699

L& 3

EP
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279
Z8a
Z9a
32
i@
3z@
330
340
350
360
7@
380
39a
4@
41@
42@
499
Seo
o1l
S8
o929
S3@
54

S5

()

4
i1

122
112
1z
1a3@a
id4a
1a5@
12e@
172
182
1232
il@aa
1112
112

FOR CO=A TO B STEP -S

KO=KC

GOSUB Saa

NEXT CO

READ CO,A, B

FOR RO=A TO B STEP -8

KO=KD

GOSUB S8

NEXT RO

GOTO 140

FOR T=1 TO 15S0@

NEXT T

S=INT(RND (1) %*5)+1

RESTORE

I=71+1

GOTO 4@

REM »## RANDOMLY PICK CHARACTER **x

IF Z/3=INT(Z/3) THEN CH=81

IF Z/75=INT(Z/5) THEN CH=86

IF Z2/7=INT(Z2/7) THEN CH=9@&

REM #*#*% DRAW CHRRACTERS %*%*%

POKE CB+CO+z22%*R0O, KO

POKE SB+CO+zc*R0O, CH

RETURN

DATA 11,11,12,12,11,12,12, 12, 10,19, 12,18, 1@, 1&, 13
DATA 13,1@,13,13,13,73,9,13,3,3,9, 14, 14,9, 14
DATA i4,14,8,8, 14,8,8,8,15,15,8,15, 15,15,7
DATA 7,15,7,7,7, 16, 16,7, 16,16, 16,6,6, 16,6
DATA &.6.17,17,6,17,17,17.5,5,17,5,5,5,18
DATA 18,5, 18,18, 18,4,4,18,4,4,4,19,19,4, i9
pATA 19,19, 3, 3, 19, 3, 3, 3, 20, 2@, 3, 2@, 20, &8, &
DATA 2,&2,2,2,2,21,281,8,21,281,21,1,1,21,1
pATA 1,1,81,~1,-1,-1,-1,-1,~1,-1,-1,-1,~-1,-1,—1
DATA 3, i@,29,29, 3,22, 88,29,9,9, 28, &

DATA 2,9, 30, 30,2,23,23,30,8,8,33, 1

DATA 1,8,3:i,31,1,24,24,31,7,7,24,@

DATA @,7,3%i,~-1,-1,-1,-1,~1,~1

DATA -1,~1,~1,-1,~1,-i,~1

READY.
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BONUS PROGRAM #6

WATER BALLOONS

In the summsr iy early youth, we wused to have waltesr

balloon fight kaep cool. To be ool r‘."\w, Towame my
computer to o a little game callad WATER BALLOONS. The
ohject of WATER BALLOONS is to stand on Lthe baloony of a

»

tall building, blindfolded (i that sounds a bit
raad ond; and derop watsr balloons into s hoop on

ground ., Your frisnd, who's swely nuts, is down

shouting directions Lo you. TTOD FAR MNMORTH!'Y he ]
vor hit the policeman on the head.
pgmlN

To met the directions a wabter balloon will heavel,
a number between one and 10 for MNorth and Soo

1r*r1 do bhe same for West and East. I+ wvou pick a 10 for

North/South and vour friend "TO0 Fak S0UTH!' T, then

L «h»: d pick 5 1ower numbe I’ Morith/South on the nseh

pcting bhe number vou wanbt, be surse 1o press
or ENTER key, to pl xg the £ itk the
When youw Finall: I

will

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 friend's"

130 PRINT "help on the ground."

149 REM **¥% pick coordinateg *%*

150 la = INT(RND(1)*10)+1

160 1o = 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 now have "; p; " water balloons."
230 PRINT "What's your guess"

235 PRINT "(petween 1 and 10)"

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
GOTO 260

280 IF ns = la AND ew = lo THEN 500

290 PRINT

299 REM *¥%¥% gcroll screen **¥%

300 FOR x = 1 TO 24

%10 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 0.K.!"
380 IF ew > lo THEN PRINT "Too far east!"
390 IF ew < lo THEN PRINT "Too far west!"
400 IF ew = 1o THEN PRINT "East, west O.K.!"
410 b = Db-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 = 1% THEN 700

460 PRINT

470 GOTO 190

499 REM *%% WIN! **x¥*

500 HOME

510 PRINT "You hit in "; 10-Db; " 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 *** TQSE **¥*

300 PRINT

810 PRINT "You're out of water balloons!"
820 PRINT "YOU LOSE. The coordinates were:"
830 PRINT "north/south="; la

840 PRINT "east/west="; lo

850 END

101"

80




10 AWESOME PROGRAMS FROM K-POWER

ME

J

P

REM

Apple Il and Apple lie
20

=

DIME

=
.
P

0
G

Az

o~
H

T
-

&
-

Lo

)
et

z Lt
r— 1
- o s
58] —~ <k
=z =
. .
L o]
] o
- =
PE— [
ks = Q2 e
Z RN R i )
<L o] ) T
Ty — - et
Ui wl i .
Do L Z DL =
: =oe e
Fan I Sl S0 B e M B
oo 0o
b N T o O S S S e e o/ A S )
= = 5 et
! [
= &8 s .
-~ [EX ey -
QG T ped -
]

YO

i
i
L.

]
d

"E

ey

&)
TARY
RAEUIN
131
T

“ = T
[t el A == =
ZZL=Z Li 3L e =
T O T TR I 1 O 5 R T
IR VU T .2 S W 4 W

R el
O D D D D S ot () T
it S0 ot s 0 0
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TR0 PRINT

ST0  FRINT "FRESS ANY EEY T0O FLAY AGAIN."

540 GET N#

3EC RUN

599 REM  w%x HIT MOM OR FOLICEMAN *#%

HOO PRINT

610 PFRINT "YOLI FLASTERED YOUR MOM A5 SHE WALEEDY
&H20  PRINT "OQUT TO SEE WHAT WAS GOING ON'Y
&0 PRINT "YOU LOSE!® '

&40 END

700 HOME

710 PRINT "YOU HIT THE FOLTICEMAN ON THE HEAD.Y
7RG PRINT "HE CONFISCATES YOUR HOOF AND YOLM
TEG O PRINT "LOSE THE GAME!D™

740 END

799 REM  wxs LOSE ®%x

800 PRINT

810 PFPRINT "YOU'RE OUT OF WATER BALLOONS!"

1 820 FRINT "YOU LOSE. THE COORDIMATES WERED"
830 PFRINT "NORTH/SOUTH="LA

840 PFRINT "EAST/WEST="L0

850 END

Atari

1 REM #xx
T DI i)
4 R
B E N I T R R
SLPET TR
L7 ran

EoLL UMD skl wex
L

[~

R RINIE S B

TERESS CRETRUM: O T START Y

cipd THE FTH
B T

FR TR
FEOMT
THT
Fripd

IR TH
(D TMATE
HELF i

a2 IMPLTY

NSRS B
WETHIEN

0% Lhuid
B

KRR =11} R R R ETWE R

i)
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FRIMT "yOUR FRIEND BELOW SOy
PRINT

IF h

I
IF
iF

COMPARE CODRDIMATES %%

THEM FRIMT "TOO FAR NORTH!"
THEN FRINT "TOO FAR SOUTH!Y
THEM FRINT UHORTH/SOUTH 0.k !
IHER FRIMT ;

THER
UHE N

TG OTHER WaYS TO LOSE

LT LT IR e ety TURM Oy

CRETURMY  TO FLAY AGATN, Y

MEIT FOM OF FOLTCEMAN %%x

ERRIN] SO 1 AT
AT L

SHE L EED"
R

nedrT o
T Laske

‘IH"‘(I
IIH

SACEFAM OM O THE HESD., "
s IR HOGE "
PHE Gggs

THE P

" HE

o
IR

Ity By
B TR

Commodore 64

ia
cia
32
412
o
ed
&3
78
aa
Sa

REM #*%#% WATZR BALLOONS &4 *#%*

B=1@

PRINT CHR$(1i47)

PRINT TAB(12) "WATER BALLCONG'"

PRINT

PRINT TAB(8)"PRESS (SHIFT) 7O BEGIN.'

GOSUE 1@02

REM %*%*# INTRODUCTION %%

PRINT CHR$(147)

PRINT "YOU ARE ON THE 7TH FLOOR BALCTONY OF A"
ARINT "BUILDING, BLINDFOLDED. YOU ARE TRYING"

122 PRINT "TO DROP WATER BALLOONS INTO A HOOP"
112 PRINT "ON THE GROUND BELOW."
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120
132
142
1493
15@
16Q
17@
182
i9e@
2o
Z1@
219
zZca
230
24@
=50
c6@
270
c8e
290
299
3ae
31@
320
33@
340
349
35
6@
37@
28r
392
4@
41@
42Q
423
430
44Q
45
460
47a
433
S
S1@
sz
S53@
S4
S5a
599
620
&1a
e
e3@
641
7
71@
72
732
74@

PRINT "TO DO S0, YOU MUST SET NORTH/SOUTH"
PRINT "AND WEST/EAST COORDINATES ACCORDING"
PRINT “TO YOUR FRIEND*S HELP ON THE GROUND."
REM *x% PICK COORDINATES *x#*
LA=INT(RND (1) *1@) +1

LO=INT (RND(1)%1@2)+1

PRINT

PRINT

PRINT "1=EXTREME SOUTH - 1@=EXTREME NORTH"
PRINT "1=EXTREME WEST - 1@=EXTREME EAST"
PRINT

REM *x% MAIN LOOP **x

PRINT “YOU NOW HAVE"B"WATER BALLOONS. "

PRINT "WHAT'S YOUR GUESS (BRETWEEN 1 AND i@)"
INPUT "FOR THE NORTH/SOUTH COORDINATE" ;NS

IF NS<(1 OR NS> 1@ THEN 23@

INPUT "WHAT'S YOUR BGUESS FOR WEST/ERST!;EW

IF EW(1 OR EW)>1@ THEN PRINT "IT MUST BE WITHIN 1 AND 1&!":60T0

IF NS=LA AND EW=LO THEN S@@

PRINT

REM #*%% SCROLL SCREEN #**x

FOR X=1 TO =4

PRINT

NEXT X

PRINT "YOUR FRIEND BELOW SAYS:"

PRINT

REM #*%% COMPARE COORDINATES %%

IF NSYLA THEN PRINT "TOO FAR NORTH!'"

IF NS<(LA THEN PRINT "TOO FAR SOUTH!'"

IF NS=LA THEN PRINT "“NORTH, SOUTH O.K.1!"
IF EW)LO THEN PRINT "TOO FAR EAST!"

IF EW(LO THEN PRINT "TOO FAR WEST!"

IF EW=LO THEN PRINT "ERAST, WEST 0O.K.!”
B=R—-1

IF B<1 THEN 8@

REM %% RANDOMLY PICK TWO OTHER WAYS TO LOSE #***
X=INT (RND (1) *3@) +1

IF X=7 THEN 60@

IF X=132 THEN 792
PRINT

G6OTO (3@

REM %%% WIN' **x%

PRINT CHR$%(147)
PRINT "YOU HIT IT IN"1@-B"TRIES!'"

PRINT

PRINT "PRESS (SHIFT) TO PLAY AGAIN."

G0SUR 1@22@

RUN

REM »%#% HIT MOM OR POLICEMAN ®*x*

PRINT

PRINT "YOU PLASTERED YOUR ¥0OM QS SHE WALKED™

PRINT “0OUT 7O SEE WHAT WAS GOING ON!™
PRINT "YOU LOSE®!"

END

PRINT CHR%(147)

PRINT "YOU HIT THE POLICEMAN ON THE HEAD."
PRINT "HE CONFISCATES YOUR HOGP"

PRINT "“AND YOU LOSE THE GAME!'™"

END :

-
<

6@
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799 REM *%% |_OSE #%#x

822 PRINT ,

810 PRINT "YOU'RE OUT OF WRATER BALLOONS'!'"
82@ PRINT "YOU LOSE. THE COORDINRTES WERE:"
838 PRINT "NORTH/S0OUTH="LA

840 PRINT "EAST/WEST="LQO

85@ END

1200 WAIT 653, 1

121@ WARIT 653, 1,1

1223 RETURN

IBM PC
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460 FRIMT "vOUR FRIEMD BELOW SAvs"

470 FRINT

479 REM #¥x COMPARE COORDINAGTES s

480 IF NELA THEN FF CTOE) FAF MORTH !
IF NS« MTOTO FAR SOUTH! "

TF THERM FRTHT "NORTHSOUTH O k. 7

OTHER FRINT "TO0 FAR EAST !
IF EWLO THER T TO0 FaR
OEM=L0 THEH TEGSET S WEST

1o

Sk THERM 10D
DMLYy T QUVHER Ways 10 LOSE w¥»
( Ly x50)

IF ¥
REM s%% F
Ko TNT (R
(F awm i CHER 800
12 THER %00

PEINT "yl HIT TV IR L0-BYTRIES"
FRIMT

FRIMT "FE
GOSUER Lo

CEMTERY  TO Py s, ™

¥aw HTTOHOM OF DOF swes

AR MO O THE S1DERR
2oL ARE U WOUDR

O THE MIESD .
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LHFLT s
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FRIMNT "DROF WGTER BALLOORNS, "
FRINT "IRra THE CERTER OF
FROMT ey HOOF QR THE GROUMD .
FRIMT SCOYOUD MUST SETT
FRIMT CTHASOUTH AMD
FRINT "WEST, +L arEs
FRINT "WITH vy OLIR )
FRIMNT "HELF OR THE
= RESNDOMLY P ICE COORDIMATES #x*%

[ loRBEMD +1
LCr= LT L 0%FND Y -+
FRINT 2 CEMTERY TO PLAY"

LRl

LOAERDIHSTES wxs

YO FRIEMD S

RN
S THET
TR,

AL T HE
= O AR
I B LO TH
[ S A I W T
CEOERE=L O THE
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st frie ]
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470 IF B<1l THEN 890

679 REM  **% FICK TWO OTHER WAYS TO LOSE *x
S80 X=INT (ZORRND) +1 '

&F0 IF X=7 THEN 790

700 IF X=173 THEN 840

710 FRINT

7RO GOTO 270

7I0 CALL CLEAR

A0 PRINT "GOT 1T IM"§9-E; " TURKN(G) 1 »
TEO FRIMT

Fan FRINT "FRESS (ENTEF> TO PLAv."
THPLT FE

GOTO 10

REM  xs HIT MOM OF COF xxx
CALL CLEAR

FRIMT "yOU HIT yOUR MOM QN
FRIMT "THE STDEWELE 1Y

FRIMT “vOU LOSE! "

EMD

Call CLEAR

FEIMT "yOU HIT THE FOLICEMAN! @
FRIMT "HE COMEIS0STES

FRINMT “HOOF, yOU LOSE?

E

1 REM x%x+ WATER BALLOONS TIMEX ***

10 LET RB=10

20 CLS

20 PRINT TAR (2)3"WATER BALLOONS"

40 FRINT

50 PRINT TARB (5):"FRESS (ENTER) TO BEGIN."
&0 INFUT R$

70 CLS

80 PRINT "YOU ARE ON THE 7TH FLOOR"™

20 PRINT "BALCONY OF A BUILDING,"

100 PRINT "RLINDFOLDED. YOU ARE TRYING"
110 PRINT "T0O DROF WATER BALLOONS INTO"
120 PRINT "A HOOF ON THE GROUND BELOW."
170 PRINT "TO DO SO YOU MUST SET YOUR"
140 PRINT "NORTH/SOUTH AND WEST/EASTY

150 PRINT "COORDINATES ACCORDING TO YOUR"
160 PRINT "FRIENDS HELF ON THE GROUND. "
169 REM #%% PICE COORDINATES *%¥%

170 LET A=INT (RND*10)+1

180 LET O=INT (RND#10O)+1

190 PRINT
200 FRINT "FRESS (ENTER) TO CONTINUE."
210 INPUT R%
220 CLS
230 PRINT "1=EXTREME SOUTH/10=EXTREME NORTH"
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240
250
260
270
280
290
300
310
I20
2E0
Z40
349
250
60
370
280
390
399
400
410
420

20
440
430
4460
470
479
480
490
300
S10
520
229
530
540
S50
560
S70
80
399
600
610
&20
&0
640
700
710
720
730
740
799
800
810
820

0
840
850

PRINT "1=EXTREME WEST/10=EXTREME EAST"
PRINT

FPRINT "YOU NOW HAVE "iB:i" WATER BALLOONS."
FRINT "WHAT IS YOUR GUESS, BTWN 1-10"
PRINT "FOR THE NORTH/SOUTH COORDINATE?"
INFUT N

IF N<1 OR N*x10 THEN GOTO 260

FRINT “"WHAT IS YOUR GUESS FOR WEST/EAST?"
INPUT W

IF Wd<1 DR WX>10
IF N=A AND W=0
REM »%x% SCROLL.
FOR X=1 TO 8
SCROLL

PRINT

NEXT X

CLS

REM *%% COMPARE COORDINATES »*#x

THEN GOTO 310
THEN GOTO 330
SCREEN %%

IF N*A THEN FRINT "TOO FAR NORTH"

IF N{A THEN PRINT "TOO FAR SOUTH"

IF N=A THEN PRINT "NORTH, SOUTH O.kK."
IF W>x0 THEN PRINT "TOO FAR EAST"

IF W<0 THEN PRINT "TOO FAR WEST"

IF W=0 THEN PRINT "EAST, WEST 0O.K."
LET B=R-1

IF B<1 THEN GOTO 800

REM #*xx RANDOM FICK OF TWO OTHER WAYS TO
LET X=INT (RND*30)+1

IF X=7 THEN GOTO &00

IF X=13 THEN GOTO 700

PRINT

GOTO 230

REM %%#3% WIN *%x

CLS

FRINT "YOU HIT IT IN ";10-B;" TRIES"
FRINT '

PRINT "FRESS (ENTER) TO PLAY AGAIN."
INFUT R%

RUN

REM *%%x HIT MOM OR POLICEMAN #**x
PRINT

FRINT "YOU PLASTERED YOUR MOM AS SHE"
FRINT "WALKED OUT TO SEE WHAT WAS"
FRINT "GOING ON. YOU LOSE."

GOTO 850

CLS

PRINT "YOU HIT THE POLICEMAN ON THE"
FRINT "HEAD. HE CONFISCATES YOUR HOOP"
FRINT "AND YOU LOSE THE GAME."

GOTO 850

REM *x% LOSE *##%

FRINT

FPRINT "YOU ARE OUT OF WATER BALLOONS.,"
FRINT "YOU LOSE. THE COORDINATES WERE:"
FRINT "NORTH/SOUTH="3A

PRINT "EAST/WEST=";0

REM ##%x END *%x

LLOSE %*%x
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TRS-80 Color Computer

1 REM #%% WATER BALLOONS TRS-82 COLOR #*%
12 B=10

22 CLS

3@ PRINT “"WRTER BALLOONS!'"

4@ PRINT

S@ PRINT "PRESS (ENTER) TO BEGIN"

6@ GOSUB 11iva '

7@ CLS

82 PRINT "YOU ARE ON THE 7TH"

9@ PRINT "FLOOR BALCONY OF A"

122 PRINT “BUILDING, BLINDFOLDED"

11@d PRINT “YOU ARE TRYING TO®

12@ PRINT “DROP WATER BALLOONS, "

132 PRINT "INTO THE CENTER QGF"

143 PRINT "R HOOP ON THE GROUND EBELOW.™
15@ PRINT “TO DO S50, YOU MUST SET"

16@ PRINT “YOUR NORTH/SOUTH AND"

17@ PRINT "WEST/EAST COORINATES"

18@ PRINT "WITH YOU FRIEND®*S"

19@ PRINT "HELP ON THE GROUND."

139 REM *xx RANDOMLY PICK COORDINATES *x%
2@@ LA=RND(1@)

219 LO=RND(1@)

228 PRINT

230 PRINT "PRESS (ENTER) TO PLAY"

249 6G0OSUB 11@0

=5a CLS

6@ PRINT

27@ PRINT "1=EXTREME SOUTH-"

8@ PRINT "1@=EXTREME NQORTH"

239@ PRINT "1=EXTREME WEST-"

302 PRINT "12=EXTREME ERST"

312 PRINT

319 REM *%x% MAIN LOOP *%*

32@ PRINT "YOU NOW HAVE"EB"WATER BALLOONS."
330 PRINT "WHAT IS YOUR GUESS"

348 PRINT "(BETWEEN 1 AND 1@)“

35@ PRINT "FOR THE NORTH/SOUTH®

36@ INPUT "COORDINARTE" 3NS

37@ IF NS{(1 OR NS)l1@ THEN 3240

382 PRINT "WHAT'S YOUR GUESS"

392 INPUT "FOR ERST/WEST";EW

420 IF EW{(l OR EW)1@ THEN 380

412 IF NS=LA AND EW=L0 THEN 722

419 REM *x% SCROLL SCREEN %*%x

42@ PRINT

432 FOR X=1 TO 24

449 PRINT

45@ NEXT X

46@0 PRINT "YDUR FRIEND BELOW SAYS®

47@ PRINT

472 REM #*¥% COMPARE COORDINRTES #*%%
483 IF NSYLA THEN PRINT "T00 FAR NORTH'M
499 IF NS{A THEN PRINT "700 FAR SOUTH!"™
S@a@a IF NS=LA THEN PRINT "NORTH/SOUTH O.K. "
510 IF EWYLO THEN PRINT *TOO FAR EAST!
Sz2@a IF EW(LO THEN PRINT "700 FAR WEST!"
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S3@
34@
Soe
529
560
S7@
Sae
S92
caa
£99
722
71@
720
73@
74Q
75@
799
15117
ai1a
azua
a83@
84@
902
91@
9z
938
340
999
1@
1@1@
laze
1a3e
12412
iasa
1ger
1999
1122
1128

TRS-80 Model lll and Model 4

1 RE
10 B
20 C
0 F
40 F
S0 P
60 6
70 C
80 F

Q0 F
100
11G
120
130
140
149
150
160
170

IF EW=L0 THEN PRINT "ERST/WEST 0.K.!'"

B=E-1

IF B<1 THEN 1222

REM *%x RANDOMLY TWO OTHER WAYS TO LOSE #*%x
X=RND (3@)

IF X=7 THEN 8@

IF X=13 THEN 90@

PRINT

GOTO 27@

REM #%% WIN! **%

CLS

PRINT “YOU HIT IT IN"1@-B"TRIES"
PRINT

PRINT "PRESS (ENTER) TO PLAY AGAIN"
GOSUE 1122

RUN

REM *%x HIT MOM OR COP *¥%x
PRINT

PRINT "“YOU HIT YOUR MOM ON"

PRINT "THE SIDEWALK!"

PRINT "YOU LOSE!"

END

CLS

PRINT “YOU HIT A POLICEMAN ON THE HEAD. "
PRINT "HE CONFISCATES YOUR HOOP. "

PRINT "YOU LOSE!"

END
REM #%% [ OSE *%**
PRINT
PRINT "YOU'RE OUT OF WATER"
PRINT "RALLOONS. YOU LOSE'"
PRINT » THE COORDINATES WERE:"
PRINT “NORTH/S0OUTH="LRA
PRINT "EAST/WEST="L0
END
REM *%% WAIT ROUTINE %*%x
INPUT R$
RETURN

M *#% WATER BALLOONS TRS-80 MODELS T AND 4 *x#%x
=10

LS

RINT TAR(Z2) "WATER BALLOONS!'"

RINT

RINT TAR{(Z28) "FRESS (ENTER) TO BEGIN"j

OSUEB 1000

LS

RINT "YOUR ARE ON THE 7TH FLOOR EBALCONY OF AY

RINT "BUILDING, BLINDFOLDED. YOU ARE TRYING"
FPRINT "TO DROP WATER EALLOONS INTO A HOOF ON"
PRINT "THE GROUND RELOW. TO DO SO, YOU MUST”
FRINT “SET YOUR NORTH/SOUTH AND WEST/EAST"
FRINT "COORDINATES ACCORDING TO YOUR FRIEND®S"
FRINT "HELF ON THE GROUND."

REM #x* RANDOMLY FICE COORDINATES *%%

LA=RND (10)

LO=RND (10)

FRINT
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180
1320
200
210
220
230
240
250
260
270
280
289
290
00
310
320
30
40
349
330
260
370
8o
90
400
410
420
429
30
440
430
4450
470
499
S00
510
520
230
S40
S50
599
&0
610
620
&0
640
700
710
720
7I0
740
799
800
810
820
830
840
830
999

FRINT

FRINT "1=EXTREME SOUTH - 10=EXTREME NORTH"
FRINT "1=EXTREME WEST - 10=EXTREME EAST"
FPRINT

FRINT "YOU NOW HAVE"B"WATER BALLOONS."
FRINT "WHAT*S YOUR GUESS (BETWEEN 1 AND 10)"
INFPUT "FOR THE NORTH/SOUTH COORDINATE" NS
IF NS<1 OR NS>10 THEN 270

INFUT "WHAT®S YOUR GUESS FOR WEST/EAST"3EW
IF EW<1 OR EW>10 THEN 230

IF NS=LA AND EW=L0O THEN 500

REM *%% SCREEN SCROLL %%x

FOR X=1 T0O 24

FRINT

NEXT X

cLSs

FRINT "YOUR FRIEND BELOW SAYS:"

FRINT

REM %% COMFARE COORDINATES %*xx

IF NS>LA THEN PRINT "T00O FAR NORTH'"

IF NSZLA THEN FRINT "TOO FAR SOQUTH!"

IF NS=LA THEN PRINT "NORTH/SOUTH O.K.!'"
IF EW:L0O THEN PRINT "TOO FAR EAST'"

IF EW-LO THEN FRINT "TOO FAR WEST!'"

IF EW=L0 THEN PRINT "EAST/WEST O.k.'"
B=gE-1

IF B<1 THEN 800

REM *#% RANDOMLY TWO OTHER WAYS TO LOSE *%*%
X=RND (ZQ)

IF X=7 THEN &00

IF X=13F THEN 700

PRINT

6070 190

REM *%% WIN' *%x¥

CLS

FPRINT "YOU HIT IT IN"10-B"TRIES'"

PRINT

FRINT "PRESS (ENTER) TO FLAY AGAIN"

GOSUR 10Q0Q0

RUN

REM #*%% HIT MOM OR COF *%*%

PRINT

PRINT "YOU FLASTERED YOUR MOM AS SHE WALKED"
PRINT "OQUT TO SEE WHAT WAS GOING ON'"
FRINT "YOU LOSE!'"

END

CcLS

PRINT" YOU HIT A POLICEMAN ON THE HEAD."
PRINT "HE CONFISCATES YOUR HOOF"

FPRINT "AND YOU LOSE THE GAME!'™

END

REM #*%*% LOSE *%%

FRINT

FPRINT "YOU'RE OUT OF WATER BALLOONS!'"
PRINT "YOU LOSE. THE COORDINATES WERE:"
FRINT "NORTH/SOUTH="LA

FRINT "EAST/WEST="L0

END

REM »*#% WAIT ROUTINE *%*
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1000 INPUT Re
1010 RETURN

VIC-20
1 REM **% WATER BALLOONS VIC-Z0 **x

1@
2@
3@
4@
o
6@
7
aa
9@
1@
1@
122
i3@
14@
158
162

B=1@
PRINT
PRINT
PRINT
PRINT
GOSUE
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
REM *
LA=IN
LO=IN
PRINT
PRINT
GOSUR
PRINT
PRINT
PRINT
PARINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
INPUT
IF NS
PRINT
INPUT
IF EW
IF NS
PRINT
REM *
FOR X

Y PRINT

NEXT
PRINT
PRINT
REM *
IF NS
IF NS
IF NS
IF EW

CHR$(147)
"WATER BALLOONS!'"

"PRESS (SHIFT) TO BEGIN"

112@

CHR$(147)

"YOU ARE ON THE 7TH"
"FLOOR BALCONY OF A"
"BUILDING, BLINDFOLDED. "
"YOU ARE TRYING TO"
"DROP WATER BALLOONS"
"INTO THE CENTER OF"
"A HOOP ON THE GROUND., "
“T0 DO s4, YOU musT!
"SET NORTH/SOUTH AND"
"WEST/EAST COORDINATES"
"WITH YOUR FRIEND'S"
"HELP ON THE GROUND. "

*% PICK COORDINATES %*%*%

T(RND(1)%*1@)+1

T(RND (1) *1@) +1

“PRESS (SHIFT) TG PLAY"
lia
CHR$(147)

"1=EXTREME SOUTH-"
"1@=EXTREME NORTH"
"1=EXTREME WEST-"
"1B=EXTREME EAST"

"YOU NOW HAVE"B"WATER BALLOONSY
"WHAT'S YOUR GUESS"
"(BETWEEN 1 AND i@)"
"FOR THE NORTH/SOUTH"
"COORDINARTE" : NS
{i OR NS> 1@ THeN 342
"WHRT'S YOJR BUESS"
"FOR EAST/WEST";EW
{1 OR =ZW)1@a THEN 28&&
=LA AND Ew=t.0 THEN 72@&

*%# SCROLL SCREEN *#%%
=1 7O =4

X
"YOUR FRIEND BELOW SAYS"

*% COMPARE COORDINATES *xx%

LA THEN BRINT "TOB FAR NORTH!M

(LA THEN PRINT "TOO FAR SDUTHI®

=LA THEN PRINT "NORTH, S0UTH O.H. '™
YLO THEN PRINT “TDO FAR EAST!'"
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S2@ IF EWCLO THEN PRINT "TOO FAR WEST!'"
530 IF EW=L0 THEN PRINT YEARST, WEST O.K.!'"
542 B=R-1

55@ IF B{(l THEN i022g

559 REM »%x RANDOMLY PICK 2 OTHER WAYS TO LOSE *%*%
S6@ X=INT(RND(1)%3@)+1

57@ IF X=7 THEN 822

58@ IF X=13 THEN 212@

S92 PRINT

-6 GOTO 272

639 REM %% WIN'! *%x

72@ PRINT CHR%(147)

71@ PRINT "GOT IT IN"1Q-B"TRIES!'"
72@ BRINT

73@ PRINT "PRESS (SHIFT) TO PLAY.
74@ GOSUE 110

7538 RUN

799 REM »%% HIT MOM OR POLICEMAN *x*%*
82@ PRINT

812 PRINT "YOU HIT YOUR MOM ON"

822 PRINT "THE SIDEWALK'"

832 PRINT "YOU LOSE!'"

842 END

90@ PRINT CHR$(147)

912 PRINT "YOU HIT THE POLICEMAN'"
92@& PRINT "HE CONFISCATES YODUR®"

9392 PRINT "HOOP. YOU LOSE!'"

294@ END

999 REM »%#% LOSE **%

120@ PRINT

1312 PRINT "YOU’RE OUT OF WATER"
122@ PRINT "BALLOONS. YOU LOSE!"
1230 PRINT "THE COORDINATES WERE:"
1242 PRINT "NORTH/SOUTH="LA

125@ PRINT "ERST/WEST="LO

1263 END

i@299 REM %%% WAIT ROUTINE **%

1102 WRIT 653, 1

1112 WAIT 633,1,1

1128 RETURN
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BONUS PROGRAM #7

THE MONSTER IN THE MARSH

If yvou're the type of person who enjoys traipsing through
slushy, foggy, rocky places, wibthout really getting wet,
then THE MONSTER IN THE MARSH is for yvou., To win this
game vou make your way to the snd of the marsh. You do
this by tossing rocks left, right, or straight ahead, to
check if it’'s safe Lo move., After 2ach time you toss a
rock, you have the choice of moving, or stayving wherse viou
are.  Watch your step! I+ you move to an unsafs spot,
vl T L1 wmink, But everytime you stay whers you are, the
MOMSETER OF THE MARSH gaine a step on you, Sooner, o
Tater, it’'s sink or swim in this marsh?

1 REM *** THE MONSTER OF THE MARSH ADAM *¥*%¥*
10 s 15
20 m 15
30 r 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 IFP r < 1 THEN fl
120 PRINT "You are ";
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

Wonon

1
; " step(s) from the"

=w il

\

250 IF ch < 1 OR ch > 3 THEN PRINT "Between 1 and 3, please!":

260 0¥ ch @GOTO 700, 1000, 300

200 HOME

310 PRINT "Type the number of the"

315 PRINT "direction you want to throw"
320 PRINT "the rock"

330 GOJUB 2000

340 f1 =1

350 HOWME

GOTO

220
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360
370
380
390
400
410
420
430
699
700
710
720
730
740
750
760
770
out!
780
790
800
810
820
830
840
850
860
999
1000
1010
1020
1030
1999
2000
2010
2020
2030
2040
2050
2060
2070
2080
3999
4000
4010
4020
4030
4999
5000
5010
5020
50%0

IF x <> w THEN PRINT "SPLASH!"

IF x = w THEN PRINT "THUD!"

r = r-1

IF m < 1 THEN 4000

PRINT

PRINT "Press any key to continue."

GET n$

GOTO 100

REM *** take a step routine *¥**
HOME

PRINT "Press the number of the"
PRINT "direction you want to step in"
GOSUB 2000

HOME

IF w <> x THEN PRINT "SPLASH! YOU'RE SINKING!"

z = INT(RND(1)%*3)+1

IF w <> x AND z = 1 THEN m = m-1: PRINT "BUT, you pull yourself
L

IF w <> x AND z <> 1 THEN PRINT "YOU LOSE!": END

IF w=X THEN s = s-1: PRINT "You stepped safely!"

IFm < 1 THEN 4000

IF s < 1 THEN 4000

PRINT

PRINT "Press any key to continue."
fl1 = 0O
GET n3

GOTO 90
REM **¥¥* gtay where you are *¥**

m = m-1

IFm < 1 THEN 4000

f1 = 0

GOTO 100

REM *** choose direction ¥¥*

PRINT "then press (RETURN) ."

PRINT

PRINT ™) left"

PRINT "2) right"

PRINT "3) straight ahead"

PRINT

INPUT "Which way: "; w

IF w < 1 AND w > 3 THEN PRINT "Between 1
RETURN

REM *¥* T(QSE ***

HOME

PRINT "The monster eats you and says,"
PRINT "'Could use a bit more salt!'"
PRINT "You lose, for sure.": END

HOME

FOR t = 1 TO 200

PRINT " YOU MADE IT !t!"
NEXT t

and 3, please!": GOTO 2060
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Apple 1l and Apple lie

1 REM %% THE MONSTER OF THE MARSH AFFLE ***

10 8 = 138

20M = 15

TOR = 24

40 HOME

50 PRINT TARB( 7)YTHE MONSTER IN THE MARSH"

50 FPRINT

70 FRINT TAE{( 8)"FRESS ANY KEY TO BEGIN."

80 GET NF

SO X = INT ¢ RND (1) % Z)y + 1

9% REM  *%+ MAIN LOOF #xx

100 HOME

11¢ IF R < 1 THEN FL = 1

120 FRINT "YOU ARE "S" STEF(5) FROM THE MARSH'S END
120 FRINT "YOU HAVE "R" ROCK (S) IN YOUR FOCKET"
140 PFRINT "THE MONSTER IS5 "M" STEF(S) BEHIND YOU"
150 FRINT

1640 FRINT "YOUR CHOICES ARE: "

170 FRINT

180 PRINT "1) TAKE A STERF"

190 FRINT "2) STAY WHERE YOU ARE"

20O IF FL = O THEWN FRINT "3) T085 A ROCK"

210 PRINT

220 FPRINT "TYFE A NUMEBER., THEN FRESS (RETURN) ."
2EZQ INFUT "WHAT I8 YOUR CHOICE: ":CM

240  IF FL = 1 AND CH > 2 THEN 220

250 IF CH < 1 DR CH > T THEN FRINT "BETWEEN 1 AND 3, FPLEASE!'": BOTO

220
2460 ON CH GOTO 700,1000,300
HOME '

FRINT "TYFE THE NUMBER OF THE DIRECTIONY

FRINT "YOU WANT TO THROW THE ROCE."

IEG BOSUE 2000

40 FL o= 1

THO HOME

FHO0 IF X 4 oWOTHEN  PRINT “SFLASH!"

Z70  IF X = W THEN FRINT "THUD!®

80 R o= R O 1

S0 IF M < 1 THEN 4C00

40C  PRIMT .

410 PRINT Y"FRESS ANY EEY TO CONTINUE."

420 GET N#F

473G BOTO 100

&9 REM  #x% TAKE O STEP ROUTINE *x#

700 HOME

710 PRINT "FRESS THE NUMBER OF THE DIRECTION"

720 PRINT “YOU WANT TO STEFR IN,"

730 GOSUER 2004

74C HOME

750 IF W < * X THEN PRINT "SFLASH! YO 'RE SINKING'"

&0 Z 0= INT ( RMND (1) * Z) + 1 :

770 IF W o4 X AND 2 = 1 THEN M = M - 1: FRINT "BUT, YOU FULL
YOURSELF QuUT '

780 IF W < =X AND Z <+ » 1 THEN FRINT "YOU LOSE!": END

790 IF W = X THEN & = & - 1: FRINT "YOQU STEFFED SAFELY!™

200 IF M < 1 THEN 4000

810 IF 8§ < 1 THEN SQ00
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820 FRINT

830 FRINT "PRESS ANY KEY TO CONTINUE,

840 FL = O

B50O GET N&#

860 GOTO Q0

P99 REM ##*% STAY WHERE YOU ARE #*%%

1000 M =M - 1

1010 IF M < 1 THEN 4000

1020 FL = O

10730 GOTO 100

1999 REM *%% CHOOSE DIRECTION %#%x

2000 FRINT "THEN FRESS (RETURN) .Y

2010 FPRINT

2020 PFPRINT "1) LEFTY

2030 FPRINT "2) RIGHT"

2040 FPRINT "3) STRAIGHT AHEAD"

2050 PFRINT

2060  INFUT "WHICH WAY: "W

2070 IF W < 1+ OR W > 3 THEN FRINT "BETWEEN 1 AND 3, FLEASE!'": GOTO
20460

2080 RETURN

3999 REM xxx LOSE *¥*%

4000  HOME

4010 FRINT "THE MONSTER EATS YOU AND S5AYS, "

4020 FRINT " 'COULD USE A BIT MORE SALT! "

407G FPRINT "YOU LOSE, FOR SURE.": END

4999 REM  *x% WIN *x#*

SO00 HOME

5010 FOR T = 1 TO 200

S5020  PRINT " YOUu MADE IT 'r!!v

SOT0 NEXT T

Atari

1OREM s
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240 IF FL=1 AND CH>Z THEN GOTO 220
250 IF CHOl OR CHES THEN FRINT "BETWEEN 1 AND I, PLEASE!":G0T0O 220
260 ON CH GOTO 700, 1000, 300
299 REM #%# THROW A ROCE ROUTINE #*x
FRINT CHRE (125) :
FRINT “TYFE THE NUMEER DF THE DIRECTION
FRINT “YOL WANT TO TOSS THE ROCK
BOSLE 2000

CHFE (125)
C3W THEN PRINT “SPLASH!Y
THEN FRINT “"THUD!"

THEMN 4G0OC

(RETLRNY TO O DONTINUE, !

0 BOTO 14C
£9G REM ##% A GTEF ROUTINE »w#
700 FRINT CHRE (125)
T1G FRINT “F THE NUMBER OF THE

TINT UYOU WANT TO STER IN,"
SOSHLIB 2000

FRINT CHRECLIZ2E)
.F' i.lJ*i 2HOTHEN PRIT
Z=TMNT (RND ¢ 4!_ 7 3

e

puT e

1 THEN F‘"‘Il\""
SRINT "YOU
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4030 PRINT "YOU LOSE, FOR SURE.":END
4995 REM %#% WIN #xx

S000 FRINT CHRE (125

5010 FOR T=1 T0O 200

=020 FRINT " YOU MADE IT 1%y
S0T0 NEXT T '

Commodore 64

1 REM ##x THE MONSTER IN THE MRARSH &4 *#%%

1@ S=15

2w M=1S5

3@ R=24

42 PRINT CHR%(147)

5@ PRINT TAR(7)"THE MONSTER IN THE MARSH'"

6@ PRINT

7@ PRINT TAER(8)"PRESS (SHIFT) TO BEGIN."

82 GOSUER Q@@

92 X=INT(RND(1)%*3)+1

93 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) BEHIND YOU"
15@ PRINT

16@ PRINT "YOUR CHOICES ARE:"

17@ PRINT

18@ PRINT "1) TAKE A STEP"

192 PRINT "“&) STAY WHERE YOU ARE"

ZQ@ IF FL=2 THEN PRINT "3) TOSS A ROCK"

2190 PRINT

2&@ PRINT "TYPE A NUMBER, THEN PRESS (RETURN)."
239 INPUT "WHAT IS YOUR CHOICE";CH

242 IF FL=1 AND CH) & THEN 22

£&d ON CH GOTO 7@@, 12@@, 322

293 REM *#%x TOS55 A ROCK #*#x

3@ PRINT CHR%(147)

3190 PRINT "TYPE THE NUMBER OF THE DIRECTION"
32@ PRINT "YOU WANT TO THROW THE ROCK, "

332 GOSUR vl

34 FL=1

350 PRINT CHR%(147)

260 IF XOW THEN PRINT "SPLASH!"

37¢ IF X=W THEN BRINT "THUD!"

38@ R=R-1

392 IF M<1 THEN 4a22

42@ PRINT

412 PRINT "PRESS (SHIFT) TO CONTINUE."

42@ GOSUR Zoaa

43 GOTO 12@

£33 REM #*x*% TAKE A STEP ROUTINE *%*%

722 PRINT CHR®(147)

71@ PRINT "PRESS THE NUMEBER OF THE DIRECTION®
7Z@ PRINT "YOU WANT 70 STEP IN,”

732 GOSUR @

742 PRINT CHR%(147)

75@¢ IF WX THEN PRINT "SPLASH! YOU'RE SINKING!M
76@ Z=INT(RND(1)*3)+1

23@ iF CH<1 OR CH>3 THEN PRINT "BETWEEN 1 AND 3, PLEASE!": GOTO 2&
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IF
IF
IF

W X AND
W X AND
W=X THEN
IF M(1 THEN
IF S(1 THEN

Z=1 THEN M=M-1:PRINT "BUT, YOU PULL YOURSELF QuT'"
Z(>1 THEN PRINT "“YOU LOSE'":END

S=S-1:PRINT "YOU STEPPED SAFELY!"

4002

a1l ]

PRINT
PRINT
FL=@
GOSUB 3R
GOTO 9@
REM *%#% STAY WHERE YQOU ARE #%**
M=M-—1
IF M{1 THEN 4@@2@
FiL=0
GOTO 10a
REM »%% CHOOSE DIRECTION ##%
PRINT "THEN PRESS (RETURN)."
PRINT
PRINT
PRINT
PRINT
PBRINT
INPUT "WHICH WAY'" ;W
IF W{l OR W>3 THEN PRINT “BETWEEN 1 AND 3,
RETURN
REM #x% WAIT
WRIT 653,1
WRIT 653,1,1
RETURN
REM *%% LOSE *%#
PRINT CHR#$(147)
PRINT "THE MONSTER EATS YOU AND SAYS, "
PRINT "*COULD USE A RIT MORE SALTt' ¢
PRINT "YOU LOSE., FOR SURE. " :END
REM %*%% WIN %**%*
PRINT CHR$(147)
FOR T=1 TO 20282
PRINT " YOU MADE IT '!'tv "3
NEXT T

"PRESS (SHIFT) TO CONTINUE."

"1) LEFT"
"Z) RIGHT"
"3) STRAIGHT AHEAD"

PLEASE! " :6G0TO 2@6@

ROUTINE %%

woew PIORISTER [ THE FIORGH s
CUHE MO ]
TIEOTHE o
AT Tekied) YPRESS AaMy FEY TO BEGLMY
VRHEE ¥
PO TE pgett THER S0
109 REM €es PalH LOOF %%
A 8 B T

10
RN
LA0

L5000

1 &0
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170 PRINT "YOU HAVE"R"ROCE (8"
180 PRINT "IN YOUR FOCEET"

190 PRINT

200 PRINT "THE MONSTER IS"M
FRIMNT "STEF(S) BEHIND YO
FRINT
FRINMT “FREES
AE=IMEEYE
IF AF="" THER 240

s

FRINT "vOUR CHOICES ARE: "
FRIMT
FERINT "1 TAKE A STER"

FRINT "2) 8Tay WHERE 13

IF FL=O THERM FRINT "I TOSS & ROCE"
FRIMT

FRINMT "TYFE & MUMBER"

FRINT “THEN FRESS (R
FRIMI "WHAT IS vyOUR CHOTCE"
THFUT CH ’

IF L1 alb Ok
LF CH L R DH 3

Akly EEY TO CONTIMUE™Y

DOOM DH B0
299 KREM #mex THROE
400 Cla
410 PRINT Py PE
' FRINT "OF
Pl LT YOl BT Tav
FRIMT " THEROW THE ROCEY
Al A

SLIR 2000

TE xa sk THERM PRINT "SFLahH
' fHEM FRIMT U THLDY

THER 4000

Gafdy  REY S VO COR T TRUEY

THEN S50

THE DR
WIGHT 1o

T
iOTHE

FEOTO QO TRUED

FLHLL v DHHREEL

fpp e
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870 IF Ag="" THEM B&O
88O BOTO 110

PGT REM *%% STAY WHERE YOU ARE **x
1000 M=p-1

1010 IF MoL THEN 4000

F =0

=0 110

FRINT "THEN PR ="
FRINT O "THE JENTER
FRLIMT

FRIMT "1 LEFTY
FRINT ") RIGHTY

FRINT "% STRAOLGHT AHESDY

FRIMT

FRIMY UWHICH by 'y

THFUT W

IF Wl R WEZ THERM PRINT 1,2, OR 5 FLEASE! " :GOTO 2070
FETTLIRM

REM %%+ 11} BAD! #%%

(IR

Ao1o PRIMNT "THE MONZTER EATS yOU MDD Soyvs, "

FRIMT Y COULD USE & BIT MORE SalT!v

FROMT yOu LOSE, FOR SURE. "tEND

YO MADE TT! #%x

PO MR TTHEY My

4 e 4 A e
ELEE 140

A s Tl 1
(IR
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4 1 i
[$3] —
Z O _
Lif il £ =
T Gouwd g
=~ Iz
F i a4
ooz = o=
i

H L
R ool ool aall et
L2 Zz=zEZ
Lt I O
e O8O0 20
Lo B E T I A
S D D D
Y
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G4 04 0
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CEN

LINT IMURED

.
H
1

LoL
1

RS

i 1

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
IO LET R=24
40 CLS ,
50 FRINT TAE (4)3;"THE MONSTER IN THE MARSH"
60 PRINT
70 PRINT TAE (5);"FRESS (ENTER) TO BEGIN."
80 INFUT R$
90 RAND
100 LET F
110 LET C=
120 LET W=
130 LET X=INT (RND®*3)+1
179 REM *%% MAIN LOOF *x*x .
140 CLS
150 IF R<1 THEN LET F=1
160 PRINT "YOU ARE "3iS3;" STEP(S) FROM THE"
170 PRINT "END OF THE MARSH. YOU HAVE "iR
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180 PRINT "ROCEK(S) IN YOUR POCEKET."

190 FRINT "THE MONSTER IS "jM;3" STEF(S)"
200 FRINT "BEHIND YOU."

210 FPRINT

220 FRINT "YOUR CHOICES ARE:"

230 FRINT

240 PRINT "1) TAKE A STEFP"

250 PRINT "2) STAY WHERE YOU ARE" .
260 IF F=0 THEN FRINT "3I) T0OSS A ROCE"
270 PRINT

280 PRINT "TYPE A NUMBER, "

290 FRINT "THEN FRESS <ENTER>."

300 PRINT "WHAT IS YOUR CHOICE??"

310 INFUT C

J20 IF F=1 AND C>»2 THEN GOTO 280

240 IF C<1 OR C>Z THEN GOTO 280

330 IF C=1 THEN GOTO 700
260 IF C=2 THEN GOTO 1000
I70 IF C=3 THEN GOTQO 400
400 CLS

410 FPRINT "TYFPE THE NUMBER OF THE DIRECTION"
420 FRINT "YOU WANT TO THROW THE ROCK."
40 GOSUR 2000

440 LET F=1

450 CLS

4460 IF X< W THEN FPRINT "SPLASH"

470 IF X=W THEN PRINT "THUD"

480 LET R=R-1

490 IF M<1 THEN GOTO 4000

500 PRINT

510 PRINT "PRESS (ENTER) TO CONTINUE."
520 INFUT R%

530 GOTO 140

699 REM *x% TAKE A STEF *#*#%

30 IF C<1 OR C>»3 THEN PRINT "1,2 OR 3 FLEASE.

700 CLS
710 FPRINT "TYPE THE NUMBER OF THE DIRECTION"
720 FRINT "YOU WANT TD STEP IN."
730 GOSUR 2000
740 CLS
750 IF W<>X THEN FRINT "SPLASH"
760 LET Z=0
770 LET Z=INT (RND#*3)+1
780 IF W< X AND Z=1 THEN LET M=M-1
790 IF W<>xX AND Z=1 THEN PRINT "BUT YOU FULLED YOURSELF
800 IF W« >*X AND Z<»1 THEN FRINT "YOU LOSE."
810 IF W<xX AND Z<>1 THEN GOTO 3040
820 IF W=X THEN LET S=58-1 v
20 IF W=X THEN FRINT "YOU STEFED SAFELY."
840 IF M<1 THEN GOTO 4000
8350 IF S<1 THEN GOTO 5000
860 FRINT
870 FRINT "FRESS (ENTER) TO CONTINUE."
880 LET F=0
890 INFUT R%
00 GOTO 1370
@79 REM #%% THROW A ROCK **#*
1000 LET M=M-1
1010 IF M<1 THEN GOTO 4000

ouT."
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1020
1030
1999
2000
2010
2020
2030
2040
2050
2060
2070
2080
2090
2100
1999
4000
4010
4020
40730
4040
4399
S000
010
SQ20
S0O30
5040

LET F=0
GOTO 1490
REM #*#*% CHOOSE DIRECTION #*xx

PLEASE.

FRINT "THEN PRESS THE (ENTER) KEY."
FRINT

FRINT "1) LEFT"

FRINT "2) RIGHT"

FRINT "Z) STRAIGHT"

FRINT

PRINT "WHICH WAY?"

INFUT W

IF W<l OR W>3 THEN FRINT "1,2 OR 3
IF W1 OR W>xZ THEN GOTO 20460
RETURN

REM *%% [ OSE %%

CLS

FRINT "THE MONSTER EATS YOU AND SAYS,"
FRINT "COULD USE A BIT MORE SALT."
FRINT "YOU LOSE, FOR SURE."

GOTO S040

REM #%% WIN *x*

CLS

FOR T=1 T0O 46

FRINT * YOU MADE IT"3;
NEXT T

REM #%% END %%

TRS-80 Color Computer
1 REM #*%%* THE

id 5=195

i M=15

3@ R=24

49 CLS

5@ PRINT TAER(9) "THE MONSTER"

&a PRINT TAER(8) "IN THE MARSH'"
7@ PRINT

82 PRINT TAE(4) "PRESS ANY KEY TO BEGIN"
7 AE=INKEY$

120 IF A+="" THEN GOTC 9@

183 REM *#x MAIN LOOP *xx

11@ X=RND (3

1z@ CLS

138 IF R{1 THEN FlL=i

14@ PRINT "YQU ARE"S"STER(S) ™
158 PRINT "FROM THE MARSH'S ENDY
160 PRINT

178 PRINT "YDU HAVE"R"ROCK (S ™
182 PRINT "IN YOUR PCCKET®

19@ PRINT

2@ PRINT "THE MDONSTER IS"M

21@ BRINT "STER(S)Y BzHIND YOU"
22@ PRINT

230 PRINT YPRESS ANY HEY 70 CONTINJE!
242 A$=INKEYS$

252 IF R%="" THEN GOTO 240

o6 CLS

270 PRINT "YDOUR CHOICES ARE:"
28@ PRINT

&9@ PRINT “1) TAKE A STeR"

MONSTER IN THE MARSH TRS-8@ COLOR

** X
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300
310
e
330
340
250
360
370
z8e
390
399
4@
410
420
430
440
450
460
47@
4802
49@
S0
Sl
520
532
oS40
550
o6
57@
€99
722
71@
720
73@
7412
79
760
78@
79@
saa
8ie
gz
83@
842
a5
862
a7
88a
999
1002
1219
1222
1232
a2
cala
oz
ey e
242
PR )

PRINT "2) STAY WHERE YOU ARE"
IF FL=& THEN PRINT "3) TOSS R ROCK"
PRINT

PRINT “"TYPE A NUMBER"

PRINT "THEN PRESS (ENTER)"
PRINT "WHAT IS YOUR CHOICE";
INPUT CH

IF FL=1 AND CH>2 THEN 33@

IF CH(1 OR CH>3 THEN GOTO =ze®
ON CH GOTO 70@, 1009, 420

REM ##% CHUCK THE ROCK #*%*
CLS

PRINT “"TYPE THE NUMBER"

PRINT "OF THE DIRECTION"

PRINT "YOU WANT TO"

PRINT "THROW THE ROCK"

PRINT

GOSUB Z2@aa

FL=1

CLS

IF X(OW THEN PRINT "SPLASH!'"

IF X=W THEN PRINT "THUD"

R=R-1

IF M<1 THEN 4202

PRINT

PRINT "PRESS AnY HKEY TO CONTINUE"
AS=INKEY$

IF A$="" THEN 55&

GOTO 12w

REM #%% TAKE A STER ROUTINEZ ##%
CLS

PRINT "PRESS THE NUMBER"

PRINT "OF THE DIRECTION"

PRINT "YOU WANT TO STEP IN,'":PRINT
GOSUE =

CLS:Z=RND (4)

IF WO X THEN PRINT "SPLASH YOU'RE SINKING!™
IF WO X AND Z=1 THEN M=M-1:PRINT "BUT, YOU PULL YOURSELr
IF WOX AND Z <1 THEN PRINT "YOU LDBSE!":END
IF W=X THEN S=5~1:PRINT "YOU STEPPED SAFELY!"
IF M<(1 THEN 4@@@

IF S<{1 THEN SaQ&

PRINT
FL=2

PRINT "PRESS ANY HEY TO CONTINUE"
AS=INKEY%$

IF A$="" THEN 8€%
G0TO i1@

REM *%% STAY WHERE YOU ARE **x

M=m-—1

IF M1 THEN 40202

FL=2

G070 iie

PRINT "THEN PRESS™

PRINT "THE (ENTER) KEY. "

PRINT

PRINT 1) LEFT"

PRINT "&) RIGHT"

PRINT "3) STRAIGHT AHEAD"

auT !
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2068 PRINT

273 PRINT "WHICH WAY"j

2080 INPUT W A
2092 IF W(1 OR W3 THEN PRINT "1,2 OR 3 PLEASE!":G0TO Ze7a
210@ RETURN

3999 REM #*##%* SORRY CHRARLIE #*#*#

4002 CLS

421@ PRINT "THE MONSTER EATS YOU AND SAYS, "

4Q2@ PRINT "?'COULD USE A BIT MORE SALT!"

4232 PRINT "YOU LOSE, FOR SURE.":END

4999 REM ##% YOU'RE IN LUCK *#*%

Seed CLS

5@¢1@ FOR T=1 TO 200

S@ac@d PRINTY YOU MADE IT!!! "3j
S@3@ NEXT T

S@4@ END

TRS-80 Model il and Model 4

1 REM ##% THE MONSTER IN THE MARSH TRS-B80 MODELS 3 AND 4 *#x%
10 5=15

20 M=15
I0 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 As=INKEY$

100 IF A$="" THEN GOTO 90

109 REM %%+ MAIN LOOP *xx

110 X=RND (3)

120 CLS

120 IF R<1 THEN FL=1

140 PRINT "YOU ARE"S"STEP(S)"

150 FPRINT "FROM THE MARSH'S END"

160 PRINT

170 PRINT "YOU HAVE"R"ROCK (S)"

180 FRINT "IN YOUR FOCKET"

190 FRINT

200 PRINT "THE MONSTER IS"M

210 PRINT “STEFP(S) BEHIND YOU"

220 FRINT

250 PRINT "PRESS ANY KEY T0O CONTINUE"
240 AS=INKEY®$

250 IF As="" THEN GOTO 240
260 CLLS

270 FRINT "YOUR CHOICES ARE: "
280 PRINT

290 PRINT "1) TAKE A STEP"

300 PRINT "2) STAY WHERE YOU ARE"
310 IF FL=0O THEN PRINT "3) TOSS A ROCE"
I20 PRINT

Z30 FRINT "TYPE A NUMBER"

J40 FPRINT "THEN PRESS (ENTER)

350 PRINT "WHAT IS YOUR CHOICE"
260 INPUT CH

370 IF FL=1 AND CH>2 THEN 330
380 IF CH<1 OR CH»>3 THEN 260

220 ON CH GOTO 580,770,400

109



10 AWESOME PROGRAMS FROM K-POWER

400 CLS

410 PRINT "TYPE THE NUMBER"
420 PRINT "OF THE DIRECTION"
4720 PRINT "YOU WANT TO"

440 FRINT "THROW THE ROCK"
4350 PRINT

460 GOSUR 810

470 FL=1

480 CLS

490 IF X<:*W THEN PRINT "SPLASH!"
500 IF X=W THEN PRINT "THUD"

510 R=R~1
520 IF M<1 THEN 920
SZ0 FPRINT

940 FRINT "PRESS ANY KEY TO CONTINUE®

950 A%$=INKEY$

S60 IF AE="" THEN S50

570 GOTO 120

579 REM x##% TAKE A STEF ROUTINE *#%

580 CLS

590 PRINT "PRESS THE MNUMBER"

600 FRINT “"OF THE DIRECTION"

610 FRINT "YOU WANT 70 STEF IN,":FPRINT

620 GOSUR 810

630 CLS

H40 Z=RND (4)

650 IF W< X THEN FRINT "SPLASH YOURE SINEING'"
660 IF WX AND Z=1 THEN M=M--1:FPRINT "BUT, YOU PULL YOURSELF OuT!'"
670 IF W<xX AND Z<*1 THEN FPRINT "YOU LOSE'":END
680 IF W=X THEN S=5-1:FPRINT "“YOU STEFFED SAFELY!'"
690 IF M<1 THEN 920

700 IF 8<1 THEN 960

710 FPRINT

720 FL=O

730 FPRINT "PRESS ANY KEY T(O CONTINUE"™

740 AS=INKEY®

7S50 IF Ax="" THEN 740

760 GOTO 110

769 REM ##% STAY WHERE YOU ARE *%%

770 M=M-1
780 IF M<1 THEN 220
790 FL=0

800 GOTO 110

810 PRINT "THEN FRESS"

820 FRINT "THE (ENTER) KEY."

830 PRINT

840 FRINT "1) LEFT"

850 FRINT "2) RIGHT"

8460 PRINT "Z) STRAIGHT AHEAD"

870 FRINT

880 PRINT "WHICH WAY"”

890G INPUT W

Q00 IF W<l OR W>3 THEN FRINT "1,2 OR 3 PLEASE!":GOTO 880
210 RETURN

2192 REM *%#x SORRY CHARLIE %%

920 CLS

2ZI0 FRINT "THE MONSTER EATS YOU AND SAYS, "
240 PRINT "*COULD USE A RIT MORE SaALT!®
250 FRINT "YOU LOSE, FOR SURE.":END
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959 REM *x*% YOU'RE IN LUCK %%
F60 CLS

970 FOR T=1 TO 200

980 FPRINT " YOU MADE IT!!'! "3
90 NEXT T

1000 END

VIC-20

1 REM #*x# THE MONSTER IN THE MARSH VIC-Z@
id 5=15

c@ M=15

3 R=Zc4

4@ PRINT CHR${(147)

9@ PRINT TAB(S) "THE MONSTER"

6@ PRINT TAEB(4)"IN THE MARSH"

7@ PRINT

8@ PRINT “PRESS (SHIFT) TO BEGIN®
9@ GOSUB 30@0

I3 REM #x% MAIN LOOP *%x%

12
ile
iz2@
132
142
i5@
162
17@
18a&
19@
caa
Zle
S
c32
4@
o5
g =17
c7@
c8e
=90
3R

=1
(=Y

3z
33
339
34
3o
6@
270
3ae
9@
Lihd
411
4@
430
44
45
46
47@
48@

X=INT (RND (1) #3) +1

PRINT CHR$(147)

IF R{1 THEN FL=1

PRINT "YOU ARE"S"STEP(S)"
PRINT "FROM THE MARSH'S END"
PRINT

PRINT "YOU HAVE"R"ROCK(S)"
PRINT "IN YOUR POCKET®

PRINT

PRINT "THE MONSTER IS"M
PRINT "STEPRP(S) BEHIND YOUu"
PRINT

PRINT "YOUR CHOICES RARE:"
PRINT '
PRINT "1) TAKE A STEPR"

PRINT "Z) STAY WHERE YOU ARE"
IF FL=2 THEN PRINT"3) TO0SS A ROCHK"

PRINT

PRINT "TYPE A NUMBER"

PRINT "THEN PRESS (RETURN)™
INPUT “"WHAT IS5 YOUR CHOICE";CH
IF FL=1 AND CH)>Z THEN Z8@

IF CH(1 OR CH)»3 THEN PRINT:G07T0 z2@
ON CH GOTO 700, 1020, 340

REM #%% TOS5S5 A ROCK ROUTINE #*#%
PRINT CHR$(147)

PRINT "TYPE THE NUMBER"
PRINT “OF THE DIRECTION®
BRINT "YOU WAaNT TO"

PRINT "TO5S THE ROCK,"

PRINT

GOSUR creaa

Fo=1

PRINT CHR#%(147)

IF X O W THEN PRINT "SPLASH!'"
IF X=W THEN PRINT "TkHUD!"
R=R-1

iF M1 THEN 4220

PRINT

PRINT "PRESS (SHIFT)"

%
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499 PRINT "TO CONTINUE."

5@@ GOSUE 300

512 GOTG i1i@

€99 REM *%x TAKE A STEP ROUTINE w#*

7@@ PRINT CHR$ (147)

718 PRINT "PRESS THE NUMBER"

72@ PRINT "OF THE DIRRCTION"

730 PRINT “YOU WANT TO STEP IN,”

742 GOSUB 20@@

75@ PRINT CHR$(147)

76@ IF W< X THEN PRINT "SPLASH YOU'RE SINKING!"
78@ IF W¢)X AND Z=1 THEN M=M—1:PRINT "EUT, YOU PULL YDURSELF OUT!®
73@ IF WOX AND Z<¢ 1 THEN PRINT "YOU LOSE!":END
6@2 IF W=X THEN S=5-1:PRINT "YOU STEPPED SAFEZLY!"
81@ IF M1 THEN 42@®

2@ IF 5¢(1 THEN S00@

83@ PRINT

B42 PRINT "PRESS (SHIFT)"

852 PRINT “TG CONTINUE. "

86@ Fi=0

87@ GOSUE 302@

89@ SOTO 1i@d

S5 REM *¥% STAY WHERE YOU ARE *xx
QR M=M-1

1010 IF M1 THEN 4000

LAZB FL=0

1030 GOTO 10@

1999 RENM *%* CHOOSE DIRECTION #xx
Z@@@ PRINT "THEN PRESS”

2010 PRINT “ThE (RETURN) KEY."
Z@33 PRINT

SB3B PRINT “1) LEFT"

@48 PRINT “2) RIGHT"

Z@%& PRINT "3 B3TRAIGHT AHEAD™
Q60 PRINT

SR7E INAUT CWHICH WAY"iW

Q8@ IF W<l OR W3 THEN PRINT:GOTO &
S0 Z=INT (RND (1) %4)+]

212@ RETURN

999 REM *%* WAIT ROUTINE *%x

I08@ WALT 653, 1

3010 WAIT €53,1,1

3028 RETURN

3999 RENM x¥% LOSE *#x

4@P@ BRINT CHR$ (147)

410 PRINT “THE MONSTER EATS YOU AND BAYS, "
42E3 PRINT "?COLLD USE A BIT MORE SALT!® ™
423@ PRINT "YOU LOSE, FOR SURE.":END

4299 REM %% WIN *x*

S@R@ PRINT CHR% (147)

S@id FOR T=: TG o0@

S3E@ PRINT " YOU MADE IT 1! "¢

S@B3@ NEXT T

fiy
!
\"
S
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BONUS PROGRAM #8 -

TEAM BATTING AVERAGE

Can

arnd tThe
ol Vow Lh

and teamsz each day o

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 160
230 HOME
240 NEXT t
250 PRINT "AVERAGE", "PLAYER"

260 PRINT
269 REM **¥* figure averages ***
270 FOR t =1 TO
280 b = h(t)/(ab( t) ws(t))
289 REM *** round off to three digits ***
290 a = INT(b*1000+.5)/100

300 ta = ta+ab(t)
310 th = th+h(t)
320 tw = tw+ws(t)

2329 REM *** print averages **%
330 PRINT a, p$(t)

340 NEXT t

350 PRINT

360 tv = th/(ta-tw)

113




10 AWESOME PROGRAMS FROM K-POWER

370 PRINT "TEAM AVERAGE="; INT(tv*1000+.5)/1000
380 PRINT

390 PRINT "Press any key to run again.”

400 GET n3

410 RUN

Apple Il and Apple lie

1 REM *%% TEAM BATTING AVERAGE AFFLE *%x
10 HOME

20 PRINT "TEAM EBATTING AVERAGE FROGRAM™

IO PRINT

40  PRINT “"FPRESS (RETURN) AFTER EACH REPLY."
50 PRINT

6O INPUT "HOW MANY FLAYERS: ";P

79 REM *%% DIMENSION ARRAYS **x

80 DIM F£(F) ABF) WS (F) (H(F)

89 REM w#%x INFUT VARIAELES **x

90 HOME

100 FRINT "FLEASE ANSWER THE QUESTIONS."
110 FPRINT "FRESS (RETURN) AFTER EACH REFLY."
120 FPRINT

X0 FOR T = 1 TO P

140 - FRINT “"WHAT IS5 PLAYER #"T"'S NAME"

130 INFUT F#(T)

160  FRINT "WHAT WERE "F#(T)"'S TOTAL AT BATS"
170 INFUT AB(T)

180 FRINT "HOW MANY WALKS AND SACRIFICES"
1920 INFUT WS(T) .

200 FRINT "HOW MANY HITS®

210 INFUT HOT

D220 IF HOTY 4+ WSITY > AE(T) THEN FPRINT "NUMEER TOO
RIG HOME :

240 NEXT T

250 PRINT “AVERAGE", "FLAYER"

260 PRINT

249 REM  wxx FIGURE AVERAGES *%%

R7G FOR T = 1 T P

280 B = MOTY / (AE(T) WS (TY)

P89 REM  #%x ROUND OFF TO THREE DIGITS *xx
290 A = INT (B % 1000 + ,5) / 1000

IO TA = TA + AR(T)

HL1O TH = TH + H(T)

IR0 OTW = TW + WS(T)

x REM %% FRINT AVERABES *%%

IEO OPRINT AP (T)

Z40 NEXT T

IHO0 0 PRINT

TEO TV = TH /4 (TA — T

70 PRINT "TEAM AVERAGE=" INT (TV % 1000 + .5 /
IO FRINT '

IO PRINT "FRESE ANY KEY TO RUN AGAIN."

400 GET Nf

410  RLN

SEOATART s

FPROGRAN

HIGH":

1000

G070

1460
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SO
=0
&0
70
7
20
e
50
100
110

FRINT
FRIMT
FRINMT "HOR
INFUIT
REM #xx

HERESS

(RETURN)

MY

BOF) WS (P
VAR TABLES

(RETLIRMY

REM *%% THFL
FRIMT CHRE (L2
FRIMT "FRESS
PR

FOF T=1 TO F
STy =UEN (P +1
FRIMT "WHAT
FRINT "FLAYER
FE (ST ) s TEMPS
CMFUT fERF S

F# (80 T) e TEMFS
FRINT
FRIMT

o

THE MaME
#II;'T;

TWHAT WERE
FRIMT "TOTEL AT BATS";
INFUT D

QB (T =D

INT
(NT
FRINT
FHELT

O
T Bal

D

ey Wl
BIFICES

TR
Hul =D

[

Til}

(SRR Y

CERE T LIRS

Commodore 64

1 REM ==+ TEAM BATTING AVERAGE

12 PRINT
=@ PRINT

CHR$(147)

AFTER EACH REFLY."
FLAYERS"

ARRAYS

PoHAFY ,TEMPE (20 ,RECL)Y (503000

AFTER EACH

" ; 15”"’3’—3 "o ‘—:,,

THE

TRV O 100040 5y /1000

"TEAM BATTING AVERAGE

¥* xR

FEFLY "

CIF

FREINT ¢ PRINT “HUMEBER TO HISH": GOTO 2350

[ SRRED

PO RLM Galp

64 Hxx%

PROGRAM"

115



10 AWESOME PROGRAMS FROM K-POWER

3@

4@

[S1

6@

7@

79

aa

83

9@

122
110
120
130
140
159
169
172
182
192
£
2l
2
23
242
=32
cea
c63
=7
c8a
=89
c3@
)
3l
2R
323
3@
342
390
e
27a
382
33a
393
402
412
428

10
20
0
4@
5@
=YV}

-~
/

79
80
89

PRINT
PRINT
PRINT
PRINT
INPUT

“"PRESS (RETURN) AFTER EACH REPLY."

"HOW MANY PLAYERS";
=]

REM x%% DIMENSION ARRAYS %*%*x

DIM Ps$

(P),AB(P), WS (P),H(P)

REM #**% INPUT VARIABLES #**x
PRINT CHR%(147)

PRINT
PRINT
PRINT
FOR T
PRINT
INPUT
PRINT
INPUT
PRINT
INPUT
PRINT
INPUT

"PLEASE ANSWER THE QRUESTIONS."
"PRESS (RETURN) AFTER EACH REPLY."

=1 TO P

"WHAT IS PLAYER #"T"?'S NAME"

P$(T)

"WHAT WERE "P$(T)"'S TOTAL AT BATS"
RR(T)

"HOW MANY WALKS AND SACRIFICES"
WS(T)

"HOW MANY HITS"

H(T)

IF H(T)+WS(T))AR(T) THEN PRINT"NUMBER TOO HIGH":GOTO 16@

PRINT

CHR$(147)

NEXT T

PRINT
PRINT

"AVERAGE", "PLAYER"

REM %% FIGURE AVERAGES *%*%

FOR T
B=H(T

=1 TO P

)/ (AB(T) WS (T))

REM %% ROUND OFF TO THREE DIGITS %%

A=INT

(B*1222+.5) /120Q

TA=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
PRINT
PRINT

"TEAM AVERAGE="INT (TV*12@2+.5) /10@@

"PRESS (SHIFT) TO RUN AGAIN."

REM #*%x% WAIT ROUTINE **%
WAIT 653, 1
WAIT 653,1,1

RUN

IBM PC
1 REM *%x TEAM EATTING AVERAGE IEBM-FC *xx*

CLS

FRINT
FRINT
FRINT
FRINT
FRINT
INFUT

"TEAM BATTING AVERAGE FROGRAM"

"FRESS (ENTER) AFTER EACH REFLY."

"HOW MANY FLAYERS":
FI

REM *¥x DIMENSION ARRAYS ***
DIM F%(F} ,AB(F) ,W5(F) ,H(F)
REM *+*x INFUT VARIABRLES *¥*
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90 C
100
110
120
170
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
00
10
%19
20
1IO
40
5@
160
70
7Y
%80
390
420
410
470
470
44@
445
450
460

TI-99

Rt

LS

FRINT "FRESS (ENTER) AFTER EACH REFLY."
FRINT

FOR T=1 TO F

FRINT "WHAT IS THE NAME OF"
FRINT "FLAYER #":T;:

INFUT F#(T)

FRINT

FRINT "WHAT WERE "sF£(T)3" 5"
FRINT "TOTAL AT BATS";

INFUT ARC(T)

FRINT

FRINT "HOW MANY WALES"

FRINT "AND SACRIFICES";

INFUT WS(T)

FRINT

FRINT "HOW MANY HITS":

INFUT HA(T)

IF H(TH) +WS (T) *AR(T)Y THEN FRINT "NUMBER TOQO HIGH":GOTO
CLS

NEXT T

FRINT "AVERAGE", "FLAYERS"
FRINT

REM »**x FIGURE AVERAGES ***
FOR T=1 TO F

B=H(T)/ (AB(T) WS (T))

A=INT (B*1000+.5) /1000
TA=TA+AR(T)

TH=TH+H(T)

TW=TW+WS (T)

REM *%*# FRINT AVERAGES *%*%
FRINT A.FF(T)

NEXT 7T

FRINT

TV=TH/ (TA-TW)

FRIMT "TEAM AVERAGE="; INT (TV*1200+.5) /1000
FRINT

FRINT "FRESS (ENTER) T RUN AGATNY
REM ##*% WAIT ROUTINE #%*

INFUT R#¥

RUN

ms LEAM GO0 T INE QUERAGE 1]

O R TV DG SVER
MRk i CERTERy SR VTR RN LN B S S T

THOW FeORy FLOYERE

S AREUER THE OLESTTOMNE,
CEFITERD  QF TEFR Ealh BEFLY,

Mr (RELEC UG AR ES e

179
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140 FOR T=1 70 F
150 FPRINT "WHAT 1S NAME OF"

160 FRINT "FLATER #";7T3

170 IMPLUT F$CT)

180 FRINT

150 FRINT "WHAT WERE ";F${T);" G"
200 FRIMT "TOTAL AT BATS":

IMFLIT AEC1)

S PRIMT

230 FRINT "HOW MANY Walkg

240 FRINT "AND SaCRIFICESY:
EEOCINPUT WS (T

260 FRINT

270CPRINT UHOW Maky HITS";

THFUT MO

FEOHCT) #WS O 2B T) THEN 200 ELBE 330

OURUMEBER 1O HIGH"
........ F

bk

HEQ FPRIMT UFLavERY UTAVERSEEL Y

B RRINT

R FLEURE AVERAGES #%x
Tl TOF

b CRE T LI )
- ROUND OFF TO THREE DIGLTS xw%
CLiw L OO Sy s LD

I

Pl
- FRINT AUVERAGES sxx

ek 1y
[ S A B &

Tt ey Tl

LT T TESM SNVETRS

SN AV R RS R IRTAE S R RS LA

SREAMT O UPRESS (ERTERY  TO RUMN REVERSEY
ITHFLT RE
AT 4

Timex 1000 w/16K RAM Pack and Timex 1500

1 REM %*#% TEAM BATTING AVERAGE TIMEX *%%
10 CLS
20 PRINT "TEAM BATTING AVERAGE FROGRAM"
20 PRINT
40 PRINT "FRESS (ENTER) AFTER EACH REFLY."
S50 PRINT
60 PRINT "HOW MANY FPLAYERS?"j
70 INFUT P
79 REM %*%% DIMENSION ARRAYS *%*#%
80 DIM P& (F,15)
20 DIM B(F)
100 DIM W)
110 DIM HF)
119 REM #xx INFUT VARIARLES *%%*
120 CLS
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130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
I00
310
I20
Z30
40
330
360
Z70
=80
Z90
399
4Q0
410
419

20
420
440
450
459
460
470
480
490
SO0
510
S20

==

FPRINT
FRINT
PRINT
FOR T=1 TO F

FPRINT "WHAT IS THE NAME OF"

FPRINT "PLAYER NUMBER ":T;"?"

INFUT PE(T)

FRINT

FRINT "WHAT WERE THE TOTAL"

FRINT "AT BATS FOR "iF$&(T);"?"

INFUT B(T)

FRINT

FPRINT "HOW MANY WALKS AND SACRIFICES?"
INPUT W(T)

FRINT

FRINT "HOW MANY HITS?"

INPUT H(T)

IF H(T)+W(T) »B(T)
CcLS
NEXT T
FRINT
FRINT
LET Q=0

LET Y=0

LET U=0Q

LET v=0

LET A=Q

REM %*%% FIGURE AVERAGES #*%*#*

FOR T=1 TO F

LET G=H(T)/(B(T)—-W(T))

REM #%% ROUND OFF TO THREE DIGITS *%%
LET A=INT (G#1Q00+.5) /1000

LET @=+B(T)

LET Y=Y+H(T)

LET U=U+W((T)

REM *%x% FRINT AVERAGES *¥**

FRINT A,P$(T)

NEXT T

FRINT

LET v=Y/(@-U)

FRINT "TEAM AVERAGE="j
FRINT
FRINT
530 INFUT
540 RUN

TRS-80 Color Computer

"FLEASE ANSWER THE QUESTIONS. "
"PRESS (ENTER) AFTER EACH REFLY."

THEN GOTO 240

"AVERAGE" , "PLAYER"

INT (V¥1000+.5) /1000

"FRESS
Cs

(ENTER) TO RUN AGAIN."

1 REM *x% T BRTTING AVERABE TRE~-COLOR %<
1% CLS

2@ PRINT “"TEAM BATTING AVERAGE PROGRAM

3@ PRINT

4@ PRINT "PREBS (ENTER) AFTzR EACH REALY."
S& PRINT

&@ PRINT "HOwW MANY PLAYZRS";

72 INPUT P

73 REM *%% DIMENSION ARRAYS **x

8
a3
S@

DIM PH(P), AP . WS(P), H (P
REM #*%% INPUT VARIABLES **#
CLS
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12@ PRINT "PRESS (ENTER) AFTER ERCH REPLY."
112 PRINT

12@ FOR T=1 TO P

133 PRINT "WHAT IS THE NAME OF"

14@ PRINT "PLAYER #";Tj

15@ INPUT P$(T)

le@d PRINT

17& PRINT "WHAT WERE ";P$(T)3;"*S"

18& PRINT "TOTRAL AT BATS"j

19@ INPUT AEB(T) '

2@ PRINT

21@ PRINT "HOW MANY WALKS"

2@ PRINT "AND SACRIFICES";

238 INPUT WS(T)

24@ PRINT

2580 PRINT "HOW MANY HITS":

Z6@ INPUT H(T)

278 IF H(T)I+WS(T)YAB(T) THEN PRINT "NUMBER TGOO RHIGH":B070

8@ CLS

9@ NEXT T

@ PRINT "AVERAGE", "PLAYERS"
312 PRINT ‘

319 REM #*%% FIGURE AVERAGES ##**
320 FOR 7T =1 TG P

338 B=H(T)/ (AB(T)-WS(T))

333 REM *%*# ROUND OFF TO THREE DIGITS #*#*#
34 A=INT (B+1@@@+.3) /100&

358 TA=TA+AREB(T)

S6Q TH=TH+H(T)

378 TW=TW+WS(T)

373 REM *#*% PRINT AVERAGES *#*x

8@ PRINT A, P&(T) '

39@ NEXT T

4@ PRINT

410 TV=TR/ (TA-TW)

42@ PRINT “"TEAM AVERAGS="j; INT {TV*1g@d+.5) /120G
432 PRINT

443 PRINT YPRESS (ENTER) 7O RUN AGAIN"
449 REM ##*% WARIT ROUTINE **#

45@ INPUT R$

46@ RUN

TRS-80 Model Il and Model 4

1 REM #**% TEAM BATTING AVERAGE TRS-80 MODELS 3 AND 4 **x
10 CLS

20 PRINT “TEAM BATTING AVERAGE FROGRAM"

Z0 FPRINT

40 FRINT "PRESS (ENTER) AFTER EACH REPLY."
50 FPRINT

60 FRINT "HOW MANY FPLAYERS':

70 INFUT F

79 REM #*#x DIMENSION ARRAYS #*+#
80 DIM F$(P),AB(F) ,WS(F) ,H(F)
89 REM *x* INPUT VYARIABLES #*x%

0 CLS
100 FPRINT “"FRESS (ENTER) AFTER EACH REFLY."
110 FRINT

120 FOR T=1 TO P
130 FRINT "WHAT IS THE NAME OF FLAYER #"iT;

120




10 AWESOME PROGRAMS FROM K-POWER

150
160
170
190
200
210
230
240
250
260
270
280
290
IZ00
310
9

INPUT P$(T)

PRINT

FRINT “WHAT WERE "iP%(T)§;"*S TOTAL AT BATS"}
INFUT AB(T)

PRINT

PRINT "HOW MANY WALKS AND SACRIFICES";
INPUT WS(T)

PRINT

FRINT "HOW MANY HITS":

INFUT H(T)

IF H(T)+WS(T) *ABR(T) THEN PRINT "NUMBER TOO
CLS

NEXT T

PRINT "AVERAGE", "FLAYER"

PRINT

REM #*%% FIGURE AVERAGES *#%#%

320 FOR T=1 70 F

I30 B=H(T) / (AB(T)-WS(T))

339 REM *%% ROUND OFF TO THREE PLACES %%
Z40 A=INT(B#1000+,.5) /1000

IS0 TA=TA+AB(T)

Z60 TH=TH+H(T)

I70 TW=TW+WS(T)

379 REM #x% FRINT AVERAGES *%**

IB0O PRINT A.F$(T)

390 NEXT T

400 PRINT

410 TV=TH/(TA-TW)

420 PRINT "TEAM AVERAGE="§ INT (TV*1000+.5) /1000
470 PRINT

440 FRINT "FPRESS (ENTER) TO RUN AGAIN"3
449 REM *%% WAIT ROUTINE *¥%%

450 INPUT R%

460 RUN

ViC-20

i REM *%% TeEAM BATTING AVE. VIC-Z@ #%x%

1@ PRINT CHR$(147)

o PRINT "TEAM BATTING"

3@ FRINT "AVERAGE PROGRAM"Y

HA PRINT

5@ PRINT "PRESS (RETURN) AFTER 'EACH REPLY. M
&8 PRINT

7 ARINT "HOW MANY PLAYERS":

8@ INPUT P

89 Rom **% DIMENSION RRRAYS *%x

9@ DIM PSP}, AR, WS (M), H(D

33
1o

44y
“d

REM #x% INDUT VARIABLES #%%
PRINT CHR$(147)
PRINT"RPLEASE ANSWER"

128 PRINT"TRE GQUESTION®

130 PRINT

142 PRINT"PRESS (RETURN} AFTER EACH REPLY. ™
IS0 PRINT

162 FOR T=1 TO 7

172 PRINT"WHAT?S THE NAME OF"

1834
13@
gy vl

FRINT"PLAYER &7
INPUT B%(T)
ARINT

HIGH":60TO 170
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Z1@ PRINT"WHAT WERE "Ps(T)"’5"
22@ PRINT"TOTAL AT BATS"

23@ INPUT AEB(T)

240 PRINT

Z9@ PRINT "HOW MANY WALKS"

6@ PRINT "AND SACRIFICES"®

c7@ INPUT WS(T)

28&@ PRINT

29@ PRINT "HOW MANY HITS”Y

2@ INPUT H(T)

318 IF H(T)+WS(TIYYAER(T) THEN PRINT"NUMBER TOO HIGH":GOTO Zi@
32 PRINT CHR$(147)

330 NEXT T

34@ PRINT "AVERAGE PLAYER"
3380 PRINT

359 ReM #»#% FIGURE AVERAGES x%*x
S6@ FOR T=1 TO P

372 B=H(T)/(AB(T)—-WS(T))

373 REM *xx ROUND OFF TO THREE DIGITS **x
380 A=INT(B*12Q0@+.5) /122Q

339@ TARA=TR+AB(T)

402 TH=TH+HA(T

419 TW=TW+WS(T)

413 REM »%% PRINT AVERAGES *xx
42@ PRINT A, 7&{T)

430 NEXT T

L& PRINT

452 TV=ThH/ (VA-TW)

6@ IRINT "TEAM AVERAGE="INT (TV*1020+. 5) /122@
478 PRINT

482 PRINT"PRESS (SHIFT) TO”
430 PRINT"TO RUN AGAIN. M

439 REM *%¥% WAIT ROUTINE *%x
1 502 WRIT 633,1

512 WAIT &53,1.1

SZ@ RUN
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BONUS PROGRAM #9

THE DRAWING PROGRAM
is the limit when us
Srr hhe o g R o =

P
myg divection kewvea, conputers
b, colors, or b grounds. . To make

Lok o pre
an changes o

i

e “1r= ey o ]r,‘rr'ri r to vour cholge
+ R o i iy o bhve ool ool the
Avin rnu‘xrh. Yens 'l ] brea s Dr ised alb 1_.h{...’ Pl:tur"@? YO Can

makn, with a little practice and patiance.

ADAM
1 REM *** DRAWING ADAM ***
10 GOTO 3000
99 REM **% joystick routine ¥¥¥

100 IF j = THEN 2oo

110 xi = O: O: =0

120 IF PD L(1§ < 10 THEN yi = =1: GOTO 140
130 IF PDL{1) > 245 THEN yi = 1

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 routine ¥¥**
200 xi = 0: yi = 0: 1i = O0: kol =0

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(1li): xi = xt(1i): RETURN

250 1i = 1li+1: IF 1i < 8 THEN 240
260 RETURN
499 REM *** main drawing loop ***
500 IF ro > 39 THEN ro = 0O
510 IF ro < O THEN ro = 39
520 IF co > %9 THEN <co = 0
530 IF co < O THEN co = 39
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 **¥* introduction ***
3000 TEXT: HOME
3010 PRINT "Are you using a joystick?"
3020 GET j%
3030 IF j§ = "Y" OR j$ = "y" THEN Jj = 1: HOME: GOTO 3110
3040 j = 0O

3050 HOME

3060 PRINT "The direction keys are:"
3070 PRINT

3080 PRINT TAB(2); "u i o"

3090 PRINT TAB(2); "j 1"

123



10 AWESOME PROGRAMS FROM K-POWER

3100 PRINT TAB(2); "m , ."

3110 PRINT .

%120 PRINT "Press any key to begin."

%3130 GET n3

3140 HOME: GR: COLOR = 1

3150 IF j = O THEN VTAB 22: PRINT "Press '1' to change color"
3160 IF j = 0 THEN PRINT "Press '2' to end"

%3169 REM *** initialize variables **%

3170 DIM kt3(7), xt(7), yt(7)
%180 FOR i = O TO 7: READ kt$(i
3190 FOR i = 0 TO 7: READ xt(i)
3200 FOR i = O TO 7: READ yt(i)
3210 GOTO 500

5000 DATA ",",".",1,0,1,u,j,n
5010 DATA 0,1,1,1,0,-1,-1,-1
5020 DATA 1,1,0,-1,-1,-1,0,1

Apple | and Apple lie

1 REM DRAWING  AFFLE #xx

NEXT

): NEXT
: NEXT

ROUTINE %%

1o THEN YI o= |

HE THEMN KT = - 13

THER X7 = 1
A0 KEYROARD ROUTINE @
Dol T = ¢

s pe . I
- 14TR4): POKE - 1&368,0

THER  RETLURN
i
1

U

L+

BGOSR
RO R
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I120
T130
31350
215%9
2140
BTG
180

T190

SO0
D010
=i

b

-
J

FRINT "FRESS ANY EEY 70 REGIN DRAWING. "

GET

HOME

REM
DIM
0L

FOR
FOR
F O
REM

Py

G
i

a7

!:.‘..L
EHOT
DAaT

DaTh O,

DET

ERR

et e i e

IRl

3 e

N

%% INITIALIZE VARIAELES *xx
ETE(7) ,XTL7) ,YTL(7)
= 1
I = O TO 7: READ KTH(I): NEXT
G TO 7: READ XT(Ir: NEXT
I = O TD 7: READ YT(I): NEXT
*#% SCREEN DISFLAY =##

-
i
..
-

T o= 1

NT “FRE

R O T T S B

A i,

L f

DIMENSION AR
(

1 ro
SOy R B8 XT By YT {80

ROUTINE =%

'
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10 AWESOME PROGRAMS FROM K-POWER

FOHO IF JIF=YNOY OR JE=SNTOTHEN J=0
FO70 PRINT CHRE(LZES)

FORC FRINT "THE DRAWING KEYE ARE:"
JO90 FRINT

E100 PRINT M uooro on
FL10 O PRINT J L
F120 FPRINT O Mo, W

T130 PRINT

140 PRINT "PRESS (RETURNY TO BESIN DROWING."
T1HO INFUT %

3160 PRINT CHRE (125)

169 REM #xx INITIALIZE VARIABLES *%x

Ti7C RESTORE
7180

HLGO

IMITIALT
2T VP READ
T 7:READ

COLORG"

Commodore 64

1 REM #*%*%* DRAWING £4 *%%

i@ GOTO o2

93 REM **%* JOYSTICH ROUTINE %%

122 IF J=& THEN Z@@

112 XI=Q:YI=@:LIi=®

1&@ JV=PEEK (56321)

132 JV=15— (JVAND15)

142 IF JV=JS(LI) THEN YI=YV(_I):Xi=XT(LI):G0TO &i2
150 LI=LI+1:IF LI( i@ THEN 14@

1939 REM #*%¥% READ KEYBOARD ROUTINE **x
200 XI=@:YI=p:LI=2

21@ GET KES$

220 IF KEY$=""THEN RETURN

230 IF KE$=CHR$(133) THEN GUOSUEB 4@
240 IF KE$=CHR$(134) THEN HKOL=KOL+1
250 IF KOL) 15 THEN KOL=0

26@ IF KE$=CHR$(13%5) THEN BO=BEO+:

272 IF BO)>15 THEN BO=1

282 IF KE$=CHR$(136) THEN EA=BA+i

29@ IF BAY1S5 THEN BA=1

300 IF KE$=KT$(LI) THEN YI=YT(LI):XI=XT(LI):RZTURN
31@ LI=LI+1:IF LI(B THEN 3Q@

2@ RETURN

399 REM *%% CHANGE CHRRACTER #*#%

4@ CH=CH+1

413 IF CH=1&8 THEN CH=27

429 IF CH=161 THEN CH=33

430 IF CH=3Z THEN CH=16@

443 RETURN
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439 REM *#x MAIN DRAWING LOOP #**x
S@@ IF RO>Z1 THEN RO=0

51@ IF RO<(® THEN RO=21

52@ IF COY 339 THEN CO=@

5380 IF CO<(@a THEN CO=39

540 POKE 5Ssz280, BO:POKE 53281, BR

558 POKE CER+CO+42%R0O, KOL

56@ POKE SB+CO+4@%R0O, CH

57 GOSUB 1@

S58@ RO=RO+YI:CO=CO+X1

9@ GOTO S

2999 REM *xx INTRODUCTION **%

38038 PRINT CHR$(147)

3a1a PRINT *© ARE YOU USING A/ JAYSTICK (Y/N)?"
3028 GET J$:IF J$=""THEN 3@az@

3030 IF Je="Y" THEN J=1:PRINT CHR%$(147):6G0T0 316@
3842 IF J$="N" THEN J=0

385@ PRINT CHR$(147)

3260 PRINT "THE DIRECTION KEYS ARE:"
3@7@ PRINT

3288 PRINT TAB(&)"U I 4"

3232 PRINT TRB(&)"J L

310@d PRINT TAB(&)"M , .V

311@ PRINT

212@ PRINT "DRESS (SHIFT) TO BEGIN DRAWING. "
313 WAIT 653,1

3148 WAIT &53,1,1

3158 PRINT CHR$(147)

3199 REM #x% INITIALIZE VARIABLES ***
316@0 SB=1024:CB=55296:C0=19:R0=1@
317@ BA=12:B0=9:CH=160:POKE &5@, 128
2182 FOR i=@ TO 7:READ KT$ (1) sNEXT
319@ FOR I=@ TO 7:READ XT(I):NEXT
32@@ FOR i=@& TO 7:READ YT(I) :NEXT

3212 FOR I=@ TO 7:RERD JS(I) :NEXT

SE19 REM *%% | E SCREEN DISPLAY %*##

322@ PRINT CHR$(19)CHR$(144)

3238 FOR T=1 TO 21:PRINT:NEXT 7T

324@ PRINT "F1 CHARACTER F3 CHARACTER COLOR"
35 PRINT "FS BORDER COLOR 7 BACHKGROUND COLOR"
3ce@ GOTO S

SQ@3@ DATA ", ", ". ", L,0, 1,4, J,M
Sai@ DATA @,1,1,1,@,~1,-1,~-1

S@2@ DATA 1,1,@,~1,—1,-1,@,1

5032 DATA 2,1@,8,9,1,5, 4,6

IBM PC

P ( .- l'l R T Y
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Mo OCHANGE CHARACTER %##%
-1

aRE: "

TI-99/3A
M s
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140 XI=0
150 YI=0

160 LI=C

169 REM %*%#% READ HEEYBOARD *%*
17G CALL KEY (3,K,F)

180 IF F=0 THEN 190 ELSE 200
190 IF J=0 THEN 170

200 IF K THEN 210 ELSE 250
210 K=k
IF EOx& THEN 230 ELSE 240
2EG K=

240 CH=C (D)

ZEOOIF E=50 THEN 260 ELSE 290
PHO S=G+1

270 IF S:14 THEN 2BO ELSE 290

PALYT e T
at Ql s !3 EL

J=51 THEN 990 ELSE F00
BT THEN 210 ELSE =40

-
HERE
. =

I J=1 THEN 290

IF L[48 THEN 300

XI=0

Y L=

RE TLIRN

%% BET DIMENSIONG %%
RO>20 THEN 410 ELSE 420
411G R(O=1

21 THEN 430 ELSE 440

THEN 450 ELSE 440

Ll THEN 470 BELEE 430

WUGING & JOYETIDE;

Ly=UYYOTHEN A10 E

DIRECTION KEYS ARE:"

" u
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TOO PRINT

720 INFUT R
7E0 REGTORE

759 REM %#% DEFINE CHARAUTERS %%
740 Ak="FFFFFFFFFFFFFFFF"

750 CALL CHAR (94, A%)

7460 CALL CHAR (104, A%)

770 CALL CHAR (128, A%)

7RO CALL CHAR (134 ,A%)

790 CALL CHAR (144, A%)
800 CALL CHAR(ISZ,A%)
COLOR(F,2,2)
COLOR (10,

COLOR LT, S, 5)

840

Timex 1000 and 1500

1 REM #%% DRAWING TIMEX **x

10 CLS
20 PRINT “"THE DRAWING KEYS ARE:"
IO FRINT

S50 FRINT
70 LET K$=INKEY®$

80 IF Es="" THEN GOTO 70
0 CLS

710 PRINT "PRESS (ENTER) TO BEGIN."

40 PRINT "S=LEFT 6=DOWN 7=UF 8=RIGHT"

60 PRINT "FRESS <ENTER:> TO BEGIN."

ARRAYE
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10 AWESOME PROGRAMS FROM K-POWER

9
100
110
120
129
130
140
150
199
200
210
220
230
240
250
260
270
280
399
400
410
420
430
499
500
S10
S20
930
5S40
S50
560

REM #*x% INITIALIZE VARIABLES %%
LET RO=11

LET CO=13

LET CH=128

REM ##x SCREEN DISPLAY **x*

PRINT AT 20,33 "PRESS C TO CHANGE CHARACTER"

FPRINT AT 21,35"PRESS S TO CLEAR SCREEN"
GO0TO S00 '
REM #x% READ KEYROARD #*#%
LET K&=INKEY®$

IF K#="" THEN GOTO 200

IF K$="S" THEN GOTOD 90

IF E$="C" THEN GOTO 400

IF KE$="5" THEN LET CO=CO-1
IF K$="6" THEN LET RO=RO+1
IF Ké="7" THEN LET RO=R0O-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 *x%*

IF CO>31 THEN LET CO=0

IF CO<0 THEN LET CO=31

IF RO>19 THEN LET RO=0

IF RO<0O THEN LET RO=19
FRINT AT RO,CO;CHR% (CH)
GOSUER 200

GOTO S00

TRS-80 Color Computer

1 REM ##% DRAWING TRS—-82 COLOR #***
12 GOTC 1@e2@

93 REM **% LE JOYSTICK ROUTINE #**x

120
11@
1z@
13
14
150
199
ca
£l
Y]
3@
242
252
Fd Y7
=72
=80
9@
299
4
41@
420
49393
S

H=JOYSTK (2)

Y=JOYSTK (1)

IF H(15 THEN CO=CO-1:RETURN

IF H)45 THEN CO=CO+1:RETURN

IF V(15 THEN CO=CO-3&:RETURN

IF V)45 THEN CO=CO+32:RETURN

REM ##% LE KEYEDARD ROUTINE #*%x

LI=@

KE$=INKEY$:IF KE$="“ THEN RETURN

IF KE$="C" THEN KO=KO+1

IF KO)8 THEN KO=1

IF KE$="Z" THEN GOSUB 4@@

IF KE$="B" THEN CLS(RND(8)-1):GOTO 1i8@
IF KE$=KT$(LI) THEN CO=CO+YT(LI) :RETURN
LI=LI+1 :

IF LI(B THEN 260

GOTC co@

REM *x% CHARACTER CHANGE **#%
CH=CH+1

IF CHY 15 THEN CH=@

RETURN

REM #*#x% MAIN DRAWING LOOP #**x

IF C0)Y383 THEN CO=CO-3&%*13
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51@ IF CO<2 THEN CO=CO+32%*13
320 SC=128+16%(K0O-1)+CH

53@ PRINT@CO, CHR$(SC) ;

94@ ON J GOSUB 120, co@

552 IF JO1 THEN 58@

568 FOR D=1 TO 5@

57@ NEXT D

580 GOTO Soe

999 REM #*%%* INTRODUCTION %

lgva CLS
121@ PRINT "ARE YOU USING A JOYSTICK (Y/N)?2?"
1220 JE=INKEY#$:IF J%="" THEN 1122@

1232 IF J$="Y" THEN J=1:60T0 114@
1240 IF J$ (O "Y" THEN J=

i@e5@ CLS

iged PRINT "THE DIRECTION KEYS ARE:"
1872 PRINT

128@ PRINT "U I O"

123@ PRINT "J L
11@@ PRINT "M , .°"
111@ PRINT

1122 PRINT "PRESS (ENTER) TO BEGIN. ™
1132 INPUT R$%

1139 REM =#% INITIALIZE VARIABLES #**x
1142 CLS(Q)

1152 CO=239:CH=15:K0=3

1160 FOR I=@ TO 7:READ KT$(I) :NEXT
1178 FOR I=@ TO 7:REARD YT(I):NEXT
1179 REM %##% SCREEN DISPLAY #*%*

1180 PRINTE423, "C=CHANGE COLOR";

119@ PRINTR455, "Z=CHANGE CHARRACTER";
208 PRINTE487, "E=CLERR SCREEN";

1212 GOTO Se@

c@ag pATA ", ", ., L, 0,1, .
2didg DATA 32, 33,.1,-31,-32.-3

TRS-80 Model Hil and Model 4

1 REM #*%% DRAWING TRS-80 MODELS 3 AND 4 CASS.
10 GOTO 1000

199 REM #*#% KEYBOARD ROUTINE #***

200 LI=0

210 KE$=INKEY$: IF KE$="" THEN RETURRN
240 IF KE$="I" THEN GOSUBR 400

250 IF KE$="@E" THEN CLS5:60TO 1170
260 IF KFE$=KT$(LI) THEN CO=CO+YT{(LI):I!RETURN
270 LI=LI+1

280 IF LI<8 THEN 260

290 RETURN

299 EEM **% CHARACTER CHANGE *%*x

400 CH=CH+1

410 IF CH:=255 THEN CH=129

4730 RETURN

499 REM *x% MAIN DRAWING LOOF x*xx
500 IF CO>832 THEN CO=C0-64%*14

510 IF CO<d THEN CO=CO+64%14

5Z0 FPRINTECO,CHR$ (CH) 5

540 GOSUR 200

560 FOR D=1 TO 50

570 NEXT D

AND MODEL

ks

DISE

BASIC *=
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S580

299

1000
1060
1070
1080
1090
1100
1110
1120
1130
1140
1149
11350
1160
1170
1180

11920 FRINTEZ1000, "@=CLEAR SCREEN"}

1200
1210

1220

1230 GOTO 500
2000 DATA ", ", ".",L,.0,I,U,J,M
2010 DATA 64,65,1,~63,~64,~65, 1,63

VIC-20

i RE
12 G
39 R
122
Ll@
iz
13
14@
L5
162
L7
i93
cae
=1
Zed
Z3a
242
25
SEd

fout

' CH=CH+1

GAaTO 300
REM #%% INTRODUCTION *%*%*

CLS

FRINT "THE DIRECTION KEYS ARE:"
FRINT

FRINT TARM)s"U I 0O"

FPRINT TAE(&8):"J L

FRINT TAB(B):"M , ."

FRINT

FRINT "PRESS (ENTER) TO BEGIN."§
INPUT R$

CL.s -

REM *xx INITIALIZE VARIABLES AND ARRAYS **%
FOR I=0 TO 7:READ ET$(I)INEXT I

FOR I=0 TD 7:READ YT(I)INEXT I
CO=478:CH=1%1

FRINTE?4LS, " Z=CHANGE CHARACTER"}

FOKE 16526, 105
FOKE 16527,0
FRINT CHR$(21)

M *%% DRAWING VIC—Z@ %**

G7T0 Zoad

Ex *%% JOYSTICK ROUTINE %**%

IF J=@ THEN ZQ@

QOKE 37154, 187

XT%=PEEK (37152)AND 128

POKE 37154, 255

XT%=XT% OR (PEEK(37137)ANDiZ7)

XI=56N (XTAAND1Z8) —-S6N (XT#AND1E)
I1=SGN (XT%ANDS) —SGN (X T%XAND4 )

G0TO Zi@ ‘

REM #%*% READ KEYEROARD ROUTINE *%%*

XI=Q:Yi=Q:_I{=0

BET KE%$

{7 HEY$=""THEN RETURN

KE$=CHR$ (133) THEN GOSUER 42@

KE$=CHR$ (134) THEN KOL=KOL+1

KOLYB8 THEN KOL=2

KE$=CHR$ (135) THEN BA=EBER+1&

EA) 125 THEN BA=13

J=1 THEN RETURN

KE$=KT$(_I) THEN YI=YT(LI):XI=XT(LI):RETURN

LI=LI+1:IF LI(B THEN 292

RETURN

REM *#% CHANGE CHARACTER *%*

T

bt bt b bt Rl e
T T

o

iF CH=128 THEN CH=27

IF CH=1&61 THEN CH=33

IF CH=32 THEN CH=16®

RETLURN

REM %#% MOIN DRAWING LOOP %%+
iF ROX18 THEN RO=Q

IF RO THEN RO=18
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520 IF COY&2 THEN CO=2

53@ IF CO@ THEN CO=2&

S4 POKE 368793, BA

55@ POKE CE+CO+Z2*R0O, KOL

S6@ POKE SB+CO+22#R0O, CH

570 GOSUE 10@

S8@ RO=RO-YI:CO=CO-XI

599 GOTO S0

2999 REM **% INTRODUCTION %%

ZQ2@ PRINT CHR$(147)

3012 PRINT "USING A JOYSTICK (Y/N)"
2@ BET J$:IF J$=""THEN 3I0Z2

3032 IF J$="Y" THEN J=1:PRINT CHR$(147):60T0O 316@
ZR40 IF J$="N" THEN J=2

3052 PRINT CHR$(147)

3RE@ PRINT “"THE DIRECTION KEYS ARE"
307@ PRINT

Z282 PRINT TRE(&)"U I O

3092 PRINT TAB(8)"J L

Ziga PRINT TRE(8)"M , .

3110 PRINT

3122 PRINT "PRESS (SHIFT) TO EEGIN®
3132 WAIT 653,1

Z142 WAIT €53,1,1

315@ PRINT CHR$(147)

5155 REM %% INITIALIZE VARIADLES »*x
3162 SB=7680:CE=38400:C0=11:R0O=1@
3217@ BAR=29:CH=1E0:POKE &5@, 128
318Q0 FOR I=0 TO 7:READ KT$(I):NEXT
3192 FOR I=@ TO 7:READ XT(I):NEXT
32@@ FOR 1=2 TO 7:READ YT(I) :NEXT
52@3 REM *#%% SCREEN DISPLAY #*%x
321@ PRINT CHR$(144)CHR$(19)

3580 FOR T=1 TO 22:PRINT:NEXT T
3232 DRINT "F1 CHANGE CHARACTER®
3249 PRINT “F3 CHARACTER COLOR

325@ PRINT “FS BACKGROUND COLOR®
G262 GOTO So@

42Q@ RETLRN

Sa@@ DaThA I,u,J.M, ", ", ".", 1,0

S@1¢ DATA @,1,1,1,@,-1,-1,~1

spz@ DATQ 1, 1,@,-1,-1,-1,2,
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BONUS PROGRAM #10

MUSIC RECORDER

i MUSTO RECORD

tans recorder.

5 oyaur computer into a computer
ging the

)
under nots o bhe acresn, Y

char

computer keys picoctured

When

oy 4

e 1 e

e

the n

Again.

Apple Il and Apple lle
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&R0
H40
&S0
LHHO
&HT70
&79
LHBO
GO
TOO
710
7 20

ey

740

DIM #EE(X)
FOR X = 0 10 17
READ F (X} ,HD{X)
READ KRE( X)
MNEXT X

SN (105D

LD OXD

REM

s

LAY I
LAY

SCREEN DISFL

FOR CO = 7 TO 146 STER O
Fijle RO = 2 TO 19
= 11202 = 1é4: GOSUER 74¢

Ao w
L

-y
;e

("("‘IIJ

= 2EIE = 28 BOSUR F40
Cl = 28:02 = Z9¢ GOSUR 740: @OTO B300

FOR 0O o= 1T 2
FOR RO = 2 TC

HTAR

C0e

INVERGE =
NORMAL. 2
MEXT R

FRIMT

NORM

1

FRIN
FRIN

" b
.w

T =

.

T

H

wa'
TAE
HMTAE 1
VHEF #G

1 ': YTae 1

B 9
Fi { ©OTO FLAY BACE
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210 FQR B=1 70 OC-1
T=NH (B)
GRSUE 100

299

YEOARD ROUTINE #%%

Z00
310

RO

S
RANS

T THEN SOSUE 100

<

1T

Lo

-
i

Commodore 64

1 REM »%% MUSIC RECORDER 64 #*#x«
12 GOTO @@

i9 REM #¥% PLAY NOTZ ROUTINE *#*%
2@ POAE CB+T+3+4@%1, 1

3@ PUOKE S0U+c4, 19

4@ PBOKE S0U+S, 64

S@ POKE SCU+E, 64

60 POAE SOU+4, 33

72 POKE SOU+1,HF(T)

82 POKE SCU,LFM
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9@ FOR DUR=1 70O 75

12@ NEXT DUR

11@ POKE CB+T+9+40%1,12

120 IF F¢( 1 THEN RETURN

13@ POKE S+24,@

142 POKE S0OU, @

15@ POKE S0OU+1,@ :

16@ IF C>99 THEN 4812

17@ NH(C)=T

188 C=C+1

198 RETURN

199 REM %% RECORD NOTE ROUTINE *#*x
caa F=@

i@ FOR B=1 TO C-1

£2@ T=NH(B)

&30 GOsuURB 2@

2490 NEXT B

299 REM %%% READ KEYBOARD ROUTINE *x*
302 T=19:POKE S+&4, 2:POKE S0U, @:POXKE S50U+1,@
31@ GET N$:IF N$=""THEN 300

32@ 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 @@

372 IF N$=CHR%(135) THEN 40@

382 IF N$=CHR#%(136) THEN 52@

339 GOTO See

3939 REM %*#x ERASE NOTE ROUTINE *#*
42@ FOR X=@ TO 1029

410 NH(X) =@

420 NEXT X

438 C=1

44@ GOTO 3@

493 REM %*%x CHANGE SCREEN COLOR *%x
Saa S=5+1

Sl@a IF 5=19 THEN S=z

S2@ POKE SC, 5C(S)

532 POKE EBEC, BC(S)

S48 GOTO 3@

S99 REM *#x INITIALIZE VARIQBLES **x
&2 CB=35296:5B=1024:50U=54272

619 X=22:C=1:5=2:5C=53281:BC=53£81
£19 REM #*#x DIMINSION ARRAYS *x*
622 DIM HF(X),LF(X),C(X),Y(X),8C(X)
E£3@ DIM KB$(X),BC(X),NH(125)

639 REM %*#x SCREEN DISPLAY *xx

649 PRINT CHR&E{147}

639 POKE SC, 1£2:POKE BC, 11

g6 FOR X=2 70 19

6780 READ HF (X),LF(X),C(X),Y(X)

682 REARD KE$(X),SC(X), BC(X)

692 NEXT X

702 FOR CO=2 TO 19

712 FOR RO=2 70 Y(CO)+1

728 POKE CR+CO+9+4@%R0O, C(CO)

733 POKE SEB+CO+9+42%R0, 16@

7424 NEXT RO

7930 NEXT CO
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80 PRINT CHR$ (19)CHR%$ (144)

81@ PRINT

82@ PRINT TAE (11) "CHDHEFH#GHA#BCHDHEF "

832 FOR X=1 TO 12

84@ PRINT

85@ NEXT X

86@ PRINTTAE(11)"W3E4RTEY7UBIDAP+E*"

87@ PRINT

882 PRINT

89@ PRINTTAE(9)"F1 TO BEGIN RECORDING"

90@ PRINT

91@ PRINTTABR(9)"F3 TO PLAY BACK SONG"

92 PRINT

932 PRINTTAB(9)"FS TO ERASE SONG MEMORY"

949 PRINT

950 PRINTTAE(Z)"F7 TO CHANGE SCREEN COLORS"

962 GOTD 322

12@@ DATA 16,195,1,13,W,15,13,17,195,@,11,3,9, 11
121@ DATA 18,&09,8,13,E,11,128,19,239,0, 11,4, 11, 13
1@22@ DATA &1, 31,2, 13,R, 10, 15,22,96,5,13,T,11, 15
1232 DATA 23,1:181,0,11,6,9,11,25,30,6,13,Y, 15,9
1242 DATA 26,156,@,11,7,9, 14,828,493, 4, 13,U, 14, 11
1252 DATA &9,223,@,11,8,12,15, 31, 165,3,13, 1, 1@, 1@
1262 DATA 33,135,1,13,0,9,13, 35, 134,2,11, @, i@, 12
1272 DATA 37,162,8,13,P,18,14,39,283,@,11,+,11, 15
1282 DATA 4&,62,8,13,®,9, 15, 44,193,5, 13, %, 14,11

IBM PC

e L RECORDER TEM-FO e

100 VF MV Lm0
i LiiateE 4,
IR DEL v =
SOLIR Py 8
RN R |
LI
1T HE

BEVECGRD FOLT FHE #%

FEGEE MOTES FULTTHE #xs
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10 AWESOME PROGRAMS FROM K-POWER

400 FOR X=0 T 100

410 ME(X) =0

420 MEXT X

470 D=1

440 GOTD TO0

H9 REM ®%% IMITIALIZE VORIARLES %%

GO0 X=49:0=1: SCREEN 0,0, 0 WITTH 80

10 DIM MV X JHEE D (HH 100

620 TS

HPP REM #%% LOAD HOTE AND EEYEROARD ARROYES w8
&30 FOR $=31 TO 98

' READ MYV UX) ,EEE (X))

MEXT 2

FEF w%s SCREEM DISFLaY %

FOR CO=21 TO 4@

FeEwD v, Ci
FOR R0=5 70
O TE RO, 0, 0
FRIMT CHREE OO
BIE X T 0

Vet PULFO0F L

BofRo 10 BEGIMN RECORD

TO PLAayBOOE SOHG"

LOCATE

FRIRT

GO
BATA
DATA

TERESS

T1-99/4
v FEM

E frk By MUTE FOUTTHE #%
SIS IRV THEM 180

A0 Call HOHOR {3, 1, 86

SOLIRD 108
HCHER CEL T
M xxx RECORD i
7O OLF Forl THEN 80 ELSE
B0 RETLIRE
g0 [F
10O

THER 200

110 Cml+]
SO R LR
(A=

1




10 AWESOME PROGRAMS FROM K-POWER

160 GOSUER 20
170 NEXT R

*x¥ READ EEYRBOARD *¥%
190 CALL EEY (K F)

20 IF F=0 THEN 1?0

IF E=0(T)THEN 220 ELSE 230
GORUE ZO

T=TF~1

IF Tx6 THEN 200

IF =32 THEN Zed ELSE 270
F=1

IF E=g2 THEN 120

IF E=68 THEN ZQD

GOTO 180

REM  *xx EFRASE HOTES *x%
FOR x=0 T4 100

H{XY=0

NEXT X

[he

bﬂlu 180

D ®xx DEFIME CHARACTERS %X
GE="FFFFFFFFFFFFFFERFY

caLl. CLERR

VAR FEARAY
D101010"

400 (=1

410 Gl b CHAR (88, fd
'O Caall OHGR B i)

knh =g T )

S ke lLHD ARG S ke
3 VuX L ueE) LU oR) (R eXD

Coerlod CHBR COH ) mid)

G&0 HEXT X

470 bl !Hnt(ro

GLSPL oy Kxx

Gl b !
FREIMY Vabia) g
FUP irl R I

U F HGHAHBCHDREF Y

IHB(m);”QEMEEH%T&V?UI?U&PI“

SEACERSE Y0 RECORD"
5010 Plesy BACE SORGE
O 10 ERASE SORGY

Robbex oy JFoxy )
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10 AWESOME PROGRAMS FROM K-POWER

700 GOT0 1Bm

710 DATE 2eR, 81,104,112

720 DATA 31 ¢‘7 G, A

70 DaTa 249 Sy 128,11,

740 DATH 415 ~A9,,9,140.d“ 1@4 11

TEQ DETEH \ ,:J;.Ll = =

760 DATE S87 LJ113 11.aMM,+8

7O DOTA J‘H 11

780 DATAH ia., lu.u.qu,ﬁ,T,F‘BHS,llq11,14.14q1ﬁ.]ﬁ.1ﬂ.lﬂ
TRS-80 Color Computer

1 REM ##% MUSIC RECORDER TRS—8@ COLOR %**#
19 GOTO @R

99 REM %% PLAY NOTE ROUTINE %%
12@ IF NV(T)=@ THEN 30@

112 PRINT @T,CHR$ (143+16);

120 SOUND NV(T),3

132 PRINT & T,CHR$(143);

14@ PRINT @ T,CV$(T):

15@ IF F<>1 THEN RETURN

16@ IF C)Y99 THEN 400

17@ NH(C)=T

18@ C=C+1

19@ RETURN

199 REM #%% RECORD NOTE ROUTINE #*#%
200 F=0

Z1@ FOR B=1 TO C-1

220 T=NH(E)

230 GOSUB 120

24@ NEXT B

£99 REM ##% READ KEYBOARD ROUTINE ###%
302 T=24

312 N$=INKEY$:IF N$=""THEN 3@@

322 IF N$=KB$(T) THEN GOSUB 10@
33@ T=T-1

34@ IF T)S THEN 32@

325@ IF N$=CHR$(32) THEN F=1

36@ IF N$="Z" THEN Q@

37@ IF N$="X" THEN 4@

380 GOTO 30@

399 REM #x%% ERASE NOTE ROUTINE ##%
400 FOR X=0 TO 1@@

412 NH(X)=@

429 NEXT X

43 C=1

44 GOTO 300

599 REM #%# INITIALIZE VARIABLES #*#%
6@Q@ X=25:C=1

6@9 REM #%#% DIMENSION ARRAYS ###
61@ DIM CV$(X),KB$(X),NH(1@d),NV(X)
&2@d CLS

632 FOR X=7 TO 24

£4@ READ NV (X),CVs$(X),KB$ (X)

65@ NEXT X

699 REM #%% SCREEN DISPLAY #*#*#

7@@ FOR CO=7 TO 24

719 PRINT @CO,CV$(CO);

72@ PRINT RCO+224,KB$(C0O);

73@ NEXT CO
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10 AWESOME PROGRAMS FROM K-POWER

74@ READ X, Y, KO

75@ IF KO=@ THEN A=128

76@ IF KOO® THEN A=143

77@ IF X=-1 THEN 820

78@ FOR RO=X TO Y STEP 32

790 PRINTERO, CHR$ (A+KO) ;

80@ NEXT RO

812 GOTO 740

820 PRINT@321, "SPACE BAR TO BEGIN RECORDING";
832 PRINT®2385,"PRESS Z TO PLAYBACK SONG";
842 PRINT®449, "PRESS X TO ERASE SONG MEMORY":
85@ GOTO 320

122® DRTA 89,C.0,99,#,2, 188,D, W, 117, #, 3, 125,E, E
1@1@ DATA 133,F,R, 142, #,5, 147,65, T, 153, 4,6, 159,A, Y
1d2@ DATA 165,#,7,17@,B,U,176,C, I, 180, #, 9
1@3@ DATA 185,D, 0,189, #,@, 193,E, P, 197,F, @
124@ DATA 329, 199, 1€, 4@, 168, 1, 41, 201, 32

1850 DATA 42,170, 0, 43, 203, 48, 44, 204, 64

1262 DATA 45,173, @, 46, 206, 82, 47, 175, @

1870 DATA 48,208,96,49,177,9, 50, 21@, 112

1280 DATA Si1,211, 16,52, 180, 2,53, 213, 32

109@ DATA 5S4, 182, @, 55, 215, 48, 56, 216, 64

11@8@ DATA -1,-1,-1,-1,-1,-1

VIC-20

i REM *¥% MUSIC RECORDER VID-Z@ ***
12 G070 &

93 REM #*#% PLAY NOTE RDUTINE *%*%
l@@d PCHE CRBR+T+za&%2, !

11@ POKE V, 15:POKE 83, NV(T)

iZ@ FOR DUR=1 TO 1@2@:NEXT DUR

132 POMKE CE+T+zz*0, @

153@ IF F{ 1 THEN RETURN

i@ IF )99 THEN 4@

172 NH(C) =T

18@ C=C+1

13@ RETURN

139 REM *#% RECORD NOTE ROUTINE ##*#
20 F=@

1@ FOR B=1 TO C~-1

o2@ T=NH(K)

c32 GOSUER 1@

240 NEXT B

&39 REM *%% READ KEYROARD ROUTINE #*#%
30@ T=13:POKE S3.1@

312 GET N$:IF N$=""THEN 320

322 IF N$=KB$(T) THEN GOSUB 10Q
38 T=T-1

340 IF T)1 THEN 322

258 IF N$=CHR$(133) THEN F=1

368 IF N$=CHR$(134) THEN 0@

378 IF N$=CHR$(135) THEN 4@

382 IF N$=CHR%(136) THEN S0Q

390 GOTO 32

399 REM #*%% ERASE NOTE ROUTINE %%x
422 FDOR X=0 TO 122

412 NH(X)=@

420 NEXT X

43@ C=
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10 AWESOME PROGRAMS FROM K-POWER

440 GOTO 3@

499 REM x%% CHANGE SCREEN COLOR *#**
S0 S=5+1

912 IF S=19 THEN S=2

Se@ POKE SC, 8C(S)

S32 GOTO 300

599 REM *»% INITIALIZE VARIABLES *#*x
60Q CB=384Q@:5B=768R2:83=36876

612 V=36878:5C=36879:X=22:C=1:5=2
622 DIM NV(X),BC(X),Y(X),8C(X)

630 DIM CV(X),KB®(X),NH(12@), NC (X)
639 REM *x¥ SCREEN DISPLAY *%x

&£4@ PRINT CHR%(147)

65@ POKE SC, 13@

662 FOR X=2 70O 19

€7@ READ NC(X),NV(X),BC(X),Y{(X)

&84 READ CV{(X),HKB% (X),SC(X)

€9 NEXT X

7@a2 FOR CO=2 70 19

71@a FOR RO=1 TO YL(CO)~+1

722 POKE CEB+CO+Zz#R0O, BC(CO)

73@ POKE SB+CO+z2*R0O, 168

74@ POKE CB+CO+ZZ%9, @

750 POKE SE+LCO+22#9,CV(CD)

760 POAE CER+CO+zZz*@.

772 POHKE SE+I0Q+zz#@, NC(CQ)

78a NEXT RO

792 NEXT CO

822 PRINT CHR®(19)CHR$(144)

812 FOR X=1 70O 11

823 PRINT:NEXT

83@ PRINT "Fi TO BEGIN RECORDING"
842 PRINT:PRINT

85@ PRINT "F3 TO PLAY BACK"

868 PRINT:PRINT

87@ PRINT "FS TO ERASE MEMORY"

884 PRINT:PRINT

892 PRINT "F7 TO CHANGE COLORS"

222 GOTO 3

12@3 DATA 3,195,1,6,23,W,159,35,199,@,5,531,3,173
i1 DATA 4,c8B1,7,6,5,E, 174, 35,283,0,5,52, 4,175
1&Z@d DATA 5,z07,2,6,18,R,188,6,210,5,6,50,7, 183

1232 DATA 35,212.@,5,54,6,192,7,215,6,6, 25, Y, 203
1242 DATA 35,217,@,5,55,7,204, 1,219, 4,6, 21, U, 205
12S@ DATA 3s,221,9,5,56,8,218, 2, 883,3,6,9, 1,819
126@ DATA 3,225,1,6, 5.0, 220, 35, 227, @, 5, 48, @, 253
1@7® DATA 4,828,7.6, 16, P, 234, 35,289, 8,5, 43, +, £35
1282 DATA 5,231,2, 6,0, 8, 858, 6, 238, 5, 6, 45, %, 25@
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