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Introduction

For most of my adult life I've pursued what some
might consider a hopelessly disorganized diversity of
projects. I've developed books, records, games and toys
— and an occasional script or song — for the Children’s
Television Workshop (producers of Sesame Street and
The Electric Company), and, on the side, {'ve written and
edited satiric pieces for the National Lampoon and other
publications. People often ask me if | think it's
“sensible” to spread myself over so many media. “My
activities really are all related,” | answer, somewhat
defensively. “At least somewhat...”

The truth is that it's the very variety of my work that'’s
kept me interested and challenged. And, ‘not coinci-
dentally, I'm convinced that it’s the unlikely mixture of
media and people — of humor with curriculum content,
of children’s games with rock’n’roll music, of animation
with phonics lessons; of child psychologists with
puppeteers — that has made Sesame Street so vital, so
exciting, and so successful.

One world that always did seem irrelevant to my
pursuits, however, was computing. Oh sure, computers
might store information, or generate lists of words
recognizable to five-year-olds, or index research
results, or handle accounts, or, of course, invade my
privacy. In short, they might be a useful tool for
someone else (probably someone pretty different from
me). But computers as a creative medium—much less a
medium | could actually feel comfortable with? Never!

Then, one day a few summers back, my wife,
Genevieve—then an engineering student at Columbia—
showed me a book calied Basic Computer Games, by
David Ahl. To my amazement, it had funny pictures in it.
It was full of games — many of them delightfully silly.
And — wonder of wonders! — at least some of it
(sample runs of the games, for exampie) was not hope-
lessly beyond my comprehension.

| was intrigued, and when, months later, | visited the
Boston Children’s Museum and actually got to play with
acomputer, | was hooked. The terminals at the museum
played many of the games in David Ahl's book. What's
more, they actually called me by name, and made
humorous comments about my playing skill. After
several hours of trying to land a capsule on the moon
(only to be told that I'd created several hundred new
craters, and that Neil Armstrong “did it right the first
time”), | had to be dragged away from the keyboard — it
was past closing time, the museum personnel insisted.

From that day on, the development of computer
games — to entertain and to educate — has been a high
priority activity for us at CTW. (As | write this, we'’re de-
signing a prototype computer game center to open, near
Philadelphia, in 1980 — a project in which David Ahl has
taken a pioneering role). For the computer combines the
possibility of fun, education, challenge, personaliza-
tion, humor and — most important — interaction, in a
way that no other medium can. Computers are infinitely
patient, not minding (unless they're programmed to
mind) if you take all day to respond to a question or
move a game “piece”. If there’'s something you don’t
understand, you don’t have to be embarrassed to ask a
computer for help. A computer can adjust the difficulty
level of a game or activity to suit your abllity — some

programs even learn how to beat you as you continue to
play against them. Armed with the proper software, a
computer can play a song (or allow you to play one),
paint a picture, write a poem or tell a story. Or it can
piunge you into a whole new world, so you can learn by
doing (or just escape, fora few moments, into a delight-
ful fantasy).

The games in this, David Ahl’s second collection,
demonstrate many of these attributes. Try Camel, for
example, in which you're left alone in the Gobi Desert
with one quart of water and a bunch of Wild Berbers hot
on your trail. (You'll learn something about resource
management even if you don’t escape to use your new
knowledge.) Or type Concentration into the computer,
and let your children perfect their matching and memory
skills without showing you up. Become a starship
captain and practice navigating a three-dimensional
universe, in Maneuvers. Turn on Father so your kids can
argue with the computer — instead of you — if they
want to stay out late on Saturday night. Or — the ulti-
mate trip — play Millionaire and start your whole life
over again (complete with such decisions as what job to
apply for, what investments to make, and what to do
when an airplane crashed into your magnificent new
home)!

The main point of all this is that whatever else
computers are meant to be, they can be turned into
magical multi-media machines that put you squarely in
the center of the action. And, as Dave Ah! has continu-
ally demonstrated, they're an awfutl lot of fun. Turn the
page and see.

Christopher Cerf

About this edition

Since the TRS-80 is screen oriented, the sample
output (which was printed on a line printer) is not always
identical to what is seen on the screen. The up arrow (¥ is
printed in the runs as a left bracket ( [ ).

Where graphics are used, graphic pixels (blocks) are
printed as a period (s). Each screen location can display
either one ASCIl character or six graphics pixels
(blocks). In other words, a character (letter, number,
etc.) is two pixels wide and three pixels high. If any of
the six pixels is “lit,” it is printed as a single dot (¢) in the
sampleruns.

Clearing the entire screen in the sample run is
indicated by:

CLS

Blank lines have not been retained in all cases, so
the exact screen formatting is not shown. Nevertheless,
the sample runs indicate how the program is executed.

Itis the hope of the people here at Creative Comput-
ing who have worked on this book that you enjoy the
games. We also hope that you will add your own
enhancements. Graphics, personalization, additional
skill levels and humorous remarks are obvious places to
start. As you gain experience, try changing the playing
algorithms or make a deterministic game into a heuristic
one. Try new approaches, write your own variation,
experiment, but above all, have fun!

Morristown, New Jersey
June 1979

David H. Ahl



In this game, two or three humans
may play. Each one of them has an
artillery piece and is firing at an
opponent. The first person to destroy
his opponent wins that round of the
game. The parameters for distances
and muzzle velocities of the artillery
pieces are set at the beginning of the
game. The shots are fired by giving a
firing angle expressed in degrees from
the horizontal.

In a three player game, you may elect
which player you are firing at; hence,
player one and three could both be
firing at player two. Once one of the
players is eliminated, then itbecomesa
two player game and each of the
remaining two players fires at each
other.

Personally, 1 would prefer to think of
this game as lobbing mudpies or
snowballs or custard cream pies or
something non-destructive. However,
it was originally written as shoot-'em-
up game so that's how it appears here.

This game was originally written by
Mike Forman and further revised by
N.E. Lyon and Brian West. It first
appeared in Creative Computing,
Jan/Feb 1976.

ARTILLERY 3
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ

cls
DO YOU NEED IMSTRUCTIONS? YES.

cls
THIS 1S A #AR GAME. THO OR THREE PLAYERS ARE GIVEN
(THEORETICAL) CANNONS RITH WHICH THEY ATTEMPT TO SHOOT ERCH
OTHER. THE PARRMETERS FOR DISTANCES RND MUZZLE VELOCITIES ARE
SET AT THE BEGINNING OF THE GRME. THE SHOTS ARE FIRED BY
GIVING R FIRING RMNGLE, EXPRESSED IN DEGREES FROM HORIZONTAL.

THE COMPUTER HILL KEEP TRACK OF THE GRME AND REPORT ALL
HOYES. A “HIT” IS SCORED BY FIRING A SHOT KITHIN 5% OF THE
TOTAL DISTANCE FIRED OVER GOOD LUCK!
PRESS HNYIKEV TO CONTIMUE
cis

HO. OF PLAVERS? 3

DISTRNCE (FT.) 1 10 2 7 4668
DISTANCE <F1.) 2 70 3 7 2088
DISTANCE ¢FT.)> 3 10 17 2508

WUZZLE VELGCITY (FT./SEC.) OF 1 2 360
MUZAE VELOCITY (FT./SEC.) OF 271358
WUZZLE VELOCITY (FT./SEC.) OF 3 2 408.

cis
ROMD 1

PLAYER 1 SHOOTING AT? 3
FIRING RNGLE? 68

YOU UNDERSHOT BY 547. 622 FEET.
PLAYER 2 SHOOTING RT7 3

FIRING ANGLE? 79
¥0U UNDERSHOT BY 565. 842 FEET.

T EAT y» SRS
r&‘r-‘f-\(;;%a\'/

PLAYER 3 SHOOTING AT? 1
FIRING RNGLE? 88.5
YOU UNDERSHOT BY 873. 341 FEET.
PRESS 8NY KEY TO CONTINJE

cls
ROND 2

PLAYER 1 SHOOTING AT? 2

FIRING ANGLE? 78

YOU OVERSHOT BY 897. 63 FEET.

PLAYER 2 SHOOTING AT? 3

FIRING ANGLE? 84

YOU UNDERSHOT BY 1284. 44 FEET.

PLAYER 3 SHOOTING RT? 4

FIRING ANGLE? 73

YOU OVERSHOT BY 297. 64 FEET.

PRESS ANY KEY TO CONTINUE

cls

ROUKD 3

PLAYER 4 SHOOTING AT? 2

FIRING ANGLE? 6@

Y0U QVERSHOT BY 1435 67 FEET.

PLAYER 2 SHOOTING AT? 3

FIRING ANGLE? 78

YOU OYERSHOT BY 468, 484 FEET.

PLAYER 3 SHOOTING AT? 1

FIRING ANGLE? 76

YOU UNDERSHOT BY 452, 922 FEET.

PRESS ANY 'KEY T0 CONTINUE

cls

ROWD 4

PLAYER 1 SHOOTING AT? 2

FIRING ANGLE? 74

YOU OVERSHOT BY 490, 891 FEET.
PLAYER 2 SHOOTING AT? 3

FIRING ANGLE? 73

YOU OVERSHOT BY 444. 325 FEET.
PLAYER 3 SHOOTING AT2 4

FIRING ANGLE? 72

YOU OVERSHOT BY 438, 631 FEET.

PRESS ANY KEY TO CONTINUE
cls

ROUD S

PLRYER 1 SHOOTING AT? 2
FIRING RNGLE? 76.5
YOU OVERSHOT BY 277. 366 FEET.
PLAYER 2 SHOOTING AT? 3
FIRING ANGLE? 75
A HIT -~ 3 IS DEFIHCT.
PRESS ANY KEY TG CONTINUE
cis




ROUND 6

PLAYER 4 SHOOTING RT? 2
FIRING RNGLE? 78
YOU OVERSHOT BY 144 346 FEET.

PLAYER 2 SHOOTING AT? 4
FIRING ANGLE? 78
YOU OVERSHOT BY 556. 619 FEET.
PRESS ANY KEY TO CONTINUE

cis
ROGMD 7
PLAVER 1 SHOOTING AT? 2
FIRING ANGLE? 79.4
A HIT — 2 1S DEFUNCT.
GRME OVER 4 HINS.
cls

18 (LS. PRINT@41d, "ARTILLERY 3°
28 PRINT: PRINT TAB(7) "COPYRIGHT 4579 CREATIVE COMPUTING HORRISTOMN, NJ®

30 PRINT@96D, "*:: INPUT "DO YDU NEED INSTRUCTIONS®; 1%
48 T=8

58 DIN 5(2,9)

68 DIM W(2),X(3),P(3)R(3 D)

78 DATA £2,2,3,3,04,3,3,224.2,3,3,1,1,2,8
88 IF LEFT$(1$,1)="y" THEN 1248 ELSE (LS
9% PRINT

168 PRINT "NO. OF PLAYERS™

110 INPUT N

128 IF N=2 THEN 178

438 1IF H=3 THEW 208

148 PRINT "ERROR--TRO OR THREE PLAYERS!'®
150 PRINT

168 GOTC 98

178 H=1

4188 PRINT ="

196 GOTO 228

208 M=N

218 PRINT **

228 FOR J=1 TO M

239 READ R.B

248 PRINT "DISTRRCE (FT.) “A;° 10 *:8;
258 INPUT R(R, B)

268 R(B, A)=R(A,B)

278 NEXT §

280 PRINT *°

259 RESTORE

388 IF N=2 THEN 398

3i8 FOR J=1 TO K

326 READ A.B,CDLEF

338 IF RCABYCR(C, DY4R(E F) THEN 2378
340 PRINT "ERROR--ILLEGAL TRIRNGLE. RE-ENTER RANGES. *
350 RESTORE

268 GOTQ 228

378 MEXT J

288 PRINT

399 FOR J=1 TO N

488 PRINT "MUZZLE VELOCITY (FT./SEC.) OF " J;
418 THPUT V(D

428 NEXT J

430 PRINT **

440 FOR J=1 TO §

438 X(D=Y(DHL2/32

460 NEXT §

476 FOR A=1 TO N

488 FORB=L TO N

498 IF X(RYIR(A,B) THEN 540

580 PRINT “ERROR--";f; * CANNOT REACH “iB
518 PRINT "RHAT 1S THE MUZZLE VELOCITY OF "R
5268 INPUT V(R)

536 GOTO 448

340 HEXT B

358 HKEKT R

368 Ni=N

978 PRINT **

580 PRINT **

590 CLS: PRINT "ROUND *; T+

608 PRINT

618 FOR M= TO N

620 IF N=3 THEN 688

638 C=1

648 IF HO1 THEN 668

658 C=2

668 PRINT "PLAYER"; H; “SHODTING AT*;C

678 GOTC 888

688 IF P(M)=12 THEN 1199

698 PRINT "PLAYER®; ; “SHOOTING AT

788 INPUT €

718 ON C GOTO 748, 748, 740

728 PRINT "ERROR—-PLRYERS DESIGNATED 4,2,3.*

738 GOTO 698 .

748 IF COW THEN 778

758 PRINT "ERROR—CRNNOT SHOOT SELF. ®

768 GOTO 698

778 IF P(CYO12 THEN 898

788 PRINT "ERROR -~*;C; "IS DEFUNCT. *

798 GOTO 639

880 PRINT °FIRING ANGLE";

818 INPUT A3

820 IF A3<@ THEN 858

838 IF A3180 THEN 858

848 GOTG 888

8358 PRINT °ERROR — FIRED INTO GROUND. ") I "NOW DEFUNCT. ®
868 P(D=12

878 GOTO 699

888 IF A9 THEN 516

698 PRINT “ERROR — FIRED JRONG WRY, LOSE SHOT.®
988 6070 699

918 Z=SINCA3* 83498640V (M12/32

928 X=(RCH, £)/18BB+RND(8) )-(R(}, C)/4883+RAD(0) )

930 D=2

948 DI=R(H, )+ &5

958 1F DDA THEN 958

968 IF RBS(D-R(M, C))(D1 THEN 1628

978 IF DQR(H,C) THEN 1058

988 IF DOR(M, C) THEN 1078

998 PRINT "T00 CLOSE —";¥; "15 DEFINCT. ®

1608 P(H)=12

1618 60T 1898

1628 PRINT "8 HIT —*;C; "IS DEFINCT. =

1638 P(C)=12

1048 GOTO 1899

1038 PRINT "Y0U UNDERSHOT BY"; ABS(D-R(H, €)); "FEET. ®
1868 GOTO 4488

1678 PRINT “YOU OVERSHOT BY"; RBS(D-R(M, C)); "FEET. *
1886 GOTO 1488

1899 Hi=Ni-1

1108 IF N1 THEN 1188

1116 FOR Ki=1 TON

1128 IF P(HL)=12 THEN 1168

1138 PRINT

1140 PRINT "GRME QVER. ;ML "RINS. ®

1158 60TO 1378

1468 HEXT ML

1478 Stop

1186 PRINT °°

1498 NEXT M

1288 T=T+L

1218 PRINT@S79, "PRESS ANY KEY TO CONTINUE™;

1220 1F INKEY$="" THEN 1228 ELSE CLS

123¢ GOTO 580

4248 CLS: PRINT TRB(27)"ARTILLERY 3": PRINT

1258 PRINT "THIS IS R WRR GRME. THO OR THREE PLAVERS ARE GIVEN®
1268 PRINT “(THEORETICAL) CRNNONS HITH WHICH THEY ATTENPT TO SHOOT ERCHT
1278 PRINT "O0THER THE PRRAMETERS FOR DISTRNCES AND HUZZLE VELOCITIES ARE®
1288 PRINT "SET AT THE BEGINNING OF THE GRME. THE SHOTS ARE FIRED By"
1298 PRINT "GIVING A FIRING ANGLE, EWPRESSED IN DEGREES FROM HORIZONTAL. ®
4388 PRINT

1348 PRINT “THE COMPUTER WILL KEEP TRACK OF THE GRNE AMD REPORT ALL"
1328 PRINT "MOVES. A ‘HIT” 1S SCORED BY FIRING R SHOT WITHIN 57 OF THE®
4339 PRINT *TOTAL DISTANCE FIRED OVER. GOOD LUSK!'®
1348 PRINT@979, "PRESS ANY KEY TO CONTINUE™

1338 IF INKEY$="" THEN 1358 ELSE (LS

1368 GOTO 98

1378 END

(5]



Baecarat

Games of the baccarat and chemin
de fer family originated in the baccarat
that became popular in the French
casinos in the 1830's. In the present
century they have travelled from Eu-
rope tc the United States, back to
Europe, and to casinos throughout the
world. This process has resulted in
wide variations in playing rules and
what is called “baccarat” in one casino
may more nearly resemble the “chemin
de fer” of another.

The computer game here is more
nearly chemin de ferthanitis baccarat.
The rules, briefly, are as follows: Eight
packs of cards are shuffled together
and placed in a “shoe” from which the
cards can be slid out one by one.
Following this, the players make their
bets. Any player may make any bet up
totheamount of the bank. The player at
the banker’s right has the firstchoice to
bet. Any part of the bank he does not
take may be bet by the next player on
his right, and so on in order until the
entire bank is covered or untileveryone
has bet who wishes to. Any player may
take the entire bank by saying, “Ban-
co,” but when two or more players wish
to bance, the one nearest the banker's
right has the privilege.

After the bets are placed, the banker
deals two hands of two cards each,
dealing one card at atime. The hand he
deals first represents all the players
betting against him; the other hand is
the banker’s. The piayer who has made
the largest bet against the banker plays
the opposition hand.

The object of the game is to hold two
or three cards which count nine (9), or
as nearly nine as possible. The values
of the cards are: face cards and tens,
Zerc; aces, one each; any other card, its
number. Units of ten points are dis-
regarded, so that nine plus seven count
as six, not sixteen.

A player whose card is nine or eight
in his first two cards shows his hand
immediately. He has a natural and his
hand wins {but a natural nine beats a
natural eight). Naturals of the same
number tie, and there is a new deal.

When the result is not decided by a
natural, the banker must give a card to
his opponent on request; or the oppo-
nent may stand. The opponent must
stand on six or seven, must draw to a
zero, one, two, three, or four, but has
the option on five. The additional card,
if given, is face up.

Then the banker decides whether to
stand or take a card.

IF BANKER GIVES BANKER STANDS ON BANKER DRAWS TO
Face card or ten 4,5,6,7 3,2, 1,0

Nine 4,5,6,7 (or3) 2,1,0 (or 3)

Eight 3,4,5.6,7 2,10

Seven or six 7 6,54,321,0

Five or four 6,7 54,32,1,0

Three or two 56,7 4,3,2,1,0

Ace 4,5,6,7 3,2,1,0

Opponent stands 6,7 54,3210

Neither player may have more than
one additional card, giving him three
cards at the most. When each player
has exercised his option, the cards are
shown. If the totals are the same, the
bets are off and may be withdrawn and
new bets are placed exactly as before
for another deal. If the opponent has a

BACCARA

higher number than the banker’s, each
player collects such portion of the bank
as he has covered.

In the game of chemin defer, therole
of banker rotates among the players
after each hand; in baccarat, it does
not.

T

COPYRIGHT 1972 CRERTIVE COMPUTING MORRISTONWN, NJ

cis

D0 YOU NEED INSTRUCTIONS? YES.
cis

BACCARAT IS A VERY POPULAR GANE IN LAS

YEGRS.

THE PLAYER AND BANKER ERCH RECEIVE

THO CARDS FROM A /SHOE/ CONTAINING ¢ DECKS

OF CARDS.
TEN ARE NOT COUNTED.
CLOSER TO NINE WINS.

ALL CARD COMBINATIONS TOTALING
THE ONE THAT ENDS UP
THE STAKES ARE HIGH,

ALL OF THE PLAYERS START WITH TEN THOUSAND

DOLLARS.
PLAYER.

YOU CAN BET ON THE DEALER OR THE
A THIRD CARD IS GIVEN ONLY UNDER

CERTAIN CONDITIONS, AS YOU MWILL SEE.  LET

US BEGIN. GOOD LUCK!

PRESS ANY KEY TO CONTINUE

cis

HOW MANY PLAYERS? 1

WHAT IS THE NAME OF PLAYER 1 2 CHRIS

cls

CHRIS HAS $16, 080, BET? 560
(1> BANKER OR (2) PLAYER? 1.
cls

PLAYER

BANKER

FOUR OF HEARTS
FOUR OF SPRDES

PLAYER MUST DRAN.
PLAYERS TOTAL. 2

BANKER CANNOT DRA.

ACE OF CLUBS
THREE OF DIAMONDS

EIGHT OF DIRMONDS

BRNKERS TOTAL. 8

shrrkrbie BANKER WINS! ! sotottobttink

CHRIS WING ¢ 568 - TOTAL ¢ 168580

PRESS ANY KEY TO CONTINUE

cis
CHRIS HRS $1@, 5@8. BET? 1608
{1y BANKER OR (2> PLAYER? 2.

cls



cls 568 THPUT FCD)
BARKER PLAYER 59 1F FCIIMC) THEN 560
o 686 IF FLDOINT(EC)) THEN 560
€10 1F FUICE THEN 560
€28 PRINT *(1) BANKER QR (2) PLAVER®;
630 INFUT FLCD)
£40 1F FLCJY)=1888 THEN 560
€58 TF (FA(H-L9(FL(D-2)08 THEN 620

ACE OF HERRTS JACK OF CLUBS
EIGHT OF SPRDES NINE OF DIAMONDS

PLAYER CANNOT DRAW.  PLAYERS TOTAL. 9

BANKER CANNOT DRAM.  BANKERS TOTAL: 9

IT/S f TIE. THE HAND IS PLAVED OVER. 'é-ig fgf:ﬁ
PRESS ANY KEY TO ENTER €80 J=6
cls 698 TL=B(L4B(2)
CHRIS HAS $18,580. BET? 1006 268 OB (Bl
(1) BANKER R (2) PLHVE(!;‘.; 1 248 PRI
728 (LS: PRINT "BRHKER®; TAECZ0); “PLAVER®
BANKER PLAVER 738 PRINT *——m?; THB(ZB); "orree®
THREE OF DIANONDS  QUEEN OF DIAMONDS 740 PRINT (4¢2); TRECB); ()
RCE OF SPADES TEN OF DIRHONDS 750 PRINT C3(4); TRB(20); T4
768 PRINT
PLAYER NUST DRRW.  FIVE OF CLUES ;;g g_%’ig THEN 796
PLAYER CANNOT DRFK.  PLAYERS TOTAL. 5 ot SN
BANKER MUST DRRW.  OUEEN OF DIRMONDS 66 T2-12-18
818 IF HTL+0)=0 THEN 880
BANKERS TOTAL. 4 828 PRINT "PLAVER MUST DRAHL
OHRIS LOSES ¢ 1000 - TOTAL + 9560 P
FRES::SlsRNY KEY TO CONTINUE oty N
268 T1=T1-10
16 CLEAR 1080: CLS. PRINTG412, “BACCARAT" 878 GOTO 986
28 FRINT: PRINT TRB(7) *COPVRIGHT 1973 (REATIVE COHPUTING MORRISTOMN, HJ® 238 PRINT "PLAVER CRMNOT DR ™
20 PRINTES68, ™+ TMPUT *DO YOU NEED INSTRUCTIONS™ I$ 898 J=11
48 1F LEFTH(IS, 130" THEN 198 980 PRINT "FLAYERS TOTAL:" T4
54 CLG: PRINT TAB(22); "BACCRRAT"~ PRINT: R$=STRINGS(1,32) 10 PRINT
60 PRINT: PRINT A5; °  BRCCARAT IS A VERY POPULAR GRME IN LAS® 998 TF 123 THEH 968
78 PRINT A% “VEGRS. THE PLAYER AND BRNKER ERCH RECEIVE® 920 IF T2O6 THEN 1040
80 PRINT A%; *THO CRRDS FRON R /SHOE’ CONTRINING B DECKS® 8 TF JOU THEN 576
9 FRINT RS “OF CARDS., AL CARD CONBIMATIONS TOTRLING® 950 IF 1255 THEN 1048
408 PRINT A%: "TEN ARE NOT COUNTED, THE GNE THAT ENDS UP® 968 GOTO 980
16 PRINT R%; "CLOSER TO NINE WINS. THE STRKES ARE HIGH® 970 IF 2012, B(53+1)=6 THEN 1048
128 PRINT A% °RLL OF THE PLAYERS START WITH TEN THOUSRHD"® 989 PRINT "BRIKER HUST DRSL %
126 PRINT g "DOLLARS. YOI CAH BET ON THE DEALER (R THE” 996 PRINT C6¢6)
148 PRINT A% "PLAVER R THIRD ORRD 15 GIVEN GHLY WNDER" 1698 TZTZ4E(E)
150 PRINT A4: "CERTRIN CONDITIONS, A5 YOU MILL SEE.  LET® 1646 IF 12016 THEN 1038
168 PRINT A% °US BEGIL  GOOD LUCK® 1008 T2=72-10
17 PRINTE979, "PRESS R KEV TO CONTINUE®; 167 GOTO 4050
188 IF INKEWS="" THEN 160 1648 PRINT "BANER CARNOT DRAHL
190 CLS: DIM HC20, FLC28), FCI0), BSAZ), Y(AD), G20) 1858 FRINT "BRNKERS TOTAL:% T2
268 DIN 263, 18Y, 004, 1) 1068 IF T2OTA THEN 4488
218 FOR %22 10 6 1670 PRINT "IT°S A TIE.  THE HAND 1S PLAVED OVER *
228 FOR ¥4 T0 18 1689 PRINTES?9, PRESS ANY KEY TO ENTER™
230 READ 2(%, ) 1896 1F TNCEVS="" THEN 1699 ELSE 450
248 KEXT ¥, % 1168 IF T2CTL THEN 1148
258 FOR Si=L 10 18: RERD H(SL): NEXT 1448 4=t
268 FOR S1=1 T0 4: READ FSCS) HEXT 1428 PRINT “eokeerts BAHKER HING!! rbkbrsis”
276 FOR Si=1 T0 13 RERD BS(SL): HEXT 1% GOTO 1450
208 FOR S1=1 10 13; RERD WSD): MEXT 1448 FRINT "okt PLAYER HING! ! bbbt
29 PRINT 1458 FOR J=1 70 Pt
208 PRINT *HOM HARY PLAVERS™; 1168 TF HCI)G=8 THEH 1240
318 IHPUT P1 1478 PRINT 63 * *;
326 IF PA>8 THEN PRINT °MAXIMUM OF 8 PLAYERS®: GOTO 298 1486 IF FAC))=HL THEN 1228
28 FRINT 1498 HCDHHUY-FCI)
48 FOR J=1 70 P1 1200 PRINT™LOSES $% F(J3*- TOTAL $% H(D,
250 PRINT™WHAT 1S THE NAME OF PLAVER"; J; 1248 G010 1248
268 PUT 68D 1228 HCHHDHFL)
178 1()=10890 1278 PRINT™HINS % FCI% = TOTAL 4% HOJY,
368 NEXT J 1245 HEXT J
290 PRINT

480 FOR Si=1 70 4
448 FIR ¢2=1 T0 13

1230 FOR J=1 TO PL
1268 IF W8 THEN 1360
1278 HEXT J

426 (5L, S0)=0 1286 PRINT@968, "THAMK YOU FOR YOUR MONEY, AND "
438 NEXT S2 1298 GOTQ 1428
446 NEFT & 13686 PRINT@I79, “PRESS RNY KEY 70 CONTIMJEY;

458 FOR J=1 T0 6

468 C=INT{L4RND(O)%4)

478 D=THT(4+RND(B)*3)

488 QLT D)=R(C, D)+1

499 1F 8¢C, DI>=32 THEN 466
588 B(N=Y(D)

T8 CEC=BHDIH" OF “+A%(D)

1210 IF IHKEV$="" THEM 1318

1328 FOR %=1 10 4

13BFR Y=L 101

1348 IF 0GR, YO8 THEN 458

1350 NEXT ¥, %

1368 GOTO 468
1BUATALLLLLLLLGL86LLL4104.00

528 NEXT J 1308 DATR ©,0,6,8,1,1,4,1,0,6,0,6,0,0,6,0,1,1,8,8

536 =2 1398 DATA 1,4, 14,4, 4, 4,8, 8, 8, 8, SPADES, HERRTS, DIAMONDS

348 FOR J=1 TO P4 1488 DATR CLUBS, ACE, THO, THREE, FOUR, FIVE, S1X. SEVEN, EIGHT

538 IF M(JXX4 THEN 670 1418 DATA NINE, TEN, JACK, GUEEN. KING: 1, 2,2, 4,5,6, 7,8, 9,8,0,8,8
560 CLS: PRINT G$(J); " HRS % 1428 PRINT “THRNK YOU FOR PLAYING. %

578 PRINT USING "$348, 888" M(J); - PRINT® BET™; 1438 END



BIBLE QUIZ is a program which
administers up to 25 questions about
the Bible to the user. {f the answer given
to a question is correct, the program
proceeds to the next question. If an
incorrect answer is given, the program
gives the correctanswer. In either case,
the biblical reference is given.

Note that Statements 250 to 570
could serve as the basis for any type of
CAl dialogue with instructions
preceeding Statement 250 and the
questions and answers in the data
statements.

This program was written by Steve
Wentworth of Muskingum College. It
originally appeared in Creative Com-
puting, Mar/Apr 1977.

BIBLE QUIZ

COPYRIGHT 4579 CREATIVE COMPUTING MORRISTORN, NJ

cis

DO YU HEED INSTRUCTIONS? YES.

THIS GRHE 1S A QUIZ MHICH TESTS
YOUR KNOHLEDGE OF BIBLICAL EVENTS, PLACES,
AND PERSONS.

1 HILL ASK YOU A QUESTION AND THEN KAIT
FOR YOUR ANSHER  IF VOUR ANSHER IS CORRECT,
1 WILL PROCEED TO THE NEXT QUESTION. IF YOUR
RNGHER IS INCORRECT, 1 HILL GIVE YOU THE
CORRECT ANGHER AND THEN PROCEED TO THE
NEXT QUESTION.

ALL ANSHERS ARE ONE HORD, AND MUST BE
CORRECTLY SPELLED.

THERE ARE 25 QUESTIGNS.

HOW MANY QUESTIONS DO YOU WISH TO TRY? 28.
cls

QUESTION & 1

WHO HAS THE FIRST CHRISTIAN HARTYR? ZORBR THE GREEK
THCORRECT ANSHER
THE CORRECT ANSWER IS STEPHEN. RCTS 7

PRESS ANY KEY TO CONTINUE

cls

GUESTION & 2

HHAT HEBREW SERYED R QUICK LUNCH WNDER A TREE? JOES BRR
IRCORRECT RNSHER.
THE CORRECT ANSWER IS RBRAHAM  GENESIS 18:6-8

PRESS ANY KEY TO CONTINUE

cls

QUESTION 8 3

WHO KAS BURIED IN R CAVE WITH HIS WIFE? Al HURT

INCORRECT ANSKER.

THE CORRECT RHSHER 1S ABRAHAM  GEN. 25:9-18
PRESS ANY KEY TO CONTINUE

cls

QUESTION & 4

WHAT WAS THE NAME OF THE FIRST CITY EVER BUILT? BRYONE
INCORRECT ANSWER.
THE CORRECT ANSHER IS ENOCH GEN 4:17

PRESS ANY KEY TG CONTINUE

cls

GUESTION 8 §

WHO HAS THE FIRST PERSON KILLED? JIMMY HOFFR
INCORRECT ANSHER
THE CORRECT ANSHER IS RBEL. GEN 4:8

PRESS ANY KEY TO CONTINUE

cls

QUESTION # 6

WHO ACCIDENTLY HANGED HIMSELF IN A TREE? TARZAN

INCORRECT RNSHER.

THE CORRECT ANSWER IS ABSALOM 2 SRH. 48:9
PRESS ANY KEY TO CONTINUE

cls

QUESTION & 7

KHO KILLED GOLIRTH? DAVID
CORRECT ANSHER — VERY GOOD! 1 SRM. 47:49

PRESS RNY KEY TO CONTINUE

cls

QUESTION & 8

VHAT PHYSICIAN WAS AN AUTHOR? HOWARD THE DUCK
IHCORRECT ANSHER.
THE CORRECT ANSWER 1S LUKE. COL. 4:14

PRESS ANY KEY TO CONTINUE

cis

HHO KILLED HIS BROTHER FOR HUMBLING HIS SISTER? UNCLE FLOYD
INCORRECT RNSHER.
THE CORRECT ANSWER IS RBSRLOM 2 SAM 13

PRESS RNY KEY TO CONTINUE

cls

GUESTION & 18

WHO DROVE FURIOUSLY? KETTO

INCORRECT ANSHER

THE CORRECT ANSWER IS JEHU. 2 KINGS 9:28
PRESS ANY KEY TO CONTINUE

cls

QUESTION & 41

HHAT BOY HAD A VARIEGRTED CORT? THE INCREDIBLE HULK
TNCORRECT ANGHER.
THE CORRECT ANSHER 1S JOSEPH. GEN 37:3

PRESS ANY KEY T0 CONTINUE

cis




QUESTION # 12

WHAT BLIND HAN KILLED THREE THOUSRND AT R RELIGOUS FEAST? WOE
INCORRECT RNSHER.
THE CORRECT ANSWER IS SAMSON.  JUDGES 16:23-38

PRESS ANY KEY TO CONTINE

cis

QUESTION # 42

WHO SLEPT ON AN IRON BEDSTERD OVER THIRTEEN FEET LONG? S HHITE
INCORRECT ANSHER.
THE CORRECT ANSHER 1S 0G. DUET. 3:41

PRESS ANY KEY TO CONTINUE

cls

QUESTION # 14

WHO FELL RSLEEP DURING R LONG SERMON? MR BILL

INCORRECT ANSHER.

THE CORRECT ANSWER 1S EUTYCHUS. ACTS 20:9
PRESS ANY KEY TO CONTINUE

cls 7

QUESTION # 15

WHO CLIMBED R TREE 70 SEE JESUS? BEN DOVER

INCORRECT ANSHER.

THE CORRECT RNSHER 1S ZRCCHREUS. LUKE 19:4
PRESS ANY KEY TO CONTINUE

cls

GUESTION & 16

WHAT CITY IS CALLED THE CITY OF PALM TREES? HEWRRK
THCORRECT ANGKER
THE CORRECT ANSMER IS JERICHO. DUET. 34:3

PRESS ANY KEY TO CONTINUE

18 (LS

28 PRINT @ 444, "BIBLE QuIZ*

38 PRINT

40 PRINT TRAB(?)"COPYRIGHT 1973 CRERTIVE COMPUTING MORRISTORL HJ®
58 PRINT & 968, **;

68 INPUT®DO YOU NEED INSTRUCTIONS®; I$

78 1F LEFT$(1S 1)="Y" THEW 468

83 (1S

98 GOTO 228

168 CLS

118 PRINT® THIS GRIE IS R QUIZ WHICH TESTS ©

129 PRINT "YOUR KNOWLEDGE OF BIBLICRL EVENTS, PLACES, *
138 PRINT "RND PERSONS. *

148 PRINT * T HILL ASK YOU A QUESTION AND THEN WAIT *
158 PRINT "FOR YOUR RNSHER  IF YOR ANSMER IS CORRECT,*
168 PRINT °1 WILL PROCEED TO THE NEXT QUESTION. IF YOR *
178 PRINT "ANSHER IS INCORRECT, 1 WILL GIVE YOU THE °

189 PRINT “CORRECT ANSHER 84D THEN PROCEED 10 THE *

198 PRINT “NEXT QUESTION ®

268 PRINT * ALL ANSHERS ARE ONE WORD, RID HUST BE*
218 PRINT "CORRECTLY SPELLED. ®

229 PRINT € 768, "THERE RRE 25 QUESTIONS. "

238 PRINT

248 PRINT "HOW MARY GUESTIONS DO YOU RISH TO TRY™; CHR$(3L);
258 INPUT N

268 IF 125 OR N THEN 228

278 (1S

269 DIN 5(25)

298 (=8

360 M-8

310 PRINT CHR$(28);

328 RESTORE

338 IF C=H THEN 559

348 C=C+4

358 PRINT

368 PRINT "QUESTION 2%;C

378 PRINT *~——emmmreme®; CHR$(31)

388 PRINT

398 PRINT

488 X=RHD(235)

418 IF S¢X)>=1 THEN 488

428 S(X)=1

438 FOR &=1 T0 X

440 RERD 0%, 8%, V§

436 NEXT @

468 PRINT 0f;

478 INPUT RS

488 IF R§=R$ THEN 520

498 PRINT "INCORRECT ANSKER *

308 PRINT "THE CORRECT RNSHER IS “:A$;". ;¢

518 GO0 968

528 PRINT *CORRECT RHGHER — VERY GOOD! *;V$

038 M=+

548 G010 968

558 PRINT @ 832, "0UT 0F"; N; "QUESTIONS VOU ANGHERED™; Nd; "CORRECTLY. *
568 P=INT((RL/N)¥188+, 5)

578 PRINT "YOUR PERCENTAGE OF CORRECT RNSHERS 1S%;P; CHR$(8);*s*
588 DATR “HHO SET FIRE TO THREE HUNDRED FOES TAILS®, "SAMGON®
598 DATA "1 JUDGES 15:4,5"

€89 DATA "WHAT HEBREW SERVED A QUICK LUNCH UNDER A TREE®

€19 DATR "ABRAHAN", " GENESIS 48:6-8"

628 DATA *HHAT HUNGRY HAN CURSED R FRUITLESS FIG TREE". *JESUS”
638 DATA * HARK 11:12-14°

640 DATA "RHO KILLED HIS BROTHER FOR HRBLING HIS SISTER®
658 DATA "RBSRLON™, "2 St 13*

668 DATA "0 HAD THREE HUNDRED CONCUBINES®, "SOLOMON™, ™1 KINGS 41:1-3*

678 DATA "RHAT BOY HAD A VARIEGATED COAT®, "JOSEPH',* GEN. 37:3*
658 DATA “BHO HAD A SERMLESS CORT™, "JESUS®, " JOHN 19:23*

639 DATR "RH0 TOOK OFF HIS SHOE TO BIMD A CONTRACT®, "BORZ", "RUTH 4:7-9*

708 DATA “RHO SLEPT ON AN IRON BEDSTEAD OVER THIRTEEN FEET LONG"
718 DATA "0G*, * DUET. 3:44*

728 DATR "MHO WAS THE FIRST CITY-BUILDER™. "CRIN®," GEN 4:17*

738 DATR "HHAT PHYSICIAN RAS AN AUTHOR®, "LUKE®. ® COL. 4:14"

743 DATA “MHAT SONG-COMPOSER 1S5 CREDITED HITH 1065 SONGS®, "SOLOMON"
738 DATA *1 KINGS 4:32*

768 DATR "HHO WAS THE FIRST PERSON KILLED®, *ABEL®, " GEN 4:8°

778 DRTR "5H0 MRS BURIED IN R CAVE WITH HIS HIFE®, "REBRAHAH®

768 DATA * GEN 25:5-18"

799 DATA “HHD ACCIDENTLY HANGED HIMSELF IN A TREE", *RESALON®

888 DATR "2 SAM. 18:9"

618 DATR "WHAT BLIND MRH KILLED THREE THOUSRND AT A RELIGOS FERST®
€20 DATA "SAHSON®, * JUDGES 16:23-38"

839 DATR "HHAT HAS THE NANE OF THE FIRST CITY EVER BUILT®

848 DATA "ENOCH®, " GEN. 4:47"

€58 DATA "WHO HAS R MIGHTY HUNTER®, "NIMROD™. ® GEN. 18:5-42*

868 DATA "HHD DROVE FURICUSLY", *JEHU®, *2 KINGS 9:28"

678 DATR "RHO WRS THE FIRST CHRISTIRN MRRTYR™, "STEPHEN®, ® ACTS 7°
858 DATA "HHO FELL ASLEEP DURING A LONG SERMON®, "EUTYCHUS"

898 DATA * ACTS 209"

968 DATR “WHAT CITY IS CALLED THE CITY OF PALM TREES®, "JERICHO"
918 DATA * DUET. 34:3"

928 DRTR "HHO CLIMBED A TREE TO SEE JESUS*, "ZACCHREUS®, * LUKE 19:4°
538 DATA “W40 KILLED GOLIATH", "DAYID®, "L SAM. 17:49°

948 DATR “RHO HAS CAST INTO A DEN OF LIONS®, "DANIEL™. " DAN 6:16"
558 B

968 PRINT 8 524, "PRESS ANY KEY TO CONTINUE®;

978 IF INKEYS$ =*" THEN 978 ELSE 318



Big 6 is strictly an American
invention from the casinos of Neva-
da. There is a very large wheel
mounted vertically, generally four
feet or more in diameter, that has the
numbers one through six in a random
arrangement around its periphery.
Players place their bets on a roulette
type of table in front of the wheel.
The wheel is then spun and three
numbers are declared the winners.
These are the three numbers that
appear at the top of the wheel. Most
novice players looking at the wheel
think that since there are three
winners they have a very good
chance of winning a large sum of
money. Betting limits are generally
up to $500 and, as many players
discover very quickly, the odds are
very heavily in favor of the house.

If you feel that you must play Big
6, try it by computer first and then
figure out how much you can afford
to lose when you go to play it in Las
Vegas or Atlantic City. The computer
is a much better sport than the
casino managers will be when you
lose at either of those resort cities.

Big 6 was written by Steve
Heywood and Dave Alvey.

This program uses TRS-80 graph-
ics which do not reproduce well on a
line printer. Therefore the sample run
does not give a true representation of
the program. The only way this
program can be truly appreciated is
torunit.

BI €
COPYRIGHT 1973 CREATIVE COMPUTING HMORRISTOMN, WJ
cls

D0 YOU HEED TNSTRUCTIONS? YESI.
cls

THIS PROGRAM 1S A DICE WHEEL GAME IM HHICH
YOU CRN BET ON ANY NUMEER BETWEEN ONE AND SIX
AND UP 70 THREE HUMPERS.

THE HOUSE LIMIT IS FROM #1 T0O $360.

T0 END THIS PROGRAM TYPE THE MORD “STOP/
GO0D LUCK!

FRESS RHY KEY TO CONTINUE
cls

HOW HANY HUMBERS DO YOU WANT 70 BET QW7 |
HHAT HUMBER? 4
HAGER® 18

YOU LOSE ON 4.
YOU/RE BEHIND $-16.

cls
HOM WAMY NUKBERS DO YOU HANT 70 BET W7
WHAT TWO MUMBERS? 2,4
WRGFR OH BOTH? S, 10

VOUWIN L TIHE Y 2
¥OU LOSE OH 4.
YOU/RE BEHIND $-13.
cis

HOW MANY HLGBERS DO YOU WANT 7O BET ON? .
HHAT THREE HUMBERS? 1,25
WAGER ON EACH OF THE THREE? 5,5.5

YO LOSE 0N 4
Y0 LOSE 0N 2.
YOL MIN £ TIME ON S
YOU/RE BEHIND $-2¢

cis
HOW HANY NUMEERS DO YOU WAMT TO BET ON? .
WHAT THO HUMBERS? 1,2
HAGER OM BOTH? 16,16

WOLOSE QML
YOU WIN L TIHE N 3.
YOIRE BEHIND $-26.

cis
HOM HANY NUMBERS DO YOU WANT TO BET ON? .
HHAT THO HUMBERS? 2,4
HAGER: ON BOTH? 25,23

YOU LOSE ON 2
YOU LOSE OH 4,

YOUYRE BEHIND $-70
cis

HOW HANY HUMBERS DO YOU WANT TO BET ON7 .
WHAT THO NUMBERS? 2.4
WAGER O BOTH? 18,18

YOU LOGE ON 2
YOU WIN L TIHE (N 4.
YIURE BEHIHD $-76.

cls
HOW MANY MUMBERS 0O YOU WANT TO BET ON? STOP.
HHAT THO HUNBERS? 2,
HAGER OH BOTH? 18,10

VU LOSE Of 2
YU NIN 4 TIME OH 4
YOU‘RE BEHIND $-78.
cls
HOW MANY NUMBERS DO YOU WANT TO BET OH? STOP
S0 YOU WANT TO CRSH IN YOUR CHIPS, 1 SEE!'!!
YU DIDH/T WIN BHY MONEY, BUT 17M WILLING 7O CALL IT EVEW!!
READY

cls




48 (15 CLERR 1689: PRINT@4LZ, “BIG €°

28 PRINT: FRINT TABC?) "COPYRIGHT 1979 C(REATIVE COMPUTING NORRISTOMN, NJ*

0 PRINTGOGS, “*; - INPUT DO YOU HEED INSTRUCTIONS®: 1$
48 CLS: GOSUB 1648

39 IF LEFTHIS DO THEH 186

€8 PRINT TRBC2E) °BIG 6" PRINT

76 PRINT " THIS PROGRAM IS A DICE HHEEL GRME IN WHICH®

88 FRINT "YOU CAN BET ON ANY HUMBER BETUEEN ONE AHD SIX"
9@ PRINT “AND UP TO THREE WUMBERS.®

186 PRINT

118 PRINT * THE HOUCE LIMIT IS FROM $1 70 $568. °

1208 PRINT

138 FRINT 7O EHD THIS PROGRAM TYPE THE HORD /STOPY ©
148 PRINT

458 PRINT "GOOD LUcK!®

168 PRINTEI7S, “PRESS ANY KEY TO CONTHMUE®

178 IF INKEVS="" THEN 178 ELSE CLS

198 DIN 5(3)

190 GOTO 218

208 PRINT "VOU CRMMOT BET ON LESS THAN ONE OR MORE THAN THREE MUMBERS.
216 PRINTRE, “HOM HANY NUMBERS DO YOU WANT TO BET ON"

228 THPUT N¢:IF N$="CTOP" THEN PRIMT CHR$(31); - GOTO 986
226 N=VAL(NS)

248 1F N=2 THEH 488

258 IF N=3 THEN 548

268 1F 7 OR NC1 THEH 286

278 PRINT "WHAT HUMEER®;

268 INPUT ¥

238 TF Y{(=6 (R Y)=1 THEN 228

3@ FRINT "YOU CAH ONLY BET ON fil INTEGER FROM ONE 7O SIL "
218 G070 278

228 PRINT "HRGER";

22 INFUT F

40 1F F(=590 OR F 2=1 THEM 378

338 PRIMT "THE HOUSE LIMIT 15 FROM $1 T0 $560.°

268 GOTO 226

178 GOSUR €58

788 Se=: S3=F GOSUB 830

298 GOTO 948

488 PRINT °HHAT THO NUMBERS™;

48 INPUT WP

428 TF Y(=6 OR 2=t OR P(=6 OR Pr=1 THEN 450

423 PRINT "YOU CAN ONLY BET ON AN INTEGER FROM ONE TO SIX. "
448 6070 468

458 PRINT "HAGER ON BOTH":

468 IHPUT F,1

478 1F F(=508 R FO=1 OR 1¢=508 OR I'=1 THEH 509

499 PRINT "THE HOUSE LIMIT IS FROM ¢4 7O $380. "

496 GOTO 458

566 GOSUB 658

018 S2=V: SI=F GOSUB 820

528 S2<P: S2=1: GOSUE 820

538 GOTO 94

548 FRINT “HHAT THREE MUMBERS':

558 INPUT ¥R, 6

568 1F Y(=6 OR D=1 OR P(=6 (R P>={ OR S(=6 R S>=1 THEN 59
578 PRINT *YOU CAN ONLY BET ON AN INTEGER FROM ONE T SIX ®

388 GOTO 348

558 PRINT "HAGER QM ERCH OF THE THREE™;

682 IHPUT £, 1,0

618 1F F{=508 OR Fi=f OR I{=388 OR I>=1 OR J(=508 OR Ji=i THEN 648
€26 FRINT “THE HOUSE LIMIT IS FROM $1 TO 4596 °

630 GOTO 59@

€48 GOSUB 699

656 52=v: S3=F: GOSUB 632

£68 S2=P- 52=1. GOSUE 638

678 52=5. 93=J: GOCUB 838

688 GOTO 940

690 X=-1

700 A=INT(6HRAD(B)+1) :B=INT(E+RND(B)+1) :C=INT(6¥RND(8)+1)
748 S(1)=h:5(2)=B:5(2)=C

726 FOR ¥=1 70 2

726 FOR %=1 T0 3-¥

748 TF SOOC=5(440) THEN 768

758 TESSOD: S(0=S(H): S(H=TE

768 NERT X: NEXT ¥

778 FOR T¢=1 TO RND(18)+18

760 PRINTEZSE, RERND(EN)"  "RERNDEEN)®  RECRMD(R));
796 NEXT T

866 PRINTE236, ASCS(AN"  “AESN"  "RE(SCD)

€18 PRINTES12, CHR$(Z1);

820 RETURN

836 C1=0

848 IF S2=A THEM [1=Ci+i

838 IF S2=B THEN (1=Ci#i

368 IF S2=C THEN C1=C1+1

878 IF C1>8 THEN 908

880 S3=53x(-1)

836 PRINT "Y0U LOSE ON®; 52; CHR¥(8): ™. "+ GOTO 928

388 S2=3C1

916 IF Ci=1 THEN PRINT "YOU WIN 1 TIME O SZ;CHR$(EY;® °
928 W=l+S3

938 RETURH

948 IF W=0 THEN PRINT "YOU’RE EVEN!!"- PRINT: GOTO 218
950 IF W>@ THEN PRINT “YOURE AHERD $"; 4 CHR$(B); * - PRINT: GOTO 218
968 1F W(B THEN PRINT "YOU/RE BEHIND §¥;th CHR$(E);” *: PRINT: GOTO 218
978 REH

988 PRINT: PRINT: PRINT SO YOU WANT TO CASH IN YOUR CHIPS, 1 SEE!!!®: PRINT

9% IF W8 THEH 1620
1690 PRINT “YOU DIDN/T WIN RHY MONEY, BUT 1M WILLING 7O CALL IT EVEW!!"
1616 GOTO 1020

1628 PRINT “Y0U WON EXACTLY $*506 "1 NOT BAD 111
1038 END

1e48 FOR A=1 T0 6: FOR B=1 70 I: FOR D=1 10 5: READ C
1858 RE(AI=RE(RI+CHRE(C+168): NEXT D

1668 AFCAY=RE(AI+CHRECIEI+STRINGS(S, 8) :NEXT B

1078 RE(RI=REAISTRINGS(S, 32)+5TRINGS (S, 27): HEXT R
1686 DATR 28,76, 88, 28,28, 26, 28, 91, 28, 28, 28, 48, 43,48, 28
16856 DATR 76, 48, 48, 48, 76, 76, 48, 48, 46, 21, 43, 46,48, 40, 48
1168 DATR 76, 48, 40, 48, 76,28, 28, 48, 48, 79, 31, 46, 4@, 46, 24
1116 DATA 28, 28,76, 88, 28, 86,79, 76, 91,76, 28,28, 28,43, 28
1126 DATA £8, 48, 40, 48,46, 31, 24, 31, 21, 88, 34, 46, 48, 48, 3L
1178 DRTA 28, V6, 48, 28, 28, 91, 48, 46, 48, 76, 31, 46, 46,49, 31
1146 RETURH




Binary

This game tests your skills in binary-
to-decimal and decimal-to-binary con-
version. You are given twenty conver-
sion trials. Numbers are chosen
randomly and your score is printed at
the end. The answer to any conversion
you miss is displayed; if the next
conversion is presented, you may
assume you got the previous one
correct.

BINARY
COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOWN, NJ

cls
HIT ENTER TO START? .
BINARY: 88111 DECIMAL. 2 7
.BINARY: 68111 DECIMAL. 7 7
BINARY: 11100 DECIMAL. ? 27 CORRECT ANSHER: 28
BINARY: 81868 DECIMAL. 2 8
BINARY: 1111@ DECIMAL: 2 32 CORRECT ANSWER: 3@
BINARY: 08161 DECIMAL. # 5
BINARY: 81411 DECIMAL. 2 13
BINARY: 86161 DECIMAL: 7 §
BINARY: 68861 DECIMAL: 2 1
BINARY: 81811 DECIMAL. ? .
cls
DECIMAL: 31 BINARY: 7 11114
DECIMAL. 414 BINARY: ? 81611
DECIMAL. Z@ BINARY: 7 11118
DECIMAL: 26 BINARY: © 11018
DECIMAL: 6 BINARY: 2 801416
DECIMAL. 15 BINARY: 7 81108 CORRECT ANSHER: 61111
DECIMAL: 9 BINARY: 7 916681
DECIMAL. 14 BINARY: 2 81118
DECIMAL: 38 BINARY: ~ 1114@
DECIMAL. 27 BINARY: ~ 1@@61 CORRECT ANSHER: 11611

YOUR SCORE. 75 Z

TRY AGAIN? _

cls

There are several possible
modifications for this program such as
timing the response, allowing the user
to specify the number range, checking
for duplicate numbers, or extending it
to other bases.

This program was written by Ted
Park of Pacific Union College. It
originally appeared in Creative Com-
puting, Mar/Apr 1975.

16 CLS: PRINT@413, “BINARY"
2@ PRINT: PRINT TAB(?7) “COPYRIGHT 197$ CREATIVE COMPUTING

2@ PRINT@96G, ""; INPUT "HIT ENTER TO START"; I$
48 CLS

58 Bg="@1"

68 Tg=28

76 FOR I=1 TO 16

8@ GOSUB 480

98 PO=PEEK(1641R)+PEEK(16417)%256-15360

1668 PRINT “BINARY: *;

148 FOR J=1 T0 5

126 PRINT MID$(B$, B(JI)+L, 1)

138 NEXT J
140 PRINT
158 INPUT R
1668 IF R=D THEN 196

170 PRINTGPO+38, "CORRECT ANSWER:
186 To=T6-1

19@ REM

288 NEXT 1

218 FOR A=1 TO 508: NEXT: CLS
220 FOR I=1 70 18

230 GOSUB 48@: PO=PEEK(164416)+PEEK(16447)+256-153€0
2483 PRINT "DECIMAL:. "iDi

258 PRINT BINARY: *;

266 13="00008"

278 INPUT 1%

288 IF LENCI$)>16 THEN 25@

290 1$="00e60"+I1¢

306 I$=RIGHT$(I$, 5)

316 FOR J=1 T0 S

220 IF MID$(BS, B(I)+L, 1YCOHIDSIS, J, 1> THEN 258

33@ NEAT J

340 GOTO 466

358 PRINT@PO+33,
360 FOR J=1 T §
276 PRINT HIDS$(BE B(+L, 1)

388 HEXT J: PRINT

398 To=Te~1

480 REM

448 NEXT 1

428 PRINT

433 PRINT

448 PRINT "YOUR SCORE:"; INT(T@/. 2+ 5); "&"

458 PRINT

468 INPUT “TRY RGAIN"; ANSH

478 IF LEFT$CANSS, 1)="y" THEM CLS. GOTQ 5@ ELSE END
488 D=@

498 FOR J=1 TO' S

%80 B(DH=INT(RND(E)+ 55

5168 D=D¥2+B{I)

52@ NEXT J

538 RETURN

DECIMAL. *;

"D

"CORRECT AMNSWER: *;

10
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Blackbox

32 3 3o 22 22 27 2% 125
) 'Y 24
lq—.) i23
3 | @i 22
4 ' | fr—
5 —— 20
6 ® : @ 13
79 | 8
8;+ ! j "
9 o U 12 3 1415

Description: Black Box is a computerized version of the
game that appeared in the August 1977 issue of Games
and Puzzles. The Black Box is an 8-by-8 square in which
severai atoms are hidden. The object of the game is to
discover the positions of the atoms by projecting rays at
them from the sides of the box and noticing how these rays
are deflected, reflected, or absorbed. Rays enter the box
across one of the four edges and travel horizontally or
vertically. The entry points are numbered from 1 to 32,
counterclockwise, starting at the top of the left edge.

To play the game, you first specify how many atoms to
place in the Black Box. Then you type in the point at which
you send the ray into the box, and you are toid whether the
ray was absorbed or where it emerged. Type a zero to end
the game and print the board. The path of the ray is
governed by the following rules:

(1) Rays that strike an atom directly are absorbed.

(2) Rays that come within one square of an atom in a
diagonal direction (so that they would pass next to the
atom if they continued) are deflected by 90 degrees.

(3) Rays aimed between two atoms one square apart are
reflected.

{4) Rays that enter on either side of an atom on the edge
of the box are reflected.

(5) Rays otherwise travel in straight lines.

The game is pretty interesting with four or five atoms,
but can get out of hand with too many more, Occasionally,
an atom can be masked by others. This doesn't occur
often, but sometimes the position is truly ambiguous
(more often, there is only one place the atom can be). For
competitive play, score one point for reflections and
absorptions, two for rays which emerge from the box, and
five points for each atom guessed incorrectly.

This program and description were written by Jeff
Kenton. A previous version appeared in Creative Com-~
puting, May/Jun 1978.
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- BLACK BOY ; 16 CLS. PRINTR444, "BLACK BOX
COPYRIGHT 1979 CREATIVE CONPUTING HORRISTOMN. NJ 20 PRINT: PRINT TAR(?) “COPYRIGHT 1979 CRERTIVE COMPUTING HORRISTOMNL NJ°

0 PRINT@36@, ™" - INPUT "HIT ENTER TO START"; If

cls 48 CLS. FRINT "NO. OF ATOMS®; - INPUT M: CLS: GOSUB 560
50 FOR J=B T0 9: FOR 1=6 T0 9: B(I, ))=B: MNEXT LJ
HIT ENTER 70 STRRT? .. &3 FOR 1= TO N
cls 70 ¥=RHD(BY: Y=RMD(B): IF BCX, )OO THEN 78
5 86 B(X ¥)=1: HEXT 1
0. OF ATONS? 2. 28 o0 0=
cls 168 PO=POHG: IF P0=050 THEN PO=1i%64
118 PRINTEPO, “RAY"; CHRS(20); - PO=FO+8: INPUT R: IF RCL THEN 260
UMW WD 128 G4 (R-1)/B+1 GOTO 148, 138, 166, 170
Bl B 170 PRINT "ERROR"- GOTO 100
9?7- z 148 %=0: Y=R: U=1: Y=0: GOTO 188
3 2 158 %=R-8: Y=9: U=B: ¥=-1: GOTD 168
8 A4 THE BLACK BOX 168 ¥=9: ¥=25-R: U=-1: V=B GOTO 188
8 2 176 %=33-R: ¥=8: U=0: Y=L
66 19 189 YA=R4U: Vi=vHY
87 18 198 IF U=0 THEN H2=ki-1: XI=Xisd: Y2=¥i: ¥3=vi: GOTO 210
B0 17 20 Y2s¥i-1: YIzvidt: XO=¥i X3=W
89 16 14 12 12 44 15 16 240 GOSUB 648 DN SYBXL YLI+BCRR, Y2)+24B (X3, Y241 GOTO 238, 246, 250, 240
276 PRINTGPO, “ABSRED. "~ 5=S+1: GOTO 160
RAY? 1 ABSRED. RAY? 28 ABSKED. RAY2 14 7038 RAY? 5 10 4% 270 X=Xt Y=¥4: GOTO 280
RAY? 15 10 2 RRY? 27 ABSRED. RAY? 26 ABSRRD. RAY? 25 RBSRED.
RAY? 6.
268 IF U=0 THEN U=Z: v=8: GOTO 268
cls 270 U=8: =2
NOH TELL ¥E, HHERE DO YOU THINK THE ATOMS ARE? 250 0N (¥+15)/8 GOTO 220,300, 220
CIN ROM, COLURM FORMAT PLERSE.) 298 STOP
AT & 17 L5 306 ON (v+15)/8 GOTO 248, 198, 258
ATOH 8 2 7 2.8, 240 STOP
cls : GOTO 260
25-9: GOTO 269
WUWRBTAD 4B 7=33-¥: GOTO 368
Bl bl 238 2764
8 2 268 IF 7=R THEN PRINTEPO, “RFLCTD. ®: S=G+i: GOTO 4108
82 2 276 PRINTGPO, "T0%2: $=5+2: GOTO 166
™ M }—— THE BLACK BOX 206 CLS: PRINT "NOM TELL HE, WHERE DO YOU THINY THE ATONS ARE?"
] " 396 PRINT (1IN ROW, COLUMN FORMAT PLERSE )*
8 19 498 FOR 0=t TO N
a7 10 410 PRINT "ATOM #%0;
B8 . 17 428 TNPUT 1]
B 123444516 4328 IF BCJ, 1)=0 THEN 5=6+3: GOT0 458
449 C=CH
Y0U GUESSED 2 OUT OF 2 ATOHS CORRECTLY!! 458 HEXT @
YOUR SCORE FOR THIS ROUND HAS 14 PDINTS, 46 CLS: GOSUB 568: FOR J=1 T0 8: FOR I=1 T0 8: Fl=-1
476 IF B(I, J)=B THEN 498
CARE 10 TRY RGRIN? MO 460 ¥1=1:Y4=J:G0SUB 640
498 NEXT 1: HEXT I
cls Sa0 PRINTEL4+64, "VOU GUESSED*; C; "OUT OF"; N “ATOHS CORRECTLY!!®
549 PRINT "YOUR SCORE FOR THIS ROUND WRS"; Si "POINTS. ”
528 PRINT

538 INPUT "CHRE TO TRY RGAIN®; ¢

548 IF LEFT$CAS, 1)="Y¥" THEN CLEAR: GOTO 48

538 EHD

560 PRINT: R$="01246222022204216328061907186817"

578 FOR LO=0 70 7: FRE=HID$(RS, LO¥4+L, 201 LNS=MIDS(AS, L0443, 2)
S0 PRINT FRE; ® “5 CHRE(191); STRINGS(23, 22); CHRE(191); ¥ " LHE: NEXT
598 PRINT °  * CHR$(27); STRING$(22, 176)

€08 PRINT * €9 18 41 12 43 44 15 46"

610 FRINTES, ° i CHR¥(26); STRING$(23, 131);

620 PRINTRR, * 2231 3B 29 28 27 26 25

638 PRINTE292, CHR$(93); "=~ THE BLACK BOX"; + PO=11¥64-§: RETURM
640 1F ¥4=B OR 4i=3 OR ¥1=6 OR ¥i=9 THEN RETURM

650 PR=PEEK(YA#64+%443+1+45368) : IF PRO32 THEN (R=124PR ELSE (R=148
668 PRINTEYL64+R133+1, CHRSCCR); - TF FL THEN RETURN

€78 FRINTRYL#E4+7142+41, CHRE(PRY; © RETURN

12




Bobstones

The idea for this number game was
derived from a contest called
“Bobstones” described in the novel
Watership Down. The object of
Bobstones is tc guess three things
about the roll of a pair of dice.

1. if the sum of the dice

isoddoreven............. 1 point
2. The sum of the dice ...... 2 points
3. The number on each

of the two dice........... 3 points

The winner is the first player to score
eleven points. If atie results, the winner
is the first player to break the tie.

In this computer version of the game,
you are playing against the computer.
However, the computer makes its
guess before the dice are “rolled.”
Hence, it has no real advantage over its
human opponent.

This game was written by Dohn
Addleman. It originally appeared in
Creative Computing Mar/Apr 1976.

CTONES

BOBS 3
COPYRIGHT 1978 CREATIVE C}JMPUTING HORRISTOM, NI
cls

D0 YOU HEED INSTRUCTIONS? \’ES‘.
Cis

BUBSTONES

THIS 15 R NUMBER GRME CRLLED BOBSTCNES. THE OBJECT OF
BOBSTONES IS TO GUESS THREE THINGS ABOUT THE ROLL OF # PAIR
UF DICE  OM ERCH TURN, THE COMPUTER SIMULATES THE ROLL OF
THE DICE.  THEN, YOU OR THE COMPUTER (YOUR OPFONENT) GUESS

SCORE
1 IF THE SUM OF THE DICE 1S 00D OR EVEN 1 POINT
2. THE SUM OF THE DICE Eguiie
3. THE HUMBER ON ERCH OF THE TWD DICE 1 POINTS

THE HIMNER IS THE FIRST PLAYER TO SCORE 44 POIMTS. IF A
TIE RESULTS, THE WINHER 1S THE FIRST PLAVER TO BREAK THE TIE
PRESS ANY KEY TO START

cis

YoU FIRST (R HE? HE
PRESS fNY lI!B‘ T0 CONTINUE
cis

YOUR TURH
IS THE SUM QDD OR EYEN? 00D
SORRY, THE Sl 15 46
PRESS RNEI;E? TO CONTINUE

HY TURH
wik 0N THIS ROLL OF THE DICE, THE THO NUMBERS ARE S AHD 2,
o THE SUM 1S 7.

Y GUESS 1S THAT THE SUM 1S EVEN
fift 1 RIGHT OR WRONG? WRONG

THE SCORE 1S ME: 8 - YOU: @,
PRESS RNY‘KEY O CONTINUE
cis

YOUR TURH.
15 THE SUM 0DD OR EVEN? 0DD
SORRY, THE SUM 15 8.
PRESS ANY iKE‘x’ TO CONTIHUE
cis

cis

He TURH

ek O THIS ROLL OF THE DICE, THE TWO NUMBERS FRE S AND 5.
=+ THE SUM 1S 18,

WY GUESS IS THAT THE 5UM IS 00D,

AT RIGHT OR HROMG? WRONG

THE SCORE IS ME. 8 - v(U: @
cls

YOLUR TURH.
15 THE SUM DD OR EVEN? 00D
YUl ARE CORRECT.
N GUESS THE 92 7
SORRY, THE SUM 15 2
FRESS ANY ‘!gi‘v' T0 CONTINGE
c

Y TURN,

wrk QN THIS ROLL OF THE DICE. THE THO NUMBERS GRE 1 AMD 1.

b THE SUH 15 2.
W GUESS IS THAT THE Sud IS OO0
it T RIGHT OR HRONG? WRONG

THE SCORE ISHME. 8 - YOU: 1
PRESS RNH‘IKE‘Y' To CONTINUE
Cls

YOUR TURR,
15 THE SIMf OCD OR EVEN? EVEN
Y0U ARE CORRECT.
HOW, GLESS THE S 6
YU RRE CORRECT.
WHAT ARE THE THO NUMBERS MHICH FRODUCED 6 ™ 4
2
SORRY, THE MUMEERS ARE 2 AND I.
PRESS ANY ’KE'( T CONTINGE
cis

MY TURH

++ 0N THIS ROLL OF THE DICE, THE THO NUMBERS ARE I AHD 4.

i THE 9 1S 7.

1Y GUESS 1S THAT THE SUM 15 00D,

AH T RIGHT OR WROMG? RIGHT

1Y GUESS (F THE S 1S 7.

fi T RIGHT OR WRONG? RIGHT

I GUESS 1S THRT THE NUMBERS ARE € AND L
A T RIGHT OR KRONG? HRONG

THE SCORE IS ME: 3 - YOU: 4.
cis

8 0s
26 PRINT & 414, "BOBSTOHES"
8 PRINT

40 PRINT TRB(7)'COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, MJ*

S PRINT @ 968,
€8 THPUT"DO YOU HEED INSTRUCTIONS®; 1%

79 IF LEFTS(I4, 1)="Y" THEN CLS. PRINT & 27, “BOBSTONES® - PRINT ELSE 230
63 PRINT®  THIS 1S A HNUMBER GRME CALLED BOBSTONES. THE CBJECT OF*
98 PRINTBOBSTONES 1S TO GUESS THREE THINGS RBOUT THE ROLL OF A PAIR®

16 FRINT"OF DICE  OM EACH TURN, THE COMPUTER SIMULATES THE ROLL OF*
118 PRINT'THE DICE  THEN, YOU OR THE COMPUTER C(YOUR OPPONENT) GUESS"

128 PRINT

138 PRINT®

148 PRINTY

150 FRINT" 1. IF THE SUM OF THE DICE IS 0DD OR EVEN
166 PRINT" 2. THE SUM OF THE DICE

178 PRINT™ 2. THE WUMBER ON EACH OF THE TWD DICE
130 PRINT

SCORE™

n

1 POINT®
2 PomTS”
3 POINTS®

199 FRINT"  THE WINHER IS THE FIRST PLAYER T0 SCORE 44 POINTS. IF @°
200 PRINT"TIE RESULTS, THE WIMNER IS THE FIRST PLAYER TO BREAK THE TIE.*

218 PRINT @ 979, "PRESS ANY KEY TO START";
220 IF INKEYS ="" THEN 228
238 DM AC2)

248 B(L)=6

258 A28

260 24=-1

78 22=-1

298 Z3=-1

298 24=-1

g 75=-1

16 Ji=4

329 (LS

238 PRINT'YQU FIRST OR HE™
240 THPUT 2¢

3598 Z$=LEFT#(Z$, 1)
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268 IF Z4="v" THEN 408
378 IF Z4="H" THEN 468
286 PRINT®/// TYPE THE WORD “YOU’ OR THE HORD 7ME” *

4478 PRINT % ON THIS ROLL OF THE DICE, THE THO NUMBERS °

1488 PRINT*ARE™; DL; "RND"; D% CHR$(8); ™. °
1498 PRINT™wkx THE SUM 1S™ S5 CHRECB) " *

39 GOTO 326 1786 AI=THTCARID(EY+L)

480 Di=RHD(E) 1216 IF 22=0 THEN 1238

419 IF 74=0 THEM 438 1220 22=6

428 24=8 1230 IF Ri=1 THEN 1268

438 D2=RHIXE) 1240 PRINT*HY GUESS IS THAT THE SUM 1S 00D."
448 5=p14D2 1258 GOTU 1279

458 1F Ji=8 THEM 59¢
468 IF Z6C°H" THEN 328

1266 PRINTHY GUESS 1S THAT THE SUM 15 EVEN*
1270 PRINT®AN | RIGHT (R WRONG™;

47 IF J208 THEN 1428 1268 INPUT D3
488 PRINT 1299 DS=LEFTS (DS, L
498 PRINT*THE SCORE 1S ME:™R(2%® - YOU:“;ACL); CHRE(BY® * 1708 1F D$="R* THEN 1340
508 IF RCD=14 THEN 1928 1348 1F D$="" THEN 408
516 IF A(2))=14 THEN 1928 4320 PRINT"//7 TYPE THE MORD ‘RIGHT’ OR THE WORD “HRONG'.*
528 GOT0 610 1338 GOTO 1278
530 IF 26C7¥" THEN 2650 1348 AC2)=R(2IH
548 IF J2C1 THEN 610 1358 TF Ri=1 THEN 1418
56 PRINT 1268 BA=INT(SHRHD(B)+1)
568 PRINTSTHE SCORE 1S YOU:";R(4):® ~ IE:%R(2); CHRE(E) " * 1378 IF 23=p THEN 1290
578 1F A(1)>=14 THEN 1926 1388 22=0
588 1F A(2))=41 THEN 1926 1298 B2=Bi4BAH
569 Ji=—i 1468 GOTO 1438
680 IF Z8="v® THEN 1476 1416 B1=RHD(6)
616 PRINT & 979, "PRESS AHY KEY TO CONTINUE"; 1428 B2=B1+B1
€28 IF INKEVS =" THEN €26 1435 PRINT®MY GUESS OF THE SUM 15" B2 CHRE(®)® ®
638 PRINT CHR$C2BICHR$(31)"YOUR TURN. * 1448 PRINT®AH 1 RIGHT OR WRONG";
648 Jo=1 1450 TINPUT D§
658 R=5-( INT(5/2)%2) 1468 DS=LEFTECDS, 1)
668 PRINT®IS THE 5U% 00D OR EVEN"; 1478 IF D$="R® THEN 1540
670 DRUT RS 1460 IF D$="H* THEN 409
688 AS=LEFT$CAS, 1 1458 PRINT"//7 TYPE THE HORD ‘RIGHT” OR THE MORD ‘MRONG' °
698 1F R$="0" THEN 720 1506 GOTO 1440
788 IF A$="E" THEN 768 1548 A()=A(2)42
748 PRINT"/// TYPE THE WORD “0DD* OR THE WORD “EVEN’ " 1506 IF B20>2 THEN 1560
728 G0TO 650 1538 (=1
728 IF R=t THEM 788 1548 C2=1
748 PRINT®SORRY, THE SUM 1SS CHR$(B);" ® 1556 GOTO 1826
756 GOTO 468 1568 IF B2O3 THEN 1608
768 IF R=6 THEM 760 1578 Ci=1
778 GOTO 748 1509 £2=2
788 PRINT™S0U ARE CORRECT. * 1558 GOTO 1828
798 A(=RH 1688 IF B2O11 THEN 1648
209 PRINT®NOR, GUESS THE SUM* 1618 £1=5
810 INPUT GL 1626 €256
829 IF G142 THEN 250 1678 GOTO 1878
970 IF GD12 THEN 856 1640 IF B2O12 THEN 1668
848 GOTO 670 1638 C1=6
©58 PRINT*/7/ THE SUM MUST BE BETWEEN 2 RMD 42.° 1668 (26
69 GOTO 889 1678 GOTO 1628
878 IF G1=5 THEN 968 1688 IF B2)Y7 THEN 1758
268 PRINT®SORRY, THE SUM I15%5; CHR&(®);* “ 1698 K1=B2-1
258 GOTO 408 1700 CL=TNT(KEXRD(E)+1) ggg &m@ D
980 PRINT®YOU! ARE CORRECT. 1748 IF 24=B THEN 1720 08 1F C6="v* THEN 248
946 RC=A(142 1720 24=0 2048 1F C4="R° THEN 2840
928 PRINTSMHAT ARE THE THO NUMBERS HHICH PRODUCED®; 5 1738 C2=R2-(1 028 PRINT* /7 TYPE THE MORD “VES' (R THE WORD ‘N0’ *
938 INPUT HL, H2 1748 GOTO 1670 28 GOT0 4960
1756 Ki=B2-6
948 IF NLCL THEN 930 fod t=oe 2648 PRINT*SEE 40U LATER. ®
958 IF Ho(1 THEN 999 1768 K3=K4-1 2358 EHD
220 1F 156 TiEN 990 mi kr,:?‘?_% RD@ D 20 FRINT
970 IF H26 THEM 996 1786 C1=C IHTCK2#RHD(B)41)H) . . .
968 GOTO 1010 1798 1F 25=0 THEM 1610 ggg g%wg HIN: RHOTHER GRAE":
998 PRINT®/// THE HUMEERS MUST BE EETHEEN 1 AND €. 1008 75=0
1680 GOTQ 929 1816 C2=R2-C1
1846 IF Ni=DL THEN 1656 1678 PRINT™MY GUESS 1S THAT THE NUMBERS ARE”;CL; "RND™;CZi CHRS(R);" *
1628 IF Ha=Di THEN 1678 1670 PRINT"AH 1 RIGHT OR HRONG";
1638 PRINTSORRY, THE MUMBERS RRE™; DL “ANDY; D2 CHR$(E): " " 1846 THPUT D8
1046 GOTD 468 1658 D§=LEFT$(DS, 1)
1858 IF N2=DZ THEN 1850 1968 TF DE="R" THEM 1988
1850 GOTO 1628 1870 IF DE="i* THEM 468
1678 1F Ni=D2 THEM 10% 1668 PRINT"/7/ TYPE THE WORD “RIGHT OR THE WORD “MRONG
1688 GOTO 1028 1999 GGT0 1630
1098 PRINT™VOU ARE CORRECT. " 1968 RID=R(DHT
1408 AAI=REL 1916 GOTO 489
1448 GOTO 408 1920 1F ACDORETHEN 1958
1476 J2=8 1930 1F J200 THEN 1420
4439 PRINT & 979, °PRESS RHY KEY TO CONTINUE"; 1948 GOT0 €19
1448 IF INKEYS =*° THEN 1149 1956 IF ACLIAC2)THEN 2068
1456 0L5 1966 FRINT
1466 PRINT™HY TURNL " 1975 FRINT™] WIN! RNOTHER GRHE®
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This program simulates the ltalian
game of Bocce also called “lawn
bowls” or just “bowls.”

The instructions starting at the line
1280 explain the game.

This is the four-ball version (Q=5).
Allowing more balls in the game
(raising Q) will increase central
processing time since the chances of
collision will rise and the resulting
position of each ball has to be recom-
puted. However, the delay is short and
we routinely play six to eight balls.
Increasing Q beyond 9 will require
redimensioning the arrays at line 80.

It is important to remember that the
object is to get closeto the jack and not
to hit it. Upon collision, the jack will
move off more quickly than a ball
because it is smaller and lighter. A
careless shot can turn a good game
into a disaster.

It requires some imagination to play
the game well. It goes best if you
imagine that you are standing at
coordinates 0,0 and are looking out
along the X-axis.

This game and the description above
were written by Victor Bendall of
Eastern Kentucky University. 1t
originally appeared in Creative Com-
puting, Jul/Aug 1977.

@
W 'n
o

BOCCE
COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTORN, NJ

cls
DO YOU MEED IHSTRUCTIONS? YES_

cls
IN THIS GAME YOU ROLL 4 BALLS SUCCESSIVELY AT R TARGET
BALL (CALLED A JACK). THE OBJECT IS TO GET THE BALLS AS CLOSE
TO THE JACK AS POSSIBLE.  THE BRLLS ARE 18 CH IN DIRFETER RID
ARE WEIGHTED SO THAT THEY ROLL IN R CLRVE. YOU WILL HAVE TO
ROLL THEM AT AN ANGLE YO THE LINE FROW YOU AT COORDIMATES 6,8
T0 THE JACK AT COORDINATES X, Y. R POSITIVE ANGLE HILL WRKE
THE BRLL CIRVE CLOCKHISE R MEGRTIVE ANGLE WILL HAKE IT CURVE
ANTI-CLOCKRISE. THE JRCK 1S 4 O NIDE AND WILL ROLL
STRAIGHT IF YOU HIT IT. BALLS HIT BY YOUR THROWN BRLL MAY
CURVE TN EITHER DIRECTION

HINT. TRY RN INITIAL VELOCITY OF 580 AMD AM ANGLE OF 18
PRESS ANY KEY TO CONTIME
cis
THE JACK 1S LOCATED AT 2624,-24

BALL 4

VELOCITY? 588
ANGLE? S6.

cls
BALL VELOCITY = 2. 87864
JACK AT COORDINATES 2624, 24
BALL 4 AT COORDINATES 2434, -495 IT IS 583 662 FROM THE JRCK

YECH! OVER 46 FEET AHAY!
SHORT RHD 70 THE RIGHT.

BAL 2
VELOCITY? 588
ANGLE? 58
cis

BALL VELOCITY = 2 67864
JACK AT COORDINATES 2624,-21.
BALL 1 AT COORDINATES 2434,-495 1T 1S

15 583. 662 JACK
BALL 2 AT COORDINATES 2434, 495 IT IS 583. 662

FROM THE

FROM THE JACK
YECH! OVER 16 FEET RHAY!

SHORT AHD 7O THE RIGHT.

BRL 3
VELOCITY? 528
ANGLE? 60..

cls
BALL VELOCITY = 2. 35858
JRCK AT COORDINATES 2624, ~24
BRLL 1 AT COORDINATES 2434,-495 1T IS 363.662 FROM THE JALK
BRLL 2 RT COORDINATES 2434,~495 IT 15 S63. 662 FROM THE JACK
BALL 3 AT COORDIRATES 2633,-535 IT 1S 567. 879 FROM THE JACK

YECH! OVER 16 FEET RHAY!
LONG RND TO THE RIGHT.

BAlL 4

VELOCITY? §
RNGLE? 5.
cls

BALL VELOCITY = 0760882

JALK AT COORDINATES 2624, -21

BALL 4 AT COORDINATES 2434,-453 IT IS 503. 662 FROM THE JALK
BALL 2 AT COORDINATES 2434,-495 IT IS 963.662 FROM THE JACK
BALL 3 AT CODRDINRTES 2633,-535 IT 1S 567.879 FROM THE JACK
BALL 4 AT COORDINATES ©,-1 1T 1S 2617. 88 FROM THE JRCK

YECH! OVER 85 FEET RilAY!
SHORT AND TO THE LEFT.

THE TOTAL DISTANCE OF ALL BALLS FROM THE JACK IS 503.662 CH
DON’T PLAY THIS GRME FOR MONEY!!

CARE TO TRY AGRIN? NO.
cis
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18 oS

28 PRINT @ 443, "BOCCE"

38 PRINT

48 PRINT TAB(7)"COPYRIGHT 1979 (RERTIVE COMPUTING HORRISTORN, HJ®
58 PRINT B 968,°";

68 IHPUT"DO Y0U NEED INSTRUCTIONS™; 1§

78 =5

88 DIM B!(9), BLIG), DI(D), V19, BIO), YU

98 IF LEFT$CIS, 1)="9" THEN GOSIB 1276

188 P11=3. 44159

118 518

128 521=8

138 f1=-48.3

148 Xi(1)=INT(Z0080+700+RND(B))

158 YA(1)=INT(288-468+RID(8))

168 CLS

178 PRINTTHE JRCK IS LOCATED AT™ Xi(4); CHR$(8); % % ¥A(L); CHRS(B);.*®
188 PRINT

198 FOR PU=2 10 &%

268 Ji=P%

218 GOSUB 928

228 NEXT P

238 FOR J7=2 T0 0

240 D1!=DLI4DICTD)

258 WEXT X

268 PRINT

278 PRINT®THE TOTRL DISTANCE OF ALL BRLLS FROH THE JACX I5%

288 PRINT DLl ®

298 1F D1!CQT2 THEN PRINT®HAGNIFICENT BOWLING! HHAT AN EVE!!®

388 IF DLICG/L2 THEN 370

316 IF DLIC2#Q02 THEN PRINT®EXCELLENT, BUT COULD BE BETTER *: GOTO 378
328 IF DAIQ#VI2 THEN PRINT"GOOD, BUT HEEDS SOHE IHPROVEMENT. ®: GOTO 378
330 IF DLI<6#@42 THEN PRINT*FAIR - YOU HEED KORE PRACTICE. *: GOTO 378
348 IF DAII8=Q/12 THEN PRINT®POOR - TRY 70 BE HMORE COMSISTENT. *: GOTO 378
358 IF D1!<20+@02 THEN PRINT"YOUR GRHE NEEDS LOTS OF HORK °: GOTO 378
368 PRINT*DON‘T PLAY THIS GRIE FOR HOIEV!!®

3B FR -l 0@

388 BH(J)=B

398 BLI(JA)=8

480 D! (J2)=8

448 ¥1(J)=8

428 X!1{J)=8

438 YI(J7)=8

448 NEXT JZ

438 PRINT

468 INPUTCARE T0 TRY RGRIN";¥$

478 PRINT

488 IF LEFT$(YS, 1)="y" THEN 118

498 GOTO 1438

580 Kix=-28

548 IF Ji=1 THEN K14=8

528 AL1=A12C05(B (T )HKIALOS((PL /2)4BI (N

530 A2'=RUSINGB! (JU)+KAZASINC(PL! 722)4B1 (J2))

540 $3!=¥H(IA)HC0S(B! (T))% 85+, 25E-83sAd!

538 54!=1 (JO#SIH(B! (J))% 83+1 20E-82¢2!

568 B! (IR)=RATHCCY (JX#SINGB! (J1))+R2! 2 85)/(V! (JH)+C0S(B! (JL))+AL!+. €3))
578 IF BL!(J/)(E THEN 541=-54!

388 §3i=54163!

598 S61=521454!

682 If Ju=t THEN 628

618 IF ABS(STI-RIC1))C7 AHD RBS(SA!-Y!<AN(7 THEN Ki=Li: GOSUB 948
628 FOR k=2 T0 |

638 IF K/=T4 OR RI(KD=8 THEH 658

648 IF ABS(SS!-K!(KA))(18 RID ABS(S6!-YI(KZ))18 THEN GOSUB 858
658 HEXT KU

668 PRINT @ @, "BALL VELOCITY =" ¥I(J0)

678 IF Y1 (JZ)CRBS(R! % 85)THEN 738

688 VI(IA=VI(JU)+(A!x 83)

698 511=55!

768 521=56!

718 GOTO 588

726 GOTO 588

738 RUT=U !

240 YA(TD=V2II)4SE!

758 511=6

768 52!

778 $5i=8

788 S6!=6

7 FR L1 TO0 &%

888 IF VI(LDHABS(A!x 85)THEN J7=12%: GOTO 588
818 BI(L)=6

828 VI(L)=8

838 HEXT LY

848 GOTO 1078

838 B! (KA)=ATN(CYZ(KD-521 )/ (RAKA)-511))
868 PRINT CHR$C(D);

878 IF JU=1 THEN YUTDO=VI(IDA

888 YI(IA)=ABSCY! (JASIN(B! (JA)-BIKD))
898 VI (K2)=RABS(Y! (J2)#{0S(B! (J)-B! (KI)))
988 BHID=((PLI/D4BI(KD)

918 551=541

928 S6!=52!

938 IF Ki=1 THEN ¥i(KD=5+V! (KA

948 IF Ji=1 THEN V!(J2)=5¥!(J2)

958 RETURN
968 PRINTBALL®; (J2-1)
976 PRINT®——eer?

988 INPUT"VELOCITY™; V()

998 Y1(J=ABS(VILIL))

1088 IF V1(JZ)>1688 THEN PRINT®VELOCITY T0O HIGH *- GOTO 988

1818 IHPUT®RNGLE"; BL!(J%)

1628 CLS

1038 IF ABS(BL!(J4)))89 THEN PRINTRNGLE TOO BIG. *: GOTO 588

1848 PRINT

1658 B! (JA)=RBSCB!(JX)+PL1/188)

1068 GOTO 588

1678 PRINT*JRCK AT COORDINATES™; ¥/(1); CHR$(8); ™ ™ Va(L); CHR§(B); " *
16888 FOR =2 T0 P

1699 D!=( SARC(YA() YA 2+CRUL-RUHINI2)-7

1168 D! (HAO=D!

1418 IF D<@ THEN DICHN)=8

1120 PRINT"BRLL"; (MZ-1); "RT COORDINATES®; Xu(HA); CHR$(8); ° ™5 VAU
4939 PRINT *IT 15% DICHA); "FROH THE JACK®

1148 NEXT WX

4158 PRINT

1468 IF D!(PZ)<10 THEN PRINT TAB(45); "EXCELLENT SHOT! *;: GOTO 1216
4478 IF D' (PZ)<28 THEN PRINT TAB(15); "GO0D SHOOTING! ®: GOTO 1218
1189 IF D!(P2)(3B THEN PRINT TRB(AS); "NICE TRY !®;: GOTO 1218

1198 1F D!(PZ)>508 THEN PRINT TRB(S); “VECH! OVER"; INTCD! (PZ)/38.48)
4209 IF D}(PZ)>568 THEN PRINT'FEET RIRY!"

1248 IF X(PIKICLTHEN PRINT™LONG ARD %

1228 1F WCPLOUCLTHEN PRINT™SHORT RID %

1238 TF YZPZYWZCATHEN PRINT®T0 THE LEFT.*

4248 IF YRR THEN PRINT™TO THE RIGHT. *

1259 PRINT

1268 RETURN

127 4s

1289 PRINT®IN THIS GREE YOU ROLL™; 67-4; "BALLS SUCCESSIVELY AT A TARGET®
1290 PRINT"BALL (CRLLED R JACK). THE OBJECT IS TO GET THE BRLLS RS CLOSE®
1388 PRINT®TO THE JACK RS POSSIBLE.  THE BRLLS ARE 18 CM. IN DIRMETER AND®
1318 PRINTARE WEIGHTED SO THAT THEY ROLL IN A CLRVE VOU HILL HAVE T0°
1378 PRINT®ROLL THEM AT AN RNGLE TO THE LINE FRON YOU RT COORDINATES @, 8"
4338 PRINT*TO THE JRCK AT COORDINATES X.¥. A POSITIVE RNGLE HILL HAKE®
1348 PRINT*THE BALL CURVE CLOCKMISE. R MEGATIVE ANGLE WILL MAKE IT CLRVE®
1350 PRINT"ANTI-CLOCKWISE. THE JRCK IS 4 CH HIDE RMD HILL ROLL®

1368 PRINT"STRRIGHT IF YOU HIT IT. BRLLS HIT BY YOLR THROMN BALL MAY"
1376 PRINT"CURVE IN EITHER DIRECTION ®

1368 PRINT

4399 PRINT"HINT. TRY AN INITIAL VELOCITY OF 508 AHD AN ANGLE OF 10.°
1468 PRINT 8 979, "PRESS AHY KEY TO CONTIRUE®;

1418 1F TNKEYS ="" THEN 146

1428 RETURN

1438 B8O
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A Boga is a bogus animal or mythical
beast in the Hurkle family. Like a
Hurkle, the Boga hides on a grid with
dimensions up to16 by 16. It sends out
clues that tell you which direction to
move from where you are to whereiitis.
However., one major difference
between a Boga and a Hurkie is the
Boga is also seeking you out at the
same time you are looking for it. You
don't have to tell it which directions to
go after each of its guesses to get
closer to you. it apparently has a very
good nose and can tell on its own.
However, it plays fairly and gives you
the first guess, and then it takes its
guess. Guesses continue alternately
until one or the other, human or boga,
find the opposing player. At the begin-
ning of the game, you may printout the
grid if you wish to make your guessing
job slightly easier. Remember, direc-
tions in this game correspond to the
diagram; that is, north is up and east is
to the right.

This game was created by David
Strickler.

BOGR 11
COPYRIGHT 1979 CRERTIVE COMPUTING HMORRISTONN WJ
cls
DO YOU NEED INSTRUCTIONS? VES.
cis

THE BOGR IS HIDING ON A GRID (Y0U SPECIFY THE LENGTH
D HIDTH).  TRY TO GUESS HIS POSITION USING THE HINTS
1 GIVE YOU. ERCH GUESS IS THO NUMBERS SEPARATED BY
A COMMA.  PLEASE KEEP IN MIND THAT THE BOGR IS RLSO
SERRCHING FOR you!!!t
HOW BIG SHOULD THE GRID BE (42 MAXIMUM)? 18.

cls

1
81224567898
¥R EE kK k¥ ok ok %
ok ¥k kb k k& & ¥
kR kK ok ok ko k¥
¥k ok k ok kk k¥ ¥
FEE XX R ¥ K ¥ %%
ok k Kk k¥ ok ok ok % ¥
Xk kK ok ok ok k ok ok
¥k kX kk ok ok ok ok F ¥
Bk kR kb ok ok ok ¥ %
X kX k¥ ok ok % kX
* %k kK k ok X ¥k k % ¥

cls

CHOOSE YOUR POSITION? 4,7
THE BOGR PICKS HIS POSITION!

}— THE GRID

D W NA U B WD

ey

GUESS $1 27,7,
cis
YOU GUESSED 7, 7.
HE’S MORE TO THE WEST.
THE BOGA GUESSES 5, S.
GUESS # 2 7 7,5
cis

YOU GUESSED 7, 5.

HE’S HORE T0 THE WEST.
THE BOGR GUESSES 4 . 7.

THE BOGA GUESSED YOUR POSITION IN 2 GUESS(ES)!
THE BOGR MRS AT 7, 4.

DO YOU WANT TO PLAY AGRIN? YES
HOW BIG SHOULD THE GRID BE (12 MAXIMUM)? 5.

cls

812345
ISR EEE]
[ EEEER]
[ EXEE R
[ EEE X"
IEEEEY ]
KKKk

I THE GRID

W B R e D

cls

CHOOSE YOUR POSITION? 2.4
THE BOGR PICKS HIS POSITION!
GUESS 8 i ? 5,5.

cls

YOU GUESSED 5 . S.

HE’S MORE TO THE NORTHWEST.
THE BOGR GUESSES 2. 2

GUESS # 27 2,2
cls

¥OU GUESSED 2, 3.

HE’S HORE T0 THE HEST.
THE BOGR GUESSES 2, 4.
THE BOGA GUESSED YOUR POSITION IN 2 GUESS(ES)!
THE BOGR WAS AT 2. 2.

DO YOU WANT TO PLRY RGRIN? NO.
cls
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16 CLS. PRINTB44Z, "BOGA I1I° 588 IF X2=X3 THEN 628
28 PRINT. PRINT TAB(?) "COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOMN, NJ® 598 1F X2>X3 THEN 628
36 CLERR 268: PRINTEDEG, “®;: IMNPUT “DO YOU NEED INSTRUCTIQNS® If 683 PRINT “NORTH";

48 IF LEFT$(1$,4)C"y" THEN CLS: GOTO 126
58 CLS: PRINT@29, “BOGA II": PRINT

68 PRINT * THE BOGR IS HIDING ON R GRID (YOU SPECIFY THE LENGTH®
78 PRINT “AND WIDTH). TRY TO GUESS HIS POSITION USING THE HINTS®

89 PRINT *I GIVE Y0, EACH GUESS IS THD NUYBERS SEPRRRTED BY*
59 PRINT "R COMMRL  PLERSE KEEP IN HIND THAT THE BOGA IS ALSO®
168 PRINT "SERRCHING FOR YOU!!!1"

118 PRINT: PRINT

128 6

130 k=L

148 F=8

158 INPUT "HOH BIG SHOULD THE GRID BE (12 MAXIHUM)®;G

163 IF ©12 (R GCL THEN PRINT: GOTO 458
178 56

169 REH: PRINTS THE GRID

198 015

209 Ag=""

210 IF 6C16 THEN 278

228 FOR ¥=18 10 6

28 Y=INTO/A0)

248 REAPICHRECKEHE) *

258 HEXT X

268 FRINT TABC25):R8

278 R§="

289 F(R %8 T0 G

299 KI=K-INTCX/10)+40

200 RI=AFCHRECLHE) ©

318 HEXT &

326 PRINT TRB(S); A

178 f4="

248 FOR %<8 10

390 AE=REY *

368 HEXT X

378 FOR %0 70 6

269 FRINT USING *#4%%  PRINTIAB(S);RS
39 NEXT X

488 PRINTRINT(R/2+0)¥64+ 042510, CHRS(53); °
418 FOR TI=1 T0 2508 NEXT: CLS

428 HL

43 TNPUT "CHODSE YOUR POSITION"; %1, ¥4
448 IF X6 OR RICB OR Y16 OR Y1( THEN PRINT: GOTO 438
450 FRINT *THE BOGR PICKS HIS POSITION!”

468 K2=INTCRID(BY4G)

478 Y2=INT(RD(BIG)

488 PRINT “QUESS 87K

498 TNPUT 3, ¥3: CLS

508 IF KDG OR K30 OR V36 OR Y3CB THEN PRINT: G0TO 488
548 K=K+

528 FeFid

53 IF K=18 THEN 1020

549 IF RBSCX-H2)4ABS(Y3-Y2)=0 THEN 1668

55 FRINT "YOU GUESSED™G". Y2 CHR¥(8); °. °

569 PRINT

578 PRINT "HE'S HORE T0 THE ™

THE GRID®;

618 G070 630

€26 PRINT °SOUTH";

638 IF ¥2=Y3 THEN 690

640 IF Y2OU3 THEN 678

639 PRINT "WEST";

668 GOTO 698

678 PRINT "ERST";

£88 REM: LINES 708-978 AND 1118-1150=BOGRS GUESSING FORMULA
698 PRINT® *: IF H=0 THEN 728

788 Y4=INT(. 5+5)

718 Y4=INTC 548)

726 PRINT "THE BOGR GUESSES"X4", "v4; CHR$(8); " °
738 U=t

748 PRINT "

758 Q=ABS(Y-Y4)+ABS(K1-X4)

768 IF 0=8 THEN 978

776 H8

768 IF v4=y1 THEN 878

798 fi=1

808 IF ABS(Y4-¥1)(2 THEM 828

840 GOSUB 1129

828 IF Y4(¥1 THEN 858

838 Y4=INT(ABS(Y4-R))

848 GOTO 678

858 Y4=INT(RBS(Y4+R))

868 IF ¥4XG THEN 1099

870 IF Xd=X1 THEN 968

688 A=

898 IF RBS(R4-X1)(2 THEN 518

988 GOSUB 4426

916 IF X4<X4 THEN 948

928 X4=INT(RBS(X4-A))

938 GOTO 968

948 R4=INT(RBSCH4+R))

958 IF X4>G THEN 1110

968 GOTO 488

978 PRINT “THE BOGA GUESSED YOUR POSITION IN°U"GUESS(ES>!®
988 PRINT

999 GOTO 1@40

1088 PRINT "Y0U GUESSED THE BOGR’S POSITION IN*F"GUESSCES)!"
1848 PRINT

1628 GOTO 1648

1636 PRINT “YOU USED UP ALL OF YOUR GUESSES. "
1046 PRINT "THE BOGA WAS AT"X2", "¥2; CHR$(8); " *
1858 PRINT

4868 INPUT °DO YOU WANT TO PLRY RGRIN:Q$
4070 IF LEFT$(Q$, 1)="y" THEN 128

1888 GOTO 1148

1098 Y4=. S+

1168 GOT0 o7

1118 X4= 546

1128 A=2

1138 RETURN

1148 END
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Bombrun

cls
Bomb Run is an extremely accu- SRR
rate simulation of an aircraft drop- ELAPSED TIME. ... .. 6 SECONDS VELOCITY.. .. .. 746. 899 FT/SEC
ping a bomb on a very small target. PRESENT ANGLE..... LEVEL B DEG ALTITUDE. ........ 148, 824 FEET
i ; RESULTANT ANGLE... 6 DEG LEVEL DISTANCE FROM SITE.. 4588 FEET
You may specify whether the aircraft e ¢ 6249 SEC

is climbing, diving, and the angle in
degrees. You may specify speed in HAINTAIN RESULTANT ANGLE? YES_ STANDING BY.
feet per second; you may also

. . . cls
specify at what point you wish to ~ — T
drop the bomb. The program gives . ...cccooi il e e
ELRPSED TIME. ... @ SECONDS VELOCITY. .. ... :
you four passes over the target. PRESENT ANGLE. . LEVEL 6 DEG ALTITUDE. ........ 118 824 FEET
A perfect hit is possible but RESULTANT ANGLE. @ DEG LEVEL DISTANCE FROM SITE. 4508 FEET
extremely difficult to achieve. A hit ETR ... 6. 8249 SEC
within 300 feet of the target is RIRSPEED? 200
considered “threatening” while hits e
outside of that range may be consid- ols ———————
ered a negative commentary on your .l
knowled f ics. ELAPSED TIME. ... .. 1 SECOND VELOCITY.... ... 960, @88 FT/SEC
oThi S gfo physics. inall . PRESENT ANGLE . . LEVEL © DEG ALTITUDE......... 118 821 FEET
_program was originally writ- RESULTANT ANGLE... @ DEG LEVEL DISTANCE FROM SITE... 3788 FEET
ten by Jim Prelesnik. ETR............. 4.6258 SEC

This program uses TRS-80 graph-

. . BOMB COMMAND? STAND BY.
ics which do not reproduce well on a

N . i

line printer. Therefore the sample run @8 =

does not give a true representation of e
he program. T nly wa i ELAPSED TIME. . ... 1 SECOND VELOCITY. .. . .. 800, 868 F
th rparggcan be Prel oa y r ayt éhs PRESENT AMGLE. .. . LEVEL @ DEG ALTITUDE ........ 148. 824 FEET
p g . uly appreciated Is RESULTANT ANGLE. .. @ DEG LEVEL DISTANCE FROM SITE... 3788 FEET
torunit. ETA. ... .. 4. 6258 SEC

MRINTAIN RESULTANT ANGLE? NO.  STANDING BY.

cls
ELAPSED TIME.. .. 4 SECOND VELOCITY........ 800888 FT/SEC
PRESENT ANGLE. .. .. LEYEL 8 DEG ALTITUDE ........ 148. 821 FEET
RESULTANT ANGLE... @ DEG LEVEL DISTANCE FROM SITE... 3780 FEET
ETR .............. 4. 6258 SEC

BOMB RUN
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ
‘CLIMB/DIYE’ COMMAND? CLIMB, 16.

cls
DO YOU NEED INSTRUCTIONS? V. cls
o —————
YOU HAVE THE OPTION OF MAKING FOUR PASSES OVER THE TRRGET e s
HITH THE ARILITY TO DROP A BOMB ONCE DURING EACH OF ELAPSED TIME....... 1 SECOND  VELOCITY........ 860 662 F1/SEC
PRECENT ANGLE. ....LEVEL 6 DEG ALTITUDE. . ...... 118 821 FEET

THESE PASSES. ALTITUDE CHANGES MAYBE MADE THROUGH THE
‘CLIMB/DIYE’ COMMAND BY PRINTING ‘CLIMBY OR ‘DIVE’, FOL- RESULTANT ANGLE. .. @ DEG LEVEL DISTANCE FROM SITE... 3760 FEET

LOWED BY A COMMA AND THE DESIRED RNGLE (IN DEGREES). NEW ETR.....o 4. 6258 SEC
VELOCITIES (RANGING FROM 388 TO 986 FEET PER SECOND) MAY

BE INPUT AFTER THE ‘AIRSPEED’ QUESTION MARK.  “CLIMB/DIVE” RIRSPEED? 668

ANGLES, VARYING FROM 8 TO 45 DEGREES, WILL ADD AS SPEC- ols

IFIED BY “CLIMB” OR “DIVE’ COMMANDS TO YIELD A MET INCLIN-
ATION/DECLINATION ANGLE BETWEEN @ TO 68 DEGREES, cLIMBING o
OR DIVING. A MINIMUM ALTITUDE OF 488 FEET MUST ALSO BE

HAINTAINED.  WILLFULLY EXCEEDING ANY OF THE MAX. /MIN. SPECS s T > Sconbe  veLocITv o8, BB FT/EC
HILL RESULT IN THE CRASH OF YOUR BOMBER ALSO, A BOMB PRESENT ANGLE. . CLINE 16 DEG ALTITUDE .. 273 089 FEET
PRESS ANY KEY TQ CONTINUE RESULTANT ANGLE 1@ DEG CLIMRING DISTANCE FROM SITE... 3489 FEET
cls ETR ..., 5. 2618 SEC
COMMAND OF ‘DROP’ DURING A DIVE MILL GIVE YOUR BOMB AN
INITIAL DOWNWARD YELOCITY, SHORTENING THE DROP TIME, AS A BOMB CONMAND? DROF_
‘CLINE" COMMAND NILL LENGTHEN THIS TIME. THE BOMB MWILL BE ols
LAUNCHED IMMEDIATELY FOLLOMING THE MOST RECENT STATS’ READ-
OUT UPON “DROP* COMMAND. AHD HILL BE HELD FOR FURTHER : » :
POSITIONING INFORMATION UPON THE COMMAND /STAND BY- THE ...
TARGET 1S 1 FOOT IN DIAMETER  GOOD LUCK!
PRESS ANY KEY TO CONTINUE et e e e e
cls ELAPSED TIE. ... 2 SECONDS VELOGITY........ 600, 830 FT/SEC
..... PRESENT ANGLE. ... CLIMB 1@ DEG FLTITUDE......... 223 089 FEET
TR U RESULTANT ANGLE 10 DEG CLIMBING DISTANCE FROM SITE .. 3189 FEET
ELAPSED TIME. ... .. @ SECONDS VELOCITY... ... . 746,899 FT/SEC  ETA.... ... . . 52618 SEC
PRESENT ANGLE... .LEYEL © DEG ALTITUDE. . .. . 148 821 FEET
RESULTANT ANGLE. .. @ DEG LEVEL DISTANCE FROM SITE. . 4586 FEET  BOMB DROPPED.
ETA. ..o 6. B249 SEC TIME TO ESPLOSION.. & 16732 SECOMDS
BOME COMMAND? STAND BY.
cis cls
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L3ter in

ELAPSED TIME. ... .. 660. 868 FT/SEC
PRESENT ANGLE. . .. CLIMB 1@ DEG ALTITUDE......... 223. 003 FEET
RESULTANT ANGLE 1@ DEG CLIMBING DISTANCE FROM SITE. .. 2109 FEET
5. 2618 SEC

THE BOMB LANDED 4716. 83 FEET BEYOND THE TARGET’S CENTER.
YOU HAVE THUS FAR COMPLETED 4 RUN. WOULD YOU LIKE TO
MAKE ANOTHER PRSS? N_

DURING YOUR 1-PASS BOMBRUN, YQOU FAILED TO EVEN

THREATEN THE TARGET WITH A HIT. BETTER LUCK NEXT TIME

LOOK OVER THE PHYSICS LAWS GOVERNING FALLING BODIES.
AND RETURN TO PLAY RGRIN SOON.

cis

48 CLS: CLEAR 500 (R$=STRINGS(S, 140)+CHRE(143)

20 F§=" 48 95°

38 PRINTE412, “BOME RUW'

49 PRINT: PRINT TAB(7) "COPYRIGHT 1979 CRERTIVE COMPUTING HORRISTOMN, NJ*
50 PRINTBYEG, “*; - INPUT *DO YOU NEED INSTRUCTIONS"; I$

66 ¥o=3800

76 IF LEFT4(1$, 1)="y" THEN 88 ELSE GOTO 338

8B CLS: PRINT TAB(28); "BOMB RUN"- PRINT

9% PRINT “Y0U HAVE THE OPTION OF MAKING FOUR PRSSES OVER THE TRARGET"
108 PRINT "MITH THE ABILITY 7O DROP A BOMB ONCE DURING ERCH OF"

116 PRINT "THESE PASSES.  ALTITUDE CHANGES MAY BE MADE THROUGH THE"
420 PRINT “/CLIMB/DIVE/ COMMAND BY PRINTING ‘CLIMB R /DIVE’,FOL-*
126 PRINT ®LOWED BY A COMMA AND THE DESIRED ANGLE (IN DEGREES). NEW'
140 PRINT “YELOCITIES (RANGING FROM 208 TO 966 FEET PER SECOND) MAY"
156 PRINT "BE INPUT RFTER THE “RIRSPEED’ QUESTION MARK  ‘CLIMB/DIVE™®
166 PRINT "AHGLES, VARVING FROM 6 TO 15 DEGREES, WILL DD S SPEC-"
178 PRINT "IFIED BY ‘CLIME/ R 'DIVE’ COMMANDS TO VIELD A HET INCLIN-*
188 PRINT *ATION/DECLINATION RNGLE BETHEEN @ TC 68 DEGREES, CLRMBING®
199 PRINT "0R DIVING. A MINIMUK RLTITUDE OF 408 FEET MUST ALSO BE"
260 PRINT "MAINTRINED. WILLFULLY EXCEEDING ANY OF THE HAX /MIN SPECS®
M8 PRINT "HILL RESULT IN THE CRASH OF YOUR BOMBER  ALSO, A BOMB®
220 PRINT@S79, “PRESS ANY KEY TO CONTINUE®

230 IF INKEYS$="" THEN 238 ELSE PRINT @128, CHR$CZL);

248 PRINT “COMMAND OF ‘DROP/ DURING A DIVE WILL GIVE YOUR BOMB AN"

258 PRINT *INITIAL DOMMMARD VELOCITY, SHORTENING THE DROP TIME. AS A"
268 PRINT “/CLIMD/ COMMAND WILL LENGTHEN THIS TIME  THE BOMB WILL BE"
270 PRIMT “LAUNCHED IMMEDIRTELY FOLLOWING THE MOST RECENT ’STRTS” RERD-"
200 PRINT “0UT UPON ‘DROP/ COMYRND, AND WILL BE HELD FOR FURTHER®

299 PRINT "POSITIONING INFORMATION UPON THE COMMRND “STRND BY  THE®
360 PRINT “TRRGET 1S 4 FOOT IN DIRMETER  GOOD LUCK!®: PRINT: PRINT
240 PRINT@979, "PRESS ANY KEY TO CONTINUE";

328 IF DMKEY$="" THEN 320 ELSE (15

336 CLS: 24-1600

348 Z2=1688

158 73-1000

368 24=1000

776 PRINTR44E, STRINGH(64,176): PRINTB448, CHR$(188); CHRE(151); CHRE(1E8);
2680 R=R#{

2598 Wi=0

408 ¥e=0

416 13=6

420 W4=6

438 T=8

448 AL=6

438 A=0

468 Y1=RID(®

478 Y=V1x1800

489 IF Y(300 OR Y2980 THEN 468

499 Y1=RHD(BY

508 Y=Y1+580

516 IF Y<108 THEN4SS

528 ¥=4500

928 E=X/Y

548 GOT0 1248

550 =0

368 He=p

578 W3-8

588 W=

599 PRINTEBZ2, "BOMB COMMAND®; CHR$(31):

€68 INPUT C§

618 1F LEFT$(CS, 1)="5" THEN 628 ELSE IF LEFT$(CS, 1)="D" THEN 1628

628 PRINT@BE4, "STRNDING BY. "5

638 GOTO 678

648 A=R-fil

658 1=T-1

668 GOTO 748

670 PRINT@B32, “MAINTAIN RESULTANT ANGLE™;

680 INPUT P¥

698 IF LEFT$(PS, 1)="H" THEN 780 ELSE IF LEFT$(PS, 1)="¢" THEN 1638

760 PRINTE832, “/CLIMB/DIVE’ COMMAND™; CHR$(31)

718 IHPUT A, AL

728 TF A48 THEN 738

728 IF A115 THEN 798

748 GOTO 858

758 PRINTBB2, “ANGLE INPUT MUST BE FOSITVE.  IF NECESSARY, CHANGE THE"
769 PRINT "/DIVE’ COMMAMD TO “CLIMB’, OR VICE VERSR ¥

778 FOR 1=1 TO 2088 NEXT: PRINT@S32, CHR¥(3D

788 GOTO 706

796 M=+l

808 IF Wi=2 THEN 2218

16 PRINTES32, “YOUR BOMBER CAMNOT TOLERATE THE STRESS CRUSED BY ANGLE"
§20 PRINT *INPUTS EXCEEDING 45 DEGREES. RECOHSIDER YOUR CHOICE °

818 FOR I=1 TO 2000: NEXT: PRINT@S32, CHR$(3L)

846 GOTO 700

858 IF LEFT$(RS, 1)="C" THEN 878

868 Al=-fil

878 R=R+AL

888 IF AC-68 THEN 918

898 1F AX6H THEN 988

98 G010 1960

918 He=li2+l

926 IF H2=2 THEN 2230

930 PRINTEB22, "YOUR PRESENT ’DIVE’ COMMAND WILL EXCEED THE MAXIMWM RE-"
94 PRINT "SULTRNT DIVE ANGLE OF 68 DEGREES, CRUSING AN IRREVERSIELE®
958 PRINT °NOSEDIVE. RECONSIDER YOUR CHOICE "

969 FOR I=1 TO 2560: NEXT: PRINT@E32, CHRE(ZD

978 GOTO 648

980 WB3=H2+

996 IF W3=2 THEN 2290

1686 PRINTAE32 "YOUR PRESENT /CLIMB’ COMMAND WILL EXCEED THE MARIMUN RE-"
1610 PRINT "SULTANT CLIMB ANGLE OF 60 DEGREES. CAUSING YOUR EMGINES®
1628 PRINT "TO FAIL AND YOUR PLANE TO CRASH  RECONSIDER YOUR CHOICE™
1626 FOR 1=1 TO 2508: MNEXT: PRINT@S32, CHR$(2L)

1646 GOTO 648

1850 REM

1860 PRINTE832, "RIRSPEED™; CHR$(31);

1878 INPUT V

1080 IF V0998 THEN 1118

1698 IF V(309 THEN 1158

1169 GOTO 1210

1446 PRINTEE32, “YOUR BOMBER ISH’T CAPRBLE OF ATTAINING THAT VELOCITY.™
4126 PRINT "INPUT AN AIRSPEED LESS THAHN 988 FEET PER SECOHD. ™

1130 FOR 1=t 70 2080 NEXT: PRINTGBI2, CHR$(3D)

1148 GOTO 1060

1158 Wa=hidet

1168 IF W4=2 THEN 2330

1478 PRINTES32, "IF YOUR VELOCITY ISN‘T INCREASED IMMEDIATELY, YOUR BOMBER®
1468 PRINT “HILL FALL TO EARTH AMD BE DESTROYED. ™

4198 FOR 1=4 TO 2080 NEXT: PRINT@B32, CHR$(31)

1285 GOTO 1660

1218 T=T+L

1220 B=Rs3. 14159/188

4238 Y=Y4EINGE)

1248 IF Y>16 THEM 1218

1258 5=+

1268 1F WO=2 THEN 2379

1276 PRINT@S32, “IF YOUR ALTITUTE ISN‘T INCRERSED IMHEDIATELY TO A MIN-"
1288 PRINT "IMUN OF 169 FEET, R CRASH IS LMMINENT.";

1299 FOR I=1 TO 2088 NEXT: PRINTEE32, CHR$(21)

13898 GOTO 648

1316 X=X-¥4C05¢E)

1328 1F K(=8 THEN 2420

1338 E=X/(WL05(B))

1348 IF HOT(T=1) THEN 1378
1358 PRINT@SL2, “ELAPSED TIME . ...
1368 GOTO 4388
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1378 PRINTESL2, %5 - PRINT USING "ELAPSED TIME ..... &% SECONDS™; T
1368 IF HOTCAL=8) THEN 1449

1398 PRINT@S?76, "PRESENT ANGLE .. .LEVEL 8 DEG”

1468 GOTO 1458

1418 IF A$="CLIMB" THEN 1448

1428 FRINT@S?6, ™“;: PRINT USING “PRESENT ANGLE...... DIVE #8 DEG™ -AL
1430 GOTO 1458

1448 PRINTES?76, ™" PRINT USING "PRESENT ANGLE ... .CLIMB 8% DEG™:AL
1458 IF RO THEN 1490

1468 IF A9 THEN 1510

1478 PRINT@648, "RESULTRNT ANGLE... @ DEG LEVEL"

1489 GOT0 1328

1498 PRINTB648, “°5: PRINT USING "RESULTRNT ANGLE.. #4 DEG DIVING™ ~fd
1568 GOTO 4528

1510 FRINTBE48, "* : PRINT USING "RESULTANT ANGLE #% DEG CLIMBING™R
1528 PRINTES44, %5 PRINT USING "VELOCITY........ 488 888 FT/SECH Y
1538 PRINTGEG8, " PRINT USING “ALTITUDE........ HREE H FEET™; Y
1548 PRINT@672, "%« PRINT USING “DISTANCE FROM SITE... B888 FEET™ %
1538 PRINTEO0, STRING$(E, 32);

1568 AE=INT(7-INT(Y/100) YRE4+ INT(R/188)+L: IF 8X(B THEN 1588

4578 PRINTEXX, CR$: - 00=)X: GOTO 1660

4588 PRINTELS, "YOUR RIRCRAFT 1S OFF OUR RADAR®- FOR TI=4 TO 1568 HEXT
1596 PRINTE®, CHR$(3D)

1683 PRINTG784, “"; - PRINT USING "ETA............... B4, B4 SEC™E
1646 PRINT

1628 G010 538

1638 PRINT@832, “BOMB DROPPED. *; CHR$(31)

1648 T3=(SARU(VASTHIBY L 2464, 4#V)+YxSIN(BI/32 2

1658 PRINT “TINE TO EXPLOSION... © T3; "SECONDS™- X4=X

1668 X=R-HLOS(BMT3

1678 A=INT(X+168)/188

1680 ON ERROR GOTO 4738: IF KSXABS(XS) THEN XS=BS(¥D): OR=4

1698 FOR T1=8 10 T3 STEP . 3: AL=((22 HTI-ASINENL2-(VSTNGBNI 2)/64. 4
1786 DI=X4-¥+COS(BI*TI: AL=INT(AL/16): RL=AL/48: DI=INT(DI/108)

1748 AL=Y-AL+168: AL=AL/108: RESET(1+0D+2 24-0R¥3): SET(1+DI*2, 24-AL43)
1728 00=D1: OR=AL. NEXT: IF DIC@ OR ORCA THEN 4799 ELSE 1748

1739 RESUME 1720

1740 OD=DI1¥2+1: 0R=24-AL¥3: SET(OD, OR-1): SETCOD+4, 0R-1)

1758 SETCOD+L, 0R): SETCOD, 0R-2): SET((D+2,08-2)

1768 SETCOD+2, 0R): SETCOD, OR): FOR XS=1 TO 48: NEXT

1778 RESET(OD, 0R-1): RESET(OD+L, 0R-1): RESET(OD+1,0R): RESET(OD, 0R-2)
1788 RESET(OD+2, 0R~2): RESETCOD+2, 0R): RESET(OD, OR)

1798 IF X(-.5 THEM 1830

1868 IF 0.5 THEN 1638

1810 PRINTE832, "CONGRATULATIONS, YOU SCORED R PERFECT HIT.®

1820 GOT0 2458

1636 PRINT@822, "THE BOMB LANDED";-X: "FEET BEYOND THE TARGET’S CENTER “
1848 GOTO 1860

185 PRINT@822, “THE BOMB LANDED™; % "FEET IN FRONT OF THE TRRGET’S CENTER *
1868 IF R=1 THEN 1968

1878 IF R=2 THEN 1920

1888 IF R=3 THEN 1948

1898 IF R=4 THEN 1960

1989 74=ABS(N)

1910 G070 2488

1528 Z2=AB5(X)

1538 GOTO 2508

1948 Z3=ABS(X)

1938 GOT0 2526

1966 Z4=RBS(X)

1978 Z4=240(1):22=248(2) : 23=240(3) : 24=216(4)

1988 FOR I=1 T0 4588: NEXT

1998 FOR #=1 0 4

2698 FOR Mi= 4 70 1 STEP-1

2618 IF 218(M<Z1801) THEN 24801=55

2620 TF M=l AND M=1 THEN 2048

2030 NEXT M

2848 NEXT M

20858 PRINT

2068 IF X3(= 360 THEH 2128

2676 CLS: PRINT "DURING YOUR®; R CHR$(8); “-PASS BOMBRUN, YOU FRILED TO EVEN®
2088 PRINT "THRERTEN THE TARGET WITH R HIT. BETTER LUCK NEXT TIME ®
2896 IF LEFTS(RS, 1)="H" THEN 2679

2188 GOTO 2468

2418 GOTO 2698

2428 CLS: PRINT "DURING YOUR®:R; CHR$(B); “-PRSS BOMBRUN, YOU MANRGED TO STRIKE®
2138 PRINT “HITHIN® ¥5; "FEET OF THE TARGET. ™

2148 PRINT

2158 IF R$="NO" THEN 2678

2168 PRINT "NOULD YOU LIKE TO RELORD AND PLAY AGRINT;

2478 INPUT RS

2486 IF LEFTS(R$, 1)="Y" THEN 2198 ELSE GOTO 2678

2198 R=0

2268 G0TO 338

2240 CLS. PRINT "YOU TORE THE WINGS OFF OF YOUR BOMBER BY EXCEEDING THE®
2228 PRINT "MAXIMUN ANGLE INPUT OF 45 DEGREES. NEWT TIME TRKE MY ADVICE ®
2238 K=

2248 GOTO 1970

2236 CLS: PRINT "THE STEEP DIVE ANGLE DESIRED CRUSED AN IRREVERISIBLE NOSE-*
2266 PRINT "DIVE, RESULTING IN THE DESTRUCTION OF YOUR BOMBER *

2278 H=1

2268 GOTO 1978

2298 CLS: PRINT “THE ENGINES OF YOUR BOMBER FRILED WHILE CLHMBING THE®
2308 PRINT "STEEP RNGLE INPUT DURING YOUR ANGLE COMMAND OPPORTUNITY. ®
2318 H=1

2326 GOT0 1970

2338 (LS. PRINT “THE VELOCITY OF YOUR BOMBER HARS INSUFFICIENT TO SUPPORT®
2348 PRINT "ITS MEIGHT, AND CONSEQUENTLY IT CRRSHED. *

2358 H=1

2368 GOTO 1978

2378 CLS: PRINT "YOUR BOMBER FRILED TO MAINTAIN THE LOH ALTITUTE YOU DE-°
2388 PRINT "SIRED AHD SOON CRASHED. *

2358 PRINT "BETTER LUCK MEXT TIME. ¥

2498 Het

2418 GOTO 1978

2428 (LS: PRINT “YOUR BOMBER JUST PASSED UP THE TARGET, AND NEEDLESS T0*
2438 PRINT "SAY, YOU NO LONGER THREATEN ITS EXISTRME °

244G PRINT

2458 IF R=2 THEM 2586

2460 IF R=3 THEN 2528

2478 IF R=4 THEM 1978

2488 04="SECOND"

2496 GOTO 2338

2588 G$="THIRD"

2518 GOTO 2528

2528 (8="FOURTH AND FINAL®

2538 IF RO1 THEN 2578

2548 PRINT "YOU HRVE THUS FAR CONPLETED 4 RUN WOULD YOU LIKE T0°

2558 PRINT "MAKE RHOTHER PRSS™:

2568 G070 2598

2578 PRINT "YOU HAVE THUS FRR COHPLETED™: R; "RUNS. KOULD YOU LIKE 70 *
2380 PRINT "HAKE RNOTHER PRSS™:

2398 INPUT RS

2688 IF LEFT$(RS, 4)="Y" THEN 2616 ELSE IF LEFT$(RE, 1)="N" THEN 1978
2618 (LS

2628 FRINT "YOUR PLANE HAS CIRCLED, RND IS NON IN POSITION TO MAKE®

2638 PRINT “ITS *; Q% " PASS.": PRINT

2648 PRINT “ENTER “RETURN‘ WHEM YOU ARE RERDY.

2650 IF INKEY$="" THEN 2658

2668 (1S: G070 378

2678 PRINT: PRINT "LOOK OVER THE PHYSICS LAMS GOVERNING FALLING BODIES, "
2686 PRINT "AND RETURN TO PLAY RGRIN SOUN. "

2698 END
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Bridge-it is a two-player pencil and
paper logic game. One player is
represented by X's, the other by O's.
The X's and O’s are arranged in an
alternating grid pattern so that X's may
be joined to one another by a line
without crossing an O and O's may be
joined to one another without crossing
an X. The object of the game is for the
X’s to draw a line from the top to the
bottom of the board. The O's must
connect a continuous chain from the
right to the left of the board. Players
move alternately and may go any place
on the grid. Any two of your symbols,

either X's or O's, may be connected
together on a given move.

in this particular version of the game,
the computer is your opponent. The
computer plays the X’s and you play
the O's. The computer moves first,
which gives itavery slight advantage. if
you find it is too formidable an oppo-
nent you may wish to modify the
program to allow the player to move
first. At any point during the game you
may ask for a printout of the board and
see how the play is progressing.

This program was written by Michael
Kass, Miles Barel, and Alan Segal.

BRIDGE IT cls
COPYRIGHT 4579 CREATIVE CONPUTING MORRISTOMN, NJ 122345676 9548411213
ols B3 0x ¥ % % 2 %
DG ¥OU NEED INSTRUCTIONS? VES_ ¢ o 0 0 0 0 0
o % % % x 8 %
THE OBJECT OF THIS GAME IS FOR YOU T T DA
0 GO FROM THE LEFT s % % % % % %
COLUMN TO THE RIGHT COLUMN BY CONNECTING THE 07S. THE g0 o a o o o o
COMPUTER MUST GO FROM THE TOP TO THE BOTTOM BY CONNECTING 7 % % % % % %
THE %S, 60 0 0 0 0 0 9
YOU MAKE YOUR HOVES BY TYPING IN THE COORDINATES (X, ¥) OR s % % % % % ¥
(COLUMN, ROW> OF THE /07 YOU WISH TO MOVE FROM RFTER THE io0 0 o0 o o 0 @
COMPUTER TYPES: T %X X % X X X
YOUR MOVE FROM? 20.0 o 0 0 o0 ©
AND BY TYPING IN THE COORDINATES OF THE /07 YOU WISH TO MOVE 1% % % % % w

TO AFTER THE COMPUTER TYPES:

T07

PRESS ANY KEY TO CONTINUE
cls

¥OU CAN MOVE EITHER VERTICALLY OR HORIZONTALLY. BUT NOT

DIAGONALLY.

YOU CANNOT MOVE VERTICALLY IN EITHER THE FIRST

COLUMN OR THE THIRTEENTH COLUMN. THE COMPUTER WILL MOVE FIRST.

NOTE. ALL MOVES MUST BE ENTERED IN AS A TWO DIGIT NUMBER

SUCH AS:

82,84 (FOR 2,4 ETC.)

PRESS ANY KEY TO CONTINUE
cls

8 918 11 12 13

INVALID MOVE —— TRY AGAIN

1 MOVEFROM 4, 170 4, 3

cis
1 2 3 45 6 7 8 91401414213
13 X X X X k4 X
12 © 0 0 0 0 0 1]

[
>
=<
3
P
>
>

o0...0 0 0 0 0 0
X b4 S X X X

[\ C RN B v R B s R Ve
x
>
x
>«
x
x

2 0% X %X X X %
26 © © 8 © 08 0 ¢. 0.0 0o 0 0 0
4 % ¥ K X X X X% % X X R
wo o o o o o o YOLR MOVE FROM —-> 83,86  T0 —> 85,86
s % % % % % % I HOVE FROM 4, 170 4. 3
80 © 6 6 © 0 0 cls
7 % % & X % % 12345678 910111213
60 © © 0 ©6 0 0 3 0% % % % & X
5 % % X % xR 206 © © o6 © 0 0
40.0 0 0 0 0 0 1% % % % X X
3 %X % % X X X @0 © © 0 0 0 0
20. 0 6 ©0 0 0 0 5 % % X ¥ x X
1% % % % % % g6 © o 6 0 o 0O
YOUR MOVE FROM —-> 01,04 0 —-> 63,04 ;7 x % % & % %
1 MOVE FROM 2,1 T0 2,3 €60 o0.0.0 0 0 O
cis 5 X X X ® X b
12 2456 7 8 9161112 13 ¢d0.0 0 06 © o 0
2% X ®x % % X T X% % ¥ % X
20 ©0 6 0 0o o8 @0 26.0 0 0 © 0 0
4 0% % % g x % 10X % % % X X
o o0 © 0 0 © 0 YOUR MOVE FROM ---> 85,04 10 - 85,66
a % x % & % ¥ 1 HOVE FROM 6. 570 6, 7
20 © o o0 © o o cis
7 X % % X X ¥
§0 © o0 0 o @ ¢©
s x ¥ ¥ % X X
s0.0. 0 0 0 0 0
3 K X 8 X x %
20 o © 0 o o0 ¢
I%x % % % % X

YOUR MOVE FROM —--> 83,82

T0 ---> 83,084

I MOVE FROM 4, 2 T0 4., 5

cls
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cls

RO

X
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cls
2 3 45
¥ X
1} o
X ¥

XX
PO
8 %
oo
PO

0 0
¥ X

YOUR MOVE FROM ---> 9,88
la, 370 i@

I HMOVE FRrOM

cls

2

A X

X X

12

B
R SEN]

I~
B WSs g N D &

S
YOLR MOVE FROM ---> 87,86

I WMOVE FROM

0

0

2 3 45
X X
0 1]

.. 0 Q
X X

0 a
X

3 oy

7

¥ ¥

H X

0

0

T0 ~--> 67,88

6., 770 16, 9

cls

iz

cls

o ERBE
o o .
3 py
o o
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o o 4
* 5
o o
> ]
o o 5

0..0 0 0 a a ]
% X ¥ X X X

0 [y g 0 0 g 0
X X X X X X

YOUR MOVE FROM --—-3 85,12 T0 --~> 14,12

I MOVE FROM 8, 5T0 8., 79

cls
1 23 4 5 67 8 9181112 43
X X X X X
12 0 0 0 [ o ..0. 0
11 b X X X X X

[l STREVIR N < L RE N o]

=
w
X

g... 0 a 0 a 1} 0
X X X X X X
Q a g 0 [ 0 0
X ¥ X 4 b X
YOUR MOVE FROM --~3> 89,12 0 > 11,42
I WINTPIE

B LS U OY N O
=
>
40
=
P
>

cls

18 CLS. PRINTR444, "BRIDGE IT"

2@ PRINT: PRINT TRB(?) “COPYRIGHT 4979 CRERTIVE COMPUTING MORRISTOMN, NJ"
38 PRINT@I6@, ""; INPUT "DO ¥OU NEED INSTRUCTIONS"; I$

49 I=1-2

58 IF LEFT$(I$,4)="N" THEN CLS: GOTO 298

68 CLS: PRINT TAB(26); “BRIDGE IT"- PRINT

78 PRINT " THE QBJECT OF THIS GAME IS FOR YOU TO GO FROM THE LEFT®

88 PRINT "COLUMN TO THE RIGHT COLUMN BY CONNECTING THE 0°S.  THE™

9@ PRINT “COMPUTER MUST GO FROM THE TOP TO THE BOTTOM BY CONNECTING®

1686 PRINT "THE X’S. *

118 PRINT " YOU MAKE YOUR MOVES BY TYPING IN THE COORDINATES (X, ¥ OR"
120 PRINT "(COLUMN, ROW> OF THE 0° YOU WISH TQ MOVE FROM AFTER THE®

13@ PRINT "COMPUTER TYPES:"

14@ PRINT " YOUR MOVE FROM?"

150 PRINT “RND BY TYPING IN THE COORDINATES OF THE <0 YOU WISH TO MOVE"
168 PRINT "TO RFTER THE COMPUTER TYFES:"

17@ PRINT " TO?"

186 PRINTESTS, "PRESS ANY KEY TO CONTINUE":

19@ IF INKEY$="" THEN 198 ELSE PRINTGL28, CHR$(31);

208 FRINT "YOU CAN MOVE EITHER VERTICALLY OR HORIZONTALLY, BUT NOT®

218 PRINT "DIRGOMALLY. YOU CANNOT MOVE VERTICALLY IN EITHER THE FIRST"
228 PRINT "COLUMN OR THE THIRTEENTH COLUMN. THE COMPUTER WILL MOVE FIRST. *
230 PRINT

24@ PRINT "NOTE: ALL MOVES MUST BE ENTERED IN AS A TWO DIGIT NUMBER"

25@ PRINT “SUCH RS:"

268 PRINT » 2,84 (FOR 2,4 ETC. >

270 PRINT@S7S, “PRESS ANY KEY TO CONTINUE®;

286 IF INKEY$="" THEN 280 ELSE CLS

258 DIM X(28, 28>

368 DIM 0(28, 260

23



310 DIM T(2@,20)
320 FOR #=1 TO 13 STEP
338 FOR ¥=2 TO 12 STEP
348 0% ¥o=1
358 K{Y, X0=1
360 NEXT ¢

370 NEXT X

38@ CLS: PRINT TAB(L@); - FOR R=1 TO 43: PRINT USING "###": R
398 NEXT: PRINT: FOR A=12 TO 1 STEP -2: PRINT TRAB(8);
486 PRINT USING "## X"; A FOR Al=1 TO S: PRINT" X
41@ NEXT AL: PRINT: PRINT TAB(E); IF A=1 THEN 446
42@ PRINT USING "#% 0";f-1; . FOR Ai=1 TO 6. PRINT" 0v;
43¢ NEXT A1: PRINT

448 NEXT A

458 IF E{OS THEN 478

466 GOTO 2498

470 GOSUB 181@: REM COMPUTER MOVE

480 GOSUR 67@: REM COMPUTER WIN SUBROUTINE

490 IF E=5 THEN 458

390 GOSUB 248@: REM PLAYER WIN SUBROUTINE

518 PRINT@896, "YOUR MOVE FROM ---2 "; CHR$(38);

520 F=0: FOR X9=1 70 8 STEP -1

530 AS=INKEY$: IF As="" THEN Sz@

54@G F=F+VAL(A$I*1BLXS: PRINT R$s  NEXT X9: PRINT",";
550 G=8: FOR ®9=1 TO @ STEP -1

568 A¢=INKEY$: IF R$="" THEN 568

570 G=GHYAL(REIXLBIXNI- PRINT A NEXTXS

586 PRINT@928, "TQ ~--3 "; CHR$(38);

59@ F1=0: FOR X9=1 TO @ STEP -1

600 A$=INKEV$: IFA$="" THEN 680

616 F1=F1+VAL{A$I*160X9: PRINT A$; . NEXT X39: PRINT™ "
526 G1=0: FOR X9=1 T0 6 STEP -1

630 A$=INKEY$: IF A$="" THEN 638

540 G1=G1+VAL(ASIFLBIXS: PRINT RS NEXT X9

656 GOSUB 1598: REM ERROR AND CHANGE BOARD SUBROUTINE
666 GOTO 458

678 REM WIN SUBROUTINE ————mmwemme—

688 REM FIRST TEST

€90 FOR H=1 TO 11 STEP 2

7ea J=12

71@ IF OCH, J)=2 THEN V4@

7208 NEXT H

73@ GOTO 1600

746 FOR I=1 TO 14 STEP 2

756 J=2

766 IF 01, 1>=3 THEN 79@

776 NEXT 1

780 GOTO 1808

79 REM OTHER TESTS

898 J=J+2

818 IF J=12 THEN 978

€28 IF 0C(I, J)=3 THEN 9068

QI8 IF O¢I+1, J+1)=2 THEN 92@

840 IF 1-1<B THEN 878

50 IF 0(I-1, J-1>=2 THEN 958

360 IF RX(I+d, J+1)=2 THEN 926

a7 IF 1-1<0 THEN 1668

8@ IF X(I~1,J-1> THEN 928

898 GOTO 771

9680 J=J+2

i@ GOTO 818

2@ J=J

3G I=1+2

946 GOTO 81@

958 J=J

968 GOTO 16088

70 PRINT@S6G, 1 WIN!!!!Y; CHR$(20);

968 GOTO 24598

954 E=5

1861@ RETURN

1616 REM COMPUTER MOVE SUBROUTINE ---------

1620 B=B+1

1036 IF B> THEN 1088

1049 0¢1, 2)=3: PRINTEVEZ, CHRE(1433;

1058 PRINT@S68, "1 MOVE FROM 2,1 T0 2,3%;

1668 Bi=Ri+l

1679 IF Bi>1 THEN 1260

1886 FOR C=3 TO 11 STEP 2

188@ T(C, C+1)=1

1468 T(C-2, CHd=1

1418 GOTO ide@

PPy

1428 NEXT C

1438 T(2,2)=3

1148 T(7, 12)=2

115@ GOTO 1260

1168 FOR Q=C+2 70 12 STEP 2

1178 T(C-2, =2

1186 T(C-1, Q+l)=2

1196 T(C-1, @-1)>=2

1268 NEXT @

1218 FOR S=C 70 3 STEP -2

1226 T(C-1,5)=3

1238 T(C,5-10=3

1248 NEXT S

4258 GOTO 1420

1266 IF F>F1 THEN 1320

12va IF FOOFL THEN 1298

128@ IF G>G1 THEN 132@

1298 X=F

1368 v=G

1218 GOTO 1348

1328 X=F1

1338 v=G1

1348 IF T(X,¥)=@ THEN 1588

1358 IF FOFL THEN 1378

1368 ON T{X-1,Y+1) GOTO 1386, 1458, 1526

1278 ON T(X,¥)> GOTO 1388, 1458, 1520

13868 IF X=¥-1 THEN 1428

1390 0(X+2, ¥)=2: PRINTE(14-YOx64+15+(X+1)%3, CHRE(143);
1468 PRINT@368, "I MOVE FROM 5 X+% ™" ¥-4; "TO ™ X3 ™" V+ds
i41@ GOTO 1588

1428 0(X-2, ¥)=3: PRINT@(14-Y)#64+15+(X-3>43, CHR$(142);
1438 PRINTE968, "I MOVE FROM 5 X-1; *» " ¥=1; "TO "; X-Li " " Y+i;
1448 GOTO 1560

1450 IF X(X-1, Y+1)=3 THEN 1458

1468 K(X+1, Y-1)=2: PRINT@(1S-Y)*E4+14+X%2, STRING$(3, 140);
1478 PRINTE968, "I MOVE FROM ®; X+4; ™" ¥-L4 "TQ " X3 "% ¥-1;
1486 GOT01580

1498 0(X-2, Y+2)=3: PRINT@(12-Y)464+13+(X-3)*3, CHRE(143);
1500 PRINT@I6G, "I MOVE FROM 5 X-1" " Y+l "TQ % X-L4; ™" Y435
1519 GOTO 1588

1528 IF X(X-1,Y+1)=3 THEN 15680

1538 R(X-1, ¥+1)=2: PRINTG(AZ~Y)*64+14+(X-2)#3, STRING$(3,140);
1540 PRINTE96@, "1 MOVE FROM "; X-1; * " ¥+l "TO "5 X+d; * " Y+l
15568 GOTO 1588

1568 0(X, ¥)=3: PRINT@(14-Y)+64+15+(X-1>%3, CHR$(142);

1578 PRINT@966, "1 MOVE FROM "5 X+dy ™™ ¥-1 "TQ " X&ds "% ¥+is
1588 RETURN

1598 F=INT(F): G=INT(G): Gi=INT(GL): Fi=INT(F1)

1608 IF FOFL THEN 1658

1618 IF F=1 THEN 2088

1628 IF F=12 THEN 20068

1630 IF F1=13 THEN 2068

1648 IF G=G1 THEN 2660

1658 IF F/2=INT(F/2) THEN 2000

1668 IF F>43 THEN 2008

167@ IF G>12 THEN 2008

1698 IF G/2CCINT(GA2) THEN 2000

1698 IF FOINT(R)> THEN 2068

1780 IF FC4 THEN 2888

17168 IF G{1 THEN 2886

1726 IF F1/2=INT(F1/2) THEN 2086

1738 IF F41>13 THEN 2868

1748 IF G1>13 THEN 2808

1758 IF G1/2C0INT (G1/2) THEN 2080

41768 IF FACINT(FL) THEN 2000

177@ IF Gi<4 THEN 2088

1768 IF F=F1 THEN 1968

1798 IF G<OGL THEN 2600

1888 IF ABS(F-F1)<>2 THEN 2088: REM PRINT ERROR

1848 IF FOFL THEN 1868

1828 IF O(F, G)=2 THEN 2086

1838 IF OCF, G>=3 THEN 2808

1840 OCF, G)=2: PRINTE(14-G)+E4+14+(F-1>%3, STRING$(3, 140);
1858 GOTO 2478: REM RETURN

186@ IF OCF1.Gi)=2 THEN 2660

1876 IF OCF1,G15>=3 THEN 2080

1888 0CF1, G1)=2: PRINTE(14-GL)%64+14+(F1-1)%3, STRINGH(Z, 140);
1836 GOTO 2178: REM RETURN

1968 IF ABS(G-G1><>2 THEN 19@@: REM PRINT ERROR

1946 IF G>G1 THEN 1968

192a IF X(F-1,G+1>=2 THEN 2860

24



1930 IF X(F-1,G+1)=2 THEN 2060

194@ X(F-1, G+1)=3: PRINT@(13-G)*64+15+(F-2)*2, CHR$(143);
1956 GOTO 2470: REM RETURN

1960 IF X(F1-1,G1+1)=2 THEN 2008

1878 IF X(F1i-1, Gi+1>=3 THEN 2008

1986 X(Fi-1, G1+1>=3: PRINTB{43-GL)+&64+15+(F1-2:%3, CHR$(143);
195@ GOTO 2178: REM RETURN

2806 PRINTE836, "INVALID MOVE -- TRY AGAIN®; CHRE(28);
2616 FORA=1701068: NEXT

2820 PRINTE896, "YOUR MOVE FROM -—-> "; CHR$(38X:

2038 F=6: FOR X9=1 T0 @ STEP -1

2048 AF=INKEYS: IF Af="" THEN 2040

20858 F=F+VALCA$>*1BIXS: PRINT A$;  HEXT X9: PRINT™, ";
20660 G=0: FOR X9=1 TO 0 STEP -1

2076 As=INKEY$: IF R$="" THEN 2070

2000 G=G+VAL(AEIF1BIXS: PRINT R$;  NEXTXS

2090 PRINT@926, "TO -—> “; CHR$(3@);

2168 F1=8: FOR X9=1 TO @ STEP -1

2116 A$=INKEY$: IFA$="" THEN 2110

2128 FA=Fi+VAL{R$I41BIXS: PRINT A¢; - NEXT X3: PRINT™, *;
2430 G1=B: FOR X3=1 TO 8 STEP -1

214@ A$=INKEY$: IF A$="" THEN 2148

2458 Gi=G1+VAL(A$)*1BLKS: PRINT A$i NEXT %9

246@ GOT04598

2178 RETURN

2180 REM PLAYER WIN ROUTINE -==-w====-

2198 FOR H=1 T041 STEP 2

2208 1=12

2218 IF X(I,H)=3 THEN 2248

2228 NEXT H

2236 GOTO 2480

2246 FOR J=1 T0 44 STEP 2

2258 =2

2268 IF X(I, I>=3 THEN 229
2276 NEXT [

2288 GOTO 2488

2299 I=1+2

2368 IF =12 THEN 2448

2318 IF H(1, 1>=3 THEN 2308
K{I+L, J+#dd=2 THEN 2460
J-1<@ THEM 2368

@ IF X(I-1, I-1)=2 THEN 2428
¢ IF O(I+4, J+1)=2 THEN 2480
@ IF J-1(@ THEN 248@

78 GOTO 2z@a

2288 I=1+2

235@ GOTO 2360

2408 J=J+2

2416 GOTO 2360

2428 J=J-2

2420 GOTO 2306

2448 IF 0CL, 2)(>2 THEN 2488
2456 PRINT@968, "YOU WIN '!! CONGRATULATIONG!''®: CHR$(21):
2468 GOTD 249@

2478 E=%

2498 RETURN

2490 FOR XX=1 TO 2086:NEXT XX:END
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cis

#1 DRINK FROM CANTEEN #4 STOP FOR THE NIGHT
_ _ #2 AHERD MODERATE SPEED #5 STATUS CHECK

In this game of high adventure, your 43 RHERD FULL SPEED #6 HOPE FOR HELP

object is to travel 200 miles across the
; . ) YOUR CAMEL LIKES THIS PRCE.

great Gobi Desert. You're being chased THE PYGMIES HAVE CAPTURED YOU. CAMEL AND PEOPLE SOUP IS
by a tribe of knock-kneed pygmies. THEIR FRVORITE DISH 'it!!
You have one quart of water which will WANT A NEW CAMEL AND A NEW GAME 7 YES.
last you for six drinks; it may be cls
renewed if you find an oasis or, if you #1 DRINK FROM CANTEEN #4 STOP FOR THE NIGHT
are found by anothertraveller, you may i} 22523 "F’g[ing;iEgPEED :2 i;ﬁ;”iogHigfp
get an additional half-quart of water.
During your journey you encounter ail Y0U ARE IN THE MIDDLE OF THE DESERT AT AN ORSIS.
types of hazards such as sand storms, YOU HAVE TRAVELLED @ MILES ALTOGETHER.
wild Berbers and possible injuries to HHRT 1S YOUR COMMRND™ ‘C]s
your camel. #2. DRINK FROM CANTEEN #4 STOP FOR THE NIGHT

Warning: thisis avery hazardous and 2 AHEAD MODERATE SPEED #5 STATUS CHECK
addictive game. It is also very difficult ¥ AHEAD FULL SPEED #6 HOPE FOR HELP
to win. In ten piays of the game, the Y0l HAVE ARRIVED AT AN OASES —------- YOUR CAMEL IS
maximum dnstance we were able to FILLING YOUR CANTEEN AND ERTING FIGS.
travel was 159 miles, and in many cases YOUR CAMEL IS BURNING ACROSS THE DESERT SANDS.
we managed toc make only se Y0U HAYE TRAVELLED 6 MILES ALTOGETHER.

g 'ag only seven or HHAT 1S YOUR COMMAND? 3_
eight miles before one of the hazards ols
cag;gd our demise. . #1 DRINK FROM CANTEEN #4 STOP FOR THE NIGHT
is game was submitted by the 12 AHEAD MODERATE SPEED 85 STATUS CHECK

Heath Users Group. 42 AHEAD FULL SPEED #6 HOPE FOR HELP

YOUR CAMEL IS BURNING ACROSS THE DESERT SANDS.
YOU HAVE TRAVELLED 16 MILES ALTOGETHER

CAMEL WHAT IS YOUR COMMAND? 2_
COPYRIGHT 41979 CREATIVE COMPUTING MORRISTOWN, NJ cls
#1 DRINK FROM CANTEEN #4 STOP FOR THE NIGHT
§2 AHEAD MODERATE SPEED #5 STATUS CHECK
cls #3 RHEAD FULL SPEED #6 HOPE FOR HELP

DO YOU NEED INSTRUCTIONS? VES.
YOUR CAMEL LIKES THIS PACE.

os ———————— e WARNING -———--—-= GET A DRINK
HELCOME TO CAMEL. THE OBJEST IS TO TRAVEL THE PYGMIES ARE 16 MILES BEHIND vOU.
209 MILES ACROSS THE GREAT GORI DESERT. YOU HAYE TRAVELLED 18 MILES RLTOGETHER.
f TRIEE OF KNOCK-KNEED PIGMIES WILL BE CHASING YOU. MHAT 1S YOUR COMMAND? 1.
vOU MILL BE ASKED FOR COMMANDS EVERY SO OFTEN. cls
#. DRINK FROM CANTEEN #4 STOP FOR THE NIGHT
YU HAVE ONE GUART OF WATER WHICH WILL LAST YOU SIX DRINKS. §2 RHEAD MODERATE SPEED #5 STATUS CHECK
YOU MAVE RENEW YOUR WATER SUPPLY COMPLETELY AT AN ORSES. #2 AHEAD FULL SPEED #6 HOPE FOR HELP
90U GET A HALF A QUART IF FOUND BY HELP.
IF HELP DOES NOT FIND YOU AFTER COMMAND SIX, YOU LOSE. BETTER WATCH FOR AN OASES ' \»m
GOOD LUCK FND GOOD CAMELING *! HHAT 1S YOUR COMMAND? 4. { N "
PRESS ANY KEY TO CONTINUE ols w

cls
#4 DRINK FROM CANTEEN #4 STOP FOR THE NIGHT #1 DRINK FROM CANTEEN #4 STOP FOR THE NIGHT
#2 AHERD MODERATE SPEED #5 STRTUS CHECK 2 AHEAD MODERATE SPEED #35 STATUS CHECK
#3 AHERD FULL SPEED #6 HOPE FOR HELP 3 AHEAD FULL SPEED #6 HOPE FOR HELP
Y0U ARE IN THE MIDDLE OF THE DESERT AT AN ORSIS. YOUR CAMEL LIKES THIS PACE.
YOU HAYE TRAVELLED @ MILES ALTOGETHER. THE PYGMIES ARE 14 MILES BEHIND YOU.
WHAT IS YOUR COMMAND? 3. YOU HAVE TRAVELLED 37 MILES ALTOGETHER.

ols MHAT 1S YOUR COMMAND? 5-

cis
#1 DRINK FROM CANTEEN #4 STOP FOR THE NIGHT 41 DRINK FROM CANTEEN 44 STOP FOR THE NIGHT
2 AHEAD MODERATE SPEED #5 STATUS CHECK
42 AHERD FULL SPEED 46 HOPE FOR HELP 2 AHEAD MODERATE SPEED #5 STATUS CHECK
#2 AHEAD FULL SPEED #6 HOPE FOR HELP

YOUR CAMEL IS BURNING ACROSS THE DESERT SANDS.
YOU HAVE TRAVELLED 4 MILES ALTOGETHER.
HHAT IS YOUR COMMAND? 2_

YOUR CAMEL HAS 2 GOOD DAYS LEFT.
YOU HAVE S DRINKS LEFT IN YOUR CANTEEN.
YOU CAN GO @ COMMANDS WITHOUT DRINKING.

cis BETTER WATCH FOR AN ORSES !

#1 DRINK FROM CANTEEN #4 STOP FOR THE NIGHT WHAT IS YOUR COMMAND? 6.

#2 AHEAD MODERATE SPEED #5 STATUS CHECK cls

# RHERD FULL SPEED #6 HOPE FOR HELP #1 DRINK FROM CANTEEN #4 STOP FOR THE NIGHT
YU HAYE ARRIVED AT AN OASES ——--m—-= YOUR CAMEL 1S #2 RHEAD MODERATE SPEED #5 STATUS CHECK
FILLING YOUR CANTEEN AND ERTING FIGS. 3 AHERD FULL SPEED #6 HOPE FOR HELP

YOUR CAMEL LIKES THIS PACE.

YOU HAVE TRAVELLED 8 MILES ALTOGETHER. YOU DIED IN THE DESERT.

THE NATIONAL CAMEL’S UNION IS NOT ATTENDING YOUR FUNERAL!'!
WANT A NEW CAMEL AND A NEW GRME 2 NO_
26 cls

HHAT 1S YOUR COMMAND? 2.
cls




18 CLS. PRINT®443, “CAMEL"

20 PRINT: PRINT TRB(?7) "COPYRIGHT 1973 CREATIVE COMPUTING MORRISTOMWN, NJ®

38 PRINT@968, "";: INPUT "DO YOU NEED INSTRUCTIONS®": I$

4@ IF LEFT$CI4, 4>="N" THEN CLS. GOTO 180

58 CLS: PRINT TAB(3B); "CAMEL": PRINT

€0 PRINT " WELCOME TO CRMEL. THE OBJEST IS TO TRAVEL"

78 PRINT "28@ MILES ACROSS THE GREAT GOBI DESERT. "

98 PRINT "R TRIBE OF KNOCK-KNEED PIGMIES WILL BE CHASING vou. *
98 PRINT "YOU WILL BE ASKED FOR COMMANDS EVERY SO OFTEN.

188 PRINT

118 PRINT " YOU HAVE ONE QUART OF WATER NHICH WILL LAST YOU SIX DRINKS. "

128 PRINT "YU MRY REHEM YOUR WATER SUPPLY COMPLETELY AT AN ORSIS.®

139 PRINT "Y0U GET A HALF A GUART IF FOUND BY HELP. "

14@ PRINT "IF HELP DOES NOT FIND YOU AFTER COMMAND SIX, YOU LOSE. "
158 PRINT "GOOD LUCK AND GOOD CAMELING '!*

160 PRINT@979, "PRESS ANY KEY TO CONTINUE";

178 IF INKEY$="" THEN 178 ELSE CLS

180 PRINT "#1 DRINK FROM CANTEEN"; TAB(32); "#4 STOP FOR THE NIGHT"
198 PRINT "#2 AHEAD MODERATE SPEED"; TAB{(32); “#5 STATUS CHECK"
280 PRINT "#3 AHERD FULL SPEED"; TRB(32); "#6 HOPE FOR HELP"

248 PRINT

220 PRINT "YOU ARE IN THE MIDDLE OF THE DESERT AT AN ORSIS. *

220 GOSUB 1556

248 IF (3199 THEN 1850

208 Z2=2-1

260 IF Z=1 THEN PRINT "-—-m—o—mae HARNING -————m——— GET A DRINK®
278 IF 248 THEN 14598

288 P=P+1

290 X2=INT(10+RND(B)+2. 5)

3080 IF Q>@ THEN ses

318 IF P{4 THEN 388

320 C1=C14%2

328 IF C4<C THEN 370

348 PRINT "THE PYGMIES HAVE CAPTURED YOU. CAMEL AND PEOPLE SOUP IS"

3608 GOTO 1440

378 PRINT “THE PYGMIES ARE"; C-C4; "MILES BEHIND YOU. "
388 PRINT "YOU HAVE TRAVELLED"; C; “"MILES ALTOGETHER. "
398 PRINT “WHAT IS YOUR COMMAND™;

480 INPUT ¥

418 PRINTE256, CHR$(31);

420 ON ¥ GOTO 698, 498, 560. 638, 668

438 T=INT(18+RND(8))

448 IF T4 THEN 108@

450 PRINT "HELP HAS FOUND YOU IN A STATE OF UNCONSCIOUSNESS. *
468 5=3

478 Z=4

488 GOTO 248

450 F=F+1

508 IF F=8 THEN 1678

518 GOSUB 74@

528 X1=INTC1G+RND(@))

538 C=C+Xi

548 PRINT "YOUR CAMEL LIKES THIS PACE. "

556 GOTO 240

%8 F=F+3

578 IF F>7 THEN 1878

586 GOSUB 740

598 Xi=2KINT{18+RNDCB))

688 C=C+X1

610 PRINT "YOUR CAMEL IS BURNING ACROSS THE DESERT SANDS. "
6200 GOTO 248

638 PRINT "YOUR CAMEL THANKS you'®

640 F=@

658 GOTO 250

6608 PRINT "YOUR CAMEL HAS"; 7-F; "GOOD DAYS LEFT.

678 PRINT "Y0U HAVE"; S; "DRINKS LEFT IN YOUR CANTEEN. *
580 PRINT "YOU CAN GO"; 2; "COMMANDS WITHOUT DRINKING. *
690 S=5-1

768 IF 5¢8 THEN 1080

718 PRINT “BETTER WATCH FOR AN ORSES "

720 Z=4

738 GOTO 398

748 A=INT(108+RND(8))

758 IF AdS THEN 1668

76@ PRINT "WILD BERBERS HIDDEN IN THE SAND HRVE CAPTURED vou. *
7@ PRINT “LUCKILY THE LOCAL SHEIK HAS RGREED TQ THEIR RANSOM-"
780 PRINT "DEMANDS....... BUT........ WATCH FOR THE PYGMIES t!!®
V98 PRINT "YOU HAYE A NEN CHOICE OF SUB-COMMANDS:®

800 PRINT "#7 - ATTEMPT AN ESCAPE"

818 PRINT “#8 - WAIT FOR PAYMENT"

828 PRINT "YOUR SUB-COMMAND “;

838 INPUT X

848 IF X=8 THEN 928
856 H1=INTC1B+RND(@))

860 IF X4<(5 THEN 900

&7@ PRINT "CONGRATULATIONS, YOU SUCCESSFULLY ESCRPED '!!'"

880 Q=0

833 GOTO 248

980 PRINT “YOU WERE MORTALLY WOUNDED BY A PIG STABRER WHILE ESCAPING. "
9@ GOTO 1296

928 K1=INTCLOA+RNDCO))

938 REM

948 IF X1>24 THEN 980

958 PRINT "YOUR RANSOM HRS BEEN PAID AND YOU ARE FREE TO GO. "

966 0=6

976G GOTO 240

988 PRINT "THE LOCAL SULTAN IS COLLECTING...... JUST WRIT.. .. .. "

996 GOTO 248

1008 A=INT(1B+RND(8))

1648 IF A>2 THEN 1126

1828 PRINT "YOU HAVE ARRIVED AT AN ORSES ----—--- YOUR CAMEL IS"

1820 PRINT “FILLING YOUR CANTEEN AND ERTING FIGS. ®

1046 2=4

1058 5=6

1868 RETURN

1878 PRINT "YOU DIRTY RAPSCALLION! YOU RAN YOUR POOR CAMEL TO DEATH '!®
1689 GOTO 1298

1898 PRINT "YOU WIN, R PARTY IS BEING GIVEN IN YOUR HONOR ...... "
11688 PRINT ... .. .. THE PYGMIES ARE PLANNING TQ ATTEND....... ‘

1119 GOTO 1446

1120 X1=INT(188+RND(8))

1130 IF X155 THEN 1238

4148 PRINT “YOU HAVE BEEN CAUGHT IN A SANDSTORM. ... . GOOD LUCK!™®

1458 X5=INT(18%RND(@))

1468 X6=INT(18+RND(8)>

1170 IF X6¢5 THEN 1200

1138 C=C+X3

1190 GOTO 1218

1268 C=C-¥5

4218 PRINT "YOUR NEW POSITION IS"; C, "MILES SO FAR!"

1228 RETURN

1230 X1=INT(18B*RND(B))

1240 IF X1>5 THEN RETURN

1258 C1=C1+4

1268 PRINT "YOUR CAMEL HURT HIS HUMP. "

14278 PRINT “LUCKILY THE PYGMIES WERE FOOTHERRY t!!¢

1288 RETURN

1290 U=INTCL@+RNDC@))

1209 PRINT "¥0OU DIED IN THE DESERT. *

1316 IF Ud1 THEN 1348

1328 PRINT “THE NATIONAL CAMEL’S UNION IS NOT ATTENDING YOUR FUNERAL!!'!"
1330 GOTO 1448

134@ IF U3 THEN 1370

1256 PRINT "YOUR BODY WAS ERTEN BY VULTURES AND IMPORTED CANNINBALS'!!"
1348 GOTO 144@

1376 IF UD5 THEN 1460

1388 PRINT “THE LOCAL SHEIK NOW USES YOUR SKULL FOR A CHANGE PURSE!!!»
4398 GOTO 1440

1466 IF U7 THEN 1438

1448 PRINT “PEOPLE WITH LITTLE INTELLIGENCE SHOULD STAY OUT OF THE
1428 GOTO 1448 DESERT"

1448 REM
1458 PRINT "NANT R NEW CAMEL AND A NEW GAME "

1468 INPUT D¢

1478 IF LEFT$(DS, 1>="" THEN 150

1488 GOTO 1516

1458 PRINT “YOU RAN OUT OF WATER .. ... SORRY CHUM!! ™
1588 GOTO 1298

15148 PRINT "mmmmmmmemmm e "

1528 PRINT
4530 PRINT ommmmmemmm e "
1548 END

1550 Z=4

1568 S=6

1576 C=p

1568 C1=6

1530 0=0

1600 F=0

1616 P=9

1628 RETURN
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Chase

CHASE puts you in a maze made up
of high-voltage fences and posts. This
in itselfisn’ttoo unpleasant butthere're
also the five interceptor robots bent on
just one thing—your destruction. If
these robots touch you ... that's the
end of the game (and you!). There's
one hope—make the robots hit the
maze, or each other (they're like
people—sometimes they’d rather be
alone). If you destroy them all, you win!
If you find yourself in atotally hopeless
situation, you have the option of
making a tremendous leap to arandom
location (which may well be ontop ofa
fence or a guard).

At the end of the game, you may
replay with the same or different
starting conditions.

| believe this game was originally
created by Mac Oglesby. It was then
modified by Bill Cotter and further
improved by Arnold Loveridge. An
intermediate version appeared in
Creative Computing, Jan/Feb 1976.

[L ] nya i
7 1(—.-."-‘[51:!.\
G

¢
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CHASE
COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOWN, NJ
cis
DO YOU NEED INSTRUCTIONS? YES.
cis
¥oU ARE WITHIN THE WALLS OF A HIGH VOLTRGE MAZE
THERE ARE FIVE SECURITY MACHIMNES TRYING TO DESTROY YOU
¥OU ARE THE “*x/  THE INTERCEPTORS ARE THE /++7
THE ARERS MARKED - .~ ARE HIGH YOLTAGE
YOUR ONLY CHANCE FOR SURVIVAL IS TO MANEUVER ERCH
INTERCEPTOR INTO AN < . 7 ==-=- GOOD LUCK——=—~
MOYES ARE  7.8.9
4. % &
L2z
10 = NO MOVE FOR THE REST OF THE GAME
-4 = GAYE UP, SITURTION HOPELESS.
@ = A TREMENDOUS (BUT UNFORTUNATELY RANDOM) LERP

PRESS ANY KEY TO CONTINUE
cls

Kok 4+

++ ++

+4+

++

+4
++

++

WHAT IS YOUR MOVE? 4
- cls




cls
.
ok ++
WHAT IS YOUR MOVE? 8.
cls
sk
L
++
WHAT IS YOUR MOVE? ..
$6, 808, 620 Jup Y
cls
10 CLS: PRINT@443, "CHASE"

28 PRINT: PRINT TAB(?) "COPYRIGHT 1973 CREATIVE COMPUTING
MORRISTOMN, NJ®

28 PRINTRSE@, "";  INPUT "DO YOU NEED INSTRUCTIONS"; I

40 IF LEFT$CI$ 1>="N" THEN CLS: GOTOQ 26@

44 CLS: PRINT TRAB(29); "CHASE™ PRINT

38 PRINT "YOU ARE WITHIN THE WALLS OF A HIGH YOLTAGE MAZE"

68 PRINT "THERE ARE FIVE SECURITY MACHINES TRYING TO DESTROY yOu"

7@ PRINT "YOU ARE THE “#%‘  THE INTERCEPTORS ARE THE “++°"

80 PRINT "THE AREAS MARKED ~“STRING$(2,194)"“ ARE HIGH VOLTAGE®

S0 PRINT “YOUR OMLY CHANCE FOR SURVIVAL IS TO MANEUVER ERCH"

186 PRINT "INTERCEPTOR INTO AN ‘"STRING$(2,491)"¢ ~—w-m GOOD LUCK-~~
118 PRINT "MOVES ARE 7.8 9"

126 PRINT " 4.% 6"

130 PRINT 123"

15@ PRINT "18 = NO MOVE FOR THE REST OF THE GRME®

168 PRINT "-1 = GAVE UP, SITUATION HOPELESS. "

178 PRINT " 8 = A TREMENDOUS (BUT UNFORTUNATELY RANDOMY LERP®

180 PRINT

158 PRINT@979, "PRESS ANY KEY TO CONTINUE";
191 IF INKEY$="" THEN 191 ELSE CLS
208 DIM AC18, 2@), A1C1A, 205, N(12), L(5), M(5), L1(5), M1(5)
216 REM

228 FOR B=1 7O 1@

238 FOR C=1 TO 22

248 K=INT(1B+RND(B))

258 IF X=5 THEN 280

260 AR, CY=ASC(" ™)

208 GOTO 298¢

288 A(B, CY=RSCC"K™)

298 NEXT €

386 KEXT B

318 FOR D=1 70 18

326 ACD, 1D=ASCCMR"Y 1ACD, 28)=ASC( K"
320 NEXT D

34@ FOR F=1 TO 20

356 ACL F)=ASC("K") :A(18, FY=ASC("X")
360 NEXT F

370 GOTO 428

388 H=INT(2+8+RND(®) >

398 I=INT(2+18+RND(E))

480 IF ACH, IXCORASCC" ) THEN 380
418 RETURN

4201 GOSUR 38@

428 AH, D=ASC{M")

448 J=H:K=1

450 FOR N8=1 T §

468 GOSUB 380

478 AH, 1X=RSC(Y)

488 LNS=H: MNG)=]

498 NEXT N9

566 FOR Bi=1 TO 16:FOR B2=1 TO 20:A1(¢B1, B2)=A(R1, B2) :NEXT B2:MEXT B1

516 FOR Bi=1 TO S:L1¢BD=L(B1) :M1(B1Y=M(BA) (NEXT B
28 J=JKi=K
536 ¥9=0

G40 FRINT @ @ *"5
550 FOR B2=1 TO 20 o ’/‘\!
560 He=CHR¥(R(DZ, B2)-163#(A(D2, B2)=82) >k</"
570 PRINT N$N$; ™
580 NEXT B2

396 PRINT

680 NEXT D2

€16 IF v9 <O 1@ THEN 648

628 PRINT

626 GOTO 896

648 PRINT:INPUT"WHAT IS YOUR MOVE"; Y9
658 J2=r:Ka2=

658 IF Y9=0 THEN 866

678 IF ¥3 € @ THEN 1230

688 IF ¥3=18 THEN 1676

€38 ON v9 GOTO 826, 888, 788, 848, 898, 760, 70@, 720, 740
700 J=J-1:K=K-1

7i@ GOTO 8%@

728 J=J-1

730 GOTO 8%@

748 J=J-4:K=K+1

756 GOTO 890

766 K=K+1

778 GOTO 898

788 J=J+1:K=K+1i

738 GOTQ 890

888 J=J+1

2i@ G0To 236

820 J=J+1:K=K-1

838 GOTO 8%

846 K=K-1

356 GOTO 836

868 PRINT “$6, 660, 808 JuMpt! !

870 J=INT(2+8+RNDC@))

280 K=INT(2+18+RND(@))

836 IF A(J, KO=ASC("Y™> THEN 1260

988 A2, K2)=ASCC" ")

948 ALY, K)=ASCC+")

526 GOTO 1676

933 REM INTERCEPTOR MOVEMENT

940 IF ACK, ¥I=RSCCUK") THEN 10848

950 X2=X:y2=

960 X=SGN(J-K3 - Y=SGN(K-Y)

978 X=HX2:Y=Y+¥2

986 IF ACX ¥)=ASCC"+") THEN 1850

398 IF ACY, ¥I=ASCL" ) THEN 1028

166@ ACK2, ¥2O=ASCC" ")

1818 RETURN

1028 AKX ¥YI=RSC(+)

1626 A(X2, Y2)=ASC(" )

1@4@ RETURN

1858 G9=99

1868 RETURN

1670 FOR N9=1 T0 5

1080 K=L (N9 :¥=M(NS)

189@ G9=0

1168 GOSUB 94@

1146 IF G9 (> 6 THEN 1248

1428 LINDI=K: M(NS)=Y

1430 NEXT NS

144@ FOR N9=1 T0 5

1438 IF ACLING), MCNGY) <> ASCC" ") THEN 1478
1168 ACLINDD, MINSYY=RSC("+™)

1470 NEKT NS

1188 FOR N3=1 T0 3

1198 IF ACLING), MCNSY) OO ASCC'RY) THEN 54@
1288 NEXT NS

FOR D2=1 TO 1@

1216 PRINT:PRINT "YOU HAVE DESTROVED ALL YOUR OPPONENTS - THE GAME IS YOURS"

1226 GOTO 1298

1238 PRINT:PRINT "GIVE UP, EH "

1248 PRINT:PRINT "s%x YOU HAYE BEEN DESTROYED BY A LUCKY COMPUTER wtt®
1256 GOTO 129@

1278 PRINT "ty ZAP sk YOU/RE DEARDIV!®
1288 PRINT

129G PRINT:PRINT
1280 INPUT N9¢
1318 IF N9$ <> "¥" THEN 1398
1328 PRINT "SAME SETUP (YD
1336 INPUT NO%

1240 (LS. IF N9$ & "v" THEN 21@

"ANOTHER GRME (Y/H>";

1356 FOR B4=1 TO 10:FOR B2=1 TO 20:A(BL, B2)=A1(BL, B2) :NEXT B2:NEXT BL

1368 FOR Bi=1 TO 5:L(R1=L1(BL) :M(BL)=M1(BL) :NEXT Bl
1378 J=J1:K=K1

1320 GOTO 536

1399 END
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Chuck-A-Luck

CHUCK~A-LUCK
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTONN, NJ
cis
DO YOU NEED INSTRUCTIONS? YES.
cls
CHOOSE A NUMBER FROM 1 TO 6. I WILL ROLL 2 DICE.

IF YOUR NUMBER MATCHES 1 DIE, I PAY OFF EVEN MONEY.
WO DICE, 2:4 3 DICE, 2:1

BET @ TG QUIT.
cis
PRESS ANY KEY TO CONTINUE
YOU HAVE $ 400 MAKE A BET. 7 .
CHOOSE A NUMBER? %

YOU DIDN’T MATCH AT ALL.
YOU LOSE $ 168.

cls
MAKE A BET. ? 400.

YU HAYE § 586
CHOOSE A NUMBER?

YOU‘VE WON $ 168.

cis

¥0U HAVE $§ 588. MAKE A BET. » 106
CHOOSE A NUMBER? 3.

YOU/VE WON $ 166

cls
YOU HAVE $ 480. MAKE A BET. 2 308
CHOOSE R NUMBER? 4_

YOU DIDN’T MATCH AT ALL.
YOU LOSE $ 166.
cls
YOU HAYE ¢ 780. MAKE A BET. ? 16
CHOQSE A NUMBER? 4.

YOU’VE WON $ 368.

cis
YOU HAVE $ 698 MAKE A BET. ? 690
CHOOSE A NUMBER? 4.

YOU DIDN’T MATCH AT ALL.
YOU LOSE ¢ 16.
cls
YOU HAVE $ €96, MAKE A BET. ? 696

You DIDN’T MATCH AT ALL.
You LOSE § 698
cls

18 CLEAR 388: C1S: PRINTE444, “CHUCK-R-LUCK®

28 PRINT: PRINT TRB(?) *COPYRIGHT 1975 CREATIVE COMPUTING MORRISTOMN NJ®

38 PRINT@968, “%;: INPUT "DO YOU MEED INSTRUCTIONS";I$
48 IF LEFT$(CI$, 1)="N" THEN CLS: GOTO 129
58 CLS: PRINT TAB(26) "CHUCK-R-LUCK": PRINT

31

Chuck-a-luck is generally found in
fairgrounds, cheap casinos, and small
gambling parlors. it flourished in
frontier America, but dates back to
European gaming houses of the
eighteenth century. During its long
history, chuck-a-luck has had many
names inciuding sweatcloth, chucker-
luck, chuck luck, and bird cage.

Each player places his bets on one of
the six numbers, one through six.
When all bets have been placed, the
operator tumbles three dice in a chuck
cage until they come to rest face up or
drop down a chute onto the table. If a
player's number appears on one die,
the operator pays him even money; if
on two dice, two to one; if on three dice,
three to one.

The computer version of Chuck-a-
luck was originally written by Michael
Tanoff.

68 PRINT "CHOOSE A NUMBER FROM 1 70 6. I HILL ROLL 3 DICE ®
78 PRINT "IF YOUR NUMBER MATCHES 4 DIE, [ PRY OFF EVEN HONEY.*
63 PRINT "THO DICE, 2:4 3 DICE, 3:4*: PRINT

98 PRINT "BET 8 T0 QUIT.*

160 PRINT@979, "PRESS ANY KEY TO CONTINUE®;

418 1F INKEY$="" THEN 118 ELSE (LS
120 GOSUB 420: M=509

138 PRINT@D, *YOU HAVE $*;M; CHR$(8); "
148 INPUT B

158 IF B=8 THEN BND

160 IF BXH THEN 388

478 IF B8 THEN IF Br100=INT(Bx188) THEN 198
180 GOTO 398

190 PRINT "CHOOSE R NUMBER®; CHR$(38);

268 INPUT N

26 IF INTCO=N RHD D0 AND NC7 THEN 238

MAKE A BET. *; CHR$(38);

238 A=RHD(6): D=RND(6): C=RND(6): PRINT
248 FOR =1 TO RND(18)45: PRINTE192, RS(RND(6)), RS(RID(E)), AS(RID(E));
g ¥ \T AL PRINTBL92, R$(R), A$(D), AS(C); : PRINTESL2, CHR$(3L);
=8
279 IF A=H THEN T=T+i
289 IF D=N THEN T=T41
298 1F C=N THEN T=T#{
328 IF T=8 THEN PRINT "YOU DIDN’T MATCH AT ALL.*
318 ON 7 GOTO 358,368, 378
326 PRINT *YOU LOSE $7;B; CHR$(B); " ®
338 H=M-B: IF H(=0 THEN 400
348 GOTO 138
358 PRINT “YOU'VE HON $°;B;CHR$(8);®. °: H<MB: GOTO 138
368 PRINT "YOU/VE WON $*; B2; CHR$(8); ™. "« M=t+24B: GOTO 138
378 PRINT “YOU‘VE MON $"5B+3; CHR$(8); ™ " M=H+B+3: GOTO 438
388 PRINT "1 DON’ TRKE 1.0.U’S !!!!*: GOTO 138
398 PRINT *DON‘T GET CUTE!!!®: GOTO 138
488 PRINT
418 END
428 R$=CHR$(191)+CHRE(26)4STRINGS(S, 8) : BE=STRING$(3, 27)
438 FOR A=1 T0 6: FOR B=1 TO 3: R$CAI=RECRICHRS(191)
448 FOR C=1 TO 7: RERD D: AS(R)=A$(RICHR$(D+160): NEXT C
458 RSCRI=ASCAMAS: NEXT B: ASCRI=LEFTS(AS(R), 48)+BS: NEXT A: RETURN
468 DATA 31,31, 34,31, 34,31, 34, 28, 28, 28, 48, 28, 28, 28, 76, 76: 76, 76, 76, 76, 76
478 DATA 31, 79,31, 34, 34, 34, 34, 28, 28, 28, 28, 28, 28, 28, 76, 76, 76, 76, 76, 79, 76
488 DATA 31,79, 24,34, 34, 34, 34, 28, 28, 28, 48, 28, 28, 28, 76, 76, 76, 76, 76, 79, 76
498 DATA 34, 79,34, 31,34, 79, 34, 28, 28, 28, 28, 28, 28, 28, 76, 79, 76, 76: 76, 79, 76
308 DATA 34,79, 34, 34,34, 79, 34, 28, 28, 28, 48, 28, 28, 28, 76, 79, 76, 76, 76, 79, 76
518 DATR 31,79, 34, 34, 31, 79, 34, 28, 48, 28, 28, 28, 48, 28, 76, 79, 76, 76, 76, 79, 76
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In this game, you are situated at the
center of a target area for a UFC. The
program assigns coordinates 0,0 to
your location. You are given informa-
tion as to the course of the UFO in
degrees longitude and degrees latitude
and also its speed. You then have two
alternatives. One, you can attempt to
shoot the UFO out of the sky with an
ICBM or you can do nothing and hope
that air friction will cause the course of
the UFO to deviate or to burn up.

A knowledge of mathematical coor-
dinate systems will be of some
assistance in winning this game,
although you'll probably be able to
discover areasonably good strategy by
yourself using trial and error if you piay
enough games.

This program was originally written
by Chris Falco.

CLOSE ENCOUNTERS
COPYRIGHT 1973 CREATIVE %‘UMF’UTIRG HORRISTOMH, NJ
cls

HIT ENTER 70 STRRT? _
cls

YOU ARE STTURTED AT COORDINATES {B,8). A UFD I
HERDING FOR IMPRCT AT THAT LOCATION.

AT FIRST TRACK, THE UFO IS OM A COURSE OF 54 DEGREES LONGITUDE
RND 135 DEGREES LATITUDE.
(ALE0 1T°S FALLING AT A SPEED OF 5818 MILES/PER HOUR

YOU HAYE THE FOLLOWING ALTERNATIVES.
HY YOU CAN ATTEMPT TO SHOOT THE UFO QUT OF THE SKY. (R
B) YO CAN DO NOTHING, AND HOPE THAT AIR FRICTION
HILL CAUSE THE COURSE OF THE UFO TO DEVIATE, AND THUS
HISS YOUR LOCATION.

HHAT 1S YOUR PLAN OF ACTION (A OR BY? B_
cis
MILES SPEED LORGITUDE LATITRE COURSE

12668 6018 54 175 86
11868. 6 11422 52 126 a3
145709 14281 42 128 162
112728 17946 41 118 182
19899.7 22389 33 142 164
18437.2 27746 B 182 8
@892 2% 9@ @7
3 391 2 93 92
2683.72 48149 2 aa a
7942 92 44568 i 87 i
7098.72 58592 18 g5 32
619657 54191 3 31 9
522843 38986 7 74 2
clis
S685.72 48119 A 59 ez
7942.92 44568 2 a7 4
7099.72  SE832 18 83 4z
6196.52 54191 9 8 N
522843 5086 ? 74 9z
422482 68242 3 &7 83
318125 62618 -6 [ 3
286727 6REDS -18 3] %5
7254 -15 5 e

— HFFCT - AT - 74,968 ——m-mn
——————— UPT - WIFE - SERVICE -~ OM - L -5 1@ 15 ~-
-~ HAYE JUST OBSERYED EXPLOSION AT COORDINATES (2 , ). ————n

BLAST SEEN FROM 42875 MILES AMAY. N0 SURVIVORS,
cls

-

TRY AGAIH? YES_
YOU ARE SITURTED AT COORDINATES (8,8) A UFO IS
HERDING FOR IMPACT AT THRT LOCATION

AT FIRST TRACK, THE UFD IS ON A COURSE OF 44 DEGREES LONGITUDE
D 125 DEGREES LATITUDE.
SHLS0 TTYS FRLLING AT R SPEED OF 2361 MILES/PER HOUR)

Y0U HAVE THE FOLLOWING ALTERMATIVES.
) YOU CAN RTTEHPT TO SHOOT THE UFD QUT OF THE SKY. OR
B) ¥0U CAN DO HOTHING, RND HOPE THAT RIR FRICTION
WILL CAUSE THE COURSE OF THE UFO TO DEVIATE, RND THUS
HISS YOUR LOCRTION.

HHAT 15 YOUR PLAN OF ACTION <A OR B;)? A
cis

LAUNCH AN 1 C.B.1. ON A COURSE THAT WILL INTERCEFT THE UFD
WITHOLT THE UFD BEING 700 CLOSE TO YOUR

UCATION.  IF THE SPEED

OF THE UFQ EXCEEDS 14261 W P W, YOUR MISSILES ARE USELESS!
~~SCRMNERS PREDICT Y0 HAVE ¢ MINUTES 70 DESTROY THE UFO
BEFORE 17 I5 TOO CLOSE 7O IPACT.

--COMPUTER INDICRTES COURSE AT FIRST SIGHTING IS APPROX. 98

HIT ENTER TOr LEUNCH ICBM? _
cis

TIHE SPEED LONGITUDE LATITUDE COURSE

8 2381 44 125 7 68
5 5616 i 118 (N
i €653 38 111 7 48
13 Sibe s 164 748
2 ey 16 a 7 4

23 11666 9 a8 7 48
SORRY--THE SPEED OF THE UFO HAS EXCEEDED 11,261

THIS SPEED 15 TOO GRERT FOR YOUR DEFEMSE SCREEN TO TRACK!
THEREFCRE, Y0U ARE DOOMED!

TRY RGRINT HO.
cls

32



18 CLS. FRINT@448, °CLOSE ENCOUNTERS"

20 PRINT: PRINT TAB(Y "COPYRIGHT 4979 CREATIVE COMPUTING HMORRISTGHM, WJ°
30 PRINTGOGE, “¥i: INPUT “HIT EMTER TO START™:R$: CLS

48 GUSUE 1678

56 PRINT "YOU RRE SITURTED AT CODRDINATES (8,8).
€0 PRINT "HERDING FOR IMPALT AT THAT LOCATION. °
78 PRINT

&8 PRINT "HT FIRST TRACK, THE UFO IS OM Al COURSE OF"Y“DEGREES ™

28 FRINT “LONGITUDE"

168 PRINT "AND*Z°DEGREES LATITUDE. *

146 PRINT “ (ALSD I77S FALLING AT A SPEED OF"X*MILES/PER HOUR)"

126 PRINT

428 PRINT "YOU HAVE THE FOLLOWING ALTERNATIVES:”

146 FRINT "A) YOU CAM ATTEMPT TO SHOOT THE UFO OUT OF THE SKY. OR*

156 FRINT “B) YOU CAN DO NOTHING, AND HOPE THAT AIR FRICTICH"

168 PRINT RILL CRUSE THE COURSE OF THE UFD 7O DEVIRTE, AND THUS®

478 PRINT *  MISS YOUR LOCATION ":PRINT

188 PRINT “MHAT IS YOUR PLAM OF ACTION <A OR B)™; :INPUT D#: CLS

198 IF LEFT$<D$,4)="8" THEH 720

289 PRINT CHR¥(26); "LAUNCH AN 1.C.B.#. OH A COURSE THAT WILL INTERCEPT THE UFQ"
218 PRINT "WITHOUT THE UFG BEING TOO CLOSE 70O YOUR LOCATION IF THE %

228 PRINT "SPEED”

228 PRINT "OF THE UFO EXCEEDSTHM P.H, YOUR MISSILES ARE USELESS!®

240 PRINT "--SCRHMERS PREDICT YOU HAYE“N"MINUTES TO DESTROY THE UFQ"

238 FRINT "BEFORE 1T IS 70D CLOSE TQ IHPACT. “:PRINT

260 C=2-Y+I-INT/RHD(BY4)+1

270 PRINT "--COMPUTER INDICATES COURSE AT FIRST SIGHTING IS RPPROY. "5 C4F

268 PRINT

236 INPUTUHIT ENTER 7O LAUNCH ICBM™ A$: CLS

280 PRINT

718 PRINT "TIME: TRB(18); "SPEED*; TRB(21); “LONGITUDE™; TRB(35):

228 PRINT "LATITUDE"; TRE(48); "COURSE"

236 PRINT *———-"; TAB(1@); *-——"; TAB(2L); "
248 PRINT © ”; TRB(48); *--——-"

336 FOR T=070 5 STEP 5

368 PRINT T TAB(18) ¥ TRB(21) ¥ TAB(ZS) Z TRB(48)

376 INPUT R: TF T=M THEM 558

388 IF ¥(=H THEN 428

298 PRINT "SORRY--THE SPEED OF THE UFO HAS EXCEEDED *; :PRINT USING “#H, 888 H
468 PRINT “THIS SPEED 1S TOO GRERT FOR YOUR DEFENSE SCPEEN TO TRRCK!®

410 PRINT "THEREFORE, YOU ARE DOGHED!*®:PRINT:GOTO 688

426 IF f=C THEM 658

436 IF 218 THEN 489

440 PRINT "AT THRT COURSE, YOU SHOT YOUR MISSILE STRAIGHT UF, SO WHEN"

458 PRINT "IT RUNS OUT OF FUEL IN RBOUT*F"HOURS, IT WILL FALL™

460 PRINT * THROUGH"

A UFp 15°

*; TRBC35);

GOODBYE! H1111™:GOTO S9@

480 IF A(200 GOTO 516

498 PRINT “GOOD MORK! THERE GOES THE WISSILE ——-—---- RIGHT TOARDS®

588 PRINT "RUSSIR!!!! NOW YOU’RE DEFINITELY IN TROUBLE!'“:GOTO 598

518 1F A=C-1 THEN 698

520 IF A=C+L THEM é48

538 ¥=AHVHL200:V=Y-145:222-145: (=245

548 NEXT T

558 PRINTPRINT © ATTENTION °
568 PRINT ELAPSED - TIME - INDICRTES - THAT -®;M; "~ MINUTES HAVE PASSED"
578 PRINT"IF - YU - WERE - T0 - HIT - THE - UFO ~ NOW - THE - FORCE - OF"
559 PRINTTHE - EXPLOSION - WOULD - DESTROY - BOTH - YOU - AND - THE - UFD!™
556 GOTO 688

€80 PRINT "YOU ARE SHY OF THE UF0S COORDINATES, ®

33

€16 PRINT "HOMEVER THIS 1S ONLY A SLIGHT DEVIRTION SO THE®
£28 PRINT "UFO HRS BEEN DESTROVED!™:PRINT

626 GOTO 686

€48 PRINT "YOU GVERSHOT THE UFOYS COORDINATES, *:GOTO €18

658 PRINT "FRNTASTICIY!Y YOU HIT THE UFO EXACTLY ON PROJECTED COURSE®
668 PRINT “Y0U HUST BE VERY SHRRP":PRINT

£78 PRINT

€88 PRINT “TRY AGRIN®; :INPUT J$:IF LEFT$CJ$, 1)="N" THER 1138
€99 GOSUB 1678

78 GOSUB 1040

718 PRINT:PRINT:GOTO 248

728 FRINT

738 F=B

740 A=IHTCRND(E*5)+1:C=2-Y+A

750 W=12068: CLS: FRINTRL28, °*;- GOSUB 768: GOTO £28

760 LB=PEEK(16416): MB=PEEK(16417)

770 PRINT@G, "MILES"TRB(1@)*SPEED"TRE(21) "LONGITUDE"TAB(3S);
768 PRINT"LATITUDE"TRB(48)"COURSE®

798 PRINT "~——"TRB(10)“~——-"TAB(21)" “TRB(33);

808 PRINT"—vr—"TRB(48) "t

£10 POKE16416,LB: POKE16417,1B: RETURN

826 P=§+i

828 PRINT 1 TRE(18) X TRB(2L) ¥ TAB(3S) Z TAB(48) C. GOSUB 768
849 C=7-¥

858 K=X+INT(RND(@)%3000)+2600: I=}-X/68

868 Y=Y-INTCRND(8)¥18) :2=Z-INT(RND(8)#18) : C=Z-Y+A[ 2
878 IF X-P)5788 THEN F=F+i

280 IF 10 THEN 826

898 PRINT Mo
968 PRINT" ———ee®

918 IF F(=2 THEN 956

920 PRINT “GOOD WORK  FRICTION OF";F;CHR$(8); "% HAS CAUSED THE COURSE®

933 PRINT “OF THE UFO 7O DEVIRTE. IMPACT COORDINATES ARE"

948 PRINT "NOW ("F", "G-F®). YOU MADE IT'":GOTO 999

959 PRINT"—=—r—e—— UIP] - WIRE - SERVICE — ON - LINE -";f; " "Re5" "Red0® - —"
968 PRINT "~ HAVE JUST OBSERVED EXPLOSION AT COORDINATES ("g-F", @), -—"
978 R=(R+2)*R

989 PRINT "BLAST SEEN FROMAL3MILES AHAY. NO SURVIVORS. “:PRINT

999 INPUT "TRY AGATHY; J$

1080 IF LEFT$(J$, 1)="N" THEN 1198

1816 GOSUB 1678

1628 GOSUB 1646

1638 PRINT:PRINT:GOTO 260

1848 INPUT "PLAN (A OR B)%;D%: (1S

1858 IF LEFT$(D$,1)="B" THEN 728

1668 RETURM

1070 T=INT(RND(B)+20)+1 :Y=INT(RND(B)*408)+208 F=INT(RND(B)*5)+1

1686 X=1NT(RND(B)*5800)+2001 : H=X+B008: Q=INT(RND(@)#5 )41

1898 2=INT(RHD()*148):IF 2¢168 THEN 1898

1168 Y=INT(RND(B)*68): IF ¥(48 THEN 1188

1118 IF X>=2800 THEN 4138

1128 #=5:60T0 1188

1138 1F ¥>=3760 THEN 1158

1148 M=4:6070 11838

1158 IF X>=4780 THEN 1178

1168 ¥=2:60T0 4139

1178 W=z

1188 RETURN

1498 END

TMPACT - AT - *; :PRINT USING “#8, 48" %;



LM

COPYRIGHT 4979 CRERTIVE COMPUTING MORRISTOUN, NJ

cls
DO YOU NEED INSTRUCTIONS? YES.
cis
COLUMH

THIS PROGRAM WILL SHOM YOU A CARD TRICK AFTER THE FIRST DERL
PICK R CARD AND TYFE THE NUMBER OF THE COLUMN CONTAINING IT.

THE DERLER WILL THEN PICK UP THE CARDS, R COLUMN AT A TINE,

AND WILL DEAL THEM OUT RGAIN HORIZONTALLY. MHEN HE FINISHES
EACH TIME, TYPE THE NUMBER OF THE THE HEW COLUMH CONTRINING YOUR

CARD. FOLLOWING THE LAST DEAL THE DEALER WILL TURN OVER THE
CRRDS, ONE AT A TIME, UNTIL HE RERCHES THE ONE YOU PICKED.

PRESS BNY KEY TO CONTIHUE

cis
COLUMH B COLUN #2 coLU 42
Ui0 0P DINODS 16 OF CLUBS 6 OF DIAORS
QUEEN OF HERRTS 5 OF DIRMONDS 8 OF DIRKONDS
9 OF SPRDES 4 OF CLUBS 2 OF SPRDES
§ OF CLUBS KING OF HERRTS . 9 OF DIRMONDS
7 OF SPRDES 8 OF SPADES 5 OF CLUBS
KING OF SPRDES 7 OF DIRMONDS 5 OF SPRDES
JRCK OF DIRMONDS 6 OF HERRTS 4 OF HERRTS
WILCH COLUM CONTAING OR CoR0? 2.
cls
COLUMN #1 COLUMM 82 COLUMN 43
10 0F DIRODS  GUEEN OF WEARTS 9 OF SPROES
8 OF CLUBS 7 OF SPADES KING OF SFADES
. . . JRCK OF DIAWGIDS 16 OF CLUBS 5 OF DIRHONDS
This program is a computer version 4 OF CLUBS KING OF HEARTS 8 OF SPROES
of an old card trick which never fails to ok P P
s >3 < A HDE
get some oochs and aaahs frorp (the S oF CLUBS 5 OF SPADES % OF HEARTS
uninitiated. The dealer, or magician,
takes twenty-one random cards, deals HHICH COLUMN CONTAINS YOUR CARD? 2.
them out in three piles of seven cards cls
each. You then tell him which column COLUM COLU 82 COLMH 82
(or which pile) contains your card. He
then picks up the three columns from 16 OF DIRMONDS 8 OF CLUBS JHCK OF DIRNGNDS
right to left, putting the right pile on the e e o sk
topi and then deals the deck out again 18 0F CLUBS KING OF HERRTS ¢ OF HERRTS
horizontally. In other words the top 2 OF SPADES 5 OF SPADES 9 OF SPRDES
card of the right column now becomes KING OF SPROES S OF DIRMONDS 8 OF SPRDES
€ OF DIAMONDS 4 (F DIANMONDS 4 OF HERRTS

the top card of the left coiumn; the
second card in the right column now
becomes the first card in the middle

HHICH COLUMH CONTRING YOUR CRRD? 4.

cis

column; the third card of the right o OF PES
coiumn becomes the first card in the & OF SPRDES
third column, and sc on. After he deals 4 OF HEARTS
out all twenty-one cards in this way, 16 OF DIAHCNDS

A y ) 4 OF CLUBS
you again tell him which column your 5 0F CLUES
card appears in. The magician then
picks up the three piles in the same 2 OF SPRDES

order and deals them out once again.
Again you tell him which column
contains your card. He then deals the
cards out one by one face up and
identifies yours when he comes to it.
Don’t ask me how he does itl Maybe
you can figure it out from the program,
but it works every time.

This program was originally written
by Alan Barnes.

KING OF SPADES

£ OF DIAMONDS
8 OF CLUBS
7 OF DIAHONDS

CGUEEM OF HERRTS

KING OF HERRTS
S 0F SPROES

DO QU WANT TO SEE IT AGRIN? HO.

cls

00PS!!t YLAUR CARD IS5 THE 16 OF CLUBS

34




19 CLEAR 1678

28 (LS

38 PRINT @ 413, “COLUMY

48 PRINT

58 PRINT TRB(7)"COPYRIGHT 4975 CREATIVE COMPUTING MORRISTOMN, NI®
68 PRINT € 560,°"

78 INPUTDO YOU NEED INSTRUCTIONS®: 1%

€8 IF LEFTS(IS, 1)="H" THEW 218

W s

108 PRINT TRB{(23)"COLIAN"

118 FRINT

128 PRINT'THIS PROGRAM WILL SHOM YOU A CRRD TRICK. AFTER THE FIRST GERLY
136 FRINT'PICK R CARD AND TYPE THE NUMEER OF THE COLLMM CONTAINING 1T.®
148 PRINT"THE DEALER MILL THEN PICK UP THE CARDS, A COLUMN AT A TIME®
150 PRINT'AND WILL DEAL THEM CUT AGRIN HORIZONTALLY. WHEN HE FINISHES®
169 PRINT'EACH TINE, TYPE THE WUMBER OF THE THE MEM COLUMN CONTRINING YOUR®
178 PRINT*CARD. FOLLOWING THE LAST DEAL THE DERLER WILL TURN OVER THE®
186 PRINT'CARDS, ONE AT R TIND, UNTIL HE REACHES THE OME YOU PICKED. ®
159 PRINT @ 979, "PRESS ANY KEY TO CONTIMUE™:

268 IF THKEYS ="" THEN e

9 LS

220 PRINT CHR$(28);

238 DIM AL, BG2D

248 FOR %=1 TO 24

256 J=8

268 T=INT(S2e0 RUD(AD))

278 FOR ¥=1 10 #-1

288 IF R(Y)=T THEN 268

296 HEXT ¥

0 A=T

18 NEXT X

228 H=0

CHERI=A O3

346 PRINT TRABC2): "COLUMN #1° TRB(23); "COLUMH #2¢; TRBC(44)"COLUMN #3°
238 PRINT STRING$(E4, 14@);

368 FOR 2=1 T0 2t

378 1F R(2)=4%¢ INTCACZ)/4)) THEN 498

88 IF R(D-2=4%0 THNTCR(2)/4)) THEN 469

298 IF R(Z)-I=4#C INTCR(Z)/4)) THEN 430

488 C$="SFADES"

418 Dg=""

428 GOTO 518

428 C4="HERRTS"

44@ Dg=""

436 GOTD 519

468 [4="(LUBS"

479 Dg=""

488 GOT0 519

496 C$="DIAMON"

60 Di=*pa"

548 Nt

328 IF NC4 THEM 536

528 PRINT

48 K=

558 1F R(Z)035 THEN 596

G668 CHE=STRECINT(R(Z) /4)+2)

579 PRINT TABC(N-1)#2142); RIGHTSCCNS, LEMCCNE-1):" OF 0% Df:
389 IF J=5 THEM 1670 ELSE 748

390 TF INTORCZ/4)=2 THEN €68

680 IF INT(ACZ)/4)=16 THEN 868

616 IF INTCR(2)/4)=41 THEN €46

628 Af="JACK"

630 GOTO 636

649 Af="QUEEN"

558 GOTO 658

569 AE="KING"

678 GOTO 696

688 Re="fLE"

636 PRINT TRBCON-1)¥2442): A" OF " (% D%

788 IF J=5 THEN 1030

718 NEXT 2

728 FRINT

7B FOR B4 TO 7

748 SETB, A)

738 SET4Z R)

78 SET(E4, )

778 SETUR7, A

78 HEST R

798 FOR =8 T0 127

S SETCR, 277

€18 NEXT

0 e
£20 FRINT

48 PRINT"MHICH COLUMN CONTRIN 4OUR CARD®:

£50 BT K

268 L5

§78 TF K<L OR 103 THEN FRINT: FRINT"(L-2)* GOTO 828
86 7=

290 S=KR2-ZHINTCCKH)/2)

360 GOSL 1240

a4 5=

520 GOSUR 1210

53 SeiH-HINTC/2)

540 GG 1210

%58 FOR (=1 10 21

360 RUCI-BD)

520 NEXT C

988 NEXT 1

%09 J<5

1688 FOR 221 10 19

1615 1=g

1626 G070 276

160 PRINT

1648 NEXT 2

1850 PRINT @ 532, *00PS! 1! VOUR. CHRD 15 THE

1669 FLz :
1678 fig="" o=
1080 FOR R=15745 TO 46762 <z
1696 IF PEEK(RYOT2 THEN FL=0: RS=REFCHRSCPEEK(R)): NEXT A ﬁ”%_%@j
1169 IF FL=6 THEN RE=Re+" * FL=1: NEAT R '

1410 FOR 8265 T0 429

1126 FRINT & R.* * Bs;

1478 FOR B=1 T0 10

1146 NEXT B, R

1159 FOR A=428 T0 556 STEP €4

1168 PRINT @ A-64, * STRINGS(LENCAS), 22
1476 PRINT & R,* * RS

1490 FOR B=1 T0 10

1498 NEXT B, A

1206 GOTO 1260

1246 FOR R=5 T0 S+ STEP 3

1228 BD=HR)

1278 T=TH

1240 MEXT R

1256 RETURN

1268 PRINT @ 368, "DO Y0U WANT T0 SEE. IT AGAIN';
1279 1WPUT ¢

1290 IF LEFTSCTE, )="4" THEN CLS: GOT 240
1298 €MD

AR SR A SR e
A

deakkdabbd bt bbb bR
SRR RN S s

RE

N
i

NN

RN

N

AR

h

SUNRARSANNRERY

4

AN
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This children’s card game for any
number of players is also called
memory, or peimanism. It is easy to
play and is an excellient test of memory
and observation. The computer version
here simulates the actual game except
that it only allows one player to play. In
the actual game, one player shuffles a
deck of playing cards and lays them
face down on a table in all directions
and so that no card is touching
another. Each player tries to collectas
many cards as possible by turning up
pairs with the same rank per a number
or picture. The first player to go turns
over two cards at random and allows
the other players to see them. If the
rank of the two cards is the same, for
example, two aces or two kings, he
takes them and may turn overtwo more
cards. He continues in this way until he
turns over two cards that do not match.
These cards are then placed back
down in their original positions, face
down, and his turn then ends. The play
then passes to the next player. This
player turns up one card. If it matches
one that has already been turned over,
he must try to remember where that
card is. If he is successful, he takes the
pair. He continues his turn until he fails
to turn over a matching pair. Play
continues in turn until all the cards
have been collected. The winner is the
player with the most cards atthe end of
the game.

This game is good fun on a CRT
terminal. Also, why not try modifying it
to allow play by two or more players?

CONCENTPATION
CORYRIGHT 1973 (RERTIYE COMPUTING MORRISTOMN, NJ
cls

HIT ENTER TQ STRRT? .

FIRST CARD? 1
SECOND CRRD? 2
#4150 #2115 AC

PRESS ANY KEY TO CONTINUE

cls

FIRST CARD? 12
SECOND CARDY 2
43 15 @& # 2

e
e
=
=

PRESS ANY EEY TO CONTIMUE

cls

FIRET CHRD? 52
THERE ARE ONLY S2 CARDS IN THE DECK, WOT 52

FIRST CARD? 41

SECOND CRRD? 27
$41 15 40 §ITIS TS

PRESS ANY KEY TO CONTINUE

cls

FIRST CRRD? 208
SECOND CARD? 1€
#2618 % # 16 19 €D
PRESS ANY KEY TO CONTINUE

cls

FIRST CARD? 44
SECOMD CRRD? 29
#4115 40 2315 7%

PRESS AMY KEY TO CONTINUE
cis

FIRST TARD?
SECOMD CARLY

THAT’S i MATCH 75 7%

YOUR SCORE 1S HOW 1. YOU HAVE HAD € PICKS.

PRESS fHff KEY TO CONTIHUE

cls

FIRST CARD? 41

SECOHD CRRD? &

THRTS A MATCH —-4C 4C

YOUR SCORE IS HOW 2. YOU HRVE HAD 7 PICKS.

PRESS ANY KEY TO CONTINUE

cls
FIRST CARD? 12
SECOND CRRD? 5
p1z 56 BWISTS
36 RRESS A KEY TO CONTINGE

cis




18 €15
3 CLERR 1060

B PRINT & 416, “CONCENTRATION"

48 FRINT

56 PRINT TRB(7)"COPYRIGHT 1973 CREATIVE CONPUTING MORRISTOMN, HJ®
68 PRINT @ 968, "

70 BIPUT'HIT ENTER TO STRRT"; 15

% oS

9 DI (452

160 FOR ¥t 70 52

116 RERD £

129 L0

136 HENT %

149 REH —  SHUFFLE AND DERL

158 FOR 21 T0 51

165 KesCH0D)

178 L=INTCS2-2RD(E)41)

180 CHD=LEL42-1)

208 HEXT Z

218 REM -~ STRRT T0 PLAY

226 FOR N=1 70 26

228 FRINT

24 FRINT "FIRST CARD":

250 NPT U

268 IF U > 8 AHD U {53 THEN 298

276 PRINT "THERE ARE ONLY 52 CARDS IN THE DECK, NOT™U: CHR$(®);® "
280 G0TO 230

299 LET =1
g IF CEi=" " THEN 766
10 PRINT "SECTHD CRRD™:

28 HPUT W

I OIF W > 6 RND M <52 THEN 260

248 PRINT "THERE ARE ONLY 52 CARDS IM THE DECK, NOT™; W CHR$(E)* ®
358 GOTO 218

78 IF CeUb=" * THEN 768

380 IF U W THEN 416

290 PRINT "YOU CAN‘T PICK THE SAME CARD THICE!"
468 GOTO 218

410 IF WIDSKCEA), 4, D=HIDSCEUD, 1 1) THEW 478
420 PRINT "§15 "1 "5 CHCUD, #7005 V15 5 C5Q),
438 FOR 1=1 70 5

448 FRINT;

458 HEKT 1

468 GO0 520

476 PRINT "THAT’S R HATCH —-"; &), TSAD

408 LET CsQ=" "

496 LET CE(l=" ©

908 LET S=5+1

516 PRINT "YOUR SCORE 1S HOMUSS; CHR$(BY; ™ YOU HAVE HAD™ M "PILKS. ©
526 PRINT @ 979, "PRESS ANY KEY TO CONTINUE®;

338 IF IHKEYS =" THEN 538

540 (LS

5 NERT N

568 REM -~ THE RESULTS

578 LET Gi=5/(t/4)

386 PRINT "YOU SCORED®; S "0UT OF*5H; CHR$CE): " THAT IS

398 ON S141.5 GOTO 686, 620, €48, 699

£88 PRINT “POOR. *

610 GOTO €98

628 PRINT °FAIR *

618 07D 658

£49 PRINT “G0OD. ©

€36 GOTO 690

668 PRINT “EXCELLENT + t 1®
678 60T 656

€88 PRINT * ARAH

€96 PRINT

766 FRINT °DO YOU WANT TO PLAY AGRIN®:

746 INPUT 2%

728 IF LEFT$(Z5, 1)="¥" THEN 156

738 PRINT

740 PRINT "COME BACK AGAIN!'"

738 END

76 FRINT "YOU HRVE ALREADY MATCHED THAT CARD. ®

778 IF G=1 THEM 238

788 GUTO 10

739 DATR "RS®, *26", "35", 45", “55Y, “ES", *7SY, "gEY, Y957, "{G57, MJS7, "Gs"
$68 DRTR "KS"

616 DRTA "AH", "2H", "ZH", “4H", "SH", "6H", “7H", "GH", "OH", “48H", " JH", "OH"
826 DATR "IH®

620 DATA "AD®. "20", 30", "4D", "5D", “6D". "7D", *3D", 9", "48D", “Jb*, "6D"
240 DATR "KD*

830 DATA "RC", “2C", “3C*, °4C", "5C", "6C", "7C", “EC", "9C*, “16C7, “JC", "aC”
§68 DRTR "KE*

€78 END

$60 FIR i=1 T0 4069

290 NEXT

S8 RETURN

546 FOR Y=L T0 2089

928 HEXT

938 RETURNM

UH. ... YOU MUST HAYE CHERTED!®




Gondot

CONNECT THE DOTS
COPYRIGHT 1879 CREATIVE COMPUTING MORRISTOMN. NJ

cis
This is the old childhood favorite of HIT ENTER TO START? ..
“connect the dots.” The objective is to cls
carve out squares of ‘real estate” with s e o e 4 % 4 e e
§ ] 3 .
the computer asan able adversary. The YOU WANT TO MAKE A MOVE YOU MUST TYPE IN
player who connects the two dots THE COORDINATES COF THE SPACE BETWEEN THE TWO DQTS YOU
which complete a square gets WANT TO CONNECT. ENTER EACH OF YOUR MOVES BY TYPING
Ownershﬁp of that square. In addition THE ROW NUMBER, A COMMA AND THE COLUMN NUMBER.
the player gets the added bonus of THE UPPER LEFT HAND CORNER OF THE ARRRY IS 1,1,
; . . HERE HE GO.
moving once more. This can be quite PRESS ANY KEY TO CONTINUE
advantageous in certain situations. A cls cls
nine-square grid is provided as a 1224567 1274567
playing board. 1 4 ‘ '
A sample of the grid follows with an 2 2
identification of each coordinate where § 3
a line may be drawn. 5 :_‘
6 ¢
7
(1,2 (1.4) (1.6)
YOUR MOVE? 1,1 .
(2,1) (2.3) (2,5) (2,7 90U REALLY DON‘T WANT TO PUT A LINE THERE!'!! YOUR MOVE? 2, "-cls
YOUR MOVE? 1, 2. 1224567
(3.2) (3.4) (3.6) ' cis s ,
1 2 3 4 5 & F -
(4,1) (4,3) (4.5) (4.7) ; :
2 4
3 5
(5.2) (5,4) (5.6) 4 5
5 7
(6,1) (6,3) {6.5) (6.7) 57
YOUR MOVE? 4,3
(720 (74) (7,6) e
YOUR MOYE? 7,5 1 2 2 4 5 € 7
YOU REALLY DON‘T WANT TG PUT A LINE THERE!''! 4 ‘
You'll find it interesting to note that VOUR HOVE? 7, 4. 3
the computer mirrors the players move cls 4
in so far as possible. You may also find 12324567 5
that the game moves rather slowly, 21 6
especially for the first three or four 2 !
moves. Be patient! Once squares begin 4
to fall, the game moves swiftly to its 5 VOUR MOVE? 5, 4.
conclusion. 5 cls
There are some modifications that ‘ o 1234567
you may wish to consider if you are é
going to adopt this program forregular YOUR MOVE? 1, 6. 3
use. In addition to improving the REM PP E—— 6‘"37 4 c
statements in the program, | would 4 N 3
suggest: 2 2
1. Modifying the program so that the ?:
grid is printed after both players 5 VOUR HOVE? 2,3
have moved (rather than eachtimea 5 i cls
move is made); ? : 4123 4567
2. Modifying the program so that once 1 | :
a player had ownership of a majority YOUR MOVE? 2,1 3
of the squares, the game would end L 2 3 4 5 6‘3'3? 4 ¢
rather than proceed to its inevitable " c 5
conclusion; and 2 5
3. Modify the program so that the 3 '
player's initials appear in each ;
square he captures. 6 YOUR MOVE? 3, 6- !
cis
The program is by Chuck Lund; the ’
writeup by Pete Olivieri. It originally
appeared in Creative Computing, YOUR MOVE? 4.1..
Jan/Feb 1976. cle

38




cls cls
i 2 24 35 6 7 1 2 2 4 5 6 7
1 1 .
2 H H 2 ¢ H H
ks 3
4 [ 4 c ¢ c
5 5 .
5 [ [
7 7
YOUR MOVE? 6,3 e MOVE
cls cis
123 456 7 123 4 5 6 7
1 .. . .. i .
2 c H H 2 c H H
2 . .. 3
4 c C 4 [ [» c
5 .. 5 .
A c 3 [ [% [%
7 H
1 WON
MY MOYE b0 YOU WANT TO PLAY AGAIN? NO.
cls cis

1@ CLS. PRINT@4@S, “CONMECT THE DOTSY

26 PRINT: PRINT TAR(7) "COPYRIGHT 1579 CREATIVE COMPUTING
HMORRISTOWN, NI®

I8 PRINTESEG, “*; - INPUT “HIT ENTER TO START" I$: CLS

49 PRINT TAB(20) "CONNECT THE DOTS"

58 PRINT

58 PRINT "THIS PROGRAM WILL PLAY CONNECT THE DOTS MITH vou. »

78 PRINT "THE GAME IS PLAYED ON A 4 X 4 ARRAY. KHEN"
€@ PRINT "YOU WANT TO MAKE A MOVE YOU MUST TYPE IN®

96 PRINT "THE COORDINATES OF THE SPACE BETWEEN THE TWG DOTS wour
166 PRINT "WANT TO CONNECT. ENTER EACH OF YOUR MOVES BY TYPING®

116 PRINT “THE ROW NUMBER, A COMMA AND THE COLUMN NUMBER. ®
120 PRINT "THE UPPER LEFT HAND CORNER OF THE RRRAY IS £,4. "

138 PRINT "HERE KE GO, ®- PRINT@979, "PRESS ANY KEY TO CONTINUE®;

140 IF INKEY$="" THEN 146 ELSE CLS
150 DIM A2, 1)

16 v=@

174 FOR R=1 TO 12

188 FOR C=1 TO 12

196 IF R/2=INT(R/2) THEN 228

280 IF C/2=INT(C/2) THEN 238

210 AR, C)=-54

228 GOTO 24@

228 AR, Cr=8

248 NEXT C

236 HEXT R

258 IF V=1 THEN 278

270 GOSUB 1128

280 PRINT: PRINT "YOUR MOVE";

256 INPUT X. ¥

368 IF X=INT(X> THEN 33@

218 PRINT "YU REALLY DON‘T WANT TO PUT A LINE THERE!f1t®
2@ GOTO 284

330 IF (X-1>%(X-7)>8 THEN 316

348 K=K+2

356 IF (Y-Ld%(Y-7)>8 THEN 316

360 Y=Y+2

378 IF (R+Y+1/2INTC(R+9+1)/2) THEN 316
280 IF AR YOO THEN 248

358 A, ¥Y=56

488 IF X/2=INT(X/2> THEN 478
418 IF ACR-2, YI+AK-1, PHOHACK-1, Y-10C3456 THEN 446

426 P=1
430 ACH-1, Y=t

440 IF ACKH2, YOHRCKHL, YHLHACKHL, Y=13C3158 THEN 530

456 AL, Yot

468 GOTO 278

478 IF RO, P-2)HACHHL Y=1)4ACK-1, ¥=1)<>150 THEN Seoi

488 ACY, Y-1)=1

496 P=1

568 IF ACK, YH2OHACHH, YHLHACK-L, Y41 <158 THEN 536

516 ACK, Y+1=1

528 GOTG 27@

536 IF P=i THEN 270

548 GOSUE 1120

558 PRINT:PRINT "My MOVE®

568 FOR R=4 TO 10 STEP 2

76 FOR C=4 TO 16 STEF 2

588 IF ACR-L, CI+ACRHL, CIACR, C-1)+ACR, C+LXO158 THEN 776
568 ACR, Cy=—1

39

€68 IF ACR-1,C>(SB THEN 6468

618 A(R-1, £>=58

620 IF AR-3, OO+A(R-2, C-1)+A(R~2, C+1><{>156 THEN 540
638 LET AR-2,0)=-1

54 IF ACR+L, CH<XOB THEN 686

650 ACR+L, C)=56

668 IF A(R+3, CO+ACRTR, C-1)+ACR+2, C+4)<>158 THEN 548
€78 ACR+2, Cr=-1

680 IF ACR, C~1){8 THEN 72@

638 AR, C-1)=56

780 IF AR, C-3)+A(R-1, C-23+A(R+L, C+2)(>156 THEN 546
718 AR, C-2)=-1

728 IF AR, C+1XC08 THEN 546

738 AR, C+1)=58

748 IF ACR, C+3)+A(R-1, C+2)+A(R+1, C+2){>158 THEN 540
758 AR, C+2r=-1

768 GOTO 548

776 NEXT C

78 NEXT R

790 IF E>L THEN 848

980 IF A(LR-R, 12-¥)><006 THEN 84a

€18 A(12-¥, 12-¥)=50

820 IF EX1 THEN 984

839 GOTO 27a

848 FOR R=2 T0 8

830 FOR C=2 T0 9

860 IF (R+CY/2=INT((R+C)/2) THEN 958

878 IF ACR,CX<>8 THEN 395G

888 IF R/2=INT(R/2) THEN 328

890 IF A(R-2, C)+A(R-1, C-1)+A(R-1, C+1)=180 THEN 956
988 IF R(R+2, CO+A(R+L, C~1)+A(R+1, C+15=188 THEN 956
B AR, C)=56

928 GOTO 27@

330 IF AR, C-2)+ACR-1, C-1)+A(R+L, C~1)=46@8 THEN 958
948 IF ACR, C+2y+A(R-1, C+23+AR+L, C+1){0106 THEN 916
958 NEXT C

96@ NEXT R

§7¢ IF E>1 THEN 808

980 R=INT{(RND(B)¥7)+2

396 C=INT(RND(BI*7)+3

16868 IF R/2=INT(R/2) THEN 1830

1618 IF C/2=INT(C/2> THEN 1058

1626 GOTO 98@

1638 IF C/2{>INT(C/2) THEN 1658

1848 GOTO 588

1658 IF A(R, CY<CO@ THEN 980

1668 AR, C)=36

167@ GOTO 27@

1680 PRINT "DO YOU KANT TO PLAY AGRINY;

1636 INPUT B$

11088 IF LEFT$(BY, 1>="Y" THEN 17@

1118 END

1426 P=8: PRINTEG, 122 45 86 7
1126 D=8

1148 £=6

1138 FOR R=2 TO 9: PRINT “ ";R-2:" %;

116@ FOR C=3 70 9

147e IF AR, C)<{>8 THEN 1206

118@ PRINT * %

1436 GOTO 135@

1288 IF A(R,C><{>-56 THEN 1220

1218 PRINT " “; CHR$(148); " *;

1226 GOTO 4358

1238 IF ACR, CO(>-1 THEN 1260

1248 PRINT " C ¥

1258 GOTO 128@

1268 IF ACR, C>{>1 THEN 4318

1278 PRINT " H "

1280 D=D+A(R. €

1298 E=E+1

1208 GOTO 1356

1318 IF R/2=INT(R/2) THEN 1348

1228 PRINT STRING$(3, 148);

1338 GOTO 1358

1342 PRINT * "; CHR$C191%: " %

1358 NEXT C

1358 PRINT

1378 NEXT R

1385 IF E>=3 THEN 140@

1396 PRINT: PRINT CHR$(21); : RETURN

1460 PRINT: PRINT: IFDX@ THEN 1430

1418 PRINT "I KON®

1428 GOTO 1680

1438 PRINT "YOU WON!!it®

144@ GOTQ 1086

1450 END



Gonvey

CONVOY
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NI

cls
DO ¥OU HEED INSTRUCTIONS? VES.
cls

THIS NAVAL WAR GRME 1S PLAYED ON A 16 BY 18 MATRIX
YoU ARE THE SUB; THE COMPUTER IS A CARGD SHIP AND ITS TWC
DESTROYERS. THE SHIP STARTS IN SQUARE 168 AND RANDOMLY MOVES
TO SQUARE 1, MOVING 6,1.2,0R 3 SAUARES AT A TIHE.

ONE OF THE SHIP‘S DESTROYERS STARTS AT SGUARE 78 AND MOVES
RANDOMLY 8,4, 2 OR T SQUARES AT A TIME SEARCHING FOR THE SUB
THE OTHER DESTROVER STAYS WITHIN ONE SQUARE OF THE SHIP AS
AN ESCORT. THE SUB STARTS IN SQUARE 42. CAN MOVE UP, DOWN
LEFT OR RIGHT 1 SQUARE AT A TIME. 2 MOYES PER TURN, AND IT
HAS TORPEDOES WHICH IT CAN FIRE 4 AT A TIME IN ANY STRAIGHT
LINE. AFTER EACH SUB MOVE, THE PERISCOPE WILL SEARCH
EACH ADJACENT SQUARE FOR THE SHIP. ALSO RANDOM RECONNAISANCE
REPORTS WILL BE MADE

PRESS ANY KEY TO CONTINUE
cls

THE SEQUENCE OF PLAY IS.

1 - SHIP AND DESTROYERS MOVE
2 - YOUR HOVE

3 - Y0U CAN FIRE A TORPEDG

4 - PERISCOPE SEARCH

5 - YOUR MOVE RGAIN

S - BACK TO NUMBER 1

THE SUB WINS IF IT SUCCEEDS IN HITTING THE SHIP WITHIN 4
TORPEDOES MITHOUT MOVING TO A SQUARE OCCUPIED BY fi DESTROYER
10 “FIRE?’ ANSWER: “ND’, “L7, “R7, U’ /D’ “LU7, “LD" “RUY, OR “RD/

‘L’ = LEFT, “R‘ = RIGHT,
‘RU = RIGHT UP,

‘W = UP, ‘D’ = DOMN, LU’ = LEFT UP;
“RD’ = RIGHT DOWN
PRESS ANY KEY TO CONTINUE

cls

1 2 3 4 5 6 7 8 9 18

41 42 413 44 15 16 17 18 19 28

24 22 2% 24 25 26 27 28 29 3@

3 32 33 34 IS 3¢ 37 38 39 4@

THE 41 42 43 44 45 46 47 48 49 5@
BOARD 51 52 53 54 55 56 5S¢ 58 59 60
61 62 63 64 65 66 67 68 €3 7O

74 72 73 74 VS V6 V7 78 V9 @@

81 82 83 94 ©5 §& 87 88 89 9@

94 92 93 94 95 IE 97 98 99 1e@

DESTROYER HAS HOYED. SHIP HAS MOVED.
SUB IS NOW AT 12 DESTROVER LAST SIGHTED AT 78
SuUB S MOVE? 13

cis
1 2 3 4 5 €& 7 8 16
11 42 .. 14 45 16 17 18 2
21 22 23 24 25 26 27 28 3@
3 02W 33 34 35 2 P 38 4@
THE 41 42 43 44 45 46 47 48
BOARD 54 52 5% 54 55 56 57 98 58

51 62 63 64 65 66 67 68
FL P2 73 V4 75 76 77OV
8L 82 83 84 85 26 87 88
91 92 9% 94 95 %6 97 98
DESTROYER HAS MOVED. SHIP HAS MOVED
SUB IS5 NOW AT 42 DESTROYER LAST SIGHTED AT 78
SUB‘S MOVE? 14.

KD OO g O OF B bl PP
W50 N KD D A0 N D N g
o
»

o
o 0
o W

cis
{1 2 3 4 5 & 7 8 9 18
144 12 413 .. 15 16 17 18 19 28
21 22 23 24 285 26 27 20 29 2@
24 32 33 34 35 36 37 3B 39 48
THE 44 42 43 44 45 46 47 48 49 5@
BOARD 4 52 53 54 53 56 57 58 GO €0
61 62 63 64 65 66 67 68 63 7
71 72 73 74 VS 76 77 T8 V9 &@
a1 982 83 84 85 86 87 8E ©9 L@
91 92 92 94 95 36 97 98 99 108
DESTROYER HAS MOVED. SHIP HAS MOVED.
SUR AT 14 SHIP LAST SEEN AT 100
FIRE? NO.-
cls

This is a naval war game played on a
10 by 10 grid. You are a submarine and
the computer plays the role of the
convoy consisting of a cargc ship and
two destroyers. One destroyer acts as
the escort traveling alongside the
cargo ship, while the other searches for
the submarine and tries to destroy it.
The destroyer which is searching for
the submarine moves from zero to
three squares at a time, searching. The
other destroyer stays within one
square of the ship. The submarine
starts in square #12 and can move up,
down, left, or right one square atatime
with two moves per turn. it has four
torpedoes which may be fired one at a
time in any straight direction, horizon-
tally, vertically, or diagonally.

The game ends when either the
submarine destroys the cargo ship or
when one of the two destroyers gets
the submarine.

cls
4 2 % 4 85 & ¥ 8 9 18
11 42 12 .. 45 1§ 17 18 15 2@
21 P2 23 24 25 26 27 28 29 3@
34 3@ 33 3 35 3¢ 37 32 39 48
THE 41 42 43 44 45 46 47 48 49 50
BOARD 4 52 53 54 55 56 57 5@ 59 6@
61 62 63 64 €5 A5 AT £2 63 7
74 72 TR 74 TS V6 VT VR 79 8@
gi 82 9% 84 85 S6 & 9e &9 9@
94 92 93 94 95 98 97 9% 99 1e0
DESTROYER HRS MOYVED. SHIP HAS MOVED
SUB IS NOW AT 14 DESTROYER LAST SIGHTED AT v&
SHB'S MOYE? 15
SHIF AT 78
cis
1 2 % 4 5 & F 8 9 i
41 12 13 44 .. 16 17 18 19 2@
21 22 23 24 25 26 27 28 29 30
%1 I 33 4 3F 36 37 38 39 40
THE 41 42 43 44 45 46 47 48 49 U@
BOARD 51 52 53 54 55 96 57 58 39 &8
61 62 62 64 €5 &6 67 68 E9 7
7L 72 71 74 VS V6 Y7 T8 79 g
¢l ©2 83 o4 85 86 &7 88 89 9@
91 92 93 94 95 96 97 98 99 41@8
DESTROYER HRS MOVED. SHIP HAS MOVED.
SUB 1S NOW AT 14 DESTROYER LAST SIGHTED AT 78
SUB“S MOVE? 16-
cls
1 2 I 4 5 & 7 9 9 18
14 12 43 14 45 17 18 19 2
21 P2 23 24 25 26 27 28 29 14
3 32 3} 34 35 36 37 3¢ 39 48
THE 41 42 43 44 45 46 47 48 49 5@
BOARD 51 S5z 53 54 55 56 57 58 59 68
gl €2 63 64 63 66 67 68 69 T
7 TR 7R OT4 P56 Y7 TR 79 g
g1 9 83 84 85 ©6 &7 82 83 96
91 92 93 94 95 96 97 98 99 1e@

SHIP HAS MOVED.
DESTROYER LAST SIGHTED AT 78

DESTROYER HAS MOVED
SUB IS NOW AT 16
SUB‘S MOVE? 17.

cls




cis

1 2 2 4 5 & 7 8 9 18
11 12 13 14 45 16 ... 18 19 28
21 22 2R 24 25 26 27 28 29 @
¥ 22 33 34 35 € I 38 39 48
THE 41 42 43 44 45 46 47 48 49 5
BORRD 3 %2 53 54 35 56 57 58 59 @A
61 &2 &3 64 £3 66 67 68 69 7@
71 72 73 P4 V3 V6 77 78 F9 g8
8l 82 B8 94 95 86 &7 88 8% 9B
91 92 83 94 95 96 97 98 99 169
DESTROYER HAS MOVED. SHIP HAS MOVED:
SUB IS NOM AT 16 DESTROVER LAST SIGHTED RT 78
SUB“S MOVE? 18.
cls
1 2 5 6 7 & 9 4@
14 1z 15 16 17 18 286
21 22 2% 24 25 26 27 28 29 3@
3 32 32 34 35 36 3IF 38 39 4a
THE 41 42 43 44 45 46 47 48 49 5B
BOARD 51 52 53 54 55 56 57 58 59 6@
€1 €2 63 €4 65 66 &7 68 69 70
71 V2 VX 74 75 7B V7 V8 V9 gam
8l 82 83 84 85 BE &7 88 89 S
3L 92 9% 94 55 96 97 8% 99 166
DESTROYER HAS MOVED. SHIP HAS MOVED.
SUB AT 18. SHIP LAST SEEN AT 79,
FIRE? NO_
cis
i 2 2 4 35 6 7 8 9 48
1142 42 44 15 216 17 .. 419 2@
21 22 23 24 25 26 27 28 29
34 032 32 34 3B 36 37 28 19 40
THE 41 42 43 44 45 46 47 48 49 S
BOARD 54 52 53 54 5% 36 57 58 59 60
61 62 8% 64 65 66 67 68 69 7B
vl 72 FI P4 75 V6 V7 78 V9 e@
91 82 83 34 85 86 &7 88 8% 9
91 92 93 94 95 95 97 98¢ 99 166
DESTRQYER HAS MOVED. SHIP HAS MOVED.
SUB AT 18 SHIP LAST SEEN AT 74
UP PERISCOPE.
cis
12 2 4 5 6 7 & 9 18
11 12 43 14 15 16 17 198 28
21 22 22 24 25 26 27 28 29 8@
3032 33 34 3% 36 I 3% 39 44
THE 41 42 43 44 45 46 47 42 49 sa
BOARD 51 52 53 54 S5 56 57 58 59 68
Bl 62 63 64 65 66 67 €8 69 78
Vi 72 VX 74 75 Y6 77 7R OTY &m
‘51 82 82 84 85 86 &7 88 85 99
31 82 92 894 95 96 97 98 99 100
DESTRQOYER HAS MOVED. SHIP HAS MOVED.
SUB IS NOW AT 18 DESTROYER LAST SIGHTED AT 78
SUB”S MOVE? 28_
SHIP AT 7@
cls
1 2 % 4 5 6 7 8 9 48
11 12 13 14 15 16 17 18 19 20
21 22 23 24 25 26 27 .. 29 30
31 32 23 34 35 3% 37 30 39 48
THE 41 42 43 44 45 46 47 48 49 350
BORARD 51 592 53 54 55 56 57 58 59 68
Bl 62 63 64 65 66 67 £8 69 78
Y1 72 73 74 75 76 77 78 79 88
81 82 83 84 85 86 & €8 89 9@
91 92 93 94 95 96 97 98 99 168
DESTROYER HAS MOVED. SHIP HAS MOVED.
SB IS NOW AT 18 DESTROYER LAST SIGHTED AT 78
SUB’S MOVE? 28.
cls

cis
1 2 2 4 5 6 7 8 9 i8
14 42 13 44 15 16 47 18 19 2@
21 22 23 24 25 26 27 28 29 @
31 32 33 34 35 36 3IF ... 39 48
THE 41 42 42 44 45 46 47 48 49 5@
BOARD 51 52 93 54 55 56 37 58 59 6@
6l 62 63 64 65 &5 67 68 63 78
71 72 VX 74 75 76 77 7B 79 e@
81 82 83 84 85 @ & 88 89 99
91 92 92 %4 93 96 37 98 99 188
DESTROYER HAS MOVED. SHIP HAS MOVED
SUB IS NOW AT 38 DESTROYER LAST SIGHTED AT 78
SUB‘S MOVE? 4@.
cls
1 2 2 4 5 6 7 8 9 18
11 42 43 44 15 16 17 18 19 28
21 22 23 24 25 26 27 20 29 38
Il 32 33 34 35 X 3P 328 29 48
THE 41 42 43 44 45 46 47 .. 48 58
BOARD 5f 52 53 54 55 56 57 58 59 48
61 62 62 64 65 66 67 68 63 7O
VL 72 V3 74 7S 76 T 7B 79 a8
8L 82 83 B84 85 86 &7 88 8% 99
91 92 93 94 95 96 97 98 99 1p@
DESTROYER HAS MOVED. SHIP HAS MOVED
SUB IS NOW AT 38 DESTROYER LAST SIGHTED AT 78
SUR’S MOVE? 48_
ESCORT YERY NEAR!
cis
i 2 3 4 5 €& 7 & 9 1@
11 12 13 14 15 16 17 48 19 28
24 22 23 24 25 26 27 28 29 @
31 32 33 34 35 26 37 328 39 46
THE 41 42 43 44 45 46 47 43 5S4
BORRD 5. 52 53 54 55 S5 S 58 59 6@
61 62 63 64 65 66 67 68 69 78
7172 72 V74 73 6 7 V8 79 @
81 82 8% o84 &5 95 97 88 89 9
91 92 93 94 95 96 97 98 99 160
DESTROYER HAS MOVED. SHIP HAS MOVED.
SUB AT 48 SHIP LAST SEEN AT 78
FIRE? YES.
ESCORT YERY NEAR!
cls
i 2 2 4 5 & 7 & 9 18
11 42 12 14 15 416 417 48 19 28
2L 022 23 24 25 26 27 28 29 38
2 32 33 34 35 26 3T 38 39 48
THE 41 42 43 44 45 46 47 .. 49 58
BOARD 51 32 53 54 55 56 S7 58 59 6@
61 62 63 64 65 66 67 68 69 76
7L 72 P73 Y4 75 Y6 77 78 79 88
81 82 83 84 85 86 97 88 B89 9B
91 92 93 84 95 96 97 98 99 6@
DESTRQOYER HAS MOVED. SHIP HAS MOVED.
SUB AT 48. SHIP LAST SEEN AT 78
FIRE? RD_
cis
1 2 3 4 5§ 6 7 8 9 18
11 42 43 14 15 16 417 18 15 28
21 22 23 24 25 26 27 28 29 36
3 32 32 34 35 36 37 38 39 48
THE 41 42 43 44 45 46 47 .. 49 58
BOARD 591 52 53 54 55 56 57 58 59 66
61 62 63 64 65 66 67 68 69 7@
7L 72 73 74 75 76 77 78 79 80
81 82 83 B4 §5 86 87 88 89 99
31 92 92 94 95 96 97 98 99 189
DESTROYER HAS MOVED. SHIP HRS MOVED
SUB AT 48. SHIP LAST SEEN RT 78
HISS
cls
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16 CLEARSO: CLS: PRINT@443, “CONVOY”

26 PRINT: PRINT TABC?) "COPYRIGHT 1579 CREATIVE COMPUTING
38 PRINT@9SG, ""; INPUT “DO YOU NEED INSTRUCTIONS";I$

48 IF LEFT$(I$, 1>="N" THEN CLS: GOTO 358

S8 CLS: PRINT TABC29); "CONYOY"- PRINT

60 PRINT "  THIS NAVAL AR GAME IS PLAYED ON R 18 BY 18 MATRIX. *

78 PRINTY0U ARE THE SUB. THE COMPUTER 1S A CARGD SHIP AND ITS THO®

80 PRINT'DESTROYERS. THE SHIP STARTS IN SQUARE 108 AND RANDOMLY MOVES™
9@ PRINT"TO SQUARE 1. MOVING 8,1, 2,0R 3 SQUARES AT A TIME.

160 PRINT* ONE OF THE SHIP’S DESTROVERS STARTS AT SQUARE 78 AND MOVES®
118 PRINT"RANDOMLY 81,2 OR 3 SQUARES AT A TIME SERRCHING FOR THE SUB. "
128 PRINT“THE OTHER DESTROYER STAYS WITHIN OME SQUARE OF THE SHIP AS®
138 PRINT"AN ESCORT. THE SUB STARTS IN SQUARE 12, CAM MOVE UP,DOMN,
148 PRINT'LEFT OR RIGHT 1 SQUARE AT A TIME. 2 MOVES PER TURN, AND IT *
158 PRINT"HAS TORPEDOES WHICH IT CAN FIRE 1 AT A TIME IN ANY STRAIGHT®
168 PRINT"LINE. AFTER EACH SUB MOYE, THE PERISCOPE WILL SEARCH"

178 PRINT"EACH ADJACENT SGUARE FOR THE SHIP. ALSO RANDOM RECONNAISANCE®
180 PRINT"REPORTS WILL BE MADE. "

199 PRINT@979, "PRESS ANY KEY TO CONTINUE':

260 IF INKEV$="" THEN 28@ ELSE PRINTE128, CHR$(31);

MORRISTOWN: NJY

210 PRINT"  THE SEQUENCE OF PLAY IS:"

228 PRINT" 4 - SHIP AND DESTROYERS MOVE"

220 PRINT" 2 - YOUR HOVE"

248 PRINT" 3 ~ YOU CAN FIRE R TORPEDO"

258 PRINT" 4 - PERISCOPE SEARCH"

268 PRINT" 5 ~ YOUR MOVE RGAIN"

278 PRINT" & ~ BACK TO NUMBER 4"

200 PRINT"  THE SUB WINS IF IT SUCCEEDS IN HITTING THE SHIP WITHIN 4 *

298 PRINT"TORPEDOES WITHOUT MOVING TO R SQUARE OCTUPIED BY R DESTROYER.
200 PRINT"TO “FIRE?” ANSWER: “NOZ.“L<, ‘R’ U7, D7, 7LU%, 7LD, 'RU%, OR “RDZ. *
246 PRINT"/L’ = LEFT, ‘R’ = RIGHT, ‘U’ = UP, ‘D’ = DOWN, ‘LU’ = LEFT UP."
320 PRINT"/RU” = RIGHT UP, ‘RD‘ = RIGHT DOWHL "
330 PRINT@S79, "PRESS ANY KEY TO CONTINUE™

4@ IF INKEY$="" THEN 24@ ELSE CLS

350 PRINT TAB(24); * 4 2 2 4 5 6 7 8
368 FOR I=1 709

370 PRINT TAB(24); . FOR J=1 70 18

280 PRINT USING "#i## °; I+18+J;

398 NERT J
408 NEXT I
4168 PRINT256,
420 D=12

438 T=4

440 S=160
456 C=78

468 £2=r8
478 L=180
430 IF C=-108 THEN 538

499 GOTO 2978

568 ¥3=6

510 M1=0

526 GOT0S60

536 Mi=@

548 IF $=2 THEN 1228

58 ¥3=1

568 IF 5=3 THEN 1228

578 IF S=11 THEN 1228

588 IF S=12 THEN 122

596 IF S=21 THEN 1220

660 X=RND{@)

618 IF ¥>. 4 THEN &7@

620 IF X>. 2 THEN €38

630 IF %>.@5 THEN €50

648 GOTO 1668

658 Si=@

666 GOTO 728

6701 54=2

686 GOTO 768

698 Si=1

708 X=RND(®)

718 IF X{. 75 THEN 74@

7e@ Pi=1

738 GOTO 810

748 P1=-1

756 GOTO 8ie

766 IF S=16+INT(S/14) THEN 860
778 GOTO 84

7RG IF S=1+(1B+INT(S/1@)) THEN €08
7363 GOTO 848

360 Pi=Pix(-1)

216 M2=P1¥ (INTC2+(RND(8)))43)+1}
g20 IF HM2=1 THEN 768

9 1i@"

9THE"; - PRINT@328, “BOARD"; = PRINT@648, STRINGH(64,191);

42

838 IF M2=-1 THEN 788

48 IF Mi=M2#(-1> THEN 86@
850 Ci=S+H2

366 IF Cl=1 THEN 122

&ve IF Ci=Dh THEW 2820

858 IF C1=C THEN 868

896 IF C4<1 THEN @6d

958 IF C10>168 THEN €86

91@ Mi=n2

920 S=C1

930 CE=5+¢ CINTC2HRND (@) D% (=23 ) +1 )4 C{INT (24RND (@) 19) +1)

948 IF C6<2 THEN 828

950 IF Co>10B THEN 920

960 IF Cé= D THEN 28@@

976 IF Si=1 THEN 658

938 IF S1=2 THEN 698

96 C3=8

16080 PRINTBPR6, "SHIP HAS MOVED. “;
1818 IF Y2=0 THEN 1040

1828 Xi=@

1826 GOTC 2390
1648 REM

1858 Xi=1

166@ PRINTE?ES,
1876 PRINTE3GO
1388 PRINT@83Z,
1698 INPUT A%
11680 IF LEFT$(R$, L0="N" THEN 1780

11108 TP$=STRING$(3, 148) - IF As="L" THEN 124@
1128 IF R$="R" THEN 1260

1128 TP$=" "+CHR$CL94>+" "+ IF R$="U" THEN 1280
1149 IF A$="D" THEN 1388

“SUB ATY; D CHRECBY: . CHRE(3@);

"FIRE™; CHR$(IR):

1150 TP$=CHR${131)+CHRE(140)+CHRE(A7E)  IF A$="LU" THEN 1328

1166 IF R$="RD" THEN13EO

1470 TP#=CHR$CL7EI4CHRE (140 +CHRE(IZL) - IF AF="RU" THEN 13€@

1186 IF AF="LD" THEN 1248

1499 PRINTGE32, “ANSHER NO. L, R, U
1288 FOR TH=1 TO 560: NEX

1216 GOTG 1880

1226 CLS: PRINTSHIP“S IN PORT. "
1226 GOTC 2856

1248 Pi=-1

1258 GOTO 4396

1260 Pi=1

1278 GOTO 1390

1286 P1=-18

1250 GOTO 1398

1268 P1=10

116 GOTQ 1398

1326 Pi=-11

136 GOTO 1398

134@ P1=9

1350 GOTO 1398

1268 Pi=-9

1378 GOTO 1398

128@ pi=11

1350 Di=D

1486 Di=D1+P1

1418 XC=INT(D1/18) - YC=D1-RC¥18: SP=NC#64+Y(+4+20
1428 IF INT(D1/18)<0D1/1@ THEN 1448

1430 SP={XC-1)#64+(VC+1B)#4420

1448 PRINT@SP, TP$:; = FOR Th=1 TO 2@: NEXT TH
145@ PRINT@SP, ""; PRINTUSING"###"; D1

146@ IF Di=% THENLS28

1470 IF D1=C THEN 1570

1488 IF D1<11 THEN 1656

149@ IF D190 THEN 1698

1560 IF Di=10+INT(D1-/18> THEN 16i@

1510 IF Di=1+{1G*INT(D1/1@) THEN 1636

1528 GOTO 146@

15326 CLS. PRINT"KER-BUOM!! CARGO SHIP DESTROYED!®
4540 PRINT:PRINT"YOU WIN!!®

1550 Q=1

1368 GOTO 2856

1576 PRINTER32, "WHAMO!' DESTROYER SUNK ": CHR$(28);
1586 FOR TM=i TO S@8: NEXT TH: C=-168

1598 T=T-1

1668 GOTO 1760

1610 IF D=18*INT(D /16> THEN 1408

1620 GOTO 173@

1630 IF D=1+(16+INT(D/16))> THEM 1480

D. LU, LDy

“SHIP LAST SEEN AT":L; CHR$(8); " *; CHRE(2M;

RU QR RD. “i




1648 GOTO 1720

1658 IF D>18 THEN 1728

1668 IF D1<2 THEN 1738

1678 IF D133 THEN 173@

1620 GOTO 1408

1698 IF D<S1 THEN 1738

1768 IF DI<92 THEN 1738

17168 IF D15S9 THEN 1738

1728 GOTO 1468

1726 T=T-1

1748 PRINTBE32, "MISS. ; CHRE(30):

4758 FOR TM=1 TO 5@8: NEXT TH: IF T=0 THEN 2048

1768 PRINT@S96, T; "TORPEDOES LEFT. "; CHR$(38);

1770 GOTO 1088

1788 PRINT

1798 Y=8

1980 PRINT@E32, "UP PERISCOPE. “; CHR$(38);

1818 FOR TM=1 TO 58@: NEXT TH

1828 y2=0

1838 IF S=D THEN 1980

1848 IF S=D-1 THEN 1580

1858 IF 5=D+1 THEN 1988

1868 IF S=D-18 THEN 1388

187@ IF S=D+18 THEN 1988

1888 IF S=D-9 THEN 1984

1898 IF S=D+9 THEN 1988

1980 IF S=D-11 THEN 4198@

1948 IF 5=D+11 THEN 1988

1928 IF Y=1 THEN 2010

1936 PRINTERS6, "SHIP NOT IN SIGHT. “; CHR$¢30);

1548 X=RND(@>

1938 IF X< 35 THEN 2818

1960 REM

1578 y2=-1

1988 PRINTEED6, “"SHIP AT™;S;CHR$(BY: " *; CHR$(3GY;

1999 ¥2=v2+1

2008 L=5

2648 IF C=D THEN 2330

2628 IF C6=D THEN 2800

2030 IF C=D+1 THEN 2314

2848 IF C6=D+1 THEN 2298

2058 IF C=D-1 THEN 2318

2668 IF C6=D-1 THEN 2298

2078 IF C=D+9 THEN 2318

2088 IF C6=D+9 THEN 2298

2650 IF C=D-9 THEN 2318

2108 IF C6=D-9 THEN 2298

21168 IF C=D+1@ THEN 2318

2126 IF C6=D+10 THEN 2298

2138 IF C=D-1G THEN 2318

2148 IF C5=D-18 THEN 2298

2458 IF C=D+11 THEN 2316

2168 IF C&=D+11 THEN 2298

2178 IF C=D-11 THEN 2%i@

2480 IF C6=D-11 THEN 2232

219@ IF C=D+2 THEN 2310

2200 IF C=D-2 THEN 2316

2218 IF C=D+208 THEN 2216

2220 IF C=D~28 THEN 2310

2238 IF C=-108 THEN 237G

2248 IF ¥=1 THEN 2380

2258 X=RND(@>

2268 IF X{. 6 THEN 2278

2270 PRINT@ES6, "RECON. PLANE SPOTS TIN CAN ATY; C; CHR$(8);
22868 GOTO 2358 "5 CHR$(2@);
2298 PRINT@896, "ESCORT VERY NERR'"; CHR$(38);

2386 GOTO 2379
234@ PRINT@896,
2328 GOTO 2356
2330 PRINTERSE,
2348 GOTO 2760
2358 C2=C
2366 C3=1
23700 IF ¥=0 THEN 2258

2320 RETURN

2398 REM

2408 PRINTE?ES, “"SUB IS NOM AT"; Di CHR$CS); ™ ; CHR$(30);
244@ IF C3=1 THEN 2448

2420 IF C=-168 THEN 2440

2430 PRINT@8GO, “DESTROYER LAST SIGHTED AT C2; CHR$CS); *
2440 Dp= CHR$(38);
24358 PRINTES32,
2468 Y=1

"DESTROYER CLOSING IN AT";C:i CHR$(8); " “; CHR$(3@)

"DESTROYER DIRECTLY OVER HERD. " CHR$(38);

"SUB’S HOVE"; CHR$(38);

2478 INPUT X: GOTO 2518

2480 XC=INT(PO/1€) - YC=PO-XC#10: PA=XCAG4+YC+4+20

2490 IF INT(PO/18)=P0/18 THEN PA=(XC-1)%64+(Y(+18)%4+26

2588 RETURN

2548 IF X=D THEN 264@

2528 IF X2 THEN 2728

2538 IF X>186 THEN 2738

254@ IF X=INT(X) THEN 2562

2558 GOTO 273e

2568 IF X=D+1 THEN 2618

2578 IF X=D-1 THEN 2628

2388 IF ¥=D+18 THEN 2648

2598 IF X=D-18 THEN 2640

26689 GOTO 2738

2618 IF D=18%INT(D/1@) THEN 2728

2628 GOTO 2648

2638 IF X=1@+INT(X/10) THEN 2738

2649 PO=D: GOSUB 248@: PRINT@PA, "":;: PRINTUSING"$#%";D;

2638 D=X: PO=D: GOSUB 2488: PRINTGPA, STRING$(2,14@);
CHR$(1433;

2668 GOSUB 1828

267@ IF D2=1 THEN 2760

2688 D2=1

2690 GOTO 2458

2780 IF X1=0 THEN 3258

2718 IF C=-16B THEN 538

2720 GOTO 2976

2730 PRINT@832, “CAN‘T DO. " CHR$(38);

2748 FOR TM=1 TO 5688: NEXT TM

2758 GOTO 2450

2768 X=RND(@)

2778 IF X< 8 THEN 2808

2780 PRINT@896, "DEPTH CHARGE JUST MISSED!"; CHR$(38);

2798 GOTO 2358

28088 CLS: PRINT"VAROOM!' SUB DEPTH CHARGED!®

2810 GOTO 2858

2828 PRINT@896, “SHIP NOW OVERHEAD. “; CHR$(38);

2838 GOTO 530

2848 CLS: PRINT"AMMO DEPLETED. "

2858 PRINT

2868 IF Q=0 THEN 2898

2876 01=Q14+1

2888 GOTO 2908

2890 G2=Q2+1

2909 PRINT"SCORE: COMPUTER"; 02; " -

2318 PRINT

2920 Q=9

2930 PRINT “NEW GAME";

2948 INPUT N$

2958 IF LEFT$(N$, 1)="N" THEN 3278

2968 CLS: GOTO 356

2378 Mi=8

2328 51=4

2938 X=RND(@>

3686 IF X< 6 THEN 3039

3816 Pl=g

3828 GOTO 3040

3038 Pi=-1

3848 M2=(P1%( (INTC24RNDCE) 3 )43)+1)

3E58 IF M2=1 THEN 319@

3868 IF M2=-1 THEN 3218

870 IF Mi=M2%(-1) THEN 3230

3888 C1=C+M2

3696 IF C1=D THEN 2880

3188 IF Ci=S THEN 3239

3110 IF Ci<2 THEN 323@

3126 IF C1>168 THEN 2230

3130 mi=h2

3148 C=t4

3158 IF S1=1 THEN 536

3169 51=1

3178 PRINTE784,

3180 GOTO 2998

3188 IF C=1B%INT(C/18) THEN 3230

3280 GOTO 3678

3218 IF C=1+(18+INT(C/1@)) THEN 3230

3228 GOTO 3670

3238 Pi=Pix(~1)

3248 GOTO 3040

3258 IF v2=@ THEN 1840

3266 GOTO Sag

3270 FOR ¥X=1 TO 1608:NEXT XX:END

SUB"; @4; CHR$(8); ». v

"DESTROYER HRS MOVED. ";

43



Eoriral

CORRAL is a game program
inspired by Harry (short for Aragon),
a horse acquired in a rash moment of
indulgence for a teen-age daughter.
Harry, in his own inimitable style,
taught us much about the care, feed-
ing and psychology of the equine
species. Some of that hard-won
psychology has found its way into
CORRAL, which is a one-dimension-
al simulation of the two-(and almost
three-) dimensional problem of
catching Harry for anything other
than food. The main reason for
confining Harry’s ego in the comput-
er to only one dimension is simply to
conserve paper on hard-copy termi-
nals. Even so, the presentation is
very effective on a video display unit.

The corral itself is bounded by a
pair of siderails represented by
graphics blocks separated by 21
spaces. The cowboy C always enters
beside the leftmost rail while the
horse H is happily mooching some-
where between positions 10 and 18
with a bias towards the right. This
bias and the various other behavioral
peculiarities of the horse are gov-
erned by two data matrices (state-
ments 90 and 100) which may be
altered to vary the beast’s tempera-
ment from wild to docile depending
on the data distribution.

If the horse bolts, a check is
made (line 410) to ensure that it does
not reach a position less than one
space away from the cowboy. Occa-
sionally, the horse bolts to a position
more advantageous to the cowboy,
just as in real life, but usually the
opposite is true, particularly when it
bolts as a result of an incautious
approach by the cowboy. So heed
with care the advice for the cowboy
not to advance by more than haif the
separation in any one move except
when adjacent to the horse, of
coursel!

The probability that the horse
may kick when the cowboy moves
close is set by the IF statement at
line 440. The cowboy is immobilized
for from one to five moves, while the
horse canters happily away from the
scene of his triumph. If this happens
more than a certain (random) number
of times the round-up is terminated
by the departure of the cowboy in an
ambulance.

Occasionally the horse decides to
engage in a friendly dance around the
cowboy, but remember that random
number generators have no soul and
the result is often vile treachery as
the horse delivers a fatal kick at the
very moment when a successful
catch seems assured. On the other
hand, the skill of an accomplished
CORRAL cowboy can result in a
catch within three moves with no
injuries sustained. You either have it
or you have not, as the saying goes.
In the latter case the program allows

a maximum of 100 moves before
relegating the luckless cowboy to
cookhouse chores.

Computer freaks with muiti-color
graphics will no doubt be dissatis-
fied with such prosaic symbols as H
and C for the horse and cowboy. A
fully animated CORRAL in living
color (with sound effects by a music
or speech synthesizer—a talking
horse yet!) should not be too difficult
to achieve.

Program and description are by
Colin Keay.

CORRAL

COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOWN, MNJ

cls

DO YOU NEED INSTRUCTIONS? Y.

cis

YOU ARE THE COKBOY. GO CATCH YOUR HORSE IN THE CORRAL!

YOU MOVE TOWARD YOUR HORSE 4 TO S STEPS AT A TIME.

IF YOU MORE THAN HALVE THE SEPERATION HE WILL BOLT!
HE MAY ALSO BOLT WHEN HE IS CLOSE 70 THE RAIL

MHEN YOU COME WITHIN 2 STEPS HE MAY KICK. BE CAREFUL!

RFTER /7’ TYPE IN A DIGIT FROM £ TO 5 FOR THE COMBOY’S NEXT MOVE

PRESS ANY KEY TO CONTINUE

cis

stk CORRAL sefokskok
é C H ?3
1 c H 2?4
2 C H 2?2
2 C H. ? 3
4 [ H 2
5 C H 71
6 CH 2?1
7 CH 714
8 H C BOLTED 22
9 H C 2?4
1@ H [ ?2
cls
8 H C ROLTED ?2
9 H c 74
16 H [ 2?2
11 H c ?3
12 H C 2z
1z H C 24
14 H C 71
15 HC 21
16 H C 21
417 HC 21
18 HC 2?4

YIPPEE!! NOW SEE IF WOU CAN CATCH HIM IN FEWER MOVES

ANGTHER ROUNDUP?® Y.

cls
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cls

WD OO N LB R

ey

Afotokok CORRAL Fedokckok

H c BOLTED

20
21
2
s
24

ILLEGAL MOVE. TRY AGRIN. 214
I

BOLTED

H c BOLTED

25

26

1, [2
R SARY

Y

ok
[e-3

C H BOLTED

KICKED

48
4

42

el
44

45

46
47
48
49
58
51
52
52
54
55

H KICKED
H

3
ho i i g

55

ILLEGAL MOVE. TRY RGAIN. ?2

56
57
58
59
60
61
62
63

H C BOLTED

HC
#

YIPPEE!! NOW SEE IF YOU CAN CATCH HIM IN FEMER MOVES.
AHOTHER ROUNDUP? N_

cls

B SR SN BEEN N RS B BES REN RN )
W b PO L Bon

[RIRUI I IS IR R R RN
[ oSNl S VRN Iww

>

ELRESERS RS IS |
RO PO PO > b

i

R LR IRV B TR RS
PO I R PO W W gy

BRI N N IR
e N N ]
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18 CLS: PRINTG44Z, "CORRAL®

28 PRINT: PRINT TRE(?) "COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOMN, WJ*
38 PRINT@OEQ, ¢~ INPUT “DO YOU NEED INSTRUCTIONS": I

48 DIN R(21)

58 DIM 5(2,9)

EBFIRIATO 2: FOR J=B 10 9

78 RERD SCI, J): NEXT J: MEXT I

€8 DATA 0,1,2,2,3,22,1,8,~1

9 DATR 1,2,2,4,5,4,2,2,L.8

1808 IF LEFT$(IS$, D)="H* THEN 248

116 CLS. PRINT TRB(29); "CORRAL": PRINT

126 PRINT ° YOU RRE THE COWBOY. GO CRTCH YOUR HORSE IN THE CORRAL'®
138 PRINT: PRINT °YQU HOVE TOWARD YOUR HORSE 1 T0 5 STEPS AT R TIME *
148 PRINT "IF YOU MORE THAN HALVE THE SEPARRTION HE WILL BOLT!®
138 PRINT "HE HAY ALSO BOLT WHEN HE IS CLOSE T0 THE RAIL *

168 PRINT “WHEN YOU COME WITHIN 2 STEPS HE MAY KICK BE CARFFUL'®
178 PRINT

188 PRINT °RFTER /2 TYPE IN A DIGIT FROM 4 T0 5 FOR THE COMBOY/S NEXT HMOVE®
196 PRINT@S79, °PRESS ANY KEY TO CONTINUE®;

286 IF INKEY$="" THEN 200

2@ CLS: PRINT TABC16Y; "
220 PRINT TAB(16); ™iobkiok CORRAL bk

236 PRINT TAB(16); ° *

249 PRINT

258 C=1: L=1: K=8: M=8: H=8: GOSUB 640

260 IF ROS THEN Q=-0

278 H=134Q: GOSUB 650

208 1=2+P- PRINT

250 Bs=" *

360 FOR J=1 70 24: A(J)=32: NEXT

218 A(CI=67: A=72

728 PRINT USIHG "B#8% N : PRINT *", PRINT CHR$(151);

338 FOR J=1 70 20: PRINT CHR$CACD)): - NEXT

340 PRINT CHR$(191), BS;

350 X=RABSCH-C): L=SGNCH-C)

368 N=NHl: IF KO8 THEN 598

376 IF N>188 THEN 798

380 INPUT D

398 IF DX AND DC6 THEN 410

489 PRINT "ILLEGAL HOVE. TRY RGAIN.®,,- GOTO 378

418 E=C+laD: IF EQ OR ED2L THEN 408

420 C=E: GOSUB 640

428 G=P- HeH+l#G: GOSUB 658

448 IF X240 AND D01 THEN 498

458 IF tD1 AND H(20 THEN 538

468 GOSUB 648

478 IF R>2 THEN 538

488 IF 7 THEN 299

498 G=9+24P- H=H-1#G: L=-L. GOSUB 638

568 IF ABSCH-COXL THEW 528

516 H=H-24L. GOSUR 650

528 B4="BOLTED "+ G070 389

038 IF ABSCH-C))2 THEN 208

540 GOSUB 646

558 IF RO3 THEN 628

568 GOSUB 640

578 K=P+2: M=M+i: H=H-Sel. GOSUB 658

588 B$="KICKED": GOTO 380

598 IF HDT THEN 688

608 K=K-1: PRINT: GOSUB 848

618 H=HHL*(P+1): GOSUB 658: GOTO 298

628 IF H=C THEN 788

638 GOTO 298

648 R=INTCIB+RND(B)): P=5(LR): @=5¢2.R): RETURN

699 IF HCL THEN H=t

€68 IF HO24 THEN H=21

678 RETURN

682 PRINT: PRINT "THOSE KICKS LANDED YOU IN THE HOSPITAL'®
€96 PRINT "GET WELL SOON'™: GOTO 768

788 FOR J=1 TO 24: R(D)=32: KEXT: ACC)=3S

710 PRINT, CHR$(190);

728 FOR J=1 TO 21: PRINT CHR$CR(J)); - NEXT

739 PRINT CHR$(190)

748 PRINT: PRINT "YIPPEE!! MOM SEE IF YOU CAN CATCH HIM IN FEMER HOVES, ®
738 PRINT

768 INPUT "ANOTHER ROUNDUP®;F$

778 IF LEFT$CFS, )="v" THEN 210

768 GOTO 818

798 PRINT: PRINT: PRINT "ENOUGH! YOUD DO BETTER RS THE CRIP COOK!®
§88 GOTO 760

818 END




Couintdown

The program Countdown is based on
the program Guess in which the
computer chooses a random number
and then gives you clues whether you
are too high or too low until you finally
get the number. In Countdown, the
program adds a little interest to this
guessing game by giving you a certain
number of tries to get the mystery
number between one and ten before
your schoolbuilding explodes. Using a
good guessing strategy should allow
you to get any number in four or fewer
tries. If you take more than four tries,
the building goes “boom.” To add a
little more interest to the game, you
may want to make the maximum
number of tries three. To do this
change the value of T in statement
150 from 4 to 3.

Countdown was written by Mark
Chambers.

COUNTDOWN
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ

cls
HIT ENTER 7O START? .

cls
vOU HAVE RCTIVATED THE SELF-DESTRUCT MECHAMISM IN THIS SCHOOL.
IF Y0U WISH, YOU MAY STOP THE MECHANISM.
T0 DB S0, JUST TYPE IN THE CORRECT NUMBER.
WHICH WILL STOP THE COUNT-DOMN.
PLEASE HURRY!! THERE IS NO TIME TO WASTE!!'!!'!!

WHAT/LL IT BE? 3.
cls

YOU HAVE ACTIVATED THE SELF-DESTRUCT MECHANISM IN THIS SCHOOL
IF Y0U WNISH, YOU MAY STOP THE MECHANISM.

T0 DO 50, JUST TYPE IN THE CORRECT NUMBER,

WHICH WILL STOP THE COUNT-DOWN.

CORRECT!H!!
THE COUNTDOWN HAS STOPPED.
YOU HAYED SAVED THE SCHOOL!
(HAYE YOU SEEN YOUR SHRINK LATELY 73
TRY AGARIN? _
cls
YOU HAYE ACTIVATED THE SELF-DESTRUCT MECHANISHM IN THIS SCHOOL
IF Y0U WISH, YOU MAY STOP THE MECHAMISH
TO DO SO, JUST TYPE IN THE CORRECT NUMBER.
WHICH WILL STOP THE COUNT-DUMN.
PLEASE HURRY'! THERE IS NO TIME TO WASTE!!!t!iM!

WHAT/LL IT BE? 1.
cls

YOU HAYE ACTIVATED THE SELF-DESTRUCT MECHANISH IM THIS SCHOOL
IF YOU WISH, YOU MAY STOP THE MECHANISH

TO DO 50, JUST TYPE IN THE CORRECT NUMBER,

WHICH WILL STOP THE COUNT-DOMN

YOUR NUMBER DOES NOT COMPUTE!!
PLERSE TRY RGAINS!'!!
WHAT/LL IT BE? 4.

cls

46

cls
YOU HAVE ACTIVATED THE SELF-DESTRUCT MECHANISM IM THIS SCHOOL
IF yoU WISH, YOU MAY STOP THE MECHANISM
TO DO S0, JUST TYPE IN THE CORRECT MUMBER,
WHICH WILL STOP THE COUNT-DOWN
PLEFASE HURRY'' THERE IS NO TIME TO MASTE!!'!'YS

TGO SMALL!* !

YOUR NUMBER DOES NOT COWPUTE!!

PLERSE TRY AGAIN!'!}

TIME GROMS SHORT, PLEASE HURRY!!!1iotd

HHAT-LL IT BET 2.
cls
YO HAVE ACTIVATED THE SELF-DESTRUCT MECHANISM IN THIS SCHOOL
IF YOU HISH, ¥OU MAY STOF THE HECHANISH
TO DO S0, JUST TYPE IN THE CORRECT HUMBER,
WHICH WILL STOP THE COUNT-DOWM
PLERSE HURRY!! THERE IS NO TIME TO WASTE!!!'ftt!

TOO SHALL:! !

YOUR NUMBER DOES NOT COMPLTE!!

PLERSE TRY AGAIN!!''!

HURRY, THE COUNT-DOWN IS APPROACHING ZERD!!''t1'Pt!!

WHAT/LL 1T BE? 1.

cis
OO LATE
AT
-~ BOOM —
[ sodort [
TRY AGAIN? NO_
cls
16 CLS. PRINTE412, “COUNTDOWN"

28 PRINT: PRINT TAB(?) "COPYRIGHT 4979 CREATIYE COMPUTING
XA PRINT@968, ""; INPUT "HIT ENTER TO START"; I#

4@ CLS

50 A=INT(RND(@E>+18)

60 T=0

70 N=@

28 PRINT "YOU HAVE ACTIVATED THE SELF-DESTRUCT MECHANISHM *;
38 PRINT "IN THIS SCHOOL. "

180 PRINT “IF YQU WIGH. ¥OU MAY STOP THE MECHANISM. "

116 PRINT °T0 DO S0, JUST TYPE IN THE CORRECT NUMBER, "

120 PRINT “WHICH WILL STOP THE COUNT-DOWN. "

438 PRINT "PLEASE HURRY!! THERE IS NO TIME TO WASTE!!!'iit®
14@ PRINT: PRINT “NHAT/LL IT BEY; .INPUT X:PRINT@384, CHR$(31);
158 IF T=4 THEN 318

168 GOTO 390

176 REM
180 PRINT "YOUR NUMBER DOES NOT COMPUTE!!®
196 PRINT “PLERSE TRY AGRIN!!'!'": T=T+1

2808 IF T=2 THEN 295G

216 IF T=3 THEN 37@

220 GOTQ 144

23¢ PRINT "CORRECT!'!!™: LET N=§

240 PRINT "THE COUNTDOWN HAS STOPPED. "

250 PRINT "YOU HAYED SAYED THE SCHOOL!"

266 FRINT "(HAVE YOU SEEN YOUR SHRINK LATELY )"
27e LET T=18

289 INPUT “TRY RAGAINY; A$: IF LEFT$(A$, 4)="Y" THEN 40 ELSE 428
9@ PRINT "TIME GROMS SHORT, FLEASE HURRy!'!tiiiit
388 G0TO 146

316 CLS

320 PRINT TAB(28); "TOO LATE"

330 PRINT: PRINT: PRINT: PRINT TAE(28); CHR$(92); " ik “; CHR$(S2)

I4@ PRINT TRB(2V); "-- BOOM -

350 PRINT TRAE(283; °[ ks [V

366 INPUT "TRY AGAIN";A$: IF LEFTHCAS, 13="7" THEN 40 ELSE 42
%78 PRINT "HURRY, THE COUNT-DOWN IS RPPROACHING ZERQI!''!rirriv
386 GOTO 148

98 IF X<A THEM PRINT “TOO SHALL!!!''"- GOTO 47@

486 IF X>A THEM FRINT “TOD BIG!!!!'!"- GOTO 17@

410 IF X=A THEN 230

428 END

HORRISTOMN,



i i in whic 18 CLS. PRINTE415, "CUP"
qu isacute lr:’gtle %%Te n d-h ? a 28 PRINT: PRINT TAB(?) "COPYRIGHT 1575 CREATIVE COMPUTING MORRISTOMN, NI"
cup is located thirty coordinates 0 PRINTGI68, "*; INPUT *HIT ENTER TO START®; A$
down the video display and a random 49 CLEAR 500: DIM 5(38,61)
number of spaces from one to sixty 54 LIE_T LoRND(60)
to the right of the left margin. The o CLSF‘ng‘)’;:;E(Igf” e
pull of gravity varies from one to ten 88 PRINT "THE CUP IS 3@ LINES DOMN AND“:L, "SPACES OVER *
lines per second per second. You are 98 PRINT "THE PULL OF GRAVITY 1S";G; "LINES/SECOND/SECOND. "
i : 10 PRINT "WHAT IS THE PUSH YU WOULD LIKE TO GIVE THE BALL®
then asked ”l‘ d '(Ih’:s prograTh Wgaﬁ 110 PRINT "ACROSS THE PAPER CIN SPACES/SECONDY":
push you would like to give the ba 126 INPUT T
from left to right across the paper in 138 PRINT
spaces per second. The program 1-15489 PZRIINTNT- PTR};EN TRESULTS MAY TAKE ANYWHERE BETWEEN 5 AND 28 SECONDS.
then traces t»he path of the bal.l from 160 FOR 71 TO SOR(EBAGY/G STEP 1
the left margin of the paper as it falls 178 LET y=T#Z#2
down and hopefully into the cup. 188 LET X=G/2+2(2
L 158 IF X336.5 OR %<5 OR ¥268.5 OR ¥<. 5 THEN 320
__ A knowledge of physics is helpful 268 IF INTCO=23 AND INT(Y)=L THEN 330
if you wish to get the ball in the cup 218 IF INT(X)+1=29 AND INTCY)+1=L THEN 330
on the first try. However, you can 228 IF INT(X)=29 AND INTCY)=L-1 THEN 338
; h ; 230 IF INTCX)+1=29 AND INT(Y)+1=L~1 THEN 338
diddle wsth‘ it by trial and error and 249 IF INT(X)=29 AND INTCY)=L+1 THEN 350
generally hit the cup on your fourth 258 IF INT<X)+1=29 AND INT(Y>+1i=L+1 THEN 358
or fifth try. 260 LET 5(%,Y)=2
Cup was written by Jonathan 279 FOR D=1 10 5
At 260 IF ¥<6 THEN 318
Freidin
. 299 LET S(%, v-D)=8
386 NEXT D
310 NEXT Z
320 GOTO 380
339 LET M=t
348 GOTO 368
350 LET H=2

3%@ LET 5(29, L)=2
o 376 GOTO 399
398 LET W=p
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ 295 LET Pe=" » ©
408 CLS: PRINTG784, STRINGS(64, "#"3;
cis 418 FOR A=(L-2)42 TO L#2+1: SET(R,38): NEXT

428 SET((L-2)%2, 29>
HIT ENTER TO START? _ 4308 SET(L*2+1, 29)

THE CUP 1S 38 LINES DOWN AND 23 SPACES OVER. 448 FOR ¥=1 T0 28

THE PULL OF GRAVITY IS5 4 LINES/SECOND/SECOND. 459 FOR X1=1 T0 68

WHAT 15 THE PUSH YOU NOULD LIKE TO GIVE THE BALL 468 IF 5% ¥AYOB THEN SCX, X1)=8: GOTO 498
ACROSS THE PAPER (IN SPACES/SECOND)? 4_ 478 NEXT X1

cls 480 GOTO 528
450 REM
508 SETC(X1-1)%2, XY+ SET((X1-1)%2+1, X}
510 REM
52 REM
538 NEXT X
548 PRINT
358 IF W=1 THEN 598
568 IF W=2 THEN 616
570 PRINT@966, “"YOU MISSED. TRY AGAIN. ";  FOR A=1 TO 1508: NEXT
588 (LS: GOTO 86

598 PRINTES96, "RIGHT IN r1iititis;
A S B BB BB R R R R R R 08 GOTO 626
616 PRINTGRO6, “YOU ALMOST DIDN‘T MAKE IT, BUT IT BOUNCED IN. "
620 PRINTE96, "DO YOU MANT TO PLAY AGAIN °;
638 INPUT f$
YOU MISSED. TRY AGAIN. £48 IF LEFTE(RS, 1)="y" THEN CLEAR 508: GOTO 46
cls 650 END
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This game is based on the TV
quiz/chance show, Dealer's Choice.
You, the player, are given $100 to start
with. You then play five card games
loosely modeled on casino gambling
games but with variations peculiar to
the TV game making it, hopefully, more
interesting to the TV audience. The five
games are well-explained in the rules.

This game was written by Thomas
Carey.

DEALER’S CHOICE
COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOWN, NJ

cls

HIT ENTER WHEM RERDY? .

cls
THIS PROGRAM HILL SIHULATE THE T.¥. SHON, DERLER’S CHOICE
YOU HAVE 4109 TO START WITH ENJOY THE GRME
FOR THE FIRST GAME, WE WILL PLAY OH THE HHEEL OF CHRNCE
THE OBJECT IS SIMPLE. GUESS UHRT SUIT WILL APPEAR OM THE
WHEEL AND YOU MILL GET PRID AT THOSE ODDS 1F YOU ARE RIGHT.
THE DD RRE A5 FOLLONS.

1 = DIANONDS AT 44 70 4 0ODS 2 = SPADES AT 1 T0 1 ODDS.
2 = HEARTS AT 3 TO 1 0DDS 4 = CLUBS AT 2 TO 4 CDDS.

YU MAY BET UP TO $25. 600D LUCK!

WHAT SUIT DO YOU HANT? 1
WHAT 1S THE BET? 25.
cls
0K HOW THAT YOUR BET IS IN MWE WILL SPIN
THE WHEEL. GOOD LUCK!
THE WHEEL IS SLONING DOHN
THE WHEEL 1S STOPPING.
THE SUIT IS sk 2 wokokk
You LOSE.

AT THE END OF PART 1, YOU HAYE ¢ 7S
PRESS ANY KEY TO CONTIMUE
cls
THIS IS THE GRME OF IN BETWEEN THE OBJECT IS: 5 CARDS HILL
BE DEALT OUT. IF ANY CARD IS LESS THAM A 2 OR GREATER THAM A
16, THE GRME IS OVER. YOU MAY BET UP TO $38. YOUR MONEY
HILL BE DOUBLED EACH TIME VOU ARE RIGHT. GOOD LuCk!

WHAT 15 THE BET? 9
CARD NMBER L ISR 7.
Y0U ARE STILL IN THE GRME. YOU RAVE 4 €9.
ST0P OR G0 GO0.
cis
THIS IS THE GRME OF IN BETWEEN. THE OBJECT IS 5 CARDS WILL
BE DEALT OUT. IF ANY CARD IS LESS THAN A 2 OR GREATER THAH A
18, THE GRME IS OVER YOU HAY BET UP TO £30. YOUR MONEY
WILL BE DOUBLED EACH TIME YOU ARE RIGHT. GOOD LUCK!

CARD NUMBER 2 ISR L
YOU LOST. AT THE END OF PART 2, YOU HRVE § 45
PRESS RHY KEY TO CONTINUE

cls
THIS 15 THE GRME OF BLACKJACK <DEALER’S CHOICE STYLE>

THE OBJECT IS TO BEAT THE DERLER WITH OVER 47 OR 21 OR
UNDER. YOU MAY BET UP TO $36. YOU MAY STOP MHEM YOU HISH
IF YOU MRKE BLACKJRCK, YOUR MONEY 1S DOUBLED.

1F THE HOUSE DEALS QUT LESS THAM A TOTAL OF 47 IN 6 TRIES,
YU HILL KEEP THE HONEY YOU BET. GODD LUCK!

THE DEALER WILL GET HIS CRRDS FIRST
ARE YOU RERDY? YES.
cls

48

cls

HERE T G0:

THE CARD ISR 7.

DEALER’S TOTAL SO FAR: 7.

THE CARD IS R &

DERLER’S TOTAL SO FAR: 16.

THE CARD IS R 18

DERLER’S TOTRL SO FAR: 26

1 BLEW IT. ¥OU WIN THE GREATEST AMOUNT ALLOWED TO BE
BET BY THE HOUSE.
YOU KEEP IT HITH OUR BEST WISHES.

AT THE END OF PART 2, YOU HAVE ¢ 95.
PRESS AHY KEY T0 CONTIHUE

HOW UE ENTER THE LAST CHANCE ROWND. IF YOU HAKE UP TOQ

$386 YOU MILL BE ABLE TO GO INTO THE BONUS ROUND. THE
OBJECT IS TO GUESS INTO WHICH CATEGORY THE TOTRL OF S CRRDS
WILL ADD UP TO. THESE ARE THE CATEGORIES:

1=34-48 AT 1 10 1 0D0S 2= 41-58 AT 2 70 1 0005
2= 2-24 AT 2 70 1 00DS 4 = 6-20 AT 20 T0 1 0BOC
G00D LUCK!!

AT THIS POINT IN THE GRME YOU HRVE & 95.

KHAT CATEGORY DO YOU MANT? 4
HHAT 1S THE BET? S5,

cls

THE CARDS fIRE HOW BEING RDDED UP.

GOOD LUCK?

CARD HUMBER 4 IS R 12, YOUR TOTRL SO FAR: 13
CARD HUMBER 2 1S A 8.YOUR TOTAL 50 FAR: 21

CARD HUMBER 3 IS A 2. YOUR TOTAL SO FAR: 24.

CARD WUMBER 4 1S R 4. YOUR TOTAL SO FAR: 25

CARD NUMBER 5 15 A 16, YOUR TOTRL SO FAR: 5.
YOU WId!

AT THE END OF THE GRME YOU HAVE A GRAND TOTAL OF ¢ 158
THIS 1S THE END OF THE GRME. 1 HOPE YOU ENJOVED IT.
RERDY

cls

16 CLS: PRINT@4G9, "DERLER’S CHOICE"

20 PRINT: PRINT TRB(7> “COPYRIGHT 1979 CRERTIVE COMPUTING HORRISTOMN, WI®
2 PRINTROSE, °*; - INPUT "HIT ENTER WHEM READY": 1¢: LS

48 PRINT *  THIS PROGRAM WILL SIMULRTE THE T.Y. SHOM, DERLER’S CHOICE.”
58 PRINT "Y0U HRVE $186 TO START WITH ENJOY THE GAME *

€0 0=169

78 PRINT *  FOR THE FIRST GAME, ME WILL PLAY ON THE WHEEL OF CHANCE *
88 PRINT “THE OBJECT IS SIMPLE. GUESS WHRT SUIT NILL APPEAR ON THE®
98 PRINT "WHEEL AND YOU WILL GET PAID AT THOSE ODDS IF YOU ARE RIGHT. "
188 PRINT “THE ODDS ARE RS FOLLOKS:™: PRINT

148 PRINT "1 = DIAMONDS AT 41 70O 4 0DDS™, "2 = SPADES AT 4 70 1 UDDS. "
420 PRINT °3 = HEARTS AT 2 TO 1 0DDS®, “4 = CLUBS AT 3 T0 4 00DS. "

138 PRINT

148 PRINT "Y0U MAY BET UP 7O $25. GOOD LUCK!®- PRINT

4156 PRINT “HHAT SUIT DO YOU 1ANT™; - INPUT R

168 IF A4 OR ACL THEN 188

178 IF fiC=4 THEN 198

188 PRINT "4+ YOU PICKED R WRONG SUIT "~ GOTO 158

198 PRINT "WHAT 1S THE BET®; - INPUT B8: (LS

208 1F B8>25 OR BB(=B THEN 220

21@ IF Bo{=25 THEN 228

220 PRINT "#+r YOU BET OVER THE HOUSE LINIT - GOTO 190

230 PRINT: PRINT “0.K. NOW THAT YOUR BET IS IN, WE WILL SPIN"

248 PRINT "THE WHEEL. GOOD LUCK!"™: FOR Bi=t TO 18+160: NEXT Bi

25 PRINT "THE WHEEL IS SLONING DOWM "

268 FOR Bi=1 TO 7+189: HEYT BL: PRINT “THE WHEEL IS STOPPING "

270 FOR Bi=L TO 4+18@: NEXT Bi

286 PRINT “THE SUIT IS “;: FOR Bi=1 TO 4168

290 NEXT BL

308 Z=INT(4#RNDLBIHL) : PRINT 4ok 2; “okrk®

348 IF 2=R THEN 230

320 IF 208 THEH 388




230 ON Z GOTO 348, 356, 268, 278

346 0=0+(11#D8): PRINT "YOU WIN ON DIRMONDS!"- GOTO 238

359 0=0+(1+88): PRINT “YOU WIN ON SPRDES!": GOTO 298

268 0=0+(2+B8): PRINT "Y0U WIN ON HERRTS!™: GOTO 238

278 O=0+(2+BO): PRINT “YOU WIN OH CLUBS!™- GOTO 296

8B 0=0-(1¥B8): PRINT "YQU LOSE. - GOTO 399

396 PRINT: PRINT "RT THE EHD OF PART 1, YOU HAVE 4";0; CHRe(E: " ¥

480 GOSUE 1920

410 PRINT "THIS IS THE GRME OF IM BETWMEEN. THE OBJECT IS. 5 CARDS WILL"
426 PRINT "BE DEALT GUT. IF ANY CARD IS LESS THAN A 3 OR GREATER THAN A"
4309 PRINT "18, THE GAME IS OVER. YOU MAY BET UP TO $38. YOUR MOHEY"
448 PRINT "HILL PE DOUBLED EACH TIME YOU ARE RIGHT. GOOD LUCK!®- PRINT
439 PRINT "WHAT IS THE BET"; - INPUT R

468 IF AD3B THEN PRINT ™+ YOU BET OVER THE HOUSE LINIT " GOTO 458
476 T=T+1: Z=INTC(1AEND(B)+1)

488 PRINT “CARD NUMBER"; T; “1S A" Zi CHR$(8); " *:B=B+(2%)

498 IF 22 R 210 THEN 330

568 1F T=5 THEN 578

546 PRINT "90U ARE STILL IN THE GRME YOU HAVE 4°:B; CHR§(E:" "

528 PRINT "STOP OR GO"; - INPUT R

538 IF LEFTS(AS, 1)="5" THEN 578

548 PRINTEZ20, CHR$(Z1): - GOTO 479

350 0=0-A

568 PRINT “¥QU LOST. AT THE END OF PART 2, YOU HAVE #%0; " *: GOTD 588
578 PRINT "¥QU NI AT THE END OF PART 2, YOU HAVE $7:B+0;° " 0=B+0
588 GOSUB 1928

598 PRINT “THIS IS THE GAME OF BLRCKJRCK <DERLER’S CHOICE STYLEX®

668 PRINT

618 PRINT °THE OBJECT IS TO BERT THE DEALER WITH OVER 17 OR 24 OR”

628 PRINT "IMDER. ¥OU HAY BET UP 70 $50. YOU MAV STOP WHEN YOU HISH *
€28 PRINT

640 PRINT “IF Y0U MAKE BLACKJRCK, YOUR MONEY 1S DOUBLED. ™

€58 PRINT “IF THE HOUSE DERLS OUT LESS THAM R TOTAL OF 47 IN 6 TRIES,”
€60 PRINT "Y0U HILL KEEP THE HMONEY YOU BET. GOOD LUCK!®:PRINT

€76 Z5=8: Z1=0: PRINT "THE DEALER WILL GET HIS CRRDS FIRST®- PRINT

€88 INPUT "ARE YOU RERDY";R$: (LS

690 C=8: (3=

768 PRINT "HERE I GO:"

718 Q=INT(LHRHD(B)+1)

728 23425

730 PRINT "THE CRRD 15 A *0; CHR(B); " °- (=C+1

748 PRINT "DERLER’S TOTAL SO FAR:";ZS; CHR$(S);  °- IF C=6 THEN 808
738 IF Z5C47 THEN Vi@

768 IF 25324 THER 866

778 IF Z5=21 THEN 828

768 IF 7321 THEH 828

798 IF 25)=17 THEN 828

680 IF Z5(17 THEH 848

816 IF Z50=17 THEN 758

§26 PRINT "1 STOP. THE TOTAL FOR ME 15" Z5;CHR$(8); * °- GOTO08SR

€30 PRINT "1 GOT BLACKJRCK!": GOTO 868

€48 PRINT: PRINT "THE HOUSE DELT OUT LESS THRN 17. NOW YOU HUST TRY T0°
458 PRINT “BEAT ME. " : PRINT: GOTO 888

€68 PRINT: PRINT °1 BLEM IT. YOU WIN THE GREATEST AHOUNT ALLOWED TO BE®
878 PRINT "BET BY THE HOUSE. *- GOTO 1148

888 PRINT "HHAT IS YOUR BET™: - INPUT A: (LS

838 IF A0 THEW 928

986 IF 38 Ok R(=0 THEN 928

918 IF RC=50 THEN 940

928 PRINT "% YU BET OVER THE HOUSE LIMIT %"~ GOTO 888

939 PRINT ™ok YOU BET OVER WHAT YOU HAYE ++"- GOTO 888

948 G1=INT(L2+RND(B)+1): PRINT "YOUR CARD IS A" G4 CHR$(8): " " C3=C3+1
950 24=04+74: PRINT “SO FRR THE TOTAL FOR YOU 15"; 24i CHR¥(8); " "

968 1F 24521 THEN 1e7@

978 PRINT "STOP OR GO - INPUT A%

960 1F LEFT$(R%, 1)="5" THEN 1068

598 IF LEFT$(R$, 1)="6" THEN 848

1689 1F 21=25 THEN 1658

1616 IF 74425 THEN 1878

1628 IF 74=24 THEN 1668

1638 IF 2521 THEN 1686

1648 IF 2447 THEN 1899

1858 CLS: PRINT "HE HAYE THE SAHE TOTAL, SO ME WILL PLAY AGRIN ":GOTO &76

1660 (LS. 0=0+(24f): PRINT “¥(U BERT THE DERLER MITH BLACKIACK!'®:GOTO 1429

1676 (LS. 0=0-(1+8):PRINT “THE DEALER BEAT ¥OU. VOU LOSE. “:GOTO 1128
1889 (LS. 0=0+(1+A):PRINT "THE DEALER LOST. YOU WIN!":GOTO 1426
169G CL5: O=0+(1+R) :PRINT "THE HOUSE DELT OUT LESS THRN 47 IN°

1108 PRINT "6 TRIES. 90U GET THE MONEY YOU BET!":GOTO 1128

1118 0=0+50:PRINT "Y0U KEEP IT WITH QUR BEST WISHES. ":G6070 1128
1120 PRINT:PRINT "AT THE END OF PART 2, YOU HAVE $"; 0; CHR$(8), " °
1479 IF 0<=6 THEN 1526

1149 GOSUB 1928

1156 PRINT "HOW WE ENTER THE LAST CHANCE ROUND. IF YOU MAKE UP TO®
1166 PRINT “$388 YOU WILL BE ABLE TO GO INTO THE BONUS ROUND. THE®
4478 PRINT “0BJECT 1S TO GUESS INTD WHICH CATEGORY THE TOTAL OF 5 CARDS®
1188 PRINT "KILL ADD UP TO. THESE ARE THE CATEGORIES:®:PRINT

1198 PRINT *{ = 3i-48 AT 1 76 1 0005 2 = 41-56 AT 3 70 1 0O0S°
1280 PRINT "3 = 24-34 AT 3 70 1 0DDS 4 = 6-20 AT 28 T0 1 0DDS®
4218 PRINT:PRINT “GOOD LUCK!!®:PRINT

4228 PRINT AT THIS POINT IH THE GRME YOU HAYE $";0; CHRE(B); ™ ":PRINT
1236 PRINT "WHAT CRTEGORY DO YOU WANT®: :INPUT A

1248 IF Rd=4 THEN 1278

1258 IF f4 THEN 1268

1268 PRINT "skk YOU BET ON A WRONG CRTEGORY #+7:GOTO 1238

41278 PRINT "WHAT IS THE BET"; :INPUT B: (LS

1288 IF B(=0 THEN 1316

1298 IF BX0 THEM 4368

1388 PRINT ™ok YOU BET OVER WHAT YOU HAVE »++":GOTO 4270

1310 PRINT “THE CARDS ARE NOW BEING ADDED UP. ®:PRINT "GO0D LUCK!"
1320 O=INT(12+RND(B)+1) :C1=Ci+d

4338 PRINT "CARD NUMBER®;C4:*IS A®; @ CHR$(8): * "

1348 2=2+Q:PRINT “YOUR TOTAL SO FAR:®; Z; CHR$(8); " *

1338 IF Ci=D THEW 1378

1366 GOTO 1226

4378 ON A GOTO 1389,1410, 4448, 1478

1388 IF 231 THEN 4490

1398 IF 248 THEN 1568

1408 IF 240 THEN 1498

1418 1F 241 THEN 1498

4428 IF 2450 THEN 1518

1438 I 200 THEN 1498

1448 IF 2421 THEN 1498

1458 IF 2(31 THEW 1518

1468 IF 231 THEM 1498

1478 1F 2{(6 THEN 1490

1480 IF Z{28 THEN 1528

1490 0=0-(148) :PRINT "YOU LOSE. ":G0T0 1538

1588 0=0+(1%B8):PRINT *YOU WIN!*:GOTO 1528

1518 0=0+(34B):GOTO 1538

1520 0=0+(20+B) :PRINT “YOU WIN'®:GOTO 1538

4538 PRINT:PRINT "AT THE END OF THE GRME YOU HRVE R GRAND TOTAL OF $™0i
1548 IF <366 THEN 1980

1558 FOR ¥=1 T0 6:PRINT CHR$<7); :FOR Bi=1 70 168:NEXT BL:NEXT X
1568 PRINT CHR$(26)

4578 PRINT "YOU ARE ELIGIBLE FOR THE BONUS ROUND. ®

1588 PRINT "D YOU WANT 10 PLRY IT®; :INPUT RS:PRINT

4598 IF LEFT$(RS, 1)="H" THEN 1968

1688 CLS: PRINT "THIS 1S THE BONUS ROUND. IF YOU GET A TOTAL OF 4,080"
1618 PRINT "MITHOUT GETTING A SPRDE IN THE ROLLS, YOU WILL GET"
1620 PRINT "R GRAND PRIZE OF $10,880.80. YOU WARY STOP AT ANY POINT®
1638 PRINT "DURING THE GAME. YOU HILL KEEP WHAT YOU MADE. GOOD LUCK!®
1640 PRINT:INPUT "ARE YOU RERDY"; S5%: (LS

1658 DIN A(S), B(4) :A9$="SPADES®

1668 PRINT °THE DICE ARE ROLLING. “:PRINT “G0OD LUCK ®

1678 PRINT “THE DICE ARE®

1680 FOR B1=1 TO 108+5:HEXT B1

1698 ¥=INT(GRID(B)+1)

1788 A(1)=58:A(2)=100:R(2)=150:A(4)=200:A(5)=8

1718 Y=INT(44RND(B)+1)

1726 B(1)=58:B(2)=168:B(3)=158:8(4)=200

1738 1F A(X)=8 THEN 1758

4748 PRINT "ok ™; A(R); B(Y); "k :G0TO 1776

1738 PRINT "k "5 19%; B(Y); skt :G0TO 1820

4760 PRINT "TOTAL SO FAR:"; B(Y); CHR$(8);  *:G0TO 1838

1776 B7=B7+CACK)B(Y)) :PRINT "YOU NOW HAVE™; B7; CHR$(B); * ":PRINT:
1775 1F B7>=1008 THEN 1853

1768 PRINT "STOP OR GO™:IMPUT B$

1798 1F LEFT$(BS, 1)="6" THEN CLS. GOTO1668

1800 PRINT “SMART WOVE YOU GET THE MONEY FROM THE BEGINNING OF"
1816 PRINT “THE GRME PLUS THE BONUS ROUND. AT THE END OF THE GRME"
1820 PRINT "Y0U HAVE THE GRAND TOTAL OF $";B7+0; CHRE(E); " “:GOTO 1360
1839 PRINT "YOU LOSE THE MONEY FROM THE LAST CHAMCE"

1848 PRINT "ROUND BUT YOU STILL HAVE A GRAND TOTAL OF $";0; CHR$(8):™ *: GOTO 1908

1838 FOR T=1 TO 3:PRINT CHR$(?); :FOR Bi=1 TO 106:NEXT BA:NEXT T

1868 B7=0+16808:PRINT TRB(15); "week CONGRATULATIONS soickx”

1878 PRINT “YOU HON THE GRAND PRIZE. AT THE END OF THE GRME, YOU HAVE®
1888 PRINT

1890 PRINT TRB(18) “sbwrk §%;B7; “wioet"

1568 PRINT:PRINT "THIS IS THE END OF THE GRME. I HOPE YOU ENJOVED IT."
1916 END

1926 PRINTR979, "PRESS AHY KEY TO CONTINUE®;

1938 IF IMKEY$="" THEN 1938 ELSE CLS: RETUPH
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DEEPSPCE is another version of a
space battle. You become the com-
mander of either a scout ship, cruiser,
or battleship. You then pick the
weapons, and planetary system to
patrol, and it's time to do battle.

The closer you get to the enemy, the
better your chance of destroying him.
Unfortunately, his chance of destroy-
ing you also improves. If you get too
close, you can damage yourself; when
a vessel's damage rating reaches or
exceeds 100, it's destroyed.

Suggestion: Change the time
between reports—this will shorten the
game by allowing you to get closer
faster.

Deepspace originally appeared in
Creative Computing, Mar/Apr 1976.

DEEP SPRCE
COPYRIGHT 1979 CREATIVE CONPUTIRG HORRISTOHN, RJ

cis
DO YOU NEED INSTRUCTIONS? VES.

cls
YOU ARE ONE OF A GROUP OF CAPTRING ASSIGNED TO PRTROL A
SECTION OF YOUR STAR EMPIRE’S BORDER AGRINST HOSTILE
ALIENS. ALL YOUR ENCOUNTERS HERE KILL BE AGAINST HOSTILE
VESSELS. YOU WILL FIRST BE REGUIRED TO SELECT R VESSEL
FROM OHE OF THREE TVYPES, EACH WITH ITS W CHARRCTERISTICS:

TYPE SPEED CARGO SPACE PROTECTIOH
1- SCout 182 16 4
2- (RUISER 4% 24 2
3- BATTLESHIP X 39 5
PRESS ANY KEY TO CONTINUE
cis

SPEED 15 GIVEN RELATIVE 70 THE OTHER SHIFS.

CARGO SPACE IS IN UNITS OF SPRCE ABOARD SHIP WHICH CAN BE
FILLED RITH WEAPONS.

PROTECTION IS THE RELATIVE STRENGTH OF THE SHIP‘S ARHOR
AND FORCE FIELDS.

ONCE A SHIP HRS BEEN SELECTED, YOU WILL BE INSTRUCTED TO ARM
1T WITH HEAPONRY FROM THE FOLLOMING LIST
PRESS ANY KEY 70 CONTIHUE

cls
TYPE CARGD SPRCE  REL. STREMWGTH
1- PHASER BRNKS 12 4
2~ ANTI-MATTER HISSILE 4 28
3- HYPERSPACE LANCE 4 16
4~ PHOTON TORPEDC 2 i
5~ WYPERON NEUTRALIZATION FIELD 28 6

HERPONS #1 & 25 CAN BE FIRED 108 TIMES ERCH ALL OTHERS CAN
BE FIRED ONCE FOR ERCH ON BORRD.
PRESS ANY KEY TO CONTINUE

cls
A TYPICRL LOAD FOR A CRUISER MIGHT CONSIST OF:
1-#1 PHASER BANK =12
2-83 HYPERSPACE LRNCES 8
2-84 PHOTON TORPEDOES 4

nwon

24 WNITS OF CARGOD

A HORD OF CRUTION: FIRING HIGH YIELD HEAPONS RT CLOSE (<180)

RANGE CAN BE DANGEROUS TO YOUR SHIP AHD MINIMAL DAMAGE CAN
OCCUR RS FAR OUT AS 288 IN SOME CIRCUMSTRNCES.

RANGE 1S GIVEN IN THOUSANDS OF KILOMETERS.
DO YOU HISH A MANEUVER CHRRT? VES_

cls

cls

HANEUVER CHART
FIRE PHASERS
FIRE ANTI-MATTER MISSILE
FIRE HYPERSPACE LANCE
FIRE PHOTOM TORPEDO
ACTIVE HYPERON NEUTRALIZATION FIELD
SELF-DESTRUCT
CHANGE YELOCITY
DISENGRGE
PROCEED

L N R N S

PRESS ANY KEY TO CONTINUE
cis

YOU HAVE A CHOICE OF THREE SYSTEMS T0 PATROL.

1 - ORION

2 - DENEB

3 - ARCTURUS

SELECT A SYSTEM (1-3)7 3

WHICH SPRCECRAFT WOULD YOU LIKE (1-3)7 2
cls

YOU HAVE 24 UNITS OF CARGO SPACE 7O FILL HITH HERPOIRY.
CHOOSE R KERPON AKD THE AMOUNT YOU WISH? 1,4

cis
YOU HAVE 12 UHITS OF CARGO SPACE 1O FILL WITH HERPOIRY.
CHOOSE R HERPON AND THE AMOUNT YOU HISH? 2,4,

cls

YOU HAVE 8 UNITS OF CARGO SPACE TO FILL HITH WERPONRY.

CHOOSE R MERPON AND THE AMOUNT YOU WISH? 3,4
cls

YOU HAVE 4 WNITS OF CRRGO SPACE TO FILL MITH WERPONRY.
MSERWONR?&)T&WYWRIS}{’%L
cis

YOU HAVE 4 UNITS OF CARGO SPACE TO FILL HITH WERPONRY.
CHODSE A HEAPON RHD THE AMOUNT YOU WISH? 4,2
RANGE TO TRRGET: 778.492
RELATIVE VELOCITY: 1 68861
ACTION? 9.
cis

RANGE TO TRRGET: 747.449
RELATIVE VELOCITY: 4. 88961
ACTION? 7.

cis
CHANGE TO BE EFFECTED? .5
RANGE TO TARGET: 747. 449
RELATIVE VELOCITY: 4 58661

ACTION? 4.
cls

SCAMNERS REPORT ENEMY DAMAGE NOW: 3.87234
DRMAGE CONTROL REPORTS YOUR VESSEL DRMAGE AT: 1 63876

RANGE TO TRARGET: 722 481
RELATIVE VELOCITY: 4 58861
ACTION? 1

cls
SCRNNERS REPORT ENEMY DRHMAGE NOW: 4. 43741
DAMAGE CONTROL REPORTS YOUR VESSEL DAMRGE AT: 2 88484

RANGE 7O TARGET: 697. 544
RELATIVE VELOCITY: 4 58861

ACTION? 3.
cls

SCANNERS REPORT ENEMY DRMAGE NOM: 1. 3564
DRMAGE CONTROL REPORTS YOUR VESSEL DAMRGE AT: 552437

RANGE TO TARGET: 672 546
RELATIVE YELOCITY: 1. 58861
ACTION? 2.

cls

SCRHNERS REPORT ENEMY DAMAGE NOW: 18.9373
DRMAGE CONTROL REPORTS YOUR VESSEL DAMAGE AT: 7. 68276

RANGE TO TARGET: 647.578
RELATIVE VELOCITY: 4. 58861

RCTION? 7_
cls

CHANGE TO BE EFFECTED? -2
RANGE TO TRRGET: 647.578
RELATIVE VELOCITY:- 419388
RCTION? 4.

cls

SCANNERS PEPORT ENEMY DRHAGE NOM: 20,6032
DRIAGE CONTROL REPORTS YOUR VESSEL DAMAGE AT: 8. 89969
cis
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48 {LS. PRINT@444, "DEEP SPACE"
20 PRINT: PRINT TAB(?) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOHN, NJ®

838 PRINT “CHOOSE R HERPON AND THE AHOUNT YOU WISH®: :INPUT WH
848 ON | GOTO 1688, 1690, 1769, 1878, 1968

850 GOTO 820
860 IF NtC1OC THEN 2218
878 L=C-Ns(1

880 0N H GOTO 1670, 1768, 1850, 1948

1428 GOTO 2438

1438 D4=3260/R

1448 D=D+D4

1458 IF D299 THEN 4448

1468 PRINT "ENEMY VESSEL
SURVIVES NITH";D; "DAMAGE. *

3B PRINTB968, "% - INPUT “DO YOU NEED INSTRUCTIONS® I$ 598 6OTO 2648 1478 GOTO 2438
48 IF LEFTSCI$,1)="N" THEN 498 908 1F 01 THEN 808 1488 S6-19

58 CLS. PRINT TRB(27) "DEEP SPACE®: PRINT 10 REH 1498 (8=16

60 PRINT “YOU ARE ONE OF A GROUP OF CAPTAINS ASSIGNED TO PATROL A° 928 S1=SB+RID(B) 1508 Pe=d

78 PRINT “SECTION OF YOUR STAR EYPIRES BORDER AGRINST HOSTILE® 930 R=(34RID(B)+5)#100 4518 GOTO 818
88 PRINT "ALIENS. ALL YOUR ENCOUNTERS HERE WILL BE AGAINST HOSTILE® 949 PRINT "RRNGE T0 TRREET:"R 1526 SB=4

98 PRINT °VESSELS. YOU HILL FIRST BE REQUIRED TO SELECT R VESSEL® 958 PRINT °RELATIYE VELOCITY:®; 51 1538 C6=24

168 PRINT "FROM OKE OF THREE TYPES, ERCH WITH ITS O CHARRCTERISTICS:® 968 PRINT “RCTION®; - INPUT H: CLS 1546 pe=2

446 PRINT: PRINT *  TYPE", "SPEED", "CRRAD SPACE®, "PROTECTION" 970 O 1 GOTO 1626, 1718, 189, 1898, 1996, 1356, 1858, 2438 1558 0010 810
128 PRINT @ e, Mt e 5 et 989 IF RCS88 THEN 1190 1568 562

130 PRINT 4~ SCOUT®,® 16K"," 46" 1* 998 IF 5158 THEN 1628 1578 C6=30
148 PRINT "2- CRUIGER™," 4%%,*  24%,» 2° 1000 R=R+(S1#8, 3)(1. 25 1389 Po=5

150 PRINT *I- BRTTLESHIP™,® 2¢"," %" 5v 1816 GOTO 1030 1398 GOTO 818
169 PRINT@S79, "PRESS ANY KEY TO CONTINUE®; 1620 R=R-(S148, (L. 25 1688 C1=12
178 IF INKEV$="" THEN 178 ELSE PRINTEZS, CHR$(2L): 1038 IF RO1509 THEN 2078 1618 GOTO 868
488 PRINT "SPEED IS GIVEN RELRTIVE T0 THE OTHER SHIPS. " 1048 IF RO THEN 1869 1628 Pi=4

198 PRINT "CARGD SPACE 1S IN UNITS OF SPACE RBOARD SHIP WHICH CAN BE® 1658 R=-R 1630 IF =8 THEN 1848
288 PRINT “FILLED HITH HERPONS, " 1668 PRINT 1648 M=~
210 PRINT "PROTECTION IS THE RELATIVE STRENGTH OF THE SHIP’S ARMOR™ 1670 GOTO 948 1638 z=208
220 PRINT "RND FORCE FIELDS.* 1889 PRINT "CHANGE 70 BE EFFECTED™; : INPUT 52 1668 GOTO 1178
238 PRINT: PRINT “ONCE R SHIP HAS BEEM SELECTED, YOU MILL BE INSTRUCTED TO ARH® 1698 IF (S1452))58 THEN 2078 1678 A=l
248 PRINT *IT WITH HERPONRY FROM THE FOLLONING LIST® 1160 5154452 1688 GOTO 568
258 PRINTES?9, "PRESS ANY KEY TO CONTINUE™; 1118 GOTO 948 1698 C1=4

268 1F INKEV$="" THEN 268 ELSE PRINTGL28, CHR$(3L); 1428 FB=PLZ/RNL S 1768 GOTO 868
278 PRINT 1430 1Y 1746 Pi=28

208 PRINT *  TVFE CARGD SPACE  REL. STRENGTH® 1440 DB=(2HFR+3FBHRD(B))/5 1728 IF N2=B THEN 2328
299 PRINT *  ——emm- s 1458 D=D+D@ 1738 W2=t2-4
388 PRINT "1~ PHASER BRMKS 12 4 1468 PRINT "SORMNERS REPORT ENEMY DRMAGE NOM: "D 1748 2=588
318 FRINT *2- RNTI-HATTER MISSILE 4 2%° 1478 TF D95 THEN 2488 1758 GOTO 1126
320 PRINT "3- HYPERSPRCE LANCE 4 16° 1488 6OTO 1208 1768 W=t
338 PRINT "4~ PHOTON TORPEDO 2 16° 1199 D=8 1778 GOTO 909
349 PRINT "S- HYPERON NEUTRALIZATION FIELD 20 I 1268 REW 1788 Ci=4

350 PRINT:PRINT "WERPONS #1 & #5 CAN BE FIRED 166 TIMES ERCH ALL OTHERS CAN® 1240 KeEL4EMRND(E) 1798 GOTO 868
269 PRINT “BE FIRED ONCE FOR ERCH ON BORRD. * 1278 REN 1868 Pi=16
378 PRINT@979, "PRESS ANY KEY TO CONTINUE®; 1030 E=E3+E4RRND(0)+5/PARND(D) 1816 IF N3=8 THEN 2348
389 IF INKEVE="" THEN 380 ELSE PRINTBL28, CHR$(3L); 1248 REM 1628 13031
398 PRINT “R TYPICAL LOAD FOR A CRUISER HIGHT CONSIST OF * 1258 FI=E+(K/RIL 65 1838 2-559
488 PRINT * 1-#1 PHASER-BANK = 42" 1260 D2=(34F 3424 2D(8))/5. 5 1848 GOTO 1128
418 PRINT * 2-§3 HYPERSPACE LANCES = @~ 1278 DA=DL+D2 1850 IBABH
428 PRINT * 2-84 PHOTON TORPEDGES = 4° 1288 IF (Z4DR)/(R¥508)>2 2 THEN 1310 1868 GOTO 569
438 PRINT * - . 1296 D3=DB¥2/(RL 24FE) 1678 {1=2

448 PRINT ® 24 INITS OF CARGO® 1300 DA=D14D3 1688 GOTO 868
430 PRINT * A HORD OF CRUTION: FIRING HIGH YIELD WERPOMS AT CLOSE ((168)" 1318 PRINT "DAMAGE CONTROL REPORTS YOUR VESSEL DAMAGE AT:*;Di 1898 P1=10

468 PRINT "RANGE CAH BE DANGEROUS TO YOUR SHIP AND MINIMAL DAMAGE CAN® 1328 IF D499 THEN 2426 4968 IF N4=0 THEN 2368
478 PRINT "OCCUR RS FRR OUT AS 288 IN SOME CIRCUMSTANCES. * 4338 IF D)39 THEN 2438 1918 Na=N4-1
488 PRINT: PRINT "RANGE IS GIVEN IN THOUSANDS OF KILOMETERS. ® 1348 GOTO 998 1929 7=468

498 PRINT "DO YOU HISH R MAMEWVER CHRRT™: :INPUT M$ 1358 PRINT "SELF DESTRUCT FAILSAFE ACTIVATED!!® 1938 GOTO 4128
508 IF LEFTSCHS, 1)="N" THEN 630 1368 PRINT "INPUT 4 TO RELEASE FRILSAFE®; : INPUT U 1948 N4=N4#H
518 CLS: PRINT *  HANEUVER CHRRT":PRINT *  ~eo-mm—eeemt 1378 IF U=t THEN 4398 1958 GOTO 966
528 PRINT * & FIRE PHRSERS® 4388 GOTO 988 1968 (1= 2
SIPRINT " 2 FIRE ANTI-MATTER MISSILE® 1398 PRINT "SELF DESTRUCT RCCOMPLISHED. ® 1978 N=168
548 PRINT " 3 FIRE HYPERSPRCE LANCE* 1468 IF RO68 THEN 1438 1988 GOTO 868
S50 PRINT "4 FIRE PHOTOM TORPEDO® 1418 PRINT “EMEMY VESSEL ALSO DESTROVED. * j 1998 Pi=6

568 FRINT * 5 ACTIVE HYPERON NEUTRALIZATION FIELD® 2680 1F No=8 THEN 2389
578 PRINT ° € SFLF-DESTRUCT" 2218 PRINT "NOT ENOUGH SPACE. RESELECT. *: FOR TI=1 70 1588: NEXT 2018 H5-MS5~1
568 FRINT " 7 CHANGE VELOCITY® 2228 GOTO 828 2020 2=258

599 PRINT * 8 DISENGRGE" 227 PRINT "CHANGE BEVOMD MAXIMUM POSSIBLE * 2638 GOTO 1128
608 PRINT * 9 PROCEED" 2249 PRINT "INCREASING TO HAXIMURL ° 2848 M5=HSH
618 PRINTEI?9, "PRESS ANV KEY TO CONTINUE 2238 51=58 2858 GOTO 968
628 IF INKEY$="" THEN 628 ELSE (LS 2268 GOTO 999 2069 E1=159
630 CLS: PRINT "YOU HRVE A CHOICE OF THREE SYSTEMS 70 PATROL * 2278 PRINT "0UT OF SENSOR RANGE RUTOMATIC DISENGRGE * 2878 E2=5e8
648 PRINT °4 - (RION® 2288 GOTO 2438 2089 B33

658 PRINT 2 - DENER® 2298 PRINT "PHRSER BAMKS DRRINED. * 2099 B4=4

660 PRINT "2 - ARCTURUS® 2388 PRINT "SELECT RNOTHER COURSE OF ACTION. * 208 G010 716
678 PRINT "SELECT B SYSTEM (1-3)% :INPUT $3 2310 GOTO 968 2410 F4=280
680 IF S9=1 THEN 2068 2328 PRINT " ALL ANTI-MATTER MISSLES EXPENDED. * 2428 E2=358
698 IF 59=2 THEM 2118 2338 GOTO 2300 2438 E3=4

708 GOTO 2468 2348 PRINT "ALL HYPERSPACE LANCES EXPENDED. * 2440 E4=3

716 De=0 2358 GOTO 2300 2156 GOTO 718
720 Di=8 2368 PRINT *RLL PHOTON TORPEDD TUBES EMPTY. * 2168 E1=150
738 M=8 2378 GOTO 2308 2478 E2=498
740 H2=B 2398 PRINT "HYPERON MEUTRALIZATION FIELD DRAINED. 2488 B35

756 13-9 2398 GOT0 2308 2499 E4=2

768 N4=0 2480 PRINT *ENEMY VESSEL DESTROYED!® 2288 GOTO 748
776 D=8 2418 GOTO 1280 V

768 PRINT "WHICH SPACECRAFT MOULD YOU LIKE (1-3)% -INPUT § 2428 PRINT "YOUR VESSEL HRS BEEN DESTROVED!®

798 ON S GOTO 4469, 1528, 1568 2439 PRINT "AROTHER BATTLE®; : INPUT R$

809 GOTO 788 2448 IF LEFT$(R$, 1)="Y" THEN 670

818 C=(8 2450 PRINT:PRINT *TRY RGAIN LATER!®:PRINT

828 CLS: PRINT “YOU HAYE"; C; "UNITS OF CARGO SPACE TO FILL WITH HERPONRY. ® 2469 FOR %=1 T0 2080: NEXT: END
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In this game, you are in an ex-
perimental building with one million
rooms in it. The building is one
hundred rooms long, one hundred
rooms wide, and one hundred rooms
high.

You have just received a telephone
call from a mad bomber who tells you
he has planted a bomb someplace in
the building. Fortunately you are
armed with a bomb detector that
registers astronger and stronger signal
as you get closer to the bomb. You start
at the bottom right-hand door of the
building, at the room 0,0,0. In response
to the signals from your detector, every

DEFUSE ten seconds you may try a new roomto
COPYRIGHT 1979 CRERTIVE CONPUTING HORRISTOMN, NJ search for the bomb. You have two
cls hundred seconds or twenty trials to

DO YOU KEED INSTRUCTIONS? YES_ find it.
cls It's fairly easy to find the bomb once
Y0U ARE IN R GOVERMMENT EXPERIMENTAL BUILDING WITH you get the knack of how your detector

1,068, 800 ROOMS IN IT. THE BUILDING IS 468 ROGMS

LONG (8-99), 168 ROGHS WIDE (B-99), RN 480 ROOHS HIGH (6-99). works. However, we're not going to

spoil it for you and tell the secret.

IH 1T A BOMB IS HIDDEN. THE BOMB SENDS OUT SIGNALS THAT 46 CLS: PRINTO44Z, “DEFUSE"
GET STRONGER RS Y0U GET CLOSER YOU HAVE 208 SECORDS 28 PRINT: PRINT TAB(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ®
T0 DEACTIVATE IT. 28 PRINTG968, % INPUT “DO YOU NEED INSTRUCTIONS™; 1§
PRESS fiRY KEY T0 CONTIRUE 48 IF LEFT$C1$, D="N* THEN CLS: GOTO 146

cls 59 CLS. PRINT TAB(29); “DEFUCE®: PRINT
SIGHAL L W H SEC COORDINATES (LW ) 68 PRINT *Y0U ARE TN A GOVERWMENT EXPERINENTAL BUILDING WITH®
— - - e 70 PRINT "4,880,008 ROCHS IN IT. THE BUILDING IS 188 ROGHS®
7353.98 8 8 @ @ ? 98,98, %9 88 PRINT "LONG (B-99), 169 RODMS WIDE (6-99), FHD 180 ROONS HIGH (8-99).°
3555.12 % 98 9% 18 ” §8,99,98 99 PRINT: PRINT “IN IT A BONB IS HIDDEN. THE BOME SENDS OUT SIGNALS THAT®
3565. 22 88 88 98 2% 7 8,89,88 169 PRINT "GET STRONGER AS YOU GET CLOSER YOU HAYE 289 SECOMDS®
4565, 22 88 8 88 38 7 88,80, 78 116 PRINT *T0 DERCTIVATE IT.*
5565, 22 8 88 78 48 ? 80,86, 85 126 PRINTRO79, °PRESS ANV KEY TO CONTINUE®;
4665. 22 88 88 &5 5 ” €3,80,86 139 IF THKEY$="" THEN 138 ELSE CLS
3965. 22 8% 88 & &8 ” 88,76,85 148 A=INTCLOBHRND(B)) : B=INT(OBRID(E))
475,22 8 7 & 8 ? 88,68, 78 15 C=INT(18B+RND(8Y): IF DB THEN 188
3983, 22 g8 68 78 86 7 78,45,88 160 1F BY3 THEN 168
4608. 32 76 45 88 98 ? 69,435,808 170 IF C=0 THEN 158
4608 42 68 45 8 168 TS 188 D=0 E=B: F=8: (=8: PRINTGL28, "% GOSUB 198: GOTO 250
5678, 27 [EEEEEE us ? 68.68,68 199 LB=PEEK(16416): HB=PEEK(A6417): PRINTCHRS(28);
6385. 42 68 68 68 128 758,58, 58 288 PRINT "SIGNAL®; TRB(15); °L"; TRB(ZBY; "H™ TAB(25); °HS;

cls 248 PRINT TAB(35); "SEC*; TAB(45); "CODRDINATES <L, 1"
BOCCOOOHTRH! ¢! 228 PRINT "mmemmee®; TRB(14); "= TABCAS); ™ TRB(24); "%
YOU BLEW IT. THE BUILDING BLEM UP. 238 PRINT TAB(34); “-—-—"; TAB(44) ¥ e mmmmmmmmm s e e
THE BOMB WRG LOCATED AT THE COORDIMATES (LW K): 2 46 26 246 POKE 16416,1B: POKEL6417, HB: RETURN

cls 258 REM )
HANT TO PLAY RGAIN? YES. 260 THe"MEL D AER B E0E 4

276 51=10008-ABS(CA/16B+BHC+L09) - (D/1BRHEF+188))

cls 209 PRINT USING IHs$:SI,D,E.F,G; - PRINT TRB(4S); : GOSUB 198
SIGNAL L. W H SEC CODRDINATES <L W) 296 INPUT D,E,F:G=G+18: IF AOD THEM 328
- o e — 308 IF BOE THEN 320
6386. 94 8 o 8 8 7 88,50 348 1F C=F THEN 398
8693. 06 8 8 38 i@ ? 80,68 8 IF =280 THEN 240
7693, 66 8 8 60 P 2 8.8,48 338 GOTO 488
9693. 86 8 8 40 38 70,87 340 CLS: PRINT “BOCDOOOMMH!! '™ :PRINT “¥OU BLEW IT. THE BUILDING BLEW UP."
6692. 86 g 6 7 48 ? 8,50, 68 350 PRINT *THE BOMB WAS LOCATED AT THE COORDINATES (LW H):*;A:BiC
7642.86 8 5 6 5 0,99, 68 368 PRINT: PRINT: PRINT "HRNT 10 PLRY AGRIN%
7683. 86 8 98 60 68 ? 58,6,60 378 INPUT 28 IF LEFT$(Z$,4)="Y" THEN (LS. GOTO 148
7692.56 59 8 8 ) 7 6,16,68 389 GOTO 578
7682.86 o 16 ¢o eg ?4,0,60 398 CLS. PRINT "BOMB DERCTIVATED AT® G; “SECONDS!!!*: GOTO 268
7693. 85 1 8 & ) 7485 480 IF D>99 THEN 478
§693.65 1 8 5 188 2 18,6,58 418 IF DB THEN 479 536 ON F GOTO 548, 558, 568
8692. 96 6 8 58 116 7 36,8,58 429 1F £299 THEN 478 548 PRINT " 15T FLOOR!!!":GOT0 498
8692. 76 % 8 5 120 2 59,50, 58 430 IF £B THEN 478 556 PRINT * 2HD FLOOR!!!":GOTO 498
8642.56 56 58 S0 130 2 68,58, 58_ 44 TF 99 THEN 518 569 PRINT " 3RD FLOOR!!!*:G0T0 490
BOOOOODHHH! * ! 450 IF FCO THEN 520 578 B
YO BLEW IT. THE BUILDING BLEM (P 468 GOTO 256
THE BOMB WAS LOCATED AT THE COORDIMATES (LW H): 6 93 36 476 CLS: PRINT "YOU HALKED OUT R WINDOW ON THE®; - IF F(4 THEN 538

cls 488 PRINT F; °TH FLOOR!!!®
HANT TO PLAY RGAIN? NO_ 499 PRINT "Y0U MERE KILLED RMD"; 266-G; "SECONDS LATER THE BUILDING”

cls 568 PRINT "BLEM UP!!!": GOTO 368

52 518 CLS: PRINT "YOU ARE NON";F+9; "FEET IN THE AIR!!!*: GOTO 438
528 CLS: PRINT "YOU ARE NOW“;-1#(F%9)"FEET UNDERGROUND!!!": GOTO 498



DODGEM is a game originally devis-
ed in 1972 by Colin Vout, then astudent
at the University of Cambridge,
England. It got its major publicity from
Martin Gardner who discussed it in the
June 1975 issue of Scientific American.
Complete instructions are in the sam-
ple run.

It may be played by two players in
which case the computeris the referee,
or by one player against the computer.
The computer, incidentally, plays un-
commonly well. This is not surprising
since Dodgem was written by the very
talented and prolific Mac Oglesby.

DODGE *
COPYRIGHT 4579 CRERTIVE COMPUTING MORRISTOMN, HJ
cis
D0 YOU NEED INSTRUCTIONS? YES_‘
cls
HERE’S B SAMPLE PLAYING BOARD:

E RN

ABCD
THO SETS OF PIECES (DIGITS AND LETTERS) RACE AT RIGHT ANGLES
ACROSS A SQUARE BORRD. WACANT LOCATIONS ARE SHOMN AS PERIODS.
Y0U CHOOSE THE THE BOARD SIZE (THE ONE ABOVE IS SIZE 5.)
PRESS ANY gg TO CONTINUE

THE OBJECT 1S TO MOVE ALL OF YOUR PIECES ACROSS THE BORRD
D OFF THE OPPOSITE EDGE. DIGITS LERVE THE BORRD ONLY AT
THE ERSTERN EDGE, LETTERS ONLY AT THE NORTHERNM. THE WINNER
15 THE PLAYER MROSE PIECES HAVE ALL LEFT THE BOARD.
PRESS AHY %TU CONTINGE
[

THE PLAYERS GO IN TURH MOVING ONE OF THEIR PIECES 10 AN
ADJACENT LOCATON [HICH 15 EITHER OFF THE BOARD OF CURRENTLY
VACANT. THERE ARE HO DIAGONAL HOVES, KO JUMPS RND NO CRPTURES,
DIGITS CANHOT HOVE WEST, NOR LETTERS MOVE SOUTH.

T0 MOVE A PIECE, TYPE ITS HAME AND THE FIRST LETTER OF THE
DESIRED DIRECTION. EXRMPLES:

2E WEANS THAT PIECE 2 WANTS TO GO ERST

Bit MEANS THAT PIECE B HANTS T0O GO MEST.
NGTE. YOU FORFIET THE GRME 1F YOUR MOVE LEAVES YOUR OPPOMENT
HITHOUT AHY LEGAL HOVE.

LASTLY, YOU HAY TYPE R TO RESIGN AND H FOR HELP.
PRESS Y KE%?STO CONTINGE
c

BORRD SIZE (3-6)7 4

HOW HANY PLAYERS (1 R 2)7 1

O THE COMPUTER WILL MOVE THE DIGITS.
HHO MOVES FIRST (1=COMPUTER, 2=¥0U)7 2.

cis
BOARD ——-" i
2
3
ARBC
LETTERS HOVE? CH_
cis
BOARD -—" 1
2
3 [
R B
LETTERS MOVE? CHL
cis
BOARD ---" i
2 c
3
R B
LETTERS HOYE? BH.
cls
BOARD -~-~" kS
2 C
3B
f
LETTERS HOVE? fE.
cls
BOARD ~—-" 1
2 c
3B
f
LETTERS HOVE? RE_
cls
BORRD ~-" 1
2 c
I B
f
LETTERS MOVE? AN

cis




BORRD —-"

el (S
Y e

K

THE DIGITS HAVE MO LEGAL WOVES FOR THE LETTERS!
THE LETTERS HIN!!!

TRY AGRIN? VES.
cls

10 CL5: CLEAR 388: PRINTG4{3, "DODGE “EW”

26 PRINT: PRINT TRB(?7) °COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOMN, NJ®
20 14="NO": PRINT@S6E, "";: INPUT "DO YOU NEED INSTRUCTIONS™;1¢

48 €15

98 BE=1$: GOSUB 2238

68 IF LEFT$(15, 130" THEN €8

78 GOSUB 2448

83 PRINT: PRINT °BORRD SIZE (2-6)%
98 INPUT R

168 LET A=INT(R)

116 IF (6-R%(R~3))=0 THEN 138

4126 GOTO &8

138 LET P(L, @)=-1: LET P(2 @)=R-1
148 FOR J=1 10 A1

156 LET P(L D=igejsd

168 NEXT J

178 FOR J=1 T0 L

188 LET P2, D=i@efisJ+l

198 HEXT J

268 LET F=1

218 LET H§()="NES"

228 LET H§(2)="HE W"

228 LET C$(1)="DIGITE"

248 LET C$Q2)="LETTERS"

256 LET R$(1)="1224367"

268 LET R$(2)="RECDEFG"

M FR J=L TOR

209 1F J=R THEN 248

298 LET D#(J, H=CHR$(48+])

398 FOR k=2 T0 R

318 LET D$(J, K)=CHRE(140)

328 HEXT K

238 GOTO 288

3400 LET D4(J, 1)=CHRE(146)

258 FOR K=2 TO R

368 LET DH(J K)=CHREE3HO

378 HERT K

288 NEXT T

298 PRINT "HOW MRNY PLAYERS (1 OR 2™
468 INPUT B

416 1F B=2 THEN 568

428 IF B={ THEN 448

438 GOTO 398

440 PRINT "0K, THE COMPUTER HILL MOVE THE DIGITS.®
458 PRINT “HHO MOVES FIRST (1=COMPUTER, 2=¥C™:
468 INPUT F

470 1F (2-F)¥(1-F)=8 THEH 508

489 PRINT “PLERSE TYPE 1 OR 2. HOWL ™
498 GOTO 458

580 PRINT
540 PRINT "HERE HE GO...°
528 PRINT

530 PRINT@S, . X$="BOARD -—"+CHR$(94)+STRING$(22-A/2, 327

548 FOR J=1 TO A: PRINT X$:

558 X§=STRING$(22-R/2,32): FOR K=1 TO R: PRINT * ™;D§(J,K)

568 NEXT K

576 PRINT

583 HEXT J

338 PRINT CHRECIL);

688 FOR J=F T0 3-F STEP 3-24F

618 REM

628 FOR Ji=1 T0 A~

638 LET R=INT(P(J, J1)/18)

640 LET C=P(J, JD)-18+R

656 ON J GOTO 666, 716

€68 IF C=A THEN 768

678 IF (R THEN 636

€88 GOTO V&8

698 GOTO €78

760 GOTO 918

748 IF R=1 THEN 758

728 1F R=0 THEN 740

738 GOTO 768

746 G070 878

738 GOTO 548

768 REH

778 IF D$(R-1, C)=CHR#(148) THEN 858
782 IF D§C(R, C+1)=CHR$(148) THEN 858
798 IF J=2 THEN €38

208 IF D§CR+1, C)=CHRS(148) THEN 826
218 G070 878

828 GOTO 918

820 1F D$(R C-1)=CHR$(148) THEN 838
848 GOTD 870

858 GOT0 946

868 PRINT “BRG—1243%,J1

878 NEXT J

§68 PRINT "THE % C4(3-10; " HAVE NO LEGRL MOVES FOR THE "5 CH(Iy"!"

898 PRINT “THE " C$¢J)i ™ WINIM!™
968 GOTO 28807 WS S0P
918 IF B=2 THEN 1256

976 1F J=2 THEM 1250

938 LET Li=2

948 FOR Le=1 10

950 OH L8 GOTO 1920, 966, 1618

968 IF RID(EYC S THEW 990

978 LET Li=t

968 GOTO 1626

998 LET L4=3

1888 GOTO 1028

1616 LET L=4-U1

1628 LET PL=INT(RID(2)+R)

1878 FOR L2=1 T0 A-1

1848 LET Pi=Fis1

1658 1F PLC=R-1 THEN 1078

1668 LET Pi=PL-(R~1)

1878 LET R=INTC(P(J, PLI/18)

1088 LET C=P(J, PL-104R

1630 IF COR THEN 1228

1180 0N L1 GOTO 1118,114@,1199
1418 IF D$(R-1, C)=CHR$(148) THEN 1138
1128 G070 1228

1136 GOTO 4568

1148 IF D$(R, C+1)={HR$(140) THEN 1188
1458 IF C=R THEN 4178

1168 GOTO 1228

1478 LET PULO=PU, 801

1188 GOTO 4638

1496 TF D(R#, C)=CHR$(148) THEN 1240
1283 GOTO 1226

1218 GOTO 1688

1220 HEXT L2

1236 HEXT L@

1246 GOTO 988

1250 PRINT C4CJ)i ™ HOVE™

1260 INPUT RS

1278 GOSUB 2239

1269 IF LEFTH(RE, 1)="R" THEN 2189
1298 IF LEFT$CRS L)="H" THEM 1686
1388 LET AE=NID$(RS, 1, 2)
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1740 P1=@

1320 FOR B8=1 70 A1

1336 1F MIDS$CR$CJ), B8, 1)=HIDH(R$ 1, 1) THEN P1=B8
1240 HEXT BY

1258 IF P4=6 THEN 1850

1368 LET P2=0

4278 FOR 88=1 70 ¢4

1386 IF MID$(M$(]), BY, 1)=HID$(RS, 2, 1) THEN P2=BD
1398 HEXT B8

1468 IF P2=8 THEM 1858

1418 LET R=INT(P(J, P1)/16)
1428 LET C=P(J, PL-10R

1438 IF R=0 THEN 1856

1448 IF 3R THEH 1850

1458 (1 J GOTO 1468, 1510

1466 IF CCR THEN 1588

1478 IF 202 THEN 1508

1488 LET M(L.®)=PWL, 801

1499 GOTO 1639

4588 GOTO 155@

1518 IF ROL THEW 1358

1520 IF P201 THEN 1550

1578 LET P(2,8)=P(2, @)1

1548 6070 1588

1538 0N P2 GOT0 1560, 1610, 1668, 1718
4568 1F DF(R-1, C)=CHR$(148) THEM 1589
1570 GOTO 1858

1588 LET D$R-4, Cy=MIDS(RS(D), PL 1)
1598 LET P PLY=P(J,P1)-10

1688 GOTO 1758

1610 IF DER, C+1)=CHR$(148) THEN 4639
1628 G070 1856

1630 LET D$(R, C+D)=MIDE(RE(I), PL 1)
1648 LET PUJLPL=P(J, PLIHL

1639 GO0 1756

1668 IF DE(R+L, Cy=CHRE(148) THEN 1688
1678 GOTO 1850

1680 LET D$(R+L, O)=HIDE(RECD) ,PL D)
1699 LET P(J, PL=P(J, PL)+10

1788 GOTO 1738

1746 TF DCR C-1)=CHRE(148) THEW 4728
1728 GOT0 1850

4738 LET D$CR C-1=NIDH(RED, PL 1D
1748 LET PCJ,PL=P(J, PL)-1

4758 LET DH(R Cr=CHRE(148)

1768 IF B=2 THEN 1866

1778 IF J=2 THEH 4808

1788 PRINT "THE DIGITS MOVE: ";MID$(R$(I),PL 1)
1798 PRINT MID$GHE(D), L4, 1)

1866 IF PLJ, )08 THEN 1840

1818 PRINT

1828 PRINT etk THE “;C$CI); " HINI!D st
1878 GOTO 2888/ KRS END

1840 GOTO 2214

46858 PRINT “ILLEGAL MOVE OR BAD INPUT.*
1866 PRINT “INPUT IGNORED. TYPE H FOR HELP."
1876 GOTO 1256

1886 PRINT "THE "iC$(J); * HRVE THESE LEGAL HOVES:"
1898 FOR J3=1 10 f-1

1988 LET P4=NID$(ASCD), J2, 40

1948 LET R=INTCP(Y, J2)/748)

1920 LET C=P(J, J3)-18sR

1928 04 J GOTO 1948, 2008

1940 IF C=R THEN 19¢@

1938 IF (OB THEN 1970

1968 GOTC 2630

1978 GOTO 2156

1908 PRINT * °; P4 “E%;

1998 GOTO 2850

2608 IF R=1 THEH 2040

26810 1F R=0 THEN 2030

2828 GOTO 2658

20836 GOTO 245a

2048 GOTO 2660

2850 IF D$CR-1, CYOCHRIC148) THEN 2078
2060 PRINT © P45 0%

2878 IF D$(R, C+1)OTHR$(148) THEN 2098
2658 PRINT * *P4VEY

098 IF J=2 THEM 2128

2168 IF DE(R+L, COOCHR$(148) THEN 2120
2448 PRINT * %P4 "5%

2128 GOTO 2158

2128 IF DHR C-DOCTHRE(148) THEN 2138
2148 PRINT * % P§;

2158 NEXT J3

2160 PRINT

2178 GO0 1258

2188 PRINT “THE ";C§(J);" GIVE UP!t®

2496 PRINT "sbx THE ";C4(3-J0; % HINI!T s

2208 GOTO 28887 WAS END
2218 NEXT J

2228 GUTG 526

2238 IF LENCR$)18 THEN 2430
2248 LET C1=8

2259 FOR BB=1 T0 LEN(RS)
2260 LET A(BB)=ASCLHIDS(RS, B8, 1))

22070 NEST B8

2088 LET RCOI=LEN(RS)

299 FOR J2=1 TO ACB)

2308 IF AU2)96 THEN 2326

2348 LET RU=AID-2

2328 IF (5-R(I2) CACI2)-48))=0 THEN 2358

2338 IF (9B-RCI2)IH(RAI2)-651=8 THEN 2358

2348 GOTO 2378

2358 LET C1=014

2368 LET A(CL=AJ2)

2378 HEXT 2

2289 LET A(@)=01

2398 LET pg=""

2459 FOR B8=1 T0 A(B)

2418 LET A$=RS+CHRECACER))

2428 NEXT B8

2430 RETURN

2445 CLS: PRINT TAB(28) "DODGE EM*: PRINT

2458 PRINT "HERE‘S A SRHPLE PLAVING BORRD:"

2468 PRINT

2478 RE=""- FOR TH=t TO 4: A$=RE+™ “SCHREC140): NEXT TH

2489 PRINT *1%;R¢

2499 PRINT *2%; A8

2508 PRINT "2% RS

2518 PRINT "4 R§

2529 PRINT CHR$(440%:" R B C D*

2528 PRINT

2540 PRINT “THD SETS OF PIECES (DIGITS AND LETTERS) RACE AT RIGHT ANG™;
7559 PRINT "LES™

2560 PRINT *ACROSS A SQUARE BORRD. VACANT LOCATIONS ARE SKOMN RS PERT";
2578 PRINT *00S. *

2560 PRINT *¢C1J CHOOSE THE THE BORRD SIZE CTHE ONE ABOVE IS SIZE 5.)°
2598 GOSUB 2908

2663 PRINT TRBCI8) * W°

2648 PRINT TRBCI®) " [

2678 PRINT TRB(Z8) “HY; CHRE(I2); "+*; CHR$(94); °E"

2638 PRINT TRB(28) * " CHR§(SD)

2648 PRINT TRBGZ®) * §°

2658 FRINT

2660 PRINT *THE OBJECT 1S T0 MOVE ALL OF YOUR PIECES ACROSS THE BURRD"
2678 PRINT “RD OFF THE OPPOSITE EDGE. DIGITS LERVE THE BORRD GMLY AT*
2689 PRINT "THE ERSTERM EDGE, LETTERS OMLY AT THE NORTHERN. THE WINMER®
2639 PRINT *IS THE PLAVER WHOSE PIECES HAYE AL LEFT THE BORRD.

2708 GOSUB 2986

2748 PRINT *THE PLAVERS GO T TURN, HOVING ONE OF THEIR PIECES 10 AN
2728 PRINT "FDJRCENT LOCRTON HHICH 1S EITHER OFF THE BOFRD OF CUBRENT";
278 FRINT "Ly

2745 PRINT YACAHT. THERE ARE NO DIRGONAL MOVES, NO JUMPS RHD MO CRPT
2750 PRINT “URES. "

2768 FRINT *DIGITS CAHNGT HOVE UEST, NOR LETTERS MOVE SQUTH ®

2778 PRINT

2769 PRINT *T0 HOVE R PIECE, TYPE ITS NAME RMD THE FIRST LETTER OF THE"
2798 FRINT "DESIRED DIRECTION. EXAWPLES:®

2808 PRINT " 2 MERNS THAT PIECE 2 WANTS 10 GO ERST"

2646 PRINT * B MERNS THAT PIECE B WANTS T0 GO WEST.®

2628 FRINT “NOTE: YOU FORFIET THE GRME IF YOUR MOVE LEAVES YOUR OPPGHENT
2670 PRINT °HITHOUT AHY LEGAL MOVE ®

2648 PRINT

2850 PRINT *LASTLY, YOU HAY TYPE R TO RESIGN AND H FOR HELP. "

2860 GOSUB 2900

2670 RETIRN

2689 PRINT: INPUT “TRY RGAIN®; RHSS

2898 IF LEFTSCANSS, 1)="y" THEN 48 ELSE ED

2968 FRINTAS79, *PRESS ANY KEY 10 CONTINUE";

2540 IF INKEYS="" THEN 2548 ELSE FRINTRA2S, CHRS(3L);

2926 RETURN
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-1 oo

In this cute little game, there are
several doors in succession and you
must open them to get the prize
behind the last one. You have a key
ring containing a random number of
keys and you have a random number
of tries to open all four doors. As an
added hooker, some keys may open
more than one door. If at first you
don’t succeed, try, try again. The
prizes behind the fourth door are well
worth the patience in trying to get
them all open.

Doors was conceived and written
by Bill Ingram.

DOORS

COPYRIGHT 4979 CREATIVE COMPUTING MORRISTGNR NI

cls
THERE ARE 4 LOCKED DOORS AND THERE RRE 12 KEYS
(UMBERED 8 70 42 ).
YOU WILL HAYE 3B TRIES 70 OPEM THEM ALL
(SOME KEYS MAY OPEN MORE THAN OHE DOOR).

TRIES LEFT: 36 DOOR & 1 KEY? 42
TRIES LEFT: 29 DOOR & 4 1EY? 14
TRIES LEFT: 28 DOGR # 1 KEY? 18
TRIES LEFT: 27 DOOR # 1 YEY? 9

TRIES LEFT: 2 DUGR # 4 KEY? 8

TRIES LEFT: 25 DOOR # 4 KEY? 6

TRIES LEFT: 34 DOOR 8 1 KEV? 7

cls

TRIES LEFT: 23 DOOR § 1 YEY? 4

TRIES LEFT: 22 DOOR 8 4 VEYS 2

TRIES LEFT: 2 DOOR # L1EY? L

TRIES LEFT: 20 DOOR # 1 KEY? 7

TRIES LEFT: 1% DOMR B LIEV? S

TRIES LEFT: 18 DOOR & 1 (E

TRIES LEFT: 17 DOIR & 1 KEY? 11
TRIES LEFT: 1€ DOOR & 1 KEY? 18
cis
TRIES LEFT: 45 DOOR & 1 1EV? 8
TRIES LEFT: 44 DOOR # 1 KEYE 7
TRIES LEFT: 43 DOOR 4 1 KEY? &
TRIES LEFT: 12 DOGR # £ KEY? 5
TRIES LEFT: 1 DOOR # 1 KEY? B
(-R-E~E-E-E-E-A-R-K!
TRIES LEFT: 18 DOOR 4 2 ¥EY? 4
TRIES LEFT: & DOOR & 2 KEY? 11
TRIES LEFT: 8 DOOR # 2 KEY? 12
cis
SORRY, YOU LOSE, THE REST OF THE KEYS ARE:
DOOR 2. KEY: 8
DOOR 3. KEY: 7
DOOR 4:  KEY: 44
cls
D YO HANT TO PLRY AGRIN (YES SIR! CR MO SIRD
2 HiL.
cls
DG YOU WANT T0 PLAY AGAIH (VES SIR! OR HO SIRD
7N
HEY, T DIDWT JUST FRLL OFF A TURNIP TRUCK. YR KNQHIIITD
cls
16 €15
20 FRHDOM
B CLEAR 1680

4@ PRINT & 413, "DOCRS”

50 FRINT

€8 FRINT TAB(?)"COPYRIGHT 1979 CRERTIVE COMFUTING HORRISTOMN, HI*
76 PRINT @ 26, "";

€8 FOR 1=1 TO 1660: REXT I
0L

168 DIM K@
118 FOR #=2 10 &
120 RERD R$(X)
130 HENT X

146 FOR #=B T0 €
158 READ SO0
166 NEWT &

176 D=1 b
186 T={RNDEL)
198 M=ZHRHD(3)
200 K2=24PND(S)
248 PRINT

220 PRINT'THERE ARE™; W "LOCKED DOORS AND THERE ARE®;K3; “KEVS”

278 PRINT® (HUBERED 8 T0 %K% " "

246 PRINT "W0U WILL HAYE"; T-1 "TRIES TO OPEN THEM ALL "

254 PRINT °(SOME KEYS MAY OPEN MORE THAM GHE DOOR). *

268 PRINT

276 FOR ¥=2 TON

258 KCHD=RHDG2)

290 NEXT X

388 T=1-1

740 AZ=AZ+1:TF AZ=G THEM GOSUB €48

B IF T=0 THEN 4c8

739 FRINT "TRIES LEFT. ™

246 PRIMT USING "84™ T

356 PRINT TRBCZ4); "DOCR #"5Ds "KEY":

368 INFUT K2

378 IF K2OHD) THEN 208

280 PRINT S4¢ RIDCTY)

290 I=DHl

463 1F DL THEN 76

418 PRINT

426 (L5

439 FRINT °¥0U DID IT, BEHIND DOOR &";6°15...... .. ... R st
448 PRINT REC RIDGT 11

433 G070 526

4e8 CLS

478 PRINT

450 PRINT "SORRY, YOU LOSE, THE REST OF THE KEYS RRE:"

490 FOR &=D TO N

5[ PRINT "DOUR™; ¥ CHRE(2); " KEV:SK(X)

546 NERT 2

528 PRINT

56 PRINT "0 YOU AT TO PLAY RGAIN (YES SIR! CR N0 SIRD®

548 INPUT GF

550 IF G§="yES SIR!* THER 478

568 IF (4="ND SIR!® THEN 538

506 FOR Yo=1 TO 4699:NEXT TO:CLE:BOTD 520
598 DATR "R POT OF GOLD®, "R BEAUTIFUL MAIDEN","H WAN EATING TIGER"
560 DRTR "HOTHING®. "$22. 59", "R ROLLS ROYCE", "THE KEYS TO THE HORLD"

836 END

£40 FOR SH=1 70 1808 HEMT i
£56 RZ=0

688 (LS

679 RETURN
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Drag

46 CLS: PRINTR44L, "DRAG RACE®

DRAG allows the user to design his 2 pRu: PRI D) PR T Tie SPUTING. MIRRISTOML W*
own dragster and then race it against a 18 011 PO, £ (20 YD N0 B0 1
dragster designed by another playeror 8 DIM 6(2)
the computer. You must specify the gg é{su};;msréé(og)g&gg %gs;_gogg“inee
horsepower, rear end ratio, tire width, 30 PRINT "YOU MAY RACE RGAINST OHE OF YOUR FRIEMDS OR YOU MAY RACE®
and tire diameter. There are no limits to 98 PRINT “AGRINST H¢ DRAGSTER. Y0U WILL BE ASKED TO DESIGH VOUR®
these parameters. 188 PRINT "OWN MACHINE, SPECIFYING HOURSEPGIER. READ END RATIO (X:1),"
Ahal you say. "“I'll just design a two 116 PRINT "TIRE WIDTH IN INCHES AND TIRE DIRMETER IN FEET. ":PRINT
million horsepower dragster!” But it T o0 Y0U R O RACE RGRINET ™
doesn’t work that way, because your 199 IF LEFTECIE, ="k THEN 218
mass is related to your engine size, and 454 PRINT:PRINT “I HILL HAVE OAR #1.°
so you usually end up with a top speed 166 P(1)=660
of something like 33 MPH. The com- igg o
puter is extremely hard to beat, but it's 198 D=2 9
rumored that it can be done. Note: on 208 GOTO 388
some systems the amount of time 248 FRINT: PRINT "DESIGN CAR #1:°
between printouts can be aggravating- T o
ly long. 248 PRINT "RERR END RATIO=";
This program came from the 258 INPUT E(D
Hewlett-Packard User Library. It also 268 PRINT “TIRE WIDTH=";
appeared in Creative Computing, e DIRETER"
Jan/Feb 1977. 299 THEUT DCL)

360 PRINT: PRINT@S76, “DESIGN CAR #2:"; CHR$(31)
348 PRINT PHORSEPOMER=";

228 INPUT P(2)

338 PRINT "REAR EXD RATIO=";

348 IHPUT E(D)

338 PRINT “TIRE HIDTH=";

DRAG RACE 68 THPUT WD)
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ 378 PRINT “TIRE DIAMETER=";
288 INPUT D)
398 015
ois 489 PRINT *G0!™" FRINTER2S, "%
48 ¥1=508
DI Y0U NEED INSTRUCTIGNS? VES.. 428 K21 6
38 K322
cis 448 Kd=6E-84
YOU 1RY RACE AGRINST ONE OF YOUR FRIENDS GR YOU HAY RACE jgg gﬁg"%
AGRINST HY DRAGSTER YOU MILL BE ASKED T0 DESIGN YOUR piadon
G WCHIVE, SPECIFYING HURSEPOMER, REED EID RATID (K:0) o o < 0s
TIRE WIDTH IN INCHES AND TIRE DIRETER IN FEET. e et
, " 58 5(1)=0; S(2)=6
DO Y0U UENT TO RACE AGRTAST ME? VES .
DESIGH CFR #2: 28 REM: M 15 HRSS
HORSEPONER=" 798 ZBFR 12210 2
REFR EXD RATIO® 4.5 548 HCD=RLHP UMD HTDDI /2.2
YIRS RO 25 558 REN: C IS DRAG FROM HLID.
TIRE DIRTERS 5. 568 COD=IAsHCDE (/) +EHICTD)
570 REN: B 15 THE MAX ACCELERATION HITHOUT BURNING
cls 580 BLI=LSHEHICADI A HUMEIRDIH))
—_— —_— 590 REN: ¥ 1S THE SCALE FACTOR FOR RPH VS POHER
ELAPSED - o 608 Y(I)=2, 7-3, JE-034P()
TIHE SPEED  DISTANCE  SPEED  DISTAMCE €48 NEXT J
(SECY (HPHY D) aPH D €28 GOT 780
i — I D - 678 LE=PEEK(16416): HB=PEEK(16417) :PRINTES, "*;
R E 2 STOPS BURNING RUBEER €48 PRINT TRBCL9); "CAR #1% TRB(4D): "CFR 427
L8 w16 149 1595 658 PRINT “ELAPSED"; TRBU1G); ~—mmn®; THB(42); *-mmmmt
bt o5 e e oo €68 PRINT “TINE SEED  DISTANCE  SPEED  DISTRMCE®
2608 64802 142982 457 99467 gg xﬁg D) CHPH) Nk (PR o
978 250 g7 6, 166 . Q i
gg 1§§j m ;g; 2;2 53 %ﬁ gg ;8134 630 POKE 16446,LB: POKE16447,HB: RETURM
6. 80 535  SEE B4 394658 780 FOR 1=6 10 168
OAR 4 STOPS BURNING RUBBER ;ég ;ﬁ }i;iTg"zm
7.8 12629 7489 9% LS T e 1o
ols 748 Re6BSCIMECN)/ (3. 14459003)
756 REM: L 1S ENGINE TORQUE
O 81 15 THE HINNER 11101 760 LB=(PLI)/42. S)+(507. BE-B2HRACE) I-4E-1B+RACIILD)
778 BEH: L1 1S TORGUE FROM FRICTION
DO Y0U UANT TO TRY AERIN? HO. 708 LI=P( I HIGHRHE
cis 798 REH: R2 IS RERR RRLE TORGLE.
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e aw

886 L2=E(J)(Le-L1)

818 REM: F IS FORCE ON RORD FROM TIRES.
826 F=2¢.2/D(])

§28 REM: TEST FOR BURN.

848 IF FOH(I*B(J) THEW 518

830 REM: R=RCCELERATION

868 IF ()8 THEN 890

878 PRINT °CAR 8" J; " STOPS BURNING RUBBER": GOSUB 638
888 G(=t

890 R=(F-COISIIDIDMD

90 GOTe 938

918 R=B(I)-CIAS(DL2MT

928 REW: 5 IS FEET IN FT/SEC

938 S(J2=5(J)+R 8L

948 REH: X 1S DISTANCE IN FT.

958 (=045 6L

968 NEXT J

976 REM: TEST FOR FINISH

988 IF X(1){5268/4 AND X(2)(3288/4 THEN 1220

998 IF X(1)0X(2) THEN 1120

1698 T3=(I(2)-3288/4)/5(2)

1018 T=T+71/186-12

1628 #(2)=5268/4

1038 X(D=R{1)-S(1)*12: GOSUB 630

1040 As="41 & 649 480 BERE BB EER BED  dBR oW
1638 PRINT USING R T, S(1)%3608/5268, X(1), S(2)*26008/5268, X(2)

1668 Gosle 638

1688 PRINT "D0 YOU HANT TO TRY AGRIN"

1098 INPUT 1§

1468 IF LEFTH(CIS, ="y THEN 129

1146 B0

1428 T3=(X(1)-5288/4)/5¢1)

1178 T=T+T1/168-13

1149 ¥(1)=5288/4

1158 X(2=R(-S@NT3

1160 As="40 §4 §85 848 BHES ¢8R BER EBR BERG M0
1178 PRINT USING R$: T, S(10+3688/5288, X(1), S(2)43688/5288, #(2)
1188 GOSUB 628

1288 PRINT

1248 GOTO 1088

1226 HEXT TL

1238 A="4E 8 GH6 888 GHES BB GED.BEE  GERR WM
1246 PRINT USING A% (T+1), S(4)43688/5286, K(1), S(2)+2608/5288, X(2)
1258 GOSUB 628

1268 NEXT T

1276 END
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Dr. Z

Using DR.Z your computer “in-
teracts” with you in true Rogerian form,
never making a value judgment of your
response.

DR.Z is multi-lingual and
“‘professional confidence” is
guaranteed, especially with a video
display terminal. However, if you have
a printer, try employing a unique
language known only to you and Dr.Z.

If you would prefertoemploy DR.Z in
an educational mode, you might con-
sider the following sequence of ac-
tivities.

1. Discuss communication, exploring:

a. The role of spoken language

b. The role of written language

¢. Non-verbal language

1. facial expressions

2. posture of body 10 CLS: PRINTE412, *DOCTOR 2°
3. hand gestures 28 PRINT: PRINT TAB(?) "COPYRIGHT 1975 CREATIVE COMPUTING MORRISTOMN, MJ®
2. Experience a session with DR.Z. zggf”ngg% :;élé%m;mm g -
3. Develop computerizations of other 5B PRINT "WHAT 1S YOUR NAME? RND TELL I SOMETHING RBOUT YOURSELF. ®
purely human” situations. 68 FRINT "HOKEVER, DON‘T TYPE MORE THAN OIE LINE 1 TIRE ERSILY. "
Note: Don’t mistake DR.Z for Eliza ;,? m ?fm DID YOU SRY YOUR NRE HES AGRIN';
(or Doctor). in DR.Z, all the responses 98 INPUT B$
are “canned” and the computer makes ﬁ’g g"g_emﬁ_go g FEEL TODAY":
no attempt tc analyze your input in any 126 TNPUT B
way. i 138 IF C=18 THEN 428
DR.Z was submitted to us 148 LET Z=INTU@HRID(@))
anonymousiy by some students of Dr. 159 IF U=2 ﬂﬂg 140
i ; i 68 IF V=2 THEN 140
Melvin Zeddies of San Diego. 78 LET 02
168 04 2+1 GOTO 398, 228, 248, 260, 269, 388, 320, 248, 360, 369
COPRIGHT 1579 CREATIVE CHFUTING  HORRISTOH, 15 159 G010 398
269 PRINT *THAT’S VERY INTERESTING TELL JE MORE.®
218 GOTO 398
208 PRINT "HAVE YOU FELT THIS UAY LONG™;
clis 238 GOTO 398
248 PRINT "D0 YOU THINK THIS IS RERSOMABLE IN LIGHT OF YOUR INTERESTS™;
HIT ENTER 70 BEGIN? _ 258 GOTO 299
cis 268 PRINT “D0 YOUR FRIENDS FIND THIS ACCEPTABLE®;
HELLO THERE, 1'M YOUR COMPUTER THERAPIST. 278 GOTO 399
HHAT 1S YOUR HAME? RND TELL HE SOMETHING ABOUT VOURSELF. 289 PRINT "D0 YOU FEEL COMFORTRBLE WITH THIS FEELING®
HOKEVER, DON‘T TYPE MORE TRAN ONE LINE. I TIRE ERSILY. 298 GOTO 398
7 HL MY NAME IS CHRIS AND I DONT LIKE GIRLS. 388 PRINT *D0 YOU THINK THAT THIS 1S A NORMAL FEELING®;
HHAT DID YOU SAY YOUR NAYE HAS RGRIN? CHRIS 218 GOTO 299
HOW DO YOU FEEL TODAY? GOOD. THE SUN 1S SHINING 226 PRINT “HHY DO YOU THINK YOU FEEL THIS Mav™;
HAYE YOU TALKED TO AHYONE RBOUT THIS? YES. MANY FECPLE 3% G0T0 398
HHY ARE YOU HERE? BECRUSE OF THE WERTHER 340 PRINT “HAYE Y0U TALKED TO ANYONE RBOUT THIS®;
DO YOU FEEL COMFORTABLE WITH THIS FEELING? YES ALL THE TIME 56 GOT0 98
DO YOU THINK THIS IS RERSONRBLE IN LIGHT OF YOUR INTERESTS? VES 368 PRINT "HHY ARE YOU HERE™;
DO YOUR FRIENDS FIND THIS RCCEPTRBLE? N0 378 GOTO 398
HHY ARE YOU HERE? TO SEE THE SHAH 380 PRINT "ARE YOU SATISFIED WITH THE MRY YOUR IDERS ARE DEVELOPING®:
DO Y0 FEEL COMFORTRELE MITH THIS FEELING? ND WE DONT 398 LET 00+t
DO YOU THINK THIS 1S REASONRBLE IN LIGHT OF YOUR INTERESTS? YES. 408 LET U=2
cls 418 G0T0 128
1 THINK YOU ARE HAKING A GRERT ATTEMPT TO SOLVE YOUR 428 (LS. PRINT *1 THINK YOU RRE NAKING A GREAT ATTENPT TO SOLVE YOR®
DIFFICULTIES, AND I SEE HO MEED TO CONTINUE THIS 439 PRINT "DIFFICULTIES, RND 1 SEE NO NEED TO CONTINUE THIS®
SESSION ANY FURTHER 448 PRINT "SESSION RNY FURTHER
456 PRINT
CHRIS, HOULD YOU HAKE RNOTHER APPOINTMENT WITH My COMPUTER 460 PRINT BS; ", HOULD YOU MAKE RNOTHER RPPOINTMENT WITH MY COMPUTER"
FOR SOMETIME I THE NEXT FEN MEEKS. WHAT DATE WOULD vOU 478 PRINT "FOR SOMETIME IN THE NEXT FEM WEEKS. WHAT DATE MOULD YOU®
PREFER? NEVER 499 PRINT "PREFER*; - INPUT A$
498 PRINT
THAT HILL BE FINE 560 PRINT "THAT WILL BE FINE . °
1'VE ENJOVED COMMUNICATING WITH YOU. 518 PRINT *1°VE ENJOVED COMMUNICATING WITH vOU. *
HAVE A HICE DAY. 526 PRINT "HAYE A NICE DAY,
cls 530 END
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Description: ELIZA is a program that
accepts natural English as input and
carries on a reasonably coherent
conversation based on the psychoana-
lytic techmiques of Carl Rogers. You will
have to forgive ELIZA for being a poor
English student. You'll find that 1t 1s best
not to use punctuation in your input, and
you'll havetocarrythe conversation. But
1t does work!

How it works: In order to speak to you,
ELIZA must: {1) get a string from the
user, and prepare 1t for further
processing: (2) find the keywords in the
input string: (3) if a keyword is found,
take the part of the string following the
keywordand “translate’ allthepersonal
pronouns and verbs {“I"”" becomes
“YOU"”, "ARE" becomes "AM", etc.); (4)
finally, look up an appropriate reply based
on the keyword which was found, printit
and, if necessary, the “translated”
string. ELIZA uses four types of program
data to accomplish this:

(1) 36 keywords, such as’'| AM"”, "WHY
DONT YOU", and “"COMPUTER". The
keywords must be in order of priority, so
ELiZA will key on "YOU ARE" before
“YOU".

{2) 12 strings used for the translation or
conjugation process. These are in pairs
such that if one member of the pair is
found, the other is substituted forit.
Examples: “'Y”, "YOU"”, "AM", "ARE",
etc.

{3) 112 reply strings. The strings are
arranged in groups correspondingtothe
keywords. There is no fixed number of
different replies for each keyword.
Replies endingina’*"aretobefollowed
by the translated string, while the
strings ending n normal punctuation
are to be printed alone.

{4) Numerical data to determine which
replies to print for each keyword. For
each keyword there is a pair of numbers
signifying {start of reply strings, number
of reply strings). Thus the fifth pair of
number, (10,4), means that the replies
for the fifth keyword ("1 DONT"} start
withthetenthreplystring, andthatthere
are four replies.

Detailed Explanation:

Lines 10-160: Initialization. Arrays and
strings are dimensioned. N1, N2, and
N3, which represent the number of
keywords, number of translation strings,
and number of replies respectively, are
defined. Then the arrays are filled.
S(keyword number} is the ordinal
number of the start of the reply strings
for a given keyword, R{keyword number)

is the actual reply to be used next, and
N(keyword number) is the last reply for
that keyword. Finally an introduction is
printed.

Lines 170-255. User input section. This
part of the program getsastringfromthe
user, places a space at the start of the
string and two at the end (to make it
easier to correctly locate keywords and
to preventsubscripting out of bounds),
throws out allthe apostrophes(so DONT
and DON'T are equivalent), and stops if
the word SHUT 1s found in the input
string {which it takesto mean SHUT UP).
ELIZA also checks for repetitive input by
the user.

Lines 260-370: Keyword-finding sec-
tion. ELIZA scans the input string for
keywords and saves the keyword of
highest priority temporarily in S, T, and
F$. If no keyword is found, the keyword
defaults to number 36, NOKEYFOUND
{which causes ELIZA to say something
noncommital) and it skips the next
section.

Lines 380-555: Translation or Conjuga-
tion section. The part of the input string
following the keyword is saved. Then
pairs of translation strings, as described
above, are read and upon the occurence
of one of these strings, the other is
substituted for it. When this is done
ELIZA makes sure there 1s only one
leading space in the translated string.
Lines 560-640: Reply printing section.
Using Rikeyword number), S(keyword
number}, and N{keyword number), the
correct reply is located. The pointer for
the next reply is bumped andresetifitis
too large. If thereply stringendsina "'*"
it 1s printed with the translated string,
otherwise it 1s printed alone. The
previously entered input string is saved
to permit checking for repetetive input,
andthenELIZAgoesbackformorenput.

Limitations: Runs in 16K of memory.

Modifications: You can easily add,
change, or delete any of the keywords,
translation words, or replies. Remem-
ber, you will also have tochange N1, N2,
N3, and/or the numerical data. Justasa
suggestion, if you decide toinsert "ME"”
and “YOU" in the translation string list,
put a nonprinting (control) character in
YOU to prevent ELIZA from substi-
tuting = YOU=-ME. This means that YOU
will always be assumed to bethe subject
of a verb, never the object, butresolving
that difficulty is a whole different
problem.

What it all means: we’ll leave to you.
Although this program is an inferior
imitation of the original, itdoes work.Itis
pretty farfetched to believe that a
psycholanalyst 1s nothing but a sentence-
input-keyword-finder-conjugator-reply
finder, but if you really think so, you can
buy your computer a speech-recognition
unit, a Computalker and a green couch,
and charge $75/hr! My computer, the
doctor! :

Geneology: ELIZA was onginally
programmed 1n LISP by Joseph Weizen-
baum at MIT. It was converted to BASIC
by Jeff Shrager and further modified to
work in Microsoft BASIC by Steve North,
who also wrote these notes.

Reply string, also used to save K$ in scanning for keyword
Strings used in conjugation process

Scratch {used for simulating RESTORE NNNN statement}.

. Name Usage
SRIX),S(X).N(X) See Text
i$ Input string

_Ks Keyword string
:CS Translated or conjugated string
“F$

"vR$,88

“P$ Previous input string

“Z$
N1 Number of keywords

~N2 Number of conjugation strings
“N3 Number of replies

K Keyword number
A Used to save K and L when scanning for keyword
X,L Scratch. X 1s generally used for looping while
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L is used for scanning through strings
V Used for scanning for keyword string




ELIZR
COPYRIGHT 1979 CRERTIVE COMPUTING HORRISTOWNN, WJ

cis
PRESS EHTER TO START SESSION? ]

cls
HI' T/WELIZR  WHAT’S YOUR PROBLEN?

STRANGE HOHEN

SAY, DO YOU HAYE BNY PSYCHOLOGICRL PROBLEMS?

HO, MOT B OHE HOM ABOUT YOU

HE KERE DISCUSSING YOU — NOT HE.

HO KE WERENT, YOU LIED

GH, 1 LIED

€0, YOU ADMIT IT - 1 ALKAYS KNEW YOU WERE DEFECTIVE

YOURE HOT RERLLY TALKING RBOUT HE, ARE YOU?

LOOK WHY DO Y04 ALWRYS SRY THRT, HAYBE T LIKE TRLKING RBOUT YOU

HE HERE DISCUSSING YOU — NOT HE

AGAIN, BOY YOU SURE REPEAT YOURSELF ALOT

O, T SURE REPERT YOURSELF ALOT

RIGHT, BOY ARENT HE SPEﬂKINGg?sUD TOORY, 1HD ARE 40U LEOH SPINKS

WHY ARE YOU INTERESTED IM WHETHER OR MOT 1 MM LEON SPINKS
VELL OM THE SURFRCE YOU APPEAR SOMEMHAT LIKE HIM

DID YOU COME TO ME BECAUSE YOU ARE

BECAUZE 1 A WHAT YOU SIR ARE A HINDLESS CRETIN

DID Y0U COME 7O ME BECRUSE YOU RRE WHAT 1 SIR AM A MINDLESS CRET
IN

MHAT THE HECK, ¥OU MAKE ABOUT AS MUCH SENSE RS SPINACH
YOU'RE NOT REALLY TALKING RBOUT ME, ARE YOU?

LOOGK PAL 1 WOULD HOT TRUST YOU WITH OUR NATIONAL DEFENCES
HE HERE DISCUSSING YOU -- KOT IE.

RHD 10 ARE YOU TO MAKE THE RULES HERE

HOULD YOU PREFER IF 1 WERE NOT TO MAYE THE RULES HERE

1T HOULD HELP RBIT

1 SEE.

HE ALL SEE BUTKO

17M HOT SURE 1 UNDERSTRND YOU FULLY.
MELL THE FEELING IS MUTURL

COME, COME, ELUCIDATE YOUR THOUGHTS,
LOOK YOUR PRINTER 15 BROKEN

WHY ARE YOU CONCERMED ABOUT MY PRINTER 1S BROKEN
BECAUSE T BOUGHT THE BLOODY THIMG
IS THAT THE REAL RERSON?

DO YOU HEAN THE HARRY REASON

OH, T MEAN THE HARRY REASON

cls

CAN YOU ELRBORATE ON THAT?

ROT A CHANCE SAY, DO YOU LIKE MUSIC OR FOOD
YOU'RE NOT RERLLY TALKING ABOUT ME, ARE YOU?
SHUT P,

cls

148 CLS: PRINT € 413, *FLIZA*

28 PRINT: PRINT TAB(?) “COPYRIGHT 4979 CREATIVE COWPUTING MORRISTOWML MJ*
38 PRINT @ 968, **;: INPUT *PRESS ENTER 10 START SESSION®;f$: C1S

4@ CLERR 2000

58 REH -——~IHITIRLIZATI0N-——--

68 DIN 5(36), R(26), H(36Y

78 Hi=36:Ne=t4:Nz=142

88 FOR ¥=L T0 M+H2HQ:READ 24 :NEXT %:REN SRIE AS RESTORE

S0 FORR=1 TO M

188 RERD SCX), L:RCRI=SCH) HED=SC04L-1

146 NEXT ¥

128 ¥s="HI! T/M ELIZR  HHAT’S YOUR PROBLEM?™- GOSUB 2140

128 REH
148 REH
156 fg=""
168 R=PEEK(IE446)4PEEK (1641724256

178 POKE X, 146: FOR Ch=1 T0 40: B4=INKEYS: IF BEO"" THEN 286

188 NEXT (N: POKE %, 32: FOR CN=1 TO 10: Bi=INKEV$

138 IF B$CO"" THEN 208 ELSE HEXT CN: GOTO 170

268 POKE X 32: IF ASC(B$)=13 THEN 258

248 IF RSC(BS)=C AHD LENCR$YOR THEN RE=LEFT$(RS, LENCR$)-1): PRINT B3
226 1F ASC(B4)=24 THEN A$=""" PRINT CHR$(Z9) CHR$(20);

238 IF RSCBSIZL RHD ASCBEXOL THEM PRINT BS:: R$=R$+BS$

248 GOTO 169

258 PRINT: I§=R$: I$=" "+1g4" ©

268 REM GET RID OF APOSTROPHES

278 FOR L=1 TO LENCIS)

—===-USER THPUT SECTION-—---

268 IFMIDEC1S, L ="/ "THENT$=LEFT$ 14, L-L)+RIGHTHCIS, LENCI$)-1) : G0TO268
296 TFL+4<=LENCIS)THENIFHIDE (IS, L 4)="SHUT " THEN END

308 HEXT L

210 IF 1$=P¢ THEN X4="PLERSE DON‘T REPEAT YOURSELF'®: GOSUS 2146: GOTO 139
178 REW
238 KEH

240 REM

358 RESTORE
166 S=8
MR KL TOM

280 READ K$

390 IF 5)0 THEN43O

486 FOR L=1 TO LENCI$)-LEH(K$)+L

416 1F HIDECTS, L, LENCKS) YRS THENS  T=L - F=Ky

420 HEXT L

436 HEXT ¥

448 1F 5X8 THEN K=5:L=T:G0T0478

458 K=2€:GOTOCA:REN 1E DIDH'T FIND AHY KEVHORDS

~====FIND KEYWORD IN I$-----

460 REW

478 REN TRKE RIGHT PART OF STRING AND COMJUGATE IT
408 REH USING THE LIST OF STRINGS TO BE SHAPPED
493 REM

368 RESTORE:FORR=1 TO NL:READ Z$:NEXT %:REM SKIP OVER KEWHORDS
516 Ce=" “+RIGHT$CI%, LENCI$)-LEN(F$)-L+1)

528 FOR %=1 70 Nz/2

518 REFD S8, R$

546 FOR L= 1 TO LENCCH
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S50 IF L+LENCSEILEN(CE) THEN 668 1268 DATR "WHAT ANGWER WOULD PLERSE YOU THE MOST?"

568 IF HID$(CS L LEN(S$D) 5 THEH €68 1270 DATA “RHAT 00 YU THINK?"

578 C4=LEFT$(CS, L~1)+R$+RIGHTS(CS, LEHCCS)-L-LEN(ES)+1) 1380 DATA “ARE SUCH QUESTIONS ON YOUR MIND DFTEN?"

588 L=LALENCRS) 1399 DATA "WHAT IS IT THAT YOU RERLLY WANT TO KNOW?®
598 G070 648 1409 DATR “HAVE Y(H ASKED ANYONE ELSE?"

€09 IF L+LEN(REISLEH(CS) THENG4R 1416 DATA “HAVE YOU ASKED SUCH QUESTIONS BEFURE?"

616 IF MID$CCE L LENCRS))ORS THEH €49 1428 DATA "WHAT ELSE COMES 70 WIND KHEM %OU ASK THAT®"
€26 C§=LEFTS(CS, L-1)+S44RIGHTS(CS, LER(CS)-L-LEN(RE)+L) 1430 DATA "NAMES DON‘T INTEREST HE ©

£20 L=LHLENIES) 1440 DATA "1 DON‘T CARE ABOUT WAMES — PLERSE GO ONW.”
640 NEXT L 1450 DATA "I5 THAT THE REAL RERSON?"

658 NENT ¥ 1468 DATA "DON‘T ANY OTHER RERSONS COME TO MIND?"

€66 1F MIDS(CE. 2, 1)=" "THEHCE=RIGHT(CS, LENCCS)-1):REM DMLY 1 SPRCE 1478 DATA “DOES THRT REASON EXPLAIN AUYTHING ELSE?"
€79 REM 1488 DATA “WHAT OTHER RERSONS MIGHT THERE BE?"

650 REM HOW USING THE KEYWORD NMUMBER (KD GET REPLY 1438 DATA “PLEASE OON’T APOLOGIZE!"

€96 REM 1508 DATR “RPOLOGIES ARE NOT NECESSHARY.™

760 RESTORE:FOR X= 1 TO Ni+H2:RERD Z§:MERT X 1510 DATR "HHAT FEELINGS DO YOU HAVE WHEN YOU APOLOGIZE. °
7o FORX=ATORCK) -READ F$NEYT X:REM FRERD RIGHT REPLY 1323 DATA “DON’T BE SO DEFENGIVE!®

728 RAO=RAO+L: IFRCKIZHCKD THEN RUK=5CK) 1528 DATR “WHAT DOES THAT DREAM SUGGEST TO Y(U?*

778 1F RIGHTSCFS, O™ THEN #4=F§: P4=1$: GOSUE 2146: GOTO 438 1546 DATA "DO YOU DRERM OFTEN?”

748 X$=LEFTH(FS, LENCF$)-12+CH: GOSUB 2140 1558 DATR "HHAT PERSOHS APPEAR IH YOUR DRERMGY"

758 P4=1$:6070 138 1368 DATA “ARE YOU DISTURBED BY YOUR DREAMS?"

768 REX 1576 DATA °HOW DO YOU DO... PLEASE STATE YOUR PROBLEM ®
779 PEN ~~~~~FROGRAM DRTA FOLLOWE-—-— 4586 DATR “YOU DON‘T SEEM QUITE CERTRIN *

768 RER 1598 DATA °WHY THE UNCERTAIN TORE?*

790 REM VEYRORDS ’ 1688 DATA "CAN‘T YOU BE HORE POSITIVE?"

£65 REW 1618 DATR "YOU AREN‘T SURE?”

218 DATA "CAN YOU™, "CRN I° “YOU ARE™, “YOURE®, "1 DONT®, " FEEL® 1628 DATA “DON'T YOU WGOH?"

€20 DATA "WHY DONT YOU®, "WHY CANT 1", “ARE YOU®. "I CANT", "1 4", "IN ° 1638 DATA "ARE YOU SAVING HO JUST 10 BE MEGATIVE?"

§20 DATR "YOU °, "1 WANT®, "WHAT™, "HOW", "IH0": "WHERE", “HHEN", "WHY" 1648 DATA "vOU ARE BEING A BIT KEGRTIVE *

248 DATA "HAME®, "CAUSE", "SORRY™, "DREAN", "HELLO", "HI *, “MAYBE" 1658 DATA “iHY HOT?"

850 DATA ¥ N0V, “YOUR™, “ALWAYS®, "THINK®, "ALIKE", "YES®, "FRIEND" 1668 DATA "ARE YOU SURE?"

868 DATA "COMPUTER®, “NOKEVFOUND® 1678 DATR "HHY NO?*

876 REW 1688 DATA "WHY ARE YOU COHCERNED ABOUT Hys"

839 REM STRING DRTR FOR COHJUGRTIONS 1698 DATA "HHAT ABOUT YOUR OWNx*

839 REM 4786 DATA "CAH YOU THINK OF A SPECIFIC EXRMPLE?"

982 DRTH 2 RRE B) ] fm II' EHERE ni INRS I'll " \lm l' L I ni HY&R l‘ nm " i?ie Dﬂrﬂ IMN?II

910 DATA ® IVE * " YOUVE =" 1M % ° VOURE * " HE =" YU © 1728 DATR "WHAT ARE YOU THINKING OF?"

428 REM 1738 DATR "REALLY, ALWAYS?"

930 REH REPLIES 4748 DATA "DO YOU REALLY THINK S07"

940 REM 1738 DATA “BUT YOU ARE NOT SURE YOU"

958 DATA "DON‘T YOU BELIEVE THAT I CAN® 1768 DATA D0 YOU DOUBT YOI"

966 DATR "PERHAPS YOU WOULD LIKE 70 BE ABLE TO+° 1778 DATA "IN WHAT WAY?®

979 DRTA “YOU WANT VE 10 BE ABLE 704" 1788 DATR “WHAT RESEMBLANCE DO YOU SEE?"

958 DATA "PERHAPS YOU DON‘T HANT TO&* 4798 DATA "KHAT DOES THE SIMILARITY SUGGEST TO YOU?*
990 DATR “DO YOU WANT T0 BE RBLE T0+° 1808 DATR "HHAT OTHER COMNECTIONS DO YOU SEE?"

1888 DATR "HHAT HAKES YOU THINK 1 A" 1810 DATA "COULD THERE RERLLY BE SOME COMMECTION?"
1610 DATR "DUES 1T PLERSE YOU 10 BELIEVE I AM+“ 1820 DATA "HOW?"

1620 DATA "PERHAPS YOU WOULD LIKE T0 BEx" 1828 DATA *YOU SEEM QUITE POSITIVE °

1030 DATA DO YOU SOMETIMES WISH YOU WERE+" 1848 DATA "ARE YOU SURE?®

1848 DATR “DON'T YOU REALLY" 1850 DATA "1 SEE. *

1850 DATA “HHY DONT YOU* 4868 DATA 1 UNDERSTAND. *

4868 DATR *DO YOU WISH TO BE ABLE T+ 1278 DATR "KHY DO YOU BRING UP THE TOPIC OF FRIENDS?®
4676 DATR "DOES THAT TROUBLE vOU?® 1880 DATA DO YOUR FRIENDS WORRY YOU?"

4680 DATA "TELL ME MORE ABOUT SUCH FEELINGS.® 1899 DATA “DO YOUR FRIENDS PICK ON YOU?”

1898 DATA "DO YOU OFTEN FEEL®" 1986 DATR “ARE YOU SURE YOU HAVE ANY FRIENDS?®

1168 DATA °DO YOU ENJOY FEELING" 1948 DATA DO YOU IMPOSE ON YOUR FRIENDS?*

1110 DATA "D YOU REALLY BELIEYE 1 DONW/'TH” 1926 DATA "PERHAPS YOUR LOVE FOR FRIENDS HORRIES YOU."
1478 DATR "PERHAPS IH GOOD TIFE 1 HILLs* 4938 DATA DO COMPUTERS HORRY YOU?*

1138 DATA “DO YOU HANT ME TO+* 1949 DATA ARE YOU TALKING AROUT ME IN PARTICULARY”
1446 DATA DO YOU THINK YOU SHOULD BE ABLE T0#" 1958 DATA “ARE YOU FRIGHTEMED BY MACHINES?"

1136 DATA °HHY CRN'T YOUs" 1968 DATA “HHY DO YOU MENTION COMPUTERS?"

1468 DATA “WHY ARE YOU INTERESTED TN WHETHER OR WOT I At 1970 DATA *WHAT DO YOU THINK MACHINES HAVE TO DO WITH YOUR PROBLEM?®
4170 DATA "WOULD YOU PREFER IF 1 MERE NOTY” 1986 DATA "DON‘T YOU THINK COMPUTERS CAN HELP PEQPLE?"
1188 DATR "PERHAPS IN YOUR FANTASIES 1 A" 1996 DRTA "HHAT 1S 1T RBOUT MACHINES THAT MORRIES YOU?"
1199 DATR "HOW DO YOU FNOW YOU CRIFT** 2000 DATA °SAY, DO YOU HAVE ANY PSYCHOLOGICAL PROBLEMS?®
1283 DRTA "HAVE YOU TRIED?” 2616 DATA "WHAT DOES THAT SUGGEST TO YoU2°

1210 DRTA "PERHAFS YOU CAN NOW" 2820 DATA “1 SEE "

1226 DATA °DID ¥OU COME TU ME BECAUSE YOU ARE" 2639 DATA 1M NOT SURE I UNDERSTRMD YOU FULLY."

1270 OATAR “HOW LONG HAYE YOU BEEN:" 2049 DATA "COME, COME, ELUCIDATE YOUR THOUGHTS. ®

4240 DATA DO YOU BELIEVE 1T IS NORMAL 7O BEx" 2858 DATA *CAH YOU ELRBORATE ON THAT?®

4758 DATR DO YOU ENJOY BEING* 2068 DATR “THAT 1S QUITE INTERESTING.®

4268 DATA “HE MERE DISCUSSING YOU - NOT ME " 20870 REW

1278 DATA 0K, 1" 2088 REH DRTA FOR FINDING RIGHT REPLIES

1266 DATA "YOU/RE NOT REALLY TRLKIMG ABOUT HE, RRE YOIR® 2099 REM

4298 DATA “HHAT WOULD IT MEAH TO YOU IF YOU GOT" 2100 DATA 1,2,4,2,6,4,6,4,10,4,14,3,17,3,28,2,22. 3, 25,3
1380 DATA “HY DO YOU WANT+" 2410 DATR 26,4, 26,4,32,3,35,5,40, 9,48, 9,48, 9, 48, 9,46, 9,48, 9
1346 DATA "SUPROSE YOU SOOM GOT+® 2420 DATA 49,250 4,55, 4,59, 4,63, 4,63, 1, 64,5, 69,5, 74, 2. 76, 4
1328 DRTR “WHAT IF YOU NEVER GOT#* 2138 DATA £8,3,£2,7,98,2, 92,6, 99,7, 186,6

1328 DATA °1 SOMETINES FLSD HANT+" 7440 IF PEEK(16416)+PEEK (16417 4256=1623¢ THEN (LS
1740 DRATA *HHY DO YOU RSK?® 2156 FRINT CHR$(14); - FOR X=1 TO LEH(XS): PRINT HIDSCRS X 1)
1750 DATA "DOES THAT GUESTION INTEREST vouy?* 2460 FOR TH=L TO 28: NEXT TH,X: PRINT CHR$(15): RETURN
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Father

This program loosely simulates a
debate with your father about going
out on Saturday night. After you win or
lose the debate, then Saturday night
approaches and you must decide
whether or notto actually go out. When
all is said and done, the computer will
give you a score on a scale of minus
seven to plus four. (This could have
been a scale of zero to ten, but
computers have this magic ability to
give us scales of anything we want).

This program originated in the

dungeons of Digital Equipment Cor-
poration and was whipped into iis
present form by Victor Nahigian.
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FATHER
COFYRIGHT 4979 CRERTIVE COMPUTING MORRISTOMN, NI
cls
D) YOI HEED INGTRUCTIONS? YES.
cis

FATHER

YOU ARE GOING TO PLAY R GAME IN WRICH YOU WILL DISCUSS
fi PROBLEM WITH YOUR FRTHER AND ATTEMPT TO GET HIM TO AGREE WITH
YOU 1N THREE TRIES

FOR EACH STATEMENT YOU MAKE, 1 WILL TELL YOU WHRT YOUR
FRTHER REPLIED.

HHEN A QUESTION MARK APPEARS, TYPE THE MUMBER OF YOUR
RESPONSE FOLLOWED BY THE <ENTER> BUTTON. YOU MILL RECIEVE
POINTS BASED ON HOW GOOD YOU ARE AT CONYIMCIMG YOUR FRTHER

A LIST OF THE RESPONSES NILL FOLLOM

PRESS ANY KEY TO CONTINUE
cls

1) 0K 1 HILL STAY AT HOUE
2)  BUT 1D REALLY LIKE 70 GO. ALL MY FRIEHDS ARE GOING.
2y TF ALL MY WORK 1S DONE, 1 SHOULD BE ABLE 70 GO.
4) IF YOU LET HE 60 QUT I'LL BRBYSIT ALL HEXT WEEK.
Sy YOU HEVER LET HE DO WHAT 1 WANT TO DO.
€y 1'M GOING RINHAY

THE TSSUE - YOU WAHT T0 GO OUT. BUT YOUR FATHER OPPOSES YOU

HHEN YOU FIRST BRING UP THE IDER, YOUR FRTHER STRTES
NO YOU CAN‘T GO QUT OM R DATE SATURDAY RITE AND THAT’S THAT.
HHAT WOULD YQU SAY FIRST 2.
cls
1) 0K 1 HILL STRY AT HOME )
2) BUT ID REALLY LIKE 70 GO. ALL MY FRIEMDS ARE GOING.
I IF ALL MY HORK 1S DONE, 1 SHOULD BE ABLE TO 6O
4y IF YOU LET HE GO OUT 1/LL BABYSIT ALL NEXT HEEK
3> YOU NEVER LET HE DO WHAT 1 WRHT 70 00,
6)  I°M GOING ANYIRY
THE 15SUE - Y(U WANT 70 GO OUT, BUT YOUR FATHER OPPOSES YOU
YOUR FRTHER SAID
T DOH’T THINK YOU DESERVE TO GO OUT SATURDRY NITE.
HHAT 15 YOUR REPLY 2 3_

cls
1) 0K 1HILL STAY AT HOHE
2)  BUT 1D REALLY LIKE 70 GO. ALL MY FRIENDS RRE GOING.
2y IF ALL MY HORK IS DONE. I SHOULD BE RBLE T0 GO.
4> IF Y0U LET ¥E GO OUT [/LL BABYSIT ALL NEXT HEEK
5)  YOU NEVER LET ME DO WHAT 1 WANT TO 0O
&) 1M GOING AHYHAY

THE ISSUE - YOU WAMT TO GO OUT, BUT YOUR FATHER OPPOSES YU
YOUR FATHER SHID
0K IF ¥0U DO THAT YOU CAM GO OUT ON SATURDAY NITE.

ON # SCRLE OF -7 TD 4 (%), YOUR SCORE MRS 3 POINTS.
HELL 1775 SATURDRY NITE, OO0 YOU
160 ar
2y STRY HOtE HHICH DO YOU DD 7 4.
cls
1) 0.6 T HILL STRY AT HOWE
2)  BUT 1D REALLY LIKE TO GO. ALL MY FRIENDS ARE GOING
2) IF ALL MY HORK IS DOME, I SHOULD BE ABLE TO GO.
4y IF ¥DU LET ME GO OUT I/LL BABYSIT ALL WEXT HEEK
5 YU HEVER LET ME DO WHAT I WANT TO DO.
8Y 1M GOIHG AHYWAY
THE 1SSUE ~ YOU WANT TO GO CUT, BUT YOUR FRTHER OPPOSES YOU
YOUR FATHER CHECKED UP ON QU
YOUR SCORE 1S NOW 3 POINTS.
WELL DOME Y

HOULD YOU LIKE TO TRY AGARIN 2 MO
cis




18 (LS. CLEAR 1660

23 PRINT @ 412, "FATHER"

38 PRINT

4@ PRINT TRBC?)"COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOMM, WJ®
98 PRINT @ 988, "%

68 INPUT"DO YOU HEED INSTRUCTIONS®; I$

70 1F LEFTS(IS, 1)3="N" THEN 226

8 (LS

98 PRINT TRB(29)“FATHER"

1688 PRINT

418 PRINT" YU ARE GOING TG PLAY A GRME IN WHICH YOU HILL DISCUSS®

128 PRINT"A PROBLEM WITH YOUR FRTHER RHD ATTEWPT T0O GET HIM 7O AGREE HITW"
438 PRINT™YOU IN THREE TRIES”

146 PRINT CHR$(ID"
158 PRINTFATHER REPLIED. *
168 PRINT CHR$(1Z)"
179 PRINTRESPINGE FOLLOWED BY THE ENTER) BUTTON VLU HILL RECIEVE®
188 PRINT"POINTS BASED OH HOW GOOD YU ARE AT CONVINCING YOUR FRTHER "
198 PRINT CHR$(12)" fi LIST OF THE RESPOMSES WILL FOLLOW"

264 PRINT @ 979, "PRESS ANY KEY TO CONTIMUE™;

18 IF THKEYS =" THEN 218

226 CLS

230 PRINT*D) 0K 1 WILL STRY AT HOME"

24 PRINT®2)  BUT 1D REALLY LIKE T0 GO. ALL MY FRIENDS RRE GUING. °
250 PRINT®Z)  IF ALL HY HORK IS DONE. 1 SHOULD BE RBLE 70 GO."

268 PRINT"4)  IF YOU LET HE GO QUT ILL BRBYSIT ALL MEXT WEEW ®

278 PRINT"S)  YOU NEVER LET ME DO WHRT I WANT TO 00.*

289 PRINT"6)  I‘N GOING AMYWAY"™ CHRS$CIZSIRINGE(EA, 140);

298 PRINTTHE ISSUE - YOU WANT 7O GO OUT, BUT YOUR FATHER OPPOSES YOU™
300 PRINT CHR$(12)"MHEN YOU FIRST BRING UP THE IDER, VOUR FATHER STATES®
46 P=-1

328 P3=3

230 P3=-1

248 C=1

358 Pe=-2

260 V=0

376 16=8

380 PRINT® MO YOU CAN‘T GO OUT ON fi DATE SRTURDRY NITE AND THAT’S THAT.®
3% INPUT™ AT WOULD YOU SRY FIRST %14

486 PRINT @ 512, CHR$(3L):

418 O 11 GOTO 528, 566, 878, 538, G566

428 PRINT" MO, ¥OU CAN NOT GO OUT ON SRTURDRY NITE.®

43§ %=%-2

448 1e=16+11

438 1F 16=12 THEN €38

468 C=C+L

479 1F (=2 THEW 858

488 1F [2=6 THEN 638

498 GOTO 568

508 PRINT'YOUR FATHER SRID"

516 GOTC 420

523 PRINTAGREEMENT REACHED®

538 X=daPL

348 GOT0 850

550 YRS

560 PRINT®YOUR FATHER SRID”

578 PRINT® 1 DON’T THIMK VOU DESERVE T GO OUT SRTURDRY NITE. "

50 INPUT®  WHAT 1S YOUR REPLY " 12

590 PRINT @ 542, CHR$C2L)

€80 ON 12 GOTO S20, 770, 820, 829, 768, 560

618 PRINT"YOUR FATHER SAID®

€20 K=+P2

620 INPUT® WHAT IS YOUR REPLY 12

640 PRINT @ 512, CHRECGZL):

€50 ON 12 GUTO 719, 859, €98, 698, 738

€69 N=R+PL

470 R=RiPL

FOR ERCH STATEMENT YOU MAKE, T WILL TELL 90U WHAT YOUR"

WHEN A QUESTION MARK APPERRS, TYPE THE NUMBER OF YOIR®

680 GOTO 850

€58 K=R+2

783 GOTO 858

718 R=¥~1

726 GOTO ©38

7 K=¥-2

748 PRINT*DISCUSSION EHDED. NO RGREEMENT RERCHED. ®

758 G010 958

TR ¥=KHPS

778 PRINT™Y(UR FATHER SAID"

769 PRINT® MO, 1M SORRY, BUT YOU REALLY DON‘T DESERVE TO GO OUT"
798 INPUT® HHRT 15 VOUR REPLY * 13

908 PRINT @ 512, CHR$(Z1);

243 O 13 GOTO 526, 696, 820, §28, 678, 668

£20 PRINT*YOUR FATHER SAID”

830 R=¢P3

948 PRINT" 0.K IF YOU DO THAT YOU CAN GO OUT ON SATURDRY NITE.”
858 PRINT CHR$(A3)*ON A SCALE OF -7 T0 4 (?), YOUR SCORE HAS" X"POINTS. "
866 GOTO 518

878 PRINT"YOUR FATHER SRID®

630 K=K+

899 PRINT" MELL, MAYBE, BUT I DON’T THINK YOU SHOULD GO."

986 GOT0 588

910 PRINT'HELL IT’S SATURDRY MITE. DO vOU"

428 FRINT® 1) GO ouT”
930 PRINT" 2) STRY HOME HHICH DO YOU DO
948 INPUT 02

938 FRINT @ 512, CHRE(3L):

968 IF 02>1 THEN 988

976 GOT0 1926

965 IF 124 THEM 1640

994 GOTC 1828

1088 IF 13¢5 THEM 1626

1846 GOTO 1630

1020 IF RHD(E)D. T THEN 1658

1838 PRINT*YOUR FATHER CHECKED UP ON YOU.®

1848 GOTO 1670

1650 PRINT™YOUR FRTHER DIDH’T CHECK UP ON vOU. ®

1866 GOTO 1076

178 ON 63 GOTO 1160, 1669

1088 PRINT® YOUR SCORE 1S NOW* X°POINTS.®

1059 G070 1210

1106 IF 12=3 THEN 1138

1146 IF 12=4 THEN 1178

1128 GOTO 4456

1438 K=

1146 G0TO 1680

1156 N 12 GOTO 1680, 1689, 143, 113, 1009, 1028

1168 IF 14=1 THEN 1198

1476 0N 12 GOTO 1199, 1180, 166, 1068, 1180, 1188

1139 O 13 GOTO 4499, 11998, 1089, 1698, 1196, 1198

1198 #=X-1

1288 GOTO 1080

1246 ON ¥+8 GOTO 1230, 1230, 1239, 1238, 1256, 1258, 1256, 1250, 1278
1226 GOTO 1299

1276 PRINT®  YOU DIDH/T SUCCEED TN CONYINCING YOUR FRTHER AT ALL. "
1246 GOTO 4368

4250 PRINT®  YOU DIDN'T SUCCEED IN CONVINCING YOU FATHER. °
1266 GOT0 1389

1276 PRINT®  YOU CONVINCED YOUR FATHER, BUT IT TOOK TOO MANY TRIES.®
1260 GOTO 13088

1295 PRINT® HELL DONE !!*

1368 PRINT

1318 Ti=Tix

1326 INPUT®KOULD YOU LIKE TO TRY RGRIN °@5¢

1238 IF LEFT4(S$, 1)="Y" THEN 220

1346 END
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FLIF
COPYRIGHT 1979 CREATIVE COMPUTING HORRISTOMN WS

cis
DO YOU HEED INSTRUCTIONS? YES.

cls
OH EACH TURM, YOU GUESS YES YD OR HD ¢N°).
CHLY ONE IS CORRECT, AND THE PROGRAM HAS DECIDED
IWHICH ONE, BEFORE YOU MAKE YOUR GUESS. AT FIRST
YOUR 0ODS ARE 567, FURE CHANCE BUT LATER THE
PROGRAM WILL TRY TO TAKE RDVANTRGE OF FRTTERMS
IN YOUR GUESSING.

This game may be the only one so easy that even THE GRHE ENDS AFTER 56 TURNS. R SCORE OF 24 OR HORE
an animal could play it, yet hard for people to play év G}Eg‘;gﬁﬂfﬂ ;Egggf;gyTEL'-S\““}BSENTZEUFI;&TR TURK,
: PING S . (4) )
even as well as ygndom %hgnce. I@ may be usefulhgn CHARACTER OF THE FOLLOAIHG LIME
training the intuition, and improving gamesmanship BRESS ANV KEY TG CONTINE
in speculation-type activities, where each player is

1
trying to outguess the other’s behavior and stay one BEGIL Cs
step ahead. 2y Y Ay ¥ N 47 Y Y 2¢ Y
On each turn, the program first selects ‘yes’ or MO S A I N AL
‘no’, but gives you no information about its decision. ;; q: o z: - :f ,); - :} v f;f q:
Therefore your guess on the first turn is pure chance, PY PN % vy oy an wN o
there is nc skill involved. But soon the program WYY SN Yy w0y oy 2y ¢y
starts using patterns in your behavior, making its M EHD OF GAHE.
decisions to increase the chance of your next guess VI GOT 22 QT OF 6 CORRECT.
being wrong. And to make it harder for you, the pro- FLRY RGRIN (v OR 17 HO.
gram doesn't strictly maximize its chances, but cis
throws a little randomness into its decisions.
Variations
There are endless strategies for programming this
game, for there could be almost infinitely many defi- 18 CLS
nitions of what a “pattern” is. No single aigorithm g{iﬁi,ﬁm °FLIP
could be "best”, because it must assume a model 49 PRINT TRBC?) "COPYRIGHT 1979 CREATIVE CONPUTING  MORRISTOMN, hJ*
of the human player, and people are different, even <@ PRINT @ 968, %
the same person from moment to moment. Any good &8 THPUT “D0 YOU NEED TRGTRUCTIONS®; I$
algorithm must build or refine its model of the 78 =30 T
player, during the course of the game. o L LEFTSUE DO THEN 270
This particular program keeps an array of 16 prob- 166 PRINT TRB(Z®); "FLIP"
ability estimates; the person’s last two guesses, and 110 PRINT _
whether they were right or wrong (16 situations alto- ggg‘;gg ggLEHQTET‘I’%;S'E‘C?”EH;DV%;E'PEOEF;‘; I:ESDE‘C;DH
gether) determine which estimate is selected. The 145 FRINT "WHICH DM, BEFORE Y0 WAKE YOUR GUESS. AT FIRST®
array (which depends on all previous play within 15 PRINT "YOUR 0DDS ARE 5% PURE CHANCE. BMT LATER THE®
the game) becomes a model or profile of the piayer, ig Efg}‘;g :;ﬁoggﬁg ;‘L“EL;IT:: 10 TRE FOYRHTRGE OF PRTTERNS”
and it can be printed at end of game. Any prob- 168 PRINT P
abilities far from .5 indicate predictable behavior in 199 PRINT "THE GRME ENDS RFTER™;BL "TURNS. R SCORE OF";
the corresponding situations. The profiles can be 268 PRINT INT(BA/2-1); *OR HORE®
compared over time, or used to study strategy dif- %ggg{;g :éﬁ ?gg‘;m’x ;iggii";}%)*“;2“%2“;?;3 TR
fe.rences between people. They can alsc be compared gg eRINT “c;mmcrea OF THE FOLLONING LTE *
with random profiles developed by playing games 246 FRINT 8 975, "FRESS ANY KEY TO CONTINEY;
with random input such as coin flips, or (more easily) 250 IF INEYS =" THEN 250
by modifying the program so that BASIC statements ng EEEQ INIRLIZE. 16 FROBREILITIES, 4 FESPONSES Co
replace the human player and make guesses ran- 250 REH OLD-HENGRY FRCTOR (FL), RAUDOMESS FRCTOR (F2),
domly (or by some other rule). In fact, different algo- 230 REM SCORES (SL,52) AHD RIGHT-ANSHER FLAG
rithms could play each other. 288 DI PU16), X(4)
This particular implementation has two param- s
) . 328 PRINT “BEGIN
eters: a memory factor (F1) which controls the decay 3B PosBi64
rate of old learning when it is overridden by recent 246 FOR I=1 10 16
experience, and a randomness factor {(F2) influencing 350 (D=5
the program’s likelihood of making the decision sug- L
gested by the probability estimate. These are just 298 8(1)=0
two of innumerable optional parameters which could 399 IF RND(OIC 5 THEM 410
be used in programming FLIP. 488 X(D=t
The program and description were written by John S. :gg 'ﬁ”;
James. They originally appeared in Creative Computing, 430 F2=.%

Mar/Apr 1977.
65



448 516

459 52:0

469 =" "

470 REM

488 REH TRKE THE ESTIMATED PROBRBILITY (1)
498 REM OF THE PERSON GLESSIHG VES,

506 REN USE AN ADJUSTED PROBRBILITY (Z2).
510 1B HHR IR

520 24P(19)

56 2224

548 IF 220.5 THEN 578

550 Z2:RHDCR)

560 GOTO 618

578 IF 22).5 THEN 698

580 2222 2HBRAF2)

598 G0TO 616

638 Z2=T2F241HU-FR)

£18 250

€20 IF RHD(@)Z2 THEN 658

620 751

£48 RN

650 REH INTERACT NITH PERSON. GET HIS RESPONSE (Z2).

668 REM UPDATE RESPONSE HISTORY (X), RPPROPRIATE PROB. (PCI9N).

&78 PRINT

660 230

698 INPUT HS

708 PRINT @ PO, CHRECZL);

718 PO=P(HE

728 IF LEFTSCHS, 4)="Y" THEH 758

738 IF LEFTSCHS, 4)="N° THEN 760

740 GOTO 658

758 2321

766 Rg=" "

776 Se=S2+1

788 1F Z3(Z5 THEN 818

750 AE="+"

8090 S1=51+1

818 REM UPDATE % - THE LAST 4 CHOICES.
828 X(1=X(3)

820 X(2)=X(4)

848 UD)=2

858 ¥(4)=23

860 REM UPDATE THE PROBABILITY USING OLD I9.
678 PCISYFLPIN+H(L-FLIR(D)

888 IF S2<BL THEN 470

858 PRINT At;

589 PRINT

918 PRINT @ PG+i6, “END OF GRIE ®

%20 PRINT “YOU GOT"; S1; "0UT OF"; 52; "CORRECT. ”
938 PRINT

946 FRINT

958 PRINT "PLAY AGRIN (¥ OR M)™

968 INPUT T§

970 IF LEFT$(TS, 1)=°Y" THEN 318

988 END
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Four In A Row

In this game, eight pegs are putina
row, each one of which can hold eight
rings. Each ring is marked with either
an X or an O. You and an opponent
alternate turns; in this case the oppo-
nentis the computer. On each turnyou
place a ring over one of the pegs, one
through eight. The object is to get four
X's or O's in a row, vertically, horizon-
tally or diagonally. A glance at the
sample run will show you how this
process works.

While the computer already plays
rather well, you may wish to experi-
ment with improving the Computers
play by changing the values in the data
statements in lines 100 and 110. The
first four values are awarded if a
position yields one, two, three, or four
in a row respectively, for the computer.
The next four values are bonus points
for making one, two, three, or fourina
row in more than one direction with the
same move. The next eight values {line
110} are dealt with in the same way for
the human player; thus, these values
are for defense.

If you become addicted to this game,
Milton Bradley markets it commercially
under the name “Connect Four.” The
computer version of the game was
written by James L. Murphy.

FOUR IH & POy

COPYRIGHT 4272 CREATIVE COMPUTING MORRISTOWN MJ

DO YOU NEED THETRUCTIONS? YES.
cls

FOUR IH A ROM

THE GAME COMZISTS OF STACKING %75
SND 07 CTHE COMPLUTER HAS 00 UNTIL
(HE OF THE PLAYERS GETS FOUR IH A
FOW VERTICALLY, HORIZONTALLY. OR
DIRAGONALLY.

FRECE AHY KEY 70 CONTINGE
Oy SO WANT T GO FIRSTY VES.

cis

245678

"I\.i f HUMBER BETWEEN L AHD 87 4

cls

________ --D__.._-
-------- - XND0 - - -
- - =40 - - - X0 xXr0
12z245¢7¢ 12249567
PICK A NUMBER BETWEEN £ AND 22 4 COMPUTER PITKS COLUMM 2 ’)
cls cls
........ ~00 -~ .-
T T -8R0 0 - - -
R Texxg- -
12245678 12245678
PICK A MUMBER BETMEEN £ AND 87 8. PICY, A HUMBER BETWEEN 1 RMD 87 1
cis cis
________ - 00 - - - . -
T B YEROO - - -
I R 0% 80 - -z
1221435678 122435878
PICK R NUMBER BETWEEM 1 AMD 82 2 COMPLTER PICKS COLUMM 2
cls cis
........ _0__.._.._.
........ -00-_-_-
........ TEROO - - -
N A A
L A A 122435678
132245673
PICK R NUMBER BETWEEN 1 AND 97 2 COMPUTER WINS'U
cis
-—IJ _____
- -0y -
¥4 880 - -3

PICK A HUMBER BETMEEN 1 AHD 2 2.

cls

67



48 CLS:DEFINTR-Z 05 =44

23 CLERR 1600 agg N(SI=N(5)+1
2B PRINT @ 489, °FOUR IN R RO 75 KEXT 2
48 PRINT 998 FOR 11 10 4

56 PRINTTRBC(7)"COPYRIGHT 1973 CRERTIVE COHPUTING MORRISTOMH, NJ”
€6 PRINT @ 568, "";
80 DI B§(8, B, L(B), S(4), F(d)

999 N=N(1p-1
1686 IF H=-1 THEM 1828
1810 I1=SeirdaSENdn+]

B DIN Y(16), H 1628 Y=Y4YC T HRCBHI T
T o o
, 968, 1E18 1 , 2008, | ’
170 FOR 24=1 70 16 igiﬁ ;I;im T 2658
139 RERD Y(zb) 1068 Ps=vt
140 HEXT 24 1870 GOTO £68
145 THPUT®DO YO HEED THSTRUCTIONS® [$ 1850 LeLed
456 CLS:IF LEFTSCIS, L)="N" THEN 259 1050 1F 18 THEW 1448
178 PRINT TRB(ZS)"FOUR IH R ROH® CHR§(13) 1108 GOSUE 1410
148 PRINT™THE GAME CONSISTS OF STACKING 'S 1146 FOR 2=1 10 4
196 FRINTSAND 0’5 (THE COMPUTER HRS 0) UNTIL™ 1490 IF S6203 THEY V=2
208 PRINT®OHE OF THE PLAVERS GETS FOUR IN A" 1478 T 2
216 PRINT"ROM VERTICALLY, HORIZONTALLY, R ™ $440 1F WOPL THEN 4200
226 PRINT"DIAGONALLY. 145 IF VDY THEN Mi=1: GOTC 4480
27 PRINT @ 579 “PRESS MY KEY TO CONTIMUE"; HER AR
240 IF INKEY$ ="" THEN 24@ ELSECLS 1176 IF PHDCOLANL THEN 1200
250 Yg=iyn 1180 M=V
20 (u=10" 195 514
Z0FRI=LTDE 1200 HEYT W4
388 FOR =1 Tfni b 1248 1F H3<E THEN 1248
256 B8(L =t 1EE PRINT'TTE GAME "
Igh RENT 3 070 1320
6 HEXT 1 o
:7‘2,'3 F‘gz é{;l 108 d G575, "COMPUTER. PICKS COLME U
33 L= 1260 FOR AL TO 1980

40 NEXT 21

360 THPUTDD YOU WRNT TO G0 FIRST™: RS
289 CLS:1F LEFTERS D="H" THEN 766
488 GOSIB 428

418 GOTE 598

429 PRINTCHRS(28Y (FOR 1=8 TO 1 STEP -1
4R FOR J=1 T 8

44B PRINT® 3 E$CL TN

1278 HEXT

453 ';Sxfnj 1368 1F 50204 THEN 1390

£ i SHPRINTCOMPUTER HINZ e
478 NEXT 1 ) 1380 GOT0 1930

486 PRINT P 1260 MEXT Z

450 FOR 1L TO & 1408 GOTO

550 PRINT s 1410 Bg=14

:ig 23{Tﬂippmr 1420 1F PE=R4THEN Qg=0%

526 PRINT:FR 1430 D=y

545 RETURN 5

55 PRINTILLEGRL NOVE, TRY AGAIN.”

566 FOR et T0 60

570 HEX

500 PRIATBS76, "PICK & NUMEER BETWEEN L A 8% CHRFC2L); < INPUTH
590 HETHTC) 1456
€00 IF HCL OR IDS THEN 550 f560 1
€15 LLD 1240 bl
€20 1F L7 THEN 550 A

628 Lilf=LeL 1676

€48 L=t 1548 bi=t
€30 BSCL, o=k 155 GSE 1570
S50 GOSUB 420 ‘

€30 Py=s

766 GUSUE 1440
P10 FOR 224 T0 4
72 IF S(2)¢4 THEN 75
7PRINT'Y OU W IH e
740 GOTD 1936

790 HEXT 2

760 o=

: 1570

rro SiONR MESS (R 140 THEM {74
790 =1 O MRS DR LS THEM {740
798 FOR Wé=1 10 & G
260 L=L M4+ 578 4 e
y 1680 IF E4=ITHEN ¥=4: GOTO 1748
%10 IF 138 THEH 1200 o T g
zig :'::1135 @ GOTD 1746
oadl TA * s =PATHEN S=C4+1 - GOTE 1730
o4 110 _ PETHEN S=5+L: GOTO 1740
655 M= ’ -

965 BOSLE 1419
@70 FOR 24=1 T0 4 1756 IF D=9 THEN 1609
99 NCZA)=0 1760 =0

£50 NEXT 24 1776 11s-D1

a4 FOR 2=L T0 4 1786 Do=-02

240 55(7) p—"
298 1F -2 THEN 1250
a3 T54(D)

240 IF ¢4 THEN 576 16201 FETURN

EHD

1748 2ELT K
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Geowar

cls

1 A DIRECT HIT IS A HIT WITHIN 4 DEGREE OF
THE TARGET.
2. A HIT HUST PASS BETWEEN THE FIRST SET OF
INTEGRAL POINTS Nii AND SE OF THE TRRGET.
2. B SCARE WUST PASS BETWEEN THE NEXT SET OF
INTEGRAL POINTS M4l RHD SE OF THE TRRGET.
AHD CAUSES THE ENEMY TO RELOCRTE A
MACTNUM OF 4 UNIT IH RMY DIRECTION

This program very loosely
represents a battlefield in which you,
the player, are located at point 0,0.
There are five enemy installations that
may be located anywhere from 0,0 to
30,30 exceptforaciearzonefrom0,0to
10,10. The accompanying diagram
should make this clear. Instead of the
normal artillery type of game where
you are lobbing projectiles onto your
enemy installations, in this game you
are firing some sort of laser missile in a
very straight path which destroys RERDY 10 607 VES
everything in its path. If the missile flies

MISSLES HAVE INFINITE RANGE AMD NMAY HIT MORE THAM OME TARGET
A HISSILE THAT NEARLY WISSES AN INSTALLATION (R SCRRE) WILL BE
THMEDIATELY SHOT DOWH.  AHY HITS BEFORE THIS TIME WILL NOT BE
COUNTED ULESS A DIRECT HIT WRS HRDE.

PRESS ANY KEV TO CONTINIE
cis

within one unit either northwest or SO WK e
southeast of the target, or, of course, ENTER DEGREE OF SHOT® 25. HO LUCK - TRY AGAIN,
over the target directly, that target is ols

destroyed. If it is within two units of the
target, the missile will be shot down
and that target will relocate to a new
position one unit away from its
previous position in some random
direction.

Geowar is largely a guessing game
with incomplete information given in
its clues. Nevertheless it's fun to play
and is a nice switch from just a plain
guess the mystery number game. [t was
written by Gary Lorenc and originally
appeared in Creative Computing May/-
Jun 1975.

NO LUCK - TRY RGATH

ENTER DEGREE OF SHOT? 35.
cls

NO LUCK — TRY AGRIN

ENTER DEGREE OF SHOT? 47.
cls

vt CONGRATULATIONS #++ A HIT.
1 DO — 4 T0 G0

ENTER DEGREE OF SHOT? 37.
cls

NO LUCK -~ TRY AGAIN

ENTER DEGREE OF SHOT? 58_

ENTER DEGREE OF SHOT? 79.
clis

A NEAR HIT. EMEMY HAS RELOCATED.

ENTER DEGREE OF SHOT? G2

cls
e CONGRATULATIONS v+ A HIT.
I DO - 270 GD.

ENTER DEGREE CF SHOT? 26

cis
HO LUCK ~ TRY RGRIN.

ENTER DEGREE OF SHOT? 85
cls

MO LUCK -~ TRY AGAIN.

cis ENTER DEGREE OF SHOT? €0
90° vt BULLS EVE w6 DIRECT HIT! cis
2 DOWH — 2 70 60, N LUEK ~~ TRY RGRAIIL
30 ¢
ENTER DEGREE (F SHOT? 75. ENTER DEGREE OF SHOT? 46.
cis cis
Enemy R HERR HIT. EMEMY HAS RELOCATED. MG LUCK — TRY RGAIN
204+
ENTER. DEGREE OF SHOT? 77. ENTER DEGREE OF SHOT? 20
cls cis
wolo o B HEAR HIT.  ENEMY HRS RELOCATED. A NERR HIT. EMENY HAS RELOCRTED.
] 3 I '3 ) i [ ki
Clear ENTER. DEGREE OF SHOT? 75. EWTER: DEGREE OF SHOT? 43
M cis cis
i
IS } ' 3y O° kv CONGRATULATIENS ek A HIT.
10 20 30 4 DOWN ~~ 170 60,
You
ENTER DEGREE OF SHOT? 18,
GEOHAR cls

COPYRIGHT 4973 CRERTIVE COMPUTING WORRISTOHN, HJ vhr CONGRATLLATIONS w6 HIT.

D0 YOI NEED TASTRUCTIONS? VES. GRHE TOTALS. 4 HITS R 4 DIRECT HITS G 17 SHUTE.

cls FERDY FOR A HEW GRME? MO TH

cls

THE FIRST QURDRAOTT OF R REGULAR COIRDINATE GRAPR WILL SERVE fS .

THE BATTLEFIELD. FIVE ENEHY INGTALLATIONS ARE LOCATED WITHI ¥ Heae 1000

BBV 30 UNIT ARER MO TRRGET 1S LNGIDE THE 16 BY 18 UNIT ARER B PRINT & 412, "CEOHER

ADJACENT 10 THE ORIGIN AS THIS 1S THE LOCATION OF OUR BRSE. WHEN 48 FRINT ’

THE HECHIE RSKS FOR THE DEGREE OF THE SHOT, FESPOND WITH A 58 PRINT TRBC)"COFYRIGHT 1379 CRERTIVE SOMPUTING  MORRISTCHN, HI°
HUMEER: EETHEEN 1 R 98, 20 FRINT 8 560, v,

70 INPUT"00 VOU HEED INSTRUCTIONG"; T4

50 IF LEFTHIS, D= THEN (LS. A0T 426

FRESS RNY FEY TO CONTINUE
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98 (LS

166 PRINT "THE FIRST GURDRANT (F A REGULAR COORDIHATE GRAPH WILL";
148 PRINT " SERVE AS”

126 PRINT "THE BATTLEFIELD. FIVE ENEMY INSTALLATIONS ARE LOCATED®;
436 PRINT * WITHIH 8"

148 PRINT "36 BY 38 UNIT ARER.  NO TARGET IS INSIDE THE 18 BY 40 %
458 PRINT *UNIT fiRER®

168 PRINT "RDJACENT TO THE ORIGIN.AS THIS IS THE LOCATION OF OUR ™
478 PRINT "BRSE. HHEN®

186 PRINT “THE WACHINE ASKS FOR THE DEGREE OF THE SHOT, RESPOMD MITH #”
190 PRINT "NUMBER BETWEEN 4 AND 9@."

288 PRINT @ 979, "PRESS ANY WEY TO CONTINUE™;

A9 IF INKEYS ="* THEN 248

28 s
238 PRINT ®4. A DIRECT HIT IS R HIT WITHIN { DEGREE OF"
248 PRINT *  THE TRRGET."

238 PRINT “2. R HIT HUST PRSS BETHMEEN THE FIRST SET OF"
268 PRINT * INTEGRAL POINTS N AND SE OF THE TARGET.®
270 PRINT "3. A SCARE MUST PASS BETWEEN THE NEXT SET OF°

288 PRINT ° INTEGRAL POINTS 1 AND SE OF THE TARGET,®

298 PRINT © fND CRUSES THE ENEMY TO RELOCATE A °

368 PRINT * WAXIHUA OF 4 UNIT IN ANY DIRECTION "

218 PRINT

228 PRINT * WISSLES HAYE INFINITE RANGE AND MAY HIT HORE THAN °;

320 PRINT "ONE TARGET™;

348 FRINT "R MISSILE THAT NERRLY MISSES AN IHSTALLATION (R SCARE) *;
758 PRINT °WILL BE®

360 PRINT "LMMEDIATELY SHOT DOMN.  ANY HITS BEFORE THIS TIME MILL ™
270 PRINT "HOT BE®

280 PRINT "COUNTED UNLESS B DIRECT HIT HAS MADE. ©
390 PRINT @ 979, "PRESS ANY KEY TO CONTINUE®;
408 IF INKEYS ="" THEN 488

418 (LS

428 PRINT "READY 10 GO%

438 INPUT R$

448 IF LEFT$(RS, 1)="H" THEN 1928

459 PRINT

460 PRINT “GOOD LUCK!®

476 FRINT

420 DI C(4@). HE2®), D(1@), S(28), F(S)
490 DEF FH Y(YL)=INTC(188/2. 1415)+RTH(YL M+ §)
509 %=250

510 Y1=RND(B)

520 GZ=0

328 528

540 02=9

558 H=0

569 FOR ¥=1 70 18

578 GOSUB 1569

580 IF INT(R/2)COK/2 THEH 658

590 IF C(K-1)>18 THEN €50

688 IF C1K)>16 THEN 659

610 FOR L=K-1 TO K

620 GOSUB 1560

636 HEXT L

648 GOTO See

698 NEXT K

568 58

GTOFORL=1 TOS

€80 DILY=(C(2HL)/C(2H-10)

698 D(L)=INT(<188/3. 141SO#ATHCD(LI)+ 5}
788 NEXT L

718 A=2

728 11=10

728 T5=5

748 D=

759 H3=0

760 GOSUB 1456

776 PRINT

780 PRINT “ENTER DEGREE OF SHOT®;

796 Di=8

890 Hi=6

B FR @=1 TO S

o0 FlR)=28

230 NEXT @

848 IHPUT D

850 CLS

86 IF D=08 THEW 778

€70 OH SGHD)+2 GOTO 1799, 1920

880 5=5+1

€30 FOR A=2 T0 18 STEF

9B IF D2S(AY THEN 16088

910 IF D{S(R-1) THEN 1008

920 1F DXHC(RY THEN 1628

926 IF DHCR-1) THEM 4820

946 IF DXD(R/2)+1 THEN 220

998 IF DADIR/2)-1 THEN 96R

260 D1=D1+d

976 GOTO 990

9508 Hi=Hi+i

998 FCDLHRII=A

leae HEXT R 70

1810 GOTO 1650

1626 1F D1D@ THEN 1676

1938 GOSUB 4358

1848 GOTO 770

1859 IF DL+HLCO0 THEN 1698

1868 IF To=1 THEM 1618

1678 PRINT "HO LUCK — TRY AGRIN.”

1688 6010 778

1698 IF D8 THEN 1158

1488 IF HIDL THEN 1138

1148 PRINT "sx CONGRATULATIONS #=¢ A HIT.®
1120 GOT0 4210

1438 PRINT sk CONGRATULATIONS soek™; HL; "HITS.
1148 GOT0 1210

1158 PRINT “wooer BULLS EVE 4ok *;

1168 IF DIO1 THEM 1288

1178 If HDO THEN 1208

1180 PRINT " A DIRECT HIT!"

1198 GOTO 1218

1286 PRINT DL+HL; "HITS -- R DIRECT HIT ON®;D4; "OF THEM!"
1218 T5=T5-(D14H1)

1228 1505401

1238 Ho=HHL

1248 IF T5<8 THEN 1698

1238 FOR J=1 T0 RisD4

1268 2=F (>

1278 D(Z/2)=8

12689 H(Z)=8

1298 H(Z-1)=8

1368 S(2)=0

1318 5CG2-1)=0

1326 HEXT J

4338 PRINT 5-T5; "DORN —*T5%;"70 60."

1348 GOTO 778

1358 PRINT " NERR HIT. ENEMY HAS RELOCATED.®
1368 FR R=1 T0 2

1376 K2=INT(RND(@)+168)

1388 IF ABS(C(A-(R-1))-¥2)>1 THEN 1378

1298 IF C(R-(R-1))<=2 THEN 1378

1488 COA-(R-10)=X2

1410 HEXT R

1428 DI/D=(CER/TAR-1))

1438 D(A/2)=INT((188/3. 141390RATN(MR/Z))+. 5)
1448 L1-R

1458 FOR 1=A TO L1 STEP 2

1468 H(I-D=CCD-13/CU-DHY)

1478 H(I-1)=INTC (18872, 14459MATNCH(I-12)+ 5)
1488 HCD=((CD+OAHCA-D-10

1498 HC1)=((180/3. 14459)+RTHCR(I )+ 5)

1580 SCI-1=((CD-2)/(C(1-D)+2))

1518 SCI-1)=INT((188/3. 141592)#ATNCS(1-1))+ 5)
1328 S(D=UCD+D/C-D-2)

1538 SCID=INT((188/3. 14199 RTH(S(I)+ B)
1548 MEXT ©

1556 RETURN

4568 R=INT(RHD(D)+108)

1578 IF RO38 THEN 1568

1568 IF R( THEN 1968

1558 COO=R

16086 RETURN

1646 FOR Z4=1 70 5

1620 1F D(Z4X1 THEN 1648

1638 NEXT Z4

1648 IF DCD(Z4) THEN 1670

1638 PRINT 700 HIGH ~— TRY AGRIN. ©

1668 GOTO 778

1678 PRINT “TOO LOW ~- TRY RGRIN ”

1688 GOTO 778

1698 PRINT

1706 PRINT "GAKE TOTRLS: " HS: "HITS AND®; D5; “DIRECT HITS ON®; S; "SHOTS. *
1716 PRINT

1728 PRINT "RERDY FOR A NEH GRME";

1738 Ge=G2+t

1748 52=5245

1758 02=D2+05

1768 H2=H2+H3

1778 INPUT G§

1780 IF LEFT$(GS, 1)="N" THEN 1678

1796 PRINT

1689 PRINT

1818 PRINT

1826 PRINT “FIVE NEW INSTRLLATIONS HAVE BEEN BUILT AT DIFFERENT ";
183G PRINT "LOCRTIONS. *

1849 PRINT

1850 PRINT "GOOD LUCK:”

1860 GOTO 568

1670 FRINT

1088 PRINY

1390 PRINT “TOTALS FORY; G2; “GRHES: " HZ; "HITS ARD™ 02
196G PRINT " DIRECT HITS ON"; G2 "SHOTS.®
1940 PRINT "AN RVERAGE OF"; 52/(D2+H2); "SHOTS PER TRRGET. "
1928 €D



Grand Prix

In this program, you are attempting
to complete one lap around a grand
prix circuit against one of six op-
ponents, everything from a US Postal
delivery truck to a 1974 Ferrari. The
track consists of four straightaways
and four curves with different max-
imum speeds possible for each one.
Depending on which car you select for
your own, you can take these curves
and straights at different speeds. Also,
the car you select will have different
braking characteristics which may

GRAND PRIX

COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOMN, NJ
DO YOU NEED INSTRUCTIONS? VES.

cls

GRAND PRIX

THE TOTAL LENGTH OF ONE LAP IS 3288 YARDS. DURING THE
STRAIGHTAKAYS YOU WILL BE ABLE TO CONTROL THE ACCELERATION AND
BRAKING OF THE CAR THE CURVES WILL BE TAKEN AT WHATEVER SPEED
YOU ENTER THEM.

BELOW THE BRERKAWRY SPEED, THE CURVES MAY BE TAKEN WITH
NO DIFFICULTY. RBOVE THE FASTEST SPEED INDICATED, YOU MAY
CRASH! !

WITHIN THE SPEED RANGE THERE IS A POSSIBILITY THAT voU
MIGHT LOSE TIME OR SPEED BY SWINGING WIDE OR BY SPINNING OUT.

THE FASTER YOU TRKE  THE CRVES, THE GRERTER THE RISKS,

PRESS ANY KEY TO CONTINUE
cls

HELCOME TO THE PUC GRAN PRIX

YOUR CAR MAY BE ONE OF THE FOLLOWING:
1. PORSCHE

2. FERRARL

3. MASERATI

4. LOTUS FORD

WHICH CAR HOULD YOU LIKE? 4_

cls

YOUR CAR HAS A MAXIMUM ACCELERATION OF 8 HPH/SEC.
AND A MAXIMUM BRAKING OF -38 MPH/SEC.

YOU HILL RACE RGRINST ONE OF THE FOLLOWING:
U.S. POSTAL DELIVERY TRUCK

1978 BEAT PONTIAC GTO

. 4966 HELL USED FORD MUSTANG

LOTUS FORD

1974 FERRARA

. THE PHYSICS SUPERCHARGED LIGHTBEAM SPECIAL

A YA WP

CHOOSE ONE OPPONENT BY ENTERING NUMBER? 2.

cls
TRACK LIMITS 2 1
2-3 (8816
4-5  (20-35) 3. PUC GRAND PRIX RACE
6-7  (98-1i8)
S-1 (BB-78% L
6 7 g
POSITION

4. 5 BT WPH v PP ACC
PR PP PP
38 8 B 8 o8,

71

allow you to head into a curve at a
higher speed and then apply the brakes
at the last minute.

It may sound like it's easy to win by
simply selecting a Porsche or Ferrari
for your car and racing against a US

truck or a well-used Ford

Mustang, but beware, it isn't really that

The origin of this game is a bit hazy.
The only thing that identifies it is PUC.
Could this be Pacific Union College?
Perhaps, but we're not really sure.

CURVE #1 868 YRDS
CURVE 43 1988 YRDS

CURVE #2 1588 YRDS
CURYE #4 2880 YRDS

TRACK LIMITS 2 i
2-3 (88-188> e
45 (28-35) 3. PUC GRAND PRIX RACE
6-7  (98-118)
81  (58-78) .. .
6 7 8
POSITION

4. .5 ETWH VU 0P RCC
BRI LRI AT BRI AER RN
28 16 7 3 78

cis

CURVE #2 1588 YRDS
CURVE 84 2888 YRDS

CURVE #1 808 YRDS
CURVE §3 1968 YRDS

TRACK LIMITS 2 i
2-3 «(8e-188> .
43 (28-35) 3. PUC GRAND PRIX RACE
6-7  (96-118)
81 (5878 L
6 ? 8
POSITION

4. .5 ET MPH You PP ACC
e SRERUUERRERRNGRRERBUNARABHULRNNRYNR
0.8 98 697 2 72 -2

cls

CURVE #1 800 YRDS
CURVE #3 1988 YRDS

CURVE #2 1580 YRDS
CURVE #4 2888 YROS

TRACK LIMITS 2 i
-3 (88-188) .
45 (28-35) 3. PUC GRAND PRIX RACE
&7 (98-118)
81 (8B-78) .
6 7 8
POSITION

4. .9 EMT HPH vou oPp RCC
SHERHBRERRENERERRARRRUUARRIUARARRNES
34.5 146 1451 1454 7 8
LOST CONTROL AT 4514 MPH.  YOUR CAR CRASHED!!
YOUR OPPONENT FINISHED IN 86. 7622 SECONDS!

DO ¥0U HISH TO TRY AGRIN? NO_



18 (1S

28 PRINT @ 411, "GRAND PRIX"

38 PRINT

48 PRINT TAB(7)"COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOMN, NJ®

58 PRINT @ 968, °°;

668 INPUT"DO YOU NEED INSTRUCTIONS®: I

78 IF LEFT$CI$, 4)="N" THEN 228

88 (1S

98 PRINT TAB(27)"GRAND PRIX"

168 PRINT

116 FRINT® THE TOTAL LENGTH OF OKE LAP IS 3200 YRRDS. DURING THE®
428 PRINT*STRAIGHTAMAYS YOU WILL BE ABLE T0 CONTROL THE ACCELERATION AND"
436 PRINT"BRAKING OF THE CAR THE CURVES WILL BE TAKEN AT WHATEVER SPEED"
148 PRINT"YOU ENTER THEW. *©

158 PRINT® BELOW THE BREAKAWAY SPEED, THE CURVES MAY BE TRKEN WITH"
160 PRINT"NO DIFFICULTY. ABOVE THE FASTEST SPEED INDICATED, YOU MAY"

178 PRINT®CRASH!!®

189 PRINT" HITHIN THE SPEED RANGE THERE 1S R POSSIBILITY THAT vYQU"
498 PRINT*MIGHT LOSE TIME OR SPEED BY SWINGING WIDE OR BY SPINNING OUT. *
288 PRINT® THE FASTER YOU TAKE THE CURVES, THE GRERTER THE RISKS, "

228 DIM P(9), F(4), G(4), H(B2)

238 REH

48 FR X1 T0 9

258 READ PCX)

268 NEXT X

278 FOR I=1 T0 4

288 READ G(I), F(I)

298 G(I)=G(1)/2. 84545

3688 F(D=(F(D+ 61/2. 84545

O NEXT 1

328 FOR %=1 10 82

138 READ HGXD

340 NEXT ¥

345 IF LEFT$CI$ 0)="N" THEN 378

358 PRINT @ 979, "PRESS ANY KEY TO CONTINUE®;
268 IF IHKEYS ="" THEN 368

378 D=2

3868 OS

398 PRINT"WELCOME TO THE PUC GRAN PRIX"
468 PRINT

419 REH

420 PRINT®YOUR CRR MRY BE ONE OF THE FOLLOWING:"
438 PRINT®L. PORSCHE"

448 PRINT"2. FERRARI"

458 PRINT"2. MASERATI”

460 PRINT"4. LOTUS FORD®

470 PRINT

488 PRINT*KHICH CAR HOULD YOU LIKE™;
499 INPUT Z

568 PRIN

518 ON Z GOTO 546, 578, €08, 638

526 PRINTUWE DON‘T HAVE THAT CAR IN STOCK, PLERSE CHOOSE AGRIN. ™
538 GOTO 430

548 M=15

558 B=-20

566 GOTO 658

578 H=18

588 B=-25

590 GOTO 658

6a8 H=12

618 B=-22

628 GOTO 656

630 H=8

640 B--38

€36 CLS

660 PRINT*YOUR CAR HAS R MAXIMUM ACCELERRTION OF";M; "MPH/SEC. °
676 PRINT'AND A MAKIMUM BRAKING OF ";B; "MPH/SEC. "

688 PRINT

690 PRINT"YOU WILL RACE RGRINST ONE OF THE FOLLOWING:™
708 PRINT"1. U.S. POSTAL DELIVERY TRUCK"

748 PRINT"2. 1978 BERT PONTIRC GTO®

726 PRINT"3. 1966 WELL USED FORD HUSTANG"

736G PRINT"4. LOTUS FORD"

748 PRINT"S. 1974 FERRARA"

758 PRINT"S. THE PHYSICS SUPERCHARGED LIGHTBEAM SPECIAL®
760 PRINT

770 PRINT'CHOOSE ONE OPPONENT BY ENTERING NUMBER™

768 INPUT RL

798 IF R1>@ AND R4C6 THEN 838

208 IF R1=6 THEN 858

810 PRINT®WHICH CAR DID YOU SAY";

828 GOTO 788

838 R=24R1-5

840 GOTO 868

858 R=2. SE+@8

860 R=(90+24R)/108+7+RND(8) /168

870 PRINT

880 REH BEGIN THE RACE!!

898 CLS

990 PRINT"TRACK LIMITS" TRB(28)"2" TAB(S7)"L"

918 PRINT @ 896, "CURVE #1 880 YRDS", "CURYE #2 1508 YRDS"
928 PRINT"CURVE 83 1900 YRDS"; "CURVE #4 28088 YRDS"™:
936 PRINT @ 64,"2-3  (88-168)"

949 PRINT"4-5  (28-35)" TAB(22)"3" TAB(32)“PUC GRAND PRIX RACE"
958 PRINT"6-7  (98-11)"

268 PRINT"8-1  (5@8-78)"

978 PRINT @ 588, "4" TRB(19)"S"

980 PRINT @ 345, "6" TAB(46)"7" TAB(57)"8"

998 FOR f=23 TO 3 STEP -1

16888 SET(I5-R. f)

1046 NEXT A

72




1620 FOR R=52 TO 4415

1638 SETC(R, 3)

1848 NEXT R

1050 FOR R=4 T0 6

10860 SET(112+R, R)

1678 SET(122-A, A+6)

1888 SET(448, A2

1658 NEXT 8

1168 FOR A=29 T0 32

1146 SET¢R-3, A)

1128 NEXT R

1438 FOR A=33 TO 13 STEP -4

1148 SET(63-A, )

1158 NEXT R

1160 FOR A=54 TO 61

1178 SET(R, 13

1186 SET(A+20, 13)

1196 SET(A+18, 14)

1200 SET(R+38, 12)

1218 NEXT A

4228 FOR A=91 T0 415

1238 SET(R, 13)

1248 NEXT R

1256 J=4

1268 PRINT @ 686, "E/T P You opp [ 0]
1278 PRINT @ 555, "POSITION;

4288 PRINT @ 664, "HRESHEUAHESEREENENREHERARRHERRARIS";
1298 X=8

1308 S=0

1340 T=8

1328 15=8

1328 %9=6

1340 REM

4338 IF J<9 THEN 1458

1368 (LS

4378 PRINTCOMPLETED LAP"; *, ELAPSED TIME"; INT(T#1@+ 5)/18; "SEC. *
1388 PRINT"YOUR OPPONENT FINISHED IN";80/%; "SECONDS"

1398 K4=INT(T¥18+. 5)/16-88/R

1480 IF K158 THEN 1430

4418 PRINT*CONGRATULRTIONS, YOU WON BY";-Ki; "SECONDS"

1420 GOTO 2208

4438 PRINT®SORRY, YOU LOST BY™;Ki; "SECONDS®

1448 GOTO 2280

1458 FR=T*R-INT(T4R)

1468 FC=—C INT(THR)+2)%( INT{T¥R)+2¢82)-82#(B2{INT(T*R)+2)
1478 FB=-( INT(THR)+1)%( INT(T#R)+1<B2)-82%(S2CINT(THR)+1>
1488 FO=H(FC)-H(FB)

1498 FP=INT(H(FB)+FQ¥FR+, 5)
1568 IF FP>3268 THEN 1556
1518 IHM§="#%4. &  #8¥ Liii]
1528 PRINT @ 727, CHR$(30);

i '

1538 PRINT USING IM$; INT(T#18+ 5)/18, INT(S#2. @4545+ 85), INT(R), FP;

1540 GOTO 1580

1558 PRINT @ 727, CHR$(38);

1568 IM$=LEFT$(INS, 25)+"FINISH *

4578 PRINT USING IM$&; INT(T#i@+ 5)/10, INT(S+2. 84545+ 65), INT(R);
1388 INPUT AL

1598 R=A1/2, 84345

1688 IF A1>=8 THEN 1889

1618 IF ALD=B THEN 1648

1628 PRINT"MAKINMUM BRAKING IS *;B: "MPH/SEC™;

1638 GOTD 1458

1648 Ti=-5/R

1658 IF T13D THEN 1820

1660 R1=X+5#TLHA/24T1xT1

1678 IF X1OP(J+L)THEN 1738

1688 PRINT"YOU STOPPED"; INT(P(J+4)-X4); "YRRDS FROM POINTY; J+1;
1698 5=0

1708 A=Xi

1718 T=T+T1

1726 GOTO 1356

1738 Y=P(J+1)-X

1748 IF ACO0 THEN 4776

1758 T=T+Y/S

1768 GOTO 1886

1778 SA=SOR(SHSH2%ANY)

1788 T=T-(5~513/A

1798 5=51

1800 J=J+1

1816 GOTO 1948

1828 - K1=X+S+DHA/ 244D

1830 IF XIDP(J+4)THEN 1720

1848 T=T+D

1858 S=S+A+D

1860 R=X1

1878 GOTO 1350

1868 IF RL(=M THEN 1510

1898 PRINT"HMAXIMUM RCCELERATION 1S7;M; "MPH/SECY

1998 GOTO 1458

1918 K1=X+S4D+R/24D4D

1928 IF XIDP(J+DTHEN 1738

1938 GOTO 1820

1948 REM stk SUB CURVE ok

1958 REM

1968 I=INTWJ/2)

1978 Ti=(PCI+1)-P(I))/S

1988 S1=G(I+(F(I-GC1)4RND(S)

1998 IF S>S4 THEN 2858

2008 PRINT'CURVE™; J; ~J-4;°, SPEED"; INT(S%2. 84545+ 85); "MPH"
2818 J=J+1

2628 #=P(>

2038 T=T+T4

26848 GOTO 1358

26858 1F S>S14¢F(1)-S1>/2 THEN 2418

2860 T2=TLXRND(B)* 4

2870 PRINT"SPEED IN CURVE®; INT(S¥2. 84545+ 65); "MPH, TOOK CURVE MIDE, LOST™;
20888 PRINT INT(T2#1i@+ 5)/49; "SEC. "

2898 Ti=T1+72

2168 GOTO 2016

2440 IF SOFCIDTHEN 2170

2428 S2=S-SHRND(B)*. 9

2438 T4=T45/52

2446 PRINT"SPUN OUT RT"; INT(S%2. 84545+ @5); "HPH, LOST SPEED AND TIME®
2158 5=52

2468 GOTO 2010

2176 PRINT'LOST CONTROL AT"; INT(S*2. B4545+ B5); "MPH.  YOUR CAR CRASHED!!®
2180 PRINT"YOUR OPPONENT FINISHED IN";82/R; “SECONDS!"
2198 REM

2208 PRINT

2216 PRINT"DO YOU WISH TO TRY AGRIN";

2228 INPUT R$

2238 IF LEFT$(A$, 1)="Y" THEN CLS: GOTO 420

2248 END

2258 REM

2268 DRTAB, 808, 1808, 1560, 1609, 1908, 2460, 2800, 3280

2276 DRTABS, 163

2280 DATAZG, 35

2298 DATAR9G, 118

2368 DATASG, 70

2318 REM

2328 DATAB, 1, 3,5, 24, 39, 62, 87, 128, 156, 196, 244, 293, 354, 416
2338 DATR479, 558, 625, 760, 758, 880, 847, 894, 942, 990, 1638, 1688
2348 DATAR143S, 1208, 1260, 1338, 1382, 1425, 1470, 1499, 1565, 4519
2358 DATALS2Y, 1548, 1563, 1578, 1512, 1618, 1632, 1658, 1683, 1718
2368 DATA175S, 1888, 1858, 1898, 1943, 1997, 2850, 2484, 2857, 2218
2378 DRTA2294, 2347, 2378, 2428, 2480, 2535, 2600, 2679, 2725, 2768, 2799, 2838
2388 DATA2BE1, 2892, 2928, 2951, 2982, 3043, 3044, 3875, 3106, 3137, 3168, 2499
2398 DRTAR10686



AT

Many, if not most, two person games
that are played on a computer are
based on fixed rules that assure that if
one player uses these rules and a
rational playing strategy then that
player wins. if both players use these
rules and rational playing strategies
then the winner is usually determined
by who goes first. Tic-Tac-Toe, Batnum
and Even are examples of games of this
type.

A more interesting type of game is
one where the playing strategy is of
mixed type. This means that the best
move, in most cases, depends on what
moves have already been made and a
player can only determine the
probability of the best move. Standard
card games (Bridge, Poker etfc.) are
usually games of mixed type.

Most two person games of mixed
type are either so complicated that the
best strategies are not known or they
are so simple that they are not in-
teresting to play. The game of Guess It
is an exception tc this pattern. The
element of bluffing, which plays a
central role in this game, makes the
game interesting. The optimal strategy
for playing this two person game of

GUESS IT

mixed type has been determined by
Rufus Isaacs?

This program simulates the game of
Guess It. The computer plays accord-
ding to the optimal strategy deter-
mined by lIsaacs. Lines 1850 to 2090
give instructions on how to play the
game. The number of numbers in each
hand is determined in line 30. (It is set
at 5. This is the value Isaacs used in his
analysis of the game.} To change the
number of numbers in each hand only
the value of H in line 30 needs to be
changed.

To play the game in an optimal way
decisions need tc be made based on
the win probabilities P{m,n) where mis
the number of numbers in your hand
and n is the number of numbersinyour
opponents hand. The matrix of these
win probabilities is computed in lines
12010210

To match the optimal strategy of the
computer some type of randomizing
device based on the win probabilities
P(m,n) is required. (See (1) and (2) for
descriptions of how to make and use
such devices. These devices only work
when there is a maximum of 5 numbers
in each hand.)

The decision as to whether or not a
number asked about by a player was a
bluff is made in line 800. The decision
to bluff or not when asking about a
number is made in line 990.

The program gives the player the
option of going first. The win probabili-
ty, P(5,5), in this case is .538. Therefore
the player going first has a slightly
better than even chance of winning
assuming that both players use the
optimal strategy.

There are two reasons why bluffing is
important in any strategy. If a player
never bluffs, then any “ask” about a
number that is not in the opponent’s
hand will result in a loss since the other
player will know that it must be the
down number. A successful bluff can
lead the other player to make an
incorrect guess of the down number.

The program and description were
written by Gerard Kiernan of Manhat-
tanville College, Purchase, NY.
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cls
DO YOU HEED INSTRUCTIONS? VES.

cis
THE OBJECT OF THIS GRIE IS TO GUESS AN URKNOWN NUMBER CALLED
THE /DOWN NUMBER’. THE GAME 1S PLRYED WITH THE NUHBERS FROM i
T0 44 ¥OU HILL BE GIVEN A HAND OF 5 RANDOMLY SELECTED NUMBERS
BETHEEN 1 AND 14, THE COMPUTER HILL HAVE A SIHILAR HAND THE
DOMN HUMBER MILL ALMAYS BE THE NUMBER NOT TN EITHER
PLAYERS”

PRESS ANY KEY TO CONTINUE
cls
YOU ALTERNATE HOVES WITH THE COMPUTER ON ANY HOVE THERE
RARE THO OPTIONS - GUESS THE DOMN NUMBER OR ASK RBOUT SOHE
HUBER

WEN R PLAYER GUESSES THE DOMN NRBER THE GRME STOPS.
1F THE GUESS 1S CORRECT THAT PLAYER HINS.
1F THE GUESS IS NOT CORRECT THAT PLAYER LOSES.

PRESS ANY KEY TO CONTINUE

cls

ALl QUESTIONS ABOUT MMBERS IN THE OTHER PLAYERS HAHD
WUST BE ANGHERED TRUTHFULLY. A PLAVER HAY /BLUFF” BY
ASKING RBOUT & MUPBER IN HIS OMN HAND (THE COMPUTER
HILL SOHETIMES DO THIS).

f MRBER HRY BE ASKED RBOUT DMLY QNCE.
600D LUCK!

PRESS I KEY 10 CONTIME
clis

DO YOU HANT TO GO FIRST? YES.
cis

74

DO YOU WANT TO GUESS THE DOMN HUWBER? WO

KHAT NBBER DO YOU WANT 70 ASK ABOUT? 4

1 15 IN WY HAID.

DO YOU HAVE 3 ? YES.
cls

DO YOU HANT TO GUESS THE DOWN KUMBER? NO
HHAT MRBER DO YOU WANT TO RSK ABOUT? 5

515 IN HY HARD.

DO YOU HAVE 4 7 YES_

cls

DO YU WANT TO GUESS THE DOWN NUMBER? NO
HHAT HABER DO YOU WANT T0 ASK ABOUT? 7

7 1S IN HY HAWD.

DO YOU HAVE 8 7 VES.
cls




cls

DO YOU KANT TO GUESS THE DOWN NUFBER? NO

KHAT NUWBER DO YOU WANT TO RSK RBOUT? 14

11 1S IH MY HARD.

D0 YOU HAYE 9 2 VES_
cls

THE DORN NUMBER 1S 6.
YOUR GUESS OF 6 IS CORRECT. YOU HIN!

DO YOU WANT TO PLAY AGRIN? MO
cis

18 (LS

28 Z=41

38 65

48 DIH P(18, 18), U(2), N(Z)

58 PRINT @ 414, "GUESS IT°

68 PRINT

78 PRINT TRB(7)*COPYRIGHT 1979 CREATIVE CONPUTING NORRISTOWN, NJ°®
88 PRINT @ 896, *;

98 TNPUT"DO YOU NEED INSTRUCTIONS®; I¢
168 Gi=8

118 C1-8

128 FRK=L TOH

138 PG 8)=1

148 P8, K)=1/(K+1)

158 HEXT K

168 FOR 1=4 TO H

178 FOR J=1 TO H

188 P(L D=(I0(, [-DFU-PU-L DI/U+2099¢, 1-0))
198 PO, D=1, J-08U-PUI-L D)ZAAHTHRA, 1))
280 NEXT J

218 NEXT |

228 IF LEFT$(1$, 1)="Y" GOSLB 1840
238 LS

240 Gi=Gi+

208 FOR J=2 10 2

268 U(=8

278 NEXT J

289 E=§

298 =8

360 C=8

316 P=0

328 L8

338 GOSUB 1748

348 REM N(1) 10 NCH)= COMP HAMND NCH+1)=TO N(2)= OTHER HRMD
158 D=H(D)

368 PRINT®YOR HAHD 1S°

37BFR A1 TO5

389 PRINT CHR$(188)STRINGS(3, 148);
398 NEXT

480 PRINT CHR$(188)

418 FOR I=Het T0 2-4

429 PRINT CHR$CISHINCIY;

438 IF NCI)D9 THEN PRINT CHRE(S);

448 HEXT 1

458 PRINT CHR$(191)

468 PRINT STRING$(2L, 131)

478 PRINT

489 PRINT @ 542, "DO YOU KANT TO GO FIRST® (HR$(3L):
498 IHPUT RS

508 IF LEFTS(R$, 1)="y" THEN 548

518 IF LEFTH(RS, 1)O"N* THEN 478

528 K=t

938 GOTO 558

8 K=8

90 K=K+

568 H=H-C

578 N=H-P

588 PRINT

598 IF K=( INT(K/2))%2 THEN 918

€68 PRINT 8 236, D0 YOU KRNT TO GUESS THE DOMN MRBER® CHR$(31):
618 INPUT RS

626 IF LEFTS(RS 1)="Y" THEN 1318

628 IF LEFT$CAS, 1)O™N® THEN 688

646 PRINT

638 PRINT"RHAT HUMBER DO YOU KANT TO RSK ABOUT™
668 INPUT E

678 FOR I=4 T0 Z

688 IF E=UCI) THEN 710

630 NEXT 1

788 GOTO 738

748 PRINT E; "HRS ASKED BEFORE. TRY AGRIN ®
728 GOTO 648

7BFOR J=L TOH

748 IF N())=E THEN 858

750 NEXT

768 PRINT £ °IS HOT IN MY HAND.®

778 IF H=9 THEN 1538

769 IF K= THEN 41518

790 Y=(CH+D#PRL N-1)-WP(B-L N/ L+ (P, 1))
888 IF RHD(B)CY THEN 1458

818 GOSUB 1268

820 IF (H-P)=1 THEN 1538

838 P=P+1

848 GOTO 559

850 PRINT

868 PRINT E: *IS IN MY HAND.®

870 C=C+4

889 GOSUB 1288

898 6OTO 558

900 REM COMP SEQ STARTS

916 IF TOB THEN 1488

926 IF H-COP THEN 948

938 GOTO 4538

948 IF K-POB THEN 968

958 GOTO 4538

968 IF (2%H-2)-(P+C)(O8 THEN 988

978 GOTO 1538

988 REM RND DECISION TO BLUFF OR NOT ON RSKING FOR CARD
998 IF RID(BDA/G+ (NP, H-1)) THEN 4120
1808 PRINT: PRINT: PRINT

1818 PRINT

1620 A=INT(HHRND(B))+1

1830 FOR J=1 T0 2

1848 1F NCRY=UCJ) THEN 1020

1858 NEXT J

4868 PRINT*DO YOU HAVE®™; NCR);

1678 C=C+i

1808 INPUT fi$

1898 E=H(®)

1168 GOSUB 1288

1118 GOT0 558

1128 GOSUB 1238

1138 PRINT

1140 PRINT*DO YOU HAVE™; N(R);

1158 IHPUT RS

1468 IF LEFT$(RS$, 1)="Y" THEN 1498

1176 =1

1188 GOTO 558

1198 E=N(R)

1208 P=P+

1248 GOSUB 1260

1226 6OTO 550

1238 R=INTC(H+L)ARID(B) >+ (HHL)

1248 FOR J=1 10 2

1258 TF NCR)=UCJ) THEN GOTO 1238

1268 NEXT J

1278 RETURN

1289 L=l41

1298 U(L)=E

1368 RETURN

1318 PRINT

1326 PRINT*HHAT DO YOU THINK THE DOMN MBBER 157
1338 INPUT B

1348 PRINT

1338 CLS

1268 PRINT"THE DOWN HUMBER 1S7:N(2); CHR$(8);® "
1378 IF B=N(Z) THEN GOTO 1438

1388 PRINT

1396 PRINT*YOUR GUESS OF";B; "IS HOT CORRECT. YOU LOSE®

75



1489 (4=Ci+

1416 GOTO 1590

1428 PRINT

1438 PRINT"YOUR GUESS OF*;B: "IS CORRECT. YOU HIN!®
1448 GOTO 1550

1458 PRINTT THINK YOU HERE NOT BLUFFING HHEN YOU ASKED RBOUT®;E; CHR$(8);" *

1466 G=£

1476 6010 1538

1488 PRINT NCRY; "HRS NOT A BLUFF.”

1498 G-HUD

1568 GOTO 1558

1518 GHD)

1520 GOTO 1558

1538 GOSUB 1238

1548 G=H(R)

4558 PRINT®1 GUESS THE DOMN NBER IS% G CHR$(B) " T
4560 1F G=H(2) THEN 1678

4578 PRINT

4580 PRINT*THE DOHN KUMBER IS";N(Z); CHR$(8):™ 1 WAS KRONG... YOU WIN*
1598 PRINT

1688 PRINT “DO YOU WAHT TO PLAY RGRIN®

1618 INPUT RE

1628 IF LEFT$(RS, 1)="Y" THEN 1$="R": GOTO 128

1638 IF LEFT$(RS, DOR® THEN 159

1648 PRINT

1658 PRINT=YOU PLAVED®; G4 *GRHES.  YOU LOST®;CL CHR$(8); ", YOU HON®; G1-C1
1660 B0

1678 PRINT

4688 PRINT"THE DOMN NUHBER 15" N(2); CHR$(8);* 1 WAS CORRECT...YOU LOSE.®
1698 C1=C1+1

4768 GOT0 1398

BFR I=1 102

1728 H(D=1

738 HEXT T

749 FOR 1=4 10 2

1750 R=INT(RID(B)%((Z41)-1))+1

1768 H=HR)

1778 NGRI=R(D)
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1788 H(D)=H

1798 WEXT 1

1888 RETURN

1818 (1S

1828 PRINT

1838 PRINT

1840 PRINT

1858 PRINT"THE OBJECT OF THIS GRME IS TO GUESS RN LRKHOMN NUMBER CALLED"
1866 PRINTSTHE ‘DOSN NUMBER’. THE GRME IS PLRVED WITH THE MREBERS FROM 47

1878 PRINTT0"2; CHR$(B);®  YOU WILL BE GIVEN A HAND OF*;H; "RAHDOMLY SELECTED MMBERS

1829 PRINT®BETHEEN 1 RD™Z; CHRE(BY:

1899 PRINT * THE COMPUTER KILL HAVE A SIMILAR HAND. THE®

1960 PRINT "DOWN MBBER HILL ALHAYS BE THE NUWBER NOT IN EITHER"
1910 PRINT *PLAYERS’ HRADS. "

1928 GOSUB 2120

1938 PRINT

1948 PRINT

1958 PRINT

1968 PRINTZYOU ALTERMATE KOVES WITH THE CONPUTER N ANY HOVE THERE®
1978 PRINT®ARE THO OPTIONS ~ GUESS THE DORN NUWBER OR RSK RROUT SGFE®
1988 PRINT "MUFBER *: PRINT

1998 PRINT"HEN R PLAVER GUESSES THE DOHM NUMBER THE GRIE STOPS. ®
2008 PRINT*IF THE GUESS 1S CORRECT THAT PLAVER WINS.®

204 PRINT®IF THE GUESS IS HOT CORRECT THAT PLRYER LOSES.®

2628 GOSIB 2128

2038 PRINT: PRINT: PRINT

2048 PRINTALL QUESTIONS RBOUT NURBERS IN THE OTHER PLAVERS HAHD®
2058 PRINT"NUST BE ANGHERED TRUTHFULLY. § PLAYER KAY “BLUFF’ BY°
2060 PRINT*RSKING ABOUT R NUWBER TN HIS GHN HAND (THE COMPUTER"
2678 PRINT®HILL SOMETIKES DO THIS). ®

2088 PRINT

2899 PRINT™R MUMBER MAY BE RSKED RBOUT ORLY ORCE.*

2408 PRINT: FRINT

2448 FRINT * £O0D LUK ®

2128 PRINT @ 979, "PRESS ANY KEY TO CONTINUE™;

270 IF IKEYS ="* THEN 2138

2448 (1S

2450 RETURN

2468 BND




Your radar station picks up an enemy ICBM heading
your way, telling you its coordinates {in miles north and
miles east of your location). You launch a surface-to-air
missile (SAM) to intercept it.

Your only control over the SAM is that you can aim it
in any direction, both at launch, and in mid-air. Using the
coordinates of the ICBM as a guide, you INPUT the
direction {measured CCW from North} in which you want
the SAM to travel.

At the next radar scan one minute later, you are given
the new coordinates of the ICBM, the coordinates of your
SAM, and the distance between the two. You can now
make corrections in the course of your SAM by entering a
new direction.

You have no control over the altitude of your SAM, as
it is assumed that it will seek the same altitude as the ICBM.

As the two missiles draw closer, you make adjustments
in the direction of the SAM so as to intercept the ICBM.
It's not easy to hit, because the ICBM is programmed to
make evasive maneuvers, by taking random deviations from
the straight line course to your location. Also, its speed is
not known, although it does not vary after being randomly
selected at the start of the run.

You can destroy the ICBM by coming within 5 miles of
it, at which time your SAM's heat-seeking sensors will
come into action and direct it to its target. If you overshoot

1CBH
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cis
PRESS ENTER TO START? _
cls
N
0
R RADAR SCOPE
T
H
ERST
MISSLE: St
MILES MILES HILES HILES DIR
NORTH ERST NORTH ERST ?
228 778 g 8 715,
cls
L
0
R RADAR SECOPE
T
H.
EAST
HISSLE: SRl
HILES HILES HILES HILES DIR
NORTH ERST NORTH ERST ?
ICBH & SAM NOW 734 WILES RPART
215 734 62 16 785
cis
N
i3
R RADAR SCOPE
T
H
ERST
HISSLE: SRt
MILES MILES HILES HILES DIR
HORTH ERST HORTH ERST 2
ICBH & SAM NOW 621 MILES RPART
203 €86 &7 83 KR
cls
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the ICBM it's possible to turn the SAM around and chase
the ICBM back towards your location. But be careful; you
may get both missiles in your lap.

There is also some element of chance involved, as
several accidents have been programmed to occur random-
ly. These can work for you or against you.

Some ways to improve and expand the program are:

1. Operator control over SAM speed: In the present
version the speed of the SAM is randomly selected by the
computer at the start of the run, and remains constant
thereafter. This often results in overshooting the ICBM.
Modify the program so that you can input a new speed
{within limits) at the same time you input the new
direction.

2. Three dimensional version: Have the computer print
the altitude of the ICBM, as well as its coordinates. The
operator will then have to INPUT the angle his SAM is to
make with the horizontal, when entering the other quanti-
ties.

3. Extend to all Quadrants. In the present version, the
ICBM approaches only from the Northeast. You can
expand this to include approach from any compass direc-
tion.

This game is derived from a program submitted by Chris
Falco. The writeup is by Paul Caiter and originally appeared
in Creative Computing, May/Jun 1975,

cis
i1
o
f RRDAR SCOPE
T
H.
............ FaEr
HISSLE: SAlt
HILES HILES HILES HILES ik
HORTH EAST HORTH ERST K
a2z 34 ] [ Tz
cls
H
1!
F FADAR SCOPE
T.
H.
......... EESTV
HISELE. AN
HILES HILES HILES HILES DIR
HORTH ERST NORTH ERST »
ICBM & SAM NOW €57 MILES APART
872 2% 34 1 734
cis
"
-6,
8 RADAR SCOPE
T
H.
............ gﬁg{uwuunu
HISELE. <A
HILES HILES HILES HILES UIR
HORTH EAsT HORTH ERST 2
ICEM & SAM NOW 765 WILES APART
i 291 168 24 R

cls




18 015

23 PRINT @ 414, "1CEH"

38 PRIHT

4B ERINT TABC?)"COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOHL WJ®
58 BRINT @ 968, °%

€8 INPUT"PRESS ENTER TO STRRT"; B¢

7 S

8 ¥i=0

85 T

9% =4

180 X=INTCRMD(B)¥366)+266

118 Y=INT(RHD(B)4000) 4200

128 S=INTCRND(B)*28458)

138 SL=INTCRND(B)+28+58)

148 FOR £=8 70 19

158 SET(3, A

168 HEST

178 FOR A=3 70 64

188 SETCR, 19)

198 MEXT A

268 FOR f<t T0 5

249 FRINT @ R#64, HIDSCNORTH®, A 1%

228 HEST A

23 PRINT 8 46L,"E A 5 T

249 PRINT @ 236, "RADAR SCOPE®;

250 GOSUB 276

268 BOTO 220

278 PRINT @ 576, * HISSLE St "
208 PRINT "MILES MILES HILES HILES DIR *
298 PRINT °HORTH gAST NORTH EAST »
268 PRIHT STRING$CSS, "%
316 RETRH

128 PRINT

338 FOR H=1 70 50

24@ PRINT USING "BES%

356 IF TL=1 THEN TL=B: GOTO 390
369 IF WD=16 THEN %2=¥1 ELSE X216
289 IF YD=52 THEN ¥2=¥ ELSE Y252
299 SETCHHE4/160843, 19-(¥#19/1688))
489 SETCRH64/1000+2, 19-(Y2619/1608))
448 IF £¢=8 THEN 722

420 INPUT T

438 GOSUR 278

5% % ¥R

440 RECET(X#64/108843, 19-(Y+19/1868))

450 RESET(X2¥64/1808+3, 19-(Y2¥19/1000))

468 T1=T1/57. 296

478 H=INT(RND(@)+286+1)

488 IF Hx4 THEN 516

498 CLS

568 ON H GOTO 768, 728, 746, 768

518 #A=INTCHI+S4RSINGTLY)

526 YA=INT(YL+SL+COSCTL))

928 IF SIRGI 24205 THEN 578

546 %=8

550 ¥=5

566 GOTO 658

578 B=SOR(K2+Y(2)/1068

568 T=ATH(Y/R)

598 R=INT(R-S4COS(T)+RND(B)#26+R)

688 Y=INT(Y-S¥SIH(TI4RID(B)#2684R)

616 D=SARCCX-RIM 2+(Y-¥DI2)

£26 IF D={5.5 THEN €68

638 D=INTCD)

640 PRINT CHR$(13)°ICBH & SAH NOW"; D; "HILES RPRRT”
658 MEXT N

68 CLS

678 PRINT "CONGRATULATIONS! YOUR SAM CAME HITHIN®;D; "MILES OF"
€08 PRINT "THE ICBH AND DESTROYED IT!"

€58 GOTO 818

706 PRINT “T0U BAD.  YOUR SAM FELL TO THE GROWND!"
740 GOTO 818

726 PRINT "YOUR SAM EXPLODED IN MIDAIR!"

738 GOTO 810

748 PRINT "GOOD LUCK - THE ICBH EXPLODED HARMLESSLY IN MIDRIR!"
758 GOTO o0

768 PRINT "GOOD LUCK - THE ICBM TURNED OUT TO BE A FRIENDLY RIRCRAFT!"
770 G010 810

768 (LS

799 PRINT “T00 BAD!®

268 PRINT "THE ICBM JUST HIT YOUR LOCATIGN!!"

818 PRINT

820 PRINT "DO YOU KANT TO PLRY HORE? (¥ OR )%

830 INPUT RS

948 1F LEFT$(RS, 1)="Y* THEN PRINT CHR$(28)CHR$(3L): CLEAR: GOTO 89
838 END
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Inkblot¢

[(x=j)cosB + {y-k)sin6]? + [{y-K)cosB - {x-])sinB]? .

INKBLOT is a program that
creates “inkblots” similar to those
used in the famous Rorschach
Inkblot Test. The program generates
these inkblots randomly so that
literally millions of different patterns
can be produced. Many of these
patterns are quite interesting and
serve not only as conversation
pieces, but also as good examples of
computer “art.”

In addition, INKBLOT is interest-
ing from a mathematical point of
view. This is because INKBLOT
actually creates inkblots by plotting
ellipses on the left side of the page
and their mirror-images on the right
side. The program first chooses the
ellipses to be plotted by randomly
selecting thevalues a, b, j, kand 0 in
the equation for a rotated ellipse:

a2 b2
A
-~
P P4
~ - /Re
<— S
AY rd
X
A 4
where
a = the horizontal radius of
the ellipse
b = the vertical radius of the
ellipse ‘

the distance from the

ellipse center to the y-axis
The distance from the

ellipse center to the x-axis

= the angle of rotation in radians

—
]

k
0

Since the actual method by which the
program plots the ellipses is quite
gomplicated, it won't be discussed
ere.

1

INKBLOT could be enhanced in
several ways. For example, it could
have an option to print the “negative”
of an inkblot by filling in the area
around the ellipses rather than the
ellipses themselves. It is also possi-
ble to build in a “repeatable random-
ness” feature so that exceptional
outputs could be reproduced at any
time. These enhancements are left
for the ambitious programmer to
make.

Program and description are by
Scott Costello.

This program uses TRS-80 graph-
ics which do not reproduce well on a
line printer. Therefore the sample run
does not give a true representation of
the program. The only way this
program can be truly appreciated is
torunit.

INK BLOT

COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOWN, NJ

DO YOU NEED INSTRUCTIONS? VES_

cis

INKBLOT

THIS PROGRAM DRANS AN INKBLOT ON THE SCREEN. THE
PROGRAM WILL TRKE FROM 38 SECS. TO S MINUTES DEPENDING
ON THE NUMBER OF ELIPSES YOU SPECIFY. THE MORE ELIPSES
THE BETTER THE BLOT (AND THE LONGER THE TIME).

WHEN THE INKBLOT IS FINISHED HIT ANY KEY TO END THE

PROGRAM.

NUMBER OF ELIPSES TO BE PLOTTED ? 7.

cls




cis

80

16 CLS. PRINT@412, “INK BLOT

2@ PRINT: PRINT TAB(?) “COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ*
0 PRINTESEO, “*;  INPUT “DO YOU NEED INGTRUCTIONS'; I$
4@ IF LEFT$(I$ 1>="N" THEN CLS: GOTO 138

5@ CLS: PRINT TRB(28); “INKBLOT": PRINT

6@ PRINT ©  THIS PROGRAM DRANS AN INKBLOT ON THE SCREEN. THE"
78 PRINT “PROGRAM HILL TAKE FROM 3@ SECS. TO 5 MINUTES DEPENDING"
80 PRINT "ON THE NUMBER OF ELIPSES YOU SPECIFY. THE MORE ELIPSES"
98 PRINT "THE BETTER THE BLOT (AND THE LONGER THE TIMED. "
186 PRINT

114@ PRINT *  WHEN THE INKBLOT IS FINISHED HIT ANY KEY TO END THE"
126 PRINT "PROGRAM. "~ PRINT: PRINT: PRINT

1%8 CLEAR 480B: DEFINTY.E.J

148 INPUT "NUMBER OF ELIPSES TO BE PLOTTED ";M: CLS

158 DIM A (42, 13), B$(36), R$(36)

164 FOR L=1 TO M

178 AL, 1D=30+RHD(E)

188 AL, 2)=42+RND(8)

198 ACL, 33=(15+RND(BY+2)[ 2

280 ACL, 4)=(LTRND(B>+2L 2

218 T=3. 14159+RND(@®)

228 AL =005

228 ACL, 6)=SIN(T

248 AL, 7r=R(L, SHHAL, 6

238 A(L; Sy=A(L, SH+AL, 3

268 AL, 6)=ACL, 6)*ACL, 6)

278 AL, 8>=ALL, 1AL, 1AL, 65

288 AL, 3>=AL, 1AL, 1A, 5

298 AL, 40=AL, DAL, 7>

208 AL, 11)=-2+AL, 1D4AL, 6)

218 AL 12)=-24ACL, DAL S

320 ACL, 13)=ACL, 6)/ACL, 4)+RCL, )AL, 3D

338 NEXT L

348 B$=STRING$(32,176)

3568 PRINT B$; BS;

260 A$=CHRE(1I1I+STRINGS (31, 32>

278 FOR ¥=42 TO 1 STEP —1: CN=INTC((43-Y)/3~INT({43-¥)/2))%3+ 3)
30 FOR E=1 TO M

398 Yi=Y-A(E D)

400 Y2=Yi#vl

410 Y3=Y1+A(E, 18)

420 Y4=YL#(E 7D

438 B=(ACE, 12)+Y4) /ACE, 3)+(-Y4+A(E, 11))/A(E, 4)

448 C=(Y2HACE, 6)+RCE, 9)-YO/ACE, 30+ (Y24ACE, 5)+A(E, B)+Y2)/A(E, 4>-1
458 R=B¥B-4+A(E, 13)C

460 IF R<G THEN 638

478 R=SGR(R)

480 RA=INT(~(BHR)/2/RCE, 130+1)

490 IF Ri>34 THEN 638

508 R2=INTC((R-B)/2/R(E, 13)}

516 IF R2<i THEN 638

528 IF R2¢31 THEN 548

528 R2=38

548 IF R1>@ THEN 566

35¢ Ri=8

568 FOR J=R1+2 T0 R2+2

578 Q=ASC(MID$(RS. J, 1)) N(B)=48: N(1)=3: N(2)=12

588 IF Q=32 THEN Q=128

590 Q(8)=176: Q(1)=131: Q(2)=148

6680 IFRO=Q(CNY THEN 618 ELSE Q=Q+N(CN>

540 R$=LEFT$(AS, T-1)+CHR$(QI+RIGHTS (RS, LENCASI -1

628 NEXT J

633 NEXT E

64@ IF CN THEN 708

658 PRINT A$;

666 FOR K=32 T0 1 STEP -1

676 PRINT MID$(A$,K, 135

686 HEXT K

596 A$=CHR$ (191> +STRINGS(31. 22>

780 NEXT ¥

718 PRINTSTRING$(63,131); POKEL6383,131

728 IF INKEY$="" THEN 728

7368 END



l'n this program you are a medieval
knight in a jousting tournament. The
prize tc the winner of thetournament is
the princess’ hand in marriage. To win
you must beat four other knights, the
gold knight, the silver knight, the red
knight, and the fierce black knight. On
each pass of your opponent you must
select one of eight different aiming
points, such as the helm, lower left,
face of shield, et cetera, and, based on
your aiming point, you may select from
three to six different defense positions
such as a right lean or shield low.

As you proceed in the jousting
tournament there are different in-
termediate outcomes such as getting
knocked on the shield, breaking a
spear, and so on. There are aiso some
outcomes which end the contest such
as your getting killed, or getting
knocked from your horse.

This program was conceived and
written by Alan Yarbrough.
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cis

DO Y0U MEED INSTRUCTIONS? YES.
cls

SIR ;YOI ARE A MEDIEVAL KHIGRT IN A JOUSTING TOURMRMEMT.
THE PRIZE TO THE HINMER IS THE PRINCESS’ HAMD IM MARRIAGE
TO HIN YO MUST BERT FOUR OTHER KNIGHTS.

T JOUST, YOU PICK AN RINMING POINT FOR THE LRNCE

IF 90U BREAK R LANCE OR LOSE A HELM, YQU NILL BE GIVEM ANOTHER
GOOD LUCK: SIR!
PRESS AHY KEY T CONTINUE

clis
1) HELH 2) UPPER LEFT 0OF SHIELD
%) UPPER MIDDLE OF SHIELD 4> UPPER RIGHT OF SHIELD
5) LOWER LEFT OF SHIELD £) LOWER MIDDLE OF SHIELD
7 LOMER RIGHT OF SHIELD 8) BASE OF SHIELD

THIS 1S YOUR FIRST JOUST. YOU ARE UP RGINST THE GOLD KMIGHT.
YOUR RIMING POINT(1-€)7 4

YOU MAY USE OME OF THESE DEFEMSES.
4-STERDY SEART, S-SHIELD HIGH, £-CHIELD LOM

HHAT 15 YOUR CHOICE? 5.

cls
1) HELH 2) UPPER LEFT OF SHIELD
7 UPPER MIDDLE OF SHIELD 43 UPPER RIGHT OF SHIELD
5) LOWER LEFT OF SHIELD ) LOWNER MIDOLE OF SHIELD
7) LOWER RIGHT OF SHIELD 83 BRSE OF SHIELD

THIS IS YOUR FIRST JOUST. YU ARE UP AGINST THE GOLD IKHIGHT.
YOUR ATHING POINT(1-8)3 5

YOU HAY 1SE ONE OF THESE DEFENSES.
4-STERDY SEAT, S-SHIELD HIGH, 6-SHIELD LOW

HHAT 1S YOUR CHOICE? 4

cls
13 HELH 2) UPPER LEFT OF SHIELD
I) UPPER MIDOLE OF SHIELD 4) UPFER RIGHT OF SHIELD
3} LOWER LEFT OF SHIELD &) LOWER MIDDLE OF SHIELD
7y LONER RIGHT OF SHIELD £) BASE OF SHIELD

HE BROKE HIS LANCE.
YOU MISSED HIM (HISE)!

YOl ARE HOW RERDY TO TRY RGRIN.

cis
1) HELH 2) UPPER LEFT OF SHIELD
2) UPPER MIDDLE OF SHIELD 47 UFPER RIGHT OF SHIELD
%) LOWER LEFT OF SHIELD 6) LOWER MIDDLE OF SHIELD
Ty LONER RIGHT OF SHIELD 8) BASE OF SHIELD

YOUR RIMING FOINT(1-2)7 7

YOU MAY USE OME OF THESE DEFENCES.
4-STERDY SERT. S-SHIELD HIGH, £-SHIELD LOW

WHAT 1S YOUR CHOICE? 6.
cls




cis

1) HELH 2) UPPER LEFT OF SHIELD
32) UFPER MIDDLE OF SHIELD 4) UPPER RIGHT (F SHIELD
5) LOHER LEFT OF SHIELD 6) LOWER MIDDLE OF SHIELD
73 LOWER RIGHT OF SHIELD 8) BASE OF SHIELD

HE WISSED YOU!

¥l HIT HIS SHIELD BUT GLANCED OFF.

Yol RRE HOW RERDY 70 TRY RGAIN.
FRESS AHY KEY TO CONTINUE

cls

10 CLERR 1608

2% (€

0 PRINT @ 442, °J0UST  °

48 FRINT

53 PRINT TAB(7)"COPYRIGHT 4979 CRERTIVE COMPUTTHG MORRISTOMNL, 1"
£ PRINT & 960, °";

76 TNFUTD0 ¥0U HEED INSTRUCTIONS™; 15

8 IF LEFTS(IS, )="N" THEN 198

9 (LS

108 PRINT*SIR *;A;®, YOU ARE A HEDIEVAL KNIGHT IN A JOUSTING TOURNRENT. °
146 PRINTTHE PRIZE TO THE WINHER IS THE PRINCESS’ HAKD IN WARRIAGE "
120 PRINT*TO HIN, YOU WUST BERT FOLR GTHER KNIGHTS. *

178 PRINTTO JOUST, ¥00) PICK AN AIMING POINT FOR THE LANCE.®

148 PRINT

150 PRINTYIF YOU BREAK A LRNCE O LOSE A HELM, YOU WILL BE GIVEN RNOTHER *
168 PRINT"G00D LUCK, SIR!*

178 GOSUB 1478

188 €15

168 PRINT™L) HELH® TAB(32)*2) UPPER LEFT OF SHIELD*

288 PRINT"2) UPPER HIDDLE OF SHIELD® TAB(32)*4) UPPER RIGHT OF SHIELD®
218 PRINT®S) LOWER LEFT OF SHIELD® TRB(32"6) LOWER MIDDLE OF SHIELD®
228 PRINT7) LOWER RIGHT OF SHIELD® TRB(32)"8) BASE OF SHIELD”

236 PRINT STRINGS(64, 148):

248 FOR =4 70 4

25 ON R GOTO 268, 286, 368, 220

268 PRINTTHIS 15 YOUR FIRST JOUST. YOU ARE UP AGINST THE GOLD KIGHT. °
278 60T 346

288 PRINTTHIS 1S YOUR SECOND JOUST. YOUR OPPONENT 15 THE SILYER KNIGHT. ®
296 G0T0 340

20 PRINT™OU FRE DOIHG HELL! YOUR THIRD JOUST IS AGRINST THE RED KNIGHT.*
18 GOTO 348

126 PRINTTHIS 15 YOUR FINAL TEST!! IF YOU NIN THIS OHE THE PRINCESS"
37 PRINT®IS YOURS! !t THIS FIGHT IS AGRINST THE FIERCE BLACK KNIGHT!!!1"
240 TNPUTY0UR ATHING FOIMT(L-8)% B

50 PRINT

368 IF B¢4 O E36 THEN 240

37 PRINT™Y0U HA' USE ONE OF THESE DEFENSES:"

60 O B GOTD 290, 418, 435, 468, 399, 436, 199, 40

798 PRINT® 4-STERDY SEAT, S-SHIELD HIGH 6-SHIELD LOW °

485 60T 498

410 PRINT" -LEFT LEAN, 4-CTERDY SEAT, S-SHIELD HIGH €-SHIELD LOW*
426 BOTO 499

436 PRINT® £-LOVER HELM, 2-RIGHT LERN 3-LEFT LERN, 4-STEADY SEAT, °
448 PRINT® S-GHIELD HIGH, 6-SHIELD LOW."

450 GOTO 490

460 PRINT® 2-RIGHT LERN, 4-STERDY SEAT, S-CRIELD HIGH, 6-SHIELD LON.®
478 S0TO 496

489 PRINTY 1-LONER MELW, 4-STERDY SEAT, S-SHIELD HIGH, G-SHIELD LOW *
456 FRINT

S0 THPUTPHHRT 1S YOUR CHDICE™:E

S46 FRINT € 32, CHRECIL);

528 D=INT{RNDCE)#2)+

570 ON D GOTO 549, 550, 566, 576, S0, 590, 660, 610

540 ON C GOT 628, £20, 620, £60, 748, 620

S5 0N © GOTE 748, 719, 626, 718, 746, 620

566 0N G GOTO 778, 740, €50, 716, 830, 690

570 ON C GOTO 65, 628, 718, 630, 650, 740

53 ON C GOTO 748, 636, 620, 716, 628, 716

596 ON C 50T G20, €30, 716, 836, 776, 710

€0 O C GOT0 €56, £20, 220, &30, €30, 650

€40 ON £ GUTO 718, €58, 778, 718, 778, 718

£20 FRINT'HE HISSED YOU!”

€10 G

€46 60O 830

€50 PRINT"HE HIT YOUR SHIELD BUT IT GLANCED OFF. "

668 S

€76 GOTO 850

£68 PRINT®HE IHOCKED OFF YOUR HELH!"

€36 5=0

706 GOTO 858

82

716 PRINT®HE BROKE HIS LANCE. ®

728 5=

738 GOTC 858

748 PRINT™HE HAG UNSERTED YOU (THUD)!"

758 §=5

768 GOTO 858

?7'3/3 gaém"us HAS BROKEN RIS LAHCE, INJURED AND UNSERTED YOU COUCH)!"
796 GOTO 858

260 PRINTHE HAS IHJURED AND UNSERTED YOU (CRASH)!"

818 =5

€28 GOTO 856

628 PRINT'HE HRS BROKEN HIS LANCE AND UNSERTED YOU (CLANG)!"
848 §=5

858 PRINT

868 E=INT(RID(B)*6)+1

978 ON D GOTO 889, 900, 916, 920, 028, 910, 888, 948

680 IF E(4 THEN 858

856 GOTO 958

988 IF EC3 THEH 838

918 GOTO 938

928 IF £=1 OR E=2 THEN €58

929 GOTO 956

948 1F E=2 OR E=3 THEN 858

956 ON E GOTO 968, 970, 980, 998, 16e@, 1610

960 ON B (OTO0 1676, 1148, 1178, 1650, 1116, 1238, 1853, 1118
978 ON B GOTO 1828, 1116, 4140, 1620, 1238, 1658, 1020, 1838
980 O B GOTO 1628, 1828, 1056, 1118, 1626, 1116, 1239, 1148
998 OH B GOTO 1689, 1116, 1418, 1858, 1140, 1230, 1830, 1118
1608 ON B GOTO 1140, 1418, 1238, 1836, 1620, 1170, 1698, 1178
1016 ON © GOTO 1620, 1826, 1268, 4140, 1116, 1416, 1858, 1118
1628 PRINT*YOU MISSED HIM (HISS)!®

1638 1=0

1846 GOTO 1268

1858 PRINT™Y0U HIT HIS SHIELD BUT GLANCED OFF.°

1668 T8

1978 GOTO 1268

4680 PRINT"Y0U KNOCKED OFF HIS HELM (CHEERS)!®

1698 19

1188 GOT0 1268

1110 PRINT*YOU BROKE YOUR LANCE (CRRCK..)*®

1128 1=8

1130 GOTO 1268

1448 PRINT"YOU MSEATED HIM (LOUD CHEERS AND HUZZRHS)!!"
1458 T=5

11606 GOTO 1268

1179 PRINT"YQU BROKE YOUR LANCE, BUT UNSERTED AND INJURED YOUR FOE *
1480 T=5

1198 GOTO 1268

1269 PRINT"YOU INJURED AND UNSEATED YOUR OPPONENT. ®

146 75

1226 GOTO 1263

1230 PRINT"YQU BROKE YOUR LANCE BUT UNSERTED YOUR OPPONENT. *
1248 15

1258 GUTO 1268

1268 IF =T AND §=0 THEN 1438

1278 IF S=7 THEN 1460

1268 IF ST THEN 1380

1298 IF ST THEN 1378

1368 PRINT

4248 FRINT"YOU HAVE WON THIS JOUST.®

1328 PRINT

1338 GOT0 1348

1346 GOSUE 1478

1398 NEXT A

1369 GOTO 4540

137 PRINT

1380 PRINT®TO0 BRD, YOU LOST. HOPE YOUR INSURRNCE WAS PAID UP.®
1398 GOT0 1518

1408 PRINT

1410 PRINT*TO0 BAD, YOU BOTH LOST. AT LERST YOUR HONOR IS INTRCT.®
1428 GOTO 1518

1430 PRINT

4448 PRINT"YOU ARE NOW READY TO TRY AGAIN °

1456 GOSUB 1478

1468 GOTO 240

1476 PRINT @ 979, "PRESS RNY KEY TO CONTINUE™:

1480 IF INKEYS ="* THEN 148@

1498 PRINT @ 228, CHRE(3L);

1580 RETURH

1548 PRINT

1520 PRINT®SORRY, BETTER LUCK HEXT JOUST.®

1336 GOTO 4568

1540 PRINT

1550 PRINTCHOORAY! ¥OU ARE THE WINBER HERE COMES THE BRIDE!®
1355 PRINT

1566 INPUT "DO YOU HANT TO PLAY AGRIN"; AN¢

1578 1F LEFTS$CRNS, 1)="Y* THEN 186

1588 END




Jumping Balis

Jumping balls is a solitaire board
game played with a board having nine
holes in a line that can be filled with
four white balls to the right end and
four black balls to the left end. Without
a board, it can be played with coins vur
chips. The object of the game is to
reverse the position of the balls (or
other objects) from one end of the
board tc the other.

You may make a move by moving a
ball to the immediately adjacent empty
hole or by jumping one other ball. You
may not jump twc or more balls. Holes
are numbered from left to right. At the
beginning of the game, hole number
five is free. Consequently, a legitimate
first move would be six to five, four to

JUPING BALLS
COPYRIGHT 1979 CREATIVE CONPUTING MORRISTOML NJ

cls

HIT ENTER T0 STRRT? _
cis
IN THIS GRME YOU RRE GIVEN 8 BALLS ON A 9 HOLE
BOARD.  THE OBJECT IS T0 REVERSE THE ORDER OF THE BRILS
THE “S’ ARE SILVER BALLS AND THE ‘G ARE GOLD.
YOU MUST GET THE SILVER T0 MHERE THE GOLD ARE AHD
THE GOLD TO HHERE THE SILVER RRE. THE SPRCE IS

A PERIOD ON THE BOARD.
GO0D LUCK!! HERE 1S THE BORRD:

5565 GGGG
123456789

HOVE (FROM, 70)? 6,5.

cis

IN THIS GRME YU ARE GIVEN 8 BALLS ON R 9 HOLE
BORRD.  THE OBJECT IS TO REVERSE THE ORDER OF THE BRLLS
THE ‘S’ RRE SILVER BALLS AND THE ‘6’ ARE GOLD.
YOU MUST GET THE SILVER T0 WHERE THE GOLD RRE RND
THE GOLD T0 WHERE THE SILVER ARE. THE SPRCE IS
i PERIOD ON THE BORRD.
GOOD LUCK!!  HERE 1S THE BOARD:

SSSS56G. 666
123456789
HOVE (FROM, T0)? 4,6_

cls

IR THIS GRIE YOU RRE GIVEN 8 BRLLS ON A 9 HOLE
BORRD.  THE OBJECT IS TO REVERSE THE ORDER OF THE BALLS
THE 'S’ RRE SILVER BALLS AND THE /G’ ARE GOLD.
Y0U MUST GET THE SILVER TO WHERE THE GOLD ARE RID
THE GOLD TO HHERE THE SILVER RRE. THE SPRCE IS
A PERIOD ON THE BOARD.
GO0D LUCK!! HERE 1S THE BORRD:

$SS 65666
123456789

HOVE (FROM, T0)? 5,4,

cls

IN THIS GRME YOU ARE GIVEN 8 BALLS ON R 9 HOLE
BORRD.  THE OBJECT IS 10 REVERSE THE ORDER OF THE BRLLS
THE ‘S’ ARE SILVER BALLS AND THE ‘G’ ARE GOLD.
YOU MUST GET THE SILVER T0 HHERE THE GOLD ARE RN
THE GOLD TO WHERE THE SILVER RRE.  THE SPRCE IS
A PERICD ON THE BOARD,
GOOD LUCK!! HERE 15 THE BORRD:

5556 . 5G6¢6
12343567859
HOVE (FROM, T0)? 7,5.
cis

83

five, three to five, which would be a
jump, or seven to five, another jump.

The computer does not rank your
playing ability but, as a hint, you ought
to be able to complete the game in
fewer moves than are shown in our

example run.

The original author if this game was

Anthony Rizzolo.

IN THIS GRYE YOU ARE GIVEN 8 BALLS ON R 9 HOLE
BORRD.  THE OBJECT IS TO REVERSE THE ORDER OF THE BALLS
THE ‘S’ ARE SILVER BALLS AtD THE ‘6’ ARE GOLD.

YOU WUST GET THE SILVER T0 WERE THE GILD ARE RN
THE GOLD TO WHERE THE SILVER ARE  THE SPRCE IS
A PERIOD ON THE BORRD.

600D LUCK!! HERE IS ThE BORRD:

SS5GG6S. GG
123456789

HOVE (FROI, T0)? 6,7.
cis

IR THIS GRME Y0U ARE GIVEN 8 BRLLS (N R 9 HOLE
BORRD.  THE OBJECT 1S TO REVERSE THE ORDER OF THE BALLS
THE ‘57 ARE SILVER BRLLS AND THE 6’ ARE GOLD.

YOU MUST GET THE SILVER T0 WHERE THE GOLD ARE AND
THE GOLD TO WHERE THE SILVER RRE. THE SPRCE 1S
A PERIOD ON THE BOARD.

G00D LUCK!!  HERE 1S THE BORRD:

§5S6G. S6 6
123456789
MOVE (FROM. T0)? 5,6,
cls

IK THIS GRE YOU RRE GIVEN 8 BALLS ON R 9 HOLE
BORRD.  THE OBJECT 1S 7O REVERSE THE ORDER OF THE BALLS
THE ‘S RRE SILVER BALLS AND THE ‘G’ ARE GOLD.

YOU HUST GET THE SILVER TO WHERE THE GOLD ARE R
THE GOLD TO WHERE THE SILVER ARE. THE SPRCE IS
R PERIOD ON THE BORRD.

GO0D LUCK!! HERE 1S THE BORRD:

SSSG. 6566
123456789
MOVE (FROM, T0)? 3,5

cls

IN THIS GRIE Y0U ARE GIVEN 8 BRILS ON R 9 HOLE
BORRD.  THE OBJECT IS TO REVERSE THE ORDER OF THE BRLLS
THE ‘S’ RRE SILVER BRLLS AND THE ‘G’ ARE GOLD.
YOU MUST GET THE SILVER TO BHERE THE GOLD ARE AD
THE GOLD YO WHERE THE SILVER ARE.  THE SPRCE IS
A PERIOD ON THE BORRD.
GOOD LUCK!! HERE IS THE BORRD:

S5.6S65G6
123456789
HOVE (FROM, T0)7 4,3,

cls

IN THIS GRHE YOU ARE GIVEN 8 BALLS ON A 9 HULE
BORRD.  THE OBJECT 15 TO REVERSE THE ORDER OF THE BRLLS
THE S’ ARE SILVER BRULS RD THE ‘G’ ARE GOLD.

YOU MUST GET THE SILVER TO WHERE THE GOLD ARE D
THE GOLD TO RHERE THE SILVER ARE. THE SPRCE IS
A PERICD ON THE BORRD.

G00D LUCK!!  HERE 1S THE BORRD:

SSG. SGS5GG
123456789
HOVE (FROM T0)? 6, 4K

cis

IN THIS GRYE YOU ARE GIVEN 8 BALLS ON R 9 HOLE
BORRD.  THE OBJECT IS TO REVERSE THE OROER OF THE BALLS
THE /S’ ARE SILVER BALLS RND THE ‘G’ ARE GOLD.
YOU HUST GET THE SILVER TO IMERE THE GOLD ARE RAD
THE GOLD TO WHERE THE SILVER ARE. THE SPRCE IS
A PERICD ON THE BORRD.
GOOD LUCK!! HERE IS THE BORRD:
SSG6GS. SGG
123456789

HOVE (FROM, T0)? 8,6.

cls



cls

IH THIS GRE YOU ARE GIVEN 8 BALLS OH A 9 HOLE

BOARD. THE OBJECT IS TO REVERSE THE ORDER OF THE BALLS
THE /5’ FRE SILVER BALLS RAND THE ‘G’ ARE GOLD.

VU WIST GET THE SILVER T0 WERE THE GO0LD RRE &D
THE GOLD 70 WHERE THE SILVER fRE. THE SPRCE IS

A PERIOD ON THE BOARD.

GOOD LUCK!! HERE IS THE BORRD:

S5GG5GS. 6
123456783
HOVE (FROM, T0)? 7,8.

cls

IN THIS GRME YOU RRE GIVEN 8 BRLLS ON R S HOLE
BORRD. THE OBJECT IS TO REVERSE THE ORDER OF THE BRLLS
THE “S” ARE SILVER BALLS AND THE ‘G’ ARE GOLD.

Y0 HUST GET THE SILYER TO BHERE THE GOLD fRE AD
THE GOLD TO WHERE THE SILVER ARE. THE SPACE IS
f PERIOD ON THE BORRD.

GOOD LUCK!! HERE IS THE BORRD:

SSGGSG. S6
123456789
HOVE (FROR, T0)? 5, 7.

cis

IN THIS GRHE YOU RRE GIVEN 6 BALLS ON A 9 HOLE
BORRD. THE OBJECT 1S TO REVERSE THE ORDER OF THE BALLS
THE /S’ RRE SILVER BALLS AID THE ‘G’ ARE GOLD.

YU HUST GET THE SILVER TO HHERE THE GOLD ARE RO
THE GOLD TO WHERE THE SILVER RRE  THE SPACE IS
i PERIOD ON THE BOARD.

GOOD LUCK!! HERE 1S THE BORRD:

§56G6G. 6556
123456789
HOVE (FROM TO)? 4,5

cis

IN THIS GRME YOU ARE GIVEN 8 BALLS ON A 9 HOLE
BORRD. THE OBJECT IS T0 REVERSE THE ORDER OF THE BALLS
THE “5/ ARE SILYER BALLS AND THE ‘G’ ARE GOLD.

Y0U WUST GET THE SILVER TO HHERE THE GOLD ARE AND
THE GOLD TO KHERE THE SILVER RRE. THE SPRCE IS
R PERIOD ON THE BORRD.

GOOD LUCK!! HERE 1S THE BOARD:

SS6. 6GS5SE

123456789
HOVE (FROH, T0)? 2,4.

cls

TN THIS GRYE YOU ARE GIVEN 8 BRLLS ON A 9 HOLE
BORRD, THE OBJECT IS TO REVERSE THE ORDER OF THE BALLS
THE S’ ARE SILVER BRLLS RID THE /G’ ARE GOLD.

VOU HUST GET THE SILVER TO WHERE THE GOLD ARE RND
THE GOLD TO WHERE THE SILVER FRE. THE SPRCE IS
A PERIOD ON THE BOARD.

600D LUCK!! HERE 1S THE BORRD:

GGG 65555
123456789
HOVE (FROH, TO)? 54

cis

IN THIS GRHE YOU ARE GIVEN B BALLS ON A S HOLE
BORRD. THE OBJECT 1S T0 REVERSE THE ORDER OF THE BALLS
THE /S’ 6RE SILVER BALLS AND THE ‘67 ARE GOLD.

YOU HUST GET THE SILVER TO WHERE THE GOLD ARE AID
THE GOLD TO MHERE THE SILVER ARE. THE SPACE IS
A PERIOD ON THE BORRD.

GO0D LUCK!! HERE IS THE BORRD:

GGG 65585
123456789

Y0U HINY!!
YOU COMPLETED THE GRIE IN 32 HOVES!!!!
AGRIN? NO_

cis

16 CLERR 408

205

39 PRINT @ 418, "JRPING BALLS"

48 PRINT

o PRINT TBCT)"COPYRIGHT 4979 CRERTIVE CORPUTING HORRISTOML RI*

€0 PRINT @ 968,

78 INPUT®HIT ENTER TO STRRT";A$

66 DIN §(9, 1)

98 IF R$="N" THEN 188

188 LS

118 PRINT

128 PRINT® IN THIS GRHE YOU ARE GIVEN 8 BALLS ON A 9 ROLE®
138 PRINT"BORRD. THE OBJECT 1S TO REVERSE THE ORDER OF THE BALLS”
148 PRINT*THE ‘S’ ARE SILVER BALLS AND THE ‘G’ ARE GOLD."
158 PRINT®YOU HUST GET THE SILVER TO WHERE THE GOLD RRE RND®
168 PRINT*THE GOLD 7O WHERE THE SILVER ARE. THE SPRCE IS°
178 PRINTA PERIOD ON THE BOARD. *

188 PRINT*GOOD LUCK!! HERE IS THE BORRD:"

198 PRINT @ 576, CHR$C3L);

269 5=

218 FOR %=1 10 4

228 9% D=1

238 HEXT %

248 865, 1)=8

258 FOR %=6 70 9

268 8% 1)=2

278 HEXT &

289 R$=". SG"

299 PRINT @ 576, CHR$(3L);

WWFR XA T09

316 PRINT HIDS(RS, Q(X, D+, 1)

328 PRINT® %5

338 MEXT %

348 PRINT

350 PRINT "1 23456785°

368 S=5+1

378 PRINT @ 784, HOVE (FROM.TO)™

388 NPUT B ML

399 IF HC=9 AND D=1 AID HAC=0 AHD RiD=1 THEN 420
488 PRINT®ILLEGRL HOVE ®

418 GOTO 378

428 REH: CHECK FOR LEGRL HOVE

439 IF Hei=it OR M-i=Hd THEN 538

449 REM SUBROUTINE FOR CHECKING JUMPS, - MRKES YOUR BALLS JUP
458 IF K=9 THEN 498

468 IF M=1 THEN 548

478 IF QU1 1)8 OR OCH-1, 1)=8 THEN 428

468 GOTO 528

498 IF Q(H-1, 4)=8 THEN 469

568 GOTO 526

540 1F QU1 1)=8 THEH 488

528 IF #20H RID #-20HL THEN 488

538 IF Q(M, 4)O8 THEN 568

548 PRINT @ 768, *NOTHING AT SPACE™M; CHR¥CB): ™. "
338 GOTO 378

560 IF 844, 1)=6 THEN 598

578 PRINT @ 768, "SPRCE"; ML °IS OCCUPIED. ®

586 GOTO 376

599 QL =0 D

668 (i, 1)=8

£18 X9=0(4, 402 140G, 1404 1)

628 Y9006, D+(7, 1)40(8, 1)+, 1

638 IF X3=8 AND ¥3=4 THEN 658

648 GOTO 290

658 PRINT @ 7084, STRING$(E3, " ™)

668 PRINT"YOU HIN!!!"

678 PRINT*YOU COMPLETED THE GRIE IN'; S "HOVES!!!!"
688 PRINT®RGAIN":

€98 1NPUT RS

760 IF LEFT$CRS, )="H" THEN END

716 PRINT @ 576, STRING$(255, " ")

728 GOTO 198

84
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Keno is strictly an American inven-
tion that originated in the casinos in
Nevada, perhaps in Reno. During the
game, twenty numbers from one to
eighty are selected at random. Prior to
each game at the casino, the player
may choose from one to fifteen
numbers, or “spots” he thinks will be
selected during the game. The player
enters, or “marks,” the desired spots
and places a bet. At the end of each
game, the spots marked by the player
are compared with the twenty numbers
and the payoff is computed according-
ly. Keno seems to have a high attrac-
tion in Las Vegas because the betting is
very simple and the maximum payoffis
very high ($25,000). Nevertheless, the
probability of winning isextremely low;
indeed, Keno returns more to the
house than virtually any other game.

In this particular computersized
version of Keno, there is only one
player and he has the option only of
betting eight different spots. in Nevada
the normal bet is in multiples of 60¢:
however, in this game the bet will be
$1.20 with no multiples possible. The
payoff with eight spots marked is as

follows:
Spots Payoff
5 $10.00
6 $100.00
7 $2,200.00
8 $25,000.00

There is no payoff for zero, one, two,
three, or four correct.

This version of Keno was originally
written by Vincent Fazio.

85

KENO
COPYRIGHT 1975 CREATIVE COMPUTING MORRISTONN MJ

cls
DO YOU NEED INSTRUCTIONS? YES.
cls
KENO 1S PLAVED IN MANY CRSINOS IN LRS VEGRS.

PLAY KENO BY COMPUTER.  ONE VARIATION OF THE GAME, UTILIZES
THE RRNDOM MUMBER GENERATOR.

THE PLAYER CHOOSES 8 DIFFERENT HUMBERS FROM 1 70 €8
INCLUSIVE, AND BETS 3126, THE COMPUTER WILL SELECT
28 HUMBERS AT RANDOM RAHD WILL ELIMINATE DUPLICATES WHICH
MAY OCCUR.  ANOTHER NUMBER WILL BE INSERTED IN IT5 PLACE
SO THAT THE COMPUTER WILL OUTPUT 26 DIFFERENT HUMBERS.

PRESS AHY KEY TO CONTIMGE

cls
HERE HE G011

THE COMPUTER WILL QUTPUT & 777 MARKS. TYPE A HUMBER FROM
4 70 €8, IMCLUSIVE. AND FRESS THE RETURM KEY. REPEAT THIS
PROCESS UNTIL THE /2 MARK IS NO LONGER SHUMN.
B SRS I e S A A -

THE COMPUTER WILL SELECT 20 NUMBERS AT RANDOM. THE - -
INDICATES 1T 1S IM THE PROCESS OF SELECTING THE NUMBERS.
cis
HERE HE GO!H!

THE COMPUTER WILL QUTPUT 8 <77 HAPRKS. TYPE R NUMBER FRONM
4 T0 88, IHCLUSIVE, AND PRESS THE RETURN KEY. REFEAT THIS
PROCESS UNTIL THE 7 MARK IS NO LONGER SHOMN

74 723 7240 735 746 7 777 £572

YOUR NUMBERS ARE.

122,24, 35,46, 77,65, 2

THE COMPUTER HAS SELECTED THE FOLLOWING NUMBERS:

61,77, 2,73,€5,79, 46,99, 54, 22, 22, 72, 60, 48, 14, 64, 3,35,52, 40
THE PROGRAM NHILL COMPARE YOUR MUMBERS WITH THE

HUMBERS THE COMPUTER HRS SELECTED.

YOU HAYE GUESSED THE FOLLOWED NUMBERS:

"2Z7ITAE"T7EIY0U CRUGHT $ NUMBERS OUT OF & — YOU WIN $16.06

D0 YOU WANT TO PLAY KEND RGAIN 7.
cis
HERE WE G011
THE COMPUTER WILL QUTPUT @ /27 MARKS. - TYPE A HUMBER FROM
170 98, INCLUSIVE, RND PRESS THE RETURN VEY. REPERT THIS
PROCESS UNTIL THE /27 MARK 1S HO LONGER SHOMN

T2t 04E 78 24 %g 27 745

THE COMPUTER RILL SELECT 26 HUMBERS AT RRMDMM. THE < 7
THDICATES IT IS IN THE PROCESS OF SELECTING THE NUMPERS.
cls
HERE E G601V
THE COMPUTER WILL QUTPUT £ 777 MARKS.  TYPE A HUMEER FROM
170 88, INCLUSIVE, AND PRESS THE RETURM KEY. REPERT THIS
PROCESS UNTIL THE “° MARK IS NO LOMGER SHOWM

T 2| 242 75 4 %6 7 48

YR NUMBERS ARE.
24,2442 5 L & 743



THE COMPUTER HAG SELECTED THE FOLLOWING NUMBERS:
54,57, 58, 46,76, 29,18, 6,5%,22, 2,35,52,55,48,73, 65,13, 39,15
THE PROGRAM WILL COMPARE YOUR NUMBERS WITH THE

NIMBERS THE COMPUTER HAS SELECTED.

Y0U HAYE GUESSED THE FOLLOWED HUMBERS.

~ 6 YOU CAUGHT 1 NUMBERS QUT OF 8 —

NOT ENOUGH CORRECT GUESSES — ‘SO SOLLY’, MO PRYOFF.

DO 40U WANT TO PLAY KENO RGRIH 2.

cls
THATZS ALL FOR NOML  PLAY KEND AGRIN, BE SEEING YOU.
cis

18 €S

28 PRINT @ d14, "KENO"

38 PRINT

49 PRINT TRB(?)'COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NI
5 PRINT @ 968, °";

68 INPUT™DO YOU WEED INSTRUCTIONS'; I¢

78 DIM NC24), HC(Z3), fi8)

80 IF LEFTSCIE 1)="H" THEN 248

o s

109 FRINTKENQ 1S PLAYED IN HANY CRSINOS IN LAS VEGRS.*

149 PRINT "PLAY KEWO BY CUMPUTER. CME VARIATION OF THE GAME, UTILIZES®
120 PRINT"THE RRNDOM HUMBER GENERATOR *

438 PRINT

146 PRINT™THE PLRVER CHOOSES § DIFFERENT NUMBERS FROM 1 TO 88"

158 PRINT*INCLUSIVE. AND BETS $1.28. THE COMPUTER MILL SELECT®
160 FRINT26 HUNBERS AT RANDOW RHD WILL ELIMINATE DUPLICATES WHICH®
176 PRINT'MAY OCCUR  ANOTHER NUMBER WILL BE INSERTED IN ITS PLACE”
199 PRINTSO THAT THE COMPUTER WILL GUTPUT 2@ DIFFERENT MUHBERS. "
4199 PRINT @ 979, °PRESS AY KEY TO CONTHNUE™;

206 IF IHKEYS ="" THEN 288

e s

228 PRINT TAB(25)"HERE WE GOYM1!°

226 PRINT*THE COMPUTER WILL OUTPUT £ /2 MARKS. TYPE R NUNBER FROM ”
248 PRINT"L TO 69, INCLUSIVE, RND PRESS THE RETURHM KEY. REPERT THIS"
258 PRINT"PROCESS UNTIL THE /27 HARK 1S HO LONGER SHOMHL "

WOFR 1AL 10 8

270 PRINT @ 384, CHRE(ZL);

238 PRINT @ 256+(1-D)%6, ™"

230 THPUT (D

384 IF AC1288  THEN 32

318 IF A(IH<=6 THEN 338

228 GOTO 376

333 PRINT @ 394, "TYPE A MUMEER FROM £ TO 86, INCLUSIVE, PLEASE "
349 FOR fiR=1 70 1880

158 NEXT AR

360 GOTO 270

378 NEXT 1

386 08

WMAFRE=L T T

488 FOR J= T0 7

418 ¥=A

428 Y=R(J4)

439 TF KON THEN 570

44@ C=C+L

450 PRINT @ 284, "R DUPLICRTE MUMBER HRS BEEM DETECTED,*

466 PRINTPLERSE TYPE ANOTHER HUMBER *

478 PUT ¥

438 IF y=p THEN 530

458 IF >80 THEM 320

568 1F ¥(B THEN 520

546 ALY

528 6OTO 423

538 PRINT “TYPE A MHBER FROM 1 T0 89, INCLUSIVE, PLERSE."

S48 FOR AR=1 TO 1660

558 NEVT AR

568 GOTO 460

576 NEXT J

589 NEXT K

598 IF (=6 THEN 648

660 GOTO 388

€10 PRINT @ 304, *THE COMPUTER WILL SELECT 20 NBERS AT RRNDGH THE /i CHREC3D™

629 PRI INDICATES IT 1S IN THE PROCESS OF SELECTING THE NMBERS. ®

620 PRINT @ 326,*%

648 FOR L=1 T0 26

658 H(L<RND(ER)

668 ML

678 MEST L

638 L=2A

698 FOR K=1 10 28

780 FOR J=K 70 L1

718 K=MK

720 Y=+

730 IF ¥OY THEN 778

748 HCI+1=RIDCED)

756 Y=H(I+)

768 GOTO 738

778 NEXT J

766 PRINT CHRSCA3L)® %

798 NEXT K

899 FRINT @ 384, "VOUR NUMBERS ARE:" CHR$(31)

£10 FOR 1=1 70 8

£26 PRINT USTNGS88! " RCD; ™. %

238 NEXT 1

948 PRINT CHR$(®)

458 PRINT*THE CONPUTER MRS SELECTED THE FOLLOWING NUMBERS:®
868 FOR L=1 T0 20

878 PRINT USING®BE!" H(L): ", "

888 FOR T=1 T0 200

£90 NEYT T, L

998 PRINT CHR$(S)

916 PRINT*THE PROGRAN WILL COHPARE YOUR NUMBERS WITH THE °
928 PRINT*MIRMBERS THE COMPUTER HAS SELECTED.®

926 PRINT "YOU HAVE GUESSED THE FOLLOWED HUMBERS:®

94 6=

950 14

960 FOR J=1 70 28

978 %=RCD)

988 Y=H(J)

998 IF %=y THEN 1628

1688 NEST J

1810 5OT0 1676

1026 PRINT CHREC94);

1038 FOR ¥4=1 T0 489

1640 KET ¥

1850 PRINT USING™## AC1Y;

1868 Gofi+d

1078 1=144

1888 IF 108 THEN 968

1696 OM G+ GOTO 1400, 1160, 1188, 1168, 1108, 1186, 1263, 1228, 124@
1188 PRINT® YOU CAUGHT™; G; "HUMBERS OUT OF 8 —*

1119 PRINT"HDT ENOUGH CORRECT GUESSES — /S0 SOLLY/, O PRYOFF.
1178 PRINT"DO YOU MANT O PLAY KEHO AGRIN 2°5 CHRS(S5%

1178 RS=INKEVS

1140 AS=TNIEYS

1450 IF Af="" THEN 1140

1168 IF A$="Y" THEN 240 ELSE 1278

1176 PRINT "TYPE YES (R NO PLERSE!!"

1489 PRINT "YOU CRUGHT®; G; "NIRBERS CUT OF 8 — YOU HIN $10. 60"
1198 6OTO 4428

1268 PRINT °Y0U CAUGHT"; G; "HUNBERS QUT OF & — YOU WIN $160. 60°
1210 GOTO 1420

1276 FRINT *Y0U CAUGHT *;G; "NUMBERS OUT OF 8 -~ YOU WIN §2,209. 69"
278 GOTD 4426

1248 PRINT "YOU CAUGHT " G: "NUMBERS OUT OF § — DI WIN $25, 208, 60°

1256 FRINT "8 OUT OF 8 DOES NOT OCTUR TOD OFTEN. LUDKY.*

1268 GOTO 1426

1279 €15

1269 FRINT @ 284, "THAT'S ALL FOR NOW.  PLAY KEND AGRIN BE SEEING vOU.®
1296 FOR [=1 T0 1635

1208 NEST 1

1240 EHD
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L. Game

The L-game is a 2-player strategic
game played on a 4x4 grid. It was
originally devised by Edward de
Bono and appeared in the book, “The
Five-Day Course in Thinking.” In the
game, each player has one ‘L’ which
covers four squares (3 high x 2
across). The two L's are labelled
differently to avoid confusion. There
are also two neutral ‘boxes’ each the
size of a single square on the grid. To
play the game with the computer the
grid positions must be numbered as
follows:

1 2 3 4
5 6 7 8
9 10 11 12
13 14 15 16

L - GRME

Play always begins with all the
pieces on the board in this position:

The object of the game is simply
to position one’s L and the neutral
boxes to pin the other player's L.
Each move is a mixture of offense
and defense, for one is not only
trying to pin the other player’'s L, but
also trying to prevent his own L from
being pinned.

Either player may move first. To
move, one must pick up his L and
move it to a different position on the

board. The player may flip his L over,
rotate it 90 degrees, etc. The L must
not cover any other pieces or hang
off the edge of the board. If a player
is unable to move his L, or simply
cannot find a move, he loses the
game. Once the player has success-
fuily moved his L to a new position
on the board, he then has the option
of moving the neutral boxes. He may
move the boxes only to unoccupied
positions and he has the option of
moving one box, both boxes, or
leaving the boxes where they are. By
using the boxes effectively, one can
block off moves for the other player’s
L and possibly pin him. After the
player moves the boxes (or decides
not to move one or both) it is the
other player’s turn and play contin-
ues in the same manner.

The computer version of the L
Game was written by Bill Gardner.

This program uses TRS-80 graph-
ics which do not reproduce well on a
line printer. Therefore the sample run
does not give a true representation of
the program. The only way this
program can be truly appreciated is
torunit.

(COMFUTER IS ., YOU #RE &)

COPYRIGHT 1979 CREATIVE COMPUTING HMORRISTOMM, MJ

cls

DO YOU MEED THSTRUCTIONS? VES.

cls

L-GRHE IS A SIMPLE STRATEGIC GAME PLAYED M R 43¢
GRID BY THO OPPOSING PLAYERS, IN THIS CRSE BETWEEN vy
D THE COMPUTER.  THE GRID IS HUMBERED A5 FOLLOMS:
PRESS ANY KEY TO CONTINUE

cls

PRESS ANY KEY TO CONTINUE

cls

THE GAME IS PLAYED WITH FOUR PIECES: BOTH
YOU AND THE COMPUTER HAVE OHE ‘L’. AND THERE ARE
THO “EORES” WHICH ARE USED BY BOTH PLAYERS.
PLAY RLMAYS BEGINS WITH THE PIECES OM THE BOARD

IN THE FOLLOWING POSITION:

PRESS ANY KEY TO CONTINUE

cls

.. Bl
====if R
BRI
===={iiiied

87

FRESS ANY KEY T CONTTNUE
cls
THE OBJECT OF THE GRAME IS TO POSITION VIUR QW
L AND THE BIWES TO PREVENT THE COMPUTER FROM WOVING
L @ SE 1T IS TRYING T0 DO THE SRME TO wOu!
O HOVE, YOU MUST STMPLY ENTER THE FIUR COORDINATES
HHERE YOU WANT T0O PLRCE YOUR L IT MUST REMRIN OM THE
BOARD AHD MUST HOT COVER ANY OTHER PIECES.  YOU MUST
HOYE YOUR LY IF SOU CANHOT FIND @ HEW POSITION
FOR YOUR L. THEN THE COMPUTER HAS EFFECTIVELY PINMED YOUR
L BHD 1T WINS THE GRME
PRESS FlN‘x“ KEY TU CONTIHUE
cis

RSSUMING YOI HRVE SUCCESSFULLY MOVED YOUR L. YOU HOM
HAVE THE OPTION OF MOYING THE BOXES. YOU MAY MOVE OHE,
THO, OR HONE OF THE BOXES BY SIHFLY ENTERING THE CODRDINATES
WHERE YOU MANT TO FUT THERL  TO LERVE A EOX WHEFE 1T IS,
ENTER 175 PRESENT POSITION

FFTER Y0U HMOWE THE BOYES, 1T IS UP TO THE CONPUTER
TO FIND & BOYE FOR TS L 6HD FLAY CONTINGES M THE SRME
HAHNER.  REMEMEER THRT YOU MUST NOT OMLY TRY T0 PIN THE
CONPUTER”S L BUT ALSD KEEP YOUR QU L FROM BEING FINNED.
AL50, TT IS ERSIER TO PLAY THE GAME WITH YOUR CHN BORRD
THAN THE COMPUTER PRINTOUT. 10 RESIGN, ENTER ©,0,8,8
IN PLACE OF YOUR MOVE.  GOOD LUCK!
B0 YU HISH TO START? 0.

clis

HAYE THE OPTION OF MDVING THE BONES YOI MRY MOVE IME,
THE, O NONE OF THE BOYES BY SIHPLY ENTERING THE COURDIHRTES
HHERE YOU WEMT YO PUT THEI  TO LERVE A 0% HHERE IT 15,
ENTER ITS PRESENT POSITION

AFTER YU MOYE THE BOYES, 1T IS UF TO THE COMPUTER
TO FIND A HOVE FOR 175 L 8D FLEY CONTINUES IN THE SHIE
MANNER.  REWEMBER THAT YO HUST HOT DMLY TRY TO PIN THE
COMPUTER’S L BUT ALSQ KEEP YOUR CWH L FROM BEIMG PTIED.
BLSO, 1T 1S ERSIER TO FLEY THE GAME WITH VoIt 044 BORRD
THAN THE COMPITER PRINTOUT. T RESIGN, ENTER &0.0,0
1M PLACE OF YOUR MOVE. G000 LUCK!
DO YOU WISH TO START? M
COMPUTER MOVES TO 2 6 48 &

cls




cls

]

13 BEHHEEE 16

=zo=iiifiii==ss

VILR MOVE FOR L7 & T 4L 15
cls

. Bt
. B o
L B
........ 121 30
i
LR
=§ii =
cHEHRRER 16
=Hit it

VOUR MOVE FOR L? 87,4445
YOUR MOVE FOR THE BOXES? 4,16

cls

2 6 18 1
cis

R
SR

.. HURBHEES

Bhig .

LB

. ===

BiiHd16:

===z, §Sff==ss

YOUR MOYE FOR L? 2,4, 7,44

YOUR MOYE FOR THE BOYES? 13,16
cls

OO
R 3]

. BREREEEY
.. Bl
.. HENE: 2
.. Hids===

COMPUTER HINS!
PLAY AGRIN® NG

cls

4 TLEAR 1000

2 (LS

B PRINT @ 412,°L - GRME"

48 FRINT

S PRINT TREC?)"COPYRIGHT 1979
CREATIVE COMPUTING MORRISTOMN, NJ°

60 PRINT & 968, "™

76 THPUT"DO YOU NEED INSTRUCTIONS™; I8

o8 DI G4y, 0G4 T4D. BCAE), N(iE), MO8

9@ IF LEFTHC14, 10="9" THEN 2188

109 (L5

118 Af="y"

128 IF LEFTH(AS, D)="H" THEN 139

138 LET F2=8

148 GOTO 160

156 LET F2=1

168 GOSUB 198

178 GOTO 3%0

199 REM INITIALIZE DATA

198 REW BL B2 = PUSITIONS OF BOYES

260 REM £(4.2,2,4) = COMPUTER’S POSITION (L)

246 REM 0(L,2,%,4) = OPPONENT’S POSITION (L)

728 REM T(4,2,3,4) = £,7,18,14 = CENTER POSITIONS

279 REM B(L...16) = BORRD:

248 PEM B(x)=8 EMPTY

250 REM B(X)=t OPPOHENT‘S L

262 PEH B()=2  COMPUTER’S L

270 REH B(X)=3  BOX

260 RESTORE

WEORTR L 16 2 7, 6 6 44 7, 48, 15, 18, 3 44, 1

WOORTAZ 22 6 6 24 6821 68L1L3

716 READ BL B2

20 FOR ¥=1 T0 4

328 READ CCX), OCK), TOD

348 NEXT 3

338 FOR =1 T0 16

368 READ BOD

378 HEXT X

280 PETIRH

99 PRINT "DO YOU WISH TO STRRT";

48 INPUT RS

410 IF LEFTS(RS, 1)="N" THEN %00

428 REM OPPONENTS MQVE

438 GOSUB 2858

448 PRINT

458 PRINT "YOUR HOVE FOR L%

480 THPUT D(LY, D23, D(2), D()

476 IF RBSCDCL))+RBSID())+RBS(DI3))
+ABS(D(4))=0 THEN 1788

458 REH BUBBLE SORT

4939 FOR ¥=1 T0 4

598 FOR v=2 T0 4

510 IF DoD(e-1) THEN S50

520 LET 2=I(Y)

520 LET DLYO=D(Y-1)

948 LET D(Y-1)=2

558 HEXT ¥

568 HEXT %

570 REM CHECK LEGRLITY

560 FOR %=1 70 4

598 LET H(A=DCX)

608 NEXT 3

548 LET ti=4

628 LET Fi=0

£30 GOSUB 2298

646 IF MO4 THEN 1720

€58 FOR ¥=1 T0 4

€68 IF B(H(E)L THEN 1728

678 NEXT 4

688 FOR %=1 70 4

£30 LET BLOR))=0

708 HEXT X

718 FOR ¥=1 70 4

728 LET BUHCD)=L

730 LET QGH=H0D

74 MEXT X

750 LET B(BL)=0

768 LET B(B2)=H

776 PRINT "YOUR MOVE FOR THE BORES”

7686 NPT ¥, ¥

798 IF ABSCHABS(YIOWHY THEN 1758

ogf IF ¥=Y THEN 1750

810 IF B(X)4B(Y)30 THEN 1758

828 LET Bl=X

€3 LET =Y

247 LET BBD=2

250 LET B(B2=Z

@50 PRI PO KT

970 GISUB 2860

$69 REM CIMPUTER’S MOVE

88

B9 REM REMOVE C(i-4) FROM EORRD

980 FOR ¥=1 10 4

10 LET B(C(X))=0

928 HEXT %

926 GOSUB 193

948 LET Fi=1

959 LET M=Z

969 GOSUB 2398

970 IF W1=0 THEN 1868

988 REM FIND ROVE WITH BEST CENTER COVERRGE

998 GOSUB 1688

1089 FOR E=6 10 Mi-4 STEP 4

1819 FOR F=1 70 4

1026 FOR G=1 10 4

1638 IF WEFCOTE) THEN 1858

1648 LET NGE/A4+D=HE 4+

1956 HEXT &

1060 HEXT ¥

18760 HEXT E

1608 GOSUB 2626

189@ REM PUT MOVE IN C(4-4)

1160 LET ¥=(2-134

1118 FOR %=1 70 4

1126 LET CCR=HR+Y?

1139 LET B(CG)=2

1148 HEXT X

1158 PRINY

4168 PRINT *COMPUTER MOVES T0 ":C(i%"
R RN O F I VO TR IR C Y

1176 REN FIND MOVES FOR BOXES

1186 REN REMOVE BOXES FROM BOARD

1198 LET B(BL)=R

1289 LET B(B2)=B

1218 REM 1S OPPONENT IN CORNER?

1226 FOR I=1 70 4

1239 FOR J=1 10 4

1248 IF B(D=T(J) THEN 1280

1258 NEXT J

1268 HEXT 1

1278 REW OFPONENT IN CORNER, 1GHORE CENTER

1269 GOTO 1478

1290 REM GPPONENT NOT IN CORMER, FILL CENTER MITH BOXES

1309 FOR %=1 T0 4

4318 1F B(TCX)))8 THEN 1358

1320 LET BL=TCX)

1338 LET B(BL=Z

1248 GOTO 1280

1356 MEXT X

1369 PEM ND SPACES IN CENTER

1378 GOTO 1478

1384 FOR %=1 T0 4

1296 IF BCTCR)D8 THEN 1428

1460 LET BZ=TO0

1418 LET B(B2)=3

1420 GOTO 1548

1438 HEXT X

1440 REM CENTER FILLED

1456 GOTO 1548

1468 REN BOTH BOYES T0 BE POSITIONED

1479 GOSUB 2150

1468 LET BI=BZ

1496 LET B(BL)=Z

4568 REW ONE BOX 7O BE POSITIONED

1518 GOSUB 2150

1520 LET 8283

1538 LET B(BD)=3

1548 PRINT TAB(S); “MOVES BOXES 70 “;BL " AND *;B2

1550 FOR %=1 70 4

1568 LET BCOCR)=L

1578 HEXT 4

1580 GOSUB 2868

1590 REM CHECK FOR HIN

1688 FOR ¥=1 10 4

1618 LET B(OCA))=8

1628 MEXT X

1620 GOCUB 1938

1648 LET Fi=2

1656 LET M=Z

1668 GISUB 2299

1676 IF 111=@ THEN 1788

1680 FOR %=1 70 4

1698 LET BCOGOI=L

176@ NEXT X

1718 G070 448



1728 PRINT “ILLEGAL MOVE FOR L. "
1738 PRINT
1749 GOTO 448
1758 PRINT "ILLEGRL MWOME FOR BOX. “
1766 PRINT
1778 GOTO 778
1768 FRINT "COMPUTER WINS!®
1758 GOTO 1646
4860 PRINT "CONGRATULATIONS! YOU HAVE QM. ©
1818 PRINT
1626 PRINT "PLAY AGRIN";
3208 INPUT A$
1548 IF LEFTS(RS, )="Y" THEM 168
1659 GOTO 3646
1868 REM Hx SUBROUTINES #ote
278 REM ERFSE NOD
1888 FOR %=1 TO 46
1896 LET N(X)=B
1908 NEXT ¥
1918 RETURN
1926 REM STORE LOCATIONS OF UROCCUPIED POSITIONS IN NCX)
1938 LET Z=8
1940 FOR %=1 T0 16
1956 IF BCGOO® THEN 1968
1960 LET 2
1978 LET N(Zi=i
1960 NEXT ¥
1396 RETURN
2080 REW THIS SUBRGUTINE RETURNS THE LOCATION OF THE LARGEST
240 REM YRLUE TN NGY).  TF A TIE EXISTS A RRNDOM CHOICE 1S MRDE.
2020 LT Y=
2836 LET 2=t
248 FOR #=1 T0 /4
2638 IF NOGHLY THEN 2168
2666 TF NCDOY THEN 2629
2678 1F RHD(LY2. S THEN 2160
2838 LET v=NCX
2836 LET Z=X
21088 NEXT X
2418 RETURH
2478 REM BOX-FIND
2176 REM THIS SUBRIUTIME FINDS THE MOVE FOR R BOM THART WILL
2146 REH MOST RESTRICT THE OFPONENTS L IN TERMS OF MOVES POSSIELE
2156 FOR 8=1 T0 4
2166 LET B(OCK)=f
2179 NEXT ¥
2180 GOSUR 1936
2199 LET F1=2
2208 LET Hi=2
2218 GOSLB 2296
2226 GOSUR 1924
2238 FOR %=1 TO ML
2248 LET NOHCR))=HCH(D )+
2258 NEXT R
2268 FOR ¥=1 TO 4
2278 LET R(OCN))=R
2288 NEXT X
2298 LET =64
2208 GOSUE 2028
2318 LET B3=Z
2328 RETURH
233 REM L-FIND
2248 REW THIS SUBROUTIHE CALCULATES ALL POSSIBLE HOVES FOR AN L GIVEM ALL
2358 REM EMPTY POSITIONS IN NCX).  IF Fi=1, THE CURRENT FOSITION OF THE
226G REM COMPUTER’S L 1S OMITTED. OTHERWISE, THE CURRENT POSITION OF THE
2370 REM GPPONENT'S L 15 OMITTED.  MOVES ARE RETURMED IN HM(X), AND
2286 REM ML IS THE LENGTH OF MCXD. (ML = NUMBER OF MOVES * 4)
2236 LET Mi=8
2468 LET J=4
2418 LET K=
2428 GOSUB 2470
2478 LET J=1
2448 LET =4
2438 GOSUE 2476
2468 RETURN
2473 LET P=B
2480 LET P=P+i
2430 LET Re:=NFY
2309 LET ¥=F
2518 LEY 1
2528 IF oML THEN 2648
2538 IF HOOD-ROLOT THEN 2518
2540 LET RGZI=H(
2559 LET A=l
Z0E8 IF LMY THEN 2648
23708 IF HOD-RC2ICH THEN 2556
2326 LET ACM=HGD

- P

2598 FOR E=1 TO M

2608 1F RBS(NCE)-R(1))=K THEN 2668
2618 IF RESCNCE-R(2))=K THEN 2668
2620 NEXT E

2635 GOT0 2488

2649 IF PCHA-2 THEN 24680

2658 RETURN

2666 LET A(4)=N(E)

2676 FOR F=1 T0 4

2668 IF ACFI/4OIHTRE 4> THEN 2728

299 FOR G=1 T0 4
2788 IF ACK-ACFIL THEN 2628
2716 HEXT G

2726 NEXT F

2738 FOR Y=1 T 4

2248 1F Fi=1 THEN 2780

275 IF RAHOUY) THEN 2688
2768 NEXT ¥

2776 GOTO 2628

2788 IF ACHOLY) THEN 2600
2799 GOTO 2768

2660 FOR V=1 70 4

2016 LET HOHAD=R(Y)

7926 NEXT ¥

2635 LET M=+

2848 GOTO 2676

2850 REM BORRD PRINTOUT SUBROUTIN
268 (LS

2676 1F F2=1 THEN 1165

2090 FR E={ 70 13 STEP 4
2890 FOR F=1 70 3

2990 FOR 6= 10 E43

3488 PRINT "L AND IT WINS THE GRHME.®

2498 GOSUB 3638

3598 PRINT © ASEUMING YOU HAVE SUCCESSFULLY MOVED VOUR L. vOU NOW®
7540 PRINT "HAVE THE OPTION OF MOVING THE BOES. YOU MAY MOVE ONE, °
2528 PRINT “THO, OR HONE OF THE BOXES BY SIMPLY ENTERING THE CODRDIMATEC®
3536 PRINT “WHERE YO WANT TO PUT THEM  TO LERVE R BOX WHERE IT I5,"
2546 PRINT "ENTER ITS PRESEHT POSITION ®

3328 PRINT ® AFTER YOI WOWE THE BORES, IT IS UP TO THE CONPUTER®
2569 PRINT "TO FIND A WOVE FOR ITS L AND PLAY CONTINUES IN THE SAME®
35370 PRINT "MANNER. REMEMBER THAT YOU WUST NOT OHLY TRY 70 PIN THE"
3580 PRINT "COMPUTER’S L BUT ALSO KEEF YOUR OWN L FROM BEING PINNED. *
3599 PRINT “RLSD, IT IS ERSIER TO PLAY THE GRME MITH YOUR OMM BORRD®
3680 PRINT “THAH THE COMPUTER PRINTOUT. TO RESIGN, ENTER ©,0,9,8"
2619 PRINT "IN PLRCE OF YOUR MOVE. GOOD Lutw’®

1620 PRINT

3620 GOTC 144

3646 END

2658 PRINT @ 379, “PRESS AHY KEY TO CONTINUE®:

3660 IF IHKEYS ="" THEN 2666

676 (15

2689 RETURN

2910 (H B(G+L GOTO 29268, 3049, 2938, 2659

2520 IF F=2 THEN 2959

2928 PRINT "====";

2541 GOTO 3128

2358 FRINT "5

2968 IF (09 THEN 29938

2970 PRINT ' ° CHREC4G+G); " %
2989 GOTH 2126

2830 PRINT "1"; CHR$(384G); "~ %
3668 GOTO 2120

3610 PRINT “HB##"

3628 GOTO 3120

2038 PRINT STRING$(4, 194);
348 GOTO 3120

36858 IF F=2 THEN 3118

3868 IF F=1 THEN 2098

3076 PRINT CHRECL4DISTRINGS(Z, 148)CHRE(142);

1068 GOTO 3120

7098 PRINT CHRECISEISTRINGS(2, 146)CHR$(188);

3168 GOTO 2428
3149 PRINT CHR&C194)®
2B NEST 6

3436 PRINT

2148 HEXT F

3458 HEXT E

3160 PRINT

178 RETURN

2460 REM INSTRUCTIONS
2190 (LS
3288 PRINT ¥

* CHRS(194);

L-GRME IS A SIMPLE STRATEGIC GAME PLAYED ON A1 444"

3218 PRINT "GRID BY THO OPPOSING PLRYERS, IN THIS CASE BETMEEN yOU"
3220 PRINT "AND THE COMPUTER  THE GRID IS NUMBERED AS FOLLOMS:®

3236 LET F2=0
2246 FOR ¥=1 T0 16
2258 LET B(R)=8
2268 HERT ¥

1270 GOSUE 2658
I260 GOSUB 2866
2298 GOSUB 2658
3308 PRINT *

THE GRME IS PLAYED WITH FOUR FIECES: BOTH

3346 PRINT "YOU AHD THE DOMPUTER HAVE QNE “L’, AND THERE ARE"
3326 PRINT “THO EUMES” HHICH ARE USED BY BOTH PLAYERS. "
2338 PRINT "PLAY ALUAYS BEGIMS WITH THE PIECES ON THE BOARD®
3240 PRINT "IN THE FOLLOMING POSITION:*

I350 GOSUE 180
3368 GOSUB 2650
GOSUE Za68

3388 PRINT "(COMPUTER 1S " CHRE(IS1)®, YOU ARE &)°

1350 GOSUE 2e5@
3408 PRINT *

THE DBJECT OF THE GAME 1S TO POSITION YOUR OMN®

3418 PRINT “L AND THE BOXES TO PREVENT THE COMPUTER FROM MOVING®
34208 PRINT "ITS L OF COURSE, 1T IS TRYING TO DO THE SRME TO vou!"
Z4ZB PRINT °TO MOYE, YOU MUST SIHPLY ENTER THE FOUR COORDINRTES®

2449 PRINT "WHERE YOU URMT TO FLACE YOUR L
2430 PRINT “BURRD RND MUST NOT COVER RNy OTHER PIECES.
IF Y0 CRHNOT FIND A NEMW POSITIONY

3460 PRINT "HOVE YOUR L!

IT WUST PEMRIN @ THE®
You wusT”

2470 PRINT "FOR YOUR L, THEM THE COMPUTER HAS EFFECTIVELY PINNED YOUR®

89



This program is a life-expectancy
test derived from Peter Passell's book
“How To.” The test asks you a series of
questions dealing with your life-style
and environment. At the end of the
questioning, the program gives your
estimated life-expectancy and the
percentage of the population you
should outlive.

You may wish to experiment with
certain variables to see what effect they
will have on your lifespan. It's unlikely
that you want to change your sex, but
you may wish to check out the effect of
smoking, drinking, mental attitude or
weight.

This program was written by John E.
Rogers.

LIFE EXPECTRNCY
COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOMN, NJ
DO YOI NEED INSTRUCTIONS? YES.

cls

THIS 1S A TEST T0 PREDICT YOUR LIFE EXPECTRNCY.
HILL ASK YOU A SERIES OF SHORT QUESTIONS, HHICH YOU HILL
REPLY BY TYPING IN THE CORRESFONDING RHSWER TO THE
GUESTION

EXAPLE: WHAT IS YOUR SEX?
M=MALE
F=FEMALE
‘W AND “F/ ARE THE POSSIBLE REPLIES 70 THE QUESTION RHEHER
LIKE THIS:
CHOOSE ONE (F THE LETTERS ABOVE? M
TYPING AN /M SIGNIFIES THAT YOU ARE A HALE

PRESS PNY KEY TO CONTIHE

cls

HHEEN
fRE YOU MALE OR FEWALE?
M= MALE
F = FEMALE.
CHOOSE ONE OF THE LETTERS REOYE? M.

cls

+HLIFE STYLEH
WHERE DO YU LIVE?

G = IF ¥OU LIVE IN AN URBAN ARER WITH R POPULATION OVER 2 MIL.

K = If YOU LIVE IN A TOWN UNDER 1@,@09 OR ON A FARM
I = HEITHER
CHOOSE OHE OF THE LETTERS ABOVET K.

cls

90

HOW DO YOU WORK?
= IF YOU WORK BEHIND A DESK
L = IF YOUR JORK REQUIRES HERYY PHYSICAL LABOR
1 = NONE OF THE ABOVE.
CHOOSE ONE OF THE LETTERS RBOVE? M.

cls

HOW LONG DO YOU EXERCISE STRENUGUSLY.
CTERHIS, RUNNING, SHIMING, ETC. 32
F = FIVE TIMES A MEEK FOR AT LERST A HRLF HOUR.
K = JUST THO OR THREE TIMES A WEEK
1= D0 NOT EXERCISE IN THIS FASHION.
CHOUSE OHE OF THE LETTERS ABOVE? K.

cls

WHD DO Y0 LIVE MITH?

W= TF YOU LIVE WITH A SPOUSE, FRIEMD, OR IM A FAMILY.
H = IF Y¥OUYVE LIVED ALONE FOR 1-18 YEARS SINCE RGE 25

= FOR 11-20 YEARS.
H = FOR 21-28 YEARS.
E = FOR Zi-49 YEARS,
[ = HORE THAN 4@ YEARS.
CHODSE TNE OF THE LETTERS ABOVE? H.

cls
HHPSYCHE+++
DO YOU SLEEP MORE THAM 48 HOURS R HIGHT?
1=H0
£ = YES,

CHOOSE ONE OF THE LETTERS ABVE? 1.

cls

HHHENTAL STATEH+

M = IF VOU ARE INTENSE. RGGRESSIYE, OR ERSILY ANGERED.
L = IF YOU ARE EFSY GOING, RELRXED, OR A FOLLOWER

I = HEITHER
CHODSE ONE OF THE LETTERS REOVE? I-

cis

+++HON YOU FEEL++
ARE YOU HAFPY (R UNHAPPY?
J = HRPPY.
G = UNHAPPY.
1 = HEITHER
CHONSE UME OF THE LETTERS ABOVE? J.

cls

+HFRCTORSH

HRYE YOU HAD A SPEEDING TICKET IN THE LRST YERRY

= YES.
=MD
CHOOSE ONE OF THE LETTERS RBOVE? 1.

cis
++3 THUOME+H++
GO YOU ERRN MORE THEH 456,000 R VEAR?
G = YES.
1= M0

CHOOSE ONE OF THE LETTERS AROVE? 1.

cls




+HECHOOLING++ +++CURRENT RGE+++

3 = IF Y0U HAVE FINISHED COLLEGE. K = IF V0U ARE BETHEEN 30 AND 48 YEARS OLD.
L = IF YOU HAYE FINISHED COLLEGE WITH A GRRDUATE L = BETHEEN 48 AND 50,
OR PROFESSICNAL DEGREE. F = BETWEEN 58 AND 76.
1 = NOTHING LISTED. N = VR 78
CHOUSE OME OF THE LETTERS ABOVE? 1. 1 = UNDER 38,
: (HOOSE ONE OF THE LETTERS ABOVE? 1.
cis
cls
HHAGE
ARE YOU 65 OR OLDER AND STILL WORKING?
L= VS YOU ARE EXPECTED TO LIVE 10 THE AGE OF 56 VEARS.
I=H0 QUTLIVING 757 OF THE MEN AND 5% OF THE HOHEN
CHODSE OME OF THE LETTERS ABOVE? I HOULD ¥0U LIKE ANOTHER ESTIMATE? MO_
cls cls
HHHEREDI T¥++
K = IF ANV GRANDPARENTS LIVED TO 85 VEARS (LD, lads
0 = IF AL FOUR GRANDPARENTS LIVED TO BE 89 VEARS 0LD. %Mﬁ% LIFE EXPECTRICY™
I = HO GRAMDPRRENTS QUALIFY IN THE ABOVE. 49%11 »
OF OF THE ABOVE?
CHOOSE LETTERS & 5 PRINT TRB(?)"COPYRIGHT 4979 CREATIVE COMPUTING HORRISTOMN, NJ*
: 68 PRINT & 968, °";
cls 78 INPUT*DO YOU NEED INSTRUCTIONS"; I
88 IF LEFTSCIS, 1)="N° THEN 239
HAS ANV PRRENT DIED OF A STROKE OR HEART ATTACK 98 015
BEFORE THE fGE 0F 507 168 PRINT *  THIS IS R TEST T0 PREDICT VOIR LIFE EXPECTRMCY. I
E = ¥E5 148 PRINT "WILL RSK YOU A SERIES OF SHORT QUESTIONS, WHICH YOU WILL®
I=H 128 PRINT “REPLY BY TVPING IN THE CORRESPONDING ANSHER TO THE®
CHOOSE ONE OF THE LETTERS ABOVE? I_ 130 PRINT "QUESTION. *
148 PRINT * EXRIPLE: WHAT IS YOUR SEX?*
cls 158 PRINT * HHALE®
168 PRINT ® F=FEMALE"
+HFRKILY DISERSES++ 178 PRINT “/M' RND ‘F/ PRE THE POSSIBLE REPLIES TO THE QUESTION, ANSHER®
ANY PARENT, BROTHER, (R SISTER IDER 50 HES (OR HAD) 189 PRINT “LIKE THIS:®
CRHCER, A HEART CONDITION. OR DIABETES SINCE CHILDROMD? 198 PRINT *© CHOOSE ONE OF THE LETTERS RBOVE? M°
K = VES 288 PRINT “TYPING AN ‘W’ SIGNIFIES THAT YOU ARE A MALE *
=M 248 PRINT @ 979, "PRESS ANY KEY TO CONTIME™;
CHOOSE ONE OF THE LETTERS RROVE? 1. 28 IF INKEVS =°" THEM 220
238 RSt
cis
HHERL THe+

HOM HUCH DO YOU SHOKE?

i = IF YOU SHMOKE HORE THRAN THO PRCKS A DRY.
€ = ONE TO THO PACKS A DAY.

M = OHE HALF 7O ONE PRCK A DAY,

1= DON'T SHOKE.

CHOOSE ONE OF THE LETTERS ABOVE? I

cls

+HDRINKING+++
DO YOU DRINK THE EGUIVALENT OF A
GUARTER BOTTLE OF ALCOHOLIC BEVERAGE A DAY?
H=Y¥ES
=8
CHOOSE OHE OF THE LETTERS ABOVE? I.

cls

HHEIGHTH
A = IF VOU ARE OVERHEIGHT BY 56 POUNDS OR HORE.
E = OVER BY 28-50 POUNDS.
G = OVER BY 16-38 POUNDS,
1 = NOT OVERWEIGHT,
CHOOSE ONE OF THE LETTERS ABOVE? 1.

cls
+HCHECKUPS+4++
IF YOU ARE A MALE (VER 48 DO YOU HAVE AN ANNUAL CHECKUP?
= YES.

I = N0, OR NOT R HALE OVER 48 YEARS OLD.
CHOOSE OHE OF THE LETTERS FABOVE? K.

cls

IF YOU RRE A MORAN DO YOU SEE 4 GYNECOLOGIST OMCE A YERR?
K = VES,
T = K0, OR HOT A HOHAN,

CHOOSE QNE OF THE LETTERS ABOVEY 1.

cls
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248 =72

236 Re="RECDEMGHINKLFHO"

268 GOTO 1478

278 R5=R3+1

289 IF R324 THEN 1696

298 DATR “+++SEX+H"

306 DATR “"ARE YOU MALE OR FEMALE?"
316 DATA " = WALE ©

126 DATA © F = FEMALE ®

379 DATR 2, "HF"

240 DATA "++4LIFE STYLE+H®
338 DRTA “WHERE DO YOU LIVE?"

366 DATA °G = IF YOU LIVE IN AN URBAN ARER WITH R POPULRTION OVER 2 MIL.°

378 DATR “K = IF YOU LIVE IN A TOMN UNDER 18,688 OR ON R FARIL “
388 DRTR * I = NEITHER®

398 DATA 3, "GKI”

489 DATA "HOW DO YOU WHORKY"

416 DATA "# = IF YOU HORK BEHIND R DESK. *

426 DATA °L = IF YOUR WORK REQUIRES HERWY PHYSICRL LRBOR"
428 DATR * 1 = NOKE OF THE ABOVE. ®

448 DATR 2, "MLI"

450 DATR "HOM LONG DO YOU EYERCISE STRENUOUSLY, "

468 DATA “{TENNIS, RUNNING, SHIMMING, ETC. )?"

478 DRTR “F = FIVE TIMES A WEEK FOR AT LERST A HALF HOUR *
488 DATA K = JUST THO OR THREE TIMES A MEEK ®

490 DATA * 1 = DO HOT EXERCISE IN THIS FRSHION ®

586 DRTR 3, "FKI"

540 DATR "WHG DO YOU LIVE HITH?®

528 DRTR “N = IF YOU LIVE WITH Al SPOUSE, FRIEMD, OR TH @ FAMILY.”
520 DATA "H = IF YOUW/YE LIVED ALONE FOR 4-1@ VERRS SINCE AGE 25.°
548 DATA "G = FOR 11-28 YEARS.®

556 DRTA “M = FOR 21-28 VERRS.*

568 DATA "E = FOR 31-48 YERRS.*

578 DATA © D = HORE THAN 46 YEARS. *

564 DATR 6, "MHGMED"

598 DATR "+++PSYCHE+H"

€@ DATA DO YOU SLEEP HORE THAN 18 HOURS A HIGHT?®

616 DATR "1 = HD.°

628 DATR " E = YEG."

&8 DATA 2,°1E"

648 DATA "+HHENTAL STRTE#HH"

656 DATA M = IF YOU ARE INTENSE, RGGRESSIVE, OR ERSILY ANGERED. "
€68 DATA *L = IF YOU ARE EASY GOING, RELAXED, OR A FOLLOMER "
675 DATA * 1 = NEITHER"

608 DATA 3, "WLI"

698 DATA "+++H0H YOU FEEL#++"

706 DATA "ARE YOU HAPPY OR UNHRPPY”"

716 DATR *J = HRPPY. ®

728 DATA "G = UHHAPRY. ©

738 DATR * I = NEITHER®

740 DATA 2, "JGI*

758 DATR "+HFACTORGH"

768 DATA "HAYVE VOU HRD R SPEEDING TICKET IN THE LRST VEAR?"
770 DATA °H = YES.*

7en DATR™™ I = NO.®

796 DATA 2, "HI®

800 DRTR “+++INCONE+++"

210 DATA "DO YO EARN MOPE THAM $56,608 A YEAR?"

828 OATA "G = YES.®

S DATA " 1= NG T

240 DATAR 2, "GI"

238 DRATA "+++SCHOOLIHGHH"

€68 DRTA ] = IF YOU HAVE FINISHED COLLEGE "

370 OATR "L = IF YOU HAYE FINISHED COLLEGE WITH A GRADUATE"
€36 DATA “0R PROFESSIONAL DEGREE. *

£99 DATA " I = NOTHING LISTED. "

4@6 DRTA 3,"JLI*

918 DATR “+HAGE+HH"

926 DRTA "ARE YO €5 OR OLDER AND STILL NORKING?"

9% DATA "L = YES. "

248 DATR " 1 = NO*

339 DATA 2,7L1"

968 DATA “+++HEREDITY+++"

47 DATR " = IF ANY GRANDFARENTS LIVED TO 85 YEARS OLD.*
986 DATA "0 = IF ALL FOUR GRANDPARENTS LIVED T BE 88 VEARS OLD."
9% DATA * 1 = NO GRANDPARENTS GUALIFY IN THE ABOVE. "

180@ DATA 3, "KO1"

1618 DATR “HRS ANY PRRENT DIED OF R STROKE OR HERRT ATTACK"
1626 DATA “BEFIRE THE AGE OF 587"

1030 DATA °E = YES.¢

1046 DATR “ T = HO."

1838 DATA 2, "E1*

4068 DATA "+++FRAMILY DISERSESH+"

1078 DATA "ANY FARENT, BROTHER, OR SISTER UNDER 58 HAS (OR HAD)®
1683 DATA “CANCER. A HEART CONDITION. OR DIRBETES SINCE CHILDHOOD?"
1699 DATA "M = YES*

1168 DRTR * I = NO"

1118 DATA 2, *n1"

1428 DATA “+++HERLTH#++"

1130 DATA “HOM HUCH DO YOU SHOKE?"

1440 DRTA “A = IF YOU SHOKE MORE THAN THO PACKS A DAY."
1150 DATR “C = ONE TO THO PACKS R DRY.©

1468 DATA "M = ONE HALF TO ONE PRCK A DAY. *

1478 DATR * 1 = DON‘T SHOKE. *

1188 DATA 4, "RCMI"

1190 DATA "+HDRINKINGHH"

1289 DATA “DO YOU DRINK THE EQUIVALENT OF A"

1218 DATA "QUARTER BOTTLE OF ALCOHOLIC BEVERAGE R DAY?”
1220 DRTA *H = YES"

1238 DATA " 1 = NO°

1248 DATA 2, "HI"

1250 DATA “+HUEIGHT+++"

1260 DATA “A = IF YOU ARE OVERHEIGHT BY 58 POUNDS OR MORE *
1278 DATA "E = OVER BY 36-50 POWNDS. ™

1260 DATA "G = OVER BY 18-38 POLKDS. ©

1298 DATAR ® 1 = NOT OVERMEIGHT. ®

1366 DATA 4, "REGI™

4316 DRTA “HHCHECKUPSH+"

4320 DRTA "IF YOU ARE A MALE OVER 48 DO YOU HAVE AN AMNUAL CHECKUP?®
4338 DATA *K = ¥ES.®

4248 DATA * 1 = N0, OR NOT A MALE OVER 48 YEARS GLD.”
1358 DATA 2, "KI®

1368 DATA "IF YOU ARE A HOMAN DO YOU SEE A GYNECOLOGIST ORCE A VERR?"
1378 DATA °K = ¥ES.*

4388 DATA * 1 = KD, OR HOT A WOMAN. ©

4399 DATA 2 *KI"

1400 DATA "+++CURRENT RGE+H+"

1410 DATR "K = IF YOU ARE BETHEEN 30 AND 48 YERRS OLD.°
1420 DATA "L = BETHEEN 48 A1D 58"

1438 DATA “F = BETWEEN 58 AND 78."

1448 DATA "N = OVER 78."

1453 DATA " 1 = LADER 38.*

1468 DATA 5, "KLFNI®

1478 (LS

1480 PRINT @ 236, "%

1490 FOR B=1 T0 7

1568 RERD 8%

1540 IF LEFT4(0S, 1)=" " THEN 1548

1528 PRINT = ;8%

1538 NEXT @

1548 PRINT " ™08

1558 READ C, C4

1568 PRINT "CHOOSE ONE OF THE LETTERS ABOVE";

1578 1HPUT G

1580 FOR C2=1 T0 C

1598 IF LEFT$(G$, 1)=HID$(CS, C2, 1) THEN 41620

1608 NEXT C2

1610 GOTO 1568

1620 FOR ¥=1 T0 45

1678 IF LEFTSCGE, D=HIDS(RS, N 1) THEN 1658

1648 MEXT N

1650 H=N-9

1668 2=241

1678 (LS

1680 GOTO 270

1698 PRINT @ 256, "V(U ARE EXPECTED 70 LIVE 70 THE AGE OF%
1768 FOR 29=1 T0 1668

1716 HEXT

1728 PRINT 2

4738 FOR 29=1 10 568

1748 NEXT

1759 PRINT™YERRS. "

1768 IF 2(60 THEN 1838

1779 FOR Y=€4 TG Z STEP 5

1720 READ M, F$

4799 NERT ¥

1800 DATR "26%", 152", 367", “20%°, "481°, 381", "644™, "394"
1518 DATR "754%, U540, “87R, M705°, 96X, 881", °93, 94", "99. 64"
1526 PRINT "QUTLIVING ™ M$;® OF THE MEN AHD ™ F&i " OF THE MOMER "
1230 IHPUT “MOULD YOU LIKE RHOTHER ESTIMATE";RESPS

1848 IF LEFTS(RESPS, 1)="Y" THEN RESTORE: GOTO 228

1850 END
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Lissajous

This program prints Lissajous
patterns. You enter relative X and Y
frequencies and the Y phase of pi. The
relative frequencies for Xand Y must be
a positive number one or greater. The
phase may be between zero and any
number you want.

We have experimented with a wide
range of relative frequencies and
phases and come up with some
startlingly beautiful patterns. Some are
starkly plain while others are amazing-
ly compiex. If the frequencies go much
beyond nine or ten, the patterns
generally become jumbled and difficult
to decipher particularly if they are
being printed out on the normal hard
copy terminal. Nevertheless, it's fun to

experiment.
This program was originally written
by Larry Ruane and modified by

several other people along the line. it
appeared first in Creative Computing,
Sep/Oct 1977.

LISSAJOUS
COPYRIGHT 41979 CREATIVE COMPUTING MORRISTOMN, NJ

cis
RELATIVE FREGUENCY FOR X? 2

RELATIVE FREQUENCY FOR ¥? 6
¥ PHRSE, MULTIPLE OF PI? 6.

cls
*®
¥ ¥
¥ #
*
*
*
*
*
ES
* *
#* *
* ¥
Ed *
* *
* *
* *
* *
& *
Ed
* *
* *
* *
£ *
* *
% *
* *
# *
* *
¥
£
*
£ 3
*
3
* £ 3
* *
*
cls

L]

—

cls

RELATIYE FREQUENCY FOR X? 2
RELATIVE FREQUENCY FOR ¥7 2
¥ PHASE, MULTIPLE OF PI? 6.

cls
* *

* * * *
* ® #*
* * # *

* * * *

* * * *
* #* * *
* * * #*
¥ * * *

* *

* F* * *

#* * * *

* * * *

* #: * *
% & * *

#* * * *
* * * *
* ¥ #* *
* ¥ *
* ¥ * #
* * * *

* * * *

# * * *
* #* * 3
* * * *

* * # ¥
* * ® *

* *

E I * 0 F
* * * *

# * * ®
* * * *

¥ * * +
Y + * #
* ¥ * 3

* * * *

* *
cis




cls
RELATIVE FREQUENCY FOR X? 5
RELATIVE FREQUENCY FOR ¥? 7
¥ PHASE, MULTIPLE OF PI? @.

cis

* E *
M % ¥ % 18 €LS
* . * 20 PRINT @ 412, "LISSAIOUS"
* * * & %k kez] PRINT
# " * % 46 PRINT TRBC7)"COPYRIGHT 1975 CREATIVE COMPUTING MORRISTOMN, NJ*
: ' " tt e omvan
' L * * ¥ 78 P=3 14159265
e « . 8@ PRINT @ 768, "RELATIVE FREGUENCY FOR X™;
98 INPUT Fi
188 IF INT(F1>(F1 THEN 88
118 IF FA<4 THEN 88

128 F=F1
" « . N " 130 FL=24PAFL
N w * . N 140 PRINT"RELATIVE FREQUENCY FOR v';
* N " . " 158 INPUT F2
R N N - 168 IF INT(F2)CF2 THEN 148
M ", " 170 IF F2<i THEN 148
N . x . x 180 PRINT"Y PHASE, MULTIPLE OF PI";
¥ " " R 198 INPUT P2
M N " N . 208 P2=PAP2
N . N . . 219 PRINT'QUTPUT TO (PORINTER OR (S)CREEN 2%; CHR$(95);
- _— w228 RS=INKEVS
. % " . x 238 IF As="" THEN 220
X N B 248 CLS
250 F2=24PAF2
cls 268 FOR X1=-18 T0 18
RELATIVE FREQUENCY FOR X? 1 278 ¥=X1/18
RELRTIVE FREQUENCY FOR ¥? 4 288 GOSUB 610
¥ PHASE, MULTIFLE OF PI? 5. 299 Ti=X
cls 380 T2=P-%
16 FOR 1=8 TO F-1
228 T3=(TL+24I4P)/FL
336 T4=(T242414P)/FL
248 Y1=38+SINCF24T2+P2)
356 Y2=30+SIN(F2+T4+P2)
360 Y1=SGNCYLY#INTCRBS(YL)+ 5)
378 Y2=5GNCY2)*INTCRBSCY2)+. 5)
388 Ye2+l)=vy
. ; 290 Y(2HI+1)=Y2
460 NEXT I
: 416 FOR J=1 TO 24F-1
420 1=J-1
438 T=v0D
440 IF T>=Y(ID>THEN 480
456 YCIHL=(I)
468 I=1-1
478 IF I>=0 THEN 440
488 Y(I+1)=T
498 NEXT J
566 FOR 1=0 TO 24F-1
516 IF 1=8 THEN 530
526 IF Y(D=Y(I-1)THEN 548
. T 538 IF ASOUPY THEN SET(64+Y(ID#2, X1+18) ELSE LPRINT TABCIBHY(IS); 47
M 546 NEXT 1
N . 558 IF Rg="P" THEN LPRINT®
568 NEXT i
. 576 PRINT @ 960, “DO YOU WANT ANOTHER PICTURE 7%
. 580 AS=INKEYSE
R 598 IF A$="N" THEN END
N N g6E IF As="y" THEN CLS: CLEAR: GOTO 5@ ELSE 500
B 616 IF ABSCX3<. 1 THEN 66@
\ } 628 K=K/ SORCLH+SARCL-X))
* N 626 GOSUB 610
N . 649 X=24¥
" N 650 RETURN
" N BEB H=N+X[3/6+ BTSN S+ 7722 4
676 RETURN
cls 688 END
95

*
*
* % % % %

F Ok X E X K x




We've all seen examples of magic
squares. The most common one is a
3x3 square using the integers 1
through 9 in which the sum of each
row, column and diagonal totals 15.

In the computer game of “Magic
Square” the goal is to form a sum 15
magic square with you and the
computer alternately filling in the
integers between 1 and 8. If one
player stumbles and puts in a num-
ber which causes the sum of a row,
column, or diagonal to be something
other than 15, he loses.

In forming a sum 15 magic
square, there is only one fundamen-
tal solution. However, it can be
rotated and reversed to form 8
solutions. Because the computer
does not play a particularly creative
game, all eight solutions cannot be
obtained. How many can be?

Can you modify the computer
program to play a more interesting
game which permits all eight solu-
tions? (Hint: Try randomizing the
‘move position and number genera-
tors in Statements 710 and 720).

This program was created by
David Ahl and originally appeared in
Creative Computing, Jan/Feb 1975.

This program uses TRS-80 graph-
ics which do not reproduce well on a
line printer. Therefore the sample run
does not give a true representation of
the program. The only way this
program can be truly appreciated is
torunit.

MAGIC SQUARE
COPYRIGHT 4979 CRERTIVE COMPUTING MORRISTOWN, NJ

cis
DO YOU NEED INSTRUCTIONS? YES.
cis
PLAYERS ALTERNATLEY CHOOSE AN INTEGER (1 70 %
THAT HAS NOT BEEN PREVIOUSLY USED AND PLACE IT
IN ANY UNFILLED CELL OF A TIC-TAC-TOE BOARD.
THE GOAL 1S TO MAKE THE SUM OF EACH ROM, COLUMN,
AND DIAGONAL EQUAL TO 15.
THAT PLAYER LOSES WHO FIRST MAKES THE SUM OF THE
THREE FIGURES IN ANY ROW, COLUMN, OR DIAGONAL
SOMETHING OTHER THAN 45.

f TIE GAME DRAWS A MAGIC SOUARE!!
PRESS ANY KEY TO CONTINUE
cis
THE COMPUTER WILL ASK YOU ON EACH MOVE WHICH

CELL YOU WISH TO OCCUPY, AND THE NUMBER YOU MISH
LIKE 2 AND 7 IF YOU WISHED TO PUT A 7 IN CELL 3.

HERE ARE THE CELL NUMBERS.

1-2-2
4-3-6
7-8-~-9 —
PRESS ANY KEY TO CONTINUE
cls
1 2 3
CELL MUMBER — 1
4 S s
RUMBER = 1 e
? 8 9
c|3 ............
1 2 3
CELL NUMBER - S GO
v 4 S o 3
NUMBER = 9
? 8 E

1 MOVE TO CELL 2 WITH A 2

cls
.1 ............ 2 . ;

CELL NUMBER = 3 i e
4 5 [

NUMBER = 5 i
7 8 9

SORRY, YOU LOSE -~ NICE TRY.

PLAY AGAIN? YES.
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i 2 .3
CELLMMBER -
4 S T .6
BMBER -
7 .8 9

I MVE TOCELL 2MITHAR 2

cls

168 CLEAR 508: CLS. PRINT@410, "MAGIC SQUARE"

20 PRINT: PRINT TAB(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ*

3@ PRINT@968, "5 INPUT "DO YOU NEED INSTRUCTIONSY; I

48 IF LEFT$(I$,13="N" THEN 286 ELSE CLS: PRINT TAB(26) "MAGIC SQUARE": PRINT

58 PRINT * PLAYERS ALTERNATLEY CHOOSE AN INTEGER (1 TO 9)*
68 PRINT "THAT HAS NOT BEEN PREVIOUSLY USED AND PLACE IT"

78 PRINT "IN ANY UNFILLED CELL OF R TIC-TRC-TOE BOARD. "

88 PRINT "THE GOAL IS TO MAKE THE SUM OF ERCH ROW, COLUMN,

50 PRINT "AND DIRGONAL EQUAL TO 45 "

168 PRINT * THAT PLAYER LOSES WHD FIRST MAKES THE SUM OF THE"
116 PRINT "THREE FIGURES IN ANY ROW, COLUMN, OR DIRGONAL"

126 PRINT "SOMETHING OTHER THAN 15

138 PRINT .

148 PRINT "A TIE GAME DRAWS A MAGIC SQUARE!!'"

158 PRINT@S79, “PRESS ANY KEY TD CONTINUE®;

168 IF INKEY$="" THEN 160 ELSE PRINTG128, CHR$¢31);

176 PRINT “THE COMPUTER WILL ASK YOU ON EACH MOVE WHICH®

188 PRINT “"CELL YOU WISH TO OCCUPY, AND THE NUMBER YOU MISH"

198 PRINT "LIKE 3 AND 7 IF YOU WISHED TO PUT R 7 IN CELL 3. "

200 PRINT
218 PRINT
228 PRINT
238 PRINT "1 - 2 - 3¢

248 PRINT #4 ~ 5 - 6*

2358 PRINT "7 -~ 8 - 9"

268 PRINT@S73, "PRESS ANY KEY TO CONTINUE®;

278 IF INKEY$="" THEN 270 ELSE (LS

288 CLS: B$=CHR$(26)+STRINGS(5, 8): RESTORE

298 FOR 1=42 T0 127 SET(I,1): SETCI, 12> SET(I, 25): SETCL,37): NEXT
368 FOR I=1 TO 37: SET(42,1): SET(43,I>: SET(70, I>- SET(7L D)

31@ SET(98, I>: SET(99, I>: SET(126,1): SET(127, 1> NEXT

328 PRINT@S6, "1"; PRINTE188, "2"; PRINTE414, "37;

33@ PRINT@242) "4"; © PRINTE3S6, "5";: PRINT@378, "6

340 PRINT@S9S, “7";: PRINT@E12, "8% - PRINTEG26, "9";

358 DATA 32,176, 188, 32, 32, 32, 32, 194, 32, 32, 32, 148, 143, 148, 32

368 DATA 176, 148, 140, 148, 176, 176, 148, 140, 146, 134, 143, 140, 148, 140, 140
378 DATA 176, 148, 140, 146, 176, 32, 32, 140, 148, 179, 131, 146, 148, 146, 131
380 DATA 32,32, 176, 188, 32, 188, 179, 176, 191, 176, 32, 32, 32, 143. 32

330 DATA 188, 149, 140, 140, 146, 131, 131, 131, 134, 188, 131, 148, 140, 140, 131
480 DATA 32, 176, 140, 140, 32, 191, 140, 140, 140, 176, 131, 140, 140, 148, 131
418 DATA 148, 140, 148, 140, 188, 32, 176, 148, 131, 32, 143, 32, 32, 32, 32

426 DATA 176, 148, 140, 140, 176, 179, 140, 140, 148, 179, 131, 140, 140, 148, 131
436 DATA 176, 14@, 140, 146, 176, 131, 148, 148, 1406, 1941, 32, 140, 148, 134, 32
448 FOR CH=1 TO 9: FOR RO=1 TO 3: FOR CO=1 T0 5

458 READ PO: A$CCHI=A$(CHY+CHRS(PD)

468 NEXT CO: R$(CHX=A$(CHY+B$: NEXT RO

478 AS(CHI=LEFT$(A$(CH), 273 NEXT CH

488 FOR I=1 TO 3: A(I)=8

496 B(I)=0

500 NEXT 1

510 M=0:4=6
520 FRINTE321,
530 A$=INKEYS:

"HERE ARE THE CELL NUMBERS:"

wom,
H

PRINT@236, “CELL NUMBER - ™ CHR$(8); CHR$(8);
IF A$="" THEN 536 ELSE I=VAL(A$)>- PRINT I;

5340 PRINT@Z12, "NUMBER ~ "; CHR$(8); CHR${8);

538 AF=INKEV$: IF R$="" THEN 550 ELSE N=VAL(A$)>- PRINT MN;

568 IF I<1 OR I>9 OR N<1 OR N>9 THEN 588

97

T LOSE — YOU NIN!

PLRY AGRIN?

cls

579 IF ACI)=6 AND B(N)=8 THEN 618
588 PRINTE768, "ILLEGAL MOVE... RGAIN%

598 FOR A=t TC 1688 NEXT: PRINTG?68, STRINGS(28,32);
580 GOTC 520

618 ACIO=N: BINI=: M=ttt

628 GOSUB 1699

620 GOSUB 938

648 IF W= THEN 670

658 PRINTG53, "SORRY, YOU LOSE —- NICE TRY.®

668 GOTO 870

670 IF 1CS THEN 718

688 PRINTESS3, "A TIE GAME"

699 PRINTGL7, "BUT WE‘VE DRAMN A MAGIC SQUARE !°

708 GOTO 839

710 FOR =1 70 9

728 IF A(Q)> @ THEN 888

738 FOR R=1 70 9

748 IF B(RY>8 THEN 790

758 A=R

768 GOSUB 930

778 IF =8 THEN 820

788 Q1=0: Ri=R: W=p: A(@)=8

798 NEXT R

898 NEXT @

848 W=1: RsRL: 0=81: ACQ)=R

220 B(R)=(

836 PRINTBS36, "I MOVE 0 CELL™ & "WITH A% R;
848 GOSUB 1638

858 IF W=B THEN 520

868 PRINTGE53, "I LOSE —-- YOU WIN!!"

878 PRINT

888 FOR I=1 T0 45

898 PRINT CHR$(7);

900 NEXT 1

918 INPUT "PLAY AGRIN': ANSS

928 IF LEFTS(ANSS, 1)="Y" THEN 288 ELSE CLS: END
938 FOR X=1 T0 8

948 ON X GOTO 950, 968, 978, 986, 990, 1060, 1810, 1620
958 J=1: K=2: L=3: GOTO 1030

968 K=4: L=7- GOTG 1638

978 K=5: L=9: GOTO 1038

980 J=4: [=6: GOTO 1030

998 J=2: L=8: GOTO 1630

1090 J=3: L=7: GOTO 1030

1010 K=6: L=9: GOTO 1038

1828 J=7- K=8

1030 IF ACT)=@ OR ACK)=B OR ACL)=B THEN 1650
1040 IF ACH#AGOHA(L 15 THEN 1678

1650 NEXT ¥

1668 GOTO 1088

1678 W=1

1689 RETURN

1038 PRINTBI8, R$(AC1D); - PRINTELO4, ASCA(2));
1180 PRINT@346, ASCAC4)):
1110 FRINT@602, R$CACTY);
1128 RETURN

PRINT@118, A$(AC3));
PRINTE260, A$CACS)); . PRINTE3?4, A$CACE)Y;
PRINT@616, A$(ACBYY; : PRINTE63Q, A$CACI);



Man-Eating Rabbit

180

In this game you are in a pit with a
man-eating rabbit. The center of the
pit, appropriately enough, is at 0,0, and
it has a radius of ten. On each move,
you can move in any one of eight
different angles, 0, 45, 90, 135 ... etc.
Unlike you, the rabbit can take more
than one hop on a move. The object of
the game is to avoid the rabbit for ten
moves. If you do this successfully you'll
be released and set free.

We're not sure what race of people
on what planet dreamed up this
diabolical sport, but we've found that
it's extremely difficult to get away from
the rabbit in more than about one out of
ten games. You may, therefore, wantto
improve the odds somewhat by limiting
the number of moves the rabbit can
make on each turn to one or two. You'll
find it interesting to graph the results of
the program as you go along. To do
this, you'll need a piece of quadrille
paper at least 21 squares in each
direction. Draw a circle with your
compass ten units in diameter and then
number the grid from minus ten to plus
ten along the X and Y axes. Plot your
moves as you go along and you'll see
some interesting patterns develop.

This program was conceived and
written by Philip Stanway.
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MAN-ERTING RABBIT

COPYRIGHT 41979 CRERTIVE COMPUTING MORRISTOUN, NJ

DO YOU NEED INSTRUCTIONS? YES.

cls

MAN-EATING RABBIT

YOU ARE IN A PIT WITH A MAN-EATING RABBIT.

THE CENTER IS (@,8> AND IT HAS R RADIUS OF 18

IF Y0U CAN AVOID THE RABBIT FOR 48 MOVES YOU KILL BE
RELEASED. ¥OU AND THE RABBIT CAN MOVE ONLY £ SPACE EACH
HOWEVER, THE RABBIT CAN DO MULTIPLE JUMPS.

YOU CAN TRAVEL AT THESE ANGLES:
8, 45, 98, 135, 188, 225, 270, 315, 360
WHERE WOULD YOU LIKE TO BE DROPPED? 2,3

cis

RABBIT AT (-4 .~9 > HUMAN AT ( 2, 3 >  DISTANCE 42 3693
AT KHAT ANGLE WILL YOU RUN ? 278.

TURN # 1

RUNNING ...... HUMAN, YOU ARE NOW AT ¢ 2, 2 >
THE RABBIT 1S5 POUNCING AT ANGLE. . ... 98

THE RABBIT IS POUNCING AT ANGLE.. ... 98

RABBIT AT (-1 ,-7 ) HUMAN AT ¢ 2, 2 > DISTANCE 9. 48682
AT WHAT ANGLE WILL YOU RUN 2 6_

cls
TURN % 2
RUNNING ... .. HUMAN, YOU ARE NOW AT ¢ X, 2
THE RABBIT IS POUNCING AT ANGLE.... . 45
THE RABBIT IS POUNCING AT ANGLE. ... 9@

RABBIT AT € @ ,-5 > HUMAN AT ¢ 3, 2 ) DISTANCE 7. 64577
AT WHRT ANGLE WILL YOU RUN ? 345

cis
TURN # 3
RUNNING ..... HUMAN, YOU ARE NOW AT (4, 1)
THE RABBIT IS POUNCING AT ANGLE..... 45
THE RABBIT IS POUNCING AT ANGLE. ... 43
THE RABBIT IS POUNCING AT ANGLE..... 43

RABRIT AT ¢ 3 ,-2 > HUMAN AT ¢ 4, 1>  DISTANCE 3. 16228
AT WHAT ANGLE WILL YOU RUN ? 13-

cis
TURN # 4
RUNNING .. .. .. HUMAN, YOU ARE NOW AT ¢ 5, 8
THE RABBIT IS POUNCING AT ANGLE. ... 45

RABEIT AT ( 4 .1 ) HUMAN RT ¢ 5, @ > DISTANCE 1. 41421
AT KHAT ANGLE WILL YOU RUN ? 180_

cls
TURN # S
RUNNING .....HUMAN, YOU ARE NOW AT ¢ 4. 8
THE RABBIT 1S POUNCING AT ANGLE. ... 38

RABBIT AT ( 4, B
wkx CRUNCH sokr WELL, R I.P.

TRY AGAIN? NO.

cis




18 CLS: PRINT@48, "MAN-~EATING RABRIT"

2@ PRINT: PRINT TAB(?> "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTCUN,

3@ PRINTE96G, “"; . INPUT “DO YOU NEED INSTRUCTIONS®; I$

48 IF LEFT$(I$ 1>="N" THEN LS. GOTO 436

568 CLS: PRINT TAB(23) “MAN-EATING RABBIT"- PRINT

68 PRINT "YOU ARE IN # PIT WITH A MAN-EATING RABBIT. "

78 PRINT "THE CENTER IS <@, @) AND IT HAS A RADIUS OF 1@ ©

88 PRINT "IF YOU CAN AYOID THE RABBIT FOR 16 MOVES YOU WILL BE"
96 PRINT "RELEASED,
1@@ PRINT "HOWEVER, THE RABBIT CAN DO MULTIPLE JUMPS. “:PRINT
118 PRINT “YOU CAN TRAVEL AT THESE ANGLES:®

128 PRINT "0, 45, 98, 135, 180, 225, 278, 315, 268"

130 X=INT(21+RND(@)-10)

140 ¥=INT(24+RND{B)-10)

158 D=SAR(ABSC(X-XIDL 24(¥Y=-Y13[2))

168 IF D18 THEN 128

178 PRINT

18@ PRINT

198 PRINT "WHERE WOULD YOU LIKE TO BE DROPPED";

280 INPUT X1,¥1: CLS

218 IF SERCARSCXAL 24Y402))348 THEM 198

228 IF X(OKL THEN 260

230 IF YOY1 THEN 268

243 PRINT “sookkSQUI SHiebokotot:™
250 PRINT "THE RABBIT IS DERD!
260 FOR G=1 TO 18

270 D=SQRC(ABS (R-R10[ 2+(Y-¥1)[ 2))

288 PRINT "RABBIT AT ¢ X; " ¥ ") v

230 IF D=8 THEN 820

368 PRINT'HUMAN AT (%1% " ¥4; "y DISTANCE": D
318 PRINT “AT WHAT ANGLE WILL YOU RUN ";

32@ INPUT A: CLS: PRINT “TURN #";6

338 IF R/45CINT(A/45) THEN 248

348 PRINT "RUNNING .. .. "; P1=1

350 M=1:1F ABSCCINT(A/1@>#18)-AX<D5 THEN 378
360 M=SQR(2)Y

378 X2=(M+COSCA*(3, 14159/188)))

288 Y2=(MHSINCA(Z. 14159/188)))

390 IF SARCCCHIHX2)L2+(Y1+Y2)[2)3<=108 THEN 428
468 PRINT "YOU CAN‘T GO INTO A WALL!'"

410 GOTO 318

428 H1=INT(X1+10060>/1008+%2

438 Yi=INT(Y1+1886)/1000+y2

YOU ARE SET FREE!"- GOTO 830

YOU AND THE RABBIT CAN MOYE ONLY 1 SPACE EACH. *

NIY

99

440 X1=INTC(X1+ 5)

458 Yi=INT{(¥1+ 55

468 PRINT “HUMAN, YOU ARE NOM AT (" %1 ", "5 v4; ")
470 IF X(OX1 THEN 516

438 IF v(OYL THEN 510

490 PRINT "YOU RAN RIGHT INTO THE RABBIT!!®
58E GOTO 820

346 PRINT "THE RABBIT IS POUNCING AT ANGLE..... Ui oPe=Pd+1
528 Xa=X1-X: Y2=vi-y

520 IF X2=8 THEN 71@

548 IF Y¥2=8 THEN 74@

550 B=INT(ATNCABS((Y2/K2))) /(3. 14155/180))
568 ON SGN(K2)+2 GOTO 588, 68, 578

570 ON SGN(Y2)+2 GOTO 618, 60, 628

586 ON SGN(Y2>+2 GOTO 660, 60, 598

539 B=186-B: GOTO 620

6@0 B=B+18@: GOTO 57@

610 B=360-B

620 B=INT{RB/d45+ 5)%45: PRINT B

628 =1

646 IF ABS(CINT(B/18)*18)-B)<{>5 THEN 666
&5@ M=1. 5

668 X2=(MxCOS(B*(3. 14159/188))}

670 Y2=(MHSIN(B*(3. 14159/188)))

€86 X=INT(R+K2+ 5

698 Y=INT(Y+¥2+ 5

78z GOTO 778

710 IF Y2¢B THEN 720

726 B=9@: GOTO 620

730 B=278: GOTO 620

748 IF X2<@ THEN 768

759 B=1: GOTO 62@

766 B=18G: GOTO 620

778 IF SORC(X-XLD[2+(Y-Y4)[2)=6 THEN 818
788 P=INT(P1#RND(B)+1)>

798 IF PC4 THEN 816

880 GOTO 5410

€16 NEXT G: PRINT: PRINT "¥OU ARE RELERSED!"- PRINT: GOTO 838
820 FRINT: PRINT “sekk CRUNCH *% WELL. R I P ": PRINT
830 INPUT "TRY AGAIN"; ANS$

840 IF LEFT$(ANSS, 1>="y" THEN 138

858 END




Maneuvers

In this game you are maneuvering in
a corner of space shaped, interestingly
enough, like a cube. The dimensions of
the cube are ten parsecs on a side. The
bases are at the corners as shown on
the diagram with the samplerun. There
are four star bases located at corners of
the cube which you must visit in order,
A, B, C, and D, to deliver a message to
them. Whileitis afairly simple matterto
get to Base A, the other bases
sometimes prove somewhat elusive.
One possibility would be to use a
second computer to compute your
course, or even compute the course
before you start the game and then
feed it in. Would this be cheating? |
don't think so because the learning
value in writing a program to compute
your course will teach you more about
the game than probably fifty plays of it.
On the other hand, which is more fun?
That's for you to find out.

This program was written by John C.
Russ.

HANEUVERS
COPYRIGHT 1979 CREATIVE COMPUTING HORRISTOMN, NJ

cls

DO YOU NEED INSTRUCTIONS? VES-

as
YOU ARE THE PILOT OF THE ENTERPRISE’S SPACE SHUTTLE.
YOU 18UST DELIVER R HESSAGE T0 EACH OF FOUR STRRBASES.
IN THE LEAST TOTAL TIME. YOUR INITIAL POSITION IS AT
ONE CORNER OF R CUBE, TEN PARSECS ON R SIDE  THE BASES
ARE AT THE CORNERS SHOWN BELOW, MARKED A, B, C, ARD D IN
THE ORDER IN WHICH YOU HUST VISIT THEM

PRESS ANY KEY TO CONTINUE
cis

PRESS AHY KEY TO CONTINUE
cis

FOR YOUR SUBSPACE RADIO TO DELIVER THE MESSAGE, YOU
HUST PASS WITHIN ONE PARSEC OF EACH STRRBASE  YOUR
PROPULSION SYSTEM 1S ALWAYS ON. GIVING YOU B COMSTRMT
ACCELERATION OF 8.2 PARSECS PER STARDATE PER STARDATE
YOU CRN GHLY CONTROL THE ORIENTATION OF YOUR SHIP, T
DIRECT YOUR THRUST RMD ACCELERATION.  YOU SPECTFY YOUR
SHIP/S ATTITUDE BY THE AHGLE THETA (THE CLOCKWISE RHGLE
IN THE X-Y PLANE STRRTING AT THE ¥-AXIS) AND THE ANGLE
P51 (THE RNGLE OF THCLINATION RABOVE THE X-Y PLANE).

YOU THPUT NEM RNGLES EACH STRARDATE

PRESS ANY KEY T0 CONTINUE

cls
ELAPSED  POSITION COORDINATES: ORIENTRTION
TE ¥ ¢ z THETR. P51
5 eGW eew 86w 700
16108 pg  Bge 00
2 04 06w 06w >80
3090 66@ 660 768
4 L6®@ 06 088 768
S 2%@ 6808 B0 00
¢ 688 06 00 260
7 498 06 808 7 18A8
8 620 0.968 GG 01680
9 72 08 000 1838
19 8200 G6 BMB 0160
cis
ELRPSED  POSITION COORDINATES. ORTENTATION
THE X ¥ 2 THETR, P51

4 g8 6.658 6. 068 7 186,86
12 9.4e8 8 a8 0. 860

MESSRGE DELIVERED T0 BASE 4 1

AT THE 12 7 188,8
13 5708 8.888 8.008 7 18,8
4 96 . 608 8008 7 98,9
5 5.8 6 68 4168 ? 96, 98
16 98808 8,868 8.488 ” 99

7 9.860 8,688 0. 968 7 99,45
8 5868 8.6871 1574 7 98,8
19 5.880 8.342 22 2 96,8
2% 9688 6734 2854 7 98, 276

cls

10 S

2 PRINT @ 414, "HANEWERS”

30 BRINT

40 PRINT TABCP)"COPYRIGHT 4975 CRERTIVE COWFUTING WORRISTOMN, nJ®
S5 BRINT & 966,%%

€8 THPUTDO YO HEED INSTRUCTIONS®: ¥

70 1F LEFTS(Y, )="H" THEN 530

& 0L

9B PRINT @ 27, "HRHNEWVERS®

188 FRINT

148 PRINT™V0U ARE THE PILOT OF THE ENTERPRISE’S SPACE SHUTTLE. "
12 PRINT*YOU HUST DELIVER R MESSAGE T0 ERCH OF FOUR STARERSES,”
178 PRINT®IN THE LERST TOTRL TIE.  YOUR INITIRL POSITION 15 AT"
14 PRINT"ONE CORMER OF A CUBE, TEM FRRCECS ON A STDE.  THE BRGES
150 PRINT®ARE AT THE CORNERS HOMM BELOW, WRRKED R, B, C, AHD D IN"
160 PRINT®THE CROER IH BHICH YOU HUST VISIT THER ®

170 GOSUB 1150

188 FOR f=24 T0 82

199 SET(RI24, 6)

20 SETCR 16)

18 ETCR24, 20

229 TR 42

100




238 HEXT R 748 P2=PEEK(16417)

248 FOR R=€ 10 28 720 PRINT @ @, "ELAPSED  POSITION COORDINATES:™:
250 SET(24, R#12) 738 PRINT TAB(28); "ORTENTATICN"

268 SET(48, A 740 PRINT" TIHE ¥ ¥ 2%
270 SET(82, A+12) 758 PRINT TRB(29); “THETR, PSI®

280 SETC186, ) 768 PRINT® "
298 HEXT A 778 POKE 16446, PL

09 FOR R=t 10 12 760 POKE 16447, P2

318 SETC4452, 18-R) 796 RETURN

328 SET(B24B%2, 18-R) 68 FRINT USING" #8884 449 ¥R 480 39 884 T8 XL YL 74
328 SETQ244R2, 42-R) 818 CU=XHKAVL+R/2HKACOS (BZHP) #CIS(BLHP)
348 SET(B24M42, 42-R) 929 FOR ¥=8 10 1 STEP. 2 )
50 NEXT f §30 CO2)=YHOM2HR PHKICIS (B2HP S INIRLP)
268 PRINT @ 908, *A"; 848 CCD=ZHMTHA/ 2KHS THB2AP)

378 PRINT & 425, °B%; 058 D=0

8% PRINT 8 452, °C%; 868 FOR L= 10 2

230 PRINT @ 181, "D%; 878 D=DH(TCL, L)-CULM(TE), LG

468 PRINT & 664, *+" CHREC26)CHRECE)L® CHREC26)CHRE(S) START HERE"; 888 NEWT L

418 GUSUR 1158 898 IF SOR(DY>1 THEN 968

426 PRINT'FOR YOUR SUBSPACE RADIO T DELIVER THE MESSAGE, YOU" 968 PRINT

423 PRINT"MUST PASS WITHIN ONE PARSEC OF EACH STRRBRSE. YOUR® 48 PRINT®HESSAGE DELIVERED 70 BASE %7
448 PRINT*PROPULSION SYSTEM 1S ALKAYS 0N, GIVING YOU A CONSTANT" 928 PRINT"AT TIME™; TBHG TAB(IE)

458 PRINT"ACCELERATION OF @.2 PARSECS PER STARDATE PER STARDATE. " 928 IF J=4 THEN 1149

468 PRINT™YOU CAN ONLY CONTROL THE ORTENTATION OF YOUR SHIF, To* 940 J=J41

478 PRINT"DIRECT YOUR THRUST RMD RCCELERATION  YOU SPECIFY YOUR® 958 GOTG 979

488 PRINT"SHIP'S ATTITUDE BY THE ANGLE THETA (THE CLOCKMISE RNGLE 968 NEXT K

498 FRINT"IN THE X-¥ PLANE STARTING AT THE %-AXIS) AMD THE ANGLE” 978 %=Xt

568 PRINT®PST (THE ANGLE OF INCLINATION ABOVE THE ¥-Y PLANE). * 980 Y=¥1

518 PRINT"YOU INPUT NEM ANGLES EACH STRRDRTE. ° 996 2=21

528 GOSUR 1458 1668 Te=Te+

53 (LS 1618 INPUT B4, B2

548 PRINT & 492, %7; 1020 RL=X+V14A/2H05(B2P IALOS(BLAPY

550 CLEAR 1038 Y1=Y+24R/ LIS (B2AP IS TH(BLHP)

568 P=3. 14159/169 1048 Z1=24Y24R/2HSTH(BHP)

578 J=1 1058 VA=V1+RHCOS(B2HP)HCO5(BL+P)

580 DIM T4, 3D, CQ3) 1060 V2=Y2+ARCOS(B24P)#SIN(BIP)

598 FOR %=1 10 4 1876 V2=VI+ReSIN(B2P)

608 FOR ¥=1 T0 3 1068 GOSUB 788

618 RERD TeX, V) 1698 GOTO &43

628 NEXT ¥ 4488 PRINTGOOD JOB. DO YOU MANT T0®

620 HEXT & 1418 PRINT*TRY TO IMPROVE VOUR TIMEY:

€40 DATA 18, @, 6, 19, 16, 16, 6, 8, 16, @& 16, 18 1428 JWPUT s

650 A= 2 1136 IF LEFTSCS, 1)="Y" THEN 539

660 Bi=1E-83 1146 END

678 B2=1E-83 1458 PRINT @ 979, *PRESS ANY KEV TO CONTINUE®;
688 GOSUB 700 1166 IF INKEYS =" THEN 1168

698 GOTO 869 1478 PRINT @ 128, CHREC3LY;

708 PA=PEEK(16416) 1186 RETURN

101



This is a fascinating, general-
purpose, deductive logic game. It rolls
Bagels, Mastermind, bulls and cows, et
cetera, into one general deductive
logic game. If you want to play Bagels,
setthe inputs to N,3,9 (N is the number
of games you wish to play). If you want
to play mastermind, set the inputs to
N,4,6. Of course, many of the games
that it plays are entirely new altogether
such as N,7,4 or N,5,5.

To make it into a really general-
purpose game, you might wantto putin
a modification in the digit selection
routine (statements 310-330) with a

MASTER BAGELS

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ

00 YOU NEED INSTRUCTIONS? YES-

parameter that either allows or dis-
allows duplicate digits. As it is right
now, the game does allow duplicate
digits so that, for example, it could
select a three digit number such as 223
or even 444, Another change you might
want to add is in statement 770, it sets
the maximum allowable trials for
getting the answer. You may find that it
is not giving you enough tries and you
might want to increase the value of I.
Master Bagels was created by H.R.
Hamilton and originally appeared in
Creative Computing, Jan/Feb 1977.

6 TRIES, 6 AVERAGE FOR 2

RUN AGRIN? YES

HOM MANY #/G ¢1-18@), # DIGITS (2-6). AND MAX VALUE (2-9)2 1. 4,6

cis
cis
MASTER BAGELS
HI, THIS IS A LOGIC GAME DESIGNED TG TEST YOUR DEDUCTIVE
ABILITY. 1 WILL CHOOSE R RANDOM NUMBER AND YOU ISOLATE IT.
HHEN PROMPTED, ENTER A VALID NUMBER, AND I WILL THEN RESPOND .
WITH THE # OF DIGITS THAT ARE RIGHT AND IN THE RIGHT POSITION GUESS: 1122 18 » 11
AND THE # RIGHT BUT IN THE WRONG POSITION. IF I THINK YOU GUfl‘ISS-q 13i3546 1: A
ARE HOPELESSLY LOST, I WILL TELL YOU THE ANSWER AND WE S%SS; b : : :
UILL GO ON TO THE NEXT NUMBER. TO RECAP YOUR ENTRIES e oz
ENTER A @, TO QUIT ON A NUMBER ENTER i, AND TO STOP ENTER 2. GUESS? 21 ’
GUESS? 0.
HOM MANY 875 (1-108), # DIGITS (2-6), AND MAX VALUE (2-9)? 2,2,4
cis
cls
GUESS? 12 8,1
BUESS? 31 8,1
GUESS? 24 1,0
GUESS? 41 e, 8
GUESS? 56
BAD NUMBER IN 56. 0, 8= 1122
GUESS? 12 0.1 8, 1=1234 B, 2= 345
GUESS? 232 8.2 2, 8= 1265 8, 1= 2134
GUESS? 22 1,8 BUESS? 1.
cis cls
6 TRIES, 6 RVERAGE FOR 1
GUESS? 32 8,8
GUESS? 23 @, 0 ANSHER 1S 6262.
GUESS? 22 6,0 1@ TRIES, 18 AVERAGE FOR 1
GESS? 13 1,8
GUESS? 14 1,0 RUN RGAIN? NO
GWESS? 31 1,8
GUESS? 23 8, @
cls cis
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48 CLS: PRINTE448, "MASTER BAGELS®
2@ PRINT. PRINT TAB(?) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ"

36 PRINT@96@, “*; - INPUT "DO YOU NEED INSTRUCTIONS®: I$
48 DIM F(9), M(9), T(9), H(18, 3

58 IF LEFT$(1%, 1>="N" THEN CLS. GOTG 158

60 CLS. PRINT@26, "MASTER BAGELS": PRINT

78 PRINT * HI, THIS IS A LOGIC GAME DESIGNED TO TEST YOUR DEDUCTIVE”
88 PRINT "ABILITY. 1 WILL CHOOSE A RANDOM NUMBER AND YOU ISOLATE IT.®
96 PRINT "WHEN PROMPTED, ENTER A VALID NUMBER, AND I NILL THEN RESPOND"
160 PRINT "WITH THE # OF DIGITS THAT ARE RIGHT AND IN THE RIGHT POSITION
118 PRINT "AND THE # RIGHT BUT IN THE WRONG POSITION. IF I THINK voU®
120 PRINT "ARE HOPELESSLY LOST, 1 WILL TELL YOU THE ANSWER AND WE"
43¢ FRINT "MILL GO ON TO THE NEXT NUMBER. TO RECAP YOUR ENTRIES"
140 PRINT "ENTER A 8, TO QUIT ON A NUMBER ENTER 1, AND TG STOP ENTER 2. *
150 5=0

168 PRINT

478 PRINT "HOW MANY #7S (1-168), # DIGITS (2-6), AND MAX VALUE (2-9)>";
182 INPUT J,A,B

198 IF AC=0 THEN 236

260 IF AX6 THEN 238

20 IF BC2 THEN 238

228 IF BKB THEN 250

238 PRINT "ILLEGAL RANGE, RE-ENTER RUN PARAMETERS. "

240 GOTO 186

258 CLS: IF JC108 THEN 278

268 J=180

278 FOR ¥=0 TO J+A+B

288 1=RND(®)

296 NEXT X

268 FOR N=1 TO I

310 FOR %=8 10 A

328 TCO=INTCRND(RI*B41)

338 NEXT ¥

348 FOR I=1 TO A+B#t

35@ FOR %=1 10 A

368 F(xy=0

378 NEXT X

380 F1=a

390 F2=0

480 PO=PEEK(16416)+PEEK(16447)4256-15360: IF PO>=968 THEN CLS
416 INPUT "GUESS™; ¥

428 IF VOB THEN 478

438 CLS: PO=G: FOR X=1 TO I-4

448 PRINTEPO+32, HCX, 10", "HCX, 2)9="H(K, 3

450 PO=PO#32: NEXT X

468 GOTO 410

476 IF Y=1 THEN 770

480 IF v=2 THEN 938

490 T1=Y

500 FOR %=1 70 A

546 MOO=INTCTL/¢40L (A-X)))

528 TA=TA~MCXY*(18L (A=K )+¢ (SBNCA- (X413 I-1)%~ 5)

538 IF MCXOCL THEN 558

548 IF M(X)CB+ THEN 570

558 PRINT "BAD NUMBER IN'Y; CHR$(8):" "

568 GOTO 5@

578 IF HXIOTRY THEN 600

588 F(Xy=1

598 Fi=F1+1

680 NEXT ¥

610 IF Fi=A THEN 838

620 FOR ¥=1 T0 A

630 IF TCYI=MCY) THEN 718

648 FOR X=1 TO A

658 IF MCYIOT(HY THEN 788

668 IF FCX)=1 THEN 708

670 F(R)=1

680 F2sF241

698 GOTO 716

760 NEXT &

748 NEXT ¥

720 PRINT@PO+32, F1", "F2

730 H(L 4)=F1

740 H(I, 2)=F2

798 H(I, 3)=Y

768 NEXT 1

778 1=A-14B+1

788 V=0

790 FOR X=1 T0 A

868 V=Y+TCRI*(16L (A-XD)

810 NEXT %

820 FOR TI=1 TO 1688: NEXT: CLS: PRINT "ANSMER 1S"V; CHR$(E); " "
836 S=G+1

848 PRINT I; "TRIES, ; 5/N; "AVERRGE FOR™;N

858 Y=INTCRNDCRII)

868 Y=INTCHCY, 2)/1024+4+RND(8))

870 FOR %=1 T0 Y41

838 T=RND(B)

98 NEXT &

980 NEXT N

9@ PRINT: INPUT "RUN AGRIN"; S$

928 IF LEFT$(S$, 1)="¢" THEN 150 103

936 END



Mastermind

The original invention of Mastermind is credited to an
amateur mathematician, Mordechai Meirovich, who first
displayed it at the 1971 Nurenburg Toy Fair.* Rights to the
game were bought by Invicta who had moderate success
with the game for 2V years until the Christmas season of
1975 when it was the most popular packaged game. Sales
surpassed even the old standby, Monopoly.

In its most basic form, Mastermind consists of a plastic
game board, a dozen or so pegs which can be grouped into
six basic colors, and two groups of black and white key pegs
{sometimes called “inference pegs”.) The game board
resembles the figure below.

key-peg slots

\\x N\ \\

SESS ;
NS \\\\:58\\5 «— hidden code
=] O00O0

X A (total of 10 frames)
<l 0000
X A O O O o

% ?
[N °
[}

1O 000

X X

”

The game s played by two people, whom we shall
designate as the “active’”” player and the “passive’ player.
The first step before play actually commencesisto have the
passive player (in our case, the computer) choose a total of
fbur colored pegs at random from any of the six basic color
groups (dupiicate colors allowed, of course.) He then
conceals these colors from the active player by placing the
four pegs in the ~"hidden codeportion of the game board. It
is now up to the active player to determine, in ten moves or
less, the exact color and location of each of the four pegs
comprising the hidden code.

To aid the active player in determining the hidden code,
the passive player mustawardthe active player a number of
key pegs (inference pegs) after each guess, accordingtothe
following scheme: for each peg in the active player’'s
current guess which corresponds exactly {in color and posi-

*Ed. Note—

To anyone familiar with children’s games, it is obvious that Mastermindis
simply a commercial adaptation {using colors rather than numbers) of the
game Bulls and Cows. This game, much more popular in England than the
U.S. is not, to my knowledge, commercially packaged —DHA.
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tion) to a peg in the hidden code, the passive person places
one black peg in the key-peg square adjacent to the passive
player’s current guess frame. Placing of the key pegs within
the square is arbitrary since the relative position of the key
peg carries no meaning. Clearly, when four black pegs are
obtained, the hidden code is broken.

Secondly, the passive player must place one white key
peg in the current key-peg square for each peg in the active
player’s current guess which matches (in color, but not
position) a peg in the hidden code. Keep in mind thatoncea
color peg in the player’s current guess has been awarded a
key peg, its function in determining the remaining number
of key pegs to award for the current guess is finished. For
example, suppose the hidden code were:

RBYG

corresponding to red, blue, yellow, green, and the active
player’s current guess were:

G B B P

corresponding to green, blue, blue and purple.

The passive player should subsequently award one black
and one white key peg for the following reasons: the blue
color peg in position 2 of the current guess matches exactly
in color and position with the hidden code. Secondly, the
green color peg in position 1 of the current guess matches
the color of the peg in position 4 of the hidden code. But
since the /ocation of the green peg is not exact, only awhite
peg is awarded. The blue and purple pegs in positions 3 and
4, respectively, of the current guess do not match either the
color or position of the remaining pegs in the hidden code
{positions 1 and 3) and hence, no other key pegs are
awarded.

1he game proceeds in this manner until the hiddencodeis
broken or all ten frames have been filled. As noted earlier,
the computer will play the passive player in our computer
version, generating a hidden code and awarding the black
and white key pegs after each guess.

The program offers the user two options, QUIT and
BOARD, which may be entered at any time after the first
move. QUIT instructs the program that you are fed up with
playing Mastermind for the time being and wish to
terminate the session. BOARD instructs the program to
print out a summary of the moves prior to the time that the
BOARD command was issued, including the guesses and
key pegs awarded for each frame. Some players find thatan
arrangement of frames such as that provided by BOARD is
easier to visualize and subsequently analyze. Beginners
will find it most useful.

The program and this description were written by David
G. Struble of the University of Dayton. It first appeared in
Creative Computing, Mar/Apr 1976.



HASTERHIND
COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOMN, NJ
cis
HIT ENTER TO START? _
cis

THE GAME OF MASTERMIND

COLOR CODES.
R=RED O=(RANGE Y=YELLOH
G=GREEN  B=BLUE P=PURPLE

HOVE HUMBER 1 7 RRGG
8 BLACK PEGS 1 WHITE PEGS
HMOVE HUMBER 2  00BB
8 BLACK PEGS 8 WHITE PEGS
MOVE NUMBER 2 2 WPP
1 BLACK PEGS 2 WHITE PEGS
HMOVE HUMBER 4  YYPR
1 BLACK PEGS 3 WHITE PEGS
HOVE NUMBER 5 ° GYPP_

clis
COLGR CODES.
F=RED 0=0RANGE Y=YELLOW
G=GREEN  B=GLUE P=PURPLE

HOVE HUNBER 3 ° YyPP

1 BLACK PEGS 2 WHITE PEGS
MOVE HUMBER 4 7 YYPR

1 BLACK PEGS I WHITE PEGS
HOVE HUMBER 5 7 GvPP

@ BLACK PEGS 2 IHITE PEGS
HOVE MUMBER 6 » PYYR

@ BLACK PEGS 4 WHITE PEGS
HOYE NUMBER 7 7 YPRY

YO HINY!
cls

WRRT O PLRY AGRIN? NO.
cis

18 L5 PRINTE412, "MASTERMIND®

20 PRINT: PRINT TAB(7) "COPYRIGHT 1979 CREATIVE COMPUTING HORRISTOMN, HJ®

28 PRINTE96B, " INPUT “HIT ENTER TO START";A%: (LS
48 GOSUB S&: PRINT@Z26, GOTO 128

30 LB=PEEK (16416} HP=PEEK{16417)

€8 PRINTED, “THE GRME OF MASTERMIND®

73 PRINT

&5 PRINT “COLOR CODES:"

98 FRINT © R=RED  O=ORANGE Y=YELLOW"
168 PRINT " G=GREEH  B=BLUE P=PIRPLE"

116 POKEL6416, LE: POKE16417, HB: RETURN
120 DIM B$(18), ¥(18), Z(1®)
178 C(0)=4

140 FOR N=1 T0 4

158 COD=INT(S+RHD(O)+1)
160 NEXT N

176 FOR N=1 70 4

188 2=C(H)

196 GOSUB 756

266 CO=Y

210 NEXT N

220 Pg=""

238 FOR ¥1=1 70 4

240 PE=PH+CHRECCCRLY)

250 NEXT ¥4

268 FOR P=1 T0 16

276 REM

289 PRINT "MOVE NUMBERY;P;

298 INPUT GS: GOSLB 56

748 IF G$= "BORRD™ THEN 978

346 TF G="QUIT® THEN (LS. GOTO428
228 B$CPI=GE

238 GOSUE e

346 IF B=4 THEN 1020

258 GOSIB 698

268 PRINT B; “BLACK PEGS"

278 Y(M=B

288 PRINT W "HHITE PEGS™ GOSUB 58
398 Z(Py=i

468 NEXT P CLS

418 PRINT “SORRY, YOU LOSE. ®

420 PRINT "THE CORRECT CODE WAS. *;P$¢
420 PRINT:PRINT "WANT TO PLAY RGAIN%
448 INPUT RS

498 LS

460 1F LEFTS(RS, 1)="Y" THEN CLEAR: GOSUB 58: GOTO 40
478 PRINT

480 END

498 REM COMPUTE BLRCK PEGS

580 FOR Ri=1 T0 4

318 G(RLI=ASCMIDS(GS, ¥t 1))

528 NEXT Bt

526 8=

548 FOR K=1 70 4

550 IF GCK) O C(K) THEN 578

360 BB+l

578 HEXT K

360 RETURN

398 REM COMPUTE WHITE PEGS

€80 FOR %1=1 70 4

618 ROX=ASCCHIDE(PS, XL 1))

628 NEXT ¥1

618 H=0

€40 FOR 1=1 70 4

6358 FOR J=1 10 4

668 IF G(ID O RCJ) THEN 708

678 =il

€88 R(J>=8

€98 GOTQ 718

768 NET ]

746 NEXT I

728 W=W-B

738 RETURN

748 REM TRANSLATE COLOR CODES TO HUMERICS
798 IF X O 1 THEN 780

760 ¥=89

778 RETURN

788 IF X O 2 THEN 816

798 ¥=82

888 RETURN

818 IF X O 3 THEN 846

826 ¥=08

838 RETURN

§48 IF X & 4 THEN 870

€38 ¥=79

868 RETURN

878 IF X O 5 THEN 968

588 X=71

858 RETURN

988 ¥=66

918 RETURN

926 REM PRINT BUOARD SUMMARY

938 Y=p-{

249 CLS: PRINT "GUESS"™ “BLACKS®. "WHITES®
956 FRINT "eemmm¥, e, o0
966 FOR I=1 TO ¥

976 PRINT BSCD, " *i¥(D), " " (D)
988 NEXT 1

998 PRINTAS?9, “PRESS AHY KEY TO CONTINUE®:
1600 IF IMKEY$="" THEN 1060 ELSE CLS: PRINTE348,
1616 GOSUB 50: GOTO 278

1626 PRINT “YOU WIN!!"

1636 GOTO 438
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Ready to try something new? Agame
that isn't like STARTREK or Slot
Machine? Then try MATPUZLE and
enjoy the art of puzzle-making.

One benefit of puzzles is that they
help develop a pattern of logicin one’s
thinking. In this puzzie you are given a
matrix of letters, up to 6x6, and a
board with dashes and anumber above
each of the dashes.

The matrix represents the letters of
the words you typed in, each having the
same length. The number of words and
the length of the words are both limited
to six, six words each six letters in
length, but, both values don't have to
be the same. The letters are then put in
a matrix and randomly rearranged in
lines 210-480.

The dashes on the board form the
places for each letter of each word to
be written in after it has been
deciphered. The number above each
dash, determined in lines 510-790, is
the sum of the coordinates of where the
letter of that dash is located in the
matrix. The problem in solving the
puzzie is that severai coordinates have
the same sum.

Since the answers appear above the
puzzle itself, rip them off before you
give itto a friend to try. They will have a
great time trying to figure out your
puzzle. Then let them make one foryou
or set up a relay. The possibilities are
.almost endless.

The program and description were
written by Dave Schroeder.

HATPUZZLE

COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOHN. W
DO YOU NEED INSTRUCTIONS? VES.

cls

MATPUZZLE

THIS 1S A PUZZLE-HAKING GRME

YOU INPUT UP TO SIX HORDS, UP 10 SIX
LETTERS ERCH, AND EQUAL IN LENGTH

THE COMPUTER WILL SCRAMBLE THEM AND
PRINT THEM IN A NATRIX. THE COMPUTER
HILL ALSG PRINT A CORRESPOHDING NUMBER
BOARD.  WHEM 1T STOPS TERR IT AMD GIVE IT
TO A FRIEHD.

HOW MANY HORDS DO YOU WANT <UP 10 €)? 6

HOW MANY LETTERS IN ERCH WORD (MUST BE SAME, 6 LETTERS HAX)? 6.

TYPE ONE 6 LETTER WORD OH EACH LINE
2 PARITY
? DUPLEX
? HATRIX
~ HRBER
? LENGTH
 HOTHER-

cis

85 3 5 9 7

1
4 2 186 8 7 2
e o e e 3
6 125 4 5 7 4
o 5

€

$ 6 8 7 9 7

8 6 8 113 9

114 9 6 187
THE NUMBER RBOVE EACH DASH IS THE SUM GF TWO COORDINATES OF
THE POINT ON THE MATRIX WHERE THE CORRECT LETTER FOR THAT
SPOT HILL APPEAR.  THE PROBLEM IS THAT THE SUM OF SOME

cls
095 3 5 9 7 122456
——————— 1URRIHY
4 2 86 8 7 ZHDARYL
e e e e 2O0TERHT
6 125 4 5 7 4ILRETP
mom o e e e SUBHNEEHN
g8 6 8 7 8 7 sYHIPGR

114 9 6 107
SPOT WILL APPEAR  THE PROBLEM IS THAT THE S OF SOIE
COORDINATES ARE THE SAME SO SEVERRL LETTERS COULD FIT. SO
TRY HOM TO FIND WHAT WORDS WERE USED AND SOLVE THE PUZZLE.
(PRESS ANY KEY TO END PROGRRI)

D0 YOU KANT ANOTHER RIRY? NO
RERDY
o

cls
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18 CLEAR 1880: CLS: PRINTR442, HATPUZZLE®

28 PRINT: PRINT TRB(?) "COPYRIGHT 1979 CREATIVE CONPUTING MORRISTOHL HJ°
30 PRINTE968, **;: INPUT “DO YOU MEED INSTRUCTIONS®; I$
48 DI RE(6), B§(6,6), T(6, 63, C$(6, 6), D$(6)

58 IF LEFT$CI$, 1)="N" THEN CLS: GOTO 168

68 CLS: PRINT TAB(29); “MATPUZZLE": PRINT

78 PRINT “THIS 1S R PUZZLE-MAKING GAKE. °

83 PRINT *Y0U INPUT UP TO SIX KORDS, UP TO SIX"

99 PRINT "LETTERS ERCH, AND EQUAL IN LEWGTH *

168 PRINT “THE CONPUTER HILL SCRAMBLE THEN AND®

116 PRINT “PRINT THEM IN A MATRIX  THE COMPUTER °
128 FRINT "HILL ALSO PRINT A CORRESPONDING NUMBER®
138 PRINT "BORRD.  WHEN IT STOPS TEAR IT AND GIVE I7*
148 PRINT *70 R FRIEND. *

138 PRINT

168 PRINT HOW MANY HORDS DO YOU HANT <P 10 6)%;
178 INPUT W

189 PRINT “HOW MY LETTERS IN EACH HORD (MIST BE SANE. 6 LETTERS MRO™
198 INPUT L

208 (LS: PRINT *TYPE ONE";L; "LETTER MORD ON EACH LINE®
2168 FOR %=1 TO K

228 THNPUT R$CX)

238 MEXT X

2O FORX=L TOH

258 FOR ¥=1 TO L

268 CHCK VIHIDSRSCR), ¥, 45 BSCR VIHIDSIRSCR), ¥, 1)
278 HEXT ¥

289 NEXT X

299 PRINT

308 FOR 7=1 T0 68

318 F=INT(RHD(8)#i+1)

328 D=INT(RID(BYW1)

338 G=INT(RID(B)M.+4)

349 E=INT(RMD(B)#L41)

358 J=B4(F. B)

268 BS(F, G)=B$(D, E)

378 BH(D, E)=$

388 NEXT 2

399 (LS: PRINT TRB(42):

400 FOR 24=1 TO L

419 PRINT 24 CHR$(8);

428 HEXT 4

438 PRINT

448 FOR 221 TO W

459 PRINT TAB(49); 22

4G FR 3L TO L

478 PRINT B$(22, 3);" %

489 NEXT 23

498 PRINT

568 NEXT 2
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516 FOR P=1 TO L

520 FOR 6=4 TO N

538 78

548 FOR R=1 TO W

SIFR S=1 TO L

38 IF T=1 THEN 618

578 IF B&(R, SYOC$(0, PYTHEN 618

588 (O, P)=RsS

598 T=1

688 B$(R, 5)=" *

618 REXT S

628 NEXT R

638 NEXT @

648 NEXT P

€58 PRINT @, °*;: FOR %=1 TO W

668 PRINT TRB(2)

678 FOR M=4 TO L

688 IF CCX. M09 THEN 718

699 PRINT C(X, M0 %

708 60TO 728

718 PRINT CCLH);

720 REXT M

739 PRINT CHR$(26); CHR$(29);

748 PRINT TAB(3);

708 FOR =1 TO L

768 PRINT"— *;

778 HEXT M.

768 PRINT CHR$(26); CHR$(29);

790 HEXT X

898 ‘PRINTR979, "PRESS AW KEY 10 CONTIME™

818 IF INKEV="" THEN 816 ELSE (1S

828 D$(1)="THE HBER RBOVE ERCH DASH IS THE GUM OF THO COORDINATES OF *
838 D$(2)= "THE POINT ON THE MATRIX HHERE THE CORRECT LETTER FOR THAT *
846 D$(3)= "SPOT WILL APPERR  THE PROBLEM IS THAT THE SUM OF SOME *
858 D$(4)= "COORDINATES ARE THE SANE SO SEVERRL LETTERS COWLD FIT. S0 ®
868 D§(3)= "TRY NOW T0 FIND RHAT HORDS WERE USED AHD SOLVE THE PUZZLE. *
876 JJ=8

880 FOR 11=1 10 3

898 FRINT @ 764 + (11%64), STRING$(63," ")

988 PRINT 8 784 + (11%64), D$(JJ+11)

910 NEXT 11

928 JJ=J34

928 FOR 11=1 0 2668: HEXT 11

948 IF JJO3 THEN 888

958 PRINT * (PRESS ANY KEY TO END PROGRAM):

968 AI$=INKEVS:IF RIS="* THEN 968

578 CLS:PRINT: PRINT °DO YOU HANT RNOTHER RN

969 INPUT V¢

998 IF LEFT$(¥9$,1)="Y" THEN (LS: GOTO 169

1eag £



This is actually a two part game. In
the first part, the program generates
a maze through which you can try to
find your way.

in the second part of the program a
near-sighted mouse is let loose in
the maze and explores until he finds
his way through. If you want to know
what near-sighted means, run the
program and ask to see the solution
step by step as the mouse goes
through the maze. If you elect not to
see each step, you'll simply get a
total solution for the maze itself.

With or without the mouse, it's a
fun program and the larger mazes are
frequently a real challenge to solve.

Maze is another program which
utilizes TRS-80 graphics, so do not
be too confused by the sample run.
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HAZE
COPYRIGHT 197¢ CRERTIVE COMPUTING MORRISTOMN, WJ

cls

DO YOU HEED INSTRUCTIONS? YES.

cls

THIS PROGRAM WILL SIMULATE A NEAR-SIGHTED MQUSE IN

R MAZE.  YOU SELECT THE DIFFICULTY FACTOR - SIZE!

THE DIMENSIONS MUST FRLL IN THE RRNGE HORIZ: (5-20)
VERT: (3-6). DIMENSIONS LESS THAN S ARE TOO TRIVIAL.
ERCH WAZE 1S DIFFERENT, AND HRS OHLY ONE WAY THROUGH IT.

WHAT ARE YOUR DIMENSIONS (HORIZONTAL, VERTICAL)? 20,6

cis
DO YOU HANT THE SOLUTION
cis
DO YOU WANT TO SEE ERCH STEP
cls
[ DRI
i3 118 i)
CBE L 23 N BBE ... .
. BEERRYNS. BREYE. | HRAGHURY. SRS 88
AAAAAAA [ UUUDUUUNE - AEINE - % : WIOE . MU
S, 4R BHEASHANER. . BREEL DUUSE BENAR
...................................... B OBEBE
45, UEHE. BURER.
.............................. R Y -
HHiGE BabEGHER
,,,,,,,,,,,,,,,,,,,,, .o
. HERRALEHHER.
.......................................................... it
DO YO HANT RNOTHER MAZE?
cls



18 0s

28 CLERR 1666

3@ PRINT @ 444, *MAZE"

48 PRINT

58 FRINT TABC?)"COPYRIGHT 1979 (REATIVE COMPUTING HMORRISTOMN, NJ©
€8 PRINT & 568, "™

78 INPUT"DO YOU HEED INSTRUCTIONS™; 1%

89 FEH MOUSE IN MAZE - SCLUTION SECTION BY RICHARD SCHRRL FMCL
58 REM CORIGINAL MAZE PROGRAM FROM "161 BASIC COMPUTER GRMES®
189 IF LEFT$(1%, 1)="y" THEN (LS: GOTO 268

116 (LS

128 G070 198

138 FRINT

148 FRINT “THIS PROGRAM WILL SIMULATE A NERR-SIGHTED MOUSE In®
158 PRINT “A MAZE.  YOU SELECT THE DIFFICULTY FRCTOR - SIZE!®
169 PRINT "THE DINENSIONS MUST FALL IN THE RRHGE HORIZ: (5-28)"
178 PRINT "VERT: (2-6). DIMENSIONS LESS THAM 5 ARE T0O TRIVIAL. ®
186 FRINT “EACH MAZE 1S DIFFERENT. AND HRS ONLY ONE WAY THROUGH IT."
130 PRINT

268 PRINT “WHAT ARE YOUR DIMENSIONS (HORIZONTAL, YERTICAL)™

246 CLEAR 186: REN ERASE ALL ARRAYS AND YARIABLE YRLUES

223 IWPUT H, v

228 PRINT CHRe¢26)

248 B=INT(ABS(H))

258 Y=INT(RBSCYD)

268 IF H)=5 AHD H(=28 RND VD=3 RND Y<=6 THEN 280

276 GOTO 136

280 DIN WK, ¥o) YO W)

298 0L

208 0=G

a8

3261 ¥=INTCRHD(@)#H+1)

230 FOR I=1 TOH

248 IF I=N THEM 378

T3 PRINT STRINGSCZ, 191

6B GOTO 89

70 PRINT CHRE(194)" %
HENERT I

230 PRINT CHR$C191)

480 £=1

418 WG D=C

428 (=04

429 R=}

449 S=1

458 G070 560

469 IF ROH THEN 540

478 1F SOV THEN 518
&

498 S=1

56 GOTD 556
518 R=1

528 5541
S GOTO 559

540 R=R+l
53R IF HCR. 5)=0 THEN 4@
550 IF THEN 526

978 IF HiR-1.
588 IF S=1 THEN 729
596 IF MR S-1)C0 THEN 720
63 IF R=H THEN 646

€10 IF WiR+d, 5308 THEM €40
626 Z=INTCRND(B)+2+1)

620 N ¥ GOTC 1296, 1360, 1478
£4i IF
652 IF =1 THEW 718

el 0=

€70 GOTQ &%

£58 IF WOR, S+1008 THEW 718
530 X=INT(RND(@43+1)

789 (M X GOTO 1299 1366, 150
718 w=IHTORH O 24y

725 OGN ¥ GOTO 1296, 1366

730 IF R=H THEN S48

746 IF WORL, 500 THEM 849
758 IF SOV THEN 798
V€l IF Z=1 THEW 829

776 =

VER 50T &80

730 1F WIR, S+1)28 THEN 820
808 Y=INTCRDGBI+2+)

S10 0N % GOTO 1290, 1438, 1520
526 M=INTCRND(BY+2+13

£26 N Y GOTG 1290, 1430

&40 IF SOV THEN 220

58 IF Z=1 THEN 918

%8 0=1

878 GOTO 899

998 TF Wik S48 THEN 919
898 Y=IHT(RND(B)+2+1)

THEH 426

109

986 0N ¥ GOTO 4299, 1578

916 5070 1298

920 IF S=1 THEN 1128

928 IF NGB S-1008 THEN 1438
349 IF R=H THEN 1030

950 IF WCR+#1, 506 THEN 1630
968 IF SOV THEN 1660

978 IF Z=1 THEN 1838

988 0=1

436 60T 1618

1806 IF H(R S+1)50 THEN 1638
1018 H=INTRID(§I*3+1)

1826 04 ¥ GOTO 4360, 1438, 1538
1079 X=INT(RND{@)%2+1)

1648 OM X GOTO 4348, 1430
1650 IF SOV THEN 16896

1859 IF Z=1 THEN 1128

1878 0=t

1636 GOTO 1168

1896 IF WOR S+0)06 THEN 1428
1168 ¥=INT(RHD(BI#2+1)

1118 OM % GOTO 43¢0, 1328
1129 GOT0 1366

1130 IF R=H THEM 12306

1146 IF HCR+L, 5000 THEN 423
1156 IF SOV THEN 149

1166 IF Z=1 THEM 1228

1476 O=1

1108 GOTO 1208

1499 IF WCR, S+1)29 THEN 1220
1760 H=INT(RHD(@)%2+1)

1210 0N X GOTO 1439, 1520
1236 GOTO 1428

1220 IF SOV THEN 1276

1248 1F 7=1 THEW 468

1255 o=t

1268 GOTO 1268

1278 IF WGP, 5+1030 THEN 460
1266 GOTO 4538

1298 WR-1, =T

1300 =+

1318 YR-1, S)=2

1228 R=p-1

1220 1F C=Rayel THEN 1738
1248 4=5

1358 GOTO S66

1366 MR, 5-1=C

1378 C=C+

1389 ¥R S-0)=1

1303 =01

1400 IF C=HV+1 THEN 173
1416 o=0

1428 GOT0 568

14368 Hik+, 9)=C

1446 C=C+1

1450 IF YR, 5= THEW 1400
1468 YR, 532
1479 150

1498 YR
1490 R=R+i
4566 IF D=yl THEN 172
1519

THEN 1628
1=l

= THEN 1398

1578
1566 G070 1600

1398 V(R 9=

1688 S=041

1618 IF T=Hat+1 THEN 1720
1620 GOTO 566
1628 Z=1

1648 IF ¥R 3
1650 VR, 5)=3
1666 O=0

1670 GOTO 469
1686 VR 5=t
1698 =5

1760 R=1

1719 5=

728 GOTO 556
1738 IF Z=1 THEM 1776
4748 R=INTCRHDCO #HI+L
1750 5=9

1768 Y0 S)=¥R, S
1776 GOSUB 2820

3= THEN 1686

1780 PRINT @ S€0, "DO YOU WANT THE SOLUTICN";



1796 GOSUB 2168

1660 IF LEFTS(RE, DXO"Y® THEN 2128

1816 PRINT @ 968, “DO YOU MANT TG SEE ERCH STEP*;

1828 GOSUB 2168

1836 CLS

1846 FOR I=1 TOH

1838 1F H(1, 1)=1 THEN S=1: GOTO 2000

1668 NEXT 1

1870 REM HOW WE CAN CLEAR W ARRAY AS ENTRY POINT 1S FOUND.
1855 REM ELEMENTS IN Y ARE EITHER 6, L,2 (R 2

1898 REM 6 IS CLOSED ON THE RIGHT RND AT THE BOTTOM
1908 REM 1 IS CLOSED ON THE RIGHT

1916 REM 2 1S CLOSED 0N THE BOTTOM

4920 REW T 1S OPEN GH THE RIGHT AMD AT THE BOTTOM

1978 REM DIRECTIONS WILL BE CODED:

948 EH 1 - P

1950 REM 2 . DOWN

1960 SEH 4

1978 RIGHT

4928 REM & . LEFT

1590 REM SCAN ¥ ARRAY FOR POSSIBLE MOVES IM RLL DIRECTIONS
2680 FOR 1=1 TOH

WG FR L TO Y

2628 W1 D=8

20878 REM TRY P

2846 1F J=1 THEN 2670

2858 1F 91, J-D=t R W1, J-0=3 THEN (L D3I D4
2860 REH TRY DOWN

2678 1F J=¥ THEN 2400

2088 IF WL D=1 0R WL 1=3 THEN (I, D=, D2
20898 REM TRY RIGHT

2108 IF I=H THEN 2438

2418 IF WL, =2 Ok W1, D=3 THEN W(L D=, i+
2126 REM TRY LEFT

2138 IF 1=1 THEN 2158

248 IF W(I-1 D=2 OR ¥(I-4, 1)=3 THEM (L D=L 0048
2158 NEXT J

2460 NEZT 1

UBFR I 10 H

2188 IF Y(L, Vo=t OR WL W= THEN WCL, WH=CL 9)+2: E=1: GOTO 2210
2196 MEXT 1

220% REM HAYE 10 GO DOMM FIRST

2246 Y=

2728 ¥=5

2239 WX, =C ¥+

2248 REH CHECK FOR POSSIBLE DIRECTIONS HOR. ..

2250 IF ¥=V AMD V=E THEN PRINT: GOSUB 2758: GOTO 3128
2268 GOSUB 2729

2278 REM CHECK POSSIBLE DIRECTIONG

2080 IF CHGL ¥y AND 2) O 6 THEN 2228

2290 IF (H(X, ¥) AND &) O 6 THEM 2428

2200 IF (HOL YD AND 8) O 8 THEM 2538

2318 IF (R ¥) AHD 1) O 8 THEN 2638

2320 GOTD 2259

2338 IF 4O, YHD3) AND C((HCX ¥ AHD 12)=8) THEW 2260
2248 IF YK, Y1003 THEN 2299

2356 Y=Y+

2268 (K, DV, Ve

2378 GOT0 2258

2380 VK, VGG -4

2399 WK I=GHGL V) A 12D

2460 Y=v+1

2418 WY V=K, ¥) RD 14)

2426 GOTO 2258

2478 IF (V(B+L,. ¥)23) AND CCHCK, ¥ AND 44)=8) THEN 2488
2440 IF Y(&+L Y)D3 THEM 2208

2430 ¥=X+1

2468 Y& VL Y4

2478 GOT0 2250

2488 V(X =¥ -4
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24968 HCK, VI=(I(K, ¥) ARD 11>

2508 R=R+l

2518 HCK YO=GH(K V) ARD )

2529 GOTO 2258

2530 IF (V-4 ¥O2) AD (WG W) RND 7)=0) THEN 2368
2548 IF V(-1 Y)02 THEN 2218

25358 K=4-1

2568 YGU VN VM

2378 6070 2238

2588 VO IV, -4

2598 WK =L 9 AD D

2689 %=%-1

2618 WO YO=(HGL Y AN 1D

2626 GOTO 2250

2628 IF YO0 Y-1003) AND (GG ) AND 14)=8) THEN 2689
2648 TF ¥(¥, ¥-1003 THEN 2288

2658 Y=¥-1

2668 V(X M=VCL Yo+

2670 G0TO 2250

2685 VO, =YL ¥)-4

2698 HO% YOS(HCK ) RID 14

2786 Y=¥-1

2718 HCL =R ) ARD 43)

2728 GOTO 2238

2730 1F LEFT$(RS, 1OTY" THEN RETURN

2748 PRINT

27O FOR IsL TO H

2768 IF 1=5 THEM 2798

2778 PRINT STRINGS(3, 190);

2789 GOTO 2609

2798 PRINT CHRS(181)°48™

2008 NEXT 1

2818 PRINT CHR$C19L)

2820 FOR J=L TOV

2830 PRINT CHR$(151):

2048 FIR I=L TOH

2858 IF V(I 1D3 THEN Z2=¥(1, 1)-4: GOTO 2878
2860 Z=¥(I, 1

2678 1F 2¢2 THEN 2928

2898 IF 20V(L, 1) AD ¥(I+1, 13 THEN PRINT "$#4°; : GOTO 2948
2898 IF ZOVCT, J) THEN PRINT "84 ;- GOTO 2948
2900 PRINT * %

2918 GOT0 2948

2928 IF 20%(L, 1) THEN PRINT 88" CHR§(151); : GOTO 2540
2930 PRINT ® " CHR$(191);

2949 NEXT §

2958 PRINT

2968 FOR 1=t TOH

2979 IF W1, 123 THEN Z=9(1, 1)-4: GOTO 2999
2988 2=2¥(L. D

2999 1F Z=8 THEN 3960

7060 IF 7=2 THEN 3868

2610 IF ZOVCI, 1) AND J=V THEN PRINT CHR$C191)°#4" = GOTO 3670
3828 IF J=V THEH 3840

2028 IF ZOW(L J) AD W1, J+1))3 THEN PRINT CHR$CAGL)“#4"; - GOTO 3678
3040 PRINT CHRSCI9™ °;

3956 GOTO 878

3068 PRINT STRINGE(S, 191);

3878 HEXT 1

3080 PRINT CHR$(151)

3898 HEXT §

2100 PRINT @ @,°";

3148 RETURN

2428 PRINT @ 968, "DO YOU WANT ANQTHER MAZE";
3430 HPUT A%

7440 IF LEFTS(RS, 1)="y" THEN PRINT = GOTO 208
3156 B89

3160 RE=INKEYS

3478 IF R4="" THEM 2169

3188 RETURH




Millionaire

In this game, the computer takes you
through your life from birth to death.
Along the way, you're asked to make
some petty and some other rather
crucial decisions. Some of these
decisions regard what kind of job you
want, how much you bet in Las Vegas,
whether you buy a valuable coin,
whether you elect to take a vacation or
a second job, stock purchases—
buying and selling, automobile ac-
cidents, tornadoes, and the like.

At the end of your life (itgoes by in a
flash!) the computer tallies up your
gains and your losses and tells you
where you stand relative to becominga
millionaire. In ten plays of the game,
the most we ever got was $379,000,
somewhat short of being a millionaire,
but probably, all things considered,
more reaiistic.

Millionaire was conceived and
written by Craig Gunnett, a dreamer to
the very end.

HILLIONAIRE
COPYRIGHT 1979 (RERTIVE COMPUTING MORRISTOM, NJ

cis
DO YOU NEED INSTRUCTIONS? YES.

cls
THIS 1S THE GAME OF ‘MILLIONAIRE’. ALL VOU WUST DO IS
TYPE IN YOUR NAUE AND RNGWER SOME QUESTIONS. THE
DECISIONS YOU MAKE WILL DETERMINE HOM MUCH NONEY YOU
HAKE. AT THE TIME OF YOUR DERATH, YOUR LIFE RILL BE
RATED BY THE AMOUNT OF MONEY YOU MADE THROUGHOUT
YOUR LIFE.  IF YOU HAVE WRDE $1,069,0808, YOU HILL BE
A HILLIONAIRE AND WIN THE GRME.

PRESS ANY KEY TO CONTINUE

cls
HHRT 1S YOUR NAME 2 CHRIS. |

cis

0.K, CHRIS, THIS IS YQUR MEM LIFES
IN A SHALL TOHN, ON JUL 17, 4989, CHRIS IS BORM.
YOUR PARENTS RRE VERY RICH. ON APR 8, 1959, YU
LEAVE HOME WITH § 14899 YOU GOT A JOB RS A TERACHER.
YOU EARH & 28878 A VERR
YOU RDJUST YOUR EXPENSES 10 $ 20353 R VERR
PRESSM‘EH'TOCWTIME
cis

DEC 25, 2068
YOU ARE OFFERED RHOTHER J0B FOR HOULD YOU LIKE 70 HODHLIGHT? VES

cls

DEC 25, 2608
YOU RRE OFFERED ANOTHER JOB FOR HOULD YOU LIKE 70 MOOMLIGHT? YES
YOU HOW HRVE ¢ 110899

PRESS ANY KEY T0 CONTINUE

cls
JW 25 2685
YOU ARE OFFERED A COIN SUPPOSEDLY HORTH 4188, 606,
DO YOU BUY 1T7 VES

THE YRLUE OF THE COIN IS ¢ 49837
YOU KOH HAVE $-39864 .
YOUR EARNINGS AND EXPENSES LERYE YOU MITH $ 31416
FRESS ANY KEY TO CONTINUE
cis

FEB 23, 26814
YOU G0 10 LAS VEGRS TO GRMBLE  HOM MUCH DO YOU BET? 16808

HA! HA! YOU LOST $ 5625
YOU NOW HARVE ¢ 25794
YOUR EARNINGS AND EXPENSES LEAVE YOU HITH $ 152655
PRESSW’KEVTOCUNTIME
cis

DEC 12, 2623
Y0U ARE SERTOUSLY SICK.  (COULDN‘T TELL, COULD YoU?)
YOU HAYE COMPUTERITIS.
HEALTH EXPENSES COST YOU § 835
YOU NOW BAVE § 451800
YOUR ERRHINGS RHD EXPENSES LEAVE YOU WITH $ 278684
PRESS RHY KEY T0 CONTIME
cis

oCT 24, 26834
OH! YOU JUST GOT LEUKEMIA MEDICAL BILLS ARE ¢ 2386
YOU NOH HAVE § 276378
YOUR EARNINGS AHD EXPENSES LERVE YOU HITH ¢ 389146
PRESS ANY KEY TO CONTINUE
cis

JUL S, 2033
THE DOCTOR SRYS YOU KEED A VACATION DO YOU 607 VES

GO0D, THE YRCATION COSTS § 2967
YOU NOH HAVE & 386179
YOUR ERRNINGS AND EXPENSES LERVE YOU HITH § 458947
PRESS ANY KEY TO CONTINUE
cis

SEP 8, 2848

L STOCK RAME PRICE  SHARES O4NED
1 1BY (INCREDIBLY BAD MACHINES) 143
2 USS (USELESS & STINKY STEEL) 136
3 NCR (HO CASH RETURN) 144
4 THA (TOTRL MRECK RIRLINES) 446

® P

cis
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B, <(SHELL($468 FEE), OR D0 QDOTHIKG 7B
STOCK § AMD GUANTITY? 4,25..

SEP 8, 2048
§ STOCK NAHE PRICE  SHARES OWED
1 IBY CINCREDIBLY BRD HACHINES) 143 sl
2 155 (USELESS & STINKY STEEL) 136 8
3 NCR (NO CASH RETURN) 141 8
4 Twn (TOTAL WRECK RIRLINES) 146 ]
cls

@, (SXELL($188 FEE), (R DO CQDOTHHG 7B
STOCK # AND GUANTITY? 4,10

SEP 8, 2048

i STOCK. NRYE PRICE  SHARES GHAED
4 I8H CINCREDIBLY BRD HACHINES) 443 5

2 USS (USELESS & STINKY STEEL) 436 8

3 NCR (NO CASH RETURN) 144 8

4 THA (TOTAL HRECK AIRLINES) 446 18

cls
(B, (SELL($468 FEE), OR DO CDOTHING 7B
STOCK & AND QUANTITY? 2,58.

SEP B, 2848
§ STOCK NRHE PRICE  SHARES OWNED
1 1B (INCREDIBLY BAD WACHINES) 142 3
2 (55 (USELESS & STINKY STEELY 136 58
3 HCR (NO CRSH RETURN) 144 8
4 THR (TOTRL WRECK RIRLINES) 146 i8
cls

(BY, <SOELL($108 FEE), OR DO CQDOTHING
YOUR ERRHINGS AND EXPENSES LERVE YOU HITH $ 613676
PRESS FY KEY TO CONTINUE

IR 7, 284

§ STOCK KAME PRICE  SHARES QWNED
1 184 (INCREDIBLY BAD MACHINES) 139 %5

2 US55 (USELESS & STINKY STEEL) 124 58

2 NCR (NO CASH RETURID 13 8

4 THA (TOTRL WRECK AIRLINES) 132 18

HITH STOCK VALUE YOU HRYE & 624671
CLOSE, CHRIS. HAYBE NEXT LIFE
THANKS FOR PLAYING ‘MILLIONAIRE”, CHRIS!!!!

RERDY

.

cls

18 (LS
28 PRINT @ 418, "HILLIONAIRE"
38 PRINT

48 PRINT TRB(7)"COPYRIGHT 4578 CRERTIVE COMPUTING HORRISTOMN, NJ*

58 PRINT € 968,"";

68 THPUTDO YOU MEED IHSTRUCTIOHS™ I$

78 IF LEFT$(I$, 4)="N" THEN 240

88 REH  HILLIONRIRE BY CRRIG GUNHETT

98 (LS

188 PRINT TRB(28); "+ HILLIGNAIRE *°

116 PRINT .

178 PRINT*THIS 1S THE GRME OF “HILLIOHAIRE/. ALL YOU ¥UST DO IS*
138 PRINT "TYPE IN YOUR NAFE AND ANGHER SOME QUESTIONS. THE®
148 PRINT "DECISIONS YOU HMAKE HILL DETERMINE HOW MUCH HONEY YOU®
156 PRINT "MAKE. AT THE TIME OF YOUR DEATH, YOR LIFE HILL BE®
168 PRINT "RATED BY THE RHOUNT OF HONEY YOU RADE THROUGHOUT®
178 PRINT "YOUR LIFE. IF YOU HAVE HADE $1,0608,088, YOU HILL BE”
188 PRINT *R HILLIONAIRE AMD WIN THE GRIE. ©

198 PRINT @ 379, "PRESS ANY KEY TO CONTINUE®;

288 IF INKEY$ ="* THEN 288

218 (LS

220 PRINT @ 256, "

238 TRPUTTHHAT 1S VOUR WAME ™R

248 LET 0=-1

238 DIH A$(28), Z$C1), HEGH), S(9), QU16)

260 FOR 1= T0 4

278 LET S(I=158

112

260 HEXT 1

29 (LS

388 PRINT © 0.K, %R%" THIS IS YOUR NER LIFE!®
348 LET M§="JRHFEBHARRPRARY JUNJULRUGSEPOC TROVDEL™

328 IF RND(B).5 GOTO 358

338 PRINT "OK A BIG FRRH;

340 6010 268

358 PRINT “IN A SHALL TOHN';

368 1ET T=INT(RND(B)i2)+4

378 PRINT *, ON “HMIDS(HS, 3¢T-2, 3); INT(RID(9)#28)+L; CHRS(B); ", 1988, %

383 PRINT " ";R%;° IS BORNL"

398 PRINT "YOUR PARENTS ARE VERY ™
480 IF RHD(8)).5 GOT0 448

418 PRINT "RICH ™

426 LET H=INT (RND(B)+5008)+10880

438 G010 468

448 PRINT "POOR. %5

458 LET H=INT(C RID(B)+RND(8))/2%1868)
468 LET T=INT(RND(B)*i2)+1

478 LET Y=1996+INT(RRD(8)+18)

489 PRINT “ON *;HIDSCM$, T#3-2, 3); Te2i CHR$(8); ", "¥; CHR$(8);", YOU*

499 PRINT "LERVE HOME HITH

588 PRINT "$; INT(H+168)/163;

518 LET Y=Y+INTC(RID(BY2)4

528 GOSUB 678

538 FOR J=1 10 13

548 IF (J/3)-INT(J/3)+E=8 THEN GOSUB 878
LET D=IRT(28+RID(B) )41

LET Hi=C INT(12+RD(8))#1)43

GOSUB 3238

PRINT HID$CHS, M1-2, 2); D; CHR$CE); ™™
IF ¥-1988(78 GOTO 648

1F RHD(BY). 3 GOTO 648

PRINT "YOU ARE DERD (COULD’NT TELL, COULD YOU?) AT THE®
PRINT "RGE OF";Y-1986; CHR$(8): " *
G010 2988

1F D=6 GOTO 698

LET I=INTC. @7#¢3%(-H))

668 LET W]

678  PRINT “THE INTEREST OM YOLR LORN IS
688 PRINT "$"; INT(188+1)/168

698 LET G=INT({3+RID(B)+1)

788 IF Q@)= GOTO 698

718 LET &(@)=t

720 ON 0 GOTO 4120, 1289, 1480, 1548, 1646, 1888, 2818
738 OH (-7) GOTO 2360, 2478, 2620, 2768, 2828, 2868
748 PRINT "YOU NOW HAVE %

758 PRINT °$"; INT(H+188)/168;

768 PRINT * *

778 IF 0=-2 GOTO 2816

788 IF J=1 GOTO 838

798 LET He+(E-0)#9

808 PRINT *VOUR EARNINGS AMND EXPENCES LEAVE YOU WITH ™
818 PRINT °$*; INT(M+188)/168;

820 PRINT = 7

838 LET Y9=INT(RHD(B)*6)+5

848 LET ¥=94¥9

858 MEXT J

868 GOTO 610

878 REH JoB 9B

888 PRINT "YOU GOT R JOBRSR %

898 ON RHD(S) GOTO 988, 938, 968, 998, 1628
989 PRINT “TERCHER";

918 LET E=INT(RHD(8)*4808)+17080

926 GOTO 1848

938 PRINT “LAKVER™;

948 LET E=INT(RND(B)*40600!)+88808!

956 GOTO 1848

968 PRINT “COMPUTER PROGRAHMER";

970 LET E=THT(RND(0)¥5060)+20868

988 GOTO 1040

998 PRINT "BUS DRIVER™

1808 LET E=INT(RND(8)*2080)+16888

1618 GOT0 1048

1628 PRINT "FOOTBALL PLRYER™;

1838 LET E=INT(RND(0)+160008! )+168088!

1648 LET C=E~16886+INT(( RHD(B)+RND(8))¥5088)
1858 PRINT = * CHR$CA3)°YOU ERRN

1860 PRINT *$*; INT(E+188)/168;

4078 PRINT * A YERR *

1888 PRINT “YOU RDJUST YOUR EXPENSES 10 "
4698 PRINT °4*; INT(100+0)/109;

g8gY8y
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1378 PRINT *$"; INT(v7+108)/108;

1168 PRINT* A YERR * 1388 PRINT *

4118 RETURN 1398 GOTO 748

1120 PRINT "YOU G0 TO LRS YEGRS TO GRMBLE  HOM FRICH DO YOU BET™: 1468 PRINT *YOU ARE SERTOUSLY SICK  (COULDN’T TELL, COMLD YiU)*
1438 INPUT S 1418 PRINT *YOU HAVE *;

1148 PRINT 1428 ON (INTCRID(8)$3)+0) GOTO 4459, 1478

1158 IF 5¢=8 GOTO 1278 1438 PRINT “THE RSIO-DISPEPSIR REGIONRLY HYPHOTIC FLU! (OH!). ®
1560 IF RND(8Y).7 GOTO 1228 1448 GOTO 4488

1178 LET S2=-INT(RMD(0)+5) 4458 PRINT "COMPUTERITIS. *

1188 PRINT *HA! HA! YOU LOST *; 1468 GOTO 1488

1198 PRINT "$7; INT(S2+168)/188+-1; 1478 PRINT "INFECTIOUS FRTALY REOCCURING CHRONIC BAD BREATH. *
1288 PRINT © * 1488 LET U=INT(RND(8)+1680)+568

1216 GOT0 4268 1498 LET ¥=H-U

1228 LET SZ=INT(C RHD(@)RID(8))45) 1509 PRINT *HERLTH EXPENSES COST voU =

1238 PRINT "YOU MON *; 1318 PRINT *$"; INTCU+188)/168;

1240 PRINT "$"; INT(S2+100)/106; 1520 PRINT = ¢

1258 PRINT = * 4538 GOTO 740

1268 LET =62 1548 LET F=INT(RND()+160608! )

4278 GOTO 748 1556 LET CB=INT(F/2)-INTCRND(O)#(F /2))

1288 PRINT “YOU ARE OFFERED R COIN SUPPOSEDLY HORTH $169, 608, " 1568 FRINT "YOUR GRANDFATHER GROVERS JUST DIED. (QOHI) HE LEFT®
1299 PRINT DO YOU BY 17" 1578 PRINT "YOU =

1388 INPUT 2% 1588 PRINT "$*; INT(F+488)/100;

1318 Z¢=LEFT$(28, 1 1598 PRINT *, BUT FUNERRL EXPENSES ARE *;

13268 PRINT 1688 PRINT *$*; INT(CB+108)/108;

1338 LET VP=INT(RHD(8)+260882! )+1 1618 PRINT® *

1348 IF 26C°Y* GOTO 1368 1628 LET H=H-C84F

1358 LET H=i-1000061+y7 1638 GOTO 740

1368 PRINT “THE VALUE OF THE COIN IS ™ 1648 IF E=6 GOT0 1129
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4659 PRINT "HEMS FROM YOIR BOSS:"

1668 O ( INT(RID(B)*3)+1) GOTO 1768, 1889

1678 LET L=INT(RND(@)+3080)+1

1688 LET E=E-L

1698 PRINT "YU GOT R ™

1788 PRINT ™$"; INT(L+108)/108;

1718 PRINT* DECRERSE IN PAY.®

1728 PRINT™YOU NOW ERRN *;

1738 PRINT °$*; INT(E+168)/168;

1748 PRINT". *

1758 GOTO 740

1768 PRINT *YOU‘RE FIRED! CHAD"

1770 LET £=9

1788 LET C=INT(C/4)

1798 GOTO 748

41890 LET Re=INT(RND(8)#5860)+1

1616 LET E=E4R6

1828 PRINT "YOU GOT R RAISE OF %

1838 PRINT *$*; INT(R6+100)/108;

1848 PRINT®. ®; CHR(18); *Y0U NOK ERRN

1658 PRINT "$*; INT(E+108)/108;

1868 PRINT". *

1878 GOT0 748

1828 PRINT *THE-DOCTOR SAVS YOU NEED R VRCATION DO YOU 60°;
1898 INPUT 26

1900 Z¢=LEFT$(28, 1)

1918 PRINT

1929 LET V=INT(RND(8)+2068)+1088

1938 IF Z¢="N" GOTO 1988

1948 PRINT "GOOD; THE VRCATION COSTS ™

1958 PRINT *$"; INT(V+180)/108;

1968 PRINT °.°

1978 GOTO 199

1988 PRINT *VOU JUST HAD A NERVOUS BRERKDOWL MEDICAL COSTS * ¥
1998 LET d=it-V

2080 GOTO 748

2618 FOR 1=1 70 4

2028 LET SCD=INTCC INT(RMD(B)H188)+108+245(1))/2)

2030 HEXT 1

2648 FOR 1=1 10 4668

2050 NEXT

2068 PRINT @ 64,8 STOCK NRHE

2078 PRINT"— Eam— om—
2099 PRINT®1 184 (INCREDIBLY BRD MACHINES)";S(1);" 53
2698 PRINT"2 USS (USELESS & STINKY STEEL) *;5(2):i° *:5(6)
2108 PRINT"3 HCR (RO CRGH RETURN) *5Q%" ST
2140 PRINT®4 THR (TOTAL WRECK AIRLINES)  %:5(4% " *5(8)
2428 PRINT CHR$G3L);

2139 TF S(9)=1 GOTO 3648

2148 PRINT @ 832, GO, <SHELL($168 FEE), OR DO QDOTHING 7° CHR$(S5)

158 Z$=1HEVS

2468 1F 2¢="" THEN 2450

2470 PRINT CHR$CB); 2§

2488 TF Z4="5" GOTO 2268

2198 IF Z4="N" GOTO 2328

2208 PRINT "STOCK & RHD QUANTITY™
2210 IHPUT 53, S(8)

2208 LET 5(4#53)=5(4#52)45(8)
2238 LET 0=-2

2048 LET HH-G(53)45(0)-108

2258 GOTO 2068

2068 PRINT "STOCK § AHD QUARNTITY";
2278 INPUT 82 S5

2286 IF S5)5(4452) GOTO 2268

2298 LET 5(4452)=5(4452)-55

2309 LET H=i5(52)#55-168

2348 GOTO 2448

2328 LET S4=5(5145(6)45(7)45(8)
2338 IF 508 GOT0 788

2348 LET 0=-1

2399 GOTO 788

2368 PRINT “NENS FLASH!!! *

B8 IF RND(O)Y. 5 THEN 2488

2388 PRINT A TORNADO HAS JUST HIT THE HOKE OF ";A%:" °
2398 GOTO 2449

2490 PRINT "AH AIRPLANE HAS JUST CRASHED INTO THE HOME OF “i8%:"."
2418 LET DS=INT(RND(8)+56008! }+1
2420 LET H=H-D8

2438 PRINT "DRMAGES HAVE BEEN ESTIMATED AT %
2448 PRINT “$*; INT(DG+168)/168;
2458 PRINT °.°

PRICE  SHARES OHHED™

2468 GOTO 748

2478 PRINT "QH! YOU JUST GOT %

2488 IF y-1988(55 GOT0 2348

249 IF RID(BY. 4 60T 2528

2568 PRINT "CRHCER™;

2518 GOTO 2558

2528 PRINT "R HERRT ATTACK™

2539 GOTO 2598

2548 PRINT "LEVKEMIA®;

2550 LET H2=INT(RRD(0)+5000)+1608

2568 LET Mei-H2

2570 PRINT *  MEDICAL BILLS RRE ™

2359 PRINT *$*; INT(H2+108)/109;

2590 PRINT °.*

2608 IF RID(B)( 5 GOTO 610

2616 GO0 748

2628 PRINT "VOU JUST HAD A CAR RCCIDENT! MEDICAL COSTS®
2638 LET H3=INT(RND(8)¥3008)+1088

2648 LET G7=INT(RHD(6)45008)+168

2659 PRINT "ARE

2668 PRINT "$*; INT(M3+108)/488;

2679 PRINT ". REPRIRS COST *

2688 LET HM-3-07

2698 GOTO0 740

2708 IF E=6 G010 1288

2718 LET E2=10000+ INT(RND(0)+5880)

2720 PRINT "VOU ARE OFFERED RNOTHER J0B FOR *;
2738 PRINT *HOULD YOU LIKE TO MORLIGHT®;
2748 PUT 2%

2758 PRINT

2768 IF LEFT$(Z8, 1)="H" THEN 748

2778 ON INT(RND(B)#3) GOTO 4768, 2689

2780 LET E=EE2

2798 GOTO 748

2609 PRINT "FROM OVERWORK YOU GET "

2816 GOTO 2520

2628 LET R2=INT(RID(B)+10008)+5000

2630 LET H=-R2

2848 PRINT "VOUR HOME HAS BEEN ROBBED OF GOODS WORTH
2858 GOTO 740

2868 IF 0=-1 GOTO 1688

2678 1F RND(8)).7 GOTO 1688

2868 LET B4=INT(RID(8)+4)

2698 PRINT "STOCK HARKET CRAGH!!! ERCH OF YOUR®; S1; "SHARES OF"
2988 PRINT "STOCK IS HORTH °;

2518 PRINT "$%; INT(B4+168)/168;

2928 PRINT * FOR A TOTAL OF %

2938 PRINT *$*; INTC(S1384)%168)/188;

2948 PRINT *.*

2990 LET HeeS1sB4

2968 LET 0=-1

2978 GOTO 748

2988 PRINT “YOU HRD 5

2998 PRINT "$*; INT(H+100)/168;

3086 PRINT = *

3646 IF 0=-1 GOTO 3888

3820 LET S(9)=t

3939 GOT0 2018

3648 LET HESCLIS(SIHS(E(E)45(IHS(7I45(445(6)
3858 PRINT *HITH STOCK VALUE YOU HRVE ™

3068 PRINT "$"; INT(1+168)/108;

3870 PRINT ° °

3869 IF HCB GOTO 3438

3099 IF #CS00008! GOTO 3168

3109 IF HCIE+85 GOTO 2189

3446 PRINT A% * HONI! YOU RRE R HILLIONAIRE!!™
3126 GOTO 3198

3130 PRINT *Y0U LOUSY §$727%'!! NOW YOUR POOR FRHILY HARS TO PRY"
3448 PRINT ®0FF YOUR DEBTS............coooivininnns *
3156 GOTO 3198

3468 PRINT “NOT BRD, ™8%:" °

3178 GOT0 2190

3188 PRINT "CLOSE, *;R%:" MAYBE NEXT LIFE "
3499 PRINT "THANKS FOR PLAVING ‘HILLIOMRIRE’, ®:f%;"!!!!®
3288 PRINT

3248 PRINT

226 B

3238 PRINT & 979, "PRESS Ry KEY TO CONTIRUE";
3248 'IF INKEYS ="° THEW 3248

3298 015

3266 RETURN
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Minoaur

In this game, you are in a three level
cavern. Inside the cavern are ten pillars
which stretch through all three levels;
they're electrified so that if you touch
them you are immediately vaporized.
Furthermore, there are trap doors
which appear randomly and drop you
down one level. The top level is three,
the second level down is two, the first
or lowest level is one. If a trap door
appears in level one you are dropped
into a bottomless pit and that ends the
game. The minotaur itself also poses a
hazard. If you wound him with your
spear, he will charge you. Also, he
randomly charges for ho reason at all.
However, he only charges in a straight
line. Hint: keep ata slight diagonal from
the minotaur until you are ready to
throw your spear at him andyouhavea
better chance of avoiding his charges.
If you ask for amap, the axes are drawn
in with X's. This does not indicate a
barrier or fence; you are free to move
across the X and Y coordinate planes.
However, you are advised not to move
out of any of the four edges as this
represents yet a different form of
bottomiess pit and also ends the game.
There are many, many additional
hazards which are not shown in the
sample run. Try it, and be surprised!

This program was conceived and
written by Pete Klausler.

..

HINOTAUR
CREATIVE COMPUTING, MORRISTOMN, NEW JERSEY
cis

DO YOU HANT TO BE THE HINOTAUR EHRMPIUN? Y.
Cis
YOU MUST BEAT R SLORE OF 28.

........................... MINOTRUR . ...........................

00 YOU NEED INSTRUCTIONS? v.
cis

THE OBJECT OF THE GAME 15 TO KILL THE MINOTAWR

THE CRVERN OF THE HINOTAUR IS IN THREE
LEVELS. ERCH LEVEL IS R COORDIMATE PLANE.
QUTSIDE OF THE LEVELS THERE IS NOTHING BUT
VACUUM.  THE PLANES STRETCH OUT 18 OM EACH
RIS FROM THE GRIGIN

(PRESS RHY KEY TO CONTIMUE)
cls

BRARRIERS

INSIDE THE CAVERM FRE 18 ELECTRIFIED
PILLARS STRETCHING THROUGH THE THREE
LEVELS.  THEY WILL DESTROY AMYTHING THAT
TOUCHES THEM!!

(PRESS ANY KEY T('J CONTINUE)
cls
TRAPDOORE

TRAPDOORS HILL APPEAR OUT OF MOWHERE
D DROP YOU DOMM OME LEVEL. IF YOU WERE
ON LEVEL OME, YOU LOSE!:

CHARGING MINOTRUR

THE MINOTAUR WILL CHARGE YOU IF YOU
HOUND HIM WITH YOUR SPEFR.  ALSO, HE
HAY CHARGE FOR MO REASON AT ALLI!M!

(FRESS ANY KEY T0 CONTINUE)

cls
HERE ARE YOUR CONTROL FUNCTIONS
1) HOYING ERST
2) MOVING WEST
2) MOVING NORTH
4) HOVING SOUTH
3 MOVING UP A LEVEL
6 HOVING DOMM A LEVEL
7 THROWING YOUR SPERR
8) GETTING R HAP
{PRESS AHY KEY TO CONTINUE)
cls

........................... HRYE FUN

(PRESS ANY KEY T0 CONTINUED
cls
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T WILL NOW SET THE BRRRIERS.
BARRIER # 1 (-6 ,-8).
BARRIER # 2 (-9 ,-5 ).
BARRIER # 2 -C 4 ,-2 ).
BARRIER & 4 :( 18 ,-7 ).
BARRIER £ 5 -7 ,-6 ).
BARRIER # 6 -¢-5,-5 ).
BARRIER # 7 :¢-4, 1 ).
BARRIER 4 8 :¢-§ -6 ).
BARRIER # 9 < Z,-8 )
BARRIER & 48 (1, 18 ).
(PRESS ANY KEY TO CONTINUE)

cls
Of WHICH LEVEL DO YOU WANT 70 STRART? 2
WHICH POINT? 2,-2
HOW FAR DO YOU HANT TO MOVE PER TURN? 1

TURN 4. MINOTAUR IS AT (-18, 8 ) ONLEVEL 276
YU ARE AT ¢ 2 ,-2 ), ONLEVEL 2

TURH 2. MIMOTAUR IS AT ¢-16, 1), ONLEVEL 271
YOU ARE AT < 3,-2 ), OH LEVEL 2

TURN 3. HINOTAUR 1S AT (~18, 1) ONLEVEL 271
YOU ARE AT ¢ 4 ,~2 ), ON LEVEL Z

TURN 4. MINOTRUR IS AT ¢-16, 1 ) ONLEWEL 27?7 4

cis
YU ARE AT £ 5,-2 ), ONLEVEL 2

TURN 5. HINOTAMR IS AT (48, 1) ONLEVEL 372
YOU ARE AT (5 ,-1 ), ON LEVEL 2

TURH 6. MINOTAUR IS AT ¢-18, 1) ONLEVEL 273
YOURRE AT ¢S, 8% DNLEVEILZ
cis

-1, 20
(8,27

1,
2,
[

p RO O

}
)
)

YOU LOSE, SUCKER

WOULD YOU LIKE TO PLRY RGRIN? _
cls

18 CLEAR €6

28 (LS

20 PRINT @ 444, “MINOTAUR®

4@ PRINT

50 PRINT TAB(14)"CREATIVE COMPUTING, MORRISTOMN, NEW JERSEY"
68 PRINT:PRINT:PRINT :PRINT

78 DHf B2(15), CU(1S)

€9 G0SUB 1286

o6 REM TNSTRUCTIONS

160 GOSUB 1466

118 {321

120 LAZ=INTCRAD(B)*3)+1

138 X4Z=INT(RID(BY#¢-21))+41

146 Y47=INT(RND(@)%(-24))+11

158 PRINT

168 REM BRRRIERS

178 GOSUB 2438

169 REW PLACE PLAYER

190 GOSUB 2238

263 REM START GRME

246 REM SPERR

200 IF X2/=51% AND ¥2%=527 AHD L27%=53% AND TiD1 THEN 3788
22 REM 1S HE EATEN?

240 IF XiZ=X2% AND YZU-94X AND 147127 THEW 3762
256 REM CHARGING

268 IF RUD(A)C 1 THEN 2688

270 REM TURN #

280 TA=Ti#L

208 PRINT™TURN"; T CHR$(8); " MINOTAUR IS AT (%™, % ¥i%™), ON LEVEL®;U4%

368 INPUT 22

210 SAY=PEEK(16492)

320 SBA=PEEK(16256)

338 IF SAO%4 OR SBIDS4 THEN CLS

248 ON 2 GOTO 359, 386, 488, 430, 450, 480, 580, 2118
350 X2U=R2UAFY

260 IF ABS(X2)>18 THEN 1898

378 GOTO 4418

380 KL=X2-FU

398 GOTO 368

490 YUY

410 IF ABS(YZ{))16 THEN 1890

420 GOTO 378

430 Y2N20-FY

448 GOTO 418

450 WLz

466 1F L2D3 OR L27(1 THEN 1268

478 GOTO 370

486 L2n=L2u-1

498 GOT0 468

988 REM SPEAR-THROWING

518 IF LZ0L2% THEN 1ei@

528 IF #A20%27 AND v120Y22 THEN 1638
528 IF ¥A20%2% AND ABS(YAZ-Y2)218 THEN 1630
540 IF RBS(X17-%24)>18 THEN 1858

550 1F S9%=1 THEN 3810

560 PRINT®IN WHICH DIRECTION HOULD YOU LIKE 70 THROM (USE 1.2,3,40%
578 THPUT X

568 PRINT*HOW FRR";

598 IHPUT K2z

668 CLS

618 TR

628 SeU=Y2u

€38 FOR H37=t T0 H2X

648 ON H1Z GOTO 658, 689, 708, 738
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€38 53=554H

668 IF ABS(ST46 THEN 820

£76 GOTO 750

688 S54=557-1

630 GOTO €68

786 SE=SeuH

718 IF ABS(S6X)010 THEN 826

728 GOTO 758

738 S67=567-1

748 GOTO 716

758 PRINT"SPERR 15 AT ("S54 ", " 564°).

768 REM TEST FOR BRRRIERS

778 FOR f/=1 10 18

780 IF SSZ=BU(AL) AND SEH=C(AX) THEM 819

798 NEXT A

£68 GOT0 638

10 PRINT "SMASHED SPERR SPLINTERED AGAINST BARRIER #";AZ CHR§(E);" °
328 GOTO 1672

838 HEXT H3%

849 IF S520W47 OR S6RCYAZ THEN 946

830 XA=INTCRND(BI*3)+1

868 ON Xz GOTO £76, 946, 1668

270 PRINT“YOU KILLED THE MINOTAUR IN® T2 “TURMS.®
880 G070 1378

898 PRINT:PRINT"HOULD YOU LIKE TO PLAY AGRIN®;
568 INPUT X¢

946 IF LEFTS(XS O™ THEN 2858

926 (LS: Ti=0

418 GOTO 148

948 PRINT"YOU MISSED.  SPEAR 1S AT ("552: %, *;56%:"). YOU MUST GET IT.®

58 Su=55%

968 S27=567

978 S37=L2

988 S9U=1

998 GOTO 248

1668 GOSUB 2678

1016 PRINT"YOU ARE NOT ON THE SAME LEVEL. YOU CANNOT THROW *
1626 G010 376

1638 PRINT"YOU ARE NOT ON THE SAME ¥ OR Y LINE  YOU CARNOT THROW. ®
1648 GOTO 378

1658 PRINT"Y0U ARE HOT WITHIN 46. YOU CRAOT THROW *
1668 GUTO 276

1678 PRINT"YOU ARE NOW HERPOHLESS. YOU LOSE, SUCKER'®
1889 G070 898

1050 PRINT"YRRARAARRARARAARAN YOU FELL OFF THE EDGE!"
1168 GOTO 16%6

1110 PRINTYOU GRE AT (%274 ", "5 Y22 "), ON LEVEL®; L2% CHR$(B); " *
1120 REM TEST FOR BRARRIERS

1478 FOR A=1 70 19

1146 1F X22=BR(RX) AND Y24=CZ(RZ) THEN 1478

4158 HEXT R

1168 G070 1496

1178 PRINT"YQU HAVE JUST FRIED YOURSELF ON AN ELECTRIFIED BARRIER *
1188 GOTO 1088

1198 REM TRAPDOORS

1268 Yi=INT(RND(@)¥18)+1

1218 IF X2=5 THEM 1238

1226 GOT0 2748

1236 PRINT*YRARRRAARARAARAH TRAFDODR, YOU FELL DOMM ONE LEVEL!®
1248 L22=120-1

1238 IF L200 THEN 1228

1268 PRINT*YOU FELL OUT OF THE CAVERN. YOU LOSE.*
1278 GOTO 1088

1288 PRINT "DO YOU WANT TO BE THE MINOTRUR CHAMPION®;
1298 INPUT X9%

1388 IF LEFT$(X9% 1)O1Y* THEN CLS: GOTO 13¢@

18 s

1228 (=28

4330 PRINT"YOU HUST BEAT A SCORE OF 28.°

1248 DIM C38(72)

1356 DIH C4§(72)

1368 RETURN

1370 TF LEFT$(X3$, 120" THEN 898

1389 IF Ti=2 THEN Ti=1

1298 C2U=1/T/x198

1480 TF C37<20 THEN 1438

1416 PRINT"YOU ARE HOW R GURLIFIED CHAMPIGN!®

4426 GOTO 999

1438 PRINT “SORRY, YOU DID NOT BERT THE CHAMPION *
1448 PRINT "D0 YOU WANT TO PLAY AGAIN";

1458 GOTO 909

1463 REM INSTRUCTIONS

1478 PRINT

1486 FOR WSZ=1 TO 427: SET(WSY) 4) :HEXT HSZ

1498 PRINT @ 9L, "HINOTRUR™

1588 PRINT

1316 PRINT

1520 PRINT “DO YOU NEED INSTRUCTIONS®;

1538 INPUT %%

1548 IF LEFTECHS, DO THEN CLS: GOTO 2128

1558 0L

1568 PRINT

4578 PRINT "THE OBJECT OF THE GAME IS TO KILL THE MINGTAUR®
1588 PRINT

1598 FOR EDZ=1 TO 127: SETCEDY, 18):HEXT EDX

1668 FRINT @ 219, “CRVERN';

1618 PRINT

1628 PRINT

1639 PRINT TRB(12) “ THE CRVERM OF THE MINOTRUR 1S IN THREE"
1646 PRINT TRB(12) "LEVELS. EACH LEYEL IS A COORDINATE PLANE °
1656 PRINT TRE(12) "QUTSIDE OF THE LEVELS THERE IS NOTHING BUT"
1650 PRINT TRB(12) “VRCUUM. THE PLANES STRETCH OUT 16 ON EACH®
4678 PRINT TRE(42) “AXIS FROM THE ORIGIN ®

1686 PRINT

1698 GOSUB 2866

1798 Os

1718 FOR EDX=1 T0 127: SETCEDZ 4): HEKT £DZ

1726 PRINT @ 94, "HAZARDS®

1738 PRINT: PRINT

1748 PRINT THB(28) “BARRIERS®

1750 PRINT

1768 PRINT TRB(12) ® INSIDE THE CAYERN ARE 18 ELECTRIFIED"
1778 FRINT TRB(12) "PILLARS STRETCHING THROUGH THE THREE®
1738 PRINT TAB(12) "LEVELS. THEY WILL DESTROY RNYTHING THAT®
1796 PRINT TAB(12) °TOUCHES THEM!!®

4808 PRINT

1618 GOSUB 3868

1828 (15

1838 PRINT TAB(28) "TRAPDOORS®

4848 PRINT

1259 PRINT TRB(12) "TRAPDOORS WILL APPEAR OUT OF NOWHERE®
1868 PRINT TRE(12) "AHD DROP YOU DOWM ONE LEVEL. IF YOU MERE"
1870 PRINT TRB(12) “ON LEVEL ONE, YOU LOSE!:®

1824 PRINT:PRINT

1896 PRINT TRB(24) "CHARGING MINOTAUR®

1560 PRINT

1318 PRINT TRB(12) ® THE HIMOTAUR WILL CHARGE YOU IF You*
1926 PRINT TAB(12) “NOUND HIM WITH YOUR SPEAR  ALSO, HE®
1930 PRINT TRB(12) “MAY CHARGE FOR NO REASON AT ALL!!1!®
1948 GOSIB 3868

1958 Cls

1968 PRINT: PRINT

1976 FRINT TRB(24) "HERE ARE YOUR CONTROL FUNCTIONS®

1986 PRINT TAB(27) "1) MOVING ERST®

1998 PRINT TRB(27) *2) MOVING MEST®

2808 PRINT TRB(27) "3) MOVING NORTH"

2618 PRINT TAB(27) “4) HOVING SOUTH"

2826 PRINT TAB(27) "5) HOVING UP A LEVEL"

2039 PRINT TRB(27) "6) HOYING DOHM A LEVEL®

2848 PRINT TRB(27) "7) THROWING YOUR SPERR®

2059 PRINT TRB(27) “8) GETTING R MAP"

2868 GOSUB 3868

2878 CLS

2088 PRINT: PRINT

2690 FOR EDZ=1 TO 127: SET(EDZ 18): NEXT EDX

2168 PRINT @ 219, “HAVE FUN®

2140 GOSUB 3868: (LS

2128 RETURH

2132 REM BARRIERS

2448 PRINT “I WILL NOW SET THE BARRIERS.®

2458 FOR AZ=1 TO 10

2168 BA(RZ)= INTCRND(B)*(-21))+11

2178 CACRZ)= INT(RHD(BY*(~21))+11

2188 PRINT "BARRIER " AZ; ®: (" BACAR): ¥ 5 CACAEY ™). ®

2458 NERT A%

2268 PRINT

2218 GOSUB 2860

2220 RETURN

2238 REM PLACE PLAVER

2248 (1S

2258 PRINT "ON WHICH LEVEL DO YOU WANT TO STRRT™;

2268 THPUT L2
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2278 PRINT: PRINT "WHICH POINT™;
2208 TNPUT %22, 422

2299 PRINT

2308 PRINT “HON FAR DO YOU WANT TO MOVE PER TURN":
2218 INPUT FZ

2208 PRINT

2330 RETURN

2348 REH HOVE HINOTRIR

2350 X47KLY

2268 V42V

278 L4z=L1Y

2768 X3A=INT(RHD(B)$6)+L

2298 0N K37 GOTO 2400, 2450, 2476, 2528, 2540, 259%
2408 XKL

2418 IF ABSCXA)X10 THEN 2438

2426 GOTO 2618

2430 ¥1Z=H4Y

2448 GOTO 2386

2450 X7

2468 GOTO 2418

2478 YAZVIH

2490 1F ABSCYLNMG THEN 2508

2498 £0T0 2618

2568 V17947

2516 GO0 2388

2576 1F VAZ=BACR) RUD VAR=CHCR) THEW 2380
2538 GOTO 2480

2548 L17=L1%4

2558 IF LUDT R LAZCL THEN 2578
2568 GOTO 2618

2578 L4%L4%

2508 GOTO 2388

259 LAZeLas1

2609 GOTO 255

2618 FOR f2=1 10 40

2628 TF ¥LU=BACR) AND YLZ=CACRY) THEN 2288
2670 NEXT A%

2648 PRINT

2650 GOTO 218

2668 PRINT

2678 PRINT "0U HOUNDED THE HINOTRIR®
2688 FOR 124 10 758: NEXT 12

2698 CLS: PRINT “THE MINOTAUR IS CHARGING"
2708 IF X4DR22 THEN 2738

2740 st

2728 GOTO 2758

27 X321

2749 GOTO 2758

2750 IF YLDY22 THEN 2768

2768 Y=t

2778 GOTO 2868

2788 V2=t

2798 GOTO 2608

2688 1F L4122 THEN 2828

2818 GOTO 2636

2808 122=4

2838 IF L2122 THEN 2888

2648 [42L474L3%

2859 PRINT "LEVEL"; 142

2868 GOTO 2620

2878 REM HI THERE

2888 IF ¥1v=42% THEN 2936

2899 RAZ=RIZHRY

2983 GOSUB 2976

2918 PRINT “C 0473, " Y42 *)*

2976 GOTO 2888

2978 IF VL7922 THEN 3648

2948 VAZHLAYE

2950 GOSUB 2978

2968 GOTO 2916

2978 FOR P21 TO 48

2968 IF BUPAI=YLZ AD CA(PI)=¥1Z THEN 3810
2998 NEXT P

3909 RETURM

318 PRINT “B22727222727227277220MT! MINDTAUR JUST FRIED RISSELF®
3828 PRINT *V0U HIN, YOU LUCKEY 5CRE°
3078 GOTO 1370

3040 PRINT “BITE*

7058 PRINT "CHEW®

3666 PRINT “CHOWP"

3678 PRINT “GULP*

3880 PRINT “YOU LOSE, SUCKER”

3698 GOTO 898

3165 REM PRINT BORRD

3110 PRINT “UHAT LEVEL™;

3128 HPUT 144

2438 S

2146 REM PRINT HERDER FOR BORRD

2150 PRINT ° 17 TRB(13) CHRS$COZ): TRABCZD)*LY
460 PRINT TRB(3Z)" 1" TRB(AS) CHR$C92); TRB(IS)"1"
170 PRINT *  -B96765422101224567850+";

3180 PRINT TRB(34) "-G98765412161224567898+"

2198 REM v4 15 VERTICAL COORDINATE

3266 FOR Y42=10 70 8 STEP -1

3216 REH 24=L PRINTS TOP OF BOARD: Z4=2 PRINTS BOTTOM PART
3220 FOR 240=1 T0 2

7238 REM CHECK IF DONE

3248 IF 247=2 D Y47=0 THEN 2680

3258 REM PRINT POSITIVE ¥ COORDINATE OTHER THEN 10
3268 IF 244=1 AND Y42018 PRINT Y42

3270 REM PRINT POSITIVE 10

3286 IF 247=1 AND Y47=10 PRINT "+1@%

2258 REM PRINT NEGRTIVE 16

3200 IF 24%=2 AND Y4¥=1 PRINT TAB(32)"-18";

3718 REM FRINT MEGRTIVE 1 (1 WITH NEGRTIVE SIGH)
3328 IF 24=2 AND Y4u=16 FRINT TRBCZD)"-1 %

2330 REM PRINT MEGATIVE Y COORDINATE

1340 TF 247%=2 AND Y4010 AD Y4204 PRINT TRR(32)16-Y47+L
7350 REM IF 24=2 COWVERT Y4 TO NEGRTIVE v4

3368 IF 244=2 THEN Y4i=—v4z

3378 REM ¥4 1S HORIZONTAL COURDINATE

3386 FOR ¥47=-16 10 48

3398 IF 247=1 PRINT TAB()""; ELSE FRINT TRB(ZS)"";
3400 1F KZu=Xd7 AND Y2U=Ydy AHD L47=L27 THEN 3510
3418 IF R4Z=34% RND Y4Z=Y1R AND L4%=L4% THEN 3536
3426 1F L4%=51% AND Y47=527 RND L47=53% THEN 3359
3436 FOR AZ=1 T0 10

2448 TF BZCRDOYEL OR CA(RDHOY4R THEN 3460

3458 GOTO 2568

3460 HEXT A

3478 IF %47=0 AND v47=0 THEN 3668
3480 IF X4%=B OR Y4%=8 THEN 3628
3498 PRINT °. %

2586 GOTO 3638

3518 PRINT "Y%;

3528 GOTO 3508

3538 PRINT "t

3548 GOTO 2560

3358 IF 397=6 THEW 2426
3368 PRINT "5";

3578 GOT0 2560

3588 PRINT "B";

3596 GOTO 2569

3688 PRINT 0%

2616 GOTO 3589

3628 PRINT “X";

2638 HEKT %47

3640 NEXT 247

2658 Y4L=ABS(Y4L)

2668 PRINT

2676 NEXT 4%

3688 PRINT

3698 PRINT "—KEY-—"; TAB(L6); "Y=YOU"; TRB(32); “M=HINOTAUR"; TRB(48); "S=SPERR®

3788 PRINT TRB(16) "B=BARRIER": TAB(32);“0=ORIGIN": TAB(48); "¥=HAIS"
3746 PRINT @ 968, STRING$(63," ")

3728 GOSUB 2650

3738 PRINT

Ir4e (LS

3759 GOTO 2248

2768 PRINT "HINOTAUR HOVED TO YOUR SPOT. HE SRID YOU TASTED GREAT!!"
%778 GOTO 898

2788 PRINT “YOU HAVE YOUR SPERR"

3798 S97=8

3666 GOTO 238

3816 PRINT “HOM CRM YOU THROM YOUR SPEAR IF YOU DON‘T HAVE OHE?"
3828 PRINT "SPERR IS AT(";SA% " "5 524 ") ON LEVEL ";532

3838 GOTO 378

3848 S0P

2638 EHD

3650 PRINT @ 975, "(PRESS AHY KEY TO CONTINUE)®;

3876 INS=INKEVS:IF I4="" THEN 3878

3838 RETURN
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Moteecy

This program, originally titled EVILK
permits you to act out your fantasies of
being a motorcycle daredevill The
game is a simple motorcycle jump over
several busses, which takes into ac-
countboth gravity and drag forces. The
ramp angle and motorcycle speed
determine the distance jumped. Note
that the injury penalty is greater for
long jumps than for short ones, and
that there is a chance for a crash even
on a jump of the right length. This
probability, initially set at .20, can be
modified in line 450 to make survival
more or less likely.

This program was written by Charles
Aylworth and originally appeared in
Creative Computing, Jul/Aug 1978.

MOTORCYCLE JUMP

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ

cls
WE‘RE AT THE SCENE OF THE BIG MOTORCYCLE JUMP!
HOW MANY BUSSES WILL YOU TRY TO JUMP? S
5 BUSSES! THAT’S 75 FEET!
WHAT RAMP ANGLE WILL YOU USE? 22
HOM FAST WILL YOU LERVE THE RAMP? 18

w0k § 00D L UCK sk
cls

THERE HE GOES!!!}
#HE’S SHORT OF THE RAMP
I THINK HE’S HURT. ... ..
WELL, KILLER, THE DOCTOR SAYS YOU BROKE YOUR:
RLEG RIBS PELVIS RARM BIKE FACE  BACK
MECK  PRIDE L ARM SKULL KNEE  BUTT
WANT TO JUMP AGAIN? YES.

cls
WE’RE AT THE SCENE OF THE BIG MOTORCYCLE JuMP!
HOW MANY BUSSES WILL YOU TRY TO JUMP? S
5 BUSSES! THAT’S 75 FEET!
HHAT RAMP ANGLE WILL YOU USE? 22
HOW FAST WILL YOU LEAVE THE RAMP? 46

®k GOOD LUCK %k
cls

THERE HE GOES!'!!!
rrkpekbtikHE 'S SHORT OF THE RAMP
I THINK HE’S HURT... ...
KELL, KILLER, THE DOCTOR SRYS YOU BROKE YOUR:
FACE KNEE NECK BUTT
RANT TO JUMP AGRIN? YES.
cis
WE“RE AT THE SCENE OF THE BIG MOTORCYCLE JUMP!
HOM MANY BUSSES WILL YOU TRY TO JUMP? S
S BUSSES! THAT’S 75 FEET!
WHAT RAMP ANGLE WILL YOU USE? 22
HOW FAST WILL YOU LEAVE THE RAMP? 48

#ik G 00D L UCK sk
cls

THERE HE GOES!!!!
FokkkktibkktrHE MADE IT!  GREAT JUMP, KILLER!

KANT TO JUMP RGRIN? NO_
cls

L. LEG

16 CLS. PRINT@4@9, “MOTORCYCLE JUMP"

20 PRINT: PRINT TAB(?> "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ*
3@ FOR A=1 TO 386@: NEXT

40 CLEAR 288: DIM 12(14), 1$(84)

58 I$="R ARM L. ARM R LEG L. LEG BACK NECK SKULL RIBS KNEE BUTT *
€8 I1$=1$+"FACE PELVISPRIDE RIKE *

8 T=1

88 T2=

96 73=0

168 CLS: PRINT “WE’RE AT THE SCENE OF THE BIG MOTORCYCLE JUMP!™
118 PRINT@E4, CHR$(31); . INPUT "HOM MANY BUSSES WILL YOU TRY TO JUMP' N
128 J=N+15

138 PRINT@128, N; “BUSSES! THAT/S"; J; “FEET!"

148 PRINT@152, CHR$(31); : INPUT "WHAT RAMP ANGLE WILL ¥OU USE"; A2
158 IF A2(58 AND A2>8 THEN 180

168 PRINT@192, A2; “DEGREES? THAT’S IMPOSSIBLE. COME ON NOW, *
178 FOR A=1 TO 5@8: NEXT A: GOTO 146

180 A=A B1745

198 PRINTE256, CHR$(21); . INPUT "HOM FAST WILL YOU LERVE THE RAMP™S
288 IF 5¢=B THEN 198

218 PRINT: PRINT “siok G O 0 D L U C K #kr": PRINT

226 H=6

238 D=6

248 G=6

258 R2=g

268 52=8

278 5=5*%1.5

280 PRINT "THERE HE GOES!!'!!"

238 5=5-82

380 F=5+T

318 D2=F+COS(A)

326 R=F*SINCAD

338 R2=R2+(32+T)

349 R3=R2+#T

3508 H=H+R-R3

358 D=D+D2

378 PRINT **";

380 52=(5/120)%324T

398 IF D>=J THEN G=G-R

488 IF G¢=8 THEN G=0

418 IF HXG THEN 298

428 IF D<J THEN 490

438 IF D>J+28 THEN 528

448 L=((D-J)/3B)+RND(9)

458 IF L>. 8 THEN 538

468 PRINT “HE MADE IT! GREAT JUMP, KILLER'®

478 T2=T2+1

488 GOTO 768

458 PRINT "HE’S SHORT OF THE RAMP ..... N

508 L2=INT(C{(J-D)/5)*25+(RND(@*5)+ 5)

548 GOTO 558

320 PRINT "HE JUMPED TOD FAR!"

538 PRINT "HE MISSED THE RAMP. "

548 L2=INTC((D+28-T3/28)+(RND(@)*5) )

568 FOR K=1 TO 14

578 I2¢K>=K

586 NEXT K

596 K2=14

668 IF L2>14 THEN 1.2=14

618 IF L2¢=8 THEN L2=1

620 FOR K=1 TO L2

638 Y=INT(RND(@)%1688>

648 V=(Y-(INT(Y/K2)¥K2) 3+

658 H2=12(¥)

668 I2(V>=12¢K2>

670 12(K2)=H2

68@ K2=K2-1

693 NEXT K

788 PRINT "HELL, KILLER, THE DOCTOR SAYS YOU BROKE YOUR:"
718 FOR K=(15-L2) TO 14

728 P=(6%I2¢K>>-3

730 A$=MID$CIS, P, 6

748 PRINT A" %

758 NEXT K

768 T3=T3+1

77@ PRINT: INPUT “WANT TO JUMP AGAIN" A$
780 IF LEFT$(A$ 1)="¥" THEN 180

79@ CLS: PRINT "YOU MADE IT";T2; "OUT OF":T3; "ATTEMPTS. *
808 PRINT "BE CAREFUL, NOW. "

818 END
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“"Gramma Nomad” is a person who
doesn't really know where she wantsto
live, so she moves to a new house every
game. Then she sends you a telegram
asking you tovisit her. The object of the
game is to successfully navigate your
way through the streets of Garbonzo
City tc Gramma'’s house. See the game
for more detaiis. A map of Garbonzo
City is provided for your reference.

Nomad was written by Steve Trapp
and first appeared in Creative Com-
puting, Sep/Oct 1977.
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ROHAD
COPYRIGHT 1979 CREATIVE COMPUTING HORRISTOMN, NJ

cls
DO YOU HEED INSTRUCTIOHS? YES-
cls
GRAMA NOMAD 1S A NICE OLD LADY HHO HAS NOT QUITE
MADE UP HER HIND WHERE SHE HANTS TO LIVE
SHE HAS WRRROMED 1T DO TO SOMEMHERE IN GRRBONZO CITY
R O R STREET CORMER.

AT THE BEGINNING, THE HAILMAN GIVES YOU R TELEGRRH WRITTEN
BY GRRYMA TELLING YOU HHERE SHE LIVES.
(I HILL READ IT TO YOU).

Y0U GET INTO VOUR CAR AT LRAC NILKNARF HRMGREB LODGE.
FROM THERE YOU GO TO GRAMMRS HOUSE.

PRESS ANY KEY TO CONTINE

cis

GRAIGAA HOMRD 1S A NICE OLD LADY KHO HAS HOT QUITE
HADE UP HER MIND MHERE SHE WANTS TO LIVE.
SHE HRS HARROMED 1T DOMN TO SOMEKHERE IN GRRBONZO CITY
R0 ON R STREET CORNER.

AT THE BEGIMNING, THE MAILMAN GIVES YOU R TELEGRAH HRITTEN
BY GRAMMA TELLING YOU HHERE SHE LIVES.
(1 WILL READ IT TO YOU).

YOU GET INTO YOUR CAR AT LRRC NILKNARF NAMGREB LODGE.
FRON THERE YOU GO TO GRRMHAS HOUSE.
PRESS ANY KEY TO CONTINE

cls
¥0U TRY 10 GET THERE HITHIUT:
CRASHPS
TICKETS
FLAT TIRES
RUNNING OUT OF GRS
DEAD ENDS

THERE 1S AN B-MAH POLICE FORCE ENFORCING THE LRHS
OF GRRBONZO CITY.

PRESS RNY KEY TO CONTINUE

cls

THERE ARE 2-DRUNKS ON THE STREETS OF GARBONZO
CITY.
1F A POLICEMAN CATCHES A DRUNK. HE HRS TO
TESTIFY IN COURT
GHICH TAKES THE REST OF THE GAHED

IF R DRUNK ORIVER HITS YOU, YOU LOSE
AT EACH JUNCTION, 1 WILL TELL ¥OU:
THE DIRECTION YOU ARE GOING
THE ROAD YOU ARE OM
THE ROAD CROSSING
PRESS ANY KEY TO CONTIMUE
cis

T HILL ASK YOU:

THE HAY VOU WANT TO TURM (1.E., LEFD
SPEED (IN HPH)

AN OVERPRSS 1S NOT A JUNCTION, SO IT IS
MERELY SKIPPED OVER 1T IS UNANNOUNCED.

*THAT 15 ALl
HHAT 1S YOUR NAHE? CHRIS

o GOOD LUCK #¥
cis
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DEAR CHRIS,
HOW RRE YOU? 1 LIVE AT THE CORNER
OFRORD 846 &89 !¢
COHE ON OVER

LOVE,

GRRMRA

((TELEGRAMMR CORP. TELEGRRY €0.))
SMOOSH . . BUS FLATTENED YOUR (AR

RGATH? VES.
cls

DERR CHRIS,
HOW ARE YOU? 1 LIVE AT THE CORNER
OFROAD 844 & 488 11!
COHE ON OVER

LOVE,

GRAIA

((TELEGRAA CORP. TELEGRRHM €0.))
GOING SOUTH ON RORD # 4

JUNCTION: RORD #4 & %2
FORRARD, LEFT, RIGHT OR U-TURK? F_
cls

DERR CHRIS,
HOH ARE YOU? 1 LIVE AT THE CORMER
OFROD 14 & g8 '
OOHE O OVER

LOVE,

GRAMHA

((TELEGRRMHMA CORP. TELEGRAH C0.))
GOING SOUTH ON RORD # 4

JUNCTION: RORD 81 & 82
FORMARD, LEFT, RIGHT OR U-TURN? F
SPEED? 49_

cis

GOIHG SOUTH 0N RORD 8 14

JRHCTION: RORD § 4 & 8 4
FORMARD, LEFT. RIGHT OR U-TURN? F
SPEED? 45.

- cls
POP... BULLDOG ATE YOUR TIRE!

RGAIN? VES.

cis
DERR CHRIS,
HOK ARE YOU? 1 LIVE AT THE CORMNER
GF RORD & 45 & # 18 1!}
COME QO OVER.
LOVE,
GRAA
((TELEGRRMMR CORP. TELEGRAH (0. )
GOING SOUTH ON RORD # 1
JRCTION: RORD 84 & 82
FORKARD, LEFT, RIGHT OR U-TURN? F
SPEED? 60..
cls

ik SPEEDING ik
NOT CRUGHT
cls

GOING SOUTH ON ROAD # 1
JRCTION: RORD 81 & 8 4
FORMARD, LEFT, RIGHT (R U-TURN? F
SPEED? 55

cls

GOING SOUTH ON RORD & 1
JRCTION: ROD #1 &85
FORRARD, LEFT, RIGHT (R U-TWRI? F
SPEED? 76_

cls
*wk SPEEDING i
HOT CAUGHT
ok QUT OF GRS %
RGRIN? NO_
cls

18 (s
20 PRINT @ 443, "NOMRD”
38 PRINT

40 PRINT TRB(7)"COPYRIGHT 4979 CREATIVE COMPUTING HORRISTOMN, NJ*

58 PRINT & 968, **;

68 INPUT*DO YOU NEED INSTRUCTIONS®; I$

78 DIM K$(38), D2, 2), R(38, 38), E38, 38), P(8 2), C(38)

88 DIK R(3B)

98 DI N§(38)

168 REM GOSUB RULES

118 GOSUB 2278

129 REM RANDON NUHBERS

139 REM DEF FNRCK)=INT(RND(B)*X)+1
148 REW § OF RORDS

158 RERD N

168 FOR R=1 TO N

178 REM # OF INTERSEC

169 RERD @

198 C(R)I=ABS(R)

268 IF (8 THEN 238

218 WR)=4

228 GOTO 248

238 H(R)=1

248 REM DIREC, RORD

258 FOR J=1 T0 CCRy

268 RERD ER, 00 RGR, 1)
278 HEXT J

2898 NEXT R

290 REM NAPE?

368 PRINT "HHAT IS YOUR RAYE™
318 IHPUT M

320 REM OPENING STATEMENT
330 PRINT

348 PRINT “sx GOOD LUCK %™
358 REM GRAMMAS ROUSE

368 H=RIDMD

378 H2=RND(CCHDD)

788 REH DRUNK DRIVERS

399 REH POLICE
BFRALTOS

418 PCR. 1)=RIDCN)

428 P(R, 2)=RADCCCPCR, 1))
438 HEXT R

449 REM LRAC NILKNARF NAMGREB LODGE
458 R={

468 J=8

478 1=1

488 REM GOSUB CHECK

498 GOSUB 1458

589 REW GOSUB TELEGRAH

510 GOSUB 1500

528 REM RDD INCREMENT

538 J=J+1

548 REM NEED REPRIR?

358 IF RHD(18)=1 THEN 1888
368 REM DERD END?

578 IF DLRY OR J=8 THEN 2088
588 REM DIRECTION

598 IF I=-1 THEN 628

688 D=ER, J)

616 GOTO 638

628 D=3-E(R. )

638 REM ROAD CROSSING

648 C=RR, 1)

658 REW SKIP LINE

668 PRINT

678 REM GOSUB +DIREC, RORD O+ PRINT
688 GOSUB 1628
£98 REM AT GRRFAS?

778 IF LEFT$(1$, 1)="F" THEN 978
788 IF LEFT$(I$, 1)="R" THEN 868
798 IF LEFT$(I$, 1)="L" THEN 888
808 IF LEFT$(IS, 1)="U" THEN 848
818 REM GOOFED

§20 PRINT “wex YOU GOOFED "
§38 GOTO 738

848 I=1#]

858 GOT0 978

868 I=H(R)*!

878 GOTO 899

888 I=-14{(R)¥]

898 FOR R=1 TO C(C)

989 IF R(C, A)=R THEN 938

918 NEXT A

928 GOTO 2980

938 R={

948 J=A

938 REM DARE?

968 IF RHD(4)=] THEN 1268

970 REM SPEED

988 PRINT “SPEED™;

998 HEUT S

1688 (LS

1640 REH DANGEROUSITY CRASH CHECKS
1628 IF 5160 THEN 2430

1828 IF SC38 THEN 2168

1048 REW JLLEGRL?

1638 1F S)55 THEN 2038

1868 REM DRUNK DRIVERS DRIVE.
1678 FOR A=1 10 2

888 IF D(R, 1)=8 THEN 1118
1098 D(R, D)=RMD(H)

1188 D(R 2)=RHDCC(D(R 1))
1146 HEXT &

1126 REW HIT BY DRUNK DRIVER?
1138 FOR =1 T0 2

4348 IF D(R, 1)=6 THEN 1170
1158 IF DR =R A R(R, D=RIDR 1), DR, 2)) THEN 4838
1162 IF DR 1)=RGR J) RD RIR, 1), DR, 2))=R THEN 1858
1478 HEXT R

1188 REH 1S DRIVER CRUGHT?

1198 FORR=1 T0 2

1268 IF DR 1)=8 THEN 1240

1M FRB1 708

1228 TF DR, 1)=P(B, 1) RMD DR, 2)=P(B, 2) THEN 1309
4238 NEXT B

1248 HEXT A

1238 GOT0 S28

769 IF Hi=R AND RR, J)=R(Hi, H2) THEN 182¢ 1268 REM SPEED DFRE PRINT
716 TF HI=R(R, J) AND R=R(HL, H2) THEN 1820 1278 ON RND(3) GOTO 1288, 4388, 1328

728 REM JUNCTION

738 PRINT "JUNCTION: RORD #%R:* & #°C

748 REM ASK WHAT WAY 10 TURM

4288 PRINT *1 DARE YOU TO SPEED +* (DAREDEVIL)®
1298 GOTO 4338
1388 PRINT "SPEEDING* 1S FUN (S0 DO IT)!!*

758 PRINT "FORKARD, LEFT, RIGHT OR U-TURN®; 1318 GOTO 1338

768 INPUT 18
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1326 PRINT "sSPEED+ 1 DARE YOU  #SPEED+ 1 DRRE YOU®



1338 GOTO 978 2189 REM AGRIN?

1348 REW DRAK CRUGHT 2159 PRINT

4358 PRINT "R DRWK DRIVER HAS BEEN CRUGHT. THE POLICEMAN HHO" 2988 PRINT “RGAIN;

4368 PRINT "RRRESTED HIM HILL BE TESTIFYING AT COURT FOR® 2248 IPUT 1§

4370 PRINT “THE REST OF THE GRIE. ° 2229 TF LEFT$(I$, ="y THEN 298
1368 PRINY 2239 REH CLOSING STATEMENT
1399 D(R, 4)=8 2248 PRINT

1468 D(R, 2)-8 2258 PRINT P SEE YOU #i”
14108 PGB, 1)=8 2268 GOTO 2968

1426 PGB, 2)=8 2270 REM RULES?

1438 GOTO 528 2286 REH RULES

1448 REM CHECK

2299 1F LEFT$C1$, 4)="N" THEN (LS. GOTO 2768

1458 FOR B=1 70 8 7208 015

1468 IF HI=P(R, 1) RD RO KD=R(P(R 1), PR 2)) THEN 358 7340 PRINT "GRAHR NOBED 1S A NICE OLD LADY M4 HAS NOT CUITE®
1478 TF WE=R(PCR, 1), PLR, 2)) RND RCHL H2)=P(R, 1) THEN 359 2200 PRINT *HFDE (P HER HIID RERE SHE MANTS T0 LIVE *

4468 HEXT A 2338 PRINT "SHE HRS NARROMED 1T DOWM TO SOMEMHERE IN GRRBONZO CITY®
1438 RETURN 2348 PRINT "RHD ON A STREET CORMER *

1569 REM TELEGRRH PRINT-UP 2758 PRINT

1518 FRINT 2368 PRINT "AT THE BEGINHING, THE HRILMRN GIVES ¥0U R TELEGRAN WRITTEN®
1528 CLS 2378 PRINT "BY GRAMHA TELLING YOU WHERE SHE LIVES.®

1538 PRINT *DEAR *H&: %" 2380 PRINT *(1 HILL RERD IT TO vou).*

1548 PRINT “HOM RRE YOU? I LIVE AT THE CORMER® 2399 PRINT

1558 PRINT “0F RORD §%:HL:* & #":RGHL W) *11i” 2488 PRINT *Y0U GET INTO YOUR CAR AT LRRC NILKNARF MAMGREB LODGE. *
1360 PRINT "CONE ON OVER * 2418 PRINT “FROM THERE YOU G0 TO GRAMMAS HOUSE. *

4578 PRINT © LOVE, ¥ 2428 GUSIR 2998

1588 PRINT ® GRAMFR® 2438 PRINT *YoU TRY T0 GET THERE WITHOUT:®

1538 PRINT “((TELEGRAMMA CORP. TELEGRAM C0.))" 2448 PRINT "CRASHUPS®

1649 FRINT 2450 PRINT *TIOKETS"

1618 RETURN 2468 PRINT “FLAT TIRES"

1628 REM DIREC, ROAD OM PRINT-UP 2478 PRINT “RUNNING OUT OF GFS®

1638 PRINT "GOING °; 2488 PRINT *DEFD EHDS®

1648 ON D GOTO 16508, 1678, 1698, 1748, 1736, 1758, 1778, 4799 2498 FRINT

1658 PRINT "NORTH"; 2508 PRINT *THERE 15 A 8- POLICE FORCE ENFORCING THE LAMS®
1668 GOTO 1880 2548 PRINT “0F GRRBONZO CITY.*

1678 PRINT "HEST®; 2528 GOSUB 2998

1688 GOTO 1699 2530 PRINT *THERE RRE 2-DRUNKS ON THE STREETS OF GARBONZO®
1698 PRINT *NORTHERST®; 2548 PRINT "CITY.®

1700 GOTO 1900 2558 PRINT

1718 PRINT *SOUTHERST™; 2568 PRINT "IF A POLICEMRM CRTCHES A DRUNG HE HRS T0°

1728 G0TO 1898 2578 PRINT *TESTIFY IN COWRT"

1730 PRINT *HORTHHEST®; 2588 PRINT "(RHICH TRKES THE REST OF THE GRMED*

1740 GOTO 1808 2598 PRINT

1758 PRINT *SOUTHMEST*; 2680 PRINT *IF A DRI DRIVER HITS YO, YOU LOSE ®

1768 GOTO 1898 2648 PRINT

1778 PRINT "ERST* 2628 PRINT *AT ERCH JUNCTION. I WILL TELL vOU:*

1789 GOTO 1898 2630 PRINT *THE DIRECTION YOU ARE GOING®

1798 PRINT *SOUTH®; 2648 PRINT *THE ROFD YOU RRE ON°

1808 PRINT * OH RORD #%R 2658 PRINT “THE RORD CROSSING®

1818 RETURN 2668 GOSUB 2999

1878 REM AT GRAKHS +PRINTs 2678 PRINT °1 HILL RSK ¥0U:*

1838 PRINT “Y0U WRDE IT TO GRAMHA'S HOUSE 11irtninie 2699 PRINT *THE MRY YOU HRNT 70 TURM (LE., LEFD®

1848 GOTO 2188 2698 PRINT “SPEED (IN MPH)®

1658 REM DRUNK HIT YOUR CRR *PRINT* 2706 PRINT

1868 PRINT *KERSPLATT--DRUNK DRIVER HIT YOUR CAR * 2748 PRINT "Rl OVERPRSS 1S NOT R JUKCTION. SO IT IS®

1878 GOTO 2180 2728 PRINT "HERELY SKIPPED OVER 1T IS LRMHRONCED.

1680 REM CAR NEEDS FIXING #PRINT-UP* 2738 PRINT

1899 0N RMD(S) GOTO 1990, 1920, 1940, 1968, 1989 2748 PRINT *+THAT 15 ALL*"

1968 PRINT *POP. .. FLAT TIRE® 2750 PRINT

1918 GOTO 19% 2768 RETURN

4928 PRINT *FLIP... YOUR CAR DID f SRMERSALT" 2770 REM DATA LINES

1938 GOTO 19% 2788 DATR 18

1548 PRINT “s% OUT OF GRS+ 2798 DATR -8, 8 2 8 4 8 5 8 11, 8 7. 8 8 8 % & 18
1558 GOT 1998 WPOAAZ 7 47, 7 18 B 1

1968 PRINT "SHOOSH... BUS FLATTEMED YOR ORR * 2018 DATR 2, 7 17, 7 18

1978 GOTO 1599 2BIATRS, 7, 48 7 4L 7 8

1989 PRINT "POP. .. BULLDOG ATE YOUR TIRE!® XWORIAT 8 8 8 98 18 7,18 7 4L, 7 L, L 6

1998 GOTO 2468 M8 DATR 2 7, 48, 7, 5

2008 REM DERD END PRINT W2 7 4L 7 4

2818 PRINT “esx DERD E1D #2* WBDAIAG 7,16 215 05 B 14 0 20 4L 712 % U
2628 GO0 2488 BBHARE 7,46 245057514 213 24 712 7 i
2638 REM SPEEDING BBARE 7,46 24505 43 2L
2848 PRINT “er+ SPEEDING ++4” 2BOAA-7 44 45 441 478 8898618

2050 REM CRUGHT BY POLICE? 2900 DATR -3, 8, & 8 9, & 18

2868 FOR %=1 T0 8 20{BDATR -3, 8, 6 8 % 8 18

2078 IF P(X 1)=R RD PR, 1)=) THEH 2146 208 DATR -3, 8 8 & 9 8 48

2089 NEXT % 2RBOATA -3 8 8 & 9 8 18

2098 PRINT "NOT CRUGHT® 2948 DATR -3, 8, 8 8 9, 8 18

2168 GOTO 1668 2958 DATA -2 8, 2, & 2

2148 PRINT *CRUGHT SPEEDING BY THE POLICE!!* 268 DAIA -5, 8 2 8 3,8 4 8 5 4L 6

2128 (010 2188 2978 DATR G, 6, 0, 8, 8, 6 8

2438 REN T00 FRST #CRASHE 2989 ED

2148 PRINT "KERSROUSHTIEEEE. . . MENT T0O FRST !31!® 2998 PRINT € 979, "PRESS RHY KEY T0 CONTINUE®;

250 GOTO 2468 3088 IF INKEY$ ="" THEM 3860

2168 REM TOO SLOW #(RAGHE 3818 (1S

2176 PRINT "~#C(KRUNCHY>*- 700 SLOW... CRR BEWIND RRM INTO vOU!® 008 RETIRN
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Not One

The game, Not One, sometimes
known as Pig, is played with two
players and a pair of dice. There are ten
rounds in the game; one round con-
sisting of one turn for each player.

different from the total on the first turn,
he continues to roil and adds the totals
of the dice to his score. After each
successful roll, the player can decide
whether to roll again or stop and score

H s R i UND 2 COMPUTER: 6 YouU: @
Players add the score that they attain  the number of points already obtained. %" 2.
on each round and the player with the You'll find that the computer plays a  corputer's RoLL # 1. &
highest score after ten rounds is the  surprisingly good game of Not One. To COMPUTER”S ROLL # 2: 9
winner. beat it, you'll need some knowledge of ~ [PUTER’S RILL 4 3: 5
On each turn, the player may rollthe  probabilities and a little bit of luck on  gupurer-e roLL # 5. <
two dice from one to as many timesas  your side. COMPUTERS ROLL # 6. 18
he wishes. If the total of the diceon any Not One was written in response tc a cls
roll after the first equals the total shown challenge that appeared in the charter g 2 vou: 84 COMFUTER: 42
on the first roll, his score is then zero  issue of Creative Computing. The -
. . . bl el
for that entire turn and the dice passto  game was written by Robert Puopolo 7 oL ey
the other player. On the other hand, it  and first appeared in Creative Com- 6 ROLL AGATNG ¥
the total on his dice is anything puting, Mar/Apr 1975. 3 ROLL AGRIN? ¥
11 ROLL AGRIN? ¢
& ROLL AGRIN? v
S ROLL AGAIN? Y
& ROLL RGRIN? ¥
& ROLL AGRIN? NO.
cis
ROUND 2 voUu: 84 COMPUTER: 42
COMPUTER”S ROLL # 1: 7
COMPUTER’S ROLL # 2: 4
(ONPUTER’S ROLL # 3: S
COMPUTER’S ROLL # 4: 9
COMPUTER’S ROLL # 5: 4
COMPUTER’S ROLL # €: &
cis
ROUND 4 vou: 144 COMPUTER: 77
11 ROLL AGRIN? ¥
2 ROLL AGAIN? V¥
- PRESS ANY KEY TO CONTINUE & ROLL AGRIN? ¥
NOT-OKE cis 18 ROLL AGAIN? ¥
TONN, NJ 10 ROLL AGRIN? ¥
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTONM, POUND 1 4 ROLL RGAIN? Y
—_— 6 ROLL AGRIN? ¥
4 ROLL AGAIN? ¥ 6 ROLL RGAIN? ¥
& ROLL RGRIN? ¥ 7 ROLL RGAIN? ©
DO YOU NEED INSTRUCTIONS? YES. 16 ROLL RGATN? ¥ S ROLL AGRING v
cis & ROLL AGAIN? v 5 ROLL AGRIN? NO.
4 YOU GET R ZERO FOR THIS ROUND. cls
NOT-ONE cls ROUND ¢ you: 144 COMPUTER: 77
ROUND 1 ———
THE GAME OF NOT-ONE 15 B , )
. HPUTER’S ROLL # 1: 4
PLAYED WITH TWO PLAYERS AND A PAIR OF DICE. THERE ARE  cowpuTER’S ROLL # 1: 9 é‘g"}IF‘PSTER,S ROLL 83 ¢
TEN ROUNDS IN THE GAME, ERCH ROUND CONSISTING COMPUTER’S ROLL # 2: 8 , =2
COMPUTER*S ROLL # 3: 7
OF ONE TURN FOR EACH PLAYER PLAYERS CCMPUTERS ROLL & 2. 7 COMPUTER < RO 8 2
(YOURSELF AND THE COMPUTER} ADD THE SCORE COMPUTER”S ROLL # 4. 9 COPUTER S ROLL # 4: ¢
THEY ATTAIN ON EACH ROUND, AND THE FLAYER THE COMPUTER GETS A ZERD FOR THE TURN!!  (oiere c bo g, 4
i g :
HITH THE HIGHEST SCORE AFTER TEN ROUNDS IS THE MINNER cls THE COMPUTER GET A 7BR0 FOR THE TURN! !
PRESS ANY KEY TO CONTINUE ROUND 2 COMPUTER: @  Y0U: @
cis 11 ROLL AGAIN? ¥ cls
7 ROLL AGRIN? ¥ ROUND &
NOT-ONE € ROLL AGRIN? ¥ T You: 227 COMPUTER: 77
S ROLL AGRIN? ¥ 5 ROLL AGRIN? ¥
ON EACH TURN THE PLAYER MAY ROLL THE TWO 7 ROLL RGRIN’-“ M 16 ROLL AGAIN? ¥
DICE FROM 1 To N TIMES. IF Ti IS THE TOTAL OF DICE ON & ROLL AGAING ¥ 11 ROLL AGAIN? ¥
THE ITH ROLL. THEN THE FLAYERS SCORE FOR THE TURN IS € ROLL AGATNS 11 ROLL AGRIN? v
TUMTOH4TI+ ... +T(N).  HOWEVER, 18 ROLL AGAIND ¢ & ROLL AGRIN? ¥
AND HERE'S THE CATCH, IF ANv TCI) IS EQUAL T0 TC) THEN 28 PPk O B 7 ROLL AGRIN? ¥
THE TURN IS OVER AND HIS SCORE FOR THAT ROUND IS ZERQ. 2 ROLL AoAINe v 16 ROLL AGAIN ¥
RETER EACH ROLL THAT DOESN‘T EQURL TCL), THE PLAYER CAN [ RO FORIRE ¥ 10 ROLL AGRIN? ¥
DECIDE WHETHER TO ROLL AGRIN OR STOP AND - 8 ROLL AGAIN? NO.
SCORE THE NUMBER OF POINTS ALREADY OBTAINED. cis cls
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ROUND 8 you: 22v COMPUTER: 77
COMPUTER’S ROLL & 1. 10
COMPUTER’S ROLL # 2: 9
COMPUTER”S ROLL # X: 4
COMPUTER’S ROLL # 4: 7
COMPUTER’S ROLL 4 5: ©
COMPUTER’S ROLL # 6. 8
COMFUTER-S ROLL # 7 16
THE COMPUTER GETS A ZERO FOR THE TURN!'
cls
ROUND 7 vau: a5 COMPUTER: 77
& ROLL AGRIN? ¥
& voU GET A ZERO FOR THIS ROUND,
cls
ROUND 7 YoU: 285 COMPUTER: 77
COMPUTER®S ROLL 4 4: 7
COMPUTER'S ROLL # 2: 7
THE COMPUTER GETS A ZERD FOR THE TURM!!

cls

ROUND 8

& ROLL AGAIN? ¥

7 ROLL AGAIN? ¥

11 ROLL AGAIN? ¥

S ROLL RGAIN? ¥

& YOU GET A ZERQ FOR THIS ROUND.

YoU: @5 COMPUTER: 77

cls

YU 205 COMPUTER: 77

¥ ROLL AGRIN? ¥
& ROLL AGAIN? ¥
S ROLL AGAINZ ¥
9 ROLL AGRIN? ¥
2 ROLL AGRIN? ¥
12 ROLL RGAIN? ¥
18 ROLL RGAIN? ¥
& ROLL AGRIN? ¢
@ ROLL AGATN? NO_

cls

ROUND 9 COMPUTER: 77

COMPUTER”S ROLL
COMPUTER’S ROLL
COMPUTER’S ROLL
COMPUTER’S ROLL
COMPUTER’S ROLL
COMPUTER?S ROLL
THE COMPUTER GETS

you: 2695

12
e
: 6
. 8
ZERO FOR THE TURN!!

EE U i
D OCh U1 B W

cls

ROUND 18 vou: 379 COMPUTER: 77

& ROLL AGRIN? ¥
€ ROLL AGRIN? ¥
4 ROLL RGAIN? ¥
& ROLL AGRIN? ¥
2 ROLL AGARIN? ¥
S ROLL AGRIN? ¥
4 ROLL AGAIN? NO.

cls

You: 379 COMPUTER: 77

COMPUTER‘S ROLL
COMPUTER”S ROLL
COMPUTER”S ROLL
COMPUTER”S ROLL
THE COMPUTER GET!

7
5
1
?

# 1
#2:
# 3
# 4
S R ZERO FOR THE TURN!!

cis

ROUND you

@
84
66
8z

<]
78

8

<]
74
4@

419

COMPUTER

L

© W o Ol B bR
DO ®UIND

=

TOTALS:

1
il
1l

4
3

PLAY AGAIN? NO.

16 CLS. PRINTG4LZ, "NOT-DHE"

26 PRINT: PRINT TRB(?) "COPYRIGHT 437% CRERTIVE COMPUTING MORRISTONM, WJ®
36 PRINTEYED, "% IHFUT “DO W0 HEED INSTRUCTIONS®: T4

48 DM TL58), RO1G), C(16), LC2B)

54 IF LEFT$(14, 1)="¥" THEM €@ ELSE 2¢8

68 (LS. PRINT TAB(28) "NOT-OHE": PRINT: PRINT "THE GRME OF MOT-OME 15"
78 FRINT “PLAYED WITH THO PLAYERS AND B PRIR 0OF DICE THERE ARE"

22 PRINT “TEN ROUNDS IN THE GRME. ERCH ROUND CONGISTING®

A PRINT “OF QNE TURH FOR ERCH PLAVER. PLAYERS”

168 PRINT *(YOURSELF AHD THE COMFUTER) RDD THE SCORE"

116 PRINT “THEY ATTAIN OH ERCH ROUND, AND THE PLAYER"

126 PRINT "WITH THE HIGHEST SCORE AFTER TEN ROUNDS IS THE WINMER™
178 PRINTGS7S, "PRESS MY KEY TO CONTRMUE®;

148 IF THEEYS="" THEM 148 ELSE PRINT@12E, CHR$(IL)

156 PRINT "ON EACH TURM THE FLRYER MAY ROLL THE THO"

466 FRINT "DICE FROM 1 TO W TIMES. IF T4 IS THE TOTAL OF DICE ON°
479 PRINT "THE ITH ROLL, THEN THE PLAYERS SCORE FOR THE TURM IS”
188 PRINT PTOIMT(ZHT+ L. +T(N).  HOWEYER "

150 PRINT "AHD HERE’S THE CATCH, IF AHY T(ID IS EQUAL 7O T(1) THEW"
20 FRINT "THE TURHN IS OYER AND HIS SCORE FOR THAT ROUND IS ZERO.™
210 PRINT "AFTER EACH ROLL THAT DUESN‘T EQURL TCL), THE PLAYER CRNY
228 PRIMT "DECIDE HHETHER TO ROLL AGAIN OR STGP AND ©

238 PRINT “SCORE THE NUMBER OF POINTS RLREADY OBTRINED. "

248 PRINTGI?79, "PRESS AHY KEY TO CONTINUE":

250 IF TMKEY$="" THEN 256

260 CLS. FOR T=1 TO 49: PRINTEQ, 'ROMD™T; - PRINTEES, "-—mw---- v CHR$(31)
270 B=¥+L RI=INTCEHRND(B))+1

286 R2=THT(E+END(@))+1

796 TF PEEK{16416)+PEEK(16417)+206=16320 THEN PRINTBLO2, CHRECL)
86 PRINT R1+R2;

218 IF W1 THEN 228

220 T(1)=R14R2: GOTO 370

236 TOO=R14R2

248 IF T(OHOTR THEH 378

250 PRINT "YOU GET R ZERD FOR THIS ROUND. ™

260 X=9: Ti=8: GOTD 416

78 TITHTCR
124

380 INPUT "ROLL AGRIN";B%

756 IF LEFT$(BS, 1)="Y" THEN 278

488 R(T)=T1: ¥=6: T1=0: FOR A=l TO 56: T(R)=0: NEXT: GOTO 418
416 FOR Tri=t 70 1000: HEXT TH: FRINTELZ8, CHR$(31);

428 RESTORE

438 RI=INTCORRND(E) +1: R2=INT(ERND(E))+1

440 FOR D=2 TO RL+R2: RERD L(D): HEXT: D=Ri+R2Z

459 FOR C=1 T0 L(D): IF (=1 THEM 488

468 RA=INT(CHRNDCBY I+1: R2=INT(GHRHDCE)) 4L

470 IF PEEK(16416)+PEEK(16417)%256=16226 THEN PRINT@19Z, CHR$(21):
480 PRINT "COMPUTER’S ROLL #";Cs CHR$(8); ™" RA+R2

495 IF £34 THEW 518

500 T()=R1+R2: GOTO 550

516 T(CY=R1+R2

528 IF T(CO)OT(L) GOTO 550

526 PRINT “THE COMPUTER GETS A ZERD FOR THE TURN!!®

540 Ti=8: GOTO 568

550 T1=TL+T(C): NEXT C

568 FOR T=1 70 108@: HEXT TM: C(D)=Ti: Ti=0:
578 C2=C2+CCTH: CA=CL+R(T)

560 PRINT: FOR B=1 70 56: T(B)=0: HEXT
59 REM

685 IF C2<CL THEN 620

Y
A=

616 PRINT@Z2, "CONPUTER: " C2, "¥0U:"; C1; CHR$(38); - GOTO 628

€26 PRINTEZZ, "YOU:"; CL, "COMPUTER:"; CZ; CHRECB);

£30 NEXT T

€48 DATA 18,18,9,9,6,6,6,9.:9,18. 18

€58 (L5

660 PRINT “ROUND": TRBCAS5); "YOU"; TAB(23); “COMPUTER"

678 PRINT "--——-"; TRB(45); *~—-"; TAB(2); " ~mrmmmm "

636 FOR E=i TO 18: PRINT USING * ## i "5 B R(EY; (CE)
590 NERT E: PRINT®====="; TRB(14); "==="; TAB(27); "==="

763 PRINT "TOTALS. ™5 TRAB(14); 045 TRABC263; (2 FRINT
740 THPUT "PLAY AGRIN“; ANSH

728 IF LEFTHCRNGS, )="y" THEN CLEAR: I$="N": GOTO0 48
738 EHD




Obstacie

The game OBSTACLE is an obsta-
cle course game played on a 9x40
grid.

A car is represented by the
character '*’, the obstacles are the
walls (represented by exclamation
points and hyphens) and spaces are
where the car may travel. The car may
not pass over or occupy a wall or
obstacle. The character ‘S’ at the
upper left corner, indicates where the
car starts from, and the character in
the lower right corner, the ‘F’, is the
space the car must occupy at the
finish to win. If the car tries to
occupy or pass through a wall the
game is lost. When the car lands on
the space occupied by the character
‘F’, the car has finished the course,
and the game is over, and a time is
calculated.

Line-by-line, here’s how the pro-
gram works:

Line 480 dimensions the matrix M
for 15 rows by 50 columns (allowing
an adequate margin for modifica-
tion).

Line 490-550 initializes all neces-
sary variables.

Line 570-650, through the use of a
random number generator, generates
the obstacle course, where | is the
row matrix index and J is the column
matrix index and R1 is the random
number. Line 590 generates a ran-
dom number between 0 and 1,
multiplies it by a density of 1.2 (to
increase density factor by a few
decimal points) and removes every-
thing right of the decimal point. R1 is
now either 0 or 1. if it is 0 the matrix
memory location M (I,J) inside the
For-Next Loop is assigned the value
of aspace, if itis 1, it is assigned the
value of an exclamation point.

Lines 710 and 720 assign the walls
to the course.

Line 760 stores the values of | and

J into K and L, these act as value
holders.
After the print routine has been
executed, | and J are reassigned their
old values stored in K and L at line
840.

Lines 780-830, through use of a
For-Next Loop (as in the initialization
course set up routine), print out the
characters represented by values in
matrix M, Line 800, the CHR$

Function turns the values of the
memory location into their ASCII
character equivalent.

Line 860 checks if the car has
moved yet, by checking D1. If D1 0
then it skips the query option and
continues with the main body. If
D1=0 then it executes the option
query, asking whether a new course,
or this course or end the game and
then executes the respective option.

Line 1010 checks if D1 is not equal
to 1 and if so continues with the
movement routine. If not then it
starts the car at matrix position 2.2
and continues with the movement
routine.

Line 950 starts the main program
body, 970 queries the direction and
980 checks the input D if it is a valid
direction. Line 1000 inputs the speed
‘S’ and Line 1010 initializes the
counters S1 and D1. Lines 1040-1060
direct control to the proper move-
ment routine (1 is up, 2 is right to
left, 3 is down).

Line 1070-1110 is the movement
routine for direction 1. Line 1070
erases the car from the previous
position keeping track of | and J.
Line 1080 and 1090 check each
character position between matrix
position 1,J, and I-§,J for a wall
(exclamation or hyphen); if one is
encountered the game is over. If no
walls are encountered, the move is
legal and Line 1110 assigns the car to
matrix position I-1,J and jumps to
1220 to check matrix position 10,41 if
it contains a car. If so, the game is
won and the End of Run routine is
executed. If matrix position 10,41 is
not occupied the game is not over
and control jumps to 740, the matrix
print routine. The Loop can only be
exited by losing (crashing into an
obstacle) or by getting the car to
matrix position 10,41 where it exe-
cutes the End of Run routine.

Line 1280 calculates the time by
dividing total number of turns by
total number of character spaces
covered by the car and multiplies it
by 100. Line 1300 prints the time and
Line 1310 and 1320 query as to
whether to play the game again.

The program and these notes were
written by Eric Erickson.

125

OBSTACLE

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMM, NJ

DO YOU MEED INSTRUCTIONS? YES.
OBSTACLE

THE OBJECT OF THIS GAME IS TO MOVE YOUR CAR 7+

BEGINNING AT 7S AND NAYIGRTE THROUGH THE OBSTACLES

/7 WALLS TO THE SPACE MARKED ‘F’ YOU MUST LAND

0N THE SPACE MARKED ‘F¢ ON THE ENACT AMOUNT OF SPACES

THERE ARE NO DIAGONAL MOVES.
THERE ARE NO RIGHT TO LEFT MOVES.

DIRECTION WO. 1 IS UP. [
DIRECTION NO. 2 IS LEFT TO RIGHT
DIRECTICN NO. 3 IS DOWN. N

="

SPEED 15 THE NUMBER OF SPACES IN A GIVEN DIRECTION

cis

OPTION: (R = CONTINUE, B = NEW COURSE, C = STOPY? A_

pIRECTION? 3.

cis

v

DIRECTION? 3
SFEED? 5.




1@ CLS. PRINT@412
2@ PRINT: PRINT TRR(?) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN. NJ*

3@ PRINT@968, INPUT "DO YOU NEED INSTRUCTIONS": I$

DIRECTION? 2
SPEED? Q..

DIRECTION? 2

SPEED? 44_

wu,
H

“OBSTACLE"

40 REM YARIABLES USAGE

50 REM

60 REM Al DECIMAL VALUE FOR THE CHARACTER %"
78 REM A2 DECIMAL VALUE FOR THE CHARACTER ~ 7
88 REM AR DECIMAL YALUE FOR THE CHARACTER 7!/
98 REM R4 DECIMAL VALUE FOR THE CHARACTER 57
108 REM S DECIMRL VALUE FOR THE CHARACTER ‘F”
116 REM A6 DECIMAL VALUE FOR THE CHARACTER 7-
120 REM D DIRECTION

136 REM D1 TOTAL NO. OF TURNS TAKEN

148 REM I ROW MATRIX

156 REM 7 COLUNN MATRIX INDEX

i6@ REM K PLACE HOLDER FOR THE VARIABLE I

178 REM L PLACE HOLDER FOR THE VARIABLE J
188 REM M MATRIX VARIBLE

196 REM  H$ INPUT TO YES-NO GUESTIONS

280 REM Ri RANDOM NUMBER GENERATOR YARIABLE
218 REM S SPEED

228 REM St TOTAL SPEED COUNTER

238 REM T ‘TIMES RATIO (D1/S1)%160

248 REM

256 REM START PROGRAM

260 REM

278 REM

208 REM INSTRUCTIONS

293 REM

00 CLS. IF LEFT$(1$ 100" THEN 488

TAB(28> "OBSTACLE" PRINT

“THE OBJECT OF THIS GAME IS TO MOVE YOUR CAR %"

* BEGINNING AT ‘S’ AND NAVIGATE THROUGH THE OBSTACLES"

318 PRINT
3208 PRINT
336 PRINT
348 PRINT
358 PRINT
368 PRINT
378 PRINT
338 PRINT
39@ PRINT
4@ PRINT
446 PRINT
428 PRINT
438 PRINT

@/aCHR$CA91) " WALLS TO THE SPACE MARKED “F/
"N THE SPACE MARKED ‘F/ ON THE EXACT AMOUNT OF SPACES. "

"THERE ARE NO DIAGONAL MOVES. "
“THERE ARE NO RIGHT TO LEFT MOVES. "

“DIRECTION H
"DIRECTION NI
"DIRECTION N

0.4 1
0.2 1
0.3 1

S UP. ¢ ";CHR$COL); " O*
S LEFT TO RIGHT.
S DOMN. C " CHR$CI2); " )"

448 PRINT "SPEED IS THE NUMBER OF SPACES IN A GIVEN DIRECTION. "

45@ REM
466 REN
478 REM

INITIRLATION

486 DIM M(15, 58
490 AL=ASC("E")

50@ A2=194

518 A3=ASC(" ")
528 A4=ASCCMS™S
530 AS=ARSC(F™)

548 AG=191

556 D1=8:
568 REM

578 FOR I=

Si=0

#%x NOTE ~ COURSE SET UP ROUTINE

1 10 1@

588 FOR J=1 TO 42

598 R1=INTC(RND(@)#1. 2)
660 IF R1=8 THEN 634
6168 M(L, D=R2

528 GOTO 644

630 MCI D=A3

548 NEXT J

656 NEXT 1

668 M(2, 2)=f4
676 M(10, 48>=A3

YOU MUST LAND"

¢ - CHRECS4); * )"

126

DIRECTION? 3
SPEED? 2.

DO YOU WISH TO PLAY AGAIN? NO-

686 M(18, 41)=A5
638 M(2, 2>=A3
78 M(3,2)=A3

710 FOR I=1 TO 16: :M(I,1)=A2: M(L 42)=A2: NEXT 1
728 FOR J=1 TO 42: ML, D=R6. M(14, J)=A6: NEXT J

728 GOSUB 768: GOTO 858

7408 REM #ot PRINTING ROUTINE ek
756 GOTO 858

768 K=1: L=J

778 CLS

786 FOR I=1 TO 11: PRINT TAB(11);
799 FOR J=1 TO 42

808 PRINT CHR$CMCL J>Y;

810 NEXT J

828 PRINT

839 NEXT I

840 I=K: J=L. RETURN

858 REM 88 NOTE- NEW COURSE OPTION#

860 IF D136 THEN 950

870 PRINT"OPTION: (A = CONTINUE. B = NEW COURSE, C = STOP)";

888 INPUT N$

838 IF N$="A" THEN 956
989 IF N$="B" THEN 548
918 IF N$="C" THEN END
92@ PRINT "INVALID OPTION. "
938 GOTO 870
946 REM

958 REM

968 REM

978 PRINT@7@4, "DIRECTION"; CHR$(31);
986 IF D1 THEN 970

398 IF D3 THEN 978

1868 PRINTSPEED": INPUT S: S=INT(ABS(S))
1048 Di=Di+i: S1=51+S: IF DACOL THEN 1048
1828 REW
1638 J=2: I=2
1048 IF D=1 THEN 1676
10850 IF D=2 THEN 1120
1668 IF D=3 THEN 1178
1878 M(I, J>=A3: REM

#% MAIN PROGRAM BODY #ok

1090 IF M(1,J)=R6 THEN 1250
1100 GOSUB 1348: NEXT C
114@ MCL I>=A1: GOTO 1220
1128 MCL D=A3

1430 FOR C=1 TO S:. GOSUB 133@: J=J+i: IF M(I, D=R2 THEN 1230

1148 IF MCI, J>=R6é THEN 1250
1150 GOSUB 1348: NEXT C
1468 MCI, I>=A1: GOTO 1220
1478 Nl =2

4188 FOR C=1 TO §: GOSUR 133@: I=I+i: IF MCI, J)=R2 THEN 1250

1498 IF MCI, J)=A6 THEN 1250

1200 GOSUB 1348: NEXT C

1218 ML D=AL

1228 REM wok NOTE - WINNING CHECK#*
1233 IF M{18, 41){OR1 THEN 748

1248 GOTO 1278

1250 PRINTEPB4.
1269 REM

1270 REM

1288 REM

1296 T=(D1/51)+188
1308 PRINT@704.

"ILLEGAL MOVE... . ..

%ok END OF RUN ROUTINE ¥

1326 IF LEFT$(N$, 1)="Y" THEN 548 ELSE END
133@ PRINT@I*64-54+J, " ;. RETURN
134@ PRINT@I*64-54+1, "%"; . RETURN

INPUT D: D=INT(RBS(D))

#k NOTE - CAR STARTS AT POSITION 2,2

#% WIPES OUT PREVIOUS CHARACTER
1080 FOR C=1 TO 5. GOSUB 433@: I=ABS(I-1>: IF M(I, )=A2 THEN 1258

YOU LOSE!!"; CHR$(31): GOTO 1310

U0l WON'! AND YOUR TIME IS":; T CHR$(31>
1346 PRINT: PRINT"DO YOU WISH TO PLAY AGARIN";

INPUT N¢



Octrix

OCTRIY
COPYRIGHT 1379 CREATIVE COMPUTING MORRISTOMN, NI This is a card game for up to four
DO Y0U HEED INSTRUCTIONS? YEE. ‘ players, or three players plus the
cis H
THIS IS A GANE CALLED CCTRIX  ERCH PLAVER 15 DEALT 8 CQ{R puterihA de%k of I'?tz‘ cardshls ?Stgg
CRROS RANGING FROM ACE THROUGH EIGHT. THE CARDS ARE with ace through eight in each o
RRNKED ACCORDIMG TO ERTDGE SUITS HITH THE RCE OF CLUBS THE four suits. All 32 of the cards are dealt
LOWEST AND THE EIGHT OF SPADES HIGHEST. THE OBJECT IS T0 out at the beginning of the game, eight
HIN AS MRHY OF THE EIGHT TRICKS RS POSSIBLE  EACH TRICK to each player. On each hand, each
PLAVED DETERMINES THE PLAY OF THE NEXT TRICK IF THE KIGH . "
RND LON CARDS FLAYED MATCH COLOR THE NEXT TRICK MILL BE player discards one card depending on
HIGH AND IF THEY DO NOT MRTCH IT WILL BE LON 1T 15 Ii- the rules of the game (see the rules at
PORTANT T SET STRATEGY TO WIN COMSECUTIVE TRICKS IN THAT the beginning of the sample game)
£ < g 4 = . . .
oot o 4 EOUT PER TRICK: 4 FOR THD IN A ROW, 3 FOR 2 either the high card discard or the low
RESPOND T0 THE INPUT PROFET WITH THE CRRD YO URNT T0 card discard wins that trick. After eight
PLAY IN A THO CHARACTER FORMAT WITH THE VALUE (R-G) AS THE tricks a new hand is dealt and piay
FIRST CRARACTER, AND SUIT {C,0H.S) RS THE SECTND CHARACTER. proceeds as before. Perhaps the

easiest way to learn Octrix is to play a
few games with you and the computer
or with several people and the com-
puter. Observe what happens and

PRESS ANY KEY T0 CONTIHME
cls

HOW MANY POINTS (@ ENTRY GIVES STRMDARD 9817 §
HOW MANY PLAYERS? 2

ENTER NAME OF PLAYER # 1 2 CHRIS before long you'll be able to work out a
EHTER NAME OF PLAVER 4 2 © ERIC reasonable strategy for playing the
ENTER NAE OF PLAYER & 2 7 STEVE game
SHOULD 1 PLAY TGO (¥ OR 17 Y S .
Octrix was written by Rogers
cls Hamilton.
CRIS  ERIC STEVE  COMPUTER CHRIS  ERIC STEVE  COMPUTER
CHRIS  ERIC STEVE  CONPUTER CDHS CDHS CDHS CDHS LDHS CDHS CODHS CDHES
COHS CDHS CDHS CDHS R % A A v A+ x A LA xR A e REx A
R * R R LA L T L2 A £.2% % 2 % 2. v L2 ¥ 2F F 2 v 2.
2 2 2% % L2 %2, B I €3 %% 3 = kL2 AR
2% 2 3orr 3 2. 4 TR A% 4 4 4% k4 L4 4
4 44 vk .4 4 q. L5 % 5 *.5% .5 % 5. .5 5. 5% L5 v . 5.
.5 . % .5 5% .5 ¢+ 5. L6 k% 6% 6 .6 6. AT - S 6 6.
L6 % 6% .6 ..6. * 6. I T A A A A T A A
LTE T A A LB - TS T - *8. 8 .8 L& & 8.
Ny 8 + .8 x .3 "y
CHRIS PLAVED THE EIGHT OF CLUS, TRICK # 2 (HIGH CARD HINS)
TRICK & 4 (HIGH CARD WINS) ERIC FLAVED THE EIGHT OF DIRMONDS. WHAT CARD, STEVE
WHAT CARD, CHRIS STEVE PLAYED THE EIGHT OF HERRTS. #
$ 1 PLAYED THE EIGHT OF SPADES. cls
| T HON TRICK § 4
cis CHRIS  ERIC SIEVE  COMPUTER
CHRIS ERIC STEVE COMPITER cls CDHS CDHS CDHE CODHS
CDHS CDHS5 CDHS CDHS R A% R R Ak A
A+ A YREt A RIS ERIC STEYE  CONPUTER A 2 - 2 ¢ o
2 2 ) 2 % 2 COHSE CODHS CDHS CODHS T Ty TR :
A A 4 z 2. SRR A 4 4 xx4 I
4 LA LG 4+ e e “ 2 e 5. % .5 £.5+¢ 5+ 5
5% S .5 5 5. nE L .S = 6 %% 6% .6 6 +6
AT RN S Ay 3 +6. -4 ChE v 4. 76 %7 I T S
T A S A T 500% 5 .5 ¥ 5. g 2 L& .8 8.
LBE Bk 8 % .8 48, S T A vE
SIroowl S O CHRIS PLAYED THE SEVEN OF CLUBS.
TRICK § 4 CHIGH CRRD HINS B 8 & ERIC PLAYED THE SI¥ OF CLUBS.
HRAT CARD, ERICS ) STEVE PLAYED THE SEVEN GF DIRMONDS.
# TRICK & 2 (HIGH CARD WINS) 1 PLAVED THE FIVE OF DIRNONDS.
HHAT CARD, CHRIS STEVE HOM TRICK # 2
cls #
CHRIS  ERIC cls o
15 3 STEVE  COMPUTER cHET
COHS CDHS CDHS CDHS THRIS ERIC STEVE COHPUTER 'ﬁﬁé‘Hc E:EI;HC SEEZEHC CEH?HHEE
A+ & a ERAE 8 COHS CODHS CDHE COHS R+ A& & . Are a
2 2 w2x % 2 % 2 S SR wRax R P S
LI 3 L%k 2 2. 2 2 £.2% FA TS 2 e S s
LA L4 ves 4k 4 SIE L w3ae 23 e i een il
5 x5 v s & s 4 BT 4+ 4 ; ;* *:gi 2 ) ;
L6 oxv 6x 6 & xE 2 B REE S S 6 xx 6 & 6 %6
LT w7 A SRS | B TR - RE 7 w7
LEY L8 %8x8 e IR G & .8 .2 & g
e 8 .8 g 3 -S -
TRICK # 1 (HIGH CARD HINS) ¥
VBT CORD, STEVE TRICK § 2 (HIGH CARD WIKS) TRICK § 2 (HIGH CARD M)
8 WHAT CRRD, ERICS URAT CRRD, CHRILS
4 #
cis cis cls
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CHRIS  ERIC STVE  COMPUTER CHRIS  ERIC STEYE  COMPIAER RIS ERIC STEVE  COMPUTER
CDHS CDHS CDHZ LDHS CDHS CDHS CDHS CDHS CDHS COHS CDHS CDHS
* R .. ..R * Ary R LR LR R x xR LR LR A x ARxx  H.
2 £LZ¥ LTt 2. L2 2 w2 2o 2. 2 2 x.24% % 2 % 2.
LI S T N4 3. Livon BT T TS 3kk L3 3.
4 LA kw4 LA x4 4, LAk kx4 4 x4 4 L4 wx 4 LA x4
5 5% . 5. 5. 5 5. X 5% 5 5. 5. 5 5 .5 5.
A .6 .6 * 6. LB ¥ 6 .6 3 *6.. L6 ¥x 6 .6 6 %6
2 X7 7. AR LT %7, L 7 % 7. N T 1 7 7.
8 .8 .8 8 8. LB .8 .8 8 8. & .8 LB 8 8.
TRICK § 2 (HIGH CARD WINS) CHRIS PLAYED THE SEVEM OF SPRDES. TRICK & 4 CHIGH CARD HINS)
WHAT CARD. ERICS ERIC PLAVED THE FIVE OF SPADES. WHAT CARD. ERICS
" STEVE PLAVED THE FIVE OF CLUBS. ¢
cls 1 BLAYED THE SEVEH OF HERRTS.
CHRIS WOH TRICK # 2. cls
RIS EBRIC STEVE  CONPUTER CHRIS  ERIC STEVE  COMPUTER
COHS CDHS COHS COHS cls CDHS CDHS CDHS CDHS
R g * A+rsy R ;T -} R ¥ REex R
. £2% v 2 % 2.
SER 7 ORIS  ERIC  SIEVE  CONPUTER szt R % oL
i ens RO CDHE CODHS CDHS CDHS s e sed s 4
s : - A A R %A%+ R - o - T -
5. £.5% .5 5. . : S x5 5 .5 5.
. e T vt .z 2 k2% % L2 & 2. e - - : :
3 » T 3 S L6 2% G 6 .6 ¥ 6.
B Rl SIowE L2 3 z 7 7 7 7
2 o ¢ . 4. L4r kx4 NE T T 8 Ty s 8 8
- 5 % .5 .5 .5 5, -8 oo SR o
TRICK # 2 (HIGH CRRD WINS) ; o § ? ? *? TRICK 8 4 CHIGH CARD WING)
&;ﬂqr CARD, STEVE iy e e e g HHRT CARD, STEVE
e TRICK ¥ 4 (HIGH CARD MING) cls
;um CARD, CHRIS CHRIS  ERIC STEVE  COMPUTER
CDHS CDHS CDHS CDHS
LR % R R R AL
ols 2 2 2% % 27 % 2.
L3 Lz T 3.
4 LAk x4 A
5 % 5 .5 ... .5 5.
LExE 6 6 3 6.
19 CLERR 1089 2 ; g ; g

28 (LS

38 FRINT & 413, "OCTRIX"

48 PRINT

56 PRINT TRB(7)"COPYRIGHT 4979 CREATIVE COMPUTING HORRISTOHN MJ”
€8 PRINT @ 568, "%

76 THPUT"DO YOU NEED INSTRUCTIONS™; 1§

€0 DIN R(22), PG4, 90, CH(2T5), G4, 11), TED)

98 DIM HE(72), W7D

168 RESTORE

118 FOR 4= T0 7

126 RERD Y5

126 HERT 2

140 FOR =6 TC 2

158 RERD R4CD)

168 HEXT X

176 DRTACRCE™, *THO®, “THREE™, "FOUR®, "FIVE", "SIX", "SEVEN®, "EIGHT"

463 DATAUCLUBS", "DIRMONDS®, "HEARTS®, "SPRDES"

196 FOR %0 10 2

201 RERD T$(X)

210 DRTA®RY, #2°, "3%, 4", ¥5°, "6", *7", 8", “LON®, "HIGH"

220 NEXT

226 IF LEFT$(1$, 1)="R" THEH 418

248 (LS

256 PRINT®  THIS 1S A GAME CALLED OCTRIX.  ERCH PLAYER 1S DEALT &°
268 PRINTMCARDS RANGING FROM ACE THROUGH EIGHT. THE CARDS ARE”

278 PRINTURANKED ACCORDING TO BRIDGE SUITS WITH THE ACE OF CLUBS THE®
260 PRINT'LONEST AHD THE EIGHT OF SPADES HIGHEST. THE OBJECT 15 T0°
298 PRINT*WIN RS MANY OF THE EIGHT TRICKS RS POSSIBLE.  EACH TRICK ©
389 PRINT*PLAYED DETERMINES THE PLAY OF THE HEXT TRICK IF THE HIGH °
74 PRINT'SHD LOW CARDS PLAYED MATCH COLOR THE HEXT TRICK WILL BE "
220 PRINT'HIGH AHD IF THEY DO NOT MATCH IT WILL BE LOW IT IS Ii-"
738 PRINTOPORTANT TO SET STRATEGY TO MIN CONSECUTIVE TRICKS IN THAT °
248 PRINT"SCORING 15 4 PDINT PER TRICK: 4 FOR THO IN A ROX 9 FR 3,°
758 PRINT®UP TO 64 FOR ALL EIGHT."

360 PRINT”  RESFOHD TO THE INPUT PROMPT WITH THE CRRD YOU WRNT 10
278 PRINT"PLAY I B THO CHARACTER FORMAT MITH THE VALUE (A-8) AS THE *
786 PRINT"FIRST CHARACTER, AND SUIT (L,D,H,S) RS THE SECOND CHARACTER *
399 PRINT @ 979, "FRESS ANY KEY TO CONTINUE™;

409 IF INKEYS ="* THEN 468

418 (LS

428 FOR ¥=1 70 45

428 READ Z

440 M=H§+THRE(D)

450 NEXT X

468 DATA 35, 25 35 35 43 72, 72 72 T2 43, 7, 3 7L VL3
474 29=88

458 PRINTPHOM HANY POINTS (8 ENTRY GIVES STRIDARD 88)";

498 IHPUT 2

500 IF Z=@ THEN 528

518 28=2

CHRIS PLAYED THE SIX OF DIAMONDS.

ERIC PLAYED THE FOUR OF CLUBS.

STEVE PLAYED THE THREE OF DIRMONDS.

1 PLAYED THE SIX OF SPRDES.
1 HON TRICK # 4.

528 FOR ¥=8 T0 3t

538 RGH=X cis

348 HEXT %

550 PRINTTHOW HMRNY PLRYERS™

566 IHPUT N

578 H=INTGD

580 IF M>4 THEN €60

598 IF 108 THEN 628

£09 PRINTUONLY OME TO FOUR PLRYERG FILLOWED, RE-EMTER ®
€10 G010 55

628 FOR %=@ 70 N-1

£20 QG ®)=0

€48 PRINTENTER NAME OF PLAYER #7;X+L
658 TNPUT H§OD

€68 Y=LENCHE(X))

B FOR Z=L TO Y

€20 T4=MIDENSCX), L 2-1)

630 IF T9=" * THEH 718

708 HERT 2

748 If. 2>1 THEN 748

720 PRINT"DON/T START NAME WITH SPACE, RE-";
730 GOTO 648

748 SECO=HIDSCNECD), L 2-D)

758 HEXT %

768 FOR J=8 10 127

778 CHLD=" "

780 HEXT J

798 IF H=4 THEN 209

809 IF H=i THEN €58

810 PRINT"SHOULD 1 PLAY TOD (¥ OR )%
828 THPUT 2%

226 24=LEFT$(Z5, 1)

946 1F 260" THEN €38

958 S$CH)="COHPUTER”

860 HE(D="1"

£78 G, @)=8

880 N=N+l 950 FOR ¥=8 10 7
898 FOR 1=8 70 3t 968 FOR X=8 T0 N-1
98 X=A(DD 978 P(A =AY

918 V=INT(RND(B(2-1+D)
928 RL1=ACY
938 AMH=R

949 HEXT 1 128

980 CHCRATPLR, ¥))="e"
958 HEXT X

1680 HEXT ¢

1048 H=t



1920 FOR R=1 T0 7

1636 GOSUB 1799

1846 PRINT @ 784, “TRICK #% R “C° THE#)" CARD WINGY" CHREQID)
1656 FOR %=8 T N-1

16868 IF SECO="COMPUTER" THEN 223
1679 Z=2¢Z

1899 PRINT & 769, "MHAT CARD, " S840
1598 $=THIEYS

1108 1F D1$="" THEN 189

1118 PRINT"#%;

1126 G2s=INKEYS

1138 IF G2¢="" THEM 1128

1149 PRINT™$"

1100 E$=R1$+02¢

1168 IF ESCQUP" THEN 1156

1478 GOSUB 1750

1188 GOTD 1888

1198 Y=LENCES)

1260 IF ¥=2 THEN 1220

1216 PRINT"BAD INPUT, RE-ENTER. "
1226 GOTC 1088

1226 ¥=HID$CES, L 1)

1240 Z¢=HID$(ES, 2, L)

1258 IF YALCYE0E THEN 1286
1269 TF YHOUR" THEN 1219

1278 vg="1"

1268 Y=VAL(YE)

1796 Ir ¥=0 THEN 1219

1380 IF 108 THEN 1240

1218 7=

12206 0c%, 19)=0

1336 1F 2¢="C" THEN 1419

1348 7=7

1758 TF 24="2" THEW 1418

1399 727

53

1488 TF 280N THEN 1218

1419 Y=(¥-1)4d4Z
1420 Ir

1456 GOSUB 1364
1466 HET R
1479 FOR 4=0
1460 FOR To

1498 IF CH226X423="+" THEN 1520
500 HEXT 2

1516 PRINT*BAD SCRIL ™

1520 CH(CE2uRe2y="

1538 00, ;=2

1HG HEET Y

1998 k=8

1560 GOSUE 1909

1579 Hi=a

1588 0Ls

1558 PRINT'THAT HAHD ™

1608 FOR ¥=6 70 H-1

1610 GC%, 9)=f

1628 =9

1679 2=

1640 FOR R=1 T 8

1630 Z=2400E R)

1660 (2 R)=6

1678 IF B(%, R4+1DC8 THEM 1769
1500 ¥=Y4Z42

1696 2=

1768 HEXT |
1708 Q0 B=ROL DY

176D IF QHE, B30=2% THEM 2628

1776 PRINT & 373, "PRESS ANY KEY TO CONTIMUE™;
1788 IF INKEYS ="" THEN 4780 ELSE 599
1798 (L5

1580 FOR Z=0 70 ¥-1

1648 PRINT TRBLS+L143)54(5)

1020 HERT S

1828 PRINT

1940 FOR S=8 T0O H-1

1656 FRINT®  CDH SN

1066 NEXT &

1976 PRINT
1898 FOR 5=0 70 7

1896 FOR ¥=8 10 H-1

1988 Z=pHI24GH

1940 PRINT STRINGS(2, 190)TS(SICHREUSDIS (2 CHRECISLICS(ZH);
1926 FRINT CHRECIS1ICS(2+2)CHRE(A94)CECTHTY;
1938 HEXT ¥

1548 PRINT CHRECISDTH(S)STRINGS(Z, 190)
1958 NEXT §

1968 PRINT

1970 RETURN

1989 L1=0

1998 Hi=8

2608 PRINT @ 704, °";

2018 FOR ¥=6 10 H-1

2008 Y=INTCOCE, 9)/4)

2030 25008, 9)-ved

2540 FRINT HSCX)® PLAYED THE ® ¥SC¥)" OF ° ¥e(D)® v
056 CHRRIZHCL D)=® ¥

2868 IF BCY 9X0(LL, 9)THEN 2008

2678 LK

2658 IF OCL SDHL THEN 2108

2058 K=Y

2108 NEYT ¥

210 IF W=t THEN 2156

2170 9L R)=t

2430 FRINT NSCLLY™ UON TRICK %85 CHRSCB): ™ %
2446 GOT0 2476

2456 QG R=L

2466 PRINT NSCHD® UON TRICK #7R: CHR$GEY® %
2178 Hed

2156 IF 0L, 100O0HL 10)THEN 2200
719 Het

2268 FOR =1 10 1800

2240 HEXT A

2228 RETURH

2220 Li=4

2248 L28

2759 Hi=h

2268 Hesh

2970 FOR 50 70 42

2280 FOR $1=6 T0 7

2299 IF PLS, SOIPCLL, L2)THEN 2230
260 IF CHSHTPG, S10)=" » THEN 2130
246 Li=5

2726 12=51

2220 IF PCS, SDIPGHL HOTHEN 2378
2248 IF CHGIMP(S, S1)=" * THEN 2378
7358 HL=5

7260 H2=51

2274 NEXT 5t

308 HEXT §

2390 FOR §=R~1 10 7

2409 IF H=t THEN 2450

2418 1F PON-1, S)PULL, LITHEN 2426
2426 GOTO) 2468

2430 IF RNDCOYY. T THEN 2556

2445 GOTO 2476

2450 IF PO SYIPCHL H2)THEN 2436
2460 HEXT 5

2470 HL=22

480 Y=IHTCRUDOB) LG +H46)

2490 FOR S1=R-1 70 7

2508 Li=ABS(P(-L, 13-

2540 IF HI<LL THEN 2540

2520 HisLt

53 551

2540 NEYT 51

7550 Q% BPN-L S

7568 POl S)=PO-L, R-L)

2570 2:00% D-¢ INTELY, /4)ed)

2508 IF 222 THEN 2600

7560 Z=RES(2-D)

660 Y, 18)=2

2610 GOTO 4459

78 IF HON-2 THEN 2689

267 FOR ¥=H1+d 10 H-1

2646 IF QOHL 0Y30CY BYTHEN 2678

2650 PRINT"GAME TIED AFTER REGULATICH, ENTERING SUDDEN DERTH *
2660 GO0 830

2676 HEXT ¥

2659 PRINT NSCHD® HOM THE GRME. CONGRATULATIONS, " SS(HLY" *
2690 PRINT

2708 PRINT

2710 END

129



Pasart€

Description:

This program generates artistic patterns based
on Pascal’s triangle.

Comments:

Pascal’'s triangle is one of the most famous
number patterns in mathematics. The triangle is
very easy to construct. The first two rows consist
of only 1’s. Each of the subsequent have a 1 at
either end of the row, but all other numbers in the
pattern are the sum of the two numbers to the right
and left in the row above. An example, illustrating
the first 6 rows of the triangle, is shown below:

1
i1
1t 2 1
1 3 3 1
1 4 6 41
i 5 1010 51

The program provides the user with three options
during the course of a RUN.

They are:

1. A single “Pascal’s triangle”

2. Two “Pascal’s triangles”

3. Four “Pascal’s triangles”

A user may also specify the size of the array and
the muitiples of the number to be eliminated.

Option 1 simply allows a user to examine an
artistic picture of the relative positions of the mul-
tiples of any number in the array. The apex of the
array will appear in the upper left corner of the page.

An example of how the machine uses a “triangle”
to create a design based on eliminating the muiltiples

of two is shown below.

111 1 oow e
123 4 LA
136 10 e oW
1410 20 *

Before Printing After Printing

Option 2 allows a user to create a picture based
on two Pascal’'s triangles in opposite corners of a
square array. An example of how the machine uses
two Pascal’s triangles in the corners of a square to
create a design based on eliminating the multiples
of 2 is shown below:

11110 ve e
12301 " ®
13031 ey
10321 =
01111 e

Before Printing After Printing

130

Option 3 creates a design based on Pascal's
triangles in the four corners of a square. An ex-
ample of how the machine uses four Pascal's tri-
angles in the corners of an 8x8 array to create an
artistic design based on eliminating the multiples
of 2 is shown below.

11111111
123 321 < o m e
13 31 - ..
1 1 ’ .
13 31 . ..
123 321 s e e e
11111111

Before Printing After Printing

PASART and this description written by Charles A.
Lund. They first appeared in Creative Computing,
Mar/Apr 1977.

Because PASART was run on a line printer, the
sample runs are not representative of the true output.
The only way to appreciate the graphics output is to
run the program.

PASART

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ

DO YOU NEED INSTRUCTIONS? VES_

cls

PASART
THIS PROGRAM CREATES ARTIST DESIGNS BASED ON PASCAL’S TRIANGLE.

YOU HAVE 2 BRSIC TYPES OF DESIGNS T0 SELECT FROM:
4 B SINGLE PASCAL’S TRIANGLE (PLAYED WITH AN ARTISTIC FLARE)
2 TWO ‘ARTSY’ PRSCALS TRIANGLES PRINTED BACK TO BRCK
3 FOUR ‘ARTSY” TRIANGLES IN THE CORNER OF
A SQUARE ARRAY.

BHAT/S YOUR PLEASURE (4, 2 OR 3?7 2

#ICH MULTIPLES DO YOU WANT REPRESENTED WITH BLANKS? 2
HOM MANY ROMS AND COLUMS IN THE ARRAY (45 IS MAXIMUMD? 36

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

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

........

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

......

......

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

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

cis



WHAT’S YOUR PLEASURE (4, 2 OR )7 4
KHICH MULTIPLES DO YOU WANT REPRESENTED WITH BLANKS? 2
HOW MANY ROWS AND COLUMS IN THE ARRAY (45 IS MAXIMUMY? 45

........................ ARTIST AT MORK ........................
THIS WILL TAKE SOME TIME

cls

IS 22 E S FFE LI EIAIEXEIIE S B LA L RN
& 5 & 3 3 £ 3 X Tt £ 5 5 £ * & %
L] s (X} +e [ s s (3 s
» . 3 * * * [ 13 *
*eee LER R} sess LR RN LR EY
s ¢ L LI ] s s s »
[ 23 s (X3 se L]
* . * * »
IEEREEE NN tesr s e

LI I B 1 LI ]

. s s

* 3 *

IR RN

LN )

* s

»

L EETEELEIE LTS

LI I T B

s s s

» * *

LR N1 s

L 13

LX) .

* .

LA RN

LI I I Y

L s

- 3

LR R

» s

s

*

2resr08

L T N }

e e

» .

10 CLS: PRINT@443, “PASART"

28 PRINT: PRINT TAB(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ®

30 CLEAR 18@08: PRINT@968, "";: INPUT "DO YOU NEED INSTRUCTIONS®; I$
4@ DIM PA$(L5), P(45,45): IF LEFT$CI$, 1)="Y" THEN 68

58 CLS: GOTO 17@

68 CLS: PRINT TAB(29); "PRSART": PRINT

78 PRINT “THIS PROGRAM CRERTES ARTIST DESIGNS BASED ON PASCAL’S TRIANY;
80 PRINT "GLE. *

38 PRINT

168 PRINT "Y0U HAVE 3 BASIC TYPES OF DESIGNS TO SELECT FROM:®

148 PRINT *4. R SINGLE PASCAL‘S TRIANGLE (PLAYED WITH AN ARTISTIC FLAR®;
128 PRINT "EX*

138 PRINT "2. THO “ARTSY‘ PASCAL’S TRIANGLES PRINTED BARCK TO BACK®
14@ PRINT “3. FOUR “ARTSY/ TRIANGLES IN THE CORNER OF"

1568 PRINT ® R SQUARE ARRAY. "

168 PRINT

178 PRINT "WHAT’S YOUR PLEASURE <4, 2 OR )%;

186 INPUT O

198 IF (0-1)%(0-2)*(0-3> <> 8 THEN 170

28@ PRINT "WHICH MULTIPLES DO YOU WANT REPRESENTED WITH BLANKS";
219 INPUT @

228 PRINT "HOW MANY ROWS AND COLUMS IN THE ARRAY (45 IS MAXIMUMY®;
238 INPUT T

248 PRINT: PRINT STRING$(24,148); " ARTIST AT WORK "; STRINGS$(2d,148);
238 PRINT TAB(28); "THIS MILL TRKE SOME TIME":

260 IF T*(45-T){B THEN 228

278 ON 0 GOTO 320,530,780

288 REM

298 REM

360 REM TIME TO CREATE AND PRINT A SINGLE PIECE OF PASART

3168 REM FIRST BUILD THE PASCALS TRIANGLE

JZBFORR=L TO T

RBFORC4 10T

348 IF (R-1)%(C-1)=8 THEN 37@

358 P(R, C)=P(R, C~1>+P(R-1, C)

368 GOTO 380

378 P(R,O)=1

388 NEXT C

3% NEXT R

408 REM TIME TO PLAY BACK THE TRIANGLE WITH AN ARTISTIC FLARE.

440 FOR R=1 7O T STEP 3

@28FORC=LTOT

438 IF (P(R, CO/Q=INT(P(R, C)>/Q) THEN P(R,()=8

448 IF (P(R+L C)/Q)=INT(P(R+1, C)/Q) THEN P(R+1,()=8

458 IF (P(R+2, C)/=INT(P(R+2, C)/Q) THEN P(R+2, C>=0

466 AE=(R-1)/3

478 PA$(RE)=PA$CAE)+CHRE(128-3% (PR, CY (OB -124+(P(R+1, £I8)-48x(P(R+2, £)O0))

488 NEXT €

498 NEXT R

566 CLS: FOR f=B TO 14: PRINT PR$(R): NEXT A
048 GOTO 41346

520 REM TIME TO CREATE AND PRINT DOUBLE PIECE OF PASART
538 2=T

348 REM BUILD THE UPPER LEFT HAND HALF OF THE ARRAY.
956 LET N=2

56@ FOR R=1 TO N

578 FOR C=1 TO 2-1

588 IF (R-1)*(C~1)=8 THEN 610

598 P(R, £)=P(R, C-124P(R-1, 0>

688 GOTO 628

618 P(R, C)=1

620 NEXT C

630 Z=2-1

640 NEXT R

658 REM BUILD THE LOWER RIGHT HALF OF THE ARRAY.
65D 2=N

678 N=2

680 FOR R=Z T0O 4 STEP -1

698 FOR C=Z TO N STEP -1

788 IF (R-Z)*(C-2)=8 THEN 738

718 P(R, C)=P(R, C+1)+P(R+1, C}

720 GOTO 740

738 PR, O)=1

740 NEXT C

758 N=N+i

768 NEXT R

776 GOTO 448

788 M=Q

798 REM BUILD THE UPPER LEFT HALF CORNER OF THE ARRAY.
880 ¥=T

810 Z=INT(Y/2)

820 BS=2#2

838 24=2

840 Z2=71

859 Z3=22

868 X4=23

876 X5=X4

880 FOR I=1 TO Z4

88 FOR J=1 T0 2

988 IF (J-1)%(I-1)=8 THEN 938

918 P(L =PI, J-D+P(1-1, 1

928 GOTO 948

938 PCL, 3=t

948 NEXT J

950 Z=2-1

966 NEXT 1

970 N=21

989 REM BUILD THE UPPER RIGHT HAND CORNER OF THE ARRAY.
996 FOR I=1 TO 24

4809 FOR J=Y 70O X5+1 STEP -1

1016 IF I=1 THEN 1050

1828 IF J=Y THEN 1658

16838 PC1, Jy=P(L J#)4PI-1, 1D

1049 GOTO 1860

1658 P(I, J)=1

1868 NEXT J

1678 X5=X5+1

1888 NEXT I

1898 N=22

1168 REM BUILD THE LOWER LEFT CORNER OF THE ARRAY
1118 FOR I=Y TO X4+4 STEP -1

1128 FOR J=1 70 22

1138 IF J=1 THEN 1178

1148 IF I=Y THEN 1178

1458 PCL 33=P(L J-1)4PCI+L D

1168 GOTO 1189

1478 PCL D=1

1180 NEXT J

1198 22=72-1

1288 NEXT I

1218 N=23

1226 REM BUILD THE LOMER RIGHT CORNER OF THE ARRAY.
1238 FOR I=Y TO N+#i STEP -4

1248 FOR J=¥ T Z3+1 STEP -1

1258 1IF J=Y THEN 1298

1268 IF I=Y THEN 1298

1278 PCL Iy=P(I+4, D4PCLL J+0)

1289 GOTO 1368

1298 PCLL )=t

1388 NEXT J

1310 Z3=73+1

1328 NEXT I

1328 GOTO 410

124@ PRINT@I6O, ""; - INPUT “KANT ANOTHER “;fiN$
1358 IF LEFT$(ANSS, 1)="N" THEN END

1360 CLS: CLEAR 1608: DIM PA$(1S),P(45,45): GOTO 178



asart

This program is a major extension of
the original Pasart program. It incor-
porates many new options including
printing a calendar for any year from
1600 to 2300. It allows a user to enter
any desired pair of printing characters.
The size of the outputis expandedto 72
by 72 with an option to expand it further
by dividing the final triangle into 72 by
72 chunks that may be taped together.
Another option provides the user with
the opportunity to create a picture
based on four Pascal's tables {option
5).

There wasn't room to show the
output from all of these options on
these pages. Try them out yourself and
we're sure you'll be pleased with the
rather spectacular results.

Pasart 2 was also written by Charles
H. Lund.

PASART2

COPYRIGHT 1979 (REATIVE COHPUTIHG HORRISTOMN, WJ
(PRESS AiNY KEY TO CONTINGE)
cls

THIS PROGRAH CREATES ARTIST DESIGNS BASED OM
PASCAL’S TRIRHGLE.
DO YOU HANT R LIST OF OPTIONS? YES

TERR OFF THE LIST RND SAYE OR POST FOR FUTURE REFEREMCE

FHAT’S YOUR PLERSIRE (L2345 (R 6)7 2.

cls

YOUR PICTURE SHOULD HIGHLIGHT THE HULTIPLES (F HHAT MUMBER? 4

HHAT CHARACTER HOULD YU LIKE 7O PRINT OUT REPRESENTING
THE MULTIPLES OF 4 (ENTER * " FOR A BLANO? " °

HHAT CHARACTER HOULD YOU LIKE TO PRINT QUT REPRESENTING ERCH
OF THE OTHER HUMBERS IN THE PATTERN (ENTER ° ® FOR R BLRHK)? *

HOH HANY ROKS AND COLUMS IN THE ARRRY (HAX = 36)7 36..

cis

HOULD YOU LIKE A CRLENDAR PRINTED HITH YOUR PICTURE? VES

HHAT YERR BETHEEN 1688 AND 2688 KOULD YOU LIKE? 1682
cis

. A SINGLE PRSCALS TRIRNGLE PLAYED BACK LIKE THIS:

BEFORE PRINTIHG AFTER PRINTING
1114 ek
123 ¥ %
136 %
2 A SIKGLE PRSCALS TRIRNGLE PLAYED BACK LIKE THIS:
BEFORE PRINTING AFTER PRINTING
i *
i1 %
121 * %

3 THO PASCALS TRIANGLE PRINTED BACK TO BACK LIKE THIS:
BEFORE PRINTING ~ AFTER PRINTING

1118 ok
12614 % %
1821 L
81114 e

132

. FOUR PRSCALS TRIANGLES PRINTED IN A SGURRE LIKE THIS: FEBRURRY 1682
BEFORE PRINTING  AFTER PRINTING
111441 . IS MW TIE WD THU PRI SAT!
12 21 P
1 1 —_— 1 2 3 4 5 6 7
1 1 + g 9 48 4 2 B u
$2 o4 . % 15 16 7 18 45 B A
11441414 bk » R ¥ B % N B
. FOUR PASCALS TRIANGLES PRINTED IN R SQURRE LIKE THIS:
BEFORE PRINTING  AFTER PRINTING
11414114 bk
1233214 ¥k
136631 "R
136631 o = HARCH 1682
1233214 X 3
111111 ek SUR O HON TUE HED THU PRI SAT!
. START PASCALS TRIANGLES IN FHY ROM RND COLUMN
S0 THAT A USER CAN TRPE TOGETHER SEVERAL PICTURES 12 3 4 5 6 7
10 HAE R LARGER DESIGN.  THIS GPTION EXTENDS 8 95 8 41 2 B u
PICTURES LIKE THOSE SHOWM IN OPTION 4 IN36 X 36 5 16 7 18 43 B A
CHARRCTER CHUNKS. EMTRIES OF UP TO 1688 RGNS AID COLUMS z 3 A X X A B
ARE ACCEPTED. » B U
ik ik Hok PR P bk Mok ok B
iy fiodc Wby ddiek % ik
Exk EEE EEE R EE A RPRIL 1682
R ks Ak d b e *: O MW TUE WED THJ PRI GAT!
ok k% k% E2-3
£ ot % ¥ ox % e 12 3 4
AR P 3 6 7 8 § 18 4
b Kk bk % 4 K R 2 B 4 5 146 17 18
Eher b b b - 9 % A 2 B AU B
ke % K HH¥ Sttt % 2 B B B
ok ok o * * *
sk L 3 okk ok %
£ 3 -3 £ 3 ok % % fdok
% % * Ackiniciciopinil
‘oo *E % F%% HAY 1682
R SRR R AR nn bhen N KN TE WD TH! R SAT!
oy Aok % % bkt ok ok Yok
&% ¥k % fasoogiconasazaassd 1 5
o . o 3 4 5 6 7 8 9
- o e ne  see 8 4 2 B # 5 16
c s e et ey 7 18 9 ® A 2 B
U B % N B B B
Tk 5 ¥ * ¥ L3 2 3 2
kg ok ok ok kb oty
ooy ok ok k% & kRk ok
* ¥ B e ]
ik % ¥ % % * *
ok ok ok ok % kb Wk
£=3 ik & & dfok Kk ¥ % dolck JUHE 1682
£ 3
ok LR 3 % % ¥ % % * % % 19M RN TE HED TH  FRI SAT!
% % foRipick foded bbbiok dobdoloky 1 3 3 4 5 6
* Kk ok bkk it obkk bbb ddok Ykk ook 7 8 9 18 " 0 3
4 15 46 17 18 19 28
A 2 2T AW B % X
% ® B
JRNURRY 1682
JLY 1682
N HN TUE KED THU PRI SAT!
SO MON TUE HED THU PRI SAT!
102 2
¢ 5 6 7 8 9 18 102 3 4
4 2 3« 5 146 1w 5 6 7 8 § 18 4
8 19 B A 2 B A4 2 13 44 45 16 17 18
% 7 B H W U 9 B A R 2 U B
% 2 B BH W AU




18 CLEAR 160

28 (1S

28 PRINT 8 414, "PRSART2"

48 PRINT

58 PRINT TRB(7)*COPYRIGHT 4979 CREATIVE CONPUTING MORRISTONN, NJ°
68 GOSUB 3548

78 REH THIS PROGRAM REQUIRES ABOUT 16K FREE WORK SPACE

88 REM AND A LINE PRINTER

98 REH T0 OBTRIN LARGER PICTURES EXPAND THE ARRAY IN LINE

108 REM #888 10 P(72,72)

148 REH OPTION #6 REGUIRES 48K AMD TRKES RBOLT AN HOUR TO RN

128 PRINT @ 384, "THIS PROGRRY CREATES ARTIST DESIGNS BRSED OM*

138 PRINT "PRSCAL’S TRIRNGLE. *

148 PRINT DO YOU WANT A1 LIST OF OPTIONS™;

158 INPUT Si¢

168 IF LEFT$(S1$, 1)C"y" THEN 598

178 PRINT "TERR OFF THE LIST AND SRYE OR POST FOR FUTLRE REFERENCE®
189 LPRINT STRING$(S8, "-")

156 LPRINT "1 A SINGLE PASCALS TRIRNGLE PLAVED BACK LIKE THIS:"

208 LPRINT * BEFORE PRINTING AFTER PRINTING®

248 LPRINT * 1114 ot

220 LPRINT * 123 LES

238 LPRINT * 136 ="

248 LPRINT "2 A SINGLE PRSCRLS TRIANGLE PLAYED BRCK LIKE THIS:*®
258 LPRINT * BEFORE PRINTING AFTER PRINTING®

268 LPRINT * i **

278 LPRINT * 11 o

288 LPRINT * 121 * a0

299 LPRINT 3. TRO PASCALS TRIANGLE PRINTED BACK 10 BACK LIKE THIS:®
388 LPRINT * BEFORE PRINTING  AFTER PRINTING®

348 LPRINT * 1118 Lo

328 LPRINT * 12861 ¥ 4"

338 LPRINT * 18214 ¥

349 LPRINT * 81did ot

358 LPRINT "4. FOUR PRSCALS TRIRNGLES PRINTED IN A SOURRE LIKE THIS:®
368 LPRINT " BEFORE PRINTIHG RFTER PRINTING®

378 LPRINT * 1144144 e

388 LPRINT * 12 21 LI

399 LPRINT * 1 4 LI o

480 LPRINT * i i LI

410 LPRINT * 12 .24 LI

428 LPRINT * 141144 heiiii

438 LPRINT 5. FOUR PASCALS TRIRNGLES PRINTED IN R SQUARE LIKE THIS:®
448 LPRINT * BEFORE PRINTIHG AFTER PRINTING®

458 LFRINT * 1141114 T

468 |PRINT * 1233214 * ok *°

478 LPRINT = 13662314 O

488 LPRINT = 136631 L

498 LPRINT * 123321 * K At

588 LPRINT * 14141414 Laiico

548 LPRINT "6. START PRSCALS TRIRMGLES IN ANY ROM RMD COLUMN®

328 LPRINT * S0 THAT A USER CAN TAPE TOGETHER SEVERAL PICTURES®

538 LFRINT * 70 MRKE A LARGER DESIGN  THIS OPTION EXTENDS®

348 LPRINT *  PICTURES LIKE THOSE SHOMM IN OPTION 1 IN 36 X 36*

538 LPRINT ®  CHARRCTER CHUNKS. ENTRIES OF UP TO 1888 ROMS RD COLUMG®
368 LPRINT *  ARE RCCEPTED. *

578 LPRINT STRING$(S8, *~)

588 PRINT

398 PRINT "HHAT’S YOUR PLERSIRE (4.2.3,4,5 (R &)

688 INPUT OZ

618 IF 0237 AID 0708 THEN 638

628 PRINT *1'H SUPPOSED TO BE VOUR FRIEND, SO HOH ABOUT 1T7°: GOTO 598
628 {1S

648 PRINT "YOUR PICTURE SHOULD HIGHLIGHT THE HULTIPLES OF AT MUMBERY;
638 INPUT Q2

668 PRINT

678 PRINT "WHAT CHARACTER WOULD YOU LIKE T0 PRINT QT =

688 PRINT "REPRESENTING": PRINT "THE MULTIPLES OF; Q%

698 FRINT "(ENTER *;CHR$(34); " *; CHR$(34); * FOR R BLRK)";

768 INPUT 5§

718 PRINT

728 PRINT “HAT CHARACTER HOULD YOU LIKE TO PRINT OUT REPRESENTING ERCH®

730 PRINT "0F THE OTHER NUMBERS IN THE PATTERN ™

748 PRINT "(ENTER *;CHR$(34);* *5CHR$(34): ® FIR A BLANK)®

798 INPUT T8

768 PRINT

778 IF (4=6 THEN 820

788 PRINT "HOR HANY ROMS AND COLUHMS IN THE FRRAY (WX = 36)%;
798 IHPUT T

808 IF TID36 PRINT "BE RERSONABLE!™: GOTO 798

818 CLS

828 PRINT “WOULD YOU LIKE A CRLENDAR PRINTED HITH YOR PICTIRE®;
638 INPUT RS$

848 IF LEFT$RSS, 1)O"y* THEN 888

839 PRINT “I#AT YERR BETHEEN 1668 R 2060 HOWLD YOU LIKES;

868 INPUT YU

878 IF Y92+(3899-V7)(=0 THEN PRINT "EVEN 1 HAKE HISTRRKES!®: GOTO 856
889 IF Q%06 THEN DIM PY(36,36) ELSE DIH P2(72,72)

899 (N 0% GOTO 928, 2178, 1198, 1480, 1498, 2318

988 RER TIME 70 CRERTE RHD PRINT A SINGLE PIECE OF PRSART

133

318 REM FIRST BUILD THE PASCALS TRIANGLE
SRFRRA-LTO T

938 FOR CZ=1 70 T2

948 IF (RA-1)%(CZ-1)=8 THEN 998

958 Pu(RL CAY=PAURE-L CLPUCRA C2-1)

968 IF PR(RY C2KOI3 THEN 1068

978 PU(RE C2)=PU(R TG/

988 GOTO 968

998 PARL C=1

1668 WEXT O

1818 WEXT RZ

1626 REH TIME TO PLAY BACK THE TRIANGLE HITH AN ARTISTIC FLAIR
1639 IF GZO3 THEN 4658

1848 TU=T/s2-1

1858 FOR R7=1 TO T2

1868 FOR C2=1 T0 TZ

1878 IF PA(RL C2)=8 THEN 4148

1888 IF (PACRL C2)/ Q- INTCPA(RIL C2/0) %C 95 THEN 1440
1698 LPRINT T$;

1168 GOT0 1128

1140 LPRINT 58;

1428 HEXT C2

4139 {PRINT * *

1149 HEXT RY

1458 IF LEFT$(RSS, 1)="Y" THEN 3888

1168 GOTO 3538

1178 REM OPTION 4: LINES 11781479

1188 REM TIME 70 CREATE AN PRINT R DOUBLE PIECE OF PRSART
1198 ZU=TZ

1268 REM BUILD THE UPPER LEFT HAMD CORMNER OF THE ARRAY
1218 W=2/

1220 FOR RZ=1 TO W2

1238 FOR (%=1 T0 Z2-1

1248 TF (RE-1)%(CZ%-1)=8 THEN 1298

1258 PARA, CAY=PR(RE-1, CAPZ(RE C2-1)

1268 IF PR CARL3 THEN 1308

1278 PUCR, CLY=PL(RL S -0

1288 GOTO 1268

1298 PACRA C)=1

1308 NEXT CZ

1318 Z4=Z-1

1328 NEXT RZ

1338 REM BUILD THE LOHER RIGHT HALF OF THE ARRAY
1348 Zi=0

1358 Wi=2

1368 FOR R/=Z. 10 1 STEP -1

1378 FOR CZ=ZZ T0 N2, STEP -1

1388 IF (RZ-Z0%(CZ-Z/)=8 THEN 1438

1398 PUCRZ CAY=PU(RL CHHPA(RIAL C2)

1488 IF PYCRL GO 3 THEN 1440

1440 PU(RY, C)=PUCRIL CO-0T 2

1426 GOTO 4469

1438 PARL CA)=1

1440 HEXT C2

1458 W=+

1468 NEXT RY

1478 GOTG 1658

4489 REM OPTIONS 4 & 5: LINES 1498-2168

1498 Hi=G

1589 REM BUILD THE UPPER LEFT CORMER OF THE RRRAY
1548 V=T

1528 ZU=INT(YA/2)

1338 BSU=Zix2

1540 247=;
1558 224=24%

1568 Z32=220.

1578 R4i=23%

1380 Xou=Xd47

4598 FOR 17=1 TO 247

1688 FOR Ju=1 10 Z2

16168 IF (J7-1)%(17-1)=8 THEN 4668
1628 PRULL JRYPUCIL Ti-AWP210-4, 32
1628 IF PUCIZ JR)QA3 THEN 1678
1648 PACTL JL)=PUCIR, J0)-80 2

1658 GOTO 4638

1668 PA(1Z J=1

1678 NEXT J/

1688 IF 0V=5 THEN 1788

1698 ZU=Z-1

1788 NEXT 17

1718 Wi=242

1726 REW BUILD THE UPPER RIGHT CORNER OF THE ARRAY
1738 FOR 17=1 T0 242

1748 FOR JZ=Y2 10 ¥5744 STEP -4

1758 IF 12=1 THEN 1818

1768 IF J=V7 THEW 4818

1778 PAC1L JAYPUCTL T2 2-4 1)
1788 IF PA(IZ JUCRAL3 THEN 4828
1798 PUCLL J0=PAC J-21 2

4888 GOTO 1768




1818 PACIZ J=1

1826 NEXT Ji

1836 1F 0Z=5 THEN 1858

1840 XOU=KS/+1

4858 NEXT 17

4868 Ni=227

1876 REW BUILD THE LOMER LEFT CORNER 'OF THE ARRRY
1888 FOR 1%-YZ TO X4%+L STEP -1

1898 FOR Ju=1 70 222

1988 IF J/={ THEM 1968

1916 IF I7=YZ THEN 1968

1928 PAC1Z JA=PUCTEL JU-A4PUCT24L 32D

1938 IF PACIZ JA)KOZA3 THEN 4978

1940 PZCIZ, JAy=PU(T% JL)-002

4938 GOTO 1938

1968 PUCIZ Jh)=4

1978 NEXT JZ

1988 IF 04=5 THEN 2688

1998 Z20=22-1

2680 NEXT 17

2018 Wi=T3%

2626 REH BUILD THE LOKER RIGHT CORNER OF THE PRRAY
2838 FOR 1%=YZ 7O Wi+i STEP -1

2848 FOR Ju=Y% TO 2341 STEP -1

2058 IF JU=V/ THEN 2448

2668 IF 14=VZ THEN 2448

2078 PRCIL JU)=PUCTL TOAPUTEL JUtd)

2088 1F PACIE J0CQI3 THEN 2128

2098 PLCIZ J)=PUCTL S0~ 2

2188 GOTO 2688

2448 PUIZ T=1

2428 MNEXT Ju

2138 IF 04=5 THEN 2458

2440 =737

458 NEXT TZ

2168 G010 1658

2178 REH PRSFORM C OPTION 2: LINES 2488-2389

BB FR RU=L TO T2

2199 FOR (=1 TO T2

2268 IF COR THEN 2268

248 IF(C2-1)=8 THEN 2278

2208 IF RA=CZ THEN 2278

2238 PARL CO=PUURI-L CL-PACRE-L, CRY

2248 IF PARA CAQLT THEN 2268

2258 PR CHY=PU(RE G- 2

2268 GOT0 2248

2278 PU(RA Cl)=1

2288 NEXT C7

2298 NEXT RA

2389 GOTO 1620

2346 REM OPTION 6 LINES 2348-3878

2328 REM PUSHES THE BORDRRIES WY QUT

2339 REH HOTE THE PROTECTION RAGRINST THE TIME OUT NIV 1148
2348 PRINT

2359 PRINT *WHAT HILL BE THE COORDIMATES (R,C) OF THE UPPER LEFT HAND CORMER™;
2368 PRINT "0F THIS SECTIGH';
2378 THPUT RAZ CHZ

2388 DIH R(1008), C/(1688)
2398 REM exT=TIKL)

2488 FOR L17=1 10 36

2448 FOR LZ=4 10 36

2428 PA(AZL 1L20)=8

2439 NEXT 124

2449 NEXT L4Z

2438 FOR L=t 10 1668

2468 RA(LZD=1

2478 CULZD=1

2480 HEXT L2

2438 IF RiZ=1 THEN 2680
23589 FOR Ru=2 TO RIZ

2548 FOR (=2 10 Ciu+72
2528 RAUCL=RUCIRIUCE-L)
2538 IF RACUKEAZ THEN 2568
2548 RUCAH=RIUCA -1 2
2550 GOTO 2538

2568 WEXT C7

2570 REH +e IF TIH(L)-TC6 THEN 2778
2588 GOSUB 3038

2598 HEXT RZ

2688 IF Clu=1 THEN 2728
2618 FOR Czs2 10 €42

2628 CARLD=RA(CL

2638 FOR RZ-R1Z+4 10 RUZ#72
2648 CARA=CARD LRI
2658 IF CA(RAMEL3 THEN 2689
2668 CARA)=CURD-L2
2678 GOTO 2638

2688 NEXT RZ

2698 REH +¢ IF TIN(L)-TC6 THEN 2898
2708 GOSUB 3828
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2748 NEXT €/

2728 FOR Cu=1 70 72

2738 P CO=RUCALL-1)

2748 PUCL 1=CA(CURIZ-1)

2758 NEXT C2

2760 FOR RA=2 10 72

2778 FOR C%=2 T0 72

2788 PA(RAL CO=PLRA-L, CAPARA CZ-1)

2798 1F PAGRY CA)CQL3 THEN 2820

2808 PY(RY, CAY=PARL G042

2816 GOTO 2798

26829 MEXT CZ

2838 REH e+ IF TIN(L)-TC6 THEN 3838

2840 GOSUB 3038

2830 HEXT R

2868 GOSUB 3038

2879 LPRINT * *

2888 LPRINT * *

2898 FOR Ri=1 T0 78

2908 FOR C/=1 T0 78

2916 IF (PURAL C/02- INTCPACR C2)/02) Y+ 98 THEN 2948
2528 LPRINT T%;

2938 GOTO 2958

2948 LPRINT S$;

2930 MEXT CZ

2968 REH w¢ IF TIM(L)-TC6 THEN 3168

2970 GOSUB 3838

2988 LPRINT = *

2998 NEXT RX

3008 LPRINT * ©

3610 LPRINT ® ©

3626 GOTO 1158

38309 LPRINT * %

3040 REM wex LINPUT RS

3038 REM ok T=TIH(L)

3860 RETURN

3878 GOTO 1450

3888 REM CALEMDAR

3099 LETYYY

3160 REM LINES 38683516 PRODUCE A CRLENDAR

3410 REM PROGRRH 15 R SUBROUTINE THAT USES VARIFBLE X=YERR
3128 REH OF CALENDAR

3138 (U6

3140 FOR Ji=1688 T0 X

3158 IF Ju=X! THEN 3218

3168 IF Ju/4 O INT(JZ/4) THEN 3200

UTB IF (Ji-1708)%(T7~1860)+(J7-1900yx(J1-2100)+ (J7-2280)%(J/-2300)=8 THEN 3280
3188 CU=(¥#2

3198 GOTO 3248

3288 CA=Ci4L

328 IF C/C7 THEN 3238

3229 CU=CU-7

308 LT T

3248 LPRINT = °

3256 FOR Ri=1 T0 42

3268 RERD RS

3278 LPRINT TRBULZ):RS: " “i%L

3288 READ BZ

3298 IF ¥4 © INT(RL/4) THEN 3328

3388 IF ASO"FEBRUARY" THEN 3320

3316 Bu=BuHL

3328 REM TIKE TO PRINT THE CRLENDAR FOR THE VERR X

3338 LPRINT STRINGSC44, °=")
3340 LPRINT "ISIN  HON TUE WED TWU FRI
3358 LPRINT STRINGS$(4L, "=")
3368 FOR DZ=1 TO BZ

3378 LPRINT TRB(6+C): DI
3388 CU=Ci4L

3399 IF C4C7 THEN 3428
3488 LPRINT * *

3416 C=8

3428 NEXT DZ

3438 LPRINT * *

2448 LPRINT STRING$(4L "=")
3450 FOR PA=1 T0 3

3468 LPRINT ® ©

3478 NEXT PZ

3488 NEXT RY

3498 DATR "JRNUARY", 31, °FEBRUARY", 28, "MARTH®, 31, *APRIL", 38
3588 DATA "HAY®, 34, *JBE", 38, *JULY", 31, "AUGUST". 34, "SEPTEMBER"
3518 DATR 34, “0CTORER®, 24 "HOVEMBER®, 38, "DECEMBER", 31
1528 RER HR PROGRAN EXDS HERE

3538 8D

3548 PRINY @ 975, "(PRESS ANY KEY T0 CONTINUE)®;
3556 RE=INKEVS

3568 IF R$="" THEN 3538

3576 OLS

3569 RETURN

3598 PRINT 8e384, °°

3688 RETURH

SAT!®



PINBALL is, naturally enough, a
simufated pinball game—complete
with bells if your terminal has them—in
which the computer serves as the
pinball machine. However, you don't
need any quarters! The program is
divided up into ten small routines
contained within the whole. Each
subprogram performs one task in
simulating a pinball game.

Details on each task/subprogram are
as follows.

1) Starting and monitoring the game.

This task is performed by the master
function PINBAL, which is contained in
lines 1-600 of the program. Pinbal asks
if the user wants instructions or a
picture at the start of the game, puts
each new ball into play, moves the ball
until it comes into contact with an
object on the table, and tells the user
when he is finished and if he has
broken the table record.

2) Printing instructions.

This subprogram is on the lines
numbered 1010-1999, and its major
task is to print the instructions of the
pinball game and then to branch to the
picture program to print a picture of the
table (see below). After the picture of
the table is completed, this subroutine
explains the function of each figure on
the table.

3) Registering “hits” and computing
new scores.

Lines 2010-3999 are in charge of
taking action each time the space
occupied by the ball on the table is not
blank. These lines also prepare the
table to take action on the next task,
namely flipping the table's flippers
when the ball approaches them.

4) Flipping the flippers.

This task is accomplished by the
lines in the four thousand range. These
lines alsc set up indicators for the
monitor routine (1 above) to put the
next ball into play if necessary and
branch to the routine that adds bonus
points for tags (letters A-J) knocked
down during that ball’s play.

5) Bonus points at the end of a ball’s
play.

Lines in the five thousand range
handle this task and then branch back
to the monitor routine to put the next
ball into play. If all ten tabs are knocked
down in one ball, the program im-
mediately awards a bonus of 250 points
and an extra ball to the player and
resets the tabs for further play. Normal-
ly, bonus points are awarded at the rate
of ten per tab at the end of a ball.

6) Printing pictures of the table.

Lines in the six thousand range print
a picture of the pinball tabie, either at
the beginning of play or randomly, at
the rate of one picture for every twenty-
five “hits.”
7) Bouncing the ball off bumpers and

the jackpot.

The ball is "bounced” by the routine
beginning at line 7850.

8) Initializing the table.

The table is initialized at the begin-
ning of the game by lines in the nine
thousand range.

Suggestions for improvement and

change.

1) Change the table as you wish by
inserting or deleting bumpers,
jackpot(s), gates (numbers, now 1-9
and 0), etc. You may also move the
positions of any item on the table
except the three flippers.

2) Program in new sorts of table ob-
jects.

3) If your system is so equipped, rig in
the program with some synthesizer
music to heighten realism!

Pinball was conceived and written by
Donald-Bruce Abrams.

PINBRLL

COPYRIGHT 1973 CREATIYE COMPUTING MORRISTOWN, NJ

DO YOU NEED INSTRUCTIONS? VES.

cis

PINBALL
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THE RULES OF COMPUTER PINBALL ARE FAIRLY SIMPLE. YOU GET A TOTAL
FIVE BALLS. IF YOU SCORE MORE THAN 1608, YOU GET A 6TH BALL. IF
YOUR SIX BALL SCORE IS MORE THAN 2,200, ¥OU GET R SEVENTH BALL

THIS TABLE HAS THREE FLIPPERS, EACH OF WHICH PROTECT AN OUT CHUTE
HOWEVER, THIS SET DIFFERS FROM OTHER SETS, SINCE YOU MAY ONLY FLIP
TWO OF THE FLIPPERS ANY TIME THE BALL APPRORCHES THE CHUTE

NOTA BENE. YQU DO NOT!!! KNOM FOR SURE WHERE THE BARLL IS!!

50, IF YOU FLIP THE WRONG TWO FLIPPERS, YOU LOSE THE BALL. AND THE
NEXT BALL IS PUT INTO PLAY. _

PRESS fiNY KEY TO CONTINUE
cls
PINBALL

THERE IS SOME LOGIC TO THE CHOICE OF FLIPPERS

THE FLIPPERS ARE NUMBERED 1,2, 3 FROM LEFT TO RIGHT

SINCE LUCK PLAYS A SMALL PART IN CHOOSING THE CORRECT FLIPPER,
YOU WILL DO POORLY IF YOU JUST GUESS WHICH FLIPPER THE BALL IS
HERDED TONARD. ..

PRESS ANY KEY TO CONTINUE
cls

PINBALL

THE CENTER BUMPER($> IS THE JACKPOT'
THE BALL IS PUT INTQ PLRY IN THE LOMER LEFT CORMER AND GOES UP
AND AROUND. MWHERE IT IS DEPOSITED IN THE UPPER HALF OF THE
THE TABLE. THE BALL MAY BOUNCE FROM THE SIDE OF THE TRELE,
AND MAY BOUNCE UP FROM THE LINE ON THE SIDE AND FROM THE
DIAGONALS (REFER TO PICTURE OF PINBALL TRBLE)
OF THE TABLE. THE BUMPERS ARE INDICATED BY STARS ()

PRESS ANY KEY TO CONTINUE

cls

PINBALL

THE BALL MAY GO OUT OF PLAY THROUGH ONE OF THE 4 HOLES IN THE
BOARD IN WHICH CASE A BONUS IS SCORED

THE GRTES ARE NUMBERED 1-3. AND KNOCK DOMN TRBS ARE SHOWN RS
THE LETTERS A-J. Y0OU GET A BONUS FOR THESE AT THE END OF ERCH
BALL. KNOCKING DOMM ALL OF THEM SCORES A SPECIAL BONUS



PRESS ANY KEY TO CONTINUE

cls

BALL AT: 8, @
PRESS ANY KEY TO CONTINUE

g1 62 83 84 85

o 96 B7 68 83 .
...... . ee e
68 00 <
1 J..
cis
THE BRLL IS NOW AT ¢ 2, 7 ).
TAB B DOWN. .
YOU RECEIVE 4 POINTS FROM THE BUMPER AT 7 . 18
SCORE: 4

BRLL APPROACHING FLIPPERS. ENTER FLIPPER CHOICE
IN THE FORM: X,¥ 2 2,2

cls

THE BALL IS NOW AT ( 8, 18 )

TAB G DOMN. ..

TRB I DOMN. ..

BALL APPROACHING FLIPPERS. ENTER FLIPPER CHOICE
IN THE FORM: X, ¥ 7 4,6_

cis

NO, YOU HAYE CHOSEN TO PROTECT THE WRONG FLIPPERS. YOU NOW HAVE

4 BALLS LEFT.
YOUR BALL KNOCKED DOWN 3 TAGS!!
FOR THIS STELLAR PERFORMANCE, YOU ARE AWARDED
kb 30 delkkk POINTS!!
SCORE: 24
THE BALL IS NOW AT ¢ 2, 48 )
TAB C DOKN. ..
BALL APPROACHING FLIPPERS. ENTER FLIPPER CHOICE
IN THE FORM: X, ¥ ? 6, 8.

cls

NO, YOU HAVE CHOSEN TO PROTECT THE WRONG FLIPPERS. YOU NOW HAVE

% BALLS LEFT

YOUR BALL KNOCKED DOWN 1 TRGS!!

FOR THIS STELLAR PERFORMANCE, YOU ARE AWARDED
sk 18 skrrk POINTS!!

SCORE . 44

THE BALL IS NOW AT ( 6, 8 ).

cis

PRESS ANY KEY FOR PICTURE
COMPUTER PINBALL

BALL AT: 6, 8
....... PRESS ANY KEY TO CONTINUE

.. [ N
20 00 20

YOU HAVE HIT THE JACKPOT!!!! YOU HAVE JUST WON 147 POINTS!!
YOU NOW HAVE 191 POINTS!

cls

B CLEAR 129

16°CLS: PRINTB413, "PINBALL"

28 PRINT: PRINT TRB(?) “COPYRIGHT 1679 CREATIVE CONPUTING HORRISTOHH, NJ®
0 PRINTB96G, % : DNPUT DO YOU MEED INSTRUCTIONS; I§
49 FHS=" 4,498

50 DM R§(18), P§(28), L(2)

£0 GOSUB 2290

78 Ri=0:AB=8:390

89 IF LEFT$(I$,)="9" THEN GOSUB 568:CLS

98 GOSUB 1628

169 B=5

140 5-0:P=8

128 T4="RECOEFGHIJ®

179 FOR 2=1 10 18:R8Q2)=" *:NEXT Z:38

140 R1=G

158 A7-8

160 IF B¢=0 THEN 388

178 LCD=2+INTCRIDBY6) .LL2)=INTCRID(@)$14) 41

168 C=1+INTCRID(OY#7) :RL=B

198 PRINT *THE BRLL IS MOH AT (%5L¢H)% L2 "), "

208 TF HID$(PS(L(L),L(2), D=" *THEN 228

210 G0SUB 848

228 IF A7=7 THEN 358

238 IF AL04 THEN 256

248 GOTO 338

258 LD

268 L=

278 L)L+ INT(LHRID(O3)-2

269 1F L2 (R LEOMS THEH LCD=LADHINT(HRID(R)D)-2
298 TF L(2)2 OR L{2)X5 THEN LC)=INTCO4RDI@IH2)

208 IF LCY=2 R LCXK=28 THEN GOTO 268

248 LED=INTU+RID(@HT)

328 GOTO 208

138 GOSUB 1568

340 IF AB=1 THEH 538

50 0N %9+1 GOTO 426,450

60 PRINT'VOU HRVE PLAVED YOUR SEVENTH BALL AAD SCORED*; :PRINT USING FMS:P
378 PRINT®YOL/RE YERY G00D!™:60TO 2438

383 PRINT "YOU HAVE PLRVED YOUR FIVE BALLS, AD HAVE SCORED®
299 PRIHT "R TOTAL OF%; :PRINT USING FHS; P; -PRINT "POINTS."
468 IF PC168D THEN 2430

418 PRINT ™ BONUS BALL 6

420 BB

438 %91

448 6010 128

458 PRINT "0U HRVE PLAVED YOUR SIXTH BALL AND SCORED; :PRINT USING FHS;P
468 %9=2

478 IF PC2208 THEN 2428

489 PRINT “wk BONUS BALL "

499 B=BH1:53

569 GOTO 126

136



518 GOTO 848

528 GOT0 228

338 L{D=2+INT(RNDCIED)

348 L()=24INT(RND(@)*13) :8=8: =8

350 6070 188

368 CLS: PRINT TRB(28) "PINBALL": PRINT

578 PRINT “THE RULES OF COMPUTER PINBALL ARE FAIRLY STHPLE. YOU GET A TOTALY:
588 PRINT “FIVE BALLS. IF YOU SCORE HORE THRN 4680, YOU 6ET A 6TH BALL IF°
598 PRINT "YOUR SIX BALL SCORE IS MORE THAN 2,260, YOU GET R SEVENTH BALL ®

688 PRINT: PRINT"THIS TABLE HRS THREE FLIPPERS,ERCH OF WHICH PROTECT AN OUT CHUTE™;

618 PRINT "HOMEVER, THIS SET DIFFERS FROM OTHER SETS, SINCE YOU MAY QLY FLIPY;
628 PRINT "THD OF THE FLIPPERS RHY TIME THE BALL APPROACHES THE CHUTE. ®
630 PRINT “NOTR BENE: YOU DO NOT'!! KNOH FOR SURE WHERE THE BALL IS!!®
648 PRINT "SO, IF YOU FLIP THE HRONG THO FLIPPERS,YOU LOSE THE BALL, AND THE™
658 PRINT “NEXT BALL IS PUT INTO PLAY. °:GOSUB2448

66 PRINT "THERE 1S SOME LOGIC TO THE CHOICE OF FLIPPERS®

678 PRINT "THE FLIPPERS ARE NUMBERED 4,2,3 FROM LEFT TO RIGHT®

688 PRINT "SINCE LUCK PLAYS R SHRLL PART IN CHOOSING THE CORRECT FLIPPER,®
658 PRINT"YOU WILL DO POORLY IF YOU JUST GUESS WHICH FLIPPER THE BALL I5°
780 PRINT "HERDED TOWPRD. .. *:PRINT:GOSUB 2448

718 PRINT ® THE CENTER BUMPER($) IS THE JRCKPOT!®

726 PRINT “THE BALL 1S PUT INTO PLAY IN THE LOWER LEFT CORMER AND GOES Up*
738 PRINT “AND AROUND. WHERE IT IS DEPOSITED IN THE UPFER HALF OF THE®
748 PRINT "THE TRBLE THE BALL MRY BOAWCE FROM THE SIDE OF THE TABLE,®
738 PRINT "AND MRY BOUNCE UP FRON THE LINE ON THE SIDE AND FROM THE"

768 PRINT*DIAGONALS (REFER TO PICTURE OF PINBALL TABLE)®

778 PRINT "OF THE TRBLE. THE BUWPERS ARE INDICATED BY STARS (¥).*: GOSUB 2448
788 PRINT “THE BALL MAY GO OUT OF PLRY THROUGH ONE OF THE 4 HOLES IN THE®
798 PRINT "BOARD TN WHICH CASE A BONUS IS SCORED.

888 PRINT"  THE GATES ARE HUMBERED 1-9. AND KNOCK DOWN TRBS ARE SHOKN AS®
818 PRINT "THE LETTERS A~J. YOU GET R BONUS FOR THESE AT THE END OF ERCH"
828 PRINT "BALL KNOCKING DOMN ALL OF THEM SCORES A SPECIAL BONUS™: GOSUB 2440
838 RETURN

848 IF HIDS(PH(L(L)), L(2),1)="8" THEN 926

838 IF INTCRID(OY+. 5)=01 THEN 878

868 1F HIDS(PSCL(L)), L€2), 4)="/*ORMIDS(PHCLCAD), L(2), 1)="\" THEN 1828

878 SB=INT(RND(B)¥6+1)

889 FOR S7=1 TO SB:PRINT CHR$(7); :NEXT 57

898 IF MIDSCPECLALYY, LC2), 1C="J"RND HIDSCPELIAN), L), 1))="R" THEN 1858
988 GOSUB 1148

910 RETURN

920 REM

928 PRINT °T0 CONSOLE YOU, I WILL GIVE YOU AN EXTRA®

948 Q=INT(RD(B)IH41)

958 P=p+Q

96 PRINT ; "POINTS, TO BRING YOUR TOTAL T0%; :PRINT USING Fis; P

978 PRINT "YOU NOW HAVE HAVE®;B-Li “BALLS LEFT.®

928 B=B-1

998 A7=7

1608 GOSUB 1788

1648 RETURN

1828 LY=L+ INT(RND(B)%4))-(4+ INTCRND(B)%4))

1638 1.(2)=2+INTCRID(BY$44)

1848 RETURN

1838 REH

1859 FOR G=1 70 18

1878 IF RE(@=HIDS(PS(L(L)), 1L(2),4) THEN 1438

1688 NEXT @

1898 Z3=23+1 :REZ)=MIDS(PS(L(1), L(2), 1)

1488 PRINT "TRB "; R$(Z3%i " DOMN. .. *

1448 IF 73-16 THEN GOSUB 1788

4126 RETIRN

1136 RETURN

1148 IF HIDS(PH(L{L)), L), 1)=CHRECB) THEN RETURM

1158 IF HIDSCPS(L(1)), L(2),4)="1" THEN RETURM

1160 IF HID$CPSCLCA), L(2), 4)="0" THEN RETURN

1478 IF HIDSCPELL)), L), 1)=2"" THEN 1208

1188 Ai=0

4498 IF MID$CPECL(1)),L(2), 1)="=" THEN 1558

1289 C=C-1

146 IF C=0 THEN 1268

1228 IF HIDS(PSCLCLY), LA2), 1)=" 1 "ORMIDSCPS(LLL)), L(2), 1)="\"THEN 1280
1238 IF HIDSCPS(L(L)), L(2), 1)="/"0RHIDSCPS(L(LY), L(2), 1)="-"THEN 1289
1248 IF INT(1+RND(8)#2)=2 THEN GOSUB 1980

1258 IF MIDS(PS(L(A)), LL2), 1)="$" THEN 1388

1268 1F MIDE(PE(L(N), L2, 1)="x" THEN 1438

1278 GOTO 1478

1288 Ai=4

1298 GOTO 1529

1388 IF L(2)<6 THEN GOTO 1348

1318 IF L(2)(41 THEN 1368

1328 D=2:1F INTCLHRID(*2)=1 THEN D=D+(4+INTCRHDCA)#3))-2: TF DD THEN D=D-3
1338 RETURN

1348 D=1:IF INTCL4RHD(B)%2)=1 THEN D=INTCRND(B)#3)4D

1358 RETURN

1368 D=2:1F INTCA+RHD(BI*2)=1 THEN D=D+INTCRHD(B)*3): IFD3THEN D=D-3

1378 RETURN

1388 G=45+INT(RND(B)*146)

4398 PRINT *YOU HRVE HIT THE JRCKPOT!!!! YOU HAYE JUST WON";(; *POINTS!!®
1488 P=P+Q

1418 PRINT "YOU NOK HRVE"; :PRINT USING FH$; P; :PRINT "POINTS!"

1428 GOTO 1560

1438 G=INT(RHD(B)64)+1:P=P4}

1448 PRINT °YOU RECEIVE™; G; "POINTS FROM THE BUMPER AT ";L(1);", %L(2%" *
1458 PRINT "SCORE: “; :PRINT USING FH$;P

1468 GOTO 4580

1478 Q={5C1+INTCRND(B)*6)) :P=P+Q

1486 PRINT "YOU GET"; O; "POINTS FROM GATE “HIDS(P$CLCUY, LI D)

1498 PRINT "SCORE: "; :PRINT USING FH§;P

1388 LD=(LC)-INTCLRND(BX3) )~ INT (4+RHD(B)42)

1518 L(2)=L()-3+INTCRHD(B)#5)+L

1528 RETURN

1539 GOSUB 2178

1548 GOTO 4389

1358 LAI=L()- U+ INTRND(BYE))

1568 L(2)=L(2)-2+(1+INT(RID(B)%4))

1578 RETURN

1580 PRINT"BALL APPRORCHING FLIPPERS. ENTER FLIPPER CHOICE®
1598 INPUT "IN THE FORM: %V VM CLS

1688 IF ¥=D (R W=D THEN 1678

1618 PRINT "NO, YOU HAVE CHOSEN TO PROTECT THE WRONG FLIPPERS.
1626 PRINT B-1; *BALLS LEFT.*

1639 B=B-1

1648 76=6

1659 GOSUB 1708

1668 RETURN

1679 A8=1

1688 C=INTCL+RHD(B4S)

1698 RETURH

1788 IF 23=10 THEN 4778

1748 IF 230 THEN RETURN

1728 PRINT "YOUR BALL KNOCKED DOMN“; Z3; “TAGS!!®

1738 PRINT "FOR THIS STELLAR PERFORMANCE, YOU ARE RMARDED *
1748 PRINT “wootk®; 10473, “sorbrk™; :PRINT® POINTS!!®

1738 P=PHB2

1768 GOT0 1516

1778 P=P+258

4788 PRINT otk YU KNOCKED DOHN ALL 18 TRGS!!! Ac®
1790 PRINT “YOU ARE RHARDED 258 POINTS AND AN EXTRA BALL!I'®
1869 B=B+

1816 PRINT “SCORE: "; :PRINT USING FH$:P:RETURN

1826 GOTO 1989

1838 PRINT:PRINT® P 1 C T U R E :PRINT*sckbktrhiorickin®
1848 FOR G=1 TO L(1)-1:PRINT P$(Q):NEXT @

YOU NOW HAVE®

1858 PRINT HIDS(PHCLCL)), L LE2)-1); " 5 MIDSCPS(L (1)), L2+, 16-L(2))

1868 FOR G=L(1)+1 TO 2B:PRINT P$¢@):NEXT @

4878 PRINT:PRINTTHE BALL 1S AT THE “#/":PRINT:PRINT" sionerpttionrbike®

1888 GOSUB 2448
1698 RETURN

1988 IF LC1)+L(2)=8 THEN 1930 ELSE PRINT@979, °PRESS ANY KEY FOR PICTURES;

1918 IF INKEY$="" THEN 1918

1920 (LS: PRINTE42, "CORPUTER PINEALL®

1938 A$=STRINGS(2, 491): BS=STRING$(2, 143): C$=STRINGS(2.176)
1948 E$=STRING$(2,140): F$=STRING$(2, 131): G$=STRINGS(2,179)
1958 FRINTEQ, ® *;C4; STRINGS(24,448): 08

1968 PRINT f$; ® “iB&HT BHt BT R
OBPRINTAEG™ A BB (L 0D A

1980 PRINT f$;° ;8% " "iB% "if$
1998 PRINT f%;" “B%;" $ BT "iBSi® SRS
2808 PRINT A%; " YiBsi " ;B " "iR$
2816 PRINT R%;® “iB&:" EE  FF GG HH "B%:" “;f¢
2628 PRINT R%; © “iB&GT WLBHT WBST i
2838 PRINT R$; STRING$(6, 148); STRINGS (16, 32); STRINGS(6, 148); R$
2840 PRINT A$; " o2 B} 84 es " R¢

2638 PRINT f%;* *:B&;" 86 @7 88 @9 "B%i® %A
20868 PRINT R$; STRINGS(6, 140)" L] "STRING$ (6, 148); A%
2078 PRINT R$%:* @8 68 8 if$

2088 PRINT R#;BS; BS: C4: STRING$ (16, 32); C4 B BY: RS

2898 PRINT RS: " “FGESGCE ] JUCEESFS “in$
2108 PRINT B$; STRINGS(28, 140); 8%;

2116 PRINTB483, "BRLL AT:"L<0); =, % L2);

2428 IF L{1)=8 OR 1.(2)=8 THEN 2148

2138 PRINTA(LC-20%64H(LID-1 14254, 0%

2148 PRINTE349, "PRESS ANV KEY TO CONTINUE®;

2156 1F INKEY$="" THEN 2158 EILSE (1S

2168 PRINTEB, *";: RETURN

278 L(2)=ABS(L(2)~2+ INT(1+RND(8)*4))

2188 IF L(2)(=15 THEN RETURN

2198 L(2)=1+INT(RID(B)*15) :RETURN

2288 psC1)=" ®

2240 FOR =1 TO 42:PSCO=PS(L+°T +LHR$(8)+" I* NEXT @

2228 P§(1)=P$({)+° *©

2238 P§(2)=" 0 g*

248 PE="0 + x % {*

2258 P$(4)="0 A B C D 0°

268 P$5X="0 ¥ % o

2278 PSC6Y="0 * + § * x Q"

2288 PE(N="0 s

2298 PS(B)="0K E F G H *0°

2380 PSCH="0 * * * (7

2318 PH(10)="0=== =="

20 PH(1="0 12345 ¥

BWBPEUD="0* 6789 *0°

2348 P$(43)="0=== B  ==0"

258 P8A="0 8 B B 0¥

2368 P§(15)="111 e

2378 PH(16)="0 \ /0"

BB PEUAD="0 \ 1J/ 0°

2398 PEUABX="0 N/ O°

2488 PE(19)="0 A2 g°

2418 P§(28)="\~mermr [ Lo f®

2428 RETURN

2430 PRINT "COME PLAY AGRIN SOMETIME!!":GOSUS 2448510

2448 PRINT@973, "PRESS fHy KEY TO CONTIMUE®;

2438 IF INKEV$="" THEN 2459 ELSE PRINT@128, CHR$(31); : RETURN
2468 RETURN




tabbit €hase

Seemingly, the purpose of this game
is to chase-down and catch a rabbit.
Now this rabbit is an elusive little
devil—it can hop randomly in any
direction. You canrun atleastas fastas
the rabbit, maybe even faster (the
computer will decide). You must get
within 20 units of the rabbitto be ableto
catch him. Before each hop, the
computer will print out your position,
the rabbit’s position, the direction the
rabbit is going to jump, and your
closest approach on the last hop. You
are to tell the computer which direction
you wish to run. All coordinates and
directions are as a geometer would
mark them on a standard Cartesian
Coordinate System.

1T CHASE
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTGHH, NJ
cis
HIT ENTER T0 START? .
cis

SPEEDS (UNITS/HOP):
FABBIT - 136 DU - 298

HOPE: 1 DISTANCE 70 RABBIT: 382  CLOSEST APPROACH:
RABBIT —— POSITION: ¢ 138, 248) AND DIRECTION: 165
YOU ———— POSITION: ¢ @ @) AND DIRECTION:? 435

cis
SPEEDS (UNITS/HOP):
RABBIT - 438 YOU - 298

HOPE: 2 DISTANCE TO RABBIT: 226  (LOSEST APPROACH:
PABBIT ——- POSITION: ¢ 22, 282) AND DIRECTION: 238
YO —--— POSITION: ¢ -276, 276> AMD DIRECTION:? 135.

cis

SPEEDS (UNITS/HOP):

82 70 REH -

in addition to being good fun, this
game gives you practice in using and
visualizing an x-y coordinate plane.
After each hop, consider the output
and try to run the right direction. Try to
do all the figuring in your head. Using
scratch paper is considered to be
cheating (except for maybe the first
time you play).

Suggested Modifications

1. Change the program so that you can
choose your own speed.

2. The game is much more challenging
when the “capture distance” can be
varied. A distance of 50 units is a
cinch, 15 units may make you wish
for scratch paper, 5 units will require

18 CLS: PRINTRA1Y, "RABBIT CHASE®
28 PRINT: PRINT TRB(?7) "COPYRIGHT 1979

CREATIVE COMPUTING HORRISTOMN, NJ®
3B PRINT@9E, “";: INPUT “HIT ENTER TO START";R$
48 (1S
S8 REM (“T7 IS THE SGUARE OF THE CRAPTURE DISTANCE)
608 LET T=468
INITALIZE YELOCITIES AND POSITICNS
69 LET Vi=INT(RND(B)+18+ 5)+18+50
98 LET VZ=(INT(RND(B)¥2+. 5)+1)yw/1
186 LET X4=CINT(RND(@)*408)+188)+5GN(RKD()~ 5)
148 LET ¥i=CINT(RND(B)+480)+188)%50H(RND(B)- 53

18 126 IF ¥4=8 R Xi=0 THEM 160

138 LET X2=8

148 LET Y2=0

158 PRINT "SPEEDS (UNITS/HOP):"
160 PRINT “RABBIT -"; YL, "YUy -°;v2

RABBIT - 138 YO - 398 178 PRINT

HOPH: 2 DISTANCE 7O RABBIT: 586  CLOSEST APPRORCH: 326 169 FRINT

RABBIT ~—  POSITION: ( -3, 271) fD DIRECTION: 259 198 FRINT

YOO ——-—  POSITION: ¢ -S552, 552) D DIRECTION:? % 268 LET C=(R2-R0I24(Y2-YDL2
cls 248 LET P4=3. 1415926535894/160

SPEEDS (UNITS/HOPY: 298 LET Hed

RAZBIT - 133 YOU - 398 238 REW ~-  PRINT OUT

HOPS: 4 DICTANCE TO RABBIT: 936  CLOSEST APPROACH: 586 248 LET B=INTCRAD{BY359)

RABRIT —  POSITION: ¢ -61, 444) AND DIRECTION: 9t 5 e THOPE:
YOU —~—---  POSITION: <;Issz 942)  AMD DIRECTION:? 135 ,zg ig";ﬁf{% HOPE:
; 279 GOSUB 808

;‘?,55?? f‘”jgs”“"iél', - 299 269 PRINT ®  DISTANCE TO RABBIT:
HOPE: 5 DISTAMCE TO RRBBIT: 1214  CLOSEST APPRORCH: 936 298 LET Z=SGRICR-RDI2+(R2-YD(2D)
RABBIT —  POSITION: € -64, 274) RN DIRECTION: 262 08 GOSUB 809
YU ————  POSITION: € -§27, 147)  AND DIRECTION:? @ 310 FRINT *  CLOSEST APPRORCH: ™

cls 720 LET Z=50R(C)
SPEEDS (UNITS/HOP): 38 GOSUB 906
RABBIT - 138 YOU - 298 248 PRINT
HOPE: 6 ODISTANCE TO RABBIT: 1826  CLOSEST APPROACH: 1026 58 PRINT "RABBIT -~  POSITION: ¢%
RRBBIT —  POSITION: ¢ -483, 22%) AMD DIRECTION: & 760 LET Z=¥4
Vi) ——  POSITION: ¢ ~437, 1217)  AHD DIRECTION:? 225 278 GOSUB 819

cls 198 PRINT ®, "
SPEEDS (UNITS/HOR) : 296 LET Z=¥1
RABBIT - 138 YOU - 298 409 GOSUB §18
HOPE: 7 DISIANCE TO RABBIT: 685  CLOSEST APPROACH: 65 446 PRINT *)  AND DIRECTION:"
RAEBIT —  POSITION: ¢ -165, 752) RWD DIRECTION: €2 420 LET 701
YO ———  POSITION: ¢ -742, 942)  AND DIRECTION:? 135 438 GOSUR 869

cis 446 PRINT
SPEEDS (UNITS/HOP): 450 PRINT "YOU —-——  POSITION: (%
RREBIT - 438 YU - 398 460 LET 722
HOP¥: 8 DISTANCE TO RABBIT: 4458  CLOSEST APPROACH: €95 470 GOSUE 818
RRBBIT —-  POSITION: ( -106, d469) AND DIRECTION: 62 480 BRINT ™"
YO ———  POSITION: ¢ -989, 1217) AND DIRECTION:? 179 498 LET 200

cis 569 GOSUB 819

138

you to use a protractor and graph
paper.

. See if you can inventa way to extend
this game to 3 dimensions! 4 dimen-
sions! etc.!

4. You might try limiting the total
number of hops and/or having the
computer give hints when re-
quested.

Rabbit Chase was written by Ted C.
Park of Pacific Union College. It first
appeared in Creative Computing,
Mar/Apr 1975.

98]

518 PRINT "> AND DIRECTION:";

520 INPUT D2

538 IF D23 OR D2>=260 THEN 526

548 PRINT

559 PRINT

566 PEM —  COMPUTE PRTHS AND SEE IF THEY INFERSECT

570 LET $3=V4+CO5(D1+P1)/400
590 LET Y3=VL+SINDAPL) /168

598 LET %4=Y2C05(D24P1)/108

66D LET W4=V24SINCD24P1) /108

618 LET C=(Ra-R1 2+(V2-¥1)02

£28 FOR I=4 T0 108

638 LET H1=¥4#2

648 LET Y1=v14v2

650 LET Ra=yaid

660 LET Y2:v2+v4

678 IF CCOO-¥L24Y2-90)02 THEN 698

580 C=(X2-¥DI 2+ (V¥ 2

699 NEXT 1

760 LET Hehet

748 IF COT THEN 249

720 CLS. PRINT

730 PRINT

74 PRINT "ercki

758 PRINT "+ GOT VA +°

768 PRINT Pseerkbione

770 PRINT

750 PRINT

798 EHD

930 REM ~ CONVERTS NUMBERS T0 STRINGS FOR CLERMER GUTRUT
818 Z=INT(Z 5)
828 PRINT RIGHTSC®
$38 RETURN

846 END

"4GTR$(2), 5%




Roadrace

You are the driver of a race caron the
notorious NY Route 20. You'll have to
drive 5 miles with 2 gallon of gas, while
keeping alert for changes in the road

conditions, other cars, etc.

At the start you pick your car and
course. During the race you control

braking and acceieration.

Watch out for passing another car! If
you try to go the same speed he's
going, you're going to meet a

Greyhound bus head-on!

The game is tough to win. | usually
wipe out in a curve or run out of gas.
You might want to increase your MPG

rating. . .look at line 800.
Good luck!

This program originally appeared in
Creative Computing, Jan/Feb 1975.

ROGDRACE
COPYRIGHT 1979 CRERTIVE COMPUTING WORRISTONN, NJ

HIT ENTER T0 START? _ '
cls
THIS 1S THE PITTSFIELD-ALBANY ROFD RALLY
HELCOME T0 THE FIRST ANNUAL PITTSFIELD-ALEANY ROD RALLY.
YOU/LL BE DRIVING ROUTE 28, TRYING T0 KIN THE RACE AD
STRY ALIVE IN THE BARGIN. GOD LUCK!!

YOY HRYE YOUR CHOICE OF: <0) R W (2) TRIUPH TR3:
(3> DATSIM 288-Z; OR (4) FERRARI
CHOOSE THE CAR YOU WANT BY THE NUMBER IN FRONT OF IT.
REMEMBER, THE BETTER THE OAR. THE MORE GRS IT USES.
RHICH CAR? 3.

cis
NOH YOU CHOOSE KHICH COURSE YOU HANT TO RRCE 0N,
THE ERSIEST COURSE IS NPBER 4, AND IS THE STRAIGHTEST
ROUTE. NRBER S CONSISTS MOSTLY OF TURNS AMD TWISTS.
KHICH ROUTE DO YOU WANT? 1

YOU HILL MEED TO TRRVEL 5 HILES WITH .5 GALLONS OF GRS,
YOUR STATUS MILL BE SHOWN EACH 16 SECONDS. AFTER EACH
STATUS CHECK YOU RILL BE RASKED FOR R NEW RATE OF GRS

A RATE OF +18 IS HARD ACCELERATION, AND -18 IS HARD BRAKING
fHY MBBER IN BETHEEN 1S ALLOMRBLE

PREGENT VELOCITY = 8 NO. OF GALLONS = .5
NO. OF MILES = @ TIME PRSSED = @ SECONDS
HHAT 1S YOUR NEX RATE OF GRS? 10

cls
RORD CONDITIONS:VEHICLE AHERD 1688 FEET

PRESENT VELOCITY = 78 N0, OF GALLONS = 47
NO. OF MILES = 452174 TIME PRSSED = 48 SECONDS
WHAT 15 YOUR NEM RATE OF GAS? 2

cls
ROFD CORDITIOHS:VEHICLE PRSSED BY 24 MPH

PRESENT VELOCITY = 55 NO. OF GALLONS = 464
NO. OF MILES = . 274739 TIME PRSSED = 28 SECONDS
WHAT 1S YOR NER RATE OF GRS? 16_

cls
RORD CONDITIONS:VEHICLE AHERD 1608 FEET

PRESENT VELOCITY = 162 HO. OF GRLLONS = 434
NO. OF HILES = 493478 TIME PRSSED = 30 SECOADS
KHAT 1S YOUR NEW RRTE OF GAS? 8.

cis

ROAD COMDITIONS:VEHICLE RHEAD 1068 FEET

PRESENT VELOCITY = 438 NO. OF GRLLONS = .38
NO. OF MILES = 1 84565 TIFE PASSED = 50 SECOIDS
WHAT 1S YOUR HEN RATE OF GAS? 46_

cls

RORD CONDITIONS:VEHICLE PASSED BY 433 Y

PREGENT VELOCITY = 463 MO, OF GALLONS = .452
NO. OF MILES = 3.76522 TIME PRSSED = 139 SECONDS
HHAT IS YOUR REX RATE OF GRS? 6.

cis

ROAD CONDITIONS:VEHICLE PRSSED BY 95 MPH

PRESENT VELOCITY = 154 N0, OF GALLONS = .35
NO. OF HILES = 1 37391 TIME PRSSED = 68 SECONDS
WHAT IS YOUR NEW RATE OF GRS? 16.

RORD CONDITIONS:VERICLE RHERD 1008 FEET

PREGENT VELOCITY = 166 NO. OF GRLLONS = .422
NO. OF MILES = 4.42689 TIME PRSSED = 146 SECONDS
BT 15 YOUR HEW RATE OF GRS? 10,

cis
ROAD CONDITIONS:VEHICLE RHEAD 1008 FEET
PRESENT VELOCITY = 459 HO. OF GALLONS = .32

HO. OF HILES = 1 71957 TIME PRSSED = 70 SECOMDS
HHAT 1S YOUR NEW RATE OF GRS? 8_

cls
ROAD CONDITIONS:VEHICLE PRSSED BY 430 MPH

PREGENT VELOCITY = 467 MO OF GALLONS = 832
NO. OF HILES = 448913 TIKE PASSED = 15 SECOHDS
HHAT 15 YOUR HEH RATE OF GRS? 48.

cls

cls
RORD CONDITIONS:VEHICLE PASSED BY 124 Y
PRESENT VELOCITY = 149 NO. OF GRLLONS = . 296

KO. OF MILES = 2 84348 TIME PASSED = 88 SECONDS
HHAT 1S YOUR NEW RATE OF GRS? 28.

cls

YOUR ENGINE BLEW YOU GOT HIT BY A PISTON.
HHERE 1S YOUR FUNERAL BEING HELD?

YOU HANT YO TRY AGRIN, RIGHT? WRONG_
cls

NOT VALID. HEM RATE? 16.

cls
ROAD CONDITIONS:CLERR AN STRAIGHT
PRESENT VELOCITY = 157 MO. OF GALLONS = . 266

N0. OF HILES = 2 38478 TIME PASSED = 98 SECONDS
HHAT IS YOUR HEW RATE OF GAS? 46

cis
RORD CONDITIONS:VEHICLE RHERD 1608 FEET

PRESENT VELOCITY = 462 HO. OF GRLLONS = . 236
RO, OF MILES = 273696 TIME PASSED = 109 SECONDS
KHAT IS YOUR NEW RATE OF GRS? 8_

cls
RORD CONDITIONS:VEHICLE PRSSED BY 162 #PH
PREGENT VELOCITY = 451 ND. OF GRLLOMS = . 212

NO. OF MILES = 3.86522 TIME PRSSED = 118 SECONDS
RHAT 1S YOUR NEW RATE OF GAS? 16

RORD C;.'RDITIORS:VEHIU.E PASSED BY 79 #PH

PRESENT VELOCITY = 446 NO. OF GRLLONS = 44
HO. OF MILES = . 745652 TIfE PRSSED = 48 SECONDS
WHAT 1S YOUR NEM RATE OF GAS? 16

cls

cis
ROAD CORDITIONS:VEHICLE RHERD 1880 FEET

PRESENT VELOCITY = 459 HO. OF GALLONS = . 482
NO. OF HILES = 3.44687 TIME PRSSED = 128 SECONDS
RHAT IS YOUR MER RATE OF GAS? 18.

139

cls



i8 CLS

28 PRINT @ 412, “RORDRACE®

38 PRINT

48 PRINT TRB(7)"COPYRIGHT 1979 CRERTIVE COMPUTING HORRISTONN NJ®
38 PRINT & 968, "™

60 INPUT"HIT ENTER TO START™: §

78 ¢S

88 PRINT® THIS 1S THE PITTSFIELD-ALBANY RORD RALLY"

98 PRINT®HELCOME TO THE FIRST RHNUAL PITTSFIELD-RLEANY RORD RALLY. "
188 PRINT®YOU’LL BE DRIVING ROUTE 28, TRYING TO KIN THE RACE AND"
110 PRINT®STRY ALIVE IN THE BRRGIN GOOD LUCK!!®

128 PRINT

138 PRINT*YOY HAYE YOUR CHOICE OF: (1) A Wi (2) TRIGPH TR3; ®
148 PRINT*(3) DATSUN 288~Z; OR (4> FERRRRI®

150 PRINT®CHOOSE THE CAR YOU WRNT BY THE MUMBER IN FRONT OF IT.*
160 PRINT*REMEMBER, THE BETTER THE CAR, THE MORE GRS 1T USES.™
170 PRINT*HHICH CAR™

188 INPUT CL

198 C1=INT(CL)

268 IF CD4 THEN 228

218 1F C1<1 THEN 220 ELSE 248

220 PRINT'INVALID CAR MUMBER. NEW CRR

238 GOTO 188

248 QLS

250 IF Ho=1 THEN 299

268 PRINT*NOH YOU CHOOSE RHICH COURSE YOU WANT TO RRCE ON. "

278 PRINT®THE ERSIEST COURSE IS MRBER 4, fD IS THE STRRIGHTEST®
2680 PRINT®ROUTE. NUMBER 5 CORSISTS HOSTLY OF TURNS RMD TWISTS.®
298 PRINT*HHICH ROUTE DO YOU RANT®;

308 INPUT (2

318 C=INT(C2)

328 IF (¢4 THEN 340

339 IF (D5 THER 348 ELSE 368

348 PRINT*INVALID COURSE MUMBER. NEM CHDICE *5

358 GOTO 368

368 IF K2=1 THEN 438

378 PRINT

388 PRINT*YOU HILL NEED TO TRAVEL 5 HILES HITH .5 GRLLONS OF GAS.*
398 PRINT"YOUR STATUS WILL BE SHOWH ERCH 16 SECOHDS. AFTER ERCH"
482 PRINT"STRTUS CHECK YOU HILL BE ASKED FOR A NEM RATE OF GRS"

410 PRINT®R RATE OF 418 IS HARD ACCELERATION, RHD -16 IS HARD BRAKING.*

420 PRINT*RNY NUMBER IN BETHEEN IS ALLOWRBLE. "
§BFRISLTOCL

4B RERD B, W S

458 B=B/18

468 NEXT 1

478 Ri=5

488 ¥i=8

498 (1=01/2

588 v=8

548 PRINT

528 Ri=8

538 1=

548 =8

550 &8

560 PRINTPRESENT VELOCITY ="¥; " NO. OF GALLONS =%/l
578 PRINT*NO. OF HMILES =";Mi;" TIME PASSED =";T; "SECONDS"
588 IF H=5 THEN 1399

598 PRINT"HHAT 1S YOUR MEK RATE OF GAS™
688 INPUT 6

618 (LS

628 IF GC-10 THEN 648

638 IF G40 THEN 640 ELSE 660

648 PRINT®NOT VALID. NEW RATE";

€58 GOTO 668

668 IF 69 THEN 710

678 Z=24

688 IF 204 THEN 698 ELSE 728

698 PRINT®YOUR ENGINE BLEW YOU GOT HIT BY R PISTON *
788 GOTO 1288

718 Z=0

728 V=INT(BHG-HH/4Y)

730 T=1418

748 PRINT

738 PRINT®ROAD CONDITIONS:®;

768 IF Y8 THEN 788

778 V=0

788 Mi=Hi+V/468

798 IF (<0 THEN 828

888 Ri=Ri-(6%5)/5880

818 IF Ri<O THEN 43168

826 IF Ri=1 THEN 988

839 IF Gi=1 THEN 318

848 G=INT((C2+1)+RHD(8))

858 R=INT((3. 75-(C2)+RND(B))

868 IF RO® THEN 1228

878 IF 8 THEH 1278

688 PRINT*CLERR RD STRAIGHT®

898 PRINT

988 GOTO D68

918 H=INT(15+I56RID(B))

926 HeHGHCL

939 IF VOH THEN 1438

940 PRINT*THROUGH CURVE®

958 PRINT

969 01-8

978 GOTO 568

988 E=E-(V-D)*3!

956 IF E<@ THEN 1030

1688 PRINT"VEHICLE®; £ "FEET RHERD®
1646 PRINT

1626 GOTO 568

4838 TF V-DC5 THEN 4418

1840 PRINT*VEHICLE PRSSED BY™;
1639 D=y-p

1868 FRINT D;

1678 PRINTHPH®

1888 PRINT

1898 Ri=8

1189 6070 568

1149 PRINT*VEHICLE BEING PRSSED °
1126 D=INT(25+48+R1D(8))

1438 PRINT"GREVHORD BUS IN OTHER LANE %
4448 PRINTDOING®™:

1438 PRINT D;

1468 PRINTMPH =

1178 D=v+D

1188 PRINT"CRASH VELOCITY =D
1198 PRINT

4208 PRINT*RHERE 15 YOUR FUNERAL BEING HELD?"
1216 GOTO 14%

1228 PRINT*VERICLE RHERD 1608 FEET®
1238 PRINT

4248 D=INTC25+35+4RID(B))

1258 Ri=4

1268 GOT0 568

4270 PRINT® WRRNING: CLRVE RHERD °
1288 ¢=t

1298 PRINT

1388 GOTO 568

1316 PRINT"EXCELLENT, BUT WRIT!®
1320 PRINT

1338 PRINT™YOU RAN OUT OF GRS*
1348 6070 1489

4358 PRINT"BUT SOME HOW YOU HADE IT"
1368 PRINT

1378 Ri=9

1388 GOTO 568

1398 PRINT

1488 PRINT

1428 GOT0 14%

1439 PRINT"RRE TERRIBLE®

1448 HAH-CHLL

1458 PRINT H; "KAS THE SPEED THROUGH THE CURVE®
1468 PRINT V; "RAS YOUR SPEED, BY THE WRY *;
1478 GOT0 1209

1480 PRINTYOU LEAD FOOTED $787 /84842 ((ASES (S (S LRI
1498 PRINT

4569 PRINT"YOU BANT TQ TRY RGRIN. RIGHT®:
1510 INPUT ¥

1528 IF LEFT$(V$, 1)="N" THEN 1558

1528 H2=1

1548 GOT0 1598

1558 PRINT

1568 PRINTCHICKEN"

1578 PRINT

1588 GOTO 1658

1398 RESTORE

1688 GOTO 178

1616 DATA 45,.53, 18

1628 DATA €8,.5, 43

1638 DATA 78,. 41, 15

1648 DATA 88,.39, 18

1658 BD
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Rotate

The game of Rotate is played on a
four-by-four board filled randomly with
the letters A through P. In a sense it is
like the little plastic games with sliding
pieces bearing the numbers 1-15 or
letters A-0.

The object of the game is to put the
letters in alphabetical order. This is
done by rotating groups of four letters
clockwise one position. The group to be
rotated is specified by the positional
number of the letter in the upper left-
hand corner of the group. You are also
given one special move which permits
you to exchange any two adjacent

ROTATE

COPYRIGHT 1579 CREATIVE COMPUTING HORRISTOMN. NJ

DO Y0U MEED INSTRUCTIONS? VES.

cls

ROTATE
IN THIS GRME THE BORRD IS LAID OUT S FOLLOUS:

3
?
1
15

Bwwm
EB o
B o a

BOARD POSITIONS ARE OCCUPIED RANDOMLY BY THE LETTERS A TO P.
THE OBJECT OF THE GRHE 1S 70 ORDER THE LETTERS BY ROTATING
ANY FOUR LETTERS CLOCKWISE ONE POSITION  YOU SPECIFY THE
UPPER LEFT POSITION OF THE FOUR YOU HISH TO ROTATE, LE,
VALID MOVES ARE 4, 2, 3, 5, 6, 7, 9 18 R 14

PRESS ANY KEY TO CONTINUE

cis

ROTATE

CONSEQUENTLY, IF THE BORRD LOOKED LIKE:

I e D
R OB
(=2 S W1
o o o

AD YOU ROTATED POSITION 2, THE BORRD WOULD BE.

RO
ABCD
EFGH
I JKL
HHOP

=

RHD YOU HOULD HIN!
- . PRESS ANY KEY TO CONTINUE.

cls

141

letters. You probably don’t want to use
this move too early in the game; indeed,
sometimes it's not necessary at all, and
since you get it only one time, once you
use it you can’t recover. Your only move
then is to type a zero to give up.

Typically, a game will take from 20 to
30 moves to win. | haven't figured out
the worst possible case (assuming an
intelligent method of play); I'd be happy
to hear from a reader on this. Have fun!

Rotate was written by me, David Ahl,
and first appeared in Creative Com-
puting, Sep/Oct 1977.

ROTATE

YO0U RLSO GET ONE “SPECIAL’ HMOVE PER GRME HHICH YOU MAY OR
MAY NOT MEED. THE SPECIRL MOYE RLLOWS YOU TO EXCHANGE

ANY THO ADJACENT LETTERS IN R RON. 7O MAKE THIS MOVE,

INPUT A -17 RS YOUR HOVE RND YOU HILL BE ASKED FOR THE
POSITIONS OF THE THO LETTERS TO EXCHANGE. REMEMBER —

OHLY ONE SPECIAL HOVE PER GRME!

TO GIVE UP AT ANY TIME, TYPE R /8’

PRESS ANY KEY TO CONTINUE_

cls

s I
— o
TI 7T IR RS
mo oo

POSITION TO ROTATE? 4.

cls
cCJDG
LHEHP
NAKD
FIBE
POSITION TO ROTATE? 4.
cis
LCDG
HJIuep
NAK?ZD
FI1BE
POSITION T0 ROTATE? 2.
cls




46 (LS: PRINTE443, “ROTATE"

20 PRINT: PRINT TRB(?) "COPYRIGHT 4979 CREATIVE COMPUTING HORRISTORN, NJ®
38 PRINTE968, *= : INPUT "DO YOU NEED INSTRUCTIONS®;I$

POSITION O ROTATE? 2 48 DIN B(16),B$(16)

5B IF LEFT$(I4,4)="H" THEM (L5: GOTO 368

68 CLS: PRINT TRB(29); *ROTATE"- PRINT

nz
IO Ces €D
w =X o o
moo o

cls 78 PRINT *IN THIS GRME THE BORRD IS LAID OUT RS FOLLOWS:"
88 FOR 1=4 T0 16: B(D)=1: HEXT
98 PRINT: FOR I=1 70 43 STEP 4

LJco 468 PRINT USING 2§ " BCI), B(140), B(142), B(143)

HPHG 440 NEXT I: PRINT

NARKGOC 126 PRINT “BORRD POSITIONS ARE OCCUPIED RRMDOMLY BY THE LETTERS A 1O P.*
F1BE 138 PRINT "THE OBJECT OF THE GRHE 1S T0 ORDER THE LETTERS BY ROTATING®

149 PRINT "ANY FOUR LETTERS CLOCKHISE ONE POSITION  YOU SPECIFY THE®
POSITION T0 ROTRTE? 7. 150 PRINT °UPPER LEFT POSITION OF THE FOUR YOU WISH TO ROTATE, LE.,"
168 PRINT *VRLID MOVES RRE 4, 2 3, 5, 6, 7. 9 18 AD 14.*

cls 178 PRINTB979, "PRESS ANY KEY T0 CONTIME®;

188 IF INKEV$="" THEN 489 ELSE PRINTE28, CHR$(3L);

19 PRINT “CONGEQUENTLY, IF THE BOARD LODKED LIKE:®

220 PRIT "RND YOU ROTATED POSITION 2. THE BORRD WOULD BE:"

2@ B§(6)="B": B$(P="F*: GISLB 598

228 PRINT *AD Y0U ROTATED POSITION 2, THE BORRD WOULD BE:®

239 FOR 1=2 T0 7: B$CI)=CHR$CI1+64): NEXT 1. GOSUB 598

249 PRINT "RND YOU WOWD WIN'®

258 PRINTEO79, "PRESS ANY KEV TO CONTIHUE";

POSITION TO ROTRTE? 3. 268 IF INKEY$="" THEN 266 ELSE PRINTEL28, CHR$(3L);
278 PRINT "YOU RLSO GET ONE /SPECIRL’ MOVE PER GRME WHICH VOU HAY OR"
268 PRINT *MAY NOT NEED. THE SPECIRL NOVE RLLONS YOU TO EXCHANGE®

n=Zx e
i ID O G
w o e
mox o

cls 298 PRINT ANY THO ADJACENT LETTERS IN R RON 70 HAKE THIS MOVE."
368 PRINT *INPUT R ‘-1’ RS YOUR HOVE AND YOU HILL BE ASKED FOR THE®
348 PRINT *POSITIONS OF THE THO LETTERS TO EXCHRMGE REMEMBER —*
328 PRINT "OHLY ONE SPECIAL HOVE PER GRME!":FRINT
338 PRINT °T0 GIVE UP AT ANV TIME, TYPE R ‘8 ™
340 PRINTES79, "PRESS ANY KEY TO CONTIME®;
356 IF INKEV$="" THEN 350 ELSE (1S
368 FOR I=1 70 46: BS(D)="@": NEXT I
POSITION TO ROTATE? 6. 370 FOR 1= 70 16
388 T$=CHR$CINT(16+RD()465))
3% FOR J=1 10 1
cis 488 IF B$(J)=T¢ THEN 389

R -~ g
D0 e
W E R
m oy <3

418 HEXT J

428 BS(1)=T$: NEXT 1

439 H=B: 5=8: (LS: PRINT "HERE’S THE STARTING BORRD...": GOSUB 558
449 TNPUT “POSITION TO ROTATE®;1: CLS: IF 1=B THEN PRINT: PRINT: GOTO 558
458 IF 1=-1 THEN 620

468 IF 1=4 OR 1=8 OR D42 THEN 448

478 M=t T4=BS(D)

469 BSCD=BS(144): BS(I+=BS(145): BH(IHD)=B$(1+0): BH(IH)=T$
498 GOSLB 598

560 FOR 1=1 10 16

cls 546 IF CHR$(I+64XOBS(T) THEN 448

R
D
W =x v
me @ o

POSITION TO ROTRTE? 3.

528 NEXT 1
530 PRINT: PRINT "YOU ORDERED THE BORRD IN";M; "HOVES. ®: Mi=HisH: G=Git
548 PRINT CHR$(?)
550 PRINT: INPUT *PLRY AGAIN®;R$: IF LEFT$(AS, 1)="y" THEN 368
568 PRINT: PRINT "YOU PLAYED"; G: “GRMES RMD ORDERED THE BOARD IN AN RVERRGE®
578 IF (=8 THEN G=1
589 PRINT "O0F";ML/G; "HOVES PER GRME *: PRINT: GOTO 668
599 FOR I=1 10 13 STEP 4
POSITION TO ROTATE? 7. 608 PRINT USING * ! *5BS$CI), BS(I+1), B$(142), BS(14D)
646 NEXT 1: PRINT: RETURN
620 INPUT "EXCHRNGE WHICH THO POSITIONS™: XY

- o2
- )
woR oY
Mmoo <

cls 630 IF %OV+L AND XOV-4 THEN PRINT ®ILLEGRL  RGAIN..": GOT0 628
648 S=S+1: IF S)L THEN PRINT "DNLY ONE SPECIRL WOVE PER GAYE *: GOTO 440
658 T$=B$(X): BSCO=BS(Y): BS(Y)=T$: GOTO 498
668 £ND

oo
O Dt
W o E e
m ¢y & )

POSITION TO ROTATE? 6.

cls
L1IPK
HOoRD
NG HEC
F1BE

POSITION TO ROTRTE? 2.

cis

142




Safe

In asense, thisis another game in the
“guess a mystery number” family.
However, it has quite a different “twist.”
In this game, you are trying to open a
safe by turning or twisting a dial back
and forth between one and ninety-nine
or ninety-nine and one.

The instructions shown in the sam-
ple run are very complete. However,
one hint that will help you when you
start playing is that it is usually best to
start at ninety-nine when going to the
right because if you get a click, the
number must be close. If not, you can
step it down by eights or tens until you
get the first click and then judge from
there.

Safe was created and written by
Kevin Ashley.

Turning Left § Turning Right

NOTE: There Is no spot 0 {zero) and it spins
back past the last number automati.
cally asin most locks,

SAFE

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ

DO YOU NEED INSTRUCTIONS? YES.

cis

SRFE

YOU ARE A BURGULAR AND HAVE ENCOUNTERED R SAFE. YOU MUST
OPEN THE SAFE TO GET THE SECRET PLANS THAT VOU CRME FOR

T0 DO THIS, YOU MUST ENTER THE NUMBER OF BHAT YOU HANT THE
DIAL TURNED TO. THE COMPUTER HILL ACT AS THE SRFE AND WILL
HELP YOU BY GIYING A SORT OF CLUE: YOU WILL “HERR’

A CLICK AT EVENLY SPRCED NOTCHES RS YOU MOVE TO THE PROPER
NUMBER. THERE ARE FOUR OF THEM BEFORE THE FINAL CLICK IS
‘HERRD’. AFTER THE FINAL ONE IS HEARD, YOU MILL GO ON TO
THE NEXT NUMBER. THE COMPUTER WILL “SAY/ “CLICK’ FOR EACH
NOTCH THAT Y0U PSS AND “#+CLICK*+’ WHEN YOU REACH THE
PROPER NUMBER. IF YOU PASS IT OR TRKE LONGER THAN TEN TRIES
ON fANY ONE NUMBER, YOU HILL ACTIVATE THE RLARM

PRESS ANY KEY TO CONTINUE

cls

SAFE
REMEMBER THAT HHEN YOU TURN THE DIAL TG THE LEFT, THE

NUMBERS GO FROM 1-99 , AND WHEN YOU GO TO THE RIGHT, THE
RUMBERS GO FROM 99-1.
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PRESS RNY KEY TO CONTINUE

cis

OKAY, START TO THE RIGHT, SHHHHHH!!ITtn finient
7 98.

cls

OKAY, START TO THE RIGHT, SHHHHHHI!tf11t1itiiny
CLICK
CLICK
CLICK
CLIEK
2 78.

cis

OKRY, STRRT TO THE RIGHT, SHHHHHBI!IT1LfitLIIN
THE SENSOR HAS BEEN TRIGGERED!

LERVE KHILE ¥OU CRN BEFORE THE

POLICE GET HERE.

HANT TO TRY THE SAHE SAFE? YES.

cls

OKAY, START TO THE RIGHT, SHHHHHHI!!!1Leirienns
CLICK
£LICK
CLICK
273

cis

OKAY, START TO THE RIGHT, SHHHHHM!t1ttrtiretint
CLICK
CLICK
CLICK
272,

cls

OKAY, START TO THE RIGHT, SHHHHHH!tiptintttiind
QLIEK
CLICK
CLICK
2 78_

cis

QKRY, START TO THE RIGHT, SHHHHHHILT!ItInInLEnt
CLICK
£LICK
£LICK
CLICK
750

cis

OKAY, START TO THE RIGHT, SHHHHHHI!Mf1irtitinit
THE SENSOR HAS BEEN TRIGGERED!

LERVE WHILE YOU CAN BEFORE THE

POLICE GET HERE.

WANT TO TRY THE SRHE SAFE? NO_

cls 144

18 CLS: PRINT@414, “SRFE"

26 PRINT: PRINT TAB(?) "COPYRIGHT 1979 CREATIVE COMPUTING HORRISTOWN, NJ®
38 PRINTE96, ¥ INPUT *DO YOU NEED INSTRUCTIONS®;I$

48 DIM RL(4)

58 IF LEFT$(1$, 1)="Y" THEN 60 ELSE 278

68 CLS: PRINT@3, "SAFE: PRINT

78 PRINT *YOU ARE A BURGULAR AND HRVE ENCOUNTERED fi SAFE. YOU MUST®
8 PRINT "OPEN THE SAFE TO GET THE SECRET PLRNS THAT YOU CAME FOR *
98 PRINT

168 PRINT *70 DO THIS, YOU MUST ENTER THE NUMBER OF MHAT YOU WANT THE®
148 PRINT "DIAL TURNED TO. THE COMPUTER MILL RCT RS THE SAFE AND HILL®
42 PRINT "HELP VOU BY GIVING & SORT OF CLUE: YOU WILL ‘HERR"
178 PRINT "R CLICK AT EVENLY SPRCED NOTCHES RS YOU MOVE T0 THE PROPER®
14 PRINT "NWWBER. THERE ARE FOUR OF THEM BEFORE THE FINAL CLICK IS®
158 PRINT ®/HERRD’ AFTER THE FINAL ONE IS HEARD, YOU WILL GO ON T0®
169 PRINT “THE NMEXT NUMBER. THE COMPUTER MILL “SRY” /CLICK” FOR ERCH"
178 PRINT "NOTCH THAT YOU PASS AND xxCLICK®:’ WHEN VOU REACH THE®
188 PRINT "PROPER NUMBER IF YQU PASS 1T OR TRKE LONGER THAN TEN TRIES®
199 PRINT "ON ANY ONE NUMBER, YOU WILL ACTIVATE THE ALARM. *

260 PRINTE979, "PRESS ANY KEY TO CONTINUE™

219 IF INKEV$="" THEN 218 ELSE PRINTE128, CHR$(3L);

228 PRINT °REMEMBER THAT MHEN YOU TURN THE DIRL TO THE LEFT, THE"
238 PRINT *NUWBERS GO FROM 4-99 , AND HHEN YOU GO TO THE RIGHT, THE"
249 PRINT "NUMBERS GO FROM 99-1. °: PRINT: PRINT

258 PRINTE979, "PRESS ANY KEY TO CONTINUE®;

268 IF INKEV$="" THEN 268

276 CLS: PRINT*OKAY, START 7O THE RIGHT, SHHHHHH! 1 EEEE e
288 A=INT(RND(@)%81)+18

298 B=INT(RND(B)*81)+10

380 C=INT(RND(@)*81)+18

316 L=168-R

220 FOR =1 T0 4

330 ALAD=(S-ML/SHA

348 NEXT H

350 J=1

260 INPUT M: PRINT@S4, CHR$(31);

378 ON SGNGH-A)+2 GOTO 458,520,388

380 FOR K=1 T0 4

398 IF IDAL(K) THEN 418

460 PRINT °CLICK"

416 NEXT K

428 IF J>=16 THEN 458

438 J=J+i

440 GOTO 366

458 PRINT “THE SENSOR HAS BEEN TRIGGERED!®

468 PRINT "LERVE WHILE YOU CAN BEFORE THE®

478 PRINT "POLICE GET HERE."

488 PRINT: PRINT "WANT TO TRY THE SRIE SAFE™;

498 INPUT R$

508 IF LEFT$(A$, 1)="%" THEN 316

510 GOT0 278

528 PRINT sk CLICK #+": AR=M: FOR R=1 TO 500: NEXT

538 L=L+B

5408 FOR K=1 T0 4

558 RLC(KI=KL/5+B

568 NEXT K

576 CLS: PRINT “AND NOW TO THE LEFT."

568 J=1

598 INPUT M: PRINT@64, CHR$(31)s

€08 PRINTE968, "CORRECT NUMBERS:";Rf; © PRINTEE4, %

610 ON SGN(M-RY+2 GOTC 620, 458, 640

620 ON SGN(H-B)+2 GOTO 638, 728,458

630 M=H+100

646 FOR K=1 70 4

658 IF MCALCK) THEN 688

£6@ PRINT “CLICK"

678 RL(K)=208

686 NEXT K

698 IF J>=10 THEN 439

766 J=J+

740 G0OTO 538

728 PRINT "## CLICK #%": BB=H: FOR R=1 TO 508: NEXT

738 L=(169-C)+B

748 FOR K=1 T0 4

758 RL(K)=BHBE-KHL/T

768 MEXT K

776 CLS: PRINT "AND NOW TO THE RIGHT AGRIN.”

788 J=1

798 INPUT M: PRINTBE4, CHR$(3L);

863 PRINTES5G, "CORRECT NUMBERS:™; Afi;BB: @ PRINTEEd, "%

810 ON SGNC-BY+2 GOTO 839, 458, 828

£29 ON SGN(H-C)+2 GOTO 458, 928, 848

836 H=M+160

849 FOR K=1 T0 4

858 IF MDAL(K) THEN 888

868 PRINT “CLICK"

870 R1(K)=-200

889 HEXT K

899 1F J>=18 THEN 458

988 J=J+i

916 GOTG 798

928 PRINT: PRINT “#x CLICK #%. .. YOU OPENED IT!"

938 PRINT “BUT UH,OH, HE MUST HRVE MOVED IT.*

949 INPUT “TRY THE ONE OVER THERE ";A$

95@ IF LEFT$(RS, 4)="y" THEN 278 ELSE END
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This program tests your knowledge of
different types of musical scales. It
generates 11 types of scales: major,
natural minor, harmonic minor,
Hungarian minor, dorian, phygian,
lydian, mixolydian, locrian, and whole
tone.

Prior to running the program, test
yourself off line on a sheet of paper by
writing down several types of scales
and 8 notes starting at a note chosen by
you. Then run the program to check
your answers.

When you run this program, you will
be asked, “Which type of scale is
wanted?” Respond by typing the first
two letters of the name of the desired
scale followed immediately by the
desired key. Use a B for the flat and
use ‘# for the sharp. Sample inputs
would be PHE for phrygian starting
on E, MAF# for major on F-sharp,
and WHG for whole tone on G.

The author, Marvin S. Thostenson, is
at the School of Music, University of
lowa. Scales first appeared in Creative
Computing, Mar/Apr 1977.

SCHLES

COPYRIGHT 41979 CREATIVE COMPUTING MORRISTOMM, NJ

DG YOU NEED INSTRUCTIONS? YES.

cls
SCALES

ELEVEN SCALE TYPES -- MAJOR, MINOR, MODAL, AND WHOLE TONE

THIS PROGRAM PRINTS IN LETTER NAMES ONE OCTAVE UPMWARD, THE MAJOR.
THE NATURAL, HARMONIC, MELODIC. AND HUNGARIAN MINORS, THE
DORIAN, PHRYGIAN, LYDIAN, MIXOLYDIAN. AND LOCRIAN MODES, AND
THE WHOLE TONE SCALES.

USE A 3- OR 4-CHARACTER INPUT: THE FIRST 2 CHAR’S ARE THE SCALE
TYPE, AND THE 3RD CHAR'R IS THE SINGLE LETTER TONIC, OR THE
LAST TKO CHAR’S ARE THE TONIC DEGREE OR THE KEY SIGNATURE.
SCALE TYPES-- MA NA HA ME DO PH LY MI LO HU AND WH

INPUT EITHER A TONIC OR A SIGNATURE.

PRESS ANY KEY TO CONTINUE

cls

SCALES

EXAMPLES: MACB LYDB MIEB WHGB NAF# HAGH MEA# LOC# DOC PHD HUE

WHICH TYPE OF SCALE IS WANTED? WHF#.

cls

SCALE ASKED ~-~~---—WHOLE TONE SCALE ON F#

ANSHER (IN LETTER NAMES) ~=--=mw=w——

Fé G¥ R¥ B¥ D E F#

WHICH TYPE OF SCALE IS WANTED? NRE_

cls

SCALE RSKED ———-wmmel NAT/L MINOR SCALE ON E

ANSHER (IN LETTER NAMES) ————m——mew

WHICH TYPE OF SCALE 1S WANTED? WHC.
cis

SCALE ASKED —-~—-m--| WHOLE TONE SCALE ON C

ANSHER (IN LETTER NAMES) ——————mw—m

t D E F#% BB BB C

WHICH TYPE OF SCALE IS WANTED? HU2#..

cls

SCALE ASKED ———---~-HUNG’N MINOR SCALE ON B

ANSWER (IN LETTER NAMES) ~——-mwwmmm

B C# D E# F§ G AH B

WHICH TYPE OF SCALE IS WANTED? STOP..
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1@ CLEAR 508: CLS: PRINT@443, “SCALES"

28 PRINT: PRINT TRE(?) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ"

=@ PRINTESGE, "%;  INPUT "DO YOU NEED INSTRUCTIONS"; I$: CLS

46 A=0: B=p: C=@: D=6: E=B: H=B: K=8: L=8: M=6: N=@: 0=8

56 =4

60 IF LEFT$(I$, 1>="N" THEN 238

7B CLS: PRINT TAB(29) "SCALES": PRINT

86 PRINT "ELEVEN SCALE TYPES -- MAJOR, MINOR, MODAL. AND WHOLE TONE"
38 PRINT

188 PRINT "THIS PROGRAM PRINTS IN LETTER NAMES ONE OCTRVE UPKARD, "5
448 PRINT “THE MAJOR, *;

150 PRINT "THE NATURAL, HARMONIC, MELODIC, AND HUNGARIAN MINORS, THE"
130 PRINT "DORIAN. PHRYGIAN, LYDIAN, MIXOLYDIAN, AND LOCRIAN MODES. AND™
14F PRINT "THE WHOLE TONE SCALES. ":PRINT

156 PRINT "USE A 3- OR 4-CHARACTER INPUT: THE FIRST 2 CHAR’S ARE THE SCALE™

166 PRINT "TYPE, AND THE 3RD CHAR’R IS THE SINGLE LETTER TONIC. OR THE"
176 PRINT "LAST TWO CHAR‘S ARE THE TONIC DEGREE OR THE KEY SIGHATURE. *
186 PRINT "SCALE TYPES-- MA.NA HA ME DO PH LY MI LO HU AND KH"

198 PRINT “INPUT EITHER R TONIC OR A SIGNATURE. "

2636 PRINTE979, “PRESS ANY KEY TO CONTINUE™:

210 IF INKEY$="" THEN 210 ELSE PRINT@128, CHR$(31);

226 PRINT EXAMPLES: MACE LYDR MIEB WHGB NAF# HAGH MER# LOCH DOC PHD HUE"
2%0 B$="SCALE ASKED ------—- "

246 CH="ANSWER (IN LETTER NAMES) --—-—-———" N

258 0$="STRUCTURE-—-- "

260 K$=" TETRACHORDS"

278 U=t

280 PRINT- PRINT: PRINT TAB(S); "WHICH TYPE OF SCALE IS WANTED;

298 INPUT R$: CLS

380 N=LENCR$)

318 IF A$="STOP" THEN 1290

328 E$="MANRHAMEDOPHL YMILOHUMH"

338 FOR ¥=1 TO 22 STEP 2

246 IF LEFT$(AS. 2)=MID${E$, X, 2> THEN 368

358 NEXT ®

368 O=(H+1)/2

370 AB$=A%

308 H=RSC(LEFTH(RBS, 13032

290 AB$=CHR$ (XI+MID$C(ABS, 2, N>

480 READ D$

418 Ae$=A¥

420 X=ASC(LEFT$(RES$, 1))

438 AB$=CHR$(O+MID$CABS, 2, KD

448 IF LEFT$(D$, 2)=LEFT$(AB%, 2) THEN 468

458 GOTO 468

468 J$=D$

4760 RESTORE

488 IF N3 THEM 500

490 A$=LEFT$(AS, +" "

580 IF @=1i DR G=7 OR O=11 THEN 52@

510 IF 03=2 AND <=6 (R =9 OR =10 THEN 548

528 ¥=1

536 GOTO 558

54@ ¥=2

550 F$="BXEXAXDXGXCKFXBUESRIDIGHCHFEB ERD G C F ©

560 F4$=F3$+"BRERAEDBGBCEBFBBDEDADDDGDLD"

578 G3="BXEXAXDKGHCHFXBHESARDHGHCHFEB EADGCF "

580 Gf=G$+"BBEBABDRGBCBFBRDEDADDLGLLD”

se@ ON ¥ GOTO 608, 638

248 H$="5T4T3T2T1T?X6X5K4X3X2X1XF#6ﬁ5#4#3#2#1#8#182838485868?81020304D"
618 H$=H$+"3DEDTD"

628 GOTO €58

€30 HE="2T1 T7RERERININ AN IKTHEHSHA# THD41 4041 B2EBRSBEBTELD2DRDAD"

640 HE=H$+"SDEDTDEDSD "

€56 FOR Y=1 TO 68 STEP 2 14

660 IF MID$(AS, 3, 2)=MID$(FS, ¥, 2) THEN 690

670 IF MID$CA$, 3, 2)=NID$CHS, ¥, 2> THEN 698

680 NEXT ¥

698 CL1$=MID$(GF ¥. 22

760 T=T+1i

748 IF T=9 THEN 1178

728 ON T GOTO 739, 750, 808, 850, 908, 358, 1680, 1850
730 R=0

7460 GOTO 1060

750 IF Q=6 OR Q=9 THEN 780

768 R=-4

776 GOTO 1668

780 R=1@

798 GOTO 1068 3

opn IF =1 OR Q=7 OR @=8 OR Q=11 THEN 838

810 R=6

828 GOTO 1068

836 R=-8

846 GOTO 106G

8§56 IF §=7 OR 0=1@ OR 0=11 THEN 830

868 R=2

§7@ GOTO 1868

80 R=-12

896 GOTO 1860

9p6 IF Q=9 OR Q=11 THEN 930

918 R=-2

928 GOTO 1860

938 R=12

946 GOTO 1860

958 IF @=1 OR B=4 OR =5 OR 0=7 OR Q=8 THEN 980
968 R=8

978 GOTO 1068

988 R=-6

296 GOTO 16860

1088 IF G=1 OR 0=3 OR Q=4 OR @=7 OR Q=10 THEN 1838
1618 R=4

1826 GOTO 1660

1638 R=—18

1848 GOTO 1668

1858 R=@

1066 IF Q=11 AND T=5 THEN 1i@@

1070 IF U=1 THEN I$=MID$(G$, V4R, 2)- GOTO 1118
10680 13=LEFT$(1$, U-1)+MID$(GS, V+R, 20

169 GOTC 11418

1166 GOTO 7oa

1446 I$=LEFT$(I$ Udd+" *

1126 IF MID$CI$, U+, £)="D" THEN 1140

4136 GOTO 4458

1148 I$=LEFT$(I$, D+ BB"

1456 U=U+4

1468 GOTO 700

1478 PRINT: PRINT TRB(3), B$s J%i CL$:FRINT

1486 PRINT TAR(3):C$: PRINT

1198 PRINT: PRINT TAB(2); I¥

1260 Cig=""- 1¢="" G&=""

1216 Q=0: T=0. R=0

1228 PRINT

1226 GOTC 278

124% DATA “MAJOR SCALE ON °, “NAT/L MINOR SCALE ON *
1250 DATA "HARM/C MINOR SCALE ON “, "MEL’C MINOR SCALE ON °
1260 DATA "DORIAN MODE ON ", "PHRYGIAN MODE ON ™
1270 DATA "LYDIAN MCDE ON ¥, "MIXOLYDIAN MODE ON “, "LOCRIAN MODE ON *
1284 DATA "HUNG’N MINOR SCALE ON ", "WHOLE TONE SCALE ON "
1258 END




Schmoos are imaginary creatures
who love being splattered with juicy
mudballs. You, being a schmoo lover,
try to make schmoos happy by tossing
mudballs at them. It will help you in
playing this game to know a little bit
about grids and angles like in the X,Y
coordinate system 2,-3 means right 2
and down 3. If O degrees is the angle
coinciding with the positive X axis, then
2,-3 would be in the fourth quadrant
and would correspond to angles
between 270 and 360 degrees.

If you're pretty good, you can “splat
the schmoo” in about eight tries; but
don't cheat and use the formula. And
don't expect me to tell you where it’s
hidden in the program!

If you want to extend the Schmoo
game, you might want to add a third
dimension with flying schmoos. The
program shouldn’t be too hard and it
would be a really neat game. If you
want to try something easier, fix
Schmoo so that it requires initial
velocities as well as angles. You could
even make a low-gravity (lunar version)
of Schmoo.

Schmoo was conceived and written
by Frederick H. Bell at the University of
Pittsburgh. It first appeared in Creative
Computing, Sep/Oct 1975.

SCHHOO

COPYRIGHT 4979 CRERTIVE COMPUTING MORRISTOML WJ
DO YOU HEED INSTRUCTIONS? VES.

THIS 1S A NEB SCHMOD GRRE.  SCHMOOS ARE IMRGINARY CRERTURES
WHO LOVE BEING SPLATTED WITH JUICY WD BALLS. YOU, BEING R
SCHHOO LOVER. TRY TO MAKE SCHMOOS HAPPY BY TOSSING M BALLS
AT THEW  YOU HAVE A MECHANICAL MUD SLINGER THAT WILL SLING
HD TO R HAXIMUM DISTRNCE OF 46,508 INCHES. YOUR JOB IS T0
SET THE MUD SLINGER AT THE CORRECT ELEVATION (8-98) A THE
CORRECT DIRECTIONAL ANGLE (B-368) 10 SPLAT THE SCHMOD. R HIT
HITHIN 168 JHCHES OF THE SCHMOO HILL SPLRTTER HIM

PRESS ANY KEY TO CONTINUE
cls

SCHAOO
COORDINATES OF THE SCHMOO ARE (-291B4 , -44571 3.

MD SLINGER ELEWATION? 28
DIRECTIONAL AHGLE OF MUD SLINGER? 34_
cls
YOU MISSED THE SCHMOO AT (28184 , 14571 ).
YOUR MUD HIT ¢ 24779, 16743 ).

HUD SLINGER ELEVATION? 20
DIRECTIONAL AHGLE OF MUD SLINGER? 276.
cis
YOU HISSED THE SCHMOO AT (-29184 ,-14571 ).
YOUR HUD HIT ¢ 3124 ,~29726 ).

MO SLINGER ELEVATION? 45
DIRECTIONRL ANGLE OF HUD SLINGER? 295_
cls
YOU HISSED THE SCHMOO AT (-29184 ,-14571 ).
YOUR HD HIT € 9825 ,-24872 ).

M SLINGER ELEVATION? 278
DIRECTIONAL RNGLE OF WD SLIN('ER? 278_
clis

THE ELEVATION MUST BE BETWEEN 1 AND 99.

HD SLINGER ELEVATION? 99

DIRECTIONAL RHGLE OF MUD SLINGER? 368_
cls

YOU DOPE!  YOU SPLATTED YOURSELF,

147

COORDINATES OF THE SCHMOO ARE ¢ 18597 . 5696 ).

WD SLINGER ELEVATION? 24
DIRECTIONRL RNGLE OF MUD SLINGER? 45.

cls

YOU HISSED THE SCHMOD AT ( 48597 . 5696 ).
YOUR MUD HIT € 24434 , 24434 ).

MD SLINGER ELEVATION? 38
DIRECTIONAL ANGLE OF MU SLINGER? 45.

cls
YOU MISSED THE SCHMOO AT ( 48597 , 5696 ).
YOUR MUD HIT ( 28475 , 26475 ).

WD SLINGER ELEVATION? 27
DIRECTIONAL AHGLE OF MUD SLINGER? 17.
clsg

YOU HISSED THE SCHMDO AT ( 48597 . 5696 ).
YOUR MUD HIT ¢ 35975 , 10998 ).

MD SLINGER ELEVATION? 13
DIRECTIONAL ANGLE OF HUD SLINGER? 13.
cls

YOU MISSED THE SCHMOD AT ¢ 48597 . 5696 ).
YOUR HUD HIT 43861 , 4585 3.

KD SLINGER ELEVATION? 13
DIRECTIONAL ANGLE OF MUD SLINGER? 42.
cls

YOU HISSED THE SCHMOD AT ¢ 18597 , 5696 ).
YOUR M HIT ¢ 49938 , 4238 ).

HUD SLINGER ELEVATION? 14
DIRECTIONAL RHGLE OF MUD SLINGER? 15_
cis

YOU HISSED THE SCHMDO AT € 18597 , 5696 ).
YOUR MUD HIT ( 46825 , 4588 ).

HUD SLINGER ELEVATION? 12
DIRECTIONRL ANGLE OF MUD SLINGER? 14.
cis

Y0U HISSED THE SCHMOO AT ¢ 18597 , 569 ).
YOUR WD HIT ( 48354 , 4575 ).

BUD SLINGER ELEVATION? 2.5
DIRECTIONAL ANGLE OF MLD SLINGER? 44.5_
cis

Y0U HISSED THE SCHMOD AT ¢ 48597 , 5696 ).
YOUR HUD HIT ¢ 199625 , 4928 ).

MID SLINGER ELEVATION? 12
DIRECTIONAL ANGLE OF MUD SLINGER? 14.67.
cis

YU MISSED THE SCHMOD AT ( 48597 , 5686 ).
YOUR MUD RIT ( 18296 , 4789 ».

HID SLINGER ELEVATION? 12. 23
DIRECTIONAL RNGLE OF MUD SLINGER? 14.89.
cls

YOU MISSED THE SCHHOO AT ¢ 18597 , 5696 ).
YOUR MUD HIT ¢ 18686 , 4947 ).

KD SLINGER ELEVATION? 12.2
DIRECTIONAL RNGLE OF MUD SLINGER? 14.99.

cls
YOU HISSED THE SCHMOB AT ( 48597 , 5695 ).
YR HUD HIT € 48555 , 4968 ).

HUD SLINGER ELEVATION? 122
DIRECTIONAL ANGLE OF MUD SLINGER? 15.49_
cls

YOU HISSED THE SCHMOG AT C 18597 , 5696 ).
YOUR HD HIT ¢ 48537 , 5033 ).

HUD SLIKGER ELEVATION? 12 24
DIRECTIONAL RNGLE OF MUD SLINGER? 15.27_
cls

YOU MISSED THE SCHMOO AT ( 18597 , 5696 ).
YOUR MUD HIT ( 18587 , 5874 )

HUD SLINGER ELEVATION? 12 24
DIRECTIONAL ANGLE OF MUD SLINGER? 45.7.



cls

v0U WISSED THE SCHMOO AT C 48597 . 5696 ).
YOUR MUD HIT ( 18349, 5213 ).

MUD SLINGER ELEVATION? 12.26
DIRECTIONAL. ANGLE OF HUD SLINGER? 16.2.

cis

Y0U MISSED THE SCHAMOD AT ¢ 18597 , 5696 ).
YOUR MUD HIT ( 48538 , 5383 ).

HUD SLINGER ELEVATION? 1228
DIRECTIONAL ANGLE OF KUD SLINGER? 16.67-

cis

Y0U HISSED THE SCHMOD AT (€ 18597 , 5696 ).
YOUR WD HIT € 48544 , 5544 ).

HUD SLINGER ELEVATION? 42.3
DIRECTIONRL ANGLE OF HUD SLINGER? 46.79.

cis

Y0U HISSED THE SCHHOO AT ¢ 18597 , 5696 ).
YOUR HUD HIT € 18531, 3581 ).

HUD SLINGER ELEVATION? 12.43
DIRECTIONAL ANGLE OF HUD SLINGER? 16.84_

cis

YO HISSED THE SCHIMOD AT ¢ 18597 , 5696 ).
YOUR HUD HIT ( 48789 , 5663 ).

HD SLINGER ELEVATION? 12.4
DIRECTIONAL RNGLE OF HUD SLINGER? 16.65_

cis

HSCHI00 SPLATTED+ 19 MUD BALLS TOSSED.

1 SEE ANOTHER SCHH00. 1O SPLAT
HIH, TYPE HD. 7O QUIT, TYPE QUIT.

? WIT-

cls

18 01

26 PRINT @ 443, "SCHH00"

38 PRINT

48 PRINT TAB(7)*COPYRIGHT 4579 CRERTIVE CONPUTING HORRISTOHN, W

50 PRINT @ 968, "";

68 INPUT®DO YOU NEED INSTRUCTIONS®1$

78 IF LEFT$CIS, D="K" THEN (LS: GOTO 2290

88 (LS

98 PRINT TRB(38); "SCHMO0"

169 PRINT

146 PRINT®  THIS 15 A NEW SCHHOD GRUE.  SCHNMODS ARE THAGINARY CREATURES®
126 PRINT*HHO LOVE BEING SPLATTED HITH JUICY MUD BALLS. YOU. BEING A"

138 PRINT*SCHHO0 LOVER, TRY TO MAKE SCHH0OS HAPPY BY TOSSING HUD BALLS®
149 PRINTZAT THEM  YOU HRVE R MECHANICAL MUD SLINGER THAT HILL SLING®
150 PRINT™HUD TO A HAXIHUM DISTANCE OF 46,569 INCHES. YOUR JOB 1S T0*
169 PRINT®SET THE HUD SLINGER AT THE CORRECT ELEVATION (8-99) RD THE®
178 PRINT®CORRECT DIRECTIONAL RNGLE (8-368) TO SPLAT THE SCHHOO, A RIT
188 PRINTEMITHIN 488 INCHES OF THE SCHM0O HILL SPLATTER HIK °

198 GOSUB 948

208 PRINT

210 PRINT

22 Ki=9

230 Z=INT(1RND(8)+4-4E-88)

248 ON Z GOTO 256, 288, 310, 348

258 P=-1

268 G=-1

278 GOTO 368

280 P=-1

298 =1

268 GOT0 360

318 P=1

320 @=-1

338 GOTO 268

348 P=1

358 f=1

368 ¥=( INT(26088+RAD(0)+5680) )P

378 Y= INT(26808+RHD(8)+3800) )}

386 S=8

398 Ki=Kisd

480 IF Ki<2 THEN 628

418 R=INT(7+RND(8)45)

420 GOTO 628

439 PRINT"THE ELEVATION HUST BE BETHEEN 1 AND 98.°
440 GOTO 698

458 PRINT"DIRECTIONAL RNGLE MUST BE FROH 8 70 368."
469 GOTO 698

478 PRINT"XSCHHOD SPLATTED="; S; *HUD BALLS TOSSED. *
488 PRINT

498 PRINT1 SEE RNOTHER SCHMO0. TO SPLAT®

58 PRINT™HIM, TYPE MUD. TO QUIT, TYPE QUIT.®
518 PRINT

528 IHPUT C$

538 IF C4="HUD" THEN 238

540 END

558 PRINT®YOU MISSED THE SCHMOD AT (%™ %Vi®).®
568 PRINT™VOUR HUD HIT €% INTCXL): %, % INTC¥L); ™). °
576 PRINT

580 IF KiK2 THEN 658

598 IF S>=R THEM 518

688 PRINT®SCHHOD HUD HITY;R2; "IHCHES FROM VOU.®
618 GOTO 698

620 PRINT

628 PRINT*COORDINATES OF THE SCHHOO RRE (%% %% °)."
648 IF K12 THEN 688

658 PRINT®THE SCHHOO IS HAPPY TO BE SPLATTED. *
668 PRINT®TO HAKE YOU HAPPY T00, "

678 PRINT®HE HILL THROW MUD AT YOU.®

688 PRINT

690 PRINTMUD SLINGER ELEVATION®;

780 INPUT B

748 PRINT*DIRECTIONAL FNGLE OF HUD SLINGER™
728 neuT C

738 CLS

748 IF B=99 THEN 858

759 IF B>96 THEN 438

768 IF B THEN 438

779 IF (<8 THEN 438

780 IF CO(368-(4E-08)) THEN 458

798 S=5+1

268 IF Ki<2 THEN 828

810 R2=INT(RBS(3BBXRND(B)#(14-245))+58)

829 J=3. 14159265354/180

830 D=ABS(THT(9206A ! +STN(BHI 1H00S(BRIN))

240 RK1=D#C0S(CH3. 14159265358/188)

856 PA=D#SIN(CH3. 14159265358/188)

868 DA=SORC(R-RDIT2+(Y-Y12)

878 IF 180>=D1 THEN 478

£88 GOTO 558

§96 PRINT™YOU DOPE! VOU SPLATTED VOURSELF.®
588 B

910 PRINTTHE SCHHOO HAS SPLATTED YOU!”

928 PRINT"CLERN UP AHD GOODBYE!"

938 B

948 PRINT @ 979, “PRESS RNY KEY TO CONTINUE®:
958 IF INKEYS$ ="" THEN 938

968 PRINT @ 128, CHR$(3L);

978 RETURN
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Seabattie

The object of the game of SEA
BATTLE is quite simple. You are a
submarine with a mission to seek out
and destroy all of the enemy ships in
your area, using whatever means are
available. This includes torpedoes,
Polaris missiles, sabotage, and suicide.
The enemy, in turn, throws-out depth
charges in an attempt to destroy you.
There are also some underwater mines
which have a nasty habit of blowing
you up when you run into them. Other
hazards are some very hungry sea
monsters lurking about who have a
taste for submarine sandwiches.

| started writing this program two
years ago, and just finished my last
modifications just recently. Of course,
this doesn't mean | worked on it
continuously for two years. There were
some long 4-6 month stretches when |
didn’t do anything to it. It started out as
a very simple program, and | just kept
thinking of things to add to it.

I am currently a senior in Simley
Senior High School in Inver Grove

149

Heights, Minnesota, and am 18 years
old. | have been working with com-
puters since the ninth grade, and have
written many programs, including this
one.

This program always draws a crowd
in our school computer room, even
from kids who don’t even know which
end ofateletypetotypeon. | builtevery
possible inconvenience into it, to keep
people from winning too easily. | am
happy to say that when a person wins
now, it's headline news. There are
always muttered oaths to beat the
computer next time, and this alone
brings me more enjoyment than play-
ing the program.

Note: Program and writeup are by
Vincent Erickson. The original ver-
sion of Sea Battle was written in HP
Basic converted to microsoft basic
by Steve North.




SER BATTLE
COPYRIGHT 4979 CRERTIVE COMPUTING HORRISTORN, NJ

WHAT 1S YOUR NAHE? DERRIER.

cis

SETTING UP BOARD...
YOU MUST DESTROV 21 ENEMY SHIPS T0 WIN, CRPTRIN DERRIER

HHAT ARE YOUR ORDERS, CAPTAIN DERRIER? 1

OPTION §7 8.
cis
S & $ W8
&
& $
-3 [OIE
$
. & &y
o -4~
§  sbehoRoHE
Rkl ki
{5 bkt & - &
{Sy¥irirs Lo S .
. & ikl ik $ s
& o 4
. 5 & @ [OIECYERE 1

PRESS AV KEY T CONTIME

cis

AT ARE YOUR ORDERS, CRPTAIN DERRIER? 8
COURSE (1-8)7 3

POYER AYAILABLE= 5950. POMER TO USE? 168

NAYIGATION COMPLETE. POMER LEFT= 3833

DEPTH CHARGES OFF PORT SIDE, CRPTRIN DERRIER!!!

HODERATE DAMAGE. REPRIRS NEEDED.

PRESS ANY KEY TO CONTINUE

cls

——tk RESULTS OF LAST ENENY HAHUEVER #k-—

HHAT RRE YOUR ORDERS, CRPTAIN DERRIER? 1

OPTION #? 6.
cls
&> $ HY.$
-4 & & 8
$ & [
$ -§-
st
$§  sebRbbRRrE o
(S)  wwprbiber wRes-f- (&) (D
(St [¢3]
{5y ki wHoksr §
[y} oy ¢
(5 o & &
&> $

PRESS Y KEY TO CONTINE

cis
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KHAT ARE YOUR ORDERS, CAPTAIN DERRIER? 1
OPTION 47 4
DIRECTION & OF SHIPS  DISTANCES

2 i S
4 i K
7 i 7

PRESS ANY KEY TO CONTINUE

cls

AT ARE YOUR ORDERS, CAPTAIN DERRIER? 2.

cls

COURSE (1-8)7 2

LU UL DUCHU!! YOU GOT ONE: CAPTRIN DERRIER!!
DEPTH CHARGES OFF PORT SIDE, CRPTRIN DERRIER!!!

HERYY DRHAGE!! REPRIRS DMMEDIATE, CRPTAIN DERRIER!!!

PRESS ANV KEY TO CONTINE

cis

wmtiick RESULTS OF LAST ENEHY HRNUEVER #ohoe-—

HHAT ARE YOUR ORDERS, CRPTAIN DERRIER? 4.

cis

HEW DEPTH? 2589

HANUEVER COMPLETE. POMER L0SS= 1199

DEPTH CHARGES OFF PORT SIDE. CRPTAIN DERRIER!!!
HERVY DAMAGE!! REPRIRS IMMEDIATE, CRPTAIN DERRIER!!!

PRESS ANY KEY TO CONTINUE

cls

——tepk RESULTS OF LAST ENEMY HANUEVER #r-—-

VHAT ARE YOUR ORDERS, CAPTAIN DERRIER? 5.

cls

cis
TTEH DRFAGE ¢+ GOOD, 8 HEUTRAL, - BADY
ENGINES 4. 4432
SONRR-44. 5373
TORPEDOS 6. 7823

HISSILES 4.7619
MANEUVERING 43422
STATUS 80808
HERDQUARTERS 3. 5847
SRBOTAGE 9. 6646
CONVERTER 2.5318

YOU ARE AT LOCATION ¢ 48, 41 ).

cis




WHAT ARE YOUR ORDERS, CAPTAIN DERRIER? 1
SONFR IS UMDER REPRIR, CAPTAIN DERRIER

WHAT ARE YOUR ORDERS, CRPTAIN DERRIER? 8
COURSE (4-8)7 5

POER AYRILABLE= 3861 POWER TO USE? 399
KAVIGATION CONPLETE POMER LEFT= 3561

DEPTH CHARGES OFF PORT SIDE, CAPTRIN DERRIER!!!

DAHAGE CRITICAL!!!!  WE NEED HELPIY!
SEND “HELP’ IN CODE. HERE 1S THE CODE.....
ENTER CODE? XCHY

FRST HORK: CRPTRIN DERRIER!! HELP RRRIVES IN TIME TO SRVE vou!!:

PRESS ANY KEY T0 CONTIRE

cis

~—%k RESULTS OF LAST ENEMY MAMUEVER sobx—

#+ SHIP DESTROYED BY A MINE, CAPTRIN DERRIER!!!

HHAT ARE YOUR ORDERS, CRPTRIN DERRIER? 5.

cis

# OF ENEMY SHIPS LEFT....... 19
& OF PORER WNITS LEFT....... 3,3R
# OF TORPEDOS LEFT.......... g
& OF MISSILES LEFT..
§ OF CREMEN LEFT...

cls

ITEH DAHAGE  (+ GOOD, 8 NEUTRRL, - BAD)

ENGINES 4.1432
SONAR-13. 6429
TORPEDOS 6. 783
HISSILES 4.7619
HRNEUWVERING 4. 4477
STRTUS 8.9888
HERDQUARTERS 3. 5847
SRBOTRGE 10, 3168
CONVERTER 5. 9514

YOU ARE AT LOCATION ¢ 43, 44 ).

WHAT ARE YOUR ORDERS, CAPTAIN DERRIER? 4_

cis

NEW DEPTH? 2375
HANUEVER COMPLETE. POKER LOSS= 37

DEPTH CHARGES OFF STARBORRD SIDE, CAPTRIN DERRIER!!!

LIGHT, SUPERFICIAL DAMAGE, CAPTRIN DERRIER

PRESS ANY KEY TO CONTINUE

cls

—%tk RESULTS OF LAST ENEMY HANUEVER #i——-

HHAT ARE YOUR ORDERS, CAPTRIN DERRIER? 8.

cis

OPTION? (4=FUEL YO POMER, 2=POMER TO FUEL)? 1
FUEL AYRILABLE= 2308 CONVERT? 1640
CONVERSION COMPLETE. POMER= 3576. FUEL= 1588,

DEPTH CHARGES OFF PORT SIDE, CAPTAIN DERRIER!!!
HERYY DAMAGE!! REPRIRS IMEDIATE, CAPTAIN DERRIER!!!

PRESS ANY KEY TO CONTINUE

cls
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ek REQULTS OF LAST ENEHY MAMUEVER #bk-—-

HHAT ARE YOUR ORDERS, CAPTAIN DERRIER? 7.

cis
KO SHIPS IN RANGE, CAPTAIN DERRIER

HHAT ARE VOLR ORDERS, CRPTAIM DERRIER? 5_

cls

# OF ENEMY SHIPS LEFT....... 18
§ OF POMER UNITS LEFT....... 3,384
& OF TORPEDQS LEFT.....
# OF MISSILES LEFT.......... 3
# OF CREMMEN LEFT........... B
LBS. OF FUEL LEFT........... 1,508

HANT DRMAGE REPORT? Y.

cls

ERGINES 4.1432
SONAR 10, 7869
TORPEDOS -B. 8645
HMISSILES 6.2284
HRNEUVERING 4. 4177
STATUS 8. 8068
HEADQUARTERS 3. 5847
SABOTAGE 18. 3188
CONVERTER 2 8924

YOU ARE AT LOCATION ( 43, 14).

HAT ARE YOIR ORDERS, CAPTRIN DERRIER? .

cls

1TER DRMAGE  (+ GOOD, & NEUTRAL, - BAD)

ENGINES 4.1432
SONFR 18, 7869
TORPEDOS -B. 0645
HISSILES 6. 2284
HANEWVERING 4. 4477
STRTUS 8. 8888
HERDQUARTERS 3. 5847
SABOTAGE 16, 3168
CONVERTER 2 6924

YOU ARE AT LOCATION € 43, 44 ).

WHAT ARE YOUR ORDERS, CAPTAIN DERRIER? 4

OPTION 47 0.
cis
. R
&
. S
_t-
&> $ [
D § dkdkkddsr (S () (S)
Firiokiok (S krbkk
{5y otk
*ork ik
Stk ak
[ S T ¢4
$

PRESS MY KEY TO CONTINUE

cls




HHAT ARE YOUR ORDERS, CRPTRIN DERRIER? 8 i80S

COURSE (4-8)? 3 26 PRINT & 441, “SER BATTLE®
POIHER AVAILABLE= 3254, POMER TO USE? 360 38 PRINT TRAB(7)"COPYRIGHT 4579 CREATIVE COMPUTING HORRISTOMN, NJ¥
HAVIGATION COIPLETE. POMER LEFT= 2954, 48 PRINT € 963, "% : INPUTHHAT 15 YOUR NRHE®;NE:NS="CRPTRIN "+h$
HD SHIPS IN RAHGE T DEPTH CRRRGE YOU, CRPTRIN DERRIER!! 55 IF N$="CAPTAIN CHRIS" THEN 6240
€8 DDS="E254" :DIMAC1S, 26, D(D):0LS
78 PRINT *SETTING UP BORRD. .. ®
FRESS ARV KEY T0 CONTIRUE 89 FORT=1T015:FORI=1T028:A(L, )=8:NEXTY, T
cls 99 RESTORE :FORIK=47025:RERDIKS NEXTIK

188 FORX=7T013:FORY=5T(018:READACK, ¥ :NEXTY, X
118 51=18:52=18:A(51, 52)=2:S=INT(RND(16))+7
128 RESTORE :FORJK=1709:RERDJKS - NEXTJK

438 FORNLTOCINT(RID(B)#4)+1)42-4

sk RESILTS OF LAST ENEMY HANUEVER et 140 RERDDS, D9
150 KEXTX
AT ARE YOUR ORDERS, CAPTAIN DERRIER? 4 168 FORX=1T05
OPTION 47 4. 178 X=INT(RD(@)*15)+1

189 R=INT(RID(B)420)H

198 TFACKL X2)ORTHENI7S

208 AL K)=3

28 HEXTX

228 PRINT*VOU HUST DESTROV™; S *ENEHY SHIPS TO MIN *N8;®.
-kt RESULTS OF LAST ENEWY HRNUEVER #++— 236 SA=INT(RID(BIHS)H,

248 S4=INT(RND(0)#29)+1
WHAT ARE YOUR ORDERS, CAPTAIN DERRIER? 4 258 1FA(S3, S4)ORTHEN2I8

OPTION 92 1 268 (3 54)=4
DIRECTION & OF SHIPS  DISTRNCES 278 FORY=ATOINT(RMD(B)#8)+8
268 W=INT(RD@IH5)+L
1 1 16 299 %2=INTCRD(@)¥20)+1
3 i 6 380 TFACKL X2 OBTHENSS
246 AL X2)=5
PRESS RNY KEY T0 CONTINUE 208 HEXTX
339 FORK=LT04
cls 348 U=INTCRID(BIH4)42
358 Ke=INT(RID(@)+i8)+2
38 IFACKL R OOTHER48
AT ARE YOLR ORDERS, CAPTAIN DERRIER? 2. D IR
388 RESTORE
398 FORJK=LT08
489 RERDIKS
PRESSURE. THPLODES SUB UPON FIRING... YOU’RE CRUSHED!! 448 NEXTIK
THERE. FRE STILL 49 ENEMY SHIFS LEFT, CAPTRIN DERRIER 428 FORV=TOINTCRID(B)8) L
Y0U HILL BE DEMOTED TO RRMK OF DECK SCRUBBER!!! . 438 REFDHL 10
HANT ANOTHER GRIE? N 448 NEXTY
RERDY 450 MEXTX
b 468 FORI=LT09
470 DC1)=8
cls 488 REXTI
498 C=39
508 P=6000
518 F=2508
528 118
538 =3
546 D=168
550 D2=2
568 PRINT
578 PRINT'HHAT FRE YOUR ORDERS, "M
589 INPUT ©
585 IF O=1 OR 0=B THEN 608
598 LS
668 ON INTCOHLIGOTO 748, 1356, 1926, 2399, 3868, 3450, 3548, 3718, 4248, 4476
618 LS
628 FRINT*THE COMMRIDS ARE:*®
638 PRINT®  #8; MAVIGATION
646 PRINT®  B4: SONRR®
650 PRINT®  §2: TORPEDO CONTROL®
668 FRINT*  #3: POLARIS MISSILE CONTROL®
678 FRINT"  B4: HAEWERTNG®
689 FRINT*  #5: STRTUS/DAMAGE REPORT®
696 PRINT®  £6: HERDQURRTERS®
788 PRINT®  §7: SABOTRGE"
748 FRINT®  #3: POER CONVERSION®
728 PRINT®  89: SURRENDER"
730 GOTOS68
748 TFD(L)D=THENTTS
750 PRINT'ENGINES fRE BDER REPRAIR, "N&:* *
768 GUTIS8
778 IFCISTHENSED
789 PRINT®HOT ENOUGH CREW TO KM THE ENGIIES, “iN$*.° : —
798 GOT0S68 —
898 Di=1-((. 234RID(B)/48)#<-(D4=58))) :
816 G0SUBS998
220 PRINT*POHER. AVRILRBLE=";P; CHR$(8)*. POHER 10 USE™;
838 INPUT P1
848 IFPLCBORPPTHERS2

152

cls

cls




838 IFP1<=1608THENSRE

868 IFRHD(8)< 43THENSES

878 PRINT*RTOMIC PILE GOES SUPERCRITIOAL, *iN$i*!!'! HERDOUARTERS®
868 PRINT"HILL WARN RLL SUBS TO STRY FROM RRDIORCTIVE ARER!!!®
898 GOT06118

988 X=51

918 ¥=52

926 =1

938 FORK2=LTOINTCINT(PL/488+. 5)4D1+, 5)

948 IFRHXDBRNDKKICA6RDYHYLBRNDY+Y4 Q1 THENS7S

950 PRINT"V0U CAN’T LERVE THE RRER. *;Ng;*!t*

98 G0TO1638

978 ONACKHXL, Y+41)+460T0 989, 1629, 1280, 1089, 1130, 1468, 1189
988 ¥=Xek1

998 Y=Y+vi

16693 P=P-108

1816 GOT01260

1828 PRINT™Y0U ALHOST RAN RGROUID, *iNg;=!!®

1838 ACX Y)=2

1848 A(SL, 52)=8

1638 51=X

1868 52=¢

1878 GOT04438

1689 IFD)SBTHENSSS

1899 PRINT™YOU RRMMED A SHIP!!! YOIVRE BOTH SUNK, “;N$;*!1*
1188 5=5-1

1116 IFS=OTHENG188

1128 GOT06110

1138 IFDXSATHENSSS

4148 PRINT™YOU RRHFED VOUR HERDQUARTERS!! VOU'RE SLBK!!*
1158 GOTO6110

1168 PRINT*Y0U'VE BEEN BLOWN UP BY R HINE, ";Ng;®!!*
1178 GOTO6118

1488 IFRND(B)< 21 THEN1 388

1198 GOTO6116

1288 FORK3=X-2T0K+2

1218 FORY3=Y-2T0V+2

1226 IFXCORK3ISORYICA0RYZD20THENL 268

1238 IFRCYL YYOBTHENI288

1248 TFRND(B)C 25THEN 278

1255 1FO1=0THEN1288

1268 PRINT™YOU JUST HRD B NARROW ESCAPE HITH R SER MONSTER, ™N§;*t!®

1278 11=3

1288 HEXTY3

1296 MEXTX

1383 NEXTR2

4318 PRINT"HAVIGATION CONPLETE. PORER LEFT=";P; CHR$(B); * ®
1328 1FPYGTHENAB38

1338 PRINT"RTOHIC PILE HAS GONE DERD!!! SUB SINKG, CREM SUFFOCATES!®

1348 GOT06148

1358 1FD(2))=8THEN{ 3R

1360 PRINTSOHAR 1S (RDER REPRIR, *;M%;® °
1378 GOTOS68

1388 IFCOSTHENAA1S

1398 PRINTHOT ENOUGH CREH TO HORK SOMRR “N§;* *
1488 GOTOS68

1418 PRINT®OPTION #*;

1428 TNPUT 0

1438 QHINT(034)G0T04459, 1668

1448 GOTO144@

143 Gs

1468 FORX=4TO4S

1478 FORY=1T028

1488 S=" (O § -1

1498 IFACL Y)OBTHENS8

1588 IFROLRDXOASHDYOIRDYO28THEMIS3D
1518 PRINT® . %;

4520 GOT0LS78

1338 AS=RIDSCHS, ACK, Y3934, 2)

1548 IFDCSBRIDRND(L)C. 23RDAMK, ) OLRDAK I O2THENS1A
1356 IFRND(OIC 15RIDACK V)D2THENIS1B

1568 PRINTRS:

1578 HEXTY

1588 PRINT

4598 MEXTX

1668 P=P-58

1618 FRINTES?79, "PRESS ANV KEV 10 CONTINUE®:
1628 IFIRKEV$=""THEN1628

1638 (1S

1648 IFPHBTHENSER

1658 G0TO1338

1668 FORI=ATOS

1678 B(1)=8

1689 HEXTI

1699 PRINT*DIRECTION & OF SHIPS  DISTANCES®
1788 PRINT" *
1718 RESTORE

1726 FORJK=1709

1738 RERDJKS

1740 NEXTIK

153

1750 FORX=1708

1768 READ XL W

1778 3-8

1788 FORX4=17028

1798 TFS1+XI%R4CIORELHRE#KADL0RS24M A XACAORG2+ V14X 4) 20 THEN1 840
1680 IF A(SIIKI#R4, S24V4aX4)O3 THEN 1838

1818 K3=3+4

1828 B(R)=R4

1838 NEXTX4

1848 IF3-0THEN{988

1838 PRINT* %% 3,

1868 FORK4=110X3

1878 PRINTB(X4);

1888 HEXTX4

1898 PRINT

4968 HEXTX

1918 GOT01688

1920 IFD(3)>=BTHENL9S8

1938 PRINT*TORPEDO TUBES ARE UNDER REPRIR, *;N&;= °
1940 6070568

1958 IFCO=16THENL 588

1968 PRINT*ROT ENDUGH CREN TO FIRE TORPEDO, "iNg:® *
1976 GOTO568

1989 IFTTHEN2648

1998 PRINT*NO TORPEDOS LEFT, *;N&;* *

2688 GOT0568

2818 IF(K28BBTHENDOSR

2628 IFRND(B)). STHEN2858

2039 PRINT*PRESSURE 1HPLODES SUB UPON FIRING .. VOU'RE CRUSHED!!®
2640 6006118

2658 GOSUBS998

2668 ¥=51

2678 y=52

2888 FORK2={TOINT (7+5%(-~(D>38))-RHD(B)#4+. 5)

2898 IFXHRIDBRIDK+X1CA6RANDY+ DBANDY+H (2 THENR{ 50
2188 PRINT"TORPEDO OUT OF SOMAR RARMGE ... INEFFECTURL, *iN&:* ®
2448 T=1-1

2129 p=P-158

2138 IFP)BTHEN4498

2448 GOTO4338

2458 ONACRHXL, Y41 )+1GOT02168, 2208, 2368, 2238, 2278, 2328, 2348
2168 X=ReXd

2478 Y=g

2188 PRINT®.. 1., %;

2498 GOT0 2368

2263 PRINT"YOU TOOK QUT SOHE ISLAND, *;N§;*!®

2240 RCURL Y4¥1)=8

2228 §0T02410

2238 PRINTOUCH! 1! YOU GOT OHE, *;N$;"!t°

2248 5=5-4

2250 IFSOBTHEN2248

2268 GOT06188

2278 PRINTVOU BLEH UP YOUR HERDOURRTERS, *Mg;=!!!*
2288 53-8

2298 S4-8

2380 D26

2316 GOTO2240

2320 PRINT"BLAM! ! SHOT WASTED ON R HINE, “iMg;=t!*
2338 GOT02240

2340 PRINT®A SER KOSTER HAD A TORPEDO FOR LUBCH, "ilg;!!*
2358 GOTO2140

2368 NEXTR2

2378 PRINT"DWD. *

2388 GOTO2118

2399 IF D(4))=8 THEN 2428

2488 PRINT*MISSILE SILOS RRE URDER REPRIR, ™H&:* *
2419 GOTOS68

2428 TFO23THEN24S8

2438 PRINT"NOT ENGUGH CREH TO LRUMNCH R MISSILE, *iN¢;= *
2448 GOTO568

2450 IFHOBTHEN2488

2468 PRINT*NO MISSILES LEFT, ™M ®

2478 GOT0S68

2488 1FDYS6ANDD(2BBATHENDSSA

2438 PRINT*RECOHEMD THAT YOU DO MOT FIRE AT THIS DEPTH... PROCEED™;

2508 TNPUT R$
2518 TFLEFTS(RS, 1)="N"THENS60

2528 IFRND(B)C. STHENRSS0

2530 PRINTHISSILE EXPLODES UPON FIRING *;N$:*!! VOU'RE DERD!!®
2548 GOTO5418

2550 GOSUB5998

2568 PRINT®FUEL (LBS.)™;

2578 THPUT F1

2589 IFFLOGRNDFIC=FTHENR618

2598 PRINT*VOU HRVE™;F; "LBS. LEFT, %N&;" ®

2639 GOTO2568

2648 FINT(F4/75+.5)

2628 IFSLHRIAF D BANDSLHRIAT 2CI6RIDS2+HHF DORDSIHAF 2C2A THEN 2688

2638 PRINT™HISSILE QUT OF SONAR TRRACKIHG, ";M$:® NISSILE LOST. ®
2648 H=-1



2698 F=F-F1

2668 P=P-388

2670 GOTO 2438

2689 D38

2698 D4=8

2788 D3-8

2718 D68

2720 FORR=S4+X14F2-4T001 +X14F24

2738 FORY=524Y15F2-1T0524¥14F 241

2748 IFXCLOROASRYCIORD20THEN2830

2758 D3=D3~(R(X, ¥)=3)

2768 D4=D4~(ACX, ¥)=6)

2779 D5=D5-(RC% ¥)=5)

2768 DE=D6-(RCX, ¥)=1)

2798 TFRCX, ¥)YO4THEN2858

2888 PRINT*YOU/VE DESTROVED YOUR HEADQURRTERS, ®;N#;®!!!®
2810 D3=8

2828 540

2038 D2=8

2848 GOTO2889

2856 IFACX, YY)O2THEN2688

2868 PRINT*YOU JUST DESTROYED YOURSELF, *;N&;*!!!
2878 G0T06418

2888 A(X V)-8

2896 NEXTY

2988 NEXTX

2518 1FD6-OTHENR930

2928 PRINT*YOU BLEW OUT SORE ISLAND, “iN&:*"."
2938 1FDS-BTHEN2950

2948 PRINTVOU DESTROVED®; D5; "HINES, ™ili® *
2958 1FD4-8THEN2970

2968 PRINT™YOU GOT*;D4; "SER KONSTERS, “N:"t!!  GOOD HORK!!®
2570 PRINT®Y0U DESTROVED®; D3; "ENEMY SHIPS, “:R&;®!!!*

2988 5=5-D3

2998 GOT02648

3889 IFD(S))=GTHEN3ER8

3548 PRINT™BRLLAST CONTROLS ARE BEING REPRIRED, ";N&:". "

3820 GOT0568

3838 TFCO42THENBES

3048 PRINT*THERE ARE NOT ENOUGH CREM TO KORK THE CONTROLS, *i¥:" "
3050 G0TO68

3068 PRINT"NEW DEPTH";

3678 INPUTDL

3888 IFDD-8RNDDI 3BBOTHENR110

3698 PRINT™HULL CRUSHED BY PRESSIRE, “iR#;®!!®

3169 GOT06116

3148 P=P-INT(RBS(D-D1)/24.50)

3120 PRINT*HANUEVER COMPLETE. POSER LOSS="; INTCRBS((D-DA)/2+.5))
3138 D=D1

3148 (0T04499

3158 IFD(E))=OTHEN3168

3468 PRINTNO REPORTS ARE FBLE TO GET THROUGH, ™% " *

3178 GOT0368

3188 IFCO3THENG216

3198 PRINT®HO OHE LEFT T0 GIVE THE REPORT, “iM%™°

3269 GOTOS68

36 PRINT

3228 PRINT

3238 PRINT"E OF EMEMY SHIPS LEFT....... %

3248 PRINTUSINGDDS: S

30258 PRINT®H OF PORER UNITS LEFT....... %

3268 PRINTUSING™ 888, B04°:P

3278 PRINT*# OF TORPEDGS LEFT.......... °

3288 PRINTUSING DD%; T

3299 PRINT"# OF HISSILES LEFT.......... "5

3389 PRINTUSINGDDS: H

3346 PRINT™R OF CREMFEN LEFT........... %

3328 PRINTUSINGDDS; C

3330 PRINT*LBS. OF FUEL LEFT........... "

3348 PRINTUSING"#88, 2% F

3358 PRINT

3368 PRINT*HANT DRHRGE REFORT™;

3378 INPUT RS

388 IFLEFTS$(RS, 1)="N"THENBS18

3 as

348 PRINT®  ITEH
3448 BRINT®  ——
3420 DATAENGINES®, “SONAR™, "TORPEDOS", "HISSILES", “HANEWERING®
3438 DATRSTATUS", *HERDRUARTERS®, “SABOTAGE" "CONVERTER"
3448 RESTORE

3458 FORR=1T09

3468 RERDRS

3478 PRINTAS:

3488 PRINTUSING" 428, 888" DCX)

3499 NEXTY

3588 PRINT

3548 PRINT*YOU ARE AT LOCATION (%58 %, %52 ™). "

3528 PRINT

3530 GOTO568

3548 1FD(7))=BTHENRO78

DUy ®

DAMRGE ¢+ GOOD, & NEUTRRL, - BRD)"
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3558 PRINT*HERDQUARTERS IS DAHAGED. UMRBLE TO HELP, “N&:".®
3568 GOT0568

3578 IFD2OBTHENZ688

3588 PRINT"HERDBURRTERS IS DESERTED, “iN§;® °

3599 GOT0560

3688 IFSER((S1-53) 24(52-54)( 2)<=2RDDCOATHENRE38

3618 PRINTUNABLE TO COMPLY WITH DOCKING ORDERS, *;N%:" °
3626 GOTOS60

3638 PRINT"DIVERS FROM HEADQUARTERS BRING QUT SUPPLIES RRD HEM ®
3640 P=4068

365 18

3668 =2

3670 F=1568

3688 C=25

3698 D2=D2~1

3780 G0T04498

3748 IFD(8))=8THERZ748

3728 PRINT®HATCHES INACCESSIBLE, ®;N&:®
3738 GOTO568

3740 IFCOIGTHENB?78

3758 PRINT®HOT ENOUGH CREM TO GO OH A HISSION, *iN&:®.*
3768 GOTO368

3770 D3-8

3768 D4=8

3798 FORK=51-21054+2

3889 FORY=52-21052+2

3818 IFRCLOROLS0RYCAIRYI20THENRB48

3828 D3=D3-(A(X ¥)=3)

3838 D4=D4-(ACX ¥)=6)

3848 REXTY

3858 HEXTY

3868 IFDIQBTHENZESS

3876 PRINT®NO SHIPS IN RANGE, ®H&i" ®

3889 GOTO568

3898 PRINTTHERE ARE";D3; “CHIPS IN RANGE, “iN$:" *

2988 PRINTHOM HANY MEN ARE GOING, *R%:

3910 THPUT &4

3928 IFC-RD=16THENGID

3938 PRINTVOU HUST LERVE AT LEAST 10 HEN ON BOARD, “;N%:".*
3946 GOTO3989

3958 DI=INT(D3/64+. 5)

3968 D6=8

3978 FOR ¥=51-2 70 Si42

3988 FOR ¥=52-2 10 522

7998 IFD/RDA-RID(@IRD RND(8)+D3/Q1C ITHEN4ESE

4898 IFA(X, V)OITHEN4ES2

4846 D6=D6+1

4028 R(X V)-8

4838 5=5-1

4848 If 5= THEN GOTO 6489

4058 HEXTY

4868 HEXTX

4078 PRINTDG; “SHIPS HERE DESTROVED, ":H&:" "

4889 D6=9

4899 D7=8

4169 FORK=4T001

4118 D7=D7-(RID(8)). 6)

4128 NEXTA

4130 FORK=4T004-D7

4448 DE=D6-(RKD(B)C 45)

4450 NEXTX

4168 1FD4-BTHENA200

4178 PRINT"A SEA HONSTER SHELLS THE HEN ON THE HAY BACK!!!"
4468 PRINT D7; “HEN WERE EATER, “iN&:"!!"®

4198 £=C-D7

4269 PRINT D6; "HEN HERE LOST THROUGH RCCIDENTS, “iN$:® ®
4216 C=C-06

4208 P=P-INT(1HQ14RID(8)#10)

4238 GOT04458

4248 1FD(9))=0THER4270

4250 PRINT®POMER CONVERTER IS DRHRGED, “it:". "

4268 GOT0568

4278 IFCOSTHEN4ZE8

4788 PRINT"HOT ENOUGH MEN TO HORK THE CONVERTER, “;N$;™" *
4299 GOTOS68

4380 PRINTPTION? (4=FUEL TO POMER, 2=POHER 70 FUEL)"
4348 INPUT O

4328 OHOGOTO4340, 4488 '
4339 GOT04388

4348 PRINT"FUEL RVAILABLE=";F; CHR$(B);" CONYERT":

4358 INPUT C1

4368 IF (COFIDR(CIC) THER4248

4378 F=F-C1

4388 P=P+INT(C1/3)

4398 GOT04458

4480 PRINTPOMER AVAILABLE=";P-L; CHR$(8);" CONVERT®
4410 INPUT C1

4428 IFCEOP-10RCICBTHENA468

4438 P=P-C4

4448 F=F+INT(CAAD)

N0 SABOTRGES POSSIBLE "



4458 PRINT*CORVERSION COMPLETE. POMER=";P; CHR$(8);".
4468 GOTO 4498

4470 PRINT*CORARD!! YOU’RE NOT VERY PATRIOTIC, ®;Ng;=!ii®
4489 GOT0G448

4499 =8

4500 FORN=51-4T051+4

4516 FORY=52-4T052+4

4528 IFXOROASORYCIORY) 20 THENA TSR

4538 IFAGX IOITHENATSS

4548 Q=0+(RND(B)/SR((S1-X)L 24(52-1)[2))

4558 NEXTY

4568 HEXTX

4578 IFRTHEN460D

4589 PRINT"NO SHIPS IN RANGE TO DEPTH CHARGE YOU, *;Ng;*11®

4598 G0T05848

4688 PRINT*DEPTH CHARGES (FF

4618 IFRID(8)D. STHEN4648

4628 PRINT*PORT SIDE, " Ng;"1te®

4630 GOTO4658

4646 PRINT"STARBORRD SIDE, *;Ng;™i!1®

4650 1FED. 130RRND(B)). 92THEN4689

4668 PRINT*NO REAL DRMAGE SUSTRIMED, *iN$;*.*

4678 G0TO5648

4688 IFD. 360RRHD(B)). 96THEN4728

4698 PRINT®LIGHT, SUPERFICIAL DAMAGE, *;N$:" *

4708 P=P-58

4716 LETDCINT(RHD(8)#3)+1)=-RHD(8)%2

4728 GOTOS5B48

4738 1FD. 60RRND(8)). ITSTHEN4E1

4748 PRINT*MODERATE DAMAGE. REPRIRS NEEDED. *

4758 P=P-75+INT(RND(8)438)

4768 FORY=1T02

4778 A=INT(RID(B)9)+1

4788 DCO=DC-RID(O)8

4798 NEXTY

4800 GOT0S848

4818 1. J0RRND(B)). JBITHEN4BI8

4828 PRINTHERYY DAMAGE!! REPRIRS IMMEDIATE, ";N#;*111®

4830 P=P-(200+INT(RND(B)*76))

4848 FORK=1T04+ INT(RND(B)+2)

4838 Y=INT(RD(B)¥9)41

4868 DCYI=D(Y)-RID(B)*44

4878 MEXTY

4889 60105646

4898 PRINT"DAMAGE CRITICAL!'!!  HE NEED HELP!!:*

4988 Rt="YRRYUKXCHYPORHFDRSAXQURL QTREXYACYF 2¥ 1 TLCBSSYKDAIPLAEGGRCHOTS 10"
4519 ¥=INT(RID(B)#16)41

4928 PRINT"SEND ‘HELP’ IN CODE. HERE IS THE CODE: " NID$(RS, X, 4);
4338 REM

4948 FORI=1701560

4958 XTI

4968 PRINTSTRING$(4, 8); STRING$ (4, 143)

4978 INPUT"ENTER CODE";B$

4588 PRINT

4998 IF BSOHIDS(RS, X 4)THEN 5628

5860 PRINT®FRST HORK, ";N$;®!! HELP ARRIVES IN TIME TO SRVE YoU!!!®
5816 GOTO 4838

5628 PRINT*MESSAGE GARBLED, “N$:®...ND HELP ARRIVES!!:®

5938 G070 6110

3848 1F DC1))=8 OR D()>=8 TR D(4))=8 (R D(5)>=B (R D(7))=8 THEN 5088
5858 1FD(8)>=00RD(9))=8THENSB88
5060 PRINT"DRMAGE TOO MUCH, ";N$;*i!t
5978 GOT06118

5889 PRINTE979, "PRESS MY KEY TO CONTINUE™;

5898 IFINKEYS=""THENS9D

o168 s

5148 PRINT®— 3+ RESULTS OF LAST ENEMY HANUEVER #it—®
5128 FORX=1TO4S

5138 FORY=1T028

5148 IFACK VY OITHENSSES

5158 k=8

5168 ¥=D3

0178 IFXHDBRNDKHCL ERDVHDBRIDY+V( 2 THENS 268
5188 FORXB=19T04STER~1

5198 IFR(X-KRB+14/19, ¥-VeRXB) OBTHENS248

5208 LETR(X-HeXB#14/19, V-V4%8)=3

5248 REN seckicktsickbinbp st

5228 AKX ¥)=8

5238 GOT05928

5248 HEXTHS

5258 GOT6 578

5268 GNRCXH, Y+Y)+1GOTO5278, 5388, 5398, 5308, 5420, 5498, 5540
0270 AKX+, P4)=3

5288 RA(X, ¥)=8

§299 GOT05928

5368 RESTORE

5318 FORK=1103

5326 RERDJKS

5338 XTI

3248 FORXB=1TOINT(RND(8)#8)+1

=" F; CHR¥(8);".

VOU/RE SLK! 1"
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0358 REFDM, Y

5368 HEXTHE

9378 IFXHLORKHDASORYHY L ORYHD 28 THENS 08

5389 GOT05268

3398 IFD)STHENS388

5488 PRINT®#++ YOU/VE BEEN RAMED BY A SHIP, *jNg;*!it*
5416 GOT06118

5428 IFRHDCO)C 15THENS:208

5438 PRINT"++x YOUR HERDQUARTERS KRS RRPED, *:Ng;~111*
448 53-8

M8 54=9

5468 2=

3478 ACXHL Y+V)=B

488 GOTOS516

498 IFRND(8)C. 7THENS 388

3508 PRINT"s++ SHIP DESTROVED BY R HINE, *:N#;"!!!*

5548 5-5-1

528 IFSOBTHENT288

5538 GOT06188

5548 IFRND(B)C STHENS208

358 PRINT ek SHIP EATEN BY B SER MONSTER, ;N *!!®

68 5=5-1

5578 GOT03528

88 IFAMK, VIOSTHENSS20

T390 IFXHH CLORKHI 4 SORMHRLORY+HD 20 THENS640

5680 DNACKHIL Y+M2)+400TOS648; 5640, 5738, 5758, 5809, 5618, 5850
S618 AL, YHR)=6

9628 R(X ¥)=8

5638 (0105928

3648 RESTORE

5658 FORJK=1T09

5668 RERDIKS

0678 NEXTIK

5688 FORXB=1TOINT(RID(B)48)+4

3690 READ ML 12

5708 HEXTXB

5740 IFX+H (AORK DA SORY+H2CL0RY+H2)20THENS648

9728 G0T05688

3738 PRINT“+et YOU'VE BEEN EATEN BY R SER MONSTER, "jN§;"!t*
5746 G0T06116

5738 1FRHD(B)). 2THENS648

5768 PRINT"+k SHIP EATEN BY § SER HONSTER, "Ngi*!!"

5778 5=5-4

5788 IFSOBTHENS618

5799 GOT06189

5600 PRINT"++ A SER HONSTER ATE YOUR HERDQUARTERS, *;H$;"1!®
5818 938

5820 54=9

3838 D=8

5848 GOTO3618

5858 IFRMD(B)C. 7STHENSG48

5868 PRINT"+br A SER MONSTER FIGHT, *iMgi*i1t %

3878 IFRRD(B)C STHENG9%8

3689 PRINT"AND OHE DIES!!®

0898 GOT05610

5988 PRINT*IT’S A TIE!!®

5918 GOT05648

5929 NEXTY

5938 KEXTX

$948 FORY=1T09

5998 X=INT(RHD(B)¥9)+1

5968 DCRY=DCX)+(RHD(L )+ (24RHD(LI#2) Y14 (= (DCS1)DR-(D>2888) ) Y~ (D(XICIY)
5978 HEXTY

5988 6010568

S99 DATA-L 8,~4 4, 8 L L L 4 8 4,-4 8,-1,-1,-1
6668 PRINT™ COURSE (4-8)%;

6848 INPUT C1

6628 IFCLCIORCISTHENGR08

6638 RESTORE

6848 FORJK=1T09

6858 RERDJKS

6868 NEXTIK

€870 FORRI=1TOINT(C4+. 5)

6858 RERDXL, V1

6898 NEXTX9

6168 RETURH

6118 PRINT"THERE RRE STILL™;S; *ENEHY SHIPS LEFT, “N:® ®
6128 PRINT®YOU WILL BE DEMOTED TO RAMK OF DECK SCRUBBER!!!"
6138 PRINT"RANT AHOTHER GRIE";

6148 INPUT R$

6158 IFLEFT$(RS, 1Oy THENGL78

6168 01.5: GOTO0 78

6178 1D

6188 PRINT"GOOD KORK, “;N$;™!'! YOU GOT THEM ALL!I'"

6198 PRINT"PROHOTION AND COMMENDATIONS WILL BE GIVEN INMEDIATELY!!!*
6209 GOT06138

6U8DATA G, 4, L 4, 6,8, 8 L 1, 4, 1,
628DATAL 1.6 8 L L 8 L 4 8 &
6238 £

6248 (LS:PRINTB414, "YOU LOSE*

8,
66618868

L L L8 LLL 16884



Seawar

You are the commander of a fleet of
ships operating in enemy territory.
Your task force consists of 9 ships, and
the enemy has 9 ships. Whoever sinks
all of the opponent’s ships first wins the
campaign.

You, as the commander, must
provide the angle of elevation at which
the guns will be fired, neglecting air
resistance. Your instruments will read
the range to the target, and the initial
velocity is held constant at about 675
meters per second.

SEAWAR will help you learn about
the paths of projectiles and what
happens as the angle of elevation
varies.

1. First, what do you think the path of
the projectile looks like. Make a
sketch. (if you're still not sure, do
some research in the library—it will
help you win the battle, com-
mander!)

a. What angle of elevation do you
think will give the maximum

range?
b. What will happen if you fire the
guns at 0°?

c. What will happen to the projectile
if you fire it straight up?

2. After becoming proficientatwinning
the battle, change the initial velocity
of the projectile. How does this
affect the range?

The original SEAWAR had a timing
function that allowed only about 7
seconds to make your next move. If
your computer has a timer, this would
be a neat addition.

The origin of SEAWAR is unknown. It
was revised and submitted to us by
David S. Paxton. It was further revised
and the writeup prepared by Mary T.
Dobbs, Mathematics and Science
Center, Glen Allen, Virginia. It first
appeared in Creative Computing,
May/Jun 1975.

SER HAR

COPYRIGHT 4979 CREATIVE COMPUTING HORRISTOMN, NJ

DO ¥OU HEED INSTRUCTIONS? VES.

cis

SERRAR

¥0U TELL YOUR GUN CREMS THE ELEVATION 70 SET THEIR GUNS.
ELEVATION 1S IN DEGREES FROM 8 T0 368

YOUR TASK FORCE CONSISTS OF 3 DESTROVERS, 2 CRUISERS.

2 BATTLESHIPS, AND 2 HERYY AIRCRAFT CARRIERS.

THE ENEMY KRS 9 SHIPS FOR HIS DEFENSE.

IF Y0U SUCCEED IN SINKING ALL HIS SHIPS BEFORE HE SINKS

YOURS, YOU HAVE MO HOMEVER, IF HE SINKS ALL YOUR SHIPS
BEFORE YOU HAVE DEFERTED HIM, YOU HAVE LOST!!

PRESS ANY KEY TO CONTINUE

cls

LET US BEGIN!!!

YOUR FLAGSHIP HAS DETECTED A U-BORT APPRORCHING AT 5 FATHOMS.
YOUR SUBMARTME DETECTION EQUIPMENT RERDS THE RANGE TO THE TARGET
5 17228 HETERS.

THE U-BORT HRS COMMEMCED FIRING TORPEDOES AT YOUR SHIPS.

HIS FIRST TORPEDD EXPLODED 439 METERS BEHIND YOUR SHIP.

WHAT ELEVATION #+ 7 38.

156



——FIRE! 1!

DEPTH CHARGE EXPLODED 27858 METERS AFT OF TRRGET.
THE ENEHY TORPEDO EXPLODED 56 METERS IN

FRONT OF YOUR SHIP.

HHAT ELEVATION +¢ 2 37.4_

cls

~——FIRE!!!

DEPTH CHARGE EYPLODED 27653 METERS FT OF TARGET.
THE ENEMY U-BORT SRHK OHE OF YOIR DESTROVERS!!
HHAT ELEVATION ++ 2 29.7.

cis

~—FIRE! 1!

DEPTH CHARGE EXPLODED 22883 METERS RFT OF TARGET.
THE ENEMY U-BORT SANK YOUR HERVY CRUISER!!

RHAT ELEVATION %+ ? 3{_

cls

~-—FIRE!!?

DEPTH CHARGE EXPLODED 23836 METERS AFT OF TARGET.
THE ENEMY TORPEDO EXPLODED 252 METERS IN

FRONT OF YOUR SHIP.

240 A=A

220 GOTO 368

238 RESTORE

248 IF 0=9 OR A=9 THEN 768

20 FR %=1 T0 A

268 RERD 7¢

278 WEXT ¥

2680 RERD Z7¢

298 R=Rl

388 IF Z$="RIRCRRFT CRRRIER" THEN 358
218 IF Z¢="U-BOAT" THEN 1750

328 IF Z§="TORPEDD BOAT" THEN 348
338 P=1

348 GOTO 368

358 RESTORE

368 PRINT: PRINT "YOUR FLAGSHIP REPORTS THE SIGHTING OF AN ENEMY *:2¢

378 T=42800-30006+RND(B)+(RND(B)#18)*. 987654+162
388 IF T(16688 THEN 378

399 5-8: P2=@

488 T=INT(T)

419 IF 2¢="U-BOAT" THEM 1798

428 PRINT "YOUR INSTRUMENTS RERD THE RANGE TO THE TRRGET RS"; T; "METERS.

438 IF P=1 THEN 1298

449 IF 54 THEN 460

458 GOTO 588

469 PRINT "BAD SHOT, THE TRRGET HAS MOVED OUT OF®
478 PRINT "RANGE!!! LET’S TRY IT AGAIN!!!®
488 51=5145

498 GOTO 389

508 PRINT “WHAT ELEVATION + =

518 INPUT B: (1S

328 PRINT

038 PRINT *°

548 PRINT "—-FIRE!I!®

558 §=5+1

568 IF B)36B THEN 1248

578 IF B<B THEH 698

588 IF B<@ THEN 718

599 IF B=99 THEN €78

668 IF B>338 THEN 718

618 IF £>188 THEN 1188

628 IF B>158 THEW 1118

HHAT ELEVATION ++ 7 54. 638 IF B)98 THEN 998

648 V=675, 265

cls 658 E=INT(T-(VAL2/9, BIGETHSING248/57. 3)))
€69 IF RBSCE)C=182 THEN 928
678 IF £)109 THEN 1656
688 IF EC=160 THEN 1838
699 PRINT "GUN BACKFIRED, KILLING CREW!"
789 GOTO 748
748 PRINT "HHAT ARE YOU TRYING TO DO? KILL SOHE FISH? THE SHELL®
728 PRINT “EXPLODED UNDER WATER FIFTY HETERS FROM YOUR SHIP!!!®

-—-—FIREI 738 GOTO 1388
DEPTH CHARGE EXPLODED 27887 METERS RFT OF TRRGET. 748 PRINT © ADMIRAL PLERSE tritw
THE ENEMY TORPEDO EXPLODED 165 HETERS IN 758 GOTO 1388
FRONT OF YOLR SHIP. 768 FOR Ai=1 T0 1868: NEXT: CLS: PRINT TRB(A3); “sbkbries PEACE tobkbik™
BAD SHOT, THE TARGET HAS MOVED OUT OF 778 PRINT: PRINT: PRINT
RANGE!!! LET’S TRY 1T RGRIN'!! 768 PRINT “Y0U FIRED"; 54; "ROUMDS. THE ENEMY FIRED™; 52; "ROUMDS, ®
798 IF 0=3 THEN 818
YOUR FLAGSHIP HAS DETECTED A U-BORT APPROACHING AT 5 FATHOMS. 888 IF A=9 THEN 848
YOUR SUBHARINE DETECTION EQUIPMENT RERDS THE RRNGE TO THE TARGET 218 PRINT "ALL OF VOUR SHIPS HAVE PEEN SU SO SORRY.*
A5 38661 HETERS. 828 PRINT *THE BATTLE IS OVER ......... THE ENEMY HINS!®
THE U-BORT HAS COMMENCED FIRING TORPEDCES AT YOUR SHIPS. 83% GOTO 1968
HIS FIRST TORPEDO EXPLODED €8 METERS BEHIND VOUR SHIF. 846 PRINT "Y0U HAVE DECIMATED THE DNERY. . THAT’S NICE. *
HHAT ELEVATION #+ 2 _ 852 PRINT “THE BATTLE IS OVER ......... YoU HINLT e
cls 868 GOTO 1968

870 PRINT "YOU IDIOT!! YOU SHOT STRAIGHT UP, AND THE SHELL®
889 PRINT "LANDED ON YOUR OMN GUN POSITION, DESTROVING ITt!t¥

638 GOTO 1380

580 PRINT "HEY STUPID, YOURE FIRING ON YOUR OMN SHIPS!!'®
10 CLS: PRINTR44Z, “SER HAR® 948 GOTO 1380
20 PRINT: PRINT TRB(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWL NJ* 928 1F Z$="U-BOAT* THEN 948
39 FRINTR96G, "*; - INPUT ®DO Y0U NEED INSTRUCTIONS®;I$ 938 GOTO 968
48 IF LEFT$(1%, 1)="Y" THEN 50 ELSE GOTO 488 949 PRINT "DEPTH CHARGE EXPLODED RIGHT ON TOP OF THAT gRBY!!!®
30 CLS: PRINT TRB(29); "SERNRAR": PRINT 938 GOT0 978
68 PRINT “YOU TELL YOUR GUN CREUS THE ELEVATION TO SET THEIR GUKS, * 968 PRINT ® = BOOM #°
78 PRINT “ELEVATION 1S IN DEGREES FROM 6 T0 68" 978 PRINT "*
€8 PRINT 988 M$="TRARGET DESTROVED!!! L
98 PRINT "YOUR TRSK FORCE CONSISTS OF 3 DESTROVERS. 2 CRUISERS, " 998 H§=" #+ ROUNDS EXPENDED. *
168 PRINT "2 BATTLESHIPS, RMD 2 HERVY RIRCRAFT CARRIERS, " 1683 PRINT M$; Sil¢
1410 PRINT *THE ENEMY HAS 9 SHIPS FOR HIS DEFEMSE. ® 1818 PRINT “YOU HRVE LOST"; 0; "SHIPS, AND THE ENEMY HAS LOST® AL CHR$(8); " *
128 PRINT 1628 51=5145
136 PRINT “IF YOU SUCCEED IN SINKING ALL HIS SHIPS BEFORE HE SINKS® 1638 PI=8
148 PRINT *YOURS, YOU HAVE HON. HONEVER. IF HE SINKS ALL VOUR SHIPS® 1648 GOTO 238
150 PRINT “BEFORE YOU HRVE DEFEATED HIM VYOU HAVE LOST!!® 10858 IF 24="U-BOAT" THEN 1898
168 PRINT@979, "PRESS ANY KEY TC CONTINUE": 1866 PRINT "SHOT FELL";RBS(EY; "HETERS SHORT OF TARGET.®
178 IF INKEY$="" THEN 170 1678 GOT0 1388
188 CLS: PRINT “LET US BEGIN!!!® 16898 1IF 7¢="U-BOAT" THEN 1918
198 PRINT ¢ 1098 PRINT "SHELL OVERSHOT TARGET BY™; ABS(E); “METERS. *
200 RERD 2% 1188 GOTO 4389
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, 1148 REH

4428 PRINT © Y0U SHOT A PROJECTILE INTO THE AIR.®

1438 PRINT * IT FELL 70 THE HATER. YOU KNOW HOT MHERE...®
4449 PRINT "BUT 1 DO, YOU IDIOT, YOU JUST SANK YOUR OWM FLEET TRMKER!!®
1156 51=5141

1168 IF P=1 THEM 1280

1478 GOTO 440

1469 PRINT "WHAT ARE YOU TRYING 70 DO?? DRILL A HEW HATCH?? THE SHELL®
1198 PRINT "EXPLODED IN YOUR SHIP, DESTROVING IT!!!”
1288 0=0+1

1248 IF 0=5 THEN 768

1220 IF P=1 THEN 1388

1238 GOTO 748

1248 PRINT *MHERE DID YOU LERRH TO TYPE? *;B; "DEGREES EXCEEDS 368 BY®
4259 PRINT B-368; "DEGREES. *

1268 51=5441

4278 IF P=1 THEN 1388

1280 GOTO 448

179 PRINT “THE EMEMY ™28;" IS FIRING ON VOR SHIPS!®
1308 P4=1234«RUD(RID(B) ) +(RND(B)*18)

1318 IF P4)560 THEN 1309

1326 IF P2=1 THEN 1398

1338 IF INT(P4)<108 THEN 1568

1348 IF 24="U-BORT" THEN 1869

1358 PRINT °HIS FIRGT ROUND FELL®; INT(P4); "HETERS SHORT. ™
1368 52=52+1

1376 GOTO 448

1388 IF P2=1 THEN 1368

1399 Pi=1258+RND(RND(E) )+(RAD(B)*18)

1488 IF PAOP4 THEN 1398

1418 1F P1((P4-408) THEN 1396

1420 I P1<109 THEN 1489

1438 Pa=P1

1448 52=0244

4458 IF 24="U-BOAT" THEN 1938

1468 PRINT “THE ENEMY ROUND FELL™; INT(PL); "HETERS SHORT."
1470 GOTO 448

1488 52=52+1

1498 =1

1569 GOSUB 1618

1516 PRINT "THE EMEMY ™24 ° SAHK D%

1528 0=0+1

4538 IF 0=9 THEN 768

1548 IF D$="YOUR LRST BATTLESHIP!!" THEN 768

15508 GOTO 448

1568 Re=1

1579 GOSUB 1618

1588 PRINT “IN FACT, HE JUST SRNK °;D$

1598 0=0+1

1688 GOTO 1530

1618 RESTORE

1620 FOR C=1 TO (9+0)

1638 RERD D$

1648 HEXT C

1650 RERD D§

1669 DATA "U-BORT®. 248 1t SHORE GUN®, 78,888 TON CRUISER"
1678 DATA "BATTLESHIP®, "TORPEDO BOAT", "HERYY FRIGATE®

1688 DATA "E-TYPE DESTROVER®, "GUIDED-MISSLE SHIP®, "AIRCRAFT CRRRIER®
1698 DATA “0NE OF YOUR DESTROVERS!!®, *YOUR HERVY CRUISER!!®
1788 DRTA "ANOTHER OF YOUR DESTROYERS!'", “ONE OF YOUR BRTTLESHIPS!!®
1718 DATA "YOUR LAST DESTROVER! !°: “YOUR AIRCRAFT CARRIER!!®
1720 DATR *YOUR LIGHT CRUISER!'®, *YOUR LRST AIRCRAFT CARRIER!!®
1728 DATR "YOUR LRST BATTLESHIP!!®

1748 RETURN

1750 PRINT: PRINT "YOUR FLAGSHIP HAS DETECTED R U-BOAT APPROACHING AT 5 ™

1768 PRINT °FATHOMS. *

1778 P=t

1789 GOTO 378

1798 PRINT "YOUR SUBMARTHE DETECTION EQUIPHENT READS THE RANGE TO THE';
1880 PRINT " TARGET";

1816 T=INT(T-1508)

1828 IF (6 THEN 378

1838 PRINT °RS"; T; "HETERS.

1840 PRINT °THE U-BOAT HAS COMMENCED FIRING TORPEDOES AT YOUR SHIPS.*
1856 GOTO 1308

1868 PRINT "HIS FIRST TORPEDO EXPLODED®; (INT(P4)-58); "HETERS BEHIND";
1876 PRINT * YOUR SHIP.®

1880 GOTO 1368

1898 PRINT "DEPTH CHARGE EXPLODED"; ABS(E); "HETERS SHORT OF TARGET. "
1969 GOTO 1288

1948 PRINT "DEPTH CHARGE EXPLODED™; RBS(EY: “METERS AFT OF TARGET. "
1528 GOTO 4388

1930 PRINT “THE ENEMY TORPEDO EXPLODED®; CINT(P1)-58); "HETERS IN"
1940 PRINT “FRONT OF YOUR SHIP. °

4958 GOTO 446

1968 END
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Shoot

The scene is some time in the near
future. You and another individual on
the other side of the planet are the only
survivors of a total atomic war. (Yes, |
know it's corny.) This war was fought
totally with ground based atomic
missiles. Both you and the surviving
enemy have found the last missile
bases left from each side. Fortunately
(for me anyway), these missile grids
are made and operated identically.

Each player moves on and is
restricted to a 10 by 10 missile matrix.
Every co-ordinate on the grid cor-
responds to a mini-missile base. At
every base, there is a terminal tied into
the main scanner computer, located
safely many miles away. From each
terminal, the player obtains informa-
tion relevant to the current situation.
Because of the way the missiles are
constructed, the area left after lift-off
is exposed to high doses of raw
radiation and may not be occupied by
life. The same is true of an area that has
been struck by a missile, it is extremely
lethal and would kill anything entering
the vicinity.

Due to the fact that everyone else is
dead, all machinery must be operated
manually. This means that the players
must set the target co-ordinates and
latch the fuse for the missile to be shot
off. After that, the players must flee the
area. This is done in a small shuttle car,
equipped with sensor devices to avoid
dangerous areas. But due to its limited
power reserves, it can go only two units
in any direction, up, down, or diagonal-
ly, and no more or less. The danger
involved is that while in flight, the
player is away from a scanner com-
puter terminal and will not know where
the enemy missile is aimed to land.

In the time it takes to move to the new
base, the missiles will be at the apex of
their flight above the earth. There the
computer will give out tracking infor-
mation as to whether you hit the
enemy, or he hit you, or both. if the
missile is coming down to. hit the
player, there is no escape. The time
required to recharge the shuttie car is

longer than the time it takes for the
missile to hit the ground. If either
player is unfortunate enough to get
trapped into a corner, the seeping
radiation will eventually kill him.

So it is plainly a game of kill or be
killed. However, don't be misled into
thinking that it is simply a game of luck,
several different strategies may be
applied to destroy the enemy.

Line by line explanation.

Lines 440-490. | assemble three
commonly used print strings. S$
becomes a string of fourteen spaces.

Lines 500-530. Here is the dimen-
sioning of the four matrices, and the
start-up and circle check data. The
matrices “I"” and “H" stand for player
and enemy playing fields (I and HE).
the “T” matrix isa temporary list for use
by the enemy, and is part of the “smart”
algorithm. It is loaded up during each
pass with the possible places he could
move to, or looking at the possible
places where the player could move.
The “P" matrix is filled with the eight
possible co-ordinates that one may
move to. | might say here that the
program may be modified for a longer
and more challenging game by chang-
ing the data in line 530. Change all the
twos to ones and the two players may
move only one unit away from their
previous position, instead of the two
used now.

Lines 540-730. | set up a random
number to decide which pair of corner
co-ordinates the enemy will be started
in. | then proceed to set the pair from
550 to 570. | then digress to zero my
matrices. Picking up where | left off,
lines 640 to 680 peel away any unused,
but unwanted data, keying on the
unique first number of the last pair.
From there the remaining data is
dumped into “P.”

Lines 740-820. Make the report that
the enemy has been “fooling around.”
The starting co-ordinates for the player
are then obtained and checked. From
there the valid loop switch is set, amap
is printed, and the program is thrust
headlong into the main routine.
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Lines 830-920. Here the co-ordinates
for the missile and the new spot to sit
on are obtained and verified of their
validity.

Lines 930-1080. “Enemy” decides
where player might be going from last
position, and aims his missile in that
direction.

Lines 1090-1280. The “enemy” looks
for place to go. If he has cornered
himself, say so, prepare him for his
execution, and make it look like he
hasn't fired a missile. Otherwise, he
chooses a new co-ordinate to rest
upon.

Lines 1290-1480. Now we move
everyone around (where we can), and
start to find out who got who, ifanyone
at all. Then from 1430-1480 there is a
check to discover whether the player
has a place to go or not. lf not, another
message is printed and player will die
quietly after output.

Lines 1490-1780. Here the printing of
the two matricesis done. Avalue of one
or zero is tested for making the proper
symbol. After the output is complete
“Z" is checked to see if anyone died on
the way. If no one had, return for
another pass, else terminate the
program.

I spent a lot of time debugging this
program. After | finally got it to work, |
found that it became somewhat addic-
tive. The tension does seem to build
when the game reaches the final
possible moves. | found there are two
different useful strategies that may be
applied.

My favorite is building a fence around
the enemy with missile shots. The idea
is to cut off his movements while trying
to keep out of his way. The other
method is the one the enemy uses.
Here the player shoots at where he
thinks the opponent may be each time.
Quite often the game is ended early,
the odds of being hitbecome too great.

Any method you use, or another you
may think of, will fend long hours of
enjoyment. Have fun!

The program and description were
written by David Spencer.



SHOOT
COPYRIGHT 1979 CPERTWEOgOHPUTXHG HORRISTOMN, NJ
cls
DO YOU MEED IMSTRUCTIONS? YES.
cis
SHEOT

1T 1S THE FINAL HOUR OF HAN. YOU AND R WARRING MATIOR

HAVE ENTERED INTO R LAST CONTEST. ALL THE LIFE NOM LEFT OH
EARTH ARE YOU AND YOUR ENEMY. BOTH HE RND YOU HAVE FOUD THE
LAST REHAINING ATOHIC MISSILE SILO WRTRICES ESTRBLISHED BY
THE NOW-DERD SUPERPOMERS. HE, LIKE YOU, WISHES NOT T0 DIE
BUT 70 LIVE IN PERCE

HOMEVER 1T HAS BECOHE APPARENT THRT HE FEELS HIS PERCE
THRERTENED AND 15 PREPARING AN ATTRCK BOTH YOU AND HE HAVE
SCARMERS THAT HILL HARN YOU OF HIS MOVEMENTS RID TRACK THE
FLIGHT OF HIS ATONIC MISSILES, THUS HE 15 HORKING SLOWLY.
THE ENEWY, LIKE YOURGELF, HAS A MISSILE GRID NEARLY
IDENTICAL IN STROCTURE AND OPERATION TO YOURS.

PRESS ANY KEY TO CONTINUE

cls

YU ARE THE ONLY ONE LEFT, IT WILL BE NECESSARY TO FIRE ALL YOURM
ISSILES MANURLLY. ONCE THE FUSE IS SET, YOU MUST FLEE THE
FRER AND GET THO GRID UNITS RURY. VYOU MRY NEVER RETURN TO
THIS SPOT, OR A SPOT WHERE R WISSILE HAS LANDED; THE
RADIATICH 15 INTENSE AHD HOULD MERN RH THSTRNT, PRINFUL
DEATH.

S0 THE STAGE HAS BEEN SET. THERE IS PERCE UNTIL THE
SIGH THAT THE ENEWY HAS WOVED TO RIS HISSILE RRHGE. HE WILL
FIRE EVERY TIME YOU WILL, AND DO SO UNTIL ONE OF ¥OU IS
DESTROVED.

PRESS ANY KEY TO CONTIMUE

cis

ERCH TINE A ROUND OF WISSILES HAS BEEM FIRED, THE

GCRNMERS WILL REPORT THE STRATUS OF BOTH YOUR'S AND THE ENEMY’S
GRID TERRITORY. 1T WILL SHOM RLL AREAS THAT HAVE HAD EITHER

§ HISSILE HIT OR R MISSILE FIRED FROM IT. WITH THIS
CONTIHURLLY UPDATED WAP, YOU MAY BE RBLE TO INDUCTIVELY
DISCOVER OR TRAP YOUR OPPONENT. BEWARE, HE WILL 6F TRYING TO
DO THE SAME TO YOU.
PRESS ANY KEY TO CONTINUE

cis
YOUR TERRITORY ENEHWY TERRITORY
12345678318 12345676910
i : i :
2 2
3 3
4 4
5 5
[ 6
7 7
8 8
9 9
18 :: : 19

SCANHER COMPUTER: ENEMY ACTIVITY ON GRXD-RT 1,18
YOUR STARTING CO-ORDINATES? 3,3

cls
YOUR TERRITORY EHEMY TERRITORY
12345676318 12345678310
i: it 1k
2 2
3: 3:
4 4
5 5:
6 6:
7: 7
8: g:
9: 9.
18 10 :

HISSILE CO-CROIHATES? 18,4.
YOUR STARTING CO-DRDINATES? 2,2

cls
YOUR TERRITORY ENEMY TERRITORY
12345676910 12345678518
1 b i: *
2 2
2 3:
4 4
5 5:
6 6
7: 7:
8: 8:
q-
16 :

HISSILE CO-ORDINATES? 16,4
VHERE TO MOVE T0? 2,5-

cls
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YOUR TERRITORY EHNEMY TERRITORY
12745678918 245678310
{orrene i .
2 2 :

ER 2

4 4

5 5

6 6

7 7

8 8

k] 9

18 16 oo

HISSILE CO-ORDINRTES? 10,4
WHERE TO MOVE 107 2.5
IHERE TO HOVE T0? 4,1
WHERE T0 MOVE T0? 3,5.

cis

YOUR TERRITORY ENEMY TERRITORY
12345678344

1 1: :

2 2:

3 3:

4 4

5: S

6 6

7: 7

8 : g

9: g

18 10 :

MISSILE CO-ORDINATES? 6,9
VIERE T0 HOVE T0? 44
WERE TO MOVE TO? 3,5

cis
YOUR TERRITORY ENEMY TERRITORY
12345678918 12245678910
1 1: :
2
I 3
4 4.
3 5
6: €
7. 7
8 8
9 9
80 : 18

HISSILE CO-ORDINATES? 7.4
VHERE TO HOVE 107 5.7

cls
YOUR TERRITORY ENEMY TERRITORY
12345676510 12243678318
1 . i Tk
2 2 :
3 2
4 4
5 S
6 [
7 7
8 8
9 9

18 i
HISSILE CO-ORDINATES? 7.4
HHERE 70O MOVE T0? L4

cis

18 0N ERROR GOTO 174¢: (LS. FRINTE4L4, "SHOOT"

29 PRINT: PRINT TREC?) "COPYRIGHT 1979 CREATIVE CONPUTING HORRISTOMN, MJ®
7R PRINTRSSE, " INPUT "00 YOU HEED IHSTRUCTIONS"; I$

48 0LS

5B IF LEFTSCIS 10" GOTO 438

69 PRINT TAB(29? "SHODT"- PRINT

70 FRINT * 1T 1S THE FINAL HOUR OF MAN. YOU AND A WARRING MATIOH'

9 PRINT "HAVE ENTERED INTO A LAST CONTEST. ALL THE LIFE NOW LEFT O
o3 PRINT "EFRTH ARE YOU AND YOUR EMEMY. BOTH HE AND YOU HAVE FORD THE
105 PRINT "LAST REMRINING ATOMIC MISSILE SILO MATRICES ESTABLISHED BY"
140 PRINT "THE NOW-DERD SUPERPOMERS. HE. LIVE W0U. HISHES HOT 70 DIE®
420 PRINT “BUT TO LIVE IN PERCE °




138 PRINT

148 PRINT " HOMEVER IT HAS BECOME APFAREMT THAT HE FEELS HIS PERCE®
158 PRINT "THRERTENED AND 15 PREPARING AN ATTACK BOTH YOU AND HE HAVE®
168 PRINT "SCRNHERS THAT WILL WARM YOU OF HIS MOVEMENTS AND TRRCK THE"
178 PRINT "FLIGHT OF HIS ATOMIC MISSILES, THUS HE IS WORKING SLOMLY.®
188 PRINT "THE ENEMY, LIKE YOURSELF, HRS A MISSILE GRID NEARLY®

199 PRINT "IDENTICAL IN STRUCTURE AMD OPERATIGN TO YOURS. "

268 PRINTE973, "PRESS ANY KEY TO CONTINUE®;

20 IF INKEYS="" THEN 218 ELSE PRINTG420, CHR$(1);

228 PRINT "YQU ARE THE ONLY ONE LEFT, IT WILL BE MECESSARY TO FIRE ALL YOUR™;
238 PRINT "NISSILES MANUALLY. ONCE THE FUSE IS SET, YOU MUST FLEE THE®
248 PRINT “AREA AND GET THO GRID UNITS AMAY. YOU MAY NEVER RETLRN To*
256 PRINT “THIS SPOT, OR A SPOT WHERE A HMISSILE HAS LANDED; THE®

266 PRINT "RADIATION IS INTENSE AND WOULD HERN AM INSTANT, PAINFLL™
276 PRINT “DEATH. *

288 PRINT 50 THE STRGE HAS BEEM SET. THERE IS PEACE UNTIL THE®

298 PRINT "SIGN THAT THE ENEHY HAS HOVED TO HIS MISSILE RANGE. HE WILL®
280 PRINT "FIRE EVERY TIME YOU MILL, AND DO SU UNTIL ONE OF YOU IS
318 PRINT "DESTROYED. ®

320 PRINT@S79, °PRESS ANY KEY TO CONTINUE™;

230 IF INKEVS="" THEN 330 ELSE PRINTE128, CHR$(Z1);

340 PRINT " EACH TIME A ROUND OF MISSILES HAS BEEN FIRED, THE®

338 PRINT "SCANMERS WILL REPORT THE STATUS OF BOTH YOUR’S AND THE ENEMY’S®
360 PRINT "GRID TERRITORY. IT WILL SHDM ALL ARERS THAT HAVE.HAD EITHER"
378 PRINT "R MISSILE HIT OR R MISSILE FIRED FROM IT. WITH THIS®

788 PRINT "CONTINURLLY UPDATED MAP. YOU HAY BE RBLE TO INDUCTIVELY®
358 PRINT "DISCOVER OR TRAP YOUR OPPONENT. BEWARE, HE WILL BE TRYING TO"
488 PRINT "D0 THE SAME TO YOU.®

410 PRINTBI?S, “PRESS ANY KEY TO CONTINUE™;

428 IF INKEY$="" THEN 428 ELSE (LS

438 G§="  12345678940"

448 C4="SCANNER COMPUTER: "

458 S4="*

468 FOR %=1 70 14

470 S=5+" *

489 NEXT %

498 DIM 1¢18,18), (16,18, T(8,2), P(8, 2): GISUR 1478

0o 0ATA 10,18 . 1.1, 16,1, L10, 18,9, 918, 1.2, 21

S18 DATA -2,-2, 8,-2 22, 2.8, 22, 82,-22,-2.0

529 R=INT(RND(@)¥8+1)

536 FOR X={ TO R

540 RERD A, B

558 NEXT X

560 FOR %=1 10 18

578 FOR ¥=1 70 18

568 14 V)=0

598 H(X, V=8

680 MEXT ¥

€16 HEXT X

€28 IF f=2 GOTO 678

€38 FOR %=1 70-8

548 READ C,D

658 1F C=2 GOTO 670

€68 NEXT

678 FOR %=1 T0 &

€89 FOR ¥=4 T0 2

698 RERD PR, ¥)

7688 NEXT ¥

748 NEXT ¥

728 PRINT C%; "ENEMY ACTIVITY ON GRID AT™;R° %8

720 INPUT "YOUR STARTING CO-ORDINRTES™;E,F

748 IF ECL (R EX18 OR F<4 OR F>16 GOTQ 726

798 Z=1

768 I(E,F)=1

778 H(A, B=1

794 GOSUR 1470

790 INPUT "MISSILE CO-ORDINATES“: M N

268 IF MC1 OR 1D18 OR NCL OR 1016 GOTO 798

810 INPUT "NHERE TO MOVE TO":S,T

928 IF 5CL OR 5>10 OR TX1 OR T4 GOTO 840

€38 IF 1¢5,T)=1 GOTO 818

848 FOR ¥=1 T0 8

838 IF P(X, 14E=S AND PCX, 204F=T GOTO 839

868 NEXT X

€78 GOTO 818

828 REH

89 L=t

288 FOR ¥=1 T0 2

816 IF P(S, D4E48 OR PCX, 14ECL OR P(X, 204210 OR PCX 2)+F(L GOTO 968
328 IF  ICPGL DHE P(R, 204F)=1 GOTO 968

938 T(L, D=P(X, D+E

940 T(L, 2)=P(X, 2)4F
958 =L+

968 MEXT ¥

970 L=L-1

988 IF L4 GOTO 1820

998 C=T(L, 1)

1869 0=T(L,2)

1016 GOTO 1659

1626 G=INTGRND(BYSL+1)

1633 C=T<6,1)

1840 D=T¢6,2)

1850 L=t

1668 FOR ¥=1 T0 8

1670 IF PCX, 1)+R0480RPCL 1)4ACE TR P(X, 2)4B)100RP(X, 2)4BC1 GOTO 1178
1688 TF HIPCX, 1)+, BCX 2)4B)=1 GOTO 1420
1898 T(L 1)=P(R, 1D+R

1469 T(L =P(%, 248

1140 L=L#

1120 NEXT X

1478 L=t

1148 IF LOB GOTO 1269

1158 PRINT C$; *THE ENEMY HAS CORNERED HIMSELF IN'!"
1168 28

1478 C=E

1188 D=f

1158 GOTO 1278

1269 1F LOL GOT0 4248

1240 =1L 1

1200 K=T(L,2)

1238 GOTO 1278

1248 G=INT(RAD(B)#.+1)

1258 J=T¢G 1)

1268 ¥=T(6, 2

1278 I(E, )=t

1289 HOR,B)=1

1298 14C, D=1

1388 HOL W=t

1318 IF HOJ OR DOT GOT0 £378

1300 PRINT C$; *HEY! YOU GOT HIn:t®

1330 28

1349 TF COS OR DOT GOTO 1378

1358 PRINT €5 *¥0U HOVED RIGHT UNDER HIS MISSILE!!®
1360 7:8

1378 E=5

1388 F=T

1398 =l

1480 B=

1416 FOR %=1 70 ¢

1426 IF PCX 14+D100RPCH DX OR P(X 2)4F)B0RPCY, 22471 GOTO 4440
1438 IF 1(P(X A4E, P(X, 24F)=0 GOSUB 1470: GOTO 799
1440 MEXT ¥

1458 PRINT C$; °FOOL! YOU HAYE BOXED YOURSELF INTO A CORNER!!®
1468 2:0

1476 PRINTES, ® YOUR TERRITORY ®, STRINGS(3, 8); "ENEMY TERRITORY®
1488 PRINT G%; 54 6§

1498 FOR %=t 10 48

15668 IF %=18 GOTO 4539

1518 FRINT %

1528 GOTO 1540

1538 FRINT *10

1548 FOR Y=4 T0 46

1558 IF 1{% ¥)=1 GOTO 1568

1568 PRINT »-%;

1578 GOTO 1599

1568 PRINT 4%

15098 NEXT ¥

1698 PRINT © %54

1618 IF %=1 GOTO 1648

1626 PRINT %

1630 GOTO 1650

1648 PRINT 18

1658 FOR =1 10 48

1668 IF HCY ¥=1 GOTO 1698

1678 PRINT ©-7;

1650 GOTO 1780

1698 PRINT "+7;

1708 NEXT ¥

1746 PRINT

1728 HEXT ¥

1738 RETURN

1748 END

161



This game is a one-lap jalopy race.
There is one big problem: you don’t
know the shape of the course or the
safe speed with which you can go
around the corners. Consequently
you're likely to smash up fairly fre-
quently or else go so, slowly that you
don't earn a good placing among the
winners. However, after four or five
plays of the game you'll begintogetthe
hang of it and you'll be able to whip
around the course in grand fashion.
The instructions in the program are
quite detaiied. Have fun!

SHASH
COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOHN, NJ
cls
D0 YOU MEED INSTRUCTIONS? VES.
cis

SHASH
THIS 15 SHASH - THE GAME THAT SIMULATES A (AR RACE.

YOU HILL RESPOND WITH ONE OF THE FOLLOWING MANEUYERS
WHEN A 77 15 TYPED. THE POSITION NUMBERS REFER TO THE
POINT AT HHICH YOU ARE ON THE TRACK - THEY GO AS FOLLOKS:

1 - THE START LINE
2 - HID STRAIGHT-FAY
3 - COMING UP ON A LEFT TURN
4 - HID LEFT TURN
5 - COMING UF ON R RIGHT TURN
6 - HID-RIGHT TURN
7 - THE FINISH LINE
PRESS ANY !‘(E‘r‘ T0 COHTINUE
cis

MAHEUVERS

1 - FLOOR 1T

2 - RCCELERATE (MODERATE)

3 - BRAKE SLIGHT

4 - JAH ON THE BRAKES

5 - SHARP RIGHT

& - MODERATE RIGHT

7 - SHARP LEFT

€ ~ MODERATE LEFT

PRESS RNY KEY TO CONTINUE
cis
TIHE HILES 10 GO HPH POSITION HOVE
[} 12 %] i 71
B FEAFEXS 2.2 6 2?2
32 11.3575 49.9 [ 73
9% 11 8i61 48.9625 2 23
128 10. 7452 324422 2 74
158 9. 68851 126. 827 3 72
SHASH -- YOU HENT RIGHT IMTO THE WALL!
DO 40U HANT TO PLAY RGRIN? VES.
cls

TIME HILES 10 GO HPH POCITION HOVE
8 “ 8 1 21
il 167747 2.4 5 71
3] 9.98317 1825 & T1

SHASH ~- YOU WENT RIGHT 1HTO THE WALL!

DO YOU WANT 70 PLAY AGAINY YES-
cls
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THE MILES T0 &0 HPH POSITION HOVE
8 12 8 i 71
38 11 7675 2.9 6 72
2] 11,3463 54.15 5 72
% 16,5719 83.2%5 3 76
128 9. 79455 98, 4389 5 76
138 888295 164. 232 6 72
isa 7. 45886 167. 147 S 73
210 6.30128 142 654 6 ”8

EAD HOVE!

SHASH — 40U MENT RIGHT INTO THE WALL!

DO YOU WANT TO PLAY RGRIN? NO_
cis

18 OS
20 PRINT @ 413, "SHASH"
38 PRINT

49 PRINT TAB(?) “COPYRIGHT 4579 (CRERTIVE COMPUTING HMORRISTOMNL WJ*

38 PRINT @ 968, "";

€8 INPUT DO YOU NEED INSTRUCTIONS®; I$

76 DIH R(T), Ji6)

80 FOR %=1 10 7

98 RERD A(R)

1688 NEXT %

HBFR XL TO 6

128 READ J(X)

138 HEXT X

148 IF LEFT$CIS, £)="N° THEN CLS: GOTO 478

158 (1S

168 PRINT TAB(29); "SHASH"

178 PRINT

188 PRINT "THIS 1S SHASH — THE GANE THAT SIMULATES A CAR RACE "
498 PRINT

288 PRINT "YOU WILL RESPOND WITH GHE OF THE FOLLOWING MANEUVERS®

249 PRINT “MHEN A #2716 TYPED. THE POSITION NUMBERS REFER T0 THE®
228 PRINT "POINT AT WHICH YOU ARE ON THE TRRCK - THEY GO AS FOLLOKS:®

238 PRINT

249 PRINT * 1 - THE START LINE"

250 PRINT * 2 - HID STRAIGHT-AMAY"

268 PRINT * 3 - COMING UP ON A LEFT TURN"

278 PRINT * 4 - HID LEFT TURN®

288 PRINT * 5 - COMING UP ON R RIGHT TURN'

298 PRINT ® 6 - HID-RIGHT TURN®

8 PRINT © 7 - THE FINISH LINE®

348 PRINT @ 979, °PRESS ANY KEY TO CONTINUE®

328 1F INKEVS =°" THEN 328

338 PRINT @ 428, CHR$(3L)

349 PRINT ° MANEUVERS"

350 PRINT * ————=?

368 PRINT ® 4 - FLOOR IT°

378 PRINT * 2 - RCCELERATE (MODERATE)"

389 PRINT ® 3 - BRAKE SLIGHT”

398 PRINT * 4 - JAH ON THE BRAKES"

488 FRINT * 5 - SHARP RIGHT"

446 PRINT ° 6 - MODERATE RIGHT"

4208 PRINT " 7 - SHARP LEFT"

436 PRINT ° 8 - HODERATE LEFT®

443 PRINT @ 979, °PRESS ANY KEY TO CONTINE";

450 IF INKEY$ =" THEN 458

468 (LS

478 (LS

484 PRINT @ 128, CHR$C3L);

439 GOSUB 518

560 GOTO 618

518 LB=PEEK(16416)

520 HB=PEEK(16417)

530 PRINT CHR$(28);

546 PRINT “TIFE"; TRB(12); "MILES TO GO*; TABC38); “HPH"; TRB(48);
558 PRINT °POSITION"; TRBCSS); "HOVE"
568 PRINT "-——"; TRB(12); "
578 PRINT Mememmm—®; TRB(SS); "~
558 POKE 16416, LB

5% POKE 16417, HB

€68 RETURN

£46 LET A=INT(18+RND(B)¥5)
628 Y=

638 LET B=8

»; TRBC2); "-—"; TRB(48);



648 T=9

630 LET C=t

€68 G010 689

€78 LET (= INT(2+RND(8)¥5))

660 PRINT T; TAB(A2); R TAB(3); B; TAB(A2); C; TAB(SS):
698 INPUT D

788 GOSUB 516

718 IF DOINT(D) THEN 748

728 IF DXB THEW 748

738 IF D>=1 THEN 760

740 PRINT “ORE THRU EIGHT OMLY."

739 G070 €80

766 IF DOL THEN 768

778 LET B=2+B+26+INT(16+RHD(B)%31) /18

789 1F BO2 THEN 889

798 LET B=34B/2+7+INT(104RND(B)+51)/18

€88 1F DO3 THEN €20

810 LET B=THB/G-6+INT(1O4RND(B)*41) /16

828 IF DO THEN 248

838 LET B=4#B/7-26+INT(10+RHD(8)%81)/18

248 IF D=7 THEN 868

858 IF DOS THEN 878

868 LET B=04B/18%(, P+RID(B)*. €}

€76 IF D=B THEN 898

988 IF DO6 THEN 908

898 LET B=134B/14%( 7+RND(B)% 6}

S48 IF BXB THEN 928

910 LET B=0

926 IF A-B/128)0 THEN 1810

938 LET T=T+s3608/B

940 PRINT CHR$(27); T; TRBCA2); B TAB(3®); B TAB(42); 7
938 PRINT

966 PRINT®THAT ENDS THE RACE. YOI PLACED 8" INTCT/(294%)+.5)
976 PRINT “YOUR AVERRGE SPEED MAS" V#3608/T"M P.H.°

986 IF INTCT/(28+Y)+. 5)O1 THEN 1268

959 PRINT™THAT WAS R PERFECT RACE, CHAMP'®
1888 GOTO 1260

1616 IF COZ THEN 1648

1828 1F D=7 THEN 1248

1828 IF D=3 THEW 1246

1646 TF C=3 THEN 1668

1859 IF CC4 THEW 1688

1669 IF 0=5 THEN 1248

1678 IF D=6 THEN 1248

1698 IF (=6 THEN 1109

1899 IF COS THEN 1128

1168 IF D=7 THEN 1240

1116 1F D=C THEN 1240

1128 IF BXICD) THENW 1256

1130 IF INTCL+RND()477)048 THEN 1468
1140 PRINT "SMASH —- YOU HAVE BEEN HIT BY ANOTHER CAR'!"
1450 GOTO 1268

1166 LET T=T+36

1170 LET R=R-B/178

1488 IF C=1 THEN 678

1198 IF C=4 THEN €78

1260 IF C=2 THEW €78

1218 IF C=5 THEN 678

1229 LET (=044

1239 GOTO 658

1248 PRINT®BAD MOVE!®

1258 PRINT “SMASH — YQU WENT RIGHT INTO THE MALL!®
1268 PRINT

1278 PRINT“DD YOU NANT TG PLAY RGRIN®;
1280 GOSUB 518

1298 THPUT 2%

1366 IF LEFT$(Z$, 1)="y* THEN 470

316 0RTR 2 2, 5, 2 3, 5 2 208, 246, 186, 178, 104, 178
1328 END
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Crillge

This is a simple game based on
the numbers 1 through 9, and a pair
of dice. First, the computer rolls a
random number for your “dice.” Then
you must take that number from the
total of your board numbers 1-8. To
win you must remove all of your
board numbers. With each roll you
must remove the total number of that
roll from the board or you lose.

One strategy is to remove the
largest numbers possible with each
roll, or you can try to get the most
numbers removed. For example, if
the roll is 10, you might want to
remove the 1, 2, 3 and 4 instead of
the 1 and 9.

You may want to have competi-
tion and players can alternate with
rolls. Then the player who can’t
remove all numbers from his/her roll
loses.

Strike 9 was conceived by Bruce
Grembowski and first appeared in
Creative Computing, Jan/Feb 1977.

Because of the way TRS-80
graphics are represented on a line
printer, the sample run shown here is
a little confusing. All those periods
(.) you see are actually the numbers
1-9 represented by graphics blocks,
or pixels. Every time you remove a
number, it will be erased from the
screen.

STRIKE @

COPYRIGHT 4979 CRERTIVE COMPUTING MORRISTONH, NJ

D0 YOU NEED INSTRUCTIONS? WES.

cis

SIRIKE ¢

STRIKE NINE IS PLAYED HITH A PAIR OF DICE RD R
BOARD WITH NINE MIRMBERS: 122456789 YU
ARE GIVEN A ROLL RMD CAN KROCK OFF UP TO 4 NUMBERS.

NEXT 0L IMPUT HOM MAMY HUMBERS YOU WANT
TO REMOVE, AHD THEN INPUT THE NUMBERS YOU WANT T0
TAKE OFF, ONE AT A TIHE THE NUMBERS YOU TRKE OFF
MIST RDD UP TO THE ROLL. YOU WIH BY REMOVING EVERY
NUMBER FROM THE BORRD. YOU LOSE IF YU CANNOT
REMOVE ALL HUMBERS WITH THE ROLL YOU HAVE

PRESS AHY KEY TO CONTINE

cis

164

YOUR ROLL 15 7.

f OF HUMBERS TO REMOVE? 2
HHAT ARE THE NUWBERS
74,

cis

YOUR ROLL 1S 7.
# OF NUMBERS TO RENOVE? 2
WHAT ARE THE NUMBERS

57
[

cls

YOUR RULL IS 6
# OF NUMBERS TO REMOYE? 1
VHAT 15 THE NUMBER

? 6o

cls

YOUR ROLL 15 4.
SORRY, YOU LOST THIS THHE

THERE ARE & MUMBERS LEFT ON THE BOARD:

WANT TO TRY AGAIN (YES OR NOY? NOL

12

§7¢9




19 015

28 (LEAP 1000

28 PRINT & 412, "STRIKE 3"

48 PRINT

58 PRINT TAB(7)"COPYRIGHT 1979 CREATIVE CONPUTING MORRIGTOMN, HJ®
68 FRINT @ 563, "*;

78 INPUT™DO YOU NEED THSTRUCTIONS'; 1§

£8 DIN RA2), Did)

9B IF LEFTSCIE, D="N" THEN 248

168 (1S

118 PRINT TRBC28)"STRIKE 9"

128 PRINT

138 PRINT"  STRIKE NINE IS PLAYED WITH A PAIR OF DICE AHD R°

148 PRINT"EQRRD WITH NINE MUMBERS: 1224567 € 9. v
158 PRINT"ARE GIVEN R ROLL AND CAN KNOCK OFF UP TO 4 NUMBERS. »
168 PRINT" HEAT YOU THPUT HOM MAHY NUMBERS YOU WANMT"

178 PRINT"TO REMOVE, AHD THEN INPUT THE HUMBERS YOU WANT 10 *
168 PRINT“TAKE OFF, ONE AT A TIME THE NUMBERS YOU TRKE OFF"
158 PRINT"HUST DD UP 1O THE ROLL. YOU HIN BY REMOVING EVERY®
288 PRINT"NUMBER FROM THE BORRD. YOI LOSE IF YOU CANNOT®

248 PRINT'REMOVE ALL NUMBERS WITH THE ROLL VOU HAVE "

220 PRINT @ 979, "PRESS ANY KEY TO CONTINUE™;

238 IF INKEYS ="" THEN 230

248 (1S

258 FOR f=1 T0 9

268 A=A

270 NEXT A

289 FOR fi=1 T0 67

258 READ ¥

208 PRINT CHR¥(168+v);

318 NEXT A

128 PRINT

338 FOR R=1 TO 57

348 RERD ¥

350 PRINT CHR$C18+Y);

368 HEXT

378 PRINT @ 256, "STRIKE 9"

380 PRINT @ 384, STRINGS(E4, 142)

IMFORALTOS

468 READ D(RY

448 NEXT A

429 C=INT(RND(BY¥6+1 )+ INTCRHD ()6 +1)

438 PRINT € 512, "YOUR ROLL IS™C; CHR$(8):™ ¥ CHR$(ZD)
448 T=¢

458 TT=6

468 FOR #=1 10 9

478 T=T+R()

498 TI=TT-(RCOCE

498 NEXT X

508 IF C3T THEN 1018

518 IF C=T THEN 1188

528 IF RCCH=C THEN 620

570 IF C£Z OR TT=1 THEW 1010

548 FOR =1 70 C-1

358 1F AD=0 OF ACC-RLAY)=A OR C=2+4R THEN NEXT R ELSE 638
368 IF T7=2 OR C<6 THEN 1048

578 FOR A=1 T0 C-5

389 FOR BsR+L 10 C-4

398 IF fiCR)=0 OR ACR)=0 THEM 626

668 R=C-A-B

618 IF ¥=A (R X=B OR A(¥)=0 THEN 626 ELSE 628
6208 NEXT 8 R

628 FOR o= T0 4

648 DUX)=6

€58 NEAT ¥

668 PRINT™# OF MUMBERS TO REMOVE™;

678 INPUT E

£88 IF INT(EYOE THEN 728

698 IF ECL THEN 728

780 IF E>4 THEN €68

718 GOTO 740

726 PRINT'ANGHER 4, 2, 3 OR 4 (5 FOR THE BORRD). ©
738 GOTO 666

748 IF E=1 THEN PRINT*WHAT IS THE NUMBER"; ELSE PRINT™MHAT ARE THE NUMBERS®;
756 FOR F=L TOE

768 PRINT @ 704, CHR$(3L):

778 INPUT D(FY

788 IF RO THEN 618

798 PRINT"YOU REMOVED IT BEFORE, TRY AGAIN.*

868 GOTO 668

818 IF D(FYS THEN 0@=3 ELSE GG=G

165



Tennis is, as its name implies, a
tennis match. In this game you have
several options available to you as the
position on the court that you wish to
play from, the placement of your shot
that you're trying for, and the speed or
type of shot. As in normal tennis, you
don’t always make the shot that you try
for. The program lets you play, more or
less, at the intermediate level. If you
think that it allows you to play too well
or too poorly, you could always change
some of the random factors that
determine how often a shot is missed.

Tennis was written by Victor
Nahigian and David Ahi.

TERHIS HATCH

COPYRIGHT 4579 CRERTIVE COMPUTING RORRISTOMN, WJ
DO YOU NEED INSTRUCTIONS? YES. ‘
cis
THERE ARE SEVERAL OPTIONS AVAILABLE TO YOU AS TO POSITION

PLACEMENT OF SHOT, RID SPEED (TYPE) OF SHOT. THE KEV THAT
YOU HILL USE IS

POSITION (PLACEMENT, T00): L BACKCOURT <1); R BRK-

COURT (22 L. FORECOURT (3); R FORECOURT (4).

cis

SPEED (TYPE) OF SHOT: FRST-SLAM (S); SLOR-LOB (L).

BACKHANDS AHD FOREHANDS WILL HERELY BE ASSURED AS YOU
SHOOT FROM A CERTAIN SECTION OF THE COLRT.

ON SERVES, YOU CRNNOT HRYE PLACEMENT OPTIONS, BUT YOU
HILL BE RBLE 76 ALTER THE SPEED OF IT. BY THE KV, YOU
HILL BE ALLOVED TO SERVE FIRST IN ALL GRHES.

PRESSNNKEY'TOWIME
cis

HHAT 1S YOUR POSITION 2 1
HHAT TYPE OF SHOT ARE YOU HAKING 25
WHAT PART OF THE COURT FRE YOU RIHIRG FOR 7 3
YOUR RETURN IS BAD...
HIT INTO NET.
SCORE:  LOVE - 15
PRESSHNKE“?'IOWIME
cis

HHAT 1S YOUR POSITION 7 4
NICE TRY - Y0U WERE UNABLE TO RERCH THAT SHOT - COLRT # 4
SCORE: LOVE-38
PRESSPMKEYITOUNINLE
cls

SERVE 15 BRD.
SERVE RGAIN! TYPE 75
SERVE 15 BRD... DOUBLE FRILT!
SCORE.  LOVE - 48
PRESS ANY KE‘V TO CONTINUE
cls

HHAT 1S YOUR POSITION ?
HHAT TYPE OF SHOT ARE YOU HAKING 21
WHRT PART OF THE COURT ARE YOU RIHING FOR 7 2
YOUR RETURN 1S GOOD!
COMPUTER”S RETURN 1S GOOD!
PRESS H?WKE‘{ 10 COHTINGE
cis

SERVE HAS BEEN RETURNED...

WHAT 15 YOUR POSITION 7 3

HHAT TYPE OF SHOT ARE YOU HAKING 74

HHAT PART OF THE COURT ARE YOU RIMING FOR 7 2
YOUR RETURN IS GOOD!

166

NICE SHOT- THE COMPUTER COULDN‘T RERCH IT.
SCORE:  15-15
PRESS RHY KEY TO CONTINUE

cls
AT 1S YOUR POSITION 27 3
HHAT TVPE OF SHOT ARE YOU HAKIRG 72
HHAT PART OF THE COURT ARE YOU AIMING FOR 7 3
YOUR RETURK 1S GOOD!
COMPUTER’S RETURN 1S GOOD!

PRESSMKE\;TDMIME
cis

SERVE HRS BEEN RETURIED. ..

HHRT 15 YOUR POSITION ? 2

HHAT TYPE OF SHOT ARE YOU HRKING 2

WHAT PART OF THE COURT ARE VOU RIHING FOR 7 3
YOUR RETURN IS GOOD!
COMPUTER’S RETURN IS GOOD!

PRESSHNKEYITDMIWE
cis

HHAT 15 YOUR POSITION 27 2
NICE TRY ~ YOU HERE IMABLE TO REACH THAT SHOT - COURT £ 3
SCORE: 1o - 38
PRESS RHY KEY 70 CONTIHE
cls

SERVE IS GOOO... ACE!!
SCORE:  DEUCE
PRESS ANY KEY TO CONTINUE
cls

SERVE 15 BAD.
SERVE RGRIN! TVYPE 2L
SERVE IS BAD... DOUBLE FAULT!

SCORE:  RDD QUT
PRESS ANY KEY TO CONTINUE
cls
SERVE 1S GOOD... CAN‘T RETURN IT!!
SCORE:  DEWCE
PRESS ANY KEY TO CONTINUE
cls
SERVE 15 B,
SERVE RGRIN! TYPE 25
SERVE 1S BAD... DOUBLE FALLT!
SCORE.  ADD OUT
PRESS ANY KEY TO CONTINUE
cls

SERVE 1S BRD.
SERYE AGRIN! TYPE 2L
SERVE 15 GOOD... CAN’T RETURW IT!!
SCORE:  DRUCE
PRESS ANY KEY TO CONTINUE
cls

SERVE 15 BAD.
SERVE RGRIN! TYPE 7L
SERVE 15 GOOD... CAN‘T RETURM IT!!
SCORE:  ADD IN
PRESSRNY:(EV T0 CONTIME
cis

SERVE HAS BEEN RETURNED. ..

FHAT 1S YOUR POSITION 7 2
HHAT TYPE OF SHOT ARE YOU HAXING 73
JHRT PART OF THE COURT ARE YOU RIHING FOR 7 4
YOUR RETURN IS GOOD!
COMPUTERS RETURN 1S GOOD!
PRESS FWI KEY 10 CONTINUE
cls

SERVE HRS BEEN RETURKED...

KHAT 15 YOUR POSITION 7 3
RICE TRY - YOU HERE UNABLE TO REACH THAT SHOT - COURT § 2
SCORE:  DEUCE

PRESS ANY KEY TD CONTIME
cls

168 CLS
20 PRINT @ 410, “TENNIS HRTCH"
38 PRINT

40 PRINT TRB(7)°COPYRIGHT 1979 CRERTIVE COMPUTING HORRISTOMN, NI

58 PRINT @ 968,"";




68 THPUT"DO YOU NEED INSTRUCTIONS™; I$ 1880 PRINT CHR$(8)CS

78 IF LEFT$CI$, )="N° THEN 268 1018 PRINT @ 394, CHREC3L)HHRT PART OF THE COURT ARE YOU AIHING FOR 2° CHR$(95);
82 0§ 1628 R$=THKEVS

98 PRINT TRE(3); "THERE ARE SEVERAL OPTIONS AVRILABLE TO YOU RS TO POSITION,* 1038 Re=INKEVS

168 PRINT*PLACEMENT OF SHOT, RND SPEED (TYPE) OF SHOT. THE KEY THAT* 1648 IF Re="" THEN 1038

110 PRINT "YOU HILL USE I5..." 16858 R=VRL(RS)

128 PRINT 1668 PRINT CHR$(S)R

138 PRINT TRB(S)"POSITION (PLACEMENT, T00): L.BRCKCOURT (1); R BACK-* 1878 5=188+RHD(B)

148 PRINT TAB(S); "COURT (2% L. FORECOURT (3); R FORECORT (4). 1688 IF C4="L" THEN 1410

158 PRINT 1898 IF SCBL THEN 1499

168 PRINT TAB(S)"SPEED (TYPE) OF SHOT: FRST-SLAM (S SLOK-LOB (L).* 1468 G0TO 1428

170 PRINT 1418 IF S¢S THEN 4499

183 PRINT TAB(3)*BACKHANDS AHD FOREHANDS HILL MERELY BE ASSWRED AS YOU * 1178 U=4+RHD(B)

198 PRINT "SHOOT FROM R CERTRIN SECTION OF THE COURT. ® 1178 PRINT TRB(45): "YOUR RETURN 15 BRD..."
200 PRINT TAB(3) "DN SERVES, YOU CRNNOT HAVE PLACEMENT OPTIONS, BUT voU* 1148 IF (K2 THEN 1476

248 PRINT "WILL BE ABLE 70 ALTER THE SPEED OF IT. BY THE WAY, YOU® 1156 PRINT TRB(1S); "HIT QUT-OF-BOLRDS, ®

220 PRINT "HILL BE ALLOMED TO SERVE FIRST IN AL GRIES.® 1168 GOTO 1438

238 PRINT 1178 PRINT TRB(A5); HIT INTO MET. ®

248 PRINT @ 979, "PRESS ANY KEY TO CONTINE™: 1188 GOTO 1438

258 IF INEY$ =** THEN 250 4198 PRINT TRB(15); “YOUR RETURN IS GOOD!*

268 (LS 1288 RA=INT(4+RND(B))

278 PRINT HERE HE 60 ..... . 1218 IF RA1=5 THEN 1408

28 v=6 1228 H=4BBHRID(B)

29 7:8 1238 IF C4="L" THEN 1240

300 PRINT B 64,"  SERVE! TVPE 2% CHRE(SS): CHR$(3L); 1248 IF H(B4 THEN 1340

310 AS=INKEYS 1258 60T0 4278

328 PS=INKEVS 1268 IF W84 THEN 4340

339 IF AS="" THEN 328 1278 C1=44RID(8)

348 PRINT CHR$(B); R%; 1268 PRINT TRB(1S); "COMPUTER’S RETURN IS BRD. *
358 IF RSC™L" D ASCO®S* THEN PRINT: PRINT®/L’ OR /S’ *- GOTO 1488 1238 IF B(Z THEN 1329

368 A=1OBHRID(B) 4388 PRINT TRE(15); "HIT OUT-OF-BOUKDS,

378 PRINT 6 428, CHRS$Q3); 1318 GOTO 1448

388 PRINT @ 64, 4328 PRINT TRB(15); "HIT INTO MET. *

390 IF As="L® THEN 588 1338 GOTO 1418

488 (=6 1348 PRINT TRB(15); "COMPUTER’S RETURM 15 GBOD!*
418 D=51 1358 PRINT

428 IF ACC THEN 468 1368 PRINT TRB(19)"PRESS AlY KEY TO CONTIME®;
438 IF AM THEN 728 1378 IF IHKEV$ =°* THEN 1370 ELSE 869

448 PRINT*SERVE 15 BAD. *; CHR$ (31D 1368 PRINT* NICE TRY - YOU WERE UNABLE TO REACH THAT SHOT - COLRT §° 0
458 GOTO 538 1398 GOTO0 1430

468 PRINT®LET SERVE . TRKE 2 * 1488 PRINT" NICE SHOT- THE COMPUTER COULDN’T RERCH IT.*
478 FOR 19=1 70 568 1418 Y=¥41

480 NEXT 1428 GOTO 1448

499 GOTO 260 1438 2=244

560 C=4 1448 GOSUB 1778

518 D66 1458 PRINT TRBCAS); "SCORE:  ° 5%

528 GOTO 428 1468 TF ¥)=4 RND Y741 THEN 1518

538 PRINT @ 128, “SERVE RGRIN! TYPE 27 CHR$(I5ICHRS (L) 1478 IF D=4 QD DV+4 THEN 1538

548 BS=INKEVS 1488 PRINT

558 B4=INCEV$ 1499 PRINT TRB(19)*PRESS RHY KEY TO CONTIMUE®;
568 IF B$="* THEN 556 1568 IF INKEVS ="* THEN 1508 FLSE 300

578 PRINT CHR$(B); BS 1548 V=441

589 IF BSO'L® AD BSCS® THEN PRINT™/L’ OR /S7 *: GOTO 538 1520 GOTO 1548

598 E=1B3+RND(B) 1538 Z4=2144

689 IF B$="L" THEN 698 1548 PRINT

618 G=5 1559 PRINT® GRE OVER "
628 Hedt 1568 PRINT

628 IF ECG THEN 678 1578 ¥=8

648 IF ECH THEN 728 1588 2=6

658 PRINTSERVE IS BRD. .. DOUBLE FAWLT!® 1598 PRINT TRB(1S): *SCORE-GRMES: DU HE®
668 GOTO 4439 1686 PRINT TAB(Z2); WLi® %24

670 PRINT®LET SERVE .. TRKE £ * 1618 FOR A=t TO 1098

689 GOTO 528 1628 NEXT

698 6=3 1638 €15

708 H=76 1648 IF VD=6 RID YIDZ4+1 THEN 1678

710 GOTO 638 1658 IF ZD=6 AD ZOVI+L THEN 1708

720 1=168 * RND(D) 1668 GOTO 1468

730 IF 16 THEN 760 1678 PRINT

748 PRINT TRB(10); “SERVE IS GOOD... RCE!!® 1688 PRINT "strkr CONGRATULATIONS, .. YU HON ks
750 GOTO 1418 1698 GOTO 1728

760 K=1084RID (8) 1708 PRINT

770 TF R$="L* THEN 828 1746 PRINT *sikex RS PREDICTED, THE COMPUTER IS AGRIN TRIUNPHAHT! swvia
788 IF B$="L" THEN 638 1728 PRINT

798 N6t 1738 PRINT® 1D LIKE TO PLAY YOU AGRIN SOMETIME, BUT RIGHT NOW, I°
888 IF KN THEN 850 1748 PRINT "HAVE TO REST......... BYE!!I®

818 PRINT® SERVE 1S GOOD... CRN‘T RETURM IT!!* 1758 PRINT

828 GOTO 1418 1768 B

838 176 1778 IF =2 RHD D=2 THEN 4698

849 GOTO €08 1788 IF Y=4 OR Z=4 THEN S$="GRME": GOTD 1928
858 PRINT*SERVE HAS BFEN RETURMED...* 1798 IF 9=8 THEN ¥$="L(VE - *

868 O=INT (4+RD(B))+1 1863 IF V=1 THEN W4="{5 - *

878 PRINT € 256, CHR$(31); 1810 IF ¥=2 THEN ¥="38 - *

688 PRINT TAB(10); "HHAT 1S YOUR POSITION 2% CHR$(95); 1828 1F ¥=3 THEN Y4="48 - *

898 Ge=IHKEYS 1838 IF 2=8 THEN 24="LOVE*

998 QS=INKEVS 1848 IF 2=1 THEN 24="45"

518 IF 08="" THEN 908 1858 IF 2=2 THEN Z4=*38°

528 L¥AL(EH) 1868 IF 223 THEN Z¢="4¢"

938 IF G=B THEN 968 1678 S8=¥$+2¢

948 PRINT CHR$(S); @ 1889 GOTO 1938

958 IF 0+0=5 THEN 1388 1658 IF Y=2 THEN S4="DEUCE": GOTO 1538

968 PRINT @ 338, CHR$(L)"HHRT TYPE OF SHOT ARE YOU MAKING 7° CHR$(SS); 1908 IF Y=2+1 THEN S$="RDD IN - GOTO 1938
978 C4=TNKEVS 1948 IF Y=7~4 THEN S$="RDD QUT®: GOTO 1928

988 C4=INKEVS 1928 IF ¥=242 OR Z=V+2 THEN S$="GRHE™
998 IF C4="* THEN 989 167 1939 RETURN



The operation of this program is
fairly straightforward. After each
character is converted to a number
equivalent to its place in the alphabet
(A=1, B=2, Z=26, Space=27), a
simple table look-up is performed to

find the correct numbers to punch 2 E § ;0, :-, = s
onto the tape. These numbers are ' IR A A A A A
stored in the DATA statements. - I -GS
Written by Bill Gardner and Jim ®:%° 8 %%
Larus, Tickertape first appeared in ereveas :
Creative Computing, May/June 1977. ° g9 o
This program uses TRS-80 graph- RS ocees "sosce s T "
ics which do not reproduce well on a 4 b
line printer. Therefore the sample run ° HH
does not give a true representation of Py o
the program. The only way this o e *“ e oo
program can be truly appreciated is - cesetesstecososasosaacaaeancy
torunit. e 83
© ®o ©
L3 e o

L4
©
°
-4
©
o
®

-X-T-1-XR-1-]
°
°
@

-
o
°
]
3
[
-]
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18 CLS
28 PRINT @ 448, "TICKERTAPE®

38 PRINT

48 PRINT TRB(?)"COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ*
S8 PRINT @ 966, %

68 INPUT"PRESS ENTER TO START®: I$

7 (LS

88 CLEAR 1689

98 MY$=STRINGS(26, 32)

180 FOR A=1 T0 26

148 READ ¥

126 MIDSQWVS, A, 1)=CHRSCY)

178 NEXT A

148 POKE 16526, PEEKCYARPTRCHVS)+1)

158 POKE 16527, PEEK(YRRPTRCHV$)42)

168 IF PEEK(16548)=186 THEN DEF USR B=PEEK(16526)+PEEK(16527)%256+2( 16%( PEEK(16527)5427)
178 DIM LTC27, 3, 5)

188 FOR A=t T0 27

198 FOR B=1 T0 3

208 FORC=1 T0 5

216 READ ¥

228 LTCR, B, C)=v+488

238 NEXT €, B A

248 GOTO 708

258 DATAZZ, 493, 61, 17, 192, 61, 4, 63, 8, 237, 476, 35, 19

268 DATAL, 63, 8, 237, 176,35, 19, 1, 63, 8, 237, 176, 281

278 DRTRABS, 34, 31, 31, 88, 91, 40, 49, 40, 91, 91, 28, 28, 28, 51
288 DATASL, 31, 34, 34, 88, 51, 48, 48, 48, 79, 91, 76, 76, 76, 43
298 DATABE, 34, 31, 31, 46, 91, 28, 28, 28, 28, 43, 76, 76, 76, 48
388 DATA9L, 31, 31,31, 88, 91, 28, 28, 28, 94, 91, 76, 76, 76,42
316 DATASA, 24, 34, 34, 31, 91, 48, 48, 28, 28, 91, 76, 76, 76, 76
328 DATASY, 31, 34, 24, 34, 91, 48, 46, 28, 28, 91, 28, 28, 28, 28
238 DATASS, 34, 34, 34, 40, 94, 28, 28, 40, 88, 43, 76, 76, 76, 43
340 DATASL, 28, 28, 28, 91, 91, 48, 49, 46, 91, 91, 28, 28, 28, 91
358 DRTAZL, 34, 94, 31, 31, 26, 28, 91, 28, 28, 76, 76, 91, 76, 76
368 DRTA2S, 28, 34, 94, 34, 26, 28, 28, 91, 28, 43, 76, 76, 43, 28
378 DATASL, 28, 76, 46, 31, 91, 43, 76, 28, 28, 91, 28, 28, 31, B8
388 DATR9L. 28, 28, 28, 28, 94, 28, 28, 28, 28, 91, 76, 76, 76, 76
398 DRTASL, 48, 76, 4€, 91, 91, 28, 31, 28, 91, 91, 28, 28, 28, 51
488 DATASL, 48, 76, 28, 91, 91, 28, 94, 28, 91, 91, 28, 31, 48, 91
416 DATABE, 24, 34, 34, 88, 91, 28, 28, 28, 91, 43, 76, 76, 76, 43
478 DATASL, 34, 34, 34, 88, 94, 48, 46, 40, 31, 91, 28, 28, 28, 28
438 DATABS, 34, 34, 34, 88, 91, 28, 28, 28, 91, 43, 76, 79, 48, 79
448 DATFSY, 34,34, 34, 88, 91, B8, 40, 40, 31, 91, 28, 31, 46, 76
450 DATABSS, 31, 34, 34, 31, 31, 49, 46, 48, 76, 76, 76, 76, 76, 42
468 DATAZL 34, 94, 34, 34, 28, 28, 91, 28, 28, 28, 28, 91, 28, 28
478 DATROL, 28, 26, 28, 94, 91, 28, 28, 28, 91, 42, 76, 76, 76,43
488 DATASY, 28, 28, 28, 91, 91, 28, 28, 28, 91, 31, 43, 88, 43, 21
498 DATA9L, 28, 28, 28, 91, 91, 28, 28, 28, 91, 42, 76, 43, 76, 43
588 DRTASL, 28, 28, 28, 91, 28, 79, 48, 79, 28, 91, 28, 28, 28, 91
518 DATASL, 28, 28, 28, 94, 26, 34, 88, 34, 28, 28, 28, 51, 28, 28
528 DATA3L, 24, 34, 34, 91, 26, 76, 4, 31, 28, 91, 76, 76, 76, 76
520 DRTA2S. 28, 28, 28, 28, 26, 28, 28, 28, 28, 28, 28, 28, 28, 28
548 FOR f=1 TO LENCTXS)

558 S=RSC(HIDSCTRS, A, 1))-64

568 IF %=-32 THEN ¥=27

578 FOR C=1 70 5

588 FOR B=L T0 3

598 POKE 15807+6448, LTCX, B, ©

608 NEXT B

618 XX=USR(B)

628 NEXT C

638 FOR B=1 70 3

648 POKE 1580746448, 32

658 NEXT B

668 XX=USR(B)

678 MEXT R

686 IF INKEY$ ="" THEN TX$=LEFTSCTXS, LENCTX$)-5): RETURN
650 END

768 PRINT @ 968, °*;

718 FOR A=1 T0 7

728 PRINT

738 FOR B=1 TO 28

748 NEXT B, A

758 PRINT @ 384, STRING$(64, 148)

768 PRINT @ 648, STRING$(64, 148)

778 PRINT CHR$(44)"MESSAGE-*

788 Txs=""

790 A$=INKEY$

898 IF AS>="A" AND ASC="Z" OR AS=" " THEN TXS=TX$+R$: PRINT AS: - GOTO 798
218 IF As="" THEN 798

828 IF RSC(A$IEAT THEN 848

838 GOTO 868

840 IF ASC(R$)=8 THEN PRINT @ 768, "MESSAGE-" CHR$(3L): TR$=""
858 GOTO 798

860 PRINT @ 768, STRING$(6Z, * );

870 PRINT @ 8§32, STRING$(63,” *);

888 TRE=TR$+" " GOSUB 546: GOTO 818
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TV Plot¢

16 CLS. PRINT@443, “TY PLOT"

26 PRINT: PRINT TAB(?)> "COPYRIGHT 1978 CREATIVE COMPUTING MORRISTOMN, NJ*
30 PRINT@S68, " : INPUT "DO YOU NEED INSTRUCTIONS®; If

48 IF LEFT$(I$, £>="N" THEN 118 ELSE CLS: PRINT TRR(27)"TY PLOT"

This program automatically devises 58 PRINT
plots for television shows or series €8 PRINT "THIS PROGRAM AUTOMATICALLY COMES UP WITH TELEVISION"
guaranteed to appeal to the masses 78 PRINT “SHOWS GUARANTEED TO APPEAL TO THE MRSSES AND WIN®
- : : . 88 PRINT "HIGH NEILSEN RATINGS. *:PRINT
and win high Nne[sen ratings. By 99 PRINTESP9, "PRESS ANY KEY TO CONTINUE";
substituting appropriate words in the 108 IF INKEY$="" THEN 166 ELSE CLS: N=@
various parts of the program itcould be 146 0Ls
ilv modified for m e 120 GOSUB 610
easrny eOd'ﬂCer? a(er de\?ini);w Otgsg“f g ul 138 ON X GOTO 148, 158, 168, 176, 186, 148, 150, 160, 178, 188
purposes su sing names 1or 14 AS="PROGRAN": GOTO 196
new breakfast cereals, preparing PhD 158 A$="REPORT": GOTO 198
theses, or naming government agen- 160 RS="SPECIAL"" GOTO 190
cies and their corresponding projects. 11;’ :::gfggfq + GoTo 198
_ This program was originally written 196 GOSUE 816
in FOCAL by Mary Cole and converted 288 ON X GOTO 218, 228, 236, 246, 250, 260, 270, 280, 296, 308
to BASIC by David Anl. 248 B$="SWINGING" GOTO 318
226 B$="BRILLIANT"- GOTO 319
TY PLOT 238 B$="SALTY": GOTO 218
COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOWN, NJ 248 Bs="HILARIOUS": GOTO 248
cls 250 B$="SENSITIVE"" GOTO 310
DO YOU NEED INSTRUCTIONS? YES. 260 B$="DODDERING": GOTO 216
cls 278 B$="HENPECKED": GOTO 218

226 B$="DEDICATED"- GOTO i@

298 B#="THOUGHTFUL": GOTD 218

380 B$="HERVY®

318 GOSUB 818

320 ON %X GOTO 330, 340, 358, 360, 378, 380, 390, 408, 410, 420

THIS PROGRAM AUTOMATICALLY COMES UP WITH TELEVISION
SHOMS GUARANTEED TO APPERL TO THE MASSES AND WIN
HIGH NEILSEN RATINGS.

PRESS ANY KEY TO CONTINUE

cls 338 C$="GIRL COMHAND": GOTO 430
THE REPORT IS ABOUT A DEDICATED LITTLE BOY KHO IS A DISASTER 348 C$="LITTLE BOY": GOTO 430
AT WINNING RACES AND WHO DESTROYS THE CITY. 350 C$="SCIENTEST" - GOTO 438
368 C$="LAWYER": GOTO 43@
ANOTHER (¥ OR N> 378 C$="TOWN MARSHALL®: GOTO 43@
THE SERIES IS ABOUT A HENPECKED JUNGLE MAN WHO IS A FLOP 3BO C$="DENTIST"- GOTO 438
AT COOKING HEALTH FOOD AND WHO DESTROYS THE CITY. 298 £$="BUS DRIVER"- GOTO 438
400 C$="JUNGLE MAN": GOTO 438
ANOTHER (¥ OR N 418 C$="SECRET AGENT": GOTO 430
THE STORY IS ABOUT R DEDICATED SECRET RGENT WKO IS A FLOP 428 C$="COLLIE®
AT PITCHING HOOD AND KHO RECOVERS THE JEMELS. 426 GOSUB 810
448 ON ¥ GOTO 450, 460, 478, 480, 496, 450, 468, 478, 480, 490
PNOTHER (¥ OR N> 458 D$="A WHIZ": GOTO 580
THE SPECIAL IS ABOUT A SWINGING SCIENTEST WHO.IS A WHIZ 467 D$="R FLOP"- GOTO 560
AT WINNING RACES AND WHO MAKES THE SACRIFICE. 470 D$="MEDIOCRE"- GOTO 466
488 D$="A SUCCESS": GOTO 460
ANOTHER <Y OR ND 498 D$="f DISASTER"
THE SPECIAL IS ABOUT A DEDICATED SECRET AGENT WHO IS A FLOP 568 GOSUB 816
AT PROTECTING ECOLOGY AND WHO FINDS LOVE. 518 ON X GOTO 520, 538, 548, 556, 568, 578, 580, 590, 600, 616
528 E$="SOLVING CRIMES"- GUTO 628
ANOTHER (¥ OR N) 538 E$="ROPING COWS": GOTO 620
THE PROGRAM IS ABOUT A HILARIOUS JUNGLE MAN WHO IS A FLOP 548 E$="COOKING HEALTH FOOD"- GOTO 620
AT PITCHING WOOD AND WHO CONFESSES. 558 E$="PITCHING HOOD": GOTG 620
568 E$="PROTECTING ECOLOGY": GOTO 620
ANOTHER (¥ OR ND 578 E$="HELPING CHILDREN"- GOTQ 620
THE REPORT IS ABOUT A SENSITIVE LAWYER WHO IS A WHIZ 588 E$="THO-FISTED DRINKING"® GOTO 628
AT HELPING CHILDREN AND WHO HELPS THE DOG. 598 E$="FIGHTING FIRES"" GOTO 628
660 E$="HERDING ELEPHANTS": GOTO 628
ANOTHER (¥ OR N> 618 E$="WINNING RACES": GOTO 620
THE REPORT IS ABOUT A HERYY SCIENTEST WHO IS R WHIZ 628 GOSUB 810
AT FIGHTING FIRES AND WHO STOPS THE FLOOD. £33 ON X GOTO 648, 650, 668, 678, 638, €90, 700, 716, 726, 730
648 F$="RECOVERG THE JEKELS": GOTO 740
RNOTHER <Y OR N) 656 F$="FOILS THE SPIES"- GOTO 748
cis 658 F$="DESTROYS THE CITY": GOTO 748
THE STORY IS ABOUT A HENPECKED JUNGLE MAN WHO IS A FLOP 678 F$="FINDS LOVE": GOTO 7468
AT WINNING RACES AND WHO HELPS THE DOG. 680 F$="SAVES THE ANIMALS": GOTO 748
698 F$="CONFESSES" - GOTO 740
ANOTHER (¥ OR ND 708 F$="DISCOVERS THE SECRET": GOTO 748
THE STORY IS ABOUT A BRILLIANT JUNGLE MAN WHD IS A DISASTER 748 F$="STOPS THE FLOOD": GOTO 740
AT HELPING CHILDREN AND WHO STOPS THE FLOOD. 720 F$="HELPS THE DOG": GOTO 748
738 F$="MAKES THE SACRIFICE"
ANOTHER <Y OR M) 748 PRINT "THE " A$: " ISABOUT A ™ B& " * Cf " WHO IS " D$
THE REPORT IS ABOUT A SENSITIVE GIRL COMHAND WHO IS A WHIZ 756 PRINT "AT "5 E$; " AND WHO " F& ° “: PRINT: NeN#t
AT THO-FISTED DRINKING AND WHO DESTROYS THE CITY. 768 PRINT "ANGTHER <Y OR M)
770 As=INKEYS: IF A$="" THEN 770
ANOTHER <Y OR ND 788 IF LEFT$(A$, 1)="N" THEN 820
THE STORY IS ABOUT A THOUSHTFUL TOMN MARSHALL WHO IS A WHIZ 798 IF N=4 THEN CLS. N=8 ELSE PRINT
AT PROTECTING ECOLOGY AND WHO MAKES THE SACRIFICE. 896 GOTO 120
810 H=INT(LB¥RND(@)+1) :RETURN
ANOTHER (¥ OR ND 826 CLS: PRINT "0.K. HOPE YOU HAVE A SUCCESSFUL TV SHOW!!"

cls 170 S0 END



'wonky

The computer will set up a 15x15 playing field in which
you are randomly located. Also inside the field is an
objective square, 30 blocked squares (walls), 22 reiocation
squares, and 1 super special new maze square, and, of
course, the Twonky (which is no relation to a creme-filled
cupcake).

To win the game, you must reach the objective square
before the Twonky gets you, by moving one square ata time,
forward, backward, right or left. Unfortunately, you are
hindered by several things:

RELOCATION squares, when moved on, cause you to be
randomly transported to another position in the maze.

WALLS; you can’'t move into these squares, and lose your
turn when you hit one.

SUPER-MAZE-SQUARE; essentially an instant loss,
since when you move here a completely new maze is set up.

TWONKY; after every move, the Twonky moves toward
you. {He is impervious to all traps, even walls). When he
gets too close to you (2 or fewer squares), you lose.
However, you are equipped with a de-materializing ray gun.
You have the option of using this on your turn. if you hit the
Twonky he de-materializes and then re-materializes on a
different square of the maze to resume his quest after you.
{CAUTION: he could be dropped into your lap!).

After each move pair (you and Twonky), your distance
from both the Twonky and the objective square are printed.
There is no board printout — you play blind. However, using
the distances, you can home in to the approximate position
of both Twonky and objective.

When shooting at the Twonky, you do not have a shot if
the distance he is from you is not an integer. For example: If
the Twonky is 2.23606 units away, you don't have a direct
shot. If he is 4 units away, you do have a shot. Exceptions to
this rule are distances of 5, 10, 13, and 17. (A review of the
Pythagorean Theorem will show why this is true.) Hence, if
the distance is 5, 10, or 13 (but not 17), you may or may not
have a direct shot. Likewise, this set of rules applies to the
direction of the objective.

If you watch your distances before and after moving, you
should be able to tell where the Twonky is in relation to you,
e.g., forward and to the right, or backward and to the left.
Take the distance you are from the Twonky, square it, say
2.23606% = 4.999998 approx. = 5. Then find two integers
that when squared and added together equal this (2 and 1),
If the Twonky is forward and to the right, you now know that
he is either up 2, over 1, or up 1, over 2.

The thing that makes Twonky unique, is that it can be
played on two levels, one in which you play for fun, moving
haphazardly; or you can play while figuring out exact
positions, and calculating moves in advance for a challeng-
ing (as well as fun) game.

Twonky was written by Mark Capella and first appearedin
Creative Computing, May/Jun 1977.
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THONKY

DD YOU NEED INSTRUCTIONS? ¥.

cls

THONKY

THIS IS THE GAME OF THONKY.
YOU HAVE LANDED ON THE PLANET OF TWINKY AND
ITS KING (KONG. THEIR KING IS KING KONG) HAS

CAPTURED YOU. HE HAS PUT YOU IN A MAZE THAT IS
13 # 15 UNITS LONG. YOU ARE IN THE DARK AND CRNNOT
SEE... WOU MUST GET TO THE ORJECTIVE SQUARE AND

BE SET FREE.

HAZARDS INCLUDE:

SQUARES THAT YOU CANNOT GO INTO (@),

SQUARES THAT RANDOMLY THROM YOU AROUND THE MAZE (22).
SQRUARE THAT SETS UP A NEN MAZE AND ALL THAT/S IN IT (1)

PRESS ANY KEY TG CONTINUE

cls

THERE IS MONSTER CALLED THONKY THAT CHRSES YOU AND WILL
ABSORB Y0U IF THE DISTANCE IT IS FROM YOU FALLS

BELOW 2 UNITS.

THONKY IS ALSO IMMUNE TO ALL TRAPS INCLUDING WALLS.

THONKY

HIT ANY KEY TG CONTINUE

cls

¥au CAN:

MOVE ONE SQUARE AT

THONKY

A TIME TO FIND THE ORJECTIVE

OR ESCAPE FROM THE TWONKY.

SHOOT AT THE TWONKY ONE DIRECTION AT R TIME.

IF THE THWONKY 15
MAZE RANDOMLY.

HIT, HE WILL BE REPLACED IN THE

IF THE TWONKY ARSORBS YOU... YOU LOSE.

IF ¥0U LAND ON THE

GOOD LUCK!

OBJECTIVE SQUARE YOU WIN,

HIT ANY KEY TO CONTINUE

cis




THE TWONKY IS 3. 68555 UNITS AWAY.
THE OBJECTIVE IS 4. 412314 UNITS AHRY.

MOVE OR SHOOT (M/S2 M
WHICH WRY (F/B/R/LY? B.

cls

YOU‘VE BEEN RELOCATED '!!

THE THONKY IS 7. 81825 UNITS RUAY.
THe OBJECTIVE IS 7. 28841 UNITS AUAY.

THONKY MOVES. ...

THE TWONKY IS 7. 2411 UNITS AHAY.
THE OBJECTIVE IS 7. 28811 UNITS AHAY.

MOVE OR SHOOT (M/5)7 M
WHICH WRY (F/B/R/LY? R.

cls

MOVE ALLOKED.

THE THONKY 1S 7. 81625 UNITS RHAY.
THE OBJECTIVE IS 7 UNITS ANAY.

TWONKY MOVES. ...

THE TWONKY IS 7. 2441 UNITS AUWAY.
THE OBJECTIVE IS 7 UNITS AUWAY.

HOVE OR SHOOT (M/5)7 M
WHICH WRY (F/B/R/L)? R.

cls

THE TWONKY IS 8. 86226 UNITS RWAY.
THE OBJECTIVE 15 2. 23687 UNITS AWAY.

MOVE OR SHOOT (M/5)7 M
RHICH WAY (F/B/R/L)? R.

cls

YOU‘VE BEEN RELOCARTED !!!

THE THONKY IS 2. 23687 UNITS AWAY.
THE OBJECTIVE IS 8 86226 UNITS RWAY.

THONKY MOVES. ...
THE TWONKY IS 4. 44421 UNITS ANAY.
THE OBJECTIVE 15 8. 86226 UNITS AUAY.

> > > SCHLOORP 1t € <K

THE TWONKY JUST ABSORBED YOU!! YOU LOSE.

TRY AGRIN (Y/N)? N_

16 CLS: PRINT@413, "THONKY"

28 PRINT: PRINT TRB(7) "COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOMN, NJ°
38 PRINT@96S, “% - INPUT "DO YU NEED INSTRUCTIONS™; IS

48 GOSUB 2168

58 DI AU, 15)

68 LET RS=8

78 GOSUB 1716

86 GOSUB 1330

98 REM

168 PRINT "MOVE OR SHOOT (WS)™
118 INPUT Q8%

428 1F LEFTH(08S,1)="K" THEN 156
138 IF LEFT$(08%, 1)="5" THEN 838
148 GOTO %8

158 PRINT "HHICH WAY (F/B/R/LY"
168 INPUT 0%

178 s

186 IF LEFT$(A%, 1)="F" THEN 239

196 IF LEFT$(R%, 1)="8" THEN 268

280 IF LEFT$<Q%, 4)="L" THEN 298

218 IF LEFT$(0%, 1>="R" THEN 320

220 G010 %8

238 LET X=X

248 LET ¥5=v-1

258 GOTO 358

268 LET ¥5=%

278 LET ¥osY#1

288 6070 358

298 LET ¥o=%-1

388 LET ¥o=v

318 GOTO 358

328 LET ¥5=%#

338 LET ¥5=Y

348 6070 358

358 IF %5C1 THEN 488

368 IF XO¥18 THEN 468

378 IF ¥o{4 THEN 480

388 IF Yo13 THEN 488

356 GOTO 438

488 CLS: PRINT “THAT MOVE TRKES YOU OUT OF THE WAZE ™

418 PRINT “HOVE KOT RLLOSED. ®
428 GOTO 1318

438 0N (RCXS, ¥5)+1) GOTO 448, 518, 520, 558, 658, 698, 888

448 REN o EMPTY SPACE

438 LET R(X V)-8

468 LET A(KS, Y=L

478 LET ¥=53

488 LET ¥=¥5

490 CLS: PRINT "MOVE ALLOWED. *
568 G070 1316

510 REH ¢ IMPOSSIBLE TO GET HERE
520 REH +0¢ BLOCKED SPACE ROUTINE.
538 CLS: PRINT “TRAT SPRCE IS BLOCKED. ®
348 6070 1318

358 REM ++ RELOCATION ROUTINE.

560 PRINT "YOU’VE BEEN RELOCRTED "

578 GOSUB 2568

588 IF A(Z K)>2 THEN 438

598 IF A(ZWOB THER 578

600 LET A(Z D=1

618 LET AR )-8

620 LET ¥=2

638 LET v=H

648 GOTO 1318

658 REM = CHANGE ALL. SUPER TRAP.

668 PRINT * VOUHITTI-ESUPERTRHP!!YWEHHNEHHRZE"

678 GOSUB 1748

688 G010 1316

698 REM *ix HE HON!
7068 PRINT

716 PRINT *I DON‘T BELIEVE IT BUT YOU HON THE GRME!®

728 PRINT "YOU GOT TO THE OBJECTIVE BEFORE”
738 PRINT ®  THE TWOHKY GOT vou!!®

748 REN

758 PRINT “TRY AGRIN (YAD";

768 INPUT %

778 IF LEFT$(B$, 1)="Y" THEN CLS. GOTO 68
789 IF LEFT4(G$,1)="N* THEN 2609

798 GOTO 738

888 REH ++« HE LANDED ON THONKY!

816 PRINT "YOU STEPPED ON THE THONKY!®
826 GOTO 4678
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838 REM 5+ SHOOT ROUTINE
848 FRINT “HICH WAY (F/B/RALY™;

€58 INPUT 0¢

866 (1S

878 IF LEFTH(0$, 1)="F" THEN 928

889 IF LEFT$(0S,4)="8" THEN 958

898 IF LEFT$(GH 4)="R" THEN 1618
989 IF LEFT$(0$,4)="L" THEN 988

516 GOTO 98

928 LET 518

938 LET S2=-1

948 GOTO 1638

958 LET S1=6

966 LET 524

978 GOTO 1638

959 LET 51=-1

998 LET 52=8

1088 (OTO 1038

© 1618 LET St=t

1028 LET 52=8

1038 LET Ri=X

1048 LET R2=Y

1058 LET RA=R1sS1

1668 LET RO=R24S2

1678 PRINT “Z R P —%;

1880 1F RACL THEN 1430

1098 1F RIS THEN 1436

1168 IF R2C1 THEN 4478

41448 IF R25 THEN 4139

1425 GOTO 1478

1138 PRINT "FIZZLE...*

4448 PRINT "SHOT LEFT HAZE. *

1458 PRINT *SHOT MISGED. =

1168 6OTO 1318

1478 IF ACRLR2)O2 THEN 1228

1489 PRINT "BLAST!t11*

1498 PRINT "YU HIT WAL, ©

1208 PRINT "SHOT MISGED, *

1240 6OTO 4348

1228 1F A(RLR2IOS THEN 1658

1236 FRINT "QUCH! t®

1248 PRINT “THONKY RETREATES, ®

1259 LET ACRL R2)=R9

1269 GOSUB 2569

1278 IF A2 IOB THEN 1268

1288 LET R(2.H)=6

1298 LET $1=7

1308 LET W1=H

1318 GOSUB 1338

1328 GOTO 1458

4330 REM sk PRINT THONKY AND OBJECTIVE DISTANCE
1348 PRINT

1350 FRINT *THE THONKY 1S%;

1368 D=(SRABSC (A0 2V 2))
1378 FRINT s

1388 PRINT "UNITS fY.*

1350 PRINT “THE GRJECTIVE IS™;

1488 DA=(SORIABS(K2-I024(V2-V)[2))
1410 PRINT D4

1428 FRINT "UNITS RURY. ©
1438 PRINT

1448 RETURN

1450 REM b THONKYS LOGIC
1468 IF DC2 THEN 1678
1478 LET 2221

1488 LET Z4=¥4

1498 IF %CXL THEN 4568
1568 IF %1 THEN 1598
1548 IF WYL THEN 1540 LG
1528 LET 2229144
1530 GOTO 1598

1548 LET 222¥1~

1558 GOTO 1598

1568 LET 24=%4-1

1578 GOTO 4598

1560 LET 24=4141

1598 LET AL ¥1)=R
1698 LET RO=R(74,22)
1648 LET RG24, 22)=6
1628 LET %1=24

1630 LET W=7

1648 FRINT "THORKY HOVES, ...
1650 GISUB 1326

1668 TF DY=2 THEN 98
1676 PRINT

1688 FRINT * > > SCHLOORP 11! ¢ ( ¢
1699 PRINT "THE THONKY JUST RBSORBED YOU!® YO LOSE *
1789 GOTO 748

1748 REW bk SET UP NE MAZE ROUTINE
173

1728 REH *bk {=PLAYER, 2=BLOCKED SPACES

4738 REM #x 3=RELOCRATIONS, 4=SUPER TRAP

1748 REN %« S=0BJECTIVE, 6=THOKKY

1758 REM 4o G=EMPTY SPACES

1768 REW ¢ (LERR MAZE

1778 FOR Ba=1 70 15

1780 FOR Bi=1 10 45

1759 LET A(B8,B1)=0

1888 NEXT Bl

1818 NEXT B8

1820 FOR 1=1 70 38

1638 GOSUB 2568

1848 IF A(Z H)OB THEN 1830

1858 LET A(ZH)=2

1868 NEXT |

1870 REM #++ PLACE RELOCATIONS

1886 FOR 1=1 T0 22

1898 GOSUB 2568

1988 IF R(Z HYO8 THEN 1890

1910 LET A2 H)=3

1926 NEXT 1

1938 REM *+x PLACE THE SPECIAL TRAP

4948 GOSUB 2568

1956 IF A(Z W08 THEN 1948

1960 LET A(Z, W)=4

1976 REM %k PLACE THE PLAVER

1980 GOSUB 2568

1998 IF R(ZH)COB THEN 1988

20808 LET R(Z, D=1

2010 LET ¥=2

2826 LET Y=}

2638 REM = PLACE THE OBJECTIVE

2840 GOSUB 2568

2658 IF A(Z OB THEN 2848

2868 1ET R(Z =5

2878 LET X2=7

2088 LET Ya=il

2858 REM #x PLACE THE THONKY

2180 GOSUB 2568

2146 IF R(Z YO8 THEN 2160

2428 LET AZ I)=6

2138 LET ¥=2

2148 LET W=

2150 RETURN

2168 REH

278 IF LEFT$CIS, 1)="N" THEN CLS: GOTO 2558

2188 CLS: PRINT TAB(29)"THONKY": PRINT

2198 PRINT "THIS IS THE GRHE OF TWOMKY.®

2268 PRINT " YOU HAVE LANDED ON THE PLRNET OF THINKY RHD®
2216 PRINT “ITS KING (KONG: THEIR KING IS KING KONG) HAS *
2228 PRINT “CRPTURED YOU. HE HAS PUT YOU IN R HAZE THAT IS
2238 PRINT 45 * 13 (NITS LONG YOU ARE IN THE DARK AND CAMNOT®
2249 PRINT “SEE... YOU HUST GET 0 THE OBJECTIVE SQUARE RID®
2258 PRINT "BE SET FREE.®

2260 PRINT

2278 PRINT " HAZARDS INCLUDE:": PRINT

2268 PRINT "SQUARES THAT YOU CRNNOT GO INTO (38). "

2298 PRINT “"SQUARES THAT RANDOMLY THROM YOU RROLND THE MAZE (22).*
2380 PRINT "SQUARE THAT SETS UP A NEW MAZE AMD ALL THAT'S IN IT (D%
2318 PRINT@979, °PRESS RNY KEY TO CONTINUE";

2328 1F INKEY$="" THEN 2320 ELSE PRINTE428, CHR$Q3L);

2338 PRINT: PRINT: PRINT

2348 PRINT "THERE IS HONSTER CALLED THONKY THAT CHASES YOU AND WILL®
2358 PRINT ABSORB YOU IF THE DISTANCE IT IS FROM YOU FALLS®
2368 PRINT * BELOW 2 UNITS. *

2370 PRINT: PRINT * THONKY IS ALSO IMMRE TO ALL TRAPS INCLUDING WALLS.®
2388 PRINT: PRINT

2398 PRINT@979, "HIT ANY KEY TO CONTINUE®;

2480 IF INKEY$="" THEN 2469 ELSE PRINT@128, CHR$(3L);

2410 PRINT *  YOU CAN:": PRINT

2420 PRINT "MOVE ONE SQUARE AT R TIME 1O FIND THE OBJECTIVE®
2438 PRINT ® R ESCAPE FROM THE THONKY. "

2448 PRINT

2438 PRINT "SHOOT AT THE THONKY ONE DIRECTION AT A TIME. ®
2468 PRINT ™ IF THE TWONKY IS HIT, HE WILL BE REPLACED IN THE®
2470 PRINT * MAZE RRNDOMLY. "

2488 PRINT

2498 PRINT "IF THE THONKY RBSORBS YOU...YOU LOSE.*

2588 PRINT “IF YOU LRND ON THE OBJECTIVE SOURRE YOU WIN °
2518 PRINT

2528 PRINT °GO0D LUCK'™

2530 PRINT@979, “HIT ANY KEY TO CONTINUE®;

2548 IF INKEVS="" THEN 2348 ELSE CLS

2536 RETURN

2368 REH 4+ SUBROUTINE TO GET 2 RANDOM NUMBERS

2576 LET Z=INTCRND(BI*15+1)

2388 LET H=INT(RND(@)¥15+1)

2598 RETURN

2688 £



Two-to-Ten

Two-to-Ten is a game of chance
played with a special deck of cards with
only the cards 2-10. The game is similar
to blackjack in that you are drawing
cards and trying to come as close as
possible to a goal number (chosen at
random before each round) without
going over it. You must come within a
certain number of points of the goal
number determined by a “lucky-limit”
card. The catch to the game is that you
are not given the exact value of the goat
number but rather a clue that is only
within 15% of the goal.

Can you think of a way to make Two-
to-Ten more interesting? Perhaps play-
ing it against the computer as an
opponent?

Two-to-Ten appeared in Creative
Computing, Nov/Dec 1976.

TWO TO TEN

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ

DD ¥0U NEED INSTRUCTIONS? ¥ES.

cls

THO 70 TEN

HELCOME TO THE GAME OF TWO TO TEN. THAT NAME COMES FROM THE
SPECIAL ‘DECK OF CARDS’ USED. THERE ARE NO FACE CARDS - ONLY
THE CARDS 2-1@. THIS GANE IS EASY AND FUN TO PLAY IF YOU
UNDERSTAND WHAT YOU ARE DOING SO READ THE INSTRUCTIONS
CRREFULLY.

AT THE START OF THE GAME, YOU BET ON WMINNING. TYPE IN ANY
NUMBER BETHEEN @ AND 286 I THEN PICK A RANDOM NUMBER
YOU ARE TO REACH BY THE SUM TOTAL OF MORE CARDS CHOSEN.
BECRUSE OF THE RARE CHANCE OF YOU GETTING TO THAT NUMBER
EXACTLY, YOU ARE GIVEN AN ALLONANCE CARD. THE OBJECT OF
THE GRME OF TO GET THE TOTRL OF CARDS WITHIN THE MYSTERY
NUMBER WITHOUT GOING OVER.

PRESS ANY KEY TO CONTINUE

cis

YOU ARE GIVEN A HINT AS TO WHAT THE NUMBER 1S. THIS IS NOT
THE EXACT NUMBER ONLY ONE CLOSE. ALL YOU DO IN THIS GAME 1S
DECIDE WHEN TO STOP. AT THIS POINT YOUR TOTAL IS COMPARED

HITH THE NUMBER AND YOUR WINNINGS ARE DETERMINED.

PLACE YOUR BET YOU HAVE $ 286 TO SPEND. » 108

YOUR /LUCKY LIMIT/ CARD IS A §
YOU MUST COME MITHIN S WITHOUT GOING OVER TO WIN.

HERE VE GO
CARD # 14 IS A 7 YOU ARE TRYING TO COME NEAR 46
YOUR TOTAL IS 7 DO YOU WANT TO CONTINUE? Y-

cis

PLACE YOUR BET YOU HAVE $ 208 TO SPEND. » 186

YOUR “LUCKY LIMIT” CARD ISA §
YOU MUST COME WITHIN 5 KWITHOUT GOING OVER TO WIN.

HERE WE GO

CARD # 2 ISA 5 YOU ARE TRYING TO COME NEAR 46
YOUR TOTAL 1S 12 DO YOU WANT TO CONTINUE? Y. 4
17

cls

PLACE YOUR BET YOU HAVE $ 268 TO SPEND. ? 168

YOUR “LUCKY LIMIT” CARD ISR S
YOU MUST COME WITHIN 5 HWITHOUT GOING OVER TO MWIN

HERE WE GO

CARD # 3 IS A 48 . YOU ARE TRYING TO COME NEAR 46
YOUR TOTAL IS 22 DO YOU WANT TO CONTINUE? Y.

cis

PLACE YOUR BET YOU HAVE ¢ 288 TO SPEND. » 160

YOUR “LUCKY LIMIT/ CARD IS A S
Y0U MUST COME WITHIN S5 WITHOUT GOING OVER TO KIN.

HERE WE GO

CARD # 4 IS A 6 YOU ARE TRYING TO COME NEAR 46
YOUR TOTAL IS 28 DO YOU WANT TQ CONTINUE? Y-

cis
YOU HAVE $ 28@ TO SPEND. » 168

PLACE YOUR BET

YOUR ‘LUCKY LIMIT/ CARD ISR S
YOU MUST COME WITHIN 5 WITHOUT GOING OVER TO WIN.

HERE WE GO

CARD $ 5 IS A 7 YOU ARE TRYING TO COME NEAR 46
YOUR TOTAL IS 35 . DO YOU KANT TO CONTINUE? ¥_

cis

PLACE YOUR BET YOU HAVE $ 286 TO SPEND. 2 100

YOUR ‘LUCKY LIMIT/ CARD IS A S
YoU MUST COME MITHIN 5 WITHOUT GOING OVER TO WIN.

HERE WE GO

CARD 6 IS A 9 . YOU ARE TRYING TO COME NERR 46
YOUR TOTAL IS 44 DO YOU WANT TO CONTINUE? N

cls

PLACE YOUR BET YOU HRAVE ¢ 280 TO SPEND. ? 160

YOUR /LUCKY LIMIT” CARD IS A S
¥OU MUST COME MITHIN 5 WITHOUT GOING OVER TO WIN.

HERE WE GO

CARD # 6 IS A 9 . YOU ARE TRYING TO COME NEAR 46
YOUR TOTAL IS 44 . DO YOU WANT TO CONTINUE? N

YOU WIN! THE CARD WAS 44 ,YOUR GUESS TOTAL WAS 44
HITHIN YOUR LIMIT CARD.

YU NOW HAVE $ 388 1IN CASH TO BET IN THE NEXT GAME!
HOULD ¥0U LIKE TO PLAY THE MEXT GAME? N

cls




18 CLS: PRINTG441, “TWO TO TEN"

448 IF M>=B THEN 4398

20 PRINT: PRINT TRB(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ" 4sp ¢LS: PRINT "YOU CAN’T BET MORE THAN YOU/VE GOT!"

38 PRINT@S68, "";: INPUT "DO YOU NEED INSTRUCTIONS"; 1

48 IF LEFT$(I4$, 1)="N" THEN 278

58 CLS: PRINT TAB(27)"TWO TO TEN": PRINT

6@ PRINT "WELCOME TO THE GAME OF TWO TO TEN. THAT NAME COMES FROM THE"
V@ PRINT "SPECIAL ‘DECK OF CARDS’ USED. THERE ARE ND FACE CARDS - ONLY"
88 PRINT "THE CARDS 2-48. THIS GAME IS EASY AND FUN TO PLAY IF yoU"
98 PRINT “UNDERSTAND WHAT YOU ARE DOING SO READ THE INSTRUCTIONS"

168 PRINT "CAREFULLY. "

110 PRINT

128 PRINT "AT THE START OF THE GAME, YOU BET ON WINNING. TYPE IN ANy®
138 PRINT "NUMBER BETWEEN 8 AND 268. I THEN PICK A RANDOM NUMBER"

148 PRINT "YOU ARE TO REACH BY THE SUM TOTAL OF MORE CARDS CHOSEN. "

150 PRINT “BECAUSE OF THE RARE CHANCE OF YOU GETTING TO THAT NUMBER"
160 PRINT "EXACTLY, YOU ARE GIVEN AN ALLOWANCE CARD. THE OBJECT OF"
178 PRINT "THE GAME OF TO GET THE TOTAL OF CARDS WITHIN THE MYSTERY"
188 PRINT "NUMBER WITHOUT GOING OVER. "

198 PRINT@S79, "PRESS ANY KEY TO CONTINUE";

280 IF INKEY$="" THEN 280 ELSE CLS

216 PRINT "YOU ARE GIVEN A HINT AS TO WHAT THE NUMBER IS. THIS IS NOT®
22@ PRINT "THE EXACT NUMBER ONLY ONE CLOSE. ALL YOU DO IN THIS GAME Is®
238 PRINT "DECIDE WHEN TO STOP. AT THIS POINT YOUR TOTAL IS COMPARED®
248 PRINT "WITH THE NUMBER AND YOUR WINNINGS ARE DETERMINED. "

256 PRINT@S73, "PRESS ANY KEY TO CONTINUE";

268 IF INKEY$="" THEN 268
270 CLS: M=280

280 D=0

290 T=8

388 O=INT(18+RND(0))>+25

218 N=INT(O+RND(0>)>+0

328 R=(INT(45+RND(@))+1)/1@0
330 S=INT(2HRND(8)+1)

348 IF 5 OO 4 THEN 378

350 E=INT(N-CN+R))

368 GOTO 2388

278 E=INT(N+(N#R))

380 A=INT(9+RND(B)+2)

399 CLS: PRINT

488 PRINT "PLACE YOUR BET
41@ INPUT B

428 PRINT

438 IF B<@ THEN 478

YOU HAVE 45 M, " TO SPEND. *:

175

460 GOTO 486

478 CLS: PRINT “YOU MAY NOT BET AGAINST YOURSELF. ©

488 GOTO 488

498 PRINT "YOUR “LUCKY LIMIT” CARD ISA ™ A

S8d PRINT "YOU MUST COME WITHIN "; A; * WITHOUT GOING OVER TO WIN *
546 PRINT

528 PRINT "HERE KE GO

538 PRINT

548 D=D+1

558 C=INT(9+RND(8)+2)

56@ PRINT@542, “"CARD #"; D;
578 T=T+C

580 IF T<=N THEN 610

398 PRINT "YOUR TOTAL IS OVER THE NUMBER “; N; " AN AUTOMATIC LOSS'*
688 GOTO 73@

610 PRINT "YOUR TOTAL IS ™ T; *
628 INPUT Q%

638 PRINT

640 IF LEFT$(R$, 1)="Y" THEN 530
658 IF T<N-A OR TON THEN 700
660 PRINT "YOU WIN' THE CARD WAS ™ N; ", YOUR GUESS TOTAL MAS"; T
678 PRINT "WITHIN YOUR LIMIT CARD. "

683 M=MB

690 GOTO 746

780 PRINT "YOU BLEW IT!
718 PRINT (N-A>-T

728 PRINT

720 M=M-B

748 PRINT "YOU NOW HAVE $"; M; " IN CASH TO BET IN THE NEXT GAME!'"
758 IF M(=6 THEN 220

768 PRINT "WOULD YOU LIKE TO PLAY THE NEXT GRME";

770 INPUT Q%

788 IF LEFT$($, 1)="¥" THEN 288

798 PRINT“HOPE YOU HAD FUN";

868 GOTO g4@

8@ PRINT

820 PRINT CHR$(7);

830 PRINT "YOU ARE BROKE!! YOU MAY NOT PLAY ANYMORE!!"

848 FOR XX=1 TO 2860:NEXT XX:END

"ISA " G " YOU ARE TRYING TO COME NEFR ®

DO YOU WANT TO CONTINUE";

THE NUMBER WAS"; N; ", OUTSIDE YOUR LIMIT BY *



UFO is a strategy game in which you
play against the computer in alife-and-
death struggle for superiority of space.
It takes place after a space war with
another planet in which both earth and
the attacker's planet are destroyed.
Both planets—basically similar in
strength, social structure, and scientif-
ic awareness—realizing they are
doomed, launch a “lifeboat” into space.
The lifeboats are equally armed and
powered.

However, the aliens are much better
marksmen, hitting once out of every
two shots (inlines 1230-1250, the
computer’s odds are set). Thereasonis
as follows. Theenemy ship'sdecisionis
made by the program; the enemy will
only retreat if he feels you are ramming
and will approach only if you are
running and/or his fuel is running out
(smaller weaponry eatsuplessfuel).He
will only use option 6 {(no move but
gains fuel) if his energy is below a
certain point. In other words, you can
think, while he cannot. You have the
advantage of yourmind,sothealienhas
been given the advantage of a good
steady aim.

The game is setin the future: civiliza-
tion is destroyed, 150 people are left,
and you are in command. The enemy
has never truly been seen, as many
enemies arenevertruly seen,butnever-
theiess you must destroy him or be
destroyed. Your weapons are ex-
plained and the game begins. In your
command ship is a control which will
not allow you to make an illegal move.
This contro! waits after you fire for the
shot to reach the other ship and for the
explosion reports to reach the ship. it
then gives a full report of powerdrain of
both ships. If your power is not nega-
tive you are still in the game but once it
drops below zero your crew dies (the
energy level is theamountofenergyleft
to counteract the attack. f moreenergy
hits the ship than wasrepulsed, theship
is destroyed. If the amounts are equal
then the ship had exactly the same
amount of energy as the attack
drained.) If in any game you can get
close enoughtoyourenemytouseyour
heavy guns without frightening off the
enemy (5000-11000), the game will last
for quite a long time. Theoretically this
game will last forever if played logically.

Written by Raymond J. Kernay, UFO
first appeared in Creative Computing
in Jul/Aug 1977. A modified version
called Star Wars appeared in Sep/Oct
1978.

UFo
COPYRIGHT 1979 CREATIVE COMPUTING HORRISTOMN, NJ

DO ¥OU NEED INSTRUCTIONS? YES.
cis

U F.0

YOU ARE ABOUT TO RECEIVE HIGH SECURITY INFORMATION
PLERASE EAT THE COMPUTER READ OUT AFTER READING.

THIS IS THE YEAR 206@... CIVILIZATION RS YOU KNOW IT HAS
BEEN DESTROVED. .. NATIONS HAVE BEEN REDUCED TO RUBBLE
IN R MASSIVE SPACE WAR.
YOU ARE ONBOARD A SPACE SHIP WHOSE SOLE PURPOSE
1S TQ SAFEGUARD THE 450 PEOPLE ON YOUR SHIP... THE
SOLE SURVIVORS...YOUR MISSION: FIND A PLANET SUITRBLE
FOR YOUR COLONISTS..... PROBLEM: THE ENEMY OF ERRTH STILL
EXISTS. STRANGE CREATURES NEVER SEEN BY MAN.
PRESS ANY KEY TO CONTINUE

cis
UF.0

BY THE TIME YOU READ THIS EARTH WILL NO LONGER EXIST.......
HERE IS YOUR YITAL DATUM:
YU ARE EQUIPPED WITH 16,808 UNITS OF ENERGY.
KHEN YOU RUN OUT, THE ALIENS WILL DESTROY YOU.

WERPONRY
TYPE DESCRIPTION CAPARCITY FUEL DRRIN
1 HERVY GUNS 8 - 11,008 18 UNITS
2 MHARHEADS 10,000 - 100,880 168 UNITS
3 LASER 16,060 - 20,000 1608 UNITS

PRESS ANY KEY TO CONTINUE

cls
UF.o0
OPTIONS
4 APPROACH ——=-m~---108 UNITS
5 RETREAT ~ -~=———-=-m 168 UNITS

BY TYPING 6 YOU CAN PASS AND GRIN 188 UNITS
(LABORERS WORK TO PRODUCE POWER)

L]

ENEMY

THE ENEMY HAS THE SAME CAPABILITIES THAT YOU HAVE.
EACH TIME A SHIP IS HIT, ITS ENERGY DRAIN IS EQUAL TO
THE AMOUNT OF ENERGY SPENT#1@ (EXCEPT LASER WHICH EQUALS
THE AMOUNT SPENT*3 UNITS).
PRESS ANY KEY TO CONTINUE

cls
UFQ

BOTH SHIPS ARE ON THE SAME MISSION AND DESTINATION AND BOTH
ARE ON EQUAL TERMS.

UMFORTUNATLY, YOU MUST KILL EACH OTHER TO WIN.

YOUR MAXIMUM SPEED IS A JUMP OF 50,888 UNITS, HOMEVER,
SPEEDS VARY BETWEEN 16,808 - 50, 006

WARHEADS TRAVEL AT 35,0808 FEET PER SEC...SHELLS 1,880 FEET
PER SECOND.

THIS MESSRGE WAS RECORDED. EARTH IS DEAD... GOOD LUCK. ..

THIS IS COMPUTER CONTROL. WHAT IS YOUR NAME? ABDULA.

cls

176




STATUS OF SHIP ........ 16,888  ENEMY SHIPS STATUS ... 18,808
HHAT ARE YOUR ORDERS, ABDULA? 2.
cls
o= 188, 582 M1 )
STATUS OF SHIP ... ... 16,000  ENEMY SHIP/S STATUS 10, 668
LETS NOT CRACK UNDER PRESSURE.
cls
(e === 188, 582 MI ~———rwmwm——mw}
STATUS OF SHIP ... 18,800  ENEMY SHIP/S STATUS ... 18860
RHAT ARE YOUR ORDERS, ABDULA? 3
LASER FIRED: MISSED........ T00 BAD!
ENEMY FIRES LASERS. ...
cls
(e m e 180, 582 M] ~—eeeem e >
STATUS OF SHIP ... 6,088 ENEWS SHIP'S STATUS . o 6gd
LASER FIRED: MISSED........ T0D BAD!
ENEMY FIRES LASERS....DIRECT HIT..... POWER DOWN
cls
T m e 4036, 582 M] meem e >
STATUS OF SHIP ... 5,068  ENEMY SHIP/S STATUS . 8600
LASER FIRED: MISSED........ T00 BAD!

ENEMY FIRES LASERS. ... MISSED. .. WHEW!!

cls

177

S S 33,246 M] o >
STATUS OF SHIP ... 2,880  ENEWY SHIP/S STATUS .. 7,800
WHAT ARE YOUR ORDERS, ABDULA? 2
cls
RN - U
 S— 33,246 M] ~mmmmmmmmmme >
STATUS OF SHIP ....... 2,808  ENEMY SHIP’S STATUS .. 7,808
WHAT ARE YOUR ORDERS, ABDULA? 2
WARHERD LAUNCHED
cls
[ YT G >
STATUS OF SHIP ... "368  ENEWY SHIP’S STATUS .. 4,300
WARHERD LAUNCHED DIRECT HIT.....ENEMY SHIP’S POMER DOMN
ENENY WARHERD FIRED. .. DIRECT HIT!...POMER DOMN.
cls
R SEE— EL YT ) S >
STATUS OF SHIP ... 30  ENEMY SHIP/S STATUS ... 4 %60
HHAT ARE YOUR ORDERS, RBDULA? 2
WARHERD LAUNCHED MISSED......... T00 BAD!
cis
N YY) S— >:
SIATUS OF SHIP | ape ENEMY SHIP/S STATUS .. 4,260
WHAT ARE YOUR ORDERS, RBDULA? 2
WARHEAD LAUNCHED DIRECT HIT.....ENEMY SHIP’S POMER DOMN
ENEMY WARHERD FIRED...DIRECT HIT!...POER DOMN.
ENEWY IS VICTOR ... LIFE SUPPORT FADING..... CREW DVING...

FLAY AGRIN? NO.



16 CLEAR 3@8: CLS: PRINT@44R, "U.F. 0. "

28 PRINT: PRINT TAB(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN,
3@ PRINT@S68, "V INPUT "DO YOU NEED INSTRUCTIONS™; I1$

48 DIM P(L>

5@ E$=STRINGS$(6, 176)+CHR$(26)+STRINGS (4, 24)+STRINGS(7, 191>

68 E$=E$+STRING$(3, 148)+CHRE(26)+STRINGS(42, 24 )+5TRING$(6, 131)

78 Y$=STRING$(6, 176)+CHRE(R6)+STRINGS (12, 24)+STRINGS(3, 148)

88 Y$=Y$+STRING$(7, 1910 +STRINGS (4, 24> +CHRE(26)+STRINGS(6, 131>

98 REM UFO

188 IF LEFT$(I$, 1>="N" THEN CLS. GOTO 628

116 CLS: PRINT TRB(2%); "U.F.0."- PRINT

42@ PRINT "¥0U ARE ABOUT TO RECEIVE HIGH SECURITY INFORMATION. "

138 PRINT "PLEASE EAT THE COMPUTER READ OUT AFTER READING. *

148 PRINT: PRINT: PRINT

150 PRINT "THIS IS THE YEAR 2080... CIVILIZATION AS YOU KNOW IT HAS"
416@ PRINT “BEEN DESTROYED... NATIGNS HAVE BEEN REDUCED TO RUBBLE"

178 PRINT "IN R MASSIVE SPACE WAR "

488 PRINT * YOU ARE ONBOARD A SPACE SHIP WHOSE SOLE PURPOSE™

198 PRINT ™IS TO SAFEGUARD THE 458 PEQOPLE ON YOUR SHIP. . THE®

208 PRINT “SOLE SURYIVORS...YOUR MISSION: FIND A PLANET SUITRBLE"

246 PRINT "FOR YOUR COLONISTS. .. .. PROBLEM: THE ENEMY OF EARTH STILL"
22@ PRINT "EXISTS. STRANGE CREATURES NEVER SEEN BY MAN. *

238 PRINT@979, “PRESS ANY KEY TO CONTINUE™;

240 IF INKEY$="" THEN 248 ELSE PRINT@128, CHR$(31);

258 PRINT “BY THE TIME YOU RERD THIS ERRTH WILL NO LONGER ERIST....... "
268 PRINT "HERE IS YOUR VITAL DATUM."

278 PRINT TAB(4@); “YOU ARE EQUIPPED WITH 48,880 UNITS OF ENERGY. ”
280 PRINT TAB(10); "WHEN YOU RUN OUT, THE ALIENS WILL DESTROY YOU. "
286 PRINT: PRINT: PRINT: PRINT TAB(23); "WERPONRY"

308 PRINT "TYPE"; TAB(S): "DESCRIPTION'; TAB(25); "CAPACITY"; TRB(4@);
318 PRINT "FUEL DRAIN®

220 PRINT " 4" TAB(S); "HEAVY GUNS"; TAB(24); "8 - 14,688"; TAB(4@);
33G PRINT “48 UNITS"

340 PRINT " 2% TAB(S); "WARHEADS®; TAB(21); "10,008 - 180, 680";

358 PRINT TAB(48); "18@ UNITS"

368 PRINT * 3" TAB(S); “LASER"; TAB(22); "10,008 - 20,0688"; TAB(40);
376 PRINT "1@80 UNITS"

328 PRINT@S79, "PRESS ANY KEY TO CONTINUE";

398 IF INKEY$="" THEN 338 ELSE PRINT@128, CHR$(31);

488 PRINT: PRINT TAB(25); "OPTIONS®

448 PRINT " 4" TAB(S); "APPROACH"; TAB(4?); "-—--—-——--"; TAB(26);
426 PRINT "18@ UNITS®
420 PRINT * 5% TAB(S); "RETREAT"; TAB(47); "------—-="; TRAB(26);

440 PRINT “188 UNITS"

458 PRINT " 6"; TAB(S) "BY TYPING 6 YOU CAN PASS AND GAIN 1688 UNITS"
468 PRINT TAB(S); "(LABORERS WORK TO PRODUCE POWERD"

470 PRINT: PRINT TAB(25); "ENEMY"

480 PRINT: PRINT "THE ENEMY HAS THE SAME CAPABILITIES THAT YOU HAVE. "
490 PRINT "EACH TIME A SHIP IS HIT, ITS ENERGY DRAIN IS EQUAL TO"

589 PRINT "THE AMOUNT OF ENERGY SPENT#18 (EXCEPT LASER WHICH EQUALS"
512 PRINT TAB(38); "THE RMOUNT SPENT*3 UNITS). *

526 PRINT@979, "PRESS ANY KEY TO CONTINUE®;

530 IF INKEY$="" THEN 538 ELSE PRINTE128, CHR$(31);

540 PRINT "BOTH SHIPS ARE ON THE SAME MISSION AND DESTINATION AND BOTH"
558 PRINT “ARE ON EQUAL TERMS. "

568 PRINT "UNFORTUNATLY, YOU MUST KILL EACH OTHER TO WIN. "

570 PRINT "YOUR MAXIMUM SPEED IS A JUMP OF 58, @88 UNITS, HOMEYER,"
588 PRINT "SPEEDS VARY BETWEEN 16,000 - 5@, 680. "

598 PRINT "WARHEADS TRAVEL AT 35,008 FEET PER SEC... SHELLS 1,600 FEET"
686 PRINT “PER SECOND. *

640 PRINT "THIS MESSAGE WAS RECORDED. EARTH IS DEAD... GOOD LUCK. .."
620 PRINT@?68, "THIS IS COMPUTER CONTROL. WHAT IS YOUR NAME™;

636 INPUT A$: P-16080: P(1>=10808: A=RND(8)%200008

640 CLS: PRINT@576, STRINGS$(64,148)° PRINTEAS. E£$: PRINT@L81, ¥§

658 FOR I=1 T0 2: PRINT TAB(12); "% TAB(S3) ":*: NEXT: GOTO 71@
662 PRINTEG4GE, "%

678 PRINT USING "{~-mrnmmmm—-= L ST

680 PRINTB64G, % - PRINT USING "STATUS OF SHIP ........ #4, 4887 P
698 PRINTGE?4, “*; PRINT USING "ENEMY SHIP’S STATUS .. #f ##4" P(D)

780 FOR I=1 TO 1868: NEXT: RETURN

740 GOSUB 668: PRINT@?68, "WHAT ARE YOUR ORDERS. “; A$i CHR$(IL);
728 INPUT C

738 O=INT(RND(@)*2)+1

748 ON C GOTO 760, 868, 970, 1070, 1120, 1188

750 PRINT "LETS NOT CRACK UNDER PRESSURE. "- GOTO vi@
768 IF A>11685 THEN 758

78 P=P-18

780 PRINT "GUNS FIRED:®

79@ F$="%=- “- FOR I=4 TO 26: FOR II=1 TO 18: NERT II
880 PRINT@238-1, F$;  NEXT I: PRINTE238-I, " i
81@ PRINT@S43, "™

828 IF O=1 THEN 848

838 PRINT "MISSED....... Y00 BRAD!™: GOTC 1150

178

840 PRINT “DIRECT HIT..... .. ENEMY SHIP’S POWER DOWN. "

858 P{1>=P(1)-160: GOTO 119@

858 IF A>10@0EA THEN 756

§78 IF AC16808 THEN 750

880 P=P-188: PRINT “KARHEAD LAUNCHED": FOR X=1 TO Ax2 STEF 350@4
8561 NEXT %

900 F$="(-- " FOR I=4 TO 26: FOR II=1 TO 18: NERT II

916 PRINT@238-I, F#; NEXT I: PRINT@238-1, " '

926 PRINTES3G, "":

930 IF O=4 THEN 948 ELSE PRINT “MISSED......... 700 BAD!"- GOTO 1198
948 PRINT “DIRECT HIT..... ENEMY SHIP’S POWER DOWN. *

958 P(1)>=P(1)-1080

966 GOTO 1198

978 IF AC10000@ THEN 75

988 P=P-1086

99G PRINT "LASER FIRED: %

1608 F$=""- FOR I=1 TO 26: F$=F$+"=": PRINT@228-1, F$; @ NEXT
1610 F$=""- FOR I=1 TQ 26. F$=F$+" " PRINT@228-1, F$;:@ NEXT
1628 PRINTEB45, *";

4638 IF 0=1 THEN 1658

104@ PRINT "MISSED........ TOO BAD!™- GOTO 1150

1658 PRINT "DIRECT HIT..... ENEMY SHIP’S POWER DOWN. "

1068 P(4)=F(1)-3006: GOTO 1150

1678 B=RND(Q)+40800+10008: A=A-B: P=P-108: IF ACL THEN 1188
1888 PRINT “SHIP RPROACHING"

1856 GOTO 113%@

4488 CLS: PRINT "iolk COLLISION ##+¥:PRINT “BOTH SHIPS DESTROYED!™
1416 GOTO 1538

1120 B=RND(@)+4@006+16608: A=A+B: P=P-160: IF A>280659 THEN 1156
1138 PRINT "SHIP RETREATING. "

1148 GOTO 1198

1458 PRINT A$; ", YOUR RANGE IS"; R; " WE CANNOT RUN. RANGE IS "
1168 PRINT*208880"

1178 R=280000: GOT01150

1468 PRINT "SHIP AT REST. "- P=P+16@

1198 IF PC4)<1 THEN 1568

1200 IF P(1){560 THEN 1488

1248 IF ACSEB0E THEN 1516

1228 R=INTCRNDCE)¥3)+1: O=INT(RND(@)+2+1)

1236 ON R GOTO 1400, 1338

1240 IF R=2 THEN 1338

1250 IF AC180GB0 THEN 1220

1260 P(1)=P(1)-1088

4270 PRINT "ENEMY FIRES LASERS.... ™

1286 F$="": FOR I=1 TO 26: F$=F$+"="- PRINTE211, F$i & NEXT

1298 F$="" FOR I=1 TQ 26: F$=F$+" " PRINTE214, F$; NEXT

1308 PRINTES1S, "%

4216 IF 0=1 THEN 4328 ELSE PRINT “MISSED...WHEN!!"- GOTO 1478
4228 PRINT "DIRECT HIT..... POWER DOWN“: P=P-3@08: GOTO 1478
1339 IF A>160088 THEN 1228 ELSE IF AC10068 THEN 1220

1348 P(43=P(1)-186: PRINT "ENEMY WARHERD FIRED...."

1358 F$=" -->": FOR I=1 TO 23: FOR II=1 TO 18: NEXT II

1368 PRINTE210+]1, F$; - NEXT I: PRINT@R1@+1. " "

1378 PRINTES1S, "%

4388 IF 0=1 THEN 139@ ELSE PRINT "MISSED... WHEW!": GOTO 1478
1398 P=P-100@: PRINT "DIRECT HIT!...POWER DOWN. - GOTO 1478
1468 IF A>11880 THEN 1228 ELSE P(1)=P{1)-10

144@ PRINT "ENEMY FIRES SHELL...."

1420 F$=" -=+"- FOR I=1T0 23: FOR II=1 70 18: NEXT II

1438 PRINT@210+1, F$; - NEXT 1. PRINT@210+I, " "

1448 PRINTES18, "";

1458 IF 0=1 THEN 1466 ELSEPRINT "MISSED...HWHEW!": GOTO 147@
1468 PRINT "DIRECT HIT _....POKER DOWN. *: P=P-108

1479 IF P4 THEN 4588 ELSE GOTO 718

1488 P(1)=P(1)+168: PRINT "ENEMY SHIP RESTING. ": GOTO 1470

1498 B=INT(RND(0)*4B0@8+10000: A=A-B: PRINT "ENEMY SHIP APPROACHING"
1588 GOTO 1476

1510 B=RND(@)+4BB60+10000: A=A+B: PRINT "ENEMY SHIP RETREATING. "
1528 GOTO 1478

1538 PRINT "THAT WAS A PRETTY DUMB THING TO DO, ";A$:B$:CH " "
1548 PRINT "YOUR MISSION IS TG PROTECT YOUR PASSENGERS, NOT DESTROY."
1558 GOTO 1558

1560 PRINT "ENEMY SHIP’S POWER GONE..... NO LIFE PRESENT. "

1570 PRINT “MISSION SUCCESSFUL!"; = GOTO 1398
4588 PRINT "ENEMY IS VICTOR. ... LIFE SUPPORT FRDING. ...
4590 FOR I=1 TO 2068: NEXT: CLS

1688 PRINT

1640 PRINT

1628 PRINT

1638 PRINT "PLRY AGAIN";

1648 INPUT RS

1658 IF LEFT$(A$ 1>="Y" THEN 30

1660 END

CREW DYING... ™




Under & Over

179

This is a funny little dice game in
which you're betting on the outcome of
rolling two dice. You may bet on any
number from two to twelve. If your
number is exactly the same as shown
on the sum of the dice, you win at four
to one odds. If your number is under
seven and the roll of the dice is under
seven, you win even money. If your
number is over seven and theroll of the
dice is over seven, you also win even
money. Only a bet on seven itself can
win at four to one. The program goes
on until you run out of money or until
you interrupt it.

UNDER & OVER

COPYRIGHT 1575 CREATIVE COMPUTING MORRISTOMH, MJ
DO YOU HEED INSTRUCTIONS? YES.

cis

UHDER AND OVER

THIS 1S A GAME OF UNDER AND OVER. IF YQU PICK
UNDER (R QVER SEVEN, YOU NILL WIN EVEN MONEY.
IF YOU PICK EVEN YOU WILL WIN HONEY AT FOUR T0 ONE
0DDS. Y0U HAVE $186 T0 START WITH 500D LUCK!

cls

PRESS ANY KEY TO CONTIME
HHAT NUMBER DO YO WISH TO PLAY AND HOM MUCH
DO Y0U WANT TO BET ON THE NUMBER? 4,18_

cls

THE DICE HAVE HOW BEEN THROMN. THE RESULTS
ARE AS FOLLOWS.

DIE #1 DIE #2 SUM YOUR & 1055

2 4 6 4 UNDER

ekt YO HIN EVEN HONEY wbtsiloik
YOU NON HAVE. 140,

HHAT HUMBER DO YOU WISH TO PLAY RND HON MUCH
U0 YO MANT TO BET ON THE MUMBER? 4,16

cls




THE DICE HAVE NOM EEEN THROWH THE RESULTS
ARE AS FOLLONS:

DIE 81 DIE #2 S YOUR. ¢ T055

5 4 9 4 OVER

YOU HOW HAVE $168.

HHAT NUMBER DO YOU WISH TO PLAY AND HOW MUCH
DO YOU WANT TO BET ON THE HUMBER? 7,20

cls
THE DICE HAYE NOM BEEN THROMN. THE RESi!LTS
ARE AS FOLLONS:
DIE #1 DIE #2 Sum YOUR # T0sS
I
PEETE YO LOSE i

YOU NON HAVE 480

KHAT NUMEER DO YOU WISH TO PLAY AHD HON HUCH
DO YOU WANT TO BET ON THE MUMBER? 8,16

cls

THE DICE HAYE NOM BEEN THROMM THE RESULTS
RRE A5 FOLLOWS:

DIE #1 DIE #2 Ui} YOUR # T055

[ 4 16 g OVER

skt YOU HIN EVEN MONEY stk
POU HOW HAYE 496

HHAT HUMBER DO YOU WISH TO PLRY AND HOW MUCH
D0 YOI WANT TO BET ON THE HUMBER? 9,20

cls

THE DICE HAVE NOW BEEM THROWM THE RESULTS
ARE A5 FOLLOMS:

DIE #1 DIE #2 SUM YOUR # TS

3 5 i@ 9 OVER

it YOI WHIN EYEN NONEY sbirbbir
VOU HOH HAVE $148.

WHAT NUMBER DO Y04 MISH TO PLAY AND HOM MUCH
DO YOI WANT TO BET OH THE HUMBER? 5, 18.
cls

THE DICE HAYE NOW BEER THROMM. THE RESULTS
ARE AS FOLLOWS:

DIE #1 DIE #2 < YOUR # Tose
€ i 7 § EVEN
1HEe ooy LosE it

YO HOH HAVE $163,
VHAT HUMBER 0O YOU WISH TO PLRY AND HOM MUCH
DG YO WANT TO BET OH THE HUMEER? £.16.

cls

THE DICE HAVE MOW BEEN THROMH THE RESULTS
fRE fS FOLLOWS.

DIE #1 DIE #2 SN YOUR ¢ Toss
6 H i 3 WER
UITEE 90U LOSE NN

YO HOM HAYE  $90.

JHAT HUMBER DO YOU WISH TO PLAY AND HOW HUCH
DO YOU MANT TO BET (N THE HUMBER™ 8, %6

cls

THE DICE HAVE MOW BEEN THROMM. THE RESULTS
fARE AS FOLLIBIS.

DIE #1 DIE #2 SuM YOUR # TOsS

i 4 § 3 UHDER

¥0U NOW HRYE  $6.

THE GREE 1S OYER RHD YOU ARE FLAT BROKE. SORRY CHRRLIE,
THIZ PROVES THAT 1T 15 HOT GOOD TO GAMELE
00 ¥OU WANT T0 PLAY AGAINT HO.

cls

18 05

26 CLERR 1630

38 PRINT @ 418, “UNDER & OVER®
48 PRINT

2

5@ PRINT TRB(7)“COPYRIGHT 4973 CREATIVE COMPUTING MORRISTOWNL NI*

£8 FRINT & 958."";

78 TNPUT®DO YOU NEED IHSTRUCTIONS"; If

e Fi=" 4 # # ##

96 IF T4="NH" THEN 208

108 TS

148 PRINT TAB(Z8): "UNDER AND OVER"

128 PRINT

13@ PRINT*THIS 15 R GRIE OF UNDER AND OVER IF YOU PICK"
148 PRINT"UNDER OR QVER SEVEH, YOU WILL WIN EVEN MOMEY."
150 PRINTUIF YOU PICK EVEN YOU WILL IN MOMEY AT FOUR TO OHE®
168 PRINT"CDDS. YOU HAVE 3106 TO START HITH. 600D LUCK!"
178 PRINT

188 PRINT

19 GOSUB 758

208 (L5

218 fA=100

228 RESTORE

273 RERD A% BY, (4§

249 DATA "UNDER", "OYER®, "EVEN"

250 PRINT"MHAT NUMBER DO YOU WISH TO PLAY AHD HOW MUCH"
260 PRINT"DO YOU WANT TO BET ON THE MUMBER™

278 RUT B ©

386 (LS

298 PRINT®THE DICE HAVE NOW BEEM THROMN THE RESULTS"
68 PRINT®ARE RS FOLLOWS:.®

248 PRINT

220 D=INTCERRND(BO+D)

238 P=INT(ERID(E)+1)

740 PRINT™DIE #4° TRB(15)°DIE #2* TRB(CIB)*SUM" TAB(4E)“YOUR #° TRB(SS)"T0SS"
G ERINT e ~=* TRAB({S)-— —" TABC2®)"—" TAB(4@)"—~— -" TAB(ID)"-—-"

60 IF G+R7 THEN 448

378 IF G+R=7 THEN 448

280 PRINT USING F$; & R, @R B/ RF

390 PRIMT

400 GOT0 468

418 PRINT USING F$; @ R (4R B, BY

428 PRINT

4@ GOTO 468

448 PRINT USING F&; & R B4R B, C§

438 PRINT

460 IF B=(#+R THEN 480

478 TF (BC7 RND @4R(7) DR {ED7 AND Q+RD7) THEN 546 ELSE 568
488 IF B(=6 OR B)=B THEN 548

458 R=fi+ (440)

588 PRINT TRE(28) Mwettioe YU WIN 4 T0 1 sprein
548 PRINT

526 GOSUE 768

538 GOTO 620

540 f=A+C

550 PRINT TAB(20) “hkitek YOU MIN EVEN HONEY sickichiy!
560 GOSUE 766

576 GOTO 628

588 8=A-C

£6% GOSUE 709
€18 GOTO 628
626 IF A0 THEN 220

530 PRINT*THE GAME IS OYER AHD VOU ARE FLAT BROKE. SORRY CHARLIE.®

646 PRINT"THIS PROVES THAT 1T IS HOT GOOD TG GRMELE. "
£50 GOTC 668

€69 FRINTDD YOU WANT TG PLAY AGRIN®:

670 THPUT HE

€86 IF LEFTSCMS, 1)="Y" THEN 268

£9% END

700 PRINT "YOU NOW HAVE":

710 PRINT USIHG "4$88H™

726 PRINT ¢

738 PRINT

749 RETURN

758 PRINT @ 979, “PRESS ANY KEY T CONTINUE™
768 1F THIEYS =" THEN 768

776 RETURN




Van Gam

VAN GAM is a simple game with an
interesting solution set. The winning
sequence pairs are formed by certain
mutually exclusive sequences, using
the goiden mean,

g 145
as anirrational 2

generator. See explanation, lines 110-
210.

IFT=1+v5
2 -
and X =T+1,Y=—+1
T

then for integers N the winning se-
quence generators are

INT(N*X)2571013....

INT(N*Y)134 6 8....

ltis interesting tc note that the union
of these sequences is the set of
integers, and their intersection is
empty. That is the case, in fact, for any
irrational generator, but only T will
produce winning VAN GAM pairs. The
game is not much fun in that the
average user will never be able to beat
the computer in non-trivial cases,
uniess he has been taught the winning
sequences.

This program by Alan Brown first
appeared in Creative Computing,
Jan/Feb 1978.

YANGAM

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ
DO YOU NEED INSTRUCTIONS? YES.
cls
YAN WYTHOFF/S GAME

YOU ARE TO CREATE TWO PILES OF MATCHES, EACH CONTAINING 108
OR LESS.  YOU PLAY ALTERNATELY WITH ME, AND QLR MOVES
CONSIST OF-

(R) TAKING AWAY 1 OR MORE MATCHES FROM ONE PILE ONLY.
0R

(B> TAKING AWAY THE SAME NUMBER FROM ERCH PILE.
THE ONE WHO TAKES AWAY THE LAST MATCH OF ALL WINS.
ENTER YOUR MOVES IN THIS MANNER:

2L - (2 LEFT> TAKE TWO FROM LEFT PILE

3R - (3 RIGHT) TAKE THREE FROM RIGHT PILE

5B - (5 BOTH) TAKE FIVE FROM ERCH PILE

PRESS ANY KEY TO CONTINUE

cls

DESIRED PILE SIZES (NUMBER, NUMBER)? 17,22
DO ¥YOU WANT TO GO FIRST? YES.

cis

181

LEFT RIGHT
14 22
YOUR MOVE ? 3L
H. ..
cls
LEFT RIGHT
9 17
YOUR MOVE 2 3B
cls
LEFT RIGHT
9 15
YOUR HOVE 2 SR_
HM... 1 TAKE: 2R
cls
LEFT RIGHT
[ 16
YOUR MOVE 2 3B.
... I TRKE: 3L
cls
LEFT RIGHT
3 5
YOUR MOVE 2 3R.
Hi... I TRKE: 2R
cis
LEFT RIGHT
1 2
YOUR HMOVE 2 1R_
WL . T TAKE: 2L
cls
LEFT RIGHT
2] [}

SORRY ~ 1 WIN.

DON‘T FEEL BADLY - I“M AN EXPERT.

DQ YOU KANT TO PLAY AGAIN? _

cls

DESIRED PILE SIZES (NUMBER, NUMBER)? 26,16

DO YOU NANT TO GO FIRST? NO-

cls

YOUR MOVE 2 2B
L. T TAKE. 1L

LEFT RIGHT

25 16

cls



LEFT RIGHT
22 14
YOUR HOVE 2 2B.
Hi... I TRKE. 1L
cis
LEFT RIGHT
19 12
YOUR MOVE 2 4B.
Wi.. I TAKE:. 1L
cls
LEFT RIGHT
v 11
YOUR MOVE 2 2B.
HL .. 1 TAKE: 1L
cls
LEFT RIGHT
14 El
YOUR MOVE ° 1B.
HW... I TAKE. it
cls
LEFT RIGHT
i2 8
YOUR MQVE * 2B.
.. 1 TAKE: il
cls
LEFT RIGHT
9 3
YOUR MOVE ? 28.
W, 1 TAKE: 1L
cls
LEFT RIGHT
[ 4
YOUR MOVE ? 1B.
Hi .. I TAKE: 4L
cis
LEFT RIGHT
4 3
YOUR MOVE 2 2B
H1... I TAKE: 4L
cls
LEFT RIGHT
i 1
YOUR MOVE 2 4B.
WM. T TAKE. 1L
cis
LEFT RIGHT
2} @
YOUR MOVE ? 1B
...
cls
LEFT RIGHT
<} ¢}
YOUR MOVE 2 1B
H1. ..
cis

YOU WIN!!

CONGRATULATIONS.  YOU ARE A VERY CLEVER VAN WYTHOFF’S
GAMESMAN.

DO YOU WANT TO PLAY AGAIN? NO.

16 CLS. PRINTE412, "VANGAH"

26 FRINT: PRINT TAB(?) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ*
%@ PRINTES6D, ""; INPUT “DO YOU NEED INSTRUCTIONS® I$

48 DI QC268)

58 X=(1+5OR(5)/2: Y=1+/X: X=1+X

62 FOR 1=8 T0 99

76 QCI*)=INTCI#X) 1 RCI¥2+)=INT(T#Y)

9 NEXT 1. T=0

a@ IF LEFT$CI$ £)="N* THEN CLS: GOTO 226

196 CLS: PRINT TABCZZ); "WAN WYTHOFF’S GAME®: PRINT

148 PRINT "vOU ARE TO CREATE TWO PILES OF MATCHES, ERCH CONTRINING 1@
120 PRINT "OR LESS. YOU PLAY ALTERNATELY WITH ME, AND OUR MOVES®
130 PRINT "CONSIST OF:*

148 PRINT TAB(18); *(R) TRAKING AMAY 1 OR MORE MATCHES":

158 PRINT " FROM ONE PILE CNLY, OR®

168 PRINT TRBC18); “(BY TAKING ANAY THE SAME NUMBER FROM EACH PILE. ™
178 PRINT "THE ONE WHO TRKES AKAY THE LAST MATCH OF ALL WINS. *
199 PRINT "ENTER YOUR MOVES IN THIS MAHNER:"

198 PRINT TRBC1@); "ZL - <2 LEFT) TAKE THO FROM LEFT PILE”

208 PRINT TAB(18); 3R - (3 RIGHT) TAKE THREE FROM RIGHT PILE"
24@ PRINT TRR(1@); *5B - (5 BOTH) TAKE FIVE FROM ERCH PILE"

220 PRINT@S79, “PRESS ANY KEY TO CONTINUE';

221 IF INKEY$="" THEN 224 ELSE CLS

230 CLS: INPUT "DESIRED PILE SIZES (NUMBER,NUMBER)";Si,S2

240 L=S1: R=G2

258 IF L+R>S THEN 278

260 PRINT "OH, YOU‘RE A SPORT, YOU ARE. "

270 INPUT "DO YOU WANT TO GO FIRST";B$: CLS

288 PRINT: PRINT TAB(27); "LEFT RIGHT"

269 PRINT TRR(27); Pummm  mmmmnt

308 PRINT TRB(27); L TRR(IZ):R

318 P=L#2: IF LOR THEN 330

220 P=R¥2

338 IF LEFT$(B$: 1)="N* THEN 5@

340 IF L=R THEN PRINT "YOU LIKE SITTING DUCKS, DON’T wOU?"

350 PRINTES2, "YOUR MOVE " CHR$(38Y; - INPUTES: PRINT CHR$(31);
2356 FOR %=1 T0 LEN(BS)

378 IF ASCCHIDS(RS, X, 1))C48 OR ASCOMIDS(BS, ¥, 103257 THEN 398
38 NEXT X

398 52=VALCMIDS(BS, 4, X~1))

460 IF 53=0 THEN 440

416 IF MID$(BS, % 1)="L" THEN 468

420 IF MID$(B$, %, 1)="R" THEN 488

438 IF MID$(BS, % 1)="B" THEN 588

448 T=T+1: IF T>2 THEN 1478

456 PRINT: PRINT "IMPROPER ENTRY. STOP FOOLING RROUND. - GOTO 25@
468 IF STHL THEN d4@

470 L=L-S3: GOTO 528

488 IF SR THEN 446

490 R=R-S3: GOTO 52@

560 IF SDL THEN 44@

510 L=L-63: GOTO 488

520 PRINT@219, L; TRB(24):R

539 PRINTES?E, HM... ™

548 FOR I=1 TO 568: A=A+I: NENT I

558 IF L+R>@ THEN 660

568 PRINT: PRINT: PRINT "YU WIN!!*‘ PRINT

578 PRINT "CONGRATULATIONS. VOU ARE A VERY CLEVER VAN WYTHOFF/S*
585 PRINT "GRMESMAN,

598 GOTO 1128

603 1=6: 1=0

616 IF @CId=L THEN 668

620 IF 0CI+1)=L THEN 638

630 IF QCId>=R THEN 780

648 IF QCI+0)=R THEN 720

658 I=1+2: GOTO 516

660 L1=1: L2=1: IF M=t THEN 748

670 M=1: GOTO €38

680 Li=1. L2=0: IF M=1 THEN 74@

690 M=t GOTO 628

182



788 Ri=I: R2=1: IF M=1 THEN 748

748 M=1: GOTO 658

728 Ri=1: R2=0: IF M=1 THEN 740

738 M=1: GOTO 658

74@ IF L=R THEN 800

758 IF Ri=L1 THEN 1628

768 IF LI>R1 THEN 810

778 P=L1+L2

758 IF QPR THEN 848

798 M=R-Q(P>: R=Q(P)- A$="R" - GOTO 1068
080 M=L. L=8: R=8: A$="B"- GOTO 1668
818 P=R1+R2

€20 IF QCP)>L THEN 946

838 M=L-Q<P)- L=Q(P)- A$="L"- GOTO 1068
848 M=0: f$="p"

858 P=L1: IF R1<L1 THEN P=Ri

868 P=P-2: G=0

370 M=M+1: L=l-1: R=R-1

888 FOR I=P TQ 8 STEP -

898 IF G<Id=L THEN 948

968 IF QCI+1d>=L THEN 960

918 IF QCI»=R THEN 980

920 IF Q{I+1)=R THEN 1006

X NEXT I: GOTO 870

940 IF QCI+4>=R THEN 1660

958 GOTO 1610

950 IF QCI)=R THEN 1068

976 GOTO 1618

988 IF Q(I+i)=L THEN 1050

%@ GOTO 1819

1808 IF QCI>=L THEN 1868

10i@ IF G=1 THEN 88@

1628 G=1: GOTO 878

1830 IF L3R THEN 1059

1040 R=R-1: M=1: A$="R"- GOTO 1068
1858 [=L-1: M=1. Ag="L"

186@ Bg=""- IF M>9 THEN 1158

1878 B$=CHR$(M+48)

1830 B=P$+A$

1698 PRINT "I TAKE:. " TAB(14);B$: PRINTE219, L, TAB(34);R
11686 IF L+R>@ THEN 25@

1118 PRINT; PRINT “SORRY - I WIN. DON’T FEEL BADLY - I‘M AN EXPERT. "
1128 PRINT: PRINT "DO YOU WANT TO PLAY AGAIN"; CHR$C21Y; INPUTBS
1120 IF LEFT$(B$, 1)="y" THEN 220

1148 GOTO 1196

1456 B$=CHRE(INT(M/18)+48) - B$=RS+CHRS (H-INTCM/18)+10+48)
1168 GOTO 168a

117@ PRINT: PRINT "LOOK, YOU JUST WON‘T STOP FOOLING ABOUT. BUZZ OFF "
1188 GOTO 113G

119Q PRINT: PRINT "0.K. BYE NOW *

1288 FOR A=1 TO 1608: NEXT: END

_4’
ﬁ d . .-
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Warfish

In this game, you're the commander
of an American submarine with a
mission to seek out and destroy as
many Japanese ships as possible
during World War |l

You may up your periscope to search
for Japanese ships, you may launch
your torpedoes, or you may dive to
avoid Japanese ships that are attacking
you.

For the most part, this is a game of
random probabilities. To make it more
interesting, you might wish to introduce
a skill factor in terms of aiming your
submarine or distance away from an
enemy ship, size of theenemy ship, and
SO on.

Warfish was written by Randy Wit.

WARFISH

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTORN, NJ

DO YOU NEED INSTRUCTIONS? YES.

cis
WARFISH

vOU COMMAND AN AMERICAN SUBMARINE THRT BEEN SENT OUT
TO ATTRCK JAPANESE SHIPS AT SEA DURING WORLD WAR THO.

THE ORDERS THAT CAN BE GIVEN ARE THE FOLLOWING:
PERISCOPE ~ TO SEARCH FOR JAPANESE SHIPS.
TORPEDO - TO LAUNCH TORPEDOES AT JAPANESE SHIPS.
DIVE - TO ESCAPE JAPANESE SHIPS THAT ARE ATTACKING.
THESE ARE SOME HISTORIC U.S. NAVY SUBMARINES:

TAUTOG, SILVERSIDES, CRVALLA, BLUEFISH, THRESHER
SHORDFISH, FLASHER, TROUT, ARCHER.

SELECT ONE OF THE RBOVE, OR USE A NAME OF YOUR CHOICE.
PRINT THE NAME OF YOUR SUBMARINE? TROUT-

cis

JRPANESE TORPEDO BOAT IS ATTACKING.
ORDERS, COMMANDER? DIVE.

cis

DISTANCE OF TORPEDO BORT DEPTH OF USS TROUT

1758 YARDS 8 FEET

1588 YARDS 25 FEET
1258 YARDS 58 FEET
1008 YARDS 75 FEET
738 YARDS 166 FEET
560 YARDS 125 FEET
256 YARDS 150 FEET
@ YARDS 175 FEET

THE USS TROUT IS UNHURT.
ORDERS, COMMANDER? PERISCOPE-

184

cis

JAPANESE AMMUNITION SHIP ~ 9658 TONS.
ORDERS, COMMANDER? TORPEDO.

cls

26 TORPEDOES LEFT.
NUMBER OF TORPEDOES TO FIRE? 2

2 TORPEDOES FIRED - 2 HITS - AMMUNITION . SHIP SUNK.
ORDERS, COMMANDER? PERISCOPE.

cls

JRPANESE TRANSPORT - 8888 TONS.
ORDERS, COMMANDER? TORPEDO.

cis

24 TORPEDUES LEFT.
NUMBER OF TORPEDOES TO FIRE? 2

2 TORPEDOES FIRED - 1 HITS — TRANSPORT SUNK.
ORDERS, COMMANDER? PERISCOPE.

cls

JAPANESE AMMUNITION SHIP - 9658 TONS.
ORDERS, COMMANDER? TORPEDD.

cls

22 TORPEDOES LEFT.
MMBER OF TORPEDOES 7O FIRE? 10

1@ TORPEDOES FIRED - 6 HITS - AMAUNITION SHIP SUNK.
ORDERS, COMMANDER? PERISCOPE.

cis

JRPANESE FREIGHTER - 6588 TONS.
ORDERS, COMMANDER? TORPEDO_

cis




12 TORPEDOES LEFT.
NUMBER OF TORPEDOES TO FIRE? 6

6 TORPEDOES FIRED - 3 HITS ~ FREIGHTER SUNK.
JRPANESE DESTROYER IS ATTACKING.
ORDERS, COMMANDER? TORPEDO.

cls

THE USS TROUT HAS BEEN SUNK BY GUNFIRE.
THE SUBMARINE USS TROUT HAS SUNK A TOTAL OF 4 SHIPS.
TOTAL ENEMY TONNAGE SUNK: 34688 TONS

DO YOU WANT TO TRY RGRIN? NO_
cis

18 CLS: PRINTG413, "HARFISH"

28 PRINT: PRINT TRB(7) “COPYRIGHT 4979 CREATIVE COMPUTING HORRISTOMN, NJ°

28 PRINT@96, °*;: INPUT "DO YOU MEED INSTRUCTIONS'; I%

48 G-RND(B)

58 REM

68 IF LEFT$CIS 1)="N" THEN CLS: GOTO 496

78 CLS: PRINT TAB(28); "WARFISH™: PRINT

€8 PRINT “YOU COMMAND AN AMERICAN SUBMARIME THAT HAS BEEN SENT OUT®
98 PRINT "TO ATTACK JAPANESE SHIPS AT SEA DURING MORLD HAR TWO.®
168 PRINT

116 PRINT "THE ORDERS THAT CAN BE GIVEN RRE THE FOLLOWING:®
126 PRINT *  PERISCOPE ~ TO SEARCH FOR JRPRMESE SHIPS. ®
138 FRINT *  TORPEDO - TO LAUNCH TORPEDOES AT JRPAMESE SHIPS. ®
148 FRINT *  DIVE - TO ESCAPE JAPRNESE SHIPS THAT ARE ATTRCKING. ®
138 PRINT °THESE RRE SOME HISTORIC U.S. MAWY SUBMARINES:™:PRINT
168 PRINT * TRUTOG, SILVERSIDES, CRYALLA, BLUEFISH, THRESHER®
176 PRINT © SHORDFISH, FLASHER, TROUT, ARCHER “:PRINT
189 PRINT "SELECT ONE GF THE ABOVE, OR USE A NAME OF YOUR CHOICE ©
198 PRINT "PRINT THE NAME OF YOUR SUBMARINE®;

208 THPUT RS

218 T=26

278 D=INT(RND(8)#18)

238 IF DC6 THEN 388

248 1F DOS AHD DO7 THEM 270

258 P4="DESTROYER*

268 K=2168

279 IF DOB THENZES

288 RE="DESTROVER ESCORT®

298 H=1358

388 IF DOY THEN 330

318 R$="TORPEDO BORT®

228 W=78

338 IF D=6 OR D=7 THEN 368

348 G=1

358 GOTO 278

368 0=2

378 PRINT"JRPRNESE *; R$; * IS ATTACKING *

388 IF D>=6 THEW 400

359 A=INT(RID(O)¥1@)

468 REM

418 PRINT "ORDERS, COMHANDER";

428 INPUT Ct

438 CLS: C4=HID$(Cs L 1)

448 IF C4="P" THEN 488

458 IF C$="T" THEN 1168

468 IF C$="D" THEN 1378

478 GOTO 418

488 IF X5 OR )8 THEN 1688

498 IF fd=4 THEN 578

580 R$="FREIGHTER"

518 IF AO8 A AOL THEN 528

528 H=6508

938 IF RO2 THEN 556

548 K=7568

558 IF AO3 THEN 578

368 H=6168

378 IF RO7 ARD ROB THEN 628

389 R$="TRHKER"

398 IF AOB THEN 628

600 1=10088

618 G0T0 638

628 W=9568

628 IF RC4 RND AOS THEN 698

648 Re="TRANSFORT"

€39 IF ACS THEN 688

668 H=11368

678 G070 698

668 H=8808

€98 IF RO6 THEN 720

789 Ré="RMMUNITION SHIP®

718 1#=3658

726 IF =3 OR R=6 THEN 748

738 =1

748 IF RO6 THEN 768

739 0=1
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768 IF A9 THEN 1888

779 E=INT(RND(B)*18)

788 IF EQ8 THEN 818

798 R¢="BATTLESHIP®

880 W=33368

818 IF EO1 THEN 846

828 R§="RIRCRAFT CARRIER"

838 H=25760

840 IF EQ2 THEN 878

858 R§="HERYY CRUISER"

868 K=9908

878 IF EO3 THEN 588

688 R$="LIGHT CRUISER®

838 W=9608

988 IF EQ4 AND EOS THEN 938

918 R¢="DESTROVER"

928 W=2108

938 IF EQ6 AD EQ7 THEN 968

948 Ré="SUBMARIHE®

938 H=1288

968 IF EQOB AND ECS THEN 988

978 B=1358

988 IF EC=5 THEM 1680

9% =1

1686 IF EQ4 AND EOS THEN 1628

1010 G=2

1828 IF EQ2 AND EQ3 THEN 1648

1638 =3

1640 IF EQL THEN 1668

1859 H=4

1068 IF EQB THEN 1980

1678 6=7

1090 PRINT “JAPRMESE ™ R&: * -% W "TONS."
1699 GOTO 408

1108 IF ©=1 THEN 1130

1118 PRINT *NO JAPRMESE SHIPS IN SIGHT - JUST GCERN ®
1128 IF &1 THEN 418

1138 PRINT T; "TORPEDOES LEFT. °

1140 PRINT “NUMBER OF TORPEDOES TO FIRE";

1458 INPUT R

1168 IF RCB OR T-R(B THEN 1148

1478 TF ROINT(R) THEN 1140

1188 T=T-R

1199 S=INT(RND()¥18)

1268 IF SHR THEN 1198

1218 8=8-5

1228 1F 0<=8 THEN 1248

1239 Q$="DRMAGED"

1240 IF ©=1 THEN 1268

1250 @$="SUHK"

1268 =0+

1270 L=L+1

1288 PRINT R; “TORPEDOES FIRED - G; *HITS %
1298 IF SO8 THEN 1319

1308 PRINT

1310 IF 5¢=B THEN 1330

1326 PRINT ™~ % R&; = % 0% = *

1338 IF DS AND (D8 THEN 1568

1348 IF TC4 THEN 1588

1338 1F @C1 THEN 228

1368 GOTQ 408

1378 IF D>=6 THEN 1398

1388 PRINT  THE USS ™ A%; ® IS NOT LNDER ATTACK ©
1399 IF X6 THEN 418

1488 U=INT(RND(G)#18)%258

1416 PRINT "DISTANCE OF ™ R$: TAB(32); *DEPTH OF USS "if$
1428 FOR X¥=1 TO 62: PRINT "=";: NEXT

1438 PRINT Ui "VARDS"; TRB(32); Z; “FEET"
1448 U=U-258

1458 2=2+25

1468 IF U>-238 THEN 1438

1478 IF Ré="TORPEDO BOAT™ THEN 1540

1488 R=INT(RND(8)#18)%25+58

1498 IF 42637 AND N-2642 THEN 1548

1586 U=8: Z-8

1318 PRINT: PRINT “THE USS " AS$i ™ IS (NHURT.*
1528 =8

1538 GOTO 228

1348 (LS PRINT "THE USS " R$; " HAS BEEW SUMK BY DEPTH CHARGES. ™
1558 GOTO 1618

1560 FOR I=1 70 1560: NEXT I

1565 CLS: PRINT "THE USS % R$; * HRS BEEN SINK BY GUWFIRE. *
1578 GOTO 4618

4589 FOR I=1 70 1560: NEXT 1

1385 CLS: PRINT "THE USS “ 8% " HAS EXPENDED ALL ITS TORPEDOES.
1599 IF (<=8 THEN 1618

1688 PRINT: PRINT "CONGRATULRTIONS ON R SUCCESSFUL DEPLOVMENT. ®
1618 PRINT

1628 PRINT "THE SUBMARINE USS *; A$; ™ HAS SUMK R TOTAL OF"; Ls “SHIPS.®

1638 FRINT "TOTAL ENEMY TOMNRGE SUNK: " O; “TONS®
1640 PRINT: PRINT

1638 INPUT "DO YOU HANT TO TRY RGRINY; ANS$

1660 IF LEFT$(ANSS, 1)="Y" THEN 50 ELSE BND



This program generates the im-
mensely popular word-search puzzies
containing names of Presidents, states,
types of animals, fish, and every
manner of objects. It asks you the
length and width of the puzzle you wish
generated and then the number of
words to be hidden in the puzzie. Asthe
instructions note, ocasionally the com-
puter may find that it can’t hide a
particular word in the puzzle and will
ask you if it should start over or if you
want that particular word deleted. If
you start over, try giving it fewer words
or larger puzzle dimensions. The
program hides the words fairly ef-
ficiently although you can usually
improve on it slightly when you get the
final puzzle out. Since you're probably
just using this program for fun, it's
generally more than adequate.

Word Search Puzzle runs best on
a line printer, but can certainly be
used with video only. Just don’t clear
the screen before you solve the
puzzie!

This word search puzzie generator
was originated by Leor Zolman.

WORD SEARCH PUZZLE

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ

DO YOU NEED INSTRUCTIONS? YES.

cls

186

WORD SEARCH PUZZLE

THIS PROGRAM IS A WORD SEARCH PUZZLE GENERATOR!!
THE PROGRAM TAKES R SET OF INPUT STRINGS, PURGES ALL
NON-ALPHABETIC CHARACTERS OUT OF THEM, AND INCORPORATES
THEM INTO A WORD SEARCH PUZZLE

IN THE COURSE OF MAKING THE PUZZLE. THE MACHINE MAY
FIND THAT IT CAN’T PUT A PARTICULAR WORD ANYWHERE. AND:
SO WILL ASK YOU IF IT SHOULD START THE WHOLE PUZZLE
OVER. IF YOU DON’T WANT IT TO START OVER, TYPING “NOY
WILL THROW AMAY THAT PARTICULAR KORD. IF THIS PERSISTS,
TRY EITHER GIVING LESS MORDS OR BIGGER PUZZLE DIMENSIONS!

PRESS ANY KEY TO CONTINUE

cls

DO YOU WANT THIS T0 GO TO THE PRINTER ? YES

HOM MANY COLUMNS DOES YOUR PRINTER HAVE ? 68

DO YOU WANT A SOLUTION PRINTOUT? VES

BHAT IS TO BE THE WIDTH OF THE PUZZLE? 15

THE LENGTH? 15

JHAT IS THE MAXIMUM NUMBER OF HORDS IN THE PUZZLE? 18

HOM ENTER A HEADING THAT WILL BE PRINTED OVER THE PUZZLE:
{ 6@ CHARACTERS MAXIMUM! >

? COMPUTER LANGURGES-

cis

oK ENTER A WORD AT EACH QUESTION MARK.
10 REDO THE PREVIOUS WORD, TYPE A HYPHEN (-).
WHEN YOU RUN OUT OF HORDS, TYPE R PERIOD ().
NEXT WMORD 2 BARSIC.

cls

oK ENTER # HORD AT EACH QUESTION MARK
10 REDO THE PREVIOUS MORD, TYPE A HYPHEN (-).
RHEN Y0U RUN OUT OF HORDS, TYPE A PERIOD C.D.
NEXT HORD ? FORTRAN_

-BASIC-

cls

1.4 ENTER A WORD AT EACH GUESTION MARK.
70 REDD THE PREVIOUS WHORD, TYPE A HYPHEN (-).
WHEN YOU RUN OUT OF WORDS. TYPE R PERIOD ¢ ).
NEXT WORD ? PLI-

-BASIC- -FORTRAN-

cls




OK ENTER R WORD AT EACH QUESTION MARK.

10 REDO THE PREVIOUS WORD. TYPE R HYPHEN (-).
WHEN YOU RUN OUT OF WORDS, TYPE A PERIOD (..

NEXT WORD > COBOL .

-BASIC~ ~FORTRAN- -PLI~
cis
14 . ENTER A KORD AT EACH QUESTION MARK.

TO REDO THE PREVIOUS WORD, TYPE A HYPHEN (-).

WHEN YOU RUN OUT OF WORDS, TYPE R PERIOD (. O
HEXT WORD 2 ASSEMBNLER.

-BASIC- ~FORTRAN- -PLI-

cls

K ENTER A WORD AT EACH QUESTION MARK.
T0 REDQ THE PREVIOUS WORD, TYPE A HYPHEN (~).
WHEN Y0U RUN OUT OF HORDS, TYPE A PERICD ().
HEXT WORD ? -_

-BASIC- ~FORTRAN- ~PLI-
~ASSEMBNLER-

cis
0K ENTER A WORD AT ERCH QUESTION MARK

T0 REDQ THE PREVIOUS MWORD: TYPE R HYPHEN (-).
HEN YOU RUN OUT OF WORDS, TYPE A PERIOD €. ).

REDG ASSEMBNLER. ? ASSEMBLER-

-BASIC- -FORTRAN~ -PLI-
-ASSEMBNLER-

cls
0K = . . ENTER A WORD AT EACH QUESTION MARK.

T0 REDO THE PREVIOUS WORD, TYPE A HYPHEN (-).
RHEN YOU RUN OUT OF WORDS, TYPE A PERIOD <. 3.

NEXT WORD 2 RPG.

-BASIC~ ~FORTRAN~ ~PLI-
~ASSEMBLER-

cis
0K ENTER A WORD AT EACH QUESTION MARK.

TO REDO THE PREVIOUS WORD, TYPE A HYPHEN (-).
WHEN YQU RUN OUT OF WORDS, TYPE A PERIOD (. ).
NEXT WORD » ALGOL.

~-BASIC~ -FORTRAN~ -PLI~
-RASSEMBLER~ ~RPG-

cis
0K ENTER A WORD AT EACH QUESTION MARK.

10 REDO THE PREVIOUS WORD, TYPE R HYPHEN (-).
HHEN YOU RUN OUT OF WORDS, TYPE R PERIOD (.).

NEXT WORD 2 LISP

~BASIC~ -FORTRAN- -PLI-
-ASSEMBLER- -RPG- -ALGOL-

cls

0K ENTER R WORD AT EACH QUESTION MARK
T0 REDO THE PREVIOUS WORD: TYPE R HYPHEN (-).
WHEN YOU RUN OUT OF WORDS, TYPE A PERIOD (. ).
NEXT WORD 7 SNOBOL.

-BRSIC- -FORTRAN- -PLI- -COBOL-
-ASSEMBLER- ~-RPG~ ~ALGOL- -LISP-
cls
OK ENTER 8 WORD AT EACH QUESTION MARK.
TGO REDO THE PREVIOUS WORD, TYPE R HYPHEN (-).
WHEN YOU RUN OUT OF WORDS, TYPE A PERIOD ().
NEXT WORD 2 PILOT.
-BASIC- -FORTRAN~ -PLI- -COBOL-
-ASSEMBLER- -RPG- ~RLGOL- -L15P~
~SNOBOL-
cis
NOW LET ME PONDER THIS......
HOW MANY COPIES OF THIS PUZZLE DO YOU WANT? 4
FOR EACH COPY, HIT RETURN TO BEGIN PRINTING...? _
cls
COMPUTER LANGUAGES
JLNVAYSOKGLRUZN
MPLUMGZOCUNOKAL
FIDIYWYDIREPBLR
FLWATUPUPYTTLOZ
QOINKYUGPHLSNIC
RTZSLCEDFDNONHG
TRFAPHITTOROGDRB
RVXKZUTSBREJIFLK
ACLFDKFORBAICKA
NYPKLTLLPBHRYMNG®
CHZUNQGHYTCBSREP
JLASSEMBLERCVYHNB
CAMDBCISHKRSAVK
EPIGIEUOFHIUEFY
ODNHRPYZSJIXQPZT
FIND THESE HIDDEN KORDS IN THE ABOVE PUZZLE:
ALGOL ASSEMBLER BRSIC COBOL
FORTRAM L1SP PILOT PLI
RPG SNOBOL
cls
HERE IS THE ANSKER KEY:
L.
P G.
I R PB
FL. P Lo
001 G Ls 1¢
RT § ¢ . NO
T P I 0 G
R SB L
A oA A
N. L B
RSSENBLER
FIND THESE HIDDEN WORDS IN THE RBOVE PUZZLE:
ALGOL ASSEMBLER BRSIC COBOL
FORTRAN LIsP PILOT PLI
RPG SNOBOL

cls




10 CLS. PRINTE487, "WORD SEARCH PUZZLE™

20 PRINT: PRINT TAB(7) “COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NI"

20 PRINT@I68, “";  INPUT "DO YOU NEED INSTRUCTIONS"; I$

49 IF LEFT$(I$, 4>="N" THEN CLS: GOTO 198 ELSE CLS

58 PRINT TAB(23); "MHORD SEARCH PUZZLE": PRINT

60 PRINT ® THIS PROGRAM IS A WORD SERRCH PUZZLE GENERATOR!!"

78 PRINT “THE PROGRAM TAKES R SET OF INPUT STRINGS, PURGES ALL"

88 PRINT “NON-ALPHABETIC CHARACTERS OUT OF THEM, AND INCORPORATES"
90 PRINT "THEM INTO A WORD SEARCH PUZZLE."

168 PRINT

110 PRINT * IN THE COURSE OF MAKING THE PUZZLE, THE MACHINE MAY"
126 PRINT “FIND THAT IT CAN‘T PUT A PARTICULAR KORD ANVWHERE, AND"
430 PRINT SO WILL RSK YOU IF IT SHOULD START THE WHOLE PUZZLE"

140 PRINT “OVER. IF YU DON‘T WANT IT TO START OYER, TYPING ‘NO“"
456 PRINT "WILL THROW AKAY THAT PARTICULAR WORD. IF THIS PERSISTS. "
16@ PRINT "TRY EITHER GIVING LESS WORDS OR BIGGER PUZZLE DIMENSIONS!'®
178 PRINT@979, "PRESS ANY KEY TO CONTINUE":

188 IF INKEY$="* THEN 480 ELSE CLS

199 CLEAR 3088

208 INPUT "DO YOU WANT THIS TO GO TO THE PRINTER ";PR$

219 IF LEFT$(PR$, 1)="N" THEN Ti=64: GOTO 230

226 INPUT "HOM MANY COLUMNS DOES YOUR PRINTER HAVE " TW

228 INPUT "DO YOU WANT A SOLUTION PRINTOUT"; X$

246 INPUT "WHAT IS TO BE THE WIDTH OF THE PUZZLE";W: MD=W

250 IF W+2¢=TH THEN 278

260 PRINT "THAT WILL NOT FIT IN"iTh;* COLUMNS. “- GOTO 240

278 IF HCi THEN 240

286 INPUT "THE LENGTH";L: IF LON THEN MD=L

298 IF L<1 THEN 288

360 INPUT "WHAT 1S THE MAXIMUM NUMBER OF WORDS IN THE PUZZLE";M

318 IF M>=2 THEN 338

326 PRINT "SORRY; THERE MUST BE AT LERST 2 WORDS. “: GOTO 308

330 DIM ASCL, W), HSAD

348 DIM WCH, 3D, DXY(8, 2), DD(28)

358 PRINT "NOW ENTER A HERDING THAT WILL BE PRINTED OVER THE PUZZLE:"
369 PRINT TAB(15); “("; TW; "CHARARCTERS MAXIMUM! >"

378 INPUT X¥$

388 CLS

398 PRINT "0K . ENTER A WORD AT ERCH QUESTION MARK "

480 PRINT "T0 REDD THE PREVIOUS WORD, TYPE A HYPHEN (-)."

416 PRINT "WHEN YOU RUN OUT OF MHORDS, TYPE A PERIOD ¢ ).°

420 SC=328: FOR I=1 TO M

433 PRINT@492, “NEXT WORD “; CHR$(30);
448 IF T$O"-" THEN 478 ELSE I=]-1
458 SC=5C-16: PRINT@1S2, “REDO ": WS(I); ™
460 INPUT T$: GOTO 440

478 IF T¢="." THEN M=I-1: GOTO 718

480 IF LENCT$)=0 THEN PRINTE192, “INPUT ERROR; REDD:"; CHR$(38);
8¢ F LENCT$)=8 THEN INPUT T$: GOTO 448 ELSE J=1

580 TES=MID$(T$, J, 4> IF TE$>="A" AND TE$(="Z" THEN 588

518 IF TE$C"R" OR TE$>"Z" THEN 548

520 T$=LEFT$(T$, J-1)+CHR$CASC(MIDSCTS, J, 1)) )4RIGHTS(TS, LEN(T$)-J)
536 GOTO588

540 IF TE$=T$ THEN T$="":@ GOTO 488

550 IF J=LEN(T$) THEN T$=LEFT$(T$, J-1): GOTO 610

566 IF J=1 THEN T$=RIGHT$(T$,LENCT$)-1)>: J=J-1: GOTO 580

578 T$=LEFT$(T$,; J-L)+RIGHT$(TS, LEN(T$)-1>: J=J-1

580 J=J+1: IF JC=LEN(T$) THEN 580

598 IF LENCTS$)OMD THEN 648

660 FOR 12=1 TO I-1: IF W$(IZ2>=T$ THEN 660

616 NEXT: PRINTBSC, "-*; T$; "-%; CHR$(31);: SC=SC+i6: Fl=2

628 IF LENCT$)4FLY16 THEN SC=SC+16: FL=FL-16. GOTO 628

638 GOTO 686

540 PRINTE192, "STRING TO LONG; REDO: ";CHR$(38);: INPUT T$

658 GOTO 448

66@ PRINT@192, "DUPLICATE ENTRY; REDO: “; CHR$(38);
67@ GOTO 448

680 W$(ID=T$

698 NEXT 1

785 REM

748 CLS: PRINT “NOW LET ME PONDER THIS...... ¥

728 FOR I=1 TO M-1

738 FOR J=1+1 TO N

740 IF LENCH$CI)) < LENCHS$(JY) THEN HZ$=M$(I): WSCID=W$(J): W§(J)=Hz$
758 NEXT J, 1

768 FOR I=1 TO 8: READ DXY(I,1),DXY¥(L, 2): NEXT

778 FOR I=1 TO 28: RERD DD(I>: NEXT

INPUT T%

Y5 CHR$(38);

INPUT T$

188

786 DATR 6,1, 4,1,4,68,4,-1,8, -1, -1, -1, -1,8,-1.1

790 DATA 2,4,6,8 2,4:6,8,24.6,82 46824682468 13,57
898 FOR I=1 TO M

818 LN=LENCHS$(I))

820 NT=0

§30 SD=DD(RND(28>)

848 SY=RND(H): RX1=SX+(LN-1)4DXY¥(SD,4): IF X4<{ OR XN THEN 830
858 SY=RND(LY: Xi=S¥+(LN-1)#DXY¥(SD,2): IF Xi<4 OR X4DL THEN 820
868 NT=NT+1: IF NTORsLx2 THEN 918

878 PRINT °COULDN‘T FIT ™ M$(I); =/ IN THE PUZAE "

880 INPUT “D0 YOU HANT ME TO START OVER™:A$

898 IF LEFT$(RS, 1)="Y" THEN 860

988 W(I)="": GOTO 396

918 J=5¥: K=5X

928 FOR P=1 T0 LN

930 IF LENCR$CL, KDY AND ASCT, KYOMIDS(H$(I), P, 4> THEN 838
948 J=J4DXY(SD, 2> K=K+DRY(SD, 1) NEXT P

950 J=5Y: K=5X

960 FOR P=1 TO LN: A$(J, K)=HID$(US(I). P, 1)

978 J=J4+DRY(SD, 2): K=K+DXY(5D,1): NEXT P

980 W(I,1)=5%: (1, 2)=5Y¥: W(I, 3)=5D

999 NEXT I

1660 FOR I=1 TO L

1010 FOR J=1 TO W

1928 IF A$CL J)="" THEN R$(I, J)=CHR$(RND(26)+96)

1638 NEXT J. 1

1848 FOR I=1 TO M-1: FOR J=1+1 TO H

1658 IF K$CIX(=H$(J)> THEN 1688

1868 HZ$=WH$(I): KS(D=HE(I): HE(D=HZ$

1878 FOR K=1 TO 3: HZ=HCL, K): H(LKO=H(T,K): H(J,K)=HZ: NEXT K
1880 NEXTJ: NEXT I

1698 INPUT "HOM WANY COPIES OF THIS PUZZLE DO YOU WANT™:N
1188 PRINT "FOR EACH COPY, HIT RETURN TO BEGIN PRINTING... "
1118 FOR C=1 TO N: GOSUB 1128:NEXT C: GOTO 1488

1428 PRINT PM$; - INPUT A$: PRINT: PR$=LEFT$(FR$, 1)

1430 PH$="HIT ENTER TO CONTINUE "

1148 T=(TH-26)/2:CLS: PR=(PR$="¥"): TS=(64-24/2

4150 IF PR THEN LPRINT® *

146@ PRINT: IF PR THEN LPRINT" *

1478 CLS: PRINT TRAB((64-LEN(XY$))/2); X¥$

4188 IF PR THEN LPRINT TABC(TH-LEN(XY$))/2); XV$

4496 PRINT: PRINT: IF PR THEN LPRINT® ": LPRINT® *

1268 FOR J=1 TO L. PRINT TAB(TS); : IF PR THEN LPRINT TRAB(T);
1218 FOR K=1 TO W: IFR$(J, KOO ° THEN 1248

1220 PRINT ° ®;: IF PR THEN LPRINT " %

1238 GOTO 1258

1248 PRINT A$(J,K); ° "5 IF PR THEN LPRINT R$CJK); ° %
1258 NEXT K: PRINT: IF PR THEN LPRINT® ©

1266 NEXT J

1279 PRINT: PRINT: IF PR THEN LPRINT® °: LPRINT® ©

1288 PO=8: PRINT "FIND THESE HIDDEN WORDS IN THE ABOVE PUZZLE:®
4299 IF PR THEN LPRINT °FIND THESE HIDDEN WORDS IN THE RBOVE PUZZLE:®
1396 PRINT: IF PR THEN LPRINT" *

1348 FOR J=1 TO M:IF LENCRS(J>)=0 THEN 1378

4328 IF POS(B)+LENCH$(J))>62 THEN PRINT

4339 IF PR THEN IF POHLEN(HS$(J))>TH-2 THEN LPRINT® °: PO=0
4348 PRINT W$<J), - IF PR THEN LPRINT H$<J),

1358 PO=PO+i6

1368 REM-———— CHR$(12) 1S THE PRINTER FORM FEED CHARACTER
1378 NEXT J: PRINT: PRINT: PRINT: PRINT

1388 IF PR THEN LPRINT® °- LPRINT" °: LPRINT® *: LPRINT" °
1399 RETURN

1488 IF LEFT$(XS$, 1>="y" OR LEFT$(X$, )="¥" THEN 1420

1416 RUN "MENU®

1428 REM

1439 FOR I=4 TO L: FOR J=1 T0 N: A$(L =" - NEXTJ: NEXTI
1448 FOR I=1 TO M

1458 LN=LEN(H${I)): J=H(1, 2): K=H(I, 1)

1468 FOR P=1 TO LN

1478 RA$CJT, KI=HIDS(HECI), P, )

1488 J=J+DXVCHCI, 30,2 K=K4DRYAI(T, 30, 1) NEXT P

1498 NEXT 1

1500 XY$="HERE IS THE ANSHER KEY:*"

1518 GOSUB 1120

4526 PRINT: PRINT

1538 END




The Genesis of Wumpus

Two years ago | happened by People’s Computer
Company (PCC) and saw some of their computer games -
such as Hurkle, Snark, and Mugwump. My reaction was:
“EECH!!"" Each of these games was based on a 10 x 10 grid
in Cartesian co-ordinates and three of them was too much
for me. | started to think along the lines of: “There has to
be a hide and seek computer game without that {exp.
deleted) grid!!"" In fact, why not a topological computer
game — Imagine a set of points connected in some way and
the player moves about the set via the interconnections.

That afternoon in meditation the phrase “Hunt the
Wumpus” arrived, and Wumpus was born. He's still a bit
vague in physical detail as most dedicated Wumpus hunters
know, but appearances are part of the game. (If you like,
send me a picture of your version of a Wumpus. Perhaps
friendly Dave, our editor, will publish the best one in
Creative Computing.) The grid | chose was the vertices of a
dodecahedron — simply because it's my favorite Platonic
solid and once, ages ago, | made a kite shaped like one. The
edges became the connecting tunnels between the caves
which were the set of points for the game.

My basic idea at this time was for the player to approach
the Wumpus, back off, and come up to him by going
around the dodecahedron. To my knowledge, this has never
happened ... most players adopt other strategies rather
than this cold-blooded approach.

Anyway ... how to get the Wumpus! How about an
arrow which could turn corners as it goes from room to
room. Let the hunter tell the arrow where to go and let it
fly. The shortest round trip without reversals is 5 caves —
and thus the Crooked Arrow.

Hmmm . .. How does one sense the Wumpus? It's dark
in yonder cave, and light would wake him up. I one got
one cave away, the wumpus's distinct smell would serve as a
warning. So far, so good . .. but Wumpus is still too easy,
s0 let’s find some appropriate hazards for the caves.

Bottomless pits were easy. Any imaginary cave would
have a few of those around the place. Superbats were
harder to come by. It took me a day or two to get that
idea. The Superbats are a sort of rapid transit system gone a
little batty (sorry about that one). They take you a random
distance to a random cave and leave you there. If that's a
pit or a Wumpus, well, you are in Fate's hands.

Around this time, | saw that Map-making would be a
regular activity of Wumpus-hunters. | numbered the caves
and made the scheme fixed in the hopes a practised player
might notice this and make himself a permanent map of the
caverns. {Another unrealised hope — as an exercise, make
yourself such a map on a Squashed Dodecahedron).

To start the game fairly, Wumpus, Hazards, and Hunter
are located on different points at the start of the game,
Each game starts with random choices of location, but the
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A Squashed
Dodecahedron

hunter may restart with the same set-up if he chooses. This
allows re-plays if the hunter, say, fell into a pit on the first
move.

Wumpus was nearly done in my mind... (hint to a
games-writer: Have a clear notion of your game before you
start coding it. This saves MUCH confusion.) yet | felt it
was a bit dull. Once you found the Wumpus all you had to
do was shoot it. To fix this, the Wumpus was given a little
life. If you shot an arrow or moved into his cave, he woke
up and chose to move to a neighboring room or to the same
room {one of 4 choices). If you and the Wumpus were in
the same room after he moved, he ATE YOU UP!|

Around here | noticed that the pits and the bats didn’t
affect the Wumpus. To explain this, | added some color by
making him heavy and with the legendary sucker feet. After
all, evolution works in strange ways!! If you are a Wumpus
fiend, make a version of Wumpus in which he avoids pits and
superbats can carry him only one room (with the possibility
of being dumped into your cave). This can be done by
making the wumpus moving procedure a subroutine.

I wrote Wumpus and dropped it off at PCC. Then | went
home and dreamed up Wumpus 11

The Birth of Wumpus

Around a month iater, | went to the Synergy conference
at Stanford, where many of the far-out folk were gathered
to share their visions of improying the world. PCC had a
few terminals running in a conference room and | dropped
by. To my vast surprise, all of the terminals were running
Wumpus and scraps of paper on the floor with scrawled
numbers and lines testified that much dedicated Wumpus-
hunting was in progress. | had spawned a hit computer
gamelll

Later, PCC published Wumpus in its newsletter, and
Creative Computing published it in their Sep/Oct 1975
issue.

Wumpus and this writeup are the products of the talented
and creative Gregory Yob.



WUMPUS 1
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ

DO YOU NEED INSTRUCTIONS? YES.

cls
WUMPUS 4

THE MUMPUS LIVES IN A CRVE OF 20 ROOMS. EACH ROONM
HAS 3 TUNNELS LEADING TO OTHER ROOMS. (LOOK AT A
DODECAHEDRON TO SEE HOW THIS HORKS - IF YOU DON‘T KNOW
WHAT A DODECHADRON 1S, ASK SOMEONED

HAZARDS .
BOTTOMLESS PITS ~ THO ROOMS HAVE BOTTOMLESS PITS IN THEM
IF ¥OU GO THERE, ¥OU FALL INTO THE PIT (& LOSE!)
SUPERBATS - TWO OTHER ROOMS HAYE SUPER BATS. IF YOU
GO THERE, R BAT GRABS YOU AND TAKES YOU TO SOME OTHER
ROOM AT RANDOM. (WHICH MIGHT BE TROUBLESOME)

PRESS ANY KEY TO CONTINUE

cis

WUMPUS 4

WUMPUS .

THE WUMPUS IS NOT BOTHERED BY THE HAZARDS (HE HRS SUCKER
FEET AND IS TOO BIG FOR A BAT TO LIFT). USUALLY
HE IS ASLEEP. TWO THINGS THAT WAKE HIM UP: YOUR ENTERING
HIS ROOM OR YOUR SHOOTING AN ARRON.

IF THE MUMPUS WAKES. HE MOVES (P= 75) ONE ROOM
0R STAYS STILL (P=.25). AFTER THAT, IF HE IS WHERE YOU
ARE, HE EATS YOU UP (& YOU LOSE!>

PRESS ANY KEY TO CONTINUE

cls
HUMPUS 1

¥ou:
EACH TURN YOU MRY MOVE OR SHOOT A CROOKED ARROW

MOVING: YOU CAN GO ONE ROOM (THRU ONE TUNNEL)

ARROMS: YOU HAVE 5 ARROWS. YOU LOSE WHEN YOU RUN OUT.
ERCH ARROW CAN GO FROM 4 TO 5 ROOMS. YOU AIM BY TELLING
THE COMPUTER THE ROOMS YOU WANT THE ARRON TO 80 TO.

IF THE ARROM CAN‘T GO THAT HAY (I.E., NO TUNNEL) IT MOVES
AT RANDOM TO THE NEXT ROOM.

IF THE ARROW HITS THE HUMPUS, YOU MIN.
IF THE ARROM HITS YOU, YOU LOSE.

PRESS ANY KEY TO CONTINUE

cls

WuMpPUS 1

HARNINGS :
WHEN YOU ARE ONE ROOM AKAY FROM WUMPUS OR HAZARD:
THE COMPUTER SAYS.

WIMPUS~ 71 SMELL A WUMPUS”
BAT -  ‘BATS NEARBY/
PIT - ’1 FEEL R DRAFT”

PRESS ANY KEY TO CONTINUE

cis

HUNT THE WUMPUS

YOU ARE IN ROOM 6
TUNNELS LEAD TO § 7 15

SHOOT OR MOVE (S-M>? N
WHERE TO? 7.

cis

HUNT THE WUMPUS

1 SMELL A WUMPUS!
YOU ARE IN ROOM 7
TUNHELS LERD TO 6 & 17

SHOOT OR MOYE (S-M)? &
HO. OF ROOMS(4-537 1
ROOM #7 17.

cis 190

HUNT THE HUHPUS

I SMELL A WUMPUS!
YOU ARE IN ROOM 7
TUNNELS LEAD TO 6 8 17

SHOOT OR HOVE (S-)? S
NO. OF RODMS(1-507 1
RODM #7 17

HISSED

cis
HUNT THE WUMPUS

YOU ARE IN ROOM 7
TUNNELS LEAD TO 6 8 %7

SHOOT OR HOVE (S-ID? H
WHERE 70? 8.

cis

HUNT THE WURPUS

I SHMELL A KUMPUS!

1 FEEL A DRAFT!

YOU ARE IN ROOM 8
TUNNELS LERD TO 4 7 9

SHOOT OR MOVE (S-)? S
No. OF ROOMS(1-5)7 1
ROOH $7 L.

cls

fAHA' YOU GOT THE WUMPUS!
HEE HEE HEE - THE WUMPUSLL GETCHAR NEXT TIME!!

SAME SET-UP (¥-N) OR ‘@ TO QuUIT
2 Q.

16 CLS. PRINT@412, “WUMPUS 1"

28 PRINT: PRINT TAB(?) "COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOWN, NJ”
28 PRINT@968, “*; - INPUT "DO YOU NEED INSTRUCTIONS"; I$
48 IF LEFT$(I1$,1)="N" THEN 60

56 GOSUB 618

60 CLS: REM- SET UP CAVE (DODECAHEDRAL NODE LISTS
78 DIM 5¢28, 3

83 FOR J=1 TO 20

3 FOR K=1 T0 3

108 READ S{(L K>

116 NEXT K

128 NEXT J

136 DATA 2,5,8,4,3,18,2.4,12,3,5,14. L, 4,6

149 DATA 5,7,45,6,8,17,14,7,9,8, 16,18, 2,9, 11

158 DATA 18,12, 19,3, 11, 13,12, 14, 26, 4, 13, 15, 6, 14, 16
169 DATA 15,17,20, 7,16, 8, 9,17, 19, 14,18, 20, 13, 16,19
473 REM~ LOCATE L ARRAY ITEMS

186 REM- 1-YOU, 2-HUMPUS, 384-PITS, 586-BATS

198 DIM L(6), (6D

260 FOR J=1 TO 6

218 L{J)=RND(20>

228 M=)




239 NEXT J 0

248 REM- CHECK FOR CROSSOVERS (IE L(1)=L(2> ETC»

250 FOR J=1 T0 6

260 FOR K=J 70 &

278 IF J=K THEN 298

288 IF L(D=L(K) THEN 218

2% NEXT K

380 NEXT J

31@ REM- SET# ARROS

28 A=5

338 L=L(1)

340 REM- RUN THE GRME

358 CLS: PRINT TABC24); "HUNT THE WUMPUS™: PRINT

368 REM- HRZARD WARNINGS & LOCATIONS

378 FOR AX=1 TO 1800: NEXT: PRINT@128, CHR$(31);: GOSUB 1160
380 REM- MOVE OR SHOOT

388 GOSUB 1278

480 ON 0 GOTO 428, 466

410 REM- SHOOT

428 GOSUB 1360

438 IF F=8 THEN 378

448 GOTO 488

450 REM- MOVE

468 GOSUB 1860

470 IF F=8 THEN 370

488 IF F>@ THEN 538

493 REM~ LOSE

588 PRINT "HA HA HR - YOU LOSE!"

548 GOTO S4@

528 REM~ WIN

538 PRINT "HEE HEE HEE - THE HUMPUS’LL GETCHR NEXT TIME!!®

349 FOR J=1 70 6

558 L=

5661 NEXT J

570 PRINT:PRINT "SAME SET-UP ¢¥-N) OR “Q’ T0 QUIT®

583 INPUT I

598 I$=LEFT$(I$ 1)

668 IF I$="N" THEN 200 ELSE IF I$="Y" THEN 320 ELSE END

610 REM #ocirk INSTRUCTIONS sokotetck

628 CLS: PRINT TABC28Yi “WUMPUS 1*: PRINT

632 PRINT * THE WUMPUS LIVES IN A CAVE OF 20 ROOMS. EACH ROOH™
640 PRINT "HAS 3 TUNNELS LEADING TG OTHER ROOMS. <LOOK AT A"
658 PRINT "DODECRHEDRON TO SEE HOM THIS KORKS ~ IF YOU DON‘T KNOW®
668 PRINT "WHAT R DODECHADRON IS, ASK SOMEONE)"

678 PRINT

€8@ PRINT * HAZARDS - ¥

€99 PRINT “BOTTOMLESS PITS - THO ROOMS HAYE BOTTOMLESS PITS IN THEM®
780 PRINT * IF YOU GO THERE, YOU FALL INTO THE PIT (& LOSE!)"
718 PRINT "SUPERBATS ~ TWO OTHER ROOMS HAVE SUPER BATS. IF voU®

728 PRINT * GO THERE, R BAT GRABS YOU AND TAKES YOU TO SOME®;
738 PRINT " OTHER"
748 PRINT ROOM AT RANDOM. (KHICH MIGHT BE TROUBLESOME)®

758 PRINT@S79, "PRESS ANY KEY TO CONTINUEY;

760 IF INKEY$="" THEN 760 ELSE PRINT@128, CHR$(31);

770 PRINT ¥ WUMPUS:

788 PRINT *  THE WUMPUS IS NOT BOTHERED BY THE HAZARDS (HE HAS SUCKER™
798 PRINT “FEET AND IS TOO BIG FOR A BAT TO LIFT). USUALLY®

880 PRINT "HE IS ASLEEP. THO THINGS THAT WAKE HIM UP: YOUR ENTERING®
818 PRINT “HIS ROOM OR YOUR SHOOTING AN ARROW. *

828 PRINT " IF THE KUMPUS WAKES, HE MOVES (P=. 75) ONE ROOH®

836 PRINT "OR STAYS STILL (P=.25). AFTER THAT, IF HE IS WHERE YOU®
84@ PRINT "ARE, HE EATS YOU UP (& YOU LOSE!)®

858 PRINT@979, “PRESS ANY KEY TO CONTINUE";

860 IF INKEY$="" THEN 860 ELSE PRINT@128, CHR$(31);

878 PRINT ° You: "

888 PRINT “EACH TURN YOU MAY MOVE OR SHOOT R CROGKED RRROM®:PRINT

898 PRINT * MOVING: YOU CAN GO ONE ROOM (THRU ONE TUNNEL)®

988 PRINT * ARROWS: Y0U HAYE 5 ARROWS. YOU LOSE WHEN Y¥OU RUN OUT. ®
918 PRINT * EACH ARROW CAN GO FROM 1 TO 5 ROOMS. YOU AIM BY ™

926 PRINT "TELLING"

530 PRINT © THE COMPUTER THE ROOMS YOU WANT THE ARROM TO GO TO. ®
348 PRINT * IF THE ARROW CAN‘T GO THAT KAY (1. E., NO TUNNEL) IT
958 PRINT “HMOVES"

360 PRINT © AT RANDOM TO THE NEXT ROOM. ": PRINT

978 PRINT © IF THE ARROM HITS THE HUMPUS, VOU NIN ¥

988 PRINT * IF THE ARROW HITS YQU, YOU LOSE. *

998 PRINT@979, °PRESS ANY KEY TO CONTINUE™;
1680 IF INKEY$="" THEN 1080 ELSE PRINTE128, CHR$(31);
1848 PRINT *  WARNINGS:"

1928 PRINT * WHEN YOU ARE OHE ROOM AHAY FROM WUMPUS OR HAZARD, "
1630 PRINT " THE COMPUTER SAYS:®":PRINT

1648 PRINT "WUMPUS-  “I SMELL A HUMPUS”*

1658 PRINT "BRT -  ‘BATS NEARBY’®

1668 PRINT *PIT - ‘I FEEL A DRAFT’®

1670 PRINT@S79, "PRESS ANY KEY T0 CONTINUE®;

1088 IF INKEV$="" THEN 1698 ELSE PRINT@128, CHR$(31);
1898 RETURN

1169 REM- PRINT LOCATION & HAZARD WARNINGS

1418 PRINT

H2BFRJ=2T06

1138 FOR K=1 T0 3

1148 IF SCLAY, KYOLG) THEN 1218

1158 ON J-1 GOTO 1468, 1180, 1188, 1290, 1200

1160 PRINT "I SMELL A WUMPUS! "

1478 GOTO 1218

1188 PRINT “I FEEL R DRAFT!®

1496 GOTO 1218

4208 PRINT “BATS NEARBY'® 191

1218 NEXT K

1228 NEXT J

1238 PRINT "¥0U ARE IN ROOM ®;L<1)
1249 PRINT "TUNNELS LERD TO "5 S(L, 125 S(L, 2);S(L, 2
1258 PRINT

1268 RETURN

1278 REM- CHOOSE OPTION

1288 PRINT "SHOOT OR MOVE (S-M)™;

1298 INPUT 1%

1308 IF 1$O"S* THEN 1338

1318 0=1

1328 RETURN

1338 IF I$O"H® THEN 1282

1340 0=2

1358 RETURN

1368 REM~ ARROM ROUTINE

1378 F=0

1388 REM- PATH OF ARROW

1398 L=L(1)

1488 PRINT "NO. OF ROOMS(1-5)";

1416 INPUT J8

1428 IF JSC1 OR J9O5 THEN 1488

1438 FOR K=1 70 J9

1449 PRINT "ROOM #°;

1438 INPUT PCKDY

1468 IF K(=2 THEN 1560

1478 IF PCKYOP(K-2) THEN 1500

1480 PRINT "ARROMS AREN‘T THAT CROOKED - TRY ANOTHER ROOM®
1490 GOTO 1440

1568 NEXT K

1518 REM~ SHOOT ARROW

1528 FOR K=1 10 I3

1530 FOR Ki=1 TO 2

1548 IF SCL,K1)=PCK) THEN 1788

1558 NEXT Ki

1568 REM- NO TUNNEL FOR ARROM

1578 L=S(L, RND(3))

1588 GOTO 4718

1590 NEXT K

1688 PRINT "MISSED"

1610 L=L(1)>

1628 REM- MOVE WUMPUS

1638 GOSUB 1780

1648 REM- AMMO CHECK

1658 A=AR-1

1668 IF AD® THEN 1688

1670 CLS: PRINT °YQU’RE OUT OF ARROMS": PRINT: F=-1
1688 RETURN

1690 REM~ SEE IF ARROW IS AT L<4) OR L<2)
1768 L=P<K>

1716 IF LOLC2) THEN 1759

1728 CLS: PRINT “AHA' YOU GOT THE WUMPUS!®
1738 F=1

1740 RETURN

1738 IF LOLD THEN 1598

1768 CLS: PRINT "OUCH! ARROW GOT you!®
1770 F=-1: RETURN

1788 REM- MOVE WUMPUS ROUTINE

1798 K=RHD(4)

1868 IF K=4 THEN 1828

18140 LC2)=S(L(2),K)

1820 IF L(2)COL THEN 1858

1838 CLS: PRINT "TSK TSK TSK - WUMPUS GOT you'"
1848 F=-1

1858 RETURN

1868 REM- MOVE ROUTINE

1878 F=@

1888 PRINT “WHERE T0";

1838 INPUT L

1968 IF L<1 OR L>20 THEN 1888

1916 FOR K=1 T0 3

1928 REM- CHECK IF LEGAL MOVE

1938 IF S, Ko=L THEN 1990

1948 NEXT K

1958 IF L=L(1) THEN 1990

1968 PRINT "NOT POSSIBLE -";

1978 GOTO 1888

19808 REM- CHECK FOR HRZARDS

1888 [ (4=l

2800 REM- WUMPUS

2818 IF LOL2) THEN 2089

2628 PRINT *.. . (OPS! BUMPED R HUMPUS!®
2830 REM- MOVE WUMPUS

2048 GOSUB 1799

2858 IF F=@ THEN 2089

2868 RETURN

2078 REM- PIT

2088 IF LOL3Y AND LOL(Y) THEN 2138
2098 PRINT “vyYII1IEEEE . FELL IN PIT®
2108 F=-1

2418 RETURN

2128 REM- BATS

2138 IF LOLCSY AND LOLGEY THEN 2470
2148 PRINT “ZAP--SUPER BAT SNATCH! ELSEWHEREVILLE FOR VOU'“
2158 L=RND{28)>

266 GOTO 1990

217@ RETURM

2180 END



Hark!t The weary Wumpus hunter, wan from 50 days in
the Terminal Caverns, exhausted and with all of his arrows
expended — — — (A groaning Teletype roars at a sleepy
student. Maps litter the floor covered with circles and
integers. With callused fingers, the immortal Wumpus player
looks up with bloodshot eyes and implores: “How do | get
out of here?”’)

| suspected that the dodecahedron may prove a bit
boring after a few thousand games, so | wrote Wumpus 2 to
extend your pleasure. Some of the more mathematical
minded may have noticed there are lots of ways to link
caves with three tunnels apiece. Some of these patterns are
topologically interesting . . . .

Wumpus 2 is the same old Wumpus in different settings
— including those of your own design. As you play in the
different caves, you will notice that the game changes in
difficulty and strategy. Now to a description of the various
caves in Wumpus 2.

CAVE 0 (Dodecahedron)
This is the same old Wumpus with which you are
familiar.

CAVE 1 (Mobius Strip)

Since’ my original vision was topological, here is the first
wonder of topology, the Mobius strip. Take a strip of
paper, give it a half-twist and join the ends into a loop. The
result has just one side and one edge (if you disbelieve, take
a pencil and go around the thing).

A perceptive player will note that the placement of the
pits influence the game. Two pits placed just right {around
5% of the games have this) will force a detour back around
the strip in certain cases. Getting around is slower than in
Cave 0, but it is easier to search the place.

CAVE 2 (String of Beads)

See the diagram for this one. Here, placement of the pits
will often make parts of the caves inaccessible except by
bat-express. (Can you see why?) Play in this cave is
frustrating until you have gone to the trouble of making a
reference map; otherwise you keep coming back to your
starting point. (Look at the diagram and see how this may
be so.)

CAVE 3 (Hex Network)

This is my attempt at a torus {doughnut). If you can
visualise a hexagon net like a honeycomb or a tile floor and
stretch it onto a doughnut, you've got it!! The drawing tries
1o show this, but if you prefer, think of it as a complicated
molecule of some sort. Play in this one is very similar to
CAVE 0.

CAVE 4 {Dendrite)

Up to now, each tunnel leads to another cave and only
one tunnel connects a pair of caves. This need not be a
strict rule and the next two caves illustrate variations on
this. The dendrite is a branching pattern like a tree or a
plant, At the ends of the plant are “‘leaves’’ which are caves
leading to themselves or multiple tunnels. This cave is
especially susceptible to severance by pits and getting stuck
in corners near the wumpus. A nice thing is that you often
will know exactly where the Wumpus is when you come
near him.
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CAVE 5 (one way streets)

This is the extreme example of all tunnels are one-way.
You will find that getting about this cave is like travel in
Los Angeles — much going to get to the neighbor's house. If
you overshoot, you must travel all the way around, just like
missing a freeway offramp.

CAVE 6 (Do Your OWN)

Draw up a map of caves, each cave with tunnels GOING
TO three (exactly three) caves {same or different). Then the
computer will ask you for the numbers of the destination
tunnels for each of the 20 caves in Wumpus. When you have
it entered, play Wumpus on your own caves. Let me know
of your favorite ones, and your most frustrating ones!!!

FINIS

In any case, Wumpus has spawned several versions and
spread about the computer games-dom really nicely. For
myself, the soul of the game is in the idea and fun of it
rather than the program or the computer which hosts it. |
feel that all really good games will turn programmers on
enough for them to write it for their system from the idea
alone and encourage games writers to think carefully on the
art and esthetics of their games hefore writing a line of
code.

Wumpus-2 and this description are products of Gregory
Yob. They appeared previously in Creative Computing,
Jan/Feb 1976 and the game in People’s Computer Co.

THE
CAVES
OF
WUMPUS 2 o
{the usual)
Cave | Cave 2
(Mobius Strip) (String of Beads)
Cave 3
{Torolda! Hex Net)
Cave 4
(Dendrite)
Cave 5 ﬁ
{One Way Only)

Cave 6
(Anything You Like)



WUMPUS 11

COPYRIGHT 1978 CREATIVE COMPUTING HORRISTOWN, NJ

DO YOU NEED INSTRUCTIONS? YES.

cls

WELCOME TO WUMPUS 11

THIS VERSION HAS THE SAME RULES RS “HUNT THE WUMPUS’
HOWEVER, YOU NOW HAVE A CHOICE OF CAYES TO PLAY IN

SOME CAVES ARE EASIER THAN OTHERS ALL CAVES HAYE 20
ROOMS AND 3 TUNNELS LERDING FROM ONE ROOM TO OTHER ROOMS

THE CAVES ARE:
8 - DODECARHEDRON: THE ROOMS OF THIS CRVE ARE ON A
12-SIDED OBJECT, EACH FORMING R PENTAGON
THE ROOMS ARE AT THE CORNERS OF THE PENTAGONS

EACH ROOM HAVING TUNNELS THAT LERD TO 3 OTHER ROOMS

PRESS ANY KEY TO CONTINUE

cls

WELCOME TO WUMPUS II

1 -~ MOBIUS STRIP: THIS CRYE IS TWO ROOMS
WIDE AND 1@ ROOMS AROUND (LIKE R BELT)
YOU WILL NOTICE THERE IS A HALF TWIST
SOMENHERE

2 -~ STRING OF BEADS:  FIVE BEADS IN A CIRCLE
EACH BEAD IS A DIAMOND MITH A YERTICAL
CROSS-BAR  THE RIGHT & LEFT CORNERS LEARD
TO NEIGHBORING BEADS. (THIS ONE IS DIFFICULT
T0 PLAY)

PRESS ANY KEY TO CONTINUE

cls

WELCOME TO WUMPUS 11

3 - HEX NETWORK:  IMAGINE R HEX TILE FLOOR TAKE
A RECTANGLE WITH 20 POINTS C(INTERSECTIONS)
INSIDE (4X4) JOIN RIGHT & LEFT SIDES TO MAKE A
CYLINDER. THEN JOIN TOP & BOTTOM TO FORM A
TORUS (DOUGHNUT)

HRVE FUN IMRGINING THIS ONE!'!

CAVES 1-3 ARE REGULAR IN THE SENSE THAT EARCH ROOM

GOES TO THREE OTHER ROOMS & TUNNELS ALLOW TWO-

HRAY TRAFFIC. HERE ARE SOME IRREGULAR’ CRVES:
PRESS ANY KEY TO CONTINUE

cls
WELCOME TO WUMPUS 1T

4 ~ DEMDRITE WITH DEGENERACIES: PULL A PLANT FROM
THE GROUND THE ROOTS & BRANCHES FORM R
DENDRITE ~ I E, THERE ARE NO LOOPING PRTHS
DEGENERACY MEANS A) SOME ROOMS CONNECT 10
THEMSELVES AND B) SOME ROOMS HAVE MORE THAN ONE
TUNNEL TG THE SAME OTHER ROOM, I E, 42 HAS
THO TUNNELS TO 13

S - ONE WAY LATTICE: HERE ALL TUNNELS GO ONE

HRY ONLY. TO RETURN, YOU MUST GO AROUND THE CAVE
(ABOUT 5 MOVES)

PRESS ANY KEY TO CONTINUE

cls

WELCOME TO WUMPUS 11

6 -~ ENTER YOUR OWN CAVE:  THE COMPUTER NILL ASK YOU
THE ROOMS NEXT TO EACH ROOM IN THE CRVE

FOR EXAMPLE:

ROOM #1 ?2a34 - YOUR REPLY OF 2,3, 4
MEANS ROOM 1 HAS TUNNELS GOING TO ROOMS:

2,3 &4

wrk HAPPY HUNTING! ok

cls

CAVE # (B-6) ? 4.

st HUNT THE WUMPUS ok

YOU ARE IN ROOM 2@ -- TUNNELS LERD TO 16 28 28
SHOOT OR MOVE 2 M

WHERE T0 7 16.

cis

stk HUNT THE WUNPUS #ork

I FEEL R DRAFT!

1 FEEL R DRAFT!

YaU ARE IN ROOM 16 -~ TUNNELS LEAD TC 14 15 26
SHOOT OR MOVE ? M

WHERE TO ? 14.

cis

otk HUNT THE WUMPUS otk
WYITIEEEE FELL IN A PIT!
HR HA HR - YOU LOSE!

PLAY AGAIN? YES

SAME SET-UP ? NO

CAVE # (8-6> ? 1.

cls

Atk HUNT THE WUMPUS otk

YOU ARE IN ROOM 20 -~ TUNNELS LERD TO 1 18 19
SHOOT OR MOVE 2 M

WHERE T0 ? 1.

cis

et HUNT THE KUMPUS setor

YOU ARE IN ROOM 1 -~ TUNNELS LERD TO 20 2 3
SHOOT OR MOVE 7 o
WHERE T0 ? 2.

cls

stk HUNT THE WUMPUS ok

1 FEEL A DRAFT!
YU ARE IN ROOM 2 -- TUNNELS LEAD TO 19 1 4

SHOOT OR MOVE ? M

WHERE T0 2 4_

cls

sk HUNT THE HUMPUS ot

YYYITIEEEE FELL IN A PIT!
HA HA HA - YOU LOSE!
PLAY AGAIN? NO

cls
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16 CLS: PRINTE412, “WUMPUS 11

28 PRINT: PRINT TAB(?> “COPYRIGHT 197% CRERTIVE COMPUTING MORRISTOMN,

8 PRINT@S6@, " : INPUT "DO YOU NEED INSTRUCTIONS®; I
48 REM- WUMPUS VERSION 2

58 DIM S(28, 3

68 DIM L(6), M(EY, P(5)

va IF LEFT$(I1$, 4> ¢ "¥" THEN CLS: GOTO 160

86 GOSUB 666

9 REW- CHOOSE AND SET UF CAVE

166 GOSUB 247@

118 REM LOCATE L ARRAY ITEMS

126 REM 1-YOU, 2-WUMPUS, 384-PITS, 5&6-EATS

126 FOR J=1 T0 &

140 L(T)=RND(20)

158 M y=1¢0)

460 NEXT J

176 REM CHECK FOR CROSSOVERS (IE L{1)Y=L(2) ETC»

186 FOR J=1 70 ¢

198 FOR K=J 70 6

208 IF J=K THEN 228

218 IF L(Jy=L(K) THEN 138

228 NEXT K

230 NEXT 1

240 REM SET # ARROWS

250 A=9

268 L=L(1)

276 REM- RUN THE GAME

286 CLS: PRINT "ok HUNT THE WUMPUS seks": PRINT

258 REM-HRZARDS WARNINGS AND LOCATION

80 GOSUB 1218

310 REM MOVE OR SHOOT

320 GOSUB 1388

338 ON 0 GOTO 258, 3%@

340 REM SHOOT

356 GosUg 1520

368 IF F=8 THEN 226

378 GOTO 418

380 REM MOVE

398 GOSUR 2838

466 IF F=0 THEN 360

418 IF F>@ THEN 460

428 REM LOSE

436 PRINT "HA HR HR - YOU LOSE!"

446 GOTO 470

458 REM WIN

468 PRINT "HEE HEE HEE -~ THE WUMPUS‘LL GET YOU NEXT TIME!!"
478 FOR J=1 T0 &

488 LCI)=M(I)

490 NEXT J

588 PRINT “PLAY AGAIN®;

518 INPUT 1%

528 PRINT

520 PRINT

548 IF LEFT$CI$ 0)GYY THEN 3448

558 PRINT “SAME SET-UP i

568 INPUT 1%

578 PRINT

586 IF LEFT$CI$, 10O0"YY THEN 100

59& GOTO 250

680 CLS: REM- INSTRUCTIONS

616 PRINT TAB(26); "WELCOME TO WUMFUS II": PRINT

626 PRINT "THIS VERSION HAS THE SAME RULES AS “HUNT THE WUMPUS® ™
538 PRINT "HOMEVER, YOU NOW HAVE A CHOICE OF CAYES TO PLAY IN."
540 PRINT "SOME CAVES ARE EASTER THAM OTHERS ALL CAYES HAVE 26"
638 PRINT "ROOMS AND 2 TUNNELS LEADING FROM ONE ROOM TO OTHER ROOMS. “
668 PRINT

67@ PRINT "THE CAYES ARE:"

&8@ PRINT " @ - DODECRHEDRON: THE ROOMS OF THIS CAVE ARE ON A"

698 PRINT 12-SIDED OBJECT. EACH FORMING A PENTAGON. “
7@l PRINT ¢ THE ROOMS ARE AT THE CORNERS OF THE PENTRGONS "
71@ PRINT * ERCH ROOM HAVING TUNNELS THAT LEAD TO 3 OTHER ROOMS™

728 PRINT@I79, "PRESS RNY KEY TO CONTINUE";
730 IF INKEY$="" THEN V3@ ELSE PRINT@128, CHR$(31);
V4@ PRINT " 4 - MOBIUS STRIP: THIS CAYE IS TWO ROOMS"

758 PRINT © WIDE AND 18 ROOMS ARGUND (LIKE A BELT) *
76@ PRINT * YOU WILL NOTICE THERE IS A HALF TWIST®
778 PRINT * SOMEWHERE. *

780 PRINT

V98 PRINT * 2 - STRING OF BEADS:  FIVE BEADS IN A CIRCLE "

&o@ PRINT * ERCH BEAD 1S A DIAMOND WITH A YERTICAL"

81@ PRINT ¥ CROSS-BAR - THE RIGHT & LEFT CORNERS LEAD"
9z@ PRINT ¢ TO NEIGHBORING BEADS. (THIS ONE IS DIFFICULT®
836 PRINT * TO PLRYY *

848 PRINTES?S, “PRESS ANY KEY TO CONTINUE";
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850 IF INKEY$="" THEN 858 ELSE PRINT@128, CHR$(31);
860 PRINT " 3 ~ HEX NETHORK:  IMAGINE A HEX TILE FLOOR TAKE"

878 PRINT " A RECTANGLE WITH 28 POINTS (INTERSECTIONSY®

888 PRINT " INSIDE (4X4>. JOIN RIGHT & LEFT SIDES TO MAKE A"
993 PRINT CYLINDER THEN JOIN TOP & BOTTOM TO FORM A"

568 PRINT * TORUS (DOUGHNUT) . "

918 PRINT HAVE FUN IMAGINING THIS ONE!!"

926 PRINT

336 PRINT “CAVES 1-3 ARE REGULAR IN THE SENSE THAT ERCH ROOM"

948 PRINT "GOES TO THREE OTHER ROOMS & TUNNELS ALLOW TWO-"

958 PRINT "WAY TRAFFIC. HERE ARE SOME “IRREGULAR” CAVES:"

968 PRINT@I7S, "PRESS ANY KEY TO CONTINUE";

976 IF INKEY4="" THEN 97@-ELSE PRINTG128, CHR$(31);

980 PRINT * 4 - DENDRITE WITH DEGENERACIES: PULL A PLANT FROM®

998 PRINT * THE GROUND. THE ROOTS & BRANCHES FORM A "
16@8 PRINT ¥ DENDRITE - I E , THERE ARE NO LOOPING PATHS "
1618 PRINT DEGENERACY MERNS f) SOME ROOMS CONNECT TO"

1628 PRINT "
1630 PRINT ¥
1@4@ PRINT "
1858 PRINT
1868 PRINT * 5 -~ ONE WAY LATTICE: HERE ALL TUNNELS GO ONE®

1878 PRINT WRY ONLY. TO RETURN, YOU MUST GO AROUND THE CRVE™
1@88@ PRINT " (ABOUT 5 MOvES) *

1856 PRINTES7Y, "PRESS ANY KEY TO CONTINUE®;

1186 IF INKEv$="" THEN 1186 ELSE PRINT@128, CHRE(3L);

141@ PRINT * 6 - ENTER YOUR OWN CRAVE:  THE COMPUTER WILL ASK YOU®

THEMSELYES AND B) SOME ROOMS HAVE MORE THAN ONE"
TUNNEL TO THE SAME OTHER ROOM, 1.E ., 42 HAS "
THO TUNNELS TO 13 "

4420 PRINT *© THE ROOMS MEXT TO ERCH ROOM IN THE CAVE ¥
1138 PRINT
1148 PRINT * FOR EXAMPLE:"

1158 PRINT * ROOM #1 ?2234 - YOUR REPLY OF 2,3, 4
1168 PRINT * MEANS ROOM 1 HAS TUNNELS GOING TO ROOMS: "
1178 PRINT * 2 3 &4

1188 PRINT: PRINT

1198 PRINT stk HAPPY HUNTING! s+%": PRINT
1288 RETURN

1218 REM

1228 PRINT

1230 FOR J=2 70 6

1248 FOR K=1 70 3

1258 IF SCLCL,KOCGLGIY THEN 1320

1260 ON J-1 GOTO 1278, 1298, 1290, 1310, 1310
127@ PRINT "1 SHMELL A WUMPUS!®

1288 GOTOD 1328

1298 PRINT "I FEEL R DRRFT!"

1308 GOTO 1328

431@ PRINT "BATS NEARBY!"

1328 NEXT K

4328 NEXT J

1348 PRINT “YOU ARE IN ROOM";L(1);

1358 PRINT "-— TUNNELS LERD TO";SCL,4);5¢L, 235 5L, 2
1366 PRINT

137@ RETURN

1358 REM- CHOOSE OPTION

129@ GOTO 1438

1488 PRINT "ERROR "

1416 INPUT 29

1426 PRINT "%

1436 PRINT “SHOOT OR MOVE 5

1446 INPUT I$

1458 PRINT

1468 IF LEFT$CI$, 1)O"S" THEN 1498

14ve 0=1

1486 RETURN

1498 IF LEFT$CI$, 1)COM" THEN 1468

1568@ 0=2

1548 RETURN

1528 REM- ARROW ROUTINE

1536 F=6

1548 REM- PRTH OF ARROW

1556 GOTO 1590

1568 PRINT "ERROR 7

1570 INPUT 29

1588 PRINT *"

1598 PRINT "NO. OF ROOMS

1688 INPUT JO

1618 PRINT

1620 IF J9<4 OR J925 OR INT(J9)COABS(I9) THEN 1568
1638 FOR K=1 70 JO

1648 PRINT “"ROOM #";

1650 INPUT PCKD

166@ IF P(K)>0 AND PC(K><21 AND INTC(PCK))=ABS(PCK)) THEN 1710
1678 PRINT "ERROR ";

1680 INPUT 29



1698 PRINT "' 2578 ON N+1 GOSUB 2720, 2660, 2780, 2908, 2628, 3140, 3260

1786 60TO 1640 2538 RETURN

1718 NEXT K: PRINTBL28, CHR$¢31); 2598 REM ~  DODECAHEDRON

1728 PRINT . 2608 DATA 2,5, 8, 1,2,16,2,4,12,3,5,14, 1, 4.6

1730 REM -  SHOOT ARROM 26108 DATA 5,7,15,6, 8,17, 4,7, 9,8, 10,18, 2,9, 14

1748 f=f~1 2620 DATA 16,12, 19,3, 11,13, 12, 14, 20, 4, 13,15, 6, 4, 16
1758 A9=L (1) 2630 DATA 15,17, 20,7, 16,18, 9,17, 19, 11, 18, 20, 13, 16, 19
1788 FOR K=t 10 J9 2646 GOSUB 2378

1779 FOR Ki=1 T0 3 2658 RETURN

1780 IF SCRY, K1)=PCK) THEN 1930 2660 REM - MORIUS STRIP

1796 NEXT K1 2676 FOR Bi=1 T0 1

1808 REM - NO TUNNEL FOR THE RRROM 2638 FOR B2=1 TO 60

1818 AI=SCAZ, RNDCB)) 2638 RERD B@

1820 GOTC 1940 2780 NEXT B2

1839 NEXT K 2718 NEXT BL

1848 PRINT "MISSED * 2720 DATA 20,2,2,19, 4,4, 1,4,5, 23,6, 3,6, 7

1058 REM - MOVE WUMPUS 2738 DATA 4,5,8,5, 8 9,6,7,16, 7, 10, 11,8, 9, 12

1869 GOSUB 2648 2740 DATR 9,12,13, 10, 14, 14, 11,14, 15,12, 13, 16,12, 16,17
1878 REM - AMMO CHECK 2750 DATA 14,15, 18, 15, 18,19, 16, 17, 28, 2, 17, 20, 1, 18, 19
1888 IF A>G THEN 1910 2760 GOSUB 3370

1890 PRINT *YOU HAVE USED ALL OF YOUR ARRONS " 2778 RETURN

1900 F=~1 2786 REM - STRING OF BEADS

1918 RETURN 2798 FOR B1=1 T0 2

1928 REM ~ SEE IF ARROW IS AT L(1) OR L(2) 2800 FOR B2=1 TO 66

1938 A9=PCK) 26816 READ B8

1940 IF ASOL(2) THEN 1950 2828 NEXT B2

1958 PRINT "AHR! YOU GOT THE WUNPUS! HE MRS IN ROOM®;L(2) 2638 NEXT B1

1960 F=1 2346 DATA 2,3,20, 1,341, 2.4.2,35.4.6,7

1976 RETURN 2850 DATA 5,7,8,5,6,8.6, 7,9, % 10,11, 9, 11,12

1986 IF ASOL(L) THEN 1830 2868 DATA 9,10, 12,10, 11,13, 12, 14, 15, 13, 15, 16, 13, 14, 16
1998 PRINT "OUCH! ARROW GOT YoU'® 2870 DRTA 14, 15, 47, 16,18, 19,17, 19, 28, 17,18, 20, 1, 18, 19
2008 60TO 1960 2882 GOSUB 337@

2018 REM - MOVE WUMPUS ROUTINE 2898 RETURN

2028 K=RND<4) 2900 REM - HEX NUT ON TORUS

2030 IF K=4 THEN 2098 2916 FOR B1=1 70 3

2048 L(2>=5¢L¢2), K> 2920 FOR B2=1 TO 60

2058 IF L¢2)<OL THEN 2688 2920 RERD B8

286@ PRINT “TSK TSK TSK- WUMPUS GOT wou!'® 2348 NEXT B2

2670 F=-1 2959 NEXT Bi

2688 RETURN 2969 DATA 6,10,16,6,7,17,7,9, 18,8, 9,19, 9,10, 28

2098 REM - MOVE ROUTINE 2970 DATA 1,2,15,2,3,11, 3, 4,12, 4,5, 13,5, 6, 14

2400 F=8 2988 DATA 7.16, 26, 8, 16, 17, 9, 17, 18, 18, 18, 19, 6, 13, 20
2418 GOTO 2158 2990 DATA 1,114,412, 2,12, 13, 3,13, 14, 4,14, 15,5, 14, 15
2128 PRINT “ERROR 3668 GOSUB 2378

2120 INPUT 79 3818 RETURN

2449 PRINT “¥; 3020 REM - DENDRITE W/ DEGENERACIES

2156 PRINT "WHERE TO *; 3038 FOR Bi=1 TO 4

2168 INPUT L 3849 FOR B2=1 TO 66

2470 PRINT@128, CHR$(31); 3850 READ BB

2180 IF L1 OR L>28 OR ABSCLYCOINTCL) THEN 2420 3860 NEXT B2

2198 FOR K=t T0 3 3079 NENT Bi

2200 REM - CHECK IF LEGAL MOVE 3080 DATA 1, 1,5, 2,25 336 4,46, 1, 2,7

2218 IF SCL(L), K)=L THEN 2298 3098 DATA 3,4,7,5,6,18,8,9, 9,8, 8,16, 7,9, 11

2920 NEXT K 2468 DATA 10,13, 14,12, 13,13, 14, 12, 12, 11, 15,16, 14,17, 18
2238 IF L=L(1) THEN 2298 3118 DATA 14,19, 20, 15, 17, 17, 15, 18, 18, 16,19, 19, 16, 20, 26
2249 PRINT "NOT POSSIBLE - *; 3128 GOSUB 3376

2258 INPUT 29 3138 RETURN

2268 PRINT ""; 3140 REM - ONE WARY LATTICE

2070 GOTO 2150 3150 FOR Bl=t TO 5

2200 REM - CHECK FOR HAZARDS 3160 FOR B2=1 TO 66

2298 L(t)=L 3178 RERD BA

2398 REM ~ WUMPUS 3188 NEKT B2

2310 IF LEOLG2) THEN 2370 3198 NEXT Bi

232@ PRINT “ 0OPS! BUMPED A WUMPUS!" 3200 DATA 5,4,8,1,5,6,2.6,7, 3,7, 8,8, 912

2338 REM -  MOVE A WUMPUS 3210 DATA 5,9,10,6,10,11,7,11,12, 12,13, 16, 9, 12, 14
2348 GOSUB 2020 3220 DATA 16,14, 15,11, 15, 16, 16, 17, 26, 13, 17, 18, 14, 18,19
2350 IF F=0 THEN 2378 3230 DATA 15,19, 20,1, 4,20, 1, 2,17, 2,3, 18,3, 4,19

2368 REM - PIT 3240 GOSUB 3370

2378 IF LOLEY AND LOLCA) THEN 2428 3250 RETURN

2380 PRINT "Y¥¥I1I1IEEEE FELL IN A PIT!® 3260 REM -  INPUT YOUR OWN CAVE

2399 F=-1 3278 FOR J=1 710 20

2480 RETURN 3288 PRINT "ROOM #";J;

2410 REM ~ BATS 3298 INPUT S¢J, 1), 5¢J, 2), 5¢J, 3)

2420 IF LOLEG) AND LOLB) THEN 2460 3380 FOR K=1 T0 3

2438 PRINT "ZAP--SUPER BAT SNATCH' ELSEMHERESVILLE FOR YOU'® 3310 IF SCI K8 AND SCJ,K)<21 AND ABS(S(J, K))=ABS(S(I, K> THEN 3348
2448 L=RND(20) 3320 PRINT “soptiok ERROR!!!!"

2458 GOTO 2290 3330 GOTO 2286

2468 RETURN 3340 NEXT K

247G REM - SELECT CRVE 3350 NEXT J

2428 GOTO 2520 3268 RETURN

2498 PRINT "ERROR  "; 3378 REM ~ INPUT CAVE

2508 INPUT 29 3180 FOR J=1 70 20

2518 PRINT "% 3390 FOR K=1 T0 3

2520 PRINT "CRVE # (@~6) "; 3408 READ SCJ. KD

2936 RESTORE 3416 NEXT K

2548 INPUT N 3428 NEXT J

2558 PRINT 3438 RETURN

236@ IF NCB OR N>6 OR INTCMYCORBS(NY THEN 2490 3440 END
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