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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 occaslonal script or song — for the Children’s
Television Workshop (producers of Sesame Street and
The Electric Company), and, on the side, I'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 Streel 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 called 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 example) 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
a computer, | 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
timea"), | 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 Davld 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
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computer for help. A computer can adjust the difflculty
level of a game or activity to suit your ability — 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
plunge you into a whole new world, so you can learn by
doing (or just escape, for a 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 — Iif 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 crashes Into your magnificent new
home)!

The main peint 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 Ahl has continu-
ally demonstrated, they're an awful lot of fun. Turn the
page and see.

Christopher Cerf



ine Basic Lan

Capsule Description of Microsoft BASIC

Staterment or
Function

DATA

DEF FMNF({X)

oM

END

FOR...TO.. . STEF
GOTO

GOsSUB
IF...GOTO

IF... THEN

INFUT

LET

NEXT
ON...GOTO
ON...GOSUB
PRINT
READ

REM
RESTORE
RETURM
STOFR
ABS{X)
ASC(X$)

ATN(X)
CHR$(X)

COSB(X)
EXP{X)
INT(X)
LEFTH(XEY)

LEMN{X$)
LOG(X)

Notes

String data is not always quoted.
Some BASICs require quote
marks.

If your BASIC does not have DEF,
simply use the complete function
itself wherever FMNF(X) appears.

Dimensions numeric or string
array. String scalars aren't
dimensioned. Subscripts beqin at
Zero.

May be followed by any executable
statement.

Optional prompt string may be
printed before doing INPUT.

LET keyword is optional.

Computed GOTO.
Computed GOSUB,

Absolute value,

Returns ASCII value of leftmost
character. ASG{"A") is 65,
ASC(“B") is 66, etc.

Arctangent of value in radians.

Converts ASCII value to character
string, opposite of ASC function.
CHRS%(65) is "A", CHR$(66) is"B",
etc. CHRS(7) is a bell ring.
CHR$(8) is a backspace.

Cosine of angle in radians.
Value of & to the X power.
Greatest integer less than X.
Returns Y leftmost characters of

XS
Length of X3,
Logarithm of X to the base &.

MIDS(XE.Y.Z) Returns substring of X§, starting at
position ¥, £ characters long.
RND{1) Random number function. Returns

values between 0 and 1.

RIGHTS(X%.Y) Returns Y rightmost characters of

X3,

SGN(X) Sign function. Returns -1if X<"0,0
if X=0, 1if X>=0.

SIN(X) Sine of angle in radians.

SOR(X) Square root.

STRE(X) Converts X to string of decimal
digits. For example, STR3{8.43) Is
“8.45", exactly as it would be
printed.

TAB(X) Spaces over to position X on the
printer.

TAN(X) Tangent of angle in radians.

VAL (XE) Converts a string of digits into a

number. Opposite of STRS,

Conversions to Other BASICs and Debugging Hints

All the programs in this book have been converted and
tested in Microsoft BASIC. We have not used any extended
or machine-dependent features, so they will work in
almost any machine with Microsoft BASIC (TRS-80 Level
I, Commodore PET, Apple |l with Applesoft BASIC, O35l
Challenger, Exidy Sorcerer, or CP/M disk operating
system). However, we ran the programs on a Teletype
KSR-43 terminal, so several of the games are designed to
run with a 72 character terminal width, and two of the
games (PATTERNS and PINBALL) use the backspace
function to print overstrikes. Both of these programs can
be modified, if need be, to bypass the use of this function.
However,if your computer has a screen then you may have
to adapt the programs to a narrower terminal width
(especially on the PET which ig only 40 characters wide).
Of course, you can also use your screen display forspecial
animated graphics if you're clever.

If It Doesn't Work

Although your first reaction may be to curse your
computer and start yelling, “There should be a law against
people who sell books full of programs that don't work!”
we have found that almost all errors are simply typing
mistakes, or not knowing about some peculiarity of your
particular machine. So if a program doesn't work, we
strongly suggest checking your program line-by-line
against the one in this book. If you keep getting some Kind
of very obvious error which is plainly not in our program
RUMN, pleasa bear in mind that we don't do nasty things like
faking program runs, and that the programs really do
work. Real bugs tend to be rather subtle.

Creative Computing is concerned with maintaining and
improving the guality of its software, so we are interestec
in hearing about genuineg errors in the games. We wil
consider bug reports if the following rules are adhered to:






Artillery 3

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, it becomes a two player game
and the remaining two players fire at each
other.

Personally, | would prefer to think of
this game as lobbing mudpies or
snowballs or custard ¢ream pies or
something non-destructive. However,
it was originally written as shoot-'em-
up game 50 that's how it appears here.

This game was originally written by
Mike Forman and further revised by
M.E. Lyon and Brian West. It first

AT,

- ¥
arinnﬁﬁlTilggizii'=Fﬁh .

PLAYER 1 SHOOTIKRG ATY 3
FIRING AMBLEY &3
TOY UMDERSHOT BY S45.777 FEET.

FLAYER 2 SHOOTIRG AT? 3
FIRING ANELET 79
YOU UNDERSHOT BT 3S48.353 FEET.

PLAYER 3 SHODTING AT? 1
FIRINE AMELE? BD.3

appeared in GI‘-E'EI’“"'E‘ C-Dﬂ’]‘phl'ﬁﬂg, YO UMBERSHOT BY B72.841 FEET
Jan/Feb 1976. ) )
ROUND 2
e PLAYER 1 SHOOTING AT? 2
FIRING ANBLE? 70
ARTILLERY 3
CREATIVE COAPUTING U OVERSHOT BY EB08.207 FEET.
RORRISTOUN, NEW JERSEY PLATER I SHOOTING AT? 3
FIRING ANGLE? 84
10U UNDERSHET BY 1204.37 FEET.
WELCDHE TO “WARJ". TUD OR THREE HUMAWS HaY PLAYT?
DO YOU WISH SOME a455ISTAMCE? YES PLAYER 3 SHODTING AT? 1
FIRING &NGLE? 73
THIS I5 & WAR BAME. TWOD OR THREE PLAYERS ARE GIVEM 10U OVERSHOT BY 294.324 FEET.

(THEDRETICAL) CAMMONG WITH WHICH THEY ATTEMPT TO 3HOOGT EACH
OTHER. THE PARKMETERS FOR DISTARCES AND MUZILE VELOCITIES ARE
SET AT THE BEGINWINE OF THE GANE. THE SHOTS ARE FIRED BY
GIVING A FIRING AMBLE, EXPRESSED IN DEGREES FROM HORIZONTAL

ROUND 3

PLATER 1 SHOOTING ATY 2
FIRING AMBLET &0
YOU OVERSHOT BY 1435.18 FEET.

THE COMPUTER WILL KEEP TRACK OF THE GAME AND REPORT ALL
MOVES, A “HIT" IS SCORED BY FIRIMNG & SHOT WEITHIM 3X OF THE
TOTAL BISTAMCE FIRED OVER. 00D LUCK
PLATER 2 SHOOTINWG &TY? 3
FIRING ANGLE? 70
HO, OF PLATERST 3 T0W OVERSHOT BY 440.307 FEET.
FLAYER 3 SHOOTIWG AT? 1
FIRING AMGLEY 74
TOU UNDERSHOT BY 153.30% FEET.

DISTAMCE (FT.} 1 TO 2 7 1000
DISTAMCE (FT.) 2 T0 3 T 20400
DISTAMCE (FT.) 3 710 1 7 2300

MUZILE VELOCITY {FT./SEC.} OF 1 7 300 ROUND 4
MUTZILE VELOCITY (FT./SEC.} OF 2 7 350
OF 37

MUIZLE VELOCITY (FT./SEC.: 400 PLAYER 1 SHODTING ATT 2
FIRINA AMELEY 4

YOU OVERSHOT BY 490.028 FEET.

PLAYER 2 SHOOTING ATT 3
FIRING AMGLET 73
10U OVERSHOT BY 140.44 FEET.

PLAYER 3 SHODTING AT? i
FIRINE AMELE? 72
YOU OVERSHOT BY 438.712 FEET.



FLATER 1 SHDOTING 4T? 2
FIRING ANGLET 75.5
YOV OVERSHOT BY 274.044 FEET,

PLAYER 2 SHOOTIMNG AT? 3
FIRING ANBLET 73
A HIT - 3 IS BEFUNLT,

REUND &

PLAYER 1 SHOOTING ATT 2
FIRING ANSLEY 78
TOU OVERSHOT BY 143.824 FEET.

FLAYER 2 SHODTIMNG ATT 1
FIRING ANSLE? 72
TOU OVERSHOT BY 557.79 FEET.

ROUND 7

PLATER 1 SHOOTING AT? 2
FIRING AMELE? 79.4
A RIT - 2 IS DEFUMCT.

GAME OVER. 1 WINS.
oK

LIST

& PRINT TAB(22);“ARTILLERY 3*
¥ PRINT TAR(20);"CREATIVE COMPUTING®

10 PRINT TABC1);"NORRISTOMN, MEW JERSEY®
1 PRINT:PRINT tPRINT

20 T=0

&8 DI# VII),X(3), P30, R(3,3)

7¢ WAT V=IER

80 WAT X=TER

90 HAT P=IER

100 HAT R=TER

110 DATA 1,2,2,3,3,1,1,3,3,2,2,1,2,3,3,1,1,2,0
120 FRINT “UELCONE TO “NAR3‘. TUO OR THREE HUNHANS H&Y PLAY!
130 PRIRT “DO YOU WISH SONE ASSISTAMCE®:
140 IRPUT A%

150 IF A%="YES" THEN 1310

140 PRINT ==

170 PRINT "NO. OF PLAYERS"}

180 INPUT M

190 IF K=2 THEN 240

200 IF H=3 THEW 270

210 PRINT "ERROR--TUD OR THREE' PLAYERS|®
220 PRINT

230 BOTD 140

240 Ni=1

230 PRINT =n

260 60T 290

270 Niai

280 PRINT “»

290 FOR J=t TO Wi

300 READ &, B

310 PRINT "DISTAMCE (FT.) *;a;" T0 “5;
320 INPUT R(A,B)

330 REW,A)V=R(A,B)

340 NEXT J

350 PRINT =~

350 RESTORE

370 IF N=2 THEN 450

380 FOR J=1 TO M

%0 READ 4,B,C,0,E,F

400 IF RUA,BIRIT, BIMRIELF) THEN 440

410 PRINT “ERROR--ILLEGAL TRIANSLE. RE-ENTER RAMBES.®
420 RESTORE

430 BOTD 290

440 NEXT J

450 PRINT

460 FOR J=1 TO N

470 PRINT “KUIZLE VELOCITY (FT./SEL.) OF =y
480 INPUT U(J)

490 MEXT J

500 PRINT =

510 FOR J=1 T8 N

S0 XiJ)=i ) 232

330 MEXT J

J40 FOR A=1 TO N

50 FOR B=1 TO W

J60 IF X{AIOR{A,B) THEN 410

570 PRINT "ERROR--"1A;% CANNOT REACH ;8
a80 PRINT “WHAT IS5 THE BUTILE VELOCITY OF |-
J90 INPUT wiad

440 BOTD 510

G180 HEXT B

420 MEXT &

430 Ni=N

&40 PRINT "*

&30 PRINT =

440 PRINT “ROUMD ";T+1

470 PRINT

4B0 FOR H=1 TO N

&70 IF H=3 THEW 750

700 C=1

710 IF H<» 1 THEN 730

720 Cm?

730 PRINT "PLAYER UiM;™ SHOOTING AT “aC
740 BOTOD 8%

750 IF P(NY=12 THEN 1280

F60 PRINT “"PLAYER "IN SHOOTING AT=;

FT0 INPOT €

780 ON C 60TO 839,830,830

810 PRINT "ERROR--PLAYERS DESIGNATED 1,2,3."
820 BOTD 740

B¢ IF C<> W THEW 840

840 PRINT "ERRQR--CAMNOT SHODT SELF.™

950 GOTD 740

Bé0 IF PIC) <> 12 THEN 890

B7G PRINT "ERRDR-- "3C3;™ IS DEFUNCT™

880 B6OTO 740

BF0 PRINT *FIRING ANGLE";

00 INPUT A3

10 IF A3<0 THEN 940

F20 IF A3X180 THEM 940

930 80TD F70

740 PRINT “ERROR--FIRED INTD BROUND. MeHIY MOU DEFUNCT."
IO PiMi=12

P40 GOTOD P40

70 IF AJ<90 THEM 1000

980 PRINT “ERROR--FIRED URDNG WAY, LOSE SHOT."
90 G0TE 760

1000 Z=SIR{ATI . AT044E-02 ) %W iN)*2/32

1014 Ittﬁtl.c}f1n0ﬂtnﬂlt1Il—tl!ﬂ,ﬂl!fﬂﬂﬂiﬂﬂbilll
1020 P=Ns+7

1030 Di=R(N,Cla.05

1040 IF B<DT THER 1080

1030 IF ABS(D-ROM,CII<D1 THEN 1110

1060 IF DCRON,CY THEN 1140

1076 IF IPRIK,C) THER 1160

1280 PRINT * TOO CLOSE- fiHe® IS DEFUNCT."
1090 PIMI=F2

1100 BOTD 1180

1110 PRINT " & HIT - "20:" IS DEFUMCT.*
T2 PFICI=12

1130 60T 1180

1140 PRINT ™ YOU UMBERSHOT BY "FABR(D-R(M,CY):™ FEET.®
1150 6070 +270

1140 PRINT * YOU OVERSHODT BY ":nlitn-ﬂtﬁitl};' FEET.™
1170 GOTD 1270

T180 Wimhi=1

190 IF N13F THEN 1270

1200- FOR HY=% TO N

1270 IF POMI}=12 THEN: 1250

1220 PRINT

1230 PRIRT "GANE OVER. ":Hi:" WINS.*

1240 §OTO 1430

1250 NEXT M1

1260 STOP

1270 PRINT =u

1280 HEXT &

1290 T=T+1

1300 BOTD &50

1310 PRINT

1320 PRINT "THIS IS A UAR GANE. TYD OR THREE PLAYERS ARE GIVEN®
1330 PRINT "(THEDRETICAL) CANNONS WITH UHICH THEYT ATTENPT TO SHOOT EACH*
1340 PRINT "OTHER. THE PARAMETERS FOR DISTANCES: ARD: NUZTLE VELOCITIES: AR

El

1350: PRINT “SET AT THE BEGINMING OF THE BANE. THE' BHOTS: ARE FIRED By
1360 PRINT “GIVING & FIRING AMOLE, EXPRESSED IN DEGREES FRON HORIZOHTAL®

1370 PRINT

1380 PRINT "THE COMPUTER VILL KEEP TRACK OF THE GAME AND REFORT ALL®
1390 PRINT "HOVES. n “WIT- IS SCORED BY FIRING A& SHOT WITHIN 5% OF THE®

1400 PRINT "TOTAL DISTANCE FIRED OVER. 600D LuEK"
1418 PRINT ="

1420 GOTO 140

T30 END

i} |

5



Baccarat

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 to 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 fer than itis 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
to the amount of the bank. The player at
the banker's right has the first cholceto
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 until everyone
has bet who wishes to. Any player may
take the entire bank by saving, “Ban-
co,” but when two or more players wish
to banco, the one ne2arest the banker's
right has the privilage.

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 player 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,
zero, aces, one each; any othercard, its
number. Units of ten points are dis-
regarded, so thatnine plus séven 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). Maturals 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 BAMKER STANDS ON BANKER DRAWS TO
Face card or ten 4.5 86,7 3,210
MNine 4,5 6,7 (or 3) 2,1, 0{or3)
Eight 3,4 56,7 2,1,0
Seven or six Fi 6,5 4 3 21,0
Five or four 6,7 54,3, 2,1, 0
Three or two 5, 6,7 4,3,2,1,0
Ace 4,5 6,7 3. 2,.1,0
Opponent stands 8,7 5,4,3,2,1,0

Meither player may have more than
one additional card, giving him three
cards at the most. When each player
has exercised hig 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

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

In the game of chemin de fer, the role
of banker rotates among the players

after each hand; in baccarat, it does
not,

HACRAT

CREATIVE COWMFPUTING
HORRISTOMH, HEW JERSEY

BACCARAT -- CMEWIN DE FER

DD YOW WEED INSTRUCTIOM3T YES

BACCARAT 15 A VERY FOPULAR GAME IN LAS
VEBAS. THE PLAYER AND BANKER EACH RECETVE
T¥O0 CARDI FROK & “SHOE- COHTATINING & DECHS
OF CARDS.  ALL CARDP COMBIRATIONS TOTALIND
TEN ARE MOT COUHTED. THE OME THAT ENDS UP
CLOBER TO HIME WINS. THE STAHES ARE HIDH,
ALL OF THE PLAYERS START WITH TEN THOUSAHD
DOLLARS. YOU CAN BET ON THE DEALER OR THE
PLAYER. & THIRD CARD IS BIVEM DMLY UNDER
CERTAIN COMPLITIONS, A5 YOW WILL SEE. LET
15 FEGIM. GO0R LUCK!

HOU HaANY PLAYERST 1

WHAT IS THE HANE OF PLAYER 1 ¥ STEVE
STEVE HAS % 10000 . BETT 300

{1} BAWKER OR (2) PLAYERT 1

FLAYTER
FOUR OF SPADES
HINE OF DIAMONDS

BAHKER

FOUR DF SPADES
EIGHT OF HEARTS
PLAYER HUST DRAW.
GCE OF SFADRES
PLAYER CAMNOT BRAUW.
PLAYERS TOTAL: 4

HAMKER WUST DRAM.
FIVE OF DIAMOHDE
BANKERS TOTAL: 7

BAHKER WINS!!
STEVE UINS & 300 , FOR & TOTAL OF & 10500 .



ST RER BARL e e 420 IF QIC,D)>=32 THEW 390
430 BrJ=v(m)

(1) BANKER OR (2) PLAYERT 2 450 HE;? Ji Y OF T
450 Y1=7
BANKER PLAYER 1?5 :DR J=1 10 P1
FOUR OF CLUBS FOUR OF DIAMOMNDS 480 IF HiJb<1 THER S80
HING OF HEARTS SEVEM OF SPABES 470 PRINT G8(J)" HAS $"H{J)™. BET*s
FLAYER HUST DRAU. 500 INPUT FiJ} !
TUD OF HEARTS 10 IF FOOVN(LY THEW 490
PLAYER CANNOT DRAY, . 320 IF FAJICYINTIFCIY) THEN 490
PLAYERS TOTAL: 3 530 IF FUJIC! THEW 499
T4 PRINT"(1) BANKER OR (2) PLAYER";
BAMKER MUST DRAU. F50 INPUT F1id)
KING OF DIAMONDS 340 IF F10J1>=1000 THEN 4990
BANMERS TOTAL: 4 S0 IF AFTC-100F1(0)=2)<30 THEN 540
SE0 WEXT J
BAMKER WINS11 590 J=0
STEVE LOSES 4 1000 , FOR & TOTAL OF 4 9500 . &80 Ti=BC1)4B(2)
10 TIeB(I)+BI4)
mwm=c—ce== HEW GAME ========- - 420 PRINT
430 PRIMT"BAMKER"TAB(20)"PLAYER"
STEVE MAS % 9500 . BET? 9400 &40 PRINT CS{3ITAB(20ICH(1)
(1) PANKER OR (2) PLAYERT 2 A50 PRINT CH(4)TAB(20)08(2)
60 IF T1<10 THER 48
BAMKER PLAYER &70 T1=Ti-10 ?
THO OF CLUBS JACE OF CLUBS &8 241
JACK OF DIAMONDS FIVE OF CLUBS a?g §§=§g-,ﬁ THEN 200
PLAYER MUST DRaAW. 700 IF W(T1+11=0 THEN 770
JACK OF HEARTS 710 PRINTPLAYER MUST DRAN.™
PLAYER CANNOT BRAW. 720 FRINT C3(5)
FLAYERS TOTAL: 5 730 T1=T1+B(5)
740 IF T1€C10 THEH 770
BANKER WUST DRaW, 750 Ti=T1-10
THREE OF BIANONDS 740 80TOD 790
BAMKERS TOTAL: 5 FT0 PRIMTPLAYER CAMNOT DRAW,Y
780 J=11
IT°5 & TIE. THE HAND I3 PLAYED OVER. 770 PRINT#PLAYERS TOTAL:"T}
STEVE HAS 4 9300 . BETT 9400 800 PRINT
(1} BAMHER OR (2) PLAYER? 2 B10 IF T2¢1 THEM 870

B0 IF T2»4 THEN 930

B30 IF J<¥11 THEM 840

840 IF T2=4 THENH ¥30

B0 BOTO 870

860 IF T(T2,B{S)+1}=0 THEN 930

10 PRINT TABC24);*BACRAT™ 870 PRINT"BANKER MYsT LT

20 PRINT TAB{20);"CREATIVE COMPUTING™ G20 PRINT CHi4)

30 PRINT TAB(1B);"NORRISTOUN, HEU JERSEY";PRENT:PRINTIPRINT BF0 T2=T24B(4)

40 PRINT"BACCARAT —- CHEMIN DE FER® P00 IF T2{10 THEN 920

50 PREMT 10 T2=T2-10

&¢ PRINTDD YOU MEED INSTRUCTIONS": F20 GOTD 940

2% INPUT 2% 30 PRINT“BAMKER CAMNOT DRaW.™

B0 IF G4<>“YES" THEN 210 P40 PRINT*BAMKERS TOTAL:"T2

?0 PRIKT™ FACCARAT IS & VERY POPULAR GAME IMN Las® P30 PRINT

100 PRINT®VEBAS. THE PLATER AND BANKER EACH RECEIVE" R&0 IF T2{3TY THEN 990

P10 PRINT"TWD CARDS FROM & ~SHOE- CONTAINING § DECHS™ 970 PRINT"IT'S & TIE. THE HaMd 3§ FLAYED OVER.®
120 PRINT"OF CARBS. ALL CARD CONBINATIONS TOTAL ING*® FE0 QOTO I80

130 PRINT*TEM ARE NOT COUNTED. THE DNE THAT ENDS Up» 990 IF T2{T1 THEH 103¢

T4#0 PRINT"CLOSER TO NIME UINS. THE STAKES ARE HIGH," 1000 Wi=q

1350 PRINT*ALL OF THE PLAYERS S5TART WITH TEN THOUSAMD" 1010 PRINT"BANKER WINSI(®

160 PRINT*DOLLARS. YoU CAN BET DM THE BEALER OR THE" 1020 OOTOD 1040

170 PRINT"PLAYER. A THIRD CARD IS5 GIVEN OHLY UHBER*™ 1030 PRINTPLAYER WINS)I®

T8¢ PRINT*CERTALN CONDITIONS, &5 YOU UILL SEE. LET® 1040 FOR J=1 TO Fi

190- PRINTYYS BERIN, 600D LUCK!" 1050 IF KiJ)<=0 THEW 1130

200 PRINT 1060 PRINT B$(J}™ v

210 DIW H#?n},F11?EJ,F(Eﬁ!.!tt11!.Ut131,ﬂlt?ﬂ] 1070 IF F1iJd)=Wi THEM 11140

22 RIM TP, 10) 004,13} 1080 HiJlI=K{JY-F(J)

240 FOR Xu3 TD 4 1490 PRINT"LOSES $UFLIM, FOR A TOTAL OF $"H(J)". =
250 FOR Y=1 TO 10 1100 8070 1130

260 READ Z(X,¥) TIT0 M{JYaliJR+F i)

270 NEXT 7v.X 1120 FRINT™WING Y'FLSV™, FOR & TOTAL oF SUHLSp™ =
280 FOR S1=1 T8 T0:EEAD W51} :zMEXT T130 HEXT J

283 FOR S1=1 T0 4:READ ASIEY ) eMEXT 1140 FOR J=1 TO PI

283 FOR S1=1 TO 13:RE4D B${S1):NEXT 1150 IF MO0 THEN 1190

287 FOR S1=1 TO 13:READ V(51):NEXT 1160 HEXT J

290 PRIMT TI70 PRINT™THANK YOU FOR YoOUR MONEY, AMD ";

J00 PRINTHOU HaNY PLAYERS"; 1180 607D 1329

3t INPUT P 1190 PRINT

J20 FOR J=1 TOD P 1200 PRIMT®-====-euux BEUY BAKE -~—==—ea— -

S3 PRINT"UHAT IS THME N&ME OF PLAYER™J; 1210 PRINT

J40 THPUT G&{J} 1220 FOR X=1 TQ 4

SE0 HLJY=10000 1230 FOR T=1 TH 13

J&0 MEXT J 1249 IF 20X, 7138 THEN Jg0

370 FOR Si=1 TO 4 1350 REXT ¥, X

373 FOR 82=1 TO 13 T2e0 GOTD 379

375 DI581,821=b 1270 DATH :,I,ﬂ.f,1,1,1,|,n,1,u,ﬂ,1,|.1,1,1,1.&.u
377 MEXT 82 1280 PATA n,u,ﬂ,u,1,|,1,1,u_q,u,u,n,n,ﬂ,q,1717n,u
7% NEXT 51 1270 BATA Tyl 11, 0,1,0,0,0,0,58 ADES HEARTS, DIANONDS
380 FOR J=i TR & 1300 DATA ELHFE,AEE,THE,THEEE,FHHR,FIUE,EII,EEUEH.E]EHT
370 C=IHTCI+RNDCT Jnd ) 1310 DaATA HIHE,TEH,JﬂEﬂ+DUEEH,HIHE,1.I,J,l,ﬁ,&,?,ﬂ,?,ﬂ,ﬂ,ﬂﬂ
400 D=INT{1+REND{1 w13} 1320 PRINT™THAMK YOU FOR PLAYING.®

118 BLE;DI=A(C, B3+ 1330 EHD



BIBLE QUIZ is a program which
administers up to 25 guestions about
the Bible to the user. Ifthe answergiven
to a question is correct, the program
proceeds to the next guestion. If an
incorrect answer is given, the program
gives the correct answer, |neither case,
the biblical reference is given.

Mote that Statements 124 to 296
could serve as the basis for any type of
Cal dialogue with instructions
preceeding Statement 124 and the
gquestions and answers in the data
statements.

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

BIRLE QUIZ
CREATIVE COMNPUTING
AORRISTOMN, NEW JERSEY

THIS GAME IS & OUII WHEICH TESTS
TOUR KMOWLEDEE DF BIBLICAL EVENTS, PLACES,

AND PERSONS.

1 WILL ASK YOU A QUESTION AMD THEN Wall

FOE TOUR ANSUER. [F YOUR AMSUER IS CORRECT

I WILL PROCEED TD THE HEXT QUESTION. IF YOUR
ANSVER IS5 IMWCORRECT I WILL SIVE YOU THE

CORRECT AMSVER AND THEM PROCEED TD THE
HEXT RBUESTIOM.

ALL ANSUERS ARE ONE UORT.

ALL ARSHERS nUST PE CORRECTLY SPELLED.
THERE IS & TOTAL OF 25 QUESTIONS.

HOU: HAMT QUESTIONS DO YOU Wigw TO TRY? 7
QUESTION ¥ 1

WUHAT SOMG-CONPOSER IS CRERITED WITH 1003 SONGST SOLOHON
CORRECT ANSWER--VERYT GOODT 1 KINBS 4:32

QUESTION ¥ 2

WHAT BLEND HaM HILLED THREE THOUSAWD AT & RELIGOUS FEASTT SANSON
CORREET: AMSWER=--VERY BODBY JUDSES ¥4:23-I10

QUESTION ¥ I

WHO: KILLED HES: BROTHER: FOR- HUNBLING HIS SISTERT ABSALOH
CARRECT AMSUER--VERY 800D! 2 SaH. 13

GUESTION B 4

UHAT BOY HAD & VARLEGATED: COATT JDSEPH
CORRECT AMSUER--VERY BOOD! GEN. 3733

BUESFION: B F

WHY EEIMBER A TREE TD SEE JESUST IACCHAEUS
CORRECT AHSUER--VERY GOOD! LUKE 19:4

QOESTION W &

WHE: SET FIRE TD THREE HUNDRED FOXES TAILSY SAHSON
CORRECT ANSUER--VERY GOONF 1 JUBGES 15:4,3

QUESTION & 7

UHAT EETY IS CALLED THE CITY OF PALM TREEST BABEL
INCORRECT AMSUER
THE CORRECT AMSMER- FS JERICHD. DUET. 34:3

BUT OF 7 QUESTIORS YOU AMSUERED &4 CORRECTLY.
YOUR PERCERTAGE FOR CORRECT AMSUERS I5 B4 I

M

S PRINT TAB(24};"BIBLE QUIZ"

& PRIRT TAB(20);"CREATIVE COMPUTING®

7 PRINT TABC18); "HORRISTOMN, NEL JERSET"

% FRINT:zPRINT:FRINT

10 PRINT *THIS GAME 1S A QUIZ WHICH TESTS "

20 PRENT "TOUR KNOWLEDGE OF BIBLICAL EVENTS, PLACES, "
3¢ PRINT “AND PERSOHS.Y

40 PRINT

3¢ PRINT "I WILL ASK YO A& BUESTYIDN ANMD THEMW WAIT

40 PRENT “FOR YOUR AYSHER.
S0 PRINT "I WILL PROCEED T8 THE HEXT QUESTIOH.

IF Y0UR AMWSHER IS CORRECT *
IF TOUR *

20 PRINT "ANSUER IS5 IWCORRECT I WILL GIVE YOU THE *
o PRIRT "CORRECT AMSWER AMD THEW FROLEED TO ThE "

199
T
118
1Ak
1id
122
134
138
133
144
142
143
158
1460
142
1H0
180
183
184
185
186
210
2
230
24
230
260
2719
272
20¢
29
272
204
2%
361

3oz
I3
304
303
34
ae?
308
309
J1e
311

a2
313
e
3%
3k
317
e
17
320
N

312
323
324
325
324
327
328
317
330
3

332
3133
334
333
334
337
400

PRINT “MEXT QUESTION.®

FRINT

FRINT “ALL ANSWERS AEE OWE WOED."

PRINT "ALL ANSWERS HUST BE CORRECTLY SPELLED."

PRINT "THERE IS A TOTAL OF 25 RUESTIDNS.®

PRINT “HOW HANT QUESTICONG DO YOU WISH TO TRY®;

IHPUT M

FRINT

DIW L2331

Cap

i =0

RESTDRE

IF C=H THEH I9¢

L=+l

FRINT

PRINT "DUESTION #“;C

FRINT

A=THT(RNDM 1 3235#1)

IF Siki=1 THEW 143

Srx=1

FOR B=1f TO X:READ O%,4% VHINEXT @

PRINT 043

INFUT R

IF Ri=A% THEN 278

PRINT *INCORRECT ANSUER*

FRINT *THE CORRECT ANSUER IS “ja%;". ";Vs

GOTO +43

FEINT *COREECT ARSUER--UERY GOODB! “QU§

Hizhi+l

GOTO 1435

FRINT

FRINT “ODUT QF =pH;" QUEESTIONS YOU AMSWERED™:H1;® CORRECTLY."
FeINTL{ I RI®100+.5)

FRENT "YOUR PERCEMTAOE FOR CORRELT AHSWERS IS™iP; R
DATA “WHO SET FIRE TO THREE MUNDRED FOXES TalLsS«<,"Sanson®
DaTA "1 JUDBES 13:4,3"

DATA “ubaT HEBREW SERVED & QUICK LUMCH UMDER & TREE®
DATA “hBRAHAK=," GEN. 1314-8"

DATA “UHAT HUNMGRY Had CURSED & FRUITLESS FIG TREE",“.JESRUS"
baTa * MARK t1gi2-tan

DATA "SHO KILLED HI5 ERDTHER FOR HUMBLING WIS SISTER®
DATA “ABSALOW®, "2 S5aH. 12¢

DATA "WHOD HAR THREE HUNDRED COMCUBINMES™, “SOLOMON",*1 KINGS 11:21-3"

DATA “WH&AT BOT WAD A VAREEGATED CORT™,"JOSEFH™,” GEN. 37:3"
DATA "WHD HABR A SEAMLESS COAT®,“JESUS",.™ JOHW T9:23"

DATA "YHO TOOKE OFF HIS SHOE TO BIND A CONTRACT","BOAZI™,"RUTH 4:7-9"

DATA "HHOD SLEFT OF AN IROW BEDSTEAD OVER THIRTEEM FEET LOHG"
DATA "0G",* BUET, 3=z11®

BATH "WHO UAS THE FIRST CITY-BUILDER™,"CAIN",” DEH. #:17"

BATH "UMAT PHYSICIAM WAS AN AUTHOR",“LUKE™," COL. 4:14"

PATA "UHAT SOMG-CONFOSER 1S CREDITER WETH 1003 SONGS®,"SOLOAON"
BATA "1 KINGS 4:32¢

PATA “WHO UAS THE FIRST FPERSON KILLED™,"ABEL™," GEM. 4ra*

DATA “WHD WAS BURIED IN & CAVE WITH HIS WIFE","HERAHAN"

DATA ™ GEM. 2F:7-10%

PATA "UHD ACCIDENTLY HAMGED RIMSELF IN a4 TREE","ABSALOM"

BATA "2 BAM. 1EIT"

DATA "UHAT BLIND HAM¥ KILLED THREE THOUSAND &T & RELIGOUS FEAST®
DATR "SANSOH"," JUDBES 14:23-30"

PATA "WHAT WAS THE MANE OF THE FIRST CITY EVER BUILT®

DATA “EMDCH"," GEW, #31P"

DATA “WHD WAS A& NIGHTY HUNTER®,"NINROD",™ GEM. 10:9=-12"

DATA “UHO DROVE FURIDUSLY","JEWU®™,“2 HIMGS 9:20"

DaTa “UHD WaS THE FIRST CHRISTIAH HARTYR","STEPHEN™,” ACTS 77
DATA "WHO FELL ASLEEP DURING & LONG SERNONY,"EUTYCHUSY

DATA * ALTS 2019

DATA “WHAT CETY IS CALLED THE CITY OF PaL# TREES",“JERICHO®
DATA ™ DUET. 34:31*

DATA "WHO CLIKBED & TREE TO SEE JESUS",“TACCHAEUS™," LUKE 1%:4"
DATA "UHD EILLED GOLTATH","DAVID™, "1 SAM. 17:49"

DATR “WHO UAS CAST INTD &4 DEN OF LIDNS™,"DAWIEL™." DAMN. Aszt4"
END



Big 6 is strictly an American inven-
tion from the casinos of Nevada. There
is a very large wheel mounted vertical-
ly, 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 faver of the house.

If you feel that you must play Big 6,
hyitbycnnunﬂerﬂnﬂandthenfmure
out how much you can afford to lose
when you go to play it in Las Vegas or
Atlantic City. The com puter is a much
better sport when you loze than the
casino managers will be at either of
those resort cities.

Big 6 was written by Steve Heywood
and Dave Alvey.

R}

e

BIgd
CREATIVE COMPUTING
HORRISTOUN, WEMW JERSEY

THIS PROGRAN I5 & DICE WHEEL GAME IN UMICH
TOU CAN BET OM ANY WUNBER BETWEEN ONE AMD STy
ARD UF TO THREE WUWBERS,

THE HOUSE LINIT IS FROW 81 To #3041 1
T0 EMD THIS PROGRAM TYPE THE WORD ‘aTapr- .,
GO0D Luck)

HOU WANY WUMBERS DO TOU WANT TO BET DNt 1
WHAT NURBERT 4

WABERT 10

THE LUCKY NUMBERS ARE; 3 3 4

YOU LOSE OM: 4

TOU“RE BEWIRD $-1¢

HOM HAMY MUMBERS DO YOU UANT TO BET oWt 2
UHAT TWD WUNBERST 2,4

WABER ON BOTHT 5,10

THE LUCKY NUMBERS ARE: 1 5 4

YOU LOSE QM: 2

YOU LOSE DW1 4

YOU“RE BEHIND 4-23%

HOW HANY NUMBERS DO YOU UANT TO BET 0Nt 3
WHAT THREE MUNBERST 1,3,3

WAGER ON EACH OF THE THREET 5,5,3

THE LUCKY HUMBERS ARE: 1 & 4

TOU WIN 1 TINES OwW: 1

TOU LOSE GN: 3

YOU LOSE OW: 5

YOU“RE BEHIND $-34

HOU WAMT WUMBERS DO TOU NANT TO BET oWt 2
WHAT TUO NUNBERST 1,3

VABER OW BOTHT 10,10

THE LUCKY NUMBERS ARE: 1 4 4

YOU WIN } TINES ON: 1

TOU LOSE OM: 3

TOU/RE BEWIND $-14

HOW BAMT NUMDERS DO YOU UANT Tn FET OMT 1
WHAT NUMBERT 4

WABERT 100

THE LUCKY NUMBERS ARE: 4 5 &

TOU WIN 1 TINES ON: 4

YOU“RE AHEAD % 70

HOU MANY MUNBERS DO YOU WAMT TO BET oMt 2
WHAT TUD MUNBERS? 2,4

UAGER ON BOTH? 25,25

TRE LUCKY NUMBERS ARE: 4 4§ 4

YOU LB3E oMz 2

TOU NIN 1 TINES O#z 4

TOURE MHEAD ¢ 70

HOW MANY NUNBERS DO TOU WANT TO BET ONT 3
UNAT THREE MUMBERST 1,23

WAGER OM EACH OF THE THREE? 19,10,29

THE LUCKY MUWBERS ARE: I 4 4

YOU LOSE ONz 1

YOU LOSE OW: 2

YOU WIN 1 TINES DN: 3

YOU'RE ANEAD ¥ 70

HOW HANT HUWBERS DO TOU WANT TO BET ON?T 1
WHAT HUNBERT 4

WABERT 300

THE LUCKY NUMDERS ARE: 1 4 5

YO WIN t  TIMES ON: 4

YOU“RE AWEAD # 570

HOU MANY WUNBERS B0 TOU WANT 10 BET OKT STOF

T e

SO YOU UART TO CASH Im yOUR CHIPS, I SEEIN
TOU UOM EXACTLY # 570 ¢1 MOT BAD 111
ok

7



LISF 400 PRINT “WHAT THREE HUNMBERS™;

T PRINT TAB(27);"Bl0a&" 410 IRPUT ¥, P,5

2 PRINT TABC20):;"CREATIVE COMPUTING® 620 IF V=4 OR Y>=1 DR P<=é O Pr=1 OF S5<=4 OR 5= THEN 710
J PRINT TRBC1B);"HORRISTOUM, MEY JERSEY® &90 PRINT "YOU CAN OHLY BET ON &N INTEBER FROH ONE TO 51X.%
4 PRINT:PEIRT:PRINT J00 GOTD 404

10 PRINT * THIS PROGRAN 19 & DICE UHEEL BAME IN UHICH" J16 FRINT "UABER ON EACH OF THE THREE" §

L0 PREINT “YDU CAM BET ON ANY WUNBER BETUEEMN OME AND SIX® F20 INPUT F,I,J

30 PRINT *AHD UF TO THREE MNUBABEERS.™ 730 IF F{=300 OR F>=1 OR I<=3500 OR I>=1 OR J<=500 OR Jo=1 THEM B20
40 PRINT ® THE HOUSE LIMIT IS FROM 41 TO $58011" 800 PRINT “THE WOUSE LINIT IS FROM #1 TO $500."

a0 PRIMT "TO END THIS PROBRAM TYFE THE WORD “STOP-.° 810 GOTOD 710

40 PRINT "E00D LOCKI® 820 f0suR 1870

43 PRINT:PRINT 830 52=V;83=F ;GOSUR 2040

&7 DIN §i3) BaQ §2=Pi53=T:60508 2040

70 GOTD 70 B30 52=5;83=J:060500 2040

B0 PRINT “YOU CAMNOY BET ON LESE THA4M OME OR MORE THAM THREE NUMBERS.® 870 BOTOD 3240

70 FRIANT “HOW MAMY HUNBERS DO YOU WANT TD BET OH"; 1870 X==1

100 IRPUT WE:LF H¥="3TOP™ THEH I3&d 1880 A=INT(&*RNDCT )41 3 2B=IHT (A®RNDLT )41 ) sCoINT (4oRNDE1341)
110 NelaLiMe ) 1890 S{1)=Az5(2)aBsS{1)=C

120 IF =2 THEW 370 1700 FOR Y=1 TO 2

130 IF W=3 THEM 400 1%¥10 FOR X=1 TD 3-¥

140 IF W>3 OR W{1 THEW 80 1920 IF SOXd{=80X+1)} THEN 1940

19 FRINT “UHAT MUHBER": 1930 TE=SiXrz5(d)=51+1 ) a8(1+1)=TE

200 THPUT @ 1740 MEXT XeMEXT Y

20 IF V<{s& OR Y>»=1 THEN 240 1¥50 PRINT “THE LUCKY WUMBERS ARE: "5(1):;8{(2):58(3)

240 PRINT “YOU CAN OHLY BET ONW AN INTEBER FROM OME TO 5IX." 1940 RETURM

250 EOTO 190 2060 Ci=0

260 FRINT “"WAGER™; 2070 IF S2=A THEN C1=C1#1

270 INPUT F 2080 IF 52=B THEWM C1=C1+1

280 IF F<=500 OR F »=1 THEN 330 2070 IF 52=C THEN Ci=Ci+]

310 PRINT *THE HOUSE LIMIT IS FROW %1 TO $500." 2100 IF C1>0 THEW 2130

320 B6OTOD 260 2110 53=53e{=1)

330 GOSHE 1870 2120 PRINT "vOU LOSE OW:z ";52:60T0 2150

140 §2=V:S5I=F:GO5UE 2040 2130 B3=53=C1

360 GOTO 3240 2140 PRINT "YOU WIM ";Ct;™ TIMES ON:“S2

370 PRINT “UHAT TUD HUMEBERS™ 3 2150 U=y+53

380 INFUT VP 2140 RETURN

3P0 IF W<=56 OR V=1 OR F{ed OR Pr=1 THEM 440 J260 IF W=0 THEN PRINT "YOU“RE EVENW!!™:PRIHT:GOTO 90

440 PRINT "YOU CAN OMLY BET DN AN INTEBER FROM OME TO SIX." 3270 IF W»G THEN PRINT “YDU“RE AHEAD B UPRINT1B0TD 90

450 60TD 3F0 J280 IF W<OD THEN PRINT "YOU'RE BEHIND $";U:PRINT:BOTO %0
440 PRINT "UABER OM BOTH"; 3350 REH

70 IHPUT F,l 3340 PRINT:PRINT:PRINT “S0 YOU UANT TO CASH IN YOUR CHIPS, 1 SEEIHI™
480 IF F<=500 OR F>=1 OR I<=500 OR I>=) THEN 530 3370 IF U>0 THEN 3410

130 PRIRT “THE HOUSE LIMIT IS FROW $1 TO $500." J380 PRINT "YOU DIDR'T WIN ANY WOMEY, BUT I-°M WILLIME TO CALL IT EVER!
540 GOTO 450 3370 GOTOD F4d

=50 BOSHE 1870 J410 PRINT ™YOU WEN EXACTLY $":U:"i{ NOT BAD 191"

560 52=Y:83=F:005UF 2040 3440 END

5P §2=Pp53nleGOSUE 20460 Ok

a0 GOTD 3240




Binary

Gl

BINARY 11000
BINARY 10001
BIHARY 101011

BINRRY: 00110
&

BINARYc1 0100
20

BINRRY:z01100

BINARY 21000
i?

BIMART: 01010
BINRRY:= OGO

BINARTITOI10
id

DECINAL: 7
DECIRALz 15
PECTHAL: 1

DECTHAL: 18

DECIMAL §
100

DECIMAL: 11
DECIMAL: 15
BECIMAL: 12
DECEMAL: 2%

DECImMAL: &
RN

TOUR SCORE: 70 2

L

This game tests your skills in bi nary-
to-decimal and decimal-to-binary con-
version. You are given twenty conver-
sion trials. MNumbers 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 previoug one
correct,

BINARY

CREATIVE COMPUTING AGREISTOUN MEHW JERSEY

BECImAL:T 24
DECISAL:T 17
PECIMAL:zT 11

DECIEAL:T 10

DECTAAL:Y 12

BECIRAL:zT 12

DEC IhMAL:Y 14

DECIMAL:T 10

BECIMALLT 3

DECTIMAL:? 29
BIhamy: T 1N
BINART: T 1111
BINARY: 7 1
BIMARY: T 144019
BINARY: 7 01000
BINARY: 7 1011
BINARY; T 11
BINARY: T 1100
BIMARY: 7 f1001
BIMARY ¢ T o

There are several possible
moditications for this program such as
timing the response, allowing the user
to specify the number ra nge, 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.

LLST

i0 PRINT TABIZC ) "BINARY®

20 FRINT TAB{15)"CREATIVE CONEUTING HORRTSTUUN 45U JERSEY®
P10 B=“pre

120 TO=29

130 PRINT

140 PRINT

15¢ FOR I=1 T4 10

T40 OOSHE 540

170 PRINT “BIMARY:™;

180 FOR J=1 TO 5

190 PRINT RIDS(BS, Bilh+1,1);

300 MEXT J
219 PRINT ®
3 IHPUT A
236 IF a=D THEM 240

240 FRIAT o

50 ThmTo-{

240 PRINT

270 WEXT 1

JB0 PRIST

290 FRINT

00 FOR I=1 T4 19

Jid 905UF 540

J20 PRIKT "DECIHAL: =0

336 PRINT » BlnaRre =

340 Is="pooog”

350 IMPUT I

J&0 IF LERCI%I> 10 THEN 470

J70 I Q00a0=+14

375 IS=nIGHTHCLY,S;

580 FOR J=1 10 5

3 IF ALUS (RS BLIr+1, 1 )oMIDII§,0,1) THEN 420
A0 HEXT J

410 BOTD 489

#20 FRINT "

450 FOR J=1 T0 5

449 PRINT HIDSLB®, BI040 108

430 HEXT J

450 PRINT

470 TaaTo=1

480 PRINT

490 NEXT I

509 PRINT

310 PRINT

320 PRIWT =YOUR SCOREx™JINTOTO, 24,5 s ugw
530 PRINT

540 FRINT

550 EMD

540 p=0

S0 FOR -J=t 10 5

SBO BiJI=IMT(RHDOI }4.5)

590 De=pel+B{J)

G003 NEXKT J

410 RETURN

&20 END

ol

DECIMAL2"?

g
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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
several 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 zend the ray into the box, and you are told 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 adge
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 cccur
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 Comn-
puting, May/Jun 1978,

kKl




HO. OF ATONS® 4
RAYE 1
ABSOREED
RAYY 2
ARSORBED
RAYT 3

ToO 22
HATT 31
REFLECTED
RAYT 4

fo 3z
RatT? 28
TO 13
R&Y? 24
AESORBED
RAYT 7
ABSORBED
RAYT 8
15
RAYT @

MOU TELL WE, WHERE DD YOU THINK THE aTOKS ARET
(IN ROW,COLUMK FORMAT PLEASE.)

ATON & | 7 4,3
ATOH B 2 7 1,1
ATON K 3 7 2,7
ATON # 4 7 7.8
v s WL L s
P

"= ® & & w §

" B om R om

TOU BUESSED 1
YOUR SCORE FOR
CRRE T TRY #G6A

HOD. OF ATOHWET 4
RAY? 4
Ta 13
RAYT 2%
ABSORPED
RAaYT 23
TD 24
RAYT 19
LI
RAYT 24
T 23
RAYT 17
ABSORBED
FaYe 31
1
KRYT 1
TH 18
RaY® @

NOW TELL ®E, WHERE DO YOU THINK THE ATOMS ARE?
(IN ROW,COLUKN FORMAT PLEASE.)

ATOH A
ATON #
ATOH o
ATOH ¥

17 8,1

.3
27
B

¥

die ek B3

t
1
1

[
Ll
O & Fa

L}
"

E = m 3
* - - # -
- L]
L] -+
[] -

s & & .
* = @ g 4
* & & m
"

Y0 GUESSED 2

FOUR SCORE FOR

CARE TO TRY aGA
i}

BLACKBOX
CREATIVE CONPUTING
MORRISTOUN, MEW JERSEY

I T e

OUT OF 4 ATOMS CORRECTLY!!

THIS ROUND uas
INT YER

o

E m o@m

OUT OF 4 ATOHS CORRECTLY!)

THIS ROUND was
IHT NO

28 POINTSY,

24

POINTS.

14

LIal
190

i@
120
130
140
150
140
170
180
150
200
210
220
230
240
250
244
ara
26
el 1]
200
310
320
310
340
350
340
3
S8
1%
480
afn
420
430
440
450
440
470
484
450
Ei 0]
510
520
30
532
535
40
250
b1, 1¥)
S
580
590
&30
A10
420
Tk

PRINT TAB{25);"BLACKEOX"

PRINT TBBEED};'{REHTIUE COMPUT ING™

PEINT TﬁBflE];"HﬂEtIETEHH, MEW JERSEY"
FRINT:FRINT :PRIRT

DEF FER{Z)=INT (BHRRD(1)41)

FRINT "NO. 0OF ATORS";: THPUT N

FOR J=0 T %: FOR I=0 TO 9= Bil, i =0s REXT [yd
FOR I=1 TO N

FEFHRTT}: Y=FRB(1}: IF BIX,Y)<{»0 THEN 1BO
BOX,Tletlz HEXT I

Sef:f=0

FEINT “RAT";2 INPUT R: IF R THER 489

oM (E-1}/841 GOTO 240, 250,240,270

PRIMT “ERROR“: 807D 210

I=0: YeR: Usir W=0: GOTD.2830

X=R-8: Y=%1 l=0: U==1: GOTO 280

A=Fr Y=25-Rt b=—13 y=0: G070 2849

Ea3i-R: Yelb: U=0p =1

Xi=X+Uz Yi=telp

IF =0 THEN X2=X1=1: ¥T=X1+1: T29Y1: Y3=¥1= GOTO 310
F2=¥1=1: YI=¥14f: XP=iy: 13=X1

O SBLXT, YEI+BIX2, ¥2 0428 (X3, Y1141 6OTD J30, 340,350, 34¢
PRINT "ABSOREBED" ;5=5+1: @A0TH 216

£=%1y ¥=Y¥1: GATO 80

Z=1¢ GOTD Jad

L=-1

IF U=0 THEM U=Z: U=0: GDTO 380

W=¢: W=F

D (X+15)/8 GOTO 120,400,430

STOR

OH tY+15)}/8 BOTO 440,280,450

ETOP

I=Y: GOTO 440

I=2%5=Y: GOTO 440

I=33-X: GOTO 440

FE b L

IF I=R THEH PRINT "REFLECTED":5=5+1z GOTO 210
PRINT *"TD";Z:S=§42: GATO 510

FRIMT "mMOW TELL HE, HHERE DO YOU THEINK THE ATOHS ARETY
PRIRT "IN ROY . COLUNM FORMAT PLEASE. )"

FOE @=f 10 N

FRINT "aTOM # -

INPUT T,

IF BOJ, 11431 THEN SeE45:60TG 5S40

B(J,1)=2

Cel#

REXT @

FRENT: FOR J=1 TO B: FOR I=1 TD 8

IF BLE;J)=0 THEN PRINT * ¥y BOTD 589

PEINT = #*;

HEXT T: PRINT: NEXT J3 PRINT:

PREINT “YOU GUESSED e OUT OF "M ATOMS CORRECTLY i
FEINT "YOUR SCORE FOg THIS EOUND WAS MEEIM POIMTE. ™
INPUT "CARE 7O TRY AGATHY ;43

IF lEFTI[ﬁ!,IJ!‘T" THEX PRINT:GOTO 15@



Bobstones

= = e e —

The idea for this number game was
derived from a contest called
"Bobstones” described in the novel
Watership Down. The object of
Bobstones is to 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 thetwo 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 19786.

BABEESTOHES
CREATIVE COMPUTING
MORRISTOUN, NEU JERSEY

THIS 15 A HOHBER BAME CALLED BOBSTOMES. THE DBJECT OF
BOBSTONES IS TO GUESS THREE THIMGS ABOUT THE ROLL OF & PAlR
OF DICE. OW EACH TURM, THE COWPUTER SINULATES THE ROLL OF
THE BICE. THEM, YOH OR THE COMPUTER (YOUR OPPONENT) BUESS

SCORE
1. IF THE SUM OF THE DICE [5 ODD OR EVEN 1 POINT
2. THE SuM OF THME BICE 2 POINTS
3. THE MOMPER OR EACH OF THE TWO DICE 3 POINTE

THE WINMER IS THE FIRST PLAYER TD SCORE 11 POINTS. 1IF A
TIE BESULTS, THE GINHER IS THE FIRST PLAYER TO BREAK THE TIE.
EGOD LUCE !

¥0U FIRST OR MET HE

YOUR TURN.
IS THE Sum 00D OR EVEN? QDD
SORRY, THE SUH 15 4 .

MY TURM.

a0 0N THIS ROLL OF THE DICE, THE TUD MUNBERS ARE & AND & .
sin THE SUN I3 B .

MY GUESS IS THAT THE SUM IS EVEN.

AN T RIGHT OR WROMGBT RIGHT

HT GUESE OF THE SUH 13 B

Al I RIGHT OR URDMGT RIGHT

MY BUESS 15 THAT THE MUWBERS ARE 3 AND 35 .

AN I RIGHT OR WRONG? WROMO

THE SCORE 15 ME 3 - TOU ¢ .
TOUR THRH.

15 THE SUN ODD OR EVENT ODD
SORRY, THE Sum IS 8 .

MY TIRN.

wse [ THIS ROLL OF THE DICE, THE TWD HUMBERS ARE 31 AHD 3 .
wix THE SUW I3 4 .

HY GUESS 1% THAT THE SuUM 15 EVEM.

M I RIGHT OR WUROMET RIGHT

WY BUESS OF THE SuM IS 12

4F I RIGHT 0OR URDNET WOROHG

Ji¢ TTPE THE WORD “RIBHT® OR THE WORD “URGNS" .

A T RIGHT OR URONBT URONG

THE SCORE I8 WE 4 - YOU O .

TOUR TURN.

15 THE SUN ODB OR EVEM? EVEN
TOU ARE CORRECT,

NQu, BUESS THE SUNT 12
SORRY, THE SR IS 10 .

WY TURM.

w38 0N THIS ROLL OF THE BICE, THE TUD NUMBERS ARE 2 AND 4 .
##x THE SUH 15 & .

WY GUESY [5 THAT THE S0W IS5 ODED.

A 1 RIGHT OR URDHAT WURONG

THE SCORE 15 ME 4 = YOU 1 .

YOUR TURM.

I5 THE Sum 00D Of EVENT OBD
YoU ARE CORRECT.

Wld, GUESS THE SWMT 3
SORRY, THE 5@M 15 9 .

WY TURN.

aas O THIS ROLL OF THE DICE, THE TUD WURBERS ARE 1 nHBE 2 .
wee THE SUM I8 3 .

MT GUESS IS THAT THE 5UM IS ODR.

Al I RIGHT OR WROMET RIGHT

HY GUESS OF THE SUW I5% 9

&M 1 RIGHT DR URONGT WRONG

THE SCORE IS BRE 5 = YOUW 2 .

TOUR TURM.
15 THE SUN QPD OR EVENT ODD
SORRY, THE SUR I5 & .

HY TIEM.

wew 0N THIS ROLL OF THE DICE, THE TWD MUNBERS ARE & nAMD 2 .
wsd THE SUN I3 & .

WY GUESS IS5 THAT THE 5SuM IS ODD.

AN 1 RIGHT O URONGT UROMNG

THE SCORE 1S WNE 3 - YOO 2 .

TOER TURN.

1§ THRE SUK ODD OR EVERT EVEN
YU &RE CORRECT.

MOU, GUESS THE SUMT &

SORRY, THE SUM 1S 4 .

HT TUEH.:

wee QN THIS ROLL OF THE BICE, THE TUD HUMBERS ARE 3 ANE 4 .
+¢¢ THE SUH IS 7 .

WY BUESS IS THAT THE SWU# 15 OBE.

AN T RIBHT DR URDMET RIGHT

MY GUESS OF THE SuM IS 11

af I RIGHT OR DRONGT WROWGE

THE SCORE IS ME & - YOO 3 .
LIST

10 PRIMNT TABC(24);“BOBITONES"

20 PRINT TAB(20);*CREATIVE CONFUTIHG®

39 PRINT TAB(18);"NORRISTOMM, MEW JERFEY™

130 PRIMT:PRINT:PRINT

140 PRINT " THIS ©9 A BUMBER BANE CALLED BOBSTOMES. THE DBJECT OF"
150 PRINT "BOBSTOMES IS TO GUESS THREE THIKGS AROUT THE ROLL OF & PAIR®
150 PRINT “OF DICE. ON EACH TURM, THE COWPUTER SINULATES THE ROLL OF"

170 PRINT "THE DICE. THEN, YOU OR THE COMPUTER (YOUR OPPOWEMT) BUES3"
180 PRIRAT '

198 PRIAT ® SCORE™
200 PRINT ™ %, 1F THE SUM OF THE BICE 1S ODD OR EVEM 1 POINT"

L



L 18
220
230
240
230

280
arn
280
190
300
10
30
330
J40
350
340
aro
380
%0
4010
110
420
430
440
450
440
470
480
4%0
J00
atg
320
330
240
F30
340
370
J80
370
&00
410
&20
&30
Lo b
L1
470
&80
&R0
1]
10
FI0
430
F40
750
sal
7re
el 1)
o
abo
310
B
Bip
8B40
830
gé0
B
Bad
89d
Fi0
10
T
a0
T40
Fi0
T50
770
980
TF0
1000
LLRN:
1020
1830
1040
1050
1040
fora
1 eg0
1670
1 100
111d
120
[ 1.30

i::ﬂf * 2. THE SUK OF THE DICE
WT " 3. THE WUMBER OW EACH OF 7
PRINT HE TUD DICE
PRINT * THE UINMER IS THE FIRST PLAYER TO SCORE 1

1 PDINTS. IF a®
FRINT "TIE RESULTS, THE WIMMER IS5 THE FIRST FLATER TO BREAK THE TIE.

2 POINTS™
3 POINTS™

FRINT "
BEF
DIH
LET
LET
LET
LET
LET
LET

BU0D LUCK |
FHDOX = INTLERND (T )41
a(2)
Al =0
REZI=0

2i==
1281
321
Z4=-1

LET 75=-1

LET Ji=p

PRINT

FRINT

PRINT “10U FIRST OR ME":

INFUT 73

IF I%="YOU™ THEH 450

IF I%="HE“™ THEN 4%0

A TYPE THE WORD “¥OU~ OR THE WORD “HE~ . ™
GOTOD 390

LET Bi=FHD(I1]

IF Zi=0 THEW 489

LET Z1=0

LET D2=FND{G)

LET E=D1+D7

IF Ji1=0 THEH 450

IF Z$<>NE THEN 580

IF J2¢30 THEM 1140

FRINT

PRINT "THE SCORE IS ME";A(2)3" - YU 3A(1)3",
IF ATT13=11 THEW 1904

IF A(215=11 THEN 1908

GOTO &70

IF T$C>"YAU™ THEN 2020

IF J2C31 THEN 470

PRINT

fﬂlﬂ]’ -T HE EEn"E IE TDUH & Y] — [ 1O & [1]
IF #010>=11 THEW 1900 0 e PRINET.
IF &02)>=11 THEW 1900

LET J1=—1

IF I8="¥OU™ THEN 1140

PRINT

FRINT “YDUR TURM."

LET J2=1
LET R=S-{INT(5/2)e3)

PRIRT *I5 THE SU¥ OBE R EVEN"

IRPUT A%

IF 4$="0DD" THEM 770

IF AS="EVEN" THEN BOO
PRINT */// TYPE THE WORD QDD “EVEN” . »
PRINT =/ OR THE WORD *EVEN-.
IF B=1 THEM 820

PRINT “SORRY, THE SUN 15°35;","
BOTO 450

IF R=0 THEN 820

EOTH 7RO

PRINT “YOU ARE CORRECT,"
LET &C12=A(1)41
PRINT "HON, GUESS THE Sun*;

IRFUT &1

IF G1¢2 THEN 899

IF B1>12 THEN 890
gETE ¥10

RINT /77 THE SUM MUST BE BET "
§0T0 G40 BETUEEM 2 AND 12.
IF G1=5 THEN %4

PRINT “SORRY, THE Sl 15%35:=,

GOTD 450
PRIT YOU ARE CORRECT.*
LET &{1)=fif1+2

FRIMT “UHAT ARE THE TWd Hu - T
PRIAT 4T NBERS UHICH PRODUCED =;5;" *:
IF Hi1<{1 THEW 1030

IF 82{1 THENW 1930

IF #1>& THEHW 1030

IF M2»4 THEW 1030

BOTO 1050

PRINT “/// THE HUMB !
rainT =/ ERS MUST BE BETHEEN 1 AND &,
IF HWi=B1 THEN 1090

IF H2=B1 THEW 1110

PRINT "SORRY, THE NUNBERS ARE®:D1:% WD sDost o
PRINT *SORRY, ARE*;D13% AMD*3D25".
IF H2=D2 THEHW 1130

GOTOD 1o70

IF M1=D2 THEM 1130

BOTD 1070

PRINT “YOU 4RE CORRECT."

1140

1150

1140
"7
1180
1190
1195
1206
1210
1220
1230
1240
1250
1240
1270
1280
12%0
1304
13149
1320
1330
1340
1350
1340
1370
1386
1190
1404
1410
14240
1430
1440
1450
1440
1470
1480
1490
1504
1514
1520
1530
1540
1350
1560
1370
1380
Tamh
1600
1414
1528
1430
1440
14850
1550
1470
1480
1890
17040
17t
1724
1234
1746
1750
1740
1770
1764
1790
Ten
1810
1820
1830
1840
1850
1840
1870
1880
1870
1 %0
1¥10
1%20
193d
1940
1950
Ta0
18240
1980
1780
2000
2010
2420
2034
2040
2650

LET AC1)=At1)+3
GOTD 450

LET J2=0

PRINT

PRINT “HY TURN.*

PRINT “s¢+ OM THIS ROLL OF THE FICE, THE TUD NUMBERS ™

PRINT “ARE *;D1;" AMD "jD2;"."

PRINT “s#e THE SUN 15 ;539 °

LET AT=INT(20RHDI{1)41}

IF Z2m0 THEN 1240

LET I2=0

IF 41=1 THER 1270

PRINT “KY BUESS 1S THAT THE SUW IS 0D,
BOTO 1260

PRINT “HY GUESS IS THAT THE SUN IS EVEW,"
PRINT *AN 1 RIGHT OR WROMG";

IHPUT B3

IF D4="RIGHT* THEN 1340

IF $="URONG* THEN 450

FRINT “/// TYPE THE WORD “RIGHT® OR THE UORD TURONG "™

BOTA 1280
LET AC2)=al21+1
IF Al=1 THER 1410
LET Bi=IHT(S#RND{1)+1)
IF Z3¥=0 THEW 1399
LET I3=0
LET Bi=B1+Ki+1
GOTD 1430
LET Bi=FHD{})
LET B2=B1+B{
PRINT "MY CUESS OF THE SUN 15 “;B2
PRINT “AM I RIGHT DR WROWG":
INFUT D%
IF D="RIBHT™ THEN 1500
IF DS$="HRONG"™ THEN 450
PRINT ®/FF TYPE THE WORD “RIBHT" OR THE WDRD
G0TH 1440
LET Al2p=aiZ)42
IF B2<22 THEN 1550
LET Ci=¢
LET C2=1
BOTR 1810
IF B2<>3 THEN 1590
LET E1m1
LET L£L2=2
GOTOD 18710
IF E2<x11 THENW 1&30
LET C1=5
LET C2=4
GOTD 1814
IF B2<>12 THEN 1479
LET Ci=4
LET C2=4
BOTO 18940
IF BX»7 THEM 1740
LET Kimf2=1
LET C1=THT{K1=RAD{13+1)
IF Z&=0 THEN 1720
LET Fd=0
LET C2=02-C1
BOTO 1810
LET K1=E2-4
LET EJ=K1-1
LET K2m?=1
LET CIs{INTCEZ&RNDCT b+t i4£3)
IF 75=0 THEN 180D
LET Z5=0
LET C2=B2-C|
FRINT "HY GUESS IS5 THAT THE MUMBERS ARE "sC1;
FRINT “AM I RIGHT OR URDNG™;
[NFUT D%
IF D¥="RIGHT" THEN tB&D
:;Inl-'ukunﬁ" THEM 450
HT "/7f TYPE TH “ d
S0T0 1856 E HORD “RIGHT” OR THE UQRD
LET R{2)=A(2)4]
HOTD 450
IF ACTXCHACZY THEW 1930
IF J2<x0 THEN 1140

BOTD &7

IF A01)2412) THEN 2030

FRINT

PRINT "I WIN! ANOTHER GAHE";
INPUT C3

IF C#="YES" THEN 2%0

IF CH="“HO" THEN 2010

“WRONG” . "

“ AKD ";C23"

."“EEHE.! . w

PRINT “/// TYPE THE WORD YES” OR THE WORD WO

GOTE 1940

FRINT “SEE YOU LATER.*®

EHE

PRINT

PRINT “YOU WIMI AHDTHER GAKE";
BOTH 1940



This program simulates the Italian
game of Bocce also called “lawn
bowls" or just "bowls.”

The instructions starting at the line
1770 explain the game.

This is the four-ball version (Q=5).
Allowing more balls in the game
(raiging 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 1030,

When there is collision, the bell will
sound (line 1500).

It is important to remember that the
object is to get close to 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. It

originally appeared in Creative Com-
puting, Jul/Aug 1977,

FOCCE
CREATIVE COHMPUTING
MORRLSTOUN MEU JERSEY

THIE GAME SINULATES THE GAME OF LAUN BDULS
DO YOO WEED IMSTRUCTLONSY ENTER YES OR MOT YES

IM THIS GAME TOU ROLL 4 BALLS SUCCESSIVELY AT A TARGET

BALL (CALLED A JACK). THE OBJECT I3 TO GET THE BALLS A5 CLOSE
TO THE JACK AS POSSIBLE. THE BALLS ARE 10 CH IN DIAMETER AND
ARE WEIBHTED 50 THAT THEY ROLL IN & CURVE. YOU WILL HAVE TQ
ROLL THEM AT AN ANBLE TO THE LIMNE FRON YOU AT CODRDIMATES 0,0
TO THE JACK AT COORDIMATES X, Y. & POSITIVE AMGLE WILL MAKE
THE BALL CURVE CLOCKWISE. # MEGITIVE ANBLE WILL MAKE IT CURVE
ANTI-CLOCKUISE, THE JACK IS & 4 CH UIDE AMD UILL ROLL
STRAIGHT IF YOU WIT IT. BALLS HIT BY YOUR THROWN BALL WAY
CURVE IM EITHER DIRECTION.

HINT. TRT &N INITIAL WELDCA1Y DF 300 AND AR ANELE OF 10

THE JACK IS5 LOCATED AT 2171 77
BaLL 1

VELDCLTYT 300

ANGLET 10

JACK AT COORDINATES 2171 77
BALL 1 AT COORPINATES 2434.563 -4%4,23% IT 1§ &422.137 FROK

YECH! OVER 20 FEET AWaT!
LOME AMD TO THE RIGHT

BALL 2
VELDCITYY 480
ANGLEY ¥

JACKE AT COORDINATES 2171 77
BALL 1 &T CODRDINATES 2434.63 -494.23% IT 1§ &221.137 FROAM
BALL 2 AT COORDIMATES 2243.71 -455.535 1IT 15 S530.474 FROM

TECH! OVER 17 FEET AUAT!
LONE AND TOD THE RIBHT

BaLL 3
VELOCITYY 200
ANBLET J

JACK AT COORDINATES 2171 77

BALL 1 AT COORDINATES 2434.43 -474.23% 1T 15 422.137 FROK
BALL 2 AT COORDINATES 2243.71 -435.535 1T 1§ 3530.474 FRONM
BALL 3 AT CODRBIMATES 3504.13 -710.248 IT 15 1542.%3 FROA

YECH! DVER 50 FEET AUAT!
LONE AND TO THE RIGHT

BALL &
VELOCITYY 30¢
ANGLEY 5

JACE AT CODRDIMATES 2171 77

BaLL 1 AT CODRDINATES 2434.463 -4%4.239 IT IS5 &22.137 FROW
BALL 2 AT COORDIMATES 2243.71 -435.535 IT IS S5M.476 FROM
BALL 1 AT CODRDINATES J3%04.13 -710.248 IT IS 13542.95 FROM
BALL 4 AT CEORDIMATES 87&4.228 -178.143 IT IS 1312.47 FROM

TECH! OVER 43 FEET AWAT!
SHORT AND TO THE RIGHT
THE TOTAL DISTANCE OF ALL BALLS FRON THE JACK 15 #0¢8.23 CH
DON'T PLAY THIS GAME FOR MOMEY!!
CARE TD TRY AGAINT CATER YES OR NOY MO

Ok

14

THE

THE
THE

THE
THE
THE

THE
THE
THE
THE

JALK

JACK
JACK

JACK
JALCK
JACK

JACK
JACK
JACK
JACK



L1g]

10 PRINT TAB{25):“BOCCE™

20 PRINT TAB{19);"CREATIVE COMPUTING®

30 PRINT TAB(17);"MDRRISTOUN NEW JERSEY™
40 PRINT:PRINT:PRINT

To0n
foig
1024
1030
1049
1045
10590
1470
1980
1890
1160
fiio
1120
1130
1140
1150
1155
1140
1145
170
Tigh
1174
1200
1214
1220
1230
1232
1x40
1250
1280
127 %
1284
1386
Y]
1300
1305
1310
131§
1320
1330
1340
1350
1340
1370
1380
T3F0
T 4a4
1414
1420
14310
1440
1450
1 a4l
1470
| {80
| 45
| 5 (i
310

=5

FRINT *THIS GAME SINULATES THE GAME OF LAWN BOWLE"

INPUT DD YOU HEED INSTRUCTIONST ENTER YES OR HD":Z%

BIN BOW), BICTY, D90, UL%), 0000, ¥ 19}

PRINT: IF I§=“YES" THEN GEEUE 1770

Fr=3.1415%

=0z 52=0h==49 .3

ROTFeINT (200047 008RNDCT )} s YO I=TNTO200-4000RND (1))

PRINT “THE Jack I8 LOCATED &T IEL1:Y(1)

FOR F=Z TO 8

J=F:BOSUD 1570

REXT P

FOR J=2 TO @

Drel1+Bd )

REXT J

FRINT: PRINT “THE TOTAL DISTANCE OF ALL FALLS FRON THE JACK IS e
FRINT Di;* CH=®

IF D1 < @2 THEW PRIKT "HAGHIFICENT BOWLING! WHAT &R EYE(L™

IF D <€ @°2 THEN 1230

IF D1<2#R°2 THEN PRIMT"EXCELLENT BUT COULD BE BETTER:":GDTO 1230
IF B < 3#0°7 THEN PRINT “BOOD BUT MEEDS SOME INPROVENENT":GOTOIZ30
IF I < §20°2 THEN PRINT *FAIR - YOU WEED HORE PRACTICE™:G0TE 1230
IF I € 10%0°7 THEW PRINT “POOR - TRY TO BE KORE LOHSISTANT":G0TD 1230
IF D1« 20+8°2 THEM PRINT "YDUR GAME HEERS LOTS OF WORE":GOTO 1230
FRINT “DOM-T PLAY THIS GAME FOR WOREY1|™

FOR J=f o @

LIWIEL T RN EET. T T EEY )

WEDd=02 001 =02 {J)=0

HEXT J

PRINT:IRPUT “CARE TO TRY AGAINT EMTER YES OR NO"™;7d

FRINT: IF T$="YES" THER 1450

GOTO 1894

Ki==20

IF J=t THEH K1s=g

ﬁ1lﬁttnﬁ{ﬁIJ?J+H1*EHE{[PTIEJ+EtJ!}
AZ=AFSINCBCJI K TREINCLPT /2 04R 001
Ei‘vidl*ﬂﬂﬁrﬁtJl?t.ﬂﬂil.ESE—ﬂ5¢ﬂ1
BA=VIJIEINTBIJ} e 0541, 25E-03442
E[Jl=ﬂ1*ffuﬂJ?*SIﬂfEfJ?]+ﬁ2*-ﬂﬁ!FfﬂiJ]lEﬂEiE!J]|?ﬁ1*,ﬂﬁ?i

IF B10J3< 0 THER S4=-54

§5=81+531 S4=52+84

IF J=1 THEM 1374 1520 UtJr=ﬂBEfoJ}tﬂlﬂttlJ)—H{EIJJ:U:H}tnBE{UiJJtEﬂElltJ:-BtHl}J
IF RESCSF~XU133<7 AND ABS(BA-F(1) e THEN Ke1:GOSUE 1550 1330 BLJI=i{P1/2)V4+B(K) ) §5=51: 54=82
FOR K=2 TO @ 1540 IF Kul THEW V(K)=Sei{¥)
IF E=J OR X{K}=0 THEN 1400 1330 IF J=1 THEN ViJ)=58({0)
IF ABSCES=X{K})< 10 AMD ABS{S4=-Y(K}I< 10 THEN BDSUR 1500 1580 RETURMN
HEXT K 1370 PRINT "BALL rld=1)
IF VOJhCABS (A=, 05) THEW 1440 1560 INPUT “WELBCITY";WU{J) sV (I}=ARS I} )
VO WO+ (A%, 05) :51=59182=54: 60T 1290 1390 IF WiJy > 1000 THEM PRINT "UELOCITY JOO HIBH":BOTD 1580
GOTO 12940 Té0d IMPUT “ARBLE" ;B10.J)
KL =X ) +85: YOI =Y (148815120 :52=0185=0:54=0 1610 IF ABSIBI(J))) BY THER FREINT “A&NOLE TO BIG":607T0 1290
FOR L=i1 TQ @ 1620 PRINT 2 BUJy=nBS{E(J)wP1/180) rEOTD 1390
IF VIL)»ABS(A®.05) THEN J=L:GOTO 1390 T430 PRINT “JACK AT COORDIMNATES MERLTIETAT)
BiLimQeu{L)=d V440 FDR M=z TO P
HEXT L Vo0 Do (BORCCY (T )=V OH) 1 20 (011 )=X(H) 1 °2) =7
GOTD 1430 1435 DiKI=D
BUKF=ATHOCY ORI =520/ (X (KI=B1) s PRINT CHRE(} 1660 IF D € O THEN DiM)=0
IF J=1 THEN v{JlsW(J}s5 1470 PRINTYBALL "LUN=113" AT CODRDINATES “PEOHIFYCHDEY IT 18 HalitH)

Té73 PRINT "FROM THE JACK®

1680 MEXT W

1479 FRINT

1700 IF BIP) < 10 THEM PRINT TAB(15) 3 EXCELLEMT SHOT! “;:60T0 1740

1710 IF DIF) < 20 THEN PRINT TRECIS) I EOAD SHOOTING! *::GOTO 1740

1720 IF DMPI< 30 THEW PRINT TRBCIS)"NICE TRY [™2:GOT0 1740

1730 IF DIPI>SO0 THEN PRINT TABLS);"YECH! OVER "YINTIDIP)/30.48);

Y735 IF BIP) > 500 THEM PRINT “FEET AMAYT!®

1740 IF X(PI>XCT) THEN PRINT "LONG AND "

1743 IF XUPJ< XU1} THEN PRINT "SHORT AND "3

1730 IF Y{PIXYUV) THER PRINT “TO THE LEFT ©

1735 IF YUF) € Y{1) THEN PRINT “TO THE RIGHT™

1740 PRINT

1785 RETURHN

1770 PRINT “1§ THIS SAME YOU ROLL “F0-1;"BALLS SUCCESSIVELY AT 4 TARG";
1773 PRINT "ET™

1780 PRINT “BALL {CALLED A JACK). THE OBJECT IS 70 BET THE BALLS AS CLOSE"
1790 PRINT TD THE JACK 45 POSSIBLE. THE BALLE ARE 10 CH IN DIAKETER AND"
1800 PRINT "ARE WEIBHTED 50 THAT THEY ROLL IN & CURVE. YOU UILL HAVE To"
TR10 PRINT “ROLL THEM AT AN AMGLE TO THE LINE FRON YOU &T COORDINATES ¢,0°
THZ0 PRINT *TO THE JACK AT COORDINATES X,T. & FOSITIVE AMOLE WEILL MAKE®
T8I0 PRINT "THE BALL CURVE CLOCKUISE. & MEGITIVE ANGLE WILL WAKE IT CURVE"
1BAD PRINT "ANTI-CLOCKMISE, THE JACK IS A 4 CK WIDE AND WILL ROLL®

1850 PRINT "STRAIGHT IF YOU HIT IT. BALLS HIT BY TOUR THROUN BALL MaY"
1840 PRINT “CHRVE IN EITHER DIRECTION."

TA70 PRINTzPRINT "HINT. TRY AN INITIAL VELDCHTY OF 500 AMD AN ANGLE OF 10*
V880 PRINTEPRINT :RETURN

1894 EMD

Uk
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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 to 20 by 20. It sends out
clues that tell you which direction to
move from where you are to where itis.
However, one major difference
between a Boga and a Hurkle 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 print out 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,

R
BOGA 11

CREATIVE COMPUTING
HOERISTOWR, WEW JERSEY

B0 YOU LANT INSTRUCTIONST YES

THE BOBA IS MIDING ON & GRID (¥OU SPECIFY THE LENMGTH
AND WIPTHE. TRY TD GUESS HIS POSITION USING THE HINTS
I 6IVE TOW. EaCH GUESS IS Twd WUHEBERS SEPERATED 2Y
A COMHA. FPLEREE KEEF IN RIND THAT THE EDG& IS alid
SEARCHING FOR TOLR:!!

HOW BIG SHOULD THE ERID BEC(ZO WAXIKUMIT I

HOMW EIG SHOULD THE GRIE BE{20 MAXIMUMIT 15
WOULD TOU LIKE 4 SaMPLE GEIDY TEWS

111111

01234348 78%d0123405

f £ R B ¥ OB E B OEE R OP R Y F T
1 #F F E ¥ 8 F ¥ FEE FEF ok B W
:" ¥ F & ®E & € ¥ B F& ® ¥ ¥ F & W
3 ¥ 3 EE R OEREEEEE R OREE R
4 * % k¥ % F R EETE R R E K F W
+ BEEEREEEEEREEREEREERR]
< Ef F EF R TR EE R ¥R RN
! T E &k B ¥ % E KK E ST EF O
g T EEEEENENENEEEE
¥ NN E RN EEEEEREREE:
Dok vk o® R o K B F RN oA
T OB R R OEOEE OB OEEE R N & # B o
1 2 e+ £ ¢3¢ F¥x* %2 kx %
N N NN N B E R
4 & &2 = & &% £ 0 & % o & tk B 4
15 OE F R R EEEEFFE RS REEE

CHOOSE YOUR POSITIDHY —1.1é
CHOOSE YOUR FOSITIONT 4,7
THE BO&#& PICKS HIS POSITION!
BUESE % 1 ¥ 7,7

TOU BUESSED F , 7

HE-S MORE TO THE SOUTHUEST
THE ROGA GUESSES 7 , 7

GUESS & 2 % 12,4
TOU GUESSED 12 , &

HE“S MORE TO THE SDUTHUEST
THE BDGH SUESEES 3 , 7

GUESS & 1 T 14,1
YOU BGUESSED t4 , 1

HE“S WORE TO THE HEST
THE BOGR GUESSEE 4 , 7

THE EDGw GUESSED YOUR POSITION IN 3 BUESSCES)!

TRE EOGR WAS AT 4 , &
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DU TUU WANT T0 PLAY AGALNY YES
HOW BIG SHOULD THE GRID BE(20 HANIMUN)? 4
WOULD TOU LIKE A SAMPLE GRID? YES

e el P — o

- . W W N
LR N e
TR
% W OB OE
% W O W W

CROOSE YOUR POSITIONT 2,1
THE BOBA PICKS WIS POSITION!
GUESS & 1 7 2,2

YOU GUESSER 2 , 2

HE"S HORE TO THE SDUTH
THE BOSA BUESSES 2 , 2

GUESS 8 2 ¥ 4,2
TOU GUESEBED 4 , 2

HE’S NORE TO THE WORTH

THE BOBA BUESSES 2 , 1

THE BOBA BUESSED YOUR POSITION IN 2 GUESS(ES}!
THE BOGA WAS AT 3 , 2

D0 YOU WANT TO PLAY AGAINT YES

HOW BIE SHOULD THE GRID BE(20 MAXINUM)T 4
WOULE YOU LIKE & SAMPLE BRID? WD

CHODSE YOUR POSITION? 0,4

THE BOGA PICKS RIS POSITION

BUESS # 1 1 2,2
YOU GUESSED 2 , 2

HE'S MORE TO THE EAST
THE BOGA GUESSES 2 , 2

GEEGS # 2 ¥ 2,3
TOU GUESSED THE BOGA“S POSITION IN 2 GUESS(ES)!

THE BOGA WAS AT 2 , 3

D0 YOU WANT TO PLAY ABAINT HO

Ok
LIST
10 PRINT TABC2S);"BOGY II°
T4 PRINT TAB(20);"CREATIVE CONPUTING™
17 PRINT TREC1BI3"HORRISTOWN, NEM .JERSEY™
20 PRIMT:PRINT:PRINT
J0 IRPUT “DO w0l WANT INSTRUCTIONS" 1l %
35 PRINTIPRINT
40 IF LEFTSEO%,1)00"Y" THEN 220
S0 PRINT * THE BOGA IS HIDING ON A GRID (YoU SPECIFY THE LENGTH"
B¢ PRINT "AMD WIDTH). TRY TO GUESS HIS POSITION USING THE HINTS®
90 PRINT "I BIVE YOU. EACH BUESS IS THO NUWBERS SEPERATER BYY
100 PRINT "A COMMA. PLEASE KEEP IN WIMP THAT THE BOGA IS ALSO™
105 PRINT “SEARCHING FOR YOUiti§®
710 PRIRT:PREST
220 =0
M0 et
230 F=0
260 INPUT “HOW BTG SHOILD THE GRID BE(T0 FANIHINI® 36
275 IF B>20 OR G<1 THEM PRINT:GOTO 240
280 Sug
290 REM: PRINTS THE GRID
300 INPUT “WOULD YOO LIKE & SAKPLE GRID™;Z%
305 IF LEFTS{I%,1)="H" THEN 3BO
310 PRINT
J1E Ag=="
120 IF B<10 THEN 332
322 FOR X=10 TR G

A4
A2
328
330
532

XI=sINTIEA 100

BS=ASHCHRG (N 448 4 @

NEXT X

FRIMT TAB(25);A%

n.‘=l n

314 FOR X=0 TO G

336 EE=X-INTOXA100#10

JI8 AR=AT4CHRECMI#48 )40 v

J40 WEXT X

32 PRINT THB(S) A

A4 fy=n=

J44 FOR X=0 TO B

Ji8 Ad=hgeng v

330 MEXT X

J32 FOR X=0 TO @

354 PRINT X:TAB{S) ;A8

306 HEXT X

J8¢ PRINT

350 H=1

400 IHFUT "CHODSE YOUR POSETIOR™:XT,. 1

411 IF X1%8 OR %140 OR Y123 OR Y1<0 THEM PREINT:B0TD 400
420 PRINT "THE BOGA PICES HIS POSITION!®

ddg X2=INT(RNDTT b=R)

A50 YIeINTCRMDCD bwG )

460 PRINT "BUESS #"¥;

470 IRPUT ¥3,73

471 IF X3>0 OR X3<0 OR ¥I>6 OF Y3<0 THEN PRINT :50TD 480
480 E=K+1

490 FefF#]

580 IF K=10 THEM 1040

dH0 IF ABSCXI-N2Y+ABSCTYI=Y2)=0 THEH 1010

S PRINT "YOU GUESSED"X3®, =713

530 PRIMT

540 PRINT "HE'S HORE TD THE *;

aaft IF K2=¥3 THEN &20

340 IF X23%3 THEW 400

<70 FRINT "HOETH";

3¥0 GOTO &34

S00 PRINT "SOUTH™:

a2l IF Y2=Y3 THEH 700

A30 IF ¥2»¥3 THEN 470

G40 PRIMT PUEST™

H60 B0TD 700

&F0 PRINT “ERgETY

£%0 REM: LINES 700-970 AND 1110-1150=B0GAS GUESSING FiRHLIL;
Jo0 PRIMT®“§IF H=0 THEH 730

A0 K4=THTL.545})

FHE T4=IHTL. 529

J30 PRIRT "THE BOGA BUESSES X 4", "Y4

A0 U=+t

790 PREMT v

JE0 A=ARB(Y1-Y4)#ARBCE1-24)

70 IF Q=8 THEN 984G

JEO H=D

A90 IF Ya=¥{ THEW BBO

gen A=l

B0 IF ABS(YA-Y13{2 THEN B30

B2 GOSUR 11440

BI0 IF Y4<Y1 THEM B&D

B4 Y4=INTIABSCYd=£1))

H50 GOTO 880

Héd Ya=IRTCARSCYA+8) )

BM IF Y4>6 THEM 1110

880 TF X4=X1 THEN 970

BP0 A=

o0 IF ABRSCN4=-X13<2 THEN 920

210 BOSIR 1140

D0 IF Y441 THEM 950

230 NA=INTIABEC{4=-A))

Q40 &OTH 970

P30 X4=INT{ABRSTYd+ad)

Q40 IF X4¥F THEW 1130

ore GOTD 440

¥80 PRINT "THE BOGA GUESSED YOUR POSITION IN"U*GUESS{ESY "
oeh PRINT

Te00 S0TD 1050

P10 PRINT "“YOU GUESSED THE BOBA-S POSTITION IN"F“OUESS(ES)I
1820 PRINT
1030 3070
1040
1450
1060

1054

PRINT "YOU USED UF RLL OF YDUR BUESSES. "
FRINT “THE ROG& UAS ATTE2® "2

FRINT

1070 INPUT "DO0 YOU YANT TO PLAY AGATN" ;0%
1080 IF LEFTSHIR$,Him"Y" THEN 220

1100 GOTD 1140

1910 Y4=.5+0

1120 GOTD 88O

1130 Xdm S35

1140 A=2

1150 RETURHN

1160 END

[}k



Bombrun is an extremely accurate
simulation of an aircraft dropping a
bomb on a very small target. You may
specify whether the aircraft is climbing,
diving, and the angle in degrees. You
may specify speed in feet per second:
you may also specify at what point you
wish to drop the bomb. The program
gives you four passes over the target,

A perfect hit is possible but extreme-
ly difficult to achieve, A hit within 300
feet of the target is considered
“threatening” while hits outside of that
range may be considered a negative
commentary on your knowledge of
physics.

This program was.originally written
by Jim Prelesnik.

BONBRUN
CREATIVE CONPUTING
NORRISTOUM, WEW JERSEY

THIE PROGRAN STMULATES & BOMFING RUN. DO YOU MEED
INSTRUCTIONST YES

YOU HAVE THE OPTION OF WAKING FOUR PASSES OVER THE TARGET,
WITH THE ABRILITY TO BROP & BOMD ONCE DURING EACH OF

THESE PASSES. ALTITUDE CHAMGES MAYBE MADE THROUGH TME
“CLINBSDIVE- COMMWAND BY PRINTING “CLINB‘ OR “DIVE-,FOL-
LOVED BY A COMMA AND THE BESIRED ANGLE (1M DEBREES). MNEV
VELOCITIES (RANGING FRON 300 TO F00 FEET PER SECOND) MAT
BE IMPUT AFTER THE “AIRSPEED” QUEBTION MARK. “CLIMB/DIVE’
ANGLES, VARYING FROM @ TD 15 DEGREES, VILL ADD AS SPEC-
IFIED BY “CLINB” OR“DIVE- COMMANDS TO YIELD & MET INCLIN-
ATION/DECLINATION ANGLE BETUEEM © TD 40 DEOREES, CLINBING
OF DIVING. & NININUN ALTITUDE OF 100 FEET MUST ALSD BE
MAINTAINED. WILLFULLY EXCEEDING ANY OF THE NAX./MIN, SPECS
WILL RESULT IM THE CRASH OF YOUR BOMBER. ALSD , A BOMB
COMNAND OF “DROP‘ DURINE & DIVE WILL GIVE YOUK BOWE AN IN-
ITIAL DOUMUARD VELOCITY, SHORTEMING THE DROP TINE, AS &
“CLINE- COMMAMD WILL LENGTHEN TMIS TINE. THE BOME UILL BE

LAUMCHED INMEDIATELY FOLLOWINE THE MOST RECENT “STATS” READ-

OUT UPON “DROP- COMNAND, AND WILL BE HELD FOR FURTHER
POSITIONING INFORMATION UPON THE COMNAMD “STAND BY-. THE
TARBET IS5 1 FOOT IN DIAMETER. GOOD LUCK

kNI TIAL*#
#eSTATEwRe

ELAPSED TIME... © SECOMDS
PRESENT ANELE COWMAND... 0 DEGREES
RESULTAMT AMELE... 0 DEGREES

PRESENT VEROCITY... @74.743 FEET PER SECOND

ALTITUDE... 428.7 FEET
DISTANCE FRON SITE... 4500 FEET
ESTIMATED TIME OF ARRIVAL... 5.13252 SECOMDS

BOME COMHAMBT STAND BY
STAMDIRG BY.

HAINTAIN PRESENT RESULTANT ANOLE? YES

AIRSPEEDY @00
*&#CTATS®%s

ELAPSED TIME... 1 SECOND
FRESENT AMGLE COMMAMP... D DEGREES
RESULTANT AMGLE... D DEGREES
PRESENT VERDCITY... 800 FEET PER SECOND
ALTITUDE... #28.7 FEET
PISTAMCE FROM SITE... 3700 FEET
ESTINATED TIME OF ARRIVAL... 4.42% SECONDS

m

BONE COMMANDT STAMD BY
STAMDING BY.

MAINTAIM PRESENT RESILTANT ANGLET WO
“CLINB/DIVE" COMKMANDT BIVE,10

AIRSPEEDT 400
#e45TATEawn

ELAPSER TIME... 2 SECOMDS
FRESENT AMGLE COMNAND,... DIVE, 10 DEGREES
RESULTANT AMBLE... 10 DEEREES DIVING
PRESENT VERDCITY... &00 FEET PER SECOND
ALTITURE... 3J24.511 FEET
DISTAMCE FROM SITE... 3109.12 FEET
ESTINATED TINE OF MRRIVAL... 5.2418 SECOMDS

BONE COMMANDY STAMD BY
STANDING BY.

MAINTAIN PRESEMT RESULTANT AMBLET YES

AIRSPEEDY 200
exeSTATSews

ELAPSED TIME... J SECOMDS
PRESENT ANGLE COKMAND... O DEBREES
RESULTANT ANBLE... © DEGREES DIVING
PRESENT VEROCITY... 700 FEET PER SECOMD
ALTITUDE... 202.958 FEET
DISTANCE FROM SITE,.. 2419.75 FEET
ESTIMATED TIME OF ARRIVAL... 3,51011 SECONMDS

BOHE COMMAMDT STAND BY
STANDING BY.

MAINTAIN PRESENT RESULTAMT ANGLET YES

AIRSPEEDY 700
IF TOUR ALTITUTE ISN'T INCREASED INMEDIATELY TO A MIN-
IMUN OF 100 FEET, A CRASH IS INMIMENT.

“CLINB/DIVE" CONNAMDT CLINE,20

YOUR BOWBEE CAMNOT TOLERATE THE STRESS CAUSED BY AMBGLE
INPUTS EXCEEDING 13 DEGREES. RECOMSIDER YOUR CHOICE.

“CLINR/DIVE” CONHANDY CLINB,12

AIRSPEEDY 300

TOUR BOMBER FAILED TD MAINTAIN THE LOW ALTITUTE YOU DE-
SIRED AMD SOONM CRASHED.

BETTER LUCK MEXT TINE.

DURING YOUR 1 -PASS BOMBRUM, YOU MANAGED TO STRIKE
WITHIN @ FEET OF THE TARGET.

WOULD YOU LIKE TD RELOAD AND PLAY ABAINT
T TES

e IHITIAL%#
s TATEune

ELAPSED TINE... 0 SECOMDS
PRESENT AWGLE COMMAND.,. 0 DEGREES
RESULTART ANMGLE... 0 DEGREES

PRESENT VEROCITY... 547.958 FEET PER SECOND

ALTITUDE... 182.338 FEET
DISTANCE FRON SITE... 4300 FEET
ESTIMATED TIME OF ARRIVAL... 7.92312 SECOKDS

BORE COMMANDT STAMD BY

STRNDING BY,

HAINTAIN PRESENT RESULTANT ANGLET YES
AIRSPEEDT 700
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L3ter 1n
the game

BOME COMMAMDT STAMD BY
STAHDING BY.

MHAIMTAIN FRESENT RESULTANT AMGLE?T YES

AIRSPEERT 750
kS TATErex

ELAPSED TIME... 2 SECONDS
PRESENT ANELE COMMAND... 0 DEGREES
RESULTANT ANGLE... O DEGREES
PRESENT VEROCITY..,., 750 FEET PER SECOND
ALTITOME... 12B.552 FEET
DISTANCE FRON SITE... 3000 FEET
ESTIMATED TIKE OF ARRIVAL... 4 SECONDS

BANE CONMAND? STAMD BY
STANDING BY.

MAIMTAIR PRESENT RESULTANT AMGLET YES

AIRSPFEEDT 750
*2ELTATShibek

ELAPSED TIME... 3 SECOWDS
FRESENT ANGLE COMMAND... O DEGREES
RESULTANT AMGLE... 0 DEGREES
PRESENT VEROCITY... 730 FEET PER SECOND
ALTITUBE... 128.552 FEET
DISTANCE FROW SITE.., 2250 FEET
ESTIMATED TINE OF ARRIVAL... 3 SECENDS

BIRE COMMANDT STAMD BY
STANDING BY.

BAINTRIN PRESENT RESULTANT AMGLET YES

AIRSPEEDT 750
ERSTATShew

ELAPSED TIME... ¥ SECONDS
PRESENT ANGLE COMMAND. .. 0 DEGREES
RESULTANT AMBLE... O DEGREES
PRESENT VEROGEITY,..., 750\FEET PER: SECOND
ALFETUDE... 128.552 FEET
DISTANCE FROW SITE... 1500 FEET
ESTINATED: TIRE OF ARRIVSL... 2 SECONDS

HOKE: CONMANDT STAHD BY PLEASE
UNRECOGHIIADLE COENAND. REPLY -STAND BY* OR - DRODP-.
STARDENG: B,

HAIRTALN: FRESENT RESULTANT ANBLET YES

AERSPEEDT 300
xR STATS e

ELAPSED- TIME... 5 SECOMDS
FRESENT- AHGLE: COMMARD. .. 0¢ DEGREES
RESULTANT: ANGLE. .. O DEGREES
ALTITHOEL.. 2080552 FEET
DISTANCE FROK SETE... 1200 FEET
ESTINATED: FIME: OF ARRIVAL... & SECONDS

BN CONHARDT DROGP
BOHE: DEIPRELR
FINE TO® EXPLOSION... 28257 SECORDS:

THE BOME: LANDED: 352,28 FEET I FRONT OF THE TARSET'S CENTER.

DURTHE: YOUR: 4: -FASS BONBRUN;, YOU- MAHAGED: 70 STRIKE
LEFHIN: & FEET OF THE TARGET.

HOULD YOU: LERE TO RELOAD AND- PLAY AODALNT

¥ WO

LOOR QUER: THE PHYSICS LAMS BOVERWING FALLIMNG: BODIES,
AND RETURN: TD: PLAY ADATN: SOON,

It

40}

LIS

1

10 FPRINT TAB{27)"EONERUN"

13
13
1%
2
23
30
44
56
&0
el
8l
0
140
110
120
130
140
150
160
170
180
190
200

210
220
LA0
240
250
250
270
280
20
300
I10
310
Ji0
J40
5
J40
370
JE0
J70
A0
&1
420
#30
441
450
Ll
470
430
270
a0
2110
320
330
340
i
S
ST
380
290
400
G
G20
430
A
AP
&&0
&y
&80
&0
B
JE
720

PRINT TAB{20)*CREATIVE COSPUTIHG"
FRIHT IﬂBI1E}'HﬂlHIETEHH, MEW JERBEY™
PRINTEPRINT
FRINT"THIS PROGRAN SINULATES & BOMEING RUM, D0 YOU HEED®
K5=3000
PEIHT‘IHETEHETIHHE';

INPOT 14

IF I%="YES" THEN 90

IF I$="NO™ THEW 289
FRINT"ILLOGICAL RESPOKSE, REFLYYYES- OF "“mp=.v
GOTO 49
PEINT"YOU HAVE THE OPTIOM OF HAKIRG FOUR PASSES DVER THE TARGET "
FREINTUITH THE ABILITY TO DROP & BOKB OHCE DURING EACH OF"
PRINT"THESE PASSES. ALTITUDE CHANGES MAYRE HADE THROUGH THE"
PRINT "“CLIMBP/DIVE- COMHAMD BY PRINTING “CLINE® OR BINE  FOL="
PRINTLOVED BY & COMMA AND THE DESIRED AMBLE (1IN BEGREES ). MEL™
FRINT*VELOCLTIES (RANSING FRON 300 TO 900 FEET PER SECDNE) may™
FEINT*BE INPUT AFTER THE “AIRSPEED” QUESTION RARK. "CLIMBSBIVE "™
PEINT"ANGLES, VARYING FRON 0 TO 15 DEGREES, WILL ADD A3 SPEC-v
FRINT"IFIED BY “CLINB” OR-BIVE- COMKGNDE TO YIELD A& MET IMCLIN-®
PRINT "ATEOM/DECLIMATION ANGLE BETWEEN 0 TO &0 DEGREES, CLINBING®
FRINT "OR DIVING. & WINIMUK ALTITUDE OF 100 FEET HUST ALS0D BE™
FRINT*HAINTAINED, WILLFULLY EXCEEDING ANY OF THE Max. MIN. SPECS
PRINT®WILL RESILT IM THE CRASH OF TOUR BOMBER. @ALSD , & BOAR"
FEINT"CONHA&ND OF ~“BROF- DURING & DIVE UILL GIVE YOUR BONB &K TH=-*
FRINTYETIAL DOUNWARD VELOCITY, SHORTENING THE DROP TIRE, A5 A"
PRINT"CLINB" COMMAND WILL LENGTHEN THIS TIHE. THE BOME WILL BE“
FRINT"LAUNCHED IHMEBEATELY FOLLOMEING THE HOST RECENT “STATS® READ-
PRINT "ODUT UPOM “BROP- CONHAMD, AND WILL BE HELD FOR. FURTHER™
PFRIRT"POSITIOMING [MFORMATION LPOR THE COMMANE: “STAND BY-. THE"
PRINT"TARBET IS ¥ FOOT IN DIAMETER. GO0E LUCH™

Zt=1000

I2=1000

Im QO

I4=1000

Rag#]

Wi=0

X2}

U3=0

Hd=0

Fal)

A1=0

A}

FiaRND{T )

¥=UTE1 000

IF w<I00- OB U900 THER 410

YI=ENDLL)

Ya¥Freiio

iF TCHOE THER#40

=450

FRINT™ ®

PRINF™ ®

E=XAF

FRINT TABLIO) "2+ INTTIAL 4"

FRINT TABLI0)Y &2 ETATS & sl

GBOTOT4I0

Bi=

P

3=

W=

PRINT™

PRIST"BONE EOHHAMD" ;

IHPET L%

EF- CY="STaND: 5™ THEN: &40

IF CH="DROP" THEM 1580

FRINTUNRECOGNTIZARLE, DONMAND, REFLY “STAND~ BT OR - DROP~."
PRIRTSTANBING- BY.™

PE’E* Lo W

GOTHE 200

B=A= 21

F=F=1

BTE: 770

FRIRT"MAINTAIN- PRESENT RESULTANT ANGEE™;

INPUT P¥

FRIRT™

750 IF PE="TES" THEN: V130

L L
1
Fh0
e
7l

IF PE="N0" THEN: 70
PRINT"REPLY “YES" DR7HD-."
BOTE 750

PRENT™CLINB/DIVE" CONNAND™:
IRPUT A%, 81

790: PRIKT® *

B
2t
820
B3
B4

EF A= THEW: 830

IF #4115 THEN: 870

BOTO- P30

FRINT"ANGLE INPUT MUST BE POSITVE. IF HECESSARY, CHAMGE THE™
PRINT®"DIVE" CONMAND TO “CLINB-, OR VICE VERSH."



330
260
870
Ba0
a
700
710
F20
730
A0
750
Fé0
Ky
780
70

FEINT" "

aoTavro

Wi=l1+1

IF Y1=2 THEM 2120

PRINT*YEUR BOWEER CANROT TOLERATE THE STRESS CALUSED BY AHELE"
PRINTYINFHTS EXCEEDIMG 13 fEGREES. RECONSIDER YOUR CHOICE.™
PRINT" "

BaTa Fre

IF #%="CLINE" THEW %30

at=-a1

A=f+i ]

IF A<{-40 THEHW §70

IF 4x40 THEH 1040

BOTH 1140

U2=uz+1

1000 IF W2=3 THEN 2170

1010 PRINT"YDUR PRESENT DIVE” COHHAKRD WILL
1020
1930
1440
1050
1040
1870
1080
1090
1100
1105
1110
1120
1134
1140
1150
11448
1174
1180
1190
12040
1210
1220
1230
1240
1250
1250
270
1280
1290
1300
13140
i 320
1310
1340
1350
1340
1370
1380
1390
1400
1410
1420
1430
1440
1454
1460
1470
1480
1484
1500
1510
1520
1530
1549
15508
1540
1570
1580
1590
1400
1410
1820

ENCEED THE MAXIMUM RE-
FEINT=SULTANT BIVE #ANGLE OF &0 DEGREES, CAUSTHG AN IRREVERSTELE"
FRIHT® MOSEDIVE. RECDMSIDER YODUR CHOICE.™

-Fﬂ!“'l’ll n

GOTD &0

UI=3+1

IF #3=2 THEN 2210

PEINTYYOUR PRESENT “CLIRE* COMMAND UILL EXCEED THE HaXIKUN RE-"
PRINTSULTANT CLINE AMGLE OF 40 DEGREES, CAUSING b ][ 74

FEINT® EMGIHES TD FAIL ARD YR PLAME TO CRASH. RECONSIDER YOUR "
FRINT"CHOLICE"

?R I_"lllll n

GOTO 470

RER

PRINT R IRSPEED™}

IHPUT ¥

IF U900 THEM 1190

[F Y300 THEM 1230

aoTo 12940

PRINTYOUR BOWBER ISH'T TAPARELE OF ATTAINIHG THAT VELOCITY.®
PRINT"IHFUT AN AIRSPEED LESS THAH 00 FEET PER SECOHD.™

FRIMT= *

SOTD 1150

(PR EE )

IF Wa=2 THENW 2250

PRINT™IF YOUR VELBCITY ISM‘T INCREASED IKMEDIATELY, TOUR BOMEER®
PRINTWILL FALL TO EARTH AND BE JESTROYED."

PRINTY

GETO 1140

T=T41

B=aed 141595180

Y=Y+UeSIH{B}

IF 13100 THEH 1390

US=lg+1

IFf ¥5=2 THEW 2290

PREIHT"IF YOUR ALTITUTE 1SH-T INCREASED IMMEDIATELY TO & HIM-"
PREINTY IMUM OF 100 FEET, #& CRASH IS IHHIHENT."

FRINT® ™

GOTR 470

Y=¥=-P:COS(E)

IF E<=0 THEH 2354
E=Xs(UsCO5(RI Y

FRINT TABLIGI“s+rETRTS®Es"
?Rl‘ﬂ'" H

IF HOT(T=1)THEN 1470

FRINT TAR{Z0}"ELAPSED TIHE...
GaTo 14484

PRINT TAE(20)“ELAPSED TINE. .. "; T3 "SECONDE"

IF ROT(A1=01 THEM 1319

FRINT TAB(11)“PRESENT AHGLE CONMAMDE... 0 BEGREES"

gaT0 1351

IF Ad="CLIHE" THEM 1340

PEIHTfﬁEE1l]"PHESEHT ANGLE COMHAND... D[UE,";—ﬂf;"BEE!EEE‘
GOTO 1550

PRIMT TABRCI11)"PRESENT AHGLE COMHAND...
IF #<0 THER 1390

[F A»0 THER 1810

FEINT TAB(17)"RESULTAMT ANGLE... O DEGREES™

GOTD 1520

PRINT TAEC17)"RESULTART AMBLE . .. " j-&1;"DEGREES DIVEINE®™
gaTh 1420

FRINT TAEBLI7)"RESULTANT ANBLE..."§ s"DEGREES CLIHEIRG"
FRINT TABL1&)“PRESENT VERDCITY... "IYI"FEET PEE SECOND™

1 SECOND"

CLIME," Al "DEGREER™

1430 PRINT TABC24)"ALTLTUDE... “;¥3"FEET"

1440 PRINT TREC14)*DISTAMCE FROM SITE... Ay =FEET"
14590 PRINT TAB{7}"ESTIHATED TIHE OF AREIVAL . .. "3E;"SECONDE"
1660 PRINT

1474 GOTO 540

1480 PRIMT"RONE DROPPED."

1450 13=Eiﬂﬂ[1ﬂtﬂlﬂiﬁl!‘Eidii+ftJ+U*EIHEB??!32.E
1700 PRINT*TIHE TO EXPLOSION... HrT33"SECONDE"

1710 X=X-YeCOS(BIeTS

1720 X=IRT{X+1000 /104

1725 IF AS-ARS{NS) THEH XS=AESLNI)

1730 PRINT " "

1740 IF X<-.5 THEW 1780

1750 IF

».5 THEW 1E00

1764
1770
1780
1770
1800
1810
1820
1814
12440
iaad
18460
1874
18480
1890
1904
1910
1920
191
1922
1923
1924
1925
1924
1930
1940
1950
1740
1970
1780
19940
2004
2040
2000
2034
2049
2050
2040
2074
D
2070
MHAG
2110
2120
21130
150
40
2174
2ED
2990
2200
2Ma
2220
2230
2240
2250
80
2270
2780
2790
2300
2110
21720
2330
2344
2354
2340
2370
2384
2390
2400
2410
24700
2439
24410
2450
2440
247
24RO
2470
2500
2510
2520
2530
2340
2554
A540
2570
ER0
25%Q
Fh00
210
(i

PRINT*COMGRATULATIONS, YOU SCORED A5 PERFELT Hil."

G0TD 2030

PEINT"THE BOMB LAWDED™;-X;"FEET BEYOMD THE TARBET'S CENTER.™
GOTO 1879

PRINT®THE BOMB LANDER™;¥;“FEET IM FROWT OF
IF R=1 THER 1830

IF R=2 THEW 187¢

IF ®=3 THEN 18%0

IF R=4 THEH 1¥10

Z1=ABSLK)

GATO 2400

IZapBS(X}

GOTD 2420

Z3=RBS1X)

GOTO 2449

Za=ABS1R}
Il=I1E¢1J:IIII1U¢21:IJ=11GIIF:I4=EiﬂlJ?
FOR #=1 T0 4

FOR H1= 4 T0 1 STEP-I

IF ZA0HI<Z100#1) THEM ITOLKI=KD

IF W=K1 AMD =1 THEK 1%2&

HEXTHT

HEXT #

PRINT" "

IF X3{= 300 THEW ZOO0

PRINTDURING YOUR™;R;"-PASS BOMBRUN, YOU FAILED T EVEN®

THE TARGET'S CEWTER."

PRINT*THREATEN THE TARBET WITH A HIT. BETIER LUCK HEXT TIHE."
IF Re="H0" THEN 2370

BOTO 2040

GaTo0 2610

PRINT*BURING YOUR™;R;"-PASH BOKBRUN, YOU HANAGED TO STRIREY

PRINT"UITHIH":X5;"FEET OF THE TARGET."

PRINT" "

IF E$="HO" THEW 2370

PRINT™UOULD YOU LIKE TO RELOAD AN PLAY AGAINT"
IHFUT A%

IF A$="HO" THEW 2590

IF &%="YEE*® THEN 2100

PRINT=YOU #UST BE & LOUSY SFELLER.
gOTD 203%

k=0

GOTO 29D

PRIET™YDU TORE THE UINGS OFF OF YOUR BOHBER BY EXCEEDIHG THE"™
PRENT"HALIHUN AWBLE INPUT OF 15 DEGREES. MEXT TIAE TAKE MY ADVISE"
H=1

BOTD 1920

PRIMT*THE STEEP DIVE ANGLE DESIRED CAUSED AR IRREVERISIBLE HOSE-"
FRINT"DIVE, RESULTING IR THE BPESTRUCTION OF TOUR BOHBER.™

H=1

GOTD 920

REPLY “YES” OR“MO-."

PRINT*THE EWGINES OF YOUR BONBER FAILED WHILE CLIMEIRG THE™
PRIMT"STEEP AHGLE INPUT DURING YOUR AHGLE COMHAND OPPORTENITY."
H=1

GOTO 1920

PRINT™THE VEROCITY OF YOUR BOMBER WAS IMSUFFICIERT T SUPFORT"
FRINT*ITS WELBHT, AHD CONSEQUERTLY IT CRASHED.®

H=1

BOTO 1920

PRINT*YDUR BOMBER FAILED TD HAINTAIN THE LOU ALTITUTE You DE=*
PREINT=SIRED AMD SOON CRASHED."

PRIKT"BETTER LUCK HEXT TIKE.®

ti=1

BOTOD 1924

PRINT*YOUR BOMBER JUST PASSED UP THE TARGET, AME HEEDLESS TO"
PRENT=S&Y, TOU WD LOWEER THEREATEM ITS EXISTAMGE.®

PRIWT"

IF E=F THEHN
IF R=J THEN 2440

IF R=4 THEM 1920

ge=" SECOND "

GOTD 2430

pg="THIRD"

GOTO 2454

fe="FOURTH AND FIMAL"

[F B>t THEN 2490

FRINT*YDU HAVE THUS FAR CONPLETED 1 RUH. UOULD Yoo LIKE TO°
PRIMT"MAKE AHDTHER PASS"S

BOTO2310

PRIRT“YOU HAVE THUS F&R COMPLETED “3Rj“RUHS.
PRINT™AHOTHER PASSE";

IHPUT RS

IF %4$="YES" THEH 25410

IF f4="M0* THEN 1720

PEINT"SIHFLY REPLY "YES~ OR“HD™.®

GOTOD 2510

PRINT"YOUR PLANE HAS CIRCLER, ANT IS HOW IK POSTTION TO HARE®
PRINT"ITE";@%; "FASE."

BUTOD 330

PRINT"LOOE OVER THE PHYSICS LAWS SCVERNING FALLIKG BODIES,™
FRINT=aAND EETURH TO PLAY AGAIN SO0ON."

END

2410

WOULD YOU LIKE TO



Bridge-it

Bridge-it is a two-player pencil and

paper logic game,
represented by X's,

One player is
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
joined to one anothe

O and O's may be
r 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
maove alternately and may go any place
on the grid. Any two of your symbals,

BEIDGE=IT

CREATIVE COMPUTING

NORRISTOUN, NEW J

e YOU WANT INSTRUCTIONST YES

THE ORJECT OF THIS GAME 15 FOR vou
LOLUAK TO THE RIGHT COLUMN BY CDMNE
PUTER KUET GD FRON THE TOP TO THE
THE ¥°%.

YOU HAKE YOUR HOVES BY TYPING IN TH
(COLENK,ROU )

OF THE “0° YOU WISH TD MOVE EROM &F
TFPES:

YOUR MOVE Frox®

ERSEY

TE G0 FRON THE LEFT
CTING THE 05, THE €O
OTTON BY CONMECTING
E CODRDINATES (X,Y) OF

TER THE COMPUTER

H-.

AND BY TYPIND IN THE COORDINATES OF THE-O- YOU WISH TOD MOVE

TH AFYER THE COMPUTER TYPES:

T0%

YOU CAM WOVE EITHER VWERTICRLLY OR HORIZONTALLY,

EUT KOT DIAGOMALLY.

HIVE FIRST,

TEAE DM LIKE
TOU MAT WSE THIS EDARD TO MARE THE
YOU CAN BET AM UFDATED BOARD AFTER

1111
234547890127
LA O A A |
roooonop
L O A A |
foereoon
X RRTN
peeoncn
A
facocodg
P XY rilXx
cDorao0
LI A
crfhtpoon
e AKX X
L ET R LEREE

0123

T

tEPY [l M G ER ) D0 B L3 = Pl fs)

-
=

I S e ot e B B e e

TEAE O LIWE

TOUW CANMOT MOVE VERTICALLY IN EITHER
THE FIRST COLUMM OF THE THIPTEENTH COLUNN. THE COMPUTER WILL

HOVES oK, OR
YOU MakE EALH HOVE,

b |

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 fi rst,
which gives ita very slight advantage. If
you find it is too formidable an oppo-
nent you may wish to meodify 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,

I ROVE FROH 2,1 TO 2,3

TOUR MIVE FROWT 1,4

TO%? 3,4

BOARD (YES 0% ND)T M

I HOVE FREM 4 , 3 TD 4 s 5
YOUR HOVE FRON? 3,2

Ta* 3.4

HCRED (YES ORK MO o

I HOVE FROK a4 , 1 710 4 : 3
TOUR HOVE FROM® 3.3

BT 5,3

INVALIP EODVE -= TRY AGAIN
TOUE HOVE FREOM® 3,4

TO® 5.4

BOARD (YES O wO)T N

I HOVE FRON & , 5 TD & . 7
TOUR KOVE FROKT 5.4

0T 5.4

BOARD (YEE OF NOIT M

I MOVE PROK & ., 2 TD

[
]

TIUE ROVE FROM® 5.8
T 7.8

BIRRD (YES OF MDIT M

I MOVE FROW &, 7 T0 B ,

YOUR WOVE FROMY 7,10
0T 7,14
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1111
1234557890123
i3 KK XX XX
12eoop0agp
1M XX KEXX
Wwoodao-g0n
rEN XX
g00o-0200
A A
0 o-gfo0 000
¥Ilx s XX
g-oion 9 00
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grgta ool
O A A
f23455678711 110
Q123

— P Ghl e M O d DD D

1 HOVE FREW 10 . ¥

YJUR WOVE FROMT 9,8
107 9,10

BOARD (YES OF HO)Y M

I WOVE FROR 0 , 7 TO

YOUR HOWE FROA? 7,4
TET 4B

BOARD (YES DF NO)T M

I AOVE FROM 8 , 570 & , 7

TOURE HOVE FRO®Y 7,12
T0% 11,12

BOAED (YES OR MOM? N

1 WOVE FRON 132
I Wil

BOARD (YES OR #0}7 Y

1111
1734547990123
13 XXMM x
128 ¢ 00 0-0i0
i1 KX ¥XXEx
10000 6-010 0
NN HIE M
Cag-918i00
X 1Y XX
0 0=0i010 2 @
NI XXX
g-gipip 00O
KK 8 XXX
pE0ED 0 00 @
A A A |
1234547891111
0123

ke P Led 8 DA O N CE S0

S PRINT TABL24};"BRIDGE-IT"
19 PRINT TAR{20);"CREATIVE CONPUTING™

20 PRINT TABCIBY ) “HORRISTOMUM, MEW JERSEY™

30 I=1-2
42 PRIRT
F& PRINT

70 PRINT™DOD vou WAMT ENSTRUCTIONIY:

BO IHPUT Ba%
70 PRINT

100 IF LEFTS${E4%,7)="H" THEW 302

120 PRINTTHE OBJECT OF THIS GANE 1S FOR YOU TO S0 FRON THE LEFT *®
130 PRINTCOLUMN T3 THE RIGHT COLUMK BY COMMECTIND THELH’E.
140 PRINT"PUTER HWUST BOD FROM THE TOP TD THE BOTTOR BY CONMECTING®

145 FRINT™THE X-5."
150 PRIMNT

140° FRINT*YOU AXE YDUR KOUES BY TYPING IN THE COCRDINATES (X, 7! or*®

170 PRENT"{COLUMN, ROM ™

171 PRINT'ODF THE 0 YOU WISH TO WOVE FROM AFTER THE COWPUTER®

172 PRINT™ TYPES:"
180 PRINT

1%0 FPRINT=YODUR HOVE FROHT"

200 PRINT

id

o 11 T

6 PRIMT“AMD BY TYFING IN THE COURDIMATES
270 FRINT“TO AFTER THE COMPUTER TYPES:®

10, t

.9

12

13

OF THE-D- YOU WISH TO HOVE®

1

244
230
240
A7
280
28
29k
S
I
110
340
350
340
I
J80
%0
apn
410
420
414
4 1)
4210
480
480
309
910
324
1
240
mhly
=114
At
380
590
L2:00)
&110
& 20
&30
A40
A30
Ga0
&7

&80
s90
200
Ly

TS
o

730
Ja0
Jag
TéD
7
F8n
AR
EHIN
B1g
B
814
B4l
H50
Ban
B
g8Q
are
204
Rkl
Era
950
Ta0
S0
ek
EadH

FRINTI"TOT"

PRINT

PEINTPYOU Ca&N HOVE EITHER WERTICALLY OR HORTIOMTALLY,"
FEINT*BEUT MOT BIAGOMALLY. YOU CANMDT ROVE UERTICALLY TH E!THEE“
FRIMT*THE FIRST GCOLUEM DR THE THIRTEEHTH COLUMK. THE COMPUTER LIEL"
PRINT"KOVE FIRST."

PRIRTePRINT

DIR KI2G,L0F

DIEQL20,20)

DIETL20,20])

FOR X=1 T4 13 STEP 2

FAOR ¥=2 10 12 STEF2

Dig, =t

Y, K=t

MEZT ¥

HEXT X

GOTH980

PRIMT

FETETBOARD (YES QR HOX®}

IHFUTEE

FRIRNI

IF LEFTH (B8, 11="4" THER 470

GOSUE 990:RER PRINT BOARD SUBRCUTIHE
IF E<»% THEH 310

aoTa 3060 _
GOSURTA40IREN CORPUTER AOVE

EO5UE &440:REN COAPUTES WIN SUBRDUTIME
ERIRT

if E=5 THEM 420

GOSUBI7I0:REN PLAYER WIN EUERQUTINE
FRINT

PRINT"YOUE HOVE FRON":

TMPUT F.0

PRINT=TO";

THPUT F1,B61

PHINTY

GOSUE 2220:RER ERROR AND CHAWGE BOARD GUBROUTIHE
GATO 420

REM WIM SUEBRODUTIHE EhEEEE kb d i ke R R ENE S pp R e b SR
REM FIRST TEST

FOBR H=1 TO i1 3TEF 2

J=12

IF DiN,Ji=2 THEN 710

HEXT H

potTd vH0

FOR I=1 TO 11 STEP 2

J=2

IF OtI,Jim3 THEW 7a0

HEXT I

GOTO 7AG

RER DTHER TESTH

Jrdtd

IF J=12 THEH 940

iF 04, J1=3 THEM 510

IF O1I+1,J4%10=2 THEN R?Q

IF I-1<0 THEH B4

IF 0iI=1,J=1}=2 THEN 730

IF XeI+),J+8k=2 THEH 8%4

IF I-1<0 THERTEOD

IF XtI-1,J=1) THEW B9

GOTO 740

J=J#2

GETO RO

o=

I=1+2

GOTO FEO

J=J

GETO T80

FRINT"I WIHE4ITY

E=3

RETURH

REK FPRINT HDARD SUBREOUTINE b ko ok ok e b e bk ok b R R S ok e

1000 E=R+1

10
1020
1033
1040
1050
1040
1870
1oan
1090
LR HY]
1110
1120
1130
1140
1130
1140
1m
T8l

[F B+l THEW 183

PRINT*TEAR 0N LIME"

FEIMT® - scmsmsmmm ————————e 2

FRIMT*YOU HAY USE THIS BHOARD TD HWARK THE HOWES OW, OR"
PRINTUYOU CAN GET AN UPDATED BOARD AFTER YOU HARE EACH ROVE.®
FRINT

FRINT

PRIMT

PRINT

FEINT

PRINT

PRINY TABCSI:CHRSCTIICHES(I1ZI;TARIS)CHRE(T)

PRIHT

PRINT

Bi=ih

PRINT TRBELIFI 1111

PRIMT TABC4)™ 21456 870123"

FOR ¥uf3 TD 1 STEF =}



190 IF Y<10 THER 1220 2116 BHTRIZTY

| 200 FRIAT T3 M0 0{K-2.1+23=3

ai4a Q0Ta 1230 2130 PREAT"I HOVE FROA ®3K-1%,"¥+15"70 "3E-1i","s7#3
229 PRINT" "¥3 2140 @0TD 2210

230 EOR X=1 TQ 13 STEP] 2150 IF X0X-1,¥+1=3 THEN 1190

| 240 IF Y/2=lMT(Y 32y THEW 1330 21480 XIE=5,7+E122

| 250 IF X4, ¥)=0 THEN 1420 TI7D PRINTL ROWE FROM “;X=137,"3¥#1;570 “50+1;" "0+
[ 240 DMWXCX,Y! GOTD 1370,12%0,131¢ 2180 BOTD 210

270 PRINT™X "3 2190 QiK,Yh=3

280 GOTO 1450 2300 PRINT®I HOVE FROW "X+ ","5¥-1:"T0 "jH+1", "5
1290 PRINT™K-"; 2310 RETURN

{300 GOTD 1450 297 REH ERROR 4MD CHAMEE BOARD SUBROUTIHE et sirsibidpf vbeirdieh b brres
{310 FRIWTUXI™® 2230 IF FLF] THEM 2288

{320 070 1450 2240 IF F=1 THER 2£30

13304 0=0 230 IF Fe13 THEN 2430

1340 IF D4X,¥)=0 THEM t430 2240 IF Fi=13 THER 2430

1350 0 O{X,Y) GOTC 1340,1380,1400 2270 IF B=G1 THEA 2830

1350 PRINT "0 "1 2380 IF F/2=INT(F/2) THEN 2430
1370 BOTD 1450 2290 IF Fyt3 THER 2830

1380 PREHT"D-": 2300 EF G232 THEN 2629

1390 S0TH 1450 JEEG OIF G224 IHTOCRS2) THEWN 2430
1400 PRIRT"OLY"; 3320 IF FARIMTLF] THEN 2sld

1410 EOTD 430 2330 IF F<71 THER 2430

1420 =D+ 2340 IF B<1 THER 2430

1430 IFDF1 THEHR 1430 2350 IF FI/2=ENTLF1/2) THEN 2430
1440 PRIWT " "3 2I40 IF F1393 THEN 2430

1450 MEXT X 2370 IF GI1X12 THEH 2630

1440 S08LE 1420 2I80 IF G152 <»EIWTOGLS2Y THER 2430
1470 HEXT ¥ 2190 IF FI1<2INTCFT) THEH 2430

1480 PRINT TABC&}"1234347871111¢ 2400 [F G1<1 THEK 2634

1490 FRINT TABCT3I}“0123" 2410 IF FeF1 THER 2531

15200 £i=Ri+1 ZE20 IF @081 THEN 2430

1510 IF R1x1 THEM 1590 2420 LF ABS(F-F1)<»2 THEN 2430+REE FREINT ERRER
1520 PRINT 2440 IF F3FT THENW 2499

1530 PRINT 2430 IF ODIF,Gk=2 THEK 24630

1380 PRINT"===—==—-" ———-= -—== 440 IF QIF ,G6)=3 THER 2430

1550 PEINTYTEAR OH LINE"™ 70 0iF G1=2

1540 PRINT 2480 JOTOH ZFOD:REH RETURR

TS50 PRINT 2490 IF OCF1,G10=2 THEN 24310

1580 PRINT 25300 [F U{F1,G10=1 THER 2810

1990 PEINT 2510 DOFY,67 =2

1600 PRINT 2520 GOTA 27002 REM RETURM

14t0 RETURH 2530 [F ABSIG-510<xr THEW 2550:REM PRINT ERRIR
1620 FRINT 25490 IF G»G1 THEW 2390

1430 RETLIRH 2550 IF %{F=1,B411=2 THER 2430
1540 REN COEPUTER MOUE SUEROUTIHE Hheddeeetbiebrereeett Bl eireraepadagay 2980 [F X{F-1,6411=3 THEN ZaZQ
{630 B=B+i 2570 K{F=1,641=3

1644 IF Bx1 THER 1710 J5B0 GATO 2700:REM RETURH

1670 061,21=]3 2590 IF K(F1-1 8441122 THEN 2430
1690 PRINT "I HOVE FROK 2,1 TO 2,3" 2600 IF X{FT-T,81+1)73 THEM Jald
1690 BIwB1i+l 2010 KLF1-1 51#1)=3

1700 IF B1x1 THEW 18949 2620 GOTDR 2T00:REM RETURM

1710 FOR C=3 TO 11 STEF 2 2530 PRIMT"IHVALID MOVE - TRYT RUAINY
1726 TiL,0+1 =1 2640 PRIET

A0 TiL=2,C410=1 2630 PRINT"YOUS HOVE FROM®;

1740 GATO 1790 2840 INPUT F.B

1730 REXT C 2470 PRINT"TRY:

T80 FOI,30=3 2580 IMFUT Fr,.00

1270 TiF120=2 2690 GOTO 2220

1784 BOTO 1890 2700 RETURN

1260 FOR O=G+3 TO 12 STER 2 2710 REE PLATER YIN ROUTINE ®ft#bbfdsrss sEbf ERrbi rrE i Brrd bR s ant £
1804 T{C=2,0}=2 2720 FOR H=1 TD1t STER 2

1ei0 TLC-1,047)=12 By L

t82% TIC-1,0-1)=1 2740 IF X(I,H}=3 THEHR 27710

1830 HEKT B 2750 MEXET H

1840 FOR 5=C T0 3 STEP -2 2760 GOTH 304

1830 TEC-1,51=3 2770 FOR  Je)] TO 1%t STEF 2

1840 TiD,58-1:=3 2780 =2

1870 HEXT § 2090 IF X(I,Jr=3 THEW 2820

1880 GOTO 1754 2hO0 MEXT J

1890 IF FHF1 THEN 1950 2BTE BOTDH I000

1900 [F F<HF1 THEW 19240 Te20 I=1+2

1919 IF GxB1 THEW 1950 2830 IF I=12 THEM 2970

1920 X=F a4t IF XiI,4)=3 THEN 2910

1930 =5 2830 IF X{I#t,J+1=2 THEW 2930
1940 GATO 1970 2840 IF J-1<0 THER Z28%0

1950 X=F1 2870 IF ZtI=%,J=1)=1 THEM I930Q
1940 Y=01 JA80 IFOMI#),Jeik=2 THEHR 2930

1970 IF T4X,Y =D THEM Z219 2090 IF J-1<d THEN Jdd09

1980 IF FORF1 THEN 2000 2900 G0T0 28048

1900 OM TEX-1,Y+1} GOTO 2010,2080,7150 210 [=1+2

2000 ON TOX,Y) BOTD 2010,2080,2150 2¥20 60TO 2B30

2000 IF X=Y-=1 THENW 2030 JRI0 J=Jdel

2020 DIXE2,71=3 240 G0TO FE3I0

2030 PRINT™L HOVE FROH "pX+3pY,."39-1p"T0 "3X+33Y,"7¥#1 2950 J=4-2

2040 LOTO 2Xx14 2960 GOTD 2830

2090 DUA-2,T)=3 2070 IF 001,20<32 THEN 3000

2040 PREIHT™L MOVE FROM "pk=13" "p¥-1"Td "JX-1;7,"31%] 2960 PREATYYOL WIM 1F! COMGRATULATIONSIHI®
2000 GOTD 2210 280 £=3

2080 IF XOM=1,T+11=3 THEM 2120 J000 RETURH

2090 R{E+1,7-1)=2 Ixi END

2100 PRINT"L ROVE FROM “pX+i3,"sY-13T0 "3¥+3;",";7=1 ok



In this game of high adventure, your
object is to travel 200 miles across the
great Gobi Desert. You're being chased
by a tribe of knock-kneed pygmies.
You have one quart of water which will
last you for six drinks; it ‘'may be
renewed if you find an oasis or, if you
are found by another traveller, you may
get an additional half-quart of water.
During your journey you encounter all
types of hazards such as sand storms,
wild Berbers and possible injuries to
your camel.

Warning: this isavery hazardousand
addictive game. It is also very difficult
to win. In ten plays of the game, the
maximum distance we were able to
travel was 159 miles, and in many cases
we managed to make only seven or
gight miles before one of the hazards
caused our demise.

This game was submitted by the
Heath Users Group.

CABEL
CREATIVE CORFUTING
HOBRISTOWH, HEW JERSET

JOULD YOO LIKE IWSTRUCTIDRST YES

WELCOME TO CARMEL. THE DBJEST IS TO TRAWEL
e KELES ACRODSS THE GEEAT GOEBI DESERT.
. TRIRE OF ENOLKED EMEER PIGRIES WILL BE CRASIMEG TOU.
;oY WILL BE ASKED FDR CORMAMDS EVERY 50 DFTEM.

C O MM ANDS =

K1 DRINK FREH YOUE CANTEER
H* aHE4E HODERATE SPEED

I RHEAD FULL SFEED

B4 STOF FOR THE HIGHT

B5 STATUS CHELK

M4 HOPE FOR HELF

YOI HAVE ONE QUART OF WATER WHICH WILL LAST YOU 51X DRINKS.
vOU WAVE REMEY YOUR WATER SUFPLY CONPLETELY AT AM DASES.
vy GET & WALF A DUART IF FOUMD BY HELF.

1F HELP BOES WOT FIND YOU &FTER COMMAND 51X, TOU LOSE.

GOOE LUCY AND GOOB CARELIMG !!

wOU BRE IM THE MIBDLE OF THE DESERT AT AN DASIZ.

YO KEVE TRAVELLED © HILES ALLTDBETHEER.

WERT 15 YOUR COARAKRD? 3

yOUk CaRHEL 19 BURHIHG ACROSS THE DESERT SANDS.

Y HAYE TRAVELLED s
WHAT 15 YDUR COMMAMDY 3
TOUR CAMEL 15 BURHING ACKD3S THE BESERT SaNDS.

KILES ALLTOGETHER.

---------- VeE ¥l GET & DRINH
vOU HAVE TRAVELLED & HMILES ALLTOGETHER.
WHAT IS5 YOUR COMMANDT 4

YOUR CAKEL THARES YOU!

THE PYEWIES HaWE CAFTURER TOU.
THEIR FANDRITE BISH '%%11

CAMEL AMD FEOFLE S01F IS

- = #

UAHT & MEL CAMEL AND & NEW GAME ™ Y

GODD LUCE ANE GROD CARELING !

voU ARE IN THE MIBDLE OF THE DESERT AT AN frR515.
¥OU WAVE TRAVELLED © MILES ALLTOUETHER.

UkaT 15 TOUR CORKAHDY 3

YOUE CAMEL I8 BURKING ACROSS THE DESERT SANDS.

YOU HavE TEAYELLED & HWILES ALLTRGETHER.
URAT I8 TOUR COWARHRDT 2
YOUR CABEL LIKES THIE PaCE.

§ f-—-—====== GET A DRIML

Y0 HAWE TRAVELLED 8 MILES aLLTDGETHEK.

WEAT I8 YOUR COMMARDT 1

EETTER WATCH FOR AN OASES !

WHAT 15 YOUR COMMAHDT I

Yol HAVE RBEEH CaUGHT IM A SEHBESTORM, .+« H000 LELR!
YEUR MEY POSITION [§ 12 HILES 50 Fak!

YOUR CAMEL LIXES THIS FalE.

THE PYGHEES ARE 10 HILES BEHIND YOU.

TR HAVE TRAVELLED 20 RILES ALl TOGE THER .

MEAT 5 YOUR COMHARD® 3
¥iu DIRTY RaFSCALLION!
yOu DIED IM THE BESERT.
wEUE BOGBY UAS EATEN BY VULTURES RND IRFDRTER CRHHINEALS

oy RAM FOUR FOO0R CRAEL T0 DEATH ¢

UAHT & KEW CAREL AMD & HEW GAHE T Y

BOOG LUCY A8P G000 CAEELING !!

YO ARE IN THE WIBDLE OF THE DEBERT AT RN Basly.
YOU HAYE TRAVELLED ¢ HILES ALLTOGETHER.
gl IS5 YOUR COME&RDT 2

TOU HAYE AREIVED T &K DRSES--—-—-== TEUR Camch 16
FILLIME TOUE CAMTEEM BMD EATING FLEE.

YOUE CAMEL LIKES THIS PRLCE.

YOU HAVE TRAVELLED 3 nILES ALLTDOETHER.
WHAT IS5 YOUR COMAakDY 2

TOUR CAKEL LIKEE THIE PACE.

YOU WAVE TRAVELLEE 11 MILES ALLTDGETHER.
WHaT IS TOUR COMERHET 2

YOUR CAMEL LIKES TH1S PRCE,

o UEEMNIHNG-———=-====- GET & BEINE
THE BYEHIES ARE 7 HILES BEHIND YOU.

YOU HAVE TRAMELLED 14 HILES ALLTOGETHER.
WHAT 5 TOUR COHMAHRT 4

HETTER WATEH FOR Ak QASES !
el 15 YOUE CON#ARDF 2

yOUT CAMEL HURT HIS HUMFP.
(UCKILT THE PYGMIES LERE FODTHEART
TOUR CHREL LIKES THIS PACE.
[HE PYGEAIES ARE 11 MILES BEHIRD YOU.

TEU HEVE TRAVELLED 21 HILES ALLTOGETHER.

WHAT 15 YOUR COHHAMEY 2

YOUR Ca#Er LIKES THIS PRLE.

THE TYEKIES ARE 15 HWILES BEHIND YDU.

YOl HAVE TEAVELLED 28 MILES ALLTOGETHER.

WHAT 15 YOUR COMNANDT 2

v0U HAVE ARRIVED AT AN DASES--—-----YOUR CANEL IS
FILLING YOUR CAMTEER AKD EATING FIGS.

YOUR CAREL LIKES THIS FALE.

THE PYBNIES ARE 13 WILES BEWIND YOU.

Yol HAVE TRAVELLEE 37 HMILES ALLTOGETHER.

UHAT IS YOUR COMHANDY 2

YILD BEREBERS HIDDEW IN THE SAND HaVE CAPTURED YOU.
LUCETILY THE LOCAL SHELE MAS AGREED TOD THEIR RANSOE-
TERANDS e v vwnnaBUTusueeeWATCH FOR THE PYGMIES 110
YOU HeUE & WEY CHOICE 4F SUR-COMMANDI:

g7 ATTEMPT AM ESCAPE

HE WalT FOR FAYHENMT

TEUR Sup-LOdtiawD 7 7

CONDRABULATIONS, TOU SUCCESSFULLY ESCAPED FHi!

THE PYRMIES ARE 4 HMILES REHIND ¥hU.

Y HAYE TRAYELLED 37 RILES ALLTOGETHER.

LHET 18 TOUR CORBARDT &

¥OU DIED IM THE DESERT.

THE LECEL SHEIE HOW USES YOUE SEULL FOR & CHARGE PURSE 1|

WaRMT 5 HEL CAAEL

S L L L

CHICKEER

aRT A& HEW GAME ¥ MO



Lial
10 PRINT TABR(24);"CAMEL"

20 FEIRT TAB(ZO);"CREATIVE COMPUTINGY

3¢ PRINT TAB(TE);"HORRISTUMN, NEW JERSEY™

3% PRIKT:zPEINTsFRINT

110 PRINT "WOULD YOU LIKE INSTROCTIONS®™:

120 IMFUT D

130 IF LEFTH(DS,11="H" THEN 320

140 PRINT:PRINT * WELCOME TO CANEL. THE DBJEST IS TO TRAVEL™
130 FRINT “200 HWILES ACROSS THE GREAT GOBI DESERT.™

160 PRINT "4 TRIBE OF KNOCKED KMEED PIGHIES WILL BE CHASING yiu.=
170 PRINT “YOU WILL BE ASKED FOR COMMANDS EVERY SO0 OFTEN."

180 PRIRT
190 FRINT
208 PRINT
210 PRINT
220 PRINT
230 PRINT
240 PRIKT
230 PRINT
20 PRINT
270 PRINT
275 FRINT
af6 PRINT
2F7 PRINT
278 PRINT
27 PRINT
280 PRINT
290 PRIKT
J00 PRINT
310 PRENT
S20 FRINT

"COHHANDS "

"#1 BRINK FROW YOUR CANTEEW"
“#2 AHEAD HODERATE SPEED™
"W3 AHEAD FULL SPEED™

"84 STOP FOR THE MWIGHT®

"HF STATUS CHECE

"H#4 HOPE FOR HELP™

“TOU MAVE REMEW YOUR WATER SUPPLY COMPLETELY AT AN DASES."
STOU GET A HALF & GUART IF FOUME EY HELP."

“LF HELF BOES WOT FIMD YDU AFTER COMHAND SIX, YOO LOSE,"
“G0OF LBCK AND GOOL CAMELING f1°

330 PRINT "YOU ARE IN THE WIDDLE OF THE DESERT AT &N DASIS."

233 SOSUE o0

J40 IF CH19% THEW 1210

350 I=f-1

335
JE0
370
J60
J70
4 H}
414
4240
450
440
450
A &0
470
480
490
o e
Rl

IF I<0 THEM 1630

PaP#1

X2=THTC1O#RHD(T M+2.5)

IF B0 THEN 740

IF F<4 THEH 474§

Ci=L1+K2

IF Ci4L THEN 440

FRINT "THE PYGHIES HAVE CAPTURED You,
FRINT "THEIR FAVORITE DISH (1apen
GOTO 1560

FRINT "THE PYGHIES ARE "C-L1:™ HWILES BEHIND You.™
FRINT "YOU HWAVE TRAVELLER “iC3" WILES ALLTOGETHER.®
FRINT "UHAT IS5 YDUR COMMAND™;

INPUT ¥

CGR T GOTO B30,610,480,740,790

T=IRTCIOSREE] )

S8 IF T4»1 THEN 1200

G970 PRINT “HELF HAS FOUND YOU IN A STATE DOF UNCONSCIOUSHESS.™
580 §=3

390 I=4

A00 GOTH J49

&10 F=F+1

&20 IF F=83 THER 1190

&30 SOSUE BAO

40 E1=INT{10£RRDLE})

30 C=L+X1

G40 FRINT “"YOUR CANEL LIEES THIS PAGE."

as0k GATO J40

S80 F=F+3

A0 IF F>7 THEM 11¥¢

00 GOSUR BRHO

P10 K1=22INT(108RELCE L)

220 CeC4xl

10 PRINT "YOUR CAMEL 1S BURMIMG ACROSS THE DESERT S4KHDS,"
S840 PRINT

230 GOTA 348

F&0 PRINT “"YOUR CABEL THAKKS YOU!®

ATl F=1

ARG GATA 35e

AR PRINT "YOUR CHMEL HaS ":7-Fi" 6GU0D0 DAYS LEFT."

F00 PRINT "YOUH HAVE "75;" DEIMKS LEFT IM TYOUR CRMTEEN."
B1F FRINT *YOU Cad G0 =;I;" COMMARDS WITHOUT DRINKING."
RA% 5=5-1

40 IF 5<0 THER 1200

S0 FRINT "BETTER WATCH FOR AN DaSES 1"

Falt I=4

BM GOTO AEQ

AE0 A=IMTOIO0ERROCT )Y

370 LF AXS THEW 1120

PO PRINT "UILD BERBERS HIDPEH IN THE S&ND HAVE CAPTHRED YOU.™
FT0 FEINT "LUCKILY THE LOCAL SHEIK HAE AGREED TOD THEIR RAHSOH-Y

CAMEL aWD PEOFLE SOUP IS"

"YU HAVE OME OUART OF MATER UHICH UILL LAST YOU SIX DRIMKS.™

«F I=1 THEM FRINT "==ce-——-U g R H I N B--———-=== BET & DRINK®

FZ0
230
T4
Pl
950
QM
HE0
290
1000
g
1920
1080
1040
10506
1050
1674
1080
1090
1095
1094
1806
TEl R
Tidk
R EL
1144
THak
1160
1174
1184
1170
1200
1214
1224
1430
1246
1250
1380
1230
1280
1294
1300
1310
1320
1350
T340
1350
1340
133
13180
1384
14000
1410
14320
1430
1440
1450
1440
1479
1480
1 4590
1500
1510
1520
1330
1540
1590
1540
1570
TaaE
1390
1&00
1420
1430
1644
1630
1455
1437
1440
angl
20t
2020
2030
2040
J030
2040
2070
1}

FRINT
FRINT
PRIKT

"DEHANDS: saiinn BUT.wsuusa«MATCH FOR THE PYGMIES [14%
"TOU HAVE & MEW GCHOLLE OF SUB-COMMANDG:"
“W7 ATTENPT AN ESCAPE"

FRIRT “HE WAIT FOR PATHERT"

FRIAT "YOUR SUB-CONHAND *;

IHPUT X

IF X=8 THEH 104D
Ei=INT{00 = RRDCY})

IF X145 THEM 71040

FRINT “CONGRADULATIONS, YOU SUCCESSFULLY ESCAPED i@
B=0

BOTD 240

FRIRT “YOU WERE HORTALLY WOUNMDED BY & PIG STABBER WHILE
GOTD 141@

K1=IHTC100¢RRDE1 )}

REH

IF X1»24 THEN 1124

FRINT "YOUR RANSOM HaS BEEN PAID ANEF YOU ARE FREE TO GO.°
Q=1

GATO Z40

FRINT “THE LDCAL SULTAH IS COLLECTIMG.....
BOTR 340

AsTHT{10$RND{T})

IF m*2 THEN 1240

PRINT “YOU HAVE ARRIVED AT AN OASES-==-----=YOUR CAHEL 1§~
EHiHT “FILLING YOUR CANTEEM AHD EATIMG FIGS,.”

=

=4

RE TURN

ESCAFING."

SUET WAIT, pvwnes ™

E:#:T "rgu RIRTY RAPSCALLION! YOU RAN YOUR POUR CAMEL TO DEATH |1
141

FRINT "YOU VWIN, & PARTY IS BEING GIVEN IN YOUR HOMOR......."

FRINT ".......THE FTBHIES ARE PLAMNING TD ATTEND...... -"

BOTO T340

Ri=IHT (100&RNDL1 1)

IF X135 THEW 1350

FEIRT “YOU HAYE BEEM CAUSHT IK & SANDSTORM.....0000 LUCK1"
XE=INTC10#REECT ) )

YE=TNT (1 0wBNDLT})

IF X&<5 THEW 1320

C=C+¥5

BOTE 1330

C=C-k5

FRINT "YOUR REW POSITION IS5 ":C:2* WILES S0 FAR!"
RETLRH

ST=ENTO100®ENRIT )}

IF X135 THEM RETUER

Ci=Ci+1

PRINT “YOUR CANEL HURT HIS HUMP."

PRINT “LUCKILY THE PYGMIES WERE FOOTUEARY 1™
RETURH

U=INT(10%ENED(1) )

FEINT "YOUI BIED IH THE DESERT."

[F Uxy THEM H4&0

FRINT “THE MATIOMAL CAMEL'S UNIDN IS MOT ATYENDING YOUR FUMERALID|®
EOTD 1544

IF Ur3 THEW 14790

PRINT "YOUR BODY WAS EATEN BY VULTURES AND IHPDRTED CANWIMBALS 1119
gOTH 1550

IF [F*5 THEHR 1520

FRINT "THE LOCAL SHEIK mdw U2ES YOUR SKEULL FOR & CHANGE PURSE (1"
GAOTD 1540

IF W27 THEM 1580

FRIMT “PEOPLE WITH LITTLE IMTELLIGEMCE SHOULD STAY OUT OF THE DESER
BOTD 1540

PRINT “TURKETYS SHDULD FLY, NOT RIDE CAMELS ptidipm
FRINT

FRINT

FRERT “WANT & HEW CAMEL aND & MEU GAME ™}

IRFUT D%

IF LEFTSID%,71="¥" THEN 320

GOTD 1630

PRINT "Y0U RAN DUT OF WATER . .wus«SORRT CHURNI I
GITOD 1414

PRIHT "=e=se—mmmme oo "

FRINT " CHICKER™

FRIMT "==mmmeee w0

END

i=4

S=4

g=q

Ci=1

Q=0

F=0

Prf

RETURN



CHASE puts you in a maze made up
of high-voltage fences and posts, This
in itself isn't too unpleasant but there'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 youl). 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 a totally hopeless
situation, you have the option of
making a tremendous |gap to a random
location (which may well be on top 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 wversion appeared in
Creative Computing, Jan/Feb 1976.

ROH
EHASE
CREATIVE CONPUTIMG
HORRISTOUN, HEW JERIEY

TOU ARE WITHIN THE WALLS OF A HIGH VOLTARGE HAZE

THERE ARE FIVE SECURLITY MACHIMES TEYING T DESTROY YOU
YOU ARE THE -+~ THE IMTERCEFTORS ARE THE -+

THE AREAS HARKED “X- ARE RIGH WOLTAGE

YOUE DMLY CHAHCE FOF SUEVIUVAL IS TO MANEUVER EACH

INTERCEFTOR INTD AN “X°,=-=-- GOOE LUCK-====
MOVES RRE  7.9.9

[

1.2.d
10 = WO HOVE FOR THE BEST OF THE GAME

=1
]

L1 ]

GAYE UF, BITUATION HOPELESS.
A TREKEMEOUS (BUT UNFORTUNATELY RANDDA! LERF

ALY A Y
X | X
XK+ £ X
X X X
X A £
2 i+ I+ X
1K A A - 4 X
nal K5+ X
¥ o= X + X
R XXX
TG

AXEE XN NN RN LXK
| A §
¥X o X
I # X X
X & X
b S X X
F A 5 K KEfs X
AT X% &
¥ % X 4+ & X
AIEXEXN XXX
T3

XX LAY
1 X X
A | o0 X
I £ I
i ¢ 1 X
X b X X
¥ X £ L KXK A
AX = Ix L] b
i = I+ + i
AN AKX
L]

AERNE AR A RN Y
S X X
iX X X H
X XX i
X X I
I #X X X
i ¥ & KX £
i X i
¥ %+ I+ 1+ i
AEENYEYEE NN N YN NX
14
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X . ix
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i Ix i
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X H X i
0 o0 XXx b4
ix X X
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o
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wrEkw JAF =e+rm:  YRU-RKE DEAB! P
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Lial F10 GOTO B9O

10 PRIMT TAB(24)3CHASE™ e J=J-1
20 FRINT TAECZ0Y:“CREATIVE COMPUTING" A1 BOTD B0

A0 FRINT TAEC1B);*HORRISTOWN, MEW JERSEY® A0 J=l-1zK=K+1

40 FRINTLPRINTSPRINT 750 GOTO 8%0

A1 PRINT “YOU ARE WITHIN THE WALLS OF & MIGH VOLTAGE WAZE= 260 B=K+1

42 PRINT "THERE WRE FIVE SECURITY MACHINES TRYING T0 DESTROY You~ 770 GOTO 8%

G4 FRINT "YOU ARE THE “#- THE INTERCEPTORS ARE THE ~+-* FEO J=Je1zK=K+i

M0 PRINT “THE AREAS M&RKED “X* ARE MIGHM VOLTABE" 7m0 BATA B®0

L0 PRINT "YOUR DMLY CHANCE FOR SURVIVAL I5 TOD WAMEUVER EACHY BOG. J=t#1

T PRINT “INTERCEFTOR IRTD 4N %+ _ -——-- 00D LULK==r==" 810-60TD 890

180 PRINT "HOVES &RE. 7.8.9" #10 J=J+1ifak=1

110 PRIWT fuk 4" BI0 GOTO 890

120 PRINT- ™ 1.2.3" BAD K=K-1

130 PRINT B30 BOTO 890

140 PRINT "10 = M0 HOVE FOR THE REST OF THE GAME" BE0 PRINT "94,000,000 JUNP!IHI®

130 FPRINT "=1 = BAVE WP, SITUATION WOPELESS, ™ B0 JeINT{Z+B*RND(1))

160 PRINT " @ = A TREMENDOUS (BUT UNFORTUNATELY RANDOM' LEAF™ BB K=IRT{2+19+RND{1))

170 PRINT BYC IF-R(J,EI=ASCL'X") THEN 1240

180 DIA ALED 2005 A0, 200 NI¥2) LIS ), HI5),L005) H145) P00 ACJZ K2Y=ASC(™ =)

190 RER 910 41, K1=A80 [ "+)

210 FOR B=1 TD 10 920 GOTO. 1070

220 FOR C=1 TH 70 930 REN-INTERCEFTOR HOVERENT

230 X=INT{I0+RND(1)} F4O IF ACX,YY=ASC{"X™) THEN 1040

240 IF X=5 THEN 270 70 X2=XzT2=Y

250 ACH,CI=ASC(" V) 60 XmSOMLJ-X) r Y=SHN(K=Y]

250 g0TOD 280 0 N=X+X21Y=a¥#Y2

270 A(R,C)=ASCI"Y") PHO IF AON,YY=ASCI“4%} THEN 1090

280 MEXT C 990 IF ALK YI=ASCI™ =) THEN 1020

290 HEXT B 1000 ACKZ, V2124800~ =)

380 FOR D=1 TO 10 1810 RETURN

J10 AR, T P=ASCC X" ) sAIR, 201 =ASC (") 1020 A0X, TI=ABC{M4")

20 MEXT D 1030 A{X2,¥Y2)=A8C( )

330 FOR Fm? TO 20 1040 RETURN

340 A(1,FI=ASCL*X")1A010,F )=ASC ("%} 1050 G9=99

350 MEXT F 1040 RETUEN

340 8070 40 1070 FOR H9=1 TO 5

370 H=INTF(2+8+RHD{1)) TO80 Y=L {N%):¥=H{NT}

300 I=INT(2w1B=RND1 ) 1070 89=0

390 IF ACH, IMCPASCL™ =) THEH 370 1100 BOSUR w40

400 RETURH 1110 IF B9 <> @ THEN 1240

410 S0SUE 370 1120 LONS =X H(NTI=Y

429 &CH, L1 =A5C{ =) 1130 NEXT N¥

430 JeHK=I 1H0 FOR H9=1 TO 5§

440 FOR H9=1 TO 5 1150 IF ALLIND) ,MONT)} <3 ASCL™ ™) THEN 1170
450 GOSUB 370 1140 ACLIHS)  HINTII=ASC("+"}

450 AlH, [1=45C0"+") 1170 MEXT W?

470 LIHTinHzH(RT =] K 1180 FOR N¥=1 TO 5

480 MEXT 4% g 1190 IF ACLINS), MINPF) <> ARSCL"X") THEH 540
490 FOR BU=1 TO. 10;F0R B2=1 TO 20DATTE,B2)2A0 81,820 sNEXT BZ:MEXT 31 1200 NEXT W%

SO0 FOR B1=1 TO SeL10B13=L(Bd bab1 (BT =NEB1)=REXT B1 1210 FRINT "TOU HAVE DESTROYED ALL YOUR OFPOMENTS - THE GAME IS YDURS
510 Ji=JiKie=K 1220 BATA 1290

530 Y9=0 1230 PRINT “GIVE UP, EM."

540 FOR Di=1 TD 10 1240 PRINT “+=3 YOU HAVE BEEN BESTEDYED BY & LUCKY CONPUTER wxdn
S50 FDR BZ=1 TO 20 1250 GOTD 1290

SE0 HI=CHRSCALDZ B2)) 1260 PRINT "HIGH VOLTRGERIEIPRFILE®

370 FRINT NS; 1270 PRINT “saexe ZAP ###%v TOU'RE DEADIY[*
SE0 WENT B2 1280 PRINT

590 PRINT 1290 PRINT “AMOTHER GAME (Y/H}":

00 REXT D 1300 INPUT W94

&10 IF 19 <= 10 THEN 240 1310 IF N9% <> *Y* THEN 1400

&20 PRINT 1320 PRINT “SAME SETUF (Y/N)“;

&30 BOTOD BYO 1330 IRPUT W9$

40 INPUT ¥9 1340 [F H9Y <3 "¥" THES 1%0

A50 J2zJdiK2=K 1450 FOR B1=1 TO 10:FOR B2=1 TO 200ACB1,B2)=A1(81,B2)eNEXT B2:NEXT Bi
&80 IF T9=0 THEN 860 1180 FOR B1=1 TO SeLOB1k=L1{B1)eMCBT)=H1(B1)sNEXT B1
AT IF Y9 < 0 THEW 1210 13B0 J=J71:K=E}

&80 IF Y9=10 THEN 1079 1390 GOTO 530

A90 04 Y7 GATO B20,800,780,840,870,760,700,720,740 1400 END

700 J=J-1rk=g-1 ok
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Chuck-A-Luck

e Sy i =’almry e i ey = N i e ik T S
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
gighteenth century. During its long
RU nistory, chuck-a-luck has had many
CHUCK-A-LIICK names including sweatcloth, chucker-
CREATIVE COMPUTING luck, chuck luck, and bird cage.
MORRISTOMM, NEW JERSEY Each player places his bets on one of
the six numbers, one through six.
When all bets have been placed, the
CHROSE & WUMBER FROK 1 TD 4. I WILL ROLL 3 DICE, operator tumbles three dice in a chuck
f’zuT:gEEHuﬂﬁi “FEEEE' EIE { PAT OFF EVEN MOMEY. cage until they come to rest face up or
v v drop down a chute onto the table. If a
player's number appears on one die,
YOU HAYE & S5O0 . MAKE & EBET. the operator pays him even money; if
LR on two dice, twoto one: ifonthree dice
CHOOSE A NUMBER® 3 WO ! '
i 1 5 three to ane.
YOU“VE MATCHEE O TIMES. ThE ﬂ:Dl’T‘IpUtEF Yarsion ﬂf EhUGk'a—
TOU LBOSE § 106 luck was originally written by Michael
YOU MAVE # 400 . WAKE A BET. Tanoff.
7 50 YOU HAVE § S04 . MAKE & BET.
CHOOSE & NUMBER® 1 ¥ 200
1 5 & CHODSE & WUMBERY 3
YOU"VE WATCHED o0 TIMES, 2 3 1 LIST
YOU LOOSE + 50 YBUSVE WATCHED 1  TIMES. 100 PRINT TABL23) ! CHUCK—&=-LUCK"
TH! HAYE 4358 -« MAKE & BET. YOU'VE WOM & 200 110 PRINT TABC20);“CREATIVE COMPUTING"
7 50 YOU HAVE % 700 . MAKE & BET. 120 PRINT TABU1BI;“HORRISTOMN, NEW JERSET"
CHODSE # HUMBERT 5 L 130 PRINT4PRINT :PRINT
5 & 1 ION“T GET CUTE! N 140 PRINT “CHOOSE A WUNBER FROM T TC 4. 1 WILL EOLL £ D
TOU“VE MATCHED 1 TIMES. YOU HAYE % 700 , MAKE A BET, 150 PRINT "IF YOUR WUNBER MATCHES 1 DIE, I P&7 OFF EVEM moNey.:
TOU“VE WOK § %0 T I00 140 FRINT “TWO DICE, 21 I BICE, 3:1°
YOU HAYE % #G% . HAKE @& BET. CHODSE /& WUWBERT 4 1M PRINTZPRINT (H=500
T 104 5 3 4 180 PRINT *YOU HAVE $":M:". WAME & BET.Y
CHODSE A MUMBER?® 2 YOU“VE MATCHED 1 TIMES. 190 INPUT B
1 1 3 YO WE WOR % 100 200 IF B> M THEN 410
TOU“VE WATCHED © TIHES. YOU HAVE § BOO . MAKE & BET, 210 IF B > © THEW IF B+100=INT(B+100) THEN 230
YOU LOGSE § 100 T 00 220 BOTD 470
YO0 HAVE % 300 . MAKE & BET. I DON- TAKE I.0.u-g '8 230 PRINT "CHODSE A NUMBER®;
T 104 YOU HAVE § BOO . MAKE & BET. 240 INPRT M
CHOOSE A NUMBERT 5 T L0001 250 IF INTOMI=N AMD W > 0§ AND N « 7 THEW 274
s 4 1 DOK-T GET CUTES}) 260 PRINT "CHEATER!111F1* ;607G 230
YOUVE KATCMED o0 TIMES. TOU HARE $ BOO . MAKE & BET. 270 A=INTRHDC1)®8) +1sPRINT A3 "::D=INTIRND (1144341 sPRINT B
¥0U LDOSE § 160 T 200 280 C=IMT{RRDCT)*&) +1ePRINT [C:v "
YOU HAVE & 200 . MAKE & BET. CHODSE A NUMBERT 7 270 T=1
7 100 CHEATEREI 1P 1 JE0 IF a=H THEN T=T+1
CHOOSE & KUMBERT 3 CHOOSE & KUMBERT 2 Jt¢ IF BeN THEN T=T#]
| 3 4 1 & 1 370 IF C=N THEN T=1+1
fOU-VE WATCHED 1 TIMES. YOU“YE MATCHED o TINES, 330 PRINT “YOUVE WATCHED *:T:v TIMES.®
TOLYE HON % 100 TOU LOJSE & 240 J40 O T GOTO J80, 30, 400
T0F BEVE 3 300 . HAKE & BET. T HAYE % 400 . MaEE g BET. 350 PRINT *YDU LOOGE s :p
F 100 T A0 J60 K=H-B:IF Mi= § THEN 430
THOCEE A KUMBER® 4 CHOBSE A MUNBER? 1 i BOTE 1g0
1 i 1 1 1 2z JBD PRINT "YOU'WE WON $":BeW=M+B:060T0 180
(OU-VE MATCHEER 1  TFIMES. YOU“VE MATCHED 2 TIHES. 390 PRINT “YOUVE WON 3°2B+D:N=R+2=RB:G0T0 180
‘OU-VE woN § 107 YOU‘VE Uak § 1700 400 PRINT “YOU“VE UON $%;Bs3:mep+B+3:6070 187
(O HRYE % 400 . WAKE A BET. YOU HAVE s 1800 . HAKE & BET, 410 PRINT *1 DOM- TakE L. U7 TH=gBOTO 189
100 T 1800 AI0 PEINT "DOKN-T GET CUTE''r*:GOTO 130
HOOSE & WUMECR® 2 CHOOSE & MUNBER?® 4 430 PRINT
3 i 4 1 i 1 440 PRINT
OUVE BATCHER 1 TIsEg. TOU“YWE MATCHED o TIRES. 450 EKD
BUTVE WO § 180 YOU LOBSE & 1800 ok

pr L |




Elose Encountcers

In this game, you are situated at the
center of a target area for a UFQ. 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 degreeslatitude
and also its speed. You then have two
alternatives. One, you can attempt to
shoot the UFO out of the sky with an
I{CBM 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 a reasonably good strategy by
yourself using trial and error if you play
enough games.

This program was originally written
by Chris Falco.

Rl
CLOSE ENCODMTERS

CREATIVE COHPUTING
HORRISTOMN, HEW JERSEY

YOU ARE SITUATED AT COGRDIMATES (0,0). & WFD IE
HEABING FOR IRPACT AT THAT LOCATION.

AT FIRST TRACK, THE UFO 1% OM & COURSE OF 55 DEGREES LONSITURE
AND 133 PEGREES LATITUDE.
{ALSD IT°5 FALLING AT & SPEED OF 2342 MILES/PEE HOUR}
TOU HAVE THE FOLLOWIMG ALTERNATIVES:
@) YOU CaM ATTEMPT TO SHOOT THE UFD OUT OF THE SKY. OR
E} YOU Ca¥ DO MOTHIME, AMD HOPE THAT AIR FRICTION
WILL CHUSE THE COURSE OF THE UFD TO BEVIATE, AMD THUS
HEES YOUR LOCATION.

WHAT IS5 YOUR PLAN OF ACTIDN (A OR E!T B

MILES EPEED LOREITUBE LATITUDE COLRSE
12000 2542 34 133 )
11857 .2 BT ) 13¢ T4
114547 12148 al 128 3
113486 183147 i e B4
10945.5 24154 42 118 2
104B5.7 27387 L 1t? 4
FYEY.AE K} g | 32 110 T4
P36, 64 J&7T1 24 107 b4l
B4Ry 2% L1 b Fa! 107 103
merr.aa 43202 14 FH 10d
TIB&.77 4r42% & T4 104
£307.54 s31le 4 B3 ¥
5337.84 STEIE - 83 LRIk
4323.59 SO0BGS =12 29 107
19872 E7EF2 =17 79 114
2011.02 T2l =21 Eh 108
P18 Ja454 =27 &3 1448

== m— IHFACT-AT- 78371 -MILES-PER-HDUR -==========—===
GE0D WORK., FRICTION OF 5 I HAS CAUSED THE COURSE

OF THE UFD TO BEVIATE. IWPACT COCRDENATES ARE

WOM [ %5 =5 ). YOU H&DE IT!

TRY AGAINT Y
PLAN (A OR B)T A

LAUNCH AN 1.C.B.H. O # COURSE THAT WILL IKTERCEFT THE UFQ
WITHOUT THE UFO BEINEG TOO CLOSE TO YOUR LOCATION. IF THE SPEEL
OF THE BFO EXCEEDS 10327 M.P.H., YOUR HISSILES ARE USELESS!
==ELANMERS PREDICT YOU HAVE § HINUTES TO DESTROY THE UFQ
BEFORE IT IF TOD CLOSE TO IMPALCT.

—=COMPUTER IWMDICATES COURSE AT FIRST SIGHTIMG IS APPROX. J+¢

TTPE IN A& COURSE oM THE THART FELODN

TINE SPEED LORGITUDE LATITUDE COURSE
o 2327 1] 105 T oal
- 4100 34 107 L

YOU ARE EHY OF THE BFD°S CDORBIMATES,

HOVEVER THIS IS OWLY A SLIGHT DEVIATION SO THE

UFD HAS BEEM DESTROYED!

TRYT ARBAINT YES

PLAH {4 OR BT A

--SCAMMERS PREBICT YOU HAVE 2 WINUTES TD DESTROY THE HFQ
BEFORE IT IS TDOD CLOSE TD IMPACTY.

==COWPUTER INDICATES COURSE AT FIRST SIGHTING IS5 APPROX. 77

TYFE IN & COUREE OW THE CHART BELOW

TIKE SFEER LONGITURE LATITURE COLREE
i =] xS i LRE 1 B8g
it 6397 i 107 T B3
1 gorz 13 T T 0
1.5 P47 2% T3 T

FARTRETIC!IEdL D  ¥OU HIT THE UFD EXACTLY ON FROJECTED COURSE
TOU HUST BE WERY SHARF!



TRY AGAIMT YES

FLAH (&4 OR BY B

HILES SFEED LOKGITUBE LATITURE COURSE
12000 zaq2 5 ta8 54
{1857.3 BS545 51 o9 &4
i1428.5 11726 51 93 58
11356, 7 14307 44 ] &4
11034, 4 TPI19 37 Ef &7
104046, 8 2FTTE 14 7% 5%
1008&.7 3234 36 7 58
48208 15084 8 77 55
BE17.74 Z9E4E 14 75 72
BORO.73 43435 {4 i 72
71B3.78 48417 14 &4 b
f4010 .58 L L § 42 &9
5441 .79 57510 1] i) 75
4375.52 53974 =2 50 48
3254.52 47140 -A 47 it
048,53 7473 =14 44 74
FR0 .01 Fad454 -18 37 P

S ———— IKPAET=#T= 77572 ~HILES-FER-MOUR--———-——====="""

GOOD UORE. FRICTION OF 4 T HAS CAUSED THE COURSE

OF THE UFD TO DEVIATE. IHPACT CDORDINATES ARE

NOW [ 4 ,-4 1. YOI HADE ET!

TRY AGATHT ¥

PLAK 1@ OR BT B

HILES SPEED LONGITUDE LaTITURE COURSE
12000 5782 54 P12 58
1i787 .4 12757 49 113 ar
11504,.3 14983 T 112 el
11114.7 23374 §1 112 75
10468.8 2754 41 108 1
13171.48 29814 34 10r -]
571,63 Ts012 15 103 73
BEEF.T 41035 13 100 71
#151.72 4157 L 4 &5
1375.72 44540 27 72 4%
448392 53508 o8 § 71
495,03 59179 1% 7h &3
1457.3 L2118 i 74 &0
3331.95 47521 14 M 58
210915 73348 i &2 54
10517 7re1a 5 55 T4

————————— IHFAET-AT- BO&74 -HILEG-PER-HOUR======——-—=====

OO0 WORK. FRICTION OF & I HAS CAUSED THE COURSE

OF THE UFD TO BEVIATE. IHPACT COORPIMATES ARE

WOW { & ,=& ). TOU MADE IT!

TRY AGAIHT WO

0k

LEST

100 PRIMT TAB(21);“CLOSE ENCDUNTERS"

110 PRINT TABL20);"CREATIVE COMPUTING®

120 PRINT TABC1B):"HORRISTOWN, MEW JERSEY"

130 GOSUE 1100

140 PRIMT:PRINT:PRIKT

150 PRINT =YOU &4RE SITUATED AT COORDIN&TES (0,00. & UFD IS"

140 PEINT “HEADING FOR IMPACT AT THAT LOCATION.®

170 PRINT

{80 PRINT "4T FIRST TRACH, THE UFD 15 OM A COURSE OF"Y"DEBREES “j

190 PRINT "LONGITUDE"

200 PRINT "aND®*Z*DEGREES LATITUDE."

914 PRENT *  CALSD IT“S FALLING &T & SFEED OF“X*"HILES/PER HOUR +

270 PRIMT "TOU HAVE THE FOLLOVING ALTERMATIVES:®

19 PRINT "&) YOU CAN ATTEHPT TO SHOOT THE UFO DUT OF THE SKY. OR"

340 PRINT *B) TOU CA¥ DO WOTHING, 4HD HOPE THAT AIR FRICTIOW®

250 PRINT * MILL CAUSE THE COURSE OF THE UFD TO BEVIATE, AND THUS®

a4 PRINT *  HMISS YOUR LOCATIOH."tFRINT

270 PRINT "UHAT I5 YOUR PLAN OF ACTION (A OR B)";:INPUT D3

280 PRIMT

280 IF LEFT#(D4,11="B" THEN 7%0

300 PRINT “LAUNCH &N I.C.B.H. O A COURSE THAT WILL INTERCEFT THE HEn®

310 PRINT “WITHOUT THE UFE BEING TOO CLOSE TO TOHR LOCATION. IF THE "3

4

Kl

330

J40

330

J&0

3

560

370

45

410

430

410

440

450

440

q47@

480

430

a00

ain

G20

330

A0

550

560

570

HE0

590

& 00

at0

&20

&350

G40

& 5

a&0

&F0

S80

&9

7 e

Al

FIa

el

FE0

750

Fh

el

FEQ

P k1]

Bod

gt

g0

gio

a4d

830

Hal

Bro

B8l

B¥

g

LAk

9 M

EET

40

#50

Al

0

DR

280

(Releli]
ol
FO20
1024
10640
1830
1040
1070
1080
1090
1160
1116
1120
1130
1140
1150
1140
1170
1180
1196
1200
12140
1320
ok

FRIxE “JFECll”

PRINT “OF THME UFQ EXCEEDS"H"H.P.H., YOUR HISSILES ARE USELESS!™
PRINT "--SCANMERS FREDICT YOU HAVE"H"AINUTES TO DESTROY THE uFO*
PRINT “BEFORE IT I5 TOO0 CLOSE TO INPACT."tPRIRT
CeZ-Y+I-INTORND(1}%4041

PRINT =--COMPUTER IWDICATES COURSE AT FIRST SIGHTING IS APPROV."C4F
PREINT

PRINT "TYPE IN A COURSE OW THE CHART BELOU" :FRINT

PRINT

PRINT ‘TlﬁE",“EFEED",“LﬂHﬁ[TUBE",‘LHTlTUBE“,'EHHRSE“

FOR T=0T0 5 STEF .3

PRINT T,X,Y,I,2INPUT &

LF T=IRT(TH AND TeH THEM 43240

IF X<=H THEN 4%Q

PRINT "SOfRY--THE SPEED OF THE UFD HAS EXCEEDED"H"A.P.H.T

PEINT "THIS SPEED IS TH GREAT FOR TOUR DEFENSE SCREEM TD TRALK!®
PREHT "THEREFORE, YOU ARE (HA HA) DOAHEDY " :PRINT2OOTO 7390

IF a=f THEHW 724

IF wx16 THEM 330

PRINT "&T THAT COURSE YOU SHOT YOUR HISSILE STRAIGHT UF, S50 WHEHR"
FRINT "1T RUMS OUT OF FUEL I¥ ABOUT®F"HOURES, 17 WILL FaLL®j

PRIMNT “ THROUGH"

PRINT "YOUR ROODFIERLOLELRY BOEDEYE! F 1111 ®:G60T0 640

IF A<200 GOTD 380

FRINT "GO0DD WORK! THERE 8DES THE HISSILE======-~———RIGHT TOMARDS"
PRINT "RUSSEAIILY  MOW YOU'RE DEFINITELY LN TROUBLE!!":GOTO 440

IF #=C=1 THEH 470

IF A=C#1 THER 7id

A=N#lH1 200 sy -5 Inl- I+ e0=0=1+]

REXT 1

FRINT Hmmr e mmmemmmm e mm s ey [ TERT [N = e m s s mmm e — — — e
FRINT 'ELﬂPEEn—FIHE-liﬂltnIEE—THﬂT-"H"HIHHTE5~HHHE—PﬁSEED.—=IF—TDH—"

PRINT “MERE-TO=H1T- THE=UF-H0k---- THE=F ORCE-OF -THE-EXPLOSION-UOULD"
PRINT Mmmrm--mm=s= DESTROY-YOU=-AS=-UELL-AS~THE-UFD-!"zFRINT

BITD 750

PRINT *YOU ARE SHY OF THE UFDS COORDIMATES,"

PRINT "HOUEVER THES IS OMLY A SLIGHT DEVIATION 50 THE"

PRINT “UFD HAS BEEM DESTROYED!“tPRINT

BOTO 750

PRIAT "YOU DVERSHOT THE UFD’S COORDINATES,":80T0 480

PRINT “FANTASTIC1!f! YOU HIT THE UFO EXACTLY DK PROJECTED COURSE"
FRINT =YOU HUST BE VERY SHARP!":PRINT

PRINT
PRINT
BOSUE 1100

GOSUE 1070
PRINT:PRINT:0OTD 340
PRINT

F={

A=INTARMDOY bE5)+10=Z-YHh
H=t2000

PRINT "MILES","SPEED","

"TRY AGAIN";=IMPUT J9zIF LEFTH(J%,1)="H" THEH 1II0

LONGITUDE" . *LATITUDE™ , "COURSE

"
---------  J——— | R

PF=X+1

FRINT M, X, ¥,1,C
CeZ-f
Y=X+ THTCRNOL ) baSa00 +2000 sM=M=-X. 60
Y=y=THT{RHDBCT 4100 s 7=7=-THTIRNDLT b 10 $EZ-T+A"2

IF H-P>3700 THEN F=F+1

IF K>3 THEW B5&
PRINT
FRINT "=n==m———IHPACT=AT="X"-HILES-PER-HOUR-———========—"
iF F{=2 THEMN %d0
PRIMT "800 WORK.
PFEIKT
FEIMWT
FEINT
PRINT
N=A+2 1 eh

PRINT “BLAST SEEH FROM"A"I"HILES AUAY.
[4PUT “TRY AGALH™;J%

IF LEFTH$LJ%,1}="H" THER 1220

a0suE 11040

GOSUE 1070

PRINT=PRINT:BOTO 3040

IHPFUT “PLAM (A DR B)"3D%

IF LEFT#H{DS,1="B" THEW 790

RETURH

T=IHT{RHBLT 1620 141 s W=THT (RNDL 1 b 400 14200 :F=INT(RHD {1} 25041
K=THT(ERDLT b eS000) + 2001 tHaX+B000 2= INTIRMOLT 15141
T=THT{RMOLY b1 4002 IF 7100 THEN 17134

FeIMTCRMDC] 258 s IF Y<ad THEW 1130

IF Xr=3000 THEW 11&0

A=5:650T0 #2210

iF Wr=32086 THEW 1180

H=d4:607T0 1210

IF Ix=4700 THER 1200

H=3:80T0 1210

H=

RETURM

EMD

FRICTION DF'F"X HAS CAUSED THE COURSE"

“OF THE UFD TD DEVIATE. IHPACT COORDINATES ARE"

"HOW (°F°,"0-F"). YOU HADE IT!=:GOT0 1020

——————————— UFI-YIRE-SERVICE====0M~L INE="A"t"A+5" 2 "A+10" 1 =="
HAYE JUST ORSERVED EXPLOSIDH AT COORDIMATES ("0=-F",0).°

B0 SURVIVORS.":PRINT



This program is a computer version
of an old card trick which never fails to
get some ooohs and aaahs from the
uninitiated. The dealer, or magician,
takes twenty-one random cards, deals
themn out in three piles of seven cards
gach. You then tell him which column
(or which pile) contains your card. He
then picks up the three columns from
right to left, putting the right pileonthe
top, and then deals the deck out again
horizontally. In other words the top
card of the right column now becomes
the top card of the left column; the
second card in the right column now
hecomes the first card in the middle
column; the third card of the right
column becomes the first card in the
third column, and so on, After he deals
out all twenty-one cards in this way,
you again tell him which column your
card appears in. The magician then
picks up the three piles in the same
order and deais 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 itt Maybe
you can figure it out from the program,
but it works every time.

This program was originally written
by Alan Barnes.

COL e

CREATIVE COWPUTING
HORRISTOEM, WEW JERSEY

THIS PROGRAM WILL SHOU YOU & CARD TRICK. AFTER THE FIRET DEAL
NUNBER OF THE COLUNN CONTAINING IT.

PICK & CARD AND TYPE THE
THE DEALER WILL THEM PICK UP

THE CAKDS, & COLUMM AT A TINE,

AND WILL DEAL THEM OUT AGAIN HORIZOMTALLY. UHEN HE FINISHES

EACH TIME, TYPE THE MUMBER OF THE THE
CARD. FOLLOWING THE LAST DEAL THE DEALER WILL

WEW COLUMN CONTAIHING YOUR
TURN DVER THE

CARDS, DWE AT & TINE, UNTIL HE REACHES THE OME YOU FICKED.

¥ OF CLURS

4 OF CLURS

4 OF HEARTS
DUEEN OF SFADES
ACE DF DIANONDS
KIHE DF BIANONDE
QUEEN OF CLUBS

JACK DF SPADES
KIMG OF CLUBS
3 OF HEAETS
4 OF DIAHONDS
10 OF SPADES
& OF SPRDES

B OF CLUBS

UHICH COLUMN CORTAINS YDUOR CARD? 1

& OF HERRTS
3 oF CLUES

10 OF CLUBS
4 OF HEARTS

KING OF DIANOMES

KIHG OF CLUES
10 OF SPRBES

1 OF CLUBS

7 OF CLUES

% BF CLUBS
QUEEN OF SPADES
QUEEN OF CLUBES

I OF HERRTS

&4 OF SPADES

WHICH COLUNM COMTAINS YOUR CaRDT 1

3 OF SPADES
ACE OF DIANONDS

§ OF CLURS

1% OF CLUBS
KING OF CLUBS

7 OF CLUBS
QUEEM DF CLUBS

10 OF HEARTS
JACK OF SPADES
& OF HEARTS
4 OF HEARTS
19 GF SPADES
¥ OF CLUBS
3 OF HEARTS

WHICH COLUMM COKTAIRS YOUR CaRD? 2

5 OF SPALDES
ACE OF DIAMOMDS

E OF CLUBS

10 OF CLUBS
KING OF CLUBS

7 OF CLEBS
QUEER OF CLUES

16 OF RERERTS
JACK OF SPADES

& OF HEARTS

4 OF HERRTS

10 OF SPADES

9 OF CLURS

1 OF HEARTS

& OF CLUBEE

i OF DIAMOKDE

3 OF CLEBS

KING DF DIANONDS

3 OF CLUBS

DOPST |0 YOUR CARD 15 THE 4 OF HEARTS.

35

& OF HEARTS
2 OF CLUBS
5 OF SPADES
3 OF CLUBE
7 OF CLUBS
10 OF HEARTS
10 OF CLUBS

5 OF SPADES
10 OF HEARTS
& OF CLUBE
ACE OF BIANOHDS
JACK OF SPADES
4 OF DIAHOHDS
g OF CLUBS

& OF CLUES

4 OF DiahOHDS

3 OF CLUBS
EIHE OF BIARORDS
? OF CLUBS
QUEER OF SPADES
& OF SPABES



LigH

100
118
120
130
140
150
140
170
180
150
200
21t
220
230
244
258
2r0
280
290
300
310
320
330
J49
350
I8
370
38
390
400
4140
424
430
440
450
440
470
& Bk
i
5{H
514
520
310
540
550
540
570
580
590
400
410
&20
430
A40
A50
A0
&0
480
&0
700
710
S0
73
740
750
740
770
gt
790
HoD
B16
B2
Bag
840
850
B840
870
880
B0
70
10
g
230
240
750
gl
!
FED

PRINT TAB(24) ; "COL RN "

FRINT TAB(2ID);"CREATIVE CONPUTING®

FEINT TAB(IB);*NORRISTOWN, MEW JERSEY"
PRIRT:PRINTsPRINT

PRINT "THIS PROGEAH WILL SHOY YOU & CARD TRICK, AFTER THE FIRST BEAL®
FRINT "PICK A CARD AND TYPE THE WUKBER OF THE COLUKN CORTAINING IT."
FREHT "THE DEALER WILL THEN PICE UP THE CARDS,; A COLUHN AT A TIHE,*
FRINT “AHD WILL DEAL THEM OUT RGAIN HORIZOWTALLY. UHEM HE FIMISHES®
FEINT “"EACH TIME, TYPE THE HUMBER OF THE THE MEW COLUMN CONTAINING YOUR™
FRINT "CARD. FOLLOMING THE LAST DEAL THE DEALER UILL TURM VER THE"
FRIRT "CARDS, OMNE AT A TIHE, UNTIL HE REACHES THE ONE You FICKED . ™
FRIKTzFEIHT:FPRINT

BEH AT21),BC280

FORE X=1 7@ 29

J=6@

Tal¥T (52« BB

FOR T=1 TO ¥%¥-1

IF ALYleT THER 2%0

HEXT ¥

ALY =T

HEXT ¥

Hwi)

FOR I=1 TO 3

FOR Z=1 T 29

IF ACZ)=4=(INT{ACZI/4)F THEN 470

IF ACZY-2=4+(INT{A(Z}/4}) THEN 449

IF ACZ)=3=44 (IHTMACT)/4)) THEN 410

Ce="SPADES"

[.‘_=H ii

G0TD 490

Cs="HEARTS"

brg=rm

GOTH 450

Cy="CLURS"

n.’=hll

BOTO 490

CE="DEANON"

fi==p5"

H=#+1

IF W <* 4 THEN 530

PRINT

=1

IF ALEY » 35 THEW SR

FRINT TRBLOR=T0425 ) P INTLACZ) 43422 %0F e H L H
IF J=5 THER 940

IF J=td THEM 980

GoTon #1Q

IF IRT{ALZ}45=% THEH 570

IF IRTEACZ) A 4b=10 THEN &£50

IF INT{ACT}rak=11 THEH 430

A¥sR JACHKY

GOTD &30

AS="QUEEH"

GATD &80

RE="KINE™

BOTR &80

WE="ALCE"

FRINT TABY{(N-13#35)74%8:" OF “iC¥1D%;

IF J=3 THEN %00

IF J=10 THEH %80

MEXT I

PEINTePRINT

FRINT "WHICH COLUSN COWTATHS YOUR CARTM:

NPT K

IF K€1 OR K > ¥ THEM PRINT:PRINT “{1-3)":pOTD 730
FRINT:FRIMT

T=1

Qe+ 2=T+INTLLK+T0,00

BOSUE @40

8=K

BOSUE 9440

S=E+1=JaINTCH/T)

HOSUE 940

FOR C=1 Td 21

ATCI=RIC)

HEXT

MEXT T

JE5

FOR I=1 TO T1+INTOI0€RNDCT Y +1 0 s M0 BOTO 350
PRINT:MEXT Z:PRINT

FRINT "DOPS!Y! TOUR C#RD 15 THE™;

W=

J=10:Z=11:60T0 350

FOE R=§ 70 5+18 STEF 3

BiTI=&IR

T=7+1

HEXT R:RETURN

PRINT "."=PRINT

70 FRINT “BO TOU WANT TO SEE IT AGAIN™::IHPUT T4
toed IF TH="YES" THEN PRINT:PRINT:60TO 230

1010 EXD

Ik,

o

b ]

1A

b Y

oA
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[y

ki 0% N
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This children’'s card game for any
number of players is also called
memaory, or pelmanism. It is easy to
play and is an excellent test of memory
and observation. The computerversion
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 nmo card is touching
another, Each player tries to collect as
many cards as possible by turning up
pairs with the same rank per anumber
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 overtwa more
cards. He continues in this way until he
turns over two cards that do notmatch.
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.

In this computer version of the game,
the cards are numbered on their face
down side from one to fifty-two. Asyou
turn over two cards, their rank is typed
on the terminal. If they do not match,
their rank is obliterated by successive
type-overs with other characters. This
is analogous to the situation of placing
the cards back down on the table face
down. Also in the computer version of
the game thereis only one playertrying
to get all fifty-two cards in as few moves
as possible.

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

Concentration

CONCENTRATICH

CREATIVE COMPUTIMG HORRISTOUM HWEL JERZEY

FIRST CARDT 1
SECOND CARDT 2
NENENENENHINNERERNSERRNRINENY

FIRST CARDY 13
SECOHE CRRD™ 2
EEENENRIERENIENINNNFNSRRERANAEN

FIRST CRRDT 53

THERE ARE DMLY 32 CARDS IN THE DECK, ROT

FIRST CARD® 41
SECDIND CARD? 37

FIRST CARDY 20
SECORD CARDT 14
NEEREENRNRENEENARAENEERERANRRN

FIRST CaRp? 29
SECOMD CARDT 4%
BIARRAEERERNENRENETRDDRENEESNY

FIRST CARDY a1

SECOHE CARDT 29

THAT"5 & HATCH --9C el
YOUR SCORE I35 MOW 1
FIRST CARDT 1
SECORD CARET 49
THAT S A HATCH ==I5 25

a3

YOU HAVE HRD & PICES.

TOURE SCORE IS MDW 2 YOO HAVNE HAD 7 PICKS.

FIRST CaARDT 41

TOU HAVE ALREADY HATCHER THEAT CARD.
FIRET LAREY 43

LECOHD CARD? 498

THERE ARE QKLY 52 CARDE IW THE DECI,

SECOND CART® 4B
HESRAERNEEIESIRERRNENREINRENND

FIEST CRELY 2&

SECOKYT CaARD? S
NOERERAENYARERAREENRAENNENEEIN
FERST CREDY

Ercak Ik 324
1]

34

WoT

49 E



JI8T B30 PRINT CHE${13) 3 "HEHEHHEHHHEHEARERHHRARRRARRAART .
=3¢ PRINT CHR$C13)S*TRIFCILIRITIRELETINTIITEITRLATL,

{3 PRINT TAB{Z5) 3 COMCEMTRATIOR" S0 PRINT CHRECIIN A dRExy OO E R ™
o PRINE TABO1S) :*CREATIVE GUSPUIL#G AURRLSTOMM MEU JERSETS 330 PRINT
I PREWT H&0 PREXT
40 PRINT S0 BOTO 439
50 PRINT 580 PRIMT “THATS A MATCH =="jL%(Uh, 08000
200 BIR C$052) 590 LET Cslly=" "
o0 EOR ¥et TD 52 400 LET CHIHb="
220 RERD E3 #10 LET Sr5+i
230 CYIXISES 470 PRINT "YOUR SCORE IS ®Ow=iH;® W00 HAVE HAD “IHI7FILES.D
40 HEXT X 430 BEXT N
250 RER --  SHUFFILE aMD DEAL &40 REW --  THE RESULTS
40 FOR I=1 70 H &50 LET Sing/ (k44
270 Ky=LELT) abl PEIET "1J0 SCORED,53" OUT OF “;W:"THRT 1% "I
LT IRy LI IR N o B 470 DM 51+1.5 GOTD &80, 00,720,780
S8 CHLL)=CHIL+E-1) AB0 FPRIMT “"PODE."
290 CHIL)=KE £90 GDTD 7FO0
Jon MEXT I 700 PRINT *FAalw.“
T4 BER --  STARE U PLAY MO FOTE FRO
I%0 FOR H=1 T 28 P10 OPRINT “GOOD."
340 PRINT “FIRST CARD"; FI0 G0TD R
70 IHPUT @ Je0 FRINT “EXCELLEHT ¢ | I
I77 IF U o» 0 &MD U £ 32 THEW 380 750 BATO FFO
474 PRINT "THERE ARE OnLY 52 CARDE IN THE DECK, DT 30 Zh0 PRINT “. . . AfAH . . . UM....YD0 HUST HAVE LHEATED!®
376 GOTO 3abd AXo PRIMT
180 LET B=1 7RO PELHT 00 TOU UANT TD FLAT RGALR";
390 IF EHclUi=" " THER 849 A0 LHPEY 2%
480 PRIMT "SECOND CARD"S BOF EF 1% = “YES" THER 240
410 IRFUT U B1G PRINT
412 IF U » 0 ARD M < 52 THeN 220 gx0 PHIMNT "COME HALK AGAIM!EM
4t% PRINT "fHERE ARE DMLY 52 CARDS {8 THE BECK, HO[ “; 8310 END
494 GOTO 400 B0 PRINT “70H HAVE ALREADY MATCHED THAT CARD.Y
420 LET G=2 50 IF B=1 THEH &0
ATD IF CEdUI=" = THEM B4G H&0 GOTOD 400
14[’ IF |_| 'i.} H T:‘IEH 4?'} E?l:' Ilﬂ-l-;l -aﬁur-.zsu'ussu:lu"_in‘llltisII'.I-&EIIIT.l__.ﬁlll‘luﬂ.h"nrpgsu. ]'J'SI r|-“_5||r-|lg5
450 PRINT "vOU CAN T PICK THE SAME CARD TWICE!"™ ' 73 Dath “H3" )
440 GOTO 40 £A0 DATa "AHT, VIHT, USHT R CEH AR U THY BN T I0R Y, IR O
470 IF AIudcCecd), 1,1 aRIbs(Csibd,1,%) THEN 80 BA5 DATA “HHT
480 PRINT “#"JU;"15 “3C8LUY, "7 3Mp715 " L81ME, BRI BATA "AD®, =Bt =3B vape,USht va0e, 7R, DT, TR TO0Y, DT, Ul
490 FUR I=%t Td 50 495 DATH “HD" ) T
HO0 PRINT: oo0 DATH MACY, “2G","3C°,"4C*,°5C",%&C","7 i L1 P R P
510 MEXT 1 o5 ODATA "KC® '
10 END
i




Condot

This is the old childhood favorite of
“connect the dots.” The objective is to
carve out squares of “real estate” with
the computer as an able adversary. The
player who connects the two dots
which complete a sgquare.  gets
ownership of that square. In addition,
the player gets the added bonus of
moving once more, This can be quite

advantageous in certain situations. A RUN
nine-square grid is provided as a “EMIEE"EEPN 1HG
playing board. HORRISTOUN, MEU JERSEY

A sample of the grid follows with an
identification of each coordinate where

a line m
ay be drawn. THIS PROGRAN WILL PLAY COMMECT THE DOTS WITH YOU.

THE GANE IS PLAYED DN A 4 X 4 ARRAY. UMEN
YOU WANT TO WAKE & WOVE YOU HUST TYPE IW

(1,2) (1.4} (1,6) THE COORDIMATES OF THE SPACE BETWEEN THE Tu0 DOTS YOU N1 HOVE
UANT TO COMNECT. ENTER EACH OF YOUR WOVES BY TYPIMB 3 _

THE ROM NUMBER, & COWWA ANB THE COLUNN RUMBER.
{211] {2;34 {2'5} fz’?} THE UPPER LEFT HAND CORMER OF THE ARRAY IS 1,1.

HERE WE GO0.
(3,2) (3,4) (3,6) Teer e it RS

(4.1) (4.3) (4,5) (4.7) i i

TOUE MOVEY 2.1

(5.2) (5.4) [5.6) ke
{611} {5}3} {EfE} {E’?} :EHHEEEEE: ;é;’T WANT TO PUT & LINE THERE!WE! L P
YOUR HOWE? 1,2 . .

{T'EJ {?:4} {?|E} - e " * - - 4,

*

HY MOVE

L] L ] L -
- - . =

You'll find it interesting to note that
the computer mimmors the player's move
in so far as possible. You may also find
that the game moves rather slowly,
especially for the first three or four S Bt
moves. Be patient! Once squares begin . . . . W“-"M?-‘ '
to fall, the game moves swiftly to its : ;
conclusion. : 3 ' ) -

There are some modifications that . 3 o )R
you may wish to consider if you are TOUR MOVET 7,5
going to adopt this program for regular YOU REALLY DON'T UANT TO PUT A LINE THERE'!!! I e
use. In addition to improving the REM U e uomove
statements in the program, | would g e LR TS S
suggest: : . . .

1. Modifying the program so that the . AT :
grid is printed after both players Y s
have moved (rather than each time a . O W=
s e nY HovE TOUR WOVE? 2,7

4 LS L] 4

HAY ROVE

2. Modifying the program so that once 3 ] . . .
a player had ownership of a majority . : : ; -
of the squares, the game would end E
rather than proceed to its inevitable . : 3 y : 2
conclusion; and ; e e T

3. Modify the program so that the TOUR ROVE? 1,¢ Y NOVE
player's initials appear in each s T e T e T ol Yo
square he captures. :

The program is by Chuck Lund; the :
writeup by Pete Olivieri. It originally ; : ) : . x :
appeared in Creative Computing, , . :
Jan/Feb 1976. iy

L] L] L]



TUUR RUVET 4.5 YOUR WOVEY 5,4 MY ROVE YOUR MOVE? 3,4 AT HOUE HT ROVE

: ' E ! E : : i H & H i Lot H & H = C = H & H
: : : : : : : t i : : £ : 1 : o : : L € = ¢
: : b : : I 1 t ¥ : i L
Y MDWE Y HOVE FOUR RKOVE? 2,3 TOUR WOVE? 4,3 MY KOVE HY HIVE
t : : ! t S I : i H = 8 : L 1 H & I ! Lot H i M
! H C ' : L = z L : [ i 8 i L : t R T 3 LI T A £
= H ' ' ] ] = H H c 1 1 4 L i C t C
I WON
LIST
430 IF ACR,CH+IV4ALR=1, C+2I4a(R+1.04 >

2 PRINT TABCZ0);"CREATIVE COMPUTING® &M BOTD 450

3 PRINT TAB(18);"KORRISTOUN, NEW JERSEY":PRINT &80 NEXT €

4 PRINT 90 MEXT R

5 PRINT 4F2 IF E > 1 THEW 730

& PRINT ":HIS PROGRAN WILL PLAY COMNELT THE DOTS UITH T, ™ 200 IF AC12-X,12=¥ 330 THEN 730

S PRINT “THE GAME IS PLAYED DM & 4 ¥ 4 ARRAT. WHEN" A0 A012-X, 12-¥ =50

8 PRINT “YOU WANT TO HAKE & WOVE YOU WUST TYPE Tn" 12 IF E > 1 THEN @70

¥ ERINT “THE CQDRDIMATES OF THE SPACE BETWEEW THE Tug D0TS fou” 420 GOTE 200

10 FRINT “UANT T0 COMMECT, ENTER EACH OF YOUR MOVES BY TYPIHG® 73t FOR R=3 10 ¥

T1 PRINT “THE ROW HUKBER, & COMNA AWD THE COLUMN HUKBER." 740 FOR C=3 T0 %

Y2 PRINT “THE UPPER LEFT HAND CORWE® OF THE 4RRAY 15 1,1.- 730 IF (R#C)/2=INT{{RHCI/2) THEM 850

13 FRINT "HERE WE BOD." A60 IF ALR,C) <> 0 THEN 850

20 DIH ad1z12) B0 IF RS2 = INT(R/2} HEW &30

T =0 P90 1P AUR-2,C0#AR=1,0=11+ALR-1,C41) = 100 THEN 850

40 FOR E=1 TO 12 8O0 IF ALR+2,C1+ATR+ 1, E-1 0 +A(R*1,C+1} =100 THER 850

50 FOR Ca1 TO 12 810 AR, Cle%0

&0 IF R/2=IMT(R/2) THEN 100 B20 G0TC 200

U IF C/2 = IRTLC/2) THER 100 B30 IF ﬂIE,E-IJ+ﬂ{E-I,E—1Jtﬁqﬁ+1,¢—1p=1na THEN 350

30 A[R,Cl=-50 B4 IF ALR,CHZIPACR-1,Co20481R41,C+1) <> 100 THEN 810

50 GOTD 110 B30 HEXT

100 &(R,Clag B4G WEXT R

190 MEXT & Ba&X IF E > 1 THEM 700

120 MEXT R BP0 ReINTORNDC1 #7143

130 IF W=1 THEN 200 HEO0 C=INTORMDO bur)+3

200 BOSUR 1000 281 IF R/Z=INT(R/2) THEW 28BS

210 PRINT *YDUR XOVE": BBZ IF CAZ=INTIC/2) THEN %04

220 [KPUT X, BAF GOTOD AF0

2310 IF X=INT(¥} THEN 2&0 B85 IF Cf2 > INTIC/2) THEN 900

240 PRINT "YOU REALLY DON“T WANT TO PUT & LINE THERE!!1|® 825 GOTO 87D

250 BATD 210 00 IF ACR,C)<> 0 THEN 870

240 IF (X=1)%iX=-7) » 0 THEH 240 10 ALR,CH=50

245 A=A+2 %20 SDTO 200

270 IF (Y=1)1#(Y=7} > 0 THEN 240 FI0 PRINT "DO YOU UANT TO PLAY a4GAIN (T{PE 1 FOR YES DR 2 FOR MD)";

271 Y=2v42 740 INFUT B

280 IF CXFYHEDS2 €3 IATOCX#YH10/F) THEN 240 50 IF B » 1 THEH 40

200 IF atK,Y) <> 0 THEM 240 950 END

J00 ACK, Y =50 1000 P=g

10 IF X/2 =INT(K/2) THER 380 1608 D=0

20 IF ALX-2,YHHALN=1,74104815-1,1-10 <> 150 THEM 350 1020 E=p

11 P 1030 FOR R=3 TO ¢

b ALX=1,¥F=1 1440 FOR C=3 7@ ¥

I50 IF AUX#2 VeACKH1, YHII0ACKH,1=11 <> 190 THEN 440 1050 IF ALR,C <3 O THEN togo

S8 ALK+, FI=1 1040 PRINT ne

3T doTe 200 1070 GOTO 1240

JB0 IF AOH, (=20 +ACKEL Y=104800-1,T=10 €3 150 THEN 410 1080 IF A{R,C) <> =50 THENW 11140

I ACK.T-1)=1 1990 PRINT * | =;

400 F=1 1000 BOTD 1240

A0 IF AOK Y+21R00+H1, Y21 04A0N-1,41) <3 150 THER §44 1100 IF ALR,CH (> =1 THEN 11440

420 ALK, YH1 )=t 1120 PRINT " ¢ v;

430 GOTE 206 1130 GOTO §170

440 IF P=1 THEN 200 P40 IF ACR,L) <> 1 THEN 1209

450 GDSUB 1000 1150 PRINT = H "3

440 PRINT "HY HDVE" 1170 I=D#ALR,C}

470 FOR k=4 TO tQ STEP 2 1180 E=E#1

460 FOR C=4 T0 10 STEP 2 1190 6ATD 1240

R90 IF AUR-1,CY+AUR®1  CHAIR, C=1 1 #A1R, C+1) <5 15¢ THEN &0 1200 IF R/Z = IHTIR/Z} THEN 1230

308 AfR, Ci=-1 1210 PRINT ™ - "

J19 IF ACR-1,C1 <+ ¢ THEK 550 1220 60T 1240

EEL..' A‘uR_1 r-[::"s':' 1230 PHIHT iy ll::

JI0 IF ATR=-3,0)+A0R=2,C-10440F-2,C+1) <> 150 THER 450 1240 WEXT [

540 LET AIR-2,C)=-1 1245 PRINT

230 IF ACE#1,C) <> 0 THEN 590 1250 MEXT R

F60 ALR+1,0) =50 1260 IF £ »=9 THEN 1280

A70 LF AUA+3, 00 4R R+2,0- | b4AIR#2, 0410 <2 150 THEN 450 12740 RETURN

80 RIRE2,Cha=1 1280 IF b » ¢ THEN 1410

280 IF ROE,C-10 <> 0 THEW 430 1290 PRINT *1 ugn"

&00 ALR,C-1)=50 1300 GOTD 930

Al [F AlRE,C-31+ATR-1,L-204A0R+1,042) <> 150 THEW 450 1319 PRINT "vOU WoMirm

420 ALR,C-2)e-q 1120 GOTO 930

&30 IF ACR,C+1) <> O THEN 450 1400 ERD

40 A(R,C41)=59 2K

a7
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Convoy

CoMvOY
CREATIVE CONPUTING, WORRISTOUN, NEU JERSEY

INSTRUCTIONS? YES

THIS WAVAL WaAR CRHE IS PLAYED ON & 10 BY 10 MATRIX

YOU ARE THE SUB: THE COMPUTER 1S A CARGD SHIP AND ITS TuO

DESTROYERS. THE SHIP STARTS IM SOUARE 100 AND RAMDOHLY MOVES

T0 SOUARE 1, WOVINE 0,1,2,0R 3 SOUARES AT 4 TINE.

ONE OF THE SHIP-S DESTROYERS STARTS AT SOUARE 78 AND HOVES

RAMDOMLY 0,1,2 DR 3 SQUARES AT # TINE SEARCHING FOR THE SUB.

THE OTHER DESTROYER STATS WITHIN ONE SQUARE OF THE SHIP AS

AN ESCORT. THE SUB STARTS IN SOUARE 12, CAW MOVE UF,DOUM,

LEFT OF RIGHT 1 SQUARE AT & TINE, 2 WOVES PER TURN,AND IT

HAS TORPEDDES WHICH IT CAM FIRE 1 AT & TIME IM ANY STRAIGHT

LINE. AFTER EACH SUR MOVE, THE PERISCOPE WILL SEARCH

EACH ADJACEMT SGUARE FOR THE SHIP. ALSO RANBOM RECOMNAISANCE

REPORTS WILL BE MADE. THE SEQUENCE OF PLAY 1S5:

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 cargo 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 at atime
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.

1 SHIF AMD DESTROYERS NOVE
2 YOUR MOVE
3 YOU CaM FIRE & TORPEDO
4 PERLSCOFE SERRCH
S YOUE MOVE AGAIM
AND BACK TO 1

THE SUB WINS IF 1T SUCCEEDS IN WITTING THE SHIF UITHIN 4
TORPEDOES WITHOUT MOVING TO A SOUARE OCCUPIED BY A DESTROYER.

T0 “FIREY" AMSWER:MO,L,R,U,D,LU,LD,RU,DR,RD.
“L =LEFT, "R*=RIGHT, "0’ =UF, "I -=DOUN, “LU"=LEFT UP, “RU"=RIGHT
UP, Ok “RB =RIGHTOOUN

WILL TOU MEED & BOARDT YES

t 2 Y 4 5 & 72 @8 ' 10 LIST
11 12 13 14 15 14 17 1@ 17 20
11 27 21 34025 2 27 1@ O W
1 032 33 34 35 & 3 3@ 37 A0
A1 42 A3 44 A5 4s 47 aB 49 5D

G0 PRINT TAF(I3)“COHVOY*®
90 PRINT TABCIS)"CREATIVE COMPUTING, MORRISTOUN, MEV JERSEY®
Ted PEINT “INSTRUCTIONS®;

51 52 53 54 55 S 57 5B 5% 40 :;: i:’gltg;ﬂ B

E1 &2 A3 &4 85 45 &7 68 4% 70 £

¥ 77 I M4 S 76 77 7B 7Y BO 130 PRINT "THIS WAVAL UAR GAME 15 PLAYED ON A 10 BY 10 MATRIX®

§1 B2 B3 B4 BS &5 87 BE BF T0 140 FPRINT®TDU ARE THE SUB; THE CONPUTER IS A CARGD SHIP AND ITS TuO"

145 PRINT"DESTROYERS. THE SHIF STARTS IN SQUARE 100 AND RANBOMLY MOVES®
150 PRINT"TO SQUARE 1, NOVING ©0,1,2,0R 3 SQUARES AT A TIME."

155 PRINT"OME OF THE SHIP“5 DESTROYERS STARTS AT SOUARE 78 aND MOVES-
160 PRINT*RANDONLY 0,1, OR I SRUARES AT A TIME SEARCHING FOR THE SUB."
165 PRINT®THE OTHER DESTROYER STAYS WITHIN OME SQUARE OF THE SHIP AS™
164 PRINT®AN ESCORT. THE SUB ST&RTS [N SOUARE 12, CAN WOVE UP,DOUN, #
167 PRINT"LEFT DR RIGHT 1 SQUARE AT A TIME, 2 HDVES PER TURM,AHEP IT -
1¥0 PRINT"HAS TORPEDDES UMICH IT CAM FIRE 1 AT & TIME IN &MY STRAIGHT®

1 92 §3 %4 TS P& §7 B % 100
DESTROYER HAS MOVED
SHIF ROVED

BUE I5 MOU a&T t2
DESTROYER LAST SIGHTED AT 7E

SUB“S MOVE? 13 200 PRINT"LINE. AFTER EACH SUF WOVE, THE PERISCOPE WILL SEARCH"
SUB‘S HOVE? 14 210 PRINT"EACH ADJACENT SQUARE FOR THE SHIF. ALSD RAMBOM RECONNAISANCE®
220 PRINT"REPORTS WILL BE MADE. THE SEQUENCE OF PLAY 15:"
230 PRINT
Sk AT 14 BUE IS5 NOW AT 18 ]
SHIP LAST SEEN AT 100 DESTROYER LAST SIGHTED AT 78 240 PRINT®1 SHIP AND DESTROYERS WOVE
FIRE? MO SUB’S WOVET 28 245 PRINT®2 YOUR HOVE
SUB’S NOVEY 18 250 PRINT*3 YOU CAN FIRE A TORPEDO®
UP PERISCOPE DESTROTER HAS WOVED 270 PRINT"4 PERISCOPE SEARCH"
SHIF WOT IN SIGHT SHIP MOVED 273 PRINT®Y YOUR MOVE AGAIN"
280 PRINT* AKD BACK 7O 1™
281 PRINT
: 7 SUB 15 MOW AT 38
o L DESTROYER LAST SIGHTED AT 78 283 PRINT® THE SUB WINS IF IT SUCCEEDS IN MITTING THE SHIF UITHIN 4 »
SUE IS5 NOU AT 14 SUB“S NOVE? 48 285 PRINT*TORPEDOES WITHOUT HOVING TO & SQUARE OCCUFIED BY & DESTROYER. "
‘ 286 PRINT
DESTROYER LAST SIGHTEL AT 78 SUB‘S WOVE? 38
555,3 HOVET 15 287 PRINT®TO “FIRE?* ANSWER:NO,L,R,U,B,LU,LD,RU,OR,RD."
SUB‘S NOVET 14 SlUB AT 5B 2BE PRINT®“L“wLEFT, R“=RIGHT, U~ =UP,"D“=DOWN, “LU"=LEFT UF, RU’=FIGHT *
DESTROTER HAS MOVED SHIF LAST SEEM aT BB 28% PRINT®UF,OR “RE‘=RIGHTDOUN"
SHIP MOVED FIRE? MO 290 PRINT
300 PRINT"WILL YOU WEED & BOARDY:
SUB IS MOW AT 14 UP PERISCOPE 310 INPUT B8 -
DESTROTER LAST SIGHTED a7 78 SHIP HOT IM SIGHT 320 IF Bs="H0" THEW 420
SUB’S HOVE? 17 330 PRINT
SUE*S WOVE? 18 RECDN. SHOWS SHIP AT 87 340 PRINT
350 PRINT® 1 2 3 4 5 & 10
350 FOR 1=1 T0%
SUR AT 18 Sub 1S MOW AT 58
SHIP LAST SEEN AT 99 DESTROYER LAST SIGHIED #T 78 370 FOR J=1 1D 10
FIRE? MD SUE“S WOVET 57 380 PRINTI®104+J;
DESTROYER CLOSING IN AT &é 3?: HEIT'J
UP PERISCOPE SUB‘S WOVE? 5& 400 PRIN
SHIF NOT IN SIGHT DESTROTER CLCSING IN AT 66 A R R
DESTROVER HAS HOVED :i: :l$:T=FR1hT
| ]

RECTN. SHOUS SHIF AT 8B

SHIF HODVED

38



40 =4 1370 P1=-% 2270 @070 2300

450 S=100 1380 BOTO 1400 2280 FRIMT"DESTROYER EDIRECTLY QOWER HEAD™
Ay C=78 1380 P1=11 2X20 GOTD 2840

480 L2=78 1400 Di=0 23060 C2=C

450 L=100 1410 Di=D1+4P1 2310 C3=1

500 IF Ce==100 THEN 550 1420 PRINT D1; 2320 IF Y=0 THEH 2340

310 GBTOD 27840 1430 IF D=8 THEN1SO0O 2330 BETRRH

920 Y3i=d 1440 TF Di=C THEN 1320 2340 FRINT

330 Hi=0 1450 IF DI<11 THEM 1400 2350 PRINT"SUB IS HOW AT ";D

40 BOTOSHEO 1480 IF D190 THEW 1440 2360 IF ©3=1 THEN 2?3%0

S50 Hi=d 1470 IF M=10=INT{R1. 10} THEN 1540 3370 IF Ce=100 THEM 370

340 IF 5=2 THEM 1230 1480 IF M=1+{10eIKT{D1 100} THEH 1580 2380 PRINTDESTROYER LAST SIGHTED AT *;C2
<0 13=1 1450 007TO 1410 2350 D2=0

S80 IF S=3 THEW 1230 13500 PRINTHER-BOON! CARGD SHIP DESTROYED!™ 2400 PRINT™SUB‘S MOVE=

%0 IF S5=11 THEW 1230 1502 PRINT"YOU LIN" 40 ¥=1

80 IF 5=12 THEN 12340 1504 @=1 2420 IMPUT X

10 IF S=21 THER 1238 1510 50TD 2750 5430 IF X=D THEN 2540

£20 X=RWDLT) 1520 PRINT"UHANDY1, DESTROYER SUWEK." 2440 IF X2 THEH 2540

530 IF X>x.4 THER 4% 1330 C==100 20450 IF X»100 THEN 2440

d40 IF N».2 THER 710 1340 T=T-1 2080 IF X=IRT{X)} THEN 248¢

530 IF X».03 THEM 470 1550 BOTD 1710 2470 6OTH 2540

40 GOTOD 1020 15360 IF D=10=INT{D 10} THEN 410 Z480 IF X=D+1 THEW 23530

70 Bt=0 1570 BOTO 1480 2490 IF X=D-1 THEMN 2550

480 BOTD 724 1580 IF D=1+{10*INT(D10)) THER T410 2500 IF X=D+10 THEN 25&0

70 512 1979 G0TD 14B0 2310 IF X=D0-10 THER X340

a0 G0TOD 2240 1600 IF D>10 THEN 1480 2520 GOTD 24840

10 81=1 1410 IF D<2 THEW 1480 2530 IF Dei0#INT{D/100) THEN 2440
F0 X=RNDBL1) 1620 IF DIX% THEN 1480 2340 GOTD 2540

FI0 IF X<£.75 THEN F&0 1430 GOTO 1410 2398 IF X=10=IRT (X0 THEN 2440
k0 F1E] 1540 IF D<¥1 THEN 1480 2548 B=Y

A0 GOTD 83 16800 IF Di<92 THEN 1&B0 2370 BOSHE 1740

il P1==1 14860 IF Di>9% THEHM 1480 2580 IF b2=1 THEW 2410

P70 GOTO 830 1470 EOTD 1410 2590 BI=i

J00 IF S=10=IMT{S/10) THEN B20 1680 T=T-1 800 GOTE 2400

706 GOTD B&D 1690 FRINTVHISS" 2810 IF X1=0 THEN 3040

gig [F S=i+(10=[NTIS/10}) THEN 820 1700 IF T=0 THEH 2740 2420 IF C=-100 THEMN 530

310 GOTD B&D 1710 FRINT T;"TORPEDDES LEFT™ 2430 GOTOD 2780

B Pi=Pis{-=1) 1720 5070 1100 2540 PRINT™CAN-T ROY

B8 AZ=P1&{{IMT {2 (RMD0T }) G140} 173¢ PRIMT 24650 GETO 2400

B4 IF HZ=1 THEN 780 1740 Y=0 FE40 X@RRDT1)

B0 IF W2=-1 THEN 800 1750 PRINT"UP FERISCOPE" 2470 IF X<.8 THEN 2700

Had IF Hi=HZ#{-1) THEW B20 1760 Y3=0 2480 PRIMT®DEFTH CHARBGE JUST BAISSEDH™
g CleB+N2 1770 IF 5=D THEH 1930 2470 0OTD 2300

HEe IF Ci1=1 THEN 1230 1780 IF S=D-1 THEM 1930 2700 FEINT"VARDOM!'SUE DEPTH CHARGED!™
B0 IF Ci=D THENW 2720 1790 IF S=D+1 THEM 1%30 2H0 BOTD 2750

70 IF C1=C THEN B20 1800 IF S=D=10 THEN 1930 2720 PRINT*"SHIF NOW OVERHEAD"
e LF Ci<1 THEW B20 1810 IF S=D+10 THEW 1910 2730 GOTD S50

720 IF C1>10Q@ THEN 820 1820 IF 5=0-% THEM 1%¥30 2740 PRINT"ANND DEFLETED®

2316 Hi=N2 1830 IF S5=0+% THEM 1930 2750 PRINT

740 §=(1 1640 IF S=0-11 THER 1930 2751 IF 0=0 THEN 2754

D50 Co=5+0 (INT{2+RND (1) )+ (-2} )41 1+ ( {IHT424RNDC1 ) 1#90+1) 1850 IF S=D+11 THEN 1930 2752 R1=01+1

740 IF C&<Z TREN 750 1840 IF ¥=1 THEW 1940 2753 BOTOD 2735

g 70 IF CA>100 THER 930 1870 PRINT"SHIF MOT IN SIGHT" IRA O3={02+1

FH0 IF Cé= D THEN 2700 1880 X=RHDL1) 2755 PEINT™SCORE: COMPUTER"™ROZZ"™- SUE™ ;01
¥90 IF 51=1 THER &70 1890 IF N<{.35 THEH 1940 2756 PRINT

fobd IF 51=2 THEW 710 1700 PRINT 3757 =0

1616 L3=0 1910 PRINT"RECON. SHOWS *; 2740 PRINT® NEW  GANE";
i020 PRINT"SHIP HOVED" 1920 YI==| 2741 THPUT e

16308 IF Y¥3=0 THEN 1040 1730 PRINTYSHIF AT "5 2HaF IF WS="HOD" THEM 3080

1040 K1=0 1940 Yd=¥2+1 2770 DETD 424

f050 HOTD 2340 1950 L=5 2780 Hi=0

1o&kd PRIRT 1940 IF C=B THENR 2280 2780 5=

170 Xi=1 19720 IF C&=D THEM 2700 2E00 Y=RADE]

10E0 PRIWT"SUB AT":D 1780 IF C=b+1 THEM Z240 2810 IF X<.& THEM 28B40

1e70 PRINT"SHIP LAST SEEM AT";L 1990 IF Cé=D+1 THER 2240 2820 F1=1

1100 PRINT"FIRE"S 2000 IF C=D-1 THEH 2240 2830 GOTO 2850

1110 IHPUT A% 2010 IF Ca=D-1 THEW 2244 2040 Plu=1

1120 IF AS="N0" THEN 1730 2020 IF C=DI+¥ THER 2240 SRS HI=(Pi#d{INTI{T+END{T ) 1491+
1130 IF A%="L" THER 1250 2030 IF Ca=D+7 THEHW 2240 2840 IF H2=1 THEW 3000

1140 IF A%="R" THEW 12/ ] 2040 IF L=0=-% THER Z22&0 2870 IF H2==1 THEW 1020

1130 IF A%="U" THENW 1270 2050 IF Ca=D-% THEN 2240 TER0 IF Ml1=M2%(=1) THEH 3J040
1148 IF A8="D" THEM 1310 2040 IF CeB#1d THEN 2240 2890 Ci=C+K2

1180 IF A%="LU™ THEN 1330 2070 IF Cé=D+10 THEW 2240 2900 IF Ci=0 THEW 2700

185 IF A%="LD™ THEN 1354 2680 IF C=B-16 THEW 2240 2910 IF Ci=8 THEN 3040

1190 IF A%="RU" THEW 130 2090 IF Ca=D=10 THEN 2240 2990 IF C1<2 THEW 3040

[ 200 IF A%="RI" THEN 13¥0 Zi00 IF C=D+11 THEN 2240 25830 IF Cix106 THEN 3040

210 PRINT™#&NS: WO,L.R,U,D,LU,LD,.RU,0R RO™ 2110 IF Ca&=D+11 THEH 2240 2940 Hi=K2

1220 BOTA 1100 2120 IF C=B=11 THEN 2240 2950 C=C1

| 230 FRINT“SHIF-S IN FPORT™ 2130 IF Cé=D0-11 THEW 2240 2940 IF S1=1 THEN 550

| 240 GOTOD 2750 2140 IF L=D+2 THEM 2240 970 51=1

| 250 P1=-) 2150 IF Ceb-2 THEN 2140 2980 PRINTHDESTROYER HAS HOWVEERY
| 240 GOTE 1400 2140 IF C=D+20 THEN Z2&% 2990 GATO 2800

270 P1=1 2120 IF L=0-20 THEW 2240 Jo00 IF C=10«IHT{CS10)} THEH 3040
| 280 GOTO 1404 210 IF Cu-100 THEN 2320 Jed GOTD 2886

1290 P1==10 2190 IF ¥=1 THER 2330 J020 IF C=t+{10=INTIESE 00} THEH 3040
300 GOTD 1400 2200 X=RHD{1} 1030 BOTD 2884

318 F1=10 2210 IF X<.4 THEN 2324 Z040 FizPiel=j}

320 GOTD 1400 2220 PRINT"RECON. PLAME SPOTS TIR CAM AT";C 3050 GOTO 2850

1 330 P1s-11 2230 BOTD 230 3040 IF T2=0 THEH 1040

348 GOTO 1400 2240 PREIKT"ESCORT WERY MEARE" J070 GOTH 520

1350 Fi=9 2250 BOTD 2320 3080 END

| 360 GOTOD 1400 240 PRINT"DESTRDYER CLOSTIMG IN AT*:L Nk



CORRAL is a game program inspired
by Harry (short for Aragon}, a hurlse
acquired in a rash moment of in-
dulgence for a teen-age daughter.
Harry, in his own inimitable style,
taught us much aboutthe care, feeding
and psychology of the equine species.
Some of that hard-won psychology has
found its way into CORRAL, which is a
one-dimensional simulation of the two-
(and almost three-) dimensional
problem of catching Harry for anything
other than food. The main reason for
confining Harry's alter ego in the
computer to only one dimension is
simply to conserve paper on hard-copy
tarminals. Even so, the presentation is
very effective on a video display unit.

The corral itself is bounded by a pair
of siderails represented by upper-case
| characters separated by 21 spaces.
The cowboy C always enters beside the
leftmost rail while the horse H is
happily mooching somewhere
hetween positions 10 and 18 with abias
towards the right. This bias and the
various other behavioral peculiarities
of the horse are governed by two data
matrices (statements 90 and 100)
which may be altered to vary the
beast's temperament from wild to
docile depending on the data distribu-
tion.

If the horse bolts, a check is made
(line 450) to ensure that it does not
reach a position less than one space
away from the cowboy. Occasionally,
the horse bolts to a position more
advantageous to the cowboy, just asin
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 half the separation in any one
move except when adjacent to the
horse, of course!

The probability that the horse may
kick when the cowboy moves close is
set by the IF statement at line 500. 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 depar-
ture 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

M

program allows a maximum of 100
moves before relegating the luckless
cowboy to cookhouse chores.

Computer freaks with multi-color
graphics will no doubt be dissatistied
with such prosaic symbolsasHand 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 vyetl)
should not be too difficult to achieve.

Program and description are by
Colin Keay.

CORRAL

CREATIVE COMPUTIMG
HORRISTOUN, NEU JERSEY

TOU ARE THE COWROY.

GO CATCH YOUR HORSE IM THE CORRAL!

DO YOU WANT FULL INSTRUCTIONST? YES

YOU MOVE TOWARD YOUR WORSE 1| TO 5 STEPS AT A& TIME.
IF YOU MORE THAN HALVE THE SEPERATION MWE WILL BOLT!
HE HAY ALS0 BOLT UHEW HE I5 CLOSE TO THE RAIL

WHEM YOU COME WITHIM 2 STEPS ME MAY KICK.

S0 LOOKQUT!!

AFTER **" TYPE IM DIGIT FRON 1 TO 5 FOR COUBOY-S HEXT HOVE

¥

ol B S B LW G L e = o

Bl ded Gl Lo Cad Pl B Bk B RS EY RN FRD RS RS —5 —F S =2 & oA —E oA = A
e Gnl R =k D a0 OO e OR LR e G Py e D WD 00 S O LW e el B == D
i bk Bl b Bl Bt B B A P P AR P P e P g ey mem e g s e e e e R g o e b Bl e

YIPPEE!!

H l 13
L 13
C HI T2
C Hl ' 2
C K1 LR
H L [ BOLTED Tt
H c I i
H C l L |
C I T2
s I LI |
C I T
L [ L
I T
I T1
I L
H I BOLTED T1
H I T2
H I T2
c H I T2
C H I T1
C H I i
W I T1
c LI T
H C I BOLTED T2
H C I T1
H C I 11
HC 1 T
HC I T
C 1 T2
| T1
l LI |
H l BOLTED r3
H l T
£ H 1 T3
CH 1 L |

1

NOW 5SEE IF YOU CAM CATCH HIN TM FEWER HOVES

ANOTHER RCUNDUPT MO THANKS
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AROTHER ROUNDHUPY YES LIST
1 FRINT TAB(24);"CORRAL™

L] Ic ] I 5 2 PRINT TAB(20):*CREATIVE CONPETIMNG®
1 [ C H 1 15 3 PRINT TAB(18);"HORRISTOUN, MEW JERSEY™

2 [ C RI Ty 4 PRINTZPRINT:PRINT

3 1 C HI . 10 DIN AC21)

1 1 H t 1 BOLTER T3 40 BIN 502,%)

5 I H C I 72 50 FOR I=1 TD 2:FOR J=0 TO ¢

é I H L I T3 55 READ 5(I,J):MEXT J:MEXT I

7 I H c I 7 3 &0 DATA 0,1,2,3,3,2,2,1,0,-1

B I H C I T2 70 DATA 1,2,3,4,5,4,3,2,1,0

¥ I H C I 71 100 PRINT " YOO &RE THE COWBOY. 60 CATCH YOUR HORSE IN THE CORRALI™
10 IHEC 1 F 1 110 IRFUT "DD YOU UANT FULL INSTRUCTIOWS™;Fs

11 I ¢ H I BOLTED T3 120 IF LEFTS(F$,1)="N" GOTO 190

12 I C H I T2 130 PRINT "YOU HOVE TAWARD YOUR WORSE | TO 5 STEPS AT & TIME.*
13 I L H I 71 TAD PRINT “IF YOU HORE THAM HALVE THE SEPERATION HE WILL BOLTI®
14 I L H I T2 130 PRINT "HE WAY ALSD BOLT UMEN HE IS CLOSE TO THE RAIL®
15 I C H I ¥ 2 140 PRINT “VHEN YOU COME WITHIN 2 STEPS HE WAY KICK. SO0 LODKOUTYI™
14 I L H I 1 180 PRINT

17 I c B I T2 190 PRINT “AFTER “¥* TYPE IN DIGIT FROM 1 TO0 5 FOR COUBDY'S NEYT HOVE
18 I C HI 71 200 C=1al=1:zK=0:Nw0 H=0:-C05U8 BOO

19 I H ¢ I BOLTED 71 220 IF R>5 THEN Q=-p

20 I H 1 732 235 Ha13+0:605U% 810

3| 1 C H 1 KICKED 230 T=2+P:PRINT

72 I C HI 60 By= "

23 I C HI 10 FOR J=1 TO 21:A{V=32:NEXT J

24 I » Hi I ALC)=ETsaiHI=72

25 I C HI ¥ 3 330 PRINT M,"1*;

T4 1 L HI T 1 333 FOR J=1 TG 21:PRINT CHRS(A(J});zNEXT J

27 I H A | BOLTED T3 337 FRINT "I",BY;

rl] I H C I t 2 370 X=ABS{H-C);L=SGNCH=-C}

% I H C I 72 380 K=M+1¢IF ¥30 BOTD &40

10 I H L I 71 390 IF W>100 THEM 980

n I Hoc I 72 375 IRFUT B

32 I H C I 71 400 IF D>0 AND B<4 GOTD 450

13 I L W I HICKED 420 FRINT "ILLEGAL WOVE. TRY AGAIN",::80TD 390

34 I [ H I 430 E=C+LeD:IF E <1 OR E>21 THEN 420

5 I C H I 4560 C=E:G0D508 BOO

34 I £ H I L 310 G=P:H=H+L+G:BOSUE 810

7 I C ol 3 30 IF H<2eD 4MD B 1 BOTO 570

18 I H L I BOLTER Yz G40 IF H>1 AND H<20 THEN &00

7 1 ] C I T2 945 GOSUE 8OO

0 I H C I T 550 IF R>2 BOTO 400

41 I C H I KICKED 955 IF X>7 BOTO 300

§2 I C (] I 370 G=F+24P tH=H-L#+G3L=~L:B0SUE 810

i3 I L [ I T3 580 IF ARS(H-C)»>1 THEW 590

a4 I C H 1 T2 585 H=H-ZelL:GOSUR 810

5 I C H I 72 590 Py="BOLTED “:BATD 310

44 I C K1 71 400 IF ABS{H-C}>2 BOTH 300

47 I [ | T 405 GOSUB BOO

45 I K C 1 KICKER &10 IF R>3 BOTOD 700

A7 I H C 1 &15 BOSUR 20D

50 I [ C 1 A20 K=P+2rM=M+1:H=H=-59L:6OSUB B10

51 I H c 1 &30 B¥="KICKED":GOTO 310

52 IH ¢ 1 TS &40 [F K>T GOTO %00

53 IH c 1 T8 &30 K=E-1:PRINT:DOSUE BOO

54 IH C I ¥ 2 &70 H=H+L®(P+1) ;60508 810:00T0 300

55 Ih ¢ 1 1 700 IF H=C THEW %30

5é I ¢ H 1 BOLTED 15 705 GOTO 300

57 I C H 1 T2 B00 R=INTU1O0eRND(T})zP=501,R):0=5(2, k) ;RETURN

58 I L H I T 810 IF HST THEW H=i

5% I C H I T2 B20 IF H>21 THEM H=21

&0 I H C I BOLTED T2 B30 RETURN

ILLEGAL WOVE. TRY AGAIN ¥ 32 700 FRINT:PRINT “THOSE KICKS LAMDED YOU IN THE MOSPITAL!™
&1 I H C I 71 10 PRINT * BET WELL SOON1I*:80TD %40

62 I H C I 72 P30 FOR J=1 TO 21:A{J)=32:NEXT Je#(C}=35

43 I ¢ 1 T2 40 PRINT ,“I%;

44 I C I 3 F43 FOR J=1 T@ 21:PRINT CHRICACI));zHEXT J

&5 I ¢ fl I BOLTED 12 47 PRINT *I®

44 I (5 H I 71 Y30 PRINT:PRINT “YIPPEE!! NOM SEE IF YOU CAM CATCH HIMN IN FEUER HOVES®
&7 1 L H I 72 540 INPUT "AMOTHER ROUNDUP™;F3%

58 I £ H I T2 970 IF LEFTS{F$_1)="y" THEN 200

&% 1 H C I KICKED 975 GOTD 999

THOSE KICKS LANDED YOU IN THE HOSPITAL! FE0 PRINT:PRINT “EMDUSH!Y YOU‘D DO BETTER AS CANP COOE!*:G0TO $40
GET WELL SODON|! 999 END
AROTHER ROUNDUF? MO ok
Tk
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Countdown

The program Countdown is based on Jri i i
the program Guess in which the CEEATIVE CORPYUTING
computer chooses a random number HORRISTOUN, WEU JERSEY

and then gives you clues whether you
are too high or too low until you finally

get the number. In Countdown, the YOU HAYE ACTIVATED THE SELF-DESTRUCT MECHAMISA IN THIS SCHOOL.
program adds a little interest to this LF 70U UISH, YOU MAY STOP THE MECHAWISH.
guessing game by giving you a certain T0 D0 S0, JUST TYPE 1IN THE CORRECT WUMBER,
; WHICH WILL STOP THE COUNT-DOUM.
number of tries to get the mystery FLEASE HURKY!! THERE IS ND TIME 190 UASTE' 12111
number between one and ten before WHAT-LL IT BE? 0

your schoolbuilding explodes. Using a

good guessing strategy should allow CORRECT: ! !!

FHE COUNTOIUN HAS STOFFED.

you to get any number in four or fewer YOU HWAVED SAVED THE SCHOOL
tries. If you take more than four tries, (HAVE YOU SEEM YDUR SHRINK LATELY 7
the building goes “boom."” To add a ok

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 45

from 4 to 3. ] i COUHT DOUN
Gﬂuntdﬂwn was written h‘}" Mark CREATIVE COKPYTING

Chambers. HORRISTOWN, WEW JERSEY

LIST

1 FRINT TaB:24) r"COUNT A" TOW HAVE ACTIVATEDR THE SELF-DESTRUCT HECHAWNISHA I& THIS SCHOOL.

2 PRINT TAE(20):"CEEATIVE CORPUTING" IF ¥O0UW WISH, YOU MaY STOF THE RECHAMISH.

3 PRINT TAER{TIBI:"MORRESTOMM, MEW JERSEY® TR D 50, JUST TYFE IN THE CORRECT MUMEER,

4 PRINT:PRINTZFRINT WHICH UILL STOF THE COUNT=-DOUN,

5 A=THT{EHD{13%100 . FLEASE HURRY!® THERE 15 #0 TIRE Y0 WASTE!t11EEd

& Tep WHAT-LL IT BE® ¢

7 H=0 :

15 PRIMT “Y0U HAVE ACTEVATED THE SELF-DESTRUCT RECHANISE " ro0 SmALL!IIE!

0 PRIMT “IK THES JCHOOL." YOUR WUMBER DOES NOT COAPUTE !

29 PRINT “IF YOU WISH, Y00 HaY STOF THE HECHAMISH." PLEASE TRY AGAIMEITI

27 PEIAT "TO DO SO, JUST TYPE IN THE CORRECT MINBER, " WHAT-LL IY BE? 1

A5 PRINT "WHICH WILL STOF THE COUWMT=BOLH."

47 PEIMT "PLEASE HURRY'! THERE IS MO TIME TO WASTE'!!1RilRw TO0 SHALL!'Yt Y

44 PREIHT "WHAT-LL ET BE“;sIHPUT X:PRINT TOUR MUHEER DODES oOT COHAFUTE!!

45 [F T=d4 THENW %8 FLEASE TRY AGHIWII1I

47 GOTOD 200 TIHE GROWS SHORT, FLEASE HURRY!®1itrin

50 REH UHATLL IT BEY 2

F5 PRINT "YOUR MUMEER DOES #OT COMPUTE!A®

B0 FEINT "FLEASE TRY AGAIMII 0 T=T#] TOD SHALL!MYOLY

81 IF T=2 THENW 74 TOURE NUMBER DOES WOT CORFUTE!

g IF T=3 THEN 103 FLEASE TEY mGaImMiiie

B3 GOTO 44 HURRY, THE COUNT-DOUN IS APPAOACHING JERGI 11 riniwi

#% FRINT "CORRECT! ! v™:LET HW=3 WHATLL IT BE® 3

¢ FRINT "THE COUMTDOWM H&S STOFFEDR."

FF PFRINT "YO0U HAVED SAVED THE SCHOOL!™ THD SHALLEO!IE

93 PRINT ~{HAVE ¥0Y SEEW YOUR SHRIWE LATELY 71" TOHUR WUMBER DOES NOT COMPUTER!

T4 LET T=10 FLEASE TEY aGalsired

o5 GOTO Yado WHAT-LL IT BE? 4

P4 PRINT "TIME GEOUS SHORT, PLEASE HURERYIDl®viwEn

97 DOTO 44

98 PRINT:PRINT:FRINT:PRINT

99 PRINT TAB(32);"TO0 LATE™

100 PRINT:PRINTEPRINTIPRINT TABCIZN;™% #4e2 /©

101 PEIMT TAB{30};"=- BOCH --" TOD LATE
102 PRINT TAB{3I202"/ #xds \"

103 PRIRT:PRINT:PRINT

104 GOTO 1000

105 FRINT "HURRY, THE COUNT-DOUN IS APPRODACHING ZERG!!!ritibid W EEES
110 G0TO 44 == BOOH ==
200 IF X<& THEN PRINT "TO0 SHALL''RIT®:G0TO 59 doemE

210 IF XA THEN PRINT “TO0 BIGY!!!1":GQTO S0

225 IF X¥=A THEH 83

1000 END

]} Ok
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Cup is a cute little game in which a
cup is located thirty lines down the
paper of your terminal or thirty lines
down on your video display screen and
a random number of spaces from one
to sixty to the right of the |left margin.
The pull of gravity varies from one to
ten lines per second per second. You
are then asked in this program what
push you would like to give the ball
from left to right across the paper in
spaces per second. The program then
traces the path of the ball from the |eft
margin of the paper as itfalls down and

hopefully into the cup.

A knowledge of physics is helpful if
you wish to get the ball in the cup on
the first try. However, you can diddle
with it by trial and error and generally
hit the cup on your fourth or fifth try.

Cup was written by Jonathan

Freidin.

ChpP
CREATIVE CORPUTING
HORRISTOUN , WEU JERSEY

THE CUP 15 30 LIRES DOUN aME 33 SPACES OVER.

THE PUOLL OF BRAVITY IS & LIKWES/SECOMD/SECOND.
UHAT IS THE PUSH YOU WUOERLE LIKE TO GIME THE BALL

ACROSSE THE PRPER (IW SPACES/SECONDIT B

THE RESULTS MAY TAHE ANYWHERE BETUEEN 30 AND ¥0 SECONDS.

YOU WISSED® TRY AGAIN.

L E

k¥

LIS
1F
2P
IF
4 P
1

38

40

af

&

i

ab

7

108
114
130
130
140
130
T&b
170
180
190
200
210
230
230
240
250
240
2M
280
290
300
310
320
A3
333
337
34f
345
340
343
4
380
I
400
410
20
430
440
450
450
41
488
K90
500
5140
320
330
S40
=L
=111}
570
580
Ire
500
&1
620
&30
i1}

A%

1
RINT TAR{27)}}"CUP"
RINT TAB{20):"CREATIVE CONPUTING™
RINT TABLIS}:"RORRISTOMN, NEW JERSEY®
RINTePRINTIPRINT
DIN 5(30,80)
LET L=THTCSO#RND (1) )41
IF L=40 OR L=1 THEM 3%
LET GIRTUIQRRND (1)) 41
PRINT “THE CHP IS5 30 LINES DOUN AMB *IL:" SPACES OVER.*
PRINT *THE PHLL OF SRAVITY IS “;6:* LINES/SECOND/SECOND.”
PRINT "UMAT 15 THE PUSH TOU WOULD LIKE T0 GIVE THE BaLL"
PRINT "ACRDSS THE PAPER (1IN SPACES/SECOND)"!
IRPUT T
PRINT *THE RESULTS MAY TAME ANYUMERE BETUEEN 30 AMD 0 SECONDS.'
FOR St=1 70 30:FOR S2=1 T0 &0:5(51,52)=0:NEXT:HEXT
LET 5030,L)=5(30,L-1)=5{30,L+11=5{2%,L-1)=5(2%,L+1 =]
FOR I=1 TD S@R{40+B)/6 STEF .01
LET YeTwind
LET X=6/2872°2
IF X330.5 OR X<.5 OR Y>40.5 DR Y{.5 THEM 300
IF INT{X)=2% AND INT(Y}=L THEW 310
IF IMTL{X)i+1=29 aMBR INTCY)+1=L THENW 310
IF INT{X)=25 AND INTC(Y)=L=1 THEN 310
IF INTIX)+1=29 AMD IRT(Y}+1=L-1 THEW 310
IF INTIX)=2% AND INT(Y)sL+1 THEW 330
IF INT{X+1=29 AND INTT)+t=L+1 THEW 330
LET 5iX,¥)=2
FOR D=1 TD §
IF Y<& THEM 290
LET S{X,¥Y-Drud
HEET D
HEXT 2
BOTD I#d
LET =1
BOTD 3335
LET W=2
LET 5(2%,L)s2
BATO a5
LET Ued
LET P$=" 2=
LET S(30,L)=+z5(30,0-15=1:5(30,L+1)=1;
LET S(2%,L=13=135029,L+1 =1
FBR X=1 7O 30
FOR ¥X1=1 TD &0
IF SOY,%13<30 THEN 420
NEXT 1
BOTOD 509
FOR Y=1 TO &0
PRINT KIDS(PS S(X,T)+1,1);
IF X=29 OF X=30 THEN 490
IF Y=40 OR Y=1 THEW 490
IF ¥=1 DR Y=5% THEM 500
IF S(H,Y1=2 AHD StX,Y+1r=0 THEW 500

IF SEX,Y)=t AMD SCX, Y+#1)=0 AND S(X,¥+2i=0 THEN 500
NEXT Y

PRINT

HEXT X

FEINT

IF =1 THEM 570

IF 8= THEK 5%0

FEINT =YOU RISSER; TRY AGAIN.®
BOTO &0

FRINT "RIGHT IN1DO®

BOTO 500

FRINT "YOU ALA@ST DIDN-T MAKE IT, BUT IT BOLMWCED IN.*
FEIHT “B0 YOU WART TO PLAY AGAINT"

INPOT As

IF LEFT#{A%,1}="Y" THEH 30

Eup



Dealer x5

- - - -

In this game, you, the player, are given
£100 to start with. You then play five card
games loosely modeled on casino gam-
bling games, but with peculiar varia-
tions. The five games are well-explained
in the rules.

This game was writien by Thomas
Carey.

GLEL
DEALER”S CHDICE
CREATIVE COMPUTING
HOREISTOUM, HEW JERSEY

THIS PROBEAM WILL SIMULATE THE T.¥. SHOW, PEALER-S CHOICE.
YBU HRAVE $100 TD START WITH. ENJOY THE GAKE.

FOR THE FIKST GAME, WE WILL FLAY OW THE WHEEL OF CH#HCE .
THE DEJECT 15 SIMPLE. GUESS WHAT SUITE WILL APPEAR DN THE
WHEEL AMD YOU WILL BET PALD AT THOSE ODBS IF TOU ARE RIGHT,
THEY RRE AS FOLLOWS:

TepiaNONDS AT 11 TO 1 DDDA
J=HEARTS AT 3 TO 1 QDDS
YOu MAY BET UP TD $25. G000 LUCK!

4=CLUEE AT I TO 1 0DDS.

UEAT SUITE DO vOU WART? 1

LEMAT 15 THE BETY? 23

O.E. WOW THA&T YOURE BET IS IM, WE RILL SFIK
THE WHEEL, EOOD LUCK!

THE MHEEL IS5 ELOMING DOUM.

THE WHEEL I§ STOPPING.

THE SUITE 15

dEEE | WEAE

YOU WIM OH DIAMONDE

AT THE EMD OF PARRT 1, YOU HAVE % 375

THIS 15 THE GAME OF 1N BETMEEM. THE OFJECT 1St 5 CARDS WILL

BE DESLT OUT. IF AKY CARD IE LESE THAY & 3 Ok GREATER THAMN A

19, THE BAME IE OVER. TDU WAT BET UF TO %30. YOUR MOHEY
WILL BE DOUBLED EACH TIHE YOU ARE RIGHT. G000 LUCK!

MH&T IS THE BETT 40

#+4700 BET OVER THE HOUSE LIRIT #e

YHAT 15 THE BETY 30

ChED HUMBEE 1 1§ A 4

¥OU BRE STILL IM THE GAHE. YOU HAVE &0
STOF BR 807 &0

CARD HUMBER 2 15 &4 4

YOU ARE STILL I8 THE GARE. YOU HANWE 129
STOF CE GOT Gh

CAED MUMBER 2 IS & 7

YOU ARE STILL IN THE GAME. YOU HAVE 187
STOF O GOT STOF

¥ou UIH. &7 THE END OF PART 2, TOU HAVE ¥ 535

THIS IE THE GAAE OF BLACKJACH ¢DEALER-S CHOICE BTYLEZ

THE DBJECT IS TO BEAT THE DEALER WITH OVER 17 OR 21 OR
UNDER, YOU HAY BET UP TD $50. YOU RAY STOP UHEW YCU WIZH.
{F YOU HAKE BLACRJACEK, YOUR WOWEY IS DOUELED.

tf THE HOUSE DEALS DUT LESS THAR A TOTAL gf 17 14 & TRIES,
70U WILL EEEP THE HOMEY YOU BET. BRGDR v URK®

THE BE&LER WILL GET HIS CARDS FIRSI

»=5PADES AT T TO 1 ODEBE.

HERE 1 00

THE CHRE IS A 1

50 Fag: 1

THE CaRD 12 & 10

S0 Fak: 11

THE CARKD IS5 A 4

50 Fak: 17

I 5TOF. THE TOT&L FOR HE IS5 17
Wiy TOU &0

WHAT IS5 THE BETY 50

YOUR CARD IS5 & 5

G0 FAR THE TOTaL FOR YOU IS5 3

STOF DR GOY GO

YOUR CaRD 15 A 12

50 FAR THE TOTAL FOR YDU 15 17

ST0F OR GO STOP

WE ARE THE SAME S0 VE WILL PLAY RGAIN
THE DEALER MILL BET HKIE CARDS FIRST

HERE I &0

THE CARE IE & 11

50 FamR: 11

THE CARD IS & 9

g0 FaR: 29

I STOF. THE TOTAL FOR HE 15 20
HOW TOU @0

UHAT IS5 THE BETT 30

TRUR CARD 15 & 1

56 Fak THE TOTAL FOR Yoo i3 1
STOF OF o0% GO

YOUR CARD IS & 12

SB FaE THE TOTAL FOR TOU IS 13
ST0F OR 80T GO0

youR CaRD IS &4

g0 F&4R THE TOTaL FOR YOU IS 14
510F O GOY GO

Yok CARD I8 A 112

g0 Fak THE TOTAL FOR wYOU I8 2&
THE DEALER BEAT ¥OU. YDU LOSE
AT THE EMD OF FART 3, TOU HAME % 325

NOU UE ENTER THE LAST CHANCE ROUMD, IF YOU MAKE e Tl

$300 TOU WILL BE ABLE TO GO IHTO THE BONUS ROuUkD. THE
OFJECT 15 T GUESS 1KHTD WHICH CATEGDRY THE TOTAL OF 5 CARES
WILL ABD UF TO, THESE ARE THE CATEGORIES:

1e31-40 AT 1 TO 1 ODDOS
I=21-31 AT 3 TQ 1 ODRBS
GoOb LUCHIY

Zedy-50 AT 3 TC 1 0DDS
4=&-20 AT 20 TO 1 DDDS

AT THIS POINT I# THE GAME YOU HAVE % 323
WHAT CATEGORY DD YDU WAKTY 2

UHAT 15 THE BETT 23

THE CARDS ARE NOW BEING ABDED UF

Goap LUCE!

CARE MUHMBER 1 IS5 & 1

S0 Faky 8

CARD KiHBEER 2 IS5 & M
&0 Fake 19

CHRD HUMBER 3 IS A 8

50 Fak: 27

CERD MUBBER 4 ES5 A 7

S0 FAR: 34

CARD MUMBEE 5 IS a 10
50 Fak: %4

al THE END BE THE GAME YOU HAVE & GRAND TOTAL OF 3 #(H)
YOU ARE ELIGIBLE FOR THE BONUE ROUME.

ng ¥OU WAWT TO PLAY LT YES

THIS [5 THE BORUS ROUWD, IF YOU @ET & TOTAL aF 1,000
WITHOUT GETTIRG & SPADE IN THE ROLLS, YOU WILL BET

A BRAND BPEIZE OF §10,00490. DU HaY 3TOF AT AHYT POINT
DURTHE THE GAME. TOU WILL KEEP WHAT ¥DU HADE. GOOD LHCE|

THE BICE ARE ROLLIME

GO0 LUCK.

THE DICE BRE

werdSPATES 200 o »wd

TOTRL 200

YOu LOSE THE HOKEY FEGH THE LAST GHANCE

ROURD EUT YDU BTILL HAVE 4 GRAND TOTAL OF % 400
THIS 15 THE EWD DF THE GAME. T HOFE YOU EWJCTED IT.

Ad



LRUH
110
124
130
140
(&3
140
130
188
1%
200
210
220
230
240
230
260
270
280
%0
30G
a1
220
30
340
350
340
370
J&0
370
40
q80
420
430
430
450
4460
470
480
450
00
10
a0
a3
a4t
3l
=110
57
580
30
480
&10
&20
LETH
&40
&30
Gad
470
&80
70
e
A1
Fln
230
A0
Jal
F40
e
70
i)
Boo
a1t
8290
B30
B40
gao
gag
FR]

0730

He
ZHi
740
THD
720
730
740
730
T
2T
FR0
7

TO00 2V=01+21:PRINT “50 FAR THE TOTAL FOR ¥OU 1

FRINT TaB(21)7"MEALER'S CHOICE"

PRINT TABI20);"CREATIVE COHPUTING"

FRINT TABCDE);"MORRISTOUN, HEU JERSEY"

PRINT:zPRINTIPRINT

FRINT "THIS PROGRAM UILL SIMULATE THE T.¥. SHOU, DEALER‘S CHOICE.™
PRLNT "YOU HAVE $100 T0 START UITH. ENJOY THE GAHE.™:PRINT

a=10¢

PEINT “FOR THE FIRST GAME, UE WILL PLAY ON THE WHEEL OF CHAMCE."

FPRIAT "THE OBJELT IS SIMPLE. GUESS UNAT SUITE WILL APPEAR O THE"
FRINT "WHEEL aND YOU WILL GET PAED AT THOSE OIBS IF YOU ARE RIGHT."

PRINT “THEY ARE A% FOLLODWS:":FRINT

PRINT “t=DIAHONDE AT f1 TD 1 OBDS 2=5FA0ES AT 1 TD 1 08D8."
PRINT "3=HEARTS &7 3 T0 1 opos 4=CLUES AT 3 TO 1 QBEs.

BRINT *YOU #&Y BET UP TO $29. GO00D LUCK!=:PRINT
FEIRT "WHAT SUITE DO You UAMT™; s INPOT &

IF & > 4 0k & € 1 THEH 270

IF & <=4 THER 280 ,

FRINT "¢xsY0U PICKED A WROHG SUITE #++*:(070 240
PRIHT “"UHAT IS THE BET“;:IMPUT BE

IF B® > 25 DR BA <= 10 FHEN 310

IF B3 <= 25 THEN 370 :

FRINT "4+l BET OVER THE HOUSE LINITes":G0700 280
FEINT "D.K. NOW THAT TOUR BET 1% Iit, HE WILL SPIn"
FRINT “THE MMEEL, GOOF LUCK!™:FOR B1=1 TD 10+570:HEXT B
PRINT "THE WHEEL I5 SLOMING DOWN."

EOR B1=1 T4 72570:MELT HY:PRINT “THE UHEEL 15 STOPFING.™
FOR Bi=1 TO 4#570iNEXT Bi

PRINT "THE SUITE IS “:FOR Bi=1 TO 49570

HEXT EB1

I=INTUA#RND (10 #1 sPRINT "asbmn s 720 fsppn

IF I=p THEH 420

IF I <7 A THEH 470

DM 2 BOTO 430,440,450, 440

D=0+ 1 VEBE) sPRINT "YO0U 418 O DIARONDEY :GOTO0 480
Fsd+(1=BBF:PRINT “YDU WIN OM SPADES®eGOTN 480

=0+ (3=BB):PRINT "TOU WIK ON HEARTS" :@0TYU 480
O=0+(3#BB) sPRINT "YOU HIK OWN CLUBS*:G0TO 480
Q=0-(1+BE}:PRINT "TOU LOSE.™;HATO 430

PRINT "AT THE EHD DF PART 1, YOU HAVE $7:0

FOR P=1 TO SePRINTSMEXT P

FRINT "THIS IS THE GAME OF IN BETUEEM. THE OBJECT [§: 5 CARDS WILL®
PREINT "BE DEALT OUT. IF AHY CARD IS LESS THAM & 3 0F GREATER THaW A"

PRINT "10, THE GARE IS OVER. YOU MAY BET UP TO $30. YOUR HOHEY"
FRINT “"WILL BE DOUBLED ERCH TIME YOU AKE RIGHT. G000 LUCH!":PRINT
PRINT "WHAT IS THE BFET";:INPUT &

IF & » 30 THER PRINT “##+¥0li BET OUER THE HOUSE LINIT wwe=:pOTD S40

T=T4+0 2= INTC12#RNDLT b1 )

FRINT “ChRb HUMBER ";T:" IS5 & ";Z:B=R+{2%a1

IFZ 43 0R 2 > 19 IHEN &30

IF T=5 THEH4 &30

FEINT “YOU ARE STILL IN THE GAME. YOU HAVE H:

FRINT “STOF OR GD*;:INPUT A%:IF a%="GD" THEN 540

IF Ae="STOF" THER 459

b=0-#

FRIRT “YDU EDST. AT THE END OF PART 2, YDU HAVE $“:;0:G07T0 &40
PEINT “YOU WIN. AT THE EHD OF PA&RT 2, TOU HAVE 7 B+ zB=E4
FOR FPe1 TO SzPRINTINEXT P

PRIMT "THIS IS THE GAME OF BLACKJACK <DEALER-S CHOICE STYLE>®
PRINT "THE DBJECT IS TO BEAT THE DEALER WITH OVER 17 OR 21 OR"
PRINT "UMBER. YOU MaY BET UP TO $50. YOU HaY STOP WHEH roU WIsH."
FRINT “IF YOU WAME BLACKJACK, YOUR MOMEY IS5 BOUBLED.™

PRINT “IF THE HOUSE DEALS OUT LESS THa# & TOTAL 0F 17 I & TRIES, "
FRINT “YQU WILL KEEF THE ROMEY YOU BET. BOOD LUCK!*:PRINT
ESn0:1t=0:PRINT "THE DEALER #ILL BET HIS CARDS FIRST™:PRINT
L=0z03=0

FRINT "HERE I GO-

A=INTC12+RNE{1 141

IS=R+75

FRINT “THE CARD I8 @& ";D:l=C#]

FRINT “80 FaRt";I5:IF C=4& THEN 350

IF I3<1¢ THEW 740

IF 23 » 21 THER 910

IF Z5=21 THEW 280

IF 23 < 21 THEN 370

IF 5 »= 17 THENW 870

IF Z§ < 17 THEN 8%0

IF X3 »= 17 THEH 800

FRINT "1 STOP. THE TOTAL FOR HE 15 “;I5:PRINT "NON YOU 0" :FRINT:GOT

PRINT *I G607 BLACKJRCK":PRINT:GOTD %30

FRINT "THE HOUSE DELT OUT LESS THaM 17. NON YOu HUST TRY To™
PRINT "BEAT KE"}:PRINT:GOTD 930

PRINT "1 BLEW IT. YOU WIN THE GREATEST AMOUNT ALLOWED 10 BE-
FRINT "BET BY THE HOUSE.":60TD 1140

FEINT “"UHAT IE THE BET"!:iHPUT &

IF A& > 0 THER 98B0

EF &> 50 OR A <= 0 THEN 970

IF & <= 50 THEW %90

PRINT “w++Y0U BET OVER THE HOUSE LINIT#++:8070 930

PRINT “eser0U BET OVER WHAT YOU HAYES+w"jGITO 230
QT=INTC12#RHB413+1):PRINT "YOUK CARD 15 & ";01sC3=C3e]

110 IF Z1 > 21 THEN 1120
1820 PRINT "STOP DR GO°;:INPUT AS

“RL1:IF C3=4 THER 1090

1036 IF As="5TOF" THEH 1050
10 IF A$="GD" THEW ¥%0
030 IF IT1=I5 THEW 1100
Toe0 IF I1 < I3 THEW 1120
1070 IF 28=21 THEN 1110
1080 IF IF €I1 THEW 1130
1090 IF It € 17 THEHW 1140

(1100 PRINT "UE ARE THE SAME 90 UE UILL PLAY AGATH":GDTO 30

TG =D412+A1:PRINT "YOU BEAT THE DEALER WITH BLACKJACK!!":50TQ 1170
1120 D=D-{1+AJ;FRINT "THE DEALER BEAT YOU. Yol LOSE*:GOI0 1170
T30 D=0#(TwA)¢PRINT "THE GEALER LOST. YOU WI8=:5OTO 1170

TI40 U=0edl+a) sPRENT "THE HOUSE DELT DUT LESS THAN 17 Ja@

T150 PRINT "¢ TRIES. YOU GET THE MDSEY YOU BET=:B0TD 1170

TIE0 O=0+#50:PRINT "YOU KEEP IT WITH OUR BEST WISHES.":0070 1170
TLP0 PRIRT “AT THE END UF PART 3, YOU HAME 830

Tig0 IF O<=0 PHEM 1580

1190 FOR F=t TO S:PRINTIMEXT P

1200 PRINT “M0W VE EMTER THE LAST CHAMCE ROURD. IF YOU MAKE UP TO"
1210 PRINT "$300 YOU WILL BE ABLE 70 G0 IATO THE BOMUS ROUND. THE®
TIZ0 PRIAT “OBJECT IS TO GUESS IMTO WHICH CATEGDRY THE TOYAL OF 5 CARD
1230 PRINT "WILL 4DD UP TO. THESE ARE THE CATEGDRIES:":PRINT

1244 PEINT "1=31-40 47T 1 70 t QDDS 2e41-50 AT 3 10 1 pOps"
1280 FRIMT "3=21-31 a7 3 70 1 0DBDS 4=6-20 AT 20 TO 1 ODDS"
1280 FRINT “GOOD LUCK!!":PRINT

1370 FRINT "AT THIS POINT IN THE GAME YOU HavE $":0

1280 PRINT “WHAT CATEGDRY DO YOU WAHT™::INPUT #

TIPG IF & <= & THEMW t320

YI00 IF & - 4 THEH (3190

VIED PRENT "++e¥Dl BET UN A URDNG CATEGORYes#®gGOTO 1280

1320 FRINT “MHAT 15 THE BET";:INPUT B

1320 IF B <= 0 THEH 1240

1340 EF B > 0 THEM 1350

TIS0 PRINT "=2eYOU BET QUVER WHAT YOU HAVE##&":@a8TO 1324

1380 PRINY "THE CARDE ARE HOW BEIND ADDED UP“:PRINT "BOUD LUCKL®
P70 B=INTOI2eRM00Tb#1)a08mD 4]

1130 PRINT “LARD RUNBER ";C1;" IS & "jO

1390 I=I+0:FPREMT “50 FaR: “3Z

1400 IF Ci=3 THEM 1420

1410 G070 1378

1420 0K A BOTO 1430, 1440, ta%0, 1520

1430 IF Z < 31 THEW 1540
1440 IF 2 « 40 THEN 1550
1450 IF 2 > 4% THEW 1540
1460 [F T < 41 THEW 1540
470 IF I < 50 THEA 1540
T480 IF I » 50 THEN 1540
1470 IF I < 21 THEW 1540
TE00 IF 7 < 31 THEH 1540
1510 IF 2 » 3t THEH 1540
1328 IF Z < & THEH 1540

1930 IF I < 20 THEK 1570

1340 Q=0-(1#B}:PRIKT “YOU LESE":280TD 1580

1550 0=D+{1«B}:PRINT “YOU NIN“:GOTOD 1580

1540 (=0+(I+B):60T0 1580

1970 D=0+ (208} :PRINT "YOU WINY:GOTO 1580

1380 FRINT “AT THE EMD OF THE GANE YOU HAYE A GRAND TOTAL OF $°;0
PIT0 OIF O < 300 THEW 1740

LS00 FOR X=1 TO &3FRINT CHR${7);:FOR Bi=1 TO SP0:NEXT BT s#EYT X

1810 PRINT “YDU ARE ELIGIBLE FOR THE SONJUS RUUND . ™

VAID PRINT “D0 YOU WAMT TD PLAY 7Y} :ioPUT A%

1630 IF A¥="HD" THEM 1740

1640 PRINT “THIS 1§ THE BONUS ROUND. IF YOU GET & TOTAL OF 1,000
1650 PRINT "UITHOUT GETTINE A SFADE I¥ THE ROLLS, YOU MILL GET"

1660 FRINT "a GRAMD PRIZE OF #$10,000,00, YOU M&Y STOP AT AMY POTMT
1670 PRIMT "DURING THE GAME. YOU WILL KEEP UHAT YOU HADE. GOOB LUCH1"
1680 FRINT

TaF0 BIM ACTH),B(4):A9$="5PADES"

VPO FRINT “THE DICE ARE ROLLING®:PRINT "gOOD LUCK.=

710 PRINT “THE DICE aRE"

1720 FOR B1=1 TD S70e5iNEXT Bt

1730 S=IMTISHRMECYI41)

1740 AL =G0 AC2)=100: A0 9150244 =200241 %) =0

1750 Y=INT{4=RNDL1}#1) .

1760 BOVI=00:BI2b=100:B(3)=1502B{4)=200

1270 IF ACXI=0 THEN 17%0

1780 PRINT "eet" ACKIFB (YD) "aera :PRINT *TOTAL “34(%)4E{T) 25070 18140
1790 FRINT “zxe" JA%8 B(Y); “reee"

100 PRIRT "TOTAL ~;B(Y):GOTO 1870

TBED B7=B7+(ACXI#BOIYI):PRINT "1OU MOM HAVE ";B7¢LF BY >= 1000 THEW {890
TE2Z0 PRINT "STOF OR GO":INFUT E%

1E30 IF B¥="GD" THEN 1704 o

1E40 PRINT "SHART MOVE. YOU GET THE MONEY FROM THE BEGINMIHG DF®
1850 PRINT "THE GAKE PLUS THE BOHUS ROUME. AT THE EMD OF THE GAKE"
1860 PRINT "YOU HAVE THE GRAND TOTAL OF $*;B7+0:G0T0 1940

1870 FRINT "YOU LOSE THE MDMEY FROM THE LAST CHANCE"

1830 PRINT "ROUND BUT YOU STELL HAVE & GRAND TOTAL OF $70:60T0 1940
1890 FOR T=1 TO A:PRINT CHR$(7) ;:FOR B1=1 TOD S70eHEAT BUsMEXT T

TR0 B7=D4 10000 PRINT TABC15); " +e++CONGRATULATIONS*2we"

1710 PRINT "YOU UON THE GRAND PRIZE, AT THE EMD OF THE GAME, TIU HAVE"
1920 FOR F=1 TO J:PRINT:MEXT ¢

1730 PRINT TABCIE) ;= ®#®was”  B7; "ssspes"

1940 PRINT "THES 15 THE EMD OF THE GAHE. 1 HOFE TOU EMJOYED IT."
1950 END .



Deepspace 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.

RN
DEEPSPACE
CREATIVE COMPUTING
MORRISTOUN, MEV JERSEY

THIS [5 BEEPSFACE, A TACTICAL SIMULATION OF SHIP TO SHIP
COMBAT IN DEEP SPALE.

BO YOU UISH INSTRUCTIONST YES

YOU ARE OME OF & BROUP OF CAPTAINS ASSIGNED TO PATROL A
SECTION OF YOUR STAR ENPIRE’S BORDER AGAINST HOSTILE
ALIENS. ALL YOUR ENCOUMNTERS HERE WILL BE AGAINST HOSTILE
VESSELS. TOU WILL FIRST BE REOUIRED TO SELECT A WESSEL
FRON OME OF THREE TYPES, EACH UITH ITS OUN CHARACTERISTICS:

TTPE SPEED CARBD SPACE PROTECTION
1 STOUT 10X 1é 1
2 CRULSER L1 24 2
3 BATTLESHIFP 2X W 3

SPEED 15 GIVEN RELATIVE TOD THE OTHER SHIPS.

CARBO SPACE 15 IN UMITS OF SPACE ABOARD SHIP EHICH CAN BE
FILLED WITH WEAPONS.

FROTECTION IS5 THE RELATIVE STRENETH OF THE SHIP-S ARNOR
AND FORCE FIELDS.

ONCE & SHIP HAS BEEN SELECTED, YOU WILL BE INSTRUCTED TO ARM

IT WITH UEAPOWEY FRON THE FOLLOWING LIST:

TYPE CARBD SPALE

REL. STRENGTH
1 PHAGER BANKS 12 4
2 ANTI-RATTER WISSILE 4 20
J MYPERSPACE LANCE 4 T8
4 FHOTON TORPEDD F: 1o
5 HTPERON MEUTRALIZATION FIELD 20 &

UEAPONS §1 I 5 CAN BE FIRED 100 TIMES EACH; ALL OTHERS CaM
BE FIRED OMCE FOR EACH ON BOARD.
A TYPICAL LOAD FOR A CRUISER AIGHT COWSIST OF:

1-#1 PHASER BANK = 12

2-83 HYPERSPACE LANCES = 4§

2-84 PHOTON TORPEDOES ® 4

24 UNITS OF CARGO

A WORD DF CAUTION: FIRINMG WIGH YIELD WEAPONS AT CLOSE (<100}

RANBE CAN BE DAMGEROUS TD YOUR SHIP AMD NINIMAL DANAGE CaN
DCCUR AB FAR DUT AS 200 IN SONE CIRCUNSTAMCES.

RAMGE 15 GIVEN IN THOUSAMDS OF KILOMWETERS.

(bl R lfadEatedt]

HAMUEVER CHART

FIRE PHASERS

FIRE AMTI-NATTER HI3SILE
FIRE HYPERSPACE LANCE
FIRE PHOTON TORPERD

s el Bl ==

46

ACTIVE HYPERON WEUTRALIZIATION FIELD
SELF-DESTRUCT

CHAMGE VELOCITY

BISENGAGE

PROCEED

= B Sl e LA

YOU HAVE A CHOLCE OF THREE GYSTEWS TO PATROL.

1 ORION

2 DENER

J ARCTURUS

SELECT A SYSTENO1-30TF 3

UNICH SPACECRAFT UOULD TOU LIKE(1-3)T% 2

TOU HAVE 24 URITS OF CARGO SPACE TO FILL WITH VEAPOHRY.
CHODSE A VEAPON AND THE ANQUNT TOU WISH.? 1,1

YOU HAVE 12 UNITS OF CARGO SPACE TO FILL WITH UEAPONRY.
CHOOSE A WEAPDN AND THE AMOUNT YOU UISH.? 2,1

YOU HAVE 8 UNITE OF CARGO SPACE TO FILL UITH UEAFDHEY.

CHOOSE A WEAPDN AMD THE AMOUNT YOU WISH.T 3,1

¥YOU HAVE 4 UNITS OF CARED SPACE TO FILL VWITH WEAFPONEY.

CHODSE A UWEAFON AND THE AHOUNT YOU WISH.T 4,2

RANGE TD TARBET: 743.471
RELATIVE VELOCITY: 3.24434
ACTIONT 7

RANBE TO TARDET: &82.0%7
RELATIVE WELDLEITY: J.Z24454
ACTIONY ¥

RANGE TO TARGET: £20.703
RELATIVE VELOCITY:z 3.24454
ACTIONT 7

CHAMEE TO BE EFFECTEDY .5

RAMGE TO TARBET: 420.703

RELATIVE VELOCITY: 3.74434

ACTIONT 4

SCAMNERS REFORT ENERNY DAMAGE WOU: 4.3BE38 .

DAMAGE CONTROL REPDRTS YOUR VESSEL DAMAGE AT: 5.20508

RAMGE TO TARGET: 347.2M

RELATIVE VELOCITY: J.74454

ACTIONT 1

SCANNERS REPORT ENENY DAMAGE MOW: 5.3724

DANABE CONTROL KEFORTS YOUR VESSEL DAMAGE AT: 11.7734

RAMBE TO TARGET: 473.83%

RELATIVE VELOCITY: 3.74454

ACTIONT 3 '

SCAMNERS REPORT EMENY DANAGE WDU; 23.11%7

DAMABE CONTROL REPORTS YOUR WESSEL DANAGE AT: 20.3527

RAMBE TO TARBET: 400,407

RELATIVE VELOCITY: 3.744354

ACTIONT 2

SCANMERS REPDRT ENENT DANAGE MOU: 47.8738

DANAGE CONTROL REPORTS YOUR VESSEL DARAGE ATi J32.084%

RANGE TO TARGET: 324.%73
RELATIVE WELOCITY: 3.74434

ACTIONT 7
CHAMEE TO BE EFFECTEDT -2

RANGE TOD TARBET: 324.%75

RELATIVE VELOCITY: 1.74454

ACTIONT 1

SCANMERS REPORT ENENY DAHAGE MOM: 54.5828

DANAGE COMTROL REPORTS YOUR VESSEL DAMAGE ATz 49.1024

RANGE TO TARGET: 298.48%
RELATIVE VELOCITY: 1.74634
ACTIONT B

ANOTHER BATTLET MO

TRY AGAIM LATER!

o



j00 PRINT TAE(24);"DEEPSFPALCE"

|10 PRINT TAB(20);"CREATIVE COMPUTING"
120 PRINT TAB{18):"MORRISTOMN, MEW JERSEY"

|30 FRINTEFRINT:PRIMT
{50 PEINT "THIS IS DEEPSPACE, & TACTICAL SIRULATION OF SHIF TO SHIF®

{40 PRIMT "COWBAT LN DEEP SPRCE."

{70 PRINT "0 YOU WISH INSTRUCTIONS®;:IRFUT 1%
{80 IF I$="H0" THEM &0
200 PRINT "YOU ARE OWE OF # GROUP DF CAPTATHS ASSIGHED TO PATROL A"
310 PRINT *SECTIOM OF YOUR SThR EWPIRE-S BORDER AGAINST HOSTILE"

230 PRINT "ALIENS. ALL YOUR ERCOUMTERS HERE WILL BE AGAINST HOSTILE"
730 PRINT "VESSELS. YU WILL FIRST BE REQDUIRER TO SELECT A VESSEL"

240 PRINT "FRON ORE OF THREE TYPES, EACH WITH ITS OWN CHARACTERISTICS:®

240 PRINT:PRINT “TYPE" “SPEED™,"CARGO SPACE®,“FROTECTION™

270 PRIMT "1 SCOUT" "10X","1&6","1"
280 PRINT "2 CRULSER",™4X","I47,"2"
290 PRINT *3 BATTLESHIP®,"2¥",*30%,"3"

310 PRINT:PRINT "SPEED IS GIVEN RELATIVE TO THE OTHER SHIPS."
320 PRINT "CARGD SPACE IS IN UHITS OF SPACE ABDAWRD SHIP WHICH CAM BE®

330 PRINT "FILLED WITH UEAPOHS."

340 PRINT "PROTECTION IS THE RELATIVE STREHGTH OF THE SHIP”S ARAOR™
330 PRIMT "AND FORCE FIELDS."

370 PRINT:PRINT “OMCE A SHIF HAS BEEM SELECTED, YOU WILL BE INSTRUCTER T

0 ARN"

280 PRINT “IT WITH UEAPDMRY FROM THE FOLLOWING LIST:"

390 PRINT
400 PRINT

"TYFE

410 PRINT "1 PHASER BAHKS

430 PRINT "2 AMWTI-HATTER HISSILE

430 PRINT "3 HYPERSPACE LANCE
440 PRINT "4 PHOTOH TORPEDA

450 PRINT "5 HYPERDM NEUTRALIZATION FIELD
470 PRINT:PRINT "WEAPOMS #1 & #5 CAN BE FIRED 100 TIHES EACH; ALL OTHERS

CAN"

480 PRINT “BE FIRED OMCE FOR EACH DN BDARD."

[AROD SPACE

12
4
4
2

20

REL. STRENGTH™
_qu
20"
14
10
"

490 FEINT "#& TYPICAL LOAD FOR & CRUIGER HIGHT COMSIST OF:z™

500 PEINT
16 PRINT
520 FRINT
530 PRIMNT
S40 PRENT

e PRINT " A& UORD OF CAUTIOH: FIRINWE HIGH YIELD UEAPONS AT CLOSE <1091

560 PRINT "RANGE CAM BE DANGERDUS TO TOUR SHIF AHD AIRIHAL DAMAGE CAM"

1-#1 PHASER BANK
2-#3 HYPERSPACE LARGES
2-#4 PHOTON TORPEDOES

= 12"
m gY
= _‘II

o

24 UNITS OF CARGD™

570 PRINT "OCCHR AS FAR OUT AS 200 TN SOWE CIRCUMSTANCES."

590 PRINTIFRINT "RAMNGE [5 GIVEW IN THOUSARDS OF KILOMETERS.®
400 BOTO &40
410 PRINT “DO YOU WISH & WANUEVER CHART™;:INPUT M¥

FIRE AMTI-MATTER MISSILE™
FIRE WYPERSFACE LANCE"
FIRE PHOTON TODRPEDO™

ACTIVE HYPEROW MEUTRALIZATION FIELD™

770 PRINT:PRIKT “YOU H&4VE A CHOICE OF THREE SYSTEMS TO PATROL.™

420 [F MS="ND" THEM 770

&40 PRIMT " FHEEREE ER e

430 PRIMT " HAMUEVER CHART":PREINT
&70 PRIMT ™ 1 FIRE PHASERS™
480 PRINT = 2

470 PRIMT ™ 3

700 PRINT = 4

710 PRINT = 5

F30 PRIWT ™ & SELF=DESTRUCT"
730 PRIWT = 7 CHANGE WELOCITY®
J40 PRINT " 8 DISERGAGE™

730 PRIWT " 7 FROCEED™®

780 PRINT "1 ORION*

M0 PRINT "2 BEMEE"

o0 PRINT "3 ARCTURUS"

210 PRINT

320 IF 5%=1 THEN 2380

g0

"SELECT & SYSTEM{1=3}";:IHPUT S¥

B40 GOTT 2480

Ga0 bo=0
850 D=0
B0 Wi=0
BAC W=D
B H3=0
P00 Ha=D
Fa B

IF §7=2 THEN 2430

92 PRINT “WHICH SPACECRAFT WOULD TOU LIKECI-31° 5 :IMFUT &
930 OM 5 BOTOD 1790,1830,1870
740 G0TO 720

Fr0 C=00

TR0 PRINT
790 PRIMT
1egd ON W
1030 BOTH

"YOU HAVE “;C;"UHITS OF CARGD SPACE TO FILL WITH WEAFOMRY.™
"CHODSE & WEAPON AND THE AMOUMT YOU UESH.";:zINPUT W,H

GOTE 1910,2010,2100,2190,2280

780

1060 IF NeCi:C THEMW 2530
1070 C=C-H&C1

1080 OH N GOTOD 1990,2080,2170,2240

1120 BOTO 2340

1130
1140 REM

1150 S1=S0¢RNO(0)
1160 R=(3=RNDCH)+3 k100

1180 PRINT:=FPRIMNT "RANEE TO TARGET:“r

IF C»1 THER T8O

TiYh
1200
1210
1294
13040
13110
1320
1330
1340
1350
1340
1370
1369
13940
140
1410
1420
1430
1440
1430
1440
14710
1484
1450
1500
3o
1520
1330
1340
1330
1340
1870
1387
1390
16070
1410
182
1630
1440
14350
fadl
1470
1680
1470
170
1710
17280
1750
1748
1758
1740
1770
1780
1790
1e0Q
1810
1820
1830
1840
TR0
1660

FRINT TMELATLIVE WELULLIETE 3l
FRIRT “ACTLOR®;:IHFUT H

OH K BOTE 1940,2030,2120,2210,2310, 1640, 1390, 2760
1IF E{500 THER 1300
IF St>0 THEK 1330

Eef4(E1#8.3071,23

GOTO0 1340

R=R=(314B.3)°1.23
IF Rx1500 THEN 23%40
IF k>0 THEN 1370

R==R
FRINT
GITD 1189

FRINT "CHAMGE TO BE EFFECTED™;:IWPUT 52
IF L151+52)5050 THEM 2350

S1=51+452
BOTH 1180

Fo=Fi&{Z/RI"T1.5

REHX

BO=(2=F0+ I+FOeRHDD) 143

b=p#Do

PRINT "SCAMNERS REPORT EMENMY DAMAGE MOM:z™3D
IF Iv-9% THEW 2720

BOTO 1510
fo=0
REH

K=E1+E2+RHD{D)

REM

E=EI+E4=RRD(Q)+3/PO#RHD (O]

REH

FImEw (K/7R)"1.83
D2=C3#F 3+ I+FIERNDC0) 5.0

D1=01+D2

IF (Z+B0}/{R#300)>2.2 THEN 1420
DImDgw g/ (F " 20P0 b

Di=D1+D3

PRINT *DAMAGE CONTROL REPORT
IF Di»®% THEH 2740
IF BX9% THEW 2760

GOTD 1300

FRINT “SELF DESTRUCT FAILSAFE ACTIWATED!EI™

PRINT "IMPUT 1 TO RELEASE FAILSAF

[F u=f THEM §70d

GOTD #2740

FRIMT "SELF DESTRUCT ACCOMPLISHED®
[F Rral THEN 1740
FRINT "EMEWY WESSEL ALSD BESTROYEDY

607D 2740
D4=3200/k
b=0+04

IF I-9% THEM %720

FRINT “EHEHY VESSEL SURVIVES WITH®;D;=DaMacE"

GOTD 2740
§0=10
Co=T4
Fa=1

GOTO ¥70
fowd
Co=24
Posd

GOTO 770

2330 FPRINY

“NOT EMOUGH SPACE. RESELECT"

2340 GOTO 760

2350 PRINT
2340 PRINT
2300 51=5

*CHAKRGE BEYOMD MAXKINUM POSSIBLE™
"INCREASING TO MHAXIHUA"

2380 GOTD 1300
"OUT OF SENSOR RAMGE. AAUTOMATIC DISENGAGE."
2600 BOTO 2760

2390 PRINT

2610 PRINT
2620 PRINT

*PHASER BANKS DRALRED®
"SELECT ANOTHER COURSE OF ACTIDN"

2430 60TO 1200

2e40 PRINT " ALL ARTI-®ATTER WISSLES EXPEWDED™

2430 BOTD 2420

2840 PRIMT

"ALL HYPERSPACE LANCES EXFEWDED"

26 BOTD 2420

2680 PRINT

“ALL PHOTOM TORFEDOD TURES EMFTY"

2490 BOTO 2430

2700 PRINT "HYPERGN MEUTRALTZATION FIELD DRAINED™
2710 GOTO 2420

2724 PRINT

"EMEHY VESBEL DESTROYED™

2730 BOTE 310

2740 PRINT
2760 PRINT

"YOUR WESSEL HAS BEEN BESTROYED"
"AMDTHER BATTLE";:INPUT RY

2770 IF RE¥="YES" THEW BID

2780 PRINT
2790 END

"TRY AGAIN LATERY"

3 YOUR VESSEL 5
PAMAGE ATz*3D1

PREINFUT U

1870
1880
1290
1700
110
1730
1740
1950
19440
1980
1980
1
2000
2014
20210
2030
20410
2050
2040
2070
2080
2000
21040
2110
2120
2130
2144
21510
2154
21740
w 1B
21
22
21
il
2330
2240
22510
4260
gl
2280
22
2304
23140
2321
2330
2340
2350
2360
J3M
2380
22910
2400
2410
2420
2430
24410
2450
Zhsh
2470
2480
Ta%0

30=2
Lo=30
Po=y

GOTO 40
Ci=12
BOTO 1440
Fi=4

IF Hi=0 THEHK 214

Hi=#1-1
I=Z00
GOTD 1430
H1=HK14H
GOTD 1130
Ct=4

G0TO 1040
FE=24

IF H2=0 THEMW 244

H2=H2~1
Le50d
EO0TO 14349
H2=H2#h
GOTO 1134
C1=4

GOTO 1040
F1=14

IF MI=0 THEN 2d&

HN3=HI-1
I=550
GOTE 1430
HI=HI+#H
GOTa 1130
Ci=2

BOTD 1040
Bi=in

IF Wa=0 THEW 248

Ba=Hi-1
=400
BOTD 1430
HA=Ha+N
GOTD 1130
C1=.20
=100
BOTO 10440
P1=4

IF H3=0 THER 270

HS=H5-1
1=250
60TO 1430
HS=RT+N
BOTO 1130
E1=130
Ed=300
Ed=3

E4=4

BOTO 850
E1=204
E2=330
Eds4

E4=3

eTo gso0
Ei=150
E2=400

2300 E3=3
2510 Eq=2

2320 GOTO 830
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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 a stronger and stronger sig nal
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
ten seconds you may try a new room to

BEFUSE search for the bomb. You have two
CREATIVE COMPUTING hundred seconds or twenty trials 1o
HORRISTONM, WEU JERSEY find it.
It's fairly easy to find the bomb once
you get the knack of how your detector
YOU ARE IN & GOVERMMENT s:mineum mnig:un NITH works. However, we're not going to
1,000,000 RODHS IH IT. THE BUILDING IS § ROBHES HEH
LONGLO-99), 100 ROONS WMIDECO-99), AND 100 ROONS HIDH(O-%%). spoil it for you and tell the secrst.
IN IT & BOWE IS HIDDEW. THE BOMB SEMDS DUT SIGNALS THAT LIST
BET STRONGER A5 YOU GEY CLOSER. TOU HAVE 200 SECONDS § PRINT TAB{24);"BEFUSE"
TD BEACTIVATE IT. 2 PRINT TAN{20)}"CREATIVE COWPUTING"
3 PRINT TARC18);=RORRISTOuUM, MEV JERSEY™
SIANAL L W M SEC. COORDIMATES (L, M, H) A PRINToPRINT¢PRINT
1454,99 ¢ ¢ @ ] T 90,%0,90 19 PRINT "YOU ARE 1N & SOVERNWEMT EXPERIMENTAL BUILDING WITH™
9454, H (T I i T 80,90,70 20 PRINT *1,000,000 ROOMS TH IT. THE BUILDING IS 100 ROOAS"
PhE4.21 BO Bd T 20 ¥ BO,80,80 30 PRINT "LOMBI{Q-97), 10¢ RDOMS UIDE(O-9%), AND 100 RODHS HIGH{0=9¢)."
9535.79 g0 80 B0 30 1 80,80,70 40 PRINT:PRINT "IN IT & BONE IS HIDUEM. THE BONB SEMDS OUT SIGWALS THAT®
8535.79 B 8¢ 70 40 v §0,80,83 s PRINT "SET STRONGER AS YOU GET CLOSER. YOU WAVE 200 SECOHDS”
PreA. 2 gy B¢ 83 50 T 88,80,85 60 PEINT *TO DEACTIVATE IT.°
TEih.2T B0 Bb  BE 1] T B0, 80,84 | FEIIT:i-]HT[!!ﬂiIIb{Ili:l=IHITlﬂﬂi!Hn:Tll
RIS 7Y ge B0 g4 i ¥ §0,70,83 B CeINT(I00=RNDIT))zIF AXD THEW Y0
997421 g6 0 85 80 T 80,40,85 §5 IF B>0 THEN %0
984,21 B0 4F 83 0 ' B0,50,85 B7 IF Ce=0 THEM BO
§994.21 gr S0 @5 100 T 80,45,85 %4 B=0:Ewh:F=0:0=0
§999.21 g0 45 BS 10 T 80,40,85 100 PRINT SIGMAL®:TABC15) 5 L™ TAB(200;"W"  TABL 25D "H";
905,79 B0 40 BS 120 T 70,45,85 105 PRINT TAB{35):*SEC.%;TAB(S0); COORDINATESIL W, H1"
fe99. 1 7a A5 85 130 T #0,45,85 116 PRINT T0000-ARS(A/100+B+Co100)-(D/100+E+FRIG011;
PFIT. A1 A0 45 B3 140 7 30,45,85 112 PRINT TABC1A):DITARCI®)JE;TABIZAN;FTABCISI SO TABLS0N;
9§ .71 30 45 85 150 T 20,4585 120 INPUT D,E,FiB=B+10zIF A<D THEN 130
§997.81 20 45 85 160 T 0,45,8% 125 IF BOE THEW 130
999999 ¢ 4% 8BS 170 1 1,45,85 127 1F C=F THEN 170
EONE DEACTIVATED AT 180 SECOMDSIIY 136 IF B=200 THENM 140
GANT TO PLAY AGAINT YES 135 6070 180
150 PRINT *BOODDOBNAE()1*:PRINT *YOU BLEV 17. THE BUILDING BLEU UP."
S1GNAL L W H SEC. CODRDIMATESIL ¥, H) 145 PEINT “THE BONE WAS LOCATED AT THE CODRDIMATESIL M, M) ™ A BT sPRINT
947,04 [ o ] 1 0,0,50 156 PRINT UANT TO PLAY ABAIN";
994904 R - 18 1 0,0,80 140 INPUT Z$:IF LEFTS(Z8,1)="T" THEN 70
030,94 ¢ 0 &b 20 7 0,0,40 165 GOTO 997
B949.04 0 0 40 30 T 0,0,70 170 PRINT “BONE DEACTIVATED AT=;G;* SECONDS!!!=:60T0 130
Bb30.¥é {0 i il 40 T 0,350,840 180 IF D»9% THEW 200
a0 %5 ] 5 &0 1] T 0,%0,40 183 IF D0 THE# 200
BFAG.T6 B F0 40 a0 T %0,0,40 185 IF E»7? THEN 200
TO30. 44 6 & 40 70 7 0,10,40 187 IF E<0 THEAW 200
2020.94 ¢ 10 a0 8o T 1,0,40 1%#0 1F F»9% THEW 220
Hy 30,73 1 L] L1 7 T 10,50 195 1F Fo0 THEW 230
FRAP.L0D 1 ] 1 100 * 10,0,50 197 GOTO 110
FRET. 14 e @ i 1o T 30,0,50 o0 PRINT 70U UALKED OOT A WIRDDW 0 THE"::1F F<4 THEH 240
PPE9. 34 3 ¢ 50 120 1 50,%0,50 205 PRINT F3“TH FLOOR!E1™
996045 56 50 50 130 T 40,50,50 10 FRINT *Y0U VERE KILLED AWP=;200-G;* SECOMDS LATER THE BUILDING
et 36 &0 1 Gl 14 T 50,40,50 215 PRINT “BLEW UP!''™:80T0 150
FEIO.4E af 1 B 150 T 55,30,30 290 PRIMNT "7TOU ARE HOMPRF*93" FEET IN THE AIRFIT™eBOTT 210
9080, 41 55 50 30 180 T 51,47,49 210 PRINT “YOU ARE HOU™:-1#(F#9)"FEET UNDERGROUND!!!":60T0 212
9919.55 S51 49 49 170 T 5¢,55,30 248 DR F 607D 250,260,270
L ] 50 55 a0 186 T 51,3191 2506 PRINT ™ 1BY FLOOR!ET=e50T0 218
987%. 45 51 51 5 199 T 40,50,50 240 PRINT = 20 FLOOR!Y1*3GOTD 240
BEODOCA4NS1ME 27¢ PRINT * 3RD FLOOR!!!*:G0T0 210
Yol BLEM :T. THE BUILDINE BLEW OP, 999 END
THE BONE WAS LOCATED AT THE COORDINATESIL,U,H}: »& 30 0 ox



RUH
DODGEX
CREATIVE COEPUTIHG
HORRISTOWM MEM JERSEY
ir_"_‘_ .r-r"_,‘.r
s o BD YOU WANT INSTRUCTIONS FOR DOBOEET Y
B ¥ i
cr. " HERE“S & SAMPLE PLAYTING BOARD:
1 & & B
. 2. e
¢ 3 - ¥ = ¥
* L L ¥ [ ]
«AECTD

Tull SETS OF PIECES (DIGITS AMP LETTERS! RACE AT RIGHT AMGLES
ACRDSS A SOUARE BOARD. VACANT LOCATIONS #RE SHOUK &S FERIOBS.
TOU CHOOSE THE THE BOARD SIZE (THE ONE ABDVE IS5 SIIE 5.0

]

H
W-==E

4

§

THE BBJECT I5 TO MOVE ALL OF YOUR PIECES ACROSS THE EQARD
AMD OFF THE OFPODSITE EDGE. DIGITE LEAVE THE BDARD OMLY AT
THE EASTERM EDGE; LETTERS ONLY AT THE WORTHERH. THE WIHMER
15 THE PLAYER WMOSE PIECES WAVE ALL LEFT THE BO#RD.

THE PLAYERS BU IN TURM, MOVING ONE OF THELR PIECES TO AM
ABJACENT LOCATON WHICH 15 EITHER OFF THE BOARD OF CURREMTLY

VACANT. THERE ARE MO DIAGOMAL HOVES, WO JUMPS AND M0 CAPTURES.
DIGITS CAMMOT MOVE WEST, MOR LETTERS WOWE SOUTH.

TO HOVE & PIECE, TYPE ITS WAME AMD THE FIRST LETTER OF THE
DESIRED PIRECTION. EXAMPLES:

2E MEAMS THAT PIECE 2 UANTS TO GO EAST

BU KEAMS THAT PIECE B WANTS TO B0 UEST.

i MWOTE: YOU FORFET THE QaME IF YOUR MHOVE LEAVEE YOUR OPPDHENT
WITHOUT ANY LEBAL MOVE.

LASTLY, YOU MaY TYPE B TO RESLGM ARD K FOR HELF.

BOART SIIE (3=&)7 4

HO4 #ANY PLAYERS (1 GR 231 1

0K, THE COWPUTEE WILL KOVE THE DIBITS.
WHD ROVES FIRST {1=COMPUTER, 2=YOM)Y 2

HERE WE B60...

L ] - -

B B e

BB C
LETTERS MOVE? CW
THE DIGITS MOVE: 1E

: . ..
DODGEM is a game originally devis- T -
ed in 1972 by Colin Vout, then a student « A B
at the University of Cambridge,
England. It got its major publicity from #ﬂ’ﬁﬁ,:ﬂ”ﬁ;u?‘ 1

Martin Gardner who discussed itin the

June 1975 issue of Scientific American. . 1T .
Complete instructions are in the sam- § Ve

ple run. j B

It may be played by two players in

which case the computeris thereferee, LETTERS MOVE® Cn*
or by one player against the computer. THE DIGITS MOVE: 1E
The computer, incidentally, plays un- 1
commaonly well. This is not surprising 2. .C
since Dodgem was written by the very I 6 . .

talented and prolific Mac Oglesby.



LIST

LETTERS HOVET CH

ILLEGAL WOVE OR BAD INPUT.
INPUT IGMORED. TYPE H FOR HELP.

LETTERS WOVEY H

THE LETTERS HAVE THESE LEGAL WOVES:
AN AE BN BE BU CH

LETTERS MOVET BM
THE DIBITS MOVE: 1E

4
3

w & F3E

i B
LETTERS MOVET AN{
THE DIGITS WOVE: 3E

C

PP Y
o e e T
. e #

LETTERS MOVET CM
THE DIBITS HOVE: 2N

2 c

LI
F B F

LETTERS HOVEY aN
THE DIBITS HOVE: 25

. C

& 1 B3
r e e

LETTERS MOVET CN
THE DIGITS MOVE: IE

[N = R

P W a 4
r ® w @

L]

LETTERS WOVEY BM
THE DIGITS WOVE: 3E

« h
2

=

L]
L] L]
[

= o EE 6

LETTERS MOVET AN
THE DIGITS MOVE: IE

-

i Ear
# Ll ®

LETTERS HOVE? BN
THE DIBITS WOVE: 3E

# L[] L] L]
E = By #

¢ ¥ B

LETTERS MOVET BN

#+¢ THE LETTERS WINY!]
1]

10 PRINT TAB{24};"DODGEN"

20 PRINT TABL1B);"CREATIVE CONPUTING"
30 PRINT TAB(14);*HORRISTOMN HEW JERSEY"

40 PRINT:PRINT:PRINT

240
230
260
2re
280
290
300
319
324

PRINT *DO YOU WANT INSTRUCTIONS FOR BODEEN";
INPUT A8
GOSHE 2950
IF LEFTS{&%,1) € "Y™ THEN 290
BOSUB 3130

PRINT “BOARD SIZE (3-4)";
INPET &

LET A=IKTi{A)

IF (4-A1elf-3) >= O THEW 340

330 6OTOD 270

340

LET POV, 0 =A=-TgLET FlLIQr=A=]1

g0 FOR J=1 Td A-1

190
44
420
4310
440
440
470
480
490
560
510
520
550
57
580
590
400
&10
&21
&30
&40
450
did
A0
F]
700
710
F
730
740
730
7 &0
7l
780
750
|00
810
g4l
250

10
30
Y0
T80
A

LET P{1,d)=104041

HEXT J

FOR J=1 TO A=

LET PL2,J)e10#a3 1

NEXT J

LET F=1

LET M4{1}="NES"

LET Hs{Z)="HE U~

LET C#{1)="DI81TS"

LET C%{2)="LETTERS"

LET A$(1)="1234567"

LET A${2)u"ABCDEFG"

FoR J=1 TO A

IF J=& THEM 430

LET B#(J, 0 Y=CHRS (4841}
FOR K=2 T0 @

LET Da{J, Ki="."

MEXT K

BOTO 470

LET D#iJ,11=","

FOR K=2 TD A

LET D8{J,K)=CHRS$(43+K)
NEXT K

HEXT J

PRINT "HEY MANY PLAYERS (1 OR 2)";
INFUT B

IF B=2 THEN BOO

IF B=1 THEN 740

BOTO 470

PRINT =0, THE COWPUTER WILL MOVE THE DI&ITS.*
PRINT "uWHO HOVES FIRST (1=COWPUTER, 2=YOU)*;
INPUT F

IF (2-Fh#(1-F}=0 THEM 809
PRINT "PLEASE TYPE 1 OR 2. MOW,";
GOTO 750

PRINT

PEINT “HERE ME 60..."
PRINT

FOR J=1 TO &

FOR K=1 TD A

PRINT *  *;D80J,K);

HEXT K

PRINT

HEAT J

FRINT

FOR J=F T8 3-F STEP 3-2#F
REM

FOR M=1 TD A=1

LET R=INTUP{J,J11/10)

1000 LET C=PLJ,J1)=10=R

1820
1040
1050

0K J 6070 10401100
IF C=i THEM 1080
IF C > & THEN 1070

1060 GOTO 1140
1470 B0TO 1230

1080
1100
114
112d
1134
1140
a0
1143
17
1180
1170
1200
1210
1224
1230
1240
1243
1250
1260
1270
1280
1300
130
1340
1350
1370
1380
13%0
1400
1410
1420
1430
1450
1440
1470

80

BOTO 1360

IF R=1 THEMW 1140

IF E=0 THEH 113%

GETO 1140

gaTo 1250

BOTO 1304

REM

IF DECR-1,C)}="." THEH 1242
IF D${R,C+1)u", " THEN 1240
IF J=2 THEN 1220

IF BRLR+1,C)="." THEM 1210
BOTD 1250

aoTR 1300

IF B$(R,C=1)="." THEN 1240
BATD 1250

BETH 1304

PRINT "EBS---1245%,J1

NEXT J1

PRINT "THE ":C3{3-J);" HAVE WO LEGAL WOVES FOR THE ";EIIJ!;'!"
FRINT “THE “;CH{J};" WINIIY"
STOP

IF B=2 THEN 1730

IF J=2 THEM 1730

LET L1=2

FOR Lo=1 TO 3

oW LY GOTD 1450,1380,1430
IF RMB{1) € .5 THEN 1410
LET L1=1

GOTD 1450

LET L1=3

GOTD 1450

LET Li=4-L1%

LET PI=IHT{RHB{T}=h)

FOR L2=1 TD A-1

LET Pi=P1+1



| 4B
Eki
| 500
| 510
| 520
| 540
5710
| 580
1590
1 6210
&30
&40
1 450
tha0
1650
1700
i Fa L]
11240
1730
1140
1730
1750
1770
790
1800
180
1811
1813
1815
1817
yHER
1832
1834
1836
1838
1850
1840
1870
1680
1870
1914
1939
1740
1950
1940
1970
19590
2000
010
2020
240
2070
208D
2690
2100
2110
2140
2150
e P10
el bl
2180
2110
23120
2230
2240
2230
2280
2290
2300
2310
2330
2340
2350
2350
2345
2380
23%0
2400
2410
2420
2430
2440
2450
2440
ped 111
2470
25040
2518
2539
2550
2380
2570

IF FF1 <= A=1 THEN 12810

LET P1sP1-(A=1)

LET R=INT(F{J,P1¥/10D

LET C=P(J,P1}-10¢R

IF C » & THEN 1730

0N L1 BOTO 1570,1620,1470

IF DS{R-1,C)="." THEN 1570
BOTD 1720

BOTD 2070

IF BHLR,C+1)="," THEH 1440

IF C=h THEHW 1458

GETD 1720

LET PLJ, 00 =P1d,00-1

BOTD 2140

IF DSOR+1,00="." THEN 1710
gOTD 1720

5070 2230

HELT L2

HEXT LO

FOTO 1240

PRINT CHLJ}}" HOVE";

IHPUT A%

g0sUF 2950

IF LEFTH#{A%,1)="R" THEN 2840
IF LEFTH(AS,1)%"H" THEN 2440
LET A$=HIDS{A8,1,2)

Pl=t

FOR BO=1 TO A~1

IF KIDS(A$CI) ,BO,1)SMIDS(AS,1,1) THER P1=B0
HEXT B@

IF Pi=0 THEM 2430

LET Fi=t

FOR BO=1 TO 4

IF WIDS(HSCJ),B0,1)=NIDS(A%,2,1) TREN P2=B0
HEXT BD

IF P2=0 THEM 2430

LET R=INT{FLJ,P1}/10}

LET CsP{J,P1)-10+R

IF R=0 THEN 2430

IF C > & THEN 2430

OH J BOTD 1930,19%0

IFC < & THEM 1970

IF P2 <> 2 THEM 197¢

LET Pi1,0)=Pi1,01-1

BOTD 240

BOTD 2040

IF R > 1 THEH 2040

IF P2 <> 1 THEN 2040

LET PU2Z,00=P12,00-1

BOTO 2090

§M P2 GOTO 2070,2140,2210,2280
IF DH(R-1,0)="." THEN 2090
G0TH 1430

LET D¥iR-1,C)=HIDS(ASLID,PT,1)
LET PLJ,PLI=PLd,P1I-10

GOTD 233

IF DS(R,C410="." THEN 2140
BOTO 2430

LET DSCR,C+#1) = WIDB(ASLID,P1,1D
LET PLJ,P1IZPLJ,PEI4]

BOTO 2330

IF D${R+#1,CH="." THEW 2230
BETO 2430

LET B#LR+1,CI=RIDSCARLI) ,P1, 1)
LET P{J,F11=P{J,P10410

BOTO 2330

IF D$(R,C-1)="." THEN 2300
BOTD 2430

LET D$(R,C-1)=HIDS(A$(J} P11}
LET P, P1i=Pil, P13=1

LET D§(R,C)==."

IF B=2 THEM 2381

IF .J=2 THEM 2380

PRINT "THE DIGITS MOVE: “;NIDS(AS{JI,P1,10;
PRINT KIDSCASCII,L1,1)

IF PUJ,0) € 0 THEN 2420
PRINT

PRINT "#++ THE ";C8L{J};" WINI1I®
EMR

EOTD 2900

PRINT "ILLEGAL MOVE DR BAD INPUT.®
PRINT *INPUT IGWORED. TYPE H FOR HELFP."
s0TH 1750

PRINT *THE ":C#(J);" HAVE THESE LEGAL HOVES:®
FOR J3=1 10 A-

LET PH=HIDSLAS{I},J3,1)

LET ReINT{PLJ,J3}/10}

LET C=P{J,J3)-10%R

O J GOTO 2550,2620

IF C=h THENM 2390

IF C > & THEN 2580

§0TD 2470

3524
3530
oK

ol Zdauv
PRIRT = ";P$I7E"}
GOTE 2670

IF E=1
IF E=d

THEN 2440
THEW 2430

EOTD 26¥0
60710 2830

607D 2

00

IF B$iR=1,C) <> "." THEW 2730

PRINT

il H;‘F‘;IHH:

IF DS(R,C41) <> “." THEW 2770

PRINT
IF J=2
IF B4l
FRENT

] i;Pi;lE.i

THEN 2810

E+#1,C) <> "." THEN 2300
L] "iFii"s"I

607D 2830
[F D$(R,C=1) <> *." THEH 2834

PRINT
HEXT .
PRINT
GOTD 1
PRINT
FRINT
END
HEXT .
8070 &
IF LER
LET €1
FOR B
LET al
MEXT B
LET Ad
FOR J2
IF alJ
LET Al
1F (57
[F (%0
g0To 3
LET £1
LET A
HEXT J
LET &l
LET as

T
]

P11
UTHE “3C4(J)3™ GIVE UP!I™
“ske THE "jC8(3-J) ;" WINPEI

40

(ASI>10 THEN 3970

=0

wf TQ LEW{A%)
BOY=ABCIRIDB(AS DO, 1))

1]

WYeLEH{AS)

=1 TD ACQ)H

2¥<%6 THEN 3019

J2)=31J2h=32

=R{JIVIR{ACI2)-48) »= O THEN 3040
~A{J2V )% (ACI2 ) ~E5) >m @ THEN 3040
1T

=L14]

Cib=flJ2)

2

Qiafl

FOi BO=1 TO A{0)

LET A%
NEXT B
RETURM
FRINT
FRINT
PRINT
PRINT
PREINT
PRINT
PRINT
PRINT
PRINT
PRIAT
PRINT
FRINT
FRINT
FRINT
FRINT
PRINT
PRINT
FRINT
FRINT
FRINT
PRINT
FRINT
PRINT
PEINT
PRINT
FRINT
FEINT
FRINT
FRINT
FRIRT
PRIRT
PRINT
FRINT
PRINT
FRINT
FRINT
PRINT
FRINT
PRINT
PRINT
PRINT
PRINT
RETURN
END

s §+CHRILACBD )
]

“HERE-S A SARMPLE PLAYING BOARD:"

)
"2 .
"3 .
"" L] i

« iR

o » L

9+ & B =

E & =T OEF

EHs ¢ ¢p =

“TUo SETS OF PIECES (DIBITS AND LETTERS) RACE AT RIBHT ANG";
“LES"

“ACROSS 4 SOUARE BOARD. VACANT LOCATIONS ARE SHOUN AS FERI";
"pns."

“YOU CHOOSE THE THE EOARD SIZE (THE ONE ABOVE IS SIZE S.)"

H HH

-“___EH

mn @

L 3-

"THE OBJECT IS5 T@ MOVE ALL OF YOUR PIECES ACRDSS THE BOARD®
"AND OFF THE @PPOSITE EDGE. DIGITS LEAVE THE BOARD DHLY AT®
"THE EASTERM EBBE; LETTERS OMLY AT THE NORTHERN. THE UINMER"
“I[5 THE PLAYER WHOSE PIECES HAVE ALL LEFT THE BOARD.™

"THE PLAYERS GO0 IM TURN, WOVING ONE OF THEIR PIECES TO ANH®
“ADJACEMT LOCATON WHICH IS5 EITHER OFF THE BOARD OF CURRENT";
HL*!

“UACANT, THERE ARE MO DIAGOMAL WOVES, WD JUNFS AND NO CAPT®]
“URES."

*BIGITS CAMMOT MOVE WEST, MOR LETTERS MOVE SOUTH.®

=70 WOVE & PIECE, TYPE ITS NAME AND THE FIRST LETTER OF THE®
"BESIRED DIRECTIOM. EXAWPLES:z"

" 2E MEANS THAT PIECE 2 WaMTS TD G0 EAST®

“ BW MEANS THAT PIECE D UANTS TD OO MEST.®

"NOTE: YOU FORFET THE BANE IF YOUR HOVE LEAVES YOUR OPPONEN
“UITHOUT ANY LEBAL WOVE.®

"LASTLY, YOU WAY TYPE R TD RESIGH AND W FOR HELP."



In this cute little game, there are four
doors in succession and you must
open them to get the prize behind the
last one. You have a key ring con-
taining eleven keys numbered zero to
ten {(computer people have a different
way of numbering things than normal
people) and you have fourteen tries to
open all four doors. As an added
hooker, some keys may open more
than one door. If at first you dont
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.

R
bOORS
CREATIVE COMPUTING

HORRISTOUN, MWEU JERSEY

THERE ARE 4 LOCKED DOORS AND THERE ARE 11 KETS(¢- 10 )
TOU WILL MAVE 14 TEIES TO OPEM THEM aLL
(SOME KEYS MAY OFEN MORE THAH ONE DOOR}

TRIES LEFT ® 14 DOOR A 1 KEYT 2
TRIES LEFT ® 13 bOOR N 1 KEYT 3
TRIES LEFT ® 12 LOOR B 1 KEYY &
TRIES LEFT € 11 OOk W 1 KEYT 0
Mé Lahs

TRIES LEFT # 10 ROODRE H 2 KEYT 3
TRIES LEFT # % DOOR W 2 KEY® 2
TRIES LEFT W & poof H 2 KEYT 5
TRIES LEFT W 7 nooR # 2 KEYT 7
TRIES LEFT A & moog ¥ 2 HEYT 14
TRIES LEFT 0 5§ DOOR W 2 EEVY 9
TRIES LEFT & 4 BODRE # 2 KEYT 1
TRIES LEFT ¥ 3 poor # 2 EEYT 2
TRIES LEFT B 2 DODR # 2 BEYT 4
SURFRISE!

TRIES LEFT ® 1 pOOR B 3 HEYT &
YOU LOSE, THE REST OF THE KEYS ARE:

DOOR I KEY B

pDook 4 KEY 1

O0 YOU WaNT TO PLAY ABRINCYES SIR! OR HO 5IR'Y
? YES SIR!

THERE ARE I LOCKED DBOORS AMD THERE ARE 11 KEYS(d= 18 )
YOU WELL HAVE % TRIES TC OPEH THEHW ALL
(SDHE EEYS naY OPEM HORE THAM OME DOOR)

TRIES LEFT & % DOOR # 1 KEYT 1
TRIEE LEFT # & FOOR # 1 KEYT 0
AFRACADABRA !

TRIES LEFT & 7 D00k & 2 EEYT 3
TELES LEFT & & pOnE B 2 KEYT 4
TR1ES LEFT 0 3 DOOR B 2 KEY? 5
TRIES LEFT ¥ & DOOR ® 2 KEY? 2
TEIES LEFT # 2 DODE W I EEY? 1
TEIES LEFT & 2 noos W 2 KEY? 2
TRIEE LEFT ¥ 18 DOOR W 2 REYT 10
YOU LOSE, THE REST OF THE KEYS ARE

LOOR 2 KEY D

DEOR 3 KEY &

DN YOU WANT T8 PLAY AGAIMIYES SIR! OR MO SIR'}
7 NI SIR!
oK

L1487

1 FRINTTAR{27}"DOORS"

2 PRINT TAB(20)"CREATIVE CONPUTING"

3 PRINT TABC1B)*WORRISTOUN, MEW JERSEY"

4 PRINT

5 FRINT

& FRINT

25 BINW E{20})

35 BEF . FHE(Z)=INT{I#RND{1]]

37 FOR Y=0 TO &:READ RE(XIIMEXT X

31 FOR ¥=0 TO &: READ E4(YI=HEXT X

5 Dl TEi0¢FNRCZ1 ) ENsI+F R (3] tHIsB4HFAR (S}

40 PRINT*THERE ARE=;N;“LOCKEDP DOORS AND THERE ARE“ K3} "HKEYS{O-"EI-1")"
41 PRINT®"YOU UILL HAVYE =:T-1;"TRIES TO OPEN THEW ALL™

A7 PRINT"(SOME KEYS MAT OFEM HKORE THAN OHE BOORI™

&5 FOR X=2 TO MeK{X)=FMROEI):HEXT X

=g T=T=1¢1F T=d THEN 150

B0 PRINT®TRIES LEFT #=;1;" DOOR W*30;"KEY";

6 INFUT K2

108 IF K2L3M(0D) THEH 70

110 PRINT SSOFNRC7) ) z0=D+1

120 IF D<M+1 THEN 70

17 PRINT

1310 PRINT"YOU DID 1T, BEHIHD DODR B"sMi"18scssnsnnnnnnntsssssnnmunnnans
140 FREIKT RSCFHRLTYY *1E™sGOTO 170

150 FPRINT*YOU LOSE, THE REST OF THE KETS ARE:"

f 40 FOR %=0 70 M:PRINT"DODR" 3K "KEY"ECK) tHEXT X

170 PRIATSDO YOU WANT TO PLAY AGAIMCIYEE EIRE IR KD 51k}

14 INPUT 0%

180 IF Ds="YES BIR'™ THEN 35

189 IF Q%="HD SIR'~ THEMN 799

190 PRENTHEY, I DIDM-T JUST FaLlL OFF & TURHIP TRUCK, YA EMODUYEIEE®
200 GETO 170

00 DATA™H PGT OF GOLR™,™& BEAUTIFUL HAIDEM™,"A MAH EATING TIGER®
565 DATA=HOTHIHG®,=422.5%","# ROLLE ROTCE",~THE KEYE T0 THE uprRLE"
&00 DATA“OFEN SESAME(™,*C-R-E-E-E-E E-A-&-K1", "UA LAKI™ “TA=BAH'™
&05 DATA=ABRACADAERA!","CLEICE PRLRRENF IR R R IL L e "SURPRISE!"
g8 EHD

ok
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PDrag

Rl

DRAG allows the user to design his
awn dragster and then race it againsta
dragster designed by another player or
the computer. You must specify the
horsepower, rear end ratio, tire width,
and tire diameter, Thergareno limits to
these parameters.

Aha! you say. "I'll just design a two
million horsepower dragster!” But it
doesn't work that way, because your
mass is related to your engine size, and
50 you usually end up with a top speed
of something like 33 MPH. The com-
puter is extremely hard to beat, but it's
rumored that it can be done. Note: on
some systems the amount of time
betwean printouts can be aggravating-
ly long.

This program came from the
Hewlett-Packard User Library, It also
appeared in Creative Computing,
Jan/Feb 1977,

DRAG
CREATIVE COMPUTING
HOREISTOWH HEW JERZEY

WELCOKE TO DRAG STRLP,
WRILE YOU LIKE THE INZTREUCTIONS * YES

YOU KAT RACE AGAINST OHE OF YOUR FRIENDS OR TOU MaY RacE
ABRTRET AY DRASSTER, YOU WILL BE ASKED TO DESIuN YOUR
DU BACHEME, SPECIFYING HOURSEPOWER, READ END RATIO (X21),

TIRE UIOTH IW EHCHES AWD TIRE DEAKETER IM FEET.
Lo YU WANT 7O RACE ASAINST SE * YES

I GILL BAYE EAR %1.

DESIGM CaR #2:

HORSEPOWER=7 790

REAR END RATIO=7 4.5

TIRE WIDTH=Y 22

TERE DIAHETER=TF 4

GOt
ELAPSED Caft #1 ChE HZ
[IHE  SFEED PISTAMCE SPEED DISTARCE
(SEC)  (HPHE IFT} 1HFH) L]
CAR # 7 STOPS BURNINS RUERER
i 2x.aMrF 14.3821  19.3767 P4,.34%3
43.5743 §4.7326 39,9172 R0

44,903 143. 982 &0.3403 13E.844
F2.93%4 F3E.07Y FY.AE4 234,947
100, Jg6.463 FT.4004 A63.311
115.3%4 5a%,.424 113,342 59,407

128,437 Fi4.Z79 174,389 497,474
139186 238158 133,582 2EI.2e7
144,922 113,34 130,334 1094.43

3
(]
§
3
CAE K ! STOPS BUEMIMG RUBEER
7
B
g
§

LT 151811 1320 144,584 1244.35

HIMKER

DD YOU WANT TR TRY AGAIN T NG

Ik

LIST

I PRINT TABRCZ?N;UDRAG"

3 FRIAT TaARL20%:"CREATIVE CORPUTIRG"

7 PRINT TRETCI9h:"KORRISTOUN HEW JERSEY"

10 DIM PL2)L,ECE) W02, 5000, 002,802, 0021, 8420, 100
2 Dih a(2}

J0 PRIRT:PRIMTzFRENT

33 PRIKT “"HELLCOME TE DRaS STRIP.®

A0 FRINT "WOLLD YOU LIXE THE IMSTRUCT1OHS “)

S0 IHPUT ¥

A0 EF [$="M0% THEWN 10

J0 FRINT "YDH WAY RACE AGAINST OME OF YOUR FRIEWDS ORF THU KAY RACE"
30 FRIKRT “aGAIWST MY ORAGSTER. YOUF WILL BE ASKED TD DESIGA YOoUR®
90 PRIRT =0UN BACHIWE, SPECIFYINE HOURSEFOWER, READ END RaATIO (x:1:,®
10 PRINT "TIRE WIDTH EM [MCHES ARD TIRE OCAMETER IH FEET.”
110 FRINT "BO YOU WANT TO RACE AGRINET HE ™3

120 IWFUT I%

130 IF I4="HO" THEH 200

T4 PRINT "I UILL HAYE CAR H1.°

130 FOYb=400

160 EC1h=5,%

17h WElb=22

180 B01}=3,9

1%0 GOTH 2%0

200 PRINT “DESIGH CAR H13™

MG FRENT "HOURSPONER=":

220 IWPUT P13

210 PRINT "REAR END RATID=":

24k [WPUT EC12

250 PRIKT "TIRE WIDTEH=";

2o [HPET Wit

20 FRINT "TIRE DIRHETER=";

280 INPUT Di12

290 PRIKT "DESIGH CAR #2:¢

300 FRINT "HORSEPDWER=";

J90 INPUT P2

J20 PRIKT “REAR EXD RATIO=":

I IHPUT Ed2)

S40 FRINT “TIRE WIDTh=";

230 IMPUT Wiz

240 PRIMT *TIRE DIAMETER="; -

30 THPUT D2

J80 PRIMT

290 PRIKT GOV

400 E1=500

410 H2=1.4

420 K3=2

450 Ed4=4E-04

440 K5=5E-905

430 Ef§=.2

440 K7=4

470 ¥gn1 . 5E-94

480 BCr)=0z0(2)=0

490 Blrl=0z502)ui

00 X{riegix{7)=g

310 REM: H IS Habs

J20 FOR 2=1 TO 2

340 ROJI={HTHH2*P () +RIRN O I D (] #REF D1 " 214322
540 REM: C [5 DRRS FROM WIHD.

T30 COJ=E4eq{JE " {2/ T e B2 2D (])

S60 HEM: B [4 THE HAX ACCELERATION WITHOUT BURNING
370 BOJrE S+ 2ERUC R T ID CCUC D ik O )T D

SED REM: Y I8 THE SCALE FACTOR FOR RPH VS POUER.
R0 Yidr=i -3 3E-03EF (UL

400 HEXT J

410 FRINT

420 PRINT

4310 PRINT "ELAPSED ";TRBCNS)"CAR 1" TARI I LA 42¢
A40 PRENT "TIHE SPEED DISTARCE SPEED TISTANCE™
430 PREMT "(SEC) LHPHD (FT#h THEH) (ETH"
460 PRINT

&0 FOR Tz TO 1049

480 FOR Ti=1 TO 100

A%0 FOR J4=1 T@ 2

M0 REH: R O[5 RPH.
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e e o TeeE—

Mg R=E0eSlJIRECI 13 VA 1S9 2504B(I))

r30 BEH: L0 I5 EMGIHE TORODUE.

PI0 LOm{FLI} /47 . 518 (5047 BE-03%(R/Y{I I -4E-1 02 (RIS D)
P40 REM: LY 15 TOROUE FROM FRICTION.

250 Li=P{JrelKSeR+H4)

Ti0 RER: B2 IS REAR ANLE TORGUE.

PO LI=ECJhe{LO-LT]

780 REM: F I9 FORCE ON ROAD FROM TIRES.

20 F=2sl2/B08)

go0 RE#: TEST FOR BURM.

gi0 IF F > W{J)2B{J} THEN BBO

A0 REA: A=ACCELERATIDN

BIG IF @iJ) <> 0 THENW B&D

BA0 PRINT “CAR #=;J;" STOFS BURMING RUBBER®
gso @idi=t

BEd A=(F=C{IMESCI0"2)/R(0)

g270 GOTOD 00

R0 &=Bi{J}=C0Jre5(J) "2 K000

g9 REM: § IS FEET INW FTSBEL.

g6 GlFi=g{di+A%, 01

10 REM: ¥ 15 DISTAMLE IM FT.

Qg NIJF=N{J 4500 a 01

930 HEXT J

G40 REM: TEST FOR FIWISH.

g50 IF ¥{11<5280/4 AND X{2)3<528074 THEN 1140
960 IF X01)x0(2) THEM 1089

§70 TI=C(X(21-5280/4)/5{2}

gRn T=T+#T1/100-T3

980 L{2)=5200/4

068 NO1¥=X({11=5{1)=%T]3

1040 PRINT T3 3501 )*3400792803" "jKi1}
1015 PRINT SC2v=23400s52805"  "nid)

1020 PRIMT TAEC40];“HIHNER"

1030 PRIMT

1040 FREHT “D0 YOO WANT TO TRY AGAIN *;
1650 IMPUT L%

1h4s0 IF I4="YES* THEN 110

1070 EMD

0BG TI=(N(1)=-5280,/42/501)

1090 T=T+T17100-T3

1100 i1 i=52E0/4

1110 Li2i=N{2=8020%T3

1120 PRINT Tov  ":5(1de3a00,92805" "radldd;
1125 PRIHT S{2)I40075280:%  "REL2)

1130 PRINT TAB(10Y;"UINMER"

1140 FRINT

1150 GOTE 1040

1180 MEXT TY

(170 PRINT T+#1z%  ";S40)23800/528053"  “pX(1)§
1175 FRINT SO23=3&00552803"  “X(2)

1180 HEXT T

1200 END

171



Using DR.Z wyour computer “in-
teracts” with you in true Rogerian form,
never making a value judgment of your
response.

DR.£ 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. 2.

If youwould preferto employ 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

c. Non-verbal language

1. facial expressions
2. posture of body
3. hand gestures
2. Experience a session with DR.Z.
3. Develop computerizations of other
“purely-human” situations.

Mote: Don't mistake DR.Z for Eliza
(or Doctor). In DR.Z, all the responses
are "canned” and the computer makes
no attempt to analyze your input in any
way.

DR.Z was submitted to us
anonymously by some students of Dr.
Melvin Zeddies of San Diego.

DR.2Z
LREATIVE COMPUTING
RORRISTOWM, WEW JERSEY

HELLD THERE, I°H YOUR COMFUTER THERAPIST.

HHAT 15 YOUR MANE® aMD TELL ME SOMETHING ABOUT YOURSELF.
HOWEVER, BONT TYPE WORE THAM ONE LINE. I TIRE EASILY.

T MY WAME IS STEVE. 1M TRYINGE TO FIX THIS PROGRAN.

WEAT DID YOU SAY YOUR MANE WAS AGAINT

7 STEVE

HOW DD TOU FEEL TODAYT

T TERRIFLE. IT IS TOO HOT OUTSIDEIL!

B0 YOU THINK THIE IS REASOMABLE IN LIGHT OF YOUR INTERESTST

T UHAT ARE YOU TALKING AROPUT

B0 YOUR FRIEMDS FIND THIS ACCEPTABLE?

T SOMETIMES

BHY DI YOU THIRK YOU FEEL THIS wart

T BECAUSE OF THE WEATHER

U0 YOU THIRE THAT THIS 1S5 4 MORMAL FEELINGT

T YER

Ml YOUR FRIENDS FIND THIS ACCEPTABLE?

T 1 JIST ANSUERED TiaT

I THIRE YOU ARE MAMIME A GREAT ATTENPT TO SOLVE YOUR
DIFFICULTIES, AND I SEE NO MEED TO CONTIMUE THIS

GEGSION AMT FURTHER.

STEVE WOULD YOU WAKE ANOTHER APPOINTRENT UITH NY COMNPUTER
FOR SOMETINE IN THE MEXT FEV VEEKS. WMAT BATE WOULD you
PREFER?Y

T MEVER

THAT UILL BE FIME .

I'VE ENJOTED CONMUWICATING WITH YDU.

HAVE & WICE DAT.

LIET

5 PRINT TAB(27);BR.I"

& PRINT TAB(20);"CREATIVE COHPUTING™

7 PRINT ThEBC18);“HORRISTOUN, NEV JERSEY™

8 PRINT:PRINT:PRINT

20 PRINT "MELLO THERE, I“N YOUR CONPUTER THERAPIST.®

30 PRINT “UHAT 15 TOUR MAMEY 4ND TELL NE SOMETHIME ABOUT YOURSELF."
40 PRINT "HOUEVER, DOW'T TYPE MORE THAM OME LIKE. I TIRE EASILY."
S0 INPUT &3

40 PRINT *UHAT DID YOU SAY YOUR WANE WAS AGATHT™

70 IRPUT BY

8¢ PRINT "HOW DD YOU FEEL TOBAYT™

96 LET Codilmde¥sd

190 INPUT A%

110 PRINT

120 PRINT

130 IF C=10 THEW 729

140 LET I=INT{10#RND{1))

150 IF =7 THEN 140

148 IF V=1 THEN 140

170 LET Ua2

TBO QM I+1 BOTO 494,420,430,480,510,540,570, 600, 630, 440

380 BETD £%0

J%0 PRINT “THAT‘S UERY INTERESTING, TELL ME MNORE."

400 PRINT

410 BOTD 490

420 PRINT “HAVE YOU FELT TMIS WAY LOWE?®

438 PRINT

440 BOTD 490

430 PRINT "BOD YOU THIMK THIS IS RE&SONABLE [N LIGHT OF YOUR [RTERESTSY®
440 PRINT

470 SOTO 490

480 PRINT =BO YOUR FRIEMDS FIND THIS ACCEPTABLET®

A%0 PRINT

S00 GOTO 670

S10 PRINT DO YOU FEEL CONFORTABLE UITH THIS FEELING?®

520 PRINT

53¢ G0TO &%0

540 PRINT *DO YOU THIMK THAT THIS IS # NORMAL FEELINGT"

550 PRINT

el BOTD &90

570 PRIMT “UHY DD YOU THINK YDU FEEL THIS BaAYT"

580 PRINT

90 EOTOD 490

&00 PRINT “HAVE TOU TALKED TO ANYONE ABDUT THIST®

&10 PRINT

&20 BOTE &%0

530 PRINT "WHY ARE TOU HERET™

S40 PRINT

&30 BOTO &%0

&60 PRINT "ARE YOU SATISFIED WITH THE WAY TOUR TDEAS ARE DEVELOPING?™
470 PRINT

4F0 LET C=C+1

7e0 LET U=?

Mo 6ATO 100

720 PRINT "1 TMINK YOU ARE WAKING & GREAT ATTEMPT T0 SOLVE TOUR™
730 PRINT "DIFFICULTIES, AMD I SEE WD WEED TO CONTINUE THIG*

FA0 PRINT “SESSION AMY FURTHEER,®

750 PRIMT B3;" WOULD YDU MAKE ANOTHER APPOINTHENT UITH #Y COMBUTER®
740 PRINT “FOR SONETIME IN THE MEXT FEM UEEKS. WHAT DATE WOULD Tou™
770 FRINT *PREFERT

780 INPUT A$

790 PRINT “THAT WILL BE FIME .=

BOO PRINT "1°VE ENJOYER COMNUNICATING WITH you.=

B10 PRINT “MAVE & ¥ICE DAY,

B20 FOR Tal TO 4

830 PRINT

$40 NEXT 1

850 EXP
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Description: ELIZA is a program that
accepis natural English as input and
carries on a reasonably coherent
conversation based on the psychoana-
Iytic technigues of Carl Rogers. You wrill
have to forgive ELIZA for being a poor
English student. You'll find that itis best
not to use punctuation in your input, and
ynu'llhavemcarwthemnuarsatinn.But
it does work!

How it works: In order to speak to you,
ELIZA must: (1) get a string from the
user, and prepare it 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
keyword and “translate’ allthe personal
pronouns and wverbs (71" becomes
“yOU", "ARE" becomes "AM", etc.); {4)
finally, look up an appropriate reply based
on the keyword which veas found, print it
and, if necessary, the “translated”
string. ELIZA uses four types of program
data to accomplish this:

{1} 36 keyword, such as "l AM™, "WHY
DONT YOU”, and “"COMPUTER". The
keywords must be in order of priority, so
ELIZA will key on "YOU ARE™ before
“YOou".

(2} 12 strings used for the translation or
conjugation process. These are in pairs
such that if one member of the pair s
found, the other is substituted for it.
Examples: Y, "YOU"”, "AM"”, "ARE",
etc.

{3) 112 reply strings. The strings are
arranged in groups corresponding to the
keywords. There is no fixed number of
different replies for each keyword.
Replies ending ina ™ *" areto be followed
by the translated string, while the
strings ending in normal punctuation
are to be printed alone.

(4) Numerical data to determine which
replies to print for each keyword. For
gach 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
with thetenth reply string, 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 gets a string fromthe
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 all the apostrophes (so DONT
and DON'T are equivalent), and stops if
the word SHUT is found in the input
string which ittakesto 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 5, T, and
F5. If no keyword is found, the keyword
defaults to number 36, NOKEYFOUND
{which causes ELIZA 1o say something
noncommital) and it skips the next
section.

Lines 380-8585; 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 is only one
leading space in the translated string.
Lines 560-640; Reply printing section.
Using R{keyword 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 stringends ina™™*"’
it is printed with the translated string,
otherwise it is printed alone. The
previously entered input string is saved
to permit checking for repetetive input,
and then ELIZA goesbackfor more input.

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 to change N1, N2,
N3, and/or the numerical data. Justasa
suggestion, if you decide toinsert "ME”
and “YOU'' in the translation string list,
put @ nonprinting {control) character in
YOU to prevent ELIZA from substi-
tuting l+YOU-+ME. This means that YOU
will always be assumediobethesubject
of a verb, never the object, butresolving
that difficulty is a whole different
problem.

A Few Comments: The structures
found in lines 120, 420, and 530 could
be replaced by RESTORE NMNNN
statements if your BASIC has them. The
use of an INSTR, SEARCH, or POS
function to determine if one string is a
substring of another would probably
speed things up considerably (it takes
ELIZA around 10 seconds to think of a
reply).

What it all means: we'll leave to you.
Although this program is an inferior
imitation of the original, it doeswork, ltis
pretty farfetched to behieve that a
psycholanalyst is 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/hrl My computer, the
doctor!

Geneology: ELIZA was originally
programmed in LISP by Joseph Weizen-
baum at MIT. It was converted to BASIC
by Jeff Shrager and further madified to
work in Microsoft BASIC by Steve North,
who also wrote these notes.

Name Usage
R{X), S1X),NX) See Text
1% Input string
K& Keyword string
Cs Translated or conjugated string
FS Reply string, also used to save K5 in scanning for keywaor:
R% 5% Strings used in conjugation process
P35 Pravious input string
28 Scratch (used for simulating RESTORE NNMN statement)
N1 Mumber of keywords
N2 Mumber of conjugation strings
N3 Number of replies

K Keyword number

S.T Used to save K and L when scanning for keyword

XL ¥, L Scratch. X is generally used for looping while
L is used for scanning through strings

v V Used for scanning for keyword string
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CREATIVE COMPUTING
RORRISTOUM, WEW JERSEY

A1 DM ELTZA. WHAT'S YDUR PROBLEW?

7 0N

JE WERE DISCUSSING YOU-- NOT HE.

¥ BUT YO0U ATR THE PROBLEN

OH, I ATR THE PROBLERN

7 80 I WISSPELLED A WORD

SAY, DO YOU HAVE ANY PSYCHOLOGICAL PROBLENS?

¥ HO DO YOU

YOURE WOT REALLY TALKING ABOUT HE, ARE YOUT

7 ONLY BEHIND YOUR BACK

UHY ARE YOU COMCERNED ABOUT WY BACK

+ PECAUSE 1°H AFRAIB T0 COH FRONT YOU .
BID YO COME TO HE BECAUSE YOU &RE AFRALD TO CON FRONT I
7 Y0U SPEAK UIERD ENGLISH

WE WERE DISCUSSING YOU-- HOT HE.

+ aff 1 BETTING THE BEST OF YOU

oM, I

7 UHAT 15 THAT SUPPOSED 10 HEAN

UHY DO YOU ASKT

T WHY NOT

uwy 10 YOU ASK?

7 I ASHED FIRST

WHAT DOES THAT SUBBEST 10 YOu?

T THAT Y0U ARE HOT AS SHART AS YOU THIMK

WHAT KAMES YOU THINM I &N MOT AS SWART AS I THIMNK
T T0U ARE MAKING A FOOL OUT OF YOURSELF

DOES [T PLEASE YOU TO BELIEVE 1 AN MAKING A FOOL OUT OF YOURSELF
7 DOR-T TUIST THE WORDS OM ME BUDDY

I SEE.

¥ D0 YOU REALLY

YOU“RE WOT REALLY TALKEING ABOUT HE, ARE YOU?

T TES

ARE YOU SURE?

7 YES 1 AW SURE

DID YoU COME TO HE BECAUSE VBU ARE SURE

T I CANE BECAUSE 1 AM

HOW LOBG HAYE YDU BEEN

T AS LOWG AS POSSIBLE

I MOT SURE I UMDERSTAMD YOU FULLY.

T S0 I AN NOT THE GREATEST CONVERSATIONALIST

DO YOU BELIEVE IT IS WORMAL TO BE NOT THE GREATEST COWVERSATIOWALLST

T TES

I SEE.

T HOU CAN YOU SEE WITHOUT ANY EYES

DAEM-T YOU BELIEVE THAT I CAN SEE MITHOUT AMY EYES
* Wl 50 PROVE IV

ARE YOU SAYING WO JUST TO BE HEGATIVEY

T ABSOLWTELY MOT

YOU ARE BEING & BIT MEGATIVE.

T 50 YOU UANT TO FIGHT D0 ¥au

UE WERE DISCUSSING YOU-- NOT RE.

T ODONCT BACK DOWN FRIEND

WHT BO YOU BRING UP THE TOPIC OF FRIENDST

T 1 DOW-T HAVE ANY FRIEWDS

DON'T YOU REALLY WAVE ARY FRIENDS

T M0 HOT REALLY

WHY NOT?

T BECAUSE I AN YOU AND YOU ARE HE AMD WE ARE ALL TOGETHER
PERHAPS YOU UOULD LIKE TO BE YOU ANB UE Al alL TOGETHER
T SAYT HHAT

DOES THAT DUESTION INTEREST YOU?

T DEFIMITELY

COME COME ELUCIDATE YOUR THOUGHTS.

T b YOU LIKE THE BEATLES

M, I LIKE THE BEATLES

T HOW ABOUT THE BEACH BOVS

WHY BO YOU ASKT

T 00 YOU DREAH OFTEM

YO RE MOT REALLY TALKING ABOUT HE, ARE YOU?T

T DREAM OM

WHAT DOES THAT DREAN SVEGGEST TO yau?

T UHAT DREAM

UHAT ANSUER UOULD PLEASE YOU THE MOST?

T D0 YOU SUBSCRIBE TO CREATIVE COMPUTIMG

UE WERE DISCUSSIME TOU-- NOT HE.

T I AN AN IBN 370/148

i YOU EHJOY BEIMG AN 1BN 3707148

7 1 AH WORRIED ABDUT THE COMPETITION

BID Y0U COME TO WE BECAUSE YOU ARE UORRIED ABOUT THE CONFETITION
¥ DOM-T GET PERSONAL

CAM YOU ELABORATE ON THATY

T I“¥ BETTING TIRED OF LISTEHING TO YOU TO SHUT UP
SHUT UP...

ik

T PRINT TAB{2&)3"ELITA™

2 PRIRT TABCZO0);"CREATIVE CONPUTING®

3 FRIRT TAB(U8);"HORRISTOUWN, HEW JERSEY"
4 PRINT:FRINTzPRINT

80 REH

100
110
120
130
THQ
150
140
170
180
190
200
201
210
220
230
240
230
255
240
270

BT

~2e==THITIALLIATION-=—~~

BIN S(3&) R{ZT4) HIFE)

Hi=J4:M2=14283=112

FOR X=1 TO Wi+N2Z+M3READ Z$:MENT N:REM SAME A5 RESTORE
FORX=1 TD W1

REARD SOX} LaR{XI=SOX)sRO0I=500+L=1

MEXT X
PRIMT "HIN
REN

REN ===== USER IRPUT SECTION-----

REM

IRFUT 1%

I"ﬂ n‘]‘+- L]

REW GET RID OF APDSTROFHES

FOR L=1 TO LEN(I%)

IFHIDS (TS, L, 1 ="""THENI$=LEFTH{IS ,L-T1)+RIGHTS{I% LENCI% ) -L ) 1BUTD
IFL+A<=LERCIS] THENIFHIDS(I%,L,4)="SHUT " THENFRINT*SHUT WP..."zEND
REXT L

IF I4=F% THEW PRINT “"PLEASE BOR“T REPEAT YOURSELFI":ROTD 1.0

REN
REN

[‘H ELEZA. UWHAT-S TOUR PROBLEWT™

~=——-FIMD KEYMORD IN I8-----



200
270
273
300
JG
315
320
J40
S50
J40
J65
370
80
3
A )
410
420
430
4410
450
840
470
450
4¥0
473
afd
3l
320
530
333
340
250
]
Ja&
Jar
338
280
a5
S840
590
A
a1k
G20
&34
a4
1009
1014
1024
1030
1040

REM

RESTORE

g=0

FOR K=t TO W1
READ K$

IF Sx0 THEN3&R

FER L=1 TO LEM(I#)-LEN(KSII+1

IF AIDSCI%, L, LENCKS } oK THENE=K:T=LiF$=K3

HEKT L

HEXT K

IF 830 THEN K=§:L=T:GOTO3%0

K=34:GOTOS70:REN WE DIDN-T FIMD ANY KEYWORDS

REH

REH TAKE RIGHT PART OF STRING aND CONJUSATE IT
REH USING THE LIST OF STRINGS TD BE SWAPFED
REH

RESTOREsFORY=1 TD W1:READ 24:HENT (:REM SHIP OVER HEYWORDI

Co=" *RIGHTH(IS ,LEHCI)=LEN(FSF-Le1)e" "

FOE X=1 TO M2r2

READ S%,R%

FOR L= 1 TO LEM(CH]

IF L+LEHL(S$)>LEN(CS! THEH 510

IF MIDS(CH, L LEM(3%}}<254% THER 319
CH=LEFTS(CY,L~1}+RS+RIOHTS(CS LENICS) -L-LEM(S8)+1}
L=L+LEN{RE}

BOTD S40

IF L+LEK(RS)FLERICS )} THENS A0

IF BIB$(CH,L,LEN{RS) )>RS THEM F40
CH=LEFTS(CS,L=1 1 +S+RIGHTS(CY, LEHCCH ) -L-LEN{R:I+1)
LeL+LEH(5%]

HEXT L

HEXT X

IF HID${C$,2,%0=" "THEWCS=RIGHTSICH,LERLILS)-1):REH OHLY 1 SPACE

FOR L=1 T0 LEM{CH)

IF HIDBS{CH,L,10="1" THEW CS=LEFTS{CY,L-1H+RIGHTS(CH,LEN(CH ) -L) s6OTOS 57

HEXTL

RER

RER HO¥ USING THE KEYWORD NUMWBER (K} GET REPLY
REH
RESTORE:=FOR X= 1 TO Mi+NZ:READ IS cMENT X
FORX=1TOR{KY:READ FSzNEXT XiREM READ RIGHT REPLY
ROKI=REKI+1y IFRIEI>MIK) THEN RIK}=5{K}

IF RIGHTS(F$,1)<>"e* THENW PRINT F3:Pesl8:GOTO 170
FRIMT LEFTH#(FS LEN(F%)-1130H

Fe=I$:26070 179

REH )

REF ~  =meee FROGARA&M DATA FOLLBWE-----

REK

RER KEYHORDS

REHN

1050 DATA "CAN YOU™,"CaAM [","Y0U ARE™,“YOURE“,"I DOMT","I FEEL"

1060 BATA “HHY DONT YOU";"WHY CAMT I°,"ARE You", "1 CANT","I ARY, T IN
BATA “YOU =, %0 WANT®,"WHAT™,=HOU", "UHO™, *WHERE" ,"WHEN" " UHY"

70
1080

1090 BATA ™ MO™,"YOUR®,“ALWAYS","THIMKE®,“ALIKE","YES","FREEND"

1100 DATA “COKPUTER™,"HOEKEYFOUND®

1308 REM

1210 REA ETRING DATA& FOR CONJUGATIONS

1220 REH

1230 DATA " ARE *,* AM “,“WERE ","WaAs =," YOu “,° 1 =, "7TOUR teUHY

1235
1240
1300
e
1320

BATH “HANE","CAUSE®,"SORRY*,“DREAN","HELLO","HI “,"HATBE"

&TA * IVE "™ YOUVE "," I *," YOURE *
BATAR ™ HE =" fYDD *

REM

REH REPLIES

REH

1330 DATA "DOR"T YOU BELIEVE THAT I CANHe"

1349
13150
1340
1383
1370
380
1370
14400
1414
1420
1430
1440
1450
1440
1470
1480
1450
1500
1310
1520
1530
1540
1330
1580
1570
15840

DATA "PERHAPS YOU WOULD LIKE TD BE ABLE TO#+"
DATA "YOU VAMT ME TO BE ABLE TO**

DATA "PERHAFS YOU DON'T UANT TO="

DATA "DO0 YOU UANT TO BE ABLE TOe®

DATH "UMAT MAKES YOU THINK I aAMs"

BATA "DOES IT PLEASE YOU TO BELIEVE 1 AHe"
PATA "PERH&PS YOU WOULD LIKE TD BEs+"

BATA D0 YOU SOHETIMES WISH YOU WERE#"
BATA “DON-T YU REALLY®"

PATA "WHY DOR-T YOO~

DATA “BO YOU WEISH TO BE ABLE TO*~

DATA "BOES THAT TREOUELE YOUT"

DATA “TELL WE WORE ABCUT SUCH FEELINGS.™
DaTa “PO YOU OFTEM FEEL®"

DATA “BO YOU EMJBY FEELIRGS"

DATA “DD YOU REALLY BELIEWE I DON-T="

DATA “PERHAFS IR GOOD TIKE I MILL#"

DATA "DO YOU WANT HE TO="

DATA “DO YOU THINK YOU SHMOULD BE ABLE TO*"
DATA “WHY CARTT YOU#"

DATA "UHY &RE TOU INTERESTED IN UHETHER OR HOT I AH*"
BATA “WOULD YOO FREFER LF I WERE MOT="
BATA “PERWAFS [N YOUR FANTASIES [ AN&"
BATA “HOY DO YOU KNOUW YOU CAN-Ta"

DATA “HAVE YOU TRIEDT®

baTA "PERHAFS YOU CAN NOUe"

15940
1400
1610
1420
1430
1540
1450
1440
16710
1480
| 470
1700
1714
1720
1730
174
1739
17E&0
1770
1red
1790
faan
iRi0
1020
1830
1840
1850
1840
187D
1880
18940
1900
1910
1728
1930
1940
1950
1760
1970
{780
1950
20000
214
Zoz0
2030
2040
2050
2040
2070
2084
Pl ]
e
2118
2128
2130
2140
21540
2140
270
2180
2170
2H
pkalil
el
2930
2140
2750
2240
2370
2180
1190
2300
23140
2320
2330
2340
23150
3360
23740
2380
2390
2400
2414
el bl
2439
2504
25140
2520
2530
2540
2530
2540

OaTh
Dath
DATA
BATH
BaTh
DATH
DaTh
DATH
BATH
BaATA
DaTE
DaTa
DatTH
DaTh
BATA
BATA
BATA
DaTa
IATH
DATA
BATA
HATA
EATA
BHTH
DaTé
IaTé
DATH
bATA
DATH
BaTh
i T#
I TH
D& TE
BATH
BATH
DaTH
DTaTh
D TH
DATA
B&TH
DhTa
DaTh
DAt
DATR
BATA
BRTA
PATA
Data
DATH
I&aTH
DRTA
BATA
BATA
BATA
DATA
TATA
DATA
BATH
BaTh
batTa
aTh
DaTa
DATH
HATH
DATH
BaTA
BaATA
BATH
DaTé
patTh
FATA
DATHA
BaTh
BATA
BaTa
DaTA
BaTi
DaTh
DATA
DaTA
BATA
DATH
BATA
DaTa
hatTa
REH

REH

REH

DATHA
DATH
BATA
BATA

“BIF YOU COBE TG HE BECAUSE YUU AkE®”

"HOY LOKE HAVE TOU BEEMN®

"p0 YOU BELIEVE IT IS HORMAL TO BEs®

EhE YOU ENJOY BEING:"

*YE WERE DISCUSSIHE TOU=— HOT ME."

-uuHr It'

nygURE WOT REALLY TALKEING ABOUT HE, ARE YOUT“
"UHAT WOULD IT REAN TO YOU IF You eDT#"

FUHT DO YOU UAHT+

"SUFFOSE YOU SOOR GOT="

“WHAT IF YOU HEVER GOT#*

"] SOHETIHES ALSO UaWT="

"UHY DO YO0W ASETT

“DOES THAT AUESTION INTEREST YOUut"

"WHAT AMSWER WOWLD PLEASE YOU THE HBSTY"
“UHAT DD YOU THIHEY®

"A4RE SUCH GUESTIONS OM YOUR HIMD OFTENT™
“UHAT IS IT THAT YOU REALLY WANT TO ENOUT™
UHAEUE YOU ASHED AMRYONE ELSET"

YHAVE YOU ASHED SUCH OQUESTIONS BEFORET"
"UHAT ELSE COWES TD MIMD WHER YU A5K THAT?"
"MARES DOK-T IMTEREST HE."

*1 DOM‘T CARE ABOMT MAHES-— PLEABE G0 OM."
*I5 TH&T THE REAL REASON?™

"BON*T AMY OTHER REASOMS COAE TO AIRD®S
"BOES THAT REASOM EXPLAIN ANYTHING ELSET
YUHAT OTHER REASONS MIGHT THERE BET™

"PLEASE BOM°T APOLOGIZEL™

*aPOLOGIES ARE WOT MECESSARY."

"UHAT FEELIWBE BO YOU HAVE UHEH YOU APDLOGIIE."
“BOH'T BE 50 DEFEHSIVEI"

"WiaT DOES THAT DREAH SUBGEST TO Yow?"

"D} YOU DREAM DFTEN?"

"WHAT PERSOKS APPEAR IH TOUR DREAHET"

“HRE 70U BISTURBED BY YOUR DREANST™

*"HOW B0 YOO DD ... PLEASE STATE YOUR PROBLEA.T
“Y{U DON-T SEEN QUITE CERTALM."

“WHY THE UMCERTAIN TOHET™

"CARTT TOU BE WORE POSITIVET"

"“You AREN"T SURET"

"DEHCT YOU KNOW?"

“ARE YOU SAYING WO JUST TO BE WEGATIVET"
"YOU ARE BEING A BIT ®EGATIVE."

"UHY WOTF"

"ARE YOU SURET"

"YHY MO%"

"UHY ARE YOU COMCERMED ABOUT MYe"

“WHAT ABDUT YOUR DUEs"

“CAN YOU THEIMK OF & SPECIFIC EXAHPLET"
"UHENT"

YUHRT ARE YOU THINKING OF7?™

“REALLY, ALWAYST®

B0 YOU REALLY THIHK SO7¢

=BUT YOU ARE HOT SHRE YOus*

DO YOU DOUET YOusY

TN UMAT UAYES

"UHAT RESEMBLANCE DO YOU SEETY

HUWAT DOES THE SINILARITY SUGGEST TO You™™
SyYHAT OTHER COMMECTIONS DO YOU SEE®!

=COULT THERE REALLY BE SOWE CONMECTIOMT"
"HOWE"

"o SEEN QULTE POSITIVE.

“ARE YOU SURET"

"i 5EE.."'

"I UHDERS TARD."

“yHY D0 YOU BRING UP THE TOPIC OF FRIEHDST"
“B0 YOUR FRIEWDS WORRY YOU?™

G0 YOUR FRIEWDS FICHK OM YOUT™

“ARE YOU SURE YOU HAVE ANY FRIENWDST"

"ED TOH IMPOSE OM YOUR FRIENDIT™

"FERHAPS YBUR LOVE FOR FRIEMDS WORREIES YOU."
“00 CONPUTERS WORRY YDUT"

“ARE TOU TALKING ABOUT BE IH PARTICULART®
"4RE YOU FRIGHTEREDR BY WACHIMEST™

=yHY 00 YOU MEMTION COHPUTERS®"

“UHAT DO YOO THIMY NACHINES HAVE T0 DO WITH YDUR
"BONST TOU THIMK COMPUTERS CAM HELF FEOPLET®
“UHAT I8 IT ADODWT HACHEIMES THAT WORRIES YOUT™
"SAY, D0 Y0U HAVE ANY PSTCHOLOGICAL PROBLERST
"WHAT DOES THAT SUGGEST TO YOUT!

“1 BEE."

I H MOT SURE [ UNDERSTAND YOU FLLLY."

“COME COHE ELUCIDATE YOUR THOUEHTS.®

*CAN YOU ELABORATE DN THATT

*THAT IS QULITE IHTERESTIHG.™

PATA FOR FINDING RIGHT REFLIES

1,3,4,2,60,4,6,4,10,4,14,3,17,3,20,2,22,3,15,3
26,4, 20,4, 32,3,35,5,40,9,40,7,40,7,40,7,40,7,40,9
49,2,51,4,55,4,59,4,63,1,83,1,44,5,69,5,74,2, 74,4
80,3,83,7,%0,3,93,4,%9,7,104,6

FROBLEMT'



Facther

i e
Rk
This program loosely simulates a FATHER
debate with your father about going
out on Saturday night. After you win or CREATIVE COMPUTING

: HORRISTOMN, NEW JERSEY
lose the debate, then Saturday night

approaches and you must decide
whether or not to actually go out. When

all is said and done, the computer will WANT TO HAVE & DEBATE WITH YOUR FATHER, EWT?

give you a score on a scale of minus DO YOU UAKT INSTRUCTLONST YES

geven to plus four. (This could have YOU ARE GO0ING TD PLAY IN & GARE IN “HF?JEETWEL géscuw
& FROBLEN WITH YOUR FATHER AMD ATTEKP HI#

been a scale of _zErr:r J[.U ta'.-". but AEREE WITH YOU IN THREE TRIES.

computers have this magic ability to

give ug scales of anything we want). FOR EACH STATEMENMT YOU MAKE, § WILL TELL YOU UHAT

This program originated in the TOUR FATHER REPLIED.
dungeons of Digital Equipment Cor-
- ; ) . YOU MBST SELECT YOUR STATEMENT FROM ONE

poration and was whipped into its OF THE FOLLOWING SIX.

present form by Victor Nahigian. T LT IITTY
1. 0.%. I WILL STAT HOME.
2. BUT 1°D REALLY LIKE TO GO. ALL MY FRIEMDS ARE GOING,
1. IF ALL MY WORE [§ DOME, T SMOULE BE ABLE T0 GD.
4, IF YOU LET ME BO OUT I'LL BABYSIT ALL WEXT WEEE
5. YOU MEVER LET ME DD WHAT I WANT TO DO.
b 1M GOING ANYWAY!
HEEREEREED

WHEM & DUESTION WARK APPEARS, TYPE THE WUNBER
0F TPUH RESPORSE FOLLOWED BY A RETURN.

YOl WILL RECEIVE POINTS BASEDR O HOW SUCCESSFULL YOU
ARE AT CONVIWCING TOUR FATHER.

THE ISSUE IS:
YOU WANT TO GO OUT SATURDAY MIGHT.
TOUR FATHER DPPOSES THE IDEA.

WHEN YOU FIRST BRING UP THE IDEA, YOUR FATHER STATES:

Wi, YOU CART GO OUT OH & DATE SAT. HITE #ND THAT S THAT.
HEE UQULD Y0¥ APPROMCH YOUR FATHER

WHAT WOUED ¥QUF SAY FIRSTT 2

YEOR FATHER Salb:

I DOH-T THINE YOU DESERVE TD 00 DUT 3aT. RITE,

WHAT 15 YDUR REPLYYT 3

TOUR FATHER SAID:

0.K. IF ¥OU D0 THAT v{u CaM GO OUT SAT. NIGHT.

ON A SCHLE OF -7 TD 4, YOUR SCORE WAS 2 FPOIRTE.
IT 15 NOW SAT. NIBHT, WHICH DO YOU GOT

I. GO OUT.

2. STAY HOME.

T1

YOU FATHER DIDH“T CHECK UF 0N YOU.
YOUk SCORE IS MDW 2 FPOINTS.

WELL DOME!

HOULD YOU LIKE TO TRY AGAINT YES
UHEW YDU FIRST BRING UP THE IDEa, YOUR FATHER STRTES!:

MO, YOU CAM-T §0 0UT OM & DATE SaT. WITE &HD THAT'S THAT.
HOU ROULE YOU APPROACH TOUR FATHER

LEeT WOULD row SAY FIEST? 1

AGREERENT REACHED

OF & SCRLE OF -7 TO 4, YOUR SCORE wAS -1 FOIRTG.
IT IS #HOW SAT. HEGHT, WHICH DO ¥OU TS
1. 80 OUT.
2. STaY HOHE.
YOUR FATHER CHECHED UF DN YOU.
TOUR SCORE IS WOW -1 POIATS.
vou B1Be-T SUCCEER IR COMYINCING YOUR FATHER.

WOULE TOU LIEE TD TRY AGAINT NO
bk

=&



ST S48 ERFUT Lo

100 PRINT TAB{2&);"FATHER" :PRINT 250 Of I3 SOTOD 710, 1050,8%0,890,%10,720

110 PRIKY TAB(201;“CREATIVE COMPUTTHG" 50 Y=X+P1

{20 PRINT TaB{18))"HORRISTOUR, MEW JERSET " BP0 K=¥+F1

130 PRIMTePRINT:zFRINT 80 GATOD 1939

{40 FRINT “WANT TO HAYE A TEBATE WITH YOUR FATHER, EH¥7":PRINT B0 H=§#2

150 DIH A$L2} 240 GOTO 1050

150 =2 S1) X=X-feBOTO 1050

170 E4{21="FATHER" 2 X=X-2

{BG PRINT "BO YOU UAHT IMSTRUCTIOHS® U0 PRINT "DISCUSSION EMDEDR. WO AGREEMERT REACHER."

190 IHFUT O1% 940 BOTOD 1040

200 IF Q1%="YES™ THEN Z20 O50 A=X+PS

210 GOTR 310 F40 PRIMT “YOUR “jH$C&D;" SALD:"

S3g PRINT "Y0U ARE GOING TO FLAY IN & GAKE TH WHICH YOU WILL DISCUSS" 970 PRINT “NO, I°H SORRY, BUT YOU REALLY DON-T DESERVE 70 60 %;
730 PRINT “& PROBLEH WITH YOUR “pHE(A);" 4HD ATTEKPT TO GET HIM TO" F80 PRIMT "S4T. MNIGHT."

340 PRIMT “AGREE UITH YOU IKW THREE THIES." . P90 PRINT "WUHAT IS5 YDUR REPLY";eINPUT 13

280 PRIMT 1000 0N L3 GOTO 720,890,1010,4010, 870,844

240 PRINT *EDR EACH STATEMEMT YU MAKE, I HILL TELL YOU WHAT ° 1110 PRINT "YOUR FATHER SAIDz"

270 PRINT “YOUR ™;H${A}}" REFLIEE." 1020 X=X+P3

280 PRINT 1030 PREIKT "0.K. IF YOU DO THAT YOU CAH GO OUT SAT. MIGHT.®
290 PRINT "YOU MUST SELECT YOUR STATEMEWT FROA OHE" 1040 PRINT

300 PRINT “OF THE FOLLDWING 5IX.° 1050 PRINT ™0R & SCALE OF -7 TD 4, YOUR SCORE WAS ®";X;" POIRTS."
310 PRIMT "sébtswksez! TRal GOTO 1920

310 PRINT "1, 0.8. I WILL ST&Y HOHE." 1070 FRINT “TOUR “I#${R1;" Sald:®

310 PRIWT 2. BUT 1°0 REALLY LIKE T0 G0. ALL MY FEIERD3 AKE GOENG." 10BQ i=X#P3

340 PRINT "3, IF ALL KT WORE IS DOME, [ SHOULD BE ABLE TO GO." 1070 PRINT "WELL, HAYRE, BUT 1 BON'T THINK YOU SHOWLD &0."
I150 PRIMT "4, IF YOU LET HE GO0 OUT I“LL BABYSIT ALL NEXT HEEK" 1100 PRINT "WHAT 18 YODUR REPLY";:GOTO 790

J&0 PRENT "3, ¥OU REYER LET WE DD WMHAT I WANT TO BO.7 1980 PRINT

30 FRINT "4. I BOING adyYWwar?:" 1120 PRINT ®IT IS HON 5A4T. HIGHT, WHICH BO YOU DO7™
A00 PRINT "ssdrtrghnd® 1130 PRIRT ™ . GO Qur,"

Tag PRINT 1140 PRIKT 2. STAY HOHE."

A0 PRINT "UMEN A DUESTION WARE APPEARS, TYPE THE MUNBER® P10 INFUT B3

410 FRINT "OF YDUR RESPONSE FOLLOWED BY A RETURM.® 1160 IF 83 > | THEN 11ED

430 PRIKT 1170 GOTO 1220

430 PRINT *YOU WILL RECEIVE POINTS BASED OM HOU SUCCESSFULL YU [tBD IF I2 > 1 THEW 1200

440 PRINT “pRE AT COMVINCING YOUR FATHEE.® 1194 GOTOD 1220

430 PRIMT 1200 IF 13 € 5 THER 1220

440 PRIMT "THE ISSUE IS:" 1210 GOTE 1230

470 PRIMNT YO WAMT TO GO QUT SATURDAY HIGHT." 1220 IF RMB{1) > .5 THEMW 1230

480 PRIKT ° TOUR “;H$0A);" DPPOSES THE 1DEA." $230 PREINT “YOUR FATHER CHECHED UP OW YOU.™

490 PRIKT 1240 GOTO 1270

S PRINT *WHEKW YOU FIEST BRING UP THE IDER, YOUE “HECAL;" STATES:" 1250 PRINT "¥OU FATHER DIDMN-T CHECK UPF D YOU.®

3 FI=- 12460 G0TD 1270

20 P3=2 1270 0K 23 BOTD 1360,128Q

430 PSe-1 1280 PRINT "YDUR SCORE IS MOW *3d;" POINTS.™

540 €=1 1290 GOT0 1410

G50 Pé=-2 1300 IF IZ=3THER 1330

56 §=0 1310 IF I2=4 THER 1330

gre Ia=i 1320 GOTOD 13340

580 PRINT 1330 X=xv

420 PRINT "HO, YOU CAN-T GO OUT DM A DATE SAT. MITE AMD THAT S THAT." 1348 GOTH 12840

400 PRINT "HOW UOULE YOU APFROACH YOUR " H3{A) 115¢ 0% I3 GOTO 1280,1280,1330,1330,1280,12680

410 FRINT “UHAT WOULT YOU SAY FIRSTY;:INPET IV 1360 IF Ii=1 THEW 13%0

G20 DM 11 GOT0 720,780, 1070, 107,754,700 1370 OK I2 GOTO 13%0,1380,1280,1280,1380,1380

430 PEINT KD, YOU CAR WOT GO QUT ON & SAT. HIGHT.® {280 0K 13 GOTO 1390,13%0,1280,1280,1390,15390

A40 K=K=2:l6=16+1Q1 1390 K=3=1 )

450 IF 14=12 THEN B30 1400 GOTD 1280

480 C=C41 1410 DN X4B GOTD 1420,1420,1420,1420, 1450, 1450, 1450, 1430, 1470, 15300, 1500,
670 IF C=3 THEH to40 1300

480 IF I2+4 THEW 240 1420 PRINT “YOU BIDH'T REALLY SUCCEED IN CHAMGEMNG YOUR"
AT GOTO 780 1430 PRINT W9{R);""% IDEAS AT ALL.®

200 PRINT "YOUR ";H${A};" 54lb:" 1440 GOTO 1510

A10 6OTO &30 1450 PRINT “YOU DIDN‘T SUCCEEDT IN COMVINCING YOUR “jH8(AM;"."
710 PRIMT "AGREEMENMT REACHED" t4ak BOTD 15314¢

F30 X=N+P1 1470 PRINT *YOU CONVINGED YOU =3H&${A3;™ BUT IT TOOK YoOU ToO“
740 GOTD 1040 T480 PRINT “HAMY TRIES.™

Aol X=X+ 1490 GOTO 1310

FE0 PRINT “YOUR “;H${a};" Said:" 1504 PRINT "WELL DOHE!™

270 PRINT *1 DOM-T THIMK YOU DESERVE TO GO OUT SAT. MWITE.® 1510 PRINT

FB0 FRINT “LHAT 15 YDUR REPLY"Y 1328 T1=Ti#

790 LHFUT I2 1530 PRINT "MOULD YOU LIKE TO TRY AGAIR";cINFUT Q59

|00 OH I2 GOTO 720, 9&48,1090,1010, 950, 700 1540 IF D3%="YES" THEN 500

B0 PRIRT “YDUR " H&(A) ;" SAIDZ"™ 1330 EHD

B20 K=X+P3 k.

BId PRINT “UHAT I5 TOUR REFLY";



-

This game may be the only one s0 easy that even
an animal could play it, yet hard for people to play
aven as well as random chance. It may be useful in
training the intuition, and improving gamesmanship
in speculation-type activities, where each player is
trying to outguess the other's behavior and stay one
step ahead.

On each turn, the program first selects 'yes' or
‘na’, but gives you no information about its decision.
Therefore your guess on the first turn is pure chance,
there is no skill involved. But soon the program
starts using patterns in your behavior, making its
decisions to increase the chance of your next guess
being wrong. And to make it harder for you, the pro-
gram doesn't strictly maximize its chances, but
throws a little randomness into its decisions.

Variations

There are endless strategies for programming this
game, for there could be almost infinitely many defi-
nitions of what a “pattern” is. No single algorithm
could be “best”, because it must assume a model
of the human player, and people are different, even
the same person from moment to moment. Any good
algorithm must build or refine its model of the
player, during the course of the game.

This particular program keeps an array of 16 prob-
ability estimates; the person's last two guesses, and
whether they were right or wrong (16 situations alto-
gether) determine which estimate is selected. The
array (which depends on all previous play within
the game) becomes a model or profile of the player,
and It can be printed at end of game. Any prob-
abilities far from .5 indicate predictable behavior in
the corresponding situations. The profiles can be
compared over time, or uged to study strategy dif-
ferances between people. They can also be compared
with random profiles developed by playing games
with random input such as coin flips, or (more easily)
by modifying the program so that BASIC statements
replace the human player and make guesses ran-
domly (or by some other rule). In fact, different algo-
rithms could play each other.

This particular implementation has two para-
meters:a memory factor(F1)which controls the decay
rate of old learning when it is overridden by recent
axperience, and a randomness factor (F2) influencing
the program’s likelihood of making the decision sug-
gested by the probability estimate. These are just
two of innumerable optional parameters which could
be used in programming FLIP.

The program and description were written by John 5.
James. They originally appeared in Creative Computing,
Mar/Apr 1977.

FLIP
CREATIVE CONPUTING
HORRISTOMH HNEW JERSEY

EXPLANATION (Y OR WIT ¥

OW EACH TORN, YOU BUESS YES (f°) OR HO L7H7).
ONLY OME IS5 CORRECT, AND THE PROGRAN HAS DECIDED
WHICH OME, BEFORE YOU HAKE YOUR BUESS. AT FIRST
YOUR DDDS ARE 50, PURE CHANCE. BUT LATER THE
PROGRAN WILL TRY TO TAXE ADUVANTAGE OF PATTERNS
14 YOUR GUESSTME.

GANE ENDS AFTER 50 TURNS; & SCORE OF 24 OR MORE
18 GOOD. PROGRAN TELLS WMEN YU WIN & TURN,

BT TYPING AM ASTERISK (“e’} AS THE FIRST

CHARACTER OF THE FOLLGWIRG LIKE.
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END OF GAHE.
YU 80T 17 QUT OF 350 CORRECT.

PLAY AGAIN (Y DR W)T M
iT4



LIST A20 1Y=g*li Q) FAF L GIFIRALDITALT I ]
436 Z1=P(I%)

10 PRINT TAB(25);"FLIP" 440 12=T1

20 PRINT TAB{18)3“CREATIVE COMPUTING" 450 IF I2 <> .5 THEN 480

I8 PRINT TAB(14);"HORRISTOUN MEM JERSETY":PRINT:PRINT:PRINT 4460 I2=RMDI1)

31 B1=50 470 BOTD 520

327 PRINT "EXPLANATION (Y OR H1“} 480 IF Z2 > .5 THEM 310

I4 INPUT T9 490 I2=12sF2:0%(1-F2)

346 IF LEFTS(TS, 1) <> *Y" THEN 180 500 BOTOD 520

50 PRINT "OW EACH TURN, YBU GUESS YES (°Y*) OR NO ("N7)." 10 I2=12+F2+12(1-F2)

&0 PRINT “ONLY OME IS CORRECT, AND THE PROGRAM HAS DECIDED" 520 75=0

70 PRINT "WHICH DME, BEFORE YDU MAKE YOUR GUESE. AT FIRST" 930 IF RNDO1} < 72 THEM 540

B0 PRINT "YOUR DDDS ARE F0Y, PURE CHANCE. BUT LATER THE* 40 %=1

%9 PRINT “PROGRAN WILL TRY TO TAKE ABVANTAEE OF PATTERMG" 550 REN

100 PRINT "IN YOUR GUESSIMG." 540 REM INTERACT WITH PERSON. GET HI5 RESPONSE (Z3).
110 PRINT 570 REM UPDATE RESPONSE WISTORY (X}, APPROPRIATE PRUB. (Pi{17))
120 PRINT "GAME ENDS AFTER *:B1;" TURMS; A SCORE OF " 580 PRINT A9:

125 PRINT INTOB1/2-113* OR MORE™ 590 I3=0

130 PRINT ™IS GOOD. PROGRAM TELLS WHER YOU WIN & TURN," 400 INPUT He

140 PRINT "BY TYPIMG AM ASTERISK (“=") AS THE FIRST" 410 IF LEFTS(HE, 1) = “¥* THEN 450

150 PRINT "CMARACTER OF THE FOLLOWING LINE." 420 IF LEFTS{HS,1) ="N" THEN &40

160 PRINT &30 PRINT "ERROR, KUST BE Y OR W .*
170 REN &40 BOTD 400

180 REM IMIALIZE: 14 PROBABILITIES, 4 RESPOMSES (X}, 650 13=1

190 REM OLD-MEMORY FACTOR (F1), RAMDOMMESS FACTOR (F2), &40 AR=" ©

200 REM SCORES (51,52} AMD RIGHT-AMSWER FLAG. 870 5I=5it)

210 PRINT 480 IF I3 <> I3 THEN 710

2 PRINT AP0 Ag=Tet

230 BIN PL14),X(4) 700 51=51+1

240 PRINT "BEGIN." J10 REN IFPDATE X - THE LAST 4 CHOTISES.
250 FOR I=1 TO 14 740 X(1)=X(3}

250 P{I}=.5 FI0 XLZ)=xi4)

270 MEXT 1 740 X(3)=I3

280 FOE I=1 TO 4 0 Xidr=[3

290 X{1)=0 740 REN UPDATE THE PROBAPILITY USING OLD I9.
300 IF RMDLIY € .5 THEW 320 70 PUIR =FAwPi1Fhe{t=FEbal(3)

310 Xilb=t 780 IF 52 < B1 THEW 380

320 HEXT I 790 PRINT A%;

330 Fi=.8 800 PRINT

140 F2=.3 810 PRINT “END OF GAME.*®

350 S1=9 &2¢ PRINT *YOU GOT ";51;" OUT OF ";52;" CORRECT."
340 52=0 830 PRINT:PRINT

I70 Adm® = gad PRINT "PLAY AGAIN (Y DR W}™;

380 REM g50 INPUT T4

3P0 REM TAKE THE ESTINATER PROBABILITY (Z1) B4 IF LEFTHITS, 1)="Y" THEN 240

400 REM OF THE PERSON GUESSIMG YES. 870 ERD

410 REM HSE AN ADJUSTER PROBABILITY (I2). o




Four In A Row

In this game, eight pegs are putin a
-ow, each one of which can hold eight
rings. Each ring is marked with either
an X or an Q. You and an opponent
alternate turns; in this case the oppo-
nent is the computer. On each turn you

130) are dealt with in the same way for
the human player; thus, these values
are for defense.

The computer version of the game
was written by James L. Murphy.

¥
nlace a ring aver one of the pegs, one U A NUNBER BETWEEN | AND 87 3
through Eight The ﬂb}ﬂﬂtistﬂ gEthUf EIE:?:UéH{:‘;HEEE‘[IHE A MUNEER BETUEEN 1 AND 87 4 - a = - = = =
¥X's or O's in a row, vertically, horizon- HOBRISTOUN. HEW JERSEY - - - - - - -
= ¥ =
tally or diagonally. A glance at the =77 - R
sample run will show you how this -ttt STt
process works. E:ET:;HEni; ﬁggwfﬁ:'::uﬁ:: YES B - - - DX - = -
While the computer aiready plays THE GAME CONSISTS OF STACKING X°§ = = = = = = = - - - 00K - -
rather well, you may wish to experi- AND 075 (THE COMPUTER HAS 0) BMTIL ~— - = - = - = - X 0¥ x 0 - - X
ment with improving the computers ORE OF THE PLAYERS BETS FOUR INA = = = ° = = 7 - 123 4 5 & 7 8
play by changing the values in the data :E:E:::HE““* HORIZOATALLY, OR 1 2 3 45 67 8 COMPUTER PICKS COLUNN 5
statements in lines 120 and 130. The -
first four wvalues are awarded Iif a COHPUTER PICKS COLUKH & - = = = = = = -
position yields one, two, three, or four B0 YOU WANT TO 80 FIRSTT YES LIl
in a row respectively, for the computer. oot . e e e e e oo
The next four values are bonus points e e e e m e - - e e e e o= o= o e e - B - = =
for making one, two, three, or fourin a - e e e e e e - S - - - gy - - -
row in more than onedirection with the - - == s = = - - = s s s - g : : - - x
same move, The next eight values (line - - - - y oo i 2 345 5 7 8
- e = = = = o= = - = = Y = = = =
1 2 3 4 5 & 7 B T 3 4 5 & 7 B COKNPUTER WINSH
10 PRINT TAB(Z2);"FOUR IN & ROV 53¢ GOSUE 1240 1110 GOTO 1560
20 PRINT TAB(20};"CREATIVE COWPUTINE® 540 FOR I=1 TO 4 1120 E=NY
30 PRINT TABCI8);“NORRISTOUN, EW JERSET" 570 IF S(Ii<4 THEM &00 1130 PRINT "COMPUTER PICKS COLUMK “;HzPRLNT
4% PRINTePRINT:PRIRT SED PRINT®Y D U WINPT {1140 LELOEI+ 1L (M =L {H]+1
100 DIX BS(E,81,LL8),604),Fua) 590 B0TO 1580 1150 B3(L,A}=04
100 DIN V18] ,HI4D &00 MEXT I 1160 P3=08:505UE 340
130 DATA 1,100,500, 1E20,1,800,4000,1E20 &10 Wi=Gaiti=g 1170 GOSUE 1240
140 DATA 1,75,900,1E18,1,450,3000,1E18 420 Wi=1 T80 FOR 2 = 1 10 4
150 FOR Zi=1 TD 1&cREAD V(Z1)sHEXT I 430 FOR Md=1 TO B 1190 IF S{23¢4 THEN 1220
150 PRINT*THE GABE OF FOUR IN & ROW® Gl LeL{Md )+l 1200 PRINT*C C M P U TEER WINS 11!*
170 INPUTBO YOU WANT IMSTRUCTIONS®ja$ &30 IF L8 THEN 1080 1210 B0TD 1580
180 IF A%==HO" THEW 270 &40 W=1 1220 WEXT 1
190 IF A%="YES" THEM 210 £70 FE=09:M=0 1230 GOTOD 450
200 PRINT*YES DR NO“:B0TO 170 &80 Mend 1240 D4axs
210 PRINT*THE GANE COMSISTS OF STACKING X-S* &70 BOSUE 1240 1250 IF P3=x% THEW D4=0%
220 PRINTAND 0°5 (THE COMPUTER HAS O) LMTIL" 700 FDE Zi=1 TO AsM(213=0;NEXT 21 1260 D2=1:zB1=¢
230 PRINT®OME OF THE PLAYERS BETS FOUR IN A” 710 FOR I=t TD 4 1270 I=0
240 PRINTYROM VERTICALLY, HORIZOMTALLY, OR 710 B=8(2) 1280 BOSUE 1340
250 PRINT"DIABONALLY.® 730 IF S-4>3 THENM 1130 1290 D1=11D2=1
240 PRINTPRINT 740 Te§eF(I} 1300 GOSUE 1340
970 Xemt XY Ds="0" 750 IF T<4 THEN 780 1310 DZegeD)=
280 FOR I=1 TO B:FOR J=1 TO SeB8(I, )= ="gHEXT JIMEXT I 760 Umied 1320 GDSUB 1340
%0 FOR I1=1 TO 8:L(Z1)=D:MEXT 1 770 HISI=N{5)}+1 1330 B2=-1:B1=1
I00 INPUT"DO0 YOU WANT TD GO FIRST™)A$ 780 WEXT I 1340 GOSUB 1340
310 IF A$="NO" THEN £10 796 FOR I = 1 TO 4 1350 RETURN
320 GOSUE 340 8O0 N=N{L)-1 1340 D=1:5=1
330 60TO A4S0 B10 IF N=—1 THEM 840 1370 T=0
340 FOR 1=8 TO 1 STEP -1 HI0 11mBwls 4RGN (K) +1 1380 I=I+1
3%0 FOR J=t TD 8 830 V=¥ + W11} + NeV(B*l+I) 1390 C=0
360 PRINT® “3B$(1,J); 840 MEXT I 1400 FOR E=1 10 3
370 MEXT J 850 IF Us1 THEM BRO 1410 HS=R+KeD1tLi=LeK*B2
380 PRINT H60 Wm1iPe=Ns 1420 IF H5<1 BR L1<1 OR M58 OR L1*8 THEN 151
390 WEXT I #70 SOTO &90 1430 Be=BR(L1,H5)
400 PRINT® *} BED L=L+1 1440 IF C=0 THEN 1480
410 FOR E=1 T0 @:PRINT I;:NEXT 1 220 IF L»8 THEN 1020 1450 IF B4=0% THEN k=31 GOTO 1510
420 PRINT:FRINT %30 GOSUR 1200 1450 T = T4#1
430 RETURH 40 FOR I=1 TO 4 1470 BOTD 1510
440 PRINT*ILLEGAL WOVE, TRY ABATH.® 950 IF 5(Z)>3 THEM W=7 1480 IF B4=P3 THEN 5=5+1:60TQ 1510
A50 INPUT"A WUMBER BETUEEN 1 AND B"3N 740 MEXT 2 1490 C=1
450 H=INT(H? 1020 IF W<\ THEM 1080 1500 GATD 1450
470 IF H<1 DR K2E THEW 440 1030 IF V>U1 THEN Ni=y: GOTO 1940 1510 HEXT ¥
q80 L=LiM) 1040 K1=K1 + | 1520 IF D=0 THEN 1550
450 IF L»? THEM 440 1050 IF RMDC1I>1/H1 THEM 1080 1530 D=02Bi=-11:02==D2
S00 LigimL#1zLel+] 1060 W1 = ¥ 1540 GOTD 1379
S0 BY (L, H)=xs 1870 H¥=H4 1590 5{I)=8
520 PRINT 1080 NEXT M4 1560 FLZ¥=T
530 GOSUR 340 1090 IF #9<P0 THEW 1178 1570 RETURN
S40 PHeXS TH00 PRINT "T I E B AME ..." 1580 EMD

83



Geovrar

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 except foraclear zone from 0,0 to
10,10. The accompanying diagram
should make this clear. Instead of the
normal artillery type of game where
you are |obbing projectiles onto your
enemy installations, in this game you
are firing some sort of laser missileina
very straight path which destroys
everything in its path. If the missile flies
within one unit either northwest or
southeast of the target, or, of course,
over the target directly, that target is
destroyed. If it is within two units ofthe
target, the missile will be shot down
and that target will relocate to a new
position one wunit away from its
previous position in some random
direction.

Geowar is largely a guessing game
with incomplete information given in
its clues. Mevertheless it's fun to play
and is a nice switch from just a plain
"guess the mystery number game.” It
was written by Gary Lorenc and origi-
nally appeared in Creative Computing,
May/June 1975.

2 o)
au il
Enemy
204
1< ) p——
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E ] i Dﬂ'
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w BEQWAR

CREATIVE COAPUTLNG

MOREISTOMM, MEW JERSEY

DO YOU UAHT A DESCRIPTION OF THE GRMEY YES

THE FIRST GUADRANT OF & REGULAR COORDINATE GRAPH WILL SERVE AS
THE BATTLEFIELE, FIVE EMEMY INSTALLATIONS ARE LOCATER WITHIK A
30 BY 30 UWIT ARER. #0 TARGET IS INSIDE THE 10 BY 10 UNWIT AREA
ABJACENT TO THE ORIGIN, AS THIS I5 THE LOCATION OF OUR BASE. UHEN
THE HACHIME ASKS FOR THE DEGREE OF THE SHOT, RESPOND UITH & NUMEER
BETUEER 1 aMb 0.

SCARERS R sk

1, & DIRECT HIT IS5 & MIT WITHIN 1 DEGREE OF L] *
THE THRGET. & HIT#:nénd @

2. A HIT WUST PRSS BETUEEM THE FIRST S€T OF % o
INTEGRAL PDINTS ¥U AND 5E OF THE TARGET. W & I ¥ =

3. A SCARE MUST PASS BETUEEN THE MEXT SET OF ® W t &
IHTEBRAL POINTS WY AME 5E OF THE TARBET, w areeslIT %

WD CAUSES THE EMERY TO RELOCATE A % ]
HAXINUN OF 7 UNLT IN ANY DIRECTION. sexetrrrEeSCARE

MISSLES HAVE INFIMITE RANGE AHB MAY HIT HORE THAN DHE TARGET.
A RISSILE THAT MEARLY HKISSES AN INSTALLATIDH (A SCARE) WILL BE
INHEDIATELY SHOT DOWM. ANY RITS BEFORE THIS TIME WILL WOT BE COUMTED
UNLESS & DIRECT HIT WAS MADE.

READY TO BOY YES
G000 LUCK!

ENTER DEGREE OF 3SMOT? 23
HO LUCK =— TRY ABALM.

ENTER DEBREE OF SHOT? 35
A NEARE HIT. EMEMY HAS RELOCATED.

ENTER DEBREE OF 3SHOTY &7
H0 LUCK == TRY AGAIN.

ENTER DEGREE OF SHOTY 37
weesBULLS EYEss#s 2 HITS -- a4 DIRECT HIT ON 1 OF THEMW!
2 DOWN == 3 T BO.

ENTER DEBREE OF SHOT? S8
HO LUCK == TRY AGAIN. ENTER DEGREE OF SHOTT &0
HO LUCK —- TRY AGAIN.
ENTER DEGREE BF SHOT? 75 :
& MEAR MIT. EMEMY HAS RELOCATER, ENTER DEGREE OF SHOT? 40
ND LUCE == TRY AGAIN.
ENTER DEGREE OF SHOT® 77
& HEAR MIT. EWEMY HAS RELOCATED., ENTER DEBREE OF SHOT? 33
KD LUCE == TRY AGAIN.
ENTER DEGREE OF SHOTT 78
MO LOCK -- TRY AGAIM. ENTER DEGREE OF SHOTY 20
MO LUCK -- TRY AGALIN.
ENTER DEDREE OF SHOTT 74
i NEAR HIT. EMEWY HAS RELOCATED. ENTER DEGREE OF SHOTT 10
#eeBULLS EYEwe+ @ DIRECT HIT!
EHTER DEGREE OF SHOT? 7& 4 DOUM -- 1 1O GO,
4 MEAR HIT. EMENY HAS RELDCATED.
EHTER DEGREE OF SHOTT 59
ENTER DEGREE DF BHOTT 73 TO0 LOU — TRY ABAIN.
N0 LUCKE —- TRY AGAIN.
EWTER DEGREE OF SHOT? &2
ERTER DEGREE OF SHOT? 78 A KEAR HIT. EMEMY HAS RELOCATED.
MO LUCK -— TRY ABAIH.
ENTER DEGREE OF SHOT® 43
ENTER DEGREE OF SHOTT 74 A MEAR HIT. EMEMY HAS RELDCATED.
+2[ ONGRATULATIONSss A HIT.

3 DOuK -- 2 10 BO. ENTER DEGREE OF EHOT? &7

# HEAR HIT. ENEMT HAS RELOCATED.

ERTER DEGREE OF SHOTY g0

WO LUCE -- TRY AGAIN. EMTER DEGREE OF SHOTT 4%

weeeBULLS EYE#++: § DIRECT HIT!

ENTE® DEGREE OF SMOTY 85
NQ LUCK == TRY AGRIN.

64

GAME TOTALE: 2 MITS AND 3 DIRECT HITS ON 27 SHOTS.



_IST ol vl JET D RIvd]

| PRINT TAB(24);"BEOUAR™ 109 F=FiJ}

} PRINT TARC20);"CREATIVE COMPUTING® 130 Di1/2)=0

T PRINT TABC18) ;"MORRISTOMM, HEU JERSEY™ 131 HLI)=0

d PRINTzPRINT=PRINT 132 HiZ-timd

S PRINT “00 YOU WART A BESCRIPTION OF THE GAME; 133 Bil}=0

A INPUT I 134 S(I-11=0

7 IF Is="NO" THEM 44 135 MEXT J

A FRINT 134 PRINT S=T5:" DOMN —"375:" T0 60."
3 PRINT = THE FIRST QUADRANT OF & REGULAR CODRBINATE BRAPH MILL™ 117 GOTO B

14 PRINT " SERVE AS" 138 PRINT "4 MEAR HIT. EMEMY HAS RELOCATED."
11 PRINT "THE BATTLEFIELD. FIVE ENEMY INSTALLATIONS ARE LOCATED®; 139 FOR R=1 TO 2

12 PRINT * WLTHIN A" 140 X2=INT{RMD(TI0100)

13 PRINT "30 BT I0 UMIT AREA. MO TARGET IS IMSIBE THE 10 BY 19 "} 141 IF ABS{COA-(R=11)=X2)21 THEN 140
14 PRINT "URIT AREA" 142 IF COA-(R-11)¢=2 THEN 140

15 PRINT “ADJACENT TO THE ORIGIN, A5 THIS IS THE LOCATION OF OUR “; 143 CLA-(R-1})=}2

T4 PRINT “BASE. WHEN" 144 MEXT B

17 PRINT "THE MACHIME ASKS FOR THE DEBREE OF THE SHOT, REGPOND ; 145 DLAS2I=FIVIC(A)/C(A=1))

18 PRINT "UITH A HUKBER" 144 L1w@

1% PRINT "BETHEEH 1 AMD F0." 147 FORE E=& TD L1 STEP 2

23 PRINT 148 HOI=11=FRVI(CCII=10/(C0I=11#1})
21 PRINT TABI(ST),*SCAREwR® bdrasskr” 149 HOD)=FRVOCCCID#1 P ACCTT=1 =13}
27 PRINT ™ 1. & BIRECT WIT IS5 4 HWIT UITHIN 1 DEGREE OF"} 150 S{I=11=FRVIICLI}-23/{C0I-1)42)}
23 PRINT TAB{S1},"* £ 151 S{IPsFRVICCCIN#2)/LCCI=11=2})
24 PRINT * THE TARBET.*,TAB(S1),"% HIT#+stsz =" 152 MEXT I

25 PRINT * 2. & HIT MUST PASE BETUEEN THE FIRST BET OF"; 153 RETURN

25 PRIMT TAB(S51),"® @ +  #M 134 R=IRTIRNDOT 100 )

27 PRINT * IRTEGRAL POINTS MU AND SE OF THE TARBET."; 135 IF R>30 THER 154

28 PRINT TAB(S1),™ ¢ B & »° 156 IF RCI THEW 1354

29 PRINT * 3. & SCARE KUST PASS BETUEEM THE WEXT SET OF"; 157 CIE}=R

30 PRINT TAB(31}, "+ + D & ¥ 158 RETURN

31 PRINT ® INTEGRAL POINTS WU AMD SE OF THE TARGET,"; 15% FOR Z1=1 TQ 5

37 PRINT TAR(S1),"s sssessHIT &~ téd IF DCI13>1 THEW 142

33 PRINAT ® AMB CADSES THE ENEMY TO RELOCATE A “; 161 NEXT I

T4 PRINT TAB(S1}," " 142 IF D<B{Z1) THEH 145

35 PRINT * HAXTHUN DF 1 UMEIT IN AMY DIRECTION.“; 143 PRINT “TOO HISH — TRY ABAIN,"
& PRINT TABCST)  "wddeswssex3LARE" Té4 BOTO B

37 FRINT 165 PRINT “TOO LOW -- TRY AGALN."
38 PRINT 144 BOTO 814

3% PRINT ® MISSLES HAVE INFINITE RAMGE AND WAY HIT RORE THaW “; 167 PRINT

40 PRINT "DME TARGET.® 168 PRINT "OANE TOTALS:"HS;"™ HITS AND";D5:* DIRECT HITS ON";5;" SHOTS,
41 PRINT "A KISSILE THAT NEARLY MISSES AM INSTALLATION (4 SCARE) "} 159 PRINT

47 PRIMT “WILL BE® 170 PRINT *REABY FOR & MEU GAME™:
43 PRINT "IMMEDIATELY SHOT DOWH. ANY HWITS BEFORE THIS TIME WILL *; 171 B2=62+1

44 PRINT “HOT BE LOUNTED" 172 52=52+5

45 PRIMT "UMLESS & DIRECT HIT WAS WADE." 173 D2=B2+D35

a6 PRINT 174 HI=H2+HS

47 PRINT 175 IRPUT B3

48 PRINT “REABY TO GO°; 176 IF GH=*H0" THEN 134

A% INFUT RY 177 PRINT

50 IF R$="N0O" THEN 192 178 PRINT

S1 PRINT =GOOB LUCK!" 179 PRINT

92 FRIAT 180 PRINT "FIVE WEW INSTALLATIONS HAVE BEEN BUILT AT DIFFERENT ";
53 BIN CO00), HC20),D010),50200,F(5) 181 PRINT "LOCATIONS.™

54 DEF FANOV1D=INTC{1B0 T T415FI#ATHIV 14.5) 182 PRINT "G0OD LUCK!™

55 X=250 183 GOTO &1

=5 LI=RND(T) %2 FOR 4=2 TD 10 STEP 2 184 PRINT

57 G2=p 93 IF D>S(A} THEW 103 189 PRINT

58 §2=p 74 [F D<S(A=1) THEN 103 184 PRINT "TOTALS FOR";62;" GAMES:"jH2;" WITS AND";D2
59 b2=0 73 IF DyHOA} THEN 105 187 PRINT " DIRECT HITS QW";§2;" SHOTS."
&9 H2ep 94 IF D{H{A-1) THEN 105 188 PRINT "AN AVERAGE OF";52/(D2+H2);" SHOTS PER TARGET.,"
&1 FOR K=1 TD 10 97 IF D*IAFZ)I+1 THEN 101 192 EMD

61 GOSUR 154 96 IF DCOCASZ)-1 THEN 101 ok

&3 IF INT(K/2)<3K/2 THEN 70 ¥ D1=D14+1

&4 IF COK=11510 THEW 70 100 GATD 102

&5 IF COOP10 THER 70 111 Hi=H1+1

&6 FOR L=E-1 TO K 102 FAD14H1 D=4

&7 BOSUR 154 103 WEXT &

&8 MEXT L 104 80TD 108

4% BOTO 43 105 IF P12 THEN 110

70 MEXT K 105 BOSUB 138

71 G=h 107 GOTD 21

71 FOR L=1 T0 5 108 IF DI+H1<»0 THER 112

73 DIL)=FHVCIZ#L ) /C{2%L~11) 10% IF TS=1 THEN 159

74 MEXT L 110 PRINT "MD LUCKE -- TRY AGAIN."

75 A=2 111 8OTD 81

76 Li=1¢ 112 IF P10 THEN 118

77 T5=8 113 IF HIX1 THEN 114

78 DS=0 114 PRINT *exCONBRATULATIONS®® & HIT.®

T HE=0 115 GOTD 124

B0 GOSUR 147 116 PRINT “s:CONGRATULATIONS**"1H13"HITS. "

B1 PREINT 117 BOTD 124

B2 PRINT “ENWTER DEGREE DOF SHOT™: 118 PRINT ®weexPULLS ETE#wsn '}

B3 D=0 11% IF BI>1 THEN 123

B4 H1=0 120 IF HI>0 THEN 123

BS FOR 0=t TO 5 111 PRIHAT ™ & DIRECT HIT!®

86 FIR)I=20 122 BOTD 124

87 MEXT @ 123 PRINT B1+#H1;" HITS == A DIRECT HIT OW";D1;" OF THEM!“

g8 INPUT D 124 TS=TS5-{D14H1}

BY IF D»=90 THEN 81 125 BS=DS+D1

o0 OM SEN(D}+2 BOTO 177,192 126 HS=HS+H1

%1 S=§+1 127 IF TS=0 THEN 147



Grand Prix

In this program, you are attempting
o complete one lap around a grand
orix 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

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
tor your car and racing against a US
Mail truck or a well-used Ford
Mustang, but beware, itisn't really that
2asy.

The origin of this game is a bit hazy.
The only thing that identifies it is PUC.
Could thig be Pacific Union College?
Perhaps, but we're not really sure.

GRNFRX
CREATIVE COMPUTING
HORRISTOWN, MEM JERSEY

UELCOME TO THE PUC GRAN FPRIX

PO TOU WANT A COUVRSE DESCRIPTIDNT YES

2

|

EEDIF!IIIIII:li!l!IIIIIIIII#EiIlIIIHIIIiIIKI:ﬂEﬂ

DURINE THE STRAIGHTAMEYS TOU WILL BE ABLE TO CONTROL THE

ACCELERATION AND BRAKING OF THE Cak. THE CURVES WILL BE TAREH

AT UMATEVE®R SPEER YOU EMTER THEM.

BELOY THE BREAKAUAY SPEED, THE CURVES AAY BE TAKEN WITH WO PIFFICELTY.
ABOVE THE FASTEST SFEED IMBICATED, YOU WILL CRASHI!

WITHIN THE SPEED RAMGE, THERE I8 THE POSSIBILITY THAT YOU RIGHT

LOSE TIME DR SPEER BY SUINGING WIDE DR EY SPINMING OUT.

THE FASTER YOU TAKE THE CURVES, THE GREATER THE RISkE--

A4MD THE LESS THE TIHE!1(i1!

YOUE TASK 15 TO TRANSVERSE THE TRACH I A HIWINUA OF TIRE
WITHOUT CRASHIMG!!!

g5-100 CC (BO0!} L TOUR CAR MAY BE DNE OF THE FOLLOMING:
c [ 1. PORSCHE
16 PUC BEAM PRIX RACE T 2. FERRARI
X C 3. RASERATI
X GC 4. LOTUS FORD
¥ 55 {2800) C 50~ UHICH CAR WOULD YOU LIKE? 4
X 8555545 855 SSSOONNTXXANKXNAXNANALFIAOC 7O YOUR CAR WAS A MAXINUR ACCELERATION OF 8 HPHJSEC.
X 55 §EEEEEE ? g AND & MAXINUN BRAEING OF -30 MPH/SEC.
(o001 & 90-110 ¥OU WILL BACE ABATAST DHE OF THE FOLLOUIRG:
- X 1. U.5, POSTAL BELIVERY TRUCK
¥ ¥ DISTAMCES 1N YARDS, E6. 1800) = 860 YIS, 2. 1970 EEAT PONTIAL GTO
X ¥  SPEEDS LM MFH, EG. B5 TO 100 MPH. 3. 1946 WELL USED FORD HUSTANS
F X 4, LOTUS FORD
i 4 5. 1974 FEREARA
H ] &. THE PHYSICS SUPERCHARGED LIBHTDEAN SPECIAL
| | CHODSE OWE OPPONEMT BY ENTERING HUMBERT 2
A 0ri500) X
H i ELAPSER TIHE SPEED POSTTION DPPOHENT S ACTELERATION
H ¥ SECORDS HPH Y&RDS POSTITION
0-F 05
15 0 M 0 ] o ] T8
HH 2 14 7 1 T 8
1 iz L1 14 T4
& 4B 70 48 g
10 7 15 & STRAIGHTAMAY 200 YARDS LONG B fd 125 LY i
2 T6 3 15 & CURVE 200 YARDS LONS 18 B 195 156 ¥ g
THE BREAE&WAY SPEED RANGE IS 85 TO 100 HPH 12 LI 2B 235 78
JTO 4 IS5 & STRALGHTAUAY S0C YARDS LOWG 14 112 183 kel T4
1T ERDS 4T POEITION 1500 YARES FROM STARTING GRID 16 128 300 424 * -
4 T0 5 15 & HGIRPIN CURVE 100 YARDS LONG 18 8E 604 %65 15
THE BEEAKAMAY SPEED RANOE 15 20 TD 35 MPH 1o 1] 8§97 >34 T -2
5 TH & IS ANOTHER STRAIGHTAMAY 300 YARDS LONG 22 ¥4 791 792 T
IT EXDS AT POSITION 1900 YaRDS FROA THE BRID CHRYE 2 -3 , GSFEED %4 HPH
4 T0 » IS & SET OF 75 CURVES 500 TARDS LOMWG 244 %4 1000 977 T 0
THE EPEED EAKGE 15 90-110 HPH 280 54 1091 1054 L)
T T0 B IS THE FIWAL ETRAIGHTAUAT OF 400 YARDS 0.4 %4 1183 1154 )
IT EMTERS THE LAST CURVE AT 2800 YARDS 3I.4 74 1275 1249 T =30
B TO 7 IS THE FIMAL CURVE OF 400 YARDS 344 34 1338 13178 "8
THE BEERKAWUAY SPEEP RAMGE IS 50 10 0 HPH L | 50 1379 1458 T8
B4 b 1434 1498 !

THE TOTAL LEMBTH OF OHE LAP [§ 3200 YARDS

BB

LEST CONTROL 4T 80 MPH. YOUR CAR CRASHEM!!
YOUR OFPOMENT FIMISHEDT IM  91.0%2& SECOHDS!



B0 YEU WEISH TO TRY AGBAINT YES

fOUR CAR MAY BE OMNE OF THE FOLLOWIWG:

1. PORSCHE

2. FERRARI

1. WASERATI

4. LOTUS FORD

JHICH CAR WOULD YOU LIKEY 3

YOUR CAR HAS & MAXINUW ACCELERATION OF 12 WPH/SEL.
ANE & HAXIHUE BRAKING OF -22 HPH/SEC.

YOU WILL RACE ABAIMST ONE OF THE FOLLOWING:
1. U.5. POSTAL DELIVERY TRUCK

2. 1970 BEAT PONTIAC &TO

3. 1944 MWELL WSED FORD MUSTAME

4. LOTUS FORD

5. 1974 FERRARA

&. THE PHYSICS SUFERCHARGED LIGHTBEAN SPECIAL
CHOOSE ONE OFFPOMENT BY ENTERIMG NUMBERT 3

ELAFSED TIME SPEED FOSITION PP BHENT “ § SGLCELERATION
SECOMES HFH TRRDS FOSITION
{ ] [ 0 T 12
2 24 11 3 T 12
4 44 LT i T 12
& s 105 &1 S I
g v 187 17 L
10 120 793 172 T 10
12 140 424 287 T 0
14 1l 57 4% ¥
14 14 R 338 ¥ =22
CURVE 2 -3 , SPEED 100 HPH
21:7 100 1000 a77 0
23.% 104 10698 372 g
25.9 100 1194 1080 T =10
27.9 80 1284 1173 T -1
%.9 F1 1333 12577 =10
3.7 W 14002 1405 T 0
33.% 40 1442 1480 ® =3
5.9 34 1478 1912 TQ
CHRVE 4 =5 , SPEED 34 HPH
1.8 34 1 &0 1549 b
431.8 38 1443 a4 T 12
45.8 §z 1714 1485 T 10
47 .B a2 T804 iFH T =3
49 .8 L 1899 1842 T
CURVE & =7 , SFEED 92 WPH
50.9 92 2400 2433 T
g2.9 92 2470 2550 T
H4.9 92 25840 2481 ]
&4.9 w2 ZéM 2774 T =22
&B.7 48 2739 2813 1 14
0.5 1) 7R 2874 T 0

SPEED IN CURYE 4B WPH, TOOK CURVE WIDE, LOST 3.7 SEC.

COMPLETED LAF,ELAPSED TIME 84.3 SEC.
YOUR OPPONENT FINISHED IN B0.8477 SECONDS
SORRY, YOW LOST BY 35.45029 SECONKS

DD YOU MISH TG TRY AGALNT NO
K

LIST

10 PRINT TaB(24);"GRNPRX"

24 PRINT TAB(20);"CREATIVE CONPUTING"

34 PRINT TAB(18):"MORRISTOUN, MEW JERSEY"

40 PRINT:PRINT:PRINT

1020 DIN PO9T,Fi4),B14} HIED)

1030 REM

1040 FOR X=1 T %

1843 READ P(X)

1845 HEXT X

1050 FOR I=1 TO 4

1060 READ GII},F{I)

1080 LET G(11=GiI/2.0454%

1090 LET FUTI=(F (114,41 /2.04545)

1100 MEXT I

1190 FOR X=1 T0 82:REAE HWiX)zHEXT X

1115 REM

1120 DEF EW&CX)=INT (192045454 .05}

1930 BEF FHTETI=INTIT#10#.51/10

1133 BEF FHC(Tha-{INTCT#RI+20e (INT{THRI+2<82) =82 (B2CINTLToR)+2)
1174 DEF FMBAT)=-(INT (T8RI#1 )0 (INTOT#R) #1482 1 =82 BICINTLTRITE)
1135 DEF FMPCTI=ENTCHCFNBOT) ) HFROCT)#FHR(TI+.5)

1134 DEF FMOLT)=H{FMC(T)}-H(FNRIT))

1137 DEF FMR{T)=T+R-INT(T#R)

1140 REM

1150 LET Be2

1200 PRINT

1210 PRINT "MELCOME TO ‘THE PUC GRAM PRIX®

1220 PRINT

1250 REM

1260 PRINT *D0 YOU WANT & COURSE DESCRIPTION;

1270 IHPUT AS

1280 IF LEFTH(A8,11<> 1" THEN 1910

1300 PRINT

1320 PRINT TAB{23) 392" ;TABLS&);=1"

1330 PRINT TABL21)=CCOLPROOODONXINONINONOUON 00 R NOONEE!
1340 PRINT TAB(12):"85-100 CC (800)";TABI&7); C"

1350 PRINT TAB(1B); C":TABL7OM; LY

1360 PRINT TAB(1513"3 0°3TABC21);*PUC GRAN PRIX RACE";TAE{70);"L"
1370 PRINT TA4B(T&1:"X";TABLST); C"

1375 PRINT TAB{15h;"X":TAB{&7) 3 CC"

1380 PRINT TAB{14):"%";TAB{38};"95":TAB(57);" (28000 C 50-*
1390 PRINT TABU1Z);=X"jTAB{22)3"5555958 56§  SSSONOOXXOUONNOLOXN’
1195 PRINT "YPXXDCL 70"

1400 PRINT TAR{1213"X 55 5555555 Pl
1405 PRINT TAB{&41;“@"

1410 PRINT TARCITRI"X (190000 &  90-110"

1420 PRINT TAR{10);"X X

1430 PRINT TAB(9);"X H

1433 PRINT TAB(ZE);*DISTANCES IN YARDS, EG. ™;

1435 PRINT "(B002 = BOO YDS."

1440 PRINT TAB(B);“X X" 3 TAB{20);"SPEEDS 1N MPH, "}
1445 PRINT “EG. 85 TO 100 HPH.™

1450 PRINT ™ p L

1440 PRINT ™ X X

1470 PRINT * X X"

1480 PRINT " X .

1490 PRINT " 4 0(1500) X"

1900 PRINT * H x=

1510 PRINT * H x"

1520 PRINT *20-H ¢ §*

1530 PRINT * 33 H H"

1535 PRINT * HH®

1540 PRINT



| 350
| a0
370
| 3B
| 5740
| G0}
| 605
410
620
| 630
a0
| 430

FRINT
FRINT
FRIKT
PRINT
PRIANT
PRINT
PRINT
PRINT

FRINT
FRIMT
FRIMT
1660 FRINT
1470 PREHT
1§60 PRIHT
{690 PRIAT
1700 PRIRT
F710 PRIAT
1720 PRINT
1730 PRIAT
1820 PRINT
1830 FRINWT
1835 FRINT
1840 FRINT
1842 PRINT
1844 FRIMT
1850 PRINT
1850 PRIMT
1845 ERINT
1870 PRINWT
1880 PRINT
190G PRIRT
1905 PRINT
19046 PRINT
1907 PRIMT
1908 PRINHT
1909 PRINT
1944 PRINT
1911 PRINT
1912 FRIKT
1213 PRIAT
1%14 PRINT
1785 FRINT
1994 INFUT
1917
1H1 8
1919
920
1921
1922
1923
1924
1925
1724
1327
128
192%
1950
1931
TRaZ
19311
1934
1935
1934
1937
1834
193%
1940
1941
1942
1743
1944
1945
1944
1947
1748
174%
1950
J000
i
Sh04
3010
3020 PRINT
3025 PRINT
3030 PRINT
040 PEINT

PRINT

H=13

H=11
B=-13

fuld
B=-12

H=8

f==10
PRINT
FRINT
PRIRT
PRINT
PRIMT
FRINT
PRINT
PEINT
FRINT
PRINT
TNFUT

PRINT

PRINT
REK
REN
REH

FRINT "

"1 T 2 IS A STRAIGHTAUAY BOD YARDS LORG®

=2 70 I I8 A CURVE 200 YARDS LONG®

u THE BREAHAMAY SPEED RAWGE IS BS TO 100 NPR"
"I TO & IS & STRAIGHTAMAY 300 TARDS LoO@G"

" IT ENDE AT POSITION 1500 YARDS FROM STARTINE®Z
" GRID"®

"§ TD 5 IS A4 MRIRFIN CURVE 100 YaRDS LONE"

THE BREAKAWAY SFEED RAMGE IS5 20 TO 33 HFH"

“S TO & IS AMOTHER STRAIGHTAWAY 300 YARDS LOHG"

" IT ENDS AT FOSITION 1900 YARDS FROM THE &RID™
"4 T0 7 15 A4 SET OF 57 CURVES 500 YARDS LONGY

" THE SPEED RAMGE IS #0-110 HPH"

“7 T0 B 1§ THE FIHAL STRAIGHTAWAY OF 400 YARDS®

= IT EMTERS THE LAST CURWE AT 2800 YARDH"

“B T0 7 IS THE FIKAL CHRVE OF 400 YARDS"

= THE BREAKAMAY SPEED RAKGE [5 50 TO 20 HPHY

UTHE TOTAL LEMGTH OF OME LAF IS 3200 YARDS™

“DURING THE STRAIGHTAWAYS YOU WILL BE ABLE TD CONTROL THE®
“ACCELER&ATION AMD ERAKING OF THE CAR. THE CUREVES WILL BE™;
* TAKER®

"AT UHATEVER SPEED YOU ENTER THEHW.®

"BELOW THE BREG4HANAY SPEED, THE CURVES HAY BE TAKEN WITH "j
"W DIFFICULTY."

"ABOVE THE FASTEST SPEED INDICATED, YOU WILL CRASH!!®
"UITHIN THE SPEED RA&MGE, THERE IS5 THE PNSEIBILITY THAT YOU™i
" HIGHT®

=t 0FE TIME OR SPEED BY SWINGIHG UIBE OR BY SPIMHING DUT."
“THE FASTER YOU TAKE THE CURVES, THE GREATER THE RIGKG--"
"AND THE LESS THE TIRE!®|!™

“YOUR TaSE IS TO TRAMSYERSE THE TRACK IN & RINIAUH DF TIHE"
"UITHOUT CRASHINGEI!"

“YOURE CAR HAY BE OHE OF THE FOLLOUING:"
*1. PORSCHE"

*2. FERRARI"

*1. WASERATI

“4. LOTUS FORB™

"WHICH CalR WOUILD TYOu LIEE™S

L

0N 2 GOTO 1920,1923,1924,1927

"WE DOM'T HAVE THAT CAR IM STOCK, PLEASE CHOODSE AGAIN.™;

GOTO 1314
LET B=-20
GOTOD 1931

EOTH 1931

BOTD 1731

"YOUR CAR HAS A& MAXINUM ACCELERATION OF “jH;"MPH/SEC."
"AMD A HAXIAUM BRAKING OF “;B;"HPH/SEC."

"YOU WILL RACE ABATMST OME DF THE FOLLOUING:"
"t. K.5. POSTAL DELIVERY TRUCK®

"3, 1970 BEAT POMTIAC GTO"

"I. 144 WELL USED FORD RUSTANG®

“4, LOTUS FORD"

WE, 1974 FERRARA"

"4. THE PHYSICS SUFERCHARGED LIGHTBEARH SPECIAL"
“CHOOSE DME OPPOMEMT BY ENTERING HUNBER";

R1

IF R1>0 AND RY<& THEW 1744
IF Bi=& THER 1748

"UNICH CAR DED YOU Sav“;

COTO 1941
LET k=
GOTD 1949
LET k=
LET Re{90+28R i/ 00+ «RN0OCT /100

2eR1=5

2.3E+048

BEGIN THE RACE!!

LET J=1

"ELAPSED TIHE",“EPEED","POSITION®,"OFPONENT S" "ALCC™}
“ELERATEON"
* SECOMBS"," HPH"," YARDS"," POSITION"

3070 ¥=0:5=0:T=0:T9=0:(F=d

J080 REH

3100 IF J4% THEW 3200

J150 PRINT
140 PRINT
J144 PRINT

YCORPLETED LaP"™;",ELAPSED TIME" 3FRTITIZ"SELC."
"YOUR OPPONERT FINIGHED IH “;8&/R;"SECOMDS®

Jiad
J14B8
J149
Ji70
S171
3172
gi0d0
3201
3162
3203
KRt
L
L3I0
JI40
3250
I140
3304
J30
3320
J330
J3dd
33510
J3s0
II70
3380
JT400
4432
T40%
344
3410
Ja24
J430
dd40
J450
3500
J51 0
3530
I510
I540
3554
3400
TR
3820
300
krali
I73p
B000
5010
BO2D
BO30
BOAD
050
5030
gh40
BOFG
HOE0
BOwa
g100
R
H120
B123
g130
FRE T
g200
B310
g220
#2300
240
2150
2300
83105
8330
00
BE05
HGE10
gé20
Goon
2010
Se20
2030
So40
#O30
w040
el 'rav]
S0a0
2050
=100
2110
120
9130
w140
DK

LET B1=FHILT )—BYS R

IF Ei1x0 THER 31

PRINT "CONGRATULATIDONS, YOU RON BY "j=-#1;°3ECONDS"

GOTO Badd

PEINT “"SORRY, ¥O0OU LOST BY "jE1;"SECONDS™

GOTE 3490

EF FHPLTI>3200 THEN J24GJ ,

FRINT *  =sFHTLTI,™  ";FHACSE," "PINTON)™ MIFHROTI.M Y3
aGorn 321
PRINT *
IRFOT &1
LET &=&1/2.04545

IF al1:=0 THER J&00

IF &i1x=g THEM J3040

PRIMT "EBAXIWUM BRAKING IS ";B;“"MPHSSEC™
GOTD 3204

LET T1=-5/4

IF Ti1xB THEM J500

LET X1wi#SeTi#A/ 2+ T12T1

IF f1%PiJ+11 THEM 3400

MEFHTATY,™ YFMARCSE,"  "REINTLXD ™ FIMISE™," "}

FRIKET *YOu ETDFF[D":IHTIF1J+IJ-E1]:*Tﬁﬁﬂﬁ FEON Fﬂ[ﬂl";J11
LET §=0

LET ¥=¥1

LET T=T+T1

GOTO 3160

LET Tef({Jelb=X

IF 4<>0 THEW 3410

LHT T=T+}/8

BOTD 3440

LET 51=S0R{5+5+25h#Y)

LET T=T-(§-51)/4

LET §=81

LET J=J+1

BOTD 8000

LET $1={+S+De4/2¢D%]

IF X15P(J+11 THER 3400

LET T=T#D

LET §=§#a+D

LET ¥=X1

BOTO 3104

IF a1 <= N THEN 3700

PRINT “MAXIAUR ACCELERATION IS ;M;"HPH/SEC™

S0TD 3200

LET X1=X+5®l+a/2x02p

If K1:PLJ41) THEM 3400

BOTD 3508

REH +#+ SUB CURVE e

REM

LET I=INTiJ/2}

LET T1={PLJ+11=FiJ})/5

LET §1=B{I1+(F(I3-6(1)1+RHD{T)

IF 5351 THEW 8100

PRINT “CURVE=;J3-J-13", SPEED";FHALS);"HPH"

LET J=.J#1

LET ¥=FiJ

LET T=T+T1

GOTD Jtdd

IF S25140F111-§13/2 THEN 8200

LET T2=TteRMD(1)%.4

PRINT *SPEED I# CURVE":FHA{S};“HPH, TOOK CURVE WIDE, LOST":
PRINT FMT{T2);"SEC.™

LET T1sTHeT2

5070 8040

IF S3F(I} THEM 300

LET 82=8-5sRND(1}.9

LET T1=T1#8/52

PRINT “SPUN OUT AT“;FMALS);"HPH, LOST SPEED AND TIHE®
LET §=82

GOTO #0&0

PRINT "LBST CONTROL AT™;FRA(S);"HPH. TYOUR CAR CRASHED!!®
PRINT "Y@UR DPPOKEMT FINISHED IN *:B2/R;“SECONDS!™

REM

PRINT

PRINT “DO YOU WISH TO TRY ABAIN™:

INFUT &%

IF LEFT$(A%$,11="1" THEM 1910

REM

BATA 0,B00,1000,1500,1400, 1900, 2400,2800,3200

FATA EE,1ﬁﬂ

Pata 20,38

DATA 90,110

DATA 50,70

REN

BATA ©,1,3,9,21,37,42,87,120,156,194,244,273,351 ,410
BATA 479,550,625,700,758,800,647,854,942,990,1030, 1080
BATA 1135,1200,1250,1330,13682,1425, 1470, 1490,1505, 1519
PATA 1539,1548,1543,1578,1512,1610,1632, 1498, 1483 1718
D4TA 1758, 1800, 1850, 1890, 1943,1997,2050,2104,2057,2210
BATA 2294,7317,2370,2420,2480,2535 ,2600,2670,2725,2768, 2799, 283
BATA 2BA1,2892,2920,2051,2902,3013,3044,3075,3104,3137, 3148, 3195
BATA 10000



Guess-it€

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 examplas 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
maove, 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 etc.) 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 Guesst
is an exception to this pattern. The
element of bluffing, which plays a
central role in this game, makes the
game interasting. The optimal strategy
for playing this two person game of

mixed type has been determined by
Rufus Isaacs®

This program simulates the game of
Guess-lt. The computer plays accord-
ding to the optimal strategy deter-
minad by Isaacs. Lines 1740 to 1930
give instructions on how to play the
game. The number of numbers in each
hand is determined in line 70. (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 ling 70 needs to be
changad.

To play the game in an optimal way
decisions need to be made based on
the win probabilities P(m,.n) where m is
the number of numbers in your hand
and n is the number of numbers inyour
opponents hand. The matrix of these
win probabilities is computed in lines
80 to 180,

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. Thesa devices only work
when there is a maximum of 3 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 750. The decision
to bluff or not when asking about a
number is made in line 940.

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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DO YDU WAKT TO GUESS THE DOUK MUHBER?T NO

GUEBE-IT

CREATIVE CORPUTING

MORRISTOMN, MEW JERSEY

Do YOU WANT INSTRUCTIOKS-TYPE YES OR RO

T YES

WHAT HUNBER DO YOU WANT TO ASK aBQUT? 3

I5 MOT IK HY HAND

T W)

THE DBJECT OF THIS GAME IS5 TO GUESS AN LHKNOUN NUMBER

CALLED THE “BOUN RUNBER.
HUMBERS 1 7D 11 .

THE GAME IS PLAYED UITH THE
¥OU WILL BE GIVEN & HAMD OF 35
RAWDOKLY SELECTEL WUMBERS BETMEEW 1 AND 11 . THE
COMPUTER MILL HAVE A SIHILAR HAMD.

THE DOUN HUMBER WILL T3

ALWAYS BE THE MUMBER WOT LM EITHER PLAYER HANDS.

¥OU ALTERKATE HOVES WITH THE COMPUTER.
ARE TUD DPTIONS= GUESS THE DDUM WURBER DR &SE ABOUT SOAE

NUKBER.

DD YOU HAME 4

DO TOU WANT TO GUESS THE DDUH NUMBER? YES

WUHAT BO YOU THIMK THE DOWW MUNBER 15

THE DOWN NUWBER 15 3

ON ANY HOVE THERE

YOUR HAHD L35

WHEH & FLATER GUESSES THE DOMH WUMBER THE BANE STOPS.

IF THE GUES9 !5 CORRECT THAT PLAYER WIHS.

1F THE GUESS IS WOT CORRECT THAT PLAYER LOSES.

A B

YOUR GUESS OF 3 IS CORRECT - YOU WIN
DO YOU WAHT TD PLAY AGAIRY YES

L]

00 YOU WANT TO &0 FIRST? NO

ALl OQUESTIONS ABOUT WURBERS IM THE OTHER PLAYERI HAND

HUST BFE AMEMERED TRUTHFULLY.

WILL SOEMETIHES DO THIS.

& PLATER KAY BLUFF " BY
ASKIHG ABOUT A WUHBER IH HIS OWN HAHD.

THE CORFPUTER
T YES

& MUMBER HaY BE ASKED ABOUT ONLY OMWCE.

pood LuLk
THUR HAHD I3
m 2 & 1 4

D0 YOU WANT TQ B0 FIRST? YES

e YOU HAWE &

bo Y0L WANT TO GUESS THE DOUH HUNBERT HO

WHAT HUHEER DO YOU WaHT TO ASE ABOUTY 11

f1 IS5 IM MY HAKD

oo rou HAvE ¥

T YES



B0 Y0U WANT TO GUESS THE DOWM NURBERT WO
UHAT HUKBER DO YON UAHT TO ASK ABOUTT 2
2 I8 IH HY HAND
BA YOU HAVE 4
T HO
00 YO WANT TO GUESS THE DOUN HUMBERT YES

WHAT DD YOU THINE THE DOMH HUMBER IS
T4

THE DOUM MHUKBER IS 1
YOUR BUESS OF 4 15 WOT CORRECT-YOU LO3E
00 YOH UAHT TO PLAY AGAINT EYS
Do YOU WaHT TO FLAY AGAINT YES
YOUR HAND 15
I 8 11 1w 2

B0 TOU WANT TD 60 FIRST? YES

DO YOM WAHT TO GUESS THE DOWN RUKBERT NO

WHAT NUMBER D0 YDU WANT TO ASK ABOUTT 1
1 IS IN HY HAMD

Do YOU HAVE 3

T YES

D0 YOU WANT TO BUESS THE DOWN MUMBER? NO

UHAT NUMBER DD YOU WANT TO ASK AROUTT ¥
¥ 15 IN EY HaHD

DE YOU HAVE 4

T MO

DO YOU UAMT TD GUESS THE DOMH MUWBERT YES

WHAT D0 YOU THIWNE THE DOUN MUNMBER IS
T4

THE DOMN HUKBER I8 5

YOUR GUESS OF 4 IS5 DT CORRECT-YOU LOSE
DO YOU MWANT TO PLAY ABALNT NO

YOI PLAYED 3 BAMES. YOU LOBT 2 YOU WON 1

BREAN IR 1380
ox

Llial

1 PRINT TAB(2&}"BUESS-IT"

2 FRINTTABI20IYCREATIVE CONPLITING™
3 PRINT TAB(18)™HORRISTOWN, MEW JERSEY"
4 PRINT

O PRINT

10 PRINT

29 Gi=0;Ci=0

S50 af=RaE{1)

Z0 He=5

B0 BIN FO10,10)

%0 FOR E=1 TO M

100 POKE,0)=1

110 PO, K}=17 (K1}

120 MEET K

130 FOR I=1 TO H

140 FOR J=I TO H

150 PUL,Jisli+Jof (0, I=1 00l 1=P(J=1, 1030 014 (42 I8P (0, 1=T1)
140 FlJ,I!'E1+I*P1I.J-lF*il'PlI'1,JF}I511+11+IFIF[I*J'i}?

170 MEXT J

180 WEXT I

199 I=11

200 DIM WIZY, NI}

210 PRINT"BO YOU UANT IMSTRUCTIONS-TYPE YES OR MO®

220 INPUT A%

236 IF A%="YES" THER 1730
240 IF ASCH HO" THEN 210
250 PRIAT

260 Bi=G1#1

370 FOR J=2 T0 2

2E0 0{Jy=Q

290 NEXT J

00 E=lpTefrC=0:P=0:L=0
310 GOSUE 1430

320 REM N{1) TO WIH)= CONP HAND N(H+1)=TD W{(I}= OTHER HAMI

310 D=(I)

J40 PRINT®YOUR HAND IS®
350 PRINT

340 FOR I=H#1 TO I-1

370 FRINT HULY§

380 NEXT 1

390 PRIMT

400 PRINT

410 PRINT"DO YOU UANT TO 80 FIRST®;
4720 INPUT A%

430 IF A®»"YES" THEH 470
440 IF ARCHUND® THEW 370
450 =1

440 BOTO 480

470 K=l

480 K=H+1

470 A=H-C

S80 N=H-P

910 PRINT

320 IF K=(INTC(K/S2) )92 THEN B&D
530 PRINT

S40 PRINT"DO YOU UANT TO GUESS THE DOUN WUNBER®;

330 IRPUT A%

S60 IF A#="YES" THEH 1230
570 IF AS<H"NO™ THEN 530
580 PRINT

590 PRINT"MHAT WUNBER DD YOU UANT TO ASK ABOUT";

400 ENPUT E

410 FOR I=1 TD I

420 IF E=0{1} THEWR &30

&30 MEXT I

&40 BOTO &70

430 PRINT E;™ WAS ASKED BEFORE TRY AGAIN™
440 GOTOD 380

470 FOE J=1 TO H

S80 IF Ki{J)=E THER 8900

&90 MEXT J

700 PRINY

F10 PRINT;®IE HOT IH HY HAHD"
F20 IF H=0 THEN 14s0

730 IF H=D THEW 1440

FA0 r=00HET beF (M N=1 )=HaF (=1, R} DS OTH 0B+ 1 3%P{H H=11))

750 IF EMDO131<Y THEN 1389
Fo0 GOSUE 1229

F70 IF (H-PFi=i THEH 1440
FH0 Fuf+i

70 BOTO 480

BO0 FRINTY

B10 PRINT E; IS IH WY HAND"
B20 CeC+1

B30 BOSUR 1220

840 GOTO 480

850 REW COHP SEQ STARTS
B40 IF T<>0 THEN 1410

870 IF H=C<>0 THEN @70
B80 GOTD f4&0

O



g%g 1F H-P<¥0 THEKF10

o0 GOTD 1440

10 IF (24H=2}-{(P#L)<>0 THEW 930

53 BATO 1480

230 REM RND DECISION TO BLUFF DR HOT 0N ASEING FOR CARD

oA0 IF REDC1Y:1/ 014 (H+1}eFON, H-10} THER 1040

G50 PRINT

G50 AsINT{H:RHD{1)}4+1

970 FOR J=1 TD I

980 IF HOAY=DCJ) THEM 740

990 MEXT J

1400 PRINT™BOD YOU HAVE";HCA)

1010 C=C+1

1820 IHPUT A%

1930 E=HiA)

1040 GOSUR 1220

1050 GOTD 480

1460 BOSUR 1170

1670 PRINT

1080 PRINT™DO YOU HAVE "jH(A)

1090 INPUT A%

1100 IF Af="YES" THEW 1130

1110 T=1

1120 GOTOD 480

1130 E=M{A}

1140 P=P41

1150 GOSUR 12340

1140 GOTO ABD

1170 A=INTECH 1 1=RMEBC1 ) 2 {H$1)

1180 FOR J=1 TD I

1190 IF M{AY=UiJ) THEW GOTO 1170

1200 HEXT J

1210 RETHRH

1320 L=L+1

1230 WiL)=E

1240 RETURN

1250 PRINT

1750 PRINT'UHAT D0 YOU THIME THE DOUH MUMBER [&“

1270 IHPUT B

1280 PRINT

1990 FRINT®THE DOMH HURBER [S5"jH{I}

1300 IF BeM{Z} THENM 1340

1310 PRINT

1320 PRINT“YOUR GUESS OF*;B;" 1S HOT CORRECT-YOU LOSE®

1330 Ci=Ci#

1340 BOTOD 1520

1350 PRINT

1140 PRINT®YOUR GUESS OF ":E;"IS CORRECT -~ YOU WIR"
0 1520

liiﬁ ggIHI"l THIME YOU WERE NOT BLUFFING WHEN YOU ASEED ABOUT®E

1390 G=E

1400 BOTO 1480

1410 PRINTH{AD;"UAS HOT A BLUFF™

1429 G=N{A)

1430 GOTD 1480

1440 B=H(Z}

1450
1440
1470
1480
14%0
15040
1510
1320
1530
1540
1550
15&0
1370
1580
1590
1400
1410
1520
1630
1440
1450
1450
1670
1680
1490
1700
1710
iF20
1730
¥
1750
11ad
1770
17840
1785
1774
18400
1810
1824
1830
T84
1850
1840
1870
1880
1850
1500
1716
1920
hETL
1940
1%50
1540
1§70
(1] 9

BTl 1400

G05SUE 1170

fulia}

PRINT] GUESS THE DOUN NUWDER 15%;6

IF G=H(1) THER 15%0

:E%:I“IHE BOWH HUHBER I5*3;H(Z);™1 WAS URDMG...
PRINT"DD YOU UANT TO PLAT AEALR"S

INFUT A%

IF A¥="YES" THEW 250

IF A$<>"HD™ THEN 15249

ToU WIR®

PRINT

PRIMT®YOU PLAYED";G61:"GAMES. YOU LOST";C1;"vOU HOK* ;E1-C1
sTOf

PRIRT )
PRINTTHE DOUN MUMBER IE*;H{I};™1 UAS CORRECT. ..YOU LOSE

C1=C1#1

gOTO 1520

FOR I=1 TQ 2

i1l

HEXT I

FOR 1=t TD I

E=INTORMDC 1 )0 (Z+10 =1} 04]

U=H(R)

HIRISHLT)

Mi1i=

NEXT I

RETURN

FRINT )
PEINT"THE GBJECT OF THIS GAME IS TO GUESS AN UNKNOUM NUMBER
PRINT"CALLED THE “DOUR WUNBER®. THE GANE 15 PLAYED WITH THE"
PRINT™MUMBERS 1 TE":2:*. YOU WILL BE GIVEN & HAMD OF ";H
PRIMT"RANDOKLY SELECTED NUMBERS BETUEEM 1 AMD";I;". THE *
PRINT"CONPUTER WILL HAVE A SINILAE HAND., THE DOUN NUMBER WILL *
PRINT"ALUAYS DE THE WUMBER NBT IN ELTHER PLAYER HaNDS.*

PRINT

PRINT"YDU ALTERMATE NOVES UITH THE COMPUTER. ON ANY HOVE THERE"
PRINT®ARE THO OPTIONS- GUESS THE DOUM WUNBER OR ASK ABOUT SOHE °
PRINT"HUNBER. "

PRINT

FRINT WHEM A PLAYER GUESSES THE DOUN HUMBER THE GARE STOPS.®
PRINT*IF THE GUESS 15 CORRECT THAT PLAYTER WINS."

PRINT®IF THE GUESS 15 NOT CORRECT THAT PLAYER LOSES.™

PRINT

PRINT"ALL GUESTIONS ABDNT WUNBERS IN THE OTHMER PLAYERS HaMD"
PRINT"HUST BE AHSUERED TRUTHFULLY. A PLAYER MAY BLUFF" BY"
PRINT*ASKING ABOUT A MUMBER IN WIS OUN HAND. THE CONPUTER"
PRINT"UILL SOMETINES DD THIS.”

PRINT

PRINT™A NWUMBER MAY BE ASKED ABOUT DHLY DNCE."

PRINT

PRINTGODD LUCK"

BOTO 250

END




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 lICBM 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

ICHH
CREATIVE COHPUTING
HORRISTOMM, NEW JERSET

------- HISSLE---=== 1|1 ety i
MILES KILES HILES HILES HEADING
BORTH EasT HORTH EasT T

01 $r3 ] L T 13
ICBR & Sak 40U F20 AILES AFART

198 F20 48 12 ¥ 85
[CBA 3 SAR YOW BZ2 MILES AFRRT

200 B0 a2 4t 175
ICEBH & SAH NOW 715 HILES APART

174 81z L 109 T80
ICEH & HaAlk fOU 415 KILES APARY

180 T2 72 134 T 83
ILRK & Saf HOW 311 HILES AFART

18% 710 24 207 T 8O
ICEM & SAH NOM 393 HILES APART

ET 45 LE 2d T
ICEn & SaAH HOW 298 HILES APART

15¢ 375 L o2 175
ICHN & SAH HOU 184 HILES APART

141 313 13 330 T EO
ICBH 3 SAK HOU B4 HILES AFART

124 433 ™ Ty T 0
ICER & SaR ®OW 27 KILES AFART

113 421 1 449 T 93
ICEM 4 SAH HOW 137 HILES APART

13 J&1 114 4%d T =70
ICHA & Sah HOw 155 HILES APART

110 293 116 4498 El ]
T00 BRD. YOUR SAH FELL T THE GROUN[!

nr YOU WART [0 FLAY HORE® (Y OR M7 H

10 PRINT TAB{T&Y ;" ICEH"

I PRINT TABAZG) (™CREATIVE COMPUTING

J0 PRINT TAR{12);"HBRRISTOUH, HEW JERSEY®

40 PRIMT+PRINT:PRINT

189 X1=0:71=06

120 X=IMTORHDCT D :eB00 #3200 s Y=TNF I RND 1 peE00 b +290
130 SETHTICRHDE] 1204200 +51=EHT CRMDE 1) 220450 )

72

the ICBM it's possible to turn the SAM around and chase
the ICBM back towards yvour location. But be careful; vou
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 1CBM.
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 aftitude 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 entaring 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 Calter and originally appeared
in Creative Camputing, May/Jun 1975.

170 PRINT "-------K[S5LE------ =

175 PRINT *--------G4k-------= -=-—-

Y80 PRINT "MILES","MILES","WILES","NILES","HEADING"
190 BRINT "NDRTH™,"EAST",“HDRTH", “EAST","7*

20 BRINT Memmmmmmmm oo st

20§ PRINT M--mmmmmmmmmmmmm oo

2 ForR H=1 T0 59

20 PRINT Y, X, Y0, K1,

230 IF ¥=0 THEN 539

240 INPUT TH

250 TiaTi487.294

250 HsIHTORNOO1Is200+1)

270 IF Hrd THEW 290

280 ON H GOTH 470,490,510,530
ZF0 KTEIMTCX 1 #5TRSINTITY ) p s i INT O 1451005 (T1 D
Ita [F SQR(X"Z+y*2i»3 THEW I50
I3 Xefi¥ed

40 GEATO 4730

J50 B=LRR{ET2+Y" 211000

FJE0 TEaTHIYSY)

IT0 X=IHTOE-S4C0F T Y+ (1 b20+5)
T80 YofWTIY-SedINITHERHD(1 122088
J90 DesOROCE=X1)"2#{f=Y1}"21

400 IF D=<5 THEM a4¢

410 D=IMTCD:

420 PRENT "TCHH 3 SAH HOW": OF "HILES APRRT™
430 MEXT W

440 PRINT "CONGRATULATIONGE TOUR SaM CAHE UITHIN“I;BI"RILES OF™

430 FRINT “THE ICEd AMD DESTROYED [Ti*

A4 BOTD 540

470 FPREINT "TO0 BAR. YOUR SAN FELL TD THE GROCUND!"

400 BBTE 5480

490 PRINT "YOUR SAM EXPLODED IN MWIDAIR!"

500 GOTD S0

S10 PRIMT "BOOD LUCK-THE ICEM EXPLODED HARMLESSLY IN HIDAIRI®
910 BOTH G40

G30 PRIMT “GOOR LUCK=THE ICBK TURMED OUT TD BE & FRIENOLY AlRCRAFTI
340 GOTE 380

336 PRIAT “T00 BAD!-

335 PRINT "THE ICBH JUST WIT YOUR LOCATIOWI!®

S80 PRINT "DO YOU MANT TD PLAY HORE? (Y 65 4)-2

Fr0 INPUT A%

JE0 IF ns="Y" THEN 130

J7¢ EHD



INKDIOC

[ (x-])cos@ + (y-k)sinB]®  [(y-k)cos® - (x-])sin6]*

INKBLOT is a program that creates
“inkblots" similar to those used in the
famous Horschach 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
axamples of computer “art.”

In addition, INKBLOT is interesting
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 the valuesa, b, j,
k and 8 in the equation for a rotated
ellipse:

A

as b

A

-
-

Y

where a = the horizontal radius of the

ellipse

b = the wvertical radius of the
ellipse

j = the distance from the ellipse
center to the y-axis

k = the distance from the ellipse
center to the x-axis

8 = the angle of rotation in
radians

Since the actual method by which the
program plots the ellipses is quite
complicated, it won't be discussed
here,

-

. ffdtﬁ
/L

INKBLOT could be enhanced in
several ways, for example allowing the
user to specify which characteristobe
used in printing the inkblot. 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. Finally, it is possible to
build in a "repeatable randomness”
feature so that exceptional outputs
could be reproduced at any time.
These enhancements are left for the
ambitious programmer {0 make.

Program and description are by

Scott Costello.

INKBLAT
CREATIVE CONPUTING
HORRISTOUN, NEW JERSEY
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[HKBLOT
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HORRISTOWN, MNEW JERSEY

SREELAER AL AR L A AR R AR ERRLEAEEEEEEEARSEAREEERARARESLEE
SRR S R R R S R R S I R R S S S R R 4 95 R 5 S 90 44588

| tEEREREELEEE SRR ER EE] 4
1 LESEER LR REER R EREY ) 1]
1] L3RR REASA AL EEER SRS L1
- } FEESHSENNE  FRERISENLY L}
44 58044 FEIESESS 54
1 ] (33 Ei R RELE TSNS 14558 %3
5 SEERENERSESERRSRNNE  FRRRES RSN ERIGNS L 1]
b FH R R s e L1 )
14 RS RS R S R R F R R R 4
i AL SRR EEARRRARA LR ER RS ARSI RAEEE AR EE] L
1 FIRE IR B AR R RS S RS S A R  e d ad 4 1
1 L ERi AR R R R bR R AR AR R EAR RN RRSERGEN] b 1]
1 LR RRLEA R R AR A R RRERRRESEEAEARE SRR EALEE AR 1]
1 FEEREEA RSN ISR R R S R S S N N s 1

IRLE LN R ILLRRRLER AR LREREARREARERLESARARELEAGERLLLISARALE NN AR EE L)
-TRARRRERERR AR AR RRALEARAEAAGEAERELARAEERERRERERAAGEREE AL AGRSEEE]
QAR R R LSRR R R AR EA RRRREERR A RALERERARRERRRERARRSR AR ISG TR0 0]
MR R I R NN AR N R TR R A A O B S S 5 1995549951
BRERNRREERRRRARS LSRR RRAEARSESARRRES AR ARAARRERE AR R AL ERRREEE]
SRS EE R R SRR R R R R R S R S e S e e
ARRERRRELRRRERANRERSALERRRRARSRERARSRARA AR LRA LSRR ELEA AL LE]
FEEES S SRR RS SRR R R RS R R S R R S R S S R A S 45
B RSN R RS PR RS S R R S RS R S H S 0 0055 50048
RRERERREEREREEESELAERRERRRRERELES 23 bR AERELEREARGEEERERREE Y]

S IR SRR R R IR R R RS ENTANST fhadtdsiadidddidsisddsdsidadas
FISEISASIES RS RN NINNTENS SRR ii iRt ib ittt
FEEES SIS RS SRR 050448 tEREERER SRR ARG L]
FELEISEVIEEHS MRS EILES $I599595FF §I9595H5 5904
SRERAEEEELE ] F595954 5999
5545149 33 REEEREEL) FREIFEINIY LA ESE R
1} FESEHEFSISR4S SESSSSEHIS549S %3
-1 ISR FIFREVI NS0 49999 319
1 FEEESESSR SRS PRI 5
1 FESFTIRNSRS RIS NES  FEESSRENRLAATANS NS L 1]
1 FEEESRRHRRRRSRS RN FAESARNE RS adE RS9 "
1 FEREIIRIIRERENERNN RS MR INRRRR IR IR I e %4
1 ] PRSI SRS N E RS0 RS AR ERERR R EESREs 54
- 1 tEERELLEEELEREAEELL O EELLEERLLERELEAER LS ] 51
4 LEELEEEER IR 222203 RS HI 9505 1]
1) S R ARG REI0Y]] 310383803005 43
43 LSRR FREELT S SRR EEE 3
1 P32 EAE L]  EREEREREL] L1
34 5
: 14 %%
1 41
-} 4
1 %
11 11
1 3
3 ] 4

ARSI EREAERARRRREARRIRERERLARA R RRRARRNEARARGERLERLEREELEESERELALEEY
BEERRERLEGREERRARLAALARERRERSAARRERRARARAREAL R ASLNRRLAERLLERLEERL
k.

T4

LIST

108
1¥5
e
113
120
138
140
150
140
170
180
170
200
210
220
230
240
250
280
21
280
290
J00
319
32¢
330
J40
358
Ja0
3470
R
390
400
410
420
430
44l
450
448
470
480
450
Sa
J18
520
a3
J40
550
40
570
S8
=70
L1
&10
420
&30
&40
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1.1
A0
&80
&7
FO0
e
F0
730
er 1
R
70
s
780
7R
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FRINT TaB{2&¥;"IRKBLOT™

PRINT TAE{20);"CREATIVE COMPUTING"

FEINT TAR(18);"MORRISTOUN, MEW JERSEY"
FRIMT:PRINT:PRINT

RER &+ UDRES BY FLOTTIHG ELLIPSES ANE THEIR WIRBOR IMAGES
DIH & (12,130 BECR4) A0 34)

REH ee¥ CHODSE FROMN 5 TD 12 ELLIPSES
E=INT(B=RRO{1} 045

REHM #++ CREATE SIJE, LOCATION AWD AMGLE OF W ELLIPSES
FOR L=1 70 H

REL, 1 b=T4#RMD(T)

ACL 2 h=B0+RNDCT)

AL 3rs{1S+*RHDLE ) +2)°2

ML 4=t 1SeRHD(114+2372

T3, 141 5%=RH0C1D

AlL,5i=CO5(T)

ALL,8)=5IH{T)

ACL, Flef{L S +A(L,4)

ALL,5=A(L, 5 %ALL,5)

ACL, 8)=RiL, a0 eALL,4)

ALL Bimpdl 1 0eA (L, 1 )2A0L, 4)

ACL, #)=RIL, 1 Y®ALL, 1)0AIL,5)

ACL 100 =&1L, ¢ r=alL )

AL, 11 e=2® Al ;1 F#ACL, 40

RIL 120 =-26f{L 1) 0ACL, 5}

RIL T30 =ACL, 60 SACL (a0 +A0L, S 1400, 50

HEKT L

REN #4¢ PRINT TOF BORDER: B4 CONTAINS 34 DOLLAR SIGHS
BE="$55 5595 99001 0000 R u g a9 g 5545 509 55"

FRINT BS$;ES$

PRINT BS3ES

REM #=+ LOOF Y IS Y-COORDINATE OF PLOT; EACH TIRE Y LOOF
EEM »#% 5 EXECUTED, & LINE IS PRINTED

FOR Y=79.9 T0 0 STEP =1.4

AE="%3

REH #+= LO0OF E CHECKS THME EQUATION OF EACH ELLIPSE TO SEE
REK %2 [F IT INTERSECTS THE LINE T0 BE PRIMTED

FOR E=1 TO H

Flsf-AtE,2)

TE2=11#*¥1

T3=TIwR{E, 10}

T4=¥1=ALE 7}

Be(AE, 1204740 FALE, 30+ -V 4+BIE 11} JALE 43
ﬂ=1fE'H#E,&J*REE,?J—?E&I#IE,Jt*lTEFH{E.5]*ﬁ[E,E1+T3!Iﬁ1E,4]—1
REH 2%+ B IS THE RADICAL IH THE STANDARD GUADRATIC FORMULA
R=B*B-4%A(E,13)aC

IF ®<¢ THEH &%0

R=S0R (k)

REM #%% FIND WHERE THE LIME INTERSECTS THE ELLIPSE
RI=IHT{-{B+R)/2/RLEL1F)+1)

IF B1>34 THEN &%0

RZ=IHTC((R-B}/3/RME,13))

IF E2<1 THEH 470

IF R243% THEWN &30

kie=34

IF R1x0 THEN &&0

Rizy

KEH ##¢ FILL IN THE LINE WHERE IT CROSSES THE ELLIPSE
FOR J=R1+2 TD R242
REELEFTS{AS, -1+ "3"+RIGHTH (A%, LEN(A%)-1)

NEXT J

HEXT E

REM ®a% FRINT LIME

PRINT as;:

FOR E=34 TO 1 STEP -1
PRINT WIDS(A3,%,1);

HEXT K

REXT ¥

REH ##¢ PRINT BOTTON BORDER

PRINT Ba}B4

PRINT B4, 0%

END



In this program you are a medieval
knight in a jousting tournament. The
prize to the winner of thetournamentis
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
gach pass of your opponent you must
select ong 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 vyou proceed in the jousting
tournament there are different in-
termediate outcomes such as getting
knocked on the shield, breaking_ a
spear, and g0 on. There are also 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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PRINT TABC(2&); "JOUST™
PRIKT TREC20);"CREATIVE COHPUTLHG®

PRINT TAB{18);"HORRISTOUN, WEW JERSET"

PRINT;PRIRTzPRINT

IRFUT"WHAT IS5 YOUR MWAHE, FLEASE" ;A%

PRIKT"SIR ":as:;™, TOU ARE A MEDIEVAL ENIGHT THK A JOUSTING TOURHAMENT.®
PRINTRTHE PRIZIE TO THE UINNER L5 THE PRINCESS” HAND IN MARRIAGE."
PRINT "TD UIM, YDU BUOST BEAT FOUR OTHER KWIGHTS."

PRINT *T0 JOUST, YOU PICE aW ALHING POIMT FOR THE LaNLCE,"

PRINT “AHE THEN OHE OF FROK 3 TO & BIFFERENT POSS1BLE DEFEMSE POSITIONS.™

PRIET “THE AIHING FOINTS ARE:"

PRI®T *1- HELH"®

PRINT "2- UPPER LEFT (OF SHIELM™

PRINT *3- UPPER MIDBLE®

PRINT *4- UPPER RIGHT"

FEINT *5- LOUER LEFT®

PREINT ®&= LOUER MIDBLE"

PRINT *7- LOWER RIGHT"

PEINT *B- BASE OFf SHIELD®

PRINT

PRINT =IF YOU BREAK A LAMCE OF LOSE & HELM, YOU WILL BE GIVEN ANDTHER."
PRINT *BOOD LUCK, SIR!®

PRINT

FOR & = 1 70 4

DM & 6OTD 800, 950, 1100, 1250

RE# OFF YU BI TD THE FOUR JOUSTS.

REf —--—-=-=mn=mmme ———- -

PRINT *THIS I5 YOUR FIRST JOUST. YOU ARE UF AGINST THME GOLD HRIGHT."
GOTO 1400

PRINT *THIS [§ YOUR SECOND JOUST. YOUR OPPOMENT 15 THE SILVER KKIGHT.®
BOTO 1440

PRINT “YOU ARE BOING WELL! YOUR THIRD JOUST IS AGRINST THE RED HNIGHT.®
BOTD 1400

PRINT *THIS IS YOUR FINAL TEST!! IF TOU WIN THIS ONE THE PRIMCESS™
PRENT “15 YOURS!!! THIS FISHT IS &BALHST THE FIERCE BLACK KMIGHTY!itv
INPUT "TOUR AIMING POINT(1-B1";B

IF B €1 OF BB THEN 1400

PRINT "10U HAY USE OME OF THESE DEFENSES:®

OK B BOTO 1550, 1450, 17%0, 1850, 1550, 1750, 1550, 1950

PRINT " 4-STEADT SEAT, S-SHIELD HIGH, &-SHIELD LOu."

BOTD 2000

PRINT " 3-LEFT LEAN, 4-STEADY SEAT, S-SHIELD WIGH, &-SHIELD LOW.*
§OTO 2000

PRIWT * 1-LOMER MELM, 2-RIGHT LEAM, 3-LEFT LEAN, 4-STEADY SEAT, "
PRINT * S-SHIELD HIGH, 6-SHIELD LOW."

§0TO 2000

PRINT * 2-RIGHT LEAM, 4-STEADY SEAT, S-SHIELD MWIGH, 4-SHIELD LOU."
§0TO 2000

PRINT ® 1-LOWER MELH, 4-STEADY SEAT, S-SHIELD MIGH, &-SHIELD LOU."
INPUT "WHAT IS YOUR CHOICE=: C

D= INTIRRDCI)*5) + 1

DN B G0TE 2150, 2200, 225¢, 2300, 2350, 2400, 2450, 2300

Of © G0TO 2800, 2600, 2600, 2700, ZBOO, Za0b

OF C G070 2BOO, 2750, 2600, 2754, 3754, 2400

OR © 60TO 2850, 2800, 2659, 2750, 2950, 2900

OH © GOTO 2650, 2400, 2750, 2450, 2650, 2800

Ok C G0TD 2756, 2950, 2600, 2758, 2804, 2750

OF C 607D 2950, 2450, 2750, 2930, 2850, 2750

DN [ GOTD 2850, 2600, 2930, 2650, 2450, 2430

ON C §DTO 2750, 2650, 2854, 2750, 2850, 2750




Lol 1OUHE mlasEl TUOLE: " fa=Qoillo Sueg
2650  PRINT “HE HIT YOUR SHIELD BUT IT GLAMCED OFF.":5=0:B0T0 3000

2700 PRINT "HE ENOCKED OFF YOUR HELM1":5=0:8070 30600

2750  PRINT "HE BROKE WIS LAWCE.*":S=0:BOTO 3000

2800  PRINT "HE HAS UNSEATED YOU{THUD!Y™:S=5:0070 I000

2850  PRIHT "HE MAS DROKEN MIS LAMCE, INJURED AND UNSEATED YOU (DUCHI)®
2955 S=5:B0T0 3000

2900  PRINT "HE HAS IWJURED AND UMSEATED TOU (CRASH!}":S=5;G0TD 3000
2950 PRINT "HE Wa5 BRDKEHW HIS LANCE AMB UNSEATED YOU (CLANS!)":3=5
OO0 E = INTORWDU11wd) + 1

1050 DM D BOTE 3100,3150,3200,3250,3100,3200,3100, 3300

3100 IF E€4 THEN 3000 ELSE 3350

I150  IF E<3 THEW 3000 ELSE 3350

3100  GOTE 3150

3250  IF E=1 OR E=} THEN 3000 ELSE 3330

3300 IFE = 2 0RE = 3 THEN 3000

3350 OW E 6070 3400, 3450, 3500, 3350, 3400, 3850

3400 ON B GOTO 3700, 3900, 3950, 3750, 3850, 4050, 3750, 3850

3450 O B G0TOD 3700, 3850, 3900, 3700, 4050, 3750, 3700, 3750

3500 0K B GOTO 3700, 3700, 3750, 3850, 1700, IBS0, 4050, 300

3550  OF B G0TO 3800, 3850, J856, 3750, 3450, 4050, 3790, IES0

3400 OK B GOTD 3900, 3850, 4056, 3750, 1700, 3950, 3750, 3950

3650  OK B BOTO 3700, 3700, 4000, 3900, 3850, 3850, 3750, JE50

I700  PRINT *YOU WISSED HIN CHISS1)v:T=0:60T0 4100

31750 PRINT "YOU HIT WIS SHIELD BUT GLANCED OFF.":T=0:860TD 4100

3600  PRINT "YOU KMOCKED OFF HIS HELM!({CHEERS!)":T=0:60T0 4100

3850 PRINT "YOU BROKE YOUR LAMCECCRACK...)":T=0:60T0 4100

3900 PRINT "YOU UMSEATED HIM (LOUD CHEERS AND HUZZAHS!1)":T=S:60T0 4100
3950 PRINT "YOU BROKE YOUR LAMCE, BUT UNWSEATED AND INJURED YOUR FOE."
1955 T=5:60T0 4100

4600  PRINT "YOU INJURED AMD UMSEATED YOUR OPPOMENT.®":T=5:GOT0 4100

4050 PRINT “YOU BROKE YOUR LANCE BUT UNSEATED YOUR OPPONERT.":T=S:6070 4100
4100  IF 5 = T AWD S = § THEN 4450

4150 IF § = T 5070 4400

4200 IF §<T BOTD 4300

4280  IF ST BOTD 4358

4300 PRINT =YDU HAVE UCN THIS JOUST.":PRINTGOTO 4320

43120 HEXT &

4330 EDTD 4550

4350  PRINT =TOD BAD, YDU LOST. HOPE YOUR INSURANCE UAS PATD UP.":GOTOD 4500
4400  PRINT =TOO BAD, YOU BOTH LOST, AT LEAST YOUR HOMOR IS INTACT.":GOTO 4560
4450  PRINT "YDU ARE WOM REABY T0 TRY AGAIN.":GOTO 1400

4500 PRINT “SORRY, BETTER LUCK MEXT JOUST.*:GOTO §99%

4550  PRINT "HOORAY! YOU ARE THE WEIMNER. HERE CONES THE BRIDE!"

9%  END

ok

fRUH
JOUST
CREATIVE COMPUTING
HOREISTOUM, MEW JERSEY

UHAT 18 YDUR WAME, PLEASE? gTEvE

FIR STEVE, YOU ARE A MEDIEVAL HNIGHT IN & JOUSTING TOURNABENT .
THE FRIZE TO THE WINHER IS THE PRINCESS HAND IM MARRIAGE,

TO WIN, YOU HUST BEAT FOUR OTHER KNIGHTS.

fd JOUST, fOU FPICH AR AINING POINT FOR THE LAKCE ;

AND THEM OME OF FRDM 3 TO & DIFFERENT POSSIBLE DEFENSE POSITIONG.
THE AINING POINTS ARE:

1= HELK

4= UPPER LEFT (OF SHIELD)

3~ UPPER HIBDLE

4- UPPER RIGHT

9= LOWER LEFT

4- LOVER WIDDLE

J= LOUER RIGHT

8- BASE OF SHIELD

IF YOU BREAK A LAMCE OR LOSE A HELH, TOU WILL BE GIVEN ANOTHER.
G000 LUCE, SIR®

THIS I8 YOUR FIRST JOUST. YOU ARE UP AGINST THE GOLD KNIGHT.
TOUR AIMIMG POINT(1-81% 4
T8 AaY USE DRE OF THESE DEFENSES:
2-RIGHT LEAKW, 4-STEADY SEAT, 5-SHIELD HIGH, 4-SHIELD LDW.
UHAT IS YOUR CHMOICET 2
HE MISSED YOUU
YOU UNMSEATED HIN (LOUD CHEERS AND HUZTAHS!!)
YOI HAVE WOH THIE JOUST.

THIS IS YOUR FECOMD JOUST. YOUR OPPOMENT IS THE SILVER KNIGHT.
YOUR ALMIHG POIMT(1-B)7 5
YOU HAY USE OME OF THESE DEFENSES:
4-STEADY SEAT, S-SHIELD HIGH, &4-SHIELH LOW.
IHAT IS YOUR CHOICE? 4
HE BROKE HIS LANCE.
TOW BROKE YOUR LANCECCRACK...)

YOU ARE NOU READY TO TRY AGAIM.

TOUR AINING POINT(1-8)% 2

YOU HAY USE OHE OF THESE BEFEMSES:
I-LEFT LEAN, 4-STEADY SEAT, S-SHIELD HIOH, S-SHIELD LOW.

UHAT IS5 YOUR CHOICE? 3

HE BROKE HIS LAMCE.

YOU KISSED WIN {HISS!)

YU ARE MOW READY TO TRY ASAIM.

YOUR AINING POINT(1-8)7 3

YU HWAY LSE OME OF THESE DEFENSES:
1-LOWER MELM, 2-RIGHT LEA#, 3-LEFT LEAN, 4-STEADY SEAT,
S-SHIELD HIGH, &-SHIELD LOW.

WHAT 15 YOUR CHDICEY 4

HE KNOCEER BFF YOUR HELM!

YOU BROKE YOUR LANCE(CRACK...)

YOU ARE MDU READY TO TRY AGAIN.

YOUR AININE POINT(1-8)7 3

YOU KAY USE OME OF THESE BEFENSES:
1-LOVER HELHM, 2-RIGHT LEAN, 3-LEFT LEAW, 4-5TEADY SEAT,
S-SHIELD WIGH, §-SHIELD LON.

WHAT 153 YOUR CHOICET &

HE HIT YOUR SHIELD BUT IT GLANCED OFF.

YOU BROKE YOUR LANCE BUT UNSEATED YOUR DPPONENT.

TOU MAYE WOH THIS JOUST.

YRU ARE POING WMELLY YOUR THIRD JOUST IS AGAIMST THE RED KNIBHT.
TOUR AIMING PDINTLV-B)T 8
TOU WAY USE OME OF THESE DEFEMSES:
1=LOUER HELM, 4-STEADY SEAT, 5-SBHIELD HWIGH, &-SHIELD LOU
WHAT IS YOUR CHOICET 1
HE HAS UNSEATED YOUG(THUDI}
YOU BROKE YOUR LANCE(CRACK...)
TOO BAD, YOU LOST. HOPE YOUR INSURAMCE WAS PAID UP.
SORRY, BETTER LUCK WEXT JOUST,
Ok
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Jumping balls is a solitaire board
game played with a board having nine
holes in a ling 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 or
chips. The object of the game is to
reverse the position of the balls (or
other objects) from one end of the
board to 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 two 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

RUIH
JUNPING BALLS
CREATIVE COMPUTIME
KORRISTOWN, MEW JERSEY

INSTRUCTIONS? YES
I THIS BANE YOU ARE GIVEN € BALLS ON & ¥ HOLE

BOARD, THE OBJECT IS T0 REVERSE THE ORDER OF THE BaLLS
THE *§° ARE SILVER BALLS AND THE ‘G ARE GOLD.

YH HUST GET THE SILVER TO HHERE THE &OLD ARE AND

THE GOLD TD WHERE THE SILVER ARE. THE SPACE IS

A PERIOD ON THE BOARD.

BOOD LUCK!! HERE 1S THE BOARD:

5§ .06 6C & HOVET 4,5

5 b HOVE? 4,4

B MOVET
#OVET
HOVE®
HOVE?
ROVET
HOVE?
HOVET
HOVET
HOVE?
MDVE?
HOVE
HOVE?

ED

oy o o
My m@mOe G+ 0 W9 eAs

oY oD U LW Rm bR 2 Wb LR
oy &9 A g Ao O -

-

T T8 O L4 LB O BA B LH

-

a L0 LD W LN R N g gn s BN Oy O O
A Mmoo oo oD
eSO oDoo o e e
i S 00 T B ded L O RO SRR

e BFf 00 L EROLPN E B OB
- m

§ ofc

=
=
i

[
oy U S @ LR LA U W L0 LD 0D A0 UT ER wm dn O An

™ Tr

-
ol — - N - - Y |

mEaSasmo o0

bis @GOG oy A dA Wi OO O L0 BR e

HOVET
HOVET
HIVET
HIHE ™
MOVE®
HOME®
ROVE?
HOVE®
AOIVET
HOVET
HEWET
HOVET
HOVE?®
HOuE?
HOVET
KOVE?T
ROVET
HOVE™
HOWE?
HOVE™

&+ = =

O G DR LY ZE O OO LD 4R U N 0D 00 0D O LR WD L0 D en

-+

TR - R TR R - -
B 08 Ll B ok L B B A

oL G e U L L0 L0 e LR AR

- m w o @ W W m =

a4 AR DA A W U ER R B0 O e

Pl I — - U B o
r G G0 DM Gh dA o+ DO O U G0 bR L% O U3 00 0% en e O O G @ G e
-

-

-
e O~ GA Gad P B D QD D

Gy 1 Gl ¢ EhoEn OO G B B e
A A L U Lh b ¢ D O L oa
R iF &N o Af) o O O e

-

oo O e

5

CEmD Moo &SmO oo
LA 2 O " OF Cel B B £n 00 <3 “J O LA G4 P =4 Ged B 3

o &Y O B OF e

-

TOU WEW!EHY

YOU CONFLETED THE GAHE IH 34 HOVES!!I
AEAIRT N

ok

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
sample run.

The original author of this game was
Anthony Rizzolo.

L18T
10 PRINT TAE(22);"JUNPING BALLE"

20 F
0 F
a0 P
1040
1050
1osd
1870
a0
1090
1100
1110
1120
1123
1130
1140
1150
1140
1170
1180
11%0
1200
1210
1120
1259
1240
1250
1240
1285
1270
1280
1280
1300
1310
1324
1330
1340
13510
1340
1370
1380
13180
1400
14140
1420
1430
1440
1450
T4at
1470
T480
Tafn
Ta00
1310
iit2
1914
1524
1330
1533
1540
1550
1540
1570
Ok

7T

EINT TABCZ0):"CREATIVE CONPUTIMG®
RINT TAE(1B);“HORRISTOMN, MEW JERSEY"
RINTtPRINTIPRINT

BI# 84%,1)

PEINT *“INSTRUCTIONS";

INPUT A4

IF LEFTSLAS,1)="H" THEN 1150

FPRINT IN THIS GAME YOU ARE BIVEN B BALLS OM & ¥ HOLE"
PRINT "BOARD. THE QRJECT IS TD REVERSE THE ORDER OF THE BaLLS"
PRINT "THE “5° ARE SILVER BALLS AMD THE "G~ ARE GOLD.™
PEINT *YDU KUST GET THE SILWER TO WHERE THE GOLD ARE aAHD"
PEINT "THE GOLD TD WHERE THE SILVER ARE. THE SPACE 15"
PRINT *& PERIDD ON THE BOARD."

BRINT “GOOB LUCK!! HERE IS THE RODARD:"

f=b

FOR X=1 TO 4

LET ®CX, 1)1

MEXT X

LET (5,100

FOk X=4 TO ¢

LET B{X,1)=2

HEXT ¥

LET A%="_58"

FOR X=1 TO ¢

PRIRT AIDS{A%, 00X, 1041,1)2

FRINT " "}

HEXT X

5=5+41

FRIRT “HOVE";

IHPUT W, K1

IF H<=% aMD K>=1 AND M1<=% AMB M1r=1 THEW 1320

PRINT “ILLEGAL HOVE"

EOTO 1270

REN: CHECK FOR LEGAL MDVE

IF H+1=f1 OF M-1e=dit THEH 1430

RE#: SUBROUTIKE FOR CHECKING JUNFPS

IF He¥ THEM 1370

IF #i=1 THEW 1410

IF QiW#1,1)=0 OR B(M=1,1)=0 THEN 1300

GOTH 1420

IF Q{K-1,1)=0 THER 1300

BOTO 1420

IF @ir+1,10=0 THEM 13040

IF W+2C0H1 AMB M=2<)H1 THEN 1300

IF @{H, 110 THER 14480

FRINT “NOTHINE AT SPACE":H

6OTO 1270

IF @fni, 1=0 THEN 1470

FRINT "SPACE":Mt;"15 DCCUPIED®

GOTH 1274

LET @{H1,Themif, 1}

LET QCH, 1120

AET RIS BE TR R R r IR

Yo=0i4, 1 HFOL7, 114008, 11 +0(% 1)

IF X¥=B AND ¥Y¥=4 THER 1330

GATO 1230

PRIHT "TOU UINIII™

FRINT *Y0U COMFLETED THE GAME IR “j5;" HOVES!IMEY

PRINT "“AGAIN"!

THPUT &%

IF LEFTSCA%,10="Y" THEH 1130

EMD



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-
tionin Las Vegas because the betting is
very simple and the maximum payoff is
very high ($25,000). Nevertheless, fRe
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 muitiples 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
o $10.00
i) $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.

KEMD

KEWO 15 PLATED IN MANY CASIMNDS IN LAS VEGAS.

FLAY KEND BY COMPUTER. ONE VaRIATION OF THE BAHE, UTILIZES

THE RANDON NUMBER GENERATOR.

THE FLATER CHDOSES @ DIFFEREMT MUMBERS FROM 1 TO BO
INCLUSIVE, AMDb BETS %1.20. THE COMPUTER LILL SELECT

20 NUKBERS AT RANDON AMD WILL ELIMINATE DUFLICATES WHICH
MaY DLCUR . ANOTHER WUKBER WILL BE INSERTED IN ITS FLACE
S0 THAT THE COMPUTER WILL OUTPUT 20 DIFFERENT NURBERS,

HERE UE BO11!

THE COWPUTER WILL OUTPUT A 7 MARK. TYPE & WUNBER FRON
1 70 B0, IMCLUSIVE, AMD PRESS THE RETURN KEY. REPEAT THIS

PROCESS UNTIL THE T HARE 15 MO LOWBER SHOUN.
T1

7 24
7 35
T 4
T 7
7 45
T2

THE COMPUTER WILL SELECT 20 NUMBERS AT RANDOW. THE BELL
TOME INDICATES IT IS IN THE PROCESS OF SELECTING THE FURBERS .

YOUR WUMBERS ARE:
1 23 24 35 & 77 45 2

THE COMPUTER HAS SELECTED THE FOLLOWING MNUMBERS:
5 70 5% M7 45 48 B0 X& 45 S0 24 23 ¥

15

THE PROGRAM WILL COMPARE YOUR NUMBERS UITH THE

HERBERS THE CONPUTER HAS SELECTED.

LISTER FOR THE BELL TONE--- EACH RIMGE INDICATES AHOTHER

CORRECT BUESS BY YOU.
TOU HAVE GUESSED THE FOLLOWED MUMBERS:

7

YOU CALNGHT 1 HUMBERS QUT OF B--

HOT EXOUGH CORRECT GLESSES-- 30 SOLLY", ND PRYOSF,

TR

CREATIVE COMPUTING,HDRRISTOUN, NEW JERSEY



¥k Y00 WANMT TO FLAY KEHD ABAIRT
[TPE “¥ES” OR “HD’
FTES

HERE BE GOY 1Y

IHE COMFUTER WILL OQUTPUT & ¥ HARK. TYFE & HUMBER FRINM

1 T a0, IMCLUSIVE, AMDE PRESS THE RETURH KEY. BEFEAT THIS
PROCESS UMTIL THE 7 HARK 15§ MO LOHGER SHOYM.

T oAl

T A5
7 7
T 2d
T A4S
LA
71
T 55

COMPUTER WILL SELECT 20 WUMBERE AT RANDUH. THE BELL
INDICATES 1T 15 IN THE PROCESS DF GELECTINEG THE MWUHBERS.

THE
[OME

HUNBERS ARE:
»5 48 75 1 55

TOHR
Rk B

THE COMPUTER HAS SELECTED THE FOLLOWING HUNBERS 5
g9 24 12 38 % 18 23 af 12 @ & 51 46 73071
i1 54

14 353 79

THE FEDGE&H WILL [DAPARE YOUR WUKWBERS WITH THE
MONBERS THE COHPUTER HAS SELELTED.

LISTEM FOR THE BELL TOME--- EACH RING IHDICATES ANCGTHER
CORRECT GUESS BY TOH.
w0 HAYE GUESSED THE FOLLOWED WENGBERSG:

23 *

44

YU CAUGHT 2 HUMBERS OUT OF B-—
NGT EHOUGH CORRECT GUESSES-- <S50 SOLLY", WO PAYOFF.

00 ¥DU UANT TO PLAY WENOD AGAIN?
TIPE “YES” OR “H0°
T HND

THAT*5 ALL FOR NOW.
ox

PLAY KEMO AGAIN, BE SEEINE YOU.

LEST

1 PRINT TAB{34)"KEND"

5 PRINT TAE{15}" CREATIVE COMPUTING,MORRISTOUM, WEW JERSEY®

3 BIN HE21),M023) A8

3 PRINTPRINT:PRINT

18 PRINT®EEND IS PLAYED IN WANY CASINOS IN LAS VEGAS."

13 PRINT "PLAY KERD BY CONPUTER. OME VARIATION OF THE GANE, UTILIZES"
14 PRINT"THE RANDOH MUMBER GENERATOR."

19 PRINT

20 PRINT"THE PLAYER CHODSES B DIFFEREHT WUHBERS FRON 1 TO 80"

03 PRINT"IMCLUSIVE, AMD BETS $1.20. THE COMPUTER WILL SELECT"

95 PRINT®20 HUMBERS AT RAMDOM AND WILL ELTIHIMATE DUPLICATES WHLCH"

29 FRINT*HAY OCCUR . AMOTHER WUMBER WILL BE INSERTED IN ITS PLACE"
12 PRINT®SD THAT THE COMPUTER WILL DUTPUT 20 DIFFERENT HUMBERS.®

35 PRINT:PRINT

35 PRIMT:PRINT:PRINT "HERE WE GO'1°

40 PRINT*THE COMPUTER WILL DUTPUT & 7 MARK.
43
44

TYPE & HUHBER FROH *
PRINT"1 TO0 80, INCLUSIVE, AMD PRESS THE RETURN KEY, REPEAT THIS®
FEINT*PROCESS UMTIL THE 7 HARK IS #D LONGER SHOUR. "

48 FOR I=1 TO &

S0 EHPUT AT

51 IF ACI)»B0 THER 5é

531 IF A(L)=0 THEM 54

54 IF miir<{Q THEH 38

55 0070 57

5§ PRINT"TYPE # WUMBER FROM 1 TD 80 , INCLUSIVE, PLEASE.":
57 MEXT I

5§ [=0:FOR K=1 TO?

%9 FOR J=f TO 7

A XeALHIeY=ATJ+T)

&1 IF ¥<3¥ THEW 72

EOTOD 50

&1 L=L+]
A&7 PRINT™A DUFLICATE MUHBER H4S BEEM DETECTED IH YOUR IMPUT."
44 PRINT"TTYFE AHOTHER HUHEBER, PLEASE."sINPUT ¥

&%
b

IF T=0 THER 70
IF Y»BO THEW 70

&7 IF T<0 THEW 70

&E

aldrir=y

&% BOTD &1

70 PRINT “TYPE A HNLBHBER FROM 1

T0 90, INCLUSIVE, PLEASE."

71 GOTO0 &4

71

HEXT

71 HEXT K PRINT:PRIMT

i

aE

tEH]

21

100
103
104
10%
110
112
115
118
12t
194
130
1313
134
139
142
145
| 47
148
151
154
157
140
143
147
170
173
176
1re
182
183
| 6
11
174
197
204
203
204
11
210
513
21E
e
222
225
208
an
2314
237
240
42
243
245
244
249
254
251
252
253
254
293
254
257
258
259
241
2h4
257
270
273
274
are
ag2
285
299
09
0%

1F C=0 THEW 48
§OTD 58
PEINT® THE CORPUTER WILL SELECT 20 HUKBERS AT
PRIMTTOKE IMBICATES IT 15 IN THE PROCESS OF
FOR L=1 TO 28

HILI=IHT{B0+RRDEBO N +1)

HiLY=HIL}

REXT L

L=21

FOR K=1 TO 20

FOR J=K 70 L=t

N=HIN}

Fll g4

IF %<37 THEW 139

MIJH1 P =INTCAOSRADCT1#1)

ITTINISE)

GOTO 124

FRINT CHR${7);

SEXT J

HEXT K

PRINT:PRINT

PEINT "YOUR WUWBERS ARE:"

FOR I=1 10 8

PRINT A(I):

WEYT I: FRINT=FRINT:zPRINT

PRINT® THE COMPUTER HaAS SELECTER THE FOLLOWIWG HURBERS:"
FOR L=1 10 20

PRINT HiL);

WEXT LiPRINT:FRINT

PRINT“THE PROGRAM WILL COHPARE YOUR NUWBERS WITH THE °
PRINT*HUMEERS THE COMPUTER HAS SELECTED.®

PRINT:PRINT

PRINT'LISTEN FOR THE BELL TONE--- EACH RING INDICATES AROTHER®
PRINT "CORRECT GUESS BY YOU.":

FRINT "¥0U HMAVE GUESSER THE FOLLOWED NUMBERS:"
B={

i=1

FOR J®1 TO 20

k=ail)

Yupt))

IF %=T THENW 213

HEXT J

BOTO 225

PRINT CHREL7)}

FOR Yi=1 TO I97&:HEXT Wi

PRINT &(1};

GG+

I=I+1:FRINT:IF I<>B THEW 197

IF §¢5 THEKR 242

IF G=5 THEN 241

1F B=6 THEN 247

IF G=7 THEM 273

If 6=8 THEM 279

BRINT *YOU CAUGHT™;0;"NUKBERS OUT OF B--"

FRINT "HOT EHOUGH CORRECT GUESSES-- ~S0 SOLLY", NO
PRINT:PRINT

PRINT "DD YOU WANT TD PLAY KEWD AGATN?™

PRINT "TYPE “YES® DR “#HOD™

Cei

IHFUT X§

IF ¥%= "YEG" THEM 38

IF X%="NO" THEN 29%

E=C+1

IF C=3 THEH 299

PRINT =TYPE “YES" OR “HD°"

BOTo 251

IF X4="HO™ THEN 29%

PRINT "TYPE YES OR WD PLERSE!!™

PRINT "VOU CAUGHT®;@;"HUMBERS OUT OF B—YOU UIH $10.00"
PRINT:PRINT:GOTD 244

PRINT "TOU CAUGHT®;B;"HUMBERS OUT OF B--70U WIN #100.00%
PRIMT:PRINT:EOTD 244

PREMT “YOU CAUBHT *:G:“NUMBERS OUT OF E——TOU WINH $2200.907
PRINT:PRINT:60TD244

PRINT "YOU CAUGHT *:GI HUMBERS OUT OF B--YOU UIN $25000.00"
FRINT "B DUT OF 8 DOES HOT OCCUR TOO OF TEM, LUCKY.®
FRINT(PRINTzBOTO 244
PRINT "THAT S ALL FOR HOW.
ERD

RAMDOM. THE BELL ©
SELECTING THE HUHBERS.'

FATOFF."

PLAY EEND AGAIN, BE SEEINE YIU."



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
an 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
RUN
L-GANE

CREATIVE COMPUTING
MORRISTOUM, MEW JERSEY

INSTRUCTIONST YES

L-game is @ sinple strategic game plaved on a A4
grid by twe oppesing players, inm this case between vou
The grid it nuabered as follows:

and the computer.

EEEEEFEFreETETREN
iz Zi= 34 My
EEEEEESEESzcaESE
EFESEECEEEEEREEE
£ dzz bz Tin Bt
EEEEEEEREEESESEE
FEFEEEESSEs=coEs
LI S S FER RS 3
EFIENFESEET===ax
EEEEEEECEITEEENE
HEEHLEH LT

The game is plaved with Tour pieces! both

Play always begins with all the pieces
on the board in this position:

s
pp
! L L R

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 hisL 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
successfully 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 unoc-
cupied 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 continues in the
same manner.

The computer version of the L Game
was written by Bill Gardner.

The object of the game is to position your owum
L and the boxes to preveni the computer from Ad¥ing
its L. Of course, it is tryimg to do the same to il
Te move, you must sinply enter the four coordinates

where you want to place your L.
board and aust mot cover any other pieces.

move wour LY

It must remain om the
Tou must

If you casnot find a new positiom

Tor your L, them the computer has effectively pinned your

L and i1 wins the gane,

where you want to pdt them.
enter its presest position.

A3suning you have successfully moved vour L, you now
have the optios of moving the boxes.
twe, or none of the bawes by siAply entering the cocrdinates
Te leave a box where it is,

Tou Aay move one,

_nftlr you nove the boxes, it is wp to the computer
to find-» smove for its L and play continues in the sane
nanner. Remeaber that yvou must mot only try to pin ihe
compuler s L bul also keep your own L from being pinned.
Also, it is sasier to play the game with your oen board

than the computer primtout.
in place af your move.

BOARD PRINTOUT® YES
DO YOU WISH TO STARTT MO

COSPUTER HOVES TO 2 & 10
HOVES BOXES TO 12

vou and the computer have one “L*, and there are

two “BOXES” which are used by both players.
play always begins with the pieces onm the board

in the following position:

EAWEFS A==
T ORISR A
LS T ] ] ]
=sunS ! F0000====
: Sz/44/0000: B:
wume/// Q0O0====
zz== /A A0 0=s e
: TasrAS0000:12;:
sz S/ D0D0me =
me==( 000000 s
213: 00000000 =
sees(0000000= 24

(computer is 7, vou are 0)

=g f ff fesgesans
T V2F0ffz Q=1 4p
=EERf i fee=ccnzs
arze SO0 eeee
P AAAF0000: B2
sawe/f/ FO000==nm
LEEEREE D000 4w
1] L]
R Tl B
===e Q0000000 #we
13000000000 =
=== 00000000+ wws

To resign, emter 0,0,0,0
BODD LUCK!

7

AND 14

YOUR HOVE FOR L? 4,3,7,11

TOUR KOVE FOR THE BAXESY 1,14
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w xS0 S rB000DO0D
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¢ SSa00000;: By
LN 1) [ EEEE]
FddF 8 Fe0dl=ams
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AEfe i rooDsnes
EEEREREERTERAEESS
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EEEcgkRliENESSSST



FOUR HOVE FOR L7 Jr?r11i12 CONPFUTER MOVES TR 1 2 K] ; TOUR MOVE FOR LY a,¥. 101
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18T 400 REH CONFUTER D RUNE

10 PRINT TAB(24);"L-GAKE™ 490 REW RENDUE Cit=-4) FROM BORRD
11 PRINT TAB(20):"CREATIVE COMPUTIHG" 500 FOR X=1 7O 4

12 PRINT 1n:¢151-"nunn15Tuun. WEW JERSEY" 510 LET BIC(X))=D

13 PRINT:PRIHT:PRINT 520 MEXT X

o9 BINK CO4Y,004),T(4) BO1A) NUT4Y, HIT00] 530 GOSUE 1420

25 PRIMT “INSTRUCTIONS™; 540 LET F1=1

30 INPUT &% 50 LET W1=I

% IF LEFTH#(A%,1)="Y" THEN 3000 540 GOGUE 1800

40 PRINT "BOARD PRINTOUT™; 570 IF #i=0 THEM 1300

45 IHPUT A% =90 REM FIND HOVE WITH BEST CENTER COVERAGE
%0 IF LEFTS#(a%,1)="N" THEN &5 585 GOSUE 1370

5% LET F2=i 590 FOR E=0 TO M1-4 BTEFP 4

&0 GOTD 70 400 FOR F=1 TO 4

4% LET F2=1 410 FOR 6=1 TO 4

70 G0SUB 100 £70 IF ME+FI<»TLG) THEW &40

g6 GOTO 214 &£30 LET MIES4+1)1=NLES 441141

100 REM INLTIALIZE DATA a40 HEXT B

101 REN B1,B2 = Fus:r:nu! OF BOXES 450 MEXT F

147 REM Ci1,2,3,4) = COAPUTER'S POSITION (L) &460 MWEXT E

103 REM D11,2Z, 3.4: = DPPOREMTS POSITION (L} 470 BOSUB 1500

104 REH 1:1.2,3,4: = 4,7,10,11 = CENTER POSITIONS 480 REN PUT MOVE IH Cli-4)

105 REN BE1,...14} = BOARD: %0 LET Y={I-1}#4

104 REH B(Xied EHPTY T00 FOR X=1 TO 4

107 KEH Bi¥i=1 OPPOHEMTS L 710 LET CIX)=H{XsY)

108 REH B(X1=2 COMPUTER"S L 720 LET BICIX»}=2

10% REH B(X1=3 BOX 730 MEXT X

115 RESTORE 740 PRINT

120 DATA 1,18,2,7,48,4,11,7,10,15,10,3,14,11 250 PRINT "CONPUTER MEVES TO ";CL103" “3Ce213" "jCLI)™ =3C{4)
130 DATA 3,2,2,0,0,2,1,0,0,2,1,0,8,9,1,3 750 REN FIMD HOVES FOR BOXES
140 READ B1,B2 745 REN REMOVE BOXES FROM BOARD
150 FOR X=1 70 4 770 LET BOB1)=0

140 READ COX),00%),T0X) 780 LET B{H2)=0

170 HWEXT X 790 REK 15 OPPOHENT IN CORHER?
180 FOR X=1 TO 16 g00 FOR I=1 TO 4

190 READ BOX} At FOR J=1 10 4

208 MEXT X g30 IF O{1)=T(J} THEW &70

20% RETURR 830 MEXT J

210 PRINT “DO0 YOU WISH TO START"; B840 WEXT I

215 INPUT A% g45 REH OPPONENT IN CORWER, IBHORE CERTER
270 IF LEFTHLAS,1)="H" THEH 300 850 GOTOD 1020

230 REM OPPONERT'S MOVE &40 REM DFPONERT WOT IN CORNER, FILL CENTER WITH BOXES
735 GOSUR 2270 270 FOR X=1 TQ 4

240 PRINT gaG IF BOT(X)}»0 THEMW 720

245 PRINT “YOUR MOVE FOR L"; 890 LET Bi=TiX)

250 IHPUT Be1),002),003,004} 900 LET B(E1}=3

255 IF nsa:n:=r:+nnsfnn*1>+has{nf3r:+nnstn[4an=¢ THEN 1280 %10 §0TD 750

240 REH BUBELE SORT a0 HERT X

265 FOR X=1 TD 4 930 REN ¥0 SPACES IN CERTER

270 FOR Y=2 TD 4 40 BOTD 1020

275 IF DOCYBCY-1 THEW 293 950 FOR ¥=1 TO 4

80 LET ZsDiM) G0 IF BCTCA)Y>0 THEW 1000

285 LET DI¥}=D{¥-1} 970 LET B2=T(X)

290 LET DiY-1)=1 980 LET B(E2)=3

295 MEXT ¥ 90 GOTO 1080

300 MEXT X 1000 HEXT X

305 REH CHECK LEGALITY 1005 REM CEHTER FILLED

310 FOR %=1 T0 4 1010 GOTD 1050

315 LET (X =BiX) 1015 REH4 BOTH BOXES 70 BE POSITIOMET
320 MWEXT X 1020 GOSUR 1410

325 LET Ni=4 1030 LET Bi1=B3

330 LET Fi=0 1040 LET BiB1)=3

315 BOSUE 1800 1045 REN ONE B0X TO BE POSITIONED
I IF Hi1<>4 THEH 1220 1050 GOSUR 1410

345 FOR X=1 7O 4 1060 LEY B2=B3

350 IF BOKCX) 31 THEM 1220 1070 LET BLB2)=3

355 MEXT X 1080 PRINT TABI9};"HOVES BOXES T4 “;B1;" AND "[B2
340 FOR %=1 T0 4 1081 FOR %=1 TO 4

365 LET B(O(X)I=0 1082 LET B(D(X))=]

370 MEXT X 1083 MEXT X

375 FOR X=1 10 4 1085 BOSUE 2270

380 LET BOKLX) )= 1090 REW CHECE FOR WIN

I85 LET O{XImMiX) 1100 FOR ¥=t TD 4

90 WENT X 1110 LET BUOCX)1=0

395 LET BiB11=0 1120 REXT ¥

400 LET B{E2}=0 1130 GOSUT 1420

405 PRINT "YOUR HOVE FOR THE BOXES"; 1140 LET F1=32

A10 INPUT X,Y 1150 LET H1=Z

415 1F ARS(X)+ABSIY)C2E+Y THEM 1250 1140 G0SUB 1800

416 IF X=Y THEN 1250 1170 IF Wi=0 THEN 1280

420 IF BLXI#BCYI>0 THEH 1250 1180 FOR %=1 TO 4

430 LET B1=X 1190 LET BiO(OX) =1

440 LET B2=Y 1200 MEXT X

450 LET BIB1)=3 1210 GOTO 240

450 LET BCE2)=3 1220 PRINT "ILLEBAL HOVE FOR L."
470 PRINT "0.K." 1230 PRINT

475 BOSUE 2270 1240 GOTAO 240

RS



| 230
| 150
| 70
i 280
] 270
1 300
1310
1 320
1325
11340
1344
13540
1340
1570
1380
13840
1439
14140
14240
1430
144
1450
1440
1474
1480
1470
1495
1300
1510
1340
1330
1540
139
1541
1520
1380
15¥0
1400
1601
1502
1410
1420
1430
140
1430
1440
1470
R 1L
14690
1700
1710
1724%
1330
1740
1750
1260
1270
1780
130
11
1792
1391
1794
1793
1800
1810
1820
1630
18490
1834
1850
1670
1880
1858
1900
1710
17240
1834
1744
1950
1760
1970
1980
1990
2000
plig R
2020
2030
2040
2050
2093
20810

FRINT "ILLEGAL HOVE FOR BOX."

FRINT

GOTO 405

FRINT “COMPUTER MINSI™

GOTD 13180

PRINT “COMGRATULATIONS! YOU RAVE UDH."
PEINT

FEINT “"FLAY AGAIR"}

THNFUT A%

IFf LEFTS{A%,1)="Y" THEH 70

o0 400¢

REH #4¢+ SUBRDLTIMES
REH ERASE NiX)

FOR ¥=1 TO 14

LET WLX )=l

HEXT X

RETURN

REW STORE LOCATIONE OF UMOCCUFLED FOSITIONS TH MIX)

LET I=0

FOR X=1 TO 14

IF B{X)>0 THEN 1470

LET ZI=I+1

LET WiT)=¥

HEXIT X

RETURH

REH THIS SUBRDUTIME RETURME THE LOCATIONM OF THE LARGEST

REM YALUE IM W{X1. IF A TIE EXISTS A RANDOA CHOICE IS MADE,
LET Y=0

LET I=1

FORE X=1 TO Hi/4

IF WIXY<T THER 1380

IF H{X)>T THER 13860

IF EHE(1) .5 THEN 1380

LET ¥=H{X!

LET 2=}

HEXT X

RETURN

REH BOY=FIND

REM THIS SUBRDUTINE FINDS THE WOVE FOR A BOX THAT HILL

REM WOST RESTRICT THE OPPOMENT-S L IN TERMS OF MOVES PDSSIBLE.
FOR X=1 TO 4

LET BiOCX}}=0

HEXT X

GOSUE 1420

LET F1=2

LET Hi1=I

GOSUBR 1800

GOSUE 1370

FOR =1 TO A1

LET RMOMCX}I=MIHIXD 341

HEXT X

FOR X=% TO 4

LET MIO{K})=0

HEXT X

LET Him&d

GOSUE 1500

LET B3=I

RETURH

REH L-FIHD

REH
KEH EHPTY POSETIONS IN MIXD.
REN COMPUTER”S L 15 OMITTEE.
REW OPPOMEMT*S L IS OMITYER.
REH M1
LET

L ]

HOWES ARE RETURKED IM H{X1, AND
[5 THE LENGTH OF M{X). (M1 = HUMBER OF HOUVES + 4)
Hi=p

LET J=4

LET K=1

GOSUE 1880

LET J=i

LET K=4

GOSUE 1BED

RETURM

LET P=id

LET P=P+1

LET Af1)=HiP]

LET K=sF

LET X=K41

IF ¥:Ht THEM 2030

IF RiXi=8011<rJ THEH 1720

LET A(Z2)=HTX}

LET X=X+1

IF X»H1 THEM 20540

IF HEXI-A423<50 THEH 1940

LET ACT ) =NLKD

FOR E=1 TD Hi

IF AES{NCE}-A{1))=K THEHW 2040

IF ABSIM{E}-&(3))=K THEM 2040

MEXT E

BOTOD 1890

IF F{H1-2 THEN
RETUEH

LET A{4)=HIE)

180

THIS SUBROUTIME CALCULATES ALL PDSSIELE MOVES FOR AN L GIVEM ALL
IF F1=1, THE CURRENT POSITIOM OF THE
OTHERWISE, THE CURRENT POSITION OF THE

LUFl FUR $FI1

2080
2070
21d
2120
2130
2140
2158
2140
2120
2180
21%0
2300
714
1129
2234
2240
290
2740
230
2273
2 380
2190
2300
2110
FI20
2330
2340
2350
2 ia0
2370
2180
2370
200
2410
2420
2430
g LIK
2450
2450
2470
2ED
2470
2500
2510
2520
2330
2540
000
J0e
3020
anio
A4d
J058
A0ad
IeFn
q081
Iovn
oo
Iin
ne
3130
3140
3150
Jred
J1&35
J164
KAl
180
e
A0
3210
J229
3230
3244
3239
J240
K |
3284
3290
3300
3310
3320
3330
3349
3150
3360
J370
Jiab

IF &iF
FIFE b=
IF &(G
MEXT B
HEXT F
FORE Y=
[F Fi=
IF &lY
KEXT ¥
EOTOD 2
IF ALY
GOTH 2
FOR T=
LET Hi
MEXT ¥
LET H1
EOTD 2
REH BO
FRINT
IF F2=
FOR E=
FiR F=
FOR G=
Kl Bl
IF F=}
FRINT
GOTO Z
FEINT
IF G>%
FRINT
GOTQ 2
FRINT
HETD 2
PRIRY
EOTD 2
FRINT
GATO 2
IF F=2
PEINT
GOTER 2
FRINT
MEXT &
FRIMY
WEXYT F
HEXT E
PRINT
RETURH
REH IR
PRINT
PRINT
PEIHT
PRINT
LET F2
FOR X=
LET Bi
MEXT ¥
HOSUE
PRINT
FRINT
FRINT
FREIMT
PEIMT
GOSUE
gosuR
PRINT
FRINT
PRINT
FRIMT
FRIMT
PHIMT
FRINT
FRINT
PRINT
PFRIKT
PRINT
PRERT
PRINT
FRIRT
PRIMT
PRINT
FRIMT
FRIMT
FRINT
FRINT
FRINT
FRINT
FRINT
PRINT

LU

YAARINTOALF B Aa) THEN 2130
1T 10 4

P=ACFI4t THER 20340

1 70 4
1 THEY 2190
MDY THEN 2210

LR

¥HCLY) THEH 2210
170

T T 4

H1+Y =417

=H1+4
{130
ARD PRINTOUT SUBROUTIME

! THEH 2530
1 T@ 13 STEF 4
170 3
E T0 E+3
1+1 GOTO 2323,2410 2430 ,2430
THEN 2330
NExam"y
474

= ¥

THEH 2370
"OMICHRS (AB4G) 1V 3
90
"1t CHRS(IME) 2"
L1
“ooant;
270
Flll'l-fllll.l'll:
470

THEN 2480
"Fif*";
371
II* _1":

STRUCTIONS
" L-gane is 3 simple strategic gase playad on 2 L™
“grid by two opposisg plavers, in this case belueen you™
“amd the computer. The grid is nusbered as follows:®

={

T 7O 14

Xi=d

2270
" The gane is played with four piecesy both”
"vou and the computer have ome “L°, and there are”
“"tuwo “BOXES” which are used by both players.”
"play always begims with the pieces on the board”
"in the followismg positions®

100

22

“{computer iz £, you are )"

- The abject of the gane ig ta position your aum”

“L and the bowes to prevent the computer from maving”

"its L, Of course, it &% trying to do the same to yeu!®
"To move, you must siwply empter the four coordimates”
“where you want to place wyour L. It must resainm on the
“bopard and aust not cover any other pisces. You must”
“wowe your L' If you camnot fimd @ new position”

“for wour L, them the computer has effectively pinmed your”
“L and it wins the game.”™

= Assuaing vou heve successfully maved your L, you naw®
"have the option of moving the boxes. Tou aay move one,”
“two, or none of the boxes by #inply entering the cosrdinates’
"where you want to put them. To leave » box where il is,”
“pnter its present position.”

" After you move Lhe boxes, it is wp to the cosputer”
"tn find 3 move for ite L and play comtinues in the sene”
"mamner. Renesmber that you sust not only try 10 pim the”
"romputer s L but also keep your ows L from being pinmed.”
“#lso, it is easier to play the gase wilh your own board”
"Lhae the computer printeut. Te resign, eanter €,0,0,0"

"ip place of your move. GOOD LUCE!"

3450 0ATD 40

4000
0%

ENTH



LITC EXPECCCANNGYy

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 envirenment. 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.

RLIN
LIFE EXPECTANCY
CREATIVE CONPUTIMG
MORRISTOUN, MEW JERSEY

THIS 18 & LIFE EXPECTANCY TEST.
pd YOU WEISH INSTRUCTIONS? YES

THIS IS & TEST 10 PREDICT YOUR LIFE EXPECTANCY. I
WILL ASE YOU A BERIES OF SHORY OUESTIONS, UHICH YOU WILL
REPLY BY TYPING IN THE CORRESPORDING ANSWER TO THE
OQUESTION.

EXAMPLE: WHAT [$ YOUR SEXT
K=HALE
F=FEMALE

*B- AMP “F ARE THE POSSIBLE REPLIES TO THE QGUESTION, ANSUER

LIEE THIS:
CHOBOSE OHE OF THE LETTERS ABOVEY W
TYPING AN -H* SIGNIFIES YOU &RE A WALE.

-I-+I-EE',IH'+1'
BWRE YOU HALE OR FERALET
= MALE.
Fe FEMWLE.
CHOOBE OWE BF THE LETTERS ABDVE® M

+#4L IFE STYLE++#
UHERE DO YOO LIVE?R

B= IF YOU LIVE IN AN URBAN AREA WITH 4 POPULATIOR QUER 2 MIL.

K= IF YOU LIVE IN & TOUM UHDER 10,000, DR ON A FARN.
[= MEITHER.
CHODSE ONE OF THE LETTERS ABOVEY 1

HOU DO YOU WORKY
W= IF YOU WORK BEHIMD A PESK.
Le IF YOUR UORE REOMIRES WEAVY PHYSICAL LABOR.
Is MOME OF THE ABOVE.
CHOOSE ONE OF THE LETTERS ABGVE? 1

HOU LONS D0 YOU EXERCISE STREMUOUELY,
(TEMNIS, RURNING, SUINNING, ETC.)?
F= FIVE TIMES A WEEK FOR AR LEAST A HALF HOUR.
Em JUST TUD Ok THREE TINES A UEEK.
I= 00 WOT EXERCISE IM THIS FASHION.
CHODSE DMWE OF THE LETTERS ANOVEY K

BHT PO TOH LIVE WITHT

W= IF Y00 LIVE UITH & SPOUSE, FRIEND, OR IN A FANILY.
B= IF TOUYVE LIVED ALONWE FOR 1-10 TEARS BINCE AGE 23.
G= FOR 11-20 YEARS.

W= FOR 21-30 TYEARS.

Es FOE X1-4D TEARRS.

M= HORE THAN 40 TEARS.

CHODSE DME OF THE LETTERS ABOVE? W

+1+PETCHE +++
B 7OU SLEEF WORE THAM 10 WOURS A RIGHT?
I= Hi.
E=YES.
CHODSE OME OF THE LETTERS ABDVEY I

+++HENTAL STATE+++
K= IF YO0 ARE INTENSE, ABGRESSIVE, OF EASILY ANGERED.
L= IF YOU ARE EASY GDIME, RELAXED, DR A FOLLOUER .
I= MEITHER.
CHOOBE ONE BF THE LETTERS ABOVET L

+++HOU YOU FEEL+++
ARE YOU WAPPY DR LHWAFFYY
J= HRFPY.
B= UNHAFFT,
I= MEITHER.
CHOOSE ONE OF THE LETTERS ABOVEY J

#++FACTORS +44
HAYE TOU HAD & SPEEDINE TICHET IN THE LAST YEART
He YES.
[=ND.
CHODSE OWE OF THE LETTERS ABOVE?T I

+4+THEONE#++
B0 YOU EARM NORE THAN 850,000 & YEART
B= YES,
T=ND.
CHODSE OME OF THE LETTERS ABOVET 10

+++SCHOOL TNG+%+
J= IF 710U HAVE FINISHED COLLEBE.
L= IF YOU HAVE FINISHED COLLEBE WITH A GRADUATE
Ok FROFESSIGNAL BESREE.
I= HOTHIRGE LISTEDR.
CHOOSE OME OF THE LETTERS aBOVET I

B4

e e T



+#+ABE # 4+
ARE YOU &5 OR OLDER AMD STILL WORKINGT
L= YES.
[= ¥0.
CHODSE ONE OF THE LETTERS ABDVEY I

+++HEREDITY+24
k= IF ANY GRAMDPARENTS LIVED TO 835 YEARS DLD.
g If ALL FOUR GRANDPARENTS LIVER TO 8¢ YEARS OLD.
[= HD GRAMDPARENTS GUALLFY IN THE ABOVE.
CHOOSE OME OF THE LETTERS ABOVET 1

HAS AMT PARENT DIED OF A STROKE OR HEART ATTACH
BEFORE THE 4BE DOF 507
E= TEE.
I= WO.
CHODSE ONE OF THE LETTERS ABOVET E

+++FANILY DISEASES+++
&MY PAREMT, BROTHER, OR SISTER UMDER 30 HAS (0R HaD)
CANCER, & HEART COMDITION, OR BIABETES SIMCE CHILBHOOD?
= YES.
I= HO.

CHOODSE ONE OF THE LETTERS ABOVET 1

+++4HEALTHE +4
HOW BUCH DO YOU SHOKE?Y
A= IF YOO SMOKE MORE THAN TUD PACHS A BAY.
C= OME TO TUD PACKS & DAT.
M= DONE HALF TO ONE PACK A DaY.
Im POH’T SHOKE.
CHOOSE OME OF THE LETTERS ABOVE? I

i IRIHES ¥+
00 YOU DRIME THE EQUIVALENT OF A
QUARTER BOTTLE OF ALCOMDLIC BEVERAGE A DAY?
H= YEB.
I= 0.
CHDOSE OME OF THE LETTERS ABDVEY I

BE

FHegElpnlrry
A= [F YOU ARE OVERMEIGHT BY S0 FOUNBS OR HORE.
E= OVER BY 30-50 POUMDS.
g= OVER BY 10-30 POUNDS.
I= HOT OVER WEIGHT.
CHOOSE DME OF THE LETVERS ABOVET T

‘F++CHECEUPA#4+
00 YOUT IF YOU ARE & MALE OVER 40 HAVE AH ahHUAL CHECELP®
K= YES.
I= IF 40 OF WOT & MALE OR UNDER 40 TE4RS OLD.
CHOOSE OWE OF THE LETTERS AFDVE? I

DO YOUT IF YOU ARE & WOMAN SEE & BYNECOLOBIST OMCE A YEAR
E= TES.
I= IF HO OR HOT & WONAN.

CHODSE OWE OF THE LETTERS ABOVE? I

++3URREHT AGE+++
i= IF TOU ARE BETMEEH 30 AMD 40 YEARS OLD.
L= BETUEEM 40 AND 50.
F= BETUEEN 50 AND 70.
W= OVER 70.
I= UNDEE 30.
CHOOSE ONE OF THE LETTERS ABOVEY I

Y00 ARE EXPECTED TO LIVE TO THE AGE OF 74 YEARS
OUT LIVIME 417 OF THE MEW AMD I71 OF THE UDHEM.
Dk



15T

¢ PRINT TAB{21};"LIFE EXPECTAMCY"

g P
0 P
g P
1
*ED
reg
500
i
120
LT 1]
150
340
170
c1: 1)
370
400
110
420
430
440
450
440
470
480
Lkt
S
510
320
530
54l
5530
540
570
580
590
1]
&14
420
&30
A4
&30
&40
&70
&HO
&0
i ]
Fid
720
730
Fab
Fab
A0
FM
J80
0
BOD
Bl
220
B30
Bad
B30
40
870
BED
a0
00
Faly
20
230
F40
50
40
g
FEh
S0
180
1010
1020
1030
1040
1050
TH40
1974
1080
10F0
1100
11t

RIMT TaB(20):"CREATIVE G O#PUT IHG"Y

BINT TR!{IHJ;'HDEEIETDHH+ HEY JERSEY"

RINT:zPRINTzPRIAT

PRINT (PRIHT:PRINT

PRINT "THIS IS & LIFE EXPECTAMCY TEST.®

FRINT " po YOU UISH IHSTRUCTIOHS";

IHPUT EY

IF LEFTS(I#,12="H" THEN 47

PRINT:PRINT )
PRINT " THIS 15 & TEST TO PREDIET YOUR LIFE EXPECTAHCY. 1

PRINT "MWILL ASK YDU a SERIES OF GHORT QUESTIONS, UHICH YOU WILL®

PRINT "REPLY BY TYPING IN THE CORRESPOMDING ANSUER TO THE"
FRINT "RUESTION."

FRINT
FRINT ™
PRINT *®
FRINT

EXANPLE: UMAT IS YOUR SEXT"
E=HALE"
F=FEHALE"

PRINT “<H° AMD “F° ARE THE POSSIBLE REPLIES TO THE QUEBTION, AMEWER"

L IKE THIG:"
E:::¥ 'LI CHODSE OWE OF THE LETTERS ABOVET W*
PRINT “TYPING AW “#~- SIGNIFIES V10U ARE & HALE."
PRINT:PRINT:FRINT
RSml
I=F2
A$="ABCREHNEHIJELFHO"
GOTD 1700
R3=B541
IF BES»21 THEH 1900
DATH "44+9EN+44"
DATA “&RE TOU MALE OE FEMALET"
BATA “H= HALE."
DATA = F= FEMWALE."
DaTa 2,"HKF"
DATA "#++LIFE STYLE+#4"
DaTA "UHERE DO YOU LIVET"

BATH “6= IF TOU LIVE IN AH URBAM AREA UITH A FOPULATION OVER T HIL."

BATA “K= IF YOU LIVE IN & TOUM UMDER 10,000, OR DN A FARHM."
baTH ® I= MEITHER.™

DATE 3,"0KI®

BATA “HOU DO YOU WORK?™

BATA “M= IF TOU WORK BEHIND A BESK."

pAT4 ~L= IF YOUR WORY REQUIRES HEAVY PHYSICAL LABIR.™
DATA ® I= MOME DF THE ABOVE.™

DATA 3,"HLI*

BATA "HOM LONE DD YOU EXERCISE STREMUOUSLY,"
BATA-=(TENNIS, RUNNING, SVIHWING, ETC.)T

DATH “F= FIVE TIHWES A MEEK FOR AR LEAET A HALF HOUR.®
DATA “Ke JUST TWO BR THREE TIMES & MEEK."

BATA * I= BO NOT EXERCISE IN THIS FASHION."

h Elurﬂﬁ; YBU LIVE WITHT"

& "HHD ;

::Ln “j= IF YOU LIVE WITH A SPOUSE, FRIEWB, DR IN A FANILY."
BATA “"H= IF YOU“YE LIVED ALDME FOR 1-10 YEARS SINCE AGE 23."
DATA "B= FOR 11-20 YEARS."™

BETA "H= FOR 21-30 YEARS."

PATE “E= FOR 31-40 YEARS."

DATA * W= HORE THAN 40 YEARS."

DATR &, “HHGHER"

DaTa "+++PEYCHE#++"

BATA DO YOU SLEEF MORE THAN 10 HOURS A& HIGHT?"

BATA *1= HO.™

baTh * E=YEE."

bATA 2,“IE"

DATH "+++HENTAL STATE+++"

BATA "H= IF YOU ARE INTENSE, ABBRESSIVE, OR EASILY ANGERED."
BATA L= IF YOU ARE EASY GOING, RELAXED, OR A FOLLDUER.®
BaTa * I= NEITHER."

DATA 3, °HLI®

DATA "+++HOU YOU FEEL#+#+"

DATA “ARE YOU MAPPY OR UNHAPPTT"

DATE "J= HAPPY.®

DATH “B= URHAPPY."

BATA ™ I= HEITHER."

BATA 3,"JBI"
DATE “+++FACTORS 4+~

DATA "HAVE YOU MAD & SPEEDIMG TICHET IN THE LAST YEART"
BATA "HM= YES."

PATA * I=HD."

BATA 2,%HI"

DATH "+++IHCOHE+2+"

DATA “DO YDU EARN MORE THAN $50,000 A YTEART™

PATA “8= YES."

BATA = I=HO.®

BaTa 2,"6L"

DATA “+++5CHOOLING#++*

BATA "J= IF YOU HAVE FIMISHED COLLEGE."

BATE "L= IF TOU HAVE FINISHER COLLEGE WITH A GRADUATE®

1126
1130
1140
1154
1140
170
1169
1190
1 200
1214
1220
1230
1240
1250
1260
1270
1280
1290
1309
1310
1320
1330
1340
1350
1360
1345
137@
1380
13%40
1400
1410
1423
1430
1440
1430
1440
1470
1480
1470
1500
1510
1520
1510
1540
1550
1540
1570
1580
15%0
1400
18110
1620
1638
1444
1450
1469
1470
1480
1490
1700
1710
1720
1730
1740
1750
1740
17710
17840
1290
1800
1814
18240
1830
1840
1830
1856
1870
1 EBD
1890
1500
19140
1920
1930
1740
1750
1740
1970
1980
(1] §

BATE "Of PROFESEIOMAL DEGEEE.T

BATA * 1= NOTHING LISTED."

DATH J,°JLI"

baTA e+ AGE+++"

BATA "ARE YOU &5 DR DLDER AND STILL WORKINGT™

PATA "L= YES."

DATA ™ I= HO."

DATA 2, "LI"

BATA “"+++HEREDITY+44"

BA&TA "K= IF ARY GRANDPARENTS LIVER T& B5 YEARS oLp. "

DATA 0= IF ALL FOUR GRAMEPARENTS LIVED TO 80 YEARS oLe."
BATA * Is HO GR&NDPAREHTS GUALIFY IN THE ARDVE.™

DATA 3,"KOL" .

BATA "HAS ANY PARENT BIED OF & STROKE OR HEART ATTRCK

DaTA "BEFORE THE AGE OF 307"

nath "E= YES."

baTA " I= HO.®

e zr.E:';EILT BISEASES#+4"

DATH "4+

DATA “AMY PARENT, BROTHER, DR E1STER UNBER 50 HAS (OR Hab} " i}
DATA “CANCER, & HEART COMDITION, OR FIABETES SIMCE CHILBROGIY
BATA "H= YES."

BaTA " I= HO."

Data 2,"HI"

DaTh "+++HEALTH+#4"

BATA "HOW KUCH B0 YOU SHOKET"

BATA "A= IF YOU SHOHE HORE THAH TUD PACES A DAY."
BaATH =C= OHE TO TUD PACKS & DAY."

BaTh “H= DME HALF TD DME PACK A DAY."

DATR ™ I= DOW'T SHOKE."

DATA 4, "ACHT®

DATA "#+++DRINK+#+"

PATA “D0 YOU DRIMK THE EOUIVALENT OF A *

DATH "OUARTER BOTTLE OF ALCOROLIC BEVERADE A Baye
iaTé "H= YES."

BA&TA " I= HO."

PATA 2,"HI™

DaTa “+++UEIBHT+++"

DATA “a= IF YOU ARE OVERWEIGHT BY 50 POUNDS OR HORE."
paTA “E= OVER BY 30-50 POUMBS."

BATA “B= OVER BY 10-30 POUMDSE.®

BATE * I= MOT OVER WEIGHT."

BATH 4,“REGL™

DaTé *+++CHECKUPS#++"

DATA "DOD YOUT
DATA "K= YES.™
PATA ™ I= IF HO OR HOT A MALE OR UNDER 40 YEARS OLD."
BATH 2,"HI®

B4TH =DD TOUT IF YOU ARE A MOHAN SEE A GYNECOLOGLST BHCE A& YEART®

DaTA “H= YES."

PATA * I= IF HD OR MOT A UDNaW.™

ATHA E,"HI‘

BATA "#+++CURRENT RBE+++"

BATA "K= IF TOU ARE BETUEEW 30 AHD 40 YEARS oLe."
DATH "L= BETMEEMN 40 &HD 50."

DATH "F= BETUEER 50 AHD 20"

DATA "He OVER FO.M

BATA ™ I= UMWBER 30."

DATA 5, "KLFRI®

FoR G=1 70 7

RE&AD B%

IF LEFTS#(Q%,1 =" " THEH 1750

PRINT * ";D4

HEXT 4

PRINT * “;0%

READ C,LC%

PRINT "CHOQGSE OWE OF THE LETTERS ABOVE™Z
IHFET G§

FOR CZ2=1 TO C

IF LEFT$(6%,1)= HIDS{C3,C2,1) THEH A3
MEXT C2

BOTD 1770

PRINT

FOR =1 T0 15

1F LEFTH(6S,1)=HIDY (A%, H,1) THER 1870
HEXT N

LE R

Isith

GATO 510

FEINT "7TOU ARE EXFECTED TO LIVE TO THE ABE
IF 7<&0 THEM 1980

FOR v=&0 T0 I BTEP 5

READ H$,F4

MEXT Y

DATA “2&L*,*151", 341" 201", “487","30X", 413", 392"

DATA "75%®, "S3Z=,"87%",*70X" "941" “EBX","99.91","99.42"
PRINT "DUT LIWING ";8%:" OF THE HEN AMD wiFs;" OF THE MOHEM. "
END

=l " TEARE"

IF fOU ARE & MalE OVER 40 HAVE AN ABMUAL CHECKUPT®






This program prints Lissajous
patterns. You enter relative X and Y
frequencies and the Y phase of pi. The
relative frequencies for X and 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 complex. 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
axparimeant.

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.

i
L1SGA UG
CREATIVE COMFUTINE
HORRISTOMH WNEW JERSEY

RELATIVE FREQ. FOR X' 3
RELATIVE FREQ. FOR YT &
¥ PHASE, HELTIFLE OF PIY O

Lissajous

BR

L—————ra_a.
——————
—
—
-

L ISS&JOUS
CREATIVE COMPUTING
HORRISTOMN WEW JERSEY

RELATIVE FREG. FDR XT 2
RELATIVE FREQ. FORE Y* 3
Y PHASE, WULTIPLE OF PIT &

L »
¥ t ®
» I
= L]
L &
¥ *
.
5 %
®
. ¥
E 0
o ¥
¥ ¥
L E )
. *
W .
* @
L &
L # ®
& "
* 3
" ¥
* #
# #
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C
*
* W
LI
L] *
" »
" L]
¥ O
L & =
L] *
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P
LIS&AJOUS
CREATIVE CONPUTIMG
HORRISTOMN NEW JERSEY

RELATIVE FRE@. FOR X7 3

RELATIVE FREQ. FOR 717 7

¥ PHASE, HULTIFLE OF PIT ¢
¥

L N N
]
L]

-
-
R T

¥ [ ] W "B . I_.‘ .1_'.'|""l‘|. x_'”_: '% 5.33 " '_'.‘-'
p—

; : ' N sowek® Uned
] # ] * * ~ P L ;}
L b * ¥ % , |

* * 3 * P ] Ly e, BT kli.l k! =
* * * LIST _
Dy
10 PRINT TAB(22)}"LISSAJOUS" -
20 PRINT TAB(18);°CREATIVE COHPUTING"
30 PRINT TAB(14);"HORRISTOMN NEW JERSEY" b3 3
40 PRINTIFRINTIFRINT
RELATIVE FRED. FOR XT 1 =0 DIN Yiio)
RELATIVE FREQ. FOR YT 1 100 REN. STEP-WISE LISSAJOUS
Y PHABE, WULTIPLE OF PIT .5 110 P=I. 1415926
* 120 PRINT *RELATIVE FRED, FOR X=3:INPUT F1:IF INTLF1) < F1 THEN 120
* ¥ 122 IF FI ¢ 1 THEN 120
* * 125 F=F1eF1=2%F#F ]
¥ * 130 PRINT "RELATIVE FREQD. FOR Y"jeINPUT F2:IF INTIF2) < F2 THEM 130
* . 132 IF F2 < 1 THEN 130
* * 135 PRINT Y PHASE, MWULTIPLE OF PI";:IMPUT P2:F2=PaP2
* . 140 Fl=2#FsF2
* * 150 FOR Xi==18 T0 18
¥ ¥ 150 X=N1/18:B05UE 1970:T1=Xe T2upP-X
* * 152 FOR I=0 T0 F-1
* ' 165 T3=(T1#261#P 1/F1 s T4=(T2H2414P ) /F1
* * 170 Y1=302SINIF 28 T34P2): Y2=304SIN(F20T44P2)
¥ " 180 Y1=SGH{T1p=INT (ABSCYT)+.5) s ¥Y2=06H(Y2)+IHTIABE(Y2)+,5)
* * 190 Y{2#%I)=Y1g¥(2eI+1)=T2
* * 200 WEXT I
210 FOR Ju1 TO 2eF-1:l=J=f:T=¥(J)
220 IF T = YO(I) THEN 240
230 YII41)=T(DdzI=I=1:IF I >=0 THEH 220
240 YUI+1)aTaHEXT J v oo
250 FOR 1=0 TO ZeF-| . 4
240 IF I=0 THEM 280 { FT = \
270 IF Y(I)=T4I-1) THEN 290 SR L) e T (5'-
. * — 20— PRENT—FABUIEFTTI Y T "} Ve L
L ¥ 270 HEXT 1 il
. " 300 PRINT L
* ’ I10 MEXT X1
" ¥ 1870 STOP
* * 1940 REM:-- e -
* # 1970 IF ABSIN) < .1 THEN 2020
* * 1980 X=X/ (SARI1+XI+SRRLI-X)}
] & 1990 GOSUE 1770
. * 2000 X=2eX
* * 2010 RETURN
* * 020 ¥=N+X*3/4+.0756X TN 7/22.4
* * 2030 RETURN
. ’ 2040 END
* i
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 E W W W W W




RRge @RI e

I ——
SREE——— PR S e
, RUM

We've all sean examples of magic HAGIC SOUARE
squares. The most common one i5 a CREATIVE CONPUTING HORRISTOMN NEW.JERSEY
3x3 square using the integers 1
through 9inwhich the sum ofeach row,
column and diagonal totals 15. GAME OF HABIC SOUARE

In the computer game of Magic PLAYERS ALTERNATLEY CHOOSE AN INTEBER (1 TQ 9}
Square” the goal is to form a sum 15 THAT HAS NOT BEEN PREVIOUSLY USEB AWD PLACE 1T
magic square Wlth }-'Du_am:l the com- TN AMY UMFILLED CELL OF & TIC-TAC-TODE BOARD.
puter alternately filling in the integers TRE GOAL 15 TO WAKE THE SUN OF ERCH ROW, COLUHN,
betwaen 1 and 9, If one player stumbles AND DIABONAL EQUAL TO 13,
and puts a number in which causes the

) THAT PLAYER LOSES WHD FIRST MAHES THE SUK OF THE

sum of a row, column, or diagonal to be THREE FIBURES 1M ANY ROU, COLUNN, OR DIABONAL
something other than 15, he loses. SOHETHING OTHER THAM 15.

In forming a sum 15 magic square,
there is only one fundamental solution. A TIE GAME DRAUS A NAGIC SOUARE!!
However, it can be rotated and reversed THE CONPUTER WILL ASK YOU ON EACH MOVE UHICH
to form B8 solutions. Because the CELL YOU WISH TO OCCUPY, 4MD THE WUMBER YOU WISH
computer does not play a particularly LIKE -3,7° IF YOU UISHED TO PUT A 7 IM CELL 3.

creative game, all eight solutions
cannot be obtained. How many can be?

Can vyou modify the computer 1
program to play a more interesting 4
game which permits all eight 7
solutions? (Hint: Try randomizing the
move position and number generators

HERE ARE THE CELL MNUMBERS:

L= ]
w0 O bl

IEFUT YOUR HOVE --- CELL AMD HUHBERT 1,1

in Staterments 400 and 410.) 1 ] 8

This program was created by David 0 0 0

Ahl and originally appeared in Creative # ' .
Computing, Jan/Feb 1975. I MOVE TO CELL 2 WITH & 2

1 2 0

o 0 o

0 0 o

INFYT YOUR MOVE --- CELL AND NUWBERT 3,7
1 2 L
& L4 L
o 0 L)

1 WOVE TO CELL 4 WITH A 3

L= =4

1 2
3 ¥
L 0

INPUT YOUR WOVE --- CELL AMD HURBERT 3,5

1 2 ]
3 ? 9
¢ 0 L

SORRY, TOU LOSE — MICE TRY.

a0



ET"5 PLAY AGRIN. . . IEFUT TUUR RUVE --= LELL AND RURBERY &,3

[HPUT YOUR MOVE —--- CELL AHD NUMBERT 1,1 1 2 i
L 5
1 i 0 1 L i
1] L ] .
L] L] L] I HOVE TO CELL 8 WHITH & 4
I HOVE TO CELL 2 MWITH & 2 1 2 LI
1 a
| 2 ] 0 4§ g
0 i L]
L ] !
INFUT YOUR MOVE =--- CELL AND NUKBERT 5,7
EMPUT YOUR MWOVE =--- CELL AND NUMBERT ¥,9 1 2 ]
) ]
1 2 1 0 & 9
L 0
] 1 ® SORRY, YOU LOSE -- WICE TRY.

T AOVE TO CELL 4 WITH & &

i 2 i
3 ] 0
0 (] g
LIST
5 PRINT TAR(28):;"MAGIC SOUARE™ 240 PRINT "& TIE GANE -- BUT WE-VE DRAMN A HABIC SOUARE!"
10 PRINT TAB{13);"CREATIVE COMPUTING HNORRISTOWN MEM JERSEY" 250 BOTO 560
12 DIN ALY, BLT) 400 FOR @=1 TO %
15 PRINT 410 IF Al@> 0 THEN 480
16 PRINT 420 FOR B=1 TO ¢
17 PRINT 430 IF BIRI>0 THEN 470
70 PRINT “GAME OF HABIC SOCUARE™ 435 AlQ)=R
2t PRINT 440 GOSUB BOD
25 PRINT "PLAYERS ALTERNATLEY CHOOSE AN INTEGER (1 TO #)" 4%0 IF U=0 THEN S00
30 PRINT “THAT H&S NOT BEEN PREVIOUSLY USED AMD FLACE IT® 450 GieOzRYsRzN=0zACR)=D
35 PRINT "IN AMY URFILLED CELL OF A TIC-TAC-TOE BOARD." 470 WEXT R
40 PRINT "THE BOAL 15 TD WAKE THE SU% OF EACH ROU, COLUHN,= 480 MEXT O
45 PRINT "AND DIAGOMAL EOMAL TO 15.° 490 ¥U=1:R=R1:0=01:4(D)=R
47 PRINT S00 BORI=1
50 PRINT *THAT PLAYER LOSES WHOD FIRST MAKES THE SUM OF THE™ 520 PRIMT "I MOVE T0 CELL ";@;" WITH A ;R
55 PRINT "THREE FIGURES IN AMY RO, COLUMM, OR DIAGOWAL" 530 BOSUB 940
50 PRINT “SOMETHIME OTHER THAH 15." 540 IF W=0 THEM 103
52 PRINT 550 PRINT “I LOSE -—- YOU WIWII™
43 PRINT *“a TIE GAHE DRAUS A HAGIC SQURERENL® 340 PRINT
&7 PRINT 541 FOR I=t TO 15
70 PRINT "THE COMPUTER WILL ASK YOU ON EACH MOVE WHICH™ 562 PRINT CHR$(7);
75 PRINT "CELL YDU UISH TO DCCUFY, AND THE NURBER YOU WISH® S64 HEXT I
8¢ PRINT “LIKE #3,7° IF YOU WISHER TO PUT & 7 IN CELL 3." S0 PRINT “LET”S PLAY AGAIN. . ."
85 PRINT 575 BOTO 94
90 PRINT "HERE ARE THE CELL WUMBERS:" 800 FOR X=1 T0 8
§2 PRINT 810 OM X 5OTO 820,830,840,850,850,870,880,8%0
93 PRINT "1 2 3" 820 J=1:K=2:L=3:60T0 700
74 PRINT "4 F &" B3 K=dq:L=7;GOTO F00
95 PRIKT *7 8 9" B4l K=5:L=9:807T0 900
94 FOR I = 1 TO B850 Jedzl=g:60T0 900
97 alli=0 Ba0 J=2:L=8:6070 %00
98 B(I)=0 870 J=3:L=7:60T70 %00
% MEXT 1 BEO J=7:L=%:GOTD 900
100 W=0zl=0 890 Je71H=§
103 PRINT 200 IF A(J)=0 OR A(KY=0 OF A{L)=0 THEN 930
104 PEINT "INPUT YOUR MOVE --- CELL AMB NUMBER™; 220 IF ACJIHATKIHAILY <> 15 THEN 940
103 INPET TN 930 MEXT ¥
116 IF I€1 OR L > # BR M < 1 DR M > ¥ THEN 130 935 BOTD 50
120 IF &(I}=0 AND B(H)=Q THEN 150 40 U=1
136 PRINT "ILLEGAL MOVE ... ABATH® 950 RETURN
135 BOTOD 103 P40 FRIMT
150 ACEY=McBOMY=1gH=N+1 245 FRINT AC1),AL2),A03)
170 GOSUB P40 70 FEINT AC4), 605} ,A04)
180 GOSUB BOO 975 PRINT AC7),AIB) AT}
200 IF W=0 THEW 230 F80 PRIMT
210 PRINT "SORRY, YOU LOSE -- MICE TRY." %0 RETURN
211 BOTA 5&0 97 END
230 IF B < 5 THEN 400 ok



Man-Eating Rabbit

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, 80, 135 ... efc.
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
maoves. 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 nead 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.

90
O
125 45
[ A
[
180 l—v—-‘ = e T
'I\ 1
N
225 35
270

0,360

HAN-EATING RABBIT
CREATIVE COMPUTING
MOREISTOUM, NEW JERSEY

T0U ARE IN A FIT WITH & WAH-EATING RABBIT.

THE CENTEE I5 (0,0 AND IT HAS & EADIUS OF 10

IF YOU CAM AYOID THE RaABBIT FOR 10 MOVES YOU WILL BE
RELEASED. YO AMD THE RABBIT CAM WOVE OMLY 1 SPACE EACH
HOMEVER THE RABBIT CAN DO NULTIPLE JUMPS.

YOU CAM TEAVEL AT THESE ANBLES

0,45,%0,135, 190,225,270, 315, 340

WHERE UOULD YOU LIKE TO BE DROPPEDT 2,3
RABBIT AT ( 2 , 7 } AMD DISTANCE 4

TURM 4 1 HUNAM AT € 2 , 3 )

AT UHAT ANGLE WILL YOU RUM T 270

RUMNINE ..u.ooHUMAN TOU ARE WOW AT ( 2 , 2}
THE RABBIT IS5 POUMCING AT AMELE..... 270

THE RABBLIT 15 POUMCING AT AMBLE..... 170
RABBIT AT ¢ 2 , S ) AMD DISTAMCE 3

TUEM # 2 HUMAN AT € 2 , 2 }

AT WHAT AWNELE WILL YOU RUN T 3225

RUNKING ......HUMAM YOU ARE MOW AT ( 1 , 1 )
THE RABBIT IS5 FOUMCING AT AMGLE..... 270
THE RABBIT 15 POUNCIMG AT ANGLE..... 270
RABBIT AT € 2 , 3 ) AND DISTANCE 2.23407

TUEW @ 3  HUMAN AT €t , 1}

AT WHAT ANBLE WILL TOU RUN 7 223

RUMMINE ..o HUMAN YOU ARE MOW AT ¢ O , 0 )
THE RABRIT IS POUMCIMG AT AMBLE..... 2235
RABBIT AT © 1 ; 2 ) AND DISTAMCE Z.213407

TURN § &  HUMANM AT C 0 , 0 ]

AT UHAT AMBLE WILL YOU RUN T 225

RUMMINE ......HUMAN YOU ARE MOU AT (=1 -1}
THE RABBIT IS POUMCING AT ANGLE..... 223
RABBIT AT ¢ & , 1 ) AND DISTANCE 2.23407

TUEM ® 5 HURMRN AT (=i ,=1 1}

AT UHAT ANEBLE WILL YOU RUN T 270

RUMNIMG <.....HUMAH YOU ARE HOW AT (=1 =2 }
THE RABBIT 15 FOUNCIMG AT ANGLE..... 270
REBEIT AT ¢ @ , © } AMND DISTANCE 2.213407

TURK @ &  HUMANW AT (-1 -2}

AT UHAT AMELE WILL YOU RUW ¥ 225

RUNNING ......HUMAH YOU ARE NOW AT (-2 ,-3 )
THE RARBIT 1S POUNCIMG AT AMBLE..... 225

THE RABBIT IS POUSCING AT ANBLE..... 223

THE RABBIT IS POUMCING AT AMGLE..... 270
RABEIT AT (-2 ,-3 ) AND DISTANCE ©
*s[RUNCHe» WELL R.I.F.

(1} ]



L1ST

I PRINT TAR{20);"MHAN-EATING RABBITY

? PRINT TABC20);"CREATIVE CONPUTIRG"

3 PRINT TABC18);"NORRISTOUN, MNEU JERSEY™

4 PRINT2PRINT: FRINT

10 PRINT "YOU ARE IN & FIT WITH A MAN-EATING RABEIT.™

i3 PRIAT "THE CENTER IS (Q,0) ARD IT HAS A RADIWS OF 10°
20 PRINT "IF YOU CAN AVDID THE RABBIT FOR 10 WOVES YOU WILL BE"
23 PRINT "RELEASED. YU AND THE EABBIT CAH MOVE DMLY 1 SPACE EACH"

26 PRINT "HOWEVER THE RABBIT CAM DD HULTIFLE JUHPS.®
27 PRINT *YOU CAN TRAVEL AT THESE ANBLES™

28 PRINT "0,45,%0,135,180,225,276,315,340"

A0 X=INT(Z1#RRDC1)-168)

4% Y=INT(21#RHD(11=10)

45 D=SERCABSC(X-X1)"24(Y-Y1) "2}

4k IF D10 THEW 40

47 PRINT

48 PRINT

S0 PRINT “"UHERE WOULD YOU LIME TO BE DROPPED™;
S1 IHPUT ¥1,T11

50 IF SORUABS(X1°2+¥1°21)710 THEM 50

45 IF $OX1 THEM 70

&4 TF Y311 THEM 70

47 PRINT "#séeeSOUTSHER R

4% PRINT "THE RaBBIT IS DEADY YOU ARE SET FREE!":BOTOD 340

J0 FOR 8=1 TO 1@

71 D=SORCABSEIN-X11"2#0Y-Y1} 720D

B0 PRINT "RABBIT AT 33", ";Yi") aND DISTAMCE "D

90 If B=0 THEHR 3130

91 PRINTePRINT "TURN B";8;" HUMAN AT (" Xi;",";Y1;"1"
100 PRINT AT WHAT ANGLE WILL YOU ®REN *;

101 INPUT &
110 IF A/RS<FINTOAS4S) THEW 100
111 PRINT "RUNMING ...... Eia by

112 A=1eIF ABSCOIATOAANQI*10)-A)<25 THEN 120
113 H=530R{2]

120 XZF=(H#COS(A®{I. 1415971800

121 F2=(HeSIN(A={I. 1 11T/ 1BOD )

125 IF SORCCONT#X2) 2+ (¥1+72)"2) =10 THEM 130
126 PRINT “YOU CAM'T GO INTO A WALLEH"

127 GATO0 140

130 X1=IHT OO 10000 £ 1000+ X2

131
132
133
135
135
137
138
13¢
140
130
13
152
150
1M
180
190
220
230
240
230
2533
238
257
250
261
270
mn
ira
280
281
270
300
am
310
s
310
I
322
423
Rl
J40

IR EmY CT P hipg) b QCHNET 2

HI=INT(HT+.5)

Fl=INTIY 14.5)

FRINT "HUHAN YOU ARE HOM AT (=137, 3¥1;")"
IF £<»X1 THER 1490

IF f<p¥1 THER 140

PRIKT *YOU RAM RIGHT INTD THE RABBLIT!!™
GOTD 330

PRINT “THE RABBIT IS POUNCING AT ANGLE.....®;iF13F1+1
H2=11=-XgY2=T1-¥

IF %2=0 THEM 280

IF Y2=0 THEM 300
E=INTCATHLARS (Y22 103 1415951800 )
OGN SBMIX2I#2 SOTD 190,090,180

DN SBH{YZI+2 BOTOD 240,10,250

OM SEN(Y2)4#2 BOTD 230,106,220

B=1a0-B: 0070 230

B=f+100¢80TD 250

E=140-B

E=INT(B/45+.5+45:PRINT B

B=1

IF ABS{{INY(RB/10)210k-B)<>5 THEN 240
F=1.5

2= (HeCOS{BE( I 1415974800 } )
Y2u(HeSIHIE® (3. 14155, 180) ) )
E=INTLN+X24.5)

Y=INTIY+Y28.5)

BOTD 315

IF Y240 THEW 290

E=%0:GOTD 315

B=270:60T0 250

IF X240 THEM 310

E=1:60TOD 250

B=180:80T0 2%0

IF SORC(N=N1)*2+(Y=YH)"2)=0 THEN 323
P=INT(FI£ENBLT1%1]

IF P<»1 THEW 323

BOTO0 148

HELT B:PRINT "YOU ARE RELEASED!":BOTO 3490
PRINT "#¢CRUMCM=+ UELL R.I.P."

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 sample run. 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 a fairly simple matier to
get to Base A, the other bases
someatimes 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 ofit.
On the other hand, which is more fun?
That's for you to find out.

This program was written by John C.
Russ.

RN
HARLEVERS
CREATIVE COMPUTING
ROEEISTOUN, MEU JERSEY

IO YOU KREED IMSTRUCTIONST YES

TOU ARE THE PILET OF THE ENTERPRISE"S SPACE SHUTTLE.

TOU MUSY BELIVER A KESSAGE TO EACH OF FOUR STARBASES,

IH THE LEAST TODTAL TIWE. VYOUR IWIFIaL POSITLION IS AT
O®E CORNER OF & CUBE, TEH PARSECS ON A SIDE. THE BAGES
REE AT THE CORKERS 5SHOWM BELOW, WARKED A, B, C, AHD D IH
THE QRBER IN WHICH YOU HUST WISIT THEM.
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FOR YOUR SUBSPRCE RADIO TO DELIVER THE HESSAGE, YIU
HUST FRASS WITHIM OHE PARSEC OF EACH STARBASE. YOUR
PROPULSION EYSTEM IS5 ALWATS ON, GEVING TOU & CONSTANT
ACCELERATION DF 0.2 PARSECS PER STRADATE PER STARDATE.
YU CAN BHLY CONTROL THE ORIENTATIOR OF YOUR SHIP, TO
DIRECT YOUR THRUST AKD ACCELERATION. TOU SPECIFY YOUR
SHIF S ATTITUDE BY THE AMGLE THETA (THE CLOCHWISE AMGLE
IN THE ¥=T PLAKE STARTING AT THE X-&XIS) AND THE ARNGLE
PET (THE AMGLE OF INCLIMATION ABOVE THE K-Y PLANE!.

TOU INPUT HEW AHGLES EACH STARDATE.

ELAPSED POSITION COORDIMATES: DRIENTATION

TINE i Y I THETA , FSI
] 0 0 4 7 0,0
1 wl 0 0 T o0
2 A 0 0 70,0
3 . 0 d * 0,0
§ 1.6 o 0 ¥ 0,0
5 2.5 0 0 ¥ 0,0
] 3.6 i] 1] T 0,0
7 4.9 8 0 7 180,0
§ §.2 B o 7 180,0
¥ 7.3 [ o 7 180,0
10 8.2 0 o 1 180,0
it 8.9 0 o T 180,0
12 i | [ 0

MESSAGE BELIVERED TO BASE B 1

AT TINE 12.28 7 180,0
i1 .7 ] L] T 14,0
14 9.8 0 [V T 90,90
15 7.8 0 W1 T 0,70
14 9.8 0 .4 T 0,0
17 7.8 0 ] 7 90,45
18 9.8 071 1.5 7 90,0
19 ¥.8 iz 2.312 T 90,0
i #.8 - 3.054 T 270
M 9.8 1.295 3.495% T 90,270
32 ¢.8 1.834 4.134 ? 90,27
23 7.8 7.378 4.378 T 20,0
24 g8 1.019 §.519 * 90,0
25 7.8 1,841 4,441 T 20,10
24 9.8 4,907 i 802 T 370,0
27 ¥.B 5. 944 4.944 T 270,10
28 7.6 6. 785 5,085 ® 270,0
29 9.8 Foddd E.224 T 30,0
1) 9.8 ?.B4B 5 .348 T 270,0
3 .8 g.10% 5. 50% T 2M,0
iz 9.8 8.15% .45 T 90,50
13 .8 §.092 5.892 T 90,90
14 5.8 g.034 4.333 T 0,270
15 5.8 7.975 4.775 T 90,270
14 %.8 7914 7.016 0,270
17 §.8 ¥ 858 7058 F o0, AP0
I8 9.8 7,799 7050 F 90,70
1% $.B 7741 7341 F o0, 0
T 9.8 7,587 7.782 FoR0,%0
1 5.8 7,623 f.423 F 90,270
7 9.8 7.545 9045 ? 90,270
43 9.8 7.505 . 508 T 90,270
4 7.8 7o A48 7. 748 T ?ﬂ+EPﬂ
15 9.8 7.389 . 789 * 90,0
LT 7.8 fa431 Lk | T ?ﬂ+?ﬂ
47 ¥.8 r.572 8. 772 0,270
18 ¥.8 7.713 . 811 T 90,270
9 ¥.B 7855 ¥, 455 T 80,0
1) 5B 809 .39 ? 90,70
51 9.8 B.438 ¥.218 7 ORO,0
52 9.8 g.B79 179 ? 0,90
53 9.8 9.421 g.22

MESSABE DELIVERED TO BASE # 2

4T TIME 531.74 T 90,270
LT .8 9947 9262 T 90,0
55 9.8 10,403 9,203 T 225,0
54 ¥, 729 1.274 9145 7 45,0



7 9,459 11.945  9.08 7 270,0
i 9,457 12.584  §.028 7 270,0
5% 9.657 13.028  #.969 7 270,90
4 9. 45F 13.36%  9.01 T 270,50
i1 9,457 13.71 9,252 T 270,270
2 9,457 14.052  9.493 7 270,370
53 9,459 14,393 9.335 7 270,270
54 %458 14.735  ¢.374 1 270,90
65 9.458 15.074  9.248 7 270,0
&4 %.458 15.318  9.15% 1 274,0
87 7. 449 15.36 7.1 ¥ 270,0
4B 7. 6% 15202 9.042 T 245,0
&7 9. 648 14,8594  B.YEI T 250,0
70 9.571 14.321 8,915 * 2700
H 7,419 13.595  8.866 7 245,0
72 9,244 12,477 B.B07 T 240,0
7 9,03 11,571 B.74% P 257,10
74 8.757 10,268  B.49 T 245,90
75 §.44 A.B4% g.732 % 230,0
74 B.1 7,392 8,873 T 00,0
77 7.581 5. 805 g.015 T 150,0
78 4. 862 4,234 9,156 7 70,0
7% B 078 2.812 3.297 7 90,0

0 5.31 1.591 9.439 7 90,0
1 4.524 549 9.58 7 90,0
B2 3,738 -.152 §.722 7 90.0,0
g3 3957  -.B73 g.853 T 43,0

84 2.236 -1.324 10.005 T 43,0
B 1.663  —1.413 10.146 T 45,0
B 1.23 1,801 10.287 - 7 45,0
87 L339 -1.827 10.429 7 45,0

g8 79 ~1.712 10.57 7 45,0
89 .7E1 -1.454 10.712 7 45,0
70 915 -1.058 10,893 7 45,0
71 1,187 -.519 10.994 T 200,270
72 1.535 091 11.034 7 180,270
73 1.88 0 10.877 7 130,0
74 2.124 1.311 10,419 T 180,0
g5 2,171 1.921 10.36 T 225,0
94 7.044 2. 44 10,102 7 260,0
87 1.832 2,83 7,843 7 270,80
78 1.602 3.002 2,584 T 270,0
7% 1,371 2,974 0.326 T 243

T 4
100 1.0%8 2,74 9.047  ® 240,90
101 732 7. 445 8,909 ¥ 270,90
102 TS 2.13% .93 ¥ 285,0
193 178 1.729 9.092 T 295,0
194 =043 1.135 0,231 7 200,0
108 =.172 .345 g.374

MESSAGE DELIVERED TD BASE B 3

AT TIKE 105.48 T 90,0
106 -.251 -, 393 g.514 T 75,0
107 -.30% -.953 .57 7 80,0
108 -,314 -1.319 9.79% T 80,0
109 -.29 ~1.4B88 .94 T 80,0
1me  -.23 -1.459 10.081 7 90,0
1My -.153 -1,233 10.223 7 #0,0
1z -.07% - B4 10.364 7 90,0
13 1E=03  -.179 10.504 7 90,0
1m4 078 .648 10.647 T 105,0
15 129 1.671 10,789 T 103,270
114 .154 2.791 10,83 7 101,270
17 177 3,911 10.671 7 99,0
118 189 5,13 10,413 7 241,0
119 87 6,348 10.154 7 270,90
120 .13 7,448 9,99 T 270,0
121 072 g.488 9.937 7 240,90
122 055 9.408 9,979

HESSASE DELIVERED TD BASE # 4

AT TINE 122.58 GOOD JOB. DO YOU WANT 10

TEY TD INPROVE YOUR TIMET NO THANE YOU!

(H

LIST

10 PRINT TAB(24);"NANUEVERS"
11 PRINT TAB(20);"CREATIVE COMPUTIMNG®

12 PRINT TABU18);"HORRISTOUM, MNEW JERSEY™
13 PRINTFRINT tPRIMY

20 PRINT *DO YOU MEED INSTRUCTIONI™;

30 INPUT X%

40 IF LEFTHCKS, 1)="H™ THEN 300

100 PRINT

110 PRINT *YDU ARE THE PILOT OF THE ENTERPRISE‘S SPACE SHUTTLE."

120 PRINT "YOU #UST DELIVER A MESSAGE TO EACH OF FOUR STARBASES,”™
130 PRINT "IN THE LEAST TOTAL TINE. YOUR INITIAL POSITION I3 AT
140 PRINT "DME CORMER OF A CUBE, TEM PARSECS DM A SIDE. THE BASES™
150 PRINT =ARE AT THE CORMERS SHOUM BELOW, HARKED &, B, C, AND D IH"
1460 PRINT “THE ORDER IN WHICH YOU MWUST VISIT THEK."

170
18
1%0
249
210
1M
2310
240
230
a0
2M
21
289
285
290
Jag
J10
EFl
330
340
Ja0
Jed
30
380
ave
400
4110
420
410
440
450
q40
40
500
303
910
a0
95
T4
550
240
570
S
JFe
&0
&10
Gl
30
Bl
&390
H&0
&7
&80
J00
Fal
720
EELl
aet
BO3
804
gid
a1t
830
g40
gi0
Ba0
arn
Bah
g8
o0
f1d
a0
730
A0
30
F&0
F70
70
P85
%0
1830
1640
1050
1040
1070
1080
1090
11404
1114

PRINT © &

PRINT * e

FRINT " {1

PRINT ° ¥ =
PRIRT " ft

PRINT " foa

FRINT " fFoa

FRIKT " ! i

FRIHT
FEINT * ] H

PRINT " :
PRINT “ !
PRINT * : t
PRINT * : :
PRINT * : :
PRINT " GTART R E—m s m e —m
FRINT * I
PRINT ® : f
PRINT * s
PRINT " fs
FRIMT "
PRIKT ™ i
PRINT * i
FPRINT
PRINT
FRINT
PRINT
PRINT
FRINT
FRINT
PRIAT
PRINT
PRINT
PRINT
LET P=3, 141597180
LET J=i
DiM T{4,3),C(3}
FOR X=1 TO 4

FOR Y=1 T0 1

READ TIX,Y)

MEXT Y
WEXT X
BATA 10,0,0,10,10,10,0,0,10,0,10,10
LET &=.2
LET Xi=0
LET Yi=0
LET I1=1
LET ¥i=0
LET VW2=0
LET ¥3=0
LET Tl=(
LET Bi=1E-03
LET B2=1E-03
PRINT "ELAFSED POSITION COORDIMATES:";
PRINT TAB(IBr;"ORIENTATION"
PRINT *TIHE X ¥
FRINT TAB{Zd);"THETA , PSI"
PRINT TO;TABCA);INT(10008X1+. 5010003 TABITE);

"BROPULSION SYSTEM IS &LMATS ON, BIVING

wyg( CAM DMLY CONTROL THE ORIEMTATLON OF
WOIRECT YOUR THRUST AMD ACCELERATION. Y

“yod IWPUT MEU ARGLES EACH STARBATE.™

lll;

————— ™

.l"li"
£
£
! He

m FR EE EE
i BE #® #u dm o
H

e o G -_'T L]
lI.'II
lII'F
I
L

g e e I 3

“FOR YOUR SUBSPACE RADIOD TO DELIVER THE HESSAGE, YOU®
INUST PASS WITHEM OME PARSEC OF EACH STARBAJE.

YOuR"
You & CONSTART®

“ACCELERATION OF 0.2 PARSELS FER STARDATE FER STARDATE."

YOUR SHIF, TO"
OU SPECIFY YOUR®

"SHIP-S ATTITUDE BY THE ANGLE THETA (THE CLOCKWISE AMGLE"
=IN THE X=Y PLAME STARTING AT THE X-AXIS) AND THE ARGLE"
»p51 (THE ANGLE DF IMCLIMATION ABOVE THE X-¥ PLAMED."

PEINT INTC1000=Y14.5)/1000; TRE(28) ; INT (1 O004Z1+.5)/1000;

FRIMT TaB(IBIG
FOR K=0 TO 1 STEP .02
LET Citledelall+f/ 26Kl eCOS (B24P JRCOS (B ¥F)
LET CU2V=Y+EeVTea/ToK*ExCOS(B2FF eI IN(B1=F)
LET C{IhmT#f«UTep/ 2xEeEe3IH{B2%F}
LET B={
FOR L=f TO 3
LET B=B+{TfJd L) =CILY bl T, LY -ELL})
MEXT L
IF SOR(EI>1 GOTD 730
FRINT:PRINT “HESSAGE DELIVERER TO BASE #":J
FRINT "&T TIHE";TO4E;TAB{3IE);
IF J=4 070 1100
LET J=1+1
GOTA 940
NEXT K
LET ¥=i1
LET v=¥1
LET I=Z1
LET TO=To+1
INPUT E1,.B2
LET ¥1=¥+U1+A 2005 B3¢ ) kCOS{BT1#F)
LET YimY#U2+&,2+C0S(B2¢PeSTH{EBT*F)
LET T1=I4V3+f 2¢5IH(B2#F)
LET ui=y1+4+COS( 2P 1wCOE(E13F)
LET WI=V2s#a+COS(DZ#P S IR{E1+P)

LET W3=VI+a+SIHIB2+F)
GOTO BOO

PRIHT
FEIHT

"GO0 JOB. DO YOU MANT TO“
"TRY T THPROVE YOUR TINE“;

1120 INFUT X%
1130 IF LEFTH#iN$,10="Y" THEN 300

ft40
Ok

ERD



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 2% years until the Christmas season of
1976 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 s0 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

}%\ﬁw «— hidden code
A n O O O‘ O
1] O OO O Jrquericiine”
<0000

“*1 0000

>*1 0000

* ,

The game is played by two people, whom we shall
designate as the "active” player and the “passive’’ player.
The first step before play actually commences is to have the
passive player (in our case, the computer} choose a total of
four colored pegs at random from any of the six basic color
groups (duplicate colors allowed, of course.) He then
conceals these colors from the active player by placing the
four pegs in the “hidden code”portion 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 must awardthe active player a number of
key pegs (inference pegs) after each guess, according tothe
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 obwvious that Masterrmind is
simply a commercial adaptation [using colers rathar than numbears) of the
gamea Bulls and Cows. This game, much more popular in England than the
{J.5, is not, to my knowledge, commarcially packaged. —DHA

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 noit
position) a peg in the hidden code. Keep in mind thatonce a
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:

R BYG

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 focation of the green peg is not exact, only a white
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 hidden code is
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 1o
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 that an
arrangement of frames such as that provided by BOARD is
gasier 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.



P
HASTERMIND
CREATIVE COWPUTING
HORKLSTOWH, WEW JERSEY

THE GANE OF MASTERAIND

COLOR CODES:
f=RED O=0RANGE ¥=YELLOW
G=BREEM B=BLOE P=FURFLE

HOVE MUHEBER 1 7 HARGE
9 BLALCK PEGS
1 WHITE PEES

HOVE MUMEER 2 7 OOBD
o BLACE PEEGS
9 MHITE PEGS
340 BEYI{PI=G§
MIVE MUNBER I 7T T1RP 350 BOSUE 520
3 BLACK FEGS 360 IF B=4 THEH 1010
& WHITE PEGS I70 GDSUE &40
I60 PRINT B3 BLACH PEGS"

HOVE MUWBER % 7 YYFR Ip YiPI=F

2 BLACK PESS 480 PRINT M;" WHITE PEGE"
& WHITE PEGS 410 I{P}el
420 HEXT P

HOVE NUKBER 5 7 GYFF 4310 FRINT “SODRRY, YOU LODSE®
2 BLACKE PEGS 440 PRINT "THE CORRECT CODE WASe=:F3
2 WHITE FEGS 450 PRINT “WANT TO PLAY AGAINT®]

150 IWPUT A%

HOVE HUMBER & T YGPF 480 IF A$="TES" THEN 190
YOU WINT! 490 PRINT
WENT TD PLAY ASAINT TES 5060 END
510 REH COMPUTE BLACK PEBS
HOVE HUHBER 1 7 RROO 510 FOR ¥1=1 TO 4
4 BLACEK PEGS 523 GUX1)=ASCIMIDSCHS,X1,10)
@ WHITE PE@S 525 MEXT X1
510 B=0
HOVE WUMHER 2 ¥ GGYY 540 FOE E=f T0 4
1 BLACH PEGS 550 IF G{K) <> CiB) THEW 570
t  WHITE PEGS 560 B=B#1
570 MEXT K
MOVE KUMBER 3 7 EEPP 580 RETURM
7 BLACK PEGS %90 REH COMPUTE WHITE PEDS
0 WHITE PEGS A00 FOR ¥1=1 10 4
A0T RUYTImASCIHIDS(PS,X1,10)
MOVE HUMBER 4 7 BEGY ADS MEXT X1
YOU WIR!Y A0 Uup
WANT TO PLAY AGAINT HO 420 FOR I=1 TO 4
&30 FOR J=1 T0 4 i
ok a4 IF G010 <> R{J) THEM 480
A50 U=U+1
A0 R{Jy=t
A70 BOTOD 490
£B0 HEXT
490 MEXT I
700 U=U-¥
LIS 710 RETURH
10 PRINT TAB(Z4):"MASTERNIND" 720 REM TRAMSLATE COLOR COBES TO HUMERICS
20 PRINT TAR(20);"CREATIVE COHPUTING" 730 IF & €r 1 THEN 740
36 PRINT TAB{18); HORRISTOWN, MEW JERSET" 740 A=57
40 PRIMT:PRINT:ZPRINT 750 RETURN ]
100 PRIKT “THE GANE OF MASTERMIND® 760 IF X < 2 THER 770
110 PRINT 710 ¥=82
130 PRINT “COLOR CODES:" 780 RETURE
140 PRINT © f=RED O=DRANGE ¥ YELLOM™ 200 IF X <» 4 THEN 820
150 PRINT * G=GREEN  B=BLUE P=PURFLE" BIO X=80
160 PRINT 810 RETURN
170 BIK BHLTOE, ¥(101,Z010 220 IEPH <> 4 THEH 830
g
190 FOR Hef TO 4 B50 IF X <> 5 THEM 880
200 COHY=INTOASRRILT I+ E40 Xm
210 HEXT N 530 BETLSN
220 FOR H=1 TO 4 290 Yede
,2'“] KaLOH ] A7 RETURH
240 GOSUB 730 P00 REM PRINT DOARD SUMMARY
250 CiHI=X F10 Yoot
260 MEXT H S0 PRIMT "GUESS" ,“BLACKE","WHITES™
270 Fa="" 910 PRIHT "---—-" "e=cs== "M ee i
273 FOR Xi=1 T0 4 240 FOR I=t TO %
275 PE=PReCHR$(CINT)) Q70 PRINT BS$(I),T(I0,2¢0)
277 NEXT X1 290 HEAT I
280 FOR P=t T@ 10 1004 GOTO 290
27t FRINI 1010 PRINT =YOU WIN|E®
10 INPUT 6% 9890 =K1
320 IF G%= "BOARD® THEN #10 b4
130 IF GS="OQUIT™ THEN 440



Masterbagels

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,
set the 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
M.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 want to putin
a modification in the digit selection
routine (statements 300-320) with a

RUN HASTERDABELS
CREATIVE COMPUTING
HORRISTOUM, MEW JERSEY
TEACHT 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 aven 444, Another change you might
want to add is in statement 750, 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 |.
Masterbagels was created by H.R.
Hamilton and originally appeared in
Creative Computing, Jan/Feb 1977.

HI, THIS 15 A LOBIC GAME DESIGMED TO TEST YOUR PEBUCTIVE

ABILITY.

I WILL CHODSE & RANDON NUNBER AND YOU ISOLATE.IT.

UNEW PROMPTED, ENTER A VALID NUMBER, AND I UILL THEN RESPOWD
WITH THE ® OF DIGITS THAT ARE RIGHT ANB IN THE RIGHT POSITION

AND THE # RIBHT BUT IN THE URONE POSITION.

IF 1 THINK YOU

ARE WOPELESSLY LOST, I WILL TELL TOU THE ANSWER AND WE

WILL B0 OM TO THE MEXT NUMNBER.

TO RECAP YOUR ENTRIES

ENTER A 0, TO QUIT DN A NUMBER ENTER 1, AND TO STOF ENTER 2

HOW WANY #°8C1=1000, § DIBITS(2-4), AND MAX VALUEC(2-7)Y 2,2.4

GUESST 12

0,1

GUESST 31

0,0

GUESSY 24

2 TRIES, 3 AVERAGE FOR 1 NUMBERS
GUESST 24

0,1

GUESST 32

1,0

GUESS? 22

1, 0

BUESST 12

4 TRIES, 1.5 AVERAGE FOR 2 NUNBERS
REN ABAIN? YES

HOU HANY #78(1=-100), # DIGITS(2-4), AMD WAX VALUEL2-F)T 1,4,

GUESST 1122
1,1
GUESS? 1234
2,0
BUESST 3454
0, 2
BUESS? 1245

LISt

1,1 10 DIN FU%) M%), T(9), H{1B,3}
GUEBSY 2134 20 INPUT *TEACH":54
1,1 30 IF LEFTSOSH,10a"N" THEN 130
BUESS? 0 S0 PRINT * HI, THIS IS A LOGIC GAME DESIGMED TO TEST YOUR DEDUCTIVE®
1,1 =112 &0 PRINT "ABILITY. [ WILL CHDOSE A RANDOM NUMBER AND YOU ISOLATE IT.*®
2,0 =124 70 PRINT "WHEN PRONPTED, ENTER A VALID NUMBER, AND I WILL THEM RESPOND"
¢, 2 = 3456 80 PRINT "UITH THE 4 OF DIGITS THAT ARE RIGHT AND IM THE RIGHT POSITION
1,1 = 1245 90 PRINT “AMD THE ¥ RIGHT BUT IN THE WRONG POSITION. IF 1 THIMK YOU™
1, 1 = 2134 100 PRINT *ARE HOPELESSLY LOST, I WILL TELL YOU THE AMSUER AND WE®
GUESS? 2234 110 PRINT “WILL 60 ON TD THE WEXT MUMBER. T0 RECAF YOUR ENTRIES"
1, 2 120 PRINT "ENTER A 0, TO DUIT DN A WUMBER ENTER 1, AND TD STOP EWTER 2*
GUESST 2235 130 S=0
1,1 140 PRINT
BUESST 1 150 PRIMT "HOW MANY W°S(1=100), ® DIBITS(2=&), AND MAX VALUE(Z-9)*;
AMSUER 15 4224

10 TRIES, 10 AVERAGE FOR 1 MUMBERS
RUN AGAINT RO
oK

S PRINT TABR(23);"NASTERBADELS®
& PRINT TABC20);"CREATIVE COMPUTING®
7 PRINT TABCV8);"NORRISTOUN, MEW JERSEY®

148
180
170
200
210
220
238
240
230
260
270

il
300
310
320
330
Ja
350
k11
370
Jgo
I
400
410
420
4310
440
450
A4l

480
470
S0
510
320
330
340
350
a0
370
580
570
&00
410
420
430
&40
450
a0
ar
A80
490
700
Mo
720
710
740
30
7ap
e
Fab
7R0
1)
g0
820
810
B0
830
T
Bro
a8
4]
¥o0
F20
11

INPUT J,A,B

IF A<=0 THEN 220
IF A¥é THEM 220
IF B<2 THEW 220
IF B<10 THEN 240

FRINT “ILLEGAL RANGE, RE-ENTER RUN PARAMETERS"

BOTOD 140

IF J<100 THEN Z40
J=108

FOR X=f TO JHh+B
I=ENDIY)

HEXT X

FOR MN=1 TO J

FOR ¥X=0 TO A

TUX)=INT (RMDC1)%B41 )
MEXT X

FOR Im1 TO A+b+

FOR X=1 TD A

FoXymi

MEXT X

Fi=g

F2=(

[WPUT “BUESS™;V

IF V(> O THEN 450

FOR X=] TO I-=1

PRINT HOE,10%,"HIX, 2 "="H(X,J)
MEXT X

GOTD 370

IF %=1 THEN 75¢

IF =2 THEN 924

T1={

FEE X=1 TO A
MIEIeINTITI 00" (A=X))]
TI=T1=HiX = C 10" CA=X) I+ { (SN A= (A+1 D)= =5}
IF RLE)<1 THEN 530

IF MiX)<B+i THEWH 550
FREINT "BAD MUMBER IN"Y
BOTD 340

IF BIIYCxTERY THEWR S58¢
Fii=i

FimF14#1

NEXT I

IF Fi=A THEM Ai10

FOR Y=1 TO A&

IF TiYr=H{Y)} THEN 490
FOR X=1 TO &

IF BIYISHTUXD THEW &80
IF FIX)=] THEM &80
FLX)=1

FisF2+1

E0TD &%0

HEXT X

MEXT Y

PRINT FI1™,"F2
HLI,1)=F1

Hil,2)uF2

Wil 3)=y

HEXT I

I=a=1+E+1

UET

FOR X=1 TO A
PeWsTixhm| O (A=X))
NEXT X

FEINT "ANSUER IS=Y
Ge5+]

FRINT I"TRIES,"S/MN"AVERAGE FOR"M"NUMBERS"
TeINT(RNDI(R)*])
YolWTIHOT, 20 10244 deRHDLE
FOR X=1 TO T+t
I=RHDL1}

REXT K

NEAT H

IHPUT “RUM AGAIM™;S53
IF LEFTHCES,1)="Y" THEN 130
END



Ready totry something new? A game
that isn't like STARTREK or Slot
Machine? Then try MATPUZLE and
enjoy the art of puzzie-making.

One benefit of puzzles is that they
help develop a pattern of logic in one’s
thinking. In this puzzle you are given a
matrix of letters, up to 6x 6, and a
board with dashes and a number 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 160-430.

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 500-780, is
the sum of the coordinates of where the
letter of that dash is located in the
matrix. The problem in solving the
puzzle is that several coordinates have
the same sum.

Since the answers appear above the
puzzle itself, rip them off before you
give it to a friend to try. They willhave a
great time trying to figure out your
puzzle. Then let them make one for you
or set up a relay. The possibilities are
almost endless.

The program and description were
written by Dave Schroeder.

RUM
HATPUZLE
CREATLVE CONPUTINS
RORRISTOMM, HEW JERSEY

THIS IS A PUTILE-MAKING GANE.

YOU INPUT BF TO S1X WORDS, WP TO SIX
LETTERE EACH, AND EQUAL IN LENGTH.

THE COWPUTER WILL SCRANBLE THEM AND

PRINT THER IN A MATRIK. THE COWPUTER
VILL ALSD PRINT & CORRESPOMBING WUNBER
BOARD. WHEW IT STOPS TEAR 1T AMD BIVE IT
T8 A FRIEND,

HOW WANY VORDS DO YOU WANT (UP TO &) 4
HOW WANY LETTERS IN EACH WORD (HUST BE SAME)T &
TIPE DME & -ETTER WOKD OW EACH LINE

T PARITY
T DUPLESWS\!
T HATRIY
T NUNBER
T LENGTH
T KOTHER
- S { TEAR HERE ) ==-m---—-sms==mammmmmsoe
P2 3 4 5 &
v T A T X L W
2 E E R N W I
i b oK P B B T
1 8 L 8 4 R B
5 X ® E E N M
& T T 4 P Y R
8 3 5 2 ? 1
4 5 10 r 4 5
b B 4 ? 8 &
7 § 1 14 8 7
& 3 1 8 B 7
5 ? ¥ 7 $ 12

S ] - - e e

THE WUMBEER ABOVE EACK DASH I5 THE SUM OF TWD CDORDIWATES OF
THE PDEIMT ON THE MATRIX WHERE THE CORRECT LETTER FOR THAT
SFOT UILL APPEAR. THE PROBLEN 15 THAT THE SUR OF SOHE
COORDIMATES ARE THE SAME 50 SEVERaL LETTERS COULD FIT. 30
TEY HOU TE FIHD UHAT WORDS LERE USED AFD GOLVE THE FUIILE
~- GOGD LUCK

00 YDV UANT ANOTHER RUNY YES

HEW EAMY UORDS DA YOU UANT (UF TO 437 4

HOW HANY LETTERS IW EACH WORD [HUST BE SAME)? S

TYPE OME 5 LETTER WORD OM EACH LIME

T PRINT

T BASIC

T EQUAL

T POINT

ag



B 2 b
T
I
s

cee= { TEAR MERE ) ==mm==m—s—ssmm=——=soceme===

—

THE HUMBER ABOVE EACH DASH IS THE SUM OF TUD CODRBINATES OF
THE. PRINT ON THE WATRLX WHERE THE CORRECT LETTER FOR THAT
SPOT WILL APPEAR, THE PROBLEN IS THAT THE EUN OF SONE
CBORDINATES ARE THE SANE S0 SEVERAL LETTERS COULD FIT. 30
TEY HOM TO FIND WHAT UORDS WERE USED AMD SOLVE THE PUZILE

== G00D LHCK

DO YOU WANT ANDTHER RUNY b

oK

18T

1 PRINT TAB(2&)"HATFUZLE"

7 PRINTTAB{20)"CREATIVE COMPUTING™

3 PRINT TABC18)"MORRISTOUM, MEW JERSEY®

4 PRENTEPRINT

10 DIN A308), B84, 8),C04,4),0%08,8)

20 PRINT*THIS I§ & PUIZLE-MAKING GAME."

30 PRINT*YDU IMPUT UP TO SIX WORDS, UP TO SIX"
40 PRINT"LETTERS EACH, AND EQUAL IN LENBTH."

50 PRINTYTHE COMPUTER WILL SCRAMBLE THEM AMD"
40 PRINT"PRINT THEN IN A WATRIX. THE CONPUTER *
70 PRINT"WILL ALSO PRINT A CORRESPONDING WUMBER™
g0 PRINT"DOARD. WHEN IT STOPS TEAR IT AMND GIVE IT"
90 PRINT*TO A FRIEND."

100 PREINT"HOU HAMY UORDS DO YOU WANT (UP TO &))"}
105 INPUT W

110 PRINT*HOW HWANY LETTERS IN EACH WORD (HUST BE SANE)®;
115 INPUT L

120 PRINT*TYPE OME*;L;“LETYTER WORD O EACH LIME"
130 FOR X=1 TO M

140 INPUT A%4X)

150 MEXT X

160 FOR X=1 TO W

174 FOR Y=t TA L

180 CHOX, TI=MIDRIAS OO, Y 1 B0 Y ) =NIDR(AT (XD, ¥, 1]
190 HEXT Y

240 MEXT X

210 PRINT

215 FAR P=1 TO 28

270 PRINT®-"}

221 MEXT P

235 PRINT TAE(29)"( TEAR HERE }";

224 FOR Pi=i TD 27

217 PRINT ThB(A3)"-";

228 HEXT P1

230 PRINT

240 FOR Z=1 TO &0

250 FwlMT(RND(1)el+1)

240 DeINTORMBOT)MU1)

270 BelHT{RMBL1)oL+1)

280 E=INT{RRD{1}=L41}

290 J4=B4IF,8)

300 B$(F O¥=B4(D,E}

310 BE(D,Ed=dF

320 MEXT 2

330 PRINT TABL4);

340 FOR Zt=1 TO L

350 PRIAT TABLS);Z13™ 3%

340 MEXT I1

370 PRINT

360 PRINT
T80 FpR 79=1 T U

A
410
420
47
44
4350
440
a4
480
470
S00
a0
520
530
40
350
G460
are
1]
a3t
1L
&0
&20
&30
&40
&S0
&40
&0
&80
a0
700
Al
J0
730
740
750
JE0
7N
780
Pl
ane
gl
Bzl
g0
ga0
850
B35
#a0
aé1
g70
L
oK

PRINT I2;" "3

FOR I3=t TO L

FRINT BS(I2,Z31;" -

HEXT 13

PRINT

PRINT

HEXT %2

FRINT

FRINT

PRINT

FER P=1 TO L

FOR Q=1 TD U

T=0

FOR R=1 TO W

FOE 3=t TO L

IF T=1 THEH £00

IF !l{i*ﬂ}{?ﬂitﬂ.Fiinﬁ B0

il PIeR+E

T=i

B${R; 3™ *

MEXT 5

MEXT R

HEXT @

HEXT P

FOR X=1 TO ®

FRINT TABLI)

FOR M=1 TO L

IF COX,H)>7 THEN FQ0

PRINT CiXH};" =

GoTa Mo

PRINT COX MM 3" -

HEXT M

PRINTsPRINT

FRINT TABLZ)j

FOR #i=1 TO L

FRINT"===== e n -

NEXT Mt

FRINT

HEXT ¥

PRIHT

PREINT

FRINT=THE MUMBER ABOVE EACH DASH IS THE SUN OF TWd COORDINATES OF
PRINT"THE POINT DN THE HATRIX WUHERE THE CORRECT LETTER FOR THAT *
FRIMT"SPOT UILL AFPEAR. THE PROBLEM I3 THAT THE 5t# DF SOME *
FRIMTCODEDINATES ARE THE SAME 30 SEVERAL LETTERS COULD FIT. 50
PRINTUTRY HOU TO FIHD UWAT UORDS WERE USEE AND SOLVE THE PUZIILE®
FRINT®== GOOB LECK"

FEINT™DO YOU WANT ANOTHER RUN"Z
THRUT Y74

IF Y¥4="¥ES® THEN 100

ERD



-

-

This is actually a two part game. In
the first part, the program genéerates a
maze which you can then try to find
your way through with pencil and
paper. Each path of the maze is three
characters wide, hence the maximum
width that will print on a standard
seventy-two column width teletype or
other hard copy printer is 24 for the
horizontal dimension. A 132-column
line printer could handle up to a hori-
zontal dimension of 44. Naturally the
vertical dimension can be anything
since it's running the length of the
paper. However, for really large mazes
your computer system will probably be
the limiting factor since several
matrices are dimensioned with the
horizontal and vertical dimensions of
the maze.

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
itsalf.

With or without the mouse, it's a fun
program and the larger mazes are
frequently a real challenge to solve.

This program was conceived and
written by Richard Schaal.

[l

HaZE

CREATIVE COMPUTING
REU JERSEY

HORRISTOWN ,

bDF YOO WEED INSTRUCTIONST YES
THIS PROGRAN UILL SIMULATE A N
SYSTEN. DINEMSIONS LESS THAN 3

WHAT ARE YOUR DIMENSIONS (HORI

I I I
t

i
i
]
-

= o= e

p==1==1==f
1 I

)
e el W

!
gt foe

e = e
bl W B R

mmy==gm=g 3 jepesr  pe-t
1 I I I
e B e e A .
1 I I 1 I
f=—i-=t=-t t I i3

b B e B B B 00 BF B v bmi e el @ el & e B
L]
]
"

oG YOU ERMT THE SOLUTIONT YE3
DO YOU WAMT TO SEE EACH STEP?

e s s e B e §

I Tex]
1==f F==1 i-epeer
I I Iwmese]
f==g==F & f®®p g
I T Tezexex] I
==t §=*3 sEdgesg--i
I Ies]
g==p==i==1 1eFp--p -
I I Izewesx] I

t
¥

[ e T R
(=

1
4
1
1
I

Pk w ek EE el BF
P
—r
S
[
M
=
i
=

O T 1
pe=f==g==] | E==p--|E8p=-)

1 ITesrexrees] |

1
It I w2] I 1
t L
I

DO YOU WANT AWOTHER MAZIE? YES

WHAT ARE YOUR DINEWSIODNS (HORI
101

ES TR LY

EAR-SIGHTED WOUSE INM

A MAZE. TOU SELECT THE BIFFICULTY FACTOR - SIZE!

YOU MAT HAVE A WAZE OF ANY SIZE PERSNITTED BY THE SIIE OF YOUR
ARE TOO TRIVIAL.

EACH WAZE I8 DIFFEREMT, AND HAS ONLY OHE LAY THROUGH IT.

ZONTAL, VERTICAL)Y 10,10

[

B dw e RE B ek e A B BE B FE T WE

P el BE el PR

412

t
I
1
1
1

1

I
I
l
i
I
I
I

IONTAL, WERTICAL)Y &4
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I L 11 ].: §=== ! 5 :!. :! :E TECT N T T T g#Rp=--x 1 1 1 £
S 11 1 @11 11 1111 el 1111
; : =_‘; ; : i i E I f ] I I I 1 I {__}___ E,_f__ __{
Do YOU YANT THE SOLUTIONT YES o iempegiemtons R beiomiont o son g penimms
00 Y0U UAWT T SEE EACH STEFY YES ; =k :t;tti E I ceresl I I srreel 1
E ot o3ie- £ $ @ pemgmoiEkl g L
1 1 1w I I I T4# I I I f#*. I
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I T T 1 i 1 —— Tetetdndaresees] 1 T#kerpinnsprsex] |
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T 11 1111 1t 1111 11 111t
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' 1 ILI
1! L __% it S it Lk bl et Rl R kbl PTTETTLTEIERITTATTR
FomammE o ammammieed I ] | I wgkEel 1 I wewrE] ]
+ f fm-s——aFkl & i 3 p-=gpe=fjREFI 2 Tz E--ie=zEEl g
I 1 HCT I I 1 ICC I I 1 I#e 1
o prrp-cr=s=im=iggg samg==g-—3==2HH] et e et L LI
:__:__=J‘=::;;ti i I AhEkEEEE] ] ITedeeeeretsdbps] T evadeierkesede] ]
! . . B op-mi—-p-=E==1 | I L T phkg-—p--t==g==f
Py O 1 I 11 o4 I 11 Issses 1 I 1
{__{__._-‘._. . r of*=f & % @ = EREE=-3 : i % 3 L
T 11 I 1 1 1 11 141 P 1 II 11 I I I 1
-1 = : Pog--r %3 3 g 1 -z oz 11
. T ] H [ E==1I H] = - H H = H "
T 11 1 1 A 1 I ! I 1 I 11 ) I 1 f
I 1 I I 1 1
I : ! E . E e p—m gy —gp==1 BospEm e - == E——p-—g==iREpfi=~{=-"i
T T 1 eeaknl [ I TTLLIN 1 rreee] 1
B3 i=-ile--iEEl ) E § i==i==IER : HE S e - -
I 1 1as I 1 1 1#% 1 I I [+% I
- — g--r——r-=z==p##g & p——p-=pe==i==iiEL 3 §=—i--fi-—p==1%¥i1 3
L LA I sekmdenssss] Tekedessnmnpsa]l | Isevseppnnoneer] |
I t*t:::I ! = ikt Skl Sealill et H IR -—g-=jmmgmeg H TR e=l==]====1 H
Pop EmmEmmEE o Tessnsses] I 1
I I 11 I#% I I 1
1 Les E § 1==3 E § i = tgkFea=p § @I =2 1 H -—-2 2 @ & &
prmETTETTETTE L 11 1111 Tse] 1 I I I 11 1111
! : f r % g==y } = 3 k¥ g==p 3 3 @ S e T I |
PR 11 11 1 1%l 11 1 1 1 o
E vemg r o= &} gr-g--y  pEepeegeey pemganp  prog-sges E==g==i i1--f-—=i==|
I 1 I I I 1
T 1 11 1
270 @=0:I=0
LIST J60 A=INT(RNDOT yeH+1)
18 PRINT TaBL{27) ) "HAIE" J1d FOR !ll IEHHjlslul
20 PRINT TaB(20):"CREATIVE CONFUTING" I I:I;;!“Iﬁd‘-
I0 PRINT TRBC18);*MORRISTOMN, MEW JERSEY! Jig Eﬂfﬂ Jaﬁ ;
40 FPRIMT:PRINT:FRINT ; STNT we wa
100 REM HPUSE IK HAZE - SOLUTION SECTION BY RICHARD SCHAAL FHEL a50 FA : H
110 REH ORI1GIHAL WAZE PROGRAH FROM "101 BASIC COAPUTER GAMES™ 140 :E?;II'-"
126 PRINT "00 YDU HEED IMSTRULTIOMS™;:INPUT A3 70 el I-IJ-E-E-E+1'H=I'E=1
130 IF LEFTH{A%,1)="T" THEM 1350 IR0 C=1el0X 11=CLl= H :
e e Eng{;:DTHEH 4540
H : “THIG PROGRAN WILL SIMULATE & MEAR-5IGHTED HOUSE 1 400 1
;EU PRINT=PRINT+FRINT A10 IF SC»W THEN 440
160 PRIMT "& MATE. YOU SELECT THE BIFFICULTY FACTOR - EIIE!;izE oF YOUR :gg ;;}EE:EH
FEEMITTED BY THE
1?D FRIHT "TOU H&Y HAYE & MAZE OF aNY SIIE PE 440 Re118s541:00T8 460
180 PRINT “SYSTEH. DINEMSIOMS LESS THaM 5 ARE TOD TRIVIAL.® i ::g ?FREIE 5120 THEN 400
190 PRINT *EACH M&ZE IS DIFFERENT, AND HAS OWLY DHE UAY THROUGH 11, 470 1F H=1TTHEH a30
200 FRINT -
219 PRINT "UHAT ARE YOUR. BIMEMSIDNS (HORIIOMTAL, VERTICAL)"; 480 IE ::E };:;}:,:"EH B30
220 CLEAR 100: REM ER&SE ALL ARRAYS AND VARIABLE VaALUES 490 1
230 IHPUT H,V 500 IF WiR,5=10<>0 THEN &40
240 HsIHTIARSIH)} b eUsIHT ARSI (VY] 510 IF R=H THEHR 350
= } 530 IF WIR+41,5)>0 THEN 530
%0 IF H»=3 AND YWre=5 THEN 270
260 GOTOD 150 530 X=INT(RNDCY P3+1)
270 DIA WOH, W, VEH, 40 OH X GOTO 1200,1240,1280
P L]
280 PRIMT:PRINT

402

J50
S0
a0
280
i
&0
A10
&20
&30
&40
&5
&40
&40
480
450
Jeo
FaLY
7
710
FA0
A3l
ot
s
780
7¥0
L]
g

W —— W
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[
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|

I ekl I
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e St it e L
Teaesssteeriias] T
R e e e
TedrEsed] I I
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I I #21 1 I 1
: 4 f--r 1 1 2
I 1 I 1 1
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1 eeeanl ]
S e i
1 1 £ [
et St Sl Tt & -
Isedadhdderssse] |
gy a-i==t==1"=1 =
Takmdnnrs] I I
RS L
I Ieswssl I I |
T % f=mi = o i
1 1 I I I
fe=p—g——i¥kRIe=g==31
I EF TR N |
I T Ll L
I 1 T#d I
R e et Rl L L
Tetsrrdpdpmesns] I
LR St
IwEkets2] 1 I
(O EEE L PR T
I I#edd2] | 1 I
L LR T
I I¥x 1 1 1
gempmmp ge-i--ze=d

f=mi—— =gk =g
1 aeaEs] 1
£ 4 fespe=pRHr @
1 I I i
pm=fumfe=g-—2dky 1
Tt restiddeesn] |
¥ =—7——5-—z-=z 1
JETTTII LT, 1 1
! p-—zEkr oz 2
] Iseews] I 1 1
T tewg-~p; = BB
1 Teesexl T I
SRR £ L) bl bt bt

IF S<»V THEW 3%0
IF 7=1 THEN &20
g=1

BOTO &00

IF WiR S+1)>8 THEN A4Z@

E=INTIRNDIY be 341

oK % BOTD 1200,1240,1370

W=IRT{RHD{T}®ed+1}
OH X GOTT 1200, 1240
IF E=H THEM 730

IF WiR+1,5020 THER 750

IF 5430 THEW 700
IF I=1 THEM 730
Q=%

GOTD 710

IF WiR,5+10>0 THER 730

K=INT(RMB{11=3+1)

o8 X EOTO 1200,1280,137¢

T=INT(RHDIT1#241)
oM X GOTO 1200,1280
IF S50 THEW 790

IF Z=1 THEW 820

=1

GOTO 8O

[f WIR,S+110 THEN B2¢

Y=INT(RNDL )%241)
OH ¥ B0TD 1200,1370



il
330
LT
350
840
5ro
Bad
av0
Fa0
710
o
Tig
F40

goTd 1200

IF 5=1 THEN 1040

IF WiR,5-1}30 THEN 1040
IF R=H THEY %a0

IF WiR#1,5)>0 THEH Fa0
IF S<»% THEW 7140

IF I=1 THEN %4l

B=1

@OTO 920

IF WiR, 8410 THEN 940
E=INT{RKRD{1) =341}

4 ¥ GOTO 1240,1280, 1370

E=THTIRNECT Ve2e1)

950 OH X BOTD 1240,1280

240
a7
B0

IF 5<% THEW 1000
IF 7=1 THEN 1030
a=1

90 BOTOD 1000

1900
1010
1020
1630
TO&0
1050
1040
10670
1080
1094
1100
1110
1120
1130
1140
1150
1160
1170
14180
1198
1204
1210
1220
1230
1240
12390
1244
1300
i
1370
1344
1310
11240
1530
T340
1350
1340
1370
TI80
13%0
1400
141 ¢
1420
1430
1440
1450
1450
14
1480
1470
1500
1510
1520
1530
1544
1530
1 580
1520
1580
Tav0
14000
1810
16524
1630
1440
1450
1464
1670
faa0
1470
1760
1710
1720
1730

IF WiR,S+1)¥0 THEHW 1030
E=IHTURHDL] h#221)

oW X GOTD 12401370
GOTO 1240

1F RE=H THEH 1140

IF WIR+] 5300 THEN 1140
IF 5> THEW 1100

IF T=1 THEH 1130

=1

GOTO 1140

IF WiR,5+11>0 THEM 1130
HeTHTORMBC1)2241)

OM X BOTD 1280,1370
GOTE 1280

LF S<»¥ THEN 1180

IF =1 THEH 400

g=1

g0TD 1170

If WiR,5+1)20 THEH 400
GOTA 1370
B(R-1,5)}=C:C=C412W{R-1,5)=20Rk=R-1
IF C=HeW+1 THEN 1510
=g

GOTO 470
Wik,5=1)=CeCuC+1zWR,5-1171:5=5-1
IF C=H+Y+1 THER 1510
A=

GOTD 479

HER+],S)=Cs =0+

IF ViR, 51=0 THEM 1320
Vik,51=3

goTd 1330

VIR, 5)=2

R=R+1

IF C=H+y+1 THEW 1510
A=0

BOTD 830

IF B=1 THEH 1470
PiR,5+1)=C

C=C#1

IF W{R,5)=0 THEM 1430
ViR,5i=3

GOTE 1440

ViR, 5)=1

Euftt

IF CeHey+1 THER 1510
GOTH 470

I=t

IF WiR,5y=0 THEN 1500
ViR, $1m3z0=0:80T0 400
VIR, 5)=1:0=0rR=1:5=1:0070 448
IF Z=1 THER 1540

R=INT{RHB LY} eH)+135=0

VR, 8)=VIR, 5141

BOSUR 2320

PRINT “DO YOU WAHT THE SOLUTION®;:INPUT AS

T4(A%, LH>=Y* THEH 2420
SRLNT *BD ¥aU WANT T8 SEE EACH STEP"S:INPUT A%:PRINTIPRINT
FOR T=1 TO HzIF W{I,1)=1 THEH g=lzE0T0 1720
HEXT 1
REM HOW WE CAM CLEAR U ARRAY AS ENTRY POINT IS FOUND.
REM ELEMENTS TN ¥ ARE EITHER 0,1,2 OR 3
REW 0 15 CLOSED OW THE RIGHT AND AT THE BOTTOM
REK 1 I§ CLUSED ON THE RIGHT
REN 2 IS CLOSED ON THE BOTTON
REK 3 19 OFEM DN THE RIGHT AND AT THE BUTTOM
REM BIRECTIGNS WILL BE COBED:
REW 1 3 UP
REH 2 & DOUN
SEH 4 : RIGHT
REN § : LEFT
REM SCAN U ARRAYT FOR POSSIBLE NOVES IN ALL DIRECTIONS
FOR I=1 TO HiFOR J=1 To ¥
WET,JYm0

1740
1750
1760
1770
1780
1784
1800
18190
1820
1830
1840
1850
1860
1870
1880
1890
1900
1910
1920
1930
1940
1950
1%&0
1970
1980
1990
20040
2011
2020
2030
2040
2050
2040
2670
2080
2070
00
2116
2120
2130
2144
2150
2148
2170
2180
2190
2200
2210
2220
2230
2249
2250
2240
2270
2280
2290
2300
2310
2320
2330
2340
2350
2340
2370
2380
2300
2400
2410
2420
2430
2440
450
2440
2470
2480
2490
2500
2910
75920
2510
25410
2550
2540
3574
2580
1590
2400
2410
2620
2530
2440
] ]

4 3

REM TRY UP
[F J=1 THEM 1780
IF wil,J-1r=1 OR Wil,J=1¥=1 THEHN UII,JF=H[I,J}+1
REEH TRY Doud
IF J=¥ THER 1810
TF WL, J}=1 OR 9i(I,J1=3 THEM U{Y,J1=U(1,0142
REN TRY HIGHT
I[F I=H THEM 1840
IF Wi, i=2 DR WiI,d)=3 THEN BT, 0 =H(T 0+
REW TRY LEFT
IF I=1 THEM 1860
IF ViI-1,43=2 OR WI-1,JF=3 THEM LI, ¥=W{l, J}+8
NEXT J
HEXT I
For I=1 TO #
IF VLI, WE=1 OR YOI,Vr=3 THEM UCI,Wi=Wi1,0)+2:E=1:0070 1920
HEXT 1
REN HAVE TO GO DOWN FIRST
Ye=l:X=5
WO, Y ImPON, Y44
EEH CHECK FOBR POSSIDLE DIRECTIONS HOW...
IF 7=V &HD X=E THEH PRINT:G05UE AR PRIMTAPRINT1GOTO 2420
HOS0E 2230
REM CHECE FDSSIBLE DIRECTIONE
[F (WiX,;¥? ARD 23 <> O THER 2039
IF (WX, Y) AND 4 <3 0 THEN 20BQ
IF (U{Y,Y) AMB B} <> O THEW 2130
IF {U{X,T} AMDB 1) <> O THEW 2780
GOTO 1956
IF (WX, T+1323) AND ((HIX,T! AND 13)=0) THEN 2040
IF WX, T+1133 THEN 1990
T=?+11U!£,T]=UE1.T?+*:EUTU 1730
ﬂ[I,T}=U[I,TT-¥:"{I,T1’THIE.TJ AHD 13} sY=Y+1:WIK, Y= (HIX,Y) AND 14
GATO 1750
IF (WCXs1, Y1230 AHD ((W(X,Y} ARD 111=0}t THEN 21149
IF WX+1,¥1x3 THENW 200D
X1, YIaUl, Yh+4 80T 1950
ﬁ[xrrr:u[irTb—4:ﬁ[:,Tb={H1I,T? AND 111aX=X+1 WX, YI=(UCX, 1) AND 7)
GATD 1950
IF (UEX-1,Y0230 AND ({WLX,T} AED 71=0} THEH 2140
IF W{X=1,7)>3 THEM 2010
F=E-1 a0 =000 Y e GOTO 1930
u[:,1r-uci,vr-4:ﬁm:+rr={uqx.rh AND 70 X=X-1zU06, T I=(HIN,T) AHD 11D
BATO 1930 -
IF WK, T-11x3) AHD CEHEX, Y)Y AND 140=0) THENR 22140
IF V{x,¥-1r>»3 THEH 1780
sy=1 UL X, YI=VIE, YI+4:60TD 1950
:{:,T;HUEE.TF-4:a{lifr={H¢H,YP AHD 14):¥of=1:UCX, Yis{U{X,T) AND 13
BaTO 1930
IF LEFTH0LAS, 112 T THEN RETURE
FRIMT
FOR E=1 TH H
IF I=5 THERW 2290
PRIAT ®i=="3
GOTA 2300
PRINT "18*}
MEXT 1
PRIMT "g*
FOR J=1 TD ¥
FRIMT "I“;
FiOR I=1 TO H
IF WiI,J0x3 THER F=(1, Ji-4:50T0 237G
7=V, J}
iF Z<3 THEN 2420
IF Z4PWiI,d) AHD WIT#1,J323 THEN PRIMT “eex3:0T0 2440
IF Z{»W(I,J) THEN PRINT "e# = iB0TD 2440
PRINE * "t
GOTOD 440
IF Z3VUiT,J b THEM PRIRT “#x["; 1GOTO 24410
PREMT “ 1"}
MEXT 1
FRINT
FOR I=1 7O H
[F ¥{1,J}>3 THEM 2= 51 =42 06070 24%4
Z2ViI,J)
IF Z=0 THEWR 2540
IF 7=} THEW X544
IF T£xWiT, 4% AND J=V THEN FRINT ":*#";iﬂUTﬂ 2570
IF J=U THEM 2340
IF Z¢U0T,J0 AMB Y(I,0+103F THEN PRINT ":#";360T0 2570
PRINT *1 =}
BOTA 23790
FRINT ":-="3
MEXT 1
PRINT "7
HEXT J
FRINT:PRINT
RETHRH
FRINT:FRINT :PRINT “D0 YOU WANT AROTHER HAZE" ;= INPUT A8
IF LEFTH#{A%,1)="Y" THER PRIHT : GOTO 210
PRINTZEND



Milfionailre

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,
whather 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 ina
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 realistic.

Millionaire was conceived and
written by Craig Gunnett, a dreamer to

the very end.

HILLIGRAIRE
CREATIVE COMPUTLNE
NMORRISTOWUM, MEW JERSEY

THIS 15 THE GAHE OF “MILLIOWAIRES. ALL YOU MUST 30 13
TYPE IM YOUR NAME AND AMSUER SONE OUESTIONS. THE
DECISIONS YOU MAKE WILL DETERNINE HOW HUCH RONEY YOU
MAKE. AT THE TIHE OF YOUR DEATH, YOUR LIFE WILL BE
RATED BY THE 4MOUNT OF AONEY vOU MADE THROUGHOUT

YOUR LIFE. [IF TOU HAVE MADE #1,00¢0,000 , YOU UILL BE
A NILLIOMAIRE AMD WIN THE GAME. MAME PLEASET STEVE

0.K., STEVE, TH1S 15 YOUR NEW LIFE!

IN & SHALL TOUN, OM OCT 28 , 1980, STEVE 13 BORA.

YOUR PAREMTS ARE VERY PODR. ON JON 12 , 1998 , YOU
LEAVE HOME WITH 4 410

YOU BOT & MEW J@B AS & FOOTBALL PLAYER. YOU EARN § 118011
YOU ADJUST YOUR EXPENSES T@ & 110%07 A YEaR.

SEF X7, 2001
THE BOCTOR SATS TOU MEED A VACATION. DO YOU GOT YES

GOOD, THE YACATION COSTS % 24671
YOU MOU HAVE $=-2241

MAR 7 , 2011
THE INTEREST ON TOUR LOAM IS ¢ 1582 . YOU HAVE $-3843
YOU GO TO LAS VEBAS TO GANBLE. HOU WUCH BO YOU BETT 100

YU WoM & 136
YOU HOW HAVE $-3783
YOUR EARNINES AND EXPENSES LEAVE YOU UITH & 47333

AbE & , 2014

HEWS FLASHI!) A TORMADD HAS JUST HIT THE HOME OF STEVE
DAHABES HAVE BEEM ESTIMATED AT 3 23999

YOU HOW HAVE 4 43334

YOUR EARMINGS AND EXPEMSES LEAVE YOU WITH $ 77134

SEP 22 , 2023

YOUR BRANDFATHER GROVERS JUST DIED. (DH!) HE LEFT
YRU # &0773 , BUT FUMERAL EXPENSES ARE » 12387

T HOW HAVE % 127342

YTOUR EARNINGS AMD EXPENSES LEAVE YOU WITH 3 191433

SEP 20 , 2023

YOU JUST MAD A CAR ACCIDENT! MEDICAL COSTS

ARE § 1975 . REPAIRS COST 4 1584

YOU NOU HAVE & 187899

YOUR EARWINGS AND EXPEMSES LEAVE YOU UITH ¥ 244891

HaT 20 , 2038

YOUR HOME HAS BEEM ROBBED OF GOODS UORTH § 13878
YOU HOW HAVE § 231013

YOUR EARMINGS AND EXPENSES LEAVE YOU WITH $ 244433

MAT 1, 2043

OH' YOU JUST 60T CANCER. HEDICAL BILLS ARE 4 4438
¥ou ARE DEAD (COULD/MT TELL, COULD YOUT! AT THE
#ABE OF 43 .

TOU HAD % 261979%

MBT EAD, STEVE

THAHES FOR PLAYING “RILLIOMAIRE”, STEVE1!D]

ok

14

h YEAR



{ PRINT TAB(23};"MILLIDNAIRE" J40 LET Y=1994+INTIRNDL1 }*10)

Y PRINT TAB(20):"CREATIVE CONPUTLEG" 3590 PRINT “ON ";MIDSCHS,T#3-2, 3);T#2;", “;¥;", YOO~

1 PRINT TARC18)3"NORRISTOUM, MEU JERSEY® T50 PEINT "LEAVE HOME WITH $°:H

A PRINTePRINT:FRINT A7 LET YeY+INTCRMB(1)1%3)+1

10 REM MILLIONAIRE BY CRATG BUMMETT 380 GOSUR 460

36 PRINT *THIS 15 THE GAME OF “MILLIOWAIRE-. ALL YOU HUST DO 18" 370 FOR J=1 TD 13

30 PRINT *TYPE IN TOUR MAHE AND AWSUER SOME QUESTIONS. THE® A00 IF (J/Z1-INTCJ/3)4E=0 THEN GOSUEB &80

40 PRINT “DECISIONS YOU WAKE WILL DETERMINE HOU MUCH MOWET YOU® AT0  LET D=INT(28#RNDB(1)I+1

=g PRIMT “NAKE. &T THE TINE OF YOUR DEATH, YOUR LIFE WILL BE® 420 LET MA=(INT({2+RMB{11)41)23

40 PRINT "RATED BY THE ANOUNT OF MOMEY YOU MADE THROUGHOUT® 430  PRINT

20 PRINT *YOUR LIFE. IF TOU WAVE MADE 1,000,000 , YOU WILL BE® 440 PRINT HIDSUK$,H1-2,3);03%, 37

g0 PRINT "A WILLIONAIRE AND WIN THE BANE. WAHE PLEASE"; 456 IF Y-19B0<70 GOTO 500

100 LET O=-1 440  IF E¥DC1)>.53 607D 500

110 DIN AS(20),I801) He(34), 509}, 0018} - 470 PRIMNT "Y0U ARE DEAD (COULE/MT TELL, COULD YBUT) AT THE
190 FOR I=1 TO 4 480 PRINT “RBE OF " ;T-1980;"."

130 LET S{I)=150 490 BOTOD 2370

140 MEXT I S00  IF Hr=0 GOTO 549

150 INPUT A% 510 LET T=INT(.07#T9%(=H)}

140 PRINT 520 LET M=i-1

170 PRIAT "0.K., "p;A#:*, THIS IS YOUR WEY LIFE!" 510  PRINT "THE INTEREST ON YOUR LDAM IS $";I13". YOU HAVE 8°;
180 LET H$="JAHFERMARAPRAAYJUNJULAUGSEPOCTHOVDEL" 540 LET O=INTC1I=RNDIT))I#1

190 IF EMBI1)7.5 8OTO 220 =50 IF g@{a)=1 9aT0 540

340 PRINT “0M & BIS FARM"; 540 - LET Gifd=1

M0 BOTO 230 S70 OH 0 60TO 890, 1010, 1104, 1220, 1280, 1430, 1330
290 PRINT "IN & SHALL TOUN"; sg¢ ON (B-7) GOTD 1850, 1930, 2080, 2120, 2240, 2280
230 LET T=INT(RMB(1)%12}+1 590  PRINT "YOU NOW HAVE 4N

240 FRINT ™, GN *;HIBS(HS,32T-2,3);INTCRND (119280 +15", 1980,%; &00 IF D=-2 BOTO 1530

50 FRINT * ";as$:* [5 BORH.® &10  IF J=1 BOTD &40

240 PRINT "TGUR PARENTS ARE VERY "; 4620  LET M=W+(E-C)#Y?

270 IF RMBCTI2.5 GOTD 319 &30  PRINT “YOUR EARNINGS AND EXPENSES LEAVE YOU WITH $"GN
280 PRINT "RICH. *; &40  LET Y9=INT(RHD{1}%4)25

290 LET M=INT(RMD(1)#5000)+10000 450  LET Y=Y+Y9

300 BOTD 330 S60 MEXT J

310 PRINT "POOR. "3 &70 BOTD 470

T20 LET WeINTOCRMOCII+RHD(1) 1/ 281000) 400 REM JpB SUB

330 LET T=IMT(RMBL1}*12)41 . &490 PRINT "YOU BOT & WEW JOB AS A "}

105



ol 11
a L]
7MY
7I0
740
750
740
770
THE
790
800
810
B20
B10
g4
50
Bal
870
ge0
890
200
g10
920
234
940
50
F40
ER]
FED
390
1@
1010
1020
1030
1040
1050
1040
1070
1080
1090
1100
1110
1120
1130
1140
1150
1140
1170
1180
1190
1200
1210
1220
1230
1240
1250
12560
1270
1261
1290
1300
13110
1320
1338
1340
1350
1380
1370
1380
1370
1400
1410
1420
1430
1440
1450
T
1470
1480
1490
1500
1510
1520
1530
1540
1550
1540
1570
1580
1570
1500
1610
1420

Of INTCRHD{1}#5}41 GOTQ 748, 770, 600, B30
PRINT "TEACHER"}

LET E=IHT{RNBCT ) +40007+17000

paTo BS0
PRINT "LAUYER";
LET E=IMTCRNDON }#40000 ) +80000
GOTO 850

PRINT "CONPUTER PROGRARNHER";

LET E=IRT(RND{1)*5000)+20000

GotTd aid

PRINT "BUS DRIVER";

LET E=INTL{RMD(T)=2000)+14000

BOTO BSO

PRIMT "FOOTBALL PLAYER™F

LET E=INTIRND(1}2100000)+100000

LET C=E-10000#INT{(RND{T Y +RNDOT P )*5000)
PRINT *. YOU EARW ¥;E;" A YEAR."
PEINT “Y0U ADJUST YOUR EXPEMSES TO $“7C3" A& TEAR.®
RETURN
PRINT “YDU B0 TO LAS VEGAS TO DAMBLE.
INPUT §

FRINT

IF S¢=0 G0TO 1000

IF RRDCY}>.7 BOTD 970
LEY S2s=INT(RND{1}35)

PRINT "HA! HA' ¥OU LOST %";-32

BATD ¥#90

LET SZ=INT({RNB{1)+RNDCT) ) #5)

PRINT “YOU WOk +";52

LET H=H+52

EOTD 590

PRINT "YOU ARE OFFERED & COIM SUFPOSEDLY UODRTH %100,000."
FEINT DO YDU BUY IT";

INFUT Z%

PRINT

LET Y7=IRTORMBY 1200000141

IF I#<>%T" GOTD 1080

LET H=m-100008+7

PRINT "THE WALUE DF THE COIN I8
EOTE 590

FRIMT "viH &RE SERIOUSLY SICK.
PRINT "YOU HAVE "}

Of (IMTCRND(TY23)41) BOTD 1150, 1170

PRINT “THE ASIO-DISPEPSIA REGIOMALY HYPNGTIC FLUCOH!)."
§OTO- 1180

PRINT “COHFUTER ITEIE."

EOTO 1160

FRINT “INFECTIOUS FATALY REOCCURING CHROMIC BAD BREATH."
LET U=INT{RND(1)*1000)+300

LET H=H-U

FRINT “HEALTH EXNPEHSES COST YOU #*;u

BOTD 590

LET FeINT{RMDCT ) *100000)

LET CB=INT{F/2)-INT{RHDLT )= (F 2}

PRINT “YOUR GRAMDFATHER GROVERS JUST DIED. (OHi}
PRINT "YOU %*3F;", BUT FUMERAL EXPEMSES ARE e
LET H=H-CB+F

BOTO 5¥0

IF E=0 60TO &%0

PRINT “MEWE FROH YDUR BO35:"

OH (IHTORMDLT)®3)+1) GOTO 1350, 1390
LET LeIHT{RMEL] )+30001+1

LET E=E-L

PRINT "YOU GBT & $";L;" BECREASE IN PATY.
GOTO 390

PRIMT “YOU-RE FIRED! (Ha!)}®

LET E=0

LET C=INT{C/ 4}

80TO 590

LET R&=INT{RNDL1} #3000 )+)

LET E=E+Ré

PRINT *YOU GOT A RAISE OF #"jR4;".
GATA 3%

FRIMT "THE PACTOR SAYS YOU HEED & WACATION.
INPUT 1%

PRINT

LET V=INT(RMB(1h&2000) #1000

IF I%="RK" GOTD 1500

PRINT "GOOD,-THE VACATION COSTS $';V
GOTE 1510

PRIMT “YOU JUST HAD & HERVOUS BREAEDOUN.
LET H=H-V

G0TO S¥0

FOR 1I=1 TO 4

LET S{I)=INT{CINTOCRND(T)£100)+1004225(1))/3)

HEXT 1
PRINT “#
PRINT
PRINT

HOW HUCH DD YOU BET®;

Illi“.?

(COULDN-T TELL, COULD YOUTH®

HE LEFT"

YOU HOU EARNS™IE

YOU ®ON EARM 3*E

B0 YOW BOT3

STOCK MAHE PRICE SHARES QWNED"
“f IBH (INCREBIBLY BAD HACHINES} "3S{1);" *1505)
“2 55 (USELESS & STINKY STEEL) *“;5e2};" a1l
FRIMT "3 HCR (MO CASH RETURH) - TE EEL
PRINT “4 TWA (TOTAL WRECE AIRLINES) i LA " 1 ith
IF S093=t GOTOD Z41@

PRINT =DD YO0 BUY, SELL (#1200 FEE)}, OR WOT (B,5, DR H)"}

HEDICAL COSTS - s";V

1530
1440
1430
18460
1870
1480
1450
17040
o
1320
1730
174
17510
174D
1770
1789
1750
1800
1810
1820
18340
1840
1854
1B&D
187G
1884
1870
1500
15910
1920
1730
1740
1958
1540
1970
1980
1990
2000
2010
2029
2030
LT
250
2040
200
20EQD
20940
2100
2110
2124
2130
2144
2150
F180
el
2180
2190
2300
2H 0O
22
2230
2244
250
2260
2270
220
2AT0
2104
23140
23F0
2330
2340
2350
2340
2370
2388
23I%0
2400
2410
2420
2430
Z440
2450
M50
2470
2480
2490
2500
2310
2520
2330
2540
2550

IMEUT &%

PRINT

[F I3%="5" GOTO 1740

IF Za="N" GOTD 1B10

PRINT =STOCK B AND GUANTITY";
INPUT 53,5000

FRINT

LET G(4453)=8(4+531+51D)

LET Q==i

LET H=H-S{53)#5001-100

gaTD ta2d

PRIMT "STOCK W AND DUANTITY"]
IwPUT 52,89

IF EMD(1)<.3 GOTOD 1880

IF 55->5(4+82) 6OTD 1740

LET Sia+82)=5(4452)~83

LET Wef+5(521#85-100

BoTd 1420

LET §1=5(5)45(&)45(7)+5(@
1IF 51x0 BOTO 410

LET ==t

BOTO 414

PRINT “MEUS FLASHI!I =3

PRINT =A TORMADO HWAS JUST HIT THE MOHE DF ";Ad
1899
E:IET il AIRPLANE HAS JUST CRASHED INTO THE HOWE OF *jas
LET DE=INT(RMD(1)*50000)41
LET WeH-ba
PRINT "DAMAGES HAVE BEEW ESTINATED AT ;D8
BOTO 590
PRINT "DH! YOU JUST BOT ;
IF Y-1980¢55 G070 2000
IF RED(1}>.4 GOTOD 1980
PRINT “CAMCER";
BOTO 2010
PRINT "A HEART ATTACK";
GOTD 2010
PRINT “LEUKEMIA";
LET W2=INT(RND(1)#5000)+1000
LET H=H-HZ
PRINT ®. HEDICAL BILLS ARE $";M2
IF REDE134.5 BOTR 470
BOTO 390
PRINT 10U JUST HAD A CAR ACCIDENT!
LET WI=INT(RNDC1)23000)+1000
LET B7=THT(RMDE1 1#50001+100

MEDICAL CO5TS"

PRINT “ARE #"3M3;". REPAIRS COST §";07
LET M=H=-K3-a7

BOTO 3710

IF E=0 GOTD 101¢

LET E2=10000+IRT (RNB{T IrI00Q0}

PRINT "YOU ARE OFFERED ANOTHER JOB FOR $™7E2;" & YEAR."
PRINT "UOULE YOU LIKE TO HOODHLIGHT"]

THPUT 1%

PRINT

IF Z%="H" BOTD 590

OH EMTORNDC1b23) BOTOD 1350, 2220

LET E=E+E2

GaTo 590

PRIMNT "FROM OVERWORK YOU GET *;

GOTO 1980

LET R2Z=IHTLRMBCT )i 0000 ) +3000

LET H=ti-R2

FRINT “YOUR HOME HWA3 BEEM ROBBED OF SO0DS WORTH $"jR

EOTD 370

IF 0=-1 GOTD 1430

IF EHELT 2.7 BOTD 1430

LET E4=IHT(RND{1)%4)

PRINT "STOCK HARKET CRASH!!!
PRINT "STOCK 15 WORTH $°3B4;%.
PRINT =FOR & TOTAL OF $";51%84
LET H=p+E1#54

LET 0=—1

BOTO 590

FRINT “T0U HAD $"3H

IF d=-1 07O 2430

LET 51%1=1

607D 1530

LET M=M4S(1)#5{5)45(2) 2504145031 25{T )84 )n5(8)
PRINT "MITH STOCE VALUE YOU HAVE 4%3H

IF H<0 GOTD 2480

If W{500000 GOTE 2310

EACH OF YOUR“;S1;" SHARES OF
YOU WUST SELL ALL OF THEH"

IF WC1E+05 GOTO 2530

PRINT AS:" WDWI| YOU ARE A WILLIOMAIRE!!"

§0T0 2540

PRINT “YOU LOUSY #83d-#i1) HOW YOUR POOR FANILY HWAS TO PA
PRINT *DFF YOUR DEBTS...eevsnnnnrarnns cernmrear "

BOTO 2540

PRINT "HOT BAD, “ih$

BOTD 2540

PRINT "CLOSE, ";A$;*. MAYBE NEXT LIFE,"

PRINT "THANKS FOR PLAYINGE “HILLIONAIRE-", "jaszitil®
END



Minotaur

nyn
2
N

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 no reason at all.
However, he only charges in a straight
lina. Hint: keep at a slightdiagonal from
the minotaur until you are ready o
throw your spear at him and youhave a
better chance of avoiding his charges.
If you ask for amap, the axes aredrawn
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
bottomless 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 CONPUTING, MORRISTOMM, MEW JERSEY

DO YOU WANT TO BE THE WINOTAUR CHAMPIONT YES
YOU WUST BEAT & SCORE OF 20.

e Erterianarinreineeseeatixes HINODTAUR sesfrixtixkmpddbiiddibreeiits
Do YBU WEED INSTRUCTIOMSY YES
THE OBJECT OF THE GAME IS TO KILL THE MINDTALR

sldEd iRk kR R AR e RRErERs  CAVERN ar¥sexiisrasermidinsssrresass

THE CAVERM OF THE NIMOTAUR 15 IN THREE
LEVELS. EACH LEVEL IS5 A CODRDINATE PLAME
OUTSIDE OF THE LEVELS THERE IS5 WOTHINE BUT
YACUUM, THE PLARES STRETCH OUT 10 ON EACH AXIS
FEDW TRE DRIBIN.

FEEERERRETRRR R ERE Eb bt hrit HAZARDS srdEremeeiikii s e R easbrdnn
EARRTERS

INSIDE THE CAVERN ARE 10 ELECTRIFIEE
PILLARS STRETCHI#G THROUGH THE THREE
LEVELS. THEY WILL DESTROY ANYTHING THAT
TOUCHES THER!!

TRAFDOORS

TRAPDOORS WILL APPEAR BUT OF NOWHERE
#ND DROP YOU DOWUM DME LEVEL. IF TOU WERE
ON LEVEL OME, YOU LOSE!!

CHARGIRGE WINGTAUR

THE MIMOTAUR WILL CRARGE IF YU
YOUND WIK WUITH YOUR SFEAR. ALSD, HE
BAT CHARGE FOR NO REASCH aT ALL!!!!

HERE ARE TOUR CONTROL FUNCTIDRS
1+ HOVIRE EAST
21 ROVING WEST
1) FOVING HORTH
4] NOVING SOUTH
5 HOVIRG UF & LEVEL
&) KOUING DOWN & LEVEL
7) THROMING YOUR SPEAR
B) GETTING A HAF

wFEF AR R R RERY R PR Rk EEREE HAEE FUN T ireltasrq Lt a et o2 bl Lys
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[ UILL WOU SET THE BARRIERI.

gaRRIER 8 1 2{-7 , 3 1.
BARRIER B 2 :( 1 =3 1.
BARRIER & 3 10 4 =1 ).
SARRIER 8 4 :(-7 , 2 ).
BARRIER # 3 =( @ , 3-1.
BARRIER ® & (-4 ,—& }.
BARRIER & 7 s 3 , 7 I
BARRIER # 8 :{-7 ,-& ).
BARRIER # § 20 1 -7 1.
BARRIER & 10 (-1 , 4 ).

UHICH LEVEL DO YDU UART TO START ONT 2
UHICH POINTY? 0,0
MOW FaR BO YDU WANT TO WOVE PER & TURNT 4

TURN 1 . MINOTAUR IS &T { 10 , t0 b, DM L. 1.
YOUR CONTROLT & :
YOU &RE AT ¢ & , .}, ON LEVEL 1

THE MINOTAUR IS CHARGING.
LEVEL 1

{ 10
10
10
10
10
11
140

—
Lu )
=

OO S S D O S s P G DO S OGO
[T - Sy 3|
[

W W W W W oW o W 4 W oW oA A 4w oW
e
L=

N T e e

LI

BIZZIIIITIZIIIZITITITOMMNT MIMOTALR JUST FRIED HIMSELF
YOU WIN, TOU LUCEY SCAB

YOU ARE MO A DUALIFIED CHAMPION!

108

WOULD YOU LIKE TD PLAYT AGAINT YES
I WILL WMDU SET THE BARRIERS.

BARRIER ® 1 zi-3 , 10 ).
EARRIER £ 2 :4=1 , % !.
BARRIER # 3 ¢ 1, 4 ).
BARRIER W 4 =0 1 , & 1
BARRIER B 5 ¢ §0 ,-1 )
BARRIER & & s(=2 =10 ).
BARRIER ® 7 =0 3 , 3}
BAREISH # @ 24=7 , 9 ).
BARKLER K 9 i & , 7 ).
BARRIER B 10 ¢ 5 ,-8 ).

WHICH LEVEL DO YOU UANT TO START ON7 2
WHICH POIRTY 0,0
HOW FAR DO YOU WAHT T0 AOVE PER & TURNT 5

TURM 1§ . MINOTAUR 15 AT {-4 , 8 ), OW L. 3.
YOUR CONTROLT 5
¥BU ARE AT ¢ 0 , © 1, OM LEVEL 3 .

TURM T . MWINOTAUR 19 AT ¢-3 , B ¥, O8 L. 3 .
YOUR CONTROL® 1

YOU ARE &f { 5 , ¢ ), OW LEVEL 2 .
YAARARRAARARAAAN TRAPDOOR, YOO FELL DOUN DHE LEVEL

TUEN 3 . HINOTAUR IS @7 ¢-2 , B b, OH L. 3 .
YOUR COKTROLY 3
YO ARE 4T (5 , @ ), DN LEVEL 3.

TURN 4 . MINOTAUR I5 AT (=2 , 8 ¥, ON L. 2.
YOUR COMTROLY 8

UHAT LEVEL® 2

--...liﬁa.l:': 11111111 L

N L T

.lqiq‘.lHlIlIlillllfl

......... P R -

\‘Llnllnll:3l1l+\llll

lillllll"xilll1l1|l-

.-.i]iql.‘l.-:'-l'll'lll“‘!"

AN AR NN

..-.1.;---1 ------- L R
I‘I!-'l"“x“-lil""‘"'
---------- x--l\+"lll
‘Lllllln‘l]lilil‘-"'
-.-||.|||.|l;{l.-l.1|11|+‘
¥ I-II-II'II-'!x'IITl‘H".-'-I-

....-..1..-.1.!--.-llllil+

I

LEVEL: 2

EEY
Y=10U
H=HINOTALR
§=5PEAR
BE=BARRIER
0=0RIGIN
X=AX1S

TURN 5 . MINOTAUR IS AT (-2 , B ), ON L. 2.
TOUR CONTROL? &
YOU ARE AT { 5 , 0 ), OM LEVEL 2 .

THE HIMOTALRE 15 CHARGING.

BI11772777Z711112IZLZ04MT HINOTAUR JUST FRIED HIMSELF
¥OU WIN, YO0 LUCKY SCAB

{00 ARE NOW A QUALIFIED CHANPION!

UOULD YOU LIKE TD PLAY AGRINT WO

Ok



| IET
100
120
140
150
170
180
1%
173
200
210
2
238
20
230
280
2
280
270
300
J1e
320
330
340
350
S0
370
380
390
429
414
4240
430
441
431
410
470
484
470
500
310
20
10
340
330
540
70
80
3%
1L
A1d
A2
&30
&40
&340
La0
&M
&80
&0
S0
210
F2t
730
4
730
A50
770
JR0
780
Y
B0
g20
g
Ba0
Bie
=11
Bre
gag
aeo
Fo0
F10
720
230
Ta0
340
Qa0
0
BN
F%0

PRINT TABCI2)"HINOTAUR"

PEINT TAB{ISI"CREATIVE COMPUTING, KORRISTOWN, HEW JERSEY"
PRINT:FRIRT :PREINT

Li=IHT{RHB(1 163 1#1
DIslHT(REBCEd =200 1411
TI=INTIERDLE bR =270 F#11

FRINT

DIH BL{E5),L013)

BOAUE 1350

REH IMSTRUCTLONWS

EOSUR 1&40

REH BARRIERS

GOSUE 2330

REE PLACE PLAYER

GOSUR 2420

REH STRET GANE

REH SPEAR

IF X2=51 AND Y2=§2 ANE L2=53 ANMD T:1 THEW Z4&4T0
REM IS5 HE EATEMT

IF Xf=X2 AHD Y2=1 AMD LT=L2 THEN J&470Q
REH CHARGING

[F RHDITI<.1 THER 2B30

REK TUEH B
T=T+1
PRINT*TURN"RT ;™.
PHRINT "YOUR COHTEOL®;

[HPUT £

OW 2 GDTOD 400,430,450,480,%500,530,%50,3270
Xr=KaF

IF ARS(X2310 THER 1140

BOTD 1180

Wiega=F

GOTD 414

YE=T2+F

IF ABS(Y2)>10 THEK tis0

EOTD 820

f2=%2-F

GATR 440

LasLZ#1

IF L2*3 ORE L2<1 THEW 1330

GOTO 420

L2=LZ=1

GoTg 510

REH SPEAR-THROMING

IF L1<{¥L2 THENW 1046

IF £14xX2 &ND Y1<32Y2 THEH 1100

IF B1<0X2 AND ABS{Y1-=-72)>10 THEW 1124

IF ABSCX1-423>10 THER 1§20

IF §%=1 THEW I720

PRINT"IN UHICH DIRECTION WOUED YOU LIKE TO THROWCUSE t,2,3,4}"
IHPUT Hi

PRINT"HOW FaR™;

IRPUT H2

g53=%2

R&=Y2

FOR HI=1 TD HZ

OH W1 GOTO &490,720,740,77

£a=5541

IF ARS(S51x10 THEH f4&4

BOTE 790

9=53-1

GOTD 700

S4=54-1

IF ABRSCS4010 THEHN 840

GOTA 7o

S4=54-1

GOTO 30

PRINT“SPEAR IS5 AT (“;55:",.":54&")."

EEN TEST FOR BARFKIER3

FOR &=1 TO 1d

IF s5=Bia) Ak S&4=Cia) THEW B30

HEXT A

gato a8

FRINT "GMaSH SFEAR SPLITEREDR AGAHINST BARRIER #"iA;""
BOTO 11440

MEXT H3

IF 55C»01 OR 5&<x¥Y1 THEN 1010

X=INTIRND(T 23]+t

04 ¥ GOTD P10, 1010,1070

PRENT"YFOL EILLED THE MINOTAUR IN",;T3"TURRSF.™
BOTD 1450

PRINT"UONLE YOU LIEE TO PLAY AGAIN"}

IHFUT X%

IF £%4>"YEE" THEW 37410

T=0

L1=THT{RMBET1)+T b2

T1=INTIRME T bed—211 +11
TI=IHT(REDIT I £d=21) 401

1e00 BOTD Z30

1090 PRINT"YDU WISSED.

HIROTAUR IS AT ("JX153%,*3Y15%), ON L. "3L13"."

EPEAR IS AT (":85;",":542"}, YOU MUST GET IT."

1wl
1030
1444
10540
1040
1870
1080
1490
1100
i11d
1124
1130
1140
1150
1140
1170
1180
1190
1200
14
1220
1230
12414
1250
1240
12710
1280
1290
1300
1310
1320
1330
1340
1350
1360
1374
13E0
11570
1171
1419
1440
1450
1460
1470
1480
1620
1430
1440
1830
1640
14670
14672
1473
1675
1480
1481
1482
1683
1720
1720
1749
1780
1770
1780
1800
1820
1825
1826
1827
1830
1832
1833
1835
1834
1837
1840
1850
18460
1870
1980
1890
81
1920
1930
19460
1545
1947
1948
1950
1§55
1540

al=253

§2=54

53=LZ

g9=1

gOThH 2849

GOSUB 2840

PRINTUYOLU ARE MDT OW THE SAHE LEVEL. YDU CAMHOT THROE.®
BOTO 420

FEINT"YDE ARE MOT OH THE SAME XOR Y LIHE.
GATO 420

PEIHT™YOU ARE WOT WITHIK td. YD CARNOT THROW."
GOTO 429

PRIKTYYOL ARE MOU WEAPDWLESS. Yol LOSE, SUCKER!™
S0OTO 30

FRINT"TAAARAASAASAAGAAAH TOU FELL OFF THE EDGE™
GATO 1150

PRIMT™YDU ARE AT (™pX2;"."jY2;"Vs DN LEVEL "5L23%."
REW TEST FOR BARRIERS

FOR a=1 TD td

IF X7<Bi4) AMD YZ=Ci4) THEN 1249

HEXT A

GOT0 1240

PRINT"YOU HAYE JUST FRIED YOURSELF DN AN ELECTRIFIED BARRIER.'
goTe 1130

REM THAPBOODRS

FeIRTORHBO1 )00 b+

IF X=3 THEW 1300

EOTO 2518

FRIRT"ThAARAAAARAAAAAH TRAFDDOR, YOU FELL DOUH ORE LEVEL"
L2=L2=1

IF L2x0 THEM 12%0

FRIET"YDH FELL DUT OF THE CAVERK. TOE LOSE.™

GOTA 1150

FRIMT™DD YOU UAWT TO BE THE MIMOTAUR CHARPIOH™
IMPUT XF4

IF K94C»"YES™ THEN 1440

C2=20

PRIMT®YOU HUST BEAT & SCORE DF 20¢."

DIW CasiF2)

DIW Ca%i72)

RETURM

IF ¥94C>"YES® THEM 930

CIa{tsTI6100

IF C3420 THEN 1430

PRINTHYOL ARE MOW & DUALIFIED CHAMP IO ™

FOTD 930

PRIRT"SORRY ,TOU DII NOT BEAT THE CHAMFPION."
PRINT"DO YOU WANY TO PLAY AGAIN";

goTe w44

REH IWSTRUCTIONS

PRINT

FORV?=%1 TD 11

PRINT®**;

REXT WF

FEINT TAB(I2)"HIROTALR" ;

FOR w&=1 T0O 31

PEINT TABC(#1)"%"3

HEXT W8

FRIMT

FRIMT

FRINMT"DO YOU HEED IMSTRUCTIDNS"™;

IRFUT A%

IF X8<»"YES™ THEN 2320

PREAT

PRINT “THE OBJECT BF THE GAKE IS TD KILL THE HINOTAUR®™
PRINT

FOR Y9=1T0 31

PRINT"a":

HEXT U%¢

PREINTTABCIZ}"CAVERN";

FOR wid=1 T 31

PRINT TAE({&1»"+"3

REXT W10

FRINT

FRINT

PRIMT TABC(12)" THE CAVERN OF THE MIMOTAUR IS IN THREE"
PRINT THBC1Z)"LEVELS. EACH LEVEL IS & COORDINATE PLANE .*
PRIWT TABC12)*OUTSIDE OF THE LEVELS THERE IS HOTHIWG BUT ™
PRINT TAB({2)"VACULK. THE PLAMES STRETCH OUT 14 ON EACH ANLE
PRIRT TaB(12)"FROH THE ORIGIN.™

FRINT

FOR vii=1 TO 3

PRINT®u™}

HEXT Y11

FRINT TAB{IZ)"HAZARDS":

FOR Wi2=1 Tk 31

PRINT TABCAT)}'"s"}

MEXT Wt2

FRIWT

FRINT

PRINT TAB(I2)"BARRIERS"™

TOU CARNOT THROW."



FRINT
PEINT TaB{12)"

PRINT TAB{12)*TOUCHES THEA!T®
PRIMT

PRINT TABL32)"TRAPDIDRS™
PRINT

FEINT TaB{1Z)”

PRINT TAE(120"ON LEVEL OHE, YOU LOsELL”
FRIT:FRIAT

FRINT TAB{27)"CHARGENL
PRINT

PRINT Tagi12i®

RINGTALUR"

FRIKT

PRINT

PRINTTABIZT1* HERE RRE YOUR CUMTROL FUNCTIONS
FRINT TABIZ71"1) RMOVIKG EAST®

PRINT TAB(271"2} HOVING WEST

FRINT TAB(Z71*3) HOVING HORTH"

PRINT TAEL271™4) HOVING SOUTH™

PEINT TAB{27%5F WOVING UP & LEVEL"
PRIMT TAB{27)7"&) MDYING DOWN A LEVEL®
PRINT TAB(27177) THROWIMG YOUR SPEAR™
PRINT TABL27V=B) BETTING & HaP"
PRIMT

PRINT

FOR Y¥13=1 TO 29

PRINT"#";

HEXT W13

PRIMTTAB(S! ) "HAVE FUH";

FOR Y14=1 T0O 1d

PRINT TABCAT )"}

WENT V14

FRINT

RE TURN

RER BAREIERS

PRINT "I UILL MOW SET THE RARRIERS."
FOR aA=1 TO 10

B{A)" THTCRMDCT b#(=203)+11
CiAI=IHTORMDIT be{-211 1411

PEINT BARRIER W™i@;=z(“;B{A);",";CLAFF"1."
HEXT A

PRLAT

RETURN

REM PLALCE PLAYER

PRIMT*UHICH LEVEL B0 YOU WUAHT TQ START OW";
IHFUT L2

PRINT"WHICH POINTY;

INPUT X7,72

FRINT*HOU FAR BO YOU WANHT TO MOVE PER A TURN"]
INPUT F

FRINT

RETURH

REM HOVE MINDTAUR

14=X1

T4=11

La=L1

YI=INT (RHDCT b#d 341

00 X3 GOTO 2570,2420,2640,2890,2710,2740
E1=A141

IF ABS(X11310 THEW 2400

§OTO 2780

11=X4

G070 2550

$1=X1-1

GOTO 2580

TI=Y]+1

IF ABSC(Y1)»10 THEN 2670

BOTO 2780

Yi=14

BOTO 2550

IF fI1=H(A} AMD TisC(a» THEN 2550
GATO 2450

LYs=Li+]

IF L1723 DR L1<1 THEM 2740

GOTD 2780

Li=L4

BOTO. 2550

L1=L1=1

GOTO 2720

FOR A&=1 TO 190

IF W1=E{A} AMNEP Yi=C(A) THEW 255

HEXT &

PRINT

GOTO2BE

FRINT

PRINT™YOU WOUNDED THE KINOTALR®
PRINT"THE HINDTAUR 13 CHARGING.™

IHSIIE THE CAVERM ARE 10 ELECTRIFLED™
h THREE"

PEINT TABL12)"FILLARS STRETCHING THROUGH THE ]

PRINT TAB(12}°LEVELS. THEY UILL BESTROT ANTTHING THAT

[RAPDDORS WILL APPEAR OUT DF NOUHERE® )
PRINT TAB{12}“AKD DROF YOU BOUN ONE LEVEL. IF ¥OU WERE

THE MIROTALR WILL CHARGE IF TOU"
FRINT TAEA12:"WOUND HIA WUITH YOUR SPEAR. AL50, HE'
PRINT TAB{12)"Hat CHARGE FOR MO REASOR af ALL!lYl

110

ARED
2870
ZREn
20%0
2900
90
2920
2930
24d
2950
2750
el xdi
2780
2890
304
it
2o
3030
Jo40
oS0
a0
J070
Joak
3070
3104
3114
e el
3130
F140
3150
i1
1170
3160
3170
3100
g
3220
3230
A140
IS0
J240
32740
J2ED0
2590
3300
3514
3524
3134
3340
3350
Ji0
3370
Jigd
310
J400
3410
3428
3430
Jaad
3450
Z4s0
J470
3480
3450
1500
3310
3520
3330
J33440
3550
3540
3570
3580
3590
Sa040
Ja14
Jizn
S430
3440
T
Jiad
TL70
Taan
Fb70
R EL T
3rid
3r20
3730
I740
3750
aTs0

IF R12K2 THEH fB%Y
13s1

coTo 2914

I3==1

ROTO 2910

IF Y12YZ THER 2940
Timi

GOTO 2940

T3==1

BOTOXR a0

IF L13L2 THEN 2950
L3=1

G070 3000

LI==1

[F L1=L2 THEM Z034
E1=L1+L13
PRIHT"LEMEL";L1:""
GATO 3004

REM HI THERE

IF I1=5Z THEH 3104
=K1Kl

S0EUE 3140
FRIHT"':.";:{1:”.";1'1.:"]"
GOTO 3038

IF Y1=Y2 THEM 3210
i=VE+Y3

gosuUE 3140

GOTO Jd8d

FilR P=1 TO 149

IF BIF)=X1 AMD C(PY=T1 THEM 3180
HEXT F

RETLUEH

PRINT=EZIIIZZIZI2Z217I1I11Z00NT WINOTAUR JUST FRIED HINSELF™

PRINT®YOU WIN, YOU LUCEY SCAB®
BOTE 1450

FRINTUBITE "

PRINT"CHEW™

FRINT™CHOME*

PRINTOULPY

PRINT“YOU LOSE ,SUCKER™

BOTOFA0

PRIMT*UHAT LEVEL™;

IHFUT L4

FOR Y4s19 T0 =10 STEPF -1

FOR X4=-10 T0 10

IF Y4=X2 AMD YA={2 AMB LA=L2 THEW 3410
IF 14=§1 AMD Y4=11 AND LA=L1 THEN 3430
IF L4=5] AND Y4=51 AND L4=33 THEN 3450
FOR 4=t T8 10

IF BLA)=X4 AND Cin)=T4 THER 3480
NEXT A

IF X4s0ARD Y4=0 THEM 3500

IF X4=0 DR Y4=0 THEN 3520
FRINT".";

GOTD 3530

PRINT®Y"]

0T 3400

PRINT"H";

£OTH 3400

IF §9=0 THEM 3340

PRINT™S"}

GOTO 3400

PRINTB":

GOTE 3400

PRINT 0"}

OTD 3400

PRINT=X":

HEXAT X4

PRINT

HEXT 14

PRINT

PRINT"LEVELE";LA

PRINT TABLZ4)™KEY™

PRINT TAB{31)"Y=TOU*

PRINT TAB(31 )} H=HINDTAUR"

PRINT TAE(31}*S=SPEAR"

PRIRT TAB(31)"B=BARRIER"

PRINT TAB(31)"D=0RIGIN"

PRINT TAB{31)"X=aX1S"

PRINT

BOTO 2510

PRINT"HINOTAUR MOVED TO YOUR SPDT; HE SAID YOU TRSTED BREATIN"

GOTO #30

PRINT"YOU HAVE YDUR SPERR"
5%=0

BOTO 3040

PRINT"HOU CAN YOH THROMU YOUR SPEAR IF YOU DON-T HAVE DHE?"

PRINT"SPEAR 15 AT(";51j","3§2;") ON LEVEL ";53
GETE 424

§TOP

EMD



Motorcycie

| o — —
This program, originally titied EVILK 10 PRINT TAB(21);“MOTORCYCLE JiNP*
permits you to act out your fantasies of 20 PRINT TAB(20) E:EHEMIUE CONPUT IHG™ .
being a motorcycle daredevill The 30 PRINT TAM(2): *NIRRISTOUN, NEV JERSEY
game is a simple motorcycle jump over 50 DIR I2(14),I8{B4)
several busses, which takes into ac- 90 I9="H.ARH L.AAR R.LEG L.LES BACH MNECK SKULL RIBS KNEE BUTT °
count both gravity and drag forces. The 1oh Ig=I#+"FALE PELVISPRIDE BINE *~
ramp angle and motorcycle speed HE E;_;
determine the distance jumped. Note 146 T3=0
that the injury penalty is greater for 150 PRINT "WE'RE AT THE SCEWE OF TME BIC MOTORCYCLE JUNFI®
I,Dng lumps than for short ones, and 140 IMPUT “HON HadY BUSSES WILL YOU TRY TD JUMP:M
that there is a chance for a crash even ::: :;:;Fu:' BUSSES! THAT-S *:1:* FEETH"
on a jump of the right length. This 190 IMPUT “VHAT RAHP AMGLE WILL YOU USE™;A2
probability, initially set at .20, can be 200 IF A2<P0 AHD A230 THEM 230
modified in line 560 to make survival 210 PRINT A2;* DEGREEST THAT’S IMPOSSIBLE. COME OM NOW, *
mare or less likely. gg: :E:g-?g:;u
This program was written by Charles 240 TNPUT *HOY FAST WILL YOU LEAVE THE RAHP™3S
Aylworth and originally appeared in 250 PRINT * 800D LUCK!®
Creative Computing, Jul/Aug 1978. 280 IF 520 THEN 300

270 PRINT “A& PRACTICE Jumpi®
280 PRINT “OX, THIS TIME *j
290 BOTD 2440

300 =4

R 39 =0
MOTORCYCLE NP 370 G4

CREATIVE COMPUTINS 130 R2=0

RORRISTOWN, WEM JERSEY 340 52=0

350 S=g9e1.5
340 FPRINT “THERE HE GOESiII1™

WE“RE AT THE SCEME OF THE B1G HOTORCYCLE JUHPY IB0 §55-52
HOU WAMY BUSSES UILL YBU TRY TD JUMPT S I90 F=5¢]
5 BUSSES'! THAT'S 795 FEET! 400 DIsFeCOS(A)
WHAT RANF AMGLE WILL YOU USET ™0 10 ReF+SIMCA)
§0 DEGREEST THAT-S IMPOSSIBLE. CONE ON MOU, 430 RI=R2+(IPT)
UNAT RANP ANBLE WILL TOU USEY 22 430 RI=gIsT
HOW FAST WILL YOU LEAVE THE RARFT © 440 H=H+R-R3
Gooh LUCK! A50 DeD+B2
A PRACTICE JUdP! 440 PRINT “e¥:
0K, THIS TIME HOW FAST WILL YOU LEAVE THE RANFY 34 AB0 S2m{S/120) 32T
BO0D LUCK! 4%0 1F D¥=J THEM G=6-R
THERE HE BOEE!TI! 310 IF Gimdd THEW &=0
stksrisrrieerasaHE JUNPED TOO FAR! 520 IF H»6 THEM 330
HE WISSED THE RANF. 530 IF B<J THEM &A00
I THINK HE*S HURT.ausws "
WELL, KILLER, THE DOCTOR SAYS YOU BROKE YOUR: :;g {:{T;{JE?;Iszﬂztfr
L.LEG 540 IF L>.8 THEN 450
RIBS 570 PRINT “HE MADE IT | GREAT JUMP, KILLER!®
:;E: T80 TI=T2+1
590 QOTOD w20
WAMT TO JUWP ABAINT YES &00 PRINT "HE’S SHOERT OF THE RAWP ....."
420 LZ=THTOCICI-D)/ShaZ) #(RNDCT bo5)4,.5)
&30 GOTE &70
HOU KANY BUSSES GILL YOU TRY T0 JuWpt S 440 PRINT "HE JUNPED TOD FRR!®
3 BUSSESY THAT'S 73 FEETI 450 PRINT "ME WISSED THE RANP.®
WHAT RAHP ANGLE WILL YOU ¥SEY 22 A40 LI=INTLCID+20-00/20)+(RMDIT )25} )
HBW FAST WILL YOU LEAVE THE RANPT 44 70 PRINT "I THIMK HE“S5 MURT cuuoss”
G0AD LUCK! &B0 FOR K=1 TD 14
THERE HE BOESIt:] 490 IZ{K)=K
sgdeddpaisasE S SHORT OF THE RAMP ....s 700 WEIT K
1 THIHK HE“S HURT.veess 710 KIntd
VELL, KILLER, THE DOCTOR SAYS YOU BROME YOUR: 738 IF L2>14 THEN Li=14d
R .ARH 730 IF L2<=0 THEN L2=i
FRIBE 740 FAR K=1 TD L2
L. ARM _ 770 V=INT{RNDCI )#1000)
BacK 780 Ve {U-{INTIV/ED ) oH2) 41
BUTY P90 H2=l2iW)
UAHT TO JOHP ABAINT YES BO0 T2(Vi=T20K2)
Bid J2{K2)=H2
B20 K2=K2-1
KW HANY BUSSES WILL YOU TRY TO JUWPT 3 B0 HEXT M
3 BUSSES! THAT®S 75 FEET! B40 PRINT "WELL, WILLER, THE BOCTOR SAY3 YOU PROKE YOUR:=
WHAT RANP ANGLE WILL YOU HSE? 22 BAO FOR ¥={15=L2) TO 14
HOM FAST WILL TOU LEAVE THE RaMPT 47 BEO0 P{&=I12(K)1=5
G000 LULK! B70 AYSHIBSCIS, P, b)
TEERE HE BGESI11Y 00 FRINT &%
* HE #ADE IT ! GREAT JUMP, HILLER! #10 HEXT K 930 INPUT “WANT TO JUMP ASATIH=;A%
WANT TO JURP AGAINT MO 920 TI=TI+1 40 IF LEFTH(A%,10="Y" THEN PRINT:PRINT:50TO 150
Yo WADE IT | OUT OF 3 ATTERWPTS. 950 PRIMT “YOU MARE IT ®;T2:" OUT OF ";T3:" ATTEMPTS.
BE CAREFUL, MOW. 950 PRINT “BE CAREFUL, NOW."
oK 970 END

1114



“Gramma Nomad” is a person who
doesn't really know where she wants to
live, so she moves to a new house every
game. Then she sends you a telegram
asking you to visit her. The object of the
game is to successfully navigate your
way through the streets of Garbonzo
City to Gramma's house. See the game
for more details. 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

¥ T START
b 4
v B T
L .. ¥
#5
1 P‘
—
¥ ¥ ¥ x X ¥ #r
— ;E E! H= - |E¥ r!. l!:
+ = !L? e
I # jo
;4 x 3 Jk x hf

SN
HO#AD
CREATIVE DOMFUT IMG
HORRISTOWN, HEW JERSEY
RULES? TES

GRAAMA NONAR IS A WICE OLD LADY UHO HAS 0T QUITE

MADE UP HER MIND WHIRE SHE wAMTS T0 LIVE,

SHE HAS MARROUED [T DOUN TO SOMEMHERE [N JARBONIOD CITY
AND OM A STREET CORMER.

AT THE BEGIMNING, THE MAILMAN SIVES YOU 4 TELENSAM YRITTEN
BY GRAMNA TELLING YOU UHERE SHE LIVES.
{1 YILL READ IT TO vou!l.

TOU GET INTO TOUR CAR IT LRAC NTLYNARF WasGRER LIOGE.
FRDM THEEEEERE volU of TO GRAHMAS HOUSE,

YOU TRY TO GET THERE WITHOUT:
CRASHUPS

TICKETS

FLAT TLRES

RUNNING QUT OF GAS

DEAD ENDS

THERE [5 &M 8-Mad POLICE FORCE ENFORCING THE LAUS
OF GARBINIO CITY.

THERE ARE Z-DRUMKS DN THE STREETS OF SARBONED
cITY.

IF & POLICEMAN CATCHES A DRUNE, HE MAS TO
TESTIFY IN COURT
TUHICH TAKES THE REST OF THE SaARE)

IF A4 DRUNK DRIVER HITS »o0, YQU L7SE.

AT EACH JUNMCTION, T WILL TELL YOU:
THE DIRECTION YOU ARE GOING

THE RDAD YOU ARE OH

THE RDAD CROSSIMNG

I WILL mSKE TOu:
THE WAT YOU UANT TO TURM (IE LEFT)
SPEED (1IN APHD

AN DVERPASS [5 MOT & JUMCTIOM, S0 (T IS
HERELY SKIPPED OVER. IT 19 !MNANNOUNCER.

#THAT IS ALL®
WHAT 5 YOUR MARE® STEVE
*GO0D LUCK=

DERR STEVE,
HiY ARE ¥OUT I LIVE 4T THE CORMER
OF ROAD B 15 & & 7 11
COME DN OYER.

LOvE,

GRAMMA
CITELEGRAMM A CORP. TELERRAM .3



FAING SOUTH O ROAD H
JUKCTION: ROAD # 1 2
FORWARD, LEFT, RIGHT D
SPEED? 40

SHODSH. . . BUS FLATTENED YOUR CAR.

i
# 2
FU-TURH? F

AGAINT YES
WHAT T4 YOUR HARET STEVE

G000 LUCK®

DE&R STEME,

HOW ARE YOUT [ LIVE AT THE CORMER

0F ROAD # 1 & B & !
CEHE K DYER.

LiVE,

GRAHHA
({TELEGRAHKA CORF. TELEGRAN £8.))

GOIMG SOUTH OW READ # 1

JURCTION: ROAD W 1 & & 2
FORMARD, LEFT, RIGHT OR #-TURK® F
SPEEDT 30

GOING SOUTH OW ROAD W
JOMCTION: ROAD 2 1 % E 4
FORUARD, LEFT, RIGHT OR U-
LPEEDT 10

FIF. .. BULLIEE ATE YOUR TIRE!

TURR? F

list
10 PRINT FABC24D;"HOMAD"

20 PRINT TAB(20)};"CREATIVE COHPUTING®

AdRLRET TE3

UHAT IS YOUR WAME?T STEVE

rE0OD LUCHw

DEAR STEWVE,

HOW ARE YOUT I LIVE W7 THE CORRER
OF ROAD & T1 & # 4 1110
COKE DN OVER.

LOVE,

HrARMA

({TELEGRARHE CORP. TELEGRAHM Cd.1)

GOIHE SOUTH OF H04B H
JURCEFION: RO&4D B 1 3
EORUARD, LEFT, RIGHT O
SFEEDT 30

BOIHG WEST ON RDAR # 2
JUNCTIOM: RORD B 2 &
FORWARD, LEFT, RIGHT 9
SPEEDY 54
*SPEEDTMG
ROT CALEEHT

GOING SOUTH OW ROAD H
JUHCTEOR: ROAD £ 13 2
FORUARD, LEFT, RIBHT D
SPEERT 45

GOING SDUTH DM RDAD H
JUNETIOH: EDAD & 15 &
FORWARL, LEFT; RIBHT 1
*5PEED*+ 1 DARE YOU
SPEEDY 100

*#SPEELINE+

HET CALGHT

GRIMNG EAST OW ROAD # 4
TEL AABE IT TO GRARNKAS

ABAINT MO

*5EE YOU*
0E,

15040
15311
1520

3¢ PRINT TARUIB:"HORRISTONN, MEM JERSEY® 1530
1140 DIA E$030),012,2),R{30,300,E030,300,#¢8,320,C0301 1540

1170 BIM M3

t1g0 bIk NeCIO!

1190 REM HO5UB RULES
1200 GOEUER 3340

1210 REW RANDOK HNIUHBERS
1220 DEF FHALK)=INTIRMIF(]3eX 141
1230 REH & OF ROADS

1340 READ H

1230 FOR B=1 TO N

1240 REM & OF INTERSEC
1270 REAR [

1280 CiRI=ABRS(D)

1290 IF O<0 THEN 1329
1100 UiR)=1

1310 GETO 1330

1320 UiR}a~1

1330 REN DIREC, ROAD
{38 FOR J=1 10 CiR}
1350 READ EXR,..00,RiE.1D
1340 REXT .

T30 KREXT R

TIED RER RARET

TI%0¢ PRINT "WHAT IS YOUR HAME"M]
1400 LHPUT RY

1410 EEA DFENING STATEMENT
1420 FRINT

1430 PRINT *+G00D LUCE+"
| 44T REN GROBMAS HOUSE
T430 Hi=FHATH]

1440 W2=FHALCIHT Y]

1470 REM DRUMH DRIVERS
1490 REN FOLICE

1550
1540
1570
1580
1590
1600
14110
1420
1430
1440
1450
1640
1470
1680
1680
1700
114
17ag
1730
1740
1750
1740
1770
1780
1754
10800
1810
1820
1830
1840

1850 PRINT “FORUARD, LEFT, RIGHT OR U-TURN";

1840

1
na

F U-TERKT R

B I8
i OU-TURKT L

148
H 3
R U-TURNT F

18
B4
B U-TURN? L

#5PEED* I DARE YOU

HOWSEL S 1i1ry 11

FOR &=f TD B
P{a,1}=FRACN)
PLA,2}=FRACCIPLA, 113}

HEXT &

REM LRAC WILKNARF NAWMGREER LODSE
f=1

J=0

I=1

REX GOSUE CHECK

GOSUE 2520

REK GOSUE TELEGRAH

GOSUE 2370

REM 40D IMCREHENT

Ju i

REM MEED REPAIR?

IF FHAL1C)=T THER 2940
REM DEAD EMDF

IF JOCiRY BR J=0 THEN 3040
KEK DIRECTIOM

IF I=-1 THEW 17320

D=E(R,J}

sO0TD 1730

[=7-E{R,J]

REH ROAD CROSSINS

L=RIR,J}

REM SHIF LINE

PRINT

RE# BOSUB #DIREC, ROAD DR+ FRINT
GOSUB 2630

REM AT GRAHRAST

IF HI=k AHD RI{R.JI=R{H1,HE) THEH 2280
IF Hi=R{R,J] AMND RE=RIH1 HZ) THEH 2880

REN JUNCTIDH

PRIHT "JUMCTIOH: ROAD E“GR3" & #";C

REM BSE UMAT WAY TO TURN

IHPUT 14

113

1880
THRQ
1900
1910
1920
1930
1940
1730
1760
1%/0
1980
19840
20040
2014
2020
2030
2040
2850
2040
2070
2080
2080
204
210
2124
2130
14T
2150
2140
2170
2180
J1%0
2200
Eral
220

IF LEFTSCI%,11="F" THEN 20ECQ
IF LEFTS(I%,¥)="R™ THEN 1970
IF LEFTSCI%,1)="L" THEN 1990
[F LEFTS(I%,1}="U" THEW 1730
RER BODFED

FRINT "++70H GOOFERH™

EITD 1830

I=1+1

GOTO 2080

[=Wig)+1

BOTO 2009

[o-1l(RI+]

FOR &=t TO CiD)

[F RIC,# =R THEW 2040

HEXT A

BOT0 4210

R=C

d=h

REN DARE?

IF FHad(4)=f THEN 2340

RE¥ SFEED

FPRINT . "SPEER™;

IHPUT §

REM DANGEROUSITY CRASH LHECK:
IF §x100 THEH 31%0

IF 5<30 THEN 22210

REM ILLEGALY

IF 5x%5 THEM 3090

REM DREUKE DRIVERS DRIVE.

FOR 4=1 TQ 2

IF Di#;f)=0 THEM 2210
Bia, 1 =FHACKD

DEA, 2 =FRACCODCA, T

MEXT A

FEHW HIT §Y DRUNK DRIVERT



22340
2r4{
2250
2289
2270
2280
i}
2iod
a31e
4320
2330
2340
2350
2360
2370
2380
21T
2400
Tarn
2420
2430
24490
2450
a0
2870
298¢
2090
2300
Latg
2320
2310
2540
25354
2580
2570
25810
2570
2500
2810
2610
26310
2e40
1a50
25840
2670
ZEAD
il o
2700
amne
2520
2730
2740
ZTH0
2760
2370
2ran
27%0
2800
LA

2820

2830
TEAD
2850
2840
agre
2580
2890
2900
2914
2920
2930
2940
2930
2040
2970
2980
el LN
2000
3010
3020
A3l
Ioan
3050
3040
070
3080
J0740
J500
3Ne
2120
Jan
3140

FOR A=t TO 2

IF Dia,1)=0 THEN 2270

IF BUA,1)=R ABD RCR,SI=R{DUA,1,D0A,20) THEN 2910
IF DiA.1Y=R(R.J} ARD RADIA,11,TUA,21E=R THEN 2910
HEXT 4

REN 15 DRIVER CAUGHTT

FOR A=1 70 2

IF BLA, 1120 THEW 2340

FOR B=1 TD §

IF DGR, 1=P{E,1] AND B{A,2)=PLE,2) THEN 2400
EXT B

HEXLE A

BOTO 1420

RER SPEED DARE FRINT

o% FHALT) GOTO 2380,21400,2420

PRINT “1 BARE TOU 76 SPEED #* {BAREDEVIL}"

BOTO 2434 )

PRINT "SSPEEDING® 1S FUN (S0 D0 ETH1I

5OTD 2430 : ]
PRINT "+SPEEB® I DARE YOU  #SPEEDs I DARE YOU
BOTO 2080

REH BRUNH CAUGHT

PRINT =i DRELHK BRIVER HAS BEEM cnuuu!_ THE POLEICERAR WHO™
PRINT "ARRESTER HIN WILL BE TESTIFYIHE af COURT FOR®
PRINT "THE REST DF THE GAME."
PRINT
Bl Trezlia, 2=0:F 8, 1)=0:P10,2)=0
EOTO 1420
REW CHECH
8
:gﬂu$—;{;u11 AHE REHME HDI=ROPLA, 1) ,FOA,2)) THEN 1440
IF HIsR(P(A, 1}, Fif, 21} AND REH1,H2ZI=PLA, 1) THEN 1443

HEXT A

RE TURM

REW TELEGRAN FPRINT-UP

PRINT

PRINT “DEAR “;ME;™,"

PRINT “HOM ARE you? § LIVE AT THE CORKER"
TPRINT "DF ROAD BY;HI;Y & NTiRHIHIMpUiREY
PRIHT "COME OF DUER."

PRINT " LOVE,™

PRINT " GRAKRA"

BRINT *f(TELEGRANNA CORP. TELEGRAM CO. 1"
FRINT

RETURN

BER #BIREC, ROAD D% FRINT-UF

SRINT “GOING "3

BN T GOTO 27i0,2718,2750,2770,2790,2810,2430, 2850
PRIMT "NORTH®:

607D 2840

PRINT "NEST"3

GOTE 2980

PRINT “HORTHEAST";

BOTO 2840

PRENT "SOUTHERST®:

607D 2860

PRINT “HOSTHUEST';

BOTE 2940

PRINT “SOUTHUEST";

6070 2840

PRINT “EAST";

AT 2840

PRINT “S0UTH";

PRINT " OB ROAD ¥“;R

RETURM

REM AT GRAMNAS *PRINT+

PRINT “YOU HADE IT TO GRANMAS HOUSE:f!trsy 0"
BOTO 3240

REM DRUNK MIT TOUR CAR #PRINT+

PRINT "KERSPLATT--DRUNKE DRIVER HIT YOUR CAR.*
50TD 3240

REM CAE MEEDS FIVING +PRINT-UP+

D FHALS) GOTO 294@,2980,3000,3020,3040
PRINT "POF...FLAT TIRE"

GITE 3050 :

PRINT "FLIP...Y0UR CAR DID A SUMERSALT"
EOTD 3050

PRINT =+0UT OF Ga5s"

£OTO 3050

PRINT "SHOOSH...FUS FLATTENED YOUR CaR."
EOTD 3050

PRINT “FOF...BULLEOS ATE YOUR TIREE"
EOTD 3240

REM DEAD £ND PREMT

PRINT "+DEAD EMD#™

GOTD 3240

SEN SPEEDING

PRINT =+GPEEDIHG*"

REM CAUGHT BY FULICE?

FOR Xs1 T &

IF P{X, 115K AND PCX,10sJ THER 3170

MEXT X

444

Fia
3140
3o
qrad
a0
&40
Jarg
3220
A230
J2ad
3250
J2a0
3208
32eq
Jand
ino
3120
3350
1340
3340
JRa0
3100
3390
2400
4
3420
Jaxg
3440
Jes0
3480
3470
3440
34940
3509
dA5t4
524
A510
I540
3554
JEst
I5740
1580
3596
400
Z510
A&20
3L30
Tg4n
J&50
Iss0
J470
RFET]
3490
Ired
1810
Ig2a
LR
3340
850
3840
I8T0
TREQ
Ja7¢
3900
s
Jy2e
3930
LT
3950
IFLn
R
980
a9ed
4009
4010
4024
ELETH
4040
4050
4064
4470
4080
4970
4100
4119
41240
4134
4140
4150
4140
4210
{k

2
‘DATA B
8
4

FRLIFD RUL LRURE

T 2164
EEIHT nCplGHT SPEEDING By THE POLILELTT
SpTo i2af
KER TO0 FasT #CREASHE )
PEINT "KERSROUSHIIEEEE.. UEWD FO8 FAST fH!
BOTO 324
RES TOG ELIY ECHAEH®
FRIBT ®=sC(HRUNCH ) ®-
REK AGAIHT
FRINT
FRIKT “AGALN";
INPUT 18
IF LEFTSLI%,11="7" THEY 138¢
REM CLOSING STATEHENT
PRINT
PRINT "+SEE TiU+"
GOTT 4214
REH RIHLEST
PRIAT "RULES",
EUPUT I8
IF LEFTH{I%,11="N" THER Jad
PRIRT
PRINT
FEEMT
PRINT
BRINT
PRINT
PRINT
PRINT

Iy
FRIRE
PRINY
PRINT
FRINT
PRINT

00 SLOM...CAR BEKIND RaM [HTH YOU'®

GRAAMA WOMAD 1S A MICE OLD LABY LHD HAS #OT OUITE"
"HABS UF HER HMIND, MHERE SHE WAMTS T LIVE."

"aHD O & STREET CORMER.®

"RY GRAMAA TELLIME YOU UHERE SHE LIVES.™
“{I WILL RERO IT 10 YOU1.”

"FROA THEEEEERE YOU GO 1D GRAKMAS HOWSE.®

YOU VRY TE GET THERE WITHOUT:"
PRINT *CRASHUPS™

FRINT “TICKETS"

FRINT “FLAT TIRES"

PRINT "RUNMING SUT OF GA3"

PRINT “DEAD ENDE™

PRIAT
PRINT
PRINT
PRINT
FRIHT
PRIRT
PRIRY
PRIKT
FRINT
PRINT
FRINT
FRIAT
PRINT
PEIRT
PRINT
PRINT
PRINT
FRINT
PRINT
FRINT
PRINT
FRIAT
PRINT
PRINT
PRINT
PRINT
FRINT
RE TURH
®EW DATA LIMES
FATA 1B
BATA -8,
BATA 3,
DaTa 2.
DaTA 3,
DaTh 7
DATA
DATA

*THERE & AN E-#pM FOLICE FORCE ENMFORCING THE LAlg"
"OF GARBOMID CLTY.®

“THERE ARE 2-DRUMKS OH THE HIRESTS OF GARBORIO™
"EITY. M

"IF R POLICERAN CATCHES A BRUNH, HE Has TO"
“TESTLFY 1% COUET"
“{yYRICH TAKES THE REST OF THE GAKE®

“IF & DRUNK BEIVER HITS YO, YOU L@SE."

“AT EACH JUMCTION, I UILL TELL Ylu:z®
“THE DISECTION YOU ARE GOING™

“THE RO&4D YOU ARE OK®

"THE ROAD CROSSING"

“I WILL ASK yDpuz"
“THE WAY YEU WaWT TO TURN (IE LEFT}®
"SPFEED (1IN APH"

*aH DVERPASS IS5 NOT A JUINMCTION, 50 17 IS"
=RERELY SHIPPED DVER. IT 15 UNANMCUNCED."

PETHAT IS ALLE"

2,8,4,8,5,8,11,8,7,6,8,8,%.8,10
S I T |
TiTstd
B.7,11,741

83,700 ﬂ T8, 7, 11,7,1,1,4
18,743

s

Datn
Dalh
BATR
BaTH
DATA
aTH
1ata -
Data
D&TH
DATA
DATH
END

¥
Tl
7,1
Y
Tﬂrﬂ
EI?I‘ L3
71,71t
Pl 14,7,15,7
18,7, 15,
O | 15

T
¥
P
F
1

¥
Ll
rer
-3,8,58,8,7.4,
-El.ul.E.apa'
0, 0,2, 83,8, 4,8,5,1,4
9,1,0,0,0,0,0

F
b7
47
(18,7
-7, 4,4,14,5,
~3,8,8,E,,
=3,8,:8,8,%,
J,a,a By?

3,8,8,8,%
8.8,9

“SHE HAS HARRAMED IT BOMH TO SOREUHERE Id SARBONIO i

nAT THE BEGLMNING, THE HAILMAH GIVES YOU A TELEGRAR WRITTER

=0 GET INTG YOUR CAR IT LEAC MILHMARE NARGREE LODGE.®



NOt One

The game, MNot 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.
Players add the score that they attain
on each round and the player with the
highest score after ten rounds is the
winner,

On each turn, the player may roll the
two dice from one to as many times as
he wishes. If the total of thedice on any
roll after the first equals the total shown
on the first roll, his score is then zero
for that entire turn and the dice pass to
the other player. On the other hand, if
the total on his dice is anything

different from the total on the firstturn,
he continues to roll 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
the number of points already obtained.

You'll find that the computer plays a
surprisingly good game of NotOne. To
beat it, you'll need some knowledge of
probabilities and a little bit of luck on
your side.

Mot One was written in responsetoa
challenge that appeared in the charter
issue of Creative Computing. The
game was written by Robert Puopolo
and first appeared in Creative Com-
puting, Mar/Apr 1975.
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HOTHNE

CREATIVE COMPUTING
HDREISTOUN WEU JERSEY

JOULE YOU LIKE THE IWSTRUCTIONST YES

TRE GAHE BF ROTONE IS5 PLAYED WITH

TRD FLATERS AMD s PAIR OF JIZE. THERE ARE
TER ROUMDE In THE GARE ORE ROUNE CORSISTING
16 OwE TuER FOR EACH FLAYER. FLAYERS
{TOURSELF AME THE CAMFUTER! aDD THE SCORE
THEY ATTAIN OM EACH KOURD, AND THE FLATEFR

ROUME 1
)

RELL AGalk ¥ YES
7

TOU GET & ZERD FOR THIS ROUND
CONFUTERS MOVE

COMPUTER“E ROLL
COAFUTERS ROLL
CORFUTER-S ROLL
COHPYTER-S ROLL
CORFUTERS ROLL
EGHFUFTERS ROLL

_
Lol OO == o= S
Po ==

B LA e ek §ud —
T

BE =@ @

COMFUTER: &4 YOifz

EOUND 2

WITH THE HIGHEST 3LORE AFTEE TER RDUKDS 15 THE WINNER 12

M SACH TURK THE PLAYER ®MaY ROLL TRE Tl

FOLL abaik T YER
']

ICE FROM 1 TR w TIRES, IF T IS THE TUTeL OF DICE OW ROLL ABRIN T YES
THE ITH RdLL. 1%C& THE PLAVERE SLORS FOR THE TUSn IS &
LR R R L L 4TI, HOWENER, . ROLL AGAIN T YES
AND HERE-S THE CATCH. IF ANY T{1} 15 EOUWAL F0 TL1} THEM 7

THE TUR® IS5 OVER &NWD HIS SCORE FOR Thel ROULE IS -ERO

ROLL AGAIN ¥ YES

AFTER ERCH ROL. THAT DODESH'T EQUAL TL%}, THE PLAYER CAn 10

DECIBE LWHETHER TO ROLL ABRIR OF §70% "L
SCORE THE WRUKBER CF PODEMTS ALREADY ODBTAIMED.

ROLL ABRIN ¥ TES

o

1415

ROLE AGaId

EELL ABALN

ROLL afAlw
il

HOLL abnIN
L

ROLL AOAIN

ROLL AGATIM

CORFUTER"S
CORPUTER-S
CORPUTER-S
COKPUTER-S
COKPUTER "%
CREPUTER"S

YoU: &Y

ROURD 3
]

ROLL AGALH 7

i

ROLL AGRIN
5

RALL AGRIN
L]

ROLL AGAIN

COHFUTER"S
COMPUTER-S
COMPUTER"S
CONFUTER B
CORFUTER" S
COMFUTER"S

LORFUTER :

ROUND 4
1
ROLL AGAEN

FGLL AGAIH
ra

FOLL ABRTH
3

ROLL AGATIH
&

ROLL AGRIM
7

ROLL ABATIN
]

ROLL AGAIH
b

ROLL AGAIH

COAFUTER"E
CORFUTER"S
COMPUTER"S
CORFUTER-S
COofPUTER"E
CORFUTER"S
COHFUTER-S
COSPLTERS
COMFLETERS

COMFUTER

Rblss 35
11

RO.L AGALN
)

ROLL AGALN
B

T TEE
T YES
T YES
T YES
]

COMPUTERS HOVE
ROLL
ROLL
ROLL
ROLL

ROLL
ROLL

o LA Ju Eap B -
[ .
Tl A Tl e

COAPUHTER: B4

T Y ES
T YES
T HD
COMPUTERS HOVE

ROLL
ROLL
ROLL
FaOLL
ROLL
ROLL

B L e Ll ra —
N mm mw PR ER ww
o e e Gad ol 60

T TES
T YES

T YES

* YES

T TES

T YES

T MO

CORFPUTERS HRIVE

ROLL
FOLL
ROLL
I EEN
ROLL
EOLL
ROLL
ROLL
ROLL

Pl

-0 e ot LA b Eed By —
as @ "
i

EE rm Em me Em W B4
Er ows 0n B B — -3 B

LE: L TOu:

¥ YES

T YES



10LL AGAIN 7 YES . RALL AGAIN T TES ADLL AbALE ¢ TE3

i & &
ROLL ABALIR 7 TES WU GET @ Z2ERD FOR THIS ROUND HglL RGAIN T YES
]
ROLL hGAIN 7 TES CONPUTERS HOVE ALl AGRIN T N
11
v0if SET & ZERD FOR THIS ROUND COAPUTERS ROLL 1 = & CONPUTERS HOVE
COMPUTER"S ROLL 2 : 3
COMPUTERS HOVE CORPUTER'S ROLL 3 = 8 COMPUTER”S ROLL 1 3 &
COMPUTER”S ROLL & = 11 COAPUTER"S ROLL 2 = 8
COMPUTER-S ROLL 1 : B COMPUTERS ROLL 5 & 7 THE COKPUTER GETS & ZERD FOR THE TURM!
COMPUTER'S ROLL 2 = & CORPUTERS ROLL & : 2
COKFUTER®S ROLL 3 = 2 COHFUTER: 374 YOIz 324
COKPUTER"S ROLL 4 = 9 COMFINER: Jub Yous 229
COMPUTERS ROLL 5 ¢ 12 ROUMB 10
COMPUTER-S ROLL & & & ROUNE B ?
f ROLL &BAIN T YES
COMFUTER: 232 Your 142 ROLL ABAIR 7 YES 10
" ROLL &GATN 7 YES
RODUND & YOU GET A ZERD FOR THIS ROUND 5
A ROLL AGATN T YES
ROLL AGRIM 7 TES CONPUTERS HWOVE 7
5 Y00 GET 4 ZERD FOR THIS ROUND
ROLL ABAIM 7 YES COMPUTER"S BOLL 1 & 7
g COMPUTER”S ROLL 2 ¢ 11 CONPUTERS HDVE
ROLL AGAIH 7 YE§ COMPUTERS ROLL 3 = 10
g COMFUTER”S ROLL 4 ¢ 10 CORPUTERE ROLL 1 = &
ROLL AGRIN T TES CONPUTERS ROLL S 3 & CONPUTER"S ROLE 2 ¢ 11
7 COMPUTER'S ROLL & : & CONPUTERS ROLL 3 = 11
ROLL AGAIN 7 YES COMPUTER'S ROLL 4 ¢ B
14 COMPUTER=z 374 YoU: 239 CONPUTER"S RODLL 5 = 3
ROLL aGaIM T YES COKFUTER"S ROLL & =z &
7 ROUHD % THE COMPUTER SETS A4 ZERD FOR THE TURN!
ROLL &GAIN T YES 1
? ROLL AGAIN ¥ YES FIM&L SCOR:
ROLL AGAIN ¥ MO &
ROLL AGAIN 7 YES COMPUTER: 37% YoU: 324
COMPLTERS ROVE 7
ROLL AGATIH 7 YES SCORINE SUMHARY
COMPUTER*Y ROLL ¥ z 10 12
COMPUTER"S ROLL 2 t & ROILL &BAIN T YES RO B Tou CONPUTER
COMPUTER”S ROLL 3 : 3 2
EOMFUTER"S ROLL 4 & 7 ROLL 4BAIN T YES 1 ] 44
COWPUTER"S ROLL 5 : B 7 2 a9 40
{OHPUTER"S ROLL & : 4 ROLL AGAIM T YES 3 21 33
CORPUTER"S ROLL 7 ¢ 7 5 4 4% 48
COKPUTERS ROLL 8 = 4 ROLL AGAIM 7 YES 5 [ 43
COMPUTER*S ROLL 9 = & 8 é 57 57
ROLL ABAIN 7 TES 7 ¢ 3}
CONFUTER: 289 You: 229 7 g 0 50
ROLL ABAIN * YES ] ] 1]
ROUMD 7 B 10 b 0
& ROLL AGAIN 7 YES
ROLL &GAIN 7 YES 5 TOTALS: 124 374
11 ROLL AGAIN 7 YES
i QK
LIST
133 X=0iTi=02G0TD 200
I PRIHT TABCZE) :"HOTOME" :PRINT 135 TH=T1#T(})
S PRINT TAE(20);"CREATIVE COMPUTING" 140 IHPUT "ROLL AGALH ":BS
& PRINT TAE(17):"HORRISTOUN NEU JERBEY® t45 IF Be="YES™ VYHEM 110
7 PRIRT:PRINT:zPRINT 150 1F BS="NO* THEN R(TISTIiX=0:Ti=0:FOR A=1 T0 S0:T{AV=CQ:NEXT:60TE 200
10 DIK TC§00,RE100, 00100, Lu12) 140 PRINTrPRINT “ANSUER YES 08 MOD'1°:¢PRINT: GOTD 140
15 IAPUT "NWOULD YOU LIKE THE IWSTRUCTIONS® ja% 200 PRINT:PRINT TABL1S5)}3"COKPUTERS WOVE':PRINT
26 IF a§=YYESY THEN 1% 201 RESTORE
25 IF ps="H0" THEM 140 207 RI=IHTCAsBROI1 %1 (R2=IRT (A+RNBLT) I
30 PRINT:PRINT "ANSUER YE§ DR HO!!'":PRINT:GOTO 13 204 FOR D=2 TQ R1+RZ:READ LiD):REXT:D=R1+R2
35 PRINTZPRINT "THE GAME OF WOTOME I5 PLAYED WITH" 205 FOR Ce=1 TO LiB1sIF C=1 THEW 215
40 PRINT *Tufl PLAYERS AMD A PAIR OF DICE. THERE ARE" 240 RI=INTCA®RNDCT )41 sR2=THTCAwRND {13 )41
45 PRINT *TEM ROUNDS IM THE GAME OME ROUND CONSISTIMG" %5 PRINT "COMPUTER"S ROLL*C™:":R14R2
%0 FRINT *OF DNE TURE FOE EACH PLAYER. FLATERS® 220 IF Cr1 THEW 230
=5 PRINT “{TDURSELF AND THE CORPUTER} 4D THE SCORE" 295 T(1}=R1+R2:50TO 247
40 PRINT *THEY ARTTAIN OH EACH ROUND, AME THE PLAYER" 230 TICYuR1#R2
&7 PRINT "UITH THE HIGHEST SCORE AFTER TEMN ROUNDS 15 THE WIMMER™:PRINT 235 IF TiL)<-TOE} GOTO 242
&7 PRINT "OBM -ACH TURK THE PLAYER WaY ROLL THE Tud" 2146 PRINY “THE COBPUTER GETS & IERD FOR THE TURN:i®
&9 PRTHT "DICE FROM 1 TQ W TIMES. IF T1 IS THE TOTAL OF DICE OH" 237 Ti=0iGOTO 245
73 PRINT “THE [TH ROLL, THEM THE PLAYERS SCORE FOR THE TURN I3 242 T1=T1+T{CI:MEXT €
75 PRINT “TOIMRTO2MPT(I0 40 nnnnnn +TIN}., HOUEVER," 45 CiTi=T13T1=0:0=0
37 PRINT "AND HERE®S THE CATCH, IF AMY TiI} IS EGUAL TO TC1) THEN® 280 C2=CI+C{TH:iCI=Ci+R{T}
B0 FRINT =THE TURN 1§ OVER AND HIS SCORE FOR 1HAT ROUND IS ZERQ" 253 PRINT(FOR B=1 TO 50:T{BI=0:NEXT
37 PRINT =&FTER EA4CH ROLL THAT DDESN'T EQUAL Ti), THE PLAYER CAN" 955 [F T=10 THEN FRIMT “FINAL SCORE":PRINT
88 PRINT "BECIDE WHETHER TO ROLL AGAIN DR STOP AND " . 240 IF C24Ct THEN 270
90 PEINT "SCORE THE NURBER OF POIMTS ALREADY DBIAINEL.™ 24T PRIMT®COMPUTE®: "3C2,"Y0U: *;C1:607d 300
100 FOR =4 Td I0=FRINT=PRINT "RutRD =37 270 PRIMT “Y0Uz =“yC1,"COMPLITEH: “;I:?
110 ¥=X+1zR1=INTLEERHOC1II+1 100 HEXT T
115 F2=1HTCa=RNDC1 k) +1 eFRIRT R1#R2 505 DATH 18,18,9,7,6,4,4,%,7,18,14
120 IF X»1 THEW 130 310 PRINT:PRIMT “SCORING SURKARY®:PRINT
125 Til)=R1+R2:60TD 135 315 PRINT *ROUKD“TABLES); YOU“;TAB(25): "COMPUTER" tPRINT
136 TiX =RI+R2 320 FOR E=1 TO 104PRENT E;TABCY&)IRCEITABLZE)JLAENINEXT
131 IF TO11€3T¢X) THEW 135 325 PRIMT:PRIAT “TUTALS: "-'na:1ar g1} TﬁB[Ei]‘E”‘PH]HT
132 PRIMT “YOU BET A ZERD FOR TH1S ROUND® G

116



Gustadie

The game OBSTACLE is an obstacle
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
DAass over or occupy a wall or obstacle.
The character 'S’ at the upper left
corner, indicates where the car staris
irom, 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 program
works:

Lina 610 dimensions the matrix M for
15 rows by 50 columns (allowing an
adequate margin for modification).

Line 6820-680 initializes all necessary
variables.

Line 700-780, through the use of a
random number generator, generates
the obstacle course, wherea | is the row
matrix index and J isthe column matrix
index and R1 is the random number,
Line 720 generates a random number
between 0 and 1, multiplies it by a
density of 1.2 (to increase density
factor by a few decimal points) and
removes everything right of the
decimal point. B1is now either 0or 1. 1f
it is 0 the matrix memory location M
(lJ) inside the For-Next Loop is
assigned the value of aspace, ifitis1,it
5 assigned the value of an exclamation
point.

Lines B40 and 850 assign the walls to
the course.

Line 890 stores the values of | and J
into K and L, these act asvalue holders,
After the print routine has been ex-
ecuted, | and J are reassigned thairold
values stored in K and L at line 870.

Lines 910-960, through use of a For-
Mext Loop (as in the initialization
course set up routine), print out the
characters represented by values in
matrix M, Line 930, the CHRS Function
turns the values of the memory location
into their ASCII character egquivalent.

Lina 990 checks if the car has moved
yet, by checking D1. If DI=0 then it
skips the query option and continues
with the main body. If DI=0 then it
executes the option gquery, asking
whether a new course, orthis course or
end the game and then executes the
respective option.

Line 1130 checks if D1 is notequal to
1 and if so continues with the move-
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OBSTACLE
CREATIVE CONPUTING
WOREISTOUM, NEM JERSEY

B0 TOU UANT INSTRUCTIONSEY YES

THE OBJECT OF THIS GANE IS TO WOVE YOUR CAR™*”
PEBINNING ATS" AND WAVISATE THROUSH THE OB3TACLES
crrgf=¢ WALLS TO THE SPACE MARKED “F, YOU HUST LAKD

DN THE SPACE MARKED “F* BN THE EXACT AMOUNT OF SPACES

THERE ARE MD DIAGOMAL MOVES.

THERE ARE MO RIGHT TO LEFT HOVES.

DIRECTIONS WO.1 IS UP.

DIRECTION MB.2 IS LEFT TO RIOHT

DIRECTION HO.J 15 DOUM.

SPEER 15 THE NO. OF SPACES IM A GIVEW PIRECTION

ment routine. If notthenit starts the car
at matrix position 2,2 and continues
with tha movement routine.

Line 1080 starts the main program
body, 1100 queries the direction and
1110 checks the input D if it is a valid
direction. Line 1120 inputs the speed
'S'" and Line 1130 initializes the
counters 51 and D1, Lines 1160-1180
direct control to the proper movement
routine (1 is up, 2 is right to left, 3 is
down).

Line 1190-1220 is the movement
routing fordirection 1. Line 1190 erases
the car from the previous position
keeping track of | and J. Line 1200 and
1210 check each character position
between matrix position 1,J, and 1-5,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 1220 assigns the car to
matrix position I-1,J and jumps to 1310
to check matrix position 1041 if it
contains a car. If so, the game is won
and the End of Run routing is executad.
If matrix position 10,41 is not occupied
the game is not over and control jumps
to 870, 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
whera it executes the End of Run
routine,

Line 1380 calculates the time by
dividing total number of turns by total
number of character spaces coveraed
by the car and multiplieg it by 100. Line
1390 prints the time and Line 1400 and
1410 query as o whether to play the
game again.

The program and these notes wera
written by Eric Erickson.
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OPTION ={4=CONTINUE,B=REW COURSE,C=STOPIT A
DIRECTIONT 3

SPEEDT 4
ILLEGAL MOVE...... TOW LOSE!!

Di YOO WISKE TO PLAY AGRINT YES

E

!

! |

i Bod o i I | ]
I By !
E

!

f P8 .! 1 ] !|. TR
1 ' oo 4
! B " F
DPTION :(A=CONTIHUE,B=NEW COURSE,L=STOFIT &
DIRECTIONT 2

SPEERT 1

R TR !

Iy I RN

| | TREENTY o
| P IR
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DIRECTIONT 3

SPEEET 4
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EE:]:;;E;;J* in the Run

IIRECTIOHT 1

SFEEDT 2

I ——————— R T R il

15T

ot DIRECTIONT 2

SFEEDT &

- ——

i
I
I
! ! |
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I
|
1

T
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-
-
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1
1
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10 PRINT TAB(2&)}"OBSTACLE®
70 PRINTTABC20)"CREATIVE COMPUTIHG"
30 PRIMTTABCIS) "HORRISTOMM, HEW JERSEY™

150
140
170
180
17
200
210
220
230
240
250
240
270
280
20
380
310
Ja
R
340
350
350
30
Ja0
310
400
410
420
430
140
430
440
47
480
490
I}
910
220
330
340
330
Fhb
S
S0k
590
AR08
410
420
&30
&40
450
LT3
&
480
&70
700
710
e
710
740
gL
740
Jra
780

REK VARTABLES USAGE

BEH ~—===s=mmmmsmsmr—— s ssmsmsmes s oS SSfsmmmsss— S s SSsSEEmm—————
REN A1 DECIMAL VALUE FOR THE CHARACTER s’
REH A2 DECIHAL VALUE FOR THE CHARACTER * -
REN A3 DECIMAL VALUE FOR THE CHARACTER < 1°
REH Al BECTMAEL V&LUE FOR THE CHARACTER "§°
REH i BECENAL YALUE FOR THE CHARACTER “F-
REHX bk BECIMAL YALUE FOR THE CHARACTER -~
REHK I DIRECTION

REH B TOTAL WO. OF TURNS TAKER

RER I ROY HATRIX

REH J COLLMH MATRIN INDEX

REH K PLACE HOLDER FOR THE VARIABLE 1

REN L PLACE HOLDER FOR THE VARIABLE J
REN @ RATRIX WARTBLE

RER L] IHPUT TO YES-HO QLESTIONS

REN A1 RANBON MUMBER GENERATOR VARIABLE
REN 5 SPEED

REH g1 TOTaAL SPEED COUNTER

REM T ‘TINE* RATIO (B1/51)%10D

REH

REH START PROGRAN

REHN

RER

EEH IHSTRUCTIONS

REN

PRIRT

FRIRT

FRINT

PRINT

PRINT "0 YOU WANT IHSTRUCTIOMS™;=INPUT N3

IF We<{>"TES™ THEN &10

PRINT"THE DBJECT OF THIS GAME 15 TO HOVE TOUR CAR »"
PRINT® BEGIMNIMG AT S° AND WAVIGATE THROUGH THE OBSTACLES"
PRINT®-I“§"-* WALLS TO THE SPACE MARKER “F*, YOU MUST LaMD®
PRINT*ON THE SPACE MARKED -F* ON THE EXACT ANOUNT OF SPACES®
PRINT*THERE ARE MO DIAGOMAL WOVES,™

PRINT*THERE ARE MO REGHT YD LEFT MOVES."

PRINT*DIRECTIONS MO.1 IS UP."

PRINT “DIRECTION WD.2 IS LEFT T0 RIOHT®

PRINT*DIRECTION WO.3 IS BOWK.®

PRINT

PRINT*SPEED 15 THE MO. OF SPACES IN A GIVEW DIRECTION™

REM

REH IRITIALATION

REH

DIN HU1S,50)

A1=A8C("e")

AZ=ABC(™1")

AT=ASC(" *)

fid=hASCE"S"=}

RI=RICIFY)

h4=ASE (="}

Bi=0z81=

REH +2% NOTE - COURSE SET UP ROUTIME

FOR T=1 T0 10

FOR J=1 TO 42

R1=TNTCRHD{1}91.2)

IF Ri=0 THEN 740

WD, d =42

GATO Fra

M(L,d)=43

HEXAT J

HEXT I

e

Pt

70
Bog
gte
g0
30
g4
230
g4l
ar
a60
ar
P00
Al
20
Fi0
F40
750
Fho
Fr
FaO
90
10
19140
Tazn
1930
1040
1050
1040
1074
108D
1094
1100
1m0
1111
1120
1130
1140
1130
1140
1170
1180
1190
1204
1216
12115
1220
1230
1240
12540
1233
1260
1270
1260
1170
1295
1300
1310
1320
1330
1340
1350
1340
1370
1380
1390
1400
1Al
1420

L e S S S N RN N o e e e e

! 1l

P ———————————=p TR R et P B

DIRELTIONT 2

SFEEDT ““*\8

R TI ! (I
Lo ! - l
TR B T T ! i

bt ! ! )

ii Fi [

DIRECTIONT? 3
SPEEDY &
ILLEBAL HOVE...... YOU LOSE1!
B0 TOU WISH T0 PLAY AGAINT WO
Ok

HiZ,21=a4

M 10,40 ) =A3

Hitd, 41 1=A3

Hi2,3)=A)

Hid,2r=A3

FOR I=t TO #OeR{T, 1)=A2aM{L, 42)=A2:HEXT 1
FOR J=t T0 42:A{%,Jr=ddzi(1]  JimAasNEXT J
REHN

REH % PRINTING ROUTINE ==
REH

H=I:zL=l

FRINT

FOR I=1 T0 11

FOR J=1 TD 42

PRINT CHRSCHCI J0);

NEXT J

PRINT

MEXT I

[=Kz.i=L

REN B8 NOTE- NEW CDURSE OFTIDN®#
IF D1 THEM 1080

PRINT"QFTEDW c{A=CONTINUE,B=MEW COURSE,C=STOP)";

IRFUT M%
IF N%="#" THEM 1080
IF H¥="B" THEMW &70

IF N§="C" THEM 1420

FEINT“INVALID OFTIOR®

GOTO 100

REH

REHK +& MAIN PROGRAN BORY »8
REN

PRINTYDIRECTION"F e INPUT DeD=INT(ABE(D))

IF D<1 THEN 1100
IF >3 THEH 1100
PRINT:PRINT"SFEED" ; : INFUT S15=INTIABIIS))
DIspI41:81=514530F D1<>1 THEN 1140

REH
J=2rl=2
IF B=1 THEW 11%0
IF B=2 THEN 1230
IF B=3 THEW 1270
Wil Jh=RIzREN

1F W, J)=Ad THEN 1340

HEXT C

WL, Jh=le BBTD 1310

BLI,Ji=Ad

FOR C=1 10 §1J=Jt1zIF HOI,J1=AZTHEN 1340
IF H{XI,Ji=A& THEN 1340

NEXT C

HCL,J)=fts BOTO 1310

HiL,J)=A]

FOR C=1 TA 5i I=T+1z1F W{I,J)=A2 THEH 1340
IF NiI,Ji=hé THEN 1340

HEXT €

HiI, )=41

REH v HATE - UWIMNING CHECH:##

IF KO10,413<rAa1 THEK 870

6OTD 1360

PRINTILLEGAL MOVE...... YOU LOSE!!":gOTO 1400

REM
REH
REM
T=(D1/51 r=100

PRINT “YOU WONME! AND YOUR TIME I8 3T

#+ END OF REM RDUTIME =+

PRINT:PRINT"RO YOU WISH TO PLAY AGAIN"Z:IMPUT s

IF N%="YES™ THEW &M0
EHD

=t WAOTE = CAR STARTS AT POSITION 2,2

++ WIPES OUT PREVIOUS CHARACTER w#=
FOR C=1 TO S:[=ABS(I-1):IF MW(I,J)=A2 THER 1340



Octrix

[ = o e e ==n o E—— —— —
R
AETRIE
CREATIVE CONPUTEHG This is a card game for up to four

HORRISTOUN, HEW JERSEY players, or three players plus the

computer. A deck of 32 cards is used
with ace through eight in each of the
TEACH GAME(Y OR W17 ¥ four suits. All 32 of the cards are dealt

THIS 1% A GAME CALLED DCTRIX. EACH FLAYER 15 DEALT & Telal Taln
CARDS RAWGIWG FRDN ACE THROUGH EIEHT. THE CARDS ARE out at the DEQIHHII‘IQ of the game, eig t

RAWEED ACCORDING TO BRIDGE SULTS WITH THE ACE DF CLUBS THE to each player. On each hand, each
LOWEST AND THE EIGHT OF SPADES HIGHEST. THE OBJECT I5 T0 player discards one card depending on
WIK AS WAMY OF THE EIGHT TRICKS A% POSSIBLE. EACH TRICK the rules of the game (see the rules at
% L0U CARDS PLATED AKTSH. LALOR TRE WEIT SRACK UILL D€ the beginning of the sample game)
HIGH 44D IF THEY DO MDT KATCH [T UILL BE LOW, 1T I% IW- either the high card discard or the low
PORTANT T8 SET STRATEGT TO WIN CONSECUTIVE TRICKS IN THa¥ card discard wins that trick. After eight
SCORIMG IS 1 FOINT PER TRISK, 4 FOR TWQ IF A ROW,5 FOR 3, UF tricks a new hand is dealt and play
Th 44 FOR ALL EIGHT. proceeds as before. Perhaps the

REGPORE TO THE IHPUT PROHPT WITH THE CARD YDU UAHT To easiest way to learn Octrix is to play a
FLAT IN & TUD CHARACTER FORMAT MITH THE VALUE{A-8) A4S THE few games with you and the computer
FIRST CHARACTER, AWD SUIT(C,D,M,5) AS THE SECOWD CHARACTER. or with several people and the com-

(TE SEE YHE REMAINLING (ARBS, ENTER A°F” INM

r. erve what happens and
RESPOWSE TO THE “WHAT CARD" GQUERY) pute Obs e t PP

before [ong you'll be able to work out a

THAT-S IT, GOOD LLCK!! reasonable strategy for playing the
HOW MANY POINTS 10 ENTRY GIVES STANDARD BE)T g game.

HOU #AWY PLAYERS? 3 ' I
CUTED BLAGERE BT JEFE Octrix  was written by Rogers

ENTER FLAYER'S MAME? BRUCE Hamilton.
ENTER PLAYER’S WAME? STEVE
SHDULD I FLAT TOOCY OF WIT ¥

JEFF*S HAND BRUCE*S HAMD STEVE"S HAND COMPUTER "5 HAND

CLE  DIA  HRT  5PD CLE D14  HRT  5FD CLE  DIA  HRT  SPD CLE  DIA  HRT  SPD
I . | I v 1A I [e 1 T | ! e (T i ! ! T
12 ' % T Loti2 i ' f e 112 % ' ! 1oz ! ' ! 1o
13 f | ' TS T ! ' |13 | ' ! TS ! be 1% 1+ 13
¥ e ! 1 Loty ! ] ' T ! ' I* 1% 11y ! re ! 1oy
15 ' ! ! 1 115 T ' 1 T ! e ! I 115 1 ; % 1o
g ! Ix ' I 114 " J 1 T ! i | e |14 ! t s T
17 e ! ! 117 ' Lx 1+ NTY ! ! ! le 117 ! ; ! T
g 1 ! ' e |18 ! ] 1% T I® 1 | Y [ i ! (I

TRICK W 1 (HIBH CARD WINS!
WHAT CaRD, JEFF

LLLE]

UHAT CARD, BRUCE

faase

UHaT CaRD, STEVE

L] ]

JEFF PLATED THE EIGHT OF SPARIDES
BRGCE PLAYED THE FIVE OF CLUBS
STEVE PLAYED THE FIVE OF DIAMONDS
I PLRYER THE 5IX OF HEARTS
JEFF WQK TRICK I 1

TRECK # 2 (HIGH CARD RINS)
EHAT CaRD, JEFF

L1

WHAT CARD, BRUCE

][]

UHAT CARD, STEWE

unEE

JEFF PLATED THE FIVE OF SPADES
BRUCE PLAYED THE TUD OF SPADES
STEWVE PLRYEER THE FOUR OF SFARES
1 PLATED THE EEGHT OF DIAMOHDS
I WOK TRICE W 2

TRICK # 3 (LOW CARD HINS)

HHAT CARD, JEFF

(1]

WHAT CaRD, BRULE

Rl

UHAT CaRD, STEWE

L1

JEFF FLATED THE FOUR OF CLUBS
BRUCE PLAYED THE SIX OF CLUES
STEVE PLAYED THE 51X OF SPADES
I FLAYED THE ACE 8F CLUBS

I Uik TRICK H 3

TRICK ® 4 (HIGH CARD WIWG)
HEAT CARD, JEFF

(1]

119



LIST
1 PR
2 PR

’ CONPUTER’S HAND
FF’S HAND BRUCE*S MAND STEVE’S HAND
LB ngn HRT  SPD CLE  DIA  HRT  SPD CLE BIA  HRT  SPD CLE  DIA  HRT

" ! | ! TR | I* | 'l I ' 1" T | ! ! !
2 i Is s L3 i ' ' Pz i ' ! o112 | ! )
13 i ’ | 'BRIE TR | BRIE | | ! L1138 I T PR
' ) i ' T ! | | I ! ' e ‘BRI | s ! !
LT i e el e R R B e e
T | ™ ! Lot | ' | ‘T | i | T ; ! :
TR | | von? | TR T A | | e 117 I | .
8 | ) ) | 118 ' i i+ BRIL T | ! 118 e ' '
- WHAT CARD, BRUCE

[ [ 1]
:::: Fr i WHAT CARD, STEVE

s
:::: e oy JEFF PLAYED THE TWO OF DIANONDS

HONDS BRUCE PLAYTED THE ACE OF DIANONDS

:E::EF$EL$EDT¥EEEE:Bﬂ§ E:‘"E.,Tg STEVE PLATED THE SEVEN OF SPABES
STEVE PLATED THE FOUR DF HEARTS I PLAYED THE THREE OF DIANOMDS
1 PLAYED THE FIVE OF MEARTS BRUCE WOM TRICK 8 7
BRUCE WON TRICK ® 4 JEFF PLAYED THE ACE OF SPADES
TREICE B 5 (HIBH CARD WINS) BRUCE FLAYED THE SEVEN OF DIANDHDS
WHAT CARD, JEFF STEVE PLATED THE TUD OF CLUBS
e X I PLAYED THE THREE OF HEARTS

JEFF WOM TRICK ¥ 8
:::; S ) e THAT HAMD JEFF SCORED 2 POINTS FOR & 2 TOTAL
UHAT CARD, STEVE BRUCE SCORED 2 POINTS FOR A4 2 TOTAL
asas . STEVE SCORED 4 PDINTS FOR A 4 TOTAL
JEFF PLAYED THE SEVEN OF CLUBS 1 SCORED 4 POINTS Ennﬂn A TOTAL Ly Tad S
BRUCE PLAYED THE SEVEN OF HEARTS JEFF’S HAND
STEVE PLAYED THE EIGHT DF CLUBS CLE  DIA  HRT  SPD CLB  DIA HRT  SPD : LB ) LA
I PLAYED THE FOUR OF DIAHONDS A ! ! l# I11A | ! ! T , i
STEVE WON TRICK ¥ S 12 | | | T ! Ie ' 1112 ! i
TRICK § & (LOW CARD WINS) 13 | I be BRLE | | : s 113 is i
WHAT CARD, JEFF 14 | Is | bo1i4 | I Ie TR | i
e ' '8 s [ I UL | ! I 1oNls ! '
WHAT CARD, BRUCE ] le I ! fx 114 ! I I g i I
e Pl r y TR w2 e
WUHAT CARD, STEVE '8 l# ! I# Poa ! I$ I T i i
T

JEFF PLAYED THE TWO OF HEARTS

BRUCE PLAYED THE THREE OF CLUBS WUHAT CARD
STEVE PLAYED THE ACE OF HEARTS s
1 FLAYED THE THREE OF SPADES WHAT CARD
STEVE WOM TRICK ¥ & Ll
TRICKE B 7 {LDU CARD WINS) WHAT CARD
WHAT CARD, JEFF [ |

., JEFF
, BRUCE
, STEVE

TRICK & 1 (HIGBH CARD WIMS)

JEFF PLAYED THE SIX OF CLUBS

BRUCE PLAYED THE FOUR OF SPADES
BTEVE PLAYED THE EIGHT OF SPADES
I PLAYED THE SIX OF DIAMONRS

STEVE HON

INT TABR(27)"OCTRIX"
INT TAB(20)"CREATIVE COMPUTING"

3 PRINT TAB{18)"HORRISTOUN, NEU JERSEY"
5 PRINT

& PR
;PR
(L
i1 0

IHT

INT

IN ACI2D, P4, %), CHC255),004,11),T9(72)
IN N$L72),Y(72)

40 RESTORE

50 F

Ok X=0 TO7

&0 READYS(X]}

70 MEXT X

80 FOR X=0 TO 3
70 READ X#(X}

100
110
120
130
140
150
140
170
180
190
200
210
20
230
240
2350
240
2710

NEXT X
BATA"ACE®, “TUO" , “THREE", “FOUR™ ,"F IVE" , *SIX", "SEVEN",
DATAYCLUBS", "DIANONDS", "HEARTS" , "SPADES"

FOR X=0 TO ¥

READ TH(X)

DATA A%, "2%,“3", "4" 5%, %", 7", "8, "LOu", "HIGH"
NEXT X

PRINT=TEACH GAME(Y OR W)*;

INPUT I%

IF I8<>*7* THEW 380

PRINT* THIS 15 4 GAME CALLED OCTRIX.
PRINT"CARDS RANGING FROM ACE THROUBH EIGHY.

EACH PLAYER
THE CAR

TRICK ¥ 1

“EIGHT*"

15 DEALT 8
DS ARE®

PRINT"RANKED ACCORDINE TO BRIDGE SUITS WITH THE ACE OF CLUBS THE™

PRINT*LOMEST AND THE EIGHT OF SPADES HIGHEST. THE O
PRINT*WIN AS MANY OF THE EIGHT TRICKS AS POSSIBLE.
PRINT*PLAYED DETERNIMES THE PLAY OF THE MEXT TRICK.

PRINT*HIGH AND IF THEY DO NOT MATCH IT WILL BE LOW.

BJECT [S TO"
EACH TRICK *

IF THE HIBH *
PRINT*AND LOW CARDS PLAYED NATCH COLOR THE MEXT TRICK WILL BE *

IT 15 In-"

280 PRINT*PORTANT TO SET STRATESY TO WIN COMSECUTIVE TRICKS IH THAT *
290 PRINT*SCORING IS 1| POINT PER TRICK, 4 FOR TWD IN A ROV,¥ FOR 3, UP"

300
305
30

PRINTTO 44 FOR ALL EIBHT."
PRINT
PRINT" RESFOND TO THE INPUT FPROMPT WITH THE CARD

TOU UANT TO*

320 PRIMT*PLAY IN A TWO CHARACTER FORMAT WITH THE VALUE(A-B) AS THE *

120

5PD

L]
12
13
L |
15
4
17
8

5 HaND
HRT

SPD

1+ 114
(e 112
{ 113
| 114
[ 13
114
le 117
le 118

310 PRIMT*FIRST CHARACTER, AND SUITC(C,D,H,S5) A5 THE SECOND CHARACTER.™

340
350
J&0
370
Jad
370
400
410
420
430
440
450
440
41
480
470
00
=31
320
530
540
5530
S60
S0
580
370
&00
410
420
430
&40
450
&40
&70
480
490
700
raly

PRINT* (7D SEE THE REMAIMING CARDS, ENTER A‘P“ IN"
PRINT*  RESPONSE TO THE “WHAT CARD” QUERY)"

PRINT

PRINTTHAT’S 1T, 600D LUCK|!"

REN

FOR X=1 TO 13

READ I

NE=HS+CHRS(Z)

NEXT X

DATA 35,35,35,35,13,72,72,72,72,13,73,73,73,73,13

Iv=88

PRINT“HOM HANY POINTS (0 ENTRY GIVES STANDARD 88)*3
INPUT I

IF I=0 THEN 470

if=l

FOR X=0 TO 31

ALR) =X

MEXT X

PRINT®HOU MAMY PLAYERS";:

IMPUT W

H=INTIN]

IF >4 THEM 570

IF NX0 THEN 590

PRINT®OMLY OME TD FOUR PLAYERS ALLOUED, RE-ENTER"™
BOTO 320

FOR X=0 TO HN=1

ey, brmd

PRINTYENTER PLAYER'S WAHE";

INFUT H¥({R}

FeLENCNSIX) )

FOR I=1 TO Y

IF Ta=" " THER 48O

MEXT 1

IF IX1 THEM 710

PRINT"BON-T START NAME WITH SPACE,RE-";

8070 4190

SHOXI=HIDS (HBLN]D,1,2-1)



SR HELT

730

oL ]

Rl

-1

70

JED

770

go0

AL

B20

B30

BAD

830

Bad

B

aa0

aee

700

710

220

P30

240

50

760

e

780

T

1900
1010
10290
1030
1040
1950
1060
1670
1080
1¥0
T
e
1z
1150
1140
1150
1168
1470
1880
11590
12040
1210
1220
1230
1240
1230
1288
1270
1280
1290
1300
1o
1320
1330
1340
1330
1360
1370
1180
1390
1400
1410
1420
1430
1440
1450
1440
1470
1480
1490
1500
1510
1520
1530
1540
1550
1540
1570
13580
1370
Téad
410
1420
14638

FOR Je@ TH 127

tIIJ!-.H 1)

MEXT J

IF H=4 THEN BI0

IF H=1 THEM 810
PRINT"SHOULD T PLAY TOA(Y OR M)*:
ITHPUT I

IF Z$<»"y™ THEW BSO
SHiMi="CORPUTERY
HyiMH)="T"
(R
H=p+]
FOR [=0 TO I

N=A{I}
F=THTCRED( 1 d%i32-T1+1)
IRSET TR &

RIYI=X

HEXT I

FOR Y=0 10 7

FOR X=0 T M-1
Pid,Yi=alYed+X}
CHONRIZHPON,Y) pmbe™

HEXT X

REXT ¥

H=1

FOSUE 1480

FOR B=1 TO 7
FRINT®TRICK #";R;"("T4{84H)" CARD WING)"
FOR X=0 TO R=1

IF 5440)="COHPUTER"THEN 2090
I=7+T

PRINT"MHAT CARD, "S$(X)
PRINT H%;

IRPUT E%

IF E¥<»“F™ THEN 1104
GOSUR 1580

BOTD t04d

T=LEN{ES)

IF ¥=2 THEH 1140
FRIRT"BAR INFUT,RE-EWTER"
FOTD 1058
Ye=KIDS{E$, 4,1}
Ti=HIDW{ES, 2,1}

IF YALCYS)>0 THEN 11%0
IF ¥4<4»"&" THEM 1120
TI_=H!II

TePAL{TE)

IF f=0 THEW 1120

IF 738 THEN 1120

I={

BeX,103=0

IF I%="C" THEH 1320

I=3

IF I§="5" THEN 1320
Big,10h=1

I=1

IF Z#="D" THEM 1320

I=2

IF Z§<»™H" THEHW 1120
Tei¥=-1lnd+sl

IF CaiNed2+7 43" ™ THEN 1120
X, 5=y

HEXT X

GOSUR 1880

HEXT B

FOR X=0 TO H=1

FOE I=0 TO 3

IF CH{I2+E+Z}="x" THEN 1430
HEXT 1

PRINT"BAR SCANH"
CHITT+Y4T)=" =

Bix,?1=2

HEXT X

=g

GOSUB 1880

Hi=0

FRIMT™THAT HaWD ";

FOE X=0 TH H-1

Qi 7i=d

=0

I=0

FOR R=1 TD 8

I=T+00 YR}

Q{XyRi=0

IF @iX,R+10<30 THER 1400
Y=Y+I%T

I=0

HEXT R

BEN, O eltX, 00y

PRINT ##{X)" SCORED *;¥;*POINTS FOR A“;@{X,0);"TOTAL"
IF Q{H1,03>8{%,0) THEN 1430

1640
1650
1460
1670
1480
1481

1482
TolE4
To8a
1a%0
1700
1710
1720

1730

1740

1750
1750
1770
1780
1770
1771

1800
181e
1820
1830
18440
1880
1890
1700
1710
1720
1730

1744

1930

17&d

1770
1780
1990
2000
2010
2020
2030
2040
2050
2040
2974
2080
20
21040
2110
2120

2130
2140
2150
2180
2170
2180
2170
2200
2210
2220
2250
2249
2550
2260
220
2280
2270
2300
250
2320
2330
2340
2350
2340
2370
2380
237¢
2400
2410
2420
2430
2440
2450
2440
2470
2480
24F0
2500

2510 PRIMT WSCH1)“UOH THE BANE, COMGRATULATIONS “S3(H1}

2320
Ok

19

Hi=i

HEXT X

IF Q(HT, 0)>=2% THEH 245¢

6OTO B30

FOR S=0 TO M=1

§E=f)

Ee=23-(LEM(SS(5)I+7)

IF IMT{S%/2)#2<257 THEN S58=1
S9=THT{E9/2)

PEINT SPCO7+57);5%(5);""S HAND" ;5PCI5T+58);
HEXT &

FRINT

FOE S5=0 TO H-1 _
FRIMT™ CLE DIA HRT
MEXT §

FRINT

FDE B=0 O 7
FOR Y=0 TD N-1
I=TEI745%4
PRIRT" 1" TSi5);"
FRINT"
HEXT Y
PRINT T4i5)
HEXT 5
PRINT
RETURN
Li=QzH]=g
FOE X=0 TO H=1

ToINTI@IX, 7)./ 4)

I=0{X, 7)=7+4

PRINT H${X}* PLAYED THE =Y4$(Y)"™ OF “X%(I)
CHENeIZ40LY, Fh)=" ¥

IF @fx, #i»0CLY,7) THEN 19460

Li=X%

IF 04X, 9)<BCHY,9) THEN 1980

Hi=X

MEXT X

IF H=1 THEW 2030

QLT RY=]

PRIRT N&{L1)"™ WOH TRICK #";R

GATD 2050

BiHL R1=1

PRINT #$iHT}"™ WON TRICK #";R

H=0

IF @OL1,10)CHa0HT 10} THEN 2080

H=1

RETURH

Li=0iL2=0iHt =i HZ=0

FOR S=0 TO H=2

FOR S1=0 TO.7?

IF Pi5,51)>FIL1,L2) THEN 2140

IF CH{5#43+P{5, 51))=" " THENW 2140
Li=§

L2=51

IF PUS, 51 }<FIHIH2)} THEN 2200

IF CHOS+I2+P{5,51})=" " THEN 2200
Hi=§

H2=51

HEXT 51

HEXT &

FOR S=E-=1 TO 7

IF H=1 THEN 2280

IF POH-1,5)<PIL1,L2) THEMN 22&0

GOTOD 2290

IF RRDCN}>x.3 THEN 23G0

BOTD 2300

IF PiH-1,5):PCHI H2) THEM Z240

HEXT §

Hi=32

T=IHTCRHE {1 1ol s+HET14)

FOR Si=k=-1 TD 7

L1=ABS(PIN-1,51)=T)

IF H1<L1 THEN ZaFQ

Hi=L1

L |

NEXT 5%

X, 7 =Pii-1,5)

FIR=-1,8)sF(H-1,R-1}

T=0{X, )= {IHTIQCE, P} 4)ud}

IF 242 THER 2430

I=ABSIT=3)

MiX 10 )=

GOTD 1340

IF W1x=2 THEN 2510

FOR X=Hi+1 TO H-1

IF Q{HT1,.001>0(X,0F THEN 2500

gPD"3

("ICH(T)3"
TRICSIZ+III" 172

aH Iro0 He

1map4{742};

PRINT"GANE TIED AFTER REGULATION, ENTERING SUBDEN DEATH

B0TO E50
HEXT X

EXD



Pasart

Description:

This program generates artistic patterns based
on Pascal's triangle.

Commenis:

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
1 1
1 2 1
1 3 31
1 4 6 4 1
1 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 multiples 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 multiples

of two is shown below.

111 1 ey
123 4 LS
136 10 o
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 e
12301 * *
13031 Tl ok
10321 g
01111 P g

Before Printing After Printing

i e

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.

.1:1111111 *® w & & * F & W&
151950 0 IR
13 31 " i
1 1 " -
13 31 L L I
123 321 oy e
111141111 b i b Rl

Before Printing After Printing

Approximately 5 minutes of terminal time is
required to print a design with dimensions of 36x36.

PASART and this description written by Charles A.

Lund. They first appeared in Creative Computing,
Mar/Apr 1977.

PASART
EREATIVE CONPUTING
HORRISTOUM  MEW JERSEY

THIS PROBRAM CREATES ARTIST DESIGNS BASED ONM PASCAL'S TRIAMGLE,
TOU HAVE I BASIC TYPES OF DESIGMS TO SELECT FROM:
T. & SIMBLE PASCAL"S TRIANGLE (PLAYED WITH AM ARTISTIC FLARE)
2. TUG “ARTSY" PASCAL‘S TRIAMGELES PRINTER BACK TO BACK
3. FOUR “ARTST" TRIAWGLES IN THE CORMER OF
A SQUARE ARRATY.
UNATS YOUR PLEASURET 1, 2 OR 37 2
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THIE PROGRAN CREATES ARTIST DESIGHE BASED ON PASCAL"S TRIAMGLE.
* 8

YOU HAVE 3 BASIC TYPES OF DESIGNS TO SELECT FROM
T. & SINBLE PASCAL"S TRIAMGLE (PLAYED WITH AN ARTISTIC FLARE)

2. ThB “ARTSY" PRSCAL*S TRIANGLES PRINTED BACK TO BACK

3. FOUR "ARTSY" TRIANELES IN THE CORKER OF
HHICH MULTIPLES DO YOU LANT REPRESENTED WITH BLANKSY 10

HOU WANT ROWS AND COLUNE IN THE ARRAY (34 IS NANIMUMIT 34
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A SOUARE ARRAY.
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THIS PROORAN CREATES ARTIST DESIGNS BASED ON PASCAL-S TRIANGLE.

YOV HAVE 3 BASIC TYFES OF DESIGMS TO SELECT FROM:
1. A SIMGLE PASCAL"S TRIAMGLE (PLAYED MITH AM ARTISTIC FLARE)

2. THD “ARTSY’ PASCAL-S TRIAMELES PRINTED BALK TD BaCK

3. FOUR -“ARTSY" TRIAMBLES IM THE CORMER OF
HOW MANY ROUS AND COLUMS IN THE ARRAY (35 IS MAXIWLNG)Y 34
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THIS PROGRAN CREATES ARTIST DESIONS BASED ON PASCAL'S TRIAMGLE.
YOU HAVE 3 BASIC TYPES OF DESISNS TO SELECT FROW:
1. & SINBLE PASCAL’S TRIAMSLE (PLAYED WITH AN ARTISTIC FLARE)
2. THD “ARTSY” PASCAL-S TRIANGLES PRINTED BACK TD BACK
3. FOUR “ARTSY” TRIAMGLES IN THE CORMNER OF

A SOUARE ARRAY.
UBAT’S YOUR PLEASURET 1, 2 OR 31 3

UNICH BULTIPLES DO YOU UANT REPRESENTED VUITH BLAMNSY 17

HOU MANY ROUS AND COLUNS IN THE ARRAY (34 15 WAXINUM)T 34

T EEEEEEEEE R R N R RN N N N NN N
TEEEEEEEEREEER NN TEEEREEE N RN NN
EEEEEREEEREEREERE EEREEREEERER RN
& L B kR R R R &R kR 'EFE NN ENENNE
TEEEEEEEREREEDR EEEEREEEERE
T EEEERERERE] SRR R ERE N’
'EEEEEEEERERN EELEEEER
'EEEEEEREERE AR N R RN
W E R ERERE RN * % B & & b
' E EREERE. ' EEEE]
EEERERE ® ok E®
8 FEEE oW
'EEEE " &
A EE "
® &k &

N

W

]

#

|

i

[ B B ]

R ™
'EEENR i *
EFEIN [
T ERREER RN
"I O I B (N B A N ]
EEEEERERE LN N
aE Ew w @ d bR aE Py EFEE
EEEEREEREREER 'SEREERERR
TR EEEEREERDR EEEEERERE
SEEEESEREEEREERER TEREREEER N
TEEEEEEEEREER N ETEEEEEERNN
"EFE TSN N NN NN & & 2 kbR 2
T EEREEEREEEEERE RN ' EEEEEEEEREREDR
" EEEEREEEEEEEEEEEE R E R R D R NN NN N
LIST

2 PRINT TAB(24) ;"PASART®

A PRINT TAB{18);"CREATIVE COMPUTING"

& PRINT TADC14);"NORRISTOUN  NEU JERSET"
8 PRINTIPRINTSPRINT

20 DIN P{36,34)

23 FOR B1=1 T8 34

24 FOR B2=1 TO 36

26 PID1,B2)m0

28 NEAT B2

30 NEXT BY

& B3 68 B % 4 BESERENESE
& 8 B8 8 %4 Ean &EES

-l--'{'iill*lilil'ilﬂ'ﬂl"llII.'I'I'-'I"I'.‘I

& W E e w B AR ER

R B E B & FE = 4R E S

40 PRINT “THIS PROGRAN CREATES ARTIST DESIBNS BASED OM PASCAL'S TRIAN®;

42 PRINT “BLE."
S0 PRINT "YOU WAVE 3 BASIC TYPES OF DESIGNS TOD SELECT FROM:™®

&9 PRINT *1. & SINGLE PASCAL’S TRIANBLE (PLAYED UITH AN ARTISTIC FLAR®;

&3 PRINT “E)" ,
70 PRINT *2. TWO “ARTSY- PASCAL-S TRIAMGLES PRINTED BACK TO BACK®
B4 PRINT *3. FOUR “ARTSY” TRIANGLES IN THE CORNER OF"

0 PRINT ™ A SOUARE ARRAY."

160 PRINT "UHAT-S YOUR PLEASURET ¥, 2 OR 1%

110 INPUT O

120 IF (D-1)#10-2)2(0=3) () O THENM 100

130 PRINT “UHICH NULTIPLES DO YOU UANT REPRESENTED WITH BLAMKS®]
140 INFUT A

150 PRINT "HOW MANY ROUS AND COLUNS IN THE ARRAY (3é IS WAXIMUN)™;
140 INPUT T

170 IF Te(35-T) < 0 THEW 150

180 ON 0 6OTD 230,440,470

110 REW

200 REN

210 REN TINE TO CREATE AMD PRINT A SINGLE PIECE OF PASART

220 REN FIRST BUILD TWE PASCALS TRIANGLE

230 FOR R=1 TD T

240 FRC=Y TR T

2%¢ IF (R=1)=(C=1)=0 THEM 280

240 P(R,C)=P(R,C-1)+P(R-1,0)

27¢ BO0TD 290

280 PR, C)m

210 MEXT C

300 MEXT R

310 REN TIME TO PLAY BACK THE TRIANGLE UITH AN ARTISTIC FLARE.
320 FOR R=1 TO T

33 FBRC=1 TO T

I IF POR,C)=0 THEN 380

124

350 IF (P(R,C)/Q)=INT{PIR,C}/0) THEW 380
340 PEINT "% "}

3re aata 3%

386 PRINT ™ =

I MEXT C

480 PRINT

410 MEXIT R

A0 END

430 REN TIME TD CREATE AND PRINT DOUBLE PIECE OF PASART
40 T=T

450 REM BUILD THE UPPER LEFT HAND MALF OF THE ARRAY.
440 LET M=Z

470 FOR R=1 TD N

480 FOR C=f TR I-1

490 IF (R-1)#(C~1)=0 THEM 520
500 POR,CI=F(R,C-1)+P(R-1,0)
510 e0TO 530

520 POR,C)=1

530 MEXT C

540 Inm-1

350 MEXT K

5S40 REM BUILD THE LOWER RIGHT HALF OF THE ARRAY.
30 I=M

586 N=2

590 FOR R=I T2 1 STEP -1

400 FOR C=T Td M STEP -1

&10 IF (R=Z)w(C-T)md THEN &40
420 PIR,CI=F{R,C+1}+F{R+1 ,C}
430 GATD £50

440 PIR,Cinl

450 MEXT C

S50 Nuh+i

&T0 MEXT R

&80 B0TD 320

A0 M=

700 REM BUILD THE UPPER LEFT HALF CORMER OF THE ARRAY.
10 Y=T

710 I=INTIY/2)

710 B3=Isl

10 Ti=f

750 I2=11

740 T3=I2

770 X4=13

FB0 XS=i4

Jrd FOR I=1 TO I1

BoG FOR J=1 TO I

816 IF (J-1)s{I-1)=0 THEM 840
820 PLI,Ji=PLL J=1)4P(1=1,0)
830 860TO &50

840 PL(I,J0=1

850 MEXT J

860 I=1-1

BTO MEXT 1

BBO N=T1

BY0 REN BNILD THE UPPER RIGHT HAND CORNER OF THE ARRAY.
206 FOR I=1 TO 1

16 FOR J=Y TO X5+1 STEF -1
720 IF I=1 THEW %40

230 IF J=Y THEW %48

940 PO, 1) =PCL J#1)4P01=1,0)
950 80TO #70

240 PLI, )=

970 WEXT J

T80 X3=X3+1

990 MEXT 1

1000 N=Z2

1010 REM BUILD THE LOWER LEFT CORMER OF THE ARRAY
1020 FOR 1=Y TOD X4+1 STEF -1
1030 FOR J=1 TD I2

1040 IF J=1 THEM 1084

1650 IF I=Y THEM 1080

1040 POL,J3=PLI,J=114P(141,J)
1470 80TOD 1490

1080 P(I,J0=1

1090 MEXT J

1104 I2=12-1

1119 MEXT I

1120 N=1I3

1130 REN BUILD THE LDVER RIGHT CDRMNER OF THE ARRAY.
1140 FOR I=Y TO M+t STEP -1
115¢ FOR J=Y TO I3+1 STEP -1
1160 IF J=Y THEN 1200

1170 IF I=Y THEN 1240

1180 PUL,J)=P(I+1,J0+P L], 041)
1190 BOTD 1210

1200 POI,J)=1

1210 NEXT J

1220 II=Z3+1

1230 MEAT 1

1144 8OTO 320

1134 END

ox



rasart<?2

— —-ru= e i — A
WHAT'S YOUR PLEASURE 7,2,3,4,5,6 OR 737 4
This program IS a majnr extension of TOUR FICTURE SHOULD HIGHLIGHT THE MULTIPLES OF WHAT HUHEERY 4
¥ . _ WHAT CHARACTER WOULD YOU LINE THE CONPUTER TD TYPE REFRESENTIME
the DI'IQ|I'Iﬂ| Pasart nrﬂgram._ It incor THE KULTEPLES OF 4 (ENTER “* ** FOR & BLANE)T = ®
porates many new options including WHAT CHARACTER WOULD YOU LIKE THE COMPUTER TD TYPE REPRESENTING
printing a calendar for any year from EACH OF THE OTHER WUMBERS TH THE PATTERN (ENTEE “* -° FOR & BLANK)?
1600 to 2300. It allows a user to enter HW ﬂ*:;unuﬁ AMD COLUWNS [N THE ARRAT {34 IS MAX.)® 34
. \ . WL LIKE & CALEMDAR FRINTED WITH YOUR PICTURET YES
any desired pair of printing characters. UHAT YEAR BETWEEM 1500 AMB 2300 UOULD YOU LIMET 1979
The size of the output is expanded to 72 A S
by 72 with an option to expand it further R REE ESE REY RRE BEF WRE RS 44 8
by dividing the final triangle into 72 by :t:t:t :.:a:: :uu; :,:,:t .
L] &
72 chunks that may be taped together. ATREEEREEIEE Abietrensti :
Another Dphﬂl‘l prﬂ\fldEE the user with HRE F F FEW *E% & B mEE W
the opportunity to create a picture 3 v e * w1 e ves
based on four Pascal's tables (option * e * * b
E}. FEREEREE R LN R EE REEE R ERARE ¥ 3
" *EE REF B B F & do9w g LT LT TS
There wasn't room to show the . e whe
output from all of these options on I T T e
these pages. Try them out yourselfand e riad il LI
we're sure you'll be pleased with the oo o Rt
rather spectacular results. . . . o Sk
FPasart 2 was also written by Charles SRR EEREEEERRRRNREESE ST EEEE
H. Lund. EEE BAF SRR REF ¥ b EREREE  FEdeEd
EREHEE  FREEEE ¥ N RN 5 Gde w4
RN * k¥ LI R R e
FASARTZ PR ES [} = %
CREATIVE COMPUTING R B R FEE & e 8
MORRISYOUN, NEW JERSEY CT BT T ok ] P
C I N | Edhy 0% LITT
ARERERES FRE 2 F Hok%
TEE FHE EEERRE @Y ok ke
THIS PROGRAN CREATES ARTIST DESIGMS BASED OM EREEED BRE R % 2 3 3 dkw wen
PASCAL S TEIANGLE. L N I ] LA R E e o e e T T 1]
00 TOU WAMT & LIST OF DFTIONST YES kEER [ * * =
PLEASE TEAR OFF THIS LIST AND SAVE OR PDST FOR FUTURE REFERENCE Ll LU T T LE R T T
e e e b —emrmmrsemm— === ek BEE & 3 bR TEF B 4 miF
1. A SINGLE PASCALS TRIAMGLE PLAYED BACK LIKE THIS: * TREREE RN sk o sl o s
BEFORE PRINTING AFTER PRINT MG W FEEFE FRRE EIFE R oo
I HE £ & sEEREE  pEERdr GEREdd  Edteesd
I ¥ W ®OFE MR ERE Ekd B 2R R R 33
1314 - R REER R EEE VR R Sk R R R
I. A SINGLE PFASCALS TRIAMOLE PLAYEDR BACK LIKE THIS:
EEFORE PRINTING AFTER PRINTING JANUART 1979
1 * e i L L e o T P
11 *2 T HWOK TUE WER THU FRI  SATY
1 :l i + ¥ BRI LR Lo R T T PR P e e
i, & SINBLE FASCALS TRIANSELE PLAYED BacCk LIKE THIS: 1 2 1 4 5 &
BEFDKE PRINTING AFTER PRINTING 7 f & 14 i 12 13
1 ¢ 4 15 15 17 1B 17 20
121 E I | 21 23 23 iy 25 24 a7
12311 LI N 4 2% 30 3
1. TWO PRSCALE TRIAMGLES PRINTED BACK TD BaCK LIKE THI®: T Tl T [ T I —————
BEFORE FEINTINE AFTER FRINTING
it 10 ETY"
1 2101 LI
Te2  # FEERLARY 1979
g1 %1 CET ] SRR R R s P RAREAER e ST E TS S EE R EEES
5. FOUR PASCAL TRIAMGLES PRIMTED IN & SOUARE LIHE THIS: FSUK  HODE TUE WED THUD FRI  SaT!
DEFORE PRIMTING AFTER PRINTING P EEEEFEEEE S o EERNEE SR SEEIEEERRANESE
111111 sk 1 2 |
12 21 ] L] L] ¥ ] 7 ] g 10
| 1 # 1 11 12 13 14 15 15 i
i 1 ] ® 18 1% 20 4| 22 23 29
12 21 ® ¥ 5 28 27 28
1 T F1 11 LES L ER LR R ey e e T T
5. FOUR FRECALS TRIAMELES PRINMTED IM A SQUARE LIKE THIS:
BEFORE PRIRTIRDG AFTER FRIMTIME
11 i1 11 hbkEdE -
123311 T RE ¥ HARCH 197%
1 3 s 4 31 *x F= B b T e e T T T e LT
134 4 31 4 Ar 15Uy el FHE UED THU Frl Sat!
i23321 & ok f L e T E e T T T LT
F 3P 1111 tE2aTT 1 z X
. GTARTING PASCALS TRIAMSLE [N AMY DESIRED POV & CODLUEN ] 5 ] 7 2] g 10
50 THAT & USER CAK TAPE TOGETHER SEVERAL PICTURES 11 i2 11 14 15 14 12
TO MAKE A LARGER DESIGHM. THIS OPTION EXTEMDS 18 g 24 21 22 23 24
PICTURES LIKE THOSE SHOUN IM OFTION 1 IM 34 X 34 CHARACTER 25 24 27 28 e 30 J1

LHUMKS. EWTRIEL UF TO 000 ROWS AND COLUMME ARE ACCEPTED.

e il L T P p—— S S I EAN NS E s e s R E S E s T T =T EEE

4 =



=L
1
L
30
10
sl
il
o
LEL.
130
135
140
150
170
180
190

T
PRINT TAB(25);"PASART2"
PEINT TAB{2¢);"CREATIVE COMPUTING
PRINT TAB(12);"MORRISTOMN, MEW JERSEY"
PRINT:PRINT:PRINT
RE# +#% THIS PROGRAN REGUIRES AROUND 14K FREE WORK SPACE
REW +%+ TO DBTAIN LARGER PICTURES, EXPAND THE ARRAY IN LIME
REM +++ 110 TD P(72,72)
DIA P134,36)
PRINT * THIS PROGRAN CREATES ARTIST DESIGHS BASED ON"
PRINT “PASCAL’S TRIAMGLE,™
PRINT “DO YOU WAMT & LIST OF DPTIONS®;
INPUT 514
IF LEET${§19,10<>"Y™ THEN 430
PRINT “PLERSE TEAR OFF THIS LIST AND SAVE OR POST FOR FUTURE REFEREMCE®
3 T Tt "

00 PFRINT “t. & SINGLE PASCALS TRIAWNGLE PLAYED BACE LIKE THISz"

i PREINT ™ BEFORE PRIWNTING AFTER PRINTIMG®

2306 PRINT O | thz"

230 PRINT ™ 23 # a0

4% PRINT " 1314 #ok

230 PRINT "2. & SIHNGLE PASCALE TRIAWGLE PLAYED BACHE LIEE THISz“

Z&0 FRIMT “ BEFORE PRINTIHG HFTER PRIMTING"

270 PRINT " i (A

B9 FRINT " T 1 LE

290 PRINT ™ 121 x x"

J00 PRINT "3. & SIMGLE PASCALE TRIAMGLE PLAYED BACK LIME THIS:™

310 PRINT = BEFORE FRINTING RFTER PRIMTING"

220 PRINT * i L

J30 PRINT = 121 * &

J4G PRIHT © 1331 LI

350 PRINT ™4, TWD PASCALS TRIAMGLES PRINTED BACK TO BACE LIKE THIS:"
JA0 PRINT © BEFORE FRIRTING AFTER PEINTING™

30 PRINT ™ 1110 LT

age FRINT ™ 1201 3"

aTr FRINT ™ 1021 r "

400 PRINT ™ atf 11 EEE R

410 PRINT 5. FOUR PASCAL TRIAWGLES PRIMTED M & SOUARE LIKE THIS:"
420 PRINT ™ EEFORE FRINTING AFTER PRINTING®

430 PRINT ™ FET 1111 EFTIITL

440 FRINT ™ it 2 21 " e

480 PRIHT 1 1 * "

160 FRINT ™ | 1 . M

470 PRIMNT " i2 2 ® L

180 FRINT " 1Tt1111 dEEEHE"

190 PRINT "&. FOUR PARICALS TRIAHWGLES FRIHTED IN & SOUARE LIKE THIS:z"
300 FRIWT ™ EEFORE FRIMTING AFTER FRIMTIWG™

310 PRINT " 111111 EYEETIT Y

520 PRINT ™ 1233121 * kE EV

930 PRINT " 136431 & Ev

o40 PRIMT * 134 é 31 *% k"

S50 PRIMT © 123321 N

560 PRIMT = 1T 11 1 %1 RS E S A

SM PRINT =7, GTARTIMG PASCALS TRIAHSLE IN AMY DESIRED ROU & COLUHN"
SR0 PRINT ™ S0 THAT A& USER CAN TAPE TOGETHER SEVERAL PICTURES™

370 PRINT ™ T H4KE A LARGEE DESIGM. THIS OFTION EXTENDS™

A00 PRINT * PICTURES LIKE THOSE SHOWN IN OPTION 1 IN 3& X 34 CHARACTER®
410 FRINT ™ CHUMES. EMTRIES UF TO 1000 ROUS AND COLUMNS ARE ACCEPTED.®
G20 PRINT Mmmrr e c e e s s s e o et e e n
430 PRINT “"WHAT-S YOUR PLEASUSE (1,2,3,4,%5.4 OR "

a40 INPUT 0

adl I[F O<=7 AHD D:=1 THEM &4t

&55 PRINT “I“H SUPPOSED TO BE YOUR FRIEMD, S0 HOW ABOUT IT:v:0070 &30

adl PRINT "YOUR PICTURE SHOULD HIGHLIGHT THE MULTIPLES OF WHAT NUNBER":

a0 INPUT @

480 PEINT "WHAT CHARACTER WOULD YOU LIKE THE COMPUTER TO TYPE REPRESENTING®
a¥0 FEINT "THE HULTIFLES OF *j0; *{ENTER " “~ FOR & BLANH)";

200 IMFUT 5%

710 PRINT "UHAT CHARACTER WOULD YOU LIKE THE COMPUTER TO TYPE REPRESENTIMG"

720 FRINT "EACH OF THE OTHER HUABERS [N THE PATTERN (ENTER - “~ FOR & ELANE)";
JI0 IHPUT T®

J40 FF 0=7 THEN 780

-1t
-
Ar
780
aeg
a10
a0
Ji0
40
434
20
30
a0
250
Fa0
L
T80

PRINT "HOM MANY ROHS AND COLUANS IN THE ARRAY (34 IS MaX.!™;
EHPUT T

If T>36 THEW PRINT "BE REASONABLE!":B0TOD 750

FRINT "WOULD YOU LIKE & CALENDAR PRINTED WITH YOUR PICTURE®:
IHPUT RS$

IF LEFTSCRSS,1)<>"Y" THEW B50

PRINT "WHAT YEAR BETWEEN 1400 AND 2300 WOULD YOU LIKE™:
THPUT 19

IF V¢ (30FF-YF)<=0 THEM PRINT “EVEN I MAKE MISTAKES!":60T0 820
OM 0 6OTO 940,2190,2330,1210,1510,1510,2550

REM TINE T0 CREATE AND FRINT # SINGLE PIECE OF PASART

REN FIRST BUILD THE PASCALS TRIAWSLE

FOR R=1 TO T

FOR C=1 T0 T

IF (R-1}#(C-1}=0 THEM 1010

PIR,C1=P{R-1,C1#P(R,L=1]

IFf PLR,E)CO*0#0 THEH 1020

128

990 PIR,C)=PiR,C1-0+0

1800
1810
1920
1830
1040
1850
1040
1070
1080
1090
1100
110
1120
1130
1140
1130
1140
1170
1180
1190
1200
1210
1220
1230
1240
1250
1240
1970
1280
1290
1300
1310
1320
1330
1340
1350
1340
1370
1380
1390
1400
1410
1420
1430
1240
1450
1440
1470
1480
1490
1500
1510
1520
1520
1540
1550
1540
1570
1580
13%0
1500
1410
1520
1630
1540
1550
T4E0
1670
1880
1550
1700
1710
1720
1730
1740
1750
1740
1770
1780
1790
1800
1810
1820
1830
1840
1850
1840

ROTD wHP

FIR,Ch=

NEXT C

HEXT R

FEH TIHE TO PLAY BACK THE TEIAWGLE WITH AN ARTISTILC FLARE
IF D<£*3 THER 1070

LET T=T&zZ=]

Foe B=1 100 T

FOR C=1 TO T

IF PiR,CI=0 THEW #130
IF(PeR,CH/R-INTIPIR,CH 00 3eB L, 95 THEH 1134
PRINT T&;

GOTD 17146

FRINT S%;

KREXT [

FRIRT

HEXT R

[F LEFT®IRI%,1)="7" THEH 3240
FOTD 371¢@

REM OFTIGH 4 LINES 12t0-1490
RE¥ TIME TO CEEATE aAaMD PEINT & DOURLE PIECE OF FASART
=

REM BUILD THE WUPPER LEFT HANE CORMER OF THE ARBAY
LET =1

FOR E=1 T W

FORk C=1 T0 Z=1

IF (B=1)s{C-F)=) THEN 1310
Pif,L)=FiR=1,CI4P(R,L-1}

[F PLRLCI{BwEwD THEN 1320
PiR,LI=PLR,C) -0+

FOTOD 71289

PiR,CI=1

REXT @

I=F-1

HEXT R

REH BUILD THE LOMWER RIGHT HALF DOF THE ARRAY
I=i

=z

FOR &=F TD 1 STEF =1

FOR C=F TH K STEFP -1

[F (R-Zi&{C-LFl=d THEH 1450
PAR,Ci=PLR,C#114E(R+1,0)

[F PARLCH{O®O+0 THEN 1440
PUR,CI=FLR,CI-0+0

GOTO 1430

PIR,LI=1

HEXT C

H=M+1

HEXT R

GOTH 100

REN DPTIONS 5 AND & LINES 1500-2124
fi=0

REW BUILD THE UPPER LEFT CORMER OF THE &RRAY
=T

I=IMTIY#A2

BSeZ42

=T

I2=Tt

e

I4=I3

I9=x9

FOR I=1 TO 21

FOR J=1 T I

IF {Jd=1¥e0I=-10=0 THEN 1480
PUT,JI=PLE, d=1 }4PLT=1 )

IF PLI,J1<p40+¢0 THEN 1490
PUI,J12P {1, }-0+]

GOTD 1450

FiI,Jill

MEXT .

IF =4 THEM 1720

L=L=1

HEXT I

=1

REM BUILD THE UPPER RIGHT CORMER OF THE AREAY
FOR I=1 TO I1

FOR J=Y TO f£5+41 STEP -1

IF I=1 THEM 1830

[F J=¥ THEN 1830
FII,Jo=PiI, 1 04801-1, 0}

IF PRI, J)CA*0+0 THEN 1340
PEI,JisPOl, Ji=iad

GOTD THGD

POTdb=1

HEXT J

IF (=& THEW 1870

LTS



| B70 MEXT I <018 Fuk RERI+L TQ RI+SD

JEA0 H=22 2820 CERI=CIRI+CL{E-1}

EY0 RER BRUILD THE LOWER LEFT [ORNER OF THE AEEAY I8T0 IF ci{RM{O=0+Q THEN 28H&]

400 FOR I=Y TO X4+1 FTEF -1 2840 CUR}=C{RE}=-0%Q

1910 FOR J=1 TO I2 2850 6070 28348

1920 IF Jwl THEM 1980 4560 MEXT W

1310 EF I=Y THEM 1980 2B REM #+* IF TIA{1)-T<& THEHW Z8F0

1P PR, J) P T, J=03+PF (141,00 2880 GDSUE 3210

1¥50 IF P(L,J)cR=0=Q THEN 1990 2890 HEXT C

1760 P, J3=P(I, ) =0kE 2900 FOR €=1 TD 72

i#70 BOTOD 1999 2018 PO Ci=ROCHIE-1)

1980 P{I, =1 2920 PLC, 1 1=C{C+R1=-00

1990 HEXT J 3930 MEXT C

2000 IF =46 THEN 2020 2940 FOR R=2 TO 22

g I2=12-1 2950 FOR E=2 TO 72

20 HEXIT I 2940 PR, CI=PIR-T1,CHPIR,C=1}

2030 M=I3 2970 IF PeR,Ch<Q+R=0 THEW I008

040 PEN BUILD THE LOWER RIGHT CORMER OF THE 4RRAY 2980 FiR,C)=F(R,C)-048

2050 FOR I=Y TO #H+l STEF -1 2990 BOTO 2970

2040 FOR Je=¥ TD ZI41 STEF -1 3000 REXT .C

070 IF J=Y THEM 2130 3010 REH #+= IF TIH(1I=-T<4 THEHR 3030

2080 IF I=Y THEN 2130 3020 GOEUE 3314@

2070 PlL,JJ=F{I+1,j]+Fi[,J+1] 3030 MHEXT F

2900 IF PII,Jk<0+0%d THEH 2140 Jg40 Gosue 1214

2100 P{L,J¥=P0L,1-8x0 1050 PRINT

2120 6OYDH 21400 J0E0 PRINT

2830 P, J0=1 970 FOR BR=1 TO 20

2940 HEXT J J080 FORE C=1 Tl M0

2450 IF O=4 THEM 2170 - 3090 IF (PIR,CH/B-INTOPIR,CH 01 )40<.FE THEN 3120
2140 I3=T3+1 J100 PRINT T35

270 REXT 1 3110 GATO 2134

2180 BOTO 10 F120 PRINT 545

2190 REN PASFORM C OPTION 2 LIMES 2150-224% 3130 WEXT €

2900 FOR R=1 TR T 3140 REH #=¢ IF TIM(1)=T<& THER J140

22110 FOR Cwt TQ T 3150 GOs50pE 3210

2220 IF CYR THER 2300 3140 PRINT

2330 IFCC-1)=0 THEW 229@ Ji70 HEXT E

2240 IF R=C THEN 22%d J180 FRINT

2350 LET PIR,CI=PLE~1,C=1 4P IE=1,L] J190 PRINT

2340 IF Piﬁrtlfﬂtﬂtﬂ THEW 2300 200 BOTO 1179

2270 LET PIR,Ch=F(R Ly-U20 3210 FEINT " 3

2PEQ BOTO 2240 3230 REN #&v LINPUT 4%

2290 LET P(R,C)=1 3230 REW ##+ T=TIH{I}

2300 NEXT C 3244 RETURM

2110 MEXT R J250 GOTO v170

23120 60TO 1040 d340 REH TALENDAR

2330 REM FASFORH & OPTION 3 LINES 23270-2480 JaM0 LET XI=Y®

2340 IF T<=34 THEHR 2370 280 REM LIMES 3240-3440 PRODICE & CALERDAR

2350 PRINT “HAX. OF 34 ROUS ALLOUED WITH THIS OPTIOH...HERE THEY COHE" T390 REX PROGRAN IS A& SUBROUTINE THAT USES VARIABLE X=YEAR -OF CALENDAR
2360 LET T=3d J300 EEH

2370 LET Pi1,Th=1 I310 C=4

2IB0 FOR R=2 TD ¥ 3320 FOR J=14600 TO X STEFR 1

2370 LET L=1 A330 IF J=X THEM 33710

Fq0d EF CHT+2-1 THEN 2539 3340 TF JF4 <» IHTLJ/4) THER 3380

2410 IF R+C=T+1 THEN 2470 3350 IF 1J-1700rs0 -1 000 3 J=1900 pe (J=2 0000 # 0 2200 k4 J=-2300 b ul) THEH 33B{
430 IF L=1 THEHR 2480 J360 C=0+2

43I0 LET PUR,CI=PIR=1,C=1)4FI{R=1,0+1} 370 60TD 33TG

2440 IF POR,CHCD40%3 THEW 2480 ) JI80 C=C+)

2450 LET PIR,CY=PIR;C}=G+0 J390 IF C47 THENW T4t

2440 GOTD 2440 J400 C=C-7

2470 LET PMR,Ch=1 J410 HEXT J

2480 IF R+C<T+1t THEN 2514 J470 PRINT

2490 LET C=[+2 2430 FOR R=1 TD 12

2500 80TOD 2400 J440 READ A%

2H10 LET C=C+1 J450 PRINT TaBCt7)pA%;" "3X

F520 GOTD 2400 3440 READ B

2330 HEXT R J470 IF %54 € INTENA4) THEH 3300

540 BOTO vO40 3480 IF &% <» “FEBRUARY™ THEH 3500

2550 REH OPTION # LINMES 2340-=3170 470 LET B=B+1

2570 REH PUSHES THE BOUMBARIES WaAY 0BT 3500 KEH TIME TO PRINT THE CALEHDAR FOR THE YEAR X
U580 REM HOTE THE PROTECTION AGAINST THE TIME OUT PROBLEH ON UNIYW $110 IE10 PRINT "esszmemeswssssoscssssssscssssappmessssssst
2590 PRIMT “UMWAT UILL BE THE CDORDIWATES (K,C) OF THE UPPER LEFT CORRER™ J520 PRINT "PSUN HOH TUE HED THU FRI SaTL=
2400 FREIMT "OF THISE SECTIOR"3 3530 PRIMT "=====;===================::v:n==========="
J&TG TMPUT R1.CH 3340 FOR B=1 TO B

2620 DIA RE1O0QY , COR0E0) 3350 PRIHT TaBcasl)3D;

2530 REH #%e TaTIH(1D J540 LET £=CH

2640 FOR L1=1 TO 72=2FO0R LZ=1 TO 2Z:FIL1,L2)=04HEAT LIsHEXT L1 3570 IF CA7 TRHEW 300

J550 FOR L2=1 TO FOO0:RILZI=13CIL2r=12HENT L2 J580 PRINT

Z&F0 IF RK1=1 THEH 27B0 J9%0 C=0

FHAG FOR R=2 TO f1 J400 REXT D

2670 FOR C=2 TH Ci+72 J610 PREIMNT

QP00 ROCI=RACI+RIC—1) JaZ0 FR_"fT e T TEl Lt T T E e T L EE e L b ke
a0 IF BACh<Oe+=8 THEM 27490 430 FOR Put T0 3

2720 R{CI=R{CI-Qerd J640 PEIMNT

J730 BOTd 2714 J450 MEXT P

2740 MEXT C J660 MEXT B

2750 BEA =+& IF TIA{1)-T<& THER 277% 3670 DATA “"JAWUARY" ,31,"FEBRUARY" 28, "MARCH" 31, "APRIL® 30,"H4Y™, 3]
2760 BDSUE 3214 J4B0 DATH "JHHE“.}D,'JHLT‘,31,'ﬁHEUET',El,'BEFTEHBER",3ﬁ,“UEFﬂEEH'+$l
2770 WEXT R 3490 DATA "NOVEWMBER" ,30,"DECEKBER",31

2780 IF Ci=1 THEM 2900 J700 REM THE EMD

2790 FOR C=2 TD C1 3710 END

2800 CORYI=RLC) i)

4 9°F



PINBALL is, naturally enough, a
simulated 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 iz on the lines
numberad 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 also 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-
Iy, bonus points are awarded atthe rate
of ten per tab at the end of a ball.

6) Printing pictures of the fable.

Lines in the six thousand range print
a picture of the pinball table, 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 jackpol.

The ball is "pounced” 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.

R

FINBALL

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!

Finball was conceived and written by
Donald-Bruce Abrams.

CREATIVE COMPHTING
NOBRISTOMN, NEW JERSEY

WELCOHE 70 COEPUTER PINBALLE!

UOULD YOU LIKE IWMSTRUCTIONS TO THIS

FARTASTIC GA#EY YES

THE RULES OF COKPUTER FINBALL ARE FAIRLY STHPLE. YOU GET & TOTAL OF

FIVE BALLS. IF YOUF SCORE HORE THAH 1400, YOU GET A SIXTH BALL. IF
YOUR SIK BALL SCORE IS HORE THAM 2200, YOU GET A SEVEHTH BaALL.

THIS TABLE HaS THREE FLIFPERS, EACH OF OF WHICH PROTECT AW DUT CHUTE.
HOWEVER, TKIS SET RIFFERS FROM OTHER SETS, SIHCE YOU HaY DMLY FLIP
TUD DF THE FLIFPERS ANWY TINE THE BALL APPROACHES THE CHUTE.

HOTA BEWE: YOU DO MOTE!: EHON FOR SURE HHERE THE BaLL 150!

80, IF YOI FLEF THE WRONG TUQ FLEPPERS, YOU LISE THE BALL. AND' THE

WEXT BA_L IS PUT IKTD PLAY.

Y0¥ CAM GET & PICTURE OF THE TaRLE EVERY TIHE THE RALL HITS
AR DBJECT, ST THAT HAY BELF VDU SOMEMMAT. ALSO, YOU ARE TOLD WHERE
THE EBALL IS ERCH TIME IT HITS(EVEM IF ¥OU DOWM-T GET A FLCTURED.
THERE 15 SOHE LOGIC TO THE CHOICE OF FLIPPERS, BUT 50ME LUCK I8 IWMVOLVED, TOO.
THE FLIFPERS ARE WUHEERED 1,2, AND 3 FRON LEFT TO RIBHT, AND ARE SHOMWN

OF THE PICTURE BELOM AS “17 HARKES.

SINCE LUCK PLAYS ONLY A& SHMALL PART I® CHOOSIMG THE CORRECT FLIPPER.
TOU HILL DO FOORLY 1F YOU JUST GUESS WHICH FLIPFER THE BaLL 13

HEADED TOUWARD. ..

THE TABLE LOOES LIKE TRIZ:
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FRSFRYRITERREEE R e
THE CERTER BUMPER{S) IS THE JACHPOT!
THE BALL IS PUT IHTO PLAY THROUEH THE UF ARROWL™), AND GOEL UP ANE
AROUMD, WHERE IT IS DEPDSITED OW THE UFFER HALF OF THE TABLE.
f4Y BOUMCE FROM THE SIDE OF THE TABLE, AMD HAY BOUMCE UP FROM THE
_ITHES DN THE STBE{=1} AWD FROM THE DPIAGORALS(Y ANE /) AT THE BOTTOH
}F THE TABLE. THE BUNPERS ARE IMDICATED BY STaRS(*).

FLIPFERS ARE SHOWH A5 EXCLAMATION POINTSL! OR 11},

THE BALL HAY G0 OUT OF PLAY THROUGH ONME OF THE FOUR HOLES IN THE BOARDIQ)D,

EN WHICH CASE YOI SILL GET A EOWUS BUT LOSE THE BalL.

THE BALL

GATES ARE SHOUM BY THE MUMBERS 1-%, AHE HHOCH-DOUN TARE ARE SHOWH

A5 THE LETTERS A-J. YDU BET A EOWUS FOR THESE AT THE END 0OF
i BALL, AMD IF YOU KMOCE ALL OF THEM DOUM YOU GET & SPECIAL BONUS...

e+xEVERT ONCE IN A WHILE, I WILL SHOW YOU & PICTURE OF THE
TABLE 45 IT HITS SOMETHIMG. THE BALL IS SHOWN &5 THE #.

THE BALL IS MOW AT € 2 , 11 ).
0 RECEIVE 15 FPOINTS FROM THE BUMPER AT 5 , 10 .
SCORE: 15

TAF H DMIEN...

TOU RECEIVE @ FOINTS FRON THE BUMFER AT & , 14 .
JLORE: 23
YOU RECEIVE
JCARE: 35
BaLl APPROACHIME FLIPPERS.
IR THE FORM: X,7 7 2,3

THE BALL I5 ROW AT 7 , 10 ).

TOU RECEIVE 54 FOIRTS FROM THE BUMPER AT 7 ,
SCORE: BY

12 FOINTS FROM THE BUNPER AT ' 9 , 8 .

ENTER THE TUD FLIPPERS YOU WISH TO FLIP

10 .

TaE H DOWN...
YoU REGEINE =3
SCORE: 1283

POINTS FROM THE BUWPER AT % , 11 .

YOU GET &0 POINTS FRON GATE 4
BCORE: 1143

BALL APPRDACHING FLIPPERS.
IK THE FORMz X,Y ¥ 2,3

THE BALL I5 MOE AT ( B , 2 3,

YOU RECEIVE 72& FOINTS FRDH THE BUKPER AT
SCORE: 1349
YOU RECEIVE 37
SCORE: 1404

ENTER THE TWD FLIPPERS YOU WISH TO fLIP

g, 2.

POINTS FRON THE BUHPER AT & , 2 .

Tak A DDUK...

YOU GET 45 POINTS FROM GATE 2
BCOREz 1431

fAE F DOUNM...
YO RECEIVE
SCORE:z 14410
BALL APPRORCHING FLIFPERS.
IN THE FORH: K,¥ T 1,2

THE BALL I8 ROW AT ¢ 3 , & 1,

1 FOINTS FRON THE BUMFER AT 9 , B .

ENTER THE TUud FLIFFERS YOU WISH TO FLIP

TOU RECEIVE 135 POINTS FROW THE BUWPER AT 4 , 5 .

SCOREz 1474

YU RECEIVE 49 POINTS FROM THE BUMPER 4T 13 , 5 .

SCORE: 1325

TRE E DOUN. ..

TOO PAR... TOU HAVE GOWE STRAIGHT OUT A CHUTE KOLE(“0° OM THE TAELE)

TO CORSOLE TOH, I WILL GIYE YDU AN EATRA

13 PRINTS, TO BRING YOUR TOTAL 70 1339 .
TOU HOW HAVE MAWE 1 BALLS LEFT.
TOUR BALL MNDCEED DOUM 4 Tagstd
FOR THIS STELLAR PERFORMANCE, YOU ARE AYARDED
wesrs 40 deets PRINTSIN
SCORE: 157E

THE BALL IS WOW &T € 2 , 10 ),
YOU GET 75 POINTS FRON GATE 3
SCORE: 1453
YOU RECEIVE 1
SCORE: 1454
BALL APPROACHING FLIPPERS.
IN THE FORM: X,¥ T 1,2

THE BALL T§ WOW AT ( 5 , 10 ).

YOU RECEIVE 5 PODINTS FRON THE BUWPER AT 5
SCORE: 1459

FOINTS FROH THE BLMPER a7 7 , 10 .

ENTER THE TWD FLIPPERS YO/ WISH TO FLIP

.

—r

—_— ave
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LIST

1 PRINT TABCZ25):"PINEBALL"

2 FPRIMT TRB(Z0)3“CREATIVE COMFUTING™

3 PRINT TAB{T8)"HORRISTOWN, NEU JERSEY"

4 PRINT=PRINT:PRIAT

B DI RECTOD PHO20T,LC2D

¥ GOSUE PHOG

10 Al=0zAl=0:X7=0

20 PRINT "UELCOME TO COMPUTER PIMBALLIYY

J0 PRIMT "UOULD YOU LIKE INSTRUCTIONS TOr THIS "

33 FPRINT "FANTASTIC GAHE®Z

40 IWPUT 0%:IF LEFTS(0%,.1}="¥" THEN GOSUE 1010:G0TO 50
43 PRIMTIPRINT "HOW ABOUT A PICTURE OF THE TABLE":
44 INFUT @%:IF LEFTS{0%,1)="Y" THEN GODEUE &Q10

30 PRENToPRINT:B=5

e S=0if=0

60 TH="RBCNEFGHIJ® : FRINT

&1 FOR =1 TO 10:zR$LZI=" "zNEXT Z:23=0

0 A1=0

71 oAaT=q

B0 EF Bo=0 THEW 290

100 Ledd=2+INTIRMB(T kA ) :LA2N=TNT CRMOCT }e14 )41

T10 C=1+INTORND ORI #7 ) R0 =0

T20 PRINT “THE BALL IS MOW AT eepL0tbg", mpnl2ig ).
130 IF HIDS(OPSLLCT)D,L020,10=" "THEN 130

140 G0SUR I010

130 IF A7=7 THEN Z80

160 IF &1<>4 THEN 180

170 40TD 280

T LO1N=L(1k41

190 at=0

200 LO2d=LiZh+INTOI4+RMO(1 I£T =2

210 IF Le2¥2 DR L0225 THEN LO1D=L Ot )+INTOI+RROCE F233=2
213 IF LU20<2 OR LOZ2Y213 THEW L(Z)=INT(2+RHDCOTI#13)
230 IF LC13¥»=2 AHD L{1¥<=20 THER BOTO 130

200 LET)sTRTCI+RERIT 47}

250 GOTD 139

240 GOSUE 4019

270 IF md=% THEM 400

280 ON ¥7+1 BOTO &0, 3440

285 PRINT"YOU HAVE PLAYED YOUR SEVENTH BALL &ND SCORED ™3P3™ POINTS"
2846 FRINT"YOU RE WERY GOOD!*:GOTOD 9997

290 PRINT °YOU HAYE PLAYED YODUR FIMVE BALLS, #WD HAVE SCORED®
294 PRINT "4 TOTAL DF *SF;"™ POINTS."

300 IF P<1400 THER F7%%

305 PRINT:PRIMT "#+: BOHUS BALL s

310 B=B+1

220 X¥=t

T30 GOTD 40

33 PRIRT =¥0OU H&VE PLAYED YOUR SIXTH BALL #MD SCORED ";P;'" POIHTSE"
41 =2

350 IF PC2200 THEN 7909

ddd FRINT:PRINT "#+® BONUS BALL wes”

J50 B=B#i:5=3

370 BHOTO &0

Je0 BOTD 010

3 BOTD 154

00 LO1isI+INT(RHBOY b7}

405 LE23=2+#INTIRHDIT b 213) al=02¥=0

410 6OTD 114

1010 PRINT:PRINT



1030 PRINT “THE RULES OF COMPUTER PINBALL ARE FAIRLY STMPLE. YOU GET A TOTAL OF"

Lishin 1040 PEINT “FIVE BALLS. IF YOU SCORE MORE THAK 1500, YOU GET # SIATH BALL. IF-
) 1043 PRINT “YOUR SIX BALL SCORE 15 WORE THAN 2200, YOU GET 4 SEVENTH BALL.™
Cowtiw ved 1040 PRINT:PRIMY “THIS TABLE HAS THREE FLIPFERS, EACH OF OF WHICH FPROTECT AN OUT CHUTE."
1070 FRIMT “HOUEVER, THIS SET DIFFERS FROM OTHER SETS, SIMCE YOU HAY DMLY FLIP®
- T0EQ PRIMT “TUO OF !I-IE FLIFFERS AMY TIARE THE BALL APPROACHES THE CHUTE."

1370 PRINT "HOTA BEME: YOU DO WOT!!| KENOM FOR SURE WHERE THE BALL 151:"
1023 PRIKT *50, IF YOU FLIP THE WROHG TWOD FLIFPERS, YDU LDSE THE BALL, AND THE®
1073 PRINT "NEXT BALL IS PUT IWTO FLAY.®
10%F PRINT = TOU CAM GET & PICTURE DF THE TaBLE EVERY TINE THE BaLL HITS™ .
1398 PRINT “#N DBJECT, SI THAT #AY HELF YOU SDREUHAT. ALED, YOU ARE TOLD WHERE"
TOF% PRINT “THE BALL IS EALH TIHE IT HITSCEVER IF TOU DOW'T GET @ PICTHRE).™
tige PRINT “THERE IE SOME LOGIC TO THE CHOICE OF FLIPPERS, BUT SOME LUCK IS IWVOLVEL, ToG.®
1310 PRINT “THE FLIFFERS ARE WUWBERED 1,2, AMB 3 FROH LEFT TO RIGHT, AND ARE SHOUK®
1120 PRINT "DM THE FICTURE BELOW A5 “!1° HARKS."
1123 PRIMT "SIHCE LUCK PLAYS DMLY & SHALL PART IM CHOOSING THE CORRECT FLIPPER,"
1125 PRIMT “vOu WELL 0O POORLY IF YOU JUST BUESS HHICH FLIPPER THE BALL IS
1127 PRINT "HEADED TOHARD..."tPRINT:PRINT:PRIFTTHE TABLE LOOKS LIKE THIS:®
PR30 PRINT “eddsdstisdadstss " ;PRINT:PRINT:FOR Z=1TO20:PRINTPS$(ZH:=HERT T
TI40 FRINTIPRINT:PRINT®®etesert ez ies™
1230 PRINT "THE CENTER BUMFER(%) IS THE JACKPDT!I®
1280 FRINT “THE BALL IS PUT INTD FLAY THROUGH THE LF ARRCUC"Y, aND GDES UF ANE "
1250 PRINT "AROUKE, WHERE IT IS DEPOSETED O THE 4FPER HALF OF THE TRBLE. THE EaLL®
1240 PRINT "KaY BOUKCE FROK THE SIDE OF THE TRELE, AND HAY BOUNLCE UF FROK THE®
Y243 PRINT "LINES OH THE SIDEC=} ARL FROK THE DIAGOMALSCN 4ND S} AT THE BOTTOK®
1270 PRINT “OF THE TABLE. TYHE EUNFERS ARE IMEICATED BY STARS(#)."
1280 PRINT " FLIFPERS ARE SHOWH A5 EXCLAHATION POINTSC! DR i,
1285 PRINT “"THE EALL HAY &0 OUT OF PLAY THROUGH ORE OF THE FOUR HOLES IM THE BOARD(C), ™
1290 FPRIMT "I# UHICH CASE YOU WILL BET A BONUS BUT LDSE THE BALL."
1300 PRINT GATES ARE SHOWW BY THE RUHBERES 1-9, ARD EHOCH-DOWN T4ABS ARE SHOWR"
T30 PRIMT "AS THE LETTERS a-J. TYOU GET A BOMUS FOR THESE AT THE EHD OF™
1320 PRINT "5 BalLl, &nD LF YOU EROCK &LL OF THER DOWH Y(H] GET & SPECIAL BONUS..."
1330 PRINT:PRINT®+weEVERY OHCE IN 4 WHWILE, I WILL SHOW YOH & PICTURE OF THE"
1340 PRINT "TABLE A9 T HITS SOMETHING. THE BALL IS SHOUM 45 THE #.°
T3 PRIRTPRINT RETURM
2910 IF HIBSCPSOLOTR) LO2), vhe™E™ THEM 2070
2020 IF INTORMDCV)#.50=031 THEM 2022
2021 IF MIBSCPSCLODR) LO2), 1™/ ORNIDSCPOLLOT) ), L0301 02"1"" THER 2140
2022 SBSIMTIRMDOT =841}
2023 FOR 57=1 10 SBIPRIMT CHRS(7);:MEXT 57

Run continuad

TRF T DOWK... 2027 IF MIDSUPSCLOD L0201 14" 1 AN HIDSCPRILI0ED,L42), T k2="a" THEN 2190
YOU RECEIVE & POINTS FROH THE BUMPER AT & , 14 . 2040 403UE 30190
SCOREs 1444 2450 RETURH

2070 PRINT *TDO baD... YOU HAVE GONE STRAIGHT OUT & CHUTE MOLEC 0" OM THE TABLE:.
2079 PRINT "TD CONSOLE wOWw, I WILL GIVE YOU AR EXTRAY

T4E H IOEM... o 2090 D=INTIRMEDLTIeT41}
BALL AFPROACHMING FLIPPERS. EMNTER THE THD FLIPPERS YOH WISH TO FLIP 2100 P=P+g
IM THE FORM: %,% T 2.1 2110 PRINY 0z POINTS, TO BRING YOUR TOTAL TQ =iP;v."
THE BALL IS MOW 4T ( 8 , 9 ). 2114 FRINT "YOU #0U HAVE HAVE “7B-1:" BALLS LEFT."
YOl RECEIVE 32 POINTS FROM THE BUKFER AT ¥ , 8 . 2120 B=B-1
SCORE: 1474 2930 Wim?
YOU GET &0 POINTS FROK GATE 8 T140 G0SUE SO0
SCORE:  175& 2190 RETURN
EALL APPHCACHING FLIPPERS. ENTER THE THO FLIPPERS YOU UISH TO FILIP 2940 L{1b=l ()4 0 14INTIRNELT )4 v ={ 14+ INT RN ] 14423
IM THE FORM:z X,Y Tt 2,3 FIP0 LE2=24IHTCRHDET 1414
THE BALL 15 HOU AT ¢ 5, 3 1, 21890 RETURN
TO0U RECEINE 57 POINTS FROM THE BUNPER 4T & , 3 . 2990 PRINT
SCORE: 1812 2200 FOR A=) TR 10
HALL APPRDACHING FLIPPERS. ENTER THE THD FLIPPERS ¥4 WISH 70 FLIP 2203 IF R$LEI=HIDS(PIIL(T1},L¢2),1) THEM 2375
IR THE FORM: X,¥ 7 1,3 2204 HEXT R
THE BALL IS MOM AT ¢ & , 4 2. 2205 I3=ZI+1zR$CZII=AIBSOESCLOIN,LE2),1)
SALL AFPROACHING FLIPPERS. EMTER THE TWO FLIPPERS ¥OU WISH TO FLIP 2210 PRINT:PRINT “TRE “;R$(Z3);" DOMN..."
IM THE FORM:z X,¥ T 1,3 255 IF I3=10 THEW GOSUR SO10
THE BALL I3 HOW AT ¢ & , 12 1. 2240 RETURN
YOU GET 15 POINTS FROK GATE 4 >375 RETLEN
SCORE: 1B2E I010 IF WIDSCPSCLC13},L02),1)=CHES(8) THEM RETURN
TOU GET &0 POINTS FROM GATE 4 3015 IF AIBSCPCLCIRI,LE2),10="1" THEH RETURN
SCORE: 1888 3017 IF AIDSCPRCLLRb), L0201, v e E™ THEN RETURN
rOU GET 90 POINTS FROM GATE 3 J018 IF MIDSCPSILIIN) Ll:] 13=v~" THEW 3110
SCORE: 1578 3019 Af=0
YOl GET 45 [IMIIHTS FROK GRTE 1 J020 IF HIBSOPCLON BRI LER) T ubat THEH 3410
SCORE: 2023 F03I0 C=C=1
¥OU BET 45 POINTS FROM SATE 4 I040 IF C=0 THEN 3110
SCORE:  204B T050 IF AMIBSCPECLETDI, LA2),13="F"DRMIDS(PSILI1}),LE20,10=""THEN 3110
BALL APPRDACHING FLIFFERS. ENTER THE TWO0 FLIPPERS YOU MISH TO FLIP 3040 IF WIBSCP$CLCIMI,L420,0 ="/ "DREIDSCPSILI1) 1,020,105 -“THEN 3110
IN THE FORM:z ¥,Y 7 1,2 Tor0 IF EMTCE+RMDOIp#25i=4 THEM SOSUE &010
THE BALL 15 #OW AT C 5, 14 ). FORO IF MIBRCPS(L{1DE,L{2),10="%" THEM 3230
YOl RECEIVE 53 FPOINTS FROM THE BURPER AT & , 14 . J090 IF MIDSCPE{LE1D2,L42),10="%" THEH 3230
SCORE: 2121 3100 GOTO 3320
Y0l RECEIVE 32 PODINTS FROM THE BUAMPER 4T 9 , & .
SCORE: 2153
—_— More —
TAR T DOMM...

BaLl APPROACHING FLIPFERS. ENTER THE TWO FLIPPESRS YOO WISH TO FiLEE
IN THE FORM: X,% 1 1,2 '
THE BALL IS HOW AT ¢ 4 P 7M

TAE F DOUN. ..
O GET S FOINTS FRON GATE I

SCORE: 2243 — WOre —

14A0



cowtiuue o dlﬁ

FICTURE
FFEREEELE pdopEpdk Juig at=4
QEaCOEOEOODD Jtz0 9070 3I9e
] 0 . 4130 IF L{2:<é THEN GOTO 31ﬁu
0 £ £ % 0 3140 IF L423<11 THEN 3200 7
9 A B L D & i 4190 D=Z:iF IHT{i*HHDﬁ1J*IJﬂI THEN B= ﬂ*{I+IH11HHEE1}t1!]-2:[F =3 THEN [=D-3%
L] L ¥ H S170 RETURH
0N++ § = *10 STEQ D=1:IF IMTOTEMDOIYwdb=1 THEW D=IHTIR¥D{11edieD
0 [ 1] J190 RETUEN
O E F 6 H ¥ J200 D=2:1F IMTCV#RMDITD&2b=1 THEM D=D+THT(RWD(T)e32:IFD>3THEN p=p-3
[ % # I} 32106 RETHER
=== © manf) 230 D=q5+IMTCENOCTIY®1448)
B T HI 4N n J240 PRINT *YOU HAVE HIT THE JACKPOTIEID YOU HAYE JUST WOHR "RER" FOIRTSIN®
o & FEY O 3250 Fepeg
[ja== L] ==[ : J24% PRINT “YQU MOW HAVE ';F:" FDIHTH!'
1 I ] b} ﬂ | . A2 GBRTR J3s0 "L
- e . : 3280 BeIRTORMBCI)e64+1 2P =F+0
(1 BN Soq 3290 PRINT “Y0U RECEIVE ";3;° POIMTS FRDMN THE BUAPER AT R PRI N
0 L A ] A100 PRINT *SCOKE: e
i Y f o 3310 GOTY 3340 '
i] L [F] A320 A=156(14INTCRNDI 1)=&}z PsE+D
Hmm e —— I hmmem ey 3330 PETHT "YOU GET ":Q;® FOIMTS FRON GATE VINTDECPECLETIE LITY, 1)
© 3340 PRINT "SCORE: ";F
THE BALL ¥aS AT THE ‘¥ J360 LT I=(LC1b-TMT LS +RMBLT D ET) ) =THTC I +RND LT 220
. JIP0 LE2 =L 2 =34 INTCRHD 1 b5 41
EEEEEREE EREE NS RE . . 1186 RETURHR
TOU GET 75 POTHTS FROM GATE 2 . 33190 GOSUL 7ESO
SCORE:; 2318 J400 07D i3I0
TOU GET 4% POIHTS FROM GATE 1 AR L1 =L (1[4 INTCRNDCT b¥50 3
CCORE= 2343 FA20 LL2¥=L(20-22 1+ THYCREN{E p2dy)
3430 RETURM
4010 PRINT "BALL AFPROACHING FLIPPERS, ENTER THE TWO FLIPPERS Yo WISH TN FLEF
TAE E DOUM... ’ ) #0020 THFPUT 1% THE FORH:z .Y Malu
BALL APPROACHING FLIPFERS. EMTER THE Tl-ll.'l FLIFPERS YOU WISH 10 FILEIP %030 [F 9sD OR W=D THEN 4119
IN THE FORH: X,7 7 2,3 ’ A040 FRINT “HO, TDH HAVE CHOSEH TD PROETELT THE YRDNG FL[FFERE YU ROW HavE"
THE BALL IS #OW AT ¢ 2 , 1), 4080 PRINT B= l" BALLS LEFFT,®
BALL AFPPROACHING FLIPPERS. EMTER THE THE FLIPFERS TOY WISH TO FLIP 4070 E=B-1
IN THE FORM: X,Y 7 2,3 4080 A40=0
MO, YOU HAYE CHOSEH TO PROTECT THE VROHG FLIPFEEE. TOU HOY HAVE 4890 GOSUR SO0
0 BALLS LEFT. 4500 RETURM .
TOUR BALL KWOCHED DOUN S TAES!! ' 4110 A=
FOR THIS STELLAR PERFORMARCE, YOU ARE miRIEl ' AI20 C=IHTIT#RNDO] )45)
geet 30 Fkske POINTH 4140 RETURM
SCORE: 2413 5010 IF Z3=10 THEW S0%0
A020 IF Z3=0 THEM RETURM
TOU HAYE FLAYED YOUR FIVE BALES, AHD HAVE SCOHRED 2030 PEINT "YOUR Ball KROCKED DOWN "3Z3:" TaGgiiv
g TOTAL OF 2413 FPOINTS, G040 PRINT “FOR THIS STELLAR FEEFDEHAHEE, YO ARE AWARDED *
: 030 FRINT “rxde™ 10478, “kwraa™  sPRINT™ POINTS)(®
dkzx RORIE BALL #=# F080 P=P+10223
o TR0 GOTO %120
THE BaALL I8 404 &T { 7 180, 070 FrE+250
YOU GET 25 PAINTS FROM BATE 4 _ G006 PRINT “#ededvQU EMOCHED DOMH ALL 10 TAGS! ! sregs=
SCORE: 2488 130 PRINT “YDU ARE AUARDED 250 POINTS AME AN EXTRA BALL!!!Y
BALL APFROACHIMG FLIPPERS. ENTER THE TUD FLIPPERS YDU UISH TO FLIF G114 B=B+i
IR THE FORM: X,7¥ 7 1,! ar2y PRINT "SCORE: "IP:RETURN
THE BALL I3 WOW AT € 5 , 7 ). A010 PRINT _
TOU HAYE HIT THE JACEFPOF!!I| TOD HAYE JUST WOR 124 POINTSHY A020 PRIMTIFRINT® P I £ T U R E ™:PRINT"tetesrissdd ahpag®
TOU ROY HAME 2414 POLIRTS! A040 FOR D=1 TO L{1)=f:PRINT PECO)<NEXT
Alag PRIMT HIH!{FI{L{1I!,I.lt!l-l]:"ﬂ';HIDl{Pi{L{1}#,LIIJ+I.1A-L{EJJ
A050 FOR B=L{10+41 TO 20:PRIMT PSIQ):4EXT 9
TAE & DOUN. .. SO0 PRIMT:PRINT“THE BALL WAS AT THE “B-":PRINT:PRIHT"Sterdssddprttees?
YOU GET &3 POINTS FROM SATE 4 H100 RETURM
SCOEE: 2874 ' ) JHE0 L(ZIafgRE (L 2 -24INTCI+RNDIT T4
YU RECEIVE 30 POINTS FROM THE BUMFER AT ¢ , B . F840 IF L{2)<=15 THEN RETURM
SCORE: 2724 ’ ) . FEFD L2 at#IMT(HRD(I £ 15 eRETLRY
YOU GET 75 POINTS FROM GATE 2 . FEUE PEepi=m M
SCORE: 2799 FE01 FOR Q=1 T4 12:P8d1 )=P3010+"CY+CHRACA 4" )" s HEXT 0
TOD BADsws YOU HAVE GONE STRAIGHT OUT & CHUTE MOLE(- 0" 0N THE TABLE). 9502 PS¢1icPgi]i4r =
TO CONSDLE Y0U, T YILL GIME YDU AM EXTRA F510 PHL2I=" ] n-
41 POIMTS, TD BRIMG YOUR TOTAL TH 2840 . ) 2520 PECII="0 §F % % o
YOU WOW HAVE HAVE © EALLS LEFT. . c 9830 Pe(&)="0 & B C 0 @«
¥OUR BALL KMOCKED DOUM 1 TaGSIE 7540 FI5I="0 C I a=
FOR THIS STELLAR FPERFDRMANCE, YOU ARE AUARDED DIa0 PEL&e"0 & £ § 4 0=
EEeke 10 geexe POINTSY! 560 FHIFY="D0 LI g
SCORE: 2850 ) Q570 PEiAt="0e E F O H Q"
TOU HAVE PLAYED TOUR SIXTH BALL AMD SCORED 2850 POINTS! PI80 PRIFi="D ¥ ¥ ¥ a1
FIPe PE{1QN="0=== musf™
vk BONDS BALL +#+ TA00 PEOI1Y="0 1 2 3 4 5 [
Fal0 PHCi2)="0 » & 7 3 9 * Q"
THE BALL IS NOW AT © 3 , 13 ). ' Fa20 PRI )="Qe=s i ===[*
YU GET &0 PDINTS FROMW GATE 5 FAI0 PEC14="0 & 0 o o
SCORE: 2718 Fa4L PEU1ISIS"1)E rep
HaLL APPROACHING FLIPPERS. ENTER THE TWO FLIPPERS WOU WISH T4 FLIP  F450 Fsipatevg o doooe
IN THE FORM: X, 7 7 1,2 Faa0 PELITI="D0 LR 0
HE, TO0U HAVE CHOSEN TO PROTECT THE UROMG FLIFFERS. YOU NOU HAVE FE0 PECIEYE"D Y 4 oe
& BALLS LEFT. FEB0 PEC1TI="D LI "
fH0 HAVE PLAYED YOUER SEVERTH BAEL AMB SCORED 2910 POIKTS! FEP0 PRI\ mmmm s [ P
TOO-RE WERY 8D@B! F700 RETURN
COME PLAY aGAIN SOHETIMEY! 9909 PRINT "COME PLAY AGAIN SOMETIME!!®zEMD
i3 Nk

194



Rabbi¢ €Chase

Seemingly, the purpose of this game
is to chase-down and catch a rabbit.

cheating (except for maybe the first
time you play).

LIST

10 PRLNT TAB(IFF:"RABNIT CHASE"

20 FEINT TABC153;“CREATIVE COMFUTING

30 PRINT E‘M_‘P’UTJ
v - . . . 2
g‘;:;‘; t::Isc;ﬁbagplsraanraa?%ﬁwﬁ 'g:i Suggested Modifications 10 pRinT NEL JERSE
i 1. Change the program an .
direction. You can run at least as fast as u:hr:-r:rs!:;e }fﬂufml?n Spggdthatynuc log Len 1 1" IS THE SGUARE OF THE CAPTURE DISTANCE
the rabbit, maybe even faster (the 5 Thogameis much morechallenging 115 REW - IWITALIZE VELDCITIES AND POBITIONS
computer will decide). You must get when the “capture distance” can be 125 LET VIsINTIRNT(1)#104. 51410450
within 20 units of the rabbit to be able to - : 4 130 LET U2n(INTCRMD (1 b%24,5)41 1400
. varied. A distance of 50 units is a -
catch him. Before each hﬂp the . ; ) 135 LET X1=CIRTORMDCT b eA00i+ 100 beSENCRRT (T - %)
i ) - cinch, 15 units may make you wish =CINTORMB ] PeaD0 )+ 100 -5}
computer will print out your position ' _ 0 LET TI=CIRTORMD T YRA00 1+ 106 ) ¥SERIRNDLT I~ 5)
the rabbit’ p't'ﬂ th 1Jﬂru:lir pt' the for scratch paper, 5 units willrequire 145 IF Yi=0 0RF ¥t=0 THEN 135
Cpaoolts position, ihe direction the v, 45 s a protractor and graph 15 LET #220
rabbit is going to jump, and vyour paper 155 LET 2=
ok , 140 PRINT "SPEEDS (UNITS/HOFI:"
g:‘giﬁf;ﬂ?]ﬁﬁ;%fﬂrz [:,Jr-{etp:f'll?{?ﬁl Eﬁg&:gﬁ 3. SE‘E‘ iIf you can fﬂIV'E!'ntE..WE.}" to extend 145 PRINT “RABBLIT ="tin,"fOU -*:y3
: P , this game to 3 dimensions! 4 dimen- 170 FRuAT
you wish to run. All coordinates and sions! ete | 175 PRING
directions are as a geometer would 4 vg, might try limiting the total 12: Perer .
mark them on a standard Cartesian fh ! (3 LET Le(R2-AT1724{Y2-¥1} 2
Coordinate Svstarm number of hops and/or having the 150 g1 #1=3. 141592653589,180
= Y '. . computer give hints when re- 195 LET H=i
In addition to being good fun, this quested, 200 REM --  PRINT OuT
game gives you practice in using and . 215 LET BI=ISTCRND{13e355)
visualizing an x-y coordinate plane. Rabbit Chase was written by Ted C. 220 pRIAT “hoFm: *;
After each hﬂp. conzider the Dutput Fark of P-E_'::”lc Union Cﬂ”ﬂgﬂ. It T:Fl’$'|f gg: ;E;ug‘:]u
and try to run the right direction. Tryto appeared in  Creative Computing, 3¢ jeryt » DISTANCE TO RABEIT:
do ali the figuring in your head. Using Mar/Apr 1975. 240 LET Z=SBRLCKZ=XT) " 24{12-711 3!
scratch paper is considered to be 243 EOZUE G190
250 PRINT " CLOSEST APPROACH: =;
255 LET I=S0RLC)
260 GOSUB 510
RUN 280 GOSUE 520 245 PRINT
RABERIT CHASE 285 FRINT “,"; 270 PRINT "RABEIT === FOSITIUR: ("3
CREATIVE COMPUTING MORRISTOUN WEW JERSEY 290 LET Zs¥| 278 LET I=Xi
295 BOSUR 520
300 PRINT )  AMD DIRECTION:*;
305 LET =P
SPEEDS (UNITS/HOFS; 310 GOSUR 516
RABEIT - 130 YOU - 130 315 PRINT
320 PRINT "YQU —--—n- FOSITIDN: (";
325 LET 7=x2
330 GDSUE 520
HOP# T RISTANCE TO RABBIT: 48E  CLOSEST APPROACH: 488 315 PRINT " n
RABRIT === FOSITION: ¢ -1%0, 450F  AND DIRECTION: 203 qap LET Z=tl
YO --——— FOSITIONS ¢ v, 0l AHD DIRECTION:T 135 34% SOSUE 530
350 PRINT “!  AMD PIRECTION;":
355 IWFUT D2
HOFNT 1 DBISTANCE 10 ReBBIT: 377 CLOSEST APPROACH: 377 Zad IF D2 < 0 DR D2 >=340 THEW 155
RAFRIT === POSITION: © -310, 399}  ANC DIRECTION: 130 145 PRINT
YU ~—=me- POSITION: { =92, 92}  &ND DIRECTION:Z® y3s 370 PRINT
380 REN --  COWPUTE PATHS 4ND SEE IF THEY INTERSECLT
3P0 LET XI=VieCOS{H1«P1}/100
HOP#: 3 DISTANCE TO RABBIT: 378 CLOSEST APPROACH: 377 195 LET YI=U1+5IN{BI#P1 /100
RABEIT --- FOSITION: | -I93, #&9%) AWD DIRECTION: 11 400 LET X4=V2=COB1FI2P1 7100
YO ===~ FOSITION: 1 -184, 184) ANE DIRECTIODN:T %0 405 LET YAuY2eSINCD2+R1 05100
410 LET C=IX2-X1)°24{¥2=-¥11"2
415 FOR I=1 TD 100
HOP# ¢ 4 DISTANCE 10 RABEIT: 225  CLOSEST APPRDACH: 239 420 LET ¥1=X14X3
RABBIT --- POEITION: { -246, 524)  AND DIRECTION: 314 475 LET F1ay1+13
Ty ~---=- POSITION: { ~184, 314)  &nD DIRECTIONZT 135 430 LET X2eX2+%4
435 LET Y2sY2474
440 IF © € (XZ=X12°24012-111°2 THEK 445
HEPH: 9 NLHTANIE 1D RABEIT: 105 CLOSEST AFPROACH: 29 AE3 C2(X2-¥10 0y bayl "D
HABRIT ==- POSITION: { -175, 430}  AND BIRECTION: 274 445 NEXT I
YhU == POSITION: ¢ -274, ab4)  &MD BIRECTION:? 0 450 LET Her+1
455 IF C 2 T THEW 215
460 PEIRT
HOP# & DISTANCE T@ RABPIT: 107 CLOSEST APFROACH:  §7 485 FRINT
ROERIT === FPOSITION: © =16&&, 306 RME DIRECTIOM: M 470 PRIWT “axsxmadvip”
T =r==== FOSITIOM: © -148, &0&)  AMD DIRECTION:® 235 475 PRINT "= [ET ¥4 =+¢
A5 PRIMT "stadé wsdmmn’
4E3 PRINT
HOF&: 7 DISTAMLE TO RABEIT: 157 LLEEEST AFPROACH: Jg 450 PRINT
RAERIT === POSITION: =124, 424)  @ND DIRECT:OW: 218 500 END
YOl mmmeiae POSITION: § -238, 3145  &ND DIRECTION:T o 510 REM ==  CONVERTS WUNBERS TD STRINGS FOR CLEANER QUTPUT
520 ZeINT(I+.5)
525 PRINT RIGMTs(" “eSTRE(I,5);
HOF B B DISTANCE TO RABEIT:  12%  CLOSEST APPROACH: 48 585 RETURK
RABEIT === POSITION: ¢ =229, 3447 AND DIRECTION: 134 590 EMD
T FOSITION: ¢ -108, 304)  AND DIRECTION:® 17D ok

135



Roadrace

You are the driver of a race caron the
notorious NY Route 200 You'll have to
drive & miles with * 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 acceleration.

Watch out for passing another car! If
you try to go the same speed he’s
going, you're going to meet a
Grayvhound 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 870,

Good luck!

This program originally appeared in
Creative Computing, Jan/Feb 1975,

RUN
ROADRACE
CEEATIVE CONFUTING HORRISTOMN HEY JERSEY

THIS 15 THE PLITTEFIELD-ALBAHY ROAD RALLY

HELEOKE TO THE FIRST aAMWuAL PITTSFIELD-ALBANY ROAD RALLY.
YOU'LL BE DRIVING RT. I0. TRYING TO WUIN THE RACE AND
STAY ALIVE IW THE BARSIN. GODD LUCK1!

TOY HAVE YOUR CHOEICE OF: (1) & VM3 (2) I83 NOVA;
(I} I-28; OR (4} FERRARI

CHOOSE THE CAR YOU WUANT BY THE MUMBER IN FRONT OF IT.
REKEMBER, THE BETTER THE CAR, THE MORE GaAS IT UEES.
HHICH CARY ]

MOU YOU CHOOSE UHICH COURSE YDU UANT TO RACE OM.

THE EASIEST COURSE 1§ MUNBER 1, AND IS THE STRALGHTEST
ROUTE. HUHEBER 5 COMSISTS MOSTLY OF TURHS AND TWISTS.
WHICH ROUTE BO YOU WANT? 1

¥OU WILL HEED TD TRAVEL 5 WILES UITH .5 GALLOWS OF 6AS.
TOUR STATUS WILL BE SHOUM EACH 10 SECONDS. AFTER EACH
STATUS CHECY YOU WELL BE ASKED FOR A MEW RATE OF BAS.

A BATE OF #19 IS HaRB ACCELERATION, ARD -10 I5 HARD BRAKING

ANY NUNBER IN BETUEENM I5 ALLOUABLE.

PRESEMT VELDCITY = ¢ MO. OF GALLONS = .5
NO. OF WILES = 0 TIRE PASSED = O SECONDS
HithT IS5 YOUR HEW RATE OF BAS T 10

RO#AD CONBITIONS:CLEAR AND STRAIGHT

PRESENT VELDCITY = 70 NO. OF GALLONS = .47

MO. OF HILES = 132174 TINE PASSED = 10 SECOMES
UHAT IS YOUR MEY RATE OF GAS T 2

ROAD CORDITIONS:VECHICLE AHEAR 1000 FEET

PRESEMT VELOCITY = 53 M. OF GALLONT = 444

HO. OF WILES = 271739 TIME PASSED = 20 SECOHDS
HHAT IS YOUR WEW RATE OF &AS ¥ 10

ROAD COMDITIONS:VECHICLE PASSED BY 75 WPH
PRESENT VELOCITY = 102 H#0, OF GALLONS = .4F4
NO. OF WILES = 493478 TIWE FASSED = 30 SECONDS
HHAT IS TOUR REW RATE OF GAS T 19

ROAD COMPITIONS:VECHICLE AHEAD 1000 FEET

PRESENT VELODCITY = 130 HO. OF GALLONS = .404

WO. DF RILES = .776087 TINWE PASSED = 40 SECONDS
WHAT 15 TYOUR HEU RATE OF BAS T -F

ROAD COMDITIONS:WECHICLE BEIMO PASSED

GREYHOUND BUS IN OTHER LAME DOING &4 WPH CRASH WELOCITY =

WHERE I3 YOUR FUMER&L BEIND HELD ¥

YOU WAMT TO TRY AGAIN, RIGHT 1111
1-YES, 2-H07 1
WHICH CART 3

WHILH ROUTE 0O rOU WAHTT 35
PRESEMT MELOCITY = § HNO. OF GALLOMS = .3

MO. OF WILES = 0 TIKE PASSED = ¢ SECONDS
HHAT I3 YOUR HEY EATE OF GAS T 10

ROAD CONDITIONS: WARNIMG: CURVE AHEAD

PRESENT VELOCITY = 70 HO. OF GALLORS = .47
WO. OF WILES = 152174 TIRE PASSED = 10 SECOMBS
WHAT IS YDUR MEW RATE OF 493 * 0

RO4D CONDITIOMNS:THROUSH CURVE

PRESENT VELOCITY = 41 WO. OF GALLOMS = .47

NO. OF WILES » .241304 TIWE PASSED = 20 SECONDS
UHaT IS YOUR HEU RATE OF Ga§ T 7

ROAD CONBLTIONS: WARNING: CURVE AHEAD

PRESEMT VELOCITY = 73 M0. DF GALLOWS = .44%

WO, OF HILES = .4 TIME PASSED = 30 SECOMDS
AT 15 YOUR HEU RATE DF GAZ T -1

ROAT COHDITIONS:THROUGH CURVE

PRESENT WELOCETY = 3& MNO. OF GALLONS = 447

MD. OF HILES = 478241 TIME FASSED = 40 SECONDS
HHAT IS5 TOUE HEW RATE OF BAS 7 10

ROAD CORDITICNStCLEAR AND STRAIGHT

PRESENT VELOCITY = #1 HO. OF GALLONS = .419

WA, OF MILES = .&76087 TINE FASSED = 50 SECONDS
WHAT IS YOUR MEW RATE OF SAS T 5

ROAD COWDITIONS: WARNING: CURVE AHEAD

FPRESEMT VELOCITY = 88 MWO. OF GALLONG = 404

MO, OF AILES = 8473171 TIHE PASSED = 4 SECONIS
WHAT IS5 YOUR NEW RATE OF &AS T -4

ROAD CONDETIOMS :THROUGH CURVE

PRESEMT VELDCITY = 33 RO. OF GALLONS = 404

WO, OF WILES » 917371 TIME PASSED = 70 SECONDS
WHAT 15 YOUR WEW RATE OF GAS T 7

ROAD CDMDETIONS: WARNIHG: CURME AHEAD

PRESEMT VELDCITY = 42 WO, OF GALLOMS = .3BJ

Ni. OF AILES = 1.0321F TIHE PASSED = S0 SECONDS
HHAT I5 YOUR MEW RATE OF BAS 7 -1

ROal CONBITIONS:RRE TERRIELE
T& WAS THE SPEED THROUBH THE CURVE

2¥ WAS YOUR SPEED, BY THE WAT WHERE IS TOUR FUNERAL BEING HELD ?
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%EbéﬂlﬂT TAB(27); "ROATRACE"

70 PRINT TAB(19):"CREATIVE COMPUTING MORRISTOMH WEW JERSEY™
¢ PRINT

40 FRINT

30 PRINT

100
120
130
T40
130
140
170
160
1¥0
200
210
220
230
240
230
2ed
270
280
%0
J00
Jio
320
T30
40
343
330
40
380
150
400
414
420
430
415
440
430
440
470
48
470
00
ate
320
330
40
350
aad
arh
S0
370
A0
&10
420
&30
L1
&30
Sibd
&0
B0
450
Foa
19
720
730
740
Fan
-1
77
780
0
el
gig
220
810
Bag
a5
g&0
aro

FRINT ™
FRIMNT
PRIMNT
FRINT
PFRINT
PRINT
PRIKT
PRINT
FRINT
FRINT
FRINT

THIS 15 THE PITTSFIELD-ALBARY ROAD RALLY"

"UELCOHE TO THE FIRST AMMUAL PITTSFIELD-#LEANY RDAD RALLY.™
“YOU-LL BE BRIVING RT. 20, TRYIHG TO WIH THE RACE AND"
"TAY ALIVE IH THE BARCIM. GOOD LuCe:1"

=¥OY WAVE YOUR CHOICE OFs (1) & VU (2) 283 HOWA;"
"[3F I-18; OR (4} FERRARL"

"CHOOSE THE CAR YOU WAMT BY THE HUMBER IR FROMT OF IT."
"REMEMBER, THE BETTER THE CaR, THE WORE GAS IT USES."
PRINT “WHICH CAR";

IHPUT £1

LET C1=IRT{Ct)

IF C1 » 4 THEN 280

IF ©1 < 1 THEM 280

BATD 300

PEINT “IMVALID CAR NUMBER. NEW CAR "}

EOTD 230

PRINT

IF MZ=1 THEN 3435

PRIMT "HOV YOU CHODSE WHICH COURSE YOU WANT TO RACE OM.®
PRIMT *THE EASIEST COURSE IS WUMBER 1, AND IS5 THE STRAIGHTEST®
PRINT “RDUTE. NUMBER 5 COMSISTS MDSTLY OF TURNS AND TWISTH.®
PRINT “WHIGCH ROUTE DO YOH WAHT®}

INPUT C2

LET €2=1NT(C2)

IF CF < 1 THEW 410

IF £2 » 5 THEN 410

BOTO 430

PRINT “INVALID COURSE WUMBER. WEW CHOICE *;

GOTD 350

IF NZ2=1 THEH 4%0

PRINT
PRINT
PRIMT
FRINT
PRINT
PRINT “ANY MUMBER IH RETUEEM IS5 ALLOWABLE."

FOR I=1 TO Ct

REWD B, H,5

LET B=B/10

HEXT I

LET af=.5

LET Hi=d

LET C1=C1/2

LET w=d

FRINT

LET Ri=0

LET T=0

LET D=0

LET @1=0

PRINT "PRESERT WELOCITY =";¥;" ¥0. OF GALLOMS =“ia1
PRINT “HO. OF WILES ==:Hi;* TIKE PASSED =";T;"SECONDS"
IF Hi3= 5 THEH 1440

PRIMT "WHAT IS5 YOUR WEU RATE DF 8AS "j

IHPUT 6

IF 8 < =10 THEKR 700

IF 6 > 10 THEK 700

GOTO 720

FRINT “NOT VALID. HEW RATE °;

goTo 440

IF & ¢ 9 THER 780

LET IsI+t

IF I; 4 THEN 7&0

GOTO 790

PRINT “YOUR ENGINE BLEM. TOU GOT HIT BY & PISTOW."
g0T0 1270

LET 7=

LET Ve=lNT(BeG-HeUsV}

LET T=T+10

PRIMT

PRIMT "ROAD CONBITIONSz®;

IF U % 0 THEM 850

LET V=d

LET MI=M1+%/440

IF GO THEW &%0

LET At=A1-{G+5}/3¢00

"yl WILL MEED TO TRAVEL F MILES UITH .5 GALLOWI OF GBAS."
"YOUR STATUS WILL BE SHOUM EACH 10 SECOMDS. AFTER EACH "
v§TATUS CHECK TOU WILL BE ASKED FOR A MEW RATE OF GAS. *

"4 RATE OF +10 IS"HARD ACCELERATION, AHD -10 IS5 HARD BRAKING"
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BA0 IF Af< O THEH 1380

gy0 IF fi=1 THEN 1050

oo IF G1=f THEW 930

@10 LET @=INTLCCI+T1eRMOCIT) D

G20 LET R=IRTCL3.75-C2i®RHD(T})

230 IF B > O THEN 12%4

940 IF @ > O THEN 1340

950 PRINT “CLEAR AN STRAIGHT"

o480 PRINT

570 BOTD 420

980 LET H=IHT{15+351+RMB(1))

o53 LET He=H+3#[1

1000 IF U>H THEN 1504

1990 PRIKT "THROUGH CURVE®

1020 PRINT

1936 LET 41=0

1040 GOTE &20

1058 LET E=E-{VU-DI+3!

{068 IF E < © THEM 1100

1070 PRINT "VECHIGLE ";E;™ FEET AHEAD"

1080 PRINT

fe50 6OTDH 420

1100 IF 9-B < 5 THER 1180

1110 PRIHT “WECHICLE PASSED BY "}

1126 LET D=V-1

1130 PRINT D}

1140 PRIMNT “HFH"

1150 PRINT

{1460 LET Ri=0

1170 QATD 420

1180 PRINT "VECHWICLE BEING PASSED ™

1190 LET DaIHT{25#40%RAD(1}]

1200 FRINT "BREYHOUND BUS IX OTHER LAHE ";

1210 PRINT "DOING ",

1220 PRIMT B;

1230 PRINY * HFH "3

1240 LET D=0

1250 PRINT “"CRASH WELOCITY = ®:B

1270 PRINT "UMERE 15 YDUR FUWERAL BEINGE HELD T"

1280 GOTD 1540

1290 PRINMT "VECHICLE AHEAD 1000 FEET"

1300 PRIMT

1310 LET D=INT{25+35#RNDI11)

1320 LET Ri=t

1330 BOTO 520

1340 PRINT " WARNIMG: CURVE AHEAD "

1350 LET D=1

1360 PRIKT

1370 BOTD 420

1380 PEINT “EXCELLENT BUT WAIT!®

1390 PRINT

1400 PRINT “TOU RAM QDT OF GAS™

1410 GOTO 1550

1420 PRINT *BUT SOME WOU YOU MaDE IT"

430 PRIAT

440 LET Ri=0

1450 GOTD 529

1440 PRINT

1470 PRIHT

1480 PRINT "YOU HADE IT (LUCKY) PEREEIAR

1490 EOTE 15480

15040 PRIMT "ARE TERRIBLE"

1510 LET H=H-5=C1

1520 PRINT H;* UAS THE SPEED THROUGH THE CURVE"

1530 PRINT W3™ WaS YOUrR SPEEB, EY THE UaY “; .
T8 1270

:igz s:IHT “you LEAD FOOTED SIS IR0 (A9 S (S0 [ THINNIL

1550 PRINT "YOU W&NT TO TRY AGAINM, RIGHT 1101"

1570 PRINT “1-YES, Z2-HO";

580 INPUT W

1590 IF W=2 THEW 1420

1600 N2=1

1610 BOTD 1440

1420 PRINT "CHICKEM"

1430 GATOD 1300

1440 RESTORE

1450 a0TE 22¢

1460 DATA 43,.33,10

1465 PATA &0,.5,13

14670 DATH 70,.41,15

1480 DATA 80,.39,18

1700 ERD

i)



nRotate

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

LIST

J P
B P
1t
i1
LF
13
25
30
33
40
43
I
35
1
&35
70
|
Be
B3
]
73

RINT TAB(241;"ROTATE"

RINT TaR(20);"CREATIVE CONPUTING™

PRINT TARCIBI;"NORRISTOMH, NEW JERSEY" :PRINT tPRINT:PRINT

DIR BO1&D , BO014)

INPUT “INSTRUCTIONS® ;A4 :PRINT:IF LEFTHIAS,1)="H" THEN 140
FRINT "IN THIS GAME THE BOARD IS LAID JUT AS FOLLOWS 1™

FOR I=1 TO 14zBCI)=]sNEXT

PRINT:FOR 1=1 TD 13 STEP 4

PRINT THIIIJ?I!I!:FﬂlIﬁ!:ﬂ[[+l]:fﬂ!!1&];liIiib;TiB{rdﬂ;lt{+3]
NELT I:PRINT

e T e —

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 ta
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.

RUM
EOTATE
CREATIVE COMPUTING
RORRISTOUN, MEU JERSEY

INSTRUCTIONS? YES

IR TRIS GAME THE BOARE 1S LAID OUT A% FOLLOWS:

FRINT “BOARD POSITIONS ARE DCCEPIED RANDOMLY BY THE LETTERS & TOY P.©
PRINT "THE OBJECT OF THE GANE 15 TO DRDER THE LETTERS BY ROTATIRG"
PRINT “ANY FOUR LETTERS CLOCKYISE OME FOSITION. YOU SPECIFY THE®
PRINT "UPPER LEFT POSITION OF THE FOUR YOU UESH TO ROTATE, I.E.,*
FRINT “VALID MOVES #RE 1, 2, 3, 5, &, Fe %, 10 AND 11."

PRINT "COMSEQUENTLY, IF THE S0ARD LOOKED LIME:®

FOR I=1 TO TOEBR (I V=CHR S [4&d ) sMEXT B4 {2 bmnChe B (T =vpe

BA (=" {7 ="F s GOSUE 400

FRINT “#ND TOU ROTATED POSITION 2; THE BODARD dOULD BE:™

FOR I=2 TO 7:0%=CHRS(I+44):MELT I:BO5UB 400

PRINT “4MD YOU WOULD WIN !'*:PRINT

100 FRINT "YOU ALSD GET OME -SPECIAL” MOVE PER GANE UHICH YOU MAY DR™

145
110
113
120
125
130

PRINT “HAY WOT WEED. THE SPECIAL MOVE ALLOUS YOU T0 EXCHAMNGE®

PRINT "ANY TUD ADJACENT LETTERS IN & ROW. T HAKE THIS HOVE, "

PRINT “INPUT & “=-1" AS YOUR MOVE AND YOU WILL BE ASHED FOR THE"
PRINT “POSITIONS OF THE TW@ LETTERS TO EXCHANGE, RENEMBER -—=
PRINT “OMLY DNE SPECIAL MOVE PER OQARE!":PRINT

PRINT “T@ BIVE UP AT ANY TINE, TYPE & -0-.":PRINT:PRINT "S500D LUCE

“:PRINT
140 FOR T=1 TO 14:BS(I)="0"1NENT I
150 FOR I=1 T0 14

140
143

TE=CHRE (INTC1SnRMDCT P 2650 )
FOR J=1 T I

IF B8(J)=T# THEM 140

HEXT 4

180 BRIL)=THsMENT I
190 H=0i8=0sPRINT "MERE-S THE STARTING BOARD,..”:GOSUB 400

INPUT “POSITION TD ROTATE®:;I:IF I=d THEMR PRINT:PRINT:HOTO 140

203 IF I=-1 THEW 510

IF T=4 OR I=0 OR 112 THEW PRINT *ILLEOAL.
A=H+13TH=BS (]}
ltiIlili{lil?rl!lI*li*!liI*!F:IiIIfﬂﬁlﬁi{I+1J:Biili1JlTi

ﬂﬁHIH. s £GOTO EN

290 BOSUB 400
303 FOR I=t TO 14

320
325
330

IF CHRBLI+64)<>B5(1) THEN 200

NEXT I

PRINT:PRINT *YOU ORDERED THE BOARD IN"IB3™ MOVES,®rMI=H1+N:zG26+1
PRINT CHRS(7):FDR I=1 TO 15

PRINT:INPUT *PLAY AGAIN";AS:IF LEFTS$(A%3,10="Y" THEH 140

340 PRINTSPRINT *YOU PLATED™]6:" GANES AMB ORDERER THE DOARD IN AN AVERA

GE"
330
404
110
420
S0

320 IF NCOT+1 AND N<3Y-1 THEN PRINT *ILLEGAL.

PRINT “OF";M1/8;" MOVES PER SAME.":PRINT:G0TD $99

PRINT:FOR I=1 TO 13 STEP 4

PRINT BR{I)" "BS(I#1)" "BS{I+2)" "B8{I+1)

HEXT [«PRINT:RETURN

[NPUT "EXCHANGE UHICH TWO POSITIONS™;X,Y

AGAIN. .. " 1BOTD 510

330 3a5+1:IF S5>1 THEN PRINT "OWLY OME SPECIAL HOVE PER GAME.":507T0 Z00

L1
e
i1}

THSBRIX) DI LX) mBOIY ) :BS(Y)nTH:00TD 240
END

195

P 2 I 3
3 & 7 8
¥ 11 12
13 14 15 14

BOARD POSITIONS ARE OCCUPIED RANDOMLY BY THE LETTERS & T |
THE OBJECT OF THE GAME IS TO ORDER THE LETTERS BY ROTATING
ANY FOUR LETTERS CLOCXWISE OME POSITION. YOU SPECIFY THE
UPPER LEFT POSITION OF THE FOUR YOU WISH TO ROTATE, 1.E.,
VALID MWOVES ARE 1, 2, 3, 5, &, 7, 7, 10 AND 11,
COMSEQUENTLY, [F THE BDARD LOOKED LIKE:

E b B
& = &
5o o
s Bl

AND YOU ROTATED POSITION 2, THE BOARD MOULD BE:

=
E ]
=X o
- E s

AND YOU WOULE wIn !

YOU ALSD GET OME “SPECIAL” WOVE PER GANE UMICH YOU MAT OR
MAY WOT WEED. THE SPECIAL NOVE ALLOWS YOu To EXCHARGE
ANY TUD ADJACENT LETTERS IN & ROV, T0 WAKE THIS HOVE ,
INPUT & “=1“ A5 TOUR MOVE AND YOU WILL BE ASHED FOR THE
POSITIONS OF THE TNOD LETTERS TO EXCHANGE, RENEHBER --
ORLY O#E SPECIAL MODVE PER BGAMNE!

TO BIVE WP AT AMY TIME, TYPE & ‘0°.
GOOB LUCK

HERE'S THE STARTING BOARD...

EOCL
L
FIFJ
HNDB

POSITION TO ROTATE? 3

EOHNC
K& AL
FIrU
HNDR



POSITION T0 ROTATE? 2 PESITION TO BOTATEY 3 POSITION TO ROTATET 7 Later i the Game

EGOC ABDE ABLCD
KaHL GNCE EFGH
FIP. FOPFPL MOPH POSITION TO ROTATE? ¢
HND B HIMNLUJ IJLEK
ABLD
POSITION TO ROTATET 1 PRSITION TO RATATET 3 POSITION TO ROTATEY 19 EFEGAH
JIKFP
KEDC ABLCHD ABCH MLMNED
AGHL BMKE EFBH
FIPJ FOPL MJoH POSLTION TO ROTATEY 10
HNDE HIKJ ILPK
ABCD
POSITION TD ROTATE? 1 POSITION TO ROTATET 7 POSITION TO ROTATET 11 EFGH
JLIFP
AKDC ABCTD ABLCD MHKD
GENL GNPN EFOH
FIP. FOLE HJPD POSITION TO ROTATET ¢
HNDB HIHNLJ ILHH
ABCD
POSITION TO ROTATET 19 POSITION TD ROTATEY 7 POSITION TO ROTATE? 10 EFBH
MJIP
AKDEC ABCH ABCD HLEK®D
OEMHL GMLP EFGH
F L DP FDEEK HLJO POSITION TG ROTATE® 10
H M B HINKLJ IKPH
AEBECD
FOSITION TO ROTATET 10 POSITION TD ROTATEY & POSITION TO ROTATE? 9 EFEH
MLJP
AKDEC ABECD aBELCH HREIO
GEHNL GONRP EFGH
FHNLIP FELK InJd0 POSITION TO ROTATET 10
HBDJ HINLUJ KLPN
ABCD
pOSITION TO ROTATE? 10 POSITION TD ROTATET 5 POSITION TO ROTATEY ¥ EFGH
MELFP
AKDE ABRCDH ABLD HI1dJa0
GEMNL FEBH#F EFGH
FENEP EOLK KIJO POSITION TO ROTATET 10
HDIJ HIWKdSJ LHFH
ABCED
POSITION TO ROTATE? & POSITION TD ROTATEY S POSITION TO ROTATE? 11 EFGH
HIKFP
Ak BE ARCD ABCDH HJLD
6BEL EF NP EFGH
FHHP DGELK KIFPJ FOSITION TO ROTATE? 9
HBIJ HIN. LENHD
ABCD
POSITION TO ROTATET 2 FOSITION TD ROTATET 10 POSITION TO ROTATET 11 EFEH
WHEP
ABMHCL ARCD ABCH JILD
BERL EFHP EFEH
FHHP 0IGK HIMNP POSITION TO ROTATET ¢
HBL1J HALJ LHOD.J
ABCD
POSITION TO ROTATEY? 10 POSITION TO ROTATEY POSITION TO ROTATEY 10 EFGH
JHNKP
ABKC ABCD ABCTD IANLD
GEBDL EF MNP EFGH
FOHNP HOGK KM 1P POSITION TO ROTATE? ¢
HINLJ HILJ LAHN.J
#BCH
POSITION TO ROTATE? 4 POSITION TO ROTATET ¥ POSITION TO RAOTATET 11 EF &M
I1JYP
ABEL ABLCD ABCE HELE
GDEL EFNFP EF G H
FHODP HHBEH KE#I POSITION TO ROTATET 11
HINLJ 1oL LDJPF
ABLCD
POSITION TO ROTATE? & POSITION TO ROTATET 11 POSITION TO ROTATEY 1 EF B8N
IJLE
ABEKCL ABLCD ABCDH HHDP
GHDL EFMNF EFGH
FOEP HHLE K#HJN FOSITION TO RATATE? -1
HIHKJ 10JH LoPl EXCHANGE WHICH TUD POSITIONST 11,12
POSITION TO ROTATET 7 POSITION TO ROTATE? 14 POSITION TO ROTATET 10 : E Ch
& H
ABKE ABLCD ABCD I1JKEL
GHED EFMWHF EFGH MNOFP
FOPL HOHE KDAK
HINJ I1JLEK LEJI
YOU ORBERED THE BOARE IN &5 WOVES.
FOSITION TO ROTATE? 3 POSITION TO ROTATEY 7 POSITION TO ROTATEY 11
ABEK ABECD ABCD PLAT AGAINT D
GHDEC EFHN EFGH
FOFL HoBP KOJH YO0U PLAYED 1 GAMES AND ORDERED THE BOARD IM
HINJ I1JLK LPIN AN AVERABE OF &4 NOVES PER GAME.
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In a sense, thisis another gamein 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
=i} o=

MOTE: Thére is mo spot O {zera) and il apins
back past the last number automati-
cally asin most locka,

137

SAFE
CREATIVE COHPUTING
MORRISTOUN, NEW JERSEY

DO YOU WANT BIRECTIONS? YES

TOU ARE A BURBULAR AND HAVE ENCOUMTERED & SAFE. 'YOU MUST

OPEN THE SAFE TO GET THE SECRET PLANS THAT YOU CAHE FOR.

T0 DO THIS , TOU WUST ENTER THE NUNBER OF WHAT YOU UANT THE
DIAL TURNED T, THE COMPUTER WILL ACT AS THE SAFE AND WILL

HELP YOU BY GIVING & SORT OF CLUE, THAT IS YOU WILL-HEAR

A CLICK AT EVENLY SPACED MOTCHES AS YOU NOVE T0 THE PROPER

MUMBER. THERE ARE FOUR OF THEN BEFORE THE FINAL CLICK 15

"HEARD”. AFTER THE FINAL ONE IS HEARD, TOP WILL B0 OH TO

THE MEXT MUMBER. THE COMPUTER WILL-SAY* “CLICK FOR EACH

WOTCH THAT YOU PASS AND ~#eCLICKse” WHEK YOU REACH THE

PROPER NWUNBER, [f YOU PASS IT OR TAME LOWGER THAN TEN TRIES

DN ANY OME MUMBER, YOU WILL ACTIVATE THE ALARN.

REMENBER THAT WHEN YOU TURN THE DIAL TO THE LEFT, THE

NUWBERS B0 FROM 1 <99 ,AND WHEN YOU 60 TD THE RIGHT, THE

NUNBERS BO FRON $9-1

OKAY, START TO THE RIGHT, SHHHHHH'E1pb11ifpteed

ABE YOU REABYY YES

OEAY, THEN LET-S START

T 89

T

CLICK

1 49

CLICK

T 59

CLICK

CLICK

T 47

CLICK

CLICK

CLICK

7 35

CLICK

CLICK

CLICK

CLICK

T 32

CLICH

CLICK

CLICK

CLICK



T 2d 719 AND WU TR THE LEFE

CLICK THE SEMSOR HAS BEEM TRIGGERED 71
CLICK LEAVE WUHMILE YOU CAM BEFORE THE CLICK
CLICK FOLICE GET HERE. CLICE
CLICH WANT TO TRY THE SAHE SAFE? YES CLICK
7 29 ARE 70U READYY YES CLICK
CLICK OKAY, THEN LET“S START ¥ 5
CLICK T T4
CLICK #% CLICK #* 77
CLICK AND NOW TO THE LEFT 78
T 27 TS5 712
CLICK CLICH T 14
CLICK CLICK T 14
CLICK CLICK 118
CLICH CLICK w# LLICK *=
THE SENSOR HAS BEEM TRIGGERED T 10 AND WOW TD THE RIGHT ABAIN
LEAVE WHILE YOU Ca# BEFORE THE T 30 T 95
POLICE GET HERE. T 50 CLICE
WANT TD TRY THE SAME SAFET YES T &0 CLICK
ARE YOU READY? YES T 70 CLICK
QEAY, THEM LET“S START * 80 1 8%
¥ 25 T 90 CLICK
CLICK T 95 7 83
CLICK T 97 #8 CLICK ##...700 OFENED IT
CLICK THE SENSOR HAS BEEM TRIGGERER BUT OH,OH, HE HUST HAVE HOVED IT
CLLICK LEAVE WHILE YOU CAM BEFORE THE TRY THE OME OVER THERE
T 23 POLICE GET HERE. DEAY, START TO THE RIGHT, SHIEMHHH!E!EIDIPIRE]0d
CLICH UANT TO TRY THE SHAME SAFE? YES ARE ¥OU READY? HO
CLICK BRE TOU READYY YES Ok
CLICK DKAY, THEN LET*S START
CLICK TN
#¥ CLICK *=
LIST
1 PRINT TAB(28)“SAFE"
2 PRINT TAB({20)"CREATIVE COMPUTING® 490 GOTO 400
3 PRINT TAB(18)"MORRISTONM, NWEU JERSEY" 500 PRINT"THE SEWSOR HAS BEEN TRIGGERED®
4 PRINT 510 PRINT*LEAVE WHILE YOU CAM BEFORE THE"
5 PRINT 520 PRINT*POLICE BET HERE."
& FRINT 530 PRINT*WANT TO TRY THE SAME SAFE";
10 DIM AT(4) S40 INPUT A%
20 PRINT*DD YDU WANT DIRECTIODNS™; 558 IF AS="TES" THEN 280
30 INPUT AS 540 BOTO 250
40 1F A$="YES™ THEW 80 570 PRINT"®% CLICE *&“
50 IF AS="NO* THEN 230 S80 L=L+B
60 PRINT“ANSWER YES OR HO" 590 FOR E=1 TO 4
70 GOTOD 20 a00 A1(K}=KsL/S+8
a0 PRINT A10 MEXT K
90 PRINT 420 PRINT®AND MOW TO THE LEFT"
166 PRINTYOU ARE & DURDULAR AMD HAVE ENCOUNTERED @ SAFE. YOU HUST® &30 J=1
110 PRINT"OPEM THE SAFE TO BET THE SECRET PLANS THAT YOU CANE FOR." &40 THPUT M
120 PRINT"TO DO THIS , YOU WUST EMTER THE NUMBER OF WHAT YDU WANT THE® 450 OW SGM{H-A)+2 GOTO 460,300,480
130 PRIMT" DIAL TURMED TO, THE CONFUTER WILL ACT AS THE SAFE AND WILL® 4460 ON SGHCX-BY+2 GOTD £70,740,500
140 PRINT®HELP YOU BY GIVING & SORT OF CLUE, THAT IS VOU WILL-HEAR®™ 470 W=M+100
150 PRINT®a CLICE &T EVEMLY SPACEDR MOTCHES AS YOU MOVE TO THE PROPER" 480 FOR K=1 TO 4
140 PRINT"NUMBER. THERE ARE FOUR OF THEM BEFORE THE FIMAL CLICK 13" 490 IF M<A1(E} THEN 720
170 PRINT"-HEARD®. AFTER THE FIMAL OME IS MEARB, YOU WILL BO OW TO" 700 PRINT*CLICK"®
180 PRINT"THE WEXT WUMBER. THE COMPUTER WILL"S5AY" “CLICK” FOR EALR® 710 A1{Kd=2Z00
190 PRINT MOTCH THAT TOU PASS AND “#+=CLICKes” UHEN 7TOU REACH THE" 720 MEXT K
200 PRINT*PROPER WUMBER. IF YOU PASS IT OR TAKE LDHGER THAN TEW TRIES® 730 IF Jr=10 THER 300
210 PRINT "OM ANY OME WUKBER, YOU WILL ACTIVATE THE ALARN." b JeJt
2%0 PRINT"REMEMBER THAT UHEN YOU TURN THE BIAL TO THE LEFT, THE® 750 GOTO 540
230 PRIMT*HUNBERS 80 FROM 1 -99 ,AMD WHEW YOU 60 TD THE RIGHT, THE" 740 PEINT"## CLICK #=*
740 PRINT"HUMBERS 00 FROM ?9-1" 770 L={100~-C1+B
250 PRINTOKAY, START TO THE RISHT, GHHHHHH!RERLIRURIRELRE 780 FOR M=1 TD 4
250 A=INTIRND{1}#811410 790 A1CE)sB1O0-KeLSS
270 B=INT(RND{1)#B1}+10 800 WEXT K
58 CoIMTORNDUT yeB1 Y410 §10 PRIMT“AMD NOU TO THE RIGHT AGAIN™
290 PRINTARE YOU READY"; 820 J=l
300 INPUT A% B30 IHPUT M
I8 IF AS="YES™ THEN 340 B40 DM SEN(H-B)+2 GOTO 240,500,850
3 IF ASCI"WHAT"THEN 790 B350 OMSGHIK-C)+2 GATO 500,950,870
330 PRINTAEZC 840 HeH+100
T40 Lat0D-4 B70 FOR K=1 TO 4
350 FDRE H=1 TO 4 880 IF H>A1{K} THEH 910
60 ALEHI=(5-H)sL/S+A 890 PRINTHCLICK"
376 HEXT M 900 ALK )s-200
g0 J=i 919 HEAT K
390 PRINT"OHAY, THEN LETS START® §20 IF J>=10 THEW 500
400 IHPUT M 730 J=iH
410 ON SGN(N-A)+2 GOTO 500,570,420 F40 BOTOD 830
420 FOR K=1 TO 4 950 PRINT"#v CLICK #+...YOU OPEMED IT"
430 IF MMAL(K) THEM 440 940 PRINT"BUT OH,0H, HE WUST HAVE HOVED IT®
440 PRINTCLICK" 270 PRINT"TRY THE OME QVER THERE®
450 HEXT K PR EOTO 250
470 IF Jo=10 THEM 500 70 EMD
480 =ttt ok
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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,
Iydian, mixolydian, locrian, and whole
tone. '

Prior to running the program, test
yvoursell off line on a sheet of paper by
writing down several types of scales
and 8 notas 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 lower case 'b'for the
flat and use “# for the sharp. Samplain
puts would be phe for phrygian starting
on E, maf# for major on F-sharp, and
whg for whole tone on G.

The author, Marvin 5. Thostenson, is
at the School of Music, University of
lowa. Scales first appeared in Crealive
Computing, Mar/Apr 1977.

SCALES
CREATIVE COHPUTIMNG
HORRISTOUN, NEW JERSEY

ELEVEN SCALE TYPES -- NAJOR, NIMOR, MOBAL, AND LHOLE TONE

This program prints im letter maars one ociave upuard, Lhe aajor,
the matural, harmonic, selodic, ssd Humwariam mimors, the
doriam, phrygian, lydian, mixolydian, and locrian modes, and

the whols tome scales.

Use » 3= or d-character isput: the Tirst 2 char's are the scale

typu, and the Jrd char’r ia

the single letter tonic, or the

last twe char’s are the tomic degree or the key signature.
SCALE TYPES~- na pn ha me do ph Ly mi lo hu and wh

Input sither & fonic or 3 signature.

EIARPLES: mach lydb aieb whpb aafh hagh mead locl doc phd hue

WHICH TYPE OF SCALE

Ft &R AN BE D

EHICH TYPE OF BDALE

BECALE ASKER --

AHSHER (im letier wames)

UHICH TYFE OF SCALE

SCALE ASKER --

ANSUER (in letter names)

C b E Fi éb

UKICH TYPE OF SCALE

SCALE ASEED ==

AHEUER (in letter mames!)

B Ck D ER Fi

HRICH TYPE OF SCALE
0x

130

15 UANTEDT whil

[5 WANTEDT nae

======Hgt*] miner scule on E

IS WANTERT whc

======hole tone scale om L

B C

IS WAMTEDT hul#

———— Hung"n mimor scale on B

I8 UANTED? stop



1ist

10 PRINT TAB(24);"SCALES"

20 PRINT TAB(20);"CREATIVE CONPUTING®

30 PRINT !i!if!!:"ﬂﬁﬂ!IElﬂHﬂ, WEW JERSET"

40 PRINT:PRINT:PRINT

100 A=0:B=0:C=0:BodzExOzHnl e =0:L=0 tH=0 sN=0: 0ag

200 W=4

210 PRINT "ELEVEN SCALE TYPES -- HAJOR, MINOR, MWOBAL, AND WHOLE TONE™
215 PRINT

220 PRINT "This program prints im letter nanes one actave wpward, "}

223 PRINT “the major,*

<7 PRINT “the matural, harmonic, melodie, and Huegarian minors, the®
218 PRINT “dorian, phrygian, lydiasm, mixolydian, and locrian wodes, and®
27% PRINT “the whole toms scales.®:PRINT

230 PRINT *Use a 3- or 4-character inputr the first 2 char’s are the sca
1e™

232 PRINT “dype, and the Ird char’r is ths single letter tomic, or the"
234 PRINT "last two char‘s are the tonic degres ar the key signature.”
240 PRINT “SCALE TYPES-- ma na ha me dg pit 1% ml lo hu and wht

230 PRINT “Input either 3 tomic or @ signature.”

Elﬂ FRINT “EXAMPLES: mach lydb mieb whagb naf¥ hagh meadl lock doc phd hue

270 F3="3LALE ASKED =-==mm==®

280 CH="ANSUER (in letier nameg) ==---c-=- "

270 04="STRUCTURE---- =

J00 Ké=* {etrachords”

6 P=t

320 PRINT:PRINT:PRINT TAB(E):"WHICH TYPE OF SCALE 15 WANTED";
330 INPUT aAs

JA0 N=LEN{AS)

330 IF R¥="stpp® THEN 1299

d60 E¥="nanahanedophl yailohuwh™

370 FOR Xei TO 22 STEP 2

380 IF LEFTH#(A%,2)=MIDS(E,X,2} THEN 400

3% NEXT X

A0 O=(X+1}s2

410 Ali=as

420 X=ABCILEFTS(A0S,1))-32

425 ADSSCHRS (X)+NIDS (08,2, N}

430 READ D4

440 add=ne

450 ¥=ASC{LEFTH(ADS,1)}=-32

433 Hﬂl=EHﬂi{IJihlﬂiEhﬂi,E,HF

60 IF LEFTS(D,2)=LEFTH{A0%,27) THEN 430

470 GOTE 438

480 J¥=Di

490 RESTORE

SO0 IF HC»3 THEM 530

J20 AYSLEFTH(A%, J)+" *

330 IF O=1 OR ©=7 OR @=11 THEN 550

S40 IF D>=2 AND 0<=6 OR 0=9 OR O=10 THEN 570

990 ¥=1

340 GOTD 580

370 ¥=2

SEQ Fé="bxexaxdxgucxfxbiielaldighcifib ¢ a d geft ™
585 F¥=F4+"bbebabdbgbcbfbbdedsdddgdcd”

I G BxExAxDeBuCRFuBEENARDNENCHFHE E A DG C F ©
593 G9=6%+"BoEbALDLELCOFbBAE dAdDABACA"

00 ON ¥ BOTO &10,430

&10 Hl"ﬁtlt!l?tIt?deﬁxixinIHT:?IIISIl#!i!lilﬂHIh2th1b5bﬁb?h1d2d!d#d“
415 Hé=H¥+*Sdad7d"

520 BOTD 440

430 Hi'*Etlt?xﬁx!:¢R5:!:1K?Iﬁiﬁﬂllilil1Iﬂl1b2b3b1b5h&h?b1dZd!dld'
435 He=H4$+"5d4d4748d%d  *

440

&4l FOR V=1 TD &8 STEF 2
450 IF WIDS(AS,3,2)=HIDS(F4,9,2} THEN 480
660 IF WID¥(AS,3,2)=MIDS(HS,V,2) THEN 480
470 NEXT W

80 Ell*ﬂIDliﬂ!,U,E}

490 TeTet

700 IF T=9 THEN 1148

7E0 ON T BOTD 720,740,790,840,890, 140,990, 1040
720 R=d

JI0 BOTO 1040

740 IF @=4 OR =9 THEN 779

750 R=-4

F40 BATD 1040

J70 Reld

780 BOTD 1040

790 IF O=1 OR =7 OF O=8 OR 0=11 THEW 820
B00 Reb

Bi0 GOTD 1040

820 R=-8§

830 80TO 1040

8B40 IF =7 DR O=10 OR O=11 THEN B70

830 k=32

&0 BOTOD 1040

B R==-12

880 6070 1040

270 IF Q=9 OR O=11 THEN ¥20

00 R=-2

10 GOTO 1080

920 Reid

930 BOTO 1040

P40 IF @=1 OR O=4 OR @=5 OR @=7 OR 0=8 THEW 970

750 Ref

740 GOTOD 1040

M Re=§

T80 6OTD 1040

F70 IF O=t OR 0=3 OR O=4 6R O=7 DR Q=10 THEN 1020
1000 R=d

1010 GOTE 1040

1020 R==10

1930 6OTO 10460

1040 R=0

1060 IF @=11 AND T=5 THEM 1090

1070 IF U=1 THEN I#=HIDS(0$,%+R, 2)+80T0 1100

1075 14=LEFTSCIS, U-114HIDS {58, V4R, 2)

1980 BATO 1160

1690 GOTOD &%0

1100 I4=LEFTSCI8, U0+104" =

1110 IF KIDS(IS,041,1)="4" THEN 1130

1120 B0TO 1140

1130 I$=LEFTS{I%, 1)+ "bb"

1140 Ue=li+d

11506 BATD 470

1160 PRINT:PRINT TAB(3) B9 JSICISPRINT

1170 PRINT TAB(3);CHePRINT

1180 PRINT:PRINT ThBLB} ;14

AL AR Pl 38 ELLEY: TR

1220 Q=0iT=0zR=0

1250 PRINT

1240 6070 310

1250 DATA "Hajor scale on ",*Mat’l ainor scale on *

1255 BATA "Hara’c minor scale om *,"Mel’c ainer scale on *
1260 DATA "Dorian mode om *,“Phrygian sode on ¥

1270 DATA “Lydiam mode on *,"Nixelydian mods on *."Locrian wode on
1280 DATA "Hung’m miner scale on "y "Whole tome scale on *
1280 END

oK



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 XY
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 raquires 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.

R
SCHMDD
CREATIVE COMPUTINE MORRISTOMN NEU JERSEY

THIS I8 & WEU SCHMOD GAME. SCHMDOS

ARE IMAGINARY CREATURES WHO LOVE

BEING SPLATTED WITH JUICY MUD BALLS,

YOU, BEING & SCHWOD LOVER, TRY T

MAKE SCHMDOS HAPPY BY TOSSING MuD

BALLS AT THEM. YOU WAVE A

HECHANICAL KUD SLIMBER THAT WILL

SLING MUD TD & MAXINUN DISTANCE

OF 45,500 TACHES, YOUR JOB IE TO

SET TME MUD SLINBER AT THE CORRECT
ELEVATION (0 TO 90} aMD THE CORRECT
DIRECTIONAL AMBLE (0 TD 3400 TO SPLAT THE
SCHADD. & HIT UITHIN 100 INCHES OF THE SCHNOD
WILL SPLATTER HIN.

COORDINATES OF THE SCHMOO ARE { 29007 y TPEQ ).

HUD SLINGER ELEVATIONT 3%

DIRECTIONAL AMELE OF NUB SLINGERT 34

TOU NISSED THE SCHAGD AT ( 29007 , 9740 ).
TOUR BUD WIT { 37707 , 25431 ).

HED SLINGER ELEVATIONT 23

DIRECTIONAL ANGLE OF WUD SLIMBERT 11

TOU HISSED THE SCHHOO AT | 29007 , 9740 ).
TOUR WUD HIT © 28471 , 17227 ).

HUD SLINGER ELEVATIONY 12

DIRECTIONAL ANGLE OF WUD SLINGERT 30

YOU HISSED THE SCHHODOD AT ( 29007 , 9780 ).
YOUR MUD HIT © 18379 , 7455 ).
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HUF SLINGER ELEVATIONT 18

DIRECTIONAL AMGLE OF MUD SLINGERT 27
YOU HISSED THE SCHMOO AT © 29007 , 7740
YOUR MUD RIT ( 24352 , 12408 ).

HUD SLINBER ELEVATIONT 20

DIRECTIONAL #MGLE DF WUD SLINGERT 25
YOU MISSED THE SCHMOD AT { 29007 , 9740
YOUR WUB WIT © 27088 , 12631 ).

HUD SLINGER ELEVATIONY 20
DIRECTIDMAL #MOLE OF MUD SLINGERT 21
YOU HISSER THE SCHNOD AT ( 29607 , 9740
TOUR WUD KIT © 27903 , 10711 ).

HUF SLIMGER ELEVATIONT 22

DIRECTIDMAL AMBLE OF WUD SLINGERT 20
TOU HISSER THE SCHNOO AT ( 29007 , %740
YOUR WUD HIT ¢ 30353 , 11847 1,

HUD SLIMGER ELEVATIONT 21

DIRECTIONAL AMELE OF MUD SLINBERT 17
TOU HISSED THE GLHWDOD AT { 29007 , 9740
TOUR WUD HET ( 29754 , 90%4 1.

HUD SLINGER ELEVATIONT 20

DIRECTIOMAL ANGLE OF MUD SLINGERT 18
TOU WISSER THE SCHHDOD AT { 29007 p A0
YOUR WUB HIT ( 28424 , 9234 ).

MUD SLINEER ELEVATIONT 21

DIRECTIONAL ANGLE OF MUD SLINSERT 18
YOU HISSED THE SCHMOD AT [ 29007 ¢ T80
YOUR MOD HIT © 29591 , 9614 ).

KD SLINGER ELEVATIONT 20

DIRECTIONAL ANGLE OF WUD SLINGERT 19
YOU MISSED THE SCHMOO AT ( 29007 , 9740
YOUE WMUD HIT { 2B2&0 , 9730 ),

KBD BLIMGER ELEWATIONT 22

DIRECTIONAL WNSLE OF WUD SLIMEERT 18
YOU MISSED THE SCHROO AT ( 29007 . 9740
YOUR WU MIT ¢ 30720 , 9981 ).

HUD SLINGER ELEVATIONY 21

DIRECTIONAL ANGLE OF WUD SLINGERT 17.5
YOU HISSED THE SCHMOO AT ( 29007 |, 9740
YOUR MU WIT € 29673 , 7354 ).

HUD SLINGER ELEVATIONT 21

DIRECTIOMAL AMGLE OF MUD SLINGERT 18.4
TOU HISSER THE SCHROD AT ( 2%007 , 9740
YOUR WUD WET 1 29523 , 7821 ).

WUP SLINGER ELEVATIONY 21

DIRECTIONAL AMELE OF MUD SLIMBERT 18.8
TOUW WISSED THE SCHAOD AT [ 29007 , 9740
TOUR HUD HIT { 29454 , 10024 1,

HED SLIMBER ELEVATIONT 20

DIRECTIONAL AMGLE OF MUB SLIMGERT 18.4
TOU KISSED THE SCHADD AT ( 29007 , 9740
TOUR WUD WIT ( 28327 , 9533 ).

HUD SLINBER ELEVATIDNT 20,3

DIRECTIONAL ANGLE OF WUP SLIMGERT 18.87
YOU WISSED THE SCHNOO AT ( 29007 p FREL
TOUR HUD HIT { 28433 , 9784 ).

AUD SLINGER ELEVATIONT 70.9

DIRECTIONAL AMELE OF HUD SLINGERT 18.87
YOU KISSED THE SCHRODD AT | 20447 p P40
YOUE MUER HIT ( 28884 , ¥BES ).

e
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hllE aLlMobl ELEVATIONY 20.48

DIRECTIOMAL ANGLE OF HUD SLINGERT 18,73
YOU WISSED THE SCHWOOD aY ( 27007 , 97&0 ).
YOUR MUD HIT ( 29098 , 7844 ).

HUD SLINGER ELEVATIONT 20.48

DIRECTIONAL AMGLE OF BUD SLINGERY 18.49
YOU HISSED THE SCHMOO AT ( 29007 , §740 1.
TOUR HUD HIT 29105 , 7846 ).

HUD SLINGER ELEVATEONT 20.48

DIRECTIONAL ANGLE OF HUD SLIMGERT 18.71
YOU HISSED THE SCHNOD AT { 29007 , 9740 ).
YOUR HUD HIT C 29102 , 9854 1.

AUD SLINGEE ELEVATIONT 20.42
DIRECTIDNAL ANGLE DF WUD SLIMGER? 18.71
#3CHHO0 SPLATTED= 22 HUD BALLS TOSSED.

I SEE ANOTHER SCHWOD. TO SPLAT
HiH, TYPE WUD. TO DUIT, TYPE GUIT.

T OHUD

COORDINATES OF THE SCHROO ARE [ 4529 , 9147 ).

TEE SCHBDD IS HAPPY TD BE SPLATYED,
Th HWaAKE YOU HAPPY TOO,
HE WILL THROW AUD AT Yo

HUB SLINGER ELEVATIONT 47

DIRECTIONAL AMGLE OF HUB SLINGERT 47

TOU HISSED THE SCHHOD AT ( 4529 , %147 ).
TOUR KUB HIT { 31435 , 33924 ).

SCHHOD KUD WIT 1010 INCHES FROW You.

HED SLIMGER ELEWATIONY 10

DIRECTIONAL AWELE OF HUD SLINGERT 47

YOU WISBED THE SCHNOD AT ( 4529 , 9147 ).
TOUR HUD RIT { 10843 , 11430 ),

SCHHDD WUR HIT 910 INCHES FROW YOU.

AUD SLIMGER ELEVATIONT 7

DIRECTIOMAL AMGLE OF HUD SLINGERT St

YOU WISSED THE SCHHOD AT { £529 , 9147 b.
TOUR RUD HIT © 7079 , B742 1.,

SCHAOD MWD HIT 1155 INCHES FRON You,

HUD SLINGER ELEVATION? 7.3

DIRECTEONAL ARGLE OF MUD SLIMGER? 54

YOU MISSED THE SCHEOO AT ( £529 , 9147 ),
TOUR HUD HIT € &797 , 9353 ).

SCHHOD NUB HET 786 INCHES FROM YOU.

AUD SLINGER ELEVATIONT 7.1

DIRECTIONAL ANGLE OF HUD SLINGERT 53.2
TOW NISSED THE SCHAOD AT { 4529 , 9147 ).
TOUR WUD HIT ( 4832 , %133 ),

SCHHO0 #UD HIT 171 INCHES FROM YU,

AUD SLINGER ELEVATIONT 4.9

DIRECTIONAL AWGLE OF MUDP SLINGERT 53.2
YOU WISSED THE SCHADD AT [ 4529 p PHAT ).
TOUR MOD HIT ( &643 , 8BED ).

SCHHDOD HU® HET 380 INCHES FRON YOU.

HUD SLINGER ELEVATIONT &.89

DIRECTIDHAL AMGLE OF HUD SLINBERT 53.4
YO HISSED THE SCHMOOD AT ¢ 4529 , 9147 ).
TOUR WUD HIT ( &4&03 , BESZ ).

SCHEOD HUD HIT 750 IMCHES FROM YOU.

HUD SLIMGER ELEVATIONT 4.84

DIRECTIONAL ANGLE OF WUD SLINBERY 53.57
TOU MISSED THE SCHAOD AT ( 4329 , 147 ).
YOUR MUD HIT ( 4348 , 8872 ).

GLHHDD HUBR WIT 1219 INCHES FRON YOU.

HUD SLINGER ELEVATION? 4.91

DIRECTIONAL AMGLE OF HUD SLINGERY 53.54
YOU WISSED THE SCHMODO AT { 4329 , 9147 1,
YOUR HUD HIT ( 4400 , B933 1.

JEHNOD MUD HIT 1579 INCHES FROM vou.

HUD SLIMGER ELEWATIDNT 5.89

DIRECTIONAL AMGLE OF WUD SLINBERT 53.52
YOU HISSED THE SCHMOD AT ( &52% , 7147 ).
TOUR WUD HIT ( A5B5 , B9DS 1.

THE SCHMOD HAS SPLATTER YOu!
CLEAN UF AND GOODBRYER
1,
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LIZ
14
240
21
22
23
0
32
34
T
a8
4{
42
44
44
30
55
&0
&5
70
73
i
10
114
120
130
135
138
140
145
48
150
155
158
1&0
185
20
210
220
230
240
250
2ad
111}
310
K
340
350
3
352
354
Ik
J58
Ja0
381
342
ETT!
3i4
I70
T[]
I%0
%3
400
410
413
417
418
419
410
20l
502
s11L
S04
320
530
4
3540
S&d
350
FEQ
5e0
a¥3
S
A10
&
Ga
A4d
650
200
Fal
B
803
200

T
FRINT
FRINT
FRINT
FRINT
FRINT
FRINT
FRINT
FRINT
PRINT
FRINT
FRINT
FRINT
PRINT
FRINT
FRINT
PRINT
FRINT
PRINT
FRINT
PRINT
PRINT
K1=0
InINT
DN I
F=-1
==1
EOTO
Pe=1
2=i
GOTD
Fej
fi==1
8OTo
F=1
2=1
X={IH

TAB{ 30 ;" SCHHOD .
TABT15) 3 "CREATIVE COMPUTING HORRISTOUM HEW JERSEY

"THIS IS & MEU SCHMDO GAME. SCHROODS"

"ARE IMAGINARY CREATURES WHO LOVE™"

"BEING SFLATTED WITH JUICY MUD BALLS.?
“TOH, BEING h SCHNOD LOVER, TRY T1O“

"HAKE SCHHOOS HAPPY BY TOSSIKG HUD®

"BALLS AT THEW. YOU Have a“

"HECHANICAL HUD SLINGER THAT WILL®

"SLING HUD TO & HAXINUK DISTANCE"Y

"OF 44,500 IMCHES. YOUR J0B IE TO"

"SET THE MUD ELINGER AT THE CORRELT™
"ELEVATION (0 TD 0} ARD THE CORRECT®
"DERECTIDNAL AMGLE (0 TO 3400 TD SPLAT THE®
"SCHROD. & HIT WITHIM 100 IMCHES OF THE SCHHDO™
"WILL SPLATTER HIM.™

(T+RHD{T }+4-1E-0B)
GOTO 130, 140,150, 140

00
200
2

TOZ&G00=RNDO1 h45000 ) hep

T={ERT (24000« RRDCT 1+5000) b2l

S=10

Ki=K1
IF K1
R=INKT

+1
L I THEM 4040
{7*REHDCTI+5]

GOTo 400

PRINT
BoTo

PRINT
ooTd

PRINT
FRINT
FRINT
FRINT
PRINT
IRFUT
IF C%
sSTop

FRIKT
FRINT
FRINTY
IF ¥1
IF §

PRINT
BOTO

FEINT
FRINT
IF K1
FRINT
PRINT
PRINT
PRINT
PRINY
IRPUT
PRINT
ITRPUT
IF B

IF B

IF &

IfF €

iF C

=541
IF K1
R2=1#
J=1.1
B=aBS

"THE ELEVATION MUST BE BETUEEN 1 AND 90,*
L)

"DIRECTIOMAL AMGLE HMUST BE FROW O TD 340."
a00

"#SCHEOD SPLATTED#“;S;* HUD BALLS TOSSED.™

"1 SEE ANOTHER SCHMOOD.
"HIN, TYFE HUD.

TO SPLAT™
TO QUET, TYPE QUIT.™

cH
="KUD"™ THEN 110

*YOU HISSED THE SCHEDO AT (%3X;% ®iyz%).
“YOUR HED HIT ("3INTONDH;",";INTEYI13%)."

£ 2 THEN §90
= R THEN 804

"SCHMODD HUD HIT "j;R2;*IMCHES FROM YOU.™
a0

"COORDEMATES OF THE SCHHOOD ARE {";X;",=;¥;*).®
< 2 THEM 420

“THE SCHNOD [§ HAPPY TO BE SPLATTED."

“T0 HAKE TOU HAPFY TDO,"

“HE DILL THROW KUD AT YOU,"

"HUD SLIMGER ELEVATION“;
#
"DIRECTIONAL ANOGLE OF MuD SLIKGER";
C
# 70 THEN 700
» 70 THEN -300
+ 1 THEK 309
< 0 THEM 330
P 360-11E-08)) THEW 320

i 2 THEH 595
TUABS (I00RND (1 b= {1 =205} 1490}
41592553587 18D
[IRTO9I000 ST BT =COG{Bad) b))

K1=p=L05(CxT. 1 4137245350180 )
TI=0#53IR(C*3 140 592653587 180)
PI=G@RIX-X1 2722 0Y=Y1)"2)

IF 180 >= B1 THEKW 350

GaTD
PRINT
GATO
FREINT

I&2

“YOU DMPES
Fod
“THE SCHHOO HAS SPLATTED youi“

YOU SPLATTED YOURSELF.™

PRINT "CLEAM UP AHE SOODBYE!

ERD



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 finished my last
modifications just recently. Of course,
this doesn’t mean | worked on it
continuously for two years. There were
zsome long 4-6 month stretches when |
didn’t do anything to it. It started outas
2 very simple program, and | just kept
thinking of things to add to it.

I am currently a senior in Simley
sSenior High School in Inver Grove
Heights, Minnesota, and am 18 years
old. | have been working with com-
puters since the ninth grade, and have
written many programs, including this
Dne.

This program always draws a crowd
n our school computer room, even

from kids who don't even know which
end of a teletype to type on. | built every
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.

As you can see, the program is quite
long, and initially | had some storage
problems, as I'm sure many of you will
have, too. All | can say is to slice away
at some of the more trivial commands
and options until (hopefully) you cut it
down to a reasonable size. If compiling
space is a problem, you may have to
divide the program into subprograms
chained together. If you don’t have this
capability, you'll. have to brainstorm
YOUr own ideas.

Here are some of the anomalies our
HP 2000 system. Sirings are dimen-
sioned from one to 72 characters in
length. Positions on the string are
identified with two numbers. Ex.
A%(2,4) A% is the name of the string.
The 2 tells the computer to begin the
substring at the second character. The
4 tells the computer to end the sub-
string at the fourth character of A%, So,
A%(1,1) allocates the first character of

1473

A%. | used this for identifying *Y" and ‘N’
in yes/no responses,

Line 590 is an example of logical
operation. It tells the computer that if
the expression is nonzero, to proceed
to the line specified. If it is zero, it will
fatl through to the next line.

A slightly different type of logical
operation is found in lines 3020-3050.
In these lines the logical quantity is
evaluated first, and if true, the quantity
issetto1. Ifitisfalse, itissetto . These
can all be taken care of with |IF-THEN
statements if necessary.

I hope that the size of the program
does not scare too many people away.
It should be able to be made compati-
ble with very little rewriting. If you have
a few hours of free time to rewrite a
little, it should be worth the effort,

| tried to throw a lot of random
statements in there to make playing the
game more uncertain. Cutting some of
these out may save some space, if
that's a problem for you.

MNote: The writeup above, by Vincent
Erickson, refers to the original HP
version. The one presented here is in
standard Microsoft Basic. Some con-
version notes by Steve North are found
in the listing, lines 90-230.




THIS IS THE GAME OF SEa BATTLE! !} THE QBJECT OF THE GaME IS T
DESTROY ALL OF THE ENEMY SHIFS I[N YOUR 20 BY 20 AREA WITH THE
YARIOUS WEAFOMS IN YOUR SUEMARINE ‘5 ARSENAL . YOU HUST D0 THIS.
HOWEVER s WITHOUT LETTING THE EMEMY DESTROY YOU FIRSTI|

THERE ARE SEVERAL INTERESTING HAZARDS IN THE GAME. THEY IHCLUDE:
«» DEFTH CHARGES FROM MEAREY EWNEMY SHIFS.
e MERY HUNGRY SEA MOMSTERS! |
v+ AND HIDDEN UNDERWATER MIMES.

THE DEFTH CHARGES ARE EFFECTIVE TO ANY DEFPTHs EBUT THEY LOSE
THEIR EFFECTIVNESS gVER DISTANCEs S0 THE FARTHER YOU ARE FAaOM
ANY SHIFS: THE EETTER!

THE SEA MONETERS TAKE A HMEAMDERTIMG COURSE THROUGH YOUR AREA THAT
MAY BRING IT CLOSE ENOUGH TO ATTACK YU, YOU RARELY SURMIVE.

THEY aLSD LIKE TO EAT YOUR TORFEDOSs BUT MISSILES WILL KILL THEHM.

THE ENEMY SHIFS MOVE ON EVERY TURM: IN A FIXED COURSEs UMLESS THEY
ENCOUNTER OBSTACLES. THEY WILL GET FLOWM UF EY MINES: AND GET
EATEN BY SEA MOMSTERS TOO.

TOU HAVE TEM DRDERS THAT YOU MAY GIVE. THEY ARE!?

#0! NAVIGATION - THIS COMHAND ALLOWS YOU TO MOVE IMN &

FARTICULAR DIRECTION AND DISTANCE ACROSS YOUR AREA. THE

B 1 2 DIRECTION IS DETERMIMNED HY THE GRAFH AT LEFT. THERE

WA ARE 8 DIRECTIOMNS TO HOVE INe AWD THEY ARE THE SAME

F=k-3 ANYTIME YOU ARE ASKED FOR A COURSE, FOR EXAMFPLES

P TO MOVE MWORTHy YOU WOULD USE COURSE #1. THE COHFUTER

& 3 4 WILL ALSO AGK FOR AN AMHOUNT OF FOWER.: IT TAKES 100 UNETS
OF FOWER TO HMOVE YOUR SUR 1 SFACE. BEWARE OF OBRSTACLES!!
IF YOU USE MORE THAN 1000 UNITS IN & TURMN: THERE IS AW OVERLOAD
DANGERs S0 HE VERY CAREFUL! |

¥LI SONAR - THIS COMMAND HAS TWOD OFTIONS. OFTIONW #1 GIVES
DIRECTIONAL IMNFORMATION. SHOWING THE DIRECTIONS AND DISTANCES
IN WHICH THERE aRE ENEMY SHIFS. THIS IS USEFUL FOR SHOOTIMNG &T LOMG
RAMGES» WHERE IT IS DIFFICULT TO TELL IF A SHIF IS IM DIRECT LIME.

UPTION #0 FRINTS OUT A MAP OF YDUR AREA IN 4 SQUARE.
€IT USES SYMEOLS FOR THE MAP) '"%* INDICATES DBRY LANDs ‘$-° I5
AN UNMDERWATER MINEs *“5/¢ I8 AN ENEMY SHIF. ~—ip-+ IS A SEA MOMSTER.
“IH!Y 15 YOUR HEADQUARTERS: &NMD FIMALLYr ‘(%3° Is ryoul

EVERY 50 OFTENs & “.° WILL APPEAR INSIDE THE SCREEW. THIS iS5
A SOMAR MALFUNCTIOMs a4ND S0 THE OBJEST THERE ISN'T IDENTIFLED.
IF vYOU ARE ABOVE S50 FEET» WAVES WILL SHOW UF AS fat,

#21 TORFEDD CONTROL — THIS COMMaND ALLOWS YOU TO GHOOT
1 OF YOUR 10 TORFEDOS AT ENEMY SHIFS. THE COMFUTER WTLL oMLY
REQUIRE THE DIRECTION TO SHOOT: USING THE INDICATOR aBOVE.
THEY HAVE A RANMGE OF 7-12 SFPACES. ONE TORFPEDD GETS OME SHIF .

#31 POLARIS MISSILE COMTROL - THIS COMMAND ALLOWS TOuw T
LAUNCH DNE OF YOUR FOLARIS MISSILES AGAINST THE ENEMY. THE
COMPUTER WILL ASK FOR A COURSE AND FUEL. IT TAKES 75 LES. OF FUEL
TG BOOST A MISSILE 1 SPACE. SINCE THEY ARE S0 MUCKH MORE FOWERFUL
THEY WILL COMPLETELY DESTROY THE SPACE THEY LAND Oie FLUS ALL
OF THE IMMEDIATELY ADJACENT OWNES. MISSILES DESTROY EVERYTHIWG! |1

4 MANUEVERING — THIS COMMAND ALLOWS YOU TO CHAMNGE THE
DEFTH YOU'RE AT. YOU M&Y WANT TO D0 THIS IF yOU ARE EADL Y
DAMAGED» BECAUSE REFAIRS GO OM TWICE AS QUICKLY BEEL O
2300 FT. AND ABOVE 50 FT. THAN IN BETWEEM. YOU START THE GrRHE AT 100 FT.
YO0U USE UF ABDUT 1 FOWER UNIT FCOR EVERY 2 FT. YOU CHaNGE .

#3531 STATUS/DAMAGE REFORT — THIS COMManD GIVES YOU THE
STATUS OF YOUR SUF. IT TELLS YOU HOW MUCH IS LEFT IMN TOUR
AREENALs WHICH ITEMS ARE DAMAGED: AND HOW HUCH.

#4! HEADGUARTERS -~ THIS COMMAND ALLOWS SCUE& DIVERS FROM
TOUR HEADQUARTERS TO REFLENISH YOUR SUFFLY OF HEAPONS AMD MEM .
TOU MUST BE AT S0 FT. DR LESSs aND 2 OF LESS SFACES AMAY TO D
THIE HOWEVER, AND YOU CAN OWLY DO IT TWICE.

471 EARODTAGE (SCUBA) - THIS COMMAND ALLOWS YOU TO SEND
MEN OUT ON A SABOTAGE MISSION AGAINST EMEMY SHIFS. YOU Ay
OMLY G0 AGAINST SHIPS WITHIN 3 SFACES OF vOUs AND TOU HUST
ILEAVE AT LEAST 10 MEN ON BOARD THE SUEB TO RUM IT.

¥8! POWER COWVERSION - THIS COMMaMD ALLOWS YOU TO CHANEE FUEL
TO FOWER: OR WICE=VERSA.

#7! SURREWDER - THIS COMMAND IS ONLY FOR COMARDS AND TRAITORG!!
¥OU START THE GAME WITH THE FOLLOWING SUPPLIES:
5000 UNITS OF FOWER: 2500 LES. OF ROCKET FUELs 10 TORFELOS
3 MISEILES: 1 HEADQUARTERSs AND & RANDON MUMBER OF SHIFS.,

I LEFT SOME INTERESTING DETAILS OUT OF THE INSTRUCTIONSs
70 WAKE PLAYING THE GAME THE FIRST FEW TIMES MORE INTERESTING.

¥OU START THE GAME IN THE ISLAND'S LAGOONr AND IT IS YOUR DUTY
TO SEEK OUT AMD DESTROY THE ENEMY AT aLL COSTS!!)
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SEABAT
CREATIVE COMPUTING MWORRISTOUM, MNEW JERSEY

HRAT IS5 TOURE NAMET CAPTAIM AHAE

YOU HUST DESTROY 18 EMEMY SHIPS TO UIN CAPTAIN AMAB.

WHAT ARE YOUR ORDERS CAPTAIN AHABT 1

OPTION 27 O

- - - L] L] [} \5." - [ [] ] . & - - - . . -
- ¥ W5/
+ AL TAL T G WES
- =f= . W5
* L 3
= gt AR S 2o s
= E o B R o = =
- L LTI T TE T FRRkkE
. EEREIR {ad S T | 5
- #EkdiE bk dok &
. rEeed T T e ]

W57 [ TT] §
« 8 "5/
. « ¥ Waf

¥ AR T

il
= @& p @ @ B = ¥ B ¥ ® EHE F & @ u
o

= = = L] = = = LY L] C # L] u = - [ .‘\3-’ [

UHAT WRE TOUR ORDERS CAPTAIN AHABT 3

COURSE {1-8)07 1

FUEL (LBS.}¥ 450

YOl DESTROYED 2 EMENY SHIFS CAPTAIN AHAR) N
DEPTH CHARGES OFF STARBDARD SIDE CAPTAIN AMABI!!
LIGHT, SUPERFICIAL DAMAGE CAFTAIN AHAB.

—=-#wd RESULT OF LAST ENENY HANUEVER =+s-——

UHAT ARE YOUR DRDERS CAPTAIN AHAEY |
OPTION ®7 0

AES ]
FFEFEdEEE -~
# 5SS mhdedkkdadds

L] - L} - L} L] [ ] []

4 FT T A LR
. EEEREE {3} T §
. ERRRNEE e Lo 2 2o
. ik ol g
. ¥ oaxs

TH!
.
. W5
| p-Ted i B

. $

WHAT ARE YOUR ORBERS CAPTAIN AMAB? @
COURSE (1-8)T 5

POUER AVAILABLE= 5550 . POUER TO WSET 200
MAVIGATION CONPLETE. POWER LEFT= 5350 .
DEFTH CHAREES OFF PORT SIDE CAFTAIN AHAaB111
| TBHT, SUPERFICIAL DAMASGE CAPTAIM AHAB.

-==#g® RESULT OF LAST EMENY HAMUEVER ##v--——
#¢¢ SHIP DESTROYEP BY A WINE CAPTAIN AHARY !V
#ve EHIF EATERN BY A SEA HONSTER CAPTAIN AHABI!

UHAT ARE YOUR ORDERS CAPTAIN AHABYT 5
i OF EMENY SHIPS LEFT....... 14

i OF POWER UMITS LEFT....... 3300
# OF TORFEDOS LEFT....eeuess 10

# OF MISSILES LEFT.......... 2

i OF CREMMEN LEFT..isuesnsns M

LBS. BF FUEL LEFT.ucancnvens 2050

= = ASAENES . SRS . . . o L AES L ASAENENSS

¥ - L - L

L L L] - L] L} ¥ L] L}

< &5

HANT DAMAGE REFORTY YES

ITEH DAMABE (¢ B0OD, O MUETRAL, - BAD)

EXGINES -.B8B&57
SOMAR 1.58%9¥7
TORFEDDS 4. 77787
HISSILES 1.87385
HARUEVERING 3.220463
STaTUS 4.3438%
HEADOUARTERS  2.70217
SaBDTAGE 3.3
CONVERTER 2

YOU ARE AT LOCATION ( 12 , 10 ),

UHAT ARE YOUR ORDERS CAPTAIN AHABRT 1
DPTION &7 O

¥ [ ']

L] LTy
- “WBF
- 87 ~#-
- W57 LA T2 Ll
4 td ok dobdokd dok
. ] FERRR R sidikE
. EEEESE e
. BEEEE 2 21 0]
. 2T TR TR TS TR T
. Py
TH!
: ¥
WG/

L] L] # L []

i
r i A

UHAT ARE YOUR ORDERS CAFTAIN AMABT O
ENGINES ARE UNDER REFAIR CAPTAIN AMAB,

HHAT ARE YOUR ORDERS CAPTAIN AHABT 7
HO SHIPS IN RANGE CAPTAIN AHAE,

UHAT ARE YDURE DEBERS CAPTAIN AHABY 4

WEU DEFTHT 30

HAMUEVER COHPLETE. POMER LOSS= 23

DEFTH CHARGES OFF PORT SIDE CAPTALM AHAR!Y
LIGHT, SUPERFICIAL DAMAGE CAPTAIN AHAB.

=-—w#r REBULT OF LAST EMEHY HARUEVER ##+-—

&t SHIP DESTROYED BY A HINE CAPTAIN AHaARY

UHAT ARE YOUR ORDERS CAPTAIN AHABT 1
OFTION ¥T @

e . §.- F
. =g
. ¥
. 57
. (¥ - =i=
. 85
. Ll e by
- ] sEEESEbEEhE
. ] (T ET T ETT S T2 T W57
. FERAEE EE Y
- ETETRE e EE2 T
- wlna (Y ) e
® E =S 1]
- IH!
- L I

UHAT ARE YOUR ORBERS CAPTALN AHADT 5
# OF EMEHY SHIPS LEFT....... 13

# OF POUER UHITS LEFTawnsuas F1235

# OF TORPEROS LEFT....uevua- 10

* I]F HISEILEE LEFTI LR RN NEE N} 2

* nF EEEHH‘EH LEFTIH THTEEEFEEN J¢
LES. OF FUHEL LEFT.cuasacanss 2050

S T T - R 1 1 S

&/

Vi

W5/

L. [ ] L ] L}

« o« WEABNSS

] [ [ Ll i L] L[] L} - [ ] - [ ]

L] - [ ] [



TECREE REaULT OF LAs] EMENY MANUEVER kd:——

WHAT ARE YDUR ORDERS CAPTAIN AMART o

COURSE C(1-8)7 2

POVER AVAILABLE= 2021 . POMER T0 USE? S00
MEVIBATION COMPLETE. POMER LEFT= 1521 .
WO SHIFS IH RANGE TO DEPTH CHARGE YOU CAPTAIN AHARI!

—-=#wd RESULT OF LAST ERENY HANUEVER #is=--

WHAT ARE YBUR ORDERS CAPTAIN AMABT 1

OFTION #T O
* - - - L - L] L ] [ - L] - L] 'Ilsﬂf I'I.E.IF"EIF
. X
. L
. ¥
- 2 N ET ]
- f 23 2= TR LT T
. ] SEEERRNRR  FhEiEs
I RRETE g §
a ikl EE L= 1 e
. R T T .
a = - L LR -f- . . 5
« ¥
. . ¥
. ;-]
WHAT ARE YOUR DRDERS CAPTAIN AMARY ¢
COURSE (1-8)7 1
FOUER AVAILABLE= 1471 . POUER TO USET 00
HAVIGATION COMFLETE. POUER LEFT= 1371 .
HD SHIPS IN RANGE TO DEFTH CHARGE YOU CAPTALN AHRB T
===k RESULT OF LAST EMEMY MANUEUER wam=—=
UHAT ARE YOUR ORDERS CAPTAIN AHADY 1
OPTION BT O
S T T T T 1 I . e AT
' ¥
. cEEEdEepE
- PRl g
- LEEE * 1L
. rEEdkE T $
. FhaERn FET T
- WEFFERS =3
. =§= Wl e === = §
M

WHAT ARE TOUR ORBERS CAPTAIN AHADT 3

COERSE (1-81T7 3
FUEL (LBS.17 &73

TOU DESTROYED 3 EMWEHY SHIFS CAPTAIN AMARIY!
HD SHIFS IN RANGE TO DEPTH CHARGE YOU CAPTAIM AHAB!Y

--=p¥d REBULT OF LAST EWENY WAMNUEVER wée-—-

UHAT ARE YOUR DREBERS CAPTAIN AHABY 2

CRURSE (1-8)F F
eeleesalanae oo fo JOUCHE 1
GOOD WORK CAPTRIM AHABIY!

PROMOTION AND COMNEWDATIONS WILL BE GIVEN IMMEDIATELY!IN

UANT AMOTHER GAKET MO
Break im 6230
113

YOU GOT ONE CAPTAIN AMAR!!
TOH GOT THEW ALL11!

1 [} L] [ ]

& A5

LIST

10
0
a2
4
30
1]
el
2o
70
1940
110
128
130
140
150
140
170
180
1%
204
210
220
230
240
243
25
254
270
280
290
300
J10
J10
322
324
J24
38
in
240
350
340
370
Jeo
390
400
110
10
430
440
450
440
470
480
450
SO0
=11
J20
530
240
S50
S40
370
580
S0
400
&10
&0
S350
LT
B30
(1.4}
are
&ED
470

10
740
J30
740
250
el 1
s
B0
P
a0
2oz
a4
e
B
a0
Ban
aid

PRINT TAB{33);"SEABAT

FRINT TABL1I:;"CREATIVE COMPUTING MORRISTOUM, NEW JERSET™
Pﬁfﬂ?;PtlﬂTurEIHI '

REM

REW PROGRAN BY VINCENT ERLKSON

REM  ORIGIMALLY I H.P. BASIC

REK  COMVERTED TO MICROSOFT BASIC BY S.N.
REW WOTE THE FOLLOWING ABOUT CONVERSIONS:

REM 1) RESTORE <LEME WUMBER> MEAMS TO SET THE DATA
REM POINTER TO THE BPECIFIED LIME. THIS IS OMWLY
EEN PRESEMT IN TRE-B0 LEVEL I1 AMB CP/H BASIC.
REH FOE DOTHERE, IMPROVISE BY USING & RESTORE, AND
REH FOR...HEXT WITH READ STATEMENTS TO SKIP OVER
::H THE DATA THAT BHOULD BE IGNORED.
]
REH 2) LOGICAL EXPRESSIONS ARE USED OFTEH. & TRUE
REH EXPRESEION EVALUATES AS & (-1) AND & FALSE ENPRESSIO
REH EVALUATES A5 A (0). THUS IF THE PROGRAN SAYS:
REM = (PL50)
REH IT MERNE, LET X=0 IF D>=50, AND LET X=-1 IF B<S0.
REN REAIN, IMPROVISE IF YOUR BASIC DOESN'T HAVE THIS
::: LBUT ALL HICRDSOFT BASICS BO.)
REN  The real nane of this progran is, “"Underwater Pie Lob®

REM ®=®#®» PROGRAH FOLLOUS #ex
REN re¢

DIN AL20,20),D09)

PRINT "UHAT I3 YOUR RAME“;
INPUT M¥

PRINT

REH #¢» SET UF AREA ##=
FOE =1 TO 20

FOR J=1 TO 20

AL, J1=0

MEXT J

MEXT I

REHM »#% ISLAND sk

RESTORE 4300

FOR k=7 T0 13

FOR Y=7 TO 12

REAR #4X,Y)

HEXT ¥

HEXT X

FEM 242 SUR a#n
El1=10: 52=10

A051,52)n3

REA &tk FREHT SHIPS wes
S=INTI(RNDTI b0l }+15
RESTORE 4090

FOR ¥=1 TO C(INTORNDOThed)+1 821
READ P&,DY

WEXT X

FOR %=1 10 §
M=IHTCRMDCT 22001 +1
T2=INTCRADCY ba2Q )41

IF AIX1,X23C00 THEN 500
ALXT,N2)=3

HEXT X

FRINT "YOU WUST DESTROY™;5;"EHEHY SHIPS TO WIN ] L A
REN #4& HEABQUARTERS #we
SI=INT{RHBCT I e20)e1
EdeIHT(RND(T )=20)+1

IF A(S3, 84){30 THEM 570
ALST, S54)=4

REN wwe UNDERUATER MIMES wwd
FOR X=t TO IRTCRMBCT :+8)+4
Xi=INTI{RRDC1 }e20)+1
NZ=THTI(RNEDI T b 20+

IF A{XT,X2)¢20 THEW 430
ALXTX2)=3F

NEXT X

REH =9k SE4 HONSTERS #wd
FOR X=1 TD 4§
T1=INTIRNDC1 )eiG )42
X2=INT(RMDC T Ie18)42

IF A{X1,%2){>0 THEN 700
ALXT,X20=4

RESTORE 4091

FOR Y=1 TO INTORNDICT }#BI+1
READ M1,KM2

MEXT T

NEXT X

REN #80 BET STARTING VALUES 2+
FOR I=1 TQ ¢

Bill=D

HEXT I

C=30

Pes000

Fe2300

T=10

A=3



dav E=E1R0 1790 REK #++ PRINT OUT NAP wu

87 D=3 1800 PRINT
BB REM wox CONMAMD SECTION #+= 1810 FOR ¥=1 T0 20

B¥0 FPRINT: PRINT: PRINT “MHAT ARE YONR ORDERS T E 1820 FOR Y=1 TQ 20

200 INPUT g 18I0 [DaTA "r"*'f"r"'::‘:lllr“"'-5-"'—!"‘-""'1-" % -Iu_..._u
F10 O INT(O+1} GOTO 1040, 1680,2220,2680, 3250, 3410, 3700, 3660, 4400, 4640 1840 IF RN, YI<20 THEMW 1880

P10 PRINT "THE COMMANDS ARE:*™ 1850 IF XO31 AND X<>20 AND Y31 AWD Y4>20 THEM 1880
P30 PRINT ® BO: HAVIGATIDN" 1880 PRINT " , »;

740 PRINT * #1: SOHAR™ 1870 6OTD 1950

?50 PRINT ® #Z: TORFEDD CONTROL® 1880 RESTORE 1830

960 PRINT * #3: POLARIS HISSILE CONTROL" TE90 FOR ¥1=1 T0 &(X,T)}+]

970 PRINT * B: MANUEVERING™ 1904 READ AS

980 PRINT " #5: STATUS/DAMAGE REPORT™ IO MEXT X1

990 PRINT * #5: HEADQUARTERS™ 1920 IF D450 AND RNDI11<.23 AMD ACK,Y)<H1 AND ACK,YIO2? THEN 1844
1000 PRINT © 7= SHBATARE" 1930 IF RNDO10<.15 aND ALY, YIX2 THEN 1840

1010 PRINT * #81 POMER CONVERSION" 1940 PRINT As;

1920 PRINT ® #9= SURRENDER" 1950 HEXT ¥

1030 GOTD B8O 196¢ PRINT

1040 REH e+ BO: WAVIGATION 2= 1970 MENT ¥

1050 IF D1} >= 0 THEH 1080 1980 P=p-50

1060 PRINT "ENGINES ARE UNDER REPAIR "iHgs® » 1970 IF P20 THEN 880

1070 6OTO 880 2000 0OTO 1440

1080 IF C»3 THEW 1110 2010 REN wet DIRECTIOMAL INFORMATION #eé

1070 PRINT “HOT EMOUSH CREW TO MAM THE ERGINES mibgrn, " 2020 FOR I=1 70 5

1180 BOTO BEp 022 BiI)=0

TTHE DI=1=00, 23+RRDCTI A 10084 ={D <= 5037} 2024 MEXT I

1120 @GDSUB 4080 2030 PRINT "DIRECTION # OF SHIPS DISTANCES™
1130 PRINT "POMER AYAILABLE="}P:", POWER TO sE™; 2040 RESTORE &0%0

1140 INPUT #1 2050 FOR I=! TD &

T30 IF P1<0 DR PIXP THEN 1130 2060 READ X1,71

1160 IF P1 <= 1000 THEW 1210 2070 X3=0

TIA IF RRDGCII<.43 THEN 1210 2080 FOR X4=1 TO 20

1180 PRINT “ATDHIC PILE GUES SUPERCRITICAL "iMS7! || HEADOUARTERS® 2090 IF S1+X1#M4<1 OR S14XT#X4220 OR S24Y18X4CT OR S24718X4370 THEN
1180 PRINT “UILL WARN ALL SUBS TO STAY FROH RADIOACTIVE AREA!! ™ 2100 IF ACSTHXT1#N4, SIHYTX4D O3 THEN 2130

1240 BOTD 4180 2110 X3=xin

1210 X=51 2120 BOXTI=N4

1220 ¥=52 2130 HEXT X4

1230 0=t 2140 IF X3=0 THER 2200

T240 FOR X2=1 TO INTCINTOP1/100+.5)=014.5) 2150 PRINT = =3y 23,

VIS0 IF K4XT30 AND X+X1<21 AND Y+¥130 AND T#71<21 THEN 1280 2160 FOR X4=1 TO X3

1280 PRINT “YOU CAM‘T LEAVE THE AREA *3pg:®in 2170 PRINT BiX4);

1270 GOTD 1340 2180 HEXT X4

1280 BN A(XeX1,Y#Y13+1 BOTYO 1290,1330, 1530, 1390, 1440, 1470, 1490 2190 PRINT

1290 X=x+4X1 2200 NEXT X

1300 Y=Y+Y1 2110 GOTOD 1980

1310 P=P=-100 2220 REN ##+ §2: TORPERD CONTROL weu

1320 ©0TD 1520 2230 IF BI3) »=  THEW 2240

1330 PRIKT *YDU ALNOST R&K AGROUND *;He;=1iv 2240 PRINT "TORPEDO TUBES ARE UNDER REPAIR =:na;=,*
1340 ALX,Y)=2 2250 EOTO Bao

1350 Ai51,82)=0 2260 IF C »= 10 THEN 2290

1360 51X 2270 PRINT “WOT EROUGH CREW TO FIRE TORPEDO =iWs;=,*
1370 s2=Y 2280 BOTD 80

1380 BOTO 4490 22%0 IF T THEW 2320

1390 IF D>50 THEN 1290 2300 PRINT “NO TORPEDOS LEFT *;Ws:=.v

P40 - PRINT "YOU RAMMED # SHIP'!) YOU-RE BOTH SUNK naNgrrEe 230 60TO BED

140 5=5-y 2324 IF P<2000 THEM 2380

1420 IF S=0 THEM 4240 2330 IF RADU1Y>.5 THEM 2340

1430 GOTO 4189 2340 PRINT "PRESSURE IHPLODES SUB UPON FIRING...YOU'RE CRUSHED!!®
1440 IF D350 THEM 1290 2350 GOTD £1B0

T30 PRINT “YOU RANMED YOUR HEADBUARTERS!! YOU“RE SUNK1!= 2360 BOSUB 4080

1460 S0TD 6180 2370 ¥=51

1470 PRINT “YOUWE BEEN BLOUN UP BY A& NINE “zmws;*ii* 23180 ¥=52

1480 BOTO &1B0 2370 FOR X2=1 TO INT(7eSa{~{B>S01)-RHD{1)s45 %)

1490 IF RMB(1)4.21 THEM 1430 2400 IF X+X120 AKD X+X1<21 ANB T#YT1D0 AND YHYTL2T THEN 2440
VI PRINT “YOU WERE Ea'EM BY 4 S<a AOHSTES, ";H3zvige 2410 PRINT "TORPEDED OUT OF SOKAR RAMGE,...TMEFFECTUAL =Ins3v.
1510 BOTOD 4180 220 T=T-]

1520 REM =+= CHECK FOR NEAREY SEA HOMSTERS #++s 2430 Pe=P-150

1530 FOR X3=X-2 T X42 2440 IF PH0 THEW 4450

1540 FOR Y3=Y=2 TOD T+42 2450 GOTOD 1450

1550 IF XJ3{1 OR X3>30 DR ¥3<1 OR Y3520 THEN 1410 2450 DN ACX#XT,Y+Y1341 BOTQO 2470,2510, 2650, 2540, 2580,2510,2430
1560 IF R{X,TYCO6 THEM 14610 2470 YeX+X1

1570 IF RWDCI)<.2Z5 THEN 1500 2480 Y=T4Y1

1580 IF Q=0 THEN 1410 2490 FRINT “.,1..";

1390 PRINT “YOU JUST WAD A MARROU ESCAPE WITH A SEA MONSTER "jMs;®i|® 2500 GOTD 2450

1400 @i=0 2510 PRINT “YOU TOOK DUT SOME ISLAMD “:ps:=1e

1610 HEXT ¥3 2520 ACN+X1,Y+Y1)=0

1420 HEXY X3 2530 EOTO 2420

1430 MEXT X2 2540 PRINT “DUCHI!V YOU GOT ONE “;H§;"11"

1440 PRINT “MAVIGATION COHPLETE. POUER LEFTe*;P;"." 2550 §=g9-1

1650 IF PX0 THEN 1340 2560 IF 5<>0 THEM 2520

T840 PRINT "ATOMIC PILE HAS GOME DEAD!!! SUB SINKS, CREW SUFFOCATES"  257p BOTO &240

1670 GOTOD 4180 2380 PRINT "YOU BLEU WP YOUR HEABOUARTERS “:i#;=111v
1480 REH #e% §1:z SONAR #ws 2570 53=0: S4=0z D2wg

1470 IF D{2) »= 0 THEN 1720 2600 BOTO 2520

1700 PRINT “SOMAR IS UNDER REPAIR "!M$:°." 2810 PRINT “BLAN!! SHOT WASTED ON & MINE "rH$:=||=
17t¢  &0TD 880 2520 BOTH 2520

1720 IF £»5 THEN 1750 2530 PRINT "4 SEA MONSTER HAB 4 TORPEDD FOR LUNCH =;H$:%11n
1730 PRINT "NOT ENOUGH CREU TO UORY SONAR - Ha ZE40 GOTOD 2470

1740 BOTO 889 2450 MEXT X2

1750 PRINT "OPTION 2"; 2660 PRINT “pup.*

1740 INPUT 0 2670 EDTOD 2420

1770 OM INT(D#}) GOTO 17%0,2010 2680 REN #+++ W3: POLARIS MISSILE CONTRDL ¢

I7B0 BOTO 1750
147



P iRy »= 0 THEN 2720

FRENT *HISSILE SILOS ARE UMDER REPAIR ":N%:=."

BOTO 880

IF C»21 THEW 2750

FRIMT "NOT EMOUGH CREM TD LAUNCH & MISSILE =;W$;=.-

GOT0 B&D

IF Hixd THEW 2780

FRINT "MWD KISSILES LEFT ":H$:=."

G070 880

IF B>50 AND B<2000 THEM 2950

PRINT *RECOMMEMY THAT YOU DO NOT FIRE AT THIS BEPTH...PROCEED®;
IHPUT &%

IF LEFT4{4%,13="H" THEN B8O

IF REBLEYC.S THEW 2830

PRINT “MISSILE ENFLODES UPON FIRINE =:M%;“1! YOU‘RE DEAD!=
BOTO 6180

GOSUB &080

PRINT “FUEL (LBS.}";

INPUT F1

IF Fi»0 AHT F1 <= F THEN 2710

PRINT “YOU HAYVE"IF:"LBS. LEFT "1ds:=."

BOTOD 2840

Fa=INTCF1/754.5})

IF S1#X1#F230 AHD S1+X1RF2421 AND S24¥1#F230 AND S2+Y19F2421
PRINT "MISSILE DUT OF SOMAR TRACKIKG "3H$:*. MISSILE LOST.®
H=K-1

FeF=-F1

P=P=-300

GOTD 2440

Bi=0z D4=0: D5=0: D=0

FOR =51+ 1#F2-1 TO S1+X18F2+1

FOR Y=82+Y1sF2=1 TD S24Y14F241

IF X<1 OR X320 OR Y<1 OR Y¥20 THEN 3140

DI=D3=-{A{X,T)=3}

Bi=Da- (AL, T1=4)

B5=D5={A(X,Y)=5}

Fh=ﬂ&-[ﬂ(ﬁ,l}=!!

IF B{X,Y)<4 THEW 3100

PRINT “YOU“VE DESTROVED YOUR HEADQUARTERS “:Hs:v i1
BI=0: S4=0: D2=0

GOTE 3130

IF &0X,Y)<»3 THEHR 3130

PRINT “YOU JUST BESTROYED YOURSELF “jN$;"f1!
GOTD &180

ALX,Y1=0

MEXT ¥

HEXT X

IF D&=0 THEN 3180

PRINT “YOU BLEW OUT SOHE ISLAMD " H$;“."
IF DS=0 THEN 3200

PRIRT *YOW DESTROYED™ ;D3;"MIMES “FH&3"."
IF Ba=§ THEN 3220

PRINT =YOU GOT";D4;"SEA HOMSTERS “;N$;"111  GOOD UDRE!!™
PRINT *YOU DESTROYED";D3I;"EMENY SHIPS "iws;=!11v

5=5-03

BOTD 2940

REM *+x HANUEVERING =+

IF D{5) >= @ THEN 3290

PRIKT *BALLAST CONTROLS ABE BEING REFAIRED "iN8:"."

BOTD 880

IF C>12 THEM 3320

PRINT “THERE ARE MOT ENOUGH CREU TO WORK THE COMTROLS *;Ms;=."
BOTD 88O

PRINT "HEU DEPTH";

INFUT B1

IF B1 »= O &HD B1<3000 THEW 3370

PRINT "HULL CRUSHED BY PRESSURE “u43"i|"

GOTE &080

PP-INT{ABS{{D-B1)2/24.5))

PRINT "MAMUEVER COMPLETE. POMER LOSS=":INT(ABSC(D=-D1}/2+.5))
b=D1

BOTO 4490

REN #+3% E5: STATUS / DAMABE REPORT #+s

IF D&Y >= 0 THEH JI430

PRINT “HNO REPORTS ARE ABLE TO GET THROUGH =:H$:=.=

GATOD BEd

IF £33 THEN 3480

PRINT "RD OWE LEFT TO GIVE THE REPORT ":M$;"."

DMy e

G070 BB

PEINT “§ OF EHERT SHIPS LEFT.srwssa"33

PRINT "% OF PDMWER UMITS EEFT...oewa™§

FEINT "8 OF TORFEDDS LEFT.avusss ee="}

FRINT "% OF MISSILES LEFT.acauacs -

PRINT “8 OF CREUNEN LEFT.....cvuuns "

PRINT “LES. OF FUEL LEFT...auauas wa"3F

PRINT

PRINT “UANT DAMAGE REPORT™;

INPUT A%

IF LEFTH{AS,1)="H" THEN 3470

PRINT ™  ITEM DANABE (+ GOOD, O HUETRAL, - BADOT
PRINT *  ---- = mmm

DATA "ENGINES","SOMAR" ,"TORPEDOS" ,"WISSILES" , "MANUEVERINE"

THEN 2980
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J&10
3420
J430
J440
J430
Jaa0
a0
J480
J4%0
R
3Ma
3720
310
3740
3750
A7 &0
JFF
J7an
3790
1Ll
Jai0
J820
J830
Jga0
3850
Jaad
3870
3860
S8
3900
3710
A%20
3730
J744
3%50
A980
a1
39840
J7F0
4000
40140
420
4030
4340
4050
4040
40710
4RED
4070
4500
4110
4120
4150
41410
4150
A1 &0
4170
4180
4180
H200
4210
K220
4230
4240
42540
4240
4274
4280
4270
43040
4310
4320
4330
4341
4350
4344
4370
4380
4350
44010
4410
44210
4430
4440
4430
4440
4470
4480
4490
4300
4510
4320

DATA "STATUS™,"HEADUUARTERS" ,"aabUTRAGE ", "LUNKVER TER"
RESTORE J&00

FOE X=% TO %

RE&AD &%

FRINT A%, D(X}

NEXT X

PRINT “YOU ARE AT LOCATION {";S51;","352;3")."
FRINT

BO0TH BEE

REH =+% Rki: HEADQUARTERS -te=
IF Bi2Y »=0 THEW %740
PRINT "HEADOUARTERS 15 DAMAGED.
BATO BAG

IF B2{x THEW 3770

PRINT "HMEADOUARTERS 1S DESERTED “jM%$;"."

BOTO EBEL

[F SER1(51-53)"2+(52-54)72) {= 2 AHD DI THEN 3800
FRIMT "UMABLE 70 COMFLY WITH DOCEIRG DRDERS “;H%$3™."
GOTD BBO

FRIMT “DIVERS FROH HEADOUARTERS BREING OUT JUPPLIES AMD HEH."
Pedid

=g

H=2

Fei500

L=23

pa=p2-1

aOTD 4590

REH s%&% W/: SABOTAGE #+#

IF BiB)»=0 THEH 3920

PRINT "HATCHES IHACCESSIBLE “M&;".
G0Tn BEd

IF £¥10 THEM 3954

PEINT "HOT ENWOUGH CREW TOD GO OH A WNISSION "pHsi"."
HOTD BaEG

b3=0: Dd4=9

FORE X=51=-2 TD §i42

FOR Tw32=d T §2+2

IF <1 0OR ¥X>20 OB Y<1 OB Y>20 THEW 4010
BI=p3=-CafX, a3

F4=P4- (AT, YI=8)

HEXT ¥

HEXT X

IF B3¢ THEH 4040

PRINT “NO SHIPS IN RANGE " NE;"."

EOTO BEO

PREINT "THERE ARE" ;DI SHIPS I# RANGE " H$1"."
PRINT "HOW HAMY HEMW ARE GOIMG "jH%;

INFUT @t

IF C=-01 »= {0 THEN 4130

PRINT “YOUF HUST LEAVE AT LEAST 10 MEM OW BODARD ":H$:*."
GOTOD 4070

BI=INTID3 a1+.53]

Ba=d

FOR ¥X=51-2 TO 5142

FiR Yw§2-3 TO §2+3

IF D3FR121=RNDCT) AND BERDC1D2D3IAO1<.F THEW 4220

IF ALX,Y)<>3 THEW 4220

Bé=Da41

ALX,TI=0

§=8=1

IF 5=0 THEM AZ2490

HEXT ¥

MEXT X

FRINT B&3;"SHIPS WERE DESTROYED "jH#;"."

Bé=0s DF=0

FOR =1 TO o)

BFsB?=(ENDCT 2. 8)

HEXT X

FOR X=1 T @1=-07

D&=Rs—(RHDLT <, 15)

HEXT X

IF D=0 THEHW 4340

PEINT ™# SEA MONSTER SHELLS THE MEM OM THE WaY BACER "
PRINT D73;"HER WERE EATEN "jH3;"!11"

C=C-D7F

FEINT D4;"HEN WERE LOST THROUEH 4CCIDENTS "jH3:°.°
C=C-04

PoP=-THTC10®0Y +RND(T hatd)d

BATE 44%0

REM == N%: POUER COMYERTER #%#

IF Di%) »= 0 THEH 4440

PRINT "POWER COMVERTER IS DAMAGED ", H%:°."

GOTO &8O

IF C>5 THEW 4470

PREINT “MOT EMOUGH HEH TO WORK THE CORVERTER ™pH%:;"."
BT SED

PRINT *OPTIONY (1=FUEL TD POMER, 2=PONEE TO FUEL)";
IHFUT D

OF O 60TD 4510, 4580

BOTDH 4470

REH #we FUEL TO POUER COMVERSION +#+

PRINT *FUEL AVAILABLE=";F;". CORVERT™;

UMABLE TO HELF “IH$;"."

M0 SAPDTAGES POSSIBLE."



RE
4540
4550
454{
4574
45B0
4370
4504
4510
4530
4530
4540
4450
440
4470
4580
4450
47640
477
4730
4730
47440
4750
A7 40
4770
4780
47510
qR00
4884
ELikdy
48310
4849
#0500
4860
4870
4880
4870
45904
710
4820
4930
4940
49350
4§ 40
4570
4780
4990
5 g
S0i0
S024a
030
640
S50
S0A0
5670
50890
S0F0
100
S118
3120
5130
3132
3134
5134
S140
3150
3140
5170
3180
F1%0
200
F21d
5320
3230
3240
3230
240
STy
F280
Ja 7l
300
33110
ad 20
LEL:
J340
Jaa
3350
1370
1360
3T
J400
5410

IAFUl L%

IF C1»F OR CI1<0 THEM 4529

F=F=C1

F=P+INTC(C1/3)

AT 4440

REM *x2 POUER TO FUEL CONVERSIDN =#%
PRINT "FOMER AVAILABLE=";F-13". CONVERT"
[HPUT Ci

IF CixP-1 DR C1<0 THEW 4590

P=F=-C1

FeF+IHTIC1%3)

FRINT *COMVERSION CORPFLETE. POUER=";P:", FUEL=YgF&m @
GOTD 4490

REM *=#% #9: SURRENDER =2%

FRINT "COUARDIY YOU-RE MOT WERY PATRIOTIC L A RN
BOTO 4180

REH #=+ RETALIATION SECTION ==

=0

FOR X=51-4 TO 51+4

FOR Y=8527=4 TO 52+4

IF X<t OR X»20 OR Y41 OR Y>20 THER 4740

IF ACY,YY>T THEW 4740

BB+ IRNDC 1 ) /SARCIST =20 2 {GF=Y " 2}]

NEXT ¥

HEXT X

IF 8@ THEH 4810

FRINT "ND SHIPS IM RANGE TO DEFTH CHARGE YOU el
BOTO 5210

PRINT "DEPTH CHARBES DFF -

IF RMB{1)>.5 THEK 4850

PEINT "PORT SIBE "jH43miif™

GOTD 48560

FEINT "3STARBOARD SIDE ™jH$;v111®

IF @>.13 OR RND(103.92 THEN 48%0

FRINT “N0 REAL DAMAGE SUSTAINED .t H

gOTH S210

IF @386 OR RENDCVF>.F48 THER 4940

PRINT "LIGHT, SUFERFICIAL DANAEE L
F=pF=50

DOIMT (RADC bR+t =—BHDL) J2?

paTa 521q

IF 0.4 OR RHDH1Y».975 THEN 5070

PRINT "HODERATE DAMAGE. REP4IRS MEEREDR."
F=P-75+IHT{RMDL{1}=30)

FOR =1 10 2

N=INTORMDCT Y]+

B =D{X}-RHD{1 g

HEXT ¥

BOTH 210

IF 0>.% OR RMD{1}>.983 THEH 5100

FRINT “MEAWY DANAGE!! REFRIES IMMEDIATE "'ﬂ""|r1"
PeP={200+IHT{RHBE] 1nF4) ]

FOR =1 TO #+THTLRADCY be2)

Y=INTA{RNDCT)2R )41

POY =D )-RNDCT 11

HEXT X

GOTD 5210

PRINT “DAMAGE CRITICAL!II!  LE WEED HELP!11®

ﬂi:“UHHMUHIEHHFERHFIEE#IHHRLHIHHITﬁEUF!TlTLEBESTTHDﬂIPEﬁEEﬂErj

E=IRTIRNBLI)+16)11

PRINT "SEMD “HELP” IN COPE. HERE 15 THE CODE:™;KIDS (A%,X,4);

REN TIME DELAY AMD THEM ERASE THE CODE

FOR I=1 10 300: NEXT I

PRINT CHRSCI3);TAB (I ;=XXXX";CHRIC1T] S TAB(IB)  “snun®
INPUT "EMTER CODE";B$

PRINT

IF BOCONIDS(AY,X, 4} THEN S19¢

FRINT "FAST UORK "3NE;™!) HELF ARRIVES IN TIME TO SAVE you!i{®

EOTD J040

PRINT "HESSABE GARBLEN “;H$;"...N0 MELP ARRIVES{I!™
BOTD 4180

REN ##+ HOVE SHIPS / SEA NONSTERS #sx

IF BO1Y = 0 OR D(3)Y >= & OR D{4) >= 0 OR DOS) >= 0 OR B(7) %= 0

4140
;ﬂ*‘ &150
THEWN J2&0 4140

IF BUB) >= 0 OR DIF) >= 0 THEW 5240
PRINT “DAMAGE TBO MUCH ":N8:™1!!
GOTD 4180

REM e=¢ NOVE SHIPS / SE& NONSTERS #4#

TOU“RE SUHEII"

PRINT: PRINT: PRINT "---#s® RESULT OF LAST EMENY MAMUEVER #3#---*

FOR X=1 TO 20
FOR ¥=1 TG 20

IF &LX,T1<>3 THEN S&%0

REK #5% NOVE & SHIP ###

W=D

V=17

IF AP0 AND X+U<21 AND T+V>0 AND THU<21 THEN 5420
FOR X0=1% 1O 1 BTEP -i

IF ACX-U#X0, ¥-YeX0) <50 THEN S400

ALX-WEX0, Y-VEXD)=]

ALK, YI=0

BOTOD &0400

HEXT X0

gToP

~PCHOTEION

3420
430
J440
2430
S440
3470
480
J470
2300
2310
a320
2340
S540
T
T340
2370
G380
5590
3400
G410
S&20
&30
Sé40
850
dé60
G470
=12
S699
3204
5710
3720
5730
S740
3730
3740
S|
3780
5770
TR0
=810
2820
LETH
289410
3830
JB&
SE7 %
5680
=1 L
ST
o
v
avin
40
3750
Jré0
0
5980
At
Sldd
&0 10
4020
&030
&040
&0350
6040
4070
G080
&070
100
11
4120
4130

4170
4180
4190
A200
A28
A320
&2 50
G240
&250
G260
&3T0
&280
&2%0
&300
s310
320
Ok

440

ON ACE+E,T+V)+1 GOTO 5430.54&D,5!3¢,54&0,555&.5&ﬂﬂ.5ﬁ5ﬂ
ATKAM, Yell)=3
ALK, TI=0
GOTO a00{
REH *#% CHAMGE DIRECTION *++
RESTORE 4590
FOR ¥0=1 TO INT(RNDCT)=B1+1
READ U,V
WEXT X0
IF X4U<t OR X4U320 OR Y+U<t OR Y+U>20 THEW 5470
BOTOH S420
IF 0>30 THEN S450
FRINT "z2%% TOU-VE BEEN RARAMED EY A SHIP "1N®:;"i{|*
goTo 4180
IF RREDC13<.15 THEM 5440
FEINT "#+® TOUR HEADQUARTERS WAS RASMED L R
=0; S4=0; DZed: ALK+, Y+V)sD
BOTO 5420
IF REDLYIC.Y THEM S440
;E;HT "s3¥ SHIF DESTROYED BY & HIME b s Hul R A
mf=]
IF S0 THEW 5440
BOTH &280
IF RMDC1Y<.8 THEM S440
FRIAT ®sx+ SHIP EATEN BY & SEA MOMSTER HEpgrUf
F=5-1
BOTD S&30
REH wdé HOVE & SEA HONSTER wie
IF ACM, Yh<r& THEH 40040
[F X+M1<1 OR X+H1320 OF Y+M2<1 OR Y+H2:20 THEM 5740
UM ATN#NT, Y+H2)+1 BOTO 5730,5740,5830,5850,5900,5730,5930
ALTHED, Y+H2 )=
RUX;Yr=0
GOTO S060
REH #&® CHANGE BIRECTION =%
RESTORE &0%0
FOR X0=1 TO INTCEWDCT)eg)47
RE&D H1,H2
MEXT KXo
IF X+H1<1 OR X+H1220 OR Y+H2<! OR T4HZ>20 THEW 5740
GOTO 5720
PRINT "#¥+ YOU“VE EEEN EATEM BY & SE& MDMSTER L H
GATO &180
IF RMB{1)>.2 THEH 5740
FEINT “wék SHIF EATEM BY # SEA WOMSTER L R
§=5-1
IF S<x0 THEN S7ip
BOTO s2&0
FPRINT "+¢+ & SEA HOMETER ATE YOUR HEADBUARTERS naHgI®
83=0: Sa=0: D2=(
BOTD 5730
IF REDL1}£.75 THEN 5740
FRINT "s&¢ A SE4 HONSTER FIBHT ™pN$;"111 "3
IF RMB(1)<.B THEM S%80
PREINT "a4ND OME DIES!|®
BOTD F730
PRINT “IT“5 & TIE! v
GOTD 5740
REXT ¥
HEXT X
REK #=vd MAKE REPAIRS #z+
FGR ¥=1 TO %
YeIHTCRMB Y 3ed)+1
ﬂé:;=5t1b+[ﬁﬂﬂlt!tt1+ﬂﬂﬁ{1}t1i!l!1+1 (B51) OR ~(D2000) ) )ai={DiX1<3}|
GOTEF 8ED
REH ®ex GOSUB FOR COURSE # DIRECTION #+#
BATA =1,0,=1,1,0,1,7,1,1,0,1,=1,0,=1,-1,-1
PRIRT "COURSE {1=63%;
IAFUT C1
IF €i<{1 OF C1:8 THEW &100
RESTORE &0%0
FOR X%=1 TD INTI(Ci+.5)
READ X1,¥1
HEXT X¥¢
RETUREN
REH #wa BESTROYED 7 #4¢=
FRIRT "THERE ARE STILL"}5;"EHENYT SHIPS LEFT “: 4.} Ha
PRINT "YOU WILL BE DEMOTED TO RA&NE OF DECK SCRUBBERI ("
FRENT "WANT ANOTHER GAKE";
INFUT &A%
IF LEFTH{A%, 83" T" THEN 4250
GOTO 310
STOP
FRIRT “B00D WORH "INEIEUEL YOU BOT THEM ALLYIIY

PRINT "PROHOTION AND COMMEMDATIONS WILL FE BIVEM IMHEDIATELY! QY
GOTO &2140

REM wkx TSLAND DATA #o+

DATH &, pl b0y, 0,1,1 T|1,ﬂ,1,1,1.ﬂ,r,1,1,1.ﬂ‘ﬁ Q.1
1.4

BATA 1,1,0,0,1,1,0,1,1,001.0.0.0.1.0.0.0 '

END



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°7

c. What will happen to the projectile
if you fire it straight up?

2. After becoming proficient at winning
the battle, change the initial velocity
of the projectile. How does this
affect the range?

The original SEAWAR had a timing
function th#t allowed only about 7
seconds to make your next move. If
your computer has a timer, this would
be a neat addition.

Theorigin 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.

SEAUAR
CREATIVE CONPUTIMG
MOREISTOUN, MEW JERSETY

YOU COMNAND & FLEET OF SHIPS OPERATING IN

EMEMY TERRITORY!!1

DO YOU MEED ANT ASSISTAMCET YES

TOU TELL YOUR GUN CREUS THE ELEVATION TO SET THEIR GUNS.
ELEVATION 15 IN DEGREES FROM © TO 3&0.

YOUR TASK FORCE CENSISTS OF 3 DESTROYERS, 2 CRUISERS,

2 BATTLESHIPS, AND 2 HEAUY AIRCRAFT CARRIERS.

THE EMEMY MAS ¢ SHIPS FDR HIS DEFENSE.

IF TOU SUCCEED IN SINKIMG ALL HIS SHIPS PEFORE HE SIS
YOURS, YOU HAVE UON. HOUEVER, IF WE SINKS ALL YOUR SHIPS

'BEFORE YOU HAVE DEFEATED HEIM, YOU HAVE LOST!Y

LET US BEGIN!!!

YOUR FLABSHIP HWAS DETECTED A U-BDAT APPROACHIME AT 5 PHANTONS.
YOUR SUBMARIRE DETECTION EQUIPHENT REABS THE RANGE TO THE TARGET
AS  J9481 METERE.

THE U-BOAT HAS COMMENCED FIRING TBRPEDDES AT YOUR SHIPS.

HIS FIRST TORPEDD EXFLODEF 281 METERS BEHIND YOUR SHIP.

UHAT ELEVATION =+ 7 38

----- FIRE! !

DEPTH CHARGE EXFLODED 5437 METERS AFT OF TARGET.
THE ENEMY U-BOAT SANK ONE OF YOUR DESTROTERS!!
UHAT ELEVATION ws 1 324

=====FIRED}§

DEPTH CHARGE EXPLODED 2592 WETERS AFT DF TARGET.
THE ENEWY U-BOAT SANKE YOUR HEAVY CRUISER!!

WHAT ELEVATION = ¥ 29,7

~===cFIRE!I!]

DEPTH CHARGE EXPLOBER P07 METERS AFT OF TARGET.
THE ENENY TORPEDD EXPLODER 103 METERS IN

FRONT OF YOUR SHIF,

WHAT ELEVATION »» T 2%.2

=====FIREII}

BEPTH CHARGE EXPLODED 123 METERS AFT OF TARGET.
THE EMEMY H-BOAT SANH AROTHER OF YOUR DESTROYERS!!
WHAT ELEVATION =& T Z9.07

~=-===FIRE1 1!
DEFTH CHARGE EXPLOBED RIGHT DM TOP OF THAT BABY!i!

TARGET DESTROYED!!! ®x 5 e ROUNES EXPENDED.
TOU “AVE LDST 3 SHIPS, AMD THE ENEMY HaS LOST 1 .

180



TRUR FLARSHLIF RKEFURTS THE SlGHELINE DF AR ENENY 210 AN SHORE GUR
YOUR INSTRUMENTS READ THE RANGE TO THE TARGET 4% 41020 METERS.
THE ENEHT 210 WM SHORE OUM [S FIRIMG ON TOUR SHIPS!

HIS FIRST ROUMB FELL 113 METERS SHORT.

WHAT ELEVATION #+ ¥ 32

=====FIREI!1I

GHELL OVER3HOT TARGET BY 773 HETERS.

THE EMENY 210 MH SHORE GUN SANE OME OF YOUR BATTLESHIPS®
WHAT ELEVATIOR #: 7 31.37

---——FIREI]

SHELL OVERSHOT TARGET BY 240 MHETERS.

THE EMEWY 210 MWW SHORE GUN SANE YOUR LAST DESTROYER!!
WHAT ELEVATIOR #=2 % 3J1./%/ 07

--——-FIRE!1}
# BOON e

TRRGET DESTROYED!!! *2 § #* ROUNDS EXPERDED.
YOU HAVE LOST 5 SHIPS, AMD THE ERENY HAS LOST 2 .

YOUR FLAGEHIF REPORTS THE SIGHTING OF AN EMENT 70,000 TOM CRUISER
TOUR TWSTRUKENTS REAB THE RAMOE TO THE TARGET A5 41009 HETERS.
THE ENERY 70,000 TOM CRUISER IS FIRING OW YOUR SHIFS!

Ik FaCT, HE JUST SAMK YOUR ATRCRAFT CARRIER®!

LaT ELEVATION w& ¥ 33

***** FIREF!!

SHELL OVERSMOT TARBET BY 784 METERS,

THE EHENY 70,000 TON CRUIGER SAMK YOUR LIBHT CRUISER!!
HEAT ELEVWATION =« T 31.1

————— FIREY!
SHELL OVERSHOT TARGET BY 123 METERS.

THE EMEHY 70,000 TON CRUISER SANK YOUR LAST AIRCRAFT CARRIER!
WHAT ELEVATION *+ T 30.7

=== ==F [REL1
*t BOOGM ==

TARGET DESTROYED! | #4 3 #& ROUNDS EXFEMBED.
¥OU HAVE LOST 8 SHIPS, 4D THE ENEMY HAS LDST 3 .,

YOUR FLAGSHIF REPDRTS THE SIGHTIMG OF AN ENEMT BATTLESHIP
YOUR IRSTRUWENTS READ THE RAMGE TD THE TARGET AS 42044 HNETERS.
THE EMEMY BATTLESHIF I[& FERING ON TOUR SHIFE!
I FACT, HE JUST SAME YOUR LAST BATTLESHIFI
wkederses  PEACE #wdbdesss

Yol FIRED ROUNDS, THE EMEMY FIRED 10
ROUNBS .

ALL OF YOUR SHIPS HAVE BEEN SUNK. S0 SORRY

THE BATTLE 15 OVERssscscanen THE ENEMY HINS!

11

LIST

S PRINT TAB(24);"SEAUAR"

& PRINT THE(20};"CREATIVE CONPUTING"

7 PRINT TABC1E) "NORRISTOMH, MEW JERSEY"
7 PRENTePRINT:PRINT

1¢ PRINT *YOU COMNAMD & FLEET OF SHIPS OPERATING IN"

13 PRINT “ENENY TERRITORY!1!"

20 PRINT DO YOU WEED ANY ASSISTAMCE";

40 IRFUT 0%

a0 IF @#=*YES" THEN F0

&0 [F @%="ND" THEW 170

70 FRINT "IMPUT “YES~ OR “MO""

B0 BOTO 40

70 PRINT "YOU TELL YOUR GUN CREUS THE ELEVATION T0 SET THEIR GUNS."
100 PRINT “ELEVATION IS IN DEGREES FROW o TO 340.°

119 PRINT “YDUR TASH FORCE CONSISTS OF 3 DESTROYERS, 2 CRUISERS,"
120 PRINT "2 BATTLESHIPS, AND 2 HEAVY AIRCRAFT EAHE]EHE.

130 PRIMT “THE EMEMY HAS ¥ SHIPS FOR HIS DEFENSE."

140 PRINT "IF YOU SUCCEED IN BIRKING ALL HIS SHIPS BEFORE HE SINKS™
130 FRINT"YDURS, YOU HAVE UOM. HOUEVER, IF HE SINMS ALL YOUR SHIPS™
140 FRINT “BEFORE YOU HAVE DEFEATED WIM, YOU WAVE LOETHI®

170 PRINT “LET U5 BEGIMIf!®

210 FRINT “=

22
230
2410
250
- 1)
270
284
290
J06
Al
20
330
340
3540
40
390
463
4146
4 M
4310
440
450
440
480
450
Foa
310
F0
3135
330
540
S50
59
Sl
590
Gl
420
&30
a40
&50
A4
a0
LS80
490
Jon
F03
F10
72
FI0
F50
FEd
|
780
J90
B20
BId
B4
B
B0
o0
210
4
EL]
740
S50
Sa0
B0
R
i
1000
1020
To3a
TS
1850
10670
1080
10%0
110G
116
1120
1130
1142
1150
1160
110
1200
1210
f230
12540
1240
1280

151

READ 2%

Anf+]

goTo 320
RESTORE

I[F 0= OR A=Y
FOR X=1 TO &
READ I%

MEXT X

READ Z%

A=#+1

IF I$="AIRCRAFT CARRIER" THEM 390

IF I#="U-BOAT" THEN 2000

IF I$="TORPEBD BOAT" THEN 340

P=1

G0TO 403

RESTORE

PRINT:PRINT "YOUR FLAGSHIP REPDRTS THE SIBHTING OF AN EHEMY =@ L
Tud3000.-30000+=RHDL0)+ (RNDCOI£10) =, 9H7454+1072

IF T<10000 THER 410

§=01P2=0

T=IHT{T})

IF I8=*0=BDAT™ THEN 2010

FRINT “YOUR INSTRIMENTS READ THE RANGE TD THE TARGET as "

THENW Ba0

T:™ HETEF

IF P=1 THEM 1480

If 5»4 THEW 510

60TO 540

PRINT "ALL RIGHT, BAD SHOT, THE TARGET WAS NOVED ONT OFv

PRINT "RAMGE 111 LET"S TRY LT AGAIN (11°

S1=51+4

BOTO 320

PRINT *WHAT ELEVATION s+ "

INPUT B

PRINT

PRINT *

PRINT *=--ae FIRE!!}"

§=gti

IF BY360 THEM 1410

IF BCO THEW 750

If B=0 THEN 770

IF B=00 THEM 980

IF B>330 THEW 770

IF B>180 THEW 1370

IF BY150 THEW 1300

IF B>90 THEN 1020

Vi=475.285

E=INT(T-{V1"2/9. 804450510 2+B/57,3}) )

IF ABS(E} <= 100 THEN 1050

IF E>100 THEN 1208

IF E<-100 THEM 1250

PRINT “GUN BACKFIRED, KILLING CREW!"

GATD B20

PRINT “WHAT ARE YOU TRYING TO DOT KILLSOME FISH? THE SHELL®

:E::! ;EIFLDDED UHDER WATER FIFTY HETERS FRON YOUR SHIFI({("
1590

PRINT " ADHIRAL PLERSE L1fgv
BOTD 1590

FEINT keEEidd  PEACE  ddkktdgs®
FRINT:PRIKT:FRINT

FRINT "YOU FIRED *,81,* ROUNBS. THE EMEMT FIRED * pad," ROUWDS.®
IF =% THER %29

IF A=% THEW %30

PRINT "&LL OF YOUR SHIFS RAVE BEEN SUNN.
PRINT “THE BATTLE IS OVER....
BOTD 2220

FRINT "YOU HAVE DECIMATED THE EMEMY..........THAT*S MICE"
PRINT "THE BATTLE IS:OVER.. You WIniiane

GATD 2220
PRINT "YOU [BIOTI! YOU SHOT STRAIGHT UP1f, mMD THE SHELL“
FRINT “LANDED OH YOUR DUN GUH POSITIOM, DESTROYING IT!i1"=
BOTO 1570

FRINT "HEY BTURID,
GOTO 15%0

IF Z®="U-BDAT™ THEN 1070

GOTD 1090

FRINT "DEFTH CHARBE EXPLODED RIGHT DM TOP OF THAT BABY!I|®
GOTD 1140
FRINT ©
PEIHT Hm
Wk="TARGET DESTROYED!!|
H3¥=" »® ROUNDS EXPENDED."
PRIAT H$;5;i8

:?I:: ;TDU HAVE LOST “;0;" SHIPS, AND THE ENMEMY HAS LOST 1 A

*

Fl=g

EOTE 250

IF I§="U-BOAT" THEW 2130

PRINT "SROT FELL ";ABS(E);™ WETERS SHORT OF TARGET."

GOTD 13%F0

IF I#="U-BODAT™ THEN 2140

FRINT "SHELL DVERSHOT TARGET BY “IABS{E)};™ METERS."

BOTOD 1599

s E]EHT"
...... THE EHENY WING!"

TOU“RE FIRIKG OM YOUR QUM SHIPS!I!1®

k"

#+ BOOM

T



el Filel = TOU SHOT A PROJECTILE, INTO THE AIR,®

1320 PRINT ® IT FELL TD THE WATER, YOU KHOM MOT WMERE."

1330 PRINT “BUT I DO, YOU IDIOT, YOU JUST SAMK YOUR OUM FLEET TANKER!!™
1340 51=51#1

1350 IF P=1 THEN 1590

1360 GOTD 490 .

1370 PRINT “WHAT ARE YOU TRYING TD BOYT DRILL A4 #EU HATCHT? THE SHELL®

1380
1383
1384
1350
1400
1410
1420
1430
1440
1450
1480
1470
1500
1510
1520

:ﬂ;ﬂT "EXPLODED IN YOUR SHIP, DESTROYING ITI01"
=1

IF O=% THEH &40

IF P=1 THER 15%)

EOTO 820

PRINT "WHERE BID U LEARN TO TYPE? =;B;=DEGREES EXCEEDS 340 BY"
PRINT B-J40;" DEBREES."

51=51+1

IF P=1 THEN 1570

GOTO AF0

FRINT "THE ENENY ";I%;" IS FIRING DN YOUR SHIPSI™
Pam1 23 4o RND(RMBOO) }+(RND(O)wE0D

1F P4>500 THEN 1490

IF P2=1 THEN 1400

IF INT{PA}<100 THEM 1800

1530 1F Z8="U-BOAT* THEN 2100

1540 PRINT “HIS FIEST ROUMD FELL "SINT(P413" RETERS SHORT.™
1560 §2=52+1

1570 GTO 4%0

1590 IF P2=1 THEN 1470

1400 Pi=1230«RND{RRDCOY }+(RHDLO}+10}

1610 IF P1>P4 THEN 1800

1620 IF PI<IP4=400) THEN 1400

1630 IF P1<100 THEK 1710

1648 Fd=Pi

1630 S2=52+1

146 IF I9="U-EDAT" THER 2190

1670 FRINT “THE ENENY ROUND FELL ";INT{P1)}:* METERS SHORT.®
1700 GOTO 490

{718 82=E2s{

1228 P2=1

1730 GOSUR 1850

1750 PRINT "THE EMENY "jZ8;° S&HK =:D%

1760 0=041

1770 IF 0= THEN 840

1780 1F DS="YOUR LAST BATTLESHIF!|® THEN B40

1790 GOTD 4%0
1800 k2=

1819 GOSUE 1830

1820 PRINT “IN FACT, HE JUST SAMK *3D#

1830 B=0+1

1848 BOTOD 17740

1850 RESTORE

1840 FOR C=1 TO {9+0)

1870 READ B3

1880 WEXT C

1890 READ D3

1920 DATA "U-BOAT","210 MM SHORE BUN",“70,000 TON CRUISER"

1930 DATA “BATTLESHIP®,*TORPEDD EOAT" ,"HEAVYFRIGATE®

1940 DATH “E-TYPE BESTROYER" ,"GUIDED-HISSLE BHIPY "AIRCRAFT CARRIER"
1950 DATA “ONE OF YOUR DESTROYERS!!®,"YOUR HEAVY CRUISER!I®

1960 DATA “ANOTHER OF YOUR DESTROYERS! '™, "ONE OF YOUR BATTLESHIPSII®
1970 DATA "YOUR LAST DESTROYER!!™,"TEUR AIRCRAFT CARRIERY L

1975 DATA "YOUR LIBHT CRUISER! ™, “YOWR LAST AIRCRAFT CARRIERII™

1980 BATA "YOUR LAST BATTLESHIPI{®

1790 RETHRHN

2000 PRINT "YOUR FLABSHIP HAS DETECTED & U-BODAT APPROACHING AT 5 "3
2005 PRINT “PHANTOMS."

2010 P=i

2020 6OTO 410

2030 PRINT "YDUR SUPNARIME BETECTION EQGUIPHENT READS THE RANGE TO THE"®;
2031 PRINT " TARGET™

2040 T=INT{T-1500)

2058 IF T<0 THEM 410

2060 PRINT “A§ *3T;" NETERS,"

2080 PRINT “THE U-BOAT HAS COMMENCED FIRING TORPEDOES AT TOUR SHIPS.™
2090 GATE 149

2180 PRINT ™HIS FIRST TORPEDD EXFLODED "rUINT(P4)-50) ;" HETERS BEMIND=;
2105 PEINT * YOUR SHIP.®

2120 6OTO 1560

2130 PRINT "DEPTH CHARGE EXPLODER " ABSI(E) ;" METERS SHORT OF TARGET."
21530 GOTR 15%0

2160 FRINT "DEPTH CH&RGE EXFLOBED "IABSCE);" METERS #FT OF TARGET.™
2180 GOTO 15%0

21%0 FRINT "THE EMEMY TORPEDRG EXPLOBED HILINTIFY}=50) ;"METERS IN®
2201 PRINT "FROMT OF YOUR SHIF.*

2210 BOTO 490

2220 END

o

o IEf



Snoot

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 asmall 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 shuttle 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.

S0 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 enamy.

Line by line explanation.

Lines 440-490. | assemble three
commonly used print strings. 5%
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 is a 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
pregram may be modified for a longer
and more challenging game by chang-
ing the data in line 530. Change all the
Iwos 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. 1 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.

153

Lines 830-920. Herethe 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
axecution, and make it look like he
hasn't fired a missile. Otherwise, he
chooses a new co-ordinate to rest
upan.

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. If not, arother
message Is printed and player will die
quietly after output.

Lines 1490-1780. Here the printing of
the two matricesis done. A value 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.

| spent & 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
15 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 hit become too great.

Any method you use, or another you
may think of, will lend long hours of
enjoyment, Have fun!

The program and description were
written by David Spencer,



EHooT
CREATIVE COMPUTING
HORRISTOWN, MEW JERSEY

DD YOU WART INSTRUCTIONST O
SCANMER COMPUTER: ENEMY ACTIVITY ON GRIP AT i p 1

YOUR STARTINE CO-ORDINATEST 2,5

YOUR TEERITORY ENERY TERRITORY
12345478714 12345478710
T sasteazess ] #ersssspsy
2 saradggpes IR TR T
¥ oparezszaz: ERE TN EETEL
d szziaeEece R H I
S rgzizzzzay Joszrisonrae
RUN LT HE T T b zgrgezizizs
SHOBT T oeredigzzis 7 oErrrrpagss
CREATIVE COHPUTING B oezcsimmrgs B sneedpzos:
HORRISTOUM, HEU JERBEY ¥ zaszscgrss P orepposase:
10 gepeezeszs 10 teeessnzss
MISSILE CO-ORBINATEST 4,1
DD YOU WANT INSTRUCTIONST YES WHERE TO MOVE TO? 2,7
IT IS THE FINAL HOUR 0OF ®a¥. TOU AND & UARRINGE HATION YOUR TERRITORY ENENY TERRITORY
HAVE ENTERED INTD & LAST COMTEST. &LL THE LIFE ROW LEFT DN
EARTH ARE TOD AND YOUR ENEMY. BOTH HE AMD YOU HAVE FOUND THE 12345678910 12345478910
LAST REWAINING ATORIC MISSILE SILD MATRICES ESTABLISHED BY | gggesgzans | mpsezsszss
TRE HOW-DEAD SUPERPOMERS. ME, LIKE YOU, WISHES MOT TD DIE 2 gEeikzrzzs 2 pridEsizas
BUT TO LIWVE IW PEACE. J ozrezezrzge 3 ezsazrian
HOREVER IT HAS BECOKE APPARENT THAT HE FEELS HIS PEACE § zavggezsgzs § mpgzsascas
THREATENED AMD IS5 PREPARIND AN ATTACK. BOTH YOU AND HE HAUVE : 5 cooszesang ¥ troazzaest
SCANRERS THAT UILL UARN YOU BF WIS NOVEMENTS AMD TRACE THE § FEssaErimy b foizzazze:
FLIGHT OF HIS ATOMIC MISSILES, THUS HE I8 UORKING SLEWLY. 7 oasacarrie: 7 ozzizzoesss
THE EMENY, LIKE YOURSELF, HAS & HISSILE GRID HEARLY 8 zzzrzsrine B ofizzmmrzzs
TDENTICAL IM STRUCTURE AND OPERATION TO YOURS, BECAUSE YOU % opipizasass B zrpppEEEes
ARE THE DMLY BME LEFT, IT WILL BPE HECESSARY TO0 FIRE ALL YOu® 10 zzz3zssias 0 piisssiman
HISSILES MANUALLY. ONCE THE FDSE IS SET, YOU MUST FLEE THE
AREA ARD GET TWO GRID URITS AUAY. YOU HAY NEVER RETURH TO HISSILE CO-DRDIMATEST 1,5
THIS SPOT, DR & SPDT WHERE & MISSILE HAS LANDER; THE UHERE TO HOVE TOT 2,%
RABIATION I8 INMTEMSE AMB WOULD HMEAM AN INSTANT, PRIKFLL
DEATH. YDUR TERRITORYT ENERY TERRITORY
50 THE STAGE HAS DEEM SET. THERE IS PEACE UMTIL THE
GIGN THAT THE EMEHY HAS WOVEDR TO HIS HISSILE R&NGE. HE WILL 123454789140 1234546789140
FIRE EVERY TINE YOU WILL, &ND DD 5D UNTIL OME OF YoOU IS 1 frascacae: 1 #emgpassss
DESTROYED. FEERETL 2T T EHHHHHH
EACH TIHE A ROUND OF WISSILES HAS BEEN FIRED, THE 3 oprenasress LTI TEITEE
ECAMNERS WILL EEPORT THE STATUS OF BOTH YOUR'S AND THE ENEKY 5 § i¥zizisss § ®zzzzzignt
GRID TERRITORY. IT WILL SHOW ALL AREAS THAT HAVE HAD EITHEER 8 seszizezz: 3 fzfrazziz
A HISSILE MIT DR A MISSILE FIRED FRON IT. WITH THIS § pazezernedn 4 peprecesg
CONTIRUALLY UPDATED MAF, YOU MaY BE ABLE TO INDUCTIVELY F orijpsigisss F orzizzszaa:
BISCOVER ORF TRAF TOUR OFPONENT. FEUARE, HE UILL BE TRYING TO B sesecoeace B rcsrceezee
B0 THE SAME TO YOU. § srassiaags G sssrerigr:
10 segagaedne 10 zggezegz::
SCANNER COWPUTER: EREMY ACTIVITY OH ORID AT 10 g |
HISSILE CO-DRDINATEST 3,4
YOUR STARTING CO-ORDIMATES? 3,3 WHERE TC MOVE TO? 3,9
WHERE TO HOWE TO? 4,9
YOUR TEREITORY EMENY TERRITORY
YOUR TERRITORY EMEMY TERRITORY
123434787140 123454789140
P riggezzz=: T rsafmeasct 123454789140 12345478910
Fal EHEH 2 rrapnesans | tadgdegaet I opepkerpays
J pe#ziizz; g itzarsgse; FHEIH T H
LI T § srzzzzzzice frEisgzzss
J fEieygazrse 5 siEfstaeis INE ER N ST
b poppezapss b szrzizaes TEEEEELEL
Foragrroqest Foregszzaiae b zerzssgres
B oreapezessy B izzzazzitl sriziIsEil
¥ zmzrrrazeg ¥ jeigfzein; B ossszarerze
19 pgoszsmans 10 ®epgppraas 9 rzspsrEind
10 eppenegses

HISSILE CO-ORDINATES? 10,4

WHERE TO HONVE TOT 3,5 MISSILE CO-ORDINATESY 5,5
WHERE TO WOVE TO7 &,9

SCAMNER COMPUTER: HEY! YOU GOT HIM!I

TOUR TERRITARY EMEWY TERRITORY SCAMHER COMPUTER: HMEY! YOU 5OT HIAI:®
SCANRER COMPUTER: YOU HOVED RIGHT UNDER WIS HISSILE|
123454787910 123454678910 YOUR TERRITORY ENEMY TERRITORY
I ssngmgeoes 1 fagrsrsind
3 feprzzrze; 2 rErrednae 12343678910 12345678910
§ ererziiags 3 empresesz: B EEE IR RS 1 #p#pmzzzs:
4 srozizaas AT 2 zxpavpegig 2 mdeigzaz:s
J frzrergee LI EEEEEEE Joasrrrnnree I zreaezzpge
IR & zzsergpree 4 zEwprawaeg LRI T EITY
7 orzzzazRuEs I T Foezerroerie 5 frrakzzre:
Boapspazmiz: 8 sseeampres b sropiagnes £ ssrmmzpres
¥z Y 9 sssizszzgs Fogrdrzmzazs 7 ormrsgeELes
18 srepzzzzzs 10 #3pepggeee B orggpegsszs B sssssdazspy
P oepeLszi: ¥ srsomsrres
il 16 gepecsszzs I EIREL

454



— 4k
Y40 FOR X=1 TO B

10 PRINT TAR(Z6):"SHOOT" P50 IF POX,105EX10 OR PO, 104EC) OR POX,204F>10 OR POX,234F<1 GOTA 1080
20 PRINT TAB(20) ;"CREATIVE COWPUTING™ 40 IF LAFCN 1)4E,FIX, 204701 6ATD 1000

10 PRINT TAB(1B);"MORRISTOUM, WEW JERSEY™ P70 TIL, PI=P{X, 1) ¢+E

10 PRINT:zPRINT:PRINT QB0 TIL,2r=PL{X,2)+F

110 INPUT *D0 YOU WAHT INSTROCTIONS™:A$ 990 Lal+1

120 IF LEFTS{a%,10<3"Y" GOTO 440 1000 MWEXT X

130 PRINT 1016 L=L-1

P40 PRINT ® IT IS THE FIMAL HOUR OF MaN. YOU AND & UARRING MATION® 1026 IF L<¥1 BOTO 1040

150 FEINT “HAVE EMTERED INTO & LAST COMTEST. ALL THE LIFE MHOW LEFT OM" 1830 L=Til, 0}

140 PRINT “EARTH ARE YOU AND YDUR EMENY. BOTH HE AND YOU HAVE FOUND THE* 1048 B=TiL,2)
170 PRINT “LAST REMAIMING ATONIC MISSILE SILO HATRICES ESTABRLISHED BY" 1050 GOTO 1070

180 PEINT “THE WOU-DEAD SUPERPOMERS. HE, LIKE YO0, WISHES NOT TO BIE® 10460 G=INT(RND{1}&L+11}

194 PRINT “BUT T0 LIVE IM PEACE." 1070 £=T(6,1)

200 PRINT * HOUEVER IT HAS BECOME AFPARENT THAT HE FEELS HIS PEACE" 180 b=T(&,2)

210 PRINT “THREATEMED AND 15 PREPARIMG AM ATTACK. BOTH YOU AMD HE HAVE® 1090 L=

730 PRINT “SCANMERS THAT WILL WARM YOU OF MIS KOVEMENTS AND TRACK THE" 1100 FOR X=1 10 8

230 PRINT “FLIGHT OF WIS ATOMIC MISSILES, THUS HE 1S WORKING SLOWLY." 1119 IF POX, VIHAXIOORP (X, 1 04A<1 DR POX, 20482 100RP(X, 24841 GOTO 1140
240 PEINT "THE EMEMY, LIKE YOURSELF, H&5 A HISSILE GRID MEARLY® 1120 IF HIPCX, 13+A, POk, 2)4BY=1 GOTO B140

250 PRINT “IDENTICAL IM STRUCTURE AND OPERATION TO YDURS, BECAUSE YOU™ 1130 TEL, 1I=FLX, 1048
240 FRINT "ARE THE OHLY OWE LEFT, IT UILL BE WECESSARY T FIRE ALL TOUR™ 17140 TUL,Z1=Pi{X,Z)+B
370 PEINT "WISSILES WAMWALLY. OMCE THE FUSE IS SET, YDU WUST FLEE THE" 1130 L=L+1

80 PRINT “AREA AND GET TWUD BRID UNITS AMAY. YDU #4Y NEVER RETURW TO" 1160 HMEXT X

%0 PRINT “THIS SPOT, OR & SPOT WHERE 4 MISSILE HAS LAMDER; THE“ 1070 L=L-1

300 PRINT "RADIATION IS INTEWSE AND WOULD WEAN AN INSTANT, PAINFUL" 1180 IF L4>0 BOTO 1220

390 PRINT “DEATH.® 1190 PREINT C$:"THE EMEMY WAS CORWERED HIMSELF ImMiv*™
320 PRINT “ 50 THE STAGE HAS BEEN SEY, THERE 15 PEACE UNTIL THE® 1200 I=0

330 PRINT “SIGH THAT THE EWEHY HAS HOVED TO WIS HISSILE RAWGE. HE UILLY 1204 C=E

540 PRINT "FIRE EVERY TIME WO WILL, AHD DO S0 UMWTIL OWE OF YDu IS 1207 DsF

350 PRIMT "DESTROYED.® 1210 BOTO 1270

40 PRINT " EACH TINE A& ROUND OF WISSILES WAS PEEN FIRED, THE® 1220 IF L1 6OTO 12480

370 PRIMT “SCAMHERS WILL REPORT THE STATUS OF BOTH YRUR-S ANMD THE EMEMY- 1230 J=T{i,1]

g" 1240 ¥=T{1,2)

380 PRIMT “SRID TERRITORY. IT WILL SHOW ALL AREAS THAT HAVE HAD EITHER® 123% GOTO 1290

390 PRIMT “& HWISSILE HIT OR & HESSILE FIRED FROK IT. WITH THIS 1260 G=IRTIRNECT p¥LAT)

400 PRINT “CONTIMUALLY UPDATED HAP, YOU MAY BE ABLE TO TRDUCTIVELY® 1270 J=T{G,1}

410 PRINT “DISCOVER OR TRAP YOUR DPPOMEMT. BEUARE, WE WILL BE TRYIH& TO® 1280 E=T{G,2}

420 PRINT “DD THE S4ME TO YOU." 1290 IME,Fi=1

430 PRINT 1300 HeA,B1=1

440 G¥=" -12345478%10" 1310 I(C,01=1

450 C$="SCAMNER COMPUTER: ® 1320 HiH,MI=1

460 Gy="" 1330 IF M<»J OR D<XT GOTO 1390

470 FOR %=1 TO 14 1390 PRINT CH;"HEY! YOU GOT HEMI!™
480 SHa5s+™ ¢ 1350 I=0

490 NEXT X 1340 IF C<»5 OR D<XT GOTO 1390

S10 DIK 110,100 ,8010,10),7T48,2),P(8,2) 1370 FRINT C#;"YOU WOVED RIGHT UMDER MIS HISSILEM1™
520 DATA 10,10 , 1,1 , 10,1 , 1,10 , 10,9 , 9,10 , 1,2 , 2,1 1180 I=0

530 Dats -2,-2 , 0,-2, 2,-2, 3,0, 2,2 , 0,2 ,-2,2 ,-2,0 1390 E=%

5S40 ReIMTC(RMDCI Y ad+1) 1400 F=T

550 FOR ¥=1 TO R 1410 &=J

S&0 READ A,D 1420 B=K

=70 HELT X 1430 FOR %=1 10 &

S#0 FOR X=1 1O 10 1440 IF PLX,11+EXTQDRPCN, 104EST OR POX,Z)4F2 100RFIX, 2)+F€1 GOTO 1460
580 FOR Y=1 TO 10 1450 IF I{POX,1}1#E,POX,21+Fi=0 GOTOD 1470
&00 I1X,7)=0 1440 MEXT X

A10 RIX,Ti=0 - 1470 PRINT CH:"FDOL! YOU HAVE BOXED YOURSELF IMTD & CORMERIDY
&20 HEXT ¥ 1480 I=0

&30 MEXT X 1490 PRIMT " YOUR TERRITORY *,"EMENY TERRITORY"
440 IF R=2 GBTO &910 1500 PRIMT

450 FOR X=1 10 @ 1510 PRINT G#;54364

460 READ C,B 1520 FOR X=1 T8 10

470 IF C=2 0070 &90 1530 IF X=10 GOTO 1540

&80 HEXT X 1540 PRINT X

490 FOR ¥s1 TD 8 1550 G60TO 1570

700 FOR Y=1 T0 2 1540 PRINT ™10 *;

710 READ PLX,Y) 1570 FOR Y=1 Td 10

720 MEXT Y 1580 IF Bid,v)=1 BOTO 1410

730 MEXT X 1590 PRINT "z}

740 PRINT C$:"EMENY ACTIVITY ON GRID AT;A;",“:B 1400 GOTO 1420

750 PRINT 1410 PRINT "=;

740 IHPUT “YOUR STARTING CO-ORDIMATESY;E,F 1420 HEXT ¥

770 IF E<1 OR Ex10 DR F<t OR F>10 BOTD 740 1630 PRINT " *;5%;

780 Z=1 1640 IF X=10 GOTO 1470

790 ILE,Fl=A 1450 PRINT A3

BO0 HiA,B)I=1 1840 BOTO 1480

B10 PRINT 1670 PRINF 10 ";

#20 GOTD 1490 1680 FOR Y=1 TO 10

B30 INPUT "NISSILE CO-ORDINATES™;H.H 1690 IF HIX,Y)=1 GOTO 1720

840 IF H<1 OR H»10 OR M<1 OR N>10 BOTO 830 1700 PRINT *¢*;

850 INPUT "UHERE TD MOVE T0";5,7 1710 80TO 1730

B40 IF 5¢1 OR 510 OR T<t OR T>10 GOTOD 850 1720 PRINT ="}

870 IF I(%,T)=1 BOTO @590 1730 HEXNT ¥

HED FOR ¥=1 TO B 1740 PRINT

A% IF PiX,1)+E=5 AND P(X,2)+F=T GOTO 920 1750 HEXT X

900 HEXT X 1740 PRINT

910 GOTO 850 1770 IF Z=1 GOTE 830

920 PREINT 1780 EHMD

930 L=l oK
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DD YOU WAKT TO PLAY ABAINT YES

This game is a one-lap jalopy race., TIHE{SED) MILES TO 60  H.P.H. POSITION NOVE
There is one big problem: you don't ¢ 13 0 1 71
know the shape of the course or the 3 12 i B 3 re
safe speed with which you can go P 11,8623 B4.775 5 7 4
around the corners. Consequently 120 10,9524 BY.2287 & 14
you're likely to smash up fairly fre- 159 10,3233 75. 4221 5 12
quently or else go so slowly that you ;f: :m:: :i;;:i i : :
i ' & &
d'ﬂ?ﬂt 28rm a gﬂﬂd ﬁlaﬂlﬂg amonrg the 240 T SE004 104,417 2 77
winners. However, after four or five 270 E.14713 147, 549 3 * 3
plays of the game you'll begin to get the 100 4.93148 145,855 4 1?2
hang of it and you'll be able to whip ;:g ;;“,;;; ng?:ﬁ § : §
around the course in grand fashion. v ]:,535;!5 13£:|;ﬁ 4 73
The instructions in the program are 424 737813 107.73 2 T2
quite detailed. Have fun! 435.387 0 172,425 7
THAT EMDS THE RACE, TOU PLACED w 2
YDUR AVERAGE SPEED WAS 107.491 M,P.H,
SMASH was written by Scott Byron BO YOU WANT TO PLAY AGAINT HO
ok
RN
SHASH
CREATIVE COMPUTING
HORRESTOWN, MEU JERSEY
LIST
10 PRINT TABC26)7¥SHASHY
D0 YOU MEED IWSTRUCTIONSY YES 20 PRINT TAB{ 2003 CREATIVE COMPUTING®
30 PRINT TAB(18);"HORRISTOUN, HEN JERSEY"
THIS IS SMASH--THE GAME THAT SIMULATES A CAR RACE, 40 PRINT:PRINT:PRINT
YOU WILL RESPOWD WITH ONE OF THE FOLLOUING HANUEVERS 50 DIK ACT),J16)
WHEM & “7° 15 TYPED. THE POSITION NUNBERS REFER T0 THE 70 PRINT*DO YOU WEEP INSTRUCTIONS®;
POINT &T WHICH YOU ARE OM THE TRACK-THEY GO A5 FOLLOMS: B0 INPUT 1%
0 PRINT
1-THE START LINE 100 FOR X=1 TO 7rREAD ACXIeMEXT ¥
2=HID STRAIGHT-AURY 105 FOR X=1 TO 8:READ JUX}ZMEXT X
J-CORING UF OW & LEFT TURW 120 IF LEFT${Z4,11="K" THEW 350
4-HID LEFT TURN 130 PRINT*THIS 1S5 SHASH--THE GAME THAT SIMWULATES & CAR R&CE."
S-COMINE UF ON & RIGHT TURN 140 PRINT"YOU WILL RESPOND WITH ONE OF THE FOLLOVING HAHLEVERS"
e-HIU-RIGHT TURK 150 PRINT “WUHEM & *%* IS TYPED. THE POSITION HUMBERS REFER TC THE®
7-THE FINISH LINE 140 PRINT“POINT AT UHICH YOU ARE ON THE TRACK-THEY &0 AS FOLLOUS:"
170 FRINT
MANEWVERS 180 PRIMT ™ 1-THE START LINE"
1-FLODE IT 190 PRINT * 2-AID STRAIGHT-AMAT™
2-RCCELERATE (HDDERATE ) 200 PRINT * 3-CONIMG UP ON & LEFT TURN"
I-BRAKE SLIGHT - 216 PRINT ™ 4=WID LEFT TURN®
A-JAR ON THE BRAKES 226 PRINT * S-CONING UP O A RIGHT TURN™
S-SHARF RIGHT 230 PRINT " 4-HID~RIGHT TURN"
b-MOBERATE RIGHT 240 PRINT * 7-THE FINISH LINE®
P-SHARP LEFT _ 250 PRINT
B-MOBERATE LEFT 260 PRINT® MANEUVERS
270 PRINT® 1-FLOOR 17"
TIAE(SEC ) MILES TO G0 M.P.H, POSITION KOVE 280 PRINT™ Z-ACCELERATE(MODERATE)"
8 1 ) i 7 290 PRINT® 3-BRAKE SLIGHT"
L1 F. 77167 7. 4 7 2 300 PRINT" a=JaM OM THE BRAKES®
b 7. 32917 53.1 3 T2 310 PRINT*  S~SHARF RIGHT™
LT B.5E38% 8115 F T 3 320 FRINT™ A4-WMODERATE RIGHT™
129 79002 7E.2042 3 71 330 PRINT® 7-GHARP LEFT"
ERASH==Y0U WENT BIGHT INTO THE WALL 340 PEINT™ B-NODERATE LEFT"
DD YOU UAMT TD PLAT AGAINT YES 350 PEINT
d60 PEINT TIME(SEC),"NILES TD G0, "M.P.H.*, “POSITION®, “HOVE®
TINE(BEL) HILES T0 G0  H.P.H. POSETION HOVE 370 LET A=IMTUI0+RNDIY)#5)eT=A
] it i 1 71 380 LET B=0:T=0
30 .87 2144 2 ' 3% LET C=1
ab 1. 1008 4.5 2 L 400 BOTH 470
EHASH==YOU UENT RIGHT INTOD THE WALLY 410 LET C={IMTL{2+RNDC1I#5))
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20 P

430
440
450
440
476
480
480
00
510
b
330
a0
a6
b 1)
370
J80
TT0
1]
a1t
&30
4340
&40
L350
A40
470
80
30
Ak
]
]

INT Tya,B,C,

INFUT T

IF B<>IKTID) THEN 470

IF DB THEW 470

IF Br=1 THEM 4%0

FRINT"DME THRU EIGHT OpLY"

GOTD 420

IF D{¥1 THEW 510

LET B=3eB+204INT{104RNDCT ) #9] )10
EF B<»2 THEKW 524

LET Bad=Bs/2+74 INTC1Q+RMDLY b %41 )0/10
IF D<»3 THEW S50

LET B=7#BSB~g+THT{10+BNI(1 241010
IF D<»4 THEN 570

LET BedB/7-28+INTCIO+RNECT 4810710
IF 0I=7 THEH 5%0

IF D{>»5 THEW 404

LET Bm®eB 0=l . 7+RHDCY 1o 4)

IF D=F THEW &20

IF B4 THEN 430

LET B=138 1 4={ F+RMD{1 1=, 4)

IF BE>0 THEKR 554

LET B=p

IF a-BA120%0 THEH 730

LET T=T=#a£I500/F

FRINT T,0,8,7

FRINT*THAT ENDS THE RACE, YOU PLACED E™INT(T/{20#Y}4.5]
FRIMT"YBUR AVERAGE SPEED YAS TeI400 T H.F.H.“
IF TRTCT/C20sY)4.50<31 THER %8
PRIMT*THAT WAS & PERFECT RACE, CHAREIY
GOITO 980

187

Fi0
Rl
S5
F&0
el
Jad
A7
Bod
Bio
B2
830
T
§50
g40
B0
BBG
B9
Qa0
210
F20
30
F40
5]
&0
el
kil
280

IF C<r2 THEN 780
IF D=7 THEN 740

IF B=3 THEN 940

IF C=3 THEN 780

IF G<»4 THEW BOG
IF D=3 THEM %40

IF D=4 THEW 980

IF C=d4 THEM 820

IF C<>5 THEW 540
IF b= THEN 740

IF =8 THEM 940

IF B>J{C) THEN 970
IF IRT{V+ERDTQ}*7F 14240 THEN BES

FRINT"SHASH--YOU HAVE BEEN HIT BY ANDTHER CaRti"

BOTO 780

LET T=T+30

LET A=A-B/120

IF C=1 THENW 410
IF Ce=4 THEH 410
IF C=2 THEN 414
[F C=4& THEM 410
LET CaC#1

BOTO 420
FRINT*BAD MOUE!™

FREINT “SHASH--YOU WENT RIGHT INMTO THE waLLi®

PRINT"DD YDU WANT TD FLAY AGAIN™;
IRPUT 1%

1900 IF LEFTS(Z$,1)="7" THEN 350

12t DATA 243,5,2,3,5,2,200,240,180,170,180,170

1030 END

Ok




Strike 9

This is a simple game based on the
numbers 1through 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 1-9. 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 strateqy 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 competition
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.

LN
ETRIKE %
CREATIVE CONPUTING
MORRISTOUN MEW JERSEY

DO YOU WEED INSTRUCTIDMS T YES

STRIEE MIKE IS PLAYED WITH A PAIR OF DICE &N A
EDARD WITH WINE WUMBERS: 1 2 3 4 54 7 8 7. YOO

AEE BIVEN A& ROLL AND CAN KHOLE OFF UF T & NUHBERS.
IF YOU IRPUT THAT YODU UANT TD REMOVE 5 HUMBERS, YOU
WILL BE GIVEM & CHART OF THE NWNSBERS TOU HAVE LEFT
TO REMOVE. WEXT YOU IMPUT HOH MaNY MUMBERS YOU Ua&NT
TO ERENOVE, AND THEN INPUT THE HUMBERS YOU WaKT TQ
TAKE OFF, OHE AT & TIME. THE MUMBERS YOU TAREE OFF
HUST ABD UP TO THE ROLL. YOU WIN BY REMDVIKG EVERY
HUWEFER FROM THE FOARE. YOU LDSE IF YDOU CAMROT
REMDVE ALL MUWBERS WITH THE ROLL YOU HAWE.

READY TO PLATY

HERE IS THE EDARD: 1T 2 3 4 5 & 7 8 %
TOUR ROLL IS5 B

# OF MUNBERS TO REMOVE ¥ 1

WHAT IS5 THE MUMBER™ 8

YOUR ROLL 15 3

# OF WUWKBERS TO RENDVE * 2

JHAT IS5 THE HUMBERT 2

T

YOUR ROLL I8 &

H OF NUMBERS TD REMOVE 7 1

HHET [5 THE RUMBER®T &

TOUE ROLL I5 ¢

i OF NUWBERS TO REMOWE T 1

IBAT IS THE WUKBERT %

TOUE ROLL IS5 7

# OF WUKWBERS TO REMOVE ¥ 1

LIHAT 15 THE RUMBERT 7

YOUR ROLL IS5 ¥

H OF NUWBERS TO REWOVE T 3

THE RUWBERSE YOU MAVE LEFYT TO REROVE fRE: 3 4 5
H 0F NUNBERS TO REMOVWE T 2

AT 15 THE WUMBER® 5

T4

YOURE ROLL I5 7

SOREY, TOU LOST THIZ TTME.

THERE ARE 1 MUHWBERD LEFT OW THE BOARD: 3
UAKT TO TRY AGAIN (VES OR WO} NO

i}

LIST

10 PRINT TAB(2T);*STRIKE %"

20 PRINT TAB{19);"CREATIVE COMPUTING™

30 PRINT TAR(18):"SORRISTDUM HEW JERSEY™

Fo BIN 471, D04

110 PRINTzPRINT:PRINT

170 FRINT *DBO YOU WEED IMSTRUCTIONE "

180 INPET R¥

1¥0 IF RE% ="NO" THENW 340

200 IF R$ <y "YES™ THEM 170

ME.PRINT "STRIKE WIBE IS PLAYED UITH & PAIR OF DICE &HD a&°
220 PRINT “BDARD WITH WIME MUMBERS: t 2 3 45 & 7 & %. fou-
230 PRINT “ARE GIVEN A ROLL AMD CAN KEROCK BFF UP TO 4 MUHBERS."™
240 PRINT ®IF YOU IMPUT THAT YOU UAMT TO REMOVE 5 HUHKBERS, YOU"
230 PRINT “WILL BE GIVER & CHART OF THE MUWBERS YOU HAVE LEFT™
260 PRINT *TOH BENOVE. MEXT YOU IMPUT HOW HAHY HUHEEES YOU MaHT"
270 PRINT *TO REMODVE, AHD THEN INPUT THE MUMBERS YOU UAKT Ta *
280 PRINT "TAKE OFF, ONE 4T & TIME. THE MUKPERS YOU TAKE OFF"
290 PRINT ™HUBT ABD UF TO THE ROLL. TOU WIK BY REHOVING EVERT*
300 PRINT "HUNBER FEDE THE BDARD. YOU LOSE IF YOU CAMNOT®

310 PRINT “*REMOVE ALL WUSBERS WITH THE ROLL YOU HAVE."

320 PRINT

340 PRINT “READY TD PLAY®™

350 FRINT

333 PRINT "HERE T5 THE BOARD: ™:

340 REM SET UF THE EO&RD

70 FOR B=1 TD 9

380 PRINT B

370 AlEI=R

£00 MEXT B

#05 PRINT

490 CalMTCRADLY Jed#1 1+ THTCRHDTT 12540

4§30 PRINT “YOUR ROLL IS *,C

430 T=0

440 FOR X=i TO %

450 T=T+RLX)

440 MEXT X

443 REM CHECE FOR LOSE

470 IF C » T THEN 9540

480 IF C=T THEW 1120

470 FOR K=1 TD ¥

300 FOR L=y 7O ¥

510 FOR #=1 Td ¥

520 FOE K=1 TO %

510 IF M=H THEW 4320

540 IF N=L THEN &30

330 TF M=H THEM &£30

=4% TF M=K THEH &40

370 IF H=L THEH &40
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B0 LF L= THEN oo f3 BOTO b

590 IF C-A(K)=0 THEN 480 30 PRINT "THE MUNBERE YOU HAVE LEFT TO RENOUE ARE: "3
400 1F C-A(K}=A(N) THEM &80 B%0 FOR Be1 TO ¢
410 IF C-ALKI-A{LI=ALN) THEN 480 900 IF AB)}=0 THEM 520
420 1F C-ALK)-ACAI=RIN) THEN 680 910 PRINT A(B);
530 MEXT M 920 MEXT B
440 NEXT M 930 PRINT
450 NEXT L 940 GOTD 710
560 MEXT K 950 PRINT “SORRY, YOU LOST THIS TINE."
470 BOTO 950 Q50 T=0
580 FOR X=1 TO 4 970 FOR B=1 T0 §
590 D(X)e0 980 IF AiB)=0 THEN 1000
700 NEXT X 990 T=T+i
710 PRINT “& OF NUMBERS TO REMOVE =; 1000 HEXT B
720 INPUT E 1010 PRINT “THERE ARE *;T;" MUNBERS LEFT ON THE BOARD:  ~;
730 IF INT(E} <> E THEN 740 1020 FOR X=1 TO ¥
/40 IF E < 1 THEN J&0 1030 IF ACX)=0 THEN 1050
750 IF E>4 THEW 880 1040 PRINT ALX);
735 BO0TQ 770 1030 HEXT X
760 PRINT “ANSWER 1, 2, 3, OR 4 {3 FOR THE BOARD}" 1060 PRINT
745 BOTO 710 1070 PRINT "UANT TO TRY ABAIN (YES OR NO)*;
F70 PRINT "UHAT I5 THE MUMBER™; 1080 INPUT B%
78O FOR F=1 T0 E 1090 IF B4="YES™ THEN 170
J%0 INPUT BUF) 1100 EF G$ < “NO™ THEN 1070
800 IF WIDLF)} <> 0 THEM 825 1110 END
B10 PRINT "YOU REWOVED IT BEFORE, TRY AGAM." 1120 PRINT ™% » & CONGRATULATIONS * = »*
B20 EOTO 710 1130 PRINT =+ YOU WON #*
BZ3 WEXT F 1140 PRINT
830 IF © <> BO1Y+D(23+DC3}+D{4) THEN 870 1150 PRINT
835 FOR F=1 T E 1160 PRINT “PLAY ANOTHER GANE (YES DR NO)";
840 ALDIF)I=0 1170 INPUT 8
HS0 HEXT F 1180 IF H$="YES" THEW 170
840 GOTD 410 1190 IF HE <} "MO" THEM 1140
870 PRINT “THOSE WUNBERS DON‘T &DD UP TO YOUR ROLL, TRY ABAIN™ 1200 EuD
oK
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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
Mahigian and David Ahl,

RUM
TEWKIS HATCH
CREATIVE CONFUTING, HDRRISTOWH, WEW JERSEY

THERE ARE SEVERAL OFTIORS AVAILABLE TO YOU AS TO POSITION,
FLACEAENT OF SHOT, &MD SPEED (TYPE} OF SHOT. THE KEY THAT
TOU WILL USE B5...

PESITIONCFLACENENT . TOOb: L.BACKCOGRTCT!;R.BACK-
COURTIZ21; L. FORECOURT{I); R. FORECOURT{4}.

SPEER {TYPE! OF SHOT: FAST-SLAMCS)jSLOULOBILI.

EACKHANDS AND FOREHAMDS WILL MERELY BE ASSUMED A5 YOU

SHOOT FROK & CERTAIN SECTION OF THE COURT.

0% SERVES, YOU CAMNOT HAVE FLACEMENT OPTIDHS, BUT YODH
WILL BE ABLE TO ALTER THE SPEED OF IT. BY THE MaY, YOU
WILL BE ALLOWER TD SERVE FIRST IN ALL GAMES,

ARE YOU READY?... MEEE WE GOIL0

SERVE!  TYPE' &
SERVE I§ BAD
SERVE AGATIHE! TYPE? 5
SERVE IS5 BaD... BOUBLE FAULT!

SCORE LOVETS

SERVE! TYPEY &

SERVE IS BAD

SERVE AGAIMWI! TYPET &
LEY SERVE... TAKE 1
SERVE aBGATHI! TYPET &

SERVE IS GOOD... CAM-T RETURK IT!|

SCORE 1% - 15

SERVE?  TYPE? &
SERVE HAT BEEW RETURMED...

UHAT IS YOUR POSITION?? 1

WHAT TYPE OF SHOT ARE YOI HAEING? 3

WHAT PFART OF THE COURT ARE YU AIMING FORT 3
TouUR RETURM IS GOODI
CONFURTER"S RETURN 15 GOOD!

WHAT I5 YOUR FOSITION?Y 1

WHAT TYPE OF SHOT ARE YOU MAEINGY S5

VHAT FART OF THE COURT ARE YOU AIKING FORT 2
TOUR RETURM IS5 GOOD!
CONPUTER-S RETURM IS G00D!

WHAT IS5 YOUR POSITIONTY 2
WICE TRY-YOU UERE UMABLE TO REACH THAT SHOT-COURT ® 3

SCORE 15 = 30

R T e T

e i e
SERVE!  TYPE? 5
SERVE 15 BaD
SERVE AGRINIY TYFET 5
SERVE 15 &DOD... CAR-T RETURM IT!!

SCORE BUCE

SERVE| TYFE? &
SERVE IS5 GODD... CAN'T RETURM IT!H

SCORE ROD 1IN

SERVE| TYPEY §
SERVE IS BaD
GERVE AGRIMIY TYPET &
SERVE I3 BAD... DOUBLE FAULT!

SCORE BUCE

SERVE! TYPE? 5
SERVE IS BaD
SERVE AGRIMIY TYPET §
SERWE IS5 BAD... DOUBLE FaULT!

SCORE ADD DUT

SERVE! TYPET S
SERVE HAS PEEN RECTURNED...

UHAT IS YOUR FOSITIORTY 1

UHAT TYPE OF SHOT ARE YDU MAKINET L

UHAT P&RT OF THE COURT ARE YOU AIHING FOR? 4
TOUR RETURH 15 GOHOM:E

HICE SHOT= THE COMPUTER COULBM'T REACH IT

SCORE BUCE

FERVE!  TYPE? 5
SERVE I5 BAD
SERVE AGAIN!! TYPE? &
SERVE 15 EAD... DOUBLE FAULT!

SCORE ARD DUT
SERVE! TYFET §
SERVE IS GOOD... ACE!1
SCORE PrUCE
SERVEY  TYPE? 5
SERYE HAS BEEM RETURHED...
WHAT IS YOUR POSITIONT? 1
HHAT TYFE OF SHOT ARE YOU MaBEIHGT 5
WMAT FART OF THE COURT ARE YOU AIWING FOR® 3
YAUR BETURM IS GOOT
MICE SHOT- THE COMPUTER COULDN'T REAGH IT
SCORE AlE IN

SERVE!Y TYPET &
SERVE [S BOOD... CAM'T RETURK IT!!

ECORE BAKE
e rmemm——e GAHE [UER =e=sasssssccsscs
SLORE-BANES YOU. . .HE "
1 0

SERVEYT  TYPEY &
LET SERVE...TAKE 2
SERVEY TYPET 5
SERVE IS OO00D... CAN'T RETLEN TT!!

SCLRE 15 - LOVE



%IgglﬂT TAB{30)"TERNIS HATCH"

7 PRINT TABLIS)"CREATIVE COMPUTIRG, MORRISTOUWN, MEM JERSEY"
10 PRINT:PRINT:FRINT

21 FRIMT
72 PRINT
21 PRINT
24 FRIRT
23 PRIRT
2& PRIKT
27 PRINT
28 PRINT
29 PRINT
30 PRINT
31 PRINT
32 PRINT
I3 T=@
J& I=0
38 PRINT
J¥ PFRINT
40 PRIMT ©
41 IRPUT A%:
47 h=100*RMD
43 IF h%="L"
Ad C=4

43 D=351

4¢ IF ACC THER 50

47 IF A4<D THER 70

48 PRINT TaB{1¢);"SERVE IS BAD®

4% BOTD 53

S0 PFREINT TaB{10);"LET SERVE...THRKE 2"

1 GOTOD 449

32 C=4

33 PEbsé

34 GOTOD 44

55 PRINT TAB{10Q):"SERVE AGAIK!I TYPE"}

THPUT B%: IF BS<™L™ AND E%<2YS™ THEN PRIRT *“L° OR “S5°™
ExfQOnRNDL1)

IF B%="L" THEW &7

G=3

H=41

IF E<8 THEW &5

IF E<H THEW 70

PRINT TABI1G)}:"5ERVE IS BAD...
BOTO 130

PRIHT TaB{10);"LET SERVE... TAEE 1"
BOTR 55

=3

H=74

GOTOAT

I=100 ® RHB{1}

IF I»&6 THEW 74

PRINT TABC10)};*3ERVE IS5 GOOD...
BOTO 128

K=100+=RRD (1]

IF af="L" THEN 81

"PLACERENT OF SHOT, &HD SPEED (TYPE} OF SHOT.
"you GILL WSE I5..."

*COURT(2}; L. FORECOURT(3}; B. FORECOURT(4)."

“SHOOT FROM & CERTAIN SECTION OF THE COURT."

"UELL BE WELE TO ALTER THE SFEED OF IT.
"WILL BE ALLOWERP TO SERVE FIEST IM ALL GAHES."
TABC10) ;"4RE YOU READYY... HERE WE GO1!I!"

SERVEl  TYPE";
IF A%<3"L" AMD ASC3"5" THEM PRINT "-L° OR “§°%:
{1}
THEN 52

POUBLE FADLTI®

ACE! ™

“THERE ARE SEVERAL OPTIONS AVAILABLE TO YOU AS TO POSITION,™
THE KEY THAT "

TAB(F)"POSITION(FLACERENT, TOO}: L.BACKCOURTLT)R.BACK-"

TAB{S}"SPEED (TYPE) OF SHOTs FAST-SLAN(S) RSLOULOBIL}."
TAR{I)"BACKHANDS AND FOREHAMDS WILL MERELY BE ASSUMED &S5 YOu *

Tou"

GOTO 40

BOTo 53

TAB(S} "ON SERVES, YOU CAMMOT HAVE PLACEMENT OPTIODNS, BUT YOu*
BT THE UWavy,

161

129
130
131
132
134
135
14

137
134
139
14
141
142
143
144
145
144
147
148
1%
150
Lk
152
153
154
200
210
2
230
240
245
250
255
240
23
270
300
310
320
330
400
500
%

e LF B3="L" 1THEN 8i

H=41

IF H<H THEH B85
PRINT TAB(10}; " SERVE IS GOOD...
607D 128

=g

gOTD 7B

PRINT TAB(10);"SERVE HAS BEEH RETURMED,.."
PRINT

O=INT (4*RROLT})+T1

FRINT TAB(ZO0);"WUHAT I5 YOUR POSITIONT";
INPUT @

IF D+0=5 THEM 124

PRINT TABIZ20);"WHAT TYPE DOF SHOT ARE YOU MHAKING=;
INFUT C#

PRIMT TAEB(20},"WHAT FPART OF THE COURT ARE YOU AIMING FOR*:
IRPLUT R

S=100+ENB{T)

IF C¥="L" THEN %9

IF S<81 THEN 107
GOTO 190

IF <91 THEN 107

=4 xRND{1 )

FRINT TaB(30);*YOUR RETURN IS BaAD..."

IF W42 THEM 145

PRINT TAB{33);"HIT QUT-OF-BOUNDS™

GOTE 130

PRINT TAB{33);"HLIT INTO HET®

GOTD 130

FRINT TAB(3I0);"YOUR RETURN IS soOD!™
A1=INTC4+RNDI1})

IF R+a4t=5 THEW 127

E=100=RND(1)

IF CH="L" THEN 112

IF U<B4 THEM 122

BOTO 115

IF <B4 THEM 122

Cl=4+RHA{1)

CAN'T RETURN ITEI

FRINT TAB(30);"COMPUTER"S RETURN IS5 BaD-~

IF B2 THEN 120

FRINT TAR(331;"HIT OUT-OF-BOLMDS®

GOTO 128

PRINT TAB{33)§"HIT INTO MET"

GOTA 128

PRINT TAB(30);“CONPUTER"S RETURK IS GOOD!™

BOTO 84

FRINT " NICE TRY=YOU WERE UMARLE T0 REACH THAT SHOT=COURT
GoTo 130

FRINT " HICE SHOT- THE COHPOTER COULDRT REACH IT®
=741

BOTOD 131

I=L1

PRINT:GO5UR 200

PRIMT TAB(15);"SCORE  "5%

IF Yh=4 AND Y3I+1 THEM 137

IF 23=4 ANB I3Y¥+1 THEM 139
07D 38

Ti=Y141

60T 140

11=7141
BANE OVER =m=mmmm=cmmcmemat
PRINT TaB(13);" "SCORE-GAMES fifU. . .HE™
PRINT TAB{32)3Y1;" *;71

If Yiyss AND TIXZ1#1 THEW 144

IF Z1»=4 AND Z13Y141 THEN 149
§OTD 35
PRINT
PRINT “#xeseCONBRATULATIONS, , , YOU WON###zs"
60TOD 151
FRINT

B0

FRINT “s#swspS FREDICTED, THE COMPUTER IS AGAIN TRIUMFHANT!+e+es!

PRINT
PFRINT"
PRIRT "HAVE TO REBT.sescsanaBYEITI™
PRINT

IF ¥>=2 AND I>=2 THEW 300

IF ¥=4 QR I=4 THEN S¥="GaAME": GOTOD 400
IF Y=0 THER Y#="LOVE"

IF f=1 THER Y#="13 - "

IF Y=2 THER Y#="30 - "

IF Y=3 THEN Y#="a4) - *®

IF I=0 THEW I$="LOVE"

IF Ie1 THEN Iga™13"

IF =2 THEN Is="30"

IF I=3 THEN I¥="40"

SE=T4+I8:607T0 400

IF ¥=I THEM S4="DUCE":GOTD 400

IF Y=Z+f THEN S%="RBD IK "i GOTD 400
IF T=I-1 THER S5%="4BD QUT": GOTOD 4040
IF ¥=I+2 DR I=7+2 THEN 5%="GAME"
RETURH

END

I°D LIKE TO PLAY YOU AGAIN SORETIRE, BUT RIGHT NOW,

III



1iCKercape

LIaT

5 PRINT TAB{24):"TICKERTAPE

4 PRINT TAR(20);"CREATIVE CONPUTIMG™

J PRINT TARCTE} ;“SORRISTOUN, -MEU JERSEY"

7 PRINTZPRINTLPRINT

1 INFUT A9:BOSUE Bo

20 FOR N=1 TO LEWCA$)

25 B=ASCINIDBI(AS,N,11)

30 IF BE>%h THER 47

33 IF B<&5 THERM 40

35 BeR-44

37 GOTD S¢

49 IF EX57 DR B-{&E THEN 47

41 B=f=34

45 BOTO 50

47 B=17

5§ FOR S=0 TO (B-1)e5:READ AsMEXT 8

&0 FOR 5=1 T0 S:READ ArPRINT CHRS$(A)::NEXT §

&5 PRINT CHE$(0)::RESTORE

70 MEXT N

75 BOSUR B0;END

B0 FOR M= TO Z0:PRINT CHES(0):sNEXT N

90 RETURN

110 DATA 0,254,9,9,9,254,255,137 137,137,118, 124,129,129, 129,129
120 DATA 255,129,129,129,124,255, 137,137,137, 137,295, 9,9 ,9, 1

130 BATA 124,12%,129,145,243,355,8,8,8,255,129,129,255,129,129
140 DATA 76,120,129,127,1,255,8,20,34,1%3,295,128,128,128,128
150 BATA 255,2,12,2,255,255,2,40,44,255,126,129,129,129,126

140 DATR 255,9,%,9,4,124,129,161,65,190

170 BATA 255,25, 41,73,134,134,437,137,137,113,1,1,255,1,1

180 DATA 127,128,128,128,127,63,94,192,94,43,127,128,112, 128,127
215 DATA 193,34,24,36,195,3,4,248,4,3,193,1561 145,137,135

220 BATA 0,0,0,0,0,126,141,137,133,124,132,130,255,128, 128,194, 141,145
230 DATA 137,134,45,137,137,137,118,12,10,137,295, 134, 199,137,137,117
! 240 DATA 4B, 126,137,137,137,114,1,1,24%,5,2,118,137,737,137, 118
250 DATA 0,137 137,137,124

(= ~ SR 4 oK

=R FEE & L 3 : L 1 = 0w
- [ [ ] [ ] [ ] L]

This program inputs a line of S SR S - S-S S S
characters fram a Teletype, and then e '3 o * s+ * =
punches the shape of each letter on . s 2" s 3 =
paper tape. This program can handle . ® LT ] (TTT T YT
all of the letters and numbers and the sess  sses Lt 32 @

Spaﬂe' hUt tthE is nﬂ raasﬂn Why it !ii:!ﬁt:l:itt:l :I:I'I:I:i:.:iiillllllll"E.“
could not be modified to handle sesss sass +e oo gees =
various symbols also. $: :-: E '.E :

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 loock-up is performed to find the
correct numbers to punch onto the —
tape. These numbers are stored in the . .
DATA statements. *erssmssazans

The original program was designed
for a PDP-8; the one here runs in
Microsoft Basic, however it would not
be difficult to modify the program for
virtually any Basic-speaking computer.

Written by Bill Gardner and Jim
Larus, Tickertape first appeared in
Creative Computing, May/Jun 1977,
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L[]

This program automatically devises
plots for television shows or series
guaranteed to appeal to the masses
and win high Nielsen ratings. By
substituting appropriate words in the
various parts of the program it could be
easily modified for many other useful
purposes such as devising names for
new breakfast cereals, preparing PhD
theses, or naming government agen-
cies and their corresponding projects.

This program was originally written
in FOCAL by Mary Cole and converted
to BASIC by David Ahl.

TVWPLOT
CREATIVE CORPUTING
KBORRISTOUN, MEW JERSEY

THIS FROGRAM AUTOWATICALLY COMES UF WITH TELEVISION

SHOUS BUARAMTEER TD APPEAL TO THE MASSES AND UIN

HIGH NEILSEM E&TIMNGS.

HERE 15 THE FIRST PLOT:

THE SPECIAL IS ABOUT & HILARIOUS LAMYER WHD IS A WHIZ AT
SOLVIRG CRIMES AND UHO STOPS THE FLOOD.

ANOTHER (YES Of WOD)Y YESE

THE PROGRAN IS5 ABDUT A THOUGHTFUL COLLIE WHD IE & FLOP AT
HERTING ELEFHANTS AMD WHO COMFESSES.

ANDTHER (YES OR MO)Y YES

THE FEOODRAM 15 ABOUT & JENSITIVE SECRET ABENT UHD IS & WHIZ AT
TRO-FISTED DRIMKING AND WHOD STOPS THE FLOOD.

ARDTHER (YES OR WO!? YES

THE SPECIAL IS APOUT A DEDICATED LITTLE BDY UMD IS5 & FLOP AT
CEOEING HEALTR FOO0B AND UHD HELPE THE DOE.

AROTHER (YES OR MODIT YES

THE SERIES IS ABDUT & DODDERING LAUYER WHO 15 A WHIZ AT
HEEDRIME ELEFHAHTS AME UHD STOPS THE FLOOB.

ANOTRER {YES OF WOD)7? YES

THE EPECIAL 15 ABIUT & BEMPECKED LAUYER WHOQ 1S & FLOP AT
FIGHTINE FIRES AME WHD BESTROYS THE CITY.

AMOTRER {YES OR WD)Y YES

THE STORY IS ABOUT A SERSITIVE GIRL COUHAND UHD IS5 & FLOP AT
SOLVIHG CRIMES #MD MHD} RECOVERS THE JEWELS.

ANOTHER (TES OR MODIT HO

0.K. HOPE YOU HAVE & SUCCESSFUL TV SHOW!!
Uk

LIST

10

i |

1]

50

o3

&b

T

T

]
116
120
130
140
150
140
17
180
170
200
210
220
230
240
250
Zé0
270
28D
v
R 1]
3t
30
31
J4b
350
J&b
370
380
il
400
418
420
430
443
450
440
470
4E0
450
500
510
=
33
0
550
Sad
570
580
g%
&0
&19
&2
430
&80
450
&ud
&7
&86
LA
SRR
1o
2
A0
el 1]
1]
750
2o
oFy
O
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PRINT TAE(2&)2"TYPLOTY
FRINT TREC(20):"CREATIVE COMPUTIMG™
PRINT TAECIB);"NORRISTOWN, NEMW JERSEY®
PEINTzPREINTFRINT
PRINT “THIS PROGRAM AUTOMATICALLY COMES UP WITH TELEVISTON®
PRINT *SHOUS GUARANTEED TO APPEAL TD THE RMASSES AHD WIK™
PRIET “HIGH MEILSEN RATINGE.":FRINT
PRIKT "MERE IS THE FIRST FLOT:™
PRINT:E0SUR 800
M X GOTO 120,130, 140,150, 140,120,130, 140, 150, 140
AE="FEDGRAN" s HO0TD 170
AI="REFORT™:GATD 170
AF="SPECTIAL"tBOTOD 170
#3="SERIES"=6OTO 170
Bi= STORY"
BOSUE 800
ON X GOTO TFﬂ,Eﬁﬂ,?iﬂ,22¢.EE#,E#ﬂ,zﬁﬂ,E&ﬂ.E?D,Eﬂﬂ
Be="SWINGIRG*: GOTE 290
H="BRILLIANT®;GOTO 290
By==SaALTT=:E0T0 250
E¥="HILARIDUS" 1GODTD 290
BE="SENSITIVE" :GOTOD 290
Bé="DODDER INE™:60T0 290
Bé="HENPECKED" : GOTD 270
Bs="DEDICATED" (GOTOD 290
B4="THOUGHTFUL*=60TH 270
E¥="HEAVT*
GOSUE EOD
OM X 6OTO 310, 320,330,340,350, 340,370,380, 370, 400
Ci="GIRL COUHAND®:GOTO 410
Ce="LITTLE EBOY":50TO #£10
C#="SCIENTEST":GOTO #10
CH="LAUTER==5OTD 410
CH#="TOUN HARSHALL":=BOTO 410
CH="BENTIST":E0TD 410
CH="RUS DRIVER"pGOTO 414
CH="JUNGLE MAN":BOTD 410
Co="SECRET AGENT™:GOTO 410
CH#="COLLIE"
BOSUE BO0
ON X GOTO 430,480,450, 440,470,430, 440,450, 440,470
Pé="f WHIZ":GO0TO 480
D#="# FLOP":G50TO 48
P¥="HEDIDCRE® :GOTH 444
D%=*H SUCCESS":00TO #40
D%="k DISASTER"
GOSUE BOO
DN ¥ BOTOD 500,310,520,530,540,550,540,570,580,590
Ef="SOLVING CRIMES™sBOTOD &00
E¥="ROPING COUS™:BOTD 400
Et="CODEING HEALTH FOOD":80T0 &00
EF="FITCHING HOD“:EOTD 400
E¥="FROTECTIRE ECOLOEY®:GOTO 400
Ef="HELPING CHILDREN":GOTD &04
E4="TWO-FISTED DEINKING™:=BOTO &00
EF="FIGHTING FIRES":GOTO &00
ES="HERDING ELEFHANTS":BOTO &00
ES="UINNING RACES™:BOTOD &00
GOSHUE BO9
0¥ X GOTE &20,430,480,5650, 450,670,680, 480,700,710
F¥=*RECOVERS THE JEMELS*:G0TD 720
F¥="FOILE THE BPIES*:60T0 730
F¥#="DESTROYS THE EITY":GOTO. 720
Fe=*FINDS LOVE*:GOETO 720
FE="SRVES THE ANIMALS™:GOTO 720
Fi="CONFESSES"2B0TD 729
Fi="RIECOVERS THE SECRETY:GAOTO 720
F$="5TOFE THE FLOBD":B0TD 720
Fé="HELPS THE DOE=:GOTD 720
Fi="HAHES THE SACRIFICE™
PRINT "THE ";a%;" IS5 ABOUT & “rRacv =:iC4:™ UWHO 15 "Spd:v g
PRINT E$3™ AMD WHO *3F$" . "sPRINT:FRINT
INFUT "AHDTHER (YES OR MD)"ja%
IF A%="HO" THEM 79%
GOTD 100
¥elWT 1 0#RHT1T 2+ ) zRETURM
FRINTzPRINT "E. k. HOPE vDU HAVE & SUCCESSFUL TV SHDMU=E»



Twonky

The computer will set up a 15x15 playing field in which
you are randomly located. Also inside the field i= an
objective square, 30 blocked squares (walls), 22 relocation
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 3
different square of the maze to resume his quest after you,
{CAUTION: he could be dropped into your lap!).

After each mowe 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
Fythagorean 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 intagers
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 lavels, 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 appeared in
Creative Computing, May/Jun 1977.
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RUH
sl BHEY
CREATIVE CORPUTING
HORRISTOMN MEW JERSEY

D9 YOU WANT EMSTRUCTIONS (Y/MiT ¥

THIS IS THE BAME OF TUnuKY.

TOU HAVE LAMDED OM THE PLANET OF TUINKY A4D

ITS KING (KOMG:THEIR KING 15 KING KONG] HAS
CAPTURED YOU. HE HAS PUT YOU Ik & HAZE THaT IS

13 * 15 UWITS LONG. YOU ARE IN THE DARK AMD CANKOT
SEE... YOU WUST GET T0 THE OBJECTIVE SOUARE AHD

BE SET FREE.

HAZARDS [NCLUDE:
SIUARES THAT YOU CANNOT S0 INTD ¢301,
SOUARES THAT RAMDOHLY THROU TYOU ARDUME THE MAZE (22,
SHIARE THAT SETS WP A WEL MAZE AMD ALL THAT'S IH IT 1)
HOMSTER CALLED TWOMKY THAT CHASES YOU aMD WILL

KESORD YOU IF THE DISTAMCE IT ES FROM TOU FALLS

BELOW 2 UKITS. "

TUOHKY L5 ALSO [WAUNE 70 ALL TRAPS INCLUDING

HaLLs,

TOU Ca:
HIVE OME SQUARE AT & TIHE TO FIRD THE OBJECTIVE
O ESCAPE FROM THE TUOMKY.
EHOOT AT THE TUONKY OME DIRECTION AT A TIWE.
IF THE TUOWKY [5 HIT, HE WILL BE REPLACED IM¥ THE
KAIE RAMDOHLY,

IF THE TWONXY ABSERES YDH...YOU LOSE,
IF ¥YOU LAND O# THE DRJECTIVE SQUARE YOU WIN.

GO0P LUCK!

THE TUONKY IS5 B.06226 UNITS AWAY,
THE DRJECTIVE IS 9.48483 UNITS AAY.

HOVE OR SHODT (Ms5)F M
WHICA waY (F/B/R/ALIT F
HOVE ALLOVED.

THE TUONKY IS5 27,2111 UHITS AuaY,
THE DBJECTIVE IS B.54401 UNITS AWAY.

TUOMKY KOVES....
THE THOMKY IS &.70821 UHITS AUAY.
THE DEJECTIVE IS 8.54401 UHITS AlAY,

ROVE OR SHODT (M/S)7 M
HHICH Wa¥ (F/B/RALIT R
HOVE ALLOVER.

THE TUDNKY IS 7.2110 UNITS AWAY.
THE OFJECTIVE 15 B.94428 [HITS AUAY.

TUDNRY MOVES....

THE THONKY IS 4&.70821 [UMITS AWAY.
THE QBJECTIVE 15 4.94428 UMITS awvaY.



AEYE T SA00F LRASHT R
WHICH RaY (F/BSRALIT L
HOVE ALLOUED.

THE TUONHY IS &.32458 UHITS AWAY.
THE DBJECTIVE 15 8.54401 UNITS AMAY.

TUDHEY HOVES....

THE TUOMEY IS5 4.08274 URITS AUAY.
THE DBJECTIVE IS #©.54401 UHITS AUAY.

HOVE OR SHOOT (W/5)7 A
UHICH WAY (F/B/RSLIT F LIST
HOVE ALLONER.
10 PRINT TABC24) ;" THOMKY™

THE TUONKY IS 3.09902 UWITS AUAY. 20 PRINT TAB(18);"CREATIVE COMNPUTING®
THE DBJECTIVE I8 7,41377 UNITS AUAY. J0 PRINT TAB{14);"MORRISTOUR MEU JEREEY"
40 PRINT¢FRINT:PRINT
TUDMKY BOVES.... 140 GOSUE 2250
150 DIN A(15,15)
THE THOREY IS 3 UWNITS AUAY. 140 LET R¥=0
THE DBJECTIVE IS 7.81577 LUWITS AUAY. 170 GOSUE 1830
180 PRINT M- st e s mmma a1
190 PRINT
HOVE DB SHOOT (AfE)T 8 200 BOSUR 1450
WHICH WAY (F/B/R/LIT F 210 PRINT
ZaP-—-IAF-~ZAFP~--IaPFP--BLASTI!|! 220 PRIHT “HOVE OR SHOOT (MWS5)%;
TOF HIT WaLL. 230 INPUT OBY
CHOT WIGSEDR. 240 IF 0@%="H" THEH 270
230 IF Qa%="5" THEW 950
THE TWOKKY IE 5 UNITS AUaY. 240 GOTO 210
THE DERJECTIVE I5 7.81577 UNITS alay. 270 PRINT “WHICH WAY (F/B/R/L}";
280 INPUT 0%
TUDNKY KOVES.... 290 IF O9%="F" THEHW 340
300 IF 03="B" THEX 30
THE TWOHKEY IS 4 WUHITS AWAY. 310 IF @8%="L" THER 480
THE OBJEETIVE 15 7.&1577 UHITS AUAY. 420 IF @3="R" THEN 430

330 GOTO 210
Ja40 LET X5=X

HEVE OR SHOOT {(H/6)7 & 350 LET YS=t=1
UMICH WaY (F/B/R/L)T B Jab BOTOD 440
ZaF-~IAaF-~ZAP--IAP--ITAP--ZAPF—1nhP--FIZIE... 370 LET X5=X
SHOT LEFT HAIZE. 380 LET Y3=T+i
SHOT WESSED. 390 BOTO 440
400 LET X5=¥-1
THE TUOMKY IS 4 UMNITS aAudaY. 414 LET Y&=Y
THE DBJECTIVE IS5 7.81377 UNITS AuAY. A0 GOTO 450
430 LET X3=Kt
TUOKEY HOVES.... 440 LET Yo=Y
450 GOTD 440
TRE TUDNEY IS5 3 UNITS aday. 450 IF X5<1 THEN 310
THE OBJECTIVE [E 2.41577 UNITS AWaY. 470 IF XS»13 THEM 10

480 IF Y5<Y THEN 510
490 IF Y3X13 THEM 510

MBVE Of SHOOT (W/8)7 § 500 GOTO S40
UHICH ¥aY [FrB/R/L)T R : F10 FRINT "THAT MDVE TAKES YOU OUT OF THE HaAlE."
IA4FPF--1I4aP--FITILE... 320 PRINT “WOVE WOT ALLOWED.™
SHOT LEFT HAZE. 530 G0TO 1430
SHOT WISSED. 540 ON (ALXS,YS)+1) BOTO 550,820,430,440,740,800,920
550 REH eee ENPTY SPACE
THE TUDNKY IS 3 UMITS alay. 560 LET ACX,Y)sd
THE OBJECTIVE [8 7.81577 UMITS AWAY. 570 LET A(X5,Y5)=1
580 LET X=X5
TUDMEY HOVES.... 590 LET Y=Y5
400 PRINT "MOVE ALLOWED.*®
THE TUDNKY IS 2 UNITS AUAY. 410 BOTD 1430
THE OBJECTIVE £S5 7.81577 UNITS AUAY. 420 REN ##e¢ INPOSSIBELE TOD GET HERE

430 KEN =+#x BLOCKED SPACE ROUTIME.
440 PRINT "THAT SPACE IS BLOCKED."®

NOVE OR SHOOT (H/S)T § 450 GOTOD 1430
UHICH WAY (F/B/R/LIT L &40 REN s¢+ RELOCATION ROUTIME.
Z AP =—=ZAP=-=2RP-—=14AFP -=BLASTIIII 470 PRINT "YOU'VE BEEN RELOCATED I)11v
YU HIT WALL. &80 GOSUB 2710
SHOT WISSED. 470 IF ACZ,W)32 THEM 540
200 IF ALZ,U} < 0 THEM 480
THE TUONKY IS 2 UNITS AUAY. 10 LET A(Z, =1
THE DHJECTIVE IS 7.41577 UNITS AMWAY. 720 LET ACX,Yim0
730 LET X¥=1
TUDNKY MOVES.... 740 LET Y=y
750 BETD 1430
THE TUDMKY IS 1 UNITS AuaY. 760 REH ##+ CHANGE ALL, SUPER TRAP.
THE OBJECTIVE IS 7.81577 UHITS AWAY. 770 PRINT ®  YOU HIT THE SUPER TRAP!! YOU GET A MEM NAZE

780 BOSUB 1830
790 BOTO 1430
* x » SCHLOORP 180 « € £ B0 REH #+¢ HE UON!
THE TUOHKY JUST ABSORBED YOU 1} YOU LOSE. 810 PRIRT
820 PRINT I DOM*T BELIEVE IT BUT YOU WON THE GAME!"
830 PRINT "YOU BOT TO THE OBJECTIVE BEFORE"
TRY AGAIN (Y/MIT M 40 PRINT "  THE THONHY 8OT You!!™
K 850 PRINT
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A 50

370

B0

q%0

30

710

vi0

730

vk [

750

260

970

o B

990

1000
1610
1020
1030
1440
1050
1040
1070
1088
1090
1100
1110
1120
1130
1140
1150
1160
1170
THEG
1190
12010
1Eg
1224
1230
1244
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
1350
1340
1370
1380
1390
1418
1420
1438
1440
1450
1459
1480
1470
1490
1500
1510
1520
133¢
1540
1350
1540
1570
1560
1599
1460
1610
1820
1430
1640
TS0
T &40
1470
1 &8
14%0
1200
1M0
1720
1730
1740
1750
1740
1770
1780

PRINT

FRINT "TRY AGAIN (Y/#)"}
INPUT 0%

IF @%="¥" THEN 140

[F @%="N" THEN 2750
GOTD &874@
EEN #e¢ HE LAMDED OM TUDMKY!]
FRINT YOO STEPPED OH THE THODEKY™
BoTd 1790
REH =+ SHOOT ROUTIME
PRINT "WHICH L&Y (FARARSALIM;
TRPUT Q%

IF Q%="F" THEMN 1430

IF OG#=¥EY THEN 1040

IF D%="R" THER 1120

IF D%="L" THEH 1090

EOTD 210

LET 51=0

LET §2=-1

BATD 1149

LET 51=0

LET S2=1

BOTO 1140

LET &§f=-1

LET 52=0

BOTD 1140

LET S1=1

LET §2=0

LET R1=X

LET HZ=Y

LET R1=R1+51

LET EZ=R2%52

PRINT "Z A& P =-="}

IF Rt < 1 THEN 1240

IF Bt * 13 THER 124

IF B2 < 1 THEMW 1240

IF B2 > 15 THEW 12440

GOTO 1280

PRINT "FIZILE..."

PRIMT "SHOT LEFT MAZIE.M
PRINT "SHOT WISSED.™

BOTH 1430

IF a(R1,R2) <>Z THEN 1330
FRIRT "BLASTIENL"

PRIET SYDL HIT WALL.®
PRINT “SHOT HISSED."

gov7o 143%

IF &{RT,R2} £> & THEN 1140
PRIAT * BUCH!!"

PRINT "THOHEY RETREATES."
LET A (R1,R2V=RY

BosuE 27190

IF adZ W) <> 0 THEN 1370
LET AL, Mimé

LET ¥1=I

LET Yi=U

GOSUHE 1450

BOTO T5M

REN #+= PRIENT TUDHEY AND OBRJECTIVE BISTAKCE
FRINT

PRINT "THE TUDMKY I8 "j
De{SARCABSCANT=NI "2+ (Y=Y 2)}}])
PRINT D}

PRINT “ BMITS AWAT.™
PRINT "THE OBJECTIVNE IS "
Fi=(S0E{ ARSI X2=X} "2+ (Y2=T)" 221
PRIRT D ;

FRINT ™ UNITS AMAY."™
FRINT

RETURH

REN +2+ TUOMEYS LOGIC

IF DO<{2 THEM 1790

LET ZI2=%1

LET Z21=x1

IF X € X1 THEH 1489

IF ¥ > X1 THER 1704

IF ¥ < Y1 THEN 1444

LET T2=W1%1

BOTOD tA1@

LET ZZ2=¥1-1

BOTD 1710

LET 21=¥{1-1

meTd 1210

LET Z1=X1+1

LET A(XT,¥1)=RY

LET R¥=aiZ1,I2)

LET alZ1,I2)=4

LET {1=I1

LET Ti1=rZ

PRINT "TUOWKY MOVES....™
BOSUE 1450

IF B »= 2 THEN 210

1490
1800
1810
1820
1830
1840
1850
1860
1870
1888
1883
1885
1894
18%3
18%3
19140
1720
1930

%30

FrlRl
PRINT
FRINT

"» » » SCHLODRF BID o £ AF
“THE THONEY JOST ABSORBED YOU !! YOU LOSE."

BATO 850

RER w#w SET UF NEW SAZE ROUTIME

REM ##¢ 1=FLAYER, Z=BLOCKED SPACES
REH ##+ I=RELOCATIONS, 4=SUPER TRAF
REH ®=we F=0BJECTIVE, &=TUHONKY

REH #+= (=EHPTY SPACES

REK #++ CLEAR MAIE

FOR Bo=t TD 15

ForR B1
LET &l
WEXT B

=1 TO 15
BO,B1)=0
1

MNEXT BO

FOR I=1 TD 30

GO5UE 2710

IF ALZ,M) <> O THEN 1920
1740 LET A(I,0)=2

HEXT I

1740 REN #+& PLACE RELOCATIONS

1770
1780
19#9
2004
2010
224
2030
2040
2050
2060
2070
2080
20%0
2109
2110
2120
2130
2140
2130
2140
70
2180
2170
2200
2%
2120
2130
2240
2250
2110
2320
2330
2340
23530
2380
2410
2420
2430
2440
2450
2440
2470
2480
24%0
2300
2514
2520
2330
2540
2550
2540
2570
2370
2400
2410
2820
2630
2440
24435
2650
2450
2670
2680
2570
2700

FoRr I=

1 10 22

GOSUR 2710

IF &f{I
LET #&
MEXT I

M <r 0 THEM 1980
I,U0)=3

REM =sx PLACE THE SPECIAL TRAP

BOSUE
IF &lZ
LET al

274a
L) <3 0 THEN 2030
7,U1=4

REH *®= PLACE THE PLATER
GOSUE 2714

IF AL M} <> O THEH 2070
LET AdZ,Miw

LET ¥=I

LET Y=d

FER #»% FLACE THE DBJECTIVE

E05UE
IF a(2
LET At

2718
L) <3 0 THEW 2130
Z,01=5

LET X2=1

LET ¥2=M

REM @+ FLACE THE THOMHY
EOSUE 2710

IF ALZ M) <> O THEM 2190
LET AlZ,Hi=d

LET Yi=Z

LET Yi=y

RETURN

REN
FRIAT
INPUT

IF 0%=

IF a%
PRIAT:
FRINT
FRINT
FRINT
FRINT
FRINT
FRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
FRINT
FRIMT
PRINT
FRINT
PRINT
PRINT
FRINT
FRINT
PRINT
FRINT
PRINT
PEINT
FRINT
FRINT
FRINT
FRINT
PRINT
FRINT

RETURH

“D0 YOU WANT INSTRUCTIONS (Y/M)®;

i

“H* THEN 2700

€r "T" THEM 2310

PRINT:PRINT

"THIS IS THE GAME OF TUWOMKY.™

"YOU HAVE LAMDER OM THE PLANET OF TUIMKY AND®
"ITS KING (KONG:THEIR KING IS KING KOMG) HAS “
“CAPTURED YOU. HE HAS PUT YOU IN & HAZE THAT 15"
“|5 & 15 UNITS LONG. YOU ARE IH THE DARK AMD CANNOT"
“SEE... YOU WUST GET Td THE ODBJECTIVE SQUARE AND®
®*BE SET FREE."

- HAIARDS IMCLUDE:"

“SRUARES THAT YOU CANNOT GO INTO (30)."

“SAUARES THAT RANDOMLY THRON YOU AROUND THE MAIE (22)."
YSQUARE THAT SETE UP A MEW HAZE AHD ALL THATS IN IT £1)"
UHOWSTER CALLED TWOMEY THAT CHASES YOU AND WILL"

" ABSDRE YOU IF THE DISTAMCE 1T IS FROM YOU FALLS"

& BELDOW 2 UMITS."

" TUORKY IS5 ALSO0 INMUNE TO ALL TRAPS INCLUDING"

" HALLS."

® YU CamMs"

*MOVE ONE SQUARE AT & TIME TO FIND THE OBJECTIVE"

" OR ESCAPE FROM THE TUOMKY.®

“SHOAT AT THE TUDMKY OME DIRECTION AT & TIME."

“ IF THE TMONKY IS5 HIT, HE WILL BE REPLACED IN THE"
" HAZE RAMDOMLY."®

"IF THE TUOMKY ABSORES YOU...YOU LOSE."
“ IF TOU LAND ON THE DBJECTIVE SQUARE YOU WIM."

"@00D LUCKD™

2710 REN w+» SUBROUTIME TO GET 2 RAMDON HUMBERS
2720 LET I=IRTOIRHD(1)»15+1}
2730 LET Me=IHT(RMBUT)#15+1)

2740 RETURN

2754
ne

rFy T .1

ENF



TWO-€to-Tehn

—_— =

Two-to-Ten i 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 geal 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 goal
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 Crealive
Computing, Mov/Dec 19786.

TROD TO TEMN
CREATIVE COMPUTING HORRISTOMM MEW JERSET

WELCOME TO THE GAME OF TWD TD TEN. THAT MANE COMES FRON THE
SPECIAL “BECK OF CARDS” USED. THERE ARE NO FACE CARDS - DMLY
THE CARDS 2-10. THIE GAME IS ERSY AME FUN TO PLAY [F TOU
LWBERSTAMD WHAT YOO ARE DOING 5D READ THE INSTRUCTIONS
CAREFULLT.

AT THE START OF THE GAME, YOU BET ON UINWING. TYPE IN ANY
MWUNBER BETWEEN 0 AMD 200. I THEN PICE & RANDON MUMBER

TOU ARE TO REACH BY THE SuM TOTAL OF MORE CARDS CHOSEN.
BECAUSE OF THE RARE CHAMCE OF TOU GETTING TO THAT HUMBER
EXACTLY, YOU ARE GIVEN AN ALLOWANCE CARD. THE OBJECT OF

THE GAME OF TO GET THE. TOTAL OF CARDS WITHIN THE MYSTERY
NUNBER MITHOUT GOINS OVER.,

YOU ARE BIVEN 4 HINT AS TO WHAT THE NUMBER 15. THIS IS MOT
THE EXACT WUMBER OMLY OME CLOSE. ALL YOU DO IN THIS GAHE 19
DECIDE WHEN TO STOP. AT THIS POINT YOUR TOTAL IS COMPARED
WITH THE MUNBER AND YOUR WIMMINGS ARE BETERMINED,

PLACE YOUR BET . . . YOU HAVE % 200 T0 SPEND.T 50
TOUR "LUCKT LINEIT” CARD IS &4 8

YOU HUST COME WITHIN & WITHOUT SOING OVER TO WIN.

HERE WE @0

CARD ¥ 1 IS A& 3 .YOU ARE TRYING TQ CONE NEAR 24
TOUR TOTAL IS I DO YOU WANT TO CONTINUET YES

CARD ® 2 IS A 3 .Y0U ARE TRYING TD CONE MEAR 28
TOUR TATAL IS & B0 YOU WANT TO CONTIRUE? YES

CARD 0 3 IS5 & % .TOU ARE TRYING TD COME WEAR 28
TOUR TOTAL I3 15 DO YOU UANT TO CONTIMUET YES

CARE # & IS5 & &
TOUR TOTAL IS 21

Y0U ARE TRYING TO COME HEAR 28
DD YOU WANT TO CONTINUET YES

LARD # 35 IS5 a4 10 .YOU ARE TRYING 7O COME MEAR 28
TOUR TOTAL IS 31 DO YOU WANT TO COMTINUET NO

YO WIN! THE MUMBER WAS 32 YOUR GUESS TOTAL UaS 31
WITHIN YOUR LIMIT CARD.

TOU ROM HAVE § 250 1IN CASH TO BET IN THE NEXT GAME|
OULD YOU LIKE TO PLAY THE WEXT GAWET WO

HOPE YOU HAR FLUM.

i
20
31
Al
a4
&
o
8o
T
1040
e
12
130
140
130
140
170
T2d
10
pid |
210
220

223

227
2%
230
250
2A
242
245
270
TRD
TR3
03
JAF
248
289
90
293
29%
gy
298
109
J10
=15
326
32z
334
Ju0
350
J40
345
S0
375
arr
280
Igs
Jar
%0
410
500
a1
]
S40
=554
340
545
57
&S00
[ ]
&6
A5
20
&30
S840
&350
433
S40
g
ok

FRINT TaB(28):"TUD TO TEN®
FEINT TRB(13);"CREATIVE COMPUTING MHORRISTOUN MEW JERSEY™
FRINT
PRIMT
PRINT

FRINT "WELCOHE TO THE BAME OF TUOD TO TEM. THAT HAME COMES FROW THE"
FRINT *SPECIAL ~BECK OF CARDS® USED. THERE ARE HD FACE CaRDS - DMLY
PEINT “"THE CaRDS 2=10. THIS GAME IS EASY &MD FUH TO PLAY I oL
PRIKT “"UKDERSTARD WHAT ¥OU ARE DOING 50 BEAD THE INSTRUCT I0MS™

PRINT "CAREFMLLY.®

PRIRT "AT THE START OF THE GAME, TOU BET OM UINNING. TYPE IN amy"
PRINT "HUMBER BETUEEN © awD 200. T THEN PICK & RANDODR HUMBER™
FRINT “YOU ARE TO REACH BY THE SUN TOT&L OF HORE CARDS CHOSEN.®
FRINT "BECAUSE OF THE RARE CHAMCE OF TOU GETTING TO TH&T HUMBER"
FRINT "EXACTLY, YOU ARE BIVEW AW ALLOUANCE CARD. THE JE8JECT OF"
FRINT "THE BAME OF TO GET THE TOTAL OF CARBS UITHIN THE HYSTERY"
FRIMT "MUNBER UITHOUT GOIME OVER."

FRINT “YOM ARE GIVEN & HINT 45 TO WHAT THE NUNDER IS. THIE 15 ¥OT"
FRINT “THE EXACT NUMBER ONLY OME CLOSE. ALL TOU_ D@ IN THIS GAME [sv
FRINT "DECIDE WHEN TOQ STOP. AT THIS POLET TOUR TOTAL 15 CORFAREB™
FEINT *UITH THE WURBER AND YOUR WINMINGS ARE DETERMEINED.®

H= 330

b=

Tad

O=IHT{tQ=REBCN ) 425
N=IMT(O=REBLT) }+0

R INT(1SeRMB(T ) )+1 1 100
FaINT(2eRNBLITI4T)

IF 5 <> 1 THENR 27
E=INT(N={N®R})

BOTH 280

E=THTIN+{NaR}}
A=THT{FeRNDLI11042)

PRINT

PRIMT "FLACE YOUR BET . . .
IRPUT B

PRINT

IF B < 0 THEW 297

IF & »= B THEN 3o

PRINT “YOU CAN‘T BET WORE THAT YOU“VE BOT!™

8070 285

PRINT ™YOU MAY HABT BET AQATNST YOURSELE.™

BOTO Z83

PRINT *YOUR -LUCKY LINIT- CARD IS5 & "IA

PRINT "YOU WUST COME WITHIM NRA™ WITHOUT BOIRG GUER TO Wik,
PRINT

FRINT "MERE WE Go*

FRIRT

PRINT

FLJIES

C=INT{PaRND{Y }+2)

FRINT "CARD ¥";D;" IS & "2C:".YOU ARE TRYING TO COHE HE&R = E
T=T+L

IF T <= H THEN 3840

PRINT ™YOUR TOTAL IS OYER THE HUMBER" 8"
BOTO 570

FRINT “YOUR TOTAL IS ";T;*
INPET O%

FRIRT

IF LEFTS{@%,1/="Y* THEW 322
IF T < N=A OR T > M THEM 550

FRIKT “¥OU HINt THE MWURBER W&S ";N;™ YOUR GUESS TOTAL Lasm 3T
PRINT “WITHIN YOUR LIMIT CARD."

H=H+B

G070 don

FRINT “YOU BLEW ETY
PRINT (H-8a)-T
FRINT

Hef=B

FRINT *YOU ROW HAYE $“;M;™ IN CASH TD BET IN THE WEXT GAME"
IF B €= § THEK 4535

PRINT "UQULE YOW LIKE TO PLAT THE HEXT GAME" &

IRPUT 0%

IF LEFTS{0%,1)="Y" THEN 221

PRINT “HOPE TOU MADR FEM.*

7O ¥9%

PRINT

PRINT CHES(] )2

PEINT *YDU ABE BROKE!)
EMD

YOU HAVE $"(M;" TO SPENHD.";

AN AUTOMATIC LOS5!°

DO YOU WAMT TO COMTIRUE";

THE MUNBER UAS “;N;™, OUTSIDE YOUR LINIT BY ":

TOU HaY MOT PLAY AMYHMORE!!*



UFO is a strategy game in which you
play against the computerin a life-and-
death struggle for superiority of space.
It takes place after a space war with
ancther 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 (in lines 8B80-830, the
computer's odds are set). The reason is
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 your mind, sothealienhas
been given the advantage of a good
steady aim.

The game is set in 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 are nevertruly seen, but never-
theless 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 control waits after you fire for the
shot to reach the other ship and for the
explosion reporis to reach the ship. It
then gives a full report of power drain of
both shipzs. 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 theamountofenergy left
to counteract the attack. If moreenergy
hits the ship than wasrepulsed, the ship
is destroyed. |f 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 enough to yourenemytouseyour
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.

RUH
uFQ
CREATIVE CONPUTIRG
KORRISTOWN HEW JERSEY

D0 YOU HaRT INSTRUCTIONST YES
Y00 ARE ADOUT TO RECEIVE MIGM SECURITY IMFORMATION
PLEASE EAT THE LOMPUTER READ QUT AFTER READING

THIS IS8 THE YEAR 2000...CEVILIZATION AS YOU KNOW 1T HAS
BEEN DESTROTED...MATIONS HAVE BEEN REDUCED TO RUBBLE

Ik A HASSIVE SPACE Uak

TOU 4RE OMBOARD A SPACE SHIP UHOSE SOLE PURPOSE

15 TO SAFE GUARD THE 15¢ PEOPLE ON YOUR SHIP...THE

SOLE SURVIVORS...YOUR MISSTON: FIND A PLAMET 3u1TaABLE
FOR YDUR COLOMISTS.....PROBLEN: THE ENEMY OF E4RTH STILL
EKISTS. STRANGE CREATURES WEVER SEEH BY HaN

BY THE TIME YOU READ THIS E4RTH WILL MO LOWGER EXIST.....u.
HERE I5 YOUR WITalL DATUM:

YOU ARE EQUIPT UITH 10000 UNITS DF ENERGY

UHEM TOU EUN DUT THE ALIENS UILL DESTROY TOU

UEAPDNRY
TTPE DESCRIFTION CAPACETY FUEL DRAIN
1 HEAUY BUNS ¢=01000 19 UMITS
2 UARHEADS TO000-10000¢ 100 UNITS
3 LASER  10000-20000 1900 UNITS

APTIONS
4 APPROACH  -=r-=eee- 100 UNITS
5 RETRERT seses=s-— 100 UNITS
& BY TYPINE & YOU CAM PASS AMD GAIM 100 UNITS

(LABORERS UORK TO FRODUCE FOUER)

ENENY

THE EHEHY HAS THE SAHE CAPABILITIES THAT YODU HAVE

EACH TIRME & SHIF I3 HIT ITS EMERGY DRAIM IS EQuaL TO

THE AHOUMT OF EMERGY SPENT+16 {EXCEPT LASER UMILH EQUALS
THE AHDUNT SPEMT#3 UNITS)

BOTH SHIPS ARE OM THE SAME WISSION, DESTINATIDN AMD BOTH

ARKE O EQUAL TERHAS

URFORTUNATLY YOU HUST KILL E4CH DTHER TO WIN

TOUR MAXINUN SPEED IS5 A JUMF OF 50000 UNITS, HOMEVER

SPEEDS VARY BETREEH 10000-30000

WARHEADE TRAVEL AT 35000 FEET PER SEC...SHELLS 1000 PER SECOND

THES BESSAGE WAS RECORDED EARTH [5 DE#D...8000 LUCK

THIS 15 COWPUTER CONTROL UMAT IS YOUR HAMEY BRUCE B, 3.

WERY BOOD BRUCE E. 8.

LEAVING PLAMETARY ORBIT BRUCE B, %, SHIP APPROACHING AT
180025 WILES

WHAT RRE TOUR ORBERS RRUCE . 5.7 2

LETE HOT CRACK UNDER PRESSURE

WHAT ARE YOUR DRDERS BRUCE B, 5.7 1

LASER FIRED

BIRECT HIT.....EWEMY SHIF“S FOWER BOWN

ENEMY SHIP REPORT

RENGE» 1830025  POUER= 7000

ENEHT FIRES LASER

DIRECT WIT..... POUER DOUN

168



=UREUG DF SHIFP 450 FRINT “UHFORTUMATLY YOU MUST KILL EACH DTHER TO Wiie

HANGE= 1BQ023 POUER SUPPLY= 4000 440 PRINT "YOUR WAXIHUN SPEED IS A JUNF OF S0000 UHITS, HOUEYER"
WHAT ARE YOUR ORDERS BRUCE B. 5.7 3 450 PRINT "SPEEDS VARY BETWEEM 10000-50000"
LASER FIRED Y60 PRINT “WARHEADI TRAVEL AT 35000 FEET PER SEC...SHELLS 10027 ;
DIRECT HIT.....ENENY SHIP‘S POUER DOUN 4¢3 PRINT ™ PER SECDMD®
EMERY SHIF REFORT 470 PRINT "THIS MWESEABE WAS RECORDED EARTH IS BEAD...500D LUCK®
RAMGE= 1840235 POUER= 3000 480 PRINT:FRINT:PRINT:PRINT "THIS IS COMPUTER COMTROL UNAT IS5 YOUR HAWE™:
EMENY FIRES LASER 470 INPUT a$:sPRINT “VERY G00D ";as
DIREECT HIT..... PONER DOUM 300 P=1 0000 PO et @0002 A=RRD L1 200000
310 FRINT "LEAVING PLAKETARY DRBIT ";A8;B4;Cs:" SHIP APPROACHINS AT=3
al2 FRINT
STATUE DF SHIP 315 PRINT #4;"MILES"
RARGE= 180025 POUER SUPPLY= 2000 320 FRINT “WHAT ARE YOUR ORDERS ";A8;8%;C8;:INFUT C
WHAT ARE YOUR ORDERS BRUCE B. 5.7 3 530 D=IHTIRND{1}22041
LASER FIRED 340 OR C GOTO 570,450,710,750,780,820
HISSED TOD Babd G40 PRIRT "LETS NOT CRACK UMDER PRESSURE":B0TD 520
ENEHY SHIF REPORT 370 OLF A11005 THEM 540
RAWBE= 180023  POUER= 2000 F80 P=F-10
EHEHY FIRES LASER 470 PRINT "GUNS FIRED":
DIRECT HIT..... FOWER DOUK 3%3 FOR X=1 TO A+2 STER 1000
400 REXT X
a1e IF Om1 THEN &30
ETATUS OF SHIP 640 PRINT “KISSED TQ BaD":50T0 E30
RANGE= 180025 FOMER SUPPLY==2000 630 FRINT "BIRECT HIT....... EREKY SHIF“S POUER BOUN®
EMERY I3 VICTOR LIFE SUPFORT FADING CREY DYING G40 POl )=P{1}-100:60T0 B30

630 IF A » 100000 THEMW 540
6dd IF & ¢ 10000 THER F&0
Gal P=P-100:PRINT "HARMEAR LAUNCHED":FOR X=1 TO #A+2 STEPF 35000

PLAY AGATHY O 70 HEXT X
0K &80 IF 0=1 THER &90:FPRINT “HISSED TOO BAD™:GOTD B30
£50 PRINT "DIRECT HIT..... EMENY SHIP-S POWER DOUH™

F00 FOU=PO1)-1000

M3 GOTO 8340

JE0 IF & A 100000 THEN 540

A4 Fef=1000

Ji& FRINT "LABER FIRED"

720 IF 0=1 THEM 730

723 PRINT "WISSED TOD BAD*:60TO B30

730 PRINT "BEIRECT HIT.....EMEHY SHIP-S POMER DOWN“

Z40 PO1Y=PO12-2004:80T0 830

730 B=RED{T 40000+ 10000 A=A-BePaP=100:IF A<1 THEN 770

LIST 750 BOTO B30
FI0 PRIMT "###[0LLISION+++":PRINT "BOTH SHIPS DESTROYED':90QTD f090
T0 FRINT TAB(2a)g"UFa" FBO B=RHD(TIe400004 10000 A=A+BeP=P=100IF & > 200050 THEN 200
20 PRINT TABCI9);"CRE4TIVE COMFUTING" 790 A0TO 830
3% PRINT TAB(T8):“HORRISTOUN WEW JERSEY" B00 PRINT A%;° YOUR RAWGE IS *;A;“BUT WE CANMOT RUN, RANGE [S MOW 3
4% PRINT=FRINT:FRINT A65 FRINT "200000"
&0 DIN P1) 810 A=200000:60TO BIO
80 REN UFD BI0 P=Fe100
F0 PRINT * DO YDU WANT INSTRUCTIONS™: B30 PRINT “EMEAT SHIF REPORT":PRINT "RANGE=":4:" POUER=":P(1)
100 INPUT A% B4 IF PL1) € 1 THEW £114
102 IF LEFTH(A%,1)="¥" THEN 480 B50 IF P{1} < SO0 THER 1040
104 IF LEFTHCA%,1)="Y" THEN 110 B&l IF & ¢ 5000 THEN to70
106 GOTO %0 B70 ReINTIRNDU1)®3+Es0=INT(RND (1 )%241)
110 PRINT *YOU ARE ABOUT TO RECEIVE HIGH SECURITY INFORHATION® 880 0N R BOTD 70,920
120 PRINT "PLEASE EAT THE COMPUTER READ OUT AFTER READING® 885 IF R=2 THEW
130 PRINT:PRIMTtPRINT 890 IF & < 100000 THEN 870
140 FRINT “THIS IS THE YEAR 2000...CIVILIZATION AS YOU EHOW IT HAS® BFZ FO11=P011-1000
150 PRINT *BEENW BESTROVED...WATIONS HAVE BEEN REDUCED TO RUBBLE™ B¥4 PRIMT “ENENY FIRES LASER"
140 PRINT “IN A WASSIVE SPACE WAR™ 0 IF O=1 THEN 910: PRINT “MISSED...UHEW!!":807T0 1010
170 PRINT “YOU ARE OMBDARD & SPACE SHIP WHOSE SOLE PURPOSE™ 910 PRINT “DIRECT HIT..... POMER DOUN®: P=P-3000:E0TD 1010
180 PRINT IS TO SAFE GUARD THE 150 PEODPLE ON YDUR SHIP...THE® 920 IF A » 100000 THEN 870; IF & < 10000 THEW 870
190 PRINT "SOLE SURVIVORS...YOUR HISSION: FIND & PLAMEYT SUITABLE™ 930 PL1baP(1)-100: PRINT "EMEHY WARHEAD FIRED®
400 PRINT "FODR YOUR COLONISTS.....PROELEM: THE EMEMY OF EA&RTH STILL® 940 FOR D=1 TO A STEP I5000: WEXT D
210 PRINT "EXISTS. STRANGE CREATURES WEVER SEEN BY NAN":FRINT %30 IF O=1 THEM 940z PRINT "NISSED... WHEW!":80TD 1010
220 FRINT "BY THE TIKE YOU READ THIS EARTH WILL MO LOMGER EXIST.......™ 950 PsP=1000: PRINT "DIRECT HET!...POMER DOUK™:GOTO 1010
230 PRINT “HERE IS5 YOUR VITAL DATUM:*® 70 IF A > 11000 THEM B70: (1)=F(1)-10:PRINT “ENEWY FIRES SHELL®
240 PRINT TABLTO);"YOU ARE ERUIPT WITH 10000 UNITS OF ENERHY" %80 FOR D=1 TO 4 STEP 1000z MEXT B
250 PRINT TABLTO);"UMEN YOU RUN QUT THE ALIEMS WILL DESTROY fOU* 790 IF O=1 THEM 1000:PRINT "MEISSED...UHEW!*:50T0 1010
260 PRINT:PRINT:PRINT¢PRINT TAE(25):"UEAPOMRY™ 1000 PRIKT *DIRECT MIT .....POMER BOUN":P=P-100
270 PRINT “TYPE";TAB(S) ;“DESCRIPTION™;TAB(17); "CAPACITY "2 TAB(24) 2 1010 PRINTzPRINT:PRINT TABC10);"STATUS OF SHIP"
275 PRIMT "FUEL DRAIN® 1020 PRINT "RANGE=";A;"POVER SUPPLY=":P: IF P<1 THEN 1130
280 PRINT ° 1";TAB(S);"HEAVY GUNS™;TABC17)3"0=11000%TAR{27}; 1030 GOTO 5240
285 PRINT ™90 UNITS" 1040 F{1}=P(i}+100: PRINT "ENEKY SHIP RESTING® :G0TO 1010
290 PRINT " 2" TAB(S);"WARHEADS*;TAB(14);"10000-100000" TAB (27} VO30 B=INT(RNDCY ) e40000+410000:A=A-B:PRINT “ENENY SHIP APPROACHING *:8%; BY:
295 PRINT "100 UNITS® 1055 PRINT C#
A60 PRINT " I" TAB{S);"LASER";TABCI3) ;" 10000-20000" ; TAB(27) 1060 GOTD 1010
305 PRINT “1000 UNITS™ 1070 B=RERDL1 o4 0000+10000: A=A+H:PRINT "EHENY SHIF RETREATING“:GOTO 1010
310 PRINT:PRINT:PRINT TAB({25);"0PTIONS" 1080 PRINT “THAT WAS 4 PRETTY DUMB THING TO DO ";as;B4:CH
JI0 PRINT ™ d*;TAB(S}; APPROACH™;TAB(17) )" ~===mm==m “ITAB(2E) 1070 PRIKT "YBUR WISSION IS TD PROTECT YOUR PASSEMBERS MOT DESTROY™
325 PRINT =100 UMITS" 1100 GOTO 1140
J27 PRINT ™ 5" TAB(SI;"RETREAT®;TAB(17): =mmsnamm “yTABI24); 1110 PRIKT "ENEHY SHIPS POMER GONE MD LIFE PRESENT™
328 PRIMT 100 UMITS™ 1120 PRINT "HISSION SUCCESSFUL™:GOTO 1210
330 PRINT " 6";TAB(S);"BY TYPING & YOU CAN PASS AND GAIN 100 UNITS" 1130 PRINT "EHENY IS YICTOR LIFE SUPFORT FADING CREW DYIMG"
350 PRINT TAB(S5);:"(LABDRERS MDRK TO PRODUCE FOMER)™ 1140 REN
340 PRIMTIPRINT:zPRINT TAB(25):"EMEWY® 1150 PRINT
370 PRINT:PRINT “THE ENEMY HAS THE SAME CAPABILITIES THAT YOU HAVE® 1160 PRINT
3B PRINT "EACH TIKE & SHIP IS HIT ITS EMERGY DRAIN IS EOU&L TO" 1170 PRINT
3% PRINT “"THE AMOUMT OF EMERBY SPENT#10 (EXCEFT LASER WHLCH EQUALS® 1160 PREINT "PLAY AGAIN":
400 PRINT TAB{I0);"THE AMDUNT SPENT#I UNITSH™ 1190 INFUT 4%
410 PRINT "BOTH SHIPS ARE QN THE SAME MISSION, DESTINATION AND HOTH® 1200 IF LEFT${A%,1)="7" THEN #0
420 PRINT "ARE ON EQUAL TERKS" 1210 END
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vnaer & over

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 the roll 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.

RUN
UMDER OR OVER
CREATIVE COMPUTING
HORRISTOUN, MEU JERSEY

THIS 1% & GAME OF UNDER AND DUVER. IF YOU PICK
UNDER OR OVER SEVEN, YOU WILL BINM EVEH HOMEY.
IF YOO PICK EVEN YOU WILL VIN WOMEY AT FOUR TO OHE
OFDS. TOU WAVE 100 TD STRRY WITH. BOOD LUCK!

WAAT MUMBER DO YOU WISH TO PLAY AHD HOW MUCH
DE YOU WAKT TD BET ON THE NUNBERT 4,1¢

THE DICE HAVE WOW BEEN THROUN, THE RESULTS

ARE A8 FOLLOWS:

ME N BIE 92 AT, ] TOURM T058S
2 5 7 L EVEN

ELLRNYRY LOSEVRYIE
THE ANOUMT YOU WOV HAUE I5 104

UHAT WOHBER DO YOU VISH TD PLAY ARD HOW NUCH
PO YOU WANT TO BET ON THE WUNBERT 4,10

THE DICE WAVE NOU BEEN THROUN. THE RESULTS

ARE A5 FOLLOWS:
DIE ¥1 DIE W2 SLH TOURM L
1 1 3 4 UNDER

senewed e YOl FIN EVER NOMEY=extsiws
THE ARDUNT YO RO HaWE IS 110
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LIRAT HUMBER DO YOU WISH TO PLAY AND HOU HUCH
OF YOU GANT TO BET O THE MUMBERY 7,29

THE BICE HAVE MOW BEEM THROUM. THE RESBLTS

ARE RS FOLLOWS:
BIE ®1 DIE &2 SUH TOURH TO55
] & 1} 7 BVER

0TIV ETOU LOBENRTHY
THE AHOUMT YOU HOW HAVE IS %0

JHAT NUMBER DO YOU SISH TO PLAY AND HOU MUCH
D0 YOU WANT TD BET OM THE MUNBERT 8,10

THE BICE HAVE NOU BEEN THROUN. THE RESULTS

ARE #3 FOLLOWS:
BIE W1 DIE #2 BU Y OUR# TO55
2 i 3 | INDER

FRRVEYODU LOSEINIYY
THE ANOUNT YOU NOW HavE 15 B0

AT NUMBER DO YOU HESH TD PLAY AND HOU HUCH
DE YOU LANT TD BET O THE MUHBERY 9,20

THE BICE HAYE MOW BEEM THROUW, THE RESULTS

ARE AS FOLLOMS:
BIE 1 DIE W2 SUN YOURM Tos8
2 1 3 7 UHBER

ENITRYON LOSErRITRE
TRE ARDUNT YOU HOW HAVE IS &0

WHAT WUMBER BO YOU WISH TO PLAY AND HOU MUCH
0 YOU WANMT TOr BET ON THE NUNBERT 5,10

THE DICE HAVE WOU BEEM THROOM. THE RESULTS

ARE W5 FOLLOWS:

BIE R DIE ¥2 BN YOURA TO55
4 3 0 3 VER

TELEIYOU LOBE®1YYI
THE ANOUNT YOU #0d HAVE E5 50

WHAT NUSMBER DO YOU WISH TO PLAY AND HOU HUCH
00 YOU UANT TD BET OM THE WUNBER? 4,10

THE DICE HAVE HOU BEEN THROWMW. THE RESHLTS

ARE A5 FOLLDUS:
RIE @1 DIE W2 UM TOURE TOSS
L 2 4 & URDER

eenkerETOU UIK 4 TO 1esddidit
THE AMOUMT YOI WO HARE IS5 70

WHAT WUMBER DD YOU WISH TO PLAY AMWD HOW HUCH
oo YOU WANT TO BET OR THE MUMBER? 8,70

THE DICE HAVE HOY BEEN THROUM. THE RESULTS

ARE AS FOLLOWS:
PIE 1 DIE 82 UM YOURN 1055
b 3 B 8 OVER

seessnesfOU UIN & TO 1sssexzss
THE AMOUNT YOU MOM HAVE 15 450

WHAT MUKBER DO YOU UISH TO PLAY AND HOU HUCH
DO YOU WANT TO BET DN THE MUMBERT 7,450

THE DICE HAVE WOV BEEW THROWH. THE RESULTS

ARE AS FOLLOWS:
DIE ¥ BIE W2 SUA TOURAE 1055
& 1 7 7 EVEN

sameaseeT0l UIN & TO foeesssnss
THE AMDUNT TOU WOW HAVE IS 2250

HHAT MUMBER DO vOU WISH TO PLAY AND HOW HUCH
DO YOU WANT TO BET ON THE WUHBER? 4,2250

THE DICE HAVE MOW BEEM THROWMW, THE RESULTS

ARE AG FOLLOWS:z
DIE ¥ DIE W2 Sl TOURN TOSS
& 1 7 . EVEN

[evreyoy LOSEVLNLE
THE AMOUNT YOU MOW HaVE I5 2230

Wihl BUABER [HY THD WIGH TO PLAT Axe ROW AUCH
D YOU WaNT TO BET O THE MUMBER? 4,2250

THE DICE HAVE NOU BEENM THMEOUN. THE RESULTS
ARE A% FOLLDWS:
BIE ®1 BIE #2 SN YOURH T055

1 5 & 4 IIRTER

ek TOU UIN EVEH BOHEY#+awwsss
THE AKOUMT YOU MO HAWE LS5 4500

WHAT WUMBER DO YDU WISH TO PLAY AND HOM MUCH
DO YO WANWT TO FET ON THE NUWBERT 7,4300

THE DICE HAVE WOW BEEN THROWN. THE RESULTS
ARE 45 FOLLOWS:
BIE M DIE #2 EUH YOURN TosEs
I 3 8 7 ODVER

TERLIYDl LOBENITY
TEE ANDUNT YOH NDW HAVE IS5 0

THE GAME IS OVER AND YOU ARE FLAT BROKE. SORRY CHARLIE
TEIS PROVES THAT IT I8 MOT GOOD TO GAMELE

DO YOU WANT TO PLAY AGALNT NOD

ok

100 PRINT TAB(Z2Z);VUNDER OR OVER"

110 PRINT TAB(Z0);"CREATIVE CONPUTIHG"

120 FRINT TRE(IB);"HOREISTOWN, NEW JERBET"

1530 PRIAT:PRINT:FRIRT

140 PRINT"THIS 15 & SAME OF UMDER AHD OVER. IF YOU PICK"
150 PRINT"UMDER OR OVER SEVEN, YOU WILL WIN EVEN HOREY."

140 PRINTIF YOU PICK EVEN YOU WILL UIN WONEY AT FOUR TD OHE"
170 PRIKT*ODDS. YOU HAVE #100 TO START WITH. G000 LUCK!"™:=PRINT:FRI

186 asidd

190 RESTORE

200 REM

210 RE4D A%, B%,CH

220 DATA "UHDER",“OVER" “EVEN"

230 PRINT"UHAT HUNEER DO TOU HISH TO PLAY ARD HOU HUCHY
240 PRINT=DD TOU WAMT TQ BET O THE HUMBER™;:INFUT B,C
2506 PRIMT:PRINT"THE BICE HAVE WOU BEEN THROWM. THE RESULTS™
240 PRINT*ARE AS FOLLOYS=®

270 R=INT(S«BRDCT )+ peReINT(4=RHDLT Y +1)

280 PRINT " DIE #1","DIE &2=,"SUN",“TOURN®,=TO5E"

290 IF Q+#R>7 THEW 31d

29% I[F O+8=7 THEW 320

300 PRINT O,R,0#R,B,A%:PRIRT

303 IF B=0+E THER 350

205 IF B<? THEN 384

A07 6OTD 410

I10 PRINT O,R,08+R, B, BEzPRINT

313 IF B=0+R THEWN I50

315 IF B>»7 THEN 380

J17 GOTD 410

320 PRINT @,R,0+R,0,CHePRINT

J30 IF B=0+R THEW 350

J49 507D 420

350 A=A+ A4l

I40 PRINT TABR(ZO0 ) szdaasssdf0l WIK 4 TH 1xéddkass”

370 PRINTYTHE AMOQMT YOU MOM HAYE IS" A :PRINT:zGOTO 440
J80 A=A4C

390 PRINT TAB(20)“sersseserTOd UIN EVEN MOMEYsrrepaas"
400 PRINT"THE AMOUNT YOU WOU HAVE IS" & cPRINTeBOTO 4490
£10 A=h-C

420 FREINT TAB(ZGy 1 iilyQy LOSE+ELER"

410 PRINT®*THE AMOUMT YOU MOU HAUVE IS™ A zPRIMY

440 IF A>0 THEK 1%0

450 PRINT*THE GAME 15 DVER AND YOU ARE FLAT BROKE. BORRY CHARLIE™

440 PRINTYTHIS PROVES THAT IT IS NOT GOOD TO GAMBLE"
470 PRINT"DOD YOU WANT TO PLAY AGAIN";:INFUT U3

480 IF LEFTS(NS,1)="Y" THEN 180

470 END

ok
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i

van Gam

o e L -
- VAN GAM is a simple game with an
interesting solution set. The winning YOUR HOVE: ¢ SR
sequence pairs are formed by certain LEAVING 10
mutually exclusive sequences, using HA.. 1 TAKE : 3L LEWVING & 19
the golden mean
g ean, 1+v/5 YOUR WOVE:r 7 3B
— LEAVING 3 7
as an irrational HH.. T TAKE : 2R LEAVINE 3 5
generator. See explanation, lines 40- YOUR MOYE: ¥ 3R
130. LEAVING 3 2
Hi.. I TAKE ¢+ ZL  LEAVINE 1 2
IFT=1++/5 YOUR NOVE: T 1R
5 1 LEAVING 1 1
HH.. 1 TAKE ¢ 1
and X=T+1.Y=Ls1 E ¢t 18 LEAVING o 0
T SORRY = T DIN. DON‘T FEEL BADLY - I-H AN EXPERT,

then for integers N the winning se-
quence generators are

INT (N *X)2571013 .. ..

INT(N*Y)134 6 8....

It is interesting to 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,
unless he has been taught the winning
sequences.

This program by Alan Brown first
appeared in Creative Computing,
Jan/Feb 1978,

WHBGAN
CREATIVE CORPUTING
HORRISTOWN, HWEW JERSEY

VAl UTTHOFF "5 GARE: DT YDU UAMT INSTRUCTIODNST YES

TP ARE TO CREATE TWO PILES OF MRTCHES, EACH CONTAIMIANG 100

Of LESS. YOU PLAY ALTERMATELY WITH HE, AND DUR HMOYES CONSIST

IF =

(A} TREING AWAY 1 OR AORE RATCHES FROW ONE PILE OWLY, OR
(B} TAKIMG &UAY THE SAME MUMBER FROM EACH PILE.

THE OHE WHD THKES AMAY THE LAST MATCH OF ALL UINS,
ENTER YOUR MOYES IM THIS MAMKER:

2L = {2 LEFT) TAKE TWD FROW LEFT PILE
3R - 13 RIGHT! TAKE THREE FROM RIGHT FILE
SE - (5 BOTH! TAKE FIVE FROM E4CH PILE

DESIREID PILE SIZES {NUNPER, MUMBERIT 17,22
D0 YOU WANT TO 80 FIRSTT YES

LEFT RIGHT
Fy 2

FOUR HOWE: 7 L

LEAVIMG 14 dd

.. 1 TAKE = ZB LEAVIMNG 12 20

FOUR HOWE: 7 JB

LEANING ¥ 17

.. 1 TAEE = 2R LEAVING # 15

DN YOU WAMT TD PLAY AGAINT YES

DESIRED PILE SIZES {MUMBER.WUMBER}? 24,14
DO YOU WART TO GO FIRST® WO
LEFT RIGHT

I THEE 2

TOUR ROVE: ¥
MiE.. I TAKE :
YOUR WOVE: ¥

Hi.. 1 TAKE

TOUR NOVE: *
HE.. I ThEE =
YOUR MOVE: ¢

HH.. 1 TARE

YOUR WOVE: 7
HE.. ] TAEE :
YOUR HOVE: 1
Hi.. T TAKE :
TOUR WDVE: *
HE.. I TAKE :
YOUR MOVE: ¢
HY.. T TAKE :
YOUR WOWE: ¥
HR.. 1 TAKE :
TOUR MOUE: ¢
HH. .

TOU WIN!!

CONGRABULAT IOM
GAMESHAN ,

1L
28

L

1L
13
1L
el
1L

18

L
18

L

1L

1B

g.

LEAVING

LEAVIHE
LEAVING

LEAVI N
LEAYING

LEAVIHG
LEAUPTINB

LEAVING
LEAYING

LEAVIRG
LEAVING

LEAVTNG
LE#YING

LEAVING
LEAVING

LEAYING
LEAYING

LEAVING
LEAVING

LEAYTNE

YOU ARE & VERY CLEVER VN WYTHOFF“S

24
23

23
a2

20
1%

LE
17

15
14

13
12

L R |

DO YOU EAKT TOD PLAY AGAINT NO

D.K. BYE WOW.
o

Th
14

14
14

12
12

11
"

E

[ 77 ]



L 1ol

T PRINT TABR{24) " "VANGAK"

A FREINT THE(ZOD); "CREATIVE COHPUTING"

7 PRINT ThRBO1@);"AORRISTOMN, MEM JERSEY"
B PRINT:PRINTz:PRINT

10 DIA G¢200)

15 Xe{] +A0R{SH) 2=l A1 d=14]

14 FOR I=0 TO 9%

17 B0T#2)=THT (LX) s L2417 =THTL I#Y]

18 HEXT I:T=0

20 PRINT “UAM UYTHOFF'S GANE: DD YOU UANT INSTREUCTIONS";

J0 IMPUT B4:IF LEFTHCB%,10="H" THEN 130

A0 PRINT *YOU ARE TO CREATE TWD PILES OF BATCHES, EACH CONTAINHIMG 1040°
S5¢ PRINT "OR LESS. YOU PLAY ALTERMATELY WITH HE, AMD DUR HOVES CORSIST™
40 PRINT "OF:*™

&5 PRINT TABRLiG);" (A} TAKING AMAY 1 OR HORE HATCHES",

AF PRINT * FROM OWE PILE OWLY, ORT

70 PRINT TABCiG);*{(B) TAEING AWAY THE SARE MUMBER FROM EACH PILE."
AY PRIMT "THE OME YHD TAKES AMAY THE LAST MATCH OF ALL WIKS,"
of FRINT "EMTER YOUR WOVES IM THIS HMAMMER:"

100 FRINT TABL1G)I;"2L - (2 LEFTY TAKE TUD FROH LEFT FILE"

110 PRIMT TAB[I10);*3R =« {3 RIGHT) TAKE THREE FROM RIGHT PILE"
120 PRINT TABRCIQX;*5B = {5 BOTH) TRHE FIVE FROM EACH PILE"
130 PRINT:PRINT :PRINT

200 THPUT "DESIRED PILE SITES (HUWBER.WUWBER)™F5T,52

210 L=51:R=32

230 IF L+#R>3 THER 2440

230 PRINT *0H; YOU'RE & SPORT, YDU ARE."

240 INAUT “BO YOU WAKT TO GO FIRST"B®

255 PRINT TaB(2FIs"LEFT RIGHT™

257 PRINT TABI27I;L;TAB(IZI R

260 P=L#2¢IF L¥RE THEN 404

270 Pafwd

400 IF LEFTS(B4,1)="N" THEH &%

405 IF L=R THEM PRINT “YDU LIKE SITTIMG DUCKS, BOH'T YOUP"
410 PRINT:TIMPUT "YOUR WOVE: “3B%

415 FOR X=1 TO LEW(ES)

470 IF ASCOHIDS(BS,X,1) <48 OR ASCIRIDS(B%,2,100257 THEM 423
423 MEXT %

425 SI=VAL(HIDS(B%. 0, X-1))

427 IF 53=0 THEH 440

430 IF HIDSCBS,X,;1h="L" THEN 330

440 IF MID$(B$,X,1)="R" THEN 570

450 IF MIDS(ES,X,1)="B" THEN 3?0

A0 T=T+1:IF T>2 THER 1940

470 PRINT:PRINT “IMPROPER ENTRY, STOP FOOLING ARCUND.":GOTO 410
550 IF §3*L THEHW 450

555 L=L-S3:60TH &10

570 IF 53R THEM 440

575 R=R-53:H0TD 410

5%¢ IF E3xL THEM 4&0

&S00 L=L=-53:00T0 570

S10 PRINT TABLI9):"LEAVING" ;TARLZF) L TARIII} IR

&14 PRINT "HH.. "3

&1S FOR I=1 TO S00:z#=4+L:zMEST I

A20 IF L+R>0 THEH &4%¢

E30 PRINT:PRINT:PRINT "YOU UINFI":PRINT

435 PRINT “CONGRADULATIONS. TOU ARE & VERY CLEVER VAl WY THOFF 8"
A37 PRINT "GAMESHAM."

40 EOTO 1900

o
00
210
f30
730
A0
F&d
770
JHO
J10
aog
210
820
B30
a4t
H4D
50
B&0
ae0
890
B¥3
ppiLi
§20
T
a0
70
750
745
0
o0
1 God
Te1n
1e2n
1930
1040
1045
1050
1033
1040
1043
1070
1075
1077
1080
1090
T
(R R
1113
1114
1115
Ti0
1130
1200
1810
1720
1930
1933
1749
1r4%
T
1#ad
oK

4 7

leren=d
IF BiL)=L THEN 740
IF GCI+1)=L THEM 78O
IF Giik=K THEH BCO
IF @{1+1}=R THER 8290
[=1+2:00T0 70
L1=I:L2=1zIF H=t THEN B4
Hel1: 0070 220
Li=IsL2=0:IF H=1 THEN B4d
H=1:807T0 7ZQ
Ri=I:R2=1:21F #&=1 THENW BAD
=11 GOTOD 740
Ri=1:R2=0:;0IF M=1 THEW 840
W=z GOTO 740
IF L=af THEN 8%%
IF Ri=Lt THEN 1980
IF L1*@1 THEM 940
P=L1+L2
IF @{P ¥R THEH 944
H=R-QiP)2R=0(P) sA%="RK"=2(07T0 1170
HeLel=0:i=0:A5="8"260T0 1110
P=Ris+R2
IF @{Fi¥L THEN %40
H=l=G{FriL=@(FIiA¥="L"180TD 1110
H=0:za%="8B"
P=L1:zIF R1<L1 THEH P=R1
P=p-2zG=0
He=ft#]Leb=-1zRal-1
FOR I=F TD O STEP =2
IF A{I)y=L THEH 1040
IF Dil#1b=L THEH 1450
IF fEI)wR THEN 1049
IF fiI+#ti=R THEN 1470
HEXT [uBOTO %&%5
IF @¢I+1)=R THEH t11d
BATO 478
IF Q{I}=R THEN 1114
BoTO 1073
IF Aii+1)ml THEH 1114
FOTO 1073
IF aii=L THEN 1110
IF G=1 THEH 24d
B=1=00T0 %435
iF L>E THEH 1100
B=R-1:H=1:A%="2":00T0 ¥110
L=L=1:H=1:A%="L"
Bg==v:1F H>% THEN 1930
B¥=CHRES (H+48)
Bi=BS+4%
PRINT "1 TAHME z";TaAB{14b B9 TAR(IR]I ) "LEAVING" TAB (2 ZLETARCII) IR
IF L+fF>0 THER 4140
PRIMT:PRINT =SORRY - I WIM. DOM'T FEEL BABLY = I“H AN EXPERT.™
PRINT:INPUT *DO YOU UAMT TO PLAY AGAIN™3ES

IF LEFTS{BS 1)="7" THEN ®#30

GOTO 1970

BY=CHRS( IRTIHA100 +48 ) :BS=B$+DHRS (K- THT LHS 1031 0+48)

GDTO 1114

PRINT:PRINT "LOOK, YOU JUST WOH'T STOP FOOLING ABOUT. BULI OFF."
EOTD 1970

PRIKT:PRINT “O.K. BYE NOW."

ERD




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 II.

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 the enemy ship, and
50 on.

Warfish was written by Randy Wit.

RN
YARFIEH
CREATIVE CONPUTING
HORRISTOUN, WEY JERSEY

D0 T DESIRE THE RULES OF WARFISH 7 YES

Tall COMKAHD An ANERZICAW SUBMARINE THAT ZEEN SENT 0UT
T ATTACK JAPANESE SHIFS AT SEA DURIMG UORLD WAR TUD

THE DRDERS THAT CaAN BE GIVEW ARE THE FOLLOUING:
PERISLOPE - TO SEARCH FOR JAFAHESE SHIPS

FORPEDD - TD LAUMCH TORFEDOES AT JAPANESE SHIPS
GIVE - TQ ESCAPE !AF4KESE SHIPS THAT ARE ATTACMING

TEESE ARE SOME KISTORIC %.5. NAVY SUBKARINES -
TAUTOG, SILVERSIDES, CaVALLA, FLUEFISH, THRESHER
SHORBFIEH, FLASHER, TROUT,ARCHER
SELETT OQHE OF THE ABOYE, 08 YSE & H4H4E OF YOUR CHIILE
FREIKT THE MAKE OF TOUS SUBHARIKE 7 TROUT

JAPARESE TORPEDD BOAT IS ATTACKING

ORDERS, COMMANDER 7 DIVE

DISTANTE OF JAPRNESE TORFEDD 30AT DEFTH OF WSS TROUT

1500 YARDS 4 FEET
1250 YREDS a5 FEET
FOOG TREDS 30 FEET
FEd TaRDs 74 FEET
00 TARDS 10g FEET
200 Yakbs 125 FEET
{1 Takps 150 FEET

THE USS TROUT I3 UNHURT

ORDERS, COMMANDER * PERISCOPE
JAFAMESE FREIGHTER - 7500 TOMS

CRBERS, COMMARHRER 7 TORPEDD
25 TORPEDOES LEFT

NURBER OF TORPEDIES TO FIRET 2
2 TORPEDDES FIRED - & HITS

ORDERS, COMMANDER 7 TORPEDD
24 TORPEDOE: LEFT

HUMBER OF TORPEDDES T0 FIRE? 3
3 TORPEDOES FIRED - 0 HITS

ORDERS, COHMAMDER 7 TORFEDD
i1 TORFEDDES LEFT
WUMBER OF TORPEDOES TO FIRE? 3
I TORPEDDES FIRED - 1 HITS -FREIGHTER SUNK

ORDERS, COMMAMBER 7 PERISCOPE
JAPAMESE TRANSPORT - 11500 TONS

ORPERS, COMMANDER * TORPEDD
18 TORPEDOES LEFT
HUNBER OF TORFEDOES TO FIRE? I
I TORPEDOES FIRED - 2 HITS -TRANSPORT SUNK

ORDERS, COMMANDER ¥ PERISCOPE
JAPANESE AMHUNITION SHIP - 9450 TOWS

ORPERS, COMMAKDER * TOREEDO
15 TORPEDDES LEFT

WUNBER OF TORPEDDES T0 FIRE? 2
2 TORPEDOES FIRED = 0 HITH

ORPERS, COMMAMDER T TORPEDQ
13 TORPEDDES LEFT
HUMBER OF TORPEDOES TD FIRET 3
4 TIRFEDOES FIRED - 2 HITS -AMMUNITION SHI1P SUNK

ORRERS, COMSAMBER ¥ PERISCOSE
JAPRNESE AMMUNITION SHIP - 9650 TOHS

ORDERS, COMMAMDER 7 TORPEDD

1 TORPEDDES LEFT
NURBER OF TORPEDJES TO FIRET 2

2 TORPERDES FIRED - 1 HITS -AHAUNITION SHIP SUME

ORDERS, COMMANDER ¥ PERISCOPE
JAFANESE FREIGHTER - 8100 TOWS

ORDERS, COMMANDER 7 TORPEDD
B TORPEDIES LEFT

HUMBER OF TORPEDOES TO FIRE® 2
2 TORPEDDES FIRED - 0 HITS

ORDERS, COHMANDER * TORPEDO
4 TORFEDOES LEFT

NUMBER OF TORPEDQES TO FIRE? 3
3 TORPEDDES FIRED - & HITS

ORDERS, CCHHAMDER 7 TORPEDD
3 TORFEDOES LEFT
MUMBER DF TORPEGOES TD FIRE® 2
! TORPEDOES FIRED - 2 HITS -FRE[LGHTER SUNK

DRIERS, CONMANDER T PERISCOPE
JAFARESE TRAMSPORT = 11500 TONS

OBDERS, COMHAMDER 7 TORPEDO

I TORPEDDES LEFT
WUMBER OF TORPEDDES TO FIRE? 1

L_TORPEDOES FIRED = t HITS -TRANSPORT SUNH
THE USE TROUT HAS EXPEMBED ALL OF 175 FORPEDOES
CONGRATULATIONS O & SUCCESSFUL DEPLOYHENT

THE SURKARINE USS TROUT WAS SUMK A TOTAL OF & SHIPS

THE EMEHY TONNAGE SUMK 15 57900 TONS
1]



Lial

1 FRINT TAB(25)“UARF ISH"

2 PRINT TABC2O0)"CREATIVE COWPUTINE"

J PRINT TAB(IB)"HORRISTOMWN, WEU JERSEY"

S5 PRINT

& PRINT

7 FRINT

B PRIRT

% DEN AS(72})

10 DO=RNBLT)

J0 PRINT"DO YOU BESIRE THE RULES OF WARFISH “;

48 ITNPUT X4

5@ IF X%$="HD" THEH 200

31 IF A#=°YES™ THER &0

51 PRINT"YES DR MO ONLY, PLEASE.®

53 GATH 30

&0 PRIRT

J0 PRINTYYOU COMHAND AN AMERICAM SUBMARINE THaAT BEEN SENT DUT™
B PRIRTTO ATTACE JAPANESE SHIFS AT SEA DURING YORLD WaR TUD"
T3 PRINT

1066 FRINT® THE GRDERS THAT Calt BE GIVEN ARE THE FOLLOWIMG:"
110 FRINT"FERISCOFE - TO SEARCH FOR JAPRNESE SHIPFS®

120 PREINT*TORFPEDD - TO LAUNCH TORFEDDES AT JAFANESE SHIFS™

13 PEINT “DIWE - TO ESCAPE JAPANESE SHIPS THAT &RE ATTACHIRG®
140 FRINT

130 PREINT“THESE ARE SOME HISTORIC U.5. WAYVY SUBMARIMES -"

150 PRINTY

170 PRINT® SUORDFISH, FLASHER, TROUT,ARCHER"

180 PRINTSELECT OHE OF THE APOWE, OR USE & MAME OF YOUR CHOICE"

J00 PRIRT"FPRINT THE MANME OF YOUR SHBMARINE "}
210 TRPUT A%

220 T=24

230 DeINTORHOCT 010}

240 IF D<é& THEN 330

230 IF DL*& AND D> 7 THEN 270
235 RY§="DESTROYER"

260 W=2104

270 IF MLXE THERZTO

271 R¥="DRESTROYER ESCORT"

280 W=1358

290 IF D39 THEN 310

291 R$="TORPEBO BOAT™

J60 Q=70

310 IF O=& OR B=7 THEN 313
11 A=

vz GOTO 314

13 =2

314 PRIRT

315 FRIHT

110 PRINT"JAPAMESE “;R4;* [5 ATTACKIHG"
330 IF D= & THER 340

115 A=IHTIRHE(T =10

Jag PRINT

350 PRINT

40 PRINT"ORDERS , CONWAKDER “;
370 IMPUT C¥

371 CH=HIBSTCH 1,1}

360 IF Ce="P" THEN 420

370 IF C¥="T" THER 780

490 IF CH="D" THEN %0

410 GOTO 340

420 IF D¥3 OR @+0 THEM 740

A0 IF A>=4 THEN 470

435 E§="FREIGHTER"

440 IF @< AWD A<>1 THER 450

445 W=45040

430 IF ALy 2 THER 440
435 W=7a300

440 IF aA<>3 THEHW 470
443 W=B100

470 IF A<X7 AND A<-3 THEN 490
475 RY="TAMEER"
480 IF A4<:B THER 4835

TaUTOG, SILVERSIDES, CAVALLA, BLUEFISH, THRESHER™

421 U=10000

482 GOTO 490

483 M=9300

490 IF A<dr4 AND A<>3 THEH S10
491 RE="TRANSFORT™

900 IF AC»F THEM 303

01 W=11500

302 [OTO AG

503 W=B800

10 IF A<x& THEH 530

F5 Re="ARNHUKITION SHIF®
S0 W=F450

530 IF a>=% DR A=4 THEN 340
G935 0=

Ser IF A<>& THEHW 330

175

8.
b 1 L
=T.1
3
I3
1L
o
5%
& T
a1
415
&20
&30
515
&40
&30
455
S40
&70
&73
&80
&90
J0
PRl
13
710
]
730
735
740
745
750
AF3
60
A
80
Fa3
]
g0
810
820
a3t
B
Bk
Bal
gre
gao
Beo
a95
Fo0
TS
Ealt
70
730
a0
45
50
w3
PH0
Fre
Fa0
F83
TR0
7735

WEE

IF a<f THEW 750
E=INTORNDCT )10

IF E{¥0 THEN F70
RE="BATTLESHIP"

U=33500

IF E<»1 THEW 410
R¥="RIRCRAFT CARRIER"™
U=25704

IF E<{»2 THEM &30
R¥="HEAVY CRUISER"

U= 9900

IF E<»3 THEN 450
R%="LIGHT CRUISER"

U=2a00k

IF E<HA ANRD E<>5 THEM &7Q
R4="DESTROYER™

B=2108

IF E<r& AHD E<-7 THEH 470
Ri="EUENARINE"

U=13500

IF E<*8 AND E<»% THEHN 710
U=1350

IF E<=3 THEN 720

=1

IF E<>4 AMDE<>5 THER 730
=2

IF E<¥2 AHD E<Cx3 THEN 240
=3

IF E<»1 THEW 759

=4

IFE<»® THEM ~&0

=g

PEINT*JAPANESE ";R¥;" = "jU;™ TOHE"
GOTD 340

IF B>=1 THEN BOD

PRIMNT® MO JAPANESE SHIPS IM SIGHT - JUST OCEAM"
IF B<1 THE¥ 3&0

FRINT T;™ TORPEBOES LEFT®
PRINT"KUNBER OF TORPEDDES TO FIRE™;
IRFUT R

IF R<0 O T-R<0 THEW 814
IF R{IRT(RY THEW B14d
T=T-R

S=INTIRERDCT h210)

IF §3R THER 840

R=0-%

IF @<=0 THEW 904
As="DAKAGED"

IF @x=1 THEH 930
§="SLHK"

F=0+H

L=L+1

PRINT R:™ TORPEDOES FIRED -=;5;" HITE™;
IF 5<>0 THEM 930

FRIRT

IF <=0 THEY 948

FEIRT" -"; R%;" " 0%

IF O¥S AND 9X0 THEM 1140
IF T¢1 THEW 1180

IF 8<1 THEN 230

GOTO 340

If Dxaf THER 1000

PRINT" THEW LSS *;A%:" IS5 HOT UNDER ATTACK"

1000 IF D<& THER 3Jad
1000 U=IATIRRDCT 10 )e250+300

1020 PRINT “DISTANCE OF JAPAMESE “jR#;"
1030 PRINT U:®VARDS

DEPTH OF LSS ";a9
=173*FEET"

1040 W=W=250

1050 I=2423

1040 IF U>-250 THEN 1030

1070 IF E$=“TORPEDD BOAT " THEW 1100
1080 H=INT(ERDC1F#10)+23+30

1090 IF M+24>1 AND H-24<Z THEN 1120

10%% Usi=)

1109 PRINT®THE USS ";A%:™ 15 URHURT"

1114 f=0

111 BaTd 230

1120 PRINT™THE US55 “jA%;" HAS BEEW SUHE BY DEPTH CHARGES"™
1130 GOTO 1180

1140 PRINT"THE WSS "R%;"™ HAS BEER SUNK BY CURFIRE"

1150 G078 11480

1140 PRINT"THE WSS ";a8;" HAS EXPENDED ALL OF ITS TORPEDOES"
1170 IF D<=¢ THEM 1180

1175 PRINT"CONGRATULATIONS ON A SUCCESSFUL DEPLOTHENT™

1180 PRINT

1190 FRINT™ THE SUBHARINE USS “;A%;" HAS SUNK A TOTAL OF"jL;" SHIPS
1200 PRINT™ THE EHEHY TOWMABE SUMK IS "p0;" TOHE®

1210 EMD

il



word Search Puzzie

This program generates the im-
mensely popular word-search puzzles
containing names of Presidents, states,
types of animals, fish, and every
manner of objects. It asks you the
length and width of the puzzie you wish
generated and then the number of
words to be hidden in the puzzle. As the
instructions note, occasionally the com-
puter may find that it can't hide a
particular word in the puzzle and will
ask you if it should start aver or if you
want that particular word deleted. I
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 puzzie out. Since you're probably
just using this program for fun, it's
generally more than adequate,

This word search puzzle generator
was originated by Leor Zolman.

Rl
WORD SEARCH PUIILE
EREATIVE COHPUTIMG
HORRISTOUM, MEW JERSEY

THIS PROGRAR IS A4 WORD SEARCH PUIILE GENERATOR!
THE PROGRAM TAKES 4 SET OF IWPUT STRINGS, PURBES ALL
NOM-ALPHABETIL CHARACTERS ODUT OF THEH, A#D INCORPERATES
THEN INTO A WORD SEARCH PUIZLE,

[N THE COUREE OF MAKING THE PUZILE, THE HACHIHE taY
FIND THAT IT CaR-T PUT & PARTICULAR WORD ARTUHERE, RAD
S0 UILL ASK 10U IF IT SHOWLD START THE HHIOLE PUIILE
OVER. IF YOU DON'T UAHT IT TO START OVER, TYPINDG “HO-
WILL THROW AWAY THAT PARTICULAR WORD. IF THIS PERSISTS,
TRY EITHER GIVING LESS WORDS OR BIGGER PUZILE DIMENS [ONS !

HOU HAHY COLUMMS BOES YOUR PRINTER HAVE?T 73

DO YU WAKT A SDLUTION PRINTOUTY YES

WHAT 1§ TD PE THE WIDTH OF THE PUZILEY 15

THE LEHGTH? 15

WHAT I3 THE MAX[HUM MURMBER OF WORDS IN THE PUZILET 10

WOW ENTER &4 HEADING THAT WILL BE PRINTED QVER THE PUZZLE:
72 CHARRCTERS NAXIHUMY }

T COHPUTER LANSUAGES

OK . . . ENTER & WORD AT EACHM OUESTION MARK.

T BEDO THE PREVIOUS UDRD, TYFE A HYPHEM (=),

LIHEM vOU RUM G0T OF ROE®S, TYPE A PERIOD (.).

T BASEETId  IC

=bagie-

T FOR) (+2TRAN

-fartran=

TPLI

=pli-

TCODEDLtdnr

=cabol-

T AGSSEREMLER

-aasanbnler-

-

REDD assembmler. . .

T ASSENBLER

~FEsanbler=-

* RPO

¥ ALGAL

=~algol-

T LISP

=lisp—

T SHOEOL

=snobol -

T PILOT

pilot~

THAT"S IT... f0 WARDS.

WOW LET HE PONBER THISwwss..

HOJ HANY COPIES OF THIS PUZILE BO tou HANTT 1

FOR EACH COPY, HIT RETURN TO BEGIN PRINTING...

7

CORPUTER LANGUASES

FPIURBUYIXMNRSEATT??
GEOMLGESLREPADTYS
FYYPFFAZIDIINCFGER
FETTRHPPLOEODISSE Y
ISRIHESO JTLMNS XY
EACEKRTHEIODARFRH
PDFOILUKEKOERF SR J
PLETSBEVYAOHUUWUFGB[
T ILYDAMNLEUPDVPAA
KXFOGIFEINARRKEFUD
ARVECSEPSYSTILES{
I I I DIOREGEEREYETTY
EHNDALCANLDGWMT WIS
LACRYLEVETFZIDGUC
FVRYUAJFUBPOG JAY

FIND THESE HIDDEM WORBS IN THE 4BOVE PUTILE S

algel assenmbler basic cobol fortran
lisp pilat pli rp3 smabal

1T6E
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MD THESE HIDDEN WORDS IN THE ABDVE PUZZLE;
basic

pli

asisembler
pilaot

g}
ip

fortran
snobol

cobpl
rpg

PRINT TAB(20);"W0RD SEARCH PUZILE"

PRINT TaB{2Q};"CREATIVE COMPUTING"

PRINT TAB(T8);"HORRISTOUMN, MEW JERSEY™

PRINT:PRINT:PRINT

PRINT * THIS PROGRAN IS & YORD SEARCH PUZILE BEWERATORE!™
FRINT "THE FROGRAM TAKES A SET OF INPUT STRINGS, PURGES ALL"
FRINT “NOH-ALPHABRETIC CHARACTERS DUT OF THEN, AND INCORPORATES™
FRINT "THEN INTO A UORD SEARCH PUZILE."

PRENT
FRIMNT "
FRINT
FRINT
FRINT

IN THE COURSE OF NWAKINE THE PUZILE, THE WACHIME MAY™
"FIND THAT IT CAN‘T PUT A PARTICULAR WORD ANYUMERE, AND"
“SO WELL ASK YOU IF IT SHOULE START THE WHOLE PUZZLE™
“OVER. IF TOU DOW-T WANT [T TO START OVER, TYPING "NO°*
PRINT “WILL THROM AWAY THAT PARTICHLAR WORD. IF THIS PERSISTS,”
PRINT “TRY EITHER GIVING LESS WORDS DR BIGBER PUZILE DINENSIONS!®
PRINT:PRINT

CLEAR 3008

DEF FMA(ZY=THT(RNDC1Y8Z+1)

IRPUT "HOW HANY COLUMNS DDES YOUR PRINTER HAVE®;TY

IHFUT “BO YOU WANT A SOLUTION PRINTOUT":NS

INPUT “WHAT [§ TO BE THE WIDTH OF THE PUZTLE®:MzMD=U

IF Bs2¢sTH THEN 345

PRINT “THAT WILL MOT FIT IN“;TW:™ COLUMNS.*:GOTOD 330

IF W<1 THEN 330

INPUT “THE LEMGTH=:L:IF L3N THEN HD=L

IF L<1 THEN 350

THPUT “WHAT 15 THE MAXINUM NUNBER OF WORDS IN THE PUZILE":N

IF H>=2 THEW 180

PRINT “SORRY: THERE MUST BE AT LEAST 2 WORDS.':GO0TD 340

PRINT

DIN ASIL,UD,US(H)

DIN W(M,3),BKT(8,2),00028)

PRINT "NOW ENTER A HEADING THAT WILL DE PRINTED OVER THE PUTILE:"
PRINT “(":TW;*CHARACTERS MAXINUN! }*

INPUT XY$

PRINT “OK . . . ENTER A WDRD AT EACH GUESTION HARK."
FREINT "TD REDD THE PREVIDUS HORD; TYPE A HYPHEN {-).*
PRINT "WHEM YDU RUM DUT OF UORDS, TYPE & PERIOD (.)."
FOR I=1 TO H

INPUT TS$2IF T$="-" THEMI=1-1:PRINT "REDD “;U${I1):", .
IF T$="." THEN M=I-1:BOT 440

«"sGATD 489

177

=1l
510
320
525
527
330
54
k)
S60
aFE
580
&0
405
&07
&0
&20
&30
&40
&50
G810
480
585
G
700
Fall
1]
FI0
746
-1
i
7o
b
B-0:0
g10
B
830
83z
B34
Els
856
B&0
aro
G
940
1p
220
940
950
bl
75
FED
S0
1110
1024
1021
1025
1030
1040
1050
1060
16740
1680
1070
11640
111q
112¢
1138
1135
1140
1150
TH&O

170
1eoe
1ed
1200
1210
12
1230
1240
1250
1260
1270
1280
1270
1300
1310
1320
1330
13440
1150
1340
Dk

iF LERiT%)=9 THEN PRINT "INPUT ERRDE; REDE:":GOTD 480
J=1

TE$=HIDS$(T%,J,1)1IF TES>="a" AND TES<="z" THEN
IF TES#<"A™ OR TES$>"Z" THEN 530

TH=LEFTS (T8, -1 ) +CHRSCASCINIDS (TS, J, 10 1320 4RIGHTS (T8, LEN(TS -1
IF TES=T9 THER T$="": 6OTD 500 P ——
IF J=LER(T$) THEN T$=LEFTH(T$,J-1):00T0 580 1B0TOS70
IF J=1 THEM TH=RIGHT$(T49,LEMCTS)-1):J=J-1:G0T0 570
T$=LEFT$(T$,J=1)+RIBHTS (TS, LENCTH)-Jd sd=0=1
J=J#120F JC=LEW(T$) THEW 520
PRINT ==";T§;%==

[F LEMCT$){=HD THEN 410
PRINT "THAT“S TOO LONG, I-H AFRAID.";
PRINT * TRY ANOTHER OME:":GOTO 480

FOR IZ=1 TO I-1: IF WSCIZ)<>TS THEM WEXT:60TO &30

FRINT "YOU ENTERED THAT ONE ALREADY. TRY AMOTHER:*:160T0 480
BICII=T%

HEXT I

PRINT “THAT-S IT...";N;“WORDS."

PRINT “NOY LET ME POMBER THIS,....."
FOR I=1 TO #-1
FOR J=1+1 TO M

IF LENCWS(IIY € LENIUS(J)) THEM MZ$=US${I):Us$(I)=le()) us(I)sHTS
MEXT=MEXT .
FOR I=1 TO S:READ BXT(I,1),DXT(I,2)eNEXT
FORE I=1 TO 2B:READ DD{I):MEXT
DATA O,1,0,0,1,0,1,-1,0,-1,-1,-1,-1,0,-1,1
DATR 2,4,6,8,2,4,6,8,2,4,6,8,2,4,4,8,2,4,6,8,2,.4,4,8,1,3,5,7
FOR I=1 T0 K

LE=LEN(U$(T})

HT=g

SD=DD(FHALZE))

SX=FMaiM)cX1=8X+ (LM-1)8DNY(SD,1)zIF X1<1 OR X1>¥ THEN 770
ST=FMAILYX1=8Y#{LH-1)2DXYISE,20eIF X151 OR Xi>L THEH 790
WT=NT+12IF HTCOULE2? THEN B850
PRIRT “COULDN'T FIT <";us$(Ii;“" 1IN THME PUZZLE."

IRPUT "DO YOU WANT ME TO START DVER®I4AS

IF LEFTHCAS,10="y" THEN 750
H$LII="":E0TD 750
J=5Y:EK=5)
FOR P=1 TO LN

IF LERUAS{J,ED) AND A9(J, K)<>BIDSCUSCI), P, 1) THEN 790
JuJeDEY (5B, 20 K=K +DAYOED, 1) 1 REXT P

J=5T:K=5%

FOR Pl TO LM:ASCS, H)=KIDS(US (T} P, 1)

Ju DAY (5D, 20 s K=K+DNT (5D, 1) sHEXT
WEL, 1)=8elil, 2)=8Y 01, 3)=5D
MEXT I
FOR I=1 TO L
FOR Jui TO U

IF &%01,J0="* THEN ASI,J)=CHRS(FHAL2E1494)
HEXT: HEXT

FOR Is1 T@ N-1:FOR J=I+1 TO M

IF UWS{Il<=W$(J) THEN 1030

HZ$=WS(T U8 ( TI=US (JD: U8 () I =HTS

FOR =1 TO ZeHZ=UCI,KI:WCT, M =00, K0 W0, K)=HZHEXT K
HEXTJIMEXT I

INFUT “HOW WAMY COPIES OF THIS PUZILE DO YOU WANT":H

PRINT =FOR ERCH COPY, HIT RETURK TO BEGIN PRINTIHG..."

FOR C=1 TO M:GOSUB 1070:MEXT=BOTD 1230

IHPUT A$zPRINT

Ta{ TH=2#U)/2:PRINT

PRINT

PRINT TABCCTU-LEN{XY$)1/2) ;XT3

PRINT2PRINT

FOR J=1 TO L:PRINT T4B(T):

FOR K=i TD WeIF ASCJ,K)=".* THEN PRINT ", “;:GOTQ 1140
PRINT CHRS(ASCOASCI,K)1-32)8 n;

HEXTzPRINT:HEXT

PRINT:zPRINT

PRINT “FIND THESE HIDDEM WORDS IN THE ABOVE PUZILE:"™

PRINT

FOR J=1 TO M:IF LEM(M${J})=0 THEW 1210

IF POSCO) + LEMCUSCJI} > TW-Z THEN PRIMT

PRINT W$id},

370

HEXTzPRINT :PRIRT:zPRINTePRINT

RETURN

IF LEFTS{X$,1)="Y" OR LEFTS{X$,1}="y" THEN 1250
END

REH

FOR I=1 TO LeFOR J=1 TO @za®(l,J1="_":NEXTJ:NEXT]
FOR I=1 TO K
LM=LEM{WS (1) b J=l(I,2}zK=0(L,1)

FOR P=i T LW

A3 L E)SHIDS(HSCID, P, 1)

J=J4DEY (WL, 30, 20 s K=HDXY (WCT, 30,10 tHEXT P
HEXT I

AYS$="HERE IS5 THE ANSUER KEY:"

BOSUE 1070

PRINT:PRINT

ERD



The Genesis of Wumpus

Two vyears 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
adges 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? I's dark
in yonder cave, and light would wake him up. If 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,
so 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, vou 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

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 VO
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 YQU 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 2.

The Birth of Wumpus

Around a month later, | went to the Synergy conference
at Stanford, where many of the far-out folk were gathered
to share their visions of improving the world. PCC had 3
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
gamaelll

Later, PCC published Wumpus in its newsletter, and
Creative Computing published it in their sep/Oct 1975
ISsSUe.

Wumpus and this writeup are the products of the talented
and creative Gregory Yob.
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HUMPWS

CREATIVE CONPUTING HORRISTOWN, NEW JERSEY

[NSTRUCTIONS (Y-MIT ¥
WELCDRE TO “HUNT THE WINPUS”

THE WUNPUS LIVES IN & CAVE OF 20 ROOMS. EACH ROON
HAS 3 TUNMELS LEADING TD OTHER ROOMS. (LOOK 4T A
DODECAHEBRON TO SEE HOM THIS WORES-IF YOU DON'T KNOU
WHAT A DODECHADROH IS, ASK SONEONE)

HAZARDS
BOTTOHLESS PITE = TUD RODNS HAYE BOTTOMLESS PITS IN THEM
IF YOU 80 THERE, YOU FaLL INTD THE PIT % LOSE!)
SUFERBATS - TUD OTHER ROOMS MAVE SUPER BATS. IF YOu
60 THERE, A& EAT BRAES TYOU AND TAKES YOO TO SOARE OTHER
EOOH AT EANDDH. (WHICH MISHMT BE TROUBLESOME)

HUKPUS:
THE HUMPUS IS5 HOT BOTHEREDR BY THE HAZARDS (HE HAS SUCKER
FEET &N IS TOD BIG FOR A PAT TO LIFT). USUALLY
HE 15 ASLEEP. TUD THINGS THAT UAKE HIN UP: YOUR ENTERING
HIS RODH OR YOUR SHOOTING AH ARROY.

IF THE UUMPUS UAKES, HE MOVES (P=.73) DME ROON
OR STAYS STILL (P=.25). AFTER THAT, IF HE IS WHERE YOU
ARE, HE EATS TOU UF {§ YOU LOSE!}

YOU:
EACH TURH YOU MAY WOVE OR SHOOT & CROOKED ARROW

HOVING: YOU CAM GO OME ROOW (THRU OME TUMMEL)
AREDES: YOU WAVE 5 ARROWS. YOU LOSE UHEH YOU RUN BUT.
EACH ARROU CAR S0 FROW 1 TO 5 RODAS. YOU ATH DY TELLING
THE COMPUTER TTHE ROONES YOU WAKT THE ARRDW TO GO T,
IF THE ARROW CAM“T G0 THAT WAY {(IE M TUNMEL)} IT HODUWES
AT RANDOK TOD THE NEXT ROOH.

IF THE ARROU HITS THE WOMPUS, TOU UIN.

IF THE ARROW RHITS YOU, YOO LOSE.

MARMNINBS:
WHEH YOU ARE OHE ROOM AWAY FRON YUHPUS OR HAZARD,
THE COMPUTER SAYS:

UUHPUS=- 71 SHELL & UUWPUS-

BAT - “DATS MEARBY~

FIT - “I FEEL & DRAFT”

HUNT THE UUNPUS

BATS HEAREY!
YOU ARE IN ROBH 7
TUNMELS LEAD TD & & 17

CHOOT DR ROVE (5-H}7 W
WHERE TOY 8
IAP--5UFER BAT SNATCH! ELSEUHEREVILLE FOR YOQU!

I FEEL A DRAFT|
TOU 4RE IR ROON 29
THRRELS LEAR TD .13 1& 19

SHROT @R KOVE (G-HIT W
WHERE TO7 13

YOU ARE IN ROOM 13
TUNMELS LEAD TO 12 14 20

BHOOT OR MOVE (S-M)T M
UHERE TOT 14

TOU ARE IN ROON 14
TURHELS LEAD TO 4 13 15

EHOOT OR MOVE {S-K3T A
WHERE TO% 15

I FEEL & BRAFT!
YOU ARE IN ROOBN 15
TUMKELS LEAB TD & 14 14

SHOOT OR HOYE (3-H)T &
SHOOT OR WOWE (5-H)T M
WHERE TOT 4

YOU ARE IN RODH 4
TUNNELS LEAD TD 5 7 13

SHOOT OR\MOVE (5-H)T 5
SHOOT OR KOVE (5-H)T M
LIHERE TOT 5

T0U ARE IN ROOH 3
TURMELS LEAD TO t 4 &

SHOOT OR HOVE (5-HIT W
UHERE TOT 4

YO ARE IN ROOM 4
TUMNELS LEAD TO 3 5 14

SHODT OR MOVE (5-H)7 W
WHERE TOF 1

I FEEL A DRAFT!
YOl ARE IH RODH 3
TURMELS LEAD T Z a4 12

SHOOT OR KOVE (5-H)T H
UKERE TO® 12

I SHELL A HUNPLIS!
YOU ARE IN RODOM 12
I

TUHNELS LEAD TO 1 13

SHOOT DR MOWE (S-#)T §

Hl. OF ROOMS{1-517 1

ROGH #T 11

AHA! YOU GOT THE dUNPUS?

HEE HEE HEE - THE WUMPUS LL GETCHA MEXT TIMEU

LIST
10 PRINT TAR(IZ}: LHUNPYS"

20 PRINT TAR(15);"CREATIVE COMPUTING MORRISTOUN, NEU JERSEY"
22 PRINT

24 PRINT

26 PRINT

30 PRINT "INSTRUCTIONS (Y=H)=:

40 INFOT 18

S0 IF I$="H" THEN &0

S5 GOSUE 1000

&0 REN- SET UP CAVE (DOBECAHEDRAL NODE LIST)

70 DIN 8(20,3)

8¢ FOR J=1 TO 20

90 FOR K=1 TO 3

180 READ 50J,K)

110 NEXT K

120 HEXT

130 DATA 2,5,8,1,3,10,2,4,12,3,5,14,1,4,4

140 DATA 5,7,15,4,8,17,1,7,9,8,10,18,2,9,11

150 DATA 10,12,19,3,11,13,12,14,20,4,13,15, 4,14, 14
160 PATA 15,17,20,7,14,18,9,17 19, 11,18, 20,13,14,19
170 DEF FRACX)=LHT(Z0#RND(1))+1

180 DEF FHB{X)=INT(IsRHB(1}}+1

190 DEF FMCUX)=INT{4=RND{1) K1

200 REM- LDCATE L ARRAY I1TEMS

210 REN- 1-YOU, 2-UUHPUS, T44-FITS, 544-BATS

230 DIN Li&},Mig)

230 FOR J=1 TO &

240 L{JI=FHACB)

260 BLIISLLJY

270 NEXT J

280 REM- CHECK FOR CROSSOVERS (IE L{1)=L{2) ETC)
270 FOR J=1 TO &

I00 FOR K=J TO &

I10 IF J=§ THEW 330

320 IF LLI=L(K) THEN 240

330 MEXT X

340 HEXT J

350 REN- SETH ARROS



S8
347
M
375
k1T
I
40
411
424
430
4490
450
450
470
480
45{
500
310
320
530
240
a0
80

H=a

L=L{1]

REN~ RUM THE OGAME

FEINT "HURT THE UUNPUS®

REH- HAZARD WARNINGS i LOCATIONS
GOSUE 2000

REN- WOVE. DR SHOOT

GosE 25040

ON 0 607D 440,480

RER- SHOOT

GOSUE 3040

IF F=0 THEM 390

BAOTD S0

REH=- HOVE

BOSUE 4000

IF Fad THEN 390

IF F»0 THEM 550

RER= LDSE

FRINT "H& HA Ha - YOU LOSEI"
GOTO S40

RER- WIN

PRINT “HEE HEE HEE - THE WUMPUS“LL GETCHA WEXT TIHEII®
FOR J=1 TD &

G LOJY=RiJ)
o280 NEXT J

=290

00

10

420

1000
10149
100
030
1040
1050
Te&D
1620
1GED
10F0
1160
IR
1115
1120
1130
1140
T150¢
1150
1170
1180
1ve
1200
1210
TEE0
1230
1240
1250
1240
1270
1275
1280
1250
1293
13164
13140
1324
1330
1340
1350
1380
1370
1384
1350
HE L]
1410
2000
2010
2EHD
2030
2040
50
o1 F.11]
270
2080
Z0F0
2100
2110
P20
21340
Y140
2150
M Al
2500

PRIMT “"SAKE SET=UF (Y-H)":
INFUT T

IF 1% <> "¥" THEHW 2340

GOTD I&0

REA- INSTRUCTIONS

PRINT “"WELCOWE TD “HUNT THE YUMPUS-"

FRINT ™ THE UUMPPS LIVES IN & CAVE OF 20 ROOMS. EACH RODH"
FRINT “HAS 3 TUNNELS LEADING TO OTHER ROOHS, {LOOK AT 4"

FRINT “DODECAHEDROW TO SEE HOW THIS WORKS-IF YOU DON'T KNOU"
PRINT “WHAT A DODECMADROM IS5, ASK SOHEONE)™

PRLKT

FRINT = HATARDS "

FRINT "BOTTOMLESS PITS - TUD RODHS HAVE BOTTOMLESS PITS IN THEHR"
FRINT " IF YOU DO THERE, YOU FALL IMTO THE PIT {% LOSE|)"
FRINT "SUPERBATS - TUD OTHER RODMS HAVE SUPER BATS. IF you»
PRINT -* GO THERE, A BAT GRABS TOU AND TAKES YOU TO SOHE™;
FRINT ™ OTHER"

FRINT ™ ROOW AT RAWDOM. (WHICH HIGHT BE TROUBLESOME)®

PRINRT
PRIRT *
PRINT
FRINT

HOMFUS:"

“THE WUKPUS 15 ROT BOTHERED BY THE HAZARDS (HE HAS SUCKER®
"FEET AND IS TOO BLG6 FOR & BAT TO LIFT), USUALLY™

FRINT "HE I5 ASLEEP. TUD THINGS THAT WAKE MIK UP: YOUR ENTERING®
PRINT "HIS RODOW OR YOUR SHOOTING AN ARROM.Y

PRINT *® IF THE WUMFUS UAKES, HE WOVES (P=.75) DNE ROOH"

PRINT “OR STAYS STILL (P=,25). AFTER THAT, IF HE IS WHERE YOU®
PRINT “A4RE, HE EATE YOU UP (% YOU LOSE!)™

PRIRY

PRINT " foue"

FRINT "EACH TURM YDU WAY MOVE OR SHOOT & CRODEED ARROU™

PRINT HOVING: YOU CAWN GO OME ROOW (THRU ONE TUNHEL)®

PRINT ARROUS: YOU HWAVE 5 ARRDWS. YOU LOSE WHEM YOU RUN DUT.®
PRINT *® EACH ARROU CAN ED FROM T TD 5 ROOHS. YOU ATNH BY s
PRINT “TELLIWG"

PRINT ™ THE COMPUTER TTHE RODMES YOU UANT THE ARROY TO 60 To.=
PRINT *® IF THE ARROW CAN'T G0 THAT WAY (IE M0 TUMNEL) IT "3
FRINT "MOVES®

PRIKT *® AT RAMDOK TO THE WEXT ROOH. 5,

FRINT * IF THE ARROY HITS THE WUMPDS, YOU WIM,®

FREINT I¥ THE ARRODE HITS YOO, YOU LOSE."

PRINT
PRINT *
PRIRT *
PRINT *
FRINT
FRINT
FEINT
FEINT
RETURN
RE¥- FRINT LOCATION I HAZARD UWARNINGS

PRINT

FOR J= 2 70 &

FOR E=1 TO 3

IF SELCT) KICHLed} THEN 2110

o0 J-1 BOTD 2040,2080,2080,2100,2100

FPRINT "1 SHELL A WOHPUSI™

GOTD 2¥10

FRIMT "I FEEL @ DRAFTI™

GOTD 27110

FRINT “BATS NEARBY!*

REXT E

HEXT J

PRIRT “YOU &RE IN ROOM ";L{1}

PRIRT “TUMMELS LEAD TO ";SCL,1);8(L,2):5(L,3)
FRIHT

RETURH

FEM= CHOOSE OPTIOM

WARMINGE:"

WHEH YOU ARE ONE RODH AWAY FRON WUHPUS DR HAZARD, ™
THE CONPUTER SAYS:"

THUAPUS- T SHELL A WUHPUS-*

"BAT -  "BATS MEARBY-™

"FIT = <1 FEEL # DRAFT'™

180

Z310
2534
F330
2540
2550
2540
2370
2380
304
3010
020
3030
3040
J850
J0a0
Je70
J0B0
3050
3095
J100
145
J1i0
Ji15
JTE0
It40
S150
Jlab
70
Ji8G
4170
3204
INng
T30
I225
T350
JZ40
JZ50
JE35
J2E0
S0
280
J25%40
Jxe5
J300
Al
330
3330
Extl
3350
35360
370
J380
1380
J400
3410
3420
3430
3440
4000
4010
q4edl
4030
4040
4094
4040
4070
4650
4090
4100
410
4120
4130
4140
4150
4160
4170
4180
41F0
400
4210
4224
4230
o4 F iy
4250
4240
{270
4380
43940
4300
43140
S0040
1} 4

PRIKT "SHODT OR HOVE (S=H1"3
IHPUT 1%

IF I$% <> 95% THEN 7540

b=1

RETUEHK

IF T8 <> "H" THEW 2510

=2

RETURN

RER- ARROU ROUTINE

F=t

REN=- PATH OF ARROW

L=Li1d

PRINT "Hd. OF ROOHS(1=53";
IRPUT J%

IF J%<1 R J9:5 THEM 044
FOR K=1 TDO J%

PRINT "RODM #";

INFUT PLK)

[F K <= 2 THEN 3115

IF PiR) € PLK-2) THEN 3115
FEINT “ARRCUE AREM-T THA TCORRKED - TRY ANOTHER RODM
BOTD Joad

NEXT E

REM- SHOOT ARROM

FOR K=1 TD J%

FOR E1=1 1O 3

IF StL,K1)=P{K} THEW 3295
HEXT Kt

REM- ND TUNNEL FOR ARRDU
L=51L,FNE(1))

BOTE 3304

HEXT ¥

FRINT "HISSED"

L=Lrq)

REM= MOVE WUMPLUS

ADSUE 3370

REM=- AKMD CHECK

A=R-1

IF A>0 THEH 3280

F==1

RETURM

REM— SEE IF ARROU IS AT L¢1) OR L(T)
Le=P{K)

IF L £ LL2% THER 3340

ERIHT "AHAY! TOU BOT THE WURPUS!=
2]

RETURM

IF L <> LC1) THEN 3210

FRINT "QUCH®! ARROU GOT vogv
GATE 3270

REX- HOVE UUMPUS REUTIME
K=FNC{0)

IF K=4 THEN 2410

L{2y=8(LI2) K}

IF L{2% <F L THEN 3440

FRINT "TSK TSK TSH - WUAPUS BOT voui*®

Fu=1

RETURH

REK- HOVE ROUTINE

F=0

FRINT “WHERE To®*:

IHPUT L

IF L<T OR L2320 THEN 4024
FOR E=1 To0 3

REH- CHECK IF LEBAL HOVE

IF S(LEV),K)=L THEN 4130

HEXT K

IF LsL{f} THEN 4i3g

FRINT "NOT POSSIBLE =-*:

GOTOD 4020

REN- CHECK FOR HAZARDS

Li1bal

REM= WUKPUY

IF L O L{2)} THEW 4229

PRINT ... OODFS§ BUMPED & UUNPUSI™
RER- HOVUE WlUHFUS

BOSUE 3380

IF F=0 THEM 4220

RETLEN

REH- PIT

IF L <> L{3) AND L <> L{4) THEW 4270
PRIRT “YYYIZIIZEEEE . . . FELL 1M PIT"
Fa=i

RETURN

REK- BATSH

IF L < LOSF ARD L <> L<A) THEW 4310
PRINT *ZAP--BUPER BaT SMATCH! ELSEUHEREVILLE FOR Yo
L=FHALT)

BOTEH 4130

RETURN

END



Harl!! The weary Wumpus hunter, wan from 50 days in
the Terminal Caverns, exhausted and with all of his arrows
gxpended — — — (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. Mow 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
0% 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 s0.)

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
to show this, but if you prefer, think of it as a complicated

maolecule 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.

181

CAVE 5 (one way streets)

This i3 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. I
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 onesll!

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 tham to write it for their system from the idea
alone and encourage games writers 1o think carefully on the
art and esthetics of their games before 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 e
CAVES
QOF
WUMPUS 2 s
{Fha wsoal)

5 g

Cove I

{Mobiu Strip) String of Bacds)
Cove 3 %
{Teraidal Hex Hat)
Cave 4
| Dandrite)
{Cma Way Caly) ﬁ

Cave &
(Anything You Lika)



WUHPUS 2
CREATIVE COHPUTING
HORRISTOUN WEW JERSEY

INSTRUCTIONS? YES

WELCONE TO WUMPUS 11
THIS VERSIDN HAS THE SAME RULES &5 “HUNT THE WUMPUS-.
HOWEVER, YOU MOM HAVE & CHOICE OF CAVES TO PLAY IN.
SOME CAVES ARE EASIER THAM OTHERS. 4LL CAVES HAVE 20
RODHS AMB 3 TUMMELS LEADING FROM ONE ROOK TD OTHER ROOHS.
THE CAVES ARE:
- DODECAHERROM THE ROOKS OF THIS CAVE ARE ON &
12-SIDED OBJECT, EACH FORMING & PENTAGON.
THE RODMS ARE AT THE CORNERE OF THE PENTAGONS.
EACH ROON HAVING TUMNELS THAT LEAD TO 3 OTHER ROOHS

HOBIUS STRIF  THIS CAVE IS TWD ROOMS
WIDE AMB 10 RODHS AROUND CLIKE & BELT)
TOU WUILL WOTICE THERE I5 & HALF TWIST
SOHEWHERE .

STRING OF BEADS FIVE BEADS IN A CIRCLE.
EACH FEAD 15 & DIAMOND WITH & VERTICAL
CROSS-DAR. THE RIGHT & LEFT CORMERS LEAD

TO WEIGHBORIKG BEADS. (THIS OME IS DIFFICULT
TD PLAY)

HEX NEUDRE IHABIME A _MEX TILE FLODR. THEE

# RECTAMGLE WITH 20 POINTS (IHTERSECTIONS)
INSIDE (4X4). JUIN RIGHT & LEFT SIDES TO HAKE &
CYLINDER. THEN JOIN TOP & BOTTOM TO FORM &
TORUS (DOUEBHMUT).

HAVE FUN THAGINING THIS OWE?!!

CAVEE 1-3 ARE REGULAR IN & SEMSE THAT EACH ROOH
GOES TO THREE DTHER RODMS & TUNMELS ALLOW TwO-
UAT TRAFFIC. HERE ARE SOME “IRREGULAR” CAVES:

4 = DENDRITE WITH DEGENERACIES PULL A PLANT FROM
THE GROUND. THE ROOTS 2 BRANCHES FORM &
DERDRITE - IE., THERE ARE MO LOOPING PATHS
DEGERERACY MEANS A} SOME RODNS CORMECT TO
THERSELVES AND B) SOME ROONS HAVE MORE THAM ONE
TUHREL TQ THE SANE OTHER ROON LE, 12 HAS
TUd TUMKELS TO 13.

ONE WAY LATTICE HERE ALL TUWMELS GO ONE
UAY DMLY. TOD RETURN, YOU MUST B0 AROUND THE CAVE
CREDUT 5 MOVES).

ENTER YOUR DMM CAYE  THE COMPUTER WILL ASE YOU
THE ROOMS WEXT TO EACH ROODM IN THE CAVE.
FOR EX&MPLE:
ROOW W1 T 2,3,4 - TOUR REFLY OF 2,34
HEAMS ROOM 1 HAS TUMNELS GOING TO ROONS:
2; 35 & 4.

HAFFY HUNTING!
CAVE BIO-4) T 4

HUNT THE UUMPUS
I SHELL A YUMPUS!

BATS WERREY |
YOU ARE IH RDOH 11

TURNELS LEARD TD 13 14 12
SHOOT OR HOVE 7 5

HD. OF ROOHS 7 1

RODH B7 13

HISSED

SHOOT OR HOVE T A

UHERE TD 7 13

ZAP--SUPER BAT SHATCH! ELSEWHERESVILLE FOR YOU!
YOU ARE IN ROOH & TUNMELS LEAD 7O 4 7 5
SHOOT OR MOVE Y H

UHERE TO 7 4

1/

BATE NEARBY!
YOU ARE [N ROOM

SHOOT QR HOVE 7
HHERE TD 7 4
BATS MEARBY!
YOU ARE IN ROON
SHOOT OF HOVE 7

WHERE TD 7 &

YOU ARE IN ROODM
SHOOT OR MWOVE 7

WHERE T8 T 3

Y0U ARE IN RODH
SHOOT OR HOVE ¥
WHERE TO 7 2

YOU ARE IN ROON
GHOOT OR KOVE 7

UHERE TD 7 3

TOU ARE IH ROOH
SHOOT QR WOVE 7

UHERE TD 7 &

YOU ARE IN ROOM
SHODT OR HOVE *

UHERE TD * 7

YOU ARE IN RDOH

SHOOT OR HOVE ¥

WHERE TD 7 10

I FEEL & DRAFT®
YO ARE IH ROOM

GHOOT OR WOVE ¥ M

UHERE TD 7 11

1 SHELL #& WURPUS!

BATS HEARBY!
YOU ARE IN ROOH

SHOOT OR MOWE 7 3

M. OF ROODMS T 1

RODH ®7 12

TUNRELS LEAD T4

TUMNELS LEAD TD

TIMMELS LEAP TO

TUMHELS LEAD TO

TUWNELS LEAD TO

TUNHELS LEAR TE

TUHNELS LEAD TO

TURKELS LEAD TO

10 TUMMELS LEAD TO ¥

TUNHELS LEAD TO

19

1

14

AHAT YOU GOT THE ULHFUST ME UAS TN ROOM 12
HEE HEE HEE — THE WUNPUS-LL GET YOU MEXT TIME!!

PLAY AGAINT O

Ok

i



Lisl

3 PRINT TAB(25)}"UUNPUS 2"

4 PRINT TAB(20)"CREATIVE COMPUTINB"

4 PRINT TABCTEY;"MORRISTOUM NEW JERSEY®

7 FRINT
10 PRINT 850 PRINT
15 PRINT B&D PRINT " 2 - STRING OF BEADS FIVE BEADS IN & CIRCLE.™
20 REK- UUMPLS YERSLOW 2 a0 PRINT ™ EACH BEAD IS5 A DIAMOMED UITH & VERTICAL"
30 DIN 5(20,3) B8O PRIHT * CROSS-BAR. THE RIGHT & LEFT CORNERI LE&D™
40 DIK L&), Hi&},PI5) BYO PRINT ® TO NEIGHBORINE BEADS. (THIS ONE IS DIFFICULT™
30 PRINT "INSTRUCTIDNS™; Q00 PRIMNT " TO PLAY)®
48 INFUT IW F10 PRINT
70 PRINT FE0 FRINT " 1 - HEX NEUORE IHAGINE & HEY TILE FLOOR, TAEE®
dd IF LEFT3(I%,1) <> "7 THEN 130 73 PRINT ™ A RECTANGELE UITH 20 POINTS (INTERSECTIOHS)®
100 GOSUR 700 240 PRIRT = INSIBE (4X4). JOIN RIGHT 3 LEFT SIDES TD MAXE A"
1910 REM- CHOOSE AND SET WP CAVE P50 PRINT = CYLINDER. THEW JOIN TOP & BOTTON TO FURM 4"
130 GOSUE 2530 P40 PRINT = TORWS o DOWBHHET).*
140 BEF FHACXI=INT(20=REDC] ) 141 970 PRINT HAVE FUH IMAGINING THIS OME ™
1590 DEF FHBLX)=INT{I#RME{1 )41 280 PRINT
140 BEF FHCOX)=INT(4=RNB(1]) )41 FH0 PRINT " CAVES 1-3 ARE REGULAR IN & SENSE THAT EACH ROaH"
i70 REM LOCATE L ARRAY 1TEHS 1000 PRINT "GDES TD THREE OTHER RODMS & TUNNELS ALLOW Tyo-=
180 RER 1-Y00, 2-WUWPUS, 334-PITE,.S584-BATS 1010 PRINT "WAY TRAFFIC. HERE ARE SOME “IRREGULAR® [CAVES:"
210 FOR J=1 TO & 1420 FRINT
226 LiJI=FHA(D} 1030 PRINT " 4 - DENDRITE WITH DEGEMERACIES  PULL & PLANT FRON®
230 H{JIaL{d) 1040 PRINT THE BROUKD., THE RODTS & BRANCHES FORM 4 "
240 NEXT J 1050 PRINT DERDRITE - IE., THERE ARE NO LOOPIHG FATHS™
250 REN CHECK FOR CROSSOVERS (IE L{1)=Li{2) ETC} 1940 PRINT ™ DEGERERACY WEARS A} SOME ROOMS COMMECT TO¢
240 FOR J=1 TO & 1070 PRINT = THERSELVES AMD B) SOME RODMS HAVE MORE THAN ONE®
270 FOR EsJ TD & 1088 PRENT ° TUKNEL TO THE SAME DTHER ROOM IE, 12 HAS "
280 IF J=K THEN 300 1090 PRINT ® TUOD TUMMELS TD 13."
290 IF LiJi=L{K} THEM 210 1100 FRINT
S00 HEXT K T110 PRINT " 5 - OHE WAY LATTICE HERE ALL TUMNELS G0 fOHE-
310 REXT J 1120 PRINT UAT DMLY. TO RETURH, YOU HUST 50 AROUND THE CAVE®
320 REM SET # ARROUS 1130 PRINT * (REOUT 5 WOVES).™
330 4=5 1140 PRINT
Z40 L=Li1) 11460 PRINT = & - ENTER YOUR OUM CAVE THE COAPUTER WILL &%k vou~
350 REM= RUM THE GAME 1170 PRINT = THE RODHS MEXT TO EACH RD0N IN THE CAVE,"
280 PRIMT "HUNT THE WUHPUS™ 1180 PRINT ® FOR EXAHFLE:"™
370 REM-HAIARDS UARMINGS AND LOCATION 1170 PRINT ® RODK &1 T 2,3,4 - YOUR REPLY OF 2,3,4
Jao BOSUE 1230 1200 PRINT ¢ AEAMS RODM 1 HAS TUMHELS GOING TO RODES="
J70 REHW HOVE OR SHOOT 1210 PRINT " 2, 3, & 4,°
400 GOSUE 1400 1220 PRINT " HAFPY MUNMTIHGI®
410 ON 0 GOTO 430,470 1225 RETLEH
420 REH SHOOT 1230 REM
430 GOSUE 1550 1240 FPRINT
440 1F Fud THEN 400 1350 FOR J=2 TO &
450 BOTD 490 1260 FOR K=1 7O 3
450 REN MOVE 1270 IF SOECTh,K) > LOJr THEN 1340
470 GOSUR 2154 1280 0N J-1 BOTO 1290,1310,1310,1330, 1330
480 IF F=0 THEM 380 T2%0 PRINT “I SHELL & WUMAPUE 1™
4% IF F > 0 THEM 540 1300 60TE 1340
500 REM LOSE 1310 PRINT ™ FEEL & DRAFT|®
310 PRINT "H& Ha HA - YOU LOOSE!™ 1320 60T T340
20 GATOD 550 1330 PRIHT “BaTS MEAREYI®
a30 REW YIN 1340 MEXT K
340 PRINT *"MEE HEE HEE - THE WUHPUS-LL GET YOU MEXT TIHER ™ 1330 NEXT J
Sl FOR J=1 TO & 1360 PRINT "T0U ARE IN ROGH =Lii11;
G40 LLJraM{d) 1370 PRINT " TUNMELE LEAD TO MEEIL,T)35IL,2);5(L,3)
570 MEXT J 1380 PRINT
580 PRINT "PLAY aBAIN"; 1370 RETURM
590 IHPUT I+4 1400 REM- CHOOSE OPTEON
395 PRINT 1410 GOTD t450
S00 PRINT 1420 PRINT “ERROR =
420 IF LEFTS{I%,1} <> "Y" THEN 3310 1420 INPUT Z§
&40 PRINT “SAME SET-UP "; 1440 PRINT "v;
450 IMPUT 1% 1450 PRIMT “SHOOT OR WOVE =)
560 PRIRT 1460 INPUT I3
&70 IF LEFTS$418,1) €3 *Y* THEN 130 1470 PRINT
480 B0TO 330 T490 IF LEFTH(I%$,1) <> "5" THEN 1520
FO00 RER= INSTRUCTIONS 1380 0=1
JE0 PRINT "HELCDME TO WUWPUS TIv 1510 RETURN
20 FRINT “THIS VERSIOM HAS THE SaHE RULES A5 “HUNT THE UDNPUS< ™ 1520 IF LEFTS$CI8,1) <> *"M"™ THEN 1420
30 PRINT “HOWEVER, YOU NOU HAVE A CMOICE OF CAVES TO PLAT IN.® 1530 O=2
740 FRINT *SDME CAVES ARE EASIER THAN OTHERS. ALL CAVES HAUE 2o 1540 RETURN
790 PRINT "ROOHS AMEP 3 TUNHELS LEADING FROW ONE ROODK TO OTHER ROOMWS." 13750 REM- ARRON ROUTIHE
FE0 PRINT "THE CAVES ARE:=" 1340 F=0
JFQ PRINT " 0 = DIDECAHEREDM THE ROOAS OF THIS CAVE ARE O a® 1570 REM- FATH OF ARROW
JBO PRINT 12=51DED ODBJECT, EACH FORMING & PENTABON." 1590 GOTD 1630
%0 PRINT THE ROONS ARE AT THE CORNERS OF THE PENTAGONS." 1ol PRINT “ERROR ™
Ho% FRINT EACH ROOW HAVENG TUMMELS THAT LEAR TO I OTHER R0O0HS® 1610 INPUT Z¥
HOS PRINT 1420 PRINT v
il PRINT * 1 - HOBIUS STRIP THIE CAVE IS5 TUO ROOHMS" 1630 PRINT “"HO. OF RODHS "
R0 PRINT ™ WIDE AHR 10 ROOHS ARDUHD (LIiEKE & BELT)® 1440 INFUT J%
10 PRINT * TOU WILL HOTICE THERE IS A HALF TWISTY T450 PRINT
A0 PRINT ™ SOHMEMHERE. " Te70 IF J7 € 1 OR 0% > 3 OR INTIJ¥) <> AES{J9) THEN 1400
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1470 PRINT "ROOW B"; 2600 PRINT

1700 INPET PIK) 2620 IF <O OR W24 OR INTIN) <> ABSIN) THEN 2550
1710 PRINT 2630 DN M+1 BOSUB 2750,2730,2810,2890,2970,3030,3130
1730 IF POK) > O AMD P(K) < 21 AMD INTCP(N})=ABS(PIK}} THEW 1780 2640 RETURN

1740 PRINT “ERROR ™ 2450 REN - BODECAHEDRON

1750 IRPUT ZI¥ 2670 DATA 2,5,8,1,3,10,2,4,12,3,5,14,1,4,4

1740 PRINT =*; 2680 DATA 5,7,15,4,8,17,1,7,9,8,10,18,2,%,11

1770 GOTD t&%d 2570 DATE 10,1219, 3,11,13,12,14,20,4, 13,15 4,4,1&
1780 MEXT X 2700 DATA 15,17,20,7,14,18,9,17,19,11,18,20,1314,19
1790 PRINT 2710 EOSUR 3240

1800 REN - SHOOT ARROU 2720 RETURN

1810 A=h-J9 2730 REM - WOBIUS STRIP

1820 AP=L(1} 2735 FOR Bi=s1 TO 1

1830 FOR E=1 TO J9 2737 FOR B2=1 10 &0

1840 FOR E1=1 TO 3 2740 READ BOD

1850 IF S{AF,K1)=P(H) THEN 1970 2742 MEXT B2

1840 MEXT K1 2744 MEXT B1

1870 REM - ®0 TUHMEL FOR THE ARROW 2750 DATA 20,2,3,19,1,4,1,4,5,2,3,4,3,6,7

1880 AT=S(A%,FNB{1}) 2760 DATA 4,5,9,5,8,%,6,7,10,7,10,11,8,9,12

1890 GOTO 20040 2770 DATA T, 02,13, 00,07, 14,01, 14,15, 12,13, 16,12,14,17
1900 HEXT K 2780 DATA 14,15,18,15,18,19,14,17,20,2,17,20,1,18,19
1910 PRINT "HWISSED™ 2790 GOSUB 3240

1920 RER - ROVE WLSWPUS ZBO0 RETURN

1930 GOSUR 2070 2810 REM - STREING OF BEADS

1740 REK - -~ AMND CHECH ZB1S FOR E1=1 TD 2

1950 IF & > 0 THEN 1970 2817 FOR B2=1 TO &0

1955 PRINT "TOU HAVE USED ALL OF YDUR ARROUS." 2820 REAR BO

1760 F==1 2833 NEXT B2

1970 RETURM 2824 MEXT B

1980 REW - SEE IF ARROW IS AT LL1D OT LL22 2830 DATA 2,3,20,1,3,4,1,2,4,2,3,5,4,8,7

1990 AF=F(K) 2840 BATA 5,7,8,5,6,8,4,7,9,8,10,11,9,11,12

800 IF &9 <> L(2} THEN 2040 2850 BATA 9,10, 12, 10,11 13,82, 04,15, 13,15, 14,13,14,14
2010 PRINT =AHA! YOU GOT THE UUNPUS! HE WAS IN RODM®IL(2} ZBE0 DATA 14,13,17,14,18,19,17,19,20,17,18,20,1,18,1%
2020 F=1 2870 BOSUB 3240

7030 RETURH . 2880 RETURN

2040 IF A% <3 L{1) THEH 1900 2890 REM - HEX WUT O TORUS

7050 PRINT =DMCH! ARROW BOT YOu!® 2875 FOR B1=1 TQ 3

2040 BOTD 1940 2897 FOR BI=t TO &0

7070 REM - MOVE UUMPUS ROUTINE Z700 READ EQ

2080 K=sFNCCQ) 2902 REXT B2

2090 IF E=4 THEN 2140 2904 NEXT B

2000 L{2)=BILI2), K} 2910 BATA &,10,14,4,7,17,7,8,18,8,9,19,7,10,20

2110 IF L2} <> L THEM 2140 2920 BATA 1,2,15,2,3,11,3,4,12,4,5,13,5,6, 14

2120 PRINT “TSK TSK T5K- WUMPUS GOT You!® 2930 DATA 7,14,20,8,16,17,9,17,18,10,18,19,4,19,20
2130 Fe=-1 2940 DATA 1,11,12,2,12,13,3,13,14,4,14,15,5,11,15
2140 RETURN 2950 GOSUE 3240

2150 REM - WOVE ROUTINE 2940 RETURM

a0 Fud 2970 REM - DEHDRITE M/ DEGENERALCIES

2170 BOTO 2210 2975 FOR Bi=1 TO 4

2180 PRINT "ERROR 2977 FOR B2=1 TO &0

2190 IMPUT I¥ 2980 READ BO

2200 FRINT “*: 2982 MEXT B2

2210 PRINT “WHERE TO *; 2984 HEXT 1

2330 INPUT L 2YF0 DATA 1,055, 2,2,5; 33 F50,4,48,0,1,2,7

3330 PRINT 3000 DaTA 3,4,7,5,6,10,8,9,9,8,8,10,7,9,11

2240 IF L <1 OR L > 20 DR ABSIL) <> INTIL) THEN 2184 3010 DATA 10,13, 14,12, 13, 03,01, 12,02, 91,15,16,14,17 18
2350 FOR H=1 TO 3 J020 DATA 14,17, 20, 10, 17 V7 1, 1B, T8, T4, 17,19, 14,20,20
2250 REM - CHECE IF LEGAL HOVE 3030 GOSUR 3240

2270 IF S(LC1), K)=L THEW 2150 3040 RETURM

2280 WEXT K 3030 REM - OMHE MAY LATTICE

2290 IF L=L{1) THER 2350 3055 FOR B1=1 T0 5

2300 PRINT "MOT POSSIBLE - "} 1057 FOR B2=1 T &0

2310 INFUT 29 3040 READ BG

2320 PRINT =¥; 3042 HEXT B2

2336 BOTOD 2210 Jes4 HEXT E1

2340 REM - CHECH FOR HAZARDS 3070 DATA 5,4,8,1,5,4,2,8,7,3,7,8,8,7,12

23%0 Le1i=L I0B0 DATA 5,9,10,6,10,11,7,11,12,12,13,16,%9,13,14
2340 REN - WHHPUS 090 DATA 10,14,15,11,15,14,16,17,20,13,17,18,14,18,19
2370 IF L <3 L2} THEN 2430 I00 DaTa 15,19,20,1,4,20,1,2,17,2,3,18,3,4,19
2380 PRINT =... OOPS! BUMPED & WUMPUS(® 3110 GO5UE 3240

2390 REM -  MOVE & LMHPUS 3120 RETURN

2400 BOSHE 2080 3130 REM -  IMPUT YOUR OWUM CAVE

2410 IF Fe0 THEN 2430 Ji40 FOR J=1 TO 20

2420 REM - PIT 3150 PRIAT “ROOH #";J;

2430 IF L <3 L{3) &HD L <» L{4)} THEM 2480 140 INPUT S04, 10,800,2),68(4,3)

2440 PRINT “YYYIIIEEEE . . . FELL IM & PIT" 3170 FOR K=1 TO 3

2450 F-1 3180 IF S(4,K) > 0 AMD S0J,K) € 21 AND ABS(S(J,K)I=ABS(S(J,K}) THEN3Z
2460 RETURN T190 PRINT "k ERRORIIIIIO

2470 REM - BATS FJ200 HOTD 31350

2480 IF L <> L{5) AND L <> L{&) THEW 2520 3210 HEXT K

2490 PRINT "IAP--SUPER BAT SHATCH! ELSEMHERESVILLE FOR YOU!™ 1220 REXT J

2500 L=FHA{1) 3230 RETURR

%10 GOTO 2350 J240 REM - INPUT CAVE

7530 RETURN 3250 FOR J=1 TO 24

7530 REM - SELECT CAVE 2260 FOR K=1 TD J

2540 GOTO- 2580 3270 READ S(.J,K)

2550 PRINT YERROR ™3 3280 NENT K

2540 IMPUT 29 I290 REXT J

2570 PRINT "% 3300 RETURN

2580 PRINT “CAVE #(0-4) "3 3310 END

2585 RESTDRE Ok
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ROGOMPUTER

From the editor of the best-selling book Basie Comiputer Games

84 mind-bending games for one or MORE plavers.
Easv 10 use on any compuler.

Chuck=a-Luck, Four ina Row, Wompus, Seabattle,
Life Expectancy, Dodgem, Grand Prix, TV Plot, MORE.

Thus book 18 for scholars and hackers and even MORE—for fniends
andl the whole familv, even ittle kids, Trek across the desert. Evade
a man-eating rabbit. Become a millionaire, Step-by-step programs
and sample nms on Microsoft Basic, with conversion table.
Who cenlid eask for MORE ? Everyone. Begin,

|
‘ David H. Ahl, editor of Basic Compueter Games and Mere Basic

Campniter Games, is founder and publisher of Creative Comprting,
the magazine of computer applications and software.

“For game addicts, one of the best resources for computer fun.”
—Michael Donner, Editor, Gamtes miagazing

“An important achievement and g very uzeful pioneering effort in
establishing the value of computer games.,”
— . Robert Taylor, Computer Center, Columbia University

“Home computer enthusiasts cannot do without this book. A must.”
—Ciary Bitter, Professor of Education, Arizona State University



