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To people everywhere who look back and wonder how
they ever got along without a personal computer...
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analysis (of vocational education graduates) with Educational Systems
Resuarch Institute.

tle joined Digital Equipement Corporation in early 1970. As Education
Procuct Line Manager he formulated the concept of an educational
computer system consisting of hardware, software, and courseware (Edu-
Sysiem) and helped guide DEC into a leading position in the education
mariiet.

IMr. Ahl joined AT&T in 1974 as Education Markating Manager and was
later promoted to Manager of Marketing Communications where he was re-
spoiisible for the development of sales promctional strategies and
mataerials for the Bell System. Concurrent with this move, he started
Cre: tive Computing as a hobby in late 1974.

/s Creative Computing grew, Mr. Ahl left AT&™ In 1978 to devote full
time to it. Creative Computing magazine today is number 1 in software and
applications for small computers and a leader in publishing books, cassette
and lisk software, and related materials.

{4r. Ahl is the author of 6 books and over 70 articles on the use of
computers. He is a frequent lecturer and workshop leader at colleges and
prof :ssional conferences. He is a member of ACM, AEDS, AERA, COSMEP
and NCTM.
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For most of my adult life I've pursued what some
might consider a hopelessly disorganized diversity of
projects. I've developed books, records, games and toys
— and an occasional script or song — for the Chiidren’s
Television Workshop (producers of Sesame Street and
The Electric Company), and, on the side, I've written and
edited satiric pleces for the National Lampoon and other
publications. People often ask me if | think it's
“sensible” to spread myself over so many media. “My
activities really are all related,” | answer, somewhat
defensively. “At least somewhat...”

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

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

Then, one day a few summers back, my wife,
Genevieve—then an engineering student at Columbia—
showed me a book 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.

I was intrigued, and when, months later, | visited the
Boston Children’s Museum and actually got to play with
acomputer, | was hooked. The terminals at the museum

- played many of the games in David Ahl’s book. What's
more, they actually called me by name, and made
humorous comments about my playing skiil. After
several hours of trying to land a capsule on the moon
(only to be told that I'd created several hundred new
craters, and that Neil Armstrong “did it right the first
time”), | had to be dragged away from the keyboard — it
was past closing time, the museum personnel insisted.

From that day on, the development of computer
games — to entertain and to educate — has been a high
priority activity for us at CTW. (As | write this, we're de-
signing a prototype computer game center to open, near
Philadelphia, in 1980 — a project in which David Ahl has
taken a pioneering role). For the computer combines the
possibility of fun, education, challenge, personaliza-
tion, humor and — most important — interaction, in a
way that no other medium can. Computers are infinitely
patient, not minding (unless they're programmed to
mind) if you take all day to respond to a question or
move a game “piece”. If there’s something you don’t
understand, you don’t have to be embarrassed to ask a
computer for help. A computer can adjust the difficulty
level of a game or activity to suit your 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 worid, 80 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 — if they
want to stay out late on Saturday night. Or — the ulti-
mate trip - play Millionaire and start your whole life
over again (complete with such decisions as what job to
apply for, what investments to make, and what to do
when an airplane crashed into your magnificent new
home})!

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

Christopher Cerf

About this edition

Since the TRS-80 is screen oriented, the sample
output (which was printed on aline printer) is not always
identical to what is seen on the screen. The up arrow (3 is
printed in theruns as a left bracket ([ ).

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

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

CLS

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

it is the hope of the people here at Creative Comput-
ing who have worked on this book that you enjoy the
games. We also hope that you will add your own
enhancements. Graphics, personalization, additional
skill levels and humorous remarks are obvious places to
start. As you gain experience, try changing the playing
algorithms or make a deterministic game into a heuristic
one. Try new approaches, write your own variation,
experiment, but above all, have fun!
Morristown, New Jersey David H. Ahl
June 1979









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 parametirs 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 expresse 1 in degrees from

the horizontal.

in a three player ga ne, you may elect
which player you are firing at; hence,
player one and three could both be
firing at player iwo. Once one of the
players is eliminated, then itbecomesa
two player game and each of the

remaining two players fires at each

other.

Personally, { would prefer to think of
this game as lobbng mudpies or
snowballs or custari cream pies or
something non-destructive. However,
it was originally writi2n as shoot-'em-
up game so that's how it appears here.

This game was originally written by
Mike Forman and further revised by
N.E. Lyon and Brien West. It first
appeared in Creat've Computing,

Jan/Feb 1976.

ARTILLERY 3
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DO YOU HEED INSTRUCTIONS? YES.

— cls

THIS IS R AR GAUE. THO OR THREE PLAYERS ARE GIVEN

CTHEORETICAL) CRHNONS K TH HHICH THEY RTTEMPT T0 SHOOT ERCH
OTHER. THE PARAMETERS F R DISTANCES AND MUZZLE VELOCITIES ARE
SET AT THE BEGINNING OF THE GRME. THE SHOTS ARE FIRED BY
GIVING £ FIRING RUGLE, | XPRESSED IN DEGREES FROM HORIZONTAL.

THE COMPUTER HILL KEEP “RACK OF THE GRME AMD REPORT ALL
HOVES. A HIT” 15 SCOREL BY FIRING A SHOT HITHIN 52 OF THE
TOTAL DISTANCE FIRED OV R GOOD LUCK!

PRES! ANY KEY TO CONTIMUE

- ¢ls

NO. OF FLAVERS? 2

DISTRNCE (FT.)> £ T0 . 7 1088
DISTANCE (FT.) 2 T0O ~ 7 2088
DISTANCE (FT.> 3 T0 - 7 2598

WUZZLE VELOCITY (FT./SE1.) OF 1 2 388
HUZZLE VELOCITY (FT./SE(.) OF 2 ° 358
WEZZE YELOCITY (FT./SEC.) OF 3 7 486

-cls
ROUND 1

PLAYER 4 SHOOTING AT? 3
FIRING RNGLE? 62

YOU UNDERSHOT BY 547. 62 FEET.
PLAYER 2 SHOOTING RT? 3
FIRING RHGLE? 79

YOU UNDERSHOT BY 365. 84z FEET.

PLAVER 3 SHOOTING RT? 4
FIRING ANGLE? 88.5
YOU UNDERSHOT BY 973,344 FEET.
PRESS ARY KEY 10 CONTIMUE

cis
ROUD 2

PLAYER 1 SHOOTING AT? 2

FIRING ANGLE? 78

YOU OVERSHOT BY £07. 63 FEET.

PLAYER 2 SHOOTING AT? 3

FIRING ANGLE? 84

Y0U UNDERSHOT BY 1284, 44 FEET.

PLAYER 3 SHOOTING AT? 4

FIRIHNG ANGLE? 73

YOU OVERSHOT BY £37. 64 FEET.

PRESS ANY KEY TO CONTIME

cls

ROUD 3

PLAYER 1 SHOOTING AT7 2

FIRING ANGLE? 680

YOU OVERSHOT BY 1435. 67 FEET.

PLAYER 2 SHOOTING AT? 3

FIRING ANGLE? 70

YOU OVERSHOT BY 430, 484 FEET.

PLAYER 3 SHOOTING AT? 4

FIRING ANGLE? 76

YOU UNDERSHOT BY 152 922 FEET.

PRESS ANY KEY T0 CONTINUE

cls

ROVD 4

PLAYER 1 SHOOTING AT? 2

FIRING RNGLE? 74

YOU OVERSHOT BY 439,831 FEET.
PLAYER 2 SHOOTING AT? 2

FIRING RNGLE? 73

YOU OVERSHOT BY 141 325 FEET.
PLAYER 3 SHOOTING AT? 4

FIRING ANGLE? 72

YOU GVERSHOT BY 478. 631 FEET.

PRESS ANY KEY TO CONTINUE

cis
ROUKD S5

PLAYER 4 SHOOTING AT? 2
FIRING ANGLE? 76.%
YOU QVERSHOT BY 277,366 FEET.
PLAYER 2 SHOOTING AT? 2
FIRING ANGLE? 75
A HIT —- 3 IS DEFUCT.
PRESS ANY KEY TO CONTINUE
cls




ROBD 6

PLAYER 1 SHOOTING AT? 2
FIRING ANGLE? 78
YU OVERSHOT BY 144, 346 FEET.

PLAYER 2 SHOOTING AT? 4
FIRING ANGLE? 78
YOl QVERSHOT BY 556, 649 FEET.
PRESS ANY KEY TO CONTINUE

cls

ROUND 7

PLAYER 1 SHOOTING 17 2
FIRING ANGLE? 79.4

A HIT — 2 15 DEFUNCT.

GRHE OVER. 1 HINS.

48 CLS: PRINT@41d, °ARTILLERY 3°
28 PRINT: PRINT VAB(7) "COPYRIGHT 1579 CREATIVE COMPUTING HORRISTONNL HJ®

38 PRINT@SES, ™;. INPUT "DO YOU NEED INSTRUCTIONS®; If
48 7=

S8 DI S

60 DIM ¥(2), A3 P3XRG D

78 0ATA 4,2,2.3,3,44,3,3,2.24,23,34,4 2.0
89 IF LEFT$(1$, 1)="y" THEN 1248 ELSE CLS
9% PRINT

188 PRINT "NO. OF PLAYERS™:

140 INPUT N

128 IF N=2 THEN 178

139 IF H=3 THEN 280

148 PRINT "ERROR--THO OR THREE PLAVERS!"
158 PRINT

168 GOTO 98

178 W=1

188 PRINT °°

198 GOTO 220

268 Ni=N

218 PRINT **

220 FOR J=1 TO ML

238 READ R.B

248 PRINT "DISTANCE (FT.D> ;" T0 “B;
239 INPUT R(ALB)

268 R(B,AY=R(R, B>

278 NEXT J

289 PRINT “*

290 RESTORE

388 IF N=2 THEN 399

JwFR J-L TON

328 READ A.B.C,D,EF

338 IF R(A BYCR(C, DY+RCE F) THEN 378
348 PRINT "ERROR--ILLEGRL TRIANGLE. RE-ENTER RANGES. ”
336 RESTORE

368 GOTO 226

370 HEAT J

388 PRINT

39 FR J=L TON

489 PRINT "MUZZLE VELOCITY (FT. /SEC.) OF %%
418 INPUT WD)

428 NEXT J

438 PRINT "

448 FOR J=L TO N

458 X(=Y(Nl2/32

468 NEXT §

478 FOR A=1 TO N

488 FORB=L TO N

498 IF XCRYIR(A,B) THEN 348

580 PRINT "ERROR—";fli * CANNOT RERCH "B
510 PRINT "HHAT IS THE MUZZLE VELOCITY OF ™fs
526 INPUT W(R)

538 GOTO 448

346 NEXT B

558 NEXT A

568 Ni=H

578 PRINT **

588 PRINT °°

598 CLS: PRINT "RORD * T+

668 PRINT

GO FOR =L TO N

626 IF =3 THEN 688

638 C=t

648 IF HO4 THEN 668

638 (=2

668 PRINT "PLAYER"; H; "SHOOTING AT*:C

678 GOTO 888

€88 IF P(M)=12 THEN 1198

€56 PRINT °PLAYER™; it *SHOOTING AT®;

788 INPUT €

740 ON € GOTO 748,748,748

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

738 GOTG 699

748 IF COM THEN 778

759 PRINT "ERROR—CRMHOT SHOOT SELF.*

768 GOTO 698

778 IF P(CYO12 THEN 866

788 PRINT "ERROR --";C; "15 DEFUNCT.*

798 GOTO 698

8688 PRINT "FIRING ANGLE";

818 INPUT A3

820 IF A3(B THEN 858

838 IF fA3>i60 THEN 858

§48 GOTO 988

§38 PRINT “ERROR — FIRED INTO GROUMD. ;M “NOW DEFUMCT. *
868 PUD=12

878 GOTO 638

898 IF A58 THEM 916

898 PRINT "ERROR — FIRED WRONG WAY, LOSE SHOT.*®
%88 GOTC 699

918 Z=SINCR3*. 8349064):V(2/32

920 X=(R(H, C)/1688+RND())~(R(H, C)/1080+RHD(B)>
938 D=X+Z

948 D4=R(K, C+. 65

998 IF DKDL THEN 998

968 IF ABS(D-R(K, 0301 THEN 1628

978 IF DAROLC) THEW 1658

988 IF DOR(M,C> THEN 1676

996 PRINT 700 CLOSE --"; M °IS DEFUNCT. ®

1660 P(H)=12

1016 GOTO 1898

1628 PRINT “A HIT —-*;C; *IS DEFINCT. "

1038 P(C)=12

1048 G010 1698

1658 PRINT =Y0U (RDERSHOT BY"; RBS(D-RCGLCH); "FEET. ®
1660 GOTO 1488

4878 PRINT "YU OVERSHOT BY™; ABS(D-R(HM, C)); "FEET. ©
1880 GOTO 1189

1896 M=Ni-1

41688 IF M1 THEN 1489

11416 FOR Ri=L TON

1126 1F P(HI)=12 THEN 1168

1438 PRINT

1148 PRINT "GRME OVER. "5 ML "RINS. "

1458 GO0 4378

1166 NENT ML

1478 STOP

1188 PRINT "

1199 NEXT H

1208 T=T+

1218 PRINT@975, "PRESS ANY KEY TO CONTINUE®:

1220 IF INKEY$="" THEN 1228 ELSE CLS

1236 GOTO 588

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

1258 PRINT "THIS IS R WAR GAME. THO OR THREE PLAYERS ARE GIVEN"
1266 PRINT "(THEORETICAL) CRNNONS WITH BHICH THEY ATTEMPT TO SHOOT ERCH"
1278 PRINT "OTHER. THE PARAMETERS FOR DISTANCES AND HUZZLE VELOCITIES ARE"
4260 PRINT "SET AT THE BEGINNING OF THE GRME. THE SHOTS ARE FIRED BY"
1298 PRINT "GIVING A FIRING ANGLE, EXPRESSED IN DEGREES FROM HORIZONTAL. "
1368 PRINT

1318 PRINT "THE COMPUTER WILL KEEP TRACK OF THE GAME AND REPORT ALL"
1326 PRINT "HOVES. R /HIT/ IS SCORED BY FIRING A SHOT WITHIN 534 OF THE"
4338 PRINT "TOTRL DISTANCE FIRED OVER. GOOD LUCK!"
1348 PRINT@979, "PRESS RANY KEY TO CONTIME®;
1356 IF INKEY$="" THEN 1338 ELSE CLS

1368 GOT0 99

1376 END
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Games of the bacca-at and chemin
de fer family originatec in the baccarat
that became popular in the French
casinos in the 1830's. In the present
century they have traelled from Eu-
rope to the United Sitates, back to
Europe, and to casinos throughout the
world. This process has resulted in
wide variations in playing rules and
what is called “baccarzt” in one casino
may more nearly resem ble the “chemin
de fer” of another.

The computer game: here is more
nearly chemin de ferth.anitis baccarat.
The rules, briefly, are s follows: Eight
packs of cards are stuffled together
and placed in a "shoe” from which the
cards can be slid ott one by one.
Following this, the plasers make their
bets. Any player may make any bet up
totheamount of the bank. The player at
the banker’s right has thefirst choice to
bet. Any part of the bz nk 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 ¢ r until everyone
has bet who wishes to. Any player may
take the entire bank by saying, “Ban-
¢0,” but when two or more players wish
to banco, the one near st the banker's
right has the privilege.

After the bets are pleced, the banker
deals two hands of tvo cards each,
dealing one card at atitne. The hand he
deals first represents all the players
betting against him, tte other hand is
the banker’s. The player who has made
the largest bet againstihe banker plays
the opposition hand.

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

A player whose card is nine or eight
in his first two cards :hows his hand
immediately. He has a natural and his
hand wins (but a natu-al nine beats a
natural eight). Naturas of the same
number tie, and there s a new deal.

When the result is nt decided by a
natural, the banker must give acard 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 BANKE
Face card or ten 4
Nine 4
Eight 3
Seven or six 7
6
5
4

o)

Five or four
Three or two
Ace

Opponent stands

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

BACCAR

STANDS ON

BANKER DRAWS TO

—
O
OJ

-

(=]

oN
O -

(A)—*NOJ-&OO-‘X
NO W

3,2,
2,1,
2,1,
6, 5.
5 4
4,3
3,2
54

e
o

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

AT
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cls

DO YOU NEED INSTRUCTIONS? YES.
cis

BACCARAT 1S 11 VERY POPULAR GAME IN LAS

YEGRS.

THE PLAYER AND BANKER EACH RECEIVE

THO CARDS FROM 12 “SHOE CONTRINING 8 DECKS

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

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

ALL OF THE PLAYZRS START WITH TEN THOUSAND

DOLLARS.
PLAYER.

YOU Crd BET ON THE DERLER OR THE
A THI=D CARD IS GIVEN ONLY UNDER

CERTAIN CONDITIONG, AS YOU WILL SEE.  LET

US BEGIN. (00D LUCK!

PRESS ANY KEY TO CONTINUE

cls

HOW MANY PLAYERS? 4

HHAT IS THE NAME OF PLAYER 1 ? CHRIS

cls

CHRIS HRS $16, 000, BET? 560
(4> BANKER OR ¢2) PLAYER? 1_
cls

BANKER

PLAYER

FOUR OF HEARTS
FOUR OF SPADES

PLAYER MUST DRAL.
PLAYERS TOTAL. 2

BANKER CANNOT DRAbL

ACE OF CLUBS
THREE OF DIAMONDS

EIGHT OF DIAMONDS

BANKERS TOTAL. 8

skttt BANKER WING! ! okttt
CHRIS WINS $ 580 - TOTAL ¢ 16568

PRESS ANY KEY TO CONTINUE

cls

CHRIS HAS $16, 508 BET? 16060
(1) BANKER OR (> PLAYER? 2_

cis




cis

BRNKER

PLAYER

RCE OF HEARTS JACK OF CLUBS
EIGHT OF SPRDES NINE OF DIRMONDS

FLAYER CANNOT DRAM.  PLAYERS TOTAL: 8

BANKER CANNOT DRAW.  BANKERS TOTAL: 9

IT’5 A TIE

THE HAND IS PLAYED OVER
PRESS ANY KEY TO ENTER
cls

CHRIS HAS $18, 580 BET? 1080

588 INPUT FCJ)

590 IF FCIYIHA) THEH 560

€80 IF F(DOINTF(I)) THEN 568

618 1F F(J){1 THEN 568

628 PRINT (1) BRNKER (R (2) PLRYER®;
628 THUT FLLD

648 1F FLODO=1660 THEN 568

€58 IF (FLC-0%(FL(-2)08 THEN 620
€68 FRINT

678 HEXT J

668 J=8

698 TL=B(1MB(D

788 T2=BCNB4)

(1) BRNKER OR (2) PLAVER? 1.
cls
BANKER PLAYER
THREE OF DIAMONDS  QUEEN OF DIAMONDS
fCE OF SPRDES TEN OF DIRHONDS

718 PRINT

728 CLS: PRINT "BANKER™; TRB(Z8); “PLAYER®
738 PRINT * ° TAB(28); *--——t

748 PRINT C3(2); TRB(Z28); C$<1)

730 PRINT C$(4); TRBC200; C$¢2)

768 FRINT

778 IF T1(48 THEN 796

PLAYER MUST DRAW.  FIVE OF CLUBS

PLAYER CANNOT DRAW  PLAYERS TOTAL: 5 768 Ti=T1-16
790 IF 72449 THEN 818
BANKER MUST DRAW.  QUEEN OF DIRMONDS €89 12-T2-19

810 IF H(T1+4)=8 THEN 288

BANKERS TOTAL: 4 S BeINT AFLAER AT R

shpioktrklk PLAYER WINS!! sktttotokriok

CHRIS LOSES $ 1608 - TOTAL § 9508 830 PRINT ($(3)
PRESS ANY KEY TO CONTINUE 848 TL=T14B(5)
ols 859 IF TLCL8 THEH 588
868 T4=T1-16
15 CLEFR 1680: CLS: PRINTB4LD, "EACCERAT® 878 GOTO %88
26 FRINT: PRINT TRE(?) °COPVRIGHT 1979 CRERTIVE CORFUTING HORRISTOML MJ® £36 PRINT "PLAVER CRINOT DRRL %
25 PRINTESEE, ™= - INPUT *DO YOU HEED INSTRUCTIOHS™ I$ §9% J=i1
49 1F LEFT$(1$, 0" THEH 499 538 PRINT "PLAVERS TOTAL:% Tt
55 CLS: PRINT TRB(22); *BRCCRRAT®: PRINT: RS=STRINGE(10,22) a4 PRINT
€9 PRINT: FRINT B%; ®  BRCCRRRT 15 A VERY FOPULAR GREE IN LAS® o8 1F T2G THEN 908

78 PRINT R¢; °VEGRS. THE PLRYER AND BRMKER ERCH RECEDE"
8 PRINT R&; "THO CRRDS FROM A “SHOE” CONTRINING 8 DECKS® 949 IF JO14 THEN 976

9 PRINT 6% “0F CARDS.  ALL CRRD COMBINATIONS TOTRLING® 950 IF T2=6 THEN 1849

18@ PRINT R%; “TEN ARE WOT COLNTED. THE OHE THRT EHDS UF" 968 GOT0 969

416 FRINT RS; “CLOSER 70 NINE WINS. THE STRKES FRE HIGH*® 978 IF Z(T2,B(5)+1)=8 THEN 1640
128 PRINT R%; “ALL OF THE PLRYERS START HITH TEN THOUSRND® %28 PRINT "BRNKER MUST DR ¢
138 PRINT B¢ "DOLLARS.  YOU CRN BET ON THE DEALER (R THE® 998 PRINT £4(6)

148 PRINT B%; “PLAVER R THIRD CRRD IS GIVEN (MUY WRDER® 1648 T2=T2+B(€)

158 PRINT 8% “CERTRIN (DMDITIONS, RS YQU HILL SEE LET® 1646 1IF T2¢48 THEN 1028

938 IF T206 THEN 1e48

168 PRINT RS *US BEGIN GO0 LuCk:®
178 PRINTES79, "PRESS AMY KEY TO CONTIME";
168 IF JHEEWS="" THEN 188

498 CLS: DIM H(2B), FL(28), F(28), BS(3), ¥(42), G$(28)
268 DIX 2¢3,16), 034, 13)

ZBFR ¥=3 10 €

226 FOR ¥=1 70 18

2R REFD 2

248 WEXT ¥, %

238 FOR Si=1 T0 46: RERD HCSL): WEXT

268 FOR Si=L 70 4: PEFD AS(SL): HEXT

278 FUR Si=1 10 13: READ BS(S1): HEXT
268 FOR 51=1 70 42: READ YCS1): HEXT

290 PRINT

288 PRINT "HOM HRHY PLRYERS";

318 T PL

128 TF PAO8 THEN PRINT "HAXIMUM OF 8 PLAYERS®: GOTO 298
228 PRINT

40 FOR J=1 TO PL

258 PRINT™HHAT 1S THE RAME OF FLAYER™ U
Z68 PUT 6§D

176 H(J)=100828

peR oA

796 FRINT

408 FOR 51=1 T0 4

410 FOR S2=1 T0 43

476 0(51,52)=6

478 NEXT 22

448 HERT <4

450 FOR J=1 T0 €

468 C=THT(1+RHD(B)*+4)

478 D=IHT(LHRID(B)*L3)

488 QLT DY=04C, DY+

498 1F Q(C, D)>=32 THEH 468

508 B(D=YD)

510 CHCD=BEDI+" OF "+REWD)

528 WEXT 3

538 Hi=2

548 FOR J=1 TO PL

358 IF H(H{ THEN 678

569 CLS: PRINT G$(J); " HRS %

570 PRINT USING "se8, 588% #(J); . PRINT®. EET™

1628 12=12-16

1028 GOT0 1659

1646 PRINT "BRNER CRRNOT DRAHL %

1958 PRINT *BANKERS TOTRL:* T2

1866 1F 12071 THEN 1168

1878 PRINT °IT7S A TIE. THE HAD 1S PLAYED OVER *
1620 PRINTEG79, "FRESS RNY KEY TO ENTER®;

1696 IF THCEVS="" THEN 1890 ELSE 438

4168 IF T2(T4 THEN 1148

1446 W=

1429 PRINT “ekerpickres BRNKER HINS!! +ebrektre”
1138 GUT0 4454

1148 PRINT “wbsoictier PLRYER HINS!! wecertbnn®
1158 FOR J=1 TO P4

1464 IF H(D)<=0 THEN 1248

1478 PRINT G830 ° %

1188 IF FL(D=L THER 1220

1198 WCDH=H-F()

1260 PRINT™LOSES &% F(J)*- TOTAL $%5 HQJ).

1216 GOT0 1248

1228 H=HIHWD

1270 PRINTPRING %5 FQI); °- TOTAL §% MO,

1248 KEXT J

1258 FOR J=1 T0 P4

1268 IF HUHOB THEN 4389

1278 HEXT 3

1269 PRINTE3EG, “THANK YOU FOR YOUR HOMEY, RID %
1256 GOTQ 1428

1386 PRINTES79, "PRESS BMY KEY T0 CONTIMUE®;

1218 IF DHKEY$="" THEH 4318

1228 FOR %=1 70 4

128 PR Y=L 104

1348 IF @G, 08 THEN 458

4350 HEXT V)R

1363 GOTO 488

A LLLLLLLLG LG8 LL L1188
1208 [ATR 6,6,8,6,4,1,1,1,8,6,0,0,8,0,0,8,1, 1, 8,8
1799 DATA L 4, L 1 4, 1,8, 8,9, 0, SPRUES, HEARTS, DIAMONDS
1498 DATA CLUBS, RCE, THO, THREE, FOUR, FIYE, S1X, SEVEN, EIGHT

1440 OATA HINE, TER, JACK, GEER, KING, £, 2.2,4,5,6,7,8,9,6,6,8,8

1478 PRINT "THRHK YOU FOR PLAYING. %
1438 END



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

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

This program was written by Steve
Wentworth of Muskingum College. it
originally appeared in Creative Comn-

puting, Mar/Apr 1977.

BIBLE QUIZ
COPYRIGHT 1979 CREATIVE CORMPUTING HMORRISTONRNL NJ

cis

DO YOU HEED INSTRUCTIONS? YES.

THIS GRAE 15 A QUIZ HHICH TESTS
YOUR KROWLEDGE (F BIBLICAL EVENTS, PLACES,
AND PERSOAS.

1 HILL ASK YOU R GUESTION RND THEN HAIT
FOR YOUR ANSHER.  IF YOUR ARSHER IS CORRECT,
I WILL PROCEED TO THE HEXT QUESTION IF YR
RREHER 1S IHCORRECT, 1 WILL GIVE YOU THE
CORRECT ANSHER AHD THEN PROCEED TO THE
REXT QUESTICH

FLL RNSHERS FRE ONE KORD, RND HUST BE
CORRECTLY SPELLED

THERE ARE 25 QUESTIONS.

HO PANY QUESTIONG DO YOU HISH 10 TRY? 28
cls

QUESTION # 1

HHO WRS THE FIRST CHRISTIAN MARTYR? Z0RBA THE GREEK
IRCORRECT RNSHER.
THE CURRECT RNSHER 1S STEPHEN RCIS 7

FRESS RHY KEY TO CONTINUE

cls

QUESTION # 2

KHAT HEBREH SERVED A GUICK LUNCH (RDER & TREE? JOES BAR
THCORRECT ANSHER.
THE CORRECT FHOHER 1S FERAHAM  GENESIS 48:6-8

PRESS ANY KEY TO CONTINGE

cls

GUESTION 4 3

HHO HAS BURIED IN A CRYE KITH HIS RIFE? AL HURT

IRCORRECT RHSHER.

THE CORRECT RNGHER 15 FERAHAH  GEN 23:9-18
PRESS A KEY TO CONTINUE

cls

QUESTION # 4

HHAT RAS THE NAYE OF THE FIRST CITY EVER BUILT? BRYONE
TRCORRECT ANSHMER.
THE CORRECT ANSKER IS EMOCH. GEM 4:17

PRESS HY KEY TO CONTIME

cls

QUESTION ¢ 5

HHO RAS THE FIRST PERSON KILLED? JIMHY HOFFR
THCORRECT ANSHER
THE CORRECT ANSHER IS RBEL. GEN 4:8

PRESS ANY KEY TO CONTINUE

cls

QUESTION 4 €

HHO ACCIDENTLY HANGED HIMSELF IN A TREE? TRRZRN

THCORRECT RNGHER

THE CORRECT ANCHER 1S ABSRLOM 2 SAH 18:9
PRESS AHY KEY T0 CONTIHUE

cls

QUESTION & 7

HHO KILLED GOLIATH? DRYID
CORRECT ANGHER — YERY GOOD! 1 SAH. 47:49

PRESS RNY KEY TO CONTINUE

clis

QUESTION & 8

WHAT PHYSICIAN WAS AN RUTHOR? HOWARD THE DUCK
INCORRECT ANGHER.
THE CORRECT ANGHER 1S LUKE  COL 4:14

PRESS ANY KEY TO CONTINUE

cls

QUESTION 4 9

WHO KILLED HIS BROTHER FOR HUMBLING HIS SISTER? (MCLE FLOWD
THCORRECT ANSHER.
THE CORRECT RIGHER 1S RBSALGH. 2 st 13
PRESS ANY KEY TO CONTIMGE
cls

QUESTION § 18

WHO DROVE FURTOUSLY? METTO

IHCORRECT ANSHER.

THE CORRECT RNSHER 1S JEHU. 2 KINGS 9:28
PRESS RNY KEY TO CONTINUE

cls

KHAT BOY HAD A VARIEGATED CORT? THE INCREDIBLE HULK
IHCORRECT ANSHER
THE CORRECT AMNSHER 1S JOSEPH GEN 37:3

PRESS fHY KEY TO CONTINUE

cls




{HAT BLIND HAN KILLED THREE THOUSAND AT A RELIGOUS FEAST? HOE

INCORRECT ANSHER.
THE CORRECT ANSHER IS SRMSON. JUDGES 16:23-38
PRESS ANY KEY TO CONTINUE

cls

GUESTION # 13

WHO SLEPT ON AN IRON BEDSTEAD QVER THIRTEEN FEET LONG? S. WHITE
INCORRECT ANSHER.
THE CORRECT RNSHER IS 0G. DUET. 3:4f

PRESS filfY KEY TO CONTINUE

cls

GUESTION & 14

WHO FELL ASLEEP DURING A LONG SERMON? MR BILL

INCORRECT ANSHER.

THE CORRECT ANSHER 15 EUTYCHUS. ACTS 28:9
PRESS ANY KEY TO CONTINUE

cis

QUESTION & 15

WHO CLIMBED A TREE TO SEE JESUS? BEN DOVER

THCORRECT ANSHER

THE CORRECT ANGHER 1S ZACCHAEUS. LUKE 19:4
PRESS ANY KEY TO CONTINUE

cls

WHAT CITY IS CALLED THE CITY OF PALM TREES? NEMRRK
INCORRECT RNSHER.
THE CORRECT ANSWER IS JERICHO. DUET. 34:3

PRESS ANY KEY TO CONTINUE

18 (LS

28 PRINT @ 414, "BIBLE QUIZ*

38 PRINT

4 PRINT TAB(7)"COPYRIGHT 1975 CREATIVE COMPUTING MORRISTOMN, NJ*
58 PRINT @ 968, **:

68 INPUT*DD YOU HEED INSTRUCTIONS®; I$

78 IF LEFT$C1$, 1)="Y" THEN 168

88 LS

98 GOTO 228

168 €S

118 PRINT" THIS GRME 1S A QUIZ WHICH TESTS *

128 PRINT “YOUR KNOWLEDGE OF BIBLICRL EVENTS, PLACES, *®
138 PRINT "RND PERSONS. *

148 PRINT © T HILL ASK YOU R GUESTION RHD THEN KAIT "
458 PRINT "FOR YOUR ANSHER. IF YOUR AHSHER IS CORRECT,®
168 PRINT °1 HILL PROCEED TO THE HEXT QUESTION IF YOR ©
178 PRINT "ANGHER IS INCORRECT, I WILL GIVE YU THE ©

188 PRINT CORRECT ANSHER RMD THEN PROCEED 10 THE *

498 PRINT *NEXT GUESTION °

260 PRINT ° ALL ANGHERS ARE ONE WORD, fiD MUST BE"
218 PRINT "CORRECTLY SPELLED. "

228 PRINT 8 768, "THERE ARE 25 GUESTIONS. ™

238 PRINT

240 PRINT "HOW MARY GUESTIONS DO YOU WISH TO TRY"; CHR$(3L);
258 INPUT N

268 IF D25 OR N(i THEN 228

278 (S

288 DIN 5(25)

28 (=8

388 K-8

316 PRINT CHR$(28);

328 RESTORE

338 IF C=N THEN 558

348 C=C+L

358 PRINT

368 PRINT "QUESTION #%:C

378 PRINT * —e s CHREC3L)

380 PRINT

398 PRINT

488 X=RND(25)

410 IF S(X)=1 THEN 408

420 S(R)=1

438 FR 8=1 T0 X

448 RERD 0%, A%, V¢

458 NEXT @

468 PRINT @%;

478 INPUT RS

489 IF R$=R$ THEN 528

498 PRINT "INCORRECT RHSHER. *

769 PRINT "THE CORRECT RNSHER IS “f%:® “;¥$

5168 GOTO 98

528 PRINT °CORRECT ANSHER — VERY GOOD! *; ¥4

538 M=+

546 GOTO 968

556 PRINT @ 832, "0UT OFF; N; "QUESTIONS YOU ANSHERED®; Ni; "CORRECTLY. *
568 P=INT((HIMD+188+, 5)

578 PRINT "VOUR PERCENTRGE OF CORRECT ANSHERS IS";P; CHR$(8); "2°
586 DATR “WHO SET FIRE TO THREE HUMDRED FOXES TRILS®, *SAMSON®
599 DATR "1 JUDGES 15:4,5"

668 DATR "HHAT HEBREW SERVED A QUICK LUNCH UADER A TREE"

618 DATA “ABRAHA", " GENESIS 18:6-8"

620 DATA "RHAT HUNGRY MAN CURSED A FRUITLESS FIG TREE®, “JESUS*
638 DATR " HARK 11:12-14°

646 DATA "BHO KILLED HIS BROTHER FOR HRBLING HIS SISTER®
638 DATA "ABSALON". "2 sAt 137

668 DATA "HHO HAD THREE HUNDRED CONCUBINES®. "SOLOMON', "1 KINGS 14:1-3"

678 DATR “WHAT BOY HAD R VARIEGATED COAT™. "JOSEPH™, " GEN 37:3°
€88 DATA "HHO HAD A SERMLESS COAT". "JESUS®, " JOHN 19:23°

698 DRTA "HHO TOOK OFF HIS SHOE TO BIND A CONTRACT™, "BOAZ™. "RUTH 4.7-97

768 DATR "RHO SLEPT ON AN IRON BEDSTERD QVER THIRTEEN FEET LONG®
748 DATA "0G", " DUET. 3:44"

728 DATR “HHO WAS THE FIRST CITY-BUILDER™. "CRIN®, " GEN. 4:i7*

738 DATA “IHAT PHYSICIAN HAS AN AUTHOR™ "LUKE™, " COL. 444"

748 DATA "WHAT SONG-COMPOSER IS CREDITED WITH 1885 SONGS®. "SOLOMON®
738 DATA "4 KINGS 4:32°

768 DATR "WHD WAS THE FIRST PERSOM KILLED™. “ABEL", " GEN 4:8°

770 DATA "HHO WAS BURIED IN R CAVE WITH HIS WIFE. "ABRAHRH"

788 DATA * GEN 25:9-18°

798 DATA "MHO RCCIDENTLY HANGED HIMSELF IN @ TREE®. "RABSRLOM®

860 DATA "2 SAL. 18:9°

618 DATA "HAT BLIND MAN KILLED THREE THOUSRND AT fi RELIGOUS FERST®
828 DATA "SHHSON®. ™ JUDGES 16:23-38"

838 DATR "WHAT WAS THE NRHE OF THE FIRST CITY EVER BUILT"

840 DATR °ENOCH®. " GEM. 4:47°

858 DATA "WHO WAS A HIGHTY HUNTER®, "NIMROD"" GEN. 18:9-12°

868 DATA °HHO DROVE FURIOUSLY® “JEHU®, °2 KINGS 9:26°

878 DATA "WHO WAS THE FIRST CHRISTIAN MARTYR®, "STEPHEN®, = ACTS 7°
880 DATA "KHO FELL ASLEEP DURING A LONG SERMON", "EUTYCHUS®

898 DATA * ACTS 20:3*

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

920 DRTA "WHO CLINMBED A TREE 70 SEE JESUS™, *ZRCCHREUS™. " LIKE 19:4°
938 DATA “WHO KILLED GOLIATH",“DAVID®, "1 SR 17:49°

940 DATA *{H0 WRS CAST INTO A DEM OF LIONS®, "DANIEL®." DAN 6:16"
958 BD

968 PRINT @ 534, "PRESS ANY KEY TO CONTINUE™:

976 IF INKEY$ ="" THEN 978 ELSE 316
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Big 8 is stricty an American
invention from the casinos of Neva-
da. There is a vory large wheel
mounted vertically, generaily four
feet or more in diam:ster, that has the
numbers one throug six in a random
arrangement aroun:d its periphery.
Players place their kets on a roulette
type of table in froit of the wheel.
The whee! is then spun and three
numbers are declarad the winners.
These are the threz numbers that
appear at the top of the wheel. Most
novice players look-ng at the wheel
think thai since here are three
winners they have a very good
chance of winning a large sum of
money. Betting lim ts are generally
up to $5C0 and, as many players
discover very quickly, the odds are
very heavily in favor of the house.

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

Big 6 was written by Steve
Heywood and Dave £ lvey.

This program uses TRS-80 graph-
ics which do not rep ‘oduce well on a
line printer. Therefor:: the sample run
does not give a true rspresentation of
the program. The only way this
program can be trul+ appreciated is
torun it.

B
COPYRIGHT 1979 CRERT}VE COMPUTING  MORRISTONN, M)
cis

U0 YOU MEED IMSTRUCTIONS? ‘f'Ei-Zl_
cis

THIS PROGRAM IS A DICE WHEEL GAME IN WHICH
YOU CAH BET ON ANY NUMBER BETHEEN ONE AND SIX
AN UP TO THREE HUMPERS.

THE HOUSE LIMIT IS FROM $1 70 $302.

TO END THIS FRCGRAM TYPE THE WORD “STOPY
GOOD LUCK!

FRESS ANY KEY TO CONTINUE
cls

ROW MANY HMBERS ©0 YOU HANT TO BET OH? _
HHAT HUMBER? 4

YOU LOSE O 4.
YOU’RE BEHIMD $-12
cls
HOW HANY HUMBERS 0O YOU HANT TO BET ON? _
HHAT THO HUMBERS? 2,4
WAGFR OH BOTH? S, 19

YOU WIN 1 TIME ON 2
YO LOSE 0N 4.
YOU’RE BEHIND $-17.
cls

HOW MANY HUMEERS 10 YOU WANT TO BET ON? _

HHAT THREE HUMBERS? 4,3,5
WAGER 0N EACH OF THE THREE? 5,55

YOU LOSE ON 1.
YO0U LOSE (M 3
YOU MIM 4 TIME ON 5.

YOU'RE BEHIND $-2u
cls

HOM HAHY HUMEERS 10 YU HANT TO BET ON? .
HHAT THO NUMBERS? 1,2
HAGSR QW BOTHT 16,10

YOU LOSE OH 4
YOU WIN 1 TIME OM 2.
YOU'RE BERIND $-20
cls

HOH HANY NUMBERS [0 YOU WANT 7O BET ONY _
RHAT THO HUMBERS? &4
HAGER (M BOTH? 35,35

YOU LOSE 0N 2.
YOU LOSE ON 4.
YOU'RE BEHIND $-7¢

cis
HON HANY HUMBERS T0 YOU WANT TO BET ON?
HHAT THO MUMBERS? 2.4
WAGER OH BOTH? 16, 10

YOU LOSE O 2.
YO WIM & THHE ON 4
YOU'RE BEHIND $-7€
cis
HOW MANY MUMBERS DO YOU WANT TO BET Q7 STGP.
HHAT TWO HUMBERS? .4
WAGER OM BOTH? 16, 18

¥OU LOSE OH 2.
YOU WL 4 TIME ON
YOURE BEHIND $-78&
cls
HOE HANY HUMBERS D0 YOU MANT TO BET 7 STOP
S0 YOU HANT TO CASH TN YOUR CHIPS, T SEE'Y
VO DIDNT HIN AHY MOHEY, BUT 1M RILLING TO CALL IT EVENO
RERDY

cls



16 CLS. CLEAR 16A0: PRINTR4LZ, "BIG €"
20 PRINT: PRINT TRB(?) “COFYRIGHT 1573 CREATIVE COMPUTIMG MORRISTORN, WJ*

20 PRINT®96Q, *"  INHPUT "DO YOU MEED INSTRUCTIONS™; I
49 (LS GOSUB 1048

58 IF LEFT$(1$, HO"Y" THEH 188

€8 FRINT T8B(28) "BIG €": PRINT

76 PRINT ¥ THIS PROGRAM IS A DICE WHEEL GAME IN WHICH"

24 PRINT "YOU CAN BET OH ANY NUMBER BETWEEN ONE AND SIX”
9@ PRINT "AHD UP TO THREE NUMBERS.®

106 PRINT

148 PRINT ™ THE HOUSE LIMIT IS FROM ¢4 TO $508. "

128 PRINT

138 FRINT * 1O EMD THIS PROGRAM TYPE THE HORD /S0P *
148 PRINT

156 PRINT "GOOD LUCK!®

168 PRINTE979, "PRESS ANY KEY TO CONTIMUE™

176 IF IMKEY$="" THEN 478 ELSE (LS

158 DI 5C3)

198 GOTO 218

208 PRINT “YOU CRHNOT BET ON LESS THAN ONE OR MORE THAN THREE NUMBERS. ™
210 PRINTRG, "HOW HAHY NUMBERS DO YOU WANT TO BET ON™

226 THPUT N§:IF N$="STOP™ THEN PRINT CHR$(3L): : GOTG 988
228 N=VAL(NS)

248 IF N=2 THEN 406

290 1F K=3 THEN 548

268 IF 102 OR NCA THEN 206

278 PRINT “MHAT MUMEER":

266 INFUT ¥

2% IF Y(=6 (R V=1 THEN 26

200 PRINT "YOU CRN ONLY BET ON AN INTEGER FROM ONE TO SIX. "
218 GOTO 278

320 PRINT "HAGER":

236 INPUT F

348 IF F(=388 OR F >=1 THEN 70

358 PRINT "THE HOUSE LIMIT 1S FROM $1 70 €380 °

268 GOTO 228

376 GOSUB 698

8@ Sz=Y: Si=F- GOSUB 438

398 GO0 %49

488 PRINT *WHAT THO NUMBERS™:

419 INPUT W, P

420 IF ¥(=6 R Y>=1 OR PC=6 R Po=1 THEM 458

420 PRINT °¥0U CRN ONLY BET OH AN INTEGER FROM OME TO SIX *
448 GOTO 408

458 PRINT "HAGER O BOTH™

468 THPUT £, 1

478 1F F{=506 OR Fo=1 OR 1¢=50@ OR I>=1 THEN 500

485 FRINT "THE HOUSE LIMIT IS FROM $4 70 $500."

498 GOTO 459

568 GOSUB 658

540 S2=v: S3=F GOSUB €38

528 S2=P: CI=1: GOGUR €28

538 GOTO 940

546 PRINT “WHAT THREE HUMBERS™:

558 INPUT Y. F, S

568 IF (=6 OR Y2=1 OR P(=6 OR PO=1 OR 9(=6 OR S>=1 THEN 558
576 PRINT °YOU CAN ONLY BET OM AN INTEGER FROM ONE 70 SIR ©

568 GOTO S48

599 PRINT "WAGER ON EACH OF THE THREE™:

683 INPUT F, 1,J

€168 IF F(=568 OR Fo=1 OR 1¢=580 OR I>=1 OR J{=568 (R I>=1 THEN 640
626 PRINT "THE HOUSE LINMIT IS FROM $1 TO $586.°

638 GOT0 596

€46 GOSUB 699

€99 52=¥: S3=F GOSUB 830

€68 S2=P- §3=1: GOSUB €38

676 52=5. S3=J: GOSUB 838

688 GOTO 948

698 X=-1

700 A=INT(GARND(8)+1) :B=INT (G+RND(8)+1) :C=INT(E+RND(@)+1)

748 S(D7H:5(2)=B:5(=C

728 FOR ¥=1 70 2

728 FOR X=1 70 3-¢

748 IF SC{=G(K+1) THEN 768

756 TE=S(R): SOO=S(R#): SCHD=TE

760 NEXT ¥: HEXT ¥

778 FOR Te=1 T0 RIDU1)+10
760 PRINTE256, ASCRND(EN"
796 NEXT T

666 PRINT@ZS6, AE(S(LN”
810 PRINT@S12, CHR$GL);
828 RETURN

638 C1=0

848 IF S2=A THEN C1=(ix
838 IF 52=B THEN C1=Ci#l
866 IF Sz=C THEN (1=Ci+]
878 IF C108 THEN %08

889 53=53+(-1)

§98 PRINT "YOU LOSE ON®; S2i CHR$¢B); . "~ GOTO 928

980 52=51(1

916 IF C1=1 THEN PRINT "YOU WIN 1 TIME ON°;S2;CHR$(8); " "

978 W=hrs2

938 RETURM

946 IF W=0 THEN PRINT "YOURE EVEN!'"- PRINT: GOTO 210

959 IF W@ THEM PRINT "YOU/RE RHERD $"54; CHR$(8): " " PRINT: GOTO 218

969 IF W(B THEN PRINT "YOU'RE BEHIND $*;iG CHR$(8);" - PRINT: GOTO 210

976 REM

988 PRINT: PRINT: PRINT “SO YOU WANT TO CRSH IN YOUR CHIPS, I SEE!!!™: PRINT
999 IF W0 THEN 1620

1688 PRINT "YOU DIDN/T WIN ANY HONEY, BUT 1/M WILLING 7O CALL IT EVEN!!®
1616 GOTO 1638

1626 PRINT "YOU KON EXACTLY $*iiG "!! NOT BAD !!!®

1638 B8O

1648 FOR R=1 TO 6: FOR B=1 70 3: FOR D=1 70 5: RERD C

1850 AFCAI=AECAIHCHRE(CH10A): NEXT D

1660 A$CAI=AE(AIHCHRE(26)+STRINGH(S, 8) HEXT B

1676 RE(AI=AECRIFSTRINGS(S, 32)4STRINGS(Z, 27): MEXT A

1628 DATA 28, 76, 88, 28, 28, 26, 28, 91, 28, 28, 26, 40, 43, 40, 28

1696 DATA 76,48, 48, 40, 76, 76, 40, 46, 46, 21, 43, 40, 40, 48, 48

1168 DATA 76,48, 40, 40, 76, 26, 26, 46, 40, 79, 34, 46, 48, 48, 21

1148 DRTA 28, 28, 76, 88, 28, 88, 79, 76, 94, 76, 26, 28, 28, 43, 28

1426 DATH 88, 48,48, 48, 49,31, 31, 31,21, 88, 31, 40, 48, 48,31

1438 DATA 28, 76, 40, 28, 26, 91, 46, 48, 40, 76, 31, 48, 48, 40, 31

1148 RETURN

"RECRAND(E)T  "RERND(6));

URSCSEENT UREGEDY



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

BINARY

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ

-cls
HIT ENTER TO START? .
BINARY: @@ild DECIMAL: 2 7
BINARY - @@111 DECIMAL. * 7
BINARY: 11100 DECIMAL: 2 27 CORRECT ANSHER: 28
BINARY: 810606 DECIMAL. 2 &
BINARY: 11118 DECIMAL. ? 32 CORRECT ANSWER: 3@
BINARY: @e16i DECIMAL. 7 5
BINARY- 01111 DECIMAL. 7 45
BINARY- @616l DECIMAL. ° S
BINARY - @@081 DECIMAL: ? 1
BINARY- 01611 DECIMAL. 2 _
cls
DECIMAL. 31 BIMARY: 2 L4414
DECIMAL. 44 BINIRY: ? 81641
DECIMAL. =8 BINIRY: 2 11118
DECIMAL: 26 BINIRY: 2 11610
DECIMAL. 6 BINA Y- 2 60114
DECIMAL. 15 BINIRY: 7 61160 CORRECT ANSWER: 81111
DECIMAL: 9 BINAIY: 2 81661
DECIMAL. 14 BINRY: 2 @111@
DECIMAL. 2@ BINRY: 7 11118
DECIMAL. 27 BIN-RY- ° 16601 CORRECT ANSWER: 11811

YOUR SCORE. 75 7

TRY AGAIN? _

cls

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

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

16 CLS. PRINT@41X, "BINARY"
2@ PRINT: PRINT TARC7) "COPYRIGHT 1879 CREARTIVE COMPUTING

20 PRINT@S6@, "'; . INPUT "HIT ENTER 70 START"; I$
48 CLS

58 Bg="01"

60 18=28

78 FOR 1=1 T0 16

88 GOSUB 488

90 PO=PEEK(1641f 2+PEEK(16417)%256-15360

16@ PRINT "BINARY: %5

4B FOR J=1 70 §

128 PRINT MIDS$CES, BCID+L 40;

130 NEXT J
140 PRINT ¥
156 INPUT A
166 IF A=D THEN 3@

176 PRINT@PO+28, "CORRECT ANSHER:
186 78=Tp-1

196 REM

28@ NEXT I

218 FOR A= TO So8: NEXT CLS
220 FOR I=1 TQ 43

238 GOSUB 488: FO=PEEK(16416)+PEEK(16417)#236-15360
248 PRINT "DECIMAL. “D;

253 PRINT © FINARY: ™

260 I4="08B88"

270 INPUT 18

288 IF LENCI$)>12 THEN 350

296 1$="00080"+1:

300 I4=RIGHT$(I$ 90

3@ FOR J=4 T0 S

220 IF MIDS(BS, BLID+4, 1XO0MIDSCIS, 1 4> THEN 358

330 NEXT J

34@ GOTO 406

35@ PRINTEPO+3S,
360 FOR J=1 70 5
376 PRINT MID$(B: B(I+L 1)

380 NEXT J- PRINT

350 Te=Te-1

486 REM

448 MEXT 1

42@ PRINT

438 PRINT

448 PRINT "YOUR SCORE:": INT(TG/. 2+ 5); "2

450 PRINT

468 INPUT "TRY RGAIN": ANS¥

478 IF LEFT$(ANSH, 1>="Y" THEN CLS: GOTC S8 ELSE END
489 D=g

490 FOR J=1 TO §

508 B(I=INT(RND @)+ 5)

516 D=D2+B(J)

526 NEXT J

538 RETURN

SECIMAL: ™

"D

“CORRECT ANSHER: "

10
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iacicbox

32 3 3o 22 28 27 2% 128
i e 24
2 123
3| | @ .22
4 o 21
5 : J | 20
1) @ : ® L)
7 . '8

9 o ® 2 W@ %15 i

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 pltay the game, you first specify how many atoms to
place in the Black Box. Then youtypeinthe pointatwhich
you send 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 onthe edge
of the box are reflected.

(5) Rays otherwise travel in straight lines.

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

This program and description were written by Jeff
Kenton. A previous version appeared in Creative Com-
puting, May/Jun 1978.
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. BLACK BOY : 10 CLS: PRINT@444. "BLACK BOX"
COPYRIGHT 1978 (EATIVE COMPUTING HMORRISTONN, NI 20 PRINT: PRINT TAB(7) "COPYRIGHT 1979 CREATIVE COMPUTING HORRISTOMH, MJ"

38 PRINT@I6, " INPUT "HIT ENTER T0 START™; I¢

— cis 48 CLS: PRINT °NO. OF RTONS®;  INPUT H: CLS: GOSUB 568
56 FOR J=0 T0 9: 7R 1=8 T0 9: B(L1)=8: HEXT L]
HIT ENTER 70 START? . 68 FOR 1= TO N
—cls 78 X=RHND(8): Y=RHB)" IF B(X )00 THEN 78
ATOMSY 20 BOLYd=1: HEXT 1
HO. OF ATOMS? 2_ o oep o8
—cls - 168 POsP0+8: IF P(=960 THEN PO=11¥64

116 PRINTEPO, "RRY"; CHRS(38); - POPO+8: INPUT R: IF R(L THEN 380
126 0N (R-1)/8+1 GOTO 148,150, 168, 176

oL 2 170 PRINT "ERROR" - GOTO 168
82 z 148 %=0; Y=R: U=1. v=0: GOTO 198
3 2 150 %=R-8: ¥=9: U=0: V=-1: GOTO 188
64 24 T~— THE BLACK BOX 168 ¥%=9: ¥=25-R: !
5 % 178 ¥=33-R: ¥=0:
6 13 168 ¥A=X4l): W=vsy
67 18 198 IF U= THEN Xo=¥i-1: X3=X1+#d: Y2e¥4: Y3=¥1: GOTO 240
88 i7 2600 Ve=9i-1: ¥3=vied: X2=%1: X3=X4
918 11 12 12 14 15 46 210 GOSUB 646: ON S¥B(KL, Y1)+B(X2, Y2)4248CK3, Y3)+1 GOTO 238, 249, 250, 248
226 PRINTEPO, “ABSRBD. " S=5+1: GOTO 168
RAY? 1 RBSRED. RAY? 28 WSRED. RAY? 11 7038 FRAV? 6 10 49 230 ¥=¥4: Y=¥A: GUTO 208
RRY? 15 T0 2 FAY? 22 BSRED. RRY? 26 ABSRED. RAY? 25 ARSRED. 248 2=1: GOT0 268
RAY? 6. 258 2=-1
s 266 IF U=0 THEN U=2: V=3: GOTO 280
270 U=8: ¥=Z
NOW TELL HE, HHERE DO Y0 J THINK THE ATQMS RRE? 286 (N (4578 GOTO 723,700, 128
CIN ROW, COLUMN FERMAT PLZRSE. ) 298 5TOP
ATOM 8 47 1.5 200 N (V41578 GOTO 245, 186, 750
HTOH & 22 2.8, 240 SToP
_cls 328 Z=Y: GOTO 268
238 2=25-Y: GOTO 240
PDHWBETARDS 248 Z=23-¥%: GOTO 158
Mo ] 258 2G4
02 2 268 IF Z=R THEN PRINTGPO, "RFLCTD. *: S=5+4: GOTO 168
9 2 278 PRINTGPO, °T0"52: $=5+2: GOTO 168
o4 9 - THE BLACK BOX 385 (LS: PRINT "Nt TELL ME, MHERE DO YOU THINK THE RTGHS RRE?*
o5 3 390 PRINT "CIN ROM COLUMN FORMAT PLERSE. )"
% 19 488 FOR G=1 TO N
a7 18 410 PRINT “RTOM #° @&
B8 ... .. 17 426 TUT 1,7
69 16 14 12 12 44 15 16 428 IF B(J, 1)=0 THEN S=5+5: GOTO 458
448 C=041
YO GUESSED 2 OUT OF 2 £ 05 CORRECTLY!! 438 HEXT @
YOUR SCORE FOR THIS ROUK) MRS 44 POINTS. 468 CLS: GOSUB S€¢: FOR J=1 TO 8: FOR I=1 70 8: FL=-1
476 IF BCL D=8 THEN 493
CARE T0 TRY AGRIN? NO_ 488 R1=1:¥4=]:60S\% 640
490 NEXT 1: MEXT .
- cls 569 PRINTGL4+64, *vOU GUESSED® C; "OUT OF"; s “ATGHS CORRECTLY!!"
516 PRINT "YOUR SCORE FOR THIS ROWND WASY;S; "POINTS. *
526 PRINT

5208 INPUT "CARE T TRY RGRAIN™ A%

348 IF LEFT$(RS 47="Y" THEN CLEAR: GOTO 48

358 END

68 PRINT: A$="817482230322042165200619871608617"

578 FOR LU=0 70 7: FRE=MID$(RS, L0+, 2): LNS=HIDS(AS, LO¥43, 2)
596 PRINT FRS; ° 5 CHREC194); STRING$(23, 22); CHRE(191): ™ *;LNS: NEXT
398 PRINT " *; (HR$C27); STRING$(23, 176)

568 PRINT * @9 18 44 12 13 14 15 16°

610 PRINTGG, " 5 (HR$(26); STRING$(23Z, 134}

620 PRINTG®, " 2231382926 27 26 5%

638 PRINTE292, CHR 93); "~~~ THE BLACK BOX": = PO=11%64-8: RETURN
648 IF X1=8 OR X4=2 (R "1=0 OR Y1=9 THEN FETURN

638 PR=PEEK(YL#644:1#2+1445368) : IF PR32 THEM CR=124PR ELSE (R=148
668 PRINTAYL¥64+K1'341, CHR§(CR); - IF FL THEN RETURN

678 FRINTEYIxE4+51 4244, CHRE(PRY; - RETURM
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obstones

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

ofthetwodice........... 3 points

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

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

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

BOBSTONES
COPYRIGHT 1973 CREATIVE C?I‘XFUTING HORRISTOMH, HJ
cls

D0 YOU NEED IHSTRUCTIONS? YES.
cls

BOBSTONES

THIS 15 R HUNBER GRME CALLED BOBSTONES. THE UBJECT OF

BOBSTOHES 1S TO GUESS THREE THINGS RBOUT THE ROLL OF A PRIR
OF DICE. ON EACH TURM, THE COMPUTER SIMULATES THE ROLL OF
THE DICE.  THEN, ¥OU OR THE COMPUTER (YOUR QPPNENT) GUESS

SCORE
1 IF THE S OF THE DICE 15 00D OR EVEN 1 POTHT
2. THE SU OF THE DICE 2 POINTS
3. THE WUMBER ON ERCH OF THE THO DICE 3 FOINTS

THE WIMMER IS THE FIRST PLAYER 70 SCORE 41 POINTS. IF Al
TIE RESULTS, THE WIMMER IS THE FIRST PLAYER 70 BREAK THE TIE
PRESS FIN‘:“KE‘( T0 STRRT

Cis

YOU FIRST OR ME? ME
PRESS ANY 'K“E’x‘ 0 CONTINUE
cis

YOUR TURN
1S THE SUit CDD OR EVEN? ODD
SORRY, THE SUM IS 46
PRESS ﬂN‘&l;&‘r‘ 0 CONTINUE

WY TR

ek (N THIS ROLL OF THE DICE, THE THO NUMBERS ARE S 8HD 2.
wer THE SUM IS 7.

HY GUESS 1S THAT THE SUM 1S EVEN

filf 1 RIGHT OR WRONG? WROMG

THE SCORE 1S ME. @ - W00 8
PRESS ANY !KE’\’ 10 CONTIHUE
Cis

YR TURK.
15 THE SUM ODD OR EYEN? 0DD
SORRY, THE SUM IS 8.
PRESS ANY 'KE‘{ O CONTIHUE
Cis

cis
Wy TURN.
w0 THIS ROLL OF THE DICE, THE THO HUMBERS ARE 5 AND 5.
wr THE 9 15 18
1Y GUESS 1S THAT THE StM 1S 00D
A 1 RIGHT OR WROMG? WRONG

THE SCORE IS ME. @ - YOU: @
cls

YOUR TURN
15 THE UM 0DD OR EVEN? 00D
¥l ARE CORRECT.
NOW GUESE THE SUM? 7
SORRY, THE SUM 15 2
PRESS AN ‘!\E‘r' 10 CONTINUE
Cis

1Y TURN.

wck ON THIS ROLL OF THE DICE. THE THO HUMBERS ARE 1 D 1
i+ THE SO 1S 2.

16 GUESS IS THAT THE SUM IS 0DD.

A T RIGHT OR WRONG? HRONG

THE SCORE IS 1E. 6 - YOU: L
PRESS RN‘!‘IKEY TO CONTINUE
cis

YOUR TURN,
15 THE SUM 00D OR EVEN? EVEN
V(U ARE CORRECT.
NOW, GUESS THE SUM? €
#0U FRE CORRECT.
WHAT ARE THE THO NUMBERS WHICH PRODUCED 6 ” 4
M2
SORRY, THE HUWBERS ARE 2 AHD 3.
PRESS AHY IKEY T CONTINUE
cls

1Y TURHL

w44 QN THIS ROLL OF THE DICE, THE TWO WHUMBERS ARE 3 AND 4.
wi THE SUM IS 7.

Iy GUESS 1S THAT THE S 1S 00D,

A 1 RIGHT OR WROMG? RIGHT

1Y GUESS OF THE SIM 1S 7.

fil T RIGHT OR WROHG? RIGHT

HY GUESS IS THRT THE NUMBERS ARE € AND 1.

1 1 RIGHT OR HRONG? HRONG

THE SCORE IS ME: 3 - Y0U: 4.
cls

18 CLS

26 PRINT € 411, "BOBSTONES”

78 PRINT

46 PRINT TRBC7)"COPYRIGHT 4979 CRERTIVE COMPUTING HMORRISTOWN, HJ"
58 PRINT @ 968, "™

68 INPUTDO YOU NEED INSTRUCTIONS™ I

78 IF LEFTSCI$, D)=y THEN CLS. PRINT @ 27, "BUBSTOMES"- PRINT ELSE 230
&8 PRINT®  THIS 1S A NUHBER GRME CALLED BOBSTONES. THE CBJECT OF°
99 PRINT"BOBSTONES 1S TO GUESS THREE THINGS ABOUT THE ROLL OF H PRIR"
168 PRINT"CF DICE.  OM EACH TURN, THE COMPUTER SIMULRTES THE ROLL OF"
148 PRINT®THE DICE  THEN, YOU OR THE COMPUTER (YOUR OFFOHENT) GUESS"

128 PRINT

128 PRINT® SCORE®
148 PRINT® ——t
156 PRINT" 4. IF THE SUit OF THE DICE IS 0DD OR EVEM 1 POINT”
166 PRINT® 2. THE SU OF THE DICE 2 PoIHTS”
178 PRINT® 2. THE MUMBER OH ERCH OF THE THO DICE 3 POINTS”
180 PRINT

190 PRINT®  THE WINMER 1S THE FIRST PLAVER TQ SCORE 11 POINTS. IF A
208 PRINT*TIE FESULTS, THE WIMNER IS THE FIRST PLAYER TO BREAK THE TIE."
248 PRINT @ 979, "FRESS AHY KEY TO START™

726 IF INKEYS =" THEN 226

738 DIK ACD)

248 A=

256 R(2)=8

24
]
288 23=-1
290 24=-1
76 Z5=-1
16 J1=6
20 0Ls
238 PRINT"YOU FIRST (R HE™
246 THPUT 2%

258 24=LEFT$C2S 1)




366 IF Z3="y" THEM 408

378 1F 26="H" THEN 469

188 PRINT"/// TYPE THE W(RD YOU’ OR THE WORD “HE”.°
9% GOTC 320

428 D1=RIDCED

446 IF Z1=0 THEN 438

420 71=9

437 D2=RIDC6)

44 501402

458 IF Ji=0 THEN 59¢

468 IF Z8C"M" THEM 528

478 1F Jo<o6 THEN 1126

489 PRINT

499 PRINTTHE SCORE 1S 1 %5R(2);" - YOU % A(1); CHREL™ "
588 IF RCLI=14 THEN 1921

518 IF AC2)>=11 THEN 192(

526 GOTQ 618

538 IF Z§Co"y" THEN 2658

48 IF J2C1 THEN 616

356 FRINT

568 PRINT*THE SCORE 15 YU ACL: " - ME:™A(2); CHRECE: ™ ™
578 IF ALO=41 THEN 192

588 1F A(2)>=11 THEN 192¢

598 Ji=-1

668 IF 24="v" THEM 1128

€16 PRINT @ 979, "PRESS Al ¥ KEY TO CONTINUE™
628 1F INKEY$ ="" THEN 6:8

€30 PRINT CHRS(2B)CHRE(Z: ) YOUR TURN. ®

646 Jo=1

€38 R=S-¢ INT(S/2)42)

668 PRINT"IS THE ZUM 0DD R EVEN"

679 INPUT ¢

680 RE=LEFTS(RS, 1)

698 IF R#="0" THEN 739

780 IF Rs="E" THEN 768

740 PRINT"/// TYPE THE WO “0DD” OR THE WORD “EVEN" "
726 GOTO 668

728 IF R=1 THEN 720

746 PRINT"SORRY, THE SUM [S";S; CHR$(8);" ¥
798 GOTO 468

768 IF R=0 THEN 708

778 GOTO 748

798 FRINT™YOU ARE CORRECT ®

798 A=A

268 PRINT"NOW, GUESS THE ™:

€18 INPUT G4

820 IF 612 THEH €58

828 IF G142 THEN 838

848 GOTO G7@

€50 PRINT®/// THE SUM HUS [ BE BETHEEN 2 AND 2.7
69 GOTO 606

878 IF Gi=C THEN 8@

980 PRINT"SORRY, THE SUM [S™:S; CHR$(B);" "
8¢ GOTC 480

980 PRINT*YOU ARE CORRECT *

916 AM=RAI+Z

926 PRINT™HHAT ARE THE Th J NUMBERS WHICH PRODUCEDY; S;
928 INPUT 0L 2

948 IF NAC1 THEN 998

956 TF Nz<d THEN 998

360 IF Hi%6 THEN 998

278 IF M6 THEN 998

380 GOTC 1618

990 PRINT"/¢/ THE HUMBERS MUST BE BETWEEM 1 AND 6.°
166G G076 929

1610 IF Mi=DL THER 1650

1028 IF He=Di THEN 1678

1636 PRINT"SORRY, THE WUF JERS RRE™:D4: "AND";D2; CHR$(E)" ™
1848 GOTO 485

1838 IF Nz=DZ THEW 1890

1868 GOTO 1038

1676 1F Ni=D2 THEN 1890

1688 GOTC 4030

1630 PRINT™YOU ARE CORREC ™ ™

1168 A(D=R1)+3

1116 G070 408

1126 J2=0

1438 PRINT @ 973, "PRESS F 1Y KEY TO CONTINUE™;
1148 IF DWKEYS =** THEN 1 46

1158 (LS

1166 PRINT"HY TURIL "

1178 PRINT™+kx ON THIS ROLL OF THE DICE, THE TWO NUMBERS ™
1480 PRINT"RRE®; D4 “RHD"; D2 CHR$¢E); ™ ©

1199 PRINT™ et THE GUM 157 5; CHR$CEX: ™

1208 R1=INT(2HRND(E)+1)

1216 IF 72=0 THEM 4228

1228 224

1230 IF Al=1 THEN 1268

1248 PRINT*MY GUESS IS THRT THE SUM 1S 00D.°

1238 GOl 1274

1268 PRINT™HY GUESC IS THAT THE SUM 1S EVEN."

1278 PRINT"AN T RICHT (R MRONG™

1288 INPUT D$

1296 DE=LEFT$(DS, 1)

1308 IF D§="R" THEN 1348

1318 IF D$="W" THEM 482

1326 PRINT®/// TYPE THE HORD ‘RIGHT’ OR THE HORD /MRONG”.®
1338 GOTO 1278

1348 R(=R(2)+1

4350 IF Af=1 THEN 1418

1360 BA=INT(SHRID(E)+1)

1378 IF 23-8 THEM 1358

1388 72=0

1298 B2=Bi+Bi+L

1468 GOTO 1439

1416 BI=RND(6)

1429 B2=B14BL

1438 PRINT"HY GUESS OF THE SUM IS";B2 CHR$(G)" ™

1440 PRINT"AM 1 RICHT OR WRONG®

1458 INPUT D

1468 DE=LEFT$(DS, 1)

1476 1F D$="R" THEN 151@

1468 IF De="W* THEN 400

1498 PRINT"/// TYPE THE NORD ‘RIGHT’ OR THE WORD ‘MRONG” °
1568 GOTO 1448

1516 R(2)=AC2)+2

1320 IF 82002 THEM 1560
15320 C1=1

1540 (=1

1558 GOTO 1820

4566 IF BeO3 THEN 1669
1578 ¢4=1

1588 €2=2

1598 GOTY 1828

1668 If B2O11 THEY 1646
1618 C1=5

1626 C2=¢

1626 GOTO 1828

1648 IF B20042 THEM 1688
1658 C1=6

1668 C2=6

1676 GOTO 1678

1688 IF B2D7 THEN 4758
1696 Ki=B2-1

1768 CL=INT(KI+RRD()+1)
1748 IF 24=8 THEN 1738

1988 INPUT C$
1999 C4=LEFT$(CE: 1)
2688 1F Cs="Y" THEH 249

st 2010 IF C5="H" THEN 2840

2 (2= 2628 PRINT*/7/ TYPE THE HORD ‘YES' CR THE HORD ‘O’ "
1748 GOTO 1628 o8 G070 1985
1756 K1=B2-6

2048 PRINT*SEE Y01 LATER *

1769 G=K1-1 2050 B
1778 K274 a0 PRINT
1786 (1= INTCRRIIGHDUD)  an sorurovoy uine AHOTHER GRUE™:
1738 1F 75+ THEM 1510 2268 COTO 4588
183 750
1618 C2=B2-CL

1820 PRINT*MY GUESS IS THAT THE NUMBERS ARE";CLi "AND" CZ; CHR$(®)," "

1838 PRINT™AM 1 RICHT OR WRONG"
1848 INFUT ¥

1838 DS=LEFTS(DS,

1868 IF D§="R" THEN 1966

1876 IF D4="R" THEN 460

4886 PRINT"/// TYPE THE WORD “RIGHT/ OR THE HORD ‘MRONG” *
1850 G010 1838

1900 A(2)=R24Z

1916 GOT0 488

1928 IF ACHORIITHEN 1958
1930 1F J20O6 THEN 1128

1948 GOTO 610

1830 IF ACDOACTEEN 2660

1960 PRINT

1978 PRINT"T WIN® FUOTHER GAME®:
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This program simulates the Italian
game of Bocce also called “lawn
bowls” or just "bowls.”

The instructions starting at the line
1280 explain the game.

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

It is important to remember that the
object is to get 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. [t 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.

BOCCE
COPYRIGHT 1979 (CRERTIVE COMPUTING MORRISTOMN, NJ

cls
DO YOU HEED INSTRUCTIONS? YES.

cis
IN THIS GRHE YOU ROLL 4 BALLS SUCCESSIVELY AT A TARGET
BALL (CALLED A JACK). THE OBJECT IS TO GET THE BRLLS RS CLOSE
TO THE JACK RS POSSIBLE.  THE BALLS ARE 16 CH IN DIRMETER R®
ARE HEIGHTED SO THAT THEY ROLL IN R CURVE. YOU HILL HR¥E TO
ROLL THEM AT AR ANGLE TO THE LINE FROM YOU AT COORDINATES 6,8
T0 THE JACK AT COORDINATES % ¥. 8 POSITIVE ANGLE KILL MAE
THE BRLL CURVE CLOCKHISE. R NEGATIVE ANGLE HILL HBKE IT CURVE
ANTI-CLOCKHISE.  THE JACK IS 4 (. WIDE AND WILL ROLL
STRAIGHT IF YOU HIT IT. BALLS HIT BY VOUR THROWN BALL HAY
CURVE IN EITHER DIRECTION

HINT. TRY A IHITIAL YELOCITY OF 568 AND AN RMGLE OF 40,
PRESS ANY KEY TO CONTINUE
cis
THE JACK IS LOCATED AT 2624,-24.

BAL 1
VELOCITY? 568
ANGLE? 56_
cls

BALL VELOCITY = 2 87864
JACK AT COORDINATES 2624, ~24.
BALL 1 AT COORDINATES 2434, 495 IT IS 563.662 FROM THE JRCK

VECH! OVER 16 FEET Ay
SHORT AHD TO THE RIGHT.

BALL 2
YELOCITY? 588
ANGLE? 51
cls

BALL YELOCITY = 2 67864

JACK AT COORDINATES 2624, -21.

BALL 4 AT COORDINATES 2434,-495 1T
BALL 2 AT COORDINATES 2434,-495 IT

ACK

15 583. 662 FRONM
I 662 FROM ACK

S 4
S 583,

foe St

THE
THE

YECH! OVER 16 FEET AMAV'
SHORT AHD TO THE RIGHT.

BAL 3
VELOCITY? 528
ANGLE? 68.
cis

BALL VELOCITY = 2.35858

JRCK AT COORDINATES 2624, -21.

BALL 1 AT COORDINATES 2434, 495 IT 1S 583,662 FROM THE JACK
BRLL 2 AT COORDINATES 2434, -495 IT IS 583 662 FROM THE JACK
BALL 3 AT COORDINATES 2633,-535 IT IS 567.679 FROM THE JACK

VECH! OVER 46 FEET RUAY!
LONG AND TO THE RIGHT.

BALL 4

VELOCITY? 5
RNGLE? 5.
cls

BALL YELOCITY = . 8766082

JACK AT COORDINATES 2624, ~21.

BALL 1 AT COORDINATES 2434,-453 1T IS 503. 662 FROM THE JACK
BALL 2 AT COORDINATES 2434,-495 1T IS 583.662 FROM THE JACK
BALL 3 AT COORDINATES 2633,-535 IT 1S 567.879 FROM THE JACK
BALL 4 AT COORDINATES 9,-1 IT 1S 2617. @8 FROM THE JACK

VECH! OVER 85 FEET RHAY!
SHORT AND 70 THE LEFT.
THE TOTAL DISTANCE OF RLL BALLS FROM THE JRCK IS 583. 662 (1
DON'T PLAY THIS GRIE FOR MONEY!!

CARE 10 TRY RGAIN? HO.
cls
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80S

26 PRINT @ 413, *B0CCE"

38 PRINT

48 PRINT TRB(7)"COPYRIG T 4979 CREATIVE COMPUTING HORRISTOMN, NJ”
58 PRINT & 968, "%

€9 THPUT"DO YOU HEED IN TRUCTIONS®; I$

78 Q=5

€8 DIN B!(9), BLUD, D (9), Y9, KI(9) Y9

98 IF LEFT$(I$, L="Y" HEM GOSUB 1278

108 p11=3 14158

110 511=8

128 52!

438 A1=-49.3

148 Ki(1)=INT(2838+708« ¥D(B))

158 VZC(L=INT(283-408+R D(B))

168 (LS

178 PRINT*THE JACK 1S L CATED AT™;X2(1); CHRS$(B); ™, "5 WA(1); CHR$(GX*.*°
188 PRINT

198 FOR P7=2 T0 @

280 Ji=pY

218 GOSUB 96

228 WEXT PZ

236 FOR Ji=2 10 @

248 DL!=DLDI TN

258 NEXT JZ

268 PRINT

270 PRINT®THE TOTRL DISANCE OF ALL BALLS FROM THE JACK 15%

288 PRINT Di%; "t ®

299 IF DLICZT2 THEM PR NT"MAGNIFICENT BOHLING! BHAT AN EVE!!"

388 IF DLICQ/L2 THEN 3%

318 IF D1IC2+2 THEN [ RINT®EXCELLENT, BUT COULD BE BETTER ": GOTO 378
328 IF DATQ@A2 THEN {RINT®GOOD, BUT HEEDS SOHE INPROVEMENT. ®: GOTO 378
238 IF DiICe=@A2 THEN I RINTSFRIR - YOU NEED WORE PRACTICE °: GOTO 378
348 IF DLICIO«DT 2 THEN PRINT*POOR - TRY TO BE HORE COMSISTENT. *: GOTO 378
358 IF DLIC20s@A2 THEN PRINT™YOLR GRME MEEDS LOTS OF HORK °: GOTO 378
368 PRINT*DON/T PLRY TH! > GRIE FOR HONEY!!®

IMBFR =110

388 BI(I)=8

398 BLI(T=8

488 D1(JA)=0

418 VI(J4)-8

428 X! (J7)=8

438 V106

448 XT3

458 PRIT

468 IHPUT®CARE T0 TRY A(3IN: Y%

478 PRINT

468 IF LEFTS(YS, 4)="Y"* [HEN 118

498 GOTO 1438

598 KiZ=-20

348 IF J/=1 THEN K12-8

520 ALI=R1AC0S(BI () LAsCOSCPLI/2)4B (JU))

530 A21=A!4SINGB! (J2))H LR#SINC(PL!/2)4BH(TE))

548 S31=YICIDRCOS(BI(T ))+, 85+L 2083 !

T8 S41=Y1(JHSINGB! (Ji ) )% 85+ 25E-83+2!

568 BICT=ATNCCYH(ID# TH(BE(JX))+R21 %, 85) /(Y1 (J#COS(B (I )4k !+ 85))
578 IF BLICJE@ THEN S« =54}

588 SGi=G11a52!

598 56!=521454!

€80 IF J2=1 THEN 628

616 IF fBS(SH!I-XIC1IC7 D ABS(SE!-Y!(1))<7 THEN Ki=1: GOSUB 948
628 FOR K/=2 T0 ¢

638 IF =37 R UG)=4 THEN 650

648 IF FBS(SHI-XICKAICE 3 A RBS(S6!-VZ(IAY (10 THEN 605UB 858
658 HEXT K%

€68 PRINT @ @, "BALL VELLCITY =" ¥1(JD)

678 IF VI(TAABS(A!: 65 HTHEN 738

688 V! (GA=YI O+l ()

696 51:=55!

788 S21=56!

748 G070 568

720 GOTO 588

738 TUTA=RATy+55¢

748 YA(JAATA)56¢

758 S1i=6

768 S2!=8

778 55i=9

788 56!=8

798 FOR L¥=1 T0 G

880 IF VI(LZDABS A+ 85)THEN JZ=LY: GOTC 568

816 81 (L)=0

828 YI(L)=8

938 MEXT L2

$48 GOTO 1670

838 B! (KZ)=ATH((YViiCK)-521 )/ CRUCKR)-511))

868 PRINT CHR$(7);

870 IF Ji=L THEN V!(JA)=¥'(JA)/5

888 VI(TD=RBS(YL TISING! (GBI (KD))

898 ¥ (KD=ABS(YE T 3COS(B! (JN-BIKDY

980 B! (JA)=((P1!/)4BICKA))

9168 S5!=51!

926 561=52¢

938 IF Ki=t THEN VI(CD=5«1(KD

948 IF Ji=1 THEN VI(JD=SWI(TD

958 RETURN

968 PRINTBALL™; (i2-1)

978 PRINT" ot

988 INPUTVELOCITV": V! (J)

998 YI(JR)=RBS(VI L))

1666 IF ¥!1(J)>1860 THEN PRINT®VELOCITY T0O HIGH *: GOTO 988

1816 NPUT"ANGLE"; 341 CJ0)

1628 (LS

1038 IF ABS(BA!(Ji))>89 THEN PRINT"ANGLE TOO BIG °: GOTO 568

1048 PRINT

1658 BI(JZ)=ABS(B (JU)PL!1/488)

1068 GOTO 568

1078 PRINT"JACK AV COORDINATES™ Xi(1); CHR$(8): ", ";i¥u(d); CHR$(8);™.*
4686 FOR (=2 T0 P2

16899 Di=( SEROYZCL-YARINI 2+ QU-RAGENI20)-7

1168 DIGEH=D!

1446 IF DICO THEN DIGHD=8

1429 PRINT®BALL®: (7-4); AT COORDINATES; WLCHID: CHR$(B); ™, " i ()
1430 PRINT IT IS%; DiCKY); *FRON THE JACK®

1148 NEXT

1458 PRINT

1468 IF DICPA)C10 THEN PRINT TRB(1S); "EXCELLENT SHOT! °;: GOTO 1240
1476 IF D!(PZ)(20 THEN PRINT TRAB(15); "GO0D SHOOTING! *;: GOTO 4218
1188 IF DI(PZ)(30 THEN PRINT TAB(LS); "NICE TRY !*; - GOTO 418

1498 IF DI(PZ))560 THEN PRINT TRBCS); “YECH! OVER®; INT(D!(PZ)/38. 48);
1268 IF DI(PA)O560 THEN PRINT®FEET finy!®

1248 TF XAPZNCLITHEN PRINTPLONG RRD ™5

1228 IF K(PLYCUCITHEN PRINT™SHORT AID %

1238 TF YZPZIVZCLITHEN PRINTTO THE LEFT.®

1248 IF YZCPR)CYEOTHEN PRINT®TO THE RIGHT. *

1258 PRINT

1268 RETURN

128 0US

1288 PRINT®IN THIS GRHE YOU ROLL®; /-4 "BALLS SUCCESSIVELY AT R TRRGET®
4298 PRINT"BALL (CALLED R JACK). THE OBJECT IS 70 GET THE BALLS RS CLOSE®
1300 PRINT*TO THE JACK A5 POSSIBLE.  THE BALLS ARE 18 O IM DIAMETER RD*
4318 PRINT"ARE WEIGHTED SO THAT THEY ROLL IN A CURVE YOU HILL HAVE T0°
1328 PRINT'ROLL THZM AT AN ANGLE 70 THE LINE FROH YOU AT COORDIKATES 6,6”
1338 PRINT*T0 THE JACK AT COORDINATES X.Y. A POSITIVE ANGLE HILL HAKE®
4348 PRINT"THE BALL CURVE CLOCKMISE. R MEGATIVE AMGLE HILL MAKE 1T CURVE®
1358 PRINT®ANTI-CLOCKHISE.  THE JRCK IS 4 CH HIDE AND MILL ROLL®
1368 PRINT"STRAIGHT IF YOU HIT IT. BALLS HIT BY YOUR THROWN BALL MAY"
4378 PRINT"CURVE IH EITHER DIRECTION *

1389 PRINT

1398 PRINTTHINT. “RY AN INITIAL VELOCITY OF 580 AND AN PNGLE OF 16"
1468 PRINT @ 979, 'PRESS RHY KEY TO CONTIMES:

1418 IF IKEVS =" THEN 1418

1428 RETURN

1438 END
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A Bogais a bogus animal or mythical
beast in the Hurkle family. Like a
Hurkle, the Boga hides on a grid with
dimensions up to16 by 16. It sends out
clues that tell you which direction to
move from where you are to where it is.
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.

BOGR II
COPYRIGHT 4979 CREATIVE CONMPUTING HORRISTOWN, NJ

cls

DO YOU NEED INSTRUCTIONS? YES.
cls

THE BOGR IS HIDING ON R GRID (YOU SPECIFY THE LENGTH
AND WIDTH). TRY TO GUESS HIS POSITION USING THE HINTS
I GIVE YOU. ERCH GUESS IS TRO NUMBERS SEPRRATED BY
A COMMA.  PLEASE KEEP IN MIND THAT THE BOGR 1S ALSO
SEARCHING FOR You!t!t
HOW BIG SHOULD THE GRID BE (12 MAXIMUM)? 6.

cis

1
81234567898
ok kk kK Kk k% k%
¥k kk kb kK £ ¥k
LEREEEEEEEES
LEE R EEENEEEX]
[ B R E R R SRR J—-— THE GRID
kb ok k£ Kk k% % &
AR R EEREEEER]
LR R EE SRR S
FEEE KKK R R XK
k¥ kk kb ok ok k k%
LR R R EEE NN R

cis

WW o NN SR ®

e

CHOOSE YOUR POSITION? 4,7
THE BOGR PICKS HIS POSITION!
QESS #4777,

cls

YOU GUESSED 7, 7.

HE’S MORE TO THE HEST.
THE BOGR GUESSES 5+ §.

GUESS # 27 7.5
cis

YU GUESSED 7 , 5.

HE’S MORE TO THE WEST.
THE BOGR GUESSES 4 . 7.

THE BOGR GUESSED YOUR POSITION IN 2 GUESS(ES)!
THEBIGR KRS AT 7. 4.

DO YOU WANT TO PLAY AGRIN? YES
HOH BIG SHOULD THE GRID BE (12 MAXIMAD? 5.

cls

812345
tEERLE
IEEEEE)
ISR
I EEER R J-— THE GRID
KEE K KR
Xk kKK R

B P e

cls
CHOOSE YOUR POSITION? 2,4

THE BOGR PICKS HIS POSITION!
GESS #1 75,50

cls

¥0U GUESSED 5 - S.

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

GUESS 82722,
cls

YOU GUESSED 2 . 3.

HE’S HORE T0 THE HEST.

THE BOGR GUESSES 2 . 4.

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

DO YOU WANT TO PLAY AGRIN? NO_
cls
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18 CLS: FRINT@413, "BOGR 11"

20 PRINT: PRINT TRB(Y) "(OPYRIGHT 4979 CREATIVE COMPUTING HORRISTOMN, WJ*
39 CLERR 388: PRINT@968, °": . INPUT DO YOU REED INSTRUCTIONS®; I$

48 IF LEFT$CI$, 1O THEN CLS: GOTO 128
59 (LS. PRINTE29, "BOGR I": PRINT

68 PRINT * THE BOGA IS LIDING ON A GRID (Y0U SPECIFY THE LENGTH"
78 PRINT "RND WIDTH). TV TO GUESS HIS POSITION USING THE HINTS®

8 PRINT I GIVE VOU. EfCH GUESS 1S THO MRBERS SEPARATED BY"
9 PRINT "R COMMR. PLERCE KEEP IN MIND THAT THE BOGH IS ALSO
108 PRINT "SERRCHING FOR y0u!1:®

148 PRINT: PRINT

120 U=9

136 K=t

148 F=4

158 INPUT "HOM BIG SHOULI THE GRID BE (12 MAXIHUM)®;G

168 IF 612 OR G<L THEN [RINT: GOTO 450
178 5<G

189 REM: PRINTS THE GRID

198 1S

209 As=""

20 IF GCLB THEN 278

220 FOR %=18 T0 G

230 K=INT(R/10)

248 AS=RE+CHRE(KL+48)+"

258 NEXT X

268 PRINT TRB(25): A

270 R¥="

288 FOR %=8 10 6

298 X=X~ INT(R/10)+10

260 AS=RECHRECU 8

319 HEXT X

308 PRINT TRB(S); A

33 A"

248 FOR %0 T0 6

358 Af=ALsT *

368 HEXT %

378 FOR %<0 T0 6

369 PRINT USING “(4% % : PRINTTRB(S); fis
399 NEXT X

498 PRINTRINT(X/2+1)%64% 62410, CHR$(93); "
418 FOR TI=1 70 2588: NE T: LS

428 L

438 INPUT *CHOOSE YOUR PYSITION XL ¥
449 TF S1DG OR %148 OR ¥: 3G OR Y4<8 THEN PRINT: GOTO 438
456 PRINT *THE BOGA PICK: HIS POSITION!®

468 X2=INT(RID(B)+G)

478 V2= INT(RD(8)+6)

488 PRINT "GUESS 4°K:

498 INPUT X3, ¥3: CLS

580 IF X6 OR X3¢B OR V.56 OR Y¥3<O THEN PRINT: GOTO 489
548 K=K+

528 F=F41

530 IF K=18 THEN 1639

548 IF ABSCY3-K2)-ABS(YS Y2)=0 THEN 1668

558 PRINT *YOU GUESSED¥X °, *¥3; CHR$(8); ™. *

568 PRINT

578 PRINT *HE‘S MORE 70 HE %

THE GRID*;

569 IF X2=X3 THEN €23

598 IF XK THEN €28

688 PRINT "NORTH;

616 G070 638

6268 PRINT "SOUTH";

638 IF v2=¥3 THEM €38

648 IF Y2O¥3 THEN €78

650 PRINT "HEST®:

668 GOTO 698

678 PRINT "EAST":

680 REM: LINES 788-976 R\D 1116-1158=BOGRS GUESSING FORMULA
698 PRINT® *: IF W= THEN 726

768 X4=INT(. 545)

748 Y4=INT(. 5%5)

728 PRINT “THE BOGH GUESSES®X4". "¥4; CHR$(8); " *
730 U=+t

748 PRINT **

759 G=ABS(YL-V4)HES(XI-K4)

768 1F 0=8 THEN 97¢

778 H=8

7688 IF Y4=Yi THEN €70

790 R=1

809 IF ABS(Y4-Y1)(: THEN 628

818 GOSUB 1120

828 IF v4(YL THEN 630

§38 V4=INT(RBS(Y4-11))

848 GOTO 878

859 Ya=INTCRBS(Y4HD)

858 IF Y46 THEN 1098

878 IF Xd=X1 THEN 468

888 A=

899 IF RBS(R4-X1)C! THEN 918

580 GOSUB 1426

910 IF X4<X1 THEN 48

920 Rd=INT(ABS(¥4-1))

930 GOTH 968

948 R4=INTCABSCX4+1D))

958 IF X4>G THEN 1:18

968 GOTO 488

978 PRINT "THE BOGR GUESSED YOUR POSITION IN"UPGUESS(ES)!"
988 PRINT

998 GOT0 1648

1898 PRINT "YOU GUESSED THE BOGR’S POSEION IN*FGUESS(ES)!™
1018 PRINT

1828 GOTG 1648

1838 PRINT °YOU USED UP ALL OF YOUR GUESSES. *
4840 PRINT "THE BOGA RAS AT*A2", "Y2; CHR$(E); " *
16858 PRINT

4068 INPUT *DO YOU UANT 70 PLRY RGAIN" 0%
1078 IF LEFT$(Q$, 1:="Y" THEN 120

1688 GOTO 1440

1098 V4= 56

1168 GOTQ &7

1116 %d= 54§

1128 A=2

1138 RETURN

1148 END
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Bombrun

Bomb Run is an extremely accu-
rate simulation of an aircraft drop-
ping 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
extremely difficult to achieve. A hit
within 300 feet of the target is
considered “threatening” while hits
outside of that range may be consid-
ered a negative commentary on your
knowledge of physics.

This program was originally writ-
ten by Jim Prelesnik.

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

BOMB RUN
COPYRIGHT 1973 CREARTIVE COMPUTING MORRISTOWN, NJ

cls
DO YOU NEED INSTRUCTIONS? Y.

cls

YOU HAVE THE OPTION OF MAKING FOUR PASSES OVER THE TARGET
HITH THE ABILITY TO DROP A BOMB ONCE DURING ERCH OF
THESE PASSES.  ALTITUDE CHANGES MAYBE MADE THROUGH THE
‘CLINB/DIYE” COMMAND BY PRINTING ‘CLIMB/ OR ‘DIVE‘, FOL-
LOWED BY A COMMA AND THE DESIRED ANGLE (IN DEGREES). NEW
YELOCITIES (RANGING FROM 308 TO 908 FEET PER SECOND) MAY
BE INPUT AFTER THE “AIRSPEED’ QUESTION MARK,  ‘CLIMB/DIVE“
AHGLES, VARVING FROM @ TO 15 DEGREES, WILL ADD AS SPEC-
IFIED BY /CLIMB” OR ‘DIVE‘ COMMANDS TO YIELD A NET INCLIN-
ATION/DECLINATION ANGLE BETWEEN & TO 6@ DEGREES, CLIMBING
OR DIVING. A MINIMUM ALTITUDE OF 18@ FEET MUST ALSO BF
MAINTRINED. WILLFULLY EXCEEDING ANY OF THE MAX. /MIN. SPECS
HILL RESULT IN THE CRASH OF YOUR BOMBER. ALSO, A BOMB

PRESS ANY KEY TO CONTINUE ’

cls

COMMAND OF ‘DROP DURING A DIVE WILL GIVE YOUR BOMB AN
INITIAL DOMNMARD VELOCITY, SHORTENING THE DROP TIME, AS A
'CLIMBY COMMAND WILL LENGTHEN THIS TIME. THE BOMB WILL BE
LAUNCHED IMMEDIATELY FOLLOWING THE MOST RECENT ‘STATS‘ READ-
QUT UPON ‘DROP‘ COMMAND. AND WILL BE HELD FOR FURTHER
POSITIONING INFORMATION UPON THE COMMAND “STAND BY/.
TARGET 1S 1 FOOT IN DIAMETER. GOOD LUCK!

PRESS ANY KEY TO CONTINUE

THE

cls
ELAPSED TIME..... @ SECONDS VELOCITY....... 746. 839 FT/SEC
PRESENT ANGLE. . ... LEVEL 8 DEG ALTITUDE. . ... . 118 821 FEET
RESULTANT ANGLE.. @ DEG LEVEL DISTANCE FROM SITE.. 450@ FEET
ETA.. . ........ ... 6. 8249 SEC
BOMB COMMAND? STAND Bv_‘

cis

19

cls
ELAPSED TIME . .. @ SECONDS VELOCITY... .. .. 746 888 FT/SEC
PRESENT ANGLE,....LEVEL @ DEG ALTITUDE ... ... 118, 821 FEET
RESULTANT ANGLE.. 6 DEG LEVEL DISTANCE FROM SITE . 4500 FEET
ETR. ... 6. 8249 SEC
HRINTRIN RESULTANT ANGLE? YES_ STANDING BY.

cis
ELAPSED TIME. ... @ SECONDS VELOCITY. ... .. 746. 899 FT/SEC
PRESENT ANGLE. . .. LEVEL @ DEG ALTITUDE........ 118, 821 FEET
RESULTANT RNGLE.. @ DEG LEVEL DISTANCE FROM SITE. . 4580 FEET
BT 6. 6249 SEC
RIRSPEED? 800_

cis
ELAPSED TIME...... 4 SECOND VELOCITY.... ... 860, 880 FT/SEC
PRESENT ANGLE. ... LEVEL @ DEG ALTITUDE........ 118, 824 FEET
RESULTANT ANGLE... © DEG LEVEL DISTANCE FROM SITE.. 3700 FEET
ETA............. 4.6258 SEC

BOMB COMMAND? STAND BY.

cls
ELAPSED TIME ... 4 SECOND VELOCITY.. ..... 860, 008 FT/SEC
PRESENT ANGLE..... LEVEL @ DEG ALTITUDE......... 118. 821 FEET
RESULTANT ANGLE.. © DEG LEVEL DISTANCE FROM SITE... 37@@ FEET
ETA ... 4. 6258 SEC

MAINTARIN RESULTANT ANGLE? NO.  STANDING BY.

cls
ELAPSED TINE..... 4 SECOND VELOCITY....... 0@ @88 FT/SEC
PRESENT ANGLE.. ... LEVEL ® DEG ALTITUDE........ 118. 821 FEET
RESULTANT ANGLE. .. @ DEG LEVEL DISTANCE FROM SITE... 37@@ FEET
ETA............. 4. 6256 SEC

‘CLINB/DIVE” COMMAND? CLIMB, 18

ELAPSED TIME. ... .. 1 SECOND VELOCITY........ 860, 860 FT/SEC
PRESENT ANGLE. . ... LEVEL 8 DEG ALTITUDE........ 118,821 FEET

RESULTANT ANGLE.. © DEG LEVEL DISTANCE FROM SITE... 27@8 FEET
ETA. ... ... 4. 6238 SEC
RIRSPEED? 686_

cis
ELAPSED TIME ... 2 SECONDS VELOCITY. . ... 6BA 668 FT/SEC
PRESENT ANGLE..... CLIMB 18 DEG ALTITUDE........ 223. 889 FEET

RESULTANT ANGLE 4@ DEG CLIMBING DISTANCE FROM SITE.. 3109 FEET

5. 2618 SEC

BOMB COMMAND? DROP..
cls

2 SECONDS VELOCITY....... €06, @88 FT/5EC
PRESENT ANGLE.... CLIMB 1@ DEG ALTITUDE........ 223. @09 FEET
RESULTANT ANGLE 1@ DEG CLIMBING DISTANCE FROM SITE.. 3169 FEET
ETA.............. 5. 2618 SEC

BOMB DROPPED.

TIME TO EXPLOSION . 8 16732 SECONDS

cis




/

Later In
the game

ELAPSED TIME.. .. 660. 688 FT/SEC
PRESENT ANGLE.... C.IMB 1@ DEG ALTITUDE........ 223. 089 FEET
RESULTANT ANGLE 18 {EG CLIMBING DISTANCE FROM SITE... 3189 FEET
5. 2618 SEC

THE BOMB LANDED 174 83 FEET BEYOND THE TARGET’S CENTER.
¥OU HAVE THUS FAR CMPLETED 1 RUN. WOULD YOU LIKE TO
MAKE ANOTHER PASS? .I-

DURING YOUR 1-PRSS 30MBRUN, YOU FRILED TO EVEN

THREATEN THE TARGET WITH A HIT. BETTER LUCK NEXT TIME.

LOOK QVER THE PHYSI:S LANS GOVERNING FALLING BODIES,
fND RETURN TO PLAY IGRIN SOON.

— cis

48 (LS. CLEAR S68: CR$=TRINGS(S, 148)+CHRE(143)
28 F4=" §3h. 097

39 PRINTE412, °BONB R'

48 PRINT: PRINT TRB(7) 'COPYRIGHT 1979 CREATIVE COMPUTING HORRISTORN. NI®
5@ PRINTG96G, ™% INPLT "DO YOU NEED INSTRUCTIONS";1¢

€0 ¥5=1686

78 IF LEFT$CI$,4)=°Y" 7EN 88 ELSE GOTO 338

€8 CLS: PRINT TAB(28); ‘BOMB RUN®- PRINT

99 PRINT "YOU HAYE THE JPTION OF MAKING FOUR PRSSES OVER THE TARGET®
166 PRINT "WITH THE RBI.ITY T0 DROP R BOMB ONCE DURING ERCH OF"

146 PRINT “THESE PASSE‘. ALTITUDE CHANGES MAY BE MADE THROUGH THE®
126 PRINT "/CLINB/DIVE: COMMAND BY PRINTING ‘CLIMB‘ OR “DIVE',FOL-*
178 PRINT “LOWED BY R (WA RND THE DESIRED AMGLE (IN DEGREES). NEW'
148 PRINT "YELOCITIES + RANGING FROM 200 TO 963 FEET PER SECOND) MAY®
158 PRINT "BE INPUT RFYIR THE ‘RIRSPEED’ GUESTION MWRRK  CLIMB/DIVE™®
168 PRINT "RHGLES, VAR ING FROM @ TO 45 DEGREES, WILL ADD RS SPEC-"
178 PRINT *IFIED BY /CI IMB/ R ‘DIVE’ COMMANDS TO VIELD R HET INCLIN-®
186 PRINT "RTION/DECLI ATION RHGLE BETHEEN @ TO 68 DEGREES, CLIMBING”
19 PRINT "R DIVING. R MINIMUM ALTITUDE OF 108 FEET MUST ALSO BE"
268 PRINT "HAINTRINED. WILLFULLY EXCEEDING RNY OF THE HAX /MIN. SPECS®
24@ PRINT "HILL RESILT IN THE CRASH OF YOUR BOMBER ALSO, R BOMB"

220 PRINTBS79, “PRESS | NY KEY TO CONTINUE™:

230 IF INKEY$="" THEN . 38 ELSE PRINT €128, CHR$G3L);

248 PRINT “COMMAND OF DROP‘ DURING A DIVE HILL GIVE YOUR BOIMB AN"

258 PRINT *INITIAL DO HARD VELGCITY, SHORTEMING THE DROP TIME. RS R"
268 PRINT "/CLIHB/ COM AND WILL LENGTHEN THIS TIME.  THE BOHB WILL BE"
278 PRINT "LAUNCHED 1% EDIRTELY FOLLOWING THE MOST RECENT “STATS’ RERD-*
280 PRINT “0UT UPDN /DI OP/ COMMAND, AND HILL BE HELD FOR FURTHER®

298 PRINT "POSITIONING INFORMATION UPON THE COMMAND ‘STAND BY’  THE®
368 PRINT "TRRGET 1S 4 FOOT IN DIAHETER. GOOD LUCK!": PRINT: PRINT
240 PRINTE979, °PRESS : HY KEY TO CONTINUE™:

228 IF THKEY$="" THEM 28 ELSE OLS

239 (L5 Zi=16e8

340 Z2=1600

358 Z3=1088

360 24=1660

370 PRINTB448, STRINGE 64,476): PRINTG448, CHR$(188); CHR$(191)i (HR$(1€8)i
288 ReRtl

198 Hi=8

468 X2=08

416 3-8

420 w4=8

438 T=3

448 R1=0

450 =0

468 Y1=RND(®)

478 ¥=ixl6e0

488 IF Y308 OR V2900 THEN 468

498 Y1=RND(O)

508 Y=¥i¥380

518 1F v(168 THEN498

328 ¥=4500

538 E=¥/Y

548 GUTO 1348

558 Hi=8

360 He=6

578 W3-8

580 4=

599 PRINTES2, "B(iB COMMAND™: CHR$(31);

608 INPUT C$

616 1F LEFT$(CS, 1)="5" THEN 626 ELSE IF LEFT$(C$, 1)="D" THEN 1629

620 PRINTESE4, "STANDING BY. ™

638 GOTO 678

648 R=R-AL

€58 T=1-1

668 GOTO 769

678 PRINTEB32, “MAINTAIN RESULTRNT RNGLE™:

680 INPUT PS¢

698 IF LEFT$(PS, )="N" THEN 788 ELSE IF LEFTS$(P$, 1)="y" THEN 1658

788 PRINTESZ2, "/TLIMB/DIVE’ COMMAND"; CHR$(3L)

716 INPUT RS, AL

720 1F RiC8 THEN 759

728 IF RIS THEN 790

748 GOTG 858

758 PRINTGS32, “RUGLE INPUT WUST BE POSITVE. IF NECESSARY, CHANGE THE"
768 PRINT /DIVE’ COMMAND TO /CLIMB’, (R VICE VERSR *

778 FOR I=1 TO 2023: NEXT: PRINT@GZ2, CHR$(3D)

788 GOTG 769

798 Wi=Hi+]

868 IF Wi=2 THEN 2218

$16 PRINTES32, "YOUR BOMBER CANNOT TOLERATE THE STRESS CRUSED BY RNGLE®
§29 PRINT "INPUTS EXCEEDING 15 DEGREES. RECOMSIDER YOUR CHOICE *

838 FOR I=1 TO 2€08: NEXT: PRINT@G32, CHR$(3L)

848 GOTO 788

850 IF LEFT$(RS: 1)="C" THEN 870

868 Al=-fl

878 A=fRL

889 IF AC-68 THEM 316

836 IF A>60 THEN 558

98 GOTO 1860

918 Hz=H2+d

920 IF W2=2 THEN 2258

939 PRINTES32, *YUUR PRESENT /DIVE’ COMAAND WILL EXCEED THE MAXIMWM RE-*
948 PRINT "SULTANT DIVE ANGLE OF 60 DEGREES, CRUSIMG AN IRREVERSIBLE®
958 PRINT °NOSEDIVE. RECONSIDER YOUR CHOICE *:

960 FOR I=1 TO 2938: NEXT: PRINT@832, CHR$(3L)

978 GOTO 640

98¢ 130+

999 IF 13=2 THEN 2290

1685 PRINTEB32, "VOUR PRESENT ‘CLIMB’ COMMAND WILL EXCEED THE MAXIIUM RE-*
1610 PRINT "SULTINT CLIMB ANGLE OF 68 DEGREES, CAUSING YOUR ENGINES®
1620 PRINT "TO FAIL RND YOUR PLANE TO CRASH. RECONSIDER YOUR CHOICE®;
1636 FOR =1 T0 2509: NEXT: PRINT@S32, CHR$(3D)

1046 GUTO 640

1650 REH

1869 PRINT@S32, "RIRSPEED™ CHR$(ZL);

1678 HPUT ¥

1688 IF )98 THN 1148

1098 1F v(388 THN 4456

1168 GO0 1210

1110 PRINTBE3Z, “YOUR BOMBER ISN‘T CAPRBLE OF ATTAINING THAT VELOCITY.®
1128 PRIMT "INPUT AN AIRSPEED LESS THAM 988 FEET PER SECOMD. ™

1130 FOR I=1 70 2060: NEXT: PRINTEB32, CHR$(3L

1148 GOTO @60

1459 Hd=id+l

1169 1F W4=2 THEN 2330

1178 PRINTES32, “IF YOUR VELOCITY ISN’T INCRERSED IMMEDIRTELY, YOUR BOMBER®
1488 PRINT "WILL FALL 70 EARTH AND BE DESTROVED. ™

14498 FOR 1=1 TO 2B8G: NEXT: PRINTEE32, CHR$(3D

1289 GOTO 1668

1218 1=T+

1229 B=R#3. 14459/188

1228 Y=Y+HSINCE:

1248 1IF Y2108 THEN 1218

1258 W3=HOo+L

1260 1F W5=2 THEN 2378

1278 PRINTEEZ2, “IF YOUR ALTITUTE ISN’T INCREASED IMFEDIATELY TO A HIN-"
1788 PRINT "I OF 160 FEET, R CRASH IS LMMINENT. ™

1298 FOR I=1 70 288@: NEXT: PRINTEEI2, CHR$GD)

1308 GOTO 648

1310 X=K-¥#C05CE)

1328 IF ¥(=8 THEN 2420

1330 E=X/(W0S(E))

1349 1F NOT(T=1: THEN 1378
1358 PRINTGSL2, “ELAPSED TIME.......
1368 G070 4388

20



137 PRINT@S42, "5 PRINT USING "ELAPSED TIME ..... #48 SECONDS™: T
1388 IF NOTCRI=8) THEM 1418

1398 PRINTES?76, "PRESENT ANGLE.....LEVEL @ DEG"

1488 GOTO 1458

1418 IF R$="CLIMB™ THEN 1448

1478 PRINT@S76, ""i: PRINT USING "PRESENT RNGLE...... DIVE #4 DEG™:-A1
1433 GOTO 1458

1448 PRINTES76, ""; - PRINT USING °PRESENT ANGLE ... CLIMB #4 DEG™; Rt
1458 IF &0 THEN 1498

1460 IF A8 THEN 1510

1478 PRINTE648, "RESULTANT ANGLE... @ DEG LEVEL"

1488 GOTO 1528

1498 PRINT@640, “":: PRINT USING "RESULTANT RNGLE . #3 DEG DIVING"; -ft
1588 GOTO 1520

1516 PRINT@648, " PRINT USING "RESULTANT ANGLE ## DEG CLIMBING":R
1528 PRINT@S44, * : PRINT USING "VELOCITY........ B54. #88 FT/SECT VS
1538 PRINTGGBB, "' PRINT USING “ALTITUBE......... HREE. 8 FEETS %
1548 PRINT@E72, "*; - PRINT USING "DISTRNCE FROM SITE... 488 FEETS X%
1556 PRINTBO0, STRING$(E, 32);

1568 XZ=INT(7-INT(Y/188) %64+ INTCX/188)+1: IF ¥%<@ THEN 1568

1578 PRINTEKX, CR%:;  00=KX: GOTO 1668

1388 PRINTLS, "YOUR AIRCRAFT 15 OFF GUR RRDAR™: FOR Tl=1 T0 1560: NEXT
1598 PRINTES, CHR$(3®)

1668 PRINTG784, “";  PRINT USING "ETR............... #4889 SECHE
1616 PRINT

1628 GOTO 538

1638 PRINTES32, “BOMB DROPPED. ;s CHR$(31)

1648 T3=(SERCCYASINGE) L 2464, 4xV)HSINGB))/32. 2

1638 PRINT “TINE 7O EXPLOSION... ™ T3; "SECONDS"- Xd=X

1668 ¥=X-HC0S(B)+T3

1678 X=INT(X+160)/100

1688 ON ERROR GOTO 4738: 1F XSIABS(KS) THEN XS=ABS(¥S): OR=4

1690 FOR TI=8 T0 T3 STEP . 3: AL=((32 2ATI-VSINEN 2-(WSING N 2)/64. 4
1788 DI=R4-¥+COSBX*TI: AL=INTCAL/A8): AL=AL/18: DI=INT(D1/109)

1718 AL=Y-AL*188: AL=AL/168: RESET(1+0D#2, 24-0R%3): SET(14D1%2, 24-RL#3)
1726 0D=D1: OR=AL. NEXT: IF DI8 OR OACG THEN 1798 ELSE 1748

1738 RESUE 1720

1748 OD=DI¥2+1: OR=24-AL¥3: SETCOD, 0R-1): SET(OD+L 0R-1)

1798 SET(OD+L, 0R): SETCOD, 0R-2): SETC00+2,0A-2)

1760 SETCOD+2,0R): SETCOD, OR): FOR XS=1 TO 48: NEXT

1776 RESET(OD 0A-L1): RESETCOD+L, 0R~1): RESET(OD+1, 0A): RESET(OD, 0A-2)
1788 RESET(OD+2, 0R-2): RESET(0D+2, 0R): RESET(ED, OR)

1798 IF X(-.5 THEN 1838

1860 IF X>.5 THEN 1858

1818 PRINTEB32, “CONGRATULATIONS, YOU SCORED A PERFECT HIT.®

1828 GOTO 2150

1838 PRINTE832, "THE BOMB LANDED":-¥; "FEET BEYOND THE TARGET’S CENTER "
1849 GOTO 1868

1858 PRINTEB32, "THE BOMB LRNDED®; X "FEET IN FRONT OF THE TARGET”S CENTER *

1868 IF R=1 THEN 4998

1878 IF R=2 THEN 1928

1888 IF R=3 THEN 1948

1898 IF R=4 THEN 1969

1989 Z4=ABS(X)

1910 GOTO 2490

1926 Z2-ABS(X)

1938 GOTO 2588

194 Z3AE5()

1958 60TG 2578

1968 Z4=RBSC0)

1578 Z4=21004) :22=748(2) : 23-740(2) : 24=246.(4)
1988 FOR [=1 T0 4588: HEXT

1998 FOR M=t 10 4

2668 FOR Mi= 4 70 1 STEP-4

2018 IF Z4B(HIABGH) THEN Z40CH)=L5
2626 IF H=Mi AND M=1 THEN 26840

2630 MEXT M4

2648 NEXT 1
2858 PRINT
2868 1F ¥3{= 366 THER 2128

2678 (LS. PRINT "DURING YOUR"; R; CHR$(8); °"-PASS BOMERUN, YOU FRILED TO EVEN®

2080 PRINT "THREATEN THE TARGET WITH A HIT. BETTER LUCK NEXT TIME."
2698 IF LEFT$CRS, 1)="H" THEN 2678

2188 GOTO 2460

2140 GOTO 2698

2128 CLS: PRINT “DURING YOUR™;Ri CHR$(8); "-PASS BOMBRUL, YOU MANRGED TO STRIKE®

2138 PRINT "HITHIN® X5 "FEET OF THE TARGET. ™

2148 PRINT

2158 IF R$="NO" THEN 2678

2160 PRINT "HOULD YOU LIKE TO RELORD AND PLRY AGRIN®

2478 THPUT R¢

2186 TF LEFT#(A$, 1)="y" THEN 2498 ELSE GOTO 2678

2196 R=0

2289 G010 338

2216 CLS: PRINT "Y0U TORE THE HINGS OFF OF YOUR BOMBER BY EXCEEDING THE®
2226 PRINT "HAXIMUN ANGLE INPUT OF 135 DEGREES. MEXT TIME TRKE MY RDVICE ®
2236 B4

2248 GUTO 1978

2259 (LS: PRINT "THE STEEP DIVE ANGLE DESIRED CAUSED RN IRREVERISIBLE NOSE-"

2268 PRINT "DIVE, RESULTING 1N THE DESTRUCTION OF YOUR BOWBER *
2270 het

2268 GOTO 1579

2298 CLS: PRINT “THE ENGINES OF YOUR BOMEER FAILED MHILE CLIMBING THE®
2380 PRINT "STEEP ANGLE INPUT DURING YOUR FHGLE COMMRRD OPPORTUNITY. "
2346 =1

2378 6T 1578

2328 (LS: PRINT "THE VELCITY OF YOUR BOHBER RS INSUFFICIENT T0 SUPRORT®
2340 FRINT °ITS UEIGHT, AND CONSEGUENTLY IT CRASHED. *

2356 et

2360 6010 1978

2378 CLS: PRINT "VOIR BOWBER FAILED TO HAINTAIN THE LOW ALTITUTE VO DE-*
2380 PRINT "SIRED AND SOON CRASHED. *

2398 PRINT "BETTER LUCK EXT TIFE. ®

2488 Het

2418 GOTO 1578

2428 (LS: PRINT "YOUR BOMBER JUST PASSED UP THE TRRGET, AND NEEDLESS T0*
2439 PRINT "SAY, YOU NO LONGER THRERTEN 175 EXISTRHCE. *

2448 PRINT

2456 IF R=2 THEN 2580

2468 IF R=3 THEN 25280

2470 1F R=4 THEN 1978

2488 05="SECOND"

2498 GOTO 2530

2508 04="THIRD"

2518 600 2538

2526 Q§="FOURTH BHD FINRL"

2538 IF RO1 THEN 2578

2540 PRINT *VOU HAVE THUS FAR COMPLETED 1 RUN. WOULD YOU LIKE T0*

2550 PRINT "MAKE RHOTHER PRSS

2568 GOTO 2590

2570 FRINT *YOU HAVE THUS FAR CORPLETED": R "RUNS. HOULD Y0U LIKE TO *
2508 PRINT "HRKE RHOTHER PRSS™:

%590 INPUT RS

2600 IF LEFTS(RS, 4)="y" THEN 2610 ELSE IF LEFTS(RE, 1)="N" THEN 1970
210 (L5

2626 FRINT "YOUR PLANE RS CIRCLED, RHD IS NOW IN POSITION TO HAKE®
2630 FRINT *ITS *; 08; * PRSS. *: PRINT

2640 PRINT "ENTER “RETURN’ WHEH YU ARE RERDY. *:

238 IF THCEVS="" THEN 2650

2668 015 GOTO 376

2678 PRINT: PRINT "LOOK OVER THE PHYSICS LAHS GOVERNING FRLLING BODIES, ®
2668 PRINT "AHD RETURH TO PLAY AGRIN SOCH.°

258 £
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ge-i

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

BRIDGE IT
COPYRIGHT : 979 CREATIVE COMPUTING MORRISTOWN, NJ
— Cl8
DO Y0U NEED INSTRICTIONS? VES.
— cls

THE OBJECT OF "HIS GAME IS FOR YOU TO GO FROM THE LEFT
COLUMN TO THE RIGIT COLUMN BY CONNECTING THE 0°S. THE
COMPUTER MUST GO | ROM THE TOP TO THE BOTTOM BY CONNECTING
THE #°S.

YOU MAKE YOUR | OVES BY TYPING IN THE COORDINATES <X, ¥) OR
(COLUMN, ROWD OF “HE 707 YOU WISH TO MOVE FROM AFTER THE
CONPUTER TYPES:

YOUR MOVE FROIT
AND BY TYPING IN “HE COORDINATES OF THE /07 YOU WISH TO MOVE
10 AFTER THE COMPLTER TYPES:

T0?

PRESS ANY KEY TO CONTINUE
—— Cis
YOU CAN MOVE EITHER VERTICALLY OR HORIZONTALLY, BUT NOT
DIAGONALLY. YOU (ANNOT MOVE VERTICALLY IN EITHER THE FIRST
COLUMN OR THE THII TEENTH COLUMM. THE COMPUTER WILL MOVE FIRST.

NOTE. ALL MOVES M ST BE ENTERED IN AS A TWO DIGIT NUMBER
SUCH AS:
82,84 (FOR 2,4 ETC.»
PRESS ANY KEY TQ CONTINUE
— Cig
123 485 6 7 8 31811 1213
X X % X X
3 0 0 Q g 0
X X X X X
g [} q y 0 1] 0
X % 8 % 4 %

P b
[ag X
©
x X

% ¥ X X X %

X X X X X X
a.. 3 Y 0 a [ 0
X X b X X X
0 3 o] 0 a 0 o]
® X ® % X X
YOUR MOVE FROM ---> 04,84 TG ---> 63,84
1 MOVE FROM 2,1 TC 2,2
—cls
1 224 5 78 5481112143
13 % b % ¥
2 0 ] 4 0 4 0 a
1 ® ¥
6 0 i s} a a 0 0
9 X X X X ¥ ¥

pmw.nulcnwoo'\og
(=
w
o
Rl
L]
o
[~

> gy
=

=
>
>
>

b3 X § X X X

X X b4 ki X R
a.. 32 o 0 0 0 o]
X 4 S X X X
V] d 0 g 0 0 0

¥ X R
YOUR MOVE FROM ---> 03,02
T HMOVE FROM 4, 270 4, 5

—cls

PO W Y O

a0 ---> @3, @4

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

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

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

cls
4 5 6 7 8 gded11243
X X ¥ ¥ X
0 ] 1] 1] 1]
X X X X

i
@

3¢ po
Q@

=S
oy
=
x

% A X X X ¥

0.. 0 0 ] 0 [ 0
X X b X % X
g 0 0 a 0 [ o}
¥ X X X X X
INVALID MOVE -- TRY RGRIN
1 MOVE FROM 4., 1 T0 4, 3
cls
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. .0 0 [t} o] a
X L3 X X b 2
¢c. 0 0 0 g 0 0
X R IS X X
YOUR MOVE FRCH —-> 83,86 T0 -—-> 85,86
T WOVE FROM 4, 470 4. 3

cls
5

[ R \S TPV NI & e RN I v
-
[e]

L2 3 4
b ®
[ 0 0 0 0 g [t}
X X X ¥ X

¢ 1} g 0 0 5} [}

o b
1S R A
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¢ o @ o 9o o 0
¢ e.. 0 0 o a 0
¢...0 0 o 6 o o

G g . ¢ Q 0 1] 0

-~
e W RGOy 00D

o 4 X
YOUR MOYE FRCM -—-> @3, 04 70 ---> 85,86
I MOVE FROM &, 3T0 6. 7

cis
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1 232 45 6 7 8 9181112 12 1 23 45 6 7 8 916141 12 12
iz X X X kS A « 13 A X kS ¥ X b
12 0 0 0 0 0 4] 0 12 0 a a [y 0 1} 0
11 X X X x X S 11 x X S X b4 X
@ o 0 g [} 0 a 0 ie ¢ 0 4] a. g 1] 0
9 b4 X X X X X 9 % % X X pd X
8§ 0 o] g0... 0 0 ] ¢} g8 0 0 0...0 0 a g
7 X X X X X X 7 X X X X X X
6 0 ag... 0 0 a g 0 6 0 1] G 4] 0 a a
S ¥ X ¥ X b ¥ 5 X X . X X X ¥
4 0...0 . 0 a 0 0 0 4 0.. 0 a a 4 0 0
3 X . X % % b b 3 % ¥ X X % X
20. 0. 0 [t} 1] 0 4 20 o a 0 ] 0 0
1 % X X X X X 1 X X b4 ¥ X X
YOUR MOVE FROM ---> @5,08 T0 ---> 97,08 YOUR MOVE FROM ~--»> @9, 12 T0 ~--> 11,42
I MOVE FROM 6, 3TO 6, 5 T MOVEFROM 8.570 8., 79
cis cls
12 2 45 6 7 8 95101112142 12 3 435 6 7 8 910811 12 43
13 X ¥ X X bt 13 X X X b4 b X
12 0 0 0 0 0 a 0 12 0 a 0 « g...0 . 0
11 X X X X X X 1 X X 8 X X R
1} 0 o] 0 0 0 1] 0 0 [y i} a 0 o @

£ 0% % % % % X% % K. %%
¥ % X % & X
KX ox %X
6..0. 0.0 0O 0 o0

. X X X X X
0 [ ¢ 0 a a 0

X . X e % b
0...0 0. 0 a 0 4
X . X X X X b
. 0. 0 0 0 0 0

MPJ‘;\!&U\O\‘\JCONDS
(=1
o
[}
(=
Rl
(=
o
PO L B U1 N N 0O D
P

X X X X X % X X k3 X X X
YOUR MOVE FROM ---> 07,10 T0 ---> @9. 1@ YOUR MOVE FROM ~--> @9,12 T0 ~--> 11,12
1 MOVE FROM 8, 770 8., 9 I RIN'!U
cis cis

4 5 6 7 8 910141 12 12
2 X s X X X %
iz 0 0 5} 0 Q 0 0

16 CLS: PRINTG411, "BRIDGE IT"

a ® 0 x 0 ® 0 X 0 ’ o K 0 20 PRINT: PRINT TAB(?) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ*
SO 30 PRINT@960, " : INPUT "DO YOU NEED INSTRUCTIONS®; If
CIE S T T S 46 1-1-2

56 IF LEFT$(I$, 1)="N" THEN CLS: GOTC 290

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

76 FRINT " THE OBJECT OF THIS GAME IS FOR YOU TO GO FROM THE LEFT"
8@ PRINT "COLUMN TO THE RIGHT COLUMN BY CONNECTING THE 0°S.  THE"

0...0 0 o0 [ 0 o]
X X X X X X

6.0.0 0 0 0 0 A PRINT "COMPUTER MUST GO FROM THE TOP TO THE BOTTOM BY CONNECTING®
YOUR MOVE FROM >—<——> eg 68 " rg ———sxes nax 160 FRINT "THE #°s.*
e peon T e > 89 118 PRINT " YOU MAKE YOUR HOVES BY TYPING IN THE COORDINATES <X, ¥) OR"
! : : 128 PRINT "(COLUMN, ROM> OF THE ‘G YOU WISH TO MOVE FROM AFTER THE"
cls 13@ PRINT "COMPUTER TYPES:"
1234567 8 94681112 13 140 PRINT " YOUR MOVE FROM?"
B N T T T 158 PRINT "AND BY TYPING IN THE COORDINATES OF THE “0° YOU WISH To MOVE"
20 0 0o o6 0 o o 168 PRINT “TO AFTER THE COMPUTER TYPES:"
1 % X h X X s 17@ PRINT " TO?"
80 0 0 6.0 0 g 188 PRINTEO?S, "PRESS ANV KEY TG CONTINUE":
9 % % X X . % ¥ 198 IF INKEY$="" THEN 190 ELSE PRINT@128, CHRE(3L);
80 0 0.0 0.0 ¢ 266 FRINT "¥OU CAN NOVE EITHER VERTICALLY OR HORIZONTALLY BUT NOT®
7% % %% % 218 FRINT "DIRGONALLY. YOU CANNOT MOVE VERTICALLY IN EITHER THE FIRST
60 0..0.0 0 ¢ 0 226 PRINT "COLUMN OR THE THIRTEENTH COLUMN. THE COMPUTER WILL MOVE FIRST,
5 0% XX X % X 238 PRINT
40..0. 0.0 0 0 o0 240 PRINT "NOTE: ALL MOVES MUST BE ENTERED IN AS A THO DIGIT NUMBER"
O L 250 PRINT "SUCH AS: "
20 0. 0 0 0 0 0 268 PRINT " @2,84 (FOR 2,4 ETC.)
I S T | 27@ PRINT@979, "PRESS ANV KEY TO CONTINUE":
YR MOVE FRON --> 07, 86 10 ~--> 67, 88 280 IF INKEY$="" THEN 260 ELSE CLS
I MOVE FROM 16, 7 70 16, 9 298 DIN X(20, 20)
cls 368 DI 028, 28)
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310 DIM T(28, 20>

3208 FOR X=1 TO 43 STEP 2

330 FOR ¥=2 T0 12 STEP 2

348 0CX, ¥)=1

350 KCY, X)=1

368 NEXT ¥

370 NEXT X

380 CLS: PRINT TAB(4@);: FOR A=1 TO 43: PRINT USING "#Hi"; fi
398 NEXT: PRINT: FOR A=13 TO 4 STEP -2: PRINT TRB(8);
400 PRINT USING "#8 K R; : FOR Ri=1 TO 5: PRINT® X"
416 NEXT AL: PRINT: PRINT TAB(E);: IF A=1 THEN 446
420 PRINT USING "## O6"iA-1;: FOR Al=1 TO 6: PRINT® 0"
43@ NEXT RL: PRINT

448 NEXT A

458 IF EOS THEN 470

460 GOTO 2490

470 GOSUB 101@: REM COMPUTER MOVE

486 GOSUB 676: REM COMPUTER WIN SUBROUTINE

498 IF E=3 THEN 450

500 GOSUB 218@: REM PLAYER HIN SUBROUTINE

510 PRINT@896, "YOUR MOVE FROM -~-> "; CHR¥(30);
328 F=0: FOR X9=1 70 @ STEP -1

536 A$=INKEYS: IF As$="" THEN 330

5408 F=F+VAL(A$I*1BLXS: PRINT R$; . NEXT X9: PRINT", "
550 G=8: FOR X9=1 T0 @ STEP -1

560 A$=INKEY$: IF R$="" THEN 560

578 G=GHVAL(A$I#1BIXI: PRINT A$; . NEXTA9

580 PRINTES28, “T0 —--> "; CHR$(30);

598 F1=0: FOR X9=1 T0 @ STEP -1

680 A$=INKEY$: IFA$="" THEN 608

610 FL=FL+YALCASI#ABEKT: PRINT AS$; . NEXT X9: PRINT". ™;
626 G1=8: FOR X9=1 T0 @ STEP -1

630 A$=INKEYS: IF A$="" THEN 63¢

640 GA=G1+VALCA$I*1@IXI: PRINT A$; © NEXT X9

650 GOSUB 1598: REM ERROR AND CHANGE BOARD SUBROUTINE
660 GOTO 450

670 REM WIN SUBROUTINE ——=====mm=m==—

680 REM FIRST TEST

698 FOR H=1 TO 11 STEP 2

788 J=12

740 IF OCH, J)=3 THEN 748

728 NEXT H

730 GOTO 1088

748 FOR I=1 T0 44 STEP 2

758 J=2

768 IF 01, J)=3 THEN 798

770 NEXT 1

768 GOTO 19@@

798 REM OTHER TESTS

808 J=J+2

818 IF J=12 THEN 97

828 IF OCI,J)=3 THEN 908

830 IF 0CI+1, J+1)=2 THEN S20

846 IF 1-1<0 THEN 870

856 IF 0(I-1,J-1)=2 THEN 958

860 IF X(I+4, J+1)=2 THEN 928

&7@ IF 1-1¢8 THEN 1060

886 IF H(I-1,J-1) THEN 920

838 GOTO 778

908 J=J+2

916 GOTO 81@

928 J=J

e I=1+2

948 GOTO 818

950 J=1

960 GOTO 16680

970 PRINT@360, "1 WIN!!!!"; CHR$(30);

980 GOTO 2498

990 E=5

1668 RETURN

1646 REM COMPUTER MOVE SUBROUTINE —-w--=w--

1628 B=B+1

1038 IF B>1 THEN 1088

4848 04, 2)=3: PRINT@783, CHR$(143);

1058 PRINT@960, "I MOVE FROM 2,1 TC 2,3"

1068 Bi=Bl+1

167@ IF BI>L THEN 1268

1888 FOR C=3 70 11 STEP 2

1098 T(C, C+1)=1

1168 T(C-2,C+1r=1

1119 GOTO 1168

1428 NEXT €

1130 T(2,3)=3

1148 T(7,12)=2

1158 GOTO 1260

1166 FOR Q=C+3 TO 12 STEP 2

1178 T(C-2, =2

1188 T(C-1,Q+ld=2

119@ T(C-1,Q-1)=2

1208 NEXT @

1240 FOR S=C TG 3 STEP -2

1226 T(C-1,5)=3

1238 T(C,5-1)=3

1248 NEXT S

1258 GOTO 1120

1268 IF FOF1 THEN 1320

1278 IF FOFA THEN 1296

1286 IF GXG1 THEN 1320

1298 X=F

1368 ¥=G

12108 GOTO 1340

1328 X=F1

1338 v=G1

1348 IF T(X, ¥)=8 THEN 1580

1358 1IF FOFL THEN 1378

1368 ON T(X~1,¥+1) GOTO 1386, 1458, 1520

1370 ON T(X. ¥> GOTO 1388, 1458, 1520

1388 IF X=Y-1 THEN 1420

1398 0(X+2, ¥)=3: PRINT@(14-Y)#64+15+(K+1)#3, CHR$(143);
1409 PRINT@IEG, "1 MOVE FROM "5 X#3; " ¥-1i "TO ' X3 "% Y44
1410 GOTG 1580

1428 0(X-2, ¥)=3: PRINTR(14-Y)#64+15+(X-3343, CHR$(143);
1430 PRINT@S68, "I MOVE FROM "5 X-1; ™" ¥-1; "T0 " X-L; ", "5 ¥+
1448 GOTQ 1568

1458 IF X(X-1, Y+1)=3 THEN 1498

1460 X(X+1, ¥-1)=2: PRINT@(15-Y)#64+14+K+3, STRING$(3, 148);
1478 PRINT@S6@, "I MOVE FROM '; X+L; ™' ¥-1; "TO "5 R+3; "' ¥-1;
1489 GOTO1580

1498 0(%-2, Y+2)=3: PRINT@(12-Y)*64+15+(X-3)%3, CHR$(143);
4580 PRINT@960, "I MOVE FROM " X-1":"; ¥+L; "TO " X-1; " " W43,
1518 GOTO 1580

1520 IF X(X-1, ¥+1)=2 THEN 1560

1538 K(K~1, V+1)=2: PRINTE(A3-Y)#64+14+(X-2)43, STRING$(3, 148);
1548 PRINT@I6O, “1 MOVE FROM "; X-4; ™" ¥+ "0 "; X#l; ™" Y+bs
4558 GOTO 1580

1560 0CX, ¥)=3: PRINT@(14-Y)#64+15+(X~1)43, CHR$(142);
1578 PRINT@968, "I MOVE FROM "; X+f; ™' ¥-4; "T0 "5 X+l ™" Vb
1588 RETURN

4590 F=INT(F): G=INT(G): GI=INT(GL): Fi=INT(FL)

1608 IF FOFL THEN 1650

1618 IF F=1 THEN 2008

1620 IF F=13 THEN 2600

1638 IF F1=13 THEN 2000

1648 IF G=G1 THEN 20080

1658 IF F/2=INT(F/2) THEN 2060

1668 IF F>43 THEN 28060

1676 IF G>12 THEN 2800

1680 IF G/2¢>INT(G/2> THEN 2088

1698 IF FOINT(F) THEN 2080

1760 IF FC4 THEN 2000

1710 IF G(1 THEN 2000

1726 IF F1/2=INT(F1/2) THEN 2800

1738 IF F1>13 THEN 2000

1740 IF G143 THEN 2000

1758 IF G1/2(0INT (G1/2) THEN 2080

1760 IF FAOINT(FL) THEN 2088

1776 IF G1{1 THEN 2088

1780 IF F=F1 THEN 1900

1798 IF G{>G1 THEN 28060

1880 IF ABS(F-F1)<>2 THEN 2086: REM PRINT ERROR

181@ IF FOF1 THEN 1860

182@ IF OCF,G)=2 THEN 2080

1836 IF OCF,G)=3 THEN 2000

1848 O(F, G)=2: PRINTG(14-G)+64+14+(F-1)#3, STRING$(3, 140);
1858 GOTO 2478: REM RETURN

1866 IF OCF1,G1)>=2 THEN 2080

1870 IF OCF1, G1)=3 THEN 2008

1860 0CF1, G1)=2: PRINTR(14-G1)*64+14+(F1-1)43, STRING$(3,140);
1898 GOTO 2178: REM RETURN

1960 IF ABS(G-G1)<{>2 THEN 1988: REM PRINT ERROR

1916 IF G>G1 THEN 1968

1928 IF X(F-1, G+1)=2 THEN 2080
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193@ IF R(F-1, G+1)=3 THEN 2809

1948 R(F-1, G+1)=3: PRINT@(13-G)+64+15+(F~2)*3, CHR$(143);
1956 GOTO 2178: REM RETURN

1966 IF X(F1-1,Gi+1)=2 THEN 2680

1978 IF X(F1-1, G1+1)=3 THEN 20600

1988 X(F1-1, G1+1)=3: PRINT@(13-GL)*64+15+(F1-2)43, CHR$(143);
1990 GOTC 217@: REM RETURN

2660 PRINT@836, "INVALID MOVE ~- TRY AGRIN": CHR$(38);
2046 FORA=1T04668: NEXT

2028 PRINTGB96, "YOUR MOVE FROM —---> "; CHR$(38);

2036 F=0: FOR X9=1 T0 8 STEP -1

2048 AE=INKEY$: IF RE="" THEN 2040

2838 F=F+VAL(AEX*LBIX9: PRINT A% - NEXT X9: PRINT™ %
2060 G=0: FOR X9=1 TQ @ STEP -1

2070 A$=INKEY$: IF A$="" THEN 2878

2088 G=G+VAL(A$I*1BIX3: PRINT A% . NEXTXS

209@ PRINTES26, "T0 ---> ¥ CHR$(3@);

2188 F1=8: FOR X9=1 TQ @ STEP -1

2110 R$=INKEY$: IFR$="" THEN 2118

2120 FA=F1+VAL(A$I*16IXI: PRINT A% . NEXT X9: PRINT™
2136 G1=0: FOR X9=4 70 @ STEP -1

2148 AS=INKEY$: IF A$="" THEN 2148

2150 GL=G1+VAL(A$X*1B[KI: PRINT A% - NEXT X9

2168 GOT01590

2178 RETURN

2488 REM PLAYER WIN ROUTINE ----w=mw—e

2198 FOR H=1 TO14 STEP 2

2208 I=12

2218 IF X(I,H)>=3 THEN 2240

2228 NEXT H

2236 GOTO 2488

2248 FOR J=1 TO 14 STEP 2

2258 I=2

2268 IF X(I.J)»=3 THEN 229@
2278 NEXT J

2280 GOTO 2480

2298 I1=1+2

2308 IF I=12 THEN 2440

2318 IF X(I, J)=3 THEN 2388
2328 IF X(I+4, J+1)=2 THEN 2468
233@ IF J-1<@ THEN 2368

2348 IF X<I-1, J-1)=2 THEN 2428
2358 IF O(I+1, J+1)=2 THEN 2408
2368 IF J-1<8 THEN 2480

2270 GOTO 2360

2:8a 1=I+2

239@ GOTO 2308

2408 J=J+2

2418 GOTO 2360

2428 J=J-2

2420 GOTQ 2300

2448 IF 0(4,2>$>2 THEN 2480
2458 PRINTESSE, "YOU WIN !'' CONGRATULATIONS!!'"; CHR$(31);
2468 GOTO 2450

2478 E=S

2488 RETURN

2490 FOR XX=1 TO 2068:NEXT XX:END
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In this gyame of high adventure, your
object is 0 travel 200 miles across the
great Got i Desert. You're being chased
by a trite of knock-kneed pygmies.
You have one quart of water which will
last you for six drinks; it may be
renewed f you find an oasis or, if you
are founc by anothertraveller, 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 carrel.

Warnin3: thisis a very hazardous and
addictive game. It is also very difficult
to win. 11 ten plays of the game, the
maximun: distance we were able to
travel was 159 miles, and in many cases
we maneged to make only seven or
eight mil:s before one of the hazards
caused o ur demise.

This game was submitted by the
Heath Users Group.

CAMEL
COPYR GHT 1978 CREATIVE COMPUTING MORRISTOWN, NJ

cls
DO YOU NEED NSTRUCTIONS? YES_
cls
WELCOME T CAMEL. THE OBJEST IS TO TRAVEL
200 MILES AC:0SS THE GREAT GOBI DESERT

f TRIBE OF K IOCK-KNEED PIGMIES WILL BE CHASING YOU.
YOU WILL BE 11SKED FOR COMMANDS EVERY SQ OFTEN.

YOU HAVE INE QUART OF WATER WHICH WILL LAST YOU SIX DRINKS.

YOU MAYE REN M YOUR WATER SUPPLY COMPLETELY AT AN ORSES.
YOU GET A HA F A QUART IF FOUND BY HELP

IF HELP DOES NOT FIND YOU AFTER COMMAND SIX, YOU LOSE.
GOOD LUCK AN GOOD CAMELING !!

AY
PRESS ANY KEY TO CONTINUE
cls
#1 DRINK FRO | CANTEEN

#2 RHERD MODE RATE SPEED
43 AHERD FULL SPEED

#4 STOP FOR THE NIGHT
#5 STATUS CHECK
#6 HOPE FOR HELP

YOU ARE IN TIE MIDDLE OF THE DESERT AT AN OASIS.

YOU HAVE TRAVELLED @ MILES ALTOGETHER

WHAT IS YOUR COMMAND? 3_
cis

#1 DRINK FRO { CANTEEN

§2 AHEAD MODIRATE SPEED
#3 AHERD FULI SPEED

#4 STOP FOR THE NIGHT
#5 STATUS CHECK
#6 HOPE FOR HELP

YOUR CAMEL I:. BURNING ACROSS THE DESERT SANDS.
YOU HAVE TRA'ELLED 4 MILES RLTOGETHER,
HHAT IS YOUR COMMAND? 2_

cls
#1 DRINK FRO ! CANTEEN
#2 RHEAD MODI RATE SPEED
42 RHEAD FULI SPEED

#4 STOP FOR THE NIGHT
#35 STATUS CHECK
#6 HOPE FOR HELP

Y0U HAYE ARR VED AT AN OASES -———mm=- YOUR CAMEL 1S
FILLING YOUR CANTEEN AND ERTING FIGS.

YOUR CAMEL L KES THIS PACE

YU HAVE TRAVELLED 8 MILES ALTOGETHER.

HHART 1S YOUR COMMAND® 2.

cis 26

cis
#1 DRIN< FROM CANTEEN
#2 AHEAD MODERATE SPEED
X AHEAD FULL SPEED

#4 STOP FOR THE NIGHT
45 STATUS CHECK
#6 HOPE FOR HELP

YOUR CAIEL LIKES THIS PARCE.
THE PYGIIES HRVE CAPTURED YQU. CAMEL AND PEOPLE SOUP IS
THEIR FAYORITE DISH 11!
HANT R NEW CAMEL AND A NEW GAME ? YES_

cls
#1 DRINZ FROM CANTEEN
#2 AHEAl: MODERRTE SPEED
43 AHEAD FULL SPEED

#4 STOP FOR THE NIGHT
#5 STATUS CHECK
#6 HOPE FOR HELP

YOU ARE IN THE MIDDLE OF THE DESERT AT AN ORSIS.

YOU HAVE TRAVELLED @ MILES ALTOGETHER

KHAT IS YOUR COMMAND? 3_
cls

#1 DRINK FROM CANTEEN

#2 AHEARD MODERATE SPEED

§2 RHEAD FULL SPEED

#4 STOP FOR THE NIGHT
#3 STATUS CHECK
#6 HOPE FOR HELP

YOU HAYE ARRIVED AT AN OASES ——==—w-- YOUR CAMEL IS

FILLING YOUR CANTEEN AND ERTING FIGS.

YOUR CAMEL IS BURNING ACROSS THE DESERT SANDS

YOU HAVE TRAVELLED 6 MILES ALTOGETHER

WHAT IS YOUR COMMAND? 3_
cls

#1 DRINZ FROM CANTEEN

§2 RHERl: MODERATE SPEED

$2 AHEAD FULL SPEED

#4 STOP FOR THE NIGHT
#5 STATUS CHECK
#6 HOPE FOR HELP

YOUR CANEL IS BURNING RCROSS THE DESERT SANDS.

YOU HAVI: TRAVELLED 46 MILES ALTOGETHER.

KHAT IS YOUR COMMAND? 2_
cls

#1 DRINK FROM CANTEEN

£2 RHERD MODERATE SPEED

#2 AMERD FULL SPEED

#4 STOP FOR THE NIGHT
#5 STATUS CHECK
#6 HOPE FOR HELP

YOUR CAIEL LIKES THIS PACE.

——————————— WARNING -———————--~ GET A DRINK

THE PYGHIES ARE 46 MILES BEHIND YOU

YQU HAYE TRAYELLED 48 MILES ALTOGETHER.

WHAT IS YOUR COMMAND? 1.
cls

#1 DRIN: FROM CANTEEN

#2 RHERD MODERATE SPEED

§2 RHERD FULL SPEED

#4 STOP FOR THE NIGHT
#5 STATUS CHECK
#6 HOPE FOR HELP

BETTER MATCH FOR AN OASES !
WHAT IS YOUR COMMAND? 4.

cls

#1 DRINK FRCOM CANTEEN
#2 AHEAD MODERATE SPEED
43 AHEAD FULL SPEED

#4 STOP FOR THE NIGHT
#3 STATUS CHECK
#6 HOPE FOR HELP

YOUR CAMEL LIKES THIS PACE.

THE PYGHIES fRE 14 MILES BEHIND YOU
YOU HAVE TRAVELLED 37 MILES ALTOGETHER.
KHAT IS YOUR COMMAND? 5.

cls

#1 DRINK FROM CANTEEN
42 RHEAD MODERATE SPEED
#3 ARHEARD FULL SPEED

#4 STOP FOR THE NIGHT
#3 STATUS CHECK
#6 HOPE FOR HELP

YOUR CAMEL HAS 2 GOOD DARYS LEFT

YOU HRYE S DRINKS LEFT IN YOUR CANTEEN
YOU CAN G0 0 COMMANDS WITHOUT DRINKING.
BETTER WATCH FOR AN ORSES !

WHAT IS YOUR COMMAND® 6.

cis
#1 DRIN: FROM CANTEEN

#2 AHEADL MODERATE SPEED
#2 AHEAD FULL SPEED

#4 STOP FOR THE NIGHT
#5 STATUS CHECK
#6 HOPE FOR HELP

YOU DIED IN THE DESERT.
THE NATIONAL CAMEL‘S UNION IS NOT ATTENDING YOUR FUNERAL!!!
KANT A WEW CAMEL AND A NEW GAME 2 NO-

cls




16 CLS. PRINT@413, "CAMEL®
28 PRINT: PRINT TRB(?) "COPYRIGHT 1979 CREATIVE COMPUTING

38 PRINT@96@, "";: INPUT DO YOU NEED INSTRUCTIONS": It

40 IF LEFT$(I$, 1)>="N" THEN CLS. GOTO 186

58 CLS: PRINT TAR(3@); "CAMEL"™: PRINT

60 PRINT "  WELCOME TO CRMEL. THE OBJEST IS TO TRAVEL"

78 PRINT "280 MILES ACROSS THE GREAT GOBI DESERT. "

88 PRINT "R TRIBE OF KNOCK-KNEED PIGMIES WILL BE CHASING vou. ©

98 PRINT "YOU WILL BE ASKED FOR COMMANDS EVERY SO QOFTEN, "

180 PRINT

11@ PRINT " 90U HAVE ONE QUART OF WATER WHICH MILL LAST YOU SIX DRINKS. "
120 PRINT "VOUf MAY RENEW YOUR WATER SUPPLY COMPLETELY AT AN ORSIS.*

136 PRINT "YOU GET f HALF A QUART IF FOUND BY HELP. "

14@ PRINT "IF HELP DOES NOT FIND YOU AFTER COMMAND SIX. YOU LOSE. *

15@ PRINT "GOOD LUCK AND GOOD CAMELING ''"

160 PRINT@I79, "PRESS ANY KEY TO CONTINUE™

176 IF INKEY$="" THEN 17@ ELSE CLS

188 PRINT "#1 DRINK FROM CANTEEN": TAB(32); "#4 STOP FOR THE NIGHT"

190 PRINT “42 RHERD MODERATE SPEED"; TAB(32); “"#5 STATUS CHECK"

200 FRINT "#3 AHEAD FULL SPEED"; TAB(32); “#6 HOPE FOR HELP"

2@ PRINT

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

238 GOsUB 1530

249 IF C>199 THEN 189@

258 Z=Z-1

260 1IF Z=1 THEN PRINT “-—--mwmwmw HARNING ——~—===wm GET R DRINK®
278 IF 240 THEN 149@

280 P=pP+l

290 XZ=INT(1@+RND(@>+2. 5)

380 IF Q>8 THEN S6@

310 IF P{4 THEN 288

328 C4=C41+¥2

338 IF C4<C THEN 378@

348 PRINT “"THE PYGMIES HAYE CAPTURED YOU.
338 PRINT "THEIR FAVORITE DISH '!!it®
368 GOTO 1448

378 PRINT “THE PYGMIES ARE"; C-Cl;
388 PRINT “"YQU HAVE TRAVELLED"; Cs
398 PRINT “WHAT IS YOUR COMMAND™:
468 INPUT ¥

419 PRINT@256, CHR$(31);

428 ON ¥ GOTO 63986, 498, 568, 630, 660
438 T=INT(18+RND(B)>

440 IF T(1 THEN 1688@

45@ PRINT "HELP HAS FOUMD YOU IN A STATE OF UNCONSCIOUSNESS. "
460 5=3

47a 2=4

488 GOTO 248

490 F=F+1

508 IF F=8 THEN 1870

518 GOSUe 748

020 H1=INT(L@*RND(@))

538 C=C+X1

548 PRINT “YOUR CAMEL LIKES THIS PACE. "

556 GOTO 240

560 F=F+3

578 IF F>7 THEN 1@7e

588 GOSUB 74e

598 K1=2%INTC10+RND(B) )

688 C=C+X1

616 PRINT "YOUR CAMEL IS BURNING ACROSS THE DESERT SANDS, *

620 GOTO 24@

638 PRINT "YOUR CAMEL THANKS vou!®

640 F=@

659 GOT0 258

660 PRINT “YOUR CAMEL HAS"; 7-F: “GOOD DAYS LEFT.

670 PRINT "YOU HAVE"; S; “DRINKS LEFT IN YOUR CRNTEEN. "

688 PRINT "YOU CAN GO"; Z; "COMMANDS WITHOUT DRINKING. *

698 S=5-1

709 IF 5<8 THEN 1080

710 PRINT "BETTER WATCH FOR AN OASES '

728 2=4

738 GOTO 398

740 A=INT(1B8B*RND(8))

738 IF A>S THEN 1008

760 PRINT "WILD BERBERS HIDDEN IN THE SAND HAVE CAPTURED YOU. "
V78 PRINT "LUCKILY THE LOCAL SHEIK HRS AGREED TO THEIR RANSOM-"
8@ PRINT "DEMANDS. . ... .. BUT........ WATCH FOR THE PYGMIES 111"
798 PRINT "YQU HAVE A NEW CHOICE OF SUB-COMMANDS:"

898 PRINT "#7 - ATTEMPT AN ESCAPE"

810 PRINT "#8 - WRIT FOR PAYMENT®

820 PRINT "YOUR SUB-COMMAND *;

830 INPUT X

CAMEL AND PEOPLE SOUP IS¢

"MILES BEHIND YOU. "
"MILES RLTOGETHER. "

HORRISTONN, NI®

84@ IF X=8 THEN 920

850 XI=INT(1B+RNDCE))

868 IF X1<5 THEN 980

87@ PRINT "CONGRATULATIONS,
930 0=0

830 GOTO 24@

968 PRINT "YOU WERE MORTALLY WOUNDED BY A PIG STABBER WHILE ESCAPING. "
918 GOTC 1298

326 K1=INTC18@4RND(8))

936 REM

948 IF X1>24 THEN 986

938 PRINT "YOUR RANSOM HAS BEEN PAID AND YOU ARE FREE TQ 60."

9601 0=8

97a GOTO 248

Y0U SUCCESSFULLY ESCAPED !t!!"

580 PRINT "THE LOCAL SULTAN IS COLLECTING..... JUST WAIT. .. ... "
998 GOTO 248

1860 A=INT(1BRND(B))

1646 IF A>2 THEN 1128

1828 PRINT "YOU HAVE ARRIVED AT AN OASES =www=m-- YOUR CAMEL IS™
1620 PRINT "FILLING YOUR CANTEEN AND EATING FIGS. *

1640 Z=4

1858 S=6

1668 RETURN

1878 PRINT "YOU DIRTY RAPSCALLION! YOU RAN YOUR POOR CAMEL TO DEATH 1%
1628 GOTO 1299

4898 PRINT "YOU MIN, A PARTY IS BEING GIVEN IN YOUR HONOR. ... .. "

1160 PRINT *. ... .. THE PYGMIES ARE PLANNING TO ATTEND. ..... "

1118 GOTQ 1446

1120 X1=INT(1GB+RND(8))

1130 IF %4>S THEN 1230

1148 PRINT “YOU HAVE BEEN CAUGHT IN A SANDSTORM....
4158 KS=INT(41G+RNDCB)Y)

1168 X6=INT(1G+RND(B))

1170 IF X6C5 THEN 1268

1188 C=C+X5

1198 GOTO 1218

1268 C=C-X5

1218 PRINT "YOUR NEW POSITION IS"; C;
1220 RETURN

1238 X1=INTC1OBHRND(E))

1248 IF X155 THEN RETURN

1258 C1=Ci+1

1268 PRINT "YOUR CAMEL HURT HIS HUMP. *
1278 PRINT "LUCKILY THE PYGMIES WERE FOOTWEARY !!3®

1286 RETURN

1298 U=INTCLOHRNDC@))

138@ PRINT "YOU DIED IN THE DESERT. *

1346 IF U>1 THEN 134@

4328 PRINT "THE NATIONAL CAMEL‘S UNION IS NOT ATTENDING YOUR FUNERAL!'!"
1338 GOTO 1448

1340 IF UD3 THEN 4378

1358 PRINT "YOUR BODY WAS ERTEN BY VULTURES AND IMPORTED CANNINBALS!!!"
1368 GOTO 144@

1378 IF U5 THEN 1460

1388 PRINT "THE LOCAL SHEIK NOW USES YOUR SKULL FOR A CHANGE PURSE!!!®
1390 GOTO 1448

1488 IF UD7 THEN 1430

144@ FRINT "PEOPLE WITH LITTLE INTELLIGENCE SHOULD STAY OUT OF THE

1428 GOTO 144@ DESERT"

GOOD Luck!"

"MILES SO FAR!™

1440 REM

1450 PRINT "WANT A NEW CAMEL AND A NEW GAME "
1468 INPUT D$

1478 IF LEFT$(D$, 1>="¥" THEN 15@

1488 GOTO 4518

1498 PRINT "YQU RAN QUT OF WATER. ..... SORRY CHuM:i:t®
1509 GOTO 4290

1510 PRINT "——-—mmmmemmme it

1520 PRINT © CHICKEN"

1338 PRINT V-mommemmmmermeme o "

1548 END

1556 Z=4

1568 5=6

1500 C=0

1580 C1=@

1598 9=@

1680 F=0

1618 P=@

16208 RETURN
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CHASE. puts you in a maze made up
of high-v>ltage fences and posts. This
initselfisYttoo unpleasant butthere're
also the f ve interceptor robots bent on
just one thing—your destruction. If
these rotots touch you ... that's the
end of the game (and you!). There's
one hop:—make the robots hit the
maze, o’ each other (they're like
people—:i;ometimes 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 leap to arandom
location (which may well be on top ofa
fence or 1 guard).

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

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

BT VIERCHANT DY

CHASE
COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOWN, NJ
cls
DO YOU NEED INSTRUCTIONS? YES_
cis
YoU ARE MITHIN THE WALLS OF A HIGH VOLTAGE MAZE
THERE ARE FIVE SECURITY MRCHINES TRYING TO DESTROY YQU
YOU ARE THE “#+/  THE INTERCEPTORS ARE THE “++/
THE AREAS MARKED ~.. ¢ ARE HIGH VOLTAGE
YOUR ONLY CHANCE FOR SURVIVAL IS TO MANEUVER EACH

INTERCEPTOR INTO AN 7. 7 -----GOOD LUCK~----
WOVES ARE  7.8.9

4.4 6

1.2.3
18 = NO MOVE FOR THE REST OF THE GAME

-1 = GAYE UP. SITURTION HOPELESS.
@ = A TREMENDOUS ¢BUT UNFORTUNATELY RANDOM) LEAP

PRESS ANY KEY TO CONTINUE
cis

ok +4,

++ ++

++

++

++

++

++

RHAT IS YOUR MOVE? 4
cls




cls
.
*ok ++
WHAT 1S YOUR MOVE? @_
cls
AFk
4+
++
AT IS YOUR MOVE? -
$6, 66O, 866 JUMP!!!
cls
48 CLS: PRINTE443, “CHASE"

2@ PRINT: PRINT TAB(7) "COPYRIGHT 1979 CREATIVE COMPUTING
MORRISTOWN, NJ*

3@ PRINT@S6B, *“; - INPUT “DO YOU NEED INSTRUCTIONS®; I

49 IF LEFT$<I$, 1>="N" THEN (LS. GOTO 288

44 CLS: PRINT TAB(29); "CHASE™: PRINT

5@ PRINT "YOU ARE WITHIN THE WALLS OF A HIGH YOLTRGE MAZE"

68 PRINT "THERE ARE FIVE SECURITY MACHINES TRYING TO DESTROY YOU®

78 PRINT “YOU ARE THE 74’  THE INTERCEPTORS ARE THE 7++/"

80 PRINT "THE AREAS MARKED <“STRING$(2,191>"‘ ARE HIGH YOLTAGE"

98 PRINT “YOUR ONLY CHANCE FOR SURVIVAL IS TO MANEUVER ERCH"

188 PRINT “INTERCEPTOR INTO AN ‘"STRING$<2,191)"/, ———--GOOD LUCK--~-
418 PRINT "MOVES ARE 7.8 9"
129 PRINT " 4 % 6"
136 PRINT * 123"

158 PRINT 48 = NO MOVE FOR THE REST OF THE GAME"
158 PRINT "-1 = GRVE UP, SITUATION HOPELESS. "
4178 PRINT " @ = A TREMENDOUS (BUT UNFORTUNATELY RANDOM) LERP®
180 PRINT

198 PRINTES79; "PRESS ANY KEY TO CONTINUE®;
194 IF INKEY$="* THEN 191 ELSE (LS

2688 DIM A(18, 28), A1(16, 287, N(12), L(5), M(3), L1(5), Hi(D)
24@ REM

220 FOR B=1 70 18

239 FOR C=1 TO 20

248 H=INT(10+RNDCE))

256 IF X=5 THEN 288

268 ACB, CY=ASCC" ™)

278 GOTO 298

288 A(B, CI=ASC("K")

298 NEXT C

300 NEXT B

348 FOR D=1 70 10

320 ACD, 1)=ASC{"K) :AD, 20)=ASC("R™>

330 NEXT D

348 FOR F=1 TO 28

356 A1, FY=ASCC¥K) (A48, FY=ASC("K™)

368 NEXT F

376 GOTO 428

380 H=INT(2+8+RND(B)>

398 I=INT(2+18+RNDCO))

482 IF ACH I>CASCCY ") THEN 380

410 RETURN

426 GOSUB 380

438 ACH, IY=ASCCTE")

448 J=H:K=1

459 FOR No=L T0 5

468 GOSUB 380

478 ACH, 1X=ASC("+")

488 LINS)=H:M(ND=]

499 NEXT N9

580 FOR Bi=1 TO 16:FOR B2=1 TO 20:R1(Bi, B2)=R(BL, B2) :NEXT B2:NEXT Bl

516 FOR Bi=1 T0 5:L1(B1)=L(B1):M1(B1)=M(B1) :NEXT Bi
528 Ji=J:K1=K
536 ¥9=0

546 PRINT @ @,
550 FOR B2=1 T0 28
568 N$=CHRE(AD2, B2)-183%(A(D2; B2)=88))
578 PRINT N$N$;

586 NEXT B2

596 PRINT

660 NEXT D2

616 IF v9 <> 10 THEN 648

628 PRINT

638 GOTO 898

649 PRINT: INPUT"KHAT IS YOUR MOVE"; Y9
658 J2=]:K2=K

668 IF Y9=@ THEN 86&

670 IF ¥9 < @ THEN 1238

688 IF ¥3=1@ THEN 107@

696 ON Y9 GOTO 828, 806, 780, 840, 898, 760, 788, 728, 748
760 J=J-1:K=K-1

71e 60TO 858

728 J=J-1

738 GOTO 89¢

740 J=J-1:K=K+1

758 GOTO 898

768 K=K+1

778 GOTO 898

780 J=J+1 K=K+

798 GOTO 838

888 J=J+1

£i@ GOTG 890

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

836 GOTO 898

848 K=K-1

858 GOTO 898

868 PRINT "$6, 680, 868 JUMP!!*"

878 J=INT(2+8+RND(8))

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

896 IF ACJ,K)=ASC("X") THEN 1268

988 A2, K2X=RSC(" ™

916 ACT, K)=ASC("**)

926 GOTO 1678

938 REM INTERCEPTOR MOVEMENT

948 IF ACK, Y)=ASC("X") THEN 1848

950 X2=X:Y2=Y

360 H=SGNCJI-K) : ¥=5GHK-Y)

970 X=X+X2:Y=Y+¥2

986 IF ACX, ¥)=ASC("#") THEN 1658

998 IF ACY, Y)=ASC(" ") THEN 16828

1088 ACK2, Y2>=ASC(" )

1616 RETURN

1628 ACK, YI=ASCL"+)

1636 A(X2, ¥2)=ASC(* ")

1648 RETURN

1058 G9=99

1868 RETURN

1078 FOR N9=4 T0 5

1880 X=L(ND) :¥=M(NI>

1698 G9=0

1468 GOSUB 948

1118 IF G9 < 8 THEN 1248

1120 LIN9I=K: M(H3)=Y

4438 NEXT N9

1148 FOR N3=1 T0 5

1158 IF ACL(NS), MIN9Y) O RSCC® *) THEN 1178
1168 A(L(NDY, HINDYI=ASC(+™)

1478 NEXT NS

1188 FOR N9=1 10 S

1196 IF A(LCNDY, MCNDY)Y O ASC(VX™) THEN 548
1260 NEXT N9

1248 PRINT:PRINT °YOU HAVE DESTROYED ALL YOUR OPPONENTS - THE GAME IS YOURS®
1228 GOTO 1298

1238 PRINT:PRINT "GIVE UP, EH. "

1248 PRINT:PRINT "+ YOU HAVE BEEN DESTROVED BY A LUCKY COMPUTER "
1258 GOTO 1250

FOR D2=1 70 1@

1278 PRINT "ttt ZAP kit YOU/RE DERD!!'Y
1288 PRINT

1298 PRINT:PRINT
1368 INPUT N9$
1318 IF N3§ O "¥" THEN 1398

1328 PRINT "SAME SETUP (Y/N)™;

12338 INPUT NS%

1348 CLS: IF N9s O "¥* THEN 240

4358 FOR Bi=1 TO 10:FOR B2=1 TO 28:A(BL, B2)=R1(B4, B2) :NEXT B2:NEXT Bl
1368 FOR Bi=1 TO 5:L(B4>=L1(B1):M(B1)=M1(B1):NEXT Bl

1378 J=J1:K=K4

1386 GOTO 338

1398 END

“ANDTHER GAME (Y/N)'™;

29
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Chuck-A-Luck

CHUCK~A-LUCK
COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOKN, NJ
cis
DO YOU NEED INSTRUCTIONS? YES.
cls
CHOOSE A NUMBER FROM 4 TO 6. I WILL ROLL 3 DICE

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

BET 6 TO QUIT.
cls
PRESS ANY KEY TO CONTINUE
YOU HAYE ¢ 408 MAKE A BET. 2 .
CHOCOSE A NUMBER? %

YU DIDN“T MATCH AT ALL.
YOU LOSE § 1@0.

cis

YOU HAVE $ 580, WAKE A BET. 2 4160.
CHOOSE A NUMBER?

YOU‘YE WON $ 168 |

cls
YOU HAVE $ 500. MAKE A BET.? 168
CHOOSE A NUMBER? 3_

YOU'VE WON $ 108

cls

YOU HAVE $ 4@8. MAKE A BET. 2 308
CHOOSE A NUMBER? 4_

YOU LOSE $ 180,

cis
YU HAVE & 708, MRKE A BET. ? 18
CHOOSE A NUMBER? 4_

YOU“VE WON $ 308

cls
YOU HAVE ¢ 698, MAKE A BET. ? 638
CHOOSE A NUMBER? 1.

YOU DIDN’T MARTCH AT ALL.
YOU LOSE ¢ 1@
cls

YOU HAVE $ 696. MAKE A BET. ? 650

YOU DIDN‘T MATCH AT ALL.
YOU LOSE ¢ 698,

cls

18 CLEAR 506: CLS: PRINT@4LL "CHUCK-R-LUCK®

28 PRINT: PRINT TRB(7) "COPYRIGHT 1979 CRERTIVE COMPUTING HORRISTOMN, NJ¥

38 PRINT@96E, *7;: INPUT “DO YOU NEED INSTRUCTIONS®; I$
48 IF LEFT$(I$, 1)="N" THEN CLS: GOTO 126
56 CLS: PRINT TRB(26) CHUCK-A-LUCK™: PRINT

31

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

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

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

68 PRINT “CHOOSE A NUMBER FROW 1 70 6. I RILL ROLL 3 DICE.*

78 PRINT “IF YOUR NUMBER MATCHES 4 DIE, I PRY OFF EVEN HONEV. "

83 PRINT "THO DICE; 2:4 3 DICE, 3:4": PRINT

98 PRINT “BET @ 10 QUIT."

160 PRINT@979, *PRESS ANY KEY TO CONTIME®

110 IF INKEY$="" THEN 118 ELSE (LS

120 GOSUB 428: M=388

130 PRINTES, *YOU HAVE $°H; CHR$(B); *. HMAKE R BET. °; CHR$(30);

146 INPUT B

150 IF B=8 THEN E¥D

168 IF BXY THEN 388

176 1F B8 THEN IF Br188=INT(B+168) THEN 190

188 GOTO 398

498 PRINT "CHOOSE A MUHBER"; CHR$(38);

288 IPUT N

2148 IF INTCN)=K AND 1D8 AND NC7 THEN 238

220 PRINT “CHEATER!!!11:®: GOTO 190

238 A=RND(6): D=RHD(6): C=RHD(6): PRINT

248 FOF Ri=1 TO RND(18)+5: PRINTRL92Z, R$(RND(6)), A$(RND(6)), R$(RND(6));
253 V¥ T AL: PRINT@L92, R$(A), A$(D), RS(C)i « PRINTESI2, CHR$(31)

268 1=8

278 IF R=N THEN T=T#{

268 IF D=H THEN T=T#4

298 IF C=H THEN T=T+{

388 IF T=8 THEN PRINT "YOU DIDN‘T MATCH AT ALL *

310 ON T GOTO 358, 368,378

328 PRINT "YOU LOSE $";B;CHR$(8); . ®

338 M=M-B: IF MC=8 THEN 468

346 GOTO 130

358 PRINT "YOU/VE HON $7B; CHR$(8); " °: M=H+B: GOTO 138

368 PRINT "YOU‘YE HON $";Bx2; CHR$(8); " ©: (=H+2+B: GOTO 138

378 PRINT "YOU‘VE HON $°:B¥3; CHR$(8); ", °: H=M#BA3: GOTO 438

388 PRINT "I DON‘ TRKE 1.0.U°S '1!!": GOTO 138

398 PRINT "DON‘T GET CUTE!!!®: GOTO 138

468 PRINT

418 END

428 R=CHR$(191)+CHR$(26) +STRINGS(9, 8): B$=STRING$(3, 27)

439 FOR R=1 T0 6: FOR B=L TO 3: R$(RI=R$(AICHRS(191)

448 FOR C=1 T0 7: RERD D: R$(A)=RE$CAICHRS(D+168): NEXT C

438 RE(RI=AE(ANAE: NEXT B: A$(RI-LEFTS(RE(RA), 48)4B%: NEXT A: RETURN
468 DATA 31, 31,31, 31, 31,31, 24, 28, 28, 28, 48, 28, 28, 28, 76, 76, 76, 76, 76, 76, 76
478 DATA 31,79, 31, 34, 31, 34, 34, 28, 28, 28, 28, 28, 28, 28, 76, 76, 76, 76, 76, 79, 76
488 DATA 31,79, 31, 31, 31, 34, 31, 28, 28, 28, 48, 28, 28, 28, 76, 76, 76, 76, 76, 79, 76
490 DATA 31, 79, 34, 31,31, 79, 34, 28, 28, 28, 28, 28, 28, 28, 76, 79, 76, 76, 76, 79, 76
588 DATR 31, 79, 34, 34, 34, 79, 31, 28, 28, 28, 48, 28, 28, 28, 76, 79, 76, 76, 76, 79, 76
548 DATA 31, 79,34, 31, 31, 79, 34, 28, 40, 28, 28, 28, 46, 28, 76, 79, 76, 76, 76, 79, 76



In this game, you are situated at the
center of a target aea for a UFO. The
program assigns coordinates 0.0 to
your location. You are given informa-
tion as to the couse of the UFO in
degrees longitude a1d degrees latitude
and also its speed. You then have two
alternatives. One, you can attempt to
shoot the UFO out of the sky with an
ICBM or you can da¢ nothing and hope
that air friction will cause the course of
the UFO to deviate or to burn up.

A knowledge of riathematical coor-
dinate systems will be of some
assistance in winning this game,
although you'll probably be able to
discover areasonat ly good strategy by
yourself using trial «ind errorif you play
enough games.

This program was originally written
by Chris Falco.

CLO¢ 2 ENCOUNTERS
COPYRIGHT 1979 CRERTI'E %’O?PUTING HORRISTOMN, WJ
cis
HIT ENTER T0 START? _
cis

YOU ARE SITURTED AT COCRDINATE S ¢8,@). A UFD IS
HERDING FOR IMPACT AT THAT LOC3TION.

AT FIRST TRACK, THE UFC IS ON 1 COURSE OF 54 DEGREES LONGITUDE
A 135 DEGREES LATITUWE
(ALS0 1T’S FALLING AT A SPED OF 6646 MILES/FER HOUR)

YU HAYE THE FOLLORING ALTERNF (TVES:
fi) YOU CAN ATTERPT TO SHOOT Th: UFD OUT OF THE Skv. OR
B) YOU CAH DO NOTRING, AND HOF: THAT AIR FRICTION
HILL CAUSE THE COURSE OF TH: UFO TO DEVIATE, AND THUS
H1SS YOUR LOCATION.

WHAT 15 YOUR FLAN OF ACTION (f OR B)7 B..
cls
MILES SPEED LOHGITUDE LATITWOE COURSE

12008 6649 o4 135 86
11868.6 14433 2 126 99
145749 14881 43 128 162
14272.8 17846 41 118 162
16899.7 22339 3 112 184
i8427.2 27746 2! 183 98
9920.72 8032 % 9% 7
9354.37 3% 2% 93 9%
368572 48148 i 2 a
7942 92 44558 e 87 91
7098.72 58592 18 & 2
619.53 54191 ¢ 81 7
5228.43 58636 7 s 74 ez
9685.72  d4l1S it 89 az
794292 4438 it a7 H
7885.72  S@SR2 18 £3 4
6196.57 54191 g 81 97
322843 SE36 7 74 92
4224.08 48243 K 67 &
8L T 62618 -6 €2 3
206783 66605 -18 8 9%
996 266 M -1 5i 93

----- — IMPRCT - AT - 74,988 ———-
memmmoem UPT - HIRE ~ SERVIE — QN - LINE- 5 18 45 --
=== HAVE JUST QBSERYED EXPLOS QM AT COORDINATES (-2 , . ——

BLAST SEEN FROM 42875 MILES AH Y. N0 SURYIVORS.
—cls

TRY RGAIN? YES.
YU ARE SITURTED AT COORCINATES (8,83, A UFO IS
HERDING FOR IMPRCT AT THAT LOCATION

AT FIRST TRACK, THE UFD IS ON A COURSE OF 44 DEGREES LONGITUDE
AHD 125 DEGREES LATITUDE.
(ALSO 17°S FALLING A1 A SPEED OF 2364 MILES/PER HOUR)

Y0U HAVE THE FOLLOWING FLTERHATIVES.
A} ¥OU CAH RTTEMPT TC SHOOT THE UFO OUT OF THE SKY. R
B) ¥OU CAN DO NOTHING, F4D HOPE THAT RIR FRICTION
HILL CRUSE THE COURSE OF THE UFO T0 DEVIATE, RND THUS
HISS YOUR LOCATION.

WHAT 1S YOUR PLAR OF ACTION (R OR B’)? Ao
cis

LAUNCH AN 1.C.B. 1M ON A COURSE THAT WILL INTERCEPT THE UFO
HITHOUT THE U0 BEING T(% CLOSE TO YOUR

OCATION.  IF THE SPEED

OF THE UFO EXCEEDS 14264 M P.H, YOUR MISSILES RRE USELESS!
--SCRNNERS PREDICT YOU HAYE 4 MINUTES TO DESTROY THE UFO
BEFORE IT IS YOO CLOSE 70 TMPACT.

--COMPUTER TNDICATES COLRSE AT FIRST SIGHTING 1S APPROX. 98

HIT ENTER TO LAUNCH ICBH? -
cls

TIHE SPEED LONGITUDE LATITUDE COURSE

9 361 44 125 ? 68
.9 5616 3 18 K]
1 €653 I i1 " 40
L5 e z 184 “ 48
2 955¢ 1¢ a7 7 48
25 11666 k] @ ? 40

SORRY--THE SPEED OF THE 170 HAS EXCEEDED 11,261
THIS SPEED 15 TOO GREAT FOR VOUR DEFEMSE SCREEN TO TRRCK!
THEREFCRE, YOU RRE DOOMED!

TRY AGRIN? KO
cls

32



19 CLS. PRINTE448, "CLOSE ENCOUNTERS”

2@ PRINT: FRINT TAB(?) "COFYRIGHT 4979 CREATIVE COMPUTING HORRISTOMN, WJ”
I8 PRINTBI6B, °* INPUT “HIT ENTER 70 STRRT™R$: (LS

48 GOSUE 1678

56 PRINT "YOU ARE SITURTED AT COORDINATES (@, 8).
€0 PRINT “HERDING FOR IMPACT AT THAT LOCATION.
78 PRINT

g0 PRINT "AT FIRST TRACK, THE UFO 1S ON A COURSE OF"Y“DEGREES ":

28 PRINT "LONGITUDE"

168 PRINT “AND"Z"DEGREES LATITUDE. "

140 PRINT * (LSO 1T/ FALLING AT A SPEED OF"X"HILES/PER HOUR)®

128 PRINT

120 PRINT "YOU HRVE THE FOLLOKING RLTERNATIVES:"

149 PRINT "A) YOU CAN ATTEMPT TO SHOOT THE UFO OUT OF THE SkY. R

150 PRINT “B) YOU CAN DO NOTHING, AND HOPE THAT RIR FRICTION"

168 PRINT *  WILL CAUSE THE COURSE OF THE UFO TO DEVIATE, AND THUS"

47 PRINT HISS YOUR LOCRTION. ":PRINT

188 PRINT *MHAT 1S YOUR PLAN OF ACTION (R OR BY" (THPUT D#: (LS

199 IF LEFT$(D$, 1)="B" THEH 720

269 PRINT CHRS$(26); “LAUNCH AN L C.B.M. ON A COURSE THAT WILL INTERCEPT THE UFQ"
24 PRINT "MITHOUT THE UFC BEING T0O CLOSE TO YOUR LOCATION IF THE %

228 PRINT “CPEED”

238 PRINT "OF THE UFO EXCEEDSTH"M.P.H , YOUR MISSILES RRE USELESS!"

240 PRINT “--SCRIBERS PREDICT YOU HRVEW™MINUTES TO DESTROY THE UFO"

256 PRINT "BEFGRE IT 1S T0O CLOSE 70 IMPRCT. ":FRINT

268 C=Z-Y+I-THTRID(B)Y#4)+1

278 PRINT “—COMPUTER IMDICATES COURSE AT FIRST SIGHTING IS APPROR i C+F

298 PRINT

296 IHPUTHIT ENTER TO LAUNCH 1CBM" A¢: CLS

260 PRINT

310 PRINT "TIME™: TRB(16); "SPEED"; TAB(21); "LONGITUDE™; TRB(3S):

228 PRINT "LATITUDE": TRB(48); "COURSE”

339 PRINT *-——; THB(18Y; ¥ s TRBC2AD; o
348 PRINT *® 3 TRBU4EY; O~"

56 FOR T=8T0 3 STEP .3

260 PRINT T TABCA®) ¥ TAB(21) ¥ TAE(IS) Z TAB(4E):

376 INPUT R: IF T=H THER 558

388 IF ¥(=H THEM 4208

299 PRINT "SORRY-~THE SPEED OF THE UFQ HAS EXCEEDED “: :PRINT USING “#¥, 88# "iH
469 PRINT “THIS SPEED 1S TOO GREAT FOR YOUR DEFEMSE SCREEN TO TRACK!®

410 PRINT "THEREFORE, YOU ARE DOOMED!”:PRINT.GOTO 68@

476 TF A=C THEN €58

438 IF R010 THEN 468

44@ PRINT "AT THAT COURSE, YOU SHOT YOUR HISSILE STRAIGHT LP, SO RHEN®

458 PRINT "IT RUNS OUT OF FUEL IN RBQUT"F"HOURS, 1T WILL FALL™:

468 PRINT " THROUGH"

R UFQ 18"

*; TRB(3S);

GOUDBYE! 1! 1117:60T0 590

488 IF AC206 GOTO 516

498 PRINT “GOCD WORK! THERE GOES THE MISSILE RIGHT TOMARDS"

568 PRINT "RUSSIA‘'!! NOW YOU/RE DEFINITELY IN TROUBLE!!":GOTO 599

518 IF R=C-1 THEN 600

520 IF A=C+1 THEN 648

530 =%4V+1208: Y=9-145:Z=2-145:02-Y45

548 NEXT T

558 PRINT:PRINT * ATTENTION "
568 PRINT “ELAPSED - TIME - INDICATES - THAT -7 M “~ NINUTES HAVE PRSSED"

57 PRINT*IF ~ YOU ~ WERE - T0 - HIT - THE - UFO - NOW - THE - FORCE - OF"
588 PRINT™THE - EXPLOSION - WOULD - DESTROY - BOTH - YOU - AND - THE - UFO!"™-
598 GOTO 688

00 PRINT *¥QU ARE SHY OF THE UF0’S COORDIMATES, "

33

€40 PRINT "HOWEVER THIS 1S ONLY @ SLIGHT DEVIATION S0 THE®

€20 PRINT "UFO HRS BEEN DESTROVED! " :PRINT

£76 GOTO €88

£46 PRINT "YOU CYERSHOT THE UF(YS COBRDIHRTES, * :G0TC 646

550 PRINT "FANTRSTIC!!!' YOU HIT THE UFO EXRCTLY ON PROJECTED COURSE"
660 PRINT *YOU HUST BE YERY SHRRP'™:PRINT

678 PRINT

626 FRINT "TRY AGRIN®; :INPUT J$:IF LEFTS(I% )="H" THEN 1199

€98 GOSUB 1670

789 GOSUB 1049

718 PRINT:FRINT:60T0 248

728 PRIAT

730 F=0

748 R=IHTCRD(BI5)+1:C=2-Y+A

750 M=12098: (LS. FRINTE12S, °:
760 LB<PEEK(16416): MB=PEEK(16417)
776 PRINTOS, "NILES®TRE(16)*SPEED" TAB(24) "LONGITUDEX TRBC3S):
76 PRIHT"LATITUDE " TAB(4)"COURSE”

798 PRINT P=——-"TRB(18) "~ "TRB(2L)"~————"TRB(35);

900 PRINT"————--—"TRB(48) "~——";

810 FOKEL6416, LB: FOKEA6417, 1B: RETURN

828 Pt

878 PRINT 1 TRE(1®) X TRBC2L) ¥ TRBUIS) Z TAB4S) C. GOSUB 760
848 C=2-

£59 S+ INT(RNDCE)45080)+2800. 1=H-K/68

868 Y=~ INTRID(@)#18) : 2=7- INT(RID(BI8) 1 C=Z-94AL2

878 IF %-P)5708 THEN F=F41

968 IF 108 THEN 828

838 PRINT "~
988 PRINT" ——

919 1F FC=2 THEN 950

528 PRINT "GOO HORK.  FRICTION OF®;F; CHRS(8); "2 HAS CAUSED THE COURSE"

936 PRINT “OF THE UFO 70 DEVIATE. ¥PRCT COORDINATES ARE"

948 PRINT "NOW C°F", *6-F"). YOU HADE IT:":60T0 999

958 PRINT"~--~ U1 - HIRE - SERVICE — ON - LINE -* s " "Re5" - *fe1e"
96 PRINT *-—— HAVE JUST GBSERVED EXPLOSIGH AT COORDINATES ("6-F". @), -7
978 R(RR2A

980 PRINT "BLAST SEEN FRON"RC"HILES RHRY. KO SURVIVORS. ":PRINT

938 HPUT "TRY RGAIN' J¢

1060 IF LEFTSCIS, D="N" THEN 1199

1610 GOSUB 1678

1026 GOSUB 1048

1639 PRINT:PRINT:GOTO 208

1648 THPUT "PLRN (R OR B)";D$: CLS

1650 TF LEFT&DS, 1)="8" THEN 728

1660 FETURN

1670 T=INTCRID(0)428)+L:Y=INT(RUD(B)+480)+280: F=INT (RAD(@)#5)41

1059 %=INT(RID(B)#5008)+2861 -K=X+808: Q=INT(RID(@)¥5)+1

1898 Z=INTCRHD(@)+148) : 1F 2108 THEW 198

1168 Y=INT(RHD(8)*68): IF ¥(48 THEN 1100

1410 IF =300 THEN 1438

1126 i=5:6070 1180

1470 IF 0=2789 THEN 1156

1449 H=4:0070 1189

158 IF K0=4708 THEN 1170

1169 H=3:6070 1198

1479 =2

1189 RETIRN

1199 B0

GOSUB 768: GOTO 628

IHPACT - AT - i :PRINT USING "&8, 888% X




This progrim is a computer version
of an old card trick which never fails to
get some ocohs and aaahs from the
uninitiated. “'he dealer, or magician,
takes twenty- one random cards, deals
them out in taree piles of seven cards
each. You then tefl him which column
(or which pil2) contains your card. He
then picks up the three columns from
right to left, putting the right pileon the
top,-and then deals the deck out again
horizontally. In other words the top
card of the rijjht column now becomes
the top card of the left column; the
second card in the right column now
becomes the first card in the middle
column; the third card of the right
column beccmes the first card in the
third column. and so on. After he deals
out all twenty-one cards in this way,
you again tel: him which column your
card appears in. The magician then
picks up the three piles in the same
order and deals them out once again.
Again you ell him which coiumn
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 it! Maybe
you can figur 2 it out from the program,
but it works vvery time.

This program was originally written
by Alan Barnes.

COLUM
COPYRIGHT 1978 CRERTIVE COMPUTING MORRISTOMN, HJ

cls
D0 Y04 NEED INSTRUCTIONS? ¥ES.
cis
COLUMH

THIS FROGRAM WILL SHOM YOU A CARD TRICK. AFTER THE FIRST DEAL
PICK 1 CARD AND TYFE THE NUMBER OF THE COLUMN CONTRINING IT.
THE DERLER WILL THEN PICK UP THE CARDS, A COLUMN AT R THHE,
AND KILL DEARL THEM QUT AGRIN HORTZONTALLY. MHEN HE FINISHES

EACH TIME, TYPE THE HUMBER OF THE THE NEM COLUARI CONTRINING YOUR

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

PRESS ANY KEY T0 CONTINUE

cis
COLUMH &1 CoLing #2 COLUMN #3
18 OF DIRRONDS 18 OF CLUBS & OF DIRMONDS
QUEEN OF HERRTS 5 OF DIAMONDS 8 OF DIRKONDS
4 OF CLUBS 2 (F SPRADES
KING OF HERRTS 9 OF DIRRONDS
§ OF SPADES 5 OF (LUBS
(NG OF SPADES 7 OF DIAMONDS 5 OF SPRDES
JRCK OF DIAMONDS ¢ OF HERRTS 4 (OF HERRTS

WHICH COLUH CONTRINS YOUR CARD? 2.

cls
COLIAM #1 COLUMM §2 COLUMN 83
10 OF OIANONDS  GUEEN OF HEARTS 9 OF SPADES
8 (F CiLlgS 7 OF SPRDES KING OF SPADES
18 OF CLUES 5 OF DIRMONDS
KIHG OF HEARTS & OF SPRDES
6 OF HERRTS 6 OF DIRNMONDS
2 OF SPADES 3 OF DIFHOWDS
3 OF SPRDES 4 OF HEARTS

WHICH COLUHN CONTRINS YOUR CARD? 2_

cis
oL 8 COLUH 82 COLUM 2
16 0F DIRNOIDS 8 OF CLBS JACK OF DIAHONDS

4 1F CLUBS 7 OF DIRAONOS & OF DIRHONDS

5 1F CLUBS QUEEN OF HERRTS 7 OF SPRDES

18 OF CLUBS KING OF HERRTS 6 OF HERRTS

2 1 SPRDES 5 OF SPALES 3 OF SPROES
KUG OF SPROES 5 OF DIRMONDS 8 OF SPRDES
§UF DIRODOS 9 OF DIMMDNOS 4 OF HERRTS

WHICH COLUMN CONTRINS YOUR CRRD? 1.

cis
9 [F SPADES
§ UF SPRDES
4 UF HERRTS
1@ CF DIRMONDS
4 UF CLUBS
5 0F CLUBS
2 1F SPADES

KING OF SPADES  OOPS!!! YOUR CARD IS THE 10 OF CLUBS
& UF DIRMONDS
§ oF CLUBS
7 UF DIBHONDS
BN OF HEARTS
K11 OF HERRTS
5 OF SPRDES
0G ¥t} WANT TO SEE IT RGAIN? NO.

cls




18 CLEAR 1668 920 \=0

20 (LS €38 PRINT

I8 PRINT @ 412, "COLUMN" €46 PRINT"WHICH COLUMN CONTRINS YOUR CRRD®:
48 PRINT 258 INPUT K

58 PRINT TRB(7)°COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOMM, NJ® £60 (LS

68 PRINT @ 960, ™™ 876 IF K<L OR O3 THEN PRINT: PRINT®(1-3)": GOTO £38
70 INPUT'DO YOU HEED INSTRUCTIONS®: I3 868 T=1

68 IF LEFT#(I$, 1)="H" THEN 218 890 S=K+2-3¢INT((K+4)/2)

9 (LS 968 GOSUB 1218

160 PRINT TABCZS)"COLUMN" 946 S=K

114 FRINT 928 GOSUB 1216

126 PRINT"THIS PROGRAM WILL SHOW YOU R CARD TRICK. AFTER THE FIRST DEALY azf S=K+~2HINT(H/2)

13@ PRINT"PICK A CARD AND TYPE THE HUMBER OF THE COLUMN CONTAINING IT.® 940 GISUR 1218

146 PRINT"THE DERLER WILL THEN PICK UP THE CRRDS, R COLUMN AT A TIME,® 950 FOR (=t TO 24

450 PRINT“AND MILL DERL THEM CUT RGRIN HORTZONTALLY. WHEN HE FINISHES" Q60 ALCI=RIC)

168 PRINT"EACH TIME, TYPE THE NUMBER OF THE THE HER COLUMN CONTRINING YOUR® 970 NEXT

478 PRINT"CARD. FOLLOWING THE LAST DEAL THE DERLER WILL TURN OVER THE" age NEXT 1

18 PRINT*CARDS, ONE AT A TINZ, UNTIL HE REACHES THE ONE YOU PICKED. " 999 J=5

190 PRINT & 979, "PRESS AMY KEY TO CONTIMUE™: 1008 FOR 2=1 10 19

268 IF INKEYS ="" THEN 204 1615 1=0

218 (LS 1028 GOTO 379

2204 PRINT CHR$C28% 1678 PRINT

230 DIM AC2L), B(2L) 1848 NEXT 2

240 FOR X=1 TO 21 4858 PRINT @ 532, "00PS!!! YOUR CARD IS THE 5
250 J=¢ 1866 FL=8

268 T=INT(52%( RND(E))) 1678 Ag=""

276 FOR ¥=1 70 %1
286 IF ACY)=T THEN 268

1660 FOR R=15746 TO 16283

1698 IF PEEK(R)I(O32 THEM FL=8: R$=R§+CHRECPEEK(AD): NEXT ﬂ

298 HEXT ¥ 1168 IF FL=0 THEN fif=R¢+" " Fl=1: NEXT R
:1288 ﬂ(X)=T, 1116 FOR #=383 70 428

318 MEXT ¥ {120 PRINT & A, " A%;

128 N=0

CBFRIATOZ

246 PRINT TABC2); *COLUMN 8475 TRB(23); "COLUMN #2"; TAB(44)"COLUMN 837
398 PRINT STRING$(E4, 148);

MFR =L T0 2

178 IF R(2)y=4( INTCRCZ)/4)) THEN 498

388 IF R(2)-2=4%( INTCR(Z)/4)) THEN 468

1138 FOR B=1 70 18

1146 NEXT B, A

1153 FOR R=428 TO 556 STEP &4

1168 PRINT @ f-64," ° STRINGSCLENCAS), 32);
1470 PRINT B R, " " A%

1188 FOR B=1 0 18

1198 NEXT B,

AN

AN

el
398 IF B(2)-Z=4x( INTCR(Z)/47) THEN 438 1208 GOTO 1268 E;:
428 CH="SPADES® 1216 FOR R=5 T0 5418 STEP 3 A
416 D="" 1278 B(D=A® 4%
428 GOTO 549 1778 T=T4d g2
428 CH="HERRTS" 1248 HEXT R z‘g
448 D§== 1259 RETURN Zf
436 GOTO 516 1268 PRINT @ 968, "D Y0U WANT T0 SEE. 1T AGAIN": %
468 Ce="CL U5 1279 INPUT T$ 4
470 De= 1288 1F LEFTSCTE, ="y THEN CLS: G0TO 248
48 GOT0 548 2% E1D
498 Cs="DIRHCA"
S0 DE="D5"
519 Kbl
528 IF HO4 THEN 550
528 PRINT
548 Het

538 IF A(Z)235 THEN 598

560 CHE=STRECINTCAC2) /4)+2)
379 PRINT TRB(CN-13%2142); RIGHTS(CMS LEM(CHS-1):" OF %08 D%
388 IF J=5 THEM 1839 ELSE 748
598 IF INTCR(Z)/4)=9 THEW 668
€69 IF INT(R(Z)/4)=10 THEN 568
518 1F INTCR(Z)/4)=11 THEN 648
620 A4="JRCK"

638 GOTO 696

646 Bi="QUEEN"

€58 GOTC 698

660 RE="KING"

&7@ GOTO 6%

688 R§="ACE"

638 PRINT TRBC(N-10¥20+2); fig;" OF "iCE D&
788 IF J=5 THEN 1030

718 HEXT 2

728 PRINT

738 FOR A=4 TO 27

748 SET(G: R)

750 SET(42, R)

766 SET(84, A)

78 SETURY, A

788 HEXT A

798 FOR A8 T0 127

8% SETCR, 2700

816 NEXT
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This children’s card game for any
number «f players is also called
memory, or pelmanism. It is easy to
play and is an excellent test of memory
and observation. The computer version
here simul ates the actual game except
thatit 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 tiat no card is touching
another. Each player tries to collect as
many cards as possible by turning up
pairs with -he same rank per a number
or piciure. The first player to go turns
over two cards at random and aliows
the other »slayers to see them. if the
rank of the two cards is the same, for
example, {wo aces or two kings, he
takes them and may turn over two more
cards. He continues in this way until he
turns over ‘wo cards that do not match.
These cards are then placed back
down in tteir original positions, face
down, and nis turn then ends. The play
then passes to the next player. This
player turns up one card. If it matches
one that hes already been turned over,
he must try to remember where that
card is. If h2 is successful, he takes the
pair. He continues his turn until he fails
to turn over a matching pair. Play
continues n turn until ail the cards
have been :ollected. The winner is the
player with the most cards at the end of
the game.

This ganie is good fun on a CRT
terminal. Aiso, why not try modifying it
to aliow pley by two or more players?

CONCENTRATION

COPYRIGHT 1979 CRERTIVE COMPUTING HMORRISTOMN, NI

cis
HIT ENTER TO START?
FIRST CARD? 1

SECORD CARD? 2
#1150C #2ISRC

PRESS ANY KEY TO CONTINVE

cls

FIRST CARD? 42
SECOND CRRD? 2
431568 P2 15RC

PPESS ANY KEY T0 CONTIMUE

cis

FIRST CARD? 53
THERE ARE ONLY 52 CRRDS IN THE DECK. NOT 52

FIRST CARD? 41

SECOND CARD? 37
#4115 4C E

FRESS ANY KEY TO CONTIMUE

cis

FIRST CARD? 26
SECOND CARD? 1€
#2615 5 $16 15 6D

PRESS AY KEY 10 CONTIMGE

cls

FIRST CARD? 41
SECOMD CRRD? 25
#4115 4C 181578

PRESS ANY KEY 70 CONTINUE

cls
FIRST CARD? 37
SECOND CARDY 29
THAT’S A MATCH --75 7

YOUR SCORE 1S MW 4. YOU HAYE HAD 6 PICKS.

PRESS ANY KEY 70 COHTINUE

cls
FIRST CARD? 41
SECOND CRRD? &
THRT*S R HATCH -~4C Lin

YOUR SCORE IS HOit 2. YOU HAYE HAD 7 PICKS.

PRESS fiRe? KEY TO CONTINUE

cis
FIRST CRRD? 12
SECOND CRRD? 33
§12 15 65 [
36 PRESS AMY KEY TO COMTINGE

cls




16 (15

26 (LEAR 1061

38 PRINT @ 448, “CONCENTRATION"

48 PRINT

56 PRINT TRB(7)°COPYRIGHT 4979 CRERTIVE COMPUTING WORRISTOMN, MJ"
66 PRINT @ 968, °";

76 INPUTTHIT ENTER T0 START"; 1§

@ (LS

96 DIN CH(52)

186 FOR ¥=1 70 52

116 READ EF

128 Ceen=Es

138 HEXT X

148 REM -~ SHUFFLE AND DEAL

150 FOR Z=1 70 51

168 K¢=C$(D

178 L=INTC(S2-D+RID(A)+L)

180 CH(2y=Ce(l+Z-1

186 CH(L)=Ks

268 NERT 2

218 REM —  STARRT 10 PLRY

228 FOR W=1 10 26

230 PRINT

24@ PRINT “FIRST CRRD™:

259 INPUT U

268 IF U > 0 AHD U 53 THEN 298

276 PRINT °THERE ARE ONLY 52 CARDS IN THE DECK, HOT™U; CHR$(E); ™"
269 GOTO 238

296 LET 6=1

I IF CH(D=" " THEN 768

216 PRINT "SECOND CARD™:

28 INFUT U

336 IF W > 6 RHD W <2 THEN 366

740 PRINT "THERE ARE ONLY 52 CARDS IN THE DECK, HOT®;M CHR$(E):™ "
359 GOTO 318

368 LET =2

370 IF C4(W)=" " THEN 766

386 IF U O W THEN 419

399 PRINT "YOU CAN’T'PICK THE SRME CARD THICE!®
468 GOTO 318

418 IF HIDRCCHAD, L D=HID$CEAD, 1, 1) THEN 470
428 PRINT 87515 "1S "5 CHD, "#%36 015 "5 LD,
438 FOR I=1 0 58

448 PRINT;

458 NEXT 1

468 GOTO 20

476 PRINT "THAT’S R MATCH -7 C8Q), CSGD

486 LET C8(p=" "

498 LET C8Gb=" "

568 LET S=5+1

540 PRINT "YOUR SCORE 1S HOW";Si CHR$(B);"™ YOU HAVE HAD";N; "PICKS.”
528 PRINT @ 979, "PRESS ANY KEY TO CONTIMUE™:

538 1F INKEY$ ="* THEN 518

348 CLS

558 NEXT N

568 REM ~-  THE RESULTS

579 LET S1=5/(4)

586 PRIMT *Y0U SCORED™;S; "OUT OF™;H; CHR$(8):;™ THAT IS ™:

598 OH S1+4. 5 GOTO 688, 628, 648, 688

€06 PRINT “FOOR. "

61@ G070 698

626 PRINT "FAIR ©

638 GOTO 656

€48 PRINT "GOCD. ©

€58 GOTO 698

668 FRINT "EXCELLENT ' ! ¥
678 GOTO 698

688 PRINT * . . AARH

€98 PRINT

766 FRINT "DO YOU WANT TO PLAY AGRIN":

710 INPUT 28

728 1F LEFT$(Z$, 1)="v" THEN 158

738 PRINT

740 PRINT "COME BACK AGRIN!M®

758 END

768 FRINT "YOU HAVE RLREADY MATCHED THAT CARD. "

778 IF G=1 THEW 236

788 GOTO 246

798 DATA "RS®, “267, 357, 45", "55, 65", 75T, "ES". "95", 185" 1J5", "as"
860 DATR "KS"

816 DATA “AH", "2H", "3H", "qH", "SH", "6H", "7H", “BH", "9H", "16H". "JH", "GH"
878 DATA "IH"

838 DATA "AD*, “2D". "3D", "4D", "5D", "6D", "7D". 80", "90°. "16D", "JD*, "@D"
948 DATR "tD"

856 DATA "AC®, "2C", “3C", "4C*®, "SC*. °6C™, “7C", "gC*, "9C". "16C", JC*, "aC”
868 DATR "KC"

878 END

88 FOR Xi¥=1 T0 4040

£95 NEXT

998 RETURH

916 FOR ¥v=1 T0 2688

928 NERT

928 RETURM

UH.... YOU HUST HAYE CHERTED!®

LN




This is the oid chiidhood favorite of
“connect the dots.” Tt e objective is to
carve out squares of “-eal estate” with
the computer as an abl2adversary. The
player who connects the two dots
which complete a square gets
ownership of that square. In addition,
the player gets the :dded bonus of
moving once more. T1is can be quite
advantageous in certein situations. A
nine-square grid is provided as a
playing board.

A sample of the gric follows with an
identification of each ¢ 2ordinate where
a line may be drawn.

{1,2) (1,4) {1.,6)

(2,1 (2.3) (2,5) (2.7)

(3,2) (3,4) (3,6)

4.1) (4,3) (4.5) 4.7)

(5.2) (5,4) (5.6)

(6,1) (6,3) (6.5) (6.7)

(7.2 (7.4) (7.6}

You'll find it interes ing to note that
the computer mirrors t1e players move
in so far as possible. Y >u may also find
that the game move: rather slowly,
especially for the first three or four
moves. Be patient! Once squares begin
to fall, the game moves swiftly to its
conclusion.

There are some moadifications that
you may wish to consider if you are
going to adopt this prcgram for regular
use. In addition to imgroving the REM
statements in the program, | would
suggest:

1. Modifying the program so that the
grid is printed after both players
have moved (rather :han eachtime a
move is madey;

2. Modifying the program so that once
a player had ownership of a majority
of the squares, the yame would end
rather than proceec to its inevitable
conclusion; and

3. Modify the program so that the
player's initials aopear in each
square he captures.

The program is by Chuck Lund; the
writeup by Pete Olivizri. It originally
appeared in Creati'e Computing,
Jan/Feb 1976.

CONNECT THE DOTS

COPYRIGHT 4579 CREATIVE COMPUTING MORRISTOWN: NI

cis
HIT ENTER TO START? .
cls
THIS PROGRAM WILL PLAY CONNECT THE DOTS WITH ¥YOU
THE GAME IS PLAYED ON A 4 X 4 ARREY. HWHEN
YOU WANT TO MAKE A MOVE YOU MUST TYPE IN

THE COORDINATES OF THE SPRCE BETWEEN THE TWQ DOTS vOU
HANT TO CONNECT. ENTER EACH OF YOLR MOVES BY TYPING

THE ROW NUMBER, @ COMMA AND THE CCLUMN NUMBER.
THE UPPER LEFT HAND CORNER OF THE ARRAY IS 4.1
HERE HE GO.

PRESS ANY KEY 70 CONTINUE

cls

RV NS P O o

YOUR MOVE? 1.1
YOU REALLY DOW’T WANT TO PUT A LINE THERE!'!!

-3 oy W L e PO

cls

1 2 3 45 ¢

YOUR MOVE? 2, 7.

cls
YOUR MOVE? 1,2, : {1 224567
cis 1
1234567 ;
1 : 3
z 4
3 5
4 6
3 7
6
7
YOUR HMOVE? 4, 3.
cis
YOUR HOVE? 7, 41 232 465¢67
YOU REALLY DON‘T WANT 7O PUT A LINE THERE!!!! :
2
YOUR MOVE? 7, 4_ :
cis 4
1224567 .
! 6
2 -
2 ,
4
S YOUR MOVE? 5, 4_
5 cis
‘ 1234567
1 ; .
2
YOUR MOVE? 1, 6. 3
cis 4 c
4 224567 :
: ;
2 7
4
> YOUR MOVE? 2, 3
3 - cis
' 1234567
1 .
2 H
YOUR MOVE? 2,1_ 2
cis .
1 234567 4 ¢
1 5
2 [
4
3 -
6 YOUR MOVE? 3. 6.
7 cls

YOUR HMOVE? 4.1
cls

38




cis cls
1 2 245 6 7 12 2 4% 86 7
1 . 1 R
2 H H 2 c H H
4 C 4 < c C
g 3 .
5 6 C
7 7
YOUR MOYE? 6, 3. MY MOVE
cis cls
1 2 3 465 67 1 2 2 45 67
1 . 1 ..
2 C H H 2 C H H
3 3
4 c ¢ 4 c c c
5 . 3 .
& € [ c c ¢
7 7
1 KON
MY MOVE DO YOU WANT TO PLAY AGAIN? NO_
cis cls

1@ CLS. PRINT@4@S, "CONNECT THE DOTS"
28 PRINT PRINT TAB(?> "COPYRIGHT 1579 CRERTIVE COMPUTING
MORRISTOKN, RJI"
3B PRINT@IEQ, "“;  INPUT "HIT ENTER TO START"; I$: CLS
49 PRINT TABC28)> "CONNECT THE DOTS®
98 PRINT
6@ PRINT "THIS PROGRAM WILL PLAY CONNECT THE DOTS WITH vOU. "
76 PRINT “THE GAME 1S PLAYED ON A 4 X 4 ARRAY. WHEN"
2@ PRINT "YOU WANT TO MAKE A MOVE YOU MUST TYPE IN"
9@ PRINT “THE COORDINATES OF THE SPACE BETWEEN THE TWO DOTS vou"
466 PRINT "WANT TO CONNECT. ENTER ERCH OF YOUR MOVES BY TYPING"
14@ PRINT “THE ROW NUMBER. A COMMA AND THE COLUMN NUMBER. "
126 PRINT "THE UPPER LEFT HAND CORNER OF THE ARRAY IS 4,1
138 PRINT “HERE WE GO. "- PRINTE@979, "PRESS ANY KEY TO CONTINUE";
140 IF INKEY$="" THEN 14@ ELSE CLS
158 DIM A(2,12
166 ¥=@
176 FOR R=4 TO 12
188 FOR C=1 TO 12
19@ IF R/2=INT(R/2) THEN 230
280 IF C/2=INT(C/2) THEN 23@
240 AR, O)=-5A
228 GOTO 240
238 AR, C)=0
248 NEXT C
250 NEXT R
268 IF ¥=1 THEN 27
279 GOSUB 112@
28@ PRINT- PRINT "YOUR MOVE";
250 INPUT ¥, ¥
8@ IF X=INT(X) THEN 330
1@ PRINT "¥OU REALLY DON‘T WANT TO PUT fi LINE THERE!!!!"
326 GOTO 28@
336 IF (X-43#(N-7338 THEN 318
349 X=X+2
256 IF (P-LD#{Y-7)>8 THEN 316
8 y=Y+2
370 IF (VL2 INT((RAY+1D/2) THEN 31@
X80 IF ACK ¥Y)<>8 THEN 210
398 ACK, Y¥)=50

480 IF X/2=INT(X/2) THEN 478
416 IF AR-2, YI+AC-L, PHHACK-L, Y-10 0456 THEN 440

420 P=1

439 ACR-1,¥)=1

448 IF ACR+2, YO+RACKHL, YL+R(KHL, ¥-1)(0150 THEN 528
456 R{4HL V=1

460 GOTQ 27

470 IF ACK Y-2)+ACR+L, Y-10+ACK~1, Y-1){>158 THEN 508
460 AR, Y-1)=1

496 P=1

568 IF ACK: PH2YHACREL, Y+HLO+ACK-L, Y445 (3150 THEN 530
510 ACK, Y+id=1

524 GOTO 2ve

526 IF P=1 THEN 270

54@ GOSUR 1128

558 PRINT:PRINT "My MOVE"

56@ FOR R=4 TO 48 STEP 2

576 FOR C=4 TO 1@ STEF 2

586 IF ACR-1, CY+ACR+L, CO+ACR, C-1+ACR, C+1) (3458 THEN 77@
59@ AR, O=-1

39

€08 IF A(R-1,C)<CO8 THEN 640

618 ACR-1, Cr=50

628 IF ACR-3, CY+ACR-2, C-10+A(R-2, C+1)<>158 THEN 548
638 LET ACR-2, 0y=-1

4@ IF AR+1, £I<O8 THEN 680

650 A(R+L, £)=58

560 IF ACR+Z, CI+ACRHE, C-1)+ACR+2, C+1>{>158 THEN 548
670 A(R+2, C)=-1

588 IF ACR, C-1><00 THEN 72@

630 ACR, C-1)=00

7668 IF ACR, C-3)+ACR-1, C-2)+A(R+1, C+2)<0456  THEN 548
718 AR, C-20=-1

726 IF ACR, C+1)>C08 THEN 540

7Z@ AR, C+1)=50

74@ IF ACR: C+3)+ACR-1, C+2)4+A(R+L, C+2)(>158 THEN 548
756 AR CH2h=-1

P66 GOTO 548

770 NEXT C

786 NEXT R

796 IF EXL THEN 948

860 IF AC12-X, 12-Y)<0@ THEN 948

818 A1Z-X, 12-v)=58

829 IF E>1 THEN 988

83a GOTQ 27@

848 FOR R=2 TO 2

838 FOR C=2 70 3

866 IF (R+C)/2=INT((R+C)/2> THEN 958

§7@ IF ACR, C)<>@ THEN 95@

888 IF R/2=INT(R/2) THEN 938

898 IF ACR-2, CHACR-1, C-1>+A(R-1, C+1)=16@ THEN 958
900 IF ACR+2, CI+ACR+L, C-1)+ACR+1, C+1)=1688 THEN 956
918 AR, C>=50

926 GOT0 2v@

930 IF AR, C-23+A(R~1, C-1)+A(R+1, C-1)=188 THEN 958
348 IF R(R, C+2)+A(R-1, C+2)+A(R+L, C+4){>108 THEN 918
5@ NEXT C

966 NEXT R

376 IF E>1 THEN 808

988 R=INT(RHD(@X*7)+3

936 C=INT(RND(B)#?>+3

1836 IF R/2=INT(R/2> THEN 1038

1640 IF C/2=INT(C/2) THEN 1850

1628 GOTO 986

1638 IF C/2{0INT(C/2) THEN 1858

1648 GOTO Sse

1858 IF ACR, COC00 THEN 968

1666 A(R, C)=58

1879 GOTO 276

16888 PRINT “DO YOU WANT TO PLAY AGRIN":

1690 INPUT B$

1168 IF LEFT$(B$. L>="y" THEN 170

1418 END

1126 P=@: PRINTER, "
1136 D=0

1148 E=0

1458 FOR R=3 TO §: PRINT " ";R-2Z: " %
1166 FOR C=3 T0 9

1478 IF AR, C){O@ THEN 1260

118G PRINT ©
1196 GOTO 135@
1266 IF ACR, CH)<>-58 THEN 1230

124@ PRINT © *; CHR$(148); " %

1228 GOTO 135@

1238 IF ACR, CX>-1 THEN 1268

124@ PRINT “ C ™5

1250 GOTO 4280

1260 IF AR, CX(>1 THEN 1318

127@ PRINT " H %

128a D=D+A(R, C>

1290 E=E+1

1308 GOTO 135G

1318 IF R/2=INT(R/2) THEN 1348
1328 PRINT STRING$CX. 148);

1338 GOTO 135@

1348 PRINT * ";CHR$(491); " ™

1356 NEXT C

1368 PRINT

1378 NEXT R

1396 IF E>=9 THEN 1480

4396 PRINT. PRINT CHR#$(31); @ RETURN
14080 PRINT . PRINT: IFDD® THEN 1430
141@ PRINT "I WON"

1428 GOTQ 1008

1438 PRINT "YOU HON!!'®

1440 GOTO 1@8¢

1458 END

122324567

",
i



L)

CONVOY
COPYRIGHT 19’9 CREATIVE COMPUTING

—cls
DO YOU NEED INSTRUCTIONS? YES_
— cls

THIS NAVAL NAR GIME IS PLAYED ON A 18 BY 18 MATRIX
YOU ARE THE SUB; TH:I COMPUTER IS A CRRGO SHIP AND ITS TWO
DESTROYERS. THE SHI STARTS IN SQUARE 162 AND RANDOMLY MOVES
10 SQUARE 4, MOVING @, 1,2, 0R 3 SQUARES AT A TIME.

ONE OF THE SHIP‘3 DESTROYERS STARTS AT SQURRE 78 AND MOVES
RANDOMLY 0,1, 2 OR 3 SQUARES AT A TIME SERRCHING FOR THE SUB.
THE OTHER DESTROYER STAYS WITHIN ONE SQUARE OF THE SHIP AS
AN ESCORT. THE SUB STARTS IN SQUARE 12, CAN MOVE UP, DOWN
LEFT OR RIGHT 1 SGLIRE AT A TIME, 2 HOVES PER TURN. AND IT
HAS TORPEDOES WHICK IT CAN FIRE 4 AT A TIME IN ANY STRRIGHT
LINE. AFTER EACH SL3 MOVE, THE PERISCOPE WILL SERRCH
EACH ADJACENT SQUAF I FOR THE SHIP ALSO RANDOH RECONNARISANCE
REPORTS MILL BE MALZ

PRESS ANY KEY TO CONTINUE
—cls
THE SEGUENCE OF ‘LAY IS.

1 - SHIP AND D ISTROYERS MOVE

2 - YOUR MOVE

3 - YOU CAN FIE A TORPEDO

4 - PERISCOPE 3EARCH

5 - YOUR MOVE IGRIN

6 - BACK TO NUMBER 1

THE SUB WINS IF [T SUCCEEDS IN HITTING THE SHIP WITHIN 4
TORPEDOES WITHOUT MJIVING TO A SQUARE OCCUPIED BY A DESTROVER
T /FIRE?/ ANSWER: 'NO,’L‘, ’R7, ‘U’ D7, 7LU7. LD, “RU‘. OR “RD*

MORRISTOMN, NJ

‘LY = LEFT, ‘R’ = RIGHT, ‘U’ = UP. ‘D’ = DOWN, ‘LU’ = LEFT UP,
‘RUZ = RIGHT UP, ‘KD = RIGHT DOWN.
>RESS ANY KEY TO CONTINUE
— cis
1 2 2 4 5 6 7 8 9 1@
11 42 13 14 15 16 417 18 19 28
21 22 23 24 25 26 27 28 29 3@
2 32 33 34 35 36 3 38 39 40

THE 41 42 43 44 45 46 47 48 43 S@

BOARD 54 52 53 34 585 56 57 58 59 66
61 62 63 64 65 €6 67 68 €9 T
7L 72 73 V4 75 V6 V7 7B 79 80

81 82 983 84 85 96 &7 88 &8 9@

DESTROYER HAS MOVEL.
SUB IS NOW AT 12
SUB’S MOVE? 13-

SHIP HAS MOVED.
DESTROYER LAST SIGHTED AT 78

— cls
1 2 3 4 5 6 7 8 9 18
11 12 .. 14 45 16 47 18 19 2@
24 22 23 24 25 26 27 28 29 i@
31 32 33 34 35 36 3¢ 38 39 40
THE 41 42 43 44 45 46 47 48 43 58
BOARD 51 52 53 354 S5 36 57 58 59 &8
61 62 63 64 65 66 67 68 69 7@
71 P2 73 74 75 76 77 78 7S 88
8L 92 83 ©4 85 86 87 88 89 90
91 92 93 94 95 96 97 98

SHIP HAS MOVED.
DESTROYER LAST SIGHTED AT 78.

DESTROYER HAS HMOVEL.
SUB IS NOW AT 12
SUB“S MOVE? 14_
— cls

1 2 X 4 5 €& 7 8 9 18

21 022 23 24 25 26 2r 28 28 30
3 32 32 324 35 3% 37 38 35 48
THE 41 42 43 44 45 46 47 48 49 5@
BOARD 54 52 52 54 55 56 57 59 59 6@
61 62 63 64 €3 66 &7 &5 68 7
71 72 73 V4 75 76 ¢7 78 V9 se
31 82 83 84 85 96 & 88 85I 5@
91 92 8% 94 95 96 37 98 99 le@
SHIP HAS MOVED.
SHIP LAST SEEN AT 168

DESTROYER HAS MOYE .
SUB AT 44.
FIRE? NO.

—cls

40

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.

cls

1 2 X 4 35 6 7 ¢
14 42 132 .. 15 46 417 18 19 2@
21 22 23 24 25 26 27 28 29 3@
3 32 33 34 35 36 37 38 39 48
THE 41 42 43 44 45 46 47 48 43 S0
BOARD 54 52 53 S4 55 56 S7 58 59 6@
61 62 62 64 €3 66 67 68 69 7@
74 72 73 74 75 76 V7 78 79 8@
81 82 8 84 857 8 67 8B 89 390
94 92 93 94 93 96 97 98 S99 100
SHIP HAS MOVED
DESTROYER LAST SIGHTED AT 78

DESTROYER HAS HOVED.
SUB IS NOW AT i4
SUB’S MOVE? 1t

SHIP AT 79.
cls
i 2 3 4 5 6 7 8 9 10
11 42 13 44 ... 16 17 18 19 28
21 22 23 24 25 26 27 28 29 38
3 32 2 34 3/ 36 37 38 2V 4@
THE 41 42 43 44 45 46 47 48 45 50
BORRD 54 52 5% 54 S5 56 57 58 59 68

61 62 63 64 65 66 67 68 69 78
71 72 V3 74 V5 V6 V7 78 79 8@
81 82 83 84 85 86 8F 88 83 98
94 92 93 %4 95 96 97 98 99 100
DESTROYER HAS 1OVED. SHIP HAS MOVED.
SUB 1S NOW AT id. DESTROYER LRST SIGHTED AT 78
SUB“S MOVE? 1¢.

cis
1 2 3 4 5 6 7 8 9 1o
41 12 43 14 15 .. 17 18 19 2@
24 22 23 24 25 26 27 28 28 @
3 32 33 24 35 36 37 38 39 48
THE 41 42 43 44 45 46 47 48 49 56
BORRD 54 52 53 54 S5 56 S7 58 59 68

61 €2 63 &4 65 66 67 68 69 7@
7L 72 73 74 V5 76 V7 T8 79 &0
81 82 83 84 85 86 &7 88 89 90
91 92 93 94 95 96 97 98 99 0@
SHIP HAS MOVED.
DESTROYER LAST SIGHTED AT 78.

DESTROYER HAS MOVED
SUB IS NOM AT 16
SUB/S MOVE? 47.

cis




cls

THE
BOARD

4 5§ 6 7 8
14 45 t6.. 18 19 2@
24 25 26 27 3
34 35 3% 37 38 39 49
45 46 47 48 49 o@
54 55 56 o7 58 58 &8
64 65 65 67 £8 €3 7@
74 75 7 7 8 79 88
24 85 86 87 88 89 9@
94 95 96 97 88

o
o
e R R B P
(PO P PN RS N A R 2 Y
S
S

DESTROYER HAS MOYED.

SUB IS NOW AT 1€.
SUB‘S MOVE? 18.

SHIP HAS MOVED.
DESTROYER LAST SIGHTED AT 78.

THE
BOARD

3

13 .

23 24 25 26 27 28 2% 3@
32

DESTROYER HAS MOVED.

SUB AT 18.
FIRE? NO.

SHIP HAS MOVED.
SHIP LAST SEEN AT 73

THE
BORRD

2 3 4 5 6 7 8 5 18
2 13 14 45 16 17 ... 19 28
22 23 24 25 26 27 28 29 3@
32 33 34 35 36 37 38 39 48
42 43 44 45 46 47 48 49 38
52 53 54 55 56 S7 58 59 €0
62 63 64 65 66 67 68 63 76
72 73 74 V5 V6 77 78 V9 8@
82 83 84 85 86 8 88 89 98
92 93 94 95 96 97 98 99 160

DESTROYER HAS MOVED.
SUB AT 18.
UP PERISCOPE.

SHIP HAS MOVED.
SHIP LAST SEEN AT 7.

THE
BOARD

[
©
WP
et W by
o
-
[
o

F
%)
N
DERAY
B
N
e
o

52 52 54 58

82 82 84 &
92 92 94 95

€O =3 o U1 e b DD
gmmmmmasmmm
w
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(1]

[£e]

o
w
@

o

DESTROYER HAS MOVED.

SUB IS5 NOW AT i&
SUB’S MOVE? 28
SHIP AT 7@

cis

SHIP HAS MOVED.
DESTROYER LAST SIGHTED AT 78

THE
BOARD

2 2 4 5 & 7 g 98 46
12 43 14 15 16 17 48 19 20
22 R 24 25 26 27.. 29 30
32 33 34 35 36 37 38 29 40

2 43 44 45 46 47 48 49 50
52 53 54 55 56 57 5@ 59 60
62 €3 64 65 66 67 €8 €9 7@
72 73 74 75 V6 77 78 79 80
82 93 84 85 86 &7 88 89 9@
92 92 94 95 96 97 98 99 148

DESTROYER HRS MOVED.

SUB IS NOM AT 18
SUB“S MOVE? 28.

cis

SHIP HAS MOVED.
DESTROYER LAST SIGHTED AT 78.

3 4 5 6 7
13 14 45 16 17

3 34 35 3¢ 37...

2
1z
22 23 24 28 26 27
32
42

43 44 45 46 47
52 53 54 55 56 57
62 63 64 65 66 67
v2 73 74 75 76 77
82 83 84 B85 8 87
92 93 94 95 96 97

SHIP HAS MOVED.

DESTROYER LAST SIGHTED AT 78,

SHIP HAS MOVED.

DESTROYER LAST SIGHTED AT 78.

2 3 4 5 6 7
12 43 14 45 16 17
22 23 24 25 26 27
32 33 34 35 36 37

8

42 42 44 45 46 47 ..

52 53 54 55 56 57
62 63 64 65 66 67
V2 73 74 79 76 77
g2 83 84 85 86 &7
92 93 94 95 9% 97

SHIP HAS MOVED.

SHIP LAST SEEN AT 70

2 2 4 5 6 7
12 13 14 415 416 17
22 23 24 28 26 7
32 33 34 35 36 37

42 43 44 45 46 47 ...

52 53 54 55 56 57
62 63 64 65 66 67
72 73 74 75 76 77
82 83 84 85 86 &7
92 93 94 95 96 97

SHIP HAS MOVED.

SHIP LAST SEEN AT 76

cis
1
11
24
31
THE 41
BOARD 3
61
21
i
DESTROYER HAS MOVED.
SUB IS NOMW AT 38.
SUB’S MOVE? 48_
cls
1
11
21
3
THE 41
BOARD 51
53
81
91
DESTROYER HAS MOVED.
B IS NOW AT 38
SUB’S MOVE? 48_
ESCORT VERY NEAR!
cis
1
11
21
31
THE 44
BOARD 51
61
71
81
91
DESTROYER HAS MOVED.
SUB AT 48.
FIRE? YES.
ESCORT VERY NERR!
cls
1
k]
21
21
THE 41
BORRD 51
61
71
81
91
DESTROYER HRS MOVED.
SUB AT 48.
FIRE? RD_
clis
1
1
21
ks
THE 41
BOARD 51
61
71
81
31
DESTROYER HAS MOVED.
SUB AT 48
HISS.
cis

SHIP HARS MOVED.

SHIP LAST SEEN AT 70.
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10 CLEARSGB: CLS: PRINT@44X, "CONVOY"
28 PRINT- PRINT TAB(?) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN,

@ PRINTES60, ;- INFJT "DO YOU NEED INSTRUCTIONS'; I$

4@ IF LEFT$(I$, 1)="N" THEN CLS: GOTO 336

50 CLS. PRINT TAB(29); "CONVOY"- PRINT

68 PRINT " THIS NRYF. WAR GAME IS PLAYED ON A 10 BY i@ MATRIX "

76 PRINT"Y0U ARE THE SUB. 'HE COMPUTER 1S A CARGO SHIP AND ITS THO®

S0 PRINT®DESTROYERS. 14E SHIP STARTS IN SQUARE 10@ AND RANDOMLY MOVES"
98 PRINT"TO SQUARE 1. YOVING 8,4, 2,0R 3 SQUARES AT A TIME "

180 PRINT®  ONE OF THZ SHIP/S DESTROYERS STARTS AT SQUARE 78 AND MOVES™

118 PRINT"RANDOMLY ©,4.2 OR I SQUARES AT A TIME SEARCHING FOR THE SUB. "
120 PRINT"THE OTHER Uf STROYER STAYS WITHIN ONE SQUARE OF THE SHIP AS"
43@ PRINTUAN ESCORT. THE SUB STARTS IN SQUARE 12, CAN MOVE UP, DOWN,
146 PRINT"LEFT OR RIGHT 1 SQUARE AT A TIME, 2 MOVES PER TURN, AND IT *
15@ PRINT"HAS TORPEDOES KHICH IT CAN FIRE 1 AT A TIME IN ANY STRAIGHT"
168 PRINTULINE. AFTER EACH SUB MOVE, THE PERISCOPE WILL SEARCH"

176 PRINT"EACH RDJACE!T SQUARE FOR THE SHIP ALSQ RANDOM RECONNAISANCE"
188 PRINT"REPORTS WILL BE MADE. °

196 PRINT@979, "PRESS INY KEY TO CONTINUE":

200 IF IMKEY$="" THEN 208 ELSE PRINT@128, CHR$(31);

216 PRINT"  THE SEQUEVCE OF PLARY IS:"

228 PRINT" 4 - SHI® AND DESTROYERS MOVE"
228 PRINT* 2 ~ Y0u? MOVE"

248 PRINT" 3 - YOL CAN FIRE A TORPEDQ"
258 PRINT" 4 - PERISCOPE SERRCH"

268 PRINT" S - YOLX MOVE AGAINY

278 PRINT" 6 - BACC TO NUMBER 1"

288 PRINT*  THE SUB [ INS IF IT SUCCEEDS IN HITTING THE SHIP WITHIN 4 "

838 IF M2=-1 THEN v8ae

840 IF Mi=pM2#(-1> THEN 8g@
858 Ci=3+2

860 IF Ci=1 THEN 1220

878 IF C4=D THEN 2820

828 IF Ci=C THEN 820

898 IF C4<1 THEN goo

9@ IF C1>168 THEN 8a8

930 CE=5+(CINT(24RNDCE) )% (-2) ) +1)* (CINT (24RNDC@) }+3)+1)
94@ IF C6<Z THEN 953@

5@ IF C6>168 THEN 928

96@ IF Cé= D THEN 280@

970 IF 54=1 THEN 650

988 IF S1=2 THEN 698

995G £3=0

1066 PRINTE?36, "SHIP HAS MOVED. ":

1018 IF Y23=0@ THEN 1040

1028 X.1=0

163@ GITO 2399

1640 RN

1650 Xl=1

186@ FRINTB?ES. “SUB AT";D; CHR$(8); " "5 CHR$(3@);

1076 FRINT@S@O, "SHIP LAST SEEN AT":LiCHR$(8); " “; CHR$(2@);
188G FRINTEE32, "FIRE":; CHR$(38);

169@ DIPUT Af

290 PRINT"TORPEDOES W.THOUT MOVING TO A SQUARE OCCUPIED BY A DESTROYER. "
208 PRINT®TO ‘FIRE?" (NSHMER: ‘NO/.“L‘, ‘R, ‘U7, ‘D7 ‘LU, “LD”, “RU%, OR “RDZ. "
248 PRINT/L’ = LEFT, ‘R’ = RIGHT. ‘U’ = UP, ‘D’ = DOWN, ‘LU’ = LEFT UP,"

1106 1F LEFT$(R$, 1>="N" THEN 1780
1148 TP$=STRING$(3, 148) - IF Ag="L" THEN 1246
1128 IF A$="R" THEN 1268

328 PRINT"/RU* = RIGH! UP, ‘RD‘ = RIGHT DOWN. "
33@ PRINT@979, "PRESS ANY KEY TO CONTINUE™:
340 IF INKEY$="" THEN 348 ELSE CLS
/@ PRINT TABC(24x; 1 2 2 4 S 6 7 8 9 48"
368 FOR I=1 T09

37@ PRINT TAB(24); . FIR J=1 TO 1@
380 PRINT USING "### ' Ix10+J;

398 NEXT J

488 NEXT 1

410 PRINTE256, "THE": PRINTG320, "BOARD"; - PRINT@648, STRING$(64,191);
428 D=12

430 T=4

40 S=166

456 C=78

468 C2=78

470 1L=160

480 IF C=-108 THEN 52

499 GOTO 2970

568 ¥3=0

518 Mi=@

52@ GaT0o60

530 M1=0

548 IF S=2 THEN 1228

556 ¥3=1

568 IF 5=3 THEN 1228

576 IF S=i1 THEH 1220

588 IF $=12 THEM 1220

598 IF 5=21 THEN 1226

680 X=RND(D)

618 IF X> 4 THEM é7@

620 IF X>. 2 THEN 698

638 IF ¥>. 85 THEN €30

646 GOTO 1e@@

658 S1=8

66@ GOTO 708

678 S1=2

683 GOTO 786

696 Si=1

788 X=RND(@®)

718 IF X{ 73 THEN 74@

728 Pi=1

738 GOTC 8le

748 Pi=-1

796 GOTG 810

760 IF S=1@+INT(S/1@; THEN 8@@
770 GOT0 84@

780 IF S=1+(1@+INT(S/ (@)} THEN g@e
736 GOTO 846

800 Pi=P1ls(-12

218 M2=P1 (INT(2#CRM 2(8) ) 343 +1)
828 IF M2=1 THEN 768

42

1438 TP$=" "+CHR$CASLI+" "1 IF Ag="U" THEN 1280
1148 IF A$="D" THEN 1308

1158 TPE=CHRE{1310+CHR$(148)+CHRS(L76) - IF A$="LU" THEN 1228
1466 IF A$="RD" THEN13GO

1478 TPE=CHRECITEI+CHRS(14BY4CHRE(L34) - IF AE="RU" THEN 1260
1188 IF A$="LD" THEN 1248

149@ PRINTE222, “ANSWER NO, L, R, U, D LU, LD, RU OR RD."; CHR$(38);
126@ FOR TM=1 TO 580: NEXT

1216 GOTO 1088

1226 CLS: PRINT"SHIP’S IN PORT. *

123@ GOTO 2858

1248 Pi=-1

1238 GOTO 1396

1268 Fi=1

127@ COTO 1396

1288 Pi=-18

1298 GOTC 1390

1208 Fi=10

1z1@ COTO 4390

1320 Pi=-14

1320 GOTO 139@

124@ Fi=3

1330 COTO 1290

12608 Fi=-9

1378 GOTO 4398

1386 Fi=11

1398 Di=D

1480 D1=Di+P1

1418 KC=INT(D1/1@) - YC=DI-HL#18: SP=XC+64+Y(#4+20
142@ IF INT(D1/16>CD1/1@ THEN 1440

1430 SP=(KC-1)464+(YC+10B)#4+20

144@ FRINT@SP, TP$: FOR TH=1 TO 28: NEXT TH
145@ PRINT@SP, “"; . PRINTUSING"###"; D1,

1468 17 D1=5 THENLS2E

147@ 17 Di=C THEN 1570

1488 IF D141 THEN 1650

14909 iF D198 THEN 163@

1568 [F Di=1@+INT(D1/1@) THEN 1618

1518 IF DI=1+(1@+INT(DL1/1@)) THEN 1620

1528 G070 1460

1536 L5 PRINT"KER-BOOM!' CARGO SHIF DESTROVED'®
154@ PRINT:PRINTYOU WIN!'Y

1556 (=1

1560 (070 2950

1578 PRINTE@S32: “WHAMO!' DESTROYER SUNK. *; CHR$(38);
1588 FOR TH=1 TO 50@: NEMT TH: C=-1@8

1598 “=T-1

1668 GOTO 176@

1618 IF D=1@+INT{D/10) THEN 14060

1628 GOTQ 4736

163@ IF D=1+<40+INT(DA10)> THEN 1460




1648 GOTO 1730

1€58 IF D>1@ THEN 1738

1668 IF D4<2 THEN 1730

1670 IF D4>9 THEN 1738

1620 GOTO 140@

1698 IF D91 THEN 1738

1708 IF D192 THEN 1738

1716 IF D1>99 THEN 1730

1728 GOTO 1460

1738 T=T-1

1748 PRINTEE32, "MISS. ¥; CHR$(20);

1750 FOR TM=1 TO 50@: NEXT TH: IF T=0@ THEN 2848
1768 PRINT@S96, T; "TORPEDOES LEFT. "; CHR$(38);
1778 GOTO 1686

1788 PRINT

1798 ¥=0

1860 PRINT@E32, "UP PERISCOPE. "; CHR$(38);

1816 FOR TM=1 TO 5@8: NEXT TH

1826 Y2=0

18368 IF S=D THEN 198G

1848 IF 5=D-1 THEN 1988

185@ IF S=D+1 THEN 198@

1868 IF S=D-18 THEN 1988

1878 IF S=D+1@ THEN 1988

188@ IF S5=D-9 THEN 1988

1896 IF S=D+9 THEN 1980

1968 IF S=D-11 THEN 1988

1918 IF S=D+11 THEN 1988

1928 IF Y=1 THEN 2618

1928 PRINT@896, “SHIP NOT IN SIGHT. "; CHR$(38);
1948 R=RND(8)

1958 IF X< 35 THEN 2018

1968 REM

1570 y2=-1
1980 PRINTEES6,
1998 v2=v2+i
2088 L=5

2a81@ IF C=D THEN 2330
2628 IF C6=D THEN 2806
2038 IF C=D+1 THEN 2210
2048 IF Ce=D+1 THEN 2298
2050 IF C=D-1 THEN 2318
2068 IF Cé=D-1 THEN 2298
287a IF C=D+9 THEN 2310
2880 IF C6=D+9 THEN 2298
2089@ IF C=D-9 THEN 2318
21ee IF C6=D-9 THEN 2298
2118 IF C=D+1@ THEN 2310
2428 IF C6=D+16 THEN 2290
2138 IF C=D-1@ THEN 2310
2440 IF C&=D-10 THEN 2290
2158 IF C=D+11 THEN 231@
2168 IF Cé=D+11 THEN 2290
2479 IF C=D-11 THEN 2318
2188 IF Co=D-11 THEN 2298
2498 IF C=D+2 THEN 2318
2280 IF (=D-2 THEN 234@
2218 IF C=D+2@ THEN 2318
2226 IF C=D-28 THEN 2318
2238 IF C=-168 THEN 2370
2243 IF ¥=1 THEN 2380
2258 X=RND(@)

2268 IF #C & THEN 2378

"SHIP AT 55 CHR$(8Y; ¥ %5 CHR${(38);

2278 PRINT@E96, "RECON. PLANE SPOTS TIN CAN AT";C;CHR$(8); "

2288 GOTO 2350
2299 PRINTES96,
2308 GOTO 2370
2318 PRINTE896,
2328 GOTO 2358
2330 PRINTE8S6,
2348 GOTO 2760
2358 Co=C

2360 €3=1

2370 IF ¥=0 THEN 2398

2100 RETURN

2396 REM

2408 PRINTE768, “SUB IS NOW RT";Di CHR$(E); *. i CHR$(38):
244@ IF C3=1 THEN 2448

2428 IF C=-160 THEN 2440

243G PRINTESGE, "DESTROYER LAST SIGHTED AT 25 CHRECE); "
2440 D2= CHR
2450 PRINTES32,
2468 v=1

"ESCORT VERY NEAR!"; CHR$(3@);

"DESTROYER DIRECTLY QVER HEAD. “; CHR$(38);

"SUB’S MOVE"; CHR$(38);

s CHR$(28);

"DESTROYER CLOSING IN AT: C; CHR$(8); 7 " CHR$(38)

£(38);

2478 INPUT X: GOTO 2518

2480 XC=INT(P0/1@): YC=PO-XC#18: PA=XCHE4+YC+4+20

2490 IF INT(P0/10)=P0/18 THEN PA=(RC-1)%64+(YC+18)%4+20

2588 RETURN

2518 IF X=D THEN 2648

2520 IF X(2 THEN 2730

2538 IF X>160 THEN 2730

2548 IF X=INT(X) THEN 2568

2550 GOTO 273¢

256@ IF X=D+1 THEN 2616

2574 IF X=D-1 THEN 2638

2588 IF X=D+18 THEN 2640

2598 IF X=D-18 THEN 2640

2688 GOTO 2730

2618 1F D=10+INT{D/1@> THEN 2738

2628 GOTO 2648

2638 IF X=10+INT(X/1@> THEN 27z@

2640 PO=D: GOSUB 248@: PRINTEPR, ""; : PRINTUSING ###"; D;

2638 D=X: PO=D: GOSUB 2488: PRINT@PA, STRING$(2, 140);
CHR$(143);

2668 GOSUB 1828

2678 IF D2=1 THEN 2ree

2680 D2=1

263@ GOTO 2458

2788 IF X1=@ THEN 3250

2740 IF C=-166 THEN 53@

2728 GOTO 2978

272@ PRINTE@832, "CAN’T DO. "; CHR$(30);

2748 FOR TH=1 TO 588: NEXT TM

2758 GOTQ 2450

2768 X=RND(@)

2770 IF X< 8 THEN 2868

2788 PRINT@896, "DEPTH CHARGE JUST MISSED!"; CHR$(38)

2790 GOTO 2398

2808 CLS: PRINT"YAROOM!' SUB DEPTH CHARGED!"

2810 GOTO 2850

2820 PRINT@B96,

2838 GOTO 538

284@ CLS: PRINT"AMMO DEPLETED. ©

26858 PRINT

2860 IF Q=0 THEN 2858

2870 Q4=01+1

2888 GOTO 2960

2890 G2=Q2+1

2988 PRINT"SCORE: COMPUTER"; G2 " -

2918 PRINT

2920 =8

2938 PRINT “NEW GRHE™:

2948 INPUT N$

2958 IF LEFT$(N$, 1)="N" THEN 3278

2962 CLS: GOTO 358

2978 Mi=g

2980 51=0

2998 X=RND(®>

3080 IF XC 6 THEN 3638

3646 Pi=1

3828 GOTO 3046

3030 Pi=-1

3840 M2=(PLr(CINTC(2ARNDCE) 3)%9)+1)

3050 IF M2=1 THEN 3150

3860 IF M2=-1 THEN 3218

2878 IF Mi=M2%(-1> THEN 3238

3888 (1=C+M2

3850 IF C1=D THEN 2600

3168 IF C1=5 THEN 3238

3148 IF C4(2 THEN 3238

3128 IF £1>100 THEN 3238

3136 Mi=M2

3440 C=C1

3158 IF 5i=1 THEN 53@

3468 Si=1

3178 PRINTG7GY,

34c@ GOTO 29%0

3198 IF C=10*%INT(C/18) THEN 3238

3268 GOTO 3076

3210 IF C=1+{(1@+xINT(C/1@)) THEN 3238

3228 GOTQ 3678

3238 P1=Pix(~1}

3246 GOTO 3040

3250 IF v2=@ THEN 194¢

3268 GOTO 506

3278 FOR XX=1 TO 1600:NEXT XX:END

"SHIP NOW OVERHERAD. "; CHR$(38);

SUB"; G4 CHR$(8); "

"DESTROYER HAS MOVED. “;
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CORRAL is a geme program
inspired by Harry (short for Aragon),
a horse acquired in a rash moment of
indulgence for a teen-iige daughter.
Harry, in his own iniinitable style,
taught us much about the care, feed-
ing and psychology c¢f the equine
species. Some of that hard-won
psychology has found its way into
CORRAL, which is a or.e-dimension-
al simulation of the tw)-(and almost
three-) dimensional problem of
catching Harry for anything other
than food. The mair reason for
confining Harry’s ego in the comput-
er to only one dimension is simply to
conserve paper on hari-copy termi-
nals. Even so, the prassentation is
very effective on a videc display unit.

The corral itself is >ounded by a
pair of siderails represented by
graphics blocks sepsrated by 21
spaces. The cowboy C always enters
beside the leftmost riil while the
horse H is happily mo)ching some-
where between positions 10 and 18
with a bias towards th.e right. This
bias and the various other behavioral
peculiarities of the hcrse are gov-
erned by two data metrices (state-
ments 90 and 100) which may be
altered to vary the beest’s tempera-
ment from wild to doc le depending
on the data distribution

If the horse bolts a check is
made (line 410) to ensu e that it does
not reach a position l2ss than one
space away from the cowboy. Occa-
sionally, the horse bolt:: to a position
more advantageous to the cowboy,
just as in real life, but usually the
opposite is true, partic.ilarly when it
bolts as a result of ¢n incautious
approach by the cowtoy. So heed
with care the advice fcr 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 440. The cowboy it: immobilized
for from one o five mo''es, while the
horse canters happily ¢way from the
scene of his triumph. If this happens
more than a certain (rar dom) number
of times the round-up is terminated
by the departure of the cowboy in an
ambulance.

Qccasionally the horse decides to
engage in a friendly dance around the
cowboy, but remember that random
number generators have no scul and
the result is often vile treachery as
the 1:orse 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 resul: in a
catch within three moves with no
injuries sustained. You either have it
or you have not, as the saying goes.
In the latter case the program allows

a maximum of 100 moves before
relegating the luckless cowboy to
cookhouse chores.

Computer freaks with multi-color
graphics will no doubt be dissatis-
fied with such prosaic symbols as H
and C for the horse and cowboy. A
fully animated CORRAL in living
color (with sound effects by a music
or speech synthesizer—a talking
horse yet!) should not be too difficult
to achieve.

Program and description are by
Colin Keay.

COPYRIGHT 419v9 CREATIVE COMPUTING MORRISTCWN, NJ

cls

DO YOU NEED INSTRUCTIONS? Y.
cls

YOU ARE THE COkBOY. GO CATCH YOUR HORSE IN THE CORRAL!

YOU MOVE TOMARD YOUR HORSE 4 TO 5 STEPS AT A TIME

IF YOU MORE THAN HALVE THE SEPERARTION HE WILL BOLT!
HE MAY ALSO BOLT WHEM HE IS CLOSE TO THE RAIL.

WHEN YOU COME WITHIN 2 STEPS HE MAY KICK. BE CAREFUL!

AFTER 77?7 TYPE IN A DIGIT FROM 1 TO 5 FOR THE COWBOY’S NEXT MQOVE

PRESS ANY KEY TO CONTINUE

cis
soferod o1 CORRAL Feptetok
Sk
[ c H 73
i C H ? 4
2 % H 73
K C H. i
4 H. vz
S C H 71
6 CH 21
7 CH. 71
8 H C. BOLTED ? 2
3 H c ? 4
16 H ? 3
cls

8 H C. ROLTED 22
9 H c 74
16 H ?R
11 H c ?3
12 H C 22
132 | C ?14
14 SR 24
15 KC 21
16 H C 21
17 HC 21
18 HC 21

YIFPEE!! NOW SEE IF YOU CAN CATCH HIM IN FEWER MOVES.

ANOTHER ROUNDUP? ¥_
cls
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cis 19 (LS. PRINTR412, "CORRAL®
28 FRINT: PRINT TREC?) "COPYRIGHT 1679 CREATIVE CONPUTING MORRISTOMM, NJ¥

bk CORRAL kb 8 PRINTESEO, ™ INPUT °DO YOU NEED INSTRUCTIONS™; 1$
40 DIN R(2)

50 DI 5(2,9)

60 FOR 1=t 16 2: FOR J=8 70 9

a C H ?3 78 RERD SCL 1) NEXT J: MEXT |
1 ¢ H 74 o8 DATA 6,1,2,2,2,2,2,4,0,-1
2 ¢ H 23 9 DATA 1,224,542, 248
3 C H 72 160 IF LEFT$(IS, D)="N" THEN 210
4 ¢ H 21 116 CLS: PRINT TRB(29); "CORRAL®: PRINT
5 t H 71 126 PRINT "  YOU ARE THE COMBOY. GO CATCH YOUR HORSE IN THE CORRAL!®
6 H c BOLTED ?3 178 PRINT: PRINT “YOU MOVE TOMRRD YOUR HORSE 1 T0 5 STEPS AT A TIKE *
7 H ¢ 73 148 PRINT "IF YOU WORE THAN HALVE THE SEPARATION HE HILL BOLT!®
8 H c 23 156 FRINT "HE MAY ALSO BOLT W4EN HE IS CLOSE TO THE RAIL *
3 H ¢ ?3 168 PRINT "MHEN YOU COME HITHIN 2 STEPS HE HAY KICK BE CRREFUL!®
18 HoC ? 3 176 PRINT
cls 189 PRINT *RFTER *2/ TYPE IN A DIGIT FROM 4 T0 5 FOR THE COMBOV’S MEXT MOVE®
11 C H BOLTED 74 198 PRINTE979, "PRESS AMY KEY TO CONTIME™;
12 c H ?3 200 IF INKEV$="" THEN 208
12 c H 72 219 CLS: PRINT TRBC16Y; ™ »
14 CH 24 206 PRINT TRBU16); "Hki+x  CORRAL e
15 CH 74 239 PRINT TRBU6); * 4
16 C H 22 248 PRINT
17 CH 71 250 C=1: L=1: K=8: ¥=0: }=6: GOSUB 648
18 CH 24 268 IF RS THEN =-0
19 € H 7144 278 HeA240: GOSUB 650
280 T=24P; PRINT
ILLEGAL MOVE. TRY RGAIN. 71 298 Bs=" .
20 . C H 24 268 FOR J=1 10 24: ACJD=32; NEXT
21 H ¢ BOLTED 21 216 AC)=67- RH=72
22 H ¢ 22 328 PRINT USIHG “#88% 1 - PRINT °, - PRINT CHR$(190);
2 H ¢ 22 328 FOR J=1 70 24: PRINT CHRE(RCIDY; - HEXT
24 ; H c 22 248 PRINT CHR$(190), BS:
cls 358 X=ABS(H-C): L=SGNCH-C)
o5 H ¢ - 2366 Netied: IF K08 THEN 599
% u ¢ - 378 IF 1168 THEN 799
2 HoC 23 38 IevT b
28 c M BOLTED 23 396 IF D@ AD DC6 THEN 418
% ¢ H 23 488 PRINT *ILLEGAL HOVE TRY AGRIN.®; GOTO 378
s c H 92 410 E=Ca#D: IF ECL OR ED24 THEM 400
2 e H 25 428 (=€ GOSUB 640
% ¢ H 25 478 G=P- HHHLHG: GOSUB 658
3 c H 2 I ot A0 e TN T
24 H C KICKED 4 e
5 S 468 GOSUB 640
% P P 478 IF R>2 THEN 539
.t Woo¢ 25 489 IF 07 THEN 299
38 Hoc 21 498 G=9+24P: HeH-L#G: L=-L. GOSUB 659
29 4 ¢ — 569 IF ABSCH-C)Y1 THEN 528
ol 516 HeH-2+L. G0SUB 638
520 B$="BOLTED  *: GOTO 308
48 . H C ?2 538 IF ABS(H-C)D2 THEN 298
4 H € 22 548 GOSUB 640
42 HE ?1 556 IF RO3 THEN 620
43 .H C 7?4 568 GOSUB 640
44 H £ 21 570 K=P+2: Moo HeH-GHL: GOSUB 659
45 C H KICKED 588 B$="KICKED"- GOTO 386
46 CH 598 IF DT THEN 688
47 € H 608 K=¢-1: PRINT: GOSUB 648
48 ¢ H 618 H=HHL¥(P+1): GOSUB €50: GOTO 298
49 ¢ H ?2 620 IF H=C THEN 708
58 c H 22 670 GOTO 298
51 C H 24 648 R=INTCLGRRND(®)): P=S(LRY: 0=5¢2.R): RETURM
52 ¢ H 21 €58 IF HCL THEN Het
53 ¢ H 71 €69 IF D21 THEN He2t
» ¢ H 72 698 PRINT: PRINT *THOSE KICKS LANDED Y0U IH THE HOSPITAL!"
cls 698 PRINT “GET WELL SOON!™: GOTO 768
55 c H 222 788 FOR J=1 10 21: ACJ=32: HEXT: A(C)=35
740 PRINT, CHR$CA90);
ILLEGAL MOVE. TRY AGRIN. 22 728 FOR J=1 70 24: PRINT CHRECRCI)); - NEXT
6 C H 22 738 PRINT CHR$(190)
57 H c BOLTED 71 748 PRINT: PRINT "VIPPEE!! MOW SEE IF YOU CRN CATCH HIM IN FEMER MDVES.®
58 H ¢ 24 758 PRINT
59 H ¢ 23 760 INPUT "RNOTHER ROUKDUP™; F§
60 H ¢ 72 770 IF LEFT$(FS, D)="v" THEN 240
61 H o€ 21 788 GOTO 818
62 HC 24 798 PRINT: PRINT: PRINT "ENOUGH! Y0U‘D DO BETTER RS THE CRWP COOK!®
63 HC 71 888 GOTO 768
8 816 BN

YIPPEE!! NOW SEE IF YOU CAN CATCH HIM IN FEMER MOVES.

ANOTHER ROUNDUP? N.
cls
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1F

The program Countdown is based on
the progran Guess in which the
compuier ciooses a random number
and then gi‘es you clues whether you
are too higt or too low until you finally
get the nunber. In Countdown, the
program acds a little interest to this
guessing gé me by giving you a certain
number of tries to get the mystery
number beiween one and ten before
your schoo!building explodes. Using a
good guessing strategy should allow
you to get eny number in four or fewer
tries. If you take more than four tries,
the building goes “boom.” To add a
little more interest to the game. you
may want to make the maximum
number of ftries three. To do this
change the value of T in statement
150 from 4 0 3.

Countdown was written by Mark
Chambers.

COUNTDOWN
COPYRIG IT 1979 CREATIVE COMPUTING MORRISTOWN, NJ
cls
HIT ENTER TO S ART? .

cls
YU HAVE ACTIVITED THE SELF-DESTRUCT MECHRNISM IN THIS SCHOOL
IF YOU WISH, Y(U MAY STOP THE MECHANISHM
T0 DO S0, JUST TYPE IN THE CORRECT NUMBER,
WHICH MILL STOl THE COUNT-DOMN

WHAT/LL IT BE? 3. |
cis
YOU HAVE ACTIVITED THE SELF-DESTRUCT MECHANISM IM THIS SCHOOL
1F YOU WISH, YU MAY STOP THE MECHANISH
10 DO S0, JUST TYPE IN THE CORRECT NWUMBER,
WHICH WILL STOI THE COUNT-DOWN,
PLEASE HURRY!' THERE IS5 NO TIME TO WASTE!!!tiit

CORRECT!! !
THE COUNTDOWN {iIRS STOPPED
YU HAVED SAVE:: THE SCHOOL!
(HAYE YOU SEEN YOUR SHRINK LATELY 7>
TRY AGRIN? _
cis
vou HAYE ACTIVITED THE SELF-DESTRUCT MECHANISM IN THIS SCHOOL
IF YOU WISH, Y(U MAY STOP THE MECHANISM.
TC DO SO, JUST TYPE IN THE CORRECT NUMBER.
HHICH WILL STOI THE COUNT-DOWN
PLEASE HURRY!' THERE IS NO TIME TO WASTE!!tir!!

WHAT/LL 1T BE? 1.
cls
YoU HAYE ACTIVITED THE SELF-DESTRUCT MECHANISHM IN THIS SCHOOL.
IF $0U WISH, YU MAY STOP THE WECHANISH.
TO DO S0, JUST TYPE IN THE CORRECT NUMBER,
HHICH WILL STOU THE COUNT-DOMN.
PLEASE HURRY!! THERE IS NO TIME TO WASTE!!!!1!!
TOO SMALLYYHIY
YOUR NUMEER DOLS WOT COMPUTE!!
PLERSE TRY AGAR N!!!!
HHAT/LL IT BE? 4.

cls

46

cis
YOU HAVE ACTIVATED THE SELF-DESTRUCT MECHANISHM IN THIS SCHOOL
IF YOU WISH, YOU MAY STOP THE MECHANISHM,
T0 DO SO, JUST TYPE IN THE CORRECT NUMBER,
NHICH WILL STOP THE COUNT-DOWN

TOO SMALL 1Y

YOUR NUMBER DOES NOT COMPUTE!!

PLEASE TRY AGARIN!I!!

TIME GROMS SHORT, PLEASE HURRYS!t1iic!

WHAT/LL I7 BE? 20
cls
YOIl HAVE SCTIVATED THE SELF-DESTRUCT MECHANISM IN THIS SCHOOL
IF YOU WISH, YOU MAY STOP THE MECHANISM
TO DO SO, JUST TYPE IN THE CORRECT NUMBER.
WHICH WILL. STOP THE COUNT-DOMWN
PLERSE HUERY'! THERE IS NO TIME TQ WASTE!!':iflf

TOG SMALL It
YOUR HUMBER DOES NOT COMPUTE!!
PLERSE TRY AGAIN!!!'!

HURRY, THE COUNT-DOWN 1S APPROACHING ZERO!!!ttiitt
WHAT/LL IT BE? 1_
cis
TOO LATE
N ofokeld N
-- BOQH -
[ kbkk [
TRY AGRIN? NO.
cis
16 CLS: PRINT®442, "COUNTDOMN®

2@ PRINT: PRINT TRER(7) °COPYRIGHT 1979 CREATIVE COMPUTING
B PRINT@SSE, ""; - INPUT "HIT ENTER TOQ START'; I$

46 CLS

50 A=INT(REND(E*1®

66 T=6

78 N=@

3@ PRINT 90U HAVE ACTIVATED THE SELF-DESTRUCT MECHANISM
9& FRINT "IN THIS SCHOOL. *

166 PRINT "IF YOU WISH. YOU MAY STOP THE MECHANISM "

44@ PRINT "TO DO SO, JUST TYPE IM THE CORRECT NUMBER, "

12@ PRINT "WHICH WILL STOP THE COUNT-DOWN. *

130 PRINT "PLEASE HURRY'' THERE IS NO TIME TO WASTE!!ftcift
440 PRINT: PRINT "WHAT’LL IT BE"; :INPUT X:PRINT@384, CHR$(31);
156 IF T=4 THEN i@

168 GOTO 32@

178 REN

188 PRINT "YOUR NUMBER DOES NOT COMPUTE!!"
198 PRINT "PLERSE TRY RAGAIN!!!!"- T=T+L

280 IF T=C THEN 2%@

216 IF T=Z THEN 378

228 GOTO 14@

236 PRINT "CORRECT!!!'®- LET N=3

249 PRINT “THE COUNTDOMM HRS STOPPED. ©

258 PRINT "¥OU HAVED SAYED THE SCHOOL!®

266 PRINT "CHAVE YOU SEEN YOUR SHRINK LATELY 7)°

27@ LET T=18

286 INPUT "TRY AGARIN";A$- IF LEFTH(AS, 1)="Y¥" THEN 40 ELSE 420
296 PRINT "TINE GROWS SHORT. PLERSE HURRY!!fiirt:e

360 GOTO 4@

316 €L

328 PRINT TAB(28); "TOD LATE"

330 PRINT PRINT. PRINT: PRINT TAB(28); CHR$(S2); " #tekk i CHR$(H2)
346 PRINT TAB(27); "—— BOOM —"

350 PRINT TRB(28); [ stk [V

36@ INPUT "TRY AGRIN";R¥ IF LEFT$(R% 1)="v" THEN 40 ELSE 428
70 PRINT "HUERY, THE COUNT-DOMN IS APPROACHING ZERQ!!irittire

3808 GOTO 140

290 IF ®<A THEM PRINT TG SMALL!!)'"- GOTO 476
400 IF ¥>f THEN FRINT "TOO BIG!!!!!'": GOTO 170
416 IF X=ri THEN 2320

420 END

HORRISTOHN, HI®



Cupisacute little game in which a ég g’é?&reRégﬁéi%s:ggpzcopvmem 1979 CREATIVE COMPUTING MORRISTOMN, NJ®
cup is locafted th'lrty Y” coordinates 28 PRINTES60, ™" . INPUT "HIT ENTER T0 START' f$
down the video display and a random 49 CLEAR 588: DIM 530, 61)
number of spaces from one to sixty 38 LET L=RKD(6B)
to the right of the left margin. The o o R Lo THEN 5
pull of gravity varies from one to ten 8@ PRINT “THE CUP IS 30 LINES DOMN AND";L; "SPACES OVER. “
lines per second per second. You are 9@ PRINT "THE PULL OF GRAVITY I5";G; "LINES/SECOND/SECOND, *
; i 168 PRINT "WHAT 1S THE PUSH YOU WOULD LIKE TO GIVE THE BALL"
w
then asked in this program what 118 PRINT "ACROSS THE PAPER ¢IN SPACES/SECOND)™;
push you would like to give the bali 126 INPUT T
from left to right across the paper in 138 PRINT
spaces per second. The program 148 PRINT "THE RESULTS MRY TAKE ANYMHERE BETWEEN 5 AND 20 SECONDS. "
156 PRINT- PRINT
then traces t.he path of the bal_l from 168 FOR 2=1 T0 SQRCGBHGI/G STEP . 1
the left margin of thc? paper as it falls 170 LET y=Ta242
down and hopefully into the cup. 188 LET X=G/2+zZ(2
Lo 198 IF X>38.5 OR XC.5 OR Y268, 5 OR ¥<.5 THEN 328
_ A knowledge of physics is helpful 208 IF INTCR)=23 AND INTCY)=L THEN 330
if you wish to get the ball in the cup 218 IF INTCO+1=29 AND INTCY)+1=L THEN 338
on the first try. However, you can 2201 IF INT(X>=29 AND INT(¥)=L~4 THEN 220
: itho ; 230 IF INTCX)+1=23 AND INTCY)+4=L-1 THEN 33@
diddle wuth_ it by trial and error and 249 IF INTCX)=29 AND INTCY)=L+1 THEN 358
generally hit the cup on your fourth 258 IF INTCX)+1=29 AND INTCY)+i=L+i THEN 350
or fifth try. 268 LET 5CX, ¥)=2
Cup was written by Jonathan 20 FOR D=1 10 5
Freidin 208 IF Y<6 THEN 318
. 298 LET 5¢X, ¥-D)=@
388 NEXT D
31@ NEXT 2
3% GOTO 360
336 LET W=1
348 GOTO 366
350 LET H=2

368 LET 5¢29,13=2
P 378 GOTC 398
388 LET W=8
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ 396 LET P$=" # *
460 CLS: PRINT@784, STRING$(64, "#");
cls 418 FOR A=(L-2)%2 TO L#2+1. SET(A, 30): NEXT

420 SET((L-2)*2, 29
HIT ENTER TO START? _ 436 SET(L#2+1, 29)

THE CUP IS 3@ LINES DOWN AND 23 SPACES OVER. 440 FOR ¥=1 T0 30

THE PULL OF GRAVITY IS 4 LINES/SECOND/SECOND. 450 FOR Xi=1 T0 €9

KHART IS THE PUSH YOU WOULD LIKE TO GIVE THE BALL 468 IF SCL X1DO8 THEN SCX, %0)=8: GOTO 498
ACROSE THE PAPER (IN SPACES/SECOND)Y? 4_ 478 NEXT X1

cls 48@ GOTO 520
498 REM
568 SETC(KL-1)%2,X)+ SETC(X1-1)%2+1, ¥
516 REM
S2@ REM
530 NEXT %
54@ PRINT
556 IF W=1 THEN 590
568 IF W=2 THEN 616
578 PRINT@96G, "YOU MISSED. TRY AGAIN. " - FOR A=t TO 4568: NEXT
588 CLS: GOTO 8@
590 PRINT@G96, "RIGHT IN (1i1titiv;
688 GOTO 620
618 PRINT@S96, "YOU ALMOST DIDN‘T MAKE IT, BUT IT BOUNCED IN *
628 PRINTE96@, "DO YOU MANT TO PLAY AGAIN "
630 INPUT R$
Y0U MISSED. TRY AGRIN. 648 IF LEFT$(AS, 1)="¢" THEN CLEAR 509: GOTO 4@
ois 659 END

47



This ¢ame is based on the TV
quiz/chace show, Dealer's Choice.
You, the olayer, are given $100 to start
with. You then play five card games
loosely riodeled on casino gambling
games bt with variations peculiar to
Fhe TV geme making it, hopefully, more
interestir g to the TV audience. The five
games are well-explained in the rules.

This gime was written by Thomas
Carey.

DERLER‘S CHBICE
COPYRI HT 1979 CREATIVE COMPUTING MORRISTOWN, NJ
cls
HIT ENTER WHEl. READY? .
cis

THIS PROGRF 1 MILL SIMULATE THE T.V. SHOW, DERLER’S CHOICE
YOU HAVE $160 [0 START WITH ENJOY THE GRME

FOR THE FIFST GRIE, KE WILL PLAY ON THE WHEEL OF CHANCE
THE OBJECT IS SIMPLE GUESS WHAT SUIT HILL APPEAR ON THE
WHEEL FHD YOU JILL GET PRID AT THOSE C0DS IF YOU ARE RIGHT.
THE ODUS ARE 35 FOLLOS.

1 = DIFMONDS {7 44 T0 4 0DDS 2 = SPADES AT 4 T0 1 0DDS.
2 = HERRTS AT 3 70 4 0D0S 4 = CLUBS AT 2 10 1 0DDS.

YOU MAY BET UF TO $25. GOCD LUCK!

PHAT SUIT DO YU NANT? &
WHAT 1S THE BE[? 5.
cls
0.K HNOW THAT YOUR BET IS IN HE HILL SPIN
THE WHEEL. GO D LUCK!
THE WHEEL IS LOWING DOMM
THE IHEEL IS TOPPING.
THE SUIT IS # bk 2 ¥k
You LOSE.

AT THE BMD OF PART 4, YOU HAVE ¢ 75.
PRESS ANY KEY TO CONTIMUE
cis
THIS 1S THE GIME OF IN BETHEEN. THE OBJECT IS. 5 CARDS HILL
BE DEALT OUT. IF ANY CARD IS LESS THAN R 3 OR GRERTER THAH A
16, THE GRME [ 5 OVER YOU WRY BET UP 70 $30. YOUR HOMEY
WILL BE DOUBLI D ERCH TINE VOU ARE RIGHT. GOOD LUCK!

HHAT 15 THE BIT? 29

CARD NBBER 4 ISR 7.

YOU ARE STILL IN THE GRME. YOU HAVE $ £8.
STOP OF 607 G .

cis
THIS IS THE G IME OF IN BETHEEN. THE OBJECT 15: S CARDS HILL
BE DERLT QUT. IF ANY CARD IS LESS THAN A 3 (R GRERTER THAM R
16, THE GAME S OVER. YOU MAY BET UP TG $38. YOUR MONEY
WILL BE DOUBL D ERCH TIME VOU RRE RIGHT. GOOD LUCK!

CRRONRBER 2 1SR 1
YOU LOST. AT HE EMD OF PART 2, YOUHRYE § 45
PRESS ANY KEY TO CONTINUE

cis
THIS 15 THE G ME OF BLACKJACK <DEALER’S CHOICE STWLE>

THE GBJECT IS TO BEAT THE DERLER WITH OVER 17 OR 21 OR
MDER. YOU MR * BET UP TO $50. YOU BAY STOP 1HEN YOU HISH.
IF YOU HAKE B RCKJACK, YOUR HOMEY IS DOUBLED.

IF THE HOUSE - E£ALS OUT LESS THAN f TOTAL OF 17 IN 6 TRIES,
YOU HILL KEEP THE WONEY YOU BET. GOOD LUCK!

THE DEALER WL L GET RIS CARDS FIRST

ARE 0! READY® YES..

cls

48

cls

HERE 1 i0:

THE CREO IS R 7
DEALERS TOTAL SO FAR: 7.
THECRID IS A 4
DEALER-S TOTRL SO FAR: 16
THECAID ISR 18
DERLERS TOTAL SO FAR: 2€.

1 BLEW IT. YOU HIM THE GREATEST AMOUNT ALLOWED 70 BE
BET BY THE HOUSE.
YOU KEEP TT WITH GUR BEST WISHES.

AT THE CND OF PART 2, YOU HAVE § 95
PRESS AHY KEY T0 CONTIMUE

HOM WE ENTER THE LAST CHANCE ROUND. IF YOU HRKE UP TO

$368 YOU WILL BE ABLE TO GO INTO THE BOMUS RGMD. THE
OBJECT IS TO GUESS INTO HHICH CATEGORY THE TOTAL OF S CRRDS
HILL BBbD UP TO. THESE ARE THE CATEGORIES:

3148 AT 1 T0 1 0DDS

= 2 = 41-58 AT 2 T0 1 0DDS
= 21-24 AT 3 10 1 000S

i
2 4= 6-20 AT 20 70 1 ODDS

GOOD LUCK!!
AT THIS POINT IN THE GRME YOU HAVE # 95.

WHAT CHRTEGORY DO YOU WANT? 1
HHAT 14 THE BET? S5_

cis
THE CREDS ARE NOW BEING ADDED UP.
600D LUCK!
CARD MUABER 1 IS f 42 YOUR TOTAL SO FAR: 13
CARD NBER 2 15 A 8.YOUR TOTAL SO FAR: 24
CARD MABER 3 1S R 2. YOUR TOTAL S0 FAR: 24.
CARD HIVBER 4 IS A 1 YOUR TOTAL S0 FAR: 25.
CARD NABER S IS A 16, YOUR TOTAL SO FAR: 35
YoU Wi

AT THE END GF THE GRIE YOU HAVE A GRAND TOTAL OF ¢ 158
THIS 15 THE END OF THE GRME. 1 HOPE YOU ENJOYED IT.
RERDY
>

cis

18 CLS: PRINT@469, "DERLER’S CHOICE"

20 PRIUT: PRINT TAB(7) "COPYRIGHT 1979 CREATIVE COMPUTING HORRISTOMN, NJ®
29 PRIITE96E, ;- INPUT °HIT ENTER WHEN READY™: I$: €IS

48 PRINT ®  THIS PROGRAM WILL SIMULATE THE T.Y. SHOM, DEALER’S CHOICE ®
58 PRINT °YOU HAVE $16@ TO START WITH ENJOY THE GRIE °

69 0=129

78 PRINT ®  FOR THE FIRST GRME, HE WILL PLAY ON THE WHEEL OF CHRNCE °
89 PRINT “THE OBJECT IS SIMPLE. GUESS HHAT SUIT WILL APPEAR ON THE®
98 PRINT “HHEEL AMD YOU HILL GET PRID AT THOSE 0DDS IF YOU ARE RIGHT.®
188 PRINT “THE ODDS ARE AS FOLLOWS:® PRINT

118 PRINT °1 = DIAMONDS AT 11 70 1 0DDS™, "2 = SPRDES AT 1 0 1 0DDS. *
128 PRINT °3 = HEARTS AT 3 T0 4 0DDS®, "4 = CLUBS AT 3 TO 4 ODDS. ™

138 PRINT

148 PRINT "YOU MAY BET UP TO $25. GOOD LUCK'®: PRINT

438 PRIMT PHHAT SUIT DO YOU RANT™; - INPUT R

168 IF A4 (R ACL THEM 188

176 IF AC=4 THEN 198

188 PRINT "t YOU PICKED R WRONG SUIT %™ GOTO 158

198 PRINT “WHAT IS THE BET™: - INPUT BS: (1S

208 IF 8025 OR BB(=8 THEN 228

218 1F B8¢=25 THEN 238

228 PRINT "+ YOU BET OVER THE HOUSE LIMIT ++°: GOTO 198

238 PRINT: PRINT "0.K. NOM THAT YOUR BET IS IN. HE WILL SPIN®

240 PRINT "THE IHEEL. GOOD LUCK!®- FOR Bi=1 TO 18+160: HEXT B

250 PRINT "THE WHEEL IS SLONING DOWN ®

268 FOU BI=1 TO 7+160: MEXT BL: PRINT °THE WHEEL IS STOPPING °

278 FOR Bi=1 TO 4#109: NEXT B1

288 PRINT "THE SUIT 1S *; - FOR B1=1 10 4+169

298 MEAT B

288 Z=IHT(4IRND(B)+L) © PRINT™ s0mx™; 7 Pt

318 IF 7=A THEN 238

320 IF ZOA THEN 280



338 ON Z GOTO 348, 350, 368, 27

340 0=0+(11488): PRINT "YOU WIN ON DIAMOMDS!"- GOTC 290

258 0=0+(4+B8): PRINT “Y0U WIN ON SPRDES!®- GOTO 298

266 0=0+(2+BB) - PRINT "YOU WIN ON HEARTS!"- GOTO 298

378 G=0+(2+B0) - PRINT "YOU HIN OM CLUBS!": GOTO 396

268 0=0-(1+B8): PRINT "YQIJ LOSE. *- GOTO 390

396 PRINT: PRINT “AT THE END OF PART 4, YOU HAVE &"; 0; CHR$(E) “ ¥

409 GOSUB 1926

410 PRINT "THIS IS THE GAME OF IN BETMEEN. THE OBJECT IS: 5 CRRDS WILL®
426 PRINT "BE DERLT OUT. IF ANY CARD IS LESS THAN R 3 OR GREATER THRN A°
438 PRINT "18, THE GRME 1S OVER. YOU MRY BET UP 70 $30. YOUR HOMEY®
448 PRINT "HILL BE DOUBLED EACH TIME YOU RRE RIGHT. GOOD LUCK!®: PRINT
438 PRINT "WHAT IS THE BET™ - INPUT R

468 IF A28 THEN PRINT "t YOU BET OVER THE HOUSE LIMIT 4" GUTO 458
478 T=T+i: Z=IHTU1HRND(BY4L)

488 PRINT “CARD NUMBER™:T; “15 A"; Zi CHR$(8); . ":B=B+(2*R)

498 IF ZC (R 2016 THEN 558

568 1F T=5 THEN 578

516 PRINT "Y0U ARE STILL IN THE GRME YOU HRVE $":BiCHR$(B); "™

528 FRINT "STOP OR GO%:  INPUT fi¢

538 IF LEFT$(R$, 1)="S" THEN 578

546 PRINT@Z26, CHR$(31); . GOTO 478

558 0=0-f

560 PRINT "Y0U LOST. AT THE END OF PART 2, YOU HAVE $*0; " *- GOTO 580
578 PRINT "YOU WIN AT THE END OF PART 2, YOU HAVE $"iB+0;" °- 0=B+0
588 GOSUB 1928

590 PRINT "THIS IS THE GRME OF BLRCKJRCK <DEALER’S CHOICE STVLED®

688 PRINT

618 PRINT “THE OBJECT IS TO BEAT THE DEALER WITH OVER 17 OR 24 OR”

€20 PRINT "UNDER. YOU MARY BET UP TO $38. YOU MAY STOP WHEN YOU HISH. *
628 PRINT

648 PRINT "1F YOI MAKE BLACKJACK, YOUR HOMNEY IS DOUBLED. *

658 PRINT "IF THE HOUSE DERLS QUT LESS THAN A TOTRL OF 17 IN 6 TRIES,®
668 PRINT "YOU WILL KEEP THE MONEY YOU BET. GOOD LUCK!*:PRINT

678 75=6: 71=0: PRINT "THE DEALER WILL GET HIS CARDS FIRST": PRINT

620 THPUT "RRE YOU RERDY™;R$: (LS

696 C=0: (20

7680 PRINT "HERE I GO:°

718 G=INTCLHRND(BI+)

728 Z5=+25

738 PRINT "THE CARD IS R "; Qi CHR$(E); " - C=C+l

748 PRINT "DEALER’S TOTRL SO FRR:*;Z5; CHR$(8); " “: IF C=6 THEN 868
798 IF Z5(17 THEN 718

768 IF ZO>21 THEN 868

776 IF 25=24 THEN 828

780 IF Z3{21 THEM 828

796 IF Z5=17 THEN 828

888 IF Z5C17 THEN 848

818 IF Zo)=17 THEN 758

828 PRINT "1 STOP. THE TOTAL FOR ME IS” Z5:CHR$(8); " " GOTOB8O

€38 PRINT "1 GOT BLACKJACK!": GOTO 888

848 FRINT: PRINT "THE HOUSE DELT QUT LESS THAN 47. NOW YOU MUST TRY 10*
8@ PRINT "BERT ME. i : PRINT: GOTO 888

€68 PRINT: PRINT °1 BLEW IT. YOU WIN THE GRERTEST AMOUNT ALLOMED TO BE"
878 PRINT "BET BY THE HOUSE - GOTO 4118

888 PRINT "HHAT IS YOUR BET®: . INPUT A: 1S

856 IF A00 THEN 928

968 IF AD3A OR A(=0 THEH 920

918 IF A(=58 THEN 940

928 PRINT st YQU BET OVER THE HOUSE LIMIT - GOTO €88

938 PRINT "wk YOU BET OVER WHAT YOU HAVE =" GOTO 888

948 RA=INT(12+RND(@)+1): PRINT "YOUR CARD 1S R";Q1; CHR$(8);" " (3=(3+4
956 Z4=04+71: PRINT "S0 FAR THE TOTAL FOR YOU 1S"; ZLCHR$(E): ™ "

960 IF Z4>21 THEN 1670

970 PRINT "STOP OR GO™: - INPUT f¢

988 IF LEFT$(RE, 1)="5" THEN 1680

998 IF LEFT$(AS$, 1)="G" THEN 340

4666 IF 21=25 THEN 1650

1816 1F 24425 THEN 1678

1620 IF 24=24 THEN 1069

1628 IF Z5C24 THEN 1688

1648 IF 2147 THEN 1898

1858 CLS: PRINT "WE HAYE THE SRME TOTAL, SO WE HILL PLAY AGRIN. ":GOTO 676

1660 CLS: 0=0+(2+R) - PRINT "9Y0U BERT THE DEALER HITH BLACKIACK!!™:GOTO 1120

1678 CLE: 0=0-(1+R):PRINT “THE DEALER BEAT YOU. YOU LOSE “:GOTO 1120
1688 CLS. 0=0+(L+A):PRINT "THE DERLER LOST. YOU WIN!".GOTO 1126

1698 CLS: O=0+(LR):PRINT "THE HOUSE DELT QUT LESS THRN 17 1N

1168 PRINT "6 TRIES. YOU GET THE HONEY YOU BET!":GOTO 1420

11108 0=0+38:PRINT "YOU KEEP IT WITH OUR BEST WISHES. ":GOTO 1426
1129 PRIHT:PRINT “RT THE END OF PART 2, YOU HAVE $7; 0; CHR$(8); " "
1478 1F 0(=0 THEN 1528

1148 GOSUB 1928

1158 PRINT “HOW WE ENTER THE LAST CHANCE ROUND. IF YOU HAKE UP TO"
1168 PRINT "$388 YOU WILL BE ABLE TO GO INTO THE BONUS ROUMD. THE®
1178 PRINT *CBJECT IS TO GUESS INTO WHICH CATEGORY THE TOTAL OF 5 CRRDS®
1189 PRINT "WILL RDD UP T0. THESE RARE THE CATEGORIES:":PRINT

1198 PRINT *1 = 31~46 AT 4 T0 1 ODDS 2= 41-58 AT I 10 1 0DDS”
1286 PRINT °2 = 2431 AT 2 10 4 0DDS 4= 6-28 AT 26 10 1 0DDS®
1248 PRINT:PRINT “GOOD LUCK!!*:PRINT

1228 PRINT "AT THIS POINT IN THE GAME YOU HAYE $°0; CHR$(8); " ":PRINT
4238 PRINT "WHAT CATEGORY DO YOU WANT<: :INPUT R

1249 IF RC=4 THEN 1270

1258 IF Ax4 THEN 1260

1268 PRINT "+ Y0U BET ON A WRONG CATEGORY #%+":GOTO 1238

4278 PRINT "WHAT IS THE BET™::INPUT B: (LS

1268 IF B(=0 THEN 4316

1296 IF BXO THEN 1360

1308 PRINT "+ YOU BET OVER WHAT YOU HAVE k" :G0TO 1276

4318 PRINT "THE CRRDS ARE NOW BEING RDDED UP. °:PRINT "GOOD LUCK!®
1320 Q=INTC12¥RND(8)+1) :C1=C1+d

4338 PRINT "CARD NUMBER™;CLi *1S A% G; CHR$CE); ™. ™

4348 Z=2+Q:PRINT "YOUR TOTAL SO FAR:%; Z; CHR$(8); ™. °

1358 IF C4=5 THEN 4378

1266 GOTO 4320

1378 ON R GOTO 1389, 1418, 1448, 1478

1288 IF Z(31 THEN 1458

1390 IF Z{48 THEN 1560

1488 IF 249 THEN 1499

1410 IF 241 THEN 1498

1420 1F 2(50 THEN 1518

1438 IF 2558 THEN 1498

14408 TF Z(21 THEN 1499

1458 IF 231 THEN 1510

1466 1F 231 THEN 1498

1478 IF 2(c THEN 1496

1486 IF 2(26 THEN 1520

1498 0=0-(1#B) :PRINT "¥QU LOSE. ":G0TO 4538

1568 0=0+(4+8) :PRINT "YOU WIN!":GOTO 1538

1518 (=0+(3+8):GOTO 1538

1528 0=0+(28+B) :PRINT "YOU WIN!®:GOTO 1536

1538 PRINT:PRINT "AT THE END OF THE GRME YOU HAVE A GRAND TOTAL OF $™i0;
1548 IF 0CZ68 THEN 1988

1556 FOR X=1 TO 6:PRINT CHR$(7); :FOR Bi=1 TO 168:NEXT Bi:NEXT X
1568 PRINT CHR$(26)

1578 PRINT *Y0U RRE ELIGIBLE FOR THE BONUS ROLND. "

1588 PRINT "DO YOU KANT TO PLAY IT": :INPUT A$:PRINT

1598 IF LEFT$4A%, 1)="H" THEN 1960

1680 CLS: PRINT °THIS IS THE BONUS ROUKD. IF YOU GET A TOTRL OF 1,690"
1619 PRINT "WITHOUT GETTING R SPADE IN THE ROLLS, YOU WILL GET"
1628 PRINT °f GRAND PRIZE OF $10,606.68. YOU MRY STOP AT ANY POINT®
1638 PRINT "DURING THE GAME. YOU WILL KEEP WHAT YOU MADE. GOOD LUCK!"
1648 PRINT: INPUT "ARE VOU READY"; 55¢: CLS

1658 DIH R(S), B(4) :RI$="SPADES"

1668 PRINT "THE DICE ARE ROLLING. *:PRINT “GOO0D LUCK ©

1678 PRINT "THE DICE ARE®

1688 FOR Bi=1 TO 188+3:MEXT BL

1696 B=INT(S+RND()+1)

1788 AC1)=58:A(2)=180:R(3)=158:f(4)=208:A(5)=1

1748 Y=INT(HRID(B)+L)

1728 B(1)=58:B(2)=168:8(3)=158:B(4)=288

1738 IF ACX=0 THEN 1758

1748 PRINT "kt ™ A(X); BCY); "wex™ 1600 1776

1750 PRINT “#ekx % 9%; B(Y); "ok 1 GOTO 1838

1768 PRINT *TOTAL SO FAR:*;B(Y); CHR$(8); * ":GOTO 1838

1778 B7=B7+(RCO+B(Y)) :PRINT "YOU NOW HAVE"; B7; CHR$(8); * “:PRINT:
1775 1F B7)=1008 THEN 1839

1768 PRINT "STOP R GO":INPUT B$

1796 IF LEFT$(BS, 1)="G" THEN CLS: GOTG1668

4606 PRINT “SHART WOVE. YOU GET THE MONEY FROM THE BEGINMING OF°
1618 PRINT "THE GRME PLUS THE BONUS ROUND. AT THE B1D OF THE GRIE®
4828 PRINT "YOU HRVE THE GRRND TOTRL OF $";Bv+0; CHR$(8); ™ ":GOTO 1588
1839 PRINT "YOU LOSE THE HOMEY FROM THE LAST CHAMCE®

1848 PRINT "ROUND BUT YOU STILL HAYE A GRAND TOTAL OF $°;0;CHR$(8): " - GOTO 1908

1858 FOR T=1 TO 3:PRINT CHR$(7); :FOR Bi=1 TO 106:NEXT BL:NEXT T

1860 B7=0+16808:PRINT TAB(15); "wekx CONGRATULATIONS wkx”

1879 PRINT "YOU WON THE GRAMND PRIZE. AT THE END OF THE GAWE, YOU HAVE®
1858 PRINT

1699 PRINT TAB(AB) “#wrtx §7;B7; “tox™

1968 PRINT:PRINT “THIS 1S THE END OF THE GAME. I HOPE YOU ENJOYED IT."
1910 B8O

1926 PRINT@9?79, "PRESS ANY KEY TO COHTINUE™:

1930 IF INKEY$="" THEN 1938 ELSE CLS: RETURH

49



DEEPSPCE is another version of a
space battle. fou become the com-
mander of eithar a scout ship, cruiser,
or battleship. You then pick the
weapons, anc planetary system to
patrol, and it's time to do battle.

The closer yu get to the enemy, the
better your chiince of destroying him.
Unfortunately, his chance of destroy-
ing you also iinproves. If you get too
close, you can damage yourself; when
a vessel's damage rating reaches or
exceeds 100, i-'s destroyed.

Suggestion. Change the time
between repor:s—this will shorten the
game by alloviing you to get closer
faster.

Deepspace originally appeared in
Creative Comfuting, Mar/Apr 1976.

DEEP SPACE
COPYRIGHT 1973 CREATIVE COMPUTING HORRISTOMN. NJ

—cls
DO YOU NEED INSTRUCTI( 457 VES.

— Ci8
YOU ARE ONE OF A GROUF OF CAPTAINS ASSIGED 7O PRIROL A
SECTION OF YOUR STAR E PIRE’S BORDER RGAINST HOSTILE
RLIENS. ALL YOUR ENCOLTERS HERE HILL BE RGAINST HOSTILE
VESSELS. YOU WILL FIRST BE REQUIRED TO SELECT R VESSEL
FROM OME OF THREE TYPE3 ERCH RITH ITS O CHARACTERISTICS:

TYPE SPEED CARGD SPACE  PROTECTION
1~ SCOUT 188 16 1
2- CRUISER 4% 24 2
3- BATTLESHIP 2 38 5
PRE iS ANY KEY T0 CONTINUE
—cls

SPEED IS GIVEN RELATIV: 7O THE OTHER SHIPS,

CARGO SPACE 1S IN UNITS OF SPRCE RBOARD SHIP WHICH CRM BE
FILLED WITH HERPONS.

PROTECTION IS THE RELF(IVE STRENGTH OF THE SHIP’S RRHOR
AND FORCE FIELDS.

ONCE A SHIP HAS BEEN ¢ (LECTED, YOU WILL BE INSTRUCTED TO ARM
IT HITH HEAPONRY FROM THE FOLLOWING LIST
PRI G5 ANY KEY TO CONTINUE

— cls
TYPE CARGO SPACE  REL. STRENGTH
1~ PHASER BANKS 12 4
2- ANTI-MATTER HISSILE 4 20
3~ HYPERSPRCE LANCE 4 16
4- PHOTON TORPEDO 2 18
5- HYPERON HEUTRALIZATION FIELD 28 6

HERPONS #1 & #5 CAN BE FIRED 180 TIMES ERCH ALL OTHERS CAN
BE FIRED ONCE FOR ERCH ON BORRD.
PRE 35 ANY KEY TO CONTINUE

— cls
A TYPICAL LORD FOR A CWISER MIGHT CONSIST OF
1-#1 PHASER 3K = 12
2-#3 HYPERSFICE LANCES = 8
2-#4 PHOTOM [ORPEDOES = 4

24 (NITS OF CRRGD
A HORD OF CRUTION: F1RING HIGH YIELD WERPONS AT CLOSE (<188)
RANGE CAN BE DANGEROUS TO YOUR SHIP AND MINIMAL DAMAGE CAN
OCCUR RS FAR OUT AS 263 IN SOME CIRCUMSTRNCES.

RENGE 1S GIVEN IN THOL :RHDS OF KILOMETERS.
DO YOU HISH A KANEUVEF CHRRT? YES-

— Cl8

clis

MANEUVER CHART
FIRE PHRSERS
FIRE ANTI-HATTER MISSILE
FIRE HYFERSPACE LANCE
FIRE PHCTON TORPEDO
ACTIVE HYPERON NEUTRALIZATION FIELD
SELF-DESTRUCT
CHANGE YELOCITY
DISENGRCE
PROCEED

(V- A T R S N

PRESS ANY KEY TO CONTINGE
cls

YOU HAVE A CHOICE OF THREE SYSTEMS TO PATROL

1 - GRION

2 - DENEB

3 - ARCTURUS

SELECT R SYSTEM {1-3)7 3

WHICH SPRCECRAFT HOULD YOU LIKE (1-2)7 2.
cis

YOU HAVE 24 UNITS OF CARGD SPACE TO FILL HITH HERPOINRY.
CHOOSE R HERPON AND THE AMOUNT YOU HISH? L1
cis

YU HAYE 12 UNITS OF CARGO SPACE TO FILL WITH KERPOMRY.
CHOOSE A HERPON (WD THE RMOUNT YOU WISH? 2,4
cls

YOU HAYE 8 UNITS OF CARGO SPACE TO FILL NITH WERPONRY.

CHOOSE A HEAPON AND THE AMOUNT YOU HISH? 3.4,
cis

VOU HAVE 4 GNITS OF CARGO SPACE TO FILL WITH WERPONRY.

WWSERWR?DTPEMO?{TYWHISH?&L
cis

YOU HAVE 4 UNITS OF CARGO SPRCE TO FILL WITH WERPONRY.
CHOOSE R KEAPON AND THE AROUNT YOU WISH? 4,2

RAHGE TO TARGET: 778. 492

RELATIVE YELOCITTY: 4. 80961

RCTION? 9.
cls

RANGE TO TRARGET: 747. 443
RELATIVE VELOCITY: 4. 68861
ACTION? 7_

cis

CHRNGE 10 B EFFECTED? .5
RANGE TO TRRGET: 747. 449
RELATIVE VELOCITY: 1 58861

RCTION? 4.
cis

SCAMNERS REPORT DMEMY DARRGE NOM: 3. 87234
DRMAGE CONTROL REPORTS YOUR YESSEL DAMRGE AT: 163876

RANGE 10 TARGET: 722 481
RELATIVE VELOCTTY: 4 38861

ACTION? 4
cls

SCRNHERS REPORT EHEMY DRMAGE NOW: 4. 42741
DAHAGE CONTROL REPORTS YOUR VESSEL DAMAGE AT: 2 88484

RANGE TG TRARGET: 697. 514
RELATIVE YVELOCITY: 1 58861

ACTION? 3.
cis

SCRIBMERS REPORT CNEMY DAMAGE NOW: 11 3564
DRMAGE CONTROL FPORTS YOUR YESSEL DAMAGE AT: 5. 52437

RAMNGE TG TARGET: 672 H46
RELATIVE VELOCITY: 1 38861
ACTION? 2.

cig
SCRNNERS REPORT ENEMY DRMAGE NOW: 18.0373
DRMAGE CONTROL FEPORTS YOUR YESSEL DRMAGE RT: 7.68276

RANGE TO TRARGET: 647.578
RELATIVE VELOCITY: 4 58861

ACTION? 7.
cis

CHANGE TO BE EFFECTED? -2
RANGE TO TARGET: 647.578
RELATIVE VELOCITY:- 419388
ACTION? 1.

cls
SCAMNERS PEPORT ENEMY DAMAGE NOM: 20,6832
DRMAGE CONTROL REPORTS YOUR VESSEL DRHAGE AT: 8.89969

cls
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10 CLS: PRINT@414, "DEEP SPACE"

29 PRINT: PRINT TAB(?) "COPYRIGHT 1379 CREATIVE COMPUTING MORRISTOWN, NJ¥
38 PRINT@968, "";  INPUT "DO YOU NEED INSTRUCTIONS®; I$

48 1F LEFT$CI$, 1)="R" THEN 458

58 CLS: PRINT TABC27) "DEEP SPACE®: PRINT

60 PRINT "YU ARE ONE OF A GROUP OF CAPTRINS ASSIGNED TO PATROL A"

70 PRINT "SECTION OF YOUR STAR EMPIRE’S BORDER AGRINST HOSTILE®

88 PRINT "ALIENS. ALL YOUR ENCOUNTERS HERE WILL BE AGRINST HOSTILE®

98 PRINT "VESSELS. YOU WILL FIRST BE REQUIRED TO SELECT R VESSEL"

183 PRINT "FROM ONE OF THREE TYPES, ERCH HITH ITS OWdi CHARACTERISTICS:®

410 PRINT: PRINT *  TYPE™, "SPEED", "CARGO SPRCE", *PROTECTION"

128 PRINT © an B e a s

420 PRINT "4~ SCOUT", " 188", "
148 PRINT "2- (RUISER™® 4¥*.° 2%, 20

158 PRINT - BATTLESHIP™.® 2¥%F E TR

168 PRINTB979, °PRESS PNV KEY TO CONTINUE™:

178 IF INKEV$="" THEN 170 ELSE PRINT@128, CHR$(31);

186 PRINT "SPEED IS GIVEM RELATIVE 70 THE OTHER SHIPS.®

198 PRINT "CARGO SPACE IS IN UNITS OF SPRCE ABOARD SHIP WHICH CAM BE®
268 PRINT "FILLED WITH HERPONS. °

218 PRINT "PROTECTION IS THE RELRTIVE STRENGTH OF THE SHIP‘S ARHMOR®
226 PRINT "AND FORCE FIELDS.*®

238 PRINT: PRINT "ONCE R SHIP HARS BEEN SELECTED, YOU WILL BE INSTRUCTED TO RRM"

248 PRINT "IT WITH KERPONRY FROM THE FOLLOWING LIST*
258 PRINT@979, "PRESS ANY KEY TO CONTINUE®;

268 IF INKEV$="" THEN 268 ELSE PRINT@128, CHR$(3L);

278 PRINT

280 PRINT * THPE (RGO SPACE  REL. STRENGTH"
298 PRINT ® oo "
388 PRINT "1- PHASER BRIKS 12 4"

318 PRINT "2- ANTI-MATTER MISSILE 4 28"
320 PRINT "3~ HYPERSPACE LANCE 4 16"

338 PRINT "4~ PHOTON TORPEDO 2 ie”

349 PRINT "S- HYPERON NEUTRALIZATION FIELD 20 6"

358 PRINT:PRINT "HEAPONS #1 & 45 CAN BE FIRED 186 TIMES ERCH ALL OTHERS CAN®
368 PRINT "BE FIRED ONCE FOR EACH ON BORRD. *

378 PRINT@I79, °PRESS ANY KEY TO CONTINE®:

386 IF INKEY$="" THEN 388 ELSE PRINT@128, CHR$(31)

398 PRINT A TYPICAL LOAD FOR A CRUISER MIGHT CONSIST OF:"

480 PRINT * 1-#1 PHRSER BANK = 2"

418 PRINT * 2-83 HYPERSPACE LANCES = 8°

428 PRINT " 2-%4 PHOTON TORPEDOES = 4

438 PRINT ® .
448 PRINT * 24 UNITS OF CARGD®

438 PRINT * R WORD OF CRUTION: FIRING HIGH YIELD WERPONS AT CLOSE ({i88)"
468 PRINT "RANGE CRN BE DANGEROUS TO YOUR SHIP AND MINIMAL DAMAGE CAN"
478 PRINT "0CCUR RS FRR QUT AS 208 IN SOME CIRCUMSTARCES. *

488 PRINT: PRINT "RANGE IS GIVEN IN THOUSANDS OF KILOWETERS.*®

498 PRINT "DG Y0U WISH R MANEUVER CHRRT®; :INPUT M$

568 IF LEFTS(HS D="N" THEN 638

518 CLS: PRINT * HAKEUVER CHART™:PRINT © =t
528 PRINT * 4 FIRE PHRSERS™

938 PRINT * 2 FIRE RHTI-MATTER MISSILE®

40 PRINT ® 3 FIRE HYPERSPACE LANCE"

558 PRINT " 4 FIRE PHOTON TORPEDO®

568 PRINT * S ACTIVE HYPERON MEUTRALIZATION FIELD”

570 FRINT “ 6 SELF-DESTRUCT”

588 PRINT * 7 CHANGE VELOCITY"

599 PRINT " 8 DISENGAGE™

688 PRINT ° 9 PROCEED®

610 PRINT@I7S, "PRESS ANY KEY TO CONTINUE®:

628 IF THKEY$="" THEN 626 ELSE (LS

638 CLS: PRINT "YOU HRVE R CHOICE OF THREE SYSTEMS TO PATROL. *
648 PRINT "1 - ORION"

658 PRINT "2 - DEMEB®

668 PRINT "3 - ARCTURUS®

678 PRINT “SELECT fi SYSTEM (1-3)": (INPUT 59

688 IF S9=1 THEN 2868

690 IF 59=2 THEN 2448

769 6070 2168

710 De=8

728 Di=6

738 W=8

749 N2=8

758 13=8

768 N4=@

770 D=8

788 PRINT "WHICH SPRCECRAFT HOULD YOU LIKE <4-20™: :IMPUT &
798 ON S GOTO 1488, 1520, 1368

6@ GOTO 780

810 C=C8

826 CLS: PRINT *¥OU HRYE™;Ci "UNITS OF CARGO SPRCE TO FILL WITH WERPOIRY. °

830 PRINT "CHOOSE R WERPON AND THE AMOUNT YOU WISH®: :INPUT WM
848 ON W GOTO 1608, 1696, 1788, 1878, 1968

850 GOTO 928

860 IF MCOC THEN 2248

870 C=C-NC1

888 0N H GOTO 41679, 1768, 1850, 1948

898 G070 2648

968 IF C>1 THEN 828

91@ REH

926 S1=S8+RND(8)

938 R=CCHRAD(B)+3)%168

948 PRINT "RANGE TO TARGET:"iR

958 PRINT °RELATIVE YELOCITY:®;S1

968 PRINT "ACTION®: : INPUT M: CLS

978 ON H GOTO 1628, 1716, 1680, 1898, 1999, 1350, 1680, 2438
988 IF R(GE8 THEN 1498

998 IF S1>8 THEN 1620

1089 ReR+(S18. D[L. 25

1818 GOT0 1838

1828 R=R-(S148.)[L. 25

1638 IF RO1589 THEN 2278

1848 1F ROB THEN 1668

1658 R=-R

1068 PRINT

1678 GO0 948

1683 PRINT "CHANGE TO BE EFFECTED®: :INPUT S2
1099 IF (51#52)>58 THEN 2238

1168 54=51+52

1110 GOTO 948

1128 FB=PL+(Z/RNL. 5

1138 REM

1148 DO=(2H G2+ BRND(D)I/S

1158 p=D+D8

1168 PRINT "SCRNNERS REPORT ENEMY DAMAGE NOH:®;D
1478 IF DX99 THEN 2468

1188 GOTO 1288

1198 De=6

1268 REM

1218 K=EL4E2SRID(B)

1228 REM

1238 E=ERE4+RND(B)45/POHRID(8)

1248 REM

1258 F3=Ex(K/R)[1. 85

1268 D2=(3#F3+34F34RND(B) /5. 5

1278 D1=D1+D2

1288 IF (Z+DB8)/(R+300)52. 2 THEN 1218

1298 D3=DEx2/{(RI 2+°8)

1308 D1=014D3

1318 PRINT "DRMAGE CONTROL REPORTS YOUR VESSEL DAMAGE AT:™iDi
1326 IF D193 THEN 2428

4338 IF D99 THEN 2438

1346 GOTC 998

4358 PRINT “SELF DESTRUCT FAILSAFE ACTIVATED!!"
1360 PRINT “INPUT 4 70 RELERSE FRILSRFE™: :INPUT U
1378 IF U=1 THEM 13%8

1386 GOTO 988

1398 PRINT "SELF DESTRUCT ACCOMPLISHED, "

1468 IF RO68 THEN 1438

1418 PRINT "ENEMY VESSEL ALSO DESTROVED. "

2248 PRINT "NOT ENQUGH SPRCE. RESELECT. ®: FOR TI=1 T0 156@: MEXT
2228 GOTO 820

2238 PRINT "CHANGE BEYOND MAXIMUM POSSIBLE *

2248 PRINT "INCRERSING TO HRXIMUL "

2258 51=58

2268 GOTO 998

2278 PRINT "OUT OF SENSOR RANGE. AUTOMATIC DISENGAGE *
2268 GOTO 2438

2258 PRINT °PHASER BAMKS DRAINED. *

2388 PRINT "SELECT AHOTHER COURSE OF ACTION.*
2318 GOTO %68

2326 PRINT * ALL GNTI-MRTTER MISSLES EXPENDED. *
2338 GOTO 2389

2348 PRINT "ALL HYPERSPRCE LANCES EXPEWDED.*

2350 GOTO 2389

2368 PRINT "ALL PHOTON TORPEDO TUBES EMPTY."

2378 GOTO 2380

2388 PRINT "HYPERON NEUTRALIZATIGN FIELD DRAINED. ®
2399 GOT0 2300

2480 PRINT "EMNEMY VESSEL DESTROYED!®

2418 GOTC 1268

2428 PRINT “90UR VESSEL HAS BEEN DESTROVED!®

2438 PRINT "RNOTHER BATTLE"; : INPUT R§

2448 1F LEFTS(RS, 1)="Y" THEN 678

2458 PRINT:PRINT "TRY AGRIN LATER!":PRINT

2468 FOR ¥=1 T0 2088: HEXT: END

51

1428 GO0 2439

1438 4=3288R

1448 D=DHD4

1450 IF D299 THEM 1410
1468 PRINT "ENEMY VESSEL
SURYIVES HITH";D; "DRHAGE. °
1478 GOTO 2438

1489 S6=10

1490 C@=16

1508 Pe=1

1518 GOTO 816

4528 58=4

1538 €8=24

1548 Pe=2

1558 GOTO 819

1566 58=2

1578 C2=20

1588 Pe=5

1598 GOTO 810

1688 C1=12

1618 GOTO 868

1628 Pi=4

1638 IF Ni=6 THEN 1848
1648 Ni=Nl-1

1659 =288

1668 GOTO 1128

1678 Ni=H1N

1688 GOTO 988

1690 C1=4

1768 GOTO 868

1716 Pi=28

1728 IF N2=0 THEN 2320
1738 N2=he-1

1748 7=508

1758 GOT0 1128

1768 Ha=N2H

1778 GOTO 988

1768 Ci=4

1790 GOTO 868

1888 Pi=16

1818 IF W3-8 THEN 2348
1826 N3=H3-1

1838 7=559

1840 GOTO 1128

1838 1B3=H3H

1860 GOTO 568

1878 Ci=2

1888 GOTO 866

1898 P1=18

1968 IF N4=0 THEN 2360
1318 Na=h4-4

1926 Z=468

1938 GOTO 1128

1948 Nd=t4#N

1958 GOTO 960

1968 C1=2

1978 N=168

1988°GOTO 860

1998 Pi=6

2608 IF No=8 THEN 2328
2618 No=NG-1

2628 2=258

2038 GOT0 1128

2848 NS=HOH

2858 GOTO 988

2068 E1=158

2079 E2<508

2688 E3=3

2090 Ed=4

2188 GOTO 7ie

2448 E1=208

2428 E2=358

2438 £3=4

2148 E4=3

2458 GOTO 718

2168 E1=158

2178 E2=400

2188 B3=5

2498 E4=2

VQZGB GOT0 748



in this game, you are in an ex-
oerimental building with one million
rooms in it. The building is one
nundred rooms long, one hundred
rooms wide, and one hundred rooms
nigh.

You have just received a telephone
call from a mad bomber who tells you
ne has planted a bomb someplace in
the building. Fortunately you are
armed with a bomb detector that
registers a stronger and stronger signal
as you get closer to the bomb. You start
at the bottom right-hand door of the
ouilding, atthe room 0,0,0. in response
to the signals from your detector, every

DEFUSE ten seconds you may try a new roomto
COPYRIGHT 1979 CRERTIVE COMPUTING HORRISTOMR NI search for the bomb. You have two
cls hundred seconds or twenty trials to

DO YOU HEED INSTF JCTIONS? VES_ find it.
cis It's fairly easy to find the bomb once
Y0U FRE IN A GOVE RAMENT EXPERIMENTRL BUILDING WITH you get the knack of how your detector

1,000, 808 ROOMS N IT. THE BUILDING IS 168 ROOMS

LONG (8-99), 180 ROOMS WIDE (8-99), AND 188 ROOHS HIGH (8-99). works. However, we're not going to

spoil it for you and tell the secret.

TN IT A BOYB IS 1 IDDEN. THE BOMB SENDS OUT SIGNALS THAT 18 CLS: PRIITA41Z, DEFUSE®
GET STRONGER RS ' OU GET CLOSER. YOU HRVE 208 SECONDS 2 PRINT: PRINT TRB(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTORH, NJ®
70 DERCTIVATE I7. 38 PRINTB9E3, " INPUT "D YOU BEED INGTRUCTIONS™ I$
PRESS AV KEY T0 CONTINGE 48 TF LEFTSCI$, 1D="N" THEN CLS: GOTO 149
cls 59 CLS: PRINT TAB(29); "DEFUSE™: PRINT
SIGNAL LowH SEC COORDINATES (L, W H) 68 PRINT *VOU ARE IN A GOVERMMENT EXPERIMENTAL BUILDING WITH®
— — — 78 PRINT ®2, 800,088 ROOMS IN IT. THE BUILDING IS 160 ROOHS®
7353.98 g 8 o 8 ” 99,98, 9 88 PRINT "LONG (8~99), 168 ROOKS HIDE (B-99), RHD 168 ROOMS HIGH (8-99).°
355512 % 9B % 10 ? §8,89,98 98 PRINT: FRINT “IN IT R BOKB IS HIDDEN. THE BOMB SENDS OUT SIGNALS THAT*
3365. 22 6 & 90 2 ? 88,89, 89 188 PRINT "GET STRONGER RS YOU GET CLOSER YOU HAVE 208 SECONDS"
4365. 22 8 8 88 38 ? 89,80, 78 146 PRINT "0 DERCTIVATE IT.*
6. 22 6 8 78 49 ” 8,80,85 126 PRINTBS79, *PRESS RHY KEY TO CONTIME":
436522 8 8 & 50 2 §3,69,%6 139 IF TNEV"® THEN 438 ELSE CLS
3965, 22 8 8 €6 68 ? 80,78, 85 148 A=INTCLOBHRIDCE)) - B=INT(18B¢RND(8))
4922 8 B & 8 ” 3,68, 76 158 C=INTCGOHRND(8)): IF R THEN 188
5385, 22 % 6 78 88 7 70,45,99 168 1F BY8 THEH 160
4508.32 % 45 9% 2 60, 45,88 178 1F 08 THEN 150
4589, 42 8 45 168 1T 188 0=8: E-0: F=8: G=8: PRINTEL2S, " - GOSUB 198: GOTO 258
9378.2¢ 5Ol e ? 66,60, 198 LB=PEEI (16416): HB=PEEK(16417): PRINTCHR$(28);
6389, 42 68 68 69 128 ? 58,58, 58 209 PRINT “SIGNFL™: TRB(15); °L"; TRB(28); "H"; TAB(25); °H":
cls 240 PRINT TAB(35); "SEC™; TRB(4S); "COORDINATES (L W, )™
BO000GOMRI! ¢! 228 PRINT *=————"; TRB(L4); ™~ TAB(L9); *—*; TAB(24Y; *~—
vOU BLEM IT. THE WILDING BLEM UP. 238 PRINT TAB(34); " TAB(44) " mrmmmmmmmmeeren®;
THE BOMB KRS LOCE [ED AT THE COORDINATES (L H): 2 46 26 24 POKE 16446,1B: POKEL6417,HB: RETURN
cls 230 REY
HRNT TO PLAY RGAN? VES. 260 INS="giih. 84 RE3 BRE 098 [Ty
cls 270 SI=16870-ABS((A/L09+B+Cx100) - (D/40B+E+F+108))
289 PRINT USING I3 SID,E,F, 65 - PRINT TRB(4SY: ; GOSUB 198
SIGNAL L H H SEC COORDINATES (L W H) 299 INPUT 0, E,F:6=G+10: IF AOD THEN 328
‘— - B —— 389 IF BOS THEN 320
£386. 94 [} [} 8 ] 78,6,58 340 IF C=F THEN 398
£693. 66 9 8 36 18 780668 26 IF G=20@ THEN 240
7693. 86 9 68 68 20 70,848 330 GOTO 429
9693. 86 8 8 4 38 28878 349 CLS: PAINT *BODOGOCKI!!!™:PRINT “Y0U BLEW IT. THE BUILDING BLEM W "
£652.86 e @ 7 48 ? 8,38,68 350 PRINT “THE EOMB HAS LOCATED AT THE CODRDINATES (LW H):™AiBiC
7643.06 & % B B 369 PRINT: FRINT: PRINT "HRNT TO PLAY RGRIN®
7683.66 ¢ % 6o 66 ?36,6,60 378 INPUT 7% IF LEFT$(Z8,4)="y" THEN CLS: GOTO 148
7692.56 % 8 68 ) " §,10,68 289 GOTO 579
7683.96 e 18 68 88 71,660 398 CLG: PINT "BOMB DERCTIVATED AT®;G; "SECOMDS!!!"- GOTO 368
£693.65 i 8 %o 165 ?16,6,30 410 IF DCB THEN 478 538 ON F GOTO 548,558,560
8692 96 8 8 58 iie ” 38,6,58 490 IF )92 THEN 478 540 PRINT ™ 4ST FLOOR!!!":GOTO 498
£692.76 w8 170 2 58,50, 59 430 IF E<B THEW 478 550 PRINT ® 21D FLOOR!!!®:GOTO 498
£642. 56 % 59 5o 138 7 68,59, 56.. 448 1F P93 THEN 510 560 PRINT * 3RD FLOOR!!!®:GOTO 490
EQ00000FEE: ! 458 IF F(® THEN 528 579 END
YOU BLEW IT. THE BUILDING BLEH P, 468 GOTO 253
THE BOMB MAS LOC ITED AT THE COORDIMATES (L, W.H)- € 93 36 478 CLS: PRINT “YOU WALKED OUT R HINDOW ON THE®; - IF F(4 THEN 538
cis 489 PRINT 7 *TH FLOOR!11* '
VANT TO PLAY RGA N? RO 499 PRINT "Y0U IERE KILLED AND®; 268~G; "SECONDS LATER THE BUILDING®
cls 589 PRINT "BLEW UP'!!®: GOTO 360

52 518 CLS: PRINT “YOU ARE NOW";F+5; “FEET IN THE AIR!!!": GOTO 498
520 CLS: PRINT "YOU ARE HOW®; ~1#(F+9)"FEET UNDERGROUMD!!!": GOTO 499



DODGE. !
COPYRIGHT 4979 CRERTIVE COMPUTING HORRISTOMN, W
cls
- - DO Y0U MEED INSTRUCTIONS? VES.
I e cls
d

N ‘ HERE’S A SRMPLE PLRYING BOARD:

-
*
B
£

BCD
THO SETS OF PIECES (DIGITS AND LETTERS) RACE AT RIGHT AMGLES
ACROSS A SOUARE BORRD. VRCANT LOCATIONS ARE SHOMN A5 PERICOS.
YOU CHOOSE THE THE BOARD SIZE (THE ONE RBOVE IS SIZE S
PRESS ANY gg TO CONTINUE

N
i
uo—z—{
S

THE OBJECT IS TO MOVE ALL OF YOUR PIECES ACROSS THE BORRD
D OFF THE OPPOSITE EDGE. DIGITS LEAVE THE BORRD ONLY AT
THE ERSTERN EDGE, LETTERS ONLY AT THE NORTHERN. THE WINNER
IS THE PLAYER WHOSE PIECES HAVE ALL LEFT THE BORRD.
PRESRNYKEIYSTOCUNTIM
c

THE PLAYERS GO IN TURN, HMOVING ONE OF THEIR PIECES 70 AN
ADJACENT LOCATON WHICH 1S EITHER OFF THE BORRD OF CURRENTLY
VACANT. THERE ARE NO DIAGONAL HOVES, NO JUMPS RHD NO CAPTURES.
DIGITS CANNOT MOVE HEST, KOR LETTERS MOVE SOUTH

T0 MOVE R PIECE, TYPE ITS HAME AND THE FIRST LETTER OF THE
DESIRED DIRECTION  EXAMPLES:

2E HMEANS THAT PIECE 2 HANTS TO GO ERST

BH HERMS THAT PIECE B WANTS TO GO HEST.
HOTE: YOU FORFIET THE GAME IF YOUR MOVE LERVES YOUR OPPOHENT
HITHOUT ANY LEGAL MOVE.

LASTLY, YOU HAY TYPE R TO RESIGH RHD H FOR HELP.

PRESS AHY KEY TO CONTINUE
cls

BOARD SIZE (3-6)7 4

HOM HANY PLAYERS (4 OR 207 1

0K, THE COMPUTER WILL MOVE THE DIGITS.
HHO HOVES FIRST (1=CONPUTER, 2=VY0UD? 2.

cls
BORRD —" 1.
2 .
3
ABC
LETTERS MOVE? CH_
cls
BOARD -—" 1
2, .
3 C
LETTERS HOVE? CH_ ’ ne
Cls
BORRD —" 1
2 c
DODGEM is a game originally devis- 3
ed in 1972 by Colin Vout, then astudent ) SR8
at the University of Cambridge, LETTERS HOVE? BiL s
England. It got its major publicity from BOARD " 1
Martin Gardner who discussed it in the 2 c
June 1975 issue of Scientific American. g B
Complete instructions are in the sam- LETTERS HOVE? fE
pte run. oD — ols —
It may be played by two players in PR
which case the computer is the referee, 28
or by one player against the computer. A
The computer, incidentally, plays un- LETTERS HOVE? FE- ols
commonly well. This is not surprising BOARD —" 1
since Dodgem was written by the very -2 . ¢
talented and prolific Mac Oglesby. T
LETTERS HOVE? Al |
cis
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THE DIGITS HAVE NO LEGE. MOVES FOR THE LETTERS!
THE LETTERS HIN'!!

TRY AGRIN? YES_
- cl8

48 CLS: CLERR 299: PRI T@443, “DODGE ‘EM"

28 PRINT: PRINT TRB(7) "COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOIN, NJ”
30 13="NO"- PRINTES6E, "":: INPUT "DO YOU NEED INSTRUCTIONS®; If

48 CLS

38 At=1%: GOSLE 2238

68 IF LEFT$(1$, 1Oy THEM €8

78 GOSUB 2448

88 PRINT: PRINT "BORRD SIZE (3-6)":
99 INFUT A

166 LET B=INT(R)

116 IF (6-AI%(B-33)=8 'HEN 138

128 6010 68

138 LET PCL@)=f-1: LET P(2,@)=h-1
140 FOR J=1 70 A-1

156 LET P(L D=184J41

168 NEXT J

178 FOR J=1 T A1

198 LET P2 D)=104fH]4 .

198 NEXT J

209 LET F=1

248 LET H§(L)="NES®

228 LET MS(="HE W°

238 LET CHQD="DIGITE

246 LET C$(2)="LETTERS '

258 LET R$<4)="1224567 '

268 LET A$(2)="ABCDEFC"

BFR L TOA

290 1F J=A THEN 248

298 LET D$(J, 15=CRSC< 3+

0B FRK=2T0R

318 LET D$¢J, KO=CHRE(I 18)

328 NEXT K

339 GOTO 388

348 LET DH(J, D=CHRE 10)

258 FIR K=2 TO R

368 LET DECJ, Ko=CHRECE 1)

378 NEXT K

380 NEXT J

398 PRINT "HOW MANY PL3WERS (1 OR 2)™:
468 IHPUT B

416 IF B=2 THEN 508

428 IF B=1 THEH 448

438 GOTO 398

440 PRINT "X, THE COf>UTER MILL HOVE THE DIGITS. ®
458 PRINT “WHO MOVES ¢ IRST (1=COMPUTER, 2=Y(ID"™
4e8 TNPUT F

478 1F (2-F)#(1-F)=8 “HEN 508

489 PRINT "PLEARSE TYPI 1 OR 2 NOW ™
496 GOTO 458

588 PRINT
518 PRINT "HERE % G0...°
528 PRINT

530 PRINTES, | %$="BORRD ---"+CHR$(34)+STRINGS(22-A/2, 32)

348 FOR J=1 T0 A PRINT X%

550 X$=STRING$(3:-R/2,32): FOR K=1 TO R: PRINT " *D$(J.K)

560 HEXT K

578 PRINT

586 NEAT J

590 PRINT CHR$(3.)

608 FOR J=F 70 I-F STEP 2-2¢F

610 REM

628 FOR Ji=1 70 i~

638 LET R=INTCPCL J)/18)

£48 LET C=P(J, JU-184R

658 ON J GOTO 664, 718

€68 IF C=R THEN 768

678 1F COR THEN £36

689 GOTO 768

€96 GOTO £70

768 GOTO 9ie

716 IF R=1 THEN 758

728 IF R=0 THEN 748

738 GOTO 760

748 GOTO 878

796 GOTO 910

768 REH

776 IF D$(R-1, C)=CHR§(148) THEN 850
788 IF D3R C+1)=CHR$(14@) THEN 858
798 IF J=2 THEH
896 IF DER+L, 0)=
216 GOTO 878

828 GOTO 918

820 1F D$(R C-1)=CHR$(140) THEM 636
848 GOTO §78

658 GOTO si@

868 PRINT "BBS——-1245", J1

878 NEXT J1

CHR$(140) THEN 8268

888 PRINT "THE " C$(3-1); " HAVE NO LEGRL HMOVES FOR THE ™ CH¢I®!"

898 PRINT “THE ®:C$(J): " HINIIMY
968 GOTO 2880’ RS ST0P
918 IF B=2 THEW 1230

576 IF J=2 THEW 1258

930 LET L1=2

948 FOR L8=1 10

958 08 L9 GOTO 1028, 968, 10816

966 IF RND(GIC S THEN 998

978 LET L1=1

968 GOTO 1620

998 LET W4=2

1668 GOTO 1026

1018 LET Li=zd-L]

1620 LET PI=INT(RID(@)

1838 FOR L2=1 TC A1

1848 LET Pi=Fi

1658 IF P(=A-1 THEN 1678

1666 LET P1=P1-(A-1)

1676 LET R=INTCFD, PLI/10)

1680 LET C=PCJ FD-1BR

1698 IF COR THEM 1228

1166 ON L1 GOTO 1116, 1146, 1190
1118 1F D$(R-1, ()=CHRI(14@8) THEN 1130
1120 GOTO 1220

1436 GOT0 1588

1148 IF D$(R, C+4)=CHRE(148) THEN 1188
1458 IF C=A THEN 4478

1166 GOTO 1228

1478 LET PCJ, 00:F(J, 0)-1

1188 GOTO 1638

1198 IF DSR4 0)=CHREC148) THEN 1218
128 GOTO 1220

1216 GOTO 1688

1220 NEXT L2

1230 NEXT L@

1248 GOTQ 880

1258 PRINT CH(Jo; ™ WOVE™:

1268 THPUT A%

1278 GOSUB 2239

1288 IF LEFT4(A3, 1)="R" THEN 2180
1298 IF LEFT$(RE 1)="H" THEN 1808
1346 LET As=HIDI (RS, 4, 2>
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1740 Pi=p

1328 FOR £8=1 T0 A-4

1270 IF HIDSCRECI), B DMIDKAS 1, 1) THER P1=88
1342 NEXT 8

1258 IF PA=B THEN 1650

1268 LET P25

1278 FOR 86=1 T0 4

1568 1F MIDEHSCD), B8, 1)=HIDSCAS, 2, 1) THEN P2=EQ
1398 HEXT B9

1488 IF P2=0 THEN 1950

1448 LET R=INTCPCJ, PLI/AE)

1478 (ET C=P(J, PLI-164R

1478 IF R=0 THEN 1850

1440 IF C3R THEN 4250

1458 08 J GOTQ 1468, 1516

1468 1F CCR THEN 1568

1478 IF P22 THEN 4588

1488 LET P(L B)=P(L, B)~1

1499 €OTO 1638

1588 6070 1550

1548 IF R1 THEN 1556

1528 TF P20 THEN 1558

1578 LET P(2,8)=P(2,B)-1

1546 GOTO 1590

4559 OH P2 GOTO 4568, 1646, 4668, 1718
1560 IF D$(R-L, C)=CHRS (148 THEN 1560
1578 GOTO 1856

1588 LET D$(R-1, C)=HIDS(RECI), PL 1)
1599 LET P(J, PL)=P(J, PL)-10

1688 GOTO 1758

1640 IF DSCR CHD=CHRIC140) THEN 1670
1678 GOTO 1856

1670 LET DS(R C+O=HIDSCRECI), PL 1)
1648 LET P, PP, PLHL

1658 GOTO 1756

1668 IF DS(RH. C)=CHR(140) THEN 1680
1678 GOTO 4850

1690 LET D§(RsL, O)=MIDSCRSCD LPL D)
1699 LET PCJ, PLI=PCT, PL)H0

1768 GOTO 4750

1746 TF D$CR C-1)=CHRE(448) THEN 1738
1728 GOTO 1650

1738 LET DR, C-D=NID$ASI, PL 1)
1748 LET PCJ, PL=P(S, P-4

1750 LET D4R, C)=CHRE(148)

1768 IF B=2 THEN 4808

1778 IF J=2 THEN 1868

1788 PRINT *THE DIGITS HOVE: ™ HIDS(ASCJ), PL )i
1799 PRINT HID$CHSCD), 14,1)

1885 1F P(J, )00 THEN 1848

1818 PRINT

1828 PRINT “eet THE "5 CHQJD ® WINY!! we”
1878 GOTO 28887 HRS END

1846 GOTO 218

1656 PRINT “ILLEGAL HOVE OR BARD INPUT.*
1860 PRINT "IHPUT IGNORED. TYPE H FOR HELP."
1876 GOTO 1256

1886 PRINT “THE "iC$(J); * HAVE THESE LEGAL MOVES:™
1898 FOR J3=1 10 At

1968 LET PE=NIDS(RE(D), I3, 10

1916 LET R=INTCP(J, J23/18)

1926 LET C=P(J, J3)-16R

1928 ON J GOTO 1946, 2688

1948 IF (=R THEN 1980

1958 IF (R THEN 1970

1966 GOTO 2638

1878 GOTO 2150

4989 PRINT ° "P4; "E";

1998 GOTO 2850

2608 IF R=L THEW 2648

2610 IF R=0 THEN 2630

2628 5070 2058

2026 GOTO 2154

2048 GOTO 2669

2638 IF DER-L OOOCHRE(140) THEN 2670
2068 PRINT ™ ;P4 "N

2078 1F D¥(R C+1)OCHR$(148) THEN 2898
2696 PRINT ®  "iP$i "E™

2898 IF J=2 THEN 2438

2400 1F DS(R+L OYOCHR$(148) THEN 2128
210 PRINT * *5P4 5™

2129 GOTO 2158

2128 IF DER C-1DOUHRS(146) THEN 2150
2448 PRINT * "P4i "R

2156 NEXT J3

2168 PRINT

2179 GOT0 1259

2188 PRINT °THE ";C$(0);° GIVE UP!i®

2156 PRINT "k THE "5 CH(3-1); " HINIT! somr®

2268 GOTO 28807 HAS END
2248 NEXT J

2228 GOTO 526

2238 IF LENCR$)18 THEN 2438
2249 LET C1-9

2258 FOR £8=1 T0 LENGRS)

2268 LET A(BE=ASCCHIDS(RS, B8, 1))

2278 NEXT BB

2288 LET R(@)=LER(RS)

2298 FOR J2=1 TO #(B)

2388 IF ACJ2)C86 THER 2328

2348 LET A(J2)=R(J2)-32

2228 IF (57-AUIXAI)-48)=8 THEN 2350

2338 IF (98-RUI21#(AI2)-€5)=8 THEN 2350

2348 GOTQ 2378

2358 LET C1=Ci+1

2366 LET R(CL=ACJ2)

2378 HEXT J2

2388 LET A(@)=CL

2399 LET fg=""

2468 FOR Be=1 10 A(®

2418 LET R$=A§+CHRECACBE))

2428 NEXT B9

2438 RETURN

2448 (LS: PRINT TAB(28) "DODGE EM*- PRINT

2458 PRINT "HERE’S A SRHPLE PLAYING BORRD:"

2468 PRINT

2478 R§=""- FOR TH=1 T0 4: R$=R$+™ "4CHRE(148): NEXT TH

2489 PRINT "1"R¢

2498 PRINT "2%A¢

2508 PRINT °3%;

2518 PRINT *4"iR§

2528 PRINT CHR§(14@):" R B C D*

2538 PRINT

2546 PRINT “THO SETS OF PIECES (DIGITS AND LETTERS) RACE AT RIGHT ANG":
2030 PRINT °LES"

2568 PRINT *ACROSS A SQUARE BORRD. YACANT LOCRTIONS ARE SHOMN AS PERI;
2578 PRINT "005. "

2588 PRINT "YOU CHOOSE THE THE BORRD SIZE (THE ONE RBOVE 1S SIZE 5.)°
2598 GOSUB 2968

2609 PRINT TABCGE) * W°

2610 PRINT TABCZB) ° [°

2628 PRINT TAB(38) “W*; CHR$(93); *+"; CHR$(94); "E"

2630 PRINT TRB(8) *  *; CHR$(9)

2648 PRINT TAB(3B) " §"

2658 PRINT

2668 PRINT "THE OBJECT IS 70 MOVE ALL OF YOUR PIECES RCROSS THE BORRD"
2670 PRINT “RND OFF THE OPPOSITE EDGE. DIGITS LERVE THE BORRD ONLY AT®
2688 PRINT "THE EASTERM EDGE, LETTERS (MLY AT THE NORTHERN THE WINMR®
2698 PRINT "IS THE PLAYER WHOSE PIECES HAVE ALL LEFT THE BOARD. "

2768 GOSUB 2968

2719 PRINT "THE PLAYERS GO IN TURN, MOVING ONE OF THEIR PIECES T0 AN"
2728 PRINT "RDJACENT LOCATON HHICH IS EITHER OFF THE BOARD OF CURRENT™:
2736 PRINT °LY"

2748 PRINT "VACANT. THERE ARE NO DIAGONAL WOVES, NO JUMPS RND NO CRPT™:
2750 PRINT "URES, *

2768 PRINT "DIGITS CRNNOT MOVE WEST, NOR LETTERS MOVE SGUTH *

2778 PRINT

2780 PRINT "10 MOVE R PIECE, TYPE ITS HAME AND THE FIRST LETTER OF THE®
2798 PRINT "DESIRED DIRECTION. EXAMPLES:®

2809 PRINT " 2 MERNS THAT PIECE 2 WANTS TO GO EAST®

2616 FRINT " BH MERNS THAT PIECE B WANTS TO GO HEST.®

2828 PRINT "NOTE. YOU FORFIET THE GRME IF YOUR MOVE LERVES YOUR OPPONENT
2638 PRINT "WITHOUT ANY LEGRL MOVE.

2848 PRINT

2838 PRINT "LRSTLY, YOU MAY TYPE R 7O RESIGN AMD H FOR HELP.®

2868 GOSUB 2988

2679 RETURN

2680 PRINT: INPUT “TRY RGRIN"; ANS$

2898 IF LEFTS(RNSS, 1)="Y" THEN 40 ELSE B}

2560 PRINT@S79, "PRESS RNY KEY TO CONTINUE®:

2518 IF INKEY$="" THEN 2910 ELSE PRINTEL28, CHR$(31);

2526 RETURN
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In this cute little game, there are
several docrs in succession and you
must open them to get the prize
behind the last one. You have a key
ring containing a random number of
keys and ycu have a random number
of tries to ¢ pen ali four doors. As an
added hool er, some keys may open
more than one door. If at first you
don’t succzed, try, try again. The
prizes behind the fourth door are well
worth the »jatience in trying to get
them all op:n.

Doors wiis conceived and written
by Bill Ingram.

DOORS
COPYRIGHT 4979 CRERTIVE COMPUTING MORRISTORY, W

— cls
THERE ARE 4 LOCHED DO 5 AHD THERE ARE 12 KEYS
(HMBERED B T0 £ ).
¥0U WILL HAYE 30 TRIES TO OPEM THEM ALL
(SOME KEVS HAY OPEN MO E THAM OME DOOR).

TRIES LEFT: 3R DOOR 8 1 KEY? 12
TRIES LEFT: 28 DOOR & L KEV? 41
TRIES LEFT: 28 DOOR # 1 KEY? 10
TRIES LEFT: 27 DOOR # 1 KEY? S
TRIES LEFT: 26 DOOR § L KEV? 8
TRIES LEFT: 23 DOOR # L KEY? 6
TRIES LEFT: 24 DOOR # 4 KEY? 7
—cls
TRIES LEFT: 23 DOOR 8 1 KEV? 4
TRIES LEFT: 22 DOOR & 1 KEYT X
TRIES LEFT: 21 DOOR # 1 KEV? 1
TRIES LEFT: 28 DOOR # 1 KEY? 7
TRIES LEFT: 19 DOOR # L KEY? S
TRIES LEFT: 18 DOOR & 1 VEY? €
TRIES LEFT: 47 DOOR § L KEY? 44
TRIES LEFT: 16 DOOR # 1 KEY? 48
— I8
TRIES LEFT: 15 DOOR # 1 KEV? €
TRIES LEFT: 14 DOOR & 4 ¥EY? 7
TRIES LEFT: 12 DOOR # L KEY? 6
TRIES LEFT: 12 DOOR # 4 KEY? 5
TRIES LEFT: 14 DOOR # 4 KEY? &
C-R-E-E-E-E-E-fi-f-K!
TRIES LEFT: 18 DOOR # 2 KEY? 4
TRIES LEFT: 8§ DOOR & 2 KEY? &
TRIES LEFT: 8 DOOR # 2 KEY? 12
w— I8
SORRY, YOU LOSE, THE KI5T OF THE KEVS ARE:
DOOR 2: KEY: 8
DOOR 3. KEY: 7
DOOR 4:  KEY: 11
— cl8
DO YOU HANT TO PLAY ACIIN (YES SIR! OR NO SIRY)
2 HO-
— Cl8
DO YOU WANT T0 PLAY AC3IH (YES SIR! (R KO SIRD
7 M0
HEY, 1 DIDN‘T JUST FRI. OFF A TURNIP TRUCK, YA KNOW!!!!!
18
i80S
20 RANDOK
28 CLEFR 1600
48 PRINT B 413, "DOORS
58 FRINT

68 PRINT TAB(7)"COPYR GHT 1979 CRERTIVE CONPUTING HORRISTOMN, RI®
78 PRINT @ 968, "";

€9 FOR 1=1 TO 1683 NEXT |
9 LS

106 DIM K26
1B FIR X8 10 6

128 READ R$CO)
136 HEXT X

140 FOR %= T0 €
158 RERD SH(X

168 NEXT X/
176 b=t ~
168 THABRIDCL
198 HE3HRHD(D)
280 13=0RID(5)
210 PRINT

220 PRINTTHERE FFE";H; "LOCKED DODRS I THERE ARE": K3; "HEVS"

20 PRINT®  AMBERED @ T0 %135, "

248 PRINT “/0U MILL HRYE™: T-Li "TRIES TO OPEN THEM ALL "

25 PRINT *(SONE KEYS HAY GPEN NORE THAN OHE DOCR). °

269 FRINY

276 FOR %=2 T0

268 KOO=RHD(ED)

296 HEAT &

309 T=T-

B RZAZHL: IF AZ58 THEN GOSUB 648

328 TF T=0 THEN 420

330 FRINT *TRIES LEFT: %

48 PRINT USING “#4*:T;

750 PRINT TRB(4); "D00R 8 Ds "KEV®;

260 NFUT 2

78 IF K2CGK(D) THEN 308

260 PRINT S4C RHD(7)

06 DD+

48 1F DM THEN 200

440 FRINT

426 €15

438 PRINT "0U 01D 1T, BEMIND DODR 8%N:*IS.. ... ... "
440 PRINT REC RDETN™1

459 6TO 52

468 (1S

476 FRINT

480 PRINT "SORRY. YOl LOSE, THE REST OF THE KEVS ARE:"

498 FOR %= TO 1

508 PRINT DOOR % CHRE(BY ™ KEY:":KOO

546 HEXT X

529 PRINT

530 PRINT °L0 Y0i) WAHT TO PLEY AGRIN (YES SIR! OR MO SIRD"

549 INPUT @8

550 IF (4="YES SIR'* THEN 170

%0 IF Q8="N0 SIR!" THEN 638

586 FOR TG=1 TO 1680:HEXT TG:CL5:GUTO 520

558 DATA "R POT OF GOLD®, "R BERUTIFUL MAIDEN". °A MAN EATING TIGER"
589 DATA "NOTHING". "$22. 59", °R ROLLS ROVCE™, "THE KEYS TG THE WORLD"
616 DATA "OPEN SESAME®, "C-R-E-E-E-E-E-A-A-17, "WR LAH!" "TR-DAH!®
620 DATA "RBRACIDRBRA®, "CLICK 121120704771 1117, "GIPRISE!”

630 B

640 FOR SW=1 7O 1069: NEXT SH

€58 AZ=8

668 TLS

678 RETURN
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DRAG allows the user to design his
own dragster and then race it against a
dragster designed by another playeror
the computer. You must specify the
horsepower, rear end ratio, tire width,
and tire diameter. There are no limits to
these parameters.

Ahal 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
s0 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
between printouts can be aggravating-
ly long.

This program came from the
Hewlett-Packard User Library. It also
appeared in Creative Computing,
Jan/Feb 1977.

DRRG RACE
COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOMM, NJ

cis
DO YOU WEED INSTRUCTIONS? YES-
cis

YOU MAY RACE AGAINST ONE OF YOUR FRIENDS OR YOU MAY RACE
AGAINST MY DRRGSTER YOU WILL BE RSKED TO DESIGN YOUR

048t MACHIME, SPECIFYING HOURGEPOWER, RERD END RATIO (X:4),
TIRE WIDTH IN INCHES AND TIRE DIAMETER IN FEET.

DO YOU WANT TO RACE AGRINGT ME? YES

DESIGN AR #2:

HORSEPOHER=? 798

RERR EMD RATIO=? 4.5

TIRE HIDTH=? 22

TIRE DIRMETER=? 5_

cis
CfR #1 CAR 82

ELAPSED s —
TIHE SPEED DISTANCE SPEED DISTANCE
(SECY CHPHD (FM [ D
CAR 8 2 STOPS BURNING RUBHER

168 22.874 16.362 14. 882 16. 965
290 42.575 €4.783 38.093 44.037
188 64. 882 142,982 45.397 99. 462
4. 88 £2.923 232,879 €0. 166 176. %64
500 108. 167 36665 74344 275, 843
6.8 115.356 545,624 £7.424 394,658
CAR § 1 STOPS BURNIMG RUBBER

7.48 128,638 724. 289 99.263 331845

cls

CAR 1 1S THE HIMRER t1iV

DO YOU WANT TO TRY RGAIN? NO-
cls

18 (LS. PRINT@414, “DRAG RACE"

28 PRINT: PRINT TRB(7) "COPYRIGHT 1973 CREATIVE COHPUTING HORRISTOWN, NJ"
30 PRINTE9EG. "*:  INPUT "DO YOU NEED INSTRUCTIONS™ I$

48 DIH P(2), E(2), (2, 5(2), R(2), M(2), £(2), B(2), WD)

50 bIM 8

60 TF LEFT$(1$, 1="N" THEN CLS: GOT0 128
78 (LS. PRINT TAB(27)°DRAG RACE": PRINT

20 PRINT "YOU MAY RACE AGRINST ONE OF YOUR FRIENDS OR YOU MAY RACE™
98 PRINT “AGAINST MY DRRGSTER. YOU WILL BE ASKED TO DESIGN YOR®

168 PRINT "OHN MACHINE, SPECIFYING HOURSEPOHER, READ END RATIO (X:1),"
116 PRINT "TIRE WIDTH IN INCHES AND TIRE DIRMETER IN FEET. “:PRINT

126 PRINT *D0 YOU WANT TO RACE AGRIMST HE®
178 INPUT 1%

140 IF LEFT$CIS, 1)="N" THEN 210

158 PRINT-PRINT 1 HILL HAVE CRR 81"
168 P(1)=688

178 ECD=5.9

108 H(1)=22

198 DX=2. 8

208 GUTO 368

218 PRINT: PRINT "DESIGN CAR #1:°
220 PRINT "HOURSPOKER=";

228 INPUT PCD)

248 PRINT "REAR END RRTIO=":

258 INPUT ECD)

268 PRINT “TIRE RIDTH=":

270 INPUT WCL

260 PRINT "TIRE DIRMETER=":

298 INPUT DCD)

260 PRINT: PRINT@S7E, “DESIGH CRR #2:% CHR$(3D)

318 PRINT "HORSEPOMER=":
128 INPUT (D)

338 PRINT "REAR EMD RATIO=";
348 IHPUT £

358 PRINT “TIRE HIDTH=";
368 INPUT (D)

378 PRINT “TIRE DIRMETER=";
3808 INPUT D(2)

398 CLS

489 PRINT *GO!": PRINTE328, "%
418 ¥i=500

420 K2=1 6

438 K3=2

440 K4=6E-84

438 K5=6E-83

468 Ke=.2

478 Kr=4

480 K8=1. SE-84

498 Q(1)=8: UD=8

508 S(L)=8: S(2)=8

516 X(1)=8: R(2)=8

528 REM: # IS MASS

538 FOR J=1 70 2

548 WD =(KAEP D HIHIIHDINHPDDI/32. 2

558 REM: C IS DRAG FROM HIND.
568 SN DL/DHEIH DD

576 REM: B 1S THE WAX ACCELERATION WITHOUT BURNING

588 B(D=ATR2BHII D/ (CRIDEIRD(H)}

590 REM: ¥ IS THE SCRLE FACTOR FOR RPH VS POMER.

688 Y(1)=3. 7-3. 3E-83+(D)
618 MEXT J
628 GOTO 768

618 LB-PEEK(16416): HB=PEEK(16417):PRINTEE, "™

€48 PRINT TAB(19); "CAR #1%: TRB(42); "R #2°

658 PRINT "ELAPSED™: TRB(19); "~~-~"; TAB(42); P o™

668 PRINT "TIE SPEED DISTANCE SPEED
678 PRINT "(SEC) (HPH) a9} (HPH)
€88 PRINT ™ — —

6% POKE 16416, 18: POKE16417,HB: RETURN
768 FOR =8 10 168

748 FOR T1=1 70 168

728 FOR J=1 10 2

730 REM: R IS RPH

748 R=6BXS(I)E(J)/ (3. 144594(]))

738 REM: L8 IS ENGINE TORQUE

768 LB=(P(J)/42 5)%(3847. SE-B3(R/V(INI-4E-18:(R/Y(IND)

778 REM: L1 IS TORGUE FROM FRICTION
788 L1=P(II*(KGRKED
798 REM: R2 IS REAR AXLE TORQUE.
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80808 L2=E(J)¥(L8-L1)
816 REM: F IS FORCE OM RORD FROM TIRES.

828 F=24.2/0(D)

828 REH: TEST FOR BURN

840 1F FOH(I)#B(]) THEL 918

856 REH: R=RCCELERATIO

868 IF a8 THEN 891

878 PRINT "CAR #%;J; " { TOPS BURNING RUBBER": GOSUB 638
888 Q)=

898 R=(F-CAISNIDA (N

968 G070 938

910 8=B(1)-C(IHS(NI2 WD

928 REM: S IS FEET IN ! T/SEC.

938 S(I=5(J)+Rx 81

948 REM: X IS DISTANCE IN FT.

958 WD=RK(D+S( D% 8L

968 NEXT J

978 REW: TEST FOR FINLH

908 IF ¥(1)<5283/4 AND ¥(2){5288/4 THEN 1228
998 IF ¥(1)0X(2) THEN : 128

1686 T3=(A(2)~5288/4)/: (2)

1818 T=T+T1/188-13

1028 (2)=3288/4
1638 X()=X(A)-S4#T2 GOSUB 630
1040 As="44 48 BhE G8E DRER EBR BRR BRR BBNE aM”

1058 PRINT USING RS: T,! (1)+3686/5280, X(1), 5(2)¥3608,/5288, X(2)
1668 GOSUB €38

1680 PRINT "DO YOU HAN 10 TRY RGRIN"

1699 INPUT I8

468 IF LEFTSCI5, ="' THEN 129

1419 D

1428 T2=(R(0-5288/4)/ (1)

1478 T=THAMABB-T3

1148 %(4)=5280/4

1458 $(2)=R(2)-5(2HT3

1168 As="88. 48 CHLME WD WER O BBD  BEED AR°
1478 PRINT USING A% T, ¢ (143608/5208, X(1), S(2)¥3608/5280, $(2)
1188 GISUB 638

1288 PRINT

1218 GOTO 4608

1226 NEXT 11

1238 Ar="§8. 44 CEE D ROBE BRE HERGRE BERMGm
1248 PRINT USING A% +10, S(1)43608/5288, X(1), S(2)+2680/5268, X(2)
1256 GOSUB 638

1260 NeXT T

1278 ED
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D 4

Using DR.Z your computer “in-
teracts” with youin true Rogerian form,
never making a value judgment of your

response.
DR.Z is multi-lingual and
“professional confidence” s

guaranteed, especially with a video
display terminal. However, if you have
a printer, try employing a unique
language known only to you and Dr.Z.

Ifyouwould prefertoemploy DR.Zin
an educational mode, you might con-
sider the following sequence of ac-
tivities.
1. Discuss communication, exploring:

a. The role of spoken language

b. The role of written language

¢. Non-verbal language

1. facial expressions

2. posture of body 16 CLS: PRINTE412, *DOCTOR 2°
3. hand gestures 28 PRINT: PRINT TRB(?) "COPYRIGHT 4979 CRERTIVE COMPUTING HORRISTOMN HJ®
2. Experience a session with DR.Z. 30 PRINTE36, " INPUT "HIT ENTER TO BEGIN"; 1§ .
3. Develop computerizations of other % (Ls: PRINT *HELLO THERE, 1'H YOR 5T .
. ’ s 58 PRINT "WHAT IS YOUR NRME? AMD TELL HE SOVETHING ABOUT YOURSELF.
“purely human” situations. €8 PRINT "HOEVER, DON‘T TYPE HORE THAM OME LINE. 1 TIRE ERSILY. "
Note: Don't mistake DR.Z for Eliza g ,im f}fm DI YOU SAY YR MRE HES AGAIN'
(or Doctor). In DR.Z, all the responses 98 INPUT B$
are “canned” and the computer makes 168 PRINT "HOW DO YOU FEEL TODRY";
no attempt to analyze your input in any 1123 ';ﬁ;g’?‘; U8 v=8
way. ) 138 IF C=48 THEN 428
DR.Z was submitted to us 148 LET Z=INTGOWRD(E))
anonymously by some students of Dr. 1208 ;*; lf_é ﬂﬂg i:g
; ; : i _
Melvin Zeddies of San Diego. 76 LET 02
189 OH 2+1 GOTO 398, 229, 249, 268, 289, 389, 326, 346, 360, 338
COPRIGHT 1579 RERTIVE CHHPUTING  HORRISTORY 0 198 GOT0 390
208 PRINT *THRT’S VERY INTERESTING TELL ME MORE.®
240 GOT0 398
228 PRINT "HRYE YOU FELT THIS WAY LONG™
cis . 238 GOTO 39
248 PRINT "DO YU THINK THIS IS REASOMABLE IN LIGHT OF YOUR INTERESTS;
HIT ENTER TO BEGIN? _ 25 GOTO 398
cis 268 PRINT "D0 VOUR FRIENDS FIND THIS ACCEPTRBLE®;
HELLO THERE, 1'M YOUR CONPUTER THERRPIST. 278 GOTO 398
HHAT IS YOUR HRYE? AND TELL ME SOMETHING RBOUT YOURSELF. 288 PRINT "DO YOU FEEL COMFORTRBLE HITH THIS FEELING™:
HOWEVER, DON‘T TYPE MORE THAM ONE LINE. 1 TIRE ERSILY. 299 GOT0 396
* HL MY NAME IS CHRIS AND 1 DONT LIKE GIRLS. 309 PRINT *D0 YOU THINK THAT THIS 1S R NORMAL FEELING™:
HHAT DID YOU SRY YOUR NAYE HRS RGAIN? CIRIS 240 GOT0 398
HOW DO YOU FEEL TODRY? GO0D. THE SUN IS SHINING 328 PRINT "HHY DO YOU THINK YOU FEEL THIS Hy™;
HAYE YOU TRLKED TO ANYOME RBOUT THIS? VES. MANY PEOPLE 236 GOT0 3%
WY RRE YOU HERE? BECRUSE OF THE WERTHER 348 PRINT °HAVE YOU TALKED TO RMYONE ABOUT THIS™;
DO YOU FEEL CONFORTABLE MITH THIS FEELING? YES ALL THE TDNE 58 GOTO 390
DO YOU THINK THIS 1S RERSONABLE IN LIGHT OF YOUR INTERESTS? VES 360 PRINT "MHY fRE YOU HERE™
DO YOUR FRIEHDS FIND THIS ACCEPTRBLE? N0 378 GOTO 398
HHY ARE YOU HERE? TO SEE THE S 388 PRINT “ARE YOU SATISFIED HITH THE MY YOUR IDERS ARE DEVELOPING™:
DG YOU FEEL COMFORTABLE HITH THIS FEELING? NO WE DONT 399 LET C=C+i
DO YOU THINK THIS 1S REASOMRBLE I LIGHT OF YOUR INTERESTS? VES. 460 LET U2
cls 418 GOT0 420
I THINK YOU ARE MAKING A GREAT ATTEMPT T0 SOLVE YOUR 428 CLS: PRINT 1 THINK YOU RRE MAKING A GREAT ATTENPT 70 SOLVE YOUR"
DIFFICULTIES, A 1 SEE NO HEED TO CONTINUE THIS 438 PRINT "DIFFICULTIES, AND 1 SEE NO NEED TO CONTIME THIS®
SESSION AHY FURTHER. 448 PRINT "SESSION ANY FURTHER *
458 PRINT
CHRIS, HOULD YOU MRKE ANOTHER RPPOINTMENT HITH My COMPUTER 468 PRINT BS; ™, WOULD YOU HAKE AHOTHER APPOINTMENT WITH MY COMPUTER"
FOR SOMETIME IN THE NEXT FEW WEEKS. WHAT DATE HOULD YOU 478 PRINT °FOR SOMETIME IN THE NEXT FEM WEEKS. WHAT DATE HOULD YOU®
PREFER? NEVER 488 PRINT *PREFER®; : INPUT f$
498 PRINT
THAT KILL BE FIE 508 PRINT “THAT WILL BE FINE *
17¥E ENJOVED COMMUNICATING HITH YOU. 548 PRINT “1/VE ENJOVED COMMUNICATING WITH YOU.*
HAVE A NICE DRY. 528 PRINT "HAVE R NICE DRY.®
cls 538 END
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Description: ELIZA 1s a program that
accepts natural English as input and
carries on a reasoaably coherent
conversation based on the psychoana-
Iytic techniques of Carl Rogers. You will
have to forgive ELIZA for being a poor
English student. You'll ind thatitis best
not to use punctuation inyour input, and
you'li havetocarrythe conversation. 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 verbs ("I becomes
“YOU"”, "ARE" becomes "AM", etc.}; (4)
finally, look up an approariate reply based
on the keyword which vsas found, printit
and, if necessary, tie “translated”
string. ELIZA uses four types of program
data to accomplish this:

(1) 36 keywords, such 15| AM”, "WHY
DONT YOU", and "COMPUTER". The
keywords must be in order of priority, so
ELIZA will key on “YOU ARE" before
“YOU".

(2) 12 strings used for the translation or
conjugation process. T1ese are in pairs
such that if one memter of the pair is
found, the other 1s subs tituted for 1t.
Examples: Y™, "YOU', "AM", "ARE",
etc.

(3) 112 reply strings. The strings are
arranged in groups coriesponding tothe
keywords. There s no fixed number of
different replies for each keyword.
Replies endingina "*"".aretobefollowed
by the transiated st-ing, while the
strings ending in nor nal punctuation
are to be printed alone.

(4) Numerical data to determine which
replies to print for ea:h keyword. For
each keyword there is i1 pair of numbers
signifying (start of reph strings, number
of reply strings). Thus the fifth pair of
number, {10,4), means that the replies
for the fifth keyword | DONT") start
withthetenthreplystriag, andthatthere
are four replies.

Detailed Explanation:

Lines 10-160: Initialize tion. Arrays and
strings are dimension2d. N1, N2, and
N3, which represent the number of
keywords, number of translation strings,
and number of replies respectively, are
defined. Then the arays are filled.
S(keyword number} is the ordinal
number of the start of the reply strings
foragiven keyword, R{l.eyword number)

is the actual reply to be used naxt, and
N{keyword number} is the last reply for
that keyword. Finally an introduction is
printed.

Lines 170-255. User input section. This
part of the program getsastringfromthe
user, places a space at the start of the
string and two at the end (to make it
easier to correctly locate keywords and
to preventsubscripting out of bounds),
throws out all the apostrophes{(so DONT
and DON'T are equivalent), and stops if
the word SHUT is found in the input
string (which it takes to 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 $. T, and
Fs. If no keyword is found, the keyword
defaults to number 36, NOKEYFOUND
(which causes ELIZA to say something
noncommital) and it skips the next
section.

Lines 380-555. Translation or Conjuga-
tion section. The part of the input string
following the keyword is saved. Then
pairs of translation strings, as described
above, are read and upon the occurence
of one of these strings, the other is
substituted for it. When this i1s done
ELIZA makes sure there i1s only one
leading space in the translated string.
Lines 5660-640: 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 andresetif itis
too large. If thereply stringendsina™*”’
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,
andthen ELIZAgoesbackformoreinput.

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/orthe numerical data. Justasa
suggestion, if you decide to insert "ME"
and “YOU" in the transiation string list,
put a nonprinting {control) character in
YOU to prevent ELIZA from substi-
tuting l»YOU-ME. This means that YOU
will always be assumed to be the subject
of a verb, never the object, but resolving
that difficulty is a whole different
probiem.

What it all means: we’ll leave to you.
Although this program s an inferior
imitation of the original.itdoeswork. Itis
pretty farfetched to believe 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/hri 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 modified to
work in Microsoft BASIC by Steve North,
who also wrote these notes.

Reply string, also used to save K$ in scanning for keyword
Strings used in conjugation process

Scratch (used for simulating RESTORE NNNN statement).

Used 1o save K and L when scanning for keyword
X.L Scratch. Xis generally used for looping while
L is used for scanning through strings

Name Usage
R{X),S(X),N(X) See Text
I$ Input string
K$ Keyword string
Cs Transiated or conjugated string
Fs$
R$.5s
P$ Previcus input string
Z$
N1 Number of keywords
N2 Number of conjugation strings
N3 Number of replies
K Keyword number
ST
XL
\Y%
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ELIZR
COPYRIGHT 1979 CRERTIVEl COMPUTING  HORRISTOHN, NJ
Cci8

PRESS ENTER TO START SESSION? .
ci

8

HI! I/M ELIZR  WHAT’S YOUR PROBLEM?

STRANGE WOHEN

SAY; DO YOU HRVE ANY PSYCHOLOGICAL PROBLEMS?

HO, HOT A ONE HOW RBOUT YU

HE WERE DISCUSSING YOU — HOT HE.

HO WE WERENT, YOU LIED

OH, 1 LIED

SO, YOU ADMIT IT 1 ALMAYS KNEM YOU WERE DEFECTIVE
YOU‘RE NOT RERLLY TRLKING ABOUT HE, ARE YOU?

LOOK, MHY DO YOU ALMAYS SRY THAT, MAYEE 1 LIKE TALKING ABOUT YOU

HE WERE DISCUSSING YOU — HOT HE.

FGAIN, BOY YOU SURE REPERT YOURSELF ALOT

0K, 1 SURE REPERT YOURSELF ALOT

RIGHT, EOY ARENT HE SPERKING g?g\) TODRY, {HO ARE YOU LEON SPINKS

WHY ARE YOU INTERESTED IN WHETHER OR NOT I R LEON SPINKS
VELL ON THE SURFRCE YOU APPEAR SOHERHAT LIKE HIM

DID YU COHE TO ME BECRUSE YOU ARE

BECAUSE 1 R WHAT YOU SIR ARE A HINDLESS CRETIN

DID ¥OU COME TO ME BECRUSE YOU ARE HHAT I SIR AM A MINDLESS CRET
N

WHAT THE HECK, YOU HMRKE ABOUT AS HUCH SENSE RS SPINACH
YOU/RE NOT REALLY TALKING RBOUT ME, RRE YOU?

LOOGK PAL T HOULD HOT TRUST YOU WITH OUR HATIOHAL DEFENCES
HE MERE DISCUSSING YOU — NOT HME.

AHD WHO ARE YOU TO MAKE THE RULES HERE

HOULD YOU PREFER IF 1 MERE NOT TO MAKE THE RULES HERE

1T HORLD HELP #BIT
cls

1 SEE

HE fLL SEE BUCKO

17M HOT SURE 1 UNDERSTAND YOU FULLY.
WELL THE FEELING IS MUTURL

COME, COME, ELUCIDATE YOUR THQUGHTS.
LOOK YOUR PRINTER 1S BROKEM

HHY ARE YOU CONCERMED RBOUT MY PRINTER IS BROKEM
BECRUSE T BOUGHT THE BLOODY THING
IS THAT THE REAL RERSOH?

D0 YOU MEAN THE HARRY REASGN

OH, 1 MERN THE HARRY REASON

CAN YU ELABORATE ON THAT?

HOT R CHANCE SRY, DO YOU LIKE MUSIC OR FOOD
YOU‘RE NOT RERLLY TALKING RBOUT WE, ARE YOU?
SHUT P,

cls

18 CL5: PRINT @ 413, "ELIZR®

20 PRINT: PRINT TAB(?) "COPYRIGHT 1979 CRERTIVE COMPUTING HORRISTOMN, NJ°

38 PRINT @ 968, ™" : INPUT "PRESS ENTER TO START SESSIGH:8$: (1S
4@ CLERR 2008

58 REM INITIRLIZATION——

68 DIN S(36),R(36),N(36)

78 M=36:N2=14:N3=112

88 FOR ¥=1 TO HI+H2+H3:RERD Z§:NEXT X:REM SAME RS RESTORE

99 FORK=1 70 M

188 READ SO0, LR(D=5CA NCD=8C) -1

118 HEXT %

128 ¥$="H1! 1M ELIZA WHAT’S YOUR PROBLEMY"- GOSUB 2140
438 REH

148 REH -———-{SER INPUT SECTIOH-—

458 Ag=""

168 %=PEEK(16416)+PEEK (1641714256

176 POKE % 146: FOR CH=1 70 46: BS=INKEVS: IF BYO"" THEN 209
186 NEXT CH: POKE X 22: FOR (=1 TO 10: Bi=INCEVS

198 IF BYO"" THEN 288 ELSE WEXT (N: GOTO 478

268 POKE ¥ 32: IF RSC(B$)=13 THEN 258

26 IF ASC(BE)= AND LENCAEIOB THEN RE=LEFTS(RS, LENCRS)-1): PRINT BS:
226 1F ASC(B$)=24 THEN R$=""- PRINT CHR$(29) (HR$(38);

220 IF ASC(B$ID31 AND ASCIBSICOL THEN PRINT BS; . A$=fg+B$
249 GOTO 168

258 PRINT: 1§=R$: I$=" "“+I$+" °

268 REM GET RID OF APOSTROPHES

276 FOR L=1 T0 LER(IS)

280 IFMIDSCIS, L 1)="7 "THEMT4=LEFT4(14, L-1)+RIGHTS(I$, LENCI$)-L) :GOTOR¢8
298 IFL+4C=LENCTS) THENIFHIDS (1%, L 4)="SHUT™THEN E1D

708 NEXT L

240 1F 1$=P¢ THEN X$="PLERSE DON’T REPERT YOURSELF'": GOSUB 214@: GOTO 138
326 REM

336 REM ~==~=FIND KEYHORD IR 1§-——-

148 REM

58 RESTORE

360 5=

JBFR k=L TO N

299 REFD K&

29 IF 58 THEN43D

408 FOR L=1 TO LENCI$)-LEN(K$)+1

440 1F HIDSCIS, L LENCKS) )=HETHENS=K  T=L . F8=K¢

428 HEXT L

436 HEXT K

440 IF SH8 THEM K=5:L=T:GOT0478

438 K=26:GOTOCSH:REN ME DIDN'T FIND ANY KEVHORDS

460 REH

478 REW TRKE RIGHT PART OF STRING AND CONJUGATE 1T

469 REM USING THE LIST OF STRINGS TO BE SHAPPED

498 REM

508 RESTORE:FORX=1 TO NA:RERD Z$:NEWT X:REM SKIP OWER KEVHORDS
518 C¢=" “4RIGHT$(14, LEHCIS)-LEMCFE)-L4+0)

526 FOR %=1 T0 H2/2

530 RERD S$,R¥

546 FOR L= 1 T0 LENKCD)
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358 IF LHLEN(SEILEN(CE) THEN 6688 1360 DATR “KHAT AMSWER WOULD PLEASE YOU THE MOST?®
560 IF MID$CCS. L, LENCS) |OS§ THEN €88 1378 DRTA “WHAT DU YOU THINK?®

578 C$=LEFT$(CS, L-1)4Re+ AGHTSCCS, LENCCH-L-LENCEI)+1) 1389 DATA “ARE SUCH QUESTIONS ON YOUR HIND OFTEN?"
598 L=LsLENGRS) 1396 DATA “RHAT 1S IT THRT YOU REALLY WANT 70 KNOW?®

998 GOTO 646 1488 DATA "HAVE Y(1) ASKED ANYONE ELSE?®
608 IF L+LEN(R$)SLEN(CS) 'HENG4B 1448 DATA "HAVE \’(’:' RSKFD SUCH QUESTIONS BEFORE?"
640 1F MID$CCS, L LENCRS) +ORS THEN €48 1420 DATA "WHAT ELSE COIES TO MIND WHEM YOU ASK THAT?®

620 CH=LEFTS$(CS, L-1)4584 UGHTS(CS, LENCCH)-L-LENRS)+1) 1430 DATA "NAMES [ON'T INTEREST HE.®

670 L=L+LEN(SS) 1448 DRTA "1 DON‘T CARE ABOUT NAMES — PLERSE GO ONL "
648 NEXT L 1458 DATA "IS THAT THE REAL RERSON?®

638 NEXT & 1468 DATA "DON'T £1Y OTHER RERSONS COME T0 HIND?®
668 IF HID$(CH 2, =" °T ENCE=RICGHTS(CS, LENCCE)-1) :REM OMLY 1 SPACE 1478 DATA "DOES THAT RERSON EXPLAIN ANYTHING ELSE?"
676 REM 1488 DRTA “WHAT OTHER RERSONS WIGHT THERE BE?®

680 REM HOW USING TH: KEVHORD MUMBER <KD GET REPLY 1438 DATA "PLERSE DON'T RPOLOGIZE!"

€98 REM 41388 DATR "APOLOGILS ARE NOT NECESSARY. *

700 RESTORE:FOR ¥= 1 T0 [+N2:RERD Z$:MEXT X 1516 DATA "HHAT FEELINGS DO YOU HAVE WHEN YOU APOLGGIZE. "
716 FORN=ATOR(K):RERD F$ MEXT X:REM RERD RIGHT REPLY 1528 DATA "DON‘T EE SO DEFENSIVE!®

726 ROO=RCGOHL: IFRGOZ GO THEN RUD=S30 1330 DATA "WHAT DOES THAT DREAM SUGGEST TO vOU?*

728 IF RIGHTSCFS £XO™" THEN R§=F§: Pé=1$: GOSUB 2148: GOTO 138 1548 DATA "DO YOU DREAR OFTEN?®

748 ¥$=LEFTH(FS, LENCF$)- )+0$: GOSUB 2140 4558 DATR "HHAT PERSONS APPEAR IN YOUR DRERMS?"

759 P$=1$:G0TO 128 1568 DATA "ARE YOU DISTURBED 8Y YOUR DRERMS?®

768 REH 1578 DATA “HOW DO ¥OU D0... PLEASE STATE YOUR PROBLER. °
776 REH —---FROGRAH DATA FOLLOWSG—-- 1588 DATA “YOU DOM'T SEEM QUITE CERTAIN °

760 REH 1598 DATA "WHY THE UNCERTAIN TOWE?"

798 REM KEVHORDS 1698 DATA "CRH’T YU BE HORE POSITIVE?"

%8 REW 1618 DATA "YOU AREN'T GRE?"

1620 DATA “DON'T YOU KNOW?2"
1638 DRTA "ARE YOU SAYING NO JUST TO BE NEGRTIVE?"
1648 DATA *Y0U ARE BEING A BIT NEGATIVE ®

818 DRTR "CAM YOU™ "CRN " "YOU BRE®, "YOURE". "1 DONT®, "1 FEEL®
228 DATR "WHY DONT YOU®. 'WHY CANT I"."ARE YOU"."I CRNT"."I A"."IM *
838 DATA “YOU °, T WAHT™ °HHAT™, "HOW", "WHO". "WHERE", "HHEN". "HHY"

248 DATH “HAME". “CAUSE". *SORRY™. "DREAN", "HELLG". "HI 7, "MAYBE" 1658 DRTA “WHY NOT?®

856 DATA © N0 “YOUR™, "R HRYS™, “THINK". "ALIKE", "VES", "FRIEND" 1668 DATR "ARE YOU SURE?"

868 DRTA COMPUTER™, "NOE (YFOUND® 1678 DATA "WHY NOT"

970 REM 1688 DATA “WHY ARE YOU CONCERNED RBOUT Hy+"

830 REM STRIKG DATR ‘OR COHJUGATIONS 1698 DATA “HHAT REOUT YOUR OWitx®

§98 REM 1788 DATA "CAN YOU THINK OF A SPECIFIC EXRMPLE?"

989 DATA * ARE * " AR, "WERE ".°WRS *" YOU T * "YOUR " “H¢ "

316 DATA ™ IVE * " YOUVE " " IM =" VOURE " ME =" YU *
920 REH

930 REM REPLIES

948 REN

958 DATA “DON‘T YOU BELI:VE THAT I CAMNe"

960 DRTA "PERHAPS YOU WO LD LIKE 70 BE ABLE T0+°
978 DATA “YOU WANT ME TC BE RBLE T0+"

980 DRTR "PERHAPS YOU DC 1T WANT TO+"

998 DATR *DO YOU HAMT TC BE RBLE 10+

1060 DATA "HHAT FAKES YCJ THINK I A"

1648 DATA “DOES IT PLEAS I YOU TO BELIEYE I AieY
1628 DATA "PERHAPS YOU K JULD LIKE TO BE#"

1638 DATA °DO YOU SOHETI S HISH YU WERE®
1848 DATA *DON'T YOU REF.LV+"

1058 DATR “HHY DEN'T ¥OL &

1668 DATR "DO YOU WISH 17 BE ABLE TO«*

1676 DATA °DOES THAT TRCJBLE YOU?"

1688 DATA “TELL KE MORE BOUT SUCH FEELINGS.®
1658 DATA "0 YOU OFTEN °EEL#"

1169 DATA "D0 YOU ENJOY °EELINGS"

1116 DATA DO YOU RERLLY BELIEVE 1 DON'T¥”

1126 DATA "PERHAPS IN GUJD TIME 1 MILL¥"

1128 DATA “DO YOU WANT #: TO¢"
1148 DATA "DO YOU THINK '0U SHOULD BE ABLE TO+"
1150 DATA “HHY CRN‘T YOU

1468 DATR “WHY ARE YOU 1{TERESTED IN WHETHER OR NOT I Ais”
1178 DATA "HOILD YOU PREER IF 1 WERE NOT#*
1186 DATA “PERHAFS IN YO R FANTASIES I A"
1198 DATA “HOW DO YOU ¥R YOU CAN/T+"

1268 DATA "HAYE YOU TRIE "

1218 DATA “PERHAPS YOU C i NOH«"

1226 DATA “DID YOU COME 0 ME BECAUSE YOU ARE+"
1238 DATR "HOW LUNG HAVE YU BEEM®
1248 DATA "D YOU BELIEVC IT IS NORMAL TO BEx"
1250 DRTA “DO YOU ENJOY SEINGH”

1260 DATA “HE WERE DISCLISING YU — NOT FE "
1276 DATR "OH, I+"
1268 DRTA "YOU'RE HOT RE LY TRLKING ABOUT ME, ARE vOU?*
1298 DRTA "HHAT WOULD 1T MEAM TO YOU IF YOU GOT+"
1300 DATA "WHY DO YOU WF T+

1316 DATA "SUPPOSE YOU € ION GOT+"

1320 DATA "HHAT IF YOU hIVER GOT**

1228 DATA "1 SOMETIMES F 50 WANT%"

248 DATA "HHY DO YOU AC 7"

1356 DATA "DOES THAT QUE STION IWTEREST YoU?*

1718 DATA “EEN?"

1726 DATA "WHAT ARE YOU THINKING OF7?"

1738 DATA "REALLY, ALNAYS?®

1748 DATA *D0 YOU REALLY THINK 507°

1758 DATA “BUT YOU ARE NOT SURE YOUs"

1768 DATA "DO YOU DOUBT Yo"

1778 DATA "IN WHAT WAY?"

1788 DRTA "WHAT RESEMBLANCE DO YOU SEE?"

1799 DATA “WHAT DCES THE SIHILARITY SUGGEST TO voU?*
1868 DATA *HHAT OTHER COMMECTIONS DO YOU SEE?"

1818 DATR "COULD THERE RERLLY BE SOME CONMECTION?*
1826 DATA "HOW?®

1628 DATA "v0U SEEY QUITE POSITIVE ®

1848 DRTR “ARE YOI SURE?"

1838 DATA "1 SEE

1868 DATA "1 UNDERSTAND. ®

1876 DATA "WHY DO YOU BRING UP THE TOPIC OF FRIENDS?®
1880 DRTA "D0 YOUR: FRIENDS WORRY YOU?*

4899 DATR "DO YOUR FRIEWDS PICK OM YOU?"

1988 DATR "ARE YOU SURE YOU HAVE ANY FRIEMDS?”

1918 DATA “D0 YOU DPOSE ON YOUR FRIENDS?”

1928 DATA "PERHAPS YOUR LOVE FOR FRIENDS HORRIES You.®
1938 DATA “D0 COMPUTERS HORRY YOU?*

1940 DATR “ARE YOU TALKING ABOUT HE IR PARTICULAR?"
1958 DATA “ARE YOU FRIGHTENED BY MACHINES?”

1968 DATA "HHY DO YOU MENTION COMPUTERS?®

1978 DATA "WHAT DO YOU THINK MACHINES HAVE TO DO WITH YOUR PROBLEM?®

1988 DATA "DON’T YOU THINK COMPUTERS CAH HELP PEOPLE?"
4950 DRTR "WHAT IS IT ABOUT WACHINES THAT WORRIES YOU?*
2688 DATA “SAY, D0 YOU HAVE RNY PSYCHOLOGICRL PROBLEMS?®
20818 DATR "MHAT DCES THAT SUGGEST TO you?®

2028 DATA *1 SEE.*

2038 DATA "I“M HOT SURE 1 UNDERSTRHD YOU FULLY. ™

2840 DRTA "COME, CCME, ELUCIDATE YOUR THOUGHTS.“

2858 DATA "CAN YOU ELRBORATE OH THAT?"

2068 DATA "THAT 1S QUITE INTERESTING. ®

20878 REN

2668 REH DRTA FOR FINDING RIGHT REPLIES

2690 REM

100 DATA 1,3,4,2,46,4,6.4,16,4,14,3,17. 3, 28,2, 22. 3, 55,3
2146 DATA 28,4, 28,4,32,3,35,5,48, 9, 48,9, 48,9, 49, 9, 46, 9,48, 9
2178 DRTA 49,254 4,95,4,59,4,63,1,63,1, 64,5, 69,5, 74, 2, 76, 4
2128 DATA 89,3,82,7,96,2,93,6,99,7,186,6

2148 IF PEEK(I6416)4PEER(16417)%256=16256 THEN (LS

2156 PRINT CHR$(4¢2; - FOR ¥=1 7O LENCA$): PRINT HIDEGIS, % 1);
2468 FOR TH=1 10 &9 NEXT TH,X: PRINT CHR$(13): RETURN
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Father

This program loosely simulates a
debate with your father about going
out on Saturday night. After you win or
lose the debate, then Saturday night
approaches and you must decide
whether or notto actually go out. When
all is said and done, the computer will
give you a score on a scale of minus
seven to plus four. (This could have
been a scale of zero to ten, but
computers have this magic ability to
give us scales of anything we want).

This program originated in the
dungeons of Digital Equipment Cor-
poration and was whipped into its
present form by Victor Nahigian.

\
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FRTHER
COPYRIGHT 4979 CREATIVE COMPUTING HORRISTOM I
cls
0 YO HEED INSTRUCTIONS? YES.
cis

FRTHER

¥0U ARE GOING TO PLAY A GAME IH WHICH YOU WILL DISCUSS
A PROBLEM WITH YOUR FRTHER AND ATTENPT TO GET HIM TO AGREE WITH
YOU IN THREE TRIES

FOR EACH STRTEMENT YOU MAKE, 1 WILL TELL YOU WHAT YOUR
FRTHER REPLIED.

WHEM R GUESTION MARK APPEARS, TYPE THE HUMBER OF YOUR
RESPOMSE FOLLOMED BY THE {ENTER> BUTTON. YOU WILL RECIEVE
POINTS BASED ON HOW GOOD YOU RRE AT CONVINCING YOUR FATHER

A LIST OF THE RESPONSES WILL FOLLOW

PRESS AHY KEY T0 CONTINUE
cls

4y 0K 1 HILL STAY AT HOME
2)  BUT 1’D REALLY LIKE TO GO. ALL ¥ FRIENDS ARE GOING.
3y IF ALL MY HORK IS DOME, 1 SHOULD BE RBLE TO GO
4) IF YOU LET HE GO OUT I/LL BRBYSIT ALL MEXT WEEK.
5)  YOU MEVER LET ME DO WHAT I WANT TO DO.
€) 1’1t GOING ANYHARY

THE TSSUE - YOU WRNT 70 6O OUT, BUT YOUR FRTHER OPPOSES vU

WHEM 90U FIRST BRING UP THE IDER, YOUR FRTHER STRTES
NO YOU CAN‘T GO OUT ON A DRTE SATURDAY NITE AND THATS THAT.
HHAT HOULD YOU SAY FIRST = 2.
cls

1) 0K T HILL STRY AT HOME
2)  BUT 1D REALLY LIKE T0 GO. RLL MY FRIENDS ARE GOING.
3y IF ALL MY HORK IS DONE, 1 SHOULD BE RBLE 70 GO.
4)  IF YOU LET ME GO OUT T°LL BABYSIT ALL NEXT WEEK.
5) 90U HEVER LET HE DG HHAT I WANT TO DO.
6) 17 GOING RIHAY
THE ISSUE - YOU WANT 70 GO OUT, BUT YOUR FATHER GPPOSES YOU
YOUR FATHER SRID
1 DOW/T THINK ¥OU DECERYE TO GO QUT SATURDAY NITE.
WHAT 1S YOUR REPLY ? 3.

cis

13 0.K 1 WILL STAY AT HOHE
2y BUT 1’D RERLLY LIKE TO G0. ALL MY FRIEMDS ARE GOING.
2y IF ALL MY WORK IS DOME, 1 SHOULD BE RBLE 7O GO.
4)  IF Y0U LET ME GO OUT 1°LL BABYSIT ALL NEXT WEEK.
5)  YOU KEVER LET ME DO WHAT 1 WANT TO DQ.
6) 1M GOING AHYHRY
THE ISSUE - YOU NANT TO GO QUT, BUT YOUR FATHER OPPOSES YOU
YOUR FATHER SHID

0.1 TF YO DO THAT YOU CAN GO OUT ON SATURDRY RITE.

ON A SCALE OF -7 T0 4 (7), YOUR SCORE WRS 3 POINTS.
HELL 1775 SATURDAY NITE, DO YOU

1) GO T

2) STRY HOME VHICH 0O YOU DO 2 4.

cls

1) 0K 1 HILL STRY AT HOME
2)  BUT 1'D REALLY LIKE 70 GO. ALL MY FRIENDS ARE GOING.
2) IF ALL v NORK IS DONE, 1 SHOULD BE FBLE TO GO.
4) IF ¥DU LET ME GO OUT I’LL BRBYSIT ALL MEXT WEEK
5y YOU NEVER LET HE DG WHAT I WANT TO DO.
6) 1M GOING AHYHAY
THE ISSUE - YOU WANT TO GO OUT, BUT YOUR FATHER OPPOSES YQU
YOUR FATHER CHECKED UP ON wQU.
YOUR SCORE 15 HOW 3 POINTS,
HELL DONE !¢

HOULD YOU LIKE 70 TRY AGAIN @ NO.
cls




18 CLS: (LEAR 1660

28 PRINT @ 443, “FRTHER"

38 PRINT

40 PRINT TREC7)"COPYRIGH] 1979 CRERTIVE COHPUTING MORRISTOMN, W"
58 PRINT @ 958, ™"

€8 INPUT"DO YOU HEED INSI UCTIONS™: 1$

78 IF LEFTS(IE L0="N" TH 2N 228

88 (LS

98 PRINT TAB(29)“FATHER"

168 PRINT

116 PRINT® YOU ARE G ING TO PLAY A GRME TH WHICH YOU WILL DISCUSS”

128 PRINT"R PROELEM WITH YOUR FRTHER AND RTTEMPT TO GET HIM TO RGREE WITH®
138 PRINT"YOY IN THREE TFIES®

148 PRINT CHR$(13:"
158 PRINT*FATHER REPLIED. *
168 PRINT CHRE(4D)"
178 PRINTRESPONSE FOLLOIZD BY THE {ENTER> BUTTON. YOU HILL RECIEVE®
160 PRINT®POINTS BASED OI HOH GOOD YOU ARE AT CONVINCING YOUR FATHER "
198 PRINT CHR$(12)" { LIST OF THE RESPONSES WILL FOLLOW”

203 PRINT & 979, "PRESS ¥ KEY TO CONTIMUE™:

218 IF IHEYS ="" THEN 2.8

228 0s

238 PRINT™0>  0.£0 1 HIIL STRY AT HOME"

248 PRINT®2)  BUT 1D RIALLY LIKE 70 GO. ALL Y FRIENDS ARE GOING.®
256 PRINT®Z)  IF ALL MY HORK IS DONE, 1 SHOULD BE RBLE TO GO.*

268 FRINT®4)  IF YOU LE ME GO OUT I‘LL BRBYSIT ALL NEXT WEEK *

278 PRINT"S)  YOU HEVER LET ME DO HHAT T WANT 7O DG.°

289 PRINT™6)  1“H GOING RNYWAY" CHR$(13)STRINGH(E4, 148);

298 PRINT®THE ISSUE - YOI HANT TO GO QUT, BUT YOUR FATHER OPPOSES YaU"
3268 PRINT CHR$CAZ)"MHEN ' OU FIRST BRING UP THE IDER, YOUR FATHER STATES"
18 Pi=-1

728 P32

738 P3=-1

348 C=1

358 P6=-2

260 %=

376 16=0

780 PRINT™ MO YOU CAN‘T GO OUT ON @ DATE SRTURDAY NITE AND THAT’S THAT.®
796 INFUT™ WHAT WOULD ¥ U SAY FIRST %14

466 PRINT @ 512, CHR$C3L &

418 ON 11 GOTO 523, 560, 870, 53¢, 508

428 PRINT* HO, YU CAN { OT GO OUT OM SATURDAY NITE. "

436 ¥=¥-2

440 16=16+11

458 IF 16=12 THEN €38

468 C=C+L

470 IF C=3 THEN 838

488 1F 12=6 THEH 538

490 GOTO 588

508 PRINT"VOUR FRTHER SR D"

516 GOTO 426

528 PRINT*RGREEMENT RERC ED”

538 ¥=WiPL

348 GOTO 830

500 Y=NaP5

368 PRINT"YOUR FRTHER SR D7

576 PRINT® 1 DON/T THIN! VOU DESERVE T0 GO OUT SATURDAY NITE.®

550 INPUT® WHAT IS YOUR REPLY "5 12

596 PRINT @ $42, CHR$CGLw

60 ON 12 GOTG 520, 778, 820, €20, 768, 5e8

610 PRINT"YOUR FRTHER SF ID*

628 X=K+P2

€20 INPUT" WHAT IS YOUF REPLY %12

640 PRINT @ 512, CHRE(31)

658 ON 13 GOTO 710, 833, €98, €96, 73

668 VeNePL

678 K=KPL

F 3R EACH STATEMENT YOU MAKE, 1 WILL TELL YOU MHAT VOUR®

[ HEN A QUESTION HARK APPEFRS, TYPE THE NUMBER OF YOUR"

€88 GOTO 838

698 A=K+2

7803 GOTO 838

718 =X-1

726 GOTO 56

738 %=¥-2

748 PRINT"DISCUSSICH EMDED. NO AGREEWENT RERCHED. ®

756 GOTO 853

768 B=X+P5

778 PRINT*YOUR FATIER SAIDY

768 PRINT™ NO, 11t SORRY, BUT YOU REALLY DON'T DESERVE T0 60 QUT*
798 INPUT® BHAT IS YOUR REPLY ™ I3

§08 PRINT @ 512, CIR§C2L);

816 ON I3 GOTO 526, 698, 826, 826, 676, 660

§28 PRINT™YOUR FATHER SAID”

838 X=%4P3

848 PRINT™ 0.K IF YOU DO THAT YOU CAN GO OUT ON SRTURDRY NITE. "
858 PRINT CHR$(A3)"ON R SCALE OF -7 T0 4 (?), YOUR SCORE HAS™ X"POINTS.”
868 GOTO 918

878 PRINT™YQUR FATIZR SRID®

988 ¥=K+P3

899 PRINT* WELL, VAYBE, BUT 1 DON'T THINK YOU SHOULD 60.°

986 GOTO 569

918 PRINT®HELL ITS SRTURDAY NITE, DO vou®

928 PRINT® 1) o out”
938 PRINT® 2) STRY HOUE HHICH DG You DO ™
948 HPUT &3

958 PRINT @ 512, CIR$(3L);

960 IF @331 THEN 6

976 GOTO 1026

986 IF 1204 THEN 1008

998 GOTC 1620

1068 IF 3¢5 THEN 1620

1016 GOTO 1638

1628 IF RND(@)>.5 THEN 1658

1038 PRINT“YQUR FRTHER CHECKED UP ON YOU.™

1848 GOTC 1678

1058 PRINT"YOUR FATHER DIDN'T CHECK UP OH YOU.*

1868 GOTO 1678

1679 ON 03 GOTO 14c6, 1688

1869 PRINT® YOUR SCORE 15 HOW® R*POINTS.®

1898 GOTO 4218

1160 IF 12=3 THEH 1130

1118 IF 12=4 THEN 1139

1128 G010 4438

1138 %=X+

1146 GOTO 1680

1456 ON 13 GOTO 4620, 1686, 1138, 1138, 1869, 10€B

1460 IF 14=1 THEN 1190

1476 ON 12 GOTO 1199, 1188, 1669, 1080, 1188, 1189

1180 ON I3 GOTO 1198, 1190, 1689, 1698, 1198, 1198

1196 Re¥-1

1288 GOTO 1688

1216 ON %+8 GOTO 1238, 1238, 1238, 1238, 1259, 1259, 1250, 1258, 1279
1226 GOTO 1298

1236 PRINT® YOU UIDN‘T SUCCEED IN CONYINCING YOUR FRTHER AT AL ®
1248 GOTO 1368

1258 PRINT® YOU [IDN‘T SUCCEED IN CONVIMCING YOU FATHER. °
1266 GOTQ 1388

1278 PRINT®  YOU CONVINCED YOUR FATHER, BUT IT TOOK TOO MANY TRIES.®
1286 GOTC 1308

1296 PRINT® WELL DONE UI°

1388 PRINT

1318 T4=Ti#1

1328 INPUT*HOULD ¥0U LIKE TO TRY RGRIN " 653¢

4328 IF LEFT4(@S$, 1)="Y" THEN 228

1346 END
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FLIP
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMAL NJ
cis

DO YOU HEED IMSTRUCTIONS? VES. \

cis
OK EACH TURM, YOU GUESS YES (/%) OR NO CU/N/).
OHLY OME IS CORRECT, AND THE PROGRAM HAS DECIDED
WHICH ONE, BEFORE YOU HRKE YOUR GUESS. AT FIRST
YOUR GDDS RRE 587 PURE CHANCE. BUT LATER THE
PROGRAM WILL TRY TO TRKE ADVRNTAGE OF PATTERHS
IN YOUR GUESSING.

This game may be the only one so easy that even THE GRHE ENDS RFTER 58 TURNS. A SCORE OF 24 OR MORE
an animal could play it, yet hard for people to play gﬁggﬁmﬂfn ?"%@&‘Eﬁ“@ﬁ%‘;@f TURH:
? . f ACTERICK (97
even as well as fqndom chgnce. IF may be useful in CHRRACTER OF THE. FOLLOWING LINE.
training the intuition, and improving gamesmanship PRESS O YEY TO CONTINE
in speculation-type activities, where each player is

trying to outguess the other's behavior and stay one S e
step ahead. L3 I VR R B TR N A R X B X |

On each turn, the program first selects 'yes’ or LA T A A A A
‘no’, but gives you no information about its decision. SO A B I
Therefore your guess on the first turn is pure chance, B S M
there is no skill involved. But soon the program YO A Y Y Y Y gy
starts using patterns in your behavior, making its WYY EHD OF GRHE.
decisions to increase the chance of your next guess Y0U GOT 22 QUT OF 50 CORRECT.
being wrong. And to make it harder for you, the pro- PLAY RGAIH (¥ OR 107 NO-
gram doesn’t strictly maximize its chances, but cls
throws a little randomness into its decisions.

Variations

There are endless strategies for programming this
game, for there could be almost infinitely many defi- 18 (L5
nitions of what a “pattern” is. No single algorithm %iﬁ{g@% "FLIP
could be “best”, because it must assume a model 48 PRINT TREC?) "COPYRIGHT 4579 CRERTIVE COMPUTING MORRISTORN, MU
of the human player, and people are different, even = PRINT 6 968, *
the same person from moment to moment. Any good €8 TNPUT D0 Y0U NEED INSTRUCTIONS®; 1%
algorithm must build or refine its model of the 79 B1=30 »
player, during the course of the game. 8 Ir LEFTscls, O™ THEN 276

This particular program keeps an array of 16 prob- 168 PRINT TRB(38); "FLIP®
ability estimates; the person’s last two guesses, and gg ﬁgrg o EAC UL YO0 G S 4% (R 1D H
whether they were right or wrong (16 situations alto- o R "OMLS OOF 16 SORRECS. D THE PROGRE HRS\DSC;W
gether) determine which estimate is selected. The 148 FRINT “HICH GAE, BEFORE Y0U MKE YOUR GUESS. AT FIRST”
array (which depends on all previous play within 150 FRINT “YOUR ODDS ARE 587 PURE CHANCE. BUT LATER THE"
the game) becomes a model or profile of the player, 165 PRINT "PROGREAH WILL TRY T0 TAKE ADVRNTRGE OF PRTTERKS®
and it can be printed at end of game. Any prob- S o 1 YOUR GUESSING
abilities far from .5 indicate predictable behavior in 198 PRINT *THE GRME ENDS FFTER";BL "TURKS, R SCORE OF™:
the corresponding situations. The profiles can be ;ezgggﬁg ig(%iﬁg&mmw - g
;:ompared over time, or used to study strategy dif- o0 PRINT “By PG o ASTORI (/*/)RST;E Flwsr%m'
erences between people. They can also be compared 578 PRINT "CHARFCIER OF THE FOLLONING LINE. "
with random profiles developed by playing games 240 FRINT @ 979, "PRESS AY KEY 70 CONTINVE®:
with random input such as coin flips, or (more easily) 250 1F INKEYS ="* THEN 250
by modifying the program so that BASIC statements 268 REH ) .
replace the human player and make guesses ran- e DEce AR (F2)
domly (or by some other rule). In fact, different algo- 299 REH SCORES (S1,52) RMD RIGHT-ANSHER FLAG.
rithms could play each other. 388 DIH P(16), X(&)

This particular implementation has two param- aeas

) 328 PRINT "BEGIN

eters: a memory factor (F1) which controis the decay 318 PO=3+64
rate of old learning when it is overridden by recent 240 FOR 1=1 70 16
experience, and a randomness factor (F2) influencing B P=S
the program’s likelihood of making the decision sug- s
gested by the probability estimate. These are just 8 %D
two of innumerable optional parameters which could 799 1F PHIXGYC 5 THEM 419
be used in programming FLIP. 480 xD)=t

The program and description were written by John S. 2;3 'F‘ixjgi
James. They originally appeared in Creative Computing, 430 F=2

Mar/Apr 1977.
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448 Si=6

459 52=0

468 fig=" *

479 REM

488 REM TRKE THE ESTIMATED PROBRBILITY (Z1)
498 REM OF THE PERSON GUE 3SIHG YES.
5@ REM USE AN RDJUSTED fROBABILITY (Z2).
518 I9=Gd(4)+4HRI 4240 DL +L
528 Z4=P(19)

530 22=21

548 1F 220. 5 THEH 578

558 Zz=RilD(@)

568 GOTG 610

576 IF 2255 THEN 608

588 22=Z2sF2484(1-F2)

596 GOTC 616

688 Z2=704F2+1x(1-F2)

618 25-0

6208 IF RID(BICZZ THEN 65¢

618 75=1

€48 REM

630 REM INTERRCT WITH PEISON GET HIS RESPONSE (2.
€66 REM UPDATE RESPONSE HISTORY (X), APPROPRIRTE PROB. (PCI9N).

678 PRINT R

680 3-8

696 INPUT H$

768 FRINT 8 PO, CHRE(3L)

7468 PO=PO+E

728 IF LEFTSCHS, 1="Y" THEN 738

738 IF LEFT$CHS, 4="N" THEN 768

748 GOTO 698

758 231

760 Rg=" "

778 52=52+1

788 IF 73075 THEN 319

798 R¥="E"

808 S4=Ct+1

£16 REM UPDATE % - THE LRST 4 CHOICES.
828 X(1)=X(3)

838 X(D=¥{4)

848 X(3)=T2

830 X4=Z5

860 REW UPDATE THE PROBABILITY USING OLD 19.
878 P(19)=FLP(19)+(1-F1)¥R(3)

888 IF S2(BY THEHM 478

898 FRINT A%

588 PRINT

918 PRINT @ POH16, "EMD OF GRAE *

926 PRINT °YOU GOT": S1i "0UT OF"; 52; "CORRECT. *
938 PRINT

94@ PRINT

958 PRINT "PLRY AGHIH (Y (R W)™

968 IHPUT T$

976 IF LEFT$(TS, D="Y" THEN 316

988 B
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Foulic in A Row

In this game, eight pegs are put in a
row, each one of which can hold eight
rings. Each ring is marked with either
an X or an O. You and an opponent
alternate turns; in this case the oppo-
nentis the computer. On eachturnyou
place a ring over one of the pegs, one
through eight. The object is to get four
X's or O's in a row, vertically, horizon-
tally or diagonally. A glance at the
sample run will show you how this
process works.

While the computer aiready plays
rather well, you may wish to experi-
ment with improving the computer's
play by changing the values in the data
statements in lines 100 and 110. The
first four values are awarded if a
position yields one, two, three, or four
in a row respectively, for the computer.
The next four values are bonus points
for making one, two, three, or fourina
row in more than one direction with the
same move. The next eight values (line
110) are dealt with in the same way for
the human player; thus, these vaiues
are for defense.

If you become addicted to this game,
Milton Bradley markets it commercially
under the name “Connect Four.” The
computer version of the game was
written by James L. Murphy.

FOUR TH R RO

COPYRIGHT 4272 CREATIYE COMPUTING MORRTSTOMM, HY

[0 YOU HEED THSTRUCTIONS? YES.

cls

........ _-0_.‘_--
———————— =X X000 - - -
= - = X0 - - - ¥ 0 X%o - -3
122435¢7¢ 12245678
PICK A NUMBER BETWEEN 1 84D 97 4. COMPUTER PICKS COLUWN 2
cis clis
........ .—00-_-‘_
B - R00 -~ -
.- %0 - - - AR
1245678 12245678
FICK § MUBBER GETHEEM L AND 87 8. PICK A HUMBER BETWEEN 4 80 § 4.
cls cls
________ - 90 -« - « -« -
= - -0 - - - XERO0 - - -
Yoo - X0 - - 0% %0 - -y
12z 5678 1245678

12 4
PICK R NUMBER BETMEEN { AMD €7 3.

COMPUTER PICKS COLUMM 2

FOUR IN A ROW

THE GAHE COMSISTS OF STRCKING %S
AHD 0°S (THE COMPUTER HAS Oy UNTIL
OHE OF THE PLAYERS GETS FOUR IN A
ROH VERTICALLY, HCRIZOMTRLLY, OR
DIRGONALLY.

FRESS ANY KEY TO CONTINUE
OO YO WANT T GO FIRST? YES.

cls

12245678
FICK & MUMEER BETHEEN L AND §7 4.
cls

cls cls
........ L | IR U,
________ -UO--_--
-------- YARO00 - - -
- - - 08 - -~ X% Y0 - -y
A0 R Yo~ - 12:243567¢
12245673
PICK R NUMEER BETWEEN 4 AHD 87 3. COHPUTER HWING




4@ CLS:DEFINTA-Z

28 CLERR 1068

28 PRINT @ 489, °FOLR IN A OH"

48 PRINT

56 PRINTIRS(7)"COPYRIGHT 4 79 CREATIVE COMPUTING MORRISTOMN NI
€@ PRINT & 9€9,°";

26 DIF B§(3, 8), L(8), S(4., F(4)

%@ DI ¥(16), W

168 DATA 4, 100, 5€4, 1E2¢ 1, 860, 4008, 1£26
140 DATA 1, 75, 996, 1E18, 1L 459, 2608, IE48
173 FOR 21=1 10 16

178 RERD V(21)

146 NEXT 21

445 INPUT"DO YU HEED IHSTRUCTIONS™ I3

159 (LS IF LEFT$(15 L3="t THEN 298

170 PRINT TRE(Z5)"FOUR IN 3 RON" CHR$(1Z)
160 PRINT"THE GAME CONSISTS OF STACKING X’S”
198 PRINT"AHD 0°S <THE COI *UTER HAS 03 UNTIL"
208 PRINT*ONE OF THE PLRYIRS GETS FOUR IN A"
218 PRINT'ROM VERTICALLY. HORIZONTALLY, OR *
226 PRINT"DIRGONALLY. ®

236 PRINT € 979 "PRESS A KEY TO CONTIMUE™
240 IF THEEYS =" THEM 24 ELSECLS

250 %=

268 03="0"

FBFR =170 8

BFRJ=LT0E

298 B§C1, JH="-"

368 NEXT J

38 HERT T

3WFOR Z4=1 TO 8

338 LZL=B

246 NEXT 24

360 THFUTDO YOU WANT TO 0 FIRST™A$

IHB CLS:IF LEFT$RE, D=" " THEN 768

480 GUSUR 426

418 GOTC 589

420 PRINTCHRS(28); :FOR 1=: 70 4 STEP -1

428 FOR J=1 T0 8

440 FRINT® B3(L I

453 NEXT J

466 PRINT

478 HEXT 1

428 PRINT" %

dWMFR =L T0 8

590 PRINT L

510 HEXT 1

520 PRINT:PRINT

549 RETURN

550 PRINT"ILLEGAL MOVE, 13¥ RGAIN.®

568 FOR A=1 T0 £60

576 HEXT

580 PRINTES?G, "PICK A MUY 2ER BETWEEN 1 AND 8% CHR$(2L); | INPUTH
59 M=INTCHD

686 IF MCL OR 108 THEN 53

516 (=L4

628 1F Lo7 THEN 558

630 L{D=L+L

£49 =L+l

€30 BS(L, M=

€88 GOSUE 428

€96 P4=¥s

766 GOSUE 1418

716 FOR 2= T0 ¢

728 IF S(2){4 THEN 750

TRRRINTYOU WIN"

748 GOTO 1836

79 HEXT 2

76l o=

778 Y¥1=9

788 Ni=1

FWBFR 41 08

268 =L+

219 IF 08 THEN 1288

378 ¥=1

978 Pe=0f

€40 =0

€36 =4

468 G0SUB 1410

€76 FOR Z1=1 10 4

398 N(Z1=8

698 NEXT 24

968 FOR 2=1 T0 4

4B S5

920 1F ST THEM 1238

930 T=54HD)

4@ TF 744 THEM 976

958 ¥=Y+4
960 NCEI=HISHL

578 NEXT 2

928 FOR 1=1 10

998 H=NCD-1

1808 IF N=-1 THEH 1828

1010 11=SriaSatice]

1028 Y=Y DHEY(ERB )
1028 NEXT 1

1040 IF W=t THEN 1688

1656 H=1

1868 Pi=2¢

1078 G0T0 868

1080 L=+l

1899 IF L9 THEN 1148

1169 GOSUE 4418

1116 FOR 2=4 70 4

1478 IF S(23d2 THEN V=2

1470 HNEXT

1448 1F 90H THIN 1229

1156 IF 2V THIM Ni=1: GOTC 1180
1468 H=Hi+1

1178 1F RHDCBD LN THEN 1260
1180 vi=v

1250 HO=4

1280 NEXT H

1226 PRINT
1228 £0T0 182¢

1240 H=19

1256 PRINTRITE, "LOMPUTER PICKS COLUMIT: N
1266 FOR R=1 TC 1306

=t

1240 PE=0§
1278 GOSUB 420
1340 GOSLR 1416

FOR 251 TC 4

1360 IF S04 THEN 1799
IEPRINTCONFUTER WIws e
1788 GOT0 1930

1799 MEXT 2

1496 GOTO 560

1410 0g=v

1420 1F PE=SSTREN 0408
1439 Di=t

1449 1=

1458 2=

1460 GOSUE 157

1470 D=t

1458 D2=2

4456 GOSUE 1578

158 D2=b

1546 Di=t

1520 GOS0 457

1576 bo=-L

1548 Di=t

1550 GOSUE 1570

1566 RETURN

1570 Dt

1508 €=t

1590 T=8

168 7241

1610 £=8

162 FOR K=t T 2

1678 HE=HHsDL

1648 Li=La02

1650 1F M5CL OF LACH OR HESE OR LIS THEN 1746
1668 Be=BeeLY, 15)

1676 1F C=0 THEN 1743
1680 IF B$=OETHEN K=4: GOTO 1740
59§ T=ToL

1768 GOT0 174

1740 1F BS=PATHEN S=5+1: GOTO 1740
1726 €=t

1726 GOTO 1656

1749 HEXT ¥

1756 IF D=0 THEH 4883
1768 D=8

1776 bi=-0t

1788 D2=-D2

1798 GOTO 1618

1600 5(2)=5

1518 (=T

1626 RETURN

1228 £



Geowar

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 exceptforaclearzonefrom0,0to
10,10. The accompanying diagram
should make this clear. Instead of the
normal artillery type of game where
you are lobbing projectiles onto your
enemy installations, in this game you
are firing some sort of laser missilein a

cls

1 A DIRECT HIT 15 A HIT WITHIN 1 DEGREE OF
THE TARGET.
2. A HIT HUST PASS BETHEEN THE FIRST SET OF
INTEGRAL POINTS N AMD SE OF THE TARGET.
2. A SCARE MUST PASS BETWEEN THE NEXT SET OF
INTEGRAL POINTS NH AHD SE OF THE TRRGET,
AHD CRUSES THE ENEMY TG RELOCRTE A
HAXIMUN OF 4 UNIT IN AHY DIRECTION

MISSLES HAVE INFINITE RANGE AHD MAY HIT MORE THAM ONE TARGET
A MISSILE THAT MEARLY MISSES AN THSTALLATION (A SCARE) WILL BE
IMMEDIATELY SHOT DOKN.  ANY HITS BEFORE THIS TIME WILL NOT BE
COUNTED UNLESS R DIRECT HIT WRS MADE.

PRESS ANY KEY TO CONTINUE

? s cls
very straight path which destroys RERDY 70 607 YES
everything in its path. If the missile flies o LUK
within one unit either northwest or HOWK! e
southeast of the target, or, of course, ENTER DEGREE OF SHOT? 5. HO LUCK —— TRY FGAIN
over the target directly, that target is cls
destroyed. If it is within two units of the ENTER DEGREE OF SHOT? 79.
.7 h HO LUCK — TRY AGRIN cls
target, the missile will be shot down
and that target will relocate to a new ENTER DEGREE OF SHOT? 35. A HEAR HIT. ENEWY HRS RELOCHTED.
posmon one unlt= away from its cls ENTER. DEGREE OF SHOT? 82,
previous position in some random HO LUCK — TRY RGAIN. cls
direction. v+ CONGRATILATIONS +++ i HIT
Geowar is largely a guessing game ERTER DEGREE OF SHOT? 47. 2008 — 2 10 GO,
with incomplete information given in cls .
its clues. Nevertheless it's fun to play * CONGRATULATIONS % 8 HIT BTER DEGREE OF ;‘g %.
and is a nice switch from just a plain L Doi - ¢ 70 G0,
guess the mystery number game. It was ENTER DECREE OF SHOT? 27, NO LUCK - TRY RGAIN.
written by Gary Lorenc and originally cls ENTER DEGREE OF SHOT? £5.
appeared in Creative Computing May/- N0 LUK — TRY FGRIL ols
Jun 1975,
ENTER DEGREE OF SHOT? 58. HO LUK = TRY AGAIK.
cls ENTER DEGREE OF SHOT? 60,
90° bt BULLS EYE week ) DIRECT HIT! cls
9] 2 DM — % 70 6O HO LUCK — TRY AGREL
30 =
ENTER DEGREE OF SHOT? 75. ENTER: DEGREE OF SHOT? 46_
cis cis
Enemy f HEFR HIT. ENEWY HAS RELCCATED, HO LUCK -~ TRY ABRATN
204
ENTER DEGREE OF SHOT? 77. ENTER DEGREE OF SHOT? Z8.
cis cis
wol___. f HEFR HIT. ENEWY HRS RELOCATED. A HEFR HIT. ENEMY HS RELOCRTED.
' ENTER. DEGREE OF SHOT? 75 ENTER DEGREE OF SHOT? 13.
Clear
] cls cis
!
: + + 0O° ot CONGRATULATIONS ++¢ i HIT.
o 20 30 4 DOWH - 1 TO 60,
‘lou's !

ENTER DEGREE OF SHOT? 16
GEQHAR cis
ik CONGRRTULRTIONS w6 A HIT.

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTGHN, NJ

10 Y0 HEED INSTRUCTIONS? VES GAME TOTALS. 4 HITS AND 4 DIRECT HITS (# 47 SHOTS.

cis FERDY FOR A NEH GRHE? 1D TH

cls

THE FIRST QUADRAMT OF R REGULAR COORDINATE GRAPH HILL SERVE fS

THE BATTLEFIELD. FIVE ENEMY INSTALLATIONS ARE LOCATED WITHIM A 8 Heee 1000

28 BY 36 UNIT ARER.  HO TRRGET IS INSIDE THE 10 BY 18 UNIT ARER %6 PRINT @ 412, "GEQMRR®
ADJACENT TO THE ORIGIN AS THIS IS THE LOCATION OF CUR BFSE. WHEN 4@ PRINT

THE MRCHINE ASKS FOR THE DEGREE OF THE SHOT, RESPOND WITH # 38 PRINT TRB(?)"COPYRIGHT 1373 CRERTIVE COMPUTIMG MORRISTOMN, NJ°
NUMBER BETWEEN 4 RID 98, €6 PRINT 2 360, %%

76 INPUT"DO YOU NEED INSTRUCTIONS™; I#

PRESS RHY WEY TO CONTINUE &0 IF LEFT$CIS, £)="N" THEN CLS. GOTO 428

69



9@ (LS

186 PRINT "THE FIRST GUFIRANT (F A REGULAR COORDINATE GRAPH WILL™:

118 PRINT " SERVE AS"

126 PRINT "THE BRTTLEFIE.D. FIYE ENEMY INCTALLATIONS ARE LOCATED®;
436 PRINT ™ WITHIN A"

148 PRINT "36 BY 26 UNIT ARER. NO TARGET IS INSIDE THE 19 BY 18 ™
458 FRINT "UNIT FRER®

168 PRINT "RDJACENT TO TIE ORIGIN AS THIS IS THE LOCATION OF OUR :
178 FRINT "BACE. MHEN®

488 PRINT "THE HRCHINE F3KS FOR THE DEGREE OF THE SHOT, RESPRD WITH A"

496 PRINT "NUMBER BETMEE | 1 AHD 98.7

260 PRINT @ 579, "PRESS R 1Y KEY TO CONTINUE™;

218 IF DKEYS =" THEN 2 8

228 (LS

238 PRINT 1. A DIRECT H T IS A HIT WITHIN 4 DEGREE OF"
240 PRINT *  THE TARGE = *

758 PRINT "2. @ HIT WUST PRSS BETWEEN THE FIRST SET OF"
260 PRINT ° INTEGRAL POINTS N AND SE OF THE TRRGET."
276 PRINT "2 R SCARE MU T PASS BETWEEN THE NEXT SET OF*

260 PRINT * INTEGRAL POINTS Nt AHD SE OF THE TARGET.®
250 PRINT * AHD CRUS S THE EMEMY TO RELOCATE A °

368 PRINT * FRATNU F 4 UNIT IH ANY DIRECTION. "

316 PRINT

326 PRINT *  WISSLES +WE INFINITE RANGE AHD WAV HIT HORE THRN
226 FRINT "ONE THRGET™:

248 FRINT "R MISSILE THF 7 NERRLY MISSES AN INGTALLATION (A SCARE) ™
56 PRINT "HILL EE"

368 PRINT "IMMEDIATELY C1OT DOMN.  ANY HITS BEFORE THIS TIME MILL %
278 PRINT "NOT BE"

299 PRINT "COUNTED UNLES ; R DIRECT HIT MRS HADE.*
299 FRINT @ 979, "PRESS £ ¥ KEV TO CONTINUE®:
408 IF LIEYS =" THEN 438

448 (LS

428 PRINT "READY T0 60"

438 INPUT RY

449 IF LEFTSGRE, D="N* HEN 1928

458 PRINT

468 PRINT “GO0D LUCK!*

476 PRINT

480 DIN CCABY, HCE2B, DC@), 5(26), F(5)
498 DEF FN Y(UD=INTC(LE 172, L415D4RTNCI . 5)
596 %=250

46 ¥=RAD(O)

520 Ga=6

578 S2=6

549 D=4

558 Ha=p

568 FOR ¥=1 T0 1

578 GOSUR 4569

508 IF INTCK/2)CK/2 THE | 658

596 1F COK-1))18 THEN 65)

€08 1F C(XYX10 THEN 656

518 FOR L=k-1 TO K

626 GOSUB 1560

638 NEWT L

£48 GOTO 556

§58 NEYT K

568 58

£70 FOR L=1 T0 §

£90 DILI=(CCLI LA )

698 DCLI=INTCCA8873. 1415 HATHD(LY)+. 5
760 NEXT L

748 A2

720 L1=48

730 T5:5

4B D58

750 H5=0

766 GOSUR 1459

778 PRINT

760 PRINT "ENTER DEGREE (7 SHOT™;

798 D4=8

560 =6

240 FOR 01 10 5

928 F(D)=28

239 NEXT 0

846 TNFUT D

850 (LS

860 IF D>=98 THEN 778

£70 08 SGHDY2 GOTO 179, 1920

880 5=+

990 FOR A=2 T0 10 STEP 2

968 IF DIS(R) THEN 1608

918 IF DCS(R-1) THEN 168

928 IF DIHCR? THEN 1628

928 1F DOHCA-L) THEN 162

948 IF DIDCR/2)+4 THEN 9 @

956 IF DD(A/2)~1 THEN 9.8

%6 D=0l

976 GOTO 998

958 Hi=HH

998 FOMsHD=R

1098 MEXT A

70

1610 GOTC 1658

1828 IF D128 THEN 1678

1630 GOSLD 1356

1840 GOTC 778

1836 IF DI+HLCOB THEN 1658

1668 IF T3=1 THEN 1618

1878 PRINT "HO LUCK —- TRY AGRIN.”

1688 GOTC 778

1696 IF D> THEN 1156

1168 IF HOL THEM 1428

1146 PRINT " CONGRRTULATIONS + A HIT.®
1128 GOTC 1210

1136 PRINT "4 CONGRATULATIONS #x"; He; "HITS. *
1148 GOTC 1218

1158 PRINT "wwix BULLS EVE #rik ™

1168 IF D1 THEN 1288

4178 IF HIG THEH 1209

1188 PRINT ™ R DIRECT HIT!"

1196 GOTO 1210

4280 PRINT DLsHi: "HITS -- A DIRECT HIT ON°; 0L °OF THER!®
1218 T5=T5-(DL+HLd

01

il

=g THEN 1698

1258 FOR J=1 TO HisDL

1268 Z=F¢1)

1278 D=8

1288 H(Z)=9

1298 H(Z-1)=8

1268 S(2)=9

1216 52-13=0

1326 HEXT J

1336 PRINT 5-TS; "DOWN —*5 T5; "70 GO. "

1348 GOTC 778

4350 PRINT A MERR HIT. EMEMY HAS RELOCRTED.®
1368 FOR #=1 T0 2

1378 X=DNT(RMD(B)+168)

1368 IF AZS(CCA-(R-1))-X2001 THEN 4378

4398 IF C(R-(R-1))(=2 THEN 1378

1468 C(R-(R-1))=K2

1410 NEXT R

1428 DR/2=(CAI/CR-1))

1438 D(R/)=INT((188/3. 14159)4RTH(D(R/2))+. 5)
1448 L1=A

1450 FOR 1=A TO L4 STEP 2

1468 H(I-L=((C(D-1)/(CCT-04))

1478 HCI-0)=INT((188/2. 14159)¥ATNCH(1-40)+. 5)
1488 H(D=WCD+#)/(C(T-1)-1))

1498 HCD)=(C108/3. 14159)+ATNCH(1)+. 5)

1588 SCI-D=(C(D-2)/(C-142))

1518 SCI-D)=INT((180/3. 141592)#TN(S(I-1))+. 5)
1528 S(D=(C1HD/(ET-1)-2))

1538 SCI=INTC (48873, 14159)ATNS (1), 5)
1548 NEXT 1

1558 RETURM

1568 R=INT(RHD(B)+100)

1578 IF R>38 THEN 1568

1588 IF RCZ THEN 1568

1598 CEO=R

1608 RETURN

1610 FOR 74=1 10 5

1628 IF D(Z1)X1 THEN 1640

1638 NEXT Z1

1648 TF DCD(ZL) THEN 1676

1650 PRINT 700 HIGH — TRY AGRIN. "

1668 GOTO 778

1678 PRINT "T00 LOH — TRY RGRIN *

1688 GO0 778

1698 PRINT

1706 PRINT "GRNE TOTRLS:"; H5; "HITS AND"; DS; "DIRECT HITS ON"; S; "SHOTS. *

1718 PRINT
1726 PRINT "READY FOR R NEW GRME";

1758 02=D24D5

1768 Hz=H2+H3

1770 INPUT G¥

1780 IF LEFTH(GS, 1)="N" THEN 1878

1798 PRINT

1688 PRINT

1810 PRINT

1828 PRINT "FIVE NEM INSTRLLATIONS HAVE BEEM BUILY AT DIFFERENT "5
1836 FRINT "LOCRTIONS. *

1848 PRIET

1838 PRINT "GOOD LUCK!®

186A GOTO 568

1678 PRINT

1889 PRINT

1890 PRINT “TOTALS FOR"; G2; "GRMES: " H2i *HITS AND™; D2
1968 PRIKT * DIRECT HITS OM®; S2; “SHOTS. *

1918 PRINT "6N RVERAGE OF"; S2/¢D2+H2); "SHOTS PER TARGET. ®
1926 END



Grand Prix

In this program, you are attempting
to complete one lap around a grand
prix circuit against one of six op-
ponents, everything from a US Postal
delivery truck to a 1974 Ferrari. The
track consists of four straightaways
and four curves with different max-
imum speeds possible for each one.
Depending on which car you select for
your own, you can take these curves
and straights at different speeds. Also,
the car you select will have different
braking characteristics which may

GRAND PRIX

COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOMN, NJ
DO ¥OU MEED INSTRUCTIONS? YES_

cls

GRAND PRIX

THE TOTAL LENGTH OF ONE LAP IS 3268 YARDS. DURING THE
STRAIGHTRKAYS YOU WILL BE RBLE TO CONTROL THE RCCELERATION AND
BRAKING OF THE CAR. THE CURVES WILL BE TRKEM AT WHATEVER SPEED
YOU ENTER THEM.

BELON THE BREAKAWAY SPEED, THE CURVES MAY BE TRKEN WITH
NO DIFFICULTY. ABOVE THE FASTEST SPEED INDICATED, YOU MAY
CRASH! !

WITHIN THE SPEED RANGE THERE IS A POSSIBILITY THAT YOU
MIGHT LOSE TIME OR SPEED BY SWINGING KIDE OR BY SPINNING OUT.

THE FASTER YOU TRKE  THE CURVES, THE GREATER THE RISKS,

PRESS ANY KEY TO CONTINUE
cls

WELCOME TO THE PUC GRAN PRIX

YOUR CAR MAY BE ONE OF THE FOLLOWING:
4. PORSCHE

2. FERRARI

3. MASERATI

4. LOTUS FORD

WHICH CAR WOULD YOU LIKE? 4_

cls

YOUR CAR HAS fi MARIMUM ACCELERATION OF & MPH/SEC
AND R MAXIMUM BRAKING OF -38 MWPH/SEC.

YOU WILL RACE AGARINST ONE OF THE FOLLOWING:
U. 5. POSTAL DELIVERY TRUCK

1976 BEAT PONTIAC GTO

1966 WELL USED FORD MUSTANG

LOTUS FORD

1974 FERRARA

. THE PHYSICS SUPERCHARGED LIGHTBERM SPECIAL

LN

CHOOSE ONE OPPONENT BY ENTERING NUMBER? 2.

cis
TRACK LIMITS 2 1
2-3  88-18B) e
4-5  (28-35) 3. PUC GRAND PRIX RACE
6-7  (98-11@)
81 (SB-78) L i
[ 7 8
POSITION

4. 5 BT WPH WU OPP  RLC
PP P PR T PUDELPTTI LT NN
%8 8 8 8 78

71

allow you to head into a curve at a
higher speed and then apply the brakes
at the last minute.

It may sound like it's easy to win by
simply selecting a Porsche or Ferrari
for your car and racing against a US
truck or a well-used Ford
Mustang, but beware, itisn't really that

The origin of this game is a bit hazy.
The only thing that identifies itis PUC.
Could this be Pacific Union College?
Perhaps, but we're not really sure.

CURVE #1 868 YRDS
CURVE 43 1989 YRDS

CURVE #2 1588 YRDS
CURYE &4 2880 YRDS

TRACK LIMITS 2 i
2-3 0 (88-180) i
-5 (28-35) 3. PUC GRAND PRIX RACE
67  (96-11@®)
8-1  (58-7B) .
6 ? 8
POSITION

4 5 BT WM wU PP ACC
HEEEEROERIRRRAEEAREREEROIERRRRARIEE
28 16 7 Y'Y

cis

CURVE $2 1588 YRDS
CURVE §4 2889 YRDS

CURVE #1 888 YRDS
CURVE #3 1568 YRDS

TRACK LIMITS 2 i
2-3  (88-168) i
45 (28-39) 3. PUC GRAND PRIX RACE
6-7  (96-118)
81 (BB-7B) . e
6 7 8
POSITION

4. .5 ET HPH You OPP AcC
. SEHHERARRIARBHR AR IR DR RARARRURARER
20.8 98 697 w7 -2

cis

CURVE #1 889 YRDS
CURVE #3 1988 YRDS

CURVE #2 1508 YRDS
CURVE #4 2888 YRDS

TRACK LIMITS 2 1
2-3  (88=180) e
-5 (28-3%) 3. PUC GRAND PRIX RACE
6-7  (98-118)
81 (§8-78) . e
6 v 8
.. POSITION
4. .5

E/T MPH You oPP ACC
HHEGRUNRRRARBARERURARERARARRARANNE
4.5 446 1451 1454 78

LOST CONTROL AT 454 HPH.  YOUR CAR CRRSHED!!

YOUR OPPONENT FINISHED IN 86.7622 SECONDS!

DO YOU WISH TO TRY RGRIN? NO_



P,
(T3

16 €S

28 PRINT @ 411, "GRAND PRIX"

38 PRINT

48 PRINT TRB(7>"COPYRIGHT 179 CREATIVE COMPUTING MORRISTOMN, NJ*®
58 PRINT @ 968, °";

68 INPUT"DO YOU NEED INSTRUCIONS"; 1$

70 IF LEFT$(I$, 1)="N" THEN 20

88 CLS

96 PRINT TAB(27)"GRAND PRIX"

168 PRINT

148 PRINT® THE TOTAL LENITH OF ONE LAP IS 3288 YARDS. DURING THE®

128 PRINT*STRAIGHTAKAYS YOU [ILL BE ABLE TO CONTROL THE RCCELERATION AND®
138 PRINTBRAKING OF THE CAR THE CURVES WILL BE TRKEN AT WHATEVER SPEED"

148 PRINT*YOU ENTER THEM ©

458 PRINT" BELOW THE BRE KAHAY SPEED, THE CURVES MRY BE TRKEN WITH"
168 PRINT"NO DIFFICULTY. ABOE THE FRSTEST SPEED INDICATED, YOU MAY"
178 PRINT"CRRSH!!*

188 PRINT® NITHIN THE SP-ED RANGE THERE IS A POSSIBILITY THAT vou®

198 PRINT*HIGHT LOSE TIME OR SPEED BY SWINGING MIDE OR BY SPINNING OUT.

280 PRINT" THE FASTER Y0 ! TRKE THE CURVES, THE GREATER THE RISKS,®
226 DIM P(9), F(4), G(4), HG2)

238 REM

248 FOR ¥=1 10 9

258 READ PCX)

268 NEXT ¥

278 FOR 1=1 70 4

288 RERD G(I), F(I)

298 G(I)=G(I)/2. 84545

389 FCL=(F(I)+, 64/2. 84545

316 NEXT I

320 FOR %=1 70 82

338 READ HCX)

348 NEXT X

343 IF LEFT$CI$ 4)="N" THEN . 78

359 PRINT @ 979, “PRESS ANY | EY TO CONTINUE®;
368 IF INKEVS ="" THEN 368

376 D=2

386 CLS

39¢ PRINT'RELCOME TO THE PUC GRAN PRIX"
488 PRINT

410 REW

420 PRINT"YOUR CAR MAY BE ONE OF THE FOLLOWING:"
438 PRINT"4. PORSCHE®

448 PRINT"2. FERRARI"

458 PRINT"3, MRSERATI®

460 PRINT"4. LOTUS FORD®

478 PRINT

489 PRINT"WHICH CAR HOULD YOU LIKE®;
498 INPUT 2

568 PRINY

516 ON Z GOTO %40, 576, 660, 638

528 PRINT"WE DCH‘T HAVE THAT CRR IN STOCK, PLEASE CHOOSE AGAIN. ©;
538 GOTO 499

548 H=15

558 B=-28

568 GOTO 658

576 M=18

588 B=-25

598 GOTO 658

€88 M=12

610 B=-22

628 GOTO 658

638 H=8

640 B=-38

€56 CLS

669 PRINT"YOUR CAR HRS R MAXIMUM ACCELERATION OF";M; "MPH/SEC, ®
670 PRINT"RND f: MAXIMUM BRAKING OF *;B; "MPH/SEC. "

688 PRINT

€98 PRINT"YOU WILL RACE RAGAINST ONE OF THE FOLLOWING:®

780 PRINT"1. U.S. POSTAL DELIVERY TRUCK"

746 PRINT"2. 1970 BEAT PONTIAC GTO®

728 PRINT"3. 1956 WELL USED FORD HMUSTANG®

730 PRINT"4. LOTUS FORD"

748 PRINT®S. 1974 FERRARA®

738 PRINT"6. THZ PHYSICS SUPERCHARGED LIGHTBERM SPECIAL®

768 PRINT

778 PRINT"CHOOSE ONE OPPONENT BY ENTERING NUMBER™

780 INPUT R1

798 IF R1D8 AN R1<6 THEN 838

808 IF Ri=6 THEW 850

818 PRINT"WHICK CAR DID YOU SRY";

826 GOTO 789

838 R=2+R1-5

£48 GOTO 860

850 R=2. GE+88

868 R=(90+24R)/'108+7+RND(0)/108

878 PRINT
888 REH
898 (LS
988 PRINT*TRACK LIMITS® TRB(28)"2" TRB(S7)"1"

918 PRINT @ 89¢; "CURVE #1 888 YRDS", "CURVE #2 1588 YRDS"

920 PRINT"CURVE #3 1988 YRDS®, "CURVE #4 2800 YRDS™;

938 PRINT @ 64, "2-3  (88-188)"

940 PRINT"4-5  (28-35)" TAB(22)"3* TRB(32)"PUC GRAND PRIX RACE®
958 PRINT6-7  (S8-110)°

968 PRINT*8-1  (58-70)°

978 PRINT @ 588, "4" TAR(19)"5"

980 PRINT @ 34%. "6" TRB(46>"7" TRAB(S7)"8"

998 FOR A=29 TC 3 STEP -1

1608 SET(S5-R, )

1616 NEXT R

BEGIN THE RACE!!

72



1628 FOR R=52 TO 115

1638 SET(R, 3

1848 NEXT A

1038 FOR A=4 T0 €

1660 SET(112+4R, A)

1078 SET(122-fi, A+6)

1989 SET(118, A+3)

1698 NEXT A

1468 FOR R=29 TO 33

1110 SET(A-3, )

1128 NEXT R

4430 FOR A=33 TO 43 STEP -1
1148 SET(63-A, A)

1158 NEXT A

1168 FOR R=51 TO 61

1478 SET(R, 13)

1188 SET(R+28, 13

1190 SEV(A+i8, 14)

1268 SET(R+39, 12)

1248 NEXT A

4228 FOR A=91 T0 415

1230 SET(R, 13)

41248 NEXT A

1258 J=1

1268 PRINT @ €00, "E/T HPH
4278 PRINT @ 555, "POSITION";
1288 PRINT @ 664, "HRHEREEIEAEEEARERARARMANIIAREIFIERRNER",
1290 X=8

1368 5=

1318 1=8

1320 19=@

4338 X9=8

1346 REM

1358 IF JK9 THEN 1450

1368 CLS

You OPP fcc™;

1376 PRINT'COMPLETED LAP; ", ELAPSED TIME"; INT(Tx18+. 5)/4@; "SEC. "

4386 PRINT"YOUR OPPONENT FINISHED IN';8@/R: "SECONDS®
4398 Ki=INT(T+i@+ 5)/16-88/R

1480 IF K18 THEN 1428

1418 PRINT"CONGRATULRTIONS, YOU HON BY"; -K1; "SECONDS®
1428 GOTC 2206

1438 PRINT*SORRY, YOU LOST BY®;K4; "SECONDS™

1446 GOTO 2268

1458 FR=T#+R-INT(T*R) -

1468 FC=-( INTCTARI42)%( INT(T#R)+2¢82)-82%(82CINT(T#R)+2)
1478 FB=-( INT(THR+LI%( INT(THR)+1<82)-82%(82CINT(THRI+1)

1480 FR=H(FC)-H(FB)

1498 FP=INTCH(FB)+FQAFR+. D)
4508 IF FP>3288 THEN 1558
4518 IHM$="4ed. § 44
1528 PRINT @ 727, CHR$(38);

88 210

1538 PRINT USING IH$; INT(T#18+ 5)/48, INT(S+2 84545+ 05),

1548 GOTQ 1588
4550 PRINT @ 727, CHR$(38);
1560 IM$=LEFT$CINSG, 25)4°FINISH °

4578 PRINT USING IM$; INT(T#18+ 5)/10, INT(S%2. 84545+ 83),

1586 INPUT AL

1599 fi=R1/2. 84545

1688 IF A1>=0 THEN 1888

1648 IF A1>=B THEN 1648

1620 PRINT'MAXIMUM BRAKING IS “;B; "MPH/SEC";
1638 GOTO 1458

1648 T1=-5/R

165@ IF T4>D THEN 1824

1668 KA=X+SATLH/24TIATL

1678 1F RAOP(J+1)THEN 1739

INT(XD, FPs

INT(K);

1689 PRINT"YOU STOPPED™: INT(P(J+1)-¥1); "YARDS FROM POINT"; J+1;

1698 5=0
4706 X=X1

4748 1=T+T1

1726 GOTO 4358

1738 Y¥=PJ+1)-X

1740 IF ACB THEN 1779

17508 T=T+Y/S

1768 GOTC 1808

1778 S1=SAR(SHSHIHRY)

1788 T=T-(5-S1)/A

1798 S=51

1888 J=J+1

18106 GOTO 1948

1828 Ri=H+SHD+R/ DD

1838 IF RIOP(JHLITHEN 1738

1840 T=T+D

1858 5=5+AD

1868 X=Xi

4876 GOTO 1350

1688 IF AL(=H THEN 1518

1898 PRINTTHAXIMUM ACCELERATION IS®;M; "MPH/SECT
1988 GOT0 1458

1940 X1=XASHD+A/24DHD

1928 IF ROOP(J+LTHEN 1738

1938 GOTO 1820

1948 REM stk SUB CURVE sk

1958 REM

1368 I=INTU/2)

1976 TA=(P(J+1)-P(I)/S

1988 S1=G(1)+(F(I)-GCI)I*RND(B)

1998 IF S>S1 THEN 2058
2008 PRINT'CURVE"; I; -J-1; "
2018 J=J+1

2628 X=P(J)

2638 T=T+T1

26840 GOTO 1350

2850 1F S>S4+(F(I1)-54)/2 THEN 2110

20868 T2=TL+RND(B)* 4

2078 PRINT"SPEED IN CURVE"; INT(S+2. 84545+, 65); "MPH, TOOK CURVE WIDE. LOST"
2088 PRINT INT(T2#1@+. 5)/18; “SEC. °

208908 T1=Ti+T2

2168 GOTO 2018

2118 IF SXF(IHTHEN 2178

2420 52=5-SHRND(@)*. 9

2138 T1=T145/52

2148 PRINTYSPUN OUT AT™: INT(S*2. 84545+. 85); "MPH, LOST SPEED AND TIME®
2158 S=52

2168 GOTO 2016

2478 PRINT*LOST CONTROL AT INT(S#2. 84545+ @5); “MPH YOUR CAR CRASHED!!®
2188 PRINT"YOUR OPPONENT FINISHED IN";82/R; "SECONDS!"

2196 REM

2208 PRINT

221@ PRINT"DO YOU KISH T0 TRY RGRIN";

2228 INPUT R$

2230 IF LEFT$(R$, 4)="Y" THEN CLS: GOTO 428

SPEED"; TNT(S#2, 84545+, €5); "MPH"

2268 DATAG, 808, 1689, 1598, 1668, 1966, 2460, 2860, 3260

2278 DATABY, 168

22608 DATA28, 35

2290 DRTASY, 118

2366 DATASe. 78

2318 REM

2320 DATAG, 1, 3, 9; 24, 39, 62, 87, 120, 156, 196, 244, 293, 351, 418

2338 DATA479, 550, 623, 709, 738, 860, 847, 894, 942, 990, 1830, 1080

2348 DATAL435, 1269, 1268, 1338, 1382, 1425, 1479, 1490, 1565, 1519

2356 DATAL539, 1548, 1563, 1578, 1512, 1618, 1632, 1658, 1682, 1718

2368 DATAL75S, 1869, 1850, 1896, 1943, 1997, 2859, 2184, 2057, 2210

2378 DATA2254, 2317, 2370, 2420, 2480, 2535, 2668, 2678, 2725, 2768, 2759, 2830
2389 DRTA2861, 2892, 2920, 2954, 2982, 3013, 3844, 3875, 3166, 3137, 3168, 3199
2398 DATA16908
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Many, if not most, tv.o person games
that are played on a computer are
based on fixed rules t1at assure that if
one player uses these rules and a
rational playing stretegy then that
player wins. If both players use these
rules and rational playing strategies
then the winner is usially determined
by who goes first. Tic- "ac-Toe, Batnum
and Even areexample; of games of this
type.

A more interesting type of game is
one where the playirg strategy is of
mixed type. This meens that the best
move, in most cases, depends on what
moves have already Leen made and a
player can only determine the
probability of the best move. Standard
card games (Bridge, Poker etc.) are
usually games of mix:d type.

Most two person ¢ames of mixed
type are either so con plicated that the
best strategies are nct known or they
are so simple that they are not in-
teresting to piay. The jame of Guess It
is an exception to this pattern. The
element of bluffing, which plays a
central role in this game, makes the
game interesting. The optimal strategy
for playing this two serson game of

GUESS 1T

mixed type has been determined by
Rufus Isaacs?

This program simulates the game of
Guess It. The computer plays accord-
ding to the optimal strategy deter-
mined by lsaacs. Lines 1850 to 2090
give instructions on how to play the
game. The number of numbers in each
hand is determined in line 0. (It is set
at 5. This is the value Isaacs used in his
analysis of the game.) To change the
number of numbers in each hand only
the value of H in line 30 needs to be
changed.

To play the game in an optimal way
decisions need to be made based on
the win probabilities P(m,n) where mis
the number of numbers in your hand
and n is the number of numbersin your
opponents hand. The matrix of these
win probabilities is computed in lines
120t0210..

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 maks and use
such devices. These devices only work
when there is a maximum of & numbers
in each hand.)

YOUR HRID 1S

COPYRI HT 4979 CREATIVE CONPUTING HORRISTOMN, NJ

cis
DO YOU HEED 1 SSTRUCTIONS? YES_

cis
THE OBJECT OF THIS GRME IS TO GUESS AN UNKNOWN NUBBER CALLED
THE ‘DOMN HUM ER’.  THE GRME 1S PLAYED HITH THE MBBERS FROM 1

T0 44 YOU W LL BE GIVEN R HAND OF O RANDOMLY SELECTED HUMBERS

BETHEEN 1 AND 11. THE COMPUTER WILL HAVE A SIHILAR HAND. THE
DONN RUMBER W LL RLHAYS BE THE NUMBER NOT IN EITHER
PLRYERS” HAMD .

PRESS ANY KEY 70 CONTINME

clis

YOU RLTERHATE HOVES HITH THE COMPUTER. ON RNY HMOVE THERE
ARE TR OPTIONS ~ GUESS THE DOWN MUYBER OR RSK RBOUT SOHE
HUMBER.

WHEN fi PLAYER GUESSES THE DOWN NUMBER THE GRHE STOPS.
IF THE GUESS 5 CORRECT THAT PLAVER HINS.
IF THE GUESS S NOT CORRECT THAT PLAYER LOSES.

PRESS RHY KEY T0 CONTIME

cls

ALL QUESTIONS ABOUT WUMBERS IN THE OTHER PLAVERS HAND
HUST BZ ANGHE £D TRUTHFULLY. R PLAVER MAY /BLIFF” BY
ASKING ABOUT ¢ NUVBER IN HIS (81 HRID (THE COMPUTER
HILL SOHETIHE . DO THIS).

A HMBER HAY | E RSKED ABOUT ONLY ONCE.

GOOD 1 LK
PRESS ANY KEY TO CONTIMUE
cls
YOR HRID 1S
BN N

DO YOU HANT T GO FIRST? VES.
cls

74

The decision as to whether or not a
number asked about by a player was a
bluff is made in line 800. The decision
to bluff or not when asking about a
number is made in line 990.

The program gives the player the
option of going first. The win probabili-
ty. P(5,5), in this case is .538. Therefore
the player going first has a slightly
better than even chance of winning
assuming that both players use the
optimal strategy.

There are two reasons why bluffing is
important in any strategy. If a player
never bluffs, then any “ask” about a
number that is not in the opponent’s
hand will result in aloss 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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D0 YOU WANT TO GUESS THE DORN NUMBER? WO
HHAT NURBER DO YOU WANT TO ASK ABOUT? 4
115 IR HY HAND.

DO YOU HAVE 3 7 VES_
cls

DO ¥OU KANT TO GUESS THE DONN NUMBER? HO
HHIT NUHBER DO YOU HANT TO RSK RBOUT? 5

3 IS IH HY HRD.

DO YOU HAVE 4 7 ¥ES.

cls

DO YOU W TO GUESS THE DOMN MUEBER? NO
HHAT HUM3ER DO YOU HANT TO RSK RBOUT? 7

7 1S IH 1Y HAID.,

DO YOU HAYE 8 7 VES.
cls




DO YOU WANT TO GUESS THE DOMN NUMBER? NO

WHAT HUWBER DO YOU HANT TO ASK ABOUT? 14

14 15 IN WY HRND.

DO YOU HAVE 9 7 YES_
cls

THE DOWN NUMBER 1S 6.
YOUR GUESS OF 6 IS CORRECT. YOU WIN!

DO YOU HANT 10 PLAY RGRIN? KO _
cls

18 LS

28 Z=11

38 H=5

48 DIH P(18,18), U(D), (D)
58 PRINT @ 444, "GUESS 17°
€8 PRINT

78 PRINT TRB(?)*COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NI*

88 PRINT @ 896, "";

98 INPUT*DO YOU NEED INSTRUCTIOHS®; I$
108 (i=9

118 (1=8

128 FIRK=L TO H

138 P &)=

148 P8, K)=1/(K+1)

158 NEXT K

168 FOR 1=1 O H

178 FR J=1 TG H

188 P(L D=(43P¢0 [-05U-PU-L DN/ AP, T-4)
198 P DI J-D3(A-P-L DDA, J-0))
206 WEXT J

20 NEXT 1

28 IF LEFT$(1S, 1)="Y" GOSLB 1816
238 (S

240 G1=G1+1

2B FR 2762

268 U(H=8

AT J

288 E=8

298 T8

368 C=8

316 P=8

328 -8

338 GOSUB 1716

349 REM NCL)Y TO N(H)= COMP HEHD HCHHD=T0 H(2)= OTHER HRND
398 D=H(2)

368 PRINT®YOLR HAND 1S™

IMMFR AL TOS

386 PRINT CHR$(188)STRING$(3, 146);
398 HEXT

480 PRINT CHR$(188)

418 FOR I=H# 70 24

420 PRINT CHR$CL9DNCD);

438 IF NCI)D9 THEM PRINT CHR$(8);
448 MEXT |

458 PRINT CHR$(191)

468 PRINT STRING$(24, 430

478 PRINT

488 PRINT @ 512, "DO Y0U HANT TO GO FIRST® CHR$(3D);
498 IPUT RS

580 IF LEFT$(RS, 1)="Y* THEN 548
518 IF LEFT$(AS, 1)OR" THEN 478
528 K=1

538 GO0 558

548 K=0

598 K=K+

568 K=H-C

578 K=H-P

580 PRINT

598 IF K=C INT(K/2))#2 THEN 918
689 PRINT 8 256, °D0 Y0U HRNT TO GUESS THE DOMN MRBER®™ CHRS(3L)
618 1HPUT A

628 IF LEFT3(RS )="Y" THEN 1318

628 IF LEFT$(RS, 1)O"N" THEN 688

648 PRINT

658 PRINT*HHAT MUMBER DO YOU WANT TO RSK RBOUT™:
660 INPUT E

678 FOR 1=1 70 2

688 IF E=UCI) THEN 710

638 NEXT 1

708 GOTO 728

718 PRINT E; "HAS ASKED BEFORE. TRY RGRIN ®
728 GOTO 648

738 FOR J=L TOH

748 1F NCD=E THEN 858

758 NEXT J

768 PRINT E5°IS NOT IN HY HAID. *

778 IF H=8 THEN 1538

788 TF H=8 THEN {510

790 Y=((HEEPM, N0, N/ GPH §-1))
898 IF RID(B)CY THEN 1458

816 GOSLB 1289

828 IF (H-P)=L THEN 1538

838 P=P+i

848 GOTO 550

856 PRINT

868 PRINT E5*1S TN MY HAHD. ®

878 C=(+

€68 GOSUB 1289

896 GOTO 558

908 REH CORP SEQ STARTS

916 IF TOB THEN 1488

928 IF H-COB THEN %48

938 GOTO 4538

40 IF H-POB THEN 968

958 GOTO 4538

968 TF (2#-2)-(P+()O8 THEN 989

978 G0T0 1538

980 REM RD DECISION 70 BLUFF OR NOT ON RSKING FOR CARD
998 IF RHD@NA/CHGLPM, 1)) THEN 1428
1088 PRINT: PRINT: PRINT

1816 PRINT

1628 R=THT(HRID(B))+

1020 FR J=4 T0 Z

1848 IF HGR)=U(J) THEM 1629

1058 NEXT J

1868 PRINT*DO YOU HAYE®; NCRY;

1678 C=C+i

1608 INPUT RS

1898 EsH(R)

1168 GOSIB 1288

1418 GOTC 558

1129 GOSUB 1238

1128 PRINT

1440 PRINT™DD YOU HRVE®; N(R);

1456 IHPUT R$

1468 IF LEFTS(RS, £)="v* THEN 11%

1470 T4

1489 GOTO 558

1198 E=H(R)

1208 P=P+{

1246 GOSUB 1269

1220 GOTO 550

1238 A=INTCCHELARID(B) M (HIL)

1248 FR J=1 70 2

1256 TF HGRY=U(J) THEN GOTO 1238

1268 NEXT J

1278 RETURN

1268 L=l

1298 ULY=E

1368 RETURN

1318 PRINT

1328 PRINTHHAT DO YOU THINK THE DOWM HUIBER 1S%;
1330 INPUT B

1348 PRINT

1350 15

1368 PRINT"THE DOHN MRBER 1S™H(2)i CHR$(B); ™ *
1378 IF B=H(2) THEN GOTO 1438

1389 PRINT

1398 PRINT*YOUR GUESS OF®;B; *I5 HOT CORRECT. YOU LOSE"

75



1480 C1=C1+i

1448 GOT0 15%

1428 PRINT

1438 PRINT®YOUR GUESS Of °3B; "1 CORRECT. YOU HIN!®
1446 GOTO0 45%

1458 PRINT®I THINK YOU | ERE NOT BLUFFING HHEN YOU RSKED RBOUT";E; CHR$(8);" °

1468 G=t

4478 GOTC 4550

1488 PRINT NCR); "HRS NO A BLUFF.®

1498 G=H(RY

1580 GOTO 4558

1518 G=CD)

1520 GOTO 4558

1538 GOSUB 1238

1548 G=H(R

4559 PRINT®I GUESS THE | CBN MUMBER 15%;G; CHR$(8);".°
1568 IF G=HZ) THEN 167

1578 PRINT

4588 PRINT*THE DOMN MUM £R IS%;N(2); CHR$(8): . 1 HAS WRONG... VOU RIR*®
1559 PRINT

1668 PRINT DO YOU WANT TO PLRY AGRIN™:

1616 IN°UT R$

1626 IF LEFT$(RS, 1)="Y THEN I$="N": GOTO 120

16306 IF LEFT$(R$, 1)O" IF THEN 1598

1648 PRINT

1658 PRINT™Y0U PLAVED"; & "GRMES. YOU LOST™;CLi CHR$(B); ™, YOU WON®;Gi-Ci
1668 B}

1678 PRINT

1688 PRINT"THE DOMN MM ER 1SiN(2); CHR$(B):". 1 MRS CORRECT... YOU LOSE. "
1698 Ci=C4#1

1788 GOTO 45%8

{MBFR I=4 70 2

1720 (D=1

4738 KEXT 1

1740 FR 14 T0 Z

1758 R=INTCRID(E)*((Z+1 ~1D)4]

1768 ENR)

1778 RR)=H(D

76

1788 N(1)=H
4798 WEXT 1
1888 RETURN
1818 €S
1820 PRINT
1838 PRINT
1840 PRINT
1859 PRINT*THE OBJECT OF THIS GRME IS TO GUESS RH UMEKHOWN MUMBER CRLLED"
1868 PRINT® DOIN NRBER’.  THE GRME IS PLAYED WITH THE MRBERS FROW 1"
1878 PRINT®TL® 2 CHRS(B); °,
1888 PRINTBETHEEN 1 RND"Zi CHR$(8):

1898 PRINT *. THE COMPUTER WILL HAVE R SIMILAR HRHD. THE"

1968 PRINT *[OMN NUMBER WILL RLHAYS BE THE HUMBER NOT IN EITHER®
1918 PRINT "FLAYERS’ HANDS. ®

1920 GOSUB 2128

1938 PRINT

1549 PRINT

1958 PRINT

1968 PRINT*YV(! ALTERNATE HOVES HITH THE COMPUTER ON ANY MOVE THERE®
1978 PRINT®AFE THO OPTIONS - GUESS THE DOMM NUMBER OR RSK ABOUT SOIE"
1988 PRINT "HABER °: PRINT

1998 PRINT"HHEN R PLAYER GUESSES THE DOMN NUMBER THE GRME STOPS.*®
2008 PRINT®IF THE GUESS IS CORRECT THAT PLAYER HINS.®

2846 PRINT*IF THE GUESS IS NOT CORRECT THAT PLAYER LOSES.®

2020 GOSLB 228

2039 PRINT: FRINT: PRINT

2048 PRINT"ALL QUESTIONS RBOUT MRBERS IN THE OTHER PLAVERS HAD”
2850 PRINT*HUST BE ANSHERED TRUTHFULLY. R PLAVER HAY /BLUFF’ BY"
2068 PRINT"ASCING ABOUT R NUMBER IN HIS OWN HAID (THE COMPUTER®

2678 PRINT"NILL SOMETIHES DO THIS). "

2880 PRINT

2898 PRINT"A !ARBER MAY BE ASKED RBOUT OMLY ONCE. "

2169 PRINT: FRINT

2418 PRINT * GOOD LUCK!®

2120 PRINT @ 979, "PRESS RNY KEY TO CONTINUE®:

2138 IF INKEVS =" THEN 2138

2448 (1S

2156 RETURN

2168 BYD

Y0U HILL BE GIVEN A HAND OF®;H; "RRHDOMLY SELECTED MUMBERS



Your radar station picks up an enemy ICBM heading
your way, telling you its coordinates (in miles north and
miles east of your location). You launch a surface-to-air
missile (SAM) to intercept it.

Your only control over the SAM is that you can aim it
in any direction, both at launch, and in mid-air. Using the
coordinates of the ICBM as a guide, you INPUT the
direction (measured CCW from North) in which you want
the SAM to travel.

At the next radar scan one minute later, you are given
the new coordinates of the ICBM, the coordinates of your
SAM, and the distance between the two. You can now
make corrections in the course of your SAM by entering a
new direction.

You have no control over the altitude of your SAM, as
it is assumed that it will seek the same altitude as the ICBM.

As the two missiles draw closer, you make adjustments
in the direction of the SAM so as to intercept the ICBM.
It's not easy to hit, because the ICBM is programmed to
make evasive maneuvers, by taking random deviations from
the straight line course to your location. Also, its speed is
not known, although it does not vary after being randomly
selected at the start of the run.

You can destroy the ICBM by coming within 5 miles of
it, at which time your SAM's heat-seeking sensors will
come into action and direct it to its target. f you overshoot

1084
COPYRIGHT 4979 (CREATIVE COMPUTING MORRISTOMN, NJ

cls
PRESS ENTER 1O START? ..
cis
N
18
R RADAR SCOPE
1
H
............ ggg{uﬂﬂuuu
HIGELE: SR
HILES HILES HILES HILES DIR
NORTH ERST HORTH ERST ?
228 e 8 8 45
cls
N
0.
R RADAR SCOPE
T
H.
............ ERST
HISSLE Sl
HILES HILES HILES HILES DIR
HORTH ERST NORTH ERST ?
1CBY & SAH NOH 734 MILES APART
245 734 62 16 783
cls
N
0.
R PRDAR SCOPE
T
"
............ EHST
-—————HISSLE; At
HILES HILES HILES HILES DIR
HORTH ERST HORTH ERST K
1CBH & SRH HON 624 MILES APRRT
283 686 &7 &8 *75.
cis
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the ICBM it's possible to turn the SAM around and chase
the ICBM back towards your location. But be careful; you
may get both missiles in your lap.

There is also some element of chance involved, as
several accidents have been programmed to occur random-
ly. These can work for you or against you.

Some ways to improve and expand the program are:

1. Operator control over SAM speed: In the present
version the speed of the SAM is randomly selected by the
computer at the start of the run, and remains constant
thereafter. This often results in overshooting the ICBM.
Modify the program so that you can input a new speed
{within limits) at the same time you input the new
direction.

2. Three dimensional version: Have the computer print
the altitude of the ICBM, as well as its coordinates. The
operator will then have to INPUT the angle his SAM is to
make with the horizontal, when entering the other quanti-
ties.

3. Extend to all Quadrants. In the present version, the
ICBM approaches only from the Northeast. You can
expand this to include approach from any compass direc-
tion.

This game is derived from a program submitted by Chris
Falco. The writeup is by Paul Calter and originally appeared
in Creative Computing, May/Jun 1975.

cls
W
0.
R. RADAR SCOFE
T
H
............ Casp
HISELE: St
HILES HILES HILES HILES it
HORTH ERST HORTH 5T S
e 244 8 ] sz
cls
A
3 RADAR SCOFE
T
H.
e E 'a' S T .
HISSLE SAt
MILES MILES HILES HILES DIR
NORTH ERST HORTH ERST ?
1CBH & SAM NOW 857 WILES APART
872 293 54 11 "4
cis
"
0
2 RAUAR SCOPE
T.
H..
............ éﬁg¥'“””””
HISSLE Sl
HILES HILES HILES HILES oIR
HORTH ERST HORTH ERST ”

ICBM & SAM HON 765 WILES APART
925 21 168

24 g8

cis




18 05

20 PRINT @ 414, *ICB*

38 PRINT

49 PRINT TAB(7)°COPYRIGHT 1979 CREATIVE CONPUTING MORRISTOMM, HI®
58 PRINT @ 960, °%

€8 INPUT"FRESS ENTER TO S FRT";R$

78 0lS

83 X1=8

& Tt

9% V=0

168 K=INT(RND(B)*338)+268

148 Y=INT(RHD(B)4838)+268

120 S=INT(RD(B)+23458)

130 SA=INT(RHD(8)428+58)

148 FOR =0 10 19

159 SETE, 8)

168 NEXT

178 FOR =3 T0 64

188 SETCR. 19)

198 NEXT

208 FOR A=1 10 5

210 PRINT @ Ax6d, HIDSC'H RTH, B 1%

228 NEXT &

270 PRINT B 46L,°E A S T

240 PRINT @ 236, "REDAR SC.PE":

258 GOSUB 278

260 GOTO 326

270 PRINT @ 576, * {ISSLE <A .
268 PRINT “HILES fILES HILES HILES DIR "
290 PRINT “HORTH ST HORTH ERST e
360 PRINT STRING$CS9, ")

6 RETURN

128 PRINT

336 FOR k=1 10 58

248 PRINT USING “H48

358 IF TL=t THEN TL=: G0 398
360 IF ¥1)=16 THEN X2=1 1SE X2<16
288 IF ¥>=52 THEN Y2¥1 1LSE v2=52
296 SETC*64/188043, 19 '19/1669))
4B0 SETCI2664/1080+3, 19~ ¥2+19/1609))
410 IF %(=0 THEN 788

426 INPUT TH

438 GUSUE 278

AR O U < N

448 RESET(X64/100842, 19-(¥+19/1868))

438 RESET(X2%64/100¢+3, 19-(¥2+19/1668))

468 T1=T1/57. 2%

478 H=INT(RID(@)#206:+1)

498 IF 4 THEN 516

498 CLS

508 ON H GOTO 788, 29, 748, 768

518 KA=INT(RI+S1ASTNCTLY)

528 YA=INT(HLHSIRCOE(TL))

338 IF SARGL2+I2)25 THEN 578

548 ¥=0

550 v=1

568 GOT0 €58

578 B=SOR(NI 241 2)/1.088

368 T=ATH(Y

598 K=INT(R-S¥COS(T.+RRD(2)#28+R)

€88 Y=INTCY-SeSTNCT. tRID(A)#2B4R)

618 D=SER((X-RI240Y-¥1X2)

628 IF D=(5.5 THEN €58

638 D=INT(D)

648 PRINT CHR$(A)"1CBH & SAM NOW™ D; "HILES APART"
658 HEXT M

668 (LS

678 PRINT "CONGRATULATIONS! YOUR SAM CRME NITHIN®;D; "MILES OF"
628 PRINT °THE ICEH fND DESTROVED IT!®

698 GOTO 818

706 PRINT “TOU BAD. YOUR SAH FELL TG THE GROWMD!®
748 GOTO 818

720 PRINT “YOUR SAM EXPLODED IN MIDRIR!®

738 GOT0 816

748 PRINT “GOOD LUCK - THE ICBM EXPLODED HARMLESSLY IN MIDRIR!®
758 GOTG 810

769 PRINT °GOOD LUCH - THE ICBM TURNED OUT TO BE A FRIENDLY RIRCRRFT!”
770 GOT0 818

788 (LS

798 PRINT “T00 BRDY

289 PRINT "THE ICBH JUST HIT YQUR LOCRTION!!"

818 PRINT

§28 PRINT “DO YOU WWT TO PLAY MORE? (¥ R W%

838 NPT 8%

848 IF LEFT$(R%, D)="y" THEM PRINT CHR$(28)CHR$(31): C(LEAR: GOTC 89
€58 BN
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INKBLOT is a program that
creates “inkblots” similar to those
used in the famous Rorschach
Inkblot Test. The program generates
these inkblots randomly so that
literally millions of different patterns
can be produced. Many of these
patterns are quite interesting and
serve not only as corversation
pieces, but also as good examples of

INKBLOT could be enhanced in
several ways. For example, it could
have an option to print the “negative”
of an inkblot by filling in the area
around the ellipses rather than the
ellipses themselves. It is also possi-
ble to build in a “repeatable random-
ness” feature so that exceptional
outputs could be reproduced at any
time. These enhancements are left

computer “art.” for the ambitious programmer to
' In addition, INKBLOT is interest- make.
ing from a mathematical point of Program and description are by

view. This is because INKBLOT
actually creates inkblots by plotting
ellipses on the left side of the page
and their mirror-images on the right
side. The program first chooses the
ellipses to be plotted by randomly
selecting thevalues a, b, j, kand 0 in
the equation for a rotated ellipse:

Scott Costello.

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

[(x-})c0s® + (y-K)sin@]z _ [(y-k)cos@ - (x-})sin6}? _ K BLoT

a? b2 1 COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOWN. NJ
A
y P -~ - DO YOU NEED INSTRUCTIONS? YES_
P /\9 cis
l INKBLOT
9,
- = ——— THIS PROGRAM DRAHS AN INKBLOT ON THE SCREEN. THE
PROGRAM WILL TAKE FROM 3@ SECS. TO 5 MINUTES DEPENDING
ON THE NUMBER OF ELIPSES YOU SPECIFY. THE MORE ELIPSES
THE BETTER THE BLOT (AND THE LONGER THE TIME).
P4 S WHEN THE INKBLOT IS FINISHED HIT ANY KEY TO END THE
® 4 PROGRAIM.
X
Y
NUMBER OF ELIPSES TO BE PLOTTED ? 7.
cis
where
a = the horizontal radius of
the ellipse
b = thevertical radiusofthe
ellipse
i = thedistance from the
ellipse center to the y-axis
k = Thedistance fromthe
ellipsecentertothex-axis ... .
0 = theangle of rotation inradians ...

Since the actual method by which the
program plots the ellipses is quite
gomplicated, it won't be discussed
ere.
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18 CLS: PRINT@412, “INK BLOT
26 FRINT FRINT TRBC?) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ
36 PRINT@9:0, "*; INPUT “DO ¥OU NEED INSTRUCTIONS": 1%
48 IF LEFT:(I$ 1)="N" THEN CLS: GOTO 130
S@ CLS: PRINT TAB(28); “INKBLOT": PRINT
€6 PRINT *  THIS PROGRAM DRAHS AN INKBLOT ON THE SCREEN. THE®
7@ PRINT "PROGRAM WILL TAKE FROM 3@ SECS. TO 5 MINUTES DEPENDING"
88 PRINT "N THE NUMBER OF ELIPSES YOU SPECIFY. THE MORE ELIPSES"
9@ PRINT "THE EETTER THE BLOT (AND THE LONGER THE TIME). ®
............................... 16 PRINT
"""""" 14@ PRINT *  MHEN THE INKBLOT IS FINISHED HIT ANY KEY TO END THE"
12@ PRINT “PROGRAM. *: PRINT: PRINT: PRINT
""""""" 130 CLEAR 008: DEFINTY,E, J
"""""""""""""" 148 INPUT "NUMEER OF ELIPSES TO BE PLOTTED “;M: CLS
""""""""""""" 158 DIM A 712,130, B$(36), AS(36)
............................................................. %6 FOR Lol 10 M
170 AL, 1)=3G+RND(O)
188 ACL, 20=424RND(B)
cls 198 AL, 3r=CISSRND(@I+2)[ 2
200 RCL, 4)=(15HRND(@I+2)[ 2
210 T=3. 14459+RND(B)
228 AL 5)=C0S(T)
.............................................................. 28 AL, E1=SINCTY
‘ 240 AL 7= AL 6)
258 AL, Sr=AcL, SXA(L, 5)
268 ACL €)=ACL, 6L, 6)
278 AL, £2=ACL DAL 14AW, 6)
288 AL, Sr=ACL 1ML 1AL, 5
298 AL, 100=ACL, 10¥ACL, 7
268 AL 10=-24ACL, 1)L 6)
8 AL 120=-24ACL 1AW, 5)
328 AL 13>=A 6I/AL 434ACL, SR D)
336 NEXT -
340 B$=STRING$(32, 176)
358 PRINT 2$; BS
260 A$=CHI$(191)+STRING$ (3L, 323
378 FOR V=42 TO 1 STEP —1. CN=INTC((43-¥)/3-INT((43-¥)/3))43+ 5}
88 FOR E=1 TO M
398 Y1=Y-ACE, 2)
cls 4pa  va=vivl
HE YIYLHACE 10)
420 Y4=YIACE 7D
436 B=CALE, 12)494) /ACE, 3)+(=Y4A(E, 11))/ACE, 43
440 2K 6)HACE, 9)-¥3)/ACE, 3D+(Y2HACE, SH+ACE, 8Y+¥3)/ACE, 4)-1
450 4¥RCE, 13)4C
, 468 IF RO THEN 638
...................... 478
.......................... ) 486
........................... 498
560
510
520 IF R2(31 THEN 548
.......... - 520 R2=30
548 IF RIDO THEN 568
556 R1=8
568 FOR JeR1<2 TO R242
i . 578 0=ASCCMIDSCRS, J, 1) : N(BI=48: N(1)=3: N(2)=12
............................................................... 58@ IF 0=32 THEN G=128
599 QUE)=176: Q(1)=131. Q(2)=140
668 IFGY=QCCN) THEN 618 ELSE G=G+N(CN)
610 AS=LEFTH(AS, J-1)+CHR$(QIRIGHTS (RS, LENCAS)I-T)
626 MNEWT I
£36 NEXT E
640 IF CN THEN 708
6§56 PRINT As;
668 FOR k=32 T0 4 STEP -1
676 PRINT MID$CRS, K, 4%
686 NEXT K
690 R$=CHR$(191)+STRING$(34, 32>
768 NEXT ¥
718 PRINTSTRING$(63,434); : POKE16383, 131
720 IF ILKEY$="" THEN 726
80 wmeew




In this program you are a medieval
knight in a jousting tournament. The
prize to the winner of the tournament is
the princess’ hand in marriage. To win
you must beat four other knights, the
gold knight, the silver knight, the red
knight, and the fierce black knight. On
each pass of your opponent you must
select one of eight different aiming
points, such as the helm, lower left,
face of shield, et cetera, and, based on
your aiming point, you may select from
three to six different defense positions
such as a right lean or shield iow.

As you proceed in the jousting
tournament there are different in-
termediate outcomes such as getting
knocked on the shield, breaking a
spear, and so on. There are 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.

81

cls

DU YOU NEED IHSTRUCTIONS? YES.
cls

SIR . YOU ARE A MEDIEVAL KNIGHT IN A JOUSTING TOURNRMENT.
THE PRIZE 7O THE HINMER IS THE PRINCESS’ HAHD IH MARRIAGE.
TO WIN YO HUST BEAT FOUR OTHER KNIGHTS.

T0 JOUST, YOU PICK AN RINING POINT FOR THE LANCE,

IF YOU BREAK A LANCE OR LOSE R HELM, YOU WILL BE GIVEM RNOTHER

GOOD LUCK, SIR!

PRESS ANY KEY TO CONTINUE

cis

1) HELH

Z) UPPER MIDDLE OF SHIELD
5) LOHER LEFT OF SHIELD
7) LOMER RIGHT OF SHIELD

2) UPPER LEFT OF SHIELD
4) UPPER RIGHT OF SHIELD
6 LOWER MIDDLE OF SHIELD
8) BRSE OF SHIELD

THIS IS YOUR FIRST JOUST. YOU ARE UP RGINST THE GOLD KNIGHT.

YOUR AIMIKG POINT(L-©)7 4

YOU MAY USE ONE OF THESE DEFENSES.
4-STEADY SERT, S-CHIELD HIGH, €-SHIELD LOW

HHAT 1S YOUR CHOICE? 5.

cls

1) HELH

2) UPPER MIDOLE OF SHIELD
5) LOKER LEFT OF SHIELD
7y LOWER RIGHT OF SHIELD

2) UPPER LEFT OF SHIELD
4 UPPER RIGHT OF SHIELD
6 LOWER MIDDLE OF SHIELD
8) EASE OF SHIELD

THIS IS YOUR FIRST JOUST. YQU ARE UP AGINST THE GOLD KMIGHT.

YOUR RIMING POINT(1-8)? 3

YOU HAY USE GHE OF THESE DEFEMSES:
4-STERDY SEAT, S-SHIELD HIGH, €-SHIELD LOW

WHRT 1S YOUR CHOICE? 4.
cls

1) HELH

2) UPPER WIDDLE OF SHIELD
5) LOWER LEFT OF SHIELD
7) LOWER RIGHT OF SHIELD

HE BROKE HIS LANCE.
YOU MISSED HIM (HISS)!

YOU ARE NOW RERDY T0 TRY AGAIN.
cls

2) UPPER LEFT (F SHIELD
4) UPPER RIGHT OF SHIELD
6y LGHER WIDDLE OF SHIELD
) BASE OF SHIELD

1) HELH

23 UPPER MIDDLE OF SHIELD
3 LONER LEFT OF SHIELD
7) LOMER RIGHT OF SHIELD

YOUR RIHING POINT(L-207 7

2) UPPER LEFT OF SHIELD
43 UPPER RIGHT OF SHIELD
63 LOWER WIDDLE OF SHIELD
) BACE OF SHIELD

YU MY USE OHE OF THESE DEFENSES.

4-STERDY SERT, S-SHIELD HIGH

HHAT IS YOUR CHOICE? €.

cis

£-SHIELD LOW




—cls

1) HELH 2) UPPER LEFT OF SHIELD
3) UPPER MIDDLE OF S iIELD 4) UPPER RIGHT CF SHIELD
53 LOHER LEFT OF SHILD 6) LOKER HIDDLE OF SHIELD
7% LOWER RIGHT OF SH ELD 8) BASE OF SHIELD

HE MISSED YOU!

Y04 HIT HIS SHIELD BT GLRMCED OFF.

YOU ARE HOW READY TO TRY AGRIN.
PIESS RHY KEY TO CONTINUE

—cls

18 CLEAR 1668

o405

18 PRINT @ 412, "J0US !

49 FRINT

5@ PRIMT TABC7)"COPY (IGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ®
€8 FRINT @ %68, "%

78 TNPUT®DO YOU NEED INSTRUCTIONS™; [¢

88 IF LEFT$(1§, 1)="1" THEM 188

98 (LS

109 PRINT*SIR “:A%;" YOU ARE A MEDIEVAL KMIGHT IN R JOUSTING TOURNAMENT. ®

416 PRINT*THE PRIZE 'O THE WINNER IS THE PRINCESS’ HAND IN MARRIAGE. *
126 PRINT TO WIN, YO ! MUST BERT FOUR OTHER KNIGHTS."

4128 PRINT"TO JOUST, '0U PICK BN AIMING POINT FOR THE LANCE." *

148 PRINT

156 PRINT"IF YOU ERE K A LANCE OR LOSE A HELW, YOU WILL BE GIVEN RNOTHER. *

168 PRINTGOD LUCK, SIR!®

178 GOSUB 1478

168 (LS

499 PRINT™L) HELW™ T1B(32)"2) UPPER LEFT OF SHIELD"

260 PRINT"2y UPPER ¥ (DDLE OF SHIELDY TAB(32)"4) UPPER RIGHT OF SHIELD"
246 PRINT®S) LOMER L:FT OF SHIELD" TAB(32)"6) LOWER HIDDLE OF SHIELD®
228 PRINT®?) LOMER KIGHT OF SHIELD® TAB(32)"8) BASE GF SHIELD"

238 PRINT STRINGS(64 148);

240 FOR =1 70 4

256 0N R GOTO 266, 23, 368, 228

260 PRINT'THIS IS YOIR FIRST JOUST. YOU ARE UP AGINST THE GOLD KNIGHT.®
278 GOTO 348

288 PRINT®THIS IS YO R SECOND JOUST. YOUR OPPONENT 1S THE SILVER KNIGHT.®

298 GOTO 248

36@ PRINT™YOU ARE DCING WELL! YOUR THIRD JOUST IS RGRINST THE RED KNIGHT.

318 GOTO 348
226 PRINT®THIS 1S Y{ R FINAL TEST!! IF YOU WIN THIS ONE THE PRINCESS®

338 PRINT®IS YOURS!!! THIS FIGHT IS AGAINGT THE FIERCE BLACK KNIGHT!!!!"

348 INPUT"YOUR RIMIM3 POINT(L-8)™ B

58 PRINT

368 IF BLL OR BOG ThiN 248

376 PRINT"YOU MAY US S ONE OF THESE DEFENSES:.®

260 O B GOTO 398, <10, 438, 468, 299, 430, 399, 489

298 PRINT® 4-STERDY SEAT, S-SHIELD HIGH, €-SHIELD LOH "

484 GOTO 498

448 PRIMT® 3-LEFT LEN, 4-STEADY SERT, S-SHIELD HIGH, €-SHIELD LOW *
426 G010 498

439 PRINT® 1-LOMER | 2LM, 2-RIGHT LERN, 3-LEFT LEAN, 4-STERDY SERT, °
449 PRINT® S-SHIELD {IGH, €-SHIELD LOW. ™

458 GOTO 498

468 PRINT® 2-RIGHT | SAN, 4-STERDY SEAT, S-SHIELD HIGH, €~SHIELD LOW*®
478 GOTO 498

498 PRINT" 1-LOMER | ELM, 4-STEADY SEAT, S-SHIELD HIGH, 6-SHIELD LOW ™
456 ERINT

508 IHPUT*WHAT 1S ¥ UR CHOICE™C

516 PRINT @ 228, CHE§(30);

528 D=INT(RND(B)*8)- L

528 ON D GOTO 548, 138, 560, 578, 568, 596, 666, 610

546 ON C GOTO 620, 120, 620, £80, 748, 628

S ON C GOTO 748, 118, 620, 716, 710, 628

569 ON € GOTQ 778, 140, 658, 710, 930, 808

570 O C GOTO €38, 28, 716, 658, 656, 746

596 OH £ GOTO 748, 138, 620, 718, 626, 710

596 ON C GOTO 838, €39, 748, 838, 778, 718

A6 OM C GOTD €58, (20, 828, 650, 659, €368

£40 ON C GOTD 748, (59, 778, 710, 778, 7ie

620 PRINT"HE HISSED YOU!®

€38 S-0

646 GOTO 858

658 PRINT™HE HIT YOI R SHIELD BUT IT GLANCED OFF."

666 5=

676 GOTO 85¢

699 PRINT'HE KNOCKEI OFF YOUR HELHM!®

€96 50

788 GOTO £58

710 FRINT™HE BAOKE HIS LANCE ®

720 S8

730 GOTO 850

748 FRINT™HE HiS UNSEATED ¥OU (THUD)!"

75 §5

768 GOTO 850

779 PRINT'HE HS BROKEN HIS LRMCE, TNJURED AND WNSERTED YOU (OUCH)!®
798 555

79 GOTO 856

858 PRINT™HE Ris THJURED AND UNSERTED YOU (CRASH)!®

818 55

£28 (070 859

870 PRINT'HE Hi5 BROKEN HIS LANCE AN UNSERTED YOU (CLANG)!®
548 55

850 PRINT

868 ESINT(RD()#6)+

870 ON D GOTO 593, 980, 916, 920, B89, 910, 898, 948

888 IF £¢4 THE! 850

899 GOTO 950

98 IF EC3 THEN 856

916 GOTO 950

928 IF E=1 OR £=2 THEN §50

938 GOTO 950

946 I £=2 (R £=3 THEN 858

958 ON E GOTO 968, 970, 980, 998, 1069, 1618

90 ON B GOTO 1078, 1448, 1178, 1850, 1116, 1230, 1650, 1110
976 O B GOTO 1628, 1118, 1149, 1028, 1239, 1850, 1628, 1658
986 ON B GOTO 1028, 1628, 1650, 1110, 1628, 1118, 1238, 1148
990 0N B GOT0 1989, 1116, 1116, 1659, 110, 1238, 1058, 1118
1088 ON B GOTC 1440, 1146, 1230, 1059, 1808, 1178, 1050, 1479
1640 ON B GOTC 1626, 1628, 1269, 1148, 1116, 1418, 1050, 1110
1828 PRINT®YOL MISSED HIM (HISS)!®

1030 T=6

1048 GOTO 4265

1658 PRINT™VOU HIT HIS SHIELD BUT GLAMCED OFF. "

1069 T4

1078 GOTO 1260

1888 PRINT™YOU KNOCKED OFF HIS HELM (CHEERS)!®

1699 =9

1489 GOTO 1260

1448 PRINT™Y0U BROKE YOUR LANCE (CRRCK. .. )"

1128 18

1138 GOTO 1260

1448 PRINT™VOU (SEATED HIM (LOUD CHEERS AHD HUZZRHS)!!®
1159 T=5

1168 60TO 1266

1478 PRINT™VOU BROKE YOUS LANCE, BUT UNSERTED AND INJURED YOUR FCE. ®
1190 15

1499 GOTO 1260

1268 PRINT*Y0U INJURED AND UNSERTED YOUR OPPOENT. *

1218 7=5

1220 GOT0 1260

1738 PRINT™VO BROKE YOUR LANCE BUT UNSERTED YOUR OPPONENT. ®
1240 15

1256 GOTO 1261

1268 TF S=T f1D 58 THEN 1438

1278 IF S<T THEN 1468

1268 IF SCT THEN 1388

1269 1F ST THEN 1376

1308 PRINT

1310 PRINTYO! HAVE HON THIS JOUST.

1328 PRINT

1338 GOT0 43¢

1348 GOSUB 1478

1350 HEXT A

1360 GOT0 4545

1378 PRINT

1788 PRINT®TOD BAD, YOU LOST. HOPE YOUR INSURRHCE MRS PRID . *
1398 GOTO 4545

1409 PRINT

144 PRINT"TOD 8D, YOU BOTH LOST. AT LERST YOUR HONOR IS INTACT.®
1420 §OTO 1543

1430 PRINT

1448 PRINT®YO) SRE NOW RERDY TO TRY AGAIN. "

1456 GOSUB 1479

1468 GOTO 240

1478 PRINT 8 379, "FRESS AV KEY TO CONTINUE™:

1489 TF THKEY: =" THEN 1488

1499 PRINT @ 228, CHRE(3L);

1508 RETURM

1510 PRINT

1528 PRINT"SORY, EETTER LUCK NEXT JOUST.

1578 GOTO 1569

1540 PRINT

1558 PRINT'HOIRAY! YOU ARE THE WIMNER HERE COMES THE BRIDE!®
1555 PRINT

1560 INPUT “D0 YOU KANT TO PLAY AGRIN' Ali¢

157 IF LEFTECANS, 1)="y" THEN 188

1508 B0



Jumping Balis

Jumping balls is a solitaire board
game played with a board having nine
holes in a line that can be filled with
four white balls to the right end and
four black balls to the left end. Without
a board, it can be played with coins 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

JRPING BALLS
COPYRIGHT 4979 CRERTIVE COMPUTING MORRISTOMN. NJ

cls

HIT ENTER TG STRRT? _
cls

IN THIS GRME YOU FRE GIVEN © BALLS ON R 9 HOLE
BOARD.  THE OBJECT IS TO REVERSE THE ORDER OF THE BRLLS
THE “S’ ARE SILVER BALLS RND THE /G’ FRE GOLD.
YOU HUST GET THE SILVER TO HHERE THE GOLD ARE RID
THE GOLD 70 WHERE THE SILVER RRE. THE SPRCE IS
A PERIOD ON THE BOARD.
GOOD LUCK!! HERE IS THE BORRD:

$55 GGG
23436789
HOVE. (FROM, T0)? 6,5.

S
i

cls

IN THIS GA'E YOU ARE GIVEN 8 BALLS ON R § HOLE
BOARD.  THE OBJECT 1S T0 REVERGE THE ORDER OF THE BRLLS
THE “S* ARE SILVER BALLS AND THE ‘G’ ARE GOLD.

YOU MUST GET THE SILVER TO HHERE THE GOLD ARE RND
THE GOLD TO WHERE THE SILVER SRE.  THE SPRCE IS
A PERIOD ON THE BORRD.

GOOD LUCK!! HERE IS THE BORRD:

S5S556 G666
123456789

HOVE (FROM, T0)? 4,6.
cis

I THIS GRPE YOU ARE GIVEN 8 BRLLS ON R 9 HOLE
BORRD.  THE OBJECT 1S T0 REVERSE THE ORDER OF THE BALLS
THE ‘5" ARE SILVER BALLS A THE 6’ ARE GOLD.

Y0U HUST GET THE SILVER TO HHERE THE GOLD ARE RND
THE GOLD TO MHERE THE SILVER RRE. THE SPRCE IS
A PERIOD ON THE BOARD.

GOOD LUCK!! HERE IS THE BORRD:

§55 GSGGG
123456789
MOVE (FROM, T0)? 5,4.

cis

IN THIS GAME YOU ARE GIVEN 8 BALLS ON A 9 HOLE
BORRD.  THE OBJECT IS TO REVERSE THE ORDER OF THE BRLLS
THE ‘S’ ARE SILVER BALLS RND THE ‘6 ARE GOLD.
YOU HUST GET THE SILVER 70 HERE THE GOLD ARE AND
THE GOLD 70 WHERE THE SILVER ARE. THE SPRCE IS
A PERIOD ON THE BOARD.
GOOD LUCK!! HERE IS THE BORRD:

$556 S6G6
123456789
MOVE (FROM, T0)? 7,5.
cis

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 compiete the game in
fewer moves than are shown in our

example run.

The original author if this game was

Anthony Rizzolo.

IN THIS GRIE YOU ARE GIVEN 8 BALLS OH A 9 HOLE
BORRD.  THE OBJECT 15 TO REVERSE THE ORDER OF THE BALLS
THE ‘5’ ARE SILVER BALLS RWD THE “G/ ARE GOLD.

YOU MUST GET THE SILVER T0 WHERE THE GOLD ARE AND
THE GOLD TO WHERE THE SILVER ARE THE SPRCE IS
A PERIOD ON THE BURRD.

GOOD LUCK!! HERE IS ThE BORRD:

SSSGGS. GG
123456789

HOVE (FROM. T0)? 6,7_
cls

IN THIS GRE YOU ARE GIVEN 8 BRLLS ON R 9 HOLE
BOARD.  THE OBJECT 1S TO REVERSE THE ORDER OF THE BALLS

THE /57 ARE SILVER BALLS AD THE ‘6’ ARE GOLD.
YOU HUST GET THE SILVER 70 WHERE THE GOLD ARE R
THE GOLD TO JHERE THE SILVER ARE. THE SPRCE IS
A PERIOD ON THE BORRD.

GO0D LUCK!!  HERE 1S THE BORRD:

SSSGG. 5646
123456789

HOVE (FROM, T0)? 5,6 |
cis

IN THIS GRSE YOU ARE GIVEN 8 BRLLS ON A 9 HOLE
BORRD.  THE OBJECT IS T0 REVERSE THE ORDER OF THE BALLS
THE “S” ARE SILVER BALLS AND THE ‘G’ ARE GOLD.

YOU MUST GET THE SILVER 10 WERE THE GOLD ARE AD
THE GOLD 70 MHERE THE SILVER ARE. THE SPRCE IS
A PERIOD ON THE BORRD.

GOO0D LUCK! ! HERE IS THE BORRD:

S55G. 6566
123456789
HOVE (FROM, T0)? 3,5.

cls

IN THIS GRME VOU ARE GIVEN 8 BRLLS ON A 9 HOLE
BORRD.  THE OBJECT 1S TO REVERSE THE ORDER OF THE BRLLS
THE ‘S’ ARE SILVER BALLS AND THE ‘G’ ARE GOLD.
YOU HUST GET THE SILYER 7O MHERE THE GOLD ARE RND
THE GOLD TO KHERE THE SILVER RRE. THE SPACE IS
f PERIOD (N THE BORRD.
GOOD LUCK!! HERE IS THE BORRD:

SS G56566
123456783
HOVE (FROM, T0)7 4,3,
cis

IH THIS GRE YOU ARE GIVEN 8 BALLS ON R 9 HOLE
BORRD.  THE OBJECT IS T0 REVERSE THE ORDER OF THE BALLS
THE /5 ARE SILVER BALLS AN THE “G/ ARE GOLD.

YOU MUST GET THE SILVER TO WHERE THE GOLD ARE AND
THE GOLD TO HHERE THE SILYER ARE. THE SPRCE IS
A PERIOD ON THE BORRD.

GO0D LUCK!! HERE 1S THE BORRD:

SSG SG566
123456789
HOYE (FROM, T0)? 6, 4K.

cls

IN THIS GRFE YOU ARE GIVEN 8 BALLS ON R 9 HOLE
BORRD.  THE OBJECT 1S T0 REVERSE THE ORDER OF THE BALLS
THE ‘S’ ARE SILVER BALLS RND THE /G ARE GOLD.
YOU MUST GET THE SILVER TO WHERE THE GOLD ARE R
THE GOLD TO WHERE THE SILVER ARE. THE SPACE IS
fi PERIOD OH THE BOARD.
GOOD LUCK!! HERE IS THE BOARD:




— Cl8

IN THIS GRME YOU IRE GIVEN 8 BALLS ON A 9 HOLE
BOARD. THE OBJECT IS [0 REVERSE THE ORDER OF THE BALLS
THE /57 ARE SILVER BAL S AND THE ‘G” ARE GOLD.

YO HUST GET THE SILYE ! TO IHERE THE GOLD ARE AWD
THE GOLD TO WHMERE THE SILVER ARE. THE SPACE IS
i PERI0D ON THE BOARD.

GOOD LUCK!! HERE IS 1 BORRD:

SSGGSES. G
123456789

ROVE (FROL TO)? 2,6

—cls

IN THIS GF#E Y0U WE GIVEN B BRLLS ON A 9 HLE
BURRD, THE OBJECT IS 10 REVERSE THE ORDER OF THE BALLS
THE /S’ ARE SILVER BAL.S AND THE "G ARE GOLD.
Y0U HUST GET THE SILVE R TO HHERE THE GOLD FRE AID
THE GOLD TO HIERE THE SILVER RRE  THE SPRCE 1
A PERIOD O THE BORRD.
B00D LUCK! ! HERE 15 11E BOARD:

SSGGSG. S6
123456789
HOVE (FROW, TOY? 907 -

—cls

IH THIS GAFE YOU RRE GIVEM 8 BALLS ON A 9 HOLE
BORRD. THE OBJECT IS TO REVERSE THE ORDER OF THE BALLS
THE /S’ ARE SILVER BA LS AND THE /G’ ARE GOLD.
YOU MUST GET THE SILY R TO HHERE THE GOLD ARE RID
THE GOLD TO KHERE THE SILVER ARE. THE SPRCE IS
A PERIOD ON THE BORRD
GOOD LUCK!! HERE 1S HE BORRD:

$6G. 6556
234367889
HOVE (FROIL TOX? 4, i

— I8

IH THIS GRIE YOL ARE GIVEM § BALLS ON A 9 HOLE
BORRD. THE OBJECT IS TO REVERSE THE ORDER OF THE BALLS
THE /S’ ARE SILVER Bf LS AND THE ‘G ARE GOLD.
YOU KUST GET THE SILVR TO HHERE THE GOLD ARE AND
THE GOLD TO SHERE THE SILVER ARE THE SPRCE IS
A PERIOD ON THE BORRE
GOOD LUCK!! HERE IS [HE BORRD:

S
1

$66G. 66556
127456788
HOVE (FROH, T0)? 2, 4
LATER
N THE
— cls RUN

IH THIS GRHE Y0/ ARE GIVEN 8 BRLLS ON R 9 HOLE
BORRD. THE O3JECT ©': T0 REVERSE THE ORDER OF THE BALLS
THE /S* ARE SILVER B LLS A THE ‘G’ ARE GOLD.

YOU HUST GET THE SIL £R TO WHERE THE GOLD fRE R
THE GOLD TO KMERE TH. SILVER ARE. THE SPRCE IS
R PERIOD ON THE BOAR .

GOOD LUCK!! HERE 15 THE BORRD:

666 65555
123456789

KOVE (FROE, TOY? S 4.

e CI8

N THIS GRIE YO ! ARE GIVEN 8 BALLS ON A 9 HOLE
BORKD. THE OBJECT 1; TO REVERSE THE ORDER OF THE BALLS
THE /S’ ARE SILVER EWLS MD THE ‘G” RRE GOLD.
Y0U KUST GET THE SILER TO WHERE THE GOLD RRE RID
THE GOLD TO WHERE TH: SILVER ARE. THE SPRCE IS
f PERI0D ON THE BORR).
GOOD LUCK!! HERE 1¢ THE BORRD:

666.65555S
1234567889

YOU HINIYY
YOU COMPLETED THE Gf HE IN 32 HOVES!!!!

AGRIN? HO.
e C18

18 CLEAR 489

20 05

38 PRINT @ 416, "JRPING BALLS"

48 PRINT

53 PRINT TRB(?)"COPYRIGHT 1979 CRERTIVE COMPUTING HORRISTOMN, NJ*
68 PRINT @ 968,

78 INPUT™HIT ENTER TO START™;R$

83 DIH 0(9, 1)

98 I A¢="N" THE! 188

188 (LS

110 PRINT

128 PRINT® IH THIS GRIE YOU ARE GIVEN 8 BALLS ON A 9 HOLE®
130 PRINT™BORRD.  THE OBJECT IS TO REVERSE THE ORDER OF THE BALLS®
140 PRINT*THE ‘¢ ARE SILVER BALLS AND THE /G” ARE GOLD."
150 PRINT®YOU HUST GET THE SILVER 70 RHERE THE GOLD ARE RRD*
168 PRINT*THE G0 TO HHERE THE SILVER RRE. THE SPRCE IS
478 PRINT®R PERICD OH THE BORRD.®

189 PRINT™GOGD LUCK!! HERE 1S THE BOARD:®

4198 PRINT @ 576, CHR$(3L);

268 5-8

HBFOR X=1 T0 4

28 A% 1=t

239 NEXT X

248 G5, =8

258 FOR ¥=6 T0 °

268 Q% 1)=2

278 WEXT &

288 R¥=". 56"

298 PRINT @ 576. CHR$(31):

388 FOR %=1 70 7

318 PRIRT HID$C
328 PRINT® ™:
338 HEXT X
348 PRINT
BEPRINT 423456789

368 5541

370 PRINT 8 784,"  MOVE (FROW, TO)

388 INPUT B

390 IF IK=9 RID 10=1 RO (=5 AID HD=1 THEN 428

498 PRINTTLLECRL HOVE ®

418 GOTO 378

428 REH: (FECK FOR LEGRL HOVE

438 IF Hedoitd (& H-4=HL THEN 538

44p REM SUBROUTINE FOR CHECKING JUHPS, - HRKES VOUR BALLS JUP
459 IF H=9 THEM 498

468 IF M=1 THEN 518

478 IF QUHL 4)=0 (R QQH-L 1)=0 THEN 468

488 GOTO 520

498 1F Q-1 £)=8 THEN 468

568 G010 526

516 IF G(t+t, <=8 THEN 468

520 IF w20 A H-20HL THEN 468

538 IF ACH )¢ THEN S68

548 PRINT @ 766, "NOTHING AT SPRCE";M: CHRE(8): " °

538 G010 378

568 IF (Rt 1)=0 THEN 598

578 PRINT @ 765, "SPACE™; #1; °1S OCCUPIED. *

588 GOTO 370

598 QL =001 D

£68 0 1)=8

618 X9=0(1, 1)40(2, 140G, 14 D

620 Y3=0(6, 1)+(7, 1)+8(8, 1)+, 1)

638 IF ¥9=8 Ay Y3=4 THEN 650

648 GOTO 290

658 PRINT @ 704, STRING$(63, " ™)

668 PRINT®YOU HINI!!"

678 PRINTVOU COMPLETED THE GRME IN";S; "HOVES!!!!®

688 PRINT"AGAIN™

699 IPUT RS

763 IF LEFT$(RS, ="N" THEN BND

716 PRINT @ 575, STRING#C2S5: ™ ");

728 GOTO 190

a4+ 1)

84



DEEF)EBEEPE @
71 [98) (73] (07) (85) (ze) o) () (783 @)

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 payoffis
very high ($25,000). Nevertheless, the
probability of winning is extremely 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
5 $10.00
6 $100.00
7 $2,200.00
8 $25,000.00

There is no payoff for zero, one, two,
three, or four correct.

This version of Keno was originally
written by Vincent Fazio.

KENO
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTONN, HJ

cis
DO YOU NEED INSTRUCTIONS? YES.
cis
KEND IS PLAYED IN HANY CASINOS 1N LAS VEGRS.

PLAY KENO BY COMPUTER.  ONE VARIATION OF THE GAE, UTILIZES
THE RANDOM NUMBER GENERATOR.

THE PLAYER CHOOSES § DIFFERENT HUMBERS FROM 4 70 €8
INCLUSIVE, AND BETS $4 2. THE COMPUTER WILL SELECY
20 HUMBERS AT RANDOM AND WILL ELIMINATE DUPLICRTES WHICH
MAY OCCUR.  ANOTHER HUMBER WILL BE INSERTED IN ITS PLACE
SO THAT THE COMPUTER WILL GUTPUT 26 DIFFERENT NUMBERS.

PRESS AHY KEY TO CONTINUE

cls
HERE HE GO!!!!

THE COMPUTER WILL QUTPUT € “% HARKS. TYPE A HUBER FRIM
170 €8, INCLUSIVE, AND PRESS THE RETURN KEY. REPERT THIS
PROCESS UNTIL THE “* MARK IS NO LONGER SHOMN.
T4 74 I8 746 7 7Y 572

THE COMPUTER WILL SELECT 20 NUMBERS AT RRNDOM. THE .~
INDICRTES IT IS IN THE PROCESS OF SELECTING THE NUMBERS.
cls
HERE HE GO!!!!

THE COMPUTER WILL QUTPUT 8 °% MARKS. TYPE R NUMBER FROM
1 T0 €8, INCLUSIVE, AND PRESS THE RETURN KEY. REFEAT THIS
FROCESS UNTIL THE ~%” MARK IS NG LONGER SHOWHL

71 723 %724 735 246 7 770 6572

YOUR MUMBERS RRE:

1,23,24,25, 46,77, 65, 2

THE COMPUTER HAS SELECTED THE FOLLOMING NUWBERS:

6L 77, 273,65, 79,46, 96, 54, 22, 22, 72, 68,48, 14, 64, 3, 35,52, 48
THE PROGRAH HILL COMPARE YGUR MUMBERS WITH THE

HUMBERS THE COMPUTER HRS SELECTED.

YOU HAVE GUESSED THE FOLLOWED HUMBERS:

"227I5T4E"T7ESY0U CRUGHT 5 HUMBERS QUT OF © — YOU HIN #1004
DO YOU HANT TO PLAY KEHO AGAIN 7.

cis
HERE WE GOIIY!

THE COMPUTER WILL QUTPUT @ °77 MARKS. TYPE R MUMEER FROM
170 99, INCLUSIVE. AND PRESS THE RETURN KEY. REPEAT THIS
PROCESS UNTIL THE *2/ MARK 1S MO LONGER SHOML
T2 O3 742 05 L 76 07 945

THE CORFUTER HILL SELECT 26 MUMBERS AT RAMDOM. THE ~
TNDICATES IT IS IN THE PROCESS OF SELECTING THE NUMBERS.
cls
HERE HE G011

THE COMFUTER WILL GUTPUT & * KARKS.  TYPE A NYBER FROM
170 89, INCLUSIVE, RND FRESS THE RETURN KEY. REPEAT THIS
PROCESS UHTIL THE " HARK IS HO LONGER SHOWNL

220734 242 75 %1 26 27 745

YOUR NUMBERS ARE:
2,244 5 L 6 145



THE COMPUTER HAS | ELECTED THE FOLLOWING HUMBERS.

54,57, 56, 46, 76, 25. 16, €,5%,22, 3,35,52, 55,48, 73, €5, 13,39, 45
THE PROGRAH WILL (OMPARE YOUR HUMBERS HWITH THE

NUMBERS THE COMPER HRS SELECTED.

YOl HRVE GUESSED "HE FOLLOMED HUMBERS.

"€ YOU CRUGHT 1 ! JMBERS QUT OF & -

NOT ENOUGH CORREC GUESSES — S0 SOLLY’. HD PRYOFF.

D YO WANT 7O PLIY HEND RGAIN 2.

cis
PLAY KENO RGAIM, BE SEEING YOI
cis

THAT*S ALL FOR KO

18 CLS

78 PRINT © 444, "¢ 0"

28 PRINT

48 PRINT TRB(7)°CIPYRIGHT 1973 CREATIVE COMPUTING MORRISTOMN, NJ°
S0 PRINT € 9¢@,

€0 THPUT"OO YOU 1 ZED INGTRUCTIONS® 1%

78 DIH KG), HGD, MO

€8 IF LEFTHCIS 40="N" THEN 218

s

169 PRINT"KENQ 1¢ PLAYED IN HANY CRSINOS IN LRS VEGRS.*

410 PRINT "PLAY F N0 BY COMPUTER. ONE YARIATION OF THE GAME, UTILIZES®
128 PRINTTTHE RAM)OH HUMBER GENERATOR *

138 PRINT

148 PRINT™THE PLF /ER CHOOSES 8 DIFFERENT NUMBERS FROM 1 70 88"

450 PRINT"INCLUS!/E, AND BETS 41.28. THE COMPUTER WILL SELECT"
466 FRINT"26 NUME RS AT RANDOM AHD WILL ELIMINATE DUPLICATES WHICH"
176 PRINT*MAY OCUJR. ANOTHER HUMBER WILL BE INGERTED IN ITS PLACE"
188 PRINT"SO THA' THE COMPUTER WILL OUTPUT 28 DIFFERENT WUMBERS. "
198 PRINT @ 979, RESS ANY KEY TO CONTINUE™:

288 IF INEYS ="' THEN 260

18 CLs

220 PRINT TAB(2S. *HERE WE GO!!!!®

22 PRINT'THE COI PUTER WILL GUTRUT € “°7 MARKS. TYPE A NUMBER FROM *
249 PRINT"L TO §(. INCLUSIVE, AHD PRESS THE RETURN KEV. REPEAT THIS®
258 PRINT"PROCESS UNTIL THE “?/ HARK IS HO LONGER SHOMM *

FAFR I-1T0Q

278 PRINT @ 284, CHRECL):

288 PRINT @ 206+ I-1)3€, "%

59 INPUT RCDD

186 IF ACDOE8 THEN 326

340 IF RGO TIEN 339

128 GOTO 376

330 PRINT @ 384, TYPE 8 NUMBER FROM 4 TO 2@, INCLUSIVE, PLERSE "
346 FOR AR=1 T0 : 662

150 MEXT AR

260 GOTO 270

370 NEXT |

388 (=B

9 FOR K=1 TO 7

468 FOR JK TO 7

418 %=800

428 ¥=R(J+1)

438 IF ¥O¥ THEN 570

448 C=C+1

458 PRINT @ 384, A DUPLICATE MUMBER HAS BEEN DETECTED,*

46 FRINT"FLEASE TYPE ANOTHER NUMEER.

478 INPUT ¥

488 1F ¥=8 THEN 24

498 IF Y386 THEN 538

369 1F Y8 THEN 28

516 A=Y

528 GOTO 428

533 PRINT "TYPE A MUMBER FROM 4 70 86, IHCLUSIVE. PLERSE "
549 FOR AR=L 70 1660

550 NEWT AR

566 GOTO 460

578 NEXT 1

599 NEXT K

596 IF C=0 THEN £48

663 GOT0 389

€18 PRINT @ 284, "THE CONPUTER WILL SELECT 28 NUMBERS AT RANDOR THE “® CHR$(43D)™/"
628 PRINT"INDICHTES IT IS IN THE PROCESS OF SELECTING THE NUNBERS. ™
620 PRINT @ 326, "™

€48 FOR L=1 T0 &3

£50 NCL)=RHD(8B:

668 L=NW)

670 NEXT L

6% L=

£99 FOR K=1 T0 29

788 FOR =K T0 11

748 XA

728 V=HCIHD)

730 IF %OV THEH 770

748 HCIHIRD(ED)

756 V=D

760 GOT0 728

726 MEXT J

780 PRINT CHRSC2L); " ™

790 MEXT K

898 PRINT @ 384, "YOUR MMBERS ARE:" CHR$(L)

210 FOR 11 70 2

626 PRINT USING 3817 ACD; . %

830 NEXT 1

948 PRINT CHRS(S)

850 PRINT'THE CPUTER HRS SELECTED THE FOLLOWING MUMPERS:®
868 FOR L=t T0 20

878 PRINT USTNG"#81% BKL); .

999 FOR T=1 T0 208

SN NENT T, L

980 PRINT CHR$(S

946 PRINT*THE PROGRA WILL COMPARE YOUR NUFBERS MITH THE *

929 PRINT®MUMBE?S THE COMPUTER HAS SELECTED. "

939 PRINT "YOU +RYE GUESSED THE FOLLOWED MUMBERS:®

%49 G=0

asg 11

966 FOR J=1 10 2

978 X=R(D)

968 Y=1(D)

998 IF %=Y THEN 1620

1689 NEXT J

1016 GOTO 1678

1626 PRINT CHRS(34);

1636 FOR Vi=1 10 486

1648 NEXT 1

1658 PRINT USIKG"##% RC1%;

1068 G0+

1078 1=141

1669 IF 108 THEN 960

1090 OM G+ GOTO 4468, 1100, 1400, 1108, 1108, 1184, 1268, 1228, 1240
1169 PRINT® YOU CRUGHT®; G; "MRBERS QUT OF 8 —°

1110 PRINT™HOT ENOUGH CORRECT GUESSES — /50 SOLLY’, NG PRYOFF. ®
1428 PRINT*DO YOU HANT TO PLAY KENO AGRIN % CHRS(S5Y;

143 RS=TNKEYS

1140 RS=THIEYS

1156 IF R8="" THEN 1148

1168 IF A$="y> THEN 210 ELSE 1278

1176 PRINT "TVFE YES QK O PLEASE!!"

1188 PRINT "¥0i/ CRUGHT"; G; "NUMBERS QUT OF 8 — YOU HIN $16 ¢@°
1199 6OTO 1120

1268 PRINT "YOU CRUGHT®; G "NUWEERS OUT OF & — YOU WIN $106. 68"
1248 GOT0 1120

1226 PRINT *YGU CRUBHT *; G; “NUMEERS OUT OF § ~ YOU WIN $2,266. 68"
1238 GOTH 1426

1248 PRINT "YOU CRUGHT " G; NUWBERS OUT OF § — YOU WIN $25, 660, 60
1256 FRINT " CJT OF § DOES NOT OCCUR TOD OFTEN, LUCKY. ™

1268 GOTO 1420

1278 (L5

1280 PRINT @ 204, "THAT/S ALL FOR HOH.  PLAY KENO AGAIN, BE SEEING YOU.®
1299 FOR I=1 T0 1606

1280 NEXT 1

1240 BN

86



L. Game

The L-game is a 2-player strategic
game played on a 4x4 grid. It was
originally devised by Edward de
Bono and appeared in the book, “The
Five-Day Course in Thinking.” In the
game, each player has one ‘L' which
covers four squares (3 high x 2
across). The two L’s are labelled
differently to avoid confusion. There
are also two neutral ‘boxes’ each the
size of a single square on the grid. To
play the game with the computer the
grid positions must be numbered as
follows:

1 2 3 4
5 6 7 8
9 10 1 12
13 14 15 16

Play always begins with all the
pieces on the board in this position:

12

13

The object of the game is simply
to position one’s L and the neutral
boxes to pin the other player's L.
Each move is a mixture of offense
and defense, for one is not only
trying to pin the other player’s L, but
also trying to prevent his own L from
being pinned.

Either player may move first. To
move, one must pick up his L and
move it to a different position on the

board. The player may flip his L over,
rotate it 90 degrees, etc. The L must
not cover any other pieces or hang
off the edge of the board. If a player
is unable to move his L, or simply
cannot find a move, he loses the .
game. Once the player has success-
fully moved his L to a new position
on the board, he then has the option
of moving the neutral boxes. He may
move the boxes only to unoccupied
positions and he has the option of
moving one box, both boxes, or
leaving the boxes where they are. By
using the boxes effectively, one can
block off moves for the other player's
L and possibly pin him. After the
player moves the boxes (or decides
not to move one or both) it is the
other player's turn and play contin-
ues in the same manner.

The computer version of the L
Game was written by Bill Gardner.

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

L - GAME
COPYRIGHT 1979 (CRERTIVE TOMPUTING HMORRISTOMN, WI

cis
DO Y0U HEED INSTRUCTIONS? YES.
cis
L-GRME IS A SIMPLE STRATEGIC GAME PLAYED ON A 4¥d
GRID BY THO GPPOSING PLAYERS, IN THIS CASE BETHEEM YOU
ARD THE COMPUTER  THE GRID IS MUMBERED RS FOLLOMS.
PRESS ANY KEY TO CONTINUE

cls

PRESS Y KEY TO CONTIMUE
cls
THE GRME IS PLAYED WITH FOUR PIECES: BOTH
Y0U AND THE COMPUTER HAVE OME ‘L’, AMD THERE ARE
THO “EOKES” WHICH ARE USED BY BOTH FLAYERS.
PLAY ALWAYS BEGINS WITH THE PIECES ON THE BOARD
IN THE FOLLOWING POSITION:
PRESS ANY KEY TO CONTINUE
cis

87

ghasnas
ChEBERENS
====ffEigaed.

{COMPUTER IS ., YOU ARE ®)

PRESS ANY KEY TO CONTINUE
cls
THE QRJECT OF THE GRME I5 T4 POSITION YR (WM
L AND THE EOYES TO PREVENT THE COMPUTER FROH NOVING
[T5 L. OF COURSE, 1T 15 TRYING 70 DO THE SEME 7O vou!
0 HOVE, YOU MUST SIMPLY ENTER THE FOUR COORDIMATES
HHERE YOU WANT 70 FLACE YOUR L IT MUST REMRIN ON THE
BORRD AHD HUST NHOT COVER AHY OTHER PIECES.  VOU MUST
HOYE YOUR Lf IF YOU CRNNOT FIND & HEW POSITION
FOR YOUR L. THEN THE COMPUTER HAS EFFECTIVELY PINHED YOUR
L AND IT WINS THE GAME.
FRESS RN‘:"I(E’x‘ T0 CONTHHUE
cis

ASSIMING YOU HRVE SUCCESSFULLY MOVED YOUR L, YOU HOW
HAVE THE OPTION OF MOYING THE RONES.  YOU MAY MOVE OME
THO, OR HOME OF THE EOXES BY SIMPLY ENTERING THE COORDINATES
WHERE YOU HANT TO PUT THEM  TO LERYE A BOX WHERE IT IS,
ENTER TTS PRESENT POSITION

AFTER YOU NOVE THE BOXES. 1T IS UP TO THE COMPUTER
T0 FIND A WOYE FOR ITS L AHD FLAY CONTINUES IN THE SRME
MANKER.  REMEMEER THAT YOU MUST HOT ONLY TRY T0O FIN THE
COMPUTER’S L BUT ALSO KEEP YOUR OWN L FROM BEING FINNED.
ALS0, IT IS EASIER TOPLAY THE GAME WITH YOUR (N EORRD
THAN THE COMFUTER PRINTCUT. 7O RESIGN. ENTER 9.6,0,8
IN PLACE OF YOUR MOYE.  GOOD LUCK!
L Y HISH TOOSTART? MO

cls

HAYE THE OFTION OF MOVING THE BOXES I MAY MOVE MME
Thil, OR NOWE OF THE BORES BY SIHPLY E HG THE COCRDINATES
WHERE YOU WPNT TO PUT THEM. 7O LERVE ® EOY WHERE IT IS,
ENTER ITS PRESENT POSITION

AFTER YU HOYE THE BOKES. 1T IS UF TO THE COMPUTER
TO FIND A MOVE FOR 175 L GND PLRY CONTINUES TN THE SANME
MANNER.  REMEHEER THRT YOI MUST NOT GMLY TRY 70 PIN THE
COMPUTER”S L BUT ALSD KEEP ¥R OMM L FROM EEING PIMHED,
ALED, 1T IS ERSIER TO FLAY THE GAME MITH YOUR OUN BORRD
THAN THE COHPUTER PRINTIUT. 7O RESIGN. ENTER &.0.8.8
1M PLACE OF YOUR MOYE.  GOOD LUCK!
00 YOU HISH TO START? MO
COHPUTER MOVES TO 2 6 46 4

cls




-cls

=R =
JRst i
=z== i it====
YOUR MOVE FOR L? & 744,45

- cis

T —

13- $EEBEARH 16
11

YOUR MOVE FOR L7 87,4445
YOUR MOVE FOR THE BOXES? 416

-cls

L. hRERBANE

COWPUTER MOVES TQ 2 6 18 4
-cls

=== {3Rf====
YOUR MOVE FOR L 34,71
YOUR MOVE FOR THE BOXES? 13,16

-¢ls

... HiBHREE

)

.. FhiiREE
<. Hile—==
_HiEE B

.. Hi====
........ .

........ 8.

. BEER.. .

16:

COMPUTER HINS!
PLAY RGRIN? NO_

-cls

48 CLEAR 1e@0

2 (s

38 PRINT @ 4127 - GHIE'

4@ PRINT

53 PRINT TAB(7)"COPYRIGH ™ 197%
CREATIVE COMPUTING ¥ IRRISTOMN, W3®

60 PRINT @ 966, °";

76 THPUT*DO YOU NEED THSTRUCTIONS": 15

88 DM C(4), 04, Ted), BUEN HCAE) HOOW

5 1F LEFTSCIS, D="y" THEN 3186

188 045

148 A=y

126 IF LEFTEGRS, 1)="N" THEN 159

139 LET F2:8

140 GITO 169

159 LET Fo=t

166 GOSUB 489

178 GOTG 398

188 REM INITIALIZE DATA

198 REH BLE2 = FOSITIONS OF BOXES

200 FEH 12,24 = COPUTER'S POSITION (L)

240 REH ((L.2,2,4) = OFPONENTS POSITION L

208 REN T4, 2,2:4) = 6,748,414 = CENTER FOSITIONS

278 REH BCL.. 16) = BORRD:

4G REN  BCOSE  EPTY

ZOREH  B(O=L  OPPONENTS L

%8 REH BINSZ COMPUTER'S L

70 REH BOSY BOX

280 RESTORE

WOOARL 16 % 7 6 6 1L 7, 16 15 18, 3 14 1

WEOATAG 22 66 2L 6821868113

246 RERD BL, 2

228 FIR %=1 10 ¢

27 READ CCO, OCR), T(D

48 HEXT ¥

358 FOR %=1 T0 46

368 RERD BCX)

378 NEXT X

260 RETURN

198 PRINT “DO YOU HISH TO START™

460 INPUT RS

41 TF LEFTHAS, D="N" THEN 968

428 REW OFPONENT’S HOVE

430 GUSUE 2868

448 PRINT

456 PRINT "YOUR MOVE FOR L"

450 THPUT DCL), D2, DER), D()

476 TF RBS(D(L)+RES(D(2) 4ABSCD(3))
+8BS(D(4))=8 THEN 1789

48 REW BUBBLE SORT

498 FOR %=1 T0 4

S FOR ¥=2 10 ¢

518 IF DCDY-1) THEN 558

526 LET 220(¥)

530 LET DEV=DIy-1)

546 LET D(y-1)=2

556 HEKT ¥

568 HEXT %

57 REM CHECK LEGRLITY

568 FOR %=1 TG 4

598 LET HCD=DOO

685 NEXT X

§18 LET 1=

628 LET Fi=0

€2 GOSUB 2398

£48 IF MO4 THEN 1728

€58 FOR =1 T0 4

868 IF BOKCO). THEN 1720

678 HEXT &

688 FOR %=1 T0 4

690 LET BIOCD)=A

7808 NEXT %

748 FOR ¥=1 70 4

728 LET BOOO)=L

729 LET OCD=HK)

740 HEXT &

750 LET B(B1)=

768 LET B(ED=0

77 PRINT "VOUR HOVE FOR THE BOYES™:

788 INPUT %, Y

790 IF ABSCK)HBS(IONHY THEN 1758

806 IF ¥=Y THEN 1750

818 IF BUDHBYE THEN 4750

526 LET BL=X

§38 LET B2=Y

48 LET 8CB0=2

#58 LET B(B2)=3

860 PRI "0.K "

376 GOSUB 2860

500 REH COMPUTER'S HOVE

88

898 REM REMOVE C{i-4) FROH BORRD

988 FOR %=1 10 4

916 LET BCCOD)=@

926 NEXT 2

938 GOSUB 1930

948 LET Fi=1

958 LET =2

968 GOSUB 2390

978 IF W= THEM 1589

968 REN FIND MOVE WITH BEST CENTER COYERAGE

996 GOSUB 1ce8

1088 FOR E=8 TO Mi~4 STEP 4

1816 FOR F=1 70 4

1826 FOR 61 70 4

1638 IF MCELF)COT(G) THEN 16858

1048 LET NE/4+1=N(E/440)4

1838 NEXT G

10866 NEXT F

1076 NEXT £

1688 GO 2628

1898 REM PUT HOVE TN C(1-9)

1106 LET Y=(2-1)%4

HiBFIR ¥=1 70 4

1128 LET CERy=H(ReY)

1438 LET BEC(N)=2

1446 HEXT X

1453 PRINT

1168 PRINT “COMPUTER MOYES TO (1)
1M TR NS TR TV C Y

1176 REM FIND MOVES FOR BONES

4188 REM REMOVE BOXES FROM BORRD

1198 LET B(B1)=9

1288 LET BB)-8

121@ REM IS OPPONENT IN CORNER?

1228 FOR 1=1 70 4

1228 FOR J=1 70 4

1240 IF 0CD=T(J) THEN 1309

1250 NEXT J

1266 NEXT 1

1279 REM OPPONENT IN CORMER. IGHORE CENTER

1289 GOTO 1478

1298 REM OPPONENT NOT IN CORMER, FILL CENTER WITH BOXES

1308 FOR %=1 T0 4

1316 IF B(T(X))>8 THEN 1358

1328 LET BL=T¢X)

1338 LET B(B1)=3

1246 GOT0 1380

1358 HEXT

1368 REM NO SPRCES IN CENTER

4376 GOTO 1476

1308 FOR %=1 T0 4

1298 IF B(T(X)))8 THEN 1438

1409 LET B2=TCD)

1418 LET B(BD)=3

1420 GOTO 1340

1438 NEXT X

144@ REM CEMTER FILLED

1458 GOTO 1518

1468 REM BOTH BOXES TO BE POSITIONED

1478 GOSUB 158

1489 LET B1=83

1498 LET B(GBL)=Z

1580 REM OME BOX 70 BE POSITIONED

1510 GOSUB 2158

1528 LET B2=82

1538 LET B(B2)=3

1548 PRINT TAB(9); “HOVES BOXES T0 ™:BL " ARHD %82

1558 FOR %=1 T0 4

1568 LET BCORN)=L

1570 NEXT X

1580 GOSLB 2660

1598 REM CHECK FOR HIN

1668 FUR %=1 T0 4

1618 LET B(IKK))=8

1628 HEXT X

1639 GOSUB 1938

1648 LET Fi=2

1658 LET H=Z

1668 GOSUB 2398

1678 IF ii=@ THEN 1768

1688 FIR ¥=1 T0 ¢4

1698 LET BOGRK))=L

1768 NEXT X

1746 GOTO 440



4726 PRINT "JLLEGRL MOVE FOR L.®

1728 FRINT

174 GOTD 448

1758 PRINT "ILLEGAL MOYE FOR BOX. °

1768 PRINT

1770 GOTO 770

1728 FRINT "COMPUTER WIKS!®

1749 GOTO 1616

1808 PRINT “CONGRATULATIONS! YOU HAYE WON. "

1818 PRINT

1826 PRINT "PLAY RGARIN":

836 INFUT R$

1846 1F LEFTH(RS, 0="Y" THEN 160

1850 GOTO 3s4e

1268 REM #4x SUBROUTINES ik

£78 REM ERASE NG

1686 FOR %=1 T0 46

1898 LET N(X)=8

1568 NEXT ¥

1918 RETURN

1920 REM STORE LOCATIONS OF UNOCCUPIED POSITIONS IH NCX)
1938 LET Z=0

1948 FOR #=1 T0 16

1958 IF BOX))8 THEN 1929

1968 LET Z=2+1

1978 LET NC2=Y

1968 NEXT X

1998 RETURH
2606 REW THIS SUBROUTINE RETURNS THE LOCHTION OF THE LARGEST
2610 REM YARLUE IN NCX).  IF A TIE EXISTS A RANDOM CHOICE IS MADE.
2828 LET Y=

2038 LET 2=1
049 FOR ¥=1 70 ii/4

2656 IF H(){Y THEN 2468

2666 TF RODYY THEN 2669
2678 1F RND(1)3. 5 THEM 2189

2680 LET Y=H(X)
2698 LET 2=
2400 NEXT ¥
2118 RETURH
2420 REM BON-FIND
2178 REM TRIS SUBROUTINE FINDS THE MOVE FOR A BOX THAT NILL
2148 REH MO5T RESTRICT THE OPPONENT’S L IN TERMS OF MOYES POSSIELE
2158 FOR %=1 10 4
2166 LET B(OCH =0
2478 NEXT %

2188 GOSUB 1930

2190 LET F1=2
2208 LET =2

2248 GOSUB 2398

2228 HISE 1954

MR XL T0 M

2240 LET NCHGOI=NGIED)IH

2B N

2268 FOR =1 TO 4

2278 LET NOOCY))=0

2286 NEXT 4

2299 LET Mi=t4

2360 0SlE 2020

2310 LET B3=2

2320 RETRN

2338 REM L-FIND

2240 REM THIS SUBROUTINE CRLCULATES ALL POSSIELE HOVES FOR AN L GIVEN ALL
2358 REM EMPTY POSITIONS TN NGX). IF Fi=1, THE CURRENT POSITION OF THE
2266 REM COMPUTER’S L 1S OMITTED. OTHERNISE, THE CURRENT POSITION OF THE
2279 RENM OPPONENT'S L 15 GHITTED. MOVES ARE RETURNED IN M(X), AN
2389 REM ML IS THE LENGTH OF M(X). (i = HUMBER OF WOVES + 42
2396 LET Mi=8

2400 LET J=4

2418 LET K=

2428 GOSUB 2474

2475 LET j=t

2443 LET ¥=4

2450 GOSUR 247¢

2468 RETURN

2475 LET F=@

2408 LET P=P+1

2493 LET ACL)=N(P)

2509 LET X=F

2318 LET %=X+l

2528 IF (DML THEN 26480

2530 IF HCD-ACDOT THEN 23168

2540 LET RGZI=NCD

2350 LET #=ded

2360 IF AL THEN 2640
2578 IF HCD-AC2IOT THEN 2556
2586 LET R(Z=NCD
PR =L 0N

2609 1F ABSCHCE)-A(L))=K THEN 2668
2618 1F AESINCED-R())=K THEN 2668
2628 NEXT E

2639 GOTO 2468

2648 1F PQUL-2 THEN 2488

2658 RETURN

2668 LET AMH=NE)

2678 FOR F={ 10 4

2688 IF ACFIZACQINT(R(F)/4) THER 2728

2636 FOR G=1 T0 4

2765 1F ACGY=ACFI+L THEN 2620
2716 HEXT G

2728 HEXT

2738 FOR Y=L TO 4

2748 IF F1=1 THEW 27680

2750 1F AGHOOCY) THEN 2869
2768 HEXT ¥

2778 GOTO 2628

2788 IF AGYIOLAY) THEN 2668
2798 GOTQ 2768

2600 FOR ¥=1 10 4

2818 LET M(HL+=R(Y)

2829 MEXT ¥

2620 LET M=t

2846 GOTO 2628

285 REM BOARD PRINTOUT SUBROUTINE
2668 CLS

2878 IF F2=1 THEN 3168

2663 FOR E=1 70 42 STEP 4
2650 FOR F=1 T0 3

2968 FOR G=E 10 E+3

3486 PRINT "L AND IT WING THE GRME. ©

2498 GOSUB 3658

3598 PRINT * ASSUMING YOU HAVE SUCCESSFULLY MOVED YOUR L. YOU NOW"
1548 PRINT "HAVE THE OPTION OF MOVING THE BOXES. YOU HAY MOVE ONE. °
2528 PRINT “THO, OR HONE OF THE BOXES BY SIMPLY ENTERIHG THE COORDINATES®
3536 PRINT "WHERE YOU WANT TO PUT THEM  TO LERVE A BOX WHERE IT IS,*
354@ PRINT "ENTER ITS PRESENT PUSITION. *

3558 FRINT ° AFTER YOU MOYE THE BOXES, IT IS UP 70 THE COMPUTER®
3560 PRINT “TO FIND A MOVE FOR ITS L AND PLAY CONTINUES IN THE SAME"
3570 PRINT "MRNNER. REMEWBER THAT YOU MUST NOT OMLY TRY TO PIN THE"
3566 PRINT "COMPUTER‘S L BUT ALSO KEEP YOUR OWN L FROM BEING PINNED. *
3590 PRINT "RLSO, IT IS ERSIER TO PLAY THE GRME WITH YOUR OMN BORRD®
3696 PRINT “THAN THE COMPUTER PRINTOUT. TO RESIGN. ENTER 9,8.6,8"
3618 PRINT "IN PLACE OF YOUR WOVE  GOOD LUCK!*

2628 PRINT

3626 GOTO 148

3646 END

3638 PRINT @ 579, "PRESS AMY KEY TO CONTINUE®;

3666 IF INKEYS ="" THEN 3666

3678 (LS

268 RETURH

7516 ON B(G)+1 GOTG 2928, 2046, 3838, 1850

2926 1F F=2 THEN 2950

2928 PRINT "====";

2948 GOTO 3128

2938 PRINT "%

2958 IF ()3 THEN 299

2978 PRINT ™ “; CHRE(AB4G); "™
2989 GOTO 3120

2998 PRINT "1™ CHR$(IBG); -
36808 GOTO 3128

3616 PRINT #4847

3628 GOTO 3128

JA%0 FRINT STRINGS$(4, 194):
2848 GOTO 3120

383@ IF F=2 THEN 3146

3868 IF F=1 THEN 2090

3076 PRINT CHR$(142)STRINGS(Z, 148)CHREC142):

7068 GOT0 3128

3698 PRINT CHRE(18B)STRINGS(D, 14B)CHR$(188);

3168 GOTO 3128
3448 PRINT CHR$(491)"
3120 NEXT G

3136 PRINT

S48 WEXT F

459 NEXT E

3168 PRINT

2478 RETURH

2169 REM INSTRUCTIONS
2198 CLS
3286 PRINT ©

* CHR$(194);

L-GAME 1S R SIMPLE STRATEGIC GRME PLAYED (M R 4X4"

2246 PRINT "GRID BY THO OPPCSING PLAYERS, IN THIS CASE BETWEEN YOU"
3228 PRINT "AND THE COMPUTER.  THE GRID IS NUMBERED RS FOLLONS:™

3230 LET F2=8
2248 FOR %=1 10 16
7258 LET B¢A)=8
3266 HEXT X

3278 GOSUE 2699
3269 GUSUB 2868
2298 GOSUB 2658
22088 PRINT °

THE GRME IS PLAYED NITH FOUR PIECES: BOTH"

3316 PRINT "9l AHD THE COMPUTER HAVE ONE ‘L7, AND THERE ARE®
3320 PRINT "TUD “BOXES” WHICH ARE USED BY BOTH PLAYERS.
3338 FRINT "PLAY ALWAYS BEGINS WITH THE PIECES OM THE BORRD"
3346 PRINT "M THE FOLLOWING POSITION:®

2358 GOSUE 180
3368 GOSUE 2654
3770 GOSUB 2868

338G PRINT "(COMPUTER 1S " CHR$(49L)", YOU ARE )°

3390 GOSLE 3650
3460 PRINT ©

THE OBJECT OF THE GAME IS TO POSITION YOUR OMH"

3448 PRINT L AND THE BOXES TO PREVENT THE COMPUTER FROM MOVING®

3420 FRINT "ITS L OF COURSE, 1T IS TRYING TO DO THE SAME TO vOU!¥
2420 PRINT "T0 MOVE, YOU MUST SIMPLY ENTER THE FOUR COORDINRTES®

3440 PRINT "WHERE YOU WANT TO PLACE YOUR L IT MUST REMRIN ON THE"
7450 FRINT "BOARD AMD WUST NOT COVER AHY OTHER PIECES. YOU MUST®
3460 PRINT "MOVE YOUR L! IF YOU CRNNOT FIND A NEW POSITION"

7470 PRINT °FOR YOUR L, THEN THE COMFUTER HAS EFFECTIVELY PINNED YOUR®
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This proyram is a life-expectancy
test derivec from Peter Passell's book
"How To.” The test asks you a series of
questions cealing with your life-style
and environment. At the end of the
questioning, the program gives your
estimated life-expectancy and the
percentage of the population you
should outl.ve.

You may wish to experiment with
certain variables to see what effect they
will have or your lifespan. It's unlikely
that you went toc change your sex, but
you may with to check out the effect of
smoking, d-inking, mental attitude or
weight.

This program was written by John E.
Rogers.

LIFE EXPECTAKCY
COFYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NI

DO YU NEED INSTRUC TIONS? YES.

cig

THIS 1S fi TEST 13 FREDICT YOUR LIFE EXPECTANCY. 1
NILL ASK YOU A SERTZS OF SHORT QUESTIONS, WHICH YOU HWILL
REFLY BY TYPING IN THE CORRESPONDING ANSHER TO THE
QUESTION

EARMPLE: HAT 1S YOUR SER?
el (B
F=Ft {ALE
‘W RND “F/ ARE THI POSSIBLE REPLIES 70 THE QUESTION. RHSHER
LIE THIS:
CHOLZE ONE OF THE LETTERS RBOVE? M
TYFING AN 71t SIGN:FIES THAT YOU ARE A MALE.

PRESS Y KEY TO CONTINGE

cls

HASEX
ARE YOU HALE OR FE ALE?
M= MALE
F = FEHALE.
CHOOSE OHE OF THE LETTERS ABOVEY ML

cig

+HLIFE STYLEHH
WHERE DO YOU LIV
G = IF YOU LIVE N AN URBAN RRER WITH A FOPULATION OVER 2 MIL.

K= 1F Y0U LIVE N B TOWN WHDER 10,606 OR ON A FARI
I = NEITHER
CHOOSE OHE OF THE ETTERS ABOVE? K.

cis

HOB: DO 901 HORK?
M= IF YOU HORK BEHIND A DESK.
L = IF YOUR WORK REGUIRES HERVY PHYSICAL LABOR
1 = NOME OF THE ABOVE.
CHOOSE ONE OF THE LETTERS RBOVE? M.

clis

O+ LONG DO YOU EXERCISE STRENUOUSLY,
CTEHHLS, RUHING, SHIMAING ETC »?
F = FIVE TIMES R HEEK FOR AT LERST A HALF HOUR.
¥ = JUST THO OR THREE TIMES A WEEK.
1 = DO NOT EXERCISE IN THIS FRSHION.
CHOOZE ONE OF THE LETTERS ABOVE? .

cls

WHY DO YOU LIVE WITH?

N = IF YOU LIVE WITH R SPOUSE. FRIEND, OR IN A FAMILY.
H = IF YOU/VE LIVED RLOME FOR 1-4@ YEARS SINCE AGE 25.

G = FOR 14-20 YERRS.
1 = FOR 2{-20 YEARS.
E = FOR 21-40 YEARS.
D = HORE THRN 4@ YEARS.
CHOCSE ONE OF THE LETTERS ABOVE? H.

cls
++PSYCHEH+
DC YU SLEEP MORE THAN 16 HOURS R NIGHT?
I=H
£ = YES

CHOCSE ONE OF THE LETTERS REOVE? 1.

cls

++ENTAL STATE+H

M = IF YOU ARE INTENSE, AGGRESSIVE, (R EASILY FNGERED.
L = IF YOU ARE EASY GOING, RELAXED, OR A FOLLOMER

1 = NEITHER
CHOCSE ONE OF THE LETTERS ABOVE? L.

cls

+++H0N YU FEEL++
FRE YOU HAFPY OR UNHRPPY?
J = HRPPY.
¢ = UNHAPPY.
I = HEITHER
CHOUSE GHE OF THE LETTERS ABOVE? J.

cls
+oHFACTORGH++
KAYE YOU HAD A SPEEDING TICKET IN THE LAST YERR?
H = YES
I =N

CHOOSE GNE OF THE LETTERS REOVE? I.

cls

+24 THCOME++
(0 YOl EARN MORE THAN 550, 640 R YEAR?
G = YRS
I=H0
CHOOSE OHE OF THE LETTERS ABOVE? I

cls
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+HHSCHOOL INGH+
= IF YOU HAVE FINISHED COLLEGE
L = IF YOU HAVE FINISHED COLLEGE WITH A GRRDURTE
OR PROFESSIONAL DEGREE.
1 = HOTHING LISTED.
CHQOSE ONE OF THE LETTERS RBOVE? I.

cls
HHAGEH
ARE YOU 65 OR OLDER AND STILL WORKIMG?
L = YES
1=8

CHOOSE ONE OF THE LETTERS ABOVE? 1.

cls

HHHEREDITY++
K = IF AiY GRAKDPARENTS LIVED T0 85 VEARS OLD.
0 = IF ALL FOUR GRANDPARENTS LIVED 7O BE 28 VERRS (LD
1 = HO GRANDPRRENTS QUALTFY IN THE RBOVE.
CHUOSE ONE OF THE LETTERS RBOVE? I

cls

HAS ANY PARENT DIED OF A STROKE OR HEART ATTACK
BEFORE THE AGE OF 58?
E = YES.
I =K
CHOOSE ONE OF THE LETTERS HBOYEY? I

cls

HAFRHILY DISEASESH+

ANY PARENT, BROTHER, OR SISTER UNDER 58 HAS (DR HAD)
CRNCER, R HEART CONDITION, (R DIABETES SIMCE CHILDHOGDY

W= YES
1=N0
CHOOSE OHE OF THE LETTERS ABOVE? 1.

cls

+HHEALTHHH
HOW HUCH DO Y0U SHOKE?
f = 1F YOS SHOKE HORE THAN THO PRCKS & DAY.
C = ONE TO THO PACKS f DAY.
i = QME HALF TO OME PRCK A DAY.
T = DON'T SMOKE.
CHOOSE ONE OF THE LETTERS ABOVE? I.

cls

+HORINKINGH
D0 YOU DRINK THE EQUIVALENT OF R
GURRTER BOTTLE OF ALCOHOLIC BEVERAGE A DAY?
H = VES
1=K
CHOOSE ONE OF THE LETTERS ABOVE? 1.

cls

HHHEIGHT++
A = IF YOU ARE OVERHEIGHT BY S0 POUNDS OR MORE.
E = OVER BY 38-58 POUNDS.
G = QVER BY 18-3@ POUNDS.
1 = NOT OVERKEIGHT.
CHOOSE ONE OF THE LETTERS ABOVE? -

cls

+HCHECKUPG+H+
IF Y0U ARE A HALE OVER 48 DO YOU HAVE AN ANNURL CHECKUP?
K = VES.
I = N0, OR NOT R MALE OVER 48 YERRS OLD.
CHOOSE ONE OF THE LETTERS ABOVE? ¥_

cls

IF YOU ARE A WOMAN DO YOU SEE A GYNECOLOGIST ONCE R YERR?
K = YVES.
1= HO, O NOT A HOMAK.

CHOOSE GHE OF THE LETTERS RBOVE™ 1.

cls

+HHTURRENT AGE+H+
¥ = IF YOU ARE BETHEEM 3@ AMD 48 YEARS OLD.
L = BETHEEN 48 8D 50.
F = BETWEEH SO flD 78.
N = OVER 78.
1 = UNDER 38.
CHODSE ONE OF THE LETTERS RBOVE? 1.

cls

YOU ARE EXFECTED TO LIVE TO THE AGE OF 88 YERRS.
QUTLIVING 75% OF THE MEN AND 537 OF THE WOMEN.
HOULD YOU LTKE ANOTHER ESTIHATE? NO.

cls
18 0LS
28 CLEAR 1060
20 PRINT @ 469, "LIFE EXPECTANCY®
49 PRINT

58 PRINT TAB(?)*COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOMN, WJ"
€8 PRINT 8 968, "*

78 INPUT™DO YOU HEED INSTRUCTIONS®; If

80 IF LEFTSCI%, 1)="N" THEN 238

98 LS

108 PRINT °  THIS IS # TEST TO PREDICT YOUR LIFE EXPECTAHCY. 1"
148 PRINT "HILL RSK YOU A SERIES OF SHORT QUESTIONS, WHICH YOU WILL®
12 PRINT "REPLY BY TYPING IN THE CORRESPONDING ANSWER TO THE®

128 FRINT "QUESTION ©

140 PRINT * EXRUPLE: WHAT 1S YOUR SEX?*
138 PRINT * M=HALE®
166 PRINT © F=FEMALE"

478 PRINT "/H’ AND “F* ARE THE POSSIBLE REPLIES TO THE QUESTION, RNSHER®
188 PRINT “LIKE THIS:®

198 PRINT © CHUOSE ONE OF THE LETTERS RABOVE? W

280 PRINT "TYPING AN ‘M’ SIGHIFIES THAT YOU ARE A HALE. °

216 PRINT @ 979, "PRESS ANY KEY TO COMTINUE™:

228 IF INKEYS ="* THEN 228

238 R3=1




248 2=72

250 A$="ABCOEMGHIJKL HO®

268 G0T0 1476

278 RRG+HL

269 IF RS2L THEN 16 8

296 DRATR "++SEXHH"

386 OATR "fARE YOU MR E OR FEMALE?"
316 DATR °M = MALE. *

228 OATR * F = FEMARL . ®

326 DATA 2 "HF"

240 DATA "++LIFE ST LE+H"
359 DATR “WHERE DO Y LIVE?"

366 DATR °G = IF YOU LIVE IN AN URBAN ARER WITH R POPULATION OVER 2 HIL.®

378 DATA “K = IF YOU LIVE IN A TOMN UNDER 18,898 OR OM A FARY "
289 DRTR 1 = MEITER®

298 DATR 3, “GKI”

498 DATA "HOH DO YOU WORK?®

440 DATR N = IF YOU HORK BEHIND A DESK. "

420 DRTR "L = IF YOU? HORK REGUIRES HEAVY PHYSICAL LBBOR"
438 DATR * 1 = NONE JF THE ABOVE.

448 DATA 2, "KLI®

45 DATA “HOM LONG [ 3 Y0U EYERCISE STRENUOUSLY. ®

460 DRTA "(TENNIS, RE WMING, SHINMING, ETC. )"

470 DATA °F = FIVE V[MES R WEEK FOR AT LERST R HALF HOLR "
480 DATR K = JUST 140 OR THREE TIMES A WEEK. ®

490 DATA ® 1 = DO NCT E¥ERCISE IN THIS FRSHION ®

509 DATR 2, "FKI"

518 DATR "HHZ DO YO LIVE HITH?"

529 DATR °H = IF YOU LIVE MITH R SPOUSE, FRIEWD, OR I @ FAWILY.”
578 DATA *H = IF YO VE LIVED ALONE FOR 1-16 YERRS SINCE AGE 25."
548 DRTA "G = FOR 4 -20 VEARS. "

558 DATA "M = FOR 2 -7B YERRS.®

568 DATA "E = FOR 3 -4@ YEARS. °

578 DATR * D = HORE THAN 48 YERRS. "

589 DATR 6, "HHGHED"

599 DRTA "+HPSYCHE +°

€98 DATA D0 YOU SLI EP MORE THAN 10 HOURS A HIGHT?®

€16 DATA "I = NO."

628 ORTR " £ = VES,

30 DATR 2, "IE"

548 DATA "+HHENTAL STATE++"

656 DATA " = IF YO ARE INTENSE, RGGRESSIVE, OR ERSILY ANGERED."
€66 DATR "L = IF Y0 ARE EASY GOING, RELAYED, OR A FOLLOWER "
676 DRTA ° 1 = NEITIER"

688 DATA 3, "ALI"

698 DATR ™+HHOH YO FEEL+++"

706 DATA "ARE YOU H PPY OR UNHRPPY?"

718 DRIA *J = HAPPY °

726 DATA *G = UNHRP- Y. "

728 DATA * 1 = NEIT ER*

746 DATA 2, "J6I"

758 DATR +HEACTOR: 4+

768 DATA "HAYE YOU 1 AD A SPEEDING TICKET IN THE LAST VERR?®
778 DATA "H = VES. "

7SR DATA ° 1= NO."

798 DATR 2, "HI®

80 DATA "+4++INCOHE ++7

210 DATA *DC VOU ER N NORE THAN $50, 000 # YEAR?®

828 DATA "G = VES.*

876 DATA " 1 = NO. "

248 DATR 2, °GI°

§56 DRTA °+HSCHOOL NG+

g66 DRTA °J = IF Y0 | HAYE FINISHED COLLEGE. *

876 DATA "L = IF YO | HAVE FINISHED COLLEGE WITH R GRADURTE™
9S% DATA 0F PROFES SIONAL DEGREE. *

896 DATAR * 1 = NOTH NG LISTED."

s@@ DATA 3, "JLI"

946 DATA "+++AGEHH

926 DRTR "RRE YOU €5 OR OLDER AND STILL HORKING?®

936 DATA °L = VES.*

94 DATR * 1 = HO®

950 DATR 2,"L1°

966 DRTA "+++HERED] [y+++*

976 DRTA °K = IF AM/ GRANDPARENTS LIVED T0 85 YERRS OLD. ™
980 DATR "0 = IF AL. FOUR GRANDFARENTS LIVED TO BE 89 YEARS GLD.°
996 DRTA * 1 = HO (YAHDPARENTS GURLIFY IN THE ABOVE. *

1866 DATA 3 "KOI®

1010 UATA *HES ANY ARENT DIED OF A STROKE CR HERRT ATTACK®
1826 DATA “BEFORE "HE AGE OF 582"

1078 DRTA °C = VES. ®

164 DATA © 1 = ND. ™

1858 DATR 2, “EI"

1060 DATA "+HFARILY DISERSESH++"

1070 DATA "ANY PARCHT, BROTHER, OR SISTER UNDER 56 HAS (OR HAD)"
1638 DATA "CANCER, A HERRT COMDITION, OR DIABETES SINCE CHILDHOOD?®
1659 DATA " = YE&”

1168 DATA * 1 = N(”

114@ DRTA 2, "HI®

1120 DATA “+++HERL TH+"

1438 DATA “HOM HUCH DO YOU SHOKE?"

1148 DATR A = IF vOU SMOKE MORE THAN THO PRCKS # DAY. *
1150 DATR “C = ONE TG TWO PACKS A DAY ©

1168 DATR "N = ONE HALF TO ONE PACK A DAY. "

1478 DATA ° 1 = DT SHOKE. *

1188 DATA 4, “ARCHI"

1198 DATA "++HDORIIKINGH+"

1269 DATA *D0 YOU DRINK THE EQUIVALENT OF A®

1246 DATA "QUARTER BOTTLE OF ALCOHOLIC BEVERAGE A DAY?"
1226 DATA "H = VE="

1238 DATR ° 1 = W

1248 0ATA 2, "HL"

1238 DATR "HHHEIMHTH"

1260 DATA "R = IF YOU ARE OYERHEIGHT BY 58 POUNDS OR MORE "
1278 DATA °E = OVER BY 38-58 POUNDS. ®

1268 DATA "G = OVER BY 18-36 POLRDS. "

1298 DATA ° 1 = NOT OVERMEIGHT. "

1388 DATA 4, "AEGI”

1318 DATR "+HCHECKUPS++"

4326 DATA "IF YOU ARE R MALE QVER 48 DO YOU HAVE AN RMNUAL CHECKUP?®
4333 DATA “K = ¥E%. 7

1349 DATA * | = N3, OR HOT A WALE OVER 48 YERRS GLD.*
1358 DATR 2, °KI"

1368 DATA "IF YOU ARE R WOMAN DO YOU SEE A GYNECOLOGIST ONCE A VERR?®
1378 DATA "K = VEZ. "

1326 DATA ™ I = K2, OR HOT A WOMAN. *

1398 DATR 2, "KI"

1408 DATR "+++CURTENT FGE+H"

1416 DATR °K = IF Y0U FRE BETHEEN 38 AND 40 VEARS GD.°
1428 DATR "L = BETIEEN 40 AND 56."

1438 DATAR °F = BETHEEN 56 AND 76."

1446 DATA "N = VIR 78.°

1450 DATA * 1 = U:DER 28,7

1468 DATA 5, "KLFNI"

1478 (5

1488 PRINT @ 236,

1498 FOR G=1 10 7

1588 RERD 0%

1518 IF LEFT$(@%, 1)=" ° THEN 148

1528 PRINT " 6%

1530 NEXT @

1548 PRINT " ™04

1558 READ G, C$

1560 PRINT “CHOOSE ONE OF THE LETTERS RBOVE™

1578 INPUT G$

1588 FOR 2= 70 €

1590 IF LEFT$(GS, L)=HIDS(CS, C2 1) THEN 1628

1688 NEXT 2

1618 GOTO 4568

1620 FOR W=t 10 15

1638 IF LEFT$(GS, 1)=HID$CRS, N, 1) THEN 1638

1648 HEXT N

1656 H=H-9

1660 2=2+H

1676 CLS

1688 GOTO 278

1699 PRINT @ 256, "YOU RRE EXPECTED T0 LIVE TO THE AGE OF";
1786 FOR 291 7O L@@

1746 NEXT

1726 PRINT 2

1736 FOR 29=1 T0 S48

1748 NEXT

1756 PRINT®YEARS. "

4768 IF 2¢68 THEN 1828

1773 FOR Y=€8 T0 Z STEP §

1789 RERD M$, F§

1786 NEXT V¥

1808 DATR "262°, “152°% 367", “281°, "48L°, "3BL", "6LL", "390"
1648 DATA "794°, “534°, 874" 791", "961". "8E", "99. 9X", "99. &4"
1626 PRINT "QUTLIVING " 1$;® OF THE MEN RMD "iF%i ¥ OF THE WOMEN ®
1828 INPUT "MDULD YOU LIKE RNOTHER ESTIMATE";RESP$

1849 IF LEFT$(RESPS, 4)="Y" THEN RESTORE: GOTO 238

1858 £END
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This program priats Lissajous
patterns. You enter relative X and Y
frequencies and the Y phase of pi. The
relative frequencies for {and Y mustbe
a positive number one or greater. The
phase may be between zero and any
number you want.

We have experimentzad with a wide
range of relative frequencies and
phases and come (p with some
startlingly beautiful pat.erns. Someare
starkly plain while othe s are amazing-
ly complex. If the frequ:ncies go much
beyond nine or ten the patterns
generally become jumtled and difficult
to decipher particula‘ly if they are
being printed out on the normal hard
copy terminal. Neverth:less, it's fun to
experiment.

This program was ot iginally written
by Larry Ruane anc¢ modified by
several other people a ong the line. it
appeared first in Creat've Computing,
Sep/Oct 1977.

LISSAJ

0US
COPYRIGHT 4179 CREATIVE COMPUTING MORRISTOWN: NJ

— Ci8

RELATIVE FREQUENCY FOR K? 2
RELATIVE FREQUENCY FOR Y? €
¥ PHASE, MULTIPLE IF PI? 6.

— cls

—- cl8

st st

\l

cls
RELATIVE FREGUENCY FOR X? 2

RELATIVE FREGUENCY FOR Y27 2
¥ PHASE, MULTIPLE OF PI? @_

cis
* *
* * * Ed
* * *
3 * * #
* * * #
* * * *
* * * *
* * * *
¥ ¥ EI
* *
* * * ¥
* * * *
* * * &
* * * *
3 * * %

* * * *
* * * *
* EE *
* * *
* E I #
* * # *

E: * * *

* * * *
* * Ed *
* * * *

# * * &

* * * {3
¥ *

* * *® #

* * * *

* k * *
# * e ¥
E * f 4

& * Ed #
# 4 * 3

* * * *

£ *
cis




cls
RELATIVE FREQUENCY FOR X? 5
RELATIVE FREQUENCY FOR ¥? 7
¥ PHASE, MULTIPLE OF PI? @_

cis
* * +
* * * * *
* * Fok
* * * * *
* * * * *
* * * # *
&k * * *
Hooke 2 *
E * * *
* * * * *
* * * * *
* * * # *
* * * * *
* * * E S 3
* * *
* * * E I 2
R * * EE *
* Ed * * Ed
Ed * * * *
* * * * *
* * * * *
LI 3 * * £
Ed * *
B # * *
* * * * *
* * * * *
* * * # *
* # * * *
K * * * *
* ok ok
* * * R
* * * * *
* # * * *
* * * * *
ok * ¥ *
* E3 * * *
* * *
cis

RELATIVE FREQUENCY FOR X? 4
RELATIVE FREQUENCY FOR ¥? 1
¥ PHASE, MULTIPLE OF PI? 5.

cis
*
* *
* *
* *
* *
* #*
* *
* *
* *
* *
* *
* B
* #

* *
* #
* *
* *
* *
* *
* *
* *
* *
* *
* *
* *

ES *

* *

* *

# #

* *

* *

* *

* *

* *

* *

*® *
£

cis
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i@ CLS
28 PRINT @ 442, "LIS5RJOUS"
368 PRINT

4@ PRINT TAB(7)"COPYRIGHT 4973 CREATIVE COMPUTING MORRISTOWN, NJ*

58 DEFDBL P

68 DIM w18

76 P=3. 14459263

&0 PRINT @ 768, "RELATIVE FREQUENCY FOR X"
98 INPUT F1

108 IF INT(FA)<F1 THEN 88

146 IF FA<4 THEN 88

12@ F=F1

138 Fl=2+PsFi

140 PRINT'RELATIVE FREQUENCY FOR v
158 INPUT F2

16@ IF INT(F2)CF2 THEN 148

178 IF F2<{1 THEN 146

198 PRINT"Y PHASE, MULTIPLE OF PI%;
198 INPUT P2

280 P2=P+P2

246 PRINT"OUTPUT TO (PIRINTER OR (S)CREEN ?%; CHR$(S5);
228 A$=INKEYS

23@ IF A$="" THEN 220

248 CLS

2508 F2=2xP+F2

268 FOR Xi=-18 T0 18

278 X=X1/18

220 GOSUB 648

290 Ti=X

308 T2=P-X

4@ FOR =6 T0 F-1

326 T3=(TL+2kI+P)/FL

338 T4=(T2+2%I4P3/F1

348 Y1=38+SINCF2*T3+P2)

358 Y2=3R@*SINCF24T4+P2)

368 Y1=SGNCYLIXINT(ABS(YL)+. 5
378 Y2=SGN(Y2)*INT(ARS(YZ)+. 3
388 Y(2*¢I>=Y1

390 Y(2*I+1d=Y2

4688 NEXT I

416 FOR J=1 TO 2+F-1

4208 1=J-1

430 T=¥(D

448 IF T>=Y(I)THEN 480

458 ¥(I+1)=¥(ID

468 I=I-1

478 IF I>=8 THEN 440

488 Y(I1+1)=T

498 NEXT J

560 FOR I=8 TO 2+F-1

51@ IF I=8 THEN 528

520 IF Y(I)=¥(I-1)THEN S48

538 IF R$CO"P" THEN SET(84+¥(1)#2, X1+18) ELSE LPRINT TAB(3@+Y(I)); "#*;

540 NEXT I

556 IF A$="P" THEN LPRINT" "

568 NEXT X

57@ PRINT @ 968, DO YOU WANT ANOTHER PICTURE °%;
580 A$=INKEY$

598 IF A$="N" THEN END

66@ IF A$="Y" THEN CLS. CLEAR: GOTO 508 ELSE 58¢
618 IF ABS(X). 1 THEN 668

620 X=K/( SER(4+KI+SAR(I-XD)

630 GOSUB 618

648 X=2+X

658 RETURN

560 H=N+X[3/6+ BYORHISHHI7/22. 4

678 RETURN

688 END



We've ail seen exemples of magic
squares. The most common one is a
3x3 square using ‘he integers 1
through 9 in which tye sum of each
row, column and diagonal totals 15.

In the computer (ame of “Magic
Square” the goal is to form a sum 15
magic square with you and the
computer alternately filling in the
integers between 1 and 9. If one
player sturnbles and puts in a num-

MAGIC SQUARE
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN:

clis
DO YOU NEED INSTRUCTIONS? YES-
cis
PLAYERS ALTERNATLEY CHOOSE AN INTEGER (1 T0 9
THAT HAS NOT BESN PREVIQUSLY USED AND PLACE IT
IN ANY UNFILLED CELL OF # TIC-TRC-TOE BOARD.
THE GOAL IS TO MAKE THE SUM OF EACH ROM, COLUMN,
AND DIAGONAL EQUAL T0O 45
THAT PLAYER LOSES WHO FIRST MAKES THE SUM OF THE
THREE FIGURES Ii ANY ROW, COLUMN, OR DIAGONAL

NJ

ber which causes the sum of a row, SOMETHING OTHER THAN 15.

column, or diagonal -0 be something § TIE GAME DRAKS A HAGIC SQUARE!!
other than 15, he loses. _ PRESS ANY KEY TO CONTINUE

In forming a <um 15 magic cls
square, there is only one fundamen- THE COMPUTER MiLL ASK YOU ON EACH MOVE WHICH

ion. ' i CELL YOU WISH T0 OCCUPY, AND THE NUMBER YOU MISH

:zltatsec:jlut;%ré 28;\:2 agr, t:)t ?::‘m bg LIKE 3 AND 7 IF YOU WISHED TO PUT A 7 IN CELL 3.
solutions. Because the computer
does not play a particularly creative
game, all eight solu:ions cannot be
obtained. How many can be?

Can you modify the computer PRESS AN KEY TO CONTINUE
program to play a tnhore interesting cls
game which permits all eight solu-

HERE ARE THE CIiLL NUMBERS:

1-2-3
§-5-6
7-8-39

tions? (Hint: Try randomizing the ! 2 3
move position and number genera- - ,
tors in Statements 710 and 720). CELL MUMBER = & oromoneanmeeane e
This program vias created by 4 5 6
David Ahl and originally appeared in
Creative Computing, Jan/Feb 1975. BMUNBER = £ e e
This program uses TRS-80 graph- 7 8 ?
ics which do not rep-oduce well on a
line printer. Thereforsthe samplerun e
does not give a true 1epresentation of Ol
the program. The only way this 4 2 3
program can be truly appreciated is
torunit. GELL MUMBER = 5 ovvrene e e eae e
4 5 ... [
NMOMBER = 9 i
7 .8 .9

1MOVE TOCELL 2 WITHAR 2

cis
e e g
CELL NUHBER = 2 oo oo r e
¢ . 5 . 6
NUMBER - 5 TN T TR
7 8 9

SORRY, YOU LOSE -- NICE TRY.

PLAY AGAIN? YES-

96



1 2 3
CELL HAREER - e
4 5 6
MBBER = oo
7 3 3

1 HOVE TO CELL 2 HITHA 2

cls

18 CLEAR 300: CLS. PRINTE44@, "MRGIC SQUARE"

28 PRINT: PRINT TAB(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ“

3@ PRINT@96@, "";  INPUT "DO YOU NEED INSTRUCTIONS'; I

40 IF LEFT$(I$, 10="N" THEN 286 ELSE CLS: PRINT TAB(26) "MAGIC SQUARE": PRINT

58 PRINT © PLAYERS ALTERNATLEY CHOOSE AN INTEGER (1 70 9>

68 PRINT "THAT HAS NOT BEEN PREVIOUSLY USED AND PLACE IT®

78 PRINT "IN ANY UNFILLED CELL OF A TIC-TAC-TOE BOARD. "

88 PRINT “THE GOAL IS TO MAKE THE SUM OF ERCH RO, COLUMN, ©

9@ PRINT "AND DIAGONAL EQUAL TO 45."

168 PRINT © THRT PLAYER LOSES WHO FIRST MAKES THE SUM OF THE"
116 FRINT "THREE FIGURES IN ANY ROW, COLUMN. OR DIRGONAL"

126 PRINT "SOMETHING OTHER THAN 15.*

13@ PRINT

148 PRINT “A TIE GAME DRAWS A MAGIC SQUARE!'"

138 PRINTEI7S, "PRESS ANY KEY TO CONTINUE";

16@ IF INKEY$="" THEN 160 ELSE PRINT@L2S, CHR$(31);

176 PRINT “THE COMPUTER WILL ASK YOU ON ERCH MOYE WHICH®

180 PRINT "CELL YOU WISH TO OCCUPY, AND THE NUMBER YOU WISH®

196 PRINT "LIKE 3 AND 7 IF YOU WISHED TO PUT R 7 IN CELL 2. "

200 PRINT

218 PRINT "HERE ARE THE CELL NUMBERS:™

228 PRINT

238 PRINT "1 ~ 2 - 3"

248 PRINT "4 - § - 6"

230 PRINT "7 - 8 - 3¢

260 PRINT@I79, "PRESS ANY KEY TO CONTINUE™

270 IF INKEY$="" THEN 278 ELSE CLS

280 CLS: B$=CHR$(26)+STRING$(S, 8) - RESTORE

230 FOR I=42 TO 427 SET<L 1): SETCI, 433 SET(I,25): SET(I, 37> NEXT
360 FOR I=1 TO 37: SET(42,I>: SET(43,1): SET(7@, I>: SET(?L, 1>

310 SET(98, I): SET(99, I>: SET(126, Iy SET(127,1): NEXT

320 FRINTEES, "4"; & PRINT@L180, “2"; . PRINTE11d, “3%;

339 PRINTE342; "4"; = PRINT@3S6, "S"; & PRINTE@370, "6

240 PRINTE@SSS, "7%; . PRINT@GL2, “8% = PRINT@626, "9%

35@ DATA 32, 176, 188, 32, 32, 32, 32, 191, 32, 32, 32, 146, 143, 140, 32

368 DATA 176, 146, 140, 140, 176, 176, 140, 1406, 148, 134, 143, 140, 148, 140, 148
370 DATA 176, 148, 148, 148, 176, 32, 32, 140, 140, 179, 131, 140, 148, 148, 131
380 DATA 32,32, 176, 188, 32, 188, 179, 176, 191, 476, 32, 32,32, 143, 32

398 DATA 188, 140, 140, 140, 146, 131, 131, 131, 131, 188, 131, 148, 148, 146, 131
480 DATA 32, 176, 140, 148, 32, 191, 148, 148, 148, 176, 131, 140, 146, 148, 131
410 DATA 148, 148, 148, 140, 188, 32, 176, 148, 131, 32, 143, 32, 32, 32, 32

428 DATA 176, 140, 140, 140, 176, 179, 140, 140, 140, 179, 131, 148, 140, 140, 131
430 DATA 176, 148, 140, 140, 176, 131, 148, 140, 148, 191, 32, 140, 148, 131, 32
448 FOR CH=1 T0 8; FOR RO=1 70 3: FOR CO=1 T0 5

458 RERD PO: AS(CHY=R$(CHI+CHR$(PD)

468 NERT CO: A$(CHI=A$(CHI+B$: HEXT RO

470 A$(CHY=LEFT$CA$(CH), 273« NEXT CH

488 FOR I=1 T0 9 A{I)=8

499 BC(ID=0

588 NEXT 1

518 M=0:4=8

520 FRINTES2L, " ;. PRINT@256, “CELL NUMBER - “; CHR${8); CHR$(®);
530 AS=INKEYS: IF A$="" THEN 536 ELSE I=VAL(A$>: PRINT I;

546G PRINTETL2, "NUMBER -~ "; CHR$(8); CHR$(8N

550 R$=INKEY$: IF A$="" THEN 556 ELSE N=VALKA$): PRINT N;

5608 IF I<L OR I29 OR NCL OR N>9 THEN See

97

CELEEBER -8
L [ T 6
HIEER - 9 e,
7 8 5 ...
ILOSE-—-YWRIN” .......................
PLBVMIH?.“
cis

578 IF ACD)=8 AND BIN)=@ THEN 618
590 PRINT@768, "ILLEGAL MOVE... AGRIN";

598 FOR A=t TO 188@: NEXT: PRINT@768, STRING$(26,32);
868 GOTO 528

10 ACD=N: BOD=L: Heitsd

620 GOSUB 1698

638 GOSUB 936

640 IF U=8 THEN 678

658 PRINTE8S3, "SORRY, YOU LOSE -~ NICE TRY. "
560 GOTO 870

678 IF IK5 THEN 710

680 PRINTESS3, "A TIE GANE®

690 PRINT@S17, "BUT WE’VE DRRMN A MAGIC SQUARE '
786 GOTO 898

718 FOR 0=1 70 8

728 IF ACQO> @ THEN 980

738 FOR R=1 T0 9

748 IF B(RYY@ THEN 79@

758 ACQ=R

768 GOSUB 930

778 IF W=6 THEN 820

788 1=0: R1=R: W=B: A(Q)=B

798 NEXT R

890 NEXT @

818'H=1. RsRL. G=01. AC®=R

820 B(R)=1

838 PRINT@896, “I MOVE TO CELL" & “MITH A% R;
840 GOSUB 1099

858 IF W= THEN 520

868 PRINTEESZ, "I LOSE ~~- YOU WIN!!®

870 PRINT

880 FOR I=1 70 15

899 PRINT CHR$(7);

980 NEXT 1

918 INPUT "PLAY AGAIN"; ANSS

926 IF LEFT$CANSS, 1)="9" THEN 288 ELSE CLS: END
338 FOR %=1 70 8

948 ON X GOTO 950, 968, 978, 988, 596, 1660, 1610, 1828
956 J=1. K=2: L=3: GOTO 1@3@

968 K=4: L=7: GOTO 1038

978 K=5: L=9: GOTO 1830

986 J=4: L=6: GOTO 1838

996 J=2: L=8: GOTO 1838

1808 J=3: L=7: GOTQ 1038

1016 K=6: L=9: GOTO 1030

1626 J=7: k=8

1028 IF ACJ)=0 OR AK=0 OR ACL)=0 THEN 1650
1848 IF ACDACGOHALIOLS THEN 1070

1858 NEXT ¥
1668 GOTO 1080
1678 b=t

1688 RETURN
1698 PRINTE98, A$CACL)); -
1188 PRINTE346, ASCAC4Y); -
1118 PRINTE682, A$CACT));
1126 RETURN

PRINT@1@4, R$CAC2)); * PRINTEL18, A$CAC3));
PRINTE268, A$CA(S)): ; PRINTE374, ASCA(E));
PRINT@616, A$CACB); @ PRINTRE3G, A$(A(I);



180

In this ;Jame you are in a pit with a
man-eatir.g rabbit. The center of the
pit, approoriately enough, is at 0,0, and
it has a radius of ten. On each move,
you can move in any one of eight
different angles, 0, 45, 90, 135 ... etc.
Unlike ycu, the rabbit can take more
than one 10op on a move. The object of
the game is to avoid the rabbit for ten
moves. If'ou do this successfully you'll
be releasid and set free.

We're rot sure what race of people
on what planet dreamed up this
diabolical sport, but we've found that
it's extreniely difficult to get away from
the rabbit in more than about one out of
ten game::. You may, therefore, wantto
improve t1e odds somewhat by limiting
the numter of moves the rabbit can
make on ¢:ach turn to one or two. You'll
find it inte resting to graph the results of
the program as you go along. To do
this, you'l need a piece of quadrille
paper at least 21 squares in each
direction. Draw a circle with your
compass :en unitsindiameter 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 inte resting patterns develop.

This pogram was conceived and
written b Philip Stanway.

a0
o "Hanlh.
& Y
135 45
/|
\
/
4
N
225 N = 315
\‘;‘h
g
270
98

0,360

MAN-ERTING RABBIT

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ

D0 YOU NEED INSTRUCTIONS? VES.

cis

MAN-EATING RABBIT

YOU ARE IN A PIT WITH A MAN-ERTING RABBIT.

THE CENTER 15 (@, 8) AND IT HAS A RADIUS OF 16

IF ¥OU CAN AYOID THE RABBIT FOR 18 MOVES YOU MWILL BE
RELEASED. YOU AND THE RABBIT CAN MOVE ONLY 1 SPACE EACH
HOWEVER, THE RABBIT CAN DO MULTIPLE JUMPS.

YOU CAN TRAVEL AT THESE ANGLES.
9, 45, 99, 135, 188, 225, 276, 315, 260

WHERE WOULD YOU LIKE TO BE DROPPED? 2, 3.

cls

RABBIT AT (-1 ,-3 > HUMAN AT (2. 3
AT WHAT ANGLE MWILL YOU RUN 2 278_

DISTANCE 12. 3693

TURN # 1

RUNNING .. ... HUMAN, YOU ARE NOM AT ¢ 2, 2
THE RABBIT IS POUNCING AT ANGLE..... 9@

THE RABBIT IS POUNCING AT ANGLE. ... 98

RABRIT AT <-4 ,-7 > HUMAN AT ( 2, 2> DISTANCE 3. 48683

AT WHAT ANGLE WILL YOU RUN 2 6.

cls
TURN # 2
RUNNING . ... .. HUMAN, YOU ARE NOW AT ¢ 2, 2
THE RABBIT IS POUNCING AT ANGLE. ... 45
THE RABRIT 1S POUNCING AT ANGLE.. . 9@

RABBIT AT ¢ @ ,~5 > HUMAN AT (3, 2O
AT WHAT ANGLE WILL YOU RUN 2 345

DISTANCE 7. 61577

cis
TURN # 3
RUNNING .. .. .. HUMAN, YOU ARE NOW AT (4. 1)
THE RABBIT 1S POUNCING AT ANGLE.... 45
THE RABBIT IS POUNCING AT ANGLE. ... 45
THE RABBIT 1S POUNCING AT ANGLE.... 45

RABBIT AT ¢ 2 .-2 > HUMAN AT ( 4, 1>  DISTANCE 3. 16228

AT MHAT ANGLE WILL ¥YOU RUN © 45

cis

TURN # 4

RUNNING .. ... HUMAN. YOU ARE NOW AT (5, 8
THE RABBIT IS POUNCING AT ANGLE.. 45
RABEIT AT ¢ 4 -1 ) HUMAN AT (5. @)
AT WHAT ANGLE WILL YOU RUN 7 1808

DISTANCE 1. 44421

cis
TURN # S
RUNNING ...... HUMAN, YOU ARE NON AT (4, 8
THE RABBIT IS POUNCING AT ANGLE.... 9@

RABBIT AT ( 4, &
wkk CRUNCH ok BELL, R 1P

TRY AGARIN? NO-

cls




16 CLS. PRINT@4GS, "MAN-ERTING RABBIT"

28 PRINT. PRINT TAB(?) “COPYRIGHT 1579 CREATIVE COMPUTING MORRISTOMN,

30 PRINTES6D, ™5 INPUT "DO YOU NEED INSTRUCTIONS®: I$
48 IF LEFT$CIS, 4)="N" THEN CLS: GOTO 130

50 CLS: PRINT TAE(25) "MAN-EATING RABBIT" PRINT

€8 PRINT "YOU ARE IN A PIT WITH A MAN-EATING RABBIT. *

76 PRINT "THE CENTER IS <@,8) AND IT HAS A RADIUS OF 48 *
86 PRINT "IF YOU CAN AYOID THE RABBIT FOR 16 MOVES YOU WILL BE
2@ PRINT "RELEASED
484 PRINT "HOMEVER, THE RABBIT CAN DO MULTIPLE JUMPS. ":PRINT
118 PRINT “YOU CAN TRAVEL AT THESE ANGLES:"

126 PRINT “0. 45,90, 135, 180, 225, 270, 315, 360"

138 ¥=INTC21+RND(E)-18)

140 Y=INTC21+RND{B)-10)

158 D=SARCABSC (X-1[ 2+(Y-¥49[2))

160 IF D>40 THEN 430

178 PRINT

18@ PRINT

199 PRINT "WHERE WOULD YOU LIKE TG BE DROPPED";

200 INPUT ¥L,¥1. CLS

218 IF SARCABSCXAL2+YA02))31@ THEN 190

200 1F ¥CO¥L THEN 260

238 IF ¥OYL THEN 268

243 PRINT "4 SQUT SHibtetor

250 PRINT "THE RABBIT IS DEAD! YOU ARE SET FREE!®: GOTO 830
268 FOR G=t TO 18

276 D=SORCABSCCH-R1L 2+CY-Y1[2))

288 PRINT "RABBIT AT (WX, 9™ v

290 IF D=8 THEN 820

788 PRINT'HUMAN AT (" X4 "% % ¥4; ) DISTANCE":D

318 PRINT "AT WHAT ANGLE WILL YOU RUN "

326 INPUT A: CLS: PRINT “TURN 4G

330 IF AC4SCINT(AZ4S) THEN 318

340 PRINT "RUNNING .. . " Pi=t

258 M=1:IF ABSCCINT(AZ1@#100-A3{>S5 THEN 278

%0 M=SOR(2)

370 K2=(MHCOSCARC3, 14159/180))

380 Y2=OHSINCGA#(3. 14159/180)))

390 IF SQRCCCKI+X2I[2+(Y1+v2)[2))¢=10 THEN 428

480 PRINT "YOU CAN‘T GO INTO A KALL!‘"

446 GOTO 318

426 Ri=INT(X1+1000)/1808+X2

430 Y1=INT(Y1x186@)/1806+Y2

YOU AND THE RABBIT CAN MOVE ONLY 4 SPRCE EACH. *

NI®

99

448 X1=INT(X1+ 5)

458 Y1=INT(Yi+ 5

468 PRINT "HUMAM, YOU ARE NOW AT (" X1 ™ "9 M7
478 IF H(OHL THEN 518

488 IF YY1 THEN 510

498 PRINT "YOU RAN RIGHT INTQ THE RABBIT!!"
See GOTO 820

516 PRINT "THE RABBIT IS POUNCING AT ANGLE . .
526 Xa=K1-X: v2=¥i-¥

528 IF X2=@ THEN 718

540 IF ¥2=8 THEN 740

558 B=INT(ATNCABS((Y2/K2)2) /(2. 14155/188))
560 ON SGN(X2)+2 GOTO 580, 68, 570

576 OW SGN(Y2)+2 GOTO 610, 60, 620

588 ON SGN(Y2)+2 GOTO 608, 60, 598

596 B=180-B: GOTO 628

668 B=B+18@: GOTO 5vO

618 B=360-B

620 B=INT(B/45+ 5)*45: PRINT B

638 =1

648 IF ABSCCINT(B/1@)+18)>-B){>5 THEN 660
656 M=1. 5

668 X2=(M+xCOS(B+(3. 14159/188)))

670 Y2=(MSIN(B#(3. 14159/1883)>

680 X=INT(X+K2+ 5

69@ Y=INT(Y+Y2+ 55

V8@ GOTO 770

746 IF v2<@ THEN 7@

720 B=98: GOTO 620

738 B=27@: GOTO 620

748 IF X2<0 THEN 760

75@ B=1. GOTO 62@

76@ B=188: GOTO 620

776 IF SORC(X-X1O[2+(¥-v1)[2)=6 THEN 818
788 P=INT(P4+RND(@)+1)

798 IF P<>4 THEW 8i@

880 GOTO 518

€108 NEXT 6: PRINT: PRINT "YOU ARE RELEASED!®: PRINT: GOTO 830
82@ PRINT: PRINT stk CRUNCH #kx WELL, R I.P " PRINT

836 INPUT “TRY RGRIN": ANSS

840 IF LEFT$(ANSS, 1)="Y" THEN 130

856 END

U5 (Pi=Pi+l
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in this ganie 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 thesample run. There
are four star >ases located at corners of
the cube wh ch you must visit in order,
A, B, C, and D, to deliver a message to
them. Whileitis afairly simple matter to
get to Bate A, the other bases
sometimes Jrove somewhat elusive.
One possib lity would be to use a
second coniputer to compute your
course, or even compute the course
before you start the game and then
feed it in. V/ould this be cheating? |
don’'t think so because the learning
value in writ ng a program o compute
your course will teach you more about
the game the.n probably fifty plays of it.
On the othe: hand, which is more fun?
That's for ycu to find out.

This progiam was written by John C.
Russ.

MANEUVERS
COPYRIGHT 1979 C ERTIVE COMPUTING HORRISTOWN, NJ

—cls

DO YOl NEED INSTRUCTIONS ' YES.
]

YU ARE THE PILOT OF THE ENTERPRISE’S SPRCE SHUTTLE.

¥0U MUST DELIVER A MESSA £ TO EACH OF FOUR STARBASES,

IN THE LERST TOTRL TIME.  YOUR INITIAL POSITION IS AT

ONE CORNER OF A CUBE. TE ! PRRSECS ON R SIDE.  THE BASES

ARE AT THE CORNERS SHOWN BELOW MARKED A, B, C, AND D IN

THE ORDER IN WHICH YOU B IST VISIT THEM

PRESS ANY KEY TO CONTINUE
—cls

PRESS ANY KEY TO CONTINUE
—cis

FOR YOUR SUBSPACE FADIO TO DELIVER THE MESSAGE, YOU
HUST PASS WITHIN ONE PARSEC OF EACH STARBASE  YOUR
PROPULSION SYSTEM 15 ALIGHYS 0N, GIVING YOU A CONSTRNT
ACCELERATION OF ©. % PARSECS PER STRRDATE PER STRROATE.
YOU CAN ONLY CONTRCL. THE CRIEMTRTION OF YOUR SHIP, TO
DIRECT YOUR THRUST AND ACCELERATION.  YOU SPECIFY YOUR
SHIP*S ATTITUDE BY THE AIGLE THETR (THE CLOCKWISE ANGLE
IN THE %-¥ PLANE STARTING AT THE ¥-AX1S) AND THE ANGLE
PSI (THE ANGLE OF IHCLINATION ABOVE THE X-Y PLANE).

YOU INPUT NEW ANGLES ERCH STARDATE

FRESS ANY KEY T0 CONTINUE

cls
ELAPSED  POSITION COORDINATES. ORIENTATION
THHE ¥ v 2z THETA. PSI
8 0060 (1, 668 0. 680 ” 0,0
i 81608 1. 068 8. 808 78,8
2 8.488 i 688 8. 008 74,8
3 8.9 3. 068 0. 660 76,8
4 1600 ). 068 8.680 788
5 2568 3. 908 9. 008 70,0
6 3.608 1. 6089 0. 068 768
7 4908 5. 068 0.988 7188, 8
8§ 6.200 1. 008 0. 060 2188, 0
9 7.8 7. 880 0. 669 ?189,0
16 8.260 1. 698 @. 680 ? 186, 0_
cls
ELAPSED  POSITION COORDINATES: ORIENTATION
THHE X y z THETR, PS1

14 898 i 808 8. 608 7 186, 8
12 9488 5. 068 8,088

WESSHGE DELIVERED 70 BASE § 1

AT THE 12 7 466.8
13 s7ee 1,680 8680 ?180,8
4 9.6 1. 498 6. 868 7 90,98
15 9.500 7. 889 6.168 7 98,98
16 9.688 .898 6. 480 ? %9

i S.008 . 808 8.988 7 99,43
18 35868 aert 1 79,8

19 9.880 332 2342 79,0

2% 5.600 1.754 3.0H 7 96,270

cls

10 CLS

20 PRINT @ 444, “HFIEUVERS"

38 PRINT

48 PRINT TRB(?)"CUFYRIGHT 1979 CREATIVE COMPUTING HMORRISTOMNM, NJ®
5@ PRINT € 968,

€8 HPUT®DO YOU NEZD INSTRUCTIONS™ 2§

78 IF LEFT$(KS, 1="N" THEN 538

€ (LS

S8 PRINT @ 27, "MAMEUVERS®

10@ PRINT

119 PRINT™Y0U RRE THE PILOT OF THE ENTERFRISE’S SPACE SHUTTLE.®
120 PRINT"YOU MUST DELIVER R WESSAGE TO ERCH OF FOUR STARBASES,
138 PRINT"IN THE LERST TOTRL TIME. YOUR INITIRL POSITION IS AT”
140 PRINT®ONE CORMZR OF R CUBE, TEM PRRSECS ON A SIDE. THE BRSES"
158 PRINT®ARE AT 7HE CORNERS SHOWN BELOM, MARKED B, B, C, AND D IN®
168 PRINT™THE OROER IN WHICH YOU MUST VISIT THEM ®

178 GOSUB 115

188 FOR R=24 T0 &

198 SET(R+24, 6)

206 SET(R 18)

28 SET(R24, I8)

228 SET(R, 420

100



238 NEXT R 718 P2=PEEK(16417)

248 FOR A=6 10 28 72 PRINT @ 8, "ELAPSED  POSITION COORDINATES:™
258 SET(24, AH2) 738 PRINT TRB(38); "ORTENTRTIGN"

268 SET(48, A) 740 PRINT® TIE ¥ v bar
279 SET(82, AH12) 756 PRINT TRB(39); “THETA, PSI”

269 SET(86, R) 768 PRINT® "
296 HEXT 770 POKE 16416, PL

368 FOR f=1 70 12 769 POKE 16417, P2

310 SETC244A#2, 18-R) : 798 RETURN

308 SET(824R¢2, 18-R) o6 PRINT USING® 4% 33980 #5883 99 %08 T8 KL VL 24
370 SET(244M2, 42-R) B10 CUL)=XHMVAHA/BHRKICOS (B2APYACOS (BLAP)
348 SET(8242, 42-R) €28 FOR =8 T0 1 STER. 2

56 HEXT & 830 TCQ)=VHKAY24R/ 2HKACOS (BRPIFS (L)
268 PRINT @ 996, A" 848 C(3)=2HAVIHR/2HAKASTH(B2P)

370 PRINT G 425, "B% 850 D=0

386 FRINT @ 452,°C% 862 FOR L= 70 2

390 PRINT @ 484, D% 876 D=DH(TL, L-CEMCTC, L-CL)

480 PRINT @ 664, *+* CHR§(26)CHRECS)"L® CHRE(26)CHRS(B) START HERE™: 889 NEXT L

418 GOSUB 4156 899 IF SOR(DY>L THEW 968

420 PRINT'FOR YOUR SUBSPACE RADIO T DELIVER THE MESSRGE, YOU" 968 PRINT

428 PRINTUHUST FRSS HITHIN ONE PARSEC OF ERCH STRRBRSE. YOUR® 910 PRINT™HESSAGE DELIVERED 70 BRSE 4%
448 PRINT"PROPULSION SYSTEM IS ALHRYS O, GIVING SOU R CONSTRNT® 928 PRINT®RT THE; TGHG TRB(BY;

456 PRINT"RCCELERATION OF 8,2 PARSECS PER STARDATE PER STARDATE. 930 IF J=4 THEN 1188

468 FRINT™YOU CAN ONLY CONTROL THE ORIENTATION OF YOUR SHIP, TO° 40 J=J+

478 PRINT"DIRECT YOUR THRUST RND ACCELERATIGN  YOU SPECIFY VOUR® 958 GOTO 978

4g8 PRINT"SHIP’S ATTITUDE BY THE ANGLE THETR (THE CLOCKMISE RNGLE" 958 NEXT K

498 PRINT*IH THE -V PLANE STARTING AT THE ¥-AXIS) AND THE ANGLE" 978 X=Xt

548 PRINT'PSI (THE ANGLE OF INCLINATION ABQVE THE 4-Y PLANE). ¥ 90 Y=¥L

516 PRINT™YOU IHPUT NEW ANGLES EACH STARDATE. " 990 2=21

520 GOSUB 1458 1608 Te=To+

538 015 1616 TNPUT BL B2

548 PRINT @ 492, 1028 $1=¥sVLHR/2HCOS (B2AP)H UG (BLAP)

556 CLERR 1035 Vi=VHY24R/26C05(BPISTHCBLHP)

568 P=3. 14159/168 1840 ZL=24VIH/ S INCB2AD)

578 J=t 1050 Vi=VA+RC0S(B2EPIATOS (BLHP)

580 DIM T4, 3), C(3) 1869 V2=Y24RCOS(B2HP IS INGBIAR)

559 FOR %=1 T0 4 1676 V3=YI+RsSINCB24P)

608 FOR ¥=1 10 2 1688 GOSUB 708

610 RERD T(% ¥ 1699 GOTO &89

628 NEXT ¥ 1408 PRINT®GOOD JOB. DO YOU HANT T0°

70 HEXT % 1418 PRINT™TRY T0 IHPROVE VOUR TIME™:

648 DRTA 16, @ 8 10, 16, 10, & 6 16, & 16, 10 1429 TNPUT %8

650 =2 1436 IF LEFTS(HS, 1)="v" THEN 530

660 Bi=1E-83 1148 BD

670 B2=1E-83 1158 PRINT @ §79, “PRESS ANY KEY TO CONTINUE™
688 GOSUB 760 1168 IF INKEYS ="* THEN 1168

699 GOTO 809 1470 PRINT & 128, CHR$(21);

768 PL=PEEK(16416) 1188 RETURN

101



This is a fascinating, general-
purpose, deductive lc gic game. It rolis
Bagels, Mastermind, hulls and cows, et
cetera, into one general deductive
logic game. if you want to play Bagels,
set the inputs to N,3,.E (N is the number
of games you wish to olay). If you want
to play mastermind, set the inputs to
N,4,6. Of course, meny of the games
that it plays are entire'y new altogether
such as N,7,4 or N,5,5.

To make it into ¢ really general-
purpose game, youm ghtwantto putin
a modification in th2 digit selection
routine (statements 310-330) with a

1ASTER BAGELS

COPYRIGHT 1879 CREATIVE COMPUTING MORRISTOUN, NJ

DO ¥YOU NEED INSTRUCTIONS? /ES_

parameter that either allows or dis-
allows duplicate digits. As it is right
now, the game does allow duplicate
digits so that, for example, it could
select a three digit number such as 223
or even 444. Another change vou might
want to add is in statement 770; it sets
the maximum allowable irials for
getting the answer. You may find that it
is not giving you enough tries and you
might want to increase the value of |.
Master Bagels was created by H.R.
Hamilton and originally appeared in
Creative Computing, Jan/Feh 1977.

6 TRIES, 6 AVERAGE FOR 2

RUN RGRIN? YEZ

HOW MANY #/S (1-16@), # DIGITS (2-6), AND MAX VALUE (2~9)? 1, 4,6

cls
—cls
MASTER BAGELS
HI, THIS IS A LOGIC GAME DESIGNED TO TEST YOUR DEDUCTIVE
ABILITY. I WILL CHOOSE A RANDOM NUMBER AND YOU ISOLATE IT.
HHEN PROMPTED, ENTER A VAL ID NUMBER, @ND I WILL THEN RESPOND
HITH THE # OF DIGITS THAT ARE RIGHT AND IN THE RIGHT POSITION GUESS? 1122 9.1
AND THE # RIGHT BUT IN THE WRONG POSITION. IF I THINK ¥OU GUIESf?? 1234 11» 11
ARE HOPELESSLY LOST, 1 WIL TELL YOU THE ANSHER AND WE Gu E—Sé f;‘gg i
HILL GO ON TO THE NEXT NUNBER. TG RECAP YOUR ENTRIES GUESSP; t 2z
ENTER R @, TO QUIT ON R NUMBER ENTER 4, AND TO STOP ENTER 2. GUESS? 2134 2,
GIESS? 8.
HOW MANY 875 ¢1-16@), # DIGITS (2-6), AND NAX VALUE (2-9)7 2,2,4
cls
—cis
GUESS? 12 6.1
GUESS? 31 8.1
GUESS? 24 1.8
GUESS? 41 8. 8@
GUESS? 56
BAD NUMBER IN 56. @, 8= 112
GUESS? 12 6.1 @, 1=1234 8, 2= 3456
BUESS? 32 6.2 2, 8 =125 8. 1=2134
GUESS? 22 1.0 GUESS? 4.
e G18 cls
6 TRIES, 6 AVERAGE FOR 1
GUESS? 32 2.0
GUESS? 23 8,8 ANSWER 1S 62¢2.
GUESS? 22 8,0 10 TRIES, 16 AVERAGE FOR 1
GESS? 13 1.0
GUESS? 14 1,8 RUN RGAIN? NO-
GIESS? 31 1,8
GUESS? 23 8.0
——cis cis
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18 CLS: PRINT@418, "MASTER BAGELS"

2@ PRINT: PRINT TAB(?) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ°
28 PRINTE96@, ““;  INPUT "DO YOU NEED INSTRUCTIONS™: I$

48 DIN F(9),M(3), T(3), H(18,3)

58 IF LEFT$(I$, 1>="N" THEN CLS: GOTO 158

68 CLS: PRINT@26, "MASTER BAGELS": PRINT

78 PRINT " HI, THIS IS A LOGIC GAME DESIGNED TO TEST YOUR DEDUCTIVE®
8@ PRINT "ABILITY. I WILL CHOOSE A RANDOM NUMBER AND YOU ISOLATE IT.*
98 PRINT "WHEN PROMPTED. ENTER R VALID NUMBER, AND I WILL THEN RESPOND"
10@ PRINT "WITH THE # OF DIGITS THAT ARE RIGHT AND IN THE RIGHT POSITION
118 PRINT "AND THE # RIGHT BUT IN THE WRONG POSITION. IF I THINK vou*
126 PRINT "ARE HOPELESSLY LOST, I WILL TELL YOU THE ANSMER AND WE"
136 PRINT "WILL GO ON TO THE NEXT NUMBER. TO RECAP YOUR ENTRIES"
14@ PRINT “ENTER A @ TO QUIT ON A NUMBER ENTER 1, AND TO STOP ENTER 2. °
158 S=@

168 PRINT

178 PRINT "HOW MANY #7S (1-1@88), # DIGITS (2-6), AND MAX VALUE (2-9)"
188 INPUT J.A.B

190 IF A¢=B THEN 238

200 IF A>6 THEN 238

248 IF BC2 THEN 238

228 IF B(1@ THEN 258

238 PRINT "ILLEGAL RANGE, RE-ENTER RUN PARAMETERS. *

240 GOT0 186

238 CLS: IF JC188 THEN 278

268 J=1680

278 FOR X=0 TO J+A+B

288 I=RND(®)

298 NEXT X

308 FOR N=1 10 J

318 FOR X=8 T0 A

328 TCX=INT(RND(@)+B+1)

338 NEXT ¥

348 FOR I=1 TO A+B+d

358 FOR X=1 TO A

368 F(X)=0

376 NEXT X

388 Fi=6

396 F2=0

480 PO=PEEK(16446)+PEEK(16417)4256-15368: IF POD=96@ THEN CLS
410 INPUT "GUESS";¥

420 IF W08 THEN 478

430 CLS: PO=8: FOR %=1 T0 -1

448 PRINTEPO+32, HCX, 1%, "HCK, 2)"="H(X, 3>

458 PO=P0+32: NEXT ¥

468 GOTO 418

47@ IF ¥=1 THEN 770

488 IF ¥=2 THEN 930

490 T1=Y

500 FOR X=1 TO A

516 MOGO=INT(T1/(10[ (A-X>)>

528 T4=T1-M(X)*(10L (A-X)I+C(SONCA-(X+1))~1 )%~ 5)

338 IF M(X){4 THEN 558

J48 IF M(X)<{B+i THEN 578

550 PRINT "BRD NUMBER IN"V;CHR$(8); " "

560 GOTO 250

578 IF MCRDOT(R) THEN 600

588 F(X)=1

556 Fi=Fi+1

608 NEXT ¥

618 IF Fi=A THEN 838

628 FOR ¥=1 TG 8

638 IF T(¥)=M(Y) THEN 710

648 FOR %=1 T0O A

658 IF M(YIOT(X) THEN 708

660 IF F(X)=1 THEN 768

670 F(X)=1

680 F2=F2+1

698 GOTO 718

780 NEXT ¥

716 NEXT ¥

728 PRINTEP0+32, F1“ "F2

738 H(L 1)=F1

7dp H(I, 2)=F2

758 H(L 3)=v

768 NEXT I

7768 I=A-1+B+1

788 v=0

798 FOR %=1 TO R

868 Y=Y+T(Rd*(10[ (A-X))

818 NEXT ¥

820 FOR TI=1 TO 16@0: NEXT: CLS: PRINT "ANSWER IS"V;CHR$(8);" ©
830 5=5+]

848 PRINT I; "TRIES, *; S/N; "AVERRGE FOR"; N

858 Y=INT(RND(R)I*I)

86@ Y=INT(H(Y, 2/1824+4+RND(B))

§78 FOR ¥=1 T0 ¥+1

880 I=RND(®)

898 NEXT X

988 NEXT N

31@ PRINT. INPUT "RUN AGRIN";S$

528 IF LEFT$(S$, 1)="y" THEN 456 103

938 END



The original invent on of Mastermind is credited to an
amateur mathematician, Mordechai Meirovich, who first
displayed it at the 197 1 Nurenburg Toy Fair.* Rights to the
game were bought b Invicta who had moderate success
with the game for 2V years until the Christmas season of
1975 when it was the most popular packaged game. Sales
surpassed even the o'd standby, Monopoly.

In its most basic fo ' m. Mastermind consists of a plastic
game board, a dozen or so pegs which can be grouped into
six basic colors, and twvo groups of black and white key pegs
(sometimes called " nference pegs™.) The game board
resembles the figure ndelow.

key-peg slots

NN .

\S\ \i‘\\:( ’:r\\_}\ S’é\ & hidden code
] O OO0
*x 1 O O O O [\active plaver's guesses

X A (total of 10 frames)

<O 000
10000

o o

[ 1]
LY »
Y 13

O O00

X X

The game is played by two people, whom we shall
designate as the "act ve'' player and the "'passive’ plaver.
The first step before p ay actually commences isto have the
passive plaver (in our case, the computerj choose a total of
four colored pegs at raindom from any of the six basic color
groups (duplicate cclors allowed, of course.] He then
conceals these colors from the active player by placing the
four pegs in the “hidd 2n code ’portion of the game board. It
is now up to the active player to determine, in ten moves or
less, the exact color ¢ nd location of each of the four pegs
comprising the hidde code.

To aid the active pliyer in determining the hidden code.
the passive player mu st award the active player a number of
key pegs (inference pe gs} after each guess, accordingtothe
following scheme: for each peg in the active player's
current guess which corresponds exactly {in color and posi-

*Ed. Note—

To anyone familiar with ¢ vildren’s games, it is obvious that Mastermindis
simply a commercial adapt ation (using colors rather than numbers) of the
game Bulls and Cows. This game, much more popular in England than the
U.S. 15 not, to my knowledgr . commercially packaged —DHA.
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tion) to & 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 squére is arbitrary since the relative position of the key
peg carries no meaning. Clearly, when four black pegs are
obtained, the hidden code is broken.

Secondly, the passive player must place one white key
peg in the current key-peg square for each peg in the active
player’'s current guess which matches (in color, but not
position} a peg in the hidden code. Keep in mind 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 cclor peg in position 1 of the current guess matches
the color of the peg in position 4 of the hidden code. But
since the /ocation of the green peg is not exact, oniy awhite
peg is awarded. The blue and purple pegs in positions 3 and
4, respectively, of the current guess do not match either the
color or position of the remaining pegs in the hidden code
(positions 1 and 3) and hence, no other key pegs are
awarded.

1he game proceeds in this manner until the 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 to
print ou: a summary of the moves prior to the time that the
BOARD command was issued, including the guesses and
key pegs awarded for each frame. Some players find thatan
arrangement of frames such as that provided by BOARD is
easier to visualize and subsequently analyze. Beginners
will find it most useful.

The program and this description were written by David
G. Strubile of the University of Dayton. It first appeared in
Creative Computing, Mar/Apr 1976.



230 FOR ¥1=1 70 4

240 P4=PE+CHRE(CCAL)

258 NEXT W4

266 FOR P=1 T0 10

276 REM

280 PRINT "WOVE NUMBER":P;

296 INPUT G§: GOSUB 50

290 IF G$= "BORRD" THEN 3320

316 TF GE="GUIT" THEH (15. GOTO420

228 BS(PI=GE
236 GOSUE 568
248 IF B=4 THEN 1620
758 GOSUB 648
266 PRINT 8 "BLACK PEGS®
278 Y(P)=B
HRSTERHTHND 280 PRINT W; *WHITE PEGS"- GOSUB 59
COPYRIGHT 4979 CRERTIVE COHPUTIMG MORRISTOHH, NJ 398 Z(Pr=H
cls 400 NEXT P: (LS
HIT ENTER T0 START? . 419 PRINT "SORRY, YOU LOSE.*
cls 426 PRINT “THE CORRECT CODE WRS. *iP$
THE GRME OF WASTERMIND 438 PRINT:PRINT “HANT TO PLAY RAGRIN"
440 INPUT A%
COLOR CODES. 458 CLS
ReRED  O=ORRMGE  Y=YELLOW 466 1F LEFT$(AS, 1)="y" THEN CLEAR: GOSUB 58: GOTO 48
=GREEN  BeBLUE P=PURPLE 470 PRINT
488 END
HOVE NUHBER 1 > RRGG 498 REM COMPUTE BLACK PEGS
@ BLACK FPEGS 1 WHITE PEGS 508 FOR %=1 0 4
1OVE HUMBER 2 ° 00BB 548 GCKL)=RSCANIDS(GS, X4, 1))
8 BLACK PEGS 8 WHITE PEGS 520 NEST %1
HMOVE NUMBER 2 2 WYPP 538 £-8
1 BLACK PEGS 2 WHITE PEGS 348 FOR K=1 70 4
MOVE NUMBER 4 » YYPR 538 IF G(K) O C(K) THEN 570
1 BLACK PEGS 2 WHITE PEGS 560 B=B41
HOVE NUMBER 5 GYPP. 576 NEXT K
cls 588 RETURN
COLOR CODES. 590 REM COMPUTE WHITE PEGS
RRED  OsORRMGE  Y=VELLOM 600 FOR #1=1 70 4
G=GREEM  B=BLUE P=PURPLE 618 ROZD=ASCMIDEPE, XL, 40
620 NEXT Xt
HOVE NUMBER 3 2 Y¥PP 638 =0
1 BLACK PEGS 2 WHITE PEGS 646 FOR 1=1 70 4
MOVE NUMBER 4 ? YYPR 658 FOR J=1 10 4
1 BLACK PEGS 2 WHITE PEGS 668 IF G(I) O R(JY THEM 708
HOVE NUMBER 5 ° GYPP 676 Y=kl
B BLACK PEGS 2 WHITE PECS 686 R(I>=8
MOYE NUMBER 6 7 PYYR 3;3 g,? 518
¥ §
YOl HINY! 728 e
- ¢cls 738 RETURN
I 740 REM TRANSLATE COLOR CODES TO HUMERICS
WAHT TO PLRY AGRIN? WO. cis 76 1F ¥ O 1 THEN 798
760 ¥%=83
778 RETURN
780 IF % © 2 THEN 816
798 ¥=82
880 RETURN
818 IF % < 3 THEN 840
10 (LS. PRINTE412, “MASTERMIND® 828 %=88
20 PRINT: PRINT TRB(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOHH, NJ® 830 RETURN
73 PRINTE96A, % - INPUT "HIT ENTER TO START";R$: CLS 849 IF X O 4 THEN 879
49 GOSUB 5@: PRINT@228, . GOTO 120 956 ¥=79
58 LB=PEEK(1E416): HB=PEEK(16417) 968 RETURM
€8 PRINTEO, “THE GRYE OF MASTERMIND® 878 IF ¥ © 5 THEN 908
78 PRINT 298 ¥=71
3 PRINT "COLOR CODES:" 858 RETURH
98 FRINT * ReRED  O=ORRNGE  Y=YELLOW" 96 ¥=66
168 PRINT * G=GREEN  B=BLUE P=PLRPLE" 940 RETURN
148 POKEL6416, LB POKEL6417, HB: RETURN 920 REM PRINT BORRD SUMMRRY
126 DIM BS(18), ¥(40), 2(18) 939 Y=p-1
178 C(B)=4 249 (LS. PRINT "GUESS”, “BLACKS", "WHITES®
148 FOR N=1 T0 4 958 PRINT Hommms¥, Bommmen e
158 COD=INT(SHRD@IHL) 968 FOR 1=1 T0 ¥
169 HEXT H 978 PRINT BSCD), ™ ™i¥(D.* 52D
176 FOR =1 70 4 989 HEXT 1
180 H=COH) 998 PRINTR79, "PRESS AHY KEY TO CONTINUE®:
198 GOSUB 756 1608 IF INKEY$="" THEM 1000 ELSE CLS: PRINTG248,
758 LO=K 1018 GOSUB 50: GOTO 278
210 HEXT N 1620 PRINT "YU HIN!I®
220 P4="" 1838 GOTO 430
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Ready t¢: try something new? A game
that isn't like STARTREK or Siot
Machine? Then try MATPUZLE and
enjoy the 1rt of puzzle-making.

One benefit of puzzles is that they
help develap a pattern of logicin one's
thinking. {1 this puzzie you are given a
matrix of letters, up to 6x6, and a
board with dashes and anumber above
each of thz dashes.

The malrix represents the letters of
the words rou typedin, each having the
same leng h. The number of words and
the length of the words are both limited
to six, six words each six letters in
length, but, both vaiues don't have to
be the sam e. The letters are then put in
a matrix end randomly rearranged in
lines 210-<80.

The dashes on the board form the
places for each letter of each word to
be writtenr in after it has been
decipheredd. The number above each
dash, determined in lines 510-790, is
the sum of the coordinates of where the
letter of tnhat dash is located in the
matrix. The probiem in solving the
puzzie is that several coordinates have
the same sum.

Since the answers appear above the
puzzle itsclf, rip them off before you
giveitto a friend to try. They will have a
great time trying to figure out your
puzzie. Th2n let them make one foryou
or set up ut relay. The possibilities are
.almost endless.

The prcgram and description were
written by Dave Schroeder.

HATPUZELE

COPYRIGHT 1978 CREATIVE COMPUTING MORRISTOML WJ

DO YOU NEED INSTRUCTIONS? YES.

cls

HATPUZLE

THIS 15 A PUZZLE-MAKING GRHE.

YOU THPUT UP TO SIX KORDS, UP 1O 51X
LETTERS EACH, A EQUAL IN LENGTH.

THE COMPUTER HIL SCRAMBLE THEM AND
PRINT THEM IN A MATRIX. THE COMPUTER
HILL ALSO PRINT A CORRESPONDING NUMBER
BOARD.  WHEM IT STOPS TERR IT AND GIVE IT
TC & FRIEND.

HOH MANY HORDS 50 YOU WANT (UP T0 637 6

HOH MANY LETTERS IN ERCH WORD (MUST BE SAME, 6 LETTERS HAX)? 6.

TYPE ONE 6 LETTER HORD OM ERCH LINE
2 PARRITY
? DUPLEX
7 HATRIX
” NUMBER
? LENGTH
7 HOTHER.

cls

85 3 35 9 7

1
4 2 186§ 7 2
e o o en e 3
6 125 4 5 7 4
o o m 5

§

g 6 8 7 8 7

8§ 6 8 #4313 9

14 9 6§ 187
THE NUMBER ABOVE EACH DASH IS THE SUM OF THOD COORDINATES OF
THE POINT ON THE MATRIX WHERE THE CORRECT LETTER FOR THAT
SPOT WILL RPPEFR.  THE PROBLEM IS THAT THE S OF SOME

cis
85 3 35 & 7 122456
——————— 1URRIKZR
4 2 186 3 7 2HDANAL
e oo e e e SOTERNT
6 1225 4 35 7 4ILRETP
e e e SUBNEEH
8 6 8 7 % 7 6YHTPGR

8 6 8 19

14 9 6 187
SPOT WILL APPEFR.  THE PROBLEM IS THAT THE SUM OF SOME
COORDINATES ARE THE SAME SO SEVERAL LETTERS COULD FIT. SO
TRY KOW TO FIND WHAT HORDS WERE USED AND SOLVE THE PUZAE

(PRESS AHY KEY T END PROGRAM)

DO YOU KANT ANOTHER RUN? HO
RERDY
bR
cls
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18 CLEAR 1809: CLS: PRINTR442, “MATPUZZLE®

29 PRINT: PRINT TRB(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWYL WJ®
38 PRINTE960, **: - INPUT “DO YOU HEED INSTRUCTIONS®; 1%
48 DI R$(6),B46,6), C(6,6),C4(6, 6), D8(6)

58 IF LEFT$CIS, 1)="N" THEN CLS: GOTO 160

68 CLS: PRINT TAB(28); "MATPUZZLE™: PRINT

78 PRINT “THIS 1S R PUZZLE-MAKING GRNE "

€8 PRINT "YU INPUT UP TO SIX WORDS, UP TO SI¥”

98 FRINT "LETTERS EACH, AND EQUAL IN LENGTH *

180 PRINT “THE COMPUTER WILL SCRAMBLE THEM AND®

118 PRINT “PRINT THEM IN A MATRIX  THE COMPUTER °
128 PRINT "HILL ALSO PRINT A CORRESPONDING MUMBER"
138 PRINT "BORRD. HHEN IT STOPS TEAR IT AMND GIVE IT*
148 PRINT "0 fi FRIEWD. ®

158 PRINT

168 PRINT “HOH HANY KORDS DO YOU HANT <UP 10 &)%
178 PUT H

188 PRINT "HOH MANY LETTERS IN ERCH HORD (HUST BE SRME, 6 LETTERS MAX)™:
196 INPUT L

260 CLS: PRINT *TYPE ONE®;Ls "LETTER HORD ON EACH LINE®
216 FOR X=1 TOH

228 1NPUT RSN

230 HEXT %

249 FOR ¥=1 TO N

2B FR ¥=L TOL

268 CHCXL VIHIDS(RECK), ¥ 1)1 BSCL VI=HIDS(R$CR), ¥, 1)
270 NEXT ¥

288 NEXT X

298 PRINT

388 FOR Z=1 70 68

348 F=IHTCRID(B)#H1)

328 D=INT(RND(@) %)

338 G=INT(RND(B)+L41)

348 ESINT(RND(B)4L+1)

358 J$=BSCF, 6

368 BS(F, G3=B$(D, E)

378 B§(D, E)=3$

388 HEXT Z

399 CLS: PRINT TAB(42);

488 FR 4=1 TO L

418 PRINT 24 CHR$(8);

426 HEXT 24

438 PRINT

448 FOR 22=1 TOH

438 PRINT TAB(40); 22

4B FIR 3L T0L

478 PRINT B$CZ2, 3% ™

480 NEXT Z3

498 PRINT

568 NEXT 22
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SI6 FOR P={ TO L

526 FOR 6=1 TO W

538 T=0

S48 FOR k= TO U

S8 FRS=1L TOL

568 IF T=1 THEM 618

578 IF BE(R, SYOLS(, PYTHEN 648

588 CC@ PY=RsS

598 T=1

668 BH(R.S)=" *

€16 HEXT S

€28 NEXT R

638 HEXT @

648 NEXT P

€58 PRINT @3, "% FOR %=1 TO H

668 PRINT TAB(2)

€78 FIR H=L TO L

688 IF CCXM)>9 THEN 718

690 PRINT COLD; = %

788 GOTG 726

7148 PRINT CCL M)

728 NEXT H

738 PRINT CHR$(26); CHR$(29);

748 PRINT TRB(3);

THMFRM=LTOL

768 PRINT"— %

778 NEXT

780 PRINT CHR$C26); CHR$(29);

798 NEXT X

838 /PRINTE979, PRESS ANY KEV TO CONTINUE™

818 7IF INKEV$="" THEN 810 ELSE (1S

828 D$(1)="THE MUFBER RBOVE ERCH DASH IS THE SUM OF THO COORDINATES GF *
638 D§(2)= "THE POINT N THE MATRIX WHERE THE CORRECT LETTER FOR THAT ©
848 D$(2)= "SPOT WILL APPEAR. THE PROBLEM IS THAT THE SUM OF SOME *
838 D¥(4)= "COORDINATES ARE THE SAME SO SEVERAL LETTERS COULD FIT. S0 °
860 D$(3)= "TRY NOW TO FIND WHAT HORDS HERE USED AND SOLVE THE PUZZLE ®
£78 JJ=8

898 FIR 11=1 103

899 PRINT @ 784 + ([I1+64), STRING$(62,° ")

908 PRINT @ 784 + (II+64), DSCIJ+ID)

918 HEXT 11

928 JJ=JI+

938 FOR I1=1 70 2068: NEXT 11

948 IF JJO3 THEN 888

958 PRINT * (PRESS ANY KEY TO END PROGRAM)™;

968 RIS=INKEVS:IF Alg="" THEN 968

978 CLS:PRINT: PRINT °DO YOU HANT ANOTHER RUN™

588 INPUT V3%

998 IF LEFT$(Y9%, 1)="Y" THEN CLS: GOTO 168

1689 B



This is actually a two part game. In
the first part, the program generates
a maze through which you can try to
find your way

In the second part of the program a
near-sighted mouse is let loose in
the maze and explores until he finds
his way throu:jh. If you want to know
what near-sighted means, run the
program and isk to see the solution
step by ster as the mouse goes
through the mraze. If you elect not to
see each ste), you’ll simply get a
total solution for the maze itself.

With or without the mouse, it's a
fun program and the larger mazes are
frequently a real challenge to solve.

Maze is another program which
utilizes TRS-£0 graphics, so do not
be too confus:d by the sample run.

108

HAZE
COPYRIGHT 1978 CREATIVE COMPUTING MORRISTONN, NJ

cls

De: YOU HEED INSTRUCTIONS? YES.

cls

THIS PROGRAM HWILL SIMULATE R NEAR-SIGHTED HOUSE IN
RHAZE.  YOU SELECT THE DIFFICULTY FACTOR - SIZE!

THE DIMENSIONS MUST FALL IH THE RANGE HORIZ: ¢5-28)
VERT: (3-6). DIMENSIONS LESS THAN 5 ARE 700 TRIVIAL
ERCH MAZE 1S DIFFERENT, RND HAS ONLY ONE WRY THROUGH IT.

RHAT ARE YOUR DIMENSIONS (HORTZONTAL, VERTICAL)? 20,6

cls
00 YOU KAHT THE SOLUTION
cls
D0 YOU HANT TO SEE EACH STEP
cis
S
[idd . EERRG. BRAE.
[ JEEBRL....L L. .2 S
SRERENES. 22848, LB GRRUBERA. dN408 B8
...... BEOER AR B . ER L. 8. ...
. FHRES. FURRRGERIERRAY, . BiEED. GRS, BOREE.
............................... LE A X
. BF. BRRSE. BRRUE.
............................ L1 S )
. BHEED. BiRkSRNE.
................... B
. BEERRIIEHER.
......................................................... 28
DO Y0U HANT ANOTHER MAZE? .
cls




1 986 O ¥ GOT0 4296, 1538

zg gféﬂ& 1608 19 G0TO 1299

20 PRINT @ 414, "MAZE" 920 IF S=1 THEH 1478

4@ PRINT 9 IF Wk S~4)00 THEN 1130
56 PRINT TRB(7)"COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOMM, Ni* 949 IF R=H THEN 1050

€8 PRINT & 968, 950 IF WCRL 5)0% THEN 1850
76 THPUT*DO YOU HEED THSTRUCTIONS™ 1§ 966 1F SOV THEN 1000

89 FEM MOUSE TN MAZE - SOLUTION SECTION BY RICHRRD SCHRRL FMCT 978 IF Z=1 THEN 1678

99 REM ORIGINAL MAZE PROSRAM FROM "161 BASIC COMPUTER GRMES® 989 0=1

108 IF LEFT$CI$, 1)="Y* THEN CLS: GOTO 268 999 GOTO 1619

148 €L 1966 IF W(R, S+1306 THEN 1638
120 GOTO 199 1018 %=INT(RMD(B)3+1)

138 FRINT 1628 ON % GOTO 1368, 1438, 1538
148 FRINT *THIS PROGRAM WILL SIMULATE A NERR-SIGHTED MOUSE IN® 1072 X=IHT(RID(E)*2+1)

450 PRINT "R MFZE YU SELECT THE DIFFICULTY FACTOR - SIZE!® 1648 ON ¥ GOTO 1366, 1470
168 PRINT "THE DIMENSIONS MUST FALL IN THE RRNGE HORIZ: (5-26)" 1658 IF SOV THEN 1898

178 PRINT *VERT: (2-6). DIMENSIONS LESS THRN 5 ARE TOO TRIVIAL " 1669 IF Z=1 THEN 1128

180 FRINT "EACH BAZE 1S DIFFERENT, AND HAS ONLY ONE MRY THROUGH IT.° 1678 =1

19 PRINT 1686 GOTO 1169

268 PRINT "WHAT ARE YOUR DIMEHSIONS CHORTZONTRL, VERTICRL)™: 1890 IF WR, S+1)8 THEN 1420
216 CLEAR 160 REM ERASE ALL ARRAYS AND YARIABLE VALUES 1168 K=INT(RND(B)+2+1)

208 PUT H, ¥ 1418 O % GOTO 1368, 1538

278 FRINT CHR$(26)
248 H=INT(RBS(H)
258 Y=INT(RBS(VY)

268 IF HD=5 AHD H(=28 AND ¥0=3 AND V(=6 THEN 288

1120 GOTO 1360

14369 IF R=H THEH 1238

1146 IF R+ 5)08 THEM 1230
1459 1F S0V THEN 4498

278 G070 130 1166 IF Z=1 THEN 122

268 DIM KCH ¥), VG W) 1478 0=1

2% (LS 4168 GOTO 4206

369 0= 1498 IF W(R, S+1308 THEN 1226
16 Z=0 1260 ¥=INTCRHD(B)¥2+1)

328 %=INT(RND(B)#H)
3WFOR I=L TOH

240 IF I=X THEH 378

358 PRINT STRING$GS, 191)

1249 O ¥ GOTO 1439, 1528
1726 GOTO 1438

1228 IF SOV THEN 1276
1248 IF Z=1 THEM 468

368 GOTO 280 1236 G=1

270 PRINT CHR¢(191)" % 1266 GOTO 1260

388 NEXT I 1279 1F WCR, 5+1)08 THEN 468
290 PRINT CHR$(191) 1260 GOTO 1536

488 €= 1298 W(R-1, S)=C

418 HEK, 4=C 1306 C=C+

426 C=C+ 1316 YR-1, $)=2

428 R=X 1228 R=R-1

448 S=1 1226 IF C=Hsy+d THEN 1728
458 GOTO 568 1249 0=8

468 IF ROH THEN 540
478 IF SOV THEN 5@

1338 GOT0 568
1368 WCR, S-1)=C

428 =1 1378 C=C+1

498 S=1 1380 YR, S-1=1

548 GOTO 558 1398 S=6-1

918 R=1 1488 1F C=Ha¥+1 THEN 1738
528 §=5+1 1416 G=0

528 GOTO 558 1426 GOTO 568

548 R=R+1 1438 W(R+L, 9)=C

SSRUTF WCR: S)=8 THEN 468
560 IF R=1 THEM 529

378 IF WCR-1, 5308 THEN 920
598 IF S=1 THEW 730

998 IF HR S-1)008 THEN 730

1446 C=(+1

1456 IF Y(R, )=6 THEN 1459
1466 V(R S)=2

1478 GOT0 1490

1488 YR, S)=2

€60 IF R=H THEN ¢4¢ 1438 R=R+i
618 IF H(R+L, S)08 THEN 648 1506 IF C=Hiv+l THEN 1728
1516 G=0

628 A=INT(RND(@)43+1)

638 ON % GOTC 4296, 1366, 1430
€48 IF SOV THEN 686

636 IF Z=1 THEN 716

668 G=1

676 GOTO 690

688 IF WR, S+1)00 THEN 716
696 A=INTCRND(@)43+1)

788 (8 ¥ GOTO 1298, 1366, 1518
718 Z=INT(RHD(@M2+1)

728 O ¥ GOTO 1296, 1268

738 IF R=H THEN 848

746 IF WCR+L, S))6 THEM 849
738 IF SOV THEH 7%

vep IF Z=1 THEH 828

1520 GOTO 926

1526 IF 0=1 THEM 1629

T46 HOR, S+D=0

1556 C=C+1

1560 IF YR, 5)=0 THEN 1399
1578 YR, =2

1568 GOTO 1600

1598 V(R S)=L

1606 S=541

1618 IF T=Ha¥+i THEN 4720
1628 GUTO 366

1628 2=1

1648 IF YR, S)=0 THEN 1eg@
1658 YR $)=2

78 01 1666 G=0
780 5070 eee 1670 GOTO 468
730 IF H(R. S+1)>8 THEN 820 1686 WR S
860 R=INTCRD(B#240) 1638 0=4
€10 ON ¥ G070 1299, 1428, 1536 1760 R=1
826 ¥=INT(RND(8)#241) 1746 S=1

236 (N ¥ GOTO 1296, 1438
848 IF SOV THEN g2@

838 IF Z=1 THEH 910

2606 0=1

878 GOT0 6%

988 IF (R $+1008 THEN 916
898 X=INT(RND(B)%2+1)

109

1728 GOTO 538

1728 IF Z=1 THEN 1776

1746 R=INT(RND(@)#H)+1
1730 S=¥

1766 YR SR S+
1778 GOSUE 2826

1789 PRINT @ 960, "D0 YOU WANT THE SOLUTION™



1796 GOSLB 3168

1600 IF LEFTSCRS £)O®Y" THEN 3128

1816 PRINT @ 968 "DO YOU WANT TO SEE EACH STEP®:

1820 605UB 2469

1630 LS

1848 FOR I=1 TO |

1858 IF WL, )= THEN S=1: GOTO 2068

1868 WEXT 1

1870 REM NOW WE AN CLERR W ARRAY RS ENTRY POINT 15 FOUD.
1899 REM ELEMENT: IN ¥ ARE EITHER 8,42 OR 2

1899 REM @ 15 CL SED ON THE RIGHT AD AT THE BOTTON
1989 REM 1 1S CLSED O THE RIGHT

1918 REH 2 1S CL1SED ON THE BOTTON

1920 REM 7 15 0P N ON THE RIGHT AND AT THE BOTTON

1936 REM DIRECTI HS WILL BE CODED:

1940 REH 1 U

1950 REM 2 DO

1966 SEH 4

1978 RIGHT

1980 REH § LET

1999 REM SCAN v RRAY FOR POSSIBLE MOVES IN ALL DIRECTIONS
7688 FOR 1=1 10

2010 FOR J=4 10

2828 H(L, D=8

2028 REH TRY P

2646 IF J=1 THEN 2870

2858 IF V(I J-1 =1 OR YCL, J-0)=3 THEN WCL =il st
2668 REM TRY DO

676 IF J=v THEN 2460

7080 IF (L D= R WL, D=3 THEN WKL D=icL De2
2890 REH TRY RIG T

2468 IF 1=H THEN 2430

M40 IF YL D= OR W1, D=3 THEN WL D=L, Ded
2426 REM TRY LEF

2438 IF 1=1 THEN 2456

4B TF Y(I-4 J =2 OR ¥CI-1 D=3 THEN WCL DD=CL 1048
2150 NEXT I

68 NEXT 1

2476 FOR 1=1 101

288 IF V(L W= OR Y1, ¥)=3 THEN WCT, V)=HCL, ¥)42: E<I: GOTO 2248
2199 NEXT 1

228 REM HAVE TO GO DOMM FIRST

2740 v

2228 %<5

7228 WX VR Vi

2240 REM CHECK FIR POSSIBLE DIRECTIONS NOK...

2250 IF Y=Y AD { =E THEN PRINT: GOSUB 2758: GOTO 3129
2968 GOSUE 2779

278 PEM CHECK (SSIBLE DIRECTIONS

2289 IF GIGL ¥ AD 2 O & THE 2378

2298 IF GUCY 9) AHD ) O 0 THEN 2478

700 IF QI ¥) RO 8 O 8 THEN 2538

2340 IF GHK ¥) AND 1) O 8 THEN 2630

2328 GOTO 2250

2338 IF V(K ¥4 03) AND CGHCX ) AID 13)=8) THEN 2260
7340 IF Yot Vo4 53 THEN 2299

7350 Yy

7360 Y% VL e

7378 GOTO 2250

7208 V(% VL V-4

239 WO VO=GHG . ) AND 120

2480 Y=L

2419 WY YI=CHG . YY) AND 140

7426 GOTO 2250

2430 1F (YL C0D) AND CCICK YD @D 1)=8) THEN 2468
2448 IF Voisl V)2 THEN 2260

2458 ¥=¥st

2468 V(% VI D+

2478 G010 2258

2488 Y% VKL -4

110

2490 H{(K, V=K ¥ /D 1D

2508 =4+
2518 HEK, =L V) #D 7)

2520 GOTQ 2238

2538 IF V(-4 ¥303) AHD (CR(K: ¥) AHD 7)=0) THEN 258@
2548 IF V(-1 1203 THEN 2318

2558 R=¥-1

2568 VO, YI=V(E D4

2578 G010 2258

2580 V(X D=V V-4

2598 HCX I=(H% ¥) AND 7D

2660 B=X-1

2618 (X M=K V3 AND 1)

2620 GOTO 2258

2636 IF (V(X%, ¥-0003) AD (L ¥) RND 14)=8) THEN 2628
2648 1F YO, ¥-1)07 THEN 2280

2650 v=Y-1

2668 Y%, D=V VA

2670 G010 2250

2688 ¥ VIV, V-4

2638 WO, V=K V) AD 44)

2788 Y=v-1

2718 WK =% ) AD 1)

2726 GOTO 2259

2738 IF LEFT$(RE, )OTY" THEN RETURN

2748 PRINT

2T FR =L TOH

2760 IF 1=5 THEN 2796

2770 PRINT STRINGS$(3, 191);

2788 GOTO 2808

2798 PRINT CHR$CAS1)*#E™;

2608 NEXT 1

2810 PRINT CHR$(1S1)

BWBFORJLTOV

2830 PRINT CHR$(191);

2640 FOR I=1 TO H

2850 IF ¥(I, 7003 THEN Z=W(1, J)-4: GOTO 2878
2860 2=W(1, 1)

2678 IF Z<2 THEN 2920

2888 IF ZOW(L, J) AND Y(I+1, J)O3 THEN PRINT “##8°; - GOTO 2946
2898 IF 2OW(I, J) THEN PRINT "#§ “; . GOTO 2948
2908 PRINT * ™

2916 GOTO 2948

2926 IF 20%(1, 1) THEN PRINT “#8° CHR$(191); - GOTO 2948
2938 PRINT © ° CHRE(19L);

2940 NEXT 1

2958 PRINT

2968 FIR I=L TOH

278 IF ¥(1, )O3 THEN Z=¥(1, J)-4: GOTO 2990
2968 Z=W(L

2990 IF 7=8 THEM 3u68

808 IF 2=2 THEN 3860

30916 IF ZOV(L 1> AND J=V THEN PRINT CHR$(1S1)*##" . GOTO 3878
3826 1F J=V THEN 3840

2038 IF ZOWCL ) AND (1. J+0)D3 THEN PRINT CHR$CAS)“#": . GOTO 3678
3648 PRINT CHR$(19D)" ™

3950 GOTO 2876

3866 PRINT STRINGS(3, 191)

3876 NEXT 1

2080 PRINT CHR$(1SD)

3896 NEXT J

2166 PRINT @ 8, "%

3116 RETURN

3126 PRINT @ 968, “DO YOU KANT ANOTHER MAZE™:
3430 INPUT A%

2446 IF LEFT$(R$, 1)="Y" THEN PRINT = GOTO 268
3158 EXD

3160 A¢=TNKEYS

3470 IF A$="" THEM 3160

3189 RETURN



Millionaire

HILLIONAIRE
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTONM, NJ

cis
DO YOU MEED IMGTRUCTICRS? VES_

cls
THIS 1S THE GRIE OF ‘MILLIOMRIRE ALL YOU WUST OO IS
TYPE IN VOUR HAME AND ANCHER SOME QUESTIONS. THE
DECISIONS YOU MRKE WILL DETERMINE HOW WUCH HONEY YOU
WAKE. AT THE TIME OF YOUR DERTH, YOUR LIFE HILL BE
RATED BY THE RMOUNT OF HOMEY YOU MADE THROUGHOUT
YOUR LIFE  IF YOU HAVE MADE $1,000, 008, YOU RILL BE
i HILLIONAIRE AND WIN THE GAME.

PRESS ANY KEY TO CONTINUE
cis

WHAT IS YOUR NARE ° CHRIS.
cls

0.K ., CHRIS, THIS IS YOUR HENW LIFE!

In this game, _the compgtertakes you IN R SHALL TOH ON JUL 17, 1988, ORRIS IS BORML
through your life from birth to death. YOLR PRRENTS RRE YERY RICH. ON fPR 8, 1999, YOU
Along the way, you're asked to make LERVE HORE HITH $ 11899 v0U GOT R JOB RS A TERCHER
some petty and some other rather e e
crucialp de};:isions Some of these YOU OIET YR o0 7 Cat

cle - ﬁ i S PRESS AHY KEY T0 CONTINUE

decisions regard what kind of job you cls
want, how much you bet in Las Vegas, e - LG
whether you buy a valuable coin, w PHOTER J06 FIR YOU LIE T0 HOOLIGRT? ¥E5
whether you elect to take a vacation or ' cls
a second job, stock purchases— DEC 25, 2608
buying and selling, automobile ac- Y0U RRE OFFERED RHOTHER J0B FOR WOULD YOU LIKE T0 HOQMLIGHT? VES
cidents, tornadoes, and the iike. YOU MO 1R ¢ uossmss Y KEY TO CONTINE

At the end of your life (it goes by ina cls
flash!) the computer tallies up your WL 25, 2085
gains and your losses and tells you Yoy FRE OFFERED R COIN SUPPOSEDLY WORTH $109, 606,
where you stand relative to becominga D0 YOU B 12 485
millionaire. In ten plays of the game, THE YRLUE OF THE COIN IS § 49837
the most we ever got was $379,000, YOU HOH HRVE $-39064
somewhat short of being a millionaire, YOUR EARAINGS D EXPENSES LERVE YOU KITH § 31416
but probably, all things considered, FRESS R YEY TO CONTINGE
more realistic. FEB 23, 2014 e

Mllhonalre ~was conceived and Y0U GO TO LAS VEGRS TO GAMBLE.  HOW HMUCH DO VOU BET? 106680
written by Craig Gunnett, a dreamer to
the very end. HR® HA! YOU LOST § 5625 .

YOU HOW HAYE $ 25791
YOUR ERRNINGS AND EXPENSES LERVE YOU KITH $ 152655 |
PRESS AHY KEY 10 CONTINUE
cls

DEC 12, 2823
YOU ARE SERIOUSLY SICK  (COULDH‘T TELL, COULD YOU?)
YOU HAVE COMPUTERITIS.
HERLTH EXPENSES COST YOU # 835
VU HOH HAVE 4 151828 .
YOUR ERRNINGS RND EXPENSES LERVE YOU HITH § 278684
PRESS RifY KEY T0 CONTINE
cis

OCT 24, 2034
GH! YOU JUST GOT LEUKENIR  MEDICAL BILLS ARE ¢ 2386 .
YOU HOH HAVE § 276378
YOUR ERRNINGS RND EXPENSES LERVE VOU HITH ¢ 389146 .
PRESS RHNY KEY TO CONTINUE
cls

JW. 9, 2039
THE DOCTOR SAYS YOU MEED R YACATION DO YOU GO7 VES

GOOD, THE VACRTION COSTS § 2967
YOU HOH HAVE & 386179
YOUR ERRNINGS AND EXPENSES LEAVE YOU HITH § 498947
PRESS RNY KEY TO CONTINUE
cls

P 8, 2848
L] STOCK HAME PRICE  SHARES OWMED
1 1BM (INCREDIBLY BRD HACHINES) 143
2 USS (USELESS & STINKY STEEL) 136
3 HCR (HO CRSH RETURN) 141
4 THA (TOTAL WRECK AIRLINES) 446

® ®®®

cls

111



@Y, (SHELL(3188 FE ), R DO QDOTHING 78
STOCK & AID QUANTITY? 1,25,

SEP 8, 2848

] STOCK N PRICE  SHARES OWMED
1 1B (INCREDIBLY BRD HACHINES) 143 %

2 USS (USELESS & STINY STEEL) 136 8

3 NCR (MO CASH RETURN: 144 ]

4 Ten (TOTAL WRECK RIALINES) 146 8

— 8

BN, (SXELL{$188 FE2), (R DO CQDOTHING 7B
STOCK # AND GUANTITY" 4,40_

SEP 8, 2048

H STOCK MRIE PRICE  SHARES QHED
1 1B (INCREDIBLY BR HACHINES) 143 %

2 USS (USELESS & ST KY STEEL) 136 8

3 NCR (N9 CRSH RETUR) 14 8

4 THA (TOTAL IRECK RIRLINES) 146 18

e G118
@O, (DELL($168 FIE), OR DO CHOOTHING 7B
STOCK & AND QUANTITY 258

SEP 8, 2048

§ STOCK MR E PRICE  SHARES QWED
1 184 C(INCREDIBLY BA - HACHINES) 143 sl

2 USS (USELESS & STIIKY STEELY 136 58

3 HCR (N CASH RETR D 144 8

4 THA (TOTAL WRECK A RLDNES) 146 10

e CIS
Y, (SELL($468 F E), OR DO CQDOTHING
YOUR ERRNINGS AND EX’ENSES LERVE YOU HITH § 613676

F 2SS ANY KEY TO CONTINE
JRR 7, 284
§ STOK K E PRICE  SHARES OWNED
4 TG (IHCREDIBLY Bf ) MACHINES) 139 s
2 S5 (USELESS & STI¥Y STEEL) 124 56
2 MR (NO CASH RETUTID 136 8
4 THR CTOTAL WRECK (IRLINES) 132 18

HITH STOCK VALUE YOI HRVE & 624671
CLOGE, CHRIS. HAYBL MEXT LIFE.
THRIKS FOR PLAYING MILLIONAIRE’. CHRIS!!M!

RERDY
>

ClB e

18 AS
28 PRINT @ 418, "NIL .IOMAIRE”
38 PRINT

48 PRINT TRB(7)"COF RIGHT 1979 CRERTIVE COIPUTING MORRISTORL, MJ®

59 PRINT € 968, "™

60 INPUTDO YOU NEE + INSTRUCTIONS"; I$

78 IF LEFT$CI$, 1)='N" THEN 218

83 REM  MILLIONAI € BY CRAIG GURENETT

% S

166 PRINT TRB(28); ™ + HILLIONAIRE »”

116 PRINT

126 PRINT®THIS IS T4F GAME OF "HILLIONAIRE’. ALL YOU MUST DO IS®
136 PRINT *TYPE IN /OLR NAVE AHD ANSHER SORE QUESTIONS. THE®
140 PRINT "DECISION 5 Y0U MAKE HILL DETERMINE HOM HUCH HOMEY YOU*
456 PRINT "HAKE. [ THE TIME OF YOUR DEATH, VOUR LIFE WILL BE'
166 PRINT “RATED B\ THE RHOUNT OF HOMEY YOU HRDE THROUGHOUT®
170 PRINT *VOUR LIF 2 IF VOU HAVE HRDE $1,688,000, VOU HILL BE"
186 PRINT "A HILLICRIRE AND KIN THE GRIE.*

190 PRINT @ 979, "PF 355 ANY KEY TO CONTINUE™:

200 1F INKEVS =** " HEN 289

210 05

220 PRINT @ 256, %"

230 IPUT'RIAT IS ' OUR HRME ™R8

249 LET 0=-1

253 DIH R$(20), 2§ 1), ME(36), S(9), QU16)

260 FOR I=1 T0 4

270 LET S(D=158

112

200 XTI

298 OGS

368 PRINT * 0.K, ";R%" THIS IS YOUR NEM LIFE!®
310 LET Hé=" IR EBHARAPRMAY JUNJUL AUGSEPOCTHOYDEC”

328 IF RID(). 5 GOTO 359

338 PRINT "N £ BIG FRRH®

348 GOT0 368

358 PRINT “IN £ SHALL TOHN";

368 LET T=INT(D(@) i)+

378 PRINT * O *;HIDSCHS, 3+T-2, 3% INT(RID(@)*28)+L CHR$(B: ", 1989,%

388 PRINT * *fif° 15 BORN. "

398 PRINT *YOUR PRRENTS ARE YERY ©
408 IF RID(OY). 5 GOT0 448

440 PRINT "RICH ™

426 LET HeINT(11D(8)#5068)+10088

438 GOTO 468

448 PRINT °POOL ™

458 LET H=INT(( RID(B)+RHD(8))/2+1638)
468 LET T=INT(RD(@)#12)+1

478 LET ¥=4996+ INT(RHD(8)#18)

489 PRINT “0N “/MIDECHS, T#3-2, 3); T#2 CHRS() " "V CHR8(BX:", YOU*

49 PRINT “LERVE HOLE WITH ™

586 PRINT °$*; T (Hd00)/408;

548 LET Y=Y+ INT(RID(O)¥D)4L

520 GOS8 8¢

538 FOR J=4 TC 12

549 IF (J/3)-THT(J/3HE-8 THEN GOSUB 879
LET D=INT(284UD(8) )41

LET Mi=( INTCI2HRID() 4R

GOSUB 3038

PRINT HIDBCHS, Mi-20 3); D CHR$(BX ™™
IF Y-1963(78 GOTO €48

IF RIDC)). 5 GOT0 648

PRINT *vOU RRE DERD (COULDNT TELL, COILD YOU?) AT THE®
PRINT *fiGE OF%;¥-1988; CHR$(B); ™"
GOTO 2903

IF D=8 G0TC 690

LET I=H0¢ 878Y9%(-1))

LET Het1

PRINT *THE INTEREST OH YOUR LORN IS ™
689 PRINT "$": INT(108+1)/108

698  LET G=INTCA3+RID(BIHL)

IF @(@)=1 GOTO 698

746 LET (@)=L

726 O Q GOT0 1428, 1269, 1488, 1540, 1640, 18%0, 2610
738 ON (0-7) GOTO 2369, 2479, 2620, 2760, 2820, 2868
749 PRINT "/0U NCW HRVE *:

758 PRINT "$"; INT(}+408)/100;

768 PRINT *.°

776 IF 0=-2 GOTO 2816

788 IF J=1 GOTO 838

798 LET MHL(E-LIWD

828  PRINT "VOLR ERRNINGS RHD EWPENSES LERVE YOU HITH %
818 PRINT *$*; INT(1i+109)/108;

820 PRINT =.°

838 LET Yo=INT(RID(OI*E)4S

848 LET Y=v+¥8

898 REXT J

868 GOTO 618

870 REX jog S8

960 PRINT "YU GOT R JOBRS R ™

98 N RND(S; GOTO 909, 938, 968, 999, 1828
989 PRINT “TERCHER™:

916 LET E=INi(RHD(B)#4008)+17688

928 GOTO 1840

938 PRINT *LIIKVER™:

949 LET E=INI(RID(B)*48008! )+80008!

958 GOTO 1640

968 PRINT *CUIPUTER PROGRAIFER™

978 LET E=INT(RID(9)¥3683)+20808

989 GOTO 1840

998 PRINT "BJ5 DRIVER";

1600 LET E=DiT(RID(0)#2008)+16080

1618 GOTC 160

4829 PRINT "FOOTBRLL PLAVER™:

4638 LET E=1IT(RND(0)+160009! )+186008!

1648 LET C=E-18880+INT(( RND(Q)+RID(6))+5088)
1858 PRINT © * CHR$(13)"VOU EFRN ™

1668 PRINT *5% INT(E+468)/18%;

1678 PRINT ° R YEAR *

1889 PRINT "YU RDJUST YOUR EXPENSES TO *
1898 PRINT *57; INT(168+0)/108;

83388888984
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1188 PRINT® R VERR °

1140 RETURN

1420 PRINT "Y0U GO TO LAS VEGRS TO GRMBLE.  HOM MUCH DO YOU BET™;
1438 INPUT S

1148 PRINT

1158 IF S<=6 GOTO 1278

1168 IF RHD(8).7 GOTO 1228

178 LET 52=-INT(RHD()#5)

1189 PRINT "HA! HA! YOU LOST *:

1498 PRINT "$"; INT(52+160)/468+-1;

1260 PRINT *.*

1216 GOTO 1268

1228 LET S2=INT(( RM(@)+RHD(B))45)
1238 PRINT "YOU KON =

1248 PRINT "$*; INT(S2+108)/408;

1250 PRINT * *

1268 LET H=M+S2

1278 GOT0 740

1288 PRINT “YOU ARE OFFERED R COIN SUPPOSEDLY HORTH $160, 0608, °
1258 PRINT °D0 YU BUY IT%:

1388 NPT 2%

1348 Z¢=LEFTSCZS, O

13208 PRINT

1338 LET Y7=INT(RND(8)+208088! )+1

1348 IF Z§O"Y™ GOTO 4368

1358 LET H=H-100808'4v7

1368 PRINT “THE VALUE OF THE COIN IS %

1378 PRINT *$*; INT(¥r+180)/108;

1388 PRINT =, °

1399 GOT0 748

1468 PRINT "YOU PRE SERTOUSLY SICK  (COULDN‘T TELL, COWLD YOU?)*
1418 PRINT "YOU HAVE ™

1420 0N (INTCRID(8)+3)41) GOTD 1458, 1478

1438 PRINT "THE RSIO-DISPEPSIA REGIGHALY HYPNOTIC FLU! (OH'). ®
1448 GOTO 1489

1458 PRINT "COMPUTERITIS. *

1466 GOTO 1488

1478 PRINT °INFECTIOUS FATALY REOCCURING CHRONIC BRD BREATH
1488 LET U=INT(RND(8)+1660)+508

1498 LET Hei-y

1308 PRINT *HEALTH EXPENSES COST YOU ™

1548 PRINT "$*; INT1:+488)/168;

1520 PRINT * *

1338 GOTO 748

1348 LET F=INT(RND(8)+1880898!)

1558 LET CB=INT(F/2)-INT(RHD(BY*(F/2))

1368 PRINT *YOUR GRANDFRTHER GROVERS JUST DIED. (GH!) HE LEFT®
1578 PRINT "voy *:

1588 PRINT "$"; INT(Fx108)/168;

1398 PRINT ", BUT FUNERAL EXPENSES ARE *;

1688 PRINT *$*; INT(CO+100)/100;

1618 PRINT" »

1620 LET HH-CB4+F

1638 GOT0 740

1648 IF E=8 GOTO 1120

113



4638 FRINT "NEMS FROM 'OUR BOSS:"

1666 ON ¢ INTCRND(8)#3 1+1) GOTO 1768, 188@

1678 LET L=INTCRND(@) 1809)+1

1689 LET E=£-L

1690 PRINT "YOU GOT A %

1768 PRINT *$"; INT(L#4 30)/188;

4746 PRINT™ DECRERSE 14 PRY.®

1720 FRINT*YOU NOW ERF L %5

1738 FRINT *$*; INTCEX] 38)/188;

1748 FRINT™. ®

1758 GOT0 748

1768 PRINT "YOU‘RE FII ED! (HAD®
~1778 LET £-0

1789 LET C=INT(C/4)

1758 GOTO 748

4896 LET R6=INT(RND(: ¢5889)+1

1810 LET EE4RS

1828 PRINT "Y0U GOT R RAISE OF %

1838 PRINT "$%; INT(RE: 168)/108;

1848 PRINT®. * CHR$(10:; *YOU HOH EARN *

1850 PRINT "$"; INT(E%: 88)/100;

1868 PRINT". ®

1678 GOTO 749

4858 PRINT *THE-DOCTO : SRYS YOU HEED R VRCRTION. DO YOU G0%
1898 INPUT 28

1980 Z¢=LEFT$(Z8, 1)

1910 PRINT

1920 LET V=INT(RND(B) :2068)+1628

4938 IF Z4="H" GOTO 130

4948 PRINT "GOOD, THE YRCRTION COSTS

1958 PRINT 47 INT(V+ 88)/188;

1968 PRINT °.°

1978 GOTO 19%

1988 PRINT *Y0U JUST D A MERVOUS BREAKDOHL MEDICAL COSTS *
1998 LET fi=tt-¥

2800 GOTO 748

2648 FOR I=1 70 4

2028 LET SCD=INTCC INT(RND(@)+180)+188+245(1)) /%)

2038 NEXT |

20848 FOR I=1 70 1688

2056 NEXT

2068 PRINT @ €4,7% STOCK NAFE
2070 PRINT"— e - —
2680 PRINT™L 1BM (IN(EDIBLY BAD MACHINES)";S(1);" i 5(5)
2898 PRINT*2 USS (USE ESS & STINKY STEEL) " 5(2):° 5 5€6)
2168 PRINT™3 1R (N0 RSH RETURN) e 550
2416 PRINT*4 THR (TOT 3L WRECK RIRLINES) % 5(4)%* *35(8)
2128 PRINT OHR$(3L);

2439 IF S(9)=1 GOTO . 48

2149 PRINT € 532, "B, ¥, (SELL($188 FEE), OR DO QDOTHING 2° CHR$(50);

2158 Z4=1NEY$

2168 IF 2¢="" THEN 250

2178 PRINT CHR$(B); & ¢

2189 1F Z$="5" GOTO { 268

2199 IF 24="N° GOT0 : 328

2208 PRINT *STOCK & | HD GURNTITY®;
218 IHPUT 53, S(8)

2208 LET 5(4+53)=5(4 53)+5(8)
2230 LET 0=-2

2248 LET HH-5(S3)45:0)-468

2258 GOTO 2669

2268 PRINT "STOCK 4§ 1 1D QURNTITY™:
2276 INPUT S2, S5

2268 IF SSYS(4452) G 10 2260

2298 LET 5(4452)=5(4 52)-55

2388 LET H=Hi5(52)45 ~168

2316 GOTO 2448

2326 LET S4=5(5)45(6 +5(7)45(8)
2338 IF S0 GOTO 781

2340 LET 0=-1

2356 GOT0 786

2368 PRINT "KEMS FLA H!!! ®

2376 IF RD(EY. 5 TH N 2408

2388 PRINT "R TORMAD 1 HAS JUST HIT THE HOXE OF *ifi%:°.*
2396 GOTO 2448

2489 PRINT "FN AIRPL BE HAS JUST CRASHED INTO THE HOYE OF ™f%i" "
2416 LET DE=INT(RID( 1)¥580809! )41
24290 LET W=H-D8

2436 PRINT *DAMAGES {AVE BEEN ESTIMATED AT *
2446 PRINT 47 INT([ 3+180)/168;
243 PRINT °.°

PRICE  SHARES OWNED”

2460 G0T0 748

2478 PRINT "OH! YOU .UST GOT ™

2488 1F ¥-1988(55 G070 2548

2499 IF RD(8)). 4 G010 2528

2588 PRINT "CRHCER™:

2518 GOT0 2556

2526 PRINT "R HEART ATTACK™:

2539 GOTO 2558

2548 PRINT "LEVKEMIA":

2558 LET M2=INT(RID(7)¥5066)+1089

2568 LET B2

2578 PRINT . WEDICL BILLS ARE

2588 PRINT *$"; INT(H2+100)/168;

2598 PRINT *.°

2688 IF RID(B)C. S GOT0 610

2616 GOTO 748

2629 PRINT *v0U JUST HRD A CAR RCCIDENT! MEDICAL COSTS
2630 LET M3=INT(RID(0)*3009)+1880

2648 LET Q7=INT(RHD(D)#3808)+188

2658 PRINT “HRE ™

2668 PRINT "$*; INT(F2+108)/180;

2678 PRINT °. REPAIRS COST ™

2688 LET H=H-3-Q7

2638 GOTO 748

2788 IF £=8 GOT0 158

2748 LET E2=10800+ [HT(RID(8)+3060)

2728 PRINT *VOU ARE (FFERED AHOTHER JOB FIR *
2738 PRINT *HOULD Y% LIKE TO MOOHLIGHT™

2748 TNPUT 2%

2758 PRINT

2768 IF LEFT$(ZS, 40="N" THEN 748

2776 (0 INT(RND(@)%)) GOTQ 1768, 2888

2788 LET E=E+E2

2798 GOTO 748

2690 PRINT "FROM OVERHORK VOU GET *

2810 GOTO 2528

2820 LET R2=IHT(RND(D)+1€0080)+5600

2838 LET Helt-R2

2840 PRINT °YOUR HO'E HAS BEEN ROBBED (F GOODS HORTH %
2859 GOTO 748

2868 IF 0=-1 GOTO 1538

2878 IF RAD(8)>.7 GOTO 1888

2888 LET BA=INT(RND(0)#4)

2899 PRINT °STOCK HARKET CRAGH!!! ERCK OF YOUR®;S1; "SHARES OF°
2989 PRINT *STOCK IS HORTH ™

2518 PRINT "$"; INT(B4+180)/108;

2928 PRINT ® FOR R TOTAL OF %

2938 PRINT ®$*; INT((S1#B4)+168)/108;

2948 PRINT *.*

2958 LET W=iG1s84

2960 LET 0=-1

2978 GOTO 748

2986 PRINT "YOU HAD *:

2998 PRINT =$*; INT(/{+168)/188;

3000 PRINT ©.°

3848 IF 0=-1 GOTO 388

3028 LET S(9)=1

3638 GOT0 2610

3640 LET HetS(1)#5()HS()#5(E)45(H5(7IH5(4)%5(8)
3056 PRINT *KITH STOCK YRLUE YOU HRYE *;

3868 PRINT "$*; INT:11+168)/180;

3878 PRINT ° ©

3889 IF HKB GOTO 1138

3990 IF HCSBB088! 20T0 2468

3400 IF H(IE+B6 GO0 3188

31406 PRINT RS " HO:U!! YOU RRE A HILLIONRIRE!!"
3120 GOTO 3199

3438 PRINT "YOU LOJSY 4//%!71 NOW YOUR POOR FRHILY HAS TO PRY®
3440 PRINT *0FF YOORDEETS............ooiinnins *
3158 GOTO 3198

3168 PRINT “NOT BFD, *iR$i™. "

3478 GOTO 3198

3488 PRINT "CLOSE, "ifi$;"  MRYBE MNEXT LIFE "
3198 PRINT °THANKS FOR PLRYING “WILLIOHRIRE, ";R%i*!!*
3288 PRINT

3218 PRINT

2208 £

3238 PRINT @ 979, "FRESS RMY KEY TO CONTIMUE®:
3249 IF INKEVS ="* THEN 3248

3298 (1S

3268 RETURN
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Minotaur

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
line. Hint: keep ata slight diagonal from
the minotaur until you are ready to
throw your spear at him andyou havea
better chance of avoiding his charges.
If you ask for amap, the axes are drawn
in with X's. This does not indicate a
barrier or fence; you are free to move
across the X and Y coordinate planes.
However, you are advised not to move
out of any of the four edges as this
represents yet a different form of
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 Kiausler.

HMINOTRUR
CRERTIVE COMFUTING, !:DRRISTOWL NEW JERSEY

Cis
DO YOU HANT TO BE THE MINOTAUR %HRPPION? Y.
cis

YOU HUST BERT A SCORE OF 20,

......................... HINOTAUR .. ...

DO YOU NEED INSTRUCTIONS? Y.
cls

THE OBJECT OF THE GAME IS T0 KILL THE MINOGTAR

THE CAVERN OF THE HINOTAUR IS IN THREE
LEVELS.  EACH LEVEL IS R COORDINATE PLANE.
GUTSIDE OF THE LEVELS THERE IS NOTHING EUT
VACUUM.  THE PLANES STRETCH 0UT 418 ON ERCH
fXIS FROM THE ORIGIN.

(PRESS ANY KEY TO CONTINUE)

cls

BARRIERS

INSIDE THE CRVERN ARE 18 ELECTRIFIED
PILLARS STRETCHING THROUGH THE THREE
LEVELS.  THEY WILL DESTROY ANYTHING THAT
TOUCHES THEM!!

(PRESS ANY KEY T? CONTINUEY

cls
TRAPDOCRS

TRAPDOORS WILL APPERR QUT OF MOMMERE
RhD DROP YOU DOWN OHE LEVEL.  IF YOU WERE
ON LEVEL OME, YOU LOSE!!

CHARGING MINOTAUR

THE MINOTRUR WILL CHARGE YOU IF YoU
HOWD HIM WITH YOUR SPEAR.  ALSO, HE
HAY CHARGE FCR NO REASON AT ALLI'!

(PRESS ANY KEY TG CONTINUE)

cis
HERE ARE YOUR CONTROL FUNCTIONS

1) HOYING ERST
2) HOVING WEST
2) MOVING NORTH
4) MOVING SOUTH
5) MOYING UP A LEVEL
6) MOVING DOMN R LEVEL
73 THRONING YOUR SPERR
8) GETTING R MAP

{PRESS ANY KEY TO CONTINUE)

(PRESS AHY KEY TO CONTINUE)

cis
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BITE
CHEM

CHOWP
GLP
YOU LOSE, SUCKER

HOULD YOU LIKE Ti PLAY RGRINY _
cis

18 CLERR €8

26 €S

7@ PRINT @ 414, "MINOTRUR®
48 PRINT

59 PRINT TAB(11:*CREATIVE COMPUTING, HORRISTOMN, HEM JERSEY®
68 PRINT:PRINT:FRINT:PRINT
78 DI BA(15), CiUD

£6 GOSUB 1268

98 REM IMSTRUCTIONS

106 GOSUB 1460

118 L3t

129 LAZ=INTCRID 30430+

138 K17=INT(RND B)%(-21))441
146 YLZ=INTCRID (@0%(-20)444

PR Y A
4 —t 158 PRINT
LT 166 REW BARRIERZ
g 178 GOSUB 2138
180 REM PLACE PLAVER
196 GOSUB 2238
200 REM START G
210 REM SPEAR
200 IF X27=51% 7D YZ=52% AND L2%=537 AD TiD4 THEN 3768
T WILL NOM SET THE BA RIERS. 230 REM IS HE ERTEN?
BARRIER & 1 :(-6 .-9 248 IF YiZ=¥2 D You=¥Ls AND L1%=L27 THEN 3768
BRRRIER & 2 :(-9 ,-5 255 REM CHARGING
BRRRIER & 2 :( 4 =3 268 1F RND(@)C L THEN 2688
BARRIER # 4 (48 .<7 ). 278 REH TURN &
BARRIER # 5 17 -6 268 Ti=To+l
BARRIER & 6 (<5 .5 ¢ 295 PRINT*TURN® T CHR$(8): ®.  MINOTAUR 1S AT (%4Z™ il ™, QN LEVELS LI
BARRIER & 7 (-4 . 4 360 NPT ZZ
BARRIER # 8 (-5 ,-6 246 SRI=PEEK(1€192)
BARRIER 4 9 ¢ 2 .-8 326 SBY=PEEK(1€256)
BARRIER % 10 (1. 13 ). 338 IF SADS4 (R SB/054 THEN CLS
(PRESS RNV KEY TO CONTINGE 248 N 2/ GOTO 358, 338, 469, 439, 450, 480, 586, 2118
—cls 350 X2U=RUAFY
QN HHICH LEVEL DO YL HANT TO START? 2 766 1F RBS(X27:718 THEN 1698
376 GOTO 1148
WHICH POINT? 2 -2 399 K2U=RZI-FY
798 GOTO 368
HOM FAR DO YOU HANT ° 0 MOVE PER TURN? 1 408 NZIN2IHFY
416 1F ABSCY2))10 THEN 1698
TURN 4. MINOTRUR IS AT (18, 8 3, ONLEVEL 276 420 GOTO 378
YOU ARE AT € 2 -2 7. ONLEVEL 2 438 Y2N2-FL
448 GOTO 4410
TURH 2 MINOTAUR IS AT (16, 1)) OHLEVEL 371 459 L2z=L2u4t
YOU ARE AT ¢ 3 .~2 ). ON LEVEL 2 468 1F L2D3 0% L2%C THEN 1268
476 GOTO 278
TURH 2. WINOTAUR IS AT ¢~18 . 1) ONLEVEL 2714 488 Laz=L2u-1
YOU ARE AT £ 4 -2 ) ONLEVEL 2 498 GOTO 460
508 REN  SPERR-THROWING
TURN 4. MINGTAUR 1S AT (-4 . 1) ONLEVEL 374 510 IF L420LZ: THEN 101@

526 IF #4%OKz: AHD Y1ZOV2Y THEN 1039
530 IF RAZO%E2 AND RBS(YAZ-Y24)>40 THEN 1058
548 IF ABS(¥4%-X2/)>10 THEN 1658

L)
YOU ARE AT £ 5 ,-2) ONLEVEL 2

TR S HIOTAR 1€ AT 10 4 ON LEVEL 373 350 IF Co7et 116N 2640

V0U ARE AT (5 .-1) OHLEVEL 2 568 PRINT®IN b4ICH DIRECTION HOULD ¥0U LIKE TO THROW (USE 1.2,3,4)%
PUT HEZ

TURN 6. MINGTAUR IS AT (40, 1), ONLEVEL 273 553 ékrmnﬁioa -~

VU FRE AT (5, 8) ORLEEL 2 598 INPUT K22

4.2 688 (LS

8, 2) 616 SS%=X2%

(1,29 620 S6U=¥2L

2, 2) €30 FOR H3Y=L TO H2Z

329 €48 O HLZ GOTO 636, 659, 769, 728
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639 SOU=STUH.

668 IF ABS(SI)10 THEN 826

£76 GOTO 758

689 S57=954-1

638 GOTO 668

780 SE%=S6uH

716 IF RBS(S6%)016 THEN 826

728 GOTO 750

738 S64=564-1

748 GOTO 716

738 PRINT"SPEAR IS AT ("S54 ™ " S62"). "
768 REM TEST FOR BARRIERS

778 FOR fi=1 70 16

789 IF SSZ=BA(AZ) AND SEZ=CR(AZ) THEN 818

1468 REM INSTRUCTIONS

1478 PRINT

1488 FOR WSZ=1 TO 127: SET(HSZ 4):NEXT WSZ
1498 PRINT @ 94, "HINOTAUR"

1568 PRINT

1516 PRINT

1528 PRINT “DO YOU NEED INSTRUCTIONS™:

1538 INPUT X¥¢

1348 IF LEFTSCS, 1)O"Y™ THEN CLS: GOTO 2428
1558 s

1368 PRINT

1578 PRINT "THE OBJECT OF THE GAHME IS TO KILL THE HINOTAUR"
1588 PRINT

1598 FOR EDZ=1 TO 127: SETCEDZ, 16):HEXT EDZ

798 NEXT A% 1680 PRINT @ 219, “CAVERN";

986 GOTO 838 1648 PRINT

616 PRINT “SMASHED SPERR SPLINTERED AGAINST BARRIER #";AZ CHR$(S):" © 1628 FRINT

928 G0TO 1078 1630 PRINT TAB(12) " THE CRYERN OF THE WINOTAUR IS IN THREE"
820 NEXT H3Z 1648 PRINT TAB(12) “LEVELS. ERCH LEVEL IS fi COORDINATE PLANE. ®

848 IF STUOMY OR S62OV1Z THEN 946
850 RZ=INTCRND(B)*3)41

1656 PRINT TRB(12) "QUTSIOE OF THE LEVELS THERE 1S MOTHING BUT"
1660 PRINT TAB(12) “YACUUM. THE PLANES STRETCH OUT 18 ON EACH"

860 ON XZ GOTO 678, 948, 1688

879 PRINT"YOU KILLED THE HINOTAUR IN®: TZ “TURKS. ®

8§98 GOTO 1378

899 PRINT:PRINT™HOULD YOU LIKE TO PLAY AGAIN®

968 INPUT X¢

918 IF LEFT$(KS, DHOY" THEN 3850

928 (LS: V-8

93 G070 e

948 PRINTVOU MISSED. SPEAR IS AT (™S5 °, % S64:™). YOU MUST GET IT.®
958 S14=53

268 S24=56%

970 S3U=L2%

988 Sou=1

950 GOTO 218

1088 GOSUB 2678

1810 PRINT"Y(J ARE NOT ON THE SAME LEVEL. YU CAMNOT THROW. ®
1020 GOTO 370

1838 FRINT™YOU RRE NOT ON THE SAIE X OR Y LINE.  YOU CAMNNOT THROK ®
1648 GOTO 370

1858 PRINT"VOU ARE NOT WITHIN 48 YOU CRHNOT THROM. *

1866 GOTO 270

1678 PRINT"YOU ARE NOM WEAPONLESS. YOU LOSE, SUCKER!®

1068 GOTG 898

1658 PRINT"YRARRARAARARRARARH YOU FELL OFF THE EDGE!"

1168 GOTO 1688

1118 PRINT®YOU ARE AT ("; X2 " Y22 "), O LEVEL"; L27; CHR$(8); " °
1128 REM TEST FOR BRRRIERS

1138 FOR fiz=1 70 10

1148 IF Xa7=BU(RA) AND YZZ=CZ(RZ) THEN 1178

1158 MEXT A%

1169 GOTO 1198

1178 PRINT™YOU HAVE JUST FRIED YOURSELF ON AN ELECTRIFIED BARRIER ®
1188 GOTO 1680

1198 REM TRAPDOORS

1288 Y/=INT(RND(8)+10)+1

1218 IF /=5 THEN 1230

1226 GOTO 2240

1238 PRINT"YRARARARARARAARH TRAPDOOR, YOU FELL DORN ONE LEVEL!®
1248 (2L 204

1258 1F L2708 THEN 1228

1268 PRINT®YOU FELL OQUT OF THE CAVERN. YOU LOSE "

1278 GOTO 1038

1288 PRINT "DO YOU WANT TO BE THE MINOTAUR CHRMPION™:

1298 INPUT X9%

1388 IF LEFT$(X9%, DOYY" THEN CLS: GOTO 1368

1218 Qs

1328 Cx=28

1339 PRINT®YQU HUST BERT A SCORE OF 28.°

1348 DIN C38(72)

1356 DI C44(72)

1368 RETURN

1378 IF LEFTS$CXS$, 1)OY® THEN 898

4368 IF T/=0 THEM Ti=L

1290 C3u=4/Tuxi68

1400 IF C31C20 THEN 1438

1416 PRINT"YOU ARE NOM A GUALIFIED CHRMPION'®

1428 GOTO 898

1438 PRINT "SORRY, YOU DID NOT BEAT THE CHRMPION ®

1440 PRINT “DO YOU WANT TO PLRY RGAIN™;

1458 GOTG 288

167 PRINT TRB(12) "AXIS FROM THE ORIGIN ®
1688 PRINT
1650 GOSUB 3668
1788 CLS
1718 FOR EDZ=1 7O 427: SETCEDY 4): NEXT EDZ
1728 PRINT @ 91, “HAZARDS®
1738 PRINT: PRINT
1748 PRINT TAB(28) "BARRIERS"
1758 PRINT
1766 PRINT TRB(12) * INSIDE THE CRVERN ARE 16 ELECTRIFIED"
1778 PRINT TAB(42) "PILLARS STRETCHING THROUGH THE THREE"
4780 FRINT TAB(12) "LEVELS. THEY WILL DESTROY ANYTHING THAT®
1788 PRINT TREC12) "TOUCHES THEM!!'®
1868 PRINT
1818 GOSUB 3868
1828 (LS
1830 PRINT TRB(Z8) "TRAPDOORS®
1848 PRINT
1658 PRINT TRB(42) "TRAPDOORS WILL RPPEAR OUT OF NOMHERE"
1866 PRINT TRE(12) "AND DROP YOU DOWN ONE LEVEL. IF VOU WERE®
1876 PRINT TAB(12) "ON LEVEL ONE, YOU LOSE!!"
1856 PRINT:PRINT
1896 PRINT THB(24) “CHARGING MINOTRUR®
1989 PRINT
1918 PRINT TRB(12) ® THE HINOTRUR WILL CHARGE YOU IF YOU®
1926 PRINT TRB(12) “NOMD HIM WITH YOUR SPEAR.  ALSO, HE®
1938 PRINT TAB(12) “MRY CHARGE FOR NO RERSON AT ALLI!!!®
1948 GOSIB 3868
1950 (LS
1966 PRINT: PRINT
1970 PRINT TRB(2L) "HERE ARE YOUR CONTROL FUNCTIONS"
1986 PRINT TAB(27) *1) MOVING ERST®
1998 PRINT TRB(Z7) "2) MOVING WEST®
2698 PRINT TRB(27) "3) MOVING NORTH®
2616 PRINT TRB(27) *4) MOVING SOUTH®
2028 PRINT TAB(27) "5) MOVING UP A LEVEL"
2630 PRINT TRB(27) "6) MOVING DOWN A LEVEL®
2848 PRINT TRB(27) *7) THROWING YOUR SPERR®
2650 PRINT TRB(27) "8) GETTING R HAP®
2668 GOSUB 3868
‘2678 (LS
2688 PRINT: PRINT
2898 FOR EDZ=1 T0 427: SET(EDZ 16) - WEXT EDZ
2108 PRINT @ 219, “HRVE FUN®
2116 GOSUB 3868: CLS
2120 RETURR
2138 REM BARRIERS
2448 PRINT °T WILL HOW SET THE BARRIERS,®
2158 FOR fiz=1 70 18
2169 BA(RZ)= INT(RNDCB)*(-21))+11
2178 CACR)= INT(RHD(B)*(-21))+11
2488 PRINT "BARRIER #°; A2 " (% BACAZ): © % CUCRA); ™).
2198 NEXT A
2208 PRINT
2218 GOSUB 3860
2226 RETURN
2238 REM PLACE PLAYER
2248 (LS
2239 PRINT "ON WHICH LEVEL DO YOU WANT TO START®;
2268 INPUT L2Z
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2278 PRINT: PRINT "WH CH POINT™:
2268 INPUT H2 Y22

2298 FRINT

2380 FPRINT "HOW FAR D1 YOU WRNT TO MOYE PER TURN":
2318 INPUT FZ

2328 PRINT

2330 RETURN

234@ REM HOVE NINOTRU:

2358 X4Z=R1%

2368 Y4u=Y4%

2378 L47=147

2388 W3U=THT(RHD(@)I*C ++1

2398 OH X3 GOTO 248¢ 2458, 2476, 2528, 2548, 2596
2480 X47=R{H

2418 TF ABS(¥12)10 THEN 2438

2428 GOTO 2616

2438 R7=RdE

2448 GOTO 2380

2458 Xu=R1-1

2468 GOTO 2410

2478 V4L=YARL

2488 IF ABS(YLD10 THEN 2500

2498 GOTO 2614

2500 Y1Z=Y4%

2518 GOTO 2383

2528 IF #AZ=BICAR) RHD YAZ=CuCRA) THEN 2388
2538 GOT0 2480

2548 LAn-LLnL

2558 1F LLOZ OR Li% 1 THEN 2578
7568 GOTO 2649

2578 L1%=L47

2588 GOTO 2383

2596 LU={1%-1

2688 GOTO 2555

2618 FOR fz=1 70 18

2620 1F YU7=B7(A%) A D YAZ=C2(AZ) THEN 2336
2638 NEXT AU

2648 PRINT

2638 GOTO 240

2668 PRINT

2678 PRINT "Y0U WOUN £D THE HINOTAUR"
2680 FOR %=1 T0 756 NEXT IZ

2698 CLS: PRINT "THE MINOTAUR IS CHARGING"
2708 IF ®1DK22 THEN 2736

2718 =1

2720 GOTO 2758

2736 K34=-1

2746 GOTQ 2759

2750 IF YLDV2Z THEN 2788

2768 Y=L

2776 GOTO 28¢0

2788 ¥3u=-1

279 GOTO 2660

2680 IF LI7L2Z THEN 2620

281@ GOTO0 2870

2826 134=-1

2830 IF L47=L2% THEK 2828

28465 L17=L4741.3%

2856 PRINT “LEVEL: LU

2866 GOTO 2839

2876 REM HI THERE

2886 IF X47=v27 THE! 2938

2890 RA%=RLLHKTL

2980 GOSUB 2978

2910 PRINT "C";R1% ' " ¥z ™

2626 GOTO 2658

2970 IF Y44=9220 THE! 2848

2940 YAZ=9472V3L

295 GOSUB 2578

2960 GOT0 2918

2976 FOR Pu=1 10 10

2985 IF BA(P=X1Z (ND CZCPH)=Y1Z THEN 3018
2590 HEXT P

3883 RETURM

3610 PRINT "B222277 222777727Z220WNT' WINOTRUR JUST FRIED HISSELF"
3820 PRINT "Y0U WIN YOU LUCKEY SCAB®
3630 GOTO 4378

3643 PRINT "BITE®

3059 PRINT "CHEW"

30863 PRINT “CHOMP®

3873 PRINT “GULP®

7089 PRINT "YOU LOSE, SUCKER”
2958 GOTC £99
3100 REM PRINT EORRD
2448 PRINT "WHRT LEVEL™
3178 INPUT L4
3438 0LS
2149 REM PRINT HEADER FOR BOARD
2450 PRINT * <" TAB(2) CHR$(92): TRB(Z3)"L™
2468 PRINT TRBCZZ)™ 1" TAB(43) CHR$(92); TRB(SS)"1"
3478 PRINT ¥ ~i98765432181224567898+"
3186 PRINT TAB(:4) "-098765472161224367898+"
2198 REH ¥4 1S VERTICAL COORDINATE
2208 FOR Y47=16 10 @ STEP -1
7246 REY 24=1 PRINTS TOP OF BORRD: Z4=2 PRINTS BOTTOM PART
3228 FOR 244=1 10 2
1238 REM CHECK iF DONE
3248 1F 247%=2 R Y42=0 THEN 3680
2250 REM PRINT FOSITIVE ¥ COORDINATE OTHER THEN 18
3268 IF 24471 RiD Y4048 PRINT Y42
7278 REM PRINT POSITIVE 16
1268 IF 2d7=1 FD ¥47=10 PRINT "+16™
3238 REM PRINT HEGATIVE 18
3306 IF 24%=2 B Y4U=t PRINT TRB(32)"-16%:
3346 REM PRINT HEGATIVE 1 (4 WITH NEGATIVE SIGN)
3326 IF 247=2 £1D Y47=10 PRINT TRBCG2)"-1 %
3238 REM PRINT HEGRTIVE ¥ COORDINATE
TG IF 247=2 (1D Y42O18 AND Y4201 PRINT TRB(IDIB-V4IL
2350 REM IF 24=2 CONVERT ¥4 TO HEGATIVE ¥4
3368 IF 247=2 THEN YdZ=-Y4Z
3378 REM %4 1S HORIZONTAL COORDINATE
3380 FOR Xd7=-10 T0 18
3398 IF 24%=1 PRINT TRB(2)""; ELSE PRINT TABGZ)™;
3460 IF ¥2u=Xd) AND Y24=¥47 AND L4%=127 THEN 3518
=RL AHD YAZYAYL AND L4u=L1% THEN 3538
3428 1F L4758 AND Y4%=527 RID L4Z=527 THEN 3356
3430 FOR Az=1 70 49
2448 TF BARD-ORX4Z IR CACALOY4ZL THEN 3466
2458 GOT0 2568
3468 HEXT A/
3470 IF %4%=0 (D Y470 THEN 3608
3480 IF ¥47=8 UR Y47=8 THEN 3620
3498 PRINT " °
2508 GOTO 3638
3518 PRINT "v"
3528 GOTO 3568
3538 PRINT "
3548 G0TO 3500
3550 IF S9u=@ THEN 7428
1568 PRINT "5%
3576 GOTO 268
1988 PRINT 8%
3598 GOTO 256¢
3668 PRINT "0
2616 GOTO 356¢
3628 PRINT “R"
260 NEXT ¥4V
2640 HEXT 747
658 Y4U=RBS(YAL)
2668 PRINT
2676 NEXT Y4
3688 PRINT
698 PRINT "—(EY—": TAB(A6Y; "Y=¥0U": TRAB(3Z): “H=HINOTAUR": TRB(48); "S=SPEAR"
2708 PRINT TRL(16) "B=BRRRIER™: TAB(32); "0=O0RIGIN": TAB(48); "¥=AXIS”
3716 PRINT @ 928, STRINGS$(63," ")
3728 GOSUB 3869
3738 PRINT
1748 (1S
3756 GOTO 234i
7768 PRINT “MIHOTAUR MOVED TG YOUR SPOT. HE SAID YOU TRSTED GREAT!!®
3778 GOTO €98
3768 PRINT "o HAVE YOUR SPERR®
3798 <978
3906 GOTC 238
2848 PRINT “H3H CAN YOU THROW YOUR SPERR IF YOU DON'T HAVE ONE?"
3878 PRINT S7ERR IS RTC";S4% %524 ") ON LEVEL "S3L
2036 GOT0 378
3548 STOP
3850 EHD
3860 PRINT @ 975, "(PRESS RNY KEY TO CONTINUED®;
3676 TNA=INKEWS:IF INg="" THEN 3878
3898 RETURN
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Motocycie Jump

This program, originally titled EVILK
permits you to act out your fantasies of
being a motorcycle daredevill The
game is a simple motorcycle jump over
several busses, which takes into ac-
countboth gravity and drag forces. The
ramp angle and motorcycle speed
determine the distance jumped. Note
that the injury penalty is greater for
long jumps than for short ones, and
that there is a chance for a crash even
on a jump of the right length. This
probability, initially set at .20, can be
modified in line 450 to make survival
more or less likely.

This program was written by Charles
Aylworth and originally appeared in
Creative Computing, Jul/Aug 1978.

MOTORCYCLE JUMP

COPYRIGHT 4979 CRERTIVE COMPUTING MORRISTOWN, NJ

cls
WE’RE AT THE SCENE OF THE BIG MOTORCYCLE JUMP!
HOM MANY BUSSES WILL YOU TRY 70 JUMP? S
5 BUSSES! THAT’S 75 FEET!
IHAT RAMP ANGLE MWILL YOU USE? 22
HOW FAST WILL YOU LEAVE THE RAMP? 18

#4% GO OD L UCK ik
cls

THERE HE GOES!'!!!

*=t+HE/S SHORT OF THE RAMP ...

1 THINK HE’S HURT.....

WELL, KILLER, THE DOCTOR SAYS YOU BROKE YOUR:

RLEG RIBS  PELYIS RARM BIKE FACE  BRCK
NECK  PRIDE L ARM SKULL KNEE  BUTT
HANT TO JUMP RGAIN? YES.

cls

WE‘RE AT THE SCENE OF THE BIG MOTORCYCLE JUMP!
HOW MANY BUSSES WILL YOU TRY TO JUMP? S

5 BUSSES! THRT’S 75 FEET!

WHAT RAMP ANGLE WILL YOU USE? 22

HOM FAST MILL YOU LEAVE THE RAMP? 46

o 300D LUCK #k
cis

THERE HE GOES!!!f
sioktebiisidHE S SHORT OF THE RAMP .. ..
1 THINK HE‘S HURT.....
HELL, KILLER, THE DOCTOR SAYS ¥OU BROKE YOUR:
FACE  KMEE  NECK  BUTT
HANT TG JUMP RGRIN? YES.
cis
WE“RE AT THE SCENE OF THE BIG MOTORCYCLE JUMP!
HOM MANY BUSSES WILL YOU TRY 10 MMP? 5
5 BUSSES! THAT’S 7S FEET!
WHAT RAMP ANGLE WILL YOU USE? 22
HOW FAST WILL YOU LEAVE THE RANP? 48

#rk G0 OD L UCK #k
cis

THERE HE GOES!!!?

#etkbrkbbkkrkeeHE MADE IT!  GREAT JUMP. KILLER!

HANT TO JUMP AGARIN? NO_
cls

L. LEG

16 CLS: PRINT@489, "MOTORCYCLE JUMP®

2@ PRINT: PRINT TAB(?) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ"

38 FOR A=1 TO 3800: NEXT

49 CLEAR 208: DIM 12(14), 1$(84)

58 I$="R ARM L. ARM R LEG L. LEG BACK NECK SKULL RIBS KNEE BUTT ©
€0 I$=I$+"FACE PELVISPRIDE BIKE "

78 7= 1

8 T2=0

% T3=0

168 CLS: PRINT "WE‘RE AT THE SCENE OF THE BIG MOTORCYCLE JUMP'™

116 PRINTEE4, CHR$(3L);  INPUT "HON MANY BUSSES WILL YOU TRY TG JUMP™;N
128 J=N+15

13@ PRINTE128, N; "BUSSES! THAT/S"; J; "FEET!"

149 PRINTEL92, CHR$(31); @ INPUT "WHAT RAMP ANGLE WILL YOU USE™; A2

158 IF A29@ AND A2>8 THEN 180

168 PRINTG192, A2; "DEGREES? THAT’S IMPOSSIBLE.
178 FOR R=1 70 588: NEXT A: GOTO 149

180 A=A2% 81745

198 PRINTE256, CHR$(313; @ INPUT "HOM FAST WILL YOU LERVE THE RAMP“:S
200 IF S(=B THEN 196

218 PRINT. PRINT "%t G 0 0D L U C K #k": PRINT

228 H=6

2% D=0

240 66

250 R2=6

268 520

278 5=5%1.5

280 PRINT *THERE HE GOES!!!t®

298 $=5-52

388 F=ST

346 DR=F+COS(AY

328 R=F*SINCAD

338 RE=R2+(324T)

340 R3=R24T

150 H-H+R-R3

360 D=D+D2

378 PRINT "%

380 52=(5/120)%324T
398 IF D>=J THEN G=G-R
408 IF G¢=8 THEN G=0
41 1F HXG THEN 290
420 IF DCJ THEN 498
438 IF D>J+20 THEN 528
448 L=(<D-J)/38)+RND(@)
450 IF L. 8 THEN 538
468 PRINT "HE MADE IT!
479 T2=T2#4

480 GOTO 768

496 PRINT "HE‘S SHORT OF THE RAMP ... .. »

588 L2=INTC(C(J-D)/5)%2)+(RNDC@)¥5)+ 55

518 GOTO 556

528 PRINT "HE JUMPED TOO FAR!®

520 PRINT "HE MISSED THE RAMP °

548 L2=INT({(D+20-1)/28)+(RND(@)#5))

55@ PRINT "1 THINK HE’S HURT...... =

568 FOR K=1 T0 14

578 12¢K)=K

580 NEXT K

598 K2=14

668 IF L2514 THEN L2=14

610 IF L2¢=0 THEN L2=1

628 FOR K=1 T0 L2

638 Y=INT(RND(B)+180@)

648 Y=(Y-CINTCV/K2)RK2) 344

650 H2=12(¥)

660 12¢¥)=12(K2)

670 12(K2)=H2

689 K2=K2-1

698 NEXT K

780 PRINT "MELL, KILLER, THE DOCTOR SAYS YOU BROKE YOUR:"
718 FOR K=(15-L2) T0 14

728 P=(6x12(K))-5

738 AE=NID$CIS, P, 6

740 PRINT A$i® %

758 NEXT K

768 T3=T3+1

778 PRINT: INPUT "HANT TO JUMP AGAIN®:A$

780 IF LEFT$(A$, 1)="Y" THEN 100

798 CLS: PRINT "YOU MADE IT";T2; “OUT OF": T3: "ATTEMPTS. *
888 PRINT “BE CAREFUL, NOW.®

10 END

COME ON NOW, *

GRERT JUMP, KILLER!"
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“Gramma Nomad” is a person who
doesn't really know where she wantsto
live, so she moves to a new house every
game. Then she sends you a telegram
asking you 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.

X X START
S
5z, Fr o,
kA ) * % LAY
~ o
— 3 I %
N LY b
X e T -
#5
ya—
’ ’ , R
" ¥ 5 ¥ x LA
R A O L g =
o W ) = =
v * #7 v
Fal Al
oo #/o (V3
X X b A d & 7
X ¢

HOKAD
COPYRIGHT 1973 CREATIVE COMPUTING HORRISTOML MJ

cls
DO YOU HEED INSTRUCTIONS? YES.

cls
GRAFHA NOMAD IS A NICE OLD LADY WHO HAS HOT QUITE
MRDE UP HER HIND WHERE SHE HANTS 7O LIVE
SHE HAS NARROWED IT DOKN TO SOMEWHERE IN GARBONZO CITY
RHD ON A STREET CORNER

AT THE BEGIMNING, THE HAILMRN GIVES YOU R TELEGRAH WRITTEN
BY GRAMMA TELLING YOU WHERE SHE LIVES.
(1 HILL RERD 1T TO YOO

YOU GET INTO YOUR CRR AT LRAC NILKNARF MRMGREB LODGE.
FROM THERE YOU GO 70 GRAMMAS HOUSE

PRESS fNY KEY T0 CONTINE

cis

GRAHA NOMAD 1S A NICE (LD LADY WHO HAS HOT QUITE
HADE UP HER MIND BHERE SHE WANTS TO LIVE.
SHE HAS NARROWED IT DOWN TO SOMEMHERE IN GRRBONZO CITY
A0 Off A STREET CORNER

AT THE BEGINHING, THE MAILMAN GIVES YOU A TELEGRAM WRITTEN
BY GRAMMA TELLING YOU WHERE SHE LIVES.
(I HILL RERD IT TO YOO

YOU GET INTO YOUR CAR AT LRAC HILKHARF NAMGRER LODGE.
FROM THERE Y0U GO TO GRAMHAS HOUSE.
PRESS FNY KEY TO CONTIRE
cls
YOU TRY TO GET THERE WITHOUT:

CRASHIPS
TICKETS
FLAT TIRES
RIBHING OUT OF GRS
DERD ENDS
THERE 1S AN 8-MAN POLICE FORCE ENFORCING THE LAHS
OF GRRBONZO CITY.
PRESS ANY KEY TO CONTINUE
cls
THERE ARE 2-DRUNKS ON THE STREETS OF GRRBONZO
I,
IF R POLICEMAN CATCHES R DRUNK, HE KRS TO
TESTIFY IN COWRT

(HHICH TRKES THE REST OF THE GRHED

IF A DRIAK DRIVER HITS YOU, YOU LOSE
AT ERCH JUNCTION, I WILL TELL YOU:
THE DIRECTION YOU ARE GOING
THE RORD YOU ARE ON
THE RORD CROSSING
PRESS ARY KEY TO CONTINUE
cis

T HILL 65K YoU:

THE HAY YOU HANT TO TURN (L.E, LEFD)
SPEED (IN HPH)

A4 GYERPRSS 1S ROT R JINCTION, SO IT IS
HERELY SKIPPED OVER.  IT IS UNANNOUNCED.

*THAT 15 AlL*
HHAT 15 YOUR MAHE? OHRIS

et GO0 LUCK »
cla

120



DERR CHRIS,
HOW ARE YOU? 1 LIVE AT THE CORMER
OFROAD 846 &£ 49 11!
CORE O OVER.

LOVE

GRAMA

((TELEGRAA CORP. TELEGRAN C0.))
SHOOSH. .. BUS FLATTENED YOUR CAR.

AGAIN? YES.
cis

DEAR RIS,
HOWA ARE YOU? I LIVE AT THE CORNER
OF RORD $ 44 & @8 '
COHE ON OVER.

LOVE,

GRREHA
((TELEGRAMA CORP. TELEGRAM C0.))
GOING SOUTH ON RORD 8 4
JUNCTION: RORD 64 & 482
FORWRRD, LEFT, RIGHT OR U-TURN? F_

cis

DEAR CHRIS,
HOW ARE YOU? 1 LIVE AT THE CORMER
OFROFAD #44 & 811!
COHE O OVER

LOVE

GRAMMA
(CTELEGRAMMA CORP. TELEGRAH C0.))
GOING SOUTH OM RORD 8 £
JUNCTION: RORD 84 482
FORMARD, LEFT, RIGHT OR U-TURN? F
SPEED? 40..

cls

GOING SOUTH ON RORD § 4
JRETION: ROD 8L £ 84
FORMARD, LEFT. RIGHT OR U-TURN? F
SPEED? 45_

cls

POP. .. BILLDOG ATE YOUR TIRE!

RGAIN? VES.
cls

DEAR CHRIS,
HOW ARE YOU? 1 LIVE AT THE CORMER
OFRORD 845 4§16 11!
COE OH OVER.

LOVE,

GRATA
((TELEGRAMMA CORP. TELEGRAM €0.))
GOING SOUTH ON RORD # 1
JRCTIN: RORD 84 & 82
FORMARD, LEFT, RIGHT OR U-TURN? F
SPEED? 68,

cis

ek SPEEDING ot
HOT CAUGHT
cls

GOING SOUTH ON ROFD § 4
JRCTION: RORD 84 &8 4
FORRARD, LEFT, RIGHT OR U-TURN? F
SPEED? 53_

cls

GOING SOUTH QM RORD 8 £

JURCTION: ROFD # 4 &85
FORKARD, LEFT, RIGHT OR U-TURN? F
SPEED? 78

cls
*k SPEEDING #er
HOT CRUGHT
e OUT OF GRS #=
AGAIN? HO_
cls

8 as
28 PRINT @ 413, "NOWAD®
38 PRINT

48 PRINT TRB(7)"COPYRIGHT 1979 (RERTIVE COMPUTING MORRISTOMN, NI*

58 PRINT @ 969, *":

60 INPUT™DO YOU NEED INSTRUCTIONS®; I$

78 DIH K$(38), D(2, 2), R(3®, 38), EC38, 38), P(8, 2), C(3®)

89 DIH K(3B)

98 DIM H$(29)

168 REN GOSUB RULES

118 GOSUB 2276

126 REM RANDOM NIRBERS

136 REM DEF FNACK)=INT(RID(B)*X)+1
140 REH § (F RORDS

150 READ N

6B FRRR=1LTOH

178 REM # OF INTERSEC

189 RERD @

198 CRI=ABS(R)

200 IF K8 THEN 238

218 RR)=L

228 GOT0 248

239 WRY=-1

248 REX DIREC, ROSD

258 FOR J=1 T0 C(R)

268 RERD ER, ) R D)
270 MEXT J

288 HEXT R

258 REH NRHE?

380 PRINT “WHAT IS YOUR NRME®;
310 INPUT K¢

328 REM OPENING STATEMENT
330 PRINT

348 PRINT “#%+ GOOD LUCK #4s”
350 REM GRAMHARS HOUSE

368 H=RID(N)

378 H2=RID(C(HLD)

388 REM DRUNK DRIVERS

396 REH POLICE

488 FOR A=1 T0 8

418 P(R, )=RIDN)

428 P<R, 2)=RID(CCPER, 1))
438 HEXT A

449 REM LRAC NILKNARF NAMGREB LODGE
438 R=1

469 J=8

478 1=

489 REM GOSUB CHECK

498 GOSUB 1458

508 REM GOSUB TELEGRAM

516 GOSUB 1500

528 REM ADD IRCREMENT

538 J=J+

540 REM NEED REPAIR?

59 IF RID(18)=1 THEN 1889
568 REM DERD END?

570 IF DCR) R J=8 THEN 2088
588 REM DIRECTION

598 IF I=-1 THEN 628

688 D=ERR 1)

€48 GOTO 638

628 D=9-E(R 1)

€38 REH ROAD CROSSING

648 C=RR. 1

658 REM SKIP LINE

668 PRINT

678 REH GOSUB *DIREC, ROAD QN+ PRINT
688 GOSUB 1628

699 REM AT GRAMHAS?

778 IF LEFT$(1S, 1)="F" THEN 978
788 IF LEFT$(1$, 1)="R" THEN 868
798 IF LEFTSCIS, £)="L" THEN 808
888 IF LEFT4CI$, 1)="U" THEN 848
818 REN GOOFED

820 PRINT s+ Y0 GOOFED we"
838 GOT0 758

848 1=1#]

858 GOTO 978

868 I=H(R)*I

878 GOTO 690

838 I=-1+H(R)*]

€99 FOR A=1 70 €O

980 IF R(C, AY=R THEN 938

916 NEXT R

928 GOTO 2988

938 R=C

948 J=R

950 REM DARE?

968 IF RND(4)=1 THEN 1268

978 REN SPEED

988 PRINT "SPEED™;

999 INPUT S

1088 (LS

16106 REH DANGEROUSITY CRASH CHECKS
1620 IF 5)108 THEN 2138

1638 IF S8 THEN 2168

1848 REM ILLEGAL?

1858 IF )55 THEN 2038

1868 REN DRUNK DRIVERS DRIVE.
1678 FOR =1 T0 2

1888 IF D(R, 1)=8 THEN 11ie
1698 D(A, D)=RDM)

1488 DA, D=RIDICDER DY
1446 HEXT R

1126 REM HIT BY DRUNK DRIVER?
1439 FOR R=1 10 2

1148 IF D(R, 1)=6 THEN 1178
1158 IF DGR, 1)=R AND RR, 1)=R(D® 1)) DR, 2)) THEN 1838
1168 IF DR D)=RKR J) RD RI(R, 1), DR 2))=R THEN 1858
1478 HEXT A

4188 REM IS DRIVER CRUGHT?

1193 FOR A1 T0 2

1208 IF D(R, 1)=8 THEN 1248
128 FRB-1 T0 8

1228 IF DR )=P(B, 1) RD DR 2)=P(B; 2) THEN 1300
1238 NEXT B

1248 MEXT A

1256 GOT0 528

768 IF Hi=R D R(R, J)=R(HL, H2) THEN 1829 1260 REW SPEED DARE PRINT
748 IF Hi=R(R, J) RHD R=R(HL, H2) THEN 4820 1278 ON RAD(2) GOTO 1288, 1388, 1328

728 REM JUNCTION

738 PRINT “JUNCTION: ROFD 8%R:" & 4%C

748 REH RSK HHRT HAY TO TURN

1288 PRINT *1 DARE YOU TO SPEED += (DAREDEVIL)"
1299 GOTO 1338
1380 PRINT "sSPEEDING# IS FUM (S0 DO ITy!V*

758 PRINT °FORMARD, LEFT, RIGHT OR U-TURN®; 1318 GOTO 1338

%8 1W0UT 18
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1338 GO0 978

1346 REM DRISK CRUGHT

4350 FRINT "R DRUNK DF [VER HRS BEEN CRUGHT. THE POLICEMAN HHO®
1368 FRINT "RRRESTED t M WILL BE TESTIFYING AT COURT FOR®
4378 PRINT “THE REST C° THE GRWE *

1368 PRINT

1390 D(R, 1)=8

1480 DR 2)=8

1416 P, 1)=8

1428 PGB, =8

1438 COT0 520

1448 REM CHECK

HYBFRALTOE

1468 IF HI=P(f, 1) AD R(HL H2=R(P(R, 1), PR, 2)) THEN 350
1470 TF HI=R(PCR, 1), (R 2)) AND RCHL H2)=P(R, 1) THEW 359
1488 1EXT R

1498 FETURN

1506 REM TELEGRAH PRIl T-UP

1518 PRINY

1528 (LS

1538 PRINT "DEAR “;H§.°°

4548 PRINT "HO4 ARE YtU? 1 LIVE AT THE CORMER'

4550 PRINT “OF RORD #HL * & #7%:R(HL, H2);®!1"

1568 PRINT "COE GHOER. ©

4579 PRINT © LOVE. *

1588 PRINT © GRAHR®

1530 PRINT “((TELEGRA MA CORP. TELEGRAX 0. )"
1689 PRINY

1618 RETURN

1628 REM +DIREC, ROAD O+ PRINT-UP
1636 PRINT "GOING %

1648 ON D GOTO 1658, : 678, 1698, 1718, 4738, 1758, 1770, 1798
1658 PRINT "NORTH';

1668 GOTG 1868

1678 PRINT “H#EST";

1688 GOTC 1868

4698 PRINT "HORTHERST 5
4788 GOTO 16898

1748 PRINT "SOUTHERST
1720 GOTO 1688

1738 PRINT "HORTHBEST :
1749 GOTD 1808

1790 PRINT "SCUTHHEST
1768 GOTO 1888

1770 PRINT "ERST";

1788 GOTO 4868

1798 PRINT *SCUTH™

1688 PRINT ® G4 RORD %R
1618 RETURN

4828 REM AT GRAMYS * RINT:

1848 GOTO 2188

1850 REM DRUNK HIT Y0 R CAR #PRINT*

1868 PRINT "KERSPLATT -DRIRK DRIVER HIT YOIR CRR *
1878 010 2168

1880 REW CAR KEEDS F1.IHG #PRINT-UP

1898 ON RHD(S) GOTO 1 @8, 1929, 1548, 1968, 1988
1968 PRINT *POP... FLA" TIRE"

1916 GOT0 19%

1528 PRINT “FLIP.. YO'R CAR DID R SRERSRLT"
1939 GOT0 1998

1940 PRINT "eix QUT O GRS #®

1956 GOTO 1999

1969 PRINT "SHOOSH .. ! US FLATTENED YOR CAR *
1978 GOTQ 19%

4989 PRINT *POP... BULI DOG ATE YOR TIRE!"

1999 GOTO 2188

20088 REW DERD END PRLT

2810 PRINT ™t DERD [ ND %"

2826 GOTO 2188

2038 REM SPEEDING

2648 PRINT st SPEED NG ¥x°

2058 REM CRUGHT BY PO ICE?

2868 FIR %=1 T0 8

2078 IF P(X, =R 8D PQ 1)=) THEN 2118

2689 MEXT X

2098 PRINT "HOT CRUGH ™

2468 GOT0 1888

2148 PRINT "CRUGHT SP-EDING BY THE POLICE!!"
2128 GOTO 2186

2130 REM TOQ FRST +(R [

2140 PRINT "KERGHOUSH IEEEE. .. WENT TOO FRST !!!!®
2156 GOTO 218¢

2168 REH TOO SLON (K iSH+

2478 PRINT "-+C(KRWRC Do*- 00 SLOW .. CRR BEHIRD RAH INTO You!*®

2188 REM AGRIN?

2498 PRINT

2200 PRINT "AGRIN":

2248 1PUT 18

2228 IF LEFTH(CIS, 1)="Y" THEN 299

2238 REH CLOSING STRTEMENT

2248 PRINT

2258 PRINT "ot SEE YOU #ce”

2268 GOT() 2988

2278 REM RULES?

2289 REH RULES

2298 IF LEFT$(I$, 1)="N" THEN CLS: GOTO 2768

2388 (LS

2316 PRINT "GRAHMA HOMRD IS A NICE OLD LADY WHO HAS NOT QUITE"
2328 PRINT "HRDE (P HER HIND RHERE SHE WANTS TO LIVE *

2338 PRINT "SHE HAS NARRDIED 1T DOWM TO SOMEMHERE IN GRREONZO CITY"
2348 PRINT “RD ON fi STREET CORNER. *

2350 PRINT

2368 PRINT "AT THE REGINHING, THE MAILMAN GIVES YOU R TELEGRAH KRITTEN®
2376 PRINT “BY GRAMIA TELLING YOU HHERE SHE LIVES.®

2386 PRINT *(1 NILL READ IT 70 YOUb. ©

2399 PRINT

2480 PRINT "YOU GET INTO YOUR CAR AT LRAC NILKNARF MAMGREB LODGE. *
2448 PRINT "FROM THIRE YOU GO TO GRAMMAS HOUSE *

2428 GOUB 2999

2430 PRINT *YOU TRY 70 GET THERE RITHOUT:®

2448 PRINT "CRASHUPS"

2456 PRINT "TICKETS®

2468 PRINT “FLAT THES"

2470 PRINT "RUMNING CUT OF GRS®

2488 PRINT "DERD EN)S®

2498 PRINT

2588 PRINT "THERE 15 AN 8-MAH POLICE FORCE ENFORCING THE LARS®
2510 PRINT "OF GARB(MZO CITY.®

2520 GOSUB 2998

2538 PRINT “THERE RRE 2-DRUNKS ON THE STREETS OF GARBONZO™
2548 PRINT "CITV.®

2558 PRINT

2568 PRINT “IF R POLICEMAN CRTCHES A DRUNK. HE HAS T0°

2578 PRINT "TESTIFY 1N COURT®

2568 PRINT "(WHICH 7AKES THE REST OF THE GRMED"

2098 PRINT

2608 FRINT *IF A DRUNK DRIVER HITS ¥OU, YU LOSE. ®

2618 FRINT

2626 PRINT “AT ERCH JUNCTION, I RILL TELL YOU:®

2638 PRINT “THE DIRECTION Y0U ARE GOING"

2648 PRINT “THE ROFD YOU ARE ON®

2658 PRINT *THE RORD CROSSING®

2668 GOSUB 2998

2678 PRINT °1 HILL ReK YOU.°

2680 PRINT "THE WRY YOU HRNT TO TURN (LE, LEFT)®

2638 PRINT “SPEED (iM HPH)®

2708 PRINT

2710 PRINT "AN OVERFRSS 1S NOT A JUNCTION, SO IT Is”

2720 PRINT “MERELY :KIPPED OVER  IT IS UNANNORNCED. *

2730 PRINT

2748 PRINT "«THAT 15 ALL#"

2750 PRINT

2768 RETURN

2778 REH DATA LINES

2788 DRTR 48

27 DATR-8, 8 2 6 4 85 8 1L,8 7 6 8 8 9 8 18
2088 DATR Y, 7, 47, 7, 18, 0, 1

2810 0ATR2 7, 17, 7, 18

202BAIRY 7,48 7 4, 7 4

WW/OARY 8 8 39810, 7 18 2L 7L L 6

2840 DRTA -2, 7, 48, 7 S

28500ATR 2 7 L 7 U

WBOAMAG 7162157540 LT 12740
WBBORTAS 7,46, 7,15 7,5 7 14, 7 43, 7 L 7, 12 2 14
2B3BDRTAS 7, 16 215 %S % 44, 7 13, % L % 127 4
BWMAA-7 44 45 4L 4788658 18

508 DATR -3, 8 8 3 9 8 18

296 DATA -3, 8 8, 8. 9, 8 18

2926 DATR -3, 8 8, 3, 9, & 18

293BDATR -3, 8, 8 8 9 & 18

2940 DATA -3, 8, 8, 8, 9 & 18

206 DATR-2, 8 2, 8, 3

Z%BDRTR'5I 8) 2) 8 3) 81 4) 81 5» 1: 6

2978 DATA G, 8, 8, & 6 8, 8

2986 END

2950 PRINT @ 979, "PRESS FNY KEY TO CONTINUE®™:

3886 1F INCGEYS ="" THEN 3080

a6 s

3028 RETURN
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Mot One

The game, Not One, sometimes
known as Pig, is played with two
players and a pair ofdice. Thereare ten
rounds in the game; one round con-
sisting of one turn for each player.

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

. ? i 2 c@ vou @
Players add the score that they attain  the number of points already obtained. ROURD 2. COMPUTER
on each round and the player with the You'll find that the computer plays a  corpuTER"S RoLL # £. 6
highest score after ten rounds is the  surprisingly good game of NotOne. To COMPUTER"S ROLL # 3: 9
winner. beat it, you'll need some knowledge of ~ CCHPUTER’S ROLL # 325
On each turn, the player Il th robabilitie d a little bit of luck COMPUTER’S ROLL # 4: 7
' urn, player may rolithe  p : s and a little bit of luck on  up(TERS ROLL # 5. S
two dice from one to as many timesas  your side. COMPUTER’S ROLL # 6. 18
he wishes. If the totai of the dice onany Not One was written in response to a cls
roli afterthefirstequals the totalshown  challenge that appeared in the charter  roun 2 vou: o4 COMPUTER: 42
on the first roll, his score is then zero  issue of Creative Computing. The ———--
for that entire turn and the dice passto  game was written by Robert Puopolo 7 RiLL fsane v
the other player. On the other hand, if ~ and first appeared in Creative Com- ¢ tor( morme v
the total on his dice is anything puting, Mar/Apr 1975. T ROLL AGRIN? v
11 ROLL RGAIN? ¥
€ ROLL AGRIN? ¥
S ROLL RGRINZ ¥
& ROLL AGRIN? ¥
& ROLL AGRIN? NO-
cis
ROUND 2 you: 84 COMPUTER: 42
COMPUTER’S ROLL # 1. 7
COMPUTER’S ROLL # 2: 4
COMPUTER’S ROLL # 3: 5
COMPUTER’S ROLL # 4: 3
COMPUTER’S ROLL 4 5: 4
COMPUTER’S ROLL # &: 6
cis
ROUND 4 Y¥OU: 144 COMPUTER: 77
11 ROLL RGAIN? ¥
% ROLL AGAIN? ¥
i PRESS ANY KEY TQ CONTINUE & ROLL AGAIN? ¥
NOT-ONE cls 10 ROLL AGAIN? ¥
16 ROLL AGAIN? ¥
COPYRIGHT 1978 CREATIVE COMPUTING MORRISTOWN, NI ROUND 1 4 ROLL RGAIN? ¥
R & ROLL AGAIN? v
4 ROLL AGRIN? ¥ & ROLL AGAIN? ¥
o T IONGD € ROLL AGAIN? ¥ 7 ROLL AGRIN? ¥
D ¥OU NEED INSTRUCTIONS? YES- 18 ROLL AGRIN? ¥ 3 ROLL RGRIN? ¥
cls & ROLL AGRIN? ¥ 9 ROLL AGAIN? NO_
4 90U GET A ZERG FOR THIS ROUND. i~
NOT-ONE ols ROUND 4 You: 144 COMPUTER: 77
ROUND 1 A,
THE GAME OF NOT-ONE 1S S, ) S ROLL 4 4. 4
PLAVED WITH THC PLAYERS AND @ PAIR OF DICE. THERE ARE coMpUTER’S ROLL # 1. 9 gggitﬁzs ngt!. e
TEN ROUNDS IN THE GAME, EACH ROUND CONSISTING COMPUTER’S ROLL # 2: 8 COMPUTER"S ROLL & 2. 7
OF ONE TURN FOR EACH PLAYER. PLAYERS CENPUTERS ROLL & 2+ 7 COrPUTER ‘S ROLL # 4. 12
(VOURSELF AND THE COMPUTERY ADD THE SCORE COMPUTER’S ROLL # 4. 9 TR e ML § 5. &
THEY ATTAIN ON EACH ROUND, AND THE PLAYVER THE COMPUTER GETS R ZERO FOR THE TURN!' oo 2 oo e 4
- ool ! : :
WITH THE HIGHEST SCORE AFTER TEN ROUNDS IS THE WINNER cls THE COMPUTER GETe A ZERO FOR THE TURN!!
PRESS ANY KEY TO CONTINUE ROUND 2 COMPUTER: @  voU: 8
e cls
cls 11 ROLL AGAIN? ¥ ROUND &
7 ROLL AGAIN? ¥ !
NOT-ONE R ARINT ¥ o vou: 227 COMPUTER: 77
g gg'[t Qgﬁm? M S ROLL AGRIN? ¥
ON ERCH TURN THE PLAYER MRY ROLL THE TWO S NoLL AeATNo v 16 ROLL FGAIND ¥
DICE FROM 1 TO N TIMES. IF T4 IS THE TOTAL OF DICE ON & ROLL AOATNG ¥ 4 ROLL AGAIN® ¥
THE ITH ROLL, THEN THE PLRYERS SCORE FOR THE TURN IS 6 ROLL HGATNG ¥ 11 ROLL AGRIN? ¥
TCOHTERI+TCIN+ . . . - +T(N).  HOKEVER, 19 ROLL AGATN® ¥ ¢ ROLL AGAIN? ¥
RHD HERE’S THE CATCH, IF ANY TCD IS EQUAL TO TCL THEN S0 oo oF 7 ROLL FAGRIN ¥
THE TURN IS OVER AND HIS SCORE FOR THAT ROUND 1S ZERQ. L AL ReATNS v 18 ROLL RGRIN? V¥
FFTER EACH ROLL THAT DOESN'T EQUAL TCL), THE PLAVER CAN % Tocro 16 ROLL AGAIN? ¥
DECIDE WHETHER TO ROLL RGAIN OR STOP AND ¢ 8 ROLL AGAIN? NO_
SCORE THE NUMBER OF POINTS ALRERDY OBTAINED. cls cls
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ROUND & You: 227 COMPUTER: 77 ROUND 9 vou: 365 COMPUTER:

COMPUTER-S ROL. # 1. 48 CCHPUTER’S ROLL # 4: 8
COMPUTER'S ROL. # 2: 9 COMPUTER’S ROLL % 20 11
COMPUTER’S ROL. # %: 4 C0PUTER’S ROLL # 3: 12
COMPUTERS ROL . # 4: 7 COMPUTER?S ROLL # 4: 7
COMPUTER'S ROL. # 5: 5 COMPUTER’S ROLL # 5: 6
COMPUTER’S ROL_ # 6- & COMPUTER”S ROLL # 6. 8
COMPUTER’S ROL_ # 7° 18 THE CONPUTER GETS A ZERQ FOR THE TURN!!
THE COMPUTER (TS A ZERD FOR THE TURN!! '
cls
cls
ROUND 7 YOU: 265 COMPUTER: 77 ROUND 16 You: 378 COMPUTER:
& ROLL AGRIN: ¥ ¢ ROLL AGAIN? ¥
& YOl GET R ZERO FOR THIS ROUND. & ROLL AGRIN? ¥
¢ ROLL AGAIN? ¥
cls £ ROLL AGRIN? ¥
o ROLL RGAIN? ¥
5 ROLL AGAIN? ¥
ROUND 7 YoU: 305 COMPUTER: 77 ¥ ROLL AGAIN® NO.
COMPUTER’S ROL. # 1: 7 cls
COMPUTER”S ROL_ 4 2: 7
1
THE COMPUTER (ETS A ZERD FOR THE TURN!! Q0D 16 “ou: 379 COPUTER:
cls COMPUTERS ROLL # 1. 7
COMPUTER”S ROLL # 2: 5
ROUND 8 You: 385 COMPUTER: 77 S pUTER S ROLL § 3. 14
"""""" . CIMPUTER’S ROLL 4 4: 7
8 ROLL AGAIN' ¥ THE COMPUTER GETS A ZERD FOR THE TURN!!

7 ROLL AGRIN' ¥
14 ROLL RGAI}? ¥

5 ROLL AGAIN' ¥ cls
@ YOU GET A ; ERG FOR THIS ROUND. FOUND vou COMPUTER
cis 1 @ @
. . 2 84 42
f?gf?_f[ YoU: 385 COMPUTER: 77 3 s b
7 ROLL AGAIN' ¥ 4 83 8
g ROLL AGAIN ¥ 2 72 g
9 ROLL AGAIN’ ¥
S ROLL AGAIN' ¥ g g g
2 ROLL AGAIN® ¥ . 24 0
12 ROLL RGALI? ¥ ,
16 ROLL AGRI &7 ¥ e e °
SO = — _—
5 ggbf ;%i?g; ;;_ 10TALS: 419 77
cls FLAY AGAIN? NO-
16 (LS. PRINTG443, ® OT-OME®
28 PRINT: PRINT TABC ) "COPYRIGHT 4978 CRERTIVE COMPUTING MNORRISTOMN, HJ® 380 INPUT 'ROLL RGRIN";B$
28 PRINTE968, "% - 11 FUT DO YOU HEED INSTRUCTIONS": I¢ 299 IF LEFT$(BS, 1)="y" THEN 278
46 DI T(58), RA8), C- 103, L(28) 498 R(T)=TL: %eb: T4=8: FOR A= T0 58: T(A)=8: NEXT: GOTO 418
S IF LEFTS(IS, 1)="¢ THEN 68 ELSE 268 410 FOR =1 TO 4688: MEXT TH: PRINTGL28, CHRS(3L)
€8 CLS: PRINT TAB(2S "NOT-ONE"- PRINT: PRINT "THE GRME OF NOT-ONE 15" 420 RESTORE
76 PRINT "PLAYED WIT: THO PLAYERS AHD R PRIR OF DICE. THERE ARE" 430 RA=INT(SARND(R))+1: RO=INT(6+RID(B))+L
60 PRINT "TEN ROUNDS IN THE GRME. ERCH ROUND CONSISTING® 448 FOR D=2 T0 R1sR2: RERD L(D): NEXT: D=Ri:R2
93 PRINT “OF ONE TUR-: FOR ERCH PLAYER PLRYERS" 458 FOR C=1 T0 L(D): IF C=L THEN 489
188 FRINT "(YOURSELF AHD THE COMPUTER) ADD THE SCORE" 460 RA=INT(SHRAD(9) )+4: R2SINT(G+RAD(8))44
116 PRINT “THEY TTR N ON EACH FOUND, AND THE PLAVER" 478 IF PEE<(16416)+PEEK(16417)%256=16328 THEN PRINT@LSZ, CHR$(3L);
128 FRINT "WITH THE {GHEST SCORE AFTER TEM ROUNDS IS THE HINMER® 480 PRINT "COMPUTER’S ROLL #";C; CHR$(8): " Ri+R2
128 PRINTGS79, “PRES. ANY KEY TO CONTIMUE™: 496 IF £34 THEN 518
149 IF INVEVS="" THE | 148 ELSE PRINTE128, CHRS(3L): 588 T(L=RiR2: GOTO 538
15 PRINT "N EACH T /RN THE PLAYER HAY ROLL THE THO® 518 T(C)=RL+R2
168 PRINT "DICE FROM 4 TO H TIMES. IF T4 IS THE TOTAL OF DICE ON° 526 IF T(C)OTC) GOTO 358
178 FRINT *THE ITH R L, THEM THE PLAYERS SCORE FOR THE TURN IS 538 PRINT “THE CONPUTER GETS A ZERO FOR THE TURN!!®
189 PRINT “TCDHT(D T+ ... +TON).  HOMEVER, " 548 T1=8: GOTO 560
190 PRINT "AND WERE: THE CRTCH, IF ANY T(I) IS EQUAL TO T(4) THEN" 558 T4=T4+7(C)- NEXT C
208 PRINT "THE TURN S OYER AND HIS SCORE FOR THAT ROUND IS ZERD.© 560 FOR T=L T0 1688: HEXT TH: C(D)=TL: Ti=8: X=8
219 PRINT “AFTER EAC | ROLL THAT DOESN'T EQURL TC1), THE PLAYER CAN® 578 C2=02+(4T): CA=CLHR(T)
226 PRINT "DECIDE WH THER TO ROLL RGAIN OR STOP AND * 599 PRINT: FOR B=t 70 50: T(B)=8: NEXT
230 PRINT SCORE THE NUHBER (F POINTS RLREADY OBTRINED. ® 598 REM
240 PRINTGO79, "PRES: RNY KEY TO CONTINUE™: 668 IF C2(CL THEN 626
250 IF DKEYS="" THE | 256 616 PRINTE22, “CONMPUTER: %5 C2, "Y0U: ™ G4 CHR$(38); : GOTO 628
268 CLS. FOR T=1 7O i0: PRINTES, "ROD™T; - PRINTGE, "—————1 CHRE(ID) €28 PRINTEZ2, "Y0U:°;CL, "COMPUTER:*; C2; CHR$(30Y:
270 =W+ RISTNT(EH D@+ £39 HEXT 1
288 R2=THT(G+RND(E)) M. €40 DATA 19.18,9,9,6,6:6, 99,18, 18
299 1F PEEK(16416)+F FEK(16417)4256=16320 THEN PRINTGLS2, CHR$(31): €58 CLS
09 PRINT Ri:RY 660 PRINT “ROUND; TRB(15Y; “Y0U": TRB(25); "COMPUTER"
248 IF X1 THEN 230 678 PRINT *-——-; TRBCLS); " TAB(25); u
220 T(1)=RAE2: GOTC 370 680 FOR E=L T0 10: PRINT USING * 4% [ #87 E: RCEY C4E)
730 TCH=RIE2 699 NEXT £ PRINT====": TABCI4); "==="; TAB(27Y; "==="
48 IF TAOHOT TN 378 768 PRINT “TOTALS: *i TABCA4); CLi TABC26)5C2: PRINT
258 PRINT *YCU GET f ZERO FOR THIS ROLND. " 710 TNPUT “FLRY RGRIN® ANS$
760 %=0: Ti=0: GOTO 410 728 IF LEFT$(ANSS, £)="Y* THEN CLERR: I$="N*: GOTO 49
378 TLETLTCO 730 BD

124



@bhstaele

The game OBSTACLE is an obsta-
cle course game played on a 9x40
grid.

A car is represented by the
character ‘*’, the obstacles are the
walls (represented by exclamation
points and hyphens) and spaces are
where the car may travel. The car may
not pass over or occupy a wall or
obstacle. The character ‘S’ at the
upper left corner, indicates where the
car starts from, and the character in
the lower right corner, the ‘F’, is the
space the car must occupy at the
finish to win. If the car tries to
occupy or pass through a wall the
game is lost. When the car lands on
the space occupied by the character
‘F’, the car has finished the course,
and the game is over, and a time is
calculated.

Line-by-line, here’s how the pro-
gram works:

Line 480 dimensions the matrix M
for 15 rows by 50 columns (allowing
an adequate margin for modifica-
tion).

Line 490-550 initializes all neces-
sary variables.

Line 570-650, through the use of a
random number generator, generates
the obstacle course, where | is the
row matrix index and J is the column
matrix index and R1 is the random
number. Line 590 generates a ran-
dom number between 0 and 1,
multiplies it by a density of 1.2 (to
increase density factor by a few
decimal points) and removes every-
thing right of the decimal point. R1 is
now either 0 or 1. if it is 0 the matrix
memory location M (1,J) inside the
For-Next Loop is assigned the value
of aspace, if it is 1, it is assigned the
value of an exclamation point.

Lines 710 and 720 assign the walls
to the course.

Line 760 stores the values of | and

J into K and L, these act as value
holders.
After the print routine has been
executed, | and J are reassigned their
old values stored in K and L at line
840.

Lines 780-830, through use of a
For-Next Loop (as in the initialization
course set up routine), print out the
characters represented by values in
matrix M, Line 800, the CHRS$

Function turns the values of the
memory location into their ASCI
character equivalent.

Line 860 checks if the car has
moved yet, by checking D1. If D1 ©
then it skips the query option and
continues with the main body. If
D1=0 then it executes the option
query, asking whether a new course,
or this course or end the game and
then executes the respective option.

Line 1010 checks if D1 is not equal
to 1 and if so continues with the
movement routine. If not then it
starts the car at matrix position 2.2
and continues with the movement
routine.

Line 950 starts the main program
body, 970 queries the direction and
980 checks the input D if it is a valid
direction. Line 1000 inputs the speed
‘S’ and Line 1010 initializes the
counters S1 and D1. Lines 1040-1060
direct control to the proper move-
ment routine (1 is up, 2 is right to
left, 3 is down).

Line 1070-1110 is the movement
routine for direction 1. Line 1070
erases the car from the previous
position keeping track of | and J.
Line 1080 and 1090 check each
character position between matrix
position I,J, and |-S,J for a wall
(exclamation or hyphen); if one is
encountered the game is over. If no
walls are encountered, the move is
legal and Line 1110 assigns the car to
matrix position I-1,J and jumps to
1220 to check matrix position 10,41 if
it contains a car. If so, the game is
won and the End of Run routine is
executed. If matrix position 10,41 is
not occupied the game is not over
and control jumps to 740, the matrix
print routine. The Loop can only be
exited by losing (crashing into an
obstacle) or by getting the car to
matrix position 10,41 where it exe-
cutes the End of Run routine.

dividing total number of turns by
total number of character spaces
covered by the car and multiplies it
by 100. Line 1300 prints the time and
Line 1310 and 1320 query as to
whether to play the game again.

The program and these notes were
written by Eric Erickson.
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OBSTACLE

COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOMN,

D0 YOU HEED INSTRUCTIONS? YES_
OBSTACLE

THE OBJECT OF THIS GAME IS TO MOVE YOUR CAR 7/

BEGINNING AT ‘S’ AND NAYIGATE THROUGH THE OBSTACLES

¢ ¢ JALLS TO THE SPACE MARKED ‘F’ YOU WUST LAND

oM THE SPACE MARKED “F* ON THE EXACT AMOUNT OF SPACES.

THERE ARE NO DIAGONAL MOVES.
THERE ARE NO RIGHT TO LEFT MOVES.

DIRECTION NG. 4 IS UP. L
DIRECTION NO.2 IS LEFT TO RIGHT.
DIRECTION NO.3 IS DOMN. N

="

SFEED IS THE NUMBER OF SPACES IN fi GIVEN DIRECTION.

cls

F

OPTION: (A = CONTINUE. B = NEW COURSE. C = STOPY® A_

SPEED? 5.




DIRECT ON? 2
SPEED? 9.

DIRECT ON? 2
SPEED? 14.

48 CLS: PRINT@412, "0B¢ TACLE"

20 PRINT: PRINT TRB(7> "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN: NJ*

30 PRINT@Y6S, " INPLT “DO YOU NEED INSTRUCTIONS'; If

48 REM YARIABLES USAGE

58 REM

&0 REM Al DECIMAL VALUE FOR THE CHARACTER”%*
78 REM R2 DECIMAL YALUE FOR THE CHARACTER *
88 REM A3 DECIMAL VALUE FOR THE CHARACTER 7'~
90 REM R4 DECIMAL VALUE FOR THE CHARACTER /S*
168 REM AS DECIMAL VALUE FOR THE CHARACTER ‘F’
116 REM A6 DECIMAL VALUE FOR THE CHARACTER /-~
126 REM D DIRECTION

138 REM D1 TOTAL NO. OF TURNS TAKEN

448 REM 1 ROW MATRIX

156 REN J COLUMN MATRIX INDEX

16@ REM K PLACE HOLDER FOR THE VARIABLE I

170 REM L PLACE HOLDER FOR THE VARIABLE J

180 REM M MATRIX VARIBLE

196 REM N¢ INPUT TO YES-NO QUESTIONS

208 REM R4 RANDOM NUMBER GENERATOR VARIARBLE
218 REM S SPEED

228 REM  S1 TOTAL SPEED COUNTER

233 REM T ‘TINES RATIO (D1/51)%100

240 REM

258 REM START PROGRAM

260 REM

27g REM

288 REH INSTRUCTIONS

298 REM

360 CLS: IF LEFT€(1$, 4 O"Y" THEN 488

310 PRINT TARC28) "OBS ACLE": PRINT

228 PRINT “THE OBJECT F THIS GAME IS TO MOVE YOUR CRR %/

3@ PRINT " BEGINNING 1T ‘S’ AND NAVIGATE THROUGH THE OBSTACLES"
340 PRINT "/"CHR$(191) “ WALLS TO THE SPACE MARKED ‘F<. YOU MUST LAND"
356 PRINT "ON THE SPAC: MARKED “F’ ON THE EXACT AMOUNT OF SPACES. "
36@ PRINT

378 PRINT "THERE ARE Nt DIRGONAL MOVES. *

386 PRINT “THERE ARE N1 RIGHT TO LEFT MOVES. "

390 PRINT

468 PRINT "DIRECTION N1 1 IS UP ¢ "; CHR$(81); * O

448 PRINT “DIRECTION N1 2 IS LEFT TO RIGHT. ¢ =¥ CHR$(94); ™ >0
420 PRINT “DIRECTION N1 23 IS DOUN. ¢ "3 CHRECS2) " )

43@ PRINT

44@ PRINT "SPEED IS TH: NUMBER OF SPACES IN A GIVEN DIRECTION. "
458 REM

460 REM CNITIRLATION

470 REM

486 DIM M(15,58)

498 AL=ASC(+™)

586 R2=191

516 A3=RSCC" ™)

528 A4=ASC(ISY)

530 ASASCCUE™)

546 A6=191

558 Di=B: Si=@

560 REM s+ NOTE - CIURSE SET UP ROUTINE
578 FOR I=1 TO 1@

568 FOR J=1 TO 42

596 R1=INT(RNDCE)*L. 2}

606 1F R1=G THEN 638

618 M(I, Ix=A2

626 GOTO €46

638 MCL Jo=A3

543 NEXT J

650 NEXT I

660 M(2, 2)=A4

670 M(10, 48)=A3 126

F
o s
SPEED? 2.

cls
F
ILLEGAL MOVE ... wou toserr T

b0 YOU WISH TO PLAY AGAIN? NO_

680 MC13, 41)=A5

698 M(2. =3

700 H(3, 2)=A3

710 FOR 1=1 TO 10: :M(I, 1)=A2: M(L, 42)=A2: NEXT I
728 FOF J=1 TO 42° MC1, DD=R6. M(11, J)=R6: NEXT J
738 GOSUB 760: GOTO 850

748 REM #+ PRINTING ROUTINE #%

758 GOTD 856

768 K=I: L=J

778 CLS

780 FOR 1=1 TO 44: PRINT TRB(41);

798 FOR J=1 T0 42

880 PRINT CHR$CCT, J3))

818 NEXT J

82@ PRINT

838 NEXT 1

84@ I=k. J=L. RETURN

850 REM 88 NOTE- NEW COURSE OPTIONsok

868 IF D1>G THEN 950

870 PRINT"OPTION: (A = CONTINUE, B = NEW COURSE. C = STOP»™;
888 INFUT N$

890 IF N$="A" THEN 958

968 IF N$="B" THEN 546

94@ IF Hg="C" THEN END

92@ PRINT "INVALID OPTION. "

3@ GOTa 8§76
4@ REM

950 RENM

96@ REM

978 PRINTE784, "DIRECTION"; CHR$(31);
988 IF DC4 THEN 97@

938 IF D>3 THEN 976

1008 PRINT“SPEED"; - INPUT S: S=INT(ABS(S>>

1618 D1L=Di+i. 51=51+S: IF D4<>1 THEN 1046

1628 REM 4+ NOTE - CRR STARTS AT POSITION 2,2

1638 J=2: I=2

1@46 IF D=1 THEN 1670

1650 IF D=2 THEN 1120

1860 IF D=3 THEN 1176

1878 M{I, J>=AZ: REM #+ WIPES QUT PREVIOUS CHARACTER #*

1888 FOR C=1 TO S: GOSUB 433G: I=ABS(I-1>' IF M(I, J)=A2 THEN 1258
1898 IF M(I, J)=R6 THEN 1250

1168 GOSUB 1348: NEXT C

1148 M(I, J0=RL: GOTO 4228

11208 MCIL Jo=A3

1438 FOR €=1 T0 S: GOSUB 1338: J=J+i: IF M(I, J>=R2 THEN 1256

1148 IF M(I I>=RE THEN 1250

1156 GOSUB 134@: NEXT C

1168 M(I, J>=f1. GOTO 1220

1478 WL, D=AR

1188 FOR C=1 TO S. GOSUR 133@: I=I+1: IF M(I,J)=A2 THEN 1250

1190 I M(IL J)=A6 THEN 1250

1208 GOSUB 1340: NEXT C

1248 MCL 1=R1

1228 REW #k NOTE ~ WINNING CHECK:+

1238 17 M{18, 44>CORL THEN 748
124a GOTO 127@

1258 PRINT@704, “"ILLEGAL MOVE.... .
1268 REM
1278 REM
1288 RET
1298 T=(D1/51>+188

1308 PRINTE?@4, “YOU WON!' AND YOUR TIME IS"; T; CHR$(3L)
41310 PRINT. PRINT"DO YOU WISH TO PLAY ARGRIN"; - INPUT N$
1328 17 LEFTS$(NS, 4)>="Y" THEN 548 ELSE END

1336 PRINTRI*64-5d+], " ";  RETURN

1348 PRINTOI*64-54+J, "#"; = RETURN

#x MAIN PROGRAM BODY

INPUT D: D=INT(ABS(D))

YOU LOSE!'*; CHR$<31): GOTO 413418

#ok END OF RUN ROUTINE #k



@ctrix

OCTRIX

COPYRIGHT 1375 CREATIVE COMPUTING MORRISTORN, NI
DO YOU HEED THSTRUCTIONS? YES.
cls

THIS 15 A GAME CRLLED OCTRIX.  EACH PLAYER IS DEALT §
CARDS RANGING FROM ACE THROUGH EIGHT. THE CRRDS ARE
RAMKED ACCORDING 7O BRIDGE SUITS WITH THE ACE OF CLUBS THE
LOWEST AND THE EIGHT OF SPADES HIGHEST. THE GBJECT IS TO
HIN AS MANY OF THE EIGHT TRICKS RS POSSIELE  EACH TRICK
PLAYED DETERHINES THE PLRY OF THE HEXT TRICK IF THE HIGH
AND LON CARDS PLAYED MATCH COLOR THE HEXT TRICK WILL BE
HIGH AND IF THEY DO NOT MATCH IT WILL BE LOW IT IS I~
PORTANT 10 SET STRATEGY TO WIN CONSECUTIVE TRICKS IM THAT
SCORING IS 4 PUINT PER TRICK. 4 FOR THO INA ROW, 9 FOR 2,
UP T0 64 FOR ALL EIGHT.

RESPOND TO THE INPUT PROMPT WITH THE CARD 70U MANT 10

PLAY IH A THO CHARACTER FORMAT WITH THE VALUE (R-8) AS THE
FIRST CHARACTER, AND SUIT (C,D,H,5) RS THE SECOHD CHARACTER.

PRESS AHY YEY TO CONTIMUE
cls

HOM NAHY POINTS <@ ENTRY GIVES STANDARD 2837 8
HOW MANY PLEVERS? 2

EHTER HAME OF PLAYER 8 £ ° CHRIS

ENTER NAHME OF PLAYER # 2 ° ERIC

ENTER NAME OF PLAYER § 2 © STEVE

SHOULD 1 PLARY TOO (¥ OR M)? Y.

cis
CHRIS  ERIC STEYE  COMPUTER
CHRIS  ERIC STEYE  COMPUTER CUHS CDHS CDHS CDHS
COHS CDHS CDHS CODHS A ¢ A A v Rrt A
R ¥ A A . A%+ . R, L2 L2 ¥ 2k ¥ 2.
2 2 2% % 2 4 2. iAo AT
T T 3ok L 2. 4 4k tx 4 4
L4 JUE I N 4 ® 4. LS * 5 * .5 % * 5.
5 5. 5% .5 %+ .5 AT -6 €.
B ¥ 6% 6 .6 *. 6. . LT * 7. AN £ 7.
A T A A SR AN S A A - *3.
LB¥ 8 % 8 % .8 x5
CHRIS PLAYED THE EIGHT GF CLUBS.
TRICK 4 1 CHIGH CARD WINS ERIC PLAYED THE EIGHT CF DIGHONDS.
WHAT CARD, CHRIS CTEYE PLAVED THE EIGHT OF HERRTS.
% 1 FLAYED THE EIGHT OF SPADES,
T U0 TRICK # 4.
cls
CHRIS  ERIC STEVE  COMPIER cls
COHS CDHS CODHS CDHS
R+ @ A warr R RIS ERIC STEYE  COMPUTER
Ty ) w2e b+ 2 % 3 CDHS CDHS CDHE CDHS
LnE 2 3ok 3 3 SRR RO e Aer A
4 LR R4 LR 4. -2 S
5 % 5 5% .5 % 5. SRR
L6 ovx LG L6 L6 %E. 4 o v o L
LTE %7 I T A T ERA LTE LA S
B R T I T 5 oE vy B wo s e
e ot T A
TRICK & 1 (HIGH CRRD WDNE) -8 8 8 &
HHAT CARD, ERICS
i TRICK # 2 (HIGH CARD HINS)
WHAT CRED, CHRIS
cls [
CHRIS  ERIC STEVE  COMPUTER cls
COHS CDHS CDHS CDHS CHRIS ERIC STEVE COHPUTER:
H o+ R A YR R COHS CDHS CODHS CDHS
.2 L2 k2% % 2 % 2. R A A wAEE AL
LA £.30 %% 2 3. e 2 LK L2k L
a The eeg s 4 T S SEE TS
e Tev s oe s 4, LA x4 44
L6 %t 6% L& 6 w6 Borey owEe S e S
s %7 IS I e T b e wE
o, N ; A S PR | A N
AL AL B L A S -
TRICK § 1 CHIGH CARD HINS
(AT CFED, STRVE TRICK 4 2 (HIGH CARD HINS)
' WHAT CARD, ERICS

#

cls cls
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This is a card game for up to four
players, or three players plus the
computer. A deck of 32 cards is used
with ace through eight in each of the
four suits. All 32 of the cards are dealt
out at the beginning of the game, eight
to each player. On each hand, each
player discards one card depending on
the rules of the game (see the rules at
the beginning of the sample game)
either the high card discard or the low
card discard wins that trick. After eight
tricks a new hand is dealt and play
proceeds as before. Perhaps the
easiest way to learn Octrix is to play a
few games with you and the computer
or with several people and the com-
puter. Observe what happens and
before long you'il be able to work out a
reasonable strategy for playing the
game.

Octrix was written by Rogers
Hamilton.

CHRIS ERIC STEVE COMPUTER:
CDHS CDHS CDHE CDHE
R R ¥ RE* .
L2 L2 LA P
LIk L3 S 3 B4 LI
L4 A X A3 LA 4.
5 .5 LS T AN
UL N N L& s *6..
L TE * .7 A A L
.8 R 1 L& B

TRICK & 2 (HIGH CARD WINS)
WHAT CARD, STEVE
#
cis
(RIS ERIC STEYE  CONPUTER
COHS CDHS CDHS CDHES
LHx LA ! LN T
2 L2 2% ¥ 2 ¥ 2.
z e LA 2 S A
4. 4 kx4 4 % 4.
.5 ¥ 5 * 5% A S TN
boxE L EE .E. 3 *6,.
7% %7 I 7 £ 7.
.8 .8 6 g R
CHRIS PLRYED THE SEVEN OF CLUBS.
ERIC PLAYED THE SIX OF CLUBS
STEVE PLAYED THE SEVEN OF DIAMONDS.
1 PLAVED THE FIVE OF DIRMONDS.
STEYE HOM TRICK & 2
cls
CHRIS ERIC STEYE COMPUTER
CDhHSE {DHS CODHS CDHS
R * .8 R LA 2 R O
L2 L2 *.2% 20+ 2.
A L3 IURESE L3
L4 L4E F k4 4 % 4.
-3 ¥ .5 kL5 F 5. 5.
B oxx 6 .6 .6 *6.
S *.7. L7 s ¥ 7
.8 .8 8 8B 8.

TRICK # 2 (HIGH CARD WINZ)
HHAT CARD, CHRIS
#

cis




RIS ERIC STEVE  COMPUTR ORIS  ERIC SIEVE  COMPUTER GRIS  ERIC STEVE  COWPUTER
COHS CDHS CDHS COHS CDHS CDHS CDHS CDHS COHS COKS CDHS CDHS
LA xR ) . Axx A LR+ LR R LI O A % LR R « Axx R
L2 2 .26 % 2+ 2. 2 2 T 2 2 x.2%5 * .2 % 2.
I I £.3 %% 3 3. D T £.3 6% 3 B ] 3k L3 3.
4 LAk k% 4 L #* 4. .4 LA kx4 4 % 4. .4 LA x4 IO B 4.,
ST S LS 3 .5, 5 * .5 * .5 % -1 .5 .5 .5 - ! .5
AR N Y .6 6 . . kLB, 6 %% 6 L6 6. %6 L6 k% 6 .6 .6 6.
2 5.7 7 AN %7 7 k7 7 LA L1 B A
.8 8 .8 2 8. B .8 .8 8 8. .8 8 .8 .8 8.

TRICK § 3 CHIGH CARD WINS) CHRIS FLAYED THE SEVEN OF SPADES, TRICK # 4 CHIGH CARD HINS)
HHAT CARD, ERICS ERIC PLAVED THE FIVE OF SPRDES. HEAT CARD, ERICS
3 STEVE PLAVED THE FIVE OF CLUBS. ¥
ols . 1 PLAVED THE SEVEN OF HERRTS, ols
CHRIS HOM TRICK # 2. ¢
RIS ERIC STEYE  CONPUTIR CRIS  ERIC STEVE  COMPUTER
COHS COUHS CDHS CODHS cls COHS CDHS CDHS CDHS
N A LAEE A B ] R wA%® R,
L2 L2 ¥ .27 Tk
B S 3 GRS B SEE U SRR R S S
4 LAk %4 e 4 HCDS’ &CDH” RCDH;E RfEHS& 4 L4k kx4 A 4
5 % 5 5% .5 5. Ca T Cae v mox 2 .5, .5 .5 .. .5 5.
L6kt 6 £ L6 KE. T R e = 6 k% & .6, 6 %6
2 0.7, 7 LT T T i et *r . f L7 N LT 7.
8 8 8 L 8. e 4 s e e 5 .8 8 .8 .8, 8.
TRICK & 2 CHIGH CRRD WINS) _’fg_' " :_'?j ::?’ ? '? TRICK 4 (HIGH CARD HINS)
VAT CRRD STEVE 8 8 8 e ks 2}151 CRRD, STEVE
' TRICK % 4 (HIGH CRRD HINS) cis
cs WA CRRD, CHRIS ORIS  RIC  STBE  COPUTRR
CDHS CDHS CDHS CDHS
Rk LA A . A+t . R,
ols 2 .2 2% % 2 % 2.
L3k L2 C3er L3 L3
A 4 x4 A 4
L5 . % .5 L5 .. .5 5.
L6 k% 6 N3 L6 %6,
10 CLERR 1008 ; ; ; ; ;
TR & L TR CHRIS PLAVED THE SIY OF DIRMONDS,
1 -
ERIC PLAVED THE FOUR OF CLUBS
5B PRINT TABC7)"COPYRIGHT 4978 CRERTIVE CO PUTING HORRISTOMN, NJ* PLRVEL -
£0 PRINT @ 98, mﬁomgﬁmm '
70 INPUT"DD YOU NEED INSTRUSTIONS™; I§ WO TRICK § 4 -
20 DIN ACZ2), PC4, 3), CH(23B), 044, 10), TH72) -
93 DIN N§(72), ¥(72) 526 FOR %6 70 31
199 RESTORE 530 ACD=Y cls
148 FOR ¥=0 10 7 548 MEXT X
128 READ ¥ 559 PRINT™HOM HAHY PLAYERS®:
176 HEXT % 568 INPUT R
148 FOR ¥=8 70 2 578 N=IHT(HD

150 RERD R§CH)

158 NEXT X

178 DRATA"ACE®, “THO™, “THREE™, *FOUR®, "FIVE", * S1X", *SEVEN", "EIGHT™

168 DATA*CLUBS™. "DIAKONDS®. "HERRTS ", "SPRDES

190 FOR %=B T0 9

209 READ T$X)

28 DRTAAT. 2%, "37. 4", *57, "6", *7%, "8", "LO ", "HIGH"

228 NERT ¥

228 IF LEFT$CIS, D)="N" THEH 410

248 (1S

256 PRINT® THIS IS A GAME CALLED OCTRIX. RCH PLAYER IS DEALT 8"

269 PRINT"CARDS RANGING FROM ACE THROUGH EIHT.  THE CARDS ARE®

278 PRINT®RANKED RCCORDING TO BRIDGE SUITS {ITH THE ACE OF CLUBS THE®
240 PRINT®LOMEST AND THE EIGHT OF SFRDES HIHEST. THE OBJECT IS T0°
238 PRINTHIN RS HANY OF THE EIGHT TRICKS ¢35 POSSIBLE  EACH TRICK *
338 PRINT"PLAYED DETERMINES THE PLAV OF THE HEXT TRICK IF THE HIGH ®
3148 PRINT®AND LOH CARDS PLAYED MATCH COLOR THE NEXT TRICK WILL BE ©
320 PRINTHIGH AND IF THEY DO NOT WATCH IT {ILL BE LOW IT IS IH-"
738 PRINT®PORTANT TO SET STRATEGY T WIN CC{SECUTIVE TRICKS IN THAT ©
348 PRINT"SCORING IS 4 POINT PER TRICK, 4 FIR TWO IN A ROK 9 FOR 3"
3238 PRINTUP T0 64 FOR ALL EIGHT. *

358 PRINT®  RESFOND TO THE INPUT PROMPT b (TH THE CARD YOU WANT TO°
378 PRINTPLAY TH & THO CHFRRCTER FURMAT MITH THE VRLUE (R-8) AS THE ®
336 PRINT"FIRST CHARACTER, AND SUIT (C,D:H, 3) AS THE SECOND CHARRCTER "
338 PRINT @ 979, “FRESS fiNY KEY TO CONTINUE®

438 IF DNCEVS ="" THEN 408

418 CLS

420 FOR =1 70 15

430 RERD 2

440 HE=HETHRE(D)

438 NEXT X
458 DRTR 35,
479 29=88
488 PRINT"HOW MANY POINTS {@ ENTRY GIVES STWDARD 88)%
498 IHPUT 2

580 IF 2=0 THEM 526

919 29=2

35 35 13, 72, 72, 72, 43, 7%, 73, 73, 73 13

380 IF 104 THEN 689

598 IF 108 THEN 628

688 PRINT*OHLY ONE TO FOUR PLAYERS ALLOMED, RE-EMIER "
€10 GOTO SSI

628 FOR ¥=6 10 H-1

620 QK 8)=0

648 PRINT™ENTER NRME OF PLAYER % %+L
638 INPUT HSCK)

€68 Y=LEN(RSCX))

678 FOR 2=1 T0 ¢

680 TS=HIDECNSCX), L 2-0)

636 IF T$=" " THEH 718

788 NEXT 2

710 IF. 1 THEN 740

728 PRINT®DON’T START NAME WITH SPRCE, RE-"
738 GOTO 648

748 SECI=HIDSNECR), 1 -1

796 HEXT X

768 FOR J=8 70 127

778 C$(h=""

789 HEXT J

798 IF N=d THEN 25@

868 IF N=1 THEN 858

816 PRINT"SHOULD I PLAY TGO (¥ (R W)™:
828 INFUT 2%

218 Z8=LEFT$CZ4, 1)

848 IF Z$O"Y" THEN 898

838 S$(H)="CONPUTER"

868 NE(N="1"

878 G, 9)=8

829 N=i+l 958 FOR ¥=8 70 7
298 FOR 1=0 70 31 968 FOR X=8 T0 -1
988 X=A(1) 978 PCX, ¥)=R(YH4K)

948 Y=INT(RND(@)%(32-1)+1) 988 CH(R¥324P(X, V))=%"

928 RCD=AY) 99 NEXT &
938 A(Y)=R 1066 NEXT ¥
948 NEXT 1 128 1018 Bt



188 FRR=LTO 7 1876 PRINY

1828 GOSUB 1799 1828 FOR S=8 TG 7

1640 PRINT @ 784, “TRICK &R (" T4¢B+)™ CARD WINS)" CHR$(ZD 189@ FOR Y=8 10 H-1

1658 FOR %= T0 N-4 1908 2-V¥2245x4

1868 IF SECO="COMPUTER" THEN 2228 1918 PRINT STRIHG$(2, 190)TH(SICHREUISDCHZICHRICINICS(2+0);

1678 2=7¢7 1920 PRINT CHRECASICH(ZHDIUHRECLOICH(ZHLY;

1088 PRINT @ 768, "WHAT CARD, * S8 1938 NEXT ¥

1699 GAS=INKEVS 1948 PRINT CHRECI91)TS(S)STRINGS(2, 191)

1108 IF G1$="" THEN 1090 1958 HEXT S

1148 PRINT"4": 1968 FRINT

1128 Q25=IHKEYS 1978 RETURN

1436 1F G2$="" THEN 1120 1988 Li=6

1149 PRINT®H"; 1990 Hi=0

1458 E$=01¢+024 2080 PRINT & 784, °™

1168 IF ESO"P® THEN 1198 2646 FOR %= T0 M1

1478 GUSUB 1796 2628 Y=INT(R(K, 9)/4)

1188 GOTO 1689 2038 Z:00%, 9)-Yed

1198 V=LEN(ES) 264 PRINT HSCX)® FLRYED THE * ¥$(¥)* OF * ¥8(0°.°

1200 IF Y=2 THEN 1238 2058 CHRE3HAK 9N=" ©

1248 FRINT"BAD INPUT, RE-EWTER * 2668 1F Q% (L4, 9YTHEN 2080

1228 GOTO 1088 2670 L1=%

1278 Y§UIDSCES, L 1) 2698 IF G(% 9)<GUHL 9)THEN 2108

1240 2$=HIDSCES, 2, D 2090 Hi=A

1258 IF VAL(YEDD THEN 1289 2169 NEXT X

1269 IF Y5O°R" THEN 1210 2446 IF H={ THEN 2158

1279 Y4<o4 2428 0L, RO=L

1288 YoYRL(YE) 2138 FRINT NECLLY® HON TRICK 8%Ri CHRSCBY; "
2148 GOTO 2476

1268 IF ¥=0 THEN 1216

1308 IF Y8 THEN 1218 2158 Qait, =t
48 7=0 2468 PRINT HECHL)™ HON TRICK #%R; CHRS(B):® "
1226 0% 10)=8 2178 H=a
1378 1F 78="C* THEN 1412 268 IF G(LL 16YQRHL 18)THEN 2269
1343 2=2 298 b=t
1758 IF 2¢4="S" THEN 1410 2208 FOR fi=1 70 1868
1268 Q% 18)=t 248 HEXT R
1378 7=4 2228 RETURN
4289 TF 2s="D" THEN 1410 2228 L1=8
1390 Z=2 2048 178
1400 IF 250°K" THEN 1210 2250 Hi=0
1410 ¥=(9-1)#447 2268 Ho=6
1428 TF CHH324)0™ THEN 1240 2276 FOR 50 T0 N-2
1428 GG 9)=Y 2268 FOR =6 10 7
1448 NEXT 2099 IF P(S, SLOPAL, L2YTHEN 2339
1458 GOSUE 1968 2308 TF C5(543P(S, S1))=" * THEN 2328
1468 NEYT R 2318 (4=5
1478 FOR ¥=B 70 N-1 2308 1254
1468 FOR 2= T0 24 2338 IF P(S, SLCP(HL H)THEN 2378
1498 IF C$(I2X+23="%" THEM 4528 2348 IF CH(S#324P(S, 510=" * THEN 2378
1506 NEXT 2 2358 Hi=5
1516 PRINT*BAD SCAIL * 2368 H2=51
1528 CH(Z2402)=" 2378 MEXT S1
1538 &% =2 2368 NEXT S
1548 HEXT % 2398 FOR S=R-1 10 7
1550 R=8 2400 IF H=t THEN 2458
1568 GOSUB 1988 2418 IF PO-L SXPULL L2)THEN 2420
1578 Hi=8 2428 GOTO 2468
1560 CLS 2438 1F RND(B). 3 THEN 2559
1598 PRINT®THAT HAMD 5 2449 GOTO 2478
1688 FOR ¥=6 70 H-1 2450 IF PON-L, S)OPCRL, H2YTHEN 2438
1618 8C% 9)=9 2468 NEXT §
1628 =0 2478 Hi=722
1678 7:0 2488 Y=INT (RUD(B)HL6+HA16)
1648 FOR R=1 70 § 2499 FOR $1=R-1 70 7
1650 2=240C%, R) 2500 LA=ABS(PQH-L, G4V
1668 (% R)=8 2518 TF HICLL THEN 2548
1678 TF 0(% R+DCS THEN 1768 2520 Hi=L4
1658 Y=\+27 258 551
1698 2=8 2540 NEST S1
1768 NEST R 2550 A% D=L 5
1716 0% B)=0C% B)4Y 2568 PH-L S3POH-L R-D)
1726 PRINT NECX)" SCORED™; ¥; "POINTS FOR A% (X 0);"TOTAL * 2578 200X 9)-( N, 9/
1738 IF QL @)30(X B)THEN 1758 2588 IF 2(2 THEN 2609
1749 Hi=X 2598 2=RBS(Z-2)
1758 HEXT ¥ 2688 OCX, 10)=2
1768 IF Q(HL, 8)7=29 THEN 2620 2618 GOTO 1450
1776 PRINT @ 979, "PRESS ANY KEY TO CONTINUE": 2628 1F HON-2 THEN 2668
1788 IF INKEV$ ="° THEN 1789 ELSE €98 2678 FOR ¥=Hi+t TO M-t
1788 0LS 2648 IF Q(HL 80X G)THEN 2678
1888 FOR S=8 T0 -1 2659 PRINT®GRME TIED AFTER REGULATION, ENTERING SUDDEN DEATH *
1218 PRINT TRB(SH1142)55(5); 2668 GOTO 898
1808 MEXT S 2678 NEXT %
1838 PRINT 2688 PRINT N&C(HL)® WON THE GRHE. CONGRATULATIONS, * S§CHL)* *
1948 FOR 520 T0 M1 2698 PRINT
1856 FRINT®  C D HS% 2708 PRINT
1069 NEXT & 2710 END

129



Description:

This program generates artistic patterns based
on Pascal's triangle.

Comments:

Pascal's triangle is one of the most famous
number patterns in mathematics. The triangle is
very easy to constiuct. The first two rows consist
of only 1’s. Each of the subsequent have a 1 at
either end of the rcw, 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 tlie triangle, is shown below:

1
11
1 2 1
1 3 3 1
4 6 4 1
1 56 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’; triangles”

3. Four “Pascal’s triangles”

A user may alsc specify the size of the array and
the multiples of the number to be eliminated.

Option 1 simpls allows a user to examine an
artistic picture of {he relative positions of the mui-
tiples of any numter in the array. The apex of the
array will appear in the upper left corner of the page.

An example of Fow the machine uses a “triangle”
to create a design tased on eliminating the multiples

of two is shown below.

111 1 woeoeow
123 4 "
136 10 '
1410 20 *

Before Printing After Printing

Option 2 allows a user to create a picture based
on two Pascal's tr:angles in opposite corners of a
square array. An eyample of how the machine uses
two Pascal's triang es in the corners of a square to
create a design based on eliminating the multiples
of 2 is shown belov:

11110 vea
12301 ¢ °
13031 R
10321 ="
01111 2w

Before Printing After Printing

130

Ontion 3 creates a design based on Pascal's
triangles in the four corners of a square. An ex-
amplie 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.

11-‘11111 e & o a £ & @ °
123 321 s v e e
13 31 .. ..
1 1 . .
13 31 e ..
125 321 s e e e
114;11111 ¢ & * ® & & A 0

Before Printing After Printing

PASART and this description written by Charles A.
Lund. They first appeared in Creative Computing,
Mar/Apr 1977.

Biecause PASART was run on a line printer, the
sample runs are not representative of the true output.
The only way to appreciate the graphics output is to
run the program.

PASART

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN: NJ

DO YO NEED INSTRUCTIONS? VES_

cls

PASART
THIS PROGRAM CREATES ARTIST DESIGNS BASED ON PRSCAL’S TRIANGLE.

YOU HAVE 3 BASIC TYPES OF DESIGNS TO SELECT FROM:
1 3 SINGLE PASCRL’S TRIANGLE (PLAYED WITH AN ARTISTIC FLARE)
2 THD ARTSY’ PASCAL’S TRIANGLES PRINTED BACK TG BACK
3. FOUR “ARTSY” TRIANGLES IN THE CORNER OF
i SQUARE ARRAY.

WHAT’S YOUR PLEASURE (4, 2 OR 337 2
WHICH MULTIPLES DO YOU WANT REPRESENTED WITH BLANKS? 2
HOW MANY ROWS AND COLUMS IN THE RRRAY (45 IS MAXIMUMD? 36

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

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

--------

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




18 CLS:

WHAT’S YOUR PLEASURE (1. 2 OR 307 1
WHICH MULTIPLES DO YOU WANT REPRESENTED WITH BLANKS? 2
HOW MANY ROWS AND COLUMS IN THE ARRAY (45 IS MAXKIMUM? 45

THIS WILL TAKE SOME TIME

cis

R N E R R R ]
s+ 3 ¥ & & 5 & ¢ ¢ r T S 3 *+ 4 %
* *
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*

sanenw

s e

PRINT@413, “PASART"

ARTIST AT WORK ... ... ... ..ol

2@ PRINT: PRINT TAB(?> "COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOMN. NJ"

3@ CLEAR 16800: PRINTE968,

4@ DIM PA$(15), P(45,45): IF LEFT$(I$, 1)="Y" THEN 60

58 CLS:
68 CLS:

GoTo 170
PRINT TAB(29); “PRSART": PRINT

w5 . INPUT "DO YOU NEED INSTRUCTIONS®; I$

7@ PRINT "THIS PROGRAM CREATES ARTIST DESIGNS BASED ON PASCAL’S TRIAN"
83 PRINT "GLE. ©

98 PRINT

10@ PRINT "YQU HAVE 3 BASIC TYPES OF DESIGNS TO SELECT FROM."
448 PRINT "4, A SINGLE PASCAL’S TRIANGLE (PLAYED WITH AN ARTISTIC FLAR":
128 PRINT "ED*

4368 PRINT "2, TWO ‘ARTSY” PRSCAL’S TRIANGLES PRINTED BACK TO BACK"

14@ PRINT "3, FOUR “ARTSY TRIANGLES IN THE CORNER OF"

158 PRINT *

A SQUARE ARRAY. "

168 PRINT
178 PRINT “WHAT‘S YOUR PLEASURE <1, 2 OR 2%
180 INPUT O

19@ IF

(0-1>%¢0~2>#(0-3) > 8 THEN 178

2@ PRINT “WHICH MULTIPLES DO YOU WANT REPRESENTED WITH BLANKS";
248 INPUT @

228 PRINT "HOW MANY ROWS AND COLUMS IN THE ARRAY (45 IS MAKIMUMD®;

230 INPUT T

248 PRINT: PRINT STRINGS$(24,140);

258 PRINT TABC28)>; "THIS WILL TAKE SOME TIME":

260 IF

T#(45-T>(B THEN 228

278 ON O GOTO 328,530, 780

288 REM
298 REM

368 REM TIME TO CREATE AND PRINT A SINGLE PIECE OF PASART
318 REM FIRST BUILD THE PRSCALS TRIANGLE

328 FOR

R=1 T0 T

@FORC=4 T0 T

340 IF

(R-1>%(C-1)=0 THEN 370

350 P(R, C)=P(R, C-1)+P(R-1, C)

368 GOTO 388

378 PR, 0)=1

383 NEXT C

3% NEXT R

489 REM TIME TO PLAY BACK THE TRIANGLE WITH AN ARTISTIC FLARE.
416 FOR R=1 TO T STEP 2

426 FORC=L 70T

438 IF
44@ IF
458 IF

(P(R, C)/Q=INT(P(R, C>/@) THEN P(R,()=0
(P(R+4, CY/D=INT(P(R+1, £)/Q) THEN P(R+L,()=@
(P(R+2, CY/Q=INT(P(R+2, C)/@) THEN P(R+2.()=8

460 AE=(R-1>/3

470 PR$(AE)=PAS$CAE)+CHR$(128-3+(P(R, CI<OBY-12% (P(R+1, CYOB)-48+(P(R+2, ©I0Y

488 NEXT C

458 NEKT R

500 CLS. FOR A=8 TO 14: PRINT PA$(R): NEXT A
510 GOTO 1348

* ARTIST AT HORK “; STRING$(24, 140);

131

528 REM TIME TO CREATE AND PRINT DOUBLE PIECE OF PASART
538 2=1

548 REM BUILD THE UPPER LEFT HAND HALF OF THE ARRAY.
556 LET N=2

360 FOR R=1 TO N

578 FOR C=1 70 Z-1

588 IF (R-1>*(C-1)=8 THEN 618

398 P(R, CO=P(R, C-1)+P(R-1, 03

68@ GOTO 628

618 P(R. O=1

628 NEXT C

638 2=7-1

648 NEXT R

658 REM BUILD THE LOWER RIGHT HALF OF THE ARRAY.
668 Z=N

678 N=2

688 FOR R=Z T0 4 STEP -1

698 FOR C=Z TO N STEP -1

782 IF (R-Z)>*(C-2)>=8 THEN 730

746 P(R, C)=P(R, C+1)+P(R+1, )

722 GOTC 748

738 P(R, C)=1

748 NEXT €

738 N=N+1

768 NEXT R

778 GOTO 448

780 M=Q

¥98 REM BUILD THE UPPER LEFT HALF CORNER OF THE ARRAY.
880 Y=T

818 Z=INT(Y/2>

828 BS=2+2

838 Z4=2

846 Z2=21

856 Z23=22

860 %4=23

878 X5=R4

86 FOR I=1 70 Z1

898 FOR J=1 70 2

908 IF (J-1)*(I-1)=@ THEN 938

918 PCL J)=P(L, J-0O4P(I-L D

928 GOTO 948

938 PCL D=1

948 NEXT J

%8 Z=2-1

968 NEXT I

976 N=21

988 REM BUILD THE UPPER RIGHT HAND CORNER OF THE ARRAY.
990 FOR I=1 T0 24

1866 FOR J=Y TO X5+1 STEP -1

16819 IF I=1 THEN 1@5@

1828 IF J=Y THEN 1858

1638 P(L D=PCL JHIHPCE-4 D

4649 GOTD 1668

1638 P(L J>=1

1868 NEXT J

1678 X5=X5+1

1888 NEXT I

1898 N=Z2

1462 REM BUILD THE LOKER LEFT CORNER OF THE ARRAY
411€ FOR I=Y TO H4+4 STEP -1

4128 FOR J=1 TO 22

1438 IF J=1 THEN 117e

1448 IF I=Y THEN 1176

1458 PCL =P, J-D+P(I+L, D

1468 GOTO 1168

1478 P(L D=1

1186 NEXT J

1196 22=72-1

1288 NEXT I

1218 N=Z3

1228 REM BUILD THE LOWER RIGHT CORNER OF THE ARRAY.
1238 FOR I=Y TO N+i STEP -1

1248 FOR J=¥ T0 Z3+1 STEP -1

1258 IF J=Y THEN 1296

1268 IF I=Y THEN 1298

1278 P(L, D=P(1+4, J3PCL T+

1288 GOTO 1308

1298 PCI, J)=1

1388 NEXT J

1318 Z3=23+44

1328 NEXT 1

1328 GOTO 410

1348 PRINTES6G, *"; : INPUT "WANT ANDTHER “;AN$
4358 IF LEFT$(ANSS, 1)="N" THEN END

1368 CLS: CLEAR 168@: DIM PA$(1S),P(45,43): GOTO 178



el

This program is a major extension of
the original Pasart p ogram. It incor-
porates many new cptions including
printing a calendar for any year from
1600 to 2300. it allows a user to enter
any desired pair of priating characters.
The size of the output sexpandedto 72
by 72 with an option tc expand it further
by dividing the final tiiangle into 72 by
72 chunks that may b:: taped together.
Another option provicles the user with
the opportunity to create a picture
based on four Pascal's tables (option
5).

There wasn't roor1 to show the
output from all of these options on
these pages. Try them out yourselfand
we're sure you'll be pleased with the
rather spectacular res uits,

Pasart 2 was also w ‘itten by Charles
H. LLund.

PRSART2

COPYRIGHT 4979 CRERTIVE CO PUTING HORRISTOMN, NJ
(PRESS AN KEY 1O CMTINE)
cis

THIS PROGRRA CREATES ARTIST DESIGHS BRSED OM

PASCAL’S TRIANGLE.

DO YOU HANT R LIST CF 0PTIC I5? VES

TERR OFF THE LIST ARD SRVE IR POST FOR FUTURE REFERENCE
RHATS YOUR PLERQURE (L,2,2 4,5 0R 6)7 3.

cis

YOUR PICTURE SHOULD HIGHLIGI T THE HULTIPLES (F HHAT MRBER? 4

FHAT CHARACTER HOWKLD YOU LIF £ TO PRINT OUT REPRESENTING
THE HULTIPLES OF 4 CGNTER * " FOR A BLANK)? * =

KHAT CHARACTER HOWLD YOU L1) £ TG PRINT OUT REPRESENTING ERCH
OF THE OTHER MUMBERS IN THE RTTERN (ENTER * * FOR A BLAMK)? *

HOH KRHY ROKS AND COLWRES IN THE ARRAY C(HAX = 36)7 36.

cls -

HOULD YOU LIKE A CALENDAR PR INTED HITH YOUR PICTURE? YES
HHAT YEAR BETHEEN 1609 AND 2168 HOULD YOU LIKE? 1652

cis -

1 SINGLE PRSCALS TRIANGLE PLAYED BRCK LIKE THIS:

BEFORE PRINTING  AFTER PRINTING
144 s
123 LR
136 *

2 A SINGLE PASCALS TRIRRGLE PLAYED BACK LIKE THIS:
BEFORE PRINTING  AFTER PRINTING

i *
i1 o
1214 ¥ %

3. THO PRSCALS TRIANGLE PRINED BACK T BACK LIKE THIS:
BEFORE PRINTING  IFTER PRINTING

1418 Loid
1281 * %
1824 % %
81414 Ees]

132

4; FOUR PRSCALS TRIRNGLES PRINTED I A SQUARE LIKE THIS: FEBRURRY 1682
BEFORE PRINTING RFTE? PRINTING
1414414 T SN HOH TUE KED THU FRI SAT!
12 21 I
i i ® % i 2 3 4 ) 6 7
i 1 £ % 8 9 9 4 2 3 4
12 214 % 19 46 £ 8 18 2 A
14114414 frsscs 2 R M B % 0 =B
5. FOUR PRSCALS TRIRNGLES PRINTED I R SQUARE LIKE THIS:
BEFORE PRINTING AFTER PRINTING
111111 f g
1233214 ¥ ouk %
1366314 o R
1366314 ®® HARCH 1682
1233214 % 5% %
1114414 il 'S KR TUE KD THU FRI SAT!
6. START PASCALS TRIANGLES IN ANY 40H AMD COLUM
SO THAT A USER CRH TRPE TOGETHER SEVERAL PICTIRES i 2 3 4 5 6 7
T0 KAKE A LARGER DESIGN THIS CPTION EXTENDS 8 9 8 U4 £ B 4
PICTURES LIKE THOSE SHOMN IN OPTION 4 TN 36 X 36 5 16 17 18 49 B A
CHARACTER CHUNKS. ENTRIES OF UP TO 1608 ROMS RHD COLUMS 2 n A % % B
ARE RCCEPTED. 2 B A
ik 0k bk ok ok bRk Sk HF R &
Foikkd  HdRr RRbktk et %
SEE KEE RKE T EE APRIL 1682
*
LR T 5 'SH OHON TE HED THU FRT SAT!
EZ N N - 3 L - I3 Eo 2
1 2 3 4
M t:*: 3 6 7 8 9 48 4
ok kE % R bk KR rvno 2 83 4 £ 16 17 8
eREEEE B K% SRk it w 9 2 A 2 B A B
IR E T TR X iy % 27 B B B
FoHek Wk ik L I |
¥ % % ok % K
=% *k ** % % K bk
* % * eiciclck ook
S Rtk K % % HAY 1682
Kk b Aok bk £ & Hooidok bbbk
PeckkE Rk © % R OHE SR S KON TE WD THU PRI SAT!
*¥kE % Frickolobia: ok ookl s 2
% ¥ £ EE 3 ok
I e R 7 18 19 28 A 2 R
d B 26X N B B »
okt ¥k% ¥ ¥ 5% 3
ok kg bk ¥ RF by
Pkt Xk Rk & % & K kb ik
® % % Seketrloioioht okt Rt
Sk 3 % % * % %
e L S Lo - -
= L IRE 1682
E 3
Bt tE% REE EL% e AN W TE MED THU PRI SAT!
5 CEEEE DEHE RO ek
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18 CLERR 188

28 0S

38 PRINT & 444, "PRGART2"

48 PRINT

58 PRINT TRE(7)"COPYRIGHT 1979 CREATIVE COMPUTING MORRISTORN, NJ*
68 GOSUB 3348

78 REM THIS PROGRAM REQUIRES RBOUT 16K FREE HORK SPRCE

68 REH A A LINE PRINTER.

90 REM TO OBTRIN LARGER PICTURES EXPRND THE ARRAY IN LINE

163 REM €888 TO P(72,72)

110 REM OPTION 86 REQUIRES 48K AAD TRKES ABOUT AN ROLR TO RWM

128 PRINT € 284, "THIS PROGRAM CRERTES ARTIST DESIGNS BRSED ON*

138 PRINT "PRSCAL’S TRIRNGLE. *

148 PRINT °DO YOU HANT R LIST OF OPTIONS™

159 TNPUT S1$

168 IF LEFT$(51$, 1)O"Y" THEN 598

178 PRINT *TERR OFF THE LIST RD SAYE OR POST FOR FUTURE REFERENCE"
189 LPRINT STRING$(S8, *-*)

198 LPRINT "1 R SINGLE PASCALS TRIANGLE PLAVED BACK LIKE THIS:"

208 {PRINT * BEFORE PRINTING  AFTER PRINTING®

248 LPRINT * 114 il

228 LPRINT * 123 LA

239 LPRINT * 136 L

248 LPRINT *2. R SINGLE PASCALS TRIRHGLE PLAYED BACK LIKE THIS:®
258 LPRINT * BEFORE PRINTING  AFTER PRINTING”

268 LPRINT * 1 *°

278 LPRINT * i1 L

289 LPRINT * 124 L

299 LPRINT 3. THO PRSCALS TRIARGLE PRINTED BACK T0 BACK LIKE THIS:*
388 LPRINT * BEFORE PRINTING  AFTER PRINTING*

318 LPRINT * 1118 o

326 LPRINT ° 12814 * ¥

338 LPRINT * 1821 L

348 LPRINT " 61114 i

350 LPRINT *4. FOUR PRSCALS TRIANGLES PRINTED IN 6 SQUARE LIKE THIS:®
368 LPRINT * BEFORE PRINTING AFTER PRINTING”

379 LPRINT * 1144114 Rl

328 LFRINT * 12 214 LI

398 LPRINT * i i LI

488 LPRINT * i 1 &

410 LPRINT ® 12 21 LI

428 LPRINT 114144 e

438 LPRINT *5, FOUR PASCALS TRIRNGLES PRINTED IN R SGUARE LIKE THIS:®
449 LPRINT * BEFORE PRINTING  RFTER PRINTING"

458 LPRINT * 144111 Riiaain

468 LPRINT * 1233214 LR

478 LPRINT * 1366314 Ll

489 LPRINT * 1366314 L

499 LPRINT * 123321 LR

088 LPRINT * 1144414 L

516 LPRINT "6. START PASCALS TRIANGLES IN ANV ROW RND COLWRM"
520 LPRINT " SO THAT R USER CAN TAPE TOGETHER SEVERAL PICTURES®
038 LPRINT *  TO MAKE A LARGER DESIGH  THIS OPTION EXTENDS®

48 LPRINT *  PICTURES LIKE THOSE SHOMN IN OPTION 4 IN 36 X 36"
558 LPRINT *  CHARACTER CHUNKS. ENTRIES OF UP 70 1668 ROKS AHD COLREG"
568 LPRINT *  ARE ACCEPTED.®

578 LPRINT STRING$(58, ™-*)

388 PRINT

598 PRINT "RHAT‘S YOUR PLERSIRE (12,345 (R 6)7;

688 INPUT O7

618 If 7 RHD (D8 THEN 638

628 PRINT *I‘H SUPPOSED TO BE YOUR FRIEND, SO HOW ABOUT IT?°: GOTO 558
638 US

648 PRINT "YOUR PICTURE SHOULD HIGHLIGHT THE MULTIPLES OF HRHAT NUMBER™;
698 THUT &%

668 PRINT

678 PRINT “NHAT CHARACTER HOLLD YOU LIKE TO PRINT OUT ™

630 PRINT “REPRESENTING"- PRINT “THE MULTIPLES OF"; G

690 PRINT "(ENTER *;CHR$(34); " " CHR$(34); " FIR A BLANK)®;

780 INPUT S$

748 PRINT

728 PRINT “RHAT CHARACTER WOULD YOU LIKE TO PRINT OUT REPRESENTING ERCH*
738 PRINT "OF THE OTHER NUMBERS IN THE PRTTERN ™

740 PRINT "(ENTER *;CHR$(34);* " CHR$(34): ® FOR R BLANK)";

798 IHPUT T8

768 PRINT

776 IF (Z=6 THEN 828

788 PRINT *HOW BAKY ROHS AHD COLUMS IN THE ARRAY (HAX = 36)%

798 INPUT TZ

888 IF TD36 PRINT "BE RERSONRBLE!": GOTO 799

818 iS5

829 PRINT "HOLLD YOU LIKE A CALENDAR PRINTED HITH VR PICTURE™:

838 INPUT RS$

848 IF LEFT$(RSS, 1)O™Y" THEN 869

€58 PRINT "WHAT VERR BETWEEN 1682 AND 2608 HOULD YOU LIKE®:

868 INPUT Y9

878 IF Y97#(3899-Y2)<=8 THEN PRINT "EVEN 1 MRKE NISTRAKES!": GOTO 858
839 IF 026 THEN DIM PZ(36,36) ELSE DIN PA(72:72)

€96 ON 07 GOTO 928, 2478, 1199, 1488, 1499, 2318

988 REM TIME TO CRERTE AND PRINT A SINGLE PIECE OF PRSART

133

918 REM FIRST BUILD THE PASCALS TRIANGLE
920 FOR RZ=1 T0 T4

TWFR =L TO T

548 IF (RI-D)#(CU-1)=0 THEM 998

998 PACRI CY=PACRI-A, CYPURY, T2-1)
968 IF PAGRZ CZ4)CQ/3 THEN 1600

978 PACRA CRY=PUCRY, CA) -0

988 GOTO 968

998 PARZ, C)=1

1088 NEXT CZ

1818 HEXT R4

1626 REM TIME TO PLAY BRCK THE TRIANGLE HITH MH ARTISTIC FLRIR
1636 IF GZO3 THEN 1658

1848 Ti=Ts2~4

18 FR RA-L TO T

BB FR 24 TO T2

1878 IF PA(RZ CZ)=6 THENM 1110

1688 IF (PAR T /02~ INTCPACRI C) /000 )+@iC 95 THEN 1440
1698 LPRINT T$;

1169 GOTO 1128

1416 LPRINT S$%;

1420 NEXT CZ

1130 LPRINT * *

11468 NEXT RZ

1198 IF LEFT$RGS, 1)="Y" THEN 3680
1160 GOTO 3530

1178 REM OPTION 4: LINES 14178-1478
1488 REH TIME TO CREATE AND PRINT R DOUBLE PIECE OF PRSART
1198 ZI=Ti

4268 REM BUILD THE UPPER LEFT HAND CORMER OF THE RRRY
1218 N2=ZZ

1228 FOR R=1 TO W

1238 FOR (Z=1 70 Z-4

1248 IF (RE-1)(CE-1)=0 THEN 1298

1258 PARY, CRY=PU(RI-1, COPLRL C2-1)
1268 IF PZ(RA CACOZT3 THEN 1300

1278 PACRY, CA)Y=PARY, CO-Qia

1288 GOTO 1268

1298 PZA(RZ C2)=1

1300 REXT 4

1318 ZU=Zi-1

1320 NEXT RZ

1336 REM BUILD THE LOWER RIGHT HALF OF THE ARRAY
1346 Zi=N

1358 Ni=2

1368 FOR R7=Z/ 10 1 STEP -1

1378 FOR (4=Z 10 NI, STEP -1

1388 IF (RI-ZH%(CZ-Z0)=0 THEN 1438
1398 PARZ, C2)=PA(RIL CA+L) PRI, C2)
1488 IF PAGRA CA<QA3 THEM 1448

1410 PARY, C2)=PR(R% CO-BT2

1426 GOTO 1408

1438 PARAL Th)=1

1448 NEXT L2

1450 N4

1468 HEXT RZ

1476 GOTO 1658

1488 REM OPTIONS 4 & 5: LINES 149-2168
1498 wi=g

4509 REH BUILD THE UPPER LEFT CORMER OF THE ARRAY
1518 Va=T%

1528 Z/=INT(YA/2)

1538 BSU=Zix2

4548 Z40=74

1558 Z222=244

1568 Z3%=22%

1578 R4u=23%

1388 ¥SU=kdl

1596 FOR Iu=1 10 242

1688 FOR J7=1 T0 Z/

1618 IF (JU-1)%(17-1)=8 THEN 1668

1629 PUC1Z JD=PACTL JE-0)+PU(12-4 30
1638 IF PACIZ JACQT3 THEN 1676

1648 PACIL JD=PLA% JTH-0A2

1658 GOTO 1638

1668 PA(IZ J7)=1

1678 KEXT JZ

1689 IF 07=5 THEN 1760

1698 Zi=Zi-1

1788 NEXT 17

1718 N=24%

1728 REH BUILD THE UPPER RIGHT CORMER OF THE ARRRY
1738 FOR 17=4 10 742

1748 FOR Jz=Y2 70 K54+l STEP -4

1798 IF 17=1 THEN 1816

1768 1F Ju=Yi THEN 1818

1770 PACT FOPACTL JEnPZT-4 Ji)
1788 IF PACIZ JACRLT THEN 1820

1796 PECIZ JH)=PECTZ I~ 2

1898 GOTO 1780



1818 PUCIL J)=1

1820 HEXT T/

4838 IF 04=5 THEN 1358

1848 Xu=xTH

4850 MEXT 17

1868 W=7

1878 REM BUILD THE .OHER LEFT CORMER OF THE ARRRAY
4898 FOR 1Z=YY 10 ¥ K+ STEP -4

1898 FOR J2=1 TO 22!

1968 IF Ji=1 THEN 1368

1919 IF IZ=Y4 THEN 1968

4928 PAUCTA J7)=PICT L Ji-10+PACT04L, J20)
1938 IF PZ(IZ JE)<0 X3 THEN 1978

1948 PACIZ JD=PZCT L T)-@a2

1958 GOT0 1938

1960 PACIZ J=1

1978 NEXT T7

1963 IF (=5 THEN 2188

1998 22=22/-1

2669 HEXT 17

2048 W=23%

2623 RER BUILD THE .OWER RIGHT CORNER OF THE RRRRY
2639 FOR 12=Y% 70 K31 STEP -4

20648 FOR J2=V% 70 244 STEP ~4

2659 IF Ji=V% THEN 48

2068 IF 17=Y7 THEN 440

2073 PACTZ JR=RUCL #L JEHPUCTL Ti40)
2863 IF PAC1Z JACQ I3 THER 2128

2099 PU(IZ J20)=PAC1 L J-012

2463 GOTO 2¢88

2140 PACIZ, T4

2128 NEXT JZ

2433 IF 0%=5 THEN 258

2443 BU=T37H

2493 NEXT 17

2468 60TO 1€58

2170 REH PRSFORM € * PTION 2: LINES 2188-2308
A FR AL O T2

2199 FOR C2=1 T0 T%

2283 IF CORY THEW . 289

2248 1F(C/-1)=8 THE: 2278

2220 IF RA=CZ THEN ; 278

2230 PR(RL CA=PAUR -4 CL-APILRA-4, )
2240 IF PA(R CU)<@ 3 THEN 2289

2250 PACRA CRPUR , CO-0L2

2263 GOTO 2248

2270 PARZ CO)=1

2283 HEXT CZ

2293 NEXT RY

2386 GOT0 1628

2310 REH OPTION 6 L NES 2346-3678
2320 REM PUSHES THE BOUNDRRIES HAY OUT
2330 REM NOTE THE P{ OTECTION RGAINST THE TIME OUT NIV 1140
2343 PRINT

2350 PRINT “HHAT WIfL BE THE COORDINRTES (R,C) OF THE UPPER LEFT HAND CORNER™:

2260 PRINT "0F THIS SECTION™
2379 TNPUT RULCAZ

2383 DIN Ri(1699), & (1809)
2399 REM =T=TINCL

2480 FOR 14721 70 3

2410 FOR L2ZZ=1 T0 X

2420 PACLEL 1200

2439 NEXT 124

2443 NEXT L1%

2430 FOR L22=1 10 488

2460 RALZD=L

2470 QA2

2480 MEXT 127

2495 IF R4Z=1 THEN ; 688

2580 FOR Ré=2 TO RL

2540 FOR (%=2 10 L 472

2520 RACLI=RCDH 2TU-1)
2539 IF RACCIK@A3 THEN 2568
ZA0 RAUCH=RUCH- 22

2559 GOT0 2538

2963 NEXT €7

2570 REH = IF TIH-4)-1¢6 THEN 2778
2383 G5B 3938

2393 NEXT R

2689 IF CiZ=1 THEN (720

2610 FOR (4=2 10 CL

2629 CARIZD=RIUCD)

2630 FOR R7=RAZ+ T RIZ#72
2648 CURD=CARIDIH LRI+
2650 IF CARDCQA3 THEN 2689
2660 CARAD=CARDA T2

2670 GOTO 2658

2683 NEXT RA

2690 REW +x¢ IF TIH £)-7¢6 THEM 20898
2783 GOSUB 3330

2716 NEXT CY

2726 FOR C=1 10 72

2738 PR(L, C23-RACCACL-L)

2748 PA(CHL 1) =CA(CARIZ-4)

2758 NEXT C2

2768 FOR Ri=2 10 72

2778 FOR CZ=2 10 72

2788 PACRL C)=PUCRA-L COPAARIL C-0)
2798 IF PACRY T3 THEN 2828
2600 PI(RYL CA=PURY TO-T12

2810 GOTO 2793

2820 MEXT €2

2636 REM +x¢ IF TIN(4)-TC6 THEM 3038
2848 GOSUB 3610

2858 NEXT RZ

2868 GOSUB 3018

2678 LPRINT * *

2608 LPRINT © *

2698 FOR RU=1 T0 78

2980 FOR CZ=4 0 78

2918 IF (PU(RY CZ)/00- INTCPIZCRE, C23/80) Y+Q0C 98 THEN 2948
2928 LPRINT T

2930 GOTO 2950

2848 LPRINT S5

2958 HEXT CZ

2968 REM »x [ TINC1)-T46 THEN 3168
2978 GOSUB 3838

2988 LPRINT * °

2998 NEXT RY

3000 LPRINT = *

3840 LPRINT *

3028 GOTO 4153

3038 LPRINT *

3640 REM wx¢ LINPUT AS

3850 REM #0¢ T=TIH(1)

30868 RETURN

3878 60T 1150

3880 REM CRLENDAR

3098 LETX/=Y9:

3468 REM LINES 3668-3518 PRODUCE R CALENDAR
3110 REM PROGRAM 1S A SUBROUTINE THAT USES VARIABLE A=YERR
3128 REM OF CILENDAR

3138 =6

3148 FOR JZ=1638 10 X/

3158 IF J/=X THEN 3240

3168 IF JA/4 <> INT(J/4) THEN 3260

3478 IF (J1-1708)x(Ji-1888)#(J1-1980)#( J/-2108)#(J7-2200)(J/-23688)=8 THEN 3268

3188 (7=C7s2

3199 GOTO 3240

3288 CA=Ca+l

3246 IF CIQ7 THEW 3238

3228 G047

3238 HEXT T

3248 [PRINT " ®

3208 FOR Rz=1 10 12

3268 RERD RS

3278 LPRINT TEBCATVRE " =X

3286 RERD BZ

3298 IF %4 O INT(R/4) THEN 3320
3388 1F R$O FEBRUARRY™ THEN 3328
3346 BU=BYH

3328 RER TIKE TO PRINT THE CALEMDAR FOR THE VERR X
3338 LPRINT STRINGS(41, °=")

3348 LPRINT *!SIN HON TUE WED THU FRI SAT!®
3350 LPRINT STRINGS (41, *=")

3368 FOR D7=1 1O BY

3378 LPRINT TrR(6C2); D%

3388 C7=C74

3398 IF CAC7 THEN 3428

3480 LPRINT * ®

3410 (=8

3428 NEXT DY

3438 LPRINT " °

3448 LPRINT SIRINGH(4L ®=")

3B FRPZ-L 103

3468 LPRINT ° *

3470 MEXT PZ

3460 NEXT RZ

3498 DATR "JARUARY", 31, "FEBRUARY", 26, "HARCH", 31, "APRIL", 38

3580 DATR *HAY™, 34, "JUNE", 38, "JULY", 3L, "RUGUST", 34, "SEPTEMBER"®

3510 DATR 31, *OCTOBER®, 31, "HOVEMBER®, 38, *DECEMBER", 31
3520 REM MR PROGRAM EMDS HERE

3538 B0

3548 PRINT 8 ¢73, "(PRESS RNY KEY TO CONTINME)™:

3550 R$=INKEYY

3560 IF R¢="" THEN 3358

3578 (1S

3588 RETURN

3550 PRINT BaiSd, **



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 eachtask/subprogramare
as follows.

1) Starting and monitoring the game.

This task is performed by the master
function PINBAL, whichis contained in
lines 1-600 of the program. Pinbal asks
if the user wants instructions or a
picture at the start of the game, puts
each new ball into play, moves the ball
until it comes into contact with an
object on the table, and tells the user
when he is finished and if he has
broken the table record.

2) Printing instructions.

This subprogram is on the lines
numbered 1010-1999, and its major
task is to print the instructions of the
pinball game and then to branch to the
picture program to print a picture of the
table (see below). After the picture of
the table is completed, this subroutine
explains the function of each figure on
the table.

3) Registering “hits” and computing
new scores.

Lines 2010-3999 are in charge of
taking action each time the space
occupied by the ball on the table is not
blank. These lines also prepare the
table to take action on the next task,
namely flipping the table's flippers
when the ball approaches them.

4) Flipping the flippers.

This task is accomplished by the
lines in the four thousand range. These
lines 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-
ly, bonus points are awarded at therate
of ten per tab at the end of a ball.

6) Printing pictures of the table.

Lines in the six thousand range print
a picture of the pinball 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 jackpot.

The ball is "bounced” by the routine
beginning at line 7850.

8) Initializing the table.

The table is initialized at the begin-
ning of the game by lines in the nine
thousand range.

Suggestions for improvement and

change.

1) Change the table as you wish by
inserting or deleting bumpers,
jackpot(s), gates (numbers, now 1-9
and 0), etc. You may also move the
positions of any item on the table
except the three flippers.

2) Program in new sorts of table ob-
jects.

3) If your system is so equipped, rig in
the program with some synthesizer
music to heighten realism!

Pinball was conceived and written by
Donald-Bruce Abrams.

PINBALL

COPYRIGHT 1979 CREATIYE COMPUTING MORRISTOWN, NJ

DO YOU NEED INSTRUCTIONS? YES..

cis

PINBALL

THE RULES OF COMPUTER PINBALL ARE FRIRLY SIMPLE. YOU GET A TOTAL
FIVE BALLS. IF YOU SCORE MORE THAN 1608, YOU GET A 6TH BALL. IF
YOUR SIX BALL SCORE IS MORE THAN 2,208, YOU GET R SEVENTH BALL.

THIS TABLE HAS THREE FLIPPERS, ERACH OF WHICH PROTECT AN OUT CHUTE
HOMEVER, THIS SET DIFFERS FROM OTHER SETS, SINCE YOU MAY ONLY FLIP
TWO OF THE FLIPPERS ANY TIME THE BALL APPRORCHES THE CHUTE

NOTA BENE: YOU DO NOT!!! KNOW FOR SURE WHERE THE BALL IS!!

S0, IF YOU FLIP THE WRONG TWO FLIPPERS, YOU LOSE THE BRLL, RMD THE
NEXT BALL IS PUT INTO PLAY.

PRESS ANY KEY TO CONTINUE

cls

PINBALL

THERE IS SOME LOGIC TO THE CHOICE OF FLIPPERS

THE FLIPPERS ARE NUMBERED 4,2, 3 FROM LEFT TO RIGHT

SINCE LUCK PLAYS A SMALL PART IN CHOOSING THE CORRECT FLIPPER.
YOU WILL DO POORLY IF YOU JUST GUESS WHICH FLIPPER THE BALL IS

HEADED TOWARD. . .

PRESS ANY KEY TO CONTINUE

cls

PINBALL

THE CENTER BUMPER($> IS THE JACKPOT!
THE BALL IS PUT INTO PLAY IN THE LOWER LEFT CORNER AND GOES UP
AND AROUND. WHERE IT IS DEPOSITED IN THE UPPER HALF OF THE
THE TRBLE. THE BALL MAY BOUNCE FROM THE SIDE OF THE TARBLE,
AND MAY BOUNCE UP FROM THE LINE ON THE SIDE AND FROM THE
DIRGONALS (REFER TO PICTURE OF PINBALL TABLE)
OF THE TABLE. THE BUMPERS ARE INDICATED BY STARS (4.

PRESS ANY KEY TO CONTINUE

cls

PINBALL

THE BALL MAY GO OUT OF PLAY THROUGH ONE OF THE 4 HOLES IN THE
BOARD IN WHICH CASE A BONUS IS SCORED

135 THE GATES ARE NUMBERED 1-9. AND KNOCK DOWN TABS ARE SHOWN RS
THE LETTERS A-J. YOU GET A BONUS FOR THESE AT THE END OF ERCH
BALL. KNOCKING DOWN ALL OF THEM SCORES A SPECIAL BONUS



PRESS ANY | EY TO CONTINUE

BALLAT: 8., B
PRESS ANY KEY TO CONTINUE

81 02 83 B84 05

66 @87 @8 @9

....... [22] e
2] a8 ge
..... I J....
—cls

THE BALL IS NOW AT ¢ 2, 7 ).
TAB B DOWN. . .
YOU RECEIVE 4 POINTS FROM THE BUMPER AT 7 . 18
SCORE : 4

BALL APPROACHING FLIPPERS. ENTER FLIPPER CHOICE
IN THE FORM: X, ¥ ? 2,3

—- ClS

THE BALL IS NOW AT ( 8 , 10 °

TAB G DOWN. .

TAB I DOKN. ..

BALL APPROACHING FLIPPERS. ENTER FLIPPER CHOICE
IN THE FORM: X,¥ 2 4.6_

—cls

NO, YOU HAVE CHOSEN TO PROTECT THE WRONG FLIPPERS. YOU NOW HRVE

4 BALLS LEFT.

YOUR BALL KNOCKED DOKN 3 TARGS'!

FOR THIS STELLAR PERFORMANCE, YOU ARE AKARDED
otk 3@ dtoklk POINTS!!

SCORE. 34

THE BALL IS NOW AT ( 2, 16 )

TAB C DOWN. .

BALL APPROACHING FLIPPERS. EN'ER FLIPPER CHOICE
IN THE FORM: X,¥ ? 6, 9..

—cls

NO, YOU HAVE CHOSEN TO PROTECT THE WRONG FLIPPERS. YOU NOW HRVE

3 BALLS LEFT.

YOUR BALL KNOCKED DOWN 4 TAGS !

FOR THIS STELLAR PERFORMANCE, YOU ARE AWARDED
stk 1@ dokeiek POINTSH!

SCORE: 44

THE BALL IS NOW AT ( 6 . 8 ).

— cls

PRESS ANY (EY FOR PICTURE
COMPUTER PINBALL

. . BALL AT- 6, 8
..... . PRESS ANY KEY TO CONTINUE

S e ...
ag 8a 09

WOU HAVE HIT THE JACKFOT!!!! /OU HRYE JUST KON 147 POINTS!!
YOU NOW HRVE 491 POINTS!

— cis

8 CLEAR 128

18 CLS: PRINTB443, "PINBALL™

28 PRINT: PRINT TES(7) "COPYRIGHT 1979 CREATIVE CONPUTING HORRISTOMN, WJ°
36 PRINT@Y68, **; - INPUT °DO YOU NEED INGTRUCTIONS®; I$
49 FH$=" §, 88 ©

50 DIH R§¢10), PHCD), LD

68 GOSUB 2260

78 Ri-9:A0=0:X9=0

8@ IF LEFT$CI$, 4)="Y" THEN GOSUB 568:(LS

90 GOSUB 1820

109 B=5

118 5=0:P=8

120 T$="RBCDEFGHI."

138 FOR Z=1 70 10:R$(2)=" ™:NEXT 2: 30

146 R1=9

156 A7-8

168 IF B(=8 THEN 128

170 L(1)=2+INTC(RAE (8)%6) [ L(2)=INT (RND(B)*14)+1

188 C=1+INT(RHD(B}+7) :R1=0

190 PRINT STHE BALL 1S ROM AT %L1 % L@y ™). "

260 1F HID$(P$L(1)),L(2),1)=" "THEN 228

218 GOSUB 848

228 IF A7=7 THEM 38

228 IF /104 THEN 238

248 GOTO 330

238 L{D=L(+L

268 A1-0

278 LEQ)=L(2)+INT L4RND(0)#3)~2

288 IF L(2)2 OR 1245 THEN LCDSLUDATHT(AHRID(8)#3)-2
298 IF L(2X2 OR 1(2)045 THEN LE)=INT(4RID(@)L3)

389 IF L(1)0=2 AND L(1)(=28 THEN GOTO 288

348 LCD=INTCLHRIT @)

328 GOTO 208

338 GOSUB 1588

348 IF R8-=1 THEN $8

358 ON X9+ GOTO 128,453

368 PRINT"VOU HAVE PLAYED YOUR SEVENTH BALL AND SCORED"; :PRINT USING Fli$:P
378 PRINT"YOU/RE YERY GOOD!:GOTO 2438

380 PRINT "YU HAVE PLAYED YOUR FIVE BALLS, AND HAVE SCORED*
398 PRINT *R TOTAL OF®: :PRINT USING FH$;P; :PRINT °POINTS.®
480 IF P(1608 THEY 2438

416 PRINT "w BOMIS BALL #a®

420 B=B#1

438 ¥o=1

440 GOT0 128

458 PRINT "YOU HhZ PLAYVED YOUR SIXTH BALL AND SCORED"; :PRINT USING FM$:P
468 ¥9=2

478 IF P(2208 THEY 2430

488 PRINT ™eex BONUS BALL #k®

498 B=B#1:5=3

568 GOTO 128

136



919 GOTO 848

520 GOTO 228

538 L(H=2+INTCRID(B)E?)

H48 L(2)=2+INT(RHD(8)¥13) :X=8.¥=8

58 GOTO0 189

568 CLS: PRINT TRB(Z8) °PINBALL": PRINT

578 PRINT "THE RULES OF COMPUTER PINBALL ARE FRIRLY SIMPLE. YOU GET R TOTAL™:
388 PRINT °FIVE BALLS. 1F YOU SCORE HORE THRN 1688, YOU GET A 6TH BALL IF®
598 PRINT "YOUR SIX BALL SCORE 1S WORE THAH 2,208, YOU GET R SEVENTH BRLL.”

680 PRINT: PRINT®THIS TRBLE HAS THREE FLIPPERS,ERCH OF KHICH PROTECT AN OUT CHUTE™:

616 PRINT "HOWEVER, THIS SET DIFFERS FROM OTHER SETS, SINCE YOU MAY ONLY FLIP™:
620 PRINT "TWO OF THE FLIPPERS ANY TIME THE BALL APPRORCHES THE CHUTE.®
638 PRINT "NOTR BENE: YOU DO NOT!!! KHOW FOR SURE HMERE THE BALL IS!!"
640 PRINT "S0, IF YOU FLIP THE WRONG THO FLIPPERS, YOU LOSE THE BALL, AND THE":
658 PRINT "NEXT BALL 1S PUT INTO PLAY. ":GUSUB2448

663 PRINT "THERE 1S SOME LOGIC 70 THE CHOICE OF FLIPPERS®

670 PRINT “THE FLIPPERS ARE NUMBERED 1,2,3 FROM LEFT TO RIGHT”

683 PRINT "SINCE LUCK PLAYS A SHALL PRART IN CHOOSING THE CORRECT FLIPPER.®
698 PRINT*YOU WILL DO POORLY IF YOU JUST GUESS WHICH FLIPPER THE BRLL IS®
760 PRINT "HERDED TOWARD... ":PRINT:GOSUB 2448

718 PRINT * THE CENTER BURPER($) 1S THE JRCKPOT!"

720 PRINT “THE BALL IS PUT INTO PLAY IN THE LOWER LEFT CORMER AND GOES UP”
738 PRINT “RND RROUND. WHERE 1T IS DEPQSITED IN THE UPPER HALF OF THE"
748 PRINT "THE TRBLE. THE BALL MAY BOUNCE FROM THE SIDE OF THE TRBLE,”
758 PRINT “RND HAY BOUNCE UP FROM THE LINE ON THE SIDE AND FROM THE®

768 PRINT®DIRGONALS (REFER T0 PICTURE OF PINBALL TRBLE)"

778 PRINT “OF THE TRBLE THE BUMPERS ARE INDICATED BY STARS (¥). % GOSUB 2449
788 PRINT °THE BALL MAY GO OUT OF PLAY THROUGH OHE OF THE 4 HOLES IN THE®
799 PRINT "BOARD IN WHICH CRSE A BOWUS IS SCORED."

808 PRINT®*  THE GRTES ARE NUMBERED 1-9. AND KNOCK DOWN TRES RRE SHOWN AS®
818 PRINT “THE LETTERS A-J. YOU GET R BOMUS FOR THESE AT THE END OF ERCH"
829 PRINT "BRLL. KNOTKING DOMN ALL OF THEM SCORES R SPECIAL BOWUS®: GOSUB 2440
838 RETURN

840 IF HID$(P$CL(LN,L(2), 1)="0" THEN 520

858 IF INTCRID(8)+. 5)=01 THEN 878

860 IF HIDS(PE(L(1D),L(2), 1)="/"ORHIDS(PE(LCL), L), 1)="\" THEN 1028

878 SE=INT(RND(B)¥6+1)

888 FOR S7=1 70 S8:PRINT CHR$(7); :HEXT 57

898 TF MID$(PSCL(LY), LC2), 1)<="T>RHD HID$(P$LI1)), L(2), £0)="A" THEN 1658
968 GOSUB 1148

918 RETURH

928 REM

939 PRINT "0 CONSOLE YOU, I WILL GIVE YOU M EXTRA"

948 G=INT(RHD(B)*141)

958 P=P+Q

968 PRINT ; "POINTS, T0 BRING YOUR TOTRL TO"; :PRINT USING Fiié; P

978 PRINT "Y0U NOW HAVE HAVE®;B-1; "BALLS LEFT."

988 B=B-1

998 A7=7

1688 GOSUB 1768

1648 RETURN

1620 L{D=LA+HINTRID(B)$4) )- (14 INT(RID(BI#4))

1638 L(2)=2+INT(RHD(B)*14)

10848 RETURN

1858 REW

1668 FIR @1 10 18

1878 IF R$(@HIDS(PCLL)), L(2), 1) THEN 1438

1898 NEXT @

1098 Z3=Z3+1:R$(B)=HIDF(PHAL, L2 D)

1108 PRINT °TRB ";R§CZ3): * DOWN... *

11468 IF Z3=10 THEN GOSUB 1768

1126 RETURN

1136 RETURN

1448 IF HID$(P$(L(1)), L(2), 1)=CHR$(B) THEN RETURN

1158 IF HID$(PH(L(L), L(2), 1)="T" THEN RETURN

1168 1F HID$SPS(L(L)), L2, 1)="" THEN RETURM

1178 IF HIDSCPS(LAL)), LA2), 4)=""" THEN 1288

1188 Ri-8

1198 IF HID$(PH(L(L)), L(2), 1)="=" THEN 1558

1289 C=C-4

1216 IF C=8 THEM 1288

1220 IF HIDS(PSCL(A), L(2), 4)="1"ORHIDS(PS(LCL) 3, L2), 1)="\"THEN 1288
1238 1F HIDSCPS(LCLN), LCR), D="/"0RHIDS(PSCLLLN, L(2), L)="-"THEN 1268
1248 1F INTCL+RND(8)92)=2 THEN GOSUB 1988

1258 IF MID$(P$(L(1)),L(2), 4)="¢" THEN 1388

1266 IF HID$(P$(L(1)), LC2), 1)="+" THEN 1438

1278 GOTO 4478

1286 Ai=4

1298 GOTO 1538

1306 IF L(2)<6 THEN GOTO 1348

4318 IF L(2)X41 THEN 1369

1328 0=2:1F INT(L4RNDC(1)42)=1 THEM D=D+(1+INTCRHDCI)43))-2:1F D03 THEN D=0-3
1336 RETURN

1348 D=1:1F INTCLHRMD(B)#2)=1 THEN D=INT(RMD(8)#3)+D

1338 RETURN

1368 D=2:1F INTCL+RHDCB)#2)=1 THEN D=D+INT(RMD(8)*3): IFDIITHEN D=D-3

1378 RETURN

1388 G=45+INT(RND(8)#146)

4399 PRINT "YU HAVE HIT THE JRCKPOT'!!! YOU HAYE JUST WON®; @ "POINTS!!”
1468 P=P+Q

4448 PRINT "YOU NOW HAVE®; :PRINT USING FM$; P; :PRINT *POINTS!®

1428 GOTO 1569

1438 GINT(RNDCB)*64)+1:P=P+l

1448 PRINT °"YOU RECEIVE"; @; "POINTS FROM THE BUMPER AT "5L(1); " 12 "
1450 PRINT "SCORE: *i :PRINT USING FH$;P

1468 GOTO 15e8

1478 G=156(4+ INT(RND(B)H6)) :P=PH]

1488 PRINT Y0l GET"; & "POINTS FROM GATE *;HIDS(PS(L(L), L(2) 1)

1456 PRINT "SCORE: *; :PRINT USING FH&:P

1588 L(L=(LA)-INTCLRID@)3))- INT(L+RID(B)¥2)
1518 L{2)=L(2)-3+INT(RID(@)#35)+1

1528 RETURN

1530 GOSUB 2478

1548 GOTO 1309

1558 LY=L INT(RID@IES))

1568 L(2)=L(2)-2+(1+INT(RND(B)*4))

1578 RETURH

4520 PRINT*BALL APPRORCHING FLIFPERS. ENTER FLIPPER CHOICE®
1590 INPUT "IN THE FORM: X, ¥ 5V H: CLS

1688 IF ¥=D OR ¥=D THEN 1679

1618 PRINT "NO, YOU HAVE CHOSEN TO PROTECT THE HRONG FLIPPERS. YOU NOW HAVE®

1628 PRINT B-1i "BALLS LEFT.®

1638 B=B-1

1648 AB=8

1656 GOSUB 1768

1668 RETURN

1678 Ag=L

1688 C=INT(1+RND(B)*3)

1698 RETURN

1780 IF Z3=16 THEN 4778

1718 IF Z3=6 THEM RETURN

1720 PRINT *VOUR BALL KNOCKED DOMN®; Z3; TRGS!!™

1728 PRINT *FOR THIS STELLAR PERFORMANCE, YOU RRE RHARDED *
1748 PRINT "sebex®; 18423, ™ooiek®; :PRINT® POINTS!L®

1758 P=PHGs2

1768 GOTO 1810

1778 P=P+250

1788 PRINT "slcr YOU KNOCKED DOWN ALL 18 TRGS!!! weria®
1798 PRINT *Y0M ARE RMRROED 258 POINTS AND RN EXTRA BALLIM!®
1800 B=B+L

4816 PRINT “SCORE: *; :PRINT USING FH$: P:RETURN

1828 GOTO 1908

4838 PRINT:PRINT® P 1 C T U R E ":PRINT*¥orbirbititbes”
1848 FOR 8=1 TO L{D-4:PRINT PS(R):NEXT @

4858 PRINT HIDS(P$(L(1)), L L(D)-4); "85 HIDS(PH(L(L), LI+L 16-L(2))
1868 FOR @=L(1)+1 TO 28:PRINT P$<Q):HEXT @

1878 PRINT:PRINT*THE BALL A5 AT THE /" :PRINT:PRINT #bpkcbrtitirin”
1889 GISUB 2448

1898 RETURN

1988 IF L(4)#L.(2)=0 THEN 1938 ELSE PRINT@979, "PRESS ANY KEV FOR PICTURE™;
1946 IF INKEVS="" THEN 4310

1926 CLS: PRINTE42, *COMPUTER PINBALL"

4936 A$=STRINGS(2 191): B$=STRINGS$(2,143): C$=STRING$(2 176)
1948 E$=STRINGS$(2, 140): F$=STRING$(2,131): G4=STRING$(Z, 179)
1959 PRINT@B, ° °;C$: STRINGS$(24, 148); C$

1960 PRINT R$: ™ “B%T uBGY BRT 88
1976 PRINTR%® AR BB CC DD %S

1988 PRINT R$: " B8 " il i A$
1998 PRINT Ai%; “:B%:" # LB GBST iR
2008 PRINT A$; " i "R
2018 PRINT R%;® %B&"EE FF GG HH “5B%" “ff
2628 PRINT A% LB LBGT MuBHT etz
2038 PRINT R$; STRINGS(6, 146); STRINGS (16, 32); STRINGS(6, 148); f§
20848 PRINT R%; * 9 62 83 84 85 A

2658 PRINT R$:* ™B%:® 86 87 88 €% “iB&" RS
2068 PRINT f$; STRINGS(6, 140)* -} STRING$(6,148); fi§
2078 PRINT A:* 69 28 8 A

2080 PRINT A%; BS; BS: C§; STRINGS(16, 32); L$i BS: BS; Ai§

2898 PRINT R$: ° YFSESCE P JNCSESTS T *;R¢
2468 PRINT B$;STRINGS(28, 148);B4;

2440 PRINTR48S, "BRLL AT:"L(L); % %5102

2128 IF L(1)=8 (R L(2)=0 THEN 2148

2130 PRINTB(L(1)-2)%64+¢L(2)-1)424L, " ()™

2148 PRINT@349, °PRESS RHY KEY TO CONTIRUE™:

2158 IF INKEY$="" THEN 2158 ELSE CLS

2468 PRINTES, **; : RETURN

2470 L{)=ABS(L(2)-2+INT(L+RID(B)#4))

2188 IF L(2)(=45 THEN RETURN

2198 L{)=1+INT(RND(B)#15) :RETURN

2200 P§(=" 7

2248 FOR G=1 T0 42:P${1)=P$¢1)4°[ "+CHR$(B)+" I NEXT @

2276 PH(L=PS(D)+" ¢

2238 PH(2)=" 0 1

4B P8R0 * x x 0°

258 P$(4)="0 R B C D 0"

2268 P$5y="0 x ¥ 0"

278 PEEI"G A 2 & x £ 07

2P0 x 7

298 P4(B)="C+E F G H#0°

2B PEN="0 * x x O°

2318 PS(IBI="0=== ==

2328 P$(14)="0 12345 ¢O°

DWPUD="0* 6789 * 0"

2348 P$(U="0== B ==(0"

250 P44)="0 6 8 8 0°

2368 PE(AS)="1 1 e

20378 P§(16)="0 /00

DL PSAD="0 N 1I/ O°

29 PsUB="0 N/ O*

408 PFAD="0 N/ O°

2440 P4(2B)="\——! L0

2428 RETURH

2438 PRINT "COME PLAY AGRIN SOMETIME!!":GOSUB 2446:END

2448 PRINTES79, "PRESS RHY KEY TO CONTIMUE™:

2459 TF INKEYS="" THEN 2450 ELSE PRINTEL2S, CHR$(31); + RETURN
2460 RETURN
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Seemingly, the purpos e of this game
is to chase-down and catch a rabbit.
Now this rabbit is ar elusive little
devil—it can hop randomly in any
direction. You canrun at leastas fastas
the rabbit, maybe even faster (the
computer will decide). You must get
within 20 units of the rabitto be ableto
catch him. Before each hop, the
computer will print out your position,
the rabbit’s position, th2 direction the
rabbit is going to junp, and your
closest approach on the last hop. You
are to tell the computerhich direction
you wish to run. All coordinates and
directions are as a geometer would
mark them on a stancard Cartesian
Coordinate System.

RABBIT CHAS -
COPYRIGHT 1979 CRERTIVE COMPU ING MORRISTORN. WJ
clg —
HIT ENTER 10 START? . cis

SPEEDS (UNITS/HOP):
RABBIT - 138 YOU - 398

HOPH: 1 DISTANCE 7O RABSIT: 82 CLOSEST APPRORCH:

RABBIT - POSITION: ¢ 158, 28 AHD DIRECTION: 163

YoU - POSITION: ¢ @ 8  AND DIRECTION:? 435
cig —

SPEEDS (UHITS/HOP):
RABBIT - 438 YOU - 298

HOPE: 2 DISTANCE 70 RAEBIT: 26  CLOSEST APPROACH:

RABBIT —- POSITION: ¢ 22 1) RND DIRECTION: 238

Y - POSITION: ( -276, 26)  AHD DIRECTION:? 135.
Cig ——

SPEEDS (UNITS/HOP):

In addition to being good fun, this
game gives you practice in using and
visualizing an x-y coordinate plane.
After each hop, consider the output
and try to run the right direction. Try to
do all the figuring in your head. Using
scratch paper is considered to be
cheating (except for maybe the first
time you play).

Suggested Modifications

1. Change the program so thatyoucan
choose your own speed.

2. The game is much more chalienging
when the “‘capture distance” can be
varied. A distance of 50 units is a
cinch, 15 units may make you wish
for scratch paper, 5 units will require

10 CLS: PRINT@41L, °RABBIT CHASE"
28 PRINT: PRINT TRB(?7) "COPYRIGHT 1979

CRERTIVE COMPUTING MORRISTOWN, NJ°
7B PRINTE96D, *": - INPUT "HIT ENTER TO START":R$
48 (LS
58 REM (‘17 IS THE SGUARE OF THE CRPTURE DISTRICE)
6@ LET T=460

82 76 REM --  INITALIZE YELOCITIES AND PESITICNS

99 LET H=INT(RND(B)*18+ 5)+10+30
9B LET V2=(INT(RHDC@Y*2+ S)+1)e¥L
100 LET 21=(INT(RND(@)*+488) +180)+SGH(RID(@)~. 5)
146 LET ¥i=CINT(RND(B)*480) +108)4SGH(RID(E)-. 5

8 120 IF ¥1=8 OR %1=0 THEN 168

138 LET ¥2=6

148 LET ¥2=0

156 PRINT "SPEEDS (UNITS/HOP):®
168 PRINT "RABBIT -"i¥L, "YU -%¥2

PABBIT - 138 YOU - 298 178 FRINT

HOPE: T DISTANCE TO RREBIT: 386  CLOSEST RPPRORCH: 326 198 PRINT

RABBIT -~ POSITION: ( -36, 2'1)  AND DIRECTION: 239 198 PRINT

Yoy e POSITION: ( -552, £32)  AHD DIRECTION:? 99 266 LET C=(R2-RDlas(y2-Y2
Clg —— 218 LET Pi=3. 1415926535658/168

SPEEDS (UNITS/HOP):
RABBIT - 138 YOU - 398

HOPE: 4 DISTANCE TO RAEBIT: 336  CLOSEST APPROACH:

RABBIT — POSITION: ¢ -61, 114> AND DIRECTION. 9L

Yoy —— POSITION: ¢ -552, §12)  AND DIRECTION:? 135
clg —

SPEEDS (UNITS/HOP):

RREBIT - 438 YOU - 299

220 LET H=L
230 REM —  PRINT QUT

%6 248 LET DL=INT(RND(8)*359)

250 PRINTG256, "HOPE: ™

268 LET Z=H

279 G0SUB 888

268 PRINT ® DISTANCE T0 RABBIT: ™

HOPE: 5 DISTRNCE 0 RREBIT: 1244  CLOSEST APPROACH: 936 299 LET Z=SMROCR-¥DI2HV2-YDI2)
RREBIT -——  POSITION: ¢ -64, ¢74) RD DIRECTION: 202 708 GOSUB 999
YO ——-—  POSITION: ¢ -827, 1:17) fHD DIRECTION:? @ 340 PRINT *  CLOSEST APPROACH:
clg — 129 LET 2=56R(0)
SPEEDS (UNITSAHOP) - 39 GOSUB 908
RABBIT - 138 YOU - 298 246 PRINT
HOPE: 6 DISTACE T0 RASBIT: <826  CLOSEST APPROACH: 1626 259 PRINT "RABBIT -—  POSITION: (%
RABBIT ——  POSITION: ¢ -183, 23> AND DIRECTION: 82 268 LET Z=%0
YO ————  POSITION: ( -437, 147>  AND DIRECTION:? 225 270 GOSUB $18
cls — 298 PRINT "
SPEEDS (UNITS/HOP)- 29 LET 2=¥1
RRBBIT - 138 YOU - 398 488 GOSUB 818
HOPH: 7 DISTARICE TO RRRBIT: 685  CLOSEST APPROACH: €65 416 PRINT *)  AND DIRECTION:™:
RREBIT —  POSITION: ¢ 165, 52) AND DIRECTION: €3 428 LET 2201
YU ——  POSITION: ¢ -742, 42y  AND DIRECTION:? 135 438 GOSUB 583
cls — 449 PRINT
SPEEDS (UNITS/HOP)- 450 PRINT "¥0U ———  POSITION: ¢
RRBBIT - 128 YOU - 398 468 LET 2=%2
HOPE:  § DISTRMCE TO RRBBIT: 458  CLOSEST AFPROACH: €65 478 GOSUB 818
REBBIT —  POSITION:  -186, 168) AHD DIRECTION: 62 480 PRINT ™, %
VO ———  POSITION: ¢ -989, 1:17)  AND DIRECTION:? 178 499 LET 292
cls — 568 GOSUB 818

138

you to use a protractor and graph
paper.

3. See if you can inventa way to extend
this game to 3 dimensions! 4 dimen-
sions! etc.!

4. You might try limiting the total
number of hops and/or having the
computer give hints when re-
quested.

Rabbit Chase was written by Ted C.
Park of Pacific Union College. it first
appeared in Creative Computing,
Mar/Apr 1975.

516 PRINT ™y AND DIRECTION:™;

520 INPUT D2

570 IF D2¢A OR D2>=360 THEN 328

548 PRINT

539 PRINT

560 REM -~ COMPUTE PATHS AND SEE IF THEY INTERSECT
578 LET $3=Vi+{0S(D1%P1)/168

580 LET Y3=VI+SIN(DL1¥PL)/166

599 LET ¥d=V2COS(D2471)/108

660 LET Y4=y2+SIN(DR25P1)/100

616 LET C=(R2-XDL2+(Y2-Y)(2

620 FOR 1=1 TO 160

638 LET X1=Xi+K3

648 LET ¥1=Y1+Y3

650 LET X2=H2+R4

660 LET Y2=Y24Y4

678 IF COOR-$0T2+(Y2-Y1)I2 THEN 690
588 C=(R2-X2+(¥2-¥1) 2

699 NEXT 1

700 LET HeHe

748 IF COT THEN 248

728 (LS. PRINT

738 PRINT

748 PRINT “woreseroa!

758 PRINT "% GOT YR *"

768 PRINT Psetikickiohit”

778 PRINT

788 PRINT

759 END

900 REM — CONVERTS NUMBERS T0 STRINGS FOR CLERHER QUTRUT
8168 Z=INT(Z+ 5}

€208 PRINT RIGHT$(" "4STR$(2), 3%
828 RETURN

848 END



Roadrace

You are the driver of a race caron the
notorious NY Route 20. You'll have to

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.

drive 5 miles with 4 gallon of gas, while , AN _ ”7
}/

Watch out for passing another car! If
you try to go the same speed he's
to meet a

going, you're going
Greyhound bus head-on!

The game is tough to win. | usually
wipe out in a curve or run out of gas.
You might want to increase your MPG

rating...look at line 800.
Good luck!

This program originally appeared in
Creative Computing, Jan/Feb 1975.

ROADRACE
COPYRIGHT 1979 CREATIVE COMPUTING HORRISTOMN, NJ

HIT ENTER TO START? -

cls
THIS IS THE PITTSFIELD-ALBANY RORD RALLY
KELCOYE T0 THE FIRST RNNURL PITTSFIELD-ALBANY RORD RALLY.
YOU‘LL BE DRIVING ROUTE 28, TRYING TO WIN THE RRCE AMD
STRY ALIVE IN THE BARGIN GOOD LUCK!!

YOY HAVE YOUR CHOICE OF: (1) R Wi (2) TRIUWPH TR3;
(3) DATSY 286-2 (R (4) FERRARI
CHOOSE THE CAR YOU RANT BY THE NUMBER IN FRONT OF IT.
REMEFBER, THE BETTER THE CAR, THE MORE GRS IT USES.
WHICH CAR? 3.

cls
NOW YOU CHOOSE KHICH COURSE YOU MANT TO RRCE (N
THE ERSIEST COURSE IS NMRBER 1, A IS THE STRAIGHTEST
ROUTE. NUVBER 5 CONSISTS MOSTLY OF TURNS RND THISTS.
WHICH ROUTE DO YOU WANT? 4

YOU WILL NEED TO TRAVEL 5 HILES HITH .5 GRLLONS OF GRS,
YOUR STRTUS HILL BE SHOMN ERCH 16 SECONDS. AFTER EACH
STATUS CHECK YOU HILL BE RSKED FOR A NEM RATE OF GRS

R RATE OF +16 1S HARD ACCELERATION AND 16 1S HARD BRAKING.
ANV NMBER IN BETWEEN IS ALLONABLE.

PRESENT VELOCITY = 6 NO. OF GALLONS = .5
N0 OF MILES = 8 TIME PRSSED = 8 SECONDS
HHAT 15 YOIR NEM RATE OF GRS? 16.

cls
ROAD COMDITIONS:VEHICLE RHERD 1680 FEET

PRESENT VELOCITY = 78 R0. OF GALLONS = 47
NO. OF HILES = 132474 TIHE PRSSED = 18 SECOMDS
HHAT IS YOUR NEW RATE OF GAS? 2.

cls

ROAD CONDITIONS:VEHICLE RHERD 1688 FEET

PRESENT VELOCITY = 4138 NO. OF GALLONS = .38
NO. OF HILES = 1 84565 TINE PRSSED = 58 SECONDS
WHAT 1S YOUR NEM RATE OF GRS? 18.

cls
RORD CONDITIONS:VEMICLE PRSSED BY 95 MPH

PRESENT VELOCITY = 454 NO. OF GALLONS = .35
NO. OF HILES = 4 37391 TIME PRSSED = 68 SECONDS
RHAT IS YOUR HEM RATE OF GRS? 46.

cis

{. \0
L

\\ﬁ'&f =S

RORD CONDITIONS:VEHICLE PRSSED BY 133 HPH

PRESENT VELOCITY = 463 HO. OF GALLONS = .452
ND. OF HILES = 3 76522 TIME PASSED = 438 SECONDS
RHAT IS YOUR HEW RATE OF GAS? 46_

cls

ROAD CONDITIONS:VEHICLE FHERD 1008 FEET

PRESENT VELOCITY = 466 NO. OF GALLONS = 422
RO OF HILES = 4.12609 TIME PASSED = 149 SECONDS
HHAT IS YOUR HEW RATE OF GAS? 16

cls

RORD CONDITIONS:VEHICLE RHERD 1609 FEET

PRESENT VELOCITY = 159 WO, OF GRLLOMS = .32
NO. OF MILES = 4 71957 TIME PASSED = 76 SECONDS
AT 1S YOUR NEW RATE OF GAS? 8.

cis
ROFD CONDITIONS:VEHICLE PASSED BY 124 MPH

PRESENT VELOCITY = 449 NO. OF GRLLONS = . 296
NO. OF HILES = 284348 TIME PRSSED = 89 SECONDS
WHAT 1S YOUR HEM RATE OF GAS? 28.

cls

HOT VALID. NEW RATE? 10.
cls

ROAD COMDITIONS:CLEAR AND STRAIGHT

PRESENT VELOCITY = 457 NO. OF GRLLONS = . 266
HO. OF HILES = 238478 TIME PRSSED = 98 SECONDS
RHAT IS YOUR NEW RRTE OF GAS? 10_

ROFD CONDITIONS :VEHICLE PROSED BY 21 ¥

PRESENT YELOCITY = 55 RO. OF GALLONS = 464
NO. OF KILES = . 271733 TIME PASSED = 26 SECONDS
WHAT IS YOUR HESl RATE OF GRS? 46_

cls
RORD COMDITIONS:VEHICLE fHERD {080 FEET

PRESENT VELOCITY = 162 NO. OF GALLONS = 43¢
NO. OF HILES = 493478 TIME PRSSED = 38 SECONDS
WHAT 1S YOUR HEW RATE OF GAS? 8.

cis

cls

ROAD COMDITIONS:VEHICLE RHERD 1608 FEET

PRESENT VELOCITY = 462 MO, OF GRLLONS = . 236
NO. OF HILES = 2. 73696 TIME PASSED = 188 SECONDS
HHAT IS VOUR NEW RATE OF GRS? 8.

cls
RORD CONDITIONS:VEHICLE PRSSED BY 182 WPH

PRESENT VELOCITY = 451 NO. OF GALLONS = . 212
N0. OF HILES = 3.86522 TIME PASSED = 118 SECONDS
HHAT 1S YOUR NEN RATE OF GRS? 16

cis

RORD chmnms:vmm PASSED BY 79 WPH

PRESENT VELOCITY = 116 NO. OF GRLLONS = 44
NO. OF HILES = 745652 TIKE PRSSED = 48 SECONDS
WHAT 1S YOUR NEK RATE OF GRS? 18_

cls

ROAD CORDITIONS:VEHICLE RHERD 1669 FEET

PRESENT VELOCITY = 459 NO. OF GRLLONS = .182
NO. OF HILES = 3.41687 TIME PRSSED = 128 SECONDS
HHAT 1S YOUR NEM RATE OF GRS? 16_

cis

139

RORD CONDITIONS:VEHICLE PRSSED BY 138 WPH

PRESENT VELOCITY = 167 0. OF GALLONS = . @92
NO. OF HILES = 4.48913 TIME PASSED = 450 SECONDS
KHAT IS YOUR MEW RATE OF GAS? 16.

cis

YOUR ENGINE BLEW. YOU GOT HIT BY A PISTON
HERE 15 YOUR FUNERAL BEIRG HELD?

YOU HANT TO TRY AGRIN, RIGHT? MRONG..
cls




i80S

28 PRINT @ 442, "RORDR ICE”

I8 PRINT

48 PRINT TRB(7)"COPYR GHT 1979 CREATIVE COMPUTING HORRISTOWN, WJ*
38 PRINT @ %66,°%:

68 INPUT"HIT ENTER T0 START: R$

7805

€8 PRINT" THIS S THE PITTSFIELD-ALEANY ROAD RALLY®

96 PRINT"NELCOME 7O T FIRST RNNUAL PITTSFIELD-RLBANY RORD RALLY.™
16 PRINT*YOU/LL BE DIYING ROUTE 20, TRYING 70 HIN THE RACE ROD"
118 PRINT*STRY ALIVE N THE BARGIN GOOD LUCK!!®

128 FRINT

138 FRINT®YOY HAVE YO R CHOICE OF: (1) A Wit (2) TRIUWPH TR3: "
448 PRINT*(3) DATSIN 88-Z OR (4) FERRRRI"

159 PRINT"CHOOSE THE AR YOU MANT BY THE NUMBER IN FRONT OF IT.°
169 PRINT"REMEMBER, T BETTER THE CRR. THE HORE GRS IT USES.”
478 PRINT®HHICH CAR™:

188 THPUT C1

498 CL=INT(CL)

260 IF C1>4 THEN 220

210 IF C1C4 THEN 228 1SE 248

228 PRINTINVALID CAR NUMBER. NEM CRR *;

238 GOTO 188

248 (LS

258 IF N2=1 THEN 20

268 PRINT"NOH YOU CHC)SE WHICH COURSE YOU HANT TO RRCE ONL®

278 PRINT*THE ERSIEST COURSE 1S MBMBER 4, AND IS THE STRAIGHTEST"
289 FRINT"ROUTE. NIRE R 5 CONSISTS HOSTLY OF TURMS RND THISTS.®
298 PRINT*WHICH ROUTE DO YOU HANT"

388 INPUT 2

318 C2=INT(C2)

320 1F C2C1 THEN 348

338 IF $209 THEN 348 LSE 368

348 PRINT®INVFLID COLSE MUMBER NEW CHOICE ™

358 GOTO 388

360 IF W2=1 THEN 438

378 FRINT

389 PRINT™YOU HILL N§ 3D TO TRRVEL 5 HILES HITH .S GRLLONS OF GRS. "
398 PRINT™YOUR STRTUS HILL BE SHORM EACH 16 SECONDS. AFTER EACH"
483 PRINT"STRTUS CHE(( YOU WILL BE ASKED FOR R NEW RATE OF GAS”

448 PRINT"R RATE OF <18 IS HARD RCCELERATION, AND -10 IS HARD BRAKING *

420 PRINT"RNY NURBER IN BETHEEN IS ALLOWRBLE. ®
438 FOR 1= T0 €4

4BFERD B W, S

439 B=B/18

468 1EXT 1

478 fi=5

488 148

498 C1=(1/2

588 V=8

S48 FRINT

528 Ri=8

530 T8

548 =8

556 (4-0

560 PRINTPRESENT VELOCITY =";¥; " NO. OF GRLLONS ="AL
578 FRINT'RO. OF MILES =";MLi" TIME PRSSED =% T; "SECONDS®
580 IF HD=D THEM 13¢3

596 FRINT*HHRT 1S YO R MEH RATE OF GRS™
680 THUT 6

610 (LS

620 1F G<-18 THEN 64(

638 1F (10 THEN €46 ELSE 668

648 PRINT™NOT VALID. NEW RATE™:

658 GO0 669

668 IF <9 THEN 710

678 Z=2+1

668 IF 24 THEN 698 1LSE 728

69 FRINT*YOUR ENGIN BLEW YOU GOT HIT BY R PISTON
788 GOTO 1208

710 7=8

728 V=INT(BeG-HY+Y)

738 T=1+18

748 PRINT

758 PRINT®RORD CONDI IOMS:®;

768 IF 8 THEN 788

778 V=8

780 [H=H{4V/ 460

798 IF <8 THEN 820

898 Ri=Ri-(G+5)/0680

816 IF A1(@ THEN 431

828 IF Ri=1 THEW 989

839 IF =1 THER 916

848 G=INT((T2+4)#RND(B))

838 R=INT((3. 75-C2)+3D(8))

868 IF R>8 THEN 1220

§78 IF ©9 THEN 1270

838 PRINTCLEAR AND STRAIGHT"

898 PRINT

988 GOTO 568

916 HEINT(1SH35aRD0))

928 Het5eCL

938 IF VOH THEN 1430

948 PRINT"THROUGH CRVE®

959 PRINT

968 §1-8

978 GOTO 560

988 E=E-(V-D)s3!

998 IF ECO THEN 1633

1068 PRINT"VEHICLE®; 5 "FEET RHEAD®
1848 PRINT

126 GOTO 568

1838 IF ¥-DCS THEN 1148

1048 PRINT"VEHICLE FRSSED BY";
1658 D=V-D

1668 PRINT D;

1670 PRINT™HPH"

1688 PRINT

1899 R1=8

1468 GOTO 568

1146 PRINT*VEHICLE BEING PRSSED ®
1128 D=INT(25+4B+RHD(B))

1439 PRINTGREYHOUND BUS IN OTHER LRIE
1148 PRINT"DOING":

1458 PRINT D;

1168 PRINT™HPH ™

1170 D=+

1189 PRINT*CRASH VELOCITY =%

1198 PRINT

1289 PRINT"RHERE IS YOUR FURERAL BEING HELD?®
1216 GOTO 1490

1226 PRINT*VEHICLE AHERD 10668 FEET®
1238 PRINT

1248 D=INT(25+3TRND(B))

1238 Ri=1

1268 GOTO S68

1278 PRINT" HARNING: CURVE RHERD °
1268 oi=1

1299 PRINT

1389 GOTO 560

1318 PRINTEXCELLENT, BUT WAIT!®
1326 PRINT

1338 PRINT®YOU RAN OUT OF GRS”
1348 GOTO 1482

1350 PRINTBUT SOME HOW YOU HRDE IT°
1368 PRINT

1378 R1=8

1389 GOTO 568

1390 FRINT

1488 PRINT

1428 GOT0 1498

1439 PRINT"ARE TERRIBLE®

1440 H=H-5+C1

1450 PRINT H; "HRS THE SPEED THROUGH THE CURVE®
1468 PRINT ¥; "HAS YOUR SPEED, BY THE WAY ™
1478 GOTC 1200

1489 PRINT"YOU LERD FOOTED $7R7°U$8S888CCAS8S/ $CSC(SQ/ TRIMILL"
1498 PRINT

1560 PRINT*YOU HANT TO TRY RGRIN. RIGHT™:
1548 TNPUT V%

1528 IF LEFT$(VS, £)="N" THEN 1738

1530 W2={

1548 GOT0 1598

1558 PRINT

1560 PRINT®CHICKEN"

1570 FRINT

1589 GOTC 1658

1598 RESTORE

1688 GOT0 178

1610 DATA 45,.53, 0

1628 DATR 68,.5, 13

1638 DATR 79,44, 15

1640 DATA £8,.33; 8

1658 E}D
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Rotate

The game of Rotate is played on a
four-by-four board filled randomly with
the letters A through P. In a sense it is
like the little plastic games with sliding
pieces bearing the numbers 1-15 or
letters A-0.

The object of the game is to put the
letters in alphabetical order. This is
done by rotating groups of four letters
clockwise one position. The group to be
rotated is specified by the positional
number of the letter in the upper Ieft-
hand corner of the group. You are also
given one special move which permits
you to exchange any two adjacent

ROTATE

COPYRIGHT 1979 CREATIVE COMPUTING HORRISTORN, NJ

DO YOU MEED INSTRUCTIONS? VES.

cis

ROTATE
IN THIS GRME THE BORRD IS LAID QUT AS FOLLOWS:

Do we
TR o
GEGw
5 o

BOARD POSITIONS PRE OCCUPIED RANDOMLY BY THE LETTERS A TO P.
THE OBJECT OF THE GRIE IS TO ORDER THE LETTERS BY ROTATIMG
fiNY FOUR LETTERS CLOCKWISE OMNE POSITION  YOU SPECIFY THE

UPPER LEFT POSITION OF THE FOUR YOU HISH T0 ROTRTE, LE.,

VALIDWOVES ARE L 2 3, 5, 6, 7, 9, 18 AND 14

PRESS ANY KEY T0 CONTINUE

cls
ROTATE
COMSEGUENTLY, IF THE BORRD LODKED LIKE:
AcCGD
EBFH
1JKL
HNGOP

- PRESS ANY KEY TO CONTINUE-

cls

141

letters. You probably don't want to use
this move too early in the game; indeed,
sometimes it's not necessary at all, and
since you get it only one time, once you
use it you can't recover. Your only move
then is to type a zero to give up.

Typically, a game will take from 20to
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 Ahi,
and first appeared in Creative Com-
puting, Sep/Oct 1977.

ROTATE

Y0U ALSD GET ONE “SPECIAL’ MOVE PER GAME WHICH Y0U MRY OR
HAY NOT NEED. THE SPECIAL MOVE ALLOWS YOU TO EXCHANGE

fi¥Y THO ADJACENT LETTERS IN A ROK.  TO MAKE THIS MOVE,

INPUT A /-1 S YOUR MOVE RND YOU WILL BE ASKED FOR THE
POSITIONS OF THE THO LETTERS TO EXCHANGE.  REMEMBER —

OMLY ONE SPECIAL HMOVE PER GRIE!

TO GIVE UP AT AHY TIME, TYPE R ‘8’

PRESS ANY KEY TO CONTINUE.

cls

oz o
Do
L= I~
ma oo

POSITION TO ROTATE? 4.

cis
CJDG
LHYP
NAKDO
FI1BE
POSITION TO ROTRTE? 4.
cls
LCDG
HIMHWP
NARK?ZO
FIBE
POSITION TO ROTATE? 3_
cls




- -

— D 3

WU E

Mmoo o

POSITION TO ROTATE? 2.

cls

noE oo e

D T e

o3 X IX

Mmoo o

POSITION TO ROTATE? 7.

cls
L3IC0D
HPKH
NRBOG
F1BE

POSITION T0 ROTRTE? 3

cis
LIKEC
HPHD
HAOSE
FI1BE

POSITION 70 ROTRTE? 6.

cls

no= oo

O ID G

[l R

oo ey

POSITION T0 ROTATE? 2.

oz o

D e

W = T

cis

m o ¢ X

POSITION TG ROTATE? 7.

cis

oo o

- CDID S

W e | o

m o o R

POSITION TO ROTATE? 6.

oo e

— ) €D G

o X D 0

cls

moe <

POSITION T0 ROTATE? 2.

cls

18 CLS: PRINTE443, “ROTATE"

26 PRINT: PRINT TRB(?) "COPYRIGHT 1979 CREATIVE CONPUTING HORRISTOMN, RJ®
38 PRINTE968, "°; . [HPUT "DO YOU MEED INSTRUCTIONS®; 1

48 DIN B(16),B$(16)

58 IF LEFT$(1$, 4)=")" THEN CLS: GOTO 368

68 CLS: PRINT TRB(22); "ROTRTE": PRINT

78 PRINT "IN THIS GNE THE BORRD IS LRID QUT RS FOLLOWS:"

89 FOR I=1 70 46: B(D)=1: NEXT

98 PRINT: FOR I=1 70 43 STEP 4

460 PRINT USING "84 ";B(1), B(I+1), B(142), B(I+3)

118 NEXT 1. PRINT

128 PRINT "BOARD POSITIONS ARE OCCUPIED RRMDOMLY BY THE LETTERS A TOP.*°
138 PRINT *THE OBJECT OF THE GRME IS 70 ORDER THE LETTERS BY ROTATING"
148 PRINT "ANY FOUR LETTERS CLOCKMISE OME POSITION. YOU SPECIFY THE®
158 PRINT "UPPER LEFT POSITION OF THE FOUR YOU WISH TO ROTRTE, LE.*
160 PRINT "VALID MOVES RRE 4, 20 3, 5, 6, 7, 9, 18 AD 14 *

178 PRINTE979, *PRESS ANY KEY TO CONTINE";

188 IF INKEY$="" THEN 183 ELSE PRINT@128, CHR$(3L);

498 PRINT "CONSEQUENTLY, IF THE BOARD LOOKED LIKE:®

228 PRINT "AND YOU ROTATED POSITION 2, THE BORRD WOULD BE:®

18 B$(6)="B": B§(7)="F": GOSIB 538

228 PRINT *RD YOU ROTATED POSITION 2 THE BORRD WOULD BE:"

238 FOR 1=2 76 7: ESCI)=CHR$CI+64): NEXT 1: GOSUB 598

248 PRINT “RND YOU HOULD HINI®

258 PRINTE979, “PRESS ANY KEY TO CONTINUE™

268 1F INKEV$="" THN 260 ELSE PRINTEL28, CHR$(31);

278 PRINT *YOU ALS0 GET ONE ‘SPECIAL’ HOVE PER GRIE IHICH YOU MAY OR®
286 PRINT "MAY NOT MEED. THE SPECIAL MOVE ALLOKS YOU TO EXCHANGE®
238 PRINT *ANY THO ADJACENT LETTERS IN A RO 7O MAKE THIS HOVE."
388 PRINT *INPUT R /-1’ AS YOUR WOVE AND YOU WILL BE ASKED FOR THE®
348 PRINT *POSITIONS OF THE THO LETTERS TO EXCHRNGE  REWEMBER -—-*
328 PRINT "OHLY OME SPECIRL HOVE PER GRME!“:FRINT

338 PRINT “TO GIVE UP AT ANY TIME, TYPER ‘9.

348 PRINTE979, "PRESS ANY KEY TO CONTINUE™

358 IF INKEY$="" THEN 358 ELSE (LS

360 FOR 1=1 TO 16: B§CI>="0": MEXT I

370 FOR I=4 10 16

388 TH=CHRECINT(16=RHD(0)+65))

IWFRJ=LTOI

480 1F B$CJ)=T¢ THIN 389

418 NEXT J

428 BS(I)=15: WEXT |

438 ¥=B: S=0: (LS: FRINT "HERE’S THE STRRTING BORRD...": GOSUB 5%
448 INPUT “POSITION TO ROTATE®; 1: CLS: IF 1=9 THEN PRINT: PRINT: G070 538
458 1F 1=-1 THEN 6.3

468 IF I=4 OR I=8 (R I>12 THEN 448

479 ML T4=BH(D)

489 BSCD=BS(I+4): BS(I+4)=BS(145): BH(14SIBE(I+1): BH(IHI=TS

490 GOSUB 599

580 FOR I=L T0 16

518 IF CHR$(I+64)CBCT) THEN 440

526 NEXT 1

538 PRINT: PRINT "/OU ORDERED THE BORRD IN";M; “MOVES, °: Wi=Mi+M: G=G+i
548 PRINT CHR$(P)

558 PRINT: INPUT "FLRY FGRIN"R$: IF LEFTSCAS, )="Y" THEN 368

568 PRINT: PRINT "v0U PLAVED®; & "GAMES AHD ORDERED THE BORRD IN fN RVERRGE"
578 IF (=0 THEN G=L

588 PRINT “0F*; MA/G; "HOVES PER GRFE. ™: PRINT: GOTO 668

598 FOR I=1 T0 43 STEP ¢

688 PRINT USING " ! *;BSCI), BS(I+1), B$(1+2), B8(I+3)

610 NEXT 1: PRINT: RETURN

620 INPUT "EXCHRNG: HHICH THO POSITIONS®; XY

638 IF ¥OV+L AND OY-4 THEN PRINT "ILLEGRL. AGRIN...": GOTO 620
648 S=5+4: IF S){ THEN PRINT “OMLY ONE SPECIAL MOVE PER GAME ": GOTO 448
650 T4=B$(X): BSCX)=BS(Y): B§()=T¢: GOTO 458

668 EHD
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Safe

SAFE
In a sense, thisis another game in the COPYRIGHT 4375 CRERTIVE CORPUTING HORRISTORL NI
“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 DO YOU NEED INSTRUCTIONS? VES.
or ninety-nine and one.

The instructions shown in the sam-
ple run are very complete. However,

one hint that wiil help you when you ols
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 S
number must be close. If not, you can
step it down by eights or tens until you YOU ARE A BURGULAR AND HAVE ENCOUNTERED R SAFE. YOU MUST
get the first click and then judge from OFEN THE SRFE TO GET THE SECRET PLANS THAT YOU CRYME FOR
there. TO DO THIS, VY0U MUST ENTER THE MUMBER OF HHAT YOU KANT THE

Safe was created and written by DIAL TURMED T0. THE COMPUTER WILL ACT RS THE SAFE AND MILL
Kevin Ashley. HELP VOU BY GIVING A SORT OF CLUE: YOU WILL “HERR’

A CLICK AT EVENLY SPACED NOTCHES RS YOU MOVE TO THE PROPER

Turning Left || Turning Right NUMBER. THERE ARE FOUR OF THEM BEFORE THE FINAL CLICK IS

: “HEARD”. AFTER THE FINRL ONE IS HERRD, YOU KILL GO ON TO
THE NEXT NUMBER. THE COMPUTER HILL “SAY/ ‘CLICK’ FOR EACH
NOTCH THAT Y0U PRSS AND “++CLICK#:" WHEN YOU RERCH THE
PROPER NUMBER. IF YOU PASS IT OR TAKE LONGER THAN TEN TRIES
ON ANY ONE NUMBER, YOU KILL ACTIVATE THE ALARM

PRESS ANY KEY TO CONTINUE

cis
SAFE
NOTE: There is no spot 0 (zero} and it spins REMEMBER THAT WHEN YOU TURN THE DIRL TG THE LEFT, THE
back past the fast number automati- NUMBERS GO FROM 4-99 , AND WHEN YOU GO TO THE RIGHT, THE

cally as in most locks, NUMBERS GO FROM 99-1.
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PFISS ANY KEY TO CONTINUE 18 CLS: PRINT@414, “SAFE"
2 PRINT. PRINT TRB(?) "COPYRIGHT 4973 CREATIVE COMPUTING HORRISTOIN, NI”
38 PRINTE968, °%;; INPUT DO YOU NEED INSTRUCTIONS®; 1#
48 DIH fL()
cls 58 IF LEFT$CI$, 1)="Y" THEN 68 ELSE 278
69 CLS: PRINT@3D, "SAFE®: PRINT
78 PRINT *Y0U RRE A BURGULAR AND HAVE ENCOUNTERED R SAFE. YOU HUST"
€8 PRINT "OPEN THE SAFE TO GET THE SECRET PLANS THAT YOU CAME FOR "
OKRY, START TO TH: RIGHT, SHHHMHH!!tItititiinid 99 PRINT
9 g3 168 PRINT "T0 DO THIS, YOU MUST ENTER THE NIRBER OF HMAT YOU WANT THE"
418 PRINT *DIRL TURNED TO. THE COMPUTER WILL ACT AS THE SAFE AND WILL"
120 PRINT PHELP YOU BY GIVING R SORT OF CLUE: YOU WILL ‘HERR’®
cls 139 PRIAT *A CLICK AT EVENLY SPACED NOTCHES RS YOU HOVE TO THE PROPER”
448 PRINT °NUMBER. THERE ARE FOUR OF THEM BEFORE THE FINAL CLICK 1S°
15@ PRINT "/HERRD’. AFTER THE FIMRL ONE IS HEARD, YOU WILL GO ON TO®
168 PRINT "THE NEXT NUMBER. THE COMPUTER MILL “SRY’ /CLICK’ FOR EACH"

OKAY, START TO T2 RIGHT, SHHHHHHIIt!ftreininy 478 PRIIT °NOTCH THAT VOU PASS AND “+4CLICK«#" HHEN YOU REACH THE'
CLIEK 188 PRIHT "FROPER NUMBER IF YOU PASS 1T OR TAKE LONGER THAM TEN TRIES®
GLIK 198 PRUIT 0N ANY ONE NUMBER, YOU WILL ACTIVATE THE ALARM. *

CLICK 288 PRINTE979, "PRESS ANY KEY TO CONTINUE":

CLICK 216 IF INKEY$="" THEN 210 ELSE PRINT@128, CHR$(3L);

2 79. 226 PRINT "REMEMBER THAT WHMEN YOU TURN THE DIAL TO THE LEFT, THE®

238 PRINT *NUWBERS GO FROM 1-99 , RND WHEN YOU GO TO THE RIGHT, THE"
248 PRINT “MUMBERS GO FROM 99-1. " PRINT: PRINT
258 PRINT@979, "PRESS ANY KEY TO CONTINUE™
cis 268 IF INKEV$="" THEN 268
278 CLS: PRINT*OKAY, START TO THE RIGHT, SHHHHHH!ftrifttrttinte
288 A=THT(RND(B)*B1)+18

OK&Y, START TO THE RIGHT, SHHHHHH!!!ttrftittiny 298 B=IHT(RND(@)*61)+16
THE SENSOR HAS BIEN TRIGGERED! 388 C=1HTCRID(BI*8L)+10
LESVE WHILE YOU (RN BEFORE THE 310 L=138-R
POLICE GET HERE. 320 FOR H=1 T0 4

338 ALCD=(5-HAL/5+A
HANT TO TRY THE ! RME SRFE? VES_ 340 NEXT H

358 J=t

368 INFUT M: PRINT@64, CHR$(31);
378 ON SGNC-R)+2 GOTO 450, 528,388
cls 389 FOR K=1 T0 4
398 IF DALK) THEN 448
488 PRINT “CLICK"

o
OKAY, START TO TIE RIGHT, SHHHHHH!!!111trstents ‘333 ?E“};Em THEN 450

LXK 438 J=ix

CLICK 449 GO0 360

CLIK 458 PRINT “THE SENSOR HRS BEEN TRIGGERED!®
RS 460 PRINT "LERVE WHILE YOU CAN BEFORE THE®

4708 PRINT *POLICE GET HERE. "
488 PRINT: PRINT “HANT TO TRY THE SRME SAFE";

cls 499 INFUT RS
588 IF LEFTSCAS, 1)="v" THEN 318
518 GOTO 278
528 PRINT ™k CLICK #x°: RR=M: FOR A=1 TO 509: NEXT
OKAY, START TO TIE RIGHT, SHEHHHH!!1tittirtirs 530 L=_+B
CLICK 540 FO2 K=1 T0 4
CLIK 550 RLCO=KHL/5B
CLICK 568 NEXT K
27 578 CLS: PRINT "RND NOW TO THE LEFT.®
568 J=i
590 INPUT H: PRINTES4, CHR$(3L);
ol 680 PRINTESE6, "CORRECT NUMBERS:™;Afi - PRINTEG4, *%
o8 618 ON SGNCH-R)+2 GOTO 620, 450, 648
620 ON SGNCH-B)+2 GOTO 630, 728, 450
638 H=ii+100
TREERESRITLLLS MeFO"KdTOq
gf;& START T0 T4E RIGHT, SHHHHHM!!!!fTtenitine €50 1F HCQO THEN 608
LItk 660 PRINT “CLICK"
678 R1<K)=288
%g‘f 688 NEXT K
698 IF J1>=16 THEN 450
788 J=J+L
718 G0TO0 598
cls 728 PRINT " CLICK #+*: BB=M: FOR R=i T0 560: NEXT
738 L= (108-0)+8
748 F(R K=1 10 4
OKAY, START TO HE RIGHT, SHHIBHH!!!ittintLite 758 RLCK)=BHBB-KAL/S
CLIcK 768 NEKT K
CLIK 778 CLS: PRINT "AND NOW TO THE RIGHT AGAIN ®
CLICK 788 J=1
Ik 798 INPUT H: PRINTE64, CHR$(3L);
259 888 PRINTEI68, "CORRECT NUMBERS:";AR;BB; : PRINTEG4, °%;
810 Ol SGN(M-B)+2 GOTO 839, 450, 626
828 01f SGN(H-C)+2 GOTO 450, 920, 840
cls 839 H:i1+163
840 FIR Ke1 10 4
858 IF IDRLCK) THEN 839
868 PRINT “CLICK"
OKAY, START TO 7HE RIGHT, SHHHHHH!I!1t1tittitsnt 878 fil(K)=-269
THE SENSCR HAS JEEN TRIGGERED! €88 RXT K
LERVE WMILE YOU CAN BEFCRE THE 898 IF JD=18 THEN 450
POLICE GET HERE 968 J=J¥1
918 G370 799
WANT TO TRY THE SAME SAFE? NO_ 928 PRINT: PRINT "%+ CLICK #x .. YOU OPENED IT!®
938 PRINT "BUT UH,OH, HE WUST HAVE MOVED IT.*
cis 144 948 LHPUT *TRY THE ONE OVER THERE ;A%

950 1F LEFT$(RS, 1)="y" THEN 27@ ELSE END



This program tests your knowledge of
different types of musical scales. It
generates 11 types of scales: major,
natural minor, harmonic minor,
Hungarian minor, dorian, phygian,
lydian, mixolydian, locrian, and whole
tone.

Prior to running the program, test
yourself off line on a sheet of paper by
writing down several types of scales
and 8 notes starting at a note chosen by
you. Then run the program to check
your answers.

When you run this program. you will
be asked, "Which type of scale is
wanted?” Respond by typing the first
two letters of the name of the desired
scale followed immediately by the
desired key. Use a B for the flat and
use ‘¥ for the sharp. Sample inputs
would be PHE for phrygian starting
on E, MAF# for major on F-sharp,
and WHG for whole tone on G.

The author, Marvin S. Thostenson, is
at the School of Music, University of
lowa. Scales first appeared in Creative
Computing, Mar/Apr 1977.

SCALES

COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOWN, NJ

DO YOU NEED INSTRUCTIONS? YES.

cls
SCALES

ELEVEN SCALE TYPES -- MAJOR, MINOR, MODAL. AND WHOLE TONE

THIS PROGRAM PRINTS IN LETTER NAMES ONE OCTAYE UPHARD, THE MAJOR.
THE NATURAL, HARMONIC, MELODIC. AND HUNGARIAN MINORS, THE
DORIAN, PHRYGIAN, LYDIAN, MIXOLYDIAN, AND LOCRIAN MODES, AND
THE WHOLE TONE SCALES

USE A 23— OR 4-CHARACTER INPUT - THE FIRST 2 CHAR’S ARE THE SCALE
TYPE. AND THE 3RD CHAR‘R IS THE SINGLE LETTER TONIC, OR THE
LAST TWO CHAR’S ARE THE TONIC DEGREE OR THE KEY SIGNATURE.
SCALE TYPES-- MA NA HA ME DO PH LY MI LO HU AND WH

INPUT EITHER R TONIC OR A SIGNATURE

PRESS ANY KEY TO CONTINUE

cls

SCALES

EXAMPLES. MACB LYDR MIER WHGB NAF# HAG# MEA# LOCH# DOC PHD HUE

WHICH TYPE OF SCALE IS WANTED? WHF#.

cis

SCALE ASKED -—--—--- WHOLE TONE SCALE ON F#

ANSHER (IN LETTER NAMES) —we—mmmmmmm

F# G# A% B# D E F#

WHICH TYPE OF SCALE IS WANTED? NAE.

cls

SCALE ASKED ~--~---~ NAT’L WMINOR SCALE ON E

ANSKMER (IN LETTER NAMES) ~—www————m

WHICH TYPE OF SCALE IS WANTED? WHC_
cis

SCALE ASKED —=mmmmmw WHOLE TONE SCALE ON C

ANSWER (IN LETTER NAMES) —————mwmmm

C D E F#% 6B BB C

WHICH TYPE OF SCALE IS WANTED? HU2#_

cls

SCALE ASKED ~-m-———vf HUNG’N MINOR SCALE ON B

ANSHER (IN LETTER NAMES) ————--—---

B C# D E# F# G R4 B

WHICH TYPE OF SCALE IS WANTED? STOP-
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1@ CLEAR 508: CLS: PRINT@413, °SCALES®
28 PRINT. PRINT TAB(?) "COF /RIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ*
3@ PRINT@9GE, "*; INPUT "[3 YOU NEED INSTRUCTIONS; IS~ CLS

4@ F=0: B=G: C=0: D=G: E=0: H=8: K=0: L=8: M=0: N=6: 0=0

50 W=d

€8 IF LEFT$CI$, 1)="N" THEN 236

70 CLS. PRINT TABC29) "SCALES": PRINT

8@ FRINT "ELEVEN SCALE TYPES —- MAJOR, MINOR, MODAL, AND WHOLE TONE®

% PRINT

18@ PRINT "THIS PROGRAM PR.NTS IN LETTER NAMES ONE OCTAVE UPWARD "

146 PRINT “THE MAJOR, ";

120 PRINT "THE NRTURAL. HAfMONIC, MELODIC, AND MUNGARIAN MINORS, THE"

130 PRINT "DORIAN, PHRYGIRl. LYDIAN, MIXOLYDIAN, AND LOCRIAN MODES, AND®
146 PRINT "THE WHOLE TONE *CALES. ":PRINT

456 PRINT "USE A 3- CR 4-CI RRACTER INPUT: THE FIRST 2 CHAR’S ARE THE SCALE"
16@ PRINT *TYFE, AND THE 3iD CHAR‘R IS THE SINGLE LETTER TONIC, OR THE"
17@ PRINT "LAST THO CHAR’S ARE THE TONIC DEGREE OR THE KEY SIGNATURE.“
180 PRINT "SCALE TYPES—- M1 NA HR ME DO PH LY MI LO HU AND WH"

196 PRINT “INFUT EITHER R “ONIC OR A SIGNATURE. *

266 PRINTES79, "PRESS ANY IEY TO CONTINUE";

216 IF INKEY$="" THEH 216 i LSE PRINTE128, CHR$(31);

200 PRINT "EXFMPLES: MACE ' YDB MIEB WHGB NAF% HAGH MER# LOCH DOC PHD HUE®
230 B$="SCALE ASKED ~~---- —
246 C$="ANSHER (IN LETTER | RMES)
258 0$="STRUCTURE---~ ®

260 K$=" TETRACHORDS"

278 U=t

280 PRINT: PRINT- PRINT TA3(8); "WHICH TYPE OF SCALE IS WANTED"

298 INPUT A$: CLS

360 N=LENCAS)

318 IF A$="STOP" THEN 1298

320 E$="MANAHAMEDOPHL YMILOI UHH"

236 FOR %=1 TO 22 STEP 2

346 IF LEFT$(AS, 2)=MID$(E$ X, 2> THEN 360

250 NEWT X

368 Q=(¥+1)72

378 AB$=AS

208 ¥=ASCLEFT$(RES, 1))-32

398 ABS=CHR$CH+MIDS(ABE, 2 N)

400 READ D$

40 ABs=A$

426 H=ASC(LEFT$(AGS, 1))

438 ABE=CHRECK)+HIIDS(ABS, 2 N)

440 IF LEFT$(D$, 2)=LEFTS(F 25, 2) THEN 460

458 GOTO 460

460 J$=D$

4761 RESTORE

480 IF N33 THEN So@

490 AS=LEFT$CAS, 24" ©

Se@ IF 0=1 OR @=7 OR @=11 THEN 520

510 IF G>=2 AND 8¢=6 OR G=3 OR 0=18 THEN 540

520 =1

536 GOTO 558

540 Y=2

556 F$="BNEXANDNGXCKFXBHEL ARDHGHCHF4B EAD G C F ©

560 F$=F4$+"BREBABDBGBCBFEE DEDADDDGDCD"

570 G$="BXEXAXDNGRONFXBYE] AHDUGICAFSB EAD G C F

598 GE=G4+"BEERABDBGBCBFBE DEDADDDGDCD"

So@ ON ¥ GOTO 6@, 630

606 HE="5TATIT2TATTNENGRA! INOKANTHEUSHAH 424 #BH#1B2RIBIPSRER7RID2DIDAD"
618 Hg=HE+"SDED7D"

20 GOTO 650

636 HE="2TLT7XEXSRAXINORL PHEHSHA#T42414041B2BIB4RSREBPBLDRDIDAD”
640 H$=H$+"SDEDTDEDID "

650 FOR ¥=1 TO 68 STEP 2
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668 IF MID$(A$, 3, 2)=MID$<F$, ¥, 2) THEN 630

670 IF MIDY(A$, 3, 2)=MID$CHS, ¥, 2> THEN €98

683 NEXT ¥

658 CL$=MID=(G$ V. 2

700 T=T+1

718 IF T=9 THEN 1i7@

720 ON T GOTO 730, 750, 888, 858, 960. 950, 1808, 1658
738 R=0

74@ GOTO 10:8

758 IF @=6 (R G=9 THEN 788

768 R=—4

770 GOTO 1@ze

78@ R=18

79@ G0TO 1820

geq IF G=1 OR @=7 OR G=8 OR Q=11 THEN 830

818 R=6

820 GOTO 1856

836 R=-8

840 GOTO 1058

856 IF G=7 OR &=18 OR G=11 THEN 888

866 R=2

8§78 GOTC 1858

888 R=-12

89@ GOTO 1658

986 IF @=9 OR Q=11 THEN 93@

918 R=-2

926 GOTO 1650

93@ R=12

946 GOTO 1648

958 IF Q=1 OR Q=4 OR Q=5 OR Q=7 OR @=8 THEN 980
966 R=8

970 GOTO 1@:0

988 R=-6

996 GOTO 1658

1668 IF 6=L OR 8=3 OR @=4 OR Q=7 OR @=1@ THEN 1630
1810 R=4

1826 GOTO 1660

1630 R=-10

1848 GOTO 106@

1658 R=0

186G IF G=14 AND T=3 THEN 118@

1878 IF U=L THEN I$=MID$(G$, V+R,2): GOTO 1118
1880 13=LEFT$CI$ U-1)+MIDS(GS, V4R, 2)

1098 GOTO 1118

118 GOTC 70a

1446 IS=LEFTS(IS, Ustd+n "

1120 IF MID$(14, U+, £0="D" THEN 1148

143@ GOTO 1158

1148 I$=LEFT$(1$, UD+"BB"

1150 U=U+4

1168 GOTO 708

1178 PRINT: PRINT TAB(3), B$: J$; C1$:PRINT

1186 PRINT TAB(3):C$: PRINT

1190 PRINT: PRINT TRB(®); I$

1008 CL$="0- I¢=""- Gg=t"

1218 G=0: T=@: R=0

1228 PRINT

1238 GOTO 27

1240 DATA "MAJOR SCALE ON ", "NAT‘L MINOR SCALE ON "
1258 DATA "HARM’C MINOR SCALE ON “, "MEL’C MINOR SCALE ON "
1268 DATA “DORIAN MODE ON ", "PHRYGIAN MODE ON *
4278 DATA "LYDIAN MODE ON ", “MIXOLYDIAN MODE ON ", "LOCRIAN MODE ON "
128@ DATA "HUNG’N MINOR SCALE ON ", "WHOLE TONE SCALE ON "
1296 END



Schmoos are imaginary creatures
who love being splattered with juicy
mudballs. You, being a schmoo lover,
try to make schmoos happy by tossing
mudballs at them. It will help you in
playing this game to know a little bit
about grids and angles like in the X,Y
coordinate system 2,-3 means right 2
and down 3. If 0 degrees is the angle
coinciding with the positive X axis, then
2,-3 would be in the fourth quadrant
and would correspond to angles
between 270 and 360 degrees.

If you're pretty good, you can “splat
the schmoo” in about eight tries; but
don’t cheat and use the formula. And
don't expect me to tell you where it's
hidden in the program!

If you want to extend the Schmoo
game, you might want to add a third
dimension with flying schmoos. The
program shouldn’t be too hard and it
would be a really neat game. If you
want to try something easier, fix
Schmoo so that it requires initial
velocities as well as angles. You could
even make a low-gravity (lunar version)
of Schmoo.

Schmoo was conceived and written
by Frederick H. Beil at the University of
Pittsburgh. It first appeared in Creative
Computing, Sep/Oct 1975.

SCHNOO

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTORL MJ
DO YOU NEED INSTRUCTIONS? VES.
SCHI00

COORDINATES OF THE SCHMD0 ARE ( 48597 , 5696 ).

M0 SLINGER ELEVATION? 24

DIRECTIONAL ANGLE OF MUD SLINGER? 45.
cis

YOU MISSED THE SCHMOO AT { 18597 , 5696 ).

THIS IS A MEW SCHYO0 GRPE.  SCHM00S ARE IMAGINARY CREATIRES  YOUR MUD HIT ( 24434 , 24434 ).

WHO LOVE BEING SPLATTED WITH JUICY WD BALLS. YOU, BEING A

SCHHOD LOVER, TRY TO MAKE SCHMO0S HAPRY BY TOSSING HUD BALLS
AT THEW  YOU HAVE A MECHANICRL MUD SLINGER THAT WILL SLING

HUD T0 A MAXIMUM DISTRNCE OF 46,506 INCHES. YOUR JOB IS TO

SET THE WD SLINGER AT THE CORRECT ELEVATION (8-99) R THE

CORRECT DIRECTIONAL ANGLE (8-368) O SPLAT THE SCHMOO. R HIT
HITHIN 188 INCHES OF THE SCHMOO HILL SPLATTER HIK

PRESS ANY KEY TO CONTINUE
cls

SCHI00
COORDINATES OF THE SCHMOO ARE (-29484 ,-14574 ).

HUD SLINGER ELEVATION? 28
DIRECTIONRAL RHGLE OF MUD SLINGER? 34.
cls
YOU MISSED THE SCHMOO AT (-29184 ,-14574 ).
VOUR WD HIT € 24779 , 16743 ).

HUD SLINGER ELEVATION? 28
DIRECTIONAL ANGLE OF MUD SLINGER? 276.
cls
YOU MISSED THE SCHMOO AT (-29184 ,-14571 ).
YOUR MUD HIT ¢ 3124 ,-29726 ).

MD SLINGER ELEVATION? 45
DIRECTIONAL ANGLE OF MUD SLINGER? 205.
cls
YOU MISSED THE SCHM00 AT (~29184 ,-14574 ).
YOUR HUD HIT ¢ 9825 ,-21672 ).

WD SLINGER ELEVATION? 278
DIRECTIONAL RMGLE OF M0 SLIMFR‘? 278.
cis

THE ELEVATION MUST BE BETKEEN { RMD 98.

HUD SLINGER ELEVRTION? 99

DIRECTIONAL ANGLE OF MUD SLINGER? 368
cls

YOU DOPE!  YOU SPLATTED YOURSELF.
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HUD SLINGER ELEVATION? 39
DIRECTIONAL RNGLE OF MUD SLINGER? 45_

cis
YOU HISSED THE SCHH00 AT ( 48597 , 5696 ).
YOUR M HIT ¢ 28475 , 28475 5.

MID SLINGER ELEVATION? 27
DIRECTIONRL. ANGLE OF MUD SLINGER? 17.
cls

YOU MISSED THE SCHMOO AT ¢ 48597 , 5696 ).
YOUR KD HIT ¢ 35975 . 16998 ).

M SLINGER ELEVATION? 13

DIRECTIONAL ANGLE OF MUD SLIMGER? 13.
cls

YOU MISSED THE SCHMOO AT ( 18597 . 569 ).
YOUR HUD HIT ( 19861 , 4585 ).

M SLINGER ELEVATION? 13
DIRECTIONAL AHGLE OF MUD SLINGER? 42

cls

YOU HISSED THE SCHMOD AT ( 48597 . 5696 ).
VOUR M HIT ¢ 19938 . 4238 ).

HUD SLINGER ELEVATION? 41
DIRECTIONAL AHGLE OF HUD SLINGER? 15.
cis

YOU MISSED THE SCHMO0 AT ¢ 48597 , 5695 ).
YOUR MUD HIT ¢ 16825 , 4568 ).

D SLINGER ELEVATION? 12
DIRECTIONAL ANGLE OF MUD SLINGER? 14.
cis

YOU MISSED THE SCHMOD AT ( 18597 . 569 ).
YOUR 1D HIT ¢ 48351 , 4575 ).

WD SLINGER ELEVATION? 12.5
DIRECTIONAL ANGLE OF WD SLINGER? 44.5.
cls

. YOU HISSED THE SCHMOO AT ¢ 48597 . 5696 ).

YOUR KD HIT ( 49625 , 4926 ).

HUD SLINGER ELEVATION? 12
DIRECTIONAL AHGLE OF MUD SLINGER? 14.67.
clis

YOU MISSED THE SCHMO0 AT ¢ 18597 . 5696 ).
YOUR HD HIT ( 1829 , 4789 ).

MO SLINGER ELEVATION? 2.3
DIRECTIONAL ANGLE OF MUD SLINGER? 14.89.
cis

YOU MISSED THE SCHMOD AT ( 48597 . 5696 ).
YOUR MUD HIT ( 18686 , 4947 ).

MD SLINGER ELEVATION? 42.2

DIRECTIONRL RMGLE OF MUD SLINGER? 14.99.
cls

YOU HISSED THE SCHMOO AT ( 18597 , 569 ).
YOUR M HIT ( 18355, 4968 ).

WD SLINGER ELEVATION? £2.2
DIRECTIONAL RNGLE OF MUD SLINGER? 45.49.
cis

YOU MISSED THE SCHMOO AT ( 18597 . 569 ).
YOR HUD HIT ¢ 48537 . 5833 ).

MW SLINGER ELEVATION? 12 24
DIRECTIONAL ANGLE OF MUD SLINGER? 45.27.

cls
YOU HISSED THE SCHMOO AT ¢ 48397 . 569 ).
YOUR MUD HIT ( 18587 . 3874 ).

MO SLINGER ELEVATION? 12 24
DIRECTIONAL RNGLE OF HUD SLINGER? 45.7.



— cl8

Y0U HISSED THE SCHG0 T ( 48597 , 5656 ).
YOUR HUD HIT { 18548 . S213).

D SLINGER ELEVATION? 12,26
DIRECTIONAL BHGLE OF W D SLINGER? 16.2.

e €18

YOU MISSED THE SCHHO0 1T ( 48397 . 5696 ).
YOUR KD HIT ¢ 18538 , 5383 ).

HUD SLINGER ELEVATIONY 12.28
DIRECTIONAL RNGLE OF ¥ D SLINGER? 16.67_

e G18

YOU HISSED THE SCHMOD T { 18597 . 5696 ).
YOUR KUD HIT ( 48544 . 5544 ).

HUD SLINGER ELEVATION: 12.3
DIRECTIONAL RNGLE OF 1D SLINGER? 16.79.

— Clg

YO MISSED THE SCHHOD AT ¢ 18997 » 5696 ).
YOUR 1D HIT ¢ 48531 . 5591 ).

MUD SLINGER ELEVATION 1243
DIRECTIONAL ANGLE OF ' LD SLINGER? 16.84.

e C18

YOU MISSED THE SCHMOO AT ( 18397 . 5696 ).
VOUR 1UD HIT ¢ 48789 5663 ).

WD SLINGER ELEVATION 12 4
DIRECTIONAL ANGLE OF 1 UD SLINGER? 16.85.

e G118

#SCHKOD SPLATTED* 49 LD BALLS TOSSED.

1 SEE ANOTHER SCHIOO. 10 SPLAT
HIM, TYPE HD. 70 QU.T, TWPE QUIT.

7 @It

cls

18 €15

28 PRINT @ 413, "SCHA( )"

38 PRINT

48 PRINT TRB(7)"COPYI IGHT 1979 CREATIVE CONMPUTING HORRISTGMN, NJ®
58 PRINT @ 968, "%

68 INPUT®DO YOU NEED INSTRUCTIONS'; I$

78 1F LEFT$(I$, 1)="1 " THEN CLS: GOTO 220

89 (LS

98 PRINT TAB(38); "SC! HOO®

168 FRINT

116 FRINT" 15 1S A NEH SCHHDO GRME.  SCHMODS ARE THAGINARY CREATLRES®

428 PRINT*HHO LOVE B ING SPLATTED HITH JUICY WUD BALLS. YOU, BEING A”

138 PRINT®SCHMOO LOVER, TRY TO HRKE SCHHOOS HAPPY BY TOSSING MUD BALLS®
140 PRINTAT THEXL  YOU HRVE A MECHANICAL MUD SLINGER THAT HILL SLING®
159 PRINT*HMUD TO A HAXIHUM DISTANCE OF 46,508 INCHES. VOUR JOB IS 10°
168 PRINT®SET THT HUD SLINGER AT THE CORRECT ELEVATION (8-56) AND THE®
178 PRINT"CORRECT DIRECTIONAL RNGLE (-368) TO SPLAT THE SCHA0D. R HIT®
488 PRINTHITHIN 188 INCHES OF THE SCHMOO WILL SPLATTER HIM *
198 GOSUB 948

2688 PRINT

218 PRINT

226 K1-9

238 Z=INT(1+RND(3)#4-1E-08)

248 ON 2 GOTO 250, 288, 310, 348

258 P=-1

260 @=-1

276 GOTO 360

280 P=-1

29 @=L

380 GOTO 368

316 P=1

30 8=

339 GOTO 368

340 P=1

350 61

368 ¥=( INT(2680:3+RHD(8)+58088) 1P

378 Y=( INT(26800+RND(8)+5060) )+

389 5=8

398 Ki=Ki#l

488 IF K12 THE! 628

448 R=INT(74RIDB)+5)

426 GOTO 620

430 PRINT®THE ELEVATION KUST BE BETHEEN 1 AN 50.°
449 GOTO 699

458 PRINT"DIRECTIONAL ANGLE MUST BE FROM 8 T0 360."
460 GOTO 699

470 PRINT®#SCHH)0 SPLATTED+*; S; "WUD BRLLS TOSSED.®
483 PRINT

499 PRINT®! SEE ANOTHER SCHHOO. 10 SPLAT"

583 PRINT®HIH, TYPE WUD. TO QUIT. TYPE QUIT."
510 PRINT

528 TNPUT C$

330 IF C4="HUD" THEN 236

540 EID

558 PRINT™Y0U MISSED THE SCHMOD AT (%% %% %)."
568 PRINTYOUR 11D HIT (%5 INTCRL): ®, % INTCYA) *).°
578 PRINT

588 IF K4<2 THEN 698

598 IF =R THEI 910

668 PRINT"SCHMOO MUD HIT";R2; “INCHES FROM YOU. *
618 GOTO 698

628 PRINT

639 PRINT®COORD INATES OF THE SCHHOO ARE (%% %% ™)."
640 IF KAC2 THEH 689

658 PRINT®THE SCHMOO IS HAPPY TO BE SPLATTED. ®
668 PRINT*TO MFIE YOU HAPPY T0O,°

678 PRINT*HE WILL THROM HUD AT YoU.®

€89 PRINT

698 PRINT"HUD SLINGER ELEVATION®:

769 INPUT B

748 PRINT®DIRECTIONAL ANGLE OF HUD SLINGER":

728 INPUT C

738 (LS

748 IF B=99 THEN 898

758 IF B)90 THEN 438

768 IF BY. THEH 438

770 IF <@ THEN 458

780 IF C>(368-11E~88)) THEN 458

798 5=G+{

208 IF Ki<2 THEN 828

818 R2=INT(ABS 38B+RND(B)*(11~2%5))+50)

820 J=3. 144592(5358/180

838 D=ABSCINT (93608} +STH(BH] 1#COS(BE)))

248 X1=D+C0S(C+3. 14159265358/188)

859 Y1=DASIN(C:3. 14159265358/180)

866 DL=SOR((X-{24(Y-¥1)[2)

870 IF 168>=D1 THEN 470

889 GOTQ 558

899 PRINT"YOU DOPE! YOU SPLATTED YOURSELF. "

908 END

919 PRINT*THE =CHMOO HAS SPLATTED YOU!*

928 PRINT"CLERY UP FND GOODBYE!"

930 END

948 PRINT @ 977, “PRESS ANY KEY TO CONTINUE™

956 IF INKEYS =°" THEN 958

958 PRINT @ 122, CHR$(L);

978 RETURN
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Seabattie

The object of the game of SEA
BATTLE is quite simple. You are a
submarine with a mission to seek out
and destroy all of the enemy ships in
your area, using whatever means are
available. This includes torpedoes,
Polaris missiles, sabotage, and suicide.
The enemy, in turn, throws-out depth
charges in an attempt to destroy you.
There are also some underwater mines
which have a nasty habit of blowing
you up when you run into them. Other
hazards are some very hungry sea
monsters lurking about who have a
taste for submarine sandwiches.

| started writing this program two
years ago, and just finished my last
modifications just recently. Of course,
this doesn't mean | worked on it
continuously for two years. There were
some long 4-6 month stretches when |
didn’t do anything to it. It started outas
a very simple program, and | just kept
thinking of things to add to it.

| am currently a senior in Simley
Senior High School in Inver Grove
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Heights, Minnesota, and am 18 years
old. | have been working with com-
puters since the ninth grade, and have
written many programs, including this
one.

This program always draws a crowd
in our school computer room, even
from kids who don’t even know which
end of ateletype totypeon.|builtevery
possible inconvenience into it, to keep
people from winning too easily. | am
happy to say that when a person wins
now, it's headline news. There are
always muttered oaths to beat the
computer next time, and this alone
brings me more enjoyment than play-
ing the program.

Note: Program and writeup are by
Vincent Erickson. The original ver-
sion of Sea Battle was written in HP
Basic converted to microsoft basic
by Steve North.




SER BATTLE
COPYRIGHT 4979 REATIVE COHPUTING HORRISTOMN, NI

WHAT 1S YOUR NAE? DERS IER.

- cl8

SETTING UP BORRD...
Y0U MUST DESTROY 24 EM MY SHIPS 10 KIN. CRPTAIN DERRIER

KHAT ARE YOUR ORDERS, (APTAIN DERRIER? 1

OPTION 97 8_
e G118
. ) (O $ N U
&>
. & §
B a2 & -
$
. & & .
Ok -4 .
[ ]
bk bk
(S) bk ) i< &
{SyHkickt sk 8 s
& EEREE K $
(O] e §
&> <> & 6 & ¢

PRES ANV KEY TO CONTINUE

—cls

WHRT FRE YOUR ORDERS, RPTAIN DERRIER? @
CORE (4-8)7 3

POMER AVAILABLE= 5956. POHER T0 USE? 168

NAYIGATION COWPLETE. FJHER LEFT= 5838.

DEPTH CHARGES OFF POR! SIDE, CRPTRIN DERRIER!!!

HODERATE DRMAGE. REPR] 3G NEEDED.

PRI 55 AHY KEY TO CONTINUE

e Cl8

—ikz RESILTS OF LAS. ENEMY HANUEVER ok

HHAT ARE YOUR ORDERS, CRPTRIR DERRIER? 1

OPTION #? 6.
— Cl8
(&) $ . HO$
PR -
$ &> ()
$ -§-
fokeEk 4%
$  obEbRk ckpkt &
{5) prockk Sppb-f- () (9
(SyHksirt X
(&) Edekk ok § ,
(O] ELC o L L $ .
w5, o & &
& $

PR 155 ANV KEV O CONTIME

cis

150

KHAT ARE YOUR ORDERS, CAPTRIN DERRIER? 1
OPTION 87 4
DIRECTION i OF SHIPS  DISTRNCES

2 i 5
3 i 3
7 i 7

PRESS ANY KEY TO CONTINUE

cls

WHAT ARE YOUR ORDERS, CRPTRIN DERRIER? 2.

cls

COURSE (1-8)7 2

LG bh UL OUCHH!! YO GOT ONE. CAPTRIN DERRIER!!
DEPTH CHARGES OFF PORT SIDE, CAPTAIN DERRIER!!!

HERVY DAHAGE!! REPAIRS IMMEDIATE. CAPTRIN DERRIER!!!

PRESS Aty KEV TO CONTINUE

cis

-tk RESILTS OF LAST ENENY MANUEVER #ob-—

HHAT ARE YOUR ORDERS, CAPTAIN DERRIER? 4.

cis

HEW DEPTH? 2068

HRNUEVER COMPLETE POWER LOSS= 1199

DEPTH CHRGES OFF PORT SIDE. CRPTAIN DERRIER!!!
HERWY DAYAGE!! REPRIRS INMEDIRTE, CAPTAIN DERRIER!!!

PRESS ANY KEY TO CONTINE

cis

-ttt RESUTS OF LAST ENEMY MANUEVER #et-—

WHAT ARE YOUR ORDERS: CAPTAIN DERRIER? 5.

cls

# OF ENBMY SHIPS LEFT....... 2

§ OF TORPELOS LEFT...
# OF MISSILES LEFT...
§ OF CREWEN LEFT....

cis

1TEH DRHAGE  (+ GOOD, 9 MNEUTRAL, - BAD)
ENGINES 4. 4432

SONAR-14. 5373

TORPEDOS  ©. 7823

HISSILES 7649

WAEWVERING 4322

STATUS 8.4068

HERDQURRTERS 3. 5847

SAROTRGE 9. 6646

CONVERTER  3.9318

YOU ARE AT LOCATION (18, 11 ).

cls




WHAT ARE YOUR ORDERS, CRPTAIN DERRIER? 1
SONAR 1S UNDER REPRIR, CRPTRIN DERRIER

HHAT ARE YOUR ORDERS, CAPTAIN DERRIER? 6@
COURSE (1-8)? §

PORER AYAILABLE= 3861 POKER TO USE? 388
NAVIGATION COMPLETE. POMER LEFT= 3561

DEPTH CHARGES OFF PORT SIDE, CAPTAIN DERRIER!!!
DAMAGE CRITICAL!!'!  KE NEED HELP!!!

SEND ‘HELP” IN CODE HERE 1S THE CODE:....

ENTER CODE? XCHY

FAST HORK, CAPTAIN DERRIER!! HELP ARRIVES IN TIKE TO SAVE YOU!!!

PRESS AHY KEY 0 CONTINE

cls

~—kk RESILTS OF LAST ENEHY HRNUEVER aa—
#kx SHIP DESTROYED BY A MIME, CAPTRIN DERRIER!!!

VAT ARE YOUR ORDERS, CRPTRIN DERRIER? 5_

§ OF HISSILES LEFT...
§ OF CREMFEN LEFT....
LBS. OF FUEL LEFT....

HANT DAMAGE REPORT? Y.

cls
1TEH DAMAGE  (+ GOOD, @ KEUTRAL, ~ BAD)
ENGINES 4.4432
SONAR-13. 6429
TORPEDOS 6,783

HISSILES 4.7619
HANEUNERING 4. 4177
SIATUS 8. 8808
HERDQUARTERS 3. 5847
SREOTRGE 10,3168
CONVERTER 5. 9544

YOU ARE AT LOCRTION ( 13, 11 ).

HHAT ARE YOUR ORDERS, CRPTAIN DERRIER? 4.

cls

NEH DEPTH? 2575

HRNUEVER COMPLETE. POHER LOSS= 37

DEPTH CHARGES OFF STARBORRD SIDE, CRPTAIN DERRIER!!!
LIGHT, SUPERFICIAL DAMAGE, CAPTRIN DERRIER.

PRESS ANY KEY TO CONTINUE

cls

-k RESULTS OF LAST ENEMY MAMEVER #—-

KHAT ARE YOUR ORDERS, CAPTARIN DERRIER? 8_

cls

OPTION? (4=FUEL TO POWER, 2-=POMER TO FUEL)? 1

FUEL AVAILRBLE= 2500. CONVERT? 1689

CONVERSION COMPLETE. POHER= 3578. FUEL= 1568,

DEPTH CHARGES OFF PORT SIDE, CAPTRIN DERRIER!!!
HERYY DRMAGE!! REPAIRS IMMEDIATE, CAPTAIN DERRIER!!!

PRESS ANY KEY T0 CONTINE

cis

~~#rk RESULTS OF LAST ENEHY BRMEVER sk—

HHAT ARE YOUR ORDERS, CAPTAIN DERRIER? 7.

cls

NO SHIPS IN RAHGE, CRPTRIN DERRIER

RHAT ARE YOUR ORDERS, CRPTRIN DERRIER? 5

cls

§ OF ENEHY SHIPS LEFT....... 19
§ OF POMER UNITS LEFT....... 3384
§ OF TORPEDOS LEFT..........

# OF HISSILES LEFT.... 3
§ OF CREIVEN LEFT. .. . 38
LBS. OF FUEL LEFT........... 1,568

HANT DRMAGE REPORT? Y.

cls

1TEH DRFMAGE  (+ GOOD, @ MEUTRAL, - BAD)
ENGIIES d4.4432

SONFR 18, 7869

TORPEDOS -0. 8615

HISSILES 6.2204

HRHEWERING 4. 4177

STATYS 6. 9600

HERDQUARTERS 3. 5847

SABOTAGE 16. 3168

CONVERTER 2 8924

YOU ARE RT LOCATION ( 43, 44 ).

HHAT FRE YOUR ORDERS, CAPTAIN DERRIER? _

cls

ENGINES 4.1432
SONRR 10,7869
TORPEDOS -8. 8615
HISSILES 6.2284
MANEWVERING 4. 4477
STRTUS  8.8280
HERDQUARTERS 3. 5847
SABOTAGE 16. 3168
CORVERTER 2. 0924

YOU RRE AT LOCATION (13, 1),

WHAT ARE YOUR ORDERS, CAPTRIN DERRIER? 4

OPTION #7 6.
cls
$ . e
&
[ . [
'S" ..'-
> $ &>
\S), (5) ko
(& §  weEEr () (5 D
etcietichoniok (G )Rk
(S) okprrk
bRk s §
{Stkss  *eh
S § 0 (R)
$

PRESS PNY KEY TO CONTIMUE

cls




IBAT ARE YOUR ORDERS, CA TAIN DERRIER? @ 18 (1S

ORE (4-8)7 3 26 PRINT @ 444, "SER BATTLE®
POMER RVAILABLE= 3254. P WER TO USE? 308 39 PRINT TRBC7)"COSYRIGHT 4970 CREATIVE CONPUTIMG HORRISTOM, NJ®
HAVIGRTION COPLETE. PON R LEFT= 2954, 49 PRINT @ 968, **;  INPUT™RIAT 15 YOUR NRIE®; NS:N$="CRPTAIN "+
HD SHIPS 1N RAMGE TO DEF /H CHARGE YOU, CRPTRIN DERRIER!! 58 IF ="CRPTRIN CtRIS" THEN 6249
€9 DD$="5230" DIKR(1S, 26), D(9):CL5
70 PRINT *SETTING LP BOFRD. .. "
FRESS - KY KEY T0 CONTIREE 88 FORI=LT0LS:FORI=1T028: A1, J)=0:HEXTS, 1
— cls 99 RESTORE: FORIK=11025:RERDIKS :NEXTIK

188 EORX=7T043:FORY=STO18:RERDACK, 13 :HEXTY, X
110 54=18:52=18:A(51, 52)=2: S=INT(RIDUE))#?
128 RESTORE :FORJK=1T03:RERDIKS :NEXTIK
138 FORR=1TOCINT(RID(@)4) +1)82-1
gk RESULTS OF LAST £ EHY HRNUEVER he—- 148 RERDDS, D9
158 MEXTX
HHRT ARE YOUR ORDERS, OF *TRIN DERRIER? 1 168 FORN=ATOS
OPTION £2 4. 178 ¥=INT(RID(@)#15)H
188 X2=INT(RID(8)328)44
198 IFAKL, X2)OBTHEN 78
208 ACKL ¥2)=3
248 NEXTX
228 PRINT™YOU HUST DESTROY™; S; “EMEHY SHIPS T0 HIN *iH&™.*
ek RESILTS OF LAST € ERY HAHUEYER s 230 S3=INTCRID(@N15)H.
248 S4=INTCRND(0)428)41
WHRT ARE YOUR ORDERS, CF 'TRIN DERRIER? 1 258 TFA(SS, SAYORTHENZ®
OPTIGH £7 1 268 A(S3, 54)=4
DIRECTICN & OF SHIPS  DISTRHCES 278 FORM=ATOINT(RAD(B)#0)+8
289 Ri=INT(RID(B)413)+4
i 1 ia 290 2= INTCRD(B) 29)44
3 i 6 380 TFACKL X2)OBTHEN2E8
318 (XL X2)=5
PRESS Y KEY TO CONTINE 220 NEXTY
338 FORK=1T04
—cls 348 R=INT(RD(B)14)42
358 %2=INT(RAD(B)418)+2
368 IFR(XL XD OBIENR40
WHAT ARE VOUR ORDERS, CF *TAIN DERRIER? 2. 70 Rest oret
389 RESTORE
399 FORJK=L109
489 RERDIKS
PRESSURE IHPLODES SUB UF M FIRING. .. YOU/RE CRUSHED!! 418 WEXTIK
THERE RRE STILL 49 EMEMY SHIPS LEFT, CAPTRIN DERRIER 428 FORV=LTOINTCRID(B)8)4L
Y0U WILL BE DEMOTED TO F IR OF DECK SCRUBBER!!! 438 RERDHL, H2
WANT ANOTHER GRFE? N 448 NEXTY
RERDY 450 MEXTX
5. 468 FORI=AT09
478 (=8
—cis 488 HEXTI
499 C=38
509 P=5800
518 F=2508
528 T-18
538 13
548 D=168
556 D2=2
560 PRINT
570 PRINTZHHAT ARE YOUR ORDERS, ™;N&;
589 TNPUT O
585 IF 0=1 OR 0=0 THEN 698
598 015
668 O INTCOH)GOTD 748, 1350, 1929, 2399, 3808, 3458, 3546, 3749, 4248, 4478
618 LS
628 PRINT'THE COMUSDS ARE:®
638 PRINT® 8 MAVIGATION®
646 PRINT" 81 SORR"
650 PRINT® 42 TORPEDO COMTROL®
668 PRINT®  #3. POLARIS MISSILE CONTROL®
678 FRINT® 4. HANEWERING®
688 PRINT® 45 STATUS/DRHAGE REPORT*
69 FRINT® 6 HERDOURRTERS"
789 PRINT®  §7: SABOTRGE"
746 PRINT®  #8: POHER COHVERSION"
728 PRINT® 89 SURREMDER®
738 GOT0S68
748 IFDCL))=OTHEN:78
758 PRINT'ENGINES FRE UNDER REPRIR, % N&:*.*
768 GOTOS50
778 IFCOSTHENSED = e
798 PRINT"MOT ENOUGH CREW TO HAH THE ENGINES, *N$:"." : —
798 GOT0560 ——
868 Di=1-((. 23+RN{B)/718)%(~(D{=58))) 2
818 G0SUBS999
828 PRINT®POSER RURILABLE=";P; CHR$(8)". POSER TO USE™;
38 YT PL
848 IFPICOORPLPTI/HB2S
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838 IFP4{=18BATHENSES

856 IFRHD(B)C 43THENDEE

878 PRINT®RTONIC PILE GOES SUPERCRITICAL, *;N$i®!!! HERDQUARTERS”
688 PRINT™KILL WARN RLL SUBS TO STAY FROM RRDICACTIVE ARER!!®
898 GOTO6446

988 %=51

918 ¥=52

926 ei=1

938 FOR2={TOINTCINT(PL/108+. SHeDi+. 5)

940 IFE+XDORNDR+XLACRDY+YDBRNDY YA THENS 70

938 PRINT"Y0U CRH'T LEAVE THE ARER, iN&*!!1®

968 GOT01638

978 CHACXHRL, Y4¥1)+1GOTO 969, 1620, 1362, 1669, 4138, 1168, 1189
980 K=K#¥1

998 Y=y+¥4

1688 P=P-168

1818 GOT01288

1620 PRINT*YOU ALKOST RAN AGROUMD, ";N§; 1"

1838 A ¥)=2

1848 (51, 52)=8

1658 Si=X

1068 S2=Y

1878 GOT04498

1886 IFD)SOTHENGCE

1898 PRINT"YOU RRFHED A SHIP!!! YOU'RE BOTH MK ;N "1i*
1188 S=6-4

1148 IFS-OTHENGISE

1128 GOT06118

1438 IFDXSOTHENSSS

4146 PRINT"YOU RRFHED YOUR HERDQUARTERS!! YOURE SRK!!'™
1156 G0T05146

4168 PRINT*YOU‘VE BEEN BLOMN UP BY R HINE, ";N$;*!!*®
1176 GOTOs118

1188 IFRHD(@)C 21 THEN1388

1499 GOT0S440

1260 FORX3=X-2T0%+2

1218 FORY3=Y-2T0Y+2

1228 IFX3CA0RKIDLS0RYICL0RY3ID2BTHENL28S

1238 IFR(X V)OSTHENI288

1248 IFRID(BXC 25THEM 278

1258 1FO1-BTHENI289

1268 PRINT®YQU JUST HAD A NARROH ESCAPE HITH A SEA MONSTER, *;N&:°1!°

1278 ¢1=8

1288 NEXTY3

12968 NEXTX3

1388 NEXTR2

1310 PRINT"NRVIGATION COMPLETE POMER LEFT=";P;CHRS$(8);". ®
1328 IFPHETHENIO38

1338 PRINT™RTOHIC PILE HRS GONE DERD!!! SUB SINKS, CREW SUFFOCRTES!®

1346 G0T06446

1358 1FD(2))=0THENI388

1368 PRINT"SONAR IS WBDER REPAIR, ™Mif:" *

1378 GOTO568

1388 IFCOSTHENA410

4398 PRINT"NOT ENOUGH CREH TO HORK SOMAR, “iN%;" *
1480 GOTOS68

1416 PRINT°OPTION 87

1426 IHPUT ©

1438 OHINT(0+4)G0T04458, 1668

1440 GOT01418

1458 O

1468 FORX=4T04S

1478 FORY=1T028

1489 GHs=" = H! § 8-

1498 TFACK Y)IOBTHENLS28

1589 IFXOARNDXOISARYOL1RDYO28THEN{ 538

1548 PRINT® . %5

4526 GOTOL578

1538 RE=HIDSCOHS, ACK, ¥)#344,3)

1548 IFDCOBARNDRID (1)< 23RDAK, VI OLRDAK, ¥IOTHBU 518
1558 TFRID(8)C 15RNDACK, V)D2THERIS18

1568 PRINTRS;

1578 REXTY

1588 PRINT

1596 NEXTX

1660 P=P-5

1618 PRINTES?9, "PRESS ANY KEY TO CONTINUE®:

1626 IFINKEV$=""THENI620

1638 LS

1648 IFPOTHENDGE

1658 GOT04338

1668 FORI=4T05

1678 B(1)=8

1688 NEXTI

1699 PRINT*DIRECTION & OF SHIPS
1780 PRINT"
1718 RESTORE
1726 FORJK=1709
1738 RERDJKS
1748 NEXTXK

DISTANCES®
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1759 FORR=1T08

1769 RERD X1, ¥

1778 X3-8

1788 FORR4=1T028

1798 TFSA+X1X4CIORS+XE#RAIIT0RE24 Y1 ¢ X4CA0RG24 1 #X4)20THEN 840
1888 IF A(SL+X1X4, S2+¥4eX4)O3 THEN 1838

1810 K3=K341

1826 B(X3)=K4

1830 KEXTX4

1848 IF3-0THENISSE

1858 PRINT® %, X3,

1868 FORK4=1T0X3

1878 PRINTB(X4);

1868 NEXTX4

1898 PRINT

1988 HEXTX

1916 GOTO1688

1926 IFD(3))=8THEN{958

1938 PRINTTORPEDO TUBES ARE WNDER REPRIR, ";N&;*.°
1940 GOT0568

1958 IFCO=10THENL9G8

1968 PRINT"NOT ENOUGH CREM 10 FIRE TORPEDO, “;N#;".*
1978 GOTO568

1988 IFTTHEN26i8

1998 PRINTNO TORPEDOS LEFT, ";N$".®

2688 GOT0568

2818 IFD(2089THEN2E58

2626 IFRRD(8)). STHEN2658

2639 PRINT"PRESSURE IWPLODES SUB UPON FIRING .. YOU/RE CRUSHED!!®
2640 GOTOs110

2058 GISUBS958

2868 ¥=51

2678 ¥=52

2088 FORKI=1TOINT (745 (~(D>58))-RHD(B)#4+. 5}

2098 IFX+RDSRIDK+ACLGANDY+YDBRNDY+ Y1 L THEN 58
2168 PRINT"TORPEDO QUT OF SONRR RANGE ... INEFFECTURL, ";N%;"."
2040 T=T-1

2126 P=P-158

2430 IFPYOTHEN4498

2148 GOT01338

2150 GNACKHRL, Y1) +1GOTOR168, 2208, 2368, 2238, 2278, 2320, 2348
2168 K=X+Xd

2478 Y=Y+y1

2488 PRINT®.. L. %

2198 GO0 2360

2268 PRINT®YOU TOOK OUT SO}E ISLAND, *l%;™!®

2216 ACRHKL Y4¥1)=8

2226 GOTO2446

2230 PRINT"QUCH! 1! YU GOT OME, ";Ng;®1t®

2248 S=5-1

2258 IFSOBTHEN2210

2268 GOT06188

2278 PRINT"YOU BLEK UP YOUR HERDQUARTERS, ™;H$;=!!!®
2288 53-8

2298 548

2388 D2=8

2310 GOT02218

2328 PRINT®BLRAH! ¢ SHOT WASTED ON R HIRE, *iN&;*1!"
2336 GOT02218

2348 PRINT"R SER KOMSTER HAD R TORPEDO FOR LUNCH, ®N§i°i!*
2358 GOT02148

2368 NEXTR2

2378 PRINT®DWD. "

2388 GOTOR2446

2398 1F D(4))=8 THEN 2428

2489 PRINT®HISSILE SILOS ARE RDER REPRIR, “iNi™.*
2418 GOTO568

2428 TFCY23THEN2458

2438 PRINT"NOT ENOUGH CREN TO LRURCH A MISSILE, *;RN$;i".°
2448 GOTO560

2450 IFHOBTHEN2488

2460 PRINT*NO HISSILES LEFT, ™iN™.”

2478 GOTOS68

2438 IFDXSBANDDC2008THEN2TS8

2498 PRINT*RECOMMEND THAT YOU DO KOT FIRE AT THIS DEPTH... PROCEED™;

2580 INPUT RS

2510 IFLEFT$CRS, 1)="H"THEND68

2528 IFRND(B)C STHEIZTO

2338 PRINT"HISSILE EXPLODES UPON FIRING, ";N&:"!! YOU'RE DERD!!®
2548 GOT06148

2558 GOSUBS998

2568 PRINTFUEL (1BS.)"

2578 INPUT FL

2588 IFFLO0ANDF 1C=FTHEN2610

2596 PRINT"YOU HAVE";F; "LBS. LEFT, “iN&™."
2688 GOT02568

2616 F2=INT(F1/75+.5)

2620 IFSL+RIFFBANDSE +X14F 2C16RNDS2+YIRFDORIDS2+YAHF2C2L THEN 2689

2638 PRINT®HISSILE OUT OF SONAR TRACKING, *iN&; ™. HISSILE LOST.®
2640 H=H-1



2658 F=F-Fi

2658 P=P-383

2678 GOTC 2038

2658 D3-8

2698 D4=9

2708 D5=8

2716 D6=8

2720 FORK=S1+X1sF2 1T054+R14F2+1

2738 FORY=G24Y1sF2 1T0521¥4sF2+1

2749 TFXCO0ROIS0R (LORY)20THEN2899

2750 D3=D3~(RCX, ¥): 33

2768 D4=D4-(R(X V) 6)

2778 DS (A ¥r 5

2708 DEDE-(R(XY): 1)

2738 IFACK, YYC4TH N2858

2838 PRINT™/OU/VE | ESTROVED YOUR HERDRUARTERS, =N$;™!!!®
2810 D38

2826 54=8

2838 D28

2840 G0T02638

2850 IFRCX, 1 O2TH 12888

2858 PRINT*YOU JUS: DESTROVED YOURSELF, ";N§;™!!!  DURBY!!®
2870 GOT051148

26838 AKX, V)8

2830 NEXTY

2530 NEXTX

2318 1FDE=ETHEN293

2979 PRINT*Y0U BLE | OUT SOME ISLAND, ™ilig;"."

2938 IFDI=BTHEN2YS

2548 PRINT*YOU DES ROVED®; D5; "HINES, “5N&i".®

2938 IFD4=6THEN297 1

2958 PRINT*YOU GOT 5D4; "SER HONSTERS, ";M§:™!!!  GOOD MORK!!"
2978 PRINT®YOU DES ROYED®; D3; "ENEMY SHIPS, “iNg:®!!!”
2938 S=5-D3

2930 G0T02640

36838 1FDC5)>=BTHEN 438

3618 PRINT"BALLAST CONTROLS ARE BEING REPAIRED, "N§:".®
3620 GOTO568

3836 IFCOA2THENSBE |

3646 PRINT*THERE R £ NOT ENOUGH CREM TO HORK THE CONTROLS, °iR&i®."

3638 GOTONEB

3660 PRINT*NEN DEF H™:

3678 INPUTDL

3688 1FDD-0RDDIC B00THENLD

3898 PRINT*HULL CR ISHED BY PRESSIRE, N5 *!!®

3168 GOT06110

3116 P=P-INT(RBS((-Di)/2+.5))

3428 PRINT*HANUEVE } COMPLETE. POMER L0SS="; INT(RBSC(D-D1)/2+.5))
3138 D=D1

3148 GOT04490

3458 IFDCEID=0THEN 1488

3168 PRINT*NO REPQ!TS RRE RBLE TO GET THROUGHL “iN&i".®
31790 GOTOSE8

3188 IFCOITHENG4E

3198 PRINT*NO ONE EFT TO GIVE THE REPORT, "iN&" "

3208 GOTOS68

3246 PRINT

3228 PRINT

3239 PRINT" OF EN WY SHIPS LEFT....... 5

3240 PRINTUSINGDD(: S

3259 PRINT*G OF PCER UNITS LEFT....... 5

3268 PRINTUSING™#H |, 348" P

3278 PRINT"® OF TCIPEDOS LEFT.......... *

3288 PRINTUSING DL 3T

3298 PRINT"® OF HISSILES LEFT.......... %

3389 PRINTUSINGDD! :H

3346 PRINT®G OF CROWEN LEFT........... %

3228 PRINTUSINGDDY : C

3336 PRINT"LES. OF FUEL LEFT........... %

3240 PRINTUSING™# |, #88"F

3358 PRINT

3360 PRINTMRNT Df 4RGE REPORT™:

3378 NPT A

3388 IFLEFTS$(AS, 1) =“N'THEIGSAO

3396 1S
68 PRINT  1TEY
3418 BRINT®  —
3428 DATA"ENGINES' . "SONAR", "TORPEDOS", "HISSILES®, "HANEUVERING®
3438 DATASTATUS®, *HERDGURRTERS" . "SABOTRGE", "CONYERTER"
3448 RESTORE

3458 FORK=1T09

3468 READAS

3478 PRINTAS;

3468 PRINTUSING™# B #388% DCX)

3496 NEXTX

3588 PRINT

3540 PRINT®YOU ARE AT LOCATION (%54 ™82 ™. "

3528 PRINT

3536 GOT0S58

3548 IFD(7)0=0THE) 3570

DAIAGE (+ GOOD, 8 HEUTRAL, - BADY"
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3558 PRINT*H:ADQUARTERS IS DAMAGED. UMRBLE TO HELP, "jN&:™. "
3960 GOTOS68

3578 IFD2O8THRN3ERS

3580 PRINT"H:FDRUARTERS 1S DESERTED, ™iN$;®.”

3558 GOTO568

3688 IFSOR((51-53)1 24(52-54)T 2)<=2RNDDCSA THENG638

3648 PRINT*UIABLE T0 COMPLY HITH DOCKING ORDERS, ";N$i®."
3626 GOTOS68

3639 PRINT®DIVERS FRON HEADGURRTERS BRING OUT SUPPLIES RHD KEN "
1640 P=4808

3699 18

3668 =2

3678 F=1560

3689 (=25

3698 D2=p2-1

3788 GOT04432

3748 TFD(8))<GTHENZ748

3729 PRINTHATCHES INRCCESSIBLE, ";M§;i®. O SRBOTRGES POSSIBLE. ”
3738 GOT0560

3748 IFCOBTENRTTE

3758 PRINT"NOT ENCUGH CREN TO GO ON A HISSION. ";N&;®.°
3768 GOTO560

3778 038

3766 D4=0

3798 FORK=51-21054+2

3869 FORV=52-2T05242

3818 IFXCAOROISORYCLORY2BTHENS40

3828 D3D3-(UX¥I=3)

3838 D4=D4-((R, ¥)=6)

3848 HEXTY

3838 HEXTX

3868 1FD3OLTIHEIEE98

3878 PRINT®NO SHIPS I RRNGE “iN$i™*®

3886 GOTOS6E

3898 PRINT*THERE ARE";D3; "SHIPS IN RARGE, "iR&:®.®

3988 PRINT"HOW HANY HEN ARE GOING: “;NS$:

3910 INPUT 61

3520 IFC-00=16THENZ9S8

3938 PRINT®\(U HUST LERVE AT LERST 18 HEN ON BORRD, ™iN&:™. "
3946 GOTO39ES

3938 DI=INT(D3/4+. )

3968 D6=8

3970 FOR ¥=£1-2 T0 5142

3988 FOR ¥=C2-2 10 5242

3999 1FD3/241-RD(B)AD RID(B)HD3/MC ITHENAESE

4868 IFA(X YIO3TMEN4ES8

4840 D6=D6+.

46828 ARG Y)=0

4838 5=5-1

4848 IF S=8 THEN GOTO 6188

4850 HEXTY

4868 MEXTX

4878 PRINTD¢; "SHIPS HERE DESTROVED, *iN$i®.®

46689 D6=8

4699 D7=9

4168 FORK=11084

4118 DTD7-(D(8)). 6)

4128 NEXTX

4138 FORR=11004-D7

4148 DE=D6-(RHD(B)<. 13)

4158 NEXTX

4168 1FD4=811EN4208

4179 PRINT"f SER WONSTER SHELLS THE MEN ON THE HAY BRCK!!!®
4180 PRINT ©7; "HEN WERE ERTEN, ";N§i°!!°

4199 C=C-D?

4280 PRINT 1:5; “HEN HERE LOST THROUGH RCCIDENTS, “jN&;°."
4216 C=C-D6

4220 P=P-INT (10+Q1+RID(8)*18)

4238 GOTO04460

4249 1FD(9).=BTHEN4278

4298 PRINT"FORER CONVERTER IS DRHAGED, ™M™ *®

4260 GOTOS60

4278 TFCOTTHENA3ES

4280 PRINT"IOT ENOUGH HEN T0 HORK THE CONVERTER, “;N&:"."
4299 GOTOS6H
4360 PRINT®PTION? (4=FUEL TO POHER, 2=POHER TO FUEL)™
4340 THPUT ¢

4320 (HOGOT(4349, 4480

4338 GOTO4309

4340 PRINT®FUEL RVRILABLE=";F; CHR$(8);" CONVERT";
4358 HPUT ©1

4360 IF (CLOFIOR(CACBITHENAZ48

4378 F=F-C1

4388 P=PHINICCL/D

4399 GOTO4410

4469 PRINT*FOMER RVRILRBLE=";P-1; CHR$(8);". CONVERT"
4410 TNPUT €1

4428 TFCLOP-10RCICBTHEN4489

4430 P=P-C1

4440 F=F+INT(C13)




4458 PRINT"CONVERSIOH COMPLETE. POMER=";P; CHR$(8);".
4468 GOTO 4438

4478 PRINT"COMARD!! YOURE ROT VERY PATRIOTIC, “;N$;»!ii®
4488 GOT0A1d0

4499 =8

4588 FORK=51-4T051+4

4316 FORY=52-4T05244

4526 TFXCI0RDISORYCIORY>28THEN4SS8
4538 IFACK, V) O3THEN4SSE

4548 G=0+(RID(8)/SR((S1-X)24(52-N)[2))
4558 1EXTY

4568 NEXTX

4578 IFQTHEN46S

4589 PRINT*NO SHIPS IN RANGE TO DEPTH CHARGE YOU, *iN&i"!!®
4598 GOTOS:4e

4688 PRINT"DEPTH CHARGES OFF *;

4618 IFRND(8)2. STHEN4648

4628 PRINT"PORT SIDE; ";N$;i=1!!®

4638 GOTO4658

4648 PRINT*STARBOARD SIDE, ";N$;°!il®

4658 IFED. 130RRND(8)2. S2THEN4688

4668 PRINT"NO RERL DRMAGE SUSTAINED, ™N§;™."

4679 GOTO5B48

4688 IFD. 360RRKD(8)). S6THEN4TZ8

4698 PRINT"LIGHT, SUPERFICIAL DAMAGE, “;H%;"."

4768 P=P-58

4716 LETDCINT(RND(B)#3)+1)=-RND(8)#2

4728 GOT05840

4738 1FD. 60RRID(B)). ITOTHEN4B18

4740 PRINT"HODERRTE DRMAGE. REPAIRS HEEDED. *

4758 P=P-T5+INT(RND(8)#38)

4768 FORY=4T02

4778 X=INT(RND(B)$9)+L

4788 DEO=D(X)-RID(B)*8

4799 KEXTY

4808 GOT0S848

4818 IFD. S0RRND(B)). SB3THEN4GSD

4820 PRINT"HERYY DAMAGE!! REPAIRS IMHEDIRTE, "iNg;=!i!"
4838 P=P-(208+INT(RID(B)¥76))

4848 FORK=1TO4+INT(RID(8)#2)

4858 Y=INT(RID(B)#9)+L

4868 D(Y)=DCY)-RAD(B)#11

4878 NEXTX

4869 GOTO5848

4898 PRINT"DRMAGE CRITICRL!!!! WE NEED HELP!!!®

4988 Ré="YRAVUKXCHYPCRIFDRSAXOURL QTRHIYACYF Y1 TLCBSSYYRDRIPCREGRGPCNOTS 10"
4918 E=INT(RID(B)#16)+1

4928 PRINT"SEND /HELP/ IN CODE HERE IS THE CODE:*;HID$(R$, X 4);
4938 REH

4348 FORI=1T01509

4958 NEXTI

4968 PRINTSTRING$(4, 8); STRING$(4, 143)

4978 INPUT"ENTER CODE";B$

4588 PRINT

4998 IF BSOHIDSCRS, % 4)THEN 5628

0868 PRINT®FAST HORK, *;K%:"!! HELP ARRIVES IN TIME TO SAYE vou!!!®
5048 GOTO 4838

3620 PRINTHESSRGE GRRELED, “;N¥;"...NO HELP RRRIVES!!!"
3638 GOTO 6118

5848 IF D= OR D(2))=8 (R D(4))=8 (R D(S))=8 OR D(7)>=8 THEN 5888
5839 IFD(8)>=80RD(9))=OTHENSE0

5668 PRINT*DRIAGE TOO MUCH, “;R:®!!! YOU‘RE SUK!!®
3678 GOTOs148

5889 PRINTEI79, "PRESS AHY KEY TO CONTINUE™:

5099 IFINKEVS=""THENS0%8

5168 (LS

5116 PRINT®-——#++ RESULTS OF LRST ENENY HANLEVER #et-—"
5428 FORK=4TO45

5138 FORY=1T028

5149 TFACK V) OITHENTOSE

0158 B=D8

5168 ¥=D39

5178 IFXHDSANDX HHCLERRDY+YDORNDY+VCA THENS268

5188 FORKB=19TOLSTEP-1

5198 IFR(X-KeXBE14/19, ¥-VXB) OBTHENS248

5268 LETACA-HeXBe14/19, V-YaXB)=3

5240 REN bbbttt

5228 AKX Y)=8

5238 GOT05920

5248 HEXTXB

5256 GOTO 578

5260 QHACKHH, Y+Y)+1GOTO5278, 5388, 5398, 5309, 5426, 7498, 5548
5278 ACKHL Y43

9288 R(X.¥)=8

3290 G0T06928

5368 RESTORE

9318 FORJK=1T09

5328 REFDIKS

5338 MEXTIK

5346 FORXB=1TOINT(RND(8)#8)+1

=" F; CHR$(B): ="
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5359 RERDH, ¥

5368 MEXTXG

5378 IFR+HCLORXHDASORY+VCA0RYHD2BTHENS 368

5388 GOTOS268

9398 IFDYSETHEND388

5488 PRINT®+++ YOU/VE BEEN RRIED BY A SHIP, "iHg*iit®
3418 G0T0s116

3428 TFRND(@)C ASTHENS388

5438 PRINT"#++ YOUR HERDGUARTERS HRS RRIMED, *iH$;"!i1®
5446 53-8

458 54-8

3460 D2=9

5478 ACXH, YY)

5488 GOTOSH16

5490 IFRID(B)C 7THEND308

5588 PRINT"s++ SHIP DESTROVED BY R HIME, "N&;®1ti®
5546 5=5-1

526 IFSOBTHENS288

0538 GOT0s188

5540 IFRRD(B). STHEN368

T558 PRINT"+x+ SHIP EATEN BY i SER HONSTER, ";N&;*!!"
5568 5=5-1

5578 GOTOS520

5588 IFRG VIOGTHENS928

5598 1FAHA0RXHIDISIRY+HH2 (L ORVHID28THERS648

5688 ONACKHIL, Y+H2)+1GOT05618, 5648, 5738, 5798, 5888, 5618, 5850
5610 RCXHHL VH2)=6

5628 X Y)=8

5638 GOT05928

3640 RESTORE

5658 FORJK=AT09

5668 READJKS

5678 NEXTIK

5688 FORKB=1TOINT(RID(8)#8)+4

5698 RERD ML, M2

5788 NEXTXA

5718 TP+ CAORXHIEDIS0RYHIZ A 0RY HD20THENS648

0726 GOTO5688

5738 PRINT®#++ YOU‘VE BEEN EATEN BY R SER HONSTER, ";Hgi*!!"
5748 GOTOs116

5758 IFRHD(0)). 2THENG640

9768 PRINT*++x SHIP ERTEN BY R SER MONSTER, ™il§i®i!®
5776 5=5-1

5788 IFSCQBTHENSE18

5798 G0T05188

0886 PRINT™+k A SER MONSTER RTE YOUR HERDQUARTERS, “iH8:"1!"
3818 539

5826 54=8

5820 02=8

3848 GOT0S5610

5858 IFRND(8)< 7OTHENGG48

3868 PRINT™we | SER HONSTER FIGHT, “N&°!tt ™

3879 IFRND(8)<. BTHENG988

38868 PRINT"RND ONE DIES!!"

5898 GOT0S618

5988 PRINT®IT'S 8 TIE!!®

5918 GOT05648

5928 HEXTY

5938 NEXTX

5948 FORY=1703

5958 X=INT(RND(B)*3)+1

5968 D(X)=D(X)+(RID(1)%(24RHD(1)#2) ) (1+(~(D<S10R- (D> 2688) ) )+ (~(D(R)IC3))
5978 HEXTY

5988 GOTO566

S8 DATR-L B-L L 0 L 4L L L8 L4 8-
€838 PRINT* COURSE (1-8)";

6818 INPUT Ci

6828 1FC1C10RCSTHENGEE

6838 RESTORE

6648 FORIK=1T03

6658 RERDJKS

6868 NEXTJK

6079 FORKI=1TOINT(C1+. 5)

6688 RERDRL, Y1

6898 HEXTXS

6168 RETURN

6410 PRINT*THERE ARE STILL®;S; "ENEMY SHIPS LEFT, “iN&".°
6128 PRINT"Y0U KILL BE DENOTED TO RANX OF DECK SCRUBBER!!'"
6138 PRINTHANT AROTHER GRIE";

6140 INPUT B%

6158 IFLEFT$(RS, 1)O"Y THERG17

6168 CLS: GIT0 78

6178 E}D

6189 PRINT®GO0D WORK, ;N ™i!! YOU GOT THEM ALLI!M®
6199 PRINT"PROMOTION AND COMENDATIONS WILL BE GIVEN IMMEDIRTELY!!!®
6206 GOT06138

6d8pARB L L LB BB LLLLBLLLGELLLLG60L

60DARL L, 6,6 4,18 4L 4,6 4666162068
6239 B
6248 CLS:PRINT@4{1, "YOU LOSE"



SER HAR

COPYRIGHT 1979 CREATIVE COMPUTING HORRISTOWN NJ

You are tt e commander of a fleet of
ships operzting in enemy territory.
Your task foice consists of 9 ships, and
the enemy Fas 9 ships. Whoever sinks D0 YOU HEED INSTEUCTIOHS? VES.
all of the opf onent’s ships firstwins the
campaign.
You, as the commander, must
provide the :ingle of elevation at which
the guns will be fired, neglecting air
resistance. “'our instruments will read

the range tc the target, and the initial ol
velocity is hald 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.
. . SERRAR
1. First, what do you think the path of
the projectile looks like. Make a Y0 TELL YOUR GUIt CREMS THE ELEVATION TO SET THEIR GRS,
sketch. (If you're still not sure, do ELEVRTION 1S IN LEGREES FROM 8 10 38,
some res¢ earch in the library—it will YOUR, TREK. FORCE. CONSISTS OF 2 DESTROVERS, 2 CRUISERS,
help you win the battle, com- 2 BRTTLESHIPS, R 2 HERYY AIRCRRFT CRRRIERS.
mander!) THE ENEMY HAS 9 SHIPS FOR HIS DEFENSE.

a. What engle of elevation do you

think  will give the maximum IF YOU SUCCEED It SINKING ALL HIS SHIPS BEFORE HE SINKS

YOURS, YOU HAVE LON HOMEVER, IF HE SINKS ALL YOUR SHIPS

range? . . BEFORE Y0U HAVE DEFERTED HIH YOU HAVE LOST!!
b. What viill happen if you fire the
guns a 0°7?

c. What will happen to the projectile
if you tire it straight up?

2. After becoming proficientat winning
the battle change the initial velocity
of the projectile. How does this
affect the range?

PRESS ANY KEY TO CONTINUE

The original SEAWAR had a timing
function that allowed only about 7
seconds to make your next move. If
your comptter has a timer, this would
be a neat addition.

The origir of SEAWAR is unknown. it

was revisec and submitted to us by LET US BEGIN:

David S. Pa cton. It was further revised

and the writeup prepared by Mary T. YOUR FLAGSHIP HRS DETECTED A U~BORT APPRORCHING AT 5 FATHONS.
Dobbs, M:uthematics and Science YOUR SUBHARINE DETECTION EQUIPHENT RERDS THE RRNGE TO THE TRRGET
Center, Glen Allen, Virginia. It first LT RS, D FIRIG TORPEDOES AT YR SHIPS
appeared n Creative Computing, WIS FIRST TORPEDD EXPLODED 139 NETERS BEKIND YOUR SHIP,
May/Jun 1975. HHAT ELEYATION #= » 36_
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——FIRE!!!

DEPTH CHARGE EXPLODED 27898 METERS RFT OF TARGET.
THE ENEHY TORPEDO EXPLODED 56 METERS IN

FRONT OF YOUR SHIP.

HHAT ELEVATION #+ 7 37.4_

cls

——FIRE! !

DEPTH CHARGE EXPLODED 27653 METERS AFT OF TARGET.
THE ENENY U-BORT SRNK ORE OF YOUR DESTROVERS!!
HHAT ELEVATION ++ 7 29.7.

-—FIRE! !

DEPTH CHARGE EXPLODED 22883 HETERS AFT OF TRRGET.
THE ENEMY U-BORT SAIK YOUR HERVY CRUISER!!

WHAT ELEVATION + 2 34

cls

——FIRE! !

DEPTH CHARGE EXPLODED 23836 METERS AFT OF TARGET.
THE ENEMY TORPEDO EXPLODED 252 HMETERS IN

FRONT OF YOUR SHIP.

HHRT ELEVATION = 2 54_

cis

-——FIRE!!!

DEPTH CHARGE EXPLODED 27807 METERS AFT OF TRRGET.
THE ENENY TORPEDO EXPLODED 165 HETERS IN

FROMT OF YOUR SHIP.

BRD SHOT, THE TARGET HAS MOVED OUT OF

RANGE!!! LETS TRY 1T AGAIN'!!

YOUR FLAGSHIP HAS DETECTED A U-BOAT APPRORCKING AT 5 FATHOKS.
YOUR SUBMARINE DETECTION EQUIPMENT RERDS THE RANGE TO THE TRRGET
S 38661 METERS.
THE U-BOAT HAS COMMENCED FIRING TORPEDOES AT YOUR SHIPS.
HIS FIRST TORPEDD EXPLODED €@ METERS BEHIND YOUR SHIP.
HHAT ELEVATION ¢ ° _

cls

18 CLS. PRINTGALZ, “SEA MAR"

20 PRINT: PRINT TAB(7) "COPYRIGHT 1979 (RERTIVE COMPUTING HORRISTOMN, NJ*
38 PRINTRI6G, °";: INPUT "D0 YOU HEED INSTRUCTIONST; I

40 IF LEFT$(1$,1)="Y" THEN 59 ELSE GOTO 188

38 CLS: PRINT TAB(29); “SERRAR”: PRINT

€8 PRINT *YOU TELL YOUR GUN CREMS THE ELEVRTION TO SET THEIR GUMS.*
76 PRINT "ELEVATION IS IN DEGREES FROM @ TO 360.°

€0 PRINT

98 PRINT YOUR TASK FORCE CONSISTS OF 3 DESTROVERS, 2 CRUISERS,®
188 PRINT "2 BATTLESHIPS, AMD 2 HEAYY AIRCRAFT CARRIERS. *

116 PRINT "THE ENEMY HAS 9 SHIPS FOR HIS DEFENCSE. *

120 PRINT

130 PRINT °IF YOU SUCCEED IN SINKING ALL HIS SHIPS BEFORE HE SINKS®
140 PRINT "YOURS, YOU HAVE HON HOMEVER, IF HE SINKS ALL YOUR SHIPS®
158 PRINT "BEFORE YOU HAVE DEFERTED HIN YOU HAVE LOST!!®

168 PRINTES79, "PRESS ANY KEY TO CONTINUE®;

178 IF TNKEVS="" THEN 178

168 CLS: PRINT "LET US BEGIN!!!®

199 PRINT ™

268 READ Z§

10 A=A+

228 GOTO 360

2308 RESTORE

248 IF 0=9 (R R=3 THEN 768

250 FOR %=1 TO A

268 RERD 2§

270 HEXT %

288 RERD 7¢

298 A=RH

388 IF Z$="RIRCRAFT CARRIER" THEN 358

216 IF Z4="U-BOAT" THEN 1758

320 IF Z4="TORPEDO BORT® THEN 348

338 P=1

348 GOTO 368

338 RESTORE

368 PRINT: PRINT °YOUR FLAGSHIP REPORTS THE SIGHTING OF AN ENEMY °i2¢
378 1=43000-30800+RND(8) +(RND(B)*18)+. 9876544162

386 IF T(10688 THEN 378

398 5=0: P2=0

488 T=INT(D)

446 IF 24="U~BOAT" THEN 1798

428 PRINT “YOUR INSTRWHENTS RERD THE RANGE TO THE TARGET AS": T "HETERS.®
438 IF P=1 THEN 1298

448 IF 54 THEN 468

438 GOTO 588

460 PRINT "BAD SHOT, THE TRRGET HRS HOVED OUT OF"

470 PRINT "RAMGE!!! LET’S TRY IT RGRAIN!!!®

488 51=5115

498 GOTO 369

588 PRINT “WHAT ELEVATION ** ™ —
516 INPUT B: CLS

528 PRINT

538 PRINT "*

548 PRINT *—FIRE!!!"

550 S=5+1

568 IF B)368 THEN 1240

578 1F B(G THEN 698

589 IF B=0 THEN 718

599 IF B=98 THEN 678

689 IF BX338 THEH 718

610 IF B188 THEN 1188

620 IF B>158 THEN 1118

630 IF B>98 THEN 908

648 ¥i=675. 285

658 E=INT(T-(V4[2/9. 8B66S*SIN(24B/57. 3)))

€68 IF ABSCE)(=180 THEN 928

678 IF E>100 THEN 1658

689 IF EC=168 THEN 1668

698 PRINT "GUN BACKFIRED, KILLING CREW!"

709 GOTO 740

718 PRINT “HHAT ARE YOU TRYING TO DO? KILL SOME FISH? THE SHELL"
728 PRINT "EXPLODED UNDER WATER FIFTY WETERS FROM YOUR SHIPI!!®
739 GOTO 1388

748 PRINT * RDHIRAL PLEASE !t

759 GOTO 13¢8

768 FOR A=1 TO 1888: NEXT: CLS: PRINT TAB(I3); "kkkeck PERCE ikckbia”
778 PRINT: PRINT: PRINT

768 PRINT °Y0U FIRED"; S4; "ROMDS. THE ENEMY FIRED®;S2; “ROMDS. *
798 IF 0=9 THEN 818

866 IF R=9 THEN 848

848 PRINT "ALL OF YOUR SHIPS HAVE BEEN SWNK SO SORRV.”

820 PRINT "THE BATTLE IS OVER......... THE EMEMY HINS!®

838 GOTG 1968

848 PRINT “YQU HAVE DECIMATED THE EMEWY.......... THAT”S NICE.*
856 PRINT "THE BATTLE IS O¥ER.......... YOU HIhtite®

868 GOTO 1968

878 PRINT °Y0U IDIOT!! YOU SHOT STRRIGHT UP, AND THE SHELL®
888 PRINT "LANDED ON YOUR OWM GUN POSITION. DESTROVING IT!!!™
899 G0T0 1380

988 PRINT “HEY STUPID, YOU’RE FIRING ON YOUR OMMN SHIPS!!!®
918 GOTO 4380

928 TF 28="U-BOAT" THEN 948

938 GOTO 968

948 PRINT “DEPTH CHARGE E¥PLODED RIGHT ON TOP OF THAT BABY!!!®
950 GOTO 978

968 PRINT ° =+ BOOH +°

978 PRINT **

969 Hé="TRRGET DESTROVED!!! o

958 H$=" # ROUNDS EXPENDED. *

1868 PRINT M$; GiN§

1016 PRINT *Y0U HAVE LOST™;0; "SHIPS, AND THE EHEMY HRS LOST";fiCHRS(8): " °
1828 S1=5445

1638 P1=0

1648 GOTO 238

1859 IF 24="U-BOAT" THEN 1898

1668 PRINT "SHOT FELL";RBS(E); "METERS SHORT OF TARGET. "

1878 GO0 1388

1880 IF Z$="U-BOAT" THEM 1916

4699 PRINT "SHELL OVERSHOT TARGET BY"; ABS(E); "HETERS. "

1188 GOTO 1388
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1118 RER

1426 PRINT * YOU SHOT A PROJE: TILE INTO THE RIR.®

1130 PRINT ® IT FELL 10 THE R TER, YOU KNOW NOT HHERE...®
1148 PRINT "BUT 1 DO, YOU IDIO ., YOU JUST SANK YOUR OMN FLEET TRRKER!!™
1159 51=51+4

1468 IF P={ THEM 4280

1178 GOTO 448

1160 PRINT "WHAT ARE YOU TRYIN: TO DO?? DRILL A NEW HATCH?? THE SHELL"
1196 PRINT "EXPLODED IN YOUR §1IP» DESTROVING IT!!!"
1268 0=0+1

1218 IF 0=5 THEN 768

1228 1F P={ THH 1388

1238 GOTO 748

1248 PRINT °WHERE DID YO LERR1 TO TYPE? ";B; "DEGREES EXCEEDS 368 BY"
4259 PRINT B-348; "DEGREES.

1268 S1=54+1

4278 IF P=1 THEN 1368

1268 GOTO 448

1290 PRINT “THE EMEMY ™28 " 1. FIRING ON YOUR SHIPS!™
1388 P4=1234+RHDCRAD(BY ) +(RNDC ))¥18)

1318 1F P4D56E THEN 1369

4328 1F P2=1 THEW 1390

1338 IF IHT(P4)<168 THEN 1568

1348 IF Z¢="U-BORT" THEN 1868

1350 PRINT °HIS FIRST ROUND FE L™ INT(P4); "HETERS SHORT. ™
1368 52=52+1

1376 GOTC 440

1388 IF P2=1 THEN 1368

1339 P1=1258RHD(RID(B) )+(RNDC 1D*18)

1466 1F PAOP4 THEN 43%€

1440 IF PAC(P4-468) THEN 4396

1420 IF PACI0B THEH 14€0

1438 P4=P{

1448 52=2¢1

1458 IF 2¢="U-BOAT" THEM 1938

1468 PRINT “THE ENENY ROUND FE L") INT(P4); "HETERS SHORT. ®
1478 GOTC 448

1489 5225241

1498 pPe={

1568 GOSUB 1610

1510 PRINT "THE ENEMY ™52 ° SWK D¢

1520 G=0+1

1538 IF 0=9 THEN 768

4548 IF D$="Y0UR LRST BATTLESHIP!!® THEN 768

1538 GOTO 448

1568 RZ=1

1578 GOSUB 1610

1580 PRINT "IN FRCT, HE JUST SAMK "iD$

1598 =044

1689 G070 4538

1610 RESTORE

1628 FOR C=1 10 (9+07

1638 RERD D$

1648 MEXT C

1656 RERD D$

1668 DATA “U-BORT". "210 M4 SHORE GUN™. 78,868 TON CRUISER”

1678 OATR "BATTLESHI®". “TCRPEDO BOAT™. "HEAYY FRIGATE" :
1688 DATA “E-TYPE DESTROVER". "GUIDED-MISSLE SHIP®, "RIRCRRFT CARRIER
1698 DATA "ONE OF YO.R DESTROVERS!!™, "YOUR HERYY CRUISER!!"

1768 DATR “ANOTHER 07 YOUR DESTROYERS!!", "ONE OF YOUR BATTLESHIPS!!"
1748 DRTA "YOUR LAST DESTROVER!!®. “YOUR RIRCRAFT CARRIER!!"

1726 DRTR "YOUR LIGHT CRUISER!!".“YOUR LAST RIRCRAFT CARRIER!'®
1738 DATR "YOUR LAST BATTLESKIP!!®

1748 RETURN

1758 PRINT: PRINT “YJUR FLAGSHIP HRS DETECTED A U-BORT APPROACHING AT 5 %

1766 PRINT "FATHOMS.

1778 P=1

1788 GOT0 378

4798 PRINT "YOUR SUBARINE DETECTION EQUIPHENT RERDS THE RANGE TO THE™
1808 PRINT " TARGET":

1816 T=INT(T-1568)

1828 IF T<B THEN 378

1838 PRINT °fS"; T; "HETERS. *

1848 PRINT "THE U-BOAT HAS COMMENCED FIRING TORPEDOES AT YOUR SHIFS.”
1858 GOTO 1388

1868 PRINT "HIS FIRST TORFEDG EXPLODED™: (INT(P4)-38); “HETERS BEHIND®;
1876 PRINT * YOUR SHIP.®

1889 GOTO 1368

1898 PRINT "DEPTH CHRGE EXPLODED"; RBS(E); "HETERS SHORT OF TARGET. "
1586 GOTO 1389

1948 PRINT "DEPTH CH'RGE EXPLODED"; RBSCED; "METERS AFT (F TRRGET."
1528 GOTO 1388

1938 PRINT “THE ENERY TORPEDG EXPLODED®: CINT(P1)-58); "FETERS IV
4948 PRINT “FRONT OF YOUR SHIP.®

1958 GOTO 448

1968 END

158



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 areathat 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, itcan 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
piayer is unfortunate enough to get
trapped into a corner, the seeping
radiation will eventually kill him.

So it is plainly a game of kill or be
killed. However, don't be misled into
thinking that it is simply a game of fuck,
several different strategies may be
applied to destroy the enemy.

Line by line explanation.

Lines 440-490. | assemble three
commonly used print strings. S$
becomes a string of fourteen spaces.

Lines 500-530. Here is the dimen-
sioning of the four matrices, and the
start-up and circle check data. The
matrices “I” and "H” stand for player
and enemy playing fields (I and HE).
the “T" matrixisatemporary 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
possibie co-ordinates that one may
move to. | might say here that the
program may be modified for a longer
and more challenging game by chang-
ing the data in line 530. Change all the
twos to ones and the two players may
move only one unit away from their
previous position, instead of the two
used now.

Lines 540-730. | set up a random
number to decide which pair of corner
co-ordinates the enemy will be started
in. | then proceed to set the pair from
550 to 570. | then digress to zero my
matrices. Picking up where | left off,
lines 640 to 680 peel away any unused,
but unwanted data, keying on the
unique first number of the last pair.
From there the remaining data is
dumped into "P.”

Lines 740-820. Make the report that
the enemy has been “fooling around.”
The starting co-ordinates for the player
are then obtained and checked. From
there the valid loop switch is set, amap
is printed, and the program is thrust
headlong into the main routine.
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Lines 830-920. Here the co-ordinates
for the missiie and the new spot to sit
on are obtained and verified of their
validity.

Lines 930-1080. "Enemy” decides
where player might be going from last
position, and aims his missile in that
direction.

Lines 1090-1280. The “enemy” looks
for place to go. If he has cornered
himself, say so, prepare him for his
execution, and make it look like he
hasn't fired a missile. Otherwise, he
chooses a new co-ordinate to rest
upon.

Lines 1290-1480. Now we move
everyone around (where we can), and
start to find out who got who, ifanyone
at all. Then from 1430-1480 there is a
check to discover whether the player
has a place to go or not. If not, another
message is printed and player will die
quietly after output.

Lines 1490-1780. Here the printing of
the two matrices is done. Avalue ofone
or zero is tested for making the proper
symbol. After the output is complete
“Z" is checked to see if anyone died on
the way. If no one had, return for
another pass, else terminate the
program.

I spent a lot of time debugging this
program. After [ finally got it to work, |
found that it became somewhat addic-
tive. The tension does seem to build
when the game reaches the final
possible moves. | found there are two
different useful strategies that may be
applied.

My favorite is building a fence around
the enemy with missile shots. The idea
is to cut off his movements while trying
to keep out of his way. The other
method is the one the enemy uses.
Here the player shoots at where he
thinks the opponent may be each time.
Quite often the game is ended early,
the odds of being 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.



SHOOT
COPYRIGH * 1979 CREATIVE CONPUTING HORRISTOMN, HJ
cis
DO YOU NEED IHSTHUCTIONS? YES.
cls
SHooT

1T 15 THE FINAL HOUR OF HAN VYOU AND A HARRING NATION
HAVE ENTERED IMT 1 8 LAST CONTEST. ALL THE LIFE NOM LEFT ON
EARTH ARE YOU AN YOUR ENEMY. BOTH HE AND YOU HAVE FOUD THE
LAST REHAINING £ /OMIC HISSILE SILO HATRICES ESTRBLISHED BY
THE NOW-DERD SUP RPOWERS. HE, LIKE YOU, WISHES NOT T0 DIE
BUT 70 LIVE IN FiACE

HOWEVER 1T HRS JECOHE APPARENT THAT HE FEELS HIS PERCE
THRERTENED AND 135 PREPARING AN ATTACK. BOTH YOU AND HE HRVE
SCAIIERS THAT KI.L HARH YOU OF HIS MOVEMENTS RMD TRACK THE
FLIGHT OF HIS ATIHIC HISSILES, THUS HE 15 HORKING SLOWLY.
THE ENEHMY, LIKE /OURGELF, HAS A MISSILE GRID MEARLY
IDENTICRL IN STRICTURE AND OPERATION TG YOURS,

PRESS ANY KEY TO CONTINUE
cis
YOU ARE THE OMLY ONE LEFT, IT WILL BE NECESSARY 10 FIRE ALL YOURM

ISSILES HANURLLY ONCE THE FUSE 1S SET, YOU MUST FLEE THE
AREA AND GET TH( GRID UNITS AMAY. YOU HAY HEVER RETURN 10
THIS SPOT, OR R SPOT HHERE A MISSILE HAS LANDED; THE
RADIATION 1S IH:ZNSE AND HOULD MERN AN INSTRNT, PRAINFUL
DEATH.

<0 THE STRGE Hi § BEEM SET. THERE IS PERCE UNTIL THE
SIGN THAT THE E! EMY HAS WOVED TO HIS MISSILE RAMGE. HE WILL
FIRE EVERY TIHE YOU WILL, AND DO SO UNTIL ONE OF YOU IS
DESTROVED.

PRESS AHY KEY TO CONTINUE

cis
ERCH TIHE A RO 1D OF MISSILES HRS BEEN FIRED, THE
SCAMNERS WILL R PORT THE STATUS OF BOTH YOUR’S AND THE ENEMY’S
GRID TERRITORY. IT WILL SHOW ALL ARERS THAT HAVE HAD EITHER
A HISSILE HIT 0 @ MISSILE FIRED FROM IT. WITH THIS
CONTINURLLY UPD.TED HRP, YOU MRY BE RBLE TO INDUCTIVELY
DISCOVER OR TRA * YOUR OPPONENT. BEWARE, HE WILL BE TRVING T0
DO THE SRME TO 'OU.

PRESS ANY KEY TO CONTINUE

cls
YOUR TERRITORY ENEMY TERRITORY
12345578918 12345678910
§oroereeens § i
2 2
3: 3:
4 4
5 5
6 6
7. 7:
8 8:
9 g
18 . 18 o

CCRMNER COMPUTE - ENEMY ACTIVITY ON GRID T 1, 10
YOUR STERTING © +-ORDINATES? 3,3.

clis
YOUR TERRITOR' ENEMY TERRITORY
42345678918 12345678916
1 b i ok
2: 2
3 3:
4 4.
5: 5:
6. €
7: 7
8: 8.
9: 9
18 18

HISSILE CO-ORD: NRTES? 16, 4.
YOUR STARTING t G-ORDINATES? 3.2

YOUR TERRITORY ENEHY TERRITCRY
12345673949 12345678910

PR PReiiiion

2 2 :

3 3

4 4

3 3

6 6

7 7

8 g

9 9

18 18

MISSILE CO-ORDINATES? 16,4
YHERE T0 HOVE T0? 2.5
JHERE TO VE T07 4.1
WHERE T0 HOVE T07 2,5

ENEHY TERRITORY
12345678918

YOUR TEREITORY

vy
W W O Y N B R ke

HISSILE CI-ORDLIRTES? 6.9

HHERE 70 HO¥E T0? 41
WHERE TO OVE 102 2,

cls
YOUR TERRITORY ENEMY TERRITORY
12345673910 12345678910
1 1ok
2 2 .
3 3
4 4
5 5
6 [
7 7
8 8
9 9
18 18 ::

HISSILE CO-QRDIHATES? 7,4
{HERE 10 HOVE T07 5.7

YOUR TERRITORY ENEHY TERRITORY
12345678318 12343678918
i : i *
2 2 :
3 2

4 4

] 5

[ 6

7 7

8 8 ::

9 9

18 o 16

HISSil;é ;&DINRTES? 7.4
HHERE 10 HOVE T0? L4

cis

cis
YOUR TERRITOR ENEHY TERRITORY
12343678910 12345678918
i: 1 e
2 2 40 OM ERZOR GOTO 4748 CLS. PRINTR4L4, "SHOOT®
3 26 PRINT: PRINT TRR(?) “COPYRIGHT 1579 CRERTIVE COMPUTING MORRISTOMN. WJ®
4 4 20 PRINTE68, **;- INPUT *DO Y0U NEED INSTRUCTIONS™; 1%
5 5 49 CLS
6 6 59 1F LEFT$CIS QY™ GOTE 438
7 7 68 PRINT TRE(29) "SHOOT®" PRINT
8 8 76 PRINT " 17 15 THE FINAL HOUR OF MAN. YOU AND R WARRING MRTION®
9 9 80 PRINT "HAYE ENTERED INTO A LAST CONTEST. ALL THE LIFE NON LEFT ON°
10 LR 9 PRINT "EFRTH ARE YOU AND YOUR ENENY. BOTH HE AND YOU HAYE FOUND THE"
HISSILE CO-URD (HATES? 18 4 109 PRINT "LAST REMAINING RTOMIC MISSILE SILO HATRICES ESTRELISHED BY"

HHERE TO HOYE 07 2.5, {10 PRINT *THE NOM-DERD SUPERPOMERS. HE, LIKE VOU, WISHES HOT T0 DIE®

cls 160 128 PRINT *BUT TO LIVE IN PERCE °




130 FRINT

140 PRINT " HOUEVER IT HRS BECOME APPARENT THAT HE FEELS HIS PEACE"
1436 FRINT "THREATENED AND 15 PREPARING AM ATTACK. BOTH YOU AND HE HAYE®
168 PRINT "SCRNNERS THAT WILL WARN YOU OF HIS MOVEMENTS AMD TRACK THE"
178 PRINT "FLIGHT OF HIS ATOMIC MISSILES, THUS HE IS MORKING SLOMLY. *
180 FRINT "THE ENEMY, LIKE YOURSELF, HAS A MISSILE GRID NEARLY"

198 PRINT "IDENTICAL IN STRUCTURE AND GPERATION TO YOURS, ®

208 PRINTEI?3, "PRESS ANY KEY TO CONTINUE®:

218 IF IMEVYE="" THEN 216 ELSE PRINTE428, CHR$¢31);

228 PRINT “Y0U ARE THE ONLY ONE LEFT, IT MILL BE NECESSARY TO FIRE ALL YOUR™:
238 PRINT "MISSILES HANURLLY. ONCE THE FUSE IS SET, YOU MUST FLEE THE®
248 PRINT "RRER AND GET THO GRID UNITS ANAY. YOU MAY NEVER RETURN TO*
230 PRINT "THIS SPOT, OR R SPOT WHERE A MISSILE HAS LANDED; THE®

268 PRINT “RADIATION IS INTENSE AND WOULD HEAM AH INSTANT, PAINFLL®
276 PRINT “DEATH. "

288 PRINT * S0 THE STRGE HAS BEEN SET. THERE IS PEACE NTIL THE"

298 PRINT "SIGN THAT THE ENEMY HAS MOVED TG WIS MISSILE RANGE. HE WILL®
288 PRINT "FIRE EYERY- TIME YOU HILL, RMD DO SO UNTIL ONE OF YOU Is®
318 PRINT "DESTROYED. ®

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

226 IF INKEY$="" THEN 330 ELSE PRINTGL28, CHR$(3L);

348 PRINT " ERCH TIME R ROUND OF MISSILES HAS BEEN FIRED, THE®

35 PRINT "SCANNERS WILL REPORT THE STRTUS OF BOTH YOUR’S AND THE EMEMY<S®
368 PRINT “GRID TERRITORY. 1T WILL SHOM ALL ARERS THAT HAVE HAD EITHER®
378 PRINT "R MISSILE HIT OR A MISSILE FIRED FROM IT. HITH THIS®

268 PRINT "CONTINUALLY UPDATED MAP, YOU MAY BE ABLE TO INDUCTIVELY®
39 PRINT "DISCOVER CR TRAP YOUR GPPONENT. BEWARE, HE WILL BE TRYING To"
480 PRINT "DO THE SRME TO YOU."

418 PRINT@979, “PRESS ANY KEY TO CONTINUE™:

428 IF INKEY$="" THEN 420 ELSE CLS

438 G§="  1234567891@"

448 C§="SCANMER COMPUTER: "

438 S4=""

468 FOR %=1 T0 14

478 S§=54+7 ©

488 NEWT X

498 DIN 1¢16,18), 4(16,18), T(8, 2), P(8, 2): GUSUB 1478

Se3 DATR 16,48, L1, 16,4, 1,18, 18,9 . %18, 1,2, 21

S48 DATA -2.-2 . 0,-2, 2,-2, 2,8, 2,2, 6,2 .-2,2 ,-28

528 R=INT(RND(B)*8+1)

SHBERR=LTOR

546 RERD A,B

558 NEXT ¥

560 FOR %=1 70 1@

576 FOR ¥=1 70 48

588 14LY)=0

596 H(X ¥)=0

668 HEXT ¢

618 NEXT ¥

€26 1IF A=2 GOTO 678

638 FOR %=1 70 8

648 RERD C,D

€30 IF £=2 6070 670

€68 NEXT ¥

678 FOR %=1 TO 8

668 FOR ¥=1 70 2

698 RERD P(X V)

700 NEAT ¢

710 NEXT X

728 PRINT C; "ENEMY ACTIVITY ON GRID AT:Ri ™ %

738 INPUT "YOUR STARTING CO-ORDINATES®E,F

749 IF EC4 OR EX10 OR FCL OR F)18 GOTO 738

738 7=1

768 I Fr=1

778 H(R. )=t

788 GOSUB 1d47e

798 INPUT "MISSILE CO-ORDINATES®: M, N

€80 IF ML OR 1048 (R N1 OR 1010 GOTO 798

819 INPUT "RHERE TO MOVE T0%S, T

§28 1F SC1 OR S48 OR TCL OR T>18 GOTO €48

€38 IF 145, To=1 GOTO 818

840 FOR %=1 70 &

838 IF P(X, 1)4E=5 AND P(X, 2)4F=T GOTO 888

868 NERT X

§78 GOTO 818

828 REM

896 (=1

%09 FOIR %=1 70 ¢

918 IF P(X0)4EX18 OR PCX 1)4EC OR POY, 2)4F248 OR PCX, 2)4F¢4 GOTO 968
928 IF  [(PCR 44, P(R, 2)4F)=1 GOTO 966

938 T(LD=P(R 4

948 T(L, 2)=P(K, 2045
950 L=L+

968 NEXT &

976 L=~

988 IF LOL GOTO 1628

998 C=T(L,4)

1008 D=T(L 2)

1846 GOTO 1658

1626 G=INT(RND(@)#L+1)

1638 C=T¢6, )

1649 D=T¢6,2)

1858 L=t

1669 FOR %=1 T0 8

1078 IF P(X, 1)+RD480RP(X, 4AKL OR PO 2)4BY180RP(X, 2)4BCH GOTO 1429
1688 IF HCPCK, )4, PCY, 2)4B)=1 GOTO 1126
1898 TCL )=PC% 1048

1469 T(L, 2)=P(%, 2)48

1440 Lol#

1420 NEXT ¥

1120 LAt

1148 IF LOR GOTO 4268

1459 PRINT C$; "THE ENEMY HAS CORMERED HIMSELF IN!!®
1160 28

1479 C=£

1486 b=F

1190 GOTO 1278

1209 1F LOL GOTO 1248

1219 J=TCL 1)

1228 K=T¢1,2)

1238 GOTO 41270

1248 G=INTCRIDC@)HL+)

1258 J=T¢6 1)

1268 K=T¢G,2)

1278 KEF=1

1289 H(R B)=1

1298 1¢C, D)=t

1269 HoM M=t

1318 IF HOJ (R DOT G0T0 1370

1326 PRINT C$: "HEV! YOU GOT HIN!!®

1338 28

1348 IF COS OR DOT 6010 1378

1358 PRINT C$; "Y0U HOVED RIGHT UNDER HIS MISSILE!!"
1368 2+

1378 £=5

1368 F=7

1398 A=

1408 B=K

1416 FOR %=1 70 8

1428 IF PCY, 14EX180RPCX, 14ECL OR PO 2)+FX1B0RP(K, 2)4F (L GOTO 1448
1478 IF TCPCX, 14, PCX, 24F)=B GOSUB 1478: GOTO 798
1440 HEXT X

1458 PRINT C3; "FOOL! YOU HAYE BOXED YOURSELF INTO A CORMER!!®
1468 226

1476 PRINTEB, " YOUR TERRITORY , STRINGS(3, 8); "ENEMY TERRITORY®
1488 PRINT G858 68

1498 FOR %=L 10 18

1506 IF %=16 GOTO 4539

1548 PRINT %

1526 GOTO 1548

1538 PRINT *48

1548 FOR Y=L T0 10

1550 TF (% ¥)=1 GOTO 1568

1560 PRINT *-7;

1578 GOTO 4598

1568 PRINT »¢%

1598 NEST ¥

1609 PRINT * *;5¢;

1648 IF ¥=18 GOTC 1649

1626 PRINT %

1638 60T 1650

1640 PRINT "40 =

1658 FOR ¥=1 T0 10

1660 TF HO% ¥)=1 GOTO 1698

1678 PRINT =%

1689 GOTO 1788

1698 PRINT "%

1708 NEXT ¥

1718 PRINT

1728 NEXT X

1738 RETURN

1748 £
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TIME HILES 70 GO HPH POSITION HOVE

8 12 8 1 71
k] 117675 2.9 6 22

€8 113163 54,15 5 22

% 16, 5749 89.35 6 "6

128 9. 75455 98.4389 5 76

i 158 8. 88295 164232 6 72

This game is a one-lap jalopy race. 180 7. 49006 1647 5 73
There is on: big problem: you don’t sgéemvs‘ 6. 38128 142654 6 28

know the shape of the course or the
safe speed with which you can go
around the corners. Consequently DO YOU Wi T0 PLAY RGRIN? NOL

you're likeh' to smash up fairty fre- cls

quently or €lse go so, slowly that you

don't earn & good placing among the

winners. However, after four or five 18 0S

plays of the yjame you'll begin toget the igzg:g @ 443, “SHASH"

hang of it end you'll be able to whip 49 PRINT TRB(7) "COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOHN, HJ"
around the course in grand fashion. b FRINT @ 960 *

The instructions in the program are €6 THPUT "D0 YOU HEED THSTRUCTIONS®: 1§

quite detailed. Have fun!

SHASH -- 90U WENT RIGHT INTO THE HALL!

76 DIM A7) JB)

88 FOR ¥=L 10 7
— 98 RERD AX)
COPYRIGHT 19: 3 CRERTIVE COMPUTING MORRISTOM, NJ 169 HEXT X
cis HOFOR =L 106
. o 126 FERD JCX)
D0 Y0U NEED TNSTRUC IOHS? VES. 16 NEYT
R — T 148 IF LEFTSCIS, ="K THEN CLS: GOTO 478
SHASH 156 (15
THIS 15 SHASH -~ THI GRYE THAT STHULATES A CAR RACE 168 PRINT TRAB{29); "SHASH"
178 PRINT
%00 HILL RESPOND HI'H GHE UF THE FOLLORING HRHEUVERS 188 PRINT "THIS IS SWASH — THE GRYE THAT SIMULATES A CAR RACE °
WHEN A 777 1S TYPED. THE POSTTION NUMBERS REFER T0 THE 198 PRINT
POINT AT WHICH YOU RE ON THE TRACK - THEY GO AS FOLLONS: 208 PRINT "YOU RILL RESPOND MITH QME OF THE FOLLOWING RANEUVERS®
21 PRIKT "WHEN A /2 1S TYPED. THE POSITION MURBERS REFER TO THE®
1 - THE STRRT LIN 228 FRINT “POINT AT BHICH Y0U ARE ON THE TRACK - THEY GO RS FOLLOKS:"
2 - HID STRRIGHT- MAY 238 PRINT

3 - COMING UP ON + LEFT TURN
4 - HID LEFT TURH
S - COMING UF ON -+ RIGHT TURN
& - WID-RIGHT TUR!
7 - THE FIRISH LI.E
RESS ANY Il(E‘w’ T0 CONTINUE
cls

MANEUVERS
1~ FLOGR IT
2 - RCCELERATE (i DERATEY
3 - BRAKE SLIGHT
4 - JAM ON THE BF 3KES
5 - SHARP RIGHT
€ - MODERATE RIGHT
7 - SHARP LEFT
€ - MODERATE LEF"
PRESS ANY KEY T0 CONTINUE
cls
THE HILES 73 60 HPH POSITION HOYE
8 12 9 i 71
30 11772 2.2 6 72
] 44353 49.9 6 23
9% 11 et 48. 9625 2 3
128 10.748 32 4422 2 71
158 9.688 1 126. 827 2 72
SHASH -- YOU WENT 1 IGHT INTO THE WALL!
DO YOU WANT TO PLR' RGRIN? YEIS-
JR—— cis
THE HILES G GO HPH POSITION HOVE
8 i 8 1 71
il 18.77°7 .4 § 71
63 9.989 7 165 & 71

SEATH — YOU biEHT QIGHT INTO THE KALL!

00 YU HRNT TO PLA® RGRINY YES.
cis
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248 PRINT * L - THE START LINE®

258 PRIMT * 2 - MID STRAIGHT-RHAY"

268 PRINT " 3 - COMING UP OH R LEFT TURW"
278 PRINT * 4 - MID LEFT TURN®

268 PRINT ® 5 - COMING UP ON A RIGHT TURN®
298 PRINT ° 6 ~ HID-RIGHT TURN®

388 PRINT ° 7 - THE FINISH LINE®

348 PRIIT @ 979, °PRESS AHY KEY TO CONTINUE™:
328 IF INKEYS =°" THEN 328

33 PRINT @ 128, CHR$GGL)

348 RRINT ¥ HMANEUVERS"

358 PRINT ¥ = —"

366 PRINT * 4 - FLOOR IT"

376 PRI °
389 PRINT ¥
398 PRINT * 4 - JAH ON THE BRAKES”

488 PRINT * 5 - SHARP RIGHT"

410 PRLT * 6 ~ MODERATE RIGHT®

428 PRINT * 7 - SHARP LEFT"

438 PRINT * 8 - HODERRTE LEFT*

440 PRINT @ 979, °PRESS ANY KEY TO CONTINUE™:

458 IF IHKEYS ="" THEN 450

468 (LS

478 (LS

489 PRINT @ 128, CHR$(31);

498 GOSB 518

569 GOT) 616

516 LB=FEEK(16416)

520 HB=FEEK(16417)

530 PRINT CHR$(28)

548 PRIUT “TIME™ TRB(12); "HILES TO GO TAB(3A); "HPH"; TRB(48);
558 PRINT "POSITION®: TRBCTS): “MOVE"
568 PRIMT "——"; TAB(42); "o
578 PRINT e TRR(SS); "omm™i
588 POKE 16416, LB

599 POKE 16417, HB

€88 RETURN

618 LET A=INTC1G+RID(B)*3)

620 Y=ti

638 LEV B=8

'
=
&

®; TAB(28); "-—"; TAB(40);



648 7=

636 LET (=1

668 GOTO €89

676 LET C=( INT(2+RNDCD)#5))

688 PRINT T; TRB(12); R; THB(38); B TAB(42); i TAB(SS):
698 IWPUT D

788 GOSUB 518

746 IF DOINT(D) THEN 748

726 IF DX8 THEN 748

738 IF D=1 THEN 768

748 PRINT "ONE THRU EIGHT ONLY."

758 GOTO 688

768 1F DOL THEN 768

778 LET B=2+B+20+ INT(IB+RHD(8)%91)/18

788 IF DO THEN 8688

798 LET B=3+B/247+ INT(10+RNDCOI*61) /10

868 IF DO3I THEM 820

€18 LET B=T#B/8-6+INT(AG+RID(B)+41)/18

828 IF DO4 THEN €46

838 LET B=4+B/7-26+INT(1B+RHD(@)*61)/10

€48 IF D=7 THEN 868

§38 IF DOS THEN 76

868 LET B=04B/1B%(. 74RHD(B)%. 63

878 IF D=8 THEN 858

288 IF DO6 THEN 988

898 LET B=A3#B/144( 74RID(BI¥. 6)

968 IF B>8 THEN 928

916 LET B=8

928 1F A-B/1208 THEN 1616

930 LET T=T+R+3600/8

948 PRINT CHR$(2?7); T; TRB(12); & TRB(38): B TAB(42): 7
958 PRINT

968 PRINT"THAT EMDS THE RACE. YOU PLACED & INT(T/(20#)+.5)
978 PRINT "YOUR AYERRGE SPEED HAS® Y43668/T"H P.H."

988 IF IHT(T/(2847+ 5Y01 THEN 1263

998 PRINT"THAT WAS A PERFECT RACE, CHAMP'™®
1608 GOTO 12¢8

1816 IF CO2 THEN 1648

1828 1F D=7 THEN 1248

1636 IF D=5 THEN 1246

140 IF C=3 THEM 1668

1459 IF CO4 THEM 1688

1666 IF D=5 THEK 1248

1670 IF D=6 THEN 1248

1658 IF (=6 THEN 1460

1630 IF COT THEM 1128

1168 IF D=7 THEN 1248

1416 IF D=8 THEN 1240

1128 1F B>J(0) THEW 1258

1130 IF INTCL+RHD(B+77)46 THEN 1168
1148 PRINT "SHASH — YOU HAVE BEEN HIT BY ANOTHER CRR!'"
1136 GOTO 1268

1168 LET T=T+36

1176 LET #=A-B/128

1168 IF C=1 THEN 678

1199 IF C=4 THEW €78

1286 IF C=2 THEN €78

1219 IF C=£ THEN 676

1226 LET C=C+L

1239 GOTO 688

1249 PRINTBAD HOVE!™

1756 PRINT "SHRSH -- YOU WENT RIGHT INTO THE MALL!™
1268 PRINT

1276 PRINT®DO YOU WANT TO PLAY RGRIN":
1268 GOSUE 518

1296 INPUT 26

1300 IF LEFT4CZ§, 1)="" THEN 478

18 DRTR 2, 3, 5, 2, 3, 5 2, 208, 246, 189, 178, 106, 170
1328 END

Ao
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This is a simple game based on
the numbers 1 through 9, and a pair
of dice. F rst, the computer rolls a
random numnber for your “dice.” Then
you must ake that number from the
total of your board numbers 1-9. To
win you inust remove all of your
board num:bers. With each roll you
rmust remove the total number of that
roll from tt.e board or you lose.

One sirategy is to remove the
largest nu nbers possible with each
roll, or yoi can try to get the most
numbers temoved. For example, if
the roll is 10, you might want to
remove the 1, 2, 3 and 4 instead of
thetand €.

You miy want to have competi-
tion and players can alternate with
rolls. Then the player who can't
remove all numbers from his/her roll
loses.

Strike ') was conceived by Bruce
Grembows ki and first appeared in
Creative Cymputing, Jan/Feb 1877.

Because of the way TRS-80
graphics are represented on a line
printer, thi sample run shown here is
a little confusing. All those periods
(.) you see are actually the numbers
1-9 represanted by graphics blocks,
or pixels. Every time you remove a
number, i; will be erased from the
screen.

STRIKE 39

COPYRIGHT 4979 - REATIVE COMPUTING MORRISTOMN, WJ

D0 YOU NEED INSTWCTIONS? VES.

cls

STRIKE 9

STRIKE HINE IS PLAYED HITH A PRIR OF DICE AND A
BURRD WITH NINE MUMBERS: 123456789 YW
RRE GIVEN A ROLL AMD CAN KNOCK OFF UP TO 4 NUMBERS.

NEXT YOU 11 PUT HOW MANY HUMBERS YOU HANT
TO REMOVE, AND HEN INPUT THE NUMBERS YOU WANT TO
TRCE OFF. ONE A A TIHE. THE NUMBERS YOU TRKE OFF
HUST ADE UP TO " HE ROLL. YOU WIN BY REMOVING EVERY
NUMBER FROM THE BORRD. YOU LOSE IF YOU CRENOT
REMOVE ALL HUMB PS WITH THE ROLL YOU HAYE.

PRESS RHY KEY TO CONTINGE

4]

164

YOUR ROLL IS 7.
# OF HUNBERS TO REMQVE? 2
WHAT ARE THE NUMBERS

cis

YARRIL IS 7.
# OF NUMBERS 7O REMOVE? 2
WAAT ARE THE NIMBERS

a7
=

cls

YR ROLL IS &

+ OF NRMBERS TO REMOVE? 1
VHAT 15 THE WUMBER

.

clis

VOUR ROLL 1S 4.
SLRRY, YOU LOST THIS THHE.

THERE ARE 6 NUMBERS LEFT ON THE BORRD:

T T TRY AGAIN CYES OR HOY? WO

1257¢9



805

28 CLERR 1060

38 PRINT @ 412, "STRIKE 9°

48 PRINT

S8 PRINT TABCP}"COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOML MW"
68 PRINT @ 966, ™"

78 INPUT"00 YOU HEED INSTRUCTIONST; 1§

€8 DI AK12), D4y

56 IF LEFTS(IS, 1="N" THEN 246

168 (LS

118 FRINT TRB(28)"STRIKE 9"

128 PRINT

138 PRINT"  STRIKE NIME IS PLAYED WITH R PAIR OF DICE A A"

148 PRINT"GOARD WITH HIME MUMBERS: 1234567 8 9 vOU®
158 PRINTARE GIVEW fi ROLL AND CAN KNOCK OFF UP TQ' 4 NUMBERS.®
160 PRINT" HEXT YOU THPUT HOW HAHY NUMBERS YOU WANT®

478 PRINT™T0 REMQVE, AHD THEN INPUT THE NUMBERS YOU MANT 70 »
160 PRINT®TAKE OFF, ONE AT B TIME. THE MRBERS YOU TRKE OFF"
198 PRINT®HUST ADD UP TO THE ROLL. YOU HIN BY REMOVING EVERY®
269 PRINT®HUMBER FROM THE BORRD. YOU LOSE IF YOU CRENOT®

218 PRINT'REMOVE ALL MUMBERS WITH THE ROLL YOU HAVE. "

229 PRINT @ 979, "PRESS ANY KEY TO CONTINUE®:

238 IF INEYS =" THEN 238

248 (LS

250 FOR =1 10 9

268 A(A=A

270 NEXT R

208 FOR A=1 10 67

299 REFD ¥

268 PRINT CHRE(106+Y);

318 NEXT A

328 PRINT

336 FOR A=1 70 57

348 RERD V¥

358 PRINT CHRE(168+Y);

366 HEXT

378 PRINT @ 256, "STRIKE 9"

388 PRINT @ 384, STRINGS(64, 142)

3B FR AL T0 5

469 RERD QR

416 NEXT A

428 C=INT(RND(@Y#6+ 1)+ INT(RHD(D)$6+1)

438 PRINT @ 342, "VOUR ROLL 1S7:C, CHRSC8)Y " ¥ CHR$GD
446 =0

438 TT=6

468 FOR X=1 T0 2

478 T=T+A(E)

488 TT=TT-(R(DCB8)

498 NEXT ¥

568 IF CO7 THEN 1640

518 IF C=T THEM 1188

528 IF ACCH=C THEN 638

538 IF C2 OR TT=1 THEN 1619

540 FOR f=L 70 C-1

358 1F ACR)=0 OR A(C-ACAY)=B OR C=2+f THEN NEXT R ELSE 636
566 IF TT=2 OR (<6 THEM 1848

576 FOR A=1 T0 C-S

568 FOR B=R+{ 10 -4

399 IF A(AX=B OR ACB)=G THEN €20

666 #=C-A-B

616 IF %=A OR ¥=B OR R(¥>=8 THEN 628 ELSE 638
620 NEXT B, i

638 FOR %=1 T0 4

648 D=0

698 HEXT ¥

668 PRINT"# OF NUMBERS TO REMOVE":

678 IWPUT E

€80 IF INT(EXCE THEH 728

698 IF ECL THEN 726

768 IF E>4 THEN 668

716 GOTO 746

720 PRINT"ANSHER 4, 2, 3 OR 4 (5 FOR THE BORRD). *
738 GOTO 668

748 IF E=1 THEN PRINTWHAT IS THE NUMBER": ELSE PRINT"MHAT ARE THE NUMBERS™
T FIRF-L T0E

768 PRINT @ 704, CHR$G3L);

778 INPUT DCFY

768 IF AMCF)CO8 THEN 810

799 PRINT"YOU REMOVED IT BEFORE, TRY AGRIN.®

268 GOTO 660

€18 IF D(FD5 THEN 08<2 ELSE GO=0
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Tennis is, as its name implies, a
tennis match. 1 this 'game you have
several options available to you as the
position on the court that you wish to
play from, the gplacement of your shot
that you're tryinj for, and the speed or
type of shot. As in normal tennis, you
don’t always mac<e the shot that you try
for. The prograr lets you play, more or
less, at the intermediate level. If you
think that it allovs you to play too weli
or too poorly, ycu could always change
some of the random factors that
determine how »>ften a shot is missed.

Tennis was written by Victor
Nahigian and David Ahl.

TERHIS HATCH

COPYRIGHT : 979 CREATIVE COHPUTING HORRISTOMN, WJ
DO YOU MNEED INSTRUCTIONS VES.. I
— CI8
THERE ARE SEVERRL OPT ONS AVAILABLE TO YOU AS TO POSITION

PLACEFENT OF SHOT, AND S EED (TYPE) OF SHOT. THE KEY THAT
YU HILL USE IS...

POSITION (PLACEMENT, TO0): L BACKCOURT <1); R BACK-

CORT (2); L FORECIIRT (3); R FORECOURT (4).

— cls

SPEED (TYPE) OF SHO . FAST-SLAH (S); SLOWLOB (L).

BACKHANDS AND FOREHAN S WILL WERELY BE ASSWED RS YOU
SHOOT FROM R CERTAIN SEC TON OF THE COURT.

ON SERVES, YOU CRNNOT HAVE PLACEMENT OPTIGHS, BUT YOU
HILL BE ABLE TO ALTER TH SPEED OF IT. BY THE WAY, YOU
NILL BE ALLOWED TO SERVE FIRST IN RLL GRHES.

PRESS  NY KEV T0 CONTINUE
— cls

SERVE HAS BEEM RETURMED. .
WHAT IS YOUR PSITION 2 4
HHAT TYPE OF S 10T ARE YOU HAKING 75
HHAT PRRT OF T E COURT AIRE YOU RIMING FIR ? 3
YOUR RETU N IS BRD...
HIT INIO ET.
SCORE:  LOVE - 45
PR‘ESSP}NKE;{TOCWTIME
—cis

SERVE MRS BEEN RETURNED.
WHAT 1S YOUR POCITION 2 4
NICE TRY ~ YOU HERE UNRE-E TO REACH THAT SHOT - COURT & 4
SCORE:  IME-28
PRESSRWKE‘:;TOCDNTIN&E
— Cl8

SERVE RGAIN! TVPE 75

SCORE:  LOVE - 48
PRES:. RHY KEY T0 CONTINE
—cis
SERVE HAS BEEN RETURNED.
WHAT 15 YOUR POSITION 7 2
HHAT TYPE OF SHOT ARE Y() HAKING 74
VHAT PART OF THE COURT f 3E YOU AITHING FOR 7 2
YOUR RETURN 15 GOUL!
COUPUTER’S RETURN (5 GOOD!
PRESE PJNKE\{STD CONTINGE
—c

SERVE HAS BEEN RETURNED. ..

VHAT 15 YOUR POSITION 7 3

HHAT TYPE OF SHOT ARE Y U HAKING 21

VHAT PART OF THE COURT : RE YOU RIMING FOR 7 2
YOUR RETURN IS GOO

166

NICE SHOT- THE CORPUTER COULDN‘T REACH IT.
SCORE:  45-15
PRESS ANY KEV TO CONTINGE

cis
HHAT 1S YOUR POSITION 7 3
VHAT TYPL OF SHOT ARE YOU HAKING 72
HHAT PART OF THE COURT ARE YOU AIHING FOR 7 3
YOUT: RETURN 15 GOOD!
COMPUTER’S RETURN 1S GOOD!
PRESS ANY KEY’STD CONTINGE
[+

SERVE HRS BEEN RETURMED. ..

FHAT 16 VOIR POSITION 2 2

KHAT TYPE OF SHOT ARE YOU HAKING 24

WHAT PRRY OF THE CORT ARE YOU RIHING FOR 7 3
00 RETURN 1S GOOD!
COMFYTER’S RETURN IS 600D!

PRESS Y (GY To CONTIME
clg

SERVE HRS BEEN RETURNED. ..
VHAT 15 YOUR POSITION ? 2
HICE TRY - YOU HERE UNABLE TO RERCH THAT SHOT - COURT 8 3
SCORE: 40 -38
PRESS RHY KEY TO CONTINUE

cls
SERYE IS 1700D... RCE!!
SCORE:  DEUCE
PRESS ANY KEY T0 CONTINUE
cis
SERVE 1S GRD.

SERVE AGIIN! TYPE %L
SERVE 1S BRD... DOUBLE FAULT!
SCORE:  HDD QU7
PRiSSﬁ\'Y"KE‘t‘ TO CONTINUE
cisg

SERVE 1S GOOD... CAN’T RETURN IT!!
SCORE:  DEUCE

PRESS ANY KEY TO CONTINUE
cls

SERVE 15 BHD.
SERVE RGRIN! TYPE 7S
SERVE 1S GAD... DOUBLE FAULT!
SCORE:  RDD OUT
PRESS AR FI(E\' T0 CONTINGE
cls

SERYE 1S BAD.
SERVE AGTIN! TYPE L
SERVE I3 GOOD... CAN‘T RETURN IT!!
SCORE:  DRUCE
PRESS ANY KEV TO CONTINUE
cls

SERVE 15 0AD.
SERVE RGAIN! TYPE 1L
SERVE 15 GOOD... CAN‘T RETURR IT!!
SCORE:  ADD IH
PRESS mi:gv T0 CONTINGE

SERVE HES BEEN RETURNED. ..

HHAT 1S YOUR POSITION ” 2

JHAT TYPE OF SHOT ARE YOU HRKING 23

{HAT PART OF THE COURT ARE YOU AIMING FOR 7 £
YOUR RETURN IS GOOD!
CORPUTER’S RETURN 1S GOOD!

PRESSRN}KE\’TOCOHTME
cis

SERVE HA> BEEM RETURNED. ..

HHAT IS YOUR POSITION 7 3
HICE TRY - YOU HERE UNABLE TO REACH THAT SHOT -~ COURT # 2
SCORE:  DEUCE

PRESS ANY KEY TO CONTINUE
cls

18 (LS
28 PRINT @ 416, "TENNIS BATCH"
38 PRIN

48 PRINT TRB(?)"COPYRIGHT 1979 CREATIVE COWPUTING HMORRISTORN WJ°

S8 PRINT @ 968, °*:



68 INPUT"DO Y0U MEED INSTRUCTIONS'; I$ 1098 PRINT CHR$¢8)CS$

78 IF LEFT$(I$, ="N" THEN 260 1018 PRINT @ 394, CHR$(L)"WHAT PART OF THE COURT ARE YOU RIMING FOR °* CHR$(S):
88 S 1008 R$=INKEVS -

99 PRINT TRB(3); "THERE ARE SEVERAL OPTIONS RYAILABLE TG YOU RS TO POSITION® 1838 Re=INKEVS

168 PRINT"PLACEMENT OF SHOT, AMD SPEED (TYPE) OF SHOT. THE KEY THAT* 1648 IF R$="" THEN 1938

148 PRINT 90U WILL USE IS...* 1650 R=VALR$)

128 PRINT 1668 PRINT CHR$(BIR

138 PRINT TRB(S)*POSITION (PLACEMENT, T00): L BRCKCOURT (1) R BACK-* 1678 S=168+RID(8)

148 PRINT TAB(S); "COURT (2% L FORECOVRT (3% R FORECOURT (4).* 1688 IF C$="L" THEN 1118

158 PRINT 1699 IF 5¢81 THEN 11%

168 PRINT TAB(S)"SPEED (TYPE) OF SHOT: FRST-SLAM (5); SLOW-LOB (L)." 1168 GOTO 1420

178 PRINT 1148 IF 5¢91 THEN 14%

169 PRINT TRB(3)"BACKHANDS AID FOREHANDS WILL MERFLY BE RSSUYED AS YOU * 1128 U=42RHD(0)

198 PRINT "SHOOT FROM A CERTRIN SECTION OF THE COWRT.* 1438 PRINT TAB(15); "VOUR RETURN 1S BRD...°
208 PRINT TAB(3) "ON SERVES, VOU CANNOT HAVE PLACEMENT OPTIONS, BUT YOU® 1448 IF K2 THEN 1478

246 PRINT “HILL BE ABLE 70 ALTER THE SPEED OF IT. BY THE WY, YOU* 1458 PRINT TRB(A5); *HIT QUT-OF-BOLADS. °

228 PRINT "HILL BE ALLOMED 7O SERVE FIRST IN AL GRYES.® 1168 GOTO 1438

238 PRINT 1478 PRINT TRB(15); *HIT INTO HET.*

248 PRINT 8 979, "PRESS ANY KEY TO CONTIME®; 1169 GOTO 1438

258 IF INKEYS =*" THEN 250 1198 PRINT TAB(15); “YOUR RETURN IS GOOO!™

268 LS 1268 RI=INT(44RID(B))

278 PRINT™HERE HE GO ..... . 1218 IF Refe=5 THEN 1460

288 v=8 1228 H=ABBRID(B)

298 79 1238 IF C$="L" THEN 1249

380 PRINT 8 64, SERYE! TYPE 7% CHR$(35); CHR$Q3L): 1248 IF W(B4 THEN 1348

310 RS=INKEYS 1258 GOTO 1279

328 Re=INKEVS 1268 IF HCB4 THEN 1348

238 IF Ad="" THEN 328 1278 C1=4+RHD(8)

348 PRINT CHR$(BY; R$: 1288 PRINT TAB(1S); "COMPUTER’S RETURN IS BRD. "
358 IF RSO*L D ASO"S® THEN PRINT: PRINT™/L’ R “S’ *: GOTO 1488 1298 IF BC2 THEN 1308

368 A=1684R0D(B) 1388 FRINT TRR(AS); "HIT OUT-OF-BORDS. °

378 PRINT @ 128, CHR$(3L); 1319 GOTO 1410

388 PRINT 8 64,°% 1328 PRINT TRB(AS); "HIT INTO MET.®

39 IF R$="L" THEN 500 1338 GOTO 1418

498 (=5 1348 PRINT TRB(15); "COMPUTER’S RETURN IS GOOD!*
418 D=51 1358 PRINT

428 TF ACC THEN 468 1368 PRINT TRB(19)°PRESS RRY KEY TO CONTIMUE®;
438 IF RO THEX 728 1378 IF INKEVS =" THEN 4370 ELSE 868

449 PRINT*SERVE IS BRD. 5 CHR$(31) 4388 PRINT® NICE TRY - YOU HERE NRBLE TO REACH THAT SHOT - CORT 4" ¢
458 GOTO 538 1398 GOTO 1439

460 PRINT™LET SERVE .. TRE2. " 1489 PRINT® NICE SHOT- THE COMPUTER COULDN’T RERCH IT.*
478 FOR 19=1 10 560 1410 V=91

488 HEXT 1429 GOTO 1440

498 60T 300 1438 2=744

568 C=4 1440 GOSLB 1770

548 D=56 1458 PRINT TRBCAS);"SCORE:  ° 5%

528 GOTO 429 1468 IF Y>=4 AHD 'DZ+4 THEN 1518

538 PRINT & 128, "SERVE BGAIN! TYPE 25 CHR$(OS)CHR(3L); 1478 IF D=4 B DV+4 THEN 1538

548 B=INKEYS 1488 PRINT

50 BS=INKEYS 1498 PRINT TRBC13)"PRESS ANY KEY TO CONTINE®;
568 IF B$="" THEN 558 1588 IF TNKEVS =°* THEN 1500 ELSE 300

578 PRINT CHR$(8); B$ 1510 =4

588 IF BSO™L" AHD BSOS* THEN PRINT*/L’ OR /S’.*: GOTO 538 1528 GOTO 1548

590 E=168+RND(0) 1538 24=24+4

688 IF B$="L" THEN 698 1548 PRINT

618 G=5 1558 PRINT* e GRIE OYER ——————me?
626 H=41 1568 PRINT

638 IF ECG THEN 670 1570 ¥=8

646 IF ECH THEN 720 1568 28

650 PRINT"SERVE IS BRD... DOUBLE FRULT!® 1598 PRINT TABCASY; "SCORE-GRIES:  YOU...ME®
668 GOTO 4438 1688 PRINT TRR(2); ¥Li* =52

678 PRINT"LET SERVE... TRKE £.® 1646 FOR A=1 70 1000

689 GOT0 538 1628 HEXT

698 6=3 1638 (LS

708 K76 1648 IF Y= RID YOZ+L THER 1678

748 GOTO 638 1658 IF 24)=6 @D ZDYi+l THEN 1769

728 1=160 * RHD(B) 1668 GOTO 1488

738 1F 1>6 THEN 768 1678 PRINT

748 PRINT TRB(18); "SERVE 1S GOOD... RCE!!® 1689 PRINT "ok CONGRATULATIONS. .. YOU RON #ei®
758 GOT0 4418 1698 GOTO 1728

768 K=108+RID (8) 1768 PRINT

770 IF R$="L" THEN 38 1716 PRINT "#eex RS PREDICTED, THE COMPUTER IS AGAIN TRIUMPHANT! sewe®
768 IF B$="L" THEN 838 1720 PRINT

798 M6 1738 PRINT* 1D LIKE 0 PLAY YOU AGRIN SOMETIME, BUT RIGHT MW, I*
208 IF KO THEN 850 1748 PRINT "HAVE TOREST......... BYE! !

818 PRINT® SERVE 1S GOOD... CRN'T RETURN IT:!* 1738 PRINT

828 GOTO 1418 1768 B

838 N=76 1778 IF ¥)=2 D D=2 THEN 1898

840 GOTO €98 1788 IF ¥=4 (R 7=4 THEN S$="GRME": GOTO 1938
858 PRINT*SERVE KRS BEEN RETURMED...* 1798 IF ¥=0 THEN ¥4="LOVE - *

868 O=IHT (44RID(B))+L 1800 IF V=1 THEN ¥4="15 - *

878 PRINT @ 256, CHR$(31); 1816 IF ¥=2 THEN ¥4="28 - *

€88 PRINT TABC18Y; *HHAT 1S YOUR POSITION 77 CHR$(95); 1820 IF ¥=3 THEN Y4="48 - ©

898 0$=IMKEVS 1838 IF Z=0 THEN Z$="LOVE"

908 0$=INKEYS 1848 IF Z=1 THEN 28="45"

910 IF Q3="" THEN 988 1850 IF Z=2 THEM Z8="38"

928 G=VA_(0%) 1860 IF 2=3 THEN Z§="48"

938 IF =8 THEN %08 1878 S§=¥$+2¢

948 PRINT CHR$(8Y; Q 1688 GOTO 4938

958 IF 040=5 THEN 1389 1698 IF Y=2 THEN S$="DEUCE": GOTO 1939

968 PRINT 8 338, CHR$(3L)*KHAT TYPE OF SHOT ARE YOU MAKING 7° CHR$(95); 1980 IF v=z+1 THEN S$="ADD IN " GOTO 1938
978 C4=IKEY$ 1948 IF ¥=2-1 THEN S$="fDD OUT*- GOTO 1928

989 C$=INKEVS 1928 IF Y=242 OR 2=942 THEN S$="GRIE"
999 IF C$="" THEN 989 167 1938 RETURN



The operation of ttis 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, ipace=27), a
simple table look-up is performed to
find the correct numters to punch
onto the tape. These numbers are
stored in the DATA stalements.

Written by Bill Gardner and Jim
Larus, Tickertape firsi appeared in
Creative Computing, May/June 1977.

This program uses RS-80 graph-
ics which do not reproduce well on a
line printer. Therefore t 1e sample run
does not give a true representation of
the program. The only way this
program can be truly appreciated is
torunit.
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i@ (LS

28 PRINT @ 410, "TICKERTAPE"

36 PRINT

40 PRINT TRB(7)"COPYRIGHT 1979 CRERTIVE COMPUTING HMORRISTOMN NJ*
58 PRINT @ 968, 7%

68 INPUT"PRESS ENTER TO STRRT"; I$

78 CLS

80 CLEAR 1688

98 Mv$=STRING$(26, 32)

168 FOR R=1 TO 26

116 RERD ¥

129 MID$CHYS, A, 1)=CHR$CY)

436 NEXT A

140 POKE 16526, PEEK(VARPTR(MY$)+1)

1568 POKE 16527, PEEK(VARPTR(HV$)+2)

168 IF PEEK(16548)=186 THEN DEF USR 8=PEEK(16526)+PEEK(16527)%256+20 16%( PEEK(16527)0127)
178 DIW LT¢27, 3, 5

186 FOR A=1 TO 27

198 FOR B=1 T0 3

208 FOR C=1 T0 §

210 RERD ¥

226 LTCA, B, C)=vY+168

2B NEXT C, B, A

248 GOTO 768

250 DATA33, 193, 61, 17,192, 61, 1, 63, 8, 237, 176, 35, 19

269 DATAYL, 63,8, 237, 176,35, 19,1, 63,8, 237, 176, 261

278 DATASS, 34, 34, 31, 88, 91, 48,40, 40, 91, 91, 28, 28, 28, A
280 DATASL, 31, 31, 34, 88, 91, 40, 40, 40, 79, 91, 76, 76, 76, 43
290 DATASS, 34, 31, 34, 46, 31, 28, 28, 28, 28, 43, 76, 76, 76,48
309 DATASYL, 24, 31, 34, 88, 31, 28, 28, 28, 91, 84, 76, 76, 76,43
310 DATASL, 31, 31, 34, 34, 91, 40, 48, 28, 28, 91, 76, 76, 76, 76
328 DATRSY, 34, 34, 34, 34, 91, 49, 40, 28, 28, 94, 28, 28, 28, 28
330 DATASS, 34, 34, 34, 48, 94, 28, 28, 48, 88, 43, 76, 76, 76, 43
340 DATAYYL, 28, 28, 28, 91, 91, 48, 40, 48, 91, 91,28, 28, 28, 51
350 DATAZL, 34,91, 34, 31, 28, 28, 94, 28, 28, 76, 76, 91, 76, 76
360 DATAZS, 28, 31, 94, 31, 28, 28, 28, 91, 28, 43, 76, 76, 43, 28
370 DATR9L, 28, 76, 48, 31, 91, 43, 76, 28, 28, 91, 28, 28, 31, 88
389 DATASY, 28, 28, 28, 28, 94, 28, 28; 28, 28, 91, 76, 76, 76, 76
398 DRTASY, 48, 76, 46, 91, 91, 28,34, 28, 91,91, 28,28, 28, 91
400 DATAZL, 48, 76, 28, 91, 91, 28, 51, 28, 91, 94, 28, 34, 46, %1
418 DATABS, 34, 31, 31, 88, 91, 28, 28, 28, 91, 43, 76, 76, 76, 43
420 DATASL, 31, 34, 21, 88, 91, 4, 46, 40, 31, 91, 28, 28, 28, 28
439 DATABS, 34, 34, 34, 88, 91, 28, 28, 28, 91, 43, 76, 79, 48, 79
448 DATA9L, 24, 34, 31, 88, 91, 88, 46, 48, 31, 94, 28, 31, 40, 76
458 DATRES, 31, 34, 31, 34, 34, 48, 48, 48, 76, 76, 76, 76, 76, 43
460 DATA31L, 31, 94, 34, 31, 28, 28, 91, 28, 28, 28, 28,91, 28, 28
478 DATASL 28, 28, 28, 91, 91, 28, 28, 28, 91, 43, 76, 76, 76, 43
488 DATAS, 28, 28, 28, 91, 94, 28, 28, 28, 91, 31,43, 88, 43, 31
498 DRTA94, 28, 28, 28, 91, 91, 28, 28, 28, 91, 43, 76, 43, 76, 43
568 DATASL, 28, 28, 28, 91, 28, 79, 48, 79, 28, 91, 28, 28, 28, 51
518 DATA9L, 28, 28, 28, 91, 28, 31, 88, 31, 28, 28, 28, 51, 28, 28
526 DRTA3L, 31, 21, 31, 94, 28, 76, 40, 31, 28, 91, 76, 76, 76, 76
53@ DATA2S, 28, 28, 28, 28, 28, 28, 28, 28, 28, 28, 28, 28, 28, 28
548 FOR A=1 TO LENCTXS)

558 X=ASC(MID$(TXS, R, 1))-64

568 IF ®=-32 THEN ¥=27

ST FORC=4 TO S

580 FOR B=1 TO 3

598 POKE 1588746448, LT(K, B, C©)

608 NEXT B

618 ZX=USR(8)>

628 NEXT C

638 FOR B=1 T0 3

649 POKE 15887+64#B, 32

658 NEXT B

668 RX=USR(@)

678 NEXT R

688 IF INKEY$ ="" THEN TX$=LEFT$(TX$, LEN(TX$)-5): RETURN
698 END

768 PRINT @ 968, °";

740 FOR A= TO 7

728 PRINT

730 FOR B=1 TO 26

748 KEXT B, A

798 PRINT @ 384, STRING$(64, 148

768 PRINT @ 648, STRING$(64, 148)

778 PRINT CHR$(14)"MESSAGE-"

788 TXE=""

790 A$=INKEY$

800 IF A$>="R" AND A$C="Z" OR A$=" " THEN TX$=TX$+R$: PRINT RS$; : GOTO 798
816 IF A$="" THEN 799

826 IF ASCCA$ICOL3 THEN 848

838 GOTO 86e

840 IF ASC(A$)=8 THEN PRINT €@ 768, "MESSAGE-" CHR$(31): TX$=""
850 GOTO 798

868 PRINT @ 768, STRING$(63," ")

878 PRINT @ 832, STRING$(63." ™)

888 THE=TX$+" ®: GOSUB 54@: GOT0 816

169
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18 CLS: PRINTE443, "TY PLOT®
2@ PRINT: PRINT TAB(?> "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ®

30 PRINT@A6%, “%; - INPUT "DO YOU NEED INSTRUCTIONS"; I$
s . . 48 IF LEFT$(I$, 1)="N* THEN 146 ELSE CLS: PRINT TRB(27)"T¥ PLOT®
This progiam automatically devises 58 PRINT
plots for television shows or series €8 PRINT "THIS PROGRAM AUTOMATICALLY COMES UP WITH TELEVISION
guaranteed to appeal to the masses 7@ PRINT "SHOWS GUARANTEED TO RPPEAL TO THE MASSES AND WIN®
. : : 80 PRINT "HIGH NEILSEN RATINGS. ":PRINT
and win hgh Nielsen ratirgs. By 99 PRINT@S72, "PRESS ANY KEY TO CONTINUE";
substituting appropriate words in the 108 IF INKEV$="" THEN 16@ ELSE CLS: N=8
various parts of the programit could be 148 CLS
; ; 126 GOSUB 610
easily modif er(]j for dmgny other useff ul 130 ON ¥ GOTO 148, 159, 168, 178, 180, 146, 150, 169, 176, 188
purposes such as devising names for 143 R$="PROCRAN"- GOTO 198
new breakfast cereals, preparing PhD 150 R$="REPURT": GOTO 198
theses, or naming government agen- 160 A$="SPECIAL": GOTO 198
cies and ther corresponding projects. priuai i
_ This prog am was originally written 198 GOSUE 819
in FOCAL by Mary Cole and converted 268 ON X GOTO 210, 228, 238, 249, 250, 260, 270, 280, 290, 368
to BASIC by David Ahl. 210 BS="SHIHGING": GOTO 310
290 B$="BRILLIANT®: GOTO 340
_ Y PLOT 239 B$="SALTY": GOTO 310
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ 248 BS="HILARIOUS"- GOTO 348
cls 250 BS="SENSITIVE": GOTO 310
DO YOU NEED | NSTRUCTIONS? YES- 266 B$="DODDERING" - GOTO 4@
cls 276 BS="HENPECKED": GOTO 316
THIS PROGRAN AUTOMATICALLY COMES UP WITH TELEVISTON B e S
SHOWS GUARAN EED TO APPEAL TO THE MASSES AND WIN 20 BSCHERYY" L 310

HIGH NEILSEN RATINGS.

PRESS ANY KEY TO CONTINUE 318 G0SUB 820

328 ON X GOTO 338, 340, 350, 368, 370, 380; 390, 460, 418, 428

cls 330 C$="GIRL COKHAND®: GOTO 420
THE REPORT 1. ABOUT A DEDICATED LITTLE BOY WHO IS A DISASTER 349 C$="LITTLE BOYY: GOTO 438
AT WINNING RFCES AND WHO DESTRQYS THE CITY. 350 C$="SCISNTEST"- GOTO 4306
360 C$="LAKYER": GOTO 438
ANOTHER (¥ OF M) 378 C$="TOWY MARSHALL™: GOTO 430
THE SERIES It ABOUT A HENPECKED JUNGLE MAN WHO IS A FLOP 383 C$="DENTIST": GOTO 438
AT COOKING HEALTH FOOD AND WHO DESTROYS THE CITY. 398 C$="BUS DRIVER"- GOTO 430
489 C$="JUNGLE MAN"- GOTQ 438
ANOTHER (¥ OF N) 448 C$="SECRET RGENT": GOTO 438
THE STORY IS ABOUT A DEDICATED SECRET RGENT WHO IS A FLOP 428 C$="COLLIE"
AT PITCHING 00D AND NHO RECOVERS THE JEMWELS. 426 GOSUB 810
448 ON % GOTD 450, 468, 470, 480, 490, 450, 460, 478, 488, 490
FNOTHER <Y OF N> 458 D$="f WIIZ": GOTO 588
THE SPECIAL 1S ABOUT A SWINGING SCIENTEST WHO.IS A WHIZ 460 D$=" FLOP"- GOTO 588
AT WINNING RFZES AND KHO MAKES THE SACRIFICE. 476 D$="MEDIOCRE": GOTO 460
480 D$="A SUCCESS™: GOTO 468
ANOTHER (¥ OF N) 499 D$="A DISASTER"
THE SPECIAL S ABOUT A DEDICATED SECRET AGENT MHO IS A FLOP 560 GOSUR 8.8
AT PROTECTINC ECOLOGY AND WHO FINDS LOVE. 518 ON X GCTO 528, 538, 540, 556, 560, 578, 580, 598, 600, 616
528 E$="SOLYING CRIMES": GOTO 628
ANOTHER (Y OF N> 536 E$="ROPING CONS": GOTO 620
THE PROGRAM S ABOUT A HILARIOUS JUNGLE MAN WHO IS A FLOP 548 E$="COCKING HERLTH FOOD®: GOTO 628
AT PITCHING 100D AND WHO CONFESSES. 598 E$="PITCHING KOOD": GOTO 628
568 E$="PRCTECTING ECOLOGY": GOTO 620
ANOTHER (Y O N) 578 E$="HELPING CHILDREN": GOTO 626
THE REPORT 1:: ABOUT A SENSITIVE LAWYER WHO IS A WHIZ 580 E$="TWC-FISTED DRINKING": GOTG 620
AT HELPING CI ILDREN AND WHO HELPS THE DOG. 598 E$="FICHTING FIRES"* GOTO 620
60@ E$="HERDING ELEPHANTS": GOTO 62@
RNOTHER (¥ OF ) 61@ E$="WINHING RACES": GOTO 628
THE REPORT It' ABOUT A HEAYY SCIENTEST WHO IS A WHIZ 520 GOSUB 818
AT FIGHTING FIRES AND WHO STOPS THE FLOOD. 638 ON ¥ GOTO 648, 658, 660, 678, 688, 698, 760, 710, 720, 730
640 F$="RECOVERS THE JEMELS": GOTC 748
ANOTHER <Y OF N> 650 F$="FOILS THE SPIES": GOTQ 748
cis 66@ F$="DESTROYS THE CITy": GOTO 740
THE STORY IS RBOUT A HENPECKED JUNGLE MAN WHO IS A FLOP 67@ F$="FINDS LOVE": GOTO 748
AT WINNING RF:ES AND WHO HELPS THE DOG. 688 F$="SAVES THE ANIMALS": GOTO 748
6908 F$="CONFESSES": GOTQ 74@
RNOTHER <% OF N 708 F$="DISCOVERS THE SECRET": GOTO 748
THE STORY 1S ABOUT A BRILLIANT JUNGLE MAN WHO IS A DISASTER 740 F$="STCPS THE FLOOD": GOTO 748
AT HELPING CtILDREN AND WHQ STOPS THE FLOGD. 728 F$="HELPS THE DOG"- GOTO 740
730 F$="MAKES THE SRCRIFICE"
ANOTHER ¢¥ OF N 748 PRINT "THE "; A$: “ IS ABOUT R ™ B$: “ 5 C# " WHO IS " D$
THE REPORT I¢ RBOUT R SENSITIVE GIRL COMHAND WHO IS R WHIZ 758 PRINT “AT % E$;  AND WHO " F$; * - PRINT: N=N+i
AT TWO-FISTEL DRINKING AND WHO DESTROYS THE CITY. 768 PRINT "ANOTHER <¥ OR ND*;
778 A$=INKEYS: IF R$="" THEN 778
ANOTHER ¢¥ Oi* N> 786 IF LEFT$CAS 1)="N" THEN 820
THE STCRY IS AROUT A THOUGHTFUL TOWN MARSHALL WHO IS A WHIZ 798 IF N=4 THEN CLS: N=8 ELSE PRINT
AT PROTECTIN( ECOLOGY RND WHO MAKES THE SACRIFICE. 880 GOTO 120
810 R=INT(:O+RND(B)+1) :RETURN
ANOTHER <¥ 02 N) 828 CLS. PRINT “0.K  HOPE YOU HRVE R SUCCESSFUL TV SHOW!'®

cis 170 S0 END




Twonky

The computer will set up a 15x15 playing field in which
you are randomly located. Also inside the field is an
objective square, 30 blocked squares (walls}, 22 relocation
squares, and 1 super special new maze square, and, of
course, the Twonky {(which is no relation to a creme-filled
cupcakel.

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
vou. (He is impervious to all traps, even walis). When he
gets too close to you {2 or fewer squares), you lose.
However, you are equipped with a de-materializing ray gun.
You have the option of using this on your turn. If you hit the
Twonky he de-materializes and then re-materializes on a
different square of the maze to resume his quest after you.
(CAUTION: he could be dropped into your lap!).

After each move pair (you and Twonky), your distance
from both the Twonky and the objective square are printed.
There is no board printout — you play blind. However, using
the distances, you can home in to the approximate position
of both Twonky and objective.

When shooting at the Twonky, you do not have a shot if
the distance he is from you is not an integer. For example: If
the Twonky is 2.23606 units away, you don’t have a direct
shot. If he is 4 units away, you do have a shot. Exceptionsto
this rule are distances of 5, 10, 13, and 17. (A review of the
Pythagorean Theorem will show why this is true.) Hence, if
the distance is 5, 10, or 13 (but not 17), you may or may not
have a direct shot. Likewise, this set of rules applies to the
direction of the objective.

If you watch your distances before and after moving, you
should be able to tell where the Twonkyisinrelation toyou,
e.g., forward and to the right, or backward and to the left.
Take the distance you are from the Twonky, square it, say
2.236062 = 4,999998 approx. = 5. Then find two integers
that when squared and added together equal this (2 and 1).
If the Twonky is forward and to the right, you now knuw that
he is either up 2, over 1, or up 1, over 2.

The thing that makes Twonky unique, is that it can be
played on two levels, one in which you play for fun, moving
haphazardly; or you can play while figuring out exact
positions, and calculating moves in advance for a challeng-
ing {as well as fun) game.

Twonky was written by Mark Capella and first appearedin
Creative Computing, May/Jun 1977.
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THWONKY

COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOWN, NJ

DO YOU NEED INSTRUCTIONS? ¥Y_

cis

THONKY

THIS IS THE GAME OF TWONKY.

YOU HAVE LANDED ON THE PLANET OF TWINKY AND
ITS KING (KONG: THEIR KING IS KING KONG) HAS
CAPTURED YOU. HE HAS PUT YOU IN A MAZE THAT IS
15 * 15 UNITS LONG. YOU ARE IN THE DARK AND CANNOT
SEE.. . YOU MUST GET TO THE OBJECTIVE SQUARE AND
BE SET FREE.

HAZARDS INCLUDE:
SQUARES THAT YOU CANNOT GO INTO {3@).
SQUARES THAT RANDOMLY THROW YOU AROUND THE MAZE (22).

SRUARE THAT SETS UP A NEW MAZE AND ALL THART'S IN IT (1)
PRESS ANY KEY TG CONTINUE

cls

THONKY

THERE IS MONSTER CALLED TWONKY THAT CHASES YOU AND WILL
ABSORB YOU IF THE DISTANCE IT IS FROM YOU FALLS
BELOW 2 UNITS.

THONKY IS ALSO IMMUNE TO ALL TRAPS INCLUDING WALLS.

HIT ANY KEY TO CONTINUE

cls

THONKY

YOU CAN:

MOVE ONE SQUARE AT A TIME TO FIND THE OBJECTIVE
OR ESCAPE FROM THE THONKY.

SHOOT AT THE TWONKY ONE DIRECTION AT A TIME.
IF THE TWOMKY IS HIT, HE WILL BE REPLACED IN THE
MAZE RANDOMLY.

IF THE TWONKY ABSORBS YOU.. YOU LOSE.
IF YOU LAND ON THE OBJECTIVE SQUARE YOU WIN.

600D LUCK!
HIT ANY KEY TO CONTINUE

cls




THE THONKY IS 3. 68555 UNITS AWAY. 18 CLS. PRINTG4L3, "THOHKY"
THE OBJECTIVE IS 4, 12311 UNITS RWAY. 20 PRINT: PRINT TRB(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NI®
38 PRINT@O6B, *%; - INPUT "DO YOU HEED INSTRUCTIONS®; I
HOYE OR SHOOT (M/7S)? M 4@ GOSUB 2168
HHICH WARY (F/B/R/LX? B. 56 DIM A(1S5, 15)
69 LET R9=8
cis 78 G0SUB 1710
89 GOSUB 1238
99 REM
1068 PRINT "MOVE OR SHOOT <W/$)%:
118 1HPUT 68¢
120 1F LEFT$(08S: 1)="H" THEN 158
138 IF LEFT$¢E8S, 1)="5" THEN 838
148 GOTO 98
156 PRINT "WHICH KAY (F/B/R/L
YOU'VE BEEN RELOCATED !t 168 INPUT OF
178 (S
THE TWONKY IS 7. 81825 UNITS AWAY. 486 IF LEFT$0$, 1)="F" THEN 230
THE OBJECTIVE IS 7.28814 UNITS AWAY. 198 IF LEFT$(Q$, 1)="B" THEN 268
288 TF LEFT$(0$,1)="L" THEN 298
THONKY MOVES. .. 210 IF LEFT$(0$, 1)="R" THEN 328
228 GOTG 98
THE TWONKY IS 7. 2411 UNITS AKAY. 238 LET ¥5=%
THE OBJECTIVE IS 7. 28841 UNITS AWAY. 248 LET ¥5=9-4
298 GOTO 358
HOVE OR SHOOT (M/5>? M 268 LET 53-8
WHICH WAY ¢F/B/R/LY? R.. 278 LET ¥5=t44
268 GOTC 350
clis 290 LET ¥5=%-1
308 LET ¥5=%
318 GOTG 359
MOVE ALLOKED. 328 LET 55=4+1
338 LET ¥3=Y
THE TWONKY IS 7. 81825 UNITS AWAY. 348 G0T0 350
THE OBJECTIVE IS 7 UNITS RWAY. 358 IF XS4 THEN 408
368 IF ¥515 THEN 468
THORKY HOVES. .. 378 IF Y54 THEN 468
380 IF Y5015 THEN 408
THE TWONKY IS 7. 2141 UNITS AuRY. 399 GOTO 438
THE OBJECTIVE IS 7 UNITS AWAY. 488 CLS: PRINT "THAT WOVE TRKES VOU OUT OF THE MAZE *®
418 PRINT "HOVE NOT ALLOMED. "
KOVE OR SHOOT (/57 M 428 GOTO 1318
RHICH KAY (F/B/R/LY? R_ 438 OH (ACKS, Y5)+1) GOTO 446, 519, 528, 550, 659, 698, 806
448 REM oo EPTY SPACE
430 LET ACK ¥)=8
468 LET A5, Y=
478 LET %=¥5
488 LET ¥=Y3
498 CLS: PRINT "HOVE ALLOKED. *
508 GOTO 1318
518 REM #++ IMPOSSIBLE TO GET HERE
520 REH ++ BLOCKED SPACE ROUTINE.
538 CLS: PRINT "THAT SPACE IS BLOCKED. ®
THE TWONKY IS 8 86226 UNITS AWAY. 548 GOT0 1310
THE OBJECTIVE IS 2. 23607 UNITS AWAY. 558 REM ++x RELOCATION ROUTINE.
568 PRINT "YOU‘VE BEEN RELOGCARTED Hit®
MOVE OR SHOOT (M/5)7 M 578 GOSUB 2568
HHICH NAY (F/B/R/LY? R 588 IF A(Z W)>2 THEN 428
598 IF A(ZHXCOB THEN 578
cls 688 LET R(Z W)=4
610 LET A(X ¥)=8
628 LET %=Z
638 LET v=i
648 GOTO 1318
638 REM % CHANGE ALL, SUPER TRAP.
668 PRINT *  YOU HIT THE SUPER TRRP!' YU GET A NEN HAZE. "
678 GOSUB 1718
668 GOTO 4318
YOU'VEBEEN RELOCATED ! 698 REM ¢ HE HON!
708 PRINT
THE THONKY IS 2. 23687 UNITS RWAY. 718 PRINT "1 DON‘T BELIEVE IT BUT YOU WON THE GRRE!®
THE OBJECTIVE IS 8. 86226 UNITS RNAY. 728 PRINT "YOU GOT 70 THE OBJECTIVE BEFORE®
738 PRINT ®  THE THONKY GOT vou!t®
THONKY MOVES. .. 748 REH
758 PRINT “TRY RGAIN (Y%
THE TWONKY IS 1. 44421 UNITS RAWAY. 760 INPUT 6%
THE OBJECTIVE 1S 8 86226 UNITS RHAY. 778 1F LEFTH08, 1)="y® THEN CLS: GOTO 68
788 IF LEFT$(HS, £3="N" THEN 2600
798 GOTO 758
> > > SCHLOORP 't ¢ ¢ < 880 REM ++x HE LANDED ON THONKY!
THE TWONKY JUST ABSORBED YOU!' YOU LOSE. 810 PRINT °Y0U STEPPED ON THE THOMY!®
TRY RGRIN (Y/N>? N 828 GOTO 1678

cls
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930 REM *=ox SHOOT ROUTINE

848 PRINT “HHICH WRY (F/B/R/LY™:
858 INPUT G¢

866 CLS

878 TF LEFT$¢08, 1="F" THEN 928
888 IF LEFT$(E$,1)="B" THEN 958
898 IF LEFT$(Q%, 1)="R" THEN 1616
988 IF LEFT$(@$,1)="L" THEN 988
518 GOTO 98

928 LET 51=0

938 LET S2=-1

949 GOTO 1030

938 LET 51=¢

968 LET S2=1

978 GOTO 1830

980 LET S51=-1

998 LET 52=8

1680 GOTO 1038

1618 LET Si=1

1628 LET 52=8

1038 LET Ri=X

1048 LET R2=Y

1858 LET Ri=R1+51

1668 LET R2=R2+52

1078 PRINT "2 R P %

1680 IF R4 THEN 1430

10898 IF R1M5 THEN 1138

1189 IF R2(4 THEN 1138

1418 IF R2X45 THEN 1138

1126 GOTO 1178

1438 PRINT "FIZZLE..."

1140 PRINT "SHOT LEFT MRZE. "
1458 PRINT "SHOT HISCED. ®

1168 GOTO 1318

1478 IF ARLR2Y(O2 THEN 1228
1189 PRINT "BLAST!1!"

1198 PRINT "YQU HIT RALL. ®

1268 PRINT "SHOT MISSED. ™

1216 GOTO 4310

1228 IF R(RL RYO6 THEN 1658
1238 PRINT “QUCHU!®

1248 PRINT "THONKY RETREATES. *
1258 LET A(R4, R2)=R9

1268 GOSUB 2560

1270 IF R, W)OB THEN 1268
1289 LET A H)=6

1298 LET R1=2

1300 LET Yi=H

1346 GOSUB 1318

1320 GOTO 1458

1338 REM ¢ PRINT THOMKY AND OBJECTIVE DISTRNCE
1348 PRINT

1358 PRINT *THE THONKY 1S%
4368 D=(SER(ABSCCR-RII2H(H-NI2IN
4379 PRINT s

1389 PRINT "UNITS AMRY. "

1336 PRINT “THE BJECTIVE I1S%:
1408 DI=(SAR(ABS(R2-NI24(¥2-¥(2))
1418 PRINT DL

1428 PRINT "UNITS RHRY. "

1438 PRIRT

1440 RETURN

1438 REH +++ THONKYS LOGIC
1468 1F X2 THEN 1678

1478 LET 2291

1488 LET 24=¥1

1496 IF ¥CX1 THEM 1568

1588 1F XO%L THEN 4589

1548 IF ¥y THEN 4540

1528 LET Z2=¥14d

1538 GOT0 1598

1548 LET 22=¥1-1

1558 GOTO 1598

1568 LET 24=X1-1

1578 GOTO 4598

1598 LET Zi=¥i+1

1598 LET A(XL ¥1)=R9

1698 LET RO=R(24.22)

1646 LET R(ZL, Z2)=6

1626 LET #4=24

1628 LET V=22

1648 PRINT "THONKY HOVES....”"
1656 GOSUB 1328

1666 1F D>=2 THEN 98

1678 PRINY

1688 PRINT > > > SCHLOORP !!! ( ((*

1698 PRINT "THE THONKY JUST RBSORBED YOU!! YOU LOSE. *

1768 GOTO 748
1718 REH w& SET UP HEW HAZE ROUTINE

1720 REM wex 4=PLAYER, 2=BLOCKED SPACES

1738 REM ++x IRELOCATIONS, 4=SUPER TRAP

1748 REM 4+ S=0BJECTIVE, 6=THOHKY

1758 REN *k B=ENPTY SPACES

1765 REM wx« CLERR HAZE

1776 FOR Be=1 10 15

1768 FOR B1=1 10 45

1798 LET A8, B1)=8

1869 NEXT B1

1618 NEXT £9

1826 FOR I=1 70 38

1830 GOSUB 2568

1940 IF A(ZH)OB THEN 1838

1858 LET ACZ:W)=2

1060 NEXT 1

1870 REN #++ PLACE RELOCATIONS

1888 FOR 1=1 T0 22

1898 GOSUB 2568

1998 1F A(Z YO8 THEN 1890

1918 LET A(Z W)=3

1926 NEXT 1

1938 REW ++* PLACE THE SPECIAL TRAP

1948 GOSUB 2568

1958 IF A(2 W08 THEN 1948

1968 LET A(Z W)=4

1976 REM +++ PLACE THE PLAYER

1990 GOSUB 2568

1998 IF A(Z OB THEN 1989

2688 LET A(Z W)=t

2610 LET %2

228 LET Y=

2630 REN +++ PLACE THE OBJECTIVE

2040 GOSUB 2569

2858 IF R(Z OB THEN 26849

2668 LET A(ZW)=5

2078 LET %22

2888 LET Y2

2899 REM *t PLACE THE THOMKY

2199 GOSUB 2569

2418 IF A(Z OB THEN 2468

2128 LET R(Z, W)=6

2439 LET ¥1=7

2148 LET W=h

2156 RETURN

268 REH

2478 IF LEFTSCIS, 1)="N" THEN CLS: GOTO 2558

2488 CLS: PRINT TRB(Z9)"THOMKY" - PRINT

2198 PRINT *THIS 1S THE GRHE OF THONKY.®

2260 PRINT * Y0U HAVE LANDED ON THE PLANET OF TWINKY AND®
2246 PRINT °IT5 KING (KONG: THEIR KING 1S KING KONG) HAS *
2228 PRINT "CRPTURED YOU. HE HAS PUT YOU IN R HAZE THAT IS°
2230 PRINT ™45 15 UNITS LONG YOU ARE IN THE DARK AND CRIDOT®
2248 PRINT “SEE... YOU MUST GET T0 THE OBJECTIVE SIURRE RHD®
2258 PRINT “BE SEY FREE.®

2268 PRINT

2270 PRINT *  HAZARDS INCLUDE:®: PRINT

2268 PRINT “SQUARES THAT YOU CRINGT GO INTO (3).°

2298 PRINT "SQUARES THAT RANDOILY THROW YOU RROUND THE MAZE (22).*
2388 PRINT *SQUARE THAT SETS UP A NEW MAZE AND ALL THRT’S IN IT (D)%
2310 PRINTBS79, 'PRESS RMY KEV TO CONTINUE®:

2328 IF INKEVS="" THEN 2328 ELSE PRINTE128, CHRS(3L);

2339 PRINT: PRINT: PRINT

234 PRINT *THERE 1S MONSTER CALLED THONKY THAT CHRSES YOU RND WILL®
2358 PRINT *  ABSORB YOU IF THE DISTRICE IT IS FROM YOU FALLS®
236 PRINT * BELON 2 UNITS. *

2370 PRINT: PRINT * THONKY IS ALSO IMMRE TO ALL TRAPS INCLUDING WALLS.®

2388 PRINT: PRINT

2399 PRINT@979, "HIT ANY KEY TO CONTINUE™

2488 IF LKEYS="" THEN 2488 ELSE PRINT@128, CHR$Gi)
2410 PRINT *  ¥OU CRN:™- PRINT

2420 PRINT “HOVE ONE SQUARE AT A TIME TO FIND THE OBJECTIVE"
2436 PRINT * OR ESCAPE FROM THE THORKY. ®

2449 PRINT

2458 PRINT “SHOOT AT THE THONKY ONE DIRECTION AT A TIHE ©
2468 PRINT ® IF THE TWONKY IS HIT, HE WILL BE REPLACED IN THE"
2478 FRINT ® HAZE RAIDOMLY. ®

2488 PRINT

2499 PRINT *IF THE THOMNKY RBSORBS YOU... YOU LOSE *

2568 PRINT "IF YOU LAND ON THE OBJECTIVE SOURRE YOU HIN ¥
2518 PRINT

2520 PRINT "GOOD LUCK!®

2538 PRINT@I79, “HIT ANY KEY TO CONTINE®:

2548 IF INKEY$="" THEN 2348 ELSE CLS

2358 RETURN

2568 REM +t SUBROUTINE TO GET 2 RANDOM NUMBERS

2576 LET Z=INT(RID(@)#15+1)

2580 LET HeINTRMD(B)=L15+)

25398 RETURN

2688 B0
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Two-to-T2n is a game of chance
played witt a special deck of cards with
only the cards 2-10. The game is similar
to blackjack in that you are drawing
cards and rying to come as close as
possible to a goal number (chosen at
random before each round) without
going over it. You must come within a
certain nuinber of points of the goal
number de:ermined by a “lucky-iimit”
card. The catch to the game is that you
are not give n the exactvaiue of the goal
number but rather a clue that is only
within 15% of the goal.

Can you hink of a way to make Two-
to-Ten more interesting? Perhaps play-
ing it aganst the computer as an
opponent?

Two-to-Ten appeared in Creative
Computing. Nov/Dec 1976.

TWO TO TEN

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ

DO YOU NEED IN¢ TRUCTIONS? YES_

cls

THO TO TEN

WELCOME 7O THE GAME OF TWO 7O TEN. THAT NRME COMES FROM THE
SPECIAL “DECK (F CARDS/ USED. THERE ARE NO FACE CARDS -~ ONLY
THE CARDS 2-18. THIS GRNE IS EASY AND FUN TO PLRY IF YOU
UNDERSTAND WHA' YOU RRE DOING SO READ THE INSTRUCTIONS
CAREFULLY.

AT THE START Of THE GAME. YOU BET ON WINNING. TYPE IN ANY
NUMBER BETWEEN @ AND 280. I THEN PICK R RANDOM NUMBER
YOU ARE TO REAIH BY THE SUM TOTAL OF MORE CARDS CHOSEN.
BECRUSE OF THE RARE CHANCE OF YQU GETTING TO THRT NUMBER
EXRCTLY, YOU A E GIVEN AN ALLONANCE CRRD. THE OBJECT OF
THE GAME OF TO GET THE TOTAL OF CARDS WITHIN THE MYSTERY
NUMBER WITHOUT GOING OVER.

PRESS ANY KEY TO CONTINUE

cis

¥0U ARE GIVEN .1 HINT AS TO WHAT THE NUMBER IS. THIS IS NOT
THE EXACT NUMBIR ONLY ONE CLOSE. ALL YOU DU IN THIS GAME IS
DECIDE WHEN TO STOP. AT THIS POINT YOUR TOTAL IS COMPARED

WITH THE NUMBEF AND YOUR WINNINGS ARE DETERMINED.

PLACE YOUR BET YOU HAVE ¢ 208 TO SPEND. 7 180

YOUR LUCKY LINIT/ CARD IS A S
YOU MUST COME {IITHIN 5 WITHOUT GOING OYER TO WIN

HERE KE GO
CARD # 1 IS A 7 ¥OU ARE TRYING TO COME NEAR 46
YOUR TOTAL IS 7 DO YOU WANT TO CONTINUE? Y.

cls

PLACE YOUR BET . YOU HAVE ¢ 26@ TO SPEND. 2 10@

YOUR “LUCKY LI:{IT CARD IS A S
YOU MUST COME UIITHIN S WITHOUT GOING OVER TO WIN.

HERE WE GO

CARD # 2 IS A 5 . YOU ARE TRYING TO COME NEAR 46
YOUR TOTAL IS 42 = DO YOU WANT TO CONTINUE? ¥Y_

cls

174

PLACE YOUR BET YOU HAYE ¢ 208 70 SPEND. 7 1@8

YOUR /LUCKY LIMIT” CARD ISR §
YOU MUST COME WITHIN S WITHOUT GOING OVER TO WIN.

HERE WE GO

CARD # 3 IS A 18 . YOU ARE TRYING TO COME NEAR 46
YOUR TOTAL IS 22 . DO YOU WANT TO CONTINUE? V.

cls

PLACE YOUR BET . YOU HAVE ¢ 288 7O SPEND. 7 108

YOUR /LUCKY LIMIT” CARD IS A S
YOU MUST COME WITHIN 5 WITHOUT GOING OVER TO WIN.

HERE WE GO

CARD # 4 IS A 6 . YOU ARE TRYING TO COME NEAR 46
YOUR TOTAL IS 28 . DO YOU WANT TO CONTINUE? ¥_

cls
YOU HAVE ¢ 20@ TO SPEND. ? 160

PLACE YOUR BET

YOUR “LUCKY LIMIT/ CARD ISA S
YOU MUST COME KITHIN 5 WITHQUT GOING QVER TO WIN

HERE WE GO

CARD # 5 IS A 7 YOU ARE TRYING TO COME NEAR 46
YOUR TOTAL IS 35 DO YOU WANT TO CONTINUE? Y.

cis

PLACE YOUR BET YOU HAVE $ 288 TO SPEND. ? 100

YOUR ‘LUCKY LIMIT/ CARD ISR S
YOU MUST COME KITHIN 5 WITHOUT GOING OVER TO WIN.

HERE WE G0

CARD # 6 IS A 3 . YOU ARE TRYING TO COME NERR 46
YOUR TOTAL 1S 44 . DO YOU KANT TO CONTINUE? N_

cis

. YOU HAVE ¢ 208 7O SPEND. 2 168

PLACE YOUR BET

YOUR “LUCKY LIMIT/ CARD IS A S
YOU MUST COME MITHIN 5 WITHOUT GOING OVER TO WIN.

HERE HE GO

CARD # & IS A 9 . YOU ARE TRYING TO COME NERR 46
YOUR TQTAL IS 44 = DO YOU WANT TO CONTINUE? N

¥OU WIN' THE CRRD WAS 44 ,YOUR GUESS TOTAL HAS 44
WITHIN YOUR LIMIT CARD.

YOU NOW HARVE $ 388 IN CASH TO BET IN THE NEXT GAME!
HOULD YOU LIKE TO PLAY THE MEXT GAME? N.

cls



18 CLS: PRINTE441, "TWO TO TEN"

44@ IF M>=B THEN 490

28 PRINT: PRINT TAB(?) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN. NJ" 459 CLS: PRINT "vOU CAN‘T BET MORE THAN YOU‘VE GOT!®

38 PRINTR968, ""; : INPUT "DO YOU NEED INSTRUCTIONS™: I$

40 IF LEFT$(I$ 1)="N" THEN 278

58 CLS: PRINT TAB(27)"THO TO TEN": PRINT

68 PRINT "WELCOME TO THE GAME OF TWO TO TEN. THAT NAME COMES FROM THE"
70 PRINT "SPECIAL ‘DECK OF CARDS‘ USED. THERE ARE NO FACE CARDS - ONLY"
28 PRINT "THE CARDS 2-16. THIS GRME IS EASY AND FUN TO PLRY IF vQU"
98 PRINT “UNDERSTAND WHAT YOU RRE DOING SO READ THE INSTRUCTIONS"

488 PRINT "CAREFULLY. "

118 PRINT

4208 PRINT "AT THE START OF THE GAME, YOU BET ON WINNING. TYPE IN ANY"
438 PRINT "NUMBER BETWEEN @ AND 2¢6. I THEN PICK A RANDOM NUMBER"

148 PRINT "YOU ARE 7O RERCH BY THE SUM TOTAL OF MORE CARDS CHOSEN.
458 PRINT "BECAUSE OF THE RARE CHANCE OF YOU GETTING TO THAT NUMBER"
160 PRINT "EXACTLY, YOU ARE GIVEN AN ALLOWANCE CARD. THE OBJECT OF"
470 PRINT "THE GAME OF TO GET THE TOTAL OF CARDS WITHIN THE MYSTERY"
188 PRINT “NUMBER WITHOUT GOING OVER. "

196 PRINTR979, "PRESS ANY KEY TO CONTINUE®;

280 IF INKEY$="" THEN 208 ELSE CLS

248 PRINT "YOU ARE GIVEN R HINT AS T0O WHAT THE NUMBER IS. THIS IS NOTY
229 PRINT "THE EXACT NUMBER ONLY ONE CLOSE. ALL YOU DO IN THIS GAWE IS"
238 PRINT “DECIDE WHEN TO STOP. AT THIS POINT YOUR TOTAL IS COMPRRED"
249 PRINT "KITH THE NUMBER AND YOUR WINNINGS ARE DETERMINED. *

258 PRINTR979, "PRESS ANY KEY TO CONTINUE";

268 IF INKEY$="" THEN 260
27a CLS. M=280

280 D=0

29 1-8

388 O=INT(1B+RND(@)>+25

348 N=INT(O#RND(8))+0

328 R=(INT(4S+RND(@))+1)/188
330 S=INT(24RND(B)+1)

248 IF S <> 1 THEN 378

358 E=INT(N-(N¥R))

368 GOTO 386

376 E=INT(N+(N#R)>

380 A=INT(9+RND(@)+2)

398 CLS: PRINT

489 PRINT "PLACE YOUR BET
416 INPUT B

428 PRINT

430 IF BC@ THEN 478

YOU HAYE $%; M " TO SPEND. “;

175

468 GOTO 468

478 CLS: PRINT “¥OU MAY NOT BET RGAINST YOURSELF. *

480 GOTO 489

498 PRINT “YOUR /LUCKY LIMIT” CARD ISR % f

586 PRINT "YQU MUST COME WITHIN *; £ " WITHOUT GOING OVER TO WIN. *
516 PRINT

528 PRINT “HERE WE GO*

538 PRINT

e D=D+1

550 C=INT(S+RND(8>+2)

560 PRINT@342, “CARD #"; Di ISR ™ & "
576 T=T+C

588 IF T{=N THEN 616

590 PRINT "YOUR TOTAL IS OVER THE NUMBER "; Ni “ AN AUTOMATIC LOSS!*
680 GOTO 730

618 PRINT "VOUR TOTAL IS " T:; " DO YOU WANT TO CONTINUE®;

620 INPUT 0%

638 PRINT

648 IF LEFT$(R$, £3="Y" THEN 530

639 IF TCN-A OR TON THEN 768

669 PRINT "Y0U WIN! THE CARD WAS *: N; “,¥OUR GUESS TOTAL WAS™ T
678 PRINT "WITHIN YOUR LIMIT CARD. "

680 M=M+B

69@ GOT0 740

780 PRINT "YU BLEW IT!
748 PRINT (N-f)-T

728 PRINT

738 M=M-B

740 PRINT “YOU NOW HRVE $"; M; ™ IN CASH TO BET IN THE NEXT GAME!"
758 IF M(=0 THEN 828

76@ PRINT "HOULD YOU LIKE TO PLAY THE NEXT GAME™:

776 INPUT Q%

788 IF LEFT$(R$, 1)="Y" THEN 280

79@ PRINT"HOPE YOU HAD FUN™;

868 GOTO 840

816 PRINT

826 PRINT CHR$(?);

838 PRINT "YOU ARE BROKE!® YOU MAY NOT PLAY ANYMORE!™"

848 FOR XX=1 TO 2888:NEXT XX:END

YOU ARE TRYING TO COME NEFR °*

THE NUMBER WAS"; N; ", QUTSIDE YOUR LIMIT BY *



UFQ is a strategy game in which you
play againstthe computerin alife-and-
death strug gle for superiority of space.
It takes plece after a space war with
another planet in which both earth and
the attacker's planet are destroyed.
Both plarets—basically similar in
strength, sccial structure, and scientif-
ic awareness—realizing they are
doomed, la.inch a“lifeboat” intospace.
The lifeboits are equally armed and
powered. ‘

However the aliens are much better
marksmen, hitting once out of every
two shots (inlines 1230-1250, the
computer’s odds are set). Thereason s
as follows. "heenemy ship'sdecisionis
made by tt e program; the enemy will
only retreat if he feels you are ramming
and will epproach only if you are
running an i/or his fuel is running out
(smaller weaponry eatsup lessfuel).He
will only use option 6 (no move but
gains fuel) if his energy is beiow a
certain point. In other words, you can
think, whili: he cannot. You have the
advantage ofyourmind,sothealienhas
been giver the advantage of a good
steady aim.

The gamea is setin the future: civiliza-
tion is destroyed, 150 people are left,
and you ar2 in command. The enemy
has never truly been seen, as many
enemies are nevertruly seen, butnever-
theless yoll must destroy him or be
destroyed. Your weapons are ex-
plained and the game begins. In your
command :ihip is a control which will
not allow y>u to make an illegal move.
This contrcl waits after you fire for the
shot to reac h the other ship and for the
explosion reports to reach the ship. It
then gives ¢ full report of powerdrain of
both ships. If your power is not nega-
tive you are still in the game butonceit
drops below zero your crew dies (the
energy levelistheamountofenergy left
to counteractthe attack. if moreenergy
hits the shij: than wasrepulsed, theship
is destroye 1. If the amounts are equal
then the snip had exactly the same
amount o energy as the attack
drained.) i in any game you can get
close enouijhtoyourenemytouseyour
heavy guns without frightening off the
enemy (50(0-11000), the game will last
for quite a | )ng time. Theoretically this
game will last forever if played logically.

Written by Raymond J. Kernay, UFO
first appeaed in Creative Computing
in Jul/Aug 1977. A modified version
ched Star Wars appeared in Sep/Oct
1978.

UF.0
COPYRIGHT 1979 CREATIVE COMPUTING HMORRISTOWN, NJ

DO YOU NEED INSTRUCTIONS? YES_
cis

UF.0

YOU ARE ABOUT TO RECEIVE HIGH SECURITY INFORMATION.
PLEASE EAT THE COMPUTER READ OUT AFTER READING.

THIS 1S THE YEAR 2080 . CIVILIZATION AS YOU KNOW IT HAS
BEEN DESTROYED. .. NRTIONS HAVE BEEN REDUCED TO RUBBLE
IN A MASSIVE SPACE HAR.
YOU RRE OMBOARD A SPACE SHIP WHOSE SOLE PURPOSE
1S TO SAFEGUARD THE 450 PEOPLE ON YOUR SHIP... THE
SOLE SURVIVORS. .. YOUR MISSION: FIND A PLANET SUITABLE
FOR YOUR COLONISTS..... PROBLEM: THE ENEMY OF ERRTH STILL
EXISTS. STRANGE CREATURES NEVER SEEN BY MAN.
PRESS ANY KEY TO CONTINUE

cls
U.F.0

BY THE TIME YCU READ THIS EARTH WILL NO LONGER EXIST.......
HERE IS YOUR VITRL DATUM:
¥OU ARE EQUIPPED WITH 48,688 UNITS OF ENERGY.
WHEM YOU RUN OUT, THE ALIENS WILL DESTROY YOU.

WEAPONRY
TYPE DESCRIPTION CRPRCITY FUEL DRAIN
1 HEAVY GUKS @ - 11,000 10 UNITS
2 WARHEADS 10,000 - 160,088 108 UNITS
X LASER 19,0800 - 20,008 1089 UNITS
PRESS ANY KEY TO CONTINUE
cls
UF 0
OPTIONS
4 APPROACH = ———=w-——- 188 UNITS
5 RETRERT w488 UNITS
6 BY TYPING 6 YOU CAN PASS AND GRIN 108 UNITS

(LABORERS WORK TO PRODUCE POWER)
ENEMY

THE ENEMY HRS THE SAME CAPABILITIES THAT YOU HAVE.
EACH TIME A SHIP IS HIT, ITS ENERGY DRAIN IS EQUAL TO
THE AMOUNT OF ENERGY SPENT+4@ (EXCEPT LASER WHICH EQUALS
THE AMOUNT SPENT#3 UNITS).
PRESS ANY KEY TO CONTINUE

cis
UF. 0

BOTH SHIPS ARE ON THE SAME MISSION AND DESTINATION AND BOTH
ARE ON EQUAL TERMS.

UNFORTUNATLY, YOU MUST KILL EACH OTHER TO WIN.

YOUR MAXIMUM SPEED IS A JUMP OF 5@, 880 UNITS, HOWEVER,
SPEEDS VARY BETWEEN 10,688 - 58, 666,

KARHEADS TRAVEL AT 35,800 FEET PER SEC. .. SHELLS 1,860 FEET
PER SECOND.

THIS MESSAGE 1AS RECORDED. EARTH IS DEAD... GOOD LUCK. ..

THIS IS COMPUTER CONTROL. WHAT IS YOUR NAME? AiBDULA

cls

176



STATUS OF SHIP ........ 16, 820 ENEMY SHIP/S STATUS ... 16,668
KHAT ARE YOUR ORDERS, RBDULA? 2.
cls
(o 168, 582 NI ~==mewwmmem e >
STATUS OF SHIP ... ... 18,660  ENEMWY SHIP’S STATUS .. 10, @60
LETS NOT CRACK UNDER PRESSURE.
cis
oo 160,582 MI -w—=——-——-——=D
STATUS OF SHIP ... 10,008  ENEMY SHIP’S STATUS ... 40,600
KHAT ARE YOUR ORDERS, ABDULA? 3
LASER FIRED: MISSED....... T00 BAD!
ENEMY FIRES LASERS....
cls
e e o 100, 582 MI —~——wrmmeme >
STATUS OF SHIP ........ 6,008  ENEMY SHIP’S STATUS ... 9,600
LASER FIRED: MISSED....... T00 BAD!
ENEMY FIRES LASERS....DIRECT HIT.... POWER DOWN
cls
(=== 188, 582 MI ————m—mme—) ;'
STATUS OF SHIP ....... 5808  ENEMY SHIP'S STATUS .. 8000
LASER FIRED: MISSED....... T00 BAD!

ENEMY FIRES LASERS.... MISSED. .. RHEW!!
cis

177

T 777, Q—— >:

.......... =
(e 33,246 MI —mmmmmmmmeeee >
STATUS OF SHIP ........ 3,800  ENENY SHIP‘S STATUS ... 7,868
RHAT ARE YOUR ORDERS, ABDULA? 2
HARHEAD LAUNCHED
cls
{mmmm e 33,246 MI —mmmmmmeem—e)
STATUS OF SHIP ........ 388 ENEMY SHIP’S STATUS ... 4,388
WARHERD LAUNCHED DIRECT HIT..... ENEMY SHIP’S POWER DOWN.
ENEMY WARHEAD FIRED...DIRECT HIT!...POWER DOKN.
cls
(e 33,246 Ml —————mmmommn >
STATUS OF SHIP ........ 388 ENEMY SHIP'S STATUS ... 4,300
KHAT ARE YOUR ORDERS, ABDULA? 2
HARHEAD LAUNCHED MISSED......... T00 BARD!
cls
(rmmmmmm e 33,246 HI ==—mmmmmmmeme] >
STATUS OF SHIP ........ 208  ENEMY SHIP’S STATUS ... 4,208
HHAT ARE YOUR ORDERS, ABDULA? 2
KARHEAD LAUNCHED DIRECT HIT..... ENEMY SHIP’S POKER DOWN.
ENEMY WARHERD FIRED. .. DIRECT HIT!...POWER DOMN.
ENEMY IS VICTOR.... LIFE SUPPORT FADING..... CREW DYING..

PLAY AGRIN? NO.



1@ CLEAR 388: CLS: PRIN @443, "U.F 0.

28 PRINT: PRINT TAB(7) COPYRIGHT 1979 CRERTIVE COMPUTING MORRISTOMN: NJ*

38 PRINT@S68, "“; - INPU’™ "DO YOU NEED INSTRUCTIONS"; I$

48 DIM P(1)

58 E$=STRING$(6, 176)+CH :$(26)+STRINGE(4, 24)+5TRING$(7, 191

68 E$=E$+STRINGS(3, 148) -CHR$(26)+5TRINGS$ (12, 243+5TRINGS(6, 131>

78 Y$=STRING$(6, 176)+CH :$(26)+STRING$(12, 24)+STRING$(3, 148)

88 Y$=Y$+STRINGS$(7, 1917 STRINGS (4, 24 +CHRE(26)+STRING$(6, 131)

98 REM UFC

188 IF LEFT$CI$ £)="N" HEN CLS: GOTO 620

110 CLS: PRINT TAB(29); “"U.F. 0. ": PRINT

120 PRINT "90U ARE ABOU " TO RECEIVE HIGH SECURITY INFORMATION. ®

138 PRINT "PLEASE EAT TIE COMPUTER READ OUT AFTER READING. "

148 PRINT: PRINT: PRINT

158 PRINT "THIS IS THE EAR 268@.. . CIVILIZATION AS YOU KNOW IT HAS"
160 PRINT "BEEN DESTROY:D... NRTIONS HAVE BEEN REDUCED TO RUBBLE"

178 PRINT "IN R MASSIVE SPRCE WAR. ¥

188 PRINT © YOU ARE ONBOARD A SPACE SHIP WHOSE SOLE PURPOSE"

198 PRINT "IS TO SAFEGU IRD THE 4158 PEOPLE ON YQUR SHIP... THE®

2680 PRINT "SOLE SURVIVD:'S.. YOUR WMISSION: FIND A PLANET SUITABLE"

24@ PRINT "FOR YOUR COL-INISTS..... PROBLEM: THE ENEMY OF EARTH STILL"
228 PRINT "EXISTS. STRAIGE CREATURES NEVER SEEN BY MAN "

230 PRINTEI79, "PRESS AW KEY TO CONTINUE":

240 IF INKEV$="" THEN 2@ ELSE PRINT@L28, CHR$(31);

258 PRINT "BY THE TIME 'OU READ THIS EARTH WILL NO LONGER EXIST...... “
268 PRINT "HERE IS YOUR YITAL DATUM."

278 PRINT TAB(4@); °YOU ARE EQUIPPED WITH 10,888 UNITS OF ENERGY. "
288 PRINT TAB(16); "WHE:! YOU RUN OUT, THE ALIENS WILL DESTROY YOU. "
29@ PRINT: PRINT: PRINT PRINT TRB(25); “WERPONRY"

380 PRINT "TYPE®; TRB(S; “DESCRIPTION"; TAB(25); "CAPACITY"; TAB(4@);
310 PRINT "FUEL DRAIN"

32@ PRINT " 1% TAB(S) “HEAYY GUNS™; TAB(24); "8 - 14,088"; TAB(4@);
336G PRINT 18 UNITS"

34@ PRINT " 2% TAB(S) “WARHEADS": TRB(21); "1@,000 - 100, 608";

358 PRINT TAB(48); "18@ UNITS®

366 PRINT * 2" TAB(S) “LASER": TAB(22); "10,000 - 28, 686"; TAB(48);
378 PRINT "1@8@ UNITS"

380 PRINT@I7S, "PRESS AilY KEY TO CONTINUE";

396 IF INKEY$="" THEN 3)0 ELSE PRINT@128, CHR$(31);

4060 PRINT: PRINT TAB(25: P"OPTIONS®

440 PRINT " 4"; TAB(S) PAPPRORCH™ TAB(1?); "-———————- "; TAB(26);
420 PRINT "16@ UNITS"
430 PRINT * 3" TAB(S) “RETREAT"; TAB(17); *-——m———- “; TABC26);

440 PRINT "108 UNITS"

458 PRINT * 6" TAB(SY “BY TYPING & YQU CRN PASS AND GRIN 168 UNITS"
468 PRINT TAB(S); "(LARBIRERS WORK TQ PRODUCE POWER>”

47@ PRINT: PRINT TAB(25' "ENEMY"

48@ PRINT: PRINT “THE E/[EMY HAS THE SAME CRPABILITIES THAT YOU HAVE. "
49a PRINT "ERCH TIME A SHIP IS HIT, ITS ENERGY DRAIN IS EQUAL TO"

568 PRINT "THE AMOUNT O ENERGY SPENT#18 (EXCEPT LASER WHICH EQUALS®
510 PRINT TAB(38); "THE AMOUNT SPENT#3 UNITS). ™

528 PRINTES?S, "PRESS R 1Y KEY TO CONTINUE®;

538 IF INKEY$="" THEN 5:8 ELSE PRINT@128, CHR$(31);

540 PRINT "BOTH SHIPS A E ON THE SAME MISSION AND DESTINATION AND BOTH"
550 PRINT "ARE ON EQUAL TERMS. "

56@ PRINT "UNFORTUNATLY YOU MUST KILL EACH OTHER TO WIN. "

578 PRINT "YOUR MAWIMUM SPEED IS A JUMP OF GG, @88 UNITS, HOWEVER, "

580 PRINT "SPEEDS VARY ETHEEN 10,008 - 50,088 "

596 PRINT "WARHERDS TRAEL AT 35,868 FEET PER SEC... SHELLS 41,088 FEET"
608 PRINT “PER SECOND.

610 PRINT "THIS MESSRGE WAS RECORDED. EARTH IS DEAD... GOOD LUCK.. ®
628 PRINT@?68, "THIS IS COMPUTER CONTROL. WHART IS YOUR NAME";

630 INPUT R¢: P=1@080: °(1)=108000: A=RND(0)+208088

648 CLS. PRINTES76, STR NG$(64,140): PRINT@L3D, E$: PRINTEL8L. ¥$

658 FOR I=1 T0 2: PRINT TABC42); ":*; TAB(S53)% ©:": NEXT: GOTO 710
668 PRINTE@468, ":'

678 PRINT USING “(-mmm === §iHl, i} M] ~mormmmmmm "R

680 PRINTE648, 5 PRIIT USING "STATUS OF SHIP ....... o 4" P
690 PRINTEE?4, **; - PRI T USING “ENEMY SHIP’S STATUS ... #h 4% P(1)

780 FOR I=1 TO 1838: NEIT: RETURN

710 GOSUB 668: PRINT@761, "WHAT ARE YOUR ORDERS, "5 A$; CHR$(31;
720 INPUT C

736 O=INT(RND(@)*2)+1i

748 ON C GOTO 768, 868, 9 '8, 1678, 1120, 1188

758 PRINT "LETS NOT CRA’K UNDER PRESSURE. ": GOTO 7i@
768 IF A>411005 THEN 7S¢

776 P=P-18

780 PRINT “GUNS FIRED:

798 F$="4=~ ": FOR I=4 [0 26: FOR II=1 TO 18: NEXT II
868 PRINTE238-I, F$;: NIXT I: PRINTE238-I, " i
81@ PRINT@345, "™

8208 IF O=1 THEN 848

838 PRINT "MISSED..... TOO BAD!": GOTO 1450

178

849 PRINT "DIRECT HIT....... ENEMY SHIP’S POKER DOWN. *

850 P{1)=P(1:-188: GOTO 1190

868 IF A>100000 THEN 758

878 IF A{168869 THEN 750

880 P=P-180: PRINT "WARHEAD LAUNCHED": FOR X=1 TO A+2 STEP 35060

898 NEXT ¥

908 F$="{-- ": FOR I=4 T0 26: FOR II=1 TQ 1@: NEXT II

918 PRINTE238~1, F%; - NEXT I: PRINT@238-I, ¥ "

928 PRINT@S58, "":

93@ IF 0=1 THEN 948 ELSE PRINT "MISSED......... TOO BAD!": GOTO 1198

948 PRINT "DIRECT HIT..... ENEMY SHIP‘S POWER DOWN.

956 P(1)=P(4)-1608

968 GOTO 1190

970 IF A<108080 THEN 758

988 P=pP-1088

996 PRINT "LASER FIRED:

1600 F$="": FOR I=1 TO 26: F$=F$+"=": PRINTE238-1, F$;: NEXT
1048 F$="": FOR I=1 TO 26: F$=F$+" “: PRINT@238-1, F$;:@ NEXT
1620 PRINT@84S, “";

1930 IF O0=1 THEN 1@50

1848 PRINT "MISSED........ T00 BRD!*: GOTO 1198

1058 PRIHT "DIRECT HIT..... ENEMY SHIP/S POMER DOWN. *

1868 P(1)=P(1)-3808: GOTO 119¢

1678 B=RND(@)+40800+10888: A=A-B: P=P-10@: IF AC1 THEN 1108
18808 PRINT "SHIP APROACHING"

1098 GOTD 1190

4108 CLS: PRINT sk COLLISION *++%°:PRINT "BOTH SHIPS DESTROVED!"
1118 GOT 1536

1126 B=RHD(B)*48000+16068: A=A+B: P=P-188: IF A>208@58 THEN 1156
4138 PRINT “"SHIP RETREATING. *

1148 GOTD 1150

4458 PRINT R$; ", YOUR RANGE IS"; A; " WE CANNOT RUN. RANGE IS ™
1168 PRINT"2080688"

1176 A=200086: GOT01190

1488 PRINT "SHIP AT REST. - P=P+188

1198 IF P(1)><1 THEN 1568

1288 IF P(4)<508 THEN 1488

124@ IF AC500@ THEN 1518

1220 R=INT(RND(@)#3)+1. O=INT(RND(@)#2+1)

4238 ON R GOTO 1460, 1338

1248 IF R=2 THEN 1330

1258 IF 7100880 THEN 1228

1268 P(1)=P(1)>~1088

1278 PRINT "ENEMY FIRES LASERS... "

1288 F$:="": FOR I=1 TO 26: F$=F$+"=": PRINT@211, F$; . NEXT
125@ F$="": FOR I=1 TQ 26: F$=F$+" "' PRINT@211L, F$;: NEXT
1389 PRINTEZLS, "%

1318 IF 0=1 THEN 4320 ELSE PRINT "MISSED...WHEW!'": GOTO 147e
4326 PRINT °DIRECT HIT..... POKER DOWN": P=P-3680: GOTO 1478
4338 IF A>160880 THEN 1220 ELSE IF AC16088 THEN 1220

1348 PC=P(1)-160: PRINT "ENEMY WARHEARD FIRED...."

4350 Fg=" ~->*: FOR I=L 70 23: FOR II=1 TO 48: NEXT II

1368 PRINT@216+I, F$; = NEXT I. PRINT@Z21G+I, 5

1370 PRINT@I18, "%

4388 IF 0=1 THEN 1399 ELSE PRINT "MISSED.. WHEW!": GOTO 1476
1398 P=P-1000: PRINT "DIRECT HIT!...POWER DOWN. ": GOTO 147@
1488 IF A>11608 THEN 1220 ELSE P(1)=P(1)-18

1418 PRINT "ENEMY FIRES SHELL... "

1428 F$=" -=#": FOR I=1T0 23: FOR II=1 T0 4@: NEXT II

1438 PRINT@218+], F$; - NEXT I: PRINTG2{@+I, " Y

1448 PRINTE318, "%

1458 IF 0=1 THEN 1468 ELSEPRINT "MISSED...WHEW!™: GOTO 1478
1468 PRINT "DIRECT HIT ..... POWER DOUN, "+ P=P-108

1470 IF P{L THEN 4580 ELSE GOTO 718

1489 P(1)=P<1)+188: PRINT "ENEMY SHIP RESTING. “: GOTO 1478
1498 B=INT(RND(@)+40088+16000: A=A-B: PRINT "ENEMY SHIP RPPROACHING"
1588 GOT0 147@

1518 B=RND(8)+40000+18000: A=A+B: PRINT “ENEMY SHIP RETREATING. "
4528 GOTO 1478

4538 PRINT “THAT WAS A PRETTY DUMB THING TO DO, ";A$:B$:iCs " "
1548 PRINT "YOUR MISSION IS TO PROTECT YOUR PASSENGERS. NOT DESTROY. *
1556 G070 1590

1568 PRINT VENEMY SHIP/S POKER GONE..... NO LIFE PRESENT. *
1570 PRINT "MISSION SUCCESSFUL!"; : GOTO 1590

1588 PRINT “ENEMY IS VICTOR.... LIFE SUPPORT FADING..... CREW DYING.. . s
1598 FCR I=4 TO 2800: NEXT: CLS

1608 PRINT

1618 PRINT

1629 PRINT

1638 PRINT "PLAY RGAIN";

1648 INFUT R$

1650 IF LEFT$(AS, 1)="Y" THEN 90

1668 EN>



Under & @vepr

179

This is a funny little dice game in
which you're betting on the outcome of
rolling two dice. You may bet on any
number from two to twelve. If your
number is exactly the same as shown
on the sum of the dice, you win at four
to one odds. If your number is under
seven and the roll of the dice is under
seven, you win even money. If your
number is over seven and the roli of the
dice is over seven, you also win even
money. Oniy 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.

UHDER & GVER

COPYRIGHT 1979 CREATIVE COMPUTING HORRISTOWN, NJ
DO YOU MEED INSTRUCTIONS? YES.

cls

UNDER AMD OVER

THIS IS A GAME OF UNDER AMD OVER IF YOU PICK
UNDER OR OVER SEVEN, YOU NILL WIN EVEN MONEY.
IF YOU PICK EVEN YO WILL HIM HONEY AT FOUR TO ONE
0DDS. YOU HAVE $486 TO STRRT WITH 600D LUCK!

cls

PRESS ANY KEY TO CONTINUE
HHAT HUMBER DO YOU WISH TO PLAY AMD HOW MUCH
DG YOU HANT TO BET ON THE NUMBER? 4,16

cls

THE DICE HAVE NOM BEEN THROMN. THE RESULTS
ARE RS FOLLOWS.

DIE #1 DIE 82 S YOUR 4 0SS

2 4 6 4 UNDER

wereerrs YU HIN EVEN HONEY sotorek
YOU NOW HAVE $119

WHAT HUMEER DO YOU WISH TO PLAY AND HOW MUCH
00 YOU WRNT TO BET ON THE HUMBER? 4,16_

cls




THE DICE HAVE HOW BEEM THRIHM. THE RESULTS
ARE RS FOLLOWS:

DIE 31 DIE 42 SUM YOUR & Tase

3 4 9 4 OVER

YOU HON HRVE $108.

WHAT HUMBER DO YOU WISH TO PLEY AHD HOW HUCH
DO YOU WANT TO BET ON THE : UMBER? 7,20..

— cls
THE DICE HAVE HOM BEEM THR48L THE RESULTS
ARE RS FOLLOWS.
DIE #1 DIE 42 SUn YOUR # To%s
4 1 5 7 UNDER
THERU QU LESE 1t
YOU NOW HAYE 480,

WHAT HUMBER DO YOU WISH TO FLAY RND HOW MUCH
DO YOU WANT TO BET ON THE . LMBER? 8,16,

—cis

THE DICE HAVE HOM BEEN THR BN THE RESILTS
ARE RS FOLLOMS.

DIE #1 DIE #2 U YOUR # 1085

7 4 18 8 OYER

w6 YU HIN EVEN MONEY ittt
YOU HOW HAYE 496,

HHAT HUMBER DO YOU WISH TC PLAY AND HOW MUCH
DO YOU WANT T0O BET ON THE WMEER? 9,26,

—cls

THE DICE HAVE NOW EEEM THR W&l THE RESILTS

ARE RS FOLLOMS:

LIE #1 DIE #2 SuM YOUR # 1089

5 s s s
wikked ok YU HIN EVEN MONEY etatobion

VOU NOW HAVE $148.

HHAT NUMMEER DO YOU WISH TC PLAY AHD HOM HUCH
DO YO WANT TO BET GN THE IUMBER? S, 14

—cls
THE DICE HAYE HOM BEEN THE WML THE RESULTS
FRE A5 FOLLONS:
DIE#M DIE #2 S YOUR # 055
e s
PiLt oy LOSE [

Y HOH HAVE $163.

WRAT HUMBER DO YOU WISH TC PLAY AND HOM MUCH

DO YOU UANT TO BET GH THE WUMBER? 6,46_
—cls

THE DICE HAYE NOM BEEN THE WL THE RESILTS
ARE AS FOLLOMS.

DIE 1 DIE 42 U YOUR # TosE
3 5 11 6 (VER
PEED 90U LOSE i

YOU HOW HRVE 350

HHAT NUMBER DO YOU WISH TC PLAY AND HOW HUCH
DO Ve HANT TO BET ON THE MUMBER” 8,20,

— Ci8

THE DICE HAYE NOW BEEN TH OMH. THE RESULTS
ARE AS FOLLONS.

DIE#M DlE #2 S YOUR & 1058

1 4 5 g IHDER

180

YOU NI HAVE 44

THE G*ME IS OVER RND YOU ARE FLAT BROKE. SORRY CHARLIE,
THIS “ROVES THRT 1T 15 NOT GOLD TO GRMELE.
DO ¥0. WANT TO PLAY AGAINZ NO.

cls
16 04
26 CLERR 1008
30 PRINT & 410, "UNDER & QVER®
48 PRINT

58 PRINT THB(7Y“COPYRIGHT 1979 (REATIVE COMPUTING MORRISTONRL NI*
66 FRINT & 963, "";

70 INPUT"D0 YOU HEED INSTRUCTIONS™; 1%

o Fy=" % # # L] 4
96 IF Is="H® THEN 208

106 €LS

118 PRINT THB(28): "UNDER AND OVER®

128 PRINT

436 FRINT'THIS 1S A GAME OF UNDER AND OVER. IF YOU PICK"

149 PRINT"UHDER OR OVER SEVEN, YOU HILL WIN EVEN MONEY.*

158 PRINT®TF YOU PICK EVEN YOU HILL WIN MOMEY AT FOUR TO OHE"
168 PRINTQDDS. YOU HAYE 4106 TO START HITH GOOD LuCK!”

178 PRINT

188 PRINT

198 GOS8 756

268 (LS

218 A=10

220 RESTORE

233 RERL RE, BS C$

24@ DATE "UNDER®, “OVER®, "EVEN"

258 PRINTHHAT HUMBER DO YOU WISH 70O PLAY AHD HOM MUCH

260 PRINT™DO YOU WANT TG BET ON THE NUMBER™

276 WFUT B C

266 CLS

263 PRINTTHE DICE HAVE NOW BEEN THROML THE RESUWLTS”

280 PRINT™ARE AS FOLLOWS:®

318 PRINT

226 B=NTERID@H)

238 B=INT(GRIDOHD)

248 PRINTDIE $1° TRBCAS)DIE #2" TRB(IB)"SUM" TRB(4B)"YOUR 8" TAB(SS)"TCSE"

a

259 PRINT®— —" TAB(4S)"— —" TARCZA)"——" TAB(48)"-—-— -" TAB(TH"

68 1F C+RO7 THEN 418

370 1F (+R=7 THEM 448

280 PRINT USING F$: & R, @R, B) A¥

298 PRI

4980 GOTC 460

418 PRINT USING F$; @ R, Q4R B, B¥

420 PRILT

438 GOTC 468

448 FRINT USING % & R Q4R B, 8

459 PRINT

460 1F E=Q+R THEN 468

478 IF B(7 AHD GHR(TY OR (BO7 AND GRDP) THEN 546 ELSE 568
486 IF 14=6 OR B>=G THEN 540

499 fisfi{440)

586 PRINT TRBC28) "tk YU WIN 4 TO 4 srobionirk"
318 PRINT

526 GOS'E Tou

538 GOTC 628

540 A=R:C

556 PRINT TAB(26)"rekclork YOU WIN EVEN MONEY #ickioiiort®
566 GOsUS 760

576 GOt 628

508 R=A-C

60 GOSLE 760

616 GOTU €20

628 IF 28 THEN 220

638 PRINT"THE GRME 1S OYER AND YOU RRE FLAT BROKE. SORRY CHARLIE. "
5§40 PRINT"THIS PROVES THAT 1T IS HOT GOGD 7O GRMELE "
€508 60T €40

£68 PRINTDO YOU HANT T0 PLAY RGRIN:

670 THPLT Wf

686 IF LEFTSOHE, L0="Y" THEN 260

€38 B

780 PRIAT "YOU NOW HAVE":

740 PRINT USTHG "$$#BH": A;

PRI 0

758 PRUT

74 RETRN

758 PRINT @ 579, “PRESS ANY KEY TO CONTIMUEY;

768 IF BEKEYS =" THEM 760

778 RET. M




Van Gam

VAN GAM is a simple game with an
interesting solution set. The winning
sequence pairs are formed by certain
mutually exclusive sequences, using
the golden mean,

9 1415
as anirrational 2
generator. See explanation, lines 110-
210.

lFT=1+\/5_—
2 1
andX=T+1,Y=?+1

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.

YANGAM
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ

D0 YOU NEED INSTRUCTIONS? YES.
cls
VAN WYTHOFF/S GRKME

¥OU ARE TO CREATE TWO PILES OF MATCHES, ERCH CONTAINING 6@
OR LESS. YOU PLAY ALTERNATELY WITH ME. AND OUR MOVES
CONSIST OF

(AY TAKING AWAY 1 OR MORE MATCHES FROM ONE PILE ONLY,
OR

(B> TAKING AHAY THE SAME NUMBER FROM EACH PILE
THE ONE WHO TAKES AKAY THE LAST MATCH OF ALL WINS.
ENTER YOUR MOVES IN THIS MANNER:

2L - (2 LEFT) TRAKE TWQ FROM LEFT PILE

3R - (X RIGHT) TAKE THREE FROM RIGHT PILE

58 - (5 BOTHY TAKE FIVE FROM EACH PILE

PRESS ANY KEY TG CONTINUE

cis

DESIRED PILE SIZES (NUMBER, NUMBER)? 17,22
00 YOU WANT TO GO FIRST? YES-

cls

181

LEFT RIGHT
14 22
YOUR MOVE 2 3L
HM. .
cls
LEFT RIGHT
El 17
YOUR MOVE 2 3B
H. .
cls
LEFT RIGHT
9 15
YOUR MOVE ? SR.
H4... I TAKE: 2R
cis
LEFT RIGHT
6 10
YOUR MOVE 2 3B_
W 1 TAKE: 3L
cis
LEFT RIGHT
3 5
YOUR MOVE 2 3R.
Hi.. I TAKE: 2R
cls
LEFT RIGHT
1 2
YOUR MOVE ? 4R.
W T TAKE: 2L
cls
LEFT RIGHT
@ [}

SORRY - I WIN.

DON‘T FEEL BRDLY - I“M AN EXPERT.

DO YOU WANT TO PLAY AGAIN? _

cls

DESIRED PILE SIZES (NUMBER, NUMBER)? 26,16
DO YOU WANT TG GO FIRST? NO-

cls

YOUR MOVE 7 2B.
WL T TRKE: 1L

cls

LEFT RIGHT

25 16




LEFT RIGHT

22 14
YOUR MOVE » 2B_
HH . T TAKE: 1L
- cls
LEFT RIGHT
19 12
YOUR MOVE 2 1B..
H1... I TAKE: 4L
- cls
LEFT RIGHT
17 11
YOUR MOVE ? 2B.
. 1 TAKE: 4L
- cis
LEFT RIGHT
14 9
YOUR MOVE 2 1B.
HM.. 1 TAKE: 1L
- cls
LEFT RIGHT
12 8
YOUR MOVE ? 2B.
Hi .. I TAKE: 1L
- cls
LEFT RIGHT
9 6
YOUR MOVE ? 28_
HL.. 1 TAKE: 1L
-cls
LEFT RIGHT
3 4
YOUR MOVE ? 4B_
Hi.. 1 TAKE: 4L
- cls
LEFT RIGHT
4 3
YOUR MOVE 2 2B_
H... I TAKE: 1L
- cls
LEFT RIGHT
i i
YOUR MOVE 2 4B_
HM... I TAKE. 1L
- clis
LEFT RIGHT
7] a
YOUR MOVE 2 1B
Hi. ..
— cis
LEFT RIGHT
8 <}
YOUR MOVE ? 4B
..
— cis

YOU WIN!!

CONGRATULATIONS.  YOU ARE A VERY CLEVER VAN WYTHOFF’S
GAMESHAN.

DO ¥YOU WANT TO PLAY AGRIN? NO.

18 CLS. PRINT@443, “YANGRM"

20 PRINT: PRINT TAR(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWN, NJ*
2@ PRINTE9E@, "";: INPUT “DO YOU NEED INSTRUCTIONS" I$

48 DIM Q(280)

56 X=(1+50R(5)2/2: Y=1+1/X: X=1+X

69 FOR 1=0 TO 99

78 Q{IR2I=INT(T4X3 QO IR2+4 0= INTCI#Y)

82 NEXT I: T=0

98 IF LEFT$(I$, 4)="H" THEN CLS: GOTO 228

16@ CLS: PRINT TAB23); "VAN WYTHOFF’S GAME": PRINT

110 PRINT “YOU ARE TO CREATE TWO PILES OF MATCHES, EACH CONTAINING 16@"
128 PRINT. "0R LESS. YOU PLAY ALTERNATELY WITH ME, AND OUR MOVES"
438 PRINT "CONSIST OF:"

140 PRINT TRR(18); "(R> TAKING RAKAY 1 OR MORE MATCHES":

158 PRINT " FROM ONE PILE ONLY. OR"

168 PRINT TABC18); ' (B) TAKING AWAY THE SAME NUMBER FROM EACH PILE. ®
178 PRINT "THE ONE WHO TAKES RWAY THE LAST MATCH OF ALL WINS. *
189 PRINT: "ENTER YOUR MOVES IN THIS MANNER:®

19@ PRINT TAB(48); "ZL ~ (2 LEFT) TAKE THO FROM LEFT PILE"

288 PRINT TRB(18); "3R - (3 RIGHT) TAKE THREE FROM RIGHT PILE"
21@ PRINT TAB(18); "38 - (5 BOTHY TAKE FIVE FROM EACH PILE"

220 PRINTBSVYY, "PRESS ANY KEY TO CONTINUE®;

221 IF INKEY$="" THEN 221 ELSE CLS

238 CLS: INPUT "DESIRED PILE SIZES ¢NUMBER, NUMBER)";S1,52

248 L=51: R=52

258 IF L+R>S THEN &7

268 PRINT: "0H, YOU’RE A SPORT, YOU ARE. "

278 INPUT "DO YU WRNT 7O GO FIRST“;B$: CLS

280 PRINT: PRINT TFB(Z?); "LEFT RIGHT"

238 PRINT TAB(27); "~=wm  =———e "

308 PRINT TAB(27); L TAB(33NR

318 P=L#2: IF DR THEN 338

328 P=R#2

330 IF LEFT$(B$, 1)="N" THEN 53@

348 IF L=R THEN PRINT "YOU LIKE SITTING DUCKS, DON‘T YOU?"

35@ PRINT@512, “YOLR MOVE "; CHR$(3@); : INPUTBS: PRINT CHR$(31);
3668 FOR X=1 TO LEN(R$)

378 IF ASC(MID$(BS, X, 1))<48 OR ASCCMIDS(BS, X, 12)>57 THEN 398
38@ NEXT X

298 S3=VAL(MID$(BS, L, X-1)

408 IF 53=0 THEN 440

416 IF MID$(BS, X, 1)="L" THEN 460

420 IF MID$(B$, X, 1)="R" THEN 48@

430 IF MID$(B$, X, 1)="B" THEN S@@

448 T=T+1: IF T2 THEN 1178

450 PRINT: PRINT “IiPROPER ENTRY, STOP FOOLING AROUND. *: GQOTO 358
460 IF S3XL THEN 442

479 L=L-53: GOTO 523

488 IF SOR THEN 440

458 R=R-53: GOTO S2u

568 IF S33L THEN 445

918 L=L~S3: GOTO 483

528 PRINT@249, L, TAR(34)%R

530 PRINT@S76, "HM.. *;

540 FOR I=1 TO 580: R=A+I. NEXT I

558 IF L+R>8 THEN 608

560 PRINT: PRINT: PRINT "YOU WIN!'": PRINT

578 PRINT “CONGRATULATIONS. YOU ARE A YERY CLEVER VAN WYTHOFF/S"
358G PRINT “GRMESMAN. "

390 GOT0 1128

oo 1=0: W=0

610 IF Q(I>=L THEN £6@

628 IF Q(I+1>=L THEN 680

638 IF Q{I>=R THEN 728

648 IF QCI+1)=R THEN 728

658 I=1+2: GOTO 618

660 Li=1. L2=1: IF i=1 THEN 740

678 M=1: GOTO 630

680 Li=I: L2=@: IF 1=1 THEN 748

690 M=1. GOTO 628
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780 Ri=1: R2=1: IF M=1 THEN 748

718 M=1: GOTO 650

720 Ri=I: R2=0: IF M=1 THEN 748

738 M=1: GOTO 658

748 IF L=R THEN 200

759 IF Ri=L1 THEN 1630

768 IF LIDR1 THEN 818

778 P=Li+2

788 IF QCPOOR THEN 848

798 M=R-Q(P): R=Q(P)- A$="R": GOTO 1068
968 M=L.. L=8: R=0: A$="B"- GOTO 1660
816 P=R1+R2

820 IF Q(P)OL THEN 840

830 M=L-QCP): L=QC(P): A$="L": GOTO 1060
848 M=g: As="p"

859 P=Li: IF RI<L1 THEN P=R1

868 P=P-2: G=8

870 M=+l L=L-1. R=R-1

$88 FOR I=P TO 8 STEP -2

898 IF QCI>=L THEN 948

980 IF Q(I+1)=L THEN 968

918 IF QCI>=R THEN 988

928 IF Q(I+1)=R THEN 1008

93@ NEXT I: GOTO 870

946 IF Q¢I+1)=R THEN 1060

958 GOTO 1018

368 IF QCI)=R THEN 16860

978 GOTG 1018

988 IF Q(I+1)=L THEN 1666

93¢ GOTQ 1818

1668 IF QCI)=L THEN 1666

1818 IF G=1 THEN 868

1828 G=1: GOTO 87@

183@ IF LOR THEN 4856

1648 R=R-1: M=1: A$="R": GOTO 1060
1058 L=L-1: M=1: A$="L"

1868 B$=""" IF D9 THEN 1159

1070 B$=CHR$([1+48)

1088 B$=B$+A$

1090 PRINT "I TRKE: "; TAB(14);B$: PRINTE249. L, TAB(34);R
1180 IF L+R>8 THEN 358

4418 PRINT: PRINT “SORRY ~ I KIN. DON’T FEEL BADLY - I‘M AN EXPERT. *
1126 PRINT: PRINT "DO YOU WANT TO PLAY AGAIN"; CHR$(31); - INPUTBS
1138 IF LEFT$(B$, 1)="Y" THEN 228

1148 GOTO 11590

1158 B$=CHR$CINT(M/18)+48) 1 B$=B$+CHRS (M~INTCM/10)%16+48)
1160 GOTO 1888

1178 PRINT: PRINT "LOOK, YOU JUST WON‘T STOP FOOLING RBOUT. BUZZ OFF. *
1188 GOTO 149

1198 PRINT: PRINT "0.K. BYE NOW “

1280 FOR A=1 TO 16@68: NEXT: END
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In this gan-e, you're the commander
of an Ameiican submarine with a
mission to seek out and destroy as
many Japarese ships as possible
during Worlc War I1.

You may u) your periscope to search
for Japanese ships, you may launch
your torpedces, or you may dive to
avoid Japanese ships that are attacking
you.

For the mcst part, this is a game of
random probabilities. To make it more
interesting, ycu might wish to introduce
a skill factor in terms of aiming your
submarine o- distance away from an
enemy ship, size of the enemy ship, and
SO on.

Warfish was written by Randy Wit.

WARFISH

COPYRIGHT 1979 CREARTIVE COMPUTING MORRISTOWN, NJ

DO ¥OU NEED INSTRI.CTIONS? YES.

cis
HARFISH

YOU COMMAND AN AMIRICAN SUBMARINE THAT BEEN SENT ouT
TO ATTACK JAPANES! SHIPS AT SEA DURING WORLD WAR THO.

THE ORDERS THAT CfN BE GIVEN ARE THE FOLLOWING:
PERISCOPE - T( SEARCH FOR JAPANESE SHIPS.
TORPEDQ ~ TO Li UNCH TORPEDOES AT JAPANESE SHIPS.
DIVE - TO ESCAIE JAPANESE SHIPS THAT ARE ATTACKING.
THESE ARE SCME HISTORIC U.S. NAVY SUBMARINES:

TAUTOG, STL'ERSIDES, CAVALLA, BLUEFISH, THRESHER
SHWORDFISH, TLASHER, TROUT, ARCHER.

SELECT ONE CF THE ABOVE. OR USE A NAME OF YOUR CHOICE.
PRINT THE NRME OF YOUR SUBMARINE? TROUT-

cls

JAPANESE TORPEDO ['0AT IS ATTACKING.
ORDERS, COMMANDER® DIVE.

cls

DISTANCE OF TORPE 0 BOAT DEPTH QOF USS TROUT

1758 YARDS @ FEET
1500 YARDS 25 FEET
1250 YARDS 5@ FEET
18@3 YARDS 79 FEET
758 YARDS 100 FEET
568 YARDS 125 FEET
250 YARDS 158 FEET
8 YARDS 175 FEET
THE 0SS TROUT IS (INHURT.
ORDERS, COMMANDER '~ PERISCOPE_

cls 184

JAPANESE AMMUNITION SHIP - 9650 TONS.
ORDERS, COMMANDER? TORPEDC.

cis

26 TORPEDOES LEFT.
NUMBER OF TORPEDOES TO FIRE? 2

2 TORPEDOES FIRED - 2 HITS -~ AMMUNITION.SHIP SUNK.
ORDERS, COMMANDER? PERISCOPE..

cis

JAPANESE TRANSPORT - 8868 TONS.
ORDERS, COMMANDER? TORPEDO.

cls

24 TORPEDOES LEFT.
NUMBER OF TORPEDOES TO FIRE? 2

2 TORPEDOES FIRED - 1 HITS ~ TRANSPORT SUNK.
ORDERS, (OMMANDER? PERISCOPE.

cis

JAPANESE AMMUNITION SHIP - 9658 TONS.
ORDERS, COMMANDER? TORPEDO.

cls

22 TORPEDOES LEFT.
NUMBER OF TORPEDOES TO FIRE? 16

12 TORPEDOES FIRED - 6 HITS - AMMUNITION SHIP SUNK.
ORDERS, COMMANDER? PERISCOPE-

cls

JAPANESE FREIGHTER - 656@ TONS.
ORDERS, OMMANDER? TORPEDO-

cis




12 TORPEDQES LEFT. 768 1F AC9 THEM 1089

WUMBER OF TORPEDOES TO FIRE? 6 .
6 TORPEDOES FIRED - 3 HITS - FREIGHTER SUNK. % E;’éggm&ﬁ;
JRPANESE DESTROVER IS ATTACKING. 798 R4="BATTLESHIP"
ORDERS, COMMANDER? TORPEDO 900 H-33500
cls 818 IF EQL THEN 848
828 R§="AIRCRAFT CARRIER”
830 H=25708
THE USS TROUT HAS BEEN SUNK BY GUNFIRE. 848 IF EO2 THEN 870
850 R$="HERVY CRUISER"
THE SUBMARINE USS TROUT HAS SUNK A TOTAL OF 4 SHIPS. 868 H=9988
TOTAL ENEMY TONNAGE SUNK: 34608 TONS €78 1F EO3 THEN 900
888 R$="LIGHT CRUISER"
898 H=9608
DO YOU WANT TO TRY AGRIN? NO. 908 IF EO4 RN EQS THEN 938
cls 918 R§="DESTROVER"
920 H=2160
938 IF EO6 AND EQ7 THEN 968
10 (LS: PRINTG413, “HARFISH® 949 Re="SUBHARINE"
28 PRINT: PRINT TRB(7) "COPYRIGHT 1979 CRERATIVE COMPUTING HORRISTOMN, NJ® 958 H=1360
28 PRINTE96@, "% INPUT "DO YOU NEED INSTRUCTIONS™ I¢ 968 IF EO8 fND EO9 THEN 388
48 GO=RND(@) 970 H=1358
56 REM 986 IF EC=5 THEN 1080
60 IF LEFT$CI$, )="N" THEN CLS: GOTO 198 9% &=L
78 CLS: PRINT TRB(28); "NARFISH®: PRINT 1609 IF EQ4 AND EOS THEN 1620
9 PRINT “YOU COMMAND AN AMERICRN SUBHARTNE THAT HAS BEEN SENT QUT® 1610 =2
99 PRINT "T0 ATTRCK JAPANESE SHIPS AT SER DURING HORLD HAR THp." 1628 IF EO2 AND EO3 THEN 10848
168 PRINT 1678 =3
148 PRINT °THE ORDERS THAT CAN BE GIVEN ARE THE FOLLOWING:® 1848 IF EO1 THEN 1660
128 FRINT ®  PERISCOPE - 7O SEARCH FOR JAPRNESE SHIPS. " 1058 =4
438 PRINT ®  TORPEDO - TO LAUNCH TORPEDOES AT JAPRMESE SHIPS.® 1068 IF EOB THEN 1680
140 PRINT *  DIVE - TO ESCAPE JAPANESE SHIPS THRT ARE RTTACKING * 1078 6=7
156 PRINT “THESE ARE SONME HISTORIC U.S. NAVY SUBHARINES:®:PRINT 1688 PRINT “JAPRNESE i RS; * - W "TONS. "
168 PRINT ® TAUTOG, SILVERSIDES, CRVALLR, BLUEFISH, THRESHER® 1098 GOTO 468
178 PRINT * SHORDFISH, FLASHER, TROUT, ARCHER ":PRINT 1468 IF (=1 THEN 1138
188 PRINT "SELECT OME OF THE RBOVE, OR USE A NRME OF YOUR CHOICE ® 1118 PRINT “NO JRPANESE SHIFS IN SIGHT - JUST OCERN. ™
198 PRINT "PRINT THE NRME OF YOUR SUBHARINE®; 1428 IF @4 THEN 418
200 1NPUT R 1438 PRINT T; °TORPEDOES LEFT.®
218 1=26 1148 PRINT “NUMBER OF TORPEDOES T0 FIRE®;
228 D=INTCRND(8)#18) 1458 INPUT R
239 IF <6 THEN 389 1169 IF R(B OR T-R(B THEN 1148
248 1F DOG AHD DO7 THEN 278 1478 IF ROINT(R) THEN 1148
258 R$="DESTROYER® 1188 1=1-R
268 H=2100 1498 S=INT(RID(R)*18)
278 IF DOS THEN3ED 1208 IF SR THEN 1190
288 R§="DESTROVER ESCORT® 1246 6=0-5
298 H=1358 1228 IF <=0 THEN 1248
308 1F DOY THEN 320 1238 Q8="DRHAGED"
318 R$="TORPEDO BOAT* 1240 IF ©=1 THEN 1283
228 =78 1258 Q8="SUNK"
338 IF D=6 OR D=7 THEN 368 1268 0=0+H
349 0=t 1278 L=LH
358 GOTO 378 1288 PRINT R; "TORPEDOES FIRED ~*; S “HITS ™
368 0=2 1298 IF 508 THEN 1310
378 PRINT®JRPANESE *; R$; * IS ATTACKING.* 1308 PRINT
788 IF D)=6 THEN 460 1318 IF 5¢=0 THEN 1339
399 A=INT(RID(B)*18) 1320 PRINT ™~ % R$; " % Q% *°
408 REN 1328 1F DS AND ©)8 THEM 1568
410 PRINT "ORDERS, COMMANDER™; 1348 IF TC4 THEN 1509
478 NPT C$ 1358 TF &1 THEN 220
438 CLS: CH=MID$(CS, 1. 1) 1368 GOTO 469
449 IF C$="P* THEN 480 1278 IF D=6 THEN 1398
458 IF C4="T" THEN 1180 1388 PRINT ® THE USS ™ A% ° IS NOT LDER ATTACK *
468 IF C$="D" THEN 1370 4399 IF D{6 THEN 448
478 GOTO 418 14688 U=THT(RND(B)*18)%258
488 1F 0D5 OR 008 THEN 1668 1448 PRINT "DISTANCE OF % R% TAB(32); "DEPTH OF USS “f$
498 IF A)=4 THEN 578 1428 FOR ¥4=1 TO 62: PRINT *=*;: MEXT
509 R$="FREIGHTER" 1438 PRINT U; "YRRDS®; TRB(32); Z; “FEET"
518 IF ROS RHD AOL THEN 530 1440 U=U-258
528 H=6560 1458 2=2425
539 IF AQ2 THEN 550 1468 1F 1D-250 THEN 1430
548 H=7500 1478 IF R$="TORPEDO BORT" THEN 1510
550 IF AC3 THEN 570 1488 H=INT(RHD(B)#18)#25450
569 H=5100 1498 IF W26)7 RD H-267 THEN 1548
578 IF RO7 AND AOS THEN 638 1509 U=9: 2=9
589 R$="TRHKER™ 1546 PRINT: PRINT “THE USS % A$; © IS UNHURT.®
558 IF RQS THEN 628 1526 @=0
660 H=10800 1538 GOTO 228
618 GOT0 639 1548 CLS: PRINT *THE USS ": A% ® HAS BEEN SUNK BY DEPTH CHARGES. ®
628 H=3500 1550 GOTO 1618
628 IF AO4 AND AOS THEN 698 1560 FOR 1=t T0 1508: NEXT 1
648 R§="TRANSPIRT" 4565 CLS: PRINT "THE USS % A$; ° HAS BEEN SUNK BY GUWFIRE. "
650 IF AOS THEN 688 1579 GOTO 4618
669 H=11508 1588 FOR I=1 10 1508: MEXT 1
676 GOTO 698 1585 CLS: PRINT *THE USS * A% * HAS EXPENDED ALL ITS TORPEDOES.
689 1=8800 1598 IF 0<=8 THEN 1618
698 IF AOG THEN 728 1688 PRINT: PRINT "CONGRATULATIONS ON R SUCCESSFUL DEPLOYHMENT. *
789 R§="AMHUNITION SHIP® 1610 PRINT
748 #9658 1628 PRINT “THE SUBHMARINE USS " RS " HAS SUAK R TOTAL OF*; Ly “SHIPS.®
720 IF R)=9 (R A=f THEN 748 1638 PRINT "TOTRL ENEMY TONNAGE SUNK: ; 0i “TONS"
738 0=t 1648 PRINT: PRINT
748 IF AO6 THEN 760 1658 TNPUT *DO YOU HANT TO TRY RGRIN®; RNS$

79 0=t 185 1668 IF LEFTS(RSS, )="v" THEN 50 ELSE EID



IZzle

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 wvidth of the puzzle you wish
generated ind then the number of
words to be hidden in the puzzie. As the
instructions note, ocasionally the com-
puter may find that it can't hide a
particular word in the puzzie and will
ask you if it should start over or if you
want that particular word deleted. If
you start ovar, try giving it fewer words
or larger puzzie dimensions. The
program h:des the words fairly ef-
ficiently al-hough you can usually
improve on it slightly when you get the
tinal puzzie out. Since you're probably
just using :his program for fun, it's
generally more than adequate.

Word ‘3earch Puzzie runs best on
a line prirter, but can certainly be
used with video only. Just don’t clear
the screen before you solve the
puzzle!

This worc search puzzle generator
was originated by Leor Zolman.

{0RD SERRCH PUZZLE

COPYRIGHT 1973 CREATIVE COMPUTING MORRISTOWN, NJ

D0 YOU NEED INSTRUCTIONS? YES.

cls

186

WORD SEARCH PUZZLE

THIS PROGRAM IS A WORD SEARCH PUZZLE GENERATOR!!
THE PROGRAM TAKES A SET OF INPUT STRINGS, PURGES ALL
NON-ALPHABETIC CHARACTERS QUT OF THEM, AND INCORPORATES
THEI INTO A WORD SEARCH PUZZLE.

IN THE COURSE OF MAKING THE PUZZLE, THE MACHINE MAY
FIND THAT IT CAN’T PUT A PARTICULAR WORD ANYWHERE, AND-
S0 WILL ASK YOU IF IT SHOULD START THE WHOLE PUZZLE
OVER.  IF YOU DON‘T WANT IT TO START OVER, TYPING ‘NO‘
WILL THROW AWAY THAT PARTICULAR WORD. IF THIS PERSISTS,
TRY EITHER GIVING LESS WORDS OR BIGGER PUZZLE DIMENSIONS!

PRESS ANY KEY TO CONTINUE

cis

DO YOU WANT THIS TO GO TO THE PRINTER ? YES

HOLL MANY COLUMNS DOES YOUR PRINTER HAVE 2 68

DG YOU WANT A SOLUTION PRINTOUT? YES

WHFT IS TO BE THE WIDTH OF THE PUZZLE? 1S

THE LENGTH? 15

WHET 1S THE MAKIMUM NUMBER OF WORDS IN THE PUZZLE? i@

NOM ENTER A HERDING THAT WILL BE PRINTED OVER THE PUZZLE:
( 6@ CHARACTERS MAXIMUM! >

? (OMPUTER LANGURGES-

cls

0K ENTER A WORD AT EACH QUESTION MARK.
TO REDO THE PREVIOUS WORD, TYPE R HYPHEN (-).
RHEN YOU RUN OUT OF WORDS, TYPE A PERIOD (. ).
NEXT WORD 2 BASIC.

cis

oK ENTER A WORD AT ERCH QUESTION MARK.
10 REDO THE PREVIOUS WORD, TYPE R HYPHEN (-
KHER YOU RUN QUT OF WORDS, TYPE A PERIOD ¢ ).
HEXT WORD ? FORTRAN.

~BASIC-

cis

0K ENTER A WORD AT EACH QUESTION MARK.
10 REDQ THE PREVIOUS HORD, TYPE A HYPHEN (-).
HHEN YOU RUN OUT OF HORDS, TYPE R PERIOD (..
NEXT WORD 2 PLI.

-BFSIC- ~FORTRAN-

cis




0K . ENTER A WORD AT EACH QUESTION MARK.

10 REDO THE PREVIOQUS KORD,
KHEN YOU RUN QUT OF LORDS,
NEXT WORD 2 COBOL_

TYPE A HYPHEN ¢-.
TYPE R PERIOD ().

-BASIC- ~FORTRAN- -PLI-
cls
0K . . ENTER A WORD AT EACH QUESTION MARK

T0 REDG THE PREVIOGUS KORD,
HHEN YOU RUN QUT OF WORDS,
NEXT WORD ? RSSEMBNLER.

-BASIC-

—FORTRAN-

TYPE A HYPHEN (-3,

TYPE 8 PERIOD (O,

~PLI~

cls

-COBOL~

oK . ENTER R WORD AT EACH QUESTION MARK.
TG REDO THE PREYIOUS KORD, TYPE A HYPHEN (-).
WHEN YOU RUN OUT OF WORDS. TYPE R PERIOD (.).
REXT WORD ? -

-BASIC-
-ASSEMBNLER~

~FORTRAN- ~PLI~

cls

~COB0L-

OK . . ENTER R WORD AT EACH QUESTION MARK.

T0 REDQ THE PREVIOUS WORD, TYPE R HYPHEN (-).
MHEN YOU RUN OUT OF WORDS, TYPE A PERIOD (. ).

REDG ASSEMBNLER. . ? ASSEMBLER.

-BASIC-
-ASSEMBNLER~

~-FORTRAN- -PLI-

cls

-C0BOL~

oK ENTER A WORD AT EACH QUESTION HARK

10 REDG THE PREVIOUS HORD, TYPE A HYPHEN (-
WHEN Y¥OU RUN OUT OF WORDS, TYPE A PERIOD ¢ D.

NEXT WORD ? RPG-

-BASIC-

-FORTRAN-

~PLI-

-ASSEMBLER~

cis

~COBOL-

OK . . . ENTER A WORD AT ERCH QUESTION MARK.
T0 REDO THE PREVIOUS WORD, TYPE R HYPHEN (-).
WHEN YOU RUN OUT OF WORDS, TYPE A PERIOD (. ).
NEXT WORD 2 ALGOL_

-BASIC-
~ASSEMBLER-

-FORTRAN-
~RPG~

-PLI-

cis

-COBOL~

0K . . ENTER A WORD AT EACH QUESTION MARK.

TO REDO THE PREVIOUS WORD, TYPE A HYPHEN ().
WHEN YOU RUN OUT OF WORDS, TYPE R PERIOD ().

NEXT WORD 2 LISP.

-BASIC~
-ASSEMBLER-

~FORTRAN-
-RPG-

cls

~PLI-
-ALGOL-

~C0BOL~

187

OK . . . ENTER A WORD AT EACH QUESTION MARK.
T0 REDO THE PREVIOUS WORD» TYPE R HYPHEN (-).
KHEN YQU RUN OUT OF WORDS, TYPE R PERIOD (. 3.
NEXT WORD ? SNOBOL_

-BRSIC- ~FORTRAN- -PLI- ~COBOL~
~ASSEMBLER- ~RPG~ -ALGOL- -LISP-
cls
OK . . . ENTER A WORD AT EACH QUESTION MARK.
10 REDO THE PREVIOUS WORD, TYPE A HYPHEN (-).
HEN YOU RUN OUT OF WORDS, TYPE R PERIOD ().
MEXT WORD 2 PILOT.
-BASIC- -FORTRAN- -PLI- ~COBOL~
-ASSEMBLER- -RPG- ~ALGOL- -LISP-
~SNOBOL-
cls
NOW LET ME PONDER THIS......
HOW MANY COPIES OF THIS PUZZLE DO YOU WANT? 1
FOR ERCH COPY, HIT RETURN TO BEGIN PRINTING...? .
cls
COMPUTER LANGURGES
JLNVYAYSOKGLRUZN
MPLUMGZOCUNOKGL
FIDIYHYDIREPBLR
FLHARATUPUPYTTLOZ
00INKVUGPHLSNIC
RTZSLCEDFDNOQONHG
TRFQPHITTOROGDSB
RYXKZUTSBREJFLK
ACLFDKFORBARICKA
NYPKLTLLPBHRYNG
CHZHMGHYTCBSREP
JLASSEMBLERCVHB
CAMDBCISHKRSQVK
EPIGIEUOFHIUEFY
ODNHRPYZSJIXQPZT
FIND THESE HIDDEN WORDS IN THE ABOVE PUZZLE:
ALGOL ASSEMBLER BASIC COBOL.
FORTRAN LISP PILOT PLI
RPG SNOBOL
cis
HERE 1S THE ANSHER KEY:
. L. .
P .0
1 R.PB
FL. P...LO.
001 G.. LS. 1I¢
RT.S. C  NOD
T...P. 1..0 G
R. S B L.
A oA ;!
N. L. B
ASSEMBLER.
FIND THESE HIDDEN HORDS IN THE ABOVE PUZZLE:
ALGOL ASSEMBLER BASIC COBOL
FORTRAN LISP PILOT PLI
RPG SNOBOL
cis




18 CLS: PRINT@487, °"WORD SEARCH PUZZLE" 788 DATA 8,4, 1,4, 4,68, 4, -14,8, -4, -4, -1, -1, 8, -1 1

26 PRINT: PRINT TAB(7) " OPYRIGHT 1973 CRERTIVE COMPUTING MORRISTOMN, NI® 798 DITA 2,4:6:8: 24, 6,824,682 4682 46824681357
38 PRINTESEB, °"; - INPUT "DO YOU NEED INSTRUCTIONS"; I$ 808 FCR I=1 TO M

4@ IF LEFT$(I$, 1)="N" TH-N CLS: GOTO 198 ELSE CLS 816 LN=LENGHSC(I))

56 PRINT TRB(23); "WORD EARCH PUZZLE": PRINT 828 NT=0

68 PRINT " THIS PROGRAM IS A WORD SEARCH PUZZLE GENERATOR!!™ 9§38 SI=DD(RND(28)>

78 PRINT "THE PROGRAM TR ES A SET OF INPUT STRINGS, PURGES ALL" 848 S=RND(HY * X1=5%+(LN-1)+DRY(SD, 1): IF ¥4<4 OR XADW THEN ©38
88 PRINT "NON-ALPHRBETIC CHARACTERS OUT OF THEM, AND INCORPORATES" 858 SY=RND(L): X1=SY+(LN-1)+DXY(SD,2): IF X1<4 OR X4OL THEN 828
9@ PRINT "THEM INTO R WO'D SEARCH PUZZLE. ¥ 868 NT=NT+1i: IF NTOHsL#2 THEN 916

160 PRINT 878 PRINT "COULDN‘T FIT ™ W$CI) "~ IN THE PUZZLE. "

148 PRINT "IN THE COURE OF MAKING THE PUZZLE, THE MACHINE MAY" 888 I+PUT "DO YOU WANT ME TO START OVER":A$

420 PRINT "FIND THAT IT AN‘T PUT R PARTICULAR WORD ANYMHERE, AND" 898 17 LEFT$(AS, 1)="y" THEN 889

430 PRINT "SO WILL ASK Y¥)U IF IT SHOULD START THE WHOLE PUZZLE" 908 HecI)="": GOTO 998

149 PRINT "OVER. IF YOU DON‘T WANT IT TO START OVER, TYPING ‘NO’*" 918 J=5Y: K=SX

450 PRINT "NILL THROW AM ¥ THRT PARTICULAR KORD. IF THIS PERSISTS," 928 FOR P=1 TO LN

160 PRINT "TRY EITHER GI /ING LESS WORDS OR BIGGER PUZZLE DIMENSIONS!® 938 17 LENCA$CJ, K)) BND AS$CJ, KYOMIDS(HECI), P, 1) THEN 838
170 PRINT@S79, "PRESS AN’ KEY TO CONTINUE™: 940 J=J+DXY(SD, 251 K=K+DRXY(SD, 1) NEXT P

189 IF INKEY$="" THEN 18) ELSE CLS 958 J=5Y: K=SH

199 CLEAR 3008 968 EOR P=1 TO LN: R$CJ, K>=MID$CUSCI), P, 1)

208 INPUT “DO YOU WANT T:IS TO GO TO THE PRINTER ";PR$ 978 J=J+DXY(SD; 2) - K=K+DXY(SD, 1): NEXT P

248 IF LEFT$CPRS, 1>="N" HEN Ti=64: GOTO 238 988 W(I, 1)=5X: WCI, 2)=5¥: W(I,3)=5D

228 INPUT “HOW MANY COLU NS DOES YOUR PRINTER HRVE "; TW 390 NEXT 1

239 INPUT “DQ YOU HANT R SOLUTION PRINTOUT™: X$ 1689 FOR I=1 TO L

249 INPUT "WHAT IS TO BE THE WIDTH OF THE PUZZLE™;W: MD=W 1048 FOR J=1 TO W

250 IF Wk2(=TH THEN 27@ 1620 IF RECL I>="" THEN A$CI, J)=CHRE(RND(26)+96)

260 PRINT “THAT WILL NOT FIT IN';TW; ® COLUMNS. *: GOTO 248 1838 NEXT 1,1

278 IF HCL THEN 249 1646 FOR I=1 TO M-1: FOR J=I+1 TO M

289 INPUT "THE LENGTH" L IF LON THEN MD=L 1058 IF W$CIIC=H$CT> THEN 1880

298 IF L<4 THEN 288 1060 HZ$=W$CID: WSCIY=HECT): We(I)I=HZ$

300 INPUT "WHAT IS THE MIXIMUM NUMBER OF HORDS IN THE PUZZLE"; M 1878 FOR K=1 TO 3: HZ=H(L K>: WCLK=HCJ, K> : W, K)=HZ: NEXT K
248 IF M>=2 THEN 330 168806 NEXTJ: NEXT 1

220 PRINT "SORRY; THERE 1UST BE AT LEAST 2 WORDS. ": GOTO 300 1898 INPUT "HOW MANY COPIES OF THIS PUZZLE DO YOU WANT™:N
330 DIM ASCL, W), NS 1460 FRINT "FOR EACH COPY, HIT RETURN TO BEGIN PRINTING...™
340 DIM H(M, 3, DRY(S, 25,1 D(28) 1448 FOR C=1 TO N: GOSUB 1128:NEXT C: GOTO 1468

358 PRINT “NON ENTER A H:IADING THAT WILL BE PRINTED OVER THE PUZZLE:" 1428 PRINT PM$; - INPUT A$: PRINT: PR$=LEFT$(PR$, 1)

368 PRINT TAB(4S); "("; TW; "CHARACTERS MAXIMUM' " 1139 “M$="HIT ENTER TO CONTINUE *

372 INPUT X¥$ 1448 T=(TH-2%H)/2:CLS: PR=(PR$="Y"): TS=(64~24H)/2

380 CLS 4158 IF PR THEN LPRINT" *

399 PRINT "OK . ENTE2 R HORD AT EACH QUESTION MRRK. " 1468 FRINT: IF PR THEN LPRINT® *

489 PRINT "TO REDO THE PEVIOUS WORD, TYPE R HYPHEN ¢-). " 1178 CLS: PRINT TAB({64~LENCXY$))/2); Kv$

419 PRINT “WHEN YOl RUN JUT OF HORDS, TYPE A PERIOD ¢ 3. " 4488 IF PR THEN LPRINT TRBC(TH-LENCXY$)>/2); Xv$

428 5C=328: FOR I=1 TO M 1498 PRINT: PRINT: IF PR THEN LPRINT" ": LPRINT" ©

439 PRINT@L92, "NEXT WOR) "; CHR$(38); : INPUT T$ 1288 FOR J=1 TO L: PRINT TRB(TS); : IF PR THEN LPRINT TAB(T);
448 IF T$CO"-" THEN 470 iLSE I=I-1 1216 FOR K=1 TO H: IFRS$(J, KX * THEN 1248

450 SC=5C-16: PRINT@1S2, "REDO ™ WSCI) " . . " CHR$¢38); 1229 PRINT " ";: IF PR THEN LPRINT " *;

468 INPUT T5: GOTO 448 1236 GOTO 1258

479 IF T¢="." THEN M=I-1 GOTO 710 1248 PRINT A$CJ, KX * " IF PR THEN LPRINT A$CLKY " ¥
480 IF LEN(T$)=@ THEN PRINT@192, “INPUT ERROR; REDO:"; CHR$(3B); 1256 NEXT K: PRINT: IF PR THEN LPRINT" ©

4T, .F LEN(T$)>=08 THEN IN'UT T$: GOTO 440 ELSE J=1 1268 HEXT J

508 TES=MID$CT$, J, 1): IF TE$>="A" AND TE$<="Z" THEN 588 1278 PRINT: PRINT: IF PR THEN LPRINT" *: LPRINT® *

318 IF TE$C"R" OR TE$>"Z' THEN 540 1280 P0=8: PRINT "FIND THESE HIDDEN WORDS IN THE ABOVE PUZZLE:®
528 T$=LEFT$CT$, J-1)4CHR SCASCCMIDSCTS, J, 13D )+RIGHTS (TS, LENCTS)-T) 1298 IF PR THEN LPRINT “FIND THESE HIDDEN WORDS IN THE ABOVE PUZZLE:"
538 GOT0SE0 1388 PRINT: IF PR THEN LPRINT" "

548 IF TE$=T$ THEN T$=""  GOTO 4880 1318 FOR J=1 TO M:IF LENCH$(J))>=0 THEN 4378

550 IF J=LENCTS$) THEN T$ -LEFT$(T$, J-1): GOTO 610 1326 IF POSC@)+LENCH$CJ)ID62 THEN PRINT

568 IF J=1 THEN T$=RIGHT 5(T$, LENCT$)~1): J=J-1: GOTO 589 4330 IF PR THEN IF PO+LENCH$(J))>TH-2 THEN LPRINT" ": PO=0
570 T$=LEFT$CTS, J-134RIG {T$CTS, LENCTS)-J) - J=J-4 1348 PRINT H$(J), - IF PR THEN LPRINT W$C(J),

588 J=J+i: IF JC=LENCT$) THEN 588 1350 PO=P+16

598 IF LENCT$)XOMD THEN 610 1368 REM-——-—- CHR$(12) 15 THE PRINTER FORM FEED CHARACTER
680 FOR 12=1 T0 I-1: IF I$¢12)=T$ THEN 660 1370 MEXT J: PRINT: PRINT: PRINT: PRINT

610 NEXT: PRINTGSC, "=" T#;"-"; CHRS$(31);: SC=5C+16: FL=2 1389 IF PR THEN LPRINT® “: LPRINT" ": LPRINT" ©: LPRINT" "
620 IF LENCT$)+FLY16 THE ! SC=SC+16: FL=FL-~16: GOTO 620 1390 RETURN

638 GOTO 680 1488 IF LEFT$(X$, £)="¥" OR LEFT$(X$, 1)="y" THEN 1420

640 PRINT@192, "STRING T) LONG; REDO: "; CHR$(38); - INPUT T$ 1418 RUN "MENU™

650 GOTO 448 1426 REM

660 PRINTE192, "DUPLICAT: ENTRY; REDO: “; CHR$(38); - INPUT T$ 1430 FOR I=4 TO L: FOR J=1 TO W: A$CL, J>=" ": NEXTJ: NEXTI
676 GOTO 44a 1446 FOR I=1 TO M

680 WS¢ I)=T$ 1456 LN=LENCHS$CI)): J=NCI, 2>+ K=H(I, 1)

698 NEXT I 1468 FOR P=1 TO LN

780 REM 1470 A$CJ, K)=NID$CHSCI), P, 1)

748 CLS: PRINT “NOW LET {E PONDER THIS..... u 1480 J=JHDRYCHCT, 33, 2) 1 K=K+DXYCHCT, 30,431 NEXT P

728 FOR I=1 T0 M-1 1498 HEXT 1

738 FOR J=1+1 TO M 15688 HY$="HERE IS THE ANSHER KEY¥-"

748 IF LENCH$CID) < LENCA$CIY) THEN HZ$=HS$CI): WECD=N$(T): W$(JII=HZ$ 4516 GOSUB 1420

750 NEXT 11 15208 PRINT: PRINT

760 FOR I=1 TO 8: READ [X¥(I, 1), DKY(I, 2>+ NEXT 1538 END

770 FOR I=1 T0 28: READ JD(I)- NEXT
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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
edges became the connecting tunnels between the caves
which were the set of points for the game.

My basic idea at this time was for the player to approach
the Wumpus, back off, and come up to him by going
around the dodecahedron. To my knowledge, this has never
happened ... most players adopt other strategies rather
than this cold-blooded approach.

Anyway ... how to get the Wumpus! How about an
arrow which could turn corners as it gnes 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? {t'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, you are in Fate's hands.

Around this time, | saw that Map-making would be a
regular activity of Wumpus-hunters. | numbered the caves
and made the scheme fixed in the hopes a practised player
might notice this and make himself a permanent map of the
caverns. (Another unrealised hope — as an exercise, make
yourself such a map on a Squashed Dodecahedron).

To start the game fairly, Wumpus, Hazards, and Hunter
are located on different points at the start of the game.
Each game starts with random choices of location, but the
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A Squashed
Dodecahedron

hunter may restart with the same set-up if he chooses. This
allows re-plays if the hunter, say, fell into a pit on the first
move.

Wumpus was nearly done in my mind... (hint to a
games-writer: Have a clear notion of your game before you
start coding it. This saves MUCH confusion.) yet | felt it
was a bit dull. Once you found the Wumpus all you had to
do was shoot it. To fix this, the Wumpus was given a little
life. If you shot an arrow or moved into his cave, he woke
up and chose to move to a neighboring room or to the same
room (one of 4 choices). If you and the Wumpus were in
the same room after he moved, he ATE YOU UP!!

Around here | noticed that the pits and the bats didn’t
affect the Wumpus. To explain this, | added some color by
making him heavy and with the legendary sucker feet. After
all, evolution works in strange ways!! If you are a Wumpus
fiend, make a version of Wumpus in which he avoids pits and
superbats can carry him only one room {with the possibility
of being dumped into your cave). This can be done by
making the wumpus moving procedure a subroutine.

| wrote Wumpus and dropped it off at PCC. Then | went
home and dreamed up Wumpus ||

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 improying the world. PCC had a
few terminals running in a conference room and | dropped
by. To my vast surprise, all of the terminals were running
Wumpus and scraps of paper on the floor with scrawled
numbers and lines testified that much dedicated Wumpus-
hunting was in progress. | had spawned a hit computer
gamelll

Later, PCC published Wumpus in its newsletter, and
Creative Computing published it in their Sep/Oct 1975
issue.

Wumpus and this writeup are the products of the talented
and creative Gregory Yob.



WUMPUS 1 HUNT THE WUMPUS

COPYRIGKT 197¢ CREATIVE COMPUTING MORRISTOMN, NJ
I SMELL A WLWPUS!
DO YOU NEED INSTRUCTIINS? YES- YOU ARE IN FOOM 7
TUNNELS LEAC TO 6 8 17

cls
SHOOT OR MOVE (S5-1D? S
HUMFUS 4 N0, OF RODME(-5)? 1
THE WUNPUS LIVES 1i' A CAVE OF 2@ ROOMS. EACH ROOM “?ggsg? 1w
HRS 2 TUNNELS LERDIN( TO OTHER ROOMS. (LOOK AT A M
DODECAHEDRON TO SEE | ON THIS WORKS - IF YOU DONT KNOH ‘
WHAT A DODECHADRON I:, ASK SOMEONE) cls
HUNT THE WUMPUS
HAZARDS .
BOTTOMLESS PITS - TW) ROOHS HAVE BOTTOMLESS PITS IN THEM
IF YOU GO THERE YOU FALL INTG THE PIT (& LOSED Vol ARE IN ROOM 7
SUPERBATS - THO OTHE® ROOMS HAYE SUPER BRTS. IF YOU TUNNELS LERD TC 6 8 17
G0 THERE, R BAT GRABS YOU AND TAKES YOU TO SOME OTHER
ROOM AT RANDOM. CHHICH MIGHT BE TROUBLESOME) SHOOT OR HOVE (S-M)? M
HHERE T0? 8.
PSS ANY KEY TO CONTINUE cls
cls
WUMPUS 4
HUNT THE WUMPUS
HUHPUS .
THE WUMPUS 1S NOT BOTHERED BY THE HAZARDS (HE HAS SUCKER
FEET BHD 1S T00 BIG FOR f BAT TG LIFT). USUALLY 1 SMELL fi KUMPUS!
HE 1S ASLEEP. THO TFINGS THRT WAKE HIM UP: YOUR ENTERING 1 FEEL A DRAFT!
HIS ROOM OR YOUR SHCOTING AN ARROM. 40U ARE IN ROOM 8
IF THE WUMFUS WRKES, HE MOVES (P= 75) ONE ROOM TUNNELS LEFD TO 4 7 9
(R STAYS STILL (P=.:5). RFTER THAT. IF HE IS WHERE YOU
ARE, HE ERTS YOU UP (& YOU LOSED HOOT OR MOVE (5-M)? S
M. OF ROGNS(1-5)7 1
; T0 CONTINUE
FRESS ANY KEY TO CONTIN ooy
cis cls
WUMPUS 4
you:

ERCH TURN YOU MAY M(VE OR SHOOT A CROOKED ARROM

MOVING: VOU CAi GO ONE ROOM (THRU ONE TUNNEL)

ARROMS: YOU HA'E 5 ARRONS. YOU LOSE WHEN YOU RUN OUT.
EACH ARROW CAN GO FROM 1 TO 5 ROOMS. YOU AIM BY TELLING
THE COMPUTER TIE ROOMS YOU WANT THE ARRON TO GO TO.

IF THE ARRGH CIN’T GO THAT HAY (I.E., NO TUNNEL) IT MOVES
AT RANDOM TO T:IE NEXT ROOM.

IF THE ARROW HITS THE WUMPUS, YOU WIN.
IF THE ARROW HITS ¥OU. YOU LOSE.

PRESS ANY KEY TO CONTINUE

cis

WUMPUS 1

WARNINGS :
WHEN YOU ARE INE ROOM AWAY FROM WUMPUS OR HAZARD,
THE COMPUTER £3V¥5:

WUMPUS- 7T SMELL A WUMPUS/
BAT -  “BATS NEFRBY’
PIT =~ ‘I FEEL f DRAFT/ AHA' YOU GOT THE WUMPUS!
HEE HEE HEE - THE WUNPUS‘LL GETCHR NEXT TIME!!
PRESS ANY KEY TO CONTINUE
SAME SET-U” (¥-N)Y OR ‘@ TO QUIT
cis ? e

HUNT THE WUMPUS

18 CLS: PRINT@442, "WUMPUS 1"
28 PRINT: PRINT TAB(7) "COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOKN, NJ"

Y0U ARE IN ROOM 6 38 PRINT@9G®, ""; . INPUT "DO YOU NEED INSTRUCTIONS"; I

TURNELS LERD TO 5 7 13 49 IF LEF7$CIS 1="N* THEN 68
) 5@ GOSUB 618
SHOOT OR MOVE (S-H) M 60 CLS: REH- SET UP CAVE (DODECRHEDRAL NODE LIST)
HHERE T0? 7 78 DIM $(23,3>
8 FOR J=1 TO 20
cls 9 FOR K=1 T0 3
160 READ (1, K>
HUNT THE NUMPUS 449 NEXT K
120 NEXT J
139 DATA £.5,8:1,3,16,2,4,12,3,5, 14,1, 4, 6
1 SMELL A WUMPUS! 149 DATA 5,7,15,6,8,17,1,7,9,8,18,18,2, 9, 11
YOU ARE IN ROOM 7 150 DATA 10,12,19,3, 11,13, 12,14, 26, 4, 13, 45, 6, 14, 16
TUNNELS LERD TO 6 8 17 168 DATA 5,17, 20, 7,16, 8, 9,17, 19, 11, 18, 20, 12, 16,19
179 REM- LOCATE L ARRAY ITENMS
SHOOT OR MOVE (5-M)° S 180 REM~ --YOU, 2-HUMPUS, 384-PITS, 586-BATS
NO. OF ROOMS(1-5)7 . 198 DIN L€, H(E)
RODM #? 17_ %8 FOR J=1 T0 6

240 L)=RNDC28)
cis 190 2@ MW=L




230 NEXT J

248 REM- CHECK FOR CROSSOVERS (IE L(1)=L(2) ETC)

258 FOR J=1 T0 6

260 FOR K=J 70 6

278 IF J=K THEN 298

288 IF L(J)=L(K> THEN 218

29 NEXT K

389 NEXT J

310 REM- SET# ARROS

328 A=5

338 L=L(1)

340 REM- RUN THE GAME

358 CLS: PRINT TAB(24); “HUNT THE WUMPUS™: PRINT

368 REM- HAZARD WARNINGS & LOCATIONS

378 FOR AX=1 TO 1898: NEXT: PRINT@428, CHR$(31);: GOSUB 1108
388 REM- MOVE OR SHOOT

390 GOSUB 1270

468 ON 0 GOTO 420,468

4418 REM- SHOOT

420 GOSUB 1368

428 IF F=0 THEN 372

44@ GOTO 480

458 REM- MOVE

468 GOSUB 1868

470 IF F=9 THEN 370

498 IF F>@ THEN 538

490 REM- LOSE

900 PRINT “HA HA HA - YOU LOSE!"

510 GOTO 540

528 REM~ WIN

538 PRINT "HEE HEE HEE - THE WUMPUS‘LL GETCHR NEXT TIME!!®

540 FOR J=1 70 6

538 L(I=M(>

368 NEXT J

578 PRINT:PRINT "SAME SET-UP (¥-N> OR ‘9’ TO QUIT®

388 INPUT I$

598 I$=LEFT$(I$, L

688 IF I$="N" THEN 208 ELSE IF I$="Y" THEN 328 ELSE END

640 REM #okook TNSTRUCTIONS soktotok

620 CLS: PRINT TAB(28); "WUMPUS 1": PRINT

638 PRINT * THE HUMPUS LIVES IN A CAVE OF 2@ ROOMS. EACH ROOM"
648 PRINT "HAS 3 TUNNELS LEADING TC OTHER ROOMS. (LOOK AT A"
650 PRINT "DODECAHEDRON TO SEE HOM THIS WORKS - IF YOU DON’T KNOW"
668 PRINT "WHAT A DODECHADRON IS, ASK SOMEONE)"

678 PRINT

688 PRINT " HAZARDS : *

€38 PRINT “BOTTOMLESS PITS ~ TWO ROOMS HAVE BOTTOMLESS PITS IN THEM®
788 PRINT * IF YOU GO THERE, YQU FALL INTO THE PIT (& LOSE!)"
710 PRINT "SUPERBATS - TWO OTHER ROOMS HRYE SUPER BRTS. IF YoU*

728 PRINT *© GO THERE. A BAT GRABS YOU AND TAKES YOU TG SOME™;
738 PRINT  OTHER"
748 PRINT © ROOM AT RANDOM. (WHICH MIGHT BE TROUBLESOME)™

758 PRINT@979, “PRESS ANY KEY TO CONTINUE®:

768 IF INKEY$="" THEN 768 ELSE PRINT@L28, CHR$(31);

778 PRINT ¥ WUMPUS:

788 PRINT " THE WUMPUS IS NOT BOTHERED BY THE HAZARDS CHE HAS SUCKER®
798 PRINT “FEET AND IS TOO BIG FOR A BAT TO LIFT). USUALLY"

868 PRINT "HE IS ASLEEP. THO THINGS THAT HAKE HIM UP: YOUR ENTERING"
818 PRINT "HIS ROOM OR YOUR SHOOTING AN ARROW. "

820 PRINT "  IF THE WUMPUS WPKES, HE MOVES <P= 75) ONE ROOM®

838 PRINT "OR STRYS STILL (P=. 25). AFTER THAT, IF HE IS WHERE YOU"
840 PRINT "ARE, HE EATS YOU UP (& YOU LOSE!)>*

858 PRINT@O?9, “PRESS ANY KEY TO CONTINUE™:

860 IF INKEY$="" THEN 860 ELSE PRINTG128, CHR$(31);

878 PRINT © You: "

886 PRINT "EACH TURN YOU MAY MOVE OR SHOOT A CROOKED ARROW®:PRINT

898 PRINT * MOVING: YOU CAN GO ONE ROOM (THRU ONE TUNNEL)"

900 PRINT *© ARROMS: YOU HAYE S ARROWS. YOU LOSE WHEN YOU RUN OUT. ®
910 PRINT * EACH ARRON CAN GO FROM 1 TO 5 ROOMS. YOU RIM BY “;

926 PRINT "TELLING"

930 PRINT *© THE COMPUTER THE ROOMS YOU WANT THE ARROW TO GO T0.*
948 PRINT ¥ IF THE ARROW CANT GO THAT WAY (I.E., NO TUNNEL) IT %
958 PRINT "MOVES"

960 PRINT © AT RANDOM TO THE NEXT ROOM. ": PRINT

978 PRINT * IF THE ARROW HITS THE WUMPUS, YOU WIN, "

988 PRINT " IF THE ARRON HITS YOU, YOU LOSE. ®

998 PRINT@I7S, "PRESS ANY KEY TO CONTINUE®;
1609 IF INKEY$="" THEN 100@ ELSE PRINT@128, CHR$(3L);

1918 PRINT * WARNINGS :

1828 PRINT * WHEN YOU ARE ONE ROOM AKAY FROM WUMPUS OR HAZARD,
1630 PRINT © THE COMPUTER SAYS:":PRINT

1640 PRINT "WUMPUS- 1 SMELL A WUMPUS‘®

1858 PRINT "BAT -~  ‘BATS NEARBY"

1868 PRINT *PIT - ‘I FEEL A DRAFT’*

1670 PRINT@S79, "PRESS ANY KEY TO CONTINUE™

1888 IF INKEY$="" THEN 1688 ELSE PRINT@128, CHR$(31);

1898 RETURN

1182 REM- PRINT LOCATION & HAZARD WARNINGS

1118 PRINT

H2BFR J=2T06

1438 FOR K=1 10 3

1148 IF SCLCLY, KXCOLCTY THEN 1218

1150 ON J-1 GOTO 1160, 1186, 1180, 1266, 1208

1168 PRINT "1 SMELL R WUMPUS!®

1478 GOTO 1210

118@ PRINT I FEEL A DRAFT!"

1196 GOTO 1218

1208 PRINT “BATS NEARBY!'" 191

1218 NEXT K

1220 NEXT J

4238 PRINT "YOU ARE IN ROOM ™iL(1)
124@ PRINT “TUNNELS LEAD TO "5 S(L, 45 5¢L: 2): S(L, 2)
1258 PRINT

1260 RETURN

1278 REM- CHOOSE OPTION

1288 PRINT "SHOOT OR MOVE (5-M>%;

1298 INPUT I$

1388 IF I$O"S" THEN 1338

1310 0=1

1328 RETURN

43368 IF I$O™" THEN 1288

1348 0=2

1350 RETURN

1368 REM- ARRON ROUTINE

1378 F=@

1386 REM- PATH OF ARROW

1398 L=L(D)

1480 PRINT "NO. OF ROOMS(1-5)":

1446 INPUT J9

1428 IF J9C1 OR J9O5 THEN 1488

4436 FOR K=1 70 J9

1448 PRINT "ROOM #*;

1458 INPUT PCKO

1468 IF K(=2 THEN 1560

1476 IF PCKYOP(K-2> THEN 1500

1488 PRINT "ARROWS AREN‘T THAT CROOKED - TRY ANOTHER ROOM"
1490 GOTO 1440

1508 NEXT K

4518 REM- SHOOT ARROW

1528 FOR K=1 10 19

1538 FOR Ki=1 70 2

154@ IF S(LK1)=P(K) THEN 1768

4558 NEXT Ki

1568 REM- NO TUNNEL FOR ARROW

1578 L=5¢L; RND(Z»

45808 GOTO 4710

1598 NEXT K

4688 PRINT "MISSED"

1618 L=l

162@ REM- MOVE WUMPUS

1638 GOSUB 1788

1648 REM- AMMO CHECK

1658 A=R-1

1668 IF A>@ THEN 1688

1678 CLS: PRINT “YOU‘RE OUT OF ARROMS": PRINT: F=—1
1688 RETURN

1698 REM- SEE IF ARROW IS AT L(4) OR L(2)
1789 L=P4O

1716 IF LCOLC2) THEN 1759

172@ CLS: PRINT “AHA! YOU GOT THE WUMPUS!®
1738 F=1

1746 RETURN

1758 IF LOL(4) THEN 1599

1760 CLS: PRINT "OUCH! ARROW GOT vou!"
1778 F=-1: RETURN

1780 REM- MOVE WUMPUS ROUTINE

1798 K=RND(4)

1868 IF K=4 THEN 1828

1818 L{2)=5(L(2), K>

1828 IF L(2)OL THEN 1858

1838 CLS: PRINT “TSK TSK TSK - WUMPUS GOT vou!'"
1848 F=-1

1858 RETURN

1868 REM- MOYE ROUTINE

1878 F=8

1888 PRINT “WHERE TO";

1838 INPUT L

1968 IF L<1 OR L>2@ THEN 1880

1918 FOR K=1 70 3

1928 REM- CHECK IF LEGAL MOVE

1938 IF SCL<1),K>=L THEN 1998

1948 NEXT K

1956 IF L=L{1) THEN 1996

1968 PRINT "NOT POSSIBLE -*;

197@ GOTO 1880

1988 REM~ CHECK FOR HAZARDS

1998 L{d)=L

2808 REM- HUMPUS

2818 IF LOL(2) THEN 2082

2628 PRINT ... OOPS! BUMPED A WUMPUS!®
20208 REM- MOVE WUMPUS

2648 GOSUB 1798

2058 IF F=8 THEN 2088

2868 RETURN

2876 REM- PIT

2086 IF LOL(3) AND LOL(4) THEN 2130
2096 PRINT “YYYIITIEEEE FELL IN PIT"
2108 F=-1

2418 RETURN

2128 REM- BATS

2138 IF LOLCS) AND LOL(E) THEN 2178
2148 PRINT "ZAP--SUPER BAT SNATCH! ELSEWHEREVILLE FOR YoU!®
2158 L=RND(20>

2168 GOTO 1998

2178 RETURN

218@ END



Hark!! The weary Wunpus hunter, wan from 50 days in
the Terminal Caverns, exhausted and with all of his arrows
expended — — — (A grcaning Teletype roars at a sleepy
student. Maps litter the floor covered with circles and
integers. With callused fir gers, the immortal Wumpus player
looks up with bloodshot eyes and implores: “How do I get
out of here?”’}

| suspected that the dodecahedron may prove a bit
boring after a few thous: nd games, so | wrote Wumpus 21to
extend vour pleasure. 3ome 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 sams old Wumpus in different settings
— including those of your own design. As you play in the
different caves, you wil notice that the game changes in
difficulty and strategy. llow 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 vis on was topological, here is the first
wonder of topology, the Mobius strip. Take a strip of
paper. give it a half-twict and join the ends into a loop. The
result has just one side ¢nd one edge (if you disbelieve, take
a pencil and go around tne thing).

A perceptive player will note that the placement of the
pits influence the game. Two pits placed just right (around
5% of the games have tnis) will force a detour back around
the strip in certain cases. Getting around is slower than in
Cave 0, but it is easier tc search the place.

CAVE 2 (String of Beads)

See the diagram for “his 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 hzve gone to the trouble of making a
reference map; otherw se you keep coming back to your
starting point. {Look & the diagram and see how this may
be so.)

CAVE 3 {Hex Network:

This is my attempt at a torus {(doughnut). If you can
visualise a hexagon net like a honeycomb or a tile floor and
stretch it onto a doughnut, you've got it!! The drawing tries
to show this, but if you prefer, think of it as a complicated
molecule of some sort. Play in this one is very similar to
CAVE Q.

CAVE 4 (Dendrite)

Up to now, each tunnel leads to another cave and only
one tunnel connects .1 pair of caves. This need not be a
strict rule and the ne::it two caves illustrate variations on
this. The dendrite is «1 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 wtere the Wumpus is when you come
near him.
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CAVE 5 (one way streets)

This is «he extreme example of all tunnels are one-way.
You will find that getting about this cave is like travel in
Los Angeles — much going to get to the neighbor’s house. if
you overshoot, you must travel all the way around, just like
missing a freeway offramp.

CAVE 6 {[io 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 onest!!

FINIS
In any case, Wumpus has spawned several versions and
spread about the computer games-dom really nicely. For
myself, the soul of the game is in the idea and fun of it
rather than the program or the computer which hosts it. |
feel that all really good games will turn programmers on
enough for them to write it for their system from the idea
alone and encourage games writers to think carefully on the
art and esthetics of their games 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

CAVES
OF
WIUMPUS 2

Cave | Cave 2
{Moblus Strip) {(String of Beads}
%
Cave 4
; J y {Dendrite)
Cav: 5 ﬁ
{Oni: Way Only)
Cave 6

{Anything You Like)



WUMPUS 11 wk HAPPY HUNTING! ok

COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOWM: NJ cls

CAVE # (8-6) 2 4.
DO YOU NEED INSTRUCTIONS? YES.

ol #otk HUNT THE HUMPUS st

WELCOME TO WUMPUS 11 YOU ARE IN ROOM 28 -- TUNNELS LEAD TO 16 28 28
THIS VERSION HAS THE SAME RULES AS “HUNT THE WUMPUS’ SHOOT OR MOVE 2 M
HOMEVER, YOU NOW HAVE A CHOICE OF CRVES TO PLAY IN .
SOME CAVES ARE EASIER THAN OTHERS. ALL CRVES HAVE 28 HHERE T0 2 16_

ROOMS AND 3 TUNNELS LEARDING FROM ONE ROOM TO OTHER ROOMS.
cls

THE CAVES ARE:
6 - DODECAHEDRON: THE ROOMS OF THIS CAVE ARE ON A
12-SIDED OBJECT. EACH FORMING A PENTAGON. wok HUNT THE WUMPUS otk
THE ROOMS ARE AT THE CORNERS OF THE PENTAGONS.
EACH ROOM HAVING TUNNELS THAT LEAD TO 2 OTHER ROOMS
1 FEEL A DRAFT!

PRESS ANY KEY TQ CONTINUE 1 FEEL A DRAFT!

| YOU ARE IN ROOM 16 -- TUNNELS LEAD TO 14 419 20
Cis

?
WELCOME TO WUMPUS II SHOOT OR HOVE = M

WHERE T0 » 14

4 - MOBIUS STRIP: THIS CAVE IS THO ROGHS

WIDE AND 1@ ROCHMS RROUND (LIKE A BELT).

Y0U WILL NOTICE THERE IS R HALF THIST cls

SOMEMHERE.
2 - STRING OF BEADS:  FIVE BEADS IN R CIRCLE. ok HUNT THE WUMPUS #etax

ERCH BEAD IS R DIAMOND WITH A VERTICAL

CROSS-BAR. THE RIGHT & LEFT CORNERS LEAD WIIIEEEE . FELL IN R PIT:

T0 NEIGHBORING BEADS. (THIS ONE IS DIFFICULT H HA HAR - YOU LOSE!

T0 PLAY). PLAY AGAIN? YES

PRESS ANY KEY TG CONTINUE
SAME SET-UP 2 NO

cis

CAVE & (B-6) 2 1.
WELCOME TO WUMPUS II cls

3 - HEX NETWORK.  IMAGINE A HEX TILE FLOOR. TAKE
A RECTANGLE WITH 28 POINTS CINTERSECTIONS) ek HUNT THE WUMPUS ok
INSIDE (d%4>. JOIN RIGHT & LEFT SIDES T0 MAKE A

CYLINDER. THEN JOIN TOP & BOTTOM TO FORM A
TORUS (DOUGHNUT). YOU ARE IN ROOM 28 -- TUNNELS LERD TO 4 18 19

HAVE FUN IMAGINING THIS ONE!!
SHOOT OR MOYE 7 M
CAYES 1-3 ARE REGULAR IN THE SENSE THAT EACH ROOM
GOES TO THREE OTHER ROOMS & TUNNELS ALLOW THO- RHERE T0 2 4
HAY TRAFFIC. HERE RRE SOME IRREGULAR’ CAVES:
cis

PRESS RNY KEY TO CONTINUE

stk HUNT THE WUMPUS stobok
cls

WELCOME TO WUMPUS 11

YOU ARE IN ROOM 1 -- TUNNELS LERD TO 20 2 3
4 - DENDRITE WITH DEGENERACIES: PULL R PLANT FROM

THE GROUND. THE ROOTS & BRANCHES FORM R SHOOT OR MOVE 2 M

DENDRITE - I.E., THERE ARE NO LOOPING PATHS.

DEGENERACY MEANS R) SOME ROOMS CONNECT TO RHERE T0 7 2.

THEMSELYES AND B> SOME ROOMS HAVE MORE THAN ONE

TUNNEL TO THE SAME OTHER ROOM, I.E.. 12 HAS cls

THD TUNNELS 70 13. okt HUNT THE WUMPUS stk
S - ONE WAY LATTICE: HERE ALL TUNNELS GO ONE
HAY ONLY. TO RETURN: YOU MUST GO RROUND THE CRVE

(ABOUT 5 MOVES). I FEEL A DRAFT!

YOU ARE IN ROOM 2 -- TUNNELS LERD T0 49 1 4

PRESS ANY KEY TO CONTINUE SHOOT OR HOVE 2 1

WHERE TO ? 4.
cls

cls

WELCOME TO WUMPUS 11
wtok HUNT THE MUMPUS okt

& - ENTER YOUR OWN CAVE:  THE COMPUTER WILL ASK YOU

THE ROOMS NEXT TG EACH ROOM IN THE CAVE. YYYITIEEEE FELL IH A PIT!
HA HA HA - YOU LOSE!
FOR EXAMPLE: PLAY AGRIN? NO
ROOM #1 2 2,2,4 - YOUR REPLY OF 2,3, 4
MEANS ROOM 4 HAS TUNNELS GOING TO ROOMS: cls
2.3 &4
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18 CLS: PRINT@44Z, "WUMUS II

20 PRINT: PRINT TAB(?> 'COPYRIGHT 4979 CREATIYE COMPUTING MORRISTOWN, NJ*

38 PRINTGS68, "5 INPUT "DO YOU NEED INSTRUCTIONS®: 1%

48 REM- WUMPUS VERSION |

5@ DIM 528,32}

68 DIM L(6), H(6), P(5)

78 IF LEFT$(I$, 40 & "y' THEM CLS. GOTO le@

80 GOSUB 668

9 REM- CHOOSE AND SET [P CAVE

168 GOSUB 2470

41@ REM LOCATE L ARRAY TEMS

128 REM 1-Y0U, 2-WUMPUS 384-PITS, 586-BATS

136 FOR J=1 T0 6

140 L{J)=RND(28)

150 M=l

16@ NEXT J

176 REM CHECK FOR CROSS IWVERS (IE L{4X=L(2) ET()

188 FOR J=1 TQ 6

198 FOR K=J T0 6

26@ IF J=K THEN 220

218 IF LCJ)=LCK) THEN 1@

228 NEXT K

238 NEXT J

24@ REM SET # ARROWS

258 A=S

266 L=

279 REM- RUN THE GAME

280 CLS: PRINT ™tk HUNT THE WUMPUS #tk®- PRINT

258 REM-HAZARDS WARNING; AND LOCATION

3680 GOSUB 1210

316 REM MOVE OR SHOOT

320 GOSUB 1388

338 ON O GOTO 358,392

348 REM SHOOT

358 GOSUB 1528

3¢6e IF F=8 THEN 320

378 GOTO 410

380 REM MOVE

398 GOSUB 2830

488 IF F=8 THEN 308

410 IF F>8 THEN 46@

420 REM LOSE

430 PRINT "HR HR HA - Y(U LOSE!™

440 GOTO 478

458 REM WIN

460 PRINT "HEE HEE HEE - THE WUMPUS’LL GET YOU NEXT TIME!'"
470 FOR J=1 T0 6

488 L=

430 NEXT J

588 PRINT “PLAY AGARIN":

518 INPUT I#

528 PRINT

538 PRINT

540 IF LEFT$(I$, 1OO"Y" THEN 344@

558 PRINT “SAME SET-UP *:

560 INPUT 1f

57@ PRINT

58@ IF LEFT$(I$, )OMY" THEN 168

59& GOTO 258

€88 CLS: REM- INSTRUCTICNS

616 PRINT TAB(28): "WELC ME TO WUMPUS II": PRINT

628 PRINT "THIS VERSION HAS THE SAME RULES AS “HUNT THE WUMPUS‘. "
€36 PRINT "HOWEVER, YOU NOW HAYE A CHOICE OF CAYES TO PLAY IN. "
540 PRINT "SOME CAVES A EASIER THAN OTHERS. ALL CAVES HAVE 20¢
653 PRINT "ROOMS AND 2 UNNELS LEADING FROM ONE ROOM TO OTHER ROOMS. *
668 PRINT

676 PRINT "THE CRVES ARE:"

68¢ PRINT " @ -~ DODE’AHEDRON: THE ROOMS OF THIS CAVE ARE ON A"
650 PRINT * 12-SDED OBJECT, EACH FORMING R PENTRGON. "
780 PRINT * THE 00MS AIRE AT THE CORNERS OF THE PENTAGONS. *
74@ PRINT ¢ EACH ROOM HAVING TUNNELS THRT LERD TO 3 OTHER ROOMS®
728 PRINTB379, "PRESS AiIY KEY TO CONTINUE®;

730 IF INKEV$="" THEN 7@ ELSE PRINT@128, CHR$(31);

740 PRINT * 4~ MOBI'IS STRIP- THIS CRVE IS TWO ROOMS"

758 PRINT * WIDE AND 18 ROOMS AROUND (LIKE A BELT). ¥
768 PRINT " YOU (HLL NOTICE THERE IS A HALF TWIST"
778 PRINT * SOMEL HERE. ™

780 PRINT

798 PRINT " 2 - STRI/G OF BERDS.  FIVE BEADS IN A CIRCLE. "

886G PRINT * ERCH BEAD IS A DIAMOND WITH A VERTICAL"

818 PRINT ¥ CROS5~-BAR. THE RIGHT & LEFT CORNERS LEAD"
928 PRINT © TO hZIGHBORING BEADS. (THIS ONE IS DIFFICULT"
83@ PRINT TO PLAY). "

848 PRINTE9I79, “PRESS AV KEY TO CONTINUE™:
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858 IF INKEY$="" THEN 858 ELSE PRINT@128, CHR$(31);
86@ PRINT ® 3 - HEX NETWORK:  IMAGINE A HEX TILE FLOOR. TAKE"

878 PRINT * A RECTANGLE WITH 28 POINTS (INTERSECTIONS)"

8808 PRINT © INSIDE (4%4). JOIN RIGHT & LEFT SIDES TG MAKE A"
89@ PRINT CYLINDER. THEN JOIN TOP & BOTTOM TO FORM A"

968 PRINT © TORUS (DOUGHNUT). *

91@ PRINT * HAYE FUN IMAGINING THIS ONE!!™

928 PRINT

93@ PRINT "CAVES 1-3 ARE REGULAR IM THE SENSE THAT ERCH ROOM"

940 PRINT "GOES TO THREE OTHER ROOMS & TUNNELS ALLOW TuO-"

958 PRINT *WAY TRAFFIC. HERE ARE SOME /IRREGULAR’ CRVES:"

968 PRINTR979, "PRESS ANY KEY TQ CONTINUE";

970 IF INKEY$="" THEN 978 ELSE PRINT@128, CHR$(31):

988 PRINT " 4 - DENDRITE WITH DEGENERACIES: PULL A PLANT FROM"

898 PRINT " THE GROUND. THE ROOTS & BRANCHES FORM A

1808 FRINT * DENDRITE - I.E., THERE ARE NO LOOPING PATHS. "
16818 FRINT ¥ DEGENERACY MEANS A) SOME ROOMS CONNECT 70"

16828 PRINT * THEMSELVES AND B> SOME ROOMS HAVE MORE THAN ONE"
1638 FRINT TUNNEL TO THE SRME OTHER ROOM, I.E., 42 HAS "
104@ FRINT © THO TUNNELS TO 437

1858 PRINT

1860 FRINT " 5 - ONE WARY LATTICE: HERE ALL TUNNELS GO ONE"
1678 PRINT © HAY ONLY. TO RETURN, YQU MUST GO AROUND THE CRVE"
1888 FRINT * (ABOUT S MOVES). "

1890 FRINTES79: "PRESS ANY KEY TO CONTINUE™

1168 IF INKEY$="" THEN 1188 ELSE PRINT@128, CHR$(31);

1418 FRINT * 6 - ENTER YOUR OWN CAVE:  THE COMPUTER WILL ASK YoU"

1128 PRINT * THE ROOMS NEXT TO EACH ROOM IN THE CAVE. "
1438 PRINT
1148 FRINT " FOR EXAMPLE:"

1458 PRINT © ROOH #1 2?2234 - YOUR REPLY OF 2,3, 4
1168 PRINT * MEANS ROOM 1 HARS TUNNELS GOING TO ROOMS:®
1478 PRINT ¥ 23 &40

1488 PRINT: PRINT

1498 PRINT "k HAPPY HUNTING! k" PRINT
1280 RETURN

1219 REM

1228 PRINT

1239 FOR J=2 T0 6

1248 FOR K=1 70 3

1258 IF SCLCA, K)OL(T) THEN 1320

1266 0N J-1 GOTO 1276, 1290, 1290, 1310, 1310
1278 PRINT 1 SMELL A WUMPUS!™

1280 COTO 1328

1298 PRINT "1 FEEL A DRAFT!®

1308 €070 1320

1318 FRINT "BATS NEARBY!"

1328 BERT K

1338 NEXT J

134@ PRINT "YOU ARE IN ROOM";L{1)

4358 PRINT "=~ TUNNELS LERD T0*"; SC(L, 1);S¢L, 225 S¢L, 3D
1368 FRINT

13708 RETURN

1380 REM- CHOOSE OPTION

1296 GOTO 1438

4468 FRINT "ERROR  *;

1416 JNPUT 28

1428 FRINT "%

1430 PRINT "SHOOT OR MOVE "

i44@ THPUT I$

1450 PRINT

1460 IF LEFT$(I$, )OS THEN 1458

1478 (=4

1486 RETURN

1490 IF LEFT$(I$ HH)OM" THEN 1400

1588 (=2

1518 RETURN

1520 REM- ARROW ROUTINE

1538 =8

1548 REM- PATH OF ARROHW

1550 10T0 1599

1568 FRINT "ERROR ™

1578 INPUT 29

1580 FRINT "%

1598 PRINT "NO. OF ROOMS ";

1686 INPUT J9

1618 PRINT

1628 IF J9<1 OR J935 OR INT(J9)COABS(JI9) THEN 1560
1630 FOR K=1 T0 J9

4648 PRINT "ROOH #°;

1698 [NPUT PCK)

1668 IF P{K)O@ AND P(KOC2L AND INT(P(KD)=ABSCP(K)> THEN 1718
16v7@ “RINT “ERROR "

1688 INPUT 29



1698 PRINT "%

1780 GOTO 1648

4718 NEXT K: PRINTG128, CHR$(31);
1728 PRINT

1730 REM ~ SHOOT ARROW

1748 A=A-1

1758 A9=L(1)

1768 FOR K=1 TO J9

1778 FOR K1=1 70 3

1780 IF SCA9; K1)=P(K) THEN 1938
4799 NEXT Ki

1806 REM - NO TUNNEL FOR THE ARROK
1818 R9=5(R3, RND(B))

1828 GOTO 194@

1838 NEXT K

1848 PRINT "MISSED. "

1858 REM - MOVE WUMPUS

1868 GOSUB 201@

1878 REM - AMMO CHECK

1880 IF AX@ THEN 1918

1898 PRINT "YOU HAYE USED ALL OF YOUR ARROMS. *
1968 F=-1

1916 RETURN

1920 REM - SEE IF ARROM IS AT L1y OR L(2)
1938 A3=P(K)

1348 IF ASOL(2) THEN 198@

1350 PRINT "AHA! YOU GOT THE WUMPUS! HE MRS IN ROOM";L(2)
1968 F=1

1978 RETURN

1988 IF RICL(L) THEN 1838

1990 PRINT “OUCH! ARROW GOT YQU!*®
2808 GOTO 1900

20108 REM - MOVE WUMPUS ROUTINE
2828 K=RND(4)

2038 IF K=4 THEN 2880

2048 L()=5(L2), 10

2058 IF L(2YOL THEN 2680

2066 PRINT "TSK TSK TSK- WUMPUS GOT vou!"
2878 F=-1

2680 RETURN

2898 REM - MOVE ROUTINE

2160 F=0

2118 GOTO 2156

21268 PRINT "ERROR *;

2128 INPUT 29

2148 PRINT "*;

2158 PRINT “WHERE TO *;

2168 INPUT L

2178 PRINT@128, CHR$(31);

2188 IF L<4 OR L228 OR ABS(LICOINT(L) THEN 2128
2198 FOR K=1 70 3

2208 REM ~ CHECK IF LEGAL MOVE
2218 IF SCL(1),Ko=L THEN 2298
2228 NEXT K

223@ IF L=L(1) THEN 229@

2240 PRINT “NOT POSSIBLE - *;
258 INPUT 29

2268 PRINT *%;

2270 GOTO 2150

2200 REM - CHECK FOR HAZARDS
2298 L{O=L

2380 REM - WUMPUS

2318 IF LOLC2) THEN 2376

2228 PRINT “.. 0OPS! BUMPED A WUMPUS!®
2330 REM - MOVE A WUMPUS

2340 GOSUB 2026

2358 IF F=0 THEN 2378

2368 REM - PIT

2378 IF LCOLCR) AND LOL(4) THEN 2420

2380 PRINT °“YYYIIIEEEE FELL IN A PITi®
2396 F=-1

2409 RETURN

2418 REM - BATS

2420 IF LOL(S) AND LOL(E) THEN 2468

2438 PRINT “ZAP--SUPER BAT SNATCH! ELSEWHERESYILLE FOR voU!*
2448 L=RND(28)

2438 GOTO 2298

2468 RETURN

2478 REM - SELECT CAVE

2428 GOTO 252@

2490 PRINT “ERROR "

2560 INPUT 29

2548 PRINT "5

2528 PRINT "CAVE # (8-6) "

2538 RESTORE

2548 INPUT N

2558 PRINT

2568 IF NCB OR ND& OR INTC(NDCOABS(N) THEN 2490
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2576 ON N+1 GOSUB 2726, 2660, 2780, 2900, 3620, 3148, 2268
2588 RETURN

2596 REM - DODECAHEDRON

2688 DATA 2,5,8,1,2,16,2,4,12,2,5, 14,1, 4. 6

2610 DATA §,7,15,6,8,17,1,7, 9,8, 16,18, 2, 9, 14

2620 DATA 16,12, 19,3, 14, 13,12, 14, 20, 4,13, 15,6, 4, 16
2638 DATA 15,17,28,7, 16,18, 9, 17,19, 11,18, 28, 13, 16, 19
2649 GOSUB 2370

2658 RETURN

2668 REM - MOBIUS STRIP

2678 FOR Bi=1 TO 1

2680 FOR B2=1 TO 66

2690 REFD BB

2780 NEXT B2

2718 NEXT B4

2728 DATA 26,2,2,19,:1,4,1,4,5,2.2,6,3,6, 7

2738 DATA 4,5,8,5,8,9,6,7,18,7, 16,11, 8,9, 12

2740 DATA 9,12, 13, 16, 11, 14, 11, 14, 15,12, 13, 16, 12, 16, 17
2758 DATA 14,15, 18, 15, 18, 19, 16,17, 28, 2,17, 26, 1, 18, 19
2760 GOSUB 337¢

2778 RETURN

2780 REM - STRING OF BERDS

2798 FOR B1=1 70 2

2868 FOR B2=1 T0 60

281@ READ B6

2828 NEXT B2

2828 NEXT B1

2848 DATA 2,3,20,1,3,4,1,2,.4. 23,5, 4,6, 7

2856 DATA 5,7,8,5,6,8,6,7,9, 2,18, 11, 9, 14, 12

2860 DATA 9,10,12,10, 11, 13,12, 14, 15,13, 15, 16, 13, 14, 16
2870 DATA 14,15,17,16,18,19,17, 19, 20, 17, 18, 26, 1, 18, 19
2880 GOSUB 3378

2898 RETURN

2968 REM - HEX NUT ON TORUS

218 FOR Bi=1 T0 3

2928 FOR B2=1 10 6@

2926 RERD B@

2348 NEXT B2

2958 NEXT B1

2968 DATA 6,16, 16,6,7,17.7,8,18: 8, 9,19, 9, 18, 28
2970 DATA 1,2,15,2,3, 11,3, 4,12, 4,5, 13,5, 6, 44

2988 DATA 7, 16,28, 8, 16,17, 9,17, 18, 18, 18, 19,6, 19, 20
29%@ DATA 41,141,142, 2,12,13, 3,13, 14, 4, 14,15, 5, 11, 45
3068 GOSUB 2378

3818 RETURN

3028 REM ~ DENDRITE W/ DEGENERACIES

3930 FOR B1=1 T0 4

3848 FOR B2=1 70 €6

3856 READ BG

3868 NEXT B2

3878 NEXT Bl

3080 DATA 1,1,5,2:2,5 33,6, 44,6, L, 2.7

369@ DATA 3,4,7,.5.6,16,8, 9,9, 8, 8,18,7,9, 11

318@ DATR 10,13, 14,12, 13,13, 11, 12, 12, 14, 15, 16, 14, 17, 18
3110 DATA 14,19, 20, 15,47, 17,15, 18,18, 16, 19, 19, 16, 26, 28
3126 GOSUB 3370

3138 RETURN

3148 REM ~ ONE WAY LATTICE

358 FOR Bi=1 70 5

3166 FOR B2=1 10 68

3176 RERD B

3188 NEXT B2

3198 NEXT B1

3208 DATA 5,4, 8, 1,5.6,2,6:7:3,7,8:8,9, 12

3210 DATA 5,9, 16, 6,10, 11,7, 11, 12, 12, 13,16, 9, 13, 14
3220 DATA 10,14, 15, 11, 15, 16, 16, 17, 26, 13, 17, 18, 14, 18, 19
323@ DATA 15,19,20,1,4,20,1,2,17, 2, 3,18, 3, 4,19
3248 GOSUB 3370

3258 RETURN

3260 REM - INPUT YOUR OWN CAVE

3276 FOR J=1 TO 28

3280 PRINT "ROOM #*: 1

3298 INPUT S(J,1),5(1, 2),5(1, %)

3388 FOR K=1 70 3

3318 IF S(L KX AND SCI,K)(21 AND ABS{S(J, K))=ABS(S(J, K)) THEN 3348
3328 PRINT "tooor ERRORIIVIT®

3338 GOTO 2280

3348 NEXT K

3358 NEXT J

3368 RETURN

3378 REM - INPUT CAVE

3380 FOR J=1 70 20

3398 FOR K=1 T0 3

3408 READ S(J.KO

341@ NEXT K

3420 NEXT J

3428 RETURN

3448 END
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