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IMPORTANT NOTICE
Directions for using this diskette are contained in the introduction
of the accompaning book.
1. Insert the diskette in your Commodore Disk Drive.
2. After the C64 displays the ready prompt type:
LOAD “NAME OF THE GAME",8
3. After a few seconds the C64 will give you the ready prompt.
4. Type: RUN

You are now ready to play.

WARNING: DO NOT SAVE ANY OTHER PROGRAM ON THIS
DISKETTE.
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Preface

Arcade Games For The Commodore 64 has been
created for the C-64 owner who enjoys playing
computer games and wants to learn more about the
“magic” that makes them work. We have provided fifteen
games which demonstrate the power of the Commodore
64 home computer. The games utilize most of the fea-
tures of the C-64, including color, sound, music, ani-
mated character and sprite graphics, multicolored
characters and sprites, and redefined characters. Some of
the games produce multivoice sound effects. Some use
more than thirty sprites! All offer colorful, animated fun.

All the games are written in BASIC and annotated
with enough programming detail that you will be able to
explore and experiment with many aspects of the pro-
grams. Even if you do not have a complete understanding
of the BASIC language or any previous programming
experience, you can exercise your own creativity by
changing the games, using the modification hints given.
You may find this to be even more fun than playing them!

For each game, in addition to play instructions and
program listings, we have included a discussion of some
of the programming techniques used in the game's crea-
tion. The explanation should satisfy a non-programmer’s
curiosity, or point out topics for further study by readers
who want to program games themselves.

Our intent was to present enough information that
you will feel you understand the general method by
which the programmer achieved a certain result. If you
wish to achieve the same result in a program of your own,
studying our program as an example will be helpful. You
will probably need to refer to other texts, however, to




obtain all the information you need. In many cases, we
provide specific references for additional details.

Because we wanted to create games which would
exploit the power of the Commodore 64 computer and be
fun to play, each game program is elaborate and contains
many different tricks and techniques. An attempt to thor-
oughly describe just one program could fill a book. The
"Programmer’s Notes" for each game highlight just one or
two game programming topics. If you examine the pro-
grams in detail, you will uncover many more techniques
which you might wish to study further. ‘

Though we have made our explanations as clear as
possible, you may find them easier to understand if you
have some familiarity with the Commodore 64 User's
Guide which came with your computer. In fact, we have
often made reference to that guide for further details on
topics which were beyond the scope of this book.

Whether you are a game player, a programming
enthusiast, or just someone curious about computers,
reading this book and looking over the program listings
should give you a general understanding of the structure
of a game program and some methods by which program-
mers achieve the effects which make games fun.

In addition to many hours of entertainment, we
hope our games provide you with a learning experience
as you discover how the various programmers have
taken advantage of the Commodore 64's special features
to implement their game ideas.

Mary Ann Chapman and David Harper
Fanfare House, Inc.
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Introduction

I he games in this collection are all "arcade-style”,
requiring skill, coordination and strategy to
achieve high scores. In order for you to understand and
modify the game programs, we chose to write them in
BASIC, which is the language most commonly used by
Commodore 64 owners.

Although BASIC is simple to demonstrate and
understand, it does not result in extremely fast-running
programs. As a result, the games do not have quite the
lightning speed found in true arcade games, which are
generally written in faster languages, but they are still
fun to play. The methods used to achieve the "arcade”
effects are the same as those used in the faster games.

Our programmers have created games with every-
thing from squirrels to space ships, including helicopters,
hot-air balloons, ghosts, aliens and robots. You will be
playing a pinball game, putting out firecrackers, storing
nuts for the winter, and trying to rescue, capture or
escape from all sorts of strange creatures. There are two
games that simulate sports: one is a “pong” or handball-
type game, while the other is similar to football, for two
players.

Playing the Games

Loading and Running the Games

All games are loaded and run in the same way. Place the
disk which came with this book into your disk drive. Be
sure it is inserted correctly, with the label side facing up
and the edge farthest away from the label inserted first.
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Consult your disk drive user's manual if you need more
assistance.

If you wish to display a list of all the game programs
on the disk, type LOAD"$",8 and press the RETURN
key. This loads the disk's program directory into the
C-64's memory. When the computer displays READY,
type LIST and press the RETURN key, to see the direc-
tory of programs.

To run a particular game, determine the exact name
of the game from either the disk directory or the descrip-
tion of the game in the book. Type LOAD"game
name”,8 and press the RETURN key. After a delay of 15
seconds or more, depending on the size of the game, the
computer will display READY. This indicates that the
game has been found and loaded into the C-64's memory
and is ready to be played. Type RUN and press the
RETURN key, and the game's title screen will appear.
Further instructions on how to play are in the description
for each game.

For example, one of the games is called Ghost
Hunt. To load this game, type LOAD"GHOST
HUNT",8 and press the RETURN key. Note: The space
between GHOST and HUNT is part of the name and must
be included, or the computer won't find the game on the
disk.

Some of the games actually consist of two programs.
To play a two-part game, you load and run one program,
and that program automatically loads and runs the other.
The second program always has a name beginning with
&&. For example, the game called Firecracker Boy actu-
ally consists of the programs FIRECRACKER BOY and
&& FIRECRACKER. If you attempt to load and run &&
FIRECRACKER, it will run but it may not work cor-
rectly, and the game's characters will have a very strange
appearance.

How to Stop a Game

When you are finished with one game and want to play a

different one, you must stop the first game and get the

computer ready to accept a new LOAD instruction.
Most of the games can be stopped by pressing and

holding down the RUN/STOP key and then pressing the

RESTORE key. The C-64 will respond by displaying




READY, meaning that it is ready for a new command.
You may then load and run a different game or run the
same one again by typing RUN and pressing RETURN.
Even after pressing RUN/STOP and RESTORE, the
original game is still in the computer's memory.

Games which use memory bank switching tech-
niques (which will be discussed later) cannot be stopped
quite so easily. The descriptions of those games direct
you to this section for instructions on stopping them.

In those games, pressing RUN/STOP and
RESTORE will cause the computer to behave very
strangely. Instead, use the following procedures: Press
RUN/STOP. Type RUN20000 and press the RETURN
key. Then press and hold down RUN/STOP and press
RESTORE. The computer will then say READY, and
you can load and run another game, or type RUN and
press RETURN to run the same game again.

Ordinarily these procedures will be sufficient to
stop a game, load another one, and run it. However, due
to memory manipulation techniques used in some
games, you may occasionally have difficulty starting the
next game. If that occurs, or if you want to stop a game
and get the computer back to READY without going
through the procedures above, simply turn the computer
off and on again. This will completely clear the C-64's
memory. Then load the game you want to play.

Joysticks. Many of the games are played with one
joystick. For those games, plug a joystick into control port
2 on the right-hand side of the Commodore 64, next to the
ON/OFF switch. One game, Sound the Whistle, is
played by two people and requires two joysticks, one
plugged into each control port. Be sure you hold the
joystick in the proper position.

Sound. All of the games are spiced with interesting
sounds as they are played. Adjust the volume on your
television or monitor to a comfortable level so that the
sound effects will add to your enjoyment of the games. Of
course, if someone in the room doesn't share your appre-
ciation for electronic game sounds, you can turn the
volume off completely.
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Information provided for each game

The initial section of information on each game explains
the basic idea of the game, describes the scene, intro-
duces the characters, and explains how to load and play
the game. You may wish to read just that section and then
play the game, before proceeding to the program docu-
mentation which follows.

In the Programmer's Notes, the programmer of the
game explains some of the methods used to make the
game work as it does. Often this section includes a
description of a programming challenge inherent to the
game design, and how it was solved. Our programmers
have used many techniques, only some of which are
explained. If you carefully examine the program listings,
you will uncover and begin to understand other tech-
niques that can be useful if you start writing your own
programs.

Hints for Modifying the Game 1nclude both simple
changes which you can make to adjust the speed or
difficulty of the game, and general suggestions for more
complex modifications. As you play the games, other
ideas may occur to you. When you begin to implement
your own ideas, you will see how really creative the
programming process can be!

Under Major Routines, you will find a synopsis, by
line number, of the major functions of the game program.
The significant variables used in the program are listed in
the Major Variables section, along with a brief descrip-
tion of their use. Both of these sections will aid your
understanding of how the program works.

For each game which uses sprites, a Sprites section
provides information for each sprite used. The Line
Number column, next to the description of a particular
sprite, indicates the line numbers in the program where
the DATA statements for that sprite may be found. The
location in memory where each sprite is stored is repre-
sented by the number under the Page heading.

Each game which uses redefined characters has a
Characters section which provides information for each
redefined or custom character used. The Line Numbers




column, next to the description of a particular character,
indicates the line numbers in the program where DATA
statements used for the redefinition may be found.

Sprites

The sprite feature is the C-64's way of handhng special
shapes which are to be moved around on the screen. By
creating moving objects as sprites, a programmer greatly
simplifies the programming required to produce a game
on the C-64.

Sprites are explained in Chapter 6 of the Commodore
64 User's Guide. Because this powerful feature is used
extensively in most of the games in this book, a little
further explanation here may be helpful. If your interest
in technical details is minimal, this discussion is not
essential to your understanding of the rest of the Intro-
duction and the game descriptions.

To create a sprite, the programmer includes data in
the program to tell the computer what size, shape, and
color the sprite is to be and where it is to be located on the
screen at any particular moment. The computer then
automatically handles many functions that otherwise
would require extensive programming.

The computer's VIC (Video Interface Controller)
chip uses the programmer's data to display the sprite on
the screen with the desired color, shape and size. By
continuously redisplaying it at locations specified by the
programmer, the VIC chip makes the sprite appear to
move around. The VIC chip also detects collisions when
the sprite is in the same place on the screen as another
sprite or a background character.

The data which specifies the sprite’s shape is usually
coded into DATA statements in the program. With
instructions which are executed very early when the
program begins running, the sprite shape data is moved
into an area of memory outside the program, where it is
accessed later by the VIC chip.

The C-64's memory contains 64 Kilobytes of storage
(IK = 1024 bytes or characters). It is organized into
"banks” of 16K each, which are further divided into 256
"pages” of 64 bytes each. A sprite shape definition is 3
bytes wide by 21 bytes high, or a total of 63 bytes. The
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64th byte of a page used to define a sprite always has a
value of zero. In our documentation, the number under
the Page heading is a reference to the page in memory,
outside the program itself, where the shape data for a
particular sprite is stored.

For example, if the page number for a rocket sprite
stored in bank 0is 192, the data that determines the shape
of the rocket is stored in the C-64's memory beginning at
page 192, or location 12288 (192 * 64 = 12288).

In most of these games, the sprites are stored along
with the program in the first 16K bank of memory, which
is known as bank 0. Some games use a technique called
bank sw1tch1ng, which permits the sprites to be accessed
by the VIC chip from a different bank. If a game uses a
bank other than 0, its program documentation will so
indicate. (For more discussion of bank switching, see the
Programmer’s Notes for the game Cosmo’s Rescue.

A maximum of eight sprites may be on the screen at
any one time. Eight locations in memory, beginning at
location 2040, are used as sprite page number pointers.
When a game is running and the program calls for a sprite
object to be displayed, the VIC chip obtains the page
number to use from the sprite page pointer location
assigned to that sprite.

When an object is to be animated, several different
sprites are used, each representing a different step in the
animation. Then a sequence of different sprite pages, one
for each sprite, is used to create the animation effect. The
page number stored in the sprite page pointer is continu-
ously changed to the next page number in the animation
sequence.

For each game, we have printed a few of the major
sprites in graphic form. To the right of each sprite
printout, you will find three columns of numbers. Each
row contains the actual numbers used in the program’s
DATA statements to define the corresponding row of the
sprite. The numbers below the sprite represent the loca-
tion in memory (bank and page) where the sprite data is
stored.

If you would like to learn how the numbersin DATA
statements translate into a particular sprite shape, how
sprites can be more than one color, and other details of
using sprites, refer to the Commodore 64 User's Guide or to




some of the other excellent books now available about
sprite programming on the Commodore 64.

Sprites are somewhat complicated to set up initially,
but then they can be controlled and moved around with a
minimum of programming. In most cases they offer the
most advantageous method of creating moving objects.
Their disadvantage is that no more than eight may be on
the screen at one time.

Characters and Redefined Characters

The C-64 also offers another method of creating movable
shapes in a program. You may have seen “graphics” pro-
grams in which characters such as X and O are used to
draw the shapes. In addition to alphabetic and numeric
characters, graphics characters with many different
shapes are available on the C-64. These graphics charac-
ters can be arranged to form the desired object, and
program instructions can be written to move the group of
characters around on the screen.

It is possible to invent entirely new graphics shapes
if the ones available aren't suitable for the desired effect.
The programmer then includes instructions which
redefine the standard characters to give them the spec-
ified new form.

Some of the game programs in this book use
redefined characters to create animated figures and other
special shapes. Once again, consult one of the books on
graphics programming for the Commodore 64 for com-
plete details on how this is done.

Since there are 256 characters in the C-64 character
set, there may be up to 256 redefined character shapes in
a program. Therefore this technique is sometimes used
when a game design calls for a large number of movable
objects, even though much more programming is
required to move them around on the screen than is
necessary with sprites. The most advantageous use of
redefined characters is for complex background shapes
that do not require movement.

The Program Listing

For readers who do not have a printer, and to save time
for those who do, we have included a program listing. It is
printed exactly as it would be if you loaded the game and
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printed it on your own printer. A complete listing is
invaluable if you want to learn how a program works or
figure out how to modify it.

The many strange symbols in the listings are the
Commodore 64's special graphics and control characters.
When you list the program on your computer monitor,
you will see the same symbols. To learn which keys to
press to obtain these symbols and what the control char-
acters do, consult Chapter 5 of the Commodore 64 User's
Guide or one of the other books available on graphics
programming for the Commodore 64.

—
Modifying the Games

If you want to follow our modification hints and experi-
ment with changing the games, we suggest that you first
set up a separate disk for your modified versions.

First, format a new disk as explained in the user's
manual for your disk drive. Load the program into your
computer from the original disk. Then remove the origi-
nal disk, insert your new formatted disk, and save the
program. You will still have the program loaded in the
computer, and you can then begin making your changes.

Remember that when making changes, it is very
easy to make errors that introduce "program bugs". The
bugs can be severe enough to cause the computer to "lock
up” when you try to run the game. If this happens, you
will be unable to save your changes. Therefore, we sug-
gest that each time you are ready to try running a newly
modified program, you save it first. Even if it contains a
bug, it may be easier just to correct the bug than to enter
all your changes again.

Each time you save a version of the game, give it a
different name, and keep each version until you are sure
you will never want it again. For example, if you are
working with the game Ghost Hunt, you may wish to
name the modified versions GHOST HUNT 1, GHOST
HUNT 2, and GHOST HUNT 3. After you are certain
that GHOST HUNT 3 works, you may decide to delete
the other two versions from the disk. When you complete
d modified version that you plan to save indefinitely, give
it yet another name, such as GHOST HUNT A or
GHOST CHASE.




NEVER TRY TO SAVE A PROGRAM ON THE
DISK THAT CAME WITH THIS BOOK! You might
accidentally damage the disk and lose all its games for-
ever! As a safeguard, you could place a write-protect tab
over the square notch on the original disk.

L]
Try Programming Yourself!
Many computer owners begin to explore programming
because they are intrigued by the inner workings of the
programs they have purchased. As you begin to learn
more about programming and begin to understand the
game programs in this book, you may have modification
ideas of your own. Go ahead and try them!

You may find yourself becoming more and more

involved in programming, just because you enjoy it.
Writing programs can be a lot of fun!

Programming Guidelines

If you decide to do much programming, you will want to
refer to one of the many programming texts on the BASIC
language. To supplement the information they provide
on the features of the language, we would like to offer
some hints on style and structure which can make your
programs easier to debug and modify. These techniques
can make your programming efforts more successful and
less frustrating, whether you are writing original pro-
grams or simply modifying the game programs in this
book.

1) Plan first — program later. Think through your
design or proposed change before you begin to write any
program instructions. Write down everything the pro-
gram will do and the steps it will follow.

2) Don't be too clever. Use straightforward logic that
will still make sense to you if you decide to work on the
program again a month later.

3) Plan for speed, but don't make it your first pri-
ority. Get the program working correctly first. Then if
some part of it seems to be running too slowly, you can
concentrate your efforts on speeding up that routine.

4) Organize your program by dividing the program
tasks into logical subroutines to be performed by one
control section. Place the subroutines below the control
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section. Then, when looking at or working on the pro-
gram, you can see the sequence of tasks at a glance.

5) Make variable names as meaningful as possible.
SC would be a better variable name than R9 to keep track
of the score. Use a name like VI for the base address of
the VIC chip (53248). VI +16 is more easily remembered
and meaningful than 53264.

6) Document your programs internally with
remarks. Identify the function of each subroutine with a
remark at the beginning of the subroutine. Identify the
usage of each group of DATA statements. Comment on
any section of the program for which the function is not
obvious. These remarks can be great timesavers later if
you have to debug or modify the program.

As you examine the programs and their documenta-
tion in this book, ask yourself two questions: 1) What do
you wish the programmers had done to make it easier for
you to understand the program or to help you make
changes? 2) What did they do which you found helpful?
Your answers to these questions will provide useful guid-
ance when you begin writing your own programs.

Compilers and Other Languages
If speed is important in your programs, you may find that
the Commodore 64's BASIC interpreter cannot execute
your program instructions quickly enough. Each time the
program is run, an interpretive language must convert
each statement in the program into machine language
before it can be executed by the computer.

You may wish to acquire a BASIC compiler, which is
a program used to convert your BASIC source program
into machine language in a separate step, creating an
object version of the program. No time is required for
conversion when the object program is executed, and the
program runs faster. You may find it runs so much faster
that you actually have to make changes to slow it down!

Usually there are subtle differences between inter-
preter and compiler versions of the same language. Often
some programming changes are required when moving
from one to the other. You would be well-advised to wait
until you are very comfortable with programming on the
C-64 before you attempt to use a compiler.




You may also want to learn to use assembly lan-
guage to speed up critical routines in your BASIC pro-
grams. Or, you might investigate othet languages which
are faster than BASIC, such as Pascal, FORTH, or ‘'C’, all
of which are compiled languages.

Programming References

For programming information beyond the scope of the
Commodore 64 User's Guide, a number of excellent pub-
lications are available. The Commodore 64 Programmer’s
Reference Guide (Commodore Business Machines, Inc.
and Howard W. Sams, Inc., 1982), available in book-
stores, is a complete technical reference for the C-64 and
is essential for the serious programmer.

For a step-by-step tutorial, however, the many other
books available on C-64 graphics programming will be
more appropriate. It is difficult to recommend specific
titles because, while many of them are excellent, they
vary widely in content and level of complexity. Find a
bookstore with a good selection of Commodore computer
books, and select some that are designed for your level of
knowledge and include the topics of interest to you.
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B333B8 IFCGEANDS4 > =64 THEMHHM=MM+1 : FOKEN+7 .
: ﬁDfEV+ 13.89: IFCRANDS> <>STHENSC=SC+ 18 T<HNM
kK

23348 GOSUB3SOB0 : =FEEK (S3Z738>+FEEK(S327
22 POKES4Z2Z7FE, 129 PS=SINCS ) XBD+FPEEKCSZZ2Z78 >
33358 _w=Y—DY¥—3:FOKEWY+1.%:  Q=PEEK{S3IZ7F3>+F
EEKC.SEZ7FI2 : DY=—3: RETURNM

23408 RETURHM

35938 REEM SFRITE-SFRITE COLLISION
33233

34008 Q=FPEEK{S327&8>

3490180 IFCRANDZ =2 THEMR=18 : HK=MNK+1 : SC=SC+
S:00SUB3SSEDO : GUTO333I18

394820 IFCOAND4E4 > =4THENQ=35 : NK=NK+1 : SC=SC+
S 00SUB3SODE  GOTOZ33=208

34838 IFC(RANDS)=STHEMHQ=72Z : NHK=HK+1 : SC=SC-+
S:GO0SUE3SHeE :: GOTUZ3IZ38

348480 RETURHN

34237 ¢

343938 REM FRIMNT SCORE

?5666 SF=STRFCSC> : SF=RIGHTECSF . LENCSE>—1

NOOWX <0
AR -+

35818 IFLENCSEICSTHENSS="a"+S$: GOTO3S31
=TT H

ggggg FRIMT" "TABL3IZ " 3A"S$H : RETUR
355933 REM FRINT TITLE SCREEHN
ID9II

25008 I';’R IMT " CFogeinnm® - FOKESS281 . 1
SEBAE FRIMNTTABC(32>"A

$6918 PRINTTABCS>"®d DEATH YALLEY FATROL
26912 FPRIMTTABCS> " &
xm”

BEB20 FRINTTAECLIF> "ot BY xm"
36@?9 FRIMTTABC<11>" M IGOR TULCHIHMHSKY xg

S6848 FRINTTABL(G>"CC> 1984 FANFARE HOUSE
> IHC. " GOSUB30008 : GOSUB32008

3550 FOKESIZ7T6. 33 FOKEY+3., 72 FOKEY+S ., =
CFOKEY+T . 72 FOKEV+Z3., 255 : POKEV+235 ., =255
EFEBEE FOKEW+Z. 119 FOKEY+4, 165 : FOKEY+6., 22

(=]
BEAETS FOKEW+48. 0 POKEY+41 .5 FOKEY+42., 18
BESBTEA FOKEW+Z1 . 255

5080 FORI=1TO7FS:  POKEZO41+RHNDCSI%SE, 194+
#D($>*4 TR=SINCSY  FOKES4Z273 ., RNDCS > #23 : MHE>X

368298 FOKEWY+3.0: FOKEY+S. B : POKEV+7T. @ FOKE
S4296. 8 RETURHK

2237 ¢

32338 REM EMNDING

3223323

40008 FOKES4Z76. 33 :FORI=18TO108STEPS : FOR
J=I+1B8TOISTEF—1 : FOKES4Z27F3., I+.J: NEXT : HEXT
48818 POKES4Z924. 6 : FOKEY+21.,@

48815 FOKESSZS1 .9

480820 IFFEEK(SS3IZAr>=1Z7v THEN43az23

48638 RUN1GS

Death Valley
Patrol
Program






Mission: Tobor

Charles Mott, Jr.

8 REM #* * * *
1 REM % MISSION: TOBOR <PART 13 4
2 REM * BY CHARLES MOTT. JR. e
3 REM % <C> 1984 FAHFARE HOUSE., IHC. #*
4 REM ¥ EBOX 3062 HOUSTOMN. TH  TroSs
S REM o e e e b 2 e e
S@ REM INITIALIZATION
ZgEPRIHT" " POKES3281 ., 2 FOKESSZS0., & S=549
80 FORT=1TO236 :GOSUBZ200G : NEXT
108 =X$<C1d>=" S o ~
o e "
118 ®K$cZo=" o e = o n =
W =g w5 m o5 me
120 RN$ECIa=" = - w3 e = ~wem
-y o W m-
130 HKECAI="" S mrw owm o omm W - uzm
- o = o o -
1948 HECSr=" o W 3 w5 o m -z
N e o O mm o e o o o O mwwz e
158 H$ECSr=" o o m 3 = m =
S e o o omm o mm = e
168 HECT =" = O m 5 X = - .
S W o W o = o Mmoo =
17@ XKECSO=" = = -~ --m — i -
» Nz [ N L]
188 Z$c1u=" = = - o ~e—
= ~u" o "'
19@ Z$CzZo>="" ~-= M N m o me o
S O wrn o m o5 ome g
200 _Z$<3I>=" @ m A M w5 o
- W w3 m o
z1ie 2$<4>—" = W M m o3 —
Mmoo mon g
226 ZFCS>=" E- “ wm m o3 ~——
= e o3 m o 10
236 ZELE6d=" @ oM o5 o on
0 Wy R
29460 Z$cvo=" = = W O™ m o3 m o
= - w5 e
258 zZscga="_ —~ -~z — - -
260 YFC1>="YOUR MISSION CODE—MHAME : *—T—

Z88 YWHF(Ir»="PACKS. YOouU HAYWE BEEN ““OLUNTE
ERED” TO FLY OUT AND DROF HNEW F"
Z98_ Y$HLC4r="ACKS TO THE ROBOTSZ. IF YOl DR
OF THEM CLOSE ENOUGH. . «.THEH T"
3P0 YFCSO>="HE ROBOTS CAN CATCH THEM. ....
-« WATCH OUT FOR THE FATROL SHI"

318 YF(E&EOI="F ——————— GOOD LUCK! ...
BB YEFELCTFOI=" 3

Soe ¢

gé REM FRINT TITLE SCREEH

S168 FORL=8TOZ4 :: FOKES-+L . HNEXT

S38 FOKES+5.3: POKES+15. 36 FOEES+Z24. 15

S68 FORL=1TOSS:FOKES+1. 189+L ' POKES+<%.,21
Sre éOS.UB?GB FOKES46 ., L.+13 : FOKES+4, 208 : PRI

HT : NEXT : FOKEG4 6., 1

588 PRINT "ﬂ---..---- DD eI DdE sy CTHARARL.

ES MOTT., JR.=E"

Mission:
Tobor
Program




174  Arcade Games for the Commodore 64

Mission:
Tobor
Program

S35 FRIMNT ' =ikl

MCC> 1984 FANFARE HOUS K
6&9 FORT=1TOS : H$(T‘—""=Z$(T) F=FRE<Q@>

s28 FDRT—ITDESQ=P0V55+SaT FOKES+4. 21 : FOR
W=1lTOF :NEXT : FOKES+<4., 2@ NEXT : GOTO7<48
=1 PRINT"ﬂ"=FDRT=1TOS FRINTRIGHTSH CNFECT >
2L T HNEXT  FOKES3265 . FEEK (S3265S >0R69
T2 PRINT ' S DD s DD DD : GOSUEZ800a
738 FORY=1TOS: PRINTRIGHT$<Z$<V);LJ-HEHT-
;32553265 FPEEKC(S3ZES>AND121 : RETURHK

f
;gg REM SCROLL INSTRUCTIONS MESSAGE
748 FORT=0TOZ4:  FOKES+L .8 :HEXT
758 FOKES. 24940 FOKES+1. 323 POKES+S., S FPOKES
+22., 194 POKES+Z3. 1 POKES+Z24., 73
B FORR=1TO7V : FORMN=1TO&&
S88 AF=MIDFIYFIRI>,.HN., 12 POKES+4. 123 IFAf=
"#"THEMNN=68 : Q=7 : GOTOS<4a
S28 FRINT ' sINIapeaelaeialn' - GOSUEBEZ080a
S38 PRINTTARABCIS3O>" ", AF: F = L F-47T ** N T
l---.----------------------"'CHR$(2@)
848 FOKES+4., 128 FORT=1T03: GOSUEZB0GE : HEXT

ToH,.Q:FORT=1TOS : YHF(To="" F=FREC3> : NEXT
ggg GOSUEZB0. : GOTO=Sa
ggi‘SEM READ SPRITE DATA INTO MEMORY

Zooa READA: IFA=25STHENISGEG
2108 FOKE12528+U.A:U=U+1 : RETURHM

F193 REM RUM FART =

35808 FORCC=1344TO1623 : FOKECC ., 32 - HEXT
S518 PRINT ' =oiaaaiaiaslalagninixg' TABC 1&> " BY CHARL
EES MOTT. JR."

IEB8 CLR:FOKESZ. 1Z6 ' FOKESE., 126

36518 POKESZ21. 145 FPOKES32., 145 : FPOKES=EZE., 13
FOKEGS34., 17 :FOKES3S5. 17 : FOKESSS .. 82

SEZB POKES3V .85 ' POKEGSE3Z. vE8: FOKES323., 53 : PO
KES4B. 13 PDKEISB:lB

36560 FPRINT " SEEaeapaiageeDeed OFRD""CHR$E (242 " &e: MI
SSION"CHRF (342" ., S : NEW : EMD

435398 -

:961 REM SFRITE DATAH

Saaa DHTH A7, 255.2594. 63, 255, 255,632 .. 255, 2

S5.53.255.255.53.,.2580. 1321 .53

SOl DATA I, 233, T3.230.,175.53.,. 238, 233,

S3.2385, 175.2495.,. 232, 239. 53. 254

SOz DATA 191 .53.255.255.,.52.255.,.255.53.2

3S2.232, 53, 2T9.2ZD.03.. 231 .. 231

SO03 DATA S3.255.255.53.255.255.,.63.255-2

55.47.,.255.25%., 3, 192.€3.a

S84 DATA 47 .255.254.,.53.255.,. 255,63, 2552

S55.52.205,.205.53.,.250. 121 .53

SBBeS DATA ZBI.233.53.235., 175.593.23TS.2323 .

S5S3,.235, 175,295, 232,232, 53, 250

SBes DATA 121.53.255.255.53. 255.255.595.2

3O, 239,03, 233, 2353.53.2F1 . 231

Seay DATA S35.255.205.65.,. 255.255..83. 255, 2

S5.,.47.,. 255,254, 3, 1232.,.68., 08

SBOS8 DATA 47 .255.254.63., 255, 255, 65. 255. 2

S55.58.255. 255,588,250, 131 .53

SOB2 DATA 2Z239.232.53.235.175.53.2328.232.

S3,. 235, 175,245, 233.2323. 53, =259

S218 DATA 191.53.255.,255.-.53.55., 255,5=3.2

B2, 232,53, 233,232,553, 2831 - =31

SPY11 DATA S3.255.255.63.255.255.832.,255. 2
344?;255'254 3,.1292.63.9

SO1=z _DAT 47, 205 ..20F. 65, 205, 255..63..255..2

S55.58. 255»255 S5S8.258., 131,58

S81323 DATA Z233.,.233.,.53.285., 175.53.,. 238, 232
S3.2305. 175, 24945, 232, 232, S3. 2549

S814 DATA 191.53.,255.,.255..53.255.,.255.53.2
B 23D, 53,23, 232,55, 231 . 231

S81S5S DATA S5Z2.255.255.63. 255, 255..63.,255-2
S55.,.47., 2552593 13=2.680. 8

SB8185 DATA 47 . 2355, 254,683, 255, 255.63.,. 255, 2

55.58.255.255.55. 200, 191 .58

SO17 DATA 2Z32.233.58.2535., 175, 53. 238,233 .

S53. 235, 175.245. 232, 2x39.53. 250

S818 DATA 131.,53.,.=2055,.2055-.53.255.,.2595.53.2

B, 2. 0TI 2TR.D3F23Z1 . 231

S313 DATA S53.-.255.255.-.63.,. 255, 255,.63.255..2

S55.47F.255..254.3. 192.68.a

SE20 DATA 47.255.254.63., 255, 255. 65, 255. 2
S55.598.,.255.295.58.2508., 13931 .58

5@22 DHTH 191a53;455;255;53;255;255;53;2
33, 233,53, 239.232.53. 2T1 . =231
SO=23 DATA S3.255.2055.53,205.,. 255,633,255 2
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55,47, 255,259, 3, 192.60. @
S8z4 DATA 47, 255,254,653, 255, 255. 63, 255. 2
55, 58, 255, 255. 58, 250, 131. 58 oo
Se25 DATA =Z35, 233, 58,235, 175, 585, 238, 233,
S8, 235. 175, 245, 259, 239, 53, 250

Sezé DATA 151.53,255,255, 53, 255, 255. 53,2
39, 239, 53. 239, 2359, 55,231 . 251

Se=27_DATA S53.255.,255.63. 255,255, 53, 255, 2
55, 47,255,254, 3. 192,60, a

Se=28 DATA ar.255,254.63,255. 255, 63. 255, 2
55,58, 255. 255, 55, 250, 191, 58

Se2S DATA 239,235, 58,235, 175,55, 238. 232,
58,235,175, 250, 233, 235, 55, 258 v
Se38 DATA 151.53.255.255.53, 255, 255.53.2
39, 239,53. 235, 2535, 53,231,231 -
3837 DATA S53.255.455.65. 255, 255. 63, 255. 2
55,47, 255. 254, 3, 192,609, 8 —

Se3z DATA 47, 255.254.63.255.255. 63, 255.2
55, 58, 255. 255, 55, 250, 151 . 58 -
Se33 DRATA _=Z39.239.,56,235, 175,568, 235. 233
58,235, 175, 200, 232, 239, 58, 250 - Eal
S®34 DATA 1951.53,255,255,53. 255.255.53.2
39, 235,53, 235, 239, 53,251+ 251

Se35_DATA S53.255,255.,63.255.255. 63, 255, 2
55,47, 255, 254, 5, 152,60, 9 _
Se3c DATA 47.255.254,563, 255.255.63.255. 2
55, 58, 255, 255+ 98, 258, 121, 55

S@e37 DATA =59.239.568,235. 175,58, 238,233 .
58,235,175, 250,233, 233, 55, 258 -
S35 DATA 151.58.255.255, 53, 255, 255. 53. 2
B39, 239,53, 235, 209, 53, 251, 231

S®35S_DATA S53.255.255.,63,255. 255, 63,255, 2
55,47, 255,254, 3, 192,69, 0 o ,
S842 DATA 47, 255,254,653, 255. 255, 6F. 255, 2
55.5%, 255. 255. 55, 250, 191 . 58 :

SBal1 _DATA_=233.235., 50,2535, 175, S58. 235, 233 .
55.235, 175, 250, 229, 259, 58, 250 B

SO42 _DATA 191,58, 255,255, 58, 255. £55. 58, 2
39.255,53. 239, 239, 53. 231, 2=1

S243_DOTA 535,255,255, 83, 255.255. 63.255. 2
55.,374293-25%.3.15g. 5

S5aa DATA 37.255,254. 68, 255, 255.63. 255, 2
55.55.255. 255, 58, 250, 191, 55

5945 _DATA_233, 235, 58, 235, 175, 5S8. 258. 239,
53.235. 175. 250, 259, 253, 58, 250

SO4E5 _DATHA 191.58,255, 255, 55, 255, 255, 58. 2
B, 2B, 5B, 259, 259, 5. 214251

Sear DATA S3.255. 255,553,255, 255, 63. 255, 2
SS5. 47,255,254, 3, 192, 68, @

SP4S_DATA 47.255.254.55, 255. 255, 63, 255, 2
55,58, 255. 255, 58, 250 191 . 58

S®a4s DATA_Z33. 2359, 56, 285, 175, 5S8. 238. 239,
55,235,175, 200, 235, 233, 55, 256

SeSa _DATA 131,586,255, 255, 55, 255. 255. 58, 2
B3 232, 55. 235, 235, 55,221, 221

S9S1_DATA 53,255, 255,53, 255, 255. 63. 255, 2
S5, 47,255,254, 3, 152. 60, 8

S@Sz_DATA 47,255, 254.53, 255. 255.63. 255. 2
55.58.255. 255. 55, 250, 121 . 55

2853 _DATA_233.235.58. 235, 175, 58, 238, 239,

5654 DARTA 191 5@; 54;253;58 Z255. 255,528, 2
SR, 25,08, 239. 239,585,231 .. 231

SBSS_DATA S53.255.255., 65, 255, 255, 53, 255. 2
55,47, 255,254, 3, 192,63, B

SaSs DATH S3. 255,255 535, 255. 255, 63, 255, =
S5.58.,. 255, 255. 5. 259;191 =1

SBS?T DATA 233,233, 58.23 5;1?u;58;238:239:
ST, 25175, 258, 2T, 23D, 55. 250

SOSS DATA 191,53, 255,255, 528. 255, 255, 58, 2
32,232,538, 23R, 23,585,231 ..231

SB53 DATA S5S5.2055.Z255.63. 255, 255.63. 255, 2
S5.55.,.255. 2553, 192,88, 8

SQSB DATA 9.9.0.6.,9.,080.80.0,.8.0.,.0.,.303,0.8.8.

Sesl DATA B.8.0.8,9.8.,.40.,8.,45.,zal. 128, 258

s Z3D L 2BE . TS 2T

5962 DATA 131,55, 255. 255, 58, 255. 255, 58. &
;239;55;43#a2 SR, 08,231 . 2351

5363 DATA 38;&55;&55:bo4255;255;6&;&55;2

55,47, 255. 254, 5, 192, 6@, @ Cy—

S@s4 DATA @.125.6.0.66.8.8.58,125.0.16.0 M'Sﬁ'Ol‘l:
=

SESS DATA 24, 125.0.66.0., 4, 66, 32. 2, 36,64,

1,365,128, 2. 123 TObor

SOBESES DATA 1S.68.,135,.39.66,8.,. 56, 35,96, 132.
ZB. 74,48, 2, 145, &4

Sesv DATA 1.5.125.0.9.0.0.0.0.6.0.9.0.0. Prog]ram
S655 DATA 8.0.0.0.0.0.0.125.0.0.66.0.0.,9
S.128,1

SOsZ DATA S, 128, 1,29, 128.0.5&5.0..4.686.,32.
Z2,.36.,.64.38., 122
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Mission:
Tobhor
Program

SO7FE DATA 15.55. 15.54,.66.8.56. 33,96, 132.
2 145,53, 1.5, 125

5671 b 656 6% . 0.0.0.0.0.0.0.0.0.0. 0.
SOFZ DATA 0.0.0.0.0.0.6.48.0,0.45. 8.0, 42
B. 5

Sarz DATA 48.9.0,48.9.9.48.9.9.252. 0, 3.2

SS. 5,255, 1

285 Tath £33z, 131.255.8.0.252. 0. 0.0, 02,8,

6.0.6.8,8

S6FS DATA ©.9.9.9.0.9.9.0.0.9.09.0.0,6.0.
SO7e DATA ©9.12.8.9.14.8.5,14.8.9.12,0.0.
Z. 3.

SEFF DATA 12.08.0.12.0.60.60,.08.0,255,0.,0.,2
S1.8.255, 251

Sors DATA 8.08.251.0.0.255.0.0.60,8,@, 12.
8.0, 12,0

SE7S DATH B9.12.9.9.,12.0.0.14.0.0.1%3.@.0.
1z.2.0

sgéa;DgTﬁ . 175,.5.0.48. 0.0, 48.0.0.48.0. 5
S as,

SeSl DATA 45.0.0.48.0,0.,60.0.8.255,0.,0. 2

35.8.8, 239

SesSz DATA 255.0.235.0.0.255.0.0.60.,0.8., %

5,0,0., 945,

a
??23 DHTH B.43.,.83.8.,.45.0.,.0.,.42.80.,0.435.08.8.
SsS% DHTH B.80., 12,98, 12.9.8,55.080.8.5&., 12
Z2.8,.132=2.4943
SesS DATA 6. 132, 12.3.0.,.3.,.3.0.60.252.8.0.2
SzZ.8.0.Z36
SOss DATA O.08.252,.8.8.,.252.8,.3.8,.8.,3.8.,.9.,

SesyY DATA 1Z.59.0.45.0.80.45.8.2.,.224.8.80.2

=24.8.8.9

g@gSSDHTH 4. 80.09.45.8,.68.4494.3,.8.,1=2.8.8.3.
-, -

SE23 DATA G.1Z.8.192.45.9, 192, 132Z.8,.63.0
L B.E3.8,8,53

SO DATA B8.08.53.,.89.,.8.63.0.8.0., 123Z2.23.8.13

= 4=
SBgIBDHTH D.6.,.48.80.8,12.8.8.,1Z.08.3.,11.3.
SGQE.DHTH 8. B3.5.60.80,11.9.68.,12.8.0.,12.08.0

Sa23 DATA 0.42.0.8. 122.0.0. 192.0.8Z.8. .
S3Z.8.8.,53

Sa=4 DHTH B, 8.63.8,.8.255.,.80.89., 1232, 132,3.9
1481-#)9)

3635 DHTH 1Z2,.8.3.94.0.0.,.48.0.0.,.45.0.0.0.
3.

Se2s DATA Z224.6.8.48.8.68, 1=2.68.08.12.8.a.3
.B8.8.3

SS9 DATA 0.0.8.192.9.89. 192.0.,.0.63.0.8.6
Z.B.8.353

SOS38 DATA B.0.83.80.,.8,.583,.08.8.19Z.192.3.8.
192, 12.,.8.43

Saz23 DATA «€48.0.438.0.0.,1Z2.0.0.,14.0.8.,.35.,3.

B2.,3.80

S108 DATA O.03.80.8.28.8.,.2,170. 128.2.1780. 1

Z28.1.385.54.2

S191 DATAH 178.128.,1.85.,.64.,.2.170., 128,14, 1

TA,1L7S.,.Z2Z54.176a., 131 .19.,.1768

S182 DATA 17VE.Z. 1784128, 1.85.649.2.,17@.12

S,1.85.64.2., 178,128

S183 DATA Z.,1780. 1228.08.2a.8.,.89.,.0.0.0.8.2.8

3.0,

S1e4 DATA_ 15.255.254., 172,80, 1,148, 15.2%41.

142,185, 177. 148,73, 177,172

S189S5S DATA F9.,. 177, 12.€49,151. 12,176, 3Z3.-.49489.

182.32,160.1780., 11 .83, 122

S19s DATA &5.08.,112.85.,.0.684.,.2., 255. 255,254

s 135, 125.50. 156, 1=23. 292

Sievy DATA 133.85,1949.,.148.0.,245.,. 143,255, 1

AF.128.8.2,.17V3.,.173.170.83

S193 DATA 8.9.0.8.,.0.80.8,8.0.,2, 178, 128,12

217, 168,42

S199 DATA BO. 163,422,204, 166, 1780.221., 178,32

S.221.85. 178,221 .170.85.,. 221

S113 DATA 55,178, 170, 178,42, 1780, 153.4Z, 1

TH.168. 1@0.172. 160.8., 17@A. 32

gélé n S5,.8,32,.32.9.8.32,.8.8.,128.8,.2.1
=

S112 DATA 9.9.0.68.0.8.,8.0.80., 1.8, 132,51 .

S51.4948.4943

S1132 DATA 252,48, 15,223, 1322.9.,.228.0.,08. 22

B.,.0.8.220.,.8., 08, 252

S114 DATA ©9.0.80.0.0.8.8.9.0.,0.0.8.80.08.,.0.

(=} .

3115 DATA O.480.0.80.0.8.09.0.0.80.8.0.83.8.,0.

Si1s DATA =2.255.0,3.,171.8.8.,.252.80.,.0.,48.08

sB,48.8.83
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DATA 42.0.0.48.0.0.45.6.8, 48,0, 0. 48
as
ATA ©.0.45.0.0.45,0.8.,45,8.,8., 48,8,

D

a

DATA B8.43.8., 3.,.255.8,3..255.8.3.255.9
6.‘9.’2
n
1
D

.

.

ATAR =2.,.255.,08.3.171.0.0.252.8., 12,4948,
s 51,948,488

ATA 252,48, 15,223, 132,.0.,.220.0.08. 22
B.220.8.8.252

DATA 9.0.4948.80.,08.48.80.0.,48.80.,.0.45.0.

=]
DATA 8.43.8, 3, 255.8.,.3.255.8.3.255.0
(=

DATA 2.055.0.5.171.0.0.252.0.4,48.6
45,16, 16
DATA 84,16.5.117.64.8,116.0.0.,116.0
G.@.8, 249
DATA ©.0.48.0.0.42.8.8,48.0.0,48, 0.

2

DATA B8.43.0.3.255.8.3.255.,.8.3.,255.,.0
S.0.8

DATA 2.9.,.0.,.89.8.,.0.0.0.0.0.0.0.9.,.08.,0.

DATA 0.8.38., 158,08, 175.,255.9.2.178.1
L 255.-.230. 1 .35

DATA Z13.08.255.238.-.2. 178, 170. 175,295
L OB, 1650, 168.8.0

1 DATA G.0.0.0.60.68.08.8.8.0.8.80.8.8.8.,
b=1

REM :#**#*************** o e

3
S

.

o

.

aeyw m;vmmﬁmﬂaawmm-sawwmm@ﬂ

s BORAREOET ROEY RFORY EY R R RO
NOEW: NN NAN: NN NANOGRNNN: rhee

REM MISSION: TOEBOR CFART 2> **
REM EY CHARLES MOTT. JR. »
REM # CC2 1934 FAMFARE HOUSE. IMNC. #*
REPM BOx 3062 HOUSTOR. T TE2o3
REM e s o e

a

. INITIALIZATION

9 H

45 DATAYOU RE FIRED! . JAMITOR. CAEBIMH BOY.C
QOK . FRIYATE : SERGEANT . LIEUTEHANT . CAPTARIMN

45 DATAGENERAL . SUPREME COMMODDORE

S8 FORT=0TOS :  READAS  GFL T Or=A%: NEXT

20 DIMDRC1G62 ,.FGC1&6r R=G:FI=1:FS=z@82:P1=2
Z28: RB=221 SI=S4Z27F=

108 SC=1824 : MY=106: M =100 “=S3z24S : ITS=3a7
= S1=2040 : S2=2041 : SB=283=

183 S4=2043 : SS=2044 : SE=2045 : S7T=204S : SS=2
847 : BR=53280 : BK=53281 : PH=9 : AP=9: U=12

1895 FORK=B3TO0O1S

187 READDRCK D> : NEXT

127 FPOKEY+ZS8., 255 FOKEV+37. 2 POKEW+38.0: F
ORT=EATO7 : FOKEW+339+T. 1 : NEXT

1360 DATAB. 1.5.8,7.58.6.8.3.2.94,0.8.8.5.a

148 GOSUESOGE:GOSUBZO0G :: POKEW+Z21 ., 24945

144 -
REM MAIM CONTROL LOOF

GOSUEBZ3Ga

8 GOSUBSEO FD=FD+U: IFFD>2S5STHENFD=MY : F
>=8: FOKEY+Z1 ., FEEKL{W+Z1 >ANDC2Z2SS—8>

8 POKESI3I287 ., —7F¥(JIY<>8> - ONDRLJV>GOTD1S8
S0, 200,210,220, 250,248, 258

B8 Fl1=220'G0TO0339

188 MY=MY+AP :F1=220: FOKES4273. 10 GO0TO398
128 MY=MY+AF : MA=MX+AF :F1=225 : POKES4273. 5
B Co0TO=E2a

ZOB8 MXA=MXA+AF P 1=222 : POKES4273., 12 ::6G0TO336
218 MY=MYT—AF : MX=MX+AF : P1=224% : POKES427v3. &

28 MYy=MY—AP :F1=226: POKES4273, 15 : GOTO398
Z38 MY=MY—AP : MXE=MHX—APF : F1=223:: FDKES4273. 1
1:G60TO335a

248 MxR=MA—-AP :F1=221 ! POKES4273., S GOTO358
258 MY=MY+AP : MX=M<X—AF : F1=226 : POKES42v3. 3
GOTOZ90

3IDA@ MHE=MNR+1: MP=M7Y—1: IFMX>ZSSAMDFGC 1 >=8TH
ENFOKEY+ 16, FEEKCYW+1630R1 : M= :FGC1l >=5
391 IFMX<OANDFGC 1 >=STHEHNHFOKEY+1&. PEEK <Y+
1S2ANDCZ55—1 2 - MA=25S5:FGC 1 >=8

QHmhmmwm@mmmﬂmHm\m&m»wam~m@m@m~m‘m@msm
A
m
3

-
b
a

By BRQRRR
ARGA(dd
[

394 IFMX<1SAMNDFGC1 >=BTHEHMX=15S

S95 IFMHEZ>ESANDFGC L >D=STHEHNMX=6S5

488 FOKES1.F1 : FOKEVY+4. R R=R+FH: IFR>ZSS0R
RCBTHEHMFH=—FH : R=R+FH: GOTO}Z3

413 cCOTO43

4Zd8 IFFGCS2=STHEHNFS=FS—FI : FGC(O9>r=5: IFPS<2
BZTHEMNMPS=2a2 : YL=YL+1 ' GOSUB32Z200 : PS=203
423 FOKESS. PSS

425 IFFGC3>=BTHEHNFS=FS+FI :FOKESS.FS
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427 IFFGLIrANDEGCI > AMDRCFH+-1ANDFGC 18> THE

HNFEFOKES3S. 231 FGCI 0= FESL(Z 0= :FGK18>=8

2= IFFG(J)RHDFG(S}HHDR}(254+P’H)THENPOKE

SEZ.2FTFGL1EBO>=5: REM RED ROBOT

438 IFFS>Z1ISTHEMGOSUESOD : PS=202Z ' R=8:G6G0TO

127

435 IFMY1ZOANDFGCZ > THENFGCS > =5

437 IFFGCS>THENPOKEY+Z1 ., FEEK(Y+21>0R2Z : FOQ

KEYW+Z ., BF : FOKEWY+3., 129

43328 IFFGC(Sr»THENBFRF=BF+U+3: IFBEF>ZSSTHENEFR=

a: FOKEWYW+15, FEEK(VY+ 1S 20RZ : FOKEN+Z ., BF - FGC 7

=5 :G0TO443=

433 IFFGOZS 2ANMDBRP>I(MHE—182ANDEBEP< CMX+18>AND

rﬂ‘r'%é 19AMDFGC 1 0=FGC<7V2>THENFOKES1 ., 212 GOSUEB

p~d =}

443 IFFGCS 2ANMDFGL 7V 2OAMNDEBFRF>>21 THENGOSUE1O23

CFOKEY+ 16, FEEKCY+ 1S )AMNDCZ2S5SS—22

434 IFMY=1SABTHEHNFUOKES1. Z18: G0sSUB200G

445 IFFGCZ>THEMGOSUWUEBZSA

458 FOKEY . MX:FOKEWY+1.MY: FOKEY+7.,.FD: IFFR=

1&6THEN1SE

475 IFFGC2Z2>THEN1S8

43860 FGOZ>=5:0C03UB50a ' GOSWEBZ330 - GOTO458

=1

485 REM READ JOYSTICK

4SS ¢

S8 JY=FEEK (W+JS2  FR=JWAMND1S ! JW=15—.JvAHM

Dég) FFORKESI+4S. 123 FOKESI+2494.,. 3 RETURN

= :

5%2 REM MOVE SHUTTLE

=S3Za ¢

SE8 FD=MY:FrR=Mx—11:FOKEY+7.FD: IFFG<1>THE

NFOKEY+16 .. FEEK (“+1& 2 0RS

gég éFFG( 1=aBTHENPOKEY+1&., FEEK (W+1S2AMDC
-2

S15 IFFXR<BTHEMFX=2a

Sz2ZEB FOKEWY+S. FR:POKEWY+Z1 . FEEKCW+21 >0RE8 ' RE

TURM

s5a

ggé REN IMNMITIALIZE SFRITES

p=1= 1] F"UKESI P11 FOKEESZ. 234 - FORKESZ2., RE ' POKES

4., 239

Sla FOKESS., Z27 : POKESS . 223 FOKEST . 228 ' POK

ESS.FS:: FOKEV+Z2., 254 : POKEY+23., 2549

S=6a FOKEWY. M FOKEW+1 . MY

B3E@ POKEW+Z., 0 FORKEW+3. 125

S48 FOKEY+%., R POKEY+5S . ZA7F

B558 FOKEY+S., MM POKEY+7 . MY

S60 POKEW+S., 2ZAZ :: FOKEY+2., 287 ! POKEV+43., 13

27¥e FPOKEWYW+108., 155 FOKEY+11 ., 287 POKEY+44 ., 7

S88 FOKEY+12Z.,.243 :: FOKEWYW+ 13, 287 : POKENM+45., 7@

S28 FUOUKEWV+1&., 128 FOKEY+14., 48 POKEV+15., Z8

854 FPRIMT"II'; :POKEBR. 2 POKEEK. 12 GOSUB11
535 RETURHN
S37 REM END OF GAME

=1 GOSUBZ.:»_BB

a5 FOKEY+Z1.241 : FOKEY+16., PFEEKC(vY+1620R1 ¢
FPOKEWY+25 . 255 ' FOKEY+29., 255 FORT=1TO30

213 FOKEEBR.Z:FOKEEBK. 1 FOKEY. 48 FOKEY+1., 1
D3 FOKES1. 213 :FOKESI+<4. 129 :FORD=1TO33 ' HME
“T

[zE FOKEEBR. 1 POKEEBK . Z ' FOKES1 . 212 : FOKEV+3

SL.2 F‘DKESI+4.~ 1ZS: FORD=1TO38 : NEHT

P32 NEXRTT:POKEBR. 2 FOKEBK. & FOKEY+21 ., 245

CPOKEY+29., 1 :FGC1l =5 :FGcz>=a

D43 MY=1008:R=3:FOKEW+Z3. 2549 : FOKEY+2Z2. 25%

FPOKESS ., 282 FS=Z202 ' R=08

43 LF=YL I IFYL>2THEMYL =3

234 P‘DKESI+4.- 1228 FOKEY+21 .08 POKEBK. 12

245 FPRINT :‘mmm -------------ISHME
OvERMEENNENEREEEREREEISCORE " LF 5 Y iGECYL D

342‘32?5 M m---PRESS FIRE BIJTTCIN TO FLA

247 GOSUBSEE ' IFFR=1&5THEMS47F

24 FOKEWV+16., FEEK(Y+ 16 20R1 ‘ FOKEVY+21 . 24945 ¢

M¥'=180 : M= : YL=8: FS=282Z2: FH=2

43 FORT=1TO1S :FGLT2x=0:HEXT :: FOKESI+4. 122

: R’.’ETURH

(=]
SSé E:El"‘l CTATCH COOoLAMT FACK
255 IFRCC(FHEF1BANDRII CFX— 103 >ANDFGCZ > THENS

250 RETURH

27¥8 IFFDLZ17ANDFD> 13 7ANDFGCZ > THEHFDKESS .
E2ZZFGL32=5: GOTOSS6

S88 RETURM

PEE8 FOKEW+2Z1 ., FEEKC(V+Z1 2ANDCZSS—87 : RETURN
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19938 FOKEWY+21 . PEEK(Y+Z1 AMDCZ2SS—=22 FGC7F2
=8 :FGC30>=3  BF=8 ' RETURHMN

1Es?
1955 REM FRINT BACKGROUND SCREEH
1198 FORT=1TO1S:FRINT" ==
Y NERT '
11935 PRINT " s e "

™ e
1184 FPRINMT" 3=
11asS F‘RINT"S‘E"‘

11189 FRINT" 5= ".‘------La------lﬂﬂ et
ety ;

1)

1115 FPRINT' L1 lﬁ SO U

ELFr—tr—tr-rmMREACTOR i+ W'

1128 FRINT' MO P OD
COOLER v =

1125 FRINT® -—'-'—-h‘-l-.l F:Iﬂ = ERGER

1 139 F"RINT"-I----- Fgﬂﬂ -+:3 = pRGEE -
-ttty
J; 13.5 F‘RII’*IT “--------I F:ﬂ - -3 gyl RREEIA

1140 PRINT® ---------l——-. e RRRERA ot
1145 PRINT"-__—==m SER

1158 PRIMHT " m_ =
= POKESCAS95, 160
1155 FOKEY+3@47 .5 RETURN

i isg REM SOUND ROUTIHNES
= N
=Z8aa PS FS+F1 : POKESS.FS: IFF"S}Z]_SF‘HDFG( iz
2=@8THEHNGOSUBZ@A : FS=Z28z : R=8: GOTO
285 FORT=a8T0O024 :: FOKESI+T.&: HEKT
281080 POKESI+S. 136
2828  FOKESI+S., 24S
Z20Z8 FOKESI+24. 1S
Zz8418 POKESI+1.49
2858 FOKESI . 3S
zZas8 FOKESI+<4. 129 FORT=15STOBSTEFP—1 : FOKES
I+Z4., T : FORFF=1TOS :HNEXTFF.T
Z87v8e FOKESI+4., 123
=Zas8o EOP\'ESI+24;‘ D MY=20: MA=188 : CUSUEZ2300 :

==Za3 FDRL=@T02?§SDKE$I+I— B HEXRT

2248 FOKESI+Z4%4., 15
2258 FORL=1TOZ2S5SS5SSTEFS : FOKESI+4. 28 FOKESI

22668 FORT=1T0z8 : HEXT : FOKESI+4 .21
2278 FORT=1TO5S8  HEXT tHEXKT FGC1Z0=5
Z2z88 FGl1lzr=0:RETURHN

2390 F’DKESI+5.- SS  FOKESI+S.,. S5 : FOKESI+=Z4. 1
S:FOKESI+1.5:FOKESI .. 185

23180 FOKESI+4. 33 :FORT=1TO383: HMEXT : FOKESI+
4 =2 RETURH

181 REI"‘I FRINT SCORE
FzZzee PRINT" =m"---.---l

3205 IFFH>BTHENPH=FH+1

ZI2v¥ IFPHKBTHENFH=FH-—1

3zEe2 IFABSCFHI»>40THEHNHPH=23

3218 FRIMT "= myY'0ou HAYE RATIMN
G POINTSE= '

3220 FRIMNT"=Mm"TABC1&>YlL

3236 FORT1=1T0O15: FPOKEBR. T1 : GOSUBZ3908 : FOR
TZ=1TO0Sa : HEXT : NHEXT

S=Z4@ FOKEBR . &

=S RETURH
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Cosmo’'s Rescue

Frank Mikulastik

REM #***#*#*#*##*#4&#*4*#**#*#3#*#*#*###
FErM = ' DEMO s RESCU Bl
REr = E'T FRFAHi MIKUI_FI.:TIK. B
REM # JC> 1984 FAHFARE HOUSE. IdC. =
FEM #% EOx IS HOUSTOMN. T& GG =
o e o e e o e e e o S 2o o e et e e ot el ol e e e s S e i

REM IMITIALIZATION

D S1=S4Z7Z FS=1:CT==2
S DIM MSI=@, GSC2E2

F‘DVES-.:-.Z-—*I-H-F‘:' i.a

TR ENATVEY
T
m

¥ FOEESSISFE. FEEKLSeS ORE
e FOEESSSYES . CPEERKCSE CAMDZ2S=20FR 1
3 FOKESSZ7TZ . cFEERKCSZZVyEZ0AMD1IS 2 0ORS

45 FORESSHS . 1.':_8 : F'I;.:Il'wl'l"-"~ Ui SOSUESZSaE

45 SM=3IZZ7VEZ FORI=<40#S944+-SMTOG 1S4 — 1 +35M - FO
KEI.a:HEXT

F4&E FORI=1SH&E4+SMTOSEMREG— 1L +35M: READA : FOEETL
A HEST

47 FORI=<1#&3+SMTO4TESSH—1+3S : READF

FE _MSClr=16:MSC2r=17

SCSr2=16 MSCEr=15 M5

TF OMSCRI=16 MSd18r=2

S OTi=1z

@ W=SITAD Mi=1815+3M
S1_GSclr=31 GSIEr=31ESLAr=530
SESH=51 ESA Fr=E10BLSr =55

&2 TI=%

SE_MMCL =21 MG E 2 =93 MMC S =99 : M
MeSa=a3" pry Fr=ai

S4 MMCSr=as MM 1@ =9 MMC1 1 3=a3
TPMC LS =as

=5 Ta4=1=

SE ALCL =SS Ml =27 A1<{S:=25 Al 03 3=2F
53 T=4

25 FOKEW-+Z21 . 888 FOKEW+22 - 135 FOEEY+Z2. 12
S FOKEW+ZE. 132

188 FOREYW+3%. 5 POREW+<93E@. 5 FOREY+<41 . 7 FOK
EW+4Z., 7 FOKEYW+435, ¥ POKEWYW+Z7F . S FOEEW+3ZS. 1
S FORI=@TO7::FOKEM1+I. <98 HEST

ZEZ CSOSUERZISOE

=AS COSUEZ100

18 COSUEBRTIEES

Fza  FOEENV+IZ0. 5

28 FOKEW+Z1.8

339 FS=E@:ME=Z:FRINT" ==& _EFT @ Z"::FOKEW+Z
- 5.4

39?

395 REI"I MAIrd LOOF

=

S
423 GOSLIB icaa
4EAS IFFUC=gTHENGOTOEFoa

437 R=FEEKC(Y+302

418 IFCGAND3ZS>»=EZTHEHGOTOSSad

9413 IFCRAND1ZI =122 THEHGOTOZ7ax

315 IF < COAMDES =S 2ANDCCT=6> THEHGDSUEB433
4z28 R=FEEKCW+3Z1 >

425 IFCRANDL >=1THENGOTO37oa

438 IFCT=1THEHNGOTO4ISa

(=3
S23s REM INITIALIZE GREEH ALIEM
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|

sE97
TEE SP=1:FOKEML, MSCSED M=ET w=TS—21 : H1l=a
Yl=0: FOKEY+16E . 3

RETURM

éEm MOVE GREEM ALIEH

HoE  JY=FEEKCSSIZ0>  FR=CIVANDLE> : JW=15—1
S Plowle.f i Kl=40 KS=q@  KE=940 : PS=0 : WF =
IEERC>1STHENYZ=—. 4 : SOSUF 1288 FU=FuU-

IF Jw=90RJIV=S0RJV=ETHENME=—. 5 GOSUE1
CFU=FL—1 : =129

IF Jw=S0R.JWV=S0RJv=18THEHKZ=. 3 : GOSUEB1
FFU=FU~1 : WFE=1Z=3
HEIHTEH+ML S r=LHT(Y4+Y1 3 SF=SF+FS
IFSFE>T1ITHEHSE=1

IFHCESL THEMKX=31

IFwr s THEMY =5 =S

IFY<SBTHEMRY=5a

IFM>S 14 THEMS=231<%

Til=H—=5 )
IFJ1>25SSTHEHRK=RMORS : POKEW+ 15, R : PO
G, T1—255 30TO1 158
FH=RAAMHDC ZSS—4 2 | POKEY+ 16 . R FOKEW+<

UYLy

<
z
=3
[Ty
Qa
W

MRLNREEELEHER mn&ﬂmma
G- GTE

TEZ=HKk4+2Z= - .

IFJ22S5S5STHENRE=RHAORS ' FORKEW+ 1S5S0 Bx: FO
S, JT2—ZSS  GO0TO1L1Ea .

FH=RAANDZ55—-3 2>  FOREVY+ 1, RX  FOKEW+S

B IFa253S5 THEHRXE=RHAOR17  FOKEY+ 1S R= PO
R—ZD5  FOKEYW+S . Ho2SS I GEDTO1L1=Ea
=] EA—E:HF‘HHD': 255—17 2 POKEWV+Y1IG6., RAE  FOKEY .
IR “+
B FOKEW-+1.%":  POKEYW+S., Y FOKEY+7 ., Y FOEEY
ez
= FPORKEMI+Z2.HK1 I FOKEMLI+Z.EKZ: FOEEML+9 ., K3
IFFRE=1&AMND . JY=EAagdRJw=10RJIV=20R.JIV="2>T
OKEML -MSCL> :GOTOL 18
FOKEML . MSCSF -
FOKES1+15., 15 FORKESL1+Z0. 15 : POEES1+13S

FOKES1+14.,. 3 FOKES1I+15.11&
FRI T = i e e e 5 e e ke 5 5y i s iy EmEEE : F

RETURH
l=Yli+Y=
H S=S
FS=1
RETURM
ARl=rK1l+H=

Pied Q+NRERAEUGE-

.

T

@

MNNNE rerErpfeee omwMresfere(plReerrprEsRrRGORS -0 8
@+ hATW

R S TR B TR bR X R AR B RRY R AR e e R R G e e8]
ORI INN=EY mmnmmzmm~mwu{mmm{mmwh-

B b GGG
FOAEEREIRERN
AX
M
r&

Y

[u
b
0
8
=7
m
-y
C
a

=G5
=ass I.QEI“'I IMITIALIZE SFRITES

SEEE TS5=24 : FOEEM1+5. 30 FOKEYW+44 ., S FOKEY+
18, 32 FOKEYW+11 . TS
FEE5 El=218  EER=1l0 ' Fl1=3210:F2=285:Gl=F1:G

EE1E8 AZ=1:FOKEY+45S5. 4  POKEY+12.G1—255  POK
EY4 135, 32 RA=RHADRESG : FOKEW+1&, R

ZBEZE AYd=1: FOKEW+4S ., 7 FOKEY+14 . G2—255S : FOK
Ev-+ 152068 : PA—P."DRlZS FORKEW-+1&  R&

FE3a FU=&8a:  CT=58

a4l FORI=ETOZ4 : FOKES1+I .8 HMEXT : POKES1+2

=

3935 RETURM
ZEDE REM FRIMT FLAY SCREEH
S@ar -
S10B FRINT IV
BS POKES3ES6.1: POKESZSS1. @
& PSINT"aaLEFT FETFESELT . sem sC
2 PRINT m=

FRIMT S e g
g T um =R v
115 FRINT ™z i@ ~ =

g -5
T11E FRIMT S 0 ) =

EF11l1sS FRIMT M 5 - N -

Woww
L )
= Rrlr
b

U
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120 FRINT @& o = - = -
S1zz FRIMT ME 38 @ - = =
- = mm
Z1zse PRIMT == e - - -
v . "'ﬂﬂ "_;
3128 FRINT @z amem s -z - =
=3 . o
Z13@ PRINT M@ = » . = -
e
Z132 FPRINT SS o = o=
==
Z1m4a4 PRINT"SES sEe . M
S T RO
Z136 PRIMT &= 3 =
. om £ R
3132 PRIMNTMEA 3 ; -~
— | v
Z14@ PRIMT =S = = N o
= - mE v
Zilaz FRIMT &S 3 : - ~ -
- A s
S1l4a PRINT == o = = -
RIt : = e
ZFlas FRINT @A w ) - =
= , T~ .
5148 FPRIMT" M=o 08 = o= =
) . =
1S5S0 PRINT " EH sEe 0z =
ma
3152 PRIMT ™= s ’ o =
, , rmm ,
5154 FPRIMT &= @a . o=
A S| v
3156 FRINT m=a L oz =
3158 PRIMT" A ’
: TTTEEES
5160 FPOKESM+9959, 150 : FOKESSZ29S5. 2
3150 GOSUBZoO5
215G RETURH
3195 -
2198 REM GRME OVER
S19v _ .
5250 PRINT S SEBEENERNENBBERDES CAME OVER
BZ18 FORI=STO4: FOKEML+I ., 4@ HEXT : FORI=1TO

23 FOKES1+1I.9: NMEXT
NEXT

BF21lS GOSUBZSODO
S=zzd FORI=1TOS
=248 FORJI=1TO1

138 NEXRT : GOSIUE4 199
S FR=FPEEKISS3IZG>AMND1S: IFFR=1&THEMHGOTO

PRIMNT™IY - RETURM
FRINT IMSTRUCTION SCREEH

REM
PRIMNT ="
FPRIMT o

FRINT "
F‘F!IHT"m

H
S34= F’R IMNT™
UTTOMN"

3344 PRINT®
UF .

3546 FRINT "3
L. THROUGH"
IZFA4S FRIMNT™
“ERM AHND™
3358 FRI HT .

aa
B3

HEXT : GOS

OBJECT -

IFFGTHENGOSUWEZSDG
FOKES3ZS1 . 1 - FOKES3ZZ2S88. 2

L v

>

MO~EMENT -

SUE<4@@E : FORI=1TO

LOSMO- S RESCUE
BY FRAHK MIKULAST
1594 FANFARE HOUS
USE THE JOvsT
BEGIMN MOVING THE
ALIEN LEFT AND R
FRESS THE FIRE B
TO EEGIN MOWING
OU MUST TRAVE
THE DANGEROUS CA
RESCUE THE PURFL
IF wOuU CAM RETUR
TO THE LAMDIMHG P
wOU WILL BE SCOR
AMOUMT OF REMAIH

3559 IFFGTHEMFG=: RETURMN
FR PRESS THE =vrid "aa FIRE EU
TTON =9 W LGiTO START"

ITEB

INT ' s
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FSFS GOSUBIZSAn
2850 FR=FEEK{SS3ZZBIAND1S: IFFR=1STHEMNGOTD

SEES FRINT"IMI"; GOSUESSSEE
SIZE RETURM

3426 REM SCREEMH CHARNGE
427 .

3588 FORI=ATO23:FOKES1+I .0 HEXT
TSES FPOKES1+23, 15

518 FORI=BTO1S

358 POKESZ=zZS1 - 1

538 FOKES1+S, 15 FOKES1+S, 15 FOKES1+12. 1
S FOKES1+13. 15 :FOKES1+19. 5 FOKES1+28.5
SS32 FPOKES1+4. 8 FOKES1+11.08: FOKES1+1S. 5
SO5E5S FOKES1+494, 17 :FOKESi1i+11.33: FOKES1LI+15.
25948 FOKESL., CI+1:2%1@:FOKES1+1.CI+132%18:F
DKES1+12, tI+12%189:FOKES1+13, I1+1 %13
354945 FOKES1+194. CI+10%18 : FPOKES1+15. £ I+1 s

S55SB HESRT
BSEY FORI=BTOZZ:FOKES1+I.&:MEXT
2538 RETURH

SIS éEl“‘l GREEM ALIEN LAMDS ON PLATFORM

be =1
SE88 IFCINTCHRKILICFAJORIY 132 THENGOTOSFaR
IFCPEEKCSS3ZA)AND1IE <> 1S THENMGOTOS933
BE13 FORI=1TOZE5 : NEXT
<4 IFCT=1THEHNGOSUB4SOEA
S GCOsSUEB4YagB
7 GOsSUEB4193
S FU=s008
BE1S FRIMT"SENNBRENRBERRRRRNIE  FU
2EZ8 FPOKEM1+Z .48  FOKEM1I+3E. 48 : POKES1+158. G
JETO vY=TS—=1
SE4E Yi=.<4
SE5S8 FOKEY+1.'T:FOKEM1+2., 948 FOKEM1+3.494a: P
OKEM1+4., 946
FES3IE COTOIS1a

pe =321 éEl"‘l GREEM RLIEN FALLS

BraEn FOEKEM1., 1S .

SrasS FOKEM1+1.z=9

Br1lE FOKEM1 .28 FOEEY+3. Y

Bri1S FORI=GTOZZ:FOKES1+I.8:MNEXT

BFrza IFXRS>ZSSTHEHNRK=RHARORE ' FOKEY+ 15, R POK
EY4+Z. i-255  GOTOS7FSa

Br38 RHA=RAANDC2SS—2>  FORKEW+ 135, R¥ : FOKEW+2

Y48 AZ=1 :FORI=1TO4: FOKEM1+1I.949: NEXT
IrSo femiyt -

3751 GUSUE4ASOa

BYrSS FORI=1TOS@ :HEXT

FrEea FOKEW+1.'w: FPOKEML . 1L CAZ

BFrEeS AZ=AZ+1: IFAZ>TTHEHMAZ=1

Brra IFY<ESoGOoOTOEFSE

SVS8 FPOKEMlI+l. 948 FOKEY+E. 8 POKESZZSE, 1 F
OKESZZE1 . @ POKES1+11.,.8: FOKES1+24 .58
Br8l1 GUOSUBTOA: GOSUEZO0G

BrSZ FOKEWV+3ZG8. 8 FOKEY+31 .9

378494 ME=ME—1:FRINT"SHI_EFT :":ME

BFras IFME=0THENGUOSUEZZaH : GOTOISE
Bro9da GOoOTOo43as

E29& REM MOWYE FURFLE RALIEM
4EB88 AS=A3+1: IFAS>T3ITHENRS=1

4818 FOKEM1I+&, GSCA3>
4828 G1l1=G1-+D1%#3

4838 IFGl1>=F1THEHND1=—1

4848 IFG1<=E1THEHNID1=1

4858 IFGl1Z2SSTHENRA=RXORED : FOKEW+1S., BxX: F

DKEYW+12., G1—25% :: GOTO948 73

?963 1 RA=RAXAMDCZS5S5 -S54 : FOKEW+1E . R I FOKEY +
= .

4878 FOKES1I+11 .8 FOKESI+1Z2. S FOKES1I+15., S

CFOKES1+11.33

4B58 FOKES1+7 . GSCAZMI T FOKES1+5., GSCAS %S

4233 RETURHN

489S

4093 REM MOYVE YELLOW MONHNSTER

4837 -

4138 CGZ=0CZ+D*z
4138 IFGZr=FzTHEHNDEZ=—1

4148 IFGz<=EZTHEHMDZ=1

4145 I=RXAND1Z3

4147 IFCCG2>2SSOANDLI=03 30R: CGE<2SSE > AMNDC
I=1282 > THEHFOKEM1+7 . 3=

415a IFGE>ZSSTHENRX=REUOR1ZS  FOKEW+ 1S . KX -
FOKEW+14 . G2Z-255S:GO0TO417a
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1160 RN=RXAND<ZSS—125> : FOKEW+16. R : POKEY
+14, 5=
4178 A4=A4+1: IFA4>TITHEHAS=1
4128 FOKEM1+7 . MMcAg s
4154 FOKES1+4.0:FOKES1+5.5:FOKES1+&.5:FO
KES1+4,17
4185 POKES1.1:FOKES1+1.MMCRA4D
4198 RETURH
429S
4225 REM FICK UF FURFLE ALIEN SOUMHD
4257
4308 CT=1
4310 FOKES1+24,1S5:FPOKESLI+12. 15 FOKES1+13
.
4328 FOKES1+11.32:POKES1l+11. 33 FOKES1+3.
FIPOKES1+7, 12 FORI=1TO0198: NEXT
4330 POKES1+11.9
4335 FOKES1+24.15: POKES1+12. 15 POKES1+13
-

1
4337 FOKES1+11.32:POKES1+11.33: FOKES1+S.
7 POKES1+7. 233  FORI=1TO12@ : MEKT
43535 FPOKES1+11.8@
4331 FOKES1+24:15:FOKES1+12. 15:FOKES1+13
1S
4333 POKES1+11. 32 FPOKES1+11.33: FOKES1+3.
S FOKES1+7.,97v FORI=1TO1660: NEXT
4345 POKES1+11.9
4337 FOKES1+23.1S5:FOKES1+12.15:FPOKESL+13
.
43349 FOKES1+1i1l.32:FPOKES1+11.33;: FOKESL+3.
S FDOKES1+7., 194 FORI=1TOS98  NEXT
4351 FOKES1+11.@
4353 FOKES1+24. 15
4366 POKEM1+&. 340
45358 RETURH
4435
4458 REM FALLIMHG SOURD
4457
4598 J=J+1:IFJ>1STHENI=8
4585 FORKESSZ280. 15—
4518 POKES1+24. 15: FORES1+12. 1S5 FOKES1+13
L1S5: FORKES1+11. 16
iz FO 1311, 17 FOKES1+7. % FOKES1+8. %

4558 RETURH
4SS
4S3E REM SUCCESSFUL RESCUE
4597 -
45@0 CT=8
451E FORKES1+2%, 1S5 FOKESL+12. 15 FOKES1+13
J1S:FOKES1+11.1&
4613 FOKES1+11.17v:FOKES1+5.57 POKES1+7. 1
3615 FORI=1TO106: HEXT : FOKES1+11 .3
4617 FOKES1+23.15:FORKES1+12.15: FOKES1+13
L 15 :PORES1+11. 16
4519 FOKES1+11.17:FORKES1+5. 75 FOKES1+7. €
4621 FORI=1TOL1l38: HEXT: FOKES1+11.8
4623 FOKES1+24, 15:FORKES1I+12. 15 FOKES1+13
L1S:IPFOKES1+11.-16
3525 POKES1I+11.17:FPOKES1+S. 84 FPOKESL+7. 1
4627 FORI=1TO180: HEXT FORES1+11.
GSE2L FORESIi+Co4. 15 FPOKESIH1Z: 15 FOKES1+173
L 1S5 :FORES1+11. 16
4531 POKES1+11.17 FOKES1+S. 83 FOKES1+7.1
4653 FORI=1TOSES : NEXT  FOKES1+11.9
4635 FS=FS+FU
4648 FRIMNT ' SN RSERRRR RN R RN RSN
EEEBIE S
46538 RETURMN
sens
soia REM SFRITE DATA
sez8
6955 REM GREEM ALIEMN — 1
TeBa DATHA &3 L]
Fei\e DATA B.252.55.9. 226 ’
ez DATA 55.0.229.63. 1290
£838 Borh 355 5 ESeliee S
o BB, 1T, 9 v
7056 DATA B.136.0.@. 179 Cosmo’s
£858 Born SigEiisriise,
e - . B -
TOSED DATA B.179.8.8. 178 Rescue
788 DATh 1sb.128.5.5s.50
71 B, 128,5,.55.5
7ii@ DATA =1.35S.84, 21 .35 Pl'ogram
TiZe DATA £54.5.55.59.@
7158 DATA =9.6.
7135 REM_GREEM ALIEN — =
vi48 DATHA 53.9.@
v1S52 DATA S5S.8.253.55.0
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S108

[oluIofngulofidngi]
T e b e
QNN EWNE
geaEeEa0d

=208

G 1E. B3,

9.0, 36.,.8.8
18.8.8.7v1.8
B.11.8.8.,35
S.8.5.a

RIGHT THRUSTER
5.@

G.B. 88,58
8.8.8.,3.8
B.2,8.8.0
B.8.9.8.3
G.8.8.8.8
2.60.8.8,0
B.B8.8.0.,8
B.8.5.8, 58
B.9,.8. 35,0
B.S0.0, 8. 2268
8.8, 205, 83,0
1O, B. 8. 1&5.a
=]

EOTTOM THRUSTER
B.eD.8., 0

1ZE. @0, 2350
4,238, 1. =9

4. 2. TZ. @, 1

BE. e R, 1S, 3
B.0.3,0.8

9. 8.8.68.a
B.2.0.3.8
B.0.6.3.8
G.8.0.8.,8
B.0.8.89.8
B.R. 3. 8.8

.8, 8, 5.8 )
SREEH ALIEN FRLLING
B.220,.23. 8. 212
S3., 0.0z, 55, 150
SoE. 2, 16, 128 . D
178.0.8.17v0. @
D.1Z8.8.8. 174
B.,32.,.4940.5., 178
17E. 17E. 8. 9D, &
B.17E.8.8. 173
B.E. 13,0, =
1Z0.12S.8.8.8
B.e.3.a,3
B.0.8.8.8

8.,8.3

GREEN ALIEM FALLING
ZE.E.116
S5.0.220. 55, 68
SSH.23.120, 1182
13@. 125, 8. 173, 5
@.1538.89.3. 133
BZ. 1@, 178, 158, S
4@, B2 1@, 173, 1e@
B.4R.A.60. 178
B.B.1Va.&.a
1ZE. 0.2, 138, 125
D.0.8.G.8
EH.e.B8.8.8
RN

GREEN ALIEM FALLIHNG
SHL, B, 115,55, 8
ZTE.SS. A 200, =9
1Z@. 118, 2. 1538, 125
B.178.6.08. 126
H.@. 138, 8.3
17PA.B. 3=.9489.3
178, 1ivH. 178, 5. 48
EZE.19.178. 163. 18
17E. 160.8.8.8
Q.E.B.8.8
G.8.8.8.8
EH.E.B. A8

G.a,. 8.8

SHIF

a.a

BB A3
B.R.8.8.8
B.8.8.8.8
B.E.8.8.8
G.B.0.9.8
B.0.8.8.8
B.5.8.8.3
E.8.8.8.8
B.E.8.6.3
B.S5.85, 38,21
B5. 24,21 .55 . 59
S.85.80. 0, 29
S.3

LARDIMG FLATFORM

N
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Mazemaster
Program

S48 FRIMTR#FC12"XA TRECZ TEECE
YL CZ " Tl L .
358 P‘RIHTE$<1)"§ YREOZ D" “"SEFECZ
L = T “LEFECL "
S5@a FRINTRFC12>2"XR Y"REZ S E
R - o YLEDL> "
BFFre FRINTR$C1>" S TRELZ>Y O UGHFECZDH
Y HECZot YL$clan "
388 FRINTR$F<1>"xA TGECZ
O R I
35338 FRINTRSC1>"@m "“"GHFqlar
WL C L o
4E_IGHF'RII::ITG$<1)"8
i
418 RETURM
427 ¢
498 REM 3—=D FPRIWMTOUT CALCULATIOHS

615 Rf<1+1)—HID$(C$ RREC . Ko +1. 13 IRF=R
FCI+1

€28 LECI+10=MIDFCCHF. LK r'r ., Hii+1. 13

SZ1 IFMHOYY+DYCD1 3, KE+DMOD1 > o=@ THENLS< I+
1a="m"

s22 I I'=.I"1'A CHrY+DY D20 s KHEADHCDE D> =8 THENRSF < I+
1>="m

S3E8 CHFCI+LI=MIDFICEF, CHROPTY . AWM+ 1. 1>

=48 GECI+L 2=MIDECCE  GHL'v''vr K2 +1 ., 12

Sl YWeY=YHDYOCD D =R O Cc DD

S45 IFGHOYY .. HAI<CTFATHEMESS

S51 FOREZE=I+ZTOV  GFOCEZr=0C0F: CFCZr=0RFE REFCZ
P=CIGE  LEFECZ 0 =00F  NEXT : GOTOS7TE

IFYY 16 THENY Y=1&

IFYY< BTHERNYY=G

IFRHEEBETHEMHKRMX=3c

IFRHKCABTHEMNK><=3

HEXTI

SOSuUBl1aa

RETURH

REI"‘I FRINT HELF MAZE

22
1828 FRINT"IINM" DC@3=21 DC1>=1S: D=>=2:1D
CEr=12: FOKES32Z1 .2  FOKESZZsAa. 3

18a5 FRIMNTTABL 1S "MSFRESS ANY KEY" FRIMNT
FFRINT :PRINT

1818 FRINT"M" FORII=ATO1lS: FORI=ATIO3S
1315 IFGHCII.. J>2=FTHEMFRINT"&NW " GOTO1a%=
(=]

1az=a F"RINTI’GID$(C$;-—P‘/(II.-\)*(GZ&II,J?C}B
>2+1.1>"=A

1B3é MHE>XT : F’RINT FRINT """ HNEXT

1848 FOKE1G9Z94+7#48+Y#¥AE0+<+2. DD+ 125 : FOK
ESSZSS+7THR4Q+ Y HID+-R+Z . 7T

18945 IFGE="Z" THEHNFOKESSZ2S+7T#3E8+ER4D+R+2
s T IPOKEL1GZG4+THIG+EBEHIB+R+Z ., SS+132S

1858 GETAF: IFAF=""THEH1&GS5

1868 FRINT"I": : FOKESZ2281 ., 3 FOKES3IZSO., 16 ¢
RETURN

192927

1233 REM FAINT FLOODR — MAIN LOOF

1933 ¢

ZauE FOKESSZSE. @8 wY=IMHMTCRMHOCS 21 T2 : M=IMNT
RHDCZ #3372  IFMMECY .. 2=-='>=1THEH‘3'@9

zela FOKES4Z7E. 335 2 I=1TO183 : FOKESSZ3S+

j=1

S+ HMEXRT :NY=3:TI
(=]

PO =" W S A R L e L I T
2945 IFG/('T’; RO EFTTHEMGHR Y, W=7 Nv=kv+1
ZE58 SOSUuUBSag

2851 FRINT"SAWM” TAEBC 3@ "MMEBLOCK. S™M" - FRIMT
TARECSAa>NY

2852 PRINT PFRIMTTAE<ZE AT ATIMES  PRINTTAE
CSBAINTLTI~ S8

2853 IFCHNY=NEIr)ORC<TISSO22THM> THEH4G@RE@A

=3&Ea GETAS
ZEs1l PRIWT CFPRINT™ "TRECS@> " AT IMME="

ST aa e
FPRIMTTAEBC SO IMTCTIASE
Z2Bs&= IFTIA 682 TMTHEH4Y9Ga:Em

'- -.n-?]

2ZB&3 IFASF=""THEHZOZ3
zZa7Ta GEIoLIBu5EﬂEIB IFFAF=" “"THENX=S®+DRD> : v=
+DY D>

2875 IFMXOY ., “2=1THEHNY=Y—DY.D> : X=K—DHCD> :
SCOoOTOZaGH

2820 IFASF="R" THEHD=DI+1 : IFD=3THEHNHD=3
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ZE2a IFAF="L" THEHND=D—1 : IFD=—1THEMHD=3
Z108 IFAF="H" THENGOSUE 1933

Z1lia cCoOTOzass

Zz9237F ¢

gggﬁ REM FIMD TREAZURE — MAIHMH LOSPF
3808 FOKES2230.2  wY=INTC(RHDC(S 28170  H=IHMHT

RNDCS>#RIe » ¢ IFMHCY . M =1 THENZB9:

3EBS B=INTL(RHDIS %173  A=INT cRHD <=

FMZCE., A>=1THEHZO8S

S IFSRRCIA—RKIEIA—HNI+ (B Y IHCB—"r2 2 <CDA 3

BETHENSASS

S8a7 IFA=XANDE=YTHEMNI@aa

@18 FORKES4Z7TE. 33 FORI=1TOD1068 : FOKESSZ96+

Sr T *AB+HA+Z, RHD (S %15 FORESA27S. RNDCS > #
-+

3015 POKESSZS6+<{B+7 I ¥I@+A+Z. 1 FOKE 1B 4+

B+ 72 ¥IB+ALD . 36 HEXKT : T I$="@@oaa@

23T o 0 I

FB48 FOKESYZ7E. 0 D=IMNTIRMNDCS>%3ID 1 SF=""m=R
N ST IR IO FRIHT A

3845 GOSUBSGEE

FESE FRINT =SB TAECSE D "D I STAMCES” : PRI

INE" INT (SR CARS
BSCB—"ra22TZ 02

LR D D T2+ A
FOS5Z PRIMNT :FPRIMTTAECS@» " @TIMER" : FRINTTAE
CSPD2INTILTIAEED
FB53 IFCA=FHANDE=Y 2O0ORCTI-SAZTHM> THENI4332S
SEsa SCETAS
351 FRIMT  FRINT " Sodeaeided TAEC =9 > ST e
CTPRINTTABCZA2INTCTI €8>
P62 IFCTIASOTM> THEN<4Saas

3863 IFASF=""THERNZa&S -
FBrFra COSUBSSEOA: IFAF=" "THERMNM=H+D+xocD> ! ¥=
Y+DIYC D>

275 IFMXOY .. Zr=1THEMY="—DY D> : HX=}K—DHCcD> :
SOTOZ2EE8

Zags IFAF="R"THEMND=D+1 : IFD=4THEHD=3
FBFE@ IFAS="L " THEMND=D—1: IFD=—1THEHD=3=
2188 IFAF="H"THEHMHGO=UE 135

Zila GUTD""B45

Za9Eaa
Pl REM CREATE RAMDOM MAZE
Zzaaze
ZBazo FORKESSZZS1 .3 PFOKESEESd .. S FRIMNT IO
=ZBazZS FDEI—SS:.S@-TEISS"‘"”S FORETI . & MERXT
292'36 FRIMNT =g TABC 1Z 2 "EBCREARTIMHG THE ™M
=ZE "
Zao4a FRINT ' sararsielaieie
ZBB3435 FORI=2TOl& : F‘PINT“ BRI
o HESRT
=895 D(>=—-4B=D':1)=1ZII(2) 4@ : D Zr=—1:CR

=7 : C2=1CM

ZOas5S8 F=5SS5S295+13+40%1 3
ZBESS CM=CM—1 : F=FEEK<F+D<FR>
=@ANDCHM>B >0RC CF=CR>AND{CM>E >
P GOTOZzgaEEa

ZPBsSs FZ=0: IFCMIOTHENZG 138
ZBBET V=071 IFCF>INT(CSA128+2. 22 THERNCT
=@ GOToOZ2Zaas 1

FTEavTEa FOKESH4Z7S. 33 FORI=1T0Z : FOKEF.CR: F=
F+DCR>  FOKESHG4Z7R., I#19 ' HEXT  FOKES427S.. A
2875 IFF=ZANDCM<B8THEMNZS 188

zEes88 RFR=INTC(RHD(S>2>#%4D  IFFZ<ZABTHEMZO2SS
ZEEsSil P=5SS236+3+INTOCRNICS O #H1E R +4@B¥ S+ 1
MTCRNDCS 21002322 IFCFEEKCFPOAMD1S > <<>CRTHE

Hzoas 1

ZBBE3 FEZ=0:FORI=GTOZ: IF{FEEK<C(F+DJCI>>AMD1
ST FCRTHENF3=1

ZzeEas4d4 NEXRT : IFCHMaTHEHNZO 189

ZEa28S IFF3<>1THEHMzZD3 1

ZaBss GoOTOZa0sS

=Z=88358 IFFZ=0ANDCHM<aTHEMHZ® 185

ZEBE3 R=IMTIRMHNDC(ZO¥4D ' CM=CM—1 : IFCM<a3THEHN
@193

STEa3E CGOTOZDassS

=237 ¢

=Z=oa3s REM COLOR THE MAZE

Z@aB33 ¢

ZE190 DIMMAECLS, 362, CHROLS.. a2, GHROLE.. 3E > 4 L

HL1S. S0 . RHEC15 . TED
2815 FRIMT "m"THB = MCOL ORI NG
THE HMAR=ZE

ZB138 HMHEBE=8:FORJ=7FTOZZ : FORI=Z2TO33 :: F=5523&
+ Ikt E+ I

28148 I F<PEEK{F:AND1S >=2THEHMX(JI—7 . I—-2>=
1 :FOKES4Z27VE. 0 :GOTOZA163

28158 IF<{FEEK<CF>AND1SO)=THEHNMX(J—F. I—-2>=
9 : FOKES4Z7VS., 33 FOKESY4Z7TE ., IT¥Z+JTkZ

ZB1s8 CHECI—7F., I-2Z>=ABS<<J+I>AND1>+1

=31&1 HCI~7 ., I—Z2>=ABS<<J+I>AMND1 >+ 1

ZBlsz RECI~7, I-Z2>=ABS< I 4+ 1 42AND112>+3
ZEB1S53 LECI -7, I—Z>=ABZ=.<J~%+I-4>AND112> +3
zB154 IFCFEEKCF*ANDLIS >=FTHEHHNE HB+1= FQK
FoRXACI—~7 .. I-2Z22 :G0TOoOZa1v7a
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ZE1s5 FOKEF. 8 GHROI—7F., I-21=a

28158 REwmTHEXT

2B17S FRIMT " SaMpa TAECSH FHSOU AR
E_HERES

EZ@150 POKESIZS1.5: RETURH

Zioas -

Z12B1 REM FRINT TITLE

=ieaz

21918 PRINT"M" : PFOKES32S1. 1 FOKES3250. 8 F
OKES427S , 53

218926 FRINT' SOanDaEi THES 152 " SMAZEMASTER
.

2150 FRIMNT"SEMNMM" TAEL 12> " mET"

Z1®4e PREIMT "HM"TABL1=> "MIGCOR TULCHIMSKY"
Z1aS6 FRINTIMam” TRECS» "@cs> 1984 FANF
ARE HOWSE. IHC

ZiGsE POKES4AZvE. @ FORI=1TO1888 : NEXT ! FORE

SAZTE. B3

=Z=2187Vve FORI=1TO129 : FOKESZZZ1 . RHDC(S2%15: PO
ESA4Z27FI2 . RNDCS I z23+ 1060 : MEXT

Z1i9g80 POKES4927VE. O FOKESS4Z7VE., 290 RETURN
Zzaag ¢

Zzagi REM FRINT GARAMES MEMNU

22E10 POKES3251.1
Z56G11 PR IHT " S areDeOrceme e i N i e S A E A S

A

TER_GAMES" PRINT : FRIMT

Zzaza FRIMT" AL FAIMT THE FLOO
RS

Zzaza PRINT™ mM=> FIMD A TREASUR
=

ZZ04a PFRINT :FPRIMT :PRINT" "iREDBRrRRENTER

YOUR CHOICE"™
Z=E58 GETG#H: IFGHFC" 1 "AMDGEI>"Z" THENZZaSD
ZzaSS GCOSUBSSOoo
ZZ2EsE FRINT:FRINT :FPRINT "RBEEREIT ; C ITMFUT "mEN
TER MRZE COMFLESXRITY <@—Z0a>" ;1 CM: CHM=CM¥Za
zzesl IFCHM<1IOTHEHNCHM=1&
=Zzzesez IFCHMZ>4a03THEMNCM=43226
Z2ava TH=1E2
Zzasa RETURHR
<4@Eoos
<L@a3l REM GAME OYWER
4@saz
40805 FOKE13S.9
4218 FOKES3ZS1 .9 FOKESE=Z80. 1
492Ea  POKES4Z7E ., 383 FORI=10TOZ4aSTEFT : FOR
JT=B3TO1@=STEF13 : FOKES4Z7V3E. I+J
400zl IFGEIT"Z" THEN4Qaz3
?22%.‘? L=18Z4+IMNTCRMHDC{S 2824 0 %3@+INTCRHND 2
4@azs FOKEL . S3S+1258: FOKESSZ28—- 18249+ 7
492%: L=10Z4+IMNT I RNDOCS 24 2 4@+ IHT(RNDCZ
o
FERBAZE FOKEL . 3S+12%  FOKESSEZ2S—1929%+L . 7
4B FOKESZE 89 F"I"-ID '-‘. = * 15+1 HEXT : HEXT
322?9 FRIMT "™ ST e eI TREC 39 " SST
40E@93Ea IFGHF="1 " THENSC=IMNT (HNY¥C3-28—-TI. 198
2 IFMY=HMETHENSC=SC+122
4E35e IFGHE="2" " THEHNSC=C3¥3S—-IMTLTI 138>
48355 PRINTTAEBCISO»SC
4@zaca FOKES4Z7S. &8
4B2B7vE CGETAHS:: IFASF=""THEHNY2a7a
43R353a CLRE: GOSUBISSEO0 - GOSUEBZZORE | SGOSURZDA
2a  ONVAL CGF2E0TOZEa8 - Za8D
G42ADT
4235 F:'.E.I"‘i SOUMND INITIALIZATION
GIIDB=
SPDEE FORI=S4ZFaTOSA4Z9S  POKEIL . 8 HEXT
SEB31E FOKESYHZ26. 15 FOKES4H4Z7T7F .« 2SI FOKES427
g;%gg CFOKESSZ7S .8 FOKESYGEZ7V3E .. 28 ' RETURMN

= :

SSaal REM SOUND A BEEF

SSanz ¢

SSo1a F"CIK'E«.;42?'6 - 33 F‘DKES-‘-‘-""—”‘*; Z2S :FORI=1TQO
O HNHEXT - POEKESHZ7TE - CRETURN
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Games Disk for
FANFARE HOUSE:
ARCADE GAMES FOR THE C64

ISBN 0-03-003664-X

CBS Educational & Professional Publishing
HRW 383 Madison Ave., New York, NY 10017



FPT >%32.95

ARCADE GAMES
R THE
COMMODORE 64

Fanfare House, Inc.

While most other books promise you
hours of fun on your Commodore 64,
here’s a book/disk package that
promj%ﬁou years. ..

Play all 15 games or select just a few —
you can change the rules in scores of
ways — creating new games for years to
come!

Whatever type of game you play —
adventure, “space monsters,” war
lgames, or swords and sorcery — you
can make them harder or easier;
change the scoring mechanism; or
modify the sprite characters.

{All the games are coupled with
individual programmer’s notes to help
beginners and pros learn each game,
and programming hints to show quick
.methods and fast shortcuts.

DISK INSIDE! Includes
15 dynamite arcade
games that you can
turn into 100’s more.
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2

ISBN 0-03-001049-7
RET:1184:003245:50
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