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Preface 

A rcade 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 
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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. 

x ________________________________________________________________ _ 
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Introduction 

T 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, p1,ltting 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. 
________________________________ xiii 



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 playa 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 playa 
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 xiv ____________________________________________________________ __ 



READY, meaning that it is ready for a new command. 
You may then load and run a different game or run the 
same one agaiIi 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 
voiume off completely. _______________________________________________________________ xv 



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 d9-cu~ 
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 include 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 
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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 handling 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 IVideo 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 wp.en 
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 
11K = 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 

________________________________ xvii 



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 0 is 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 o. Some games use a technique called 
bank switching, 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 
anyone 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 numbers in 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 
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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 0 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 Jorm 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 _________________________________________________________________ xix 



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 
a'. modified version that you plan to save indefinitely, give 
it yet another name, such as GHOST HUNT A or 
GHOST CHASE. xx ______________________________________________________________ ___ 



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. 

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 __________________ ----------------____________________________ xxi 



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. 
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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 other languages which 
are faster than BASIC, such as Pascal, FORTH, or 'C', all 
of which are compiled languages. 

Programming References 
For prograinming information beyond the scope of the 
Commodore 64 User's Gu~de, a number of excellent pub­
lications are available. The Commodore 64 Programmer's 
Reference Guide ICommodore 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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170 Arcade Games for the Commodore 64 

Death Valley 
Patrol 

Program 

31131121 

31141121 POKEV+3+2*X.C-11:POKE2e41+X.194 
31151121 
:POKE2e43.194 
31155 POKEV+6.24e:POKEV+7.1SS 
31161121 
5 
31171121 

31181121 

31191121 POKEV+21.2S4 
31211211121 

31211121 PRXNT"3IIDAlIIDI11C1P11 .. 
31221121 PR X NT" .......... ttII;11 !!!!=-:BASE ICIPII .. 
31231121 PR X NT .. _-'e'e'IOI'4I;II .. 
31241121 POKEV.X:POKEV+1.¥ 
31251121 FORX=2eT01eSTEP-1:POKE1e24+3eii+4e*x 
• 161121: POKEeiieii296+3eii+4e*x. 1121: NEXT 
31261121 FORX=2eT02e-GSSTEP-1:POKE1e24+3S+4 

11121: EXT 
312 5 XFF=1THENRETURN 
31271121 POKE1e24+3S+4e*8.6:POKE5eii296+3e>+4e 
*8.1 . 
31281121 POKE1e24+3S+4e*22.e>:POKEeiieii296+3eii+4 
1121*22.1 
31291121 
31291 LV=LV+1 
31292 

31293 

31294 PRXNT .. iI::8 ....... "LVTAB< "VAL 
LE¥ : .. CR+TP+ 1 
3129eii FORx=eT03e:POKE1e24+24*4e+X.PEEK<1 
e24+X>+128:POKEe>eii296+24*4e+X.1:NEXT 
31296 PRXNT". 
31311211121 GOSUB3e>eee: PR X NT" 3IIDAlIIDI1" .. •••••••••••• 
••• =-GET READ¥" 
31321121 FORx=eT01e:FORJ=eT06:DX<X.J>=<RND< 
8>-.S>*DF:D¥<X.J>=<RND<8>-.e»*DF 
3132S POKEeii4273.X*1e+J 
31331121 NEXT:NEXT:DG=DFr2 
31341121 
<8>-.5>*DG:D¥<X.J>=<RND<S>-.S>*DG 
3134e> POKES4273.J*1e+x 
313eiie NEXT:NEXT 
313e>e> PR x NT .. 3IIDAlIIDI1" .. •••••••••••••• .. 
316e>e X=4e:Y=63:DX=4:DY=e:POKEe>4276.129: 
POKEV+21.2e>S:RETURN 
31697 : 
31698 REM CLEAR A HOLE 
31699 : 
31711211121 FORX=ATOA+C-1:POKEeii4273.Xr3:FORJ=B 
TOB+D-2 
31711121 POKE1112124+J*4e+X.32:NEXT:NEXT:RETUR 
N 
31897 
31898 REM CREATE A PSEUDORANDOM NUMBER 
31899 : 
31911211121 
=R*1I121e:R=R-XNT<R>:RETURN 
31997 : 
31998 REM SOUND XNXTXALXZATXON 
31999 : 
32112111211121 FORX-eii4272T054296:POKEX.e:NEXT 
32112111121 POKES4296.1S:POKEe>4277.96:POKEe>427 
8. 241121: POKEe>4276. 17:RETURN 
32997 : 
32998 REM SPRXTE-BACKGROUND COLLXSXON 
32999 
33112111211121 XFPEEK<V+1»740RPEEK<V»6eTHEN33e7 
1121 
33112111216 POKEeii4276.33:XFABS<DX»20RABS<DY» 
2THEN33e8e 
33010 AG=AG+10.2-GS:DX=1:XFAG>e>0THENPOKE 
e>4276.129:¥=Y-3:POKEV+1.¥:RETURN 
33112141121 GS=10.9:F=1:GOSUB312S0:F=0:Y=Y-3:P 
OKEV+1.Y:DY=-1:POKEe>4276.129:POKEV+21.25 
4 
3304e> DX=1:D¥=-2 
330e>e POKEV+21.25e>:Q=PEEK<53278>+PEEK<e>3 
279>:PS-PEEK<S3279>ORPEEK<S3279> 
33061121 
33112171121 ZQ=<PEEK<e>3278>*0+SXN<8>*0+PEEK<S3 
278»:XF<ZQAND1>=1THEN333e0 
33081121 POKEe>4276.129:POKEV+16.0 
33091121 POKEV+14.PEEK<V>-12:POKEV+1e>.PEEK< 

33111211121 FORX=1e>T01STEP-.3:POKEV+46.RND<S>* 
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15:POKE54296.RND<S)*5+X:POKE54273.2a+x 
3311121 POKEV+14.PEEK<V)-RND<S)*3+1.5:POKE 
V+15.PEEK<V+15)-RND<S)*3+1.5:Q=SXN<S):NE 
XT 
3312121 POKEV+16.12S:POKEV+15.255:POKE5429 
6. 15:Dx-a:Dy=a:POKE54276.33 
3313121 POKEV+21.255:Q=PEEK<5327S)+PEEK<53 
279):X=4a:Y=65:POKEV.X:POKEV+l.Y 
3314121 NH=NH+l:XFNH=5THEN4aaaa 
3315121 RETURN 
33297 
3329S REM VXCTXM RESCUE 
33299 
333121121 Q=PEEK<5327S)*a+SXN<S)*a+PEEK<5327 
S):ZZ=Q:XF<QAND1)=aTHEN334aa 
3331211 XFDX>30RDY>3THEN33asa 
3331215 POKE54276.33:POKE54273.7a:Z=SXN<S~ 
2~) 
3331216 Q-PEEK<5327S)*a+SXN<S)*0+PEEK<5327 
S):ZZ=Q 
3331121 XF<QAND16)=16THENNM=NM+l:POKEV+3.0 
:POKEV+9.0:XF<QAND2)<>2THENSC=SC+la~<NM­
NK) 
33320 XF<QAND32)=32THENNM=NM+l:POKEV+5.0 
:POKEV+ll.0:XF<QAND4)<>4THENSC=SC+10~<NM 
-NK) 
33330 XF<QAND64)=64THENNM=NM+l:POKEV+7.0 
:POKEV+13.0:XF<QANDS)<>STHENSC=SC+10~<NM 
-NK) 
3334121 GOSUB35a00:Q=PEEK<5327S)+PEEK<5327 
9):POKE54276.129:PS=SXN<S)*a+PEEK<5327S) 
33350 Y=Y-DY-3:POKEV+l~Y:Q=PEEK<5327S)+P 
EEK<53279):DY=-3:RETURN 
33400 RETURN 
33997 : 
3399S REM SPRXTE-SPRXTE COLLXSXON 
33999 
3400121 Q=PEEK<5327S) 
34010 XF<QAND2)=2THENQ=lS:NK=NK+l:SC=SC+ 
5: GOSUB35aaa:GOT033310 
34020 XF<QAND4)=4THENQ=36:NK=NK+l:SC=SC+ 
5: GOSUB3500a:GOT033320 
3412130 XF<QANDS)=STHENQ=72:NK=NK+l:SC=SC+ 
5: GOSUB35000:GOT033330 
34040 RETURN 
34997 : 
34998 REM PRXNT SCORE 
34999 : 
3500121 S$=STR$<SC):S$=RXGHT$<S$.LEN<S$)-l 
) 
35010 XFLEN<S$)<5THENS$="a"+S$:GOT035010 
3512120 PRXNT">=I'UiQlI!W!:I"TAB<33)"=-"S$:RETURN 
35997 : 
35998 REM PRXNT TXTLE SCREEN 
35999 : 
36000 PR X NT ":::hOUItIUWW'UllOU" : POKE5328 1 • 1 
3612108 PRXNTTAB<9)";a 
" 
3612110 PRXNTTAB<9)";a DEATH VALLEY PATROL 

36012 PRXt-iTTAB<9)";a 
:.00" 
3612120 PR X NTTAB < 17) "~ B·... :.00" 
36030 PRXNTTAB<11)"~ XGOR TULCHXNSKY :.00 
)Q)IQ)IQ" 
36040 PRXNTTAB<6)"<C) 1984 FANFARE HOUSE 
• XNC.":GOSUB30a00:GOSUB32000 
361215121 POKE54276.33:POKEV+3.72:POKEV+5.72 
:POKEV+7.72:POKEV+23.255:POKEV+29.255 
36060 POKEV+2.110:POKEV+4.165:POKEV+6.22 
o 
36065 POKEV+40.0:POKEV+41.5:POKEV+42.10 
36070 POKEV+21.255 
361218121 FORX=lT075:POKE2041+RND<8)*3.194+R 
ND<8)*4:Q=SXN<S):POKE54273.RND<8)*20:NEX 
T 
36090 POKEV+3.0:POKEV+5.0:POKEV+7.0:POKE 
54296.0: RETURN 
39997 : 
39998 REM ENDXNG 
39999 : 
40000 POKE54276.33:FORX=laT0100STEP5:FOR 
J=X+10TOXSTEP-l:POKE54273.X+J:NEXT:NEXT 
4012110 POKE54296.0:POKEV+21.0 
40015 POKE53281.0 
40020 XFPEEK<5632a)=127THEN40020 
4012130 RUNla 

Death Valley 
Patrol 

Program 





Mission: Tobar 
Charles Mott, J r, 

o REM ********************************* 
1 REM * MXSSXON: TOBOR <PART 1> * 
2 REM * BY CHARLES MOTT~ JR. * 
3 REM * <C> 1~S4 FANFARE HOUSE~ XNC. * 
4 REM * BOX 3062 HOUSTON~ TX 77253 * 
5 REM ********************************* 40 : 
50 REM XNXTXALX2ATXON 
60 : 
70 PRXNT";:':I":POKE532S1~2:POKE532S0~0:S=54 
272 
S0 FORT=1T0230:GOSUB2000:NEXT 
100 )($<1>=" ~ ~ ~ r:ir"' 

..... ~ r:ir"' ..... ~ ~" 
110 X$<2>=" ... __ .... • ... ~ ... .... .... .... .... . .. 
120 )($<3>=="", ..... ........ 

... !!II!'" !!!... .... ..... ... 
130 X$<4>=" ... .-... • ... • ..... l:1li 

................ III ... 

..... ,.,.. ....... 
l:1li ..... 

............. 
140 )($<5>=" ... • ... • ... 

!!I" 
!!! ........ . 

........ III... .... III l:1li • l:1li ~ ... 
150 )($<6>=" l:1li • I:III"!!! l:1li 

l:1li • l:1li .... • l:1li 111l:1li !!! ... 
160 )(.<7>=" l:1li !!! "l:1li • l:1li 
,.,.. • l:1li !III l:1li !!! l:1li • l:1li • l:1li 
170 )($<S>=" -- __ __ ..... l:1li 
~ ..... I:III I!I!r" __ __ •• 
1S0 2$<i 1 :>=" ,.,.. ..... r:ir"' ,.,.. ..... ,.,.. ...... . 
19'0 2$<2:>=" ..... l:1li ~ l:1li 

• i:II" .... l:1li !III l:1li ~ l:1li !!!" 
200 2$<3>=" I:III!!! l:1li 

!!! l:1li • l:1li III l:1li !!!,.,.. ... 
210 2$<4:>=" l:1li" III l:1li 

l:1li III l:1li • l:1li !!!I" 
220 2$<5:>=" "l:1li !!II! ... III _ l:1li !!! l:1li !!II!" 
230 2$<6:>=" .... ... 

!!!!! II1II III l:1li • l:1li ~I:III ~ •• 
240 2$<7:>=" ... . ... 

_l:1li ~.I:III !!!1:111 ..... .. 
250 2$<S:>=" __ ........ II1II ... ____ •• 

!!III 
!!! l:1li !!II! ." • ,.,.. !!! ." ~""'I:III ..... ,.,.. 
..... !!! l:1li 

..... !!! ... 

..... !!! ... 

..... !!! l:1li 

..... !!II! ... 

..... !!! ... 

~""'I:III 

~ ..... ..... 
~I:III 

!!! ,.,.. 

~ ..... 
~I:III 

!!! ,.,.. 

......... 
260 Y$<1:>="YOUR MXSSXON CODE-NAME: *-T-
O-B-G-R-* ••••• THE ROBOT CONTROL" 
270 Y$<2:>="LED REACTORS ON THE PLANET TO 
BOR ARE RUNNXNG OUT OF COOLANT .. 
2S0 Y$<3:>="PACKS. YOU HA ..... E BEEN ' ..... OLUNTE 
ERED' TO FLY OUT AND DROP NEW P" 
2~0 Y:S<4:>="ACKS TO THE ROBOTS. XF YOU DR 
OP THEM CLOSE ENOUGH ••••• THEN T" 
300 Y:S<5:>="HE ROBOTS CAN CATCH THEM • 
••• WATCH OUT FOR THE PATROL SHX" 
310 Y:S<6:>="P ------- GOOD LUCK! 

320 Y:S<7:>=" ..... 
500 : 
501 REM PRXNT TXTLE SCREEN 
502 : 
510 FORL=0T024:POKES+L~0:NE)(T 
530 POKES+5~9':POKES+15~30:POKES+24~15 

~~: ~g~B~~~~~b~~~~~~t~t~~~b~~~~~~~0~~RX 
NT:NEXT:POKE646~1 " 
600 PR X NT" ~ ••••••••• DlU"'I])o"'I.DU/$iJQ)jllUBY CHARL 
ES MOTT~ JR .... 

Mission: 
Tobar 

Program 
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5117 DATA 48,0,0,48,0,0,49,0,0,49,0,0,48 
~0 ... e ... 4S 
5118 DATA 0.0.48,0.0.48,0.0,48.0.0.49,0. 
0,48.0 
511~ DATA 0.48.0,3,255,0,3.255.0.3,255,0 
... 0 ... 136 ... 0 ... 0 . 
5120 DATA 3,255,0.3,171,0,0.252,0,12.48, 
1~2,51,51,48,48 
5121 DATA 252,48,15,223,1~2,0.220,0,0,22 
0.0,0,220.0,0.252 
5122 DATA 0,0,49.0.0.49.0.0,48.0,0.48,0, 
0,48.0 
5123 DATA 0.48.0.3,255.0,3.255.0.3.255,0 

S~2!3~A~A03'255.0.3.171.0.0.252.0.4'48,6 
4,17,4~,16.16 
5125 DATA 84,16,5,117,64.0.116.0,0,116.0 
,0.116,0,0,84 
5126 DATA 0.0,48,0.0.48.0,0,49,0.0,49,0, 
0.48,0 
5127 DATA 0.49.0.3.255.0.3.255.0.3,255,0 
... 0 ... 136 ... 01 ... 0 
5128 DATA 0.0.0.0,0.0.0.0,0.0.0.0.0,0.0. 
160 
512~ DATA 0.0.~0.168.0,175.255,0.2,170.1 
70,0,255.230,1,~5 
5130 DATA 213.0,255,230.2.170.170,175.25 
5.0,~0,168.0.160,0.0 
5131 DATA 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 0 ... 
0,256 
o REM ********************************* 
1 REM * MXSSXON: TOBOR <PART 2) * 
2 REM * BY CHARLES MOTT. JR. * 
3 REM * <C) 1~84 FANFARE HOUSE. XNC. * 
4 REM * BOX 3062 HOUSTON. TX 77253 * 
5 REM ********************************* 10 : 
20 REM XNXTXALXZATXON 
30 
40 DATAYOU~RE FXRED!.JANXTOR.CABXN BOY,C 
OOK.PRXYATE,SERGEANT.LXEUTENANT.CAPTAXN 
45 DATAGENERAL.SUPREME COMMODORE 
50 FORT-0TO~:READA$:G$eT)=A$:NEXT 
90 DXMDR<16),FG<16):R=0:PX-l:PS=202:Pl=2 
20:RB=231:SX=54272 
100 SC=1024:MY=100:MX=100:Y=53248:JS=307 
2:S1=2040:S2=2041:S3=2042 
103 S4=2043:S5=2044:S6=2045:S7=2046:S8=2 
047:BR=53280:BK=53281:PH=~:AP=~:U=12 
105 FORK=0T015 
107 READDR<K):NEXT 
127 POKEY+28.255:POKEY+37,2:POKEY+38.0:F 
ORT=0T07:POKEY+3~+T,1:NEXT 
1301 DATA0 ... 1 ... 5 ... 0 ... 7 ... 8 ... 6 ... e ... 3 ... 2 ... 4 ... 0 ... 0 ... 0 ... 5 ... 0 
140 GOSUB800:GDSUB2000:POKEY+21,245 
144 : 
145 REM MAXN CONTROL LOOP 
146 
147 GOSUB2300 
150 GDSUB500:FD=FD+U:XFFD~255THENFD=MY:F 
G<2)=0:POKEY+21.PEEKeV+21)AND<255-8) 
160 POKE53287,-7*<JVC~0):ONDReJY)GOT0190 
,1~0,200.210,220,230.240.250 
170 Pl=220:GOT03~0 
180 MY=MY+AP:Pl=220:POKE54273.10:GOT03~0 
1~0 MY=MY+AP=MX=MX+AP=Pl-225:POKE54273.5 
0=GOT03~0 
200 MX=MX+AP=Pl-222=POKE54273,12:GOT03~0 
210 MY=MY-Ap:MX=MX+AP:P1=224:POKE54273.2 
0=GOT03~0 
220 MY=MY-AP:Pl=220:POKE54273.15:GOT03~0 
230 MY=MY-Ap:MX-MX-AP:Pl-223:POKE54273.1 
1:GOT03~0 
240 MX=MX-AP:Pl=221:POKE54273.8:GOT03~0 
250 MY=MY+Ap:MX=MX-AP:Pl=226:POKE54273.3 
:GOT03~0 
3~0 MX=MX+l:MY=MY-l:XFMX~255ANDFG<1)=0TH 
ENPOKEV+16.PEEKCV+16)OR1:MX=0:FGC1)=5 
3~1 XFMX<0ANDFG<1)=5THENPOKEV+16.PEEKCV+ 
16)ANDC255-1):MX=255=FGC1)=0 
3~2 POKESX+4.12~:XFMY~150THENMY=150 
3~3 XFMYC42THENMY=42 
3~4 XFMX<15ANDFGC1)=0THENMX=15 
3~5 XFMX~65ANDFGC1)=5THENMX=65 
400 POKES1.Pl:POKEV+4,R:R=R+PH:XFR~2550R 
RC0THENPH=-PH: R=R+PH: GOT0420 
410 GDT0430 
420 XFFG<3)-5THENPS=PS-PX:FGC9)=5=XFPS<2 
02THENPS=202=YL=YL+l:GOSUB3200:PS=203 
423 POKES8.PS 
425 XFFGC3)=0THENPS=PS+PX:POKES8,PS 
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427 XFFO<3~ANDFO<9~ANDR<PH+1ANDFO<10~THE 

~~~Kf~~G~~~~~g~~~;~~~g~~~~~~~~~~~~~~POKE 
S3.233:FO<10~=5:REM RED ROBOT 
430 XFPS>216THENOOSUB900:PS=202:R=0:00TO 
127 
435 XFM¥>120ANDFO<2~THENFO<8~=5 
437 XFFO<8~THENPOKEV+21.PEEK<V+21~OR2:PO 
KEV+2.Bp:POKEV+3.120 
438 XFFO<8~THENBP=BP+U+4:XFBP>255THENBP= 
0:POKEV+16.PEEK<V+16~OR2:POKEV+2.BP:FO<7 
~=5:00T0443 
439 XFFO<8~ANDBP><MX-10~ANDBP«MX+10~AND 
M¥>110ANDFO<1~=FO<7~THENPOKES1.219:00SUB 
2000 
443 XFFO<8~ANDFO<7~ANDBP>91THENOOSUB1000 
:POKEV+16.PEEK<V+16~AND<255-2~ 
444 XFM¥=150THENPOKES1.218:00SUB2000 
445 XFFO<2~THENOOSUB950 
450 POKEV.MX:POKEV+1.M¥:POKEV+7.FD:XFFR= 
16THEN150 
475 XFFO<2~THEN150 
480 FO<2~=5:00SUB600:00SUB2300:00T0450 
484 : 
485 REM READ JO¥STXCK 
486 : 
500 JV=PEEK<V+JS~:FR=JVAND16:JV=15-<JVAN 
D15~:POKESX+4.129:POKESX+24.3:RETURN 
520 : 
525 REM MOVE SHUTTLE 
530 : 
600 FD=M¥:FX=MX-11:POKEV+7.FD:XFFO<1~THE 
NPOKEV+16.PEEK<V+16~OR8 
610 XFFO<1~=0THENPOKEV+16.PEEK<V+16~AND< 
255-8~ 
615 XFFX<0THENFX=0 
620 POKEV+6.FX:POKEV+21.PEEK<V+21~OR8:RE 
TURN 
650 
651 REM XNXTXALXZE SPRXTES 
652 : 
800 POKES1.P1:POKES2.234:POKES3.RB:POKES 
4.230 
810 POKES5.227:POKES6.229:POKES7.228:POK 
ES8.PS:POKEV+29. 254: POKEV+23. 254 
820 POKEV.MX:POKEV+1.M¥ 
830 POKEV+2. 0: POKEV+3. 125 
840 POKEV+4.R:POKEV+5.207 
850 POKEV+6.MX:POKEV+7.M¥ 
860 POKEV+8.202: POKEV+9.207: POKEV+43.13 
870 POKEV+10.155:POKEV+11.207:POKEV+44.7 
880 POKEV+12.249:POKEV+13.207:POKEV+45.7 
890 POKEV+16.128:POKEV+14.40:POKEV+15.20 
7 
894 PRXNT"::::I"; :POKEBR.2:POKEBK.12:00SUB11 
00 
895 RETURN 
896 : 
897 REM END OF OAME 
898 : 
900 OOSUB2200 
905 POKEV+21.241:POKEV+16.PEEK<V+16~OR1 
POKEV+23.255:POKEV+29.255:FORT=1T030 
910 POKEBR.2:POKEBK.1:POKEV.40:POKEV+1.1 
90:POKES1.218:POKESX+4.129:FORD=1T030:NE 
XT 
920 POKEBR.1:POKEBK.2:POKES1.219:POKEV+3 
9.2:POKESX+4.128:FORD=1T030:NEXT 
939 NEXTT:POKEBR.2:POKEBK.6:POKEV+21.245 
:POKEV+39.1:FO<1~=5:FO<2~=0 
940 M¥=100:R=0:POKEV+23.254:POKEV+29.254 
: POKES8. 202: PS=202: R=0 
943 LP=¥L:XF¥L>9THEN¥L=9 
944 POKESX+4. 128:POKEV+21.0:POKEBK. 12 
945 PR X NT .. =c " .. liIIA.""""""'., ................... KliAME 

OVER)Q)QI ••••••••••••• ISCORE .. LP; .. - .. ;O$<¥L~ 
946 PRXNT")WQI ••• PRESS FXRE BUTTON TO PLA 
¥ AOAXN" 
94700SUB500:XFFR=16THEN947 
948 POKEV+16.PEEK<V+16~OR1:POKEV+21.245: 
M¥=100:MX=90:¥L=0:PS=202:PH=9 
949 FORT=1T016:FO<T~=0:NEXT:POKESX+4.129 
: RETURN 

950 
951 REM CATCH COOLANT PACK 
952 : 
955 XFR«FX+10~ANDR><FX-10~ANDFO<2~THEN9 
70 
960 RETURN 
970 XFFD<217ANDFD>197ANDFO<2~THENPOKES3. 
232:FO<3~=5:00T0990 
980 RETURN 
990 POKEV+21.PEEK<V+21~AND<255-8~:RETURN 



1000 POKEV+21.PEEK<V+21>AND<205-2>:FG<7> 
=0:FG<S>=0:BP=0:RETURN 
1097 : 
109S REM PRXNT BACKGROUND SCREEN 
1099 
1100 FORT=1T010:PRXNT":a:: 

"; : NEXT 
~~~~-.~t!!.~..J..;':'=~~-=:::-~.-'-.-'-'-.-.-.-'-'-.-.-. 
1104 PRXNT":a:: 

II ; 

1100 PRXNT":a:: 

-::1-1::-::1~0=--=P~R=-=X:-:N~T="~=-=" .::... •••••• __ =-•••••• l:iiOai 1-1 ....................... r 
, , ' • ' i ' , • , ' , ' i ' i I!!!II; 

1 1 10 PR X NT" =- ......... I!!! II:iIIIi _ •••••• l:iiOai ........ FU 
ELm, ' , ' , . ,.REACTORlil-r-'-I!!!!!"; 
1120 PRXNT" =- ........... 
, , ' , ' , '.COOLER:iiiIJ-r-'--r-t!!!!! .. ; 
1125 PRXNT".' . , .•••• K;::Iai 

~ i ~0 'p.~ i ~-r .: .i..' •• ' •• '.I::''' rf::lai .-1-.::1 
, ' , ' , ' , ' , • , ' , ' , ' , ' ,I!!!"; 

...... l:iiOai ~PODliiI-r 

.!!II •• 1:iiO ai I-'-r-'-r 

.!!II •• l:iiOai I--r-'-

1130 PRXNT ........... K;::Iai • L.~;:I _I •• 1:ii01a ~ 
• , • , ' , ' • ' , ' • ' , ' • I • I I!!III; 

1 140 PR X NT" .......... .----=:i2IP' i!!!!!!I" .~ •• l:iiOai ............... 
, I , ' , ' , ' • ' i ' , , I !!!I" ; 
1140 PRXNT··. ::i2IP'!!!!!III"'..;III"'":iil.............-. 

, '. I • ' , ' , ' , I , 'i' 1-"; 
1150 PRXNT". • .... 

l:IJ":POKESC+999.160 
POKEV+3047.9:RETURN 1105 

1197 
119S REM 
1199 

SOUND ROUTXNES 

2000 PS=PS+PX:POKESS.PS:XFPS>216ANDFG<12 
> =0THENGOSUB900 : PS=202 : R=0·: GOTO 127 
2000 FORT=0T024:POKESX+T.0:NEXT 
2010 POKESX+5.136 
2020 POKESX+6.240 
2030 POKESX+24.15 
2040 POKESX+1.4 
2050 POKESX.So 
2060 POKESX+4.129:FORT=10T00STEP-1:POKES 
X+24.T:FORPP=1TOo:NEXTPP.T 
2070 POKESX+4.129 
20S0 POKESX+24.3:MV=90:MX=100:GOSUB2300: 
RETURN 
2090 
2200 
2210 
2220 
2230 
2240 
2250 
+1. L 
2260 
2270 
2280 
2290 

FORL=0T024: POKESX+L,0 = NEXT 
POKESX+1, 130 
POKESX+o, 9 
POKESX+15.30 
POKESX+24,15 
FORL=1T0255STEP5:POKESX+4.20:POKESX 

FORT=1T020:NEXT:POKESX+4.21 
FORT=1T050=NEXT:NEXT:FG<12>=5 
FG<12;'=0:RETURN 

2300 POKESX+o.So:POKESX+6.80:POKESX+24.1 
0:POKESX+1.0:POKESX.185 
2310 POKESX+4.33:FORT=1T030:NEXT:POKESX+ 
4,32:RETURN 
3100 : 
3101 REM 
3102 

PRXNT SCORE 

3200 PRXNT" _ •••••••• 
" 

3205 XFPH>0THENPH=PH+1 
3207 XFPH<0THENPH=PH-1 
3209 XFABS<PH»40THENPH=9 
3210 PRXNT"l:IJ:a:: .VOU 
G POXNTS:= 
3220 PRXNT".=-"TAB<16;'YL 
3230 FORT1=1T015:POKEBR.T1 
T2=1T050=NEXT:NEXT 
3240 POKEBR.2 
3250 RETURN 

HAVE RATXN 

: GOSUB2300: FOR 

Mission: Tobor Program 179 

Mission: 
Tobar 

Program 





Cosmo F s Rescue 
Frank Mikulastik 

o 
1 
2 
3 
4 
5 
6 

REM 
REM 
REM 
REM 
REM 
REt ... 

7 REM 
8 

******************************** 
* COSMO~S RESCUE * 
* BY FRANK MXKULASTXK * 
* CC~ 1984 FANFARE HOUSE. XNC. * 
* BOX 3062 HOUSTON. TX 77253 * 
******************************** 

INITIALXZATXON 

10 Sl=54272:FG=1:CT=255:POKE53248+21.0 
30 DIM MSC20~.GSC20~.MMC20~ 
37 POKE56578.PEEKC56578~OR3 
38 POKE56576.CPEEKC56576~AND252~ORl 
39 POKE53272.CPEEKC53272~AND15~OR0 
40 POKE648.128:PRINT"::::I"; : GOSUB3300 
45 SM=32768:FORX=40*64+SMT041*64-1+SM:PO 
KEX.0:NEXT . 
46 FORI=16*64+SMT036*64-1+SM:READA:POKEI 
.A:NEXT 
47 FORX=41*64+SMT047*64-1+SM:READA:POKEX 
.A:N~XT . 
76 MSC1~=16:MSC2~=17:MSC3~=16:MSC4~=18:M 
SC5~=16:MSC6~=19:MSC7~=20:MSC8~=19 
77 MSC9)=16:MSC10~=21:MSCll~=16:MSC12~=2 
2 
78 Tl=12 
80 V=53248:CM=55296:Ml=1016+SM 
81 GSC1~=31:GSC2~=32:GSC3~=31:GSC4~=33:G 
SC5~=31:GSC6~=34:GSC7~=31:GSC8)=35 
82 T3=8 
83 MMC1)=41:MMC2)=42:MMC3)=43:MMC4~=44:M 
MC5~=43:MMC6~=42:MMC7~=41 
84 MMC8)=45:MMC9~=43:MMC10~=46:MMCll~=43 
:MMC12)=45 
85 T4=12 
86 A1Cl~=26:A1C2)=27:A1C3)=26:A1C4~=28 
89 T=4 
95 POKEV+21.000:POKEV+28.195:POKEV+29.12 
8:POKEV+23.128 
100 POKEV+39.5:POKEV+40.5:POKEV+41.7:POK 
EV+42.7:POKEV+43.7:POKEV+37.6:POKEV+38.1 
300 FORX=0T07:POKEM1+I.40:NEXT 
303 GOSUB3300 
305 GOSUB3100 
310 GOSUB700 
320 POKEV+30.0 
330 POKEV+31.0 
335 FS=0:ME=3:PRXNT"=s:;J3...EFT 
1.255 
397 : 
398 REM 
399 
400 GOSUB1000 

r ... AXN LOOP 

405 XFFU<=0THENGOT03700 

3":POKEV+2 

407 
410 
413 
415 

Q=PEEKCV+30~ 
IFCQAND33~=33THENGOT03600 
XFCQAND129~=129THENGOT03700 
IFCCQAND65~=65~ANDCCT=0~THENGOSUB430 

o 
420 
425 
430 
440 
450 
490 
695 

Q=PEEKCV+31~ 
XFCQAND1~=lTHENGOT03700 
XFCT=lTHENGOT0450 
GOSUB4000 
GOSUB4100 
GOT0400 

696 REM XNXTXALXZE OREEN ALXEN 

CosmoFs 
Rescue 

Program 
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Program 

69~ 
700 SP=1:POKEM1.MSCSP):X=32:Y=T5-21:Xl=0 
:Yl=0:POKEV+16.0 
790 RETURN 
795 
796 REM MOVE GREEN ALXEN 
797 
le00 JV=PEEK(56320)=FR=CJVAND16):JV=15-C 
JVANDI5). . . 
1005 Yl=Yl+.2:Kl=40:K2=40:K3=40=PS=0:WF= 
o 
1010 XFFR<>16THENY2=-.4=GOSUBI200:FU=FU-
1 = "'~F=129 
1030 XFJV=40RJV=50RJV=6TH~NX2=-.3=GOSUBI 
300:FU=FU-l:WF=129 
1040 XFJV=80RJV=90RJV=10THENX2=.3=GOSUBI 
400=FU=FU-l:WF=129 
110a X=INTCX+Xl)=Y=INTCY+Yl):SP=SP+PS 
1105 XFSP>T1THENSP=1 
1110 XFX<31THENX-31 
1120 XFY>223THENY=223 
1130 XFY<50THENY=50 
1140 IFX>314THENX=314 
1141 Jl=X-25 
1142 XFJ1>255THENRX=RXOR4:POKEV+16.RX:PO 
KEV+4.JI-255:GOTOl150 
1143 RX=RXANDC255-4):POKEV+16.RX:POKEV+4 
• J·l . 
1150 J2-X+25 
1151 XFJ2>255THENRX=RXORS:POKEV+16.RX=PO 
KEV+6.J2-255:GOTOl160 
1152 RX=RXANDC255-B):POKEY+16.RX'POKEV+6 
.,J2· 
1160 XFX>255THENRX=RXOR17=POKEV+16.RX=PO 
KEV.X-255:POKEV+8.X-255:GOTOl180 
1170 RX=RXANDC255-17):POKEV+16.RX=POKEV. 
X:POKEY+8.X 
1180 POKEV+l.Y=POKEV+5.Y:POKEV+7.Y=POKEV 
+9 .. '+"+22 
1182 POKEM1+2.Kl:POKEM1+3.K2:POKEM1+4.K3 
1183 XFFR=~6ANDCJV=~ORJV=10RJV=20RJV=7)T 
HENPOKEM1.MS~1):GOT01186 
i185 POKEM1.MSCSP) 
li86 POKES1+19. 15=POKES1+20. 15=POKES1+18 
• "'~F , 
1187 POKES1+14.4:POKES1+15.112 
1190 PRXNT";:I:I=<iIiI ............................ . 
U 
1195 
1200 
1210 
12;:::0 
12:9~'" 
1300 
1310 
1380 
1390 
1400 
1410 
1480 
1490 
2094 
2095 REI·1 
2096 

F~ETIJF~t·~ 
",.;' 1 ="T " 1 +"T"2 
F~:3=25 
PS=1 
RETIJRN 
Xl=Xl+X2 
K2=24 
PS=l 
RETURN 
Xl=Xl+X2 
Kl=23 
PS=1 
RETUF~t·~ 

INITIALIZE SPRITES 

• ...... . :F 

3~00 T5=94:POKEM1+5.30=POKEV+44.8:POKEV+ 
10.32=POKEV+l1.T5 
3005 El=210:E2=210:Fl=310=F2=285:Gl=Fl=G 
2=F2 
3010 A3=I:POKEV+45.4:POKEV+12.GI-255:POK 
EV+13.92;RX=RXOR64:POKEV+16.RX 
3020 A4=1:POKEV+46.7:POKEV+14.G2-255:POK 
EV+ 15 .200 : RX=RXOR 128 = POKE· .... + 16., F~X 
3030 FU=600:CT=0 . 
3040 FORX=0T024=POKES1+X.0:NEXT=POKES1+2 
4.15 
3090 RETURN 
3095 
31096 REM 
312197 

PRINT PLAY SCREEN 

3,100 PI": X NT ":::;a" .: 
3105 POKE53280. 1 =POKE532Bl.0 
~.31 10 F"R I t-.JT·· ;lI=lLEFT :.3 FUEL 
ORE 0 .. ; 
~.3112 PRXNT"r:il;ll 

3114 PRXNT"f:i!;lI ~ilI!!!!!! 
""""'II;lI ~ ..... ;lI 

3115 PRXNT"f:i!O!! ~ilI!!!!!! 
........ """"'II;lI f:ij;:jl 

:31 16 PR I t-.JT .. f:ij;:jl ~ilI!!!!!! 
. ......-n:iI ;lI 

3118 PRXt·~T"r:iI;:jI ~i:i!!!!! 
f:i!1:!ii -

""""'II::!II __ 

3':iII 
""""'II 

600 sc:: 

""""'II::!II !!!!II""" 

::!II II! 

::!II II! 

::!II II! 



3120 PRXNT"n:lil101il ~iiI!!!! 01iI --3122 PRXNT"r:il101il 
!!! 01iI 
3126 PRXNT"r:iII01iI --- . 3128 PRXNT"r:iII01iI 

r:iII01iI II .; 

~iiI!!!! 01iI .~ 

::iII~ 
~il!!!!!!01iI 

..... :iII01iI 
~iI!!!!!!""'I01iI !!!!!!!II""" 

f:il101il 

. 
.... 01iI . !!! 

3130 PRXNT"r:iII01iI ~iIi!!!!! ... 
r:iII01iI 

PRXNT"r:iII01iI ~i:I!!!!! 
::iII01iI 

.... 
3132 

3134 

3136 

PR XNT" r:il101il 
~ 

PRXNT"r:iII01iI 

:i~ 
r:ill;:r;i " ; 

:i~ 
!!! f:il101il 

3138 PRXNT"r'*101il ~il!!!!!! 
;:r;i .... 
3140 PRXNT"r:iII01iI ~iI!!!!! 
;;01 .... 
3142 PRXNT"r:iII;;OI ~lI!!!!!! ..... 
3144 PRXNT"r:iII;;OI ~iI!!!!! 

3146 PRXt-lT"r:ill;;Ol ~il!!!!! 
!!! . 

3148 PR X NT" r:ill;;Ol ~iI!!!!! 

3150 PRXNT"r:iII01iI ~il!!!!! 

3152 PRXNT"r:iII;;OI ~iI!!!!! 

PRXNT"r:iII;;OI :iii!! 

~ 
n:iII~ "; 
;;01 

r=t;:a ~'; ;;01 __ 

r:ill;;Ol .. ; 
;;01 !!! 

rOll;;Ol "; 
;;01 !!! 

rOl101il "; 
;;01 !!! 

r:ill;;Ol 

:011;;01 .. ; 

r:iII;;OI .' 

rOll;;Ol . 

01iI !!! 

~ 01iI 

!!! 01iI !!! 

!!!!ill"'" 01iI 

01iI !!! 

01iI !!! 

01iI ...... 
01iI 

~ ~ 

01iI !!! .... 
.... 01iI !!!!! 

01iI !!! 

01iI 

:il;;Ol !!! 

::ii1tfi1 !!!!! 

:iI=a !!! 

:i1.:t1 !!! 3154 

3156 

3158 

PRXNT"r:iII;;OI ~iI!!!!! :il::;r"' ~ 
rOl101il . 

PRIt-lT" r:iII01iI 
~.I"'" POKESM+999.160:POKE56295.2 3160 

3180 
3190 
3195 
3196 REM 
3197 

OOSUB3000 
RETURN 

GAt"1E OVER 

3200 PR X NT "il8I .................... D!liii;;Ol OAr'1E OVER 
::II" . 

3210 FORX=0T04:POKEM1+X.40:NEXT:FORX=1TO 
23:POKES1+X.0:NEXT 
3215 OOSUB3500 
3220 FORX=iT0500:NEXT 
3240 FORJ~1T0100:NEXT:OOSUB4000:FORJ=1TO 
100: NEXT: OOSU:s4100 
3250 FR=PEEK<56320>AND16:XFFR=16THENOOTO 
3240 
3290 PRXNT"~"; : RETURN 

PF.: X 1'-lT I NSTRUCT IOt-l 

PRlNT "3:8"; 
XFFGTHENGOSUB3500 
POKE53281,1:POKE53280.2 

SCREE"'~ 
3295 : 
3296 REM 
3297 
3300 
3310 
3320 
3330 PR X NT"... COsr"1Q'- S RESCUE 

3331 PRXNT..... B ..... FRANK MXKULAST 
IK" 
3332 PRINT.... <C> 1984 FANFARE HOUS 
E. XNC." 
3336 PR X NT ")Q)I!:U t"10VEMENT IJSE THE JO .... ·ST 
XCK TO" 
3338 PRXNT" BEOXN MOV.lNO THE 

GREEN" 
3340 PRXNT" ALXEN LEFT AND R 
XOHT." 
3342 PRXNT" PRESS THE FXRE B 
UTTON" 
3344 PR I NT" Tel BEl:::; I N MOV X NO 
UP." 
3346 PR,X NT " ~ OBJECT ..... OU t"1UST TRA··.··E 
L THROUGH" 
3348 PRXNT" THE DANGEROUS CA 
VERN AND" 
3350 PRXNT" RESCUE THE PURPL 
E ALXEN~" 
3352 PRXNT" XF ..... OU CAN RETUR 
N COSt"10" 
3354 PR X NT " TO THE LAt-lD I t'~G P 
LATFORM" 
3356 F'R I NT .. 'rOU ... ~ x LL BE SCOR 
ED ON THE" 
3358 F'RxNT" AMOUNT OF REMAXN 
XNO FUEL." 
3359 XFFGTHENFG-0:RETURN 
3360 PR X NT ")WQiii PRESS THE ;;OIr:iII _ F X RE BU 
TTON ;;OIr:iII !!! aiTO START" 
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3375 GOSUB3500 
3380 FR=PEEK(56320>ANDI6:IFFR=16THENGOTO 
338121 
3385 PRINT"::-J"; : GOSUB3500 
33::;00 RETURN 
3495 
3496 REM SCREEN CHANGE 
3497 : 
3500 FORI=0T023:POKES1+I.0:NEXT 
3505 POKES1+24,15 
3510 FORI=0TOI5 
3520 POKE53281., I 
3530 POKES1+5.15:POKES1+6~15:POKES1+12.1 
5:POKES1+13.15:POKES1+19.5:POKES1+20.5 
3532 POKES1+4.0:POKES1+ll.0:POKES1+18.0 
3535 POKES1+4.17:POKES1+l1.33:POKES1+18. 
129 
3540 POKES1.(I+l>*10:POKES1+1.(I+l>*10:P 
OKES1+12.(I+l>*10:POKES1+13.(I+l>*10 
3545 POKES1+14.(I+l>*10:POKES1+15.(I+l>* 
10 
3550 NEXT 
3560 FORI-0T023:POKES1+I.0:NEXT 
3590 RETURN 
3595 : 
3596 REM GREEN ALIEN LANnS ON PLATFORM 
3597 
3600 IF(INT(Xl><>0>OR(Yl>3>THENGOT03700 
3610 IF(PEEK(56320>AND16><>16THENGOT0400 
3613 FORI=lT0200:NEXT 
3614 IFCT=ITHENGOSUB4600 
3615 GOSUB4000 
3617 GOSUB4100 
3618 FU""600 
3619 PR I NT .. l=.II .............................. I:;;j .. ; FU 
3620 POKEM1+2.40:POKEM1+3.40:POKES1+18.0 
3630 Y=T5-21 
3640 Yl=.4 
3650 POKEV+l.Y:POKEM1+2.40:POKEM1+3.40:P 
OKEI'11 +4. 40 
3690 GCIT036 1 0 
3695 : 
3696 REM GREEN ALIEN FALLS 
36517 
3700 POKEMI. 16 . 
3705 POKEM1+l.29 
3710 POKEM1.26:POKEV+3.Y 
3715 FORI=0T023:POKES1+I.0:NEXT 
3720 IFX>255THENRX=RXOR2:POKEV+16.RX:POK 
EV+2.X-255:GOT03750 
3730 RX=RXAND(255-2>:POKEV+16.RX:POKEV+2 
.X 
3740 A2=I:FORI=lT04:POKEM1+I.40:NEXT 
3750 Y=Y+4 
3751 GOSUB4500 
3755 FORI=IT050:NEXT 
3760 POKEV+l.Y:POKEM1.Al(A2> 
3765 A2=A2+1:IFA2>TTHENA2=1 
3770 IFY<250GOT03750 
3780 POKEM1+1.40:POKEV+3.0:POKE53280.1:P 
OKE53281.0:~OKES1+11.0:POKES1+24.0 
3781 GOSUB700:GOSUB3000 
3782 POKEV+30.0:POKEV+31.0 
3784 ME=ME-l: PRINT";:aa..EFT :".: r'1E 
3786 IFME=0THENGOSUB3200:GOT0300 
3790 GOT0400 
3995 : 
3996 REM MOVE PURPLE ALIEN 
3997 : 
4000 A3=A3+1 IFA3>T3THENA3=1 
4010 POKEM1+6.GS(A3> 
4020 Gl=Gl+Dl*4 
4030 IFG1>=F1THEND1=-1 
4040 IFG1<.E1THEND1=1 
4050 IFG1>255THENRX=RXOR64:POKEV+16.RX:P 
OKEV+12.Gl-255:GOT04070 
4060 RX=RXAND(255-64>:POKEV+16.RX:POKEV+ 
12""G1 
4070 POKES1+11.0:POKES1+12.5:POKES1+13.5 
:POKES1+11.33 
4080 POKES1+7.GS(A3>*2:POKES1+B.GS(A3>*2 
4090 RETURt-l 
4095 : 
4096 REM MOVE YELLOW MONSTER 
4097 
4100 G2=G2+D2*2 
4130 IFG2>=F2THEND2=-1 
4140 IFG2<=E2THEND2=1 
4145 I=RXANDI28 
4147 IF«G2>255>AND(I=0»OR«G2<256>AND( 
I~12B»THENPOKEM1+7.40 
4150 IFG2>255THENRX=RXOR128:POKEV+16.RX: 
POKEV+14. G2-255: GOT04170 



41610 RX-RXANDC255-128~'POKEV+16.RX'POKEV 
+14.G2 
41710 A4=A4+1'XFA4>T4THENA4=1 
41810 POKEM1+7.MMCA4~ 
4184 POKES1+4.a'POKES1+5.5'POKES1+6.5'PO 
KES1+4.17 
4186 POKES1.1'POKES1+1.MMCA4~ 
41910 RETURN 
4295 • 
4296 REM 
4297 
431010 CT=l 

PXCK UP PURPLE ALXEN SOUND 

43110 POKES1+24. 15'POKES1+12. 15'POKES1+13 
.15 
43210 POKES1+11.32'POKES1+11.33'POKES1+8. 
7'POKES1+7.12'FORX=lT01aa'NEXT 
43310 POKES1+11.a 
4335 POKES1+24.15'POKES1+12.15'POKES1+13 
.15 
4337 POKES1+11.32'POKES1+11.33'POKES1+8. 
7'POKES1+7.233'FORX=lT01aa'NEXT 
4339 POKES1+11.a 
4341 POKES1+24.15'POKES1+12.15'POKES1+13 
.15 
4343 POKES1+11.32'POKES1+11.33'POKES1+8. 
8'POKES1+7.97'FORX=lT01~a'NEXT 
4345 POKES1+ll.a 
4347 POKES1+24.15'POKES1+12.15'POKES1+13 
.15 
4349 POKES1+11.32'POKES1+l1.33'POKES1+8. 
9'POKES1+7.1a4'FORX=lT05aa'NEXT 
4351 POKES1+11.a 
4353 POKES1+24.15 
43610 POKEM1+6.4a 
43910 RETURN 
4495 • 
4496 REM 
4497 

FALL:lNG SOUND 

451010 J=J+1 XFJ>15THENJ=a 
45105 POKE5328a.15-J 
45110 POKES1+24. 15'POKES1+12. 15'POKES1+13 
.15'POKES1+11.16 
4512 POKES1+11.17'POKES1+7.¥'POKES1+8.¥ 
45910 RETURN 
4595 • 
4596 REM 
4597 
461010 CT=a 

SUCCESSFUL RESCUE 

46110 POKES1+24.15'POKES1+12.15'POKES1+13 
.15'POKES1+11.16 
4613 POKES1+ll.17'POKES1+8.67'POKES1+7.1 
5 
4615 FORX=lTOlaa'NEXT'POKES1+11.a 
4617 POKES1+24.15'POKES1+12.15'POKES1+13 
.15'POKES1+ll.16 
4619 POKES1+l1.17'POKES1+8.75'POKES1+7.6 
9 
4621 FORX=lTOla0'NEXT'POKES1+11.a 
4623 POKES1+24. 15'POKES1+12. 15'POKES1+13 
.15' POKES1+11.· 16 
4625 POKES1+11.17'POKES1+8.84'POKES1+7.1 
25 
4627 FORX-1T01aa'NEXT'POKES1+11.0 
4629 POKES1+24. 15'POKES1+12. 15'POKES1+13 
.15:POKES1+11.16 
4631 POKES1+l1.17'POKES1+8.89.pdKES1+7.1 
31 
4633 FORX-1T05aa'NEXT:POKES1+11.a 
4635 FS=FS+FU 
46410 PRXNT .. 381 ...................................................... . 
........ ;;a .. ; FS 
46910 RETURN 
6101010 : 
610110 REM 
610210 
6995 
7101010 
710110 
710210 
710310 
710410 
710510 
710610 
710710 
710810 
710910 
711010 
71110 
71210 
71310 
7135 
71410 
71510 

REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 

SPRXTE DATA 

GREEN ALXEN - 1 
63 
10.252.55.10.2210 
55.10.2210.63.1310 
252.2.1310.128.10 
1710.10.10 .• 1710.10 
10.1310.10.10.1710 
10.32.410.8.1710 
1710.1710.10.410.10 
10.1710.10.10.1710 
10.10.1310.10.2 
1310.128.5.85.810 
21.85.84.21.85 
84.5.85.810.10 
20Jt0 .. 0 
GREEN AL X Et-l - 2 
63 .. 0 ... 0 
55.10.252.55.10 
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716121 
717121 
718121 
719121 
72121121 
7216 
722121 
723121 
724121 
725121 
726121 
727121 
7275 
728121 
729121 
73121121 
731121 
732121 
7330 
734121 
7356 
736121 
73-'::-121 
7380 
739121 
746121 
741215 
741121 
742121 
743121 
744121 
745121 
7466 
747121 
748121 
7496 
75121121 
751121 
752121 
753121 
754121 
7545 
755121 
756121 
757121 
758121 
7596 
76121121 
761121 
7626 
763121 
764121 
765121 
766121 
767121 
7675 
768121 
769121 
77121121 
771121 
772121 
773121 
774121 
775121 
776121 
777121 
778121 
779121 
76121121 
761121 
7815 
762121 
783121 
784121 
785121 
7866 
787121 
788121 
789121 
79121121 
791121 
7926 
7936 
7946 
795121 
7955 
796121 
7976 
798121 
7996 
812106 
601121 
802121 
8036 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
F~EM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

220.1' 63", 128.· 22121 .. 2 
130.252.121.170.128 
121 .. 17121.121.8. 13121 
121.01121 .. 17121 .. 0-" === 
4121.·8.16.176.17121 
6.46 .. 0.121.176 
0 .. 121.0 17121 J 0 .. 0 
1301 .. 121 ... 2 .. 13121.- 12:3 
5 .. 85 ... 8121.0 21 .. 85 
84.·21.65.84.5 
85.J> 8121 .. 0-" 2121 .. 0 
121 
GREEN ALIEN 3 
121.6 .. 252 .. 63.121 
22'21 .. 55 .. 121 .. 220 .. 55 
2.252.63.136.128 
2.,.170",0-,,121 .. 17121 
0.·121 .. 130 .. 32-" 0 
176.16121.32.46.32 
176. 176. 166. 6 .. 46 
0 .. 10 .. 17121",121" .. a 
170 .. 121 .. 121 .. 13£1.,.10 
2 ... 13121 .. 128 .. 5 .. 85 
86.21.85 .• 64.·21 
85.·84 .. 5 .. 85 .. 8121 
a .. 2121 .• 121 .. 121 
GREEN ALIEN 4 
121.121 
121 .. 63.· 121. 252. 55 
6.22121.55.121 .. 226 
63 ... 130.0 252 ... :2 0° 17121 
128.121.17121.121.6 
1::3121 .. 10 .. 121.,.17121 .. 13 
32.· 46. 8 .. 1 <~6. 17121 
170-" 121 ... 4121 .. e.- 121 
176.121.121.· 176.6 
e.- 130",121 .. 2",. 130 
128 .. 5.- 85 .. se .. 21 
85.84.21 .. 85.84 
5.85.·8121 .. 121.·2121 
121.121 
GREEN AL I Et-~ 5 
0 .. 10 .. 121 .. 63 
1211 .. 252 .. 55 .. 121 .. 22£1 
55 .. '.::1. 22121 .. 63 .. 13121 
252.2.17121.128.121 
176.121.8.136.32 
1121.17121.166.·8.4121 
32.1121.17121.166.121 
4121.6.6.176.6 
10",170 .. 121",121 ... 130 
121 .. 2 .. 130.- 128.- 5 
85 ... 80" 21.- 85 .. 84 
21.85.84.5.85 
80 ... 121 .. 2':.3 .. 10 .. 121 
GREEt" AL I EN 6 
63 
121.252.55.121.226 
55.121 .. 22121.63 .. 136 
252.2.136.128.·121 
170.,.0-,,10,,170 .. 121 
121 .. 13121 .. 121 .. 121 ... 170 
121.32.' 4121. 8. 176 
170., 17121.- 8.,. 40 .. 121 
1121. 176.121.16.1· .. ·121 
121.6.2.·121.6 
2.- 128 .. 5 .. 85 .. sa 
21.85.84.21 .. 85 
84 .. 5.·85.86.6 
26.·121.121 
GREEN ALLEN 7 
63.6.252 
~~.121~22121~55~121~ _ 
~~6.b3.1a6.~5~.~ 
13121. 128.121 .. 176 .• 121 
121.176.121.121.1310 
0.,.1ZiJ' 170.l' 0 ... 32 
46.8 .• 17121.17121.17121 
121.4121.32.121.· 17121 
166.121. 17121.· 16121.121 
128 .. 12:1 .. 2-,,128 .. 0 
5 .. 85 .. 8121 .. 21." 85 
84-" 21 .. 85 .. 84 .. !5 
85 .. 810.,.121 .. 20 ... 121 
6 
LEFT THRIJSTER 
121 ... 0,,121 ... 0 ... 0 
0 ... 0 ... 121 ... 10 ... 0 
121. 121 .. 121. 121. 121 
10 ... 121 ... 12'1 .. 121 .... 0 
121.6.6.121.·121 
0 ... 0 ... 121 ... 121 ... 0 
121 ... 121 .... 0 ... 121 .. 121 
121 ... 121 ... 121 ... 0 .. 121 
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804O DATA 0.16.0.0.0 
805O DATA 0.0.36.0.0 
806O DATA 10.0.0.7'1.0 
807'O DATA 0.11.0.0.38 
808O DATA 0.0.8.0 
8085 REM RJ:GHT THRUSTER 
8091O DATA 0.0 
81OO DATA 0 ... 1211 .... 1121 .. 0 .. 10 
811O DATA 12' .. 121 .... 01 ... 0 .. 0 
812O DATA 0.0,0.0.0 
813O DATA 0.0.0.0.0 
814O DATA 0.0.0.0.0 
815O DATA 0,0,0.0,0 
916O DATA 0 .. 121 .. 0 ... 0",.10 
817'O DATA O,O,8,O,O 
818O DATA 0,.0,.0.36,0 
8191.0 DATA 0.8.0,0,0,226 
82OO DATA 0,0,208.0 • .0 
821.0 DATA 1.00,.0 • .0.16,0 
822.0 DATA 0 • .0 
8225 REM BOTTOM THRUSTER 
823O DATA .0.60,0.0 
824.0 DATA 126,.0.0.235,0 
825O DATA 4.913.0.1,34 
826.0 DATA 64,2.7'3,.0,1 
827'O DATA 36,64,0,18.0 
828O DATA 0 .. 121 .. 121 .... 121 .. 0 
8291O DATA 121 .. 0 ... 0 .. 0 .. 0 
83.0.0 DATA 0 ... 1121 .. 1121 .. 121 .. 0 
831O DATA 0 ... 12.1 .. 0 .. 1121 ... 121 
832O DATA 121 ... 101 ... 121 .. 0 ... 0 
833O DATA 0",,0 .. 121 .. 121 .. 0 
834O DATA 0 ... 121 ... 121 .. 1211 .. 1121 
835.0 DATA .0.0,.0,0,0 
8355 REM GREEN ALJ:EN FFiLLJ:NG 1 
836O DATA 55 
837'O DATA 0,220.23,0.212 
838O DATA 53,0,912.55,:1.3.0 
8391O DATA 22'21 ... 2 ... 13121 .... 1261 .. 121 
84OO DATA 17'0.0,0.17'0.0 
841O DATA 0.130,0,0.17'0 
842O DATA 0,32,40,8.17'0 
843O DATA 17'0.17'0.0.40,0 
844O DATA 0 .. 17'0, 0, 0, 1 7O 
845O DATA 0.0,130,0,2 
846O DATA 130.128.0.0,0 
847'O DATA 121 .. 121 ... 121 .. 0 ... 121 
848O DATA 01 ... 121 ... 121 ... 1211 .. 0 
8491O DATA 0,.0.0 
84915 REM GREEN ALJ:EN FALLI:NG 2 
85OO DATA 29',O,116 
851O DATA 55,0.220.55.0 
852O DATA 220,291.·130.116.2 
853O DATA 13O,128,O,17'O,O 
854O DATA 0.130 • .0.8,130 
855O DATA 32,10.17'0,160.8 
856O DATA 40,32,10,17'0.160 
857'O DATA 0.40.0.0,17'.0 
858O DATA 0. 0, 1 ',:'"0. 10. 10 
8591O DATA 130,0,2,130. 128 
860.0 DATA 1121 ... 0 ... 0 .. 0 ... 0 
861O DATA 121 .. 0 ... 121 ... 1121 ... 10 
862O DATA 121 .. 0 ... 0. .. 121 .. 121 
863O DATA ° 8635 REM GREEN ALJ:EN FALLI:NO 3 
864O DATA 291,0.116.55.0 
865O DATA 220.55,0,220.291 
866O DATA 130.116.2.130.128 
867'O DATA 0,17'0.0.0.130 
868O DATA 0,0,130.0.0 
8691O DATA 17'0. 0. 32.· 40. 8 
87'OO DATA 17'0.17'.0.170,8,40 
87'1O DATA 32, 10, 17'0 .. 160. 1O 
87'2O DATA 17'0,160.0.0,0 
87'3O DATA 0,0,0,0,0 
87'4O DATA 0 ... 121 ... 121 ... 121 .. 121 
87'5O DATA 10.0.0.0.0 
87'6O DATA 0.".121 ... 121 ... 0 
87'65 REM SHJ:P 
87'7'O DATA 0.0 
87'8O DATA 121 .. 121 ... 121 .. 121 ... 121 Cosmo·s 87'S'0 DATA 0,0,0,0,0 
88OO DATA .0,0,0.·0.0 
881O DATA 0,0.0,.0.0 Rescue 882O DATA 121 ... 01 ... 121 .. 0 .. 121 
883O DATA 121 ... 0 ... 121 .. 0 ... 121 
884O DATA 10 ... 01 ... 13 ... 10 .. 121 Program 885O DATA 121 ... 01 ... 0 ... 0 ... 0 
886O DATA l12li .. 0""121 .. 10",,,0 
887'O DATA 0,5,85,80.21 
888O DATA 85,84,21,85.84 
8891O DATA 5,95.80.0.20 
8S'00 DATA 0.0 
89105 REM LANDl:NG PLATFORM 
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891121 
892121 
893121 
894121 
895121 
896121 
897121 
898121 
899121 
9121121121 
901121 
SOoa2oa 
SOoa3oa 
SOoa4oa 
SOoa45 
SO 121 5121 
S0060a 
soa7a 
soa8oa 
soasoa 
S01aa 
S011a 
SO 12121 
S013a 
S014a 
S015a 
S016a 
S0170 
S0180a 
S0185 
SO 1 soa 
S02aa 
S0210a 
S0220a 
S0230a 
S0240a 
S0250a 
S0260a 
9270 
S0280a 
S02SOoa 
SO 3121 121 
S0310a 
S0320a 
S0325 
S0330a 
S0340a 
S035a 
S036a 
S037a 
S03810 
S03SOIO 
S041010 
S04110 
S04210 
S04310 
S04410 
S04510 
S0455 
S046a 
S04710 
S04810 
S04SOIO 
S051010 
S05110 
S0520 
9530 
S05410 
S05510 
S05610 
S05710 
S05810 
S05910 
9595 
961010 
96110 
96210 
96310 
96410 
S065€1 
9660 
S06710 
9680 
9690 
970121 
97110 
97210 
9725 
97310 
974121 
975121 
976121 
S07710 
S078e 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
I:IATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REt ... 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

255 
255.255.255.255.255 
255.255.255.253.255 
255.255.255.255.S07 
255. 134.S06.255.6 
S06.126.6.S06.6e 
6.S06.6e.6.S06 
60.6.S06.126.6 
S06.255.6.S07.255 
134.SOSO.255.1S08.103 
255.23121.111.255.246 
127.255.254.127.255 
254.127.255.254.255 
255._ 255.121 
PURPLE ALXEN 1 
15 
1S05.24oa. 13. 1S05. 112 
13. 1S05.112. 15.235 
24121.121.13121.121.1211 
17121.- e. 32. 4121. 8 
17121.1710.1710.10.17121 
121.0.40.121.121 
1710.121.121.130.10 
121.13121.121.2.130 
128.0.0.121.121 
0. ... 121 .. 121 .. 0 ... 121 
0 .. 0 ... 0 .... 0 .. I:2:J 

121 ... 121 .. 12,1 ... 0 .. 121 
10.121.0 
PURPLE ALXEN 2 
15.1S05.24e 
15.67.21218.15.11217 
21218.15.15'5.240.10 
13121.32.121.170.1610 
32.4121.32.170.1710 
16121.10.170.0.8 
40.0.10.17121.0 
10.2.121.-10.2 
121 .. 0 .. 2 .. 128 .. 121 
1211 .. 121 ... 121 ... 0 ... 121 
0 .. IZI .. 0 ... 0 ... 0 
121 ... 0 .. 0 ... 0 .... 12' 
121 ... 0 ... 1211 .. 1121 ... 121 
121 
PURPLE ALXEN 3 
15. 1S05.241O.7. 1S03 
24121.7.233.241211.15 
1S05. 240. 8.- 13121.121 
1121.171211.121.8.4121 
8.1121.17121.17121.121 
17121.121.10.4121.32 
0.17121.160.121.128 
121.121.128.121.2 
128.10.121.10.121 
0 ... 10 .. 121 ... 0 .. 0 
121.121.10.121.-121 
121 ... 0 .. 10 ... 121 ... 0 
121 ... 121 .. 121 ... 1.0 
PURPLE ALXEN 4 
15.1S05 
24121.15.65.241211.15 
1105.24121. 15. 1S05.241O 
e. 1 31211.- e.- 0. 1 7121 
0.32.4121.8.17121 
17121.17121.121.17121.121 
8 ... 4121 .. 32 ... 1121 .. 171211 
161211.1211.10.10.121 
121.121.1211.121.0 
01 .. 121"".0.,.121 ... 121 
l12li ... 0""0 .... 121 .. 121 
121 .. 121 .. 0 ... 0 .... 121 
121 .. 0 ... 121 .... 0 ... 0 
121.121 
PURPLE ALXEN 5 
15.1S05.24e.7 
1S05.208.7.235.2e8 
15. 1S05.240.8. 130 
32.110.1710.160.8 
410.32.1121.171211.1610 
10.170.121.10.4121 
121.1211.17121.0.1211 
131211.1211.0.131211.0 
2.13121.128.121.10 
121 ... 0 ... 121 ... 0 ... 0 
121 ... 121 ... 121 ... 10 ... 0 
0 ... 121 ... 0 ... 121 .. 0 
121 .. 121 ... 0 ... 121 ... 121 
YELLOW MONSTER 1 
170 
13121.17121.128.1310.2 
143.1S05.242.13.235 
112.13.235.112.13 
235.112.15.235.24121 
2. 13121. 128.34. 1·7121 



9790 DATA 136,170,170.170,170 
9800 DATA 170.170.2,170.128 
9810 DATA 2,170.128.10,170 
9820 ~ATA 160.10,.170,160,10 
9830 DATA. 170.160.10.170,160 
9840 DATA 2.130.128.2.130 
9850 DATA 128.10.130.160.10 
9860 DATA 130,160.0 
9865 REM ¥ELLOW MONSTER 2 
9870 DATA 170.130.170 
9880 DATA 15.195.240.13.195 
9890 DATA 112.13.235.112.13 
9900 DATA 235.112,15.235.240 
9910 DATA 34.0.136,42,0 
9920 DATA 168,34.0,136.42 
9930 DATA 170.168.42,170.168 
9940 DATA 2.170.128.2.170 
9950 DATA 128,10,170,160.10 
9960 DATA 170.160.10,170.160 
9970 DATA 10.170.160.2.130 
9980 DATA 128,2.130.160.10 
9990.DATA 130.160.10.128,0 
10000 DATA ° 
10005 REM ¥ELLOW MONSTER 3 
10010 DATA 15.195,240,13.195 
10020 DATA 112,13.195.112,13 
10030 DATA 235.112.15.235.240 
10040 DATA 2.0.128,2.0 
10050 DATA 128.2.0.128.34 
10060 DATA 0.136.170.0.170 
10070 DATA 170.170.170.2.170 
10080 DATA 128.2.170.128.10 
10090 DATA 170.160.10.170.160 
10100 DATA 10.170.160.10.170 
10110 DATA 160.2.130.128.2 
10120 DATA 130.128.10.130.160 
10130 DATA 10.130.160.0 
10135 REM ¥ELLOW MONSTER 4 

tgt§g ~~~~ g:~5.i95.240'13 
10160 DATA 195.112.15.235.240 
10170 DATA 2.0.128,2.0 
10180 DATA 128.34.0.136.42 
10190 DATA 0.168.34.0.136 
10200 DATA 42.0.168.42.0 
10210 DATA 168.2.170.128,2 
10220 DATA 170.128.10.170.160 
10230 DATA 10.170.160.10.170 
10240 DATA 160.10.170.160.2 
10250 DATA 130.128.10.130.128 
10260 DATA 10.130.160.0.2 
10270 DATA 160.0 
10275 REM ¥ELLOW MONSTER 5 
10280 DATA 170.130.170,15 
10290 DATA 195.240.13.195.112 
10300 DATA 13.235.112,13.235 
10310 DATA 112.15.235.240,34 
10320 ~ATA 0.136.42.0.168 
10330 DATA 34.0.136,42.170 
10340 DATA 168.42,170.168.2 
10350 DATA 170.128.2.170.128 
10360 DATA 10.170.160.10.170 
10370 DATA 160.10.170.160,10 
10380 DATA 170.160.2.130.128 
10390 DATA 10.130,128.10.130 
10400 DATA 160.0.2,160.0 
10405 REM ¥ELLOW MONSTER 6 
10410 DATA 0 
10420 DATA 0.0.15.195.240 
10430 DATA 13.195.112.15.235 
10440 DATA 240.2,0.128.2 
10450 DATA 0.128.34.0.136 
10460 DATA 42.0.168,34.0 
10470 DATA 136.42.0.168,42 
10480 DATA 0.168.2.170.128 
10490 DATA 2.170.128.10.170 
10500 DATA 160.10,170.160.10 
10510 DATA 170.160.10.170.160 
10520 DATA 2.130.128.2.130 
10530 DATA 160.10.130.160.10 
10540 DATA 128.0.0 
20000 
20010 REM RESTORE MEMOR¥ 
20020 
20030 POKE648 .. 4 : PR I NT":::\" : STOP 
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Mazemaster 
Igor Tulchinsky 

o REM ********************************* 1 REM * MAZEMASTER * 
2 REM * BY ~OOR TULCH~NSKY * 
3 REM * <C> 1994 FANFARE HOUSE, ~HC. * 
4 REM * BOX 3062 HOUSTON, TX 772~3 * 
~ REM ********************************* 10 , . 
11 REM ~N~T~AL~ZAT~ON 
12 , . 
13 OOSUB~0000'OOSUB21000'OOSUB220e0'OOSU 
B20000 , ONVAL<0$>OOT02000, 3000 
97 ;' 
99 REM 3-D PR~NTOUT OF MAZE 
99 , 
100 PR~NTC$<l>"l=81:!i1 

" 
110 PR~NTR$<l>"1:!iI "C$<l>" 

"L$<l>" " 
120 PR~NTR$<l>"1:!iI "C$<2>" 

"LS<: 1:> " .. 
130 PR~NTR$< 1 > "1:!iI "R$<2>" "C$<2>" 

"L$<2>" "L$<l>" " 
140 PR~NTR$< 1 > "1:!iI "R$<2>" "C$<2>" 

"L$<2>" "L$< 1 >.. " 
1~0 PR~NTR$< 1 > "1:!iI ~'R$<2> ,. "C$<2>" 

"L$<2>" "L$<l>" " 
160 PR~NTR$< 1 > "1:!iI "R$<2>" "C$C3>" 

. "L$<2>" "L$< 1 >" " 
170 PR~NTR$< 1 > "1:!iI "R$<2>" "R$<3>" "C$ 
~3>:: "L$<3>" "L$<2>" "L$< 1 > 

190 PR~NTR$< 1 ~"1:!iI "R$<2>" "R$<3>" "C 
$<3:::- n "L$(:3:)·· UL$<2::-" uL.$( 1::-
.. II 

190 PR~NTR$<l>"1:!iI 
C$<4>" , 
200 PR~NTL$<3>" 
210 PR~"4TR$<l>"1:!iI 
R$<4>" "C$<4>" 

"R$<2>" 

"\",,$<2>" 
"R$<2>" 

220 PR~NTL$<4>" "L$<3>" 
<1:;''' .. 
230 PR~NTR$<l>"1:!iI 
R$<4>" "C$<~>" 
240 PR~NTL$<4>" 
$<:1::-" .. 

"R$<2>" .. ; 
"L$<3> '" 

, 

"R$<3;:'"' 

"\....$<1>" 
""R$<3> " 

"'\....$<2> " 

"R$<3>" 

"\....$<2> " 

IIR$<3)111 

"\....$ 

"\.... 

2~0 PR~NTR$<l>"1:!iI "R$<2>" 
R$<4::> " "R$<~>" "C$<6> '" 
260 PR~NTL$<~>" '"L$<4>" "L$<3> '" "\....$<2 
>" "L$<l>" 
270 PR~NTR$<l>"1:!iI 
R$<4>" "0$<5>" 
290 PR~NTL$<4>" 
$<1~" .. 

"R$<2>" 
u; 

"\....$<3>" 

290 PR~NTR$<l>"1:!iI "R$<2>" 
R$·<4>" "0$<4>" "; 
300 PR~NTL$<4>" "L$<3>" 
<1>"" . 

"R$<3>" 

"\",,$<2>" 

"R$<3>" 

"\",,$<2>" 

310 PR~NTR$< 1 >" I:!iI "R$<2>" "R$<3>" 
0$<:4':> II ... ; 

320 PR~NT\....$<3>" "L$<2>" "L$< 1 >" 

"\.... 

"\....$ 

325 PR~NTR$< 1 >" ICII "R$<2>" "R$<3>" "0 
$<3>" "\....$<3>" "\....$<2>" "\....$< 1·;:' 
II I' 

330 PR~NTR$< 1;:' "1:!iI "R$<2>" "R$<3>" "0$ 
<3>" "\....$<3>"' "\....$<2>" "\....$< 1 > 
.1 II 
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34121 PRlt-ITR$C 1 >";:;1 "R$C2>" .IG$(3::'·· 
IIL$<2) u "'L$<: 1)" 

35121 PRINTR$C1>"l!;j "'R$(2;:'"' II (3$<2) .. 
"L$C2>" "L$C1>" 

36121 PRINTR$C 1 >" l!;j "R$C2>" "13$C2>" 
"L$C2>" "L$C 1)" .. 

37121 PRINTR$C 1 > .. =rii "R$(2)" "G$C2;'" 
"L$(2)" "L$(1)" .. 

313121 PRINTR$C 1)" l!;j "G$<~2)" 
IIL$<l)1I II 

39121 PRINTR$C 1)" l!;j "G$<~ 1 ::." 
"L$C1>" .. 

4121121 PRII'-~TG$C 1)" l!;j .. ; .. ~ .. 
41121 RETURN 
497 
4913 REM 3-D PRINTOUT CALCULATIONS 
499 
5121121 REt'l 
53121 DXCI2I)=I2I:DYCI2I)=-l 
54121 DX(1)=1:DYC1)=12I 
55121 DX(2)=I2I:DYC2)=1 
56121 DX(3)=-1:DYC3)=12I 
6121121 YY=Y:XX=X:FORI=I2IT05 
61121 D1=D+1:IFD1/3THEND1=12I 
611 D2=D-1:IFD2<I2ITHEND2=3 
619 R$CI+1)=MID$CC$.RXCYY.XX)+1.1):QQ$=R 
$CI+1) 
62121 L$CI+1)=MID$CC$.L%CYY.XX>+1.1) 
621 IFM%CYY+DYCD1).XX+DXCD1»=EIITHENL$CI+ 
1 :;'="I.r. 
622 IFM%CYY+DYCD2).XX+DXCD2»=EIITHENR$CI+ 
1 )= ..... 

63121 C$CI+1·)=MID$CC$.C%CYY.XX)+1.1) 
64121 G$CI+1)=MID$CC$.G%CYY.XX)+1.1) 
641 YY=YY+DYCD):XX=XX+DXCD) 
6413 IFG%CYY.XX)<>I2ITHEN656 
651 FORZ=I+2T07:G$CZ)=QQ$:C$CZ)=QQ$:R$CZ 
)=QQ$:L$CZ)=QQ$:NEXT:GOT067121 
656 IFYY/16THENYY=16 
657 IFYY<I2ITHENYY=E11 
6513 IFXX/36THENXX=36 
659 IFXX<I2ITHENXX=12I 
661 NEXTI 
67121 GOSUBll21E11 
72121 RETURN 
997 
9913 REM PRINT HELP MAZE 
999 
1121121121 PRINT"::-::DW!Q": DCI2I)=21 : DC 1 )=113: D'~2)=4: D 
(3)=12:POKE532S1.9:POKE532SI2I.9 
11211215 F'R I NTTAB C 13) .. itJ~RESS ANY KEY": PR I t..JT 
:PRINT:PRINT 
1121 1 121 PR I NT" ...... ; : FOR I I =EIITCI16 : FOR_T=I2tT036 
112115 IFG%C I I. J)=r7THENPRINT" ~ ".: : GOTOl1213 
121 
11212121 PRlt-ITMID$CC$.-R%CII.J)*CG%CII.J)</12I 
)+1.1)";:;1 • 
11213121 NEXT: PR I NT : PR I t-IT .. ...... : : NEXT 
11214121 POKEl12124+7*4121+Y*4E11+X+2.DCD)+12S:POK 
E55296+7*4E11+Y*4121+X+2.7 
112145 I FI3$=" 2" THENF'OKE55296+7*4121+B*4121+A+2 
.7:POKEl12124+7*4E11+B*4121+A+2.36+12S 
11215121 GETA$: I FA$=" "THEt-il 1215121 
1 1216121 PR I NT .. ::::I"; : POKE532S 1 • 9 : POKE532SI2I. 1121 : 
RETURN 
1997 
19913 REM PAINT FLOOR MAIN LOOP 
1999 
2121121121 POKE532SI2I.EII:Y=INTCRNDCS>*17):X=INTC 
Rt-IDCS)*37):IFM%CY.X)=lTHEN2121121121 
21211121 POKE54276.33:FORI=lT01E11E11:POKE55296+ 
CY+7)*4121+X+2.RNDCS)*15 
21213121 POKE54273.RNDCS)*5E11+3E11:NEXT:NY=EII:TI 
$="el2leel2ll2l":POKE54276.e 
2104121 D= I NT C Rt..JD C 13) *3;' : C$=··. ~;;::;a;;~ .. O == .. : PRINT"::::I" 
212145 IFG%CY.X)</7THENG%CY.X)=7:NY=NY+l 
2121510 GOSUB5el2l 
212151 PR I NT"~" TAB C 310:;' .. itJOXBLOCKS!!!" : PR I t..JT 
TABC3e)t-IY 
212152 PR I NT : PR I NTTAE: <: 310;' .• ;:;:;n- I !'lE!!!!" : PR I NTTAB 
C 3121) I t..JTC T 1/610) 
212159 IFCNY=t-IB)ORCCTI/6e)/TM)THEN4eeee 
21216121 GETA$ 
212161 PRINT:PRINT";::UU1i!!l1i!!l1i!!l1!!l:.O!l"TABC3E11>"';:;:;n-IME!!!!"' 
:PRINTTAB(3121)INTCTI/6121> 

212162 IFTI/6121/TMTHEN4121121121E11 
212163 IFA$= .... THEN21216e 
21217121 GOSUB55eElle: I FA$="' .. THENX=X+DX CD) : 'y'= 
'y'+DYCD> 
212175IFM%CY.X)=lTHENY=Y-DYCD>:X=X-DXCD> 
GOT021216121 
212113121 I FA$=" R" THEt·~.I)=D+ 1 : I FD=4 THEI'-~D=~"" 



XFA$="L"THEND=D-1:XFD=-1THEND=::3 
XFA$="H"THENOOSUB1000 

2090 
2100 
2110 
2997' 
2998 REM 
2999 : 

OOT02045 

FXND TREASURE - MAXN LOOP 

3000 POKE53280.9:¥=XNTCRNDC8>*17'>:X=XNTC 
RNDC8>*37'>:XFM~C¥.X>=1THEN3000 
3005 B=XNTCRNDC8>*17'>:A=XNTCRNDC8>*37'>:X 
FM~CB.A>=1THEN3005 
3006 XFSQRCCA-X>*CA-X>+CB-¥>*CB-¥»<CSI/3 
00THEN3000 
3007' XFA=XANDB=¥THEN3000 
3010 POKE5427'6.33:FORX=1T0100:POKE552S16+ 
C¥+7'>*40+X+2.RNDC8>*15:POKE5427'3.RNDC8>* 
20+50 
3015 POKE552S16+CB+7'>*40+A+2.1:POKE1024+C 
B+7'>*40+A+2.36:NEXT:TX$="000000" 
3040 POKE5427'6.0:D=XNTCRNDC8>*3>:C$= ..... 
....... ;;:;;;;;IIIJaQ:.ICI:I; .. : PR X t-.JT"::;I" 
3045 OOSUB500 
3050 PR X NT .. ~ .. TAB C::30 > "'mllllID X STANCE!!!" : PR X 
NT TAB C 30 > .. • ..... X NT C SQR C CABS C A-X> > 1"2: .... C A 
BSCB-¥»1"2:> > 
::3052 PRXNT:PRXNTTABC::30>";:a;rrXME!!!":PRXNTTAB 
C30>XNTCTX/60> 
3053 XFCA-XANDB=¥>ORCTX/60>TM>THEN40000 
3060 OETA$ 
3061 PRXNT:PRXNT";:a:euilU!!QOlWW(I"TABC30>";:a;rrXME!!!" 
: PRXNTTABC30> XNTCTX/60> 
3062 XFCTX/60>TM>THEN40000 
::3063 XFA$= .... THEN::3060 
307'0 OOSUB55000: X FA$=" .. THENX=X+DX CD> : ..... = 
¥ .... D'T·CD> 
307'5 XFM~C¥,X>=1THENY=¥-D¥CD>:X=X-DXCD> 
OOT03060 
3080 XFA$="R"THEND=D+1:XFD=4THEND=0 
3090 XFA$="L"THEND=D-1:XFD=-1THEND=::3 
3100 XFA$="H"THENOOSUB1000 
3110 OOT03045 
20000 : 
20001 REM 
20020 : 

CREATE RANDOM MAZE 

20030 POKE53281,3:POKE53280.9:PRXNT"::;I"; 
20035 FORX=55296T056295:POKEX.0:NEXT 
20036 PRXNT"~"TABC12>".CREATXNO THE M 
AZE" 
20040 
20045 

PR X NT .. _ilUilWlJOWWIIIDlI" ; 
FORX=0T016: PRXNT ...... ;:s;r.iI 

":NEXT 
20050 DC0>=-40:DC1>=1:DC2>=40:DC3>=-1:CR 
=7':C9=CM 
20060 P=55296 .... 19 .... 40*12 
20065 CM=CM-1:F=PEEKCP .... DCR>*2>AND15:XFCF 
=0ANDCM>0>ORC CF=CR>ANDCCM>0> > THENF2=F2 .... 1 
:OOT020080 
20066 F2=0:XFCM<0THEN20100 
20067' C7'=C7' .... 1:XFC7'>XNTCC9/120+3.8>THENC7' 
=0:00T020081 
2007'0 POKE5427'6.33:FORX=1T02:POKEP.CR:P= 
P .... DCR>:POKE5427'3.X*10:NEXT:POKE5427'6.0 
2007'5 XFF=2ANDCM<0THEN20100 
20080 R=XNTCRNDC8>*4>:XFF2<20THEN20088 
20081 P=55296 .... 3 .... XNTCRNDC8>*16>*2+40*C2 .... X 
NTCRNDC8>*10>*2>:XFCPEEKCP>AND15><>CRTHE 
N20081 
20083 F3=0:FORX=0T03:XFCPEEKCP .... DCX»AND1 
5><>CRTHENF3=1 
20084 NEXT:XFCM<0THEN20100 
20085 XFF3<>1THEN20081 
20086 OOT020065 
20088 XFF2=0ANDCM<0THEN20100 
20089 R=XNTCRNDC8>*4>:CM=CM-1 XFCM<0THEN 
20100 
20090 OOT020065 
20097' 
20098 REM 
20099 : 

COLOR THE MAZE 

20100 DXMM~C16.36>.C~C16.36>.O~C16.36>.L 
~C16.36>.R~C16.36> 
20125 PRXNT"~"TABC6>" .COLORXNO 
THE MAZE .. 
20130 NB=0:FORJ=7'T02::3:FORX=2T0::38:P=55296 
.... J*40 .... X 
20140 XFCPEEKCP>AND15>=2THENM~CJ-7'.X-2>= 
1:POKE5427'6.0:00T020169 
20150 XFCPEEKCP>AND15>=7'THENM~CJ-7'.X-2>= 
0:POKE5427'6.33:POKE5427'::3.X*2 .... J*2 
20160 C~CJ-7'.X-2>=ABSCCJ+X>AND1>""1 
20161 O~CJ-7'.X-2>=ABSCCJ""X>AND1>""1 
20162 R~CJ-7'.X-2>=ABSCCJ/4 .... X/4>AND11> .... 3 
2016::3 L~CJ-7'.X-2>=ABSCCJ/4+X/4>AND11> .... 3 
20164 XFCPEEKCP>AND15>=7'THENNB=NB .... 1:POKE 
P.R~CJ-7'.X-2>:OOT02017'0 
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Program 

21316~ POKEP.13:Gr.<:J-7.X-2'=13 
2131713 NEXT:NEXT 
20175 PRXNT"iI=IDUJIIDi1"TAB<:6'" 3iil'r'OU AR 
E HERE!!! " 
2131813 POKE53281,~:RETURN 
21131313 
2113131 REM PRXNT TXTLE 
2113132 : 
2113113 PRJ:NT":::a":POKE53281.1:POKE532813.8:P 
OKE54276.33 
2113213 PRJ:NT"i\IWIIll!WU"''''I1!j(lQ''TAB<:15'''f:iMAZEMASTER 
" 
2113313 PRJ:NT"~"TAB<:19'''.BY'' 
2113413 PRJ:NT"""TAB<:12'''.J:GOR TULCHJ:NSKY" 
21-13513 PRJ:NT"lIIllI~"TAB<:5' "~II<:C' 1984 FANF 
ARE HOUSE. J:NC." 
2113613 POKE54276. 121: FORJ:=1T01131313: NEXT: POKE 
54276.33 
21121713 FORX=1T011313:POKE53281.RND<:8'*15:PO 
KE54273.RND<:8'*213+11313:NEXT 
2113813 POKE54276. a: POKE54273. 213: RETURN 
22131313 : 
2213131 REM PRJ:NT GAMES MENU 
2213132 : 
2213113 POKE53281.1 
2213 1 1 PR X NT .. ::DIDIlIlIIPlllllll:OW" ..................... PI'1AZEMAS 
TER GAMES":PRJ:NT:PRJ:NT 
2213213 PR J: NT" :;;:11 , PA X NT THE FLOO 
RS" 
2213313 PRJ:NT" lil2: , FJ:ND A TREASUR 
E" 
2213413 PRJ:NT:PRJ:NT:PRJ:NT ........................ ENTER 

YOUR CHOJ:CE" 
2213513 GETG$:J:FG$<:::>"1"ANDG$<:::>"2"THEN221350 
22055 GOSUB55000 
22060 PRJ:NT: PRJ:NT: PRJ:NT ............. ; : J:NPUT".EN 
TER MAZE COMPLEXXTY <:0-2e0''';CM:CM=CM*20 
2212161 J:FCM<:10THENCM=10 
22062 XFCM::>4000THENCM=40e0 
2212170 TM=1E9 
2208121 RETURN 
4001210 : 
4001211 R~M GAME OVER 
401211212 : 
41211211215 POKE198.0 
40010 POKE53281,e:POKE5328e.1 
40020 POKE54276.33:FORJ:=1eT0240STEP7:FOR 
J=0T01I21STEP1I2I:POKE54273.X+.J 
40021 J:FG$<:::>"2"THEN40029 
40025 L=112124+J:NT<:RND<:8'*24'*4121+J:NT<:RND<:8 
'*25' 
401326 POKEL.36+128:POKE55296-112124+L.7 
4121027 L=1024+J:NT<:RND<:8'*24'*4121+J:NT<:RND<:8 
'*25' 
4012128 POKEL.36+12a:POKE552~6-112124+L.7 
412112129 POKE5328121.RND<:8'*15+1:NEXT:NEXT 
41211213121 PR J: NT" ~[tj""""P!I~" TAB <: 3121' .. ::IISC 
ORE" 
41211214121 J:FG$="1"THENSC=J:NT<:NY*C9/2121-TJ:/1l2le 
':J:FNY=NBTHENSC=SC+C9 
41211215121 J:FG$="2"THENSC=C9*3-J:NT<:TJ:/1121121' 
412112155 PRJ:NTTAB<:3121'SC 
41211216121 POKE54276.121 
401217121 GETA$:XFA$= .... THEN4I21e7121 
41211218121 CLR:GOSUB55121I21I21:GOSUB22121121121:GOSUB2121121 
00: ONVAL<:G$'GOT02121121I21. 30121121 
49997 : 
499~8 REM SOUND XNXTJ:ALXZATJ:ON 
49999 : 
512113121121 FORJ:=54272T0542~6:POKEX.I2I:NEXT 
512112110 POKE54296.15:POKE54277.96:POKE5427 
8.24121: POKE54276. I2I:POKE54273. 213: RETURN 
5513121121 : 
551211211 REM SOUND A BEEP 
551211212 : 
551211121 POKE54276.33:POKE54273.2e:FORJ:=1TO 
7121:NEXT:POKE54276.I2I:RETURN 
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