












































































































































































































CAVEMAN 
As the Caveman, you must survive in the labyrinth-like cave system for 25 

minutes, battling monsters and find ing treasure, while trying to avoid quicksand, 
and blundering into walls and blocked caves. You have five arrows, and each 
monster you kill gains you extra wealth . There are also magic caves, which move 
you randomly through the system. 

This program occupies all but 70 bytes of the memory on the standard VIC so there 
is no room for elaboration. To make sure as many features as possible could be 
squeezed in, PRINT statements are terse to the point of rudeness. 

You start in cave 55. You are shown a view of the system from above at the 
beginning ofthe program, and from time to time while a game is underway. The key 
to the cave's contents is: H - you (for human); $ - gold; Q - quicksand; a diamond 
shape - a magic cave; a grey square - a blocked cave; and a full stop - an empty 
cave. 

You can move up, down, right or left one square at a time (which you do by entering 
N - north, S - south, E - east or W - west). You can also choose to shoot into an 
adjoining cave, which you do by entering an F. Your cave computer will warn you 
when things are nerby (NEARBY IS . . . GOLD is one typical message), but being a 
Cromagnon VIC 20BC, it tends to malfunction so you only know of the contents of 
one ofthe surrounding caves, ratherthan what is in all of them. As well, it does not 
tell you which of the surrounding caves it is talking about. 

A cave is emptied after you leave it, so you cannot revisit a cave conta,ining gold 
over and over again to enrich yourself. If a beastie gets you, you fall into quicksand, 
or run out of air, the game ends with a printout of the system. 

When you run the prog ram, you'll see the words CAVE 55 at the top of the screen. If 
your Cromagnon VIC 20BC has any message for you, itwill appear next, followed by 
a number which is the minutes of air you have left, and then a prompt 
question mark. The computer is waiting for your direction input (N, S, E or W) or a 
decision to fire an arrow (F). If you try to go where there is no path, the message 
BLOCKED CAVE will appear, and you'll have to enter a new direction. If you say you 
wish to fire an arrow when your five are used up, you ' ll be told you're out of arrows, 
and asked for a new instruction. Good hunting, Caveman. 

30 DIMR( 100):H=0:Q=0: L=0 :G=0:RR=6 
4(1 PDKE::::6:3n:: .. 1 
50 FORB= lT0100: RCB)=46 
60 I FB{120RB>900R1 0t INT CB/10)=BOR10tI NT( B/ 10)=B-1 THENACB)=166 

NE>!.T 
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110 FORB=lT05 RESTORE:FORD=IT05 
115 Z=INT(RND 1'+76 )+ 12 : IFA(Z)=166THENI15 
12121 REF1DC: A(Z =C 
13[1 l·jE>n: t·jDn 
14121 DATAI66,218,77,81, 36 
15[1 FORB=IT08:PEADP(B):N8XT:DATA-ll, - II21, - 9 , -I,I,9, l [1,1 1 
;;-~:3~21 E=55 
24121 A(E)::::72 
245 PF.: un" :'l1!1:~1~1~1~1" .: : 00:::UB9040 
25[1 Q=INT(RND(1)*7) 
305 IFQ=I2IANDE<>55THENOOSUB91214121 
:310 F' R I tH" :':lI!1:l!'!eloW::FI',,1E" E _ 
320 IFO>OTHEt-WPltH "N~1lI$" Ci" [~OLD" 
3~3~3 CiOt;Ur:50~~IO 

::::4121 PR I tH" :~l~r~" 25-H 
::::50 I t'jPUTZ$ : U='3 
::::60 I FZ$= " t·j" mUiFI (E -1 r,:1, '" 1660~:Z$=":::" At·mA ( E + 1 ~1) = 1660F.:Z,r= " E" mmA ( E + l ' ,= 166THEHU= 1 
:362 I FZ$= " L,j" ANDA': E --1) = 1660F:U'" 1 THEt·WF: I tH" ~l/IBLOC¥ED CR'o.!E " : FOPT= 1 TO;,C10 1"1 : tjCn : 00TO::::5 

3 75 li(E) =46 : I FZ:t=" t·j"THEt··IE"' E- lO 
:::::::0 IFZ$= ":::"THEt·jE=E+Hi 
390 I FZ~:= " E" THEt·jE=E + 1 
41210 IFZ:t;="loj"THEt·jE=E--l 
405 I FZ:t= " F" THErmO:3IJB60DO 
410 IFA(E)=218THENOOSIJB1000 
420 IFA(E )=77THENOO~jB2DI2I0 

438 IFA(E)=81THENGO~JB3080 
440 IFACE )=36THENOOSUB400121 
450 H=H+l :IFH=25THENQ=9:00T09000 
460 FORT=RHD(I)+40+130T0177STEPRND(I )+ 19+2 : POKE36875,T : FORW=I TOT : NEXT 
465 POKE:36876,20121-T:NEXT:POKE36875,0:POKE36876,0 
47[1 00T0250 
l':l0121 PF.: I t·n" :~1~m:f'lt10 I C:! ! " 
112128 FORU=IT0300:POKE36879,RND(I'*24+8:POKE:36876,RND(I ,+II21+240 : NEXT : POKE36879,29 
1025 POKE36876~0:A(E)=46 
1030 E=INT(F.~D(i'+76+12' : IFA(E)=166THEN I03121 
104121 F.:ETUPtj 
2000 PF: I tH" ~it'lm·j':::TEF.: HEPE" 
2010 FORT=ITOI12100:NEXT 

20~~O t'l"'Rt·UI'~ l. > : IFt1<' 2THEt'lF'RItH")I1~IT PUHS AL'IA',' : F:ETURt.j 
;:030 PP 1 tn")I1m T';;;: SEEH ','OU •• _ " 
2040 FORT=ITOI000 : HEXT 
2050 1 Ft-1). :::5THEHF'P I HT" :ffit·m FLEE':::" FDlH~ 1 T0399 : t·jE>,:T : PETUPtj 
2'360 F'F: I tH" :~mt·m EAT::; ','OU I 1 " : FOPT= 1 T0990 : HD<T : (I~9 : GOT09000 
:;J000 FOR]= 1 T02'21 : PR I HTTRB ':: 5~q) .: " :~1'l10F:F.:OPS ••• " 
3020 FORU=230T0280STEPI0 POKE36879,PND(l'*24+8 : POKE36876,100+U/3 
3025 NEXT : POKE36873 , 29 : NEXT 
:;:04E) PP 1 tH" ~~~QlIiIiIiI~!U I C;f<:3mm! ! " 
:3045 ~JKE36876,O 
:3050 FOPT=lT01000 : NEXT 
~.:a]55 0===9 
::::061:' 00T090(210 

41;:100 FOP.J= 1 T02[1 : F'P I HTTAF.:':: 5*J::O .: " :~IIl~"'''jE FIL TH! ! I " : FORT '=' 1 TO 1 Ot..J : tjEi ':T . t'jEi<T 
401121 K=IIH(RtmCl::O*100>+100 

4020 FORIJ~lTOI00:POKE:36879,RNDC1::O*24+8 : POKE36876,RND(l::O*100+100NEXT:POKE36879, 2 
9 
4025 F'O~::: E~:6:376., [1 

4040 F'F: I tH" :~I!QIIir.:iOLD L,mr.::TH :>:" f<" 1 I " : Ci=O+K : FOF:T~ 1 T03000 : t·jU<T : PETUF.:t.j 
5(1(n] IT'::=; 1 

512105 L== A(E+P('rl)::' 
5006 I FL<Y4r:;THEt·15020 
5007 IFY<8THEt~Y=Y+l : GOT05006 
501121 IFL=46THENRtTIJRN 
51321:J PRUn" :!!'m~r:tKAF.:B'T' 1'::: ••• " 
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5030 I FL= 166THEHFF: I tn" tl0 F'RTH" 
5 121·10 1FL<: l:::THEt--IPPI tn "1'1~I G 1 C" 
51215[1 1FI_'=l7THH1F'P ltH"I'1ml~:TEP" 
5D6D I FL=:::: j THEtlF'P I tH" OU I U~Sfjt-1Ii" 
5[170 I FI_=' 36THEt-W F.: I HT" GOLD" 
5[18121 FOPT= lT0 30D[1 : NE~T :PETUPN 
6 00121 fiF:= AfCo, ---l : I FFIF.:='OTHEt-1PF.: I tH" NO RF.:F:OI,jS" : RETUF.ll 
6121 1 121 PI': I HTFW" AF;:F.:OI,j,:::" : ~::::=O 

603121 I F,:::t=o " I-j" At-m~1 (: E -- 10::0 =77THEtl ':::::::= 1. : 'T'T=E - 1 [1 
612140 I F ':: :*'~ " :::" mmAO::E+1~2I) =7,(THEt-m~:=1 : ','T=E+ 1[1 
605121 I F':: :t= " E" fjt-lDFI 0:: E+ 1) '=l7THHI:::::::= 1 : ','T=E + 1 
61,16121 I F::: :t=" I,j" m -1DA (: E - 1::0 =l7THEt-l:::::> 1 : 'T'T=E- 1 
607(,:1 I FS:::='12ITHEt-1F'F: I NT" t-tO LUU~" : [;OTOt; 12 0 
6 121::::0 F'F.: I tH ":H1 IT" 
6090 FOPT=lT0999:NEXT : IFRNDC 1::O).3TH EN61 10 
6 J.0C:'J F'PHH"f<ILLED" : 1:i'~ 'TT::O "46 : [i= G+nnCF.:t-1Ii(: 1 )+:1.0121): [iOT0612121 
6110 F' F: I t-rr "1'IOUI-mED " 
61 20 FOPT= l T03 0[10 : NEXT : PETUPN 
3000 IFO=9THENGOT09015 
S'D10 PF:nn"t-1O AIF.: LEFT" 
~JI2I 15 PF: I NT" :..;rI1t!!l~EUP\" I \,'ED" H" 1'1 I 1-1 UTE:3 
9(140 A(E):::72 
912150 FORJ=lT0112I0 
9060 PRINTCHRSO::ACJ»; 
912170 IF10+:INTO::J! 10) =JTHENPRI NT 
9080 NEXT : IFO=9THENEND 
909rZI RETURt-l 
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Appendices 

Error Messages 
BAD DATA ... String data was received, but program expecting numeric data . 

BAD SUBSCRIPT . .. Element of an array outside of the range specified in the DIM statement. 

CAN'T CONTINUE ... The CONT command will not work, either because the program was 
never RUN, there has been an error, or a line has been edited. 

DEVICE NOT PRESENT . .. The required I/O device was not available for an OPEN, CLOS E, 
CMD , PRINTII, INPUT II, or GETII . 

DIVISION BY ZERO ... Division by zero impossible . 

EXTRA IGNORED ... Too many items of data entered. in response to an INPUT statement. 
Only the first few items accepted . 

FORMULA TOO COMPLEX . .. String expression should be split into at least two parts. 

ILLEGAL DIRECT . .. INPUT can only be used within a program, and not in direct mode . 

ILLEGAL QUANTITY ... Number used as argument of function or statement out of 
allowable range. 

LOAD ... Problem with program on tape . 

NEXT WITHOUT FOR ... Either incorrectly nesting loop's, or having a variable name in a 
NEXT statement that doesn't correspond with one in a FOR statement. 

OUT OF DATA . . . A READ statement executed but no data left unREAD in DATA statement. 

OUT OF MEMORY . .. No more RAM available. May also occur when too many FOR loops 
nested, or too many GOSUBs in effect. 

OVERFLOW ... The result of a computation is larger than I .70141884E + 38 . 

REDIM'D ARRA Y ... An array may only be DIMensioned once. 

REDO FROM START ... Character data was typed in during an INPUT statement when 
numeric data was expected. Just re-type the entry so that it is correct, and the program will 
continu.e by itself. 

RETURN WITHOUT GOSUB .. . RETURN statement encountered, when no GOSUB 
command issued. 

STRING TOO LONG ... A string can contain up to 255 characters. 
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SYNT AX . .. A statement is unrecognizable by the VI C. A missing or ex tra parenthesis. 
misspelled keywords . etc. 

TYPE MISMATCH . .. This error occurs when a number is used in place of a string. or vice-
versa. 

UNl>E ... ·D "'UNCTlON . .. A user defined function was referenced. but it has never been 
defined using the DEF FN sta tement. 

UNDEF'D STATEMENT ... An att empt was made to GOTO or GOSUB or RUN a line 
number tha t doesn ' t exist. 

BORDER POKG 3b~lq, 
SCREEN BlK WHT RED CYAN PUR GRN BlU VEL 

BLACK 8 9 10 11 12 13 14 15 
WHITE 24 25 26 27 28 29 30 31 
RED 40 41 42 43 44 45 46 47 
CVAN 56 57 58 59 60 61 62 63 
PURPLE 72 73 74 75 76 77 78 79 
GREEN 88 89 90 91 92 93 94 95 
BLUE 104 105 106 107 108 109 110 111 
YELLOW 120 121 122 123 124 125 126 127 
ORANGE 136 137 138 139 140 141 142 143 
LT. ORANGE 152 153 154 155 156 157 158 159 
PINK 168 169 170 171 172 173 174 175 
LT. CYAN 184 185 186 187 188 189 190 191 
LT. PURPLE 200 201 202 203 204 205 206 207 
LT. GREEN 216 217 218 219 220 221 222 223 
LT. BLUE 232 233 234 235 236 237 238 239 
LT. YELLOW 248 249 250 251 252 253 254 255 

SPEAKER COMMANDS: WHERE X CAN BE: FUNCTION: 

POKE 36878, X o to 15 sets volume 

POKE 36874, X 128 to 255 plays tone 

POKE 36875, X 128 to 255 plays tone 

POKE 36876, X 128 to 255 plays tone 

POKE 36877, X 128 to 255 plays "noise" 
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COLOR CODES MEMORY MAP 

o 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 

~400 ~-+~4-+-~-+~4-+-~-+~~+-~-+~~ 
~422 ~-+~+-~-+~~~-+~4-+-~-r~+-~ 
~444 ~-+~4-+-~-+~4-+-~-+~4-+-~-+~~ 
38466 ~-+-+-+--1~~~+-t-+--t-+-t-+-+-t-+--1I-+-t--i 
~488 ~ -4-+--~--+~4-+-~-+~4-+-~-+-+-4--t------i 
~510 ~-+--t-+-+-t-+~~~-+~4-+-~-r-t-+-~ 
~532 ~-+--t-+-+-t-+~4-+--1I-+-r4-+-~-r~+-~ 
~554 ~-+~~+-~-+~4-+-~-+~~+-~-+~~ 
~576 ~-+-~+-~-+~~+-t-+~~~-+~4-+-t-1 
~598 ~-+--+-+-+-+-+-+--+-+---1-+---+--+-+---1-+---+--+--t-t-----1 
~620 ~-+~4-+-~-+~4-+-~-+~4-+-~-+~--l 
~642 ~-+~+-~-+~~+-t-+-+-~+--1-+~4-+-r~ 
~664 ~-+---t-+-+-+-+-+--+-+---1-+---+--+-+---1-+---+--+--t-t-----1 
~686 ~-+~+-+-t--+~+-+-t--+-+--t-+--1-+~4-+-t-1 
~708 ~-+~+-~--+~~+-t--+-+--t-+--1-+~4-+-t-1 
~7~ ~-+~4-+-~-+~4-+-~-+~4-+-~-+~--l 
~752 ~-+~+-~-+--t-+-+-t--+-+--t-~-+~4-+-t-1 
~77 4 1-+-+-+-4-+-~-+-+--+--+-~-+-+-4-+-I-+-+~--l 
387M ~-+~4-+-~-r-+-4-+-~-+-+-4-+-~-+~--l 
38818 
~840 ~--t---t--t-+-t-t--t---t--t-+-t-t--t--+--t-+-~-+~--l 

38862 1-+--t--+-4-+-~--t--+-4-+-~-+-+-4-+-~-+~--l 
~884 

~~~~~~~~~~~~~~~~~~~ 

PIN # TYPE 

GAME 1/0 1 JOY0 
2 JOY1 

I 2 3 4 5 3 JOY2 
o 0 000 4 JOY3 

o 0 0 0 
5 POTY 

6 7 B 9 6 LIGHT PEN 
7 +5V 
8 GND 
9 POT X 
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SCREEN CHARACTER CODES 

7680 
7702 
7724 

o 1 2 3 4 5 6 7 8 9 1011 12131415 16171.81920 21 

7746 ~~~~~~~~~-r~~-+~+-~~ 
7768 ~~~~~~~~~-r~~-+~+-~~ 
7790 7812 ~~~+-~~~~~~~~~~T-~~ 

7834 
7856 ~~~~~~~~r+-r~~-+~+-~~ 
7878 · 
7900 ~~~~~~~~~-r~~-+~+-~~ 

7922 ~~~+-~~4-~~-r~~-+~+-~~ 
7944 
7966 ~-+~+-~~~~~-r~~-T-rT-~~ 
7988 
8010 ~--+--+--+---+-+-

8032 
8054 ~-+~+-~~~~~-r~~-T-rT-~~ 
8076 
8098 ~-+~+-~~~~~-r~~-T~+-~~ 
8120 
8142 f----+---+-+-+-I-+-+-+-+--1f--t-+--+-+-t-.--+--+-+-j---f----t-I 

8164 
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Fifty outstanding programs for 
your VIC-20! 
Whatever sort of fun programs you want for your VIC-20, you'll find 
them in this great book. 
ARCADE GAMES-like Zombie Island and Space Fighter 
ADVENTURE GAMES-like Caveman and Space Trek 
BOARD GAMES-like Checkers, Gomoku and Othelio/Reversi 
BRAIN STRETCHERS-like Colourmind, Flip and Mento 
GAMBLING GAMES-like Roulette and Craps 

AND MUCH MORE!! 

Write poet !'\' with your VIC, work out your biorhythms, create 
messages in double-sized characters, drive your racing car on the Vic 
Speedway ... and more. Don't plan on going out too much in the next 
few months. You won't be able to tear yourself away from your VIC-20 

All programs fit the standard memory VIC-20. Several are supplied 
with special versions so you can use joysticks if you have them. 
Non-joystick versions are also included. All games have been 
extensively 'play-tested' ... and have passed with flying colours. 

Another great book from INTERFACE 


