
















































































































































































































































Road Patrol 

During the year 2033 there was high UFO activity and thus all patrol cars 
were fitted with laser guns, however the laser beams were as yet unable 
to penetrate the UFO force field. 

Unfortunately, earth had not developed a force field which was 
permanent and every 20 hits from a laser ray dissipated some of the 
force field energy which could only withstand 100 direct hits. 

As Commander of patrol car C64 it is your duty to patrol a desert road 
where there have been sightings of a UFO. It is your duty to fire rapidly at 
the UFO to try and break the force field even though it is believed 
impossible. 

105 



VARIABLES 
v = Sprite register 
SS = Sound register 

CC = Patrol Car column 
CR = Patrol Car row 

CX = Patrol Car horizontal increment 
CY = Patrol Car vertical increment 

SC = UFO column 

SR = UFO row 

SX = UFO horizontal increment 

SY = UFO vertical increment 

JY = Joystick value 

GS = Game start flag (0 = NO, 1 = YES) 

HC = Number of hits on Patrol Car 

HS = Number of hits on UFO 

HH = Highest number of hits on UFO 
SE = UFO expansion value 
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10 REM ROAD PATROL 

Call print the back ground and set up the sprites, move 
patrol. 

110 GOTOIBBB 
210 REM JOYSTICK ROUTINE 
25 JY;PEEK(5632B):IFJY;255THENA$;"":RETURN 
310 IF(JYANDI6);BTHENA$;" .- ":RETURN 
35 IF(JYAND4);IOTHENA$;"Z":RETURN 
410 IF(JYAND8);IOTHENA$;"M":RETURN 
45 A$;"":RETURN 
21010 IFGS;ITHEN22B 
2110 GETA$: IFA$;" iii "THENGOSUB2BBIO 
2210 POKEV,SC:POKEV+l,SR 
2410 POKEV+2,CC:POKEV+3,CR 
2510 GETA$:IFA$;""THENGOSUB21O:IFA$;""THEN50B 
255 IFGS;ITHENIFA$;"., "THENSYS65535 
2610 IFA$;"Z"THENCX;-14:CC;CC+CX:GOT035B 
265 IFA$;"r~"THENCX;14: CC;CC+CX: GOT0351O 
2710 IFA$<>".- "THEN5BIO 
275 POKEV+41,2:POKEV+21,PEEK(V+21)OR4 
2810 POKESS+24,15:POKESS+l,18 
285 FORI;CR-2IOTOSR-4STEP-16:POKEV+4,CC+12:POKEV+5,I 
2910 IFPEEK (V+31O)ANDl;ITHENPOKEV+39, 7: FORT;lT02B: NEXT: GOT03 15 
31010 NEXT 
3110 GOT0325 
315 IFGS;IOTHEN325 
3210 IFSE;3THENHS;HS+l:PRINT" E;j W W W W W W W W W W 

W W W W W W W W W W W W • 13 "SPC(36)HS 
322 IFSE;2THENHS;HS+2: PRINT" E;j W W W W W W W W W W 

W W W W W W W W W W W W • 13 "SPC(36)HS 
325 POKESS+l,41O 
3310 POKEV+21,3:POKEV+39,1O 
3410 IFHS>4THENGOT02501O 
345 GOT05101O 
3510 IFCC(6IOTHENCC;61O 
3610 IFCC>24IOTHENCC;241O 
3810 GOT0241O 

Move the spaceship around the screen, ship fires missile. 

51010 SC;SC+SX 
5110 IFSC(2IOTHENSC;21O:SX;-SX:SY;(INT(RND(.)*9)+8)*(1-(INT(RND(. 

)*3» ) 
5210 IFSC>24IOTHENSC;24B:SX;-SX:SY;(INT(RND(.)*9)+8)*(I-(INT(RND 

(. )*3») 
5310 SR;SR+SY:POKESS+24,SR/12 
5410 IFSR>18IOTHENSR;IBIO:SY;-SY:GOT06100 
5510 IFSR>3IOTHEN6BIO 
5610 SR;3B:SY;-SY 
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578 IFRNDI.I).25THEN688 
575 IFSE=3THENSE=2:GOT0598 
588 SE=3 
598 POKEV+29, SE: GOT0688 
688 REM SAUCER FIRE 
618 IFSC(CC-180RSC)CC+18THEN228 
628 POKEV+41,8:POKEV+21,PEEKIV+2110R4 
648 POKESS,248:POKESS+l,176 
668 FORI=SR+24T0228STEP16:POKEV+4,SC+14:POKEV+5,I 
688 IFPEEKIV+38IAND2=2THENPOKEV+48,7:FORT=lT028:NEXT:GOT0738 
788 NEXT 
728 GOT0758 

Move the spaceship missile make UFO sound. 

738 IFGS=8THEN758 
748 IFSE=3THENHC=HC+l: PRINT" 191 W W W W W W UI W W W 

W UI UI W UI W W W UI W W UI • 13 "HC 
745 IFSE=2THENHC=HC+2: PRINT" E9lI ~ W W UI W W W W W W 

W W W W W W W W UI W W W • 13 "HC 
758 POKESS,8:POKESS+l,48 
768 POKEV+21,PEEKIV+21IANDI255-2 A 21 
778 POKEV+48,INTII119-HCI/281 
788 IFHC)99THEN2188 
798 GOT0288 
888 REM UFO SOUND 
818 FORI=SSTOSS+23:POKEI,8:NEXT:POKESS+24,5 
828 POKESS+5,17:POKESS+6,218:POKESS,8:POKESS+l,48:POKESS+2,78: 

POKESS+3,6 
838 POKESS+12,17:POKESS+13,218:POKESS+7,8:POKESS+8,48:POKESS+9 

, 175:POKESS+18,15 
848 POKESS+4, 65: POKESS+ll, 65 
858 RETURN 

Print the background, make sprites define variables. 

1888 REM GAME SCREEN 
1828 POKE53288, 3: POKE53281,3 
1868 PRINT" ~ W W W W W UI W W W UI W W W W W W 

C H; 
1888 PRINT" 13 ~ .... !!! 

13 c: ~ .... " 
1188 PRINT" 13 g ~ .... !!! 

13 c: ~ .... " 
1128 PRINT" 13 C ~ .... ~ .... !!! 

13 = ~ .... !! 13 ~ .... " 
1148 PRINT" 13 g ~ !!! .... 13 

.... !! 13 = ~ .... ~ 
...." 1168 PRINT" 13 C ~ .... 

!! 13 = ~ "- .... !!! 
n • n ~ .. 
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l1S~ 

12~~ 

122~ 

124~ 

126~ 

12S~ 

13~~ 

132~ 

133~ 

134~ 

136~ 

137~ 

15~~ 

151~ 

152~ 

153~ 

155~ 

156~ 

15S~ 

16~~ 

162~ 

164~ 

2~~~ 

PRINT" 1.3 Ie ... 
C ... " ... !!! 

n .# n • PRINT" 1.3 C ... !!! ... 
1.3 C ... " ... !!! n I n • PRINT" 1.3 C 

!!! , 
PRINT" 1.3 • 

" ; 
PRINT" 1.3 • 

II ; 

PRINT" 1.3 m 

i5lI "; 
PRINT" 1.3 c: U I!.I I!.I U U I!.I I!.I ... R O .. A D .. 

... P ... A .... T ... R ... O .... L ... ... ~" 
PRINT" W W U I!.I U U U MOVE .. PATROL CAR .. LEFT .. 
.. WITH .. Z .. KEY" 

PRINT" W U U U I!.I UMOVE PATROL .. CAR .. RIGHT .. WITH 
.. M .. KEY" 

PRINT" U) U U I!.I U U FIRE USING .. SPACEBAR" 
PRINT" U) U U I!.I U U OR .. USE JOYSTICK .. IN .. PORT .. 
A" 
PRINT" W !!;!II HOLD .. Fl .. KEY .. TO START .. OR .. F7 .. KEY 
.. TO .. FINISH" 

REM INITIAL LOCATIONS 
POKE65~,12S:V=5324S:SS=54272:SE=3:GOSUB5~~~ 

POKE2~4~,13:POKE2~41,14:POKE2~42,15 

POKEV+21,3:POKEV+39,~:POKEV+4~,6:POKEV+29,SE 

CR=216:CC=INT(RND(.'*2~~'+4~ 

SR=INT(RND(.'*9~'+4~ 

SC=INT(RND(.'*23~'+2~ 

SX=INT«RND(.'*9'+S'*(1-(INT(RND(.'*3"':IFSX=~THEN16~~ 

SY=INT«RND(.'*9'+S'*(1-(INT(RND(.'*3'" 
GOSUBS~~:GOT02~~ 

REM BLANK TITLE SCREEN 
2~2~ GS=l:B$=" .. .. ":B$=B$+B$:B$=B$+B$ 

: B$=B$+B$:B$=B$+B$ 
2~4~ PRINT" Eo! "B$B$B$ 
2~6~ RETURN 

The patrol car is destroyed, prompt player for another game. 

21~~ REM PATROL CAR DESTROYED 
212~ PRINT" Eo! W W U) W U) W U) W W W W W W U) U) U) 

U) U) U) U) W U) "SPC IINTICC/S' l; 
213~ POKEV+21,~:POKESS+4,~:POKESS+ll,~:POKESS+12,75:POKESS+13,1 

S:POKESS+24,15 
214~ FORI=1T04:PRINT"!:!II ... :jjt ... ";:FORT=1TOS~:·NEXT:PRINT" II 

II 111.3. .. II II II !!! ";:POKESS+11,129 
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215B 
216B 
217B 

218B 

FORT=lTOIBB:NEXT:NEXT:POKESS+ll,B 
IFHS>HHTHENHH=HS 
PRINT:PRINT" C C C C U U U U U U U U U U ~ 
C HIGHEST _ HITS _ ON _ UFO: "HH 

PRINT" W U U U U U U U U U U U U ~ ANOTHER 
GAMEIY/NI" 

22BB GETA$:IFA$="Y"THENHS=B:HC=B:RESTORE:GS=B:GOTOIBBB 
222B IFA$<>"N"THEN22BB 
223B SYS65535 

25BB 
252B 

254P.J 
256B 
257P.J 

258B 
5BBB 
5B2B 
5B4P.J 
5P.J6B 

5.0810 
51P.JB 
51210 

51410 
516B 

51810 

52BP.J 

The UFO was destroyed and data for patrol and spaceship. 

REM UFO DESTROYED 
POKESS+4,B:POKESS+ll,B:POKESS+5,78:POKESS+6,22:POKESS+24,1 
5:POKES5+4,129 
FORI=lT015:POKEV+39,I:FORT=lTOIBB:NEXT:NEXT:POKE55+4,B 
POKEV+21,2 
PRINT" EJ W W W W W W W W W W W W W W W W 
WWWWW" 

GOT0216B 
REM UFO, PATROL CAR & FIRE DATA 
FORI=BT0191:READA:POKEI832+II,A:NEXT:RETURN 
DATAB,B,B,B,B,B,B,B,B,B,B,B,B,34,B,B,34,B,B,255,B 
DATA3,6B,192,6,B,96,31,255,248,31,255,248,6,B,96,3,255,192 
,B,255,B 
DATAB,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B 
DATAB,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B,B 
DATAB,24,B,B,24,B,17,255,136,11,255,2B8,6,B,96,31,255,248, 
63,255,252 
DATA13,129,176,7,B,224,2,B,64,B,B,B,B,B,B,B,B,B,B 
DATAB,6B,B,B,6B,B,B,6B,B,B,6B,B,B,6B,B,B,6B,B,B,6B,B,B,6B, 
P.J,P.J,6B,B,B,6B,B 
DATAB,6B,B,B,6B,B,B,6B,B,B,6B,B,B,6B,B,B,6B,B,B,6B,B,B,6B, 
B,B,6B,B,B,6B,B 
DATAB,6P.J,P.J,B 

CHEXS(JM 
B=B 27P.J=HI85 38B=525 

110=579 275=22103 51010=836 
2B=B 2810=1576 51B=5144 
25=2473 285=3657 5210=5278 
3B=177B 29P.J=38B5 53B=2B96 
35=1761 3P.JB=131 5410=2816 
410=1753 31P.J=527 5510=939 
45=564 315=869 5610=1232 

2BB=865 3210=3369 5710=1168 
21P.J=1535 322=3371 575=1719 
220=1216 325=7101 5810=388 
24B=1413 3310=1331 59P.J=1355 
25B=2286 34B=1317 6BP.J=B 
255=1972 345=529 6110=2237 
26B=3B22 35B=1191 62B=22B3 
265=2826 3610=1315 6410=1378 
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666=3284 
686=3861 
766=131 
726=536 
736=868 
746=2981 
745=2983 
756=1265 
760=2159 
776=1742 
786=984 
796=525 
866=0 
816=2668 
826=4596 
836=5166 
846=1581 
856=143 

1666=6 
16203=1175 

1666=994 
1686=2658 
1166=2147 
1126=2995 
1146=2866 
1166=3865 
1186=3529 
1266=3777 
1226=2483 
1246=2368 
1266=2368 
1286=2386 
1366=2761 
1326=3189 
1336=3133 
1346=2668 
1366=2436 
1376=3596 
1566=6 
1516=2797 
1526=1732 
1536=2914 
1556=2168 
1566=1518 
1586=1558 
1666=4269 
1626=3160 
1646=912 
2666=6 
26203=4844 
2646=589 
2060=143 
2166=6 
2126=1796 
2136=4918 

2146=5599 
2156=1978 
2166=1366 
2176=3511 
2186=2039 
2266=3386 
2226=1181 
2236=431 
2566=0 
2526=4962 
2546=3496 
2560=616 
2576=762 
2586=582 
56036=6 
5626=24034 
503403=2563 
503603=3610 
50386=2436 
510303=2638 
51203=38035 

5146=2593 
5166=4361 

5186=4361 
5206=537 

TOTi'\L= 257898 
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Snakepit 

Pit two snakes against each other to make one bite the other's tail. 

You can play an opponent or the computer, using the keyboard or 
joysticks. Do not run into the wall, do not bite your own tail orturn back on 
yourself. You must try and block the other snake's path so he runs into 
your tail. 

Seven bites of the tail determines the winner of each game. 

Do not hold keys down or the joystick in a fixed position; the snake will 
run in one direction until a new direction given. 
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VARIABLES 
CO = Colour offset address and sound register 

JL = Left joystick (Port 8) Value 
JR = Right joystick (Port A) Value 
XI = Left snake X direction increment 

YI = Left snake Y direction increment 

X2 = Right snake X direction increment 

Y2 = Right snake Y direction increment 

PI = Screen location of left snake 

P2 = Screen location of right snake 

N = Number of players 

F = Speed variable 

SI = Left snake score 

S2 = Right snake score 
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REM SNAKEPIT 
2 CO=54272:GOT02eee 
5 REM GET DIRECTION 
6 IFN=lTHEN8 
7 IFJL<>eTHEN18 

Scan the joystick port, if pressed then move snake. 

S JL=PEEK(56321) 
le JL=15-(JLAND15) 
12 IFJL=eTHEN18 
14 IFJL=1THENX1=e:V1=-1:GOTOlee 
15 IFJL=2THENX1=e:V1=1:GOTOlee 
16 IFJL=8THENX1=1:V1=e:GOTOlee 
17 IFJL=4THENX1=-1:Vl=e:GOTOlee 
18 JL=e:JR=PEEKI5632e) 
19 JR=15-IJRAND15) 
2e IFJR=eTHEN5e 
21 IFJR=1THENX2=e:V2=-1:GOTOlee 
22 IFJR=2THENX2=e:V2=1:GOTOlee 
23 IFJR=STHENX2=1:V2=e:GOTOlee 
24 IFJR=4THENX2=-1:V2=e:GOTOlee 
5e GETA$:IFA$=""THENlee 
55 IFA$=" I "THENX2=e: V2=-1: GOTOlee 
6e IFA$="W"THENX1=e:Vl=-1:GOTOlee 
65 IFA$="M"THENX2=e:V2=1:GOTOlee 
7e IFA$="Z"THENX1=e:Vl=1:GOTOlee 
75 IFA$="K"THENX2=1:V2=e:GOTOlee 
se IFA$="S"THENX1=1:Vl=e:GOT01ee 
85 IFA$="J"THENX2=-1: V2=e: GOTOlee 
ge IFA$="A"THENX1=-1:Vl=e:GOTOlee 

Plot the players snake and the other players snake. 

lee REM PLOT PLAVER POSITION 
12e Pl=Pl+Xl+IV1*4e):p=Pl:S=1:GOSUB2ee 
13e IFS=eTHEN238e 
135 IFN=lTHENGOSUB6ee 
14e P2=P2+X2+IV2*4e):p=P2:S=2:GOSUB2ee 
15e IFS=eTHEN23Se 
16e POKEP1,81:POKEP1+CO,2 
18e POKEP2, 87: POKEP2+CO, 5 
1ge FORT=lTOF*F+F*2e: NEXT: GOT05 
2ee REM CHECK FOR HIT 
22e IFPEEKIP)=32THENRETURN 
23e FORI=4TOeSTEP-l:POKE5328e,I:GOSUB5ee 
24e POKEP,81:POKEP+54272,S*3-1:FORT=lT06e:NEXT 
25e POKEP,81:POKEP+54272,3:NEXT 
26e IFS=lTHENS2=S2+1:S=e 
27e IFS=2THENS1=Sl+1:S=e 
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280 FORT=lT0200:NEXT 
290 IFS1<7ANDS2<7THENRETURN 
300 REM WINNERS ROUTINE 
320 GOSUB1000: PRINT" lEI 13 .. g PLAYER ... 1: ... ... ...... .. 

.. ... ... .. ... .. .. ... ... .. .. .. "PLAYER ... 2: ... 
340 PRINT" lEI !II 13 "SPC 1101 SISPC 1241" " "52 
350 IFS1<S2THENN=2:PRINT" EO! 13 "" 
360 IFS2<SITHENN=I:PRINT" EO! 13 !II" 
390 PRINT" W W W W W ........................... 13 W 

INNER •••• PLAYER ... "; 
400 PRINTN 
420 PRINT" W W W W W ........................ ANOT 

HER ... GAME? ... IY/NI" 
430 GET AS:IFAS="Y"THENRUN 
440 IFAS<>"N"THEN430 
450 SYS65535 
460 END 

Generate sound, the computer makes its move, set screen 
colours. 

500 REM SOUND 
510 POKECO+6,240:POKECO+4,17 
520 POKECO+l,34:POKECO,75 
530 FORT=lTOI00:NEXT 
540 POKECO+l,0:POKECO,0 
550 POKECO+4,33:POKECO+l,6:POKECO,206 
560 FORT=lT0200:NEXT 
570 POKECO+l,0:POKECO,0 
590 RETURN 
600 REM COMPUTERS MOVE 
620 IFPEEKIP2+X2+Y2*401=32ANDRNDI.I<.85THENRETURN 
650 XN=X2:YN=Y2:Y2=0 
655 X2=1-IINTIRNDI.I*311:IFX2=0THEN655 
660 X=PEEKIP2+X2+Y2*401:IFX=32THENIFX2=lTHENA$="K":RETURN 
680 IFX=32THENIFX2=-lTHENAS="J":RETURN 
700 X2=0 
710 Y2=1:X=PEEKIP2+X2+Y2*401:IFX=32THENAS="M":RETURN 
720 Y2=-1:X=PEEKIP2+X2+Y2*401:IFX=32THENAS="I":RETURN 
740 X2=XN:Y2=YN 
760 RETURN 
1000 POKE53280,0:POKE53281,3 
1010 PRINT" L:.o 13 • 

... SNAKE ... PIT ... 

1020 FORI=lT022:PRINT" II 13 
1030 PRINT" 13 II 

lEI" 
1040 POKE2023,160:POKE56295,0 
1050 RETURN 

":NEXT 
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Print instructions, input number of players and game 
speed. 

21iJ1iJ1iJ GOSUB11iJ1iJ1iJ 
2liJBIiJ PRINT" .......... PLAYER -. l' S -. KEYS -. -. -. PLAYER -. 

2'S -. KEYS" 
211iJ1iJ PRINT" .... UP"SPC(9) "W"SPC(17) "I" 
2121iJ PRINT" .... LEFT"SPC (7) "A"SPC I 17) "3" 
2141iJ PRINT" .... RIGHT"SPC (6) "S"SPC I 17) "K" 
2161iJ PRINT" .... DOWN"SPC (7) "Z"SPC (17) "M" 
221iJ1iJ PRINT" ...... 30YSTICKIPORT -. B) -.30YSTICK(PORT 

A) " 

2241iJ PRINT" ...... ENTER -. NUMBER -. 1 -. OR -. 2 -. FOR" 
2251iJ PRINT" .................. NUMBER -. OF -. PLAYERS. n 

2261iJ PRINT" ...... THE -. COMPUTER -. WILL -. BE -. PLAYER -. 2" 
2271iJ PRINT" .................. WHEN -. ONLY -. 1 -. PLAYER 

.... AVAILABLE." 
22BIiJ PRINT" ...... NUMBER -. OF -. PLAYERS: "; 
2291iJ PR I NT" 13 -. ~";: FORT= 1 TOBIiJ: NEXT 
231iJ1iJ GETA$:IFA$~"1"ORA$="2"THEN2325 
2321iJ· PRINT"'.. II "; : FORT=l TOBIiJ: NEXT: GOT02291iJ 
2325 
2331iJ 

2334 
2336 
2341iJ 
2361iJ 
23BIiJ 

2391iJ 
241iJ1iJ 
2421iJ 
2431iJ 
2441iJ 
2461iJ 
24BIiJ 
2SIiJIiJ 

2541iJ 
261iJ1iJ 
2621iJ 
2631iJ 
2641iJ 
2651iJ 
2661iJ 
61iJ1iJ1iJ1iJ 
61iJ1iJ11iJ 

N=VAL(A$) 
PRINT" id W W W W W W W W W W W W W W W W 
W W W WWW .... ENTER-.SPEED .... I1:FAST .... - -.9:SLO 

W) -. ";:GOT02341iJ 
PRINT" 13 -. !! ";:FORT=lTOBIiJ:NEXT 
PRINT" •• -. •• ";: FORT=l TOBIiJ: NEXT 
GETA$:IFA$("1"ORA$)"9"THEN2334 
F=VAL(A$):GOSUB61iJ1iJ1iJ1iJ 
GOSUBlliJliJliJ:PRINT" a 13 .. g PLAYER -. 1: -. -. ........ 
........................ n PLAYER -.2: -. -." 

PRINT" a g 13"SPC(11iJ)SlSPCI24)"D"S2 
REM SET RANDOM WALLS 
NW=INT(RND(.)*4):PRINT" a"; 
IFNW=IiJTHEN261iJ1iJ 
FORI=lTONW 
FOR3=lTORND«.)*6)+3 
PRINT:NEXT 
PRINTSPC(IRND(.)*B)+B):FORK=lTORND(.)*16+B:PRINT" _ 13 .... 
"; :NEXT 
NEXT 
REM SET INITIAL POSITIONS 
Pl=111iJ6:P2=1141:Xl=IiJ:X2=IiJ:Yl=1:Y2=1:S=9:POKE19B,1iJ 
IFN=2THEN2641iJ 
FORI=COTOCO+24:POKEI,IiJ:NEXT 
POKECO+24,lS:POKECO+4,1iJ 
GOT021iJ 
FORI=B2BTOB53:READA:POKEI,A:NEXT:SYSB2B:RETURN 
DATA121iJ,169,73,141,21iJ,3,169,3,141,21,3,BB,96,169,1,141,139 
,2,169,1iJ 

61iJ1iJ21iJ DATA141,141iJ,2,76,49,234 
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CHECKSUM 

1=0 400=231 2360=1149 
2=1283 420=2193 2380=3312 
5=0 430=1263 2390=1402 
6=678 440=1124 2400=0 
7=991 450=431 2420=1576 
8=905 460=129 2430=938 

10=1151 500=0 2440=766 
12=805 510=1520 2460=1487 
14=2339 520=1228 2480=342 
15=2174 530=975 2500=3752 
16=2181 540=1101 2540=131 
17=2341 550=2015 2600=0 
18=1413 560=974 2620=3937 
19=1169 570=1101 2630=843 
20=809 590=143 2640=1741 
21=2346 600=0 2650=1466 
22=2181 620=3073 2660=472 
23=2188 650=1521 60000=2461 
24=2345 655=2441 60010=3632 
50=1212 660=3915 60020=1157 
55=2419 680=2285 

60=2428 700=370 TOTAL= 200236 
65=2220 710=3666 

70=2236 720=3858 

75=2221 740=1061 

80=2230 760=143 

85=2393 1000=1172 

90=2386 1010=2724 

100=0 1020=1495 

120=2745 1030=2316 

130=842 1040=1211 

135=927 1050=143 

140=2752 2000=348 

150=842 2080=3003 
160=1252 2100=1460 
180=1251 2120=1604 
190=2201 2140=1719 
200=0 2160=1619 
220=1117 2200=3196 
230=2101 2240=2075 
240=2866 2250=2004 
250=1481 2260=2652 
260=1727 2270=3023 
270=1729 2280=1854 
280=974 2290=1534 
290=1398 2300=1967 
300=0 2320=2365 
320=3312 2325=654 
340=1402 2330=4427 
350=1493 2334=1534 
360=1493 2336=1680 
390=2208 2340=1975 
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Detonator 

Position the space ship within firing range of the hollowed sections of the 
three mountains and detonate the small bombs in these sections. The 
idea is to drop the bomb sitting on top of each mountain as far as 
possible into the mountain in order to blow it up. 

However, if you touch any of the mountains, you blow up and the game is 
over. Engine malfunctions become more common as game proceeds. 

CONTROLS 
'OI,'ZI 

space bar 

up, down 

left, right 

fire 
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VARIABLES 
VL,W,A,HI,LW 
DB(I,J) 

PEEK(178) 
LV 
BD 

SC,R 
RW,C 
SP 

= sound effects 

= "doomsday bomb" I's position (J) 

= direction of ship 

= level of bomb 

= bomb to drop 

= score, round 

= row, column 
= starting position for blankout 
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REM DETONATOR 

Build spaceship, variables, mountains, and get ready to 
launch. 

1111 POKE5328111,II1:POKE53281,II1:PRINT" ~ -. 
-. III DETONATOR":PRINT" W W W W W W 

W W W W" 
15 V=53248:POKEV+21,II1:POKEV+16,II1:POKE21114111,192:POKE211141,193: 

POKEV+39,6 
2111 POKEV+4111,II1:FORI=12288T01235111:READ9:POKEI,9:NEXT 
3111 FORI=12352T012357:POKEI,255:NEXT 
35 FORI=12358T012414: POKEI,II1: NEXT 
5111 FORI=49152T049287:READ9:POKEI,9:NEXT 
6111 VL=54296:W=54276:A=54277:HI=54273:LW=54272 
7111 
9111 

FORI=LWTOLW+24: POKEI,II1: NEXT 
PRINT" -. 
o -. START" 

-. ~ HIT -. ANY -. KEY -. T 

95 GETX$:IFX$=""THEN95 
1111111 POKE53281, 12:R=R+l:PRINT" ~ W W W W W -. 

g. 

11111 
11112 

11114 

11116 

11118 

11111 

112 

114 

116 

118 

12111 

• 
POKE5328111,9 
PRINT" 

PRINT" 

PRINT" 

PRINT" 

PRINT" 

~ -. 
PRINT" 

PRINT" 

PRINT" 
~ -. 
-.~ 

PRINT" 

PRINT" 

• r."; 

!!! n; 

~ 
13 ~g+p':13 !!! 

13 !!!g+p':"; 
!!! 

~~ ... ~ 
!! n; 
13 ~ g+P.:-.13 ~ 

13 ~ g+p': 13 
13 ~ g+p':, 

~ 

~ 

... ~ ... ~ 
!!! n; 

13 ~ g+p':-. 13 
13 ~ g+p': 

13 ~ g+r."; 
13 ~ 

~ 
!!! n; ... ~ 

~~ 
!!! n; 
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122 PRINT" 
... !!! 

til !!! 
til !!! 

g +. ...... til 
g + .... 

124 
til ... !!! 

PRINT" 
til !!! 

_"I 

I!I+. "' 
!!! 

!!! 

126 PRINT" ... !!! 

128 

138 

PRINT" 
til ... !!! 
... til 

PRINT" 

!!! 

!!! 

... !!! 
!!! ", 

I!I +. ... ... 
!!! I!I +. ... 

!!! I!I+.", 
!!! 

132 
til 

PRINT" til ... !!! 
til ... !!! 

til ... !!! 

!!! "' til ... !!! 
til .... 

til .... 
!!! 

!!! 

I!I +. ... ... 
g +. ... 

g+. 
• I 

134 PRINT" til 

!!! "; 

Move the spaceship round the mountain and keep direction. 

148 eOSUB1888:POKEV,2S:POKEV+1,SS:POKEV+21,l:POKEV+16,8 
158 DBl1,l)=1233:DBI2,l)=1248:DBI3,l)=1263 
168 POKEV+31,8 
288 SYSI491S2):IFPEEKI179)=lTHENeOSUB388 
285 LM=3*R:IFRND(1)*188(LMTHENI=INTIRNDl1)*3+1):POKE178,I 
218 IFPEEK(1273)=32ANDPEEKI1233)(>32THENBD=1:eOTOS88 
215 IFPEEK(1288)=32ANDPEEKI1248) (>32THENBD=2:GOTOS88 
228 IFPEEK(1383)=32ANDPEEKI1263) (>32THENBD=3:eOTOS88 
238 IFIPEEKIV+31)AND1'=8THEN288 
248 GOT0788 

Fire laser at interior of mountain check if a detonation. 

388 XP=PEEKIV)+2S6*IPEEKIV+16IAND1) +16 
318 IFXP>2SSTHENPOKEV+16,PEEKIV+16)OR2:POKEV+2,XP-2S6:eOTO328 
315 POKEV+16,PEEKIV+16IAND2S3:POKEV+2,XP 
328 POKEV+3,PEEKIV+1)+S:POKEV+21,3 
338 REM NOISE 
348 RW=INTIIPEEKIV+3)-S41/8):C=INTIXP/8):I=1824+48*RW+C:KL= 

PEEKII) 
345 IFPEEKII)=32ANDPEEKlI-1)=168THENeOSUB488:GOT03S8 
347 IFPEEKII)=43ANDPEEKlI-1)=168THENGOSUB488 
358 POKEV+21,l:RETURN 
488 IFC(18THENC=9:eOT0428 
485 IFC(2STHENC=24:GOT0428 
418 C=39 
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428 POKEVL,15:POKELW,228:POKEHI,68:POKEW,129:POKEA,15 
438 POKE984+48*RW+C, 32: POKE1824+48*RW+C, 32: POKE 1864+48*RW+C ,32 
448 FORTM=lT018: NEXT: POKEA,8: POKEW,8: RETURN 

Drop the bomb, from top of mountain down the tube, blast 
mountain. 

588 LV=8 
585 POKEDBIBD,11,32:DBIBD,11=DBIBD,11+48:IFPEEKIDBIBD,111< >32 

THEN688 
518 POKEDBIBD,11,81:POKEDBIBD,11+54272,2:LV=LV+1:SC=SC+LV: 

GOSUB1888:GOT05S5 

Ship is destroyed, call explosion. 

688 POKEVL, 15:POKEW,129:POKEA, 15:POKELW,288: IFBD=3THEN65S 
682 IFBD=lTHENSP=1264:GOT0685 
683 SP=1279 
685 FORI=SP+4S*LVTOSPSTEP-4S:FOR3=4T014 
618 POKEI+3,32:POKE53281,3:POKEHI,INTIRNDll1*2S+21:NEXT:NEXT 
62S POKE53281,12:POKEVL,S 
63S IFPEEKI12331 =32ANDPEEK I 12481=32ANDPEEK 112631 =32THEN1SS 
64S GOT02SS 
65S FORI=1298+48*LVT01298STEP-48:FOR3=ST06 
66S POKEI+3,32:POKE53281,3:POKEHI,INTIRNDll1*2S+21:NEXT:NEXT 
67S POKE53281,12:POKEVL,S 
68S GOT063S 
7SS FORI=LWTOLW+24:POKEI,S:NEXT 
7S5 FORI=15TOSSTEP-l:POKE12288+INTIRNDI11*6S1,S:POKE12288+INTI 

RND I 11 *681 , 1 
71S POKEVL, I:POKEW,129:POKEA, 15:POKEHI,4S:POKELW,2SS:NEXT 
728 POKEV+21,S 

Game score is updated, data for spaceship and machine 
code routine. 

8SS PRINT" I.:.i ";:POKE53281,8:POKE5328S,S 
SIS PRINT a ....-.... _ .... ... .... ... ... ... .... ... ..... ... .... .... GAME 

_ OVER m m m m m m m m m m w m n 
82S PRINT" _ _ _ _ _ _ _ _ _ _ _ YOUR _ SCORE _ WAS 

83S 
84S 
lSSS 

.... D;SC 
GETX$:IFX$=anTHENEND 
GOT083S 
PRINT" E!lI m m m m m m m m m m m m m m m m 
mmmmmmmmc 

_ SCORE: _ DISC; 
lSlS RETURN 
lSSSS DATAS,28,S,S,62,S,S,127,S,B,2Bl,S,B,2Bl,B,B,255,B,31,255,2 

48,63,255,252 
18B18 DATA127,255, 254, 255, 255, 255, 127,255,254,63,255,252,31, 255, 

248,7,255,224 
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18828 DATA7,255,224,1,255,128,8,255,8,8,8,8,8,8,8,8,8,8,8,8,8 
18188 DATA165, 197,133, 188,169,8,133,179, 165, 188,281,68,288,4 ,169 

,1,133,179,165 
18118 DATA188,281,62,288,4,169,1,133,178,165,188,281,12,288,4,16 

9,2,13~,178,165 

18128 DATA188,281,33,288,4,169,3, 133, 178,165,188,281,41,288, 4,16 
9,4,133,178,165 

18138 DATA178,281, 1,288, 18, 173, 1,288,286, 1,288,286, 1,288,96, 281, 
2,288,18,173,1 

18148 DATA288,238, 1,288,238, 1,288,96,281,3,288,22,286,8,288, 286, 
8,288,173,8,288 

18158 DATA281,254,144,8,173,16,288,41,254,141,16,288,96,238,8,28 
8,238,8,288,173 

18168 DATA8,288,281,2,176,8,173,16,288,9,1,141,16,288,96 

CHECKSUM 

1=8 215=3394 718=2859 
18=4515 228=3374 728=616 
15=4111 238=1698 888=1652 
28=2823 248=529 818=2352 
38=1872 388=2685 828=2178 
35=1768 318=4145 838=1214 
58=2186 315=2354 848=536 
68=3352 328=2865 1888=2585 
78=1778 338=8 1818=143 
98=2481 348=5427 18811J8=4129 
95=1196 345=3867 18818=4211 

188=4897 347=2413 18828=2926 
HJ1=538 358=817 18188=4378 
182=3481 488=1591 18118=4444 
184=3978 485=1649 18128=4446 
186=2758 418=357 18138=4295 
188=3526 428=2681 18148=4394 
118=3922 438=4542 18158=4392 
112=2742 448=2839 18168=2698 
114=3523 588=394 
116=3922 585=4463 TOTAL= 245726 
118=2748 518=5381 
128=3528 688=3879 
122=3874 61iJ2=1898 
124=2748 683=578 
126=3521 61iJ5=2859 
128=3874 618=3488 
138=2742 628=1887 
132=5892 631iJ=3338 
134=2342 641iJ=525 
148=2964 658=2942 
158=2629 668=341iJ1iJ 
168=617 678=1887 
288=1944 688=532 
285=4857 781iJ=1778 
218=3369 785=4628 
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Letterbox 

Catch the falling letters and post them in the letter box on the left. If you 
do not catch them they will go into the dead letter box on the right. If you 
fill the good letter box before the dead letter box then you will proceed to 
the next of the five floors. However, should the dead letter box be filled 
first then you will go back to the previous floor. The letters fall faster for 
each higher floor. 

The mailman can be moved left and right with the left and right cursor 
keys prior to the letter falling. When the letter is falling the mailman can 
only be moved right by pressing the key that matches the letter that is 
falling. To move the mailman left, use the same key simultaneously with 
the shift key. 

The game can be finished at any time by pressing the function 7 (seven) 
key. 
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VARIABLES 
A$ (24) = Random letter table 
A$ (0) = Used for mailman movement with cursor key 
C$ = Colour table 
LM$ = Left facing mailman 
RM$ = Right facing mailman 
LV = Floor level 
S = Sound register 
SL = Good letter stack (number from top) 
SR = Missed letter stack (number from top) 
X1 = Horizontal location of mailman 
OX = Direction of mailman 
N = Number of dropped letters 

Number of bells/buzzes to sound 
K = Row number of dropped letter 
M$ = Key pressed 
M = ASC value of pressed key 
K1 = Screen location for stacking letters 
F = Colour of dropped letter 
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5 REM LETTER BOX 

Define variables, put letters in table, print the mailman. 

2111 DNS=" Ed Qg Qg &u Qg &u IU &u &u Qg &u IU IU IU &u UJ IU 
&u Qg UJ UJ Qg &u &un 

3111 BLS=" ~ .......... 

4111 RTS=" Ed .............................. .. ...................................... ...... .. " 
5111 DIMASI241:ASII11I="" ":CS=" g ... :III n c: III C Po: -=." 
68 LMS=" c: • ... &u II II.. ... &u II II. ...": RMS=" c: 

• IU II II ..... &u II II ..... ":LV=1:POKE65I11,128:S=54272 
lli1li1 SL=21i1:SR=21:Xl=INT(RNDI.I*81+1111:DX=1 
11111 IFLV(lTHENLV=l 
121i1 IFLV)5THENLV=5 
14111 GOSUB11111i1111 
16111 FORL=lT024:ASILI=CHRSIINTIRNDI.I*26+6511:NEXT 
181i1 
191i1 
28111 

PRINTLEFTSIDNS,21IRIGHTSIRTS,XIIRMS; 
E=INTIRNDI.I*41+1:F=E+6-LV 
FORJ=ETOF:PRINT" Ed .......... ... 

221i1 N=I11:FORI=lT024 

23111 GOSUB151118 

Drop letters randomly, move the letters round the 
screen. 

24111 PRINT" Ed UJ "MIDSICS,J,lITABII+5IASIIII 
26111 NEXT: NEXT 
288 PRINT" Ed "; : N=INT IRND 1.1*241 +1 
3111111 FORK=IT022 
31111 PRINTLEFTS(DNS,KITABI5+NI" ... Qg II "MIDSICS,F,lIASINI" II" 

321i1 FORT=lT085-(LV*121:NEXT:GOSUB151111i1 
331i1 IFSL=I11THENLV=LV+l: N=SR: GOSUB2111111111: GOT018111 
34111 IFK=23THEN161i1 
351i1 NEXT 
36111 FORT=4+NT032 
37111 IFT=XITHENGOSUB158111: T=T+l: GOT04111111 
38111 PRINTTABITI" ... "MIDSICS,FIAS(NI :PRINT" C"; 

Moved missed letter into dead letter stack, sound buzzer. 

41i1111 NEXT 
411i1 GOSUB5111111111 
421i1 IFSR=I11THENLV=LV-l: N=SL: GOSUB251i11i1: GOT01111111 
451i1 GOT0168 
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Print the game screen, move and print mailman routine. 

1888 
1828 

POKE53288,l:POKE53281,l:PRINT" ~" 
PRINT" ~ n 1:1 r" ... ~ !! 
................ .. : ............. ,n 

1848 FORI=lT022 
1858 PRINT" U • • U 1:1. !! 

UI:I. !!" 
1868 NEXT 
1248 PRINT" 1:1 • 

• 

1258 PRINT" 1:1 • 
OX.... .... .... .... .... .... .... FLOOR.... .... 
PRINTLEFTSIDNS,211" U U U U _ 
PRINTLEFTSIBLS,29)· [] II II _ " 
RETURN 

... LETTER ... B 
II II II "LV· lSI a 

[268 
1278 
1288 

IU II II ... III 1:1 _"I 

1588 REM MOVE MAILMAN 
1528 6ETMS:IFMs=a"THEN1688 
1538 IFMS=" •• "THENPRINT a ~ .: END 
1548 IFMS=ASIN)THENMMS=RMS:DX=1:GOT01588 
1558 M=ASCIMS):M=M-128 
1568 IFM=ASCIASIN)+CHRSI8»THENMMS=LMS:DX=-1:GOT01588 
1578 MS="":GOT01688 
1588 PRINTLEFTSIDNS,21)RIGHTSIRTS,Xl)MMSI 
1598 Xl=Xl+DX:IFX1(5THENX1=5 
1595 IFX1>29THENX1=29 

1688 
1638 
1648 
1658 
1655 
1668 
1678 
1688 
1698 
1788 
1758 
1768 
1778 
1788 
1798 
1888 
1828 
2888 
2828 
2848 

Move mailman, letter went to good stack, sound bell and 
buzzer. 

IFK(280RK>22THENRETURN 
IFDX=-lANDIX1(IN+3)ORX1)IN+5»THENRETURN 
IFDX=lANDIX1(IN+4)ORX1)IN+6»THENRETURN 
FORT=5+NT05STEP-l 
PRINTLEFTSIDNS, 22) TAB ITl MIDS ICS, F) AS IN)" [] aLMS 
NEXT 
FORT=5T02STEP-l 
PRINTLEFTS IDNS, 22) TAB ITl MIDS ICS, F) AS IN) " 
NEXT 
PRINTLEFTSIDNS,22)TABI5) a [] aLMS 
REM GOT LETTER STACK 
POKE56138,F+l 
FORK1=1826+SL*48T01826+28*48STEP48 
POKEK1,PEEKIK1+48):POKEK1+54272,PEEKIK1+54312) 
NEXT 
POKEK1,32:POKEK1+54272,F+l:SL=SL-l 
N= 1,: 60SUB2888: K=23: Xl =5: RETURN 
REM BELL SOUND 
FORL=8T028: POKES+L,8: NEXT 
POKES+l,38:POKES+5,9:POKES+15,38:POKES+24,15 
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2m6m FORL=1TON:POKES+4,29 
2m8m FORT=1T03mm:NEXT:POKES+4,m 
21mm NEXT:RETURN 
25mm REM BUZZ SOUND 
252m FORL=mT02m:POKES+L,m:NEXT 
254m POKES+1,179:POKES+5,69:POKES+15,13:POKES+24,15 
256m FORL=1TON:POKES+4,29 
258m FORT=1T03mm:NEXT:POKES+4,m 
2~mm NEXT:RETURN 
5mmm REM MISSED LETTER STACK 
5m1m POKE562m9,F+1 
5m2m FORK1=1m57+SR*4mT01m57+21*4mSTEP4m 
5m4m POKEK1,PEEKIK1+4ml:POKEK1+54272,PEEKIK1+543121 
5m5m NEXT 
5m6m POKEK1,32:POKEK1+54272,F+1:SR=SR-1 
5m8m N=1:GOSUB25mm:RETURN 

CHECK5(JM 

5=m 42m=3m62 
2m=1m61 45m=527 
31iJ=2317 1mmm=1643 
4m=2115 1m2m=3171 
5m=2588 1m4B=71m 
6m=587m 1m5m=2957 

1mm=311m 1m6m=131 
llm=1126 124m=2111 
12m=1128 125m=3765 
14m=348 126m=1859 
16m=3m9m 127m=1529 
18m=1826 128m=143 
19m=2327 15mm=m 
2mm=2418 152m=1297 
22m=1116 153m=1435 
23m=352 154m=27m8 
24m=1888 155m=1421 
26m=32m 156m=3728 
28m=1767 157m=1m5m 
3mm=71m 158m=1833 
31m=3m59 159m=1946 
32m=2m93 1595=1197 
33m=3m44 16mm=138m 
34m=843 163m=3m5m 
35m=131 164m=2853 
36m=984 165m=1327 
37m=2388 1655=2576 
38m=1981 166m=131 
4mm=131 167m=lm69 
41m=352 168m=2229 

129 

169m=131 
17mm=1565 
175m=m 
176m=786 
177m=2592 
178m=2856 
179m=131 
18mm=25m5 
182m=1836 
2mmm=m 
2m2m=1583 
2m4m=2815 
2m6m=1398 
2m8m=1634 
21mm=332 
25mm=m 
252m=1583 
254m=2926 
256m=1398 
258m=1634 
26mm=332 
5mmm=m 
5m1m=786 
5m2m=2611 
5m4m=2856 
5m5m=131 
5m6m=2493 
5m8m=934 

TOTAL= 141169 





Crash Barrier 

Test your skiill as a high speed driver. Race around the track swapping 
lanes whenever you feel like it. Use the A, W, D & Z keys to steer 
and press the X key to swap speeds - High speed to low speed 
and low speed to high speed. 

Your car is red at low speed and green at high speed. 

You will gain more points by keeping the keys depressed and you get 
higher points for high speed. 

Do not crash into the walls and beware of the crash barriers that appear 
suddenly in front of you. You have 8 cars to demolish! 
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VARIABLES 
HS = High score 
SC = Score 
G1 = Number of cars used 
MS = Sound register 
V = Sprite register 
DX = Horizontal increment/decrement 
DY = Vertical increment/decrement 
X1 = Horizontal location of car sprite 
Y1 = Vertical location of car sprite 
S1 = Speed 
K = Keyvalue 
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lS REM CRASH BARRIER 

Build the racing car, position it at start, clear score. 

4S 
5S 
6S 

FORN=ST0191:READA:POKE832+N,A: NEXT: MS=54272 
GOSUB1SSS 
PRINT" I!lI 1.:11 .................. .. 
H .. BARRIER.. .. .. .. .. " 

.. CRAS 

7S PRINT" I!lI W W W W W W W W W W W W ........ 
............................... 1.:11. 

8S PRINT" W W W IU W W W W W W ............ .. ....................................... 
.. .. 1.:11 • "; HS" I!lI .: Gl=S: SC=S 

lSS POKEMS+4,S:POKEMS+24,lS:POKEMS+5,lS2:POKEMS+6,25S:POKEMS,l 
5:POKEMS+l,l 

11S DX=S:DY=S:V=53248:Xl=32:Yl=6S:S1=8 
12S POKEV,X1:POKEV+l,Yl:POKEV+16,S 
13S POKE2S4S,13:POKEV+39, 2,: POKEV+21,l: POKEV+31,S 
14S WAIT197,6S, 1:POKEMS+4, 129 
18S IFSC(STHENSC=S 
19S PRINT" I!lI W W IU W W W W W W W W W ........ 

.. .. .. .. .. ... .. .. .. .. .. .. .. .. .. 1.:11 • "SPCI6-
LENISTRSISC»)SC 

Check keyboard, move car in current direction, add to score. 

2SS K=PEEKI197):IFK=64THENSC=SC+l:GOT035S 
2S1 IFK(>23THEN2S4 
2S2 IFS1=8THENS1=14:POKEV+39,S:POKEMS+24,15:GOT026S 
2S3 IFS1=14THENS1=8:POKEV+39,2:POKEMS+24,1S:GOT026S 
2S4 IFK=9THENDX=S:DY=-Sl:DR=S:POKE2S4S,13:GOT026S 
2S6 IFK=18THENDX=Sl:DY=S:DR=1:POKE2S4S,14:GOT026S 
2S8 IFK=12THENDX=S:DY=S1:DR=1:POKE2S4S,13:GOT026S 
21S IFK=lSTHENDX=-Sl:DY=S:DR=S:POKE2S4S,14 
26S SC=SC+Sl 
35S Xl=Xl+DX:Yl=Yl+DY 
36S IFPEEKIV+16)=SANDX1(24THENX1=24 
365 IFPEEKIV+16) =SANDXl >255THENX1=1:POKEV+16,3: GOTOSSS 
37S IFPEEKIV+16)=3ANDX1>56THENX1=56 
372 IFPEEKIV+16)=3ANDX1(lTHENX1=2S5:POKEV+16,S:GOTOSSS 
38S IFY1(5STHENY1=5S 
39S IFY1>228THENY1=228 
5SS POKEV,Xl:POKEV+1,Yl 
51S IFRNDI.)(.lSTHENGOSUB15SS 
515 IFRNDI.I(.15THENGOSUB16SS 
518 IFRNDI.)(.15THENGOSUB17SS 
52S IFPEEKIV+31)=STHEN18S 
522 POKEMS+6,S 
525 POKEMS+24, 15:POKEMS+4,S:POKEMS+l,72:POKEMS, 179:POKEMS+ 5,14 

S:POKEMS+4,129 
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53JiJ POKE198,JiJ 
532 POKE2JiJ41,15:POKEV+21,2:POKEV+4JiJ,2:POKEV+2,XI:POKEV+3,Y1 
535 FORT=IT08JiJJiJ: NEXT: POKEMS+4,JiJ 
54JiJ SC=SC-lJiJJiJ:GI=GI+I:IFSC<JiJTHENSC=JiJ 

Game has ended, prompt for another, set highest score. 

545 PRINT" I!!J W W W W W W W W W W W W U U U U 
III III U U U U U U III U U U III U U l3 • "SPC(6-

LEN(STRS(SCIIISC 
55JiJ PRINT" I;:lI W W W W W W W W U III U U U U U U 

l3 • "SPC (GIl" 
56JiJ IFG1<8THENlJiJJiJ 
58JiJ PRINT" I!!J U U U U III U U U U III III • ANOTHER _ GAM 

E _ (Y/NI":FORT=lT07JiJ:NEXT 
59JiJ PRINT" I;:lI U U III III U III U U U III U l3 • ANOTHER _ 

GAME _ (Y/NI":FORT=IT07JiJ:NEXT 
6JiJJiJ GETA$:IFAS=""THEN58JiJ 
62JiJ IFA$="N"THENPRINT" L:. .. : END 
64JiJ IFSC>HSTHENHS=SC 
65JiJ GOT06JiJ 

Print car racetrack, previous high score. 

lJiJJiJJiJ POKE5328JiJ,6: POKE53281, 3 
lli12JiJ PRINT" L:. • " ; 
lJiJ3JiJ PRINT" l3 

C !!! " ; 
lJiJ4JiJ PRINT" l3 • !!! 

l3 C !!! " ; 
lJiJ5JiJ PRINT" l3 • !!! 

l3 • C !!! "; 
lJiJ6JiJ PRINT" l3 • !!! 

l3 C !!! " ; 
lJiJ7JiJ PRINT" l3 • !!! l3 • HIGH _ SPEED n • - !! l3 • _ LOW SPEED !!II - • - !! 

l3 • C !! " ; 
lJiJ8JiJ PRINT" l3 • !!! l3 !!! 

l3 !!! l3 C !!! " ; 
lJiJ9JiJ PRINT" l3 • !!! l3 • !!! 

l3 • !!! l3 • C !! "; 
llJiJJiJ PRINT" l3 • !!! l3 !!! 

l3 !!! l3 C !!! I'; 
1111i1 PRINT" l3 • !! r. l3 • !!! r. - l3 

• _ XXXXXXXX _ !!! - - l3 -!! - r. - - l3 • - !!! - r. - - l3 • - c -!! " . , 
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112liJ PRINT" l3 • !!! l3 !!! l3 !!! .. l3 !!! l3 !!! l3 c: !!! " ; 113liJ PRINT" l3 • !!! r. l3 • !!! r. 13 • !!! r. 
l3 • !!! r. l3 • !!! r. l3 • c: !!! . ; 

114liJ PRINT" l3 • !!! 

13 c: !!! " ; 
115liJ PRINT" l3 • !!! r. l3 • .. SCORE .. .. !!! .. r. .. 

l3 • c: !!! " ; 
116liJ PRINT" l3 • !!! 

l3 c: !!! " ; 
117liJ PRINT" l3 • !!! r. l3 • !!! r. l3 • !!! r. 

l3 • !!! r. 13 • !!! r. l3 • c: !!! "; 
U8liJ PRINT" l3 • !!! l3 !!! l3 !!! .. l3 !!! l3 !!! 13 c: !!! II; l1'1liJ PRINT" l3 • !!! r. l3 • !!! r. l3 • !!! l3 

!!! r. l3 • !!! r. 
l3 • c: !!! " ; 

12liJliJ PRINT" l3 • !!! l3 !!! 

l3 !!! l3 C:. !!! " ; 121liJ PRINT" l3 • !!! r. l3 • !!! r. 

l3 • !!! r. l3 • c: !!! " ; 
122liJ PRINT" l3 • !!! l3 !!! 

l3 !!! l3 c: !!! " ; 123liJ PRINT" l3 • !!! r. l3 • !!! l3 
!!! r. l3 • c: !!! II ; 

124liJ PRINT" l3 • !!! 

13 c: !!! " ; 
125liJ PRINT" l3 • !!! r. 

l3 • C !!! " ; 
l26liJ PRINT" l3 • !!! 

l3 C !!! "; 
l27liJ PRINT" l3 • PREVIOUS .. HIGH SCORE .. .. c: Ed " ; l28liJ POKE2liJ23,16liJ:POKE562'15,6 
l2'1liJ RETURN 
l5liJliJ IFAT=lTHENAT=liJ:CC=3:KK=32:GOT0153liJ 
l5lliJ AT=1:Ml=INTIRNDI.I*11+121:Nl=INTIRNDI.I*6+11*4-3:CC=liJ:KK=l 6liJ 
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152liJ 
153liJ 
154liJ 
155liJ 
156liJ 
16liJliJ 
161liJ 

162liJ 
163liJ 
164liJ 
165liJ 
166liJ 
17liJliJ 
171liJ 

172liJ 
173liJ 
174liJ 
175liJ 
176liJ 

2liJliJliJ 

2JiHliJ 

2liJ2liJ 
2liJ3liJ 
2liJ4liJ 

2liJ5JO 

3liJliJliJ 
3liJ1liJ 
3liJ2liJ 
3liJ3liJ 
3liJ4liJ 
3liJ5liJ 
3363 

3liJ7JO 

3liJ83 

P1=1liJ24+M1+N1*4liJ 
FORI=P1TOP1+8liJSTEP4liJ 
POKEI,KK:POKEI+54272,CC 
NEXT 
RETURN 
IFTA=1THENTA=liJ:CC=3: KK=32: GOT0163liJ 
TA=1:M2=INTIRNDI.J*2+1J*4-3:N2=INTIRNDI.J*11J+7:CC=liJ:KK=16 
liJ 
P2=1liJ24+M2+N2*4liJ 
FORI=P2TOP2+2 
POKEI,KK:POKEI+54272,CC 
NEXT 
RETURN 
IFTT=1THENTT=liJ:CC=3:KK=32:GOT0173liJ 
TT=1:M3=INTIRNDI.J*2+8J*4-1:N3=INTIRNDI.J*11J+7:CC=liJ:KK=16 
liJ 
P3=1liJ24+M3+N3*4liJ 
FORI=P3TOP3+2 
POKEI,KK:POKEI+54272,CC 
NEXT 
RETURN 

Data for the four positions of the car and explosion. 

DATAliJ,liJ,liJ,liJ,liJ,liJ,liJ,liJ,liJ,liJ,24,liJ,3,6liJ,192,3,126,192,3,255,192, 
3,126,192,3,126,192 
DATAliJ,126,liJ,3,126,liJ,liJ,126,liJ,3,126,192,3,126,192,3,255,192, 
3,126,192,3,6liJ,192 
DATAliJ,24,liJ,liJ,3,liJ,liJ,liJ,liJ,liJ,3,liJ,liJ 
DATAliJ,3,liJ,3,liJ,liJ,3,liJ,liJ,3,liJ,liJ,liJ,3,liJ 
DATA7,195,224,7,195,224,1,liJ,128,7,255,224,31,255,248,31,25 
5,248,7,255,224 
DATA1,liJ,128,7,195,224,7,195,224,liJ,liJ,liJ,liJ,liJ,liJ,liJ,liJ,liJ,liJ,liJ,liJ,liJ, 
liJ,liJ,liJ,liJ,liJ,liJ 
DATA32,14liJ,64,14liJ,96,14liJ,32,6liJ,64,92,96,124 
DATA168,6liJ,168,92,168,124,255,6liJ,255,92,24liJ,124 
DATA49,6liJ,17,92,24liJ,124,49,14liJ,17,14liJ,24liJ,14liJ 
DATA49,22liJ,17,188,24liJ,156,255,22liJ,255,188,24liJ,156 
DATA168,22liJ,168,188,168,156,32,22liJ,64,188,96,156 
DATA32,14liJ,64,14liJ,96,14liJ 
DATA99,liJ,liJ,liJ,liJ,8,liJ,2,8,8,liJ,8,32,liJ,42,128,liJ,174,16liJ,2,239,1 
28,42,255,16liJ 
DATA11,255,224,2,255,224,2,255,128,2,19liJ,liJ,8,186,128,liJ,184 
,32,liJ,4liJ,liJ 
DATAliJ,32,liJ,32,32,liJ,liJ,liJ,128,2,liJ,2,liJ,liJ,liJ,liJ,liJ,liJ 
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CHEXSUM 

10=0 1040=2771 2050=3895 
40=2838 1050=2962 3000=2303 
50=348 1060=2771 3010=2528 
60=2193 1070=5081 3020=2410 
70=1694 1080=3221 3030=2664 
80=3312 1090=3757 3040=2620 

100=4656 1100=3221 3050=1216 
110=2954 1110=5437 3060=4217 
120=1880 1120=3647 3070=3818 
130=2684 1130=5599 3080=2311 
140=1411 1140=2771 
180=1099 1150=3833 TOTAL= 281527 
190=3034 1160=2771 
200=2880 1170=5599 
201=1028 1180=3647 
202=3343 1190=5165 
203=3325 1200=3221 
204=3485 1210=4269 
206=3358 1220=3221 
208=3350 1230=3855 
210=2915 1240=2771 
260=805 1250=3131 
350=1700 1260=2771 
360=2282 1270=3037 
365=3655 1280=1215 
370=2283 1290=143 
372=3648 1500=2814 
380=1193 1510=5086 
390=1331 1520=1427 
500=1167 1530=1414 
510=1373 1540=1414 
515=1375 1550=131 
518=1375 1560=143 
520=1392 1600=2809 
522=643 1610=5009 
525=4831 1620=1427 
530=420 1630=1062 
532=3536 1640=1414 
535=1710 1650=131 
540=2841 1660=143 
545=3034 1700=2849 
550=1439 1710=5036 
560=840 1720=1429 
580=3312 1730=1063 
590=3332 1740=1414 
600=1212 1750=131 
620=1359 1760=143 
640=1320 2000=4848 
650=476 2010=4762 

1000=1178 2020=1546 
1020=584 2030=1719 
1030=2406 2040=4455 
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Laser Battle 

Defend three nuclear reactors by zapping aliens with your laser. The 
aliens must first destroy part of your bunker before they can shoot 
behind it. 

CONTROLS 

'I' 
'P' 
'space' 

VARIABLES 

- left 
- right 
- fire 

NM = Number of men left 
PH = Phase of guard ships (positioning, firing, retreating) 
PG = Column of player's laser gun 

SH = Ship hit 
GS (I,J) = Guard ship number I, column, row, stopped, J=1, J=2, J=3 

FG = Guard ship firing gun 

MC = Mother ship's column 

SC = Score 
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REM LASER BATTLE 

Define variables, build sprites, wait to start game. 

5 
1liJ 

FORS=54272T054296:POKES,liJ:NEXT 
POKE5328liJ, 6: POKE53281 , 13: PR I NT" r.:. • 

_ _ _ _ LASER _ BATTLE" 
15 PRINT" W W W W W W W W W W W _ _ _ _ _ _ 

____ HIT _ ANY _ KEY _ TO _ START" 

17 NM=3:V=53248:POKEV+21,liJ:POKE2liJ4liJ,192:POKEV+39,3:POKEV,liJ: 
POKEV+37,7 

2liJ POKEV+38,8:POKEV+1,liJ:POKEV+16,liJ:POKEV+29,1 
22 FORI=12288T01235liJ:READe:POKEI,e:NEXT 
24 FORI=12352TOI2414:3=INTI2 A IRNDlliJl*711-1:POKEI,3:NEXT 
3liJ FORI=49157T049244:READe:POKEI,e:NEXT 
45 GETX$:IFX$=""THEN45 
5liJ PRINT" ~ ";:POKE5328liJ,liJ:POKE53281,liJ 
52 FORI=1784TOI823:POKEI,lliJ2:NEXT 
54 FORI=19liJ4TOI943:POKEI,64:POKEI+54272,7:NEXT 
56 POKEI867,9liJ:POKEI883,9liJ:POKEI9liJliJ,9liJ:POKE56139,2:POKE56155, 

2:POKE56172,2 
58 PG=19:POKEI843,113:GOSUBlliJliJliJ 

Controlling logic, move laser gun, launch and move mother 
ship. 

6liJ X=PEEKI1971:IFX=6liJTHENGOSUBI5liJ 
62 IFX=330RX=41THENGOSUBlliJliJ 
63 IFPH=2THENGOSUB4liJliJ 
65 I FPH=liJTHENGOSUB22liJ: GOT07liJ 
67 GOSUB25liJ 
7liJ X=PEEKI1971:IFX=6liJTHENGOSUBI5liJ 
72 IFX=330RX=41THENGOSUBlliJliJ 
73 IFRNDlll(.liJIANDPH=ITHENPH=2 
75 I FPH=liJTHEN8liJ 
77 IFRNDlll(.80RPH=2THEN8liJ 
78 GOSUB19liJ 
8liJ IFPEEKI1824+PGI(>113THEN5liJliJ 
9liJ GOT06liJ 
lliJliJ IFPG=liJANDX=33THENRETURN 
lliJ5 IFPG=39ANDX=41THENRETURN 
llliJ IFX=33THENI=-I:GOTOI2liJ 
115 1=1 
12liJ POKEPG+1824,32:PG=PG+I:POKEPG+1824,113:POKEPG+56liJ96,3: 

RETURN 

Fire players laser, guard ships laser, generate laser sound. 

15liJ POKE49152,PG:POKE49154,18:POKE492liJ2,66:POKE49217,1 
152 POKE54296, 15:POKE54277, 19liJ:POKE54276,17 
153 POKE54273,17:POKE54272,37:POKE54278,248 
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155 SH=B: J=B: FORI=lT04: IFGSII, 11=PGTHENJ=I 
156 NEXT 
157 IFJ<>BTHENSP=GSIJ,21:POKE49153,SP:SH=2:GOT0165 
16B M=PEEKIVI+256*IPEEKIV+16IAND11:P=PG*8+23 
162 IFM<P-220R M)P-18 OR PEEKIV+211=BTHENSP=S:POKE49153,SP: 

GOT0165 
163 SH=1:SP=2:POKE49153,SP 
165 SYSI491571 
17S POKE492S2,32:POKE49217,S:POKE49153,SP 
175 SYSI491571 
177 IFSH=lTHENGOSUB3SS 
178 IFSH=2THENGOSUB35S 
18S POKE54276,S:RETURN 
19S IFGSl1,ll=SANDGSI2,ll=BANDGSI3,ll=BANDGSI4,ll=BTHENRETURN 
191 POKE49152,PG:POKE49154,18:POKE492B2,66:POKE49217,l:POKE542 

96,15 
192 POKE54277, 19B:POKE54276, 17:FG=FG+1: IFFG=5THENFG=1 
193 IFGSIFG,11=BTHEN192 
194 POKE49152,GSIFG,ll:POKE49153,GSIFG,21+1:POKE49217,l:POKE49 

2S2,66 
196 IFPEEKI1784+GSIFG,lll=lB2THENPOKE49154,2S:GOT02SS 
197 IFGSIFG,11=PGTHENPOKE49154,21:GOT02SS 
198 K=GSIFG,ll:IFK=30RK=190RK=36THENPOKE49154,22:SYSI49157I: 

GOT05BB 
199 POKE49154,2S 
2SS SYSI491571 
2S2 X=PEEKI1971:IFX=420RX=5STHENGOSUB1BS 
2B6 POKE492S2,32:POKE49217,S:POKE49153,GSIFG,21+1 
2S8 SYSI491571 
21B POKE54276, S: RETURN 

22S IFGSll,ll<>STHEN225 

Position the guard ship, move the mother ship and fire her 
gun. 

221 I=INTIRNDlll*39+11:IFI=GSI2,lI0RI=GSI3,lI0RI=GSI4,lITHEN22 
1 

222 GSl1,ll=I:GSl1,21=S:POKE1B24+I,42:POKE55296+I,7:RETURN 
225 IFGSI2,11<>STHEN23S 
226 I=INTIRNDIll*39+11:IFI=GSI1,lIORI=GSI3,110RI=GSI4,lITHEN22 

6 
227 GSI2,11=I:GSI2,21=S:POKE1S24+I,42:POKE55296+I,7:RETURN 
23S IFGSI3,ll<>STHEN235 
231 I=INTIRNDl11*39+11:IFI=GSI1,lIORI=GSI2,lI0RI=GSI4,1ITHEN23 

1 
232 GSI3,ll=I:GSI3,21=S:POKE1B24+I,42:POKE55296+I,7:RETURN 
235 IFGSI4,11<>STHEN24S 
236 I=INTIRNDl11*39+11:IFI=GSI1,110RI=GSI2,1IORI=GSI3,1ITHEN23 

6 
237 GSI4,11=I:GSI4,21=B:POKE1S24+I,42:POKE55296+I,7:RETURN 
24B IFGSl1,31=lANDGSI2,31=lANDGSI3,31=lANDGSI4,31=lTHENPH=1: 

RETURN 
242 I=INTIRNDl11*4+11:IFGSII,31=lTHEN242 
243 POKEGSII,11+4B*GSII,21+1S24,32:GSII,21=GSII,21+1 
244 POKEGSII,11+4S*GSII,21+1S24,42:POKEGSII,11+4S*GSII,21+5529 

6,7 
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246 IFRNDI11<.30RGSII,21>=18THENGSII,31=1 
248 RETURN 
258 IFPEEKIV+211 < >STHEN255 
252 IFRNDI1I<.95THENRETURN 
253 MC=2:POKEV,25:POKEV+1,5S:POKEV+21,1:POKEV+16,S:RETURN 
255 IFPEEKIVI=253THENPOKEV,S:POKEV+16,1:GOT026S 
257 POKEV,PEEKIVI+3 
26S IFPEEKIVI>=5SANDPEEKIV+161=1THENPOKEV+21,S:RETURN 
263 I=PEEKIVI+256*IPEEKIV+16IAND11:MC=INTIII-23'/81+3 
265 IFRNDI1'<.55THENRETURN 
27S IFMC<>GSI1,1IANDMC<>GSI2,1)ANDMC<>GSI3,1)ANDMC<>GSI4,1) 

THENGOSUB28S 
275 RETURN 
28S POKE54296, 15:POKE54276, 129:POKE54277, 15:POKE54273,4S:P OKE5 

4272,21i11i1 
282 POKE49152,MC:POKE49153,2:POKE49217,1:POKE4921i12,66 
284 IFPEEKI1784+MC)=11i12THENPOKE49154,21i1:GOT0291i1 
287 IFMC=PGTHENPOKE49154, 21: GOT0291i1 
288 IFMC=30RMC=190RMC=36THENPOKE49154,22:SYS(49157):GOT05Siii 
289 POKE49154,21i1 
291i1 SYS(49157) 
292 X=PEEK(197):IFX=420RX=5Ii1THENGOSUB11i11i1 
296 POKE492S2,32:POKE49217,IiI:POKE49153,2 
298 SYSI49157' 
299 POKE54276,IiI:RETURN 
31i11i1 SC=SC+51iI:GOSUB1Ii1SIiI:POKEV+39,7:POKE21i141i1,193:GOSUB71i11i1:POKE54 

296, iii 
311i1 FORT=lT051iI1iI:NEXT 
315 POKEV+21,IiI:POKEV+39,3:POKE21i14Ii1,192 
341i1 RETURN 

Explode the guard ship and send guard ships running. 

351i1 POKE11i124+GSIJ,1'+GSIJ,2)*41i1,11i12:POKEGSIJ,1)+GSIJ,2)*41i1+552 
96,8 

355 SC=SC+11i1:GOSUB11i11i11i1 
356 FORT=1T011i11i1:NEXT 
357 POKE11i124+GSIJ,1'+GSIJ,2)*4Ii1,32:GSIJ,l)=1iI 
361i1 RETURN 
41i11i1 IFGSI1, 1)<>IiIORGSI2,1)<>IiIORGSI3, 1) < >IiIORGSI4, l' <>IiITHEN41i1 5 
41i12 FORI=lT04:GSII, 3' =1iI: NEXT: PH=IiI: RETURN 
41i15 I=INTIRNDI1'*4+1):IFGSII,l)=IiITHEN41i15 
41i17 POKE11i124+GSII,1'+GSII,2)*4Ii1,32:IFGSII,2»IiITHENGSII,2'=GSII 

,2'-1 
411i1 POKE11i124+GSII,1)+GSII,2)*41i1,42:POKEGSII,1)+GSII,2)*41i1+5529 

6,7 
412 IFGSII,2)=IiITHENPOKE11i124+GSII,1),32:GSII,1'=1iI 
415 RETURN 

Start a new round, print men left and title. 

51i11i1 IFPEEKI1824+PG)=113THEN561i1 
51i12 POKEV+4Ii1,IiI: POKEV+28, 2 
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5.04 

5.05 
5.06 
5.08 
5.09 

51.0 

515 
52.0 
53.0 
535 
55.0 
56.0 

565 

POKE2.041,193:K=PG*8+15:IFK>255THENPOKEV+2,K-256:POKEV+16,2 
: GOT05.06 
POKEV+16,PEEK(V+16'AND253:POKEV+2,K 
POKEV+3,2.0.0: POKEV+21 ,3:GOSUB7.0.0 
POKE54276,.0:POKE54277,.0 
FORT=lTOl.0.0.0:NEXT:POKE2.04.0,192:POKEV+21,.0:POKEV+39,3:POKE5 
4296,.0 
POKE5328.0 , 6: POKE53281 , 13: PR I NT" ~ • 

_ LASER _ BATTLE":PRINT 
NM=NM-l:IFNM=.0THEN6.0.0 
PRINT"YOU _ HAVE _ ";NM;" _ MEN _ LEFT":PRINT 
FORT=lT03.0.0.0:NEXT 
FORI=lT04:GS(I,l'=.0:NEXT:PH=.0 
GOT05.0 
FORI=lT03:POKE5328.0,INT(RND(1'*l.0'+23:GOSUB7.0.0:NEXT:POKEV+ 
21, .0 
POKE5328.0 , 6: POKE53281 , 13: PR I NT" '-:.i • 

____ LASER _ BATTLE":PRINT 

57.0 GOT0515 

6.0.0 

62.0 
625 
63.0 
64.0 
7.0.0 
7.05 
71.0 
1.0.0.0 

1.0.05 

Print scores, generate explosion, and update the scores. 

PRINT" ................... 
_ OVER":PRINT 

PRINT"YOUR _ SCORE WAS 
POKEV+21 ,.0: POKE54296 ,.0 
GETX$:IFX$=""THENEND 
GOT063l1J 

............... ..... GAME 

n ;SC 

FORX=15T0.0STEP-l:POKE54296,X:POKE54276,129 
POKE54277,15:POKE54273,4.0:POKE54272,2.0.0:NEXT 
RETURN 
PRINT" EEl EO IU IU EO EO EO EO EO EO EO IU EO EO EO EO EO 
EOEOIUEOEOEOEOEO ~SCORE: ";SC;"." 

RETURN 

Data for mother ship, your laser gun and explosion. 

1.0.0.0.0 DATA.0,126,.0,192,255,3,193,255,131,195,255,195,199,255,227, 
2.07,255,243 

1.0.01.0 DATA2.07,255,243,2.07,255,243,2.04,23.0,51,252,23.0,63,252,23.0, 
63,2.07,255,243 

1.0.02.0 DATA2.07,255,243,2.07,255,243,199,255,227,195,255,195,192,12 
7,3 

1.0.03.0 DATA.0,62,.0,.0,28,.0,.0,28,.0,.0,28,.0 
1.01.0.0 DATA24,173,.0,192,133,178,169,4,133,179,173,l,192,141,3,192 

,169,.0,2.05,3 
1.011.0 DATA192,24.0, 19,2.06,3, 192,24, 165, 178, 1.05,4.0, 133,178,165 ,179 

,1.05,.0,133,179 
1.012.0 DATA76,21,192,16.0,.0,169,93,145,178,24,165,178,133,18.0,165, 

179,1.05,212 
1.013.0 DATA133,181, 169,1,145,18.0,238,1, 192,24,165, 178,1.05,4.0, 133, 

178,165,179,1.05 
1.0148 DATA8,133,179,173,1,192,285,2,192,288,211,96 

143 



CHECKS(JM 

1=0 194=3718 3410=143 
5=1771 196=3134 3510=4462 

110=3856 197=2411 355=1216 
15=2911 198=4476 356=975 
17=4446 199=586 357=29100 
20=2737 200=521 360=143 
22=2103 2102=2390 400=4531 
24=3728 206=2584 4102=2293 
30=2110 208=521 405=2635 
45=1195 210=728 4107=4776 
50=1651 220=1328 410=4376 
52=1741 221=4535 412=3030 
54=2623 222=3427 415=143 
56=3651 225=1331 5100=1698 
58=1546 226=4542 5102=1328 
60=18109 227=3427 5104=4863 
62=16103 230=1331 5105=2268 
63=1018 231=4536 506=1762 
65=1581 232=3429 5108=1166 
67=298 235=1328 5109=3812 
70=1809 236=4539 510=41104 
72=16103 237=3425 515=1662 
73=1979 2410=4338 5210=2259 
75=817 242=2639 530=1032 
77=1642 243=3598 535=2074 
78=303 244=4378 5510=476 

810=1878 246=2794 5610=3852 

90=476 248=143 565=4104 
100=1418 250=1584 570=530 

105=1481 252=1133 6100=1934 

110=1793 253=3224 620=1614 

115=302 255=2759 625=1239 

1210=41051 257=889 630=1214 

150=2602 260=3153 640=532 

152=2035 263=3886 700=2549 

153=2023 265=1137 7105=2246 

155=3182 2710=5186 7110=143 

156=131 275=143 1000=23108 

157=3461 2810=3480 110105=143 

160=3282 282=2522 110101010=4000 

162=4789 284=2781 1101010=43100 

163=1613 287=2038 10020=3338 

165=521 288=3851 110030=1606 

170=1965 289=586 101100=4057 

175=521 290=521 1101110=4340 

177=1016 292=2390 1101210=3979 

178=11022 296=1841 1101310=4449 

180=728 298=521 1101410=2365 

1910=3787 299=728 

191=3324 3100=3678 TOTAL= 344703 

192=3449 310=975 
193=1231 315=1979 
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Attack of the Vogons 

Escape from VOGaN territory and avoid collisions. When your ship is 
yellow (achieved by pressing space bar) it can withstand a collision. 

Game ends when you collide while not being 'armed' for collision. 

VARIABLES 

R,SC = Round, score 
NC = Number of collisions 
LX,PC = Last, current player's X co-ords. 
MC = Maximum number collisions allowed 
VL,A,W,HI,LW = Sound 
PEEK(177) - PEEK(183) = VOGaN directions 
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1 REM VOGON ATTACK 

Build sprites, vogons and spaceship, poke machine code 
into memory. 

10 

15 

POKE53281 , 0: POKE53280, 0: PR I NT· ~ m 
~ ~ ~ ATTACK ~ OF ~ THE ~ VOGONS" 

PRINT" W W W W W W W W W 10 W W 10" 
20 V;53248:POKEV+39,14:FORI;lT07:POKEV+39+I,10:NEXT:POKEV+37, 

8:POKEV+38,1 
25 POKE2040,192:FORI=1T07:POKE2040+I,193:NEXT:POKEV+28,0:POKE 

V+23,0:POKEV+29,0 
30 FORI=12288T012350:READ9:POKEI,9:NEXT 
40 FORI=12352T012397STEP3:READ9,K:POKEI,9:POKEI+1,K:POKEI+2,0 

:NEXT 
45 FORI=12400T012414: POKEI,0: NEXT 
60 FORI=49152T049411:READ9:POKEI,9:NEXT 
70 VL=54296:W=54276:A=54277:HI=54273:LW=54272 
90 PRINT" ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ HIT ~ ANY ~ KEY ~ TO 

~ BEGIN" 
95 GETX$:IFX$="·THEN95 
97 PRINT" ~ .; 
98 FORI=1064T01944STEP40:FOR3=0T029:POKEI+3,102:POKEI+3+54272 

, 11 : NEXT: NEXT 

100 R=R+1:IFR)6THENR=6 
110 NC;0: LX=29: MC=1 
150 PRINT" m GlI "; 

Controller logic, move vogons round the screen and player. 

190 POKEV+21,255:POKEV+2,170:POKEV+3,220:POKEV+4,180:POKEV+5,1 
50 

192 POKEV+6,170:POKEV+7,50:POKEV+8,50:POKEV+9,220:POKEV+10,70: 
POKEV+11 ,220 

194 POKEV+12,10:POKEV+13,150:POKEV+14,70:POKEV+15,50 
195 POKEV+16,64:POKEV,30:POKEV+1,150:POKE167,1:GOSUB1000:POKEV 

+30,0 
199 POKE177,4:POKE178,2:POKE179,3:POKE180,4:POKE181,1:POKE182, 

2:POKE183,3 
200 FORI=1TOR/3:SYS(491521:NEXT 
210 GOSUB1000 
220 IFRND(11(.5THENPOKE167,INT(RND(11*7+11:SYS(493491 
230 IFPX)330THEN100 
235 IFPX(20THENPOKEV,20 
240 K=PEEK(1971:IFK=60ANDNC(MCTHENPOKEV+39,7 
250 CO=PEEK(V+301:IF(COAND11;0THEN200 

146 



Blow up enemy ship, remove from board, blow up player, 
finish game. 

3SS IFIPEEKIV+39IAND151<>7THEN5SS 
3S5 FORI=LWTOLW+24:POKEI,S:NEXT 
31S FORX=15TOSSTEP-l:POKEVL,X:POKEW, 129:POKEA, 15:POKEHI,2S +X: 

POKELW,2SS:NEXT 
33S POKEV+21,PEEKIV+21IANDI255-ICOAND25411:POKEV+3S,S 
34S POKEV+39,3:NC=NC+l 
35S GOT02SS 
5SS POKEV+28,l:POKEV+23,l:POKEV+29,l 
5S2 FORI=LWTOLW+24:POKEI,S:NEXT 
5S5 FORI=lT05S:J=INTIRNDI11*12S-8SI:IFJ<STHENJ=S 
5S6 POKEHI,lS+I:POKELW,2SS 
5S7 POKE12288+INTIRNDISI*63I,J:POKEVL,16S-II/1B+9:POKEW,129: 

POKEA,15 
5S9 NEXT 
518 PRINT" L:.i ..................................................... .... 

~ ~ GAME ~ OVER":PRINT" •••• Id ••••• 
512 FORI=LWTOLW+24:POKEI,S:NEXT 
52S PRINT" ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ YOUR ~ SCORE ~ W 

AS ~ D;SC 
53S POKEV+21,S 
54S GETXS:IFX$=""THENEND 
55S GOT054S 

Update the score periodically and data for sprites and 
sound. 

lSSS PX=PEEKIVI+256*IPEEKIV+16IAND11:IFPX>LXTHENSC=SC+PX-LX:LX= 
PX 

lSlS 
lS2S 
lSSSS 

18S1S 

lSS2S 

lSS3S 
lSS5S 

PRINT"SCORE: ~ "; SCI n lie! "; 
RETURN 
DATA252,28,63,252,62,63,224,62,3,2S8,127,7,2SS,127,ll,196, 
255,147 
DATA194,247, 163,225,247, 199,255,247,255,255, 193,255,22 4,24 
7,135,192,247 
DATA131,192,247,131,193,127,67,194,62,35,196,62,19,2SS,62, 
11,2S8,28,7 
DATA224,28,7,252,28,63,252,28,63 
DATA15,24S,31,248,56,28,124,62,198,99,131,193,7,224,15,248 
,7,224,3,192 

lSS6S DATA131,193,195,195,lS2,182,68,6S,31,248,15,24B 

Data for moving sprites round the screen. 

lS18S DATA169,S, 133, 184,238, 184, 166,184,189, 13S, 192, 133, 169, 165, 
184,18,133 

lS11S' DATA17S, 32, 3S, 192, 165, 184, 2S1, 7, 2S8, 233, 76,138,192,166,184 
,189,176,S 
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lS12S DATA2S1,1,2S8,14,23S,17S,166,17S,189,S,2S8,56,233,6,157,S, 
2S8,96,2S1,2 

lS13S DATA2S8,31, 166, 17S, 189,S,2S8,56,233,6, 157,S,2S8,2S1,25 2,14 
,4,236,169,255 

lS14S DATA56,229,169,133,171,173,16,2S8,37,171,141,16,2S8,96,2S1 
,3,2S8,14,23S 

lS15S DATA17S,166,17S,189,S,2S8,24,lS5,6,157,S,2S8,96,166,17S,18 
9,S,2S8,24 

lS16S DATAlS5,6, 157,S,2S8,2S1,6, 176,24S, 173,16,2S8,5,169,141 ,16, 
2S8,96,1,2,4 

lS17S DATA8,16,32,64,128,169,S,133,184,169,1,133,169,169,S,133,1 
7S,165,197,2S1 

lS18S DATA62,2S8,7, 169,1, 133,176,76,3S,192,2S1,33,2S8,7, 169, 2,13 
3,176,76,3S,192 

lS19S DATA2S1,12,2S8,7,169,3,133,176,76,3S,192,2S1,41,2S8,7,169, 
4,133,176,76,3S 

lS2SS DATA192,96 
lS3mS DATA165,167,lS,17S,232,189,S,2S8,2S5,l,2S8,176,25,2S2,189, 

S,2S8,2S5,S 
lS31S DATA2S8,176,8,166,167,169,3,157,176,S,96,166,167,169,2,157 

,176,S,96 
lS32S DATA2S2, 189,S,2S8,2S5,S,2S8, 176,8,166,167,169,4,157,17 6,S, 

96,166,167 
lS33S DATA169,1,157,176,S,96 

CHECKSUM 

l=S 235=119S ImS2S=3989 
lS=4453 24S=2856 lSS3S=17S3 
15=568 25S=2271 lSS5S=4S91 
2S=4914 3SS=1952 lSS6S=253S 
25=4798 3S5=1778 lSlSS=3876 
3S=21S3 31S=4513 lS11S=3834 
4S=3891 33S=3218 lS12S=4S8S 
45=1759 34S=1418 lS13S=42S6 
6S=21S4 35S=525 lS14S=4215 
7S=3352 5SS=2S54 lS15S=3875 
9S=23S1 5S2=1778 lS16S=4S76 
95=1196 5S5=34SS lS17S=4343 
97=435 5S6=13S9 111118111=4424 
98=47S5 51117=4272 111119111=4449 

lSS=1635 51119=131 11112111111=458 
11S=1385 51S=2937 11113SS=3967 
15111=471 512=1778 111131111=3771 
19111=3853 52111=2268 111132S=3868 
192=4575 53S=616 H133S=1129 
194=3S29 54111=1214 
195=3643 55111=529 TOTAL= 188269 
199=3467 1111SS=5422 
2111111= 174S 11111111=119S 
21111=348 11112S=143 
22111=311191 1111111SI11=358111 
23S=lS1IJ7 lSSll11=422S 
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Interceptor 

The task is to prevent the alien ships from landing. To fire, select 
horizontal and vertical co-ordinates (both 0-99) and then press the 
space bar. 

The game end a if the aliens land or if you run out of energy. 

Scoring: mother ship is 100 points, other ships 50 points. 
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VARIABLES 
SX,SY 
HT 
H,VT 
E 
SC,R 
VL,W,A,HI,LW 
TE 
F 
TM 

CN 

XD,YD 
M1,M2,C1,C2 

= Strike point X,Y co-ords. 
= Sprite hit flag 
= Horizontal, vertical co-ords. 
= Energy 
= Score, round 
= Sound effects 
= Energy parameter for calls to 'PRINT ENERGY' 
= Sprite that is firing 
= Effectively a time measurement for period that 

selected enemy ship has been visible 
= Count to determine where player is up to in keying in 

co-ordinates 
= X, Y differences 
= Gradients, Y-intercepts 
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1 REM INTERCEPTOR 

Create the alien ship and missiles, set screen colours and 
define variables. 

18 POKE53281,7:POKE53288,8:PRINT" ~ ";TAB(14);" • INTERCEPTOR 
" : PR I NT" Id Id Id Id Id W Id W Id Id Id W" 

15 V=53248:POKE2848, 192: POKE 2841, 193:POKE2842, 193:POKE284 3,19 
3:POKE2844,194 

28 POKE2845, 194:POKE2846, 195:POKE2847, 192: POKEV+48,8: POKE V+41 
,8: POKEV+42, 2 

25 POKEV+43,11:POKEV+44,11:POKEV+45,3 
38 FORI=12288T012389STEP3:READ9:POKEI,9:POKEI+l,8:POKEI+2,8: 

NEXT 
35 FORI=12312T012358:POKEI,8:NEXT 
48 FORI=12352T012358STEP3:READ9:POKEI,9:POKEI+l,8:POKEI+2,8: 

NEXT 
45 FORI=12361T012414:POKEI,8:NEXT 
58 FORI=12416T012478:READ9:POKEI,9:NEXT 
68 FORI=12488T012542:READ9:POKEI,9:NEXT 
65 POKEV+27,129 
78 VL=54296:W=54276:A=54277:HI=54273:LW=54272 
91i1 PRINT" ........................................... HIT ... ANy ..... KEY ... T 

o ~ START" 
95 GETX$:IFX$=""THEN95 

Draw the screen, messages to player and radar screen. 

18121 R=R+l: PRINT" ~ "; : POKE53281, 8 
185 FORI=1824T01984STEP48:POKEI, 186:POKEI+54272, 12:POKEI+3 9,11 

6:POKEI+54311,12 
187 NEXT 
118 FORI=1825T01862:POKEI,119:POKEI+54272,12:NEXT 
115 FORI=1798T01985STEP39:POKEI,78:POKEI+54272,12:NEXT 
128 FORI=1817T02822STEP41:POKEI,77:POKEI+54272,12:NEXT 
125 POKE1752,78:POKE56824,2:POKEI774,78:POKE56846,2:POKEI753,7 

7: POKE56825, 2 
127 POKE1775,77:POKE56847,2 
138 POKE1751,111:~OKE56823,12:POKE1776,111:POKE56848,12 

135 FORI=1754T01773:POKEI, 111:POKEI+54272, 12:NEXT 
148 FORI=1838T01958STEP48: FORJ=8T018: POKEI+J, 168:POKEI+J+5 4272 

,13:NEXT:NEXT 
145 FORI=1798T01888:POKEI,82:POKEI+54272,12:NEXT 
158 FORI=1998T021211218:POKEI,69:POKEI+54272,12:NEXT 
155 FORI=1837T01957STEP48:POKEI,72:POKEI+54272,12:POKEI+12,84: 

POKEI+54284,12 
157 NEXT 
168 PRINT" Ed Id Id 

WIdId Id U ...... .. .. 
165 PRINT" Id Id Id .... .. .. .. 

RGY" 

Id Id Id Idldld IdWIdIdWWWW 
U U U UUU !'aIFIREU U ........ .. .. .. .. SHLD" 
III .. .. "HORIZ:" .. II II II .. II .. .. .. .. .. VERT: [] [] .:. II II II II II ENE 
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167 Kl=INTIRNDlll*2BI:K2=INTIRNDI11*2SI:K3=INTIRNDI11*2B1 
17S POKEV+2,135+Kl:POKEV+4,223-K2 
173 POKEV+6,17S+K3:POKEV+3,2S9+R*2:POKEV+5,2S9+R*2 
175 POKEV+7,2S9+R*2:POKEV+21,14 
18B POKEV+8,25+4*Kl:POKEV+1S,77-4*K2:POKEV+12,17S+K3 
183 POKEV+9,5S+8*R:POKEV+11,5S+8*R:POKEV+13,5S+8*R 
185 POKEV+16,32:POKE56266,7:POKE56267,7:POKE56289,7:POKE5629S, 

7 
19S E=E+55-5*R:TE=E:GOSUB1SBS:POKE562S9,3:POKE5621S,3:POKE5612 

8,2 
193 POKE561S8,3 
195 GOT073B 

2BB GOT06BB 
2B5 IFRNDI11(.6THEN2B9 

Input the vertical and horizontal co-ordinates, launch and 
move alien. 

2B6 IFF(>STHENTM=TM+l:IFTM>1BANDPEEKIV+2*F+11>8BTHEN5BB 
2B7 IFF=BTHENF=INTIRNDI11*3+41:TM=B:IFIPEEKIV+21IAND2 AIF-3"=S 

THENF=B:GOT02B9 
2B8 POKEV+21,PEEKIV+2110R2AF 
2B9 GETX$:IFX$=" _ "ANDICN=BORCN=2ITHEN4SB 
21B IFPEEKIV+91>189 OR PEEKIV+111>189 OR PEEKIV+131>189 OR E(= 

B THEN8BB 
215 IFX$="·THEN2BB 
22B IFX$("B" OR X$)"9" THEN2SB 
225 CN=CN+1 
23B IFCN=1THENPOKE1994,VALIX$I+48:K=1S*VALIX$I:GOT02BS 
235 IFCN=2THENPOKE1995,VALIX$I+48:H=K+VALIX$I:GOT02BB 
24B IFCN=3THENPOKE2B17,VALIX$I+48:L=1B*VALIX$I:GOT02BB 
245 CN=B:POKE2B18,VALIX$I+48:VT=L+VALIX$I:GOT02BB 

Check if alien has been hit by your missiles. 

25B POKE1836,32:IFHT=!THENSC=SC+1BB:GOT07BB 
255 IFHT=40RHT=5THENSC=SC+5B:GOT07BB 
26B GOT02BB 
4BB E=E-5:TE=E:GOSUB1BBB:CN=B:SX=INTI3.162*H+231:SY=INTI185-1. 

374*VTI 
4B3 POKE1836,16B 
4B5 HT=B:FORI=4T06:YD=PEEKIV+2*I+11-SY+1B:IFYD(BTHENYD=-YD 
41B XD=PEEKIV+2*II+2AI8-II*IPEEKIV+16IANDI2AII'-SX+12:IFXD(B 

THENXD=-XD 
415 IFXD(15ANDYD(15THENHT=I 
42B NEXT:POKEV+21,PEEKIV+2110R129 
422 IFIPEEKIV+21IAND2AIHT-3"=BTHENHT=B 
425 IFSX=91THENSX=86 
427 IFSX=268THENSX=272 
43B Ml=ISY-1931/ISX-91':M2=ISY-193'/ISX-2681:Cl=193-Ml*91:C2=1 

93-M2*268 
435 FORY=193TOSY STEP-3 
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448 POKEV+l,Y:X=INT«Y-Cl)/M1) 
445 IFX>255THENPOKEV+16,PEEK(V+16)OR1:POKEV,X-256:aOT0458 
447 POKEV+16,PEEK(V+16)AND254:POKEV,X 
458 Kl=193-Y:K2=39:aOSUB488 
455 POKEV+15,Y:X=INT«Y-C2)/M2) 
468 IFX)255THENPOKEV+16,PEEK(V+16)OR128:POKEV+14 ,X-256:aOT046 

5 
463 POKEV+16,PEEK(V+16)ANDI27:POKEV+14,X 
465 K2=46:GOSUB488 
478 NEXT:POKEV+21,PEEK(V+21)ANDI26:GOT0258 
488 IFK1(8THENPOKEV+K2,7:RETURN 
482 IFK1(15THENPOKEV+K2,1:RETURN 
484 IFK1(38THENPOKEV+K2,3:RETURN 
486 IFK1(45THENPOKEV+K2,15:RETURN 
488 IFK1(55THENPOKEV+K2,12:RETURN 
498 POKEV+K2,11:RETURN 

Enemy fires missile at base, move the missile. 

588 TE=8:GOSUB1888:POKE1856,168:B=8:IFE(28THENB=1 
585 EX=PEEK(V+2*F)+(2A (8-F»*(PEEK(V+16)AND2 A F):EY=PEEK(V+2*F+ 

1) 
518 IFEX=15STHENPOKEV+2*F,154:EX=154 
515 IFEX=289THENPOKEV+2*F,285:EX=2S5 
52S Ml=(EY-193)/(EX-158):M2=(EY-193)/(EX-289):C1=193-M1*15S:C2 

=1·93-M2*289 
525 POKEV+21,PEEK(V+21)ORI29:FORY=EYTOI93STEP3 
538 POKEV+l,Y:X=INT«Y-C1)/M1) 
535 IFX)255THENPOKEV+16,PEEK(V+16)OR1:POKEV,X-256:aOT054S 
537 POKEV+16,PEEK(V+16)AND254:POKEV,X 
548 Kl=193-Y:K2=39:aOSUB48S 
545 POKEV+15,Y:X=INT«Y-C2)/M2) 
558 IFX)255THENPOKEV+16,PEEK(V+16)OR128:POKEV+14 ,X-256:GOT055 

5 
553 POKEV+16,PEEK(V+16)ANDI27:POKEV+14,X 
555 K2=46:aOSUB488 
568 NEXT:POKEV+21,PEEKIV+21)ANDI126-2 A F':F=S:POKEI856,32:E=E-

INTIRNDll)*5+18' 
565 TE=E:GOSUBI888:GOSUB118S:GOT0288 

Plot the enemy on the screen and reset any previous dots. 

688 IFRNDll) (.7THEN285 
682 I=INTIRNDll)*3+1':D=RNDll):IFIPEEKIV+21'AND2 A I'=8THEN688 
6S5 IFD(.4THENPOKEV+2*I+l,PEEKIV+2*I+l'+1:POKEV+2*I+7,PEEKIV+2 

*I+7'+4:aOT02S5 
61S IFPEEKIV+2*I'(167THEN628 
615 POKEV+2*I,PEEKIV+I*2'-1:3=PEEKIV+I*2+6J+12A I5-IJ'*IPEEKIV+ 

16)AND2 A II+3'J 
616 IF3)=256AND3(=259THEN618 
617 POKEV+2*I+6,PEEKIV+2*I+6J-4:aOT02S5 
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618 POKEV+16,PEEK(V+16)AND(255-2 A (I+3)):POKEV+2*I+6,J-4:GOT028 
5 

628 POKEV+2*I,PEEK(V+I*2)+1:J=PEEK(V+I*2+6)+(2 A (5-I))*(PEEK(V+ 
16)AND2 A (I+3)) 

622 IFJ)=252ANDJ(=255THEN626 
624 POKEV+2*I+6,PEEK(V+2*I+6) +4: GOT0285 
626 POKEV+16,PEEK(V+16)OR(2 A (I+3)):POKEV+2*I+6,J+4:GOT0285 

Destroy the enemy ship, print the current score, restart 
game. 

788 POKEV+21,PEEK(V+21)OR2 A HT:POKEV+39+HT,3 
785 FORI=15T08STEP-l:POKEVL, I:POKEW, 129:POKEA,15:POKEHI,6: POKE 

LW,188:NEXT 
718 POKEW,8:POKEA,8:POKEVL,8 
728 POKEV+21,PEEK(V+21)AND(255-2 A HT-2 A (HT-3)):IFHT=FTHENF=8 
725 POKEV+39+HT, 11: IFHT=6THENPOKEV+45,3 
738 PRINT" EalI l!) l!) W W l!) l!) W W l!) W l!) l!) l!) W W l!) 

l!) l!) l!) W l!) W U U U U u .:. SC: • ; SC ; 
735 IFHT=6THENE=E+18: TE=E: GOSUB1888 
748 IF(PEEK(V+21)AND13)=8THEN188 
758 GOT0288 

Print score, end game, generate sound effects and dab for 
sprites. 

888 POKEV+21,8:PRINT" ~ m _ _ _____ _ 

818 

828 
1888 
1882 
HJ85 
1818 
1188 

1115 
1128 
181iJ1iJ1iJ 
18818 
18828 

18831iJ 

18841iJ 

18858 

18868 

18878 

18888 

GAME _ OVER": PRINT" W W W W l!) W W l!) 

l!) W" 
PRINT" _ 
AS _ - -_ II;SC 

END 
IFTE)99THENTE=99:E=99 

_ _ YOUR _ SCORE _ W 

IFTE(8THENTE=8 
I=INT(TE/18):J=TE-18*I:POKE1937,I+48:POKE1938,J+48 
RETURN 
FORI=15T08STEP-l:POKE53281,I+58:POKE53288,I+58:POKEVL,I: 
POKEW,129:POKEA,15 
POKEHI,58:POKELW,198:NEXT 
POKEW,8:POKEA,IiJ:POKE53281,IiJ:POKE53288,IiJ:RETURN 
DATA68, 126,255,255,255,255, 126,68 
DATA64,224,64 
DATA1,129,128,3,8,192,6,8,96,14,8,48,27,24,128,49,188, 21iJ4, 
96,255,134 
DATA192,255,3,129,219,129,3,231,192,129,231,129,192,219,3, 
96,255,6 
DATA49,189,148,27,24,216,14,IiJ,l12,6,1iJ,96,3,8,192,1,129,128 
,1iJ, 195,IiJ,IiJ, 182,8 
DATA1,8,128,3,8,192,6,68,96,12,255,48,25,255,152,51,255,28 
4,183,255,238 
DATA199, 255, 227, 287, 255, 243, 255, 255,255, 255, 255, 255, 25 5,25 
5,255,287,255,243 
DATA199,255,227,183,255,231,51,255,284,25,255,152,12,255,4 
8,6,6IiJ,96 
DATA3,8,192,1,8,128 
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CHECKSUM 

1=111 215=867 555=791 
1111=4628 22111;1566 56111=525111 
15=3935 225;71113 565=1893 
2111;4212 23111=3635 6111111;1113 
25=2142 235=361118 61112=4159 
3111=3711 24111=3637 61115=6293 
35=1765 245=3422 61111=1688 
4111=371115 25111;2849 615=628111 
45=1761 255=2783 616=1885 
5111=21111111 26111=525 617;311133 
6111=211111 4111111=5387 618=467111 
65=733 41113=591 62111;6279 
7111=3352 41115;5128 622=1883 
9111=2367 41111=6175 624=311132 
95=1196 415;1854 626=434111 

1111111=171111 42111=1775 7111111=2942 
11115=463111 422=2666 71115;4116 
11117;131 425=1265 71111=122111 
11111;2742 427=1397 72111=451119 
115=2981 43111;6441 725=2482 
12111=2974 435;132111 73111;1693 
125=3665 44111=21117111 735=2258 
127;1169 445;3726 74111=1762 
13111=2599 447=211126 75111=525 
135=2743 45111=1629 8111111;384111 
14111=4713 455=2133 81111=2361 
145=2688 46111=4161 82111=129 
15111=271113 463="232111 1111111111=169111 
155=4534 465=791 11111112=111118 
157=131 47111;2426 11111115=387111 
16111=281118 48111=1538 11111111=143 
165;4288 482;1613 11111111=4776 
167=3838 484=1614 1115=1285 
17111;211183 486;1672 112111=2177 
173=3574 488=1672 1111111111111;1773 
175=1946 49111=91111 11111111111=617 
18111;3681 5111111;311128 11111112111;3842 
183=3719 51115=5387 11111113111;3639 
185=319111 51111;2357 11111114111=453111 
19111;3926 515=2359 11111115111=4191 
193=535 52111=6484 11111116111=4691 
195=532 525;2868 11111117111=3747 
2111111=529 53111=21117111 11111118111=94111 
21115;1112 535=3725 
21116;4232 537=211126 TOTAL= 38442111 
21117=5721 54111=1629 
21118=176111 545=2133 
21119=2571 55111=416111 
21111=4677 553=232111 
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Breakin 

In this game you score 1 point for each brick you knock out of the wall. A 
bonus is awarded at the start of each game and every multiple of 100 
points gained refreshes the brick wall. You are given 9 balls for each 
game and you lose a ball each time it gets past your bat. The bat can be 
moved left and right with the 'Z' and 'M' keys. There are 3 different game 
versions and two bat sizes for your own'3election. Selecting Bat 2 gives 
200 bonus points. Selecting Bat 3 gives 100 bonus paints. 
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VARIABLES 
SC = Start address of screen 

CB = Colour offset value and base address for voice 1 sound 

GM = Game number 

BS = Bat size 

GS = Game score 
HS = High score 

FF = Voice 1 control register value 

BV = Vertical position of bat 

BH = Horizontal position of bat 

BY = Vertical position of ball 

BX = Horizontal position of ball 

BA = Screen position of ball 

DX = Horizontal movement value for ball 

DY = Vertical movement value for ball 

SW = Switch to allow screen refresh 
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5 REM BREAKIN 

Define variables 

HJ DNS=" I!I I!J I!J I!J I!J I!J I!J UJ UJ UJ W UJ W W W W W 
WWWWI!JUJI!JI!JUMUUUUUUUUU 
UUUUUUUUUUUUMUUUUUU 
UUMUUMUUU" 

2e SC=le24:NB=9:CB=54272:FORI=eT024:POKECB+I,e:NEXT:GOT02eee 
4e FORI=eT024:POKECB+I,e: NEXT: GOTOlee 

Make noise when ball hits bat 

5e REM SOUND ROUTINE 
6e POKECB+24,15:POKECB+4,e:POKECB+6,222 
7e POKECB+4,FF:POKECB+I,IS:POKECB,9 
se FORT=IT05:NEXT 
ge POKECB,e:POKECB+I,e:RETURN 

Move the ball and the bat around the screen. 

Ieee REM MOVE BAT 
le2e A=PEEKII97):IFA=64THENI22e 
le5e PRINTLEFTSIDNS,BV)RIGHTSIDNS,BH);:FORI=ITOBS:PRINT" 

NEXT 
le6e BH=BH+IIA=12)-IA=36»*2 
le7e IFBH<STHENBH=S 
lese IFBH>3S-BSTHENBH=3S-BS 
lege PRINTLEFTSIDNS,BV)RIGHTSIDNS,BH);:FORI=ITOBS:PRINT". 

; :NEXT: 
12ee REM CHECK BOUNDARY HIT 
122e BX=BX+DX: BY=BY+DY: FF=21 
123e IFBX<9THENDX=-DX:GOSUB5e:GOTOI52e 
124e IFBX>36THENDX=-DX:GOSUB5e:GOTOI52e 
125e IFBY<lTHENBY=1:DY=-DY:GOSUB5e:GOT0152e 
126e IFBY>23THENBY=23:DY=-DY:GOSUB5e 

Test if ball hit brick or bat change the ball direction 

15ee REM CHECK BAT/BRCK HIT & PRINT BALL 
152e POKEBA,32:BA=SC+BY*4e+BX 

" .. ,. 

153e IFPEEKIBA)=12eTHENBA=Bl:DY=-DY:FF=133:GOSUB5e:GOTOleee 
154e IFPEEKIBA)=2RJ7THENDY=-DY:FF=35:GOSUB5e:GS=GS+l:PRINT" I!I 

• W"GS 
155e POKEBA,Sl:POKEBA+CB,e 
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156111 
157111 

158111 

159111 
16111111 
161111 

Check if player missed the ball and see whether last game. 

REM CHECK FOR MISSED BALL 
IFGM=1ANDBY>22ANDDY=-1 THENNB=NB-1: PRINT" EEl IIJ Id IIJ W IIJ 
Id Id Id Id • "NB 

IFGM<>1ANDBY=12THENNB=NB-1:PRINT" EEl Id W Id IIJ Id IIJ IIJ 
Id W • "NB 

IFNB(1THEN5111111111 
IFINTCGS/11111111-CGS/11111111 < >IIITHEN1111111111 
ONG~lGOSUB265I11, 27111111, 28111111 

Print the title page, input the difficulty level and bat size. 

2111111111 REM TITLE SCREEN 
21112111 POKE53281, 3: POKE5328111, 3: PR I NT· ~ Id W Id IIJ • 

- - - -- · " 21113111 FORT=1T01111111:NEXT 
21114111 PRINT" ~ Id Id W W Id g 

• • • • . " 21115111 FORT=1T01111111:NEXT 
21116111 PRINT" '-:.i Id W Id W W W g - - -• • • :III · " 21117111 FORT=1T01111111:NEXT 
2111813 PRiNT" '-:.i Id Id W W Id W W 0 

• g • • • • • c: . " 
21119111 FORT=1T01111111:NEXT 
21111111 PRINT" ~ Id Id W W Id W Id W 0 

• g • • • • • = · " 21113 FORT=1 TO 1111111: NEXT 
212111 PRINT" '-:.i Id W Id Id W W Id Id W Ie 

• n • g • • • • • - = • m · " 213111 FORT=1T01111111:NEXT 
214111 PRINT" '-:.i Id W W W Id W W W W W Ie - • n • g • • • • • - = • m . " 
215111 FORT=1T02111111: NEXT: FF=35: GOSUB5111 
216111 PRINT" '-:.i W W Id Id W W Id Id Id W Ie .. .. .. .. 

.. B .. n • .. g • .. • • .. • • .. c: • EEl • n 

217111 FORT=1T02111111:NEXT:FF=21:GOSUB513 
218111 PRINT" '-:.i W W W W W W W W W W Ie .. 

.. B .. OR .. r.!II • .. • • .. • • = • EEl · " 219111 FORT=1T02111111:NEXT: FF=35: GOSUB5111 
22111111 PRINT" '-:.i W W Id Id W W W Id Id W Ie .. .. - _B .. OR_ gE .. • • • • c: • m · " 221111 FORT=1T02111111:NEXT:FF=21:GOSUB513 
222111 PRINT" '-:.i W W Id Id W W Id W W W Ie -.. B .. OR_ gE .. • A .. :III • .. = • .. m . " 
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2230 FORT=lT0200:NEXT:FF=35:GOSUB50 
2240 PRINT" ~ m ~ ~ ~ ~ ~ m m m m ~... ... ... ... 

... ... B ... DR ... raE ... • A ... ~K ... C. 
_8e" 

2250 FORT=lT0200:NEXT:FF=21:GOSUB50 
2260 PRINT" L:.i m m ~ ~ ~ ~ ~ m m ~ c ... 

... B ... DR ... !:!IE ... • A ... ~K ... CI 
..... m ... 

2270 FORT=lT0200:NEXT:FF=35:GOSUB50 
2280 PRINT" ~ m m ~ ~ ~ ~ m m m we ... 

... B ... DR ... raE • A ... ~K ... CI 
... E:l N" 

2290 FORT=l T0200: NEXT: FF=21: PRINT" m ~" 
2300 GOSUB50 

Print difficulty level, bat size and other player information. 

2400 PRINT". 13 SELECT GAME 
(1-31 ":FORT=lT090:NEXT 

2410 PRINT" [] !!!! ... ... SELECT GAME 
(1-31";:FORT=lT090:NEXT 

2420 GETGM$: IFGM$<" l"THENPRINT: PRINT" [] "; : GOT02300 
2430 IFGM$)"3"THENPRINT:PRINT" [] ";:GOT02300 
2440 GM=VAL(GM$I:PRINT" "GM:PRINT:FF=35 
2450 GOSUB50 
2460 PRINT". 1.3 SELECT 

(2-31 ":FORT=lT090:NEXT 
BAT 

2470 PRINT" [] ~ ... ... SELECT BAT 
(2-31 ";:FORT=lT090:NEXT 

2480 GETBS$:IFBS$<"2"THENPRINT:PRINT" [] ";:GOT02450 
2490 
2500 
2510 
2570 

IFBS$)"3"THENPRINT:PRINT" [] ";:GOT02450 
BS=VAL(BS$I:PRINT" ... "BS 
NB=9:GS=100*(4-BSI 
FORT=lT0500:NEXT 

Print breakin court 

2580 PRINT" ~ • .... 1.3 ........ 
BREAK IN ... 

2590 FORI=lT023:PRINT" ... 

26"00 PRINT". 

GlI" 

1.3 ":NEXT 
13 

..... La ... ~ .... 

NUMBER 

NUMBER 

SIZE 

SIZE 

2610 PRINT" GlI SCORE": PRINTGS: PRINT" ~ HIGH": PRINT"SCORE": PRINTH 
S:PRINT" m BALLS" 

2620 PRINT"LEFT": PRINTNB: PRINT" ~ GAME": PRINT"NUMBER": PRINTGM 
2631iJ PRINT" m BAT":PRINT"SIZE":PRINTBS 
2641iJ ONGMGOT02651iJ,271iJ1iJ,281iJ1iJ 
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Set up screens for game 1, game 2 and game 3. 

2658 REM GAME 1 
2655 PRINT" Ed IU IU n" 
2668 FORJ=1T04: PRINT" at ... at ... at u u U 13 r- r r- r- r­

r-rr-r-r-r-r-r-rr-r-rr-r-r-r-r-r-r­
r r r r r- r- ": NEXT 

2665 IFGS>8THENGS=GS+l 
2666 IFSW>8THEN1880 
2670 SW=I:BV=21:BH=17:BY=15:BX=18:BA=SC+BY*48+BX:DX=-1:DY=-1 
2680 GOT01058 
2700 REM GAME2 
2718 PRINT" GIl IU IU g" 
2720 FORJ=1T03:PRINT" U U at u u u u ... 13 r- r- r- r- r 

r-rr-r-r-r-r-r-rr-r-r-rr-r-r-r-r-r­
r r r r- r- r- ": NEXT 

2730 PRINT" IU IU RI IU IU IU IU IU IU RI RI RI" 
2740 FORJ=1T03:PRINT" U U U U U U U U 13 r- r r- r- r­

r-rr-r-r-r-r-r-rr-r-r-rr-r-r-r-r-r­
r- r r r- r- r- ": NEXT 

2745 IFGS>0THENGS=GS+l 
2746 IFSW>0THEN1000 
2750 SW=I:BV=13:BH=20:BY=18:BX=21:BA=SC+BY*40+BX:DX=1:DY=-1 
2760 GOT01050 
2800 REM GAME3 
2810 PRINT" GIl IU RI" 
2820 FORI=0T08:PRINT" U U U U U U U U U U ";:FORJ=9-I 

T01STEP-l: PRINT" 13 Ie r- ";: NEXT 
2830 PRINTSPCII*2+8';:FORJ=9-IT01STEP-l:PRINT" r- "I:NEXT:PRINT: 

NEXT:PRINT 
2858 FORI=0T08: PRINT" U U U ... U U ...... U U ";: FORJ=1 TOI 

+1: PRINT" 13 C r- ";: NEXT 
2869 PRINTSPCII18-I,*2'+8';:FORJ=ITOI+I:PRINT" r- ";:NEXT:PRINT: 

NEXT:PRINT" GIl " 
2865 IFGS>8THENGS=GS+l 
2866 IFSW>0THENI090 
2879 SW=I:BV=13:BH=16:BY=9:BX=24:BA=SC+BY*49+BX:DX=I:DY=-1 
2889 GOT01950 

Ask player if he wants another. 

5000 REM END GAME 
592111 PRINT" GIl IU RI IU IU RI RI IU IU IU RI IU IU IU at U U 

U ... U U U ... ... _ ANOTHER _ GAMEIY/N'" 
511138 GETA$ 
5058 IFA$="N"THENPRINT" 5.:. ": END 
5860 IFA$<>"Y"THEN5036 
5070 IFGS>HSTHENHS=GS 
511180 SW=0:GOT0228111 
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CHECKSUM 

5=8 2198=1821 2838=3941 
18=3789 2288=3676 2858=3397 
28=4262 2218=1817 2868=4143 
48=2268 2228=3532 2865=1448 
58=8 2238=1821 2866=936 
68=2318 2248=3396 2878=5463 
78=1977 2258=1817 2888=579 
88=868 2268=3252 5888=8 
98=1284 2278=1821 5828=2726 

1888=8 2288=3118 5838=267 
1828=1658 2298=1853 5858=1359 
1858=3218 2388=247 5868=1285 
1868=2188 2488=3625 5878=1328 
1878=1879 2418=3827 5888=1872 
1888=1914 2428=2653 
1898=3684 2438=2178 TOTAL= 257594 
1288=8 2448=2872 
1228=2291 2458=247 
1238=2388 2468=3391 
1248=2427 2478=3593 
1258=2986 2488=2674 
1268=2332 2498=2176 
1588=8 2588=1325 
1528=2888 2518=1644 
1538=4883 2578=975 
1548=4413 2588=2593 
1558=1254 2598=3324 
1568=8 2688=2264 
1578=4878 2618=3959 
1588=3387 2628=2957 
1598=913 2638=1488 
1688=2512 2648=1448 
1618=1287 2658=8 
2888=8 2655=317 
2828=2899 2668=8437 
2838=975 2665=1448 
2848=2337 2666=936 
2858=975 2678=5699 
2868=2495 2688=579 
2878=975 2788=8 
2888=3837 2718=317 
2898=975 2728=8438 
2188=3147 2738=534 
2118=975 2748=8438 
2128=3941 2745=1448 
2138=975 2746=936 
2148=4873 2758=5588 
2158=1821 2768=579 
2168=3945 2888=8 
2178=1817 2818=286 
2188=3816 2828=3882 
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Tanc 

This game is a two player tank game. You need two joysticks to play. 
Each player has 3 tanks. If a tank is hit 3 times it is destroyed. Avoid the 
mud because it slows down your progress. 
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REM TANC 

Build four versions of tank and set screen colours. 

UJ REM INITIALIZE 
2111 POKE5328111,2:POKE56,6111:POKE52,6111:CLR:PRINT" 1,:.;" 

3111 FORI=1536111T01536111+256:READA:POKEI,A:NEXTI 
4111 FORI=15616T01568111:POKEI,lII:NEXTI 
5111 POKE15647,24:SH=244:POKE211142,SH:POKE211143,SH:Ll=3:Pl=Ll:L2= 

Ll:Hl=Ll 
6111 POKE53269,3:SE=24111:POKE53248,27:POKE53249,217:POKE21114111,SE: 

AB=l:AC=l 
65 POKE53288 , 1: SP=243:POKE5325111,251:POKE53251 ,53:POKE211141 ,SP 
66 PRINT" 13 • ----- -------- ----------- -----_. 
67 FORI=lIIT021 : PRINT" • .- .- .- .- .- .- .- .- .- .- .- .-

.- .- .- .- 13 

• ":NEXTI 
68 PRINT" 13 • !! ------------------------------13 • . 
69 GOSUB9111 

Print maze on screen and main logic loop. 

7111 GOSUB2111111 
71 IFAB=lIITHENGOSUB83111 
72 IFAC=lIITHENGOSUB11113111 
75 GOSUB4111111 
76 SS=PEEKI532781:SB=PEEKI532791 
77 IFISSAND61=6THEN25111111 
78 IFISSAND91=9THEN2111111111 
8111 GOT07111 
9111 PRINT" HlI .. U U .. .. .. .. u .. .. .. .. uu .. .. .. .. .. .. .. u u u .. .. u u .. .. .. .. PLAYER .- 1" 

91 PRINT" .. U U U U .. .. .. .. .. u .. .. u .. uu 
u u .. .. u .. u u .. .. .. .. .. .. U LIVES: ";P1 

92 PRINT" .. .. .. .. .. .. .. .. .. .. .. .. .. u .. .. .. 
u .. .. .. u .. .. .. IJ .. .. .. IJ U .. HITS:" IH1 

93 PRINT" .. .. u u .. .. .. .. u .. u .. .. .. .... .. 
u uu .. u u u u .. .. u u u u .. PLAYER .- 2"; 

94 PRINT" U U U U U .. U U U U U .. .. U ...... 
UU U U U U U U .. U U .. U .. .. LIVES:"; L1 

95 PRINT" .. .. .. U .. .. .. .. .. U .. .. .. U .... .. .. U U .. U U U U .. U U .. U .. .. HITS:" ;L2 
96 PRINT" lSI W W W .. .. IJ 13 •• 

U .. .. 
U .. U .. U U .. .. U .. "; 

97 PRINT" .. .. .. 13 •• U .. .. U .. .. .. .. .. .. .. U .. n; 
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98 PRINT" W W U U U 13 •• U U 
U U U U U U U U U 
UUU U U U U .. 0; 

100 PRINT" U U U 13 •• U U U U 
U U U U U U U U U 

UUU U U .. A; 
101 PRINT" U U U U U U U U U U U U U U U 13 

U U U ... U U U U U U U U U U U U U 
UUU .. .. If; 

102 PRINT" U U UU U U U U U U U U U U U 13 
U U UU U ... ... U U U U U U U U U U 

UUU U .. "; 
103 PRINT" U U UI3 U U U U 

U U U U U U 
UUU U .. OJ 

104 PRINT" U U UI3 U U U U 
U U U U U U 

UUU U .. 0; 
108 PRINT" W W U ... U 13 U U 

U U U U U U 
UUU U U U I!I A; 

109 PRINT" U U U 13 U U 
U U U U U U U U 

UUU U .. A; 
110 PRINT" If) W U ... U 13 U U 

U ... U U U U 
UUU U U ... .. n; 

111 PRINT" U U U 13 •• .... U U 
.... .... .... U U U U U U ... 
UUU .. U U - n. - , 

180 POKE53287,l:POKE53288,0 
181 A=PEEK(53278):A=PEEK(53279):SS=0:SB=0 
190 RETURN 

Input player one and player two joystick movement, move 
tank. 

200 REM 30YSTICK CONTROL 
203 IF(SBAND1)=lTHENS1=1:GOT0210 
205 Sl=4 
210 IFNOTPEEK (56320) AND1THENSE=240:GOT0242 
220 IFNOTPEEK(56320)AND2THENSE=241:GOT0244 
230 IFNOTPEEK (56320) AND4THENSE=243: GOT0248 
235 IFNOTPEEK(56320) AND8THENSE=242: GOT0246 
240 IFNOTPEEK (56320) AND16THENGOT0700 
241 RETURN 
242 IFPEEK(S3249»49THENPOKE53249,PEEK(53249)-Sl:GOT0300 
244 IFPEEK(53249)(219THENPOKE53249,PEEK(53249)+Sl:GOT0300 
245 GOT0242 
246 IFPEEK(53248) (253THENPOKE53248,PEEK(53248)+Sl:GOT0300 
248 IFPEEK(53248»24THENPOKE53248,PEEK(53248)-Sl:GOT0300 
249 GOT0246 
300 POKE2040,SE 
310 IFNOTPEEK(56320)AND16THENGOT0700 
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35111 RETURN 
4111111 REM JOYSTICK CONTROL PL2 
41112 IF (SBAND21 =2THENS2=1: GOT041111 
41115 S2=4 
41111 IFNOTPEEK(563211ANDITHENSP=24111:GOT0442 
42111 IFNOTPEEK (563211 AND2THENSP=241:GOT0444 
43111 IFNOTPEEK(563211AND4THENSP=243:GOT0448 
435 IFNOTPEEK (56321 I AND8THENSP=242: GOT0446 
44111 IFNOTPEEK (56321 I AND 16THEN9111111 
441 RETURN 
442 IFPEEK(532511)49THENPOKE53251,PEEK(532511-S2:GOT06111111 
444 IFPEEK(532511 (219THENPOKE53251,PEEK(532511 +S2:GOT06111111 
445 GOT0442 
446 IFPEEK(53251111 (253THENPOKE5325111, PEEK (53251111 +S2:GOT06111111 
448 IFPEEK(53251111)24THENPOKE5325111,PEEK(53251111-S2:GOT06111111 
449 GOT0446 
6111111 POKE211141,SP 
61111 IFNOTPEEK (563211 AND 16THEN9111111 
65111 RETURN 

Player one has fired gun, keep the shell moving, check for 
bang. 

7111111 IFAB=I1ITHEN83111 
71115 AB=I1I:SC=5:SK=SE 
71111 POKE53252,PEEK(532481:POKE53253,PEEK(532491 
72111 IFSE=24I11THEN743 
73111 IFSE=241THEN745 
74111 IFSE=242THEN747 
741 IFPEEK(532521(2I11THEN87111 
742 GOT075111 
743 IFPEEK(532531(2I11THEN87111 
744 GOT076111 
745 IFPEEK(532531)235THEN87111 
746 GOT077111 
747 IFPEEK(532521)235THEN87111 
748 GOT078111 
75111 POKE53252,PEEK(532521-1111:GOT079111 
76111 POKE53253,PEEK(532531-1111:GOT079111 
77111 POKE53253, PEEK (532531 +1111: GOT079111 
78111 POKE53252,PEEK(532521+1111 
79111 IFSC=5THENPOKE53269,PEEK(5326910R4 
8111111 SC=SC-l:IFSC=I1ITHEN87111 
82111 RETURN 
83111 I FSK=24I11THEN743 
84111 IFSK=241THEN745 
85111 IFSK=242THEN747 
86111 IFSK=243THEN741 
87111 POKE53269,PEEK (532691AND251: AB=1 
89111 RETURN 
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Player two has fired gun, move shell and check for bang. 

988 IFAC=8THEN1838 
985 AC=8:SD=5:SL=SP 
918 POKE53254,PEEK(53258':POKE53255,PEEK(53251' 
928 IFSP=248THEN943 
938 IFSP=241THEN945 
948 IFSP=242THEN947 
941 IFPEEK(53254'(28THEN1878 
942 GOT0958 
943 IFPEEK(53255'(28THEN1878 
944 GOT0968 
945 IFPEEK(53255')235THEN1878 
946 GOT0978 
947 IFPEEK(53254')235THEN1878 
94S GOT09S8 
958 POKE53254,PEEK(53254'-18:GOT0998 
968 POKE53255,PEEK(53255'-18:GOT0998 
978 POKE53255,PEEK(53255'+18:GOT0998 
9S8 POKE53254 ,PEEK (53254' +18 
998 IFSD=5THENPOKE53269,PEEK (53269' ORS 
1888 SD=SD-l:IFSD=8THEN1870 
1828 RETURN 
1838 IFSL=248THEN943 
1848 IFSL=241THEN945 
1858 IFSL=242THEN947 
1868 IFSL=243THEN941 
1878 POKE53269,PEEK(53269'AND247:AC=1 
18S8 RETURN 

Print the scores; end the game and prompt for another. 

2888 REMPLAYERTWO 
2885 GOSUB1878 
2818 L2=L2-1 
2828 PRINT" IS! m m m 10 m WUU U U U U U .. U 

U .... U U .. .. .. UUU U U .. U U .. U ...... U U .. .. U U ";Ll 
2038 PRINT" U U U U .. U UUU U U U U U U U 

UUU U U U U U UUU U U .. U U U U 
.. ";L2 

2848 IFL2=8THENL2=4:Ll=Ll-1 
21Z158 IFLl=8THEN3880 
2055 ·SS=PEEK(5327S':SB=PEEK(53279' 
2860 GOT070 
2508 REMPLAYERONE 
2505 GOSUBS70 
2510 Hl=Hl-l 
2520 PRINT" Ed mu .. U U u .. u U U U U U U U 

UU" UU" U U U .. .. .. U U U U U U 
U"U U ";Pl 
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2531iJ 

2548 
2558 
2555 
2568 
31iJ88 
3818 
3188 
3158 
3288 
3258 
3388 
3311iJ 
3315 
3328 

51iJ1iJ1iJ 
51iJ11iJ 

51iJ21iJ 

51iJ31iJ 
51iJ51iJ 
51iJ61iJ 

51iJ71iJ 

51iJ81iJ 
511iJ1iJ 
5111iJ 

5128 

5131iJ 
5158 
5168 

5178 

5188 
~888 

PRINT" .. .. .. .. U U II .. U U U U U U U U U ...... .. .. .. .. U U U U .. U .. U U .. .. .. 
.. ";H1 

IFH1=8THENH1=4:P1=P1-1 
IFP1=8THEN3188 
SS=PEEK(53278):SB=PEEK(5327~) 

GOT078 
PRINT" w 13 .. .. .. .. .. .. PLAYER _ ONE " ; 
GOT03158 
PRINT" w 13 .. .. .. .. .. .. PLAYER _ TWO " ; 
POKE5326~,8 

PRINT" L3 WON. " 
PRINT 
PRINT"ANOTHER _ GAME. (YIN)" 
IFPEEK(1~7)=25THENRUN 

IFPEEK(1~7)<>3~THEN3311iJ 

PRINT" w":STOP 

Data for the up, down, left and right versions of tank. 

REM UP TANe 
DATAIiJ,IiJ,8,8,8,8,8,68,8,8,24,8,7,24,224,7,24,224,7,24,224,7 
,24,224 
DATA7,255,224,7,255,224,7,255,224,~,255,224,7,255,224,7,25 

5,224 
DATA7,8,224,7,IiJ,224,7,8,224,7,8,224,8,8,8,IiJ,0,8,8,8,8,8 
REM DOWN TANe 
DATA 8,8,8,IiJ,8,8,IiJ,IiJ,8,7,8,224,7,IiJ,224,7,8,224,7,8,224,7,2 
55,224,7,255,224 
DATA7,255,224,7,255,224,7,255,224,7,255,224,7,24,224,7,24, 
224,7,24,224 
DATA7,24,224,8,24,8,8,61iJ,8,8,8,8,8,IiJ,8,IiJ 
REM RIGHT TANe 
DATAIiJ,8,8,8,8,8,1iJ,1iJ,8,1iJ,IiJ,8,3,255,224,3,255,224,3,255,224, 
8,62,8,8,62,8 
DATA8,62,8,1iJ,63,248,8,63,248,8,62,8,8,62,8,8,62,8,3,255,22 
4,3,255,224 
DATA3,255,224,8,8,8,8,IiJ,8,IiJ,8,8,8 
REMLEFT TANe 
DATA8,8,IiJ,8,8,8,8,8,8,IiJ,8,8,3,255,224,3,255,224,3,255,224, 
8,62,8,8,62,8 
DATA8,62,8,15,254,IiJ,15,254,1iJ,8,62,IiJ,8,62,8,8,62,IiJ,3,255,22 
4,3,255,224 
DATA3,255,224,8,8,8,8,8,IiJ,8,IiJ,8,1iJ,8 
PRINTPEEK(1~7):GOTO~888 
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CHECKSUM 

1iJ=1iJ 241=143 831iJ=11iJ1iJ2 
11iJ=1iJ 242=3271iJ 841iJ=11iJ1iJ6 
21iJ=2242 244=3321 851iJ=11iJ1iJ6 
31iJ=2529 245=527 861iJ=11iJ1iJ2 
41iJ=1864 246=3321iJ 871iJ=1897 
51iJ=481iJ7 248=3264 891iJ=143 
61iJ=4342 249=527 91iJ1iJ=91iJ3 
65=3313 31iJ1iJ=567 91iJ5=1437 
66=5922 311iJ=1885 911iJ=2248 
67=3191 351iJ=143 921iJ= 1 1iJ1iJ4 
68=6143 41iJ1iJ=1iJ 931iJ=11iJ1iJ8 
69=251 41iJ2=21iJ57 941iJ=11iJ1iJ8 
71iJ=294 41iJ5=364 941=141iJ5 
71=991 411iJ=2444 942=534 
72=11iJ51iJ 421iJ=2447 943= 141iJ6 
75=298 431iJ=2441 944=535 
76=1954 435=2447 945=1456 
77=1294 441iJ=151iJ2 946=536 
78=1296 441=143 947=1455 
81iJ=476 442=3268 948=541 
91iJ=2191 444=3313 951iJ=1993 
91=2148 445=531 961iJ=1995 
92=21iJ24 446=3312 971iJ=1994 
93=2124 448=3262 981iJ=1347 
94=2136 449=531 991iJ=21iJ22 
95=21iJ28 61iJ1iJ=578 11iJ1iJ1iJ=1727 
96=2561iJ 611iJ=151iJ2 11iJ21iJ=143 
97=251iJ8 651iJ=143 11iJ31iJ=11iJ1iJ1iJ 
98=2377 71iJ1iJ=854 11iJ41iJ=11iJ1iJ4 

11iJ1iJ=2367 71iJ5=1423 11iJ51iJ=11iJ1iJ4 
11iJ1=1965 711iJ=2248 11iJ61iJ=11iJ1iJ1iJ 
11iJ2=1965 721iJ=998 11iJ71iJ=191iJ1 
11iJ3=2331 7311J=11iJ1iJ2 l1iJ81iJ=143 
11iJ4=2331 741iJ=11iJ1iJ2 21iJ1iJ1iJ=1iJ 
11iJ8=2343 741=1346 21iJ1iJ5=351 
11iJ9=2319 742=531iJ 21iJ11iJ=667 
111iJ=2343 743=1347 21iJ21iJ=2284 
111=2659 744=531 21iJ31iJ=1824 
181iJ=1172 745=141iJ5 21iJ41iJ=181iJ8 
181=271iJ6 746=532 21iJ51iJ=896 
191iJ=143 747=141iJ4 21iJ55=1954 
21iJ1iJ=1iJ 748=537 21iJ61iJ=476 
21iJ3=21iJ51 751iJ=1985 251iJ1iJ=1iJ 
21iJ5=365 761iJ=1987 251iJ5=31iJ6 
211iJ=2428 771iJ=1986 2511iJ=662 
221iJ=2431 781iJ=1347 2521iJ=21iJ13 
231iJ=2425 791iJ=21iJ11iJ 2531iJ=1821iJ 
235=2431 81iJ1iJ=1673 2541iJ=1835 
241iJ=1885 821iJ=143 2551iJ=91iJl 
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2555=1954 3328=585 5128=3944 

2568=476 5888=8 5138=1751 

3888=1538 5818=3491 5158=8 

3818=588 5828=3444 5168=4134 

3188=1523 5838=2916 5178=3928 

3158=532 5858=8 5188=1862 

3288=539 5868=4383 9888=1283 

3258=153 5878=4188 

3388=1564 5888=2898 TOTAL= 284764 

3318=1217 5188=8 

3315=1494 5118=4134 
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Machine Language Sprite Management 

This short program is a machine language routine that controls all sprite 
movements, in a manner that is totally independent of BASIC! 

For the technically minded, the routine is interrupt-driven - that is, 
every 50th of a second the machine language program looks to see if 
anything needs to be done to each sprite. 

The routine is so fast that it takes up virtually no time and thus has almost 
no effect on the speed of your BASIC program. 

ABO(JTSPRITES 

Sprites are shapes that can be moved anywhere on the screen by 
specifying their position. The Commodore 64 has facility for up to 8 
sprites to be displayed at anyone time, and these are numbered 0-7. Let 
us call this sprite number, SP. The following properties must be defined 
for each sprite, as a minimum. 

Sprite enable 
This determines whether a particular sprite is to be ON (Le. displayed) or 
OFF (not displayed). 
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The information about this is held in a single byte (the variable called 
ENSP in this program). This byte is at location 53269, and the 
information is as follows: 

I~I~I~I~I~I~I~I~I 
S~rite 7 Sprit~0 

with each 'cell' holding a 1 or a 0. 

To turn ON a sprite that is off: 

POKE ENSP, PEEK(ENSP) + 2 i SP 

To turn OFF a sprite that is on: 

POKE ENSP, PEEK(ENSP) - 2 i SP 

Sprite colour 
Each sprite can be any of the Commodore's 16 colours, and this 
information is held in a table of 8 bytes starting at location 53287 
(variable COLSP). To make the sprite white, say (colour 1) then: 

POKE COLSP + SP, 1 

Define its position 
The screen position range for each sprite is from (24, 50) to (344, 250), 
where the X-position goes from 24 at left to 344 at right and the Y­
position goes from 50 at the top to 250 at the bottom. 

(There are values possible outside this range, but it means that the 
sprites are not visible - e.g. a sprite at (0,0) is too high for you to see.) 

The position of each sprite is held in a table starting at 53248 which is set 
out as follows: 

X-position sprite 0 
Y -position sprite 0 
X-position sprite 1 
Y -position sprite 1 
... etc. 

In order to set a sprite's position: 

POKE XSP + 2 * SP, ... : POKE YSP + 2 * SP, ... 

with the appropriate values inserted into the line. 
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You will probably be aware that the highest number that can be POKEd 
is 255, and so you cannot POKE X-values above this into this table. 

The Commodore 64 has a special byte at 53264 (called HIGH in this 
program) which indicates if any sprite's X-position is greater than 255. 

This byte is similar to the sprite enable byte: 

I~I~I~I~I~I~I~I~I 
{prite 7 sprit~0 

If any of the 'bits' in this byte are on, it indicates that 256 needs to be 
added to the X-value for that sprite in the X-position table. 

For example, to set an X-position of 320 (256 + 64) then do: 

POKE XP + 2 * Sp, 64 : POKE HIGH, PEEK (HIGH) + 2 i SP 

Define its shape 
Each sprite has to have a shape defined for it, and elsewhere in this 
book we give you a program that enables you to design sprite shapes 
easily (see SPRITE CREATE). 

The Commodore 64 has a table at the end of the screen that tells it where 
to find the shape data. NOTE that each sprite requires 63 bytes to define 
it, and that for other reasons the Commodore 64 requires that the shape 
data be: 

1. in the same 16K block as the screen. 
2. start on a 64 byte boundary. 

There are only 256 such 64K areas, and so we can specify where to find 
the shape data in a simple byte. 

The Commodore 64 screen is usually in the first 16K of memory from 
1024 to 2047 and the shape data pOinters are from 2040 onwards. 

To tell the Commodore 64 that the shape data for a particular sprite is in 
the 13th 64K block (memory locations 832 to 895): 

POKE 2040 + SP, 13 

In the standard Commodore 64, running a BASIC program, it is safe to 
place sprite shape data in the following 64K blocks: 

13,14,15,250,251,252,253,254,255. 
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About this program 
The power of Machine Language Sprite Management is that it enables 
you to control each sprite in a very simple manner once you have 
defined it, as shown above. 

For each sprite, three variables are defined: 

XING - its horizontal speed 
VING - its vertical speed 
DIR - the directions it is allowed to go in. 

XING and VING are both in tables, and to set a sprite's movement at the 
slowest non-zero speed: 

POKE XING + SP, 1 : POKE VING + SP, 1 

The DIR variable allows you to choose either no allowed movement, 
movement in only one direction (such as right) or movement in diagonal 
directions (by allowing both up and right movement, for example). 

UP = 1 
0= no move 

LEFT = 4 RIGHT = 8 

DOWN=2 

To set movement to right and up (1 + 8 = 9): 

POKE DIR + SP, 9 

(Ising this program 
The program lines listed can be added to any of your own programs, 
and the Sprite Management Program is called by using GOSUB 8000. 

NOTE that once this has been set up, and sprites enabled, the sprites 
will continue even when the program has finished running! It can be 
quite amusing to see sprites on the screen when editing a program. 

To stop the sprites being shown, you can dis-enable all sprites by POKE 
53269, 0. (This will not stop the routine being called each interrupt.) To 
stop the routine, press RUN STOP/RESTORE. 
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8888 XINC=49389:YINC=49317:DIR=49381:ATAB=49293:0TAB=49285 
8818 PRI=53275:SCLN=53278:MULT=53276:BAKCLN=53279:ENSP=53269:CO 

LSP=53287 
8815 
8828 
8838 
8848 
8858 
9888 
9818 
9828 
9838 
9848 
9851iJ 
9868 
9871iJ 
9888 
9891iJ 
911iJ1iJ 
9111iJ 
9128 
9138 
9148 
9158 
9168 
9178 
9188 

XSP=53248:YSP=53249:HIGH=53264 
FORI=8T0148:READA:POKE49152+I.A:NEXT 
FORI=8T07:POKEDIR+I.8:POKEXINC+I.8:POKEYINC+I.8:NEXT 
POKE56333.127:POKE788.IiJ:POKE789.192:POKE56333.129 
RETURN 
DATA162.7. 138.18.168.24. 189.149 
DATA192.133.251.71iJ.251.144.14.185 
DATA1,21iJ8.281.51,144.7.56.253 
DATA165. 192. 153. 1.288.71iJ.251. 144 
DATAI4. 185. 1.21iJ8.281.226. 176.7 
DATA24. 125.165. 192. 153. 1. 288.71iJ 
DATA251. 144.36. 173. 16.21iJ8.61. 133 
DATA192.288.7.185.8.288.281,25 
DATAI44.21. 185.8,288,56.253. 157 
DATA192. 153,1iJ.21iJ8. 176.9. 173,16 
DATA21iJ8.61,141,192,141,16.288,78 
DATA251.144,36,185,IiJ,288.281.64 
DATA144.11.173,16,288,61.133.192 
DATA21iJ8.21.185,8.21iJ8.24.125.157 
DATA192.153.8,288,144.9.173.16 
DATA288.29,133,192. 141. 16,288,21iJ2 
DATA16.128.76.49,234,I,2.4 
DATA8.16.32,64,128,254,253,251 
DATA247.239.223,191.127 

CHECKSUM 

881iJ8=4378 
81iJ18=6835 
81iJ15=2443 
8828=2186 
81iJ31iJ=3646 
8848=2588 
81iJ51iJ=143 
9881iJ=1646 
9811iJ=1773 
91iJ28=1527 
91iJ31iJ=1781 
9848=1574 
9858=1642 
9868=1726 
91iJ78=1571 
9888= 1631iJ 
9898=1586 
9181iJ=1783 
9118=1651 
9128=1688 
9138=1638 
9148=1584 

9158=1769 
9168=1346 
9171iJ=1598 
9188=1165 

TOTAL= 51833 
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REM EXAMPLE PROGRAM A 

Call Sprite Management routine. 

100 GOSUB 8000 

Choose sprite #0, make it white. 

110 SP=0 :POKE ENSP,2 A SP 
120 POKE COLSP+SP,1 

130 POKE XSP+2*SP,170 :POKE YSP+2*SP,140 

Make the shape a square blob 

140 FOR 1=0 TO 63 :POKE 832+1,255 :NEXT I 

150 POKE 2040+SP,13 

1000 GOTO 1000 

CHECKSUM 
0=0 

100=355 
110=1414 
120=1006 
130=2538 
140=1866 
150=869 

1000=579 

TOTAL= 8627 

Tell the C64 where the shape data is. 

Wait until RUN STOP is pressed. 
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8 REM EXAMPLE PROGRAM B.l 
188 GOSUB 8888 
118 SP=8 :POKE ENSP,2 A SP 
128 POKE COLSP+SP,l 
138 POKE XSP+2*SP,178 :POKE YSP+2*SP,148 
148 FOR 1=8 TO 63 :POKE 832+1,255 :NEXT I 
158 POKE 2848+SP,13 
288 POKE XINC+SP,l:POKE YINC+SP,l 
218 POKE DIR+SP,8 
228 IF PEEKCHIGHI=8 THEN 228 
238 POKE DIR+SP,4 
248 IF PEEKCXSP+2*SPI)38 THEN 248 
258 GOTO 218 
1888 GOTO 1888 

8 REM EXAMPLE PROGRAM B.2 
188 GOSUB 8888 
118 SP=8 :POKE ENSP,2 A SP 
128 POKE COLSP+SP,l 
138 POKE XSP+2*SP,178 :POKE YSP+2*SP, 148 
148 FOR 1=8 TO 63 :POKE 832+1,255 :NEXT I 
158 POKE 2848+SP,13 
288 POKE XINC+SP,2:POKE YINC+SP,l 
218 POKE DIR+SP,9 
228 FOR I = 1 TO 2888: NEXT I 
238 POKE DIR+SP,6 
248 FOR I = 1 TO 2888: NEXT I 
258 GOTO 218 
1888 GOTO 1888 

8 REM EXAMPLE PROGRAM B.3 
188 GOSUB 8888 
118 SP=8 :POKE ENSP,2 A SP 
128 POKE COLSP+SP,l 
138 POKE XSP+2*SP,178 :POKE YSP+2*SP,148 
148 FOR 1=8 TO 63 :POKE 832+1,255 :NEXT 
158 POKE 2848+SP,13 
288 POKE XINC+SP,l :POKE YINC+SP,l 
218 POKE DIR+SP,8 FOR 1=1 TO 1888 NEXT 
228 POKE DIR+SP,2 FOR 1=1 TO 1888 NEXT 
238 POKE DIR+SP,4 FOR 1=1 TO 1888 NEXT 
248 POKE DIR+SP,l FOR 1=1 TO 999 NEXT 
258 GO TO 218 
1888 GO TO 1888 
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CHECK5(JM 
8=8 

188=355 
118=1414 
128=1886 
138=2538 
148=1866 
158=869 
288=1936 
218=832 
228=1327 
238=836 
248=1928 
258=526 

1888=579 

TOTAL= 16812 

CHECKSUM 
8=8 

188=355 
118=1414 
128=1886 
138=2538 
148=1866 
158=869 
288=1935 
218=832 
228=1897 
238=838 
248=1897 
258=526 

1888=579 

TOTAL= 14952 

CHECKSUM 
8=8 

188=355 
118=1414 
128=1886 
138=2538 
148=1866 
158=869 
288=1936 
218=1947 
228=1949 
238=1951 
248=1917 
258=526 

1888=579 

TOTAL= 18853 
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Example of using the 
Sprite Management Program 

Following the Sprite Management Program, you will find Example 
Program A. 

Type this in together with the Sprite Management Program, and RUN it. 
You will that find a large square sprite in the centre screen will be 
continuously displayed (because the program is in the infinite loop of 
line 1(00). 

NOTE that if you hit the RUN STOP key the execution of the program 
stops, but the sprite is still there. 

Add afterwards any of the programs listed as Example Programs B. 
Each one will create a different movement pattern for the sprite, to give 
you familiarity with the capabilities of this program. 
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'Sprite Create' 

The following program allows you to use the cursor keys to draw a sprite 
by editing DATA statements. Type RUN 1, then use the cursor keys to 
move around the DATA statements. Use the shift Q character to signify a 
pixel-ON and a full-stop to signify a pixel-OFF. When you have finished 
drawing your sprite, move the cursor to the top of the screen, then keep 
hitting the RETURN key until you have entered all of the DATA 
statements. Now type RUN, and the program will generate the sprite 
and the DATA statements needed to generate that sprite. To store these 
DATA statements, use the same method as you used on the last set of 
DATA statements. 
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o GOT010 : REM *** SPRITE CREATE *** 
1 POKE 650,128IPRINTCHR$(147):POKE53269,0:LIST29-50 
10 PRINTCHR$( 147)IFORI=0T063IPOKE832+1,0INEXT 
15 POKE~3280,6:POKE53281,6 
20 GOTO 60 
29 REM ••• 01234~678901234567890123 
30 DATA •••••••••••••••••••••••••• 
31 DATA •••••••••••••••••••••••••• 
32 DATA •••••••••••••••••••••••••• 
33 DATA •••••••••••••••••••••••••• 
34 DATA •••••••••••••••••••••••••• 
35 DATA •••••••••••••••••••••••••• 
36 DATA •••••••••••••••••••••••••• 
37 DATA •••••••••••••••••••••••••• 
38 DATA •••••••••••••••••••••••••• 
39 DATA •••••••••••••••••••••••••• 
40 DATA •••••••••••••••••••••••••• 
41 DATA •••••••••••••••••••••••••• 
42 DATA •••••••••••••••••••••••••• 
43 DATA .......................... 
44 DATA .......................... 
45 DATA ................•..••••••. 
46 DATA ••............... e ..•••••• 
47 DATA .•...... '" ...........•... 
48 DATA .' •.................•..•••• 
49 DATA ••.................. e ..••• 
50 DATA •••••••••••••••••••••••••• 
60 V=53248IPOKEV+16,I:POKEV+l,50 :POKEV+21,I:POKEV+39,3IPOKE2040,13 
70 POKEV+23,I:POKEV+29,1 
80 FORI=0T020:PRINT1000+1;"DATA';:READA$:FORK=0T02:T=0IFORJ=0T071B=0 
90 IF MID$(A$,J+K*8+1,1)=·.·THENB=1 
100 T=T+B*2t(7-J):NEXT:PRINT T;',";:POKE 832+1*3+K,TINEXT:PRINT·. "NEXT 
110 Er-D 

READY. 

CHECKSUM 

.eJ=535 
1=2478 

l.eJ=24.eJ8 
15=1182 
2.eJ=476 
29=.eJ 
3.eJ=5.eJ67 
31=5.eJ65 
32=4896 
33=4728 
34=4557 
35=4387 
36=4214 
37=4.eJ42 
38=3867 
39=3693 

4.eJ=3516 
41=3372 
42=3225 
43=3.eJ47 
44=2898 
45=275.eJ 
46=2599 
47=2449 
48=2296 
49=2144 
5.eJ=5.eJ91 
6"'=41"'8 
7.eJ=1332 
8.eJ=4747 
9"'=2497 

1"''''=4591 
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Clucky Chook 

A clucky chook has escaped from the hen house and has gone on an 
egg laying spree. After plugging your joystick into port 2 you must 
control the pan at the bottom of the screen. Catch the eggs before they 
fall and break. The incorporation of 'Sprite Move' makes this game both 
fast and addictive. 

VARIABLES 
T 
AD 
LAY 
FR 
I 
HX 
MT 
TALLY 

= Time between chook changing direction 
= Direction of chook 
= Time between laying eggs 
= Number of eggs on screen 
= Temporary variable 
= Temporary high x position of sprites 
= Temporary sprite collision register value 
= Number of eggs caught 
end 
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S REM CLUCKY CHOOK 

Initialisation routines. 

5 GOSUB7SSS 
lS GOSUBSSSS 
25 GOSUB6SSS 

Set player's direction from joystick. 

lSS POKEDIR+l,15-(PEEK(5632SIAND151 

--------------------------~ 
Move chook. 

2SS T=T-l:IFT>BTHEN24S 
21S AD=AD*-l:POKEDIR,PEEK(DIRI+AD 
22S T=3*(RND(SI+11 

24S LAY=LAY-l:IFLAY>STHEN3S5 
25S LAY=2:IFFR=STHEN 3SS 
26B I=ETAB (FRI:FR=FR-l 
264 HX=PEEK(HIGHI 
265 IF(HXANDll=lTHENPOKEHIGH,PEEK(OTAB+IIORPEEK(HIGHI:GOTO27S 
266 POKEHIGH, (PEEK(ATAB+IIIANDPEEK(HIGHI 
27S POKEXSP+2*I,PEEK(XSPI:POKEYSP+2*I,lBS:POKEDIR+I,2 

3S5 HT=PEEK(SCLNI 
31S FORI=2T07 

Check if eggs caught or missed. 

314 POKEDIR+l,15-(PEEK(5632SIAND151 
315 HT=PEEK(SCLNIORHT 
32S IF PEEK(YSP+2*II(215THEN4BB 
33S IF (HT AND21=BTHEN42S 
34B POKEDIR+I,B:POKEYSP+2*I,B:FR=FR+1:ETAB (FRI=I:TALLY=TALLY+ 

1 
4BB NEXT 
41S GOT01SS 
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Explode eggs. 
Ask player for another game. 

428 POKEDIR,S:POKEDIR+l,0 
425 POKE54273,40:POKE54278,245:POKE54296,15:POKE54276,129 
430 FORI=0T07:POKE990+3*I,25*I:NEXT 
435 POKE53271,252:POKE53277,252 
440 POKE54276,128 
450 PRINT" I!it YOU _ FRIED _ ";TALLY," _ EGGS" 
500 INPUT"DO _ YOU _ WANT _ ANOTHER _ TRY";A$ 
510 IFA$="Y"THENRUN 
520 END 

Set up screen and sprites. 

6000 FORI=2 T07:POKEYINC+I,I:POKECOLSP+I,7:POKEYSP+2*I,0 
6001 NEXT 
6020 FORI=2T07:ETAB CI)=I:NEXT 
6030 FR=7:POKEHIGH,0:POKEPRI,255:POKE53277,0:POKE53271,0 
6034 PRINT" ~ " 
6035 POKE53280,2:POKE53281,6:I=PEEKCSCLN) 
6036 FORI=1024+23*40TOI024+25*40:POKEI,160:POKE55296-1024+I,5: 

NEXT 
6042 LV=2:AD=4:T=10:LAY=5 
6043 POKEXINC+l,3:POKECOLSP+l,0:POKEXSP+2,164:POKEYSP+2,218 
6044 POKEXINC,LV:POKECOLSP,I:POKEXSP,164:POKEYSP,100:POKEDIR,8 
6049 POKEENSP,255 
6050 RETURN 

Set up sprite shapes. 

700B POKE53269,0 
'7005 FORI=0T0191:POKE832+I,0:NEXT 
7010 FORI=0 TO 45 STEP3:READ A:POKE832+I,A:READA:POKE833+I,A: 

NEXT 
7020 FORI=0T023:POKE920+I,255:NEXT 
7030 FORI=0T07:READ A:POKE990+3*I,A:NEXT 
7031 POKE2840,13:POKE2041,14 
7032 FORI=2042T02047:POKEI,15:NEXT 
7040 RETURN 
7050 DATA0,0,0,12,0,30,0,26 
7060 DATA0, 126, 135,249, 127,248,63,248 
7070 DATAI5,248,7,240,1,224,I,224 
7080 DATA3,64,4,32,4,20,2,8 
7110 DATA24,24,60,60,60,60,24,24 

Insert "Sprite Move" here. 
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CHECKSOM 

0=0 
5=352 

10=355 
25=351 

100=1941 
200=1478 
210=2321 
220=1140 
240=1910 
250=1454 
260=1625 
264=937 
265=4044 
266=2359 
270=3647 
305=937 
310=657 
314=1941 
315=1293 
320=1883 
330=1220 
340=5428 
400=131 
410=525 
420=1290 
425=2752 
430=2205 
435=1381 
440=645 
450=2112 
500=2257 
510=914 
520=129 

6000=3733 
6001=131 
6020=1693 
6030=2970 
6034=372 
6035=2210 
6036=4281 
6042=1873 
6043=3802 
6044=3529 
6049=696 
6050=143 
7000=532 
7005=1745 
7010=3376 
7020=1772 
7030=2202 
7031=1127 

7032=1688 
7040=143 
7050=1077 
7060=1709 
7070=1460 
7080=1107 
7110=1406 

TOTAL= 96391 
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Soldier 

The game begins with you as a Soldier within the safety of your tank. 
While you reside within the tank you are protected against the 
continuous barrage of enemy missiles. The objective is to leave the tank 
and weave your way through the mine field while dodging enemy missile 
explosions, and make your way to the ammunition dump behind the 
enemy missile launchers. Carry a single missile back through the mine 
field to your tank and attempt to destroy one of the enemy missile 
launchers. Continue this manoeuvre until all of the launchers have been 
destroyed. This game is joystick controlled. 
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VARIABLES 
TRUE 
FALSE 
VID 
SID 
JOY 
BDR 
BCK 
RB 
RM 
RP 
RT 
RV 
NE 
NL 
SP 
SM 
TS 
SV 
XP 
YP 
XE() 
YE() 

= Logical TRUE compare 
= Logical FALSE compare 
= Start of video chip 
= Start of sound chip 
= Joystick location 
= Border colour 
= Background colour 
= Sprite register number for first missile 
= Sprite register number for current missile 
= Sprite register number for player 
= Sprite register number for tank 
= Sprite register number for player's missile 
= Number of enemies 
= Number of land mines 
= Speed of player 
= Speed of missile 
= Speed of tank 
= Speed of player's missile 
= X position of player 
= Y position of player 
= X positions of missile launchers 
= Y positions of missile launchers 
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5 REM SOLDIER 
1~ GOSUB1~~~~ 

Main loop 

5~~ GOSUB1~~~ 

53~ IF IPEEKIJOYIAND151=15 THEN POKE DIR+RP,~:POKE DIR+RT,~ 
55~ GOSUB7~~~ 

56~ IF IPEEKIJOYIAND151=15 THEN POKE DIR+RP,~:POKE DIR+RT,~ 
699 IF IFD=FALSEI AND I FC=FALSEI THEN 5~~ 
7~~ FOR K=~ TO 7:POKE DIR+K,~ :NEXT 
72~ IF FC THEN GOSUB6~~~ 
73~ IF. FD THEN GOSUB62~~ 
79~ RUN 
999 STOP 

Move missile 

1~~~ POKE ENSP,PEEKIENSPI AND R :R=255 
1~2~ M=M+1:IF M)NE THEN M=~ 
1~4~ GOSUB 15~~ 
1~6~ IF IYY)BMI AND IFXIMI=FALSEI THEN 3~~~ 
1~7~ IF FXIMI THEN GOSUB 2~~~ 
1~8~ M1=M:M=INTIRNDI~I*NEI 

1~9~ IF FXIMI THEN M=M1:GOTO 1499 
111~ GOSUB 15~~ 
112~ GOSUB 3~~~ 
113~ M=M1 
1499 RETURN 

Pre-calc reference variables 

15~~ RM=RB+M :RS=2A RM :RR=255-RS 
1538 XX=PEEKIXSP+RM*21:YY=PEEKIYSP+RM*21 
1999 RETURN 

Fire missile 

288~ FXIMI=FALSE 
2887 POKE VID+29,PEEKIVID+291 AND RR 
2888 POKE VID+23,PEEKIVID+231 AND RR 
2818 E=RNDI81*INE+11 
2828 XE=XEIEI:YE=YEIEI 
2~4~ POKE DIR+RM,DISGNIINTIPEEKIXSP+RP*21/16-XE/161*161+11 
285~ POKE COLSP+RM,8 
2868 POKE XSP+RM*2,XE:POKE YSP+RM*2,YE 
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2m7m POKE HIGH,PEEKCHIGHI AND RR 
2mSm POKE ENSP,PEEKCENSPI OR RS 
2m9m IF CPEEKCJOYIAND1SI=lS THEN POKE DIR+RP,S:POKE DIR+RT,m 
2999 RETURN 

3mmm FXCMI=TRUE :R=RR 
3m1m POKE COLSP+RM,7 

Explode 

3m2S POKE SID+4,m:POKE SID+4,WAVE+1 
3m3m POKE DIR+RM,m 
3m31 X=PEEKCXSP+RM*21-12:IF x<m THEN x=m 
3m32 Y=PEEKCYSP+RM*21-1m 
3m33 POKE XSP+RM*2,X 
3m34 POKE YSP+RM*2,Y 
3m4S POKE VID+29,PEEKCVID+291 OR RS 
3m41 POKE VID+23,PEEKCVID+231 OR RS 
3m4S IF FT THEN 3m9m 
3mSm IF ABSCX+12-PEEKCXSP+RP*211)24 OR ABSCY+1m-PEEKCYSP+RP*211 

)2m THEN 3m9m 
3m6m IF SGNCPEEKIHIGHlANDC2 A RPlI=SGNCPEEKCHIGHIANDC2 A RMII THEN 

FD=TRUE 
3m9m IF CPEEKCJOYIAND1SI=lS THEN POKE DIR+RP,m:POKE DIR+RT,m 
3999 RETURN 

I ... ·,. .. 
smms POKEDIR+RP,lS-CPEEKCJOYIAND1S1 
Sm3m IF CPEEKCBAKCLNIANDC2 A RPII=FALSE THEN RETURN 
sm4m IF CPEEKCYSP+RP*211<YM THEN POKE COLSP+RP,l:FG=TRUE:GOTO S 

m99 
smsm FD=TRUE:POKE DIR+RP,S:Sl=M:S2=FXCMI:S3=R:M=RP-RB:GOSUB lSS 

m 
Sm6m GOSUB 3mSm:M=Sl:FXCMI=S2:S1=R:R=S3 
sm99 RETURN 

1 .. ,·"'"'''-
6mmm PRINT" I!!I SOLDIER -. DEAD" 
6199 RETURN 

Soldier dead 

62mm REM SOLDIER DEAD 
6299 RETURN 
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63111111 
631116 
631117 

631118 

631119 
631111 
632111 
6325 
633111 
634111 
635111 
6355 
636111 

6365 

6366 
649111 
6499 

7111111111 
71111111 
71112111 
711125 
71113111 
711135 

71115111 

71111111 
712111 
715111 
716111 
717111 

7175 

7176 
7177 
718111 
7181 
7299 

Enemy hit 

IF F2=FALSE THEN 631111 
POKE ENSP,PEEKIENSP'ANDS1 
POKE VID+23,PEEKIVID+23'ANDS1:POKE VID+29,PEEKIVID+29'ANDS 

POKE COLSP+RV,III:F2=FALSE:FH=FALSE:FV=FALSE:IF ED)NE THEN F 
C=TRUE 
RETURN 
Y=PEEKIYSP+RV*2' 
IF FH THEN IF Y<YEIEH'+3111 THEN 633111 
IF Y)BT+3111 THEN RETURN 
POKE DIR+RV,III 
S1=M:S2=FXIM':S3=R:M=RV-RB:GOSUB 15111111 
GOSUB 3111111111:M=S1:FXIM'=S2:S1=R:R=S3 
IF EH=-1 THEN 649111 
POKE 214, IYEIEH'-5I11'/8:PRINT:POKE 211, IXEIEH'-24'/8:PRINT 
EB$; 
FOR K=III TO NE:IF XEIK'=XEIP2'THEN XEIK'=XEIP1':YEIK'=YEIP1 

NEXT K 
F2=TRUE 
RETURN 

Move tank/soldier 

IF FV THEN GOSUB 63111111 
J=PEEKIJOY' 
IF FT THEN 71111111 :REMIIE. TANK' 
IF PEEKIYSP+RP*21<YT THEN 5111111111 
IFABS(PEEKIXSP+RP*2'-PEEKIXSP+RT*2")1111 THEN 5111111111 
IF SGNIPEEKIHIGH'ANDI2~RP"<)SGNIPEEKIHIGH'ANDI2~RTI'THEN 
5111111111 
FT=TRUE:POKE ENSP,PEEKIENSPIANDI255-12~RPII:POKE SID+11,12 
9 
IF FL THEN 73111111 :REM-FIRE 
POKEDIR+RT,12-IJAND12':POKE SID+8,15+IPEEKIDIR+RTI=III'*5 
IF I IJAND16' =111' AND IFG=TRUEI THEN FL=TRUE:GOT07299 
IF IJAND11=1 THEN 7299 
FT=FALSE:POKE DIR+RT,II1:POKE DIR+RP,III:POKE SID+11,128:POKE 
COLSP+RP,III 
POKE XSP+RP*2,PEEKIXSP+RT*21:POKE YSP+RP*2,PEEKIYSP+RT*2'-
22 
POKE HIGH,PEEKIHIGHIANDI255-2~RPI 
POKE HIGH, IPEEKIHIGHIORI12~RPI*SGNIPEEKIHIGHIANDI2~RTlII' 
POKE ENSP,PEEKIENSPIOR2~RP 
PK=PEEKIVID+3I11' 
RETURN 
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731iJ1iJ 
7351iJ 
7361iJ 
7371iJ 
7381iJ 
7391iJ 
741iJ1iJ 
7421iJ 
7431iJ 
7441iJ 
7451iJ 
751iJ1iJ 
7511iJ 
7521iJ 
7531iJ 
7599 
761iJ1iJ 
7621iJ 

7631iJ 

7641iJ 

7651iJ 

7661iJ 

7671iJ 

7675 
7681iJ 

7691iJ 

7695 

7999 
81iJ1iJ1iJ 
8liJlIiJ 

81iJ15 
81iJ21iJ 
81iJ31iJ 
81iJ41iJ 
81iJ51iJ 
91iJ1iJ1iJ 
9liJlIiJ 
91iJ21iJ 
91iJ31iJ 
91iJ41iJ 

Fire 

FL=FALSE:FG=FALSE:FH=FALSE:FV=TRUE:EH=-1 
POKE DIR+RV,1 
X=PEEKIXSP+RT*21:Y=PEEKIYSP+RT*21 
FOR K=1iJ TO NE 
IF ABSIX-XCIKII(11iJ THEN FH=TRUE:EH=K:XCIKI=-1 
NEXT K 
IF EH=-1 THEN 751iJ1iJ 
EDIEHI=-1:ED=ED+1 
FOR K=IiJTONE:IF EDIKI=1iJ THEN P1=K 
NEXT K 
P2=EH 
POKE XSP+RV*2,X:POKE YSP+RV*2,Y 
POKE HIGH,PEEKIHIGHIANDI255-2 A RVI 
POKE HIGH,IPEEKIHIGHIORI12 A RVI*SGNIPEEKIHIGHIANDI2 A RTIIII 
POKE ENSP,PEEKIENSPIORI2 A RVI 
RETURN 
FOR K=1iJ TO 3*64-1:READ D:POKE 13*64+K,D:NEXT 
DATA 1iJ,IiJ,IiJ,224,1iJ, 14,224,IiJ,14,224,IiJ,14,48,IiJ,24,24,IiJ,48, 12,5 
6,96 
DATA 6,124,192,3,255,128,IiJ,254,IiJ,1,255,IiJ,1,255,IiJ,IiJ,254,IiJ,1 
,255,1iJ 
DATA 3,125,128,6,56,192,12,IiJ,96,24,IiJ,48,241iJ,IiJ,31iJ,224,1iJ,14, 
224,IiJ,14,IiJ 
DATA 1iJ,41iJ,1iJ,IiJ,4IiJ,IiJ,IiJ,4IiJ,IiJ,62,111,62,127,239,254,17IiJ,17IiJ,17 
1,175,239,235 
DATA 175,239,251,127,239,254,63,238,248,63,171,248,63,171, 
248,63,215,248 
DATA 63,255,248,63,255,248,127,255,254,175,255,251,167,255 
,235 
DATA 17IiJ,171iJ,171,127,255,254,62,127,62,1iJ 
DATA 1iJ,192,1iJ,I,96,IiJ,2,241iJ,IiJ,2,244,IiJ,I,11iJ6,IiJ,IiJ,25IiJ,IiJ,3,252, 
IiJ 
DATA 55, 252,1iJ, 47, 252,IiJ, 47, 252,IiJ, 31, 232,IiJ, 31·, 224,IiJ, II, 241iJ,IiJ 
,3,241iJ 
DATA 1iJ,7,241iJ,1iJ,7,24IiJ,IiJ,7,248,IiJ,7,232,IiJ,11,232,IiJ,9,176,IiJ,6, 
1iJ,IiJ,IiJ 
RETURN 
XINC=4931iJ9:YINC=49317:DIR=4931iJ1:ATAB=49293:0TAB=49285 
PRI=53275:SCLN=53278:MULT=53276:BAKCLN=53279:ENSP=53269:CO 
LSP=53287 
XSP=53248:YSP=53249:HIGH=53264 
FORI=IiJTOI48:READA:POKE49152+I,A:NEXT 
FORI=IiJT07:POKEDIR+I,IiJ:POKEXINC+I,IiJ:POKEYINC+I,IiJ:NEXT 
POKE56333,127:POKE788,IiJ:POKE789,192:POKE56333,129 
RETURN 
DATA162,7,138,IIiJ,168,24,189,149 
DATA192,133,251,71iJ,251,144,14,185 
DATAl,21iJ8,21iJl,51,144,7,56,253 
DATA165,192,153,1,21iJ8,71iJ,251,144 
DATA14,185,1,21iJ8,21iJ1,226,176,7 
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91115111 
91116111 
91117111 
91118111 
91119111 
91111111 
911111 
912111 
913111 
914111 
915111 
916111 
917111 
918111 

DATA24, 125, 165,192, 153, 1,21118,7111 
DATA251,144,36,173,16,21118,61,133 
DATA192, 21118, 7, 185,111,21118,21111,25 
DATA144,21,185,111,21118,56,253,157 
DATA192, 153,111,21118,176,9, 173, 16 
DATA21118,61,141,192,141,~6,21118,7111 

DATA251, 144,36, 185.111,21118,21111,64 
DATA144,11,173,16,21118,61,133,192 
DATA21118,21, 185,111,21118,24,125, 157 
DATA192, 153,111,21118, 144,9,173, 16 
DATA21118,29,133,192,141,16,21118,21112 
DATA16,128,76,49,234,1,2,4 
DATA8, 16,32,64, 128,254,253,251 
DATA247,239,223,191,127 

Initialisation 

1111111111111 GOSUB 76111111 
11111111113 GOSUB 8111111111 
11111111115 TRUE=l:FALSE=1II 
11111111111 VID=53248 :SID=54272 :30Y=5632111 
111111111 BDR=III:BCK=2 
111111115 RB=III:RM=RB:RP=5:RT=6:RV=7 
11111112111 NE=5-1:NL=1111:E!II=" II 13 ... - ~ UJ II II II I • I UJ 

II II II !!! ~ 13 - !!! ... n:MINE!II=" .... n 
U'1II21 DUMP!II=· 13 III... ~ UJ II II II II II ... .. • 

III .. ~· 
111111122 EB!II=" ...... UJ II II 0 . W II II . .... 
111111125 DIIIII=6:DI11=2:DI21=1111 
11111113111 SP=l:SM=l:TS=l:SV=l 
111111135 POKE XI+RP,SP:POKE YI+RP,SP 
111111136 POKE XI+RT,TS:POKE YI+RT,TS 
111111137 POKE XI+RV,IIII11:POKE YI+RV,SV 
111111138 FOR K=III TO NE:POKE XI+RM+K,SM:POKE YI+RM+K,SM:NEXT 
11111115111 BT=5111:BB=23111:BL=24:BR=255:BM=12111 
1811168 XT=158:YT=BB-8:XP=XT:YP=YT 
18128 FOR E=8 TO NE:READ XEIEl,YEIEI:NEXT 
1813111 DATA 111,11,7,7,14,3,21,7,28,11 
18158 YM=YEI21:XG=XEI21:YG=YM-3 
1828111 SID=54272 :WAVE=128 :EX=l 
18228 FOR K=8T024:POKESID+K,8:NEXT 
18238 FOR K=8T024:READ D:POKE SID+K,D:NEXT 
18248 DATA 8,1,8,8,128,18,8 
18258 DATA 111,18,8,8,128,8,8111 
18268 DATA 8,111,8,8,111,111,8 
18278 DATA 111,1111111,243,47 
111158111 GOSUB 118111111 
18518 FOR E=III TO NE:XEIEl=24+XEIEI*8:YEIEI=58+YEIEI*8 
1111515 XCIEl=XEIEI:YCIEI=YEIEI:NEXT:YM=58+YM*8 
18528 PK=PEEKIVID+381+PEEKIVID+311 
18688 FOR K=III TO NE:FXIKl=TRUE:NEXT K:R=255 
18999 RETURN 
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Screen setup 

11000 PRINT· 1,;0 "; 

11012 POKE 53280,BDR:POKE 53281,BCK 
11015 FORK=lTONL:POKE214,6+RND(0)*10:PRINT:POKE211,RNDI0)*40: 

PRINT MINE$;:NEXT 
11017 POKE 214,YG:PRINT:POKE211,XG:PRINT DUMP$; 
11018 FOR E=0 TO NE:POKE214,YEIE):PRINT:POKE211,XEIEJ:PRINT E$;: 

NEXT 
11050 POKE 2040+RT,14:POKE 2040+RP,15:POKE 2040+RV,13 
11055 FOR K=0 TO NE:POKE 2040+RM+K,13:NEXT 
11100 POKE ENSP,0 
11130 POKE XSP+RP*2,XP:POKE YSP+RP*2,YP 
11135 POKE XSP+RT*2,XT:POKE YSP+RT*2,YT 
1114e POKE COLSP+RP,0:POKE COLSP+RT,0:POKE COLSP+RV,0 
11150 FOR K=0 TO NE:POKE COLSP+RM+K,l:NEXT 
11190 POKE ~NSP,2ARP+2ART:POKE HIGH,0 
11195 POKE VID+23,0:POKEVID+29,8 
11197 POKE VID+29,2 ARP 
11999 RETURN 

CHEXS()M 

5=e 2887=1921 5030=2637 
10=402 2008=1987 5840=4616 

500=348 2010=1228 5050=4841 
538=3466 2020=1438 5060=2521 
550=352 2040=4149 5099=143 
568=3466 2050=993 6008=1165 
699=2347 2868=2524 6199=143 
700=1687 2070=1433 6280=8 
720=886 2880=1509 6299=143 
730=818 2090=3466 6308=1255 
790=139 2999=143 6386=1460 
999=145 3800=1390 6307=4822 

1000=1887 3810=997 63e8=5624 
1020=1698 3025=2057 6309=143 
1040=352 3830=823 6310=1410 
1060=2389 3031=2745 6320=1961 
1070=1012 3032=1681 6325=1166 
1080=1669 3033=1116 6330=831 
1090=1711 3034=1117 6340=2911 
1110=352 3040=1909 6350=2521 
1120=348 3041=1895 6355=1105 
1138=387 3045=691 6360=3744 
1499=143 3858=5511 6365=4311 
1508=2524 3060=4672 6366=286 
1530=3135 3098=3466 6490=629 
1999=143 3999=143 6499=143 
2080=899 5008=2844 7000=826 
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71iJUJ=786 91iJ41iJ=1574 11131iJ=2534 
71iJ21iJ=743 91iJ51iJ=1642 11135=2538 
71iJ25=21iJ44 91iJ61iJ=1726 11141iJ=3321 
71iJ31iJ=3644 91iJ71iJ=1571 11151iJ=2338 
71iJ35=421iJ3 91iJ81iJ=1631iJ 11191iJ=2213 
71iJ51iJ=4266 91iJ91iJ=1586 11195=1626 
711iJ1iJ=735 911iJ1iJ=171iJ3 11197=1132 
7121iJ=4258 9111iJ=1651 11999=143 
7151iJ=3465 9121iJ=1688 
7161iJ=1191iJ 9131iJ=1631iJ TOTAL= 394269 
7171iJ=4986 9141iJ=1584 
7175=4997 9151iJ=1769 
7176=2123 9161iJ=1346 
7177=3895 9171iJ=1591iJ 
7181iJ=1749 9181iJ=1165 
7181=1153 lliJliJliJliJ=356 
7299=143 l1iJ1iJ1iJ3=355 
731iJ1iJ=3941 l1iJ1iJ1iJ5=1274 
7351iJ=831 1 IiJIiJlliJ=2298 
7361iJ=2952 lliJliJll=983 
7371iJ=749 l1iJ1iJ15=241iJ3 
7381iJ=3569 l1iJ1iJ21iJ=6385 
7391iJ=21iJ6 l1iJ1iJ21=31iJ74 
741iJ1iJ=111iJ5 1 1iJ1iJ22= 1771 
7421iJ=1583 l1iJ1iJ25=1571 
7431iJ=211iJ6 l1iJ1iJ31iJ=1833 
7441iJ=21iJ6 l1iJ1iJ35=1853 
7451iJ=456 l1iJ1iJ36=1863 
751iJ1iJ=2371 l1iJ1iJ37=1796 
7511iJ=2123 l1iJ1iJ38=3513 
7521iJ=3897 l1iJ1iJ51iJ=2711iJ 
7531iJ=1849 l1iJ1iJ61iJ=2534 
7599=143 l1iJ121iJ=1923 
761iJ1iJ=2729 l1iJ131iJ=1432 
7621iJ=3286 l1iJ151iJ=2251iJ 
7631iJ=3441 l1iJ21iJ1iJ=1922 
7641iJ=3726 l1iJ221iJ=1722 
7651iJ=41iJ48 l1iJ231iJ=21iJ98 
7661iJ=4222 l1iJ241iJ=986 
7671iJ=3333 l1iJ251iJ=11iJ41iJ 
7675=21iJ79 l1iJ261iJ=799 
7681iJ=31iJ99 l1iJ271iJ=783 
7691iJ=3421iJ l1iJ51iJ1iJ=41iJ2 
7695=3339 l1iJ511iJ=3832 
7999=143 l1iJ515=3227 
81iJ1iJ1iJ=4371iJ l1iJ521iJ=22IiJ1iJ 
81iJlliJ=61iJ35 l1iJ61iJ1iJ=251iJ6 
81iJ15=2443 l1iJ999=143 
81iJ21iJ=2186 llliJliJliJ=435 
81iJ31iJ=3646 l11iJ12=1551 
81iJ41iJ=251iJ8 ll1iJ15=4394 
81iJ51iJ=143 l11iJ17=21iJ34 
91iJ1iJ1iJ=1646 111iJ18=3299 
91iJlliJ=1773 l11iJ51iJ=2853 
91iJ21iJ=1527 111iJ55=2228 
91iJ31iJ=171iJ1 lllliJliJ=574 
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Birthday Party 

This program makes use of the Sprite Management Program, described 
earlier in the book . 

.. 
BIRTHDAY PARTY is an animated birthday greeting for your favourite 
mother. 

You will see a birthday cake appear, a greeting, then Mum comes on, 
and blows out the candles! 

This is achieved by using Sprite Movement as well as switching sprites 
(to get animation). 

You can use this idea and the Sprite Management Program to create 
your own individualised greeting cards, or cartoon animation 
sequences, or amusing title page animations for your own programs. 
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m REM BIRTHDAY CARD 

Set up Sprite Management, make sprites big and change border colour. 

Imm GOSUB smss 
11S XXPND=53277:YXPND=53271 
12S POKE XXPND,255:POKE YXPND,255 
13S PRINT" s.::o EelI ":POKE 532SS,6 

Define cake as sprites 0-3, get data, and enable those sprites. 

2sm FOR SP=S TO 3 
21S POKE COLSP+SP,l 
22S READ X,Y:POKE XSP+2*SP,X:POKE YSP+2*SP,Y 
23S POKE 2S4S+SP,24S+SP:SHAPE=64*124S+SPI 
24S FOR I=S TO 62:READ A:POKE SHAPE+I,A:NEXT I 
25m NEXT SP 
26S POKE ENSP,15 

Get alternate shapes for candles blowing. 

3SS FOR SP=S TO 1 
31S SHAPE = 64*1244 + SPI 
32S FOR I=S TO 62:READ A:POKE SHAPE+I,A:NEXT I 
33S NEXT SP 

4SS FOR 1=1 TO lS 
41S PRINT "HAPPY ~ BIRTHDAY, MUM" 
42S NEXT I 

5SS FOR SP=4 TO 7 

Define mum as sprites 4-7, get data, set colours, and enable those 
sprites. 

51S READ X,Y:POKE XSP+2*SP,X:POKE YSP+2*SP,Y 
52S POKE 2S4S+SP,242+SP:SHAPE= 64 * 1242+SPI 
53S FOR I=S TO 62:READ A:POKE SHAPE+I,A:NEXT I 
54S NEXT SP 
55S POKE COLSP+4,12:POKE COLSP+5,15:POKE COLSP+6,3:POKE COLSP+ 

7,3 
56S POKE ENSP,255 
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Get alternate shape for mum blowing candles. 

600 SHAPE=64 * 250 
610 FOR 1=0 TO 62:READ A:POKE SHAPE+I,A:NEXT I 

700 FOR SP=0 TO 7 

Set movement speed, get mum moving left until she reaches cake, then 
stop moving. 

710 POKE XINC+SP,1:POKE YINC+SP,1 
720 NEXT SP 
730 FOR SP=4 TO 7:POKE DIR+SP,4:NEXT SP 
740 IF PEEKtXSP+81 > 140 THEN 740 
750 FOR SP=4 TO 7:POKE DIR+SP,0:NEXT SP 

Get correct position for mum in front of cake. 

800 FOR SP=4 TO 7 
810 READ X,Y:POKE"XSP+2*SP,X:POKE YSP+2*SP,Y 
820 NEXT SP 

Mum is blowing candles: 
Change candle and face sprites in delay loop 

830 FOR 1=1 TO 4 
840 FOR W=l TO 200:NEXT W 
850 POKE 2042,244:POKE 2043, 245: POKE 2045,250 
860 FOR W=l TO 200:NEXT W 
870 POKE 2042,242:POKE 2043, 243: POKE 2045,247 
880 NEXT I 

900 POKE 2042,244:POKE 2043, 245: POKE 2045,250 
910 FOR PSS=20 TO 0 STEP-1 
920 FOR SP=0 TO 2 STEP 2 
930 POKE XSP+2*SP,PSS:POKE XSP+2+2*SP,PSS+48 
940 NEXT SP 
958 NEXT PSS 
960 POKE ENSP,250 
978 FOR PSS= 47 TO 0 STEP-l:POKE XSP+2,PSS:POKE XSP+6,PSS:NEXT 

PSS 
988 POKE ENSP,240 
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991i1 
lli1li1li1 

81i11i11i1 
81i1 1 iii 

81i115 
81i121i1 
81i131i1 
81i141i1 
81i151i1 
91i11i11i1 
91i1 1 iii 
91i121i1 
91i131i1 
91i141i1 
91i151i1 
91i161i1 
91i171i1 
91i181i1 
91i191i1 
911i11i1 
9111i1 
9121i1 
9131i1 
9141i1 
9151i1 
9161i1 
9171i1 
9181i1 
lli1li1li1li1 

1 IiIIiI 1 iii 
l1i11i121i1 
l1i11i131i1 
l1i11i141i1 
l1i11i151i1 
l1i11i161i1 
l1i11i171i1 
l1i11i181i1 
l1i11i191i1 
l1i111i11i1 
1 iii 11 iii 
l1i1121i1 
l1i1131i1 
l1i1141i1 
l1i1151i1 
l1i1161i1 
l1i1171i1 
l1i1181i1 
l1i1191i1 
l1i121i11i1 

Smiling mum. Wail forever. 

POKE 21i145,247 
GOTO lli1li1li1 

XINC=4931i19:YINC=49317:DIR=4931i11:ATAB=49293:0TAB=49285 
PRI=53275: SCLN=53278: MULT=53276:BAKCLN=53279:ENSP=5326 9:CO 
LSP=53287 
XSP=53248:YSP=53249:HIGH=53264 
FORI=IiIT0148:READA:POKE49152+I,A:NEXT 
FORI=IiIT07:POKEDIR+I,IiI:POKEXINC+I,IiI:POKEYINC+I,IiI:NEXT 
POKE56333,127:POKE788,IiI:POKE789, 192:POKE56333, 129 
RETURN 
DATA162,7, 138,l1i1, 168,24,189,149 
DATA192, 133,251,71i1,251, 144, 14,185 
DATAl, 21i18, 21i11, 51, 144,7,56,253 
DATA165, 192, 153, l,21i18,71i1,251, 144 
DATA14, 185, 1, 21i18, 21i11, 226, 176,7 
DATA24, 125, 165, 192, 153, l,21i18,71i1 
DATA251, 144,36, 173, 16,21i18,61, 133 
DATA192,21i18,7,185,IiI,21i18,21i11,25 
DATA144,21,185,IiI,21i18,56,253,157 
DATA192,153,IiI,21i18,176,9,173,16 
DATA21i18,61,141,192,141,16,21i18,71i1 
DATA251,144,36,185,IiI,21i18,21i11,64 
DATA144,11, 173, 16,21i18,61, 133, 192 
DATA21i18,21, 185, iii, 21i18, 24, 125,157 
DATA192,15~,IiI,21i18,144,9,173,16 

DATA21i18,29, 133, 192, 141, 16, 21i18, 21i12 
DATA16,128,76,49,234,l,2,4 
DATA8,16,32,64,128,254,253,251 
DATA247,239,223,191,127 
DATA21i1,21i11i1 
DATA3,144,16,5,254,16,5 
DATA111,241i1,5,l11,255,5,111 
DATA255,5,l11,255,5,lll,255 
DATA5,111,255,5,l11,255,5 
DATAll1,255,5,111,255,13,111 
DATA255,23,l11,255,35,lll,255 
DATA33,239,255,16,127,255,16 
DATA31,255,12,1iI,31,3,128 
DATAIiI,IiI,121i1,IiI,IiI,7,255 
DATA68,21i11i1 
DATA8,9,224,8, 127, 161i1, 15 
DATA221,161i1,255,221,161i1,255,221 
DATA161i1,255,221, 161i1,255,221, 161i1 
DATA255,221, 161i1,255,221, 161i1,255 
DATA221,161i1,255,221,161i1,255,221 
DATA176,255,221,232,255,221,196 
DATA255,223,132,255,222,8,255 
DATA248,8,248,IiI,48,IiI,l 
DATA192,IiI,254,IiI,255,IiI,IiI 
DATA21i1,158 
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IB21B DATAB,B,B,8,B,8,8 
IB22B DATA8,B,8,8,2,8,B 
IB238 DATA2,8,1,8,8,65,8 
18248 DATA8,64,2,8,8,2,2 
18258 DATAl,2,2,65,2,8,65 
18268 DATAlS,8,65,lS,2,Sl,2 
18278 DATA2,Sl,15,2,67,248,2 
182S8 DATA126,8,3,12S,16,2,16 
18298 DATA16,4,16,16,4,16,16 
18388 DATA6S,15S 
18318 DATA8,8,8,8,8,8,8 
IS32S DATA8,S,64,8,8,64,12S 
18338 DATA8,8,12S,8,8,2,8 
lS348 DATA64,2,64,64,12S,64,64 
18358 DATA12S,S,64, 13S,8,72, 138 
1836S DATA64,72,138,64,64,13S,64 
lS37S DATA24S,13S,64,15,194,64,8 
lS3S8 DATA62,64,S,1,192,S,S 
18398 DATA32,S,S,32,S,S,32 
IS588 REM ALTERNATE SHAPE LEFT CANDLES 
IS518 DATAS,8,8,S,S,S,8 
18528 DATAS,8,S,8,S,S,8 
IS538 DATA8,S,8,29,8,8,S 
lS54S DATA8,7,2,1,192,2,8 
18558 DATAl,58,14,65,2,8,65 
1856S DATA2,2,65,114,2,65,2 
lS57S DATA2,241,15,2,67,24S,2 
lS5S8 DATA126,S,3,12S,16,2,16 
lS59S DATA16,4,16,16,4,16,16 
lS6SS REM ALTERNATE SHAPE RIGHT CANDLE 
lS61S DATAS,S,S,S,8,8,S 
lS62S DATAS,8,S,8,S,8,8 
lS638 DATA8,192,S,S,3,12S,S 
18648 DATA64,8,S,64,142,S,64 
18658 DATA129,192,64,13S,S,64,138 
18668 DATA64,64,13S,64,56,13S,64 
1867S DATA248,lS6,64,15,194,64,8 
186SS DATA62,64,S,l,192,S,S 
18698 DATA32,S,S,32,S,S,32 
1188S DATA233,14S 
11SlS DATAl,255,8,15,255,192,63 
11S2S DATA255,224,127,255,24S,255,255 
11838 DATA252,255,255,252,255,255,254 
11S4S DATA7,255,254,l,255,255,8 
1185S DATA255,255,8,63,255,S,15 
1186S DATA255,S,15,255,8,31,255 
1187S DATAS,31,255,1,191,254,1 
118S8 DATA255,254,1,255,254,1,255 
11S98 DATA252,S,255,24S,S, 127,192 
111SS DATA227,146 
11118 DATAB,S,S,S,S,S,S 
1112S DATAS,8,8,8,8,3S,127 
1113S DATA12S,31,255,12S,15,127,12S 
1114S DATA47, 127,12S, 127,255,12S,95 
11158 DATA255, 12S,63,255, 12S,125,255 
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1116~ DATA128,~,255,128,47,127,128 

1117~ DATA16,127,128,16,127,128,24 
1118~ DATA255,128,31,255,128,15,248 
1119~ DATA~,7,128,~,~,~,~ 

112~~ DATA255,17~ 

1121~ DATA~,~,~,~,~,~,~ 

1122~ DATA~,~,~,12~,~,5,86 

11230 DATA~,21,85,~,85,85,0 
1124~ DATA85,85,192,85,85,64,85 
1125~ DATA85,64,85,85,64,85,85 
1126~ DATA64,85,85,64,85,85,64 
1127~ DATA85,85,64,85,85,64,85 
1128~ DATA85,64,85,85,64,85,85 
11290 DATA64,85,85,64,85,85,64 
1130~ DATA2~7,17~ 

11310 DATA~,~,~,~,~,~,~ 
1132~ DATA~,~,~,~,~,~.~ 

1133~ DATA~,~,~,~,0,248,0 

1134~ DATA3,84,1,3,84,5,5 
11350 DATA85,85,5,85,85,13,85 
1136~ DATA85,13,85,85,21,85,85 
1137~ DATA21,85,85,21,85,85,53 
11380 DATA85,85,53,85,85,85,85 
11390 DATA85,85,85,85,85,85,85 
114~0 REM ALTERNATE DATA FOR FACE 
11410 DATA~,0,0,0,0,0,0 
1142~ DATA~,0,~,0,0,3~,127 

1143~ DATA128,31,255,128,63,255,128 
1144~ DATA14,127,128,111,255,128,95 
11450 DATA255,128,191,255,128,123,255 
1146~ DATA128,135,255,128,255,255,128 
1147~ DATA255,255,128,95,255,128,127 
11480 DATA255,128,63,255,128,63,248 
11490 DATA~,15,224,0,0,0,0 
1150~ DATA14~,140 

1151~ DATA134,146 
1152~ DATA162,17~ 

11530 DATA114,170 

CHEXSOM 
0;0 

100;355 
110;1866 
120;1692 
130;1~13 

200;751 
210;1~~6 

220;2822 
230;2942 
240;2344 
250;297 
260;635 
300;751 
310;1475 

32~;2344 

330;297 
4~~;711 

410;1684 
42~;2~6 

50~;751 

510;2822 
520;2946 
53~;2344 

54~;297 

55~;4167 

560;696 
600;1~28 

610;2344 

204 

70~;751 

710;1936 
72~;297 

73~;2070 

740;1619 
750;2066 
80~;751 

810;2822 
82~;297 

830;655 
84~;1~7~ 

850;1952 
860;107~ 

87~;1947 



880=206 HH70=1534 11120=970 
900=1952 10180=1126 11130=1534 
910=1305 10190=1178 11140=1525 
920=979 10200=447 11150=1584 
930=3302 111121.1'1=799 11160=1462 
940=297 10220=799 11170=1445 
950=383 10230=865 11180=1522 
960=692 10240=858 11190=906 
970=4070 10250=924 11200=500 
980=691 10260=1039 1121£1=799 
990=581 1£127£1=11£11 1122£1=973 

100£1=579 10280=1164 1123£1=1049 
8000=437£1 1029£1=1£199 1124£1=1299 
8£11£1=6035 1103100=459 1125£1=1245 
81015=2443 1103110=799 112610=1245 
8102£1=2186 1103210=11014 1127£1=1255 
8£1310=3646 11033£1=9103 112810=1245 
810410=25108 1£13410=1239 1129£1=1245 
810510=143 103510=12910 11310£1=498 
91010£1=1646 1£136£1=1338 113110=799 
910110=1773 1£13710=1331 1132£1=799 
9£120=1527 1£13810=11049 113310=912 
9£1310=17101 1039£1=971 113410=919 
9£1410=1574 110510£1=10 1135£1=1167 
910510=1642 1105110=799 113610=1244 
9£1610=1726 11052£1=799 1137£1= 1235 
910710=1571 11053£1=86£1 113810= 1255 
9£18£1=163£1 11054£1=913 113910=1252 
9£19£1=1586 1105510=1£152 1141010=0 
91£1£1=17103 1105610=1£139 114110=799 
91110=1651 1105710=1147 114210=970 
912£1=1688 11115810=1164 114310=1535 
9130=1630 10590=1099 114410=1523 
914£1=1584 1J06JOI!I=JO 114510= 1643 
91510=1769 1106110=799 114610=1652 
916£1=1346 11!162£1=799 11470=1587 
9170=1590 1063£1=105£1 11480=1527 
918£1=1165 106410=11£13 1149£1=982 

10£1£1£1=44£1 1065£1=1421 115£110=5£1£1 
1£1£11£1=1177 10660=1332 115110=5£12 
10020=1385 L€l670=1345 11520=502 
1003£1=1389 10680=1049 11530=496 
10040=1286 10690=971 
10050=1448 11000=498 TOTAL= 251347 
10060=1530 11010=1283 
10070=1456 11020=1652 
10080=1218 11030=1644 
100ge=1014 11040=1288 
10100=452 11050=1275 
10110=1218 11060=1276 
10120=1631 1111170=1229 
10130=1635 11080=1391 
10140=1635 111090=1400 
10150=1631 11100=504 
10160=1636 11110=799 
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COMMODORE 64 
GAMESaOOK2 

II Please fill out this page and return it promptly in order that we may keep 
you informed of new books and software and special offers that arise. 
Simply fill in and indicate the correct address on the reverse side. 

I Name ....................................................... . 

MELBOURNE HOUSE REGISTRATION CARD 

I Address .... : ................................................ . 

I ~~'~r~' ~i'~ ~~~"~~r~'~; t~'i~ '~r~~~~t~' .... Code .................. . 

I g ~h~~:i~:. f'~:~~ which one? ................................. . 

I 0 Saw it in a Retail Shop 

I ~h~t~:~:':~::~:c;~u ~~~~~~~~~ .............................. . 
I Regularly: ................................................... . I Occasionally: ................................................ . 

What Age are you? 

I 010-15 016-19 020-24 0 Over 25 I We are continually writing new material and would appreciate receiving 
your comments on our product. 

I How would you rate this book? 
o Excellent 

I DGood 
o Poor 

o Value for money 
o Priced right 
o Overpriced 

I Please tell us what books and software you would like to see produced I for your COMMODORE 64. 

I 
I 
I 
I 
I 



PUT THIS IN A STAMPED ENVELOPE AND SEND TO: 

In the United States of America return page to: 
Melbourne House Software Inc., 347 Reedwood Drive, 
Nashville TN 37217. 

In the United Kingdom return page to: 
Melbourne House (Publishers) Ltd., Melbourne House, Church Yard, 
Tring, Hertfordshire, HP23 5LU 

In AustraUa & New Zealand return page to: 
Melbourne House (Australia) Pty. Ltd., 70 Park Street, 
South Melbourne, Victoria, 3205. 
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Just when you thought it was safe to go back to your micro .. . 
By popular demand here's 30 more exciting, original games for 
your Commodore 64. 

Every game is new! And every game has been specifically 
designed with easy to understand sub-structures so you learn 
programming skills as you go. 

There's arcade games, strategy games and games you can 
. modify and develop yourself. And with CHEXSUM, typing in is 
easier, and mistakes are quickly located. 

Commodore 64 owners - see if you can keep up with the latest 
release from the Commodore 64 Games experts . 

Reviews of our original Commodore Games Book: 
"The best software games book available for the machine" 
- Commodore User. 

"For a Commodore 64 games enthusiast this book is a must" 
- Personal Computer News. 

---- --- -
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Melbourne 
House 
Publishers 

ISBN 0-86161-178-0 

. mllllllllill mllill 
9 780861 611782 


	2012_07_07_07_26_36
	2012_07_07_07_28_25
	2012_07_07_07_43_44



