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INTRODUCTION

This book is a mixed collection of games and useful programs
demonstrating the capabilities of the VIC-20.

The novice home computer user will find great enjoyment in
knowing that all of the programs in this book will work. The
more experienced and adventurous user will find the listings
of both the games and demonstration programs to be in-
valuable in his quest to produce his own programs.

In some cases the user will require expansion to his VIC-20
but most of these programs will run on a basic VIC-20.

| have enjoyed compiling this collection and hope that others
will gain as much enjoyment using it.

NICK HAMPSHIRE
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BREAKOUT
DESCRIPTION

This game is the computer version of the popular arcade
game Breakout. The program includes some data at the end
of the program which is entered into the memory. This
machine code routine uses PEEK (197) to check if either of
the cursor direction keys have been pressed and moves the
bat along the bottom of the screen in the direction
corresponding to the key pressed. This routine could be
written in Basic but will slow the game to such an extent that
it will become very boring.

EQUIPMENT REQUIRED
Basic VIC-20 with no expansion.
RUNNING THE PROGRAM

After typing run, the program will display a few instructions
mainly explaining that the bat is moved using the two cursor
keys. Hitting any key will start the game running. There are
five balls to start with and the object of the game is to knock
out as many of the bricks as possible. When all the bricks
have been cleared from the screen, a new set appear and the
game is played over again.

PROGRAM STRUCTURE

The lines of interest in this program are as follows.

120-230 Set up display.

280-310 Choose random ball start position and direction.
320-340 Display score on top of screen.

350-390 Input for another game. -

430 Turn off sound and call M/C routine.

480-5560 Check for ball hitting object.

880-910  Check if ball has hit blocks.

1050-1110 Print instructions.

1160-1320 POKE data for machine code into memory.






18 REM EREAKOUT

28 REM #HEEEEERRRERRERR R AR R SRR
38 REM

46 GOTO11e4d

S8 HA=35873:51=2687V6:52=36877

&8 POKEMH. 135

COSLIELE56
FOKEZEE79, 12:P=8:EA=5
FEM
FEM DISPLRY
EEM
FPRINT" X844 v,
FORI=1T0O21
PRINT"dY Wy 432 SyENK "
HE®
FRIMT"$q gy

AN DA TR

=5
!

43 S4EEN 3

PRINT "sialeiel"
PRINT "I A$
PRINT " A%
PRINT"RER" A%
PRINT"MG"A$

AS=" I T T T T T T 110
:PRINT"M"A$
:PRINT“MI"fid
: PRINT "M
: PRINT "MI"Fi$

POKESZ, @:POKEHA. 15:AC1)=126 :A(2)=168
R{2)=122:A(40=124 :R=0:0=0:4Y=23""7=]
REM

REM RAMDOM BALL START FPOSITION

REM AMD DIRECTION

FEM

Z2=7343+RND( 1 Y ¥28

298 G=IMTCRMDC(] D%2D

288 IFG=1THENR=1

IFG=BTHENR=3

3 POKES], 8:PRINT"REECORE"SC

FRINT" sk BEBRERRERRREALL HO"EA

IF BA<>8 THEN 436

G PRINT" LTHMOTHER GAME

AR AL DX DARND] AR A DA R D R

PO PP MY PITO DD T DY e b s bt et e e = e LG 0D =

00 =~ T L L2 P 0% 0000 = O O] o 0 P = (5 0 0

an .

268 GET A$:IF AF="" THEM Seb

37E IF A$="Y%" THEN RUH

8@ IF A%C"H" THEW 260

398 PRINTYE)":POKE 268759.27 :EHND

488 REHM

418 REM PLAY GAME AND MOYE EBAT WITH 3YS 7424
428 REM

420 POKESL.9:3%57424

440 RE=R+]

458 IFO={THEMIFR>4THENR=3:Z=2+V FOKEZ-Y., 32 - GOTO4E
4@ IFD=1THEN4ES

470 IFR>ZTHENWR=1:Z=2+V:POKEZ-Y, 32

420 H=PEEK.Z)

428 IFX=1Z2BTHENSGOS

S@ln IFX=20YTHEMK= 1:GOTOS7YH

210 IFX=2B8E8THEMK=-1:GOTOS78



Eel IFX=160THENHSEE

330 IFK=224THEH7 A

S48 IFX=223THEHSTG

5560 IFR<36THENSSA

eS8 ERA=FA-1 POKES2., 228 FORL=15TO0QSTEP-]
S7YE POKEHA. L FORM=1TO20S9  MEST  MEAT 1 GO0TO2Z26
528 POKEZ AR :GOTO438

no@ w=1:POKES1. 2208

EAG IFHOT(R=10RE=)THENS3D

G188 P=f+22 Re3iV=21 10=1

G2 AC3r=124:AC4)=123:6G0TO436
26 IFMOT(R=80rRR=4>THEKHSEA

G4E 2=Z+22 R=1:5=230=8

ESE FAir=12&: ALZ)=108  GOTO420
58 POKESL. 220

7@ IFHOT (E=10RR=2)THEHTES

£33 Z=Z+1 E=3:Y=-21:0=1

SOF ANZI=1E3AC4 =124 1 GOTO426
TEG IFMOT(R=E0RRF=4>THEH2E

F1a Z=Z+1:R=1:¥=23:0=0

28 AC1=12aAC2)=108 :G0T0426
vog POKESL, 220

740 IFHUT&R 10RR=2) THEN? 7S
798 Z=2-1:R=3:¥=21:0=1

TEE AC3)=124:AC4)=12%:G0TO436
77a IanTxR“°nPR 4)THEHSB@
7o 2=2-1 F=1Y=-0R =0

798 Hxi) @8 AC2y=126:GATO426
2668 Y=8:POKES1.228

218 IFHOTC(R=10RR=2) THENZ4E
S2E P=E-22 R=EV=-E1 i 0=]

820 H(’J 123 AC4=124: GOTOS24
246 IFHOT(R=30FER=4)THEHS?G

BEE Z=Z-22:R=1 W=-23:0=0

AmB Al y=1E3iAI2=126 1 G0TO328

270 POKESI, 208 POKEZ. 22 POKEZ+K , 32
250 IF2C?812THENSC=5C+7  GOTO22a
IFZ<730eTHEMSC=5C+5 : GOTOS28
IFZ<TRRATHEHSC=AC+3  GOTO328
IF2C{7dd THEMSD=5C+1

FOKE28468+7-76860. 1 : FOKEZ84B80+2-7E26+K, 1
IFSC/22R=INT (SCA3202THENLYE
IFY=1THEN2EER

Wl

IFHOT{R=10RR=2>THENS20

S=Z422 R=3:Y=21:0=1

ALZa=124:1AC40=123: GOTQZ2E
IFMOTY ﬂ-Eﬂ'lF F=d43 THEN1G85E

EIU =422 k=] W=23210=08

aLG Hfll“lﬂh ALE =165 00TOAS

S0 5 T S 0D
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1826 REM

1628 REM INSTRUCTIONS

1648 REM

1856 POKE3627%, 42 PRINT"Idae#% VIC BREAKQUT
16680 PRINT"Me/OU MOVE WITH

1678 PRIMNT"XBHMCRSRT MOVE LEFT

1622 PRINT"aCRSR+ MOVE RIGHT

1698 PRINT":MMHIT ANY KEY

118a
1116
1126
1136
1146

o I U B o It o o

Lo DY PO e OO0 00 =)
KX

el o e e e e )
DRI R T PR B = e
cai

GETH#: IFFA$=""THEN1168@

FETURN

REHM

REM MACHIME CODE ROUTINE TO CHAMGE
REM POSITION OF THE BAT

3 REM

POKEZS1, 235 POKEZSZ, 31
POKESE, 23:RUN1188
FORI=7424TO74E3

RERDA: FOKET . A: NEXT : RUNSE
DATA164.251,173,197.8
DATA281. 23,282, 15, 1€3
IRTAZ249.56,237,58, 23
DATAR197., 251,248, 16, 260
DATAL132.,251.,206,11.241
IATAZL.288,7.,192,228
DATARZ48. 2, 136, 132,251
IATALV2.58,29,185,55
DATAZ9., 145,251,136, 16
DATA242, 224,169, 120, 141

3 DATAZ28.31.162,224, 141
3 IATA243,321.5%6.,4,36
A IIHTH].:EJ 213.1 12@1 _qEJ E‘

RERTY.
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FIND THE WORD

DESCRIPTION

Find The Word allows the user to input a word length, the
computer will choose a word from the data statements of that
length and put it in a matrix with a load of random letters.
The user then has to find that word in the matrix. The word
may be horizontal, vertical, or diagonal and may be
backwards. If the word has not been found after three
guesses, the computer will give clues by telling the user the
first letter of the word, the second, etc until it can give no
more clues without giving the whole word.

EQUIPMENT REQUIRED
Basic VIC-20 with no expansion,
RUNNING THE PROGRAM

After typing run, the program will ask if instructions are
required, if the answer is yes then a page of instructions will
be printed on the screen. The game will then start by asking
how many letters in the word. The variable M chooses
whether the word is diagonal or not. Then the guessing of
the word begins. When the word has been guessed or the
computer has run out of clues the score for that word will be
printed along with the running total.

PROGRAM STRUCTURE

The lines of interest in this program are as follows.

250-350 Input length of word.

400-470 Choose a word of that length.

510-900 Create grid and put the word somewhere in the
grid.

940-1030 Print the grid on the screen.

1070-1420 Guess at word and check to see if the guess is
correct.

1470-1590 Guessed the word or no more clues available.

1630-1640 Data for three letter words.

1



12

1680-1700 Data for four letter words.
1740-1760 Data for five letter words.
1800-1830 Data for six letter words.
1870-1940 Print instructions.




18 REM FIND THE WORD

28 REM $#$f#Efasd e iaaitfE st e s s
30 FKEM

48 5=1

S8 P=0:FOKE36873,42

€0 T#="AEBCIEFGHIJKLMHOPQRSTUWWRYZ"
78 DIMR$C(E.2)

20 PRINT"In### FIND THE WORD #¥%"
28 PRINT" D0 YOU WANT INSTRUCTIONS 7"
1898 GETA$: IFA$=""THEM1Ga

116 IFA$="Y"THEHMGOSUB1S7E

126 P=8:G0SUE256

136 GOSUB4Ge

146 GOSUBS16

158 GOSUE48

168 GOSUE187E

176 IFO=BTHENGOTO158

188 GOSUB1470

198 IFO=BTHENGOTO1S5a

288 GOSUB1326

218 GOTO128

228 REM

228 REM INPUT WORD LENGTH

24@ REM

258 PRINT

258 M=INT(RHD{1)¥2)+1

278 IFM<1THENGOTOZ258

280 IFM>2THENGOTOZS8

298 PRIMT

266 PRINT"JaHOM LONG IS THE WORD"
316 PRINT"LENGTH (3 TO &) 7"

326 GETR$: IFA$=""THENZz&

339 L=¥YALC(A%) : IFL{3THEN29a

348 IFL>ETHENZ98

358 H=L+1

368 RETURM

37a REM

386 REM CHOOSE A WORD OF THAT LEMGTH
398 REM

438 RESTORE

418 READA$

426 IFLENCA$) <OLTHENGOTO416

428 Q=RNDC7I%¥15+1

44@ FORR®=1TOQ

438 READW$

458 HEXTX

478 RETURN

428 FEM

45 REM CREATE GRID OF RAMDOM LETTERS
S REM

Ul Hen

13
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[ I

Gt W0 0 Sy R e G0 Pl e 2 L0 O = O N R D Tel e D OO0 )T O L DO
OV AN U A I o B OO I A R R AU A R o R X

0 A0 WD 00 Q0 0T 00 20 0D 00 0D 00 0D )
= SN0 =) TN Ja LIPS =
WU I R T T R i R R o

U e |

R=INTCRHDC 1 2 #H+1)
K=INTCRNI 1) #b+10
IFR<=20RR>=N-1THENGOTOS 56
IFK<=20RK>=H-1THENGOTOSSE
K=+

GOTOS26a

FORM=1TON

FORY=1TON
B=INTCRNDCL Y H26+1)
QF=MIDFCTH, G, 10
RECK, YI=0%

MEXTY

NEXTY
IFM=2THENGOTOS16
IFR<=20RR>=N~-1THENGOTO7 48
IFK<=2THENKR=1
IFK>=H-1 THEHKR=-1
FOR=1TOLEHCM$D
RECK, RISMIDEFCHF, K, 10
K=K+KR

NEXTH

RETURN
IFRC=2THENRR=1
IFR>=N-1THENRF=-1
FOR=1TOLENC W%
RECK, RI=MIDFCME, K. 10
R=R+RR

NEXTH

RETURH
IFR<=2THENRR=1
IFR>=H~-1THENRR=~1
IFK<=2THENKR=1
IFKZ=N-1THENKR=~1
FOR%=1TOLENCWS)
RECK, RI=MIDECHE, % 1
K=K +KR

R=R+RR

NER T

RETURM

REM

REM PRINT GRID ON SCREEM
REM

F'R:I HT " :‘J#:::::::::::::::::::

FORX=1TOM:PRINT"  ;
FORY=1TON

A PRINTR$CK, Y2, " ")
3 MEXTY

FRINT



1826
jada
1858
18ea
1876
1620
1896
1166
i11a@
11209
1126
1148
1158
1184
1176
112a
1128
1280
1218
12208
1236
1244

250
12608
1278
1286
1296
1366
1314
1326
1336
1348
1359
1368

ave
1326
1394
1468
14186
1426
1420
1444
1456
1460
147a
i4¢a
1455
14504
1506
151R
1500

RETURH

REM

REM GUESS AT WORD

REM

FRIMT"¥MHAT IS THE WORD 7
IMFUTFF

P=F+1

IFA$E=W$THENGOTO1 266
PRINT"RSORRY H@RRONGTE"
IF(F-2)=LTHENGOTC1242
IFF>2THENGOTOL11VE

PRINT"XHOT VERY GOOD"

0=8: FORKK=1TO3808 : HEXT

RETURH

HE=LEFT$HNF.F-2)

PRIMT"®NOU MEELN HELF."
IFP>2THEN1Z22G

PRINT"®THE FIRST LETTER IS":PRINTH$
GOTO1154

FRINT"SITHE FIRST":P-2;"LETTERS" :PRINT"ARE "iH#
GOTO1 158

PRIMT"SMRONG, YOU DID":FPRIMT"HOT GET THE WORD
PRINT"RIGHT.

PRIHT"®IT WAS ma" WE "W
FORI=1TO3906 : HEX

O=-1

RETURN

PRINT

PRINT"MIATHAT 1S IT

PRINT"®NOU GOT IT IN"P
FEINT"TEY"

IFF>{ THEMPRIMNT" TTRIES"
FORI=1T0O3@35: NEXT

O=1

RETLIEH

S=5+1

FR=0

KR=8

F=a

RETLRN

REM

PEM GIUESSED THE WORD OR HQO MORE
REM CLUES RYAILABLE

REM

PRINT

T=T+(L/P>¥{L/P2¥M
Z=IHTCCLAP ¥ LAF %MD

FRINT"OITHE SCORE FOR THIS":PRINT"WORD:";Z
FRIMT 6 MARIMUM SCORE" :PRINT"MAS" ; INTCL¥L¥MY ; "ID"
FRIHT"MTOTAL SCORE"INT(T/S)
PRINT"AMPRHOTHER GO 7

15



1538 GETA$: IFAS=""THEN1 530
154 FRINT
1558 IFA$="4"THEN12@

oo IFAF="N"THEN1SZ0Q
ard FRINT"XY OR N FLERSETT)
268 GOTO1536
238 PREIMT"ET', 'POKESERVI, 27 EHD
BEE REM
518 REM THREE LETTER WORDS
c28 FEM
628 DATAZZZ. TIMLGET, THE.SIT,CAT., D0G., ONE . THO
od4@ DATASIF. TEM.FIT.EET.SET.EIG,EBAD
g REM
@ FEM FOUR LETTER MORDS
& REM
4 DATA4444,FOUR.FIYE . COOL . MAKE , HOLE . FO5SH
8 DATANINE. CLAF.COLD, S00D, YOUR, MHAT , RERD
a4 DATAYAST. LAMF. TEUL
& KEM
2 REM FIVE LETTER MWORIDES
8 REM

DATAS20SS. CHIPS . GREAT . CLEAR , GLASS . MAKER
DATASFOOL . SLEEF ., FEEA=T . THREE . SEVEM . STOOL
DATAEIGHT . FLAMT . ERDAR., RFAD IO LATER

REHM

FEM SIX LETTER WORDS

AN E &N
o

AR RN ]

= 7
-

A ARCTIC, GUITAR. MINUTE,MIDTLE
ISTOL. ANIMAL  TOWERS . FERMIT.FIRIMG
DATADEAGON, ROBOTS, ROCKET , MOSAIL, MEMORY
IRATARERMDIT
FEM
REM IMSTRUCTIOHS
FEM
FRINTY"IJIMSTRUCTIONS:
FEINT"®SFIMD THE MWORD IS H
FEIMT"®85AME MHERE YOL! HAYE
FRINT"ETO FIND A HIDDEW WORD
FRIMNT"®IH A GRID OF LETTERS
FRINT"®MCLERAR 7
GETRE: IFAE=""THEH12Z8
FETUREH
v,

(A R Rl
=
I
_i
I
Ty
—i iy
3 R A
o
Ty

™ | K
=

WO R N e 00 00 Q0000 Q0 00 Q0 00 00000 =g =g =) =g o ) ) ] ) =TT Ty T

Ll e el o S i anndl an il e Sl Sl el el ol el B e e e e e e el el e e el ] e L S

DADA AT T B EA R DA A AR AR

TP 03D = A0 00 =Ty 00 B Gl P o= D A0 00 Ty 0 B 00 D e S LD S0 TN O

A -
m o
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SPACE PIRATES
DESCRIPTION

In this game, the player is in control of three lazer gun bases
at the bottom of the screen. The three bases are fired with
the use of the keys A, S, D respectively. The space pirates go
across the screen in groups of five and the player has to
shoot them out using the lazer guns. If the space pirates get
past the bases, they start to destroy the cells on the right
hand side of the screen. When they have passed through the
cells they appear on the left side again but lower down the
screen. When the space pirates have all been annihilated,
another set of pirates appear but in a different form. The
game is over when all of the cells have been destroyed.
This program makes good use of sound and user definable
characters.

EQUIPMENT REQUIRED

This program works on an unexpanded VIC-20 but will not
work with expansion.

RUNNING THE PROGRAM

After typing run, the program will display which bases are
fired by which keys and will pause while the character
generator is being moved. The game will then start.

PROGRAM STRUCTURE

Lines of interest in this program are as follows.

80-120 Display instructions.

130-140 Limit top of memory.

150-220 Move character generator and set up other
characters.

230-570  Play the game.

680-620 Input from keyboard.

880-960 Change the character for the space pirates.

1040-1180 Game over, play again ?

17
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16 FEM SPACE PIRATES

20 REM i rr s S in sl kR a Ak e ¥
28 REM

48 POKE26E78, 15

S@ 12=PEEK(329):I3=PEEK(52¢)

€8 IFI9<{>aTHEN]1308

78 VI=2€264 ' POKEVI+S, 248: POKEVI+15.219

74 REM

7S5 REM INSTRUCTIONS

7o REM

28 PRINT“IRSPACE BUCCHHEERS"

38 FRIMTY

lge T#="MA - EASE 1 FIRE":GOSLEB1G26
116 T$="¥S - ERSE 2 FIRE":GOSUELGZ0
126 T$="ablD - EASE 3 FIRE":GOSUB10z208
124 REM

125 REM LIMIT TOF OF MEMORY

126 REM

186 POKESE. PEEKC(SE)-2 POKES2. PEEK(SE)-2
14 FOKES1,PEEK(SS): CLR

144 REM

145 REM MOYE CHARACTER GENERATOR

145 REM

154 DT=32758:%1=362364 ' CC=25c#PEEK(S2)+PEEK(31 >
166 FORI=GTOS11:POKECC+I,PEEKC(DT+I) :NEXT
178 FORI=454T049<:RERDS

126 POKECC+I., J:HERT :POKEVI+S, 255

126 DATALZ9.66.36,0,0,36.66, 122

268 DATA24,24.24,24.608, 125, 126,255

218 DATRS4,32,31.25,57, 127,238

220 DATASE, 2,4.248.152,156,254, 119,22
224 EEM

223 REM PLAY GAME

226 FEM

2a8 I2=PEEK<{B29): 19=FPEEK(826) : S=FEEK (827 ) %25
246 IFIRZBTHENS=S+C(FEEK(82€)-1 #6300

256 S2=5:G0SUB270 Y=25

268 T$F="MOTHERSHIP-{=-7MYSTERY"

2708 T2¥="#1 FIRRTE-E-25"

223 IFIS=ATHEMIZ=58

270 POKEVI+1S5.8: PRINT"HUBLURE"q

SEE  PRIENT Y emmvion s st o i on pesion st i ":POKES163,
218 PRINT:PRIMT: FDRI~1T05

Sekl PRINT" s m rrrra“:srRINT

=38 NEXT: FOKES299,59: POKES182,53

4B 201 a=7F7sa: hk;> 734

=56 Tf’}— BYR:2(4)=7922:2(2)=7V3E6

SER PEIHT"ﬁnﬂﬂﬂuﬂﬂﬂﬂuﬂuﬂmmmmuﬂuLPIRHTE EOUNTY 3%
VA FORT=1TOS: ¥20Tr=1.25+RHOCTI ) :HEXT

ZEE FORE=1TOS: IFI3CK)=1 THEHFOKEZCK) , 32 : GOTOS3
270 E=RHDCKY: TFZ1=STHEHGOSLES Y8

19



IFT14=0RHDRHDC 43, @2THENT4=1 ' EU=7724
TFT4<1 THEHS 3G

Y FOKEEU. 22 BU=BU+1 : FOKEEU+1 . &1 ' FOKEBU. 28

IFHOTCI4=1ANDEU>=7743>THEN458

o I4=8:FOKEBRL, 52 POKEBU+1 .32

IFX<=, STHEH4E8

8 FORKEZCK D, 22 Z{KI=ZCRI+XI KD

FOKEZCKD) 8 POKEZCK)+308728,0

28 GOSURSED
4 IFPEERCZC{KI+1 2 {>FITHENS16
3 [2=I12-1:FRINT"-DpOsRbRBBRRCELLS “I2"NH ¢

IFI12{=0THEN]B4a

A JFZ2(K2 >=3028THEN1 846
3368 NEXT:GETAR$: IFR$F="Q"THEN1170

GOTOZE

5@ POKEZESE9. 246 : FOKESE, 30 FOKESZ, 38
3 CLE:PRIMT"ISRISCAMMING SECTOR"

PRINT"2WISTARDATE "TIF:RUN
FEM

S REM INPUT FROM KEYEOARD

FEN

gla Z=FEEK(197)

1FZ=17THEHC=2G77 : GOSUB&30
IF2=41THENC=8580: GOSUEc30
IFZ=18THENC=8823 : GOSUBE3E

20 RETURN

MM=32: FORI=C-22TOC-338STEFP-22
FOREI+22,MM: IFPEEK(I-22)=0THEN7 18
MH=PEEK (I-22) : IFMM=510RMM=6GTHENGOSUBSZG

£8 POKEI. 33

IFBU=I-22THEMFOKEI . 22: I=C-323@:G0TO768

w23 FORDE=253TO2SBSTEF-1
98 POKEZEETS. DE:HEXT :FOKEZSE7S. 8

HEXT : FOKEI+22. 32 : RETURN
POKE3EE7V5.,8:FOKEIL .32
FOKEI-22.55: POKEI+30698, 2
FORDE=266T0235: POKE3€877. IE

3 MEXT:POKEZEE877.,@:POKEI-22,32

|

R AL A I T
@D G o D S

00000 0 D0 00 00 20 =) g -

5=5+Y:51=51+1 'PRINT"SSCORE"S: I=C-352
I3¢K»=1:52=52+1 : IF5>=1280BTHENS=5-1 268
IFE1/28=INT(S1/28)ANDS1 CATHENIYE
IFS2{>0THENZ18
GOSUESYE : Y=Y+235 :FORJ=1TOS
IZ¢To=0NEXT : GOTOZ38

GOTOSSE
Y=IHT(RNDI7)#%4+1)%58: POKEBU+1 , 32: FOKEEU. 53
FORDE=15aTO1&6: FOKE26877 ., DE

NEXT : POKE3ESYY, @ I4=0: POKEBU, 32

S=5+Y PRINT"&SCORE™ S POKEI . 32 : RETURN
IFS1/728=INT(S1/28)ANDS 1 <3ETHENZ 7@



87a
o326
294
Saa
3a
aza
93
246
254
956
a7h
928
994
1868
i@1a
1826
1836
1634
1835
1828
1648
1858
1868
1674
162a
169G
1168
111G
1126
1126
1140
115@
1168
1178
1188

IFS2{>STHENRETURN

FORI=GTOY

READJ

FOKECC+ILJ

HEXT: 52=08
DATA1G2.1682,68,231, 183,60, 102,685,656
IRTAZ24 .68, 126,98, 126,58, 123

DRTHES, B, €6, 189, 182, 183, 24. 26,24
DATAEA. 1258, 159,254, 62,34, 34, 182

RETLURN

POKESZ5, 1 - POKES22, 12
IFS-6300<=0THEN1@10
POKESZY, (5-5386) /235

POKESZE, PEEK (826> +1 : GOTOS56
FOKE227.,5/25 : GOTOS00
FORI=1TOLENCT$) :PRINTMID$<T$.1.1);
EEﬁDE=1TU?B=HEKT=NEKT=PRINTJRETURN

i}
FEM CELLS DESTROYED, GAME OVER
REM
POKES102,58: POKES165, 58: POKES093, 58
PRINT "R b b S8 #3 40848 "
FRIMT"MuBRE#H#CELL SH##"
PRINT"dRRBHDESTROYEDH"
PRINT"shRRiHHE SRR
FORDE=255T0120STEP-1
FOKE36S77, IE : FORD=1TO3@: NEXT : NEXT
POKE36577., 8 PRINT"IWANOTHER GOZ(Y/H)"
POKE2€879, 76 :FOKE193.0
GETA$: IFA¥=""THEN1138&
IFA$<>"N"THEN1168
POKES2E, &: POKES27, 3 :POKES29,8:G0TO1179
POKES2E, 8: FOKES29, 0:POKESZ7, 8: GOTOSS0
POKESE, 30 PRINT" 12"
FOKE2E369, 240 : POKE36379, 27 : CLR:END

RERIY.
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VIC VIC
DESCRIPTION

VIC VIC program demonstrates how the display can be
manipulated to create interesting effects by changing some
of the control registers. First printing a grid of colours and
then by manipulating the control registers the display is
‘pulled’ into the centre of the screen and then back out. A
coloured VIC appears on the screen and the same thing
happens. This will continue until stop/reset is hit.

EQUIPMENT REQUIRED

Basic VIC-20 with no expansion.

RUNNING THE PROGRAM

Type run and watch the effects produced by the program. If
the program is stopped, the screen will stay as it was when
stopped until stop/reset is pressed.

PROGRAM STRUCTURE

The lines of interest in this program are as follows.

40-150 Print coloured grid on the screen.
160-330  Print large ‘VIC' on the screen.
340 Go back and repeat.

360-430 Manipulate the registers for the coloured grid.
440-510  Manipulate the registers for the large ‘VIC'.
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REM YIC VYIC
REM #HEEEEEEEEREERREEEREEREERREREEREREER L 0N
REHM
PRINT"O".: :FORI=1TOS
PEINT" & a o h A "iTHERTI
FORI=1TO4
FRIWNT" &4 Ei = T ] " HEKTI
FORI=1TOS
FRINT" =a a o (N | " THEKTI
FORI=1TO4
FRIMT" %4 Wi >
FORI=1TO4
PRINT" & ) 5y
FRINT" <4 2 N 3
PRINT"343 "
FORI=0TO4
PRINT" 3 "3 tHEXTI
FRIMT"H% 2 Ml a "
PEIMNT"®N 2 a ",
FEINT"®X = o 2 moM
PRINT"%N 3 | mo X
PEIMT"S2 8 3
FREIMT"3a X 2
PRINT"®3 & o
A PRINT"H3 &% &
PRINT"#3 =
FRINT"Ha &
FEINT" 52 &
PEINT"34 & 4
FORI=ATOZ
PRIMT" 34 "y tHEXTI
FRINT" R £
GOSUE44E
GOTO4E
END
FORI=1TO2Z:PORKESEEEE, 125+ ] : POKE3GSG 7, 2+ 2%]
FOKEZSZEed, 34-1 FUhE:ECES,EE 2% MEWTI
FHFI—UTDLEE'HE;TI R=IMTCRMICL 2%7 )
FOKEZEEY3, 25+R FORI=ATO2535 : HEXTI
FORI=2Z2TO1STEP-1 FOKEZE22e, 1258+]
FOREZSRSET, 2+2%]1
FOREZEZES, 34-1 :POKEZ62365, 82-2%]
HEMTI : RETURN
FORI=1T022:POKE358€E, 128+] : FORE3GBET . 2+2#1
FOREZE2E4 , 24-1  POKE3EEES, 832-2%1 ' HEXTI

=
=

"iHEXTI

# "icNEXTI
3 @ GOsUB3es

Fr
4

nunRava
MuuMARLULL
AT TAT
R L3 ER ER
Muuau
=1

MUuu
23

20 FORI=@TORZ2 NEKTI :R=INT(RHDC1 %75

3 POKESSSVR, 20+RFORI=GTO22% NEXTI
FORI=2ETOISTERP-1 :FOKEZESEE, 128+]
PORESRERT . 2+24%]1

FOKEZEEESd , 24-1 : FOFEZESED .. B2 ~-2#]
d4 HEXTI : RETIIRH

A



BIRDS DEMO
DESCRIPTION

This program is a demonstration of user defined characters
and real time animation. Displayed on the screen is a sea
view—a cloud in the top right hand corner and sea with
waves on the lower half of the screen. Attractively coloured
birds are soaring over the sea.

As the display stops moving and a tune begins to play, a
missile is fired from under the sea and shoots down a bird
before beginning all over again.

EQUIPMENT REQUIRED
Basic VIC-20.
RUNNING THE PROGRAM

When loaded type RUN and watch the display appear on the
screen.

PROGRAM STRUCTURE

The lines of most interest in this program are as follows:

50-80 Display introduction to program.
130-160  Put character 0 white in every position on the
screen,

170-190 Set character 0 to a space.

240-320 Change character 6.

340-420 Put colours yellow, white and blue for three
birds on the screen.

430-510  Put birds on the screen.

520-590 Change character 2.

610-700 Display sea, birds and cloud.

740-790 Change character 5.

800-980 Change characters 1-7 using data at end of
program.

1290-1450 Character data.
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18 REM BIRDS DLEMO

of REM $HEERsEsafekiiai it e ek
=8 REM
46 YIC=S%1513:POKE YIC, 11 :FPRINT"D" :FRINT
58 PRINT"d DEMONSTRATION OF"
&8 PRINT" USER-ILEFIHED"

"3 PRINT" CHRRACTERS ANMD REAL-"
PRIMTY TIME AMIMATION:
FORI=1TOSHEE  HEXT I

WM=YE2H

CHYBE=35460

Ch=-512

FOR A=E TO S@8o

FOKE YHM+H. &

FOKE CHMYE+A.1

HE=T A

FOR A= TO 7

FOKE CH+R. 8

HE®T H

FOR A=B TO ¥

FOKE CHM+5&+R. 18

MEXT H

POKE WIC+5.,259
POKE CM+&2.56
258 POKE CM+48,24
6@ POKE CM+49.,153
276 FOKE CM+548, 928
280 POKE CH+51.&8
298 FOKE CM+52,98
380G POKE CM+53, 189
219 POKE CM+Sd,c8
Z28 POKE CHM+53.12¢&
FORTT=1TOS
3 POKE CHYB+28.7
=@ POEE CHYE+31,7
A POKE CHYB+3Z,7
FOKE CHYE+E7.1
FOKE CHYBR+52.1
FOKE CHYB+&3.1
FOKE CHYE+2B5,
FOKE CHYE+ZEE,F
FOKE CHYE+ZBT.,E
POKE WH+3d,
FOKE “M+321.
FOKE “M+32.
FOEE YM+&e7,
FOKE WM+ES,
POKE WHM+&3,
FOEE %WH+25
FORE e
FOED W20y 8

= 100 0 =
DUy ol o
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AR AR
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!

AT PO P e s e e e
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"
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ORI 2 T R S R A N Y AR AT AR SR S

Bon
-

27



SzE POKE CM+16.1
538 FOKE CM+17.8
548 FPOKE CHM+18.1
sS6 FOKE CHM+153.2

£@ POKE CHM+28, 255

TE POEE CH421.128

20 POKE CH+22, 2¢

20 POKE CH+23,24

B3 POKE WIC+1S.,229

18 PRINT" sipaleJelnlelalalsIalIa]ale0TATn]" |

28 PRIMT"wACACACACACACACACACACACY
20 PRIMT"BEACACAREEECACAREZECACERC
4@ PRINT"w@ERCEEECHCACAHEZACACERE"
SA PRINT EEeEEACACACREACACRCACEEE"

___________

FRIMT"Si=eeppaaadpps R EDDDDDDEEREEED" .
PRIMTYEDDDDDASEBREEDDDIEBRED D 2RE"
FOR R=0 TO 2
FOKE CM+Z24H. 23535
HEXT H

FOKE CM+42,127
FOKE CH+43,127
FOKE CH+44.63
FOKE CHM+45.31
FOKE CM+45.15
FOKE CM+47,3
FOrR 2=1 TO S
RESTORE

FOF A=1 TO 7V
FOR EB=&@ TQ 7
FERD I

FOKE CM+&8+E,L
RERD C

FOKE CM+24+B.C
MEXT B

NEXT A

FOrR A=1 TO ¥
FOR B=&d TQ 7
RERD C

FOKE CM+S+E.C
RERD

FOKE CHM+24+E,C
MEXT B

HERT A

HERT 2

FOR A=1 TO 12
69 READE:READC
1@ FOKE WIC+12.B
B28 POKE WIC+14.15

o A B Bt B B I I I oy Rl

OUR W RN

LD O =8 T O B Dl [0 e 50 0D 00 =) T o

DA A R A R

(= |
!

-—
!

U N AR )

S0 00 = O O o B3 P = GO

—
Y

o S O e 090 S O 0

L0 00 0 A 0 00 00 00 00 00 00 00 0 00 =) =) = =) S = =g s =g =) @y @ Oy o O Ty O I T AL LN an

G 00 00 ) T N P D e

o
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1650
1646
1659
1668
1675
1685
1955
1168
1118
1126

FOR X=1TO25%C:NE
FOR Y=14 TO 8 =T
POKE VIC+14.Y
MEXT ¥

RERD C

FOR #=1 TO 25#C:NEXTX

NEXT H

POKE YIC+12,8

PRINT " sialainials eI e alnin I a e (e e B R B R RIS '
FOR ®= 1 TO S@:NEXT:FRINT"nlRE" )

ks
P_.

}':I
EP-1

113& POKE VIC+14.15

1146 FOR ¥=1 TO 7

1158 GODSUE 1260

1168 HEXT

1178 FRINT"BRINEFE" ;

1128 FOR X¥=1 TO 20 NEXTX:PRINT"INRIEEE"

1198 POKE VIC+13,17@

12068 FOR %=15 TO 8 STEP-1:POKEVIC+14.Y%

1218 FOR ®¥=1 TO 3@:NEXT ¥:HEXT Y

1228 POKE VIC+13,6

1238 FOR ¥=1 TO 20:NEXTX

1243 FOR X=1 TO7@8:MNEXT

1256 MEXTTT:FOR I=1TDEG6G:HEXTI : POKE2ZEE62, 248 RUN
1268 FPRINT"IETRIG",

1278 POKE VIC+13,24@+Y

1286 FOR X=1 TO 435:NEXT:RETURN

1224 REM

1225 REM CHRARACTER DATAH

1293 DATAG.9,3,9,8,@,0,8,2,192, 15,240,112, 14,125, 1
1269 DATAG.3,8,8,0,8,1,128,32,152,668,68. 132,32, 8.0
1318 DATAG,9,9,8,8,0,1,128,15.246,240,15,8,8.6.0
1326 DATAG.6,5.8.1.,128,255,255,1,128,60,0,8,0.8.8
1330 DATAS,0,9,0,248.15,15,246.1,128.6.0,0,8.06.8
1240 DATAB.8,132,3,60,60.3.132.1,128.0.0.8,08.8.8
1358 DATA123,1,112.14,15,24A,3,192,0,.8.0,0,0.8.49.,8
1268 DATA1Z2S.1,112,14,15,243.3,15%2,@,6.0,9,93,0,8.8
1370 DATAG, 8, 152,3,60,68,3,1%92,1.,128,8.0,9.6,8,0
1388 DATAG,0,4,9,248,15,15,248.1,122,06.6.,8.8.4.8
1336 DATAG@,&,3,0,1,128,255,255.1,128,0.0,0.0,3.9
1460 DATAG.8.9,8.8,9,1,128,15.,244,240,15,6,8.9.8
1410 DATAG,H.6,8,8,9,1,128,3,192.66,85. 152, 2.8, 4
1428 DATAS.4.9.48.8,9.0,8,3,192.15,248. 112,14, 123, 1
1438 DATA 213.8,2.217.2.2,204.3.1,198,1.,1,131.2.1
1446 DATAL17?Z.8.2.,178,8.2,173,4,1

1458 DATA1S1,1.1,193,1,1,212.3,1,217,15.0

REALY.
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RHINO
DESCRIPTION

The aim of the game is to make your way through the jungle
while avoiding wild and dangerous rhinos. A map of the
jungle with the position of the trees, the house and the
players current position are displayed attractively on the
screen,

The opponents — the player and the rhinos — are hidden from
each other by dense jungle. Once the rhino has seen you, it's
position is/are {(depending on how far into the game the
player has ventured) displayed and then the race is on. The
rhino will charge, moving one step to each of the players. It is
up to the player to escape amongst the trees; seemingly an
easy thing to do, but rhinos are very smart critters. If a rhino
catches up with the player, its wham: and the game is lost.
Each time the player outwits the rhinos more come to their
aid, until the player has to avoid a maximum of 20 such
beasts.

Without giving too much away a tip for the player is to try to
trap the rhino in a downward facing U-shaped group of trees.
The player will be able to move diagonally out of the area but
the rhinos remain feeding on their frustration.

EQUIPMENT REQUIRED
Basic VIC-20 with 3K expansion.
RUNNING THE PROGRAM

This program wiill only work with 3K expansion if all the REM
statements are omitted.
After loading type run and follow the instructions.

PROGRAM STRUCTURE

The lines of interest in this program are as follows.
120-130  Limit the topof memory and dimension arrays.
200-3170 Play the game.

770-1090 Set up display.



1130-1400 Move the man in the required direction.

3210-3270 Set up graphics characters.
3310-3390 Character data.

xOUR MOVE

PN
P
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REM RHIHOD
REM #F st had E Rt i SR
REM

A REM THIS FROGRAM WILL WORK WITH 3K

A 0D =) T CR B G [ o= SR S TS S GO

PARIPIPIND = o s bt et et b= = WO O =) (T
AN AR DA o L eUE o Ul o i o U O o IO or IO U oy B oUl ot U oUW Rt

L0 00 =g Oy 00 e 0 I 5 WD 00 =y O e O3 PO o

g

I L0 G0 0 03 00 LY 000 Lo P PP

a
o LN

L R R R 1

REM EXPANSION. PROVIDED THE REM
REM STATEMENTS ARE LEFT OUT

FEM
FOKE 25@,1 :REM # OF EHINOS
REM
REM LIMIT TOP OF MEMORY
FEM

FOKE S&.FPEEK(SE)-1 :CLR:POKE 56.PEEE (SR +]
DIM HCZ2),RE20,2).%¢28) POKE S&,FPEEK(SE -1
GOSUE 2213:POKE 28352, 255

PRIMT " :FPOKE Z&37V2.42

GOSUE 730

REHM

REM FLAY GARME

REM

HF =8

u=HCL ) (Y=HOZ)

HI.__- n ‘.:II

PRINT " Ssi/0UR MOVE L
GET M$:IF Mg="" THEN 240

FRINT S L
M=VAL (M)

IF M=@ THEN 4358
GOSUE 1419
IF WIM>8 THEN &3@
GOSUE 18e8
H{L =K H{Z3=Y
RN=
IF HF{PEEK(93B)THEN GOSUE 172d
IF RM=G THEW GOSUB Zc@@
IF WIN>B THENDZ24
IF RH=@ THEH 214
FOR I=1 TO 2@
IF Y({I,=8 THEH 218
Al=FEI9+22¢RCT, 1D+R{T .20
FOKE AD.&e2:FOKE AD+ZE72E. 1
NF=MF+1
4 NERT
GOTO 216
H END
FOKE 3
5 GOTO 476
A POKE S6.PEEKC(SE)+1FOKE 368e3. 248
IMPUT" =5D0 YOU WANT FAMOTHER GO"iRF
IFRIGHTH(RE, 1 Y>> "NANDR IGHT S (RE. 20{"HO"THEHS 16
PRIMT"E" POKE 28872.27 END
CLE:GOTO 128

b



S28 PRINT"S":

=38 FOR I[I=1 TO H{1»-2
S48 PRIMT A",

558 HEST II

SER FOR II=1 TO H{Z2+3
ara PRINT"N"

5880 MEKXT 11

o8 PRIMT"SE

FOr I=1 TO 4
PRINT"MI"CHES Ced-12
FOR J=1 TO S88:HEXTJ
HEXT 1

T=TI

IF T1-T<12& THEN &%@
PRIMT"II,

MIK=EH

GOTO 478

FRINT"IJ4 YO WMIN"

IF PEEK¢9@@3<20 THEN FOKE 266, FEEK(Z28)+1
WIN=8

GOTO 478
PRIMT"MSSTHERE ARE "PEEK(Z28@>" RHIMOSE"
REM

REM SET UP DISFLAY
REM

FOor I=1 TO 21

Flii::" i

FOrR J=1 TO 21
P=INTC{RHD{1 2 +. 22

L]
A
[ A

e
I

—
!

= g0 0 =] oy O s DI D e

=3 =) = s ) ) =y O O O O O O O 1T Ty O

=0 0 D0 =] T O e D

o LU N

4
=L

AR DA DN DA A T AR A o R oy i

-
L

7
7
10 IFP=! THEN F$=R$+"@?=":G0TO 839
820 AY=AF+"d "
238 NEAT J
§46 FRIMTAS
856 MEXT I
866 PRINTTAB(7) ; "Haa w
78 PRINTTAB(?Y:"d L
52@ PRINTTAECF).'d Se=dq &
595 PRINTTAE(?),"d w
S@E PRINTTAECT) " d -
@ PRINTTAEC14); " NINIeNIATeINTNleD

10 = 15

-~
AL

PRINTTAB(L3D."E L
PRINTTAEC1IZ2: "o ¥a{aq &4
H{1o=22:H(2)=11

FOR I=1 TO PEERS8E)
W=THT{RHIN L Y#IEI+3

-||-:-1‘||_-,"|E| |§||

b b L0 L0 0 L0 L0 0 W0 0 WD
1L 00 =] Ty EN Je L0 O

B H=IHTC{RNDL

BRI 1a=sROT T
A D=FEEEK{TEI+22#¥E+Y )
FRE IF D=53% THEHW Sed
HJ1e HERT I



az@ FOR I=1 TO 28

Vi 1)=0

3 MERT 1

A DA AN AR R O

(]

O B N T e e e e . = &
WCe 00 =~ Q0 0N e ) PO = S0 WD OO

U AU AU O R T Aol s B A

.
L

ey
L))

b bk b b fed A eh b el ek b ok ek ek ek ek et
=

IR PP

|

.

Ol O R o8 el i

—
AN

]
[y )

FETURH

IF ABS{M-53>4 THEHNM=5
|:$=" n

GOSUR 2116

C¥=R#

FEH

FEM MOYE MAM

REM

OH M GOTO 1156,1128, 1210, 1248, 1278
IFM>STHEN ON M-S GOTO 1296.13226, 1258, 1320
H=r+l 1¥Y=Y-1

GOSLIE 3116

RETURN

A=Rtl

GOSUE 3116

RETHREH

._\.l+l-ll |I+1

GOSUE 2116

FETURN

irl=lTj__1

GOSUR 3116

RETURH

4 GISUE 3116
5 RETURH

N XN |
l"l.'l. JU

|III+1
GOSUE 2119

;3 RETURHN

n=p-1=Y-1

GOsSUE =118

FRETUREH

)_. .i__l

hu SUE 2119

EETUEH

aER=-11=YY+1

GOSUE 311&

FETURH

OH M GOTO 1430, 1420, 1520, 1555, 158
IFMASTHEN OH H—- GOTO 1 I 1: "3, 1
IF ¥=23 OR Y=-3 THEH M= EETPEH
HD—TEIB+:g#r1+1I+' -1

&
=

=6, 168

(]

0 T=PEEK{AD

—
Lo

P e 0000 =4 0

T O T T T (S
) 1T 120 150150 150

IF T=&3 THEH H=@&

IF T=&51 THEH MIN=2 :M=2

FETUFH

IF ¥=22 THEN M=8:RETLRH
AI=FEIF+Z2¥ H+1 4y

GOTO 14358

IF =22 OR Y=17 THEH HM=8:EETURH



1550 AD=TE33+22%(K+12+Y+1
iS4@ GOTO 145d

1556 IF ¥=-2 THEM M=8:RETURN
1Sed RD=7E33+22#x+Y-1

1574 GOTO 1458

1528 RETURH

1598 IF Y=17 THEN M=2:RETLEH
1666 AD=TEIF+ZIEE+Y+]

1813 GOTOD 1456

1528 IF 4=2 0OR %=-3 THEH M=2:RETURH
1520 AD=TEI+228(K=-12+Y-1

1643 GOTO 14568

1558 IF ¥=3 THEH M=0:RETLRH
1666 ADN=FEIF+22¥Ca~-10+Y

1676 GAOTO 1454

1630 IF %=% 0OR Y=17 THEN M=8:RETURM
1598 AD=TEII+22#¥(R-1)0+Y+1
1788 GOTO 1458

1715 RETURH

1728 FOR I=HF+1 TO PEEK{98@>
1756 IF v(lr=1 THEM 2424
1740 HR=R<I.1):YE=R{I.2)

1756 xH=H(1):'YH=H{ZD
TEQ IF (HR-¥HI<{>{YH-YR)> THEH 1348
7P IF ¥HIHER THEN 18ed
728 H=xH-KRk-1
7od FOR J=1 TOH
269 AD=TEIS+22# (SR+J)+YR-J
@ [=PEEK(RD)

IF I=53 THEM 24&@

HEXT J

RH=1

W{Ia=1:G0TO 2436

H=R—xH=1

FOR J=1 TO H

AN=7E23+224%(KR-J)+YR+]

D=FEEK <RI}

IF D=£3 THEM 2438

MERT J

Ri=1

1 YCI=1:G0TO 2488

1948 IF YRCOYH THENW 2120
1 IF #H<KR THEN zZ@4a

K1
=1

— 0 L0 0D~ T O B B RS =

bt et b bh bk b bk b bt ek b b et b e e b
L0 G0 e e S0 0 00 Q0 Q0 Q0 G0 0 00

]
L3 ful

i)

o S (5 T O O S T 0 GO

258
19860 H=xH-X¥R-1
1978 FOR J=1 TO H
19268 AD=TES3+22%( SR+J2+YE
1993 D=PEEKCAD)
oam@ IF D=£2 THEH 2428
2318 HEXT J
2E20 RH=1
SEEA WO Th=1  00T0 2458
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H=iFE~-rH-1

FOr J=1 TO H
AD=TE39+ 224 KE-T2+YE
I=FEEK LAD:

IF =52 THEH 2428
MEST J

RN=1

WOTa=1:G0TO 2428

IF (RH-HRIC(PH-YR) THEH 2388
IF ¥HCKR THEN 2226
H=$H-1F-1

FOR J=1 TO N

3 AD=TEIF+22# (XR+ID+YR+]T
A [=PEEK{RI>

3 IF D=&3 THEM 2434

3 MEST J

3 RH=1

WCIa=1:G0TO 24386
MH=HR—-xH~1

vy FORJI=1 TO H

AD=7E35+2 24 CHR-T 0 +YR-T

3 [=PEEK{RD?

IF D=£3 THEHW 2488
HE®T I

FH=1

V{Ix=1:60T0O 24326
IF ®R<>¥H THEN 2424
IF ¥R<YH THEH Z464
H=YR~YH-1

FORJ=1 TO H
AD=7533+22¥KR+'YR-T
D=PEEK{RAD?

IF D=3 THEN 2450
HEXT J

RH=1

W{Ia=1:G0TO 2450
H=4YH-YR-1

A FORJ=1 TO M
5 AD=7ES3+22%-R+YR+J
3 D=PEEK{HID

IF DI=£2 THEH 245@
MEXT J

4 RN=1

Wi Ta=1

4 MEST I

IF FEM=1 THEM GUSUE 2316
RETURN

I=1

IF I=FEEK(28@>+1 THEH RETURHN
IF YiIx=g THEM I=I+1:5G0T0252d
IF I=1 THEW I=I+1 :GOTO 2524
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IF WiI-13=1 THEMW I=I+1:G0TO 232
CI-12=1:%012=0

g

'”—F I-t. 10 RCI-1,10=R{IL1I0:R{T,
SY=RCI-1,2) R(I-1,20=R¢I, 2RI, 20=5Y

I=I-1:50T0 2534

FOR I=1 TO PEEK:{S88)
HH=HOL 2 i YH=HZ)

IF v Iy=0 THEN RETUREM
N=ERCI L0 =RCIL 20

4 Hi-_l):\ ]

Hh=k—-KH Y D=Y—""H

RMi1a= FEE}r?‘:9+faﬁ Al d+Y-10
R I=FEEK(TESI+I2(H+10+Y2
FHL2Y=PEER{TEIF+ISH K+ 10+Y+10
EMi4)=FEEK{FEIF+2T# )
FMCE=FEEK CTEIZ+22% 0+ 1)

FML P a=FPEEK(PEIS+22%CS-10+Y~1D
EM(B}=PEEF{”"'J+?T (¥=12+%2
FMCRI=FEEKLTEII+22¥(K~10++12

L
1 AST

IF REMC2)= Du AND REMC{4r=62 THEH RMO10=63
IF RM{4»=63 AND EM{S80=82 THEM RM{7I=6£3
IF RM{3)=62 AND RM{EI=E62 THEH REMIS0=63
IF RM{E)=63 AND RMo2i=£3 THEN EM{Z=C2

L

FORJ=1 TO =
IF RMCJI)=E6Z THEN 2348

IF FM{J =63 THEM NIH=1:RETUEH
IF RMCJIy=62 THEH 2246

oM J GOSUE :?:G,“*E L2870, 25374,
IFJSSTHENOMI=-SG0SUESA2E, 20358, 3
MEXT J

Mi=118

FOR J=1 TO 9

IF RMEJi<=MY THEN HM=J:M4¥=EML{J
HEXT I

GOSLE 1688

RCIL10=KHRCI,22=Y

HEXT I

RETLRH

EMCL y=RESCHD+12+ABSYD-1D
FETURH

3 REM(Zi)=AESCXD+1+RESCYDD
A RETURN

RMCS=ABSKO+1 3 +HBS YD+ D
RETLIEN

FML3)=AES{KDI+ABS YD~
RETURH

RMCSy=RAES{SIND+ABS YT
FEETURHM

EMCE=ABS BmI»+ABSCYD+1
RETUEH

W5 [ P e ARS D1 3 +AES YD1 0
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RETURM

RHMC2)=RES(XD-12+ABS YD

RETURH

RMC2)=RES(A0-1 2 +RES YD+

RETLKH

Al =7FEI9+22%:+Y

" THEWM POKE AL, 128 RETURH

IF C3="
IF CHC"
POKE AD. 66
IF CHC">!
POKE A&

P 1]
<

T

| L% I 1

4 RETURN
A REM

REM SET UF

O REM
3 FOR K=1 TO
5 READ ¥

FOR I=k TO
FERD J
FORE I.J
MEXT I.K
RETUREHN

REM

THEH =156
THEN =178

GRAFPHICS

)

g
oty

REM CHARRACTER DRTH

REM
TRTH
LATH
LARTH
DATH
DATH
TATH
DATH
IRTH ¥
IRTH 7

-

RERDY.

Tele, 153,
read . 8,73,
rEo2,8,8,8,2
YedE, 8, 8,8,
TEd8, 28, 25,

TESE, 28,44,

')
£ 13

(3 a2~

£

pACA PO DI~ )00 -

= M
P

(M)
"
1Ty =

L

V00O Oy O3
Y -
HAw

=
-
15
—
Il
-

CHRRACTERS

255, 255, 64,
2127 .28, 44,
4,6.8.40
4,8,
«8.28.34.0
o4.68.688.1
4,254, 242,
»127.8,8.48
H.8.4

CPORE ADHZE726, 8§ RETURH
'POKE AD+28728.1 'RETLRH



DO-RAY-ME
DESCRIPTION

This program allows the VIC keyboard to be used as a piano
keyboard. The program has a range of three octaves and
sharps produced by using the shift key on the top two
octaves. The keys being used are : Z-, Bottom octave (no
sharps), A-K Middle octave (shifted for sharp), Q- Top
octave (shifted for sharp). 0 turns off the note.

EQUIPMENT REQUIRED

Basic VIC-20 with no expansion required and connected to
a television set for sound.

RUNNING THE PROGRAM

After typing run, use the VIC keyboard as a piano and play
some music.

PROGRAM STRUCTURE

The lines of interest in this program are as follows.

40 SS holds the address of sound register 0.
50 Set four sound registers to zero.

60 Set volume register to 15.

90 Input key for note.

100-350 Check for unshifted key.
360-550 Play note.
390-5650 Check for shifted key.
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16 REM PIANOD

20 REM #5#5RRFEREEel e ERiiaap sk aR R s

38 REM
40 S5=9%1613+10

S50 PDKESS, @:POKESS+1,8: POKESS+2, 6:POKESS+3.0
FOKESS+4,15:PRINT""; "PRESS A KEY"
PRINT"FOR A TONE-"
FRINT"@ TO STOP TONE"
GETA%: IFA$=""THEN30
:GOTOCeH

IFA$="A"THENA=191

IFA$="S"THENA=198:
IFA$="D"THENA=2064 :
IFR$="F"THENA=267:
IFA$="G"THENA=213:
IFR$="H"THENA=217"
: GOTO366

IFA¥="J"THENA=221

IFA$="R"THENR=223:
IFR$="N"THENR=227:
IFA$="E"THENA=230":
:GOTO364

IFA%="R"THENA=231

IFA%$="T"THENA=234:
3 IFA$F="Y"THENA=236"
IFRF="U"THENA=233":
IFA$="1"THENR=239:
3 IFA$="Q"THENA=6'GOTO3Ea
IFA$="K" THENA=223:
IFA$=", "THEMA=131:
(GOTOZCR
FGOTOZ6A

IFAF="M"THENA=187
IFA#="H"THENR=173

IFA$="B" THENA=178"
IFA$="Y"THENA=153"
: GOTOI50
: GOTOZ6E
:GOTO3E8

IFA$="C"THEHA=152

3 IFAF="X"THEHA=141

IFA$="2"THENR=128
COTOZ3E

GOTO36H
GOT0360
GOTO02E0
GOTOZSG
GOTO369

GOTO366
GOTO366
GOTO266

GOTO364
GOTOZ64
GOTOZ58
GOTOZ6a

GOTOZs6
GOTOZ266

GOTOZ2E8
GOTO350

FOKESS, @ FORI=1T056 - MNEXT

POKESS. A
GOTO 58

IFR#="~"THEMA=240
IFA$=" " THENA=233

IFA$=" I"THEHR=237 *
IFA$="| "THENR=2335":
GO0TO35G
FEOTOZGA

IFA$="_"THENR=232
IFR$="""THENA=231

IFF$="0"THENA=223
IFF$="0"THEMA=225
& IFF#="-"THEMR=225"
G IFfF=" “"THENA=223:
IFAF=" "THENA=219:
TFA#E=" ] "THENA=215:

(GOTO36a
P GOTO366

GOTOZeE
GOTOZE6

GOTO3EA
GOTOZs6
GOTOZea
GOTI=ZeR
GOTOZEA
GOTO3ER

M1
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uiﬁ IFA$="-"THENAR=218:G0T0364
S2@ IFAF="""THENA=207:GOT0360
S20 IFA$="e"THENA=201:G0T0Z66
S48 IFAF="#"THENA=195:GOTO3EH
S50 GOTO34

READY.



SOUND EFFECTS
DESCRIPTION

This program has a selection of noises generated by the
computer, with which the user can play around to produce
some interesting sound effects.

For example, when the display appears on the screen the
user is offered ten choices by mixing sound number three,
the bombardment with sound number two, the explosion;
the effect is that of a bomb dropping and its resulting
explosive sound.

The actual display for this program is a very simple one at
first glance, but a great deal of work has gone into the
writing. The border surrounding the ten choices changes
colour in a random manner.

Should the user decide to write his own games program he
will find this program to be of great use when deciding which
sound effects to add or spruce up the end result of his work.

EQUIPMENT REQUIRED
Basic VIC-20 with no expansion.
RUNNING THE PROGRAM

After loading the program and typing run the attractive
display will invite the user to make his choice of sound. By
hitting the appropriate key i.e. 0, the user will hear a mystery
noise. To retire from the program the user must hit the space
bar.

PROGRAM STRUCTURE

The lines to note in this program are as follows.

50-190 Instructions and the input for “Which Choice.

290-320 Subroutine to generate the mystery noise.

330-350 Subroutine to generate the computer mania
sound.

360-370  Subroutine to generate the explosion sound.

380-410 Subroutine to generate the bombardment
sound.
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420-440
450-470
480-500
510-520
530-560

570-610

620

*
(=}
1
=
“3
=
[ =2
s
=
k=

Subroutine to generate the alarm noise.
Subroutine to generate the laser fire sound.
Subroutine to generate the siren.

Subroutine to generate the silly tune.
Subroutine to generate the telephone ringing
tone.

Subroutine to generate the random noises.
End of program.

MYySTERY MNOISE
COMPUTER MANIA
EXPLOS ION -
BECOMBARDMEMT
aLarM o
LASER F IRE
S IREN |
S ILL Y TUNE
TELEPRPHOCHNE .
RANDOM NOISES

et T2 H DTHE




18 REM SOUND EFFECTS

20 REM #EEEfEefREsrirR i A EERE et ekkiEi e xs
38 REM

48 POKE36373.26

S6 PRINT"m7J¢¥ SOUND EFFECTS **!“5

&3 PRINT"
78 PRINT"m 9 MYSTERY HOISE

2@ PRINT"M® i1 COMPUTER MANIA

98 PRINT"@w 2 EXFLOSIOHM

166 PRINT"®4 3 BOMBARDMENT

116 PRINT"®E 4 ALARM

126 PRINT"®G S LASER FIRE

158 PRINT"MR & SIREN

149 PRINT"®a 7 SILLY TUHE

156 FRINT"XW 2 TELEPHOHE

160 PRINT"®a 9 RANDOM NOISES

178 PRINT " N ecsssesmessasmemammm & v;
186 PRINT" WHICH CONE ? 1R =y Q=1

196 GETR$: IFA${O " THENZ4G

208 FORI=1TOSG8:NEXT

216 Q=0+1: IFA=2THENR=2

228 POKESS3E79.0+24

238 GOTO194

248 HA=1+YALC(A$)

258 IFR$=" "THEN&ZG

268 ONAGOSUE236. 3230, 360.3280,420,459, 480,516,538, 570
276 FORG=8TO4:POKEZS874+6,8 :NEXT

286 GOTO158

224 REM

235 REM MYSTERY NOISE

286 REM

293 POKE3ZSS72, 15 :FORL=258T0280STEP-2

3618 POKEIGS7E.L:FORM=1T0180: NEXT : NEXT,

318 FORL=2GSTOZSGSTEFZ:FPOKE36876.L

329 FORM=1TO0166:HEXT :MHEXT :RETURN

224 REM

325 REM COMPUTER MANIA

26 REM

338 POKE3EST3. 15 :FORL=1TOl166

248 POKEIASYE, INTCRNDC1>#128)>+1228

358 FORM=1TO16:NEXT :NEXT:RETURN

354 REM

2595 REM EXPLOSION

356 REEM

260 POKEZGESYY. 2280 'FORL=15TOBSTER-1 ' POKEZ6E7VS, L
378 FORM=1TO386 :HEKXT :NEXT : RETURN

374 REHM

7% REM EBEOMBARDMEMT

ave REM

2R POKESESYS. 18 FORL=238TO1255TEP-1 : POKE3687E. L
S35 FORM=1T0280 - HEXT tHEXT : POKEZ&ETVE, B




400 POKER6E78,200:FORL=15TOBSTEP-.3
416 POKE36878.,L :NEXT :RETURN
414 REM
415 REM ALARM
416 REM
4201 POKEIBE7E, 15:FORL=1T016:FORM=188TO2353TEF2
430 POKE3EE75,M: FORN=1TO16: NERT : HEXT
440 POKEZEETE, & :FORM=1T018@ : NEXT : HEXT : RETURN
444 REM
445 REM LASER FIRE
445 REM
450 POKEZ26372. 15:FORL=1T038: FORM=258T02465TEP-1
460 POKEZ6276,M:HEXT : FORM=248T0256
470 FOKE36S76,M:HEXT: POKEZES7E, @ HEXT : RETURN
474 REM
¥S5 REM SIREN
476 FEM
433 POKEZ6E878,15:FORL={TOl&: POKE36873, 200
498 FORM=1T0S586 :NEXT:FOKE36E875, 8 FOKE38E7E, 200
S66 FORM=1T0S66:NEXT :POKEZEETE, @: NEXT :RETURH
584 REM
585 REM SILLY TUNE
SOE REM
S18 POKE3E878,15:FORL=1T015:POKESE87E. 16a+L
528 FORM=1TO408:MEXT :NEXT : RETURN
524 REM
525 REM TELEPHOME
o26 REM
528 POKE3E878, 15:FORL=1TOS: FORK=1T0358
548 POKE3SS76, 220:FORN=1TOS:NEXT : POKE2E576. 8
558 NERT
S68 FORM=1T03808 : NEXT : NEXT:RETURN
564 REM
565 REM RANDOM HOISES
Se& REM
578 POKE3E&YE,25:FORL=1TOzZ@
S20 FORM=254TO246+INT(RNDCL)¥1@)5TEP-1
S20 POKE3EE7E, M NEXT
608 POKE2ES7E. 8 FORM=@TOINT(RHDC1)%108)+128
618 NEXT:NEAT:RETURH
€26 PRINT"X&"; :POKE3EET3. 27
RERDY.



ARROW
DESCRIPTION

The aim of this game is to score the highest number of points
before the time limit of sixty seconds runs out. In this game
the user becomes an arrow which, as the game progresses,
grows little blobs on the tail. These blobs increase the risk
factor of travelling around within the game area. But travel
the player must. To score points the arrow head must pierce
randomly appearing squares which contain different point
values.

The danger from ever increasing blobs comes from unwary
directing of the arrow head in the user’s eagerness to spear
the squares. The user may (and does) spear himself in the tail.
Hitting the surrounding border of the game wiill also lose the
user the match because the effect of hitting the wall turns the
arrow head back upon its self and into it’s tail.

EQUIPMENT REQUIRED
Basic unexpanded VIC-20.
RUNNING THE PROGRAM

After loading the program and typing run the game appears
on your screen with the timing gauge ticking away in the top
left hand corner. In the centre of the top border line the
scoring gauge tried valiantly to keep up with the timer. To
move the arrow head the following letters have been
designated:

T

F H

w

Up.
Left.
Right.
Down.

([ O |

oITrmAH
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PROGRAM STRUCTURE

The lines of interest in this program are as follows.

40-30

150-190
200-540
550-580
570-620
630-640
690-710
740-750
770-960

.0
L 2
¢

AR

Find start of screen and colour memory maps.
Displays border.

Plays the game.

indicates player hitting the wall or his tail.
Informs player of new high score.

Input for another go.

Sounds when scoring.

Sound when arrow is moving.

Print instructions.



REM ARROM

REM #4438 EERRntfiihb b R AR

REM

REM

REM FIND START OF SCREEN AND COLOUR MEMORY MAFS
REM

YR=PEEK (643 %256

KR=33400 : IFVR<>7ERBTHENKR=37583

GOSUET 7

POKEZZE, &

3 DIMPC2E)

3 KLE1)=1:KL{2)=3:KL{3>=5:KL{4)=7 5=E

FORI=1TO4 :READR$FCI Y :NEXT : DATAE. F.

DCBy=22:D¢1 =60 : D2 =62 D{3=3a:T

Ta=VE

Co=VR

cCl=22 ‘REM SCREEN WIDTH

REM

EEM DISFLRY EORDER AROUMD SCREEN
M

FRINT"=2d] SCORE: @ TOP"PEEKC(E28):

PRINT"Eheeeeseoosousiesestonse”

FORI=1TOZa

FRINT"® 8", ‘NEXT

A I;Eé HT"usesocssessoessososssiiiiec

REM SET TIME TO ZERQ AND FLAY GAME

REM

Y=15:H=18:V1=a:Hl=-1

P2=19:D1=1:TIi$="000E04"

S PRIMT S RIGHTH(TI#, 2> IFTI>TEGATOSEA

A GETZ%: IFZ2$=""THENZES

2=5¢: FORY=1T04 : IFZ$=R$(YITHENZ=Y-1:Y=5

HEXT: IFZ<>INT (2O 0ORZ<AORZSIGATOZ8A

5 D1=2:0=2-1,5:%1=INT (AEBS (D) > kSOMHCI)

Hi=SGHCD -1

Y=\'=-Y1 :H=H+H1 : GOSUE 744

P=CS+V#C1+H: KL=INT (RND¢ 1 )#4+1 )t KL=KL{KL>

POKEKR+Y#C1+H., KL

FO=PEEK (P2

. T
=353%

(o RE=R7 :R7=R7+1: IFR7>F2THENRT=0

=

R U

Py

L0 G0 ) T L

!

-
!

e Q% ]

2o Lo 00 G G GO G0 00 L)

Ty

1 P1=FP(E?) :FL(R7)=F
IFP1<>ATHEMPOKEPRL , 32 : POKERP1-CS+KR., 7

POKEPR. DCDL ) :P1=PCREY : IFP1<{>BTHENPOREPL ., 81
IFPa22060TO498

IFRNDC¢1 3>, BSTHEHZ228

FORVZ=YZ2-1TOVZ+1 FP3=Y3#C1+T2

FORH2=HZ~1 TOH2+1 : IFFEEK(P3+H3<{>10260T0416
FOKER34HE, 22

HERTHZ. %2 T=8:POKEFS, 32
V2=IHTﬁEHD{1)¥IS}+3:H2:IHT{RHD(1)*19}+2

49



436 FORVA=VE=1TOV2+1:FP3=Y3¥C1+T3

440 FORHZ=HZ-1TOHZ2+1: IFPEEK{P3+H3)>{O3260T04=26
4508 NEXTH3,V3:FORY3=VYZ-1TOVE+1 (P3=Y3#C1+T3
468 FORH3I=H2-1TOHZ2+1:POKEP3+H3I, 102

470 NEXTH3, ¥3:T=9#%RND(1) PE=YZ2#C1+H2+TS
480 POKEFS,43+T:GOTOZ26

458 IFF3<{>182THENSSE

580 T$=TI3$

516 T=T-1:3=5+1:FOKEPS, T+43

S26 FRINT"sRBREREDRRRI" ;S

S33 GOSUESS3: IFT>=6THENS10

S48 F2=P2+1:TI#=T$:G0T0358

S44 REM

S45 REM HIT WALL OR YOURSELF

546 REM

553 POKEZ6877.228: FORL=15TOASTEFP~1 FOKE3E57E, L
SE@ FORM=1TO266 : HEXT : NEXT

S7E POKEZS&ET7. B POKEZEE7E. 8

580 IFS<=PEEK(822)THEMHS18D

S9R PRINT " IaNRISHELN HIGH SCORE™

E0E PRINT"M"S“POINTS." :POKEB28,5:60T0 &30
610 PRINT" INRNSHIGH SCORE 18" ,PEEK(Z28).
E2@ PRINT“N. " :FRINT"MevOU GOT :"&“ AL

630 PRINT"SRIEFNOTHER GO (YAHX 7

648 GETZ$: IFZ$=""THEN&4&

E58 IFZ$="Y"THEMRESTORE : PRINT" " : GOTO3@
60 IFZ2$ "M GOTOS40

678 PRINT"IXE"; - POKE3EE72, 27 :END

REM MUSIC
POKEZESTE, 15 FORL=260T0240: FOKEZe87E. L
FORM=1TOS : HEXT : MEXT
POKEZE27S, @ : POKESSEFE. U

B o JoUR won B on ]

RETURN
FOKE2E378. 15 POKESEE?6
FORL=1TOS : HEKT : POKESEE
RETURH

REM

REM INSTRUCTIOMS

REM

POKE3E373, 42

FRINT"ZR  ##%% YIC ARROW ###"
PRIMT"®YOU ARE AN ARROW"

PRIMT" MOVING BROLIMD THE"

PRINT" SCREEM.TRY TO HIT "

PRIMT" THE BOXES FOR FOINTS. "
25 PRINT"MYOU MOYE WITH "

248 PRIMT" T T=LUF"

858 PRINT" ! F=LEFT"

268 PRINT" F——H H=RIGHT"

878 PRINT" | E=TI0kIH"

]
-
1

226
¥

O T Ty L0 L Gl g e Lol y]
[y

Sy 0T N e 2 G S

[ i Bt B Tt Bt B B B et R e B B B3 0 0
Do R VR R 1
= &

T (N

ool

M)



==
238
268
318
sza
334
9406
958
964

PRINT" E

PRINT SO MUST AYVOID THE"
PRINT" WALLS AND YOURSELF."
PRINT" RS TIME GOES ON THE"
PRINT" ARROW GETS LOMGER."
FPRINT"XYOU HRYE €@ SECONDS."
PRIMT"#HIT AHY KEY TO STRRTS®"
GETA$: IFA$=""THEN358
FRINT"3" :RETURN

READY.
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TANK-V-UFO
DESCRIPTION

This game is a test of timing and skill. The aim of the game is
to destroy the invading UFO which floats across the screen at
varying heights while dropping bombs on the red tank below.
The tank meanwhile transverses the ground firing at the
UFOQ. Very attractive little explosion characters appear but
are not dangerous.

When hit, the UFO explodes spectacularly but the tank
flashes red and black.

EQUIPMENT REQUIRED
Basic VIC-20.
RUNNING THE PROGRAM

In order to run this program on an unexpanded VIC remove
all REM statements.

After loading the program and typing run the screen will
display a simple line along the base of the screen on which
rests the tank. At the top of the screen the first two lines
display the score, the number of tanks hit and the number of
UFQ's wiped out.

PROGRAM STRUCTURE

The lines of interest in this program are as follows.
40-50 Limits the top of memory.

70-80 Find start of video and colour memory maps.
130-200 Sets up display.

220-540 Plays the game.

550-620 Motivates the tank.

630-650 Explodes the bombs on the ground.
670-700 Clears the bomb explosions.

710-770  Explodes the UFQ's.

780-840 Clears exploded UFQO'’s of the screen.
850-1000 Explodes the tanks.

1070-1170 Print instructions.



1180-1220 Displays score at the top of the screen,
1230-1240 Clears keyboard buffer and ends program.
1260-1320 Sets up characters.

1330-1410 Character data.
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REM TAMK-V-UFO

REM SE#AFEEE FEEEREREREEEER R RAE R SRR AR A
REM

REM

REM LIMIT TOF OF MEMORY

REM

FOKE S&.FPEEE(SE)-2:FOKE S2,PEEK{SE -2

FOKE 51.FPEEKLSS5) :CLR:POKE3SETI. 42
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REM
FEM FIND START OF YIDEQ AND COLOUR MEMORY MAPS
REM
YR=PEEK E458) ¥236
KR=2548: IF”FantrUTHEHh =37888
OF=KR-YE

YA=SK1ETI+14  WN=3K16T3+13

POKEYA+1.25

REM

REM SET UF DISPLAY

FEM

FRINT " paisislenialalalalnlalaleqelatenInlalalnlnln] " ;

FRINT"H
FORA=KRTOKR+224#22: FOKER. O HEx T A=i
PRINT

FRINT"S & "

FRIMT"S:: 0 "
FRINT"TTM,

GOSUBL 158

REM

REM RERD KEYEOARD

REM

IFFEEK (137 »=324THENGOZUESS0
IF PEEKC1S72<348 THEN <6t
FOKEYR. B POKEYH, O
FRIMT S (GOTO1229
IFFEEK Y 197 »=33THENGDSUESSE : A=A~1 1 GOTO3Z4d
IFMOT{FPEEKC 157 ) =25ANDE=8) THEN 206
E=1:C=BE?S+H?L=11F=15?PGHE?HJlSE

POKEC, €3 FORKEC+OF ., 2:GOTO37d

IFL=BTHENZZ4

FOKEVA, P:P=F-1: IFP=-1 THEML=8: POKEYHN. B
IFE=BTHENPOKEZEEGTS, B: GOTO &7d

FOKEC, Z2:C=0-22

IFFEEKCCr=C@0RFEER (CY=51THEN? 16
IFF'"’4uTHEHE @:GaT03VE

FOREC. &3

IFD=BTHEHIESB

IFD=RTHEN4ZG

POKEE, 32 :FOKEE~1, 32 FOKEE-2, 32 K=K+1
IFE=ITHEND=: 50TO436
E=E+J:FOKEE. &1 POREE-1. 28

i_

98 A=A+1 GOTOS3AE
(5}



428 IFJ=1THEN4:@
423 IFNOTINT({2185-E)/22)=22~K~-ARNDF =0 THEN45
44@a F=1:G=E+21:M=21

458 GOTO436

460 IFNOTCINT((2628-E)/22)=A-KANDF {>8) THEN4 26
478 F=1:G=E+23:M=23

28 IFF=dTHENZ2Z2

438 POKEG.,32:G=G+M

S8 IFFEEK(G){>3ZTHENSSH

516 JFGVR+Z2%21THENF=0: GOTOSZ6

526 POKEG.&2:G0TO2243

938 IFA<ETHEHA=G

548 IFA>1&THENA=16

S44 REM

545 REM MOVE TANK

S4€ REM

D08 PRINT

568 FPRINTTRE(RD" 8"

578 PRIMTTAEBCAD"S::::"

S28 PRINT"TTY, -GOTOZ7E

958 FRINT

688 PRINTTABCAD" "

618 PRINTTAEBC(A>" .

628 PRINT"TT; :RETURN

24 REM

625 REM EXFPLODE BOME ON GROUND

g25 FEM

5233 POKEG, 134 :POKEG+]1 . 26¢: POKEG-1,283
646 POKEG-28, 174 POKEG-21, 174 :POKEG-22. 174
653 POKEG-23.174:POKEG-24.174

e5s REM

668 FORAR=1TO108: HEXT

&&4 REM

€65 REM CLEAR BOMB EXFLOSION

678 POKEG, 32:POKEG+1, 32 :FOKEG-1.,32
5@ POKEG-28,32:POKEG-21,32:POKEG~22,32
€38 POKEG-23, 32 :FOKEG-24, 32

veE GOTOzZ28

784 REM

785 REM EXPLODE UFC

7as REM

718 POKE 38728+C.5

26 POKE 36728+C+1,5:POKE 36720+C-1.3
738 L=a

74@ POKEVH, 228

798 FORGG=1STOGSTEP-1:FOKEWA, GG+128
TEB FORGH=1TOV@:NEXT:HEKT
7ra E=a:D=0

vrd REM

775 FEM CLEAR UFO EXPLOSTON

SO RIEM
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POKE 2@720+C.8:POKE C,32
FOKE Z28728+C+1.,8:POKE C+
FOKE 2872a+C-1.8:FOKE C-
GOTO=Z4

FRINT" =m" .
Dif=TJ+1 : GOSUBL 128
GOTO226

REM

REM EXFLODE TRAMK

FEM

POKEYH, 128:L=3

1;4_

1.

A=A:FORKL={TOZBOSTEP2 : POKEYA, 15-INT(KLA130+123

PRINTTRECAS"
PRIMTTAECA»"N 2"
PRIMTTRECAD " 1"
FRIMT"TT";

FOR I=1 TGO S@'HEAT I
PRIMTTAECAD "W 2
PRINTTRECRY 20"
PRINT"TTII,

FOR I=1 TO S@:HEXT 1
HE®T

FRIMTTAECAD "
FRIMTTRECA " "

FRIMTTAREBIA>" ";

FRIMT"TTI:

DT=0T+1:GOSUEL 128

Fe@: [ =a:G60T01el

D=1 :E=77Taz+IMTC(RNDC1 %140 %22+ ES
J=—1:IFRHDCL », STHEHE=E-21 : I=E+2
GOTO228

FEM

FEM PRINT INSTRUCTIONS

FEM

FRIMT"TéEs TANK VERSUS LIFO#E#
PRINT"&/'0L ARE THE DRIVER OF
FRIMT" A TANE.

FREINTY®SHOOT THE UFO S LIITH.
FRINT a8 2 = LEFTH MH”EIEHT
FRINT"M C = sRIGHTE MOVEMENT
FRINT"S E = S IRES

PRINT" &8 3 = RITH
FRINTYSISERSTART MITH AMY KEY
GETAR$: IFAE=""THEH1 1a&

GOSUR 1285 POKE28283, 255 RETURHN
PRIMT"Z=in==> THMK SCORE - "DU
PRINT"2==> UFD SCORE DT

PRINT"BR-
PR INT" sleialnlnialalnleTaia] o 2
FETURH



1238 FORI=1TOSO:GETA$: NEXT : POKE3£872, 27
1240 POKE 36869,248:POKE S€.PEEK(S&)+2:END
1249 REM

1259 REM SET UP GRAFHIC CHARARCTERS

1251 REM

12ea FOR I=1 T0 2

1278 RERD X%

125a FOR J=8 T0 7

1298 RERD K

1200 POKE K+J.K

1318 HERT J. 1

1326 RETURN

1324 REM

1325 REM CHARACTER DATH

1326 REM

1226 DATA 7424.0,8,8.8,0.8,08,0

1348 DATA 7642,64,32,31,25,57,127,233, 36
1358 DATR 7E55,2,4.248, 152,156,254, 119,28

1268 DATA 7654,E8, 1088, 124, 56, 96,56, 16,0

1576 DATA 7672.16€.56.56,56, 124, 168,62.48
1230 DATA 7616.24,24,24,24,60, 126,255,253
298 DATA 7624,15.31.31,63,62.21,31.13
1466 DATA 7632.255,25%5,259,255,295,2593,233. 835
é?l@ DATA 740,248, 248,243,252, 252,245, 248, 248
EFRDY.
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LANDMINE
DESCRIPTION

This is a game of increasing difficulty. The object being to get
your man hame safely through the minefield. The computer
offers help by warning you where the mines are up to two
moves away from the man in any direction. The warning
given consists of a high pitched alarm should there be a mine
one move away from the man and a lower pitched alarm if
the mine is two moves away.

Once the player has made it safely to his home or has been
blown up the player must hit the ‘E’ to end the game. Any
other key and the game is reset for a new go. Each time the
player elects to play again two more mines are added to the
minefield to increase the difficulty of play.

EQUIPMENT REQUIRED
A basic VIC-20 with 3K of expansion memory.
RUNNING THE PROGRAM

To move the man in the required direction use the number
keys, thus:

7 8 9
4 6
1 2 3

Remember to listen for the landmine warnings!
PROGRAM STRUCTURE

The lines of interest in this program are as follows.

40 Sets up number of mines at 10 initially.
50 Limits top of memory.
60 Array for storing grass and mines.

110-160  Sets up grass in all positions in the array.

170-240 Chooses random positions for mines.

250-260  Sets grass in top left, house in bottom right
position.

290-420  Displays minefield.



470-500 Inputs moves.

520-670 Increases or decreases X and Y positions
according to move input.

680-700 Check for validification of move.

710-720  Displays white grass path taken by man.

730-810 Check for mines near man.

860-890 Displays mine field successfully crossed.

900-980 Displays mine stepped on.

990-1020 Input for new go, E for end of the game.

1030-1040 Increases the number of mines by 2 and sets up
screen to replay game.

1090-1190 Displays routine.

1220-1360 Authorises warning to man that mines are in
the vicinity.

1435-1500 Sets up graphics characters.

1510-15690 Data for characters.

1610-1740 Displays explosion.

1760-1940 Input move and sounds alarm if mines are
close.

p
. @

|
l‘i
1
fat
L]
LY
I

(L D T B |

L]

-
-
-
- -
-
- -
-
- -
-
- -
-
- -
-

59



-
Il

REM LANIMIME
FEM $##$EHREEEEREEEE AN EREEERERRES R R
FEM
FOKE 280,18:FEM MO MIMES = 16 INMITIALLY
FOKE 5&,PEEK(S5&)-1:CLR:POKE 56.PEEK{3&6)+1
IIM AFEC19.180
POKE 2€3873.42:PRINT""
GOSUE 1448
FPOKE S&,FPEEK(S6>-1
FOKE 263€9,25%5
FOR I=1 TO 15
FOR J=1 TO 13
AECI, Jo="E="
HEKT J
NESXT I
FEM
REM SET UP MINES AT RANDOM
FEM
FOR I=1 TO PEEK(28&)
Be=RHDC L) #124+1
YHu=RHDC1)%18+1
IF AFEM.YHI="TC" THEN 124
IF xi=1 AMD Y¥%=1 THEM 188
IF x¥=12 AND Y%=12 THEN 136
AFCHH. Ya)="Io"
HEXT 1
AECl. 1)="fE"
ZEE RFC12,12)="mE"
278 PRIMT"I&a HO OF MIMES = ", PEEK{388)
273 REM
28? ggm FRINT MINEFIELD ON SCREEM
za M
250 CL=2:HO=19:Z2f="§E=""T#="H"
389 FOR RM=2 TO 13
Z18 GOSUE 1858
2@ HEXT RM
330 CL=0:HO=21:RW=0:Z¢="GE" : T¢="H"
=48 GOSUE 1654
256 RW=23
250 GOSUE 168548
378 CL=A:HNO=13:RN=1:ZF="m"  TF="y"
286 GOSUR 1659
398 CL=21
468 GOSUE 1658
416 A4=1:Y4=1 )
428 CL=2@:RN=19:T$="H" :NO=1:Z$="g8" :GOSLE 185a
426 PRINT"&"
448 GOTO 748
456 GOSUE 1374
458 PRIMT"®>";
4708 GOSUE 1750
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i GG="YAL (GG$)

IF GG<1 OR GG>2 THEN 435@

3 HAR=KL BBR=YY
ON GG GOTO 528,548, 566,580, 600,610, 639,638,674

REn=RA-1YYR=YE+ L CRE=" 1"
GOTO g

A Hem=sEYYH=YR+1 CRE="1"
1 GOTQ &89

SH=NEE] 1YY=+ CRE="Me]"
cOTO &28

A WRH=AE-1YYR=YE  CRE="1I"

GOTO &3@
GOTO 43543

1 MRA=EEH LYY R =Y CRE="D"
B GOTO 6805

Ker=rr-1 YYE=Yr~-1: CR$=""TI"
GOTO &80

MEA=RE  YYH=YE-1 CRe="T1"
GOTO &89

1 RHA=REEL L YYR=YE-1 CR$="T3I"

L.

e B et Bt B Bt
UL AT AT,

i
P 0 O o s S0 T o i 5 e 50 A0 0 S \

D0 B B B B B
50 0 LD 00 =) =T

=
e

IF¥K®CL OR X¥HE>12 THEN 458
IFYY:{l OR ¥¥Y¥>18 THEN 4356

REC ey el F g & i

CL=1+AAX EW=1+EB%: T$="H" : 2¢=" ="
EE?UB 1655 A (AR, BEXO="2="

E

REM MOM CHECK FOR MINES IN VICINITY
REM

IF A$CRX.YX)="T>" THEN 3248

A$CRH. YHI)="a?"

égmxx=19 AND ¥%=18 THEH 8&8

REM CHECKE FOR 1 MOVE ARWAY

REM

MSw=1:G0OSUE 1208

IF MH<>8 THEN S2@

EEM

REM CHECK FOR 2 MOYES RWAY

FEM

A MEh=2:G0SUE 1288

REM
REM RESET CURSOR WITHIN MINEFIELD
FEM

1 GOSUER 1378

GOTO 458

2 REM

FEM MINEFIELD CROSSED SUCCESSFULLY
REM

S Cl=f:Ho=1 :RW=21:T$="H"

2¢="HINEF[ELD. SUCCESSFULLY CROSSED =

e GOSUE 1650



1866
118
1924
1834
1a4a
16843
1856
16966
1478
1626
lagl
1a3a
1164
1114
1128
1136
1146
1156
11gi
1176
1128
1158
1133
12@a
1z1@
1211
12za
1238
1248
12546
1ze8
1278
1228
1236
1368
1218
1328

133

E§§19a18)=“l8"=GDTD 930
REM LANDMIME EXPLODES
REM
GOSUE 1660
RECHKH. YR I="m"
FOR ¥=1 TO 1%
Nei=1:'YH=Y:GOSUB 1370
FOR X=1 TO 19
9 PRINT R$CH, YD)

NEXT ¥
NEXT ¥
GET GG$:IF G(G$="" THEN 998

IF GGFCO"E" THEN 1620

POKE S6.PEEK(SE)+1 POKE 36369,240
POKE 36873, 27 :PRINT"IX2" :END

POKE 988, PEEKL396)+2

PEKE S, PEEK(56)+1 :G0T0 56

REM

REM SUBROUTIME TO DRAW LINE ON SCREEM
REM CL=START COLUMN.RW=START ROW
REM MO=HCO OF CHERS.T$= Y(YERT).HCHORIZ)
REM Z$=TEXT TQ FRINT

REM

PRINT"a"

IF CL=8 THEN 1120

FOR I=1 TO CL-1:FRINT"M"; :NEXT I
IF RW=0 THEN 1148

FOR I=1 TO RM—1:PRINT"M"; :NEXT I
IF T$="H" THEN I$="®

IF T="¥" THEN I$="@gl"

FOR I=1 TO MO

FRINTZS$; 1$;

HEXT I

RETURN

REM

REM CHECK FOR MINES IN YICINITY
EEE MS%=1 CLOSE SEARCH.MS¥=Z WIDE SEARCH
M=

FOR I=R#-MSZ TO RiZ+MSX

FOR J=Yu-MS% TO YR+MSY

IF I<1 OR J<1 THEN 1230

IF 1319 OR J>18 THEN 1258

IF A$CILID="FD" THEN MN=MN+1

NEXT J

NEXT I

2$="d -
IF MH<=8 THEN 1348

25=" A" +STRECANI+" MINECS) *

ZE=ZF+ETRECMSHI+" MOVES AWAYS"



1324
1256
1366
12363
1374
1320
1281

206
1468
141@
14z
1430
1434
1435
1437
1445
1450
1456
1478
1426
1458
1565
1564
1585
1586
1518
15248
1528
1544
155a
1568
1578
1528
1550
1353
le@a

1561,

161G
leza
1628
1248
1654
1564
16708
1826
1£98
1786
1718
1728
1728
1740

CL=1:NO=1:RW=21:T$="H"

GOSUE 165a@

FETURN

REHM

REM CURSOR ADDRESS TO WITHIN MIMEFIELD

REM Hu=¥ AXIS, Ya=Y ARIS

REM

PRIMT"&",

FOR I=1 TO X¥+1:PRIMNT“M"; HEXT 1

FOR I=1 TO YH+1:PRIMT"N"; :NEXT I

FRIMT"N" .

RETURH

REM

FEM SET UP GRAPHICS CHARACTERS

REM

FOR I=1 TO @

READ »

FOR J=800 TO 7

RERD K

FOKE ¥+J.K

MEXT J.I

FETURH

REM

FEM CHRRACTERE DATA

FEM

DATR 7P424.0,8,80,0.6,8.8,48

IATA 7FES6,.6.12.12.0,96,1682,6.,8

IFRTA 7E64,66,66,153, 165, 165, 153,665,608

IATA FEF2.2€.23,8,62.8,20,34,8

DATA 7E24, 15%,9/,6/,255,255,660,908, 153

DATA 7632,146,54,565,254.56,84, 14¢.8

DATA 7FedB,8,9,8,24,24,6.8.0

DATA 7ed42.0.0,8,8.8,0,8.8

EETH TE18,20,44,688.254,68,68,124.8
M

REM EXPLOSIOH

REM

FOKE 2&&877.220

FOR L= 15 TO @ STEP -1

POKE 32687%,L

IF L=15 THEN Z#%="71"

IF L=11 THEM Z2#%="hL."

IF L=F THEN Z¢="m:"

IF L=3 THEN Z¥="9"

CL=1+4¥¥ RN=1+Y% ND=1

GOSUER 16856

FOR M=1 TO SG:NEXT M

MEXT L

FOKE 36877.0

FOKE 363878.8

RETUEN



1

1743 REM

1758 REM GET MOVE AMD ALARM

1751 REM

1768 IF MNC>@ THEN 1796

1778 GET GG$:IF GG#="" THEN 1776
1736 RETURN

1798 IF MS¥=2 THEN SH=18@:5L=128:G0T0 1616
1809 SL=18@:5SH=235

1510 POKE 26878,15

1828 FOR M=SL TO SH STEP 2

18368 POKE 36876,M

1346 GET GG$:IF GGFO"" THEN 1924
1858 FOR H=1 TO 18

1268 NEXT N

1876 NERT M

126 POKE 36876.08

1829 FOR M=1 TO 1ea

1366 HEXT M

12i@ GOTO 1220

1926 POKE 26878.0

1928 POKE 36876.,0

1949 RETURN

RERDY .



SPACEWAR
DESCRIPTION

The game is in two parts. The first sets up the parameters
and prints the instructions. The second plays the actual
game. The first part must therefore be loaded and run before
the second part. When part one is run, it will display two
pages of instructions separated by ‘hit any key’. The next
page will input skill level from 1-9 and then either the option
of sun’s gravity, black hole, or no gravity. The second part
plays the game and keeps count of how many of the users
spacecraft and the computers have been destroyed. The
game is over when five spacecraft of either side have been
destroyed. A new game will start after a reasonable pause.
Written in Basic, the game is rather slow.

EQUIPMENT REQUIRED

Basic VIC-20 with no expansion.
Joystick.

RUNNING THE PROGRAM

Load in part one and run. After a slight pause the instructions
are displayed. When the instructions have been displayed
and the two parameters have been input, the program will
end. Load in part two, run, the actual game will then start.
Use the joystick to change the direction of the ship, try to
destroy the computer’s ship. Use the fire button on the
joystick to shoot at the computer’s ship. Hitting the space
bar at any time in the game will cause the player’s ship to go
into hyperspace.

PROGRAM STRUCTURE

The lines of interest in part one are as follows.

60-70 Limit top of memory.

80-120 Move the character generator and set up other
graphics characters.

130-460 Display the instructions.
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470-520
610-620

630-830

Input skill level.

Input option.

POKE last two parameters into top bytes of
memory. The locations are the two locations
directly before the screen memory.
Character data.




18 REM SPACEMWAR

28 REM $EEfRss@iapaoifapiif it sinak s
<@ REM

46 POKE36E79, 27 :FRINT"1] YIC SPACEWAR"

S8 PRINT"MARMIUST A MOMENT...."

a4 REM

S REM LIMIT TOF OF MEMORY

96 REM

68 H=PEEK{S€)-2:FOKESE. s POKESZ. X

78 POKES1.PEEK(SS) :CLR

74 REM

7S5 REM MOYE CHARACTER GENERARTOR

& REM

&0 CS=2SS#PEEK(S2)+PEEK(S]1) : 5=788A

9% FORI=CSTOCS+511:PORE], PEEK(I+32768-CS) ‘HERT
168 READX: IFX<BTHEN1GE

116 FORI=XTOX+7 :READJ:FPOKEI . J:HEXT

128 GOTO188

124 REM

125 REM INSTRUCTIONS

126 REM

126 INPUT"XM  INSTRUCTIONS NI :A$

146 IFA$="H"THEN47@

FRINT"YOU ARE EMGRGED IM A"
PRIMNT"BATTLE TO THE DEATH"
PRIMT"WITH A KILL-CRAZED."
FRINT"KAMIKAZE MINGOM IN"
FRIMT"THE ASTEROID EBELT OF"
PRIMT"MONGO. "

PRINMT"MYOUR SHIP IS PURFLE"
FRINT"AND THE MINGOM SHIP
PRIWT"IS DARK BLUE."
PRINT"MTHE JOYSTICK CONTROLS
FRIMT"YOUR DIRECTION. THE"
PRINT*RED BUTTON FIRES YOUR"
PRIMT"LASER MISSILES. MAKE"
PRINT"A HYPERSPRCE JUMP EY"
PRINT"FRESSIMG THE SPACE"
FRIMT"ERR. "

PRINTYNPRESS AMY KEY"
A$="":GETA%  IFAF=""THEN328
338 PRINT“IYOU LOSE THE BRATTLE®
FRINT"IF YOu:"

FRINT"®1 ARE EBLRASTED BY A"
PRINT"  MIWGOM’S LARSER"
PRINT"“82 ARE SUCKED INTO A™
PRINT" ELACK. HOLE™
FRINT"®2 COLLIDE WITH AN"

4 FRIMT ASTERCID"

FRINT“®4 ARE PULLED IWTO"

St FREINT® MHE S0 BY GRAYITY"
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& PRINT"®S ARE RAMMED EY THE"

& PRINT" THE MIMGOM SHIP"

G PRINT"MPRESS ANY KEY"

G AF="":GETA$: IFRF=""THEN4E5Q

478 PRIMT"2 EMWTER SKILL LEVEL"

428 PRINT" el A w-TRIVIAL"

495 PRINT"H TO

o8B0 FRINT"M o8- TMPOSSIELE"

S19 AF="":GETA$:IFA$=""THENS1A

528 SL=YAL(A%$) : IFSL{10RSL>SITHEH4 78

S2@ FPRINT"D SPACEWAR OPTIONS"

S48 PRIMT" M ASMIN‘S GRAVITY"

SS9 PRIMT"® HEm [CK HOLE"

6B PRIMT"H HWO GRRYITY"

S7E PRINT MM SELECT OME OPTICON":G=a
524 A$="":GETR$: IFA$=""THENSSE

528 IFA$="5"THENG=1

6aE IFA$="EB"THENG=2

618 POKES-2,EL:POKES-1.G

£28 EMD

528 DATAT1ES, 192,240,127,103,24,54,63,56
648 DRTA7176.4,14.62,227.227.62.14.4
ESE DATA71S4.50.63,54.,34, 163, 127,249,192
ce@ DATA7F192.24,24.68,26, 182,231, 126,24
&rd DATA7208,24.126,231,182,36,60,24.24
628 DATA7215.,3,15.254,220.68, 168, 252.76
€30 DATAT224,32,112,124,199,153, 124,112,
76 DATA7222.76,252,108.68,230,254,15,3
716 DATA7248.0.68,12,28,56.48.0.8

728 DATAV248.08,0,48,56.,258,12,9.08

728 DATAVZSE.0,24.24,24.24,24.,68.08

748 DATATZ64,8,.9,9,52,62,4,8,4

798 DATA7296,9,112,12¢.162,32.48,438,0@
7ed DATA7394, 228, 18,37,62,36, 18,33, 198
778 DATA?S12,8,48.483,32,182, 125, 112.8
7EA DATA7?329,88.170,145,0,.34,85.137,1259
798 DATAV?328, 152,906,608, 255,205,68.,20, 153
g@a DATAV3368, 129, 137,85,34,0, 145, 179,68
218 IATA?344.0,14,126,162,4.12.12.8

228 DATA?252,198.33.18.36, 68,37, 18,226
839 BHTH?SGE‘J “3: 12J 12.- 4; 1@2; 126.‘ 14.' GJ-].
READY,



1G
20
30
46
5Q
60
7
a6
166
118
126
138

REM SPACEWAR 2
REM $##Edf €k pas et aaffbEtaan R o
REM
C=22:R=23:5=76308:A=28726: DI=37134
P1=37151:P2=37152: SL=PEEK{5-2)
POKEZSETR, 27 : T=3:C¥=4:CE=6:CA=4
CS=7: CR=9:CM=6:xK=~1:G=FEEK(E-1)
V=3EE7E: 51=Y-2:82=Y-1 DIMDCH{2. 27, 0CH(2. 2
FORI=ATOZ: FORJ=ATOZ : X=¥X+1
DCHLT, =X 0CH(I, JI=X+16 :HEXTJ, I
LEFFNRY Z2)=C+3+C%Y
DEFFHEC(Z)=PEEK{FHACZ) >
DEFFHR{Z)=THT (RHD{ 1 2 %2>
POKEY-3, 255 FRINT "T&&" : K=5+R
FORI=XTOK+S85  POKER., T NEXT
POKESSET2, 62 FORI=1TOZ2+2%5L
¥=FHRCC) (Y=FNR(R)
FOKEFHACE) . 45 : POKEFNACB)+A, CA:NEXT
IFGC1THENZ2E
¥=11:%=12:FOKEFNACE), 206
FOKEFHRCB)+A, C3: 5X=X: SY=Y
IFG=2THENSX=FNR(C) : S'¥=FNR(R)

1 #=FNR{C) Y=FHR(R) : IFFHB{B) <>32THENZ20
1 D=¥:E=Y:0=FHAC@) :U=-1:0=FNR(3)-1
5 POKEFNFAC@) . DCHCU+1. 0+1) - POKEFNRLE>+A. CY

HEFHRCC) S Y=FHR(RY | IFFHELB){>32THENZ2ED

3 H=K:L=Y:K=FHA(B) :M=1:H=FHR(3)-1

FOKEFHACA) , DCK{M+1, H+1) 'FOKEFNAC8)+H, CE
AF="":GETA%$: IFA$=" “THEND=FNR<{C):E=FNR(R)
GOSUB1816: IFFBTHENX=D: ¥Y=E : PR=U: PY=0:GOSUBEEA
E=0:F=@: IFJGTHENE=1

IFJZ2THEWE=-1

IFJ1THENF=1

IFJSZTHEWF=-1

IFB=GANIF=8THENE=U:F=0

U=E:0=F: IFG=8THEN41@
E=2x-D:F=5Y-E : J=S0OR(E¥B+F F )

J=(2a-J5/38: J=1-J%J

IFEND{12<JTHENS 18

B=SGN(R) (F=SGNC(F) 1 D=D+E E=E+F : GOTQ4Z@
D=D+1: E=E+D

IFE<BTHENE=R

IFE>RTHENE=8

IFDZCTHEND=&

@ IFDCATHEMD=C

W=I:Y=E: J=FHB(@): IFJ=32THEN4Ed

IF J=420RJ=2B0RFNA (A =KTHENS28G

IFHOT Cx=SxAMDY=5Y > THENS19

FAF="WERE SLICKED INTO A BLACK HOLE!"
WC=MC+H] - GOTO378

FOEFE, 22 FOKED+A, T R=FNACE@)
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O Q0 00 00 Q0 DD 00 00
O I SR I SR O
DU T A R U o R o R ot 0

995

POKER. DCHCU+1, O+1) : POKEG+A. CY

J=6: IFFNR{S)>SLTHENSEA

M=D-H : H=E-L : M=SGN (M) : H=SGNC(ND
IFM=B0RN=BTHENJ=1

H=H+M:L=L+N: [FH{O@THEMH=C

IFH>CTHENH=8

IFL>RTHENL=@

IFL<BTHENL=R

#=H:Y=L

IFFHEC@>=32THENE30
M=FHR{3)>~1:H=FNR(3)>-1:GOTOSeE

POKEK ., 32: POKEK+A. T :K=FNACG)

FPOKEK ., DCECM+1, N+1) : POKEK+A, CE
IFHOTCRNDC 1)<, 10R(T=1ANDFNR (2> {SL)Y ) THENE?@
FR=M:PY=H:GOSUEEEE

GOTOZ9a

2=Py#PY FOKEY, 8: IFZ=1THEHNJ=10
IF2=-1THENJ=3

IFZ=0ANDPX=0THENJ=11
IFZ=0RANDIFY=BTHEN]=12
FORI=1TD18: K=K+FK: Y=Y+PY: POKESZ, 236~
IF1<>1 THEMPOKEZ., 32 : POKEZ+A. T IFA>CTHENA=6
IFX<BTHENX=C

IFY>RTHENY=Q

IF'Y<BTHEMY=R

3 B=FHNEC@) : IFE=32THENSOQ

IFNOT ¢ E=480RE=2G0RFNALA) =KORFHA (@) =C) THENSBG

3 I=1@:MEXT 1:GOTO 828
A Z=FHACE) POKEZ. J POKEZ+A, CM:HEXTI

POKEZ,32: POKEZ+A. T: POKEY, 8:RETURN

"3 POKESES, 23@: 5C=X~1: IFSCJATHENSC=8

FC=X+1: IFFC>CTHENFC=C

3 SR=Y-1:IF3R{ATHENSR=0

FR=Y+1: IFFR>ETHENFR=R
FORM=SCTOFC : FORY=SRTOFR : J=0CX(X~-SC, Y~5R)
POKEFHACE) , J: FOKEFNACE) +A, CR:NEXTY ., ¥
FOKES1.220: FORJ=15TOBSTEP-1

POKEY, J:FORJ1=1TOSE NEXTJI1, J

3 POKEY.@:FORY=SCTOFC: FORY=SRTOFR
1 POKEFHACE, 32 POKEFNACE) +A, T HEXTY, ¥

IFPEEK (R <>IZTHEN340

A$="MERE YAFORIZED!" :MWC=WC+1:GOTOS7@
IFPEERCK)<>32THENZED
AF="TRIUMPHED ! " : WH=WH+1: GOTD376
RETURN

FOKEY-2.240:PRINT " NalOU  “; A%

A PRINTYSISCORE: YICY;WC:" YOU"WH

FORJ=1TOSEE NEXT: GOTO185a

1@E@ END
1310 POKEDD. 127 : P=PEEK(P2YAND1 25
1AZ0 Jo=-¢P=) : FOKEDD, 255

0



1838 P=PEEK(P1):J1=-({FANDS)=0): J2=-((PAND1&>=0)
1848 J3=~{{PAND4>=@) :FE=—~((PAND3Z)=@) :RETURN
1658 IFWH=5THEN16&0

1aga IFWC=5THEN1166

1678 GOTO142

1328 PRINT"D  CONGRATULRATIONS!™

1856 GO0TO1118

116@ FPRINT"OTO BAD"

1118 FORJ=1TO1968:NEXT : RUN

RERDY.

7
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JOYSTICK TEST
DESCRIPTION

One valuable addition to the VIC is the joystick. It can make
game playing much more enjoyable, and often easier.

This program enables the user to check the position of the
joystick as it is moved through the four cardinal compass
points, and to see when the fire button is being pressed.
The program can also be used as a short input routine within
a main program, to see which direction the joystick is
currently being pointed in, and again to check for depression
of the fire button.

This program will only work on a simple paddle switch
joystick. To gain finer control you would require a
potentiometer joystick, but programming for that is beyond
the scope of this book.

EQUIPMENT REQUIRED
Basic VIC-20 plus joystick.
RUNNING THE PROGRAM

The data direction register, DD, is defined in line 40, along
with variables for the output registers (P1 and P2).

When run, the program displays the cardinal compass
points, together with an F (for firel) at the top of the screen,
and underneath that a value indicating which way the
joystick had been moved: a value of zero would indicate off,
and a value of one, on.

The routine in lines 120 to 180 checks for current direction
from the output register, having previously set it back to
‘normal’ i.e. the fire button is not depressed, and the joystick
is stationary in a vertically upright position.

PROGRAM STRUCTURE

10-30 Message and title of program line
40 Set up variables
50 - 60 Print display on screen

120-190  Joystick position reading subroutine



i@
26
28
4
e
(12
va
aa
1)
166
118
12a
1268
146
158
160
1va
158
124
284
REA

REM TESTING THE JOYSTICK
REM #H&#3fE08 KR Esautiiiehaians i d e
REM

ID=37154:P1=237151 :P2=37152
PRINT"M N E S W FB"
GOSUESS: PRINT &"J3:J8; J1,J2;FB
GOTOGE

REM

REM SUBROUTIHE TO INPUT

EEE VALUES FROM THE JOYSTICK
POKEDD. 127 : P=PEEK{P2)AND12&
Ja=—({P=@>

POKEDD, 285:P=FEEK{F1)
J1==C{FPANDES)=3)
J2=~{(PAND16>=8)

J3==C (PAND4)>=6)

FB=~( (PANDZ2>=@>

RETURN

Y.
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DEFINE KEYS
DESCRIPTION

The four function keys on the right hand side of the VIC are
probably one of the most neglected parts of the machine.
Normally they are only used for simple messages e.g. Press
F1 To Start The Game, normally to do anything else with
them you would have to buy one of the expander cartridges
from Commodore.

However, this short (160 byte) machine code routine, which
sits at the top of memory, will allow you to assign a separate
function up to 8 characters long to each of the 8 keys.
Take great care over the data statements in lines 100 to 220,
as these are the heart of the program: if a mistake is made,
the program will not work.

Each function is defined in lines 450 to 460, where the back
arrow stands for Carriage Return. In other words, pressing
function key 1 (using the examples as given) will list a
program, pressing function key 2 will just print up the word
GOSUB, and so on.

EQUIPMENT REQUIRED
Basic VIC-20.
RUNNING THE PROGRAM

Enter the program exactly as shown, and then SAVE a copy
in the normal way before running it.

When RUN, provided you’ve entered everything correctly,
the screen will clear and the message ‘function keys defined’
will appear, together with the friendly flashing cursor. Just
pressing the keys will now bring the functions to life.

The program NEWs itself after running, so that you only lose
160 bytes from your VIC’s Basic memory. To de-activate the
function keys, hit RUN-STOP and RESTORE together. To
get them back again, type SYS 7520.

¥ you wish to have different functions assigned, simply
change the data statements in lines 450 and 460. Putting a
left-arrow after the new keyword will prompt a carriage
return automatically. To get more than 8 characters, use the



keyword abbreviations as found in your manual e.g. P shift O
for POKE, and so on.

PROGRAM STRUCTURE

10-90
100 - 210

250 - 260

270
290
300 - 330
340 - 390
400
450 - 460

REM statements and copyright message
Data statements containing machine
code routine

POKE data into memory and calculate
checksum

If checksum disagrees, print error message
Activate keys, erase previous functions
Instructions in REM statements

Perform function key definition

End, and perform NEW

Definitions for function keys
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1@ REM##*#********#***

20 REM#

30 REM#¥ DEFINE KEYS #

44 REM# *

5o REM¥ EY DAVE TONG *

60 REM# *

78 REM# <(C) 7/7/32 *

80 REM# &

90 REMESFEEEREEEEARERH

186 DRTA 126,163,128,141,20,3,189.23
116 DRTA 141.21,3,88,133,56, 162,56

126 DATA 133,55,96,168.64,162,8,153

120 DRTA 191.29,136.208,250,96,234, 234
148 DATA 72.,138,72,152,72,165,137.157
15@ DATA 251.249,44,133,251,41,39, 281
1€6 DATA 39.288,36,24,165,251.42,41

178 DATA 249,1?2;141;24249;3;24;165

1&8@ DATA 8.1@5,128,133, 32 169.29.133
198 DATA 253,160.8,177,252,153,113.2
2a8 DATA 208, 152.8, 203, 46 132,128,104
218 DATA 1623,1084.,176,104,76,131,234.170
228 REM

238 REEM LOAD MACHINE CODE ROUTIMES
299 REM

256G POKE 55,96:PUOKES6.29:CLR:Z=8:FOR ¥=8 TO 35
2€f READ Y:2=2+Y:POKE 7?528+X,Y:NEXT X
z7a IF 2=12276 THEN 252@

284 PRINT"DATR ERROR! RE-ENTER":STOP
2o3 SYS (75208):5YS (7533

3aa REM

316 REM 3YS 752@ ACTIVATES THE KEYS
324 EEM SYS 7539 ERASES THE FUNCTIONS
338 REN

248 FOR x=1 TO 8:READ N¥

3568 L=LENCN$):IF L<=8 THEH 370

266 PRINTY;N$:PRINT"S CHARACTERS MAKXIMUM!":STOP
378 FOR Y=1 TO L:P=RSC(MID$(NF.Y.122

386 IF P=95 THEN P=13

390 POKE 76a7+Y+5¥X, P NEXT Y:MEXT X

428 ;EéHT"ZFUNCTIDH KEYS DEFINED.":CLR:NEW

416

4263 REM PUT YOUR OWN FUNCTIONS HERE
428 REM < MAXIMUM & CHARACTERS! >
448 REM

456 DATR “LISTe". "GOSUB". "RUNe", "FRINT"
EE@ SHTH "GOTO", “CHR$<", "LOAD" , "RETURH<"
RIY.



U.S.A. SONG

DESCRIPTION

The program when running displays the U.S.A. flag and
plays the ‘Star Spangled Banner'.

EQUIPMENT REQUIRED

Basic VIC-20.

RUNNING THE PROGRAM

As no expansion is required it is just a matter of loading the
program and typing run.

PROGRAM STRUCTURE

The lines of most interest in this program are as follows.

60

70
80-150
80

20

100
110
120
130
140
150
160
260-1270

Sets registers for three voices and indicates
GOSUB to draw the flag.

Puts 10 in to volume register.

Main loop.

Read music data.

Set sound registers to 0.

Goto 160 at end of the music.

Pause.

Print value X.

Play Music.

Loop for duration.

Increase X and loop.

Check for break.

Data for music configuration: Duration, Voice 1,
Voice 2, and Voice 3.

1450-1560 Draw flag.



1@ REM USA SONG

20 REM #EEffEakitfhfta et b fapf s aasass
38 REM

48 REM PLARY MUSIC

58 REM

60 G1=36876:G2=36874:G3=36875 ¥=30@: GOSUE1400
76 POKE3687S, 18

2@ READDC.Y1,V2,Y¥3

99 POKEG1,@:POKEGZ, B:FOKEGS. O

18@ IFDC=BTHEN1gG
118 FORI=1TOSE NEXT
128 PRINT " S«alalielelaialaiela"
120 POKEG1,V1:POKEGZ, Y2 POKEGS., Y3
146 FORI=1TO10G#IC: NEXT
156 X¥=KX+3:60T0Ca
168 SY565234
178 REM
158 REM SONGTABLE FOR
196 REM THE STAR SFANGLED
26 REM EANNER
216 REM
226 REM DURARTION COUNT
230 REM IS5 -4- FOR A
243 REM QUARTER NOTE
258 REM
26a DATAE. 195,225,

273 DATR1.,183,213,
28a DATA4, 163,209,
298 DATA4.183,2683.
308 DATA4, 195, 287,
218 DATAS, 283,281,228
3260 DATR3.219,158,231
238 DATAL.215.,139,
249 DATR4, 239, 261,
358 DATR4. 183,201,
360 DATA4.191,215,215
av@ DATAS. 195,225,215
386 DATAZ.195,2235.
39a DATA2, 155,225,
408 DATAE, 213,263,232
418 DATAZ,215.215,
426 DATA4.289.,213,

28 DATAS. 267,225,223
448 DATRS,281.221,221
456 DATAL,207.221,225
460 DRTA4, 269,219,225
476 DATA4,289,232.

436 DATA4, 155,223,
43@ DATA4, 183,213,
Se6 DATA4. 163,203,
Si6 DATAZ. 195,225,

78



S8 DATA1,183.219,
538 DATAR4. 163,263,
S48 DATAR4, 183,263,
558 DATA4.195.267.
S6@ DATAS., 289,261,228
S7e DRTAZ, 219,139,221
586 DRTAL1.215.193,
596 DATA4.262.201,
a8 DATA4, 183,201,
C€1@ DRTA4,191,215.,215
626 DATAS, 125,225,215
€326 DRTAZ.195,223,
648 DATAZ. 195,225,
658 DATAS, 219,289,232
&858 DATAZ, 215,215,
670 DATA4,283,213,
626 DATARS, 207,225,225
£33 DATAR,201.221,221
788 DATARL,267,221,225
716 DRTA4,:2639,219,225
726 DATA4.2683,232,
730 DATA4.,195,223.
746 DIATA4., 183,219,
7S50 DATAS. 163,209,
768 DATA3.219,215,232
Y78 DATAL.,213,215,232
738 DATA4,219.,2639,232
796 DATA4,221.,215,232
goa DATR4,225.219.,232
&1e DATAS, 225,219,232
823 DATARZ,221,215.232
838 DATAZ.219,219,232
848 DATA4.,215.225,221
856 DATR4.213,232,222
8c@ DATA4.221.235,231
8780 DATRE.221.,195,235
aza DATR4.,221.195,231
g£9a DATAG. 213,203,225
o0B DATA2,215.,215,225
916 DATAR4,289,215,225
928 DATAS, 207,225,223
936 DATAZ, 281,221,
946 DRTARZ.267.,221,225
956 DATAR4,2083.219,225
966 DATA4.183.,228, 269
974 DATA4.191.215.215
9@ DRTAS, 195,185,215
990 DATH4. 195,225,
19EE DATAHS ., 202,23, 225
1l DATRY . 209,215,221
11, DATARZ. 209.219., 225



1638 DATAZ., 267,213,223
1648 DRTA4, 281,221,221
1658 DATAR4.201,221,221
1668 DATA4.201,219,225
1678 DATA4,215,215,221
1838 DATAZ2, 221,215,221
1858 DATAZ.219,213.219
1168 DATARZ2.,215,221,215
111@ DATAZ, 203,223,289
1128 DATA4 269,225, 225
1130 DATAS, 207,195,225
1149 DATAZ, 135,223,
1158 DATAZ,195.221,
11668 DATAG. 283,213,223
1178 DATAZ,215,223,
1188 DATAZ.213.233.,
1158 DATAZ.221,233,
1260 DATAS3, 225,237,237
1219 DATAZ.283,228.228
1220 DATAZ, 215,227,223
1238 DATAS, 213,225,232
1249 DATA2,221,225,232
1256 DATAT.215. 225,231
12€@ DATA14,209, 232,225
1278 DATR. . »

1230 REM

1296 REM sbdsdfhRssss
1360 REM #INTERPRET #
1318 REM ¥YOUR DATA*
1320 REM #fEFsfEresss
1338 REM

134@ INPUTA:FORI=ATOA+SSSTEPS  PRIMTI"D4" :NEXT - EMD
1358 REM

1360 REM $EkEEEEREEER
1373 REM #IMTERFRET #
1368 REM *YOUR DATHA#
1390 REM $ffbdkionisss
1483 REM

1416 REM #¥kEkEries
1428 REM #DRAK FLAGH*
1420 REM ##fkEfEffes
14486 REM

1456 PRINT"J")

1460 POKEZE257 .44

1478 FORI=1TO11

1486 PRINT"SA "
1498 MEXT

1569 PRIMT"S";

1518 FORI=1TOS

1526 PRINT"SN % # & % % "
1528 PRIWT"T":

80



154G PRINT"Z3®k % * % % %"
1338 NERXT

1328 RETURN

RERDY.
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DIGICLOCK
DESCRIPTION

A digital clock showing hours, minutes and seconds in large
characters is displayed on the screen. The clock will display
the correct time (entered by the user) until the machine is
switched off, A program which could be modified to act as a
stop watch or display any digital value.

EQUIPMENT REQUIRED
A basic unexpanded VIC-20.

RUNNING THE PROGRAM

The program starts with a prompt to input the correct time,
this is input in the format HHMMSS where H is the hour
{using a 24 hour clock), M is the minutes, and S the seconds.
As soon as the return key is pressed the clock is started.
While the face is displayed it is possible to change the shown
time at any point by simply entering return.

PROGRAM STRUCTURE

The more interesting lines for this program are as given.

40 Displays a white screen.
50-140 String array holding large numbers.
150 Two dots to separate hours from minutes and

minutes from seconds. The dot separating
minutes from seconds flashes every second.

160-190 Inputs the time.

200-270  Display around the numbers.

280-310  Prints enlarged numbers for time plus the dots.

320-330 Sets start of video map.

340-370 Makes dots between minutes and seconds
flash.

380-390 Pause and beep each second.

400-410 Loop again or enter another time.
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14
26
A
45

5@

228
294
%)
318
326
334
348
aoa
)
s
38
336
46
418
RER

REM DIGICLOCK
FEM #$EE#3EEEEERRERNEEadaat il bR f iR faey
REM
FOKE36573, 25

REM
FEM LARGE NHUMEER CHARRCTERS
FEM
AFCEX="N3 NN YEEN J "oNEN J AN =
AFC1="0 X eEl] X SaHEl N SRpH) 9 =SyEl g =
AFC2)="01 HeN@l o AHKI ERl W WHEIY A
AFC20="83 IRl 3 23U =xEEl J 20 B
AFC40="N X SREN J MEEl SeE8l J =g g .
RFCSO="83 *NEI = pERIQ HoE@l o 3@ »
AF(E =" WEEE FEEI3 =EEE S (REl =
AFC7O="83 MEEl J SRRl o HepNl o MegEl 3 8
AFCS)="8N HEEE 3 NNl =INe s <R 2
AFCI)="N1 ERENE I *EEI MRl A pEE; 2
IP$=""sprll0e TT]" : PRINT"/ "

FRINT" HHMMSS

FRIMT"FOR EXAMPLE B@lzza

THPUT " SNeIalalalalalT IMEMRBD IBEL" ) TAS$
IFLEH{TA$>=6THENT I¥=TA¥

PRINT" @Ixnelesd o :FORI=1TO19

PRIMT"m" i :NEAT :PRINT"s 8"

FORI=1TO32

FRINT"E am

NEXT

3 PRINT" sTelsIniaisA e HOURIPI MIN. 0l BESEC, Rl8ialela{elaly]

PRINT"D"; :PRINT"R™®"; :FORI=1TO12
FRINT"w"; :HEXT : PRIMT" i "
PRINT " shlElnalaapiaxm" ; - FORI=1T0S
PRIMNTA$CYALCMIDECTIS, I, 1220 "00TTTY";
IFI=20RI=4THENFRINTIDFS;
NEXT
TJ=4@a2¢&
IFPEEK (843 X=2ATHENT J=763a
POKECTJ+2345,81 :POKECTJ+278), 81
T$=TI#*
IFTI#=T#00TO3CH
POKECTI+234) . 32 : POKECTJ+273), 32
FOR®=1TO288 : NEXT : FOKE3E87VE&, 15 :POKE3E87VE, 235
POKE3RESYE, B0
GETH$: IFR$O"+"60TOZE8
GOTO1S58

oy,



LEAP FROG
DESCRIPTION

Leap Frog encourages the player to develop mental agility.
There are two sets of frogs, five of one colour and five of
another. The player has to move them one at a time to the
other side, until the positions are reversed. There are a
minimal number of moves in which the game can be
completed but praise is always given at the end of the game.
An interesting feature of the program is the use of small size
numerals, created like the frogs by using programmable
characters.

EQUIPMENT REQUIRED
Basic VIC-20 plus a minimum of 3K memory expansion.
RUNNING THE PROGRAM

There are eleven numbered spaces displayed on the screen,
above the five spaces on the right side are five green frogs,
and above the five spaces on the left are five white frogs. A
frog can only be moved into an empty space and can not
jump over more than one frog to get there. A prompt
requests the move, simply enter the number of the frog you
wish to move, invalid moves will generate the relevant error
messages. When you have completed the game the
computer will display your score.

PROGRAM STRUCTURE

The lines of interest in this game are as follows.

40-50 Limits the memory.

70 GOSUB to routine for setting up the frogs
characters.

100-160  Sets up different strings for different frogs
-white or green, jumping or stationary.

210-230  Sets up the array for where the frog is and
which colour it is.

260-320 Prints actual display on the screen.

330 GOSUB to routine for inputting your move.



350-380 Checks for legality of your move.

400-510  Motivates the frog.

520-560 Reviews the line up at the end of the game.

570-900  Prints informative messages.

910-950 End of program.

960-1050 Inputs moves using routine at line 1390.

1060-1380 Prints messages of illegal moves and reprints
display.

1390-1480 Actual input from Keyboard.

1490-1550 Sets up graphics characters.

1560-1700 Data for characters.

* LEAP — Fk

P e
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18 REM LERP FROG

20 REM #H&EEEEErERffaibasfebh iRkt ris i
368 EEM

34 REM

35 REM LIMIT TOP OF MEMORY

25 REM

489 POKE S&,PEEK(SE»-2:FOKE 52,PEEK(SE)-2
S8 POKE S1,PEEK{SS):CLE

68 PRINT"D":POKE 38879.42

78 GOSUB 1454

26 POKE 26852,255

98 DIMA{1ZS

94 REM

295 REM SET LIP STRINGE

95 REM

168 F£(@y=" "

116 F$L="60"

126 FE(Zi="2"

188 AMSFCLI="E7"

148 AM$FZH="o2" -

158 ANFC(3I=F$(G)

168 PPF="sa]«H"

176 REM

128 Ti$="22 -
198 Ti1$=T1$+CHRE(132+" "

200 T1$=Ti1$+"¥ LEAP - FROG #8E"
204 REM

285 REM FUT FROGS IMTO AWM AREAY
206 REM

218 FORK=1TO0S

228 ACK>=1:RA{K+5>=2

236 NERT ACE»=E

248 C=8

258 FRIMTTi$:PRINT:PRINT

254 REM

255 REM FRINT FROGS OH THE SCREEHN
256 REM

6@ FORK=1TO11

278 PRIMTF$L{ACK)Y)

2680 MEXT:PRINT"am®

298 PRINT

268 PRIMT"IMMIZ23456789: "

2160 PRINTFPPS" aleleln[a]"

2@ PRINTYSSENTER YOLUR MOVE! - |
249 GOSUBSEH:FF=a

394 PRINT"N": TD=1568

=258 IFACS)=ATHEN18&E

68 IFARES(E~EX>2THENIGZG

ETA O IFACETHENLLLG

386 IFEZ11THEHFF=1:E=12

2@ H=u
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REM

REM JUMP FROG

REM

FRINTPFP#.; TAB(S-1>::

IF R{S)=1 THEN FRINTAN$C(1); :GOTD430
PRINTAM$CZY ;

FORL=1TOSOG: NEXT

PRIMT"II"AHECZ)

FORL=1TOS&:NEXT

PRIHTPPS$.; TRECE-1):AN$CALS) 2

FOR L=1 TO 30&:HEXT L
FORK=1TO15G:NEXT

PRINT"H"“F${A(S) 2.

C=C+1

ACEX=RCS) (ACS )=

FORI=1TOG

A=R+AC1D¥161]

NEXT

IFFFTHEN1ZZ®
IFINT(®2O222220THENS1G

REM

REM FINISHED

REM

FOKEZES62, 240 PRINT " slelaldalal" : IFC<EBTHENE2E
POKE3SE269, 244

PRINT" &I -
FRINT"®YOU FINISHED, AT LAST!IIIM

g GOTOES

IF C<568 THEN&3G

PRINT" 04 #
PRINT"TI®NOT A EBAD EESULT! !

PRIMT"N YOU NEEDED"C"MOYES"

PRINT"M TO SOLVE THE PROELEM"
PRINT"YOU REALLY SHOULD DO BETTER!!™
GOTOSEE

IFC<48THENY 61

PRINT" 39— u
PRINT"SERY WELL DONE!!!™

PRIMT"¥y'OU SUCCEEDED TO"
FRIMT"COMFLETE THE GAME IH"
PRINT"OMLY"CU"MOVES - AN"

FRINT"ABOYE RVERAGE RESULT!":GOTOSSEG
IFC=25THENE 38

FRINT" I3 ”
FRINT"NSEXCELLENT! ! YOI ARRE A RERAL EXFERT!IIY
PRIMT"®yOL HAVE DOHE IT INY
PRINT"ONLY"C"MOVES., THIS"

PRINT"IS ALMOST THE BEST POSSIELE RESULT.®
GOTORSE

FRINT" 04 &
PRINT“TIRCONGRATULATIONS!




258
s
gva
aea
393
Saa
S0G4
Sas
S@s
ala
aza
5324
940
954
254
955
958
250
v
926
995
1668
1816
1928
13328
1646
1658
1854
1635
1856
16668
1478
1838
1636
1166
11184
1128
1126
114@
1150
1156
1178
1126
113a
1265
1218
1220
1238
1248
1258
1258

PRINT"NOEODY CAN DO IT EETTER"
PRINT"®OU COMPLETED THE GAME IM 35 STEFS.M
PRINT“THIS IS THE RESOLUTE MIMIMUM,*
PRINT®&MWOULD YOU LIKE TO PLAY AGAIN 2 (YA/HXY
GETRA# : IFAF"Y"ANDA$ > "N" THENSSa

IFA$="Y"THENPOKEZ68€2, 205 : GOTO214
REM

REM EMD

RE™M

FPOKE 56.PEEK{SE)Y+2

POKE Z6862.2408

FOKE 36872,27

PRINT"SBTHANKS FOR FLAYING LERP-FROG” ="
END

REM

REM CALCULATE MOVE FROM ROUTINE AT 133@
REM

POKEL33,0

DEL=8:PRINT""

PRINTTAEC23) ;" SFROM me;

PRIMTTAE(ZE) ;"4 =" ;

GOSUB139@: IF DEL THEW PRINT"TY;:GOTO 37a
S=VALCCE) PRIMT"S® TO 9I";

FOR I=1 TO 11:IF ACI)=8 THEM C$=STRFCID
NEXT

PRINT"BA"C¥;

E=VAL{C#H) :RETURN

REM

REM ILLEGHL MOVE

REM

PRIMT" R3CITHERE IS HOBODY AT
PRINT"@POSITION #"2°M. Q"
PRINTYSPLEASE TRY AGAIMI":GOTO113@
PRINT"QXCHEY., I CANNOT JUMP"
PRIMT*RTHAT FAR!!":GOTO1124
PRINT"SCHEY, WHAT DO YOU THINK":
PRINT"&/0U ARE DOING??"

PRIMT" SHITHAT IS MY EEST"
FRIMT"S@FRIEHD. SITTING GHN"
FRIMT"SJ&SERT MR, "E"H!! YOI
PRIMT"QCAN'T EXFECT ME TOY

PRINT" ReLAND ON HIM!?! PLERSE"
PRINT" ATRY AGARIN":TD=c@D@: GOTO]1Z286
T D=2

FORK=1TOTD :NEXT

TDO=Z600: GOTO254
PRINTPP$; TREC1 12 F$CB) "1,
FRINTF$CACEY ) ;

EEE E S | -] 1]
PRINT" slelmnl" . THEC 123

FORK={TOZG
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1278 PRINT"X"A$: ‘A=SINC3)

1288 PRINT"®'"A$; RA=SINC3)

1296 NEXT :PRINT® PICILI LI

13@a FREINT" "
1318 PRINT"sNOW LOOK WHAT YOU HARVE DOHE!!"
1328 PRINTPPS; "N TRBIZ4) i ANECB);
1338 FORK=72TOGSTEF-4

1348 PRINTF$CACE? D "B S ANS (G ;

1356 FORL=1TOK:HEXT

1268 PRIMNTF&Ca5+"1D0";

1378 NEXT:AC12)=0

338 PRINTF#C@:"TITITY :GOTOSSa

1324 REM

1335 REM INFUT MOYE FROM KEYEORRD
1388 REM

13968 GETCS: IFC#=""THEN1296

1468 IFC#=CHR$(ZB)>THEHDEL=1:RETURN
1416 IFC${"1"0ORC$>"I"THEN1Z2G

1428 PRINT"R'C#; : IFC$L{>"1"THENRETURM
1438 IFACE#FACOFACIE#A(1]1 >THENRETURN
1448 PRINT"Q 5=91";

1456 GETCCE: IFCCH=""THEN145&

1468 IFCC$=CHR$ (28> THENDEL=1'RETURN
1478 IFCCHEC"@"0RCCE> " 1Y THEN1456

1480 C#=CF+CCH:PRINT"R"CC#,; :RETURH
1434 REM

1485 REM SET UP GRAFHIC CHARARCTERS
143 REM

1438 FOR I=1 TO 15

1568 RERD X

1518 FOR J=6 TO 7

1524 REARD K

1536 POKE X+J.K

1548 NEXT J.1

155@ RETURN

1554 REM

1555 REM CHARACTER DATA

155& REM

1568 DATA 7424.8,08.,0,8.58,9,8,A4

1578 DATA 7556, 1£.48,16,16.56.6,8,08
15288 DATAR 7563.56.8,56,32,36.,49.08.8
1528 DATAR 7576.56.8.55.8,56.,6,4.8
1683 DATA 7S84.40.48,60,8.5,8.6.8
1616 DATA 7592,56,32,56,8,96,1,8.49
1626 DATA 7H80.56,02,55,48,56,8,0.8
1628 DATA 7&B3,56.8,16,16.16.8.8.48
1648 DATH 7E16€.56,48,56.408,56.8.8.0
1658 DATA 7624.56.48,55.8,596,8.8.08
1666 DATA 7E32,46,106,42,42.126,0,0.8
1673 DATH 7648, 326,168,325, 36, 126.0,8.0

- o

1628 DATA 764, 24,183, 255,60, 126, 66, 135.0

90



1e9@ DRTH 7Y&72,153, 189, 126,60, 126.66.56,195
{QIEGEI DATR 7552,56€.40,42.40,56,9.0,0
ADY.

91
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RUBIK’'S CUBE
DESCRIPTION

A two dimensional version of the popular cube designed by
Messer Rubik. The game demands a high degree of con-
centration to solve the puzzle. All six faces of the cube are
shown and one has to remember where and which side
joins what.

EQUIPMENT REQUIRED
Basic VIC-20 with no expansion.
RUNNING THE PROGRAM

The primary instructions involved in the running of the game
are to rotate a face of the (flat) cube. An anti-clock wise
rotation is achieved by entering the number of the face to be
moved. To rotate a face in a clockwise rotation a minus sign
must be typed before the number.

Once you have completed the cube, or have become stuck,
hit the space bar, this will result in the end of the game. A
choice of a different number of twists is given at the
beginning of the next game to facilitate ease or difficulty in
completing the next game.

PROGRAM STRUCTURE

Below is a listing of the more interesting lines that make up
the program for this method of playing the Rubik’s Cube.

40-50 Limits the top of memory for graphics characters.
70-80 Inputs the initial number of twists to mix up the
cube.

100-230 Displays the cube on the screen.

240-290 Array F holds the center poke location for each
face.

300-310  Holds the character array for each face.

320-420 POKE locations for the rest of the pieces in each
face.

520 GOSUB to create characters.



530-570 POKE for character face and colour.

610-810 Rotates the faces.

890-1010 Inputs moves and decisions.

1020-1070 Inputs the cycle for mixing the cube rather than
have this as a random factor.

1080-1150 Sets up graphics characters.

1160-1220 Character data.
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19 REM RUEBIK'S CUBE

28 RENM #fadRsplbkindb i n bk Sk s
38 REM

34 REM

35 REM LIMIT TOF OF MEMORY

3 REM

40 POKE S6,PEEK(S&>-2:POKE S2.FEEK(3€)-2

5@ POKE S1,PEEK(35):CLR

€8 DIMGCS, 12):22=36728: POKESES73, 127

78 PRINT"CHUMEER OF TWISTS TO MIX®

Sa INPUT"Z §E“;P

2@ M=1

54 REM

35 REM DISFLARY CUBE

9& REM

188 PRINT"O"

116 DIMFC{S.3)

1260 PRINT" ¥R e
1360 PRINT"R 1S |®
1486 FORI=1TO4

156 PRINT"A 1" :NEXT
168 PRINT"® } T
178, PRINT"®14 1 12 I3 "
136 FORI=1TO4

1286 PRINT"&I | | ] 1" :HEXT

288 PRINT"A! + t . 4N

216 PRINT"H 13 "

228 FORI=1TO4:PRINT"A | " HEXT

238 PRINT"® bl

z234 REM

232 EEE SCREEN LOCATIONS OF CENTRE OF ERCH FACE
22

248 F{@,@>=7680+8+(12%22)

258 F{1,8)=7680+13+(12%22)

260 F(2,0)=7630+18+(12%22)

270 F(3,8)=FEca+3+12#22)

288 F(4,0)=7e20+8+(c%22)

290 F{S.0>=T&80+8+(138%22)

294 REM

295 REM CHARACTER FOR ERCH FARCE

29¢ REM

386 C{@»=58:C(1)=53:C(2)=68"

318 CCIHr=R1:C(4r=52:C(3)=63

314 REM

315 REM RELATIVE POSITIONS OF PIECES TO CEMTRE
316 REM

326 FORI=OTOS

330 K=F(I.,82

348 FCI, 1)=K-23

398 FCIl.2)=K-22

Ze@ F(IL3r=K-21

"
L

s




A FCI.d4d=K+1

FCI,50=K+23
FCI.Ed=K+22
FCIL,73=K+21
F{I,8)=K-1
MHEXT
FORI=GTOS
FORJ=GTO9STEF3
READN
FORK=1TO3

1 READNZ

GCI, J+KI=F (N, N2

NEXT

NEXT

HEXT

GOSUB 1086:POKE 36863,253
REM

REM DISPLAY ACTUAL PIECES OF CUBE

RENM
FORJ=ATOS
FORI=@TOS

POKEF<J, 15,CCT) :POKEF(J, I)+4Z2,C(J>-58

HEXT

NEXT
IFP<=ATHEN1818
GOTOBEA

REM

REM MOVE PIECES
REM
S1=PEEKCFCI.13)

3 S2=PEEK(F{I,2>)

FORJI=1T0&

POKEF(1,J3, PEEKCFCI, J+23 0 NEXT
POKEF(I.?7),51

POKEFC(I.82,52

S1=PEEK(GCI.1)2
SZ=PEEK(GCI, 23D

1 S3=FEER(GCI 30D

o )

=

3 =N =l = =
RN

b o
L
B AT N |

F
I el

FORJ=1T09
POKEGCI ., J), PEEKCGCI, J+32)
NEXT

POKEG(I, 162,51
POKEG(I,11).82

FPOKEGCI, 122,353

FOR J=& TO 5

FOR I=8 TO &

FOKE F{¢J.1>+22,PEEK(F(T, I25-58
MEXT 1

HEXT .Y

FETUREH

PATA4 .7 .5.5,1,1.,8, 7,5,5,2,1,3.5,4.3



aza
S48
a5e
854
g7
asa
884
883
88e
a9a
Saa
gla
928
a38
544
558
968
576
958
920

DATA4.5.4,.2,2,1,8, ? 5.5.,4,3.8,
TATA4.3,2.1,3,1.58,7,3.7.6,5.1,
DATA4.1., 3;- 8., 1;5:?;541:84?;2;
DHTHQ 532)1 1 3;é:1 @;S;?al;S;
DATAG.7.6,5,1.7,6,5,2,7,6.5,3.7
EgﬁK=ITUP5I=INT(RHD(1)#S) GOSLECG
REM INPUT MOYE

REH

PRINT"SesMOVE: 1-&" :PRINT"R oR-"
IFM>2THENFOKE?SS2G, 1732
IFM<2THENPOKE?EEE, 160
FOKE3S408, 9 :GETA#

IFA$=""THEN32G
IFA$F="~"THENM=M+2 : M=MANDZ: GOTOE2&
IFA$<>" "THEM37@:REM RESTART

POKE S€,PEEK(S56)+2:POKE2£263, 246 EUN
A=VAL (A$> : IFR=GTHENZ2D

IFA>ETHENS28

FORH=1TOM: I=A-1:GOSUBSHA : HNEXT

T )

oo
- - = W ~

U\M-l-n-l’-‘l-h

E.\. -
U= 00D 0

tHEXT

19aa M=1:G0TOS5@

1813 IFP=GTHEHGSG

1828 INPUT"SGROUP CYCLE- STRIMGY:G#

16230 INPUT"3HUMBER OF CYCLES INEHEEEET S NC
1848 IFHC<1THEN1@2@

1858 FORCY=1TONC:FORGG=1TOLENCGS)

1Bac3
1evyg
1874

I=YALCMIDE(GE, GG, 1) 02-1 : GOSUEEAE  NEXKT - NEXT
GOTO18Za
REM

1875 REM SET UP GRAPHICS CHARACTERS
187& REM

18263
1a%a
118
111@a
1128
1136
1148
1158
1154
1155
11
116
117@
1126
1124
12648
1216
1224

FOR I=1 TG 7

READ

X

FOR J=G TO 7

READ
FOKE
HEXT
NEXT

K
BT K
J
I

RETURN

REM

REM CHARACTER DATA

95 REM

DATA
DATA
DATH
DATA
DATH
DATA
IIRTA

READY.

96

7424,8,8,0,8,8,8,3,8

TE3Z. 4, 127,127,127, 127,127,127, 127
7E43. 68,127, 127,127,127, 127,127,127
?648;8: 12?) 12?} 12 1&1’.-1:.: .012 ldl'
?656;9;12?:12?;12?; a.;1c7;19?plé?
7Eed,8,127,127,127.127. 127,127,127
?E?Ea@aig?;12?alg?;12?;12?;12?;12?



BOSS PUZZLE
DESCRIPTION

A test of mental agility. The aim of the game is to rearrange
numbers from 0 to 15 and one space into the following order:

1 2 3 4
5 6 7 8
9 10 11 12
13 14 15

To start, the numbers are randomly placed in the grid. By
moving numbers into and out of spaces, they can be
rearranged. While the game is being played, a clock ticks
away in the top right corner of the screen and a counter
counting the number of moves taken is displayed in the top
left corner. A colourful display, and quite enjoyable to play.

EQUIPMENT REQUIRED
Basic VIC-20 with no expansion.
RUNNING THE PROGRAM

After typing run, the program displays one screenful of
instructions. After hitting return, the grid with numbers in
order will appear and then start to shuffle. When the
shuffling is completed, the clock starts and the game begins.
The directions are obtained by pressing the function keys.
The directions corresponding to each function key are
displayed constantly on the top of the screen.

PROGRAM STRUCTURE

The lines of interest in this game are as follows:

70 Subroutine to pause.

100-130  Subroutine to display square containing number
at coordinates p,q.

160-320  Print instructions.

350-420  Set up variables required.

450-480 Draw board on screen.

97



510-530
560-620
650-670
700-720
750-940

970-1070

Fill in squares.

Shuffle squares with random moves.

Start game.

Check to see if the squares are in order.
Accept and perform move input using function
keys.

Give nasty display.

1100-1190 Give result and input for another game.

98




DO

GO =3 T LN a0 Fb o it .

LN .
— T M
T O S S I T S

1

REM EOSS PUZZLE
REM ##¢EEfmkkiisffsaiakieiiriperiiiokers
FEM
BOTO 188
REM FRUSE
REM
FORX=1TD1089 :MEXT : RETLEHN
REH DRAW SAUARRE AT COORDINATES P.Q
REM
N=SCP. D) i PRINTVS"; LEFT$(R$.5+2%P);
FRIMTLEFT$(DE. 4+3400; "q"; MIDECCOF, N 15
FRINT" FEERI" ;M "N IF NCIGTHEN PREINT" “:
FRINT"sESRI ", RETURN

3 REM IHSTRUCTIONS

REM

C5=36263 : POKE CS,PEEK{CS)QRZ:POKE 36873.27
PRINT"JANBOSS PUZZLE"

PRIMT"®E/0U WILL EE SHOMN A 4"

3 FRIMT"EY 4 MATRIX OF SQUARRES";

PRINT"HUMEERED 1 TO 13, WITH";
PRIMT"ONE SOUARE MISSING."
FRINT"MTHE COMPUTER WILL THEH";
FRIMT"SHUFFLE THE ZGUARES"
FRIMT"RAMDOMLY'. "

3 PRINT"MTHE QEJECT IS TO SLIDE",

PRINT"THE SQUARES BACK INTO"
FRINT"THEIR ORIGINAL ORDER™
FPRIMT"USING THE FUNCTION"

1 PRINT"KEYS."

FRINT"SMWPRESS sRETURNS TO START",
POKE 122.4

GET A% IF A$<O>CHR$(13) THEM 326

REM SET UF VYARIAELES ETC

REM
SE=26872:Y0=235278:51=36874 : 53=36587%
FOKE SE,268:POKE V0.5

IEF FHRLHISINTCH$RNDCL) >

DIM S¢2, 30 COF="moh AN NN "
F1$=CHR$(123) :F3%$=CHRE${134)
FS$=CHRF(135) Fr$=CHEF 1250

[ =" AIeInTeTeInTa]snTnTnTs] e AT TR AT R ToT2]"
RE="ppSRRREboGRDBRERRMMBBDI"

REM DRERMW BORED

<EM

FRIMNT"e BOSSSINbgRR y ¢
FOR ¥=1 TO 12 :PRINT"pkabl] "
HEST FREINT " pbb ~
FRIMT"aBFLEASE WRIT",

FEM FILL IH SOURRES

<EM

M= :F0F Q=0 TO Z:F0R F=a TO 3




520 H=H+1:5(P,@>=H:GOSUR 1@0:HEXT:NEXT

3@ FORY=1TO4:GOSUETE 'NEXT
S48 REM SHUFFLE
558 FEM-
Sed FOR ¥=1 TO S5@:POKE 53.128%(1+.5%RNDC152
S7E P1=FHRC(4) :P2=FHR{4) (Q1=FHNR{4)  D2=FHR{4)
Saa IF FPL=F2 AMD Q1=02 OR SCF1,R12=16 OR S(P2.02>=16
THEH 57@

g98 RENM

EEH T=5¢PL, 315 :S(PL.QLI=2{P2. Q21 1 3(P2, R20=T
£16 P=F1:0=Q1:GOSURL1GE: P=P2: =02 GOSUB 1484
628 NEAT:GOSUEVS:POKE 53,0

o238 REM START PLAY

£48 REM
£S89 F=3Z:0=2:TI$="000060"
BEQ PRINT"&":LEFT#(D$,1%);"® F1 = UP "y

678 PRIMT"F7=D0OWH" :PRINT" F2.= RIGHT FS=LEFT":
A28 REM CHECK IF IN ORDER
g0 REM
THEO N=8:FL=—1:FOR ¥=6 TO 3:FOR Y= TO 3
718 H=H+1:IF S(Y.X¥»{>N THEH FL=a
T2@ HEXT:HEKT:IF FL THEN 278
728 FEM ACCEPT AND PERFORM MOYE
?45 REM
o POKE 192,48
?EB GETA$: IFR$<>"" THEHW 284

7ra PRIMTY=tSg" ; TARLTLEFTH(TIF. 20" ",
ﬁ”@ FRINTMIDFCTIS$,3,23,;" “;RIGHT#(TI$.,2);
7@ PRIMNT TRECLIT2:G; :G0TO 7ed
88 IF NOT(A$=F1$ AND O<>3) THEN 338
216 SCP.Q)=S(P,R+1) GOSUE1GA
28 A=0+1:Fx=2560:G0T02Z26
238 IF NOTCA$=F7¢ AND >8> THEMN 2c@
S48 SOP,L=S(P, =1 :GOZUB106
258 G=0-1:Fa=220:607T02268
Sed IF HOT(AE=FS$ RHD F{O3) THEW 2986
&7a SOP,=SdP+1, 00t GOSUEBLOG
228 P=P+1:F¥=220:G0T0920
298 IF HOTCAF=F2% RHD F<28> THEH 326
268 S(F.0=5P-1,0) GOSUE165
218 P=P=1:Fx=246:G0T0234
26 S0TO 7Sa
FOKE S3.FR:S(F.H=1&
GOSUBL0G: G=5+1 POKE §2.,8:G0T0 76
REM GIVE HASTY DISPLAY
FEM
Ti$=TI#:GOSUB?E:FOR X=1T0106
PRINT"S":LEFT$H{D$, 22#RHDC1) )
83 PRIMTLEFTHFC(RE, 21¥RNDC1 2,

A3 FPIHTNID$\CU$:1+IU*RHD(1) 15; e
113 IF RHDC12<£.S THEM FRINT" &

Lo 00
=

e L0 0L LD AT LD
DO TRy Tl B 0 O A 1
f'_' Wt OUR RN R oy o)

g



18248
16z
ie4a
1858
188
1678
1830
1693a
1104
1116
1128
1136
1148
115@
11€6
1176
1128
1128

PRINT"DONE IT!":

POKE SE, 1+255%RNDCL ) (POKE V0, 1+X/16
FOR Y=GT0Z:FOKE S1+Y.123#%(1+RNDC120
HEXT : HEXT :POKE ¥0,1S5:POKE 51+3,228
GOZUBYE: GOSUB7E: POKE SE. 27
FORY=aT04 : POKE S1+Y,0:NEXT

REM GIVE RESULT

REM

FRINT"TBGIT TOOK YOU":Gi"MOYES"
PRINT"AND " :AF=LEFTH(T1¥,. )

IF A$<"Ea" THEN PRINT Af: " HOLURSY
PRIMT MID$CT1$,3,22:" MIMUTES"
PRINT RIGHT#(T1%.,2);" SECONDS."
FRINT"¥EWHOTHER GAME? "; :POKE 192.8

GET A%F:IF AF"YY AND A$CO"N" THENM 116@

IF A%="H" THEM 113286
FRINT “YES“:GOSUR 7@:CLR:GOTO 356

PRINT"NO" : PRINT"MTHANKS FOR FLAYING. " :END

RERADY.

m
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SKETCHING 1
DESCRIPTION

A program which allows the user to put Commodore
graphics symbols anywhere on the screen.

EQUIPMENT REQUIRED
Basic VIC-20.
RUNNING THE PROGRAM

When loaded and running the program will display a
selection of characters at the top of the screen accompanied
by a cursor. By manipulating the joystick and depressing the
‘fire button’ over the users choice of character, the user may
then position the character anywhere on the screen he
chooses by, again, depressing the ‘fire button’,

To change the colour of the screen and the border the user
may depress the 'C' key and, entering the correct co-
ordinates, may alter the screen to his satisfaction.

PROGRAM STRUCTURE

The lines of most interest in this program are as follows.

70-80 Sets up control registers.

120-140  Puts characters up on the first two lines of the
screen and reverses the first character to signify

the cursor.

200-290 Checks the joystick.

350 When ‘fire button’ is depressed and situated on
the top two lines, the joystick will pick up the
character.

360-320 If the ‘fire button’ is depressed while the cursor
is in the rest of the screen the joystick will drop
the character and/or stop dropping the
character.

380-420 If a movement is input checks whether it is in
the screen and then moves the cursor.

450-500 If ‘C’ is depressed, input 2 values to change the
screen and border colours. 0-9.
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REM SKETCHIMG 1 _
REM s Eakaa il s inenet i fineieers
REM

FEM
FEM SET ALL S0UND RESISTERS TO ZERO
REM
FDFT=SEE’4TﬂjEE?& FOKEJ. 8 :MEXT ' FOKE3EET2, 15
POKEZIEET, S FRIMT A", W=26876  POKEZEETE, 15 R=4
FREM

REM PRINT GRAFHICS CHARACTERS 0OH SCREEW

FEM

PRIMT "8 e HYY "o XBl| e r ™% | HIFe™,;"
S=7E20: C=28400: =3

W=PEEK(S) (FPOKES, ¥+128 : FOKEY . 206

FORI=ETO25  HEXTJ

FENM

REM LOOK FOR INSTRUCTION FROM

REM KEYEQARRED OR JOYSTICK

REM

FOKEZT1S4, 127 : J8=-{ (PEEK (ST 1SS ANDTI 220 =2
FOKE2?154, 255 P=PEEK(37151)

GETA#: IFA$="C"THENGOSLE432

A="AL {A%>-1: IFA<> -1 THEMRE=H
J1=={{PANDR =21

IFWMANDS P P4 2THEN =CE

J2=={ CFANDIS Y =G0

Ja=~{ (PRNDS  =H)

FE=={ FAMTISZY)=A)

FOKES. B :POKEY. 8 IF=1AHDS>67 21 THEMPOKEC . R
REM

REM CHECK MOVEMENT IS5 WITHINW TOF THO
REM LINES AMD PICK UP CHRARACTER IF
REM FIRKE BUTTOW IS PRESSED

REM

IFFEAMDISIP7T4ATHENCR =% (=08 : GOTO1 44
IFFEAMDS>PPA2ANIM=1 THEN=$-1+1 : M=(
IFFE:BTHEHH=1
IFTGAMDS {21 8STHENS=53+1 : C=C+]
IFT1AHDS<S1 84 THEHS=8+22 1 C=C+22
IFT_HHD“}TECETHEH--h—i C=C-1
IFTZAMDS>PYE1 THENS=5-22 : C=C-22
GOTO1465

REM

REM CHRMGE SCREEH AMD BORDER COLOURS
FEM BY IHFUTIHG TWO YALUES AFTER

mEM FRESSING “C7

FEM

FOKESES?S B FORI=1T0156: HEXT

GETAE: IFA$=""THENH438

A=%ALAE) (A=R-1
FOEEZESTA, CPEEK L SS27SHMNDLIS Y +A%¥ 1A



Sef FORJ=1TO10@:HEXT : Ag=""

S8 GETA$: IFA$=""THENSZS

S48 A=YALCA$). A=A-1

558 POKEZEET. (FEEK (36879 AND246) +R+8
SEA AF="":RETURH

ERDY.
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SKETCHING 2
DESCRIPTION

This program allows the user to draw High Resolution
characters in a 64 x 64 pixel block, in the centre of the
screen with the use of the joystick.

EQUIPMENT REQUIRED
Basic VIC-20 + joystick.
RUNNING THE PROGRAM

Following the same principles as Sketching 1 but does not
pick up characters.

N Sets the block to original.

C When the cursor is moved in this mode any points it moves
over will be cleared. C then returns to original.

Q To quit.

PROGRAM STRUCTURE

The following lines are of the most interest in this program.

40-90 Sets up control registers, limits memory, moves
character generator and sets all values to O.

100-250  Display.

260-280 Changes character.

290-360 Check for keyboard input.

360-520 Check for joystick input.

530 End.
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LA (R LV O
S QIR = 1T
o I A O

REM SKETCHING 2
REM #¥dssddrdhsistdiepdiraeibinrths ke

REM
POKE3ZEE7S, 3: PRINT"JITUST A MOMEHT"
REM
REM LIMIT TOF OF MEMORY

« REM
H=FEEK(SE) -2 :POKES2, X : POKESE, ¥

FOKES1, PEEK{S33:CLR

REM

REM MOYE CHARACTER GEMERATOR AND
REM SET ALL YALUES TO ZERQ

REM

CS=20c#PEEK(D2)+PEEK(31)
FORXN=CSTOCS+511 :FOKEX, 8 NEXTX
W=0:F=@:0=8:CR=8

FEM
REM PRINT UF DISPLAY

£ REM

FRINT"IRSKETCHINGE"
FRINT" 2C=CORRECTION®"
PRINT" S=QUITE"
PRINT" @N=NEW DISPLAY®E"
FRINT " aa"
FORJ=32400T038884 :POKEJ, 1 :NEXTJ
FRINTTAB(?); "@GABCDEFG"
FRINTTABC? 2 ; "HIJKLMNO"
FRIMTTRE(?) "PAQRSTUVW"
PRINTTABL?) i "KYZLN] te" ,
FRINTTAEC(T) ;" §"+CHR$(34D)+"#$H& "
PRINTTABCY) i " (O ¥+, -, /"
FRINTTAB(? ) "@1234567"
PRIMTTAE(?)"a9:,{=27"
C=0:Y=a:x=¢
POKEZ&289,235
REM
EEP CHANGE YALUE IN CHARACTER

1
N=FEEK (CS+C#¥3+Y)
R=C-INT(C/222¥22+INT(C/22)%8

3 L=HORC21) : POKECS+C#2+Y, L ' FORJ=1TO1 :NEXTJ

FEM

EEQ CHECK KEYBOARRD FOR INPUT
GETH$: IFR$="Q"THENSZ8
IFAF="C"ANDA=ETHENCR=CR#-1+1 : (=1
IFW=1 THENH=MHOR 21>
IFCRTHENN=NAMID(255-2 1)
FOKECS+C#84%7,. N

IFAR$ >"C"THEHG=6

IFAF="H"THENZ®



354
355
356
358
37E
a8
3598
404
418
428
4za
449
4358
48
476
428
498
s s
Sla

REM

ggp CHECK JOYSTICK FOR INFPUT

EM

POKE3?154, 127 : Ja=-{ (PEEK(37132>AND128)>=8a)
POKE37154, 255 : P=PEEK(37151 > : J1==((PANDS>=0>
J2==C(PAND1GO=@) : Ja=-((FAND4)=a>

FE=~( (PAND32)=08)
IFFEANDF=GTHENMW=M%-1+1 :F=1

IFFB=BTHENF=0Q

[FJ1RNDC2S5ANDY =7 THEN448

IFJ1THENY=Y+1: IFY>7THENY=0':C=C+2
IFJ2=0THEM47E

IFC=0ANDX=7THEN47@

K=¥+1 IFK27THENR=0:C=C-1

IF J2ANDCL8ANDY=8THEN4 90
IFJETHENY=Y=-1 ' IFY'{BTHENY=7:C=C-&
IFJB=6THENSZ8

IFC=63ANDX=BTHENS28

#=K=1: IFK{OTHENK=7 : C=C+1

228 GOTO2:4
530 POKE3&369, 248 POKESE . 30 END
REARDY.
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KALEIDOSCOPE
DESCRIPTION

This program displays a constantly changing colourful pattern
on the screen, reminiscent of the childrens’ toy Kaleidoscope.

EQUIPMENT REQUIRED

Basic VIC-20.

RUNNING THE PROGRAM

This program requires no expansion.

After loading the program type run and watch the pattern
grow. To stop the program hit any key to end.

PROGRAM STRUCTURE

There are a few lines of interest in this program. These lines
are as follows.

40-50 Choose correct screen and colour map starts.
80-260 Displays Kaleidoscope pattern.

110
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18 REM KALEIDOSCOFE
20 REM #kEdkRE iR Efinn A eREEEREaikEeRR ek
@ REM -

43 VYR=PEEK(E42) %256
S8 KR=Z8400: IF"-’F’<'‘frt:-’&‘f‘lTHEI’-H'«F‘—""'1
60 POKE3E272, 42 :FRINT"Ta¢# “IC KALEIDOSCOFE ##"

FORI= 1TD:GGE HER®T: FEIHT"ﬁ” FOKEZ28879. 27
FORI=VRTOVR+SES
FOKEI., 1@ :NEX
2=KR 1 G=kE+21
E=kKR+454 : R=KR+565
FORI=GTO1a3
FORI=ATO12
M=INTIRHDC 1 2 %8)
FOKEZ+J#23+1, 8
POKEQ+T#21-1,X%
FPOKEZ+ J¥22+1%22., 8
FOKEQ+JT#21+1%22. K
FOKEE-J#Z1+1.¥
FOKER-J#23-1, ¥
FOKEE-TJ#21-1%22., %
POKER-J#2353-1%22, ¥
GETAE: IFRFL""THEHZYE
HEAT
FORK=1TOZ280 : HERT
HEAXT :GOTO126
PRINT"IX2" . :POKE3&E73, 27
Dl ]

Do I o by |

SR I I o T oy

U U B

=0Ty 0 s e o= 20 00 00 =) O 0] B D0 P e B S D
= R o

A PAPIPY PRI P RIPD = o = et e e e e s = 0D
Do = &

12



HI-RES DEMO
DESCRIPTION

Displays an attractive high resolution display on the screen,
No values are input.

EQUIPMENT REQUIRED
Basic VIC-20 plus super expander cartridge.
RUNNING THE PROGRAM

When loaded type RUN and watch the pattern appear on the
screen. To stop hit any key.

PROGRAM STRUCTURE

The lines of most interest in this program are as follows:
40-50 Main program loop.

60 Clears screen and sets graphic mode in colour,

70-100 Draws lines on the screen.

110 Draws large circle and colours in around the
circle.

120 Draws small circle and colours inside the circle.

130-140 Pause and check for key press.
1560-170 If key press, the end.
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18
2a
e
48
54
@
T8
aa
o@
106
11@
iza
12@
140
15@
168
17a

REM HI-RES DEMO

BN At bR R Ao A o A R
REM

GOSUEER

GOTO 4@

FORK=1TO14 : SCHCLR:GRAPHIC3: COLORK+1.K+1.K,@
FORI={1TO10GOSTEFK#2S : DRAWL, 1000, ITOI., 1
DRAW1, I.,1088T01, [ NEXT
FORI=1TO1200STEPK#*25: DRAW1, 1900-1,1T01.1
DRAKL . 1600, 1008~1TOI, 1606 : MEXT
CIRCLEL,500,%06,238,348 PAINT1, 175, 509
CIRCLE1,SG2,50Q,70,100:PRINTL. 508,508
FORI=1T0S@0

BET A%: IF AF="" THEN MEXT:MNEXT:RETURN
COLOR 1.3.6.@

GRAFHIC @

END

READY.

1h
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BANDIT
DESCRIPTION

This game is a graphical representation of a one armed
bandit. The machine has five different symbols all in different
colours. One of the symbols will pay out if it is just the first,
the first and second, or the first, second, and third. All other
symbols pay out only if all three reels show the same. The
game allows the user to bet up to 12 units, and the win is
multiplied by how many units bet. e.g. if 12 units are bet and
three bar symbols appear, the computer will pay out 1200
units.

EQUIPMENT REQUIRED
Basic VIC-20 with no expansion.
RUNNING THE PROGRAM

After typing run, the display will show a one armed bandit.
Use the key ‘Z’ to input the money, ‘S’ to start the reels
spinning, and the keys ‘1, 2, 3’ to stop the respective reels.
The keys to stop the reels do not act immediately but allow
the reels to spin for a couple more symbols so that the user
cannot cheat. The game is over when all the money has run
out.

PROGRAM STRUCTURE

The lines of interest in this program are as follows.
50-260 Display Bandit.

270-360  Input cash or start.

370-560 The array A$ holds the actual symbols.
620-900 Spin reels.

920-950 Input keys to stop reels.

960-1040 When all reels have stopped, check for a win.
1050-1140 Win, display payout.

1150-1210 Choose the next symbol to appear.

1220-1270 Run out of money.
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REM BRAMDIT 1

FEM $#fkHEEEEREEREEREE SR EREREEREEERE R S

REM

FEM

REM DISFLAY FRUIT MACHINE

REM

RF=S5:=C= 56 GOSUBLLISS8

PRINT"IE"SFCCT 2" RRA , M

FRINTSFCOF )" o | S

AF=" A -

Ed=" N BN ENMDaaRW ENGEEES B 3o«

CH=" M M ]
FPRIMTAF : FRINTA$" @@" FRINTE$
PRINTAR$" o B :PRIWNTARE" o ="
FRIMTY T MBINEEsmy) o o 3] [l '
FRIMT" sl % M o 2 p |F "y 3
PRIMTES FRIMNTAS" & "
FRINTCE" R A

PRIMT" & ® Oooo0QDooonoE o
FRINTCS
FRINT" o
PRINTCE
FPEIMT" A

-
=

Ly S Oy O e S

X
A

U B |

™
|

P
-l

5 S T S
a8

AMEAR FRUIT#EE o B

1}

BEOEGYSPCCIO)"EROES N3 N
FRIMT" H fisoEEy F S6 BcoEs N =
PRIMT® & 8 ROC000000oQQniEy 3 &
PRIMTCH :FRIMTY & Z=IHSEET:S=2THRT *
PRIMT" H 1,2.3=5TOF H

Cg=" SeInIaInInInIn]nlnTnann]nTn ]
CO=0:PRINTLEFTEICH., 122 " 1pBEEI0O0 0000000000
RENM

ARCREINN (VR NE NN (N (0 e e e el el ol S S S S Do B I R I S SN VRO L ] |--
ERIE

=J Iy Ty T N B L PO e D00 00 ) T O e D) [ e T S
oL Y] SO I ot BAOU R I A Ay sl

g REM INFUT CASH QR START

c REM

278 GETAF: IFAFC"Z2"AHDAF S THENZYR
288 IFRE="Z"THENZ21G

2530 IFCOCAANDAFC " 2" THENZYE

S8E GOTO27

218 IFCO=12THEMZ"d

228 IFSC=0THEMNZVA

228 CO=C0+1 PRIMTLEFT$CCE, 12)SPCC43"@";
248 PRINTLEFT#("sdonbosavesw"” 0

350 SC=SC—~1:PRIWNTCESPCCFI"RPYSTRECSCO
| GOToZYa

4 REM

S REM PREFAFE STRIMGS FOR EARCH SYMEOL
KEM

AECl, 1.="8% .~

AFCl, 20="8 0

AFC1,30="]* "

408 RFECL,4H="0 U

318 RE2. 1x=" “

428 AFCE.20="T o~

.
LA

1 G G0 D0 Dl G0 )
LC Q0 = Oy Oy
DA R AR

A
=
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77

ROV ]

Cod T 0 TS D D% =) = -
N a0 Tl MDD
b

—
T

00 07
=§ T
o

AECZ, 2)="nFr -
A$CZ, 4)="m v
A$(3, 10="5i Fom

A AFCE, 2)="fi e0-"
A RECZ,3="HI1~ "

A$C3, 4)="F—"
A$cd, 1)="8 gwm "
) R4, 2)="B=caem=
AEC4, D="C { "Tm"
RECH, 4=

A AECS, | ="y

A$ (5, 2)="AABARMES"

A${S, 3>="EdEARS"

RECS, 4)=" B

REM

REM PULL AND RELEARSE ARM

. REM

PRIMNT" SInleiala" SPC(28)

@ FORI=1TOS:FRINT" eRBISe%gl";

FORJ=1TO48: NEXT : NEXT
FORI=1TO6:PRINT"A TRiSe™l";
FORJI=1T038 : NEXT : NEXT

REM

REM SPIH REEELSZ

REM

AH=E: BH=@": CH-B

IFAH=3THENTYZ

AP=AF+1: IFAP=5THEMA=AR : AF=1

Re=H: AY=AP : RZ=AR

PRINT" =Ialedaln]* SFCC20AFCA, AR
FORI=1TO3 : AP=AF+1 : IFAP=STHENA=AR : AF=1
FRIMTSFCCZIRFCA. AR THEXT
IFAP=4ANDAH<>@THEHAH=ARH+1
IFAP=4ANDA=ARTHENAZ=INT (KRNI 1 2 %R +1
R=R%: AF=AY ‘AR=A2

IFEH=3THENZ218

EF=EP+!: IFEP=STHENE=ER: EP=1
E¥=F:EY=EF : BZ=EK

PRINT"sIsRIeE" SPC(3)AFCE. EPD
FORI=1TOZ3: EF=BF+1: IFEP=STHENE=ER: EF=1
FRINTSPCLSA$FCE, BFY tHEXT
IFEP=4ANDEH<>ATHEHEH=BH+1
IFEF=4ANMDE=ERTHENEZ=INT (RND{1 2% +1
E=E¥:BF=EBY:BR=EZ

IFCH=3THENZ(3

CP=CF+1: IFCP=STHEHC=CR:CP=1
CH=C:CY=CP:CZ2=CR

FRIHT" S SPCCIZ)AFCC, CPD
FORI=1TO2: CR=CP+1 : IFCF=STHENC=CE: CF=1
FRIMTSFCCIZIAECC. CF ) CNEXT
IFCP=4ANDCHC>ATHEHCH=CH+1
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e
&3a
268G
S84
9@3
el
S1a
528
938
348
538
954
255
256
Fok
ara
Iaa
938

IFCP=4ANDC=CRTHEHCZ=INT (RNIIC1 ) #Go+1
C=CK: CR=CY : CR=CZ
IFAH=3AHDEH=2AHDCH=3THENZeO

REM

REM IMFUT KEYS TO &TOP REELS

REM

GETR$

IFAHCG2ANDA$="1"THENAH=1

IFEH<G 3ANDR$=" 2" THENEH=1
IFCH{O>EANDAF="3"THENCH=1

GOTOEZE

REM

REM WHEW ALL REELS STOFFED. CHECK FOR WIHN
REM

HT=@: k=8 IFA=1THENXX®=2
IFA=1ANDE=1THENXX=5
IFA=1ANDE=1ANDC=1 THEHxx=10
IFA=2ANDE=2AMNDC=2THENK =20

18568 IFA=ZANDE=3AHDC=3THEHXX=58

1216
1826

IFA=4ANLE=4AMDC=4 THEN»*X=208
IFA=SAHDE=SANDC=5THEH:X=18a

1838 KK=rH&C0

1846
1644
1845
1G64e
1658
18885
1678
1838
1596
1184
111&
1128
1128
1148
1144

= 000 Ty
T S O T =T

(R O S S S

IFxR=ETHEH1228

REM

REM WIH, DISPLAY FRYOUT

REM

FPRINT"S"; :FORI=1TOXK

FOrRJ=1T018 :NEXT

IFHT=8THENPRINT "=lM"SPC(EO"H ®| ¥
IFHT=10RHT=STHENFRINT "SHem“SPC(E)>" J B
IFHT=20RHT=4THENFRINT " =IxI"SFCCe»" m & v
IFHT=3THEMFRINT“SMm"SFPCCS " o @
HT=HT+1: IFHT=ATHENHT =&

SC=SC+1 PRIMTC#SPC 7O "P"STRFCSC)

HEXT :FRIMT"3"

FRINT"sa" SFC{S) "GOTOZER

REM

REM CHOSE HMEXT SYMBOL TO AFFERE

s REM

AF=@:EP=8:CP=0
= INTCRMIN 1 9400 +1
AR=INT CRNDC 1 Y¥@)+1
E=INT(RNDC 1) #0+1
ER=INT{RMIC1 Y ¥E7+1
C=IHT(RHDC12%00+1
CR=INT(RNDC1)#G)+1 : RETURN
REM

REM QUT OF MOMEY

REM

IFSC{IATHENZER
FOR.J=1T01 GE5  HEXT



1248 PRINT"TToIaIelalflel SAHOTHER GO <Y OR N> 2"
1250 GETA$: IFR$"Y "ANDAFC "N THEN12356

12€8 IFAF="Y"THENRUN

1276 PRINT"®M THE END":END

READY.
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MOON LANDER
DESCRIPTION

The aim of the game is to land a space module on the surface
of the moon without crashing. It requires a great deal of skill
to place the space ship on the surface, caution is advisable
when judging the speed of your approach.

The display on the screen for this game is very simple,
consisting of a lunar module in the right hand corner of the
screen with an information gauge on the left, indicating the
height, speed, time and fuel use.

Another feature of the game is the sound when fuel is being
used.

One final note, it is possible to land the space ship without
crashing.

For those interested the game could be modified to use a
joystick instead of the keyboard, better graphics could also
be added.

EQUIPMENT REQUIRED
Basic VIC-20 with no expansion.
RUNNING THE PROGRAM

After typing run the program displays a set of instructions for
playing the game. Pressing the space bar will start the game.
The display shows an information gauge on the left hand side
of the screen and a lunar module on the right hand side.
There is an initial countdown of several seconds after which
the game starts. The speed of the lander’s descent can be
controlled by burning fuel in the retro-rocket; the amount of
fuel used is controlled by the number keys 1 to 9. Key 1 uses
very little fuel and therefore slows the descent only slightly;
note that the speed shown on the gauge will increase for all
fuel usages below 5 since we are having to counteract the
effect of gravity. A value of 5 will just counteract gravitational
pull and the spacecraft speed will remain constant. Keep an
eye on the fuel gauge since running out of fuel will result in
an uncontrolled crash to the surface. A successful landing on



the surface will be achieved if your speed is less than 15

Km/hr.

PROGRAM STRUCTURE.

The lines of interest in this game are as follows.

50
70
130-170

200-220
240-350
370-430
450-560
580-630
660-710
730-770
790-850
880-920
940-960
970-990

Colours the screen red and uses a subroutine to
print the instructions for the game.

Returns the screen to white for play to
commencs.

Sets up land parameters for intial fuel, speed
and height information,

Inputs fuel usage from the keyboard.

Calculates new values ofspeed and height.
Displays the above values.

Prints the space ship on the screen.

Prints box around landing parameters.

Displays burn out combustion lines.

Prints random dots to represent stars.

Displays moon surface when height becomes 0.
Displays landed ship.

Displays crashed ship.

Inputs new go.

1010-1060 Inputs the 5 second count down at the

beginning of the game.

1090-1230 Prints instructions for the game.

54 .9 Hea30 .|

= T T E
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19 REM MOOHLAHDER
20 REM $ERE#3dEREREEfE e RErEEEaREss
28 REM
39 EEM
48 REM RED SCREEN AMD INSTRUCTIONS
41 REM
S8 FOKE38279, 42 GOSUE1856
5% REM
€8 REM WHITE SCREEN FOR GAME
&1 REM
7H POKEZESVTS, 25 POKESEEE69, 248
g8 PRINT"I:
28 I4=IS
1686 GOSUBYZ8
116 PRIWT"W"
119 REM
128 REEM SET UP PARAMETERS
121 KEM
128 TH=G:T=4
148 Ke=5z300
156 Va=-176:F=1:5=1
16@ GOSUB4SE
i7@ GOSURBIEiA
128 AT=TI:AG=TI
183 REM
198 REM INPUT FUEL USHGE
121 REM
296 GETRR#$: IFRR${>""THENR=VAL(RRE$)
218 IFCTI-ATI>3BTHENART=TI :GOTOZ48
228 GOT0Z18
229 REM
236 REM CRLCULATE HEMW YALUES
21 REM
248 T=T+R
250 TH=TH+1
278 ®=VO+a, SHEA  KO=KATK
280 IFX8>@THENZB
290 ¥=¥-¥8:F=9:Ko=0
308 D=Va$\G-2%<¥H
316 IFD>ETHEN3SE
228 D=-D:S=-1
236 VYa=SQR (D) #SHESCH KD
2490 5=1
258 IFVYECOTHEHPRINT" A"
359 REM
360 REM DISPLAY LANDING PRRAMETERS
361 REM
3760 PRINT"Slelled"; MIDF{STRFVGD . 2,5) @
238 PRINTLEFTH(STRF(RGI+AFCED T
390 PRINT"am"

124



466
418
428
434
439
448
441
454
468
178
42aA
496
15 1C]
518
N |
530
b 17 ]
Lse
hEg
T
ST

T
e
=)
s s
i@
l..':::‘E'
ol
v
50
sl
oras)
et
oA
l"E'E‘
S1E
19
e
-".3;‘1
gt |
|"4E1
S
n'-l-:;E'
I.‘ l_.'t.‘l
P
S
|
i
LI
ALY
SN

PRINT"M": 2566-T"Hl I TRBC=>, TH
GOSLUE&Ea: IFF=ATHENGOSUE?2G : GOTO2206
IFT>2588THENR=6: GOTOZSE

GOTO288

REM

REM INITIALISE STRINGS FOR SHIP
REM

Af="XENRENI"

A¥EC@H=" o

RECLO="H I "

Af¥(Z)="m ¥ ™ "

AFC3)="m o * @ "

AF(dHr="pIPUsHE"

A$CSH)="p W

AF(EX)=A%{A>

PRIWT"SN®" TRECL1S);

FORI=GT06

PEIMTA${IY+AE;

NEXT

REM

REM PRINT DISPLAY AROUND PARRMETERS
REM

FPRINT "= H

PRINT" [RSPEED HEIGHT® " :GOSUREZE
PRINT" IFUEL TIME ™ ":GOSUBEZ6
RETURHN

FORI=1TOZ:FPRINT" I"TAEC13)" " :NEXT
FPRINT" | ] " :RETURN

REM IF KEY GRERTER THAW @ PRESSED.
REM DISPLRY “BURN-

PRINTTREBC1S); : IFR=GTHENPOKE36373. 8:RETURN
POKEZGE7?, 158 : FOKEZ5874., 208 : POKESSETE. R
FORI=1ITOR:PRINT "S- WAMBEI"; ‘MHEXT
FORI=RTO1G:FPRINT" RaE"; cNEXT
PRINT“TYTITITIITM: :FORI=1TOl6G
PRIMNT" MIBEI" ; :HEXT:RETURN

REM

REM PRINT 14 RANDOM “.” OH SCREEH
REM

PRINT" ™"

FORIL=1TO14

PRIMTTAB{Z2G#RMDCI> ;. "

MEXTI1

RETURN

REM

REM DISFLAY SURFACE

FEM

H=4.S:HEC1)="_" HE2H="" T H$(3D=""
Hf4)="m" ‘HECS)=" B . Hg(go=" W"
HEC T p=M om0 Y (R =" ]

FleTHT " msinelefrln[sir|rinlelnlxle]ninlol] " - FOE T =1 TOZ21
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A

N=IHT{(RNII{12#72+1 : IFABSKN-H»>2THEME3G
FPOKE2SZT?, 8 POKEZSEYY, 8 POKEISEYS, @
H=H:FRINTH$<H>; ‘HEXTI : RETURM
FEM
REM SHIP HAS LANDED OR CERZHED
REM DISFLAY SHIF AS HORMAL
REM
PRINT"Sinle[ " SFCCL5) )
FORI=1TO1@: FORJ=BTOS: PRINTAF (IO +AE;
HEXT :PRINT"TTITI) " ‘HEXT
IFYa<-13THENS4G
FRIMT :PRINT" MelelnleR¥G000 LAMDING. " -GOTUS A
REM
FEM DISFLAY CRASHED SHIF
FEM
FRINT"® RHEER! TuBREl riEasEst "
FRINT"NERI], (IBEEEESRSEY: SRER - o 27
FRINT" "
INFUT"SAHOTHER GO " G#
IFLEFT$CGF, 12="Y"THENZG
END
REM
REM COUNMTDOWH TO STAET
FEM
FRINT" Mst=TaTeInIaTalnla [ aTA o] IR TR T "

&d A=TI
30 PRINT"RSTART OVERYS-INTCL{TI-RAMA080,

-
AN X

-
b 128 4,
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= . . (S
GO PO = S W Q0 QO = =)
DD SO
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s

1158
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Lol ol
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(e B R RN |

DX P 2 W0 OO
T
-~ b

b h ek b b
(AN VY
LA o N N

RERD

126

3 PRIMT"N SEC.T"

IFCTI-AMCZEETHENTIGZE

FRIMT" YiR=0
RETURHM

REHM

REM IMSTRUCTIONS

REM

FOKEZE263, 242 REM IN LOMWER CRSE
PRINT " Tiekkss# MOOMLANDER $¥%f#
PRINT"Y0U MUST LAND 'YOURE"

FRINT" SPACE SHIF OM THE MO,
PRIMT"EYOU HAVE CONTROL OYER THE ".
PRINT"SHIF EY CHAWGIMNG THE FUEL LUISAGE.™
PRINT"®yYOU CHAWGE THE FUEL USHGE "
FRIMT"WITH THE KEYS B..9 - o KEEPS"
PRIMT" COMSTANT SFEED."

FPRIMT WO MUST LAND WITH A SFEED ".
FRINT"OF LESS THRN 1% “MAH. "
FRINT"MGQOD LUCK, "

PRINT'MRSTART WITH A SFACE, @
GETAS$: IFA$=""THEN1226

RE TURM

.



CIRCLE DEMO
DESCRIPTION

This program plots two high resolution circles on the screen
of equal radii but with different centre co-ordinates. No
values are input.

EQUIPMENT REQUIRED
Basic VIC-20.
RUNNING THE PROGRAM

This program will not work with expansion. After loading the
program all the user has to do is type run and watch the
circles appear on the screen. To stop the program hit any
Key.

PROGRAM STRUCTURE

The lines of most interest in this program are as follows.

40-50 Sets up the control registers.

60-90 Limits memory and moves character values
down from ROM.

100-190 Changes the character in X% ,Y% point on the
screen,

200-230 Calculates the points on the circle.

240-260  If key press, end.
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REM CIRCLEDEMO
REM ### 6 ERRREERARRRERRIN R R RN R SRR
FEM
POKE36279, 42 :PRIMNT"Tus## VIC CIRCLEDEMD #¥%¥
FOKEZE262, 253 POKE3S557, PEEK (26867 )0R12S
REM
REM LIMIT TOP OF MEMORY
REM
POKESS. ©:POKESE., 25 : POKES] . @: POKESZ., 13
CLR:S8=327c8:T=5124
FORI=GTDZS5%¥3+7 : POKEI+T, PEEK{ I+5) : NEXT
GOTO17G
REM
REM CHANGE CHARACTER POKED AT THAT FOINT
REM
KA=R/8: Y=Y /8  P=XE+ YN ¥22+76806

=PEEK{P) : IFQ{128THEN1 44
C=5128+C#3+ (YAND7 >
EEKEC.PEEK(C)DR(ET(?—iXHHD?)}}=RETURN

M
REM MOVE CHARACTER GENERATOR
REM

1 CH=CH+1:5=5120+(127+CH) ¥3: T=0128+0%2

FORI=BTO7 ' POKES+I,FEEK(T+I2 :NEXT
3=127+CN:POKEP, Q: GOTO126
FORI=1TD22:POKETESA+Z2K] . 93 ' HERT
POKE7EEE+11#22, 187

FORI=1T021 :POKETESE+1 1#22+ ], 64 NEXT

REM

REM CALCULATE POINTS FOR CIRCLE

REM

Fl=46:FORZ=ATOZ2#x STEF. @5 : X=COS(Z2RRI+2E
=SIN(Z2#¥RI¥] . 7488 : GOSUE1 BA
K=COS(Z)¥RD+3a : Y=SIN(Z>#RD#1, 7+38 : GOSUE 106G
HEXT

GETA$ : IFA$=""THENZ240

FOKE26873. 27 :PRINT"TIR"; 'POKE3€E63., 248
POKE S6.30
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HI-RES PLOT
DESCRIPTION

This program allows the user to plot high resolution points on
the screen using P, U, F and E keys.

P: Plots points.

U: Inverts the point at those co-ordinates.

F: Plots up function defined in line 500.

E: End of program.

EQUIPMENT REQUIRED
Basic VIC-20.
RUNNING THE PROGRAM

This program requires no expansion. When typing in the
program leave out the REMs, type RUN, use the commands
above and follow the instruction which will then be given.

PROGRAM STRUCTURE

The lines of most interest in this program are as follows:

100-110  Sets up control registers.

150-290 Limits memory, moves character values down
from ROM, inputs option, and decides where to
go.

330-340 Plot the point P option.

380-390 Plot the point U option.

460-510  Plot the function defined in line 500.
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1@ REM HI-RES PLOT
OR REM #E#EEREEEEsiinl SRRk e R
28 REM
REM
REM THIS PROGRAM WILL GHLY WORK
REM WITH ALL THE REM STATEMENTS
REM FREMIVED
REM
PRINT"Ieb#k% VIC HIRES—-PLOT *##"
POKEZSEYS, 42 FOKERE269., 253
FOKEZSS57, FEEK(ZE367)0R128

KEM

EEP LIMIT TOP OF MEMORY

'EM

FOKESS., O: POKESG.,25:POKESL . B

FOKESZ, 19:CLR:5=32768:T=5120
FORI=BTO2SS5%2+7 : FOKEI+T,PEEK(I+S)
HEXT:PRINT"O

INPUT"SCOMMAND ", A%

IFA$<>"E"THENZZ6

FOKEIGETI, 27 ' PRINT" 22" ;

POKE 3&3£9,240:POKESE, 28 END
IFA$<"P"ANDA$FL "I THENZSA

INFUT " &2, Y HiEL Y RASUB2YE
IFA$="F"THEN4c8

GOTO158

M= AR YUY /R PERAaE YRR 2+ 7654
H=FEEKCP) : IFRI123THEN4BS

IFA$<>"U" THENISH

REM

REM PLOT THE POINT (@.@=TOP LEFT)
REM

C=5120+2%32+ (YAND? >

FOKEC, PEEKCCIANDCESS-2 M F=CXANDY7 3 25 :EETURHM
REM

FEM PLOT THE FOINT IMWERSE TO WHAT IT IS
REM

C=5120+0%3+YANDTY )

POKEC . PEEKCCOOR 2T 7= CHAND? > 3 ) : RETURN
CN=CH+1 1 S=5120+ (127 +CHY®5 : T=0120+0%2
FORI=ATO? :FOKES+I,FEEK T+ 3t HE¥
F=127+CH POKEF, Q:GOTO220
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(LN (N e S P P - ¥
R N I SO B oS r-.J:E. é: E.Jm -

DA A I AR I o R X R LA

P
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Py
(XN}
YY)

SO G0 - T L

-
Ll

2 S O ) S S R TS T T S

e By
10 P50

>R

o B e 00 G0 GO 00 G G G G G D0 P RS I P T P

L R R U O Rl e V) BV NS 3 N R

FEM
440 REM PLOT FUHCTION IN LIHE 3588
453 REM
468 PRINT"ID" FORI=ATO2Z : FOKE7EEG+22%] , 33
470 MHEXT:POKEPE3G+]11%22, 107 :DATARIS, 22,13
426 FORI=1TO21 :POKE?SSO+1 1#22+], 64 - NERT
459 FORZ=1TO3:READE:FORK=4TO173
06 Y=, SER+SE+S TN X-40 A1 7EFE 2 ELS
S18 GOSUE27E:NEXT tHEXT : RESTORE - GOTG126
READY.
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HANGMAN
DESCRIPTION

Hangman is the computerised version of the popular childs
game, although playing against the computer enlivens the
proceeding well enough for adults to find it challenging. The
player guessing the word has ten moves in which to work his
miracle (the computer always plays as the questioner!), no
second chances are allowed as first the ground appears,
followed by the upright, then the crossbar, the strut, the
noose, the hanged man’s head, his body, arms, legs, and
finally his feet. If the correct answer has not been found by
this time then the player who is trying to find the word loses.
In this particular program the computer has a vocabulary
comprising some of the 200 most commonly misspelled
words in the English language.

It is possible to cheat by looking at the vocabulary listing but
most people would, | hope, try to use the game in a more
sporting way. By changing the words in the Data statements
in lines 9500 to 9998 - always ensuring that there are 200
words contained therein - it is possible to use this game as an
aid to learning a foreign language.

EQUIPMENT REQUIRED
Basic VIC-20 with 3K expansion.
RUNNING THE PROGRAM

This program will only work with 3K expansion if the REM
statements are removed. Any expansion above 3K will work
with the REM statements included.

Once the program is loaded, type run and follow the
instructions.

PROGRAM STRUCTURE
The lines of interest in this program are as follows.

40-380 Instructions.
420-560 Choose a word from the data statements.
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570-5690
600-660
670-760
770-800
810-8%0
900-950
960-1000
1010-1030

1040-1070
1080-1140
1150-1180
1190-1220
1230-1260
1270-1340
1350-1420
1430-1460
1470-1530
1720-2360

T T ¢ 4 el ¥ g i
Lok

xi

L

F PR AL

T
WL
R

R

Input a letter.

Not a letter.

Guessed the word.

Letter in word.

Print letter in the correct position on the screen.
Letter is not in the word.

Display the man’s feet.

Failed to guess the word before the man was
hung.

Display the base of the rig.

Display the upright.

Display the horizontal,

Display the diagonal support.

Display the rope.

Display the man's head.

Display the man’s body.

Display the man’s hands.

Display the man’s legs.

Data containing about 200 words.

rm L E =

{4 o

P,



1a
28
aa
46
Sa
[
va
an
ga
166
116
126
136
144
15&
16
178
1=2@
138
p{ 15}

REM HANGMAN
REM #E#HEARERERRRREERRR R AR
REM

PRINT " CTilOnsu BB M BB HANGHAN "

FRINT " alels"

PRINT"#l8 DO YOl NEED"

PRINT"  IMSTRUCTIONS 7"
PRINT" <REPLY ¥ FOR “YES"

FRINT®  OR M FOR_“NO’)>"

GET 8. 1F ws=ntTHEN 100

\:'Js—IIHII

FRINT"HLWAYS REFLY ¥ FOR YES OR N FOR NO."
PRINT"MI WILL PRINT:H"

PRINT "8 WORD=gi--~-3"

FRINTREFCH -3 STANDS FOR A"

FRINT" MISSING LETTER."

PRINT

PRINT"MUHEN I PRINT"

PRINT" ‘dFRESS ANY LETTERS”."

PRINT"FOLLOM THE INSTRUCTION"

PRINT"FRESS ROPACEM TD CONT"

GET F$:IF A$CO" “THEN 220

PRINT"IIF A LETTER IS IN THE"

PRINT" UNKNOWN WORD"

FRINT" MORE THAN ONCE You"

PRINT" WILL MEED TO PRESS"

PRINT" THE LETTER MORE THAN ONCE."
PRINT"SE.G. ‘AFFLEHAS 2 F*5,"

PRINT" FRESS P ONCE FAND"

PRIMT"I REPLY:"

3 PRINT"® WORD=ki~P-—-=0"

FRINT"PRESS P A SECOMD TIME ANDI I REFLY:"
PRINT"N WORD=ErFP--3"

FRINT

PRIMT"“YO) HAYE TO COMPLETE"
FRIMT" THE WORD EEFQRE I"
FRINT" HAHG THE MAN."
FRINT"SPRESS ANY KEY TO STARTS";
GETHF: IF H$=""THEN 390

FRINT"2", TRBC? > ; "HANGMAN"
FRIMTTREC?> ;" =",

FEM

EEN CHOOSE A WORD FROM THE IDRTHAH
REM

FA=INT(RHOC1 >¥197+1 >

IF AF="END" THEN 726

FOR I=1 TO RA

FEAD A%:IF AF="END" THEN 72&
MEST 1

FEZTORE

LA=LEM<A%>
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4901
S50
518
520
S0
540
S50
560
564
Q6D
SE6
S7a
S26
S35
534
595
S96
£00
&16
B26
636
640
E58
)
o564
GES
656
&70
636
651
700
716
720
730
740
750
760
764
765
7EE
’r

750
790
SE6
£a4
SE5
SOE
510
526
230
S46

Z¥=CHRF(18)+A$

Il'£= LI

FORE I=1 TO LA

I|$=D$+ m__n

NEXT I

FRINT" A"

PRINT"WORD=G" ;D¢ "&=48" ;

N=@:L=@

REM

REM INFUT A LETTER

REM

FRINT"&El SPRESS ANY LETTERS ="
GET L#:IF L#=""THEN S8@

IE ASCCLFY>64 AND ASC(L$><91 THEN &48
FEM

REM HOT A LETTER

RENM

PRINT"aail"L$" IS NOT A LETTER "
GOSUE 1659

PRINT"T] E-
GOTO 578

GOSUE 730

IF N<{LA THEN S57@

IF N=CLA+1> THEN T1=TI:GOTO &%28
REM

REM FINISHED

REM

FRINT" aslYOU WIN! ! ":T1=TI
IFCTI-T1)<288 THEN &£5@

PRINT" DO YOU WANT ANOTHER Go?";
GET E$:IF B$=""THEN 7E6

IF Bf="%¥" THEN 484

PRINT"T THANK-YOU FOR PLAYIHG":END
LF=0

FOR I=1 TO LR

BF=MID${A%. 1,1>

IF B$<>L$ THEM &7a

REM

REM LETTER IN WORD

REM

PRINT"XEWLETTER IN WORD -
N=N+1

GOSUE 1698

IA=4+1

REM

FEM FRINT LETTER IN POSITION

REM

PRIMT"H"

FRINT TRECIA> ;"G L$ 3" &',

I1=I

GOSUE 1546



258 LF=LF+1

558 RETURH

278 HNEXTI

226 IF LF=0 THEN GOSUE 268

293 RETURN

294 REM

2895 REM LETTER HNOT IN WORD

396 REM

66 L=L+1

213 PRIMTYMMELETTER MOT IN WORD  &"
926 GOSUER 16906

9%@ ON L GOSUR 1644, 1080,1156,1198, 1236
943 IF L>S THENON L-5 GOSUB127@,1356.1436,1474
958 IF L<18 THEN RETURN

954 REM

955 REM FPRINT FEET OF MAN

956 REM

258 K=19

G7E GOSUE 1658

926 PRINTTRECSY; " o 9 ;0 " ",
390 PRINT"MM

1968 PRIMTTABCS"H"Z$"3"

1354 REM

1455 REM FAILED TO GET WORD
866 REM

1681A PRINT"SORRY.YOU LOST &
1326 N=LA+1

16828 RETURN

18934 REM

1835 REM PRINT EBASE

1036 REM

1849 K=20

1BSG GOSUBR 1€58

1Aed PRINT® - A
178 RETURN

1374 REM

18975 REM FRINT UPRIGHT

197& REM

1388 K=6

17198 GOSUR 165e

11848 FOR I=1 TO 14

1118 PRINTTAEBC(S) ; "#"

HEST T

FRINTTRE(S) ; "&&"

RETLUREN

FEM

FEM PRINT HORIZQHTAL

REM

K=5

GOSUR 1656
FRINTTAE Sy S

i o — o
— e — — — — — —
N
-

b [ T [ S L M
SEVE TN R S

137



1188 RETURH

1184 REM

1185 REM PRINT DIARGOMAL SUFPORT
1185 REM

1136 K=18

12668 GOSUE 1656

121@ PRINTTRE(E); "PFIILF I FWI[ I 1y
1226 RETURN

1224 REM

1225 REM FRINT ROFE

1226 REM

12268 K=&

1242 GOSUE 1656

1258 PRINTTRECI1):" I &";
1268 RETURN

1254 REM

1265 REM PRINT HEAD

1266 REM

1278 K=7¢

1268 GOSUER 1656

1298 PRINTTRE(18);"9F W
1266 FRINTTABCS) " A++W"
1218 PRINTTREC(S,:"Y | P
1328 PRINTTABCIB) : "N\ A"
1338 PRINTTREC11); "™ &";
13468 RETURM

1244 REM

1345 REM FRINT EODY

134 REM

1356 K=11

1Ze8 GOSUEB 1856

1378 PRINTTABCOY ;v \"
1320 PRINTTAECSY ;" 11 11"
13520 PRIMTTRECS:" 11+ 11"
1400 PRINTTAEB(ED," U 14"
1414 PRINTTAEBC1G) ;"L "
1428 RETLIRN

1424 REM

1425 REM FRINT HAWDS

1426 REM

1438 K=135

1446 GOSUE 165@

1456 PRIMTTRECS) ; "#L____HBel",
1468 RETURM

1454 REM

1425 REM PRINT LEGS

1466 REM

1478 K=1¢&

1426 GOSUB 1656

1428 FOR I=1 TO 3

1903 PRINTTAEIG " | "
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1514
1528
1928
1548
1558
15e@
1574
15206
1538
1568
1618
1626
1628
1g4a
1654
18£8
1&7@
1E26
1658
1788
1716
1714

15
1718
1728
1758
1748
1753
17Ed
1778

e i
0O =g =g
e " Y ]
Dot o R ]

fa—
1
U

R L L o S X xn

SEE

P
-

Dol Ml ol e o o o

O =g Ty O o O P = I 0
il Ty 5y S, L iy

HEXT I

PRINT"S";

RETURH

W=II-1:Y=LA-11

IF ®=8 AND ¥Y=8 THEN 1£46

IF ¥=G THEM A$=" "+RIGHT$(A$.Y) :RETURH
IF Y=0 THEN A$=LEFT$<A%F,Xd>+" " :RETURN
A$=LEFT$<{A$.X>+" "+RIGHT$(A$.Y)

RETURH

H$= nn

FOR I=1 TO LR

AF=A%+" "

MNEXRTI

FETURN

FOR I=2 TO K

FRINT"®";

MEXT I

RETURN

T=TI

IFCTI-T)><188 THEN 17&@

RETURH

REM

REM WORD DATA

REM

DATA AEBSENCE.ACCEPT, ACCIDENTALLY

DIATH ACCOMMODATE. ACHIEYED, ACKNOWLEDGE
DATA ACAUAINTED, ADDRESSES, HERIAL
DATARAGGRAYATE , AGREEAELE, AMATEUR , AMONG
DATA ANTARCTIC, ANXIETY.APFARENT, APFERRANCE
DATAAPFROPRIATE, ARCTIC, ARGUMENT , ARRANGEMENTS
DATA ASCEMT.ATHLETIC, AWFUL , BRCHELOR
DATFA BEGIMMING.BELIEYED, BENEFITED, BREATHE
DATA ERITAIN,BUSINESS, CAFTAIN.CEILING
DATA CEMETERY.CERTAIN, CHOICE., CLOTHES
DATA COLLEGE, COMING, COMMITTEE, COMPRRATIVE
DATA COMPETENT . COMPLETELY, CONSCIEMTIOUS
DATA CONSCIOUS, CONSISTENT ., CONVENIENCE
DATAR COPIES.COURSE, COURTEQUS, COURTESY
DATA CRITICISM.DECEIVE,DECISION.DEFINITE
DRTA DESIRAELE.DESPERATE.DISAFPEARED
DATAR DISAPFOINTED. DISASTROUS, RISCIPLINE
DATA DISSATISFIED.EFFICIENCY.EIGHTH
DATA ELIMIMATED. EMBRRRASSED, EMPHASIZE
DATA EMTHUSIASM, EQUIPFED. ESPECIALLY
DATA ESSEMTIAL . EXAGGERATED, EXCELLENT
IHTFA EXERCISE. EXHAUSTELD, EXISTENCE

DRTA CHPENSE. EXPERIENCE, FAMILIAR

DATA FERRUARY ., FINMAMCIAL , FOREIGH

DATA FORMERLY . FORTY . FRIEWD. GAUGE

DATA GENIUS. GOVERMMENT  GRAMMAR

DATH GRAMOFPHONE . GRIEYANCE . GURRT
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EO N DR e R

[ O G L R e
O E
T s

2045
palE e ]
2AEH
2a7a
e b
2R3
B ¥5 15!
211a
2124
2128
2148
2156
2166
217a
21848
2190
2258
2218
2226
22368
224a

Sa2oa

22
2270
2268
2298
2388
2318
2328
an3a
2348
2a58
2268
L S

St g

TIATH
TATA
TIATH
IATAH
IATA
IATH
IATH
TATH
TATA
DATH
TATA
LIATH
LATH
DATH
DATA
DATHAH
DATH
IATH
DATH
DATH
TARATA
DATH
IATA
IRTH
TIATAH
TATH
DRTH
IATH
DATA
DATH
DATAH
IIATH
DATH
IATH
DIATA
IIATH
DATA
IATH
EMII

REAI'Y.

GUARDIAN. HAHDKERCHIEF , HEIGHT
HERCES » HOHORARY . HUMOROUS , HUNGRY
HURRIEDLY . HYFOCRISY . IMAGINATION
IMMEDIATELY ., IMMIGRATE. INCIDENTALLY
IMDEFEMDENT . INDISFEHSRELE
IMFLUENTIAL. INTELLIGENCE
IRRESISTIELE. KHOWLEDGE, LIGHTEMIMG
LITERATURE. LIVELIHOOD, LOSE
LOSIHG. LYING, MATNTENANCE
MARRIAGE . MEANT . MEDICTHE
MELITERRAMEAN. MINIATURE
MIMUTES, MISCHIEYOUS, MURMUR
HECESSRARY , NIECE. NOTICEARELE
OCCASIONAL , OCCURRED . OCCURRENCE
OMITTED, OPINION. OPPORTUNITY
ORIGIMALLY. PARALLEL , PARLIARMENT
FASTIME, PERMANEMT . FERMISSTELE
FERSEVERANCE , FHYSICAL , PLANNING
FLEASANT . POSSESSES, PRECEDING
PREFEREHCE, PREJUDICE, PRIVILEGE
PROCEDURE., PROCEEDS ., PROFESSTONAL
FROFESSCR. PRONUNCIATION
FROPRIETARY. PSYCHOLOGY . GUIET
REALLY.RECEIVED. RECOGNIZED
RECOMMENDED, REFERREL. RELIEVED
REPETITION, RESTRAURANT . RHYTHM
SCARCELY . SECRETARIES. SEIZE
SENTENCE , SEFARATE . SERGERANT
SEVERELY. SHIMING, SIEGE., SIMILAR
SINCERELY.SPEECH. STRENGTH
SUCCESSFUL , SUPERSEDE
SUPPRESSION, SURFRISIHMG, SYHONYM
TENDEHCY , TRAGEDY , TRANSFERRED
THELFTH, UNCONSCIOUS
UNNMECESSARY . UMTIL . USUARLLY

YALIUABLE., YIEW., WETNESDRY
WOOLLEHN
EHD



GOMOKO
DESCRIPTION

In this game the computer takes on the guise of a wise
oriental and offers us the ancient game of GO or Gomoko.
The game involves two opponents attempting to create
vertical, horizontal or diagonal patterns of five disks in a row.
The board has 10 vertical and 10 horizontal intersecting lines
to form a grid.

Each player takes it in turns to position a disk over an
intersection on the grid battling to be the first to create a line
of five consecutive disks.

The player will find that the wise oriental (the computer) will
take a long time - 40 seconds - to complete his move after
calculating all the possible moves. It is possible to win, the
player will find it very difficult to do so but will gain a
tremendous amount of enjoyment when he does win.

EQUIPMENT REQUIRED

Basic VIC-20.

RUNNING THE PROGRAM

After loading type in run and follow the instructions.
PROGRAM STRUCTURE

The lines of interest in this program are as follows.

40-170 Main program loop.

180-220 Produce computer's move.

230-360 Input player’s move and check for legality.

680-840 Check the move chosen in routine at 180 for
validity and calculate for possible win.

1470-1600 Display the board of play.

M
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18 REM GOMOKO

gg ggn RS2 R AR E A ARt R E R A SRS 2
<

4@ DIM YMAXC<2),HF(2)>.WD(2.20,4)

S@ DIM ED(1@.18)>,DB(286) :POKE36E72.8

6@ GOSUB 1479

78 GOSUBR 188

86 GOsSUB 236

26 GOSUUBR 1160

196 GOSUR &2@

116 IF YMAX(2>=13 THEN WIN=2:G0TO 15&
126 GOSUE 370

138 IF VYMAX{1)>>=14 THEN WIN =1:G0TO 138
148 GOTO 26

158 IF WIN=1 THEMPRINT"@I WIN & STOP
168 PRINT"MYOU WIN (T

178 END

174 REM

1¥5 REM PRODUCE COMFUTERS FIRST MOVE

175 REM

1268 R1=INT(RNICTI)>#62+3

126 C1=INT(RND(TID¥6)+3

208 PF=7795+224¥R1+C1

219 POKE PF.81:POKE FF+20720,5
228 RETURN

224 REM

2253 REM INPUT YOUR MOVE

226 REM

238 INPUT "SaYOUR MOVESN';R$,C$
248 PRINT"S e
25@ R=YALC(R$) :C=ASCIC$>-64

268 IFABE(R=5.5)<{=4.5ANDABS(C~5.5){=4. STHENZE3
276 GOSUB 15€d

230 P=?795+22%R+(

296 D=PEEK(P>

3@@ IF D=46 THEM 35@

318 PRINT“SPARCE OCCUPIED"

320 PA=126:GOSUB 1529

228 PRINT"H =
249 GOTD 238

358 POKE P,&87:POKE P+30720.2

368 RETURN

378 FOR A=1 TO 2

386 IF YMAXCA) <14 GOTO 418

458 GOSUE 1418

43 RETURN

418 NEXT A

128 FOR A=1 TO 2

128 TF YMAXCA)<18 THEN 478

448 IF A=2 AHD YMAX{ZIC12 AND YMAK L )=9THEN47E
458 GOSUB 1228

143
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460
4va
43
499
Saa
S1a
520
538
-4a
S5
68
are
530
998
€38
el
€20
=8
544
Bod
(315
&7a
3cls)
)
;EB
e

730
740
758
760
778
738
730
269
816
220
836
348
8510
ZED
270
=88
235
S
318
928
338
346
350
€0

RETURN

HEXT H

FOR A=1 TO 2

IF YMARCA2<S THEN 528
GOSUER 12206

RETURHN

NEXT A

FMAX=8:NT=0

FOR Ri=1 TO 16

FOR Ci=1 TO i@

IF BOCR1.C15=8 THEN e3a
F=BD(R1.,C1>

IF P<PMAA THEN &3@

IF P=PMAX THEW &1@
NT=@:FMAX=F

HT=HT+1
RM{HT>=R1 : CM{NT>=C1
MEXT C1.R1
PH=IMTCRNDC1)%NT 2 +1
PF=V73E+22%¥FEM(PHY +CMCPND
FOKE PF.&1:POKE PF+30728,5
RETUREHN

V=0

FORIL=1 TO 2

YMAKCIL »=a:HF (IL)=06
HEXT IL

RL=1:RU=¢&
Cl=1:CU=1@:F=22

GOSUE 58

RL=1:RU=16
CL=1:ClU=g:F=1

BEUESTE

RL=1:RLI=6
CL=1:Cl=g:F=23

GOSUB25a

RL=1:RU=¢&
CL=5:ClU=1G:F=21
GOSUBSSE

RETURN

FOR R=RL TO RU
S=FPT7IE+224R

FOR C=CL TO CU

55=5+C

FOR I=8 TO 4

CI=55+F%]

D=PEEK{CI>

IF =46 THEN DW{I>=CD:GOTO 37a@
IF TP=0 THEN TF=D:II={(TF-81)/6+1)
IFTPLSD THEN V=@:TF=@:GOTO 1148
Y=V+5-RABS(I-2)

DWCI =06



37a NEKT I

sza0 IF =0 THEN 1146

29@ IF Y{YMAXC(II) THENV=8:GOTO 1866
1608 IF Y=VYMAXCII> THEN 1620
1918 NFCII)=8:VMARCIIN=Y

1628 NFCIID=NFCII>+1

1826 FOR J=8 TO 4

1940 WDCIT.NFCIID, IX=DHCID
1056 NEXT J

1@€@ FOR J=0 TO 4

167@ IFIM{I>=0 THEN1120

1620 DO=DWCI)-7755

1828 R1=INT(DD/22)

1168 C1=DD-22%R1

111@ BD(R1,C1)=EDCR1,Ci1)+1
1128 HEXT J

1138 V=a:TP=2

114G NEXT C.R

1158 RETURN

1164 FOR R=1 TO 18

1176 FOR C=1 TO 1@

1183 BDC(R.CO=8

1120 NFCIII=NFCIIO+1

1266 MEXT C.R

1216 RETURN

1226 PMAX=G:NT=0

1226 FOR I=1 TD HFC{AD

1248 FOR J=0 TO 4

1256 P=WD{R.I.J)

1268 IF P=0 THEN 134@

1278 R1=INTC(P-F796:/22)

1288 Cl=(P-7736)-22%R1

1298 IF EDC(R1.C1)<PMAX THEMN 134G
1289 IF BDC(R1.C1)=FMAX THEN 1320
1216 HT=8:PMAX=BIOCR1.C1)

1228 NT=NT+1

1338 DE(NTO=F

1348 HEXT J

1253 IF A=2 AND PMAX=1 THEN 1356
1268 PH=INTCRNDCLO¥NTO+1

127@ POKE DR(PN),31:POKE DECFN)+38726.75
388 RETURN

1236 GOSUE 520

1403 RETURM

1118 FOR J=08 TO 4

1428 IF WDCA.1.J>=0 THEN 1448
1128 P=MICR. 1.J>

Pl WERT J

1196 FOKE F. 81 FOKE P+36720,35
168 RETURN

1454 REM

115
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1465
1486
1478
1436
1426
1506
1518
1528
1538
1546
1556
1568
15va
15240
152a
leaa

REM DISPLAY BOARD

REM

PRINT " Ielalm"
PRIHTTHB’?};“HBCDEFGHIJ“ .

HN=4

FOR I=1 TO 18

IF 123 THEHW NM=3

PRINTTHB{HN) 3 STRZF‘:I)*"m- ssussansoeil =

MEXT 1
FRINTTRECE) ; Pt
WIN =8

RETURH

T1=TI

IF TI-Ti<PA THEN 152@
RETURN

RERDY.



SUPERMIND
DESCRIPTION

This game is modelled on the popular Parker Bros. board
game of Mastermind. The program allows the user to guess
at its random combination of colours and will reply with a
white marker if the colour is in the combination but not in
that position and with a black marker if it is in the correct
position. The function keys are used to choose the row, the
keys 3-8 to choose the colour and the return key to enter the
guess. It has nice use of colours and is easy to follow.

EQUIPMENT REQUIRED
Basic VIC-20 with no expansion.
RUNNING THE PROGRAM

After typing run, three pages of instructions will appear
separated by ‘press any key' when the instructions have been
read, pressing any key starts the game. Using the function
keys, the row on which the colour is to be placed may be set.
The computer will not accept any colours until the return key
has been pressed, and only then, provided that there are
colours in all four of the positions on that column. If the
correct combination has been guessed, or all 14 guesses are
used up, the computer will display its secret and ask if
another go is required.

PROGRAM STRUCTURE

The following lines may be of interest.

50-90 Input for instructions.

100-280 Display the board on the screen.

290-350 Choose four random colours, all different.

410-450  Set white markers in every position.

460-500  Input and check that the key pressed is
acceptable.

510 570  Display pointers so that all pointers are to the
right except the pointer on the row chosen.

117
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580-630 Put chosen color in the chosen position.

640-660 Failed to guess the combination.

680-690 Check for colours in the correct position.

710-740  Check for correct colours but in the wrong
position.

750-760 Display the last two routines above the
correponding columns,

810-860 Display the combination.

870-910  Input for another go.

950-1310 Instructions.

1320-1340 Hit any key input.

i SUPERMIND s =
it

o e o
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18 REM SUFERMIND

20 REM SRfESFREEEERRfiapiti b R R aa

3@ REM

48 2Z2=0

SE PRINT" Ialsl(elalel]I NSTRUCT IONS('Y/N> 7"
68 GETL#: IFL$=""THENEG

‘a
o
26

IFL#$="Y%"THENS2G
IFL$="N"THEN1@G@&
GOTOSE

34 RE

95
96
144G
115
24
133
148
156
158
176
156
193
pE %
1@
226
230
248
259
2e8
|
So8
ad
&35
JO5
a0
B s %]
214
203
L
S
5
)
27
KHHE ]
A
A
-1ad
A5
g
418
123

M
REM SET UP BOARD
REM

PRINT"IIBIISEGRETE ESUPERMIND mtlekEE"
POKE3EE272, 140

PRINT " alalelalale(aleitz " : DIMX{45.D(4)
R=7v633

PRIHT" rer T T 1"
FORM=1T03

PRINT" I"; :FORW=1T(O3

FRINT" 203 ["; -HEKT : FRINT" <"

PRINT" }"; : FORW=1T03

FRIMT"—"; :NEXT : PRINT"—"

MEXTM

PRINT" 1", :FORW=1TO2

FRINT" =83 " ‘NEXT : PRINT" «"

F-RIHTII 1 1__1 1 L L1 1 1 ]
FORA=13TO19STEPZ

POKE?7O1+22%A, 49+E

POKE25421+22%R., 4

E=E+1

HERT

REM

REM CHODSE RANDOM COLOURS.ALL DIFFERENT
REM

RC1DI=INT(RNDC { D #E3+2
K{2I=INT(RNDC{1)%E>+2
IFK{2)=K(1>THENZ2G
KOB=INT(RHDC( 1) %80 +2
IFXCE=K{1DORX(I)=K(2)THEN320
K(4>=INT(RND{1)¥6>+2
IFXC4=X{1)ORK(42=X(2)ORK{4)=X(3) THEN34@a
G=a

FORZ=13TO19STEP2

G=G+1
FOKES2400+1+22%2, 0: POKEPE21+22%2, 102
HEXT

KM

REM WHITE "e75" IN EVERY POSITION
=M

FORY=13TO12STEP2

POKE?&30+1+22%Y . 81

119



428 MHERTY

446 FORW=1TO250: NEXT : PRIMT" "

458 I=44:06=7523-22

434 REM

435 REM IMPUT + CHECK FOR ILLEGAL KEY FRESS
4c8 GETCE: JFQE=""THEM45H

428 IFASCCREI 1 22ANDASCORF I 3P THENS1 H
498 IFASCCOFIXSHANDARSCCRF > ST THENSSE
583 GOTOd:8

S84 REM

585 REM PUSH POIMTERS OFF ROW

oBe REM

16 FORS=VIZSTOS117STER44

528 FOEES+1. 21

538 FOKES.32

S48 HEXT

544 REN

845 REM PUSH POIMTER TO RO

sS4 REM

S58 L=2#%ASCLAFH-253

S50 PORKER+L#Z22,21 POKER+1+L#22.32
S7a GOTO454

sS4 REM

oS7Yo REM PUT COLOUR IM FOSITION
are FEM

S28 F=YRL{QF»-1

S28 IFL=@THENL=13

c808 FOKEZS417-22+L%22.F

168 Dd{L-112/25=F

GOTO4S0

IF2Z2<>14THENESSH

REM

REM FILLED ALL 14 COLUMHS

REM

FRINTYYOL HAVE HOT SUCCEEDEDY :GOTOZ1G
e+ FORW=1TD4
IFDCH»=BTHEHZZ=22-2 : GOTO456
HEXT

FEM

REM CHECK FOR ELACE REFLY

REM

2= V=8

FORT=1TO04: IF=CT2=D¢Tr»THENE=2+1
HEST

REM

REM CHECK FOR WHITE REFLY

REHM

FORE=1TO4 :FOREH=1TO4 : IF=CE =l H ) THERY =%+ 1
HEST :MEST (4W=Y--2

FORM=1TO4 D=8 HEST

2 TN o G

-
I

WS N O L S0 G 0T O B S S

=g 7]y ) ) ) O O T Oy Ny Oy Oy 0y Oy 0 Oy 1 O 0

ol P T 0 S 0 00 00 =0 =) g ] O e G0 G D) R T
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T4e
744
745
46
rog
res
TEd
eSS
VEE
s
reg
o0
806
aad
£as
SEs
&16
g2a
2za
240
o8
228
avea
a22a
290
289
2918
224
228
243
258
HEQ
ava
3R
5]
1464
1a1@
1a2a
1828
JEq13
1S3
L

IFZ=0THENY2@&

REM

REM DISFLAY REPLY

REM
FORW=1TO0Z : POKEC(GG+44 > ~W¥44, 21
POKECGG+307E4 )~ W#d4, 3 NEXT
REM

REM INMPUT FOR ANOTHER GO

REM

IFZ=4THEN3183

IFY=aTHEN453
FORW=1T0OY : POKE{GG+44 )~ (W+Z) %44, 21
ggﬁE(GG+3B?64)*(N+EJ*44,l=HEXT=GUTD4SB
REH DISFLAY COMBIMATION

REM

G=0:FORZ2=13TO13STEP2

G=G+1

FOKE3S406+1+22%2, K(G)

NEXT

FORMW=1TO7E06 : NEXT

POKE3E373, 27

PRINT " TIeMNABERHOTHER GO 7"

GETR$: IFR$=""THENGSG
IFR$="%"THENRUN
IFR$="N"THEMPOKE3&873, 27 :END
GOTD &8a

FEM

REM INSTRUCTICONS

REM

FRIMT"IJTHIS IS THE GHAME"
PRINT" ¥ REBUPERMIHDE"

PRINT"¥MIN THIS GAME YOU HAVE"
PRINT"TO GUESS THE COLOUR-"
PRIMT"COMEINRTION DEYISED"
PRINT"BY THE COMPUTER.THE"
PRINT"4 COLOURS ARE HIDDEM®
FRINT"EY THE COMPUTER AMD"
PRINT"IT WILL TELL YOU *
FRIMT"WHETHER YOL HAYE "
FRINT"GUESSED CORRECTLY OR"
FRINTYHOT,

VR GOSUB1320

. —
g
o
DR

.
'.:I
L)

—n——l.——\-.i;"':
-
-

DO e o I W |

a Do) = T

@ PRIMT"A WHITE MARKER TELLS"

FRINT*¥0OU THAT A COLOUR IS
FRINT"IN THE COMBINATION BUT"
PRINT"NOT IN THE RIGHT PLACE"
PIRIMT"FND A BLACK MARKER"

1P IMT*TELLE *0U THAT A "

LT COLOUR THRT WOU GLESSED™;
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1156 PRINT"IS IH THE COMEIRATION"
1168 PRINT"SMD IM THE RIGHT FLRCE"
1176 PRINT"CHOOSE THE ROME BY"
11858 PRINTYPRESSING KEYS F1.F&.Y
1198 PRINT"FS. OR F?7 RESPECTIVELY"
1288 COSUELZ28

1218 PRINTYIITHE COLOURS THAT You
1220 PRINTYMAY CHODSE RRE 2-3"
1220 PRIMT“THESE COLOURS ARE AS Y
1240 PRIMT"FOLLOWS: Z- RED®

1258 FRINT" 4- CYAR"

1268 PRINT 5— FLEPLE"
1278 PRIMT" &~ GREEM"

1286 PRIMNT® 7= ELLE"

1298 PRIHT" S— YELLOM®
1268 GO0slB1328

1218 GOTO166

13260 FRIWNT"eEaHIT ANY KEY!:
1220 GETLE: IFLE=""THEH12Z8

13458 FETURH

FERIY.
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CONQUEST
DESCRIPTION

In Conquest the aim of the game is to vanquish the knights
protecting the castle. The display consists of a green
background and a believable castle with a
heart—representing the knights moving to various positions
within the castle.

Frustratedly, the attacker—a cannon—seeking to demoralise
the defenders and held at bay by a moat, fires on the user’s
command.

EQUIPMENT REQUIRED
Basic VIC-20.
RUNNING THE PROGRAM

Simply load, type RUN and follow the instructions. The
operating keys are: A =left, D =right, * =fire.

The player must also remember that 9=easiest and
1=hardest in the levels of difficulty. You have only 60
seconds to complete the game,

PROGRAM STRUCTURE

The lines of interest in this program are as follows:
30-90 Print instructions.

100-190  Input difficulty level.

200-370  Display castle.

380-840 Play the game.

850-970 Finished, input for another game.
1110-1190 Play tune at beginning of game.
1200-1240 Data for music.

1250-1300 Input from keyboard.

1320-1380 Run out of time.

1390-1450 Display commands.

LY






1 REM CONGQUEST

2 REM $Eanpii i po b R Ak
3 REM

16 FORI=826TOS83S: POKET, 255: NEXT

23 POKE36879, 93 POKE36E63, 242

24 REM

25 REM INSTRUCTIONS

26 REM

38 PRINT"DCONQUEST® tPRINT—

46 PRINT“MMOUR RIM IS"

S@ FRINT"STO KILL ALL THE"

66 PRINT"EMRSTY KNIGHTS “

78 PRINT"MWHQ ARE HIDING "

86 PRINT"MRROUND THE CASTLE, "

33 GUSUE1556

24 REM

35 REM INFUT DIFFICULTY LEVEL

9 REM

166 PRINT"DIINPUT DIFFICULTY":PRINT MMIC1-3)"
116 GETIH$: IFDH$=""THEN110

128 DF=YAL(DH$) : IFDFC10RDF>9THEN] 10

138 DEFFHECX)=INT CRNDC4) #1509+ DF #1000

148 K=137 : Z=PEEK (KD

158 POKESZS, DF

1668 DEFFNALX)=INT (RNDCEI*S@+TV)

176 POKEZSS69, 240: TL=7742: TD=7724

186 ¥1=106:Y2=113:¥3=117: BL=8142

196 KH=G3 : AR=30: TY=7755

124 REM

195 REM DISPLAY CASTLE

196 REM

208 PRINT" eNMBSBILLM ML ™

216 PRINT"rBB®l Lo K

226 PRINTsBBGE | | [ | 1"
230 PRINT"MSEBN | ~ N\ |
246 PRINT"MBBSI | | :
256 PRINT"SBBBRL,
68 PRINT"pB@SI LU
270 PRINT"s88u}

250 PRINT"SBEBE  + + + +
290 PRINT " Epsi

260 FRINTsipel —
318 PRINT*Rebil
320 PRINT"BBAMI |
@ PRINT"MBRE |
PRIMT " Mgy "

FRINT " bR "

PRINT "z "
FRINT™ iy
REM

FEM FLAY THE GAME

[1}
n
"
1]
L]
n
n
n
L1}
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REM

FOKEEL. Y1 :FPOKEERL+1, Y2 :POKEEL+2., Y3
FRIMT"suBCORE "S:TIif="gupaoa"
PO=FHACT2
Mr=FEEKCPOY : IFTIF=9THENDF=PEEK &Z5)
FORI=1TOINT{RNICS)FDF#16)
PRINT“shsBBpGEpRrSkITIME "RIGHTSH(TI$. 22
IFVRLCTIF »>10aTHENIZZE

GOSUE1Z254

FOKEFD, KH: POKEPO+ZB728, 2

FOKEK . @ NEKT

FOKEPQ, MM

GOTO458

POKESEE?S, 27 'PRINT

IFEL+12>81&1 THENSED

FOKEEL ., 232 :FOKEEL+1, 32 POREBL+2, 32

'@ EL=EL+1:IFBL>E151THENSEE

b D50 O

~—
o

U YN

—
!

—
[}

s
L AU Y

o e
SOOI N

D = 1Ty N L D0 0 e T L0 00 <) M

(1)
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—
A

P e 0 A
g
DA

5]
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1=
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£

'|
cn

(W]
I I
Ly

POKEERL, Y1 :FPOKEEL+1,Y2 :PCKEBL+2,Y3
RETURN

Te=T2+6.S:RETURN

REM LEFT

IFEL=-1<E8142THENRETURN

FOKEBL . 32 :POKEBL+1, 32 :FOKEEL+2, 32
BL=EL-1:IFEL{S142THENSED
FDKEEL,vl:PDKEBL+1,V2:PDKEEL+2.VS
Te2=T2+.S:RETLRH

FOKEZES7YS, 1S TE$=T1%
FORM=EBL+1TO?7245TEP-22

AX=FEEKCHD (YY=FEEK (H+38728)
IFFPEEKCWI=Z3THENT LO

FPOKEM, AR : POKEWN+368720, 6 POKEK., @
FORL=2SSTO] 3S5TER~16: FOKE28376, U NERT
FOMER , 524 POKEN+30720., Y'Y  HERT
FOKE3BZ7E, 0 TI$=T3F RETURN
POKESSE?E, @ POKEZSE?? . 240
FDREE=1TDEE:PDhE:6C77,E FOKEL+387268., 4
POKEW+Z0R723, 1 :POKEK, 8:POKE3SBEY7, 133 1 MEKT
TIF=T3#:FOKESESTY.0 .

FOKEW+3A720. YY  POKEW, MM : POKEK. @

S=z+1

FRIMTYSUNEECORE "S:T2=YAL(RIGHT$C(TI#.25)
IF £>5 THEM =Zd@

OHSGOTOEZG, 283, 829, 983, 320

ot 1Y l._

== -..—

OMEGOTOSES, 528, 980, 629, 840
IFT2>1898THENL1 228
POKERK . & : GOTO488

GOSUELLLE

REM

ﬁEM CONGRATULATIONS, FIMISHED
“EM
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FRINT"Je8KOU HAVE YARHEUISHEDY
FRINT"MRITHE EVIL KNIGHTS-";
PRINT " oleRSRSBNELELL DONE!"
PRINWT"®BeOUR TIME="TZ
PEIMNT"®BRRCSKILL LEVEL"PEEK{S2T5")>"
DF=PEEK{EZ5) : T1=PEEK{225+1F >
IFT2LTITHENT1=T2
PREIMT"slekbal OMEST TIME="T1
FORKEZZG+DF . T1
FRIMT " MEESHNOTHER QUEST?"
GETA$ : IFFFL 3" " ANDAEL> "N THEMSSE
IFA$="H"THEM14%2
CLRE:GOTO186
PUKESISS;S:PDK5389BS,5
IFVALCT IS 1HETHENTR2
§t=BL—8142:pGKEQ160JBL POKEZE903.5

LF
DEFFHACDF »=IHT (RHD (2SI %IG+TYD
DEFFHECDF »=INT{RHD 4 ¥DF¥1Q2
k=137 Z=PEEK (K

TL=r742: TO=7724:Y1=106:Y2=112:¥3=117
FH”““ AR=20: BL=PEEK (3133>+8142: TV=7752

S=FEEKCR154) | 5=FEEK (81857

F'F.' IMT" E-':!JME{CDRE "8

DF*FEEE(“E

POKEZ6362, 248 TU=2 : GOTO400

REM

REM FLAY TUME AT BEGINWIMG OF GRME
REM

RESTORE: S2=36876 1 V'=36278
POKEY . 15

RERTF

IFP=~1THENEETURN

FOKESZ.F

READD

FORDE=1TOD : NEXTIE

FOKES2., &

GOTO1138

REM

FEM DATA FOR MUSIC

REM

DATAZ217.,260.213,2640, 223,460
DATAZ27 ., 1696, 234, 100, 230, 480
DATAZ27. 108,234, 164, 220, 480
DRTA2Z3, 266, 227,208, 217, 204
DATA-1

REM

FEM IHFUT FROM KEYEORRD

FEM

FORT=1Ti

Z=FPEEK K
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1274
1288

298
1366
1218
1314
1315
1318
1326
1338
1246
1354
1Z69
1276
1336
1384
13288
1388
1326
1468
1414
1426
1430
1440
1458

IFZ2=14THENGOSUBE 36
IFZ=18THENGOSUERS 1@
IFZ2=17THENGOSIBS7@

HEXT

RETURN

REM

REM RUN OUT OF TIME

REM

FORDE=1TO1568: NEXT
PRINT" IBIDUT OF TIME!"
PRINT" *RISANOTHER QUEST?"
GETA$: IFA$FC Y "ANDASSO "N THEN1 256
IFR¥="N"THEN1456
CLE:GOTO1@85

IFTU>1 THEMRETURN
REM

gEM DISPLAY COMMANDS

EM

PRINT"SIM=COMMANDS : " : PRINT" "
PRINT"A-CANMON LEFT"
PRINT"D=CANNON RIGHT"
PRINT"#-CAMNON FIRE"®
FORI=1TO3: GOSUB1118: NEXT
RETURN

POKE36679, 27 (PRINT &)

FERDY.



HI-RES AID
DESCRIPTION

This program is a useful aid to producing graphics
characters. With this program the user may design any
characters he wishes (subject to the limitations of the grid).
Using the data he will be provided with, the user has a ready-
made data statement for his own program.

EQUIPMENT REQUIRED
Basic VIC-20 with 3K expansion.
RUNNING THE PROGRAM

This program will run without expansion if all the REM
statements are removed.

After loading and typing RUN, the user will initially see the
words ‘Moving chr generator’ appear at the top of the
screen. After that the screen will clear and an 8 x 8 grid is
drawn out. The user then inputs the X and Y co-ordinates of
the block he wishes to fill, without separating by commas,
The block is then coloured in and the user carries on drawing
in his character. When the user wishes to see what his design
looks like he must type in co-ordinates 00; the screen clears
to display hundreds of little aliens (or whatever).

Hitting any key then prints out the values to be entered as
data for that particular character; then the user may continue
to design another character.

PROGRAM STRUCTURE

The lines of most interest in this program are as follows:
80-170 Print out for grid.

190-200 Input co-ordinates.

220-230 Calculate X and Y from previous routine.

250 Check if in range.

270 If 00 entered, end of design.

290 Bleep to show input accepted.

310 Calculate top left hand corner of block.
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330
350
370-380
400
420
450-480
500-510
530-600

620-710
730-770

Check for double entry.

Print out blocks.

Calculate value of block.

Turn bleep off.

Return for next input.

Store the character.

Change the registers.

Set screen to black and display hi-res character
on the screen.

Restore the registers and display the values of
the character on the screen.

Move the character generator.

S EET oS0 g rne Wt 2l AT S ¥ S TR e S A



10 REM¥#¥3¥HI-RES AID#¥#$%

20 REMEsFeEffffEstErsss

28 PRINT"MOVING CHR GEMERATOR"
4@ GOSUEBTZE

59 PRIMT:FPRINT

€8 REM##SET YARIAELES#**¥

78 Q=160:S3=2627E  FOKES3+2, 15

88 REM#¥PRINT OUT GRIID##

298 PRINT"S:" :FRINT

108 PRINT"t 2 3 456 7 8%

119 FORI=1TOS

1IZaPRINTYFr T T T T T TT 1"

126 PRINT"LL L J ¥ L | Lt g

148 NEXTI

158 PRIMT".TABC13)"y"

1€ Z=7F7@d

178 PRINT

128 REM#%ENTER CO-ORDINATES#%

198 INPUT"XY";As$

2883 IFLEMCA$»<>2THENY2

218 REM##PICK OFF X,'Yk#¥

228 X=VAL{LEFT$<A$, 1))

2268 Y=VALCRIGHT${AR$.1))>

249 REM#¥CHECK TO SEE IF IN RANGE##

256 IFK>S0RY>STHEN42G

260 REM#%END OF DESIGN¥#

278 IFX=0ANDY=aTHEN4358

290 REM#%BLEEP OMN#%¥

230 FOKESZ, 200

338 REM¥#CALCULATE TOP LEFT HAND CORMER OF EBLOCK#®¥
210 P=Z+X¥2+(¥¥dd)

220 REM##%CHECK FOR DOUBLE ENTRY##

238 IFFEEKC(PI=0THEN425

348 REM##FRINT OUT BLOCKSH#

358 POKEF.Q:POKEP+1.Q:POKEP+22, Q: POKEP+23.0

58 REM##CALCULARTE VALLE OF BLOCK##*

T8 U=ABS(X-8)

328 ACY =AY I+C2NID

290 REM¥%ELEEP OFF##%

433 POKES3, 0

418 REM#$EBACK TO INPUT#*¥

428 PRINT MY :GOTO1S46

425 FRIMT"D"

444 REM¥#¥STORE PATTERN-S YALUE IN NEW GENERATOR#¥
S8 POKES3.0

458 FORI=1TODS

478 FOKEE143+1.ACI)

433 HEXTI

1523 REM#%CHANGE REGISTERS##

W POREZESES, 253

S0 FOEE3ES6E. PEFKC3AB6E)0R128
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REM##CHANGE SCREEN COL. TO BLACK##
POKEZSZ7YR. 5

FRINT "™

REM##FRINT HI-RES CHR. OM SCREEN##

=, -
U O ko

B FORI=FPVRZTOSISSSTERS

o POKEI. 125

8 MHEXSTI

B FRINT =g HIT AMY KEY "

GETAH#: IFA$=""THEH:GZ
FEM$#RESTORE REGISTERS¥#*
POFEZSEES .. 240
FOKEZESEE, 158

FRIMT"ZZ"

FOKER&EYS, 27

PRIMT"THESE ARE THE WALUES"
FEIMT"ATO EMTERE AS DATA" :PRINT:FPRINT
FORI=1TO=

PRIMTACI?

HEXTI

EHTI

REM#$#MOVE CHR. GEMERATOR##
FORI=0TQO16824

POKES123+1, PEEKC3276E+1)
HEXTI

FRIMT" "

FETLIRN
ny.

LD G0 = Ty O B 00 [ s 05000 50 = 1Ty O B G0 [
SRR DA DA

v 0 C50 T S o T 5 O 05 5

KX
!

2 e e B B B B R e W v ' W e R o S R AR RO O IR I IO O B B

Ty =g Q] B O ) = 5

)

A R o WAy

o
=



TINYMON
DESCRIPTION

One of the functions missing on the standard Vic is the ability to
enter and explore the inner workings of the machine. The
program Tinymon allows access to the Vic's internal memory,
on either the standard Vic computer or one with any size
expansion added, and provides six commands for manipulation
and working of that memory.

Once the program has been entered and RUN (see next
section), the following six commands are available :

1) All monitor instructions start with the prompt *.”. To
display memory, enter :

.M 123E 12A7 (for example)

And the Vic will respond with something like :

.123E AA 39 17 FF 04 etc.

To change memory, display the required range of memory first,
and then just type over the locations to be changed. Don't
forget to press RETURN first!

2) To display registers, enter :
.R
and the Vic will display {for example) :

PC SR AC XR YR SP
1234 30 00 2 33 F8

These are the internal registers of the 6502 processor. To
change them, just type over the ones you wish to alter, and
then press RETURN.

3) To return to Basic, enter :
X

4) To run a machine language program, enter :
.G 1400 (for example)
and the program will execute from that address,
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5) To save specific memory locations, enter :
.S ‘'NAME’,01,1250,13A0

Where 01 is the device number (cassette deck in this
instance), 1250 is the start address of the memory block you
wish to save, and 13A0 is the end address PLUS ONE !!
Always add one to the end of the memory block you want to
save, owing to a peculiarity in the Vic's operating system.

6) To load programs into memory, enter :’
.L ‘NAME',01

Programs always load to where they were saved from.
ENTERING AND RUNNING THE PROGRAM

To enter the program, a monitor is required, you therefore
need access to a Commodore PET computer before going
any further. The reason for this? This program will give your
Vic a monitor, but to enter the program you need a monitor.
Using a PET, enter its monitor by entering SYS 1024
(RETURN]), and display the first block of numbers and letters
by entering .M 0400 0438. This will bring up a display of
numbers, and you have to type in the ones shown in the
listing at the end. Don't forget to press RETURN at the end
of each line.

When you've finished the first block, enter .M 0440 0478 and
type in the second group of numbers.

Carry on in this manner until the final block i.e. .M 0800 0818.
Before doing anything else, save this by typing .S
‘TINYMON’,01,0400,0819, assuming you are using a cassette
deck.

With something of this length it is more than likely that you'll
have made a mistake or two along the way, the following
‘checksum’ has been provided to a) see if you've typed it all
in correctly, and b) find out where the errors lie.

Type in the following short program, IN DIRECT MODE
ONLY, if the number that is printed up at the end equals
117952, CONGRATULATIONS!! You should have a working
copy of Tinymon.



A=0:FORI=1024 TO 2079 : A=A+ PEEK(l):NEXT:PRINTA

Take your tape over to your Vic, load it in in the normal way,
and RUN it. You now have access to the Vic monitor, which
can be re-accessed by a SYS 13 call. The program itself
occupies about 800 bytes, that should leave plenty of space
for you to explore the inner workings of the Vic.

If the number displayed is not 117952, then we have
problems. Take the program mentioned earlier :

A=0:FORI=XTO Y : A=A+ PEEK(I):NEXT:PRINTA

The following table shows the values of X and Y to be
entered to check each block in turn, and the total that should
be displayed. If your total differs from the one printed here,
you've found a block with a mistake (or two) in it. Re-enter
the monitor, check your listing against the original, and
correct any mistakes you find. After checking each block, re-
save the whole program as described earlier.

BLOCK
NO. X i 4 TOTAL
1 1024 1087 3841
2 1088 1151 6376
3 1152 1215 6272
4 1216 1279 5922
5 1280 1343 8322
6 1344 1407 8022
7 1408 1471 8451
8 1472 1535 7098
9 1536 1599 5853
10 1600 1663 7007
" 1664 1727 8287
12 1728 1791 7240
13 1792 1855 6786
14 1856 1919 9362
15 1920 1983 9475
16 1984 2047 6551
17 2048 2079 3130

The effort involved in typing this in should be amply
rewarded by tho results obtained.
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FRIMNT"IIVMON 16 =F"

FEINT"®. &

FEIMT" RPEGISTER DISFLAY

PEINT"Z.M FFFF TTTT

PRIMT" MEMORY DISFLAY

FRIMT . &

PRINT" EXIT TO BRZIC

PRIMT"®, 5 AAAA

PRIMT" GOTO (Ex» ADDRESZS

3G PRIMNTYSL SYCHREEC 242 "PRPPYCHR$C(2402" , 81, FFFF.TTTT
FRIMTY SAYE PROGEAM
FRIMT"M.LYCHREE. 24 "FPPF"CHES (24
38 PRINT" LORD PROGRAM

()
Ta

PRINT" Tellchil] TIHYMON
FRIMT"W JIM EUTTERFIELD"
SYS(PEER(43)+20E4#PEEK {440 +378)

s =
b1 LUk ]

T T
IR U U AU

e A A R

-
T

M0 QD —~
TS E T E i W]
=

T s b bt o et b b L 00 G T L) R 0 D s
=
-

PC IR SR AC R YR 3P
.. DBaaS ES2E 2@ a6 SE 64 F3

L B4a3 9A 128 B4 &4 B 99 22 43
Doad@as 11 11 12 1D 1D 1D 26 54
.1 8418 4% 4E S8 4D 4F 4E 20 94
Doad1s 21 a4 fE 6@ 53 22 11 26
DEdZR 4A 4% 4D 26 42 55 54 59
.5 B42E8 49 52 46 49 45 40 44 22
.0 8438 66 4C B4 72 68 2E 28 C2
B3B3 34 33 29 AR 32 O35 ZA
. B4d@ AC C2 23 24 24 29 AA 39
ad4a 37 33 29 B8 68 88 EA ER
a4Sa AT 2D 85 22 AS ZE 25 23
Q453 AS 37 25 24 AS 33 285 25

. 458 A8 8 AS 22 Da 82 Ce 23
.- 482 CF 22 Bl 22 DB 3C AS 22
« B478 Do B2 G5 23 08 22 Bl 22
. 2475 F3 21 85 26 AS 22 I'd 82
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RACER
DESCRIPTION

This game has two programs making a whole. The object of
the game is to steer the racing car through the course against
such hazards as oncoming racing cars and oil slicks. The
pace of the game is very fast to begin with and it becomes
progressively harder. To score points the racer must pass
through certain points on the course, a tricky procedure, as
the oil slicks cause the racer to slide one point either side.
The game is over when either the oncoming cars are hit or
the racer is steered off the edge of the course.

EQUIPMENT REQUIRED

Basic VIC-20 with no expansion.

RUNNING THE PROGRAM

Load and run part one and follow instructions .

Steering is obtained using key L to go left and ’;’ to go right.
Avoid all oil slicks and oncoming vehicles.

PROGRAM STRUCTURE

The lines of most interest are as follows:

Part One:

40 Limit top of string space to protect characters
50 Black screen

70-90 Move character generator

100 Set graphics mode

120-140  Pause until instructions are read
180-340  Set up graphics characters from data
350-550 Character data

560-640 Instructions



Part Two:

40 Clear the screen and display title

50-60 Arrays for track, cars and obstacles

70-380 Main game routine

390-440 Set up initial screen display

490-570  Set up track and obstacles into arrays r$ and 0$
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10 REM RACER
28 REM #####ffsdE Rttt aa AR EE e EERa e aF £

=8

rRenM

43 POKE Si.8:POKE 52.23

o8

POKE 3e273.%2

g0 GOSUE SEd

73 FOR w=@aTOS11
28 POKE 7163+¥, PEEK(3275E+:)
3B NERT

1o
114
126
138
145
- 'h.a

el el
Ty

[e = 00 0 =) =)

DAPD P 1= e
DD D D e S N0

I
3

450
45

POKESSSER., 255 POKE 26865, PEEK 26268 0R 122
GOSUE {74

FRIMT"aHIT SFACE TGO COMTIHUE"
GETA$: IFAE>" "THEM13G

FOKE 28252, 240:POKESSSEE. 190
EF:E-&T":}IDN LOAD & RUN THE BHEXT FROGRAM"
H

REM

FEM CHRRACTER DATA EMTERED

FEM

FEAD =:X=7163+X#¥E

IF ¥<7668 THEW EETURN

FEAD A% IFLENCA%>=2THEHZ:G
POKE #. VYALCAE)

FORY=1TO7

READ A:FOKE X+Y.A

HEST

GOTO 176

CGOSUR 218

FORM=:+1TOK+E

GOSUE 3068 HEXT

GOTO 178

FERD R¥

A=0:FORY=1T0S
A=A%Z-CMIDSCAE, Y, 1)="%" 3 HEKT
FOKEN. A

FETURENM

EEM

FEM CHARACTER DATA

FEM

3 DATA 9.152, 2S5, 165, £€6.606, 182, 295,122
1 DATA 27.129,255.139, 68, €0, 165,255, 153

DATA 28,255,123, 189, 165, 165,199,123, 255
DATA 29,25%, 255,255, 255, 255, 255, 255, 255
DRTA 38,255, 127.62,31,15,7. 3, 1

DATA 1.128,192,224,240, 242, 252, 254. 259
IATA 23,255.254.252, 243,240, 224, 192, 122

DATA 24.1.3,7.15,31.63,127.255

3 DATA 35.248.122,121,2. 2,121,192, 5243
. I}HTH 36' 13.' E'l .:1.2.- :5:4 ] 84: :151 @.- Ei

IATA 27.15.3.1.8.08,128.2. 15
DATA 22



47a
42
428
a6
5109
a2a
526
S4
Soa
554
S5
558
S
Sva
Sea
S2a
&0
ela
&2
e3a
c4a

DATA. . . ¥¥...

DATAH, . ¥¥¥%, .

DATA, *. ¥F. ¥,

DATA. ¥k, ¥

DATA. #. ¥, ¥,

TIATA. . sk,

I'HTHI L *‘*I LI

DATA. .. ¥¥...

LATA -929

REM

REM INSTRUCTIONS

REM

FPRINT" RACER"

PRINT" === Y

PRINT"SEJSE THE ‘L7 AMD 7:°"
FRINT"®KEYS TO STEER YOUR CAR"
PRINT"“L[‘ ALONG A RCAD. HIT"
PRINTYM.\* TARGETS FOR POINTS"
FRINT"MBUT AYQID HEAD OH"
PRINTYMCOLLISIONS WITH “@”"
RETURN

RERDY.
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14 REM RACEE 2

EIE SRR R E R F P E L F RS A LA EFREFEEEERTE SE L EE LS

o8 REM

40 PRINT"TRACER"

=8 IIM =.A

el DIMRECZ) . OEC)

TH GOSUE4SA

28 GOsUBZ9A

28 L=L-1:'IFLTHEN1ZE

183 L=IHTC(REHD 1 %55+

118 D=SGHCD+INTCRNDOL 2832 -10

128 IFT+L180RT+D<4THEND=G

128 T=T+D:POKE 21.1

148 POKE ¥Y.8:FOKE Y-F+Q.4

158 PRIMTTRECT»RECD+HL )

186 IFRNDCL G >CTHEHLIER

170 PRIMTTARCT+24+RHOCS &7 2 "TT"OE(RENDCL 230
128 Y=Y+ {PEEK K >=21»-(FEEKY P)—°?\

126 O=FEEK{Y) FOKEY. 27 'PCKEY-F+Q.7

266 FOKE S1.4

21a IF 0=00F 0=32 THEH Z&48

228 IF DCXRSCCYA" ) THEN2460

230 S=5+1:PRIMT"TRR"S"Bg" :C=C+, (815

240 IF D{=34THEH27G

253 IF@>»=ASC{"&"YTHEH 27

260 POKE Y.38:Y=Y+IHTC(RNDL 1 2#3)—1 (O=PEEKY )

2768 GOTO 26

288 IF SHHTHEHH=S

294 FuP”-lﬁTﬂibTEF-l POKESE - &

3688 FOKESZ. 128+5%015-¥) ‘FORA=1TOSE:  HEXTH. %
214 FEIHT“dSPURE“S" HI SCORE"H

””@ FRINT"AMOTHER GO Y/H":

a2 POKE S1.8°POKE 32.6

240 -GETA$: IFAF="Y"THENSH

256 IF REF"H"THEH34:

363 FPRINT D"

378 POKE 2€2€32,240:FP0OKE 26266, 156

328 EHD

220 PEINTYY

468 T=1G:C=.1: D=ES S=0

418 Y=72345:=3:D=¢

426 FORX=1 TO 22 PRINT., "IER"R$C1 5 HEXT
4308 POKE 36877.123

448 RETURM

C:I

458 REM

4c@ REM

4va FEM ZET UF YARIABLES

42@ REM

458 FOREICEES, 255 POKETESER . PEEK (ZASEGOR12S
588 P=FE26: 0=28400

218 K=1587 H=0"'S1=36873 82=26377
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228 RESTORE

£26 RE(A)=CHRE(34>+"111131117!"

Sdia REC1>="3111121111"

S5@ R$C2O="81131111111]<"

S60 OFCO>="RW$L" 0$(10="0q" 0 {2)="I1a"
578 RETURN

RFEATY.
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CAR RACE
DESCRIPTION

This game is a computerised version of the Grand Prix. The
player has five choices of internationally famous racing
drivers to emulate. Having chosen your driver the
players—you and the computer—line up at the starting
point. The display is an attractive picture of a tree-lined track.
The course runs over five laps and should the player steer off
the course he hits the trees but is still able to continue
because the player is playing against time; the VIC player is
programmed to complete the course precisely.

EQUIPMENT REQUIRED

Basic VIC-20 with 3K expansion.

RUNNING THE PROGRAM

Load the Game and type run. Steering is obtained using a

group of keys on the left hand side of the keyboard. These
are as follows:

Q W E
A S D
Z X C

These directions are based around the central position of ‘S’
corresponding to the points compass.

PROGRAM STRUCTURE

The lines of most interest in this program are as follows:
40-80 Decide on video map

100-490  Instructions

500-1000 Main game routine

1020-1250 Display the track



Er CAR RACE
REM #3880 BER K ERREE R R SRR R ok
FEM

g VR=PEEKI&430%205

& FeM

Sy Qe =, X

R I w2

e il el el el ST S PP

REM IMS3TRUCTIOHS
il
ARESES00 IFYROVESETHENKR=27EEE
FOREJ03aD, 232
PORESESTZ, THIST+E
CRIMT"SD EER -ho AT
FRINT"AGOU HAVYE T3 DRIVE YOURY:
FRINT" CAR ARGUND THE VRACK" S
PRINT"SIHE <~ CAR WILL BE
FRINT®  RACIHG AGRINET YOU.
FRINT"  WOU WILL CRASH IF
FRINT" ¥OU HIT THE SIDES OF“;
PRIWT" THE TRACK 3R IF
FRINT®  YOU HIT THE <5 CAR."
FRINT"IHE RACE IS OYER S LAP S
FRINT" HIT ANY KEYD"
3 GETAF - IFA$S" "THENZS5G
FORI=1TOZ298  HEXT
FRINT"  @&HIT ANY KEYD"
FORI=1TO206:HEXT : GOTOZE0
PRINT"O3" POKE3S8E3. 240 PRINT"IIMYCGU STEER MWITH: &8

S0 CD D0 5 S0 T DD G 2D

PRINT" 02U E
PRINT "M N
FRINT" A=5-D
PRINT" /IN
FRINT" 2ZXC

FRIMT"AEAND THE RSHIFTE 70 GO
FRINT"  FRSTER. A

FEINT"@W8& <~ IS YOUR CAR
FRIWNT"8Ga8 - IS THE VICK
PRIMT" AIT ANY KEYD

&3 GETA$: IFASC" " THEN4ES

rORI=1T0208: NEXT

PRINT" SHIT AHY KEYD
FORI=1T02809 NEXKT : GOTO358
4 PRINT"TIMEHO WILL YOu BET
FRINT"M

FRINT"®A]. NIKI LAUDA
PRINT"22. ALAN PROST
FRINT"83. JAMES HUNT

433 FRINT"&4. KEKE ROSBERG

FRINT"®S. STORMIHS HORMAM
FRINT"AQHICH QHE &

D FOREZOS, 9

CETARE - IFA$=""THEH4564

kLM
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FEM FLAY THEZ GAME
REM
FOEE284, 1 :PRINT" EI".
ﬂL—“H’¢H$W:IF‘L‘ SORSLC1THEM4E8
DIMHC 230, D2
DATAZ, 2.3.1. ;_
LATAL.1.:.4.1.7.
DATAL . u::;; 1y
FORI=1TOZ 'FEﬁﬂH
DIRTAZ ,EEJ=1-—1 5
FORI= 1TDE:FEHuH=I\ H

— e ey . 2
AU R oT or U R

=0T LA fa GO P e T 0 L0
AR

=
Ao

'_E-‘Ei IIHTHHEH LU |||_ " y =108 n.:;n nDu . LWL uuu . "E"
06 FORI=1TO3:READT$ 13 HEST
& YP=YRE+Z52: CP="YF+2  GOSUE1OZH

& GETES: IFEF=""THEMNSZG

f GETAT: IFAF=""THEHR$=E$
£ E$=H$1PDHE%} g:FP0REYR .32
@ IFRE=""THEMYBA

FORI=1TOZ
IFCASCOAEIAMDLET s =R T I D THEHA$=23TR$ I =14

[ Gy L e G [ 4 1

-
XA R Y

o0 HEAT
S8 IFH'EfﬁfJ A ZETHENRE=CHRECASCOAE Y -1250
A8 YP=YPHMOYALCRE 3

5] IFPEEHﬁ?FJ=32GEPEEH£¥F}=55THEH?EB

IFMOTEPEEK CYFr=aiAMDH L YAL CAF X 22 a0 THENT 28
YL=YL+]1 YR=YR+22  GOATOVSE

IFFEEK YFP p=533THEHGGZUERZAE - GOTOY a8
GOEUESSR

Eg="" YF=YP-M(YALIAED 2 AF=""

FOREYP.E1

YEEYP-YEER CFORETYR . 2

FRIMT " salalnial=InlnlIo[a [ aIo]n]n s e TaT0 0] "

FRINT "B EnREIRBBEERRE" YL

FREIMT EERRRSEERDT2REBRES" CL
IFTG=1THEMT G=&: GOTCa3E

IFRMDCTI ool a3 THZNGOS RS
IFCE=1RANDSL=SRMDREMD T 2 > ETHEHGOSLZZZE
IFFEEKaE4 =1 THENTG=1 ' GOTOESDE
FORU=1TOiaa HEXT

GOsUEE20

IFTL JTHEHI”EG

=
AU ot

S e e
S ST

-
i

i R RN R R R L N N s Ol o0 N s s o s s B R RS D EG R PR R A

C] B G0 P e S0 00 00 = O O da G P b e

T T T
T T R T R )

Lo )

(A A
1 by
3T
L
2

v

s L0
_|
I
Mo
T

o

uuTuE«u
Co=G: IFC=ATHENG=G+1 :Z=H{Gy c D=Mo DG
LG FETHEHCE=1

— g
Ky

5] G228 THEHZGE

B G=R:CL= |L+1 CP=72d] 0= :POEECP-22 .61 hnTﬂ‘Jﬂ
G r r 1IPOKECK, 9 FOKECF ., 52 CP=CP+D: PORECF

5] =CF-YRE+KR  FOEECK . & RETURH

5 FDF;—lTUj F=FEEF  YF+MO] 20

L0 R0 D N0 N0 e L L T 0 S0 O G 00 0 a0 00 D0~

= T T e D P T U000 )

0 IFR{IZETHEMR=R4 128 FOREYFA M 10, K
& HEST
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228 FORI=2TOISTEP-1 :R=FEEKCYFP+MIID2
29¢ IFR>128THEMR=R-123: POKEYP+M{I). R

leaa
ialg
1814
1815
1616
laze
168
16406
1658
1966
18va
1826
1824
1186
1114
1128
11Z8
1144
1156
116
1178
1188
1124
1268
igig
lzea
iz2a
1248
1256
lz2cd

HEXT : RETURN

EHD

REM

REM DISFLAY THE TRACK

REM

FOKEZBE73, 16+8+1

FRINT"D fipl__Eippddhdhm____Gibdd
FEINT" G#E “Hitdohhhm, “JAep"

FRINT" & | RN Ty SEF
FRINT" @i - &R .~~~ I"
PRINT" @ | |Gm | ~_~ |E¥m| | "
FRIHT" ® i | ¢kl | AAwsB 1"
FRINT" & | | rhda Tk ] O
PRINT" @ : | Gikiok@™  Gepphbm | | "
PRINT" B! | EvdE____Stbpdim | | "
PRINT™ m i | @vhE~ “gwrtm i 1"
FRINT" ® | Af¥m- “ihE G===8l "
PRIMT" RI L I ™ lGwml |"
FRINT" mil | 1E¢mEl (G481 ("
FRINT" @!1 ) I1Gsha@ ) I1EH@1I 1"
FRIMT" s 11 1 ~i#®mi |G¥E1 "
PRINT" & ]| 5N | R "
FRINT" @i | &r8 i | BE 1,0
PRINT" &/ ~_” | G¥temE~ A"
PRINT" & P Tt - RS 1L T
PRINT" B~ STMpdebd @™ arpAp

FRINT" W@~ 4l & _AFS © G
FRIMT" &R — WkvhE @ _RFS @ Jias"
RETURN

FOKEZEETS, 27 ' PRINT" G

READY.
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TAPE SEARCH
DESCRIPTION

This program is a utility to enable a fast forward search of a
program tape. It will not recognise sequential files. The pro-
gram is set up for ten programs but a larger number will do.

EQUIPMENT REQUIRED
Basic VIC-20.
RUNNING THE PROGRAM

Once typed in, the array FL$ is set up with the names of the
programs on the tape. Type run and a directory of the tape is
displayed on the screen from the array FL$. Hitting the cor-
respondence key will tell the computer which program is re-
quired. The program will then ensure that the stop key has
been pressed before requesting that the fast forward key be
pressed. After that, all you have to do is wait until you are
told to press the stop key and then the tape is in the correct
position to load the requested file. Note that the tape must be
rewound or set to the position of the first file in FL$.

PROGRAM STRUCTURE

The lines of interest in this program are as follows.

20-110 Set up the directory.

140-150 Check that no keys are depressed on the tape
deck.

160-310  Print directory and choose program.

320-380  Searching for the file.

390-455 Tape is now ready to load from.



28 FL$C10=" P

30 FL$C2)=" p

49 FLE(3)=" 1"

S0 FLE(A5=" "

&3 FL$LS)I=" _ X

T8 FLECEI=" i

86 FLE(TH=" "

53 FL#C3)=" "

168 FL$(3 =" 1"

115 FL$C1O)=" w

196 PRINT"TMNERESS STOP ON TAFE#D
158 IF PEEK(132)<8THEN1SG

L6 PRINT"D

170 PRINT" %% DIRECTORY # "

186 PRINT® — .

135 FORG=1TG22:FRINT"_"; (NEXT:FRINT® ¥
216 FRINT®IFILE | DESCRIFTION |*

233 FORO=1T022 PRINT" ™", *NEXT -7RINT"
248 FORG=1TO1@:PRINT® | "CHRECQ+E4)

256 PRINT" | “;FL$CR) 'HEXT

g FORQ@=1TO2Z:PRINT" ™", ‘NEKT (FRINT

E76 PRINT"SMHICH FILE DO YOU WANTT"

19 PRINT"AREEFRESS FRST FORWARD OM
245 PRIWNT" TAFE"
258 IF FEERCITISTI{HEZTHEN3SS
SE@ FT=TI+FT#£0
V8 IF TISFT THEH 7€
228 POKE 192.52:POKE 37148,241
320 PRINT"JREPRESS STOP OM TAPE #1°
460 IF PEEKI152)C2OTHEN <45@
435 POKE 3714E. 14
418 PRINT"TIEMISTAPE IS HOW IN CORRECTAM:
4135 PRINT" FOSITION FOR"
420 PRIMT"FILE ";C%:", “";FL$CF1)
443 PRINT"ANEM  YOU CAN NOW LORAD  W“;
G435 PRINT" OF SRAVE
4308 PRINT"H THIS PEOGRAM"
425 EMD
~ERDY.

GETCS: IFC$=""THENZEA
IFCEC"AORCS "L THENZ2O

g BS=RZC{C$)-c4:F1=ES

FT=BZ#3.3-8

PRINT" REERSERRCHING FOR FILE "
FRIMTCS : FRINT " 2l"

FRIMV"NAMEL “,FL&CFL)

A
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APPENDIXTO
SPECIAL PRINT CHARACTERS

HOW IT
KEYS TO PRESS APPEARS IN PRINT DEFINITION
CTRL l1 . BLACK
. e
fr——  amm—
CTRL ; E WH‘TE
l CTRL 5 l RED
CTRL L : n CYAN
CTRL » *_’ PURPLE
b
CTRL : GREEN
CTRL 7 BLUE
J
‘ CTRL ; I .7" YELLOW
e ) E REVERSE ON
, — !
- p ! REVERSE OFF
= CLEAR THE
SHIFT o) m SCREEN AND
HOME
[cé'én .' \ CURSOR DOWN
v AN
i ok D CURSOR UP
v
- v E CURSOR RIGHT
-—.9 |
SHIFT pv l] CURSOR LEFT
—
CLR @ HOME
HIOME
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INDEX

BREAKOUT 6
This program is a well adapted version of the popular
arcade game of the same name.

FIND THE WORD 11
A recognition test—useful for teaching and learning.
SPACE PIRATES 17
An amusing game in a race against time.

ViC VIC 22
A program demonstrating the use of the control registers.
BIRDS DEMO 25
An attractive demo for user defined characters.

RHINO 30

An interesting game requiring the user to use logic to
escape through the jungle.

DO-RAY-ME 39
A program to enable the user to use the VIC-20 keyboard
as a musical keyboard.

SOUND EFFECTS 43
A program for use on its own or in a program written

by the user.

ARROW 47
An amusing game which tests the user’s co-ordination.
TANK-V-UFO 52
A simple game with the user taking the part of the tank.
LANDMINE 58
A maze game with increasing difficulty for the user.
SPACEWAR 65

Two programs making an interesting and intriguing game
for the user.

JOYSTICK TEST 72
A useful routine for the user to incorporate in

his own programs.

DEFINE KEYS 74
Enables the user to define the eight functions keys

on the keyboard.
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U.S.A. SONG 77
A demonstration program using the VIC-20 sound
output to play a tune.

DIGICLOCK 82

A program demonstrating the time keeping facility of
the VIC-20.

LEAP FROG 85
A puzzle for the mathematically minded.

RUBIK'S CUBE 92
An absorbing version of Mr. Rubik’s addictive game.

BOSS PUZZLE 97

Tests the mental agility of the user to re-arrange a
mixed up block of numbers into a sequential pattern.

SKETCHING 1 102
This program enables the user to produce displays

using the Commodore graphics symbols.

SKETCHING 2 106
This program provides the user with an 8 x 8 grid to
sketch in high resolution using the joystick.
KALEIDOSCOPE 110
Creates a colourful and attractive changing pattern

on the screen.

HI-RES DEMO 113
A program to demonstrate the high resolution capabilities
of the VIC-20 when using the Super Expander Cartridge.
BANDIT 116

This game is a highly addictive version of the one armed
bandit pub game.

MOON LANDER 122
A realistic game/test for the would be astronauts.
CIRCLE DEMO 127

A program to demonstrate the use of the character
generator when displaying circles in high resolution.

HI-RES PLOT 130
Enables the user to plot points in high resolution.
HANGMAN 133

An intelligent version of the childrens game, would be: useful

as a teaching/learning aid.
186



GOMOKO 141
A test of skill playing the old oriental game of Gomoko
{or Go as it is sometimes known).

SUPERMIND 147
A version of Mastermind adapted for the VIC-20.
CONQUEST 153
A tale of Do and Dare as the Knights defend their castle.
HI-RES AID 159
A useful program to design graphics characters.

TINYMON 163
A machine code monitor for the VIC-20.

RACER 170
An exciting and intricate racing game on a vertical plane.
CAR RACE 176
The Grand Prix of video racing.

TAPE SEARCH 180
Fast forward tape search program.

APPENDIX TO SPECIAL PRINT CHARACTERS 183

Useful for recognizing the special characters found in PRINT
statements.
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VIC GAMES

NICK HAMPSHIRE

A collection of 36 exciting and useful programs for your Commodore
VIC-20 microcomputer. Features arcade-style games, strategy games,
and educational word games. Challenge your driving skills on your own
Grand Prix roce track; fight a war with space pirates; maneuver your
way through a maze of landmines; solve the Rubik’s cube (if you canl);
create your own colorful imoges and music to go with them; find your
way out of the jungle; improve your children’s (or your ownl) spelling
and vocabulary skills; plus much, much more!

Sound, music, utilities, and graphics programs that are fun, easy to
play, and instructional for every VIC-20 user.

OTHER BOOKS BY NICK HAMPSHIRE ...
VIC™ REVEALED

An invaluable ond comprehensive inside look at the hardware copabili-
tes of the Commodore VIC-20. Expond your assembly language pro-
gromming skills and learn advanced programming techniques. The
author uncovers the VIC's outstanding features such as the program-
ming power given the limited memeory, the superior game and graphics
technology in the video interface chip, ond unique I/O capabilities. The
complete instruction set for the 6502 CPU is also disclosed, as well as
options for using machine-code subroutines in VIC BASIC programs.
#1058-3, paper, 272 pages.

VIC™ GRAPHICS

A dazzling display of grophics in 38 complete programs for the Commo-
dore VIC-20 microcomputer. The author clearly explains the theory of
high-resolution-graphics plofting and the multicolor mode of the VIC.
Applications of these grophics displays range from art to games o
educational simulations in math, science, and business. All program
I'stings have been tested and are annotated for easy reterence and
modification. #1057-5, paper, 192 pages.

HAYDEN BOOK COMPANY, INC.
Rochelle Park, New Jersey

ISBN 0-8104-1060-5
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