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Editorial
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In the first issue of this mM3gazine we
spoke of a bug in the Solar Conguest
3ame and explained how to fix 1t. It

appears there is another and if yau
follow instructions as follows you will

have no Probiems. FLEASE HOTE this 1=
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be done if (R) iz used to RETURH ¥you tao
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versiaon they use the GRAPH key to do
this.
(CR)= FPRESS CR EEY
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Fassa it would FETURM vou to the i1=t of
COMMAMDS . Fraom now on Fassa will he
known as Yassa. 0.k, now you can prass
(CR) then press (HOME/CLR) key then type
1in (RUM) then (CR1. I hopa vou SN0y

this great game even more.
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Basic Tips

It's that t1vie 33a1n Tor a3l
pecpie that need El tittila hele
there problamsz and Tar we to hele Sthers
With short cuts to nelp there Frograms
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Feaple wha have Wwritten In programs
that have 3 rnumber ot LIMNE statemants
that draw the next LINE Trom tha

previous LA Pz ition Can oE made
shorter such 3s Toliows,
10 SCREENZ,Z:COLORTS. 1, ,1:0LS
20 LINECTIO, G —-¢1a0, 1040
20 LINECICO, 1003 -(S0,50)
40 LIME(SCO,50i-010,700
Thiz cCcan Ge =shortened tea. .
10 SCREENZ,Z:COLORIS,1,,1:0LS
20 LINECIO, 1 0i=-C100, 100
20 LINE-(S50,50)
40 LINE-(10, 700
I hope this feips Some peopie out
there,




Gaming Around

This month We have a new list and some

high scorez to go with them!! Plea
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GALAGA

Poast all of vaour scores to..

GAMING ARQUND,

F.O. Box 486

Coogee, MN.S.W 2034

GAME SCORE NAME
BORDER LINE 120,800 TOM E
CHAMPION GOLF -4 GRAHAM &G
CONGO BONGO 324,400 JAMIE T
DEMON GOBEBLEFR 28,400 TOM B

EXERION 74,100 GRAHAM G




MOMACO GP
STAR JACEER

VERMIN INVADERS
VORTEX ELASTER

ORGUSS

SAFARI RACE

ZIPFY RACE
SEGA GALAGA

CHAMPION BASEEBALL
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Adventuremania
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(2) When ever I try to get Cross the
bridge I end up brealking my necl, how da
I get across without brealking my nechk?

¥ou sure are parsistant sao I would say

a
e

Jjust maybe that vou couid try another
directiaoni |

Maw for all the peaple out theres that
haven't gotten as ftar as SOve oT the
others, keep an trying il
The riddile of the month had we a3 bt

worried but I think I may have the
answer, It was sent in by 13 vear aolg
Paul Mannion from Casula in M.S5.W ang it
goces fike this......

L

Brothers 3 Si1sters fave I nane but
thi1s mans father 15 my fathers SCn.
Could 1t & IMSELF L I am  wrong
could you pleaze write ta me and make mw
feel dejected and beaten ar 14 I'wm righ
then write me another so I daon't think I
am better than everyone! !

by

m
m T
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Well that's all from ADVENTURE MANTA
=1g9ned Warped in The Head
(Graham!
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Diskies

This month wa have ouy EBasic/Machine caode
pPro to zave and load graphics from thg
dizk to screan 2. The2 wmachina cads 15 in
Tines 220 to 240. Malke sure that there are
no typing 2rrors  as this may causze the
procram to self-destruct!!
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Machine Code

This month wea Tizt 3il a7 the Z-814
TNTtyuciiaon set, month W Wil =tart
ds1ng these instructions ] wriits sample
Frosvams and to what and fow the
instructiaons Al vour Segs worl, Eelow 1=
3 iizting i the regizster sat, Ths Lo
Commands are u=zed to Toad thesze registars
wWith the reguired dats.

MAIN REG SET ALTERNATE REG

r A’

(?CCU.‘.“JLATOR FLAGS ACCUMULATOR FLAGS
A F F’

INTERRUPT MEMORY
VECTOR REFRESH
| R

INDEX REGISTER IX
SPECIAL

= PURPCOSE
INDEX REGISTER 1Y REGISTERS

STACK POINTER SP

PROGRAM COUNTER PC

-
SN
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OBJECT CODE

12

13

14

15
1629
17
182E
19

1a

18

1¢

1D
1E20
1F
2028
218405
228405
23

Numeric List of Z-80 Instructions

Numeric List of 2z-8@¢ Instructions

SOURCE
STATEMENT OBJECT CODE
NOP 328495
LD BC, NN 33
LD (BC) ,A 34
INC 8C 35
INC B 3629
DEC B 37
LD B,N 382E
RLCA 39
EX AF,AF' 3A8485
ADD HL,BC 3B
LD A, (BC) 3C
DEC BC 3D
INC C 3E20
DEC C 3F
LD C,N 40
RRCA 41
DJNZ DIS 42
LD DE, NN 43
LD (DE) , & 44
InC >E 45
INC D 46
DEC D 47
LD D,N 48
RLA 49
JR DIS 4A
ADD HL,DE 48
LD A, (DE) 4C
DEC DE 4D
INC E 4E
DEC E 4F
LD E,N 50
RRA 51
JR NZ,DIS 52
LD HL, NN 53
LD (NN) ,HL S4
INC HL 55
INC H 56
DEC H 57
LD H,N 58
DAA 59
JR Z,DIS 5a
ADD HL,HL 58
LD HL, (NN) 5C
DEC HL 5D
INC L SE
DEC L 5F
LD L,N 60
ceL 61
JR HC, DIS 62

SOURCE
STATEM
LD

INC
INC
DEC

LD

SCF

JR

ADD

LD

DEC
INC
DEC
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Numeric

SQOURCE

List of

Z-80 Instructions

03JZCT CODE OBJECT CODE
64 36
65 97
66 98
67 99
65 9A
6° 9B
63 9C
63 9D
6C SE
6D 9F
62 AJ
67 Al
70 A2
7l A3
72 Ad
73 A5
74 Ab
75 ) A7
76 HALT A8
77 LD (HL) ,A A9
78 LD A,B AA
75 LD A,C A8
75 LD A,D AC
78 LD A,E Al
7C LD A,H AE
7D LD A, L AF
7z L= A, (HL) B3
7F LS AA 81
8¢ ACD A,B B2
81 ADD A,C B3
82 ADD A,D B4
83 ADD A,E BS
84 ADD A,H B6
85 ADD A,L B7
gs ADD A, (HL) B8
87 ALCD A, A B9
88 ADC A,B 8A
] A a,c B3
8A D B8C
88 E BD
8¢ H BE
85 BF
3z Cd
8+ Cl
9y C28495
31 C38405
92 C48495
93 Ci5
9¢ C629
95 Cc7

b
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OBJECT CODE

Numeric List of

SOURCE
STATEMENT
RET Z
RET

Jp Z,NN
see below
CALL  Z,nN

CALL NN
ADC A,N
RST 8

RET NC
pop DE

Jp NC,NN

ouT (N) ,A
CALL NC, NN
PusH gE

N

sSus
RST 194
IET C

EXX

jp C,NN
IN A, (N)

CALL C,nn
see below

SEC AN
RST 184
RET PO
pPO? HL
Jp PO, NN
EX (SP) ,HL
CALL N
PUSH

AND N
RST 204
RET E
Jp

Jp

EX

CALL N D
Ssee below
XO0R N
RST 28H
RET P
pPOP AF
JP P,NN

Z-89 Instructions

OBJECT CODE
FAB4PS
FB
FC8405
FDnnnnnn
FE29
FF
C399
C301
cBg2
CB@3
CBg4
C385
CBO6
CB@97
C803
€339
CB3A
Cs38
CsgC
CB42D
CB3:=
c33+7
€319
CB11
C312
CB13
CB814
CB15
C815
C817
CB18
819
C31A
€813
CB1C
CB81D

C31g

SCURCE

CALL H™,NN
See below
N
381
3
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ftumeric List of Z-8¢ Instructions

SOURCE SOURCE
OBJECT CODE STATEMENT 08JECT CODE STATEMENT
CB2C SRA _H CB66 BIT 4, (4L)
CB2D SRA L CB67 BIT  4,A
CB2E SRA  (HL) CB68 BIT 5,B
C82F SRA A CB69 BIT 5,C
cB38 SRL B CB6A BIT 5,D
c839 SRL C CB6B BIT 5,E
CB3A SRL D CB6C BIT 5,H
c838B SRL E CB6D BIT 5,L
cB3cC SRL H CB6E BIT 5, (HL)
CB3D SRL L CB6F BIT . 5,A
CB3E SRL  (HL) CB70 BIT 6,B
CB3F SRL A cB71 BIT 6,C
CB4Y BIT 0,8 cB72 BIT 6,D
cB41 BIT 4,C CB73 BIT 6,E
c342 BIT 0,D CB74 BIT 6,H
CcB43 BIT 0,E CB75 BIT 6,L
cB44 BIT 0,H cB76 BIT 6, (HL)
cB45 BIT 0,L c877 BIT 6,A
CB46 BIT 9, (HL) CB78 BIT 7,8
cB47 BIT  9,A cB79 BIT 7,C
cB48 BIT 1,8 CB7A BIT 7,D
cB49 BIT 1,C cB78 BIT 7,E
CB4A 8IT 1,D cB7C BIT 7,H
cB48 BIT 1,E CB7D BIT 7,L
cBac BIT 1,H CB7E BIT  7,(HL)
CB4D BIT 1,L - CB7F BIT 7,A
CB4E BIT 1, (HL) CB89 RES 0,8
C84F BIT 1,A cB81 RES 0,C
cB59 8IT 2,8 cB82 RES  ¢,D
CBS1 BIT 2,C cB83 RES 0,E
cB52 BIT 2,D cB84 RES  0,H
c853 BIT 2,E CB8S RES 0,L
f CB54 BIT 2,4 cB86 RES @, (4L)
c855 BIT 2,L cB87 RES  0,A
cB56 BIT 2, (HL) cB88 RES 1,B
cB57 BIT  2,A CB89 RES 1,C
C358 BIT 3,8 cB8A RES  1,D
c859 BIT  3,C cB8y RES 1,E
CB5a BIT  3,D cB8C RES  1,H
CB53 BIT  3,E CB8D RES  1,L.
CB5C BIT 3, CBSE RES  1,(HL)
C85D BIT 3,L CB8F RES  1,A
8BS BIT 3, (HL) CB9@ RES  2,B
CBs5F BIT 3,A CB91 RES 2,C
86y BIT 4,8 CcB92 RES  2,D
i CB6l 31T 4,C CB93 RES 2,E
C862 BIT  4,D cBY4 RES  2,H
CB63 BIT  4,E C895 RES  2,L
C864 BIT 4,4 CB96 RES 2, (HL)
865 BIT  4,L CB97 RES  2,A

i8




OBJECT CODE

CB98

\ 899
CB9A

c89B

c89C

CB9D

CBYE

C89F

CBAQ

CcBAl

CBA2

CBA3

CBA4

CBAS

CBAG

CB8A7

CBAB

| CBA9
CBAA

CBAB

; CBAC
‘ CB8AD
| CBAE
CBAF

CBBY

CceBl

CcB8B2

C883

caB4

CBBS

CB86

cBs7

CBBS

CB89

cBBa

CcBBB

CBBC

CBBD

CBBE

CBBF

CcBCo

CcBCl

CBC2

\ CBC3
! CBC4
1 CBCS
| CBC6
| CBC?
| CBC8
1 CBCY

SOURCE

STATEMENT

RES
RES
RES
RES
RES
RES
RES
RES
RES
RES
RES
RES
RES
RES
RES
RE

RES
RES
RES
RES
RES
RES
RES
RES
RES
RES
RES
RES
RES

RES

RES

SET
SET
SET
SET
SET
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Numeric List of Z-80 Instructions

OBJECT CODE

CBCA
CBCB
CBCC
CBCD
CBCE
CBCF
CBDY
CBD1
CBD2
CBD3
CBD4
CBD5
CBD6
CBD7
CBD8
CBD9
CBDA
CBDB
CBDC
CBDD
CBDE
CBDF
CBE®
CBE1
CBE2
CBE3
CBE4
CBES
CBEG6
CBE7
CBES8
CBE9
CBEA
CBEB
CBEC
CBED
CBEE
CBEF
CBFp
CBF1
CBF2
CBF3
CBF4
CBF5S
CBF6
CBF7
CBF8
C5F9
CBFA
CBFB

SOURCE
STATEMENT
SET 1,D
SET 1
SET 1
SET 1
SET 1
SET 1
SET 2
SET 2
SET 2
SET 2
SET 2
2
2
2
b
3
3
3
3

MmO OW» ~rxTm

SET
SET
SET '
SET '
SET '
SET ’
SET .
SET '
SET 3,
3,

.

’
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CITmoOOW»~rrox

SET
SET 3
SET 4
SET 4
SET 4
SET 4
SET 4
SET 4
SET 4
4
5
9
5
5
5

CITEHOO0 WY~

SET
SET
SET
SET
SET
SET
SET
SET

SET

SET
SET
SET
SET

SET
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tiumeric List of

SOURCE
OBJECT CODE  STATEMENT
CBFC SET 7.4
CBFD SET 7,L
CBFE SET 7, (HL)
CBFF ET  7,A
DDOY ADD  IX,BC
DD1S ADD  IX,DE
DD218495 LD IX,NN
DD223465 LD (NN) , IX
DD23 INC IX
DD29 ADD  IX,IX
DD2A8485 LD IX, (NN)
DD28 DEC IX
DD34gs INC (IX+IND)
DD3505 DEC (IX+IND)
DD268529 LD (IX+IND) ,N
DD39 ADD  IX,SP
DD4605 LD B7(-IX+IND
DD4EYS LD C, (IX+IND)
DD5605 LD D, (IX+IND)
DD5EY LD £, (IX+IND)
DDE6YS LD H, (IX+IND
DD6EYS LD L, (IX+IND)
DBTBYS LD (IX+IND),B
DD71¢5 LD (IX+IND),C
DD7285 LD (IX+IND) ,D
DDT3YS LD (IX+IND) ,E
DD74835 Ld (IX+IND) ,H
DD75085 LD (IX+IND),L
DD7765 LD (IX+IND} A
DUDTEEGS LD A, (IX+IND)
DD86ES ADD A, (IX+IND)
DD8EGS ADC A, (IX+IND)
DD969S suB (IX+IND)
DDYEGS SBC A, (IX+IND)
DDA635 AND (IX+IND)
DDAEZS XOR (IX+IND)
DDBGE OR (IX+IND)
DDBEGS cp (IX+IND)
DDEL pOP IX
DDE3 EX (SP) ,IX
DDES PUSH IX
DDEY Jp (IX)
DDF9 LD SP,IX
DDCBOS06 RLC (IX+IND)
DDCBGSEE RRC (IX+IND)
DDCBO516 RL (IX+IND)
DDCBESIE RR (IX+IND)
DDCBES26 SLA (IX+IND)
DDCEOS2E SRA (IX+IND)
DDCBES3E SRL (IX+IND)

20

¢ Instructions

OB8JECT CODE

SOURCE
STATEMENT

DDCB0546
DDCBOS4E
DDCBBS56
DDCB@SSE
DDCBBS66
DDCBES6E
DDCEO576
DDCB@57E
DDCB@586
DDCB@58E
DDCBB596
DDCBBS9E
DDCBO5AG
DDCB@SAE
DDCBO5E86
DDCBBSBE
DDCBB5Cs
DDCB@5CE
DDCB35D6
DDCB@SDE
DDCBOSEG
DDCB@SEE
DDCBASFG
DDCBESFE
ED4G
ED41
ED42
ED438405
ED44
ED45S
ED46
ED47
ED48
ED49
ED4A
ED4B8405
ED4D
ED4F
ED50
EDS1
ED52
EDS538405
EDS6
ED57
£D58
EDS9
EDSA
EDSB8405
EDSE
EDSF

BIT 6, (IX+IND)
BIT 1, (IX+IND)
BIT 2, (IX+IND)
BIT 3, (IX+IND)
BIT 4, (IX+IND)
BIT 5, (IX+IND)
BIT 6, (IX+IND)
BIT 7, (IX+IND)
RES 0, (IX+IND)
RES 1, (IX+IND)
RES 2, (IX+IND)
RES 3, (IX+IND)
RES 4, (IX+IND)
RES 5, (IX+IND)
RES 6, (IX+IND)
RES 7, (IX+IND)
SET 8, (IX+IND)
SET 1, (IX+IND)
SET 2, (IX+IND)
SET 3, (IX+IND)
SET 4, (IX+IND)
SET S, (IX+IND)
SET 6, (IX+IND)
SET 7, (IX+IND)
IN 8,(C)

ouT (C) .2

SBC HL,BC

LD (NN) ,BC
NEG

RETN

In <]

LD I,A

IN C,(C)

ouT (c).,C
ADC HL,BC

LD BC, (NX)
RETI

LD R, A

IN D, (C)

ouT (C),b
SBC HL,DE

LD (NN) ,DE
M 1

LD A, I

IN E, (C)
ouT (C) . E
ADC HL,DE
LD DE, (NK)
M 2

LD A, R




TECHNOLOGICAL
BREAK-THROUGH . !
THE TALKING ARCADE ’
ACTION GAME!

VORTEX BLASTER ‘

o

rantasTic crahics ¢ ON LY $24-50
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THE ULTIMATE
SEGA PROGRAMS BOOK

~ BY G.GASKELL & T.BERNARD

. Arcade style
. Music

Strategy

. Learn how to write your
. own adventure!

Machine Code Routines
including;

. Screen Scrolling

isweo av 1,19, $9.95
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T.T.S. Title Software as Tollows; TAFE
Vortex Blaster (Talker Arcade Action).$24.50
Vermin Invaders (Arcade Action)....... $19.95
Demon Gobbler {(Arcade Action)......... $19.95
Transylvania Castle of Horror (%)..... £19.95
Time Capsule ()., nnennnnnn... $19.95
Underworld of Kragon (#).............. $19.95
Fingdom (Strategy). ..., .. $14.50
Trade Winds (Strategy)..v..eeeennnn... $12.50
Gone Fishing (Strategy).......ouuuu.... $12.50
Castaway (Graphic Adventure).......... £19.95
Castle of Fear (Graphic Adventure)....$19.95
The Orb of Fower (Graphic Adventure)..$19.95
Machine Code Monitor (Utility)........ $20.00
Books For Your SEGA

——————————————————— Price

Great Progams (voll #l)oei i e....$9,95
The Ultimate Programs Boolk {volil.,...$9.95
The T.T.S. SEGA Magazine ............ .$4,00

#= Text Adventure

I enclose: I TOTAL
Chegque or Money Order
or Oebi1t wmy Bankcard or Master Card

...................... v e. o 2¥p,date. ..

N/A
N/A
M/A
£26.50
$26.50
$26.50
$21.00
N/A
N/A
$26.50
$26.50
$26.50
N/A

I------- I
I------- I
I------- I
I------- I
I------- I
I------- I
I------- I
I $2.00 1
I I
7




OBJECT CODE
ED60
ED61
ED&2
ED67
ED68
ED69Y
ED6A
ED6F
ED72
ED738405
ED78
ED79
ED7A
ED78B84yY5
EDAJ
EDAL
EDA2
EDA3
EDAS8
EDA9
EDAA
EDAB
EDBg
EDB1
EDS2
EDB3
ED38
EDB9
EDBA
ED3B
FDB9
FD19
FD218405
FD228405
FD23
FD29
FD2A84g5
FD28
FD3485
FD35¢5
FD3605290
FD39
FD4605
FD4EQS
FD5605
FDSEES
FD660S
FD6EQGS
FD7065
FD7105
Fb7205

Humeric List of gz-gg Instructio

SOURCE
STATEMENT

IN H, (C)

ouT (C) ,H

SBC HL,HL

RRD

IN L,(C)

our (C),L

ADC HL,HL

RLD

S8C HL,Sp

LD (NN) ,Sp
IN A, (C)

our (C) ,A

ADC HL,Sp

LD SP, (NN)
LDI

CPI

INI

ourt

LDD

CPD

IND

OUTD

LDIR

CPIR

INIR

OTIR

LDDR

CPDR

INDR

OTDR

ADD IY,BC

ADD Iy,DE

LD IY,NN

LD (NN) ;1Y
INC Iy

ADD IY,IY

LD IY, (NN)
DeC IY

Inc (IY+IND)
DEC (IY+IND)
LD (IY+IND) ,N
ADD IY,sp

LD B, (IY+IND)
LD C, (IY+IND)
LD D, (IY+IND)
Lo E, (IY+IND)
LD H, (IY+IND)
L L,(IY+IND)
LD (IY+IND) ,B
LD (IY+IND) ,C
LD (IY+IND) ,D

OBJECT CODE
FD7305
FD7485
FD7505
FD7785
FD7EZS
FD868S
FDBEGS
FD9665
FDYEGS
FDA6GS
FDAE@S
FDB68S
FDBEBS
FDE1
FDE3
FDES
FDE9
FDF9
FDCBB506
FDCBBSHE
FDCBBS516
FDCB@51E
FDCBB526
FDCBO52E
FDCBE53E
FDCBO546
FDCBES4E
FDCBO556
FDCB@55E
FDCBE566
FDCBOS56E
FDCBG576
FDCBES7E
FDC30586
FDCBOSSE
FDCBG596
FDCBBS9E
FDCBB5A6
FDCBBSAE
FDCBB586
FDCB@5BE
FDCBO5CE
FDCBO5CE
FDCBES5DG
FDCBOSDE
FDCB@SEG
FDCBOSEE
FDCBOSFG
FDCBOSFE

SET

nNuunmnn
Mmmmmmm
EEE ]

ENT
IY+IND),=E
(IY+IND) ,z
(IY+IND),L
(IY+IND) ,a
A, (IY+IND;
A, (IY+IND)
A, (IY+IND)
(IY+IND)
A, (IY+IND)
(IY+IND)
(IY+IND)
(IY+IND)
(IY+IND)
Iy

(sp),1y

LY,

(Iy)

SP, 1Y
(IY+IND)
(IY+IND)
(IY+IND)
(IV+IND)

(IY+IND}
(IY+IND)
(IY+IND)
(IY+IND)
(IY+IND)
2, (IY+IND!
5, (IY+IND)
6, (IY+IND)
7. (IY+IND])
3, (IY+IND)
L, (IY+IND)
2, (LY+IND)
3, (IY+IND)
&, (IY+IND)
(IY+IND)
(IY+IND)
(IY+IND)

SOV WU s L) g

[N

r

SR

N
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Gobbler

10 CLS:PAfTERNC#zsa{“3G§OCCB454304QCC"

20 COLOR1,3:A=15443:CURSOR1,0:PRINT"SCORE"

30 CURSORI13,0:PRINT"HI-SCORE" ;HS

40 CURSOR29,0:PRINT"GOBBLER"

S0 FORZ=1T0O21:CURSORO,Z

60 PRINT"-...................................lﬁ
70 NEXT

80 FORZ=0T0O36:CURSORZ, 1

30 PRINT"®":CURSORZ,21:PRINT"®":NEXT:GOTO]30
100 5$="@":IFRND(1)*2>1THENB$=" "

110 CURSORRND(1)235+1,RND(1)%19+2

120 PRINTBS:AS=INKEYS:IFAs="" THEN 100
130 _=(A$:CHPS(29))—(A$=CHR$(28))+((A$=CHR$(SD)}
-(AZ=CHR3(31)))%40

160 IFI=Z36THENFCRZ=1TO100:8EEP]
170 EEEPD:NEXT:CLS:PRINT"SCO}Q“;S:GOTOT9O

180 A=A+L:VPDKEA-L;32:VPOKEA;ZS3:GOTD]OO

200 CURSORS,21:PRINT"PRESS (SPACE TO CONT>"
210 IFINKEYS=""THEN210
220 IFINEEYz=" "THENBEEP:GOTO10

230 FDRI:DTDSO:BEEPIZBEEPO:NEXTI:GOTOZ1O

240 IFI=32THEN180
250 BZEP)!BEEPD:S=3+1:CURSOR7,0:PRINTS:GOTO130




Ice Planet

REM #¥%x DEMO The Ice Planet x%x

REM START IN ROOM ONE

3 R=1

RESTORE

FOR I=1 TO R

6 READ N$,D$,R$

NEXT

3 PRINT

3 PRINT N$

0 PRINT

1 PRINT D

i

2 PRINT

3 Os=""

4 PRINT "Enter Direction CNyEyS W™
5 INPUT Asg

5 IF A3="N" THEN O02=MID$(R3$,1,2)

7 IF A$="E" THEN O0z=MID$(R$,3,2)

8 IF A$="35" THEN O2=MID$(R$,5,2)

9 IF A$="W" THEN 0%=MID$(R%$,7,2)

0O IF O%="" THEN 12

2 PRINT "Can't go that way from here" 29




23 GOTO 12
24 R=VAL(03)
25 GOTO 4

26 DATA TRANSPORTER ROOM,You are in orbit around an ice
covered planet,--02----

27 DATA PLANET SURFACE,You are on an icy plain with a b
lizzard blowing,--030401

28 DATA FROZEN LAKE,You are by the edge of a frozen lak
e.A sign says THIN ICE,--04--02

29 DATA CAVE ENTRANCE, The cave is dark and forboding,02
0506--

30 DATA INSIDE CAVE,;There is a little light from the en
trance,----0604 ‘

31 DATA BACKE OF CAVE,You are at the rear of the cave, 05
07--

32 DATA TOFP OF ICE MOUNTAIN,You are on the peal of an 1
Cy mountain,--01--06

33 DATA TOILET BOWL,You have fallen into a giant toilet
y-=-01--07

30



Moving Things

10°
20
30
40
50
60
70
80
90
100

110

130
140

150

REM %x% DEMO 2: MOVING THINGS *%#

REM

DIM Ns$(10),N(10),0%(10)

RESTORE

B=6

690

FOR I=0 TO E

READ N$(I),NC(I)

NEXT

D$(0)="45 a":D$(1)="14sg some":D$(2)="are some"

E$(O)=“A":E$(])=“Some“:E$(2)=“Some”

REM

REM #%x

R=1

initialisation complete

GOSUB 530: REM DESCRIBE ROOM

PRINT *

INPUT A

IF Ag="

Move,

E3

" THEN

Get, Drop or

150

AS=LEFT$(A%,1)

A=ASC(A

%)

A$=CHR3 (A AND 95)

IF A

"MTOTH

EN 260

PRINT "Which Room Number"

INPUT R

IF RO

OR R >

10 THEN

220

Inventory"

31




2350 GOTO 140

260 IF A$<}“G" THEN 340

270 PRINT "Enter Object Name®

280 INPUT As

230 GOSUB S520:REM SEE IF OBJECT EXISTS

300 IF I=399 THEN PRINT "I can't see on2 of those!":G070
140

310 IF N(I)COR THEN PRINT "I can't see that heré!":GOTD
140

320 N(I)==1

330 PRINT "OK":GOTO 140

340 IF A$(>"D" THEN 420

350 PRINT "Enter Object Namsz"
360 INPUT A3

370 ©OSUB S20:REM.SEE IF OBJECT EXISTS

380 IF I=93 THEN PRINT "I don't know that object!":G0T0
140
350 IF N(I)C(Y-1 THEN PRINT "You are not carrying thati"

:GOTé 140

400 MN{I)=R

410 GOTO 320

420 IF ASKO "I THEN 140

430 PRINT "You are carrying "

440 C=0:REM C used to count objects
450 FOR 1I=0 TO B

960 IF N(I)<>-1 THEN 500

470 C=C+)

32



480

490

S00

S10

520

530

540

950

S60

580

590

600

610

620

630

640

650

660

670

630

6390

A=VAL(LEFTS(N$(I);]))

PRINT Es(A) ;" ";MID$(NS(I),2,99)
NEXT
IF C=0 THEN PRINT "Nothing”

GOTO 140

I=0

IF LEFTS(A$,4)=MID$(N$(I),2,4) THEN RETURN
I=1+]

IF I<=8 THEN 540

I=99

RETURN

PRINT

PRINT "You are in room" ;R

PRINT

FOR I=0 TO B8

IF N(IY(OR THEN 660

A=VAL(LEFTS(NS(I),1))

PRINT "There ";Ds(A);" "IMID2(NS(I),2,99);" here"
NEXT

PRINT

RETURN

DATA ”OKNIFE”,Z,“OGUN”,],“]GOLD”|5,“ZSILVER BARS",

a"]FOOD",B,"OBOTTLE",7,"OLAMP”,S

a
0

33




Boga 11

70

75

30

85

30

95

100

FRINT TAB(16);"BOGA II"

PRINT

PRINT "DO YOU WANT INSTRUCTIONS";

INPUT Qs

PRINT :PRINT

[F LEFTS(Q$,1)¢>"Y" THEN 220

PRINT " THE BOGA IS HIDING ON A GRID (you"
PRINT “SPECIFY THE LENGTH AND WIDTH).TRY TO"
PRINT "GUESS HIS POSITION USING THE HINTS 1"
PRINT " GIVE YOU.EACH GUESS IS TwO NUMBERS "
PRINT "SEPERATED BY A COMMA.PLEASE KEEP IN . ®
PRINT "MIND THAT THE BOGA IS ALSO SEARCHING"
PRINT * FOR YoOu!"

PRINT :PRINT

PRINT "HOW BIG SHOULD THE GRID BE(20 UNITS MAXIMUM)

INPUT G
IF G>20 THEN PRINT :GOTO 260
IF GC1 THEN PRINT :GOTO 260

[ o4

S=G

REM PRINTING GRID




w

346

348

350

w
e]
o

400

PRINT "WOULD YOU LIKE A SAMPLE GRID":
INPUT Z%

IF LEFT$(Z$,1)="N" THEN 380
PRINT

Ag=rn

IF GC10 THEN 332

FOR X=10 TO &
X1=INT(X/10)
AS=AS+CHRS (X1+48)4+"
NEXT X

PRINT TAB(25);As
Ag=nn

FOR X=0 TO G
X1=X-INT(X/10)%10
AS=AS+CHRS (X1+48)+" *
NEXT X

PRINT TAB(5);As

Ag=nu

FOR X=0 70 G

AS=AT+"x o

NEXT X

FOR X=0 TO G

PRINT X;TAB(S5);As
NEXT. X

PRINT

H=1

INPUT “CHOOSE YOUR POSITIGN "I X1,Y1

5




411 IF X1>G THEN PRINT :GOTO 400
413 IF X1<0 THEN PRINT :GOTO 400
415 IF Y1>G THEN PRINT :GOTO 400
417 IF Y140 THEN PRINT :GOTO 400
420 PRINT "THE BOGA PICKS HIS POSITION!™
440 X2=INT(RND(1)%G)

450 YZ=INT(RND(1)%G)

460 PRINT "GUESS # "k

470 INPUT X3,Y3

471 IF X3>G THEN PRINT :GOTO 460
473 IF X3¢0 THEN PRINT :GOTO 460
475 IF Y3>G THEN PRINT :GOTO 460
477 IF Y30 THEN PRINT :GOTO 460
480 K=K+]

490 F=F+1

S00 IF K=10 THEN 1040

210 IF ABS(X2-X2)+ABS(Y3-Y2)=0 THEN 1010
920 PRINT "YOU GUESSED "{X3;",";y3
530 PRINT

540 PRINT "HE'S MORE TO THE ";

550 IF X2=X3 THEN 620

S60 IF X2>X3 THEN 600

570 PRINT “NORTH":

S30 GOTO 620

600 PRINT “SQUTH":

620 IF Y2=Y3 THEN 700

630 IF Y23>Y3 THEN 670

E40 PRINT "WEST";




670

690

700

710

720

730

740

750

760

770

GOTO 700
PRINT "EAST";

REM BOGA'S EBRAIN!

PRINT “*:IF H=0 THEN 730
X4=INT(.5%S)
Y4=INT(.5%S)

PRINT "THE BOGA GUESSES "jX4;","iv4
U=U+1

PRINT "
Q=ABS(Y1-Y4)+ABS(X1-X4)
IF Q=0 THEN 980

H=0

IF Y4=Y1 THEN 880

A=

IF ABS(Y4-Y1)<2 THEN 830
GOSUB 1140

IF Y4CY1 THEN 880
Y4=INT(ABS(Y4-A))

GOTO 880
Y4=INT(ABS(Y4+A))

IF Y4>G THEN 1110

IF X4=X1 THEN 370

A=

IF ABS(X4-X1)C(2 THEN 920
GOSUB 1140

IF X4<X1 THEN 950
X4=INT(ABS(X4-A))

70 2”1’

GOTO

[¥e]




950 X4=INT(ABS(X4+A))
960 IF X4>G THEN 1130
970 GOTO 460

380 PRINT "THE BOGA GUESSED YOUR POSITION IN ";U;" GUES
SES!"

390 PRINT
1000 GOTO 10S0

1010 PRINT "YOU GUESSED THE BOGA'S POSITION IN ";F;" GU
ESSES!™

1020 PRINT

1030 GOTO 10S0

1040 PRINT "YOU USED UF ALL OF YOUR GUESSES.™
1050 PRINT “THE BOGA WAS AT "IX23", "2

1060 PRINT

1070 PRINT "DO YOU WANT ANOTHER GAME (Y/N)";
1075 INPUT Qs

1080 IF LEFTsS(Q$,1)="y" THEN 220

1100 GOTO 1160

1110 Y4=,5%G

1120 GOTO sggo

1150 RETURN

1160 PRINT "END":GOTO 1160

38



Chase

S COLOR1,11

10

20

40

42

43

44

S0

60

70

g0

82

30

PRINT TAB(16);"CHASE"

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

PRINT

DIM A

REM

"YOU ARE WITHIN THE WALLS OF A HIGH "

"VOLTAGE MAZE.THERE ARE FIVE SECURITY"

"ROBOTS TRYING TO DESTROY YQU.YOU ARE"

"(%>,THE INTERCEPTORS ARE{(®>.THE AREAS
"MARKED{(®@> ARE HIGH VOLTAGE.YQUR ONLY"
"CHANCE FOR SURVIVAL IS TO MANEOUVER "

"EACH ROBOT INTO A <@y ."

! MOVES ARE: 7.8.9"
PRINT & 4,5 6"

(PRINT 1.2.3"

"10:NO MOVE FOR THE REST OF THE GAME,"
"-1:GAVE UP,SITUATION HOPELESS."

"0:PANIC BUTTON."

" n

(10,20),A1(104,20)yNC12),L{S)yM(5),L1(5) ,M1(5)

FOR B=1 TO 10 39




220 FOR C=1 TO 20

230 X=INT(10*RND(1))

240 IF X=5 THEN 270
250 A(B,C)=ASC(" *)

260 GOTO 280

270 A(B,C)=ASC("E@")

280 NEXT C

290 NEXT B

300 FOR D=1 TO 10

310 A(D,1)=ASC("E"):A(D,20)=ASC("i&")

320 NEXT D

330 FOR F=1 TO 20

340 A(1,F)=ASC("#"):A(10,F)=ASC("E") |
350 NEXT F

360G GOTO 410

370 H=INT(2+8%RND(1))

|
380 I=INT(2+18%RND(1))

390 IF A(H,I){(>ASC(" ") THEN 370
400 RETURN
410 GOSuB 370

420 A(H,1)=ASC("%$")

440 FOR N9=1 TO 5
450 GOsuB 370
460 A(H, I)=ASC('"®y")

470 L(NS)=H:M(N9)=1

0



480

490

NEXT N4

FOR B1=1 TO 10:FOR E2=1 TO Z20:A1(B1,B2)=A(B1,B2) :nE

XT BZ:INEXT B1

Soa

570

380

590

600

730

740

FOR B1=1 TO S:L1(E1)I=L(B1):MI(BT1)=M(B1):INEXT Bl
J1=J1K1=K

Y9=0

FOR D2=1 TO 10

FOR B2=1 TO 20
N$=CHR$(A(DZ,B2))
PRINT Ng%;

NEXT B2

PRINT

NEXT D2

IF Y9<{>10 THEN 640
PRINT

GOTO 890

INPUT YS

CONSOLE 11,12,1,0:CLS
J2=J:K2=K

IF Y9=0 THEN 860

IF Y9<0 THEN 1230

IF Y3=10 THEN 1070

ON YS GOTO 820,800,780,840,890,760,700,720,740
J=J-1:1K=K-1

GOTO 890

J=J-1

GOTO 899

J=J-1:K=E+] 1 ][




o

N

coo

GOTO 890
Fo=k o+

GOTO 890
J=J+1 1E=K+]
GOTO 830
J=J+1

GOTO 890
J=J+1 K=K
GOTO 890
{=K-1

GOTO &90
PRINT "BEAM ME UP,SCOTTY!"

J=INT(2+8#RND(1 )

IF A(J,E)=ASC("E") THEN 1260
ACJZ K2)=ASC(" ™)
ACJ,E)=ASC( S )

GOTO 1070

REM INTERCEPTOR MOVEMENT

IF AUX,Y)=ASC("E") THEN 1040

B
ra

=X1Y2=Y
X=3GN(J-X):Y=5SGN(K-Y)
K=X+X21Y=Y+Y2

IF A(X,Y)=ASC("$") THEN 10S0

[F A(X,Y)=ASC(" ") THEN 1020
AlXZ,yY2)=ASCC" ")

42 1010 RETURHN



1020

1030

1040

1050

1060

1070

1080

1090

1100

1110

1120

1130

1140

1150

1160

1170

1180

1190

1200

ACX,Y)=ASC("R")
A(XZ,Y2)=ASC(" ")

RETURN

G9=99

RETURN

FOR N9=1 TO S
X=LAN9):1Y=M(N3)

G9=0

GOSUB 940

IF G9<>0 THEN 1240
LING)=X:M(N9)=Y

NEXT N9

FOR N9=1 TO 5

IF ACL(NI) M(N9))ICIASC(" ")
ACL(NS) M(NS) ) =ASC("dy")
NEXT N9

FOR N9=1 TO S

IF ACL(N9) ,M(N3))<>ASC("E")

NEXT N9

CLS:PRINT "YOU HAVE DESTROYED ALL 5

PRINT "ROBOTS-THE GAME IS YCOURS."

GOTO 1290

CLS:PRINT "GIVE UP,EH?"

CLS:PRINT "YOU HAVE BEEN DESTROYED BY THE ROBOTS."

GOTO 1250

1170

INTERCEPTOR"

43




CLS!PRINT "HIGH VOLTAGE! Pttt
PRINT "##%xx ZAP %%x%x YOU'RE DEAD!"
PRINT "ANOTHER GAME (Y/N)";

INPUT NSg

IF NI3{O>"Y" THEN 1400

PRINT "SAME SET UP (Y/N)";

IF N33 <{>"Y" THEN 190

TO 10:FOR B2=1 TO 20:A(B1,B2)=A1(B1,B2):N

FOR B1=1 TO SIL(BI)=L1(B1):M(B1)=M1(B1):NEXT B]

44









