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Introduction

Welcome to the Universe of THE
TIMELOST! In this new and exciting series,
you'll follow the adventures of John Moore, a
teenage computer whiz; his little sister, Erin;
and their mysterious friend from the future. Join
them as they battle against the evil Wizard, a
Warlord of the Universe.

These books combine a story with
programs that you can enter and run on a
standard Texas Instruments 99/4A computer
with 16K bytes of memory. You follow the story
and then get into the action with the game
programs. All of the games were written
especially to follow the adventures in the book.

These game programs are designed to be
fun and educational. If you don’t know how to
program, you'll enjoy playing the games and
may wish to learn about programming. If you do
know how to program, or are learning how, the
detailed explanations will show you how the
games work and how you can change them
and improve them.

The games in this book are designed to
illustrate action and cover many different



sound, color, and animation effects you can
achieve with your computer. We know they’ll be
fun!

So, enter the fun world of computer games
and the mysterious worlds of THE TIMELOST....

NOTE: In the game programs, a triangle
means a space. Also the numbers in
parentheses in the program explanations
represent the line numbers on which the related
program segment is entered.



Note to the Reader

Timelost is designed so that it can be used
in different ways. The cartoons can be read
straight through as an episodic adventure story.
Or, if you wish, you can choose the games that
appeal to you the most, key the programs into
your computer, and just play those games. Each
game is self-contained. You don’t have to read
the cartoon section to understand how to play
the game.

You may get the most enjoyment, however,
by reading one episode and then playing the
corresponding game at the back of the book. If
you want to use the book this way, look for the
“Play the game here” notation in the bottom
right-hand corner of certain pages. At that
point, simply refer to the Contents at the
beginning of the book to find the page on which
the appropriate game begins. '

All game program listings have been
thoroughly tested by the programmer(s) and
work properly if typed correctly. If a problem
occurs in playing any of the games, check
sarefully your entry of the listing.



TIMELOST GAME CASSETTES!

For instant enjoyment of the Timelost game programs, order the
Timelost cassette tapes for your computer. Each tape contains the
programs exactly as they are found in the book. Play the computer
games with all your favorite Timelost characters—without having to
enter the programs yourself!

Please send me the following Timelost cassette(s):
Description How Many?
Timelost cassette, VIC-20 format
Timelost cassette, TI-99/4A format
Timelost cassette, Atari format

cassettes x $19.95 each = $
Shipping & Handling ($2.00 peritem) =
TOTAL =8¢
Method of Payment:

Check—___MasterCard VISA Am. Exp
Credit Card Number:
Expiration Date:

Cardholder Name:
Ship To:
Address:
City: State: Zip:

Tear out and mail to:
Timelost Game Cassette
Que Corporation
7960 Castleway Drive
Indianapolis, IN 46250
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THE MYSTERY OF STONEHENGE

STANDING STRONG AND SILENT,
TOWERING OVER THE GRASSY PLAINS
LISBURY, ENGLAND -- THE
MYSTERIOUS STONE CIRCLES OF
STONEHENGE /

(o]
m
o
»

FOR IT IS HERE THAT THE PRESENT
AND THE FUTURE SHALL MEET AND THE
UNSUSPECTING SHALL BECOME...

LADIES AND GENTLEMEN OF THE
INTERNATIONAL COMPUTER CONFERENCE:
WELCOME TO STONEHENGE . A VISIT TO OUR
ANCIENT MONUMENT WILL ADD TO THE
ENJOYMENT OF YOUR TECHNICAL
DISCUSSIONS AT THE UNIVERSITY.




2 TIMELOST

; O
ARE TWENTY FEET HIGH, INA CIRCLE
108 FEET IN DIAMETER. FURTHER OUT,
, SMALLER STONES LINE UP WITH THE‘?E

SEASONS, AND THE RISIN
OF THE STARS.

WHATEVER
THEY WERE USED
FOR, THEY ARE FAR
OLDER THAN THE

PYRAMIDS OF
EGYPT.

e

THE LATEST MODERN EXPLANATION,
" TAKING INTO ACCOUNT ALL OF THE
CIRCLE ALIGNMENTS, 15 THAT
STONEHENGE IS ACTUALLY AN
ASTRONOMICAL COMPUTER-- A
COMPUTER THAT WAS USED TO
PREDICT ECLIPSES AND PHASES
OF THE MOON WITH ALMOST THE
SAME PRECISION AS THE LATEST
COMPUTERS OF OUR TIME.




THE MYSTERY OF STONEHENGE 3

IN THE TOUR GROUP, DRS. MARY
AND PETER MOORE , COMPUTER
SCIENTISTS, LISTEN INTENTLY,
UNAWARE OF THE IMPENDING

FATE OF THEIR CHILDREN...

)

THERE IS A LESS PLAUSIBLE, BUT MUCH MORE ROMANTIC,
LEGEND WHICH CLAIMS THAT IN KING ARTHUR'S TIME,
THE STONES WERE PUT IN PLACE BY A MAGICIAN...
n [

... TEENAGER JOHN ...AND SEVEN-YEAR-OLD
MOOREJ H/GH SCHOOL ERIN MOORE, DEVOTEE OF
COMPUTER WHIZ... COMPUTER VIDED GAMES.

... A SORCERER WE
KNOW AS MERLIN.




TIMELOST

i S I DON'T KNOW...
COMPUTER | : IS JOHN THAT GOOD? Jg

WIZARD?

KIDS THESE DAYS ARE
PROGRAMMING OUT
OF THE DARK AGES ./

..PREDICTABLY  BECOMES

AN UNBEARABLE IRRITATION
TO THE EARS OF A

MODERN ADOLESCENT.

WHAT A PLACE!
WOULD YA LOOK AT THE
SIZE OF THESE MEGALITHS/




THE MYSTERY OF STONEHENGE

THIS PLACE WOULD BE
GREAT FOR AN OUTDOOR
ROCK FESTIVAL.

i )

*’ WHAT BID THEY 4

[ \ REALLY USE |T FOR? §
el

LR =

THOUGHT I Saw
S'DMETHING MOVE / )]
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'HEY, WHERE 5

EVERYBODY? DONT TELL ME W
f THEY LEFT! |

—
O e

=

N (‘ <8
| .
R
3T
DID THEY—— | ,...—_‘
=13 Q ol
(5

RI

OH JOHN! THEY-- Y &2
THEY JUST --
(vwsuw INTO THE AIR! [

A SUDDEN RUSH OF WIND FROM THE
CALM SALISBURY SKIES...




THE MYSTERY OF STONEHENGE 7

| ... EXPLODES INTO A FLURRY OF
SCREAMING, DIVING CHAOS!!

WHAT ARE THESE BLASPHEMIES |
OF LIFE ? DEMONS, SENT FROM

THE NETHER REALMS, TOFILL
A DAILY QUOTA OF 50ULS ?

OR
PERHAPS
FOR A

WHATEVER THEIR ORIGIN MAY BE, THE
GIBBERING FURIES SWOOP STEADILY;

CLOSER...




8 TIMELOST

HoLY=/,

.. THEIR IMMEDIATE
INTENTIONS
TERRIBLY CLEAR. B

; e i
GOOD LORD! WHATS GOING ON
WHAT THE HECK IS THIS g
HORROR? WHERE DID IT-—,



THE MYSTERY OF STONEHENGE 9

IT WOULD SEEM TO BE A
DAY FOR SUHF‘RISES.}’

T

HE MAN CAME FROM
LOWHERE. AND
R S
EVER SEEN BEFORE!
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CONFUSION RUNS
RAMPANT, BUT ONE
THING 15 CLEAR--~—

ANIGHTMARE |
ATTACKER...

——
A MYSTERIOUS
STRANGER...




THE MYSTERY OF STONEHENGE i

THE STRANGER FIRES HIS L}NUSUAL WEAPON /
LAFGAIN AND AGAIN, BUT STILL THE DEMON.S 73

PRESS CLOSER! [

ERIN AND JOHN CAN ONLY \
[ LOOK ON IN HORROR, KNOWING
THAT THEIR VERY LIVES DEPEND !
UPON THE BATTLES OUTCOME / |
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- Aty
JOHN! WHAT'S HAPPENING,
WHAT.S THAT NOISE ? ]

: THAT LJGHT--- !




THE MYSTERY OF STONEHENGE 13

A
gN AN ABRUPT FLASH

F SCREAMING DARKNESS,
THE UNLIKELY TRIO
FINLI? THEMSELVES

INTO THE TIMELESS
VOID-BETWEEN-THE- SECONDS /

\
\
!
\
\

7

Play the game here.
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IT IS5 ANOTHER PLACE, ANOTHER
TIME. THE DEMON 1S GONE; THE
MYSTERY OF STONEHENGE
SEEMINGLY FAR BEHIND, REPLACED
BY YET A DEEPER ENIGMA:

HOW, AND N\ORE, IMPORTANTLY

WHY, WERE THEY BROUGHT TO

THIS RANK AND DISMAL PLACE IN
AFORGOT TEN CORNER OF TIME ?

THE SEETHING SWAMP SF_EN\S TO
STRETCH FARTHER THAN THE YOUTHS'
STUNNED MINDS CAN ACCEPT. AS

FOR THE STRANGF_R HIS THOUGHTS
ARE HIS O




THE SLIME CREATURES 15

W um——-

SRR T0HN, TM SCARED!
Y JOHN? ARE WE B I WANNA L
STl L AL ? - WHERE'S MoM ANDDAD?
WHERE ARE WE ? : I\ WHY- WHY---
\ —-WHERE'S THAT e 3
\ - THAT THING 7

SSSHHH, KEEP QUIET,
ERIN... THERE'S GOT
TO BE SOME SORT OF...



16 TIMELOST

THE PRESENT FACES THE FUTURE:
EACH A STR IN THIS UNKNOWN
LAND, BROUGHT TOGETHER BY A
BIZARRE STROKE OF FATE --- OR

PERHAPS SOMETHING MORE....

BUT WHILE THE
TIME BARRIER SEEMS TO
HAVE BEEN BROKEN, THE
TRAVELLERS ARE YET
SEPARATED BY A
= DEEPER DIVISION:
) | THE LANGUAGE BARRIER,

I'M SOR
CAN'T UN|

DERSTAND YOu...

@




THE SLIME CREATURES 17

WHAT--WHAT'S THAT YOU'RE
TAKING OUT OF YOUR AU &
HANDLE 7

WHAT--HEY! MY HEADI
WHAT'RE YOU DOING TO MY
HEAD?

YOuU--1 CAN

RO NE TELEPATHIC VO
TRANSLATOR.... CAN YOU,
UNDERSTAND ME NOW !
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MY NAME IS JACQURIS

VAN NESS —CALL ME
JACQUE,

NOW LISSEN TO ME_AND

LISSEN GOOD: AS BEST AS

[ I CAN FIGURE, WE ALL GOT
CAUGHT UP IN SOME KIND OF
TIME WARP OR SOMETHING.

I DON'T KNOW HOW

/ IT HAPPENED, I DON'T
| KNOW WHY, BUT APPARENTLY
WE'RE STUCK HERE UNTIL

ALONG.
TAKE US BACK WHERE
WE BELONG. :
MAYBE IT WON'T.
DON'T HAVE ANY o-ﬁfr e
CHOICE, YOU TWO OKAY ?

GOOD YDU LOOK UKE
YOU'RE FROM... OH,1'D
T SAY, LATE TW-- NO,
2 EARLY TWENTY-FIRST
CENTURY, RIGHT?



THE SLIME CREATURES 19

UH.. .WELL .. WE., HAH! I WAS CLOSE. THAT 'S
1983, ACTUALLY, SIR. ON THE OLD WORL D CALENDAR\‘f‘
HUH. WELL TELL ME SOME-

THING ABOUT IT. THERE'S /
V 'NOTHING 70 DO BUT WAIT !

Jw{’ .

i 1A

. ER... MY NAME IS JOHN, \
AND THIS IS MY SISTER ERIN.
WE, UH, WE WERE SORT OF
AT A CONVENTION FOR,
WELL, COMPUTERS AND
BN THEIR USERS...

3 ONE OF THE EVENTS WAS
ﬁv TRJPETD STONEHENGE
THING I KNOW ER.'N

SAYS MY PARENTS DISAP-
PEARED INTO THINAIR.

.- THIS CAN'T BE
HAPPENING...

" AND THEN THAT TH.'NG
(.- ATTACKED US..
CAME ALONG.,

ARE YOU FR
| STAR T o
MfSTER ?
Y




20 TIMELOST

STARTREK? I'VE
TAKEN STARTREKS,
IF THAT'S WHAT YOou

YOU WERE FROM THE
TWENTIETH, CENTURY, THESE
Al ééo&ﬁw TWENTY-THIRD

--T GUESS THATS A
LITTLE AHEAD OF YOUR
TIME. BY YOUR CALENDAR.
I'M FROM THE... THE |
TWENTY- EIGHTH
CENTURY.

oDD.
1 WASATA
CONVENTION,
T00, OF SORTS.
1 KIND OF A PO-
il LITICAL THING.
I WAS POSING
ASAN EXHiBIT

2o AT
COULD GET MY
HANDS ONA -~
WELL THIS oY
NAMED CON-
-WELL IT’S A
STORY/

LONG



THE SLIME CREATURES 21

ANYWAY, SUFFICE IT TO SAY THAT AT A
CRUCIAL MOMENT I SUDDENLY FOUND
MYSELF SWEPT UP BY ONE OF THOSE
TIME WARPS AND DEPOSITED AT
5TONEHENGE IN THE TWENTIETH
CENTURY.... SAY, WAITAM!NNST 7

I WONDERIF -
.. MAYBE CONOL -- NO
DON'T THINK 35 1

R _HAD TO BE A WARP. .
\ THE THERE 5 NO WAY HE COULD HAVE
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“~TWO LIVING

SPECIMENS FROMTHE

THIRD WORLD WAR
OF EARTH.

Y OHWELL I
THE TWENTIETH
CENTURY, HUH?
IFONLY I
COULD TAKE
YOU BACK
WITH ME ...




THE SLIME CREATURES 23

NAH... ALL THE SAME. Y
SH?%LDN'T J;URT T0

WITH A SICKENING GURGLE,

THE GROANING SWAMP SHUDDERS...
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ITS FIERCEST OF VENGEFUL
SPIRITS! THE SWAMP DOES
NOT LIKE TRESPASSERS...

J\ LURCH MENACINGLY CLOSER...

HEAVING FROM THE MUCK

.. AND THE

WILL OF THE

SWAMP 15 THE
LAW OF

THE LAND/

.....

THE SLIME-DWELLERS

g

NS
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GETHBACKS

DUCK INTO THOSE
WEEDS ! KEEP A
SHARP EYE!

M WILLING X
TA BET THESE BEASTS
WON'T STAND UP TA

POSITROMN BLAST
AS WELL A5 OUR
BLAST! I'LL ; LAST FRIEND.
HAFTA FIRE
BY EYE!

I'M GETTING
INTERFERENCE
ON MY SCANNERS/

LORD! HOW MANY ]
THESE THINGS AR: THEREF
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THESE THINGS JUST
KEEP COMING!

I'M HOLDING MY OWN,
BUT ITS JUST A MATTER
OF TIME BEFORE——




THE SLIME CREATURES

GRAB THE GIRL I}
HUSTLE"/

4‘/\

‘1)

... THE ENDLESS
SWAMP BECOMES
BOUNDED...

4 < / \‘ THANK cop W
T ERIN I3 ARUNT;
OTHERWISE-— ll

HAT AM 1
.SAYWG ? THIS

T BE
HAPPE NING 7/

WELL, THERE MAY HAVE
GONE OUR ONLY CHANCE
FOR RETURN. WE'LL
HAFTAWAIT AND SEE...

Play the game here.
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TIMELOST

T'VE GO
OBLIGATIONS
S\ BACK HOME-




THE PITDEMONS 29

GRNT vl [

HEY, THE RIPIN VAR FAN)

YOUR SHIRT HAS JINI P
CLOSED! f# '
A

AT THE EDGE §@i
OF THE SWAMP

ANOTHER ONE
OF THOSE ——
THINGS?
CAN'T TELL ---MY
SCANNER'S ON THE
\ " FRITZ AGAIN...
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TIMELOST

... BUT I THINK
I KNOW A WAY TA
FIND OUT.

"

THIS QUASI-TELEPATHIC
THOUGHT TRANSLATOR,
SET ON HIGH....

... SHOULD JUMBLE UP

OUR FRIEND'S THOUGHTS
ENOUGH TO DRIVE ,

HIM INTO THE OPEN/




THE PITDEMONS

31

WHOEVER YOU ARE --=
GET INTO THE
OPEN, Now./

I'M MORE THAN A LITTLE ANGRY
---ANGRY ENOUGH TA LEVEL
THIS ENTIRE SWAMP IF 1

HAVE TO.
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OKAY~-~
DON'T SHOQT,
I SURRENDER.

l WITH THE LITHE EASE OF AN ACROBAT,

/ .
& { ;

A SLIM FEMALE FORM SLIDES TO THE
GROUND, TOUCHING THE GRASS NOT-
QUITE AS LIGHTLY AS A CAT.

o
-

ES

HER DARKENED EYES SEEM T0 RADIATE
WITH AN OVERWHELMING AURA OF
UNIQUENESS.
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OKAY, OKAY 1 SAIE

THAT S TWOTHI
THESE YOUR Kl

TOUCH MY
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SORRY, MY NAME'S D'REEN, ;

YOU'RE IN THE KINGDOM OF
YRLAND. THAT'S THE HAMLET
OF MARSHSIDE DOWN
THERE.




THE PITDEMONS 35

OH,L GET O RE NOT FROM, UH,
AROUN HUH.

SHOULDA KNOWN
FROM THE GUN.

g i YEAH, THERES SUCH A THING AS

W7 WIZARDS. MATTER OF FACT, THIS
ONE HAPPENS TO BE THE LORD
OF YRLAND. YOU SHOULD SEE HIM

IMPREsbwe,L

Y'SEE, HE'S GOT ALL
THESE WEIRD POWERS. HE
CAN EVEN SUMMON UP DEMONS
WITH THIS BIG THINGY HE'S GOT
IN HIS CASTLE. HE SENDS
‘EM OUT TO RUN ERRANDS
AND THINGS.

APPARENTLY THE5E VILLAGERS GOTON
HIS BAD SIDE E SENT
HIS DE\"lL‘!TOUTHTA DRAG THEM BACK

I DUNNO, HE'S NOT ALL THAT BAD OF
AGUY, FOR A RULER,T MEAN.
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HE'S GOT EYES EVERY-
WHERE, SO WATCH OUT/
FOR ALL
WE KNOW.
HE'S WATCHING

T'LL HAVE TOJEE
ABOUT BRINGING THEM
HERE ... AND PERHARS
THIS TIME I MIGHT

EVEN B4G YOU,

MY REBELLIOUS

DAYSHTER /




THE PITDEMONS 37

WIZARDS. GIMME A BREAK.

TA KNOW---
ATED ME /

WY or cours’
GENEFORM ! Yol
 ———

XY sure. RAISEDME ‘ ey
& LIKE A DAUGHTER. - THIS CAN'T BE

HAPPENING/

IS THE WIZARD'S

; . NAME "MERLIN'?
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... ACTUALLY, HIS NAME I5...

'5&%”0#35%’1
WAS THINKING. ) IT WOULD

/ FIT. THERE'S AWy
OF TEMPORARILY
? . CREATING AN DRGAN-
BUT T'VE sEgE [SM, CALLED |
( 'GENEFORM. :

ARE FOCUSING
ON
SOMEiTHING
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EY ARE, THERE'S A LOT
HEY'RE UNDERGROUND/ JIF

THEY 'VE

REACHED THE
SURFACE /

LOOK OUT /
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.. UNLEASHING A
| SAVAGE SWARM
| OF TUNNELLING
TERRORS BENT
| ON ONE PUROSE:

WITHOUT WARNING
THE VERY GROUND
CAVES IN ON ITSELF
OPENING A PIT
WITHOUT DEPTH...

... THE
ABDUCTION
OF THE
UNLIKELY
QUARTET/
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B ERIN/ £4
b oA GET BACK//
'}-l!'%l—" a A A A

~ IT5 N
ERIN/ SHES
FROZEN/

I'VE GOT TO SAVE HER ! KEEP
THESE THINGS AWAY FROM MEf

g
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AN AAAANANAAA -
HELP ME!! 0H GOD, HELPME,
TACQUE !! PLEASE | HELP ME/!

BLAST/
HE SAVED THE
GlRLA BUT GOT

CAUGHT
HIMSELF//

MANY OF THESE
THINGS HERE
FOR ME TA
HELP 1M/




THE PITDEMONS

43

{ CAN'T HOLD THEM

SURE HOPE
THIS OLD FUSION
FLIGHT PACK

C CAN STILLFLY /

QUIET/ THIS
PRIMITIVE

WHADDAYA SAY

BE\NG CAREFUL
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70 ME Now,
MY LACKEYS/

SUFFICIENT
/

NOwW b
MAYBE THERESY
STILL TIME

TO -~ !

o

THEY'RE

GONE ‘AA




THE CAVERN MONSTERS 45

—=AND CLEAN
THEY'VE GOT GE;AWA::I'_ /

%)

=5 _
e, 7Y THE TUNNEL IS
ALREADY SEALED/

|

PLEASE, MISTER/ YOUVE ¥
GOT ‘EO FIND My BROTHER/
» YOU'VE GOT ToO. MISTER/ 4

CALL ME JACQUE. AND DON'T

WORRY, I'VE GOT HIM ON MY
SCANNERS.. - -

Play the game here.



46 TIMELOST

...AND HE'S GONNA LEAD -
ME TO WHOEVER'S BEHIND J§
ALL THIS... ,

... UH, DON'T YOU
THINK IT'S A
LITTLE DANGEROUS
TO COME BACK

IN HERE ?

FIELD
GENERATOR

DON'T WORRY. MY_POSITRON
BLASTER HASN'T FAILED ME YET...




THE CAVERN MONSTERS

47

..I WONDER IFMDMAND
DAD ARE —-~

) DON T WORRY,
3 115 JUST A FLUX,
CUTEST THINGS
Y'EVER SEEN. AND
QUITE HARMLESS,

UNLESS PROVOKED,
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.. WHEN THEIR

BITE COULD HE SEEMS TO

KILL A MAN HAVE LATCHED

IN SECONDS... ONTO HER.
HE'LL MAKE A

: GOOD WATCHDOG.
o g

~--HEY;
THE SIGNALS

HAVE
STOPPED---
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: THE ANCIENT

--THERE / MOUND JUTS UP
DEFIANTLY

FROM THE MUCK...

...ENSHRINING
A GRIM DOOR
THAT COULD
WELL LEAD TO
THE DEPTHS
OF HELL
ITSELF/

ITs THE OLD CAVERN

i ENTRANCE /
ﬁ THERE ABIDE MONSTERS/
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WELL, THAT'S WHERE THE SIGNAL
STOPPED, SO THAT'S WHERE I'M
GOING [

ERIN, YOU STAY HERE ER-I CAN'T WACH E :
2 ! RI!I ca
WITH D'REEN... BARELY LooOK AF’#ER /{\YSEh{F
IN THIS PLACE /

R

BESIDES, T WANNA STAY WITH YOU,

JACQUE / I WANNA HELP FIND JOH
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5CA¥E§R5 SHOW
HALL
IS CLEAN.

I MAY BE DUMB,
BUT 1'M NOT
SUICIDAL ./
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J-JACQUE, IM
SCARED/ IT'S NOT ANOTHER

TOO DARK-— WORD, GIRL/
QUIET/

OKAY, JACQUE...
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T TN e
HOPE I DIDNT MAKE A MlSTA‘K-E,.-T\

A |
WISH MY SCANNERS WOULD
SToP FRITZING...
-
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BLAST, I WISH MY SCANNERS
WORKED....

SOMETHING'S HAPPENING/
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WITH A BESTIAL HOWL, THE VERY
WALLS SUDDENLY TRANSFORM
THEMSELVES INTO A CLAWING
MASS OF FANGS AND TALONS/

HERE ABIDE MONSTERS /
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...AND THE FRAY 15 ENTERED/
THE CAVERNOUS HALL 1S FILLED
WITH THE INSANE HOWLS OF
THE ONCOMING GHOULS, THE
THUNDEROUS BOOMS OF
THE POSITRON BLASTER, AND
THE ECHOING SCREAMS OF
A HORRIFIED CHILD J/




THE CAVERN MONSTERS 57

WE'VE BROKEN THROUGH/
C'MON, ERIN, MOVE/

USE CAUTION ! WEVE
GOT THEM TRAPPED /

WHAT DID HE MEAN RY
THAT=-



= TIMELOST

W THAT RAT-MAN
ly SEEMED TO BE THE
@8- LEADER OF THIS

HORDE -- IF I

\_COULD GET TO HIM....

ITS A DEAD END//
\ = We ARE TRAPPED/

K ;:;-'A;a,r_j

AND THERES NOEND
TO THESE CREATURES' ]
NUMBERS //

OR
THERE WERE ATIME F
IFAE\\;V%RRRWOR T0 DESPAIR ...~

Play the game here.
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MEANWHILE, IN A
PLACE NOT FAR AWAY,
A BATTERED J'OHN
STRUGGLES FRO.
RESTLESS 5LUMBER

TO FACE A 4
HARSHER Y ... 1-1 WAS BEING

REALITY ... \. DRAGGED UNDER

- ---BY THOSE

THINGS...
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... THAT SMELL. ...
UNHNNGGH/

WELCOME TO THE END OF
YOUR LIFE, STRANGER...

B W

FOE OF THE LORD-WIZARD

FDON'T RECOGNIZE YOU, BUTANY -
MUST BE A FRIEND OF MINE /

QUIET, TUDAS! My
NAME 15 LUTHER,SON.
WHO MIGHT YOU BE 2
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= - JOHN-— JOHN ---0OH/ YOU
UM ACORE - - ARE A TRAVELLER.
THIS ISN'T HAPPENING... ,?)
1
"y Beretye
e
e A v
~~T-TRAVELLER--? PYES, TRAVELLER /
IT'S YOU AND YOUR
\ PEOPLE WHO
GOT US INTO THIS
HELLHOLE/
¢\\'| b Rl
) T

o

JUDAS // Yk
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FORGIVE HIM. THESE HAVE
BEEN--TRYING TIMES.

YOU MUST BE CONFUSED )
YOURSELF.

3 |
- il

0

THATS
UNDERSTATEMENT /
LY
7
. -
T'LL TRY TO EXPLAIN. —
YOU ARE ILN THEV&US‘;:)DDY i
OF THE LORD-WIZA! - =
SNYARLIMHOTHEP. A o

HE MAKES IT A HABIT =
TO FIND ===
TRAVELLERS SUCH AS
YOURSELF -- WHO
FREQUE.NTLY EMERGE
THE SWAMP--

BRING 'T'HEM HERE.
HAT HE DOES
WlTH THEM ——=
WITH US—--

WE
DO NOT KMOW.
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“ THOUGH WE SHALL
SOON FIND OUT...

¥ WE OF THE VILLAGE
MARSHSIDE , THEREFORE
HAVE TAKEN UPON
OURSELVES TO
SHELTER TRAVELLERS
FROM THE WIZARD'S
CLUTCHES , AND AID
THEM IN THEIR
RETURNS HOME.
BUT ALAS

-—ALAS, THE LAST
FOOL WE GAVE OUR \
AID TO BETRAYED US ¥
AND TURNED HIMSELF &2
INTO THE LORD-
WIZARD, DESPITE
OUR WARNINGS.
SOON AFTERWARD
b WE FOUND
OURSELVES
ATTACKED BY ,
SNYARLIMHOTHEP'S [
UNEARTHLY MINIONS
AND DRUG HERE j%
TO
GODS KNOW
WHAT FATE /
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AND HERE WE AWAIT THE PUNISHMENT!
”" FOR THE LAWS WE HAVE BROKEN.

OH, I GET IT...YoU FOLKS {
ARE THE PEOPLE FROM THE
VILLAGE D'REEN WAS

TELLING ME AND ERIN
ABOUT, ...

== OH MY GOD--ERIN /¢ B
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HAVE YOU SEEN MY
SISTER? 1S SHE HERE 7
SHE-- SHE'S ABOUT
SEVEN, THIS TALL;
BLACK HAIR---

~AND JACQURIS--
LL, SCARCQACED GUY-=-

I'VE GOT TO--
FIND THEM--
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I'M SORRY. WE'VE

el SEEN NO ONE SINCE
s CONOLLY. A/

-=-AND MY PARENTS/
WHAT ABOUT--

JOHN!CALM

DOWN !
GET AHOLD OF YOURSELF!

YES, CA
HOW 15

KNOWEN
OW D'RE
" e

BONT EVEN
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I DON'T kNOw WHY
THIS 15 HAPPENING
TO ME..,.

E
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CLEAR YOUR HEAD,
JOHN. MEET MY PEOPLE

THIS 1S ELON,
SHEPHERDER. D'REEN
1S HIS MISTRESS.

YOU'VE MET JupAs, 3
THE LEATHERWORKER.
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DO YOU KNOW WHAT YOU'RE
SAYING, CHILD ?

YES, MOTHER,
I'M SURE OF 1T..

—( HE 15 THE ONE
FROM MY DREAMS...

Of\‘( WIFE , CAROLLA, AN) ;ﬁ,ﬂw

MY DAUGHTER , AJA .

GODS GRANT WE HAD MET UNDER
BETTER CIRCUMSTANL£5
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[

o S A . .
THE GIRL--AJA-- LOOKING AT ME---
- .A ~

IF == LIKE SHE KNOWS ME----

J’lfm-- I'M STILL CONFUSED... WHD o

WOULD SOME POWERFUL WIZARD
WANT WITH ME ?

WHY I WANT YOU, MY BOY ?
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WHY, YOU'VE ALREADY SERVED
ONE PURPOSE, JOHN -——

YOUVE GOTTEN THESE
\ BT WRETCHED PEASANTS TO
CONFESS THEIR CRIMES/

77

HOWEVER, I HAVE BIGGER
PLANS FOR YOU-—-

-=- AND WHEN I AM THROUGH,
YOU WILL BELONG,

BODY AND SOUL, TO THE
LORD-WIZARD SNYARLIMHOTHEP//,

AS MASSIVE GUARDS CONVERGE
ON THE CAPTIVES...

Play the game here.
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1 ... A FAR MORE THREATENING
DRAMA IS5 BEING PLAYED OUT
LA BENEATH THE SURFACE OF

THE SWAMP, NOT MANY
MILES AWAY/

¥

“FOR BLOOD'S SAKE, ERIN, ST
SCREAMING I MY S'CANNEF:? SOERE
AMMED ENOUGH AS 1T IS

=
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/" HELP ME, ERIN /
PICK UP A ROCK,
BUT JUST PLEASE
BE QUIET/

DID YOU HEAR ME, BRAT?
I SAID BE QUIEf!




TIMELOST

74
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BLAST IT/
DO YOU WANNA
DIE YOUNG ?




Fils

WHEN I GIVE
THE WORD,
RUN AND PULL
ON THAT VINE

AS HARD AS
YOU CAN--—
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SOLVE ALL
& OUR
3\ PROBLEMS. 4

% BLAST...DIDN'T
V' ! WANT T0 HAVE To
HAVE TO HIT HER LIKE
THAT, BUT SHE's
GETTING IN MY WAY.
M_JM e

IF NOT FOR HER,
I'DA BEEN OUTTA
HERE LONG AGO---

-9,




THE CAVE WALLS BUCKLE UNDER THE

FORCE OF THE BLOW-——
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YOU DID
IT,ERIN/
Youpip 17!

HA !

AND IT LOOKS
LIKE FLUX
DID QUITE A

JOB HIMSELF./
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LOOK, I'M SORRY, BUT ALL THIS
WAS FER NOTHING -

—-IVE
LOST JOHN'S
SIGNAL.
HE'S GONE.
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— BECAUSE YOU SEE, YOU MAY HAVE
BUTCHERED MY MEN, BUT I AM
STILL LEFT STANDING/

AND IN THE NAME OF_THE RESISTANCE,
VERMINOG WILL NOT LET YOU
FIND THE WIZARD /
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Y'KNOW, 1'VE BEEN RUNNING ALL DAY,
AND I THINK I'M GLAD I'VE FINALLY
MET SOMEONE IN CHARGE/

STAND BACk
" LOW
. STINKIN® HEA D"g‘EF_'I

| THE
| CHALLENGE
| ACCEPTED...
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WHILE THE LIVES OF TWO INNOCENT,
UNWILLING CHILDREN LAY HELPLESSLY
ON THE LINE /

... AND THOUGH
THEY MAY
BE

DEFIANT.... il .. AND THDUGH
THEY MA
BE
SPIRITED....

S TIMELOST!
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Battle at Stonehenge

How long can you defy the terrible
Warbirds of the Wizard? Test your skill with a
positron beam as you fight off the dreaded
Warbirds in the Battle of Stonehenge. But
beware: if a Warbird reaches the ground, the
game is over.

Enter the following program and run it. You
control the mystery man at the bottom of the
screen. Press the “S” key to move left and the
“D” key to move right. Use the space bar to fire
his Positron Blaster when he is directly under
the Warbird! To get more points, wait until the
Warbird is as close as possible to the Mystery
Man.

GAME PROGRAM LISTING

10 CALL CLEAR
20 CALL SCREEN(11)
30 PRINT “BATTLE AT STONEHENGE”
40 PRINT ::“PRESS S (LEFT) OR D (RIGHT)

TO MOVE.”
50 PRINT :z“PRESS THE SPACEBAR TO FIRE.”
60 PRINT ::*PRESS ANY KEY TO BEGIN.”
70 CALL KEY(0,K,S)
80 IF K<0 THEN 70
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90 REM **BATTLE AT STONEHENGE
100 CALL SCREEN(2)
110 CALL CLEAR
120 RESTORE
130 RANDOMIZE
140 REM **ASSIGN VARIABLES
150 SCORE=0
160 LL=20
170 RR=15
180 IF TA=2 THEN 630
190 REM **CHAR DESIGN
200 CALL CHAR(144,“3C995A3C18183C18")
210 CALL CHAR(40,0")
220 CALL CHAR(104,“0”)
230 CALL CHAR(154,"1898FF3D3C3CE404")
240 CALL CHAR(155,“1819FFBC3C3C2720")
250 CALL CHAR(120,“1818181818181818")
260 CALL CHAR(133,“FFFFFFFFFFFFFFFF”)
270 CALL CHAR(134,“00000000FFFFFFFF”)
280 CALL CHAR(135,“3C3C3C3C3C3C3C3C")
290 CALL CHAR(145,“3C18183C5A993C18")
300 REM **COLOR
310 CALL COLOR(8,8,8)
320 CALL COLOR(4,2,8)
330 CALL COLOR(15,16,13)
340 CALL COLOR(2,4,13)
350 CALL COLOR(16,2,13)
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360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610

CALL COLOR(13,2,2)
CALL COLOR(12,12,13)
REM **PILLARS

CALL HCHAR(16,4,133,5)
CALL HCHAR(16,25,133,5)
READ AA

IF AA=0 THEN 470

FOR J=17 TO 20

CALL HCHAR(J,AA,133,1)
NEXT J

GOTO 410

READ BB

CALL HCHAR(6,6,134,5)
CALL HCHAR(6,23,134,5)
IF BB=0 THEN 550

FOR J=7 TO 10

CALL HCHAR(J,BB,135,1)
NEXT J

GOTO 470

CALL COLOR(10,4,10)
FOR JJ=1TO5
FORI=1TO5

CALL HCHAR(JJ,I1,104,28)
NEXT Il

NEXT JJ

DATA 5,7,26,28,0

620 DATA 7,9,24,26,0
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630
640
650
660
670
680
690
700
710
720
730
740
750
760
770
780
790
800
810
840
850
860
870
880
920
930
940

REM **SCORE BOARD
X$="SCOREZ=222272"

FOR B=1 TO LEN(X$)

CALL HCHAR(3,B+10,ASC(SEG$(X$,B,1)))
NEXT B

CALL SCREEN(8)

CALL COLOR(1,13,13)

CALL COLOR(13,2,13)

REM **INITIAL POSITIONS
R=INT(12*RND)+10
SH=INT(4*RND+6)

FOR CL=SH TO 20

IF CL=20 THEN 1220

CALL HCHAR(LL,RR,154)
CALL HCHAR(CL,R,144)

REM **DECISIONS

CALL KEY(0,K,C)

IF K=83 THEN 920

IF K=68 THEN 860

IF K=32 THEN 1040 ELSE 1000
REM **MOVEMENTS

CALL HCHAR(LL,RR,40)
RR=RR+1

IF RR>21 THEN 930 ELSE 990
CALL HCHAR(LL,RR,40)
RR=RR-1

IF RR<10 THEN 870 ELSE 990
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980 GOTO 1000

990 CALL HCHAR(LL,RR,155)
1000 CALL VCHAR(CL,R,40)
1010 CALL VCHAR(CL+1,R,145)
1020 CALL SOUND(100,30*CL,21-CL)
1030 NEXT CL
1040 REM **POSITRON BLAST
1050 LK=LL-1
1060 FOR ML=LK TO 6 STEP -1
1070 CALL HCHAR(ML,RR,120)
1080 IF ML=CL THEN 1090 ELSE 1100
1090 IF RR=R THEN 1140
1100 CALL HCHAR(ML,RR,40)
1110 IF CL>ML THEN 1000
1120 NEXT ML
1130 GOTO 1000
1140 CALL HCHAR(ML,RR,40)
1150 CALL SOUND(100,-7,0)
1160 CALL SOUND(100,-7,5)
1170 SCORE=SCORE+CL
1180 FOR BB=1 TO LEN(STR$(SCORE))

1190 CALL HCHAR(3,BB+17,ASC(SEG$(STR$
(SCORE),BB,1)))

1200 NEXT BB

1210 GOTO 720

1220 REM **TRY AGAIN
1230 TA=2
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1240 X$="ANOTHER GAME?"

1250 FOR BB=1 TO LEN(X$)

1260 CALL HCHAR(24,BB+3,ASC(SEG$(X$,BB,1)))
1270 NEXT BB

1280 CALL KEY(0O,K,C)

1290 IF K=89 THEN 1300 ELSE 1340
1300 CALL HCHAR(24,4,32,14)

1310 CALL HCHAR(LL,RR,32)

1320 CALL HCHAR(CL,R,32)

1330 GOTO 140

1340 IF K=78 THEN 1350 ELSE 1280
1350 END

Variables Used in the Game Include:

K=A key that has been pressed
LL=The starting column of the Mystery Man
RR=The starting row of the Mystery Man
TA=Whether the game has been played
AA=The columns of the pillars
J=The rows of the pillars
BB=The columns of the pillars
JJ=The rows of the sky
lI=The columns of the sky
B=The beginning column of a statement
X$=Statements used in the game
R=The column of the Warbird
SH=The beginning row of the Warbird
CL=The changing row of the Warbird
LK=The starting row of the Positron Blast
ML=The changing row of the Positron Blast
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BB=The beginning column of a statement

The colors used in this game are as follows:
Mystery Man— black; the Warbird—white; and the
Positron Blast—black.

The Mystery Man moves by pressing the “S”
(left) or “D” (right). The space bar controls the
Positron Blast.

Explanation of the Program

The screen clears (10) and changes to a
light yellow (20). The name of the game (30) and
directions (40-60) are displayed until the player
presses any key (70-80).

This section causes the screen to become
black (100), clears any characters from the
screen (110), allows data statements to be used
again (120), and tells the computer to select
numbers randomly (130).

The score is set to zero (150), the row
number is set to 12 (160), the column number is
set to 12 (170), and a check is made to
determine if the game has been played (180).

Next are designed the Mystery Man (230,
240); the Warbird (200, 290); the Positron Blast
(250); the space that replaces the man, the
Warbird, and the blast (210); and the pillars
(220, 260, 270). Color is assigned to the various
characters: the mystery man (350), the blast
(870), the Warbird (330), and the pillars (360).

The tops of the pillars are drawn (390-400),
and the “legs” are read from data (410, 610) and
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drawn (430-450). When “0” is read (420), the
tops of the distant pillars are drawn (390-400),
and the “legs” are read (470, 620) and drawn
(500-530). When “0” is read (500), the sky is
given color (550) and drawn (560-600).

The scoreboard is drawn next. X$ contains
13 characters. This means that LEN(X$) is 13.
Therefore, the lines are repeated 13 times.

Now that the pillars have been drawn, the
screen (680), spaces (690), and pillars (700) are
given new colors.

The Warbird's position is randomly chosen
(710-720), and the Warbird (760) and the
Mystery Man (770) are drawn.

These lines control movements of both
creatures and the Positron Blast. While the
Warbird is moving down the screen, the
computer waits for the player to do something
(790-840). If nothing happens, the computer
blanks out the Warbird (1000), draws it one row
closer to the Mystery Man (1010), makes a
sound that reflects its position on the screen
(1020), goes to line 740, and repeats the
procedure again.

If the player decides to move (800-810),
lines 920-940 are executed to move the
Mystery Man left, and lines 860-880 are
executed to move the Mystery Man right.

If the player decides to shoot, the blast is
drawn one row above the Mystery Man (1000-
1020), is checked for a hit (1080-1090), and is
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blanked out if it misses the bird (1100-1120). If
the blast misses, or if it runs out of energy, the
procedure is repeated again (1130).

If the blast hits the bird, the blast and the
bird are blanked out (1140); sound effects are
played (1150-1160); the score is increased by
the row number of the Warbird (1170) and
drawn (1180-1200); and a new position is
chosen for the bird, and the procedure is
repeated (1210).

If the Warbird moves past the Mystery Man,
the game is over (750). A variable is reset (1230)
to indicate that the game has been played one
time. A question is drawn (1240-1270), and the
computer waits for the player to answer (1280-
1290). If the player wants to play again, the
game is restarted (1300-1330). Otherwise, the
game ends (1350).

Some Changes You Might Like to Try:

1. Make the Warbird move in a zigzag pattern
down the screen, instead of straight down.

2. Penalize the player for missed shots. For
example, give 10 points for every Warbird
the man hits and take away 5 points for
every one missed.

3. Allow multiple Warbirds on the screen,
instead of just one at a time.

4. Allow the Warbird to descend faster.
Hint: look at line 1010.
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Attack of the
Slime Creatures

Hold off the Slime Creatures! How long can
you avoid the terrors as they come closer and
closer?

The Slime Creatures appear and disappear
as they swim underwater toward Jacque. Then
suddenly they appear for a moment as they
surface to attack Jacque.

Shoot at them with Jacque’s gun by
pressing the space bar, and score more points
the closer they are. You'll hear a sound if
they're hit. Otherwise, the Positron Blast will
have missed because they have dived into the
swamp before being hit. But watch out! If you
miss, the Slime Creatures may randomly move
up to twice as far compared to when you don’t
fire. Your only clue as to how long they’ll
appear is a series of beeps before they surface
as their air bubbles rise to the surface. The
number of beeps is proportional to how long
they’ll be visible. Also, as they come closer, the
pitch and intensity of the sounds increase.
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10
20
30
40
50
60
70
80
90
100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260

GAME PROGRAM LISTING

CALL CLEAR
CALL SCREEN(11)

PRINT “ATTACK OF THE SLIME CREATURES.”

PRINT ::“PRESS THE SPACE BAR TO FIRE.”

PRINT ::“PRESS ANY KEY TO BEGIN.”
CALL KEY(0,K,S)

IF K<0 THEN 60

REM SLIME CREATURES

CALL CLEAR

REM **ASSIGN VARIABLES

I=5

SCORE=0

IF TA=2 THEN 370

REM **CHAR DESIGN

CALL CHAR(154,“1898FF3D3C3CE404")
CALL CHAR(145,“111F3766FEQE1F1F")
CALL CHAR(144,"3FFEFE7E1E1E1E1E”)
CALL CHAR(128,“000000FFFF”)

REM **COLOR

CALL COLOR(14,5,5)

CALL COLOR(11,5,2)

CALL COLOR(16,2,9)

CALL COLOR(8,4,4)

CALL COLOR(2,7,7)

CALL COLOR(13,11,5)

CALL COLOR(1,9,9)
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270 CALL COLOR(15,12,5)

280 REM **SWAMP

290 FOR JJ=24 TO 9 STEP -1
300 CALL HCHAR(JJ,|,136,32-])
310 X=X+1

320 IF X>3 THEN 330 ELSE 350
330 I=1+1

340 X=0

350 NEXT JJ

360 REM **SCOREBOARD
370 X$="SCOREZ= »
380 FOR B=1 TO LEN(X$)

390 CALL HCHAR(4,B+3,ASC(SEGS$(X$,B,1))
400 NEXT B

410 REM **INITIAL POSITIONS
420 CALL HCHAR(14,6,32)

430 CALL HCHAR(15,6,154)
440 M=INT(18*RND)+15

450 M=M-INT(4*RND)-1

460 FOR JO=1TO 10*M-70
470 NEXT JO

480 IF M<7 THEN 840

490 TT=RND*M

500 CALL HCHAR(15,M,136)
510 CALL HCHAR(14,M,136)
520 FOR JJ=1TO TT

530 CALL SOUND(200,2100-60*M,M-7)
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540 NEXT JJ

550 CALL HCHAR(15,M,144)
560 CALL HCHAR(14,M,145)
570 FORJ=1TOTT

580 CALL KEY(0,K,C)

590 IF K=32 THEN 650

600 NEXT J

610 CALL HCHAR(15,M,136)
620 CALL HCHAR(14,M,136)
630 GOTO 450

640 REM **POSITRON BLAST
650 FOR RR=7 TO M

660 TT=TT-1

670 IF TT<=0 THEN 970

680 CALL HCHAR(15,RR,128)
690 CALL HCHAR(15,RR,136)
700 CALL HCHAR(14,RR,136)
710 IF RR=M THEN 740

720 NEXT RR

730 REM **SCORE

740 CALL HCHAR(15,RR,136)
750 CALL HCHAR(14,RR,136)
760 CALL SOUND(100,-7,0)
770 CALL SOUND(100,-7,0)
780 SCORE=SCORE+(30-M)
790 FOR B=1 TO LEN(STR$(SCORE))
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800 CALL HCHAR(4,B+11,ASC(SEG$(STR$
(SCORE),B,1)))

810 NEXT B

820 GOTO 440

830 REM **TRY AGAIN

840 TA=2

850 CALL HCHAR(15,6,144)

860 CALL HCHAR(14,6,145)

870 X$="ANOTHER GAME?"

880 FOR B=1 TO LEN(X$)

890 CALL HCHAR(6,B+6,ASC(SEG$(X$,B,1)))

900 NEXT B

910 CALL KEY(0,K,C)

920 IF K=89 THEN 940

930 GOTO 960

940 CALL HCHAR(6,3,32,32)

950 GOTO 110

960 IF K=78 THEN 1150 ELSE 910

970 CALL HCHAR(15,M,136)

980 CALL HCHAR(14,M,136)

990 CALL HCHAR(15,RR,136)
1000 CALL HCHAR(14,RR,136)
1010 MOLD=M
1020 M=M-INT(8*RND)-1
1030 IF M<7 THEN 840
1040 FOR J=RR TO MOLD
1050 CALL HCHAR(15,J,128)
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The colors in this game are as follows:
Jacque—black; the Slime Creatures—white; the
Blast—light yellow.

The Positron Blaster is controlled by pressing
the space bar. You can only shoot after the creature
appears.

Explanation of the Program

The screen clears (10) and changes to a
light yellow (20). The name of the game (30) and
directions (40-50) are displayed until the player
presses any key (60-70).

The screen clears (90), and several
variables are set: the starting column number of
the swamp (110); then the score, which is set to
zero (120). A test statement (130) allows the
player to by-pass lines 140-360. This speeds up
the time between plays.

Next Jacque (150), the Slime Creatures
(160-170), and the blast (180) are designed.

Colors are given to Jacque (220), the Slime
Creatures (270), the blast (250), a space (200),
and letters and numbers (210, 230, 240, 260).

The swamp is drawn (290-320). Each time
a row is filled, a counter is increased by 1 (310).
When the counter becomes greater than 3
(320), the column number is increased by 1
(330), the first counter is set to zero (340), and
the swamp’s next row is drawn again. This
continues until the loop is completed (280-350).
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1060 CALL HCHAR(15,J,136)

1070 IF J<>M+1 THEN 1130

1080 CALL HCHAR(15,M,144)

1090 CALL HCHAR(14,M,145)

1100 FOR JJ=1TO 3

1110 CALL SOUND(200,2100-60*M,M-7)
1120 NEXT JJ

1130 NEXT J

1140 GOTO 490

1150 END

Variables Used in this Game Include:

K=A key that has been pressed
I=The starting column of the swamp
TA=Whether the game has been played
JJ=The rows of the swamp
X=The number of times a row has been
printed (The column is adjusted every time
X=3)
X$=Various statements used in the game
B=The column where a statement will be
drawn
M=The column of a Slime Creature
JO=The time a Slime Creature remains hidden
TT=The amount of time a creature’s head is
above water
RR=The column of the Positron Blast
MOLD=0Ild value of the column where the Slime
Creature was before it disappeared under
the water
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The scoreboard is drawn (360-400).

Jacque is drawn (430), and a position is
randomly chosen for the creature (440, 450). A
delay (460-470) is set to correspond to the
creature’s position. If the Slime Creature’s
position is less than 7 (480), the game ends
because the hero is in column 6.

A number is chosen (490) that reflects the
amount of time the creature’s head will appear
on the screen (550-560). In lines 520-540, a
number of beeps are sounded proportional to
TT, the amount of time that the Slime Creature
will appear. The pitch and loudness of the
sound increase as the creature gets closer to
the hero.

While the action is continuing on the
screen, the computer waits for the player to
shoot (590). If nothing happens, the computer
blanks out the Slime Creature (610-620) and
chooses a new starting position for the Slime
Creature (450).

When the player presses the space bar
(590), a blast is drawn one space beyond
Jacque (650). The time is begun that shows the
head of the creature (660) and checked to see if
time has run out (670). The blast is then drawn
(680) and blanked out (690). If the blast hits the
Slime Creature while its head is up, a hit is
scored (710). If not, the blast continues (720).
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The blast is blanked out (740) and sounds
are made (760-770). The score is increased by
the column number of the Slime Creature (780)
and drawn on the screen (790-810). A new
position is then chosen for the Slime Creature
(820).

When the creature reaches Jacque, a
counter is set to signify that the game has been
played one time (840). A message is drawn
(870-900), and the computer waits for the player
to decide either to play again (920) or quit (960).
If the player decides to play again, the message
is blanked out (940) and the counter is reset
(950). The test statement is checked (130), and
the game begins again. Otherwise, the game
ends (1150).

Some Changes You Might Like to Try:

1. Allowing multiple Slime Creatures to appear
and disappear. You would allow Jacque to
move on the screen to position him under
the creature you want to shoot.

2. Limiting the number of Positron Blasts and
Slime Creatures per game. For example,
allow 20 Slime Creatures and 20 Positron
Blasts to see if Jacque can hit them all. You
should also display the Positron Blasts
remaining.
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Peril of
the Pitdemons

Now, you must fight off a fierce attack by
underground creatures of the Wizard! In this
game, you control Jacque’s blaster as he fights
against the swarming demons from the dark pit.

You move Jacque, using the “S” control to
go left and the “D” control to move right. Use
the space bar to fire the Positron Blaster. Your
score is shown on the left of the screen. You
can play until a Pitdemon reaches the top row,
and then the game ends. You get more points
the closer you let the Pitdemons approach
Jacque.

GAME PROGRAM LISTING

10 CALL CLEAR
20 CALL SCREEN(11)
30 PRINT “PERIL OF THE PITDEMONS”
40 PRINT ::“PRESS S (LEFT) OR D (RIGHT)

TO MOVE.”
50 PRINT ::“PRESS THE SPACE BAR TO FIRE.”
60 PRINT :z“PRESS ANY KEY TO BEGIN.”
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70 CALL KEY(0,K,S)
80 IF K<0 THEN 70
90 REM **PITDEMONS
100 CALL CLEAR
110 RANDOMIZE
120 LL=16
130 IF TA=2 THEN 580
140 CALL SCREEN(2)
150 REM **CHAR DESIGN
160 CALL CHAR(152,“1819FF3D3C3C2770")
170 CALL CHAR(153,“1819FFBC3C3C4280")
180 CALL CHAR(126,183D7EBC3C3D4280")
190 CALL CHAR(127,“18BC7E3D3CBC4201")
200 CALL CHAR(104,“1818181818181818")
210 CALL CHAR(96,“FFFFFFFFFFFFFFFF”)
220 REM **ASSIGN COLOR
230 CALL COLOR(2,2,2)
240 CALL COLOR(5,5,2)
250 CALL COLOR(6,8,2)
260 CALL COLOR(8,9,2)
270 CALL COLOR(3,7,2)
280 CALL COLOR(4,10,2)
290 CALL COLOR(10,16,2)
300 CALL COLOR(9,12,12)
310 CALL COLOR(11,12,12)
320 CALL COLOR(12,7,2)
330 CALL COLOR(13,11,4)
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340 CALL COLOR(14,16,4)

350 CALL COLOR(15,5,4)

360 CALL COLOR(16,6,12)

370 CALL COLOR(7,4,2)

380 REM **ROCKS

390 FOR J=1TO 4

400 CALL HCHARW,1,112,32)

410 NEXT J

420 REM **PIT

430 READ P

440 IF P=0 THEN 530

450 READ U,C1

460 CALL HCHAR(P,U,112,C1)

470 GOTO 430

480 DATA 5,1,10,5,22,10,6,1,10,6,22,10,7,1,9,7,24,8,
8,1,9,8.24,8

490 DATA 9,1,7,9,26,6,10,1,7,10,26,6

500 DATA 11,1,5,11,27,5,12,1,5,12,28,4,13,1,3,13,
30,2,14,1,3,14,30,2

510 DATA 15,1,2,15,30,2,16,1,2,16,30,2,17,1,4,17,
30,2,18,1,4,18,30,2,19,1,6,19,28,4,20,1,6

520 DATA 20,28,4,21,1,8,21,25,7,22,1,9,22,25,7,23,
1,10,23,24,8,24,1,32,0

530 REM **SCOREBOARD

540 X$="SCORE ="

550 FOR BB=1 TO LEN(X$)

560 CALL HCHAR(1,BB+3,ASC(SEG$(X$,BB,1)))
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570
580
590
600
610
620
630
640
650
660
670
680
690
700
710
720
730
740
750
760
770
780
790
800
810
820
830

NEXT BB
CALL HCHAR(4,LL,152)

REM **SET DIM

DIM AA(7,2)

FORJ=1TO 7

FOR =1 TO 2

READ AA(J,)

NEXT I

NEXT J

DATA 22,19,22,16,22,15,22,18,22,14,22,13,22,17
IF XX=0 THEN 680 ELSE 690
GOSUB 890

REM **DECISIONS

CALL KEY (0,K,S)

IF K=32 THEN 1120

IF K=83 THEN 770

IF K=68 THEN 820

GOSUB 890

GOTO 690

REM **HERO MOVE

CALL HCHAR(4,LL,96)
LL=LL-1

IF LL<11 THEN 830

CALL HCHAR(4,LL,153)
GOTO 860

CALL HCHAR(4,LL,96)
LL=LL+1
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840
850
860
870
880
890
900
910
920
930
940
950
960
970
980
990
1000
1010
1020
1030
1040
1050
1060
1070
1080
1090
1100

IF LL>21 THEN 780

CALL HCHAR(4,LL,153)
GOSUB 890

GOTO 690

REM **PITDEMON MOVE
IF XX=0 THEN 950 ELSE 900
M=INT(RND*7)+1

A=AAM,1)

B=AA(M.,2)

CALL HCHAR(A,B,32)

IF XX=1 THEN 960
FORM=1TO 7

AC=AA(M,1)
AB=INT(RND*3)+1
AC=AC-AB

B=AA(M,2)

IF AC<7 THEN 1010 ELSE 1040
CALL HCHAR(4,B,126)
AAM,1)=5

GOTO 1370

CALL HCHAR(AC,B,126)
CALL SOUND(100,600-20*AC,AC)
AA(M,1)=AC

IF XX=1 THEN 1100

NEXT M

XX=1

RETURN
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1110 REM **POSITRON BLAST
1120 FORJ=1TO 7

1130 IF LL=AA(J,2)THEN 1160
1140 NEXTJ

1150 J=0

1160 FOR LK=5TO 21

1170 CALL HCHAR(LK,LL,104)
1180 CALL HCHAR(LK,LL,32)
1190 IF J=0 THEN 1210

1200 IF LK=AA(J,1)THEN 1240
1210 NEXT LK

1220 GOSUB 890

1230 GOTO 690

1240 AAQJ,1)=22

1250 GOSUB 1280

1260 GOTO 690

1270 REM **SOUND EFFECTS
1280 CALL HCHAR(LK,LL,32)
1290 CALL SOUND(100,-7,0)
1300 CALL SOUND(100,-7,5)
1310 REM **SCORE

1320 SCORE=SCORE+23-LK
1330 FOR BB=1 TO LEN(STR$(SCORE))

1340 CALL HCHAR(1,BB+11,ASC(SEG$(STR$
(SCORE),BB,1)))

1350 NEXT BB
1360 RETURN
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1370 REM **PLAY ANOTHER GAME?
1380 TA=2

1390 X$="ANOTHER GAME?"

1400 FOR BB=1 TO LEN(X$)

1410 CALL HCHAR(24,BB+3,ASC(SEG$(X$,BB,1)))

1420 NEXT BB

1430 CALL KEY(0,K,S)

1440 IF K=89 THEN 1470

1450 IF K=78 THEN 1460 ELSE 1430
1460 END

1470 CALL HCHAR(24,3,112,15)
1480 FORJ=1TO7

1490 RE=AA(J,1)

1500 CE=AA(J,2)

1510 CALL HCHAR(4,1,112,30)

1520 CALL HCHAR(RE,CE,32)

1630 CALL HCHAR(1,12,32,LEN(STR$(SCORE)))
1540 SCORE=0

1650 NEXT J

1560 XX=0

1570 RESTORE 660

1580 GOTO 120

Variables Used in this Game Include:

LL=The beginning column of the hero
TA=Whether the game has been played
J=Rows for upper rocks
P=Beginning row for drawing pit
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U=Beginning column for drawing pit
C1=Number of blocks drawn in the pit
X$=Statements used in the game
BB=Column for drawing statements
XX=Whether initial positions have been

assigned

K=A key that has been pressed

M=A selection of a Pitdemon

A=Row where Pitdemon is drawn

B=Column where Pitdemon is drawn
AC=Changing row of Pitdemon
AB=Number of rows a Pitdemon climbs
AC=Present row of Pitdemon
LK=Row of Positron Blast

Colors used in this game are as follows:
Jacque—Ilight blue; the Pitdemons—dark red; the
Pit—yellow; the Positron Blast—white.

Movement is controlled by “S” (left) or “D”
(right). The Positron Blast is controlled by the space
bar.

Explanation of the Program

The screen clears (10) and changes to a
light yellow (20). The name of the game (30) and
directions (40-60) are displayed until the player
presses any key (70-80).

The screen clears (100), the computer
randomly selects numbers (110), and the
starting column for Jacque is set (120). A test
statement (130) allows the player to by-pass
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lines 140-570. This speeds up the time between
plays. The screen is then turned black (140).

Next Jacque (160, 170), the Pitdemons (180,
190), the Positron Blast (200), and a space (210)
are designed.

Colors are given to the characters: Jacque
(360), the Pitdemons (320), the Positron Blast
(330), the space (370), and letters and numbers
(230-310, 350).

The rock chamber is drawn. Line 390 uses
a “dummy” variable called “J.” “J” is the row
number for the top of the pit.

The pit is read (430) from data lines (480-
520) and drawn (460). The test (440) tells the
computer that the pit is completed. The pit is
drawn at row “P” (430) and Column “C” (450)
“C1” (450) number of times.

The scoreboard is drawn in the first row,
starting at column 3 (530-570). The actual score
will be drawn later.

Jacque is drawn in his starting position
(580), and the Pitdemons are assigned positions
(590-660). A test (670) either draws the
Pitdemons in their starting positions or allows
the player to make decisions (690-730).

While the action is continuing on the
screen, the computer waits for the player to
make a decision. The player may move left
(770-810), right (820-870), blast with the
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Positron Blaster(1120-1260), or do nothing
(740).

If Jacque moves left (720), he is blanked out
(770) and drawn one space to the left (780-800).
The test (790) insures that he won’t run off the
screen. After that, the routine for movement to
the right (820-870) is by-passed.

If Jacque moves right (730), the computer
follows the same procedure as it did for
movement left. A Pitdemon is moved (860), and
more decisions need to be made (690).

A test (890) either sets up initial positions or
performs movement. If this is the beginning of a
game, the Pitdemons are given starting
positions (870-920) and are drawn (950-1080).
A test (1070) checks “XX” to see if it is equal to
1. If it is, decisions need to be made again
(1100).

If XX=1 (890), this means all Pitdemons
have been assigned starting positions. In that
case, a number if randomly chosen between 1
and 7 (900), a number for the row (910), and a
number for the column (920) are chosen, and
the Pitdemon is blanked out (930). A check is
made (940) either to set up starting positions or
perform movement. Since all Pitdemons have
their starting positions, a row number is
assigned (960), and a number between 1 and 3
(970).is chosen and subtracted from the row
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number (980). This will cause the Pitdemon to
be printed 1 to 3 rows closer to Jacque. A
column number is assigned (920) and checked
to see if it has moved passed Jacque (1000). If it
has, it is drawn (1010), sound effects are heard
(1050), and the Pitdemon’s row number is
changed (1060).

If the player presses the space bar (710), a
blast is fired. The blast moves from Jacque to
the Pitdemon (1160-1210). The blast is drawn
(1170) and blanked out (1180). A check (1200) is
made to see if there was a hit. If the blast
misses, it continues to move (1210) until it runs
out of energy. If it does, the Pitdemons move
again (1220), and decisions are needed (1260).

If a Pitdemon has been hit, both the
Pitdemon and the blast are blanked out (1280),
and sound effects are played (1290-1300).

The score is increased by the row number
minus Jacque’s row number (1320). The score
is then drawn (1330-1350), and more decisions
are needed (1360).

If the Pitdemon reaches the rim of the pit
(1000), a counter is set to signify that the game
has been played one time (1380), a message is
drawn (1390-1420), and the computer waits for
the player to answer (1430-1450). If the player
decides to play again, Jacque and the Pitdemon
that reached the rim are blanked out (1470), the
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other Pitdemons are blanked out (1480-1550),
the score is blanked out (1510), the variable that
controls whether the Pitdemons are assigned
starting positions or not is set to 0 (1560), the
data in line 580 can be used again (1570), and
the game begins again (1580).

Some Changes You Might Like to Try:

1. Let a Warbird attack from above while the
Pitdemons are climbing up from below.

2. Add some different types of creatures
climbing up and give different points
for them.

3. Let some of the Pitdemons go invisible and
give extra points for hitting them.
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In the
Caverns of Carnage

Jacque and Erin are in the fearsome and
eerie Caverns of Carnage, attacked by the
savage Crusher beasts. How long can Jacque
and Erin survive the chase that no one has ever
gotten through? How far can you get them
through the Caverns?

In this game, Jacque is on the right and
Erin on the left. You can use Jacque's Positron
Blaster to destroy the loathsome Crushers and
score points for each one disintegrated. You get
more points the closer they are when you blast
them. But watch out! If a Crusher gets Jacque
or Erin from the front, or they crash into a wall
or Crusher, the game is over. Use the “S” key to
move them left, the “D” key to move right, and
the space bar to fire.

GAME PROGRAM LISTING
10 CALL CLEAR
20 CALL SCREEN(11)
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30 PRINT “CAVERNS OF CARNAGE”

40 PRINT ::"PRESS S (LEFT) OR D (RIGHT)
TO MOVE”

50 PRINT ::*PRESS THE SPACE BAR TO FIRE.”
60 PRINT ::“PRESS ANY KEY TO BEGIN.”
70 CALL KEY(0,K,S)
80 IF K<O THEN 70
90 CALL CLEAR
100 RANDOMIZE
110 SCORE=0
120 LL=16
130 RR=4
140 L=16
150 Sw=7
160 CALL SCREEN(2)
170 REM **CHAR DESIGN
180 CALL CHAR(152,“1819FF3D3C3C2770")
190 CALL CHAR(144,“1819FFBC3C3C4280")
200 CALL CHAR(126,“183D7EBC3CCD4208")
210 CALL CHAR(33,"FFFFFFFFFFFFFFFF”)
220 CALL CHAR(87,“1818181818181818")
230 CALL CHAR(96,“"FFFFFFFFFFFFFFFF")
240 CALL CHAR(101,A$)
250 CALL COLOR(10,2,2)
260 CALL COLOR(2,4,4)
270 CALL COLOR(9,7,7)
280 CALL COLOR(5,8,2)
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290 CALL COLOR(7,2,7)

300 CALL COLOR(11,2,2)

310 CALL COLOR(12,16,7)
320 CALL COLOR(15,8,7)

330 CALL COLOR(13,11,4)
340 CALL COLOR(6,15,2)

350 CALL COLOR(3,16,2)

360 CALL COLOR(4,16,2)

370 CALL COLOR(14,16,4)
380 CALL COLOR(16,6,7)

390 FOR JK=24 TO 1 STEP -1
400 CALL HCHAR(JK,5,96,25)
410 NEXT JK

420 CALL HCHAR(RR,LL,152)
430 CALL HCHAR(RR,LL-1,144)
440 LET RN=RND

450 IF RN>.3 THEN 480

460 L=L+1

470 GOTO 500

480 IF RN<.7 THEN 500

490 L=L-1

500 IF L<=15 THEN 520

510 L=15

520 IF L>=1 THEN 540

530 L=1

540 CALL HCHAR(24,1,33,L)
550 CALL HCHAR(24,L+1,26,SW)



118

TIMELOST

560
570
580
590
600
610
620
630
640
650
660
670
680
690
700
710
720
730
740
750
760
770
780
790
800
810
820

CALL HCHAR(24,L+SW,33,32-L-SW)
CALL HCHAR(24,((SW-1)*RND+L+1),126)
CALL SOUND(100,1000*RND+110,L)
CALL HCHAR(RR,LL-1,96,2)

PRINT

CALL HCHAR(RR,LL,152)

CALL HCHAR(RR,LL-1,144)

CALL GCHAR(5,LL,N)

IF N=33 THEN 1120

IF N=126 THEN 1120

CALL GCHAR(5,LL-1,N)

IF N=126 THEN 1120

IF N=33 THEN 1120

CALL KEY(0,K,S)

IF K=32 THEN 940

IF K=83 THEN 760

IF K=68 THEN 850

CALL HCHAR(RR-1,LL-1,96,2)
GOTO 420

REM **INITIAL POSITIONS

CALL GCHAR(RR,LL-1,N)

IF N=126 THEN 1120

IF N=33 THEN 1120

CALL HCHAR(RR,LL-1,96,2)

LL=LL-1

IF LL<1 THEN 890

CALL HCHAR(RR,LL,153)
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830 CALL HCHAR(RR,LL-1,144)
840 GOTO 1110
850 CALL GCHAR(RR,LL+1,N)
860 IF N=126 THEN 1120
870 IF N=33 THEN 1120
880 CALL HCHAR(RR,LL-1,96,2)
890 LL=LL+1
900 IF LL>32 THEN 800
910 CALL HCHAR(RR,LL,153)
920 CALL HCHAR(RR,LL-1,144)
930 GOTO 420
940 REM **POSITRON BLAST
950 FOR LK=4 TO 22
960 CALL GCHAR(LK+1,LL,N)
970 IF N=126 THEN 1030
980 IF N=33 THEN 420
990 CALL HCHAR(LK+1,LL,87)
1000 CALL HCHAR(LK+1,LL,96)
1010 NEXT LK
1020 GOTO 420
1030 CALL HCHAR(LK+1,LL,96)
1040 CALL SOUND(100,-7,0)
1050 CALL SOUND(100,-7,5)
1060 REM **SCORE
1070 SCORE=SCORE+23-LK
1080 FOR BB=1 TO LEN(STR$(SCORE))
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1090 CALL HCHAR(1,BB+16,ASC(SEG$(STR$
(SCORE),BB,1)))

1100 NEXT BB

1110 GOTO 420

1120 FOR BB=1 TO LEN(STR$(SCORE))

1130 CALL HCHAR(1,BB+16,ASC(SEG$(STR$
(SCORE),BB,1)))

1140 NEXT BB

1150 X$="ANOTHER GAME?"

1160 FOR BB=1 TO LEN(X$)

1170 CALL HCHAR(24,BB+3,ASC(SEG$(X$,BB,1)))

1180 NEXT BB

1190 CALL KEY(0,K,S)

1200 IF K=89 THEN 90

1210 IF K=78 THEN 1220 ELSE 1190

1220 END

Variables Used in this Game Include:

K=A key that has been pressed
LL=The row of Jacque and Erin
RR-1=The column of Erin
RR=The beginning column of Jacque
L=The beginning column of Jacque
SW=The curve of the path
JK=The rows of the entrance to the caverns
RN=A random number
LK=The row of the Positron Blast
N=A character being searched for
BB=The beginning column for a statement
X$=Statements used in the game
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The colors used in this game are as follows:
Jacque—dark blue; Erin—light blue; the Creatures—
white; the Path—orange; the Positron Blast—black;
the Walls—black.

Movement is controlled by “S” (left) or “D”
(right). The space bar controls the Positron Blast.

Explanation of the Program

The screen clears (10) and changes to a
light yellow (20). The name of the game (30) and
directions (40-60) are displayed until the player
presses any key (70-80).

The screen clears (90), the computer
randomly selects numbers (100). Several
variables are set: the score (110), the starting
column for Jacque (120), the starting row for
Jacque (130), one that allows the Crushers to
appear (140), and the curve of the cavern (150).

The screen becomes black (160). Next
Jacque (180), Erin (190), the Crushers (200), the
walls (210), the Positron Blast (220), and a
space are designed (230).

Colors are given to Jacque (380), Erin (320),
the blast (290), the Crushers (310), the space
(270), and letters and numbers (250, 260, 280,
300, 330, 340, 350, 360, 370).

The tunnel entrance is drawn (390-410).

Jacque (420) and Erin (430) are drawn.

The tunnel’s curves are calculated (440-
530) and drawn (540-570). A sound is played
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(580) as Jacque and Erin are blanked out (590)
and the tunnel moves up (600).

Jacque and Erin are drawn (610, 620), and
a check (630 or 660) is made to see if either of
them touched a wall (640 or 680) or a Crusher
(650 or 670). If they touch, the game is over
(1120).

While the action continues on the screen,
the computer waits for the player to move left
(710), right (720), or shoot (700).

If the player does nothing, Jacque and Erin
are blanked out (730) and the tunnel and
Crushers move closer (740).

If the player presses “S” (710), a check is
made to see if Erin touched a wall (780) or a
Crusher (770). If she did, the game ends (1120).
If not, Jacque and Erin are blanked out (790),
the column number is reduced by 1 (800) and
checked (810) so that they won’t run off the
screen, and Jacque and Erin are drawn in their
new position (820-830). The tunnel and
Crushers move (840).

If the player presses “D” (720), the same
procedure is followed, except Jacque’s position
is checked (850-870), and the column number
is increased by 1 (890).

If the player presses the space bar (700), a
check is made to see if a piece of the wall (980)
or Crusher (970) is in the place below. If a piece
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of the wall is found, the tunnel and Crushers
move up (420). If the blast runs out of energy,
the tunnel and Crushers move up (1030).

If a Crusher is found (970), the Crusher is
blanked out (1030), sound is played (1040-
1050), and the score is increased by the row
number of the Crusher (1070) and drawn (1080-
1100). The tunnel and Crusher move up (420).

If Jacque or Erin touch the wall or a
Crusher, the game is over. The present score is
drawn (1120-1140), a message is drawn (1150-
1180), and the computer waits for the player
either to play again (1200) or quit (1210). If the
player decides to play again (1200), the game
starts again. If not (1210), the game ends.

Some Changes You Might Like to Try:

1. Make other types of creatures appear and
award different points.

2. Allow trap doors in the cavern as an extra
challenge to Jacque and Erin.

3. Allow safe side passages as an extra aid to
Jacque and Erin.
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Escape

You are in the horrible prison of the
Warlord and are attempting to escape with
some of your fellow prisoners. But to escape,
you must leave through the River of Death by
passing through the Gates of Destruction.

In this game, you can help 100 prisoners to
escape by guiding them through the gates. If
you give no help, none will get through. No one
has ever got all 100 safely through. You guide
each prisoner’s boat down the river and
through the gates, using the “S” key for left and
the “D” key for right. Because the current is so
swift, there’s no way you can stop the boats.
You must maneuver them just right to pass
through the gates—if possible.

Watch out for the rocks at the edge of the
river. They will also make you lose a prisoner if
one touches them. You'll also notice that the
shoreline changes as the game progresses.

This represents the tide exposing and
covering some of the rocks at the edge. Good
luck!
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10
20
30
40

50
60
70
80
90
100
110
120
130
140
150
160
170
180
190
200

210
220
230
240
250
260

GAME PROGRAM LISTING

CALL CLEAR

CALL SCREEN(11)

PRINT ::“ESCAPE”

PRINT ::“PRESS S (LEFT) OR D (RIGHT)
TO STEER THE BOAT.”

PRINT ::“PRESS ANY KEY TO BEGIN.”
CALL KEY(0,K,S)

IF K<O THEN 60

REM **ESCAPE

NP=100

RANDOMIZE

CALL CLEAR

CALL SCREEN(5)

REM **DIM FOR BANK CHANGE

DIM SP(14,2)

FORJ=1TO 14

FORI=1TO 2

READ SP(J,))

NEXT |

NEXT J

DATA 6,10,6,18,8,8,8,18,10,10,10,17,12,10,12,
18,14,10,14,18,16,8,16,14

DATA 18,8,18,15

REM **CHAR DESIGN

CALL CHAR(144,“FFFFFFFFFFFFFFFF”)
CALL CHAR(101,“183C3C7E7E3C3C18")
REM **ASSIGN COLOR

CALL COLOR(15,2,2)
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270 CALL COLOR(9,16,5)

280 CALL COLOR(16,13,13)

290 REM **THE BANKS

300 READ B

310 IF B=0 THEN 390

320 READ C,D

330 CALL HCHAR(B,C,152,D)

340 GOTO 300

350 DATA 5,1,10,5,17,16,6,1,10,6,18,15,7,1,9,7,19,
16,8,1,8,8,18,15

360 DATA 9,1,9,9,17,16,10,1,10,10,17,16

370 DATA 11,1,11,11,17,16,12,1,10,12,18,15,13,1,
12,13,16,17,14,1,10,14,18,15

380 DATA 15,1,9,15,17,16,16,1,8,16,15,19,17,1,8,17,
13,20,18,1,8,18,15,18,19,1,9,19,16,17,0

390 REM **STATEMENTS

400 X$="ESCAPED ="

410 RR=3

420 CC=2

430 GOSUB 1730

440 X$="REMAINING ="

450 RR=3

460 CC=16

470 GOSUB 1730

480 NP=NP-1

490 X=NP

500 CC=28

510 GOSUB 1770

520 GOTO 1040
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530 NP=NP-1

540 |IF NP<0 THEN 590

550 X=NP

560 RR=3

570 CC=28

580 GOSUB 1770

590 PE=PE+1

600 X=PE

610 RR=3

620 CC=12

630 GOSUB 1770

640 X$="FREEDOM!”
650 CALL HCHAR(A,B,152,2)
660 RR=4

670 CC=7

680 GOSUB 1730

690 CALL SOUND(150,523,3)
700 CALL SOUND(80,523,3)
710 CALL SOUND(150,523,3)
720 CALL SOUND(300,700,3)
730 GOTO 990

740 CALL GCHAR(DI+1,LL,OLDCHAR)
745 CALL HCHAR(DI+1,LL,101)
750 CALL SOUND(100,-7,0)
760 CALL SOUND(100,-7,5)
770 FORJ=1TO 5

780 CALL COLOR(9,7,5)

790 FOR =1 TO 10

800 NEXT |
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810
820
830
840
850
860
870
880
890
900
910
920
930
940
950
960
970
980
990
1000
1010
1020
1025
1030
1040
1050
1060
1070
1080

CALL COLOR(9,16,5)
NEXT J

CALL HCHAR(DI+1,LL,OLDCHAR)
NP=NP-1

IF NP<0 THEN 900
X=NP

RR=3

CC=28

GOSUB 1770
X$="ANOTHER LOST!!"
CALL HCHAR(A,B,152,2)
RR=4

CcC=7

GOSUB 1730

CALL SOUND(200,262,2)
CALL SOUND(600,131,0)
FOR J=1TO 100
NEXT J

CALL HCHAR(4,CC+1,32,LEN(X$))
IF NP<0 THEN 1820
LK=23

LL=13

IF FLAG=1 THEN 1100
GOTO 1480

LK=24

LL=13

ROW=5

M=M+1

CALL GCHAR(ROW,M,N)
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1082 IF N=101 THEN 1084 ELSE 1090
1084 OLDCHAR=32

1085 FLAG=1

1086 DI=LK-1

1088 GOTO 750

1090 IF N=32 THEN 1100 ELSE 1070
1100 C=M-1

1105 FLAG=0

1110 C=C+1

1120 SR=INT(RND*13)+1

1130 A=SP(SR,1)

1140 B=SP(SR,2)

1150 CALL HCHAR(A,B,32,2)

1160 IF C=21 THEN 1500

1170 CALL GCHAR(ROW,C,N)

1180 T=TH1

1190 IF N=101 THEN 1192 ELSE 1200
1192 OLDCHAR=144

1194 DI=LK-1

1196 GOTO 750

1200 IF N=152 THEN 1500

1210 CALL HCHAR(ROW,C,144)
1220 CALL SOUND(100,20*C,20-C)
1270 CALL KEY(0,K,S)

1275 CALL HCHAR(LK,LL,32)

1280 IF K=83 THEN 1370

1290 IF K=68 THEN 1370

1330 LK=LK-1

1340 GOSUB 1620
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TIMELOST

1350 GOTO 1480

1360
1370
1380
1390
1400
1410
1420
1430
1440
1450
1460
1480
1490
1500
1510
1520
1530
1540
15650
1560
1570
1590
1600
1610
1620
1630
1640
1650

REM **HERO MOVE
GOSUB 1620

CALL HCHAR(LK,LL,32)
IF K=83 THEN 1440
LL=LL+1

LK=LK-1

GOSUB 1620

GOTO 1480

LL=LL-1

LK=LK-1

GOSUB 1620

CALL HCHAR(LK,LL,101)
GOTO 1110

W=W+1

CALL HCHAR(ROW,M,32,T-1)
T=0

IF W>7 THEN 1570
ROW=ROW+2

M=0

GOTO 1070

W=0

M=0

ROW=0

GOTO 1060

CALL GCHAR(LK-1,LL,N)
DI=LK-1

IF N=144 THEN 740

IF N=152 THEN 740
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1660
1670
1680
1690
1700
1710
1720
1730
1740
1750
1760
1770
1780

1790
1800
1810
1820
1830
1840
1850
1860
1870
1880
1890
1900
1910
1920
1930

CALL GCHAR(LK,LL,N)

DI=LK

IF N=144 THEN 740

IF N=152 THEN 740

IF LK<5 THEN 1710 ELSE 1720
GOSUB 530

RETURN

FOR BB=1 TO LEN(X$)

CALL HCHAR(RR,BB+CC,ASC(SEG$(X$,BB, 1))
NEXT BB

RETURN

FOR BB=1 TO LEN(STR$(X))

CALL HCHAR(RR,BB+CC,ASC(SEG$(STR$(X),
BB,1))

NEXT BB

CALL HCHAR(RR,BB+CC,32)
RETURN

REM **PLAY ANOTHER GAME
TA=2

X$="ANOTHER GAME?"

FOR BB=1 TO LEN(X$)

CALL HCHAR(24,BB+10,ASC(SEG$(X$,BB,1)))
NEXT BB

CALL KEY(0,K,S)

RESTORE

PE=0

C=0

W=0

M=0
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1940 NP=100

1950 IF K=89 THEN 90

1960 IF K=78 THEN 1980 ELSE 1880
1970 GOTO 90

1980 END

Variables Used in this Game Include:

K=A key that has been pressed
B=The row for a river bank
C=The column for a river bank
D=The length of a river bank
RR=The row where a statement is drawn
CC=The beginning column of a statement
X$=The statement
NP=The number of prisoners
PE=The number of prisoners that
have escaped
X=Either NP or PE
A=The row of a bank change
B=The column of a bank change
DI=The destroyed boat
LL=The beginning column of a boat
LK=The row of a boat
ROW-=The starting row of the gate
M=The beginning and ending of a gate
N=The character being searched for
T=The length of the gate
W=The number of gates that have
been drawn
BB=The column for a statement
TA=Whether the game has been played
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OLDCHAR=The original character which will be
replaced after flashing to show a
collision

FLAG=Whether the gate has smashed into the
boat on the first move of the gate away
from the shore (FLAG=1)

Colors used in this game are: the Gate—black;
the Boat—white; the River Banks—green; and the
Water—blue.

Movement is controlled by “S” (left) or “D”
(right).

Explanation of the Program

The screen clears (10) and changes to a
light yellow (20), and the directions are drawn
(30-40). The computer waits for the player to
press any key (60, 70).

The screen clears (110), the computer is
told to select numbers randomly (100), the
number of prisoners is set (390), and the screen
turns blue (120).

A dimension (140) sets aside memory for
the bank’s changing shape. Information is read
(150-190) from lines 200 and 210. The
information is then stored in the dimension
statement until it is needed. For example, the
first number in the statement “SP (6, 10)” is the
row number, and the second number is the
column number.

The gate (230) and the boat (240) are
designed.
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Color is given to the gate (260), the boat (270),
and the banks (280).

Information is read (300) from data lines
(350-380). The information is first checked for a
zero (310)—this tells the computer the banks
are completed, then more information is read
(320). The gate is drawn (330), and the
procedure is repeated until a zero is found.

Next a variable is assigned a string (400), a
row number (410), and a column number (420)
and is drawn (430, 1730-1760). This procedure
is repeated again for lines 690-720, and
decisions need to be made. (520)

This section is used when a prisoner
escapes (530-730) or is lost (740-1000).
Basically, a phrase is assigned (640 or 900) and
drawn (660-680 or 920-940), music is played
(690-720 or 950, 960), the boat either vanishes
or explodes (740-820), and the score is
adjusted (530-630 or 840-890).

These lines are used after the game has
started. The row number (1010) and column
number (1020) are assigned, and the movement
procedure is continued (1030).

The boat'’s starting row (1040) and column
(1050) are assigned, and the gate’s starting row
is assigned (1060).

The gate’s starting column is determined
by (1070-1090). The computer checks each
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column in the current row. As soon as a space
is found (1040), the column is identified (1100).
The banks are randomly changed by (1120-
1150), while (1082-1088) check if the first gate
movement hit the boat.

As the gate is drawn (1100-1190, 1620-
1720) rows and columns are checked for either
a boat (1190) or a bank (1200). At the same time,
the boat checks for a gate or a bank (1620-
1720). If the checks fail, sounds are played
(1220) and the boat and gate continue to move.

The player has a choice of moving left
(1280) or right (1290). Moving left or right
causes checks to be made for banks or gates
(1620-1720). If a gate or bank is found, the boat
explodes (740-820), the score is adjusted and
drawn (840-890), and the appropriate message
is shown (900-1000).

If nothing is found, the boat either moves
left (1360, 1440-1490) or right (1400-1430,
1480-1490).

Each time a gate meets the next bank, a
counter is increased by 1 (1500), and the gate is
blanked out (1510) and checked to see if 7
gates have been drawn (1530). If there have
been 7 gates, counters are reset (1570-1600),
and the procedure above is repeated. If not, a
counter is reset that controls the starting
position of the gate (1550) to zero, and the row
number is increased by two (1540).
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When all prisoners have either escaped or
lost (540 or 850), the game ends. A variable is
reset (1520) to indicate that the game has been
played one time. A question is drawn (1810-
1860), and the computer waits for the player to
answer (1870-1950). If the player chooses, the
game is restarted (1960).

Some Changes You Might Like to Try:

1. Allow multiple gates to make it harder for
the prisoners to get through.

2. Allow the prisoners boats to stop
temporarily.

3. Make rocks randomly appear in the water to
make it harder for the boats to get through.

4. Make the shoreline follow a sine curve.
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Rockfall!

Things are bad, bad, bad. In fact, they're
worse. The Wizard’s creatures are attacking,
and rocks are crashing down as Erin pulls the
vine. How long can Jacque and Erin survive?

In this game, Jacque is on the right, and
Erin is on the left. The Wizard’s creatures attack
from the sides. The following controls are used:

“S” moves Jacque and Erin left

“D"” moves Jacque and Erin right

“<” fires the Positron Blaster left

Space bar fires the blaster up

“>” fires the blaster right

If a rock hits Jacque or Erin, the game is
over. Likewise, if a creature gets to either of
them, the game ends.

The rocks initially start falling from near the
middle of the screen. When the rocks reach the
row just above the people, the rocks will
disappear and a new row will appear if the
game isn’t over.

This new row will start one row closer to
the heroes. Now you’ll get one more point per
rock disintegrated. The rocks will keep starting
off one row closer until row 15, and you'll get 15
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points per rock or creature destroyed at this
time.

Creatures can appear, starting from two
spaces to the right or left of Jacque. As soon as
you disintegrate a creature, another will appear
at a different location and will start moving
toward Jacque and Erin. You score more points
the closer the creatures get before you blast
them. Your score will be continually updated on
the screen.

GAME PROGRAM LISTING
10 CALL CLEAR
20 CALL SCREEN(11)
30 PRINT “ROCKFALL”

40 PRINT ::“PRESS S (LEFT) OR D (RIGHT)
TO MOVE.”

50 PRINT::“PRESS <(LEFT) OR> (RIGHT) TO FIRE
HORIZONTALLY.”

60 PRINT ::“PRESS THE SPACE BAR TO FIRE
VERTICALLY.”

70 PRINT ::“PRESS ANY KEY TO BEGIN.”
80 CALL KEY(0,K,S)
90 IF K<0 THEN 80

100 CALL CLEAR

110 RANDOMIZE

120 NR=15

130 DIM A(21)

140 SCORE=0

150 G=25
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160 SR=11

170 R=11

180 F=10

190 LL=16

195 NB=5

200 CALL SCREEN(12)

210 REM **CHAR DESIGN

220 CALL CHAR(152,“1819FF3D3C3C2770")
230 CALL CHAR(153,“1819FFBC3C3C4280")
240 CALL CHAR(144,“1819FFBC3C3C2720")
250 CALL CHAR(145,“1898FF3D3C3C2770")
260 CALL CHAR(136,“18387C75737C2442")
270 CALL CHAR(137,“18387D73707C2418")
280 CALL CHAR(138,181C3757C7372452")
290 CALL CHAR(139,“181CBECE1E3E2418")
300 CALL CHAR(88,“000000FFFF")

310 CALL CHAR(126,“FFFF7E7E3C3C3C18")
320 CALL CHAR(89,“0")

330 CALL CHAR(87,1818181818181818")
340 CALL CHAR(96,“FFFFFFFFFFFFFFFF”)
350 REM **ASSIGN COLOR

360 CALL COLOR(2,4,4)

370 CALL COLOR(9,2,2)

380 CALL COLOR(11,2,2)

390 CALL COLOR(12,2,12)

400 CALL COLOR(13,11,4)

410 CALL COLOR(14,16,12)

420 CALL COLOR(15,7,12)
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430 CALL COLOR(16,6,12)
440 REM **ROCKS

450 FOR J=1TO 10

460 CALL HCHAR(J,1,112,32)
470 NEXT J

480 REM **SCOREBOARD
490 X$="SCORE ="

500 FOR BB=1 TO LEN(X$)
510 CALL HCHAR(9,BB+10,ASC(SEG$(X$,BB,1))
520 NEXT BB

530 FOR I=1 TO NR

540 A()=126

550 NEXT |

560 FOR I=1 TO NB

570 A(NR*RND)=32

580 NEXT |

590 R=SR

600 CALL HCHAR(20,LL,152)
610 CALL HCHAR(20,LL-1,144)
620 REM **DECISIONS

630 IF R=20 THEN 530

640 GOSUB 1590

650 CALL KEY(0,K,S)

660 IF K=32 THEN 960

670 IF K=83 THEN 720

680 IF K=68 THEN 790

690 IF K=44 THEN 1270

700 IF K=46 THEN 1390
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710 GOTO 630

720 CALL HCHAR(20,LL,32)
730 CALL HCHAR(20,LL-1,32)
740 LL=LL-1

750 IF LL<12 THEN 810

760 CALL HCHAR(20,LL,153)
770 CALL HCHAR(20,LL-1,145)
780 GOTO 850

790 CALL HCHAR(20,LL,32)
800 CALL HCHAR(20,LL-1,32)
810 LL=LL+1

820 IF LL>21 THEN 740

830 CALL HCHAR(20,LL,153)
840 CALL HCHAR(20,LL-1,145)
850 FF=INT(RND*2)+1

860 CALL HCHAR(20,F,32)
870 F=F+FF

880 IF F>=LL-2 THEN 1130
890 CALL HCHAR(20,F,136)
900 GG=INT(RND*2)+1

910 CALL HCHAR(20,G,32)
920 G=G-GG

930 IF G<=LL THEN 1150

940 CALL HCHAR(20,G,139)
950 GOTO 630 )

960 FOR LK=19 TO R STEP -1
970 CALL HCHAR(LK,LL,87)
980 CALL HCHAR(LK,LL,32)
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990 NEXT LK

1000 IF A(LL-10)<>32 THEN 1020
1010 GOTO 630

1020 A(LL-10)=32

1030 SCORE=SCORE+R

1040 GOSUB 1060

1050 GOTO 630

1060 CALL SOUND(100,-7,0)
1070 CALL SOUND(100,-7,5)
1080 REM **SCORE

1090 FOR BB=1 TO LEN(STR$(SCORE))

1100 CALL HCHAR(9,BB+18,ASC(SEGS$(STR$
(SCORE),BB,1)))

1110 NEXT BB

1120 RETURN

1130 CALL HCHAR(20,LL-1,137)
1140 GOTO 1170

1150 CALL HCHAR(20,LL,138)

1160 REM **TRY AGAIN

1170 X$="ANOTHER GAME?”

1180 FOR BB=1 TO LEN(X$)

1190 CALL HCHAR(24,BB+3,ASC(SEG$(X$,BB,1)))
1200 NEXT BB

1210 RESTORE

1220 CALL KEY(OK,S)

1230 IF K=89 THEN 100

1240 IF K=78 THEN 1250 ELSE 1220
1250 END
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1260
1270
1280
1290
1300
1310
1320
1330
1340
1350
1360
1370
1380
1390
1400
1410
1420
1430
1440
1450
1460
1470
1480
1490
1500
1510
1520
1530

REM **HORIZONTAL BLAST
SH=LL-2

FOR TH=SH TO 11 STEP -1
CALL HCHAR(20,TH,88)
CALL HCHAR(20,TH,32)

IF TH=F THEN 1340

NEXT TH

GOTO 630
SCORE=SCORE+17-LL+F
F=10

CALL HCHAR(20,TH,32)
GOSUB 1060

GOTO 630

FOR OH=LL+1 TO 24

CALL HCHAR(20,0H,88)
CALL HCHAR(20,0H,32)
TH=0OH

IF OH=G THEN 1460

NEXT OH

GOTO 630
SCORE=SCORE+17+LL-G
G=25

CALL HCHAR(20,0H,32)
GOTO 1370

IF AA(M,2)=LL THEN 1170
IF AA(M,2)=LL-1 THEN 1170
CALL HCHAR(AC,B,32)
AAM,1)=11
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1540 RETURN

1550
1560
15670
1580
1590
1600
1610
1620
1630
1640
1650
1660
1670
1680
1690
1700
1710
1720
1730
1740
1750
1760
1770
1780
1790
1800
1810

CALL SOUND(100,-7,0)
CALL SOUND(100,-7,5)
RETURN

REM **ROCK FALL

R=R+1

IF R<20 THEN 1690

CALL GCHAR(19,LL,N)

IF N=126 THEN 1170

CALL GCHAR(19,LL-1,N)

IF N=126 THEN 1170

IF SR<15 THEN 1660 ELSE 1670
SR=SR+1

CALL HCHAR(R-1,10,32,17)
RETURN

CALL HCHAR(R-1,10,32,17)
FORJJ=1TO 15

CALL HCHAR(R,10+JJ,A(JJ))
NEXT JJ

CALL SOUND(100,10*R,20-R)
IF F>10 THEN 1790
F=11+INT(2*RND)

IF F>LL-2 THEN 1750
CALL HCHAR(20,F,136)
RETURN

IF G<25 THEN 1830
G=24-INT(2*RND)

IF G<LL+2 THEN 1800
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1820 CALL HCHAR(20,G,138)
1830 RETURN

Variables Used in this Game Include:

K=A key that has been pressed
LL=The row of Jacque
RR=The beginning column of Jacque
L=The width of the cavern path
SW=The curve of the cavern path
JK=A row of entrance to the cavern
RN=A random number
LK=Row of Positron Blast
N=Character being searched for
BB=Beginning column for statements
X$=Statements used in the game
The colors used in this game are as follows:
Jacque—dark blue; Erin—light blue; the Creatures—
dark red; the Path—orange; the Positron Blast—
black; Spaces—orange; the Walls—black.
Movement is controlled by “S” (left) or “D”
(right). The space bar controls the vertical Positron
Blast, and “<” or “>" control the horizontal Positron
Blast.
Explanation of the Program
The screen clears (10) and changes to a
light yellow (20). The name of the game (30) and
directions (40-70) are displayed until the player
presses any key (80-90).
The screen clears (100), and the computer
randomly selects numbers (110). Several
variables are set: the number of rocks (120), a



146 TIMELOST

dimension of possible characters in a row (130),
the score (140), the starting column of the
Crusher that moves left (150), the beginning row
for the rockfall (160-170), the starting column
number of the Crusher that moves right (180),
and the starting column of Jacque (190). The
screen is then turned light green (200).

Next Jacque (220, 230), Erin (240, 250), the
right Crusher (260, 270), the left Crusher (280,
290), the vertical Positron Blast (300), the rock
(310), a space (320), the horizontal Positron
Blast (330), and the pit wall (340) are designed.

Colors are given to the characters: Jacque
(430), the Crushers (410), Erin (420), the rocks
(390), the wall (370), and spaces (360, 380, 400).

The upper rock chamber is drawn
(440-470).

The scoreboard is drawn in the ninth row
and starting in the tenth column (490-520). The

actual score will be drawn later.
First, the rocks are set to the ASCII value of

126 (530-550). Next, five rocks are randomly
selected and assigned the ASCII value of 32
(560-580). These five rocks are inserted
randomly inside of the rockfall. This means that
each new rockfall will be different.

Jacque and Erin are drawn in their starting
positions (600-610).

While the action continues on the screen,
the computer waits for the player to make a
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decision. The player may move left (720-780),
right (790-840), blast the Positron up (960-1010)
or across (1260-1490), or do nothing (710).

If Jacque and Erin move left (670), they're
blanked out (720, 730) and drawn one space to
the left (760-770). The test (750) insures they’ll
not run off the screen. After that, the program
by-passes the routine for movement to the right
and Crushers are moved (870-950) and more
decisions need to be made.

If Jacque and Erin move right (670), the
computer follows the same procedure as it did
for movement left.

If no decisions are made (710), the row
number of the rockfall is checked (630). If it is
equal to 20, then a new rockfall is designed
(530-590). If the row number does not equal 20,
the row is checked (1590-1600). Locations are
checked above Jacque (1610-1620) and Erin
(1630-1640). If a rock is present, the game ends
(1620 or 1640). If a space is present, the rockfall
is blanked out (1690) and redrawn (1700-1720),
and a sound is made (1730).

If the player pressed the space bar (660), a
Positron Blast is shot towards the rocks (960-
990). If the position of the blast hits a rock
(1000), the rock is blanked out (980), the score
is increased by the row number of the rock
(1030), a sound is made (1060-1070), the rock’s
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position is replaced by a space (1020), and the
score is drawn (1080-1110).

If the player chooses to shoot left (690), the
blast appears one space to the left of Erin
(1270). As the blast moves towards the Crusher,
it is drawn and blanked out (1280-1320). When
the blast’s position equals the position of the
Crusher (1310), the Crusher is assigned a new
position (1350) and blanked out (1360), the
score is increased by the column number of the
Crusher minus the column row of Jacque
(1460), sound is made (1060-1070) and drawn
(1740-1780), and more decisions need to be
made.

If the player chooses to shoot right (700),
the same procedure is followed (1390-1490).

When the game is over a message is drawn
(1160-1200), data can be used again (1210),
and the computer waits for the player to
answer. If the player presses “Y,” the game
begins again (1220). If the player presses “N,”
then the game ends (1240-1250).

Some Changes You Might Like to Try:

1. Make the creatures appear and disappear
so that it is harder to hit them.

2. Allow some colored rocks or Warbirds to
appear and give more points for shooting
them.
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