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Introduction

For most of my adult life I've pursued what some
might consider a hopelessly disorganized diversity of
projects. I've developed books, records, games and toys
— and an occaslonal script or song — for the Children’s
Television Workshop (producers of Sesame Street and
The Electric Company), and, on the side, I've written and
edited satiric pieces for the National Lampoon and other
publications. People often ask me if | think it's
“sensible” to spread myself over so many media. “My
activities really are all related,” | answer, somewhat
defensively. “At least somewhat..."”

The truth is that it's the very variety of my work that’s
kept me interested and challenged. And, not coinci-
dentally, I'm convinced that it's the unlikely mixture of
media and people — of humor with curriculum content,
of children’s games with rock’n’roll music, of animation
with phonics lessons; of child psychologists with
puppeteers — that has made Sesame Street 80 vital, so
exciting, and so successful.

One world that always did seem irrelevant to my
pursuits, however, was computing. Oh sure, computers
might store information, or generate lists of words
recognizable to five-year-olds, or Index research
results, or handle accounts, or, of course, invade my
privacy. In short, they might be a useful tool for
someone else (probably someone pretty different from
me). But computers as a creative medium—much less a
medium | could actually feel comfortable with? Never!

Then, one day a few summers back, my wife,
Genevieve—then an engineering student at Columbia—
showed me a book called Basic Computer Games, by
David Ahl. To my amazement, it had funny pictures in it.
It was full of games — many of them delightfully silly.
And — wonder of wonders! — at least some of it
(sample runs of the games, for example) was not hope-
lessly beyond my comprehension.

| was intrigued, and when, months later, | visited the
Boston Children's Museum and actually got to play with
acomputer, | was hooked. The terminals at the museum
played many of the games in David Ahl's book. What's
more, they actually called me by name, and made
humorous comments about my playing skill. After
several hours of trying to land a capsule on the moon
{only to be told that I'd created several hundred new
craters, and that Neil Armstrong “did It right the first
time”), | had to be dragged away from the keyboard — it
was past closing time, the museum personnel insisted.

From that day on, the development of computer
games — to entertain and to educate — has been a high
priority activity for us at CTW. (As | write this, we're de-
signing a prototype computer game center to open, near
Philadelphia, in 1980 — a project in which David Ahl has
taken a pioneering role). For the computer combines the
possibility of fun, education, challenge, personaliza-
tion, humor and — most important — /nteraction, in a
way that no other medium can. Computers are infinitely
patient, not minding (unless they're programmed to
mind) if you take all day to respond to a question or
move a game “piece”. If there's something you don't
understand, you don't have to be embarrassed to ask a
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computer for help. A computer can adjust the difficulty
level of a game or activity to suit your ablility — some
programs even learn how to beat you as you continue to
play against them. Armed with the proper software, a
computer can play a song (or allow you to play one),
paint a picture, write a poem or tell a story. Or it can
plunge you into a whole new world, so you can learn by
doing (or just escape, for a few moments, into a delight-
ful fantasy).

The games in this, David Ahl's second collection,
demonstrate many of these attributes. Try Camel, for
example, in which you're left alone in the Gobi Desert
with one quart of water and a bunch of Wild Berbers hot
on your trail. (You'll learn something about resource
management even if you don't escape to use your new
knowledge.) Or type Concentration into the computer,
and let your children perfect their matching and memory
skills without showing you up. Become a starship
captain and practice navigating a three-dimensional
universe, in Maneuvers. Turn on Father so your kids can
argue with the computer — instead of you — If they
want to stay out late on Saturday night. Or — the ulti-
mate trip — play Millionaire and start your whole life
over again (complete with such decisions as what job to
apply for, what investments to make, and what to do
when)lan airplane crashes into your magnificent new
home
. The main point of all this is that whatever else
computers are meant to be, they can be turned into
magical multi-media machines that put you squarely in
the center of the action. And, as Dave Ahl has continu-
ally demonstrated, they're an awful lot of fun. Turn the
page and see.

Christopher Cerf



Tne Basic Language

Capsule Description of Microsoft BASIC

Statement or
Function

DATA

DEF FNF(X)

DIM

END
FOR...TO...STEP
GOTO

GosuB
IF...GOTO
IF...THEN

INPUT

LET

NEXT
ON...GOTO
ON...GOSsuB
PRINT
READ

REM
RESTORE
RETURN
STOP
ABS(X)
ASC(X$)

ATN(X)
CHR$(X)

COS(X)
EXP(X)
INT(X)
LEFTS(XSY)

LEN(XS$)
LOG(X)

Notes

String data is not always quoted.
Some BASICs require quote
marks.

If your BASIC does not have DEF,
simply use the complete function
itself wherever FNF(X) appears.

Dimensions numeric or string
array. String scalars aren't
dimensioned. Subscripts begin at
zero.

May be followed by any executable
statement.

Optional prompt string may be
printed before doing INPUT.

LET keyword is optional.

Computed GOTO.
Computed GOSUB.

Absolute value.

Returns ASCII value of leftmost
character. ASC("A") is 65,
ASC(“B") is 66, efc.

Arctangent of value in radians.

Converts ASCII value to character
string, opposite of ASC function.
CHR$(65) is "A", CHR$(86) is "B",
etc. CHR$(7) is a bell ring.
CHR$(8) is a backspace.

Cosine of angle in radians.
Value of e to the X power.
Greatest integer less than X.
Returns Y leftmost characters of

X$.
Length of X§.
Logarithm of X to the base e.

MID$(X$.Y.Z) Returns substring of X$, starting at
position Y, Z characters long.
RND(1) Random number function. Returns

values between 0 and 1.

RIGHTS$(X$.Y) Returns Y rightmost characters of

X$.

SGN(X) Sign function. Returns -1if X<0,0
if X=0, 1 if X>>0.

SIN(X) Sine of angle in radians.

SQR(X) Square root.

STR$(X) Converts X to string of decimal
digits. For example, STR$(8.45) is
“8.45", exactly as it would be
printed.

TAB(X) Spaces over to position X on the
printer.

TAN(X) Tangent of angle in radians.

VAL(X$) Converts a string of digits into a

number. Opposite of STRS.

Conversions to Other BASICs and Debugging Hints

All the programs in this book have been converted and
tested in Microsoft BASIC. We have not used any extended
or machine-dependent features, so they will work in
almost any machine with Microsoft BASIC (TRS-80 Level
Il, Commodore PET, Apple Il with Applesoft BASIC, OSI
Challenger, Exidy Sorcerer, or CP/M disk operating
system). However, we ran the programs on a Teletype
KSR-43 terminal, so several of the games are designed to
run with a 72 character terminal width, and two of the
games (PATTERNS and PINBALL) use the backspace
function to print overstrikes. Both of these programs can
be modified, if need be, to bypass the use of this function.
However,if your computer has a screen then you may have
to adapt the programs to a narrower terminal width
(especially on the PET which is only 40 characters wide).
Of course, you can also use your screen display for special
animated graphics if you're clever.

If It Doesn't Work

Although your first reaction may be to curse your
computer and start yelling, “There should be a law against
people who sell books full of programs that don't work!”
we have found that almost all errors are simply typing
mistakes, or not knowing about some peculiarity of your
particular machine. So if a program doesn’t work, we
strongly suggest checking your program line-by-line
against the one in this book. If you keep getting some kind
of very obvious error which is plainly not in our program
RUN, please bear in mind that we don't do nasty things like
faking program runs, and that the programs really da
work. Real bugs tend to be rather subtle.

Creative Computing is concerned with maintaining and
improving the quality of its software, so we are interestec
in hearing about genuine errors in the games. We will
consider bug reports if the following rules are adhered to:






Artiliery 3

In this game, two or three humans
may play. Each one of them has an
artillery piece and is firing at an
opponent. The first person to destroy
his opponent wins that round of the
game, The parameters for distances
and muzzle velocities of the artillery
pieces are set at the beginning of the
game. The shots are fired by giving a
firing angle expressed in degrees from
the horizontal.

In a three player game, you may elect
which player you are firing at, hence
player one and three could both be firing
at player two. Once one of the players is
eliminated, it becomes a two player game
and the remaining two players fire at each
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other.

Personally, | would prefer to think of ROUND 1
this game as lobbing mudpies or PLATER-1 SBOTING AT 3
snowballs or custard cream pies or FIRING ANSLE? 48
something non-destructive. However, YOU UNDERSHOT BY S43.777 FEET.
it was originally written as shoot-'em-
up game so that's how it appears here. :%::i: ':ef:‘;“;;“ aTI? 3

This game was originally written by YOU UNDERSHOT BY 566.253 FEET.
Mike Forman and further revised by
N.E. Lyon and Brian West. It first PLAYER 3 SHODTING AT? 1

FIRING ANBLE? 80.5

appeared in Creative Computing, YOU UNDERSHOT BY B872.841 FEET.

Jan/Feb 1976.

ROUND 2

PLAYER 1 SHOOTING AT? 2
RUN FIRING ANBLE? 20

ARTILLERY 3
CREATIVE COMPUTING YOU OVERSHOT BY B808.207 FEET.

NORRISTONN, IEW JERaty PLAYER 2 SHOOTING ATT 3

FIRING ANBLEY 84
YOU UNDERSHOT BY 1204.37 FEET.
WELCOME TO “WARI“. TUD OR THREE HUMANS #aY PLAY!

DO YOU MISH SONE ASSISTAMCE! YES PLAYER J SHOOTING AT? 1
FIRING ANGLE? 73
THIS IS A VAR GAME. TWD OR THREE PLAYERS ARE GIVEM YOU OVERSHOT BY 294,324 FEET,

(THEORETICAL) CANNONS WITH UHICH THEY ATTEMPT TO SHOOT EACH
OTHER, THE PARAMETERS FOR DISTANCES AND MUZZLE VELOCITIES ARE
SET AT THE BEGINWING OF THE GANE. THE SHOTS ARE FIRED BY ROUND 3
GIVING A FIRING AMBLE, EXPRESSED IN DEGREES FROM HORIZONTAL
PLAYER 1 SHOOTING ATY 2

THE COMPUTER UILL KEEP TRACK OF THE GAME AND REPORT ALL FIRING ANGLE? 40
HOVES, A “HIT” [§ SCORED BY FIRING A SHOT ULTHIN SX OF THE YOU OVERSHOT BY 1435.18 FEET.

TOTAL DISTAMCE FIRED OVER. GOOD LUCK
PLAYER 2 SHOOTING AT? 3

FIRING ANGLE? 70

MO, OF PLAYERS? 3 YOU OVERSHOT BY 440.307 FEET.
DISTANCE (FT.) 1 10 2 T 1000 PLAYER 3 SHODTING AT? |
DISTANCE (FT.) 2 T0 3 7 2000 FIRING ANGLET 74

DISTAMCE (FF.) 3 10 1 T 2500 YOU UNDERSHOT BY 153.305 FEET.
MUZILE VELOCITY (FT./SEC.) OF 1 * 300 ROUND 4

MUZZLE VELOCITY (FT./SEC.) OF 2 7 350

MUZZLE VELOCITY (FT./SEC.} OF 3 7 400 PLAYER 1 SHODTING ATT 2

FIRING ANGLET 74
YOU OVERSHOT BY 490.028 FEET.

PLAYER 2 SHOOTINGE ATT 3
FIRING ANGLE? 73
10U OVERSHOT BY 140.86 FEET.

PLAYER 3 SHOOTING AT? 1
FIRING ANGLET 72
TOU OVERSHOT BY 438.%12 FEET.



PLAYER 1 SWOOTING AT? 2
FIRING ANGLEY 75,5
YOU OVERSHOT BY 274.044 FEET.

PLATER 2 SHOOTING AT? 3
FIRING ANGLE? 73
A HIT - 3 1S DEFUNCT,

520 X(J)=y{J)*2/32

530 MEXT J

540 FOR A=1 TO N

550 FOR B=1 TO A

560 IF X(AIDR(A,B) THEN 410

370 PRINT "ERROR--*;A;* CANNOT REACH ;B

580 PRINT “WHAT IS THE WUZZLE VELOCITY OF *;A;
590 INPUT V(A)

400 8070 S10

610 NEXT B
620 MEXT A
ROUND & 430 Ni=N
440 PRINT =
PLAYER 1 SHOOTING ATT 2 430 PRINT *v
FIRING ANBLE? 78 460 PRINT "ROUND “;T+1
TOU OVERSHOT BY 143.824 FEET. 4670 PRINT

PLAYER 2 SHODTING AT? 1

4B0 FOR H=1 TO N
490 IF N=3 THEN 750

FIRING ANGLE? 78 700 C=1

YOU OVERSHOT BY $57.79 FEET. ;;: ‘1;2'0 1 THEN 730
730 PRINT “PLAYER ";M;* SHOOTING AT “3C
740 6070 890

ROUND ?

PLAYER 1 SHOOTING AT? 2
FIRING AMBLE? 79.4

A HIT = 2 [S DEFUNCT.

GAME OVER. 1 WINs.

750 IF P(M)=12 THEN 1280

760 PRINT “PLAYER ";H;“SHOOTING AT":

770 INPUT €

780 ON C GOTO 839,830,830

810 PRINT "ERROR--PLAYERS DESIGNATED 1,2,3."
820 8078 740

B30 IF CO ¥ THEM 860

ox 840 PRINT "ERROR--CANNOT SHOOT SELF.*
950 60T0 760
860 IF PC) <> 12 THEN 890
870 PRINT "ERROR-- *;C;* IS DEFUNCT*
880 80T0 740
890 PRINT *FIRING ANGLE";
900 INPUT A3
910 IF A0 THEN 940
920 IF A3>1B0 THEN 240
LIST 930 6070 970

8 PRINT TAB(22);*ARTILLERY 3*

¥ PRINT TAB(20);"CREATIVE COMPUTING*

10 PRINT TAB(18);“NORRISTOUN, MEW JERSEY"
11 PRINT:PRINT:PRINT

940 PRINT “"ERROR--FIRED INTD GROUND. “;H;" NOU DEFUNCY."
730 PiK)=12

960 GOTO 7460

970 IF A3<P0 THEN 1000

980 PRINT “ERROR--FIRED URONG UAY, LOSE SHOT,"

20 T=0 990 G070 760

40 DIN V(3),X(3),P(3),R(3,3) 1000 Z=SIN{AT*3.49064E-02)0V(N)*2/32

70 NAT V=IER 1010 X=(R(H,C)/10004RHDL1)) - (R(H,C)/10009RND( 1))
80 WAT X<ZER 1020 PsX+Z

90 MAT P=ZER 1030 Di=R(N,Cle.05

100 HAT ReZER 1040 IF B<DY THEW 1080

110 DATA 1,2,2,3,3,1,1,3,3,2,2,1,2,3,3,1,1,2,0

120 PRINT “UELCONE TO “UAR3’. TUD DR THREE HUHANS HAY PLAY!®

130 PRINT “DO YOU WISH SONE ASSISTANCE";
140 INPUT A9
150 IF AS=“YES" THEN 1310

1050 IF ABS(D-R(N,C)I<D1 THEN 1110

1060 IF DCROM,C) THEN 1140

107¢ IF DOR(H,C) THEN 1140

1080 PRINT * YOO CLOSE- ";M;" IS DEFUNCT."
1090 PiN)=12

160 PRINT ** 1100 60TO 1180
170 PRINT "NO. OF PLAYERS"; 1110 PRINT * A HET - *;C;* IS DEFUNCT."
180 INPUT M 1120 PICI=12

190 IF N=2 THEN 240
200 IF N=3 THEN 270
210 PRINT "ERROR--TUD OR THREE PLAYERS!®

1130 6070 1180
1140 PRINT * YOU UMBERSHOT BY "3ABS(D-R(M,C));"™ FEET.*
1150 6070 #1270

220 PRINT 1140 PRINT * YOU OVERSHOT BY "IABS(D-R(N,C) )" FEET."
230 6OTO 140 1170 GOTD 1270

240 M1=1 1180 Wi=H1-1

250 PRINT ** 1190 1F NI>1 THEN 1270

260 6070 290 1200 FOR 1=t TO N

270 Nisit 1210 IF P(N1)=12 THEN 1250

280 PRINT "~ 1220 PRINT

290 FOR J=1 TO M) 1230 PRINT "BAME OVER. ";M1;" WINS."
300 READ #,B 1240 GOTO 1430

J10 PRINT “DISTAMCE (FT.) “iA;" TO “;9; 1250 MEXT M1

320 INPUT R(A,B) 1260 STOP

330 RCD,A)=R(A, D) 1270 PRINT *v

340 NEXT J 1280 MEXT M

330 PRINT == 1290 T=T+1

340 RESTORE 1300 6070 &50

370 IF N=2 THEN 440 1310 PRINT

380 FOR =1 TO &

1320 PRINT “THIS IS A UAR GANE. TUD OR THREE PLAYERS ARE BIVEN"

390 READ 4,B,C,D,E,F 1330 PRINT “(THEORETICAL) CANNONS WITH UNICH THEY ATTENPT TO SHOOT EACH*
400 IF R{A,BYCR(C,D)R(E,F) THEN 440 1340 PRINT "OTHER. THE PARANETERS FOR DISTAMCES AND: NUZZLE VELOCITIES Af
410 PRINT “ERROR--ILLESAL TRIANBLE. RE-ENTER RANBGES, " E"

420 RESTORE 1350- PRINT “SET AT THE BEGIANING OF THE BAME. THE SHOTS ARE FIRED By»
430 80TO 290 1360 PRINT “GIVING A FIRING ANOLE, EXPRESSED IN DEGREES Fign HORTZONTAL *
440 NEXT J 1370 PRINT

450 PRINT 1380 PRINT “THE CONPUTER VILL KEEP TRACK OF THE GANE AND REPORT ALL®
460 FOR J=1 TO N 1370 PRINT "NOVES. A ‘NIT” IS SCORED BY FIRING A SHOT WITHIN 5% OF THE"
470 PRINT “NBIZLE VELOCITY (FT./SEC.) OF =3 1400 PRINT “TOTAL DISTANCE FIRED OVER. 660D LUEK*

480 INPUT V(J) 1410 PRINT **

490 MEXT J 1420 SOTO 140

500 PRINT ** 1430 END

510 FOR J=1 10 N oK

Q



Baccarat

Games of the baccarat and chemin
de fer family originated in the baccarat
that became popular in the French
casinos in the 1830’s. In the present
century they have travelled from Eu-
rope to the United States, back to
Europe, and to casinos throughout the
world. This process has resulted in
wide variations in playing rules and
what is called "baccarat” in one casino
may more nearly resemble the “chemin
de fer" of another.

The computer game here is more
nearly chemin de fer thanitis baccarat.
The rules, briefly, are as follows: Eight
packs of cards are shuffled together
and placed in a “shoe” from which the
cards can be slid out one by one.
Following this, the players make their
bets. Any player may make any bet up
to the amount of the bank. The player at
the banker's right has the first choice to
bet. Any part of the bank he does not
take may be bet by the next player on
his right, and so on in order until the
entire bank is covered or until everyone
has bet who wishes to. Any player may
take the entire bank by saying, “Ban-
c0,” but when two or more players wish
to banco, the one nearest the banker's
right has the privilege.

After the bets are placed, the banker
deals two hands of two cards each,
dealing one card at atime. Thehand he
deals first represents all the players
betting against him; the other hand is
the banker's, The player who has made
the largest bet against the banker plays
the opposition hand.

The object of the game is to hold two
or three cards which count nine (9), or
as nearly nine as possible. The values
of the cards are: face cards and tens,
zero, aces, one each; any other card, its
number, Units of ten points are dis-
regarded, so that nine plus seven count
as six, not sixteen.

A player whose card is nine or eight
in his first two cards shows his hand
immediately. He has a natural and his
hand wins (but a natural nine beats a
natural eight). Naturals of the same
number tie, and there is a new deal.

When the result is not decided by a
natural, the banker must give a card to
his opponent on request; or the oppo-
nent may stand. The opponent must
stand on six or seven, must draw to a
zero, one, two, three, or four, but has
the option on five. The additional card,
if given, is face up.

Then the banker decides whether to

stand or take a card.

IF BANKER GIVES BANKER STANDS ON BANKER DRAWS TO
Face card or ten 4,5,6,7 3;2:1:0

Nine 4,5,6,7 (or3) 2,1,0{or 3)

Eight 3,4,5,6,7 2,1,0

Seven or six 7 6,54,32 10

Five or four 6,7 5. 4, 3:2:1.:0

Three or two 56,7 4.3 21,0

Ace 4.5 86,7 3,2,1,0

Opponent stands 6,7 54,3210

Neither player may have more than
one additional card, giving him three
cards at the most. When each player
has exercised his option, the cards are
shown. If the totals are the same, the
bets are off and may be withdrawn and
new bets are placed exactly as before
for another deal. If the opponent has a

higher number than the banker's, each
player collects such portion of the bank
as he has covered.

In the game of chemin de fer, the role
of banker rotates among the players
after each hand; in baccarat, it does
not.

BACRAT

CREATIVE COMPUTING
HORRISTOUM, MEW JERSEY

BACCARAT -- CHEMIN DE FER

DD YOU NEED INSTRUCTIONS' YES
BACCARAT 15 A VERY POPULAR GAME IN LAS

VEBAS.

THE PLAYER AND BANKER EACH RECEIVE

TUD CARDS FROK & ‘SHOE’ CONTAINING 8 DECKHS

OF CARDS.
TEN ARE NOT COUMTED.
CLOSER TO NIME WINS.

ALL CARD COMBIMATIONS TOTALIND
THE ONE THAT ENDS UP
THE STAKES ARE WIOH,

ALL OF THE PLAYERS START UITH TEN THOUSAND

DOLLARS.
PLAYER.

YOU CAN BET ON THE DEALER OR THE
A THIRD CARD IS GIVEN DMLY UNDER

CERTAIN COMDITIONS, AS YOUW WILL SEE. LET

Us BEGIN.

HOU HANY PLAYERST 1

690D LUCK!

WUHAT IS THE HAWKE OF PLAYER 1 7 STEVE

STEVE HAS $ 10000 .

BETT 500

{1} BANKER OR (2) PLAYERT 1

BANKER

FOUR OF SPADES
EIGHT OF HEARTS
PLAYER HUST DRAN.
ACE OF SPADES
PLAYER CANNOT DRAW.
PLAYERS TOTAL: 4

BANKER HUST DRAM.
FIVE OF DIAMONDS
BAWKERS TOTaL: 7

BANKER WINS!!

PLAYER
FOUR OF SPABES
NINE OF DIAMONDS

STEVE UINS & 500 , FOR 4 TOTAL OF & 10500 .



""""" R VG s —— 420 IF Q(C,D)>=32 THEN 390
430 BLII=V(D)

STEVE HAS § 10500 , SET? 1000 440 C3CI)=B$(h)e" .
(1) DANKER OR (2) PLAYER? 2 450 u:;:JJ" sl
450 W1=2
BANKER PLAYER 470 FOR J=1 TO Pt
FOUR OF CLUBS FOUR OF DIAMOMDS 480 IF K(J)<1 THEN 580
KING OF HEARTS SEVEN OF SPADES 450 PRINT 68(J)" HAS $"N(J)*™, BET*;
PLAYER HUST DRAV. 500 INPUT FJ)
TUO OF HEARTS S10 IF FOOON(JS) THEN 490
PLAYER CANNOT DRAVW. o 520 IF F(IOINTIF(S)) THEN 490
PLAYERS TOTAL: 3 530 IF F(JIC THEN 490
S40 PRINT™(1) BANKER OR (2) PLAYER";
BANKER MUST DRAM. 550 INPUT F1(J)
KING OF DIAMONDS 560 IF F1(J)>=1000 THEN 490
BANKERS TOTAL: 4 570 IF (F1(J)=1)2(F1(1)=2)<$>0 THEN 540
560 MEXT J
BANKER WINS!1 590 Js0
STEVE LOSES ¢ 1000 , FOR 4 TOTAL OF § 9500 . 400 Ti=B(1)4B(2)
410 T2=B(3)+B(4)
--------- NEW GAME ===-eeua__ 420 PRINT
430 PRINT"BANKER"TAB(20)"PLAYER"
STEVE MAS § 9500 . BET? 9400 640 PRINT C$(3)TAB(20)CY{1)
(1) DANKER OR (2) PLAYERY 2 450 PRINT CS(4)TAB(20)08(2)
460 IF T1<410 THEN 480
BANKER PLAYER 670 T1=T1-10
THO OF CLUBS JACK OF CLUBS 480 IF T2410 THEN 700
JACK OF DIAMONDS FIVE OF CLUBS 4%0 12=T12-10
PLAYER MUST DRAW, 700 IF W(T1+1)=0 THEN 770
JACK OF HEARTS 710 PRINT“PLAYER WUST DRAW."™
PLAYER CANNOT BRAW. 720 PRINT C$(5)
PLAYERS TOTAL: S 230 T1=T14B(5)
740 IF T1C10 THEN 770
BANKER NUST DRAW. 750 T=T1-10
THREE OF DIANONDS 760 80TD 790
BAMKERS TOTAL: 5 770 PRINT"PLAYER CANNOT DRAY."
780 J=11
IT°S A& TIE. THE MAND IS PLAYED OVER. 790 PRINT*PLAYERS TOTAL:"TY
STEVE HAS % 9500 . BETT 9400 800 PRINT
(1) BAMKER OR (2) PLAYER? 2 810 IF T2¢3 THEM 870

820 IF T2>6 THEN 930
830 IF J<>11 THEM 840
840 IF T2=6 THEN 930

850 80TO 870
B&0 IF Z(72,B(5)41)=0 THEN 930

10 PRINT TAB(26);*BACRAT" 870 PRINT"BANKER MUST BRAU."

20 PRINT TAB(20);"CREATIVE COMPUTING™ 880 PRINT C#(4)

30 PRINT TAB(18);“NORRISTOUN, NEW JERSEY":PRINT:PRINT:PRINT 890 T2:T2+B(4)

40 PRINT"DACCARAT -- CHENIN DE FER" 00 If T2¢10 THEN 920

S0 PRINT 910 T2=12-10

&0 PRINT*DD YOU MEED INSTRUCTIONS"; 920 6070 940

70 INPUT 0% 930 PRINT*BANKER CAMNOT DRAW.®

80 IF O9O“YES" THEN 210 940 PRINT*BAMKERS TOTAL:"T2

70 PRINT®™  BACCARAT IS & VERY POPULAR GANE IN LAS® 950 PRINT

100 PRINT®VEGAS. THE PLATER AND BANNER EACH RECEIVE® 960 IF T2OOTT THEN 990

110 PRINT*TUD CARDS FROM & “SHOE” CONTAINING @ DECKS® §70 PRINT"1TS 4 TIE. THE RAND IS PLAYED QUVER.*

120 PRINT"OF CARDS. ALL CARD CONBINATIONS TOTALING® 980 60TO 380

130 PRINT"TEN ARE NOT COUNTED. THE ONE THAT ENDS UP" 990 IF T2¢T1 THEN 1030

140 PRINT*CLOSER TO NINE VINS. THE STAKES ARE WIGH," 1000 ¥1=1

150 PRINT®ALL OF THE PLAYERS START UITH TEN THOUSAND" 1010 PRINT"BANKER WINS! "

160 PRINT*DOLLARS. YOU CAN BET ON THE DEALER OR THE® 1020 8070 1040

170 PRINT*PLAYER. A THIRD CARD IS GIVEN ONLY UNDER® 1030 PRINT*PLAYER WINS| 1%

180 PRINT"CERTAIN CONDITIONS, AS YOU WILL SEE. LET* 1040 FOR J=1 10 P

190 PRINT*US BEGIN, 6000 LucK!" 1050 IF N(J)<=0 THEW 1130

200 PRINT 1060 PRINT B$(J)* v

210 DIN H(20),F1(20),F(20),B9(13),¥(13),68(20) 1070 IF F1(J)=W1 THEN 1110

220 DIN 2(9,10),004,13) 1080 M(J1=N(J)-F(J)

240 FOR X=3 T0 & 1090 PRINT"LOSES $"F(J)™, FOR A TOTAL OF $°H(J)*.*

250 FOR Y=1 TQ 10 1100 8070 1130

260 READ Z(X,Y) 1110 ML) =N (J)+F ()

270 NEXT Y,X 1120 PRINTTUINS $"F(J)", FOR & TOTAL OF $*N(J)~.=

280 FOR §1=1 TO 10:READ W(S1):MEXT 1130 NEXT J

283 FOR S1=1 TD 41READ A$(S1):NEXT 1140 FOR J=1 TO Pt

283 FOR St=1 TO 13:READ B$(S1)eNEXT 1150 IF M0 THEN 1190

287 FOR S1=1 TO 13tREAD V(51):NEXT 1160 NEXT J

290 PRINT 1170 PRINT®THANK YOU FOR YOUR NONEY, AND *;

300 PRINT*HOW MANY PLAYERS®; 1180 6070 1320

310 INPUT PY 1190 PRINT

320 FOR J=1 TO P 1200 PRINT®~===sccvee NEU BANE ~~-==we-—- .

330 PRINT"UHAT IS THE NAME OF PLAYER™J; 1210 PRINT

340 INPUT G68(J) 1220 FOR X=1 10 4

350 M(J)=10000 1230 FOR Y=1 10 13

340 MEXT J 1240 IF Q(X,Y)<>8 THEN 380

370 FOR Sti=1 70 4 1250 REXT Y,X

373 FOR 9281 1IN0 113 et



5 PRINT TAB(24);"BIBLE QuIZ"
& PRIKT TAB(20);“CREATIVE COMPUTING*

BIBLE QUIZ is a program which 7 PRINT TAB(18);"MORRISTOUN, NEU JERSEY"
adminleiors up fo 23 quastions about 10 PRINT *THIS SARE 1S A QUIZ UNICH TESTS *
the Bible to the user. Ifthe answer given 20 PRINT *YOUR KNOULEDOE OF BIBLICAL EVENTS, PLACES, "
to a question is correct, the_ program 30 PRINT “AND PERSOMS.™
proceeds to the next question. If an 40 PRINT
incorrect answer is given, the program 50 PRINT "I WILL ASK YDU A BUESTION &ND THEN WAIT *
; ; 40 PRINT “FOR YOUR ANSWER. IF YDUR ANSWER IS CORRECT *
?A"eg.m.ec?"e’fd SWer. Iqe:;hercase. 70 PRINT *I WILL PROCEED 10 THE WEXT QUESTION. IF YOUR *
e biblical reference IS given. 8¢ PRINT "ANSUER IS INCORRECT ! WILL GIVE YOU THE *
Note that Statements 124 to 296 90 PRINT "CORRECT ANSWER AND THEM PROCEED TO THE *
could serve as the basis for any type of m ::i:; *HEXT QUESTION."
CAl %l_aloggtt;texgl} ;gjlf::;'%ﬂg 118 PRINT “ALL ANSUERS ARE ONE WORD,"
preceeding nt e 119 PRINT *ALL ANSWERS WUST BE CORRECTLY SPELLED.”
questions and answers in the data 120 PRINT "THERE IS A TOTAL OF 25 RUESTIONS."
statements. 122 PRINT “HOU MAMY QUESTIONS DO YOU WISH TO TRY®}
This program was written by Steve :i; ::::; "
Wentworth of Muskingum College. It 135 DIN $(2%)
originally appeared in Creative Com- 140 €20
puting, Mar/Apr 1977. 142 Hi=0

143 RESTORE
150 IF C=M THEN 290

BIBLE QUIZ 160 CoC+1
CREATIVE COMPUTING 152 PRINT
NORRISTOWN, NEW JERSEY 170 PRINT "QUESTION ¥;C
180 PRINT
TRIS GAME IS A QUIZ WHICH TESTS 183 X=INT(RND(1)325+1)
YOUR KMOULEDSE DF BIBLICAL EVENTS, PLACES, 184 IF S(X)}=1 THEM 183
AND PERSONS. 185 S(X)=1
186 FOR O=1 TO X:READ 0%,A$,VS:NEXT O
I UILL ASK YOU A QUESTION AND THEN WAIT 210 PRINT 03;
FOR YOUR ANSUER, [F YOUR ANSUER IS CORRECT 220 INPUT R$
I WILL PROCEED TO THE MEXT QUESTION. IF YOUR 230 IF R$=A$ THEN 270
ANSUER IS INCORRECT I WILL GIVE YOU THE 240 PRINT “INCORRECT ANSUER®
CORRECT ANSUER AND' THEM PROCEED TD THE 250 PRINT “THE CORRECT ANSUER IS ";A%;". ";Vs
NEXT QUESTION. 260 GOTD 143
270 PRINT “CORRECT AMSUER--VERY GOOB! “3vs¢
ALL ANSYERS ARE ONE WORD. 272 Ni=Ri+t
ALL ANSWERS HUST BE CORRECTLY SPELLED. 280 GOTO 145
THERE IS & TOTAL OF 25 QUESTIONS. 290 PRINT
HOU: MANY QUESTIONS DO YOU WESH TO TRY? 7 292 PRINT “DUT OF “;N;* QUESTIONS YOU AMSUERED®;N1;* CORRECTLY."

294 P=INTCONI/N) $1004+.5)
295 PRIMT "YOUR PERCEMTAGE FOR CORRECT ANSVERS IS=iP;-%"

QUESTION B 1 301 DATA “UHO SET FIRE TQ THREE HUNDRED FOXES TA[LS®™,"SAMSON™
302 DATA "1 JUDBES 135:4,3"
UHAT SONG-COMPOSER IS CREBITED MITH 1003 SONGS? SOLONON 303 DATA “UHAT HEBREW SERVED & QUICK LUMCH UMDER & TREE™
CORRECT ANSVER--VERY £00D! 1 KINGS 4:32 304 DATA “ABRAHAK®," GEN. 18:4-8"
303 DATA “"UHAT HUNGRY HMAM CURSED & FRUITLESS FIG TREE","JESUS"
QUESTION & 2 306 DATA ™ MARK 11gi2-14"
307 DATA "UHOD KILLED RIS BROTHER FOR HUMBLING WIS SISTER"
WHAT BLEINMD MAN: KILLED TMREE THOUSAND AT A RELIGOUS FEASTT SAMSON 308 DATA “ABSALON®,“2 5a#. 13"
CORRECT AMSWER--VERY 600B! JUDGES 16:23-10 307 DATA "UHO HAD THREE HUNDRED CONCUBINES","SOLOMON",*1 KINES 1121-3"
310 DATA “UHAT BOY HAD A VARIEGATED COAT™,“JOSEFH"," SEM. 37:3"
QUESTION ¥ 3 311 DATA “UMO HAD A SEAMLESS CODAT™,“JESUS",™ JOMN 19:23"
312 DATA “UHO TOOK OFF HIS SHOE TO BIND A COMTRACT",“BOAZ™,"RUTH 4:7-9"
WHO: KILLED HIS: BROTHER FOR HUMBLING HIS SISTERY ABSALOM J13 DATA “UHO SLEPT OM AN IROM BEDSTEAD OVER THIRTEEN FEET LONOG"
CORRECT ANSVER--VERY 600D} 2 S4M, 13 314 DATA “06",* DUET. 3:z11*
315 DATA “WHO UAS THE FIRST CITY-BUILDER®,"CAIN“," GER. 4:17"
QUESTION & & 316 BATA "UHAT PHYSICIAM WUAS AN AUTHOR",*LUKE®," COL. 4:14"
317 DATA “UHAT SONG-CONPOSER IS CREDITED UEITH 1005 SONGS®,"SOLOMON"
UHAT BOY' HAD & VARIEGATED COATT 0SEPH 316 BATA "t KINGS 4:32*
CORRECT ANSUER--VERY 600D! GEN. 3733 319 DATA "UHO UAS THE FIRST PERSOM KILLED”,"ABEL"," GEX, #13"
320 DATA “WHD UAS BURIED IMN A CAVE UITH HIS WIFE","ABRAHAN"
QUESTION ® § 321 DATA * GEM. 25:9-10"
322 DATA "UHD ACCIDEWTLY HANGED HIMSELF IN A TREE","ABSALON®
WHO- CLIMBER A TREE TOD SEE JESUST ZACCHAEUS 323 DATA "2 BAM. 1819~
CORRECT AMSUER--VERY G00D! LUKE 19:4 324 DATA "UHAT BLIND MAN KILLED THREE THOUSAND AT A RELIGOUS FEAST™
325 DATR "SANSO¥"," JUDBES 14:23-30%
QUESTION W & 326 DATA “UHAT WAS THE NAME OF THE FIRST CITY EVER BUILT*
327 DATA “ENOCH",“ GEN, #:12"
UHO SET: FIRE TO THREE HUNDRED FOXES TAILST SAMSON 328 DATA “VUHD UAS A NIGHMTY HUNTER®,"“NIMROD",” GEN. 10:9=-12"
CORRECT ANSUER--VERY GQOD' t JUBGES 15:4,5 329 DATA “UHD DROVE FURIDUSLY®,"JEHU®,“2 KINGS 9:20*
330 DATA “UHO UAS THE FIRST CHRISTIAN MARTYR","STEPHEN®,™ ACTS 7~
QUESTION & 7 331 DATA “UHO FELL ASLEEP DURING & LONG SERMONY,"EUTYCHUS®
332 DATA " ACTS 20:9"
UHAT CITY IS CALLED THE CITY OF PALM TREES? BABEL 333 DATA “WHAT CITY IS CALLED THE CITY OF PAL# TREES",“JERICHO*
IKCORRECT ANSUER 334 DATA ™ DUET. J4:3°
THE CORRECT AMSUER IS JERICHD. DUET. 34:3 335 DATA "UHO CLINBED A TREE TD SEE JESUS™,“ZACCHAEUS™," LUKE 19:4"
336 DATA "UHD KILLED GOLIATH","DAVID®,"1 SAM. 17:49"
OUT OF 7 QUESTIONS YOU ANSUERED 4 CORRECTLY. 337 DATA “UHOD UAS CAST INTO & DE¥ OF LIONS*,“DANIEL*“," DAN. Az14"
YOUR PERCENTAGE FOR CORRECT AMSUERS IS 86 I 400 END



Big 6 is strictly an American inven-
tion from the casinos of Nevada. There
is a very large wheel mounted vertical-
ly, generally four feet or more in
diameter, that has the numbers one
through six in a random arrangement
around its periphery. Players place
their bets on a roulette type of table in
front of the wheel. The wheel is then
Spun and three numbers are declared
the winners., These are the three
numbers that appear at the top of the
wheel. Most novice players locking at
the wheel think that since there are
three winners they have a very good
chance of winning a large sum of
money. Betting limits are generally up
to $500 and, as many players discover
very quickly, the odds are very heavily
in favor of the house.

If you feel that you must play Big 6,
try it by computer first and then figure
out how much you can afford to lose
when you go to play it in Las Vegas or
Atlantic City. The computer is a much
better sport when you lose than the
casino managers will be at either of
those resort cities.

Big 6 was written by Steve Heywood
and Dave Alvey.

\\
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BIGS
CREATIVE COMPUTING
NORRISTOUN, NEW JERSEY

THIS PROGRAN IS 4 DICE WHEEL GABE IN UHICH
TOU CAN DET ON ANY NUNBER BETUEEN ONE AMD SIX
AND UP TO THREE NUNBERS.

THE HOUSE LINIT 15 FROM 1 70 $3001)

TO EXD THIS PROGRAM TYPE THE WORD ‘sTOP”,
600D Luck)

HOU MANY NUMBERS DO YOU WANT TO BET Ont 1
UHAT NURBERT 4

WUAGER? 10

THE LUCKY NUMBERS ARE: 3 3 4

YOU LOSE OM: 4

YOU“RE BEMIND $-10

HOU HANY NUNBERS DO YOU UANT TO BET oWt 2
UHAT TUD NUNDERS?® 2,4

VABER OM BOTH? 5,10

THE LUCKY NUNBERS ARE: 1 5 4

YOU LOSE OM: 2

YOU LOSE DM: ¢

YQU-RE BERIND 4-23

HOW HANY NUMBERS DO YOU UANT TO BET ON? 3
UHAT THREE NUNBERST 1,3,3

WAGER ON EACH OF THE THREET 5,5,3

THE LUCKY NUMBERS ARE: 1 & 4

YOU WIN 1 TINES OW: 1

YOU LOSE oN: 3

YOU LOSE OM: S

YOU“RE BEHIND 3-30

HOU MAMY WUMBERS DO YOU VANT TO BET owr 2
UHAT TWO NUMBERST 1,3

VAGER 0N DOTHT 10,10

THE LUCKY NUMBERS ARE: 1 4 4

YOU UIN Y TINES ON: 1

YOU LOSE oM: 3

YOURE BEHIND 5-30

NMTWWHYNHITIBHTN‘!‘I
UHAT NUMBERT 4

WABERT 100

THE LUCKY NUMBERS ARE: 4 § &

YOU VIN 1 TINES OM: 4

YOU“RE AHEAD & 70

HOUW WANY NUNBERS DO YOU UAMT T0 BET onT 2
UHAT TUO NUMBERS? 2,4

VAGER ON BOTH? 25,25

TRE LUCKY NUMDERS ARE: 4 4 4

YOU LOSE ON: 2

YOU VIN 1 TINES ON: 4

YOU“RE AHEAD ¢ 70

IIHIHI'“I!MIITWMTOHTOI‘YJ
WHAT THREE MuWBERSY 1,2,3

UABER OM EACH OF THE THREE? 10,10,20

THE LUCKY NUNBERS ARE: 3 4 4

YOU LOSE oN: 1

YOU LOSE ON: 2

YOU WIN 1 TINES ON: 3

YOU‘RE AHEAD 3 20

HDU WANY WUMBERS DO YOU WANT TO BET ON? 1
WHAT HUMBERT 4

WABERT 300

THE LUCKY NUMBERS ARE: 1| 4 5

YOU WIN 1 TINES ON: 4

YOU“RE AWEAD & 570

HOU #ANY WUNBERS DO YOU WanT 10 ET 0N? STOP

ey

SO YOU UANT TO CASH IN YOUR CHIPS, 1 SEEI1!
YOU UON EXACTLY 4 570 t1 NOY DAD 11}
Ok

7



LISt 600 PRINT "UHAT THREE NUMBERS®;

1 PRINT TAB(27);*BIG&" 610 INPUT V,P,S

2 PRINT TAB(20);"CREATIVE COMPUTING" 620 IF V<=4 OR ¥>=1 DR P<x& OR P>=1 OR S<=6 DR S>=1 THEN 710
3 PRINT TAB(18):"NORRISTOUN, MEYW JERSEY® 490 PRINT "YOU CAN ONLY BET ON AN INTEBER FRON ONE TO S1X."
4 PRINT:PRINT:PRINT 700 BOTO 600

10 PRINT * THIS PROGRAM 18 A DICE VHEEL BAME IN WHICH" 710 PRINT "WAGER ON EACM OF THE THREE";

20 PRINT *YOU CAM BET ON ANY WUNBER BETUEEN ONE AND SIX* 720 INPUT F,I,J

30 PRINT *AND UP TO THREE NUMBERS." 730 IF F(=500 OR F>=1 OR I<=3500 OR I>=1 OR J<=500 OR J>=1 THEN 820
40 PRINT " THE WOUSE LINIT IS FROM $1 TO $50011" 800 PRINT “THE HOUSE LINIT IS FROM $1 TO $500."

50 PRINT "TO END THIS PROGRAM TYPE THE WORD “STOP‘.* 810 §0T0 710

40 PRINT "G00D LUCK!™ 820 GOSUB 1870

45 PRINT:PRINT 830 $2=V:53=F GOSUP 2060

67 DIN S$(3) 840 §2=P:133=1:605U8 2060

70 GOTO 90 830 52=5:53sJ:605UD 2080

80 PRINT “YDU CAMNOT BET ON LESS THAN OME OR MORE THAN THREE NUMBERS.® 870 80TO0 3240

90 PRINT “HOM MANY NUNBERS DO YOU WANT TO BET ON"; 1870 X=-1

100 INPUT N$:IF We="STOP* THEN 33é0 1880 ASINTCA*RMD(1)+1) sB=INT (49RND(1)+41) sC=INT (4*RND(1)41)
110 NeVAL(NS) 1890 S(1)=A:5(2)aB1§(3)=C

120 IF H=2 THEN 370 1900 FOR Y=1 TO 2

130 IF N=3 THEN 400 1910 FOR X=1 TQ 3-Y

140 IF N>3 DR N<1 THEN 80 1920 IF S(X)<=8(X+1) THEN 1940

190 PRINT “UHAT NUMBER"; 1930 TE=SOO:S00)=S(X+1128(X+1)=TE

200 INPUT ¥ 1940 WEXT XeMEXT Y

210 IF V<=4 OR V>=1 THEN 240 1950 PRINT "THE LUCKY WUMBERS ARE: “S(1);§(2);5(3)

240 PRINT “YOU CAN ONLY BET ON AN INTEBER FROM ONE TO SIX.” 1960 RETURN

250 60T0 190 2060 C1=0

260 PRINT “WABER"; 2070 IF $2=A THEN C1=C1+1

270 INPUT F 2080 IF §2sB THEN Cl=C141

280 IF F<=500 OR F >=1 THEN 330 2090 IF $2=C THEN C1=CI+1

310 PRINT *THE HOUSE LIMIT 1S5 FROM $1 TO $500." 2100 IF C1>0 THEN 2130

3120 6OTO 240 2110 53=838(-1)

3130 B8OSUB 1870 2120 PRINT "YOU LOSE ON: ";52:60T0 2150

340 §2=V:83=F:605UB 2040 2130 S3=83sC1

360 GOTO 3240 2140 PRINT "YOU WIN *;C1;" TIMES ON:“S2

370 PRINT "UHAT TUD NUNBERS"; 2150 U=d+83

380 INPUT V,P 21460 RETURN

390 IF V<=6 OR V>=1 OR P<*4 OR P>=1 THEN 440 3260 IF U=0 THEN PRINT "YOU‘RE EVEN!!":PRINT:G0TO 90

440 PRINT "YOU CAN ONLY BET ON AN INTEBER FROM ONE TO SIX." 3270 IF UX0 THEN PRINT “YDU‘RE AHEAD #";UsPRINT180T0 90

450 80T0 370 3280 IF U<O THEN PRINT “YQU‘RE BEHIND $°;U:PRINT:60TO 90
460 PRINT “UAGER ON BOTH"; 3330 REM

470 INPUT F,1I 3360 PRINT:PRINT:PRINT SO YOU WANT TO CASH IN YOUR CHIPS, 1 SEE!II™
480 IF F<=500 OR F>=1 OR [<=500 OR I>=1 THEN 550 3370 IF >0 THEN 3410

530 PRINT "THE HOUSE LINIT IS FROW $1 TO $500." 3380 PRINT “YQU DIDN‘T WIN ANY NONEY, BUT I“M WILLING TO CALL IT EVER!
540 GOTO 440 3390 GOTO 3440

550 60SUB 1870 3410 PRINT "YOU WON EXACTLY $*;U;"){ NOT BAD !11*

560 52=Y:83=F:008UB 2040 3440 END

570 §2=P153=11G0SUB 2040 Ok

590 60TD 3240




Binary

This game tests your skills in binary- There are several possible
to-decimal and decimal-to-binary con- modifications for this program such as
version. You are given twenty conver- timing the response, allowing the user
sion trials. Numbers are chosen to specify the number range, checking
randomly and your score is printed at for duplicate numbers, or extending it
the end. The answer to any conversion to other bases.
you miss is displayed: if the next This program was written by Ted
conversion is presented, you may Park of Pacific Union College. It
assume you got the previous one originally appeared in Creative Com-
correct. puting, Mar/Apr 1975.

RUN
BINARY LiST
CREATIVE COmPUTIN ' .
§ AGRRISTOUN NEW JERSEY 10 PRINT TAB(32);“BINARY"
20 PRINT TAB(15);"CREATIVE COAPUTING NORRYSTUUN SEU JERSEY<
BINARY:11000  DECIMAL:? 24 1O de=m0rt
120 T0=2¢0
BINARY:10001 NAL1? 130 PRINT
DECINAL:? 17 140 PRINT
BINARY:01011 DECINAL:? 11 130 FOR I=1 T9 10
1460 G0SUB 360
BINARYz00110  DECIKAL:? 10 170 PRINT “BINARY:";
3 180 FOR J=1 T0 5
190 PRINT HIDI(!’,I(J}*1,I}:
BINARY:10100 DECINAL:? 12 200 MEXT J
20 210 PRINT " DECIMAL:":
220 INPUT A
BINARY:01100 BECINALZ? 12 230 IF A=D THEN 240
240 PRINT B
BINARY: 1000 DECImAL:Y 14 250 T0aTp-1
1? 260 PRINT
270 MEXT 1
BINARY; 01010 DECINAL:? 10 280 PRINT
290 PRINT
BINARY: 00011 DECIMAL:? 3 300 FOR 1=t 10 19
310 505UF S40
BINARYII0110  DECIMAL:? 21 320 PRINT “DECINAL: =;0;
22 330 PRINT * BINARY:  *;
340 152"00000"
350 INPUT 1%
J60 IF LENCIS)> 10 THEN 420
DECINAL: 7 BINARY: 7 11 370 192°00000"+19
375 I$=K1GHT$C(S,3;
DECINAL: 15 BINART: 7 1119 380 FOR J=1 10 5
370 IF ATUS(BI,BOII+1,1)0ONIDI(I$,J,1) THEN 420
DECIMAL: 1 BINARY: 7 1 400 NEXT J
410 BOTO 480
DECINAL: 18 BINARY: 7 10010 420 PRINT * %3
430 FOR J=i 10 S
DECIMAL: ? BINARY: 7 01000 440 PRINT HIDOIB',I(J)+I.1!;
0100 450 NEXT J
450 PRINT
DECIMALT 11 BINARY: 7 1011 470 T10aT0-1
480 PRINT
DECIMAL: 15 BINARY: 7 1111 490 NEXT |
$20 PRINT
DECINAL: 12 SINARY: T 1100 310 PRINT
320 PRINT “YOUR SCORE:*;INT(T0/,2+.5)3"%X"
DECIMAL: 25 BINARY: 7 11001 530 PRINT
540 PRINT
DEC IMAL: BINARY: 1 01 350 END
00110 560 D=0
570 FOR J=1 1O 5§
S80 BJI=INTC(RND(1)+.5)
590 D=D#2+B(J)
YOUR SCORe: 70 2 400 NEXT J
410 RETURN
420 END
uK (1] 1
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Description: Black Box is a computerized version of the
game that appeared in the August 1977 issue of Games
and Puzzles. The Black Box is an 8-by-8 square in which
several atoms are hidden. The object of the game is to
discover the positions of the atoms by projecting rays at
them from the sides of the box and noticing how these rays
are deflected, reflected, or absorbed. Rays enter the box
across one of the four edges and travel horizontally or
vertically. The entry points are numbered from 1 to 32,
counterclockwise, starting at the top of the left edge.

To play the game, you first specify how many atoms to
place in the Black Box. Then you type in the point at which
you send the ray into the box, and you are told whether the
ray was absorbed or where it emerged, Type a zero to end
the game and print the board. The path of the ray is
governed by the following rules:

(1) Rays that strike an atom directly are absorbed.

(2) Rays that come within one square of an atom in a
diagonal direction (so that they would pass next to the
atom if they continued) are deflected by 90 degrees.

(3) Rays aimed between two atoms one square apartare
reflected.

(4) Rays that enter on either side of an atom on the edge
of the box are reflected.

(5) Rays otherwise travel in straight lines.

The game is pretty interesting with four or five atoms,
but can get out of hand with too many more. Occasionally,
an atom can be masked by others. This doesn't occur
often, but sometimes the position is truly ambiguous
(more often, there is only one place the atom can be). For
competitive play, score one point for reflections and
absorptions, two for rays which emerge from the box, and
five points for each atom guessed incorrectly.

This program and description were written by Jeff
Kenton. A previous version appeared in Creative Comn-
puting, May/Jun 1978.

in




HO. OF ATONST 4
RAY? 1
ABSORBED
RAY? 2
ABSORBED
RAYT 3

TO 22
RAT? 31
REFLECTED
RAY? 4

TO 32
RAY? 28
T 13
RAY? 24
ABSORPED
RAYT 7
ABSORBED
RaY? 8

T0 15
RAY? ¢

NOU TELL WE, VHERE DO YOU THINK THE ATONS ARE?

BLACKBOX
CREATIVE COKPUTING
AORRISTOUN, NEW JERSEY

(IN ROW,COLUNN FORMAT PLEASE.)

ATON & 1 7 4,
ATOM
ATON
ATON

3

1,1

! 2.?
7,8

*

= = am
E ]
i ]

YOU BUESSED 1
YOUR SCGRE FOR
CARE TO TRY AGA

NO. OF ATOMS? 4
RAY? 4
T0 13
RAYT 2%
ABSORBED
RAY? 23
TO 24
RAYT 19
T0 &
RAYT 24
TO 23
RAYY 17
ABSORBED
RAY? 31
1o 1
RAYT 3
T0 18
RAY? ¢

NOW TELL ®E, UHERE DO YOU THINK THE ATOMS ARE?

CIN ROW,COLUMN
ATON

YOU GUESSED 2

YOUR SCORE FOR

CARE TO TRY aBA
Dk

- ® & 8 @
.
®d o 0 0 a o

QUT OF 4 ATONS CORRECTLY!!
THIS ROUND WAS 28 POINTS.
IN? YES

FORMATY PLEASE,)

OUT OF 4 ATOHS CORRECTLY!!
THIS ROUND WAS 24 POINTS.
IN? NO

410
420
430
440
430
460
470

PRINT TAB(25);"BLACKBOX"

PRINT TAB(20);*CREATIVE COMPUTING*

PRINT TAB{18);"MORRISTOWN, MEW JERSEY"
PRINT:PRINT:PRINT

DEF FNR(Z)=INT(BeRND(1)41)

PRINT "NO. OF ATONS®;: INPUT W

FOR J=0 T 9: FOR I=0 TD - BUI,=0r NEXT P
FOR I=1 TO N

X=FNR(1}: Y=FHR(1}: If BIX,Y)<>0 THEN 180
BOX,Y)=1z MEXT I

S=0:0=0

PRINT “RAY*;: INPUT R: IF R<1 THEN 489

ON (R-1)/841 GOTOD 240,250,240,270

PRINT “ERROR": 6010 210

X=0: Y=R: U=1: Y=0: GOTD 280

X=R-8: Y=9: U=0: v=-1: GOTO 280

X=Fr ¥Y=25-R: U=-1: V=0: GOT0D 280

X=33=Rz Y=0: U=0p V=1

Xi=X+Uz Yi=Ysy

IF U=0 THEN X2=X1-1: X3=X1+12 Y2sY1: Y3=Y1: GOTO J10
Y2=Y1=1: YI=Y141: X2=X1: X=Xt

oN GOIII1,r1J+BIIZ,?2:+2*I(X!.TJJ#1 G070 330,340,350, J4¢
PRINT "ABSORBED":S=5+1; GOTQ 210

X=X1z Y=Y1: GOTO 380

I=1: 607D 340

I=-1

If U=0 THEN U=Z: v=0: GOTO 380

V=03 Y=

ON (X+15)/8 6OTD 420,400,430

STOP

OF (Y+#15)/8 60TO 440,280,450

s§10P

I=Y: GOTD 440

I=25-Y: GOTO 440

I=33-X: 60TO 440

Ia8+X

IF I=R THEN PRINT “REFLECTED":S=5+1: GOTO 210
PRINT “TD*;Z:5«542: GOTO 210

PRINT "NOV TELL ME, WHERE DO YOU THINK THE ATONS ARET
PRINT “(IN ROW,COLUNN FORMAT PLEASE.)"

FOR @=f TO N

PRINT "ATON % “;0;

INPUT I,4

IF BCJ,I1<01 THEN S=545:60T0 540

by, 11=2

C=C+1

NEXT @

PRINT: FOR J=1 TO 8z FOR I=1 TD 8

IF B(I,J)=0 THEN PRINT * -*31 BOTO 580

PRINT * #*;

NEXT I: PRINT: WEXT Jg PRINT:

PRINT “YOU GUESSED “:C;% OUT OF =;N; ATONS CORRECTLY 1"
PRINT "YOUR SCORE FOR THIS ROUMD WAS “;§:" PDINTS.™
INPUT "CARE 7O TRY AGAIN®; A%

IF LEFTH(AS,1)="Y" THEN PRINT:GOTOD 1Se



Bobstones

The idea for this number game was
derived from a contest called
"Bobstones” described in the novel
Watership Down. The object of
Bobstones is to guess three things
about the roll of a pair of dice.

1. If the sum of the dice
isoddoreven............. 1 point
2. The sum of the dice ...... 2 points
3. The number on each
of the two dice........... 3 points

The winner is the first player to score
eleven points. If a tie results, the winner
is the first player to break the tie.

In this computer version of the game,
you are playing against the computer.
However, the computer makes its
guess before the dice are “rolled.”
Hence, it has no real advantage over its
human opponent.

This game was written by Dohn
Addleman. It originally appeared in
Creative Computing Mar/Apr 1976.

BOBSTONES
CREATIVE COWPUTING
HORRISTOUN, NEW JERSEY

THIS 1§ A NUMBER BAME CALLED BOBSTONES. THE DBJECT OF
BOBSTONES IS5 TO GUESS THREE THINGS ABOUT THE ROLL OF A PAIR
OF DICE. OM EACN TURN, THE COMPUTER SINULATES THE RGLL OF
TME DICE. THEN, YOU OR THE COMPUTER (YOUR OPPONENT) BUESS

SCORE
1. IFf THE SUN OF THE DICE IS 0DD OR EVEM 1 POINY
2. THE SuM OF THE BICE 2 POINTS
3. THE NUMBER OR EACH OF THE TWO DICE J POINTS

THE WINNER IS THE FIRST PLAYER TD SCORE 11 POINTS. 1IF A
TIE RESULTS, THE UIMMER IS THE FIRST PLAYER T0 BREAK THE TIE.
600D LucCK !

YOU FIRST OR MET ME

YOUR TURN.
1S THE Sum 0BB OR EVEN? 0DD
SORRY, THE SUM 15 4 .

MY TURN,

#¢s ON THIS ROLL OF THE DICE, THE TUD NUMBERS ARE 4 AND & .
se¢n THE SUM IS B .

MY GUESS IS THAT THE SUM IS EVEN.

AN T RIGHT OR UROMBT RIGHT

MY BUESS OF THE SUn IS B

Al I RIGHT OR URONG? RIGHT

MY BUESS 1S THAT THE MUNBERS ARE 3 AND 35 .

AN I RIGHT OR VRONGY UROWE

THE SCORE 1S ME 3 - YOU ¢ .
TOUR TURN,

IS THE SUM ODD OR EVEN? ODD
SORRY, THE Sum IS 8 ,

MY TURN.

sss ON THIS ROLL OF THE DICE, THE TUO NUMBERS ARE 3 AND
wos THE SUN I8 & .

HY GUESS 1S THAT THE SUM 1S EVEN.

AN 1 RIGHT OR WRONGT RIGHT

MY GUESS OF THE SuM 18 12

AE [ RIGHY OR URONGT WORONG

71/ TYPE THE WORD “RIGHT” OR THE UDRD “URDNG”.

AN 1 RIGHT OR URONBT URONG

THE SCORE IS WE 4 - YOU 0 .

YOUR TURN.

15 THE SUN 00D OR EVEM? EVEN
YOU ARE CORRECT.

NQV, BUESS THE SUA? 12
SORRY, THE Sum IS 10 .

MY TURN.

#ss ON THIS ROLL OF THE DICE, THE TUD NUMBERS ARE 2 AND
#¢+ THE SUM IS & .

WY GUESS IS THAT THE SUM IS OBD.

AN 1 RIGHT OR URDMBT WURONG

THE SCORE 1S ME 4 ~- YOU 1 .

YOUR TURNW.

IS THE SUm 0DD OR EVENT OBD
YOU ARE CORRECT.

MOW, GUESS THE SUNT 3
SORRY, THE SUM IS 9 .

MY TURN.

#+s ON THIS ROLL OF THE DICE, THE TUD NUMBERS ARE 1 AND
wes THE SUN 18 3 .

MY GUESS IS THAT THE SUM IS 0DB.

AR 1 RIGHT OR URONB? RIGHT

MY GUESS OF THE SUN IS ¢

AN 1 RIGHT OR URORG? URONG

THE SCORE IS RE S =~ YOU 2 .

YOUR TURN.
1§ THE SUN OPD OR EVENT ODD
SORRY, THE Sunm IS & .

MY TURN.

#ss ON THIS ROLL OF THE DICE, THE TWO MUNBERS ARE 6 AND
#ss THE SUN 1S5 8 .

HY GUESS IS THAT THE SuM IS 0DD.

AN 1 RIGHT OR URONGT URONS

TRE SCORE 15 NE S5 - YOU 2 .

YOUR TURN.

1§ TRE SUM ODD OR EVENT EVEN
YOU ARE CORRECT.

NOU, GUESS THE SUNT &
SORRY, THE SUM IS 4 .

MY TURM.

wss ON THIS ROLL OF THE DICE, THE TUD NUMBERS ARE I AND
*oe THE SUN IS 7 .

WY GUESS 15 THAT THE Sum IS 0BD.

AN 1 RIGHT OR URONBT RIGHT

MY BUESS OF THE SuM 18 11

AN I RIGHT OR URONGT URONG

THE SCORE IS ME & - YOU 3 .
LIsY

10 PRINT TAB(24);“BOBSTONES™

20 PRINT TAB(20);"CREATIVE CONPUTING®

30 PRINT TAB(18);"MORRISTOUN, NEU JERSEY"
130 PRINTzPRINT:PRINT

3.

1.

140 PRINT * THIS 19 A NUMBER BANE CALLED BOBSTOMES. THE QBJECT OF"
150 PRINT "BOBSTONES IS TO GUESS THREE THINGS ABOUT THE ROLL OF A PAIR®
140 PRINT “OF DICE. OM EACH TURM, THE CONPUTER SINULATES THE ROLL OF"
170 PRINT "THE DICE. THEM, YOU OR THE COMPUTER (YOUR OPPONENT) BUESS®

180 PRINT
190 PRINT *
200 PRINT * t, LF THE SUN OF THE DICE IS ODD OR EVEM

SCORE"
1 POINT"



410 PRINT * 2, THE SUM OF THE DICE 2 PDINTS™ 1140 LET AC1)=A01)43

220 PRINT ™ 3. THE WUNBER ON EACH OF THE TUO DICE 3 POINTS™ 1150 6070 450
230 PRINT 1160 LET J2=0

240 PRINT *  THE UINNER IS THE FIRST PLAYER T0 SCORE 11 PDINYS. IF 4" 1170 PRINT

230 PRINT °TIE RESULTS, THE WINNER IS THE FIRST PLAYER T0 BREAK THE TIE. 1180 PRINT “AY TURN,*

" 1190 PRINT “se+ ON THIS ROLL OF THE DICE, THE TUD NUNBERS "
260 PRINT " GDOD LUCK |* 1195 PRINT "ARE *;D1;* AND ";D2;"."
270 DEF FNDCX)=INT(&*RND(])+1) 1200 PRINT “see THE SUN 1S *;5;°.°
280 DIN A(2) 1210 LET AT=INT(20RND(1)+1)

290 LET A(1)=0 1220 IF Z2=0 THEN 1240

300 LET A(2)s 1230 LET 72=0

310 LET Z1=-{ 1240 IF A1=1 THEN 1270

320 LET 22s-1 1250 PRINT “NY BUESS IS THAT THE SUN IS 0DD."
330 LET 23=-1 1260 607D 1280

340 LET Z4=-1 1270 PRINT *HY GUESS IS THAT THE SUN IS EVEW."
350 LET 25=-1 1280 PRINT "AN 1 RIGHT OR UROMG";
360 LET J1=0 1290 INPUT DS

370 PRINT 1300 IF D$="RIGHT" THEN 1340

380 PRINT 1310 IF D#="WRONG* THEN 450

370 PRINT “YOU FIRST OR ME“; 1320 PRINT “/// TYPE THE WORD “RIGHT’ OR THE WORD “LRONG”.*
400 INPUT 73 1330 6070 128¢

410 IF I8="YDU" THEW 450 1340 LET AC2)=A(2)41

420 IF Z$="HE" THEN 450 1350 IF Al=1 THEW 1410

430 “/// TYPE THE WORD “YOU” OR THE WORD “HE-.* 1380 LET BI=INT(S#RND(1)+1)

440 GOTO 390 1370 IF 23=0 THEM 1390

450 LET Di=FND(Z1) 1380 LET Z3=0

460 IF 21=0 THEN 480 1390 LET B2=B1+B1+1

470 LET 71=0 1400 607D 1430

480 LET D2=FND(0) 1410 LETY Bi=FND(0)

490 LET §=D1+4D2 1420 LET B2=B1+B1

500 IF J1=0 THEW 450 1430 PRINT “MY GUESS OF THE SUN IS *;B2
S10 IF Z$<>"NE* THEN 580 1440 PRINT “AM I RIGHT DR URONG";
520 IF J2¢>0 THEN 1140 1450 INPUT D%

530 PRINT 1460 IF D$="RIBHT™ THEN 1500

540 PRINT "THE SCORE IS ME*;A(2);" - YOU“;A(1)3",* 1470 IF DS="WRONG™ THEN 450

550 IF ACT1)>=11 THEN 1900 1480 PRINT */// TYPE THE UORD “RIGHT” OR THE WORD “WRONG~."
S60 IF A(2)>=11 THEN 1900 1490 6070 1440

570 6010 470 1500 LET A(2)=A{2)42

380 IF Ze<>®YOU" THEN 2020 1510 IF B2<>2 THEN 1550

590 IF J2C>1 THEN 470 1520 LET Ci=1

400 PRINT 1530 LET C2s

410 PRINT “THE SCORE IS YOU*;A(1);" - HE™;A(2);°." 1540 807D 1810

4620 IF AC1)>=11 THEN 1900 1350 IF B2<>3 THEN 1590

630 IF AC2)>=11 THEN 1900 1560 LET Cint

450 LET J1=-1 : 1570 LET (2=2

640 IF Z$="YDU" THEN 1140 1380 6070 18190

470 PRINT 1590 IF B2<>11 THEN 1430

680 PRINT “YOUR TURM.™ 1600 LET C1=5

4%0 LET J2=1 1610 LET (2=4

700 LET R=S-(INT(S/2)e2) 1620 6070 1810

710 PRINT *1S THE SUN ODD OR EVEN"; 1430 IF B2<>12 THEN 1870

720 INPUT &% 1440 LET C1=4

730 IF A$="0DD" THEN 770 1450 LET C2=4

740 IF AS="EVEN" THEN 80O 1660 BOTO 1810

730 PRINT ®//7 TYPE THE WORD -0DD” DR THE WORD ‘EVEN’ . 1670 IF B2>7 THEN 1740

740 6OT0 710 1480 LET X1=§2-1

770 IF R=1 THEN 820 1690 LET CI=INT(K1RND(1)41)

780 PRINT “SORRY, THE SUM IS";§;"." 1700 IF Z4=0 THEN 1720

790 6OTO 450 1710 LET 7420

800 IF R=0 THEW 820 1720 LET C2=B2-C1

810 BOTD 780 1730 6OTO 1810

820 PRINT “YOU ARE CORRECT." 1740 LET K1=B2-4

B30 LET AC1)=A(1)41 1750 LET KI=K1-1

840 PRINT MOV, GUESS THE SUM*; 1760 LET K2=7-K1

850 INPUT 51 1770 LET CI=CINT(K2SRND(1)+1)4K3)
840 IF G1<2 THEN 890 1780 IF 25=0 THEN 1800

870 IF G1>12 THEN 890 1790 LET 25=0

880 GOTO 710 1800 LET C2=B2-C1

890 PRINT “/// THE SUM MUST BE BETUEEN 2 AND 12.% 1810 PRINT “NY GUESS IS THAT THE NUMBERS ARE ":C1;* AND *:C2:"
900 GOTO 840 1820 PRINT “AN I RIGHT OR URDNG*;
910 IF 61=5 THEN 940 1930 INPUT DS

920 PRINT “SORRY, THE SUM 1§%;8;"," 1840 IF DS="RIGHT"™ THEN 1880

$30 60TD 450 1850 IF D$="URONG" THEN 450

940 PRINT “YOU ARE CORRECT.* 1840 PRINT "/// TYPE THE WORB “RIGHT” OR THE WORD “URONG-."
950 LET AC1)=A(1)+2 1870 6OTO 1820

60 PRINT “WHAT ARE THE TUD NUNBERS UHICH PRODUCED *;$;* *; 1880 LET A(2)=A(2)43

970 INPUT N1, M2 1890 6OTD 450

980 IF 1<t THEN 1030 1900 IF AC1)<>A(2) THEN 1930

990 IF N2<1 THEN 1030 1910 IF J2<>0 THEN 1140

1000 IF ¥1>6 THEN 1030 1920 6OTO 470

1010 IF #2>4 THEN 1030 1930 IF AC1)>A(2) THEN 2030

1020 6OTO 1050 1940 PRINT

1030 PRINT “/// THE HUMBERS MUST BE BETUEEN 1 AND &, 1950 PRINT “I UIN! ANOTHER GAME";
1040 GOTD 940 19460 INPUT C$

1050 IF WisD1 THEX 1090 1970 IF C3="YES" THEN 290

1060 IF M2=B1 THEN 1110 1980 IF Co="ND* THEN 2010

1970 PRINT “SORRY, THE NUNBERS ARE";D1;" AMD";D2;"." 1990 PRINT “/// TYPE THE WORD ‘YES” OR THE UORD “NQ”.*
1080 60TO 450 2000 6OTD 1940

1090 IF W2=D2 THEN 1130 2010 PRINT “SEE YOU LATER,*

1100 6070 1070 2020 EMD

1110 IF N1=D2 THEN 1130 2030 PRINT

1120 60TO 1070 2040 PRINT “YOU VINI ANOTHER GAME";

1130 PRINT “YOU ARE CORRECT." 2050 6DTO 1940



This program simulates the Italian FOCCE
“ CREATIVE COMPUTING
e e M e Rt ORRLSTOW MEU JERSET
The instructions starting at the line
1770 explain the game.

This is the four-ball version (Q=5). THIS GANE SINULATES THE GAME OF LAUN BOULS
. : T ENTER HOT Y
Allowing more balls in the game DO YOU WEED INSTRUCTIONS? ENTER YES OR MO! YES

(raising Q) will increase central IN THIS GANE TOU ROLL 4 BALLS SUCCESSIVELY AT A TARGET
processing time since the chances of BALL (CALLED A JACK). THE OBJECT IS T0 GET TME BALLS AS CLOSE
isi il ri i TO THE JACK AS POSSIBLE. THE BALLS ARE 10 CN IN DIANETER AND
collision will rise and the resuiting ARE VEIGHTED S0 TMAT THEY ROLL IN A CURVE. YOU WILL HAVE TQ
position of each ball has to be recom- ROLL THER AT AN ANGLE TO THE LINE FRON YOU AT CODRDINATES 0,0
puted. However, the delay is short and T0 THE JACK AT COORDIMATES X,Y. A POSITIVE AMGLE VILL NAKE
we routinely play six to eight balls. THE BALL CURVE CLOCKWISE. A NEGITIVE ANGLE WILL MAKE IT CURVE
i i i ANTI-CLOCKUISE. THE JACK 1S A 4 CH UIDE AND WILL ROLL
Increasing Q beyond 9 '""i'. re<1:|u|re STRAIGNT IF YOU MIT IT. BALLS HIT BY YOUR THROUN BALL WAY
redimensioning the arrays at line 1030. CURVE IN EITHER DIRECTION.
When there is collision, the bell will
sound (line 1500). HINT. TRY AN INITIAL VELDCATY DF 300 AND AR ANBLE OF 10
It is important to remember that the
object is to get close to the jack and not THE JACK IS LOCATED AT 2171 77
to hit it. Upon collision, the jack will BALL 1
move off more quickly than a ball VELOCITY? 300
because it is smaller and lighter. A ANGLET 10
careless shot can turn a good game JACK AT COORDINATES 2171 77
into a disaster. BALL 1 AT COORDINATES 2434.83 -494.239 IT IS £22.137 FRON THE JACK
It requires some imagination to play
the game well. It goes best if you s :::";o'm J:“;EU AUAT!
imagine that you are standing at
coordinates 0,0 and are looking out BALL 2
along the X-axis. VELOCITY? 480
This game and the description above ANGLEY ¢
were written by Victor Bendall of JACK AT COORDINATES 2171 77
Eastern Kentucky University. It BALL 1| AT COORDINATES 2434.63 -494.239 1IT 1§ 422,137 FRON THE JACK
originally appeared in Creative Com- BALL 2 AT COORDINATES 2243.71 -4355.535 1T 1S 530.476 FRON THE JACK

puting, Jul/Aug 1977.

TECH! OVER 17 FEET AUAY!
LONG AND TD THE RIBHT

BaLL 1
VELOCITY? 400
ANBLEY 3

JACK AT COORDINATES 2171 77

BALL 1 AT COORDINATES 2434.43 -494,23% 1T 1S 422,137 FROM THE JACK
BALL 2 AT COORDINATES 2243.71 -455.535 1T 1§ 530.474 FROM THE JACK
BALL 3 AT CODRPIMATES 35046.13 =710.248 IT IS 1542.95 FRON THE JACK

YECH! OVER 50 FEET AUAY!
LONG AND TO THE RIGHT

BALL 4
VELOCITYY 300
ANOLE? S

JACK AT COORDINATES 2171 77

BALL | AT COORDINATES 2434.63 -494.239 1I1 IS 622.137 FROM THE JACK
BALL 2 AT COORDIMATES 2243.71 -455.535 1IT IS 530.476 FROM THE JACK
BALL 3 AT COORDINATES J35046.13 -710,248 IT 1§ 1542.95 FROM THE JACK
BALL 4 AT COORDINATES 874.228 -178.163 [IT IS 1312.47 FRON THE JACK

TECH! OVER 43 FEET AUAY!
SHORT AND TO THE RIGHT

THE TOTAL DISTANCE OF ALL PALLS FRON THE JACK 1S 4008.23 CH
DON’T PLAY THIS GAME FOR MOMEY!!

CARE TO TRY ABAINT CXTER YES OR NOT MO
113

14



LIST

10 PRINT TAB(25);"BOCCE™

20 PRINT TAB(19)}"CREATIVE CONPUTING®

30 PRINT TAB(17);"MORRISTOUN NEW JERSEY"

40 PRINT:PRINT:zPRINT

1000 =3

1010 PRINT "THIS GANE SINULATES THE GANE OF LAUN BOWLS"
1020 INPUT “DO YOU NEED INSTRUCTIONS? ENTER YES OR ND" ;24
1030 DIN B(9),B1(9),D(9),¥(9),X(9), ¥(9)

1040 PRINT: IF 29=*YES* THEN 60SUB 1770

1045 P1=3.14159

1050 $1=0:5220:4=-49.3

1070 XU1)INT(200047009RND(1))2 Y(1)=INT(200-4009RND (1))
1080 PRINT “THE JACK IS LOCATED AT “;X{1);Y(1)

1090 FOR P=2 TO @

1100 JsP16OSUD 1570

1110 MEXT P

1120 FOR J=2 T0 0

1130 DreD1+b(d)

1140 NEXT J

1150 PRINT: PRINT “THE TOTAL DISTANCE OF ALL BALLS FRON THE JACK IS “;

1155 PRINT D1;* CH~
1140 IF
1165 IF D1 < 0°2 THEN 1230

DT < Q°2 THEN PRINT “MAGNIFICENT BOWLING! UHAT AN EYEII™

1170 IF D1<2¢Q°2 THEN PRINT™EXCELLENT BUT COULD BE BETTER:":B0T0 1230

1180 IF B1 < 3+0°2 THEN PRINT “60OD BUT NEEDS SOME INPROVEMENT®

1190 IF D1 € §20°2 THEN PRINT *FAIR - YOU NEED WORE PRACTICE"

:60T01230
16070 1230

1200 IF D1 < 10%0°2 THEN PRINT “POOR - TRY TQ BE KORE CONSISTANT“:GOTO 1230
1210 IF D1 € 20#0°2 THEM PRINT *"YOUR GAME NEEBS LOTS OF WORK":GOTO 1230

1220 FRINT “BOM“T PLAY THIS GAME FOR NOMEY!|*
1230 FOR J=1 10 @

1232 BOJ)=0:zB1(J)=0sD())=0

1240 VID=0:X(D)=0:Y(J)=0

1250 MEXT J

1260 PRINT:INPUT “CARE TO TRY AGAIN? EMTER YES OR NO“;Y$
1270 PRINY: IF Y$="YES" THEN 1050

1280 6QTO 1890

1290 Ki=-2¢

1295 IF J=1 THEW Kiwd

1300 AT=A=COSCB(J))+KI1*COSC(PT1/2)4B(J))

1305 AZ=ASSINCBCIII+KIRSINC(PT/2)2B(J))

1310 SI=V(J)#COS(BLJ) e, 0941, 25E-03441

1315 S4=V(J)*BIN{B(J) )%, 0541, 25E-03+42

1320 l!J)=ﬂ!l!lU(J)iSI!!DlJ!l#ﬂzt.ﬁﬁl/lU!J)UCBE{llJJPfll!.05!)

1330 IF BI(J)< 0 THEN S4s-84

1340 852514531 §4=52+84

1350 IF J=1 THEN 1370

1360 IF ABS(S5-X(1))<7 AND ABS(S4-Y(1))<? THEM K=1:G0SUB 1550
1370 FOR K=2 10 @

1380 IF K=J OR X(K)=0 THEN 1400

1370 IF ABS(BS-X(K))< 10 AMD ABS{S4-Y(K))< 10 THEN 6OSUB 1500
1400 MEXT &

1410 IF V(JICABS(A.05) THEN 1440

1420 V() eV(J)+(A9,05):51=55182=84:6070 1299

1430 60TO 1290

1440 X(J)=X(J)+55: YO ()1456151=0:52=0:55=0:54%0

1450 FOR L=1 TQ @

1460 IF V(L)>ABS(A*,05) THEN J=L:GOTO 1290

1470 B(L)=DzW{L)=0

1480 NEXT L

1490 GOTD 1630

500 BOKI=ATHICY(K)=52)/CX(K)=51)): PRINT CHR$(7}}

1510 IF J=1 THEN V{J)=V(J}/5

1520
1530
1540
1350
1540
1570
1580
1390
1400
1410
1620
1630
1440
1450

VOJI=ABS IV () eSINCBII)-BK) ) ) sV (K)=ABS (Y(J) +COS(B(I)-BIK) })
BIJIR({P1/2)4B(K) )t §5=51; §4=52

IF Ko THEN U(K)=Sey(K)

IF J=1 THEN VCJ)=Sey(J)

RETURN

PRINT "BALL *;(J=1)

INPUT “VELDCITY";U(J)2¥(J)=ABS(Y(I))

IF V(J) > 1000 THEN PRINT "VELOCITY T00 RIGH":60TO 1580
INPUT “ANBLE";B1(J)

IF ABSC(BI(J))> B9 THER PRINT “ANGLE TO B16"260T0 1290
PRINT ¢ B(J)=ABS(B(J)®P1/180)2180T0 1290

PRINT "JACK AT COORDINATES "I

FOR H=2 TO P

De(SAROCYCTI-Y(H) )20 (X1 )=X(H))"2))-7

Diw)=D

IF D € 0 THER D(K)I=0

PRINT'BALL *;(M=1);" AT COORDINATES “IXCMIZY(MI 3™ IT 18 "iDiN);
PRINT "FROM THE JACK®

NEXT N

PRINT

IF B(P) < 10 THEN PRINT TAB(15) ;"EXCELLENT SHOT! “;:6070 1740

IF DIP) < 20 THEN PRINT TAB(1S) ;600D SHOOTING! "3e60T0 1740

IF DIP}< 30 THEW PRINT TRBCIS);*NECE TRY 1°3:G0T0 1740

IF DUPI>S00 THEN PRINT TAB(S);"YECH! QVER "INT(D(P)/30.48);

IF DEP) > 500 THEN PRINT “FEET AWAY!®

IF X(PI>XC1) THEN PRINT “LONG AND s

IF X{PI< XC1) THEN PRINT "SHORT AND “3

IF YOPIXY(1) THEN PRINT “T0 THE LEFT "

IF Y(P) < Y{1) THEN PRINT "TO THE RIGHT"

PRINT

RETURN

PRINT “1N THIS SAME YOU ROLL "30-17"BALLS SUCCESSIVELY AT 4 TARG";
PRINT "ET"

PRINT “BALL (CALLED A JACK). THE OBJECT IS TO BET THE BALLS AS CLOSE"
PRINT “TO THE JACK 4S POSSIBLE. THE BALLS ARE 10 CN IN DIAMETER AND"
PRINT "“ARE WEIGHTED S0 THAT THEY ROLL IN 4 CURVE. YOU WILL HAVE To"
PRINT “ROLL THEM AT AN ANGLE TO THE LINE FROM YOU AT COORDINATES 0,0°
PRINT “TO THE JACK AT COORDINATES X,Y, & POSITIVE ANOLE WILL MAKE"
PRINT "THE BALL CURVE CLOCKUISE. A HEGITIVE AMGLE WILL WAKE IT CURVE"
PRINT “ANTI-CLOCKUISE, THE JACK IS 4 4 CK WIDE AND WILL ROLL*™

PRINT “STRALGHT IF YOU WIT IT. BALLS HIT BY YOUR THROUN BALL MAY"
FRINT “CURVE IN CITHER DIRECTION."

PRINT=PRINT "HINT. TRY AN INITIAL VELOCHTY OF 500 AND AN ANGLE OF 10"
PRINT:PRINTIRETURN

END



e

A Boga is a bogus animal or mythical
beast in the Hurkle family. Like a
Hurkle, the Boga hides on a grid with
dimensions up to 20 by 20. It sends out
clues that tell you which direction to
move from where you are to where itis.
However, one major difference
between a Boga and a Hurkle is the
Boga is also seeking you out at the
same time you are looking for it. You
don't have to tell it which directions to
go after each of its guesses to get
closer to you. It apparently has a very
good nose and can tell on its own.
However, it plays fairly and gives you
the first guess, and then it takes its
guess. Guesses continue alternately
until one or the other, human or boga,
find the opposing player. At the begin-
ning of the game, you may printout the
grid if you wish to make your guessing
job slightly easier. Remember, direc-
tions in this game correspond to the
diagram; that is, north is up and east is
to the right.

This game was created by David
Strickler.

BOGA 1]
CREATIVE COMPUTING
NORRISTOWM, NEW JERSEY

DD YOU LAMT INSTRUCTIONS? YES

THE BOBA IS HIDING ON & GRID (YOU SPECIFY THE LENGTH
AND WIDTHI. TRY TD GUESS HIS POSITION USING THE HINIS
1 GIVE YOU. EACH GUESS IS TWO MUMBERS SEPERATED BY
A COMNA. PLEASE KEEP IN RIND TMAT THE BCGA 1S ALSO
SEARCHING FOR TOU'!'!

HOK BIG SHOULD THME GRID BE(20 HAXINUM)T 21

HOV BI6 SHOULD THE. BRID BE(20 RAXIMUMI? 15
WOULD YOU LIKE A SAWPLE GRID™ YEWS

e

e e L
LB B B B B B B B

LI B B B B B B B B BB
"R R RE AR AR E R W R R -
IR B S N B B B B ]
PRI B N R B B
T T T I T B I B
" WS MR A NN E SR s s D
FEE IR B B R I B I ]
CEE B RN R N T B B -
CEC R N B B B
P EE R E I B R B -
A E e R AR NSRRGSR R
MR E R E RN R B NN
B FEF R EETAE AR NN S -
R E R B R RN ERHEEAS -
FE RN EE E T I B A B R R T

CROOSE YOUR POSITION? -1,16
CHDDSE YOUR POSITION® 4,7
THE BOGA PICKS HIS POSITION!
GUESS X 1 ? 7,7

YOU BUESSED ? , 7

HE’S NORE TO THE SOUTHUEST
THE BOGA GUESSES ? , 7

GUESS ® 2 7 12,4
YOU GUESSED 12 , 4

HE’S MORE 1O THE SOUTHUEST
THE BOGA GUESSES 3 , 7

BUESS @ 3 T 14,1
YOU GUESSED 14 , 1

HE”S MORE TO THE VEST
THE BOGA GUESSES 4 , 7

THE B0GA GUESSED YOUR POSITION IN 3 GUESS(ES)!



DU TOU WANT TO PLAY AGAINT YES
HOU BIG SHOULD THE GRID BE(20 WAXINUN)? 4
WOULD YOU LIKE A SAMPLE GRID? YES

01234
0 23802
1T s9 03
2 x4 a0
I sssss
il te e s

CHOOSE YOUR POSITIONT 2,1
THE BOGA PICKS MIS POSITION!
GUESS ® 1 7 2,2

YOU GUESSED 2 , 2

ME”S NORE T0 THE SOUTH

THE BOBA BUESSES 2 , 2

GUESS ® 2 ¥ 4,2
YOU GUESSED 4 , 2

HE’S MORE TO THE NORTH

THE BO8A BUESSES 2 , 1

THE BOBA BUESSED YOUR POSITION IN 2 GUESS(ES)!
THE BOGA UAS AT 3 , 2

DI YOU VANT TO PLAY AGAIN? YES

HOW BI6 SHOULD THE GRID BE(20 MAXINUM)T 4
WOULD YOU LIKE A SAMPLE GRID? MO

CHODSE YOUR POSITION? 0,4

THE BOGA PICKS RIS POSITION!

GUESS # t 1 2,2

YOU CUESSED 2 , 2

ME’S MORE TO THE EAST
THE BOGA GUESSES 2 , 2

GUESS » 2 7 2,3
YOU GUESSED THE BDGA“S POSITION IN 2 GUESS(ES)!

THE BOGA WAS AT 2 , 3

DO YOU WANT TO PLAY ABAINT NO
Ok

7 PRINT TAB(24);"B0GA 1]*

14 PRINT TAB(20);*CREATIVE CONPUTING™

17 PRINT TABC18);*NORRISTONN, NEW JERSEY"

20 PRINT:PRINT:PRINT

J0 INPUT DO YOU YANT INSTRUCTIONS";Q$

35 PRINT{PRINT

40 IF LEFTSCO8,1)C>"Y" THEN 220

7¢ PRINT * THE BOGA 15 HIDING ON A GRID (YOU SPECIFY YHE LENGTH"

B0 PRINT "AND WIDTH),
90 PRINT "I GIVE You,

100
105
110
220
240
250
260
275
280
290

TRY TO GUESS HIS POSITION USING THE WINTS®
EACH BUESS IS TWO NUMBERS SEPERATED BY“
PRINT "A COMNMA. PLEASE KEEP IN WIND THAT THE BOBA IS ALso*
PRINT “SEARCHING FOR YOU'!t!4W

PRINT:PRIMNT

U=0

K=

F=0

INPUT “HOW BIS SHOULD THE GRID BE(Z0 NAXTHIN)* 36

IF 6>20 OR G¢1 THEN PRINT:GOTO 240

S=4

REM: PRINTS THE GRID

324 X1=INT(X/10)

326 AS=ASICHRI(X1448)4"

328 NEXT X

330 PRINT TAB{(29);A%

332 Ag=""

334 FOR X=0 10 G

336 X1=X-INT(X/10)#10

JI8 AS=ASHCHRELX1448)4" v

340 MEXT X

342 PRINT TAB(S) ;A8

344 Ag=""

346 FOR X=0 TO 6

J48 Ad=ASe"z ¥

350 NEXT X

332 FOR X=0 T0 @

354 PRINT X;TAB(S) A%

336 NEXT X

J80 PRINT

390 H=1

400 INPUT "CRHODSE YOUR POSITION";X1,Y1
411 IF X1>8 OR X140 OR Y10 OR Y1<0 THEN PRINT:80T0 400
420 PRINT “THE BOGA PICKS HIS POSITION!*
440 X2=INT(RND(1)28)

450 Y2=INT(RND(1)#6)

460 PRINT "BUESS H"N;

470 INPUT X3,Y3

471 IF X3>8 OR X3<0 DR YID>G OR Y3<O THEN PRINT:GOTD 440
480 K=K+1

470 FeF#1

500 IF K=10 THEM 1040

310 IF ABS(XI-X2)+APSCYI-Y2)=0 THEN 1010
520 PRINT “YQY GUESSED"X3™, =713

530 PRINT

540 PRIMT "HE’S MORE TD THE *3

930 IF X2=X%3 THEN 420

5460 IF X2>X3 THEN 400

370 PRINT “NORTH“;

5%0 GOTO &20

400 PRINT "SDUTH";

620 IF Y2=Y3 THEN 700

&30 IF Y2>Y3 THEN 470

640 PRINT "UEST™

&40 80TO 7200

470 PRINT “EaAST"

670 REM: LINES 700-970 AND 1110-1150=BOGAS GUESSING FORMUL.
700 PRINT*™:IF H=0 THEN 730

10 XA=INT(.5¢8)

720 Y4=IMT(,.5:9)

730 PRINT “THE BOGA GUESSES"X4™,"Y4

240 U=U+1

730 PRINT "=

760 G=ABS(Y1-Y4)+API(X1-X4)

770 IF O=0 THEN 980

780 H=0

790 IF Y4=Y! THEN 880

B00 A=)

B10 IF ABS(YA-Y1)<(2 THEN 830

220 GOSUP 1140

BI0 IF Y4<Y!1 THEM B&O

B4 Y4=INTCABS(Y4-4))

H50 607D 880

860 Ya=INT(ABSC(YA+A))

870 IF Y4>6 THEN 1110

880 IF X4=X1 THEN 970

BY0 A=

F00 IF ABS(XA=X1)<2 THEN 920

910 BOSUB 1140

P20 IF Y4<X1 THEN 950

930 X4=INT(ABS(X4-A))

940 60TO 970

730 X4=INT{ABS(X44A))

Q40 IF X438 THEN 1130

970 GOTO 440

780 PRINT "THE BOGA GUESSED YOUR POSITION IN"U“GUESS(ES)!"
990 PRINT

1400 6070 1050

1810 PRINT “YOU GUESSED THE BOBA-S POSITION IN"F GUESS(ES)HI
1020 PRINT

1030 @070 1050

1040 PRINT “YOU USED UP ALL OF YDUR GUESSES.™
1050 PRINT “THE BOGA WAS AT"X2*,"Y2

1060 PRINT

1070 INPUT “DD YOU UANT TO PLAY AGAIN";O$
1080 IF LEFTS(OS,t)="Y" THEN 220

1100 60OTOD 1140

1110 Yd=_5sf



Bombrun

Bombrun is an extremely accurate
simulation of an aircraft dropping a
bomb on a very small target. You may
specify whether the aircraft is climbing,
diving, and the angle in degrees. You
may specify speed in feet per second:
you may also specify at what point you
wish to drop the bomb. The program
gives you four passes over the target.

A perfect hit is possible but extreme-
ly difficult to achieve. A hit within 300
feet of the target is considered
“threatening” while hits outside of that
range may be considered a negative
commentary on your knowledge of
physics.

This program was.originally written
by Jim Prelesnik.

BONBRUN
CREATIVE CONPUTING
HORRISTOUN, NEW JERSEY

TNIS PROGRAN SINULATES # BONBING RUN. DO YOU NEED
INSTRUCTIONST YES

YOU HAVE THE OPTION OF MAKING FOUR PASSES OVER THE TARGET,
WUITH THE ABILITY TO DROP A BONB ONCE DURING EACH OF

TRESE PASSES. ALTITUDE CHANGES MAYBE MADE THROUGN THE
“CLINB/DIVE” CONMAND DY PRINTING “CLINB‘ OR “DIVE/,FOL-
LOVED BY A COMNA AND THE DESIRED ANGLE (IN DEGREES). MEW
VELOCITIES (RANGING FROM 300 TO 700 FEET PER SECOND) MAY
BE INPUT AFTER THE ‘AIRSPEED’ QUESTION WARK, “CLINB/DIVE’
ANGLES, VARYING FRON 0 TO 15 DEGREES, WILL ADD AS SPEC-
IFLED BY “CLIND” OR“DIVE’ COMNANDS TO YIELD A MET INCLIN-
ATION/DECLINATION ANGLE DETWEEN © TD 40 DEOREES, CLINBING
Ok DIVING. A NININUM ALTITUDE OF 100 FEET MUST ALSO BE
MAINTAINED. WILLFULLY EXCEEDING ANY OF THE NAX./MIN. SPECS
WILL RESULT IN TME CRASH OF YOUR BOMBER. ALSD , A BOAD
COMNAND OF “DROP‘ DURING & DIVE WILL GIVE YOUR BOMB AN IN-
ITIAL DOUNUARD VELOCITY, SHORTEMING THE DROP TINE, AS A
“CLIND” CONMAND WILL LENGTHEN THIS TINE. THE BOMB WILL BE
LAUNCHED INMEDIATELY FOLLOUING THE MOST RECENT “STATS” READ-
OUT UPON “DROP‘ COMNAND, AND WILL BE HELD FOR FURTHER
POSITIONING INFORMATION UPON THE COMNAMD “STAND BY-. THE
TARBET IS 1 FOOT IN DIANETER. 600D LUCK

esINITIAL®s
s*s5TATSenn

ELAPSED TIME... O SECONDS
PRESENT ANBLE COMMAND... O DEGREES
RESULTANT ANGLE... 0 DEGREES
PRESENT VEROCITY... @76.743 FEET PER SECOND
ALTITUDE... 428.7 FEET
DISTANCE FRON SITE... 4500 FEET
ESTIMATED TIME OF ARRIVAL... 35.13252 SECONDS

BONE CONMANDY STAND BY
STANDING BY.

MAINTAIN PRESENT RESULTANT ANOLE? YES

AIRSPEEDT 800
*28STATSs e

ELAPSED TIME... 1 SECOND
PRESENT AMGLE COMMANP... D DEGREES
RESULTANT ANGLE... 0 DEGREES
PRESENT VERDCITY... 800 FEET PER SECOND
ALTITUDE... 428.7 FEET
DISTANCE FRON SITE... 3700 FEET
ESTINATED TIME OF ARRIVAL... 4.42%5 SECONDS

BONE COMMANDY STAND BY
STANDING BY.

NAINTAIN PRESENT RESULTANT ANGLET MO
“CLINB/DIVE” COMMANDT DIVE,10

AIRSPEEDT 400
*e15TATSa 0w

ELAPSED TIME... 2 SECONDS .
PRESENT ANGLE COMNAND... DIVE, 10 DEGREES
RESULTANT AWBLE... 10 DEGREES DIVING
PRESENT VERDCITY... 6400 FEET PER SECOND
ALTITUPE... 324.511 FEET
DISTANCE FRON SITE... 3109.12 FEET
ESTINATED TINE OF ARRIVAL... 5.2618 SECONDS

BONB CONMANDY STAND BY
STANDING BY,

NAINTAIN PRESENT RESULTANT AMGLE? YES

AIRSPEED? 200
2eSTATSess

ELAPSED TINE... 3 SECOMDS
PRESENT ANGLE COKNAND... O DEGREES
RESULTANT ANBLE... O DEGREES DIVING
PRESENT VEROCITY... 700 FEET PER SECOND
ALTITUDE... 202.958 FEET
DISTANCE FROM SITE... 2419.75 FEET
ESTINATED TIME OF ARRIVAL... 3,51011 SECONDS

BONE CONNANDT STAND BY
STANDING BY.

MAINTAIN PRESENT RESULTAMT ANGLET YES

AIRSPEEDT 200
IF YOUR ALTITUTE ISN‘T INCREASED INMEDIATELY TO A MIN-
INUN OF 100 FEET, A CRASH IS INMIMENT,

“CLINB/DIVE’ COMNAND? CLINB,20

YOUR BOMBER CAMNOT TOLERATE THE STRESS CAUSED BY AMGLE
INPUTS EXCEEDING 13 DEGREES. RECONSIDER YOUR CHOICE.

“CLINB/DIVE” CONMANDY CLINB,12

AIRSPEEDTY 500

YOUR BOMBER FAILED TO MAINTAIN THE LOU ALTITUTE YOU DE-
SIRED AND SDON CRASHED.

BETTER LUCK MEXT TIRE.

DURING YOUR 1 -PASS BOMBRUM, YOU MANAGED TO STRIKE
WITHIN © FEET OF THE TARGET.

WOULD YOU LIKE TO RELOAD AND PLAY ABAINT
T YES

*eINITIAL®®
seeSTATSene

ELAPSED TINE... 0 SECOMDS
PRESENT ANGLE CONMAND.,. 0 DEGREES
RESULTART ANGLE... 0 DEGREES

PRESENT VEROCITY... $567.958 FEET PER SECOND

ALTITUDE... 182,338 FEET
DISTAMCE FROM SITE... 4300 FEET
ESTINATED TINE OF ARRIVAL... 7.92312 SECONDS

BONE COMMANDY STAND BY

STANDING BY,

MAINTAIN PRESENT RESULTANT ANGLE? YES
AIRSPEEDT 700

18



L3ter 1n
the game

BOMP COMMANDY STAMD BY
STANDING BY.

MAIKTAIN PRESENT RESULTANT ANGLET YES

AIRSPEED? 750
sshETATS e

ELAPSED TIME... 2 SECONDS
PRESENT ANGLE COMMAND... 0 DEGREES
RESULTANT ANGLE... O DEGREES
PRESENT WEROCITY.,, 750 FEET PER SECOND
ALTITUDE... 128.552 FEET
DIGTANCE FROM SITE... 3000 FEET
ESTINATED TIME OF ARRIVAL... 4 SECONDS

BONB CONMAND? STAMD BY
STANDING BY.

NAINTAIN PRESENT RESULTANT ANGLE? YES

AIRSPEEDY 750
*35TATS v

ELAPSED TIMNE... 3 SECONDS
PRESENT ANGLE COMMAND... O DEGREES
RESULTAMT ANGLE... O DEGREES
PRESENT VEROCITY... 790 FEET PER SECOND
ALTITUBE... 128.552 FEET
DISTANCE FROM SITE... 2250 FEET
ESTINATED TINE OF ARRIVAL... 3 SECONDS

BOKB COMMAND?T STAND BY
STANDING BY.

BAINTAIN PRESENT RESULTANT ANGLET YES

AIRSPEEDT 250
EEeSTATSHew

ELAPSED TIME... 4 SECONDS
PRESENT ANGLE COMMAND... 0 DEGREES
RESULTANT ANGLE... O DEGREES-
PRESENT VEROCITY,.., 750:FEET PER SECOND
ALTITUDE... 128.552 FEET
DISTANCE FROW SITE... 1500 FEET
ESTINATED TIHE OF ARRIVAL... 2 SECONDS

BOMD: CONMAND? STAND BY PLEASE
UNRECOGHIZABLE COMMAND. REPLY STAKD BY OR “DROP-.
STANDING Br.

HAIRTALN- PRESENT RESULTANT ANGLET YES

AIRSPEEDT 300
saSTATSees

ELAPSED- TIME... 5 SECOMDS:
PRESENT AHGLE COMMAMD... O DEGREES:
RESULTAMT ANSLE... O DEBREES
PRESENT VEROCETY... 300 FEET PER: SECOND
ALTITUDEL.. #28.552 FEET
DISTANCE FROW SETE... 1200 FEET
ESTINATED: TIHE OF ARRIVAL... & SECONDS

BUKE; COMNANDT DROP
EONE: DROPPED,
FINE TO' EXPLOSION... 2.8257 SECORDS:

THE BOMD' LANDED: 352,28 FEET INFRONT OF THE TARGET'S CENTER.

DURING: YOUR' 4: -PASS BOMBRUN, YOU- NAHAGED 70 STRIKE
UEFHEN: & FEET OF THE TARDET.

HOULD YOU: LEKE TO' RELOAD: AND- PLAY ABALNY

¥ o

LOOK OVER: THE PHYSICS LAUS GOVERNING FALLING BODIES,
AND" RETURN: TO- PLAY ADAIN: SOON.

Dk

19
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10

13 PRINT TAB(20)*“CREATIVE CONPUTING"

13 PRINT TABC1B)"MORRISTOUN, NEW JERSEY™

1% PRINTIPRINT

20 PRINT"THIS PROGRAM SINULATES A BOMBING RUN. DO YOU NEED®

23 X5=3000

30 PRINT*INSTRUCTIONS™;

40 INPUT 1%

3¢ IF I$="YES" THEW 90

&0 IF IS="NO"™ THEN 290

70 PRINT*ILLOGICAL RESPONSE. REPLY/YES” Of "Ng*."

80 BOTD 49

90 PRINT"YOU HAVE THE OPTION OF MAKING FOUR PASSES OVER THE TARGET "
100 PRINT*UITH THE ABILITY 70 DROP A BOMD ONCE DURING EACH OF"

110 PRINT“THESE PASSES. ALTITUDE CHANGES MAYBE MADE THROUGH THE™

120 PRINT "“CLIHB/DIVE’ COMNAND BY PRINTING -CLINB- OR “DIVE’ FOL="
130 PRINT“LOVED BY A COMNA AND THE DESIRED ANGLE (IN DEGREES). MNEU"
40 PRINT*VELOCITIES (RANGING FROM 300 TO 900 FEET PER SECONB) RAY™
150 PRINT*BE INPUT AFTER THE “AIRSPEED” QUESTION RARK. “CLIMB/BIVE~™
160 PRINT"ANGLES, VARYING FRON O TO 15 DEGREES, WILL ADD AS SPEC-*
170 PRINT“IFIED BY “CLINB’ OR‘DIVE’ COMMANDS TO YIELD A MNET INCLIN-"
180 PRINT “ATION/DECLINATION AMGLE BETWEEN 0 TO 60 DEGREES, CLINBING®
190 PRINT “OR DIVING. A WININUN ALTITUDE OF 100 FEET NUST ALSO BE*
200 PRINT*MAINTAINED. WILLFULLY EXCEEDING ANY OF THE MAX./MIN. SPECS"
210 PRINT®UILL RESULT IN THE CRASH OF YOUR BOMBER. ALSO , A BONB"
220 PRINT“CONMAND OF “DROP- DURING 4 DIVE UILL GIVE YOUR BONB AN In-»
230 PRINT"ITIAL DOUMUARD VELOCITY, SHORTENING THE DROP TINE, #S A"
240 PRINT"7CLINB” COMNAND WILL LENGTHEN THIS TIME. TME BOMB WILL BE"
250 PRINT"LAUNCHED IKMEDIATELY FOLLOUING THE NOST RECENT /STATS’ READ-
260 PRINT “OUT UPOM “DROP COMNAND, AND WILL BE HELD FOR FURTHER"
270 PRINT*POSITLONING INFORMATION UPOW THE CONMAND “STAMD BY-. THE"
280 PRINT“FARGET IS t FOOT IN DIANETER. GO0OP LUCK™"

290 Zt=1000

300 22=1000

310 23=1000

320 I4=1000

330 Rege1

340 =0

350 X2=0

340 u3=0

370 Ua=0

380 F=0r

370 A1=0

400 A=Q

410 VI=RND(1)

420 V=U1*1000

430 IF v<300- OR WD900 THEN 410

440 YT=RADLY)

450 Yu¥1e500

440 IF YC100 THEN44O

470 X=4500

480 PRINT™ *

490 PRINF" *

500- E=)}/V

1
PRINT TAB(27)“BONBRUN"

S10° PRINT TAB(JO)“=eINITIAL##"

320

PRINT TAB(30)"e24STATSw e ot

530 GOTOT430
S40- U=
550 U2=0
S50 ¥I=0
S70 40y

380

590 PRINT"BOMD CONHAND" }

400 INPUT Cs

6107 IF CH="STAND: BY*™ THEN- 440
420 IF C="DROP" THEN 1580

430 PRINT*UNRECOGNIZABLE. CONNAND.

REPLY “STAND B¥” OR “DROP-.*

640 PRINT"STANDING- BY.*

670 BOTO: 770

700

PRINT*HAINTAIN PRESENT RESHLTANT ANGLE™;

710 INPUT Py

830 PRINT™ANGLE INPUT MUST BE POSITVE.

1F MECESSARY, CHANGE THE®
PRINT®/DIVE CONMAND TO CLINB’, OR VICE VERSA."



PRINT" *
6010770

870 Wi=u1+1

860
ann
700

IF U1=2 THEM 2120
PRINT*YGUR BONBER CANNOT TOLERATE THE STRESS CAUSED BY ANGLE"
PRINT*INPUTS EXCEEDING 15 DEGREES.

RECONSIDER YOUR CHOICE."

910 PRINT" "

220
730

g80T0 770
If A$="CLINB" THEN 930

F40 at=-41

950
40
970
980

A=A+Al

IF AC-60 THEN %0
IF A>40 THEN 1040
60T0 1140

990 U2=M2+1

1000
1ote
1020
1430
1040
1030
1040
1670
1080
1090
1100
1105
1110
1120
13¢
1140
1150
1140
1170
1180
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
1350
1340
1370
1380
1370
1400
1410
1420
1430
1440
1450
1460
1470
1480
1480
1500
1510
1520
1530
1540
1550
1560
1570
1580
1590
1600
14610
1620
14630
1640
1430
1660
167¢
1480
1690
1700
1710
1720
1725
1730
1740
1750

IF W2=2 THEN 2170

PRINT"YOUR PRESENT/DIVE- COMHAND WILL EXCEED THE HAXIMUM RE-"
PRINT*SULTANT DIVE ANGLE OF 40 DEGREES, CAUSING AN IRREVERSIBLE"
PRINT® MOSEDIVE. RECOMSIDER YOUR CHOICE.™

PRINT"

GOTD 670

YI=U3+1

IF ¥3=2 THEN 2210

PRINTYOUR PRESENT “CLINB‘ COMMAND UILL EXCEED THE HNAXIMUN RE-"
PRINT®SULTANT CLIMB 4NBLE OF &0 DEGREES, CAUSING YOUR™

PRINT® ENGINES TO FAIL AND YOUR PLANE TD CRASH.
PRINT"CHOICE"

PRINT"

6070 670

REA

PRINT"AIRSPEED";

INPUT ¥

IF ¥>900 THEN 1190

IF V<300 THEN 1230

eoTo 1290

PRINT*YOUR BOWBER ISH‘T CAPABLE OF ATTAINING THAT VELOCITY."
PRINT*INPUT AN AIRSPEED LESS THAN 900 FEET PER SECOND.*

PRINT® =

607D 1150

UAsa+1

IF Ua=2 THEM 2250

PRINT™IF YOUR VELOCITY ISN‘T INCREASED IKNEDIATELY, YOUR BOMBER®
PRINT"WILL FALL TO EARTH AND BE DESTROYED."

PRINT *

GOTO 1140

TuT4+1

B=Ae3. 14159/180

Y=Y+VeSIN(D?

1IF Y>100 THEN 1390

US=U5+1

IFf W5=2 THEN 2290

PRINT"IF YOUR ALTITUTE 1SN‘T INCREASED INMEDIATELY TO A HIN-*
PRINT"INUM OF 100 FEET, A CRASH IS IMMINENT."

PRINT® =

6070 &70

A=X-V+COS(B)

IF x<=0 THEW 2350

E=X/(V*CO5(B))

PRINT TAB(30)"#s#8TATS#«s"

PRINTY

IF NOT(T=1)THEN 1470

PRINT TAB(20)"ELAPSED TIME... 1| SECOND"

GOTO 1480

PRINT TAB(20)"ELAPSED TIME...";7;"SECONDS"

IF HOT(A1=0) THEM 1510

PRINT TAB(11)“PRESENT ANGLE CONMAND... 0 DEBREES"

8070 13530

IF A$="CLIMB" THEN 1540

PRINTTABC11)*PRESENT ANGLE COMMARD... DIVE,";-A1}"DEGREES"

GOTO 1550

PRIMT TABC11)"PRESENT ANGLE COMMAND... CLIMB,";A1; "DEGREER™

IF A<0 THEN 1390

IF AX0 THEN 1610

PRINT TAB(17)*RESULTANT ANGLE... 0 DEGREES™

60YD 1620

PRINT TAB(17)"RESULTANT ANGLE..
6OTD 1420

PRINT TAB{17)"RESULTANT ANBLE...";A;"DEGREES CLIMBING"
PRINT TAB(16)“PRESENT VEROCITY... ";V;"FEET PER SECOND"
PRINT TAB(24)"ALTLTUDE... Y3 FEET"

PRINT TAB(14)*DISTANCE FROM SITE... ":X;"FEET”

PRINT TAB(7)"ESTIMATED TINE OF ARRIVAL... =3E; "SECONDS"
PRINT

8070 340

PRINT“BONE DROPPED."
T3=(SDR((VESINIB) 2464, 4¢Y)+VaSIN(B)Y) /32,2

PRINT*TINE TO EXPLOSION... ";T3;"SECONDS"
X=X-YeCOS(B) 9T

X=INT(X*100) /7100

IF XS>ARS{XS) THEN XS=ABS(XF)

PRINT ™

IF X<-.5 THEN 1780

IF X>.5 THEN 1800

."1-A1;"DEGREES DIVING™

RECONSIDER YOUR "

1760
1720
1780
17%0
1800
1810
1820
1830
1840
1850
1860
1870
1880
1890
1900
1910
1920
1921
1922
1923
1924
1925
1926
1930
1940
1730
1960
1970
1780
19%0
2000
2010
2020
2030
2040
2050
2040
2070
2080
2090
2100
2no
2120
2130
2150
2140
170
2180
2190
2200
2210
2220
2230
2240
2250
2260
2270
2240
22170
2300
2310
2320
2330
2340
2350
2340
2370
2380
2390
2400
2410
2420
2430
2440
2450
2440
2470
2480
2490
2500
2510
2520
2530
2540
2550
2540
2570
2380
2570
2600
2610

PRINT*CONGRATULATIONS, YOU SCORED AS PERFELT Ril."
6070 2030

PRINT"THE BOMB LAMDED";-X;“FEET BEYOND THE
BOT0 1810

PRINT®THE BOMB LANDED™;X;“FEET IN FROWT of
IF R=s1 THEN 1830

IF R=2 THEN 1870

IF R=3 THEN 1890

IF R=4 THEM 1910

Z1=ABS(X)

6OTO 2400

Z29ABS (X}

6070 2420

13=aBS(X)

GOTO 2440

14=ABS(X)

Z1=11001) 2222210421 :23=210(3):74=21014)
FOR #=1 TD 4

FOR #1= 4 7O 1 STEP-)

TARGET’S CENTER.™

THE TAROET’S CENTER."

IF Z10CH)<Z10(H1) THEN Z101K)}=X5
IF W=W1 AND =1 THEN 1926

NEXTHT

NEXT o

PRINT" *

IF X3<= 300 THEN 2000

PRINTDURING YOUR™;R;“-PASS BOMBRUN, YOU FAILED 10 EVEN"
PRINT*THREATEN THE TARGET WITH A& RIT. BETTER LUCK NEXT TIKE."
IF R$="NO* THEN 2570

60TD 2040

60TO 2610

PRINT*DURING YOUR™;R;"-PASS BOHBRUN, YOU MANAGED TO STRIKE"

PRINTUITHIN";X5;"FEET OF THE TARGET."

PRINT" "

IF R$="NO" THEN 2590

PRINT*UOULD YOU LIKE TO RELOAD ANB PLAY AGAINT®
INPUT A%

IF A$="HO" THEN 2590

IF 4$="YES* THEN 2100

PRINTYOU #UST BE A LOUSY SPELLER. REPLY “YES” OR‘ND”.™

g0T0 2050

R=0

GOTO 270

PRIET®YOU TORE THE WINGS OFF OF YOUR BOMBER BY EXCEEDING THE"

PRINT"NAXIMUN ANBLE INPUT OF 15 DEGREES. MEXT TINE TAKE MY ADVISE"
H=1

BaTo 1920

PRINT*THE STEEP DIVE ANGLE DESIRED CAUSED AN IRREVERISIBLE NOSE-"
PRINT"DIVE, RESULTING IN THE DESTRUCTION OF YOUR BOMBER."

#=1

6OTD 1920

PRIRT*THE ENGINES OF YOUR BOMBER FAILED WHILE CLINBING THE™
PRINT"STEEP AMGLE INPUT DURING YOUR ANBLE COMMAND OPPORTUNITY.™
K=1

GOTO 1920

PRINT*THE VEROCITY DF YOUR BONBER MAS INSUFFICIENT TO SUPPORT"
PRINT®1TS WEIBHT, AMD CONSEQUERTLY IT CRASHED."

H=1

8070 1920

PRINT*YOUR BOMBER FAILED TO MAINTAIN THE LOU ALTITUTE YOU DE-*
PRINT"SIRED AMD SDON CRASHED."

PRINT*BETTER LUCK NEXT TIME.®

H=1

BOTO 1920

PRINT*YOUR BOMBER JUST PASSED UP THE TARGET, AND NEEDLESS TD"
PRINT=SAY, TOU M0 LOMGER THREATEM ITS EXISTANCE.™

PRINT® *

IF R=2 THEN 2420

IF E=3 THEN 2440

If R=4 THEM 1920

ge=" SECOND "

607D 2430

0$="THIRD"

GOTO 2450

99="FOURTH AND FINAL"

IF R>1 THEN 2450

PRINT*YDU HAVE THUS FAR CONPLETED 1 RUN. UOULD YOU LIKE T0*
PRIMT*MAKE ANOTHER PASS";

80T02310

PRINT*YOU HAVE THUS FAR COMPLETED "jRj"RUNS. WOULD YOU L&FE 10
PRINT*ANOTHER PASS™;

INPUT RS

IF K$="YES" THEN 2540

IF R§=2"NO* THEN 1920

PRINT"SINPLY REPLY "YES” OR“HOD"."

6070 2510

PRINT"{OUR PLANE HAS CIRCLED, AND IS HOW IN POSITION TO HARE®
PRINT"ITS";Q%; "PASS."

GOTO 33¢

PRINTLOOK OVER THE PHYSICS LAUS SOVERNING FALLING BODIES,"
PRINT™AND RETURN TO PLAY AGAIN SO0ON.™

END



Bridge-it

4t

r____J

Bridge-it is a two-player pencil and
paper logic game. One player is
represented by X's, the other by O's.
The X's and O’s are arranged in an
alternating grid pattern so that X's may
be joined to one another by a line
without crossing an O and O's may be
joined to one another without crossing
an X. The object of the game is for the
X's to draw a line from the top to the
bottom of the board. The O's must
connect a continuous chain from the
right to the left of the board. Players
move alternately and may go any place
on the grid. Any two of your symbols,

BRIDGE~IT
CREATIVE COMPUTING
MORRISTOUN, NEW JERSEY

D& YOU WANT INSTRUCTIONS? YES

THE OBJECT

COLUAN TD THE RIGMT COLUMN BY CONNECTING THE 0’8,

PUTER HUST
TRE X°S.

YOU MAKE YOUR WOVES BY TYPING IN THE CODRDINATES (X,Y) OF

OF THIS GAHE 15 FOR YOU TO GD FROM YHE LEFT

G0 FROW THE TOP TO THE BOTTON BY CONNECTING

(COLUMN, ROU)

OF THE -0
TYPES:

YOU WISH TO MOVE FRON AFTER THE COMPUTER

YOUR ROVE FRON?

AND BY TYPING IN THE COORDINATES OF THE‘0” YOU UISH TO NOVE

TO AFTER THE COMPUTER TYPES:

107

YOU CAM WOVE EITHER VERTICALLY OR HORIZONTALLY,

BUT NOT DIAGONALLY.

NOVE FIRST,

TEAR ON LINE

—— - ——

e S —————— -

YOU MAY USE THIS BDARD TD MARK THE MOVES 0K, OR
YOU CAM GET AN UPDATED BOARD AFTER YOU MAKE EACH HOVE,

1mm

1234567890123

Yy xx

LA A |

R ra—

Rl B Ay 0D By = ) sl

Y X

Ixx

XXX

sceos

rxx

ftoooooo

XXX
ogr0ao
XXX

oeecoopceo

XKz

toceocoop

XX

THE COn-

TOU CANNOT MOVE VERTICALLY IN EITHER
THE FIRST COLUMM OR THE THISTEENTH COLUMN. THE COMPUTER WILL

either X's or O’s, may be connected
together on a given move.

In this particular version of the game,
the computer is your opponent. The
computer plays the X’s and you play
the O's. The computer moves first,
which givesita very slight advantage. If
you find it is too formidable an oppo-
nent you may wish to modify the
program to allow the player to move
first. At any point during the game you
may ask for a printout of the board and
see how the play is progressing.

This program was written by Michael
Kass, Miles Barel, and Alan Segal.

I MOVE FROM 2,1 T0 2,3

YOUR NOVE FRON? 1,4

T07 3,4

BOARD (YES OR ND)? N
IMVEFRON 4 , 3710 4,5
YOUR OVE FRON? 3,2

0% 3,4

BCASD (YES OR ND)? W

IMOVE FRON 4, 170 4, 3
YOUR MOVE FROM® 3,3

TO? 5,3

INVALID MOVE -- TRY AGAIN
YOUR MOVE FROM® 3,4

07 5,4

BOARD (YES OR NO)? N

I MOVE FRON & , STOD 6, 7
YOUR MOVE FRON? 5,4

T0* 5.4

BOARD (YES OR NO)? N

1 MOVE FROM & , 27D 4 v 3

TQUR ROVE FROM® 5.9
0T 7.8

BOARD (YES OR NDI? N



1S
3 P

100
120
130
140
145
150
160
170
171
172
180
190
200
210
220

BUand (Tes UR RUIT T

111
1234567890123
Xrxxxx
ecoopo0a0m
XxXXxxk
potg-c00
XX XXXX
Qo o-0'000
XXX XXX
po-g'00 Q0D
YXXxxx
0-p!0'0 000
ML xyxxx
grglooopcy
XXX XXX
1234567891111

0123

-
o = rd e

—p3 N e A O OO

1 MOVE FROM 10 . § 70 10, 1

YOUR WOVE FROMT 9,8
107 9,10

BOARD (YES OR NQ?? N
1 HOVE FROM

10,770 10,9

YOUR NOVE FROW? 7,4

T8 7,8

BOARD (YES OR NOD? H

IMOVE FROM 8 , 5 T0 8, 7
YOUR MOVE FROW? 9,12

107 11,12

BOARD (YES OR NO}? N

1 HOVE FRON
1wl

12 , 1110 12, 13

BOARD (YES OR NO)T Y

1111
1234567990123
XXX xx
eode o000
XXXXXX
oopoe-0!t00
XX XXX
ceoog-010'0 10
Y XXX XX
0 0-0i0iD 0 Q
P XX Xrx
0-0i0'0 D0 O
XXX
pigtoonooao
XX XXX
1234547891111

0123

- —
- el A LA D YO DO = R W

T
RINT TAB(24};"BRIDGE-IT"
PRINT TAE(20)3;"CREATIVE CONPUTING"
PRINT TABC1B)}"NORRISTOUN, NEW JERSEY"
I=1-2
PRINT
PRINT
FRINT=DO YOU WAMT INSTRUCTIONS®;
INPUT BAY
PRINT
IF LEFT${B4%,1)="N" THEN 300
PRINT*THE OBJECT OF THIS DAKE IS FOR YOU [0 60 FROM THE LEFT °
PRINT'COLUMN TO THE RIGHT COLUMK BY CONMECTING THE 0°S. THE CON-®
PRINT*PUTER WUST B0 FROM THE TOP TO THE BOTTOK BY COMHECTING"
PRINT=THE X“S."
PRINT
PRINTYOU MAXE YOUR KOVES BY TYPING IN THE COORDINATES (X,Y) OR®
PRINT"(CDLUNN,ROM}"
PRINT"OF THE "0 QU WISH TO NOVE FROK AFTER THE COMPUTER®
PRINT® TYPES:"
PRINT
PRINT"YDUR HOVE FRON?"
PRINT
PRIMT"AND BY TYPING IN THE COORDINATES OF THE/D” YOU UISH T0 MOVE®
PRINT“TO AFTER THE COWPUTER TYPES:"

230
240
230
240
270
280
281
299
300
320
30
340
350
J&0
370
380
330
age
410
420
430
440
430
480
4%0
500
910
520
530
540
550
540
570
580
590
400
410
620
630
440
450
660
87¢
480
490
200
710
720
730
740
750
260
770
280
7%0
840
810
820
a3
840
450
840
g70
880
890
900
910
920
950
240
970
a0
990
1000
1010
1020
1030
1040
1050
1040
1870
1080
1090
1100
110
1120
1130
1140
1150
1160
1170
1180

PRINT

PRINT"TO?"

PRINT

PRINT*YOU CAN HOVE EITHER VERTICALLY OR HORIZOMTALLY,

PRINT®BUT NOT BIAGONALLY. YOU CANNDT RNOVE VERTICALLY IN EITHER™

PRINT*THE FIRST COLUKM DR THE THIRTEEHTH COLUMN. THE COMPUTER WLitL"

PRINT"HQVE FIRST."

PRINT:PRINT

PIR X(20,20}

DINC(20,20)

DINT(20,20}

FOR X1 TO 13 STEP 2

FOR Y=2 10 12 STEP2

Dex,ri=t

XY, Xi=1

NEXT ¥

HEXT X

6010480

PRINT

PRINT"BOARD (YES QR WO}*=;

INPUTHS

PRINT

IF LEFTS(BY,1)="H" THER 470

GOSUB 970:REM PRINT BOARD SUBRCUTINE

IF ECT THEN 10

8oTo0 3010

GOSUBIA40:REN COMPUTER MOVE

§0SUP 440:REN COMPUTER WIN SUBROUTIME

PRINT

IF E=5 THEN 420

BGOSUB2710:8EN PLAYER WIN SUBROUTINE

PRINT

PRINT"YOUR MOVE FROK"S

[¥PUT F,0

PRINT®TO";

IRPUT F1,B1

PRINT

S0SUB 2220:REA ERROR AND CHANGE BOARD SUBROUTINE

GOTO 420

REM ULN SUBROUTINE s#sttssssaiapii epsssss st it sbss st bttty
REW FIRST TEST

FOR H=1 T0 1 STEP 2

J4=12

IF OCH,J)=1 THEN 710

NEXT H

purg 980

FOR I=1 TO 11 STEP 2

J=2

IF 0(I,J)=3 THEN 740

MEXT I

GOTO 780

REM DTHER TESTS

Jelt2

IF J=12 THEH 940

IF C(I,))=3 THEN 870

IF 0(I+1,J4#1)=2 THEN BYQ

IF I-1<0 THEN Ba0

If 0(I-1,J=11=2 THEN 920

IF X¢I+1,J+1)=2 THEN 8%¢

IF I-1<0 THEN9BD

IF X{I-1,J-1) THEN B9¢0

GoTO 740

J=J4+2

60T0 780

J=J

I=1+2

60T0 780

J=J

6oToD 980

PRINT™I MINei)t™

E=3

RETURN

REN PRINT BOARD SUBROUTINE FESEEEEARARA RN PR RN RS2 R
R=R+1

I[F R>1 THEN 1130

PRINT*TEAR OR LIRNE"

PRINT* - rm e ssmcmsm e e a @

PRIET*YOU HAY USE THIS BOARD TO MARK THE HOVES ON, OR™

PRINT"YOU CAM GET AN UPDATED BOARD AFTER YOU MAKE EACH MOVE.*
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINY
PRINT
PRINT
=0
PRINT TABOID)“1INI™

PRINT TAB(4)"™1214567870123"
FOR Y=13 TD 1 STEF =1

TAB(S);CHRY(7) CHRE (13} ;TARB(S) JCHRS(7)



1860
1670
1680
1690
1700
1710
1720
1730
1749
1750
17480
1770
1780
17%¢
1800
gt
1820
1830
1840
1830
1840
1870
1880
1990
1900
e
1920
1930
1740
1950
1940
1970
19840
1990
2000
2010
2020
2030
2040
2050
2040
2070
2080
2090
2100

IF Y<10 THEN 1220

PRINT Y;

gorg 123e

PRINT" Y3

EOR X=1 T0 13 STEPI

IF ¥/2=INT(Y/2) THEN 1330
IF X{X,Y)=0 THEN 1420
ONX(X,Y) 80TD 1270,1290,131¢
PRINT"X "}

60T 1450

PRINT*X-";

6OTO 1450

PRINTOX1":

§0TC 1430

p=0

IF DOX,Y)=0 THEN 1450

ON D(X,¥) BOTC 1340,138¢,1400
PRINT "0 “3
§0TO 1450
PRINT"0-"}
GCTD 1450
PRINT OL";
GOTD 1450
BeD+]
IFD>1 THEM
PRINT * *;
NEXT X
80SUB 1420
HEXT ¥
PRINT TAB(4)"1234567871111"

PRINT TAB(13)%0123"

R1=R1+1

IF R1>1 THEN 1590

PRINT

PRINT

PRIMY " mmmmmmrmm e m oo .

PRINT*TEAR OM LINE®

PRINT

PRINT

PRINT

PRINT

PRINT

RETURN

PRINT

RETURY

REN CORPUTER MOVE SUBROUTINE tttferiesrtis ettt ritnrsesessnmy
BB+l

1F B>1 THEM 1710

001,21=3

PRINT “I WOVE FROK 2,1 7O 2,3"

B1eBl+)

IF BI>1 THEW 1890

FOR C=3 T0 11 STEP 2

T(C,C+1)e1

T(L=2,C01)=1

GOTO 1790

KEXT C

T(2,3)=3

H7,120=2

8070 1890

FOR 0=C+3 10 12 STER 2

T{C-2,0122

T(C-1,041)=2

TIC-1,2-1)32

KEXT 0

FOR S=C T0 3 STEP -2

T(C-1,5=3

Ti¢,8-1)=3

NEXT §

BOTO 1750

IF F)F1 THEN 1950

IF FCOFT THEW 1920

IF 6>B1 THEM 1950

X=F

Y=§

6ATO 1970

X=F1

=61

IF TCX,YI"0 THEM 2210

IF F<>F1 THEN 2000

oM T(X-1,Y+1)} GOTO 2010,2080,2150

gr TCX,Y) GOTD 2010,2080,2150

IF X=Y-1 THEN 2050

01X#2,71=3

PRINT®L MOVE FROM "3X#33",*3¥-13"TQ “3X43;%," ;141

GOTO 2210

0iX-2,72=3

PRINT®L MOVE FRON "3X=13",*39-1:"T0 "3X-1;",";141

GOTO 2210

IF X(X=1,7+1)=3 THEN 2120

XX+, ¥-1)=2

PRINT'L MOVE FRON “3X+13","3Y=1;T0 *;X+3;",";¥=1

1430

2480
290
2700
2m9
2720
wie
740
2750
2760
2770
2780
2790
2800
2810
2820
2830
2840
2830
2840
2870
2880
2890
2%00
2910
2920
2730
2940
2950
2960
2970
2960
2990
000
00
113

LUTULLTR
01{X-2,Y%2)=3
PRENT™I HOVE FROI
60T9 2210
IF X(X-1,Y+1}=3 THEN 2190

LUX=1,T+1122

PRINT™1 MOVE FROM ";X=137,"3Y#1;°70 “3X+1;",“;¥+
6OTD 221¢

0eX,1=3

PRINT®I NOVE FROM "jX#1;","3Y-1;"T0 “;X+1" "33
RETURN

REM ERROR AND CHAMCOE BOARD SUBROUTIRE*#+#R#emrsdiddd FEEStItEsssisss
IF FOFL TREN 2280

IF F=1 THEN 25630

IF F=13 THEN 2630

IF F1=13 THER 2630

IF G=01 THEM 2830

IF Fr2=INT(F/2) THEN 2430

IF F)>13 THEN 2410

IF 6212 THEN 2630

IF 672<> I#T(6/2) THEN 2830

IF FCOINTOF) THEN 2430

IF F<1 THEN 2630

IF B<1 THEN 2430

IF F1/2=INT{F1/2) THEN 2430

F1>13 THEN 2830

IF G1>12 THEN 2630

G1/2 <OINT(B1/2) THEW 2630

FI<2INTC(F1) THEM 2530

G1<1 THEK 2630

FeF1 THEN 2530

8¢>81 THEN 24830

LF ABS(F-F1)<>2 THEN 2430:REX PRINT ERROR
If F)FI THEN 249¢

O(F,6)=2 THER 2630

IF O(F,6)=3 THER 2530

0(F,G}=2

3070 2700:REN RETURR

IF O(F1,G1)=2 THEN 2430

IF C0(F1,B1)=3 THEN 2630

DCF1,61)=2

GOTO 2700: REM RETURM

IF ABS1G~51)<>2 THEN 2530:REHM PRINT ERROR
IF 6>G1 THEN 2590

IF X{F-1,B41)=2 THEN 2430

IF X(F-1,641)=3 THEN 2430

X(F=1,641)%3

GOTO 2700:REM RETURN

If X(F1=1,8121)=2 THEN 2§30

IF X(F1-1,6141)=3 THEN 243¢
¥IF1=1,6141)=3

6070 2700:REM RETURN

PRINT“IHVALID MOVE ~- TRY AUAIN"

PRINT

PRINT"YOUR AOVE FROWM";

INPUT F .6

PRINT™TO";

INPUT F1,61

GOTe 2220

RETURN

RER PLAYER WIN ROUTINE #04ret st st s s st bRt sre st e R s s s ¢4
FOR K=1 TD11 STEP 2

I=12

IF X(I,H}=3 THEW 2770

NEXT H

GOTO 3000

FOR Je=! TO 11 STEP 2

1=2

IF X(I,J}=3 THEN 2820

NEXT J

607D 3000

I=1+2

IF I=12 THEN 2970

IF X{I,3)=3 THEN 2910

IF X{I#t,J#1)=2 THEN 2930

IF J-1<0 THEN 2890

IF X(I=1,J=1)=2 THEN 29350

iFD(I#1,Jv1)=2 THER 2930

IF J-1{0 THEN 3000

GOTO 2808

I=1+2

6070 2830

NENLYS

80710 2830

J=J-2

60T0 2830

IF 001,21<>2 THEN 3000

PRINT"YOL WIN !!' CONGRATULATIDAS!HI"

€=3

RETURN

END

S A ES LI S R i



In this game of high adventure, your
object is to travel 200 miles across the
great Gobi Desert. You're being chased
by a tribe of knock-kneed pygmies.
You have one quart of water which will
last you for six drinks; it may be
renewed if you find an oasis or, if you
are found by another traveller, you may
get an additional half-quart of water.
During your journey you encounter all
types of hazards such as sand storms,
wild Berbers and possible injuries to
your camel.

Warning: this is a very hazardous and
addictive game. It is also very difficult
to win. In ten plays of the game, the
maximum distance we were able to
travel was 159 miles, and in many cases
we managed to make only seven or
eight miles before one of the hazards
caused our demise.

This game was submitted by the
Heath Users Group.

CAREL
CREATIVE CONPUTING
HORRISTOUN, REW JERSEY

JOULD YOU LIKE INSTRUCTIONS? YES

WELCOME TO CRMEL. THE OBJEST IS T0 TRAVEL
200 KILES ACROSS THE GREAT B0BI DESERT.
y TRIBE OF KNOCKED KNEED PIGRIES WILL BE CRASING YOU.
/0U WILL BE ASKED FDR COKMANDS EVERY SO OFTEW,

COMMANDS 2

M1 DRINK FROM YOUE CANTEER
H2 AHEAD MODERATE SPEED

#1 RHEAD FULL SPEED

#4 STOF FOR THE NIGHT

€5 STATUS CHELK

W6 HOPE FOR HELP

YOU HAVE ONE QUART OF WATER WHICH WILL LAST YOU SIX DRINKS.
YOU WAVE RENEU YDUR WATER SUPPLY COMPLETELY AT AN OASES.
YOU GET & HALF A GUART IF FOUND BY HELP,

1F HELP DOES KOT FIND YQU AFTER CONMAND §Ix, YOU LOSE.

GO0F LUCL AND GOOD CARELING !!

YOU ARE IN THE MIODLE OF THE DESERT AT AN DASIS.

vOU KRVE TRAVELLED O HILES ALLTOBETHER.

WeAT 1§ YOUR COMMAND? 3

YOUk CAHEL 18 BURHIHG ACROSS THE PESERT SANDS.

YOU HAVE TRAVELLED & MNILES ALLTOGETHER.
UHAT 15 YOUR COMMAND? 3
YOUR CAMEL IS BURNING ACRDSS THE DESERT SANDS.

---------- UARDN I NG-emmeme-== GET @ DRINK
YOU HAVE TRAVELLED © HILES ALLTOGETHER.

UHAT IS YOUR COMMANDY 4
YAIID FARE) THANFME YNUL

A —— —

UANT A NEU CAMEL #ND & MEW GANE 7 Y

GOOD LUCK AND GDOD CAMELING !!

YOU ARE IN THE RIBDLE DF THE BESERT AT AN 0nsS1S.
YOU WAVE TRAVELLED © MILES ALLTOGETHER.

UKAT 1S YOUR COMWAND? 3

YOUR CAMEL 1§ BURNING ACROSS THE DESERT SANDS.

YOU HAVE TRAVELLED & NILES ALLTOGETHER.

UKAT 1S YOUR COMMARD? 2

YOUR CAMEL LIKES THIS PACE.

---------- WARNIHMNG-m--====-= GET A DRINX

YOU HAVE TRAVELLED 8 #ILES ALLTODGETHER.

WHAT IS YOUR COMMAND? 1

BETTER WATCH FOR AN OASES !

MHAT 1S YOUR COHHAND? 2

YOU HAVE BEEN CAUSHT IN A SANBSTORM.....H000 LUCK!

YOUR WEU POSITION 1§ 12 HILES S0 FaR!

YOUR CARMEL LIKES THIS #aCE,

THE PYGMIES ARE 10 MILES BEHIRD YOU.

YOU HAVE TRAVELLED 20 RILES ALLTOSETHER.

WHAT 15 YDUR COMMAND? 3

¥0U DIRTY RAPSCALLION! YOU RAM YQUR FOOR CAMEL 10 DEATH "
yOU DIED IN THE DESERT.

YOU® BOBY WAS EATEN BY VULTURES AND [RPORIER CANNINEALS ')

UANT A MEY CAMEL AND A MEV DRHE T Y

GOOD LUCY AMD G0OD CAKELING !'!

YOU ARE IN THE WIBDLE OF THE DESERT AT AN DASIS.
YOU HAVE TRAVELLED © RNILES ALLTOGETHER.

uttal IS YOUR COMMAMD? 2

YOU HAVE ARRIVED AT AN DASES~-—--—-=- YCUR CAmcL 1§
FILLING YOUR CANTEEN AND EATING F10LE.

YOUR CAMEL LIKES THIS PaCE.

YOU #AVE TRAVELLED 3 HILES ALLTODOETHER.

WHAT IS YOUR COMRANDT 2

YOUR CAMEL LIKES THIS PACE.

YOU MAYE TRAVELLEE 11 MILES ALLTDGETHER.

WUHAT IS YOUR COMMANBT 2

YOUR CAMEL LIKES 1H1S PaCE.

---------- UARNTIN G--=—e=w==r BET A DRINE

THE PYEMIES ARE 7 MILES BEWIND YOU.

YOU HAVE TRAVELLED 14 HILES ALLTOGETHER.

WHAT IS YOUR CORNAKE?T 1

BETTER VATCH FOR AN DASES !

WBAT 1S YOUR CONRARND? 2

YOUR CRAZL HURT HIS HUMF.

LUCKILY THE PYGMIES UERE FOOTHEARY ''!

YOUR CAMEL LIKES THIS PalE.

THE PYGMIES ARE 11 MILES BEHIND YOU.

YOU HAVE TRAVELLED 21 MILES ALLTOGETHER.

WHAT 15 YOUR COMMANEY 2

YOUR CAMEL LIKES THIS PACE.

THE ®YSKIES ARE 15 MNILES BEHIND YOU.

YOU HAVE TRAVELLED 2€ mILES ALLTRGETHER.

WUNAT 1S YOUR COMMANDT 2

Y0U HAVE ARRIVED AT AN DASES-~—----- YOUF CAMEL IS
FILLING YOUR CAMTEEN AMD EATING FIGS.

YOUR CANEL LIKES THIS PALE.

THE PYBMIES ARE 13 NKILES BEHIND YOU.

YOU HAVE TRAVELLEE 37 MILES ALLTODGETHER.

UHAT IS5 YOUR CORMAND? 2

WILD BERBERS KIDDEN 1IN THE SAND HAVE CAPTURED YOU.
LUCKILY THE LOCAL SHEIK WAS AGREED T0 THEIR RANSOR-
DEMANDS s evveeeBUTevarass MATCH FOR THE PYGMIES '1°
YOU HAVE A NEY CHOICE OF SUB-COMMANDS:

7 ATTEMPY AN ESCAPE

HE UR!T FOR PAYMENT

YOUR SUE-COMMAND ? 2

CONBRABULATIONS, YOU SUCCESSFULLY ESCAPED *t1!
THE PYGMIES ARE 4 MILES BEHIND YDU.

Y04 HAVE TRAYELLED 37 RILES ALLTOGETHER.

UHAT 1S YOUR CORMANDT &

YO0U DIED IM THE DESERT.

THE LOCCAL SHELK NOW USES YOUR SKULL FOR A CHARGE PURSE !

WANT A NEK CAMEL AND A NEW GARE 7 WO

CHICKER



Liat

10 PRINT TAB(24);"CANEL"

20 PRINT TAB(20);"CREATIVE COMPUYING"

30 PRINT TAB(18);"NORRISTUNN, NEW JERSEY"

35 PRINT:PRINT:PRINT

110 PRINT "WOULD YOU LIKE INSTRUCTIONS®;

120 INPUT D%

130 IF LEFTH(DS,1)="N" THEN 320

140 PRINT:PRINT * WELCOME TO CANEL. THE DBJEST IS TD TRAVEL™
150 PRINT “200 MILES ACROSS THE GREAT GOBI DESERT.”

160 PRINT “A TRIBE OF KNOCKED KNEED PIGMIES WILL BE CHASING YOU.®
170 PRINT “YOQU WILL BE ASKED FOR COMNANDS EVERY S0 OFTEN.”

180 PRINT

190 PRINT

200 PRINT

210 PRINT "C O KN ANDS "

220 PRINT "#1 DRINK FROM YOUR CANTEEN"

230 PRINT “H2 AHEAD MODERATE SPEED™

240 PRINT “H3 AMEAD FULL SPEED"

250 PRINT "H4 STOP FOR THE NIGHT®

260 PRINT “NF STATUS CHECK"

270 PRINT "H4 HOPE FOR HELP"

275 PRINT

276 PRINT

277 PRINT

278 PRINT

279 PRINT

280 PRINT "YOU HAVE ONE OQUART OF WATER UHICH WILL LAST YOU SIX DRINKS."
290 PRIMT “YDU NAVE RENEU YOUR WATER SUPPLY COMPLETELY AT AN OASES.™
300 PRIMY “YOU GET A HALF & QUART IF FOUMB BY HELP."

310 PRINT "IF HELP BOES NOT FIND YDU AFTER COMHAND SIX, YOU LOSE.*
420 PRINT “600P LUCK AND BOOL CAMELING 1"

330 PRINT “YDU ARE IN THE WIDDLE OF THE DESERT AT AN DASIS."
233 SOSUB 2000

J40 IF C199 THEN 1210

350 IeZ-t

335 IF I=1 THEM PRINT "=eccce—cll A RN I N B--m-mmmme= BET A DRINK™
360 IF Z<0 THEM 14630

370 PeP#1

JB0 XZ=INTCLO#RND(1)+2.3)

370 IF @0 THEN 740

400 IF P{4 THEN 479

410 Ci=L1+4X2

420 IF Ci<C THEN 440

430 PRINT "THE PYGNIES HAVE CAPTURED YOU. CAMEL AND PEOPLE SOUP IS"
440 PRINT "THEIR FAVORITE DISH 1v0pt

450 60TO 1560

460 PRINT "THE PYGHMIES ARE “C-L1;™ MILES BEHIND YOU.™

470 PRINT “YOU HAVE TRAVELLER “;C;" MILES ALLTOGETHER."

480 PRINT "UHAT IS YOUR COMMAND®;

470 INPUT Y

300 CN Y DOTO B30,4610,480,740,790

950 T=INTC10sRNDC(1))

980 IF T<>1 THEN 1200

H70 PRINT “HELP HAS FOUND YOU IN A STATE OF UNCONSCIOUSNESS."
S80 §=3

590 I=4

400 6070 340

810 F=F+1

620 IF =8 THEN 1190

630 GOSUB 880

&40 X1=INT{102RMD(1})

830 C=C+X1

660 PRINT “YOUR CAMEL LIKES THIS PACE.”

70 GOTD 240

&80 F=F+3

90 IF F>7 THEN 1170

700 GOSUB ego

710 X1=2#INT(1Q=RED(1})

720 CeC4X1

730 PRINT “YOUR CAMEL 1S BURNING ACROSS THE DESERT SANDS."

40 PRINT

250 GOTQ 340

760 PRINT "YOUR CAMEL THANKS You'®

710 F=0

780 BarQ 35¢

790 PRINT “YOUR CAMEL HAS "37-F;" GOOD DAYS LEFT."

B00 PRINT “YOU HAVE ";S;* DRIMKS LEFT IN YOUR CAMTEEN."

310 PRINT *YOU CAW B0 =;Z;" COMMANDS WITHOUT DRINKING."

B30 §=9-1

B40 IF S<0 THEN 1200

B5¢ PRINT "BETTER UATCH FOR AN OASES "

360 Z=4

370 GOTD 480

780 A=INTC100*=RNDO(1))

390 IF A>T THEN 1120

760 PRINT “VILD BERBERS HIDBEN IN THE SAND HAYE CAPTURED YOU.™
#10 PRINT “LUCKILY THE LOCAL SHEIK HAS AGREED TO THEIR RAMSOH-*

PRINT “DEWANDS.......BUT.....s  UATCH FOR THE PYGMIES 11}
PRINT "YOU HAVE A& NEW CHDICE OF SUB-COMMANDS:"
PRINT “W? ATTEMPT AN ESCAPE*
PRINT “#E WAIT FOR PAYHENT"
PRIRT “YOUR SUB-COMMAND *;

INPUT X

IF X=8 THE& 1040
Xt=INTC10 =+ RNDCID)

IF X1<3 THEN 1040

PRINT “CONGRADULATIONS, YOU SUCCESSFULLY ESCAPED (11"

a=0

G60TD 340

PRINT “YOU WERE HORTALLY WOUNDED BY A PIG STABBER WHILE ESCAPING.™
GOTD 1410

X1=INTC1004RNDC1) )

RER

IF X1>24 THEN 1100

PRINT “TOUR RANSOM HAS BEENM PA4ID AND YOU ARE FREE TO 60."
Q=0

BOTD 340

PRINT “THE LOCAL SULTAN IS COLLECTING......JUST WAIT......."
60TOD 340

A=IHT{10¢RND(1))

IF A>2 THEN 1240

PRINT “YOU HAVE ARRIVED AT AN O0ASES~===~=== YOUR CAHEL 18"
PRINT “FILLING YOUR CAMYEENM AND EATING FIGS.”

1=4

§=4

RETURN

PRINT “YOU DIRTY RAPSCALLION! YOU RAN YOUR POUR CAMEL TO DEATH |1v
GATO 1410

PRINT "YOU VIN, & PARTY IS BEING GIVEN IN YOUR HONOR......."
PRINT “..vssouTHE PYBHIES ARE PLANNING TO ATTEND......."
BOTO 1560

K1=INT(100#RND{1))

IF X1>5 THEN 1330

PRINT “YOU HAVE BEEN CAUGHT IK A SANDSTORM.....B00D LUCK!"
X3=INTC10=RNDC1))

X6=INT(10eRND(1})

IF X6<5 THEN 1320

C=C+X5

BOTO 1330

C=C-X§

PRINT "YOUR NEW POSITION 1§ ";C;™ MILES S0 FaR!"

RETURN

X1=INTC100#RND(1))

IF X135 THEM RETURN

Ct=Ct+1

PRINT “YOUR CANEL HURT HIS HUMP."

PRINT "LUCKILY THE PYBMIES WERE FOOTUEARY 11|~

RETURN

USINT(10#RNDC1) )

PRINT “YOU DIED IN THE DESERT."

IF U1 THEN 1440

PRINT “THE MATIONAL CAMELS UNIDN IS NOT ATYENDING YDUR FUNERAL!! |
6OTO 13560

IF Ur3 THEN 1490

PRINT “YOUR BODY WAS EATEN BY VULTURES AND IMPORTED CANNINBALS 111"
807D 1560

IF U>S THEK 1520

PRIMT "THE LOCAL SHEIK nOW USES YOUR SKULL FOR A CHANGE PURSE {11"
G6OTO 1560

IF U>7 THEN 1550

FRINT “PEOPLE WITH LITTLE INTELLIGENCE SHOULD STAY OUT OF THE DESER
BOTO 1560

PRINT “TURKEYS SHOULD FLY, NOT RIDE CAMELS 1v111ni»

PRIRT

FRINT

PRIRT “WANT & XEU CAMEL AND A MEU GANE ™}

INPUT D%

IF LEFTS(D$,1)="7" THEX 320

6070 1650

PRINT "YOU RAN QUT OF WATER......SORRY CHUM!!!*

60TO 1410

Ci=0
@=0
F=0
P=
RETURN



CHASE puts you in a maze made up
of high-voltage fences and posts. This
in itself isn't too unpleasant but there're
also the five interceptor robots bent on
just one thing—your destruction. If
these robots touch you ... that's the
end of the game (and you!). There's
one hope—make the robots hit the
maze, or each other (they're like
people—sometimes they'd rather be
alone). If you destroy themall, you win!
If you find yourself in a totally hopeless
situation, you have the option of
making a tremendous leap to a random
location {(which may well be on top ofa
fence or a guard).

At the end of the game, you may
replay with the same or different
starting conditions.

| believe this game was originally
created by Mac Oglesby. It was then
modified by Bill Cotter and further
improved by Arnold Loveridge. An
intermediate version appeared in
Creative Computing, Jan/Feb 1976.

RUX
CHASE
CREATIVE LONPUTING
HORRISTOUN, NEW JERSEY

YOU ARE WITHIN THE UALLS OF A MIUH VOLTAGE MAZE

THERE ARE FIVE SECURITY MACHIMES TRYING TO DESTYROY YOU
YOU ARE THE "+  THE INTERCEPTORS ARE THE ~+~

THE AREAS HARKED “X- ARE HIGH VOLTAGE

YOUR ONLY CHANCE FOF SUEVIVAL 1S TO HANEUVER EACH

INTERCEPTOR INTD AN "X’ ,====- 600D LUCK===-= !
MOVES ARE  7.8.9 3
‘e,
1.2.3

10 = WO MOVE FOR THE REST OF THE GANE
=1 = BAVE UP, SITUATION ROPELESS.
0 = A TREXENBOUS (BUT UNFORTUNATELY RANDON! LEAF

XXX OO XA XAXY
X N xx
XX+ X X X
X xx X
X X X
X X 4 - SRR B ¢
XX X oxxx x
bt XX + X
X = X + X
XXX XOCO0
L

XXX XXXANX
X I XX
XX X
X o+ XK X
X X X
X H X X
XX #X X IXXe X
X1 X X
X + X ¢ + X
XLOCN0OO0OOO0OO0OCS
*S

OO T XXX
X L + §
XX X X
X XX X
X XX
X X X X
XX X X XXX x
XX o+ XX s X
X o= X+ + X
XIXXAXXRXKXAKIXAXRXX
TS

XXX AXXTAAXXAAAXXX
X X XX
X X X H
X XX b
X X X
X #X X X
XX X X XxXx X
X XX X
Y =t It +t X
XXXXXXLALXX AR AXXXAAAX
74

XARNKXXXXLXRAXNAXKEX
X X
X3 X X X
X 4 4 X
X X X
X X X X
X X XX Xy X
XX XX X
L oes X ++ X
XXXXXEAXLXAAXXTAARAX
?0

$4,000,000 JUNP'!!
HIGH YOLTRGES* 1111111
#vees ZAP sewss  YDU-RE DEAD! 1Y

ANOTHER GARL 1Y/M)7 N



Lia
10

20

30

40

11

42

690

4|

80

90

100
110
120
130
140
150
160
170
180
190
210
220
230
240
250
240
270
280
2%
300
310
320
a3
340
350
340
370
380
3%
400

420
430
440
450
450
470
480
490
300
320
530
40
350
360
320
Jeo0
510

410
420
630
440
450
460
&70
4o
490
700

L I )
PRINT TAB(24);"CHASE™
PRINT TAB(20)3"CREATIVE COMPUTING"
PRINT TABC18);*HORRISTOUN, NEW JERSEY"
PRINT:PRINT:PRINT
PR!NT"fQU ARE UITHIN THE WALLS OF & HIGH VOLTAGE MAZE™
PRINT "THERE ARE FIVE SECURITY NACHINES TRYING 70 DESTROY YOU™
PRINT “YOU ARE THE “#“ - THE INTERCEPTORS ARE THE -+
PRINT “THE AREAS HARKED “X° ARE MIGH VOLTABE"
PRINT “YOUR ONLY CHANCE FOR SURVIVAL IS TO WAMEUVER EACH"
PRINT “INTERCEPTOR INTD AN 7X’,----- 800D LUCK--~-- "
PRINT "MOVES &RE. 7.8.9"
PRINT * 4.8.4"
PRINT. * 1.2.3"
PRINT
PRINT “10 = M0 HOVE FOR THE REST OF THE GANE"
PRINT "= = BAVE UP, SITUATION HOPELESS."
PRINT “ 0 = A TREMENDOUS CBUT UKFORTUNATELY RANDOM) LEAP"
PRINT -
DIN ﬂ[lﬂ,ZOJ,l1{10,2DJ,H{TZI.LIS)1HIS!,Ll(S),HT!SI
REN
FOR B=1 TO 10
FOR C=1 TO 20
XsINTC10#RND(1))
IF X=5 THEN 270

ACB,CI=ASC(" ¥)
6070 280

A(B,C)=ASC("X*)

MEXT C

REXT B

FOR D=1 T0 10
ALD,1)=ASCCX") AR, 20)=A5C("X")

NEXT D

FOR F=t 10 20

A1, FI=aSC{"X")1A110,F)=ASC("X™)

MEXT F

B0TO0 410

H=INT(2¢8+RRD(1))

I=INT(2¢182RND(1))

IF ACH, IXCOASGO™ ™) THEN 170

RETURN

60SUB 370

AUH, T)=ASC{*»")

JeHiK=1

FOR N9=1 T0 5

605UB 370

AlH, 1) =ASC ("4}

LN aH:NIND)=] f
NEXT 4%

FOR BU=1 TO.10:FOR k2=1 TO 20:AT1(B1,B2)=A(B1,82) tNEXT B2:HEXT 31
FOR B1=1 TO SeL1(B1)=L(B1)sMI(B1)I=N(B1):NEXT b1
Ji=Jik1=K

Y9=0

FOR D2=1 1D 10

FOR BZ=1 TO 20

HS=CHRS$(A(D2,02))

PRINT NS;

NEXT B2

PRINT

REXT D2

IF Y9 > 10 THEM 440

PRINT

6070 8%0

INPUT Y9

J23J1K2=K

IF Y9=0 THEN 860

IF Y9 € 0 THEN 1230

IF Y9=10 THEN 1070

O0r Y7 BOTO 820.80!,?50,840.B?D,?ﬁﬂ.?ﬂi,?20,74ﬂ
J=J-1:K=f~1

10
720
730
740
730
260
7
780
7%0
8oo
810
810
a30
240

GaTo B%0
J=J-1

4010 B90
Jel=1:K=K+1
GOT0 8%0
K=K+1

60TO 890
J=Je1 K=K+
6aT0 B8%0
J=J#1

507D 890
J=J+1gKnk=~1
80T0 890
K=K-1

8%0 6010 890

as0
a7¢
Beo
B0
00
710
?20
230
740
730
60
970
980
790
1000
1010
1020
1030
1040
1050
1040
1070
1080
1070
1100
me
1120
1130
1140
1150
1140
1170
1180
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
1350
1340
1380
1370
1400
Ok

PRINT "$6,000,000 JUNP!Ii®
JeINT(2+8+RND(1))
K=INT(2+18+RND(1))

IFACJ,K)I=RSCL"X") THEN 1260
ALJ2,K2V=ASC(™ =)
ALJ,K)=ASC( =+")
6070 1070
REN INTERCEPTOR NOVEHENT

IF ACX,Y)=ASC{*X") THEN 1040

X2=Xz12=Y

X=SOM(J=X) s Y=SEN(K=Y)
X=X#X21Y3Y4Y2

IF ACX,Y)=ASC("#*) THEN 1090

IF ALX;Y)=ASC(™ =) THEN 1020
A(X2,Y2)=A8C(~ =)

RETURN

ALX, Y)=ASC(“+*)

A{X2,Y2)=248C(" *)

RETURN

G9=99

RETURN

FOR ¥9=1 TD 5

X=L{N?)2Y=H(NP)

89=0

GOSUB 940

IF 69 <> 0 THEN 1240

LCNZ ) =X MINT)=Y

NEXT N¥

FOR R9=1 TOD §

IF ACLUND) ,M(N9)) <> ASC(™ ™) THEN 1170
ACLING) ,HENT))=ASC("+")

NEXT NY

FOR N9=1 TO S

IF ACLIN®), HINT)) <> ASC("X") THEN 540
NEXT N%

PRINT "YOU HAVE DESTROYED ALL YOUR OPPONENTS ~ THE GAME IS YDURS"
6070 1290

PRINT “SIVE UP, EH."

PRINT "+#» YOU HAVE BEEN BESTRDYED BY A LUCKY CONPUTER #zs*
60TD 1290

PRINT “sevse ZAP #¢e¢v YOU-RE DEADI1!*
PRINT

PRINT “AMOTHER GAME (Y/N)*;

INPUT N7e

IF N98 > *Y* THEN 1400

PRINT “SAME SETUP (Y/N)“;

INPUT NOS

IF N9% <> "Y" THEN 190

FOR B1=1 TD 10:FOR B2=1 TD 20tA(B1,B2)=A1(B1 ,B2)tNEXT B2:MEXT Bt
FOR Bi=1 TO S:LOB1)=L1CB1)gM(B1)=K1(B1)INEXT B1
JaJ1:K=K}

GOTO 530

END
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RUN

CHUCK=-A-LUCK

CREATIVE COMPUTING
MORRISTOMN, NEW JERSEY

CHDOSE A WUNBER FROM 1 TR 4. I WILL ROLL 3 DICE.
IF YOUR MUKBER MATCHES t DIE, I PAY OFF EVEN NONEY.

T¥0 DICE, 2:1 3 DICE, 31

YOU HAVE $ 500 , WAKE 4 BET.
* 100
CHOOSE A NUMBER® 3
1 1 S ¥ 7
YOUVE WATCHER O TINES.
YOU LOOSE § 100 - -
YOU HAVE 4 400 . NAKE & BET.
? 50
CHOOSE A NUMBER® 1
3 3 6
YOU'VE WATCHED © TIMES,
YOU LOOSE ¥ 50
YOU HAYE $.350 . NAKE & BET.
7 50
CHOOSE 4 NUMBER? 5
S & 1
YOU“VE MATCHED 1
YOU‘VE WoN $ 50
YOU HAYE § 409 . HAKE & BET.
* 100
CHODSE A NUNBER? 2
. 1 3
YOU'VE NATCHED 0O TIMES.

YIMES.

YOU HAVE % S0C . MAKE 4 BET.

T 200

CHDOSE A WUMBERY 3
2 3 1

YORU“VE MATCHED 1

YOUTVE WON 8 200
YOU HAVE % 700 . RAKE A BET.
T -y

DON“T GET CUTE! 1t

YOU HAVE % 760 . MAKE A BET.

700

CHODSE A WUMBERY 4
3 ] 4
YOU“VE MATCHED 1

YOU'VE WON % 100
YOU HAVE § BOO . MAKE & BET.

TIMES.

TIMES.

LIST
100
1M
120
130
140
150
140
170
180
170
200
210

Chuck-a-luck is generally found in
fairgrounds, cheap casinos, and smali
gambling parlors, It flourished in
frontier America, but dates back to
European gaming houses of the
eighteenth century. During its long
history, chuck-a-luck has had many
names including sweatcloth, chucker-
luck, chuck luck, and bird cage.

Each player places his bets on one of
the six numbers, one through six.
When all bets have been placed, the
operator tumbles three dice in a chuck
cage until they come to rest face up or
drop down a chute onto the table. If a
player's number appears on one die,
the operator pays him even money; if
on two dice, two to one; if on three dice,
three to one.

The computer version of Chuck-a-
luck was originally written by Michael
Tanoff,

PRINT TAB(23);"CHUCK-&-LUCK"

PRINT TAB(20);“CREATIVE COMPUTING"
PRINT TAB(18);“NORRISTOUN, NEW JERSEY"
PRINTaPRINT:PRINT

PRINT “CHOOSE A WUNBER FRON 1 TC &, 1 WILL ROLL 3 DILE.”
PRINT "IF YOUR NUMBER MATCHES 1 DIE, I PAY OFF EVEN NONEY,
PRINT “TW0 DICE, 2

3 BPICE, 3:1*

PRINT:PRINT 1 N=500

PRINT *YOU MAVE $";M;". MAKE A BET."

INPUT B

IF B> M THEN 410

IF B > ¢ THER IF B=100=INT(B+*100) THEN 230

YOU LOOSE 3 109 T %00 220 60TD 420
YOU HAVE § 300 . MAKE A BET. I DOX’ TAKE I.0.u"8 t111 230 PRINT “CHODSE A NUMBER®;
7 100 YOU HAVE 4 BOO ., MAKE A BET. 240 INPUT N
CHODSE A NUMBERT S 7 001 250 IF INT(M)=N 4ND N > ¢ AND N < 2 THEN 270
2 4 1 DOK“T GET CUTEt}1 260 PRINT "CHEATER!I1151":G0T0 230
YOU‘VE MATCHED o TINES, YOU HAVE $ 800 . MAKE A BET. 270 ASINT(RNDC1)®6) +1:PRINT A" "seD=INTIRND(1)#6)4 1 sPRINT O
YOU LDOSE § 100 ? 200 200 C=INTI(RND(1)#8) +1sPRINT C:" "
YOU HAVE & 200 . MAKE A BET, CHMOOSE A NUMBER? 7 290 T=¢
? 100 CHEATER! 1111 J00 IF a=N THEN T=T+)
CHOOSE &4 WUMBER? 3 CHOOSE A NUMBER? 2 J10 IF B=N THEN T=T#1
! 3 4 3 3 I 320 IF C=N THEN Y=1+1
f0Y°VE MATCHED 1 TIMES. YOU“VE MATCHED © TINES. 330 PRINT “YOU‘VE MATCHED *;T;" TINHES."
fOUYE WON § 100 Y0U LODSE $ 200 340 0N T GOTD 380,390,400
104 HAVE § 300 . MAKE A BET. YOU HAVE $ 400 . MAKE A BET. 350 PRINT "YOU LODSE s";:p
¥ 100 7 400 J60 K=H-B:IF M<= Q THMEN 430
‘HOCSE A NUMBER? 4 CHOCSE A MUNBER? 1 370 BOYE 1g0
1 4 1 1 1 2 JB0 PRINT "YOU'VE WON $";B:N=N+B:60TO 180
(0U"VE MATCHED 1 TIMES. YOU“VYE MATCHED 2 TIMES. 290 PRINT “YOU'VE WON 3°;B+#2:M=R+2:B:60T0 180
fOU“VE WON $ 10¢ YOU“VE Uan 3 1200 400 PRINT “YOU“VE WON $*;B+3:Ren+B¢3:G010 180
[0V HRYE $ 400 . NAKE A BET. YOU HAVE $ 1800 . MANE & BET. 410 PRINT *1 DON’ TAKE I.0.U°S LU= BOT0 180
109 ) 7 1800 A0 PRINT "DOK-T GET CUTE'!''“:G0TO0 180
HOOSE A WUMBERY® 2 CHGOSE A MUMBER® 4 430 PRINT
2 1 q 1 1 1 440 PRINT
OU’VE MATCHER 1 TIMES. YOU“VE MATCHED @ TIMES. 450 Exp
QU VE WON § 100 YOU LOCSE & 1800 Ok



Elose Encountcers

In this game, you are situated at the
center of a target area for a UFO. The
program assigns coordinates 0,0 to
your location. You are given informa-
tion as to the course of the UFQ in
degrees longitude and degrees latitude
and also its speed. You then have two
alternatives. One, you can attempt to
shoot the UFO out of the sky with an
ICBM or you can do nothing and hope
that air friction will cause the course of
the UFO to deviate or to burn up.

A knowledge of mathematical coor-
dinate systems will be of some
assistance in winning this game,
although you'll probably be able to
discover a reasonably good strategy by
yourself using trial and errorif you play
enough games.

This program was originally written
by Chris Falco.

CLOSE ENCOUNTERS
CREATIVE COMPUTING
KORRISTOMN, NEW JERSEY

YOU ARE SITUATED AT COORDIMNATES (0,0). A UFD IS
HEABING FOR INPACT AT THAT LOCATION.

AT FIRST TRACK, THE UFO 1§ ON A COURSE OF 55 DEGREES LONGITUDE
AND 133 DEGREES LATITUDE.
(ALSO JT“S FALLING AT & SPEED OF 2562 MILES/PER HOUR)
YOU HAVE THE FOLLOUING ALTERNATIVES:
A) YOU CAN ATTENPT TO SHOOT THE UFO OUT OF THE SKY. OR
B) YOU CAN DD NOTHINE, AMD HOPE THAT AIR FRICTION
WILL CAUSE THE COURSE OF THE UFD TO DEVIATE, AMD THUS
HiSS YOUR LOCATION.

WHAT 1S YOUR PLAN OF ACTION (A OR B!* B

HILES SPEED LONGITUDE LATITUDE COURSE
12000 2542 35 133 82
11857.2 B36% 32 13¢ 14
11454.7 12148 L)) 128 3
11348.46 18347 N ney a4
10945.5 24184 42 118 $2
10485.7 27587 L1 117 94
9989.48 29774 32 110 T4
9376.64 36771 24 107 99
8697.139 40755 20 107 103
1972.35 41202 14 78 10¢
7186.97 47423 § 74 104
£301,44 3120 L) BS 17
5337.84 57828 -4 -4 105
4323.59 60855 =12 9 107
nee.n2 £74%2 =17 7? 114
2011.02 J1262 -2 21 108
770.118 74454 -27 45 108

--------- [MPACT-AT- 78371 -NILES-PER-HOUR-====ssmmsmmmnn
GOOP WORK, FRICTION OF 5 I MAS CAUSED THE COURSE

OF THE UFD TO DEVIATE. INPACT COORDINATES ARE

MO (5 -5 ). YOU MADE IT!

TRY AGAIN® Y
PLAN (A OR B)T A

LAUNCH AN I,.C.B.H. ON # COURSE THAT WILL INTERCEPT THE UFQ
WITHOUT THE UFO BEING TOO CLOSE TO YOUR LOCATION. IF THE SPEEL
OF THE UFO EXCEEDS 10529 W.P.H., YOUR NISSILES ARE USELESS!
~~SCANMERS PREDICT YOU NAVE § WINUTES TO DESTROY THE UFQ
BEFORE IT IS TOD CLOSE TO IMPACT.

—--COMPUTER INDICATES COURSE AT FIRST SIGHTIMG IS APPROX. 34

TTPE IN A COURSE ON THE ChART BELOW

TIRE SPEED LONGITUDE LATITUDE COURSE
0 2529 54 105 T 40
<3 4100 34 107 T

YOU ARE SHY DOF THE UFD’S COORDIMNATES,

HOVEVER THIS IS ONLY A SLIGHT DEVIATION SO THE

UFD HAS BEEN DESTROYED!

TRY ABRINT YES

PLAN (A OR B)T A

--SCANNERS PREBICT YOU HAVE 2 MINUTES TD DESTROY THE UFO
BEFORE IT IS TOO CLOSE TO IMPACT.

~=CONPUTER INDICATES COURSE AT FIRST SIGNTING IS APPROX. 77

TYPE IN A COURSE On THE CHART BELOV

TIKE SPEED LONGITURE LATITUDE COERSE
0 sz 47 113 180
-3 6597 41 107 785
1 8072 I3 mm T %
1.5 9547 2% 75 17t

FARTASTIC!!!} YOU HIT THE UFD EXACTLY ON PROJECTED COURSE

YOU HUST BE VERY SHARP!



TRY AGAIN? YES 540 PRIel "SFECl”

PLAN (A DR B)? B 330 PRINT "OF THE UFO EXCEEDS"H*M.P.H., YOUR MISSILES ARE USELESS!®
340 PRINT "--SCANMERS PREDICT YOU WAVE“N*NINUTES TO DESTROY THE UFO®
350 PRINT “BEFORE IT IS T00 CLOSE TO IMPACT.":PRINT

MILES SPEED LONGITUDE LATITURE COURSE 360 C=Z-Y+I-INT(RND(1}#4)41
------------------- —emmmme— ——— 170 PRINT *--COMPUTER INDICATES COURSE AT FIRST SIGHTING [S APPROX."FC4F
12000 2802 58 108 54 380 PRINT
11857.3 8565 51 99 44 390 PRINT “TYPE IN A COURSE ON THE CHART BELOW":PRINT
11628.5 13726 51 93 58 400 PRINT
11356.7 16307 44 92 64 410 PRINT “TIME*,“SPEED","LONSITUDE","LATITUDE", "COURSE"
11034.4 19219 37 83 &7 420 FOR T=0TO 5 STEP .5
10606.8 25776 36 7% 59 430 PRINT T,X,Y,2,:INPUT &
10066.9 32394 36 78 38 440 IF T=INT(T) AND TN THEN 420
?482.08 35084 28 77 85 450 IF X<=H THEN 490
BB17.748 39846 19 75 72 440 PRINT "SORRY--THE SPEED OF THE UFD HAS EXCEEDED"H"H.P.H."
8090.73 43635 14 70 72 470 PRINT "THIS SPEED IS TO GREAT FOR YOUR DEFENSE SCREEN TD TRACK!®
7283.78 48117 14 &4 b4 480 PRINT "THEREFORE, YOU ARE (HA HA) DOOMED!“:PRINTzO0TO 750
£400.58 32992 9 52 89 490 IF a=C THEN 720
5441.7% 57530 0 59 73 500 IF AX10 THEN S50
4375.52 43974 -2 50 48 510 PRINT “AT THAT COURSE YDU SHOT YOUR KISSILE STRALGHT UP, SO WHER"
3256.52 47140 -8 47 A 520 PRINT "17 RUNS OUT OF FUEL I¥ ABOUT*F"HOURS, 1T UILL FALL®;
2048.43 72473 =14 44 74 530 PRINT “ THROUGH"
790.901 754564 -18 a9 73 %40 PRINT "YOUR ROQFItvRt1010|  BOOPBYE!!!!!!*:B0TO 640
550 IF A<200 GDTD 580
--------- INPACT=AT~ 77572 =HILES=-PER=-HOUR--——-=======""~ 560 PRIMT "BO0D WORK! THERE 80ES THE MISSILE-----------RIGHT TOWARDS®
600D VORK. FRICTION OF 4 X HAS CAUSED YHE COURSE 570 PRIMT "RUSSIA!1)Y NDW YDU’RE DEFINITELY LN TROUBLE!!'"3:GOTO &40
Of THE UFD TD DEVIATE. INPACT COORDINATES ARE 580 IF A=C-1 THEW 470
NOW [ 4 ,-4 ). YOU WADE IT! 590 IF A=C+#1 THEN 710
TRY AGALN? Y 400 X=X#U#12000YsY-145:782-145:C=2-Y+]
PLAN (A OR B)7? B &10 NEXT T
620 PRINT "=mmm——--smccmmmem—— e ~ATTENTIDN- === —=====mmmm e m e = n
HILES SPEED LONGITUDE LATITUBE COURSE 430 PRINT "ELAPSED-TIME-INDICATES-THAT-"H"NINUTES-HAVE-PASSED.--IF-YOU-*
----- —— B il —————— m———— 440 PRINT “NERE-TO-HIT-THE=UF0-NOU----THE=FORCE-OF-THE-EXPLOSION-UOULD™
12000 5782 54 12 58 450 PRINT Mmmrm—-——meas DESTROYT-YOU-AS-WELL~AS=THE-UFD-!"zFRINT
11787.4 12757 49 112 47 460 GOTO 750
11504.3 16983 46 112 70 470 PRINT *YOU ARE SHY OF THE UF0’S COORDINATES,"
11114.7 23376 4 112 75 480 PRINT "HOUEVER THIS IS ONLY R SLIGHT DEVIATION SO THE®
10468.8 26756 41 108 n 490 PRINT "UFD HAS BEEN DESTROYED!™:PRINT
10171.8 29818 34 107 73 700 BOTO 750
$571.63 ls01z LE] 103 72 710 PRIAT "YOU OVERSHOT THE UFO‘S COORDINATES,":80T0 480
8887.7 41036 13 100 7 720 PRINT “FANTASTIC!!!! YOU HIT THE UFQ EXACTLY OK PROJECTED COURSE"
#151.72 24159 N 94 49 730 PRINT "YOU NUST BE VERY SHARP!":PRINT
7375.72 446560 27 2 49 740 PRINT
6483.72 33508 20 87 n 750 PRINT "TRY AGAIN®;:INPUT J9tIF LEFTS$(JS,1)="N" THEN 1220
5495.93 59279 17 78 63 760 BOSUB 1100
4457.3 62318 18 74 40 770 GOSUB 1070
3331.9% 4752t 15 70 58 780 PRINT:PRINT:GOTD 340
2109.15 73348 10 42 36 790 PRINT
810,517 77918 5 55 54 800 F=0
B10 A=INT(RND(1}#5)+1:C2Z-Y+4
--------- INPACT-AT- B0674 -MILES-PER-HOUR-=====-—--====== 820 H=12000
5000 WORK. FRICTION OF & T HAS CAUSED THE COURSE 830 PRINT “NILES","SPEED",“LONBITUDE™,"LATITUDE", COYRSE™
OF THE UFQ TO DEVIATE. [INPACT COORDINATES ARE 840 PRINT "====- EPREEE I R L .
NOW ( & ,=4 ). YQU MADE IT! as0 PaX+i
TRY AGALN? NO 880 PRINT M,X,Y,Z,C
0k 870 C=Z-Y

B8O X=X+IHT(RND(1)95000)+2000:M=M-X/ 40

890 Y=Y-INT(RND(1)#10}:Z=Z-INT(RND(1}#10)1C=Z-T+A"2

900 IF X-P>5700 THEN F=F+1

910 IF K>0 THEN BSQ

920 PRINT

930 PRINT “==-=r—-- INPACT=AT="X"-NILES-PER-HQUR-—--—========—= "

940 IF F{=2 THEN 780

950 PRINT "800P WORK. FRICTION OF“F“% HAS CAUSED THE COURSE™

940 PRINT "OF THE UFO TO DEVIATE. INPACT COORDINATES ARE"

970 PRINT "NOW {*F","0-F"). YOU WADE IT!*:GOTQ 1020

980 PRINT "==--=====w= UPI-UWIRE-SERVICE-=~-DN-LINE-"A"1"A+S" s "A+10" ="
990 PRINT "==- HAVE JUST OBSERVED EXPLOSIDN AT COORDINATES ("0-F",0).°
1000 A=(A#+2)%A

LIST 1010 PRINT “BLAST SEEN FRON"A"I"MILES AUAY. MO SURVIVORS,":PRINT
100 PRINT TAB(21);“CLOSE ENCOUNTERS" 1020 IXPUT “TRY ABAIN"}J$

110 PRINT TAB(20);"CREATIVE COMPUTING" 1030 IF LEFTS(JY,1)="N" THER 1220

120 PRINT TAB{18);"HORRISTDUN, NEW JERSEY" 1040 GOSUB 1100

130 GOSUE 1100 1050 GOSUB 1070

140 PRINT:PRINT:PRINT 1060 PRINT:PRINT:G0TO 300

150 PRINT *YOU ARE SITUATED AT COORDINATES (0,0). A UFOQ IS° 1070 INPUT “PLAN (A OR B)“;D$

1460 PRINT “HEADING FOR INPACT AT THAT LOCATION. 1080 IF LEFT$(Ds,1)="B" THEN 790

170 PRINT 1090 RETURM

186 PRINT "AT FIRST TRACK, THE UFD 15 ON A COURSE OF“Y“DEGREES °; 1100 I=INT(RNDC11#20)+1:V=INT (RND(1)*400)+200:F=INT(RND(1135)41
190 PRINT “LONGITUDE" 1110 X=INT(RND(1}=5000) 42001 :H=X+8000:2=INT(RND{1)#5)+1
200 PRINT "AND*Z*DEGREES LATITUDE." 1120 Z=INT(RND(1)#140):1F Z<100 THEN 112¢

210 PRINT *  (ALSD IT“S FALLING AT & SPEED OF“X"MILES/PER HOUR )™ 1130 Y=INT(RND(1)#560):1F Y<40 THEN 1130

220 PRINT "YOU HAVE THE FOLLOVING ALTERNATIVES:" 1140 IF X»=3000 THEN 1140

230 PRINT "4) YOU CAN ATTENPT TO SHOOT THE UFQ OUT OF THE SKY. OR" 1150 H=5:60T0 1210

240 PRINT "B) YOU CAM DO WOTHING, AND HOPE THAT AIR FRICTION" 1160 IF X>=3700 THEM 1180

250 PRINT * WILL CAUSE THE COURSE OF THE UFD TO BEVIATE, AND THUS*® 1170 ¥=4:60T0 1210

240 PRINT *  MISS YOUR LOCATION."tPRINT 1180 IF X>=4700 THEN 1200

270 PRINT "UHAT IS5 YOUR PLAN OF ACTION (4 OR B)*;:INPUT D¢ 1190 H=3:60TD 1210

280 PRINT 1200 W=

290 IF LEFT#(D$,1)="B" THEN 790 1210 RETURM

300 PRINT “LAUNCH AN I.C.B.M. ON A COURSE THAT WILL INTERCEPT THE UrFo™ 1220 END
310 PRINT "VITHOUT THE UFD BEING TOO CLOSE TO YOUR LOCATION. IF THE "5 Dk
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cOLUMR
CREATIVE CONPUTING
NORRISTONN, NEW JERSEY

THIS PROGRAM WILL SHOU YOU A CARD TRICK. AFTER THE FIRST DEAL
PICK A CARD AND TYPE THE NUKBER OF THE COLUWN COMTAINING IT.
THE DEALER WILL TMEW PICK UP THE CARDS, A COLUMN AT A TINE,

AND WILL DEAL THEM OUT AGAIN HORIZONTALLY. UHEN HE FINISMES
EACH TINE, TYPE THE NUNBER OF THE THE NEW COLUMN CONTAINING YOUR
CARD. FOLLOMING THE LAST DEAL THE DEALER WILL TURN OVER THE
CARDS, OME AT A TINE, UNTIL HE REACHES THE OME YOU PICKED.

9 OF CLUBS JACK DF SPADES § OF MEARTS
& OF CLUPS KING DF CLUBS 2 OF CLUBS
& OF NEARTS 3 OF HEARTS S OF SPADES
QUEEN DF SPADES 4 DF DIANONDS 3 OF CLUBS
ACE DF DIANONDS 10 OF SPADES 7 OF CLUBS
KING OF BIANONDS & OF SPADES 10 OF HEARTS
QUEEN OF CLUDS B OF CLUBS 10 OF CLUBS
UNICH COLUMX CONTAINS YOUR CARD? 1
4 OF HEARTS 2 OF CLUBS 5 OF SPADES
3 OF CLUDS 7 OF CLUBS 10 OF HEARTS
10 OF CLUBS 9 OF CLUDS 4 OF CLUBS
This program i m rsi 4 OF WEARTS QUEEN OF SPADES ACE OF DIANONDS
of nml‘:jzgrd':'i::ska ?‘? hpr:j;\?; er "su:;n KING OF DIANONDS QUEEN OF CLUBS JACK OF SPADES
an o whic riais to KING OF CLUBS 3 OF MEARTS 4 OF DIANONDS
get some ooohs and aaahs from the 10 OF SPADES & OF SPADES 8 OF CLUBS
uninitiated. The dealer, or magician,
takes menty_one random cards‘ deals WHICK COLUNN CONTAINS YOUR CaRD? 1
them out in three piles of seven cards
each. You then tell him which column
(or which pile) contains your card. He 5 OF SPADES 10 OF HEARTS & OF CLUBS
then picks up the three columns from ACE OF DIAMONDS JACK OF SPADES 4 OF DIANONDS
right to left, putting the right pileon the ? OF CLORS i 0F hERTE 3 o LU
. 10 OF CLUBS 4 OF HEARTS KING OF DIANDNDS
top, and then deals the deck out again KING OF CLUDS 10 OF SPADES 2 OF CLUBS
horizontally. In other words the top 7 OF CLUBS ? OF CLUDS QUEER OF SPADES
card of the right column now becomes QUEEN DF CLUBS 3 OF HEARTS & OF SPADES

the top card of the left column; the
second card in the right column now
becomes the first card in the middle

WHICH COLUMN CONTAINS YOUR CARDY 2

column; the third card of the right 5 OF SPADES
column becomes the first card in the Py
third column, and so on. After he deals 10 OF CLUBS
out all twenty-one cards in this way, KING OF CLUBS
you again tell him which column your 7 OF CLUBS

card appears in. The magician then
picks up the three piles in the same

OUEEN OF CLUBS
10 OF HEARTS
JACK OF SPADES

order and deals them out once again. & OF HEARTS
Again you tell him which column 4 DF HEARTS
contains your card. He then deals the ;0 ug‘cf;‘:gfs
cards out one by one face up and 3 OF HEARTS
identifies yours when he comes to it. & OF CLUBS
Don't ask me how he does it! Maybe 4 OF DIAMONDS
you can figure it out from the program, x?ngr nlf:un,:znms
but it works every time. 2 OF CLUDS

This program was originally written
by Alan Barnes.

QOPS1|! YOUR CARD 1§ THE 4 OF HEARTS.
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100 PRINT TAB(26):"COLUMN®
110 PRINT TAB(20):"CREATIVE CONPUTING®

120 PRINT TAB(18);*NORRISTOWN, NEU JERSEY"

130 PRINT:PRINTZPRINT

140 PRINT “THIS PRODRAN WILL SHOW YOU A CARD TRICK. AFTER THE FIRST DEAL"
150 PRINT “PICK A CARD AND TYPE THE NUMBER OF THE COLUNN CONTAINING IT."
160 PRINT “THE DEALER WILL THEM PICK UP THE CARDS, A COLUNN AT A TIKE,-
170 PRINT “AMD WILL DEAL THEM OUT AGAIN HORIZONTALLY. UHEN WE FINISHES™
180 PRINT “"EACH TINE, TYPE THE WUNBER OF THE THE NEW COLUNK CONTAINING YOUR™
190 PRINT “CARD. FOLLOWING THE LAST DEAL THE DEALER UILL TURN OVER THE"
200 PRINT "CARDS, ONE AT & TIME, UNTIL HE REACHES THE ONE YOU PICKED.*
210 PRINT:PRINT:PRINT

220 BIM AC21),B(21)

230 FOR X=1 70 2

240 J=0

250 T=INT(S2¢(RND(1)))

270 FOR Y=1 10 ¥-1

280 IF A(Y)=T THEN 250

290 NEXT ¥

300 ACX)=T

310 NEXT X

320 Nw0

330 FOR 11 T0 3

340 FOR Z=1 T0 21

350 IF ACZ)=AeCINTCA(Z)/4)) THEN 470

360 IF ACZ)-25A+(INT(ACZ)/4)) THEN 440

370 IF ACZ)-3=4+CINT(ACZ)/4)) THEN 410

380 Ce="SPADES*

390 Dy=*v

400 G0TO 490

410 C3="HEARTS"

420 py=ne

430 GOTO 4%0

440 Co="CLUBS"

450 Dg=""

440 B0TO 490

470 C$="DIANON"

480 D$= D™

490 M=M+1

500 IF N <> 4 THEN 530

S10 PRINT

520 M=t

S30 IF ACZ) > 35 THEN 580

540 PRINT TAB((N-1)425); INT(A(Z}/4}42;°0F *;Cs:D8;
550 IF J=5 THEN 900

560 IF J=10 THEN 980

570 6070 710

S80 IF INT(A(Z}/4)9 THEN 470

390 IF INT(A(2)/4}=10 THEN &50

600 IF INT(ACZ)/4)=11 THEN 430

410 AS=® JACK"

620 GOTO 480

630 A$="QUEEN"

640 GOTD 480

650 AS="K1NG"

560 BOTD 680

470 A$="ACE"

680 PRINT TAB((N-1)%23);A8;" OF *;C$;D8;

490 IF J=5 THEN 900

700 IF J=10 THEN 980

710 NEXT 2

720 PRINTIPRINT

730 PRINT “WHICH COLUNN CONTAINS YOUR CARD";

740 INPUT K

750 IF K<t OR K > 3 THEN PRINT:PRINT *{1-3)":60T0 730
760 PRINT:PRINT

770 1=

780 SeK42-3£INTCLK41)/3)

790 BOSUB 940

300 S=K

B10 BOSUB 940

B20 S=K+1-34INT(K/3)

830 00SUB 940

840 FOR C=1 T0 21

830 A{C)=B(L)

840 MEXT C

870 MEXT 1

880 Ju§

B0 FOR Z=1 TO 11+INTC10#RND(1)+1) sN=0:HOTO 350
900 PRINT:MEXT Z:PRINT

910 PRINT “0OPS!'! YOUR CARD 15 THE®;

920 Na

930 J=10:Z=11:60T0 350

940 FOR R*S T0 S+18 STEP 3

950 B(T)=A(R)

940 T=1+1

970 NEXT R:RETURN

980 PRINT *.“:PRINT

790 PRINT “BO YOU WANT TO SEE IT AGAIN®::INPUT T4
1000 IF TS="YES" THEN PRINT:PRINT;GOTD 230
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Concentration

it
This children’'s card game for any

number of players is also called

memory, or pelmanism. It is easy to

play and is an excellent test of memory

and observation. The computer version

here simulates the actual game except R T —

that it only allows one player to play. In CREATIVE COMPUTING HORRISTOUN NEL JERSEY

the actual game, one player shuffles a

deck of playing cards and lays them

face down on a table in all directions FIRST CARDT 1

and so that no card is touching SECOND CARD? 2

another. Each player tries to collect as NEARESRERRHNRSRTRASENRNNNREND

many cards as possible by turning up

pairs with the same rank per a number FIRST CARDY 13

or picture. The first player to go turns SECONY CARD® 2

over two cards at random and allows EEENEEGEERRRIENINFNSRASANNNEN

the other players to see them. If the

rank of the two cards is the same, for FIRST CARD? 53

example, two aces or two kings, he THERE ARE DALY 32 CARDS IN THE DECK, NOT 53

takes them and may turn over two more FIRST CARD? 41

cards. He continues in this way until he SECOND CARD? 37

turns over two cards that do notmatch. SISRESRNESRERARRSRORNRSANRIRAS

These cards are then placed back

down in their original positions, face FIRST CARD? 20

down, and his turn then ends. The play SECOND CARDT 14

then passes to the next player. This NEERERNEANERENNORANNSEASENNNNE
player turns up one card. If it matches

one that has already been turned over, ;ég:’ntgﬂ" 29

he must try to remember where that ND CARD? 49

card is. If he is successful, he takes the SORISININENEIINNEINIILEN
pair. He continues his turn until he fails

to turn over a matching pair. Play FIRST CARDY 41
continues in turn until all the cards T o
have been collected. The winner is the YOUR SCORE IS NOW 1 YOU HAVE HAD & PICES.
player with the most cards attheend of FIRST CARD? 1
the game. SECOND CARD? 49

In this computer version of the game, ::ﬂ;’gcgn?‘lghuafi Yoy mwismn 7 Pl

h 2 Chs.

the cargs are numberef:! on their face FIRST CARDY &1
down side from one to fifty-two. Asyou YOU MAVE ALREADY NATCHED THAT CARD.
turn over two cards, their rank is typed FIRST CARB? 43
on the terminal. If they do not match, fﬁizgnnﬂ“gﬁd?gz CARDS IN THE DECK, NOT

: H H i (s 478
their rank is obliterated by successive BECOND CARD? 48

type-overs with other characters. This NEEREERNECECARRNNNENRRISRENND
is analogous to the situation of placing
the cards back down on the table face

down. Also in the computer version of L i
the game thereis only one player trying NIRREREENRRRRARRSNRSRNRARENL
to get all fifty-two cards in as few moves
as possible. A
This game is good fun on a CRT FARSE sinps
terminal. Also, why not try modifying it BREAK IN 370
to allow play by two or more players? ox
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IS8T

10 PRINT TAB(Z5)}"CONCENTRATION"

20 PRIN[ TAB(15);“CREATIVE CusPUiInNG AORRLSTOMUN NEU JERSEY"

10 PRINY
40 PRINT
50 PRINT

200
210
220
230
240
250
250
270
273
280
290
Joo
140
330
Ja0
370
37
374
376
380
3%0
420
41¢
412
q1s
414
420
430
L]
450
480
470
480
q°0
00
5t0

BIN C$(352)

FOR X=} TO 352

REARD E$

CSLXI=ES

NEXT X

REA -- SHUFFILE AND DEAL

FOR 2=1 70 51

K$=CH(2)

LsINT((a3-2)4R0DCT ) 4T)

CS$(z)=CoIL+Z-1)

Ce(L}=KS

NEXT 2

REH =~ STARP U PLAY

FOR ¥=1 T3 26

PEKINT “FIRST CARD*;

IRPUT ©

IF U > 0 amb & < 52 THEN 380

PRINT “THERE ARE OnLY 52 CARDS IN THE DECK, NDT "3U
GOTO 340

LET 6=1

IF C$L)=" " THEN 880

PRINT "SeCiIND CARD":

IRFUT U

IF U >0 ARD M < 52 THEN 420

PRINT "fMERE ARE DMLY S2 CARDS (¥ THE DECK, ®O0 "4
GOTO 400

LET G=2

IF C$iU)=" " THEN B4O

IF 4 (> W THEN 47¢

PRINT "YOU CAN‘T PICK THE SAME CARD TWICE!™
GOTO 4u0

IF #IU4CCecU), 1,1 aMIBS(CoiU),1,1) THEN S0
PRINT “H iU 1S *3C8{U), "8 4; 715 “L8iU),
FOR I=% Td 50

PRINT;

NEXT I

520
230
340
350
340
570
580
390
4600
810
420
430
440
430
11
420
480
4690
700
210
710
230
740
750
760

PRINT
PRINT
PRINT
PRINT
PRINT
601D
FRINT
LET C
LET C
LET §
FRINT
NEXY
RER -
LET §
PRIMT
0N 51
FRINT
6010
PRINT
6aTO
PRINT
5070
PRINT
5070
PRINT
PRINT
PRINT
INPIN
IF 2%
PRINT
PRINT
EXD
PRINT
iF 0=
6070
DaTA
DATA
B
BATA
BATA
DATA
DATA
DATA
END

CHR${13) ;"HEHHHH RHRHHHHHHARRHR HERATARARR

CHR$ (133 ITTERIRIRINIRRIEINTTTIITIIALLIM;

CRRS (103 " KONORE OO0 XX KX XXX R XXX
430

YTHAT’S A HATCH --"jLS(U),C8CU)
s{U}=" "
$(Y)=" "
=5+1

"yOUR SCORE IS NOUT™:S3" YOU HAVE HAD “IH;"FICKS.®

N
- THE RESULTS
108/ CH/4)
*yJ0 SCORED™, 53" OUT OF “jM:"THAT IS i
+1.5 GOTO 480,700,720,780
“pOoR, "
770
*FAIR."
770
“GO0D "
770
“EXCELLENT ! ! I*
770
M. . . ARAH . . . UH....Y0U HUST HAVE CHEATED"

"DO YOU WUAMT TD FLAT AGALN"S
A ]
= “YES" THER 260

"CORE BALK ABALA!!™

“Y0U HAVE ALREADY MATCHED THAT CARD."

1 THEW 380

400

Das!,-zsll g IIISII f ll‘s-,lissu'ﬂésu,ﬂgs" ’|IBSII ’ N?SII, 105' "'\,5".““5
"

ﬂa"".thI " IIjH- 'H.Hl'qﬁHll'Ianu.";HI ’IIBH’IH"?“‘," loHII . IIJHu.llﬂH
“K“'

danﬂ “zuhrulah -|I4‘II ’ |ISDI1 = Ilﬁu-.Il}sl,lau‘.l"?,ﬂ‘v]QDI!,IJDI‘-HE
l“nll
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Condot¢

This is the old childhood favorite of
“connect the dots.” The objective is to
carve out squares of “real estate” with
the computer as an able adversary. The
player who connects the two dots
which complete a square gets
ownership of that square. In addition,
the player gets the added bonus of
moving once more. This can be quite
advantageous in certain situations. A
nine-square grid is provided as a
playing board.

A sample of the grid follows with an
identification of each coordinate where
a line may be drawn.

(1,2) (1,4) (1,6)

(2,1) (2,3) (2,5) (2,7)
(3,2) (3.4) (3,6)

(4.1) (4,3) (4,5) (4.7)

(5.2) (5,4) (5.6)

(6.1) (6,3) (6.5) (6.7)
(7,2) (7,4) (7,6)

You'll find it interesting to note that
the computer mirrors the player's move
in so far as possible. You may also find
that the game moves rather slowly,
especially for the first three or four
moves. Be patient! Once squares begin
to fall, the game moves swiftly to its
conclusion.

There are some modifications that
you may wish to consider if you are
going to adopt this program for regular
use. In addition to improving the REM
statements in the program, | would
suggest:

1. Modifying the program so that the
grid is printed after both players
have moved (rather than each time a
move is made);

2. Modifying the program so that once
a player had ownership of a majority
of the squares, the game would end
rather than proceed to its inevitable
conclusion; and

3. Modify the program so that the
player's initials appear in each
square he captures.

The program is by Chuck Lund; the
writeup by Pete Olivieri. It originally
appeared in Creative Computing,
Jan/Feb 1976.

CowpaTt
CREATIVE COMPUTING
HORRISTOUN, NEU JERSEY

THIS PROGRAN WILL PLAY COMMECT THE DOTS MITH YOU.

THE GANE IS PLAYED DX A 4 X 4 ARRAY. UHEN

YOU WANT TO WAKE A MOVE YOU WUST TYPE IN

THE COORDINATES OF THE SPACE BETUEEN THE TuD DOTS YOU
UANT TO COMNECT. ENTER EACH OF YOUR MOVES BY TYPING
THE ROV NUMBER, & COMNA AND THE COLUNN NUMBER.

THE UPPER LEFT HAND CORMER OF THE ARRAY IS 1,1,

HERE WE 60.

- . . .
- . . -
- . . .

YOUR HOVE? 1,1
YOU REALLY DON’T WANT TD PUT A LINE THERE!'Y!
YOUR MOVE? 1,2

YOUR WOVE? 7,5
YOU REALLY DON‘T UANT TO PUT A LINE THERE'!!!
YOUR MOVE? 7,4

HY HOVE

YOUR ROVE? 1,:¢

Ni MOVE

. .

YOUR RMOVE? 2.1

MY MOVE

YOUR WOVET 4,

t

AT mOVE
H

. -
NY MOVE

0

YOUR nOVEY 2.7



TUUR AUVET 4,5 YOUR NOVE? 5,4 MY MOVE YOUR MOVET 3,4 NY HOVE MT ROVE

* t . ! : : : t H o : t € ¢t H : 1 C M o: W
¢ i : ! . : : : t t : H : € : 3 t € 2 H : L :€C = ¢
3 : : : g ! 1 t H H 3 i € 3
MY NDVE #Y HOVE YOUR WOVE? 2,3 YOUR MOVE? 4,3 MY HOVE Y HOVE
' : : : : t B 3 t : it H 2 H @ ¢t C 3 H t t C ¢t H ¢ W
¢ - H . t 1 € T t : C ¢ ' t t C : ' t: C ¢t C : : :t € 2 C &1 ¢
! H t : ' t ! : : : € & : t L 1 C ¢
1 won
LIST
630 IF A(R,CH+II4ACR-1,C4204A(R+1,642) <> 150 THEN 450
| PRINT TAB(26);*CONDOT™ 860 ACR,C+2)=-1
2 PRINT TAB(20);“CREATIVE COMPUTING® 470 GOTO 450
3 PRINT TAB(18);"KORRISTOUN, NEVU JERSEY":PRINT 480 NEXT €
4 PRINT 490 NEXT R
5 PRINT 492 IF E > 1 THEM 730
& PRINT ":HIS PROGRAN UILL PLAY GONNECT THE DOTS WITH YOU. ™ 700 IF RC12-X,12-Y)<>0 THEN 730
7 PRINT “THE GAME IS PLAYED ON & 4 X 4 ARRAY. WHEN" 710 AC12-X,12-1)=50
8 PRINT “YOU WANT T0 WAKE A MOVE YOU NUST TYPE [N 712 IF E > 1 THEN 870
9 PRINT “THE CODRDINATES OF THE SPACE BETUEEN THE TWO DOTS YOU* 720 60TO 200
10 PRINT “UANT TO COWNECT, ENTER EACH OF YOUR WOVES BY TYPIMG® 730 FOR R=3 T0 ¢
11 PRINT “THE ROW HUMBER, A COMNA AND THE COLUMN NUMBER." 740 FOR C=3 T0 9
Y2 PRINT “THE UPPER LEFT HAND CORMER OF THE ARRAY IS 1,1.° 750 IF (R#C)/2=INTC(R4C)/2) THEM 850
13 PRINT "HERE VE BD." 760 IF A(R,C) <> 0 THEN 850
20 DIN A(12,12) 780 IF R/2 = INT(R/2) (HEM ®30
30 v=0 790 1F A(R-2,C)#A(R-1,C=1)+A(R-1,C+1) = 100 THEN 850
40 FOR R=1 T0 12 800 IF A(R+2,C)+ATRY1,C-1)4ACRH1,L01) =100 THEN 850
50 FOR C=1 T0 12 810 A(R,C}=50
60 IF R/2=INT(R/2) THEN 100 820 6070 200
70 IF C/2 = INT(C/2) THEN 100 830 IF A(R,C~2)+A(R-1,C-1)+A(R+1,C-1)=100 THEN 850
8¢ A(R,C)=-50 840 IF n(n,cfz:+Am-1,co2mm|,cm <> 100 THEN 810
50 GO0 110 850 NEXT C
100 A(R,C}=0 B0 MEXT R
110 NEXT € 842 IF E > 1 THEN 700
120 NEXT R 870 ReINT(RND(1)#7)+3
130 IF V=1 THEN 200 880 C=INT(RND(1)#7)43
200 BOSUB 1000 881 IF R/2Z=INT(R/2) THEN 885
210 PRINT *YDUR OVE"; 882 IF C/2=INTIC/2) THEN 900
220 INPUT X,Y 883 60TO 870
230 IF X=INT(X) THEN 240 885 IF C/2 <> INT(C/2) THEN 900
240 PRINT "YOU REALLY DON‘T UANT TO PUT A LINE THERE!!!|" 886 GOTO 70
250 8OTD 210 900 IF ACR,C)<> 0 THEN 870
260 IF (X-1)%(X=7) 5> 0 THEN 240 710 A(R,C)=50
265 X=X+2 920 5070 200
220 IF (1=1)#(Y-7} > 0 THEN 240 930 PRINT "DO YOU UANT 1O PLAY AGAIN (TIPE 1 FOR YES OR 2 FOR H0}";
272 Y=Y:2 740 INPUT B
280 IF (X#Y+1)/2 <) INT(CX#Y41)/2) THEN 240 50 IF B = | THEN 40
290 IF A(X,Y) <> © THEN 240 950 END
300 ACX,Y)e50 1000 P20
310 IF X/2 =INT(X/2) THEN 380 1010 D=0
320 IF ACX-2,Y1HACX=1,Y+1)4A(X-1,Y=1) <> 150 THEM 350 1020 E=0
330 P=1 1030 FOR R=3 10 ¢
J40 ACX=1,Y1=1 1040 FOR C=3 10 ¢
350 IF ACXF2,VD0ACKH,YHE)0ACX41,7=1] <> 150 THEN 440 1050 IF A(R,C) <> 0 THEN 1080
60 ACX+1,¥)=1 1060 PRINT " =
370 60TO 200 1070 6OTO 1240
380 IF M:,r-zlﬂuhl,Y-”m(x-hy—n <> 150 THEN 410 1080 IF A(R,C) <> -50 THEN 1110
390 ACX,Y-1)=1 1090 PRINT * . =;
400 P=1 1100 60TD 1240
A0 IF AOLYS2DPRIXH, Y10 4ACX-1,141) <> 150 THEN 4490 THI0 IF A(R,C) > =1 THEN 1140
420 ALX,¥#1)=1 1120 PRINT * ¢ ¥;
430 GOTO 200 1130 6OTO 1170
440 IF P=1 THEW 200 1140 IF ALR,L) <> 1 THEN 1200
450 GDIUB 1000 1150 PRINT * H *;
440 PRINT "NY HDVE" 1170 D=D+ALR,C)
470 FOR R=4 TO 1Q STEP 2 1180 EsE+
480 FOR C=4 T0 10 STEP 2 1190 6OTD 1249
490 IF ACR-1,C24A(R*1,CH4AIR,C-1)4AR, C41) <> 150 THEN 480 1200 IF R/2 = INT(R/2) THEN 1230
500 A(R,C)=-1 1210 PRINT * - *;
S10 IF A(R-1,C} <> © THEK 550 1220 60T0 1240
520 A{R-1,0)=50 1230 PRINT " 3 v3
530 IF ACR-3,0)+A(R=2,C-1244(R-2,C+1) <> 150 THEN 450 1240 NEXT C
540 LET AIR-2,C)=-1 1245 PRINT
S50 IF ACR#1,0) <> 0 THEN 590 1250 NEXT R
360 AlR+1,C1350 1260 IF £ »=9 THEN 1280
370 IF ACR43,0)#ATR+2,0- 1 14AIR+2,001) <> 150 THEN 450 1270 RETURN
580 A(R#2,C)3-1 1280 IF U > 0 THEN 1310
590 IF R(K,C-1} © O THEN 430 1290 PRINT *I WON"
400 A(R,C=1)=50 1300 GOTO 930
810 IF A(R,C-3I4ATR-1,0-2)4A(R41,042) < 190 THEN 450 1310 PRINT "YOU yoni11»
420 A(R,C-2)n~1 1120 GOTO 930
630 IF A(R,C+1) <> 0 THEN 450 1400 £RD
440 A(R,C+1)=50 oK
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Convoy

comvaoy

CREATIVE CONPUTING, NORRISTOUN, NEU JERSEY
INSTRUCTIONS? YES
THIS NAVAL WAR GAME IS PLAYED ON A 10 BY 10 MATRIX
YOU ARE THE SUB; THE COMPUTER 1S A CARGO SHWIP AND ITS Tuo
DESTROYERS. TME SHIP STARTS IN SOUARE 100 AND RAMDOMLY MOVES
T0 SQUARE 1, MOVING 0,1,2,0R 3 SQUARES AT A& TINE.
ORE OF THE SHIPS DESTROYERS STARTS AT SQUARE 78 AND HOVES
RAMDOMLY 0,1,2 DR 3 SQUARES AT 4 TIME SEARCHING FOR THE SUB.
THE OTHER DESTROYER STAYS MITHIN ONE SQUARE OF THE SHIP AS
AN ESCORT. THE SUB STARTS IN SOUARE 12, CAN KOVE UP,DOUN,
LEFT OR RIGHT 1 SQUARE AT A TINE, 2 NOVES PER TURN,AND IT
HAS TORPEDODES WHICH IT CAM FIRE 1 AT A TIME IN ANY STRAIGHT,
LINE. AFTER EACH SUB WOVE, THE PERISCOPE UILL SEARCH
EACH ADJACENT SGUARE FOR THE SHIP. ALSO RANDOM RECOMNA1SANCE
REPORTS MILL BE MADE. THE SEQUENCE OF PLAY 1S:

1 SHIP AND DESTROYERS MOVE
2 YOUR MOVE
J YOU CaN FIRE A TORPEDOD
4 PERISCOPE SEARCH
S YOUR MOVE AGAIN
AND BACK TO 1!

This is a naval war game played on a
10 by 10 grid. You are a submarine and
the computer plays the role of the
convoy consisting of a cargo ship and
two destroyers. One destroyer acts as
the escort traveling alongside the
cargo ship, while the other searches for
the submarine and tries to destroy it.
The destroyer which is searching for
the submarine moves from zero to
three squares at a time, searching. The
other destroyer stays within one
square of the ship. The submarine
starts in square #12 and can move up,
down, left, or right one square at atime
with two moves per turn. It has four
torpedoes which may be fired one at a

time in any straight direction, horizon-
tally, vertically, or diagonally.

The game ends when either the
submarine destroys the cargo ship or
when one of the two destroyers gets
the submarine.

THE SUB VINS IF IT SUCCEEDS IN HITTING THE SHIP UITHIN 4
TORPEDOES WITHOUT HOVING TO A SOUARE OCCUPIED BY A DESTROYER.

10 “FIREY’ ANSWER:NO,L,R,V,D,LU,LD,RU,DR,RD.
‘L =LEFT, "R*=RIGHT, “U’=UP, " D" =DDUN, ‘LU =LEFT UP, RU“*RIGHT
UP,OR “RD’=RIGHTDOUN

WILL YOU NEED A BOARD? YES

5 SR T A S A e R BT LIST

L E S F R P e e R [ TS | IO L NS 80 PRINT TAB(33)“CONVOY®

9
s ig §§ §: =i §; §: §, 22 90 PRINT TAB(15)"CREATIVE CONPUTING, NORRISTOUN, NEU JERSEY®

A1 42 43 44 45 46 47 a8 49 50 100 PRINT “INSTRUCTIONS®;

$1 52 53 54 55 S& 57 58 59 60 0 INPUT B0

61 62 43 64 85 66 67 68 &9 20 120 IF De="NO" THEN 300

71 72 73 M OS 7% 77 78 79 B8O 130 PRINT "THIS MAVAL VAR GAME IS PLAYED ON A 10 BY 10 MATRIX*

81 82 B3 B4 BS 85 87 88 BY 90 140 PRINT®YOU ARE THE SUB; THE CONPUTER IS A CARGO SHIP AND ITS Tuo®

$1 92 93 94 95 96 97 98 99 100 145 PRINT"DESTROYERS, THE SHIP STARTS IN SQUARE 100 AKD RANDOMLY MOVES"

150 PRINT*TO SQUARE 1, KOVING 0,1,2,0k 3 SQUARES AT A& TINE.®
155 PRINT"ONE OF THE SHIP’S DESTROYERS STARTS AT SQUARE 78 AND NOVES™
160 PRINT"RANDONLY 0,1,2 OR 3 SDUARES AT A TIME SEARCHING FOR THE SUB."
::?:'::5:,"‘5 BOVED 165 PRINT"THE OTHER DESTROYER STAYS WITHIN ONE SQUARE OF THE SKIP AS™
166 PRINT"AN ESCORT. THE SUB STARTS IN SOUARE 12, CAN NOVE UP,DOUN, *
SUB 15 NOU AT 12 167 PRINT*LEFT OR RIGHT 1| SQUARE AT A TINE, 2 NOVES PER TURN,AND IT *
DESTROYER LAST SIGHTED AT 78 190 PRINT™HAS TORPEDOES UHICH IT CAN FIRE 1 AT A TINE IN ANY STRAIGHT®
SUB‘S MOVE? 13 200 PRINT"LINE. AFTER EACK SUP NOVE, THE PERISCOPE UILL SEARCH"
oo 210 PRINT"EACK ADJACENT SQUARE FOR THE SHIP. ALSD RANDON RECONNAISANCE™
220 PRINT*REPORTS WILL BDE WADE. THE SEQUEMCE OF PLAY 15:*

SUD AT 14 SUB 15 NOW AT 18 2% PRINT ]
SHIP LAST SEEN AT 100 DESTROYER LAST SIGHTED AT 78 240 PRINT®1 SHIP AND DESTROYERS HOVE
FIRE? NO SUB’S NOVE? 28 245 PRINT*2 YOUR MOVE

SUB‘S NOVE? 18 250 PRINT*3 YOU CAN FIRE A TORPEDO"
UP PERISCOPE DESTROYER HAS MOVED 270 PRINT"A PERISCOPE SEARCH"
SHIP NOT IN SIGHT SHIP MOVED 273 PRINT®S YOUR HOVE AGAIN"

280 PRINT™ AND BACK TO 1*

RECON. SHOWS SHIP AT 99 SUB 15 MOW AT 38 281 PRINT

283 PRINT® THE SUB WINS IF IT SUCCEEDS IN HITTING THE SHIP UITHIN 4 *

DESTROYER LAST SIGHTED AT 28
285 PRINT*TORPEDOES VITHOUT MOVING TO A4 SQUARE OCCUPIED BY A DESTROYER."

SUE IS NOW AT 14 SUB‘S MOVE? 48

’ 286 PRINT
DESTROYER LAST SIGHTIEL AT 78 SUB‘S MOVE? 38
SUB’S MOVE? 15 287 PRINT*TO “FIRE?‘ ANSUER:NO,L,R,U,D,LU,LD,RU,OR,RD."
SUB“S MWOVE?T 14 SUB AT 5B 208 PRINT®ZL/=LEFT, R“=RIGHT,“U"=UP, “D“=DOUN, LU"sLEFT UP, RU’=RIGHT *

28% PRINT*UP,OR “RD“=RIGHTDOUN™

DESTROYER MAS MOVED SHIP LAST SEEN AT 88

290 PRINT
PN FIRE? NO
B 300 PRINT™UILL YOU MEED & BOARD™:
SUB 15 HOW AT 14 UP PERISCOPE 310 IRPOT B¢ -
DESTROYER LAST SIGHTED AT 78 SHIP MOT IN SIGHT 320 IF Bs="NQ" THEM 420
SUB’S WOVE® 17 gig ::::;
SUE’S NOVE? 1B RECON. SHOUS SHIP AT 87
IS5HPRINT 1 2 3 4 S5 6 7 8 ¢ 10°
350 FOR I=1 T09
SUB AT 18 SUB 1S NOW AT 58
SHIP LAST SEEN AT 99 DESTROYER LAST SIGHTED AT 78 370 FOR J=1 TD 10
FIRE? MO SUB“S NOVE? 57 380 PRINTI*104J;
DESTROYER CLOSING IN AT 66 i:: ::}:TJ
B’S N
UP PERISCOPE SUB‘S WOVE? 56 o

T DESTROYER CLCSING IN AT
i S e DESTROYER HAS MOVED gL 420 PRINT:PRINT

RECSN. SHOUS SHIP AT 88 SHIP KOVER 440 p*12



10
460
470
480
470
500
510
520
530
540
330
540
370
580
370
500
610
620
630
640
650
560
670
680
690
700
710
70
730

=4
8=100

C=78

£2=78

L=100

IF C=-100 THEN 550
8070 2780

Y3=0

N1=0

8070580

N1=0

IF S=2 THEM 1230

Y3=1

IF 8= THEN 1230

IF S=11 THEN 1230

IF S=12 THEN 1230

IF S21 THEN 1230
X=RWD(1)

IF X>.4 THEN 70

IF X>.2 THEN 710

IF X>.05 THEN 470

6070 1020

81=0

8070 720

S1e2

G0TO 720

81=1

X=RND(1)

IF X<.75 THEN 740

P1e1

60T 830

P1=-1

5070 830

IF S=10¢INT(S/10) THEN 820
GOTD B&0

IF S=1+(108INT(S/10}) THEN 820
BOTO 8B40

P1=Pie(=1)
H2=P1e(CINT(20(RND(1)))99)41)
IF W2=1 THEM 780

IF W2s-1 THEN 800

IF M1=H2#(-1) THEN 820
C1v8+N2

IF Ci=1 THEN 1230

IF C1=D THEN 2720

IF C1sC THEN B20

IF C1<1 THEN 820

IF C1>100 THEN 820
Ni=K2

8=C1

Cl‘!fi(lHT(Z'lgl(l!I‘(-le+1?*!(1l712'llb(lP)"Ifi?

IF C4<2 THEN 950

IF C4>100 THEN 950

IF Cé= D THEN 2700

IF S1=1 THEN 670

IF 512 THEN 710
£3=0

PRINT“SHIP NOVED*

IF Y3=0 THEN 1040
1=

607D 2340

PRINT

X1=1

PRINT"SUB AT";D
PRINT"SHIP LAST SEEN AT";L
PRINT"FIRE"}

INPUT AS

IF A$="NO" THEN 1730
IF a$="L" THEM 1250
IF A3="R" THEN 1270
IF A$="U" THEN 1290
IF A%="D" THEM 1310
IF A$="LU" THER 1330
IF A$=“LD" THEN 1350
IF A8="RU* THEN 1370
IF A$="RD" THEW 1390
PRINT"ANS: WO,L,R,U,D,LU,LD,RU,BR,RD"
§0TO 1100
PRINT*SHIP‘S IN PORT"
BOTO 2750

P1=-1

60TO 1400

Pi=1

6070 1400

Pi=-10

GOTO 1400

P1=10

60TO 1400

P1s-11

GOTO 1400

P1=9

GOTD 1400

1370
1380
1390
1400
LR
1420
1430
1440
1450
1460
1470
1480
1490
1500
13502
13504
1310
1520
1330
13540
1550
1360
1570
1580
1590
1400

P1=-9
B0TO 1400

Prelt

Di=D

D1=D14P1

PRINT D1

If Dis§ THEN1500

IF D1=C THEM 1520

IF DICI1 THEN 1400

IF D1>90 THEN 1640

IF D1=10«INT(D1/10) THEN 1540
IF DI=1+(100INT(D1/10)) THEN 1580
8070 1410
PRINT*KER-BOON! CARGO SHIP DESTROYED!™
PRINT"YOU WIN®

=1

6010 2750

PRINT"UNAMO! |, DESTROYER SUNK.*
£=-100

T=1-1

6070 1710

IF D=10+INT(D/10) THEN 1410
8070 1680

IF D=1+(10+INT(D/10)) THEN 1410
6070 1680

IF D>10 THEN 1480

IF DI<2 THEN 1480

If D19 THEN 1480

GOTO 1410

IF DCT1 THEN 1480

IF D1<92 THEN 1680

IF D199 THEN 1480

GOTD 1410

TeT-1

PRINT"MISS"

IF T=0 THEM 2740

PRINT T;"TORPEDOES LEFT™
5070 1100

PRINT

Y=0

PRINT"UP PERISCOPE®

Y250

IF $=D THEM 1930

IF §=D-1 THEN 1930

IF S=D+1 THEN 1930

If §=D-10 THEN 1930

IF S=D410 THEN 1930

IF 5=0-9 THEM 1930

IF §=0+9 THEM 1930

IF S=D-11 THEN 1930

IF S=D+11 THEN 1930

IF Y=1 THEN 1940
PRINT"SHIP NOT IN SIGHT*
AsRAD(1)

IF X<.35 THEN 1940
PRINT

PRINT"RECON. SHOUS “;
Y22-

PRINT*SHIP AT *;§
Y2=Y241

L=5

IF C=P THEN 2280

IF Cé=D THEN 2700

IF Csb+t THEN 2260

IF Cé=D+1 THEN 2240

IF C=D-1 THEM 2240

IF Cé=D-1 THEN 2240

IF C=D*9 THEN 2260

IF Cé=D+? THEM 2240

IF C=D-9 THEN 2260

IF Cé=D-% THEN 2240

IF C=b+10 THEN 2260

IF Cé=D*10 THEM 2240

IF CoD-10 THEN 2240

IF Cé=D=10 THEN 2240

IF C=Deti THEN 2240

IF Cé=D+11 THEN 2240

IF C=D-11 THEN 2240

IF Cé=D-11 THEN 2240

IF C=D+2 THEN 2240

IF CaD-2 THEN 2240

IF C=D+20 THEN 2240

IF C=D-20 THEN 2240

IF C=-100 THEN 2320

IF Y=1 THEN 2330
X=RND(1)

IF X<.4 THEN 2320
PRINTYRECON. PLANE SPOTS TIN CAN AT*:C
6070 2300

PRINTYESCORT VERY NEAR!"
6070 2320
PRINT"DESTROYER CLOSING IN AT*;C

2270
2280
2290
2300
2310
2320
2330
2340
2350
2360
2370
2380
23190
2400
2410
2420
2430
2440
2450
2460
2470
2480
2490
2500
2510
2520
2530
2540
2550
2560
2570
2380
2590
2400
2410
2420
2630
2440
2450
2660
2470
2480
2490
2700
210
2720
2730
2740
2750
75
2732
2753
2754
2755
2736
2757
2760
2761
2762
2770
2780
2790
2800
2810
2020
2830
2040
2850
2860
2870
2880
2890
2900

6070 2300

PRIMT*DESTROYER DIRECTLY OVER HEAD™
6070 2660

€2=C

£3=1

IF Y=0 THEW 2340

RETURN

PRINT

PRINT*SUB 1S HOW AT ;D

IF €3=1 THEN 23%0

IF C=-100 THEN 23%0

PRINT*DESTROYER LAST SIGHTED AT *;C2
02=0

PRINT*SUB‘S HOVE®;

Y=1

INPUT X

IF X=D THEN 2560

IF X<2 THEW 2540

IF X>100 THEN 2640

IF X=INT(X) THEN 2480

6OTO 2640

IF X=D+1 THEN 23530

IF X=D-1 THEN 2550

IF X=D+10 THEN 2540

IF XsD-10 THEM 2340

GOTD 2440

IF D=109INT(D/10) THEN 2640

60T0 2540

IF X=10=IRT(X/10)
DX

posSuB 1760

1F D2=1 THEW 2610
p2=1

goTnD 2400

IF X150 THEN 3040
IF C=-100 THEM 550
6OT0 2780
PRINT*CAN‘T BO*
6010 2400
X"RAD(1)

1F X<{.8 THEN 2700
PRINT*DEPTH CHARGE JUST HISSEDI™
6070 2300

PRINT"VAROON! {SUB DEPTH CHARGED!*
607D 2750

PRINT*SHIP NOU OVERHEAD“
60T0 550

PRINT*ANNO DEPLETED®

PRINT

1F Q=0 THEN 2754

01=01+1

6OTD 2735

02=02+1

PRINT*SCORE: CONPUTER";02;"-
PRINT

0=0

PRINT®  NEW
INPUT W4

IF N$="N0" THEN 3080

8070 420

K1=0

§1s0

X=RND(1)

IF X<.& THEN 2840

P1=1

60TO 2850

Pla=i
K2=(P1+((INT(2+RND{(1)}))29)+1)
IF H2=1 THEN 3000

IF W2==1 THEN 3020

IF Ni=K2¢(-1) THEN 3040
Ci=CN2

IF Ci=D THEN 2700

IF C1=§ THEN 3040

IF C1<2 THEN 3040

IF C12100 THEN 3040

Ki=N2

C=C1

IF 511 THEN 550

§1=1

PRINT*DESTROYER HAS MOVER"
607D 2800

IF C=10«INT(C/10) THEN 3040
6070 2880

IF C=1+(10=INT(C/10)) THEN 3040
BOTD 2880

PizPie(~])

GOTD 2850

IF 12=0 THEN 1040

607D 520

END

THEN 2640

SuB*™ ;01



CORRAL is agame program inspired
by Harry (short for Aragon), a horse
acquired in a rash moment of in-
dulgence for a teen-age daughter.
Harry, in his own inimitable style,
taught us much about the care, feeding
and psychology of the equine species.
Some of that hard-won psychology has
found its way into CORRAL, which is a
one-dimensional simulation of the two-
(and almost three-) dimensional
problem of catching Harry for anything
other than food. The main reason for
confining Harry's alter ego in the
computer to only one dimension is
simply to conserve paper on hard-copy
terminals. Even so, the presentation is
very effective on a video display unit.

The corral itself is bounded by a pair
of siderails represented by upper-case
| characters separated by 21 spaces.
The cowboy C always enters beside the
leftmost rail while the horse H is
happily mooching somewhere
between positions 10 and 18 with a bias
towards the right. This bias and the
various other behavioral peculiarities
of the horse are governed by two data
matrices (statements 90 and 100)
which may be altered to vary the
beast's temperament from wild to
docile depending on the data distribu-
tion.

If the horse bolts, a check is made
(line 450) to ensure that it does not
reach a position less than one space
away from the cowboy. Occasionally,
the horse bolts to a position more
advantageous to the cowboy, just as in
real life, but usually the opposite is
true, particularly when it bolts as a
result of an incautious approach by the
cowboy. So heed with care the advice
for the cowboy not to advance by more
than half the separation in any one
move except when adjacent to the
horse, of course!

The probability that the horse may
kick when the cowboy moves close is
set by the IF statement at line 500. The
cowboy is immobilized for from one to
five moves, while the horse canters
happily away from the scene of his
triumph. If this happens more than a
certain (random) number of times the
round-up is terminated by the depar-
ture of the cowboy in an ambulance.

Occasionally the horse decides to
engage in a friendly dance around the
cowboy, but remember that random
number generators have no soul and
the result is often vile treachery as the
horse delivers a fatal kick at the very
moment when a successful catch
seems assured. On the other hand, the
skill of an accomplished CORRAL
cowboy can result in a catch within
three moves with no injuries sustained.
You either have it or you have not, as
the saying goes. In the latter case the

program allows a maximum of 100
moves before relegating the luckless
cowboy to cookhouse chores.

Computer freaks with multi-color
graphics will no doubt be dissatisfied
with such prosaic symbols as H and C
for the horse and cowboy. A fully
animated CORRAL in living color (with
sound effects by a music or speech
synthesizer—a talking horse yet!)
should not be too difficult to achieve.

Program and description are by
Colin Keay.

CORRAL

CREATIVE COMPUTING
KORRISTOUN, NEU JERSEY

TOU ARE THE COWROY.

GO CATCH YOUR HORSE IN THE CORRAL!

DO YOU UANT FULL INSTRUCTIONS? YES
YOU MOVE TOUARD YOUR MORSE | TO 5 STEPS AT A TINE.

IF YOU HORE THAN HALVE

THE SEPERATION ME WILL BOLT!

HE #AY ALSO0 DOLT UHEN HE I5 CLOSE TO THE RAIL

WHEW YOU COME WITHIN 2

STEPS ME MAY KICK. SO LOOKOUT!!

AFTER “77 TYPE IN DIGIT FRON 1 TO 5 FOR COUBDY’S MEXT MOVE

N AR LN -

Muuuuuuuuuuuuuu—ﬁ—-—-4—--—----
-l N = O 0N N, O RN AR WA - D
e e B i B B B G B B B B B G B S e e G g e S e e e S g e v e b B e e

YIPPEE!!

N 1 s

M1 15

€ LIS | T2

c Hl 2

c H1 ™1

H C I BOLTED L 8

H c I T

H c 1 11

c I T2

€ I . o |

C I T

c I T

I T

I 71

I N,

H I BOLTED 71

N I 12

H 1 |

c H I T2

cC n I b

CH I 19

R B '

c LI L

H C I BOLTED 12

N C I Ll

I I 1 g8

HC 1 11

HC 1 L

C 1 12

1 11

1 T2

K 1 BOLTED '3

H 1 : A |

¢ H 1 12

CH 1 T:1
1

NOU SEE IF YOU CAM CATCH HIN IN FEUER MOVES

ANOTHER RCUMDUPT NO THANKS

40



ARDTRER ROUNDUP? YES LIST
1 PRINT TAB(24);"CORRAL"™

] 1c K 1 75 2 PRINT TAB(20);*CREATIVE COMPUTING"

1 I H H 1 15 3 PRINT TAB(18);"MORRISTOUN, MEU JERSEY™

2 I c H1 Ty 4 PRINTZPRINT:PRINT

3 | c HI T2 10 DIN A(21)

4 1 H C 1 BOLTED 13 40 BIA 5(2,9)

5 1 H C 1 ) B 50 FOR I=1 TO 2¢FOR J=0 TD 9

4 I H c 1 73 55 READ S(I,J):MEXT JIMEXT I

7 I W [ I 713 &0 DATA 0,1,2,3,3,2,2,1,0,-1

B IH C 1 12 70 DATA 1,2,3,4,5,4,3,2,1,0

9 INC 1 71 100 PRINT * YOU 4RE THE COVWBOY. 60 CATCH YOUR HORSE IN THE CORRAL!"
10 I1dc 1 o 110 INPUT "DO YOU UANT FULL INSTRUCTIONS™;Fs

1 I ¢ K I BOLTED 73 120 IF LEFT$(F9,1)="N" BOTO (%0

12 1 C H 1 12 130 PRINT "YOU HOVE TOWARD YOUR HORSE t T0 5 STEPS AT & TIME."
13 I C M 1 L | 140 PRINT “IF YOU MORE THAM HALVE THE SEPERATION HE WILL BOLT)®
14 I t H I B 150 PRINT “HE MAY ALSD BOLT UMEN HE IS CLOSE TO THE RAIL®
15 1 C W I T2 140 PRINT “UHEM YOU COME VITHIN 2 STEPS HE MAY KICK. SO LOOKOUT!!®
16 1 c H 1 11 180 PRINT

17 1 C W1 12 190 PRINT “AFTER <77 TYPE IN DIGIT FROM 1 TO 5 FOR COUBOY’S NEXT MOVE
18 1 c HI 71 200 C=12L=1:K=0:N=01N=0:685UF 800

19 I H C 1 BOLTED El | 220 IF R>5 THEN 0=-2

20 I H ¢ 1 72 225 W=13+Q:6050F 810

21 1 C H 1 KICKED 230 T=2+P:PRINT

22 I c HI 300 By= ~ "

23 I c HI 310 FOR J=1 TD 21:A(J)=32:NEXT J

24 I c M1 320 A(C)=672A(H)=72

25 I c H1 *3 330 PRINT N,~I";

24 1 L H1 T 333 FOR Js1 T 21:PRINT CHR(A(J));NEXT J

27 1 i c 1 BOLTED 73 337 PRINT “I",B$;

28 I K c 1 12 370 X=ABS(H-C):L=5GN(H-C)

29 I H C 1 72 380 N=N+1:tIF X0 GOTO 640

30 1 H C b 71 390 IF M>100 THEN 980

n I [ I 72 395 INPUT B

32 1 HC I 71 400 IF D>0 AND B<4 BOTD 450

13 1 C H I KICKED 420 PRINT “ILLEGAL MOVE. TRY AGAIN",;:60TD 390

34 1 C H 1 430 E=C+Le*D2IF E <1 OR E>21 THEN 420

s I c H 1 460 C=E:GOSUB 8OO

36 I c H 1 TS 510 G=P:M=H+Ls6:BOSUB 810

37 1 £ | 73 530 IF X<2#D AND D >! 6OTO 570

18 I H c I BOLTED T2 540 IF M>1 AND H<20 THEN 400

39 1 [ c 1 T2 545 GOSUB 80O

40 [ (] - I 13 550 IF R>2 00TD 400

11 | C H I KICKED 5535 IF X>7 8070 00

42 1 C 4 1 570 6=9+29PtH=H-L36:L=~L:B0SUB 810

a3 1 t H 1 13 580 IF ABS(H-C)>1 THEW 590

a4 1 C H 1 12 585 H=H-3eL:605UB 810

A5 1 C H 1 7?2 590 Be="BOLTED =:60T0 310

45 1 C K1 71 400 IF ABS(H-C)>2 6OTO 300

47 I cCH 1 T 405 GOSUB 8OO

48 [ C 1 KICKED 610 IF R>3 6070 700

a9 1 H [» 1 415 BOSUB 800

50 1 H c 1 620 K=P+2:M=M+1:H=H-59L:60SUP B10

51 1 H c 1 630 B#="KICKED":60TD 310

52 IH ¢ 1 15 640 IF M>T 60TD %00

53 IH c 1 13 430 K=K-1:PRINT:BOSUB BOO

54 IH c 1 12 670 H=H+L®(P+1):605U8 810:60T0 300

55 IN ¢ 1 71 700 IF H=C THEN 930

56 I ¢ H 1 BOLTED L] 705 GOTO 300

57 1 c H 1 T2 800 R=INT{100RND(T)})zP=5(1,R)20=5(2,R) ;RETURN

58 1 c H 1 T3 810 IF HC1 THEM Hwi

57 1 C [ | 12 820 IF H>21 THEN H=21

40 1 H C 1 BOLTED ™ B30 RETURN
ILLEGAL WOVE. TRY AGAIN 72 900 PRINT:PRINT “THOSE KICKS LAMBED YOU IN THE MOSPITAL!"
61 1 ®C 1 i 710 PRINT * BET WELL SOON!!":80TO 940

§2 I H c I T2 930 FOR J=1 TO 21:A(J)=32:NEXT J1A(C)=35

43 1 M c I ?2 940 PRINT ,“I*;

44 IH c 1 *3 943 FOR J=1 T8 21¢PRINT CHRO(ACJ));zNEXT J

45 I ¢ H I BOLTED 12 947 PRINT *I®

46 1 c H I 71 950 PRINT:PRINT “YIPPEE!! NOW SEE IF YOU CAN CATCH HIM IN FEWER MOVES®
67 1 I A I 12 960 INPUT "ANOTHER ROUMDUP™;F3

58 1 t H 1 72 970 IF LEFTS(F$,1)="y" THEN 200

49 1 H C 1 KICKED 975 60TD 999

THOSE KICKS LANDED YOU IN THE HOSPITAL! 980 PRINT:PRINT “ENOUSBH!! YOU‘D DO BETTER AS CANP COOK!*:G0TO 940
GET VELL SOON1! 999 END
ANOTHER ROUNDUP? NO ok
Ok
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Countdown

The program Countdown is based on rer i
the program Guess in which the csfn'fldz L-u,.,,,:,,,.,i
computer chooses a random number HORRISTOUN, NEU JERSEY

and then gives you clues whether you
are too high or too low until you finally

get the number. In Countdown, the YOU HAVE ACTIVATED TME SELF-DESTRUCT MECHANISA IN THIS SCHOOL.
program adds a little interest to this IF Y0V VISK, YOU MAY STOP THE MECHANISE.
guessing game by giving you a certain ruluu S0, JUST TYPE IN THE CORRECT NUMBER,
, UKICH VILL STOP THE COUNT-DOUN.
number of tries to get the mystery PLEASE HURRY'' THERE (S ND TIME 10 UASTE'!®/ 111

number between one and ten before WHAT-LL IT BE? @
your schoolbuilding explodes. Using a

; CORRECT* ! ¢
good guessing strategy should allow THE COUNTUDUN HAS STOPPED.

yt_)u to get any number in fouror fe\.'l'er YOU HAVED SAYED THE SCHUOL!

tries. If you take more than four tries, (HAVE TOU SEEN YOUR SHRINK LATELY ?)
the building goes “boom.” To add a Ok

little more interest to the game, you
may want to make the maximum
number of tries three. To do this
change the value of T in statement 45

from 4 to 3. i COUNT DOUN
countdown was written bY Mark CREATIVE COMPUTING

Chambers. HORRISTOWN, WEU JERSEY

LIST

| PRINT TAB{24);"COUNT DOUN" YOU HAVE ACTIVATED THE SELF-DESTRUCT HECHANISH IN THIS SCHOOL.

2 PRINT TAE(20);"CREATIVE CONPUTING" IF YOU UISH, YDU MAY STOP THE MECHANISH,

3 PRINT TAB{18):"NORRISTOUN, NEW JERSEY* T0 DO S0, JUST TYPE IN THE CORRECT NUMBER,

4 PRINT:PRINT:PRINT WHICH WILL STOP THE COUNT-DOUN,

S A=INT{RND{(1)#10) PLEASE HURRY'' THERE IS HD TIME Y0 WASTE!t11nt1

& =0 WHAT-LL IT BE® ¢

7 N=0 ‘

15 PRINT “YOU HAVE ACTIVATED THE SELF-DESTRUCT MECHANISE "3 100 SMALL'!!MY

20 PRINT “IN THIS SCHODL." YOUR NUMBER DOES NOT COMPUTE!!

25 PRINT “IF YOU WISH, YOU MAY STOP THE MECHANISH." PLEASE TRY AGAIN'!Y!

27 PRINT “T0 DD SO, JUST TYPE IN THE CORRECT NUMBER," WHAT-LL 1Y BE? 1

35 PRINT "WHICH WILL STOP THE COUNT-BOUN."

37 PRINT “PLEASE HURRY'! THERE IS ND TIHE TO WASTE!!!1ttiee T00 SHALL!!! 1!

44 PRINT "WHAT-LL IT BE“;:zINPUT X:PRINT YOUR NUMBER DOES HOT COMPUTE!!

45 [F T=4 THEN 98 PLEASE TRY AGAIN!I!

47 6OT0 200 TIME GROMS SHORT, PLEASE HURRY!®t!t1i11)

50 REM UHATLL 1T BE? 2

75 PRINT “YOUR NUMBER DOES NOT COMPUTE!!"

B0 PRINT "PLEASE TRY AGAIN!!'11";71=T4] T00 SHALL!''' 1!

81 IF T=2 THEN 94 YOUR NUMBER DDES NOT CORPUTE!!

82 IF T=3 THEN 105 PLEASE TRY AGAIN'!!!

83 601D 44 HURRY, THE COUNT-DOUN £S APPROACHING ZERQ!'11tvind

85 PRINT "CORRECT!!|1":LEY N=% WHAT-LL IT BE? 3

90 PRINT "THE COUNTDOWN HAS STOFPED."

92 PRINT "YOU HAVED SAVED THE SCHODL!™ TOD SHALL''!!!

93 PRINT “(HAVE YOU SEEN YOUR SHRINK LATELY 7)" YOUR NUMBER DOES NOT COMPUTE!!

94 LET T=10 PLEASE TRY AGAIN'''!

95 GOT0 1000 WHATLL IT BE™ 4

96 PRINT "TIME GROWS SHORT, PLEASE HURRY!11itiren

97 GOTQ 44

98 PRINT:PRINT:PRINT:PRINT

99 PRINT TABC32);"T00 LATE™

100 PRINT:PRINT:PRINTIPRINT TAB(I2}]"\ 2432 /"

101 PRINT TAB(31}3"=-- BOOA --7 100 LATE
102 PRINT TAB(32)3"/ #242 \"

103 PRINT:PRINT:PRINT

104 60TD 1000

105 PRINT "HURRY, THE COUNT-DOUN IS APPROACMING ZERQ'!!riirii® \ kERR [
110 6070 44 == BOOM -~
200 IF X<A THEN PRINT “TOO SHALL'''!!'®:8070 50 AL L LTI

210 IF X>A THEN PRINT “TOO BIG'''!'!":GOTO 30

225 IF X=A THEN 85

1000 END

ox Ok
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Cup is a cute little game in which a
cup is located thirty lines down the
paper of your terminal or thirty lines
down on your video display screen and i
a random number of spaces from one 1 PRINT TAR(27)}°CuP*
to sixty to the right of the left margin. 2 PRINT TAB(20};“CREATIVE COMPUTING™
The pull of gravity varies from one to 3 PRINT TAR(18);"MORRISTOUN, NEW JERSEY*
ten lines per second per second. You :.'“::;':;:':;:""
are then asked ln.thls prqgram what I LET L'l';(bﬁ*ﬂﬂ“”*‘l
push you would like to give the ball 40 IF L=40 OR L=1 THEN 30
from left to right across the paper in S0 LET G=INTUI0RND(1))41
traces the path of the ball from the |eft 70 PRINT *THE PULL OF SRAVITY IS *;8;* LINES/SECOMD/SECOND."
- P . 80 PRINT "UHAT 1S THE PUSH YOU WOULD LIKE 7O GIVE THE BALL"
margin of the paper as it falls down and 90 PRINT "ACROSS THE PAPER (1N SPACES/SECOND)";
hopefully into the cup. 100 INPUT T
| eseriedie of it el s ro e 0 S s e ™ 1
. A = : = 2 R =02 H
¥r?uf\im5h to get the ball in the cup on 130 LET 8(30,L)=5(30,L-1)=5(30,L41)=5(2%,L-1)=5(2%,L+1)=1
e first try. However, you can diddle 140 FOR Z=) TD SOR(60+8)/6 STEP .0
with it by trial and error and generally 150 LET YsTeZe2
hit the cup on your fourth or fifth try. 140 LET X=6/202°2
Cup was written by Jonathan 170 IF X030.5 OR X<.5 OR Y>40.5 OR Y<.S THEN 300

Freidi 180 IF INT(X)=29 AND INT(Y)=L THEN 310
reiain. 190 IF INT(X)+1m29 AMD IRTCY)+1sL THEM 310
200 IF INT(X)=29 AND INT(Y)=L-1 THEN 310
210 IF INT(X)+1=29 AMD INT(Y}+1=L-1 THEN 310
220 IF INTCX)=29 AND INT(Y)sL+1 THEN 330
230 IF INTOU®T=29 AND INT(Y)#1=L+1 THEN 330
240 LET S(X,Y)=2

250 FOR D=t TO S

cupP
240 IF Y<& THEM 290
CREATIVE CONPUTING 270 LET S(X,Y=D)w0

HORRISTOUN, WEU JERSEY 280 MEXT D

290 MEXT Z

300 BOTO IO
THE CUP 1S 30 LINES DOUN aNP 353 SPACES OVER. 310 LET U=t

THE PULL OF GRAVITY IS & LIKES/SECOND/SECOND. 320 BOTO 335
UHAT IS THE PUSH YOU UOULD LIKE TD GIVE THE BALL 330 LET u=2
ACROSE THE PAPER (IN SPACES/SECONDIT B 333 LEY S(29,L)s2
THE RESULTS MAY TAKE ANYNHERE BETUEEN 30 AND 70 SECONDS. 317 GOTO 345
340 LET ued
343 LET P$=" = =
. 340 LET SC3I0,L)=14:5(30,L-1}=1:8(30,L+1)=1:
. 3463 LET SE29,L-1)=135(29,L+1)=1
. 370 FOR X=1 TD 3¢
- 380 FOR X1=1 TO 40
. 370 IF S(X,X1)<>0 THEN 420
- 400 NEXT X1
- 410 6070 500
. 420 FOR Y=1 1O &0
. 430 PRINT KIDS(PS,S(X,Y)+1,1);
. 440 IF X=29 DR X=30 THEN 490
. 450 1IF Y=§0 OR Y=1 THEN 490
. 450 IF Y=) DR Y=59 THEN 500
& 470 IF S(X,Y)=2 AND S(X,Y+1)=0 THEN 500
. 480 IF SCX,Y)=t AMD S(X,Y+1)=0 AND S(X,Y+2)=0 THEN 500
. 490 NEXT Y
. 300 PRINT
. 510 MEXT X
. 520 PRINT
. 530 IF U=] THEN 570
. S40 1IF U=2 THEK 5%0
. S50 PRINT "YOU MISSED; TRY AGAIN.*
. 540 B0OTO &0
. 570 PRINT "RIGHT INii™
. 580 G6OTO 600
° 590 PRINT "YOU ALMOST DIDN-T MAKE 1T, BUT 1T BOUMCED IN."
. 400 PRINT “BO YOU WANT TO PLAY AGAINT"
A &10 INPUT As
Ladd 620 IF LEFTS(AS,1}="Y" THEN 30
430 Enp
YOU MISSED: TRY AGAIN, Ok
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Dealer x 3

In this game, you, the player, are given
$100 to start with. You then play five card
games loosely modeled on casino gam-
bling games, but with peculiar varia-
tions. The five games are well-explained
in the rules.

This game was written by Thomas
Carey.

DEALER”S CHDICE
CREATIVE COMPYTING
NORRISTOUN, NEW JERSEY

THIS PROBRAM WILL SIMULATE THE T.V, SHOW, DEALER’S CHOICE.
YOU HAVE $100 TO START WITH. ENJOY THE GAME.

FOR THE FIRST BAME, WE WILL PLAY OH THE WHEEL OF CHANCE .
THE DBJECT 15 SIMPLE. SUESS WHAT SUITE WILL APPEAR ON THE

WHEEL AND YOU WILL GET PALD AT THOSE ODBS IF TOU ARE RIGHT,

THEY ARE AS FOLLOWS:

1=DIANONDS AT 11 TO 1 DDDS
3=MEARTS AT 3 TO 1 ODDS
YOU MAY BET UP TO $25. 600D LUCK!

MHAT SUITE DO YOU MANT? 1

WHAT 1S THE BEY? 23

0.K. NOU THAT YOUR BEY IS5 IN, UE VILL SPIN
THE WHEEL, GOOD LUCK!

THE WHEEL IS SLOWING DOUN.

THE WHEEL 1§ STOPPING.

THE BULTE 18

sz | AmiE

YOU WIMN OH DIAMONDS

AT THE END OF PART 1, YOU HAVE $ 373

THIS 1S THE GAME OF 1N BETWEEN. THE OBJECT 1St 5 CARDS WILL
BE DEALT OUT. IF ANY CARD IS LESE THAY & 3 OR GREATER THAN A

10, THE BAME IS OVER. YOU MAY BET UP TD $30. YOUR MONEY
WILL BE DOUBLED EACH TIME YOU ARE RIGHT. &000 LUCK!

UHAT IS THE BET? 40

#6700 BET DVER THE HOUSE LINIT »es=

UHAT 1S THE BET? 30

CARD NUMBEE 1 18 A @

YOU ARE STILL IN THE GANE. YOU HAVE 60
ST0F 0K B80T G0

CARD HUNBER 2 IS & 4

YOU ARE STILL Is THE GANE. YOU HAVE 120
STOF CE GOT GO

CARD MUMBER 3 IS 4 7

YOU ARE STILL IN THE GAME. YOU HAVE 180
ST10P Ok GOT STOP

YOU UIK. AY THE END OF PART 2, YOU HAVE § 535

TRIS IS THE GANE OF BLACKJACK <DEALER’S CHOICE ETYLE>

THE QBJECT [S TO BEAT THE DEALER WITH QVER 17 DR 21 OR
UNDER. YOU WAY BET UP TO $30. YOU RAY STOP WUHEN YCU WISH.
IF YDU MAKE BLACKJACK, YOUR WONHEY IS DOUBLED.

If THE HOUSE DEALS OUY LESS TRAN A T0TAL OF 17 IN & TRIES,
YOU WILL KEEP THE HOMEY YOU BET. FAOD LUK

2=SPADES AT T T0 1 0DDS.
4=CLUBS AT I TO 1 0DDS.

HERE 1 80

THE CARD IS & 1

S0 FAR: 1

THE CARD 1S 4 10

S0 FARz 11

THE CARD IS A &

S0 FAR: 17

1 STOP. THE TOTAL FOR RE IS 17
NOM YOU 60

UHAT IS THE BET? 50

YOUR CARD IS & 5

S0 FAR THE TOTAL FOR YOU IS S

ST0P DR GOY GO

YOUR CARD IS A 12

S0 FaR THE TOTAL FOR YOU 15 17

ST0P OR 60 STOP

WE ARE THE SAME SO VE WILL PLAY ROAIN
THE DEALER WILL BET KIS CARDS FIRST

HERE [ 60

THE CARD 15 A 11

S0 FaR: 11

THE CARD IS A& 9

80 FAR: 20

I STOP. THE TOTAL FOR ME 15 20
NOM YOU 60

UNAT 15 THE BET? 50

YOUR CARD IS & 1

S0 FAR THE TOTAL FOR YOU IS 1
ST0P OR 60% GO

YOUR CARD IS & 12

S0 FAR THE TOTAL FOR YOU IS 13
S10F OR 807 GO

YOUR CARD IS A 1

S0 FaR THE TOTAL FOR YOU IS 14
ST0P OR GO? 6O

Youk CARD IS A 12

S0 FAR THE TOTAL FOR YOU 15 2é
THE DEALER BEAT YOU. YOU LOSE
AT THE END OF PART 3, YOU HAVE $ 323

NOU WE ENTER THE LAST CHANCE ROUND, IF YOU HAKE ue 10
$300 YOU WILL BE ABLE T3 GO INTD THE BONUS ROUKD. THE

OBJECT IS 10 GUESS INYD UMICH CATEGORY THE TOTAL OF S CARDS

WILL ARD UP TO. THESE ARE THE CATEGORIES:

1931-40 AT 1 TO 1 ODDS
3=21-31 AT 3 T0 1 0DBS
GOOD LUCK1!

2e41-50 AT 3 TC 1 00DS
4=46-20 AT 2¢ TD 1 0DDS

AT THIS POINT IN THE GAME YOU HAVE § 325

WHAT CATEGORY DD YDU VAKTY 2

UHAT 15 THE BETT 25

THE CARDS ARE NOU BEING ABDED UP

6000 LUCE!

CARD WUMBER 1 IS5 &4 1

S0 Fak: 8

CARD NUMBER 2 IS A M

S0 FAR: 19

CARD NUMBER 3 IS A 8

S0 Fak: 27

CARD MUMBER 4 IS A 7

50 FAR: 34

CARD MUMBER S5 15 A 10

S0 FaR: 44

AT THE END 0F THE GAME YOU HAVE A ORAND TOTA- ofF + 40
YOU ARE ELIBIPLE FOR THE BONUS ROUND.

0o YOU WANTY TO PLAY LY* YES

THIS IS THE BONUS ROUND. IF YOU GET A TOTAL OF 1,000
WITHOUT GETTING A SPADE IN THE ROLLS, YOU UILL GET

A GRAND PRIZE OF 919,000.9C. YDU RAY ST0F AT ANY POINT
DURING THE GAME. YOU WILL KEEP WHAT YOU NADE. GOOD LUCE!

THE PICE ARE ROLLIND

6000 LUCK.

THE DICE ARE

woeeSPADES 200 4ewd

T0TaL 200

YOU LOSE THE MOMEY FROM THE LAST CHANCE

ROURD BUT YOU STILL HAVE A GRAND TOTAL OF 3 400

R TR Y L e e ssamis P IiAvVES TTY
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110
120
130
140
130
140
170
180
19¢
200
210
220
210
240
250
260
270
280
290
3o
310
320
330
40
330
340
37
Jeo
3t
400
110
420
430
410
450
440
47¢
480
450
300
510
320
530
240
330
540

3%

730
740
750
760
770
780
790
1000
1910
1620

FRINT TAB(I1) "DEALER’S CHOICE"

PRIRT TAB(20);"CREATIVE COHPUTING"

FRINT TAB(18);"MORRISTOUN, NEU JERSEY"

PRINTzPRINTIPRINT

PRINT “THIS PROGRAN UILL SIAULATE THE T.Y. SHOU, DEALER’S CHOICE.”
PRINT “YCU HAVE $100 TD START WITH. ENJOY THE GAME.™:PRINT

0=10¢

PRINT “FOR THE FIRST GANE, VE UILL PLAY ON THE WHEEL OF CHAMCE."
PRINT "THE OBJECY IS SINPLE. GUESS WHAT SUITE WILL APPEAR DN THE"
PRINT “UHEEL AND YOU WILL 6ET PAID AT 7THOSE ODDS If YOU ARE RIGHT."
PRINT “THEY ARE AS FOLLOUS:":PRINT

PRINT “1DIAHONDS &7 11 10D 1 QBDS 2=SPADES AT 7 TO 1 QBDS."
PRINT "J=HEARTS AT 3 TQ 1 00DS 4=CLUBS AT 3 TO 1 QDBS."
PRINT *YOU MAY BET UP TO $29. BOOD LUCK!*:PRINT

PRINT "WHAT SUITE DD YOU WANT™::INPUT A

IF A > 4 0R A < 1 THEN 270

IF 4 <=4 THEN 280

PRINT "e+sYOU PICKED A URONG SUITE®4=*:G070Q 240

PRINT "UMAT IS THE BET“;:INPUT BB

IF B8 > 25 DR B8 <= 0 'TMEN 310

IF B8 <= 25 THEN 320

PRINT “w4+YQl BET OVER THE HOUSE LINITess":G0T0 280

PRINT “D.K. NOW THAT YOUR BET IS I, WE WILL SPIN“

PRINT “THE WHEEL, GOOR LUCK!™:FOR B1=1 TD 10+S20:MEXT B1

PRINT "THE UHEEL 15 SLDMING DOWN."

FOR B1=1 T0 7#570:NEXT BY:PRINT “THE WKEEL 15 STOPFING.*

FOR BI=1 TO 4¢370INEXT B0

PRINT "THE SUITE IS “:FOR B1=1 T0 44570

HEXT B

I=INTCASRND (12 #1)zPRINT “ewen";Z: 482"

IF I=A THEN 420

IF Z <> A THEN 470

ON Z BOTO 430,440,450,440

0=0#¢11+BB) :PRINT "YOU 4IN ON DIARONDE™:GOTO 480

U=sQ+(1sBBI:PRINT “YOU UIN ON SPADES":GOTH 480

Q=0+(3+BB):PRINT "YOU WIN ON HEARTS":00TU 480

0=0+(3#BB) :PRINT "YOU WIN ON CLUBS*:50T0 480

0=0-(1+BB):PRINT "YOU LOSE.™:GOT0 480

PRINT “AT THE EXD OF PART 1, YOU HAVE 4730

FOR P=1 TO 5:PRINT:MEXT P

PRINT "THIS IS THE GAME OF IN BETVEEN, THE OBJECT IS: 5 CARDS WILL"
PRINT "BE DEALT OUT. IF AMY CARD IS LESS THAN A 3 0R GREATER THAW A"
PRINT "10, THE GARE IS OVER. YOU MAY BET UP TO $30. YOUR NONEY™
PRINT “WILL BE DOUBLED ERCH TIME YOU ARE RIGHT. 600D LUCK!"yPRINT
PRINT "WHAT IS THE BET";:INPUT A

IF A > 30 THEN PRINT “##+¥0U BET OVER THE HOUSE LIKIT #e+=:B0TD 540
T=U+1:Z=INTC12#RND(T )01

PRINT “CARD WUMBER “;T:* IS A ";Z:B=B+(2¢4}

IF 2 €3 0RZ > 19 IHEN 430

IF T=3 THEN &30

FRINT “YOU ARE STILL IN THE GAME. YOU HAVE i |

FRINT “STOP OR 6D";:INPUT AS:IF A$="60" THEN 540

IF A$="STOP" THEN 650

0=0-4

PRIHT “YOU LDST, AY THE END OF PART 2, YU HAVE $"50:607D 440
PRINT “YOU UIN. AT THE EXD OF PART 2, YOU MAVE " B+0:B=E+0

FOR P=t TO S:PRINTINEXT P

PRINT "THIS IS THE GAME OF BLACKJACK <DEALER'S CHOICE STYLE>*
PRINT "THE DBJECT IS TO BEAT THE DEALER UITH OVER 17 OR 21 oR"
PRINT “UNBER. YOU MAY BET UP TO $50. YOU MAY STOP UNEN YOU WISH,"
FRINT “IF YOU WANE BLACKJACX, YDUR XOMEY IS BOUBLED.“

PRINT “IF THE HOUSE DEALS OUT LESS THAN & TOTAL OF 17 IN & TRIES,"
PRINT “YOU WILL KEEP THE RONEY YOU BET. BOOD LUCK!®:PRINT
E3m0:21=0:PRINT “THE DEALER ¥ILL BET HIS CARDS FIRST=:PRINT
£=0:C3=0

PRINT "HERE I 60"

A=INTC12#RND(1 ) #1)

I5=Q+25

PRINT “THE CARD IS A ";0:L=C+1

PRINT “S0 FAR:";ZS:IF (=4 THEN 850

IF I3<17 THEN 740

IF 23 > 21 THER 910

IF 25=21 THEN 880

IF 23 4 21 THEN 870

IF 25 >= 17 THEN 870

IF I35 < 17 THEN 8%0

IF I3 >= 17 THEM 800

PRINT *1 STOP. THE TOTAL FOR HE 15 “;25:PRINT “NOV YOU 80" :FRINT:GOT

PRINT
PRINT
PRINT
PRINT

“1 607 BLACKJACK":PRINY:60TD 930

"THE HOUSE DELT OUT LESS THaN 17. NOW YOU HUST TRY TO*

“BEAT ME"}:PRINT:6DTD 930

“1 BLEW IT. YOU WIN THE SREATEST AMOUNT ALLOWED 1O BE™
FRIAT "BET BY THE HOUSE.":60TD 1140

PRINT “"UHAT IS THE BET";:I&PUT A

IF A > 0 THEK 980

IF 4> S0 OR A (= 0 THEN 970

IF A <= 350 THEN 9%0

PRINT “eseYQU BET OVER THE HOUSE LIKITs#3":G0T0 930

PRINT “#weyQU BET QVER WHAT YOQU HAVE###"iGOTO 930

QU=INTC12#RUDU1)+1):PRINT “YOUK CARD IS @ ";Q13C3=C341
L1=01+21:PRINT “S0 FAR THE TOTAL FOR YOU 1S =;Z1:IF C3=4 THEN 1090
IF Z1 > 21 THEN 1120

PRINT “STOP DR GO*;:INPUT AS

1030
1040
1050
1060
1079
10640
1090
1100
me
1129
130
1140
11350
1140
120
1180
1190
1200
1210
1220
123¢
1249
1230
1260
1220
1280
129¢
1300
1310
1320
1330
1340
1150
1380
1320
1380
1190
1400
1410
1420
1430
1440
1439
1440
e
1480
1490
1500
1510
1520
1330
1540
1350
1540
1370
1580
1370
1400
1810
1620
1430
14640
1450
1660
1670
15680
1690
1700
17210
1220
1750
1740
17250
1740
1270
1780
1790
1800
1810
1820
1830
1840
1850
1840
1870
1880
1890
1900
1910
1920
1730
1940
193¢

IF a9="STOP" THEM 1050

IF A$="G60" THEW 990

IF I1=Z5 THEN 1100

IF % < 25 THEN 1120

IF Z1=21 THEN 1110

IF I3 <I1 THEMW 1130

iF I1 < 17 THEH 1140

PRINT “UE ARE THE SAME S0 UE UILL PLAY ADAIN":GDTQ /30
0=0+{2¢A :PRINT "YOU BEAT THE DEALER WITH BLACKJACK!'“:GOTQ 1170
0=0-(1+#A);PRINT "THE DEALER BEAT YOU. YOU LOSE“:G9TC 1170
0=0#(1#A):PRINT "THE GEALER LOST. YOU WIN®:BOTO 1170
U=0rit=A)sPRINT "THE HOUSE DELT QUT LESS THAN 17 1K*

PRINT “& TRIES. YOU GET THE MDNEY YOU BET™:B0TD 1170
0=0+30:PRINT "YDU KEEP IT WITH OUR BEST WISHES.®":6070 1170
PRIRY “AT THE END UF PART 3, YOU HAVE $*30

IF 0<=0 ftHEN 1580

FOR F=t TO S:PRINTINEXT P

PRINT “NOM VE ENTER THE LRS! CHANCE ROUND. If YOU NAKE UP TO"
PRIXT “4300 YOU WILL BE ABLE 70 6D INTO THE BONUS ROUND. THE"
PRIAT “OBJECT IS T0 GUESS INTO UHICH CATEGODRY THE TOTAL OF 5 CARI
PRINT “WILL ADD UP TO. THESE ARE THE CATEGORIES:":PRINT

PRINT "1=31-40 4T 1 TO 1 QDDS 2%41-30 AT 3 T0 1 oOpS"
PRINT “3=21-31 AT 3 70 1 0DDS 4=6-20 AT 20 TO 1 ODDS"
PRINT “GOOD LUCK!!'":PRINT

FRINT “AT THIS POINT IN THE GANE YOU HAVE $":0

PRINT “WHAT CATEGORY DC YOU MAHT"2:INPUT A

IF & <= 4 THEN 1320

IF & > 4 THEN 1390

FRINT “treY0J BET UN A WRONG CATEGORY###*zGOTD 1280

PRINT “UMAT 1S THE BET";:INPUT B

IF B <{= 0 THEN 1340

IF B > 0 THE# 1350

PRINT "=+«YOU BET QVER WHAT YOU HAYE##s":0870 1320

PRINY "THE CARDS ARE S04 BEINO ADDED UP“:PRINT "GOUP LUCK!"

B=INTLIZ9RNDCE)#1) 30020141

PRINT “LARD WUNBER ";C1;* 15 & "}0
I=2+0:PRINT “50 FAR: “3Z

IF C1=5 THEM 1429

6070 1370

0N A GOTD 1430,1440,1490, 1520

IF Z < 31 THEN 1540

If 2 < 40 THEN 1550

IF 2 > 40 THEN 1540

IF Z < 41 THEW 1540

IF Z < 50 THER 1560

IF 2 > 50 THEN 1540

IF Z < 21 THEN 1340

IF Z < 31 THEM 1560

IF Z » 31 THEW 13540

IF Z < & THEN 1540

IF Z < 20 THEK 1%70
0=0-()*B}:PRIXT *YOU LECSE" 25070 1580

0=0+( 1B} :PRINT *YOU WIN":GOTO 1380

0=z0#(3+B):60T0 1580

0=0+(20+B}:PRINT "YOU WIN“3;GOTC 1380

PRINT “AT THE EMD OF THE GAHE YOU HAVE A GRAND TOTAL OF $°30

IF 0 < 300 THEN 1940

FOR X=1 TO 6:PRINT CHR$47);:FOR Bi=1 TO S7QsNEXT B1:MEXT X
PRINT "YDU ARE ELIGIBLE FOR THE SUNUS RUUND.*

PRINT “D0 YOU UANT TD PLAY IT%;:iNPUT A%

IF A%="ND" THEN 1940

PRINT *THIS IS THE BONUS ROUNDB. IF YQU GET & TOTAL OF 1,000%
PRINT “UITHOUT GETTING A SPADE IN THE ROLLS, YOU MWILL GET®
PRINT “A GRAND PRIZE OF $10,000.00. YOU MAY STOP AT ANY POINT®
PRIMT "DURING THE GAME. YOU WILL KEEP UHAT YOU HADE. G0O0® LUCK!"
FRINT

BIM ACS),B(4):A9$="SPADES"

FRINT “THE DICE ARE ROLLING*:PRINT "GOOD LULK.*

PRINT “THE DICE ARE“

FOR B1=1 TD S70e5:NEXT BT

I=INTIS*RNBC1 141}

ACTI=S0:A(2)=100:A(3)°1502A(4)=200:A(5)=0

Y=INTC4=RND(1)#1)

BC1)=501B(2)=100:8(3)=1502B(4)=200

IF A(X)=0 THEW 1770

PRINT "#eet" JACX)3B(Y) ) "eeeav :PRINT =TOTAL “SALX)+B{Y) 165070 1810
FRINT “*s#s" 498, B(Y); “vexs"

PRINT "T0TAL *;B(Y):GOTQ 1870

BZ=B7+(A(X)#B(Y}):PRINT "YOU MOW HAVE ";B7:IF B? >= 1000 THEN 1890
PRINT “STOP OR GO“:INPUT BS

IF B#="BD*" THEN 1700

FRINT “SHART MOVE. YOU GET THE MONEY FRON THE BEGINNING DF®
PRINT "THE BAME PLUS THE BONUS ROUMB. AT THE EMD OF THE GANME"
PRINT "YOU HAVE THE GRAND TOTAL OF $4382+0:G0T0 1940

PRINT "YOU LOSE THE MDMEY FROM THE LAST CHANCE"

PRINT “ROUND BUT YOU STILL HAVE 4 GRAND TOTAL OF §°;0:6010 1940
FOR T=1 TO J:PRINT CHR$(?);:FOR B1=1 TO 570tNEXT Bi:NEXT T
B7=0+10000:PRINT TAB(15); " +2++CONGRATULATIONS*eke®

PRIKT "YOU VON THE GRAND PRIZE. AT THE END OF THE GAME, YOU HAVE"
FOR P=1 TO J:PRINT:NEXT P

PRINT TABCIB) ;= sesens”;B7; "sxsnge"

PRINT “THIS 1S THE EMD OF THE GAME. I HOPE YOU ENJOYED IT."

Enp



Deepspace is another version of a
space battle. You become the com-
mander of either a scout ship, cruiser, -
or battleship. You then pick the
weapons, and planetary system to
patrol, and it's time to do battle.

The closer you get to the enemy, the
better your chance of destroying him,
Unfortunately, his chance of destroy-
ing you also improves. If you get too
close, you can damage yourself; when
a vessel's damage rating reaches or
exceeds 100, it's destroyed.

Suggestion: Change the time
between reports—this will shorten the
game by allowing you to get closer
faster.

Deepspace originally appeared in
Creative Computing, Mar/Apr 1976.

RUN
DEEPSPACE
CREATIVE CONPUTING
HORRISTOUM, MEVU JERSEY

THIS IS DEEPSPACE, A TACTICAL SIMULATION OF SHIP TO SHIP
CONBAT IN DEEP SPACE.

DO YOU UISH INSTRUCTIONST YES

YOU ARE OME OF A GROUP OF CAPTAINS ASSIGNED TO PATROL A
SECTION OF YOUR STAR ENPIRE‘S BORDER AGAINST MOSTILE
ALIENS. ALL YOUR ENCOUMTERS WERE VILL BE AGAINST HOSTILE
VESSELS. YOU WILL FIRST BE REOUIRED TO SELECT A VESSEL
FROM OME OF THREE TYPES, EACH WITH ITS DUN CMARACTERISTICS:

TIPE SPEED CARBO SPACE MTEBTIN
1 scourt 10X 1é

2 CRUISER X 24 2

3 BATTLESHIP 2X R S

SPEED 185 GIVEN RELATIVE TO THE OTHER SHIPS.

CARGO SPACE 15 IN UNITS OF SPACE ABOARD SHIP UHICH CAN BE
FILLED WITH WEAPONS.

PROTECTION IS THE RELATIVE STRENGTH OF THE SHIP/S ARNOR
AND FORCE FIELDS.

ONCE A SHIP HAS BEEW SELECTED, YOU UILL BE INSTRUCTED TO ARN
IT UITH WEAPONRY FROM THE FOLLOWING LIST:

TYPE CARGD SPACE REL. STRENGTH

1 PHASER DANKS 12 4
2 ANTI-NATTER NISSILE 4 20
3 MYPERSPACE LANCE 4 16
4 PHOTON TORPEDD 2 10
S HYPERON MEUTRALIZATION FIELD 20 é

VEAPONS 81 & 85 CAN BE FIRED 100 TIMES EACH; ALL OTHERS CAN
BE FIRED ONCE FOR EACH ON BOARD.
A TYPICAL LDAD FOR A CRUISER MIGNT CONSIST OF:

1-#1 PHASER BANK = 12

2-81 HYPERSPACE LANCES = 8

2-84 PHOTON TORPEDOES = 4

24 UNITS OF CARGO

A WORD DF CAUTION: FIRING HIGM YIELD VEAPONS AT CLOSE (<100)
RANBE CAN DE DAMBEROUS TO YOUR SHIP AMD NINIMAL DANAGE CAN
OCCUR AS FAR OUT AS 200 IN SONE CIRCUNSTAMCES.

RANGE 15 GIVEN IN THOUSAMDS OF KILOMETERS.
ERNENERIER RS

HKAMUEVER CHART

FIRE PHASERS

FIRE AMTI-NATTER NWISSILE
FIRE NYPERSPACE LANCE
FIRE PHOTON TORPEDD

- el A -

ACTIVE HYPERON NEUTRALIZATIOM FIELD
SELF-DESTRUCT

CHANGE VELOCITY

BISENGAGE

PROCEED

- N WA

YOU HAVE A CHOICE OF THREE SYSTEMS TO PATROL.

1 ORION

2 DENED

3 ARCTURUS

SELECT A SYSTEX(1-327 3

UNICH SPACECRAFT UOULD TOU LIKE(1-3)7 2

YOU HAVE 24 UMITS OF CARGO SPACE TO FILL VITH UEAPOHRY.
CHOOSE A VEAPON AND THE ANOUNT TYOU WISH.? 1,1

YOU HAVE 12 UNITS OF CARGO SPACE TO FILL WITH UEAPONRY.
CHOOSE A WEAPON AND THE ANOUNT YOU UISH.? 2,1

YOU HAVE 8 UNITS OF CARGO SPACE TO FILL WITH UEAPOMRY.
CHDOSE A UEAPON AND THE AMOUNT YOU WISH.? 3,1

YOU HAVE 4 UNITS DF CARGO SPACE TO FILL WITH WEAPONRY.
CHNOOSE A VEAPDN AND THE ANOUNT YOU NISH.T 4,2

RANGE 1D TARGET: 743.471
RELATIVE VELOCITY: J3.24434
ACTION? ¢

RANGE TO TARGET: 482.097
RELATIVE VELOCITY: 3.24454
ACTIONT 9

RANGE TO TARGET: 620.703
RELATIVE VELOCITYs 3.24454
ACTIONT 7

CMANEE TO BE EFFECTED? .5

RAMGE TO TARBET: £20.703

RELATIVE VELOCITY: 3.74634

ACTIONT 4

SCANNERS REPORT ENENY DANAGE NOU: 4.38838

DAMAGE COMTROL REPORTS YOUR VESSEL DANAGE AT: 5.20508

RANGE TO TARGET: 547.271

RELATIVE VELOCITY: 3.74454

ACTIONT 1

SCANNERS REPORT ENENY DAMAGE MOU: 5.3724

DANAGE CONTROL REPORTS YOUR VESSEL DANAGE AT: 11.7754

RANGE TO TARBET: 473.83¢

RELATIVE VELOCITY: 3.74654

ACTIONY 3

SCAMNERS REPORT ENENY DANAGE NOW: 23.11%7

DANABE CONTROL REPORTS YOUR VESSEL DANAGE AT: 20.3527

RANBE TD TARBET: 400.407

RELATIVE VELOCITY: 3.74454

ACTIONT 2

SCANMERS REPORT EMENY DAMAGE MOU: 47.8738

DANAGE CONTROL REPORTS YOUR VESSEL DAMAGE AT: 32.0649

RANGE TO TARGET: 326.775
RELATIVE VELOCITY: 3.74454
ACTIONT 7

CHNANGE TO BE EFFECTED? -2

RANGE TO TARBET: 326.973

RELATIVE VELODCITY: 1.74454

ACTIONY 1

SCANMERS REPORT ENEMY DAMAGE NOW: 54.5828

DANAGE CONTROL REPORTS YOUR VESSEL DAMAGE ATz 49.1026

RANGE TO TARGET: 298.48%
RELATIVE VELOCITY: 1,.74654
ACTION? €

ANOTHER BATTLE? MO

TRY AGAIN LATER!

ox



100
110
120
130
15¢
140
170
180
200
210

PRINT TAB{(24);"DEEPSPACE"

PRINT TAB(20);"CREATIVE COMPUTING®

PRINT TAB(18);"NORRISTOUN, MEY JERSEY"

PRINT:PRINT:PRINT

PRINT "THIS IS DEEPSPACE, A TACTICAL SINULATION OF SHIP TO SHIP®
PRINT “COWBAT IN DEEP SPACE.®

PRINT “DO YOU WISH INSTRUCTIONS";:INPUT I%

IF I$="H0" THEM 410

PRINT *YOU ARE ONE OF A GROUP OF CAPTAINS ASSIGNED TO PATROL A"
PRINT *SECTION OF YOUR STAR EMPIRE-S BORDER ABAINST HOSTILE®

PRINT "ALTENS. ALL YOUR ENCOUMTERS HERE WILL BE AGAINST HOSTILE"
PRINT "VESSELS. YOU WILL FIRST BE REQUIRED TO SELECT A VESSEL"
PRINT "FROM ONE OF THREE TYPES, EACH WITH ITS OWN CHARACTERISTICS:"
PRINT:PRINT “TYPE", “SPEED","CARGO SPACE",“PROTECTION®

PRINT "1 SCOUT","10X","16","1"

PRINT *2 CRUISER™,"4X","24","2"

PRINT *3 BATTLESHIP®,"2X",*30%, "3"

PRINT:PRINT *SPEED IS GIVEN RELATIVE TO THE OTHER SHIPS."

220
230
240
260
270
280
290
30

320 PRINT "CARGO SPACE IS IN UNITS OF SPACE ABOARD SHIP WHICH CAN BE"
330 PRINT "FILLED UITH UEAPONS.™

340 PRINT "PROTECTION IS THE RELATIVE STRENGTH OF THE SHIF’S ARNOR®
330 PRINT "AND FORCE FIELDS."

370 PRINT:PRINT “OMCE & SHIP HAS BEEM SELECTED, YOU WILL BE INSTRUCTED T
0 ARM"

280 PRINT “IT WITH UEAPDNRY FROH THE FOLLOUING LISTe"

390 PRINT

400 PRINT “TYPE CARDO SPACE REL. STRENGTH®
410 PRINT "1 PHASER BANKS 12 4

420 PRINT "2 ANTI-MATTER NISSILE 4 20"

430 PRINT "3 HYPERSPACE LARCE 4 15*

440 PRINT "4 PHOTON TORPEDD 2 10"

450 PRINT "5 HYPEROM NEUTRALIZATION FIELD 20 "

470 PRINT:PRINT "WEAPONS #1 & #5 CAN BE FIRED 100 TIKES EACH; ALL OTHERS
CAN

480 PRINT “BE FIRED ONCE FOR EACH OM BOARD."

490 PRINT "A TYPICAL LOAD FOR A CRUISER MIGHT COMSIST OF:*
500 PRINT " 1-#1 PHASER BANK = 12"

510 PRINT " 2-#3 HYPERSPACE LANCES = g"

$20 PRINT " 2-#4 PHOTON TORPEDOES = 4"

530 PRINT ~ mme==messe-s "

540 PRINT " 24 UNITS OF CARSD™
550 PRINT " A VORD OF CAUTION: FIRING HIGH YIELD VEAPONS AT CLOSE (<100)
560 PRINYT “RANGE CAM BE DANGERDUS TO YOUR SHIP AND RINIWAL DAMAGE CAN"
570 PRINY “OCCUR AS FAR OUT AS 200 IN SONE CIRCUMSTANCES."
590 PRINT:PRINT “RAMNGE [§ GIVEN I& THOUSANDS OF KILOMETERS."
400 BOTOD 640

410 PRINT “DO YOU UISH A HANUEVER CHART™;:1INPUT MN$

420 IF HM$="ND*™ THEN 770

&40 PRINT " T TN TR A

450 PRINT " MANUEVER CHART":PRINT

470 PRINT * 1 FIRE PHASERS®

&80 PRINT * 2 FIRE ANTI-MNATTER MISSILE"

490 PRINT = 3 FIRE HYPERSPALE LANCE"

700 PRINT * 4 FIRE PHOTON TORPEDD™

710 PRINT * § ACTIVE HYPERON NEUTRALIZIATION FIELD™

720 PRINT " & SELF-DESTRUCT"

730 PRINT " 7 CHANGE VELOCITY™

740 PRINT " 8 DISENGAGE™

750 PRINT " ¢ PROCEED®

770 PRINT:PRINT “YOU HAVE A CHOICE OF THREE SYSTEMS TO PATROL.™
780 PRINT "1 ORION*

790 PRINT "2 BENEB*

800 PRINT “3 ARCTURUS"

810 PRINT "SELECT A SYSTEN(1-3)“;:1IRPUT S%

820 IF S5%=1 THEN 2380

830 IF §9=2 THEN 2430

840 GOTO 2480

850 Do=0

860 D1=0

870 M1=0

880 M2=Q

890 M3=0

900 NA=Q

910 p=0

920 PRINT “WHICH SPACECRAFT WOULD YOU LIKE(1-3)*;:IMPUT §

930 ON § BOTO 1790,1830,1870

760 6OTO 720

970 C=C0

980 PRINT “YOU HAVE *;C;“UNITS OF CARGD SPACE TO FILL UITH UEAPONRY.”
990 PRINT "CHOOSE A UEAPON AND THE AMOUNT YOU WISH.";:INPUT W,N
1000 ON U GOTE 1910,2010,2100,2190,2280

1050 6OTOD 780

1060 IF NeC1>C THEW 2530

1070 C=C-NeC1

1080 ON W B0TO 1990,2080,2170,2240

1120 BOTOD 2340

1130 IF C>1 THEN 980

1140 REA

1150 S1=80¢RND(0)

1180 R=(3I*RND(O)+5)+100

1180 PRINT:PRINT "RANGE TQ TARGET:":R

Tive
1200
1210
1290
1300
1310
1320
1330
1340
1350
1360
1370
1380
1390
1400
1410
1420
1430
1440
1430
1460
1470
1480
1490
1500
1310
1520
13530
1540
1350
1560
1370
1580
1390
1600
1410
1420
1630
1440
1430
1460
1670
1680
14690
1700
1710
1720
1730
1740
1750
17560
1770
1780
1790
1800
1810
1820
1830
1840
1850
1840

PRINT "RELATIVE VELULITTS 43l
PRINT “ACTLON™;:INPUT H

ON K GDTO 1940,2030,2120,2210,2310,1640,1390,2760

1IF R<S00 THENR 1500
IF St>0 THEN 1330 1870 S50=2
ReR+4(5198.3)°1,25 1880 £O=30
GOTO 1340 1890 PO=3S
R=R-(51+8.3)"1.2% 1900 8070 970
1F R>1500 THEN 25%0 1910 Ci=12
IF R>0 THEN 1370 1930 BOTO 1040
R==R 1240 P1=4
PRINT 1950 IF Ni=Q THER 214
60OTD 1189 1960 Ni=M1-1
PRINT “CHANGE TQ BE EFFECTED";:INPUT S2 1970 Z=200
If (514§2)750 THEM 2550 1960 BOTO 1430
§1=51452 1990 N1=H14N
B0TD 1180 2000 GOTO 1130
FO=PI#(Z/R) 1.9 2010 Ci=d
REN 2020 607D 1040
DO=(2+FQ+3IsFQ*RND(Q) }/5 2030 P1=20
p=D#DO 2040 IF K2=0 THEN 264
PRINT "SCAMNERS REPORT EMEMY DAMAGE MOW:™;D 2050 N2=N2-1
IF D299 THEN 2720 2060 22500
BOTO 1510 2070 GOTD 1430
00=0 2080 N2=N2+M
REM 2090 BOTO 1130
K=E1+E2+RND(D) 2100 C1=4
REM 2110 GOTO 1040 :
E=EI+E4*RND(0)+5/PO*RND (0} 2120 P1=14
REM 2130 IF M3=0 THEN 246
FI=E(K/R)"1.85 2140 N3=H3-1
P2=(3*+F3+I+F3+RADCO) } /5.5 2150 I=550
Di=D1+D2 2160 GOTO 1430
If (Z#DO)/(R#300)>2.2 THEN 1420 2170 NI=NI+N
DI=DOe2/(R"2¢P0) 2180 GOTO 1130
D1=D1+D3 2190 Ci=2
PRINT "DAMAGE CONTROL REPORTS YOUR VESSEL 2200 GOTO 1040
IF D1>99 THEW 2740 C——‘D 2210 Pi=10
IF D>99 THEM 2760 DANAGE AT2*3DT 2220 IF W4=D THEN 248
BOTD 1300 2230 NA=N4-1
PRINT "SELF DESTRUCT FAILSAFE ACTIVATED!'!™ 2240 =400
PRINT “INPUT 1 TO RELEASE FAILSAFE“JrINPUT U 2250 GOTD 1430
IF Ust THEN 1700 2260 NA=NA+N
GOTO 1290 2270 GOTO 113¢
PRINT “SELF DESTRUCT ACCOMPLISHED* 2280 C1=.20
IF RY60 THEW 1740 2290 W=100
PRINT “ENEWY VESSEL ALSD BESTROYED" 2300 6OTD 1040
6070 2740 2310 Pl=§
04=3200/k 2320 IF NS5=0 THEN 270
D=D+D4 2330 NS=N5-1
IF D>99 THEN 1720 2340 1=250
PRINT *ENEHY VESSEL SURVIVES WMITH®;D;=DAMAGE® 2350 60TO 1430
GOTD 2740 2360 NS=NS5+N
§0=10 2370 60TO 1130
Co=14 2380 E1=150
PO=1 2390 £22500
G0OTO %70 2400 E3=3
504 2410 E4=4
Co=24 2420 80TO 850
PO=2 2430 E1=200
GOTD %70 2440 E2=350
2450 Els4
2440 E4=3
2470 6OTD 850
2480 E1=150
2530 FPRINT *"NOT ENDUGM SPACE. RESELECT" 2470 E2=400
2540 GOTO 960 2500 E£3=5
2550 PRINT *CHANGE BEYOND MAXINUM POSSIBLE® 2510 E4=2
2540 PRINT “"INCREASING TO MAXIMUN" 2520 G6OTO 850
2570 §1=50
2580 GDTO 1300
2590 PRINT "OUT OF SENSOR RANGE. AAUTOMATIC DISEMGABE."
2600 8070 2760
2410 PRINT "PHASER BAMKS DPRAINED®
2620 PRINT “SELECT AMOTHER COURSE OF ACTION®
2630 GDTO 1200
2440 PRINT ™ ALL ANTI-MATTER MISSLES EXPENDED"
2650 GOTD 2620
2640 PRINT "ALL HYPERSPACE LANCES EXPENDED"
2670 80TO 2420
2680 PRINT “ALL PHOTOM TORPEDD TUBES EMPTY"
2490 80TO 2420
2700 PRINT "HYPERON MNEUTRALIZATION FIELD DRAINED™
2710 GOTD 2620
2720 PRINT “ENEMY VESSEL DESTROYED™
2730 BOTO 1510
2740 PRINT "YOUR VESSEL HAS BEEN DESTROYED"
2760 PRINT "ANOTHER BATTLE®::INPUT RS
2770 IF R$="YES® THEN 810
2780 PRINT “TRY AGAIN LATER{"
2790 END



In this game, you are in an ex-
perimental building with one million
rooms in it. The building is one
hundred rooms long, one hundred
rooms wide, and one hundred rooms
high.

You have just received a telephone
call from a mad bomber who tells you
he has planted a bomb someplace in
the building. Fortunately you are
armed with a bomb detector that
registers a stronger and stronger signal
as you get closer to the bomb. You start
at the bottom right-hand door of the
" building, at the room 0,0,0. Inresponse
to the signals from your detector, every
ten seconds you may try a new roomto

BEFUSE search for the bomb. You have two
CREATIVE COMPUTING hundred seconds or twenty trials to
HORRISTOUN, WEU JERSEY find it.
It's fairly easy to find the bomb once
you get the knack of how your detector
YOU ARE IN & SOVERMMENT Elr!l{u%llllﬂ_ m::xuu works. However, we're not going to
1,000,000 ROOKS IN IT. THE DUILDING IS ¥ "~
LONG(8-99), 100 ROONS UIDECO-99), AND 100 ROONS HION(0-39). spoil it for you and tell the secret.
I8 IT & BOWS IS HIDDEW. TRE DOMR SENDS DUT SIGNALS THAT LIST
GET STROMGER AS YOU GET CLOSER. YDU HAVE 200 SECONDS 1 PRINT TAB(24);"BEFUSE"
TD PEACTIVATE 1T, 2 PRINT TAD(20);"CREATIVE CONPUTING™
3 PRINT TAR(18);°MORRISTOMM, NEV JERSEY®
SIBNAL Lou o SEC. COORDIMATES(L, U, H} 4 PRINTZPRINT:PRINT
145499 ¢ o 0 0 1 90,90,90 19 PRINT *YOU ARE 1M & BOVERNMEMT EXPERINENTAL BUILDING WITH®
9454, 11 90 90 90 10 * 80,90,90 20 PRINT *1,000,000 ROOMS IN IT. THE BUILDING IS 100 ROONS™
9454.21 B0 80 90 20 1 80,80,80 30 PRINT "LONB(O-77), 100 ROONS UIDE(O-99), AND 100 RODMS HIGH(0-99)."
9535.79 g0 80 80 30 7 90,80,70 40 PRINTZPRINT "IN IT & DONB IS HIDDEN. THE BOND SEWDS OUT SIGMALS THAT
8535.79 80 80 70 40 v §0,80,85 50 PRINT "GET STRONGER AS YOU GET CLOSER. YOU WAVE 200 SECONDS®
764,21 g0 8¢ 8% 50 T 83,080,846 &0 PRINT *T0 DEACTIVATE IT."
9864.21 80 B0 84 &0 v 80,80,84 20 PRINTzASINT{100sRND(1))gB=INT{1008RNDL1))
9935.79 80 80 B4 70 * 80,70,85 80 C=INT(100#RND(1)):1F >0 THEN 90
9974.21 g0 70 85 80 1 80,60,85 85 IF BX0 THEN 90
9984.21 g0 &0 85 20 * 80,50,85 87 IF Ce0 THEN B0
9994.21 g0 S0 85 100 T 80,45,85 90 D=0:E=0;F=0:0=0
9999.21 B0 45 BS 10 v 80,40,83 100 PRINT *STGNAL®;TAB(1S)3%L";TAB(20) ;U™ TAB(25);"H™;
9995.79 80 40 BS 120 1 70,45,85 105 PRINT TAB(3S):*SEC.";TAB(S0);"COORDINATESIL, U, )"
9299. 31 79 43 | -] 130 T 40,45,83 110 PRINT !Om-ﬁlsuullhl'tﬂu!—(IHOME-DFHOOIP;
1977.61 40 45 85 140 7 30,45,85 112 PRINT TABCI4)3D:TABCI9)JE;TAR(24) ;F;TAR(IS) 6} TRBESOY;
2999.71 30 45 85 150 T 20,45,85 120 INPUT D,E,F:6=B+10:IF ACXD THEN 130
9999.81 20 45 85 160 7 0,45,8% 125 1F BOE THER 130
9999.99 © 45 8BS 170 1 1,45,85 127 IF C=F THEN 170
BONE DEACTIVATED AT 180 SECONDS!IY 130 IF 6=200 THEN 140
WANT T0 PLAY ABAINT YES 135 607D 180
180 PRINT *BOOBDODNMN{ ) 1*:PRINT “YOU BLEV 17. THE BUILDIHG BLEV UP.*
SI6NAL L U H SEC. CODRDINATES(L,N,H) 145 PRINT “THE BONE UAS LOCATED AT THE COORDINATES(L,U,H):*;A;BiC:PRINT
1949.04 ¢ 6 0 0 1 0,0,50 150 PRINT “UANT TO PLAY AGAIN";
9969.04 ¢ 0 50 10 1 0,0,40 160 INPUT Z8:IF LEFTS(Z8,))9°Y" THEN 70
030,96 ¢ 0 40 20 7 0,0,40 165 60TO 999
29469.04 0 0 40 0 t 0,0,70 170 PRINT “BONB DEACTIVATED AT®;6;* SECONDS!!!":60T0 130
8030.%6 o o 70 a0 * 0,50,40 180 IF D>99 THEN 200
8980.94 0 % 40 50 7 0,%0,40 183 IF DCO THEM 200
§940.96 0 %0 &0 50 7 50,0,60 185 IF E>79 THEN 200
7030. 44 50 0 40 70 7 0,10,40 187 IF E<0 TMERM 200
9020.98 o 10 40 80 T 1,0,460 190 1F F>99 THEN 220
$030,95 10 &0 90 ?1,0,% 195 1F FCO THEM 230
94705 1 o 50 100 T 10,0,5 197 6OTD 110
P959.14 10 ] 30 10 7 30,0,50 200 PRINT “YOU UALKED OUT A WINDOW ON THE“;:IF F<4 THEN 240
9769.34 3 ¢ 50 120 7 50,%0,50 205 PRINT F;"TH FLOOR!F!™
9980. 44 50 S0 S0 130 7 40,50,50 210 PRINT *YOU UERE KILLED AND";200-6;“ SECONDS LATER THE BUILDING®
9980.346 80 30 50 140 1 50,40,50 215 PRINT “BLEW Pt 1=:z60T0 150
9970.46 50 &b S50 150 1 55,50,50 220 PRINT *Y0U ARE ROM"jF+9;® FEET IN THE AIR!!1":60T0 210
998041 55 S0 %0 160 7 51,49,49 230 PRINT “YOU ARE NOU";-1#(F+9)"FEET UNDERGROUNDI!!":60T0 210
9918.55 S1 A7 4% 170 7 5¢,55,50 240 OR F G070 250,260,270
9975.46 se S5 S0 180 7 51,51,51 250 PRINT * 15T FLODRI!!*:60T0 210
9879.45 51 51 St 190 1 40,50,50 240 PRINT = 2MD FLOOR!!!*:GOTO 210
BROOCI M1 1N 270 PRINT * 3RD FLOOR!!!*:GOT0 210
¥YOU BLEW 1T, THE BUILDING BLEW UP. 999 END

THE BONZ WAS LOCATED AT THE COORDINATES(L,U,H): »& 30 0 o



DODGEM is a game originally devis-
ed in 1972 by Colin Vout, then a student
at the University of Cambridge,
England. It got its major publicity from
Martin Gardner who discussed it in the
June 1975 issue of Scientific American.
Complete instructions are in the sam-
ple run.

It may be played by two players in
which case the computeris the referee,
or by one player against the computer.
The computer, incidentally, plays un-
commonly well. This is not surprising
since Dodgem was written by the very
talented and prolific Mac Oglesby.

RUN
DODGEX
CREATIVE CONPUTIRG
HORRISTOUN NEW JERSEY

B0 YOU WANT INSTRUCTIOMS FOR DOBGENT Y

HERE’S & SAMPLE PLAYING BOARD:

o el
B s s s

e = = =
= = o o

TU0 SETS OF PIECES (DIGITS ANP LETTERS) RACE AT RIGHT AMGLES
ACRDSS A SOUARE BOARD. VACANT LOCATIONS ARE SHOUM AS PERIODS.
YOU CHOOSE THE THE BOARD SIZE (THE ONE ABOVE IS $SIIE S.)

L]

THE OBJECT IS TO MOVE ALL OF YOUR PIECES ACROSS THE BOARD

AND OFF THE OPPOSITE EPOGE. DIGITS LEAVE THE BOARD OMLY AT

THE EASTERN EDGE; LETTERS ONLY AT THE NORTHERK. THE WIMNER
1S THE PLAYER UHOSE PIECES HAVE ALL LEFT THE BOARD.

THE PLAYERS BO IR TURM, MOVING ONE OF THELR PIECES TO AN
ARJACENT LOCATON WHICH 15 EITHER OFF THE BOARD OF CURRENTLY
VACANT. THERE ARE N0 DIAGONAL MOVES, NO JUMPS AND MO CAPTURES.
DIGITS CANNDT WOVE WEST, MOR LETTERS WOVE SOUTH.

TD WOVE & PIECE, TYPE ITS NAME AND THE FIRST LETTER OF THE
DESIRED DIRECTION. EXANPLES:

2E HEANS THAT PIECE 2 UANTS 10 60 EAST

BU NEANS THAT PIECE D WANTS TO 60 WEST.

NOTE: YOU FORFET THE GANE IF YOUR NOVE LEAVES YOUR OPPDMENT
WITHOUT ANY LEGAL MOVE.

LASTLY, YOU MAY TYPE R TO RESIGN AND R FOR HELP.
BOARD SIIE (3-4)7 4

HOW HANY PLAYERS (1 OR 217 1

Ok, THE CONPUTEE WILL WOVE THE DIBITS.

WHD HOVES FIRST (r=CONPUTER, 2=YOU)? 2

HERE WE 60...

. R e

R

LETTERS WOVE? CH
THE DIGITS HOVE: 1E

e e ¢

. e
. e
« & B

LETTERS MOVE? Ak
THE DIGITS MOVE: 1E

. -
- e

[

» e »

LETTERS MOVE? Cn-
THE DIGITS MOVE: 1E

. td B
« o ) =

49



LETTERS WOVE? CN J40 LET PO1,0)=A-1slel PUZ,00=R"1

ILLEGAL MOVE OR BAD INPUT. 380 FOR J=1 TO A-1
INPUT IGMORED. TYPE H FOR HELP. 390 LET P{1,00=102041
LETTERS WOVE? H 400 MEXT J
THE LETTERS HAVE THESE LEGAL NOVES: 420 FOR J=1 TQ A-1

AN AE BN BE BU CH 430 LET P(2,0)=103A+JH1
LETTERS MOVET BN 440 NEXT J
THE DIBITS MODVE: 1E 460 LET F=1

470 LET M4(1)="NES"

480 LET W8(2)="NE U*

LET C$(1)="DIB1TS"

500 LET C$(2)="LETTERS"

S10 LET A$(1)="1234567"

520 LET A$(2)="hBCDEFG"

LETTERS MOVE? AN{ 540 FOR J=1 TO A

THE DIGITS MWOVE: IE 570 IF J=A& THEN 430

580 LET D9(J,1)=CHRS (48+))

590 FOR K=2 TD A

LET D8(J,K)="."

410 NEXT K

420 GOTO &70

630 LET D8(J,1)=" "

LETTERS MOVEY CM &40 FOR K=2 T0 A

THE DIBITS NOVE: 2M 450 LET D8(J,K)=CHRS (43+K)
&40 NEXT K

c 470 MEXT J

. R
. Eee b
.« we #
= & M

3

2 A
- :

. s 30

490 PRINT "HOU NANY PLAYERS (1 OR 2)";
700 INPUT B
710 IF B=2 THEN 800
720 IF B=1 THEN 740
LETTERS MOVE? AN 730 8OTO 490
THE DISITS MOVE: 2§ 740 PRINT "OK, THE COWPUTER UILL MOVE THE DIGITS,*
750 PRINT "uHO NOVES FIRST (1=CONPUTER, 2=YOU)™;
c 760 INPUT F
: 770 IF (2-F)%(1-F)=0 THEN 800
. 780 PRINT “PLEASE TYPE 1 OR 2. NOW,";
) 790 6070 750
800 PRINT
LETTERS MOVE? CN 810 PRINT *HERE VE 60..."
THE DIGITS MOVE: 2€ 840 PRINT
850 FOR J=t TO A
. 860 FOR K=1 T0 4
. 870 PRINT * *;D8(J,K);
i 890 MEXT X
. 80 PRINT
900 MEXT J
LETTERS MOVET BN 910 PRINT
THE DIGITS WOVE: 3E 950 FOR J=F T0 3-F STEP 3-2¢F
760 REM
A . 980 FOR Ji=1 TD A-1
2 i 990 LET R=INT(P(J,J1)/10)
i ; 1000 LET C=P(J,J1)-10R
. . 1020 ON J 6070 1040,1100

« GdEDe

1040 IF CwA THEN 1080
LETTERS MOVE? AN 1050 IF C > A THEN 1070
THE DIGITS MOVE: 3E 1060 6OTD 1140
1070 6070 1250
1080 6070 1300
1100 IF R=1 THEN 1140
1110 IF R=0 THEN 1130
1120 60TQ 1140

1130 8070 1250
LETTERS NOVE? BH 1140 6OTO 1300

THE DIBITS s 3E 1140 REM

1165 IF DICR-1,C)="." THEN 1240
1170 IF DS(R,C+1)e".* THEN 1240
1180 IF J=2 THEN 1220
1190 IF D#{R+1,C)="." THEN 1210
1200 BOTO 1250
1210 6070 1300
LETTERS MOVEY BN 1220 IF DS(R,C-1)="." THEN 1240
1230 80TD 1250
s3¢ THE LETTERS UIN!'!! 1240 0070 1300
oK 1245 PRINT *BBS---1245%,J1
1250 NEXT Jt
1260 PRINT “THE *3C$(3-J);* WAVE ND LEGAL MOVES FOR THE “;C8$(J)3=¢"
LIST 1270 PRINT “THE *;Ce{J);" WINt1(®
1280 STOP
10 PRINT TAB(24);"DODGEN" 1300 1F B=2 THEN 1750
20 PRINT TAB(18);"CREATIVE CONPUTING" 1310 IF J=2 THEN 1750
30 PRINT TAB(14):“NORRISTOWN NEW JERSEY" 1340 LET L1=2
40 PRINT:PRINT:PRINT 1350 FOR LO=1 TO 3
240 PRINT *DO YOU UANT INSTRUCTIONS FOR BODEEN"; 1370 ON Ld GOTD 1450,1380,1430
250 INPUT AS 1380 IF RMB(1) € .5 THEN 1410
260 GOSUB 2950 1390 LEY Li=t
270 IF LEFTS$(a8,1) <> *Y" THEN 290 1400 GOTO 1450
280 BOSUB 3130 1410 LET L1=3

1 4%A EOATH 14AEA

P N
« + mDEs
* Ldw »
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480
420
500
510
520
540
1570
1360
1590
1620
1630
1640
14650
1460
1490
1700
1710
1720
1730
1740
1750
1760
1770
1790
1800
1810
1
1813
1813
1817
1830
1832
1834
1836
1838
1850
1860
1870
1880
1890
191¢
1930
1740
1950
1940
1970
1990
2000
2010
2020
2040
2070
2080
2090
2100
210
2140
2150
2140
2170
2180
2210
2220
2230
2240
2250
2280
2290
2300
2310
2330
2340
2350
2360
2343
2380
2390
2400
2410
2420
2430
2440
2450
2440
2480
2490
2500
a0
2530
2550

2540
ARIA

IF P1 <= A=1 THEN 1000

LET P1sP1-(A-1)

LET R=INT(P(J,P1)/10)

LET C=P(J,P1)-10¢R

IF C > A THEN 1720

ON L1 60TO 1570,1620,1490
IF DS(R-1,C)="." THEN 1390
8070 1720

6070 2090

IF DM(R,C+1)="," THEN 1440
IF C=A THEK 1450

6070 1720

LET P(J,0)5P¢J,00-1

GOTD 2140

IF DO(R+1,C)="." THEN 1710
010 1720

§07T0 2230

NEXT L2

NEXT LO

G0TO 1260

PRINT CH(J);" MOVE";

INPUT AS

80SUB 2950

IF LEFT$(AS,1)="R" THEN 2840
IF LEFT$(AS,1)"H" THEN 2440
LET A$=HIDS(AS,1,2)

P1=0

FOR BO=1 TO A-1

IF WIDS(A$(J),BO,1)=MIBS(AS,1,1) THEN P1=BO

NEXT B0

IF P1=0 THEN 2430
LET P2=0

FOR BO=1 TD 4

IF NIDS(KS$(J),BO,1)=HIDS(AS,2,1) THEN P2=B0

NEXT BO

IF P2=0 THEN 2430

LET R=INT(P(J,P1)/10)

LET C=P(J,P1)-10eR

IF R=0 THEN 2430

IF C > & THEN 2430

0N J 80TO 1930,1990

IF C < A THEN 1970

IF P2 <> 2 TREN 1970

LET P(1,0)=P{1,00-1

80T0 2140

GOTO 2040

IF R > 1 THEN 2040

IF P2 <> 1 THEN 2040

LET P(2,00%P(2,00-1

§0T0 2090

@ P2 6OTD 2070,2140,2210,2280
IF D8(R-1,C)=*." THEN 2090
6070 2430

LET DS(R-1,C)=MIDS(AS(J) ,P1,1)
LET PLJ,P1)=P(J,P1}-10

6070 2330

IF DS(R,C#1)="." THEN 2140
8010 2430

LET DSCR,C41) = NIDS(AS(J),P1,1)
LET P(J,P1)=P(),P1)41

8070 2330

IF DS{R+1,C)=". THEN 2230
§OTO 2430

LET DS{R#1,C)=RIBSCALS) ,P1,1)
LET P(J,P1}=P(J,P1)410

8070 2330

IF D$(R,C-1)=".* THEN 2300
80T 2430

LET D$(R,C-1)=MIDS(AS(J},P1,1)
LET P(J,P1)oP(J,P1)~1

LET D$(R,C)e=.*

IF B=2 THEN 2380

IF J=2 THEM 2380

PRINT *THE DIGITS NOVE: “;MIDA(AS(J),P1,1)5

PRINT NIDSC(NSCJ},L1,1)
IF PLJ,0) < 0 THEN 2420

PRINT

PRINT “#3% THE “;Co(J};" WIN!!I®

END

GOTD 2700

PRINT "ILLEGAL MOVE DR BAD INPUT.®

PRINT "INPUT IGMORED. TYPE H FOR HELP."

60710 1750

PRINT *THE ";C#(J);" HAVE THESE LEGAL HOVES:"

FOR J3=1 10 A=)

LET PS=NIDS(AS(J),J3,1)
LET ReINT(P{J,J3}/10)
LET C=P(J,J3)-10%R

ON J GOTO 2550,2620

IF C=A THEN 2590

IF € > A THER 2580

EATN 2490

2380
2590
24600
2520
2630
2640
2650
2440
2690
2700
2730
2740
2770
2780
2770
2800
2810
2820
2830
2040
2850
2840
2870
2880
2700

GUTO Zuav
PRINT * *;Ps$;"E"}
6OTD 2690

IF R=1
IF R=0

THEN 2660
THEN 2450

60T0 2690
6070 2830
6070 2700
IF B$(R-1,C) <> "." THEN 2730

PRINT

" I;”;Iul;

IF DS(R,C#1) <> “." THEN 2770

PRINT
IF J=2
IF D8l
PRINT

" .;";.E-;

THEN 2810

R+1,C) O *.* THEN 2800
- .;P.i's.=

6070 2030
IF D$(R,C~1) <> *." THEN 2830

PRINT

L] .;";n"-;

NEXT J3

PRINT
60TO 1
PRINT
PRINT
END
REXT J

750
“THE *3C$(J)3" BIVE UPII*
“s#s THE "3CH(3-4);" WINIUI*

2910 60TO 840

2930
2960
2963
2743
2970
2975
2980
2990
3000
3010
3020
3030
3040
3050
3060
3070
3073
3073
3077
3080
3070
330
J140
anse
3160
370
J180
nee
3200
3210
3220
3223
3230
3235
J24¢0
3260
3270
3280
3290
3300
30
3320
3330
3340
3350
3360
3370
3380
3385
3390
3393
3400
3410
3420
3430
3440
3450
3440
3470
Jag0
340
3500
3510
3520
3530
ny¥

IF LEN
LET €1
FOR BO
LET Al
NEXT B
LET Al
FOR J2
IF a0
LET Al
1F (57
IF (%0
goT0 3
LET €1
LET A(
MNEXT J
LET a(
LET as

(AS)>10 THEN 3090

=0

=1 TO LEN(AS)
BOY=ASC(NIDS(A$,B0,1))

0

0)=LEN(A%)

=1 T0 a(0)

2)<?46 THEN 3010

J2)=A(J2)-32

=A(J2) ) (A(J2)-48) >= 0 THEN 3040
~R(J2) )9 (A(J2)~65) >= O THEN 3040
060

=L1+1

C1=ALJ2)

2

01ngl

POl

FOR BO=1 TO A{0)

LET A8

=AS+CHRY(A(BO))

NEXT BO

RETURN
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRIRT
PRINT
PRINT
PRINT
RETURN
END

“HERE‘S A SANPLE PLAYING BOARD:"

“1
"2
"3
")

.

W= v % #
e 4 b e
e o » =
SBe 2 v =

“TU0 SETS OF PIECES (DISITS AND LETTERS) RACE AT RIGHT ANG";
“LES"

“ACROSS # SOUARE BOARD. VACANT LOCATIONS ARE SHOUN AS PERI";
“pDs."

“YQU CHOOSE THE THE BOARD SIZE (THE ONE ABOVE 18 SIZE 5.)*

" Il

Iu_:_El

L] '-

“THE OBJECT IS TO MOVE ALL OF YOUR PIECES ACROSS THE BOARD®
“AMD OFF THE OPPOSITE EDGE., DIGITS LEAVE THE BOARD OWLY AT®
"THE EASTERM EPBE; LETTERS ONLY AT THE NORTHERN. THE WINNER"
“IS THE PLAYER WUHOSE PIECES HAVE ALL LEFT THE BOARD."”

“THE PLAYERS GO IM TURM, MOVING ONE OF THEIR PIECES TD AN“
“ADJACENT LOCATON WHICH IS EITHER OFF THE BOARD OF CURRENT";
IL"

“VACANT. THERE ARE ND DIABONAL NOVES, WO JUNPS AND NO CAPT™;
"URES."

*DIGITS CANNOT NOVE WEST, MOR LETTERS MOVE SOUTH."

=70 WOVE A PIECE, TYPE ITS NANE AND THE FIRST LETTER OF THE®
“PESIRED DIRECTIOM. EXAMPLES:"

" 26 MEANS THAT PIECE 2 UANTS TD 6O EAST"

“ BN MEANS THAT PIECE B UANTS TD 0D WEST.®

“NOTE: YOU FORFET THE GAME IF YOUR MOVE LEAVES YOUR OPPONEN
“WITHOUT ANY LEBAL WOVE."

“LASTLY, YOU WAY TYPE R TO RESIGN AND W FOR HELP."



Doors

———

In this cute little game, there are four
doors in succession and you must
open them to get the prize behind the
last one. You have a key ring con-
taining eleven keys numbered zero to
ten (computer people have a different
way of numbering things than normal
people) and you have fourteen tries to
open all four doors. As an added
hooker, some keys may open more
than one door. If at first you don't
succeed, try, try again. The prizes
behind the fourth door are well worth
the patience in trying to get them all
open.

Doors was conceived and written by
Bill Ingram.

DOORS
CREATIVE COMPUTING
HKORRISTOUN, NEU JERSEY

THERE ARE 4 LOCKED DOORS AND THERE ARE 11 KEYS(0- 10 )
YOU WILL MAVE 14 TRIES TO OPEN THEM ALL
(SOME KEYS MAY OPEM MORE THAN ONE DOOR)

TRIES LEFT 8 14 DOOR # 1 KEYT 2 LI1ST

TRIES LEFT # 13 DOOR ¥ 1 KEY? 3

TRIES LEFT @ 12 DOOR 0 1 KEY? & 1 PRINTTAB(27)"DOORS"

TRIES LEFT & 11 DOOR M 1 KEY? 0 2 PRINT TAB(20)"CREATIVE COMPUTING"

WA LAR! 3 PRINT TAB(18)*NORRISTOUN, WEU JERSEY®
TRIES LEFT ® 10 POOR K 2 KEY? 3 4 PRINT

TRIES LEFT & ¢ DOOR ® 2 KEY? 2 5 PRINT

TRIES LEFT ¥ 8 DOOR W 2 KEYT S & PRINT

TRIES LEFT N 7 DOOR W 2 KEYT 7 25 DIN K(20}

TRIES LEFT X & DOOR W 2 KEYT 10 30 DEF.FNR(Z)=INT(Z®RND(1))

TRIES LEFT 0 § DOOR ® 2 KEYT ¥ 32 FOR X=0 TO 6:READ R$(X)INEXT X

TRIES LEFT & 4 DOOR ® 2 KEYT 1 31 FOR X=0 TO &: READ S#(X):MEXT X

TRIES LEFT ¥ 3 DOOR ¥ 2 KEY? 2 35 De1eT=104FNR(21)Ns3+FRR(3) tKI=B+FAR(S)
TRIES LEFT & 2 DOOR # 2 KEYT 4 40 PRINT*THERE ARE®;N;“LOCKED DOORS AND THERE ARE™;K3;"HEYS(0-"K3-1")"

SURPRISE! 41 PRINT®YOU WILL HAVE *;T-1;"TRIES TO OPEN THEM ALL®

TRIES LEFT # 1 DOOR ® 3 KEY? & 42 PRINT"(SONME KEYS MAY OPEN HORE THAN ONE DOOR)"

YOU LOSE, THE REST OF THE KEYS ARE: 45 FOR X=2 TO N:K(X)=FNR(KI):MEXT X

DOOR 3 KEY 8 70 T=T=1:1F T=0 THEN 150

DOOK 4 KEY 1 80 PRINT=TRIES LEFT #=;1;" DOOR W™;D;"KEY™;

DO YOU WANT TO PLAY AGAIN(YES SIR! OR HO SIR!) 90 INPUT K2

7 YES SIR! 100 IF K2OK(D) THEN 20

THERE ARE I LOCKED DDORS AND THERE ARE 11 KEYS(0- 10 ) 110 PRINT SS(FNR(7)):D=DH

YOU WILL HAVE 9 TRIES TC OPEN THEM ALL 120 IF D<N+1 THEN 70

(SDME KEYS MAY OPEN WORE THAN ONE DOOR) 125 PRINT

TRIES LEFT 0 9 DOOR # 1 KEY? 1 130 PRINT"YOU DID 1T, BEHIND DOOR R";M;"1S......... st e
TRIES LEFT ¥ 8 DOOR ¥ 1 KEY? 0 140 PRINT RS(CFHRL?)) *11":G0TO 170

ABRACADABRA! 150 PRINT*YOU LOSE, THE REST OF THE KEYS ARE:"

TRIES LEFT a7 DOOR ® 2 KEY? 3 140 FOR X=D 10 N:PRINT"DODR™;X;“"MEY“K(X):INEXT X

TRIES LEFT & & DOOR & 2 KEY? 4 170 PRINT*DD YOU WANT TO PLAY AGAINIYES SIR' OR WO SIR'}

TRIES LEFT % & DOOR N 2 KEY? S 171 INPUT 0%

TRIES LEFT # 4 DODR & 2 KEY? 8 180 IF D%="YES SIR'* THEN 35

TRIES LEFT ¥ 3 DODR W 2 KEY? 1 181 IF 04=“ND SIR'" THEN 999

TRIES LEFT & 2 DOOR W 2 KEY? 2 190 PRINT®HEY, I DIDN°T JUST FALL OFF A TURNIP TRUCK, YA KNOW!!!R'®
TRIES LEFT ¥ Y D00R ® 2 KEY? 10 200 6CTO 170

YOU LOSE, THE REST OF THE KEYS ARE: 500 DATA"A POT OF GOLR®,"A BEAUTIFUL MAIDEN","A MAN EATING TIGER®
DOOR 2 KEY O 505 DATA"NOTHING",*$22.59","A ROLLS ROYCE*,“THE KEYS 10 THE WORLD"
DOOR 3 KEY & 500 DATA*DPEN SESANE!",*C-R-E-E-E-E-E-A-A-K!","UA LAK!",“TA-DAH'"
DD YOU WANT 10 PLAY AGAIN(YES SIR! OR NO SIR') 505 DATA"ABRACADABRA!™,=CLICK !110011viaress2iaiiyii®, “SURPRISE!"
7 N0 SIR! 999 END

0K ok
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Prag

RUM

DRAG allows the user to design his
own dragster and then race it against a
dragster designed by another player or
the computer. You must specify the
horsepower, rear end ratio, tire width,
and tire diameter, Thereareno limits to
these parameters.

Aha! you say. "I'll just design a two
million horsepower dragster!” But it
doesn't work that way, because your
mass is related to your engine size, and
so you usually end up with a top speed
of something like 33 MPH. The com-
puter is extremely hard to beat, butit's
rumored that it can be done. Note: on
some systems the amount of time
between printouts can be aggravating-
ly long.

This program came from the
Hewlett-Packard User Library, It also
appeared in Creative Computing,
Jan/Feb 1977,

IRAG
CREATIVE COMPUTING
HORRISTOWN NEW JERSEY

UELCOME TO DRAG STRIP.
WOULD YOU LIXE THE INSTRUCTIONS ? YES

YOU RAY RACE AGAINST ONE OF YOJUR FRIENDS OR YOU MAY RACE
ABAINST HY DRASSIER. YOU VILL BE ASKXED TQ DESIGN YOUR
CUr KACHINE, SPECIFYING HOURSEPOUER, READ END RATIO (X:1),

TIRE UIOTH 1N ENCHES AND TIRE DIAMETER IM FEET.
DO YOU WANT 7D RACE ASAINST AE ? YES

I VILL HAVE CAR #1.

DESIGN CAR #2:

HORSEPOUER=7 790

REAR END RATIO=7 4.5

TIRE WIDTH=? 22

TERE DIRMETER=? 4

Go!
ELAPSED CAR #1 CAR B2
TINE  SPEED PISTANCE SPESD DISTANCE
(SEC) (APH} (FT} 1{HPH) {F1)
CAR ¥ 2 STOPS BURNING RUBRER
22.0707 16.3821 19,5767 14,3693
43.5733 44,7326 19.9392 SE071
440013 143,782 60.3405 131,844
82,9194 252,079 J9.@184 234,947
100,107 Jas.o68 97.4014 363.321

1
2
3
L]
5
[
CAR
7
L]
?
L

115.3% 545,024 112,342 519,407
1 STOPS BURNING RUBBER

128,639 724,299 124,387 493,674
139.184 921.158 133.392 883.2¢7
144,922 113134 140,328 1084,43
84047 151.911 1320  144.584 1254.35
UINKER

DD YOU WANT TD TRY AGAIN 7 NO

ok

LIS
JF
=
28

370
580
%0
400
410
420

40
450
480
&70
480
4%0
700

53

1
RINT TAB(27);"DRAG"
RIRT TABL20};"CREATIVE CONPUTING"
RINT TAB(!9);"NORRISTOUN MEW JERSEY"
DIN P(2),E42) ,UC2),5025,XC2),802),C¢2),B12),Y(2?
DIk 9(2)
PRINT:PRINT:zPREINT
PRINT "UELCDHE TD DRAS STRIP."
PRINT "UDULD YOU LIKE THE INSTRUCTIONS *:
INPUT 1§
IF I$=“ND™ THEN 110
PRINT “YDU MAY RACE AGAINST ONE OF YOUR FRIENDS OR YOU MAY RACE"
PRINT “AGAINST AY ORAGSTER. YOU WILL BE ASKED TD DESIGN YOUR"
PRINT “OUN MACMINE, SPECIFYING HOIURSEPOVER, REAL END RATIO (X:13,"
PRINT “TIRE WIDTH EN ENCHES AND TIRE DIAMETER IH FEET."
PRINT "DO YOU WAMT TD RACE AGAINST HE »;
INPUT I%

IF I%="N0" THEN 200

PRINT "! WILL HAVE CAR M1.®

PCYI=400

EC1h=5.9

we1y=22

C1h=3.9

GOTD 2%0

PRINT “DESIGN CAR M1:"

PRENT "HOURSPOWER=";

INPUT PC(1)

PRINT "REAR END RATID=";

[NPUT EC1)

PRIKRT “TIRE UIDTH=";

INPUT WE1)

PRINT "TIRE DIAMNETER=";

INPUT D(1)

PRINT "DESIGN CAR #2:

PRINT “HORSEPDNER=";

INPUT P(2)

PRINT “REAR END RATIO=";

INPUT EL2)

PRINT “TIRE WIDTh=";

INPUT W22

PRINT “TIRE DIAMETER="; -

INPUT D(2)

PRINT

PRINT "'GD!"

£1=500

X2=1.4

K3=2

K4=5E-04

KS=4E-05

£4§=,2

K7=4

18n1,56-04

001)=0:0¢2)=0

S(1)=0:8(2)=0

X(r)mQzXi2)=g

REW: M IS HASS

FOR J=1 10 2
ROJ)={ETH2IP (D +RINCJ ) #D (J) +K7#D(J) 21 /32.2
REM: € [S DRAG FROM WIND.
COJI=K4eN ()" (2/30+RB2U(J 2D ()

REM: B {9 THE MAX ACCELERATION WITHOUT BURHING

BOJI=13¢ 28U (02D )) S CLRC )40 (DESI+1 D)

REM: Y IS5 THE SCALE FACTOR FOR RPH VS POUER.
Y(Jr=3.7-3,3E-03=P (J}

HEXT J

PRINT

PRINT

PRINT “ELAPSED ";TAB(13);"CAR #1";TAB{3I9);"CAR 2%

PRENT "TINE  SPEED DISTARCE SPEED DISTANCE"
PRENT "(SEC) ({HPH) (FT} {HPH) (FT»"
PRINT

FOR T=0 TO 100
FOR T1=1 TO 190
FOR J=1 TD 2
REM: R [S RPH.



- & e =

10 R=600SCJISELJI/ (3. 141572684D(J))
720 REM: LO IS5 EMGINE TORDUE.
130 LO=(P1J)/42.5)9 (5047 . BE-0F#(R/Y(I))~4E-103 (R/Y(JN)"T)
740 REM: LY 15 TORQUE FROM FRICTION.

750 Li=P{JI¢(KSeR+KE)

760 REM: R2 IS REAR AXLE TORQUE.

770 L2=E(J)e(LO-L1}

780 REM: F IS FORCE ON ROAD FROM TIRES.

790 F=2sL2/B(J)

300 REM: TEST FOR BURN.

210 LF F > N(J)#B(J) THEN 880

820 REM: A=ACCELERATIDN

810 IF 0CJ) <> 0 THEN B&O

840 PRINT “CAR K=;J:" STOPS BURMING RUDBER®
850 QtJ)=1

850 A=(F-CLJ)eSLJ)"2)/K(])

870 6070 00

B0 A=BLJ}=C(JI®5(]) " 2/04J)

890 REM: S IS FEET IM FT/SEC.

900 S(J)=S(Ji+ax. 01

910 REM: X 1S DISTAMCE IM FT.

920 X(J)=X(J)4S(J)0, 01

930 NEXT J

G40 REM: TEST FOR FINISH.

950 IF X(1)¢5280/4 AND X(2)<5280/4 THEN 1140
940 IF X(1)>X(2) THEN 10890

970 T3=(X(2)-5280/4)/8(2)

980 T=T+#71/100-T3

9%0 X(2)+5280/4

1000 X(1)=X(1}-8{1)*T3

1010 FRINT 13" “s501)%3400/5200;" "3X(1}
1015 PRINT S(2)23400/5280;"  “;X{(2)

1020 PRINT TAB(40);“WINNER"

1030 PRINT

1040 PRIHT "D0 YOU UANT TO TRY ABAIN *;

1050 INPUT I

1060 IF I4="YES*™ THEN 110

1070 END

1080 TI=(X(1)=5280/4}/8(1)

1090 T=¥+11/100-T3

1100 X(1)=5280/4

110 X(2)=X(21=8(21%T3

1120 PRINT 13" neg(1)¢3600/52803  "IX(1)3
1125 PRINT S(2)#3500/5280;% "3X(2)

1130 PRINT TABC10)Y;"UINNER"

1140 PRINT

1150 6070 1040

1160 NEXT TY

1170 PRINT T#13"  ";S(1)23400/52805"  “IX(1)}
1175 PRINT S(2)#3400/5280;"  “;X(2)

1180 MEXY T

1200 END




Using DR.Z your computer “in-
teracts” with you in true Rogerian form,
never making a vaiue judgment of your

response.
DR.Z is multi-lingual and
“professional confidence' s

guaranteed, especially with a video
display terminal. However, if you have
a printer, try employing a unique
language known only to you and Dr.Z.
If youwould preferto employ DR.Z in
an educational mode, you might con-
sider the following sequence of ac-
tivities.
1. Discuss communication, exploring:
a. The role of spoken language
b. The role of written language
c. Non-verbal language
1. facial expressions
2. posture of body
3. hand gestures
2. Experience a session with DR.Z.
3. Develop computerizations of other
“purely-human” situations.

Note: Don't mistake DR.Z for Eliza
(or Doctor). In DR.Z, all the responses
are “canned” and the computer makes
no attempt to analyze your input in any
way.

DR.Z was submitted to wus
anonymously by some students of Dr.
Melvin Zeddies of San Diego.

DR.2
CREATIVE COMPUTING
RORRISTOMN, NEW JERSEY

HELLO THERT, I“N YOUR COMPUTER TMERAPIST.

UHAT IS YOUR NANEY AMD TELL ME SOMETHING ABOUT YOURSELF.
HOWEVER, BONT TYPE MORE THAN OME LINE. I TIRE EASILY.

T NY NAME 1S STEVE. I“M TRYING TO FIX THIS PROGRAN.

UNAT DID YOU SAY YOUR WANE UAS AGAIN?

7 STEVE

HOW PO YOU FEEL TODAY?

T TERRIPLE. IT IS TOO HOT OUTSIDE!L!

DO YOU THINK THIS IS REASOMABLE IN LIGHT OF YOUR INTERESTS?

7 WHAT ARE YOU TALKING ABOPUY

DD YOUR FRIEMDS FIND THIS ACCEPTABLE?
7 SOMETINES

WHY DO YOU THINK YOU FEEL THIS vay?

7 BECAUSE OF THE WEATHER

DO YOU THINK THAT THIS IS 4 NORNAL FEELING?T

? YES

DO YOUR FRIENDS FIND TH1S ACCEPTABLE?

T 1 JUST ANSUERED TiAT

List

I THINK YOU ARE MAKIMG A GREAT ATTEMPT TO SOLVE YOUR
PIFFICULTIES, AND I SEE MO NEED TO CONTIMUE THIS
SESSIDN AMY FURTHER.

STEVE WOULD YOU MAKE ANOTHER APPOINTRENT VITH MY CONPUTER
FOR SOMETINE IN THE MEXT FEV WEEKS. UNAT DATE WOULD YOU

PREFER?

T MEVER

THAT VILL BE FINE .

IVE ENJOYED COMMUNICATING WITH YOU.
HAVE & NICE DAY,

S PRINT TAB(27);“BR.I"

& PRINT TAB(20);"CREATIVE COMPUTING™

7 PRINT TAR(10);“NORRISTOUN, NEV JERSEY*

B PRINT:PRINT:PRINY

20 PRINT "MELLO THERE, I‘N YOUR CONPUTER THERAPIST.®

30 PRINT "WHAT 15 YOUR MANE? aND TELL ME SONETMING ABOUT YOURSELF.™
A0 PRINT “HOUEVER, DON‘T TYPE MORE THAN ONE LINE. I TIRE EASILY.”
S0 INPUT ad

60 PRINT "UHAT DID YOU SAY YOUR WANE VAS AGAINT™

70 INPUT B9

€0 PRINT °NOW DD YOU FEEL TOBAY?"

90 LET Co0rU=0rys0

1%
116
120
130
140
150
160
170
180
380
3ro
400
410
420
430
440
430
460
420
480
490
300
510
320
330
sS40
550
360
570
580
E141
400
610
620
630
640
&30
&60
&70
670
700

INPUT As

PRINT

PRINT

IF C=10 THEN 72¢

LET ZI=INT(10eRND(1))

IF U= THEN 140

IF V=1 THEM 140

LET U=

N Z+1 BOTO 49,420,430, 480,510,540,570, 600,430,440
BOTO 6%0

PRINT “THAT“S VERY INTERESTING, TELL NE MORE."
PRINT

BOTD 490

PRINT “HAVE YOU FELT THIS wAY LOWB?*

PRINT

80TD 490

PRINT “DD YOU THINK THIS IS REASONABLE [N LIGHT OF YOUR IRTERESTSY"

PRINT

5070 4%0

PRINT PO YOUR FRIENDS FIND THIS ACCEPTABLET®
PRINT

6070 690

HI:} “D0 YOU FEEL COKFORTABLE WITH THIS FEELINGT®
PRI

@ore évo

PRINT “DO YOU THINK THAT THIS IS A NORMAL FEELINGT"
PRINT

6OTO &90

PRINT “NNY DO YOU THINK YOU FEEL THIS BAYY"

PRINT

EOTD 490

PRINT “HAVE TOU TALKEP TO ANYONE ABDUT THIST®
PRINT

BOTD 470

PRINT "UNY ARE YOU HERE?"

PRINT

60T &%0

PRINT "ARE YOU SATISFIED WITH THE WAY YOUR IDEAS ARE DEVELOPINGT™

PRINT

LET C=C+1

LET =2

6010 100

PRINT "I THINK YOU ARE MAKING & BREAT ATTENPT TO SOLVE YOUR™
PRINT “DIFFICULTIES, AND I SEE MD MEED TO CONTINUE THIS®

PRINT “SESSION ANY FURTHER.”®

PRINT DB3;“ WOULD YOU RAKE AROTHER APPOINTNENT UITH MY COMPUTER®
PRINT “FOR SONETIME IN THE MEXT FEW WEEKS. WHAT DATE WOULD ToU”
FRINT *PREFER?™

INPUT as

PRINT “THAT MILL BE FINE .*

PRINT "1°VE EMJDYED COMNUNICATING WITH YOU."

PRINT “MAVE A NICE DAY."

FOR =1 TO &

PRINT

NEXT 1

EXR



Description: ELIZA is a program that
accepts natural English as input and
carries on a reasonably coherent
conversation based on the psychoana-
Iytic techniques of Carl Rogers. You will
have to forgive ELIZA for being a poor
English student. You'll find that itis best
not to use punctuation in your input, and
you'll have tocarrythe conversation. But
it does work!

How it works: In order to speak to you,
ELIZA must: (1) get a string from the
user, and prepare it for further
processing: {2) find the keywords in the
input string: (3) if a keyword is found,
take the part of the string following the
keyword and “translate’ allthe personal
pronouns and verbs (“I”" becomes
“YOU", "ARE" becomes "AM", etc.); (4)
finally, look up an appropriate reply based
on the keyword which was found, printit
and, if necessary, the “translated”
string. ELIZA uses four types of program
data to accomplish this:

(1) 36 keyword, such as | AM", “"WHY
DONT YOU”, and “COMPUTER". The
keywords must be in order of priority, so
ELIZA will key on “"YOU ARE" before
“YOU".

(2) 12 strings used for the translation or
conjugation process. These are in pairs
such that if one member of the pair is
found, the other is substituted for it.
Examples:; “Y", “YOU"”, “AM"”, “ARE",
etc.

(3) 112 reply strings. The strings are
arranged in groups corresponding to the
keywords. There is no fixed number of
different replies for each keyword.
Replies endingina ™" aretobe followed
by the translated string, while the
strings ending in normal punctuation
are to be printed alone.

(4) Numerical data to determine which
replies to print for each keyword. For
each keyword there is a pair of numbers
signifying (start of reply strings, number
of reply strings). Thus the fifth pair of
number, (10,4), means that the replies
for the fifth keyword ("I DONT") start
with thetenth reply string, andthatthere
are four replies.

Detailed Explanation:

Lines 10-160: Initialization. Arrays and
strings are dimensioned. N1, N2, and
N3, which represent the number of
keywords, number of translation strings,
and number of replies respectively, are
defined. Then the arrays are filled.
S(keyword number) is the ordinal
number of the start of the reply strings
for a given keyword, R(keyword number)

is the actual reply to be used next, and
N{keyword number)} is the last reply for
that keyword. Finally an introduction is
printed.

Lines 170-255: User input section. This
part of the program getsastringfromthe
user, places a space at the start of the
string and two at the end (to make it
easier to correctly locate keywords and
to preventsubscripting out of bounds),
throws out all the apostrophes (soDONT
and DON'T are equivalent), and stops if
the word SHUT is found in the input
string (which it takes to mean SHUT UP).
ELIZA also checks for repetitive input by
the user.

Lines 260-370: Keyword-finding sec-
tion. ELIZA scans the input string for
keywords and saves the keyword of
highest priority temporarily in S, T, and
F$. i no keyword is found, the keyword
defaults to number 36, NOKEYFOUND
{which causes ELIZA to say something
noncommital) and it skips the next
section.

Lines 380-555: Translation or Conjuga-
tion section. The part of the input string
following the keyword is saved. Then
pairs of translation strings, as described
above, are read and upon the occurence
of one of these strings, the other is
substituted for it. When this is done
ELIZA makes sure there is only one
leading space in the translated string.
Lines 560-640: Reply printing section.
Using R(keyword number), S(keyword
number), and N(keyword number}, the
correct reply is located. The pointer for
the next reply is bumped andresetifitis
too large. If thereply stringendsina “*"’
it is printed with the translated string,
otherwise it is printed alone. The
previously entered input string is saved
to permit checking for repetetive input,
andthen ELIZAgoesbackfor moreinput.

Limitations: Runs in 16K of memory.

Modifications: You can easily add,
change, or delete any of the keywords,
translation words, or replies. Remem-
ber, you will also have tochange N1, N2,
N3, and/or the numerical data. Justasa
suggestion, if you decide toinsert “ME"
and “YOU'' in the translation string list,
put a nonprinting (control) character in
YOU to prevent ELIZA from substi-
tuting l+»YOU-ME. This means that YOU
will always be assumedtobethe subject
of a verb, never the object, but resolving
that difficulty is a whole different
problem.

A Few Comments: The structures
found in lines 120, 420, and 590 could
be replaced by RESTORE NNNN
statements if your BASIC has them. The
use of an INSTR, SEARCH, or POS
function to determine if one string is a
substring of another would probably
speed things up considerably (it takes
ELIZA around 10 seconds to think of a
reply).

What it all means: we’ll leave to you.
Although this program is an inferior
imitation of the original, itdoes work. Itis
pretty farfetched to believe that a
psycholanalyst is nothing but a sentence-
input-keyword-finder-conjugator-reply
finder, but if you really think so, you can
buy your computer a speech-recognition
unit, a Computalker and a green couch,
and charge $75/hr! My computer, the
doctor!

Geneology: ELIZA was originally
programmed in LISP by Joseph Weizen-
baum at MIT. It was converted to BASIC
by Jeff Shrager and further modified to
work in Microsoft BASIC by Steve North,
who also wrote these notes.

Name Usage
R(X),S(X),N(X) See Text
1 Input string
K$ Keyword string
Cs Translated or conjugated string
F$ Reply string, also used to save K$ in scanning for keywor:
R$,SS Strings used in conjugation process
P$ Previous input string
Zs Scratch (used for simulating RESTORE NNNN statement)
N1 Number of keywords
N2 Number of conjugation strings
N3 Number of replies

K Keyword number

ST Used to save K and L when scanning for keyword

X.L X,L Scratch. X is generally used for looping while
L is used for scanning through strings

v V Used for scanning for keyword string



CREATIVE COMPUTING
AORRISTOUM, WEW JERSEY

41! DM ELIZA. UHAT’S YDUR PROBLEN?

T YU

UE WERE DISCUSSING YOU-- NOT ME.

¥ BUT YOU ATR THE PROBLEM

OK, 1 ATR THE PROBLEW

7 80 I NISSPELLED A UORD

SAY, DO YOU HAVE ANY PSYCHOLOGICAL PROBLENS?
7 NO DO YOU

YOU‘RE NOT REALLY TALKING ABOUT HE, ARE YOU?
7 ONLY BEHIND YOUR BACK

UHY ARE YOU CONCERNED ABOUT WY BACK

7 BECAUSE 1M AFRAID 70 CON FRONT YOU

BID YOU COME TO WE BECAUSE YOU ARE AFRALD TO CON FRONT I
7 Y0U SPEAK WIERD ENGLISH

UE WERE DISCUSSING YOU-- NOT ME.

+ Ak 1 BETTING THE BEST OF YOU

oK, 1

7 UHAT 1S THAT SUPPOSED 10 MEAN

WY DO YOU ASK?

T UMY NOT

UKY DO YOU ASK?

7 1 ASKED FIRST

WHAT BOES THAT SUBGEST TO YOU?

7 THAT YOU ARE NOT AS SHART AS YOU THINK
UNAT KAKES YOU THINK I AM NOT AS SHART AS I THINK
T YOU ARE NAKING A FOOL OUT OF YOURSELF

DOES 1T PLEASE YOU TO BELIEVE 1 AM MAKING A FOOL OUT OF YOURSELF
7 DON’T TUIST THE WORDS ON ME BUDDY

I SEE.

7 DO YOU REALLY

YOURE MOT REALLY TALKING ABOUT ME, ARE YOU?
? YES

ARE YOU SURET

7 YES 1 AN SURE

DIP YU COME TO ME BECAUSE YOU ARE SURE

? I CAME BECAUSE 1 AN

HOU LONG HAVE YOU BEEM

T AS LOMG AS POSSIBLE

I% NOT SURE I UMDERSTAND YOU FULLY.

7 S0 I AN NOT THE GREATEST CONVERSATIONALIST
DO YOU BELIEVE IT IS NORMAL TO BE NOT THE GREATEST CONVERSATIOMALIST

CAN YOU SEE WITHOUT ANY EYES

“T YOU BELIEVE THAT I CAN SEE WITHOUT ANY EYES
50 PROVE IT

RE YOU SAYING NO JUST TO BE NEGATIVE?

7 ABSOLUTELY NOT

YOU ARE BEING A BIT NEGATIVE.

7 S0 YOU UANT TO FIGHT DO YOU

UE WERE DISCUSSING YOU-- NOT NE.

7 DON'T BACK DOWN FRIEND

UHT DO YOU BRING UP THE TOPIC OF FRIENDS?

7 1 DOW'T HAVE ANY FRIENDS

DON‘T YOU REALLY HAVE ANY FRIENDS

7 NO HOT REALLY

UHY NOT?

7 BECAUSE I AN YOU AND YOU ARE HE AND WE ARE ALL TOGETHER
PERHAPS YOU UOULD LIKE TO BE YOU AMP UE AM ALL TOGETHER
T SAY WHAT

DOES THAT OUESTION INTEREST YOU?

T DEFINITELY

COHE COHE ELUCIDATE YOUR THOUGHTS.

7 DO YOU LIKE THE BEATLES

OH, 1 LIKE THE BEATLES

7 HOV ABOUT THE BEACH BOYS

UHY PO YOU ASKT

T DO YOU DREAN OFTEN

YOU-RE MOT REALLY TALKING ABOUT ME, ARE YOU?

7 DREAM ON

WHAT DOES THAT DREAM SUGGEST TO Yau?

T WHAT DREAM

UHAT ANSUER UQULD PLEASE YOU THE MOST?

7 DO YOU SUBSCRIBE TO CREATIVE COMPUTING

UE WERE DISCUSSING YOU-- NOT HE.

T 1 AN AN IBN 370/148

DO YOU ENMJOY DEING AM I1BN 370/148

7 1 AN WORRIED ABOUT THE CONPETITION

PID YOU COME TO ME BECAUSE YOU ARE UORRIED ABOUT THE CONPETITION
T DON’T GET PERSONAL

CAN YOU ELABORATE ON THATY

7 1M BETTING TIRED OF LISTENING TO YOU TO SHUT UP
SHUT UP...

Ok

gna

?
1
1
D
L §
A

1 PRINT TAB(24)3"ELIZA®

2 PRINT TAB(20);"CREATIVE COMPUTING™®

3 PRINT TAB(18);"NORRISTOWN, MEU JERSEY"
4 PRINT:PRINTLPRINT

80 REM

100
10
120
130
140
150
140
170
180
190
200
201
210
220
230
240
250
255
240
an

67

DIN 8(34),R(34),H(36)

N1=36:N2=142N3=112

FOR X=1 TO N1+N2+M3:READ Z$:MEXT X:REM SANE AS RESTORE
FORX=1 TO #1

READ S(X),L3R(X)=S(X)zNOX)}=S(X)+L=1

NEXT X
PRINT "HI!
REN

[N ELIZ4. UHAT’S YOUR PROBLENT™

----- USER INPUT SECTION-----

INPUT 1%

!‘-l I""I -

REN GET RID OF APOSTROPHES

FOR L=1 TO LENCIS)

IFMIDS(IS, L, 1)="""THENIS=LEFT# (I8 ,L~1)+RIGHTS (IS ,LENC(I$)-L):G0TO3
IFLAAC=LERCIS) THENIFHIDS (IS, L,4) ="SHUT"THENPRINT*SHUT UP...":zEND
NEXT L

IF I$=P$ THEN PRINT “PLEASE DON‘T REPEAT YOURSELF!":G0TD 170

REM
REN



280
270
295
300
310
313
320
340
350
360
365

REM

RESTORE

§=0

FOR K=1 TO N1

READ K¢

IF S>0 THEN3&0

FOR L=1 TO LEN(I$)-LEN(KS)+1
IF RIDSCIS, L, LENCKY ) ) =Ke THENS=KzT=L:F$=K$
HEXT L

MEXT K

IF 8>0 THEM K=§:L=T:60T03%0

370 ®=36:60T0S70:REN UWE DIDN'T FIND ANY KEYWORDS

380 REM

390 REM TAKE RIGHT PART OF STRING AND CONJUGATE IT

400 REM USING THE LIST OF STRINGS TO BE SWAPFED

410 RER

420 RESTOREsFORX=1 TO H1:READ 2$:MEXT X:REW SKIP OVER KEYUORDS

470
480
450
495
500
310
320
530
335
540
550
333
356
337

C4=" *+RIGHTS(IS,LERCIS)-LEN(FSI-Le1De"

FOR X=1 TO N2/2

READ §8,R$

FOR L= 1 TD LEX(CS)

IF L+LEN(SS )PLEN(CS) THEW 510

IF MIDS(CS,L,LEN(SS)) 8% THEN 510

CH=LEFTS(CS,L-1) +RSIRIGHTS(CS,LENICS) -L-LEN (58141}

L=L+LEN{(RS)

8070 540

IF L+LEN(RS)ILEN(CS) THENSAO

IF KID$(CH,L,LEN(RS)I{ORS THEN 540

CH=LEFTS(CS,L=1) +S$+RIGHTS(CS, LEN(CH)-L-LEN(RSI+1)

LsL+LEN(SS)

NEXT L

NEXT X

IF HIDS{CS,2,1)m=" “THENCS=RIGHTH(CS,LER(LS)-1)zREN ONLY 1 SPACE
FOR L=1 T0 LEN(CS)

IF KID$(CS,L,1)="1* THEN C$=LEFT4(CH,L-1 MRIGHTS(CY,LEN(CS)-L):60T0557

538 NEXTL

560 REN

570 REA NOW USING THE KEYMORD NUMBER (K) GET REPLY
380 REM

%90 RESTORE:FOR X= 1 TO Mi+N2:READ I8IMNEXT X

400
610
620
630
a4d

FORX=1TOR(K);READ F$ZNEXT X:REM READ RIGHT REPLY
RCK)=R{K}#1z IFR(KIDH(K) THEN R(K}=S(K)

IF RIGHTS(F$,1)<>"«* THEN PRINT Fe:Pe=[$:G60TO0 170
PRINT LEFTS(FS, LEN(FS)=1)30CH

Pe=14:60T0 170

1000 REH

1M0
1020
1030
1040
1050
1040
1070
1080
1070
1100
1200
1210
1220
1230
1235
1240
1300
130
1320
1330
134¢
1350
1360
13465
1370
1380
1390
1400
1410
1420
1430
1440
1450
1460
1470
1480
1470
1500
1510
1520
1530
1540
1550
1560
1570
1580

REK

REK

RER

REN

DATA
DATA
DATA
PATA
BATA
DATA
REN

REN

REM

DATA
DATA
DATA
REM

REH

REN

DATA
DATA
IATA
DATA
DATA
bATA
DATA
DATA
DATA
DATA
PATA
DATA
DATA
DATA
DATA
DATA
DaTa
DATA
DATA
DATA
DATA
DATA
BATA
PATA
DATA
DaTA
baTA

KEYWORDS

“CAN YOU","CAM I“,"YOU ARE","YOURE“,"I BONT®,“I FEEL*

“UHY DONT YOU","WHY CAMT I°,"ARE YOU","I CANT*,*I AN*,"IN *
=YQU =,*I UANT®,“UHAT®,“HOU","UHO*,*WHERE" ,"WHEN"  "UHY"
“MANE","CAUSE" , "SORRY*, “DREAN", "HELLO", “H1 *,"HAYBE"

* NO","YOUR®,“ALVAYS" ,"THINK™, "ALEKE™,"YES",*FRIEND"
“CONPUTER*, *MOKEYFOUND®

STRING DATA FOR CONJUGATIONS

* ARE *,* AN “,“WERE *,"UAS ¥, YOU “,“ I ","YOUR ","AY *
* IVE *,™ YOUVE *," [K *," YOURE *
" HE <,* fYOU "

REPLIES

"DON"T YOU BELIEVE THAT I CAMNe"
"PERHAPS YOU WOULD LIKE TO BE ABLE TO+*
"YOU VAMT ME TO BE ABLE TO#*

"PERHAPS YOU DON'T UANT TO="

“DO YOU VANT TO BE ABLE TOs*

"UHAT MAKES YOU THINK I aAMs"

"DOES IT PLEASE YOU TO BELIEVE 1 AMe"
*PERHAPS YOU WOULD LIKE TO BE+"

“D0 YOV SOMETIMES WISH YOU WERE+"
“DON’T YOU REALLY#"

*WHY DONT YOU+

“D0 YOU WISH TO BE ABLE 10+~

“BOES THAT TROUBLE YOU?"

“TELL WE MORE ABOUT SUCH FEELINOS."
“DO YOU OFTEM FEEL®"

“BO YOU ENJOY FEELING*"

“DO YOU REALLY BELIEVE 1 DPON‘Ts"
“PERMAPS IN GOOD TIHE I WILLe"

“DO YOU WANT ME TOe*

“PO YOU THINK YOU SHOULD BE ABLE o+~
“WHY CAN"T YOUe"

"UHY ARE YOU INTERESTED IN UHETHER OR NOT I AM+"
*YouLD YOU PREFER IF I WERE NOT+"
“PERMAPS [N YODUR FANTASIES [ AMs"
“HOW DO YOU KNOW YOU CAN‘Ta"

“HAVE YOU TRIEDT®

“PERHAPS YOU CAN NOWs"

15%¢0

1600

1410

1620

1430

1640

1650

1660

1470
1480
1490
1700

1710
1720

1730
1740
1730
1760
1770
1780
1790
1800
1810
1020
1830
1840
1850
1840
1870
1880
18%0
1900
%10
1920
1930
1940
1950
1760
1970
1980
1990
2000
2010
2020
2030
2040
2050
2060
2070
2080
2090
2100
2110
2120
2130
2140
2150
2160
2170
2180
2190
2200
2210
2220
2230
2240
2250
2260
227¢
2280
2290
2300
2310
2320
2330
2340
2350
2140
2370
2380
2390
2400
2410
2420
2430
2500
2510
2520
2530
2540
2550
2540

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
paTA
DaTA
DATA
BaTa
BATA
BATA
PATA
DATA
DATA
DATA
DATA
DATA
BATA
DATA
DATA
DATA
DATA
DATA
DATA
BATA
bATA
DaTA
DATA
PaTA
DATA
DATA
DATA
DaTA
DATA
BATA
DATA
DATA
DATA
DATR
DATA
DATA
PATA
DATA
DATA
DATA
DATA
BaTA
DATA
DATA
DATA
DATA
DATA
PATA
paTh
DATA
DaTA
DaTA
DATA
DATA
BATA
DATA
pata
DATA
DATA
DATA
DATA
DATA
DATA
BATA
DATA
DATA
bata
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
REN

REM

DATA
DATA
DATA
DATA

“PID YOU COME TO ME BECAUSE YOU AkE®™

“HOY LONG HAVE TOU BEEN#*

"D YOU BELIEVE 1T IS WORKAL TO BEe*

DO YOU ENJOY BEINGs"

*WE VERE DISCUSSING YOU-- NOT ME."

“OH, Ls*

"YQU‘RE NOT REALLY TALKING ABOUT ME, ARE YOUT*
“UHAT WOULD IT WEAM TO YOU IF YOU 60T"

“UHY DO YOU WANT+*

*SUPPOSE YOU SOON GOT="

“WHAT IF YOU MEVER GOTs*

*1 SOMETINES ALSO UANTs*

"UHY DO TOU ASKT*

“DOES THAT RUESTION IMTEREST YOU?™

"UHAT ANSYER UOULD PLEASE YOU THE MAST?™
*UHAT DD YOU THINKT®

*4RE SUCH GUESTIONS ON YOUR MIND OFTENT*
“WHAT IS IT THAT YDU REALLY WANT TO KNOU?™
"HAVE YOU ASKED AMYONE ELSE?"

“HAVE YOU ASKED SUCH QUESTIONS BEFORE?"
“WHAT ELSE COMNES TOD MIND WHEN YOU ASK THATT"
"MANES DON-T INTEREST HE."

*1 DON‘T CARE ABDUT HAHES-- PLEASE GD ON.*
*IS THAT THE REAL REASONT™

*BON‘T ANY OTHER REASONS COME TO HIND®*
“BOES THAT REASON EXPLAIN ANYTHING ELSE?™
“WHAT OTHER REASONS WIGHT THERE BET™

“"PLEASE DON“T APOLOBIZE!™

*APOLOGIES ARE WOT NECESSARY."

“WHAT FEELINGS DO YOU HAVE WHEN YOU APOLOGIZE.*
“BON‘T BE SO DEFENSIVE!"

“UHAT DOES THAT DREAM SUBGEST TO YOU?"

"DO YOU DREAM OFTENT™

"UHAT PERSONS APPEAR 1M YOUR DREAMET™

“ARE YOU PISTURBED BY YOUR DREAMS?*

*HOW DO YOU DO ... PLEASE STATE YOUR PROBLEN."
“Y0U DOW’T SEEN QUITE CERTALNW."

“UHY THE UNCERTAIN TONE?™

“CAN‘T DU BE MORE POSITIVET™

“YOU AREN’T SURE?"

“DON‘T YOU KNOW?™

“ARE YOU SAYING NO JUST TO BE WEGATIVE?"
“YQU ARE BEING A BIT WEGATIVE."

"UHY WOT?

“ARE YOU SURET"

*WHY NO?"

"UHY ARE YOU COMCERMED ABOUT MYe®

“WHAT ABOUT YOUR DuNs"

“CaM YOU THIMK QF A SPECIFIC EXANPLE?"
“UHENT*

YUHAT ARE YOU THINKING OF?*

“REALLY, ALWAYST"

*D0 YOU REALLY THINK SO7"

*BUT YOU ARE HOT SURE YOUe*

*“D0 YOU DOUBT YOus“

“IN UMAT WAY?®

“UHAT RESEMBLANCE DO YOU SEE?"

“WHAT DOES THE SINILARITY SUGGEST 10 YOU?"
“WHAT OTHER CONNECTIONS DO YOU SEE?"

“COULD THERE REALLY BE SOME CONNECTION?*
"HOut"

“YOU SEEM QUITE POSITIVE."

“ARE YOU SURET"

"1 BEE."

“1 UNDERSTAND."

“YHY DO YOU BRING UP THE TOPIC OF FRIENDST®
D0 YOUR FRIENDS WORRY YOU?*

“B0 YOUR FRIENDS PICK OM YOU?™

“ARE YOU SURE YOU HAVE ANY FRIENDST™

"p0 YOU IMPOSE OM YOUR FRIEMDST

“PERHAPS YOUR LOVE FOR FRIEMDS WORRIES YOU."
“p0 COMPUTERS WORRY YOU?*"

“ARE YOU TALKING ABOUT NE IN PARTICULART"
*ARE YOU FRIGHTENED BY WACHINES?T

“UHY DO YOU WENTION COMPUTERS?"

“UHAT D0 YOU THINK WACHINES HAVE 10 DO WITH YOUR
“BON’T YOU THINK COMNPUTERS CAN HELP PEOPLE?*
“UHAT IS IT ABOMT WACHIMES THAT MORRIES YOUT™
“SAY, DO YDU HAVE ANY PSTCHOLOBICAL PROBLENST
"WHAT DOES THAT SUGGEST TO YOUT"

"I SEE.*

*[“H MOT SURE [ UNDERSTAND YOU FULLY."
*CONE COME ELUCIDATE YOUR THOUSHYS."

“CAN YOU ELABORATE ON THAT?®

“THAT 1S QUITE INTERESTING.®

PATA FOR FIMDING RIGHT REPLIES

1,3,4,2,6,4,6,4,10,4,14,3,17,3,20,2,22,3,23,3
28,4,28,4,32,3,35,5,40,9,40,9,40,7,40,9,40,%,40,9
49,2,51,4,55,4,59,4,63,1,63,1,44,5,69,5,74,2,76,4
80,3,83,7,90,3,93,6,99,7,104,6

PROBLEN?



Facher

This program loosely simulates a
debate with your father about going
out on Saturday night. After you win or
lose the debate, then Saturday night
approaches and you must decide
whether or not to actually go out. When
all is said and done, the computer will
give you a score on a scale of minus
seven to plus four. (This could have
been a scale of zero to ten, but
computers have this magic ability to
give us scales of anything we want).

This program originated in the
dungeons of Digital Equipment Cor-
poration and was whipped into its
present form by Victor Nahigian.
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FATHER

CREATIVE COMPUTING
MORRISTOUN, NEW JERSEY

WANT TO HAVE A DEBATE WITH YOUR FATHER, EHT?

DO YOU VANT INSTRUCTIONST YES

YOU ARE GOING TO PLAY IN A GAME IN WHICH YOU WILL DISCUSE
A PROBLEN WITH YOUR FATHER AND ATTENPT TO GET #lm TO
AGREE WITH YOU IN THREE TRIES.

FOR EACH STATEMENT YOU MAKE, I WILL TELL YOU UHAT
YOUR FATHER REPLIED.

YOU MUST SELECT YOUR STATEMENT FROM ONE
OF THE FOLLOWING SIX.

et etene

1. 0.K, I UILL STAY HOME.

2. BUT 1°D REALLY LIKE 7O GO. ALL MY FRIENDS ARE GOING.

3. IF ALL MY WORK IS DONE, I SHOULD BE ABLE TO GO.
1. IF YOV LET ME 60 OUT I“LL BABYSIT ALL WEXT WEEE
=N YOU MEVER LET ME DO WHAT 1 UANMT TO BO.

b. I“% GOING ANYUAY!

LA AL 1Y)

WUHEN & DUESTION MARK APPEARS, TYPE THE NUMBER
OF YOUR RESPONSE FOLLOVED BY & RETURN.

YOU WILL RECEIVE PODINTS BASED ON HOL SUCCESSFLLL YOU
ARE AT CONVINCING YOUR FATHER.

THE ISSUE IS:
YOU WANT TD 60 OUT SATURDAY NIGHT.
TOUR FATHER DPPOSES THE IDEA.

UKREN YOU FIRST BRING UP THE IDEA, YOUR FATHER STATES:

N9, YOU CAN“T GO OUT ON A DATE SAT. NITE AND THAT'S THAT.
HBU UOULD TOU APPROACH YOUR FATHER

WHAT WOULD YOU SAY FIRSTT 2

YEUR FATHER Salb:

I DONT THINK YOU DESERVE TO GO0 DUT $aT. NITE,

WHAT IS YDUR REPLY? 3

YOUR FATHER SAID:

0.%. IF YOU D0 THAT YOU CaN GO DUT SAT. NIGHT.

DN A SCALE OF -7 T0 4, YOUR SCORE WAS 2 POINTS,
IT IS NOM SAT. NIBHT, WHICH DO vOu DO?
1. GO ouT.
2. STAY HOKE,
T1
YOU FATHER DIDM”T CHECK UP DN YOU.
YOUR SCORE IS NOM 2 POINTS.
WELL DONE!

WOULD YOU LIKE 70 TRY AGAINT YES
UHEN YOU FIRST BRINS UP THE IDEA, YOUR FATHER STAIES:

ND, YOU CAN‘T 80 OUT ON & DATE SaT. NITE AND THAT’S THATL.
HOU ROULE YOU APPROACH YOUR FATHER

WHAT WOULD YQu SAY FIRST? 1

AGREEMERT REACRED

Of & SCALE OF -? 10 4, YOUR SCORE MAS -1 POINTS.
IT IS HOM SAT, MIGHT, WHICH DO YOU DO
1. 60 qut.

2. STAY HOME,
*2
YOUR FATHER CHECKED UP ON YOU.
YOUR SCORE IS NOU -1 PDINTS.

YOu B10M°T SUCCEED IR CONVINCING YOUR FATHER.

UDUEE YOU LIKE YD TRY AGAINT NO



ST
100

1o
120
130

150
140
170
180
120
200
210
220
230
240
230
240

280
210
300
310
320
330
340
330
360
370
Jee

400
110
420
130
440
430
440
470
450
490
300
310
320
530
540
550
G40
a70
380
990
600
410
420
430
640
430
660
670
480
4%0
700
210
720
730
740
750
760
270
780
7
800
g
820
830

PRINT TAB(24);"FATHER" :PRINT

PRINY TAB(20);“CREATIVE COMPUTTHG"
PRINT TAB{18);"MHORRISTOUN, MEMW JERSEY "
PRINT:PRINTzPRINT

PRINT “MANT TO HAVE A DEBATE MITH YOUR FATHER, EH??" :PRINT

DIH ne(2)

A=2

Ke(2:="FATHER"

PRINT "BO YOU VANT INSTRUCTIONS*;

INPUT Q1§

IF @14="YES™ THEN 220

goTe 310

PRINT "YOU ARE GOING TD PLAY IN A GAME IN WHICH YOU WILL DISCUssS"
FRINT “A PROBLEM UITH YOUR “jM$(4};" AND ATTEKPT TO GET HIA To"
PRINT “ASREE WITH YOU IN THREE TRIES."

PRINT

PRINT *FDR EACH STATEMENT YNU MAKE, I WILL TELL YOU UHAT "
PRINT “"YOUR ";M${A);“ REPLIED."

PRINT

PRINT "YOU KUST SELECT YOUR STATEKENT FROA ONE"

PRINT “OF THE FOLLOMUING SIX.*

PRINT "statsnsss"

PRINT "1, 0.K. I UILL STAY HONE."

PRINT *2. BUT 1D REALLY LIKE T 60. ALL MY FRIENDS ARE GOING."
PRINT "3. IF ALL WY VORK IS DONE, I SHOULD BE ABLE TO GO."
PRINT "4, IF YOU LET ME 60 OUT I“LL BABYSIT ALL NEXT UEEK"
PRINT "3, YOU MEVER LEY RE DD WHAT 1 WANT TO PO."

PRINT “&. I8 BOING ARYWAY!"

PRINT "sxersnanes®

PRINT

PRINT "UMEN A QUESTION MARK APPEARS, TYPE THE WUMBER"

PRINT "OF YDUR RESPOMSE FOLLOWED BY A RETURN.”

PRINT

PRINT *YOU WILL RECEIVE POINTS BASED ON HOU SUCCESSFULL You“
PRIMT “ARE AT CONVINCING YOUR FATHER.®

PRINT

PRINT "THE ISSUE IS:"

PRINT " YOU WANT TO GO OQUT SATURDAY WIBHT.™

PRINT " YOUR “;M$(A);" OPPOSES THE 1DEA.*

PRINT

PRINT *WHEN YOU FIRST BRING UP THE IDER, YOUR *;Hs(A};" STATES:®
P1=-1

P3=2

Pi=-1

c=1

Pé=-2

=0

16=0

PRINT

PRINT “NO, YOU CANT GO OUY ON A DATE SAT. NITE AND THAT’S THAY."
PRINT "HOU WOULED YDU APPROACH YOUR “ HS{(A)

PRINT “UHAT WOULD YOU SAY FIRSTY;:INPUT It

ON 11 GOTO 220,760,1070,1070,750,700

PRINT "HO, YDU CAN NOT 60 OUT ON & SAT, WIGHT.®

X=K=2:16=14+1"1

If 16=12 THEN B30
C=C+1

IF C=3 THEN 1040

IF 1276 THEN 840

GOTD 780

PRINT "YOUR “3M${A};" SAlbB:z"

GOTO &30

PRINT “AGREEMENT REACHED*

X=X¢P1

G070 1040

X=X4P3

PRINT *YOUR *;N9(A};" SALD:"™

PRINT "1 DOMN’T THINK YOU DESERVE T0 GO OUT SAT. WITE.*
PRINT “UHAT IS YDUR REPLY"S

IHPUT 12

0N 12 GOTO 720,940,1010,1010,950,700
PRINT “YOUR “;H$(A);" SAID:"

K=X+P]

PRINT “UHAT 1§ YOUR REPLY";

340
8350
840
g20
g80
B0
700
210
220
230
740
250
760
970
a0
90
1000
1010
1020
1030
1040
1050
1060
1070
1980
1090
1100
1190
t12e
1130
1140
1150
1160
170
1tB0
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
135¢
1360
1370
1380
139¢
1400
1410
1300
1420
1430
1440
1450
1460
1470
1480
1490
1300
1510
1520
1530
1540
1550
Ok

L LR

QK 13 607D ¥10,1050,8%0,890,%10,920
X=X+P1

K=X+P1

BOTD 19350

X=X+2

GoTO 1050

X=X-1g6070 1050

X=x-2

PRINT “DISCUSSION ENDED. NO AGREEMENT REACHED."
GOTD 1040

X=X+P3
PRINT “YOUR “jH$(A);" SALD:"
PRINT "NO, I‘H SORRY, BUT YOU REALLY DON‘T DESERVE T0 60 "

PRINT "SAT. NIDHMT."
PRINT "UHAT IS YDUR REPLY";:INPUT 13
DN 13 G0TO 720,890,1010,1010,870,850
PRINT “YOUR FATHER SAID:"
X=X+P3
PRINT "0.K. IF YOU DO THAT YOU CAM GO DUT SAT. NIGHT.®
PRIRT
PRINT ™ON A SCALE OF -7 TD 4, YOUR SCORE WAS *";X;" POINTS."
GOTO 1120
PRINT "YOUR " #${A)3" SAID:"
I=X+P3
PRINT
PRINT
PRINT
PRINT

"WELL, MAYBE, BUT 1 DON“T THINK YOU SHOULD G0."
“UHAT 1§ YDUR REPLY";:GOTD 790

*IT 1§ NOY SAT. NIBHT, WHICH PO YOU DO?*

PRINT ™ 1. GO our,*

PRINT * 2, STAY HOME."

INPUT 02

IF @3 > 1 THEM 1180

BOTO 1220

IfF 12 > 1 THER 1200

60T 1220

IF 13 < 5 THEN 1220

gore 1230

IF RNB{1) > .5 THEN 1230

PRINT "YDUR FATHER CHECKED UP ON YOU.™
60TO 1270

PRINT "YOU FATHER DIDN“T CHECK UP DN YOU.*
6010 1270

0K 23 60TD 1360,1280

PRINT "YOUR SCORE IS NOW “;X;" POINTS."
§070 1410

IF I2=3THEN 1330

IF I2=4 THEX 1330

GOTO 1350

X=)xr1

GOTD 1280

o% I3 GOTO 1280,1280,1330,1330,12680,1260
If It=1 TREN 13%0

OR 12 0OTO 1390,1380,1280,1280,1380,1380
0N 13 GOTO 13%0,13%0,1280,1260,1390,1390
X=X=1 ’

607D 1280

DN X+B DOTD 1420,1420,1420,1420,1450,1450,1450,1430,1470,1500,1500,

PRINT “YOU BIDN'T REALLY SUCCEED IN CHANGING YOUR"

PRINT H${A);"’S IDEAS AT ALL."

G070 13510

PRINT "YOU DIDN’T SUCCEED IN COMVINCING YOUR “jHS$(A);"."
8070 1510

PRINT *YOU CONVINCED YOU *j;Hs$(a};“ BUT IT TOOK YOU Too"
PRINT “MAMY TRIES."

BOTO t510

PRINT "VELL DONE!™

PRINT

T1=Ti#1

PRINT “UOULD YOU LIKE TO TRY AGAIN";:INPUT O5%

If 03$="YES" THEN 500

EHD



This game may be the only one so easy that even
an animal could play it, yet hard for people to play
even as well as random chance. It may be useful in
training the intuition, and improving gamesmanship
in speculation-type activities, where each player |s
trying to outguess the other's behavior and stay one
step ahead.

On each turn, the program first selects 'yes' or
‘no’, but gives you no information about its decision.
Therefore your guess on the first turn is pure chance,
there is no skill involved. But soon the program
starts using patterns in your behavior, making its
decisions to increase the chance of your next guess
being wrong. And to make it harder for you, the pro-
gram doesn't strictly maximize its chances, but
throws a little randomness into its decisions.

Variations

There are endless strategies for programming this
game, for there could be almost infinitely many defi-
nitions of what a “pattern” is. No single algorithm
could be “best”, because it must assume a model
of the human player, and people are different, even
the same person from moment to moment. Any good
algorithm must build or refine its model of the
player, during the course of the game.

This particular program keeps an array of 16 prob-
ability estimates; the person’'s last two guesses, and
whether they were right or wrong (16 situations alto-
gether) determine which estimate is selected. The
array (which depends on all previous play within
the game) becomes a model or profile of the player,
and It can be printed at end of game. Any prob-
abilities far from .5 indicate predictable behavior in
the corresponding situations. The profiles can be
compared over time, or used to study strategy dif-
ferences between people. They can also be compared
with random profiles developed by playing games
with random input such as coin flips, or (more easily)
by modifying the program so that BASIC statements
replace the human player and make guesses ran-
domly (or by some other rule). In fact, different algo-
rithms could play each other.

This particular implementation has two para-
meters:a memory factor(F1)which controls the decay
rate of old learning when it is overridden by recent
experience, and a randomness factor (F2) Influencing
the program’s likelihood of making the decision sug-
gested by the probability estimate. These are just
two of innumerable optional parameters which could
be used in programming FLIP.

The program and description were written by John S.
James. They originally appeared in Creative Computing,
Mar/Apr 1977.
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FLIP
CREATIVE CONPUTING
MORRISTOMN NEW JERSEY

EXPLANATION (Y OR K)T Y

ON EACH TURN, YOU GUESS YES (“Y”) OR NO (“N’).
ONLY OKE I5 CORRECT, AND THE PROGRAM HAS DECIDED
WHICH ONE, BEFORE YOU MAKE YOUR BUESS. AT FIRST
YOUR DDDS ARE 50%, PURE CHANCE. BUT LATER THE
PROGRAN WILL TRY TO TAKE ADVANTAGE OF PATTERNS
1M YOUR GUESSIMB.

GAME ENDS AFTER 50 TURNS} 4 SCORE OF 24 OR MORE
18 GOOD. PROGRAM TELLS WHEN YOU WIN A TURN,

BY TYPING AN ASTERISK (7e) AS THE FIRST

CHARACTER OF THE FOLLOUINE LINE.

BEGIN.
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END OF GAME.
YOU BOT 17 OUT OF 350 CORRECT.

PLAY AGAIN (Y OR M)T N
oK



LIST

10 PRINT TAB(25);"FLIP"

20 PRINT TAB(18)}"CREATIVE COWPUTING"

30 PRINT TAB(16);"HORRISTOUN NEW JERSEY":PRINT:PRINT:PRINT
31 B1=50

32 PRINT "EXPLANATION (Y OR M)“}

34 INPUT T9

36 IF LEFTS(TS,1) <> *Y* THEN 180

50 PRINT "ON EACH TURN, YOU BGUESS YES (“Y”) OR NO (“N’)."
40 PRINT "ONLY ONE IS CORRECT, AND THE PROGRAM HAS DECIDED™
70 PRINT "WHICH DNE, BEFORE YOU NAKE YOUR GUESS. AT FIRST"
80 PRINT "YOUR ODDS ARE 30X, PURE CHANCE. BUT LATER THE*
90 PRINT “PROGRAM WILL TRY TO TAKE ADVANTAGE OF PATTERNS"
100 PRINT "IN YOUR GUESSING."

110 PRINY

120 PRINT "GAME ENDS AFTER ";B1;" TURNS; A SCORE OF *;
125 PRINT INT(B1/2-1)3* OR MORE"

130 PRINT =IS S00D. PROGRAM TELLS WHEN YOU WIN A TURN,"
140 PRINT "BY TYPING AN ASTERISK (“=’) AS THE FIRST"

150 PRINT "CHARACTER OF THE FOLLOUING LINE."

140 PRINT

170 REM

180 REX INIALIZE: 16 PROBABILITIES, 4 RESPONSES (X),

190 REN OLD-MEMORY FACTOR (F1), RANDONNESS FACTOR (F2),
200 REM SCORES (8§1,52) AND RIGHT-ANSUER FLAG.

210 PRINT

220 PRINT

230 DIN P(16),X(4)

240 PRINT “BEGIN."

250 FOR I=1 TO 14

240 P(I)=.5

270 NEXT I

260 FOR I=1 TO 4

290 X(1)=0

300 IF RMD(1) € .5 THEN 320

310 X(I)=t

320 MEXT 1

330 Fi=.8

340 F2=.3

350 S1=0

350 52=0

370 As=" *

380 REM

390 REM TAKE THE ESTINATED PROBABILITY (11)

400 REM OF THE PERSON OUESSING YES.

410 REN USE AN ADJUSTED PROBABILITY (22).

420
430
440
450
460
470

4%0

310
520
330
340
550
340
370
580
590
400
410
620
&30
640
650
660
670
480

710

IS AP SE PR LA PRFEPATIAL AR DAL
I1=P(I?)

12=11

IF 22 <> .5 THEN 480

12=RND(1)

6070 520

IF 2 > .3 THEN 510
12=12+F2+02(1-F2)

60TO 520

12=12+F2+12(1-F2)

15=0

IF RND(1) < Z2 THEM 560

3=1

REN

REN INTERACT WITH PERSON. GET HIS RESPONSE (Z3).
REM UPDATE RESPONSE WISTORY (X), APPROPRIATE PROB. (P(I9)).
PRINT A9}

13=0

INPUT HS

IF LEFTS(HS,1) = “Y* THEN 650

IF LEFTS(HS,1) ="N" THEN 440

PRINT "ERROR, WUST BE Y OR N ."
G0TO 400

I~

A‘.l -

§2=52+1

IF 23 <> I§ THEN 710

Ad="s"

§1=51+1

REN UPDATE X - THE LAST 4 CHOISES.
X(1)=x(3)

L(2)=X14)

X(3)=23

X(4)=13

REN UPDATE THE PROBAPILITY USING OLD IY.
POIP)=F 1P (19D ¢ (1-F1)eX(T)

IF §2 < B1 THER 380

PRINT AS;

PRINY

PRINT "END OF DAHE."

PRINT *YOU GOT *;§1;* OUT OF *;82;* CORRECT."
PRINT:PRINT

PRINT “PLAY AGAIN (Y DR N)";

INPUT T$

IF LEFTS(TS,1)="Y" THEN 240

END



Four In A Row

In this game, eight pegs are put in a
row, each one of which can hold eight
ings. Each ring Is marked with either
an X or an O. You and an opponent
alternate turns; in this case the oppo-
nent is the computer. On each turn you

130) are dealt with in the same way for
the human player; thus, these values
are for defense.

The computer version of the game
was written by James L. Murphy.

. 1 4
place a ring over one of the pegs, one RUN A NUMBER BETUEEN | AND 8% 3
through elght The Object isto getfour cl;mu:ncgﬁ?'l“ A NUNBER BETUEEN 1 AND 87 4 - a » ®» ®» ®» = a
X's or O's in a row, vertically, horizon- NOSRISTOWN. MEU JEROEY - - = - - -
" r

tally or diagonally. A glance at the - - - - e = - = = - - =
sample run will show you how this T - === . s =
process works. L Lh LT N S T L L

While the computer already plays THE GAME COMSISTS OF STACKING X§ =~ - - = = = = = - =00 X - = =
rather well, you may wish to experi- AND 078 (THE COMPUTER HAS O) NTIL =~ - - = = - = = X0 X x0 - X
ment with improving the computer’s DNE OF THE PLAYERS BETS FOUR INA  ~ - ~ ; il 123 458 7 8
play by changing the values in the data :::s:::zig"-”v HORIZONTALLY, OR L2353 468670 T
statements in lines 120 and 130. The :
first four values are awarded if a COPUTER PICKS COLUMN 4 - % & s ee @
position yields one, two, three, or four DO YOU UANT TO 80 FIRSTT YES L =TT I
in a row respectively, for the computer. S oo Tonors R L e ..
The next four values are bonus points g i O i o e e e iy
for making one, two, three, or fourina - e e e v .. - - - - - - - S o ms A a
row in more than one direction with the === s s - O e G S ; a g g : = =
same move. The next eight values (line i ¥ e vt Tl e e ) 1 2 348 & 7

- = = o ® ® e = - - - X - = = -
12 45 67 8 1 23 45420 COMPUTER MWINS!!

10 PRINT TAB(22);"FOUR IN A ROW" 550 60SUB 1240 1110 BOTO 1560
20 PRINT TAB(20);"CREATIVE CONPUTING® 560 FOR Z=1 T0 4 1120 K=H9
30 PRINT TABC18);“NORRISTOUN, MEV JERSEY" 570 IF S(I)<A THEN 400 1130 PRINT "COMPUTER PICKS COLUMN “;MzPRINT
40 PRINTePRINT:PRINT Se0 PRINT*Y DU WM IN III™ 1140 LoL(K)+TaL(HI=L{M)+1
100 DIN D$(8,8),L(8),5¢C),F() 590 B80TD 1580 1150 BS(L,H)=08
110 DIN VI16),H(4) 600 MEXT Z 1160 P3=03:605UF 340
130 DATA 1,100,500,1€20,1,800,4000,1E20 610 N9=02V1=0 1170 GOSUB 1240
140 DATA 1,75,%00,1E18,1,450,3000,1E18 420 Ni=\ 1160 FOR 2 = 1 10 4
150 FOR Zt=1 TD 16tREAD V(Z1)zMEXT Z1 630 FDR M4=1 TO 8 1190 IF S(2)<4 THEN 1220
140 PRINT*THE GANE OF FOUR 1K A ROU® 640 LeL(MA)+1 1200 PRINTCDMPUTER WINS 1"
170 INPUT"BO YOU WANT IMSTRUCTIONS®;A$ 450 IF L>8 THEM 1080 1210 8070 1580
180 IF A%="NRD" THER 270 &40 V=1 1220 ¥EXT 1
190 IF A$="YES" THEN 210 470 Pe=0%:4=0 1230 GOTO 4S50
200 PRINT*YES OR NO“:60TO 170 &80 Mend 1240 08X
210 PRINT*THE GAME COMSISTS OF STACKINE X’S* &90 BOSUB 1240 1250 IF P3=2X$ THEN 0%=0%
220 PRINT“AND D°S (THE COMPUTER HAS 0) UNTIL“ 700 FOR Zi=1 TO ArM(Z1)=0:NEXT 21 1260 D2=1:D1=0
230 PRINT*ONE OF THE PLAYERS GETS FOUR IN A" 710 FOR Z=1 T0 4 1270 I=0
240 PRINT*ROU VERTICALLY, HORIZOMWTALLY, OR ™ 720 8=§(2) 1280 GOSUB 1360
250 PRINT"DIABONALLY.™ 730 IF S-4>3 THEN 1130 1270 D1=1:D2=1
260 PRINTZPRINT 740 TsS#F(I) 1300 60SUF 1340
270 X$="X";08="0" 750 IF T<4 THEN 780 1310 D2=02D1=1
280 FOR I=1 YO 8:FOR J=1 TO BeB$(I,J)="-"1NEXT J:NEXT I 260 Unies4 1320 GOSUR 1340
290 FOR Z1wi TO 8:L(I1)=0:MEXT I1 770 R(SI=N(E)+1 1330 B2=-1:DB1=1
300 INPUT"DO YOU WANT TO 60 FIRST™;A$ 780 MEXT 2 1340 GOSUB 1340
310 IF A$="N0" THEN 610 790 FOR I = 1 T0 4 1350 RETURN
320 GOSUB 340 800 N=M(I)=1 1360 D=1:85=1
330 60TO 450 810 IF M=—1 THEN 840 1370 T=0
340 FOR 1=8 TD 1 STEP -1 820 11=Bel+A#SEN(N)4] 1380 2=2+1
3%0 FOR J=1 1D 8 830 VsV + V(I1) + NeV(B+U+I) 1390 C=0
360 PRINT® “3BS(1,J0; 840 MEXT I 1400 FOR k=1 10 3
370 NEXT J 830 IF U=1 THEN BBO 1410 HS=m+KeD1:Li=L+K*D2
380 PRINT 860 UmtiPe=X$ 1420 IF BS<1 BR L1<1 OR M58 OR L1>8 THEN 1514
390 MEXT 1 870 60TO 490 1430 BA=BS(L1,HS)
400 PRINT® ™} 880 L=L1 1440 IF C0 THEN 1480
410 FOR I»1 TO @:PRINY 1;:NEXT 1 920 IF L>8 THEN 1020 1450 IF B$=0% THEN k=31 GOTOD 1510
420 PRINTIPRINT 930 GOSUB 1240 1460 T = 141
430 RETURH 740 FOR I=1 TO 4 1470 60T 1510
440 PRINT"ILLEGAL WOVE, TRY ABAIN.* 9350 IF S{Z)>3 THER V=2 1480 IF psw»Ps THEE S=5+1:60T0 1310
450 INPUT®A NUMBER BETUEEN 1 AND BN 760 MEXT Z 1490 C=1
450 N=INT(H) 1020 IF v<V1 THEN 1080 1500 6OTO 1450
470 IF H<1 OR KXB THEM 440 1030 IF V>U1 THEN Ni=1: GOTO 1060 1510 MEXT K
480 L=L(N) 1040 K1=K1 + 1 1520 IF D=0 THEN 1550
490 IF L>? THEN 440 1050 IF RMD{1}>1/M1 THEN 1080 1530 D=0:B1=-01:D2=-D2
500 LK) eL#1gLeL et 1060 V1 = v 1540 60TO 1399
S10 BS(L,h)=Xe 1070 H9=N4 1330 S(Z)=8
520 PRINT 1080 NEXT M4 1560 F(Z)=T
510 GOSUB 340 1090 IF H9<>0 THEN 1178 1570 RETURN
540 Ph=X$ 1100 PRINT "T I E B ANE ..." 1580 END
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This program very loosely
represents a battlefield in which you,
the player, are located at point 0,0.
There are five enemy installations that
may be located anywhere from 0,0 to
30,30 except foraclearzone from 0,0 to
10,10. The accompanying diagram
should make this clear. Instead of the
normal artillery type of game where
you are lobbing projectiles onto your
enemy installations, in this game you
are firing some sort of laser missileina
very straight path which destroys
everything in its path. If the missile flies
within one unit either northwest or
southeast of the target, or, of course,
over the target directly, that target is
destroyed. If it is within two units of the
target, the missile will be shot down
and that target will relocate to a new
position one unit away from its
previous position in some random
direction.

Geowar is largely a guessing game
with incomplete information given in
its clues. Nevertheless it's fun to play
and is a nice switch from just a plain
"guess the mystery number game.” It
was written by Gary Lorenc and origi-
nally appeared in Creative Computing,
May/June 1975.

90°
& -
Enemy
Mu-
.o - = = - —l
Clear E
: : I o°
You) 1o 20 30

RU
’ GEOQUAR

CREATIVE COMPUTLNG
MORRISTOUN, MEW JERSEY

DD YOU UANT A DESCRIPTION OF THE GAMET YES

THE FIRST GUADRANT OF A REGULAR COORDINATE GRAPH WILL SERVE AS
THE BATTLEFIELD. FIVE EMEMY INSTALLATIONS ARE LOCATED WITHIKR A
30 BY 30 UNIT AREA. KO TARBET IS INSIDE THE 10 BY 10 UNIT AREA
ADJACENT TO THE ORIGIN, AS THIS IS5 THE LOCATION OF OUR BASE. UHEN
THE MACHIME ASKS FOR THE DEGREE OF THE SHDT, RESPOND UITH A NUMBER
BETUEEN 1 AND %0.

SCAREmS#SFss3%s

1, & DIRECT HIT IS & MIT WITHIN 1 DEGREE OF * +

THE TARGET. s HITxssess 3

2. A HIT HUST PASS BETUEEN THE FIRST SETY OF L * 4
IMTEGRAL POINTS ¥U AND SE OF THE TARGET. o 0
3. A SCARE MUST PASS BETUEEN THE MEXT SET OF LI ®
INTESRAL POIRTS WU AND SE OF THE TARBET, 2 semeenHIT

L
]
*
4ND CAUSES THE ENEMY TO RELOCATE A B ]
WAXINUN OF 1 UNLT IN ANY DIRECTION. sexsereeeeSCARE

MISSLES HAVE INFIMITE RANGE AMD MAY HIT WORE THAN OHE TARCET.
A MISSILE THAT MEARLY KISSES AN IMSTALLATIDN (A SCARE) UILL BE
INMEDIATELY SHOT DOUN. ANY WITS BEFORE THIS TIME WILL NOT BE COURTED
UNLESS & DIRECT HIT WAS MADE.

READY TO 6O? YES
00D LUCK!

ENTER DEGREE OF SHOT? 25
H0 LUCK =— TRY ABAIM.

EMTER DEBREE OF SHOT? 35
A NEAR HIT. EMEMY HAS RELOCATED.

ENTER DEGREE OF SHOTT 47
HO0 LUCK == TRY AGAIN.

ENTER DEGREE OF SHOT? 37
wessBULLS EYEes#s 2 MITS == A DIRECT HIT ON 1 OF THEN!
2 DOWN -- 3 TO BO.

ENTER DEGREE OF SHOT? S8
N0 LUCK == TRY AGAIN. ENTER DEGREE OF SHOT? 40
NO LUCK -- TRY AGAIN.
ENTER DEGREE OF SHOT? 73
A NEAR WIT. EMEMY HAS RELOCATER, ENTER DEGREE OF SHOT? 40
N0 LUCK -- TRY AGAIN.
ENTER DEGREE OF SHOT? 77
A MEAR MIT. ENEMY HAS RELOCATED, ENTER DEBREE OF SHOT? 35
N0 LUCK == TRY ABAIN.
ENTER DEGREE OF SHOTT 78
MO LUCK =- TRY AGAIN. ENTER DEGREE OF SHOT? 20
HD LUCK =-- TRY ABAIN,
ENTER DEDREE OF SHOTT 74
A KEAR HIT. ENEMY HAS RELOCATED. ENTER DEGREE OF SHDTT 10
*s3¢BULLS EYE®¢#+» @A DIRECT HIT!
ENTER DEGREE OF SHOT? 76 4 DOUN -- 1 TO GO.
A MEAR HIT. EMENY HAS RELOCATED,
EHTER DECREE OF SHOT? S0
ENTER DEGREE OF BHOT? 73 100 LDU -- TRY ABAIN.
ND LUCK -- TRY AGAIN.
ENTER DEGREE OF SHOT? 42
ERTER DEGREE OF SHOT? 7§ A NEAR HIT. EMENY HAS RELOCATED.
MO LUCK -~ TRY AGAIM.
ENTER DEGREE OF SHOT? 43
ENTER DEGREE OF SHOT? 74 A NEAR HIT. EMEMY HAS RELOCATED.
se{ONGRATULATIONS®® A HIT.

3 pouk -- 2 T0 GO. ENTER DEGREE OF SHOT? &7

A HEAR HIT. ENEMY HAS RELOCATED.

ENTER DEGREE OF SHOT? 80

NO LUCKE -- TRY AGAIN. ENTER DEGREE OF SHOTY &9

#sos9BULLS EYEs*xe A& DIRECT HIT!

EYTE® DEGREE OF SHOTY 85
NO LUCK == TRY AGAIN.

64

GANE TOTALE: 2 MITS AND 3 DIRECT HITS ON 27 SHDTS.



ST 140 rUR J®1 10 RITEI

| PRINT TAB(24);“GEDUAR" 129 2=F(J}

2 PRINT TAB(20)};"CREATIVE COMPUTING™ 130 D(2/2)=0

3 PRINT TAB(18);"HORRISTOUN, HEU JERSEY" 131 H(2)=0

4 PRINTzPRINT:zPRINT 132 HiZ-1)=0

5 PRINT *D0 YOU WANT A DESCRIPTION OF THE GAME"; 133 8(2)=0

& INPUT I# 134 S(Z-1)=0

7 IF I19="NO* THEN 44 135 MEXT J

B PRINT 136 PRINT 5-TS}" DOUN —";T5;“ T0 €0."
7 PRINT * THE FIRST QUADRANT OF & REGULAR COORDINATE GRAPH WILL": 137 GOTO B

10 PRINT " SERVE AS" 138 PRINT "A MEAR HIT. EMEMY HAS RELOCATED."
11 PRINT “THE DATTLEFIELD. FIVE ENEMY INSTALLATIONS ARE LOCATER™; 139 FOR R=1 TO 2

12 PRINT * WITHIN A" 140 X2=INT(RMD(1)®100)

13 PRINT "30 BY 30 UNIT AREA. NO TARGET 1S INSIBE THE 10 BY 10 *} 141 IF ABS(C(A-(R-1))=X2)>1 THEN 140
14 PRINT "UNIT AREA" 142 IF C(A-(R-1))<=2 THEN 140

15 PRINT "ADJACENT TO THE ORIBIN, AS THIS IS THE LOCATION OF GUR “; 143 C{A-(R-1))=XK2

14 PRINT "BASE. WHEN" 144 NEXT R

17 PRINT "THE MACHINE ASKS FOR THE DEBREE OF THE SHOT, RESPOND “; 143 DIAS2I=FWVIC(A)/CLA-1))

18 PRINT "UITH A MUNBER" 146 Li=a

1% PRINT "BETWEEM 1 AND 90, 147 FOR I=A TD L1 STEP 2

20 PRINT 148 HII=1)=FRV((CCI)=1)/(CAI=1)%1))
21 PRINT TAB{(S51),“SCAREwwedepsass” 149 H(L)=FRVU(CCD #1I/(CCE-1)-1))
22 PRINT * 1. & DIRECT HIT 1S A HIT UITHIN t DEGREE OF"; 150 S{I-1)=FRVU{C(I)}-2)/{C(I-1)42))
23 PRINT TAB(S51),"* ¢ 131 S(I)=FRVECCCD) +2)7(CCI=1)-2))
24 PRINT * THE TARGET.”,TAB(S1),%# HIT#+s+ss »" 152 NEXT I

25 PRINT " 2, & HIT MUST PASS BETUEEN THE FIRST BET OF"; 153 RETURM

26 PRINT TAB(51),"s » s o 154 R=INT(RND(1)*100)

27 PRINT * IRTEGRAL POINTS NU AND SE OF THE TARGET."; 155 IF R>30 THEN 154

28 PRINT TAB(S1),"* ¢ B & »* 156 IF RCI THEN 154

29 PRINT ™ 3. A SCARE NUST PASS BETUEEM THE NEXT SET OF"; 157 C{K)=R

30 PRINT TAB(I1), "+ & D # o 158 RETURN

31 PRINT * INTEGRAL POINTS MU AND SE OF THE TARBET,"; 159 FOR ZI=1 T0 5

32 PRINT TAB(S1) "% sxssessHIT &~ 140 LF DC(Z1)>1 THEN 142

33 PRIRT * AMD CAUSES THE ENEMY TO RELOCATE A “; 161 NEXT It

35 PRINT * HAXIMUM DF 1 UMIT IN AMY DIRECTION.“; 143 PRINT “TOO HIGH — TRY AGAIN.*
34 PRINT TAB(S51) "ssessessexSCARE" 164 BOTO B1

37 PRINT 163 PRINT "T00 LOW -~ TRY AGAIN."

38 PRINT 164 BOTOD Bt

3% PRINT * KISSLES HAVE INFINITE RANGE AND MAY HIT MORE THAN “; 167 PRINT

40 PRINT "ONE TARGET.* 168 PRINT "BAME TOTALS:";HS;" HITS AND*;D5;" DIRECT HITS ON";5;“ SHOTS,'
41 PRINT "A KISSILE THAT KEARLY MISSES AN INSTALLATION (4 SCARE) "3 159 PRINT

42 PRINT “WILL BE" 170 PRINT “READY FOR A MEU GAME";

43 PRINT "INKEDIATELY SHOT DOUN. ANY HITS BEFORE THIS TIME WILL *; 171 B2=62+1

44 PRINT “NOT BE COUNTERD" 172 §2=82+8

45 PRINT “UMLESS & DIRECT HIT WAS MADE." 173 D2=p2+D3

46 PRINT 174 H2=H2+HS

47 PRINT 175 INPUT G

48 PRINT "REABY TO GO"; 176 IF G§="NO" THEN 184

A7 INPUT RY 177 PRINT

50 IF R="NO" THEN 192 1768 PRINT

31 PRINT “GOOP LUCK!™ 179 PRINT

52 PRINT 180 PRINT "FIVE MEMW INSTALLATI =
53 pIN CC10) ,H(20),D(10),5(20),F(5) 181 PRINT “LOCATIONS.® MR IS BRI Y, AEEFESANT )
34 DEF FNV(V1)=INTC((1BO/3.T4157)#ATN(V1)4.5) 182 PRINT "G00D LUCK'™

55 X=250 183 6OTO &1

S6 X1=RND(1) #2 FOR A=2 TD 10 STEP 2 184 PRINT

57 82%@ 93 IF D>S(A) THEN 103 185 PRINT

58 §52=0 94 IF D<S(A=1) THEH 103 186 PRINT "TOTALS FOR™;62;™ GAMES:"jH2;" HW1TS AND*;D2
59 b2=0 93 IF D>H(A) THEN 105 187 PRINT " DIRECT HITS ON®;82;" SHOTS.*
60 H2we 96 If DCH(A-1) THEN 105 188 PRINT "AN AVERAGE OF*;52/(D2+M2);" SHOTS PER TARGET."
41 FOR ¥=1 T0 10 97 IF DXDLAS2)+1 THEN 101 192 END

62 GOSUB 154 98 IF DCD(A/2)-1 THEN 101 0k

63 IF INT(K/2)<>K/2 THEN 70 99 D1=D1+1

&4 IF C{(K-1)>10 THEN 70 100 GOTD 102

&5 IF CUHO>10 THEN 70 101 Hi=H1#+1

&6 FOR L=K-1 TO K 102 F(D14H1}=A

&7 GOSUB 154 103 MEXT A

&8 NEXT L 104 6070 108

4% BOTO 43 105 IF P1>0 THEN 110

70 NEXT K 106 BOSUD 138

71 §=0 107 6070 81

72 FOR L=1 T0 5 108 IF DI+HI<>0 THEN 112

73 DUL)=FWVEC(2=L)/C(2%L~1}) 109 IF TS=1 THEN 159

74 NEXT L 110 PRINT “MD LUCK -- TRY AGAIN.™

73 A=2 111 80TO 81

76 L1=10 112 IF D1X0 THEN 118

727 15=% 113 IF H1X1 THEN 114

78 pS=0 114 PRINT “esCONORATULATIONS®* A HIT.™

77 HS=Q 115 6OTO 124

B0 GOSUB 147 116 PRINT “ssCONGRATULATIONS*=*;H1;*HITS."

B1 PRINT 117 60TD 124

82 PRINT “ENTER DEGREE OF SHOT™; 118 PRINT "seeeBULLS EYE®ees )

83 D=0 119 IF D151 THEN 123

B4 H1=0 120 IF H1>0 THEN 123

B5 FOR 0=1 TO 5 121 PRINT ® A DIRECT WIT!®

86 F(R)=20 122 BOTOD 124

B7 MEXT @ 123 PRINT D1¢M1;" HITS == A DIRECT HIT ON";D1;" OF THEM!™

88 INPUT D 124 TS=T5-(D1+H1)

BY IF D>=90 THEN 81 123 b3=pS+M

90 ON SGM(D)+2 BOTOD 177,192 126 HS=HI+H1

91 S=§#+1 127 IF TS5=0 THEN “147



Grand Prix

in this program, you are attempting
o complete one lap around a grand
prix circuit against one of six op-
ponents, everything from a US Postal
delivery truck to a 1974 Ferrari. The
track consists of four straightaways
and four curves with different max-
imum speeds possible for each one.

Depending on which car you select for.

your own, you can take these curves
and straights at different speeds. Also,
the car you select will have different
braking characteristics which may

allow you to head into a curve at a
higher speed and then apply the brakes
at the last minute.

it may sound like it's easy to win by
simply selecting a Porsche or Ferrari
for your car and racing against a US
Mail truck or a well-used Ford
Mustang, but beware, itisn't really that
easy.

The origin of this game is a bit hazy.
The only thing that identifies it is PUC.
Could this be Pacific Union College?
Perhaps, but we're not really sure.

GRNPRX
CREATIVE COMPUTING
HORRISTOUN, MEW JERSEY

UELCONE TO THE PUC GRAN PRIX
DO YOU WANT A COURSE DESCRIPTION? YES

2 1
COOXPXXXXXXX KXY LNCLKNX KAXXXOOCNAXKAXXXXXXXOCL
85-100 €C (800} €

¢ c
3 0 PUC BRAN PRIX RACE c
X c
X cc
X L] {2800) C 50~
X §686555 85§  SSSOXXXXXXXXXXXXXXXXXPXXOL 70
X L1 §Ssssss ? 8
X (190010 & f0-110
X X
X 3
X X

DISTANCES IN YARDS, E6. (800) = 800 YDS.
SPEEDS IN MPH, EB. 85 TOD 100 MPH.

X X
4 001500 X
H X
R X
20-h Q3
I5H K
HH

10 2 15 A STRAIGHTAWAY 200 YARDS LONG
T0 3 I8 A CURVE 200 YARDS LONS
THE BREAKAWAY SPEED RANGE IS 85 TO 100 HPH

370 4 IS & STRAIGHTAVAY S0¢ YARDS LONG

1T ENDS 4T PDSITION 1500 YARDS FROW STARTING GRID
4 TD 5 15 & HAIRPIN CURVE 100 YARDS LONG

THE BREAKAWAY SPEED RANOE IS 20 TD 35 MPM
5 70 & IS ANOTHER STRAIGHTAWAY 300 YARDS LONG

1T ENDS AT POSITION 1900 YARDS FROM TRE GRID
4 10 7 IS & SET OF S CURVES SO0 YARDS LONG

THE SPEED RANGE [S 90-110 WPH
7 70 B IS THE FINAL STRAIGHTAUAY OF 400 YARDS

IT ENTERS THE LAST CURVE AT 2800 YARDS
8 TO ¢ IS THE FINAL CURVE OF 400 YARDS
THE BREAKAUAY SPEED RANGE IS 50 10 70 HPH

(S

THE TOTAL LENBTH OF OME LAP 1§ 3200 YARDS

DURING THE STRAIGHTAMAYS TOU WILL BE ABLE TO CONTROL THE

ACCELERATION AND BRAKING OF THE CAR. THE CURVES WILL BE TAKEN

AT URATEVER SPEED YOU ENTER THEM.

BELOVW THE BREAKAVAY SPEED, THE CURVES HAY BE TAKEW WITH WO DIFFICULTY,
ABOVE THE FASTEST SPEED INPICATED, YOU VILL CRASH!!

WITHIN THE SPEED RANGE, THERE IS THE POSSIBILITY THAT YOU RIGHT

LOSE TINE DR SPEER BY SUINGING VIDE OR BY SPINNING OUT.

THE FASTER YOU TAKE THE CURVES, THE GREATER THE RI1SKE--

ANMD THE LESS THE TIME!f!!

YOUR TASK IS TO TRANSVERSE THE TRACK IN A MWININUN OF TIME
UITHOUT CRASHING!'!!

YOUR CAR MAY BE ONE OF THE FOLLOWING:

1. PORSCHE

2, FERRARI

3. MASERATI

4. LOTUS FORD

UHICK CAR UOULD YOU LIKE? 4

YOUR CAR HAS A MAXINUM ACCELERATION OF 8 HPH/SEC.
AND & WAXINUN BRAKING OF -30 WPH/SEC.

YOU WILL RACE AGAINST DHE OF THE FOLLOUING:
1. U.5. POSTAL DELIVERY TRUCK

2. 1970 BEAT PONTIAL GTO

3. 1986 WELL USED FORD HUSTANG

4, LOTUS FORD

5. 1974 FERRARA

4. THE PHYSICS SUPERCHARGED LIGHTBEAN SPECIAL
CHODSE ONE OPPOMENT BY ENTERING NUMBERT 2

ELAPSED TIHE SPEED POSITION DPPONENT’S  ACCELERATION

SECOMDS NPH YARDS POSITION

0 ) ) 0 v

2 16 7 3 T8

| 2 3 14 *8
I3 8 70 43 vg

B 64 125 94 78
10 8o 195 156 ve
12 2 281 215 78
14 112 383 328 18
14 128 500 438 ’ =20
18 8e §04 585 75
20 98 897 700 1 -2
22 94 791 792 0

CURVE 2 -3 , SPEED 74 hPH

26.4 94 1000 977 70
28.4 94 1091 1054 L)
30.4 o4 1183 1154 70
32.4 94 1275 1269 7 -30
34.4 3 1338 1378 "8
6.4 50 1379 1458 78
3.4 66 1434 1498 T8

LEST CONTROL AT 80 MPH. YOUR CAR CRASMEM!!
YOUR OPPONENT FINISHED IN 91.092¢ SECOHDS!



DO YOU WISH TO TRY ABAIN? YES

fOUR CAR MAY BE ONE OF THE FOLLOWING:

1. PORSCHE

2. FERRARI

3. MASERATI

4. LOTUS FORD

WHICH CAR WOULD YOU LIKET 3

YOUR CAR HAS A MAXINUN ACCELERATION OF 12 WPH/SEC.
AND A MAXIMUN BRAKING OF -22 MPH/SEC.

YOU VILL RACE ABAINST ONE OF THE FOLLOWING:
1. U.5. POSTAL DELIVERY TRUCK

2. 1970 BEAT PONTIAC 8TO

3. 1946 UELL USED FORD NUSTANG

4. LOTUS FORD

S. 1974 FERRARA

&, THE PHYSICS SUPERCHARGED LIBHTBEAM SPECIAL
CHOOSE OME OPPONENT BY ENTERING NUMBERT 3

ELAPSED TIME SPEED POSITION OPPONENT“S  ACCELERATION
SECONDS HPH YARDS POSITION
0 0 0 0 ? 12
2 24 1" 3 712
4 18 44 20 712
5 72 105 81 112
8 9% 187 17 112
10 120 293 192 7 10
12 140 420 2087 10
14 140 557 401 70
16 140 494 538 v -22
CURVE 2 -3 , SPEED 100 HPH
21.9 100 1000 877 70
23.9 100 1098 972 70
25.9 100 1196 1060 T -10
27.9 80 1284 1173 7 -10
29.9 80 1353 1299 ? 10
3.9 “0 1402 1405 70
33.9 40 1442 1480 7 -3
35.9 3 1478 1512 70
CURVE 4 -5 , SPEED 34 HPH
41.8 34 1600 1549 T 12
43.8 58 1445 1641 T 12
45.8 82 1714 1495 710
47.8 102 1804 1771 T -5
49.8 92 1899 1842 79
CURVE & =7 , SPEED 92 HPH
50.9 92 2400 2435 70
62.9 92 2490 2550 70
64.9 92 2580 2481 70
66.9 92 2671 2774 7 -22
68.¢ 48 2739 2635 710
70.9 48 2794 2894 70

SPEED IN CURVE &8 NPH, TOOK CURVE WIDE, LOST 3.7 SEC.

COMPLETED LAP,ELAPSED TINE 84.5 SEC.
YOUR OPPOMENT FINISHED IN 80.8497 SECONDS
SORRY, YOU LOST BY 5.45029 SECONDS

DD YOU WISH TO TRY AGAINT NO
ne

LIST

10 PRINT TAB(24)3;"GRNPRX"

20 PRINT TAB(20);"CREATIVE CONPUTING"

3¢ PRINT TAD(18);"HORRISTOUN, NEW JERSEY"

40 PRINT:PRINT:PRINT

1020 DIN P(9),F4),6(4),H(B2)

1030 REN

1040 FOR X=1 TO ¢

1043 READ P(X)

1045 NEXT X

1050 FOR I=1 0 4

1060 READ G(I),FCI)

1080 LET B(1)=G(1}/2.04543

1090 LET FUI)=(F(1)4,41/2.04545)

1100 MEXT I

1110 FOR X=1 TO 82:READ H(X):NEXT X

1115 REM

1120 DEF FHACX)=INT{X#2.04545¢.05)

1130 BEF FAT(T)=INT(T#10+.5)/10

1133 DEF FNC(T)==(INT(T#R}+2)2 (INT{THR)+2482)-82¢ (B2<INT(ToR)42)
1134 DEF FNB(T)=-CINTCTeRI#1)9 (INT{T#R) #1<82)-82¢{B2<INT(T2RI+1)
1135 DEF FNPCT)ZINT(HCFNBIT))¢FHOLT) $FNRIT)+.5)

1136 DEF FNO(T)=H(FNC(T)}-H(FNB(T))

1137 DEF FMR{T)=TsR-INT(T®R)

1140 REM

1150 LET B=2

1200 PRINT

1210 PRINT “UELCONE TO THE PUC GRAN PRIX®

1220 PRINT

1250 REN

1260 PRINT *DO YOU WANT A COURSE DESCRIPTION";

1270 INPUT AS

1280 IF LEFTS(AS,1)<>"Y" THEN 1910

1300 PRINT

1320 PRINT TAB{23);“2";TAB(&&);"1"

1330 PRINT TAB(21)3=CCOXPRUXNONMOUXICOONONONX XXX XXX ANXNAXOLL!
1340 PRINT TAB(12);"85-100 CC (800)°;TAB(49);"C"

1350 PRINT TAB(18);"C*;TAB(70);"C"

1350 PRINT TAB(15);"3 0=;TAB(21);"PUC GRAN PRIX RACE";TAB(70);"L*
1370 PRINT TAB(14);"X";TAB{49);"C"

1375 PRINT TAB{15);"X";TAB(&7);"CC"

1380 PRINT TAB{14)}"X*;TAB(38);S9"; TAB(59);"(2800) C 50-*

1390 PRINT TAB(13);=X";TAB(22);"S55585§  S88  SSSOIXNNONMNNNNOOMXX’
1395 PRINT "XPXXOC 70"

1400 PRINT TAB(12)}"X ss 8555555 ™

1405 PRINT TAB(64);"8"

1410 PRINT TABCI1)}"X (1900)0 &  90-110"

1420 PRINT TAB(10);°X e

1430 PRINT TAB(9);"X LN

1433 PRINT TAB(28);*DISTANCES IN YARDS, EB. *;

1435 PRINT “(800) = BOO YBS."

1440 PRINT TAB(B);"X X*3TAB(20);"SPEEDS IN MPH, ";

1445 PRINT "EG. 85 TO 100 MPH."

1450 PRINT * P X"

1460 PRINT " X X
1470 PRINT * X b i
1480 PRINT " X X"
1490 PRINT * 4 0(1500) X"
1500 PRINT * K x-
1510 PRINT * H X~
1520 PRINT *20-H 0 §*
1530 PRINT " 33 H H"
1535 PRINT * HH*
1540 PRINT



1718
M9
1920
1921
1922
1923
1924
1923
1724
1927
1928
192¢
1730
1931
1932
1933
1934
1935
1936
1937
1938
1939
1940
1941
1942
1943
1944
1945
1944
1947
1948
1949
19350
3000
3002
3004
3010
3020
3023
3039
3040
3070
Joso
100
3130
31460
Iéé

PRINT
PRINT ™1 T0 2 1S A STRAIGHTAUAY BOQ YARDS LOMG*

PRINT =2 TO 3 1S A CURVE 200 YARDS LONG*

PRINT * THE BREAHAMAY SPEED RANGE 1S BS TO 100 MPH"
PRINT “3 7O 4 IS A STRAIGHTAWAY 300 YARDS LONG"

PRINT * IT ENDS AT POSITION 1500 YARDS FROM STARTING";
PRINT ™ GRID*

PRINT "4 T0 5 IS A4 HAIRPIN CURVE 100 YARDS LONG®

PRINT * THE BREAKAWAY SPEED RANGE 1S 20 TO 35 HPH"
PRINT "S T0 & IS ANOTHER STRAIGHTAMAY 300 YARDS LOMG"
FPRINT " IT ENDS AT POSITION 1900 YARDS FROM THE GRID™
PRIMT "& T0 7 IS A SET OF “S CURVES 500 YARDS LONG™

PRINT THE SPEED RANGE IS 90-110 HPH"

PRINT “7 T0 8 1S THE FINAL STRAIGHTAWAY OF 400 YARDS®
PRINT = IT ENTERS THE LAST CURVE AT 2800 YARDS"

PRINT *8 70 ? IS THE FINAL CURVE OF 400 YARDS"

PRINT = THE BREAKAUAY SPEED RANGE I35 50 TO 70 HPH"
PRINT
PRINT
FRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

"THE TOTAL LENGTH OF DNE LAP IS 3200 YARDS®

“DURING THE STRAIGHTAMAYS YOU WILL BE ABLE TO CONTROL THE®
*ACCELERATION AND BRAKING OF THE CAR., THE LURVES VILL BE";
* TAKEN®

"AT UHATEVER SPEED YDU EMTER THEHW."

"BELOW THE BREAKAUAY SPEED, THE CURVES HAY BE TAKEN WITH "}
“NO DIFFICULTY."

"ABOVE THE FASTEST SPEED INDICATED, YOU UILL CRASH!!"

* HIGHT™

=L0SE TIME OR SPEED BY SWINGING UIDE OR BY SPINNING OUT."
“THE FASTER YOU TAKE THE CURVES, THE GREATER THE RISKS--"
“AND THE LESS THE TIWE!!|t®

“YOUR TaSK IS TO TRANSVERSE THE TRACK IN 4 NININUM OF TIHE™
“UITHOUT CRASHINBY!'"

“YDUR CAR NaY BE OWE OF THE FOLLOUING:™

*1. PORSCHE"

*2. FERRARI"

*3. WASERATI"

PRINT “4. LOTUS FORD*™

PRINT “UHICH CAR WOULD YOU LIKE®;

INPUT 2

ON Z GOTO 1920,1923,1926,192%

PRINT "WE DON‘T HAVE THAT CAR IN STOCK, PLEASE CHOOSE AGAIN.";
60TO0 19146

H=13

LET B=-2¢

GOTO 19731

A=10

B=-25

G0TO 1931

=12

B=-22

8010 1931

H=8
B=-30
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

“fOUR CAR HAS A MAXINUM ACCELERATION OF “jH;"MPH/SEC."
"AND 4 NAXINUM BRAKING OF “;B;"HPH/SEC."

"Y0U WILL RACE AGALNST ONE OF THE FOLLOUWING:"

"1. U.S. POSTAL DELIVERY TRUCK"

“2. 1970 BEAT PONTIAC GTO"

"3. 1944 WELL USED FORD RUSTANG™

“4. LOTUS FORD"

“S. 1974 FERRARA"

PRINT "4. THE PHYSICS SUPERCHARGED LIGHTBEAH SPECIAL™

PRINT “CHOOSE DME OPPOMENT BY ENTERING NUNBER";

INPUT R

IF R1>0 AND R1<4 THEN 1944

IF R1=§ THEN 1748

PRINT "UHICH CAR DID YOU SAY";

GOTO 1941

LET R=2#R1-5

GOTO 1949

LET R=2.5E+08

LET R=(90+2#R)/100+7«RND{1) /100

PRINT
REN
REN
REK
LET J=1
PRINT "ELAPSED TIME","SPEED","POSITION®,"OPPONENT”S","ACC"}
PRINT “ELERATION®

BEGIN THE RACE!!

PRINT * SECONDS"," APH"," YARDS"," POSITION"
PRINT

X=0:5=0:T=0:T9=0: XFu0

REM

IF J<% THEN 3200

PRINT

PRINT “COMPLETED LAP";" ,ELAPSED TIME";FNT(T);"SEC."
PRINT "YOUR OPPONENT FINISHED I “I80/R;“SECONDS*

*UITHIN THE SPEED RAMGE, THERE IS THE PNSSIBILITY THAT YOU“;

2187
3148
1149
3170
37

372
3200
3201

3202
3203
3o
3220
3130
3240
3250
3240
3300
3N
3320
33130
3340
3350
3340
370
3380
3400
3402
3404
3404
3410
320
3430
3440
3450
3500
asio
3520
3530
3540
3550
3400
3819
3420
3700
Jne
3720
8000
2010
8020
8030
8040
8050
8035
2040
8070
2080
8090
8100
8110
8120
8123
8130
8140
8200
8210
8220
8130
8240
81250
8300
8305
8330
2600
8405
8410
84620
9000
9010
9920
9030
9040
2050
F040
2070
9080
90%0

9100

2110

9120
9130

9140

ox

LET RI=FRILT)-OV R

IF K120 THER 3171

PRINT "CONGRATULATIONS, YOU WON BY ";~¥1;"SECONDS*™

BOTO 8600

PRINT "SORRY, YOU LOST BY ";Ki;"SECONDS"

GOTO 8400

IF FNP(T)>3200 THEN 3203 :

PRINT *  =3FNT(T),™ ";FHA(S)," "jINT(X),"™ “;FNP(T)," "}
gorTo 3210
PRINT *
IRPUT A1
LET A=A1/2.04545

IF A1>=0 THER 3400

IF A1>=B THEN 3300

PRINT "MAXINUM BRAKING IS5 “;B;"MPH/SEC"

GOTO 3200

LET T1=-5/4

IF T1>D THEN 3500

LET X1=)X+5¢T144/2%T1211

IF X15P(J+41) THEN 3400

PRINT “YOU STOPPED";INT(P(J+1)-X1)};"YARDS FRON POINT";J#1
LET §=0

LET X=Xt

LET T=Te+T1

GOTD 3100

LET YeP(Je1)-X

IF A<>0 THEN 3410

LAT T=T2Y/S

6070 3440

LET S1=S0R(5+5+2%4sY)

LET 1=T-(S5-S1)/A

LET $=81

LET J=J+1

BOTO 8000

LET X1=X+S2D+4/2¢D%]

IF X12P(J+1) THEN 3400

LET T=T+D

LET S§=5+42D

LET X=X1

g0rTa 3100

IF A1 <= N THEN 3700

PRINT “MAXINUN ACCELERATION IS “;M;"HPH/SEC™

60TD 3200

LET X1=X#§%D+A/2+DsD

IF X12P{J+1) THEN 3400

GOTD 3500

RE¥ s3» SUB CURVE +e

REM

LET I=INT{J4/2)

LET Ti=(P{J+1}-P(J})/S

LET St=6{I1)+(F(I)-G(I))*RHD(1)}

IF §>S1 THEN 8100

PRINT “CURVE®";J;-J-13",
LET JoJ#y

LEY X=P(J}

LET T=T+T1

6070 3100

IF SYST4(F(1)-§1)/2 THEW 8200

LEY T2=Ti+RND(1)s.4

PRINT "SPEED I¥ CURVE":FNA{S};“MPH, TOOK CURVE WIDE, LOST";
PRINT FNT(T2);"SEC."

LET Ti=T1+T72

6070 8040

IF S>F(I) THEN 8300

LET 8§2=5-5*RND(1)+.9

LET T1=T1+5/82

PRINT “SPUN OUT AT“;FNA(S);"NPH, LOST SPEED AND TINE®

LET §=82

GOTO 8050

PRINT "LDST CONTROL AT";FNA(S);"HPH. TYOUR CAR CRASHED!!"
PRINT “YQUR OPPOMEMT FINISHED IN *3;B2/R;“SECONDS!'"

REM

PRINT

PRINT “PO YOU WISH TO TRY AGAIN";

INFUT &S

IF LEFTS(AS,1)="Y" THEN 1910

REM
DATA
PATA
pATA
DATA
DATA
REM
PATA
BATA
DATA
PATA
DATA
DATA
DATA
DATA

"aFNTLTY, " “;FNACS)," "INT(X),™ FINISH",* *}

SPEED" ;FRACS) ;" "HPH"

0,800,1000,1500,1500,1900,2400,2800,3200
85,100

20,135

90,110

50,20

0,1,3,9,21,39,42,87,120,156,196,244,293,351,410
479,550,425,700,758,800,847,894,942,990,1030, 1080
1135,1200,1260,1330,1382,1425,1470,1490,1505,1519

1539, 1548,15463,1578,1512,1610,1432,1658,1483,1718

1758, 1800, 1850, 1890,1943,1997 ,2050,2104,2057,2210
2294,2317,2370,2420,2480,2535,2600,2470,2725,2768,279%,263
2841,2892,2920,2951,2982,3013,3044,3075,3104,3137,3148,3195
10000



Guess-it

Many, if not most, two person games
that are played on a computer are
based on fixed rules that assure that if
one player uses these rules and a
rational playing strategy then that
player wins. If both players use these
rules and rational playing strategies
then the winner is usually determined
by who goes first. Tic-Tac-Toe, Batnum
and Even are examples of games of this
type.

A more interesting type of game is
one where the playing strategy is of
mixed type. This means that the best
move, in most cases, depends on what
moves have already been made and a
player can only determine the
probability of the best move. Standard
card games (Bridge, Poker etc.) are
usually games of mixed type.

Most two person games of mixed
type are either so complicated that the
best strategies are not known or they
are so simple that they are not in-
teresting to play. The game of Guess-t
is an exception to this pattern. The
element of bluffing, which plays a
central role in this game, makes the
game interesting. The optimal strategy
for playing this two person game of

mixed type has been determined by
Rufus Isaacs?®

This program simulates the game of
Guess-It. The computer plays accord-
ding to the optimal strategy deter-
mined by Isaacs. Lines 1740 to 1930
give instructions on how to play the
game. The number of numbers in each
hand is determined in line 70. (It is set
at 5. This is the value Isaacs used in his
analysis of the game.) To change the
number of numbers in each hand only
the value of H in line 70 needs to be
changed.

To play the game in an optimal way
decisions need to be made based on
the win probabilities P(m,n) where mis
the number of numbers in your hand
and n is the number of numbers inyour
opponents hand. The matrix of these
win probabilities is computed in lines
80 to 180.

To match the optimal strategy of the
computer some type of randomizing
device based on the win probabilities
P(m,n) is required. (See (1) and (2) for
descriptions of how to make and use
such devices. These devices only work
when there is a maximum of 5 numbers
in each hand.)

The decision as to whether or not a
number asked about by a player was a
bluff is made in line 750. The decision
to bluff or not when asking about a
number is made in line 940.

The program gives the player the
option of going first. The win probabili-
ty, P(5,5), in this case is .538. Therefore
the player going first has a slightly
better than even chance of winning
assuming that both players use the
optimal strategy.

There are two reasons why bluffing is
important in any strategy. If a player
never bluffs, then any “ask” about a
number that is not in the opponent’s
hand will result in a loss since the other
player will know that it must be the
down number. A successful bluff can
lead the other player to make an
incorrect guess of the down number.

The program and description were
written by Gerard Kiernan of Manhat-
tanville College, Purchase, NY.

References

1. Mathematical Magic Show. Martin
Gardner. Alfred A. Knopf, 1977.
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DO YOU WART TO GUESS THE DOUK NUMBER? NO

GUESS-IT

CREATIVE CORPUTING

NORRISTOUN, NEW JERSEY

DO YOU WANT INSTRUCTIOKS-TYPE YES OR KO

T YES

WHAT HUNBER DO YOU WANT TO ASK ABOUTT 3

IS NOT IN HY HAKD

TN

THE DBJECT OF THIS BAME IS TO GUESS AN UNKNOUN NUHBER

CALLED THE “DOUN NUMBER”.
HUMBERS 1 TD 11 .

THE GAHE IS PLAYED UITH THE
YOU WILL BE GIVEN & HAND OF 5
RANDOKLY SELECTED NUMBERS BETUEEN 1 AHD 11 . THE
COKPUTER WILL HAVE & SIHILAR HAND.

THE DOUN NUMBER WILL 3

ALWAYS BE THE NUMBER NOT IN EITHER PLAYER HAMDS.

YOU ALTERNATE HOVES WITH THE COMPUTER.
ARE TUD OPTIONS- GUESS THE DOUNM NUNBER OR ASK ABOUT SOHE

NUHBER,

DO YOU HAVE 4

DO YOU VAMT TO GUESS THE DDUN NUMBER? YES
UHAT DO YOU THINK THE DOWN MUNBER 1S

THE DOUNM NUMBER IS 3

ON ANY MOVE THERE

YOUR HAND 15

WHEN & PLATER GUESSES THE DOUN MUMBER THE BANE STOPS.

IF THE GUESS !S5 CORRECT THAT PLAYER WINMS.

1F THE GUESS IS NOT CORRECT THAT PLAYER LOSES.

7 935 &

YOUR GUESS OF 3 IS CORRECT - YOU VIN
DO YOU WANT TD PLAY AGAINT? YES

10

DO YOU UANT TO 60 FIRST? NO

ALL OUESTIONS ABOUT WUKBERS [N THE OTHER PLAYERS HAND

MUST BE AMSUERED TRUTHFULLY.

WILL SOMETIMES DO THIS.

& PLATER MAY BLUFF- BY
ASKING ABOUT A NUMBER IH HIS OWN HAHD.

THE COHPUTER
7 YES

A MUNBER MaY BE ASKED ABOUT ONLY ONCE.

goeD LULK
YOUR HAND IS
"2 461 4

DO YOU UANT T0 60 FIRST? YES

DB YOU HAVE &

DO YOU UANT TO GUESS THE DOUN NUNBER? NO

UHAT NUMBER D0 YOU WAMT TO ASK ABOUT? 11

11 IS IN NY HARD

DO YOU HAVE ¢

? YES

69



D0 YOU WANT TO GUESS THE DOUN NUNBERT WO
AT NUMBER DO YOU UAMT TD ASK ABOUTY 2
2 IS IN HY HAND

PO YOU HAVE 4

T NO

DO YOU UANT TO BUESS THE DDUN NUMBERT YES

WHAT DO YOU THINK THE DOWN HUMBER IS
74

THE DOUN WUMBER IS 1

YOUR GUESS OF 4 1S HOT CORRECY-YOU LOSE
DO YOU UART TO PLAY AGAIN? EYS

DO YOU UANT TO PLAY AGAINT YES

YOUR HAND 18

I8 11 o1 2

PO YOU WANT TD 60 FIRST? YES

DO YOU WAMT TO GUESS THE DOWN NUMBER? NO
UBAT NUMBER DO YOU UANT TO ASK ABOUT?T 1
1 IS IN AY HAND

DO YOU HAVE 3

7 YES

DO YOU WANT TO GUESS THE DOUN NUMBER? NO

UKAT NUMBER DD YOU WANT TO ASK ABOUTT 9

7 1S IN KY HaMD

DO YOU HAVE 4
7 MO
DO YOU VUANT TO GUESS THE DOMN MUMBERT YES

UHAT DO YDU THINK THE DOUM MUMBER IS
74

THE DOUN MUMBER 1S 5

YOUR OUESS OF 4 1[5 NOT CORRECT-YOU LOSE
D0 YOU UANT TO PLAY ABALNT NO

YOU PLAYED 3 BAMES. YOU LOST 2 YDOU UDN 1

BREAK IR 1580
oK

Lial

1 PRINT TAB(24)"BUESS-IT"

2 PR
3 PR
4 PR
S PR

INTTAB{20)“CREATIVE CONPUTING"

INT TAB(18)“HORRISTOMN, NEW JERSEY®
InT

INT

10 PRINT

20 61=0:C1=0
50 AT=RND(1)

70 H=$§

80 DIN P(10,10)
90 FOR K=1 TO H

100
110
120
130
140
150
160
170
1go
170
200
210
220
230
240
250
260
270
280
290
30
310
N
330
310
350
340
3n
Jeo
310
400
410
420
410
440
430
440
470
430
490
500
510
520
330
510
330
540
570
580
570
400
410
620
630
640
430
&40
470
680
490
710
710
720
730
740

760
770
780
710
800
810
820

P(K,0)=1

P(O,K)=17(K+1)

MNEXT K

FOR I=1 TO H

FOR J=I TO H
P(I,Jllﬂuﬂ'u,l-l!t(l-ﬂJ-1,l)}l/(IﬂhZ)OP(J.I—TH
POJ, D eC1#18P LT, J-1) e {1-PUI-1,J)0 D/ (1+(I+1)eP(1,J-1))
NEXT J

NEXT 1

=11

DIM U(ZY,N(T)

PRINT*PO YOU UANT INSTRUCTIONS-TYPE YES OR MNO*
INPUT A%

IF A$="YES" THEN 1730

IF ASOO*NO* THEN 210

PRINT

B1=61+1

FOR J=2 T0 2

utJy=o

NEXT J

E=0:T=0:C=0:P=0:L=0

GOSUB 1630

REM N(1) TO M(H)= COMP HAND N(H+1)=TD N(Z)= OTHER HANI
p=(1)

PRINT“YOUR HAND IS*

PRINT

FOR I=H+1 TO I-1

PRINT HiD);

NEXT I

PRINT

PRINT

PRINT*DO YOU WUANT TO 60 FIRST";

INPUT A%

1F AS*"YES" THEN 470

IF ASCO"NO" THEN 390

K=1

GOTO 480

K20

K=K+1

MsH-C

N=H-P

PRINT

IF K=(INTCK/2))%2 THEN B&O

PRINY

PRINT"DO YOU UANT TO BUESS THE DOUN NUMBER®;
INPUT A$

IF A9="YES" THEN 1230

IF AS<>"NO" THEN 530

PRINT

PRINT"UHAT NUMBER DO YOU WANT TO ASK ABOUT";
INPUT E

FOR 1=1 TO I

IF E=B{I} THEN 630

NEXT 1

60TO 670

PRINT E;* WAS ASKED BEFORE TRY AGAIN"
6070 580

FOR J=1 TO M

IF H{J)=E THEN 800

NEXT J

PRINT

PRINT}™IS NOT IN MY HAND"

IF H=0 THEN 1440

IF N=0 THEN 1440

YU (M DOP N, N=1)=NeP (H~1 , 0} )/ (T (H+ 1 D4P (N, N=1))
IF RMDC1)<Y THEN 1380

GOSUBR 1220

IF (H-P)=1 THEN 1440

Paf+1

B0TO 480

PRINT

PRINT E;"IS IN MY HAND"

C=C+1



390 1F H-P<>0 THEN910

200 60T0 14460

910 IF (2¢H=2)-(P+L)<>0 THEM 930

920 BOTO 1460

930 REM RND DECISION TO BLUFF OR NOT ON ASKING FOR CARD
40 IF RND(1)>17014(N+1)¢P(N,H-1)) THEN 1060
950 PRINT

940 A=INT(HeRND(1)}41

970 FOR J=1 T0 I

980 IF M(A)SO(J) THEN 940

990 MEXT J

1000 PRINT*BO YOU HAVE";N(A)

1010 C=C1

1020 INPUT AS

1030 E=H(A)

1040 GOSUR 1220

1050 GOTD 480

1060 B0SUB 1170

1670 PRINT

1080 PRINT*DD YOU HAVE ";N(4)

1090 INPUT A%

1100 IF A$="YES" THEN 1130

1110 T=l

1120 60TD 480

1130 E=N(A)

1140 P=P41

1150 GOSUB 1220

1160 GOTD 4BO

1170 A=INT((HH1)SRNBC1) 14 (H#1)

1180 FOR J=1 T0 Z

1190 1F N(A)=U(J) THER 6OTO 1170

1200 MEXT J

1210 RETURM

1220 LsL+1

1230 U(L)SE

1240 RETURN

1250 PRINT

1260 PRINT'UHAT DO YOU THINK THE DOUN NUNBER IS*
1220 INPUT B

1280 PRINT

1290 PRINT*THE DOUM NUMBER IS";N(Z)

1300 IF BeN(Z) THEN 1360

1310 PRINT

132Q PRINT*YOUR GUESS OF*;B;" IS MOT CORRECT-YOU LOSE™
1330 C1=C141

1340 6OTO 1320

1350 PRINT

1360 PRINT*YOUR GUESS OF "}B;"IS CORRECT ~ YOU UIN"
1370 607D 1520

1380 PRINT"I THINK YOU VERE NOT BLUFFING WHEN YOU ASKED ABOUT™;E
1390 G=E

1400 DOTO 1480

1410 PRINTH(A);"UAS HOT A BLUFF™

1420 G=N{A)

1430 601D 1480

1440 B=H(2)

1450 8010 1

1460
1470
1480
1470
1500
1510
1320
1530
1540
1550
1560
1570
1380
1590
1400
1610
1620
1630
1440
1450
1460
1670
1480
1490
1700
1710
1720
1730
1740
1750
1760
177¢
1780
1783
1790
1800
1810
168290
1830
1840
1850
1840
1670
1880
1890
1900
1710
1920
1930
1940

480

80SUB 1170

oehA)

PRINT®1 GUESS THE DOUN NUMBER 15%;6

IF G=N(Z) THEN 1590

PRINT

PRINT*THE DOMN NUNBER 18;N(Z);"1 UAS URONG... YOU WIN®
PRINT®DD YOU WANT TO PLAY ABALN®;

INPUT A%

IF A9=“YES" THEW 230

IF A$<>"HO® THEN 1520

PRINT

PRINT*YOU PLAYED";G13“GAMES. YOU LOST3C1;YOU WON™;61-C
sT0P

PRINT

PRINT*THE DOUN MUMBER IS°;M(I);"1 UAS CORRECT...YOU LOSE”
C1=C14t

8070 1520

FOR I=1 T0 Z

NiI=l

NEXT I

FOR I=1 T0 Z

R=INT(RNDC1 )9 (Z+1)=1))4]

U=H(R)

HRI=RID)

HiI)=y

NEXT I

RETURN

PRINT

PRINT"THE OBJECT OF THIS GAME IS TO GUESS AN UNHNOUM NUMBER™
PRINT"CALLED THE DOUN WUNBER‘. THE GANE 15 PLAYED UITH THE"
PRINT"NUNBERS 1 TO";2;*. YOU WILL BE GIVEN 4 HAND OF ";H
PRINT®RANDOKLY SELECTED NUMBERS BETUEEM 1 AND™3Z;=. THE *
PRINT*COMPUTER WILL HAVE A SINILAR HAND. THE DOUN NUMBER WILL *
PRINT"ALUAYS BE THE NUMBER NOT IN EITHER PLAYER HANDS."
PRINT

PRINT*YOU ALTERNATE NOVES UITH THE COMPUTER. ON ANY HOVE THERE®
PRINT®ARE THO DPTIONS- GUESS THE DOUN RUNBER DR ASK ABOUT SOME °
PRINT*NUNBER.*

PRINT

FRINT"UHEN A PLAYER GUESSES THE DOUN NUNBER THE GANE STOPS.®
PRINT*IF THE BUESS IS CORRECT THAT PLAYER WINS."

PRINTIF THE GUESS 18 NOT CORRECT THAT PLAYER LOSES."

PRINT

PRINT*ALL GUESTIONS ABOUT NUMBERS IN THE OTHER PLAYERS HAND"
PRINT"HUST BE ANSUERED TRUTHFULLY. A PLAYER MAY/BLUFF’ BY"
PRINT*ASKING ABOUT A NUMBER IN HIS OUN MAND. THE CONPUTER®
PRINT*MILL SOMETINES DO THIS."

PRINT

PRINT®A MUMBER MAY BE ASKED ABOUT DMLY ONCE."

PRINT

PRINT“G00D LUCK"

8070 250

END




Your radar station picks up an enemy ICBM heading
your way, telling you its coordinates (in miles north and
miles east of your location). You launch a surface-to-air
missile (SAM) to intercept it.

Your only control over the SAM is that you can aim it
in any direction, both at launch, and in mid-air. Using the
coordinates of the ICBM as a guide, you INPUT the
direction (measured CCW from North) in which you want
the SAM to travel.

At the next radar scan one minute later, you are given
the new coordinates of the ICBM, the coordinates of your
SAM, and the distance between the two. You can now
make corrections in the course of your SAM by entering a
new direction.

You have no control over the altitude of your SAM, as
it is assumed that it will seek the same altitude as the ICBM.

As the two missiles draw closer, you make adjustments
in the direction of the SAM so as to intercept the ICBM.
It's not easy to hit, because the ICBM is programmed to
make evasive maneuvers, by taking random deviations from
the straight line course to your location. Also, its speed is
not known, although it does not vary after being randomly
selected at the start of the run.

You can destroy the ICBM by coming within 5 miles of
it, at which time your SAM's heat-seeking sensors will
come into action and direct it to its target. |f you overshoot

ICHH
CREATIVE COMPUTING
HORRISTOUN, NEU JERSEY

——————— AISSLE---=-- svmeomme G- =mmmnm e —
HILES HILES NILES HILES HEADING
NORTH EAST HORTH EAST ?

201 075 0 0 115
ICBR 2 SAN 4D 920 HILES APART

198 920 a8 12 * 85
ICBA 3 SAN YOU B22 MILES APART

200 870 82 41 175
ICBA & SAN NOW 715 HILES APART

194 812 64 109 ? 80
1CBH & SAR HOU 413 HILES APART

180 762 7 158 185
ICBA 2 SAN NOW 511 NILES APART

169 710 2% 207 T 80
ICEN & SAH NOW 395 HILES APART

157 845 84 254 7 20
ICEH § SAN NOU 298 MILES APART

157 595 101 302 175
ICBH & SAH NOU 184 HILES APART

140 515 13 350 7 80
ICBH 3 SAK HOU B4 MILES APART

126 483 121 399 1 90
ICBH 2 SAR NOW 27 NILES APART

13 423 121 449 7 95
ICBN 3 SAH NOU 137 MILES APART

13 361 1é 498 7 -%0
ICBM & SAN MOV 153 HILES APART

110 295 16 448 7 -95
T00 BAD. YOUR SA FELL TD THE GROUND!

DO YOU UANT TO PLAY HORE? (Y OR M)T W

10 PRINT TAB(24);"I1CBN"

20 PRINT TAB{20);"CREATIVE COMPUTING"

30 PRINT TAB(12);"NDRRISTOUN, NEW JERSEY*

40 PRINT:PRINT:PRINT

110 X1=0:Y1=0

120 X=INTC(RND(1)2800)+200:Y=INFIRND(1}¢B00}+290
130 S=[NT(RHDC1)920430) :S1SENTCRND(1) £20450)

72

the ICBM it's possible to turn the SAM around and chase
the ICBM back towards your location. But be careful; you
may get both missiles in your lap.

There is also some element of chance involved, as
several accidents have been programmed to occur random-
ly. These can work for you or against you.

Some ways to improve and expand the program are:

1. Operator control over SAM speed: In the present
version the speed of the SAM is randomly selected by the
computer at the start of the run, and remains constant
thereafter. This often results in overshooting the ICBM.
Modify the program so that you can input a new speed
{within limits) at the same time you input the new
direction.

2. Three dimensional version: Have the computer print
the altitude of the ICBM, as well as its coordinates. The
operator will then have to INPUT the angle his SAM is to
make with the horizontal, when entering the other quanti-
ties.

3. Extend to all Quadrants. In the present version, the
ICBM approaches only from the Northeast. You can
expand this to include approach from any compass direc-
tion.

This game is derived from a program submitted by Chris
Falco. The writeup is by Paul Calter and originally appeared
in Creative Computing, May/Jun 1975.

170 PRINT *-------K[§SLE------ F

175 PRINT *----=--=GAR-----=-=  -——=— -

190 PRINT "HILES","HILES","HILES","HILES","HEADIHG®
190 PRINT "NORTH","EAST","HORTH",*EAST","7"

200 PRINT ®=mmmmmsmmmmmmmm e "

205 PRINT Mom-mmmemmrmmmmmmm e -

210 FOR K=1 0 50

PRINT Y, X,Y1,X1,

IF X=0 THEN 550

INPUT T1

T1aT1/57.294
H=INT{RNDC1)5200+1)

[F H>4 THEN 299

ON H 607D 470,490,510,530
KIRINTOX1#STRSINCTI) e YE=INTCY1451¢CO5(TL )}
[F SAR(X"2+Y*2)>3 THEN IS0

Xeft:Ted

GOTD 430

B=SRR{X“2+Y"2) /1000

T=ATNIY/X)

X=INT(X-S+COS(T}+RNDC1)*20+8)
YoINT(Y=SeSIN{TI¢RND(1)2204R)
DaSAR((X=X1)"2#{Y=Y1)"2)

IF D=<5 THEN 440

DsINT(D}

PRENT "ICBM & SAH HOW"; D; "MILES APART™
HEXT W

PRINT "CONGRATULATIONS!

270
280
270
30
320
340
350
340
370
380
390
400
410
420
430

440 TOUR Sai CANE UITHIN®;D;“RILES OF"

450 PRINT “THE IC®A AND DESTROYED [T!*

440 5070 Sa0

470 PRINT "TOD BAR. YOUR SaM FELL TO THE GRCUND!"

480 8070 540

490 PRINT "YOUR SAN EXPLODED IN MIDAIR!I"

500 6079 S0

510 PRINT “BOOP LUCK-THE ICBM EXPLODED HARMLESSLY IN MIDAIR!"
520 6070 560

530 PRINT “GOOD LUCK-THE ICBK TURMED OUT TO BE A& FRIENDLY A!RCRAFT!"
540 60TQ Ss0

53¢ PRINT “T00 BAD!"

PRIMT "THE ICBM JUST WIT YOUR LOCATION!!™
PRINT "DO YOU WANT TO PLAY MORE? (Y 08 4)~;
INPUT A%

IF as="Y" THEN 130

END

540
370
380
3



inkblot€

[(x-j)cos8 + (y-k)sinB]* [(y-k)cos® - (x-})sin@]*

INKBLOT is a program that creates
“inkblots" similar to those used in the
famous Rorschach Inkblot Test. The
program generates these inkblots
randomly so that literally millions of
different patterns can be produced.
Many of these patterns are quite
interesting and serve not only as
conversation pieces, but also as good
examples of computer “art.”

In addition, INKBLOT is interesting
from a mathematical point of view. This
is because INKBLOT actually creates
inkblots by plotting ellipses on the left
side of the page and their mirror-
images on the right side. The program
first chooses the ellipses to be plotted
by randomly selecting the valuesa, b, j,
k and 0 in the equation for a rotated
ellipse:

a? b?
A
//
- - ’q‘e
< -
b 4
v

where a = the horizontal radius of the

ellipse

b = the vertical radius of the
ellipse

j = the distance from the ellipse
center to the y-axis

k = the distance from the ellipse
center to the x-axis

@ = the angle of rotation in
radians

Since the actual method by which the
program plots the ellipses is quite
complicated, it won't be discussed
here.

-

INKBLOT could be enhanced in
several ways, for example allowing the
user to specify which character is tobe
used in printing the inkblot. It could
have an option to print the “negative” of
an inkblot by filling in the area around
the ellipses rather than the ellipses
themselves. Finally, it is possible to
build in a "repeatable randomness”
feature so that exceptional outputs
could be reproduced at any time.
These enhancements are left for the
ambitious programmer to make.

Program and description are by

Scott Costello.

INKBLOT
CREATIVE CONPUTING
NORRISTOUN, MEV JERSEY

FINEFERSINRSSINNNEINREINITIRIININNISSTIIsIsusssIsiaessessss99459099Y
SEBNESSER0NSSINNSNNEsTInsaisssenatratsesInsstessnsestansesssntstsates

"

"

9599550404988

19539435 894500988
$55598880544558549

3505995 559599904¢
$955995355904%

$9948 199984489

" 198394588508

L 1] $5499959880090
4 $9959554335040198
L L) 9595993 8550534
" SEA54894585054890888004

" SERSS0555905503509500045
39 $993939590949999539459599
5 SESSINENINNNINNNNIINENS
" SRS E0508590505998
4 $95989589859885484%
£ 1] 1599455905 90598 99
" P98540 8504 0
SHE9959903%  $55454%¢
195590808004
SESS5S059056438
$350549540900448
SERARI040000999
$959595595004499%
$E5439535000044508
53059090500 589 0
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LIST

100
105
10
1135
120
130
140
150
140
1720
180
190
200
210
220
230
240
250
260
220
280
290
300
310
320
330
a0
350
J&0
370
Jao
390
400
110
420
430
440
450
440
470
480
4%0
500
J1e
520
530
S0
550
540
570
5480
S0
400
410
629
430
&40
650
460
470

490
700
710
720
730
240
7350
7460
770
780
790

PRINT TAB(24);" IMKBLOT™

PRINT TAR(20);"CREATIVE COMPUTING"

PRINT TAB(18B);"MORRISTOUN, NEU JERSEY"
PRINT:PRINTPRINT

RENM #¢+ UORKS BY PLOTTING ELLIPSES AND THEIR NIRROR IMAGES
DIM A (12,13 ,B8(34) ,A8(34)

REM se» CHODSE FROH 5 TD 12 ELLIPSES
K=INT(B+#RKRD(1))+5

REM *+x CREATE SIZE, LOCATION AND ANGLE OF M ELLIPSES
FOR L=1 TO &

RCL, V) =J4+RNDC(T)

ACL,2)=80+RND(1)

RCL,3)=(15+RND(1)+2)"2

AL, 4)=(1S*RND(T1)42) "2

T=3.1415%=RND( 1)

ACL,5)=COS(T)

ACL,8)=SIN(T)

ACL, 7)=AlL,5)+A(L,8)

AL, 5)=A(L,5)%ALL,S)

ACL,8)=nlL,8)0ACL,8)

ACL,B)=A(L, 1)%ACL, 1)%4A(L,4)
ALL,9)=RIL,1)%ALL,1)04(L,5)

ACL,10)=A(L,1)=A1L,7)

AL, 11)m=20a(L, 1) 2ACL,6)

AL, 12)=-2¢41L, 1) *ACL,S)

AL, 13)=ACL,8)/ALL, 4)+aLL,5)1/ALL,3)

MNEXT L

REN #++ PRINT TOP BORDER; B4 CONTAINS 34 DOLLAR SIGNS
BE="e88 88950009980 9909998858898558559885"

PRINT BS$;PB%

PRINT B$;Bs

REN s*+ LOOP Y IS Y-COORDINATE OF PLOT; EACH TINE Y LOOP
REW s#»» IS EXECUTED, A LINE IS PRINTED

FOR Y=79.9 T0 0 STEP -1.4

A$="53

REM *#= LODP E CHECKS THME EQUATION OF EACH ELLIPSE TD SEE
REK #*2 [F IT INTERSECTS THE LINE TO BE PRINTED

FOR E=1 TO &

YiaY-ALE,2)

Y2=11%Y1}

Y3sY1%A(E,10)

Y4=Y1+ALE,?)

B=(ALE, 12)4Y4) /A(E, 3)+ (-Y4+A(E, 11) ) /ALE ,4)
C'!TZ'h(E.&J#A(E,?J-TS!IG[E,J}f{12tn(E.51iA(E,ﬂ)+133!ﬁlE.4)-]
REN #*+ R IS THE RADICAL IM THE STANDARD QUADRATIC FORMULA
R=BeB-44A(E,13)eC

IF R<O THEW 490

R=SOR(R)

REM #s+ FIND WHERE THE LINE INTERSECTS THE ELLIPSE
RI=INT{-(B+R)/2/A(E,13)+1)

IF R1>34 THEN 490

R2=IMTC((R-B)/2/R(E, 13))

IF R2¢1 THEN 490

IF R2<35 THEN &30

R2=34

IF R1>0 THEN 660

Riz=y

REM #¢# FILL IN THE LINE WHERE IT CROSSES THE ELLIPSE
FOR J=R142 T0 R2+2
ASELEFTS(AS, J-1)+"$"4RIGHTS (A% ,LEN(AS)-])

NEXT J

NEXT E

REM ®s% PRINT LINE

PRINT A$;
FOR K=3& 10 1 STEP -1
PRINT HIDS(AS,K,1);

NEXT K

NEXT Y

REM *+=+ PRINT BOTTON BORDER

PRINT B#;B4

PRINT B$;B$

END



In this program you are a medieval
knight in a jousting tournament. The
prize to the winner of thetournamentis
the princess’ hand in marriage. To win
you must beat four other knights, the
gold knight, the silver knight, the red
knight, and the fierce black knight. On
each pass of your opponent you must
select one of eight different aiming
points, such as the helm, lower left,
face of shield, et cetera, and, based on
your aiming point, you may selectfrom
three to six different defense positions
such as a right |lean or shield low.

As you proceed in the jousting
tournament there are different in-
termediate outcomes such as getting
knocked on the shield, breaking, a
spear, and so on. There are also some
outcomes which end the contest such
as your getting Kkilled, or getting
knocked from your horse.

This program was conceived and
written by Alan Yarbrough.
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PRINT TAB(24);"JOUST"
PRINT TAB(20);"CREATIVE COMPUTING*®

PRINT TAB(18);"MORRISTOUN, NEV JERSEY"

PRINT:PRINTzPRINT

INPUT"UHAT IS YOUR MAME, PLEASE"A%

PRINT"SIR “3A$;", YOU ARE A MEDIEVAL KNIGHT IN A JOUSTING TOURNAMENT.®
PRINT"THE PRIZE TO THE VIMNNER IS THE PRIMCESS’ HAND IN MARRIAGE."
PRINT “TO MIN, YOU HUST BEAT FOUR OTHER KNIBHTS."

PRINT *T0 JOUST, YOU PICK AN AIHING POINT FOR THE LANCE,*

PRINT “ANB THEW OME OF FROK 3 TO & BIFFERENT POSS1BLE DEFENSE POSITIONS.™

PRINT “THE AIAING POINTS ARE:"
PRINT *1- HELW®

PRINT "2- UPPER LEFT (OF SHIELD)™
PRINT *3- UPPER MIDBLE®

PRINT *4- UPPER RIGHT"

PRINT *5- LOMER LEFT®

PRINT 4~ LOUER MI1DBLE"

PRINT "7~ LOMER RIBHT"

PRINT *8- BASE OF SHIELD®

PRINT

PRINT "IF YOU BREAK A LANCE OR LOSE A HELM, YOU WILL BE GIVEN ANOTHER."
PRINT *600D LUCK, SIR!"

PRINT

FOR A = 1 TD 4

OM A 6OTD 800, 9350, 1100, 1250
RE# OFF YOU B0 TO THE FOUR JOUSTS.

PRINT "THIS IS YOUR FIRST JOUST. YOU ARE UP AGINST THE GOLD ERIGHT.*
GOTO 1400

PRINT “THIS IS YOUR SECOND JOUST. YOUR OPPOMENT 1S THE SILVER KKIGHT.®
BOTO 1400

PRINT “YOU ARE DOING WELL! YOUR THIRD JOUST IS AGAINST THE RED HNIGHT.*
BOTO 1400

PRINT “THIS IS YDUR FINAL TEST!! IF YOU WIN THIS ONE THE PRIMCESS*
PRINT "1S YOURS!!! THIS FIGHT IS ABAINST THE FIERCE BLACK KMIGHTY!F!"
INPUT "YOUR AIMING POINT(1-B)":B

If B <1 OR B>B THEK 1400

PRINT "YOU HAY USE OME OF THESE DEFENSES:"

ON B BOTO 1550, 1450, 1750, 1850, 1550, 1750, 1550, 1950

PRINT " 4-STEADY SEAT, S-SHIELD HIGH, 4-SHIELD LOB."

607D 2000

PRINT ™ 3-LEFT LEAN, 4-STEADY SEAT, S-SHIELD HIGH, &-SHIELD LOW."
60TD 2000

PRINT * 1-LOMER HELM, 2-RIBHT LEAM, 3-LEFT LEAN, 4-STEADY SEAT, "
PRINT * S-SHIELD HIGH, 6-SHIELD LOE."

6070 2000

PRINY * 2-RIGHT LEAM, 4-STEADY SEAT, S-SHIELD HIGH, &-SHIELD LOU."
6070 2000

PRINT * 1-LOUER HELMH, 4-STEADY SEAT, 5~SMIELD HIGH, &-SHIELD LOU.*
INPUT "WHAT IS YOUR CHOICE®; C

D = INT(RRD(1)#8) # 1

ON B 6070 2150, 2200, 225¢, 2300, 2350, 2400, 2450, 2300

OF £ 6070 2600, 2600, 2600, 2700, 2800, 2600
ON € 6070 2800, 2750, 2600, 2750, 2750, 2600
O C 6070 2850, 2800, 2650, 2750, 2950, 2900
O C 6070 2650, 2600, 2750, 2650, 2650, 2800
OK C 6070 2750, 2950, 2600, 275¢, 2600, 2750
O C 6070 2950, 2650, 2750, 2950, 2850, 2750
ON C 60TO 2650, 2600, 2950, 2650, 2630, 2650
ON C 010 2750, 2650, 2850, 2750, 2850, 2750



PRINT "HE HIT YOUR SHIELD BUT T GLANCED OFF,":S=0:G60T0 3000

PRINT "HE HAS BROKEM MIS LANCE, INJURED AND UNSEATED YOU (OUCH!)*"

PRINT "HE MAS INJURED AND UMSEATED TOU (CRASH!)":5=5;60TD 3000
PRINT "HE HAS BROKEN HIS LANCE AND UNSEATED YOU (CLANB1)":3=5

B 60TO 3700, 3900, 3950, 3750, 3850, 4050, 3750, 38%0
B 070 3700, 3850, 3900, 3700, 4050, 3750, 3700, 3750
ON B 6OTO 3700, 3700, 3750, 3850, 3700, 3850, 4050, 3900
B B0TO 3800, 3850, 3850, 3750, 3850, 4050, 3750, 3850
B 60TO 3900, 3850, 4050, 3750, 3700, 3950, 3750, 3950
O B 60TO 3700, 3700, 4000, 3900, 36850, 3850, 3750, J8S0

PRINT "YOU HIT HIS SHIELD BUT GLANCED OFF.":T=0:60TD 4100

LobgQ FRINT “HE AISSED TOU! :5=Q:pUlD 2000

2650

2700 PRINT "HE KNOCKED OFF YOUR HELM!":5=0:60T0 3000
2730 PRINT "HE BROKE WIS LAKCE."t5=0:00T0 3000

2800 PRINT "HE HAS UNSEATED YOU(THUD!)*:5=5:00T0 3000
2850

2955 5=5:60T0 3000

2900

2950

Jeo0 E = INT(RND(1)#&) + 1

Jos0 ON D GOTOD 3100,3150,3200,3250,3100,3200,3100,3300
Jte0 [F E<4 THEN 3000 ELSE 3350

3150 IF E<3 THEN 3000 ELSE 3350

3200 6070 3350

3250 IF €=t OR E=3 THEN 3000 ELSE 33350

3300 IFE=20RE =23 THEN 3000

3150 OW E G0TO 3400, 3450, 3500, 3350, 3400, 3450
3100 on

3459 on

3300

3550 on

3800 oN

3450

3700 PRINT "YOU WISSED HIM (HISS!)“:T=0:60T0 4100
3750

3800

PRINT "YOU KWOCKED OFF HIS HELRV(CHEERS!)":T1=0:G0T0 4100

3830 PRINT "YOU BROKE YOUR LAMCE(CRACK...)*:T=0:60T0 4100
3900 PRINT "YOU UNSEATED HIN (LOUD CHEERS AND HMUZZAHS!!)":Tw=5:60T0 4100
3950 PRINT "YOU BROKE YOUR LAMCE, BUT UNSEATED AND INJURED YOUR FOE."

3958 T=5:60T0 4100

4000 PRINT "YOU INJURED AND UNSEATED YOUR OPPONENT.*:7=5:G0T0 4100
4050 PRINT “YOU BROKE YOUR LANCE BUT UNSEATED YOUR DPPONENT.":T=5:6070 4100

4100 IF 8§ =T AND § = 0 THEN 4450

4150 IF § = T 6070 4400
4200 IF 8<T S0TD 4300
4250 IF S>T 60TD 4350

4300 PRINT “YOU HAVE WON THIS JOUST.":PRINT:GOTD 4320

4320 NEXT &
4330 GDTO 4550

4350 PRINT TD0 BAD, YOU LOST. HOPE YOUR INSURANCE UAS PAID UP.":GOTD 4500
4400 PRINT “TDO BAD, YOU BOTH LOST. AT LEAST YOUR HONOR IS IMTACT.=:GOTO 4500
4430 PRINT "YDU ARE NOW READY TO TRY AGAIN.":60T0 1400

43500 PRINT "SORRY, BETTER LUCK NEXT JOUST.*:60T0 999%

4550 PRINT "HOORAY! YOU ARE THE WIMNER, HERE COMES THE BRIDE'"

g99¢ END

JOUST
CREATIVE COMPUTING
HRORRISTOUN, NEW JERSEY

UHAT IS YOUR NAME, PLEASE? STEVE

SIR STEVE, YOU ARE A MEDIEVAL KNIGHT IN A JOUSTING TOURNAMENT.
THE PRIZE TO THE WINNER IS THE PRINCESS” HAND IN MARRIAGE.

TO UIN, YOU MUST BEAT FOUR DTHER KNIGHTS.

T0 JOUST, YOU PICK AN AINING POINT FOR THE LAMCE,

AND THEN OME OF FROM 3 TO & DIFFERENT POSSIBLE DEFENSE POSITIONS.
THE AINING POINTS ARE:

1= HELM

2- UPPER LEFT (OF SHIELD)

3- UPPER HIDDLE

4- UPPER RIBHT

5« LOVER LEFT

4~ LOVER MIDDLE

7= LOUER RIGHT

8- BASE OF SHIELD

IF YOU BREAK A LANCE OR LOSE A HELM, YOU WILL BE GIVEN ANOTHER.
000D LUCK, SIR!

THIS IS YOUR FIRST JOUST. YOU ARE UP AGINST THE GOLD KNIGHT.
YOUR AIMING POINT(1-8)7 4
YOU MAY USE ONE OF THESE DEFENSES:
2-RIGHT LEAK, 4-STEADY SEAT, 5-SHIELD HIGH, 4=SHIELD LOMW,
UHAT IS YOUR CHOICE? 2
HE MISSED YOU!
YOU UNSEATED HIN (LOUD CHEERS AND HUZZAHS!!)
YOU HAVE UON THIS JOUST.

THIS IS YOUR SECOMD JOUST. YOUR OPPONENT 18 THE SILVER KNIGHT.
YOUR AINING POINT(1-8)7 §
YOU HAY USE OME OF THESE DEFENSES:
4-STEADY SEAT, S-SHIELD HIGH, &-SMIELD LOW.
WHAT IS YOUR CHOICET 4
HE BROKE HIS LAMCE.
YOU BROKE YDUR LANCE(CRACK.,.)

YOU ARE NOU READY TO TRY AGAIM.
YOUR AINING POINT(1-8)7 2
YOU MAY USE ONE OF THESE BEFENSES:
3-LEFT LEAM, 4-STEADY SEAT, S-SHIELD HIGH, 6-SHIELD LO.
UHAT 1S YOUR CHOICE? 3
HE BROKE HIS LANCE.
YOU MISSED HIN (HISS!)
¥YOU ARE NOU READY TO TRY ABAIN.
YOUR AINING POINT(1-8)7 3
YOU HAY USE ONE OF THESE DEFENSES:
1-LOVER HELM, 2-RIGHT LEAN, 3-LEFT LEAN, 4-STEADY SEAT,
5-SHIELD HIGH, &4-SHIELD LOW.
WHAT IS YOUR CHOICE? 4
HE KNOCKED BFF YOUR HELM!
YOU BROKE YOUR LANCE(CRACK...)
YOU ARE NDU READY TO TRY AGAIN.
YOUR AINING POINT(1-8)7 3
YOU MAY USE ONE OF THESE DEFENSES:
1-LOVER HELNW, 2-RIGHT LEAN, 3-LEFT LEAN, 4-STEADY SEAT,
5-SHIELD HIGH, 6-SHIELD LOW.
WHAT 1S YOUR CHOICE? 4
HE HIT YOUR SHIELD BUT IT GLANCED OFF.
YOU BROKE YOUR LANCE BUT UNSEATED YOUR OPPONENT,
YOU HAVE WON THIS JOUST.

YOU ARE DOGING WELL' YOUR THIRD JOUST IS AGAINST THE RED KNISHT.
YOUR AINING POINT(1-8)7 8
YOU MAY USE ONE OF THESE DEFEMNSES:
1=LOVER HELM, 4-STEADY SEAT, S-SHIELD HIGH, &-SHIELD LOU
WHAT 1§ YOUR CHOICE? 1
HE HAS UNSEATED YOUCTHUD!}
YOU BROKE YOUR LANCE(CRACK...)
TOO BAR, YOU LOST. HOPE YOUR INSURANCE WAS PAID UP.
SORRY, BETTER LUCK WEXT JOUST.
0k



Jumping balls is a solitaire board
game played with a board having nine
holes in a line that can be filled with
four white balls to the right end and
four black balls to the left end. Without
a board, it can be played with coins or
chips. The object of the game is to
reverse the position of the balls (or
other objects) from one end of the

five, three to five, which would be a
jump, or seven to five, another jump.

The computer does not rank your
playing ability but, as a hint, you ought
to be able to complete the game in
fewer moves than are shown in our
sample run.

The original author of this game was
Anthony Rizzolo.

board to the other.

You may make a move by moving a
ball to the immediately adjacent empty
hole or by jumping one other ball. You
may not jump two or more balls. Holes
are numbered from left to right. At the
beginning of the game, hole number
five is free. Consequently, a legitimate
first move would be six to five, four to

L18T

10 PRINT ThB(22);“JUMPING BALLS"

20 PRINT TAB(20);"CREATIVE CONPUTING®

30 PRINT TAB(1B);“HORRISTOUN, MEW JERSEY"
40 PRINT:PRINT:PRINT

1040 DIX Q(9,1)

1050 PRINT “INSTRUCTIONS*;

1060 INPUT A9

1070 IF LEFT$(AS,1)="H" THEN 1130

1080 PRINT ™ IN THIS GAME YOU ARE BIVEN B BALLS ON A § HOLE"
i 1090 PRINT "BOARD. THE OBJECT 15 TO REVERSE THE ORDER OF THE BALLS"
JUNPING BALLS 1100 PRINT *THE “S° ARE SILVER BALLS AND THE “6° ARE GOLD."
CREATIVE CONPUTING 1110 PRINT “YOU HUST GET THE SILVER TO WHERE THE GOLD ARE AND“
WORRISTOWN, NEW JERSEY 1120 PRINT *THE GOLD TO WHERE THE SILVER ARE. THE SPACE 15"
' 1125 PRINT "4 PERIOD ON THE BOARD."

1130 PRINT “GOOD LUCK!t! MERE IS THE BOARD:"

1140 $=0
INSTRUCTIONS? YES 1150 FOR X=1 T0 4

IN THIS BANE YOU ARE GIVEN 8 BALLS ON & ¢ HOLE 1160 LET 90X, 1)=1

BOARD, THE QBJECT IS TO REVERSE THE ORDER OF THE BALLS 1170 WEXT X
THE “5” ARE SILVER BALLS AND THE ‘G~ ARE GOLD. 1180 LET 0(5,1)=0
YOU MUST SET THE SILVER TO WHERE THE GOLD ARE AND 1190 FOR X=6 TO ¢
THE GOLD TD WHERE THE SILVER ARE. THE SPACE IS 1200 LET 8(X,1)=2
A PERIOD OM THE BOARD. 1210 NEXT X
GOOD LUCK!® HERE 1S THE BOARD: 1220 LET A$=".S50"
SSS55.66GCE6 MOVE? 4,5 1230 FOR X=1 TO ¢
S§SS50 . 6606 MVE? 4,8 1280 PRINT MIDS{AS,0(X,1041,1);
S5S.69006G MVE? 5,4 1250 PRINT * =}
§$5§6.56G 06 MOVET 7,5 1260 MEXT X
§5868¢5 .60 HVE? 6,7 1265 §=5+1
S5566 .50 0 KOVE? 5,4 1270 PRINT “NOVE";
SSS6.650GG MOVE? 4,5 1280 INPUT N, M1
SSSBG6.5006 ROVE? 5,6 1290 IF H<=% AND E>=1 AND M1<=9 AMD Mi>=1 THEW 1320
§S¢6.656CG NOVE? 3,8 1300 PRINT “ILLEGAL NDVE"
$$.6G5GS G 6 NIVE?T 4,3 1310 GOTO 1270
§56.56850C0 HOVE? 6,4 1320 REN: CHECK FOR LEGAL MOVE
S$66GS5.560 MIVE? B,4 1330 IF Net=N1 OR N-1sMt THEN 1430
SS0BS6S9 .6 MOVE 7,8 1340 REM: SUBROUTINE FOR CHECKING JUMPS
§566G56 .50 MVE? 5,4 1350 IF N=¥ THEW 1390
SPACE & IS OCCUPLED 1360 1F N=1 THEW 1410
NOVE? 5,7 1370 IF Q(N+1,1)0 DR Q(H-1,1)=0 THEN 1300
SS66.6G5SGNOVE? 4,5 1380 6OTO 1420
§66.665S 06 HOVE? 2,4 1390 IF @iH-1,1)=0 THEN 1300
$.65665506 NOVE? 3,2 1400 60TO 1420
S6.566S5S6 NOVE? 1,3 1410 IF Q{N+1,1)w0 THEN 1300
.885856655 6 MOVE? 2,1 1420 IF H+2COH1 AND N-2<ON1 THEN 1300
G.5560%5 S0 KVE? 3,2 1430 IF Q(M,1)<>0 THER 1440
6GS.S665S06 MVE? 5,3 1440 PRINT "NQTHING AT SPACE*3H
GSGS .65 S 6 HOVE? 4,5 1450 6070 1270
GSG6GS6.586 NOVE? 7,6 1460 IF 0(M1,1=0 THEN 1490
656565 .50C HOVE? 9,7 1470 PRINT “SPACE";Mt;"1S DCCUPIED"
65956565 . NOWE? €,9 1480 GOTOD 1270
BS6S56S6 .S HOVE? 4,8 1490 LET GOM1,1)e00H,1}
0S0S56.06S%S HOVE? 4,8 1500 LET 0CM,1)=0
GSG.08S56SS HOVE? 2,4 1510 X9=R01,114042,1)40(3,1)+0¢4,1}
6.0650656GS5 5 HOVE? 3,2 1512 Y9=004,114002,1)40(8,1)+0(7,1)
66.56556SS KOVE? 5,3 1514 IF X9=B AND Y?=4 THER 1530
GEGS.SGS5 S NOVE? 7,5 1520 GOTD 1230
666S6S .55 NOVE? 4,7 1530 PRINT “YOU WIN!I!®
666SE6.5585 NOVE? 4,6 1535 PRINT “YOU COMPLETED THE GAME IN “;§;“ MOVES'!ti"
G66.6535S5 S NOVE? 5,4 1540 PRINT PAGAIN"}
YOU WIN'!Y 1550 IHPUT A%
YOU CONPLETED THE GAME IN 34 MOVES!11| 1560 IF LEFTSCAS,1)="Y" THEN 1130
ABAINT NO 1570 END
Ok Ot

77
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Keno is strictly an American inven-
tion that originated in the casinos in
Nevada, perhaps in Reno. During the
game, twenty numbers from one to
eighty are selected at random. Prior to
each game at the casino, the player
may choose from one to fifteen
numbers, or “spots” he thinks will be
selected during the game. The player
enters, or "marks,” the desired spots
and places a bet. At the end of each
game, the spots marked by the player
are compared with the twenty numbers
and the payoff is computed according-
ly. Keno seems to have a high attrac-
tion in Las Vegas because the betting is
very simple and the maximum payoff is
very high ($25,000). Nevertheless, the
probability of winning is extremely low;
indeed, Keno returns more to the
house than virtually any other game.

In this particular computersized
version of Keno, there is only one
player and he has the option only of
betting eight different spots. In Nevada
the normal bet is in multiples of 60¢;
however, in this game the bet will be
$1.20 with no multiples possible. The
payoff with eight spots marked is as
follows:

Spots Payoff
5 $10.00
6 $100.00
7 $2,200.00
8 $25,000.00

There is no payoff for zero, one, two,
three, or four correct.

This version of Keno was originally
written by Vincent Fazio.

KEND

KEWO 15 PLATED IN MANY CASINDS IN LAS VEGAS.

PLAY KENO BY COMPUTER. ONE VARIATION OF THE BAME, UTILIZES

THE RANDON NUMBER GENERATOR,

7 ) e

CREATIVE COMPUTING,MORRISTOUN, NEY JERSEY

THE PLAYER CHDOSES 8 DIFFEREMT NUNBERS FRON 1 TO 80
INCLUSIVE, AMD BETS $1.20. THE COMPUTER VILL SELECT

20 NUKBERS AT RANDOM AND WILL ELININATE DUPLICATES WHICH
MAY DICUR . ANOTHER NUMBER WILL BE INSERTED IN ITS PLACE
S0 THAT THE COMPUTER WILL OUTPUT 20 DIFFERENT NUNBERS.

THE COMPUTER WILL OUTPUT A ? WARK, TYPE A NUABER FRON
1 70 BO, INCLUSIVE, AMD PRESS THE RETURN KEY. REPEAT Th1S

PROCESS UMTIL THE T MARK 1S NO LONBER SHOUN.
T

T3
T 24
T35
T 46
*r”
? 43
*2

THE COMPUTER WILL SELECT 20 NUMBERS AT RANDON.
TOME INDICATES IT IS IM THE PROCESS OF SELECTING THE FUNBERS.

YOUR MUMBERS ARE:
1 23 24 35 & 77 &5 2

THE BELL

THE COMPUTER MAS SELECTED THE FOLLOWING NUMBERS:

115?4H“?15“803&4550262538??6"

15 5

THE PROBRAM WILL COXPARE YOUR MUNBERS UITH THE
NUMBERS THE CONPUTER HAS SELECTED.

LISTEN FOR THE BELL TONE--- EACH RIMG INDICATES ANOTHER

CORRECT BUESS BY YOU.
YOU HAVE GUESSED THE FOLLOVER NUMBERS:

7

YOU CAUSHT 1 NUMBERS QUT OF 8-~

HOT ENOUGH CORRECT GUESSES-- S0 SOLLY”, NO PAYOSF.



)0 YOU WANT TO PLAY KENQ AGAIRT
[YPE “YES” OR “ND’
P YES

{ERE WE BO!'!)

THE CONPUTER WILL OUTPUT A * MARK. TYPE A NUMBER FROM
\ T0 80, IMCLUSIVE, AND PRESS THE RETURN KEY. REFEAT THIS
PROCESS UNTIL THE 7 MARK IS HO LONGER SHOUN.

23

45

7

23

48

75

]

5%

) el W) P ) e W) e

HE COMPUTER UILL SELECT 20 NUMBERS AT RANDOH. THE BELL
TONE INDICATES IT IS IN THE PROCESS OF SELECTING THE NUHBERS.

YOUR NUNBERS ARE:
21 45 7 25 45 75 1 55

1HE COMPUTER HAS SELECTED THE FOLLOWING NUMBERS:
49 26 12 38 9 18 23 4% 12 8 & 91 4 73 N
a1 58

14 35 79

THE PRDGRAN WILL COMPARE YOUR MUNBERS UITH THE
NUNBERS THE COMPUTER HAS SELECTED.

LISTEN FOR THE BELL TOME--- EACH RING INDICATES ANOTHER
CORRECT GUESS BY YOU.
YOU HAVE GUESSED THE FOLLOWED MWUNRBERS:

23 .

44

YOU CAUGHT 2 MUMBERS OUT OF B--
NOT EMOUGM CORRECT GUESSES-- ‘SO SOLLY”, WO PAYOFF.

00 YOU UART TO PLAY KEND AGAIN?
TYIPE “YES” OR “HD-
7 NO

THAT“S ALL FOR NOW.
14

PLAY KENO AGAIN, BE SEEING YOU.

LIST

1 PRINT TAB{J4)"KEND"

2 PRINT TAB(13)" CREATIVE COMPUTING MORRISTOUM, WEU JERSEY®

3 BIN HE21),K023),A(8)

S PRIMTZPRINT:PRINT

10 PRINT®KEND IS PLAYED IN HAMY CASINOS IN LAS VEGAS."

13 PRINT "PLAY KEMO BY CONPUTER. OME VARIATION OF THE GANE, UTILIZES"
16 PRINT"THE RANDON MUMBER GEMERATOR."

19 PRINT

20 PRIMT"THE PLAYER CHODSES B DIFFERENT NUNBERS FROM 1 TO 80"

23 PRINT"INCLUSIVE, AND BETS $1,20. THE COMPUTER WILL SELECT"

24 PRINT®20 HUMBERS AT RAMDON AND WILL ELIMINATE DUPLICATES WHICH"
29 PRINT*MAY OCCUR . AMOTHER NUMBER WILL BE INSERTED IN ITS PLACE"
32 PRINT*SO THAT THE CONPUTER WILL QUTPUT 20 DIFFERENT HUMBERS.”
35 PRINT:PRIRT

38 PRINT:PRINT:PRINT "HERE WE GO'11°

A0 PRINT"THE COMPUTER WILL DUTPUT A 7 MARK. TYPE A NUMBER FRON *
43 PRINT"1 TO 80, INCLUSIVE, AND PRESS THE RETURN KEY. REPEAT THIS®
44 PRINT*PROCESS UNTIL THE * MARK IS #0 LONBER SHOUN.™

48 FOR I=1 TO 8

S0 INPUT ACT)

S1 IF ACI)>BO THER 56

53 IF A(1)=0 THEN 54

54 IF AL1)<0 THEN 36

55 60710 57

5§ PRINT"TYPE A NUMBER FROM 1 TO 80 , INCLUSIVE, PLEASE.": 6070 50
57 MEXT I

58 C=0:1FOR K=1 TO?

%9 FOR J=X TO 7

60 X=ALK) :Y=ALJH1)

61 IF X<>Y THEN 722

=L+
43 PRINT™A DUPLICATE MUMBER HAS BEEN DETECTED IN YOUR INMPUT."
44 PRINT"TYPE ANDTHER MUNBER, PLEASE. "t INPUT Y
4% IF 1=0 THEW 70
44 IF Y)BO0 THEW 70
47 IF Y<0 THEMW 70
48 ALJr1)=Y
4% BOTO &1
70 PRINT "TYPE A NUMBER FROM 1 10 80, INCLUSIVE, PLEASE."
71 GOTO &4
72 MEXT J
73 NEXT K :PRIMT:PRINT
75 1F C=0 THEN 88
7& 80TD 58
#% PRINT® THE CONPUTER WILL SELECT 20 MUMBERS AT RANDOM. THE BELL *
91 PRINT"TONE IMBICATES IT 1S5 IN THE PROCESS OF SELECTING THE NUNBERS."
100 FOR L=1 TO 20
103 NIL)=INT(8Q*RRD(BO}+1)
106 H(L)=N(L)
109 MEXT L
110 L=21
112 FOR K=t T0 20
115 FOR J=K TQ L-t
118 X=M(X}
121 YsM(J+1)
124 IF X<>Y  THEN 139
130 M(J+1)}=INT(BO#RRDCTD*1D
133 Y=H(J+1)
136 6OTO 124
139 PRINT CHR$(7);
142 HEXT J
145 REXT K
147 PRINT:PRINT
148 PRINT “YOUR NUHBERS ARE:"
151 FOR I=1 10 B
154 PRINT ACI)S
157 MEXT I: PRINT:PRINT:PRINT
160 PRINT® THE COMPUTER HAS SELECTER THE FOLLOWING MUNBERS:="
143 FOR L=1 TD 20
147 PRINT #iL);
170 HEXT LiPRINTzPRINT
171 PRINT'THE PROGRAN UILL CDHPARE YOUR NHUNBERS WITH THE *
176 PRINT™HUMBERS THE COMPUTER HAS SELECTED."
179 PRINT:PRINT
182 PRINTLISTEN FOR THE BELL TONE--- EACH RING INDICATES ANOTHER®
185 PRINT “CORRECT GUESS BY YOU.":
188 PRINT =YOU HAVE BGUESSED THE FOLLOUED NUNBERS:"
1%t B=0
194 1=1
197 FOR J=1 TO 20
200 X=A{l)
203 Y=m{J}
206 IF A=Y THEN 213
209 NEXT J
210 GOTOD 225
213 PRINT CHR$(7);
216 FOR V1=t TD 3F74zNEXT Wi
219 PRINT aACl);
222 G=6+1
225 I=I+1:PRINT:IF IOB THEM 197
228 IF G5 THER 242
211 IF G=5 THER 261
234 IF G=6 THEN 2467
237 IF G=7 THEN 273
240 IF 6=8 THEN 279
247 PRINT "YDU CAUGHT";B;"NUMBERS OUT OF 8--"
243 PRINT "NOT ENOUGH CORRECT GUESSES-- S0 SOLLY", NO PAYOFF."
245 PRIMT:PRINT
246 PRINT "DO YOU UANT T0 PLAY KEHO AGAIN?®
249 PRINT "TYPE “YES” OR “NO“"
250 C=0
251 INPUT X%
252 IF X$= "YES" THEM 38
253 IF X$="NO" THEN 29%
254 C=CH1
2%%5 IF C=3 THEN 299
256 PRIRT “TYPE “YES® OR “ND""
257 6070 231
258 IF X$="NO* THEN 299
259 PRINT “TYPE YES DR MO PLEASE!!™
241 PRINT =YOU CAUGHT*;B8;"NUMBERS OUT OF B--YOU WIN $10.00"
264 PRINT:PRINT:00TO 244
267 PRINT "YOU CAUGHT®;B;"NUMBERS OUT OF 8--YDU UIN 4100.00"
270 PRIMTIPRINT:BOTO 244
273 PRINT “YDU CAUBHT *;G;“MUHBERS OUT OF 8-—TOU WIN $2200.00%
2746 PRINT:PRINT:60TO246
279 PRINT "YOU CAUGHT *;G3 NUMBERS OUT OF 8--YOU UIN $25000.00"
282 PRINT "B OUT OF 8 DOES NOT OCCUR TOD OF TEN, LUCKY.*
285 PRINT:PRINT:BOTO 244
299 PRINT "THAT-S ALL FOR NOW.
300 END
0%

PLAY KEND AGAIN, BE SEEINE YOU."



L Game

The L-game is a 2-player strategic
game played on a 4x4 grid. It was
originally devised by Edward de Bono
and appeared in the book, “The Five-
Day Course in Thinking.” In the game,
each player has one ‘L’ which covers
four squares (3 high x 2 across). The
two L's are labelled differently to avoid
confusion. There are also two neutral
‘boxes’ each the size of a single square
on the grid. To play the game with the
computer the grid positions must be
numbered as follows:

1 2 3 4
5 6 7 8
9 10 1 12
13 14 15 16
RUN
L-6ANE

CREATIVE COMPUTING
MORRISTOUN, MEU JERSEY

INSTRUCTIONST YES

L-game 15 a sinple strategic game plaved on a 4x4
gric by twe cppesing players, in this case belween you
The grid is nunbered as follows:

and the computer.

ST ESRSTERESTIET
g 122 23z 35t 4t
EEEEERSEEEEZSEIEST
EFESTREIZESEERANN
g 522 b33 711 B¢
ECESESINNRETESST
FETRERSSSSSTIRES
e Pozt@eat12212:
SN EFESEEEITZIE
EEESESSZZSSSasENE

HEE L FHATH

The gane is played with four pieces; both

Play always begins with all the pieces
on the board in this position:

12

e

N 1.
q

The object of the game is simply to
position one’s L and the neutral boxes
to pin the other player's L. Each move is
a mixture of offense and defense, for
one is not only trying to pin the other
player’s L, but also trying to prevent his
own L from being pinned.

Either player may move first. To
move, one must pick up his L and move
it to a different position on the board.
The player may flip his L over, rotate it
90 degrees, etc. The L must not cover
any other pieces or hang off the edge of
the board. If a player is unable to move
his L, or simply cannot find a move, he -
loses the game. Once the player has
successfully moved his L to a new
position on the board, he then has the
option of moving the neutral boxes. He
may move the boxes only to unoc-
cupied positions and he has the option
of moving one box, both boxes, or
leaving the boxes where they are. By
using the boxes effectively, one can
block off moves for the other player's L
and possibly pin him. After the player
moves the boxes (or decides not to
move one or both) it is the other
player's turn and play continues in the
same manner.

The computer version of the L Game
was written by Bill Gardner.

The object of the game is to position your own
L and the boxes to prevent the computer from noving
its L. Of course, it is tryimg to do the same to you!
To move, you must sinply enter the four coordinates

where you want to place your L.
board and aust not cover any other pieces.

nove your L!

It must remain on the
You must

[t you canmnot find a new positions

for your L, then the coaputer has effectively pinned your

L and it wins the gane,

uhere you want to pdt thenm,
enter its presest position.

Assuning you have successfully moved your L, you now
have Lhe option of moving the boxes.
tvo, or none of the boxes by sinply entering the cocrdinates
To leave a box where it is,

You may move one,

After you move the boxes, it is up to the computer
to find & nove for its L and play continues im the sane
nanner. Remeaber that you must mot only try to pin the
computer”s L but also keep your own L from being pinned.
Also, it is easier to play the gane with your own board

than the computer printout.
in place of your move.

BOARD PRINTOUT? YES
DO YOU UISH TO START® NO

CONPUTER HOVES TO 2 & 10

you and the computer have ome “L‘, and there are

tvo “BOXES” which are used by both players,
play always begins with the pieces on the board

10 the following position:

wtee//l1} /1] /e
r OIS A
w2/t [ 1)} /nnnn
wsun////0000====
: 3:////0000: B:
wnze////0000====
===2////0000=s5z
: Y4/7//0000:12;
sz=e////0000nsn=
eezz00000000%# 2%
$13:00000000+ =
=wen) 0000000+ +4

(computer is /, you are 0)

=sss////ezenszzs
2 Vesifr: 33 4
=sun//ffaeszczn
aweef/ /70000
t 5:////0000: B:
sswe////70000==sm
JIELLEF7000088%%
Jirrrri0000 #
JILEFP7 0000802
===2000000005»%»
t13:00000000¢
==e=00000000%ews

To resign, emter 0,0,0,0
600D LuCk!

T

WOVES BOXES TO 12 AMD 14

YOUR MOVE FOR L? 4,3,7,11
YOUR MOVE FOR THE POXES? 1,14
0.K.

*8&4////00000000
* =//r/00000000
*eee/// /00000000
=z //f0000ames
t 5:///7/0000; B;:
me==////0000=2===
L1801 0000 s
SIL112L10000:12;
FI1177770000nnns
EEz=geddsEvaREES
1310 421522162

mEzzdeddame===3s



YOUR MOVE FOR L? 3,7,11,12 CONPUTER MOVES TO 1 2 3 7 YOUR MOVE FOR LY 2,%,10,11

YOUR MOVE FOR THE BOXES? 2,10 KOVES BOXES TO & AND 10 ;Dﬂl AOVE FOR THE BOXES? 2,7
D.K. K.

LI ====
ssns#s+5(000=2nm FItIEIRLENiy 22l
s t:x «0000: 4: FICEELEE === R TLER TP
sanntrt(0D0=22n =ssngves/ /[ /25 wez=sékt/[11/71]
f1{[f==2a)Q00==== s S wfff/ 81 0000=s3=sss>///
J4¢/: 6:0000: 8z sanskgdk/ [/ funn= 0000: &:+ /717
271 1e===0000==22 zz==ge3p+0000===22 0000==n=e2ee////
277 w2 00000000 : 9z *0000:12: 000000000000/77/
/£ 00000000 zaendies()00nens 000000000000/ 7/ /
£/ ve¥&00000000 000000000000=8== popeoo000000s /s 7/
21tL 11 [nannsc== 0000000000014 Sss22aseEsT=sEEs
i1 T 000080000000==== s13sel4:2:1521218:
FHrff f=====z2an mEIceSS=ZIERE====

YOUR NOVE FOR L? 4,8,11,12
CONPUTER MOVES 10 S5 ¢ 13 & YOUR MOVE FOR THE BOXES? &,14 CONPUTER MOVES TD 8 12 14 15

HOVES BOXES 70 10 AND B 0.%. MWOVES BOXES TO & AND 7

ex===ss0(0(0==== fHidE2EELEL70000 SEZIEESSSISREEE
: 123 2:0000: 4: 2LIALELLET 0000 ;122 211 J2: 4:
===zens=()00===z LELP207EL4 770000 mEEzc====3SRRERES
FH04E17FD000% %% ====¢¢2¢// (/0000 0000ssesesrr// )/
LHEF2P10000% ¢ t Six &///70000 000Ds *+¢ %7717/
Z1E721710000%%%e ===zue¢s////0000 D000 +#kk s/ / )/
/¢ f¥x2+00000000 ===z====200000000 000000000000/ /7
227/« 00000000 ¢ 91:10:00000000 000000000000/ /47
11 722200000000 ===z2232=00000000 oeaooopooaens s/ s
J1{feee==2sanyns SESSEREE=TIANEAR =szasss=fr/1111!
Jrilstse1Ses16e 13:e #p152214: V3isdes it}

;!ff::a.-l-lI-l::: ====E38FEVESRES=S = ==--==[{j{f}‘f‘l
YOUR MOVE FOR L? 7,11,15,16 COMPUTER ROVES T2 1 5 % 10 TOUR MOVE FOR LT 11,10,9,13
YOUR MOVE FOR THE BOXESY 10,3 HOVES BOXES TO & AND 7 YOUR HOVE FOR THE BDXES? 3,7
0.K. 0.X.

st/ feanmus==0000
mz=c=zzsseseREE== fidry 282 3:0000 =z==zzaEdFkE====
s 13t 2y % Az A 11 f=emam== ({100 P otrz 2:% g Az

ssss=z=mgff¥=c== Z17 reesxsss+(0000 =zEz =2t E2AEE
FELFFF0000==== fiffe w2 40000 =sasnasssiss////
fierEf2r0000: 8t £l reereaene(000 z S:z 420 /1S
FEEFEFEFQR00==== f474¢£17/00000000 zzszsasuiess////
217 revee000 =20 A7 141700000000 Q00000000000/7//
470t 20000212z £144£71700000000 000000000000/ /77
J 1 fs¢3%00002mnm ussemassce==aIel 0000000D0DO00/ /S /
14 /====00000000 t13z:140st52216: 0000ss=s=//f171 11/
f’l!=|‘=nnﬂoﬂnnu EEESSSS==SS2Z2IEEE ﬂnﬂul1‘|[j!j][;’
/14 f=2==00000000 0000====/771111/

YOUR HOVE FOR L7 11,13,12,14
COKPUTER MOVES TO ¢ 5 9 2 ILLEGAL MOVE FOR L. COMPUTER #OVES TO 14 15 16 12

MOVES BOXES TO & AND 10 WOVES BOXES TO & AND 7

VRl YOUR MOVE FOR L? 11,13,14,13 =IZEESEECISAREsSE
FHitrrere 3ur de YOUR MOVE FOR THE BOXES? 2,7 s 122 201 328 42
204 f2zannaEs 0.%. SEREFERESSSERISNEE
Z7 1 1esesQ000==an T===asRsPEIE===2
Jrrr+ +0000: B2 Jf[stedunas==== t Sis #¢ 93 B:
/11 /+x32000055== JIffy %2 Jit Ag el ALl Ll e
J17reesn0000==== J//fyedpss====== 000000000000/ /7
/1= =0000:12: J 11 /s===tdannn 0860000000000/ S/
Z{f fveenD00==== Jirre biv ez B2 gen000000000//1/
zanmaa=s00000000 2/l f==2=eensnn== 00007 /¢ rEel
:13::14:00000000 Fi I Ia000=2== omoas s fErtizEr
====z==200000000 FHEF027700008122 0800/ /I ILELSLES

L7 1770000=22m

000000000000====
YOUR MOVE FOR L7 11,15,14,13 080000000000216¢ YOUR MOVE FOR LT 5,9,10,11
YDUR MOVE FOR THE BOXES? 4,10 000000000000==== YOUR MOVE FOR THE BOXES? 3,8
0.x. 0.K.
2121 femnmness CONPUTER MOVES 70 4 8 12 3 SEENEESTEEEF=TEN
f1eELEire 3 A HOVES BOXES TO & @AND 7 g 123 2:% #p 42
FHfFE ) [====22an
f1f/esppEpma==== ===zzenfSf /0] 000D==en=w==k2te

Jlife w2 713 B2
J 11 {esst====ussn
JrirseexD000===2
ft/rs *DOD0R12:
J17/ess20000=222
000000000000====
000000000000=161¢
0000000000002s==

1wy AL 0000
=zs=mann/ffrr/0 1]
===ckedtdeee// /)
: Sz w0 WAV
sazzksrsrnnd////
=zawas==0000//7/
= 9:210:0000/4//
sssz====0000////
000000000000====
000000000000214:
000000000000 ====

0000z 4:: 71¢ =
0000=====2ssstss
000000000000/ /11
000000000000/ 74/
000000000000/ /17
=zeaf 111
A3/ 11800001
wes=f LTINS

COMGRATULATIONS! YOU HAVE UON.

PLAY ABAINT ND



L1
10
1
12
13

87
PRINT TAB(24);"L-0ANE"

PRINT TAB(20);"CREATIVE COMPUTING"
PRINT TAB(18);"HORRISTOWN, NEU JERSEY"
PRINT;PRINT:PRINT

DIN C(4),004),T(4),B(16),N(14),R(100)
PRINT *INSTRUCTIONS®;

INPUT @S

IF LEFTS$(AS,1)="Y* THEN 3000

PRINT "BOARD PRINTOUT";

INPUT AS

IF LEFTS(A$,1)2"N" THEN 45

55 LET F2=0

goT0 70

4% LET F2=1
70 60SUB 100
8¢ 6070 210

100
m
102
103
104
105
106
107

REM INITIALIZE DATA

REW B1,B2 = POSITIONS OF BOXES

REN C(1,2,3,4) = CONPUTER’S POSITION (L)

REN 0(1,2,3,4) = OPPONENT’S POSITION (L)

REW T(1,2,3,4) = 6,7,10,11 = CENTER POSITIONS
REM B(1,...14) = BOARD:

REN B(X)s0  ENPTY

REN B(X)=1 OPPONENTS L

108 REM 800 =2  COMPUTER’S L

109 REM B(X1=3  BOX

115 RESTORE

120 DATA 1,16,2,7,6,6,11,7,10,15,10,3,14,11
130 DATA 3,2,2,0,0,2,1,0,0,2,1,0,¢,1,1,3
140 READ B1,B2

150 FOR X=1 T0 4

140 READ C(X),0(X),T(X)

170 MEXT X

180 FOR X=1 TQ 16

190 READ B(X)

200 NEXT X

209 RETURK

210 PRINT “DO YOU VISH TO START";

215 INPUT A%

220 IF LEFTS(AS,1)="N" THEN 500

230 REM OPPONENTS MOVE

235 $0SUR 2270

240 PRINT

245 PRINT “YOUR MOVE FOR L";

250
25%

380
3635
370
375
Jao

%o
373

405
110
415
416
420
430
440
450
450
470
475

INPUT BC1),D(2),D(3},D(4)

IF ABS(DC1})+ABS(D(2) )+ABS{D(3))+ABS(D(4))=0 THEN 1280

REN BUBBLE SORT

FOR X=1 TO 4

FOR Y=2 TD 4

IF DOYIIDCY-1) THEN 295
LET ZsB(Y)

LET DOY2=D(Y-1)

LET DLY-1)=I

NEXT Y

NEXT X

REN CHECK LESALITY

FOR X=1 T0 4

LET NCX)=B(X)

NEXT X

LET N1=4

LET F1=0

BOSUB 1800

IF N1<>4 THEN 1220

FOR X=1 T0 4

IF BUK(X))>1 THEN 1220
NEXT X

FOR X=1 T0 4

LET B(OCX))=0

NEXT X

FOR X=1 10 4

LET B(H(X))=1

LET QUX)=N(X)

MEXT X

LET B(B11=0

LET B(B21=0

PRINT *YOUR HOVE FOR THE BOXES™;
INPUT X, ¥

IF ABS(X)+ABS(Y)C>X+Y THEN 1250
IF X=Y THEN 1230

IF BOX}4B(Y)>0 THEN 1250
LET B1=X

LET B2=Y

LET BIB1)=3

LET B(B2)=3

PRINT "0.K."

GOSUE 2270

480 REN CONPUTER®S RNUVE

490 REX RENOVE C{1-4) FRON BOARD
500 FOR X=1 T0 4

510 LET B(CLX))=0

520 MEXT X

530 GOSUB 1420

540 LET F1=1

$50 LET Wisl

560 GOSUB 1800

570 IF #1=0 THEN 1300

580 REM FIND NOVE WITH BEST CERTER COVERAGE
5§85 GOSUB 1370

590 FOR E=0 TO M1-4 STEP 4

400 FOR F=1 TO 4

410 FOR 6=1 TO 4

620 IF ME+F)OOTIG) THEW 640
430 LET N(E/4+1)=N{E/4:1)11

440 NEXT B

450 MEXT F

660 NEXT E

620 BOSUB 1300

480 REM PUT MOVE IN CC1-4)

£90 LET Y=(1-11%4

700 FOR X=1 TO 4

710 LET CLX)=H(X+Y)

720 LET B(COO)=2

730 MEXT X

740 PRINT

750 PRINT "CONPUTER MGVES T0 “;C(1)}* *3€(2)
760 REM FIMD MOVES FOR BOXES
745 REN RENOVE BOXES FROM BOARD
770 LET B(B1)=0

780 LET B(B2)=0

790 REK 1S OPPOMENT IN CORMER?
800 FOR I=1 TO 4

810 FOR J=1 10 4

820 IF D{1)=T(J} THEN 870

830 MEXT J

840 WEXT I

@45 REM OPPOMENT IN CORNER, IGNORE CENTER
850 6070 1020

34 =3C(3};" "3C(A)

840 REM OPPONERT MOT IN CORNER, FILL CENTER WITH BOXES

870 FOR X=1 T0 4

880 IF B(T{X))>0 THEN 720
870 LET B1=T(X)

900 LET B(B1)=]

910 6070 950

720 MEXT X

930 REN WO SPACES IN CENTER
940 GOTO 1020

950 FOR X=1 TO 4

940 IF BCT(X))>0 THEN 1000
970 LET B2=T0X)

980 LET B(B2)=3

990 GOTO 1080

1000 HEXT X

1005 REN CENTER FILLED

1010 60TD 1030

1015 REX BOTH BOXES T0 BE PUSITIONED
1020 GOSUB 1410

1030 LEY B1=B3

1040 LET B{B1)=3

1045 REX ONE BOX TO BE POSITIONED
1050 GOSUB 1610

10460 LET B2=B3

1070 LET B(B2)=3

1080 PRINT TAB(9);"MOVES BOXES TO “;B13" AND ":B2

1081 FOR X=1 7O 4

1082 LET B(O(X))=)
1083 NEXT X

1085 B0SUB 2270

1090 REM CHECK FOR WIN
1100 FOR X=1 T0 4

1110 LET BLO(X) =0
1120 MEXT X

1130 GOSUP 1420

1140 LET F1=2

1150 LET W1=Z

1140 60SUB 1800

1170 IF H1=0 THEN 1280
1180 FOR %=1 TO 4

1190 LET B(OUX))=1
1200 NEXT X

1210 607D 240

1220 PRINT "ILLEBAL MOVE FOR L."
1230 PRINT

1240 6OTO 240



1250
1 260
1270
1280
1290
1300
1310
1320
1323
13130
1340
1350
1340
1370
1380
1390
1400
1410
1420
1430
1440
1450
1460
1420
1480
1470
1495
1500
1310
1520
1530
1540
1350
15460
1570
1380
15%¢
1600
1601
1602
1610
1620
1630
1540
1430
1660
1870
14680
1690
1700
1710
1720
1730
1740
1750
1760
1270
1780
1790
1771
1792
1793
1794
1793
1800
1810
1820
1830
1840
1850
1860
1670
1880
18%0
1900
1710
1920
193¢0
1940
1950
1960
1970
1980
1990
2000
2010
2020
2030
2040
2050
2033
2040

PRINT "ILLEGAL MOVE FOR BOX.®

PRINT

6OTO 405

PRINT “COMPUTER UINSI™

G60T0 1310

PRINT "COMGRATULATIDNS! YOU HAVE UON."

PRINT

PRINT "PLAY AGAIN";

TNPUT A

[f LEFTS${A%,1)="Y" THEN 70

G070 4000

REN ##x SUBRUUTINES t++

RER ERASE N(X)

FOR X=1 T0 16

LET H(X)=0

NEXT X

RETURN

REM STORE LOCATIONS OF UNOCCUPLED POSITIONS IN N(X)
LET I=0

FOR X=1 TD 16

IF B(X)>0 THEN 1470

LET 2=I#1

LET N(Z)=X

NEXT X

RETURN

REM THIS SUBROUTIME RETURNS THE LOCATION OF THE LARGEST
REM VALUE IN N(X). IF A TIE EXISTS & RANDOM CHOICE IS MADE.
LET Y=0

LET I=1

FOR X=1 1D H1/4

IF N(X)CY THER 1380

IF H(X)>Y THEN 1560

IF RNBC1)>.3 THEN 1580

LET Y=N{X}

LET =X

NEXT X

RETURN

REM BOX-FIND

REM THIS SUBROUTINE FINDS THE MOVE FOR A BOX THAT WILL
REM WOST RESTRICT THE OPPOMENT-S L IN TERHS OF WOVES POSSIBLE.
FOR X=1 TO 4

LET B(OCX})=0

MEXT X

GOSUB 1420

LET F1=2

LET W1=Z

G0SUB 1800

GOSUR 1370

FOR X=1 TDO M

LET N(MCX) )=N(RIX))+1

MEXT X

FOR X=1 TO 4

LET N{O(X))=0

HEXT X

LET tiwéa

GOSUB 1500

LET B3=21

RETURMN

REN L-FIND

REN THIS SUBROUTIME CALCULATES ALL POSSIBLE NOVES FOR AN L GIVEN ALL
REN ENPTY POSITIONS IX MI(X). IF F1=1, THE CURRENT POSITION OF THE
REN CONPUTER’S L 15 OMITTEB. OTHERWISE, THE CURRENT POSITION OF THE
REH OPPONENT’S L 1S OMITTER. MOVES ARE RETURNED IN M(X), AND
REK M1 IS THE LENGTH OF N(X). (M1 = NUNBER OF HOVES » 4)
LET mi=0Q

LET J=4

LET K=1

GOSUB 1880

LET J=t

LET K=4

G0SuUB 1880

RETURN

LET P=0

LET Pap+1

LET AC1)=NiP}

LET X=P

LET X=X41

IF X>N1 THEN 2030

IF N(X)=A€1)<>J THEN 1920

LET A(2)=N(X}

LET XsX+1

IF X>H1 THEM 2050

IF N{X)-A(2)<>J THEN 1940

LET AC3)sNCX)

FOR E=1 TO M1

IF ABS(N(E)-A{1))=K THEN 2040

IF ABS(N(E)-A(3))=K THEN 2040

NEXT E

60T0 1890

IF P<N1-2 THEN 18%¢

RETURN

LET AC(4)=NI(E)

LU/0
2080
2070
210
2120
2130
2140
2150
2160
2170
2180
2190
2200
a0
2220
2230
2240
2230
2260
2270
2273
2280
2290
2300
230
2320
2330
2340
2350
2360
2370
2180
2390
2400
2410
2420
2430
2440
2450
2480
2470
2480
2470
2300
2510
2320
2330
2540
3000
3010
3020
3030
3040
3050
3060
3070
3080
Jeso
3100
J1e
3120
3130
3140
330
Jré0
3143
J16é
nze
3180
3190
3200
3210
3229
J230
3240
3250
3240
3270
3200
3290
3300
3310
3320
3330
3340
3350
13480
3370
3380
3450
4000
ok

rux =1 0 4

IF &(F)/4<>INTCACF)/4) THEM 2130
FOR 6=1 10 4

IF A(G)=A(F)*1 THEN 2030

NEXT 6

NEXT F

FOR Y=1 T0 4

IF Fie1 THEW 2190

IF ACYIOD(Y) THEN 2210

KEXT Y

6O0TO 2030

IF A(YICOCLY) THEN 2210

6070 2170

FOR T=1 T0 4

LET H{NT4Y)=A(Y)

NEXT Y

LET M1=M144

507D 2030

REM BOARD PRINTOUT SUBROUTIME
PRINT

IF F2=1 THEN 2530

FOR £=1 10 13 STEP 4

FOR F=1 T0 3

FOR B=E TO E+3

ON B(G)+1 GOTO 2320,2410,2430,2450
IF F=2 THEN 2330

PRINT "==su®g

BOTO 2490

PRINT "sv:

IF G>7 THEN 2390

PREINT " “jCHR$(484+46);":1";

GOTO 2490

PRINT "1";CHR$(3840); 2"}

607D 2490

PRINT *000D";

607D 2490

PRINT *//¢/"%

5OTO 2490

IF F=2 THEN 2480

PRINT “s¥es™;

GOTD 2490

PRINT " %}

NEXT 6

PRINT

HEXT F

NEXT E

PRINT

RETURN

REN INSTRUCTIONS

PRINT

PRINT " L-gane is 3 sisple strategic game played on a 4x4"
PRINT "grid by two opposing plavers, in this case betveen you™
PRINY "and the computer. The grid is nuabered as follows:®
LET F2=0

FOR X=1 TO 14

LET BLX)=0

NEXT X

00SuB 2270

PRINY * The gane is played with four pieces; both"

PRINT
PRINT
PRINT
PRINT
GOSUB
GOsuB
PRINT
PRINT
PRINT *
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

"you asd the computer have one ‘L, and there are"
“two “BOXES” which are used by both players.”
"play always begins with the pieces on the board®
"in the following positions®

100

2270

“(computer is /, you are 0)"

The object of the game is to position your oun"

“L and the boxes to prevemt the computer fromn moving®

“its L, Of course, it is trying to do the same to you'!™
"To move, you aust siaply enter the four coordimnates”
“yhere you want to place your L, It must remain on the"
“board and aust not cover any other pieces. You aust"
“wove your L! If you camnot find a weu position”

PRINT “for your L, them the computer has effectively pinned your”
PRINT "L and it wins Lhe game.”

PRINT = Assuaing vou have successfully moved your L, you naw®
PRINT "have the option of moving the boxes. You may aove one,”
PRINT “two, or nome of the boxes by sinply entering the coordinates’
PRINT "where you want to put them. To leave a dbox where it i4,”
PRINT “enter its present position.”

PRINT * After you move the boxes, it is up to the cosputer”
PRINT "to find 3 move for its L and play comtinues in the sane”
PRINT "mamner. Reaember that you sust mot omly try to pin the®
PRINT “computer’s L but also keep your owa L fron being pinmed."
PRINT “Also, it is easier to play the game with your own board"
PRINT "thar the computer printout. To resign, enter ¢,0,0,0"
PRINT "im place of your move. GOOD LUCK!"®

PRINT

BOTD 40

END



LITEC EXPECCtanty

e el b — e
+o4LIFE STYLE#+++
Thiy: peogram 8. A R-RREsT '"‘i? ::u'gu‘i'l::'m URBAN AREA WITH A POPULATION OVER 2 HIL
. i B= "
'tPI-ISt d?r""f?r;“’tm f’etir Passell's pool; K= IF YOU LIVE IN A TOUN UNDER 10,000, DR ON A FARN.
ow To. e test asks you a series o {= NEITHER.
questions dealing with your life-style CHODSE OME OF THE LETTERS ABOVE?! I
and environment. At the end of the
questioning, the program gives your :%aguuﬁxm;um i
estimated life-expectancy and the Le If YOUR WORK REQUIRES WEAVY PHYSICAL LABOR.
percentage of the population you Is NONE OF THE ABOVE.
should outlive. CHOOSE ONE OF THE LETTERS ABOVE? I
You may wish to experiment with
: . HOY LONS DO YOU EXERCISE STRENUOUSLY
certain Vaflablestolseewrlﬂt ?ﬁect they (TENMIS, RUNNING, SUINNING, ETC.)? .
will have on your lifespan. It's unlikely F= FIVE TINES A MEEX FOR AR LEAST A HALF HOUR.
that you want to change your sex, but ll:- ﬁ.:o;“gxg:c;mf r;ng: : “:mc.
you may wish to check out the effect of - SE In Th HION.
smoking, drinking, mental attitude or EBUEWE DL T LETERY Sed K
weight. UHO DO YOU LIVE WITH?
This program was written by John E. W= IF YOU LIVE WITH A SPOUSE, FRIEND, OR IN A FANILY.
Rogers W= IF YOU’VE LIVED ALONE FOR 1-10 YEARS SINCE AGE 25.
: 6= FOR 11-20 YEARS,
N= FOR 21-30 YEARS.
£= FOR 31-40 YEARS.
K= HORE THAM 40 YEARS.
CHOOSE DNE OF THE LETTERS ABOVE? W
++4PSTYCHE #++
B0 YOU SLEEP MORE TMAN 10 MOURS A NIGHT?
1= NO.
. LIFE EXPECTANCY Layet,
CREATIVE CONPUTING CHOOSE OME OF THE LETTERS ABOVE? I
MORRISTOUN, NEM JERSEY +ooRENTAL STATE+++

W= If YOU ARE INTENSE, ABGRESSIVE, OR EASILY ANGERED.
L= IF YOU ARE EASY GOING, RELAXED, OR A FOLLOUER.
I= NEITHER.

CHOOSE ONE OF THE LETTERS ABOVE? L

+++H0V YOU FEEL+++

THIS IS A LIFE EXPECTANCY TEST. ARE YOU MAPPY OR UNHAPPY?
PO YOU WISH INSTRUCTIONS? YES J= HAPPY,
6= UNHAPPY,
I= MEITHER.
THIS 1S & TEST TO PREDICT YOUR LIFE EXPECTANCY. I CHOOSE ONE OF THE LETTERS ABOVEY J
WILL ASK YOU A SERIES OF SHORY OUESTIONS, UHICH YOU WILL
REPLY BY TYPING IN THE CORRCSPONDING ANSWER TO THE ++4FACTORS +4+
QUESTION. HAVE YOU HAD & SPEEDIME TICKET IN THE LAST YEAR?
He YES.
EXANPLE: WHAT IS YOUR SEX? [=N0.
K=MALE CHODSE ONE OF THE LETTERS ABOVE? I
F=FEMALE
*K” AMD “F- ARE THE POSSIBLE REPLIES TD THE QUESTI1OM, ANSUER +++TRCONE+4+
LIKE THIS: PO YOU EARM NORE THAN 930,000 A YEART
CHODSE OWE OF THE LEYTERS ABOVE? M B= YES.
TYPING AN W’ SIGNIFIES YOU ARE A MWALE. I=n0.
CHDOSE OME OF THE LETTERS ABOVE? 10
+++SCHOBLING##+
+HeSEXere J= IF YOU HAVE FINISHED COLLEBE.
ARE YOU MALE OR FEMALE? L= IF YOU HAVE FINISHED COLLEGE WITH A GRADUATE
M= AALE. Ok PROFESSIONAL DEGREE.
F= FEMALE. I= NOTHING LISTED.

MR ABRE AME AT TuS™ | T ABNMIIECD M CHODSE DNE OF THE LE”[RS Q.MY l



+++AGET++
ARE YOU 45 OR OLDER AND STILL WORKING?
L= YES.
I= ¥0.
CHODSE ONE OF THE LETTERS ABOVE? I

++tHEREDITY +44
K= IF ANY GRANDPARENTS LIVED TO 85 YEARS OLD.
D= If ALL FOUR GRANDPARENTS LIVED TO 80 YEARS OLD.
I= HO GRAMBPARENTS QUALIFY IN THE ABOVE.
CHOOSE OWE OF THE LETTERS ABOVE? 1

HAS ANT PARENT DIED OF A STROKE OR MEART ATTACK
BEFORE THE ABE OF 507
E= YES.
I= MO.
CHOOSE ONE OF THE LETTERS ABOVE?T E

+++FANILY DISEASES+4+
ANY PARENT, BROTHER, OR SISTER UNDER 50 HAS (OR HAD)
CANCER, A HEART CONDITION, OR DIABETES SINCE CHILDHOOD?
= YES.
I= NO.

CHOOSE ONE OF THE LETTERS ABOVE? 1

++4HEALTH+ +4
HOY MUCH DO YOU SMOKE?Y
A= IF YOU SHOKE MORE THAN TNO PACKS A baY.
C= OME TO TUO PACKS A DAT.
M= OME HALF TO ONE PACK A DaY.
I= PON’T SHOKE.
CHOOSE OWE OF THE LETTERS ABOVE? I

+++DRINK+++
PO YOU DRINK THE EQUIVALENT OF A
QUARTER BOTTLE OF ALCOHDLIC BEVERAGE A DAY?
H= YES.
I= NO.
CHDOSE ONE OF THE LETTERS ABOVEY I

oL ionirry

If YOU ARE OVERWEIGHT BY SO POUNDS OR MORE.
OVER BY 30-50 POUMDS.
OVER BY 10-30 POUNDS.

I= NOT OVER VEIGHT.
CHOOSE DME OF THE LETTERS ABOVE?T T
‘#++CHECKUPS+ 4+
00 YOUT IF YOU ARE A MALE OVER 40 HAVE AN ANNUAL CHECKUP
K= YES.
I= IF HD OR NOT A WALE OR UMDER 40 YEARS OLD.

CHOOSE OME OF THE LETTERS ABOVE? I

YOU? IF YOU ARE A VOMAN SEE A GYNECOLOBIST ONCE A YEART
YES.
IF NO OR WOT A UOKAN.

CHOOSE ONE OF THE LETTERS ABOVE? I

+++CURRENT AGE+++

K=
L=
F=
N=
I=

IF YOU ARE BETUEEN 30 AND 40 YEARS OLD.
BETMEEN 10 AND 50,

BETWEEN 50 AND 70.

QVER 70.

UNDER 30.

CHOOSE OME OF THE LETTERS ABOVE? I

Y0U ARE EXPECTED T0 LIVE TO THE AGE OF 746 YEARS
QUT LIVING 41 OF THE MEN AMDP 391 OF THE UOHEN.
ox




18T

¢ PRINT TAB(21)3"LIFE EXPECTANCY"

0 PRINT TAB(20);"CREATIVE COMPUTING"

10 PRINT TAB(18);"NORRISTOUN, NEW JERSEY"
10 PRINTzPRINT:PRINT

170
80
290
300
10
120
340
330
360
370
180
190
400
a10
420
430
a0
4350
460
470
480
%0
500
510
520
530
W
550
540

910

730
740
350
740
970
980
%0

1000

1010
1020

1030
1040
1050

1040
1070

1080

1070

1o
1ie

PRINT PRINT:PRINT
PRINT "THIS IS A LIFE EXPECTANCY TEST.®
PRINT * DD YOU UISH INSTRUCTIONS"}
INPUT IY
1F LEFT4#(I$,1)="H" THEN 47¢
PRINT:PRINT
PRINT * THIS IS A TEST T0 PREDICT YOUR LIFE EXPECTAMCY, I"
PRINT "WILL ASK YOU A SERIES OF SHORT QUESTIONS, YHICH YOU WILL®
PRINT "REPLY BY TYPING IN THE CORRESPOMDING ANSUER TO THE"
PRINT "RUESTION."
PRINT
PRINT " EXANPLE: UHAT IS YOUR SEXT"
PRINT * K=HALE"
PRINT * F=FENALE"
PRINT "“H- AMD “F ARE THE POSSIBLE REPLIES TQ THE QUESTION, AMSMER"
PRINT "LIKE THIS:"
PRINT * CHOOSE ONE OF THE LETTERS ABOVE?Y H*
PRINT “TYPING AM ° SIGNIFIES YOU ARE A MALE."
PRINT:PRINT:PRINT
RS=1
1=72
A$="ABCDENGHIJKLFHNO"
6070 1700
RI=R3+1
IF R5>21 THEN 1700
DATA "#4+3EX+#+"
DATA “ARE YOU HALE OR FEMALE?"
DATA *N= NALE."
DATA * F= FEMALE."
DATA 2,"NF"
DATA "++#LIFE STYLE+#+"
DATA "WUHERE DO YOU LIVE?™
DATA “G= IF YOU LIVE IN AN URBAN AREA UITH A POPULATION DVER 2 HIL."
PATA “X= IF YOU LIVE IN A TOUM UMDER 10,000, OR ON A FARN."
DATA * I= MEITHER."
DATA 3,"OKI"
DATA "HOU DO YOU WORK?™
BATA "N= IF YOU WORK BEHIND A DESK."
DATA "L= IF YOUR VORK REQUIRES HEAVY PHYSICAL LABOR.®
DATA * I= MONE OF THE ABOVE."
DATA 3,"NLI"
PATA "HOU LONG DO YOU EXERCISE STRENUQUSLY,"
PATA*(TENNIS, RUNNIMG, SWINNING, ETC.)T"
DATA "F= FIVE TINES A WEEK FOR AR LEAST A MALF HOUR.®

DATA
DATA
DATA
DATA
DATA
DATA
DaTA
DATA
DATR
DATA
DATA
DATA
BaTa
DATA
DATA
DaATA
DATA
BATA
DATA
BATA
DATA
DATA
DATA
DATA
DATA
PATA
PATA
DATA
DATA
DATA
BATA
DATA
DATA
DATA
DATA
BATA
DATA
PATA
DATA
DATA

ags JUST TUD BR THREE TIMES A WEEK.®

“ [= BD NOT EXERCISE IN THIS FASHIOW.®

3, "FXI"

*UH0 DO YOU LIVE WITHT"
=N= IF Y8U LIVE WITH A SPOUSE, FRIEND, OR IN A FANILY."
“N= [F YOU’VE LIVED ALDNE FOR 1-10 YEARS SINCE ABE 25."
“B= FOR 11-20 YEARS."

"M= FOR 21-30 YEARS."

*E= FOR 31-40 YEARS."

* W= HORE THAN 40 YEARS."
&, "HHGHER"

"$++PSYCHE#++"

“p0 YOU SLEEP MORE THAN 10 HOURS A NIGHT?™

*I= n0."

* E=YEE."
2,"1E"

“$3+NENTAL STATE#++"

*N= [F YOU ARE INTENSE, AGBRESSIVE, OR EASILY ANGERED."
*L= IF YOU ARE EASY 60ING, RELAXED, OR A FOLLOVER.®
* 1= NEITHER."

3, "MLI*

“+44HON YOU FEEL##+"

"ARE YOU WAPPY OR UNHAPPYT"

"J= HAPPY.”

“G= UNHAPPY.®

* 1= NEITHER."
3,5 J6I"

*+++FACTORS 24+~

“HAVE YOU MAD A SPEEDING TICKET IN THE LAST YEART"
"H= YES."

* I=M0."

2,"HI"

"44+ INCONE + 24~

“DO YOU EARN MORE THAN $50,000 A YEART"

“6= YES."

" I=HO.*

2,"61"

“+++SCHOOLING#++*

“Jv IF YOU HAVE FIMISHED COLLEBE."

“L= IF YDU HAVE FINISHED COLLEGE WITH A GRADUATE®

1120
1130
1140
1150
1160
1170
1180
1190
1200
1210
1220
1230
1240
1250
1260
1220
1280
1290
1300
1310
1320
1330
1340
1350
1360
1365
1370
1380
1390
1400
1410
1420
1430
1440
1450
1460
1470
1480
1490
1500
1510
1520
1530
1540
1550
1560
1570
1580
1590
14500
1610
1620
1430
1440
1450
1660
1470
1480
1690
1700
1710
1720
1730
1740
1750
1760
1770
1780
1790
1800
1810
1820
1830
1840
1830
1860
1870
1880
1090
1900
1910
1920
1930
1740
1950
1960
1970
1980
o

"OR PROFESSIONAL DEUREE."
* |= NOTHING LISTED."
3, JLI"
“s o+ AGE ++4°
"ARE YOU &5 OR OLDER AND STILL UORKINGT®
*L= YES."
DATA = I= MO."
DATA 2,"LI"
DATA “#4+HEREDITY+44"
PATA "K= IF ANY GRANDPARENTS LIVED T0 85 YEARS OLD."
DATA "0= IF ALL FDUR GRANBPARENMTS LIVED TO 80 YEARS oLp.
DATA " 1= HO SRANDPAREMTS QUALIFY IN THE ABOVE."
DATA 3,"KOL"
pATA “HAS ANY PARENT DIED OF A STROKE OR HEART ATTACK™
DATA “BEFORE TME ABE OF 301"
DATA "E= YES."
DATA " I= HO."
PATA 2,"EI"
DATA "++4FANILY DISEASES#++"
DATA “AMY PARENT, BROTHER, OR SISTER UNDER 30 HAS (OR HAD) *
DATA “CANCER, A HEART COMDITION, OR BIABETES SINCE CHILBHOODT*
DATA "M= YES."
DATA * 1= RO."
DATA 2,°HI"
DATA "+4+HEALTHS#4*
BATA "HOU MUCH BO YOU SMOKET"
PATA "A= IF YOU SHOKE MORE THAN TWD PACKS A DAY."
DATA “C= ONE TO TUD PACKS A DAY.”
PATA “M= ONE HALF TOD OME PACK A DAY."
DATA “ I= DON‘T SHOKE."
DATA 4,"ACHL"
PATA “#+#DRINK+#4"
PATA “DD YOU DRIMK THE EQUIVALENT OF A *
DATA "QUARTER BOTTLE OF ALCOROLIC BEVERAGE A DAY?Y
DATA "H= YES.®
PATA “ I= NO.*
DATA 2,"HI"
DATA *+++VEIBHT+++"
DATA “A= IF YOU ARE OVERWEIGHT BY 50 POUNDS OR WORE."
DATA “E= OVER BY 30-30 POUMDS."
PATA “G= OVER BY 10-30 POUNDS.®
BATA * I= NOT OVER VWEIGHT."
PATA 4,“AEGI"
DATA "+++CHECKUPS#++"
DATA "BO YOU?
DATA "K= YES.®
PATA  I= IF N0 OR WOT A MALE OR UNDER 40 YEARS OLD."
DATA 2,°KI®
PATA “DO YOUT IF YOU ARE A WONAN SEE A
DATA "= YES.™
DATA * I= IF HO OR MOT A WOWAM.®
DATA 2,"KI"
DATA “#++CURRENT AGE#++"
PATA “K= IF YOU ARE BEYMEEN 30 AMD 40 YEARS OLD."
DATA "L= BETMEEM 40 4AND 50."
DATA “F= BETUEER 50 AND 70."
DATA "N= OVER 70."
BATA ™ I= UNDER 30."
DATA 5,"KLFHI"
FOR Q=1 10 7
READ B%
IF LEFT$(0s,1)="* " THEN 1750
PRINT * ™“;0%
HEXT 0
PRINT " *;0%
READ C,C¢
PRINT "CHOOSE OME OF THE LETTERS ABOVE®";
INPUT B$
FOR C2=1 10 C
IF LEFTS(6$,1)= NIDS(CS,C2,1) THEN 1830
NEXT C2
80T0 1770
PRINT
FOR N=1 T0 1§
IF LEFTH#(GS,1)=NIDS(AS,H,1) THEN 1870
HEXT N
H=N-9
I=Ith
6070 510
PRINT "YOU ARE EXPECTED TO LIVE 10 THE ABE OF*;Z;"YEARS®
IF Z<40 THEN 1980
FOR Y=40 T0 Z STEP 5
READ H$,F$%
NEXT Y
DATA '16:',‘!51'.'36!','20:','40!','Jl:','ill',':!!'
DATA '?5:',‘331','l7:',‘?ll','961'.'SIX','7!.9I“.'91.61'
Pl:lr “QUT LIVING ";H8;" OF THE MEN AND ";F9;" OF THE WOMEM."
EN

PATA
DATA
DATA
DATA
PATA
ATA

IF YOU ARE A MALE DVER A0 HAVE AN ANMUAL CHECKUPT®

GYNECOLOGIST DNCE A4 YEAR?"






Lissajous

This program prints Lissajous
patterns. You enter relative X and Y
frequencies and the Y phase of pi. The
relative frequencies for Xand Y mustbe
a positive number one or greater. The
phase may be between zero and any
number you want.

We have experimented with a wide
range of relative frequencies and
phases and come up with some
startlingly beautiful patterns. Some are
starkly plain while others are amazing-
ly complex. If the frequencies go much
beyond nine or ten, the patterns
generally become jumbled and difficult
to decipher particularly if they are
being printed out on the normal hard
copy terminal. Nevertheless, it's fun to
experiment.

This program was originally written
by Larry Ruane and modified by
several other people along the line. It
appeared first in Creative Computing,
Sep/Oct 1977.

LISSAJOUS
CREATIVE CONPUTING
HORRISTOUN NEW JERSEY

RELATIVE FREQ. FOR X' 3
RELATIVE FREQ. FOR YT &
Y PHASE, KULTIPLE OF PIT 0

L]

L1SSaJous
CREATIVE COMPUTIMG
HORRISTOUN NEW JERSEY

RELATIVE FREQ. FO® X? 2
RELATIVE FREQ. FOR YT 3
Y PHASE, MULTIPLE OF PIT ¢

L] » *
* » .
- L ] »
* L4 *
L] " »
* * L]
L L] ’
L .
* . »
] * *
- .
] L]
* ]
. *
. *
. .
. *
® *
» .
* *
L *
* *
* 3
. + *
. s s
. *
* « »
* * .
= L] *
- L ] -
* L L]
. * &
* * L] 1]
L] L] »

a8 8 & 3 B



LISSAJOUS
CREATIVE COMPUTING
HORRISTOWN NEU JERSEY

RELATIVE FREQ. FOR X7 3

RELATIVE FREG. FOR Y? 7

Y PHASE, MULTIPLE OF PI? ¢
L

-
-
L O

' " . : 5 Dim ¥ Qb) B2 an Y
' Swwek®) ¢ ~
+ . . N » . ) N -‘ PR T "t YRR ??_({rb)

2 * 2 ® * _'] 3 pon, P2 |'“) l RPN ‘1\ )

LIST i , " !
i.)'l“*"[‘:y lomy) Ly

. e g
4 \'t\'.'.'ll\"

f 7 %
- L wd |
2

-

10 PRINT TAB(22)}"LISSAJOUS"
20 PRINT TAB(18);*CREATIVE COMPUTING® N 3
30 PRINT TAB(16);"NORRISTOUN NEW JERSEY® | 0 [/ L o
40 PRINTIPRINTIPRINT
RELATIVE FREQ. FOR X7 1 S0 DIN Y(i0)

RELATIVE FREQ. FOR YT 1 ~ 100 REM. STEP-UISE LISSAJOUS
Y PHASE, WULTIPLE OF PI7 .5 110 P=3.1415926
+ 120 PRINT "RELATIVE FREQ., FOR X*;:INPUT Fi:IF INT(F1) < F1 THEN 120
* . 122 IF F1 < 1 THEN 120
* * 125 F=F1:F1=22¢PsF)
’ * 130 PRINT “RELATIVE FREQ. FOR Y*;:INPUT F2:IF INT(F2) < F2 THEN 13¢
* . 132 IF F2 < 1 THEN 130
. * 135 PRINT “Y PHASE, WULTIPLE OF PI®;tINPUT P2:P2=P#P2
> ’ 140 F220P+F2
. » 150 FOR X1=-18 T0 18
’ . 160 X=X1/18:60SUB 1970:T1=X2T25P-X
» » 162 FOR 1=0 10 F-1
. s 145 T3=(T142619P)/F11T4=(1202919P) /F)
* * 170 Y1=30eSIN(F20T3+P2): Y2=304SIN(FIRT4+P2)
’ . 180 Y1=SOMCY1)*INT(ABSCY1)+.5) 1Y2=86M(Y2)#INT(ABS(Y2)+,5)
. s 190 Y(241)=Y12Y(261+1)sT2
. ’ 200 MEXT 1
210 FOR Jul T0 2eF-1:l=J-12T=Y(J)
220 IF T >= Y(1) THEW 240
250 Y(I+1)=((1)zI=I-1:1F 1 >=0 THEN 220
240 Y(I+1)wToNEXT J 2
250 FOR 1=0 10 2¢F-1 < o
240 IF 1=0 THEN 280 [ \
= - [} ~y N J.SLI:?
i K 270 IF Y(D)=Y(I-1) Tlilr'ﬂc: Panee L1 ‘5(
' v 290 NEXT 1 0
. ’ 300 PRINT e 3
* . 310 NEXT X1
» . 1890 STOP
+ * 1960 REM:
* f 1970 IF ABS(X) € .1 THEN 2020
. B 1980 X=X/(SQR(1+X)+8OR{1-X))
* . 1990 GOSUB 1970
. " 2000 X=20X
* s 2010 RETURN
* . 2020 X=X4X"3/4+.0758X"34X"7/22.4
’ * 2030 RETURN
R ’ 2040 END
* oK

- " "B " w®
E RN




Miagee >QUESEE

We've all seen examples of magic
squares. The most common one is a
3x3 square using the integers 1
through 9in which the sum of each row,
column and diagonal totals 15.

In the computer game of “Magic
Square” the goal is to form a sum 15
magic square with you and the com-
puter alternately filling in the integers
between 1 and 9. Ifone player stumbles
and puts a number in which causes the
sum of a row, column, or diagonal to be
something other than 15, he loses.

In forming a sum 15 magic square,
there is only one fundamental solution.
However, it can be rotated and reversed
to form 8 solutions. Because the
computer does not play a particularly
creative game, all eight solutions
cannot be obtained. How many can be?

Can you modify the computer
program to play a more interesting
game which permits all eight
solutions? (Hint: Try randomizing the
move position and number generators
in Statements 400 and 410.)

This program was created by David
Ahl and originally appeared in Creative
Computing, Jan/Feb 1975.

NAGIC SQUARE

CREATIVE COMPUTING MORRISTOUN NEU.JERSEY

GAME OF MAGIC SQUARE

PLAYERS ALTERNATLEY CHOOSE AN INTEBER (1 TO %)
THAT HAS NOT BEEN PREVIOUSLY USED AMD PLACE IT
IN AMY UNFILLED CELL OF A TIC-TAC-TDE BOARD.
THE GOAL IS TO MAKE THE SUM OF EACH ROW, COLUMN,
AND DIAGONAL EQUAL TO 13,

THAT PLAYER LOSES WHO FIRST MAWES THE SUK OF THE
THREE FIGURES IN ANY ROM, COLUMN, OR DIAGONAL
SOMETHING OTHER THAN 15.

A TIE BAME DRAUS A NAGIC SQUARE!!

THE COMPUTER WILL ASK YOU ON EACH MOVE UHICH
CELL YOU WISH TO OCCUPY, AMD THE NUMBER YOU WISH
LIKE “3,7° IF YOU WISHED TO PUT A 7 IN CELL 3.

MERE ARE THE CELL NUMBERS:

- RE ]
0 O

1
4
7
INPUT YOUR HOVE --- CELL AND HUHBERY 1,1
1 0 [
] 0 0
L] 0 0

I MOVE 10 CELL 2 WITH A 2

t 2
] 0
0 ]

- 0o

INPUT YOUR MOVE --— CELL AND NUWBERT 5,9

1 2 0

0 ? 0

0 0 o
1 MOVE TO CELL 4 VITH A 3

1 2 0

3 ? 0

0 0 o

INPUT YOUR WOVE --- CELL AND NUNBER? 3,5
1 2 3
3 ’ 0
] 0 0

SORRY, YOU LOSE — NICE TRY.

90



ET“§ PLAY AGAIN. . . 1WFUT TUUR RUOVE --= LELL AND NUMBERY 4,0

[NPUT YOUR MOVE --- CELL AND NUMBER? 1,1 1 2 0
3 0 5

1 0 [} L} 0 ]

) 0 0 .

L] 0 0 I MOVE TO CELL 8 WITH A 4

I HOVE TO CELL 2 WITH A 2 1 2 0
3 0 5

1 2 0 0 . ?

0 0 0

0 0 0

INPUT YOUR MOVE --- CELL AMD NUMBERT 35,7

INPUT YOUR MOVE === CELL AND NUMBERT 9,9 1 2 0
3 ? 5
1 2 0 0 4 9
0 0
0 0 9 SORRY, YOU LOSE —- NICE TRY.
I NOVE TO CELL 4 UITHA 3
1 2 0
0 0
0 0 9
LIST
5 PRINT TAB(28);"MAGIC SOUARE® 240 PRINT "4 TIE GAME -- BUT UE’VE DRAUN A MAGIC SQUARE!"
10 PRINT TAB(13);"CREATIVE CONPUTING NORRISTOUN MEW JERSEY™ 250 BOTO 560
12 DIN A(9),B(9) 400 FOR 0=1 1D 9
15 PRINT 410 IF A(Q)> O THEN 480
16 PRINT 420 FOR R=1 10 ¢
17 PRINT 430 IF B(R)>0 THEN 470
20 PRINT "GAME OF NABIC SQUARE™ 435 ALQ)=R
21 PRINT 440 GOSUB 800
25 PRINT "PLAYERS ALTERNATLEY CHOOSE AN INTEGER (1 TO 9)* A50 IF U0 THEN S00
30 PRINT "THAT HAS NOT BEEN PREVIOUSLY USED AND PLACE IT* 440 01%0:R1=R:W=0:A(0)=0
35 PRINT "IN ANY UNFILLED CELL OF A TIC-TAC-TOE BOARD." 470 NEXT R
40 PRINT "THE GOAL IS TD WAKE THE SUM OF EACH ROU, COLUMN,® 480 NEXT O
45 PRINT "AND DIAGOMAL EQUAL TD 15." 490 ¥=1:R=R1:06=01:4(0)=R
47 PRINT 500 B(R)=1
50 PRINT *THAT PLAYER LOSES UMD FIRST MAKES THE SUM OF THE™ 520 PRINT "I MOVE 10 CELL ";0;" WITH A “;R
55 PRINT "THREE FIGURES IN ANY ROU, COLUMA, OR DIAGONAL" 530 GOSUD 940
60 PRINT *SOMETHING OTHER THAN 15.° 540 IF Ws0 THEN 103
52 PRINT 550 PRINT *I LOSE --- YOU WIN'!"
55 PRINT *A TIE GAME DRAUS A NAGIC SOUARE!(" 560 PRINT
67 PRINT 561 FOR I=1 T0 1§
70 PRINT *THE COMPUTER WILL ASK YOU ON EACH MOVE WHICH™ 562 PRINT CHR$(7);
7% PRINT "CELL YOU WISH TO DCCUPY, AND THE NUMBER YOU WISH" S64 NEXT 1
80 PRINT “LIKE 73,7/ IF YOU WISHED TO PUT & 7 IN CELL 3." 570 PRINT “LETS PLAY AGAIN. . ."
85 PRINT 575 6070 96
90 PRINT "HERE ARE THE CELL NUMBERS:" 800 FOR X=1 T0 8
92 PRINT 810 ON X GOTO 820,830,8240,850,840,870,880,890
93 PRINT *1 2 3" 820 J=11K=2:L=3260T0 900
74 PRINT "4 5 4" 830 K=4:L=7:6070 900
95 PRINT *7 8 9" 840 K=5:L=9:60T0 900
S6FOR I =1T109 850 J=4tL=5160T0 900
97 AL1)=0 B40 J=2:L=8:60T0 900
98 B(1)=0 870 J=3:L=7:60T0 700
99 MEXT 1 880 J=7:L=9:6070 900
100 W=0zli=0 890 Je?:K=8
103 PRINT 900 IF A(J)=0 OR ACK)=0 OR A(L)=0 THEN 930
104 PRINT *INPUT YOUR NOVE --- CELL AND NUWBER™; 920 IF ACJI+A(KI*ALL) <> 15 THEN 940
105 INPUT I,N 930 MEXT X
110 IF 11 ORI > P OR N < 1 DR N > 9 THEN 130 935 6OTO 950

120 IF A(I)=0 !!7"!!:0 THER 150 940 U=1

B P s T R A o0 ARt TR TR BEA SPEYIAD



Man-Eating Rabbit

180

In this game you are in a pit with a
man-eating rabbit. The center of the
pit, appropriately enough, is at 0,0, and
it has a radius of ten. On each move,
you can move in any one of eight
different angles, 0, 45, 90, 135 ... etc.
Unlike you, the rabbit can take more
than one hop on a move. The object of
the game is to avoid the rabbit for ten
moves. If you do this successfully you'll
be released and set free.

We're not sure what race of people
on what planet dreamed up this
diabolical sport, but we've found that
it's extremely difficult to get away from
the rabbit in more than about one out of
ten games. You may, therefore, wantto
improve the odds somewhat by limiting
the number of moves the rabbit can
make on each turn to one or two. You'll
find it interesting to graph the results of
the program as you go along. To do
this, you'll need a piece of quadrille
paper at least 21 squares in each
direction. Draw a circle with your
compass ten units in diameter and then
number the grid from minus ten toplus
ten along the X and Y axes. Plot your
moves as you go along and you'll see
some interesting patterns develop.

This program was conceived and
written by Philip Stanway.

20
i
135 e
/ I\
a A\
\
N
225 315
o
—— "
270

92

0,360

NAN-EATING RABBIT
CREATIVE COMPUTING
MORRISTOUN, NEW JERSEY

YOU ARE IN A PIT WITH A MAN-EATING RABBIT.

THE CENTER IS (0,01 AND IT HAS A RADIUS OF 10

IF YOU CAN AVOID THE RABBIT FOR 10 WOVES YOU WILL BE
RELEASED. YOU AND THE RADBIT CAN NOVE OMLY 1 SPACE EACH
HOMEVER THE RADRIT CAN DO NULTIPLE JUNPS.

YOU CAN TRAVEL AT THESE AMBLES
0,45,%0,135,100,225,270, 315,360

WHERE WOULD YOU LIKE TO BE DROPPEDT 2,3
RABBIT AT ( 2 , 7 ) AND DISTANCE &

TURN & 1 HUNAM AT (2 , 3 )

AT UHAT ANBLE WILL YOU RUN T 270

RUMNING ......HUMAN YOU ARE NOW AT ( 2 , 2 )
THE RABBIT IS POUNCING AT ANGLE..... 270
THE RABBIT 15 POUNCING AT AMBLE..... 270
RAPEBIT AT ( 2 , 5 ) AND DISTAMCE 3

TURN § 2 HUNAN AT ( 2 , 2 )

AT UHAT AWGLE WILL YOU RUN T* 223

RUNNING ......HUMAM YOU ARE MOW AT (1 , 1)
THE RADBIT 1S POUNCING AT ANGLE..... 270
THE RABBIT 15 POUNCING AT ANGLE..... 270
RABBIT AT ( 2 , 3 ) AND DISTANCE 2.234607

TURN € 3 WUNAN AT (t , 1)

AT UMAT ANBLE WILL YOU RUM 1t 228

RUNNIAG ... HUMAN YOU ARE MOW AT ( O , ¢ )
THE RABRIT IS POUNCING AT ANGLE..... 225
RABBIT AT ( 1, 2 ) AND DISTAMCE 2.23607

TURN 0 4 HUMAN AT (0 , 0 )

AT UHAT ANBLE VILL YOU RUN 7 225

RUNNING ......HUMAN YOU ARE NOU AT (=1 ,=1 )
THE RABBIT IS POUNCING AT ANGLE..... 225
RABBIT AT ¢ 0 , 1 ) AND DISTANCE 2.23407

TURK & 5 HUMAN AT (=1 ,=1 )

AT UHAT ANGLE VILL YOU RUN ? 270

RUNNING ......HUMAN YOU ARE NOU AT (=1 ,=2 )
THE RABBIT 1S POUNCING AT ANGLE..... 270
RABEIT AT ( 0 , O ) AND DISTANCE 2.23407

TURK B &  NUHAN AT (-1 ,-2 )

AT UHAT ANGLE WILL YOU RUN T 225

ﬂll‘lllﬁ ||o|bom TOU m m AT l‘? '-3 )
THE RABBIT 1S POUNCING AT ANGLE..... 225
THE RABBIT IS POUNCING AT ANSLE..... 225
THE RABBIT IS POUMCING AT ANGLE..... 270
RABBIT AT (-2 ,-3 ) AND DISTANCE ©
«sCRUNCHes WELL R.ILP.

[}



LisT

I PRINT TAB(20);"MAN-EATING RABBIT"

2 PRINT TAB(20);"CREATIVE CONPUTING"

1 PRINT TAB(18);"NORRISTQUN, NEU JERSEY"
4 PRINT:PRINT:PRINT

10
13
20
23
24
27
28
40
41
43
44
47
48
30
31
40
&35
64
47
49
70

PRINT *YOU ARE IN A PIT UITH A NAN-EATING RABBIT.*
PRINT "THE CENTER IS (0,0) AND IT HAS 4 RADIUS OF 10°
PRINT “IF YOU CAN AVOID THE RABBIT FOR 10 NOVES YOU UILL BE"
PRINT “RELEASED. YOU AND THE RABBIT CAN MOVE ONLY 1 SPACE EACH*
PRINT "HOUEVER THE RABBIT CAN DO NULTIPLE JUNPS."
PRINT "YOU CAN TRAVEL AT THESE ANGLES®
PRINT *0,45,90,135,180,22%,270,31%,340"
X=INT(21#RND(1)-10)
Y=INT(21¢RND(1)-10)
DsSOR(ABSC(X=X1)*24(Y=-Y1)*2))
IF D>10 THEN 40
PRINT
PRINT
PRINT "UHERE WOULD YOU LIKE TO BE DROPPED™;
INPUT X1,Y1
If SOR(ABS(X1°2+4Y1°21)210 THEN 50
IF XOX1 THEN 70
IF YY1 THEN 70
PRINT "#e99eSQUISHesnss"
PRINT "THE RABBIT IS DEAD!
FOR 6=1 TO 10
D=SORCADS( (X-X1)2"24(Y-Y1)"2))
PRINT "RABBIT AT (*}X;*,";Y;") AND DISTAMCE *;D
IF D=0 THEN 330
PRINTSPRINT "TURN B";6;" HUMAN AT (";X1;",";Y1;")*
PRINT "AT UHAT ANGLE VILL YOU RUN *;
INPUT A
IF AZASCOINT(AZA5) THEN 100
PRINT "RUNMING ...... “3eP1=1
A=12IF ABSC(INT(A/Z10)%10)-A)O8 THEN 120
HsSOR(2)
X2= (HCOS(A®(3.14159/180)))
Y2= (K#SIN(A®(3.14159/180)))

YOU ARE SET FREE!"z2807T0 340

125 IF SORCCIX14X2)°24(Y14Y2)"2))<{=10 THEN 130
126 PRINT *“YOU CAN’T GO INTO A WALL!t®

127 6ATO 100

130 X1=INT(X1#1000)/10004X2

131
132
133
135
136
137

139
140
150
151
152
160
170
180

220
230
240
250

236
257
250
261
270
2n
272
280
28
290
300
30
310
S
320
an
322
323
330
340
Ok

TI=IRICTI®iQUO/ 1000%T L

XI=INT(X14.9)

Y1=INT(Y14.5)

PRINT "HUNAN YOU ARE MOW AT (*3X13%,";Y1;")"
IF X<>X1 THER 140

IF YOY! THEN 140

PRINT *YOU RAN RIGHT INTO THE RABBIT!!™
807D 330

PRINT *THE RABBIT IS POUNCING AT ANBLE.....";iP1oP1+1
X2=X1-XeY2uY1-Y

IF X2=0 THEN 280

IF Y2%0 THEN 300
B=INT(ATN(ABS({Y2/X2)))/(3.14159/1B0))
ON SON(X2)+2 6OTO 190,10,180

ON S6H(Y2)+2 6OTO 240,10,250

ON SEN(Y2)+2 6OTD 230,10,220
B=180-B:80T0 250

BeB+180¢60TO 250

B=350-B

B=INT(B/45%.5)445:PRINT B

Ket

IF ABS((INT(3/10)810)-B)OS THEN 260
He1.5

X2=(M+COS(B+(3.14159/180)))
Y2u(NeSIN(B*(3,14159/180)))
X=INT(X4X24,5)

YSINT(Y+Y2+.5)

8070 315

IF Y240 THEN 290

P=90:60T0 315

P=270:60T0 250

IF X240 THENM 310

B=1:60T0 250

B=180:6070 250

IF SOR((X=X1)"2¢(Y=Y1)*2)=0 THEN 323
P=INT(P1#RND(1)#1)

IF P<O1 THEN 323

8070 140

NEXT 6:PRINT "YOU ARE RELEASED!":BOTO 340
PRINT "#¢CRUNCHe+ QELL R,I.P."

END




Maneuvers

In this game you are maneuvering in
a corner of space shaped, interestingly
enough, like a cube. The dimensions of
the cube are ten parsecs on a side. The
bases are at the corners as shown on
the diagram with the sample run. There
are four star bases located at corners of
the cube which you must visitin order,
A, B, C, and D, to deliver a message to
them. Whileitis a fairly simple matterto
get to Base A, the other bases
sometimes prove somewhat elusive.
One possibility would be to use a
second computer to compute your
course, or even compute the course
before you start the game and then
feed it in. Would this be cheating? |
don't think so because the learning
value in writing a program to compute
your course will teach you more about
the game than probably fifty plays of it.
On the other hand, which is more fun?
That's for you to find out.

This program was written by John C.
Russ.

RUN
NARUEVERS
CREATIVE COMPUTING
RCRRISTOWN, MEU JERSEY

DO YOU MEED INSTRUCTIONS? YES

YOU ARE THE PILOT OF THE ENTERPRISE-S SPACE SHUTTLE.

YOU WUST DELIVER A WESSAGE TO EACH OF FOUR STARBASES,

IN THE LEAST TOTAL TIME. YOUR INITIAL POSITION IS AT
OME CORNER OF A CUBE, TEN PARSECS ON A SIDE. THE BASES
ARE AT THE CORNERS SHOWN BELOW, WARKED A, B, C, AHD D IN
THE QRDER IN WHICH YCU HMUST VISIT THEM.

z
{7
. D
T ’t
/s /1
F A J 12
! H /=
B L] 2
g g L t
: : H :
: H : :
1 - H :
: H L t
g H ] t
CtART ode-remccnancauuan grewagessy
N s /f
r ! st /
N s/
A/ s/
R e *

FOR YOUR SUBSPACE RADIO TD DELIVER THE NESSAGE, YOU
HUST PASS WITHIN OME PARSEC OF EACH STARBASE. YOUR
PROPULSIDN SYSTEM IS ALUAYS ONM, GIVING YOU A CONSTANT
ACCELERATION OF 0.2 PARSECS PER STARDATE PER STRRDATE,
YOU CAN DNLY CONTROL THE ORIENTATION OF YOUR SHIP, TO
DIRECT YOUR THRUST AND ACCELERATION. YOU SPECIFY YOUR
SHIP-S ATTITUDE BY THE ANGLE THETA (THE CLOCHUISE AMGLE
IN THE Y=Y PLANE STARTING AT THE X-AXIS) AND THE ANGLE
PS1 (THE ANGLE OF INCLINATION ABOVE THE K-Y PLANE!.

YOU INPUT MEW AWGLES EACH STARDATE.

ELAPSED POSITION COORDINATES: ORIENTATION
TINE b Y 1 THETA , PS]
L] (] 0 4 * 0,0

1 o1 0 0 10,0

2 A 0 0 T 0,0

1 . 0 ] * 0,0

4 1.6 0 0 * 0,0

3 2.5 0 0 * 0,0

[ 3.8 0 ] 70,0

? 4.9 0 0 ? 180,0
8 4.2 0 0 7 180,0
¥ 7.3 0 0 7 180,0
10 8.2 0 (i 7 180,0
1 8. 0 0 7 180,0
12 ?.4 0 0

MESSAGE DELIVERED YO BASE ¥ 1
AT TIAE 12,28 7 180,0
13 9.7 0 0 ? 180,0
14 7.8 0 0 t 90,%0
13 9.8 0 o1 ? 90,90
14 9.8 0 .4 T 0,%
17 7.8 0 .9 ? 90,45
18 9.8 071 1.571 ? 90,0
3] 9.8 312 2.312 7 90,0
20 7.8 o754 3.054 * 90,270
21 9.8 1.295 3.495 T 50,270
2 7.8 1.8356 4134 T 90,270
23 7.8 2.378 4.378 7 90,0
24 9.8 1.019 4.519 7 §0,0
25 7.8 3.841 4,481 7 90,0
24 9.8 4.902 4802 7 270,0
27 7.8 S5.944 4.944 T 270,0
28 7.8 6,783 §.085 * 270,0
29 9.8 7.424 5.224 * 270,0
30 9.8 7.848 5.348 ? 270,0
k| 9.8 B.109 3.50% ? 270,0
32 9.8 8,151 5.451 7 90,90
33 7.8 B8.0%2 5.8%2 7 90,90
34 %.8 8.034 $.333 T 90,270
35 9.8 7.975 6.773 T 90,270
3& 7.8 7.914 7.016 T 0,270
37 7.8 7.858 7.058 7 90,.\.\%0
38 5.8 7. 799 7.099 ¥ 90,%0
39 5.8 7. 741 7.34 7 90,90
0 5.8 7.682 7.782 * 90,%0
1 9.8 7.623 8.423 7 90,270
42 9.8 7.545 9.045 ? 90,270
43 9.8 7.306 ?.508 ? 90,270
14 9.8 7.448 7.748 T 90,270
A5 ?.8 7.389 9.789 ? 90,0
46 7.8 7.40 2.2 T 70,90
Fd 5.8 7.572 2.222 7 90,270
1] 9.8 7. 213 7.813 T 90,270
49 9.2 7.855 9.455 T 90,0
50 9.8 8.094 9.3%4 ? 90,70
51 9.8 8,438 9,218 7 90,0
52 9.8 B.B79 7,179 * 90,90
83 9.8 9.421 9.22

MESSAGE DELIVERED TO BASE # 2

AT TINE 53.74 7 90,270
54 .8 1.%62 7.262 7 90,0
55 7.8 10,403 9,203 T 225,0
56 $.729 11.274 9.145 7 45,0



MESSASE DELIVERED TO BASE # 4

11.945
12.586
13.028
13,369
13.71
14.0352
14,393
14.733
15.074
15.318
15.36
15.202
14.834
14.321
13,595
12.477
1,571
10.268
8.84%
7.392
5.805
4.234
2.812
1.5
569
-.292
-.873
-1.324
-1.4313
=1.801
-1.827
-1.712
~-1.434
-1.038
=917
.o
70N
1.311
1.921
2.44
2.83
3.002
2.974

2.754
2.445
2.13%
1.7229
1.135
+3465

9.086
g.028
80,69
?.01
7.232
9.493
9.335
§.374
9.218
9.15%
9.1
?.042
B.7683
8.923
8.964
8.807
B.749
8.49
8.732
8.873
7.013
7.136
9.297
?i‘sq
9.58
9.722
9.843
10,003
10.144
10.287
10,429
10.57
10.712
10.833
10.994
11.034
10.877
10,419
10.36
10.102
9.843
9.584
?.326

9.067
8.70?
8.95

7.092
?.233
7.374

TO BASE ¥ 3

-.393
=733
-1.519
~1.488
=1.459
-1.233
-.006
-.179
648
1.671
2.7
3.9
5.13
6.348
7.468
8.488
?.408

¢.514
9.657
9.799
7.94
10.081
10.223
10.3464
10,504
10.647
10,789
10.83
10.6M1
10,413
10.154
7.994

- 9.9%

7.979

- - 8 W w
(= - ==

3533_&535533333
PR N

(]
2
r
N
=]

233338333

- W w m oW -

- E-E-E-E- X

BOOD JOB. DO YOU VANT 10

TRY TO INPROVE YOUR TIME? NO THANK YOU!

57 9.459
58 7.45%
1 7.637
60 §.459
61 7.459
62 7.459
63 9.4859
64 ?.658
635 9.656
1] 9.458
L 7,449
48 7.69
69 9.648
70 9.371
" 7,439
2 ?.264
73 7.03
74 8.757
73 §.46
76 8.1
77 7.581
78 6.882
7 .07
20 5.3
81 4.524
82 3.738
83 2.952
84 2,236
83 1.663
Bé 1.23
87 939
L 79
a9 781
10 913
71 1.18%
92 1.535
13 1.88
94 2.126
745 2.1
74 2,044
§7 1.832
78 1.602
114 t.3Nn
"o
100 1.078
101 .782
102 -447
103 .178
104 =043
1038 =172
MESSAGE DELIVERED
Al TINE 105.48
106 =.231
107 =305
108 =314
109 -.29
1e -.23
1t -.153
112 =076
13 1E-03
114 .078
15 129
116 154
nz 179
118 .189
1"e 167
120 .13
121 092
122 .05%
AT TIHE 122.58
13
LIST

10 PRINT TAB(24);"NANUEVERS"
11 PRINT TAB(20);"CREATIVE CONPUTING®

12 PRINT TAB(18);"HORRISTOUN, NEU JERSEY®
13 PRINTZPRINT:PRINY

20 PRINT *DO YOU NEED INSTRUCTIONS™;

30 INPUT

40 IF LEFTSCXS,1)="N" THEN 500

100 PRINT
110 PRINT
120 PRINT
130 PRINT
140 PRINT
150 PRINT
160 PRINT

*YDU ARE THE PILOT OF THE ENTERPRISE’S SPACE SHUTTLE."
“YOU MUST DELIVER A MESSAGE TO EACH OF FOUR STARBASES,"
"IN THE LEAST TOTAL TIKE.
“DME CORNER OF A CUBE, TEN PARSECS DN A SIDE. THE BASES™

“ARE AT THE CORNERS SHOUM BELOV, MWARKED 4, B, C, AND D IN"

YOUR INITIAL POSITION IS AT"

“THE ORDER IN UHICH YOU WUST VISIT THEW."

150

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
FRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
LET P=
LET J=
pim T
FOR X=
FOR

" wm wn 8

“FOR YOUR SUBSPACE RADIO TO DELIVER THE MESSAGE, YOU®
YHUST PASS UITHIM ONE PARSEC OF EACH STARBAJE. YOUR"
“pROPULSION SYSTEM IS ALMAYS ON, GIVING YBU & CONSTANT®
“ACCELERATION OF 0.2 PARSECS PER STARDATE PER STARDATE."
“ygu CAN OWLY CONTROL THE ORIENTATION OF YOUR SHIP, TO®
"DIRECT YOUR THRUST AND ACCELERATION. YOU SPECIFY YOUR®
“SHIP-S ATTITUBE BY THE ANGLE THETA (THE CLOCKUISE AMGLE"
“IN THE X-Y PLANE STARTING AT THE X-AXIS) AND THE ANGLE"
*#51 (THE ANGLE DF INCLINATION ABOVE THE X-Y PLANE)."
“YOU INPUT NEU ANBLES EACH STARDATE.®

3.14159/180
1

4,3),0(3)
170 4

Y=1 10 3

READ TLX,Y?

HEXT
NEXT X
DaTA 1
LET A=
LET Xi
LET M
LET 21
LET V1
LET V2

Y

0,0,0,10,10,10,0,0,10,0,10,10
%
=0
=0
=0
=0
=0

LET ¥v3=0
LET T0=0

LET B1
LET B2
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

=1E-03

=1E-03

"ELAPSED POSITION COORDIMATES:™;
TAB(308) ;"ORIENTATION"

"TINE X Y s
TAB{38);"THETA , PSI"

TO;TAB(E);INTC10008X1+.5)/10005TAB(18);

[NT(10002Y14.5)/1000; TAB(28) JINT(10004Z1+.5)/1000;
TAB(IB)}

FOR K=0 TO 1 STEP .02

LET
LET

COT)=X+EAVT+A/ 24K+K2COS (B2#P )+COS(B1#F)
CA2)=Y+E#V2PA/ 20K *K*COS(B2HP )#SIN(B1*P)

LET CLI)nZ+keVI+A/ 2K eKeSIN(B2+P)
LET B=0
FOR L=t TO 3

LE
NEXT

T D=B4(T(J,L)=CILIIH(TJ,L)-ECLD)
L

1F SGR(B)>1 BOTD 930

PRIN

T:PRINT “NESSAGE DELIVERED TD BASE #"3J

PRINT "AT TINE";TO#K;TARB(38);

IF J

=4 §0T0 1100

LET J=J+1

gore
NEXT K
LET X=

760
n

LET Y=Y1
LET I=I1
LET TOo=TO#1

INPUT
LET X

B1,82
1=X+V1-+A/2¢C0S (B29P ) +COS(B14F)

LET Yi=Y#U2+A/2+L0S(B2+PISIN(E1+P)
LET Z1=Z+V3I+A/2¢51N(B2+P)

LET V1=V1+A2COS{D2eP)wCOS(B1*P)

LET V2=V2+A+COS(D2eP)*SIN(B1*P)}

LET VI=VItA*SIN(B2+F)

GOTO BOO

PRINT
PRINT
IRPUT

“B000 JOB. DO YOU WANT TO"
“TRY TO IMPROVE YOUR TIME“;
1%

IF LEFTH(X$,1)="Y" THEN 500

END



The original invention of Mastermind is credited to an
amateur mathematician, Mordechai Meirovich, who first
displayed it at the 1871 Nurenburg Toy Fair.* Rights to the
game were bought by Invicta who had moderate success
with the game for 2% years until the Christmas season of
1976 when it was the most popular packaged game. Sales
surpassed even the old standby, Monopoly.

In its most basic form, Mastermind consists of a plastic
game board, a dozen or s0 pegs which can be grouped into
six basic colors, and two groups of black and white key pegs
(sometimes called “inference pegs”.) The game board
resembles the figure below.

key-peg slots

= q .
- <« hidden code
t\\ . \\ \

x| O00O0
x| O 00O

x* (total of 10 frames)

el Q) Q0 O
X X OOOO

w o
.
. .

> O 000

3 X

The game is played by two people, whom we shall
designate as the “active” player and the “passive’’ player.
The first step before play actually commences isto have the
passive player (in our case, the computer) choose a total of
four colored pegs at random from any of the six basic color
groups (duplicate colors allowed, of course.) He then
conceals these colors from the active player by placing the
four pegs in the "hidden code’’portion of the game board. It
is now up to the active player to determine, in ten moves or
less, the exact color and location of each of the four pegs
comprising the hidden code.

To aid the active player in determining the hidden code,
the passive player must award the active player a number of
key pegs (inference pegs) after each guess, according tothe
following scheme: for each peg in the active player’s
current guess which corresponds exactly (in color and posi-

*Ed. Note—

To anyone familiar with children’s games, it is obvious that Mastermind is
simply a commercial adaptation [using colors rather than numbers) of the
game Bulls and Cows. This game, much more popular in England than the
U.S. is not, to my knowledge, commercially packaged. —~DHA

Lactive player's guesses

tion) to a peg in the hidden code, the passive person places
one black peg in the key-peg square adjacent to the passive
player’s current guess frame. Placing of the key pegswithin
the square is arbitrary since the relative position of the key
peg carries no meaning. Clearly, when four black pegs are
obtained, the hidden code is broken.

Secondly, the passive player must place one white key
peg in the current key-peg square for each peg in the active
player’s current guess which matches (in color, but not
position) a peg in the hidden code. Keep in mind thatonce a
color peg in the player’s current guess has been awarded a
key peg. its function in determining the remaining number
of key pegs to award for the current guess is finished. For
example, suppose the hidden code were:

R BYG

corresponding to red, blue, yellow, green, and the active
player’s current guess were:

G B BP

corresponding to green, blue, blue and purple.

The passive player should subsequently award one black
and one white key peg for the following reasons: the blue
color peg in position 2 of the current guess matches exactly
in color and position with the hidden code. Secondly. the
green color peg in position 1 of the current guess matches
the color of the peg in position 4 of the hidden code. But
since the location of the green peg is not exact, only awhite
peg is awarded. The blue and purple pegs in positions 3and
4, respectively, of the current guess do not match either the
color or position of the remaining pegs in the hidden code
{(positions 1 and 3) and hence, no other key pegs are
awarded.

Yhe game proceeds in this manner until the hidden code is
broken or all ten frames have been filled. As noted earlier,
the computer will play the passive player in our computer
version, generating @ hidden code and awarding the black
and white key pegs after each guess.

The program offers the user two options, QUIT and
BOARD, which may be entered at any time after the first
move. QUIT instructs the program that you are fed up with
playing Mastermind for the time being and wish to
terminate the session. BOARD instructs the program to
print out a summary of the moves prior tothe time that the
BOARD command was issued, including the guesses and
key pegs awarded for each frame. Some players find thatan
arrangement of frames such as that provided by BOARD is
easier to visualize and subsequently analyze. Beginners
will find it most useful,

The program and this description were written by David
G. Struble of the University of Dayton. It first appeared in
Creative Computing, Mar/Apr 1976.



RUN
HASTERKIND
CREATIVE CONPUTING
NORRLISTOUN, MEW JERSEY

THE GANE OF MASTERNIND

COLOK CODES:
R=RED 0=DRANGE Y=YELLOW
G=BREEM  B=BLUE P=PURPLE

HOVE MUMNBER 1 Y RRGS
Q BLACK PESS
1 WHITE PEGS

MOVE MUNBER 2 7 00BB
0 BLACK PEGS
0 WHITE PEGS

MOVE NUMBER 3 7 YYPP
3 BLACK PESS
¢ WHITE PEGS

NOVE NUMBER 4 7 YYPR
2 BLACK PEES
¢ UHLYTE PESS

NOVE MUMBER 5 7 GYPP
2 BSLACK PEBS
2 WVHITE PEGS

HOVE MUMBER & * YGPP
YOU wInt!
WANT TO PLAY ABAINT YES

HOVE MUHBER 1 7 RROO
¢ BLACK PEGS
¢ UHITE PEGS

HOVE NUMBER 2 7 GGYY
1 BLACH PEGS
t UWHITE PEGS

MOVE RUMBER 3 7 BBPP
2 BLACK PEGS
0 WHITE PEES

MOVE MUNBER 4 7 BEGY
YOU UIRr'!
WUANT TD PLAY ABGAINT NO

ok

LIST

10 PRINT TAB(24);“MASTERNIND®

20 PRINT TAB(20);"CREATIVE COMPUTING"

30 PRINT TAB(18);“MORRISTOMWN, NEU JERSEY"
40 PRINT:PRINT2PRINT

100 PRINT “THE GANE OF MASTERMIND®

110 PRINT

130 PRINT “COLOR CODES:"

140 PRINT " R=RED O=ORANGE
150 PRINT * G=GREEN  B=BLUE
160 PRINT

170 DIX BSC10},Y(10),Z(10)

180 C{0I=4

190 FOR M=t TO 4

200 COMI=INTC(SSRNDLT)#1)

210 NEXT N

220 FOR N=1 TD 4

T S

340
350
360
370
380

400
410
420
430
140
45¢
140
480
490
co
e
320
523
525
530
540
550
560
37
580
%0
400
403
405
410
420
630
640
450
440
470
&80
490
700
710
720
730
740
750
760
7170
780
7%
ge0
810
820
830
840
B30
840
870
880

B$(P}=G§

§USUE 520

IF B=4 THEN 1010

60SUB 400

PRINT B;" BLACK PEGS"
T(P)=3

PRINT 3" WHITE PEGS"
I{P}=i

HEXT P

PRINT “SORRY, YOU LOSE“
PRINT “THE CORRECT CODE WAS:":P%
PRINT “UANT TO PLAY AGAIN;
INPUT A%

IF A$="YES" THEN 190
PRINT

END

REHt COMPUTE BLACK PEGS
FOR X151 10 4
GLX1)=ASC(MIDSCET,X1,1))
HEXT X1

B=0

FOR K=1 T0 4

IF G{(K) < C(K) THEN 570
B=B+1

NEXT K

RETURN

REN COMPUTE WHITE PEDS
FOR Xt=1 10 4
RCXtI=ASC(NIDS$(PS,X1,1))
NEXT X1

s

FOR I=1 T0 4

FOR J=1 10 4 \
IF 8(1) © R(J) THEN B0
u=u+1

R(J o0

GOTO 490

NEXT J

NEXT 1

u=U-2

RETURN

REN TRANSLATE COLOR CODES TO NUMERICS
I[F X €> 1 THEN 760

=87

RETURN

If X <> 2 THER 790

X282

RETURN

IF X <> 4 THEW 820

X=80

RETURN

IF X <> 4 THEH 850

X=79

RETURN

IF X <> 5 THEN 880

X=71

RE TURN

X=dé



Masterbagels

This is a fascinating, general-
purpose, deductive logic game. It rolis
Bagels, Mastermind, bulls and cows, et
cetera, into one general deductive
logic game. If you want to play Bagels,
set the inputs to N,3,9 (N is the number
of games you wish to play). If you want
to play mastermind, set the inputs to
N,4,6. Of course, many of the games
that it plays are entirely new altogether
such as N,7,4 or N,5,5.

To make it into a really general-
purpose game, you might want to putin
a modification in the digit selection
routine (statements 300-320) with a

RUN MASTERDABELS
CREATIVE CONPUTING
HORRISTOUN, MEU JERSEY
TEACHT YES

parameter that either allows or dis-
allows duplicate digits. As it is right
now, the game does allow duplicate
digits so that, for example, it could
select a three digit number such as 223
or even 444. Another change you might
want to add is in statement 750, it sets
the maximum allowable trials for
getting the answer. You may find that it
is not giving you enough tries and you
might want to increase the value of |.
Masterbagels was created by H.R.
Hamilton and originally appeared in
Creative Computing, Jan/Feb 1977.

MI, THIS IS A LOGIC GAME DESIGNED TO TEST YOUR DEDUCTIVE

ADLLITY,

I WILL CHODSE A RANDON NUNBER AND YOU ISOLATE.IT.

UNEN PROMPTED, ENTER A VALID MUMBER, AND I VILL THEN RESPOWD
WITH THE # OF DIBITS THAT ARE RIGNT AMD IN THE RIGHT POSITION

AND THE # RIGHT BUT IN THE URONE POSITION.

IF 1 THIMK YOU

ARE WOPELESSLY LOST, I WILL TELL TOU THE ANSUER AND VE

VILL BO ON TO THE MEXT MUNBER.

TO RECAP YOUR ENTRIES

ENTER A 0, TO QUIT DM A NUNBER ENTER 1, AND TO STOP ENTER 2

HOU MANY #78(1-100), § DIBITS(2-4), AND NAX VALUE(2-9)? 2,2,4

BUESSY 12

0,1

BUESST 31

0,0

OUESSY 24

3 TRIES, 3 AVERAGE FOR 1 NUMBERS
OUESST 24

0,1

GUESST 32

GUESST 12
4 TRIES, 3.5 AVERAGE FOR 2 NUMBERS
RUN ABAINT YES

HOU MANY #°S(1-100), ¥ DIGITS(2-4), AND NAX VALUE(2-9)7 1,4,4

GUESST 1122

150
GUESST 1234 LISt
2.0
BUESSY 3434 S PRINT TAB(23);“NASTERBAGELS*
0,2 & PRINT TAB(20);“CREATIVE CONPUTING®
BUESS? 1243 7 PRINT TAB(18);*NORRISTOUN, NEU JERSEY®
1wt 10 DIN F(R),M(9),T(),H(18,3)
OUESS? 2134 20 INPUT *TEACH®:S$
1,419 30 IF LEFTH(SY,1)="N" THEN 130
GUESS? 0 S0 PRINT * NI, THIS IS A LOGIC GAME DESIOGNED TO TEST YOUR DEDUCTIVE®
t, 1=mn22 &0 PRINT ®ABILITY. I WILL CHOOSE A RANDOM NUNBER AND YOU ISOLATE IT.*
2,0=1234 70 PRINT "WHEN PRONPTED, ENTER A VALID NUMBER, AND I WILL THEN RESPOND"
0, 2= 3456 80 PRINT "UITH THE @ OF DIGITS THAT ARE RIGHT AND IN THE RIGHT POSITION
1, 1= 1285 90 PRINT “AMD THE ¥ RIGHT BUT IN THE WRONG POSITION. IF 1 THINK YOU™
1,1 =2134 100 PRINT “ARE HOPELESSLY LOST, I WILL TELL YOU THE ANSUER AND WE*
GUESS? 2234 110 PRINT *VILL 60 ON TO THE NEXT NUMBER. T0 RECAP YOUR ENTRIES"
192 120 PRINT *ENTER A 0, TO QUIT ON A WUMBER ENTER 1, AND TO STOP ENTER 2*
GUESST 2235 130 S=0
1,1 140 PRINT
GUESS? 1 150 PRINT "HDU MANY W/S(1-100), ® DIBITS(2-4), AND MAX VALUE(2-9)*;
AMSUER 15 4224
10 TRIES, 10 AVERAGE FOR 1 NUMBERS
RUN ABAIN? KO
oK

160
180
17
200
210
220
2
240
230
260
270
200
2%
300
3
J20
330
Ja0
350
J&0
0
e
I
400
410
420
410
440
450
460
A70
480
490
00
510
320
530
540
3350
5S40
3720
380
590
4600
610
420
430
440
450
4460
470
480
490
700
710
720
7%
740
730
740
770
780
790
800
810
820
830
840
8350
840
870
880
8%0
f00
20
oK

INPUT J,A,B

IF A{=0 THEN 220

IF A6 THEN 220

IF B<2 THEW 220

IF B<10 THEN 240

PRINT “ILLEGAL RAMGE, RE-ENTER RUN PARAMETERS"
BOTOD 140

IF J<100 THEN 240
J=100

FOR X=0 TO J+A+p
I=RKD(1)

NEXT X

FOR N=1 10 J

FOR X=0 T0 A
TOX)=INT(RND(1)#B+1)
NEXT X

FOR I=1 TO A+h+1

FOR X=1 TO A

F(X)=0

NEXT X

FisQ

F2=Q

INPUT “BUESS™;V

IF V(> 0 THEN 450

FOR X=1 TD I~

PRINT HOX,1)%,"H(X,2)"="H(X,3)
MNEXT X

60T0 3%0

IF v=1 THEN 750

IF V=2 THEN 920

Ti=y

FOR X=1 TO A

MO =INTCT17(10% (A=X)))
TI=TI=A(X) = (10" CA=X) )+ ((SEH(A-(X+1))=1)w= %)
IF M(X)<1 THEN 530

IF BCX)<B+1 THEM 550
PRINT “BAD NUNBER IN"V
8070 340

IF BM(XICOTIX) THER 358¢
FUX)=1

FisF141

NEXT X

IF FisA THEN 810

FOR Y=1 T0 A

IF T(Y)=H(Y) THEN 490
FOR X=1 TD &

IF BIY)COTI(X) THEN 480
IF F(X)=1 THEN 480
FLX)=1

F2=F2¢1

60T0 &%0

MEXT X

MEXT Y

PRINT F1*,%F2
H(I,1)=F1

H(l,2)sF2

HI,3)=y

MEXT 1

I=A-1+311

V=0

FOR X=1 T0 A
V=UsT(X)e(10°(A=X))
NEXT X

PRINT "ANSUER IS"V
§=8+]

PRINT I"TRIES,"S/N"AVERAGE FOR"M"NUMBERS"
Y=INT(RMD(R)*])
YoINTCHC(Y,2)71024+4#RND(1))
FOR X=1 TO Yt
I1=RND(1)

NEXT X

NEXT W

INPUT “RUN AGAINM*;S$
IF LEFTH(E8,1)2"Y" THEN 130
END



Ready to try something new? A game
that isn't like STARTREK or Slot
Machine? Then try MATPUZLE and
enjoy the art of puzzle-making.

One benefit of puzzles is that they
help develop a pattern of logic in one's
thinking. In this puzzle you are given &
matrix of letters, up to 6x6, and a
board with dashes and anumber above
each of the dashes.

The matrix represents the letters of
the words you typed in, each having the
same length. The number of words and
the length of the words are both limited
to six, six words each six letters in
length, but, both values don't have to
be the same. The letters are then putin
a matrix and randomly rearranged in
lines 160-430.

The dashes on the board form the
places for each letter of each word to
be written in after it has been
deciphered. The number above each
dash, determined in lines 500-780, is
the sum of the coordinates of where the
letter of that dash is located in the
matrix. The problem in solving the
puzzle is that several coordinates have
the same sum.

Since the answers appear above the
puzzle itself, rip them off before you
give it to a friend to try. They willhave a
great time trying to figure out your
puzzle. Then let them make one for you
or set up a relay. The possibilities are
almost endless.

The program and description were
written by Dave Schroeder.

RUN
HATPUZLE
CREATIVE COMPUTING
HORRISTOUN, NEW JERSEY

THIS IS A PUZILE-HAKING GANE.

YOU INPUT UP TO SIX WERDS, UP TO SIX
LETTERS EACH, AND EQUAL [N LENGTH.

THE CONPUTER WILL SCRAHBLE THEM AXD
PRINT THEM IN A MATRIX, THE COMPUTER
VILL ALSO PRINT & CORRESPONDING NUMBER
BOARD, WHEN IT STOPS TEAR IT AMD OIVE IT
T0 & FRIEND,

HOU WANY UORDS DO YOU UANT (UP TD 4)7 &
HOW MANY LETTERS IN EACH UORD (HUST BE SAME)T &
TYPE DNE & -ETTER WOKD @M EACH LINE

T PARITY
T DUPLES\S\X
T HATRIX
T NUNBER
T LENGTH
T KOTHER
( TEAR HERE )
1T 2 3 4 35 4
1 I A T X L N
2 E E R N W I
3 P n P H 6 T
4 g L 8 A& R B
5 X R E E N W
é T 1T ¢ P Y R
é 3 b 2 ? 11
4 3 10 & 4 5
& 8 4 ? 8 é
7 9 1n 10 ] 7
& 3 10 8 8 7
] 7 ¥ 7 9 12

THE WUNBER ABOVE EACH DASH IS THE SUM OF TWO COORDINATES OF
THE POIMT O THE WATRIX WHERE THE CORRECT LETTER FOR THAT
SPOT UILL APPEAR. THE PROBLEN IS THAT THE SUM OF SOHE
CODRDINATES ARE THE SAME 30 SEVERAL LETTERS COULD FIT. SO
TRY NOU TO FIND UHAT VORDS UERE USED AND SOLVE THE PUIZLE
~-- 600D LUCK

DO YOU WANT ANOTMER RUNT YES

HOU NANY UORDS DO YOU WANT (UP TO 4)7 4

HOW MANY LETTERS IN EACH VORD (HUST BE SAME)Y 5

TYPE ONE 5 LETTER UORD OM EACH LINE

7 PRINT

T BASIC

1T EQUAL

T POINT

99



8 2 3
ENT
N
R

THE NUMBER ABOVE EACH DASH IS THE SUM OF TWO COORDINATES OF
THE POINT ON THE MATRIX UHERE THE CORRECT LETTER FOR THAT
SPOT WILL APPEAR, THE PROBLEN IS THAT THE SUW OF SOME
COORDINATES ARE THE SAME SO SEVERAL LETTERS COULD FIT. SO
TRY NOU TO FIND WHAT UORDS WERE USED AND SOLVE THE PUZILE

== G00D LUCK

DO YOU VANT ANDTHER RUNT NO

18T

1 PRINT TAB(26)"KATPUZLE"

2 PRINTTAB(20)"CREATIVE COMPUTING®

3 PRINT TAB(18)"NORRISTOUM, NEW JERSEY"

4 PRINTEPRINT

10 DIN AS(6),B8(8,8,C(4,6),04(4,6)

20 PRINT*THIS IS A PUZZLE-MAKING GAME."

30 PRINT*YOU INPUT UP TO SIX WORDS, UP TO SIX*
40 PRINT*LETTERS EACH, AND EQUAL IN LENGTH."

S0 PRINT*THE COMPUTER WILL SCRANBLE THEM AND“
&0 PRINT*PRINT THEN IN A MATRIX. THE COMPUTER *
70 PRINT*WILL ALSO PRINT A CORRESPONDING WUNBER®
80 PRINT"BOARD. WHEN IT STOPS TEAR IT AND GIVE IT*
90 PRINT*TO A FRIEND.®

100 PRINT*HOU HANY UORDS DD YOU UANT (UP TO &)";
105 INPUT U

110 PRINT*HOW MANY LETTERS IN EACH WORD (HUST BE SAHE)®;
115 THPUT L

120 PRINT*TYPE ONE*;L;“LETTER VORD ON EACH LINE®
130 FOR X=1 T0 U

140 INPUT AS(X)

150 MEXT X

160 FOR X=1 T0 ¥

170 FOR Y=t TO L

180 CH(X,T)=MIDS(ASIX),Y, 1) sB4(X,Y)=HIDS(A$(X),Y, 1)}
190 MEXT Y

200 NEXT X

210 PRINT

215 FOR P=1 TO 28

220 PRINT®-*;

221 NEXT P

225 PRINT TAR(29)"( TEAR HERE )"}

226 FOR Pi=1 T0 27

227 PRINT TAB(43)"-";

228 MEXT P1

230 PRINT

240 FOR Z=1 TO 60

250 F=INT(RND(1)eU41)

260 DEINT(RND(1)%U+1)

270 G~ INT(RND(1)sL+1)

280 E=INT(RND(1)#L+1)

290 J$=BS(F,6)

300 BS(F,0)=BH(D,E)

310 B$(D,E)=J8

320 WEXT 2

330 PRINT TARLA);

340 FOR 21=1 TO L

350 PRINT TAB(S);Z13" *;

340 NEXT I1

794 PEDTHT

57¢

7480
770
780
770
a00
810
820
810
840
830
853
860
841
870

PRINT 22;" *3

FOR I3=1 TO L

PRINT B$(Z2,13);" *;
NEXT 23

PRINT

PRINT

NEXT 22

PRINT

PRINT

PRINT

FOR P=1 TO L

FOR Qef TO ¥

T=0

FOR R=1 T0 U

FOR S=1 10 L

IF T=1 THEN 600

IF B${R,8)<OCH(0,PITHEN 600
C(0,P) R4S

Tst

BS(R,$)u"

NEXT S

MEXT R

MEXT @

NEXT P

FOR X=1 T0 ¥

PRINT TAB(E)

FOR H=1 TO L

IF C(X,%)>9 THEN 700
PRINT CUX,M);" .
6070 710

PRINT COX,M;*  *}
NEXT

PRINTIPRINT

PRINT TAB(2);

FOR ¥1=1 TO L

PRINT

PRINT*THE NUMBER ABOVE EACH DASH 1S THE SUN OF TUO COORDINATES OF
PRINT*THE POINT ON THE MATRIX UHERE THE CORRECT LETTER FOR THAT
PRINT"SPDT UILL APPEAR. THE PROBLEM IS THAT THE SUM OF SOHE *
PRINTCODRDINATES ARE THE SAME S0 SEVERAL LETTERS COULD FIT. SO
PRINTUTRY NOU TO FIND UHAT WORDS WERE USED AND SOLVE THE PUZZLE®
PRINT*-- 600D LUCK®

PRINT*DO YOU UANT ANOTHER RUN";

TNPUT Y98

IF Y9$="YES" THEN 100



HAZE
CREATIVE CONPUTING
HORRISTOUN, MEU JERSEY

DO YOU MEED INSTRUCTIONS? YES

THIS PROGRAN WILL SIMULATE A NEAR-SIGHTED MOUSE IN

A MAZE. TOU SELECT THE DIFFICULTY FACTOR - SIZE!

YOU MAY HAVE A MAZE OF ANY SIZE PERNITTED BY THE SIZE OF YOUR
SYSTEN. DIREMSIONS LESS THAN 5 ARE TOD TRIVIAL.

EACH MAZE 1S DIFFERENT, AND MAS ONLY ONE UAY THROUGH IT.

VHAT ARE YOUR DIMENSIONS (HORIZONTAL, VERTICAL)YT 10,10

T e e e et Tt T It Tl
1 1 I1
B3 3==t t==g 1==t
11 1 I I
f==1 ge=ge=g 1t ¢ ¢
I 11 1
==t t-=t el 2
I
t=—t—1—1
I I

:
I
t
1
-
I

1
|
4
1 1
H 1
1 1
t ==s
1 I 3
=2 & 3§ 3==3-=¢ ¢ 1 1
1 111 1 1
T gt*=2 ¢ ¢ ¢t 1 1! I I
I I 11 X ik
This is actually a two part game. In : : t-
the first part, the program generates a I 1
maze which you can then try to find ; ;
your way through with pencil and > 5
paper. Each path of the maze is three 1
characters wide, hence the maximum t
width that will print on a standard
seventy-two column width teletype or DO YOU UANT THE SOLUTION? YES
other hard copy printer is 24 for the DD YOU WANT TD SEE EACH STEP? NO
horizontal dimension. A 132-column
line printer could handle up to a hori-

m=ge=g==g
1 I
1==8  te=g==] g—epe
1 I I
f==g==t==g &t ¢ 1
1ttt

—oejoniestont I EL LD Sl Lad

Lo Tt 4

1
£
I
B
1
z
1
1
1
1
-1
I
]
I

-t
I
3
I
3

zontal dimension of 44. Naturally the S
vertical dimension can be anything 1 I Tee] 1
since it's running the length of the B 1 =% I =i | i
paper. However, for really large mazes ML & Temd E S
your computer system will probably be 1 1 I Isssesl I 1 I
the limiting factor since several P otm=t 1=-i fee3emi~-% 3 §
matrices are dimensioned with the e ey ey el
R:Jerizonteal and vertical dimensions of 1 t 1 Yeesssl I I 1
maze. I==3 3 3 3*=3==i%&3 ¢ t I

In the second part of the program a 11 fesessl T
near-sighted mouse is let loose in the R I L o
maze and explores until he finds his fompemgasy § geepesgewgesp |
way through. If you want to know what 1 I Itssssses] 1 |
near-sighted means, run the program E L I==i==riey==i==f 3 1
and ask to see the solution step by step e e w x L o
t==t ge%; 3 ¢ 3§ 3

as the mouse goes through the maze, If 1 Issl 1 1
: H

you elect not to see each step, you'll
simply get a total solution for the maze
itself.

With or without the mouss, it's a fun
program and the larger mazes are
frequently a real challenge to solve.

This program was conceived and

written by Richard Schaal. UHAT ARE YOUR DINENSIONS (HORIZONTAL, VERTICAL)? 8,6
101

e el b et 1.4 1 BET L T T

DO YOU WANT ANDTHER MAZET YES



jamgr-g-=t I-=3-= gemiemj==288g== =] LT Tt Bkt 22 bt et
! 11 1 sreee] I 1 seensl |
s g zmege=p 3 2 t ¢ i-=l-=p¥W] @ HEE A S L LI
1 1 1 1 I 1 I+ 1 I 1 I 1
s-agumymmg==2 ¢ 2 g-=go=jw=3—=3%%; 1| fempe=i-=ie=188 2
1 11 1 2] 1 Isssssnvnnsesss] |
: ge=g=-i--i==t 1 B ge-g==f==l"-% 3 Rt bt Sl Sk B
I 1 11 I i 11 1 1 I1
T == § 1 2 13 s 3==2 £ 1 ¢ ¢ ¢ t==3 3 ' I 2
I 1 I 111 11 I IT' I 1 11 1 111
s 3 s-=1 31 %+ & t 3 s==¢t § 2 3 T ¢ ===t ¢ 1 !
11 1 I 1 11 I 1 1 I 1 I 1 I
fe=i--1 ge=p--i--1 gesge=y 3--i1-=i==1 te-g==3 gmmi--Is=t
DO YOU WANT THE SOLUTIDK? YES
DO YOU WANT 1D SEE EACH STEP? YES -3 —i=-ihdi--i==: gr=p==t=—ises—mie=t
eesex] 1 1 seves] I
B b 3-—i--Ieg o g 1 peege-ImEl R
11 Isx 1 11 I+ |
(LT Dok bt 4 2 4 St St | g=v=—i—=i==i] [ ge=g--s==t==30%: 1
1 o I 1 1 seek] | Tetetentneceesr] 1
: ¢t g=-z==t & % E fr-gestesi==t 1 22 it il Bt
11 1 1 I 1 I 1 Tes 1 11
ge=g-eg==i~=t 1§ | L L LA : g=-3 t =z ¢ 3
1 11 11 I 111 11 1111
: ge~g--i--3e=t 3 L $ ¢ t="3 3§ % 3
1 1 I I 11 L I 11 1 I I
g ge=3 § t 1 3 geegm=] feeiesi==] ge=ge==y I-st==g—}
1 I 111
¢t L -3 t ¢t 3
11 I 1 1
N e e B ot et EL L e il Bl g==geei==phez-=3==|
I el | 1 estssl 1
$ 1 A==t A St Lot L A
I 1 Ise 1 T 1 ICLI !
se-ge-gan e y--i--2 perp-=zesi==isft 3 gemgm=j--1==280]
1 seensl 1 I LLLLL LS Tedseeeresesannl I
s g te-feey § 3 (I L Et Cot Ll B | thkge=t==2=v1--2 ¢
1 1 I 1 1 I I 1 1ss I I 1
go-t--gespmmy I & g I==t § % ¢ ¢ gowg=-3 : : ¢t 3
s sengemgem-pe=g 1§ t ¢ ey 3 % 2 ¢ ¢t 31— t % 3
1 I 11 I 1 11 1 11 I1 I
P == ¢ 1 = ¢ g==3==f Iv-3—i : g--ge=p 3--i1--i==}
I1 I 1 11
z 2 t==§ t ¢t 3
I 1 I I 1
St U I Lot bt o it ok g-etsete=gitp——1-=1
I seake] [ 1 sevee]l I
L e iEED 1 B § ie=i=-19R]
I 1 1% I I 1 Ise 1
P T T ot T = -=z==géer 2 Eaat Sl Sk Rhd L4
I repee] I I seenasnsass] | Iesteressnninsa] |
{3 pemgeepeEr s 3 I==t==f==t~~% 3 o8 ——3-=i==g=-1 1
11 Tkt 1 1 I I 1 Iss 1 11
go-gemgmwge-z 1 1 g === ¢t I : 3 HA -
1 I 1 11 1 1 11 Tex] 1 111
P bt e : & t=~2 t I 1 ie*r ==1 § 3 3
1 I 11 I1 I Tes] I 1 1
s z==g 3 2 & 8 ot St B S S | g==g==gf g=—2-=1="1L
11 1 1 11
R S I A
11 11 1
gemge=y e=ie=i-]
270 0=0:1=0
L1ST

18 PRINT TAB(27);"HAZE"

20 PRINT TAB(20);"CREATIVE CONPUTING"

30 PRINT TAB(18);“MORRISTOUN, NEU JERSEY"

40 PRINT:PRINT:PRINT

REM HOUSE IN HAZE - SOLUTION SECTION BY RICHARD SCHAAL FHCC

100
110
120
130
140
150
e

160
17¢

180
190
200
210
220
230
240
230
240
270

280

REW
PRINT

IF LEFTS$(AS$,1)="Y" THEN 150

gentan)==pk#t==3""}
I reea] 1
H 1-=t==1¥¥; 3
11 = 1
g==g-~t==l==j¥3 ¢
Ittereesntewenn] |
(¥ rag==gt==i==f
Iex 1 11
goMg-~z : =z ¢
1s2] 1 1 1 1
1 & $--2 1 & 2
11 1 I 1
ge=g=ag f==p==i—I
f-—ge=g==idBp--2--2
I sees] |
T & I==j=-3¢¥] !}
I 1 Iex 1
gemgm-ie=t=agdk] 3
Ttrzteennssessx] |
(R LT St St bt Tl B
1sx 1 P 1
s t==1 ¥ § 3 1
I I I 111
$ 3§ t==¢ : ¢ 1|
I1 I 1 I
ge=g==2 gwejweie=]y
ST DU - ot S
I sesns] ]
B 3 t--l==2883 3
11 Is# 1
g-=3—je=g==j0d§ 1
Jeveewnerrsssrs] ]
gee——3--3==1==1 &
e 212 1 I X
g g=-g § § 2 ¢
I 1 I 111
Tt &t ==z z 11
11 I I 1
e e et T IEL S S |
1 seex] |
P 1 te=gm—itEp 3
11 [+ 1
g==g-—g--i==199: |}
Ieeeseersnenees] |
Lo SRl Sl Dl L S
Teessnes] 11
$ 1=-2 2 t B8 18
11 1 1111
T ¢ == &t 3 3
I & I 1 1
g==g==] Q--g-=i==]

300 X=INT(RNB(1)#H+1)

340 GOTO 340
350 PRINT “:
J40 MEXT I
370 PRINT ":*

ORIGINAL MAZE PROGRAM FRON "101 BASIC COWPUTER GAMES™
"DO YDU MEED INSTRUCTIONS®;:IRPUT A%

310 FOR I=1 10 H
320 IF 1=X THEN 350
330 PRINT ":--";

380 C=12M(X,1)=C:C=C+11R=X:5=1

6070 200 390 GOTO 470
PRINTzPRINT:PRINT “THIS PROGRAM UILL SIMULATE & MEAR-SIGHTER HOUSE 1 400 If ROOH THEN 450

410 1F SOV THEN 440
PRINT “A MAZE. YDU SELECT THE BIFFICULTY FACTOR - SIZE!" 420 R=1:5=1
PRINT "YOU MAY HAVE A NAZE OF ANY SIZE PERMITTED BY THE SIZE OF YOUR 430 B0TD 440

440 R=1:525+1:60T8 440
PRINT “SYSTEN. DINENSIONS LESS THAN § ARE 700 TRIVIAL.® 430 R=R+1
PRINT “EACH WAZE IS DIFFERENT, AND HAS ONLY ONE WAY THROUGH IT1.* 440 IF U(R,S)=0 TREN 400
PRINT 470 IF R=1 THEN 830
PRINT "UHAT ARE YOUR BIMENSIONS (HORIZOMTAL, VERTICAL)"; 480 IF W(R-1,5)>0 THEN 830
CLEAR 1001 REN ERASE ALL ARRAYS AND VARIABLE VALUES 490 IF S=1 THEM 640
INPUT H,V 500 IF W(R,S=1)C>0 THEN 440
H=INT(ABS(H) )1 UsINT(ABS(V)) 510 IF R=H THEN 550
IF H»=5 AKD V>=5 THENR 270 520 IF W(R+1,5)>0 THEN 530
6070 150 530 X=INT(RND(1)23+1)
DIN WCH, V), VCH,V) S40 OK X GOTO 1200,1240,1280
PRINT:PRINT

102

350
$60
570
580
590
400
&10
620
430
&40
450
440
470
480
4690
700
710
720
730
740
730
260
M
780
710
800
810

1 eepn] I
1} e=i==g9$; 1
11 Irs |
s-=g==|==p-=2%¥] 1|
[savsesternnnns] I
$¥fiacpeei-=t==l 3
Teevessesd] 1 1
FOETLTE L HEE -
I ] +21 1 I 1
s 4 t==2 ! 1 13
11 I 1 1
ge=g=—: fe=ge=]==2
ge-g-=t=e=pREL-~te=
1 LT S §
1 t==s-=itss
1 1 I+ I
ge=g==g=e==i?e] ¢
Ieetanesserssdr] |
g8k e-g==g==3"=7
Tereeenes] 11
§ 1--z#4p @ T ¢
I Iesessl I 1 |
T & == § t ¢
11 I 1 I
pe=p==g--1tki==g==}
I ssnez] 1
$ = i==g==poe;
11 I I
e R St L L L
Tttserdatrnenns] [
L et bt et e
Iverseese] 1 I
£ g--i*e; : 1 &
I Issete]l 1 T I
s eéz--3 @ &t ¢
I Is= 1 1 1
ge=g==t g=-i--2-=t
je=i==i=eihimntany
1 srees]l ]
£ & Ze=]==p0Np I
11 Iex 1
ge=je=jw=gv=—18k2 3
Teveesrezessven] |
R 2 bt Sttt
Tektesess] 1 1
£ p--38%; = : 1@
1 Iseess] ] I 1
T gewg-~p t & @
1 Tesssa] [ I
§o=go=gt9]==]~= 3=~

1F §<>V THEN 3%0
IF Z=1 THEN 620
a=1

6070 400

IF UIR,S5+1)>0 THEN 420

Y=INT(RND(1)43+1)

ON X 60TD 1200,1240,1
A=INT(RNDC(1} #2471}

ON X GOTO 1200,1240
IF R=H THEN 730

370

IF W(R+1,5)>0 THEM 750

IF SOV THEN 700
IF I=1 THEN 730
2=1

60TO 710

IF W(R,S+1)>0 THEW 730

X=INT(RNB{1}+341)

ON X GOTO 1200,1280,1
X=INT(RND(1)2241)

o X 60TO 1200,1280
IF SCOV THEN 790

IF Z=1 THEW 820

0=1

BOTO 8OO

37¢

If W(R,S+1)>0 THEN B2¢

X=INT(RND(1)%241)
ON X 6070 1200,1370



6070 1200

IF S=t THEN 1040

IF U(R,S-1)>0 THEN 1040
IF R=H THEN 980

IF W(R+1,51>0 THEN 960
IF SOV THEN 710

IF Z=1 THEN 740

a=1

B0T0 %20
If W(R,§41)>0 THEN 940
K=INT(RND(1)2341)

930 0N X GOTO 1240,1280,1370

740
970

X=INTCRND(1)9241)
ON X BOTD 1240,1280
IF SV THEN 1000
IF Z=1 THEN 1030

780 0=1

970

1000
1010
1020
1030
1040
1030
1040
1070
1080
1090
1100
110
1120
1130
1140
1150
1160
1170
1180
190
1200
1210
1220
1230
1240
12350
1240
127¢
1280
1290
1300
1310
1320
1330
1340
1350
1360
1370
1380
1390
1400
1410
1420
1430
1440
1450
1460
1470
1480
1450
1500
1510
1520
1330
1540
1330
1560
1570
1580
1370
1600
1610
1620
1630
1440
14650
1660
1470
1480
1490
1700
1710
1720
1230

8010 1010

IF U(R,541)>0 THEN 1030
X=INT(RNDC(1)%241)

oM X 607D 1240,1370
GDTOD 1240

IF R=H THEN 1140

IF M(R+1,5)>0 THEN 1140
IF SOV THEN 1100

IF I=1 THEN 1130

=1

GOTO 1110

IF W(R,S+1)>0 THEN 1130
X=INT(RNB(1)#241)

ON X 6OTO 1280,1370
6070 1280

IF S<>V THEN 1180

IF Z=1 THEN 400

=1

6070 1190

If U(R,S+1)>0 THEN 400
60T 1379
W(R-1,8)=C:C=C+12V(R-1,5)=21R=R~1
IF C=HeV+1 THEM 1510
a=0

GOTD 470
WiR,5=1)=C:C=C+1zV(R,5-1)=1:5=8~1
IF C=HeV+1 THEN 1510
Q=0

8070 479
WER+1,5)=CiC=C+1

IF V(R,5)=0 THEN 1320
V{R,S)=3

8070 1330

VI(R,5)=2

R=R+1

IF C=H+#V+1 THEN 1510
a=0

B60OTO 830

IF D=1 THEN 1470
W(R,5+1)=C

C=C+1

IF V(R,5)=0 THEN 1430
V(R,8)=3

GOTD 1440

V(R,S)=1

§ug+1

IF CsHey+1 THEN 1510
GOTD 470

1=

IF V{R,S5)=0 THEN 1500
V(R,$)=3:0-0:80T0 400
VIR,5)=1:020:R=1:5=1:00T0 440
IF Z=1 THEN 1540
R=INT{RNB(1)#H)}#1:5=V
VIR,5)sV(R,S)41

BOSUB 2320

PRINT “DO YOU VANT THE SOLUTION®;:INPUT A%
IF LEFTS(AS,11>"Y* THEN 2620

PRINT "DD YOU WANT TO SEE EACH STEP";:INPUT AS:PRINT:PRINT

FOR I=1 TO HzIF W(L,1)=1 THEW S=1:60T0 1720
NEXT I

REM NOW WE CAM CLEAR Y ARRAY AS ENTRY POINT 15 FOUND.

REN ELEMENTS IN V ARE EITHER 0,1,2 OR 3

REM 0 1§ CLOSED ON THE RIGHT AND AT THE BOTTOM

REX 1 IS CLOSED ON THE RIGHY
REN 2 IS CLOSED ON THE BOTTOM

REM 3 1§ OPEN DN THE RIGMT AND AT THE BOTTOM

REM DIRECTIONS WILL BE CODED:
REN 1 : UP

REM 2 : DOWR

SEM 4 : RIBAT

REN 8§ : LEFT

REN SCAN ¥ ARRAY FOR POSSIBLE NOVES IN ALL DIRECTIONS

FOR I=1 TO HIFOR J=1 TO ¥
utI,J=o

1740
1750
1760
1770
1780
1790
1800
1810
1820
1830
1840
1850
1860
1870
1880
1870
1900
1910
1920
1930
1940
1950
1940
1970
1960
1990
2000
2010
2020
2030
2040
2050
2060
2070
2080
2090
2100
2110
2120
2130
2140
21350
2140
2170
2180
21%0
2200
2210
2220
2230
2240
2250
2260
2270
2280
2290
2300
2310
2320
2330
2340
2330
2340
2370
2380
2370
2400
2410
2420
2430
2440
2450
2460
2470
2480
2490
2500
2510
2320
2530
2540
2550
2560
2570
2580
2590
2600
2610
2620
2630
2640
Ok

N2

REN TRY UP -
IF J=1 THEN 1780

IF W(I,J-1)=1 BR V(I,J=1)=3 THEN U(I,J}=0(1,J}+
REN TRY DOUN

IF J=V THEN 1810

IF Y(I,J)=1 OR ¥{I,J)=3 THEN U(I,J)=U(1,J)+2

REN TRY RIGHT

IF I=H THEN 1840

IF V(1,092 DR V(I,J)=3 THEN U(T,0)=U(L,J)+4

REM TRY LEFT

IF I=1 THEN 1840

IF V(I-1,J3=2 OR V(I-1,0)=3 THEM W(I, )=u(1,J)+8

NEXT J

NEXT 1

FOR I=1 TO R

IF V(I,V)=1 OR V(I,V)=3 THEN UCI, V=0T, V) 42:E=126070 1920
MEXT 1

REN WAVE T0 GO DOUN FIRST

Y=1:X=9§

ROX,Y)mWX, Y) 44

REN CHECK FOR POSSISLE DIRECTIONS NOW...

IF Y=V AND X=E THEN PRINT:60SUB 2250:PRINT:PRINT:GOTC 2420
§05uUB 2230

REM CHECK POSSTBLE DIRECTIONS

IF (W(X,Y) AND 2) <> O THER 2030

IF (WX, Y) AND 4) <> 0 THEN 2080

IF (BIX,Y) ANP B) <> O THEN 2130

IF (U(X,Y) AND 1) <> O THEN 2180

60TO 1950

IF (VEX,Y+#1)23) AND ((MIX,Y)} AND 13)=0) THEN 2060

IF V(X,Y+1)>3 THEN 19790

Y=Y410VAX, Y)=0(X, Y)+4:80T0 1930
VOX,TI=VOX, Y -4 UK, Y)=(W(X,Y) AND 13 aY=Y+1:M(X, Yo (UCX,Y) AND 14
6070 1950

IF (VOX+1,7023) AND ((W(X,Y) AND 11)=0) THEN 2110

IF U(X+1,Y)>3 THENM 2000

AeX+12V(X, ¥)=V(X,Y)+4:60T0 1950

VX, Y =0CX, Y =40 X, Y)=(RIX,Y) AND 111 eXeX+ 100X, Y)=(U(X,Y) AND 7)
GOTO 1950

IF (U(X-1,Y)>3) AND ((W(X,Y) AND 7)=0) THEN 21460

IF V(X=1,Y)>3 THEN 2010

X=X-1:V (X, Y)=V(K, Y)+4:60TD 1950

VX, YRV, Y- U (X, YI=C(R(X,Y) AND 7 eXsA-1200X, Y )=(H(X,T) AND 11)
GoTo 1930 .

IF (VOX,Y=1)23) AND C(WCX,Y) AND 14)=0) THEN 2210

IF V(X,Y-1}>3 THEM 1980

YeY=12V(X, Y)=V(X, Y)+4:60T0 1930

VX, Y2000, Y h=42U (X, )= (LK, Y} AND 14) 2 Y=Y=1:M0X, TISIUCX,Y) AND 13
6070 1950

IF LEFT$(AS,1)<>"Y" THER RETURM

PRINT

FOR I=t TO H

IF I=§ THEN 2290

PRIRT “:=-%3

GOTO 2300

PRINT "i#e™3

HEXT 1

PRINT ™2*

fOR J=1 TO V

PRINT "I}

FOR I=1 TO H

IF V(I,J0>3 THEN Zs¥tI,J)-4:60T0 2370

I=v(1,J}

IF Z<2 THEN 2420

IF ZOVGIL,0) AND V(I+1,J)>3 THEN PRINT “eus"; 16070 2440
IF ZOUCI,J) THEM PRINT e+ ;:60TD 2440

PRINT = *}

6070 2440

IF ZOV(T,J) THEN PRINT =+£1°;:GOTO 2440

PRINT * 1";

MEXT I

PRINT

FOR I=1 TO H

IF V(I,J)>3 THEM Z=V(I,J)-4360T0 2490

2=¥(1,J)

If =0 THEN 2360

IF Z=2 THEN 2540

IF IOUEI,J) AND J=V THEN PRINT “:#3"3:6070 2570

IF J=V THEM 2540

IF ZOWIT,J) AND Y(I,J+1103 THER PRINT =:28"3G0T0 2570
PRINT *: =}

60TO 2570

PRINT "z-="3

NEXT 1

PRINT ":"

NEXT J

PRINT:PRINT

RETURN

PRINTtPRINT:PRINT "DO YOU WANT ANOTHER HAZE";:INPUT A8
IF LEFT#(A$,1)="Y" THEN PRINT ¢ GOTO 210

PRINTEND



In this game, the computer takes you
through your life from birth to death.
Along the way, you're asked to make
some petty and some other rather
crucial decisions. Some of these
decisions regard what kind of job you
want, how much you bet in Las Vegas,
whether you buy a valuable coin,
whether you elect to take a vacation or
a second job, stock purchases—
buying and selling, automobile ac-
cidents, tornadoes, and the like.

At the end of your life (it goes by ina
flash!) the computer tallies up your
gains and your losses and tells you
where you stand relative to becominga
millionaire. In ten plays of the game,
the most we ever got was $379,000,
somewhat short of being a millionaire,
but probably, all things considered,
more realistic.

Millionaire was conceived and
written by Craig Gunnett, a dreamer to
the very end.

NWILLIONAIRE
CREATIVE COMPUTINE
NORRISTOUM, MEU JERSEY

THIS IS THE OAME OF “NILLIONAIRE‘. ALL YOU ¥UST 30 I3
TYPE IN YOUR MAME AMD ANSUER SOME OUESTIONS. THE
DECISIONS YOU MAKE WILL DETERNINE HOW HUCH HOREY YOU
MAKE. AT THE TIME OF YOUR DEATH, YOUR LIFE WILL BE
RATED BY THE AMOUNT OF MONEY YOU MADE THROUGHOUT

YOUR LIFE. [IF TOU WAVE HADE #1,000,000 , YOU UILL BE
A NILLIOMAIRE AND WIN THE GAME. MANE PLEASET STEVE

0.X., STEVE, THIS I5 YOUR NEV LIFE!

IN & SWALL TOWN, ON OCT 28 , 1980, STEVE IS DORA.

YOUR PARENTS ARE VERY PODR. ON JUN 12 , 1998 , YOU
LEAVE HOME WITH ¢ 410

YOU GOT A NEW JOB AS A FOOTBALL PLAYER. YOU EARN § 118031
YOU ADJUST YOUR EXPENSES 10 § 110907 A YEAR.

SEP 27 , 2001
THE BOCTOR SAYS YOU MEED A VACATION. DO YOU GO? YES

600D, THE VACATION COSTS § 2471
YOU NOW HAVE $-2241

HAR 7 , 2011
THE INTEREST ON YOUR LOAM IS ¢ 1582 , YOU HAVE $-3843
YOU G0 TO LAS VEBAS TO GANBLE. MOV WUCH BO YOU BETT 100

YOU WOM § 138
YOU NOW HAVE 8-3703
YOUR EARNINGS AMD EXPEMSES LEAVE YOU UITH ¢ 47333

AvS & , 2016

NEUS FLASHI1) A TORNADD WAS JUST HIT THE HOME OF STEVE
DANAGES HAVE BEEN ESTIMATED AT § 23999

YOU HOW HAVE 9 43338

YOUR EARNINGS AMD EXPENSES LEAVE YOU WITN ¢ 79154

SEP 22 , 2023

YOUR GRANDFATHER GROVERS JUST DIED. (OH!) HE LEFT
YOU % 60773 , DUT FUNERAL EXPENSES ARE # 12387
YOU HOU HAVE 8 127342

YOUR EARNINGS AMD EXPEMSES LEAVE YOU WITH % 191438

SEP 20 , 2023

YOU JUST MWAD A CAR ACCIDENT! MEDICAL COSTS

ARE 8 1975 . REPAIRS COST & 1384

YOU NOW HAVE 4 187899

YOUR EARMINGS AND EXPENSES LEAVE YOU UITH ¥ 244891

MAY 20 , 2038

YOUR MONE HAS BEEM ROBBED OF GOODS UORTH § 13878
YOU MOU WAVE ¢ 231013

YOUR EARNINGS AND EXPENSES LEAVE YOU VITH § 264433

MAY 1, 2043

OM' YOU JUST GOT CANCER. MEDICAL BILLS ARE 4 4438
YOU 4RE DEAD (COULD/NT TELL, COULD YOUT) AT THE
ABE OF 43 .

YOU HAD % 26199S

NOT BAD, STEVE

THANKS FOR PLAYING “MWILLIOMAIRE-, STEVE!!!|

ok

104

A YEAR
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{ PRINT TAB(23);*MILLIOMAIRE"
2 PRINT TAB(20);"CREATIVE CONPUTING®

40
330
360

LET Y=1994+INT(RNB(1)#10)
PRINT *ON “:HEDS(NS,T#3-2,3);T#2;", “;1;%, YOU*
PRINT “LEAVE HOME WITH $°;

3 PRINT TAB(18);"NORRISTEWM, NEU JERSEY®

4 PRINT2PRINT:PRINT

10 REM NILLIONAIRE BY CRAIG BUNNETT

2¢ PRINT "THIS I8 THE GAME OF “MILLIOWAIRE”.

ALL YOU MUST DO 18"

10 PRINT "TYPE IN YOUR MAME AND ANSUER SOHE QUESTIONS. THE"

40 PRINT
50 PRINT “NAKE.

AT THE TINE OF YOUR DEATH, YOUR LIFE WILL BE®

40 PRINY "RATED BY THE ANOUNT OF MOWEY YOU MADE THROUGHOUT*™

70 PRINT "YOUR LIFE.
g0 PRINT "A HWILLIONAIRE AND WIN THE BAME.

100
110
120
130
140
15¢
1460
170
180
1%0
200
210
220
230
240
250
240
27
280
290
300
e
320
330

NAME PLEASE";
LET 0=-1
DIN AS(20),28C1),H8(36),8(9),0016)
FOR I=1 TO 4
LET S(I)=150
NEXT 1
INPUT AS
PRINT
PRINT "0.K., “;A93*, THIS IS YOUR WEW LIFE!"
LET M$="JANFEDNARAPRNAY JUNJULAUGSEPOCTNOVDEC"
IF RND(1)>.5 80TO 220
PRINT “ON A BIG FARM";
G0TO 230
PRINT “IN A SNALL TOUN*;
LET T=INT(RNB(1)#12)+1
PRINT =, ON *;MIDSCNS,39T-2,3); INT(RMD(1)928)+1;", 1980,%;
PRINT * ";A$;* IS BORN.*
PRINT "YOUR PARENTS ARE VERY *;
1F RND(11>.5 GOTB 310
PRINT "RICH. *;
LET H=INT(RND(1)$5000)+10000
807D 330
PRINT "POOR. *3
LET HINTCCRND(1)+RNB(1))/291000)
LET T=INT(RND(1}*12)41

370 LET Y=Y+INT(RND(1)*3)#1

380 BOSUD 460

390 FOR J=1 TD 13

400 IF (J/3)-INT(J/3)4E=0 THEN GOSUBR 480

“PECISIONS YOU WAKE WILL DETERMINE HOU MUCH MONEY You*

IF YOU HAVE HADE $1,000,000 , YOU WILL BE"

410
420
430
440
450
440
470
480
470
500
510
520
530
540
330
360
570
580
370
600
410
620
630
a1
450
4660
470
480
690

105

LET D=INT(289RWD(1))41
LET M1=CINT(129RNB(1))#1)43
PRINT

PRINT HIDS(H$,M1-2,3);D;",";Y

1F Y-1980<70 6070 500
IF R¥D(1)>.5 6010 500
PRINT *"YOU ARE DEAD (COULD’MT TELL, COULD YOU?) AT THE™
PRINT “ABE OF ";Y-1980;*."
8oT0 2370
IF H>=0 BOTO 544
LET I=INT(.07¢Y9%({-K))
LET H=M-I
PRINT "THE INTEREST ON YOUR LOAN IS $*;I;%. YOU HAVE 9"
LET Q=INT{13=RND(1})+1
IF 2(@)=1 60TD 540
LET @t@)=t
oM 0 80TO 890, 1010, 1100, 1220, 1280, 1430, 1530
ON (R-7) 6OTD 1850, 1930, 2080, 2120, 2240, 2280
PRINT "YOU MOU HAVE $"3N
IF D=-2 BOTO 1530
IF J=1 60T0 &40
LET H=N+(E-C)=Y%
PRINT "YOUR EARNINGS AND EXPENSES LEAVE YOU WITH $"gN
LET Y?=INT(RND(1}36)+5
LET Y=Y+4Y?
MNEXT J
GOTD 470
REN JOB SUB
PRINT “YOU BOT A NEW JOB AS &



on INT(RHD{1)s5)}+1 GOTO 740, 770, BOC, B30
PRINT "TEACHER";

LET E=INT(RNB(1)*4000)+17000

60T 850

PRINT "LAUYER";

LET E=INTCRND(1)#40000)+80000

6070 950

PRINT *CONPUTER PROGRAMNER";

LET E=INT(RMD(1)#5000)+20000

G0TO 850

PRINT “BUS DRIVER";

LET E=INT(RND{1)320001+14000

0070 B50

PRINT "FOOTBALL PLAYER";

LET E=INT(RND(1)#100000)+100000

LET C=E-10000+INTC(RND(1)+RND(1))#5000)
PRINT *. YDU EARN $°;E;" A YEAR."

PRINT “YOU ADJUST YOUR EXPENSES T0 $™3C;* A YEAR."
RETURN

PRINT “YOU B0 TO LAS VEGAS TO GAMBLE.
INPUT §

PRINT

IF S¢=0 G0T0 1000

IF RADC1)>.7 6070 979

LET §25-INT(RND{(1)38)

PRINT "HA! HA! YOU LDST #";-S2
8070 990

LET S2=INT({RND(1)+RND(1))#5)
PRINT “YQU WOM #";82

LET H=N#§2

HOU MUCH DD YOU BET*;

1000 6OTOD 590

1010 PRINT “YOU ARE OFFERED a4 COI¥ SUPPOSEDLY UORTH $100,000."
1020 PRINT "DO YDU BUY IT";

1030 INPUT 2%

1040 PRINT

1050 LET V7=INT(RND{1)%200000)41

10460 IF Z#>"Y" GOTO

1080

1070 LET H=m-100000+V7
1080 PRINT "THE VALUE OF THE COIN IS #"3V7
1090 6070 590

1100 PRINT "YOU ARE SERIOUSLY SICK.

(COULDN-T TELL, COULD YOU?}*

1110 PRINT "YOU HAVE *;

1120 0N (INTCRND(1)#3)+1) 6OTO

1150, 1170

1130 PRINT “THE ASIO-DISPEPSIA REGIONALY HYPNOTIC FLUt(OM!)."
1140 60TO- 1180

1150 PRINT “COWPUTER ITIS."

11460 BOTO 1180

PRINT “INFECTIOUS FATALY REOCCURING CHROMIC BAD BREATH.®
LET U=INTIRND{1)}#1000)+500
LET H=H-U

1200 PRINT "HEALTH EXPEWSES COST YOU 4*;jU
1210 6070 590

1220 LET FeINT(RND(1)#100000)

1230 LET CB=INT(F/2)-INT(RND(1)*{F/2})}

1240 PRINT "YOUR BRANDFATHER GROVERS JUST DIED. (OHI)

HE LEFT®
PRINT "YOU %*3F;", BUT FUNERAL EXPEMSES ARE $";C8

LET H=H-CB+F

6070 5%0

1260 IF E=0 6070 890
1290 PRINT "MEUS FROM YOUR BOSS:"

1300 ON (INT(RND(1)*3)+1) 6OTO

1330
1540
1550
1560
1570
1580
1570
1600
1410
1620

1350, 1390
LET L=INT(RND(1)#3000)+1

LET E=E-L

PRINT *YOU GOT & $";L:™ BECREASE IN PAY.
6070 390

PRINT “YOU’RE FIRED! (HA!)®

LET E=0

LET C=INT{C/4)

goTo S5%0

LET R&=INT(RMD(1)#5000)+1

LET E=E+R6

PRINT *YOU GOT A RAISE OF 8°jRé;".
G6oTo 590

PRINT “THE DOCTOR SAYS YOU NEED A VACATION.
INPUT I%

PRINT

LET V=INT(RMB(1)#2000)+1000

YOU NOU EARNS™IE

YOU ®OW EARN $°;E

DO YOU 6O“;

IF I$="K" GOTO 1500
PRINT *600D,.THE VACATION COSTS $";V
GOTO 1510
PRINT “YOU JUST HAD A NERVOUS BREAKDOUN. HEDICAL COSTS - $%;V
LET H=H-V
6070 590
FOR 1=1 T 4

LET SCI)=INT{CINT(RNB(1)£100)41004295(1))/3)
MEXT 1
PRINT " STOCK NANE PRICE  SHARES OUNED®
PRINT *{ IBM (INCREDIBLY BAD WACHINES) ";S(1);*  “;8(5)
PRINT "2 USS (USELESS & STINKY STEEL) *;§(2);*  ";8(4)
PRINT "3 NCR (NO CASH RETURN) B3N *iSU7)
PRINT “A TWA (TOTAL URECK AIRLINES)  “;S(4);*  *;5(8)

IF S(9)=1 6OTOD 2410
PRINT =DD YOU BUY, SELL {$100 FEE), OR NOT (B,S, OR W)";

1630
1640
1430
1640
1670
1480
1490
1700
1710
1720
1730
1740
1750
1740
1770

1790
1800
1810
1820
1830
1840
1850
1860
1870

1870
1900
1910
1920
1930
1940
1§50
1960
1970
1980
1990
2000
2010
2020
2030
2040
2050
2040
2070
2080
20%¢
2100
2110
212¢0
2130
214
215¢
21560
2170
2180
2190
2200
210
2220
2230
2240
2250
2260
2270
2280
2290
2300
2310
2320
2330
2340
2350
2340
2370
2380
2390
2400
2410
2420
2430
2440
2450
2460
2470
2480
2450
2500
50
2520
2330
2540
2550

LNFUT &%

PRINT

If Z$="5° GOTO 1740

If Zs="N* 60TO 1B10

PRINT "STOCK B AND QUANTITY";

INPUT §3,5(0)

PRINT

LET §(4453)=5(4+83)45(0)

LET D=-2

LET H=N-5(53)e8(0)-100

60T0 1420

PRINT “STOCK W AND QUANTETY";

INPUT 52,85

IF RND(1)<.5 GOTO 1880

IF §5>S5(4452) BOT0 1740

LET §(4482)=5(4482)-85

LET H=H+5(32)55-100

8010 1620

LET S1=§(5)45(4)48(7)45(8)

IF S10 80T 410

LET 0=~1

BOTO 410

PRINT “NEUS FLASHI!| =;

PRINT "A TORNADO HAS JUST HIT THE HOKE DF ";A¢

807D 1890

PRINT “AM AIRPLANE HAS JUST CRASHED INTO THE HOHE OF “jas
LET DE=INT(RND(1)250000)41

LET Ne=H-B8

PRINT "DAMAGES HAVE BEEM ESTIKATED AT #;08

60TO 590

PRINT "DH! YOU JUST BOT “;

If Y-1980<S5 6070 2000

IF RHD(11>.4 6OTO 1980

PRINT "CAMCER";

6070 2010

PRINT “A HEART ATTACK";

60TO 2010

PRINT "LEUKEMIA";

LET W2=IMT(RNB(1)#5000)+1000

LET H=K-N2

PRINT *. HEDICAL BILLS ARE $";M2
IF RND(11<.5 6OTD 470

807D 590

PRINT “YOU JUST HAD A CAR ACCIDENT!
LET M3=INT(RND(1)23000)+1000

LET 07=INTCRNDC12#5000)+100

PRINT “ARE #";M3;". REPAIRS COST $*;07

LET H=H-H3-07

80T0 590

IF E=0 6OTO 1010

LET E2=10000+IHT (RND(1)#5000)

PRINT “YOU ARE OFFERED ANOTHER JOB FOR $=;E2;" 4 YEAR.®
PRINT "UOULD YOU LIKE TO HOONLIGHT";

INPUT 1%

PRINT

IF Zs="N" BOTO 590
ON INTCRND(1)33) 6OTOD
LET E=E+E2

6oTo 590

PRINT "FROM OVERVORK YOU GET *}

BOTO 1980

LET R2=INT(RNDL1)#10000)+5000

LET HsN-R2

PRINT “YOUR HOME HAS BEEM ROBBED OF B00DS WORTH $jR2
BOTD $%0

IF 0=-1 GOTO 1430

IF RHDL1)>.7 BOTO 1430

LET BA=INT(RND{1)34)

PRINT "STOCK WARKET CRASH!!!
PRINT "STOCK 1S WORTH $°3B4;".
PRINT "FOR & TOTAL OF $";S1¢B4
LET N=M+§1¢B4

LET 0=-1

BOTO 590

PRINT “YOU HAD $";H

IF 0=-1 607D 2430

LET §¢9)=1

607D 1530

LET N=M+S(1)95(5)45(2)98(4)45(3)38(7)+8(4)n5(F)
PRINT “WITH STOCK VALUE YOU HAVE #";H

1F H<O GOTO 2480

IF H¢500000 BOTO 2510

1F NC1E+06 GOTO 2530

MEDICAL CO57S®

1350, 2220

EACH OF YOUR®;S1;" SHARES OF
YOU KUST SELL ALL OF THEH"

PRINT AS:" WONI! YOU ARE A MWILLIOMAIRE!!"

8070 2540

PRINT “YOU LOUSY #8Zd”+1!! NOU YOUR POOR FANILY HAS TO PA
PRINT “OFF YOUR DEBTS....envvvvevcces casesmuenn o

6070 2540

PRINT "NOT BAD, *;A#

OTO 2540

PRINT “CLOSE, “;A$;". WAYBE MEXT LIFE."

PRINT "THAMKS FOR PLAYING “HILLIONAIRE", ";As;=1it1®
END



Minotaur

HINOTAUR
CREATIVE CONPUTING, MORRISTOWN, MEU JERSEY

DO YOU WANT TO BE THE WINOTAUR CHANPIONT YES
YOU HUST BEAT & SCORE OF 20.

sresevsestettussnesnsrneetseaty NINDTAUR ststrsssesersnstnssdavieriess
DO YOU NEED INSTRUCTIONST YES

THE DBJECT OF THE GAME 1S TO KILL THE MINDTAUR

srsssressnteditetestseonasrens CAVERN #9vosatsstssestisnusssresiss

In this game, you are in a three level

cavern. Inside the cavern are ten pillars THE CAVERN OF THE NINOTAUR 15 IN THREE
which stretch through all three levels; LEVELS. EACH LEVEL IS A COORDINATE PLANE
they're electrified so that if you touch OUYSIDE OF THE LEVELS THERE IS NOTHING BUT

VACUUN. THE PLANES STRETCH OUT 10 ON EACH AXIS

them you are immediately vaporized. FROW THE ORIGIN.

Furthermore, there are trap doors

which appear randomw and dl’Op you sessesuntbuetstrssseesttssessee HAZARDS ssrestovssvksssssssssrssneany
down one level. The top level is three, o

the second level down is two, the first

or lowest level is one. If a trap door INSIDE THE CAVERN ARE 10 ELECTRIFIED

appears in level one you are dropped PILLARS STRETCHING THROUBH THE THREE

into a bottomless pit and that ends the LEVELS. THEY WILL DESTROY ANYTHING THAT

game. The minotaur itself also poses a sl

hazard. If you wound him with your TRAPDOORS

spear, he will charge you. Also, he

randomly charges for no reason at all. TRAPDOORS WILL APPEAR DUT OF NDWHERE

AND DROP YOU DOUM DME LEVEL. IF YOU MERE

However, he only charges in a straight ON LEVEL ONE, YOU LOSE!!

line. Hint: keep at aslightdiagonal from
the minotaur until you are ready to

throw your spear at him and youhave a CHARGING  NINCTAUR
better chance of avoiding his charges. THE WINOTAUR UILL CHARGE 1F YOU

If you ask for amap, the axes are drawn WOUND WIN UITH YOUR SPEAR. ALSO, HE
in with X's. This does not indicate a AAY CHARGE FOR NO REASON AT ALL'!!!

barrier or fence; you are free to move

across the X and Y coordinate planes. HERE ARE YOUR CONTROL FUNCTIONS

However, you are advised not to move , 1) HOVING EAST
out of any of the four edges as this 2) BOVING UEST
represents yet a different form of i el
bottomless pit and also ends the game. S) HOVING UP & LEVEL
There are many, many additional §) NOVING DOWN A LEVEL
hazards which are not shown in the 7) THROUING YOUR SPEAR
sample run. Try it, and be surprised! 8) GETTING & AP
This program was conceived and
written by Pete Klausler. wrbtpseRssEeeaneennseaseanet HAVE FUN eSsssssssassnrsnss on
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I WILL NOU SET THE BARRIERS.

BARRIER 8 1 s(-7 , § ).
BARRIER W 2 :C 1 ,=3 ),
BARRIER # 3 1( 4 ,~1 ).
BARRIER # 4 :(-7 , 2 ).
BARRIER # 3 =C ¢ , 37).
BARRIER ® 6 (=4 ,—4 ).
BARRIER 0 7 :( 3, 7 )
BARRIER # 8 1{-7 ,-4 ).
BARRIER # ¢ :( 1 =7 ).
BARRIER & 10 :(-1 , 4 ).

UHICH LEVEL DO YOU UART YO START ON? 2
WUHICH POINT? Q,0
HOW FAR BO YOU UANT TO MOVE PER & TURNT 4

TURN 1 . MHINOTAUR IS AT ( 10 , 10 ), DN L. 1.
YOUR CONTROLY & i
YOU ARE AT C @ , © )}, ON LEVEL 1 .

THE MINOTAUR IS CHARGING.
LEVEL 1

( 10
10
10
10
10

-
—— e e e B

oD~ NWLWsUI>NT O

- W P e WY e meeew WY
—
o

(
(
(
(
{
{
(
(
(
(
(
(
¢

(0, 4)

BI722221772772222Z2Z70UNT MINOTAUR JUST FRIED HIMSELF
YOU WIN, YOU LUCKY SCAB

YOU ARE NOU A QUALIFIED CHAMPION!

108

UOULD YOU LIKE TD PLAY AGAINT YES
I VILL NDU SET THE BARRIERS.
BARRIER ® 1 (-3 , 10 ).

BARRIER § 2 (=1, 9 ).
BARRIER # 3 10 1, 4 ),
BARRIER ¥ 4 :( 1, 4 ).
BARRIER & S z( 10 ,-1 ).
BARRIER & & (-2 ,-10 ),
BARRIER # 7 :( 3 , 3 ).
BARRIER 4 8 (=7 , 9 ).
BARRIER W 9 :( 6 , 7 ).
BARRIER ® 10 :¢ § ,-8 ).

UHICH LEVEL DO YOU UANT TO STARF D7 2
WHICH POIRTY 0,0
HOW FAR DD YOU UANT TO HOVE PER A TURN? 5

YURN 1 . MINOTAUR IS AT {-4 , 8 ), ON L, 3.
YOUR CONTROL? §
YOU ARE AT ( 0 , O ), ON LEVEL 3 .,

TURN 2 . MINOTAUR IS AT (-3 , B ), O L. 3.
YOUR CONTROL? 1

YOU ARE AT ( 5 , 0 ), ON LEVEL 3 .
YAARAARAAAAAAAAN TRAPDOOR, YOU FELL DOUN ONE LEVEL

TURN 3 . HKINOTAUR IS AT (-2 , 8 ), ON L. 3.
YOUR CONTROL? 3
YO ARE AT ( 5 , 0 ), ON LEVEL 3.

TURN 4 . MINOTAUR IS AT (-2 , 8 )}, ON L. 2.
YOUR CONTROL? 8
UHAT LEVELT 2

l-lll't..lx IIIII LEE RN

.IIIIIIIHIXI‘IIII!I‘D
...... P PR T
---.----.-:B...-.-.--
itlﬁllII.IxII-IIIQUDI
IS | BT
seassesess XosBavasann
.....---.-x.....---.-
l..lq-----x---lnlltla
X000 XXX NANAXA
eesacasasiNessnnansaB
sssssssmnn annllnnn--
..........I ----- LR
ll‘IiluI-ux--tlnu-.--
---------- Xeaononsnnan
snnc------l-nl--rnl-l
nllln..nq-x-------uan
ssasssmnmn I...-!----.

------llln:.--l.‘l‘l.

LR AI!.:‘I --------

LEVEL: 2

KEY
Y=Y0U
K=HINOTAUR
§=SPEAR
B=BARRIER
0=DRIGIN
X=AX1$S

TURN 5 . MINOTAUR IS AT (-2 , 8 ), ON L. 2.
YOUR CONTROL? &
YOU ARE AT { 5 , 0 ), ON LEVEL 2.

THE MINOTAUR IS CHARGING.

BZ11122172271177Z122Z0UNT MINOTAUR JUST FRIED HIMSELF
YOU WIN, YOU LUCKY SCab

YOU ARE NOW A QUALIFIED CHANPION!

UOULD YOU LIKE TO PLAY AGAINT NO

Ok



L IST

100
120
130
160
170
180
190
195
200
210
220
230
240
230
240
210
280
270
300
Je
320
330
340
350
340
370
380
370
400
A10
420
A0
440
450
460
470
480
470
00
310
J20
530
540
350
560
370

3%0
400

410
420

210

770

PRINT TAB(32)"HINOTAUR"

PRINT TAB(IS)"CREATIVE CORPUTING, MORRISTOUN, NEV JERSEY"
PRINT:PRINT:PRINT

L1=INT{RND(1)#3)+1

I INT(RMD(1D%(=21))411
YI=INT{RHD{ 1 }e(=21))%11

PRINT

DIN B{15),C(15)

G0SUR 1350

REH INSTRUCTIONS

BOSUB 1640

RE¥ BARRIERS

GOSUB 2330

REM PLACE PLAYER

GOSUR 2420

REM START GAKE

REN SPEAR

IF X2=91 AND Y2=82 ANP L2=53 AND T>1 THEN 3490
REN IS HE EATEN?

IF X1=X2 AHD Y2=1 AND L1=L2 THEN 3&70
REW CHARGING

IF RND{T)C.1 THER 2830

REM TURN B

T=T+1

PRIMT*TURN";T;". HINOTAUR IS AT ("}X13%,°3Y13%), ON L. “jL13"."

PRINT "YOUR CONTROL®;

IHPUT 2

ON 1 GDTD 400,430,450,480,500,530,950,3270
X22X24F

IF ABS(X2)>10 THEN 1140

80TD 1180

X2=X2-F

6070 410

Y22 Y24F

IF ABS(Y2)>10 THER 1140

GOTD 420

¥2=12-F

GOTO 440

L25L2#1

IF L2>3 OR L2<1 THEN 1330

GOTO 420

L2=L2-1

GOT0 510

REK SPEAR-THROWING

IF L1<)L2 THEN 1080

IF K1<X2 AND Y1<OY2 THEM 1100
IF X1<5X2 AND ABS(Y1-Y2)>10 THEN 1120
IF ABS(X1-X2}>10 THEN 1120

IF §9=1 THEN 3720

PRINT"IN UHICH DIRECTION WOULD YOU LIKE TO THROW(USE 1,2,3,4)}"

INPUT H1

PRINT"HON FAR®;

INPUT H2

$5=42

86212

FOR H3I=1 T0 H2

ON #1 GOTO 690,720,740,770

§3=55+1

IF ABS(S5)>10 THEN 840

6070 790

§5+55-1

GOTD 700

$6=56-1

IF ABS(S54)>10 THEN B840

6070 790

§6%56-1

BaTo 250

PRINT“SPEAR IS AT (";833",":86")."
REK TEST FOR BARRIERS

FOR A&=1 TO 10

IF S5=B(A) AND S4=C(A) THEN 830
NEXT A

6070 870

PRINT "SMASH SPEAR SPLITERED AGAINST BARRIER #";A;"™"
GOTO 11490

NEXT H3

IF §5C>X1 OR S6<>Y1 THEN 1010
X=INT(RND(1)33)41

0% X 60TO 910,1010,1070

PRINT“YOU KILLED THE MINOTAUR IN";T;"TURNS."
GOTO 1450

PRINT"UOULD YOU LIKE TD PLAY ABAIN"}
INPUT X3

IF X$"YES" THEM 3760

=0

LI=INT{RMD(T)*3 )41
Y1=INT(RUD (1 }&(-21) 1411
TI=INT(RED{1)=(=21) )41

1000 6070 230

1010 PRINT*YDU NISSED. SPEAR IS AT (";85;%,";843"), YOU MUST GET IT."

wiv
1030
10490
1050
1040
1070
1080
170
1100
110
120
1130
1140
1150
1140
1170
1180
190
1200
1210
1220
1230
1240
1250
1240
1270
1280
1290
1300
1310
1320
1330
1340
1350
1340
1370
1380
1390
1391
1419
1440
1450
1460
1470
1480
1620
1630
1440
1450
1660
1620
1672
1473
1475
1480
1481
1482
14683
1720
1730
1740
1740
1770
1780
1800
1820
1825
1826
1827
1830
1832
1833
1835
1834
1837
1840
1850
1860
1870
1980
1890
1910
1920
1930
1940
1943
1747
1948
1950
1955
1960

21239

§2=56

53=L2

§89=1

6070 280

GOSUB 2840

PRINT"YOU ARE MOT OH THE SAME LEVEL. YDU CANNOT THROW."
6070 420

PRINT"YDU ARE NOT ON THE SAME XOR Y LINE. TYOU CANNOT THROW."
GOTO 420

PRINT*YOU ARE NOT WITHIN t0. YOU CANNOT THROW."
GOTO 420

PRINTYOU ARE NOU WEAPONLESS. YOU LOSE, SUCKER!™
6DTD 730

PRINT"YAARARAAAARAAAAAAAAH YOU FELL OFF THE EDGE™
GOTO 1150

PRINT“YDU ARE AT ("3X23","3Y2;"), ON LEVEL =jL23"."
REH TEST FOR BARRIERS

FOR a=1 TO 10

IF X2=B(A) AND Y2=C(A) THEN 1240

NEXT A

GOTD 1240

PRINTYOU HAVE JUST FRIED YOURSELF ON AN ELECTRIFIED BARRIER.'
6010 1150

REN TRAPDOORS

X=INT(RNBCT) 010011

IF X=§ THEN 1300

60710 2510

PRINT"YAAAAAAAARAAAAAH TRAPDDOR, YOU FELL DOUN ONE LEVEL"
L2=L2-1

IF L2>0 THEN 1290

PRINT“YDU FELL OUT OF THE CAVERN. YOU LOSE."

Bata 1150

PRINT*DD YOU WANT TO BE THE MINDTAUR CHANPION™;
INPUT X794

IF X9$C>"YES® THEN 1440

€2=20

PRINT™YOU MUST BEAT A SCORE OF 20."

DIN C38(72)

DIX Ca%(?2)

RETURN

IF ¥9$<CO“YES" THEN 930

C3I=(1/T)e100

IF C3<20 THEN 1630

PRINT"YOU ARE HOU A QUALIFIED CHAMPION!™

6070 930

PRINT"SORRY ,YOU DID NOT BEAT THE CHANPION."
PRINT"DO YOU UANT TO PLAY AGAIN";

6070 %40

REM INSTRUCTIONS

PRINT

FORV?=1 TO 31

PRINT“#“

KEXT V7

PRINT TAB(32)"HIMOTAUR"

FOR vB8=1 TO 31

PRINT TABC(41)“s¥3

NEXT VB

PRINT

PRINT

PRINT"DO YOU HEED INSTRUCTIONS™;

INPUT X8

IF X$<>"YES™ THEN 2320

PRINT

PRINT “THE OBJECT OF THE GAME IS TO KILL THE HINOTAUR®
PRINT

FOR ¥9=1T0 31

PRINT"e";

REXT V¥

PRINTTAB(IZ)"CAVERN™;

FOR Vi0=1 TO 31

PRINT TAB(41)"s";

REXT V10

PRINT

PRINT

PRINT TAB(12)" THE CAVERN OF THE MINDTAUR IS IN THREE"
PRIMT TAB(12)"LEVELS. EACH LEVEL IS A COORDINATE PLANE .*
PRINT TAB(12)"OUTSIDE OF THE LEVELS THERE IS MOTHING BUT *
PRINT TAB(12)"VACUUM. THE PLANES STRETCH OUT 10 ON EACH AXIS
PRINT TAB(12)"FROM THE ORIGIN.*

PRINT

FOR V11=f TO 31

PRINT®*"}

NEXT Vi1

PRINT TAB(32)"HAZARDS";

FOR Vi2=1 TO 31

PRINT TAB(A1}"s";

MEXT V12

PRINT

PRINT

PRINT TAB(32)"DARRIERS"



1965 PRINT 2860 IF X1>X2 THEN 2670

1970 PRINT TAB{12)" [INSIDE THE CAVERM ARE 10 ELECTRIFLED™ 2870 Xi=1

1980 PRINT TABL1Z2)}"FILLARS STRETCHING THROUGH THE THREE" 2880 0070 2910

1990 PRINT TAB(12)"LEVELS. THEY UILL BESTROY ANYTHING THAT® 2890 X3=-1

2000 PRINY TAB{12)*TOUCHES THEN'Y" 2900 6070 291¢

2010 PRINT 2910 IF Y12Y2 THEN 2940

2020 PRINT TABL32)"TRAPDIDRS® 2920 Y3=t

2025 PRINT 2930 60T0 2940

2030 PRINT TAB(12)" TRAPDDURS UILL APPEAR QUT OF NOUHERE" 2940 Yi==1

2040 PRINT TAB(12)}“ARD DROP YOU DOYN ONE LEVEL. IF YOU WERE" 2950 BOTO2940

2050 PRINT TAB(121"0N LEVEL ONE, YOU LOSE!!" 2950 IF L1>L2 THEN 29%0

2060 PRINTzPRINT 2870 L3=1

2070 PRINT TRB(27)"CHARBING RINOTAUR" 2980 §070 3000

2071 PRINT 2990 L3I==1

2080 PRINT TAB(121* THE HIROTAUR WILL CHARGE IF YOU" 3000 [F L1=L2 THEN 3050

2090 PRINT TAB(12)*WOUND HIM UITH TOUR SPEAR. ALSO, HET 3010 Li=L1+L3

2100 PRINT TRB{12)"HAY CHARGE FOR MO REASON AT CIENRR N 3020 PRINT"LEVEL";L1;""

2110 PRIMT 3030 GOTO 3000

2120 PRINT 3040 REM HI THERE

2130 PRINTTAB(21)" HERE ARE YDUR COMTROL FUNCTIDNS® 3050 IF X1=XZ THEN 3100

2140 PRINT TAB(27)"1) HOVIKG EAST™ 3040 X1=X1X3

2150 PRIMNT TAB(271"2) NOVING WEST" 3070 60SUB 314C

2160 PRINT TAB(271*3) HOVIHG HORTH" 3080 PRINTC";X1;", 713"

2170 PRINT TAB{271"4) KOVING SOUTH" 3090 60TD 3039

2180 PRINT TAB{27)%5) HOVING UP 4 LEVEL" 3100 IF Y1=Y2 THEN 3210

2190 PRINT TAB(27)"&6) HMDVING POUN A LEVEL"® J110 Y1=Y14¥3

2200 PRINT TAB(27)%7) THROWING YOUR SPEAR“ 3120 60SUB 3140

2210 PRINT TAB(27)"B) BETTING A NP 3130 GOTO 3080

2220 PRINT 3140 FOR P=1 TD 10

2230 PRINT 3150 IF B(P)=X1 AMD C(P)=Y1 THEM 3180
2240 FOR V13=1 TO 29 3160 HEXT P

2250 PRINT"s"} 3170 RETURN

2240 HEXT V13 3180 PRINT"BZ222221222221111111Z0UNT WINOTAUR JUST FRIED HINSELF™
2270 PRINTTAB(31)"HAVE FUN"; 3190 PRINT*YOU WIN, YOU LUCKY SCAB™
2280 FOR vi14=1 TD 30 3200 80TD 1430

2290 PRINT TAB(A1)"#*} 3210 PRINTVBITE “

2300 NEXT V14 3220 PRINT"CHEW"™

2310 PRINT 3230 PRINT"CHOMP®

2320 RETURN 3240 PRINT"GULPY

2330 REHW BARRIERS 3250 PRINT“YOU LOSE ,SUCKER™

2340 PRINT “I WILL MOU SET THE BARRIERS." 32460 6OTO%30

2150 FOR a=! 10 10 3270 PRIMT®UMAT LEVEL"S

2340 BCA)® INTCRNB(1)#(-21))+11 3280 INPUT L4

2370 CCA)=INT(RND(1}=(-21)}+11 3290 FOR Y4=10 Td =10 STEP -1

2380 PRINT*BARRIER W"jR;=:(“;B{A);",";CLAl;"}." 3300 FOR X4=-10 TO 10

2390 NEXT A 3310 IF X4=X2 AND YA=Y2 AND LA=L2 THEN 3410
2400 PRINT 3320 IF X4=X1 AMD Yd=Y1 AWD LA=L1 THEN 3430
2410 RETURN 3330 IF L4=51 AND Y4=52 AND L4=53 THEN 3450
2420 REM PLACE PLAYER 3340 FOR A=1 TO 10

2430 PRINT*WHICH LEVEL D0 YOU WANHT 70 START ON"§ 1350 IF BLA)Y=X4 AND C{A)=Y4 THEN 3480
2440 INPUT L2 3340 NEXT A

2450 PRINTPUHICH POINT"; 3370 IF X4=0AND Y4=0 THEN 3500

2460 INPUT X2,Y2 3380 IF X4=0 OR Y4=0 THEN 3320

2470 PRINT*HOM FAR DO YOU WANT TO MOVE PER A TURN"; 3390 PRINT.":

2480 INPUT F 3400 60TO 3530

2490 PRINT 3410 PRINT™Y™S

2300 RETURM 3420 6070 3400

2510 REM HOVE MINOTAUR 3430 PRINT"N";

23520 X4=XI 3440 6070 3400

2530 T4=11 3450 IF S9=0 THEN 3340

2540 LA=L1 J460 PRINT"S";

2550 X3=INT(RHD(1)#4)+] 3470 GOTD 3400

2560 ON X3 GOTO 2570,2620,2640,2690,2710,2740 3480 PRINT"B™;

2570 Xi=X1#1 3490 60TD 3400

2580 IF ABS(X1)>10 THEN 2400 3500 PRINT"™O";

2590 60TO 2780 3510 GOTD 3400

2400 X1=X4 3520 PRINT=X";

2410 B0T0 2550 3530 NEXT X4

2620 X1=X1-1 3540 PRINT

2430 6070 2380 3550 MEXT V4

2540 YI=YIH 3540 PRINT

2450 IF ABS(Y1)>10 THEN 2470 3570 PRINT"LEVEL:";LA

2440 80TO 2780 3580 PRINT TAB(I4)"KEY™

2670 Yi=YA 3590 PRINT TAB(31)"YsYOU*

2680 80TD 2550 3600 PRINT TAB(31)"H=NINOTAUR"

2490 IF X1=B(A) AND Y1=C(4) THEN 2550 3410 PRINT TAB(31)"S=SPEAR"

2700 GOTE 24650 3420 PRINT TAB(31)"B=BARRIER"

2710 L1sLI# 3430 PRINT TAB(31)"0=ORIGIN"

2720 IF L1>3 OR L1<1 THEN 2740 3440 PRINT TAB(I1)“X=AXIS"

2730 6070 2780 3450 PRINT

2740 Li=LA Js60 GOTO 2510

2750 BOTO 2550 3470 PRINT"MINOTAUR MOVED TO YOUR SPDT; HE SAID YOU TASTED GREAT!!
2760 L1=L1-1 3480 GOTOD 730

2770 6OT0 2720 34690 PRINT"YDU HAVE YOUR SPEAR"

2780 FOR A=1 TO 10 3700 S9=0

2790 IF X1=B(A)} AMND Y1=C(A) THEN 235 3710 6070 300

2800 MEXT A 3720 PRINT"HOU CAW YO THROU YOUR SPEAR IF YOU DOMT HAVE ONE?"
2810 PRINT 3730 PRINT"SPEAR 1S AT(“;S1;",%;§2;") ON LEVEL ";S3
2820 60TO2B0 J740 GOTD 420

2830 PRINT 3750 STOP

2840 PRINT"YOU UOUNDED THE AINDTAUR™ 3760 END

A
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Motorcycie sump

-

This program, originally titied EVILK
permits you to act out your fantasies of
being a motorcycle daredevill The

game is a simple motorcycle jump over

several busses, which takes into ac-
count both gravity and drag forces. The
ramp angle and motorcycle speed
determine the distance jumped. Note
that the injury penalty is greater for
long jumps than for short ones, and
that there is a chance for a crash even
on a jump of the right length. This
probability, initially set at .20, can be
modified in line 560 to make survival
more or less likely.

This program was written by Charles
Aylworth and originally appeared in
Creative Computing, Jul/Aug 1978.

KOTORCYCLE JUNP
CREATIVE COMPUTINB
HORREISTOUN, WEW JERSEY

WE‘RE AT THE SCENE OF THE 816G MOTORCYCLE JUMP!
HOU WANY BUSSES WILL YBU TRY TD JuUMPY 3

3 DUSSES' THAT’S 73 FEET!

WHAT RANP AMGLE VILL YOU USE? 70

90 DEGREES? THAT’S IMPOSSIBLE. CONE ON MOV,

WHAT RANP AMGLE WILL YOU USEY 22

HOV FAST WILL YOU LEAVE THE RAWPT ©
600D Luck!

A PRACTICE Junp!

OK, THIS TINE HOW FAST WILL YOU LEAVE THE RANPT S4

800D LUCK!
THERE HE BOES!!'1!
» +«HE JUHPED TOG FAR!
HE NISSED THE RANP,
I THINK HE’S HURT..auss
MELL, KILLER, THE DOCTOR SAYS YOU BROKE YOUR:
L.LE6
R1BS
BIKE
HECK
WANT TO JUNP ABAINT YES

HOU BANY BUSSES UILL YOU TRY TO JuwPt S

S BUSSES! THAT'S 73 FEET)

WHAT RAWP ANGLE WILL YOU WSEY 22

HOM FAST VILL YOU LEAVE THE RANPT 44
600D LUCK!

THERE HE BOES!t1!

seeesessnssesiE’S SHORT OF THE RAWP .....

I THINK HE“S HURT.vwaes

VELL, KILLER, THE DOCTOR SAYS YOU BROKE YOUR:

R.ARH

PRIDE

L.ARM

BACK

BTY

UANT TD JUNP AGAINT YES

HOU NANY BUSSES WILL YOU TRY TO JUWP? §

5 DBUSSES! THAT’S 75 FEET!

WHAT RANP ANGLE MILL YOU WSET® 22

HOM FAST WILL YOU LEAVE THE RANPT 47
600D LUCK!

THERE HE BOES'! 1!

srapesssaeasesHE HADE IT ! GREAT JUNP, KILLER!

WANT TO JURP AGALNT NO

YOU MADE IT 1 OQUY OF 3 ATTENPIS.
BE CAREFUL, WOW.

oK

10 PRINT TAB(21);“MOTORCYCLE JUNP*

20 PRINT TAB(20);"CREATIVE CONPUTING"

30 PRINT TAR(18);"NORRISTOUN, NEV JERSEY"
40 PRINT<PRINT2PRINT

50 DIR I2(14),I8(84)

90 I#=“R.ARN L.ARR R.LE6 L.LEG BACK NECX SKULL RIBS KNEE BUTT

100
110
130
140
150
140
1720
180
170
200
210
220
230
240
2%0
240
270
200
290
300
e
320
REL)
340
350
340
3180
370
400
410
420
430
440
450
440
480
4%0
310
S20
330
540
330
540
370
380
S%0
&00
420
430
640
450
440
470
480
4%0
700
710
720
7230
760
770
780
790
860
810
820
830
840
840
880
ere
900
?10
920

1

19s18+"FACE PELVISPRIDE BINE *

T=.1

T2=0

13=0

PRINT "UERE AT THE SCENE OF THME BIG MOTORCYCLE JUNPI*®
INPUT “NON MANY BUSSES WILL YOU TRY TO JUMP™:IN
Jule1S

PRINT M;* BUSSES! THAT-S *;J;" FEETI"
INPUT “UHAT RAHP ANGLE WILL YOU USE™";A2
IF A2<70 AND A2>0 THEW 230

PRINT A2;" DEBREEST THAT’S IMPOSSIBLE. CONE ON NOW, ™
0070 190

AeA29, 01745

INPUT “HOU FAST WILL YOU LEAVE THE RAmP";S
PRINT * 600D LuCKi®

IF 8>0 THEN 300

PRINT “A PRACTICE Jump'™

PRINT “DK, THIS TIKE *;

BOTO 240

H=é

D=0

G=4

R2=0

§2=0

§=2991.5

PRINT “THERE HE GOESIIII™

§=5-52

F=8¢T

D2=F+CDS(A)

R=FsSINCA)

R2=R2+(32+T)

R3=2R2sT

HsH+R-R3

p=D+02

PRINT "“ev;

$2=(5/120)93297

1IF D>=J THEN G=6-R

IF 6<(=0 THEN d=0

IF H>B THEN 380

IF D<) THEM 400

IF 9>J+20 THEN 640

L=((D=-J)/30)+RND(1)

IF L>.8 THEN 450

PRINT “HE MADE 1T | GREAT JUWP, KILLER!*
T2aT2+1

9010 %20

PRINT "HE‘S SHORT OF THE RAWP ....."

L2Z=INT(CLCI-D)/3)e2) »(RND(] )#5)+.5)
6018 470

PRINT “HE JUNPED TOO FAR!'®

PRINT "HE WISSED THE RANP."
L2=INT(C(D#20-40/720)+(RNB(1)23) )
PRINT "I THINK HE“S HURT......"
FOR K=1 TD 14

IZ2(K) =K

NEXT X

K2=t4

IF L2>14 THEN L2=14

IF L2<{=0 THEN L2=%

FOR K=1 TD L2

V=INT(RND(1)*1000)

Ve (U=-(INT(V/K2)8K2) ) #1

H2=12(V}

12(V)=12(K2)

12(K2)=H2

K2=K2-1

NEXT R

PRINT “WELL, KILLER, THE DOCTOR SAYS YOU BROKE YOUR:™
FOR K=(15-L2) TO 14
P={4«12(K) -3

ASENIDS (18,P,6)

PRINT A%

MEXT K 930 INPUT “UANT TO JUAP ABAIN®;A%

T3=T3+1 940 IF LEFTS(A$,1)="Y" THEN PRINT:PRINT:GOTO 1&0

9350 PRINT “YOU MADE IT *;T72;™ QUT OF “;73;" ATTEMPTS.'

960 PRINT “BE CAREFUL, NOW."
970 END



“Gramma Nomad” is a person who
doesn't really know where she wants to
live, so she moves to a new house every
game. Then she sends you a telegram
asking you tovisit her. The object of the
game is to successfully navigate your
way through the streets of Garbonzo
City to Gramma's house. See the game
for more details. A map of Garbonzo
City is provided for your reference.

Nomad was written by Steve Trapp
and first appeared in Creative Com-
puting, Sep/Oct 1977.
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SUN
NORAD
CREATIVE COMFUTING
HORRISTOUN, NEU JERSEY
RULES? YES

GRAHNA NONAR IS A NICE OLD LADY UHO MAS ¥OT OUITE

MADE UP HER MIND UNHERE SHE YANTS 10 LIVE,

SHE HAS MARROUED IT DOUN 10 SOMEWHERE IN JARPONID CITY
AND ON A STREET CORNMER.

AT THE BEGINNING, THE NAILMAN SIVES YOU & TELESSAN WYRITTEN
BY GRAMMA TELLING YOU UHERE SHE LIVES.
{1 YILL READ IT 0 YOU).

YOU SET INTO YOUR CAR IT LRAC NILYNARF §A#GREB LODGE,
FRON THEEEEERE YOU GO TO GRAMMAS HOUSE.

YOU TRY TOQ GET THERE WITHOUT:
CRASHUPS

TICKETS

FLAT TIRES

RUNNING OUT OF BAS

DEAD ENDS

THERE [S AN 8-MAN POLICE FORCE ENFORCING THE LAUS
OF GARPINZO CITY,

THERE ARE 2-DRUMKS ON THE STREETS O0F SARBONID
ciry.

IF A POLICEMAN CATCHES A DRUNM, ®E MAS TO
TESTIFY IM COURT
(UHICH TAKES THE REST OF THE GARE)

IF A DRUNK DRIVER HITS YU, YOU L7SE.

AT EACN JUNCTION, I YILL TELL YDU:
THE DIRECTION YOU ARE GOING

THE ROAD YOU ARE ON

THE ROAD CROSSING

1 WILL ASK YOU:
THE UAT YOU UANT TO TURN (IE LEFT)
SPEED (IN APH)

AN DVERPASS IS NOT A JUNCTION, SC (T IS
MERELY SKIPPED OVER. 1T 1S !MNANNOUNCE®.

STHAT IS ALLe
UNAT IS YOUR NANE” STEVE
*G00D LUCK+

DEAR STEVE,
HOU ARE YOUT [ LIYE AT THE CORMER
OF ROAD B 15 S 2 9 11}
COME ON DVER.

LDVE,

GRANNA
((TELEGRANMA CORP. TELEGRAM C0.))



GOING SOUTH ON ROAD
JUNCTION: ROAD # 1
FORUARD, LEFT, RIGHT D
SPEER? 40

SHOOSH. . .BU!S FLATTENED YOUR CAR.

fe ==

1
f2
R U~TURN? F

AGAIN? YES
WHAT 15 YOUR NANE® STEVE

£5000 LUCK®

DEAR STEVE,
HOU ARE YOUT? | LIVE AT THE CORMER
OF ROAR H 1 & 8 8 !
CCME ON DVER.
LUIVE,
GRANNA

((TELEBRAMKA CORP. TELEGRAN C0.))

GOING SOUTH ON ROAD & 1

JUNCTION: RDAD W 1 3 # 2
FORUARD, LEFT, RIGHT OR U-TURK? F
SPEED? 30

GOING SOUTH ON ROAD ® 1

JUNCTIDN: ROAD 8 1 % % 4
FORUARD, LEFT, RIGHT OR U-TURNT F
SPEEDT 3¢

FOF...BULLDO6 ATE YOUR TIRE!

AGRLIRT TES

UHAT IS YOUR HAME? STEVE

#G00D LUCK+

DEAR STEVE,
HOU ARE YOUT I LIVE AT THE CORNER
OF ROAD # 11 & % 4 ')
COME DN OVER.
LOVE,
GRANMA

({TELEGRARNA CORP. TELEGRAM CO.))

GOING SOUTH ON ROAD H
JUNCTION: RDAD 8 1 3

FORWARD, LEFT, RIBHT DR U-TURK? R

SPEED? 30

BOIMG WEST ON ROADR ¥ 2
JUNCTION: ROAD B 2 X

FORWARD, LEFT, RIBHT OR U-TURN? L

SPEEDY 56
*SPEEDINGS
HOT CAUGHT

GOING SOUTH ON ROAD ®
JUHCTION: ROAD # 19 2
FORUARD, LEFT, RIGHT D
SPEED? 45

GOING SOUTH DM ROAD #
JUNCTION: ROAD # 18 &
FORWARD, LEFT, RIGHT O
»SPEED* I DARE YDU
SPEEDT 100

*SPEEDING*

NOT CAUGHT

GDING EAST ON ROAD # 4
YOU MABE 1T TO GRANNAS

AGALNT NO

+5EE YOU=
Ok

list 1500
10 PRINT TABC24);"NOMAD" 1510
20 PRINT TAB(20);"CREATIVE COMPUTING*® 1520
30 PRINT TABU1B};"NORRISTOUN, NEW JERSEY" 1530
1140 DIN E$(30),D{2,2),R(30,30),E030,30),P¢8,2),C(301 1540
1170 BIA V(3D . 13%¢
1180 PIR N$(30) 1540
1190 REM G0SUB RULES 1570
1200 GOSUR 3340 1580
1210 REM RANDON NUMBERS 1590
1220 DEF FHACR)=INT{RND(1)£X)41 1609
1230 RER 8 OF RDADS 1410
1240 READ ¥ 1620
1250 FOR B=1 TO N 1430
1240 REM & OF INTERSEC 1440

1270 READ B

1280 CIR)=ABStD)

1290 IF Q<0 THEN 1320
1300 U(R)=1

1310 60710 1330

1320 U(R}a=1

1330 REN DIREC, ROAD
134¢ FOR J=1 10 C{R)
1350 READ E(R,J),R(R,J}
1360 MEXT J

1370 REXT R

1380 RER MANET

1190 PRINT "WHAT IS YOUR MAME"}
1400 INPUT N$

1410 REM OPENING STATEMENT
1420 PRINT

1430 PRIMT *+GODD LUCK+"
1440 SEX GRARMAS HOUSE
1450 HI=FHAIR)

1460 H2=FHALCIHI))

1470 REM DRUNH DRIVERS
1490 REW POLICE

1
N2z

§ 18

18
H3
R U-TURNY? F

18
%4
R U-TURN? L

*SPEED+ I DARE YOU

HOWSE! 1110t 1Y

FOR &=1 TD B
P{A,1}=FNACN)
P{A,2)=FAACC(P(A,11))

HEXT &

REN LRAC WILKNARF NAMGREB LODGE
Re

J=0

I=1

REK 08SUB CHECK

505U 2520

RER GUSUB TELEGRAN

GOSUE 2570

REN ADD INCREMENT

JEJHL

REM NEED REPAIR?

IF FHAC10)=T THEX 2940

REM DEAD END?

IF JYCIR) OR J=0 THEN 3060
REK DIRECTION

IF I==1 THEN 1720

DeE(R,J)

8070 1730

D=9-E(R, )

REH ROAD CROSSING

CaR(R,J}

REM SKIP LINE

PRINT

REM BOSUB +DIREC, RDAD ON* PRINT
GOSUB 2680

REM AT GRAMRAS?

IF H1=R AND R{R,J}=R{H1,H2) THEN 2880
IF HI=R(R,J) AND R=RIHI,H2) THEN 2880

REM JUNCTIDN
PRINT “JUNCTION: ROAD H“;R:;" 3 #";C
REM ASK UHAT MAY TO TURN

PRINT “FORUARD, LEFT, RIGHT OR U-TURN";

INPUT 1

113

IF LEFTSCIS$,1)="F" THEN 2080
IF LEFTS(IS,1)="R" THEN 1970
IF LEFTS(IS8,1)="L" THEN 1990
IF LEFTS(IS,1)="U" THEN 1930
REN GOOFED

PRINT “++YOU GOOFED++"

6070 1830

I=1%]

5070 2080

I=sU(R)+X

BOTO 2000

[=-1#l{R}*]

FOR A=1 TO CtO)

IF R(C,A!=R THEM 2040

NEXT A

6010 4210

R=C

J=i

REN DARE?

IF FNA(4)=1 THEN 2360

RE¥ SPEED

PRINT .“SPEED";

INPUT S

REM DANGERQUSITY CRASH CHECHS
IF 82100 THEN 3199

IF S<30 THEN 3220

REM ILLEGALY

IF 5>535 THEN 3090

REM DRUNK DRIVERS DRIVE.

fOR &=1 10 2

IF DA, 1)=0 THEN 2210
Pih,1)=FHACK)

DCA, 2)=FRACC(D(A, 1))

MEXT A

REM HIT §Y DRUNK DRIVER?



FOR A=t TO 2

IF D(A,1)=0 THEN 2270

IF DiA,1)=R AND Hlﬂ.J!=R(llﬁ,1P,D[ﬂ.2!l THEN 2710
IF DiA,1)=R(R,J} ARD RiDLA,1), D4R, 20 2R FHER 2710
NEXT &

REN 1S DRIVER CAUGHTT

FOR A=1 TO 2

IF DA, 1120 THEN 2340

FOR B=1 T0 8 -

IF DC(A,1)=P(B,1) AND piA,2)=PiB,2) THEN 2400
NEXT B

HEXT &

GOTO 1820

REM SPEED DARE PRINT

g FHaL3) 6070 2380,2400,2420

PRINT “1 DARE YOU YO SPEED #+ (DAREDEVILI®

GOTO 243¢

PRINT "SPEEDING® 1S FUN (S0 DD ITXN!"

60TD 2430

PRINT “#SPEEBs [ PARE YOU  +SPEEDs | DarRE YOU*®
GOTQ 2080

REH BRUNK CAUGHT

PRINT *A DRUNY BRIVER HAS BEEN CAUGHT. THE POLICENAR WHO®
PRINT “ARRESTE® HIN UILL BE TESTIFYING AT COURT FOR™

PRINT "THE REST OF THE GARE.®
PRINT
DULA,1}=02D¢A,21=0:P(8,1}=0:P1B,2)=0
GOTO 1420
REX CHECH
FOR A=t 70 8
IF H1=P{A,1) AND R{H1 H2)=R(P(A,1},P(A,2)) THEN 1440
IF HIsR(P(A,1),P{A,2)} AND R(H1,H2)=P(A,1) THEN 1440
NEXT A
RE TURM
REM TELEGRAM PRINT-UP
PRINT
PRINT “DEAR “;us;","

CPRINT "HOW ARE YOU? 1 LIVE AT THE CORNER®
PRINT “DF ROAD R“JHI3Y & N™jROHIH2);wiren
PRIHT "COME ON OVER."

PRIKT * LOVE,*

PRINT * GRAKNA®
PRINT “{(TELEGRANNA CORP. TELEGRAM CO.}1"
PRINT
RETURN
REM #BIREC, ROAD OM# PRINT-LP

SRINT “GOINE "3

eN D 6OT0 2?!0,2?]0.2?50,2?70.2??0.2810,2830,1850
PRINT "MORTH®:

G070 2860

PRINT “WEST";

GOTG 2840

PRINT “MORTHEASI";

80T0 2840

PRINT “SOUTHERSI®:

6010 2840

PRINT “NORTHUEST";

6070 286¢

PRINT "SOUTHUWEST"]

G60T0 2840

PRINT “EAST"}

6OTO 284C

PRINT “SOUTH"S

FRINT " OR ROAD #“iR

RETURN

RENM AT GRAMNAS *PRINT*

PRINT ™YOU ¥ADE IT TO GRANMA§ HOUSEf!!frey +Iv
GOTO 3240

REM DRUNK HIT YOUR CAR ®PRINT=*

PRIRT "XERSPLATT--DRUNK DRIVER HIT YOUR CAR.”
607D 3240

REN CAR MEEDS FIXING *PRINT-UF+

ON FHALS} GOTO 2940,2780,3000,3020,3040
PRINT "POP...FLAT TIRE"

GOTO 305¢

PRINT “FLIP...YDUR CAR DID A SUMERSALT"
G600 3050

PRINT “+QUT OF GASs"

GOTO 3050

PRIHT "SHOOSH...8US FLATTENED YOUR CAR."
6070 3050

PRINT “POP...BULLDOG ATE YOUR TIRE!"
6070 3240

REM DEAD END PRINT

PRINT "+DEAD ENDe"™

60TO 3240

REN SPEEDING

PRINT "+SPEEDINGE"

REM CAUGHT BY PULICE?

FOR x=1 10 8

IF P{X,11=R AND P(X,1)s) THER 3170

NEXT X
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4190
3140
37e
re0
3190
3200
June
3220
3230
Jz4o
32350
3260
3270
3270
Jiee
3310
3320
3330
3340
3330
3360
jieo
3390
3400
3no
3420
3430
3440
3450
RLFL
3470
3480
3490
3509
isg
3520
3530
3540
3350
3560
3570
3380
35%¢0
3400
3610
3620
3830
64T
J430
s40
Ja70
3480
3690
3700
3810
3820
Jaie
3840
3850
38a0
3870
3880
J8%¢
3900
jfie
Jr20
3930
394¢
3950
3580
3170
380
3999
4000
40140
4020
4030
Ad40
4030
4060
4070
4080
4070
4100
4119
4120
4130
4140
4150
4140
4210

TRIRD AU LRUQRS

GOTO0 2140

PRINT "CAUGHT SPEEDING BY THE POLUILENI"
50710 3240

REX 100 FAST #CRASH¥

PRINT "KERSAQUSHI IEEEE. . (MEN] 0D FAST trie”
6010 3240

REM TOO SLOu sCHASHe
FRINT *=2C(KRUNCH)O®-
REK AGAIH?

PRINT

PRINT “AGALN";

INPUT I%

1¥ LEFTS4I4,11="Y" THEN 138¢
REM CLOSING STATEHENE

PRINT

PRINT “+SEE TOU®"

6070 4210

REM RULES?

PRINT "RULES";

I4PLT IS

IF LEFTS(I$,1)2"N" THEN 3?30
PRINT
PRINT
FRENT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRIRE
PRINY
PRINT
PRINT
PRINY
PRINT
PRINT
FRINT
PRIXT
PRINT
PRINT
PRINT
PRINT
PRINT
PRIAT
PRINT
oRENS
PRINT
PRINT
PRINT
PRINT
PRIAT
PRINT
PRIRT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRIRT
PRINT
PRINT
PRINT
PRINT
RETURN
REM DATA LINES

bATA 1B

BATA -B,B,2,l,4,8,5,l,11,8,7,3,8.8.9,3,10
BATA 3,7,17,7,18,7,1

DATA 2,7,17,7,18

DATA 3,7,18,7,11,7,1

DATk 7,8,8,8,9,8,10,7,18,7,11,7,1,1,4
DATR =2,7,18,7,5

DATA 2,7,1,7,1t

paTh 8,7,16,7,15,7,3,7,14,7,13,7,
By7,14,7,15,7,5,7,14,7,13,7,
E,?,l&,?.15,?,5.?,14,?,!3.?,
-7,4,4,4,5,4,1,4,7,8,8,8,9,8
-3,8,8,8,%9,8,10
-3,8,8,8,9,8,10

100 SLOM...CAR BEHIND RaM INTO YOU'"

"GRAANA NOMAD IS 4 NICE OLD LADY LHO HAS MOT OUITE"
"HADS U® HER MIND. UHERE SHE WANTS TO LIVE."

“SHE HAS NARROMED IT ODUN TO SOKEUHERS IN GARBONZO civy=
"AND 0% A& STREET CORMER."

"AT THE BEGINNIND, THE HAILWAN GIVES YO0U A TELEGRAK WRITTES
"BY GRAMMA TELLING YUU URERE SHE LIVES."
“(I WILL RERD IT 10 YOUI."

*Y0u SET INTC YOUR CAR IT LRAC NILKNARE NARGREE LODGE.®
"FRON THEEEEERE YOU GO [0 GRANNAS HOUWSE.®

“YOU YRY T@ GEY THERE WITHOUT:"
*CRASHUPS®

*TICKETS"

“FLAY TIRES"

"RUNMING OQUT DF 6aS°

“DEAD EMDS”

*tHERE IS 4N B-4AN FOLICE FORCE ENFORCING THE LAUS"
"0f GARBONID CLTY.®

“THERE ARE 2-DRUNKS ON THE HIREETS OF GARBONIC®
"gITY.”

~IF R POLICERAN CATCHES A DRUNK, HE HAS TO!
“TESTIFY 1u COURT"
“(yHICH TAKES THE REST OF THE GARE}*®

“IF A DRUNK BRIVER HiTS YOU, YOU LOSE."

“al EACH JuMCTION, I UILL TELL YOU:®
“THE DISECTION YOU ARE GOING™

“THE ROAD YOU ARE ON™

"THE ROAD CROSSING"

“I WILL ASK YDUs"
“THE WAY YOLU WAMT TO TURN (IE LEFT)"
"SPEED LIN HPH}"

*AN OVERPASS IS NOT A JUNCTION, SC [T IS"
“WERELY SKIPPED DVER. [T 1§ UNANNOUNCED."

"eTHAT 1S ALL*"

Pr 0 b Y
1,7,12,7,11
1,7,12,7,11
» 0

.
»
»
1
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The game, Not One, sometimes
known as Pig, is played with two
players and a pair of dice. Thereareten
rounds in the game; one round con-
sisting of one turn for each player.
Players add the score that they attain
on each round and the player with the
highest score after ten rounds is the
winner,

On each turn, the player may roll the
two dice from one to as many times as
he wishes. If the total of the dice on any
roll after the first equals the total shown
on the first roll, his score is then zero
for that entire turn and the dice pass to
the other player. On the other hand, if
the total on his dice is anything

different from the total on the firstturn,
he continues to roll and adds the totals
of the dice to his score. After each
successful roll, the player can decide
whether to roll again or stop and score
the number of points already obtained.

You'll find that the computer plays a
surprisingly good game of NotOne. To
beat it, you'll need some knowledge of
probabilities and a little bit of luck on
your side.

Not One was written in response to a
challenge that appeared in the charter
issue of Creative Computing. The
game was written by Robert Puopolo
and first appeared in Creative Com-
puting, Mar/Apr 1975.

NOTONE

CREATIVE COMPUTING
NORRISTOUN NEU JERSEY

ROUND 1t
7

ROLL AGAIN T YES
7

YOU BET A ZERD FOf THIS ROUND

CONPUTERS MOVE

CONPUTER”S ROLL 1 = 7
COAPUTER"S ROLL 2 & §
J0ULD YOU LIKE THE INSTRUCTIONST YES COMPUTER”S ROLL 3 ¢t 11
COMPYTER’S ROLL 4 ¢ 12
THE GAME DF NOTONE IS PLAYED WITH COMPUTER’S ROLL S = B
TW0 PLAYERS AMD A FAIFR OF 2IIE. THERE ARE COMPUTER’S ROLL 6 = 3
TEM ROUNDS IN THE GAKE ONZ ROUND CONSISTING
1€ OwE TuBM FOR EACH PLAYER, PLAYERS CONPUTER: & You:
{ YOURSELF AND THE COMPUTER! ADD THE SCORE
TMEY ATTAIN 0O EACH ROUNRD, AND THE FLAYER ROUND 2
WITH THE HIGHEST SCORS AFTER TEN ROUNDS 15 THE WINNER 12
ROLL ABGAIK 1 YES
DE EACH TURN THE PLAYER MAY ROLL TRE {ud 4
:JCE FROR 1 TO » TImES, IF TY IS THE TUTAL OF DICE OW ROLL ABAIN ? YES
THE ITH ROLL. 1%C& THL PLAYERE SCORS FOR THE TUsn IS []
TU1)+TC2)+T (b iuunnutTUINt, HONEVER, - ROLL AGAIN T YES
AND HERE"S THE CATCH, IF ANY T2} 15 EQUAL T0 TC1) THEN ?
THE TURN IS5 OVER AND HIS SCORE FOR THAT RDULE IS -£RO ROLL AGAIN Y YES
AFTER EACH ROL. THAY DOESH’'T ERUAL T(%)}, THE PLAYER CaAn 10

DECIBE UHMETHER 10 ROLL ASAIN Ok S7u® "L
SCORE THE RUMBER CF PODIMTS ALREADY OBTAIMED.

ROLL ABAIN Y TES
b

‘
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e

ROLL ABAIN
R:LL ABAIN
R;LL AGAIN
R;:L ABAIN
Ra:L AGAIN
R;LL ABAIN

COMWPUTER”S
CORPUTER”S
COMPUTER-S
COKPUTER”S
CONPUTER”S
COMPUTER"S

You: 8%

ROUND 3
8

ROLL AGAIM
4

ROLL AGAIN
5

ROLL ABAIN

[
ROLL AGAIN

CORPUTER"S
CONPUTER”S
COMPUTER”S
CORPUTER’S
CORFUTER-S
CORPUTER-S

CORPUTER:

ROUMD 4
n

ROLL AGRIN
k4

ROLL AGRIM
12

ROLL AGAIN
3

ROLL
[

ROLL
?

AGAIN
AGALN

ROLL
&

ROLL
e

ROLL

ABAIK
AGAIK

AGAIN

CONPUTER"S
CONPUTER’S
CONPUTER’S
CORPUTER"S
CONPUTER”S
CORPUTER"S
CONFUTER’S
CONPUTER”S
CORPUTER”S

CONFUTER:

RDU&s 5
1t

YES

YES

YES

COMPUTERS HOVE

ROLL
ROLL
ROLL
ROLL
ROLL
ROLL

?

?

?

COMPUTER:

YES

YS_ES

YES

L

o A B 2 By -
" s

e B I -

COMPUTERS MOVE

ROLL
ROLL
RoLL
kOLL
ROLL
ROLL

*

?

?

?

?

YES
TES
YES

NO

B N o Ll ra -

" s wE omv we
o s O G ) €O

CORPUTERS MOVE

ROLL
koLL
ROLL
ROLL
ROLL
ROLL
ROLL
ROLL
ROLL

18¢

RC.L AGAIN 7 YES

7

ROLL AGAIN T YES

$

o e U e By

O s O B “d D — -a L

~

-



AOLL AGALN 7 YES

ROLL AGAIN 7 YES

AO0LL AbAIN ¥ TES

3 & 6
ROLL AGAIN 7 YES YOU GET A 2ERO FOR THIS ROUND RgLL RGAIN 7 tES
?
ROLL AGAIN 7 YES CONPUTERS MOVE ROLL AGAIN T NO
1
Y0y SET A ZERQ FOR THIS ROUND COMPUTER’S ROLL 1 : & COMPUTERS HOVE
CONPUTER"S ROLL 2 : 3
CONPUTERS MOVE CONPUTER‘S ROLL 3 ¢ 8 COMPUTER’S ROLL 1 ¢ B
COMPUTER’S KOLL 4 = 11 CONPUTER”S ROLL 2 = 8
CONFUTER’S ROLL 1 : 8 COMPUTER’S ROLL 5 t 7 TME CONPUTER GETS A ZERO FOR THE TURNI
COMPUTER’S ROLL 2 = & COAPUTER‘S ROLL & : 2
COKPUTER’S ROLL 3 = 2 CONPUTER: 374 YOU: 324
COMPUTER”S ROLL 4 = 9 COMPUTER: 326 Yous 229
COMPUTER’S ROLL 5 3 12 ROUMD 10
CONPUTER’S ROLL & = & ROUNE B 7
8 ROLL ABAIN T YES
COMPUTER: 232 You: 172 ROLL AGAIN T YES 10
] ROLL AGAIN 7 YES
RDUND & YOU GET A ZERD FOR THIS ROUND 5
4 ROLL AGAIN T YES
ROLL AGRIN ? YES COMPUTERS HOVE 7
5 YOU GET A 2ERO FOR THIS ROUND
ROLL ABAIN 7 YES COMPUTER"S ROLL 1 ¢ 7
B COMPUTER”S ROLL 2 & 11 CONPUTERS MDVE
ROLL AGAIN 7 YES COMPUTER’S ROLL 3 = 10 .
9 CONPUTER’S ROLL 4 2 10 COMPUTER’S ROLL 1 : &
ROLL AGAIN 7 YES CONPUTER’S ROLL 5 3 & COMPUTER’S ROLL 2 ¢ 1!
7 COMPUTER”S ROLL & : & CONPUTER“S ROLL 3 : 11
ROLL AGAIN ? YES COMPUTER‘S ROLL 4 ¢ 8
10 COMPUTER: 374 You: 22% CONPUTER’S ROLL 5 = 3
ROLL AGAIN T YES CONPUTER’S ROLL & : &
7 ROUND 9 THE COMPUTER SETS A ZERD FOR THE TURN!
ROLL AGAIN T YES 3
7 ROLL AGAIN 7 YES FINAL SCOR:
ROLL AGAIN 7 NO 8

ROLL AGAIN 7 YES COMPUTER: 378 You: 324
COMPLTERS ROVE 7

ROLL RGAIN 7 YES SCORING SUMMARY

COAPUTER’S ROLL 3 : 10 12
COMPUTERS ROLL 2 t & ROLL ABAIN 7 YES ROUMD You CONPUTER
COHPUTER’S ROLL 3 = 5 2
CONPUTER’S ROLL 4 & 7 ROLL 4BAIN T YES 1 ¢ 46
CONPUTER”S ROLL S : 8 7 2 8 40
COHPUTER"S ROLL 6 ¢ 4 ROLL ABAIN 7 YES 2 23 35
COKPUTERS ROLL 7 ¢ 7 H 4 40 48
COXPUTER’S ROLL B 2 4 ROLL AGAIN 7 YES 5 (] 43
COAPUTER’S ROLL 9 = & 8 § 57 37

ROLL AGAIN 7 YES 7 0 ¥
CONPUTER: 289 You: 229 7 8 0 50

ROLL ABAIN ? YES ? 73 0
ROUND 7 8 10 0 0

& ROLL AGAIN ? YES
ROLL AGAIN 7 YES 5 TOTALS: 124 374
1" ROLL AGAIN 7 YES
8 ax
LIST
133 X=0:T1=0:6070 200

3 PRINT TAB(24) ;“HOTONE" :PRINT 135 Ti=T1#T(X)
S PRINT TAB(20);"CREATIVE COMWPUTING" 140 INPUT "ROLL AGAIN ";B%
& PRINT TAB(19);"HORRISTOUN NEM JERSEY® 145 IF BS="YES™ YHEM 110
7 PRINT:PRINT:PRINT 150 If BS="NO* THEN RCT)=T1:X=0:T1=0:FOR A=1 T0 50:T{A)=Q:HEXT:G0T0 200
10 DIN TC50),RC10),C010),L012) 140 PRINTIPRINT "ANSMER YES DR NO!'1":PRINT: 60TD 140
15 IAPUT "UOULD YOU LIKE THE INSTRUCTIDHS":A$ 200 PRIRT:PRINT TAB(15);“COMPUTERS WOUVE":PRINT
26 IF A$="YES" THEN 1% 201 RESTORE
25 IF As=“80" THEM 100 202 RI=INTCARND(1))#1:R2=INT (4#RNBLT) 41
30 PRINTzPRINT "ANSWER YES DR NO!!'":PRINT:60TO0 15 204 FOR D=2 TQ R1+R2:READ L(D):REXT:D=R1+R2
35 PRINTZPRINT "THE GAME OF NOTOME 15 PLAYED UITH" 205 FOR C=1 7O LUBYsIF C=1 THEM 215
40 PRINT *TU0 PLAYERS AND A PAIR OF DICE. THERE ARE" 210 RI=INTCS#RNDCT)4T:R2=INTCAPRND(1))41
45 PRINT *TEN ROUNDS IN THE GAME ONE ROUND CONSISTING" 215 PRINT "COMPUTER”S ROLL"C™:";R1+R2
%0 PRINT “OF ONE TURN FOR EACH PLAYER. PLAYERS" 220 IF C>1 THEN 230
5SS PRINT *{YDURSELF AND THE COWPUTER) ADD THE SCORE" 225 TU1)=R1+R2:607T0 242
40 PRINT “THEY ATTAIN ON EACH ROUMD, AND THE PLAYER" 230 T(C)=R1+R2
42 PRINT "UITH THE HIGHEST SCORE AFTER TEN ROUNDS 15 THE WINMER=:PRINT 235 IF T(C)OT(1) GOTO 242
&7 PRINT “OM -ACH TURK 1HE PLAYER KAY ROLL THE TuQ" 236 PRINY “THE COWPUTER GETS A ZERD FOR THE TURN!t®
59 PRINT "DICE FROM 1 TO ¥ TINES. If T1 IS THE TOTAL OF DICE OA" 237 Ti=0:160TD 245
72 PRINT “THE LTH ROLL, THEN THE PLAYERS SCORE FOR THE TURN I1§* 242 T1=T14T{CI:NEXT C
75 PRINT “TO1R#T(2)4T(3 M40 0annnan +T(N). HOUEVER," 245 CUTI=T1:T1=0:X=0
77 PRINT "AND HERES THE CATCH, IF ANY T¢I} IS EQUAL TO T(1) THEN" 250 C2=C24C{TH:C1=C1+R(T}
80 PRINT “THE TURN 1§ OVER AND HIS SCORE FOR 1HAT ROUND IS ZERO" 253 PRINT:FOR B=1 TO 50:T{B)=0:NEXT
82 PRINT =AFTER EACH ROLL THAT DDESN’T EQUAL T(1), THE PLAYER CAN" 255 IF T=10 THEN PRIMT “FINAL SCORE":PRINT
88 PRINT "DECIDE WHETHER TO ROLL AGAIN OR STOP AND ™ ' 240 IF C24Ct THEN 270
90 PRINT “SCORE THE NUMBER OF POINMTS ALREADY OB1AIRED.™ 243 PRIMT®COMPUTEN: ";C2,"YDu: ";C1:607d 300
100 FOR (=) TQ 10:PRINT:PRINT "RUURD *;T 2720 PRINT “YgU: ";C1,"CONPUTER: *;C2
110 X=X+1zRI=INT(&4RNDC1)+1 300 MEXT T
115 R2=IN1(&*RND(1) )41 tPRINT R1+R2 305 DATA 18,18,9,9,6,4,4,9,9,18,18
120 IF X>1 THEN 130 310 PRINT:PRINT “SCORING SUNKARY*:PRINT
125 TC1)=R1+R2:60T0 135 315 PRINT *ROUND“:TABL1S);"YOU";TAB(25); COMPUTER" tPRINT
130 T(X)=R1+82 320 FOR E=1 TO 10:PRENT E;TABCYS);R(E);TAB(264);C(E) sNEXT
131 IF TO1)<T(X) THEM 135 325 PRINT:PRINT “TOTALS: “;TABC14);C1;TAB(26);C2:PRINT
132 PRINT “YOU GET A ZERD FOR TH1S ROUND® (i1
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Obstacie

The game OBSTACLE is an obstacle
course game played on a 9x40 grid.
A car is represented by the character

the obstacles are the walls
(represented by exclamation points
and hyphens) and spaces are where
the car may travel. The car may not
pass over or occupy a wall or obstacle.
The character ‘S’ at the upper left
corner, indicates where the car starts
from, and the character in the lower
right corner, the 'F’, is the space the car
must occupy at the finish to win. If the
car tries to occupy or pass through a
wall the game is lost. When the car
jlands on the space occupied by the
character ‘F', the car has finished the
course, and the game is over, and a
time is calculated.

Line-by-line, here's how the program
works:

Line 610 dimensions the matrix M for
15 rows by 50 columns (allowing an
adequate margin for modification).

Line 620-680 initializes all necessary
variables.

Line 700-780, through the use of a
random number generator, generates
the obstacle course, where | is the row
matrix index and J is the column matrix
index and R1 is the random number,
Line 720 generates a random number
between 0 and 1, multiplies it by a
density of 1.2 (to increase density
factor by a few decimal points) and
removes everything right of the
decimal point. R1is now either0or 1. If
it is 0 the matrix memory location M
(1J) inside the For-Next Loop Is
assigned the value of aspace, ifitis1,it
s assigned the value of an exclamation
point.

Lines 840 and 850 assign the walls to
the course.

Line 890 stores the values of | and J
into K and L, these act as value holders.
After the print routine has been ex-
ecuted, | and J are reassigned their old
values stored in K and L at line 970.

Lines 910-960, through use of a For-
Next Loop (as in the initialization
course set up routine), print out the
characters represented by values in
matrix M, Line 930, the CHR$ Function
turns the values of the memory location
into their ASCI| character equivalent.

Line 990 checks if the car has moved
yet, by checking D1. If DI>0 then it
skips the query option and continues
with the main body. If DI=0 then it
executes the option query, asking
whether a new course, or this course or
end the game and then executes the
respective option.

Line 1130 checks if D1 is notequal to
1 and if so continues with the move-

OBSTACLE
CREATIVE CORPUTING
MORRISTOMN, NEW JERSEY

B0 YOU UANT INSTRUCTIONST YES

THE OBJECT OF THIS GAME IS TO MOVE YOUR CAR“e’
PEBINMING AT“S’ AND NAVIBATE THROUSH THE OBSTACLES
c17§7=* YALLS TO THE SPACE HARKED “F*, YOU MUST LARD
ON THE SPACE MARKED ‘F7 0¥ THE EXACT AMOUNT OF SPACES
THERE ARE MO DIAGOMAL MOVES.

THERE ARE N0 RIGHT TO LEFT MOVES.

DIRECTIONS NO.1 IS UP.

DIRECTION 0.2 IS LEFT TO RIGHT

DIRECTION M0.J 15 DOUM.

SPEED 1S THE NO. OF SPACES IN A GIVEN DIRECTION

ment routine. If not thenit starts the car
at matrix position 2,2 and continues
with the movement routine.

Line 1080 starts the main program
body, 1100 queries the direction and
1110 checks the input D if it is a valid
direction. Line 1120 inputs the speed
'S’ and Line 1130 Iinitializes the
counters S1 and D1. Lines 1160-1180
direct control to the proper movement
routine (1 is up, 2 is right to left, 3 is
down).

Line 1190-1220 is the movement
routine for direction 1. Line 1190 erases
the car from the previous position
keeping track of | and J. Line 1200 and
1210 check each character position
between matrix position 1,J, and |-S,J
for a wall (exclamation or hyphen); if
one is encountered the game is over. If
no walls are encountered, the move is
legal and Line 1220 assigns the car to
matrix position I-1,J and jumps to 1310
to check matrix position 10,41 if it
contains a car. If so, the game is won
and the End of Run routine is executed.
If matrix position 10,41 is not occupied
the game is not over and control jumps
to 870, the matrix print routine. The
Loop can only be exited by losing
(crashing into an obstacle) or by
getting the car to matrix position 10,41
where it executes the End of Run
routine.

Line 1380 calculates the time by
dividing total number of turns by total
number of character spaces covered
by the car and multiplies it by 100. Line
1390 prints the time and Line 1400 and
1410 query as to whether to play the
game again.

The program and these notes were
written by Eric Erickson.
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OPTION 2(AxCONTINUE,B=MEW COURSE,C=STOPI? A
DIRECTIONT 3

SPEED? 4
ILLEGAL MOVE...... TOU LOSE'!

DO YOU WISH TO PLAY AGAINT YES

Py o Lo IR
! ! L 1 "1
{1t " F
OPTION :(A=CONTINUE,B=NEW COURSE,C=STOP)T &
DIRECTION? 2

SPEEDPT 1

! P "

!
'
e H L ! ! t
'
'
!

' I IR
| ' TR "o
' v Fe

——————— -

DIRECTIONT 3
SPEER? 4

——



DIRECTIONT 1 e

SPEED? 2

L15T

DIRECTION? 2

SPEED? &

Later in the Run

e
] —— -

T ! '

10 PRINT TAB(26)"0BSTACLE"
20 PRINTTAB(20)"CREATIVE CONPUTING
30 PRINTTAB(18)"MORRISTOMN, NEU JERSEY®

150
140
170
180
190
200
210
220
230
240
250
240
270
280
270
300
e
320
330
30
350
350
370
380
390
400
410
420
430
440
450
460
470

400
610
620
430
640
&30
680
&70
&80
690
700
710
720
7310
740
750
7460
770
780

REN VARIABLES USAGE

REM —---===-=mscsmc—msmmsmesee e aeaem—————— e
REN A1 DECIMAL VALUE FOR THE CHARACTER‘®’
REW A2 DECINAL VALUE FOR THE CHARACTER < -
REN A3 DECINAL VALUE FOR THE CHARACTER “1°
REW A4 DECINAL VALUE FOR THE CHARACTER °S$°
REN A4S DECINAL VALUE FOR THE CHARACTER ‘F”
REN 46 DECINAL VALUE FOR THE CHARACTER “-°
REN D DIRECTION

REN DI TOTAL NO. OF TURNS TAKEW

RER 1 RO MATRIX

REW  J COLUMN MATRIK INDEX

REA K PLACE HOLDER FOR THE VARIABLE 1
REN L PLACE HOLDER FOR THE VARIABLE J
REN A NATRIX VARIBLE

RER W9 INPUT TO YES-ND QUESTIONS

REN 1 RANDON NUMBER GENERATOR VAR1ABLE
REW 8 SPEED

REN  S1 TOTAL SPEED COUNTER

REM T “TINE” RATIO (D1/§1)+100

REM

REN START PROGRAN

REN

REN

REHN INSTRUCTIONS

REN

PRINT

PRINT

PRINT

PRINT

PRINT "DO YOU VANT INSTRUCTIONS™;:INPUT N

IF NS$CO"YES™ THEN 410

PRINT*THE OBJECT OF THIS GAME IS TO MOVE YOUR CAR‘»<"
PRINT® BEGINNING ATS’ AND NAVIGATE THROUGH THE OBSTACLES”
PRINT*“1“87~ WALLS TO THE SPACE MARKED “F”, YOU NUST LAND*
PRINT*ON THE SPACE MARKED ‘F/ ON THE EXACT ANOUNT OF SPACES*
PRINT*THERE ARE NO DIAGONAL MOVES."

PRINT"THERE ARE NO RIGHT TD LEFT NOVES.”

PRINT*DIRECTIONS ¥0.1 IS UP.*

PRINT *DIRECTION 0.2 IS LEFT TO RIOHT

PRINT*DIRECTION NO.3 IS DOUN.®

PRINT

PRINTSPEED IS THE NO. OF SPACES IN & GIVEN DIRECTION®

REM

REK INITIALATION

REN

DIN (15,50

A1=ASC("#*)

A2=ABC(™1")

AJ=ASC(™ *)

A4=ASC("S")

ASEASC("F*)

Ab=ASC("~*)

P1=0:51=0

REM  +++ NOTE - COURSE SET UP ROUTINE

FOR I=1 70 10

FOR Jst TO 42

R1=INTCRND(1}#1.2)

IF R1=0 THEN 740

W1, J) =42

6070 770

i1, J)=A3

NEXT J

HEXT 1

7%0

an

1250
1233
1260
1270
1280
129¢
1295
1300
1310
1320
1330
1340
1350
1360
1370
1380
1390
1400
1410
1420

DIRECTIORY £

SPEEDT “\“\8

(P —————— SRS Pl

'

|

(T ' ' |
b

|

|

v T v
e P (I (ST T R B 1
" 1 t !! ki "o
1 F LI 1 F
DIRECTIONY 3
SPEED? 8
ILLEGAL MOVE...... YOU LOSE!!
PO YOU WISH TO PLAY ABAINT NO
oK
Hi(2,2)=44
Hi10,40)=A3
Hi10,41)=A5
Hi2,3)=Al}
M(3,2)=A3

FOR I=t TO 10:M{I,1)=A2:M(1,42)=A2:NEXT I

FOR J=1 TO 42:M{1,J)=A6:H(11,))=AGNEXT J
REN

REN =% PRINTING ROUTINE #»

REM

K=l:L=J

FRINT

FOR I=1 T0 11

FOR J=1 TD 42

PRINT CHRS(MC(I,J));

NEXT J

PRINT

NEXT I

I=H:Jd=L

REM 88 MOTE- MEW COURSE OPTIONe#
IF D1>0 THEN 1080

PRINT"QPTION :t{(A=CONTINUE,B=MEW COURSE,C=STOP)";
IRPUT N%

IF N$="A" THEN 1080

IF N9="DP" THEN 670

IF N$="C" THEN 1420

PRINT*INVALID OPTION®

GOTO 1000
REM

REN

REN
PRINT“DIRECTION"; :INPUT D:D=INT(ABS(D))
IF D<1 THEN 1100

IF D>3 THEM 1100
PRINT:PRINT*SPEED" ; tINPUT StS=INT(ABS(S))
DI1=Pp141:51=514831F D1<>1 THEN 1140

#¢ NAIN PROGRAN BORY #»

REM *¢ NOTE - CAR STARTS AT POSITION 2,2
J=211=2
IF B=1 THEN 11%0

1F D=2 THEW 1230

IF D=3 THEN 1270

H(I,J)=A3:REN +» UIPES OUT PREVIOUS CHARACTER #+
FOR C=1 TO S:[=ABS(1-1):IF M(I,J)=A2 THER 1340
IF N(I,J)=A6 THEM 1340

NEXT C

N(I,J)=Ale 60T 1310

H(I, )=A3

FOR Cs1 10 S:J=J#1:IF H(I,J)=A2ZTHEN 1340

IF M(I,J)=A6 THEN 1340

NEXT €

NCL,J)=At: BOTO 1310

HCI,0)=A3

FOR C=1 T8 S: I=I+1zIF NCI,J)=A2 THEW 1340

IF K(I,J)=A8 THER 1340

WEXT €

H(I,4)=41

REM #+ NOTE - WINNING CHECK3#

IF K(10,41)<A1 THEW 870

607D 1340

PRINT*ILLEGAL MOVE...... YOU LOSE!!":60T0 1400
REN

REM *#+ END OF REN ROUTINE ¢

REM

T=(D1/51)%100

PRINT “YOU WON!! AND YOUR TIME 1§ “3;7

PRINTSPRINT"DO YOU WISH TO PLAY AGAIN";:INPUT M$
IF N$="YES"™ THEM 470
END



Octrix

RUN
OCTRIX
CREATIVE CONPUTIHG
AORRISTOUN, MNEW JERSEY

TEACH GAME(Y OR W)T ¥

THIS IS A GAME CALLED OCTRIX. EACH PLAYER 1S DEALT 8
CARDS RANGING FROM ACE THROUGH EIGHT. THE CARDS ARE
RANKED ACCORDING TO BRIDGE SULTS WITH THE ACE OF CLUBS THE
LOWEST AND THE EIBHMT OF SPADES HIGHEST. THE OBJECT IS TO
WIN AS MAMY OF THE EIGHT TRICKS AS POSSIBLE. EACH TRICK
PLAYED DETERMINES THE PLAY OF THE NEXT TRICK. IF THE HIGH
AND LOW CARDS PLAYED MATCH COLOR THE NEXT TRICK WILL BE
HIGH AND IF THEY DO NODT KATCH IT WILL BE LOU. 1IT IS IM-
PORTANT T@ SET STRATESY TO WIN CONSECUTIVE TRICKS IN THRT
SCORING IS 1 POINT PER TRICK, 4 FOR TuQ I¥ A ROV,? FOR 3, UP
T0 &4 FOR ALL EIGHT.

RESPORD TO THE INPUT PROMPT UITH THE CARD YDU UANT TO
FLAY IN & TUD CHARACTER FORMAT UITH THE VALUE(A-8) 4S THE
FIRST CHARACTER, amMD SUIT(L,D,M,S) AS THE SECOHWD CHARACTER.

(TC SEE THE REMAINLKG CARDS, ENTER A“P~ 1M

RESPONSE T0 THE “WHAT CARD® QUERY}

THAT’S IT, GOOD LULCK!!

HOW MANY PDINTS (0 ENTRY GIVES STANDARD BB)T ¢
HOW #ANY PLAYERS? 3

ENTER PLAYER”S NAME® JEFF

ENTER FLAYER”S NAME? EBRUCE

ENTER PLAYER’S NAHE? STEVE

SKOULD I PLAY TOOCY OR MIT Y

JEFF’S HAND BRUCE’S HAND
CL® DIA HRT  SPD CLE DIA HRT  SPD
& ' | | 1" 1A ' le ! I 1A
12 ! s Iz 112 ' ! L s 112
3 f ! ' 113 te ' ' I 13
'4 LL) ! ! IR Y | L ! L] Pong
15 ! ! ' is 115 Is ! 1 U B £
LT 1 Ix ' I 11é " ' 1 (AT
7 s ! ! (I L s i3 L R}
'8 L | ' e |18 L] ! 1 g

TRICK N 1 (HIGH CARD WIRS}
UHAT CARD, JEFF

an

UHAT CARD, BRUCE

(T17]

UHAT CARD, STEVE

tHn

JEFF PLAYED THE EIGHT OF SPADES
BRUCE PLAYED THE FIVE OF CLUBS
STEVE PLAYED THE FIVE OF DIAMONDS
1 PLAYED THE SIX OF HEARTS
JEFE WON TRICK K 1

TRICK # 2 (HIGH CARD WINS)
WHAT CARD, JEFF

nu

UHAT CARD, BRUCE

e

UHAT CARD, STEVE

[ [ 1]

JEFF PLAYED THE FIVE OF SPADES
BRUCE PLAYED THE TWO OF SPADES
STEVE PLAYED THE FOUR OF SPADES
1 PLAYED THE EEGHT DF DIAMOKDS
1 UON TRICK N 2

TRICK # 3 (LOW CARD WINS)

UHAT CARD, JEFF

[ 1113

WHAT CARD, BRUCE

f00s

UHRT CARD, STEVE

s

JEFF PLAYED THE FOUR OF CLUBS
BRUCE PLAYED THE S1X OF CLUEBS
STEVE PLAYED THE SIX OF $PADES
1 PLAYED THE ACE OF CLUBS

I UOM TRICK % 3

TRICK ¥ 4 (HIGH CARD WINS)
WMAT CARD, JEFF

[ 1]1]

119

STEVE’S HAND

This is a card game for up to four
players, or three players plus the
computer. A deck of 32 cards is used
with ace through eight in each of the
four suits. All 32 of the cards are dealt
out at the beginning of the game, eight
to each player. On each hand, each
player discards one card depending on
the rules of the game (see the rules at
the beginning of the sample game)
either the high card discard or the low
card discard wins that trick. After eight
tricks a new hand is dealt and play
proceeds as before. Perhaps the
easiest way to learn Octrix is to play a
few games with you and the computer
or with several people and the com-
puter. Observe what happens and
before long you'll be able to work out a
reasonable strategy for playing the
game.

Octrix
Hamilton.

was written by Rogers

COMPUTER’S HAND

DIA HRT  SPD CLB DIA HRT SP
1* 1 1A £ ! ! !
! 1 12 ! ' ! L
! 113 ! ] 1% LE
s I» 114 L 's ! L
! L ! i I !
! e 116 ! t s !
! le 117 ! ¢ ! !
| AL | L] ! L

'A
12
13
'4
'S
1]
¥



LIST

JEFF’S HAND

CLB DIA  HRT SPD
A 1 ! [ e 114
12 ! I* I vz
13 I ! | TTE
4 ' 1 ' |t
15 ' 1 [ 1o
14 ! I* | 1o
17 1 | ' T
18 l ! ' 1 118
WHAT CARD, JEFF
[ []]]
UHAT CARD, BRUCE
[1:1]
UNAT CARD, STEVE
(111

JEFF PLAYED THE SIX OF DIANOWDS
BRUCE PLAYED THE EIBHT OF HEARTS
STEVE PLATED THE FOUR OF HEARTS
1 PLAYED THE FIVE OF HEARTS
BRUCE UON TRICK ¥ 4

TRICK 8 5 (HIGH CARD WINS)

WNAT CARD, JEFF

L1}
WHAT CARD, BRUCE

[ 11 ] ]

UHAT CARD, STEVE

ans

JEFF PLAYED THE SEVEN OF CLUBS
BRUCE PLAYED THE SEVEN OF HEARTS
STEVE PLAYED THE EIGHT OF CLUBS
I PLAYED THE FOUR OF DIAMONDS
STEVE WON TRICK # 5

TRICK # & (LOW CARD WINS)

WHAT CARD, JEFF

nun

UHAT CARD, BRUCE

mn
WHAT CARD, STEVE
[ []1]]

JEFF PLAYED THE TUO OF HEARTS
BRUCE PLAYED THE THREE OF CLUBS
STEVE PLAYED THE ACE OF HEARTS
1 PLAYED THE THREE OF SPADES
STEVE WON TRICK ¥ &
TRICK W 7 (LOU CARD WINS)
UHAT CARD, JEFF
un

BRUCE’S MAND STEVE’S HAND CONPUTER’S HAND

CLB  DIA  HRT  SPD CLe  BIA  HRT  SPD CLB  DIA  WRT  SPD
he S5l PRI ) ' Yo s ' ' I 1A
' ' CRTELG R Dl ! i e I ' P2
' | e AR ' ' T [ % T TR T T
' ' ol A ' TR s TR e Sl T
' ' g0 ' ' 1T ! T e (L
' ' AR L) ! ' R ! ' T
I* is 1 1z \ 1 i e 117 | | ! 117
' B v A Y 52 | T ' ' ' 18

WHAT CARD, BRUCE

T

WHAT CARD, STEVE

Ha

JEFF PLAYED THE TUO OF DIAMONDS

BRUCE PLATED THE ACE OF DIANONDS

STEVE PLAYED THE SEVEN OF SPADES

1 PLAYED THE THREE OF DIANOWDS

BRUCE WON TRICK § 7 :

JEFF PLAYED THE ACE OF SPADES

BRUCE PLAYED THE SEVEN OF DIANONDS

STEVE PLATED THE TWO OF CLUBS

I PLAYED THE THREE OF HEARTS

JEFF UOM TRICK 0 8

THAT HAMD JEFF SCORED 2 POINTS FOR A 2 TOTAL

BRUCE SCORED 2 POINTS FOR A 2 TOTAL

STEVE SCORED 4 POINTS FOR A 4 TOTAL

I SCORED 4 POINTS FOR A 4 TOTAL

JEFF’S HAND BRUCE’S HAND STEVE’S HAND
CLB DIA  HRT  SPD CLE  DIA  HRT SPD CLD  DIA  HRT

R ' Ve ) ! | i e ' |

e | | AT IR TR i ' I

EE | THE S e | | is [ s i

004 e fori ;) ey | I R ' '

RN ' IS | | Lo CImsde ' "

PR TR ' TR i ! jon B p R ' '

17 ! ! ' ETE) ‘e | TSR T Tk | Ve &1

TR e L A ¥ 25 T T e | ' i

TRICK 0 1 (HIGH CARD VINS)

WHAT CARD, JEFF
L1
WHAT CARD, BRUCE
e
WUHAT CARD, STEVE

aun
JEFF PLAYED THE SIX

OF CLUBS

BRUCE PLAYED THE FOUR OF SPADES
STEVE PLAYED THE EIGHT OF SPADES

I PLAYED THE SIX OF
STEVE WON TRICK ¥ 1

DIANONDS

SPD

1= |14
s 112
113
(AT |
t 1y
11g
le 117
e 118

330 PRINT"FIRST CHARACTER, AND SUIT(C,D,H,S) AS THE SECOMD CHARACTER."

1 PRINT TAB(27)"OCTRIX" 340
2 PRINT TAB(20)"CREATIVE CONPUTING" 350
3 PRINT TAB(18)"HORRISTOUN, NEU JERSEY" 340
5 PRINT 370
& PRINT 380
7 PRINT 310
10 DIN A(32),P(4,7),C0(255),004,11),T9(72} 400
11 DIN N$(72),Y(72) 110
40 RESTORE 420
50 FOR x=0 T07 430
40 READYS(X) 440
70 MEXT X 450
80 FOR X=0 T0 3 460
0 READ X$(X) 470
100 MEXT X 480
110 DATA"ACE","TVO",“THREE",“FOUR","FIVE",*SIX","SEVEN", “EIGHT* 470
120 DATA"CLUBS","DIANONDS","HEARTS","SPADES" 300
130 FOR X=0 TO ¢ 510
140 READ TH(X) 520
150 DATA n.-[-z-'-3-'u‘.'us-'tah'l,l'n'p'-Lw-'-"lwu 530
160 MEXT X 5S40
170 PRINT*TEACH GAME(Y OR N)*; 350
180 INPUT 1% 560
190 IF I$<>*T" THEM 380 570
200 PRINT® THIS 1S A GAME CALLED OCTRIX. EACH PLAYER IS DEALT @" 580
210 PRINT*CARDS RANGING FROM ACE THROUGH EIGHT. THE CARDS ARE® 5%0
220 PRINT"RAMKED ACCORDING TO BRIDGE SUITS WITH THE ACE OF CLUBS THE" 600
230 PRINT*LOMEST AND THE EIGHT OF SPADES HIGHEST. THE OBJECT IS T0* 610
240 PRINT*WIN AS NANY OF THE EIGHT TRICKS AS POSSIBLE. EACH TRICK * 4620
250 PRINT*PLAYED DETERNINES THE PLAY OF THE MEXT TRICK. IF THE HIBH * &30
260 PRINT*AND LOU CARDS PLAYED MATCH COLOR THE NEXT TRICK UILL BE * 440
270 PRINT*HIGH AND IF THEY DO NOT MATCH IT WILL BE LOW. IT IS IA-* 650
280 PRINT*PORTAMT TO SET STRATEGY TO WIN COMSECUTIVE TRICKS IN THAT * 460
290 PRINT*SCORING IS 1 POINT PER TRICK, 4 FOR TUD IN A ROU,9 FOR 3, UP" 670
300 PRINT“TO &4 FOR ALL EIBHT."® 480
305 PRINT 470
310 PRINT™ RESPOND TO THE INPUT PROMPT WITH THE CARD YOU UANT TO® 700

320 PRINT*PLAY IN A TUO CHARACTER FORMAT WITH THE VALUE(A-8) AS THE *

710

120

PRINT® (TO SEE THE REMAIMING CARDS, ENTER AP~ IN"

PRINT®  RESPONSE TD THE ‘UNAT CARD’ QUERY)*
PRINT

PRINT*THAT’S 1T, 600D LUCK|1"

REN

FOR X=1 T0 15

READ I

N$=H$+CHRS (Z)

NEXT X

DATA 35,3%,35,3%,13,72,72,72,72,13,73,73,73,73,13

79=88

PRINTHOU WANY POINTS (0 ENTRY GIVES STANDARD 88)*;
INPUT I

IF Z=0 THEN 490

191

FOR X=0 T0 31

ACX) =X

NEXT X

PRINT*HOU MANY PLAYERS®;

INPUT N

N=INT(N)

IF >4 THEN 570

IF N>0 THEN 590

PRINTONLY ONE YO FOUR PLAYERS ALLOUED, RE-ENTER"

8070 520

FOR X=0 TO N-1

acx, 0)m0

PRINTENTER PLAYER'S NANE®;

INPUT N$(X)

Y=LENENS (X))

FOR Z=1 TO Y

TH=MIDS (NS (X},1,Z-1)

IF T4=* * THEM 680

NEXT 1

IF Z>1 THEM 710

PRINT*DON/T START NAME WITH SPACE,RE-";

8070 610

SO =NID (NS (XD ,1,2-1)



730
740
750
760
270
780
790
800
810

FOR Js0 TO 127
TN

NEXT J

IF Ned THEN 850

IF N=1 THEN 810
PRINT"SHOULD I PLAY TOG(Y OR N)*;
INPUT I8

IF Z$<>*Y* THEN B850
§4(N)="CONPUTER"
HH(H)="T"
GIN,0)m0
NN+
FOR [=0 TO 31

X=a(1)
Y=INT(RND(1)%(32-1)41)
ALT)=ACY)
ALY)=X
REXT 1
FOR Y=0 TQ 7
FOR X=0 T N-1
PX,Y)=A(Ye4+X)
CHOXPI2HP X, Y) Jma
NEXT X
NEXT Y
H=1
BOSUB 1480
FOR R=1 T0 7
PRINT*TRICK H"jR;*("T$(8+H)" CARD WINS)"
FOR X=0 TO N~

IF §$4X)="CONPUTER"THEN 2090
1=1+1

PRINT“WHAT CARD, “S$(X)
PRINT N3

INPUT £%

IF E3"P" THEN 1100
BOSUB 1680

6070 1040

Y=LEN(ES)

IF Y=2 THEN 1140
PRINT*BAD INPUT,RE-ENTER®
60TD 1056
Y$=NIDS(ES,1,1)
IS=NIDS(ES,2,1)

IF VAL(Y$)>0 THEN 1190
IF Y$XO"A" THEN 1120
rs="1"

Y=VAL(YS$)

IF Y=0 THEN 1120

IF Y>8 THEN 1120

=0

0(X,10)=0

IF 2$="C* THEN 1320
2%3

IF Z9="8" THEN 1320
0(X,10)=1

21

IF 28="D" THEN 1320
1=2

IF Z$<O"H" THEN 1120
Ya(Y=1)8442

IF CH(X324Y)O"e"™ THEN 1120
(X, 9)=Y

NEXT X

G0SUR 1880

NEXT R

FOR X=0 TO N~-1

FOR Z=0 TO 31

IF C$(32+X4Z)="2" THEN 1430
NEXT 2

PRINT"BAD SCAN*
C(324X#2)=% =

(X, 9?52

NEXT X

R=8

GOSUB 1880

Hi=0

PRINT*THAT HAND "}

FOR X=0 TO N-1
a(x,9)=0

=0

=0

FOR R=1 TO 8
I=7+0(X,R)

2X,R)=0

IF QUX,R+1)<>0 THEN 1400
Y=Y4Z#1

=0

NEXT R

1640
1650
1640
14620
1480
1481
14682
1684
1484
1490
1700
171¢
1720
1730
1740
1750
1740
1770
1780
1790
1771
1800
1810
1820
1830
1840
1880
1890
1900
1910
1720
1230
1940
1950
1760
1970
1980
1990
2000
2010
2020
2030
2040
2050
2060
2070

2090
2100
2110
2120
2130
2140
2150
2160
2170
2180
2190
2200
2210
2220
2230
2240
2250
2260
2270
2280
2270
2300
2310
2320
2330
2340
2350
2340
2370
2380
2390
2400
2410
2420
2430
2440
2450
2440
2470
2480
2470
2500

Hi=X

MEXT X

IF Q(H1,005=29 THEN 2456

6070 850

FOR S=0 TO M1

§6=0

59223~ (LEN(S$(5))47)

1F INT(§9/2)#24>59 THEN 58=1
$9=TNT(89/2)

PRINT SPC(9+59):59(5);""S HAND" }SPC(59+58);
NEXT §

PRINT

FOR $=0 TD N-1 _
PRINT® CLE  DIA  HRT  SPD™;
NEXT §

PRINT

FOR §=0 10 7

FOR Ys0 10 N-1
1=Y%3248%4
PRINT"1";T$(S);" "0 3"
PRINT™ 13CS(Ze3N3" 173
MEXT Y

PRINT T4(S)

WEXT 8

PRINY

RETURN

L1=02M1=0

FOR X=0 TO K-1
YoINT(O(X,9)/4)
I=0(X,7)-Y+4

PRINT N$(X}* PLAYED THE *Y$(Y)" OF “X$(I)
CHLX€3240(X,9))=" *

IF Q(X,2)50(L1,9) THEN 1960
Li=X

If 0(X,9)<0(H1,9) THEN 1980
Hi=X

NEXT X

IF H=1 THEW 2030

QL1 RY=1

PRINT N$(L1)" WON TRICK #";R
6070 2050

0(H1,R) =1

PRINT M$(H1}™ WOM TRICK #*;R
H=0

IF Q(L1,10)O0CHT,10) THEM 2080
H=1

RETURN

L1=0:L2=02H1 =02H2=0Q

FOR S=0 TD N-2

FOR S1=0 Y0 7

IF P(S,51)>P(L1,L2) THEN 2160
IF CH(S*43+P(5,81))=" * THEN 2140
L1=§

L2s51

If P(S,S1)<PNH1,H2) THEN 2200
IF CS(S#32+4P(S,51))=" * THEN 2200
H1s8§

H2=51

NEXT S1

NEXT §

FOR S=R-1 T0 7

IF Hel THEN 2280

IF PN-1,5)<P(L1,L2) THEN 2260
GOTO 2290

IF RRD(1)>.3 THEN 2380

6070 2300

IF P(N-1,5)>P(H1,H2) THEN 2240
WEXT §

H1=32

Y=INT(RND(1)214+H®14)

FOR S1=R-1 TD 7
L1=ABS(P(N-1,51)-Y)

IF HI<L1 THEN 2370

H1=L1

§=51

NEXT §1

09X, %) =P(N-1,8)
PIN=1,8)=P(N~1,R-1)
2=0(X,9) - (INT(Q(X,9)/4) 94)

IF 242 THEN 2430

2=ABS(Z-3)

2X,10)%Z

6070 1340

IF WI>N=2 THEN 2510

FOR X=H1+1 TO M-

IF Q(H1,01>0(X,0) THEN 2500

"308(241)3"

%3C$(742);

PRINT*GANE TIED AFTER REGULATION, ENTERING SUDDEN DEATH

8070 650
MEXT X



Pasart

Description:

This program generates artistic patterns based
on Pascal's triangle.

Comments:

Pascal's triangle is one of the most famous
number patterns Iin mathematics. The triangle is
very easy to construct. The first two rows consist
of only 1's. Each of the subsequent have a 1 at
either end of the row, but all other numbers in the
pattern are the sum of the two numbers to the right
and left in the row above. An example, illustrating
the first 6 rows of the triangle, is shown below:

1
11
A
1 3 31
1 4 6 41
37 5010 “ Bt

The program provides the user with three options
during the course of a RUN.

They are:

1. A single “Pascal’s triangle”

2. Two “Pascal’s triangles”

3. Four “Pascal’s triangles”

A user may also specify the size of the array and
the multiples of the number to be eliminated.

Option 1 simply allows a user to examine an
artistic picture of the relative positions of the mul-
tiples of any number in the array. The apex of the
array will appear in the upper left corner of the page.

An example of how the machine uses a “triangle”
to create a design based on eliminating the multiples
of two is shown below.

111 1 &« & & &
123 4 T e
136 10 T
1410 20 s

Before Printing After Printing

Option 2 allows a user to create a picture based
on two Pascal's triangles in opposite corners of a
square array. An example of how the machine uses
two Pascal’s triangles in the corners of a square to
create a design based on eliminating the multiples
of 2 is shown below:

17 HAD T
12301 * ¥
13031 * & - &
10321 i SRR
01111 g

Before Printing After Printing

Option 3 creates a design based on Pascal's
triangles in the four corners of a square. An ex-
ample of how the machine uses four Pascal's tri-
angles in the cormers of an 8x8 array to create an
artistic design based on eliminating the multiples
of 2 is shown below.

11111111 « * & & * & & *
1214~ 5.9 A van o il
13 31 L - W
1 1 g ¥
13 31 w = LI
123 321 B a1 eisi
e B R

Before Printing After Printing

Approximately 5 minutes of terminal time is
required to print a design with dimensions of 36x36.

PASART and this description written by Charles A.
Lund. They first appeared in Creative Computing,
Mar/Apr 1977.

PASART
CREATIVE CONPUTING
WORRISTOUN  MEU JERSEY

TH1S PROBRAM CREATES ARTIST DESIGNS BASED ON PASCAL-S TRIANGLE.
YOU HAVE J DASIC TYPES OF DESIGNS TO SELECT FROM:
T. A SINBLE PASCAL’S TRIANGLE (PLAYED WITH AN ARTISTIC FLARE)
2. TUD “ARTSY” PASCAL‘S TRIAMGLES PRINTED BACK TO BACK
3. FOUR “ARTSY” TRIANSLES IN THE CORMER OF
A SQUARE ARRAY.
UNAT’S YOUR PLEASURE? 1, 2 OR 37 2
UNICH NULTIPLES DO YOU UANT REPRESENTED WITH DLANKS? 2
HOU MANY ROUS AND COLUNS IN THE ARRAY (36 IS MAXINUW)? 3é
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EEENE RN
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FRoAXT
CREATIVE CONPUTING

HORRISTOUN

LI 2RI O O A

LR B R
*

L L
L B
L
**

*
LI B B O

A SQUARE ARRAY.

WHAT“S YOUR PLEASURE? 1, 2 OR 37 3

PSRN RN RPN F R EF NS
L]

% 2 & %3 e

THIS PROBRAM CREATES ARTIST DESIONS BASED ON PASCAL’S TRIANGLE.

YOU HAVE 3 BASIC TYPES OF DESIGNS TO SELECT FROW:

1. A SINBLE PASCAL”S TRIANGLE (PLAYED UITH AN ARTISTIC FLARE)

2. TWO “ARTSY” PASCAL’S TRIANGLES PRINTED BACK TO BACK

3. FOUR “ARTSY’ TRIANGLES IM THE CORNER OF
HOU HAMY ROWS AND COLUMS IN THE ARRAY (34 1S NAXINUN)T 34

WHICH MULTIPLES DO YOU UANT REPRESENTED VWITH BLANKS? 10

L

L

L I B O
L

LI
LA

LI

L
EFE T ESTEDY

PASART
MEW JERSEY

CREATIVE CONPUTING
HORRISTOUN
tE

A SOQUARE ARRAY.

MHATS TOUR PLEASURET 1, 2 OR 37 1
SRR RN R R R R

THIS PROGRAN CREATES ARTIST DESIGNS BASED ON PASCALS TRIANGLE.

YOU HAVE 3 BASIC TYPES OF DESIGNS TO SELECT FROM:
1. A SINGLE PASCAL”S TRIANGLE (PLAYED VUITH AN ARTISTIC FLARE)

2. TUD “ARTSY’ PASCAL-S TRIAMELES PRINTED BACK TD BACK

3. FOUR “ARTSY” TRIANGBLES IN THE CORNER OF
HOU MANY ROUS AND COLUMS IN THE ARRAY (36 IS MAXINUM)T 34

MHICH MULTIPLES DO YOU WANT REPRESENTED UITH BLANKST 2
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THIS PROGRAN CREATES ARTIST DESIONS BASED ON PASCAL'S TRIANGLE.

YOU HAVE 3 DASIC TYPES OF DESIONS TO SELECT FROW:
1. A SINGLE PASCAL‘S TRIANSLE (PLAYED WITH AN ARTISTIC FLARE)
2. THD “ARTSY’ PASCAL’S TRIANGLES PRINTED BACK TO BACK
3. FOUR “ARTSY’ TRIANGLES IN THE CORNER OF
A SOUARE ARRAY.

WNAT’S YOUR PLEASURET 1, 2 OR 3T 3

UNICH NULTIPLES DO YOU UANT REPRESENTED UITH BLANKSY 17
HOU MANY ROUS AND COLUNS IN THE ARRAY (34 IS MAXINUN)T 34
R R R R R N R R A
EEEE R RN N RN RN NN (EEENE RN NN NN
TEEE N R NN NN EE N EEREENEN NN
IR RN RN NN  EEREENE N
IR EEEE R NN NR I EEERENE N
e EREENNRER I ERENE N
AR RN NN I EE RN
AR RN N RN LR
IR R RN teen
 EERNER NN LN
ssasn e .
LB B R .
R R E R

see e

L

e

.

»

*

»

LI

te e

ree e

LR RN

LEE R NN ] .
s e e e L
 EEENENE L
I EENNENRER 'EER
EREE RN NN I ER RN
EEEEEREN [ EE R RN
RN RN AR E RN
R I I ERENE R
EEERERE RN IE R R NE N
RN N EENENR
IEERENER RN (EREEEN
IR RN NN R RN
LISt

2 PRINT TAB(24);"PASART"

4 PRINT TAB(18);"CREATIVE CONPUTING"

& PRINT TAD(C14);"HORRISTOUN  NEW JERSEY"
@ PRINT(PRINT:PRINT

20 DIN P(36,34)

22 FOR B1=1 TO 34

24 FOR B2=1 T0 36

26 P(D1,D2)=0

28 NEXT B2

30 NEXT B1

L 3 B IR O IR I B R
'"EEEEREERERE R N EE N ]
EEEEEEEEREERE N BN N ]
CECIE S NN A A B

P EEeara T e R R R E X N N N N I A N A B B

a8 @ e N3 Ee saaEn

- 8 6 S S eS8 Ees

& 8 % 5 88 S4B ES
'"E R E R EE B N N NN ]

40 PRINT "THIS PROGRAN CREATES ARTIST DESIONS DASED OM PASCAL’S TRIAN®;

42 PRINT “BLE."
S0 PRINT "YOU WAVE 3 DASIC TYPES OF DESISMS TOD SELECT FROM:®

&0 PRINT *1. A SINGLE PASCAL’S TRIANBLE (PLAYED UITH AN ARTISTIC FLAR®;

&5 PRINT "E)*

70 PRINT *2. TUO “ARTSY/ PASCAL’S TRIAMGLES PRINTED BACK TO DACK*

80 PRINT *3. FOUR “ARTSY” TRIANGLES IN THE CORMER OF"
90 PRINT " & SQUARE ARRAY."

100 PRINT "WHAT“S YOUR PLEASURE? 1, 2 OR 3%;

110 INPUT O

120 IF (D-1)#(0-2)9(0-3) <> O THEN 100

130 PRINT "UHICH NULTIPLES DO YOU UANT REPRESENTED WITH BLAMKS®}

140 INPUT @

150 PRINT “HOU NANY ROUS AMD COLUNS IN THE ARRAY (36 IS MAXINUNI®}

140 INPUT T

170 IF Te(34-T) < 0 THEM 150

180 ON 0 8OTD 230,440,490

190 REN

200 REN

210 REN TINE TO CREATE AMD PRINT A SINGLE PIECE OF PASART
220 REM FIRST DUILD THE PASCALS TRIANGLE

230 FOR R=1 TO T

240 FOR C=1 TO T

250 IF (R=1)#(C-1)=0 THEN 280

240 P(R,C)sP(R,C-1)+P(R-1,C)

270 8010 290

240 P(R,C)=1

210 WEXT C

300 MEXT R

310 REN TINE TO PLAY BACK THE TRIANGLE WITH AN ARTISTIC FLARE.
320 FOR R=1 T0 T

330 FOR C=1 TO T

340 IF P(R,C)=0 THEN 380

124

350 IF (P(R,C)/Q)=INT(P(R,C)/Q) THEM 380

340 PRINT " =

370 eeto 370

380 PRINT = *;

370 NEXT C

400 PRINT

410 MEXT R

420 END

430 zIEI TINE TO CREATE AND PRINT DOUBLE PIECE OF PASART

440 I=1

450 REN DUILD THE UPPER LEFT NAND MALF OF THE ARRAY.

440 LET N=Z

470 FOR R=1 TO ¥

480 FOR C=t TO I

490 IF (R-1)%(C~1)=0 THEM 520

500 PCR,C)=P(R,C-1)+P(R-1,()

510 6070 53¢

520 P(R,C)=1

330 MEXT C

540 I=Z-1

330 MEXT R

540 REN BUILD THE LOVER RIGHT HALF OF THE ARRAY.

370 1=

380 N=2

390 FOR R=Z T0 1 STEP -1

400 FOR C=Z TO M STEP -1

410 IF (R=Z)*(C-1)=0 THEN 640

420 P(R,C)=P(R,C+1}+P(R+1,C)

430 6OTO 450

440 P(R,C)=1

430 NEXT C

460 N=h+1

670 MEXT R

400 6070 320

40 N=Q

;.: :ﬂ'! BUILD THE UPPER LEFT HALF CORMER OF THE ARRAY.
1 =

720 I=INT(Y/2)

730 B3=I%2

740 11=1

730 12=71

760 13=12

770 Xa=13

780 X3=X4

790 FOR I=1 TO 21

800 FOR J=1 TO Z

810 IF (J-1)s(I-1)=0 THEN 840

820 P(I,J)=P(1,J-1)4P(1-1,)

830 B80TO 850

840 P(I,J)=1

8350 MEXT J

860 I=2-1

870 MEXT 1

880 N=Z1

870 REN BUILD THE UPPER RIGHT HAND CORNER OF THE ARRAY.

00 FOR I=1 TO 21

910 FOR J=Y TO XS5+1 STEP -1

920 IF I=1 THEN 7460

930 IF J=Y THEN 940

940 P(I,J)=P(L,J+1)4P(1-1,J))

950 80TO 970

940 PLI,J)=1

970 MEXT J

780 XJ=XIH1

990 MEXT 1

1000 N=22

1010 REM BUILD THE LOVER LEFT CORMER OF THE ARRAY

1020 FOR I=Y TD X441 STEP -1

1030 FOR J=1 TO I2

1040 IF J=1 THEM 1080

1050 IF I=Y THENM 1080

1060 PCI,J)P(T,d=1)4P(141,))

1070 80TO 1090

1080 P(I,0)=1

1070 MEXT J

1100 12=22-1

1110 NEXT I

1120 N=13

1130 REM BUILD THE LOWER RIGHT CORNER OF THE ARRAY.

1140 FOR I=Y TO N+t STEP -1

1150 FOR J=Y TO I3+1 STEP -1

1160 IF J=Y THEN 1200

1170 IF I=Y THEN 1200

1180 PCI,J)=PCI+1,J)04P(1,0+1)

1170 80TO 1210

1200 PCI, )1

1210 BEXT J

1220 13=23+1

1230 MEXT 1

1240 8070 320

1234 END

oK



Pasart 2

WHAT’S YOUR PLEASURE (1,2,3,4,5,6 OR 7)7 4

This programisa major extension of ::ﬁlrt :ICIUREE:NBUU HIGHLIGKT THE MULTIPLES OF WUMAT MUMBER7Y 4
. . AT CHARAC WOULD YOU LINE THE CORPUTER TO TYPE REPRESENTING
tzam?;isgir?}i[npazae:' %rot?orﬁgn'ir:t Ilﬂglor THE WULTIPLES OF 4 (ENTER “* “* FOR A BLANK)T = *
porat Y P cluding UHAT CHARACTER WOULD YOU LIKE THE CONPUTER T TYPE REPRESENTING
prlntmg a calendar for any year from EACH OF THE OTHER MUMDERS IN THE PATTERN (ENTE® “* “~ FOR & BLANK)? :
1600 to 2300. It allows a user to enter :gl—ﬁl:;ulﬂls nnccuwus IN THE ARRAY (34 IS MAX,)? 34
. . KE & CALENDAR PRINTED WITH YOUR PICTURE? YES
any desired pair of printing characters. UNAT YEAR BETUEEN 1500 AND 2300 UOULD YOU LIKEY 1979
The size of the output is expanded to 72 EHERTNRIRERIIHTA NS iy
by 72 with an option to expand it further TR BEE K05 K00 e Ed et 2es 49 8
by dividing the final triangle into 72 by :‘:':' :':':’ :‘:“‘ :':“' . e
» 3 22
72 chunks that may be taped together. AR eesEEEe Sttsassnents H
Another option provides the user with vee v 3 wae 4% 8 8 wes [
the opportunity to create a picture 0 80 ae " m3 % ee
based on four Pascal's tables (option ' ¢ ¢ ¢ » i
8). :o:t:::uuuuucuun Tt
B ] LN N B - L BT T EELLE )
There wasn't room to show the SRR €8 %9 saswes ss¢ Phe
output from all of these options on rEE 8 Y e #andsess
these pages. Try them out yourself and TR0 030 seee ¢+ »
we're sure you'll be pleased with the & . 2 Vocslaled
rather spectacular results. . N , AR e s e
Pasart 2 was also written by Charles BORESIETEIITNRNRRES B £ 3 & w4
H. Lund. A5 S00 408 222 T B wsuerr  senees
EESEEE SEREET ¥ ¥ SNT 4F4 eNe id
RUN e e . T
PASARTZ 2erERTERI SRS * Kl B
CREATIVE COMPUTING AEP 8 % Pee e ” e
MORRISTOUN, NEW JERSEY LA L 1 1% L] g
* o s *24 e
nekteees L * * LN B
2 20 L2 21 1L N S LR S L2 1]
THIS PROGRAN CREATES ARTIST DESIGNS BASED OM sessas BEE BN L 2 % r 2te anw
PASCAL”S TRIAWGLE. e sssese "
DO YOU UAMT A LIST OF OPTIONST YES s LI I * = =
PLEASE TEAR OFF THIS LIST AND SAVE OR POST FOR FUTURE REFERENCE e % " 3 " itz e
--------------------------------------------------------------- "t fee = 3 x40 5 & B iny
1. A SINGLE PRSCALS TRIAMGLE PLAYED BACK LIKE THIS: * tEERETER RN BT
BEFORE PRINTING AFTER PRINTING badd L LR t2 % x22
111 P B8 & SEEERE  RREREE  SERERY  Besess
P23 s ® S PR ERE 282 e 2E S0 R 89
134 s AREERRREEEREFINRGY +3FRNY
2. A SINSLE PASCALS TRIANGLE PLAYED BACK LIKE THIS:
BEFORE PRINTING  AFTER PRINTING JANUARY  197¢
‘ E 3 ..ll:’:.’-----..-.!-:::EII......'-‘:::‘:.-.
11 s (SUN  MON TUE WEP MU FRI  SAT!
1 :: 1 % e e L T T e e
3. A SINGLE PASCALS TRIANGLE PLAYED BACK LIKE THIS: 1 2 3 4 3 é
BEFDKE PRIMTING AFTER PRINTING 7 8 4] 10 n 12 13
1 L 14 13 16 17 18 17 20
121 t = 2 22 23 24 25 24 ¥
13311 Teaw 28 29 30 n
4. TWO PASCALE TRIANGLES PRIMTED BACK TD BACK LINE THIS: SRR ENEErEEsTEIIIEANNNREEISITEISESINE
BEFORE PRINTINE AFTER PRINTING
1110 e
1201 . @
1oe21 * * FEERUARY 1979
0111 e Bl b Ll L L ey T e P T T I T 11 ]
5. FOUR PASCAL TRIANGLES PRINTED IN A SOUARE LIKE THIS: ISUN  MDN TUE WED THU FRI  SAT!
BEFORE PRINTING AFTER PRINTING R S SSRANEEISE SIS ENNESEEEEcEIEEEEENESS
111111 sEssew 1 2 X |
12 21 B ] Ll 3 6 ? 9 10
1 1 L * 1 12 13 14 13 15 17
! 1 L] * 18 19 20 21 22 pk | 24
12 21 . * 5 24 ) 28
1111 %1 EE L L RN ] RS CEIESEFENGNESSSE S SIS REARERES
5. FOUR PASCALS TRIANBLES PRINTED IN A SQUARE LIKE THIS:
BEFORE PRINTING AFTER FPRINTING
111111 ttkts _ -
123321 Tt e % HARCH 1979 )
1164631 3 2 e e L T,
13464631 it A ISUN  MOW TUE UED THU FR1  SAT!
123321 . et mERSEESEEc=SSIISSRNEIESESssssscIsIEIEEEEET
Tt11 81 L2212 ] 1 2 3
?. STARTING PASCALS TRIANGLE IN AMY DESIRED ROU & COLUKN . 5 6 7 ] 4 10
50 THAT A USER CAN TAPE TOBETHER SEVERAL PICTURES n 12 13 1 15 18 12
TO MAKE 4 LARGER DESIGN. THIS OPTION EXTENDS 18 19 20 21 2 23
PICTURES LIKE THOSE SMOUN IN OPTION 1| IN 34 X 34 CHARACTER 3 2 22 W 2 0 N
CHUNKS. EKTRIEL UF TO 1000 ROUS AMD COLUNMS ARE ACCEPTED.
----------------------------------------- - ————— - IIIIIII’I-I'II‘!.:::III'I’I-I.lll!:.!l.'.'l
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L3t

10 PRINT TAB(23);"PASART2*

20 PRINT TAB(20);"CREATIVE COMPUTING"™

10 PRINT TAB(18);"NORRISTOWN, MEUW JERSEY"

40 PRINT:PRINT:PRINT

50 RER *ev THIS PROGRAM REQUIRES AROUND 14K FREE WORK SPACE

40 REM +#+ T0 OBTAIN LARGER PICTURES, EXPAND THE ARRAY IN LINE
70 REM ++¢ 110 TD P(72,72)

110 0IA P(346,36)

130 PRINT * THIS PROGRAM CREATES ARTIST DESIGNS BASED ON®

135 PRINT *"PASCAL’S TRIANGLE."

140 PRINT *DO YOU WANT A LIST OF DPTIONS*;

150 INPUT S1§

170 IF LEFT$(S1%,1)<>"Y" THEN 430

180 PRINT “PLEASE TEAR OFF THIS LIST AND SAVE OR POGST FOR FUTURE REFEREMCE®
B P L T o e e e R e A S s “
200 PRINT “t. A SINGLE PASCALS TRIANGLE PLAYED BACK LIKE THIS:"

210 PRINT * BEFORE PRINTING AFTER PRINTING®

220 PRINT * Tttt ez

230 PRINT * t23 s "

240 PRINT " 134§ o

250 PRINT "2. A SINGLE PASCALS TRIANGLE PLAYED BACK LIKE THIS:“

260 PRIMT * BEFORE PRINTIKG AFTER PRINTING"

270 PRINT " 1 [

260 PRINT " 11 ”n"

290 PRINT " 121 LI o

JOO PRINT "3. A SIMGLE PASCALS TRIAMGLE PLAYED BACK LIKE THIS:*

310 PRINT * BEFORE PRINTING RFTER PRINTING"

320 PRINT * i .=

330 PRINT * 121 + "

JA0 PRINT * 1331 LRI

350 PRINT ™4, TUD PASCALS TRIANGLES PRINTED BACK TO BACK LIKE THIS:"

340 PRINT = BEFDRE PRINTING AFTER PRINTING™

370 PRIRT * 1110 e

380 PRINT * 1201 * 3"

390 PRINT ™ 1021 ® "

400 PRINT * 011t EE L

410 PRINT “5. FOUR PASCAL TRIAWNGLES PRINTED IN A SOUARE LIKE THIS:"

420 PRINT " BEFORE PRINTING AFTER PRINTING®

430 PRINT " t11 111 resen”

440 FPRINT " 12 21 L] wv

430 PRINT * 1 1 * **

460 PRINT * 1 1 * **

470 PRINT " 12 21 . **

480 PRINT " 111111 HEBESE"

490 PRINT "6, FOUR PASCALS TRIAMGLES PRINTED IN A SQUARE LIKE THIS:"

300 PRINT * BEFORE PRINTING AFTER PRINTING™

510 PRINT " 1t1111 LIt

520 PRINT * 123321 * *% 3"

330 PRINT " 1364631 AT

340 PRINT * 136631 "

S50 PRINT * 123321 * ¥ "

540 PRINT * 11111 LTI

G720 PRINY =7, STARTING PASCALS TRIANSLE IN ANY DESIRED ROU & COLUMN"

580 PRINT * SO THAT A USER CAN TAPE TOGETHER SEVERAL PICTURES™

570 PRINT ™ TO MAKE A LARGER DESIGN, THIS OPTION EXTENDS™

400 PRINT * PICTURES LIKE THOSE SHOUN IN OPTION 1 IN 34 X 34 CHARACTER"
610 PRINT * CHURKS. ENTRIES UF TOD 1000 ROWS AND COLUMNS ARE ACCEPTED."
G20 PRINY “--ceremmmccrc s nn s r s e s e e e e e
430 PRINT "WHAT’S YOUR PLEASURE (1,2,3,4,5,6 OR "

440 INPUT 0

G50 IF D<=7 AND D>=1 THEN 440

455 PRINT “I“N SUPPOSED TO BE YOUR FRIEND, SO HOW ABOUT IT:":00T0 430

460 PRINT “YOUR PICTURE SHOULD HIGHLIGHT THE MULTIPLES OF WHAT NUNBER" ;
470 INPUT @

480 PRINT "WHAT CHARACTER WOULD YOU LIKE THE CONPUTER TO TYPE REPRESENTING"
490 PRINT “THE HULTIPLES OF *;0; “(ENTER “* “~ FOR & BLANK)™;

200 INPUT S%

710 PRINT "UHAT CHARACTER WOULD YOU LIKE THE COMPUTER TO TYPE REPRESENTING"

720
730
740
750
760
770
780
ae0
810
az0
830
840
850
920
930
F40
50
760
770
980

PRINT “EACH OF THE DTHER WUMBERS IN THE PATTERN (ENTER ““ - FOR A BLANK)";

INPUT T
If 0=2

PRINT *
INPUT T
If T>36
PRINT *
IHPUT R
IF LEFT
PRINT *
INPUT ¥
IF Y9e(
ok 0 60
REM TIN
REN FIR
FOR R=1
FOR C=1
IF (R-1
PIR,C)=
If PR,

$
THEN 780
HOU nARY ROWS AND COLUNNS IN THE ARRAY (34 IS MAX.)™;

THEN PRINYT "BE REASONABLE!“:60T0 750
WOULD YOU LIKE A CALENDAR PRINTED WITH YOUR PICTURE®;
54
$(RY%,1)0O"1* THEN 850
:uav YEAR BETWEEN 1400 AND 2300 WOULD YOU LIKE";
3099-Y9)<=0 THEN PRINT “EVEN I NAKE MISTAKES!":6070 820
10 940,2190,2330,1210,1510,1510,2550
E T0O CREATE AND PRINT A SINGLE PIECE OF PASART
ST BUILD THE PASCALS TRIANGLE
T0 7
01
}#(C-13=0 THEW 1010
P(R-1,C)+P(R,C-1)
£)<0%0+0 THEM 1020

126

990 PIR,C)=P(R,C)-0+A

1000
1610
1020
1030
1040
1050
1040
1070
1080
1090
1100
e
1120
1130
1140
1130
1140
1170
1180
1190
1200
1210
1220
1230
1249
1250
1260
1220
1280
1290
1300
1310
1320
1330
1340
1350
1360
1370
1380
1390
1400
110
1420
1430
1440
1se
1440
1470
1480
1490
1500
15310
1520
1530
1340
1550
1540
1370
1580
1390
14600
1410
1620
1630
1640
1650
1660
1870
1680
1590
1700
1710
1720
1730
1740
1750
1760
1770
1780
1790
1800
1810
1820
1830
1840
1850
1840

§0T0 980

PIR,C )=

NEXT €

HEXT R

REM TINE TO PLAY BACK THE TRIANGLE WITH AN ARTISTIC FLARE
IF 0<>3 THEK 1070

LET T=T#2-1

FOR R=1 10 T

FOR C=1 10 T

IF P(R,C)=0 THEN 1130
IF(PAR,C)/Q-INT(P(R,C)/0))8Q<, 95 THEN 1130
PRINT Ts;

GBTD 1140

PRINT S%;

KEXT C

PRIRT

NEXT R

IF LEFTS(RSS,1)="7" THEN 3240
BOTD 3710

REM OPTIOK 4 LINES 1210-1490
RE® TINE TO CREATE AND PRINT A DOUBLE PIECE OF PASART
=1

REH BUILD THE UPPER LEFT HAND CORNER OF THE ARRAY
LET W=2

FOR R=1 T0 W

FOR C=1 TD Z-1

IF (R=1)%{C-1)=0 THEN 1310
PR, C)=PiR=1,C)4P(R,C~1}

IF P(R,C)<Q#0+D THEN 1320
P(R,C)=P(R,C)-0%Q

GOTO 1280

PR, C)=1

REXT ©

7=2-1

HEXT R

;:: BUILY THE LOWER RIGHT HALF OF THE ARRAY
W=z

FOR @52 T0 1 STEP =1

FOR C=Z T0 N STEP -1

IF (R-2)%(C-2)=0 THEN 1450
PR, C)=PLR,C+1 4P (k41,0

IF P(R,CI<0%0¢0 THEN 1440
PR,C)=P(R,C}-0+0

GOTO 1420

PIR,CI=1

HEXT C

=N+t

HEXT R

8OTO 1070

REN OPTIONS 5 AND & LINES 1500-2120
#i=0

REN BUILD THE UPPER LEFT CORMER OF THE ARRAY
1531

Z=INT(Y/2)

B5=2¢2

11=2

12=I1

23022

X4=13

X5=x4

FOR 1=1 TO 21

FOR Jut TO I

IF (J=1)%(1-1)=0 THEN 1680
PUI,00=P{I,d-1)+PLE=1,J)

[f P(1,)¢020¢0 THEN 1490
PUL,0)=P{1,J}-0%0)

BOTO 1450

P, )51

HEXT J

IF 0=4 THEN 1720

7=2-1

HEXT 1

=21

REM BUILD THE UPPER RIGHT CORMER OF THE ARRAY
FOR I=1 1D 21

FOR J=Y TD X541 STEP -1

IF I=1 THEK 1830

IF J=Y THEW 1830
PUI,D=PUT, 341 )4P01-1,0)

IF PU1,J)€0#0+0 THEN 1840
PCI,J1=P(1,0)=0%0

BOTD 1800

PLI, =1

WEXT J

IF O=§ THEN 1870

X5=X5+1



1870
1890
1890
1900
1910
1920
1930
1940
1950
1960
1970
1980
1990

2150
2360
2370
2380
2370
2400
2410
242¢
2430
2440
2450
2440
2470
2480
2490
2500
2310
2520
2530
2540
2530
2370
23580
2%%0
2600
2610
2620
2630
2640
2650
2670
2480
2690
2700
210
2720
730
2740
2750
2740
2770
2780
2790
2800

MEXT I

N=22

REN BUILD THE LOWER LEFT LORNER OF THE ARRAY
FOR I=Y TD X4+1 STEP -1

FOR J=1 TO 22

IF J=l THEM 1980

IF I=Y THEN 1980

PUI ) =PLT,J=1)+P(141,0)

IF PCI,J)<0e020 THEN 1990
PUL,J)=P(I,J)-G00

BOTD 1950

P(I,1)=1

NEXT J

IfF 0=4 THEN 2020

12=12-1

NEXT I

N=23

REN BUILD THE LOUER RIGHT CORMER OF THE ARRAY
FOR I=Y T0 M+l STEP -1

FOR J=Y TO 22341 STEP -1

IF J=Y THEW 2130

IF I=Y THEN 2130
PUL,J)=P{1+1,J04P(1,J¢1)

IF P(I,J)<0#Q3@ THEN 2140
PLL,J)=PLI,J1-2s0

607D 2100

F(I, 0=t

REXT J

IF 0né THENW 2170

13=7341

NEXT 1

GOTD 1070

REM PASFORM C OPTION 2 LINES 2150-2240
FOR R=1 T8 T

FOR C=1 70 1

IF OOR THEN 2300
IF(C-1)=0 THEN 2290

IF R=C THER 2290

LET P(R,CI=P{R=1,C=1)+P(R=1,L)
IF PLR,C1<Q¢0*0 THEN 2300

LET P(R,C)=F(R,C)~020

BOTO 22640

LET P(R,C)=1

NEXT C

NEXT R

6070 1040

REN PASFORM & OPTION 3 LINES 2290-2480
IF T<=36 THEN 2370

PRINT “MAX. OF 36 ROUS ALLOWED WITH THIS OPTION...HERE THEY COME"
LET Ta38

LET P(1,Th=1

FOR R=2 T0 T

LET C=1

IF C>T#2-1 THEN 2530

IF R#C=T+1 THEN 2470

IF C=1 THEM 2480

LET PR,C)=P(R=1,C~1)4P(R=1,C+1)
IF P(R,C)<O+0%Q THEN 2480

LET P(R,C)}=P(R,C)-G+0

80TD 2440

LET P(R,C)=1

IF R+C<T+1 THEH 2510

LET C=C42

BOTD 2400

LET C=C+1

80TD 2400

MEXT R

6070 1040

REM OPTION 7 LINES 2540-3190

REN PUSHES THE BOUNDARIES UAY OUT
REM WOTE THE PROTECTION AGAINST THE TIME OUT PROBLEM ON UNIV 1110

PRINT “UHAT UILL BE THE COORDINATES (R,C) OF THE UPPER LEFT CORNER®

PRINT “OF THIS SECTION";

INPUT R1,C1

DI RC1000},C(1000)

REM so0 TaTINCI)

FOR L1=1 TO 72:FOR L2=1 TO 72:P(L1,L2)=0NEXT L2sMEXT L1
FOR L2%1 TO 1O00:R(L2)=1:C(L2)=1:MEXT L2
IF R1=1 THEM 2780

FOR R=2 T0 &1

FOR C=2 10 C1472

R(CI=R{CI+RIC~1)

IF R(C)<Qs0%Q THEN 2740

R(CI=R{C}-@eg

BOTO 2710

NEXT C

REN ##& IF TIR{1)-T<& THEN 2770

BOSUB 3210

NEXT R

IF Ci=1 THEN 2900

FOR C=2 T0 C1

CLR1I=R(C)

<aiv
2820
2830
2840
2850
1869
287¢
2880
2890
2%00
2910
2920
2930
2940
2950
2740
2%70
2980
2990
3000
3010
3020
3030
3040
3050
3né0
370
380
3070
3100
3noe
3120
J130
140
3150
3140
3170
3180
3190
3200
aze
3220
3230
3240
3250
3260
270
3280
3290
3300
3ne
330
3330
3340
3350
33460
3370
3380
3390
J400
3410
3420
3430
J440
3450
3460
3470
3480
3490
3300
a5
3320
3330
3540
3550
3540
3570
3580
3590
3600
3610
3520
3830
3540
3650
3660
3670
Jago
Jé90
Jro0
37ne
Ok
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Pyl ReRI+l I RiIt/L

C(RI=C(R)}+C(R-1}

IF c(R}<0=0+Q THEN 2860

C(R}=C(R)~-0%Q

6OTC 2830

HEXT R

REM #+» JF TIM{1)-T<é THEN 28%0

G0sue 3210

HEXT C

FOR €=1 T0 72

Pt1,C)=R{C+CI-1)

P(C,1)=2C{C+R1~1}

NEXT C

FOR R=2 TO 72

FOR C=2 TQ 72

P(R,C)=P(R=1,C}+P(R,C~1)

[F P(R,C)<G+Qs@ THEN 3000

P(R,C)=P(R,C)-040

BOTO 2970

NEXT C

REM #++ IF TINC1)-T<é THEN 3030

GOSuUB 3210

MHEXT R

gosue 3210

PRINT

PRINT

fOR R=1 TO 70

FOR C=1 10 70

IF (P(R,CH/O-INT(PLR,C)/0))#B<.78 THEN 3120
PRINT T%§

GOTO 3130

PRINT §9;

MEXT €

REW =+ IF TIM(1)-T<6 THEN 3140

GOSUB 3210

PRINT

NEXT R

PRINT

PRINT

GO0TO 1170

PRINT * “3

REN #=¢ LINPUT AS

RER #x¢ T=TIN(1)

RETURN

GoTD 1170

REN CALENDAR

LET X=Y9

REN LIMES 3240-3440 PRODUCE A CALEMDAR

REM PROGRAM IS A SUBROUTINE THAT USES VARIABLE X=YEAR-OF CALENDAR
REM

C=é

FOR J=1600 10 X STEP 1

IF J=X THEN 3370

IF J/4 <> IRT(J/4) THEX 3380

IF 1J-12000#{J-1800)+{J=1900)4(J-2100)#(J-22002¢(J-2300)=0 THEN 33JB0
C=C+2

GOTD 3390

C=C*1

IF C<7 THEN 3410

C=C-7

NEXT J

PRINT

FOR R=1 TD 12

READ A%

PRINT TABC(17);A8;" "3X

READ B

IF X74 > INT(X/4) THEN 3500

IF &% <> “FEBRUARY" THEN 3500

LET B=B+1

REM TIME TO PRINT THE CALENDAR FOR THE YEAR X
PRINT gageseapeyEsEssscessss=sssssseaREEE==S S
PRINT "'SUN NOW TUE NED THU FRI  SAT!"
PRINT "ssssszzs=zzsz=zczzczczz=ssssaNasEssgsco=zcz®
FOR D=1 T0 B

PRINT TaB(&+C)3D;

LET C=C+1

IF C<7 THEN 3400

PRINT

C=0

NEXT D

PRINT

PRIN] “ssssssssmssssmmasszssss=s=s=s=smssszssans’
FOR P=1 10 3

PRINT

NEXT P

NEXT R

DATA "JANUARY®,31,"FEBRUARY",28,"MARCH",31,"APRIL®,30,"KAY",3]
DATA “JUNE*,30,"JULY*,31,"AUGUST*,31,"SEPTENBER",30,"OCTOBER",31
DATA "NOVEMWBER",30,"DECENKBER" 31

REM THE EMD

END



PINBALL is, naturally enough, a
simulated pinball game—complete
with bells if your terminal has them—in
which the computer serves as the
pinball machine. However, you don't
need any quarters! The program is
divided up into ten small routines
contained within the whole. Each
subprogram performs one task in
simulating a pinball game.

Details on each task/subprogram are
as follows.

1) Starting and monitoring the game.

This task is performed by the master
function PINBAL, which is contained in
lines 1-600 of the program. Pinbal asks
if the user wants instructions or a
picture at the start of the game, puts
each new ball into play, moves the ball
until it comes into contact with an
object on the table, and tells the user
when he is finished and if he has
broken the table record.

2) Printing instructions.

This subprogram is on the lines
numbered 1010-1999, and its major
task is to print the instructions of the
pinball game and then to branch to the
picture program to print a picture of the
table (see below). After the picture of
the table is completed, this subroutine
explains the function of each figure on
the table.

3) Registering “hits” and computing
new scores.

Lines 2010-3999 are in charge of
taking action each time the space
occupied by the ball on the table is not
blank. These lines also prepare the
table to take action on the next task,
namely flipping the table's flippers
when the ball approaches them.

4) Flipping the flippers.

This task is accomplished by the
lines in the four thousand range. These
lines also set up indicators for the
monitor routine (1 above} to put the
next ball into play if necessary and
branch to the routine that adds bonus
points for tags (letters A-J) knocked
down during that ball's play.

5) Bonus points at the end of a ball’s
play.

Lines in the five thousand range
handle this task and then branch back
to the monitor routine to put the next
ball into play. If all ten tabs are knocked
down in one ball, the program Im-
mediately awards a bonus of 250 points
and an extra ball to the player and
resets the tabs for further play. Normal-
ly, bonus points areawarded atthe rate
of ten per tab at the end of a ball.

6) Printing pictures of the iable.

Lines in the six thousand range print
a picture of the pinball table, either at
the beginning of play or randomly, at
the rate of one picture for every twenty-
five “hits.”
7) Bouncing the ball off bumpers and

the jackpol.

The ball is "bounced” by the routine
beginning at line 7850.

8) Initializing the table.

The table is initialized at the begin-
ning of the game by lines in the nine
thousand range.

RUN

PINBALL

Suggestions for improvement and

change.

1) Change the table as you wish by
inserting or deleting bumpers,
jackpot(s), gates (numbers, now 1-9
and 0), etc. You may also move the
positions of any item on the table
except the three flippers.

2) Program in new sorts of table ob-
jects.

3) If your system is so equipped, rig in
the program with some synthesizer
music to heighten realism!

Pinball was conceived and written by
Donald-Bruce Abrams.

CREATIVE COMPUTING
HORRISTOWUN, NEW JERSEY

WELCOKE T0 COKPUTER PINBALL!'!

WOULD YOU LIKE INSTRUCTIONS TO THIS

FANTASTIC GAME® YES

THE RULES OF COMPUTER PINBALL ARE FAIRLY SIMPLE. YOU GET & TOTAL OF
FIVE BALLS. [IF YOU SCORE MORE THAN 1400, YOU GET & SIXTH BALL. IF
YOUR SIX BALL SCORE IS5 HORE THANM 2200, YOU GET A SEVENTH BALL.

THIS TABLE HAS THREE FLIFPERS, EACH OFf OF WHICH PROTECT AN DUT CMUTE.
HOWEVER, TKIS SET DIFFERS FROM OTHER SETS, SINCE YOU NAY DNLY FLIP
TUD OF THE FLIPPERS ANY TIKE THE BALL APPROARCHES THE CHUTE.

NOTA BENE: YOU DO NOT!!'t KNOW FOR SURE WHERE THE BaLL 1S'!

SC, IF YOU FLEF THE URONG TWO FLEPPERS, YOU LDSE THE BALL. AND THE

NEXT BaZL IS PUT IKTO PLAY.

YOU CAN GET A PICTURE OF THE YABLE EVERY TIME THE BALL HITS
AN DBJECT, SO THAT MAY HELP YDU SOMEMBAT. ALSO, YOU ARE TOLD WHERE
THE BALL 1S EACH TIME IT HITSC(EVEM IF YOU DON"T GET A PICTURE!.,
THERE 1S SOME LOGIC TO THE CHOICE OF FLIPPERS, BUT SOM: LUCK 1S INVCLVED, TO0.
THE FLIPPERS ARE WUMBERED 1,2, AND 3 FROM LEFT 70 RIBHT, AND ARE SHOUN

OF THE PICTURE BELOM AS “1” HARKS.

SINCE LUCK PLAYS ONLY A SMALL PART IN CHOOSING THE CORRECT FLIPPER,
YOU WILL DO POORLY IF YOU JUST GUESS WHICH FLIPPER THE BALL 1S

HEADED TOUARD...

THE TABLE LOOKS LIKE THIZ:
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FESYRYRTYIFRYYY
THE CENTER BUMPER(S) IS THE JACKPOT!
THE BALL IS PUT INTQ PLAY THROUGH THE UP ARROW("), AND GOES UP ANE
4ROUND, WHERE IT IS DEPOSITED ON THE UPPER HALF OF THE TABLE.
fAY BOUNCE FRON THE SIDE OF THE TABLE, AND HAY BOUNCE UP FROM THE
_INES DN THE SIBE(=) AND FRONM THE PIAGONALS(\ ANDP /) AT THE BOTTOH
JF THE TABLE. THE BUNPERS ARE IMDICATED BY STARS(®).

FLIPPERS ARE SHOUN A4S EXCLAMATION POINTSC! OR !'!).

THE BALL MAY G0 OUT OF PLAY THROUGH ONE OF THE FOUR HOLES IN THE BOARDID),

[N UHICH CASE YOU UILL GET A BONUS BUT LOSE THE BALL,

THE BALL

GATES ARE SHOUN BY THE MUMBERS 1-9, AND KNOCH-DOUN TABS ARE SHOUN

AS THE LETTERS A-J. YDU GET A BOMUS FOR THESE AT THE END OF
A BALL, AND IF YOU KNOCK ALL OF THEM DOUM YOU GET A SPECIAL BONUS...

t++EVERY ONCE IN A UHILE, I WILL SHOU YOU 4 PICTURE OF THE
TABLE AS 1T HITS SOMETHING. THE BALL 1S SHOWN AS THE #.

THE BALL IS NOW AT ( 2 , 11 ).

70U RECEIVE 15 POINTS FROM THE BUMPER AT 5, 10 .
SCORE: 15

TAB H DOUN...

YOU RECEIYE 8 POINTS FRON THE BUMPER AT & , 14 .,
SCORE: 23

YOU RECEIVE 12 POINTS FROM THE BUNPER AT ' 9 , 8 .
SCORE: 35

BALL APPROACHING FLIPPERS.
IN THE FORS: X,Y ? 2,3

THE BALL IS NOW AT ( 7 , 10 ).

YOU RECEIVE 5S4 POINTS FROM THE BUNPER AT 7 ,
SCORE: 89

ENTER THE TUO FLIPPERS YOU WISK TO FLIP

10 .

TAB H DOUN...
YOU RECEIVE 31
SCORE: 1283

POINTS FROM THE BUMPER AT 9 , 11 .

YOU GET &0 POINTS FROM GATE 4
SCORE: 1343

BALL APPRDACHING FLIPPERS.
In THE FORM: X,Y ¥ 2,3
THE BALL IS NOW AT (8 , 2 ),

YOU RECEIVE 26 POINTS FROM THE BUMPER AT 8§ , 2 .
SCORE: 1349

YOU RECEIVE 37 POINTS FRON THE BUHPER AT & , 2 .
SCORE: 1406

ENTER THE TWD FLIPPERS YOU WISH TO fLIP

TAB & DOUN...
YOU GET 45 POINTS FROM GATE 2
SCORE: 1451

TAB F DOUN...
YOU RECEIVE
SCORE:z 1441
BALL APPROACHING FLIPPERS.
IN THE FORM: X,Y ' 1,2

THE BALL IS5 NOW AT ¢ 3 , & 1.

YOU RECEIVE 15 POINTS FROM THE BUMPER AT & , 5 .
SCORE: 1474
YOU RECEIVE
SCORE: 1325

10 POINTS FRON THE BUWPER AT 9 , B .

ENTER THE Tu0 FLIPPERS YOU UISH TO FLIP

4? POINTS FROM THE BUMPER AT 1 , §5 .

TAR E DOUN...

TOO BAD... YOU HAVE GONE STRALGHT DUT A CHUTE HOLE("0° ON THE TABLE).

TO CONSOLE YOU, I WILL GIVE YOU AN EXTRA

13 POINTS, TO BRING YOUR TOTAL TD 1339 .
YOU NOU HAVE HAVE 1 BALLS LEFT.
YOUR BALL KNOCKED DOUM 4 TaGS!'!
FOR THIS STELLAR PERFORMANCE, YDU ARE AVARDED
neses 40 seesx POINTS!!
SCORE: 1578

THE BALL IS NOW AT ( 2 , 10 ),
YOU GET 25 POINTS FRON OATE 3
SCORE: 14353
YOU RECEIVE 1
SCORE: 1454
BALL APPROACHING FLIPPERS.
IN THE FORM: X,¥Y T 1,2

THE BALL IS HOW AT (5 , 10 ).

YOU RECEIVE 35 POINTS FRON THE BUMPER AT
SCORE: 1459

POINTS FRON THE BUMPER AT 72 , 10 .

ENTER THE TWO FLIPPERS YDU WISH TO FLIP

3, 10.

—_— Meve —
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L1ST
1 PRINT TAB(25);"PINBALL"
2 PRINT TAB(20);“CREATIVE CONPUTING"
J PRINT TAB(18);"MORRISTOUN, NEU JERSEY"
4 PRINT:PRINT:PRINT
B DIN R&(10),P$(20),L(2?
9 GOSUB 9506
Al=0:A0=0:2X9=0
PRINT *UELCOME TO CONPUTER PIMBALL 1"
PRINT “UOULD YOU LIKE INSTRUCTIONS TO THIS *
PRINT "FANTASTIC GAME";

INPUT Q8:IF LEFT4(04,1)="Y" THEN GOSUB 1010:60T0 50
PRINTIPRINT "HOU ABOUT A PICTURE OF THE TABLE";
INPUT Q$:IF LEFT$(0$,1)="Y" THEN GOSUB 4010
PRINT:PRINT:B=5
g20:P20
T4="ABCHEFGHIJ" s PRINT
FOR Z=1 TO 10:R$(2Z)=" “:NEXT Z:23=0
150
A7=0

1F Bs0 THEN 290

LO1)=2+ INTRNDC1)46) 1L{2)=INT (RMD(1)#14)41
C=1+INT(RND(1)27)2A1=0

PRINT *THE BALL IS NOU AT C*3LC113%,"3L(2)3%)."
IF MIDS$(P$(L(1)),L(2),1)=" "THEN 150

80SUB 2010

IF A7:7 THEN 280

IF A1OA THEN 180

8070 260

LUID=L (1041

ar=0

L(2)=L(2)+INT(14RND{1)43)-2

IF L(2)<2 OR L{2)215 THEN LC1)=L(1)+INT{1+RND(1)33)-2
IF L2042 OR L(2)219 THEN L(2)=INT(2+RNDC1)*13)
IF L(1)>=2 AND L(1)<=20 THEN 6OTD 130
LO)SINTCI+RND(1)97)

8070 130

60SUN 4010

IF AD*1 THEN 400

ON X9+1 GOTOD 40,340

PRINT*YOU HAVE PLAYED YOUR SEVENTH BALL AND SCORED *;P;* POINTS!"
PRINT*YOU’RE VERY GODD!®:60TO 9999

PRINT *YOU HAVE PLAYED YOUR FIVE BALLS, AND HAVE SCORED®
PRINT A TOTAL DF "}P;" POINTS."

IF P<1600 THEW 9999

PRINT:PRINT "sss DONUS BALL 22"

B=B+1

X921

G0TD 60

PRINT *YOU HAVE PLAYED YOUR SIXTH BALL 4ND SCORED ";P;" POINTS!®
X9=2

IF P€2200 THEN 9999

PRINTIPRINT "sts BONUS BALL ¢ve"

B=B#1:5=3

BOTD 60

BOTD 2010

BOTD 150

LC1)s24 INT(RNB(1}47)

L(2)=2+#INT(RND(1)#13) :X=0:Y=0

6OT0 110
1010 PRINT:PRINT



TRE C DOUN...
YOU RECEIVE S POINTS FRON THE BUMPER AT & , 14 .

SCOREs

1864

TA: H DOUN...

BALL APPROACHING FLIPPERS,

IN THE FORHM: X,¥ * 2.3
THE BALL IS MOW AT ( 8 , 9 ).
YOU RECEIVE 32 POINTS FROM THE BUKPER AT ¢ , 8 .

SCORE:
YOU GET
SCORE:

BALL APPRCACHING FLIPPERS.

1694
60 POINTS FROWM GATE 8
1756

IN THE FORM: X,Y ? 2,3
THE BALL 15 MOU AT ¢ 5 , 3 ).
YOU RECEIVE S7 POINYS FROM THE BUMPER AT & , 3 .

SCORE:

HALL APPRDACHING FLIPPERS,

1813

IN THE FORM: X,¥Y 7 1,3
THE BALL IS NOW AT ( & , 6 ).

HALL APPROACHING FLIPPERS.

IN THE FORM: X,¥Y T 1,3
THE BALL 13 WOW AT ¢ & , 12 ).

YOU GET
FCORE:
YOU GET
SCORE:
Y0U GET
SCORE:
YOU GET
SCORE:
YOU GET
SCORE:

BALL APPROACHING FLIPPERS.

15 POINTS FROK GATE 4
1828

40 POINTS FROM GATE 4
1688

70 POINTS FROM GATE 3
1978

45 POINTE FROM GATE 3
2023

45 POINTS FROW BATE 4
2048

IN THE FORM: X,Y 7 1,2
THE BALL 15 dOU AT ¢ 5 , 14 ).
YOU RECEIVE S3 POINTS FROM THE BURPER AT 6 , 14 ,

3CORE:

2121

>
L\'s-h'na

Conhnued

YOU RECEIVE 32 POINTS FROM THE BUNPER AT 9% , 8 .

SCORE:

2133

TAR I DOUN...

BALL APPROACHING FLIPPERS.

IN THE FORM: X,Y T 1,2
THE BALL 1S HOU AT C 4 , 9 ).

TAE F DOUN, ..

TOU GET
SCORE:

90 POINTS FROM GATE 3
2243

-— More —

1030
10
1043
1060
1070
1080
1070
1093
1095
1097
1698
1099
1100
tie
1120
1123
1125
127
1130
1140
1230
1240
1250
1260
1243
1270
1280
1285
1290
1300
Mo
1320
1330
1340
1330

PRINT “THE RULES OF COMPUTER PINBALL ARE FAIRLY SIMPLE. YOU GET A TOTAL OF"
PRINT "FIVE BALLS. IF YOU SCORE MORE THAN 1600, YOU GET A SIXTH BaLL. IF"
PEINT "YOUR SIX BALL SCORE IS WORE THAM 2200, YOU SET A SEVENTH BALL."
PRINT:PRINY “"THIS TABLE HAS THREE FLIPPERS, EACH OF QF WHICH PROTECT AN OUT CHUTE."
PRINT “HOUEVER, THIS SET DIFFERS FROM OTHER SETS, SINCE YOU MAY ONLY FLIP®
PRINY “TUO OF THE FLIPPERS AMY TINE THE BALL APPROACHES THE CHUTE."
PRINT "NOTA BENE: YOU DO MOT!!! KNOW FOR SURE UNERE THE BALL IS''"
PRINT “S0, IF YOU FLIP THE WRONG TWO FLIPPERS, YOU LOSE THE BALL, AND THE®
PRINT “MEXT BALL IS PUT INTD PLAY."
PRINT * YOU CAN GET A PICTURE OF THE TABLE EVERY TINE THE BALL H1TS™
PRINT "AN DBJECT, SD THAT MAY HELP YOU SDREUHAT, ALS0, YOU ARE TOLD WHERE"
PRINT “THE BALL IS EACH TIME IT HITS(EVEN IF YOU DON’T GET A PICTURE)."
PRINT “THERE IS SOME LOGIC TD THE CHOICE OF FLIPPERS, BUT SOME LUCK IS INVOLVED, T0O.®
PRINT "THE FLIFFERS ARE NUMBERED 1,2, ANB 3 FROM LEFT TO RIGHT, AND ARE SHOUN™
PRINT “OM THE PICTURE BELOW AS “1° MARKS."
PRINT "SINCE LUCK PLAYS DNLY A SHALL PART IN CHDOSING THE CORRECT FLIPPER,"
PRINT "YOU WILL DO PODRLY IF YOU JUSY GUESS UHICH FLIPPER THME BALL IS"
FRINT "HEADED TONARD...":PRINT:PRINT:PRINT"THE TABLE LOOKS LIKE THIG:"
PRINT “#ddesstestssssss " :PRINT:PRINTSFOR Z=1TD20:PRINTPS(Z}:NEXT 2
PRINT:PRIRT:PRINT"sesessssrissssss”
PRINT "THE CENTER BUNPER(%) IS THE JACKPDT!"
PRINT “THE BALL IS PUT INTD PLAY THRIUGH THE UP ARROU(™}, AND GOES UP AND "
PRINT "AROUNB, UHERE IT IS DEPOSITED ON THE UPPER HALF OF THE TABLE. THE EalLL"
PRINT "MAY BOUNCE FROM THE SIPE OF THE TABLE, AND MAY BOUNLE UP FRON THE®
PRINT “LINES OK THE SIDE(=} ARD FROK THE DIABONALS(N AND /) AT THE BOTTOH™
PRINT “OF THE TABLE. TYHE BUMPERS ARE IMBICATED BY STARS(e)."
PRINT " FLIPPERS ARE SHOWH AS EXCLAMATION POINTSC! OR !'!).
PRINT “THE BALL WAY 60 DUT @F PLAY THROUGH ONE DF THE FOUR ROLES IN THE BOARD(C),®
PRINT "IN UHICH CASE YOU #ILL BET A BONUS BUT LOSE THE BALL."
PRINT * GATES ARE SHOUN BY THE NUHBERS 1-9, AND KNOCK-DOUN TABS ARE SHOWR"
PRINT "AS THE LETTERS A~J. TYOU GET A BONUS FOR THESE AT THE ERD OF~
PRINT "& BALL, A&ND IF YOU KNOCK ALL OF THER BOWN YOU GET 4 SPECIAL BONUS..."
PRINT:PRINT*oeoEVERY ONCE IN A WHILE, I WILL SHOU YOU 4 PICTURE OF THE"
PRINT "TABLE AS IT MITS SOMETHING. THE BALL IS SHOUM A4S THE #."
PRINTZPRINTeRETURM
2010 IF RIDSCPS(LCID),L(2),1}m" D™ THEN 2070
2420 IF INTCRNDC1)#.5)=2{>1 THEN 2022
2021 IF MIBSCPSCLCLD),LC22,1)s"/ "CRNIDSCPI(L{T) ), LI2),1)="\" THEN 2140
2022 SB=TMY(RMDC(1)0g¢1)
2023 FOR S7=1 10 S8:PRINT CHR$(7);:NEXT S?
2023 IF MLDS(PSCLCI2),L(20,1 <= "J"AND MIDSC(PSL{L{I}),L42),10>="A" THEN 2190
2040 §OSUB 3010
2450 RETURN
2070 PRINY “TOO BAD... YOU HAVE GOME STRAIGHT OUT A CHUTE HOLE(0’ ON THE TABLE}.
2073 PRIRT "TC CONSOLE YODU, I WILL GIVE YOU AR EXTRA"
2090 Q=INT(RND{1}e1d1)

EMTER THE TWO FLIPPERS YOU WISH TO FLIP 2100 P=P+@

2110 PRINT @z POINTS, TQ BRING YOUR TOTAL TO ";P3;"."
2115 PRINT "YOU HOU HAVE HAVE “7B-1:" BALLS LEFT."
2120 B=B-1

2130 47=7

2140 §0SUB 50t0

2150 RETURN

ENTER THE TWO FLIPPERS YOU WISH TD FLIP 2160 LOD)=L{T)4C14INTIRNDC1)+4))=(14INT(RHDC1)44) )

2170 L(2)=2+INT(RND(1}&14)
2180 RETURN

2190 PRINT

2200 FOR @=) T0 10

ENTER THE TWD FLIPPERS YOU WISH T0 FLIP 2203 IF R${@)=MIDS(P3{L{1)}},L(2),1) THEN 2275

2204 MEXT @
2205 I3=I3+1:R$(ZI)=AIDSIPSCLCTD),L(2),1)

ENTER THE TUO FLIPPERS YOU WISH TO FILIP 2210 PRINT:PRIRT "TAB “;R$(Z3);" DOWN..."

2255 IF I3=10 THEN GOSUP S01Q

2240 RETURNK

2273 RETURN

JO10 IF RIDS(PSCLCY1)),L(2),1)aCHRS(B) THEN RETURN
3015 IF HIDSCPOCLCIN),LE2),10="]" THEN RETURN
3017 IF HIDSCPSCLC1)), L2, 1 =vC" THEN RETURN
3018 IF MIDSCPSCLCI)),L(2),1)=""" THEN 3110

3012 Al1=0

3020 IF HIPS(POCLCI}),LC2),1)="=" THEN 3410

3030 C=C~1

3040 IF C=0 THEN 3110Q

3050 IF MIDSCPSCLCYI),LL2),1}="F"DRMIDS(PSCL(1}),L(2),1)="\"THEN 3110

ENTER THE TWO FLIPPERS YOU WISH TO FLIP 3040 IF MIDS(PSCLC1)3,L42),00="/"0RMIDS(PS(L{1)},L(2),1)=~“THEN 3110

3070 IF INT(I+RNDC1)925)=4 THEN GOSUB 6010
30B0 IF MIDS(PS(LC1)},L{2),1)="¢" THEN 3230
3090 IF NIDS(PSIL(1)),LL2),1)="%" THEX 3280
3100 60TO0 3320

—_— More —

ENTER THE TWO FLIPPERS YOU WISH TO FLIF
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PICTURE
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THE BALL WAS AT THE ‘47

EREERRRRRRRLINNE
YOU BET 75 POTATS FROM GATE 2
SCORE: 2318

YOU GET 43 POINTS FROM GATE 1
SCORE: 2343

TAB E DOUN...

BALL APPROACHING FLIPPERS.
IN THE FORM: X,T ? 2.3

THE BALL IS #OW AT ¢ 2 , 3 ),

BALL APPROACKING FLIPPERS. ENTER THE TWO FLIPPERS YOU WISH TO FLIP
IN THE FORM: X,Y 7 2,3

NG, YOU HAVE CHDSEMN TO PROTECT THE URONG FLIPPERS.
0 BALLS LEFT.

YOUR BaLL KNOCKED DOUS S5 TABS1!

FOR THIS STELLAR PERFORMNANCE, YOU ARE AWARDED

*sees J50 sesee POINTS!!

SCORE: 2413

EXTER THE TWO FLIPPERS YOU WISH T FLIP

10U NOW HAVE

YOU HAVE PLAYED YOUR FIVE BALLS, AND HAVE SCURED
A TOTAL OF 2413 POINTS.

sz BONUS BALL ¢=+¢

THE BALL IS HOM AT ( 7 , 13 ).
YOU GET 25 POINTS FROM BATE 4
SCORE: 2438

BALL APPROACHING FLIPPERS.
IN THE FORM: X,Y 7 1,2

THE BALL 1S NOU AT (5, 7 ).

YOU HAVE HIT THE JACKPOT!!!! YOU HAVE JUST WON
YOU NOW HAVE 2414 POINTS!

ENTER THE YUD FLIPPERS YDU UISH TO FLIP

126 POANTSY!

TAB G DOUN...
YOU GET 60 POINIS FROH SATE 4
SCORE: 2474
YOU RECEIVE 30 POINTS FROM THE BUMPER AT ¢ , B .
GCORE: 2724
YOU GET 75 POINTS FROM GATE 2
SCORE: 2799
100 BAD... YOU HAVE GONE STRAIGHT QUT 4 CHUTE HOLE(-0” ON THE TABLE).
T0 CONSOLE YOU, I YILL GIVE YDU AN EXTRA
41 POINTS, TO BRING YOUR TOTAL TD 2840 .
YOU MOV HAVE HAVE 0 BALLS LEFT.
YOUR BALL KNOCKED DOWN 1 TaGS|!
FOR THIS STELLAR PERFORMANCE, YOU ARE AUARDEY
#xeee 10 s POINTS!!
SCARE: 2830
YOU HAVE PLAYED YOUR SIXTH BALL AND SCORED 2850 POINTS!

tre BONUS BALL +e»

THE BALL IS NOW AT 5, 13 ).

YOU GET 60 POINTS FROM GATE §

SCORE: 2910

BALL APPROACHING FLIPPERS.

IN THE FORW: X,7 7 1,2

NO, YOU HAVE CHOSEN TO PROTECT THE URONG FLIPPERS.
0 BALLS LEFT.

YOU HAVE PLAYED YOUR SEVERTH BALL ANB SCORED 2910 POINTS!
YOU“RE VERY 800!

COME PLAY AGAIN SOMETIME!!

Dk

ENTER THE Tu0 FLIPPERS YOU WISH TO FLIP

TOU NOU HAVE

e
J120
130
3140
3130
370
3180
J190
3200
3210
3230
3240
3250
32480
370
3280
3290
3300
3310
33240
3330
3340
1360
3370
3380
3390
3400
3410
3420
3430
4010
4020
4030
4040
4040
4020
4080
4090
4100
1110
4120
1140
5010
3020
9030
5040
3030
3040
3080
3090
5100
3110
514
ar2e
4010
4020
4040
H044
4050
6060
4100
78%0
7860
7870
7300
2501

502
510
9520
7330
9340
2350
7360
9370
7380
?3%0
fé00
q410
g620
7430
F440
450
F460
670
480
9690
7700
9999
Ok

at=4
8010 339
IF L(21<6 THEN 6OTO 3180

IF L(2)<11 THEN 3200

D=2:1F INTOU4RND(1)#2)=t THEN D=D+(1+INT{RND(1)%23))=2:1F D>3 THEM D=D-3
RETURN

D=1:IF INTCT#RND(1)%2)=1 THEN D=IMT(RNB{1}+314D

RETURM

D=2:1F INTC1+R¥D{?)¢2)=1
RETURN

D=4+ INTCRND(1)#146)
PRINT "YOU MAVE HIT THE JACKPDTI!I! YOU HAVE JUST WOK "3@;" PRINTS!I=
Fupag

PRINT “YOU NOU HAVE ";P:" PDINTS! "

G070 3340

Q=INTIRND(1) 064341 :P=P40

PRINT *YOU RECEIVE “;0;* POINIS FROM THE BUAPER AT “;L{1};
PRINT “SCORE: ":P

6070 3340

A=15k{1+INTCRHD{1)+4) ) zP=P2D

FRINT "YOU GET ";0;* POIATS FROM BATE ":NIDS(PSCLC1)},L{2),1)
PRINT “SCORE: ":P

LETI=(L O R=INT{IoRMBO1I*3) )=INTC1+RND (1 %2}
LE2)=L42) =34 INT(RND(1}#5 341
RETURN

posur 7850

§070 3:30

LO12=L (1) - [ 14 INTCRRDCT 3550}
LE2)=L(2)-2+ {1+ THT (RND (1 124))
RETURN

PRINT "BALL APPROACHING FLIPPERS,
IMPUT "IN THE FORM: X,Y “:V,U

£F Y=D DR U=D THEN 4119

THEN D=D+INT(RNDCT)#3):IFD>ITHEN B=D-3

y #L1213".Y

EMTER THE TWC FLIPPERS YOU WISH TO FLIF

FRINT "NO, YOU HAVE CHOSEN YO PROTECT TME URONG FLIPPERS. YOU NOW HAVE"
PRINT B=1;" BALLS LEFT."

B=B-1

Ad=0

GOsuR sS010

RETURM .
A=

CEINTUI+RNBUT)SS)

RETURN

IF 23=10 THEN 50%0

IF 23=0 THEN RETURW

PRINT "YOUR BALL KNOCKED BOUN “:23;" TAGS!!'"

PRINT “FOR THIS STELLAR PERFORMANCE, YOU ARE AWARDED *
FRIRT “estea™ 10075 % xvea ™ sPRINT" POINTS|I®
P=P+10%23

EOTO %120

PaP+250

PRINT “esdenyQU KNOCKED DOWN ALL 10 TAGS!!!'saess=
PRINT “YOU ARE AUARDED 250 POINTS AMD AN EXTRA BALL'!''™
B=8+1

PRINT “SCORE: ";P:RETURN

PRINT

PRINTIPRINT® P I € T U R E ":PRINT"ssasresnsssnese”

FOR @=1 TB L{1)-1:PRINT PS$(R):NEXT

PRINT MIDS(PS(LOI)),1,L(2) =113 8" ;MIDS(PS(L (1) LE2)4T,14-L{2])
FOR Q=L(1)+41 TO 20:PRINT P$(Q):4EXT &

PRINT:PRINT“THE BALL WAS AT THE ‘8- ":PRINT:PRINT"Stentssasstrisas”
RETURN

LCZ)=ABSIL(2)-24INTCI+RND(T 1 04))

IF L{2)<=15 THEN RETURN

LE2)=1+#IMTCRRDC(1#15) tRETURY

Psity=" ™

FOR Q=1 TQ 12:P8L1)=P$(1)+"[“4CHRILE)+"1" 1 HEXT 0

POCII=PECIIF™ =

Pe(2)=" 0 0"
PE(1)="0 ¢ s * 9"
PS(4)="0 4 B C D 0"
P#(5)="0 * * a~
PS{4)="D ¢ ¢ § 2 =+ Q"
Fe(7)="0 X g
PS(B}= 00 E F O H *0*
F8(9)="D * % 9 o
Ps${10)="Q=== nzag"™
PS(11)="0 1 2345 o
PS(12)="0 ¢ 6 7839 = Q"
P3(13)n"Qzmz 0 =xaf)
PS{14)="0 0 O o o
PSLI5)="11) e
PSl14)e"D A\ / O0*
PSCI7¥="0 N\ T /7 O"
PE(18)="D \ / o"
P$C19)="D N/ 0"
P$(20)e¥\==meea [ "=y
RETURN

PRINT "COME PLAY AGAIN SOMETIME!!™:END
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Rabbit €hase

Seemingly, the purpose of this game
is to chase-down and catch a rabbit.
Now this rabbit is an elusive little
devil—it can hop randomly in any
direction. You canrun at least as fast as
the rabbit, maybe even faster (the
computer will decide). You must get
within 20 units of the rabbit to be able to
catch him. Before each hop, the
computer will print out your position,
the rabbit’s position, the direction the
rabbit is going to jump, and your
closest approach on the last hop. You
are to tell the computer which direction
you wish to run. All coordinates and
directions are as a geometer would
mark them on a standard Cartesian
Coordinate System.

In addition to being good fun, this
game gives you practice in using and
visualizing an x-y coordinate plane.
After each hop, consider the output
and try to run the right direction. Try to
do all the figuring in your head. Using
scratch paper is considered to be

RUN
RABBIT CHASE
CREATIVE COMPUTING MORRIS

SPEEDS (UNITS/HOF):
RABELT - 130 YOu - 130

ROP#: T PISTANCE TD RARBIT: 4886
RABRIT === POSITIDN: ¢ -1%Q, 450
YOU «==-=- POSITION: ¢ 0, 0
HOPN; 2 DISTAMCE 10 R«BBIT: 322
RABBIT -~~~ POSITION: ( -310, 399}
YU ====== POSITION: { -92, t2)
HOP®: 3 DISTANCE TO RABBIT: 3’e
RABBIT ~--~- POSITION: ( -393, 49%)
YOU ~====-= POSITIDN: « -184, 184)
HOPX: 4 DISTANCE T0 RABRIT: 223
RABBIT ==~ POSITION: ( -248, S24)
YOl ~=+===- POSITION: ( -184, 314)
HOPH: % DISTANCE T0 RABBIT: 103
RABBIT == POSITION: { -175, 430)
Y =o=ee- FOSITION: ¢ -27&, 404)
HOP®: & DISTANCE TO RABBIT: 107
RABBIT «-~ POSITION: [ =188, 300}
Y =r===- POSITION: ( -146, 406)
HIPR: 7 DISTANCE TO RABBIT: 157
RABRIT ==~ POSITION: { -124, 424)
T =e=etee POSITION: ¢ -238, 3143
HOFPR: E DISTANCE 10 RABEILT: 128
RABEIT ==~ POSITION: ¢ -229, 344}
0y ~====a POSITION: ¢ -108, 314}

cheating (except for maybe the first
time you play).

Suggested Modifications

1. Change the program so that you can
choose your own speed.

2. The game is much more challenging
when the “capture distance" can be
varied. A distance of 50 units is a
cinch, 15 units may make you wish
for scratch paper, 5 units will require
you to use a protractor and graph

LIST

10 PRLNT TAB(29);"RABEIT CHASE"

20 PRINY TAB(13);“CREATIVE COMPUTING RIREISTDUN
30 PRINT c—'—)
40 PRINT NEU JERSE)
S0 PRINT

100 REM (“T° IS THE SQUARE OF THE [APTURE DISTANCE
105 LET T=400

113 REM --  INITALIZE VELOCITIES AND POEITIONS
125 LET VIsINT(RND(ID#104, 51810450

130 LET Ve (INT(RMBCI 24,5041 )01

135 LET X1=CINTCRUDBCT D 40004100 ) #SEN(RRD(1)-.5)
140 LET r1=CINTCRND(1)=400)#100)*S6N(RNDL1)~,5)
145 IF Y1=0 QR X1=0 THEN 135

130

LET X220

paper.

3. Seeif you can inventa way to extend
this game to 3 dimensions! 4 dimen-

sions! etc.!

4. You might try limiting the total
number of hops and/or having the

135
140
143
129
175
180
185

LET v2=p

PRINT “SPEEDS (UNITS/HOF):"
PRINT “RABBIT =";01,"YOU =*iy2
PR4NT

PRINI

FRINT

LET C=(X2=XF1"24(Y2-Y1}"2

C ) 190 LET P1=3.14159245358%,/180
computer give hints when re- 195 LET b=t
quested. 200 REM --  PRINT Qur

215 LET BI=INT(RND{1)e359)
Rabbit Chase was written by Ted C. 220 PRIAT “HoPm: *;

Park of Pacific Union College. It first gi: ;.f; 1‘"‘
appeared in Creative Computing, i mg: - nn:snm:r: 10 RAREIT: “;
Mar/Apr 1975. 240 LET 2=80R1(X2-X1)"24(¥2-7{} -2}
245 GOSUB %10
250 PRINT "  CLOSEST APPRDACH: =;
255 LET Z=SOR(C)
260 6OSUR %10
280 GOSUE 520 245 PRINT
285 PRINT *,"; 270 PRINT "RABELT ~-- FOSITIUN: ("3
TOUN NEW JERSEY 290 LET Ze11 278 LET I=X1
275 BOSUR 520
300 PRINT *)  AND DIRECTION:*:
305 LET Z=0
310 GOsup s10
315 PRINT
320 PRINT "YOU ---=-- FOSITION: ("}
328 LET Zex2
330 GOSUE 520
CLOSEST APPROACH:; 488 335 PRINT " "1
AND DIRECTION: 2013 Jae LEY 22
AND DIRECTION:? 135 34% GOSUB 520
350 PRINT ")  aND DIRECTION:";
355 INPUT D2
CLOSEST APPROACH: 377 360 IF D2 ¢ 0 DR D2 >=340 THEN 355
ANC DIRECTION: 130 345 PRINT
AND DIRECTION:? y3s 370 PRINT
380 REM -~  COWPUTE PATHS AND SEE IF THEY INTERSELT
390 LET XI=VieLOS{B1+P11/100
CLOSEST APPROACH: 377 395 LET YI=V1sSIN(DIeP1}/100
AND DIRECTION: 11 400 LET X4=V2sCOS(B2*P1)/100
AND DIRECTION:T %0 405 LET Y4=Y2eSINCD2+P11/100
410 LET C=(X2-X1)"24{¥2=71}"2
415 FOR I=1 TD 100
CLOSEST APPRDACH: 223 420 LET X1=X14X3
AND DIRECTION: 314 425 LEY YiaY1+Y3
AuD DIRECTION:T 135 430 LET X2=X24X4
435 LET Y2sY2474
440 IF C € (X2=X1)°24(Y2-Y11"2 THEK 445
LOSEST APPROACH: g9 ALY C2(X2-X1)"244Y2-Y1."2
AND BIRECTION: 274 445 NEXT I
AND DIRECTION:7? 0 450 LET HeH+t
455 IF C 2 7 THEN 215
460 PRINT
CLOSEET APPROACH: §7 445 PRINT
AND DIRECTION: 72 470 PRINT “sesxxzavey"
AND DIRECTION:? 225 475 PRINT o GGT YA +"
A0 PRINT “"szsassssan'
4BY PRINT
CLOSEST APPROACH: 38 490 PRINT
AHD DIRECTiON: 218 500 END
AND DIRECTION:? ¢ 510 REM =~  CONVERTS MUNBERS TD STRINGS FOR CLEANER QUTPUT
520 Z=INT(2+.5)
525 PRINT RIGHTS(" “eSTR$(2},%1;
CLOSEST APPRIACH: &8 585 RETURN
AND DIRECTION: 134 590 EMD
AND DIRECTION:Y 170 oK
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Roadrace

You are the driver of a race caron the
notorious NY Route 20. You'll have to
drive § miles with ¥ gallon of gas, while
keeping alert for changes in the road
conditions, other cars, etc.

At the start you pick your car and
course. During the race you control
braking and acceleration.

Watch out for passing another car! If
you try to go the same speed he’s
going, you're Q@oing to meet a
Greyhound bus head-on!

The game is tough to win. | usually
wipe out in a curve or run out of gas.
You might want to increase your MPG
rating. ..look at line 870.

Good luck!

This program originally appeared in
Creative Computing, Jan/Feb 1975.

RUN
ROADRACE
CREATIVE COWMPUTING MORRISTOMN HEV JERSEY

THIS IS THE PITTSFIELD-ALBANY ROAD RALLY

UELCOKE TO THE FIRST ANWUAL PITTSFIELD-ALBAMY ROAD RALLY.
YOU‘LL BE DRIVING RT. 20. TRYING TO WIN THE RACE AND
STAY ALIVE IN THE PARRGIN. GOOD LUCK!!

YOY HAVE YOUR CHOICE OF: (1) A Vu; (2) 2083 NOVA;
(3} 1-28; OR (4) FERRARI

CHDOSE THE CAR YOU WANT BY THE MUMBER IN FRONT OF IT.
REMEMBER, THE BETTER THE CAR, THE WORE GAS IT USES.
WHICH CARY ]

MOU YOU CHOOSE WUHICH COURSE YOU UANT TO RACE OM.

THE EASIEST COURSE 1S MUNBER 1, AND IS THE STRAIGHTEST
ROUTE. RUHBER 5 COMSISTS MOSTLY OF TURNS AND TWISTS.
VUHICH ROUTE DO YOQU UANT? 1

YOU WILL MEED TO TRAVEL 5 MILES UITH .5 GALLONS OF 6AS.
YOUR STATUS WILL BE SHOUN EACH 10 SECONDS. AFTER EACH
STATUS CHECX YOU WILL BE ASKED FOR A NEW RATE OF BAS.

A RATE OF +10 IS HARD ACCELERATION, AND -10 IS HARD BRAKING
ANY NUNBER IN BETUEEN IS ALLOUABLE.

PRESENT VELOCITY = 0 MWD. OF BALLONWS = .5
NO. OF WILES = 0 TIME PASSED = ¢ SECONDS
UHAT IS YOUR MEU RATE OF GAS 7 10

ROAD CONDITIONS:CLEAR AND STRAIGHT

PRESENT VELOCITY = 70 MO. OF GALLOMS = .47

NO. OF MILES = 152174 TINE PASSED = 10 SECONDS
UHAT IS YOUR NEU RATE OF Gas 7 2

ROAD COMDITIONS:VECHICLE AMEAD 1000 FEET

PRESENT VELOCITY = 55 NO. OF GALLONS = ,444

NQ. OF MILES = .271739 TINE PASSED = 20 SECONDS
UHAT IS YOUR NEW RATE OF GAS * 10

ROAD CONDITIONS:VECHICLE PASSED BY 75 MPH
PRESENT VELOCITY = 102 #0, OF GALLONS = .434
NO. OF NILES = .493478 TINE PASSED = 30 SECONDS
WHAT IS YOUR REW RATE OF GAS T 10

ROAD COMPITIOMS:VECHICLE AHEAD 1000 FEET

PRESENT VELOCITY = 130 k0. OF GALLONS = .404

NO. OF MILES = .776087 TIME PASSED = 40 SECONDS
WHAT 1S YOUR MEU RATE OF BAS ? -3

ROAD CONDITIDNS:VECHICLE BPEING PASSED
GREYHOUND BUS IN DTHER LANE DOING &4 MPH CRASH VELOCITY =
WHERE [S YOUR FUNERAL BEIND HELD Y

YOU WANT TO TRY AGAIN, RIGHT !!1!
1-YES, 2-A07 1
WHICH CAR? 3

WHICH ROUTE DO TOU UANTT S

PRESENT VELOCITY = 0 NO. OF GALLONS = .5

NO. OF MILES = 0 TIME PASSED = 0 SECONDS

WHAT [S YOUR MEW RATE OF 6AS ? 10

ROAD CONDITIONS: WARNING: CURVE AHEAD

PRESENT VELOCITY = 70 WO, OF GALLONS = 47

NO. OF MILES = ,152174 TINE PASSED = 10 SECOMDS
WHAT IS YOUR NEU RATE OF 6AS 7 0

ROAD CONDITIONS:THROUSH CURVE

PRESENT VELOCITY = 41 NO. OF BALLONS = .47

NO. OF MILES » .241304 TINE PASSED = 20 SECONDS
UHAT IS YOUR MEU RATE OF GaS © 2

ROAD COMPITIONS: UARNING: CURVE AHEAD

PRESEMT VELOCITY = 73 NO. OF BALLONS = .44%

NO. OF WILES = .4 TIME PASSED = 30 SECOMBS

UMAT IS YOUR MEU RATE OF GAS ? -1

ROAD COWDITIONS:THROUGH CURVE

PRESENT VELOCITY = 35 MO, OF GALLONS = ,449

MD. OF WILES = .478241 TIME PASSED = 40 SECONDS
UHAT IS YOUR MEV RATE OF 6AS 7 10

ROAD CORDITIONS:CLEAR AND STRAIGHT

PRESENT VELOCITY = 91 HO. OF GALLONS = .419

MO, OF MILES = .476087 TIME PASSED = 50 SECONDS
WHAT IS YOUR NEW RATE OF 8AS 1 S

ROAD CONDITIONS: WARNING: CURVE AHEAD

PRESENT VELOCITY = 88 NO. OF GALLONS = .404

WO, OF WILES = ,867391 TIHE PASSED = 40 SECOMDS
WHAT IS YOUR NEW RATE OF GAS 7 -4

ROAD CONDITIONS:THROUGH CURVE

PRESENT VELOCITY » 23 NO. OF BALLONS = .404

NO. OF WILES = 917391 TIME PASSED = 70 SECONDS
UHAT 15 YOUR NEW RATE OF 6AS 7 7

ROAD CONDITIONS: UARNING: CURVE AHEAD

PRESENT VELDCITY = §2 N0, OF GALLONS = .3B3

NO. OF WILES = 1.03217 TIME PASSED = 80 SECONDS
UHAT IS YOUR KEU RATE OF GAS 7 -1

ROAD COMDPITIOMS:ARE TERRIBLE
16 UAS THE SPEED THROUBH THE CURVE

27 WAS YOUR SPEED, BY THE VUAY WHERE IS YOUR FUNERAL BEING HELD ?
133

105



i |
10 PRINT TAB(27);"ROADRACE" 880 IF A1< 0 THEW 1380

20 PRINT TAB(15);"CREATIVE COMPUTING MORRISTOMN WEW JERSEY" 890 IF R1=1 THEN 1050

30 PRINT 900 IF 01=1 THEN 980

40 PRINT 910 LET @=INT(CC2+1)¢RND(1))

50 PRINT 920 LET R=INT((3.75-CZ)*RND(1})

100 PRINT * THIS 1§ THE PITTSFIELD-ALBANY ROAD RALLY" 930 IF R > 0 THEN 1270

120 PRINT 940 IF @ > 0 THEN 1340

130 PRINT "UELCOME TO THE FIRST ANMUAL PITTSFIELD-ALBANY ROAD RALLY.™ 950 PRINT "CLEAR AN STRAIGHT"

140 PRINT “YDU’LL BE DRIVING RT. 20, TRYING TO MIN THE RACE AND® 940 PRINT

150 PRINT "STAY ALIVE IN THE BARGIN. 600D LUCK!!™ 970 60TD 620

160 PRINT 980 LET H=INT(15435!+RNB(1))

170 PRINT "YOY HAVE YOUR CHOICE OFt (1) A VU; (2) 283 NOVA;" 990 LET H=H+S¢C1

180 PRINT “(3) Z-28) OR (4) FERRARI® 1000 IF V>H THEN 1500

190 PRINT 1010 PRINT "THROUBH CURVE®

200 PRINT "CHOOSE THE CAR YOU WANT BY THE MWUMBER IN FRONT OF 1T." 1020 PRINT

210 PRINT "RENEMBER, THE BETTER THE CAR, THE MORE GAS IT USES." 1030 LET Q1=0

220 PRINT “UHICH CAR"; 1040 GOTO 420

230 INPUT €1 1050 LET E=E-(V-D)#3!

240 LET C1=INT{(C1) 1060 IF E < 0 THEM 1100

250 IF C1 > 4 THEN 280 1070 PRINT "VECHICLE "jE;* FEET AHEAD"
260 IF C1 < 1 THEN 280 1080 PRINT

270 BOTD 300 1070 G6OTD 420

280 PRINT "INVALID CAR NUMBER. NEW CAR *; 1100 IF V-B < 5 THEN 1180

290 BOTD 230 1110 PRINT “VECHICLE PASSED BY *;

300 PRINT 1120 LET D=v-=D

310 IF N2=1 THEN 345 1130 PRINT D}

320 PRINT "HOV YOU CHOOSE WHICH COURSE YOU WANT T0 RACE ON.* 1140 PRINT “HPH"

330 PRIMT "THE EASIEST COURSE IS NUMBER 1, AND IS THE STRAIGHTEST® 1150 PRINT

340 PRINT “ROUTE. NUMBER § CONSLSTS NDSTLY OF TURNS AND TWISTS.® 1140 LET R1=0

345 PRINT *WMICH ROUTE BO YOU WANT"} 1170 80TD 420

350 INPUT C2 1180 PRINT "VECHICLE BEING PASSED *
360 LET C2@INT(C2) 1190 LET D=INT{25+40#RND (1))

380 IF C2 < 1 THEN 410 1200 PRINT "BREYHOUND BUS IN OTHER LANE “;
390 IF €2 > 5 THEN 410 1210 PRINT “DOING "}

400 60TO 430 1220 PRINT B;

410 PRINT "INVALID COURSE NUMBER. WEW CHOICE *; 1230 PRINT * KPH “;

420 60TD 350 1240 LET D=V4D

430 IF N2=1 THEW 490 1250 PRINT “CRASH VELOCITY = ";D

435 PRINT 1270 PRINT "UMERE 15 YDUR FUNERAL BEING HELD 1"
440 PRINT "YOU §ILL NEED TO TRAVEL 5 MWILES UITH .5 GALLONS OF BAS.® 1280 GOTD 1540

450 PRINT "YOUR STATUS WILL BE SHOUN EACH 10 SECONDS. AFTER EACH " 1290 PRINT "VECHICLE AHEAD 1000 FEET"
460 PRINT "STATUS CHECK YOU WILL BE ASKED FOR A MNEW RATE OF GAS. " 1300 PRINT

470 PRINT "A RATE OF +10 IS HARD ACCELERATION, AND -10 IS HARD BRAKING® 1310 LET D=INT(25+35¢#RND(1))

480 PRINT "ANY NUMBER IN BETUEEM IS ALLOUABLE." 1320 LET Ri=i

490 FOR I=1 TO C1 1330 6OTO 620

500 RERD B,N,S 1340 PRINT " WARNING: CURVE AHEAD "
510 LET B=B/10 1350 LET @1=1

520 NEXT I 1360 PRINT

530 LET A1=.5 1370 BOTO 420

540 LET Mis0 1380 PRINT “EXCELLENT BUT WAIT!®

850 LET C1=C1/2 1390 PRINT

560 LET V=0 1400 PRINT “YOU RAN OUT OF BAS™

§70 PRINT 1410 GOTO 1550

580 LET R1=0 1420 PRINT *BUT SOME HOW YOU MADE IT®
590 LET T=0 1430 PRINT

400 LET D=0 1440 LET R1=0

410 LET 21=0 1450 BOTO 620

420 PRINT *PRESENT VELOCITY =";V;" NO. OF GALLONS =";A1 1440 PRINT

430 PRINT “NO. OF NILES =";#1;* TIKE PASSED =";T;"SECONDS® 1470 PRINT

&40 IF M1>= 5 THEN 1440 1480 PRINT "YOU MADE IT (LUCKY) Peptire®
&%50 PRIMT "UHAT IS YOUR NEU RATE OF 6AS "3 1490 6OTO 1560

460 THPUT 6 1500 PRINT “ARE TERRIBLE"

670 IF 8 < -10 THEN 700 1510 LET H=H-52Ci

480 IF G » 10 THEK 700 1520 PRINT H;* WAS THE SPEED THROUGH THE CURVE®
490 GOTD 720 1530 PRINT V3* UAS YOUR SPEED, BY THE WAY "}
700 PRINT “NOT VALID. NEW RATE *; 1540 60TO 1270 .
710 6OTO 460 1550 PRINT “YOU LEAD FOOTED $Z4/-243$28C (20497 $(8( (83 THZENIT
720 IF 6 ¢ 9 THEN 780 1540 PRINT “YOU WANT TO TRY AGAIN, RIGHT 1111®
730 LET ZIs1#1 1570 PRINT “1-YES, 2-ND";

740 IF 21> 4 THEN 760 1380 INPUT ¥

750 GOTD 790 1590 IF V=2 THEM 1520

760 PRINT “YOUR ENGINE BLEW. YOU GOT HIT BY A& PISTON." 1600 N2=1

770 60TO 1270 1610 GOTD 1440

780 LET Z=0 1620 PRINT “CHICKEN"

790 LET V=INT(B*G-NsVUsV} 1430 6OTO 1700

B0 LET T=T+10 15640 RESTORE

B10 PRINT 1450 6070 220

820 PRINT "ROAD CONDITIONS:"™; 1640 DATA 45,.53,10

830 IF V > 0 THEN 850 1665 DATA 40,.5,13

840 LET V=0 1670 DATA 70,.41,15

850 LET N1=M14V/460 1680 DATA 80,.39,18

840 IF GO THEN 890 1700 END

870 LET A1=A1-(628)/3000 os
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Rotate

L1st

The game of Rotate is played on a
four-by-four board filled randomly with
the letters A through P. In a sense it is
like the little plastic games with sliding
pieces bearing the numbers 1-15 or
letters A-0.

The object of the game is to put the
letters in alphabetical order. This is
done by rotating groups of four letters
clockwise one position. The group to be
rotated is specified by the positional
number of the letter in the upper left-
hand corner of the group. You are also
given one special move which permits
you to exchange any two adjacent

5 PRINT TAB(2641;“ROTATE"
B PRINT TAR(20);"CREATIVE CONPUTING™

10
11
12
13
25
30
33
40
45
3
33
40
(1]
70
73
8¢
a3

DIn BC1E),BO(14)

NEXT 1:PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

PRINT TABC18);"HORRISTOUN, NEW JERSEY":PRINT(PRINT:PRINT

INPUT “INSTRUCTIONS™;A$:PRINT:IF LEFTH(AS,1)="H" THEN 140
PRINT “IN THIS GAME THE BOARD 1S LAID OUT AS FOLLOWS ¢~

FOR I=1 TO 1462B(I)=13NEXT

PRINTIFOR I=1 TO 13 STEP 4

PRINT TII(ZI;ll!I:Tﬂl“):3([01J:fﬁl(lﬂl;l(l*?l;Til(ll);!([fli

¢ FOR I=2 TO 7:D9sCHRS(1+44)zMEXT 1:80SUB 400

95

PRINT “AMD YOU WOULD WIN !"iPRINT

YOU SPECIFY THE"

“BOARD POSITIONS ARE OCCUPIED RAMDOMLY BY THE LETTERS A TO P.-
“THE OBJECT OF THE GAME 13 TO ORDER THE LETTERS BY ROTATING®
“ANY FOUR LETTERS CLOCKVISE ONE POSITION.
“UPPER LEFT POSITION OF THE FOUR YOU UISH TO ROTATE, 1.E.,*
“VALID MOVES ARE 1, 2, 3, 5, &, 7, 9, 10 AND 17.°
"COMSEQUENTLY, IF THE 50ARD LOOKED LINE:"

FOR I=1 TO 16sB9(I)=CHRS(I#44) tMEXT 1B (2)="C 2 B4 (3 )= "g"
BOC&I="D"209(7)="F" ;605U 400

PRINT "AND YOU ROTATED POSITION 2, THE BOARD WOULD BE:*

100 PRINT "YOU ALSO GET OME “SPECIAL” MOVE PER GANE UHICH YOU MAY DR™

105 PRINT “MAY NOT MEED,

110 PRINT
113 PRINT
120 PRINT
125 PRINT
130 PRINT
“:PRINT

“ANY TUD ADJACENT LETTERS IN A RO,
“INPUT A “=1 AS YOUR WOVE AND YOU WILL BE ASKED FOR THE®
“POSITIONS OF THE TWO LETTERS TO EXCHANGE,
“OMLY ONE SPECIAL MOVE PER GAME!®:PRINT

“T0 BIVE UP AT ANY TINE, TYPE A -0-.=:PRINT:PRINT "G00D LUCK !

THE SPECIAL MOVE ALLOWS YOU TO EXCHAMGE®
T0 HAKE THIS MOVE,*

REMEMBER --=

140 FOR I=1 TO 14sBS(1)}="0" s HEXT I

150 FOR I=1 10 14
FOR J=3 TD I

MEXT J
BE(D)=TSrnEXT 1

IF I==1 THER 510
H=H+13T9=08(1}

B0SUB 400
303 FOR 1=t TO 14
310

315 NEXT 1

320 PRINT:PRINT “YOU ORDERED THE BOARD IN"IN3™ HOVES.":MI=H1+N:6=6+1

IF I=4 OR 1=8 OR 1>12 THEN PRINT *ILLECAL.

THCHRE(INTC144RND(1)445))
IF BS(J)=T4 THEN 140

#=018=04PRINT "HERES THE STARTING BOARD,.,":60SUB 400
INPUT “POSITION TD ROTATE®;I:1F Isd THEN PRINT:PRINT:00TO 140

AGAIN...":60T0 200

BOCL)=BS(I+4) DS (144)=BC1+5) 1B8(1+3)uBS(T01):BS(1+1)5Ts

IF CHRS(1+54)C>BS (1) THEN 200

325 PRINT CHR$(7):FOR I=1 TO 15
330 PRINT:INPUT *PLAY ABAIN";AS:IF LEFTS(A4,1)="Y" THEN 140

340 PRINTIPRINT *YOU PLAYED";6;* GANES AND ORDERED THE DOARD IN AN AVERA

PRINT “O0F*;N1/8;" MOVES PER GAME,*:PRINT:60TD 999

AGAIN...":80T0 510

u.

350

400 PRINT:FOR I=1 TO 13 STEP 4

410 PRINT DS(I)™ "BS(I+#1)" =B$(I+2)* *B$(I+1)
420 MEXT [:PRINT:RETURN

510 INPUT "EXCHANGE UHICH Tuo POSITIONS;X,Y
520 IF XCOY+1 AND X<OY-1 THEM PRINT *ILLEGAL.
530

340 TH=BS(X)zBS(X)=BO(Y)2B3(Y)=TH:60T0 240
799 EXD

114

S=5+111F S>1 THEN PRINT “ONLY OME SPECIAL MOVE PER GAME.":B070 200
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letters. You probably don’t want to use
this move too early in the game; indeed,
sometimes it's not necessary at all, and
since you get it only one time, once you
use it you can’t recover. Your only move
then is to type a zero to give up.
Typically, a game will take from 20 to
30 moves to win. | haven't figured out
the worst possible case {assuming an
intelligent method of play); I'd be happy
to hear from a reader on this. Have fun!

Rotate was written by me, David Ahl,

and first appeared in Creative Com-
puting, Sep/QOct 1977.

ROTATE
CREATIVE COMPUTING
FORRISTOUN, MEVW JERSEY

INSTRUCTIONS? YES

IN THIS GANE THE BOARD IS LAID OUT AS FOLLOWS:

1 2 3 4
3 & 7 &8
? 10 11 12
13 14 15 18

BOARD POSITIONS ARE OCCUPIED RANDOMLY BY THE LETTERS A 70 |
THE OBJECT OF THE SAME IS TO ORDER THE LETTERS BY ROTATING
YOU SPECIFY THE
OF THE FOUR YOU WISH T0 ROTATE, I.E.,
23,85 6 7,7 10 00 1.

ANY FOUR LETTERS CLOCKWISE OME POSITION.
UPPER LEFT POSITION
VALID MOVES ARE 1,
COMSEQUENTLY, IF THE B0ARD LOOKED LIKE:

XM
E Y
oM ™o
vrzw

-
=
-

ou
0
H
L
P

X=Mm>D

=L wn
oxXTna

AND YOU UOULD wIN !

YOU ALSO GET ONE “SPECIAL” NOVE PER GANE UMICH YOU MAY OR

THE SPECIAL NOVE ALLOUS YOU T0 EXCHANGE
T0 NAKE THIS WOVE,

VILL BE ASKED FOR THE

MAY NOT NEED.
ANY TUO ADJACENT LETTERS IN A ROW.
INPUT A “=17 45 YOUR MOVE AND YOU
POSITIONS OF THE TNO LETTERS TD EXCHANGE.
ORLY OME SPECIAL MOVE PER GAME!

TO BIVE UP AT ANY TINE, TYPE A ‘0-.
GOOD LuCK ¢

HERE’S THE STARTING BOARD...

EOCL
K6 KA
FIrJ
HNDD
POSITION TO ROTATE? 3
EO0ONC
K6 AL
FIPd
HNDD

ROTATED POSITION 2, THE BOARD WOULD BE:



Later in the Game

POSITION TD ROTATE? 3 POSITION TO ROTATET 7

POSITION T0 ROTATEY 2

POSITION TO ROTATE? ¢

aBE Ex
OO A
me e™
TwWEM™

Wwax Jd™
- oA X
- O e
TOL I

(I e )
oxoo
L N
Wxw=x

- X e o
LW xE
-
TwHx

POSITION TO ROTATEY 10

-oE E X
Lo oa
- e )
LR

POSITION TO ROTATE? 10

oWy
wxax
- EO e
<O LT

POSITION TO ROTATE? 3

L e I -
- -
LR -
X T x

POSITION TO ROTATE? 1

axae o
LRl
.| o
TwaHx

POSITION TO ROTATE? ¢

axrox
Doex
- T
T wE -

POSITION TO ROTATEY 11

L
Qo Jx
LR
TOLT

POSITION TO ROTATE? 7

LD m
DX o -
3 W o
TO T

POSITION TO ROTATE? 1

axao
[EN- N
L I |
TwWwITxTE

POSITION TO ROTATE? 10

AECXE
[0 N
ok =
T WX

POSITION TO ROTATE? 10

- e xS
o X
|mE O e
TO L X

POSITION TO ROTATEY 7

LDda -
oxa@m
E A A
IO T

PASITION TO ROTATE? 11

axrxrao
W@
-l o)
TwEXE

POSITION TO ROTATE? 10

L -a=F
[0 -5
- ol
4T W™

POSITION TO ROTATE? ¢

Sa X
UE =
- S -
T«OoLuLXT

POSITION TD ROTATEY &

[ERS N S
om-=a
= ®
O W =

POSITION TO ROTATET 10

axaso
Loa™
- a2 e
TWEE

POSITION TO ROTATE? 10

axXxoxE
(=N B N
-l e W
T WX

POSITION TO ROTATEY ¢

-k XS
o E -
-l o -
T WX

FOSITION TO ROTATEY 5

D od BT
o T e
W m s
T 0O LT

POSITION TO ROTATE? 10

o
&
<
2
e
- X o “
.
w2 -
-
- -y m
TwWEE
-
-
-
w
[
<
—
(=]
[~
(=3
o
x
=] BEXxee
Ll
.ll. (20N -
w |k -
m T W x J
L]
-
it
-
e
T
[~
ax
(=]
=
N @ma X
Ll
- WE L E
—
n .l D e
a. cwex
L]
[
b
[
<
2
o
(=
m (X
-
| oW E -~
-
N MM X S
a. oL T

L
OmM
L AT
CTCwWw=E"

POSITION TO ROTATET 9

- E oS
e EO
[-E "
X WX

POSITION TO ROTATE? 11

Sax"
(X W e}
S -
TCwWwe xE

POSITION TO ROTATET 10

(XN S
EDE™
- E e
€O

POSITION TO ROTATE? 2

a2EXo.o
oS = Jd
| bk EX
L e B

POSITION TO ROTATE? ¢

axae™
(LR
mk o
o W X o)

POSITION TO ROTATE? 10

SaxS
o E D J
o b O -~
TWE

POSITION TO ROTATE? 9

(T Y Sy |
xo=xxE
an L) & -
TOoOLu X

POSITION TO ROTATEY 10

-
-
L
w
-
<
g
(=]
-
aE Lo m
D W J -
b
-k xE u
T W= o
-
-
w
T
-
g
=l
=
ﬂ CE NS
—
" Do E™
[} M xo
N T W J
o
-
ad
—
<
2
Q
o
w - e X
—
- W E®
Ll
m mwTo
<€ Wl | -
-0
-
)
=4
<
2
o
=
M W ol O™
-
— WS
—
@ e -
m cown =T

™~
&
-
=
-
2
o
Laal
o
-
i
&
53
=
£3
-
=E
anve: E¥
-
Lo J4D TM
—
< X w

-

-

-~

=

<

—

b3

o

1=

m - B

|t QWS a

—

m -k E o
LR

- e o x
[ B e |
L
T WX

POSITION TO ROTATEY 11

Wt
S WX
;| E O
TO T

POSITION TO ROTATE? &

-
(S0 ]
- =
« W= X

POSITION TO ROTATET 10 POSITION TO ROTATET 19

POSITION TO ROTATE? 7

YOU ORDERED THE BOARD IN &6 MOVES.

LR R
wox 9
-l O G
LT -

- o O
oxEX A
-l
< Wl I

we ™
=W e T
- = o -
T O wE

POSITION TO ROTATE? 7 POSITION TO ROTATEY 1

POSITION TO ROTATE? 3

Y0U PLAYED 1 GAMES AND ORDERED THE BOARD IN
AN AVERABE OF 44 NOVES PER BANE.

PLAY AGAIN? HO

axr=x
oo T
- L o e
T WX Jd

- oA
DX DA
T ]
< WX -

XA
w e e =
m=Eo ™
T o



In a sense, this is another gamein the
‘guess a mystery number” family.
However, it has quite a different “twist.”
In this game, you are trying to open a
safe by turning or twisting a dial back
and forth between one and ninety-nine
or ninety-nine and one.

The instructions shown in the sam-
ple run are very complete. However,
one hint that will help you when you
start playing is that it is usually best to
start at ninety-nine when going to the
right because if you get a click, the
number must be close. If not, you can
step it down by eights or tens until you
get the first click and then judge from
there.

Safe was created and written by
Kevin Ashley.

Tumning Left § Turning Right

NOTE: There is no spot 0 (zero) and it spins
back past the iast number automati-
cally as in most locks.
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SAFE
CREATIVE COMPUTING
MORRISTOUN, NEM JERSEY

DO YOU WANT DIRECTIONS? YES

YOU ARE A BURBULAR AND HAVE ENCOUNTERED A SAFE. YOU MUST
OPEN THE SAFE TO GEY THWE SECRET PLANS THAT YOU CANE FOR.
T0 DO THIS , YOU WUST ENTER THE NUNBER OF WHAT YOU WANT THE
DIAL TURNED T@, THE COMPUTER WILL ACT AS THE SAFE AND WILL
HELP YOU BY GIVING & SORT OF CLUE, THAT IS YOU WILL“HEAR”
A CLICK AT EVENLY SPACED NOTCHES AS YOU HNOVE T0 THE PROPER
MUMBER. THERE ARE FOUR OF THEN BEFORE THE FINAL CLICK 1S
“MEARD”. AFTER THE FIMAL ONE IS HEARD, TOU VILL B0 ON TO
THE NEXT WUMBER. THE COMPUTER WILL’SAY’ “CLICK‘ FOR EACH
WOTCH THAT YOU PASS AND “®»eCLICKs® UHEN YOU REACH TME
PROPER NUNBER. [F YOU PASS IT OR TAKE LONGER THAN TEN TRIES
ON ANY ONE MUNBER, YOU WILL ACTIVATE THE ALARN.

REMENDER THAT UHEXM YOU TURN THE DIAL TO THE LEFY, THE
NUNDERS B0 FROM 1 <99 ,AND WHEN YOU GO TO THE RIGHT, THE
NUNBERS B0 FRON P9-1

OKAY, START TO THE RIGHYT, SHHMHNH't!vvietiegeny

ARE YOU READYY YES

OKAY, THEN LET”S START

T8

T

CLICK

T 49

CLICK

-1

CLICK

CLICK

T 49

CLICK

CLICK

CLICK

7?33

CLICK

CLICK

cLICNY

CLICK

™R

CLICK

CLICK

CLICK

CLICK



T 30 T 1Y ARD nO¥ TU THE LEFT

CLICK THE SENSOR HAS BEEN TRIGGERED 71
CLICK LEAVE UMILE YOU CAN BEFORE THE CLICK
LLICK POLICE GET HERE. CLICK
CLICH UANT TO TRY THE SAHE SAFE? YES CLICK
? 29 ARE YOU READY? YES CLICK
CLICK OKAY, THEN LET“S START 75
CLICK L) L)
CLICK #% CLICK #+ 77
CLICK AND NOU TO THE LEFT 78
L4 13 112
CLICK CLICK T 14
CLICK CLICK 714
CLICK CLICK 718
CLICK CLICK #% CLICK #*#
THE SENSOR HAS BEEM TRIBGERED ? 10 AND NOW TOD THE RIGHT ABAIN
LEAVE WHILE YOU CAM BEFORE THE 7 30 795
POLICE GET HERE. 150 CLICK
WANT TD TRY THE SAME SAFE? YES 7 60 CLICK
ARE YOU READY? YES 170 CLICK
OKAY, THEM LET“S START * 80 7 89
725 790 CLICK
CLICK T 95 T 83
CLICK 197 #8 CLICK ##...YOU OPENED IT
CLICK THE SENSOR HAS BEEN TRIGGERED BUT OH,0HM, HE HUST WAVE HOVED IT
CLICK LEAVE WHILE YOU CAN BEFORE THE TRY THE OME DVER THERE
723 POLICE BET HERE. DKAY, START TO THE RIGHT, SHHMHHH!!!P1Ribipelt|
CLICK UANT TO TRY THE SAME SAFE? YES ARE YOU READY? MO
CLICK ARE YOU READY? YES Ok
CLICK OKAY, THEN LET’S START
CLICK T
#% CLICK *=*
LIST
1 PRINT TAB(28)“SAFE"
2 PRINT TAB(20)"CREATIVE CONPUTING" 490 GOTOD 400
3 PRINT TAB(18)"MORRISTOUN, NEU JERSEY" 500 PRINT"THE SEMSOR HAS BEEN TRIGGERED"
4 PRINT 510 PRINTLEAVE WHILE YOU CAN BEFORE THE"
5 PRINT 520 PRINT*POLICE BET HERE."
& PRINT 530 PRINT*WANT TO TRY THE SANE SAFE";
10 DIN AT(4) 540 INPUT A%
20 PRINT*DD YOU WANT DIRECTIONS®; 550 IF A$="YES"™ THEN 280
30 INPUT As 560 BOTO 250
40 IF AS="YES" THEW 80 570 PRINT"®¢ CLICK #s"
50 IF AS="NO* THEN 250 580 L=L+D
60 PRINTANSUER YES OR NO" 590 FOR K=1 TO 4
70 6070 20 400 AT(K)=KsL/5+B
80 PRINT 410 HEXT K
90 PRINT 420 PRINT®AND NOW TO THE LEFT"
100 PRINT"YOU ARE A BURGULAR AMD HAVE EMCOUNTERED A4 SAFE. YOU HUsST" 630 J=1
110 PRINT"OPEN THE SAFE TO BET THE SECRET PLAMS THAT YOU CANME FOR.® &40 THPUT M
120 PRINT*TO DO THIS , YOU MUST ENYER THE NUKBER OF WHAT YOU UANT THE® 650 0N SEN(N-A)+2 GOTD 460,300,480
130 PRINT® DIAL TURNED TO, THE CONPUTER WILL ACT AS THE SAFE AND WILL® 440 ON SOM(N-B)#2 6OTO 670,740,500
140 PRINT®HELP YOU BY BIVING A SORT OF CLUE, THAT IS YOU VILL“HEAR”" 470 N=K+100
150 PRINT*A CLICK AT EVENLY SPACED MOTCHES AS YOU MOVE TOD THE PROPER" 480 FOR K=1 10 4
140 PRINT*NUNBER. THERE ARE FOUR OF TMEM BEFORE THE FIMAL CLICK 18" 490 1F M<A1(K} THEN 720
170 PRINT"HEARD”. AFTER THE FINAL OME IS MEARB, YOU WILL 80 ON TO" 700 PRINT*CLICK"
160 PRINT"THE NEXT NUKBER. THE COMPUTER WILL’SAY” “CLICK” FOR EACH" 710 A1(K)I=200
190 PRINT"NOTCH THAT YOU PASS AND “##CLICK»s’ UHEN YOU REACH THE" 720 MEXT K
200 PRINT*PROPER MUNBER. IF YOU PASS IT OR TAME LDHGER THAN TEN TRIES® 730 IF J>=10 THEN 500
210 PRINT "ON ANY ONE WUNBER, YOU UILL ACTIVATE THE ALARA.® 740 JeJ+i
270 PRINT*REMENBER THAT UHEN YOU TURN THE BIAL TO THE LEFT, THE® 750 GOTO &40
230 PRINT*NUNBERS 80 FROW 1 =99 ,AND WHEN YOU 60 TO THE RIGHY, THE" 760 PRINT"#% CLICK %"
240 PRINT"RUMBERS 80 FROM 99-1" 770 L=C100-C)+D
250 PRINT*OKAY, START TO THE RIBHT, SHHRHHHI'EIIIRQREpELe® 780 FOR K=1 70 4
260 A=INT{RND{1}%81)410 790 A1(K)=B#100-KeL/S
270 B=INTC(RND(1)#B1)+10 800 NEXT K
280 CsINTCRND(1)#B1)+10 810 PRINT"AND NOU TO THE RIGHT AGAIN®
290 PRINT®ARE YOU READY"; 820 4
300 INPUT A 830 INPUT M
310 IF A$=*YES" THEN 340 A40 DM SGM(M-B)+2 60TO 840,500,850
320 IF ASO"HHAT*THEN 990 8350 ONSGM(N-C)+2 GOTO 500,950,870
330 PRINTA;B3C 840 N=N+100
340 L=100-A 870 FOR K=1 TO 4
350 FOR W=t T0 4 880 IF H>A1(K) THEN 910
360 AT{NI=(5-M)SL/S+A 890 PRINTCLICK"
370 MEXT M 700 AN{K)=-200
380 Jsi 10 NEXT K
390 PRINT“OKAY, THEN LET’S START® 920 IF J>=10 THEW 500
400 INPUT W 730 J=J41
410 ON SBN(N-A)+2 GOTO 500,570,420 740 60TO 230
420 FOR K=1 TO 4 950 PRINT"#¢ CLICK *+...YOU OPENED IT"
430 IF MXAL(K) THEN 440 940 PRINT"BUT OH,0H, ME MUST HAVE HOVED IT®
440 PRINT*CLICK" 970 PRINTTRY THE ONE OVER THERE"
460 KEXT K 280 6QTO 250
470 IF J>=10 THEN 500 790 EMD
480 J=Jt) o

138



This program tests your knowledge of
different types of musical scales. It
generates 11 types of scales: major,
natural minor, harmonic minor,
Hungarian minor, dorian, phygian,
lydian, mixolydian, locrian, and whole
tone. '

Prior to running the program, test
yourself off line on a sheet of paper by
writing down several types of scales
and 8 notes starting at a note chosen by
you. Then run the program to check
your answers.

When you run this program, you will
be asked, “Which type of scale is
wanted?” Respond by typing the first
two |letters of the name of the desired
scale followed immediately by the
desired key. Use a lower case 'b'for the
flat and use ‘# for the sharp. Sample in
puts would be phe for phrygian starting
on E, maf# for major on F-sharp, and
whg for whole tone on G.

The author, Marvin S. Thostenson, is
at the School of Music, University of
lowa. Scales first appeared in Creative
Computing, Mar/Apr 1977.

SCALES
CREATIVE CONPUTING
NDRRISTOUN, NEW JERSEY

ELEVEN SCALE TYPES -- MAJOR, NINOR, MODAL, AND UHOLE TONE
This program primts in letter mames one octave upuward, the major,
the matural, harmenic, selodic, and Humgarian mimors, the
deriam, phrygian, lydian, mixolydian, and locrian modes, and
the whale tone scales.
Use » 3= or 4-character imsput: the first 2 char‘s are the scale
type, and the Jrd char’r is the simgle letter tonic, or ihe
last two char’s are the tonic degree or the key signature.
SCALE TYPES-~ ma pa ha me do ph ly ai lo hu and wh
Isput either a tonic er 2 signature,
EXARPLES: mach lydd nieb whgb safl hagh meadt loch dac phd hue
WHICH TYPE OF SCALE IS UANTEDT whfi
SCALE ASKED ==-=-==-Uhole tomse scale on Fil

ANSUER (L{m letter manes) ---====-=-

Fk 60 A% DB D E Fo

UNICH TYPE OF BCALE [5 UANTED? nae
SCALE ASKER =--=-~~ Mat’] minor scale on E

UNICK TYPE OF SCALE IS WANTEDT whc
SCALE ASKED =====~=<Uhole tone scale on [

ANSUER (in letter nanes) ===eeceee.
C D E Ft Ab Bb C
WKICH TYPE OF SCALE IS UANTED? hu2#

SCALE ASKED =--~---- Hung”n mimor scale on B

ANSUER (in letter mames) ~=e-eemans

B Ce D ER FN 6 AR B

WHICH TYPE OF SCALE IS UANTEDY siop
0x
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1ist

10 PRINT TAD(26);*SCALES"

20 PRINT TAB(20);"CREATIVE COMPUTING™

30 PRINT TAB(18) ;“NORRISTOUN, NEW JERSEY"

40 PRINT:PRINT¢PRINT

100 A=02B=0:C=01D=0:EOzH=0 tK=02L=0 tN=0 :N=0; 0n0

200 W=4

210 PRINT “ELEVEN SCALE TYPES -- HAJOR, MINOR, NODAL, AND WHOLE TONE*
213 PRINT

220 PRINT "This program prints in letter nanes one octave wpward, “;

223 PRINT “the major,*

227 PRINT “the matural, harmomic, nelodic, and Humgarian minors, the"
228 PRINT “dorian, phrygian, lydian, mixolydian, and locrian nodes, and®
229 PRINT “the whole tome scales.”:PRINT

230 PRINT "Use a 3- or 4=-character inputr the first 2 char’s are the sca
le"

232 PRINT “type, and the 3rd char’r is the single letter tonic, or the"
234 PRINT “last two char‘s are the tonic degres ar the key sigmature.”
240 PRINT “SCALE TYPES-- ma na ha ae do ph 1y ai lo hu and wh*

230 PRINT “Input either 3 tomic or a rignature.”

E#G PRINT “EXAMPLES: macb lydb mieb vhgb naf¥ hagh meat loch doc phd hue

270 B9="SCALE ASKED ===v=maus

280 CH="ANSUER (in letter names) ==----—-==*

290 D8="STRUCTURE-~~- =

J00 K$=* tetrachords”

310 @st

320 PRINTPRINT:PRINT TAB(8);"UHICH TYPE OF SCALE 15 UANTED™;
330 INPUT As

J40 N=LEN(AS)

350 IF A%="step" THEN 1290

360 E9="nanahamedophlynilohuuh”™

370 FOR X=1 TD 22 STEP 2

300 IF LEFTH(A9,2)=HIDS(EY,X,2) THEN 400

390 NEXT X

400 O=(X+1)/2

410 Ads=As

420 K=ASC(LEFTS(A04,1))-32

425 ADS=CHRS(X)+HIDS (A08,2,N)

430 READ D$

440 Add=AS

450 X=ASC{LEFTe(ADS,1)}-32

435 ACI=CMRS(X)+HID$ (AO$,2,N)

460 IF LEFTS(D9,2)=LEFT4(A0S,2) THEN 480

470 6OTO 430

480 Je=ho

490 RESTORE

500 IF N<>3 THEM 530

320 AY=LEFTS(AS,3)+" »

530 IF 0=1 OR @=7 DR @=11 THEN 550

540 IF @>=2 AND 0<=5 OR 0=9 OR Q=10 THEN 570

330 =1

540 6DTD 560

570 Y=2

S80 Fe="bxexaxdxgxcxfxbiedaldighcithb e a d gect™
58S Fi-Fl*‘bb'blbdbgi:bfbhdldtdddgdcd'

390 G9="BxExAxDxGXCxFXBIENARDNGHCIFHB E A DG C F *
595 G4=6%+"BOEDALDLELCOFDRIEdAdDABACH"

600 ON Y BOYD 410,430

610 HE="SUALSL24 1472060 T ndx3n2x 1 X 70605 HARIN2N1 008 1D 2D IALSBAL 7D 1d2d3d4d"
615 Hi=H$+"5d4d7d"

620 BOTD 440

530 H="2¢1¢7xbxxAx3x2x 1 x704RSHANIN2R1N0R 1520Tb4b5bELT 142 Td4d"
435 He=H$+"5déd7dad9d *

140

LLLY
450
660
&470
480
670
700
710
720
730
740
750

810
820
830
840
830
260
870
880
a9
900
910
920
930
740
750

1900

rUR V=1 T0 68 STEP 2
IF NIDS(AS,3,2)sNIDS(F$,V,2) THEN 680
IF NIDS(AS,3,2)=NIDS(HS,V,2) THEN 480
NEXT

C19=MIDS(6S,V,2)

T*T41

IF T=9 THEN 1140

ON T 80T 720,740,790,840,890, 940, 999, 1040
R=0

8070 1040

IF @=6 OR Q=9 THEN 770

R=-4

80T0 1040

Re=10

BOTO 1040

If 0=1 OR @=7 OR O=@ OR Q=11 THEW 820
R=6

8070 1060

Rs-8

6070 1060

IF @=7 DR =10 OR Q=11 THEN 870

Rs2

0070 1040

Re=12

8070 1040

IF Q=9 OR O=11 THEN 920

R=-2

60TR 1040

Re12

8070 1040

IF @=1 OR 0=4 OR @5 OR O=7 OR 0s8 THEN 970

Re§

8070 1060

Re-6

60T0 1060

IF @=1 OR Q=3 OR 0»4 OR @=7 OR Q=10 THEN 1020
R=4

1010 GOTE 1040

1020
1030
1040
1060
1070
1075
1080
1490
1100

R=-=10
6070 1060

R=0

IF @=11 AND T=5 THEN 1090

IF Us1 THEN I9=NID$(09,V+R,2):80T0 1100
ISsLEFTS(19,U~1)+HIDS(BS, V+R, 2)

8070 1100

6070 490

IS=LEFTSCIS,Us1)en =

1110 IF MIDS(IS$,U%1,1)="4* THEN 1130

1120
1130
1140
1150
1140
1170
1180
190
1220
1230
1240
1250
1255
1260
1220
1280
1290
oK

BOTD 1140
19=LEFTS(18,U) +"bb"

UsU+4

8OTD 490

PRINT:PRINT TAB(3),B83J8:C)$:PRINT

PRINT TAB(3);Co2PRINT

PRINT:PRINT TAD(B);14

Cig4=""pIg="";54u""

0=0iT=0:R=0

PRINT

G070 310

PATA *Major scale on "y *Nat’l ainor scale on *

BATA "Hara“c minor scale on *,"Nel’c minor scale on *
DATA “"Dorian mode om ",“Phrygian mede on *

DATA “Lydian mede on *,"Nixolydian mode on *,"Locrian node on
DATA "Hung’n ninor scale on *,*Uhole tome scale on *
END



Schmoos are imaginary creatures
who love being splattered with juicy
mudballs. You, being a schmoo lover,
try to make schmoos happy by tossing
mudballs at them. It will help you in
playing this game to know a little bit
about grids and angles like in the XY
coordinate system 2 -3 means right 2
and down 3. If 0 degrees is the angle
coinciding with the positive X axis, then
2,-3 would be in the fourth quadrant
and would correspond to angles
between 270 and 360 degrees.

It you're pretty good, you can “splat
the schmoo” in about eight tries: but
don’t cheat and use the formula. And
don't expect me to tell you where it's
hidden in the program!

If you want to extend the Schmoo
game, you might want to add a third
dimension with flying schmoos. The
program shouldn't be too hard and it
would be a really neat game. If you
want to try something easier, fix
Schmoo so that it requires initial
velocities as well as angles. You could
even make a low-gravity (lunar version)
of Schmoo.

Schmoo was conceived and written
by Frederick H. Bell at the University of
Pittsburgh. It first appeared in Creative
Computing, Sep/Oct 1975.

Ruw
SCHMOO
CREATIVE COMPUTING NORRISTOUN NEU JERSEY

THIS I8 A MEU SCHMOO GANE. SCHMDOS

ARE IMAGINARY CREATURES WHO LOVE

BEING SPLATTED WITH JUICY NUD BALLS.

YOU, BEING & SCHMOO LOVER, TRY TO

MAKE SCHNDOS WAPPY BY TOSSING WUD

BALLS AT THEM. YOU MAVE A

HECHANICAL WUD SLIMBER THAT WILL

SLING WUD TO A MAXINUM DISTANCE

OF 45,500 INCHES. YOUR JOB IS TO

SET TME MUD SLINBER AT THE CORRECT
ELEVATION (0 TD 90) AND THE CORRECT
DIRECTIONAL AMBLE (0 TD 350) TO SPLAT THE
SCHAOD. A HIT UITHIN 100 INCHES OF THE SCHNOD
VILL SPLATTER HIN.

COORDINATES OF THE SCHMOO ARE ( 29007 y 7780 ),

HUD SLINGER ELEVATIONY 39

DIRECTIONAL ANGLE OF WUD SLINGER? 34

YOU NISSED THE SCHNGD AT ( 29007 , 9740 ).
YOUR WUD MIT ( 37707 , 25433 ).

WUD SLINGER ELEVATIONT 23
DIRECTIONAL ANGLE OF NUD SLINGER? 31

YOU NISSED THE SCHNOO AT ( 29007 , 9760 ).
YOUR WUD WIT ( 28671 , 17227 ).

HUD SLINGER ELEVATION? 12

DIRECTIONAL ANBLE OF WUD SLINGER?T 30

YOU mISSED THE SCHMOO AT ( 29007 , 9750 ).
YOUR XUD HIT { 14379 , 9456 ).
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MUD SLINBER ELEVATIONT 18

DIRECTIONAL ANGLE OF MUD SLINGERT 27
YOU HISSED THE SCHMOO AT ( 29007 , 9740
YOUR MUD HIT 24352 , 12408 ),

HUD SLIMGER ELEVATIONT 20

DIRECTIONAL ANGLE DF NUD SLINGER? 295
YOU MISSED THE SCHMOO AT ( 29007 y 7740
YDUR MUD MIT ¢ 27088 , 124631 ).

HUD SLINGER ELEVATION? 20

DIRECTIONAL AMGLE OF NUD SLINGER? 21
YOU HISSER THE SCHNOD AT ( 29007 , 9740
YOUR WUD HIT 27903 , 10711 ).

HUD SLINGER ELEVATIONT 22

DIRECTIDMAL AMBLE OF WuD SLIMGERT 20
YOU HISSER THE SCHNOO AT ( 29007 , 9740
YOUR WHUD HIT ¢ 30333 , 11047 ),

HUD SLIMGER ELEVATIONT 21

DIRECTIONAL AMGLE OF MUD SLINGERT 17
YOU MISSED TWE SCHNDD AT ( 29007 , 9740
TOUR MUD HIT ( 29754 , 9096 ).

HUD SLINGER ELEVATIONT 20

DIRECTIONAL ANGLE OF mUD SLINGERT 18
YOU NISSED THE SCHNOO AT ( 29007 » 7750
YOUR WUD HIT ( 28426 , 9234 ),

HUD SLINGER ELEVATION? 21

DIRECTIONAL AMGLE OF WUD SLINGERT 18
YOU NISSED THE SCHNOD AT ( 29007 , 9750
YOUR MOD HIT ( 29591 , 9414 ),

MUD SLINGER ELEVATIONT 20

DIRECTIONAL ANGLE OF WUD SLINGERT 19
YOU MISSED THE SCHMOO AT ( 29007 , 9740
YOUR MUD HIT ( 28260 , 9730 ),

KUD SLINGER ELEVATION? 22

DIRECTIOMAL ANSLE DF MUD SLINGER? 18
YOU HISSED THE SCHROO AT ( 29007 , 9740
YOUR WUD MIT ¢ 39220 , 9981 ),

MUD SLINGER ELEVATIONY 21

DIRECTIONAL ANGLE OF NUD SLINGER?T 17.5
YOU MISSED THE SCHMOO AT ( 29007 , 9740
YOUR MUD HIT ¢ 29673 , 9354 ).

HUD SLINGER ELEVATIONT 21

DIRECTIDMAL AMSLE OF MUDP SLINGERT 18.4
TOU HISSED THE SCHMOD AT ( 29007 , 9740
YOUR NUD HIT ¢ 29523 , 9821 ).

HUP SLINGER ELEVATIONT 21

DIRECTIONAL ANGLE OF MUD SLINGER? 18.8
YOU HISSED THE SCHAOD AT ( 29007 , 9740
YOUR WUD HIT ( 294354 , 10024 ).

HUD SLINBER ELEVATIONT 20

DIRECTIONAL ANGLE OF MUD SLIMGER? 18.4
YOU MISSED THE SCHMDO AT ( 29007 , 9740
TOUR MUD WIT ( 28327 , 9533 ).

HUD SLINBER ELEVATIONT 20,3
DIRECTIDNAL ANGLE OF WUP SLINGER? 18,87
YOU MISSED THE SCHNOO AT ( 29007 , $740
YOUR HUD HIT ( 28633 , 9784 ).

AUD SLINGER ELEVATION? 20.5
DIRECTIONAL ANELE OF NUD SLINGERT 18.87
YOU NISSED THE SCHMOO AT ( 29007 , 9740
YOUR MUD HIT ( 28846 , 9866 ).

-
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nUE SLINGEK ELEVATIONY 20.48

DIRECTIONAL ANGLE OF WUD SLINGER?Y 18.73
YOU MISSED THE SCHMOO AT ( 29007 , 9740 ).
YOUR MUD HIT ( 29098 , 9846 ).

HUD SLINGER ELEVATION? 20.48

DIRECTIONAL ANGLE OF MUD SLINGER? 18.49
YOU HISSED THE SCHMDO AT ( 29007 , 9740 ).
YOUR KUD RIT ( 29103 , 9846 ).

MUD SLIMGER ELEVATION? 20.48

DIRECTIONAL ANBLE OF HUD SLINGERT 18.7
YOU HISSED THE SCHMOD AT ( 29007 , 9740 ).
YOUR NUD HIT ( 29102 , 98%4 ).

HUD SLINGER ELEVATIONT 20.42
DIRECTIOMAL AMGLE OF NUD SLINGER? 18.71
*SCHMOO0 SPLATTED* 22 HNUD BALLS TOSSED.

I SEE ANOTHER SCHNOO. TO SPLAT
HIH, TYPE WUD. TO QUIT, TYPE QUIT.

7 MUD

COORDINATES OF THE SCHMOO ARE ( 8529 , 9147 ).

THE SCHWOO IS HAPPY TO BE SPLATTED.
T0D MAKE YOU HAPPY TOO,
HE WILL THROW MUD AT YOU.

HUD SLINGER ELEVATION? 47

DIRECTIONAL AMBLE OF NUD SLINGER? 47

YOU HISSED THE SCHMOD AT ( 4529 , 9147 ).
YOUR WUD HIT ( 31435 , 33924 ),

SCHHMOD MUD MWIT 1010 INCHES FROM YOU.

HUD SLIMGER ELEVATIONY 10

DIRECTIONAL ANBLE OF MUD SLINGER? 47

YOU HISSED THE SCHNOO AT ( 4529 , 9167 ).
YOUR NUD WIT ( 10845 , 11430 ).

SCHMDO MUD WIT 910 INCHES FROM YOU.

HUD SLINGER ELEVATION? 7

DIRECTIOMAL AMGLE OF MUD SLINBER? St

YOU WISSED THE SCHHOD AT ¢ 6529 , 9147 ).
YOUR RUD HIT € 7079 , B742 ),

SCHMOO HMUD HIT 1155 INCHES FROM YOU,

HUD SLINGER ELEVATION? 7.2

DIRECTIONAL ANGLE OF MUD SLINGER? 54

YOU MISSED THE SCHEOO AT ( 529 , 9147 ),
YOUR HUD HIT ( 6797 , 9355 ).

SCHHDO NUD HIT 786 INCHES FROM YOU.

HUD SLINGER ELEVATION? 7.1

DIRECTIONAL ANGLE OF NUD SLINGER? 53.2
TOU MISSED THE SCHMOD AT ( 4529 , 9147 ).
YOUR WUD HIT ( 6832 , %133 ).

SCHAOO MUD HIT 171 INCHES FRON YOU.

MUD SLINGER ELEVATION? 4.9

DIRECTIONAL ANGLE OF WUP SLINGER? 53.2
YOU MISSED THE SCHNOD AT ( 4529 , 9147 ).
YOUR MUD HIT ( 6643 , 8880 ).

SCHHODD WUB HIT 380 INCHES FROM YOU,

NUD SLINGER ELEVATION? &.89

DIRECTIDONAL AMGLE OF MUD SLINGER? 53.4
YOU MISSED THE SCHMOO AT ( 4529 , 9147 ).
YOUR WUD HIT ( 4403 , B8%2 ).

SCHHOO HUD HIT 750 INCHES FROM YOU.

MUD SLINGER ELEVATION? 4.86

DIRECTIONAL ANGLE OF WUD SLINGER? 53.57
YOU NISSED THE SCHMDO AT ( 6329 , 9147 ).
YOUR MUD HIT ( 4548 , 8872 ).

SCHMOD HUP HIT 1219 IMCHES FROM YOU.
HUD SLINGER ELEVATION? &.91

DIRECTIONAL ANGLE OF MUD SLINGER? 53.54
YOU MISSED THE SCHMDO AT ( 452% , 9147 ).
YOUR HUD HIT ( 6400 , 8933 ).

SCHAOO MUB HIT 1579 INCHES FRON YOU.
MUD S| INGER EIEUATIDNT £ @0

LIST

10
20

73

g0

100
10
120
130
135
138
140
145
148
150
155
158
160
165
200
210
220
230
240
250
260
300
310
320
340
350
351
352
354
356
358
340
361
342
344
344
370
380
390
395
400
410
415
@7
418
419
420
300
202
504
5046
520
530
540
550
560
570
3680
5%0
595
3%
AlD

PRINT TAB(30);"SCHNOO" .
PRINT TAB(15);"CREATIVE COMPUTING NORRISTOUN MNEVW JERSEY'
PRINT
PRINT
PRINT
PRINT "THIS IS & MEU SCHMBO GAME. SCHMDOS“
PRINT “ARE IMAGINARY CREATURES WHO LOVE"
PRINT “BEING SPLATTED WITH JUICY MUD BALLS."
PRINT “YOU, BEING A SCHMOD LOVER, TRY TO“
PRINT "NAKE SCHMOOS HAPPY BY TOSSING NUD“
PRINT "BALLS AT THENW. YOU HAVE A
PRINT "MECHANICAL KUD SLINGER THAT WILL*
PRINT “SLING HUD TD A MAXIMUN DISTANCE"
PRINT "OF 44,500 INCHES. YOUR JOB IE TO®

PRINT "SET THE WUD SLINGER AT THE CORRECT"
PRINT "ELEVATION (0 TD 90) AND THE CORRECT®
PRINT “DIRECTIONAL ANGLE (0 TOD 340) TO SPLAT THE"
PRINT "SCHMOO. A HIT UITHIN 100 INCHES OF THE SCHMDO™
PRIMNT "WILL SPLATTER HINM.“
PRINT
PRINT

Ki=0

InINTC(1#RMD(1) *4~1E-08)

ON Z BOTO 130,140,150,140

P=-1

fg=-1

60T0 200

pe=1

=1

GOT0 200

Pej

Q=~1

G60T0 200

P=1

0=1

X=({INTC26000=RND(1)+5000) )P
Y={INTC(24000¢RND(11}45000) %0

S=0

Ki=K1+1

IF K1 € 2 THEN 400

R=INT{7+RMD(1)+5)

6070 400

PRINT "THE ELEVATION MUST BE BETUEEN 1 AND 90."
6070 500

PRINT "DIRECTIDMAL AMBLE MUST BE FROM O TO 340."
GOTO 500

PRINT "#SCHMOD SPLATTED=";S;* MUD BALLS TOSSED."
PRINT

PRINT "1 SEE ANOTHMER SCHMOO. 71O SPLAT™

PRINT “HIN, TYPE MUB. TO QUIT, TYPE QUIT."
PRINT

INPYT Cs

IF C9="KUD"™ THEN 110

STOP

PRINT *YOU WISSED THE SCHNOO AT (“;X;*, ";¥;*).*
PRINT “YOUR HUD HIT (“;INT{X1);",";INT(Y1);%)."
PRINT

IF K1 € 2 THEN 500

IF § >= R THEN 800

PRINT “SCHMOO MUD HIT ";R2;*INCHES FROM YOU."
BOTOD 500

PRINT

PRINT "COORDIMNATES OF THE SCHHOO ARE (osX3™, " ¥:")."
IF K1 < 2 THEN 420

PRINT “THE SCHMOO IS WAPPY TO BE SPLATTED.™
PRINT “TO WAKE YOU HAPPY TDO,*

PRINT “HE WILL THROV MUD AT YDU."

PRINT

PRINY “HUD SLIMBER ELEVATION";

INPUT B

PRINT “DIRECTIONAL ANGLE OF MUD SLINGER";

IRPUT C

IF B = 90 THEN 700

IF B > 90 THEN 300

IF B € 1 THEN 300

IfF € < 0 THEN 320

IF C > (360-(1E-08)) THEN 320

=841

IF K1 < 2 THEN 595
R2=IMT(ABS(I00eRND(1)=(11-295))490)
J=3.1415926535h/180

D=ABSCINT(?I000! «SIN(B*J)*COS(B*J) )
Y1=D&lFNCIreT 1418094 %T%a /1680Y



The object of the game of SEA
BATTLE is quite simple. You are a
submarine with a mission to seek out
and destroy all of the enemy ships in
your area, using whatever means are
available. This includes torpedoes,
Polaris missiles, sabotage, and suicide.
The enemy, in turn, throws out depth
charges in an attempt to destroy you.
There are also some underwater mines
which have a nasty habit of blowing
you up when you run into them. Other
hazards are some very hungry sea
monsters lurking about who have a
taste for submarine sandwiches.

| started writing this program two
years ago, and finished my last
modifications just recently. Of course,
this doesn't mean | worked on it
continuously for two years. There were
some long 4-6 month stretches when |
didn't do anything to it. It started out as
a very simple program, and | just kept
thinking of things to add to it.

I am currently a senior in Simley
Senior High School in Inver Grove
Heights, Minnesota, and am 18 years
oid. | have been working with com-
puters since the ninth grade, and have
written many programs, including this
DNe.

This program always draws a crowd
in our school computer room, even

from kids who don't even know which
end of a teletype to type on. | built every
possible inconvenience into it, to keep
people from winning too easily. | am
happy to say that when a person wins
now, it's headline news. There are
always muttered oaths to beat the
computer next time, and this alone
brings me more enjoyment than play-
ing the program.

As you can see, the program is quite
long, and initially | had some storage
problems, as I'm sure many of you will
have, too. All | can say is to slice away
at some of the more trivial commands
and options until (hopefully) you cut it
down to a reasonable size. If compiling
space is a problem, you may have to
divide the program into subprograms
chained together. If you don't have this
capability, you'll. have to brainstorm
your own ideas.

Here are some of the anomalies our
HP 2000 system. Strings are dimen-
sioned from one to 72 characters in
length. Positions on the string are
identified with two numbers. Ex.
A$(2,4) A$ is the name of the string.
The 2 tells the computer to begin the
substring at the second character. The
4 tells the computer to end the sub-
string at the fourth character of A$. So,
AS$(1,1) allocates the first character of

A$. | used this for identifying 'Y’ and ‘N’
in yes/no responses.

Line 590 is an example of logical
operation. It tells the computer that if
the expression is nonzero, to proceed
to the line specified. If it is zero, it will
fall through to the next line.

A slightly different type of logical
operation is found in lines 3020-3050.
In these lines the logical quantity is
evaluated first, and if true, the quantity
issetto1.fitis false, itissetto 0. These
can all be taken care of with IF-THEN
statements if necessary.

I hope that the size of the program
does not scare too many people away.
It should be able to be made compati-
ble with very little rewriting. If you have
a few hours of free time to rewrite a
little, it should be worth the effort,

| tried to throw a lot of random
statements in there to make playing the
game more uncertain. Cutting some of
these out may save some space, if
that's a problem for you.

Note: The writeup above, by Vincent
Erickson, refers to the original HP
version. The one presented here is in
standard Microsoft Basic. Some con-
version notes by Steve North are found
in the listing, lines 90-230.
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THIS IS THE GAME OF SEA BATTLE! S THE OBJECT OF THE GAME IS TO
LDESTROY ALL OF THE ENEMY SHIFS IN YOUR 20 RY 20 AREA WITH THF
VARIOUS WEAPONS IN YOUR SUBMARINE’S ARSENAL . YOU HUST D10 THIS,
HOWEVER: WITHOUT LETTING THE ENEMY DESTROY YOU FIRST!|

THERE ARE SEVERAL INTERESTING HAZARDS IN THE GAME. THEY IHCLUDE:
«» DEPTH CHARGES FROM NEAREY ENEMY SHIFS.
++» VERY HUNGRY SEA MONSTERS! |
++ AND HIDDEN UNDERWATER MINES.

THE DEFTH CHARGES ARE EFFECTIVE TO ANY DEFTH. EUT THEY LOSE
THEIR EFFECTIVNESS OVER DISTANCE, SO THE FARTHER YOU ARE FROM
ANY SHIFS» THE EBETTER!

THE SEA MONSTERS TAKE A MEANDERING COURSE THROUGH YOUR AREA THAT
MAY BRING IT CLOSE ENOUGH TO ATTACK YQU. YOU RARELY SURVIVE,

THEY ALSD LIKE TO EAT YOUR TORPEDOS, BUT MISSILES WILL KILL THEM.

THE ENEMY SHIFS MOVE ON EVERY TURNs IN A FIXED COURSE» UNLESS THEY
ENCOUNTER OBSTACLES. THEY WILL GET FLOWN UFP EY MINES, AND GET
EATEN BY SEA MONSTERS T0O.

TOU HAVE TEN ORDERS THAT YOU MAY GIVE. THEY ARE:

#0: NAVIGATION ~ THIS COMMAND ALLOWS YOU TO MOVE IN A

FARTICULAR DIRECTION AND DISTANCE ACROSS YOUR AREA. THE

8 1 2 DIRECTION IS DETERMINED BY THE GRAPH AT LEFT. THERE

\'/  ARE 8 DIRECTIONS TO HOVE IN» AND THEY ARE THE SAME

7=%=3 ANYTIME YOU ARE ASKED FOR A COURSE. FOR EXAMFLE,

7'\ TO HMOVE NORTHr YOU WOULD USE COURSE #1. THE COMPUTER

& 3 4 WILL ALSO ABK FOR AN AMOUNT OF POWER. IT TAKES 100 UNITS
OF FOWER TO MOVE YOUR SUE 1 SPACE. BEWARE OF OBRSTACLES!!
IF YOU USE MORE THAN 1000 UNITS IN A TURN» THERE IS AN OVERLOAD
DANGERs SO RE VERY CAREFUL! |

P1: SONAR - THIS COMMAND HAS TWO OFTIONS. OFTION #1 GIVES
DIRECTIONAL INFORMATION, SHOWING THE DIRECTIONS AND DISTANCES
IN WHICH THERE ARE ENEMY SHIPS. THIS IS USEFUL FOR SHOOTING AT LONG
RANGES» WHERE IT IS DIFFICULT TO TELL IF & SHIF IS IN DIRECT LINE.

OPTION #0 PRINTS OUT A MAP OF YDUR AREA IN A SQUARE .
(IT USES SYMEOLS FOR THE MAP) ‘%’ INDICATES DLRY LAND: ‘$° I8
AN UNDERWATER MINE» ‘\S/‘ 18 AN ENEMY SHIF. “-#-‘ IS A SEA MONSTER.
“YTH!” IS YOUR HEADQUARTERSs AND FINALLYy “(X)* IS YOU!!1

EVERY S0 OFTEN: A4 ‘. WILL APPEAR INSIDE THE SCREEN. THIS IS
A SONAR MALFUNCTION» AND SO THE OBJECT THERE ISN’T IDENTIFIED.
IF YOU ARE AEOVE 50 FEET» WAVES WILL SHOW UF AS En

#2: TORPEDO CONTROL - THIS COMMAND ALLOWS YOU TO SHOOT
1 OF YOUR 10 TORFEDOS AT ENEMY SHIPS. THE COMFUTER WILL ONLY
REQUIRE THE DIRECTION TO SHOOTs USING THE INDICATOR ABOVE.
THEY HAVE A RANGE OF 7-13 SFACES. ONE TORFEDO GETS ONE SHIP.

$#3: FOLARIS MISSILE CONTROL - THIS COMMAND ALLOWS YOU TO
LAUNCH DNE OF YOUR FOLARIS MISSILES AGAINST THE ENEMY. THE
COMPUTER WILL ASK FOR A COURSE AND FUEL. IT TAKES 75 LES. OF FUEL
TGO BOOST A MISSILE 1 SFACE. SINCE THEY ARE S0 MUCH MORE POWERFUL »
THEY WILL COMPLETELY DESTROY THE SPACE YHEY LAND ON» FLUS ALL
OF THE IMMEDIATELY ADJACENT ONES. MISSILES DESTROY EVERYTHING! ! !

¥4: MANUEVERING - THIS COMMAND ALLOWS YOU TO CHAMNGE THE
DEPTH YOU'RE AT. YOU MAY WANT TO N0 THTE TE YAl ADE TAfi <



SEABAT
CREATIVE CONPUTING MWORRISTOUN, NEW JERSEY

WHAT IS5 YOUR NAME® CAPTAIN AHAR

YOU NUST DESTROY 18 ENEMY SHIPS TO UIN CAPTAIN AMAB.

UHAT ARE YOUR ORDERS CAPTAIN AHABT 1

OPTION 87 O
- - L - - L] \s’ - L] - . . - - - - - L] -
- $ \§/
. \S/\S/ \§/ \S§/
- -A- . \S/
. ]
- \S/ \S/ttsxesres
. : | « BERRERRERE RS-~
. s "
. EEVEPR xX) (1] $
. tetend shades
. (2222 NN 1 2]
. \S/ e %
" \S/
. . \S/
4 \§/-#- .
. - - - - - - - - - - - - - - - - - \Sf

WHAT ARE YOUR ORDERS CAPTAIN AHABT 3

COURSE (1-8)7 1

FUEL (LBS.)? 450

Y0U DESTROYED 2 EMENY SHIPS CAPTAIN AMAB!!!
DEPTH CHMARGES OFF STARBOARD SIDE CAPTAIN AMABI!!
LIGHT, SUPERFICIAL DANAGE CAPTAIN AHAB.

—--##® RESULT DF LAST ENENY MANUEVER s+s---
WHAT ARE YOUR DRDERS CAPTAIN AHAB? 1

OPTION 7 O

« < \S/AASAS/ . JNB/ . o . o W\ L \S/NSNE/

\8/ 4
srEFERREE -
$ \§/ tessesisains

L I I T I I O

] I I T DO TR T T
EYTe T (x) E2 23 $
Ll 1] et
LI T I T2 \§/
LT 4
fH!
$
\§/
L I \S§/-#--0-
- ’

WHAT ARE YOUR ORDERS CAPTAIN AHAB? 0
COURSE (1-8)7 5

POUER AVAILABLE= 3550 . POUER TO WSET 200
NAVIGATION CONPLETE. POWER LEFT= 5350 .
DEPTH CHARGES OFF PORT SIDE CAPTAIN AHAB!!!
LIBHT, SUPERFICIAL DANAGE CAPTAIN AHAB.

-==¢¢¢ RESULT OF LAST ENEMY MANMUEVER ##%=-=
$¢¢ SHIP DESTROYED BY A MINE CAPTAIN AHAB!!!
#e¢ SHIP EATEN BY A SEA MONSTER CAPTAIN AHAB!!

LIHAT ABE YNNE ABRNERE TFAPTATHN ANARY =

-
"= s ® & & @ 2 ° ® & 8 & e = & 8 & & @
-~

\§/

LI D I I O D R D D D R O N

UANT DAMAGE REPORTY YES
DAMABE (+ 800D, O MUETRAL, - BAD)

ITEN

ENGINES

SOMAR

TORPEDOS
MISSILES
MARUEVERING

STATUS
HEADQUARTERS

SABOTABE
CONVERTER
YOU ARE AT LOCATION ( 12 , 10 ),

-.088657

1.58997
4.77987
1.87385
3.22063
4.5438¢
2.50217
3.2123
Q

WHAT ARE YOUR ORDERS CAPTAIN AHABY 1

OPTION 87 O

e v o VN e 4 . e e e

. $ \S/ .

. \8/

. \S/ -~

. \S§/ SEERRIRES

. L ] E3EXRERINIHG

. ] sEEEstees st

= *eEEeE LX)

= heend t1heH s
ssssan(X) e

53
$

UHAT ARE YOUR ORDERS CAPTAIN ANABT Q
ENGINES ARE UNDER REPAIR CAPTAIN AMAB.

WHAT ARE YOUR ORDERS CAPTAIN AHABT 7
NO SHIPS IN RANGE CAPTAIN AHAB,

UHAT ARE YOUR ORDERS CAPTAIN AHABT 4
NEV DEPTHT 30
MAMUEVER COMPLETE. POWER LOSS= 25
DEPTH CHARGES OFF PORT SIDE CAPTAIN AHAB!HY!
LIGHT, SUPERFICIAL DABAGE CAPTAIN AHAB.

\S/

« V¥ . &
4
]
]
1H!
\S/ \8/
. ==

===#%¢ RESULT OF LAST EMENY WAMUEVER #s#-—
#¢¢ SHIP DESTROYED BY A MINE CAPTAIN AHABRI!I

UHAT ARE YOUR ORDERS CAPTAIN AHABT 1
OPTIDH a7 0

® ® B & 8 B P ¥ B % & & & & & & B & @& @

R T -

\§/

\S/
\S§/ « =i

LA RS 2]
FEEEIEBHEAEN
LAA AL L E] L ey

.

\§/

\s/

« \3/

« \8/ . . . \S/\BNS/

sesane AL

sse39s TEEHIE
seenen()X)eee
288

\S/

1H!
\S/

-§--#-

L N N R N R I R T I T R I D T R



TETREE REQULT UF LAST ENENY MANUEVER e23-—

WHAT ARE YOUR ORDERS CAPTAIN ANAB? 0

COURSE (1-817 2

POUER AVAILABLE= 2021 . POMER TO USE? 500
NAVIGATION CONPLETE, POWER LEFT= 1521 ,
N0 SRIPS IN RANGE TO DEPTH CHARGE YOU CAPTAIN

—==%%% RESULT OF LAST ENEMY

HANUEVER ##e=--

WHAT ARE YOUR ORDPERS CAPTAIN AHABT 1

OPTION ¥Y O

. o

. s

. SEEEEN R AR

. (s T

. $ $TERRNRR  FEriEN

. 198y g

. L2 11T *R IR

. EX T2 T2 I T .
- -~ " -g= , .
« 3

. .
. ]

WHAT ARE YOUR ORDERS CAPTAIN AMABY 0

COURSE (1-8)7 1

POVER AVAILABLE= 1471 . POUER TO USET 100
NAVIGATION COMPLETE. POMER LEFT= 1371 ,
HO SHIPS IN RANGE TD DEPTH CHARGE YOU CAPTAIN

~==®¢x RESULT OF LAST EMENY

HAMUEVER #ew-—-

UHAT 4RE YOUR ORDERS CAPTAIN ANABT 1

OPTION 07 0

T T T § ¢ 7

. e s e @
-

tEERRERNS
et eRe e

. treeeees Ladalll

LEL L L L
LAl 1

L I I L T T Y T
]
-
]

LA L] L
==

e
e
53

WHAT ARE TOUR ORDPERS CAPTAIN AHAB? 3

COURSE (1-8)7 3
FUEL (LBS.)7 675

YOU DESTROYED I ENEMY SHIPS CAPTAIN AMABI!!
NO SHIPS IN RANGE TO DEPTH CHARGE YDU CAPTAIN AHAB!I

~-=o%8 RESULT OF LAST ENENY MANUEVER ##e---

WHAT ARE YOUR ORBERS CAPTAIN AMABT 2

COURSE (1-8)7 J
celeceitanaibiau L LOUCH! 1)
GOOD WORK CAPTAIN AHAB!!!

AHABT!

« \§/\8/\8/

AHAB !

« \8/\8/

YOU BOT ONE CAPTAIN AMAB!!

TOU 60T THEW ALL!Y!

PROMOTION AND COMHEMDATIONS WILL BE GIVEN INMEDIATELY!|)

UANT AMOTHER GAMET MO
Break in 4250
Dk

-
.
-
.
-

L T ]

§ ® 8 = = " o= o® W

LIST
PRINT TAB(33);"SEABAT"

PRINT TAB(15);"CREATIVE COMPUTING MHORRISTOUN, NEW JERSEY™
PRINT:PRINTtPRINT

10
20
30
40

322
324
324
328
3
340
350
340
370
380
37
400
410
420
430
440
450
160
470
480
490
500
310

710
720
73
740
750
760
27
780
7%
aoo
802
a0
81
820
810
840

REN

REN PROGRAM BY VINCENT ERLKSON
REM  ORIGIMALLY IN H.P. BASIC
REM  COMVERTER TO MICROSOFT BASIC BY S.NM.

REM MOTE THE FOLLOWING ABOUT CONVERSIONS:

REX 1)
REM
REN
REN
REN
REN
REN
REN 2)
REN
REN
REN
REN
REN
REN
REM

RESTORE <LINE NUMBER> NEANS TO SET THE DATA
POINTER TO THE SPECIFIED LINE. THIS IS ONLY
PRESENT IN TRS-80 LEVEL I AND CP/M BASIC.
FOR OTHERS, INPROVISE BY USING A RESTORE, AND
FOR...HEXT WITH READ STATEMENTS TO SKIP OVER
THE DATA THAT SHOULD BE IGNORED.

LOGICAL EXPRESSIONS ARE USED OFTEN. A TRUE
EXPRESSION EVALUATES AS A (1) AND A FALSE EXPRESSIOI
EVALUATES AS A (0), THUS IF THE PROGRAN SAYS:

X = (B<50)
IT MEANS, LET X=0 IF D>=50, AND LET X==1 IF D<S0.
AGAIN, IHPROVISE IF YOUR BASIC DOESN’T HAVE THIS
(BUT ALL NICROSOFT BASICS DO.)

REN  The real mame of this progras is, “Underwater Pie Lob"
REN %+ PROBRAN FOLLOUS #e»

REN eee

DIN 4(20,20),D(9)
PRINT "UHAT IS YOUR RAME™;

INPUT N$

PRINT

REHM #¢» SET UP AREA »*=
FOR I=1 T0 20
fOR J=1 TO 20

A1, J1=0

NEXT J
NEXT I

REM ##% [SLAND #ee
RESTORE 4300

FOR X=7 70 13

FOR Y=7? T0 12
READ &(X,Y)

HEXT Y
HEXT X

REN *x+ SUB aen

Si=10; 82=10

A(51,52) %2

REN ¢ ENENY SHIPS wes
S=INT(RND(1)#14)+15

RESTORE 4090

FOR X=1 TO CINT(RND(T)24)+1)32-1
READ PE,DY?

MEXT X

FOR X=1 10 §
X1=INTCRMD(1)220) +1
X2=INT(RNDC1)920)+1

IF ACX1,X2)O0 THEN 500
ACX1,X2)=3

NEXT X

PRINT "YOU MUST DESTROY*";S;*ENEMY SHIPS TD WIN B | T
REM #¢¢ HEADQUARTERS #ee
SI=INT(RNDC1)220)41
SA=INT(RND(1)#20)#1

IF A(S3,84)C>0 THEN 570
ALSI, S4)=4

REN ### UNDERUATER HINES »»e
FOR X=1 TO INT(RMNDB(1)+B)+8
X1=INT(RNDC1)%20)+1
X2=1NT(RND{1)220) ¢

IF A(X1,X2)CO0 THEN 430
ACXT,X2)=5

NEXT X

REN #=%% SEA NONSTERS =»s
FOR X=1 TO 4
KI=INT(RMD(1)%18)42
X2=IRT(RMD(1)*»18)42

IF A{X1,X2)<>0 THEN 700
ALX1,X2)=4

RESTORE 4090

FOR Y=1 TO INTCRMD(1)#8)+1
READ H1,M2

NEXT T
HEXT X

RENM #3% SET STARTING VALUES #+s
FOR I=1 TO %

pl=p
MEXT 1
=30
P=§000
Fe2500
=10



Qav
870
g8
are
900
710
720
730
740
750
40
970

950

1000
1010
1020
1030
1040
1050
1060
1070
1080
1070
1100
110
1120
1130
1140
1150
1150
120
1180
11%0
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
1350
1340
1370
1180
1390
1400
1410
1420
1430
1440
1450
1450
1470
1480
14%0
1500
1310
1520
1330
1540
1550
1540
1570
1580

=190

b2=2

REN #4+ CONNAND SECTION #+s

PRINT: PRINT: PRINT “WHAT ARE YOUR ORDERS “;i9;

INPUT @

QN INT(0+1) 607D 1040,1480,2220,2480, 3250, 3410, 3700, 3880, 4400, 4640

PRINT "THE COMMANDS ARE:"

PRINT *® B0: MAVIGATION™

PRINT = Ri: SONAR™

PRINT * #2: TORPEDO CONTROL™
PRINT " #3: POLARIS NISSILE CONTROL"
PRINT B4: MANUEVERING

PRINT = #5: STATUS/DAMAGE REPORT®
PRINT * #61 HEADQUARTERS™

PRINT * #7: SABOTASE"

PRINT " #8: POVER CONVERSION"
PRINT " #9: SURRENDER"

GOTD 880

REM eo+ KO: NAVIGATION 2=

IF DC1) >= 0 THEW 1080

PRINT "ENGINES ARE UNDER REPAIR o | Ho A
60TO 880

IF C>8 THEM 1110

PRINT “NOT ENOUSH CREU TO NAM THE
6070 B8O
DI=1=((.234RND(1)/10)#(={D <» S0

G0SuUB 4080

PRINT "POVER AVAILABLE=";P;". POWER TO USE";

INPUT P1

IF P1<0 OR P1>P THEN 1130

IF P1 <= 1000 THEN 1210

IF RND(1)<.43 THEN 1210

PRINT “ATONIC PILE GDES SUPERCRITICAL "INSI"!| 1 HEADOUARTERS™

PRINT “UILL UARN ALL SUBS TO STAY FROH RADIDACTIVE AREA!!|™
GOTO 4180

X=51

¥=82

0=

FOR X2=1 1D IRTCINT(PI/1004.5)2D1+.5)

IF X4X1X0 AND X+4X1<21 AND T+Y120 AND Y#Y1<21 THEN 1280

PRINT "YOU CAN‘Y LEAVE THE AREA - T

BOTD 1340

BN ACX+XT,Y#Y1)41 BOTO 1290,1330,1630,1370,1440, 1470, 1490
X=X+X1

=YYl

P=P=100

6070 1520

PRIKT *YOU ALNOST RAN AGROUMND it Hal il

AlX,Y)=2

A(51,82)=0

Si=X

82=Y

BOTO 4490

IF D>50 THEN 1290

PRINT “YOU RAMMED A SHIP!'!! YOU’RE BOTH

5=5-1

IF S=0 THEM 4240

GOTO 4180

IF D>50 THEM 12%0

PRINT “YOU RAMMED YOUR HEADBUARTERS!! YOU‘RE SOMKL™

60T0 4180

PRINT "YOU‘VE BEEM BLOUN UP BY A NINE aH L M T

6070 4180

IF RMB{1)<.21 THEN 1430

PRINT “Y0u WERE EA'EM BY A St4 NOMSIER, " H%3n11m

GOTOD é180

REM *s& CHECK FOR NEARBY SEA MOMSTERS ##s

FOR X3=X-2 TO X+2

FOR Y3=Y=2 TO Y42

IF X3<1 OR X3>20 OR Y3<1 OR Y3>20 THEN 1610

IF ALX,TYCO8 THEN 1610

IF RMPC1)<,25 THEN 1500

IF Q1=0 THEN 1510

PRINT "YOU JUST HAD A MARRDU ESCAPE UWITH A4 SEA NONSTER ot 1 T
Q1=0

NEXT Y3

HEXY X3

REXT X2

PRIAT “MAVIBATION COMPLETE. POUER LEFTw*;p;"."

IF PY0 THEN 1340

PRINT "ATOMIC PILE HAS GOME DEAD!!! SUB SINKS, CREW SUFFOCATES"
BOTO 4180

REM #o% §1: SONAR ##s

IF D(2) >= 0 THEN 1720

PRINT “SOMAR IS UMDER REPAIR it A

60TD 880

IF €>5 THEN 1750

PRINT "MOT ENOUGH CREV TO WORX SONAR ";Ns;”.*

BOTO 880

PRINT "OPTION E=;

INPUT O

ON INT(D#1) GOTO 17%0,2010

G6OTO 1750

ENGINES ";M#;","

SUNK "jNs;e1te

1790
1800
1810
1820
1630
1840
1850
1840
1870
1880
1890
1900
171¢
1920
1930
1940
1950
1960
1970
1980
1970
2000
2010
2020
2022
2024
2030
2040
2050
2040
2070
2080
2090
2100
2110
2120
2130
2140
2150
2160
2170
2180
2190

210
2220
2230
2240
2250
2260
2270
2280
2290
2300
2310
2320
2330
2340
2350
2360
2370
23180
23%0
2400
2410
2420
2430
2440
2450
2460
2470
2480
2490
2500
2510
2520
2530
2540
2350
2560
2570
2380
25%0
2600
2810
2820
2530
2840
2650

2670
2480
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REN 23 PRINT OUT NAP ®4+

PRINT

FOR X=1 TD 20

FOR Y=1 TQ 20

’ar‘ - Il'llt-."H"x,l‘f‘ﬂ‘s!-pll‘”'-'l ‘ -’I_‘_ll

IF ACX,Y)<>0 THEN 1880

IF X<O1 AND X<>20 AND Y<>1 AMND ¥Y{>20 THEN 1880

PRINT " | =2

60TD 1950

RESTORE 1830

FOR X1=1 TO AlX,T)+1

READ A

HEXT X1

IF B<50 AND RND{1)<.23 AND ACK, 1)1 AND ACY,Y)<O2 THEN 1840
IF RNDC1)<,15 anp AN, Y)>2 THEN 1840

PRINT A$;

NEXT Y

PRINT

MEXT X

P=pP-50

IF P20 THEN 880

00T 1440

REN =2t DIRECTIONAL INFORNATION #+#

FOR I=1 70 5
Bil)=0

NEXT I

PRINT “DIRECTION
RESTORE 40%0
FOR X=1 70 8
READ X1,Y1
X3=0

FOR X4=1 T 20
IF S1+X1#X4<1 OR S1+X1#X4>20 OR S24Y12X4<1 OR S24Y1¢X4>20 THEN
IF ACSTRXTEXA,S24Y14X4) >3 THEN 2130

X3=X3+1

B(X3)=X4

NEXT X4

IF X3=0 THEN 2200

PRINT *  =2x X3,

FOR X4=1 TO X3

PRINT B(X4);

REXT X4

PRINT

NEXT X

GOTD 1980

REN #++ §2: TORPEPD CONTROL we#

IF B(3) >= 0 THEN 2260

PRINT “TORPEDD TUBES ARE UNDER REPAIR ";N%;*.~

GOTO BaO

IF C >= 10 THEN 2270

PRINT “NOT EROUGH CREY TO FIRE TORPERO =;Ns;=.*

GOTD 880

IF T THEN 2320

PRINT “HO TORPEDOS LEFT b | L

6070 880

IF D<2000 THEN 2340

IF RNDC1)>.5 THEN 2340

PRINT "PRESSURE INPLODES SUB UPON FIRING...YOU'RE CRUSHED! "
60TO 4180

B0SUB 4080

X=51

=52

FOR X2=1 TO INT(Z+30(=(D>50))-RND (1) 24+ .5%)

IF X+X1>0 AMD X#X1<21 AND Y#Y1>0 AND Y+Y1C21 THEN 2440
PRINT "TORPEDD OUT OF SONAR RANGE... . TMEFFECTUAL ";ns3".*
T=T-1

P=P-150

IF P20 THEN 4490

60TD 14460

ON ALX#XT,YeY1)41 SOTO 24?0,2510,2650,2540,258#,2!10,2630
X=X+X1

Y=r+Y1

PRINT *,,.1.."

607D 24650

PRINT "YOU TOOK BUT SOME ISLAMD i | Hal &

ACX+X1,Y4Y1)=0

GOTO 2420
PRINT “DUCH! 11
§=5-1

IF S5<>0 THEM 2520

G60T0 4240

PRINT "YOU BLEW P YOUR HEABOUARTERS -t Hal FE R
S3=0: S4=0: DP2wp

6BTO 2520

PRINT "BLAM!! SHOT WASTED ON A MINE H [ Hal N

6070 2520

PRINT "A SEA MONSTER HAR A TORPEDD FOR LUNCH -
GOTO 2420

REXT X2

PRINT “BUD,.*

G0TO 2420 .

REN ##+ W3: POLARIS MISSILE CONTROL s+s

# OF SHIPS DISTANCES"

YOU GOT OME “;Ms;"1i"



F D8y 2= 0 THEN 2720

PRINT "MISSILE SILOS ARE UMDER REPAIR "jN$;*."

GOTO 880

IF C>23 THEN 27506

PRINT "NOT EMOUBM CREW TD LAUNCH A MISSILE " N$;"."
GOT0 880

IF MO0 THEN 2780

PRINT "NO WISSILES LEFT " N&;"."

6070 880

IF D>50 AND D<2000 THEN 2850

PRINT “RECOMMEND THAT YOU DO NOT FIRE AT THIS DEPTH...PROCEED®;

IHPUT A%
IF LEFTS(A$,1)="H" THEN 880

IF RMB(1)<.5 THEM 2850

PRINT “MISSILE EXPLODES UPON FIRING "j;N$;“'! YOU‘RE DEAD!'™
80TO 6180

BOSUB 6080

PRINT “FUEL (LBS.)*;

INPUT F1

IF F1>0 AND F1 <= F TMEN 2910

PRINT “YOU WAVE*;F;"LBS. LEFT "jus;*.”

BOTO 2840

F2=INT(F1/75+4.5)

IF S1#X19F2>0 AND S1+X10F2{21 AND S24Y1#F2>0 AND S2+Y19F2(21 THEN 2980

PRINT “MISSILE QUT @F SOMAR TRACKING "jN$;*. MISSILE LOST.*
H=N-1

FeF=F1

P=P=300

GOTO 2440

B3=0z D4=0: DS=0: Dé=0

FOR XsS1+4X1#F2-1 TO S1+X13F2+1

FOR Y=82¢Y13F2<1 TD S2+4Y1#F241

IF X<1 OR X>20 OR Y<1 OR Y>20 THEN 3140
DI=D3~(A(X,Y)=3)

Dd=D4-(A(X,Y)=b)

P5=D5-(A(X,Y)=5)

Da=Do- (AKX, T)=1)

IF A(X,Y)<)4 THEN 3100

PRINT "YOU’VE DESTROYED YOUR HEADQUARTERS “jNspvitie
PI=0: S54=0: D2=0

60TO 3130

IF ACX,Y}<>2 THER 3130

PRINT "YOU JUST DESTROYED YOURSELF “;N$;"!!!
GOTO 4180

AlX,Y)=0

NEXT Y

NEXT X

IF Dé=0 THEN 3180

PRINT "YOU BLEV OUT SOME ISLAND " ;N$;"."
IF DS5=0 THEN 3200

PRINT “YOU DESTROYED®;D53;“MINES *“IN$3".*
IF DA=0 THEN 3220

PRINT “YOU GOT";D4;"SEA MONSTERS “ ;N$;"!!! 600D UBRK!!"™
PRINT *"YOU DESTROYED";D3;"ENENY SHIPS ";Ne;~!n1"
§=5-D3

BOTOD 2940

REM #+= HANUEVERING s»=

IF B(5) >= 0 THEN 3290

PRINT *BALLAST CONTROLS ARE BEING REPAIRED *;N$3*."
BOTO 880

IF C>12 THEN 3320

DUNHY ! 1®

PRINT “THERE ARE NOT ENOUGH CREV TO WORK THE COMTROLS “;M$;=."

G0TD B8O

PRINT "MEU DEPTH";

INPUT D1

LF B1 >= 0 AHD D1<3000 THEN 3370

PRINT "HULL CRUSHED BY PRESSURE "j;N%;"f'I"
6070 6180

P=P=INT(ABS({D-D11/2+.5))

PRINT “MAMUEVER COMPLETE. PDUER LOSS=";INT(ABS((P-D1)/2+.5))
b=0

80TO 4490

REN =+2 B5: STATUS / DANAGE REPORT »+»

LF DC6) >= 0 THER 3450

PRINT “NO REPORTS ARE ABLE TO GET THROUGH “;N$3;™."
607D B8O

IF €>3 THEN 3480

PRINT “ND ONE LEFT TO GIVE THE REPORT " M$j“."
6070 B8O

PRINT "8 OF EMEAY SHIPS LEFT.......";S

PRINT "8 OF POWER UNITS LEFT....vuu"iP

PRINT “8 OF TORPEDOS LEFT....cues..”37

PRINT "% OF WISSILES LEFT..cecucaas™i

PRINT "8 OF CREWNEN LEFT.....c000.."3C

PRINT "LBS. OF FUEL LEFT...cccueeas™iF

PRINT

PRINT “UANT DAMAGE REPORT";

INPUT A$

IF LEFTS(AS,1)="N* THEN 3470

PRINT = ITEN DAMABE (+ G0OD, 0 NUETRAL, - BAD)"
PRINT * == =weeem .

DATA “ENGINES",*SONAR" ,"TORPEDOS",“NISSILES™,"MANUEVERING"
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3830
3840
3850
3860
3870
3880
3899
300
3710
%20
3930
Jr4Q
3930
3960
3970

DATA "STATUS®,"HEADQUARTERS" ,"SABOTAGE", "LUNVERIER™
RESTORE Jé00

FOR X=1 TOD %

READ &%

PRINT A8,D(X)

NEXT X

PRINT *YOU ARE AT LOCATION (";S51;",";52;5")."
PRINT

6070 880

REN ¢ Ba: HEADOUARTERS #es
IF DU7) >=0 THEN 3740
PRINT “HEADQUARTERS IS DAMAGED.
60TD B840

IF D2<>0 THEN 3770

PRINT "HEADQUARTERS 1S DESERTED “;N$;"."

BOTOD B8O

IF SAR((S51-83)"2+(52-54)72) (= 2 AWD D<51 THEN 3800
PRINT "UNABLE TQ COMPLY UITH DOCKING ORDERS “;M4;™."
60TO 880

PRINT “DIVERS FROM HEADQUARTERS BRINS QUT SUPPLIES AMD HEN.®
P=4000

T=8

N=2

Fe1500

=25

D2=p2-1

80T0 4490

REN svs N7: SABOTAGE #*#

IF B(8)>=0 THEN 3920

PRINT “HATCHES IMACCESSIBLE “;N$;".
6070 880

IF €>10 THEN 3950

PRINT "NDT ENOUGH CREW TD GO DM A MISSION ";N$;"."
6070 880

D3I=0: D4=0

FOR X=51-2 TD §1+2

FOR Y=52-2 TO §2+2

IF X<1 OR X>20 DR Y<1 OR Y>20 THEN 4010
DI=PI-(ALX,Y)=])

D4=pA-(ALX,Y)=6)

HEXT ¥

MEXT X

IF D3<>¢ THEN 4040

PRINT “NO SHIPS IN RANGE “;N$;"."

807D B8o

PRINT “"THERE ARE";D3I;"SHIPS IN RANGE " Ne}"."
PRINT “HOU HANY HEN ARE GOING “"jHS;

INPUT @1

IF C-081 >= 10 THEN 4120

PRINT "YOU MUST LEAVE AT LEAST 10 MEN ON BOARD " ;HNs;"."
GOTO 4070

PS=INT(D3/01+.5)

Dé=0

FOR X=51-2 TD S1+42

FOR Y=§2-2 TO §2+2

IF D3/Q1>1-RND(1) AND RND(1)#D3/Q1<.9 THEN 4220

IF ACX,Y)<>3 THEN 4220

Dé=Dis1

RIX,Y)=0

§=8-1

IF S=0 THEN 6240

NEXT Y

NEXT X

PRINT D43;"SHIPS UERE DESTROYED "jN#3;"."

D6=0: D7=0

FOR X=1 TO @1

D7=Pp7=(RND(1)>.6)

MEXT X

FOR X=1 TO @1-D?

Dé=PE~(RND(1)<.13)

HEXT X

IF DA=0 THEN 4340

PRINT A SEA HONSTER SMELLS THE MEN DM THE UAY BACK!! "
PRINT D7;"MER WERE EATEN "jMs;"11®

C=C-D7

PRINT D&;"NEN UERE LOST THROUGBH ACCIDENTS “;N9;“."
C=C-Dé

PeP~INT(100Q1+RND(T)®10)

BOTD 44%0

REM #+=+ N8: POMER CONVERTER #%¢

IF D(%) >= 0 THEN 4440

PRINT "POVER CONVERTER IS DAMABED " M$;"."

5070 B8O

IF C>5 THEN 4470

PRINT “NOT ENOUGHM MEN TO WORK THE CONVERTER “jN$;“."
BOTO 880

PRINT "OPTIONT (1=FUEL TD POMER, 2=POMER TO FUEL)";
INPUT @

ON O GOTD 4510,4380

BOTD 4470

REN #+e FUEL TO POUER CONVERSION s#¢

PRINT “FUEL AVAILABLE=";F;". CONVERT";

UNABLE TO HELP "N} ."

N0 SABDTAGES POSSIBLE."



Faal
4540
4350
4560
4570
4380
45%0
4600
4610
4620
4630
4540
4450
44880
4470
44680
44670
4700
4710
4720
4730
4700
4750
4760
4770
4780
4790
4800
4810
4820
4830
4840
4850
4840
4870
4880
4870
4900
4710
4920
4930
4740
4950
4950
43970
4780
4790
3000
010
3020
3030
3040
5050
5060
5070
5080
5070
5100
e
3120
5130
3132
3134
5136
5140
S150
5160
S170
5180
5190
5200
3210
5220
3230
3240
32350
3260
5270
3280
3270
5300
3310
5320
5330
5340
2330
3360
3370
1360
3390
3400
10

ANFUl L1

IF C1>F OR C1<0 THEN 4520

f=F-C1

P=P+INT(C1/3) 2
6070 4440

REM ¥#2: POUER TO FUEL CONVERSION s+#

PRINT "POWER AVAILABLE=";P-13". CONVERT";

INPUT Ct

IF C1>P-1 DR C1<0 THENM 4590

P=p-C1

FeF+INT(C1%3)

PRINT “CONVERSION COMWPLETE. POUER=";P;". FUEL=“:F;".*
GOTD 44%0

REN #¢+ §9: SURRENDER ez

PRINT "COUARD!! YOU‘RE NOT VERY PATRIOTIC “;Ns$;“t11®
BOTO 4180

REW ®=+ RETALIATION SECTION =+

@=0

FOR X=81-4 TD S1+4

FOR Y=82=4 TD S2+4

IF X<1 OR X220 OR Y<1 DR Y>20 THEN 4740

IF ALX,Y)>T THEN 4740

Q=@+ (RNDC1)/SOR((S1-X)"2+(82-Y)"2))

NEXT Y

NEXT X

IF @ THEM 4810

PRINT "NO SHIPS IN RANGE TO DEPTH CHARGE YOU i L Hd A
60TD 5210

PRINT "DEPTH CHARBES OFF *;

IF RNB(1)>,5 THEN 4850

PRINT "PORT SIBE "3N$3"!11®

60TD 4860

PRINT "STARBOARD SIDE “;Ns$;v111=

IF @>.13 OR RND(1)>.92 THEN 48%0

PRINT “MD REAL DAMAGE SUSTAINED *:Ns;"."

6070 S210

If @>.36 OR RND(1)>.96 THEN 4940

PRIMT “LIGHT, SUPERFICIAL DANABE ";N$;"."

P=pP-50

DCINTCRND(1)29)41)=-RND(1)#2

6070 5210

IF 0>.6 OR RND(1)>.975 THEN 5020

PRINT "HODERATE DAMAGE. REPAIRS NEEDED."
P=P-75+INT(RMD(1)+30)

FOR Y=1 TQ 2

ASINT(RND(1)%9)+1

BCX)=D(X)-RND(1)+8

NEXT Y

607D 3210

IF 0>.9 OR RND(1)>.983 THEN 5100

PRINT “HEAVY DAMAGE!! REPAIRS IMMEDIATE b L H N b
PeP- {200+ INT(RMD(1)974))

FOR X=1 TD A+INT(RND(1)e2)

YSINT(RND(1)29)+1

PCY)=D(Y)-RND(1)%11

NEXT X

6070 5210 PCHOTSIO"
PRINT “DAMAGE CRITICALI!I! WE NEED HELP!U!!* %
AS="URAVUKXCNVPCRHFBRSAXQURLOTRHX YACUF ZYT TLCBSSYYKDOIPCAEGQG
X=INT(RNB(1)%16)+1

PRINT "SEND “HMELP’ IN CODE. HERE 15 THE CODE:";NIDS (A%,X,4);
REMN TINE DELAY AND THEN ERASE THE CODE

FOR I=1 TO 300: NEXT I

PRINT Clltttll;?Ai!]l);'l!l!“:ﬁﬂﬁ!(lSl;TII(SB);'OGOI"
INPUT “ENTER CODE";B$

PRINT

IF BOONIDS(AS,X,4) THEN 5190

PRINT “FAST UORK " N$;%!! HELP ARRIVES IN TINE TO SAVE You!!|»
GOTO So40

PRINT "MESSAGE GARBLED “;N$;"...NO HELP ARRIVESI!I™
B6OTOD 4180

REN ##+ MOVE SHIPS / SEA MONSTERS wssx

IF BC1) >= 0 OR B(3) >= 0 OR D(4) >= 0 OR D(5) >= ¢ OR B(7) >= 0
IF D48) >= 0 OR D(9) >= 0 THEN 5260 (—'J
PRINT “DAMAGE TOO MUCH ";N$;"1!1! TOU“RE SUNKII" THEN
GOTD 4180

RER es*s NOVE SHIPS / SEA NONSTERS e

PRINT: PRINT: PRINT "---e#= RESULT OF LAST EMENY MANUEVER ts#---*
FOR X=1 TO 20

FOR Y=1 TO 20

IF ACX,Y)<>3 THEN 5690

REK #&% NOVE A SHIP #en

=08

V=09

IF X+U>0 AND X+U<21 AND Y+¥>0 AND Y+U<21 THEN 5420

FOR X0=19 TO 1 STEP -1

IF ACX-U#X0,Y=VeX0)<>0 THEN 5400

ACX-WeX0,T-VEX0)=3

AlX,Y)=0

80OTD 6000

MEXT X0

§toe

3260

5420
3430
5440
5450
5460
5470
5480
3490
3300
3510
5320
5530
5540
5550
5360
3370
3380
5590
5400
3610
5620
3430
5640
5450
5660
5670
5480
5470
5700
5710
5720
5730
5740
5750
5740
5770
5780
5790
5800
s810
3820
5830
S840
5850
3840
5870
5880
5890
5900
5910
s920
5930
3740
5950
5940
5970
5980
5990
6000
6010
6020
4030
4040
4030
6040
6020
4080
4090
6100
4110
4120
4130
6140
6150
6160
4170
4180
6190
4200
6210
4220
6230
6240
4250
6260
4270
4280
6290
4300
4310
4320
ok
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ON A(X+U,Y4+V)+1 BOTO 5430,5460,3330,5460,35560,5400,5650
ACXHM, Ye0)=3

ALK, ) =0

60T0 4000

REH ##¢ CHANGE DIRECTION »=+

RESTORE 4090

FOR X0=1 TO INT(RND(1)*8)+1

READ W,V

MEXT X0

IF X4U<t OR X4W>20 OR Y+U<1 OR Y+V>20 THEN 5470
BOTO 5420

IF D>30 THEN 5460

PRINT “2es YOU‘VE BEEN RANMED BY A SHIP "jN$;"1(|*
goTo 4180

IF RND(1)< 135 THEN 5440

PRINT "##2 YOUR HEADQUARTERS UAS RAMMED “;N$;"11|"
53=0; S4=0: D2=0: A(X+Y,Y+V)u0

00TO Sa20

IF RED(1)<.7 THEN S440

PRINT "#s# SHIP DESTROYED BY A NINE ";Ne;"t11®
§=8-1

IF S<>0 THEN S440

60TD 6240

IF RMD(1)<.8 THEN 5440

PRINT *s&+ SHIP EATEN BY A SEA MOMSTER I
§=8-1

BOTO 54630

REM ##¢ MOVE A SEA MONSTER #»»

IF ALX,Y)<>6 THEN 4000

IF X+M1<1 OR X+N1>20 OR Y+M2<{1 DR Y#M2>20 THEM 5740
ON ACX*N1,Y+H2)+1 6OTO 5730,5740,5830,5850,5900,5730,5930
ALX4NT, T+H2) =4

AlX,Y)=0

BOTO 4000

REN #x* CHANBE DIRECTION »o»

RESTORE 40%0

FOR X0=1 YD INT(RND(1)#8)+1

READ N1 ,M2

NEXT X0

IF X+M1<1 OR X+H1>20 OR Y+H2<1 OR Y+M2>20 THEN 5760
6070 5720

PRINT “s#® YOU'VE BEEN EATEN BY A SEA MONSTER ";N$;"{|"
6OTO 6180

IF RMD(1)>.2 THEW 5760

PRINT “eo% SHIP EATEN BY A SEA MOMSTER H | Hal Ry
§=8-1

IF $<>0 THEN 5730

GOTO 6260

PRINT "+#= & SEA NOMSTER ATE YOUR HEADGUARTERS L Ha
§3=0: S4=0: D2=0

GOTO 3730

IF RND(1)<.75 THEN 5740

PRINT “s#+ A SEA MONSTER FIBHT “;N8;"111 "}

IF RMD(1)<.8 THEM 5980

PRINT "4ND ONE DIES!(*

60TD 5730

PRINT *IT“8 A TIEI!"

G0TO 5740

HEXT Y

NEXT X

REM won MAKE REPAIRS #:+

FOR Y=1 TO ¢

X=INT(RND(1)%%)+1

BEX)=D(X)4 (RND(T)# (24RND(1)#2) )0 (14(=(D<51) OR =(D>2000) ) ) (~(D(XI<I)|

NEXT ¥

BOTOD 880

REH #*% GOSUB FOR COURSE / DIRECTION #=#

BATA =1,0,-1,1,0,1,1,1,1,0,1,=1,0,=1,~1,=1

PRINT "COURSE (1-8)*;

INPUT C1

IF C1<1 OR C1>8 THEN 4100

RESTORE 5090

FOR X9=1 TO INT(C1+.5)

READ X1,Y1

NEXT X9

RETURN

REM ee+ DESTROYED 7 ##s

PRINT “THERE ARE STILL";S;“EMEMY SNIPS LEFT o1

PRINT "YOU WILL BE DEXOTED TO RANK OF DECK SCRUBBER!I!"™

PRINT “WANT ANOTHER BANE";

INPUT AW

IF LEFT$(AS,1)O"T" THEN 4250

GOTO 310

sTop

PRINT “G00D WORK ";M$:=1!! YOU BOT THEM ALL1II®

PRINT “PROMOTION AND COMMEMDATIONS VILL BE BIVEM IMMEDIATELY!I I
GOTO 6210
REM #%x ISLAN
DATA 0,1,1,1,
DATA 1,1,0,0,
END

DATA =22
1N o1 1,0,1,1,1,0,1,1,1,1,0,0,0,1
1

b
1] 1
1,1, 00:1,0,0,0,1,0,0,0

T
0,1,1
0,1,1



Seawar

You are the commander of a fleet of
ships operating in enemy territory.
Your task force consists of 9 ships, and
the enemy has 9 ships. Whoever sinks
all of the opponent’s ships first wins the
campaign.

You, as the commander, must
provide the angle of elevation at which
the guns will be fired, neglecting air
resistance. Your instruments will read
the range to the target, and the initial
velocity is held constant at about 875
meters per second.

SEAWAR will help you learn about
the paths of projectiles and what
happens as the angle of elevation
varies.

1. First, what do you think the path of
the projectile looks like. Make a
sketch. (If you're still not sure, do
some research in the library—it will
help you win the battle, com-
mander!)

a. What angle of elevation do you
think will give the maximum

range?
b. What will happen if you fire the
guns at 0°?

c. What will happen to the projectile
if you fire it straight up?

2. After becoming proficient at winning
the battle, change the initial velocity
of the projectile. How does this
affect the range?

The original SEAWAR had a timing
function thfat allowed only about 7
seconds to make your next move. If
your computer has a timer, this would
be a neat addition.

The origin of SEAWAR is unknown. It
was revised and submitted to us by
David S. Paxton. It was further revised
and the writeup prepared by Mary T.
Dobbs, Mathematics and Science
Center, Glen Allen, Virginia. It first
appeared in Creative Computing,
May/Jun 1975.

SEAUAR
CREATIVE COMPUTING
MORRISTOUN, NEW JERSEY

YOU CONNAND A FLEET OF SHIPS OPERATING INM

EMENY TERRITORY!!1

DO YOU MEED ANY ASSISTANCE? YES

YOU TELL YOUR BUN CREUS THE ELEVATION TO SET THEIR GUNS.
ELEVATION 15 IN DEGREES FROM 0 TD 340,

YOUR TASK FORCE CONSISTS OF 3 DESTROYERS, 2 CRUISERS,

2 BATTLESHIPS, AND 2 MEAVY AIRCRAFT CARRIERS.

THE EMEMY MAS 9 SHIPS FOR HIS DEFENSE.

IF YOU SUCCEED IN SINKING ALL HIS SMIPS BEFORE HE SINKS
YOURS, YOU HAVE UON, HOUEVER, IF ME SINKS aLL YOUR SHIPS

BEFORE YOU RAVE DEFEATED HIN, YOU HAVE LOST!!

LET US BEGINI!!

YOUR FLAGSHIP MAS DETECTED A U-BOAT APPROACHING AT 5 PHANTOMS.
YOUR SUBMARIME DETECTION EQUIPNENT READS THE RANGE TD THE TARGET

AS J9481 METERS.

THE U~BOAT HAS COMSENCED FIRING TORPEDDES AT YOUR SHIPS.
HIS FIRST TORPEDC EXPLODED 281 METERS BEHIND YOUR SHIF.
UHAT ELEVATION =+ * 38

----- FIRE!!!

DEPTH CHARGE EXPLODED 5437 METERS AFT OF TARGET.
THE ENEMY U-BOAT SANK OME OF YOUR DESTROYERS!!
UHAT ELEVATION we T 32,4

———=FIREI ! |
DEPTH CHARGE EXPLODED 2592 WETERS AFT OF TARGET.
THE ENENY U-BOAT SANK YOUR HEAVY CRUISER!!

VHAT ELEVATION e 7 29,9

~e-~-FIRE! I

DEPTH CHARGE EXPLODEP 707 METERS AFT OF TARGET.
THE ENENY TORPEDO EXPLODER 103 METERS IN

FRONT OF YOUR SHIP,

WHAT ELEVATION *+ T 29,2

————— FIREN1Y

DEPTH CHARGE EXPLODED 123 METERS AFT OF TARGET.
THE ENEMY U-BOAT SANK ANOTHER OF YOUR DESTROYERS!!
UHAT ELEVATIDN s¢ 7 29.07

----- FIRE1 1Y
DEPTH CHARGE EXPLODED RIGHT DM TOP OF THAT BABY!H!

TARGET DESTROYED!!! st 5 es ROUNDS EXPENDED.
YOU “AVE LDST 3 SHIPS, AND THE ENENY HAS LOST 1 .
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TOUK FLAGSHILIF REFPURIS THE SIGHIING OF AN ENENY 210 MM SHORE GUN
YOUR INSTRUMENTS READ THE RANGE TO THE TARGET AS 41020 METERS.
THE ENEHMY 210 MM SHORE GUM IS FIRIMNG ON YOUR SHIPS!|

HIS FIRST ROUND FELL 113 METERS SHORT.

UHAT ELEVATION #¢ 7 32

=====FIRE!]!

SHELL OVERSHOT TARBET BY 773 HETERS.

THE ENENY 210 MH SHORE GUN SANK OME OF YDUR BATTLESHIPS!!
UHAT ELEVATION e+ 7 31.27

-----FIREN!!

SHELL OVERSHOT TARGET BY 240 MNETERS.

THE ENEMY 210 MM SHORE GUN SANK YOUR LAST DESTROYER!!
UHAT ELEVATION =2 T 31./\/\07

--—--FIRE!{!
* BOON o2

TARGET DESTROYED!!! *2 3 *+ ROUNDS EXPENDED.
YOU HAVE LOST S SHIPS, AMD THE ENENY HAS LOST 2 .

YOUR FLAGSHIP REPORTS THE SIGHTING OF AN ENENXY 70,000 TON CRUISER
YOUR INSTRUMENTS READ THE RANOE TO THE TARGET AS 41009 METERS.
THE ENEMY 70,000 TON CRUISER IS FIRING ON YOUR SHIPS!

1IN FACT, HE JUST SAMK YOUR AIRCRAFT CARRIER!'!

UHAT ELEVATION #¢ 7 32

----- FIREF!
SHELL OVERSHOT TARGET BY 784 METERS.

THE ENENY 70,000 TON CRUISER SAMK YOUR LIGHT CRUISER!!
WHAT ELEVATION =+ 7 31.1

----- FIRE !

SHELL OVERSHOT TARGET BY 123 METERS.

THE EMEHY 70,000 TON CRUISER SANK YOUR LAST AIRCRAFT CARRIER!I
WHAT ELEVATION =+ 7 30.9

----- FIRE! !
#+ BODN +#»

TARBET DESTROYED!!| #¢ 3 +¢ ROUNDS EXPEMDED.
YOU HAVE LOST 8 SHIPS, AND THE ENENY WAS LOST 3 ,

YOUR FLAGSHIP REPDRTS THE SIGHTIMG OF AN ENEMY BATTLESHIP
YOUR INSTRUMENTS READ THE RAMGE TO THE TARGET AS 42844 MNETERS.
THE ENENY BATTLESHIP IS FIRING ON YOUR SHIPS!
IN FACT, HE JUST SANK YOUR LAST BATTLESHIP!)
sestsess PEACE tonnesses

Y0U FIRED ROUNDS. THE ENEMY FIRED
ROUNDS,
ALL OF YOUR SHIPS HAVE BEEN SUNK. SO0 SORRY

THE BATTLE IS OVER..v.u.o...THE ENENY WINS!
oK
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LIST

S PRINT TAB(24);"SEAUAR"

& PRINT TAB(20);"CREATIVE CONPUTING"

7 PRINT TAB(18) “NORRISTOUM, NEU JERSEY"

9 PRINTIPRINT:PRINT

14 PRINT “YOU COMNAMD 4 FLEET OF SHIPS OPERATING IN"
15 PRINT "ENENY TERRITORY!!!"

20 PRINT DO YOU WEED ANY ASSISTANCE";

40 INPUT 03

30 IF Q8~°YES" THEN 90

60 IF @%="NO" THEN 170

70 PRINT "INPUT “YES” OR “NO’"

80 GOTO 40

90 PRINT “YOU TELL YOUR GUN CREUS THE ELEVATION TO SET THEIR GUNS.®
100 PRINT “ELEVATION IS IN DEGREES FROM 0 TO 340."

119 PRINT “YDUR TASK FORCE CONSISTS OF 3 DESTROYERS, 2 CRUISERS, "
120 PRINT "2 BATTLESHIPS, AND 2 HEAVY AIRCRAFT CARRIERS."

130 PRINT “THE EMENY HAS ? SHIPS FOR WIS DEFEWSE."

140 PRINT "IF YOU SUCCEED IN SINKING ALL H1S SHIPS BEFORE HE SINKS"
130 PRINT®YOURS, YOU HAVE UON. HOUEVER, IF HE SINKS ALL YOUR SHIPS"
160 PRINT “BEFORE YOU HAVE DEFEATED HIM, YOU WAVE LOSTII®

170 PRINT “LET US BEGINI11"

210 PRINT “=

400
620
430
440
450
440
670
480
690
700
705
710
226
730
750
260
770
780
%0
B20
830
B840
670
a%
900
910
920
930
740
750
760
970
980
990
1000
1020
1030
1050
1060
1070
1080
1090
1100
1o
120
1130
1142
1150
1160
1190
1200
1210
1230
1250
12640
1280

A4

READ 7%

AmA+]

8010 320

RESTORE

IF 0=% OR A=9 THEN B40

FOR X=1 TO &

READ I%

NEXY X

READ Zs

A=A+1

IF Z4="AIRCRAFT CARRIER" THEMN 370

IF 2¢="U-BOAT"™ THEN 20900

IF 2Z$="TORPEDD BOAT" THEN 340

P=1

GOTO 403

RESTORE

PRINT:PRINT "YOUR FLAGSHIP REPORTS THE SIGHTING OF AN ENENY mezs
T=d43000.-30000«RNDLO) +(RNDCO)#10) #, 9876544102
IF T<10000 THER 410

§=01P2=0

T=INT(T)

IF Z9=*U=BOAT™ THEN 2030

PRINT “YOUR INSTRUNENTS READ THE RANGE TO THE TARGET AS " T3" METER

IF P=1 THEX 1480

IF §>4 THEN 510

6070 540

PRINT “ALL RIGHT, BAD SHOT, THE TARGET HAS MOVED OUT OF"
PRINT “RAMGE 111 LET“S TRY LT AGAIN (11"

S1=51+§

BOTO 320

PRINT "WHAT ELEVATION s+ ";
INPUT B

PRINT

PRINT *v

PRINT “-eee- FIREI 1"
§=5+1

IF B>350 THEN 1410
IF B<O THEM 7350

IF B=0 THEN 770

IF B=90 THEM 980

IF B>330 THEN 770

IF B>180 THEN 1370

IF B>150 THEN 1300

IF B>90 THEN 1020

Vi=475,208%

E=INT(T=(V1°2/9.80445¢S1N(2¢B/57.3)) )

IF ABS(E) <= 100 THEN 1050

IF E>100 THEN 1200

IF E<-100 THEM 1250

PRINT “GUN BACKFIRED, KILLING CREW!"

GATD 820

PRINT “UHAT ARE YOU TRYING TO DO? KILLSOME FISH? THE SHELL"
PRINT “EXPLODED UMDER WATER FIFTY METERS FROM YOUR SHIP!|(*
60TO 1590

PRINT ADMIRAL PLEASE Li11"
60T0 1590

PRINT teeesdss PEACE #vxessss”
PRINT:PRINTzPRINT

PRINT “YOU FIRED *,S1,* ROUNDS. THE ENENY FIRED *,52," ROUMDS."
IF D=9 THEN 920

IF A=9 THEN 950

PRINT “ALL OF YOUR SHIPS RAVE BEEN SUNK. SO SORRY"

PRINT “THE BATTLE 1S OVER..........THE ENENY WINS!"

B0TO 2220

PRINT “YOU HAVE DECINATED THE ENEMY..........THAT’S WICE"
PRINT “THE BATTLE IS/ OVER.........,Y0U WIN(1111%
6aT0 2220 :
PRINT *YOU IDIOTI! YOU SHOT STRAIGMT UP1!, AMD THE SHELL"
PRINT “LANDED ON YOUR OUN GUN POSITION, DESTROYING IT!t!®

6070 1590

PRINT "HEY STUPID, YOU’RE FIRING ON YOUR OUN SHIPS!!(®

6070 1590

IF Z$="U-BOAT* THEN 1070

6070 1090

PRINT “DEPTH CHARBE EXPLODED RIGHT ON TOP OF THAT BABY!(|"
60TO 1100
PRINT ®
PRINT **
N$="TARGET DESTROYED!|{
H$=" s+ ROUNDS EXPENDED,"
PRINT M$;S;M$

PRINT “YOU HAVE LOST *;0;* SHIPS, AND THE ENEMY HAS LOST ";A;"."
$1=8148

PI=0

BOTO 250

IF Z$="U-BOAT* THEN 2130

PRINT “SHOT FELL ";ABS(E);" NETERS SHORT OF TARGET,"

6OTO 1590

IF I8=*U-BOAT* THEN 2140

PRINT “SHELL OVERSHOT TARGET BY *;ABS(E);* NETERS,®

8070 1590

** BOON &&"

L



1el@ FRINT & TOU SHOT A PROJECTILE, INTO THE AIR,*

1320 PRINT * IT FELL TD THE WATER, YOU KNOU MOT WHERE."
1330 PRINT “BUT I DO, YOU IDIOT, YOU JUST SANK YOUR OUN FLEET TANNER!!™
1340 51=81+1

1350 IF P=1 THEN 1590

1360 60TD 490 .
1370 PRINT “WHAT ARE YOU TRYING TO DOTT DRILL A #EU HATCHT? THE SHELL"
1380 PRINT "EXPLODED IN YOUR SHIP, DESTROYING IT111*

13835 0=0+1

1386 IF 0=% THEN 840

1390 IF P=1 THEN 1590

1400 60TO0 820

1410 PRINT “WUHERE DID U LEARN TO TYPE? *;B;"DEGREES EXCEEDS 340 BY"
1420 PRINT B-340; DEGREES."

1430 51=51¢1

1440 IF P=1 THEM 1570

1450 BOTO 490

1480 PRINT “THE ENENY ";Z8;° IS FIRING ON YOUR SHIPS!™

1490 PA=1234+RND(RND(Q) }+(RND(O)#10)

1500 IF P4>500 THEN 1450

1500 IF P2=1 THEN 1400

1520 IF INT(PA)<100 THEM 1800

1530 IF Z4="U-BOAT" THEN 2100

1540 PRINT “HIS FIRST ROUND FELL ";INT(P4);" NETERS SHORT.*
1560 §2=52+1

1570 6070 4%0

1590 IF P2=1 THEN 1490

1600 P1=1250¢RND(RAD(0) )+ (RND(Q)*10)

1610 IF P1>P4 THEM 1600

1620 IF P1<(P4-400) THEN 1600

1630 IF PI<100 THEN 1710

1640 PA=P1

1650 S2=52+1

1660 IF I9="U-BOAT" THEM 2190

1670 PRINT “THE ENEMY ROUMD FELL ";INT(P1);“ METERS SHORT.*
1700 GOTO 470

1710 82=82+1

1720 P2=1

1730 GOSUR 1850

1750 PRINY “THE EMENY ";Zs;° SANK ;D%

1760 0=0+1

1770 IF 0=% THEN 840

1780 IF D$="YQUR LAST BATTLESHIP!!®™ THEN 840

1790 GOTO 4%0

1800 R2=1

1810 GOSUB 1830

1820 PRINT “IN FACT, HE JUST SANK ";Ds

1830 0=0#1

1840 680TO 1770

1850 RESTORE

1860 FOR C=1 TO (9+0)

1870 READ b

1880 MEXT C

1870 READ D$

1920 DATA “U-BOAT","210 MM SHORE BUN","70,000 TON CRUISER“

1930 DATA “BATTLESHIP®,“TORPEDD BOAT",“HEAVYFRIGATE®

1940 DATA “E-TYPE BDESTROYER",“BUIDED-MISSLE SHIP“,“AIRCRAFT CARRIER™
1950 DATA “ONE OF YOUR DESTROYERS!!","YOUR HEAVY CRUISERII™

1960 DATA “ANOTHER OF YOUR DESTROYERS!!*,"OME OF YOUR BATTLESHIPS!!®
1970 DATA “YOUR LAST DESTROVER!!™,"YOUR AIRCRAFT CARRIER!I”

1975 DATA "YOUR LIGHT CRUISER!!™,"YOUR LAST AIRCRAFT CARRIER!1™
1980 BATA “YOUR LAST PATTLESHIPII™

1990 RETURN

2000 PRINT “YOUR FLABSHIP HAS DETECTED A W-BOAT APPROACHING AT 5 *;
2003 PRINT “PHANTOMS.™

2010 P=1

2020 60TO 410

2030 PRINT "YOUR SUBNARINE DETECTION EQUIPMENT READS THE RANGE TO THE®;
2031 PRIMT ™ TARGET®

2040 T=INT(T-1500)

2050 IF T<0 THEM 410

2060 PRINT “AS “;T;" METERS."

2080 PRINT “THE U-BOAT HAS CONMEMCED FIRING TORPEDOES AT YOUR SHIPS."
2090 GOTO 14%0

2100 PRINT “HIS FIRST TORPEDO EXPLODED *;(INT(P4)-50);" METERS BEHIND™;
2105 PRINT * YOUR SHIP.*

2120 60T0 1550

2130 PRINT “DEPTH CHARGE EXPLODED “;ABS(E);" METERS SHORT OF TARGET,*
2150 6070 1590

2160 PRINT “DEPTH CHARGE EXPLODED “;ABS(E);" METERS AFT OF TARGET.™
2180 6OTO 1590

2190 PRINT "THE ENEMY TORPEDO EXPLODED *;(INT(P1)-50);"METERS IN“
2201 PRINT "FRONT OF YOUR SHIP.*

2210 BOTO 4%¢

2220 END

oK
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Shoot

The scene is some time in the near
future. You and another individual on
the other side of the planet are the only
survivors of a total atomic war. (Yes, |
know it's corny.) This war was fought
totally with ground based atomic
missiles. Both you and the surviving
enemy have found the last missile
bases left from each side, Fortunately
(for me anyway), these missile grids
are made and operated identically.

Each player moves on and is
restricted to a 10 by 10 missile matrix.
Every co-ordinate on the grid cor-
responds to a mini-missile base. At
every base, there is a terminal tied into
the main scanner computer, located
safely many miles away. From each
terminal, the player obtains informa-
tion relevant to the current situation.
Because of the way the missiles are
constructed, the area left after lift-off
is exposed to high doses of raw
radiation and may not be occupied by
life. The same is true of an area that has
been struck by a missile, it is extremely
lethal and would kill anything entering
the vicinity.

Due to the fact that everyone else is
dead, all machinery must be operated
manually. This means that the players
must set the target co-ordinates and
latch the fuse for the missile to be shot
off. After that, the players must flee the
area. This is done in asmall shuttle car,
equipped with sensor devices to avoid
dangerous areas. But due to its limited
power reserves, it can go only two units
in any direction, up, down, or diagonal-
ly, and no more or less. The danger
involved is that while in flight, the
player is away from a scanner com-
puter terminal and will not know where
the enemy missile is aimed to land.

in the time it takes to move to the new
base, the missiles will be at the apex of
their flight above the earth. There the
computer will give out tracking infor-
mation as to whether you hit the
enemy, or he hit you, or both. If the
missile is coming down to. hit the
player, there is no escape. The time
required to recharge the shuttle car is

longer than the time it takes for the
missile to hit the ground. If either
player is unfortunate enough to get
trapped into a corner, the seeping
radiation will eventually kill him.

So it is plainly a game of kill or be
killed. However, don't be misled into
thinking that it is simply a game of luck,
several different strategies may be
applied to destroy the enemy.

Line by line explanation.

Lines 440-490. | assemble three
commonly used print strings. S$
becomes a string of fourteen spaces.

Lines 500-530. Here is the dimen-
sioning of the four matrices, and the
start-up and circle check data. The
matrices “I" and “H" stand for player
and enemy playing fields (I and HE),
the “T™ matrix is a temporary list for use
by the enemy, and is part of the “smart"
algorithm. it is loaded up during each
pass with the possible places he could
move to, or looking at the possible
places where the player could move.
The “P" matrix is filled with the eight
possible co-ordinates that one may
move to. | might say here that the
program may be modified for a longer
and more challenging game by chang-
ing the data in line 530. Change all the
twos to ones and the two players may
move only one unit away from their
previous position, instead of the two
used now.

Lines 540-730. | set up a random
number to decide which pair of corner
co-ordinates the enemy will be started
in. | then proceed to set the pair from
550 to 570. I then digress to zero my
matrices. Picking up where | left off,
lines 640 to 680 peel away any unused,
but unwanted data, keying on the
unique first number of the last pair.
From there the remaining data is
dumped into “P."”

Lines 740-820. Make the report that
the enemy has been “fooling around.”
The starting co-ordinates for the player
are then obtained and checked. From
there the valid loop switch is set, amap
is printed, and the program is thrust
headlong into the main routine.
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Lines 830-920. Here the co-ordinates
for the missile and the new spot to sit
on are obtained and verified of their
validity.

Lines 930-1080. “"Enemy” decides
where player might be going from last
position, and aims his missile in that
direction.

Lines 1090-1280. The “enemy” looks
for place to go. If he has cornered
himself, say so, prepare him for his
execution, and make it look like he
hasn't fired a missile. Otherwise, he
chooses a new co-ordinate to rest
upon,

Lines 1290-1480. Now we move
everyone around (where we can), and
start to find out who got who, ifanyone
at all. Then from 1430-1480 there is a
check to discover whether the player
has a place to go or not. If not, another
message is printed and player will die
quietly after output.

Lines 1490-1780. Here the printing of
the two matricesis done. A value of one
or zero is tested for making the proper
symbol. After the output is complete
"Z" is checked to see if anyone died on
the way. If no one had, return for
another pass, else terminate the
program.

| spent a lot of time debugging this
program. After | finally got it to work, |
found that it became somewhat addic-
tive, The tension does seem to build
when the game reaches the final
possible moves. | found there are two
different useful strategies that may be
applied.

My favorite is building a fence around
the enemy with missile shots. The idea
is to cut off his movements while trying
to keep out of his way. The other
method is the one the enemy uses.
Here the player shoots at where he
thinks the opponent may be each time.
Quite often the game is ended early,
the odds of being hit become too great.

Any method you use, or another you
may think of, will lend long hours of
enjoyment. Have fun!

The program and description were
written by David Spencer.



SHoOT
CREATIVE CONPUTING
HORRISTOUN, MEW JERSEY

DO YOU WANT INSTRUCTIONST NO
SCANNER COMPUTER: ENEMY ACTIVITY ON GRID AT 1 v 1

YOUR STARTING CO-ORDINATES? 2,5

YOUR TERRITORY ENENY TERRITORY
12345478910 12345678910

1 sssasaeess 1 seeesssrse
2 ss:3%p3tee 2 tsitressss
3 raresrzgss 3 zzzr3g210e
4 333380111 4 1222222318
S rezssrzess 9 ssaicminae
RUN & 2223333118 & syneeeszzs
SHOOT 7 sseatszcse 7 s3isbRaRLt
CREATIVE COBPUTING B ssitinness 8 sarcepsiss
MORRISTOUN, NEV JERSEY RS HE T IR LEITY
10 szpeseess: 10 teacessssss

MISSILE CO-ORBINATEST 4,1

DD YOU UANT INSTRUCTIONST YES WHERE TO MOVE TO? 2,7

IT IS THE FINAL HOUR OF MAN. YOU AND A UARRING NATION YOUR TERRITORY ENENY TERRITORY
HAVE ENTERED ENTO A LAST CONTEST. 4LL THE LIFE NOW LEFT ON
EARTH ARE YOU AND YOUR ENEMY. BOTH HE AND YOU HAVE FOUND THE 12345678910 123454678910
LAST REMAINING ATOMIC MISSILE SILO MATRICES ESTABLISHED BY | seasegesss 1 sre2z222m
THE NOU-DEAD SUPERPOVERS, ME, LIKE YOU, WISHES NOT TO DIE 2 1teaesrza r M ITTITIEET
BUT TO LIVE IN PEACE. § stz 3 a2zt

HOWEVER IT HAS BECOME APPARENT THAT HE FEELS HIS PEACE IR ILITHITEE 4 312222238
THREATENED AND IS PREPARING AN ATTACK. BOTH YOU AND HE HAVE 5 sapsscatne ¥ espsstanes
SCANMERS THAT UILL UARN YOU OF WIS MOVEMENTS AMD TRACK THE § trassezrae é r1ergzizez:
FLIGHT OF HIS ATOMIC MISSILES, THUS RE IS VUORKING SLOWLY. 7 stagarases 7 ssssateass
THE EMENY, LIKE YDURSELF, HAS & NISSILE GRID NEARLY 8 zzzp3830t 8 stz3e3ssts
IDENTICAL IM STRUCTURE AND OPERATION TO YOURS, BECAUSE YOU 9 trorzesses 9 zaesraess
ARE THE ONLY DWE LEFT, IT WILL BE NECESSARY T0 FIRE ALL YOUR 10 zszss3s1381 10 ree2z2sz2s

MISSILES MANUALLY. ONCE THE FUSE IS SET, YOU MUST FLEE THE
AREA AND GET TWO GRID UNITS AUAY. YOU HAY NEVER RETURN TO
THIS SPOT, OR A SPOT UHERE A MISSILE HAS LANDED; THE
RADIATION I8 INTENSE AMB WOULD MEAN AN INSTANT, PAINFUL
DEATH. YOUR TERRITORY ENENY TERRITORY

MISSILE CO-ORDINATES? 1,5
UHERE TO MOVE TO® 2,9

SO THE STAGE HAS BEEN SET. THERE IS PEACE UNTIL THE
SIGN THAT THE EMEMY HAS MOVED TO HIS HISSILE RANGE. HE WILL
FIRE EVERY TINE YOU UILL, AND DO SD UNTIL ONE OF YOU IS
DESTROYED.

EACH TINE A ROUND OF MISSILES HAS BEEM FIRED, THME

SCANNERS VILL REPORT THE STATUS OF BOTH YOUR’S AND THE ENENY“S

GRID TERRITORY. IT WILL SHOW ALL AREAS THAT HAVE HAP EITHER
A HISSILE WIT OR A MISSILE FIRED FRON IT, WITH THIS
CONTINUALLY UPDATED MAP, YOU MAY BE ABLE TO INDUCTIVELY
DISCOYER OR TRAP YOUR OPPONENT. BEWARE, HE UILL BE TRYINB TO
DO THE SAME TO YOU.

SCANRNER CONPUTER: EMEMY ACTIVITY ON ORID AT 10 , 1

O 0 BN A R e

—

123454678710
srageizee
LR AL L H
(R TRITEE

SO NO U e N -

-

erdrelis:
i
R R R R
]
tssreeeny
tearseeese
tissasne

MISSILE CO-DRDINATES? 3,4
WHERE TO WOVE T0? 3,9
UHERE TO MOVE TO? 4,9

YOUR STARTING CO-ORDINATEST 3,3

YOUR TERRITORY ENENY TERRITORY
YOUR TERRITORY ENENY TERRITORY
12345678910 12345678910
I regeszszs: T ss3zeteste 12345678910 12345678910
2 2 praeressc: | teatsenatt | sadpegpees
3 3 sttattzsss 2 rerrepwses 2 1peit2:2
4 zcoarnrese 4 2323223388 3 1eseesssss R EH S HTH
5 tresezssss 3 steersesse 4 rpeapgeess 4§ ®ppasgpssis
6 srezpzses:e & 2333323111 3 22222220112 § s223r38t1
7 sigstaenae 7 pepeszzize & sxzatarces 6 s2rspesres
@ ssatteasse B e3sziczite 7 szazzasean 7 zeezpesise
® ssz23m02R) 9 ratrcess; 8 a3zt 8 fpiz22ziz
10 s2z222m2:: 10 *csrapnsee 9 castsesiet T maacessesss
10 seprezeese 10 222238213

MISSILE CO-ORDINATES? 10,4
WHERE TO MOVE TOT 3,5 MISSILE CO-ORDINATES? 5,5
WHERE TO MOVE TD? 4,9
SCAMNER COMPUTER: HEY! YOU ©SOT HIM!!

TOUR TERRITORY EMENY TERRITORY SCAMNER CONPUTER: MEY! YOU GOT HIN!!
SCANNER COMPUTER: YDU MOVED RIGHT UNDER MIS MISSILE|

- 123454678710 12345478910 YOUR TERRITORY ENEHY TERRTINGY



-4l
740 FOR X=1 TOD B

10 PRINT TAB(26)3"SHOOT" 950 IF P(X,134E210 OR PUX,1)+E<1 OR PIX,2)4F>10 OR P(X,2)+4F<1 GOTO 1000
20 PRINT TAB(20);“CREATIVE CONPUTING" 960 IF  TAPCX,1)+E,P(X,2)¢F)=1 6OTO 1000

30 PRINT TAB(18);"MORRISTOUN, NEW JERSEY™ 970 TIL,1)=P(X,1)+E

40 PRINTZPRINT:PRINT 980 T(L,2)=P(X,2)+F

110 INPUT *DO YOU WANT INSTRUCTIONS=;A$ 990 LaL+1

120 IF LEFTS(AY, 1) Y" GOTO 440 1000 MEXT X

130 PRINT 1010 L=L-1

140 PRINT * IT IS THE FINAL HOUR OF MAN. YOU AND A VARRING NATION® 1020 IF L<>1 GOTO 1060

150 PRINT *HAVE ENMTERED INTO A LAST CONTEST. ALL THE LIFE NOW LEFT OM* 1030 €=T(L,1)

160 PRINT “EARTH ARE YOU AND YOUR ENEMY. BOTH HE AND YDU HAVE FOUND THE" 1040 B=T(L,2)

170 PRINT “LAST REMAINING ATOMIC MISSILE SILO MATRICES ESTABLISHED BY" 1050 6QT0 1090

180 PRINT “THE WOU-DEAD SUPERPOMERS. ME, LIKE YOU, UISHES NOT TO DIE" 1060 G=INT(RND(1}sL#1}

190 PRINY *“BUT TQ LIVE IN PEACE." 1070 C=T(6,1)

200 PRINT * HOUEVER IT HAS BECOME APPARENT THAT HE FEELS HI1S PEACE" 1080 B=T(§,2)

210 PRINT “THREATENED AND 1S PREPARING AN ATTACK. BOTH YOU AND HE HAVE™ 1090 L=1

220 PRINT *SCANMERS THAT UILL VARN YOU OF WIS HOVEMENTS AND TRACK THE" 1100 FOR X=1 T0 8

230 PRINT “FLIGHT OF WIS ATOMIC MISSILES, THUS HE 15 WORKING SLOWLY." 1110 IF PAX,T1#AX100RP (X, 1)4A<1 OR P(X,2)4B>100RP(X,2)+B<1 6OTO 1160

240 PRINT “THE ENEMY, LIKE YOURSELF, HAS A MISSILE GRID NEARLY®

250 PRINT “IDENTICAL IN STRUCTURE AND OPERATION TO YOURS, BECAUSE YOU"
260 PRINT “ARE THE ONLY ONE LEFT, IT WILL BE MECESSARY TO FIRE ALL YOUR®
270 PRINT “NISSILES NANUALLY. ONCE THE FUSE 1§ SET, YDU MUST FLEE THE™
280 PRINT “AREA AND GET TWO GRID UNITS AWAY. YOU MAY NEVER RETURN TO“
290 PRINT “THIS SPOT, OR & SPOT WHERE 4 MISSILE HAS LANDED; THE™

300 PRINT “RADIATION IS INTEWSE AND WOULD MEAN AN INSTANT, PAINFUL
310 PRINT “DEATH.®

320 PRINT “ SO THE STAGE HAS BEEN SEY. THERE 15 PEACE UNTIL THE“

310 PRINT “SIGH THAT THE ENEMY HAS HOVED TO HIS NISSILE RANGE. HE WILL"
340 PRINT "FIRE EVERY YINE YOU WILL, AND DO SO UNTIL ONE OF YOU IS*
350 PRINT "DESTROYED."

340 PRINT “ EACH TIME A ROUND OF WISSILES HAS BEEN FIRED, THE®

370 PRINT "SCAMNERS WILL REPORT THE STATUS OF BOTH YOUR-S 4ND THE ENENY/
S'

380 PRINT “GRID TERRITORY. IT WILL SHOW ALL AREAS THAT HAVE HAD EITHER"
390 PRINT "4 MISSILE HIT OR A WISSILE FIRED FROM IT. WITH THIS*

400 PRINT “CONTIWUALLY UPDATED MAP, YOU MAY BE ABLE TO INDUCTIVELY®
410 PRINY “DISCOVER OR TRAP YOUR DPPOMEMT. BEUARE, WE WILL BE TRYING TO"
420 PRINT D0 THE SANE TD YOU."

430 PRINT

440 B%=" -12345578910"

450 C$="SCAMNER COMPUTER: ®

460 S¥=""

470 FOR X=1 T0 14

480 58353+ *

490 NEXT X

S10 DIN 1010,10),8¢10,10),748,2),P(8,2)

520 DATA 10,10 , 1,1 , 10,1 , 1,10 , 10,9 , 9,10 , 1,2 , 2,1

530 DATA -2,-2 , 0,-2, 2,-2, 2,0 , 2,2 , 0,2 ,-2,2 ,-2,0

540 R=INTCRNDC1)38+1)

S50 FOR X=1 TO R

S40 READ A,B

570 MEXT X

S80 FOR X=1 T0 10

590 FOR Y=t TO 10

£00 I(X,Y)=0

&10 HIX,Y}=0

420 HEXT Y

430 MEXT X

440 IF A=2 GOTO 690

450 FOR X=1 T0 8

460 READ C,D

470 IF C=2 6070 690

4B0 NEXT X

490 FOR X=1 10 8

700 FOR Y=1 T 2

710 READ PCX,Y)

720 NEXT Y

730 MEXT X

740 PRINT C$;"ENEMY ACTIVITY ON GRID AT=;A;*,";B

750 PRINT

760 INPUT "YOUR STARTING CO-ORDINATES"E,F

770 IF E<1 OR EX10 DR F<1 OR F>10 BOTD 750

780 =1

790 I(E,F)=1

800 H(A,B)=1

810 PRINT

820 60TD 1490

8310 INPUT “MISSILE CO-ORDINATES™ M, N

840 IF H<1 OR M>10 OR N<1 OR N>10 B0TO 830

850 INPUT “UHERE TO NOVE 10";S,T

B40 IF §¢1 OR S»10 OR T<1 OR T>10 60TO 850

870 IF 1(5,T)=1 GOTO 850

880 FOR X=1 10 8

890 IF P{X,1)+E=3 AND P(X,2)4F=T GOTO 920

900 NEXT X

910 GOTO 850

920 PRINT

930 L=t

1120
1130
1140
1150
1160
1170
1180
1190
1200
1204
1207
1210
1220
1230
1240
1257

IF HIPCX,1)+A,P(X,2)¢B)=1 GOTO 1140
L, 1I=P(X,1)+A

TCL,2)wP{X,2)tB

L=L#1

HEXT X

L=L~-1

IF L<>0 GOTO 1220

PRINT C%;"THE ENENY HAS CORNERED WIMSELF IM!'"
I=0

C=E

D=F

60TO 1290

IF L<>1 BOTO 1260

J=1(1,1]

K=T{1,2)

60TO 1290

G=INT(RNBC1)PLT)

J=T(6,1)

¥=1{6,2)

I(E,Fi=1

HiA,B)=1

I(C,0)=1

HOM, M=

IF #>J OR DT 60TO 1390

PRINT C$;"HEY! YOU 60T HINIM™

i=0

IF C<>S OR DT BOTO 1390

PRINT C$;"YOU MOVED RIGHT UMDER HIS MISSILE!!"
I=0

E=S

F=T

a=J

B=K

FOR X=1 1D &

IF P(X,1Y4E>1Q0RP(X,1)4E<T OR P(X,2)4F>100RP(X,2)+F<1 GOTO 14460
IF E{PUX,1}#E,P(X,2)+F)=0 GOTO 1490
MEXT X

PRINT C$;"FOOL! YOU HAVE BOXED YOURSELF INTD & CORMER!!'"
I=0

PRINT " YOUR TERRITORY *,"EMEMY TERRITORY"
PRINT

FRINT 6959569

FOR X=1 10 10

IF X=10 GOTO 1560

PRINT X;

6010 1570

PRINT ™10 *;

FOR Y=1 T0 10

IF T(X,Y)=1 BOTO 1410

PRINT "3*;

6OTD 1420

PRINT "#*;

NEXT ¥

PRINT " "}5%;

IF X=10 6070 1670

PRINT X}

GOTO 1480

PRINF *10 "}

FOR Y=1 TOD 10

IF H{X,Y)=1 GOTO 1720

PRINT "¢*;

807D 1730

PRINT “»*;

NEXT ¥

PRINT

HEXT X

PRINT

IF Z=1 BOTD 830

END



This game is a one-lap jalopy race.
There is one big problem: you don't
know the shape of the course or the
safe speed with which you can go
around the corners. Consequently
you're likely to smash up fairly fre-
quently or else go so slowly that you

don't earn a good placing among the

winners. However, after four or five
plays of the game you'll begin to get the
hang of it and you'll be able to whip
around the course in grand fashion.

The instructions in the program are

quite detailed. Have fun!

SMASH was written by Scott Byron

RUN
SHASH
CREATIVE CONPUTING
NORRISTOWN, NEU JERSEY

DO YOU MEED INSTRUCTIONS? YES

THIS IS SMASH--THE GANE THAT SIMULATES A CAR RACE.

YOU VILL RESPOND WITH ONE OF THE FOLLOUING WAMUEVERS
UNEM A “7° IS TYPED. THE POSITION NUMBERS REFER T0 THE
POINT AT UHICH YOU ARE ON THE TRACK=-THEY GO AS FOLLOWS:

1-THE START LINE

2-HID STRAIGHT-AUAY
3~COMING UP ON A LEFT TURN
4=NID LEFT TURN

S-COMINE UP ON A RIGHT TURN
6-HID-RIGKT TURN

7-THE FINISH LINE

MAREUVERS
1-FLOOR IT
2-RCCELERATE (NDDERATE)
I=BRAKE SLIGHT -
A~JAN OM THE BRAKES
S-SHARP RIGHT
4-NODERATE RIGHT
T-SHARP LEFT
8-HODERATE LEFT

TIRE(SEC) MILES TO G0 H.P.H. POSITION Ll
0 10 ¢ 1 ?
3¢ F.771067 27.4 1 ?
60 F.12917 33.1 3 1
#e B.35292 #3.15 1 *
129 7.9012 78.2042 : 7

SHASH=--YOU UWENT RIGHY INTO THE WALL'

DO YOU WANT TD PLAY AGRINT YES

TIRE(BEL) HILES 10 G0 A.P.H. POSITION H
0 1t 0 1 ?
30 10.8217 21,4 2 3
&0 10.1008 84.5 2 ?

SHASH=-YOU WENT RIGHT IMTO THE WALL!

DD YOU UANT TO PLAY AGAINT YES

TINE(SEC) NILES T0 60  N.P.H. POSITION HOVE
0 13 0 1 71
30 12,7742 27,1 3 v 3
80 12,3688 48.45 4 ?2
%0 11,6623 84.775 s 74
120 10,9529 85,2287 & 16
150 10,3235 75.4221 s 12
180 9.31159 121,433 3 *3
210 8.44844 103.554 4 '8
240 7.56004 106.432 2 72
270 £.14713 169,549 3 3
00 493168 145,055 4 12
130 L1077 8.7407 2 12
340 2.77708 159,411 3 '3
90 1.6357% 136.94 4 ??
420 .737233 107.79 2 *2
435,387 0 172,425 ?

THAT ENDS THE RACE, TOU PLACED W 2

YOUR AVERABE SPEED WAS 107.491 M,P.H.

po
Ok

L1S

YOU WANT TD PLAY AGAINT NO

T
PRINT TAB(26);¥SHASH"
PRINT TAB(20);“CREATIVE COMPUTING*
PRINT TAB(18);"MHORRISTOUN, HMEL JERSEY"
PRINT:PRINT:PRINTY
DIK A7), J16)
PRINT*DO YOU MEEP INSTRUCTIONS™;
INPUT 1%
PRINT
FOR X=1 TO 7:READ A(X):WEXT X
FOR X=1 TO0 &:READ JUX)IMEXT X
IF LEFT$(Z9,1)="N" THER IS0
PRINT"THIS 15 SMASH--THE GAME THAT SINULATES A CAR RACE.®

140 PRINT™YOU UILL RESPOND WITH ONE OF THE FOLLOVING MANUEVERS"

150 PRINT “WHEN & " [S TYPED.

240 PRINT

250
260
2N
280
29¢
Joo
3o
320
330
340
350
360
arn
380

THE POSITION NUXBERS REFER TC THE®
PRINT“POINT AT WUHICH YOU ARE ON THE TRACK-THEY 60 AS FOLLOUS:"
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

1-THE START LINE"

2-HID STRAIGHT-AMAT™
3-CONING UP ON A LEFT TURN®
A=HID LEFT TURN™

S-COXING UP ON A RIGHT TURN"
4-NID~RIBHT TURN"

7-THE FINISH LINE®

PRINT
PRINT®
PRINT"
PRINT®
PRINT®
PRINT"
PRINT™
PRINT™
PRINT™
PRINT®
PRINT
PRINT"TIME(SEC)", "NILES TO G0*,"M.P.H." ,“POSITION", “HOVE"
LET A=INTCI0+RND(1)#5)eY=A

LET B=0:T=d

MANEUVERS*
1-FLOOR IT*
2-ACCELERATE (MODERATE)"
3-BRARE SLIGHT"
4-JAN ON THE BRAKES"
3~SHARP RIGHT™
&6-MODERATE RIBHT*
7-SHARP LEFT"
B-NODERATE LEFT"

320 LET Cw1

400
410

156

G60T0 420
LET C=({INT(2+RMD(1)+5))



440
430
440

460
470
480
4%0
500
310
920
S0
40
330
540
370
380
590
a00
410
420
430
640
450
660
470
480
£90
700
710
720

PRINT T,A,B,C,
INPUT D

IF DS>IRT(D) THEN 470

IF D>B THEN 470

IF D>=1 THEK 490

PRINT"DNE THRU EIBHT ONLY"

GOTO 420

IF D<>t THEN 310

LET B=3«B+20+INTC10+RND(1)%91)/10

IF B<>2 THEN 530

LET B=3+B/247+INTC10+RNDL1)#61)/10

IF D<>3 THEN 550

LET B=7#B/B~6+INT{10+RND(1)541)/10

IF D<>4 THEN 570

LET B=42B/7-26+INTC1O+RND(1)*+81)/10

IF D=7 THEN 5%0

IF D<>S THEN 400

LET Bn9eb/10=(.7+RNDC1 )%, 8)

IF D=B THEN 420

IF B<>4 THEN 430

LET B=139B/14#{ 7+RND{1)=.5)

IF B>0 THEN 450

LET B=D

IF A-B/120>0 THEN 730

LET T=T+A=3800/B

PRINT 7,0,8,7

PRINT“THAT ENDS THE RACE, YOU PLACED W™INT(T/{20%Y}+.5)
PRIMT"YOUR AVERAGE SPEED WAS"Y+34600/T"N.P.H.*
IF INTCT/7(20#Y)+.51<>1 THEN 980
PRINT*THAT WAS A PERFECT RACE, CHAMPIY
GOTD %80

730
740
750
260
70
780
790
g0o
ato
a0
810
840
850
840
870
Beo
890
q00
7?10
920
230
740
250
760
20
280
790

IF C<>2 THEN 740

IF D=7 THEN 940

IF B=5 THEN 940

IF C=3 THEN 780

IF C<>4 THEN 800

IF D=5 THEN %40

IF D=4 THEN 940

IF C=é THEN 820

IF C<>S THEN 840

IF B=7 THEN 740

IF D=8 THEN 940

IF B>J(C) THEN 970

IF INT{Y+RNDC(Q)}*77)<>40 THEN 880
PRINT"SNASH-~YOU HAVE BEEN HIT BY ANOTHER CAR! ("
GOTO 980

LET T=T+30

LET A=A-B/120

IF C=1 THEN 410

IF C=4 THEN 410

IF C=2 THEN 410

IF (=4 THEN 410

LET Cal#t

BOTO 420

PRINT*BAD MOVE!™

PRINT "SHASH--YOU WENT RIGHT INYD THE WALL!"
PRINT"DO YDU WANT TD PLAY AGAIN®;
INPUT Z%

1000 IF LEFTS(Z$,1)="Y" THEN 350

1020 DATA 2,3,5,2,3,5,2,200,240,180,170,180,170
1030 END

Ok




This is a simple game based on the
numbers 1through 9, and a pair of dice.
First, the computer rolls a random
number for your “dice.” Then you must
take that number from the total of your
board numbers 1-9, To win you must
remove all of your board numbers. With
each roll you must remove the total
number of that roll from the board or
you lose.

One strategy is to remove the largest
numbers possible with each roll, oryou
can try to get the most numbers
removed. For example, if the roll is 10,
you might want to remove the 1, 2, 3
and 4 instead of the 1 and 9.

You may want to have competition
and players can alternate with rolls.
Then the player who can't remove all
numbers from his/her roll loses.

Strike 9 was conceived by Bruce
Grembowski and first appeared in
Creative Computing, Jan/Feb 1977.

RUN
STRIKE ¢
CREATIVE COMPUTING
HORRISTOUN MEU JERSEY

DO YOU NEED INSTRUCTIONS ' YES

STRIKE NINE 1S PLAYED WITH A PAIR OF DICE AND A
EOARD W1TH NINE MUMBERS: 1 2 3 45467 8 9. YOU

ARE GIVEN A ROLL AND CAN KNOCK OFF UP T0 4 NUMBERS.
IF YOU INPUT THAT YOU UANT TO REMOVE S MUMBERS, YOU
MILL BE GIVEN A CHART OF THE NUNBERS YOU HAVE LEFT
TO REMDVE, MEXT YOU INPUT HOW HANY NUNBERS YOU WaNT
TO RENOVE, AND THEN IMPUT THE HUMBERS YOU UANT TQ
TAKE OFF, OME AT A TIME. THE NUMBERS YOU TAKE OFF
MUST ABD UP TO THE ROLL. YOU WIN BY REMOVINGE EVERY
NUNEBER FRON THE BOARD. YOU LDSE IF YOU CAMROT
RENOVE ALL MUMBERS VITH THE ROLL YOU HAVE.

READY TO PLAYY

MERE IS THE BOARD: 1
YOUR ROLL IS B
# OF NUNBERS TO REMOVE 7 1

WHAT IS THE WUMBER? 8

YOUR ROLL IS 3

# OF NUMBERS TO REMDVE * 2

UHAT IS THE KUMBERY 2

T1

YOUR ROLL IS &

# OF NUMBERS TO REMOVE 7 1

WHAT IS THE NUMBER? &

YOUR ROLL 1S %

N OF NUMBERS TO REMOVE 7 1

UHAT IS THE NUMBER? %

YOUR ROLL IS 7

# OF NUMBERS T0 REMOVE % 1

UHAT IS THE NUMBER? 7

YOUR ROLL IS ¢

N OF NUMBERS TO REMOVE * S

THE NUNBERS YOU WAVE LEFT TO REMOVE ARE: 3 4 5
N OF NUMBERS TO REMOVE T 2

UHAT IS THE WUMBER? $

T4

YOUR ROLL 15 7

SORRY, YOU LOST TeIS TIME.

THERE ARE 1 WMUNBERS LEFT ON THE BOARD: 3
UART TO TRY ABAIN (VES OR WD)T NO

DK

2 3 45 &7 8 %

LIST

10 PRINT TAB(23);"STRIKE ¥*

20 PRIKT TAB(19);"CREATIVE CONPUTING™

30 PRINT TARC18);"NORRISTOUN NEW JERSEY*
70 DIN AL7),D(4)

110 PRINT:PRINT:PRINT

170 PRINT “DD YOU NEED INSTRUCTIONS ™}
180 INPUT Re

170
200

210,

220
210
240
250
260
270
280
290
300
310
320
340
350
333
360
370
380
3%0
400
405
410
420
410
440
4350
440
44635
470
480
490
300
510
520
530
540
350
el L
370

158

IF R$
IF R$
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRIRT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

="ND" THEN 340

<> *YES" THEN 170

*STRIKE NINE 1S PLAYED WITH A PAIR OF DICE AND A"
“BOARD WITH NINE MUNBERS: 1 23 45 4 78 9. YOu*
“ARE GIVEM A ROLL aND CAN KNOCK DFF UP TD 4 NUNBERS."
*IF YCU INPUT THAT YOU UANT TO RENOVE 5 NUKMBERS, You"
“WILL BE GIVEW A CHART OF THE NUNBERS YOU HAVE LEFT™
“T0 RENOVE. MEXT YDU INPUT WOW MANY RUMBERS YOU WaNT®
“10 REMOVE, AND THEM INPUT THE MUMBERS YOU VANT TO °*
“TAKE OFF, ONE AT & TINE. THE NUNPERS YOU TAKE OFF*
“HUST ABD UP TO THE ROLL. YOU WIN BY REMOVING EVERY"
"MUNBER FRO® THE BOARD. YOU LOSE IF YOU CAMNOT®
*RENOVE ALL NUMBERS WITH THE ROLL YOU HAVE."

“READY TD PLAY?*

"HERE TS THE BOARD: *;

REN SET UP THE BOARD
FOR B=1 10 9
PRINT B

AlB)=p
NEXT B

PRINT

CoINT(RAD{1)%6+1)+INT(RED(1)4541)

PRINT
T=0

"YOUR ROLL IS “,C

FOR X={ T0 ¢
TeT+alX}

NEXT X

REM CHECK FOR LODSS
IF C > T THEN 930
IF C=T THEN 1120
FOR K=1 TO ¢

FOR L=1 TO ¥

FOR #=1 TO ¢

FOR =1 TQ ¢

If M=K THEW 430
IF N=L THENX 430
TF N=h THEM &30
IF K=K THEN &40
IF =L THEM &40



590

510
620
630
540
450
460
470
680
490

o0 IF L=k THEN &a0

IF C-A(K)=0 THEN 680

IF C-ACK)*ACR) THEN 680

IF C-ACK)-A(L)=A(N) THEN 480

IF C-ACK)-ACH)=A(N) THEN 480
NEXT N

NEXT N

NEXT L

NEXT K

80T0 950

FOR X=1 T0 4

)

MEXT X

PRINT “® OF NUMBERS TO REMOVE *;
INPUT E

IF INTC(E) <> E THEN 740

IF E < 1 THEN 760

IF £>4 THEN 880

60TO 770

PRINT "AMSVER 1, 2, 3, OR 4 (5 FOR THE BOARD)"
80T0 710

PRINT "UHAT IS THE NUNBER™;

FOR F=1 T0 E

INPUT DLF)

IF ACD{F))} <> 0 THEN 825

PRINT “YOU RENOVED 1T BEFORE, TRY AGAN.*
60TD 710

HEXT F

IF € < DU1)4DC2)+D(I}+D(4) THEN 870
FOR F=1 T0 E

A(D(F))=0

HEXT F

8070 410

PRINT “THOSE NUMBERS DOM‘T ADD UP TO YOUR ROLL, TRY ABAIN"

3
aw

M0
920
930
940
930
960
970
f80

1000
1010
1020
1030
1040
1030
1060
1070
1080
1070
1100
e
1120
1130
1140
1150
1140
1170
1180
1190
1200

goTe 710

PRINT “THE MUNBERS YOU HAVE LEFT TO REWOVE ARE: ";

FOR B=1 TD ¢

IF A(B)=0 THENM 920
PRINT A(B);

MEXT B

PRINT

60TD 710
?R:HT “SORRY, YOU LOST THIS TIME."

| ]
FOR B=1 T0 ¢

IF A(B)=0 THEN 1000

T=T+1

NEXT B

PRINT “THERE ARE *;T;" MUMBERS LEFT ON THE BOARD:
FOR X=1 10 ¢

IF ACX)=0 THEN 1050

PRINT A(X)}

NEXT X

PRINT

PRINT “WANT TOD TRY ABAIN (YES OR NO)“;
INPUT B%

IF B4="YES™ THEN 170

IF G$ < "NO™ THEN 1070

END

PRINT "¢ » » CONGRATULATIONS # * »*
PRINT ™+ YOU NON »*

PRINY

PRINT

PRINT “PLAY ANOTHER GAME (YES OR NO)";
INPUT Hs

IF H$="YES™ THEW 170

IF K¢ <> "MD" THEN 1140

END




. ) ) SERVE! TIPET §
Tennis is, as its name implies, a SERVE 15 BAD
tennis match. In this game you have EERTE yeNSm FURT S :
. . & ]
several options available to you as the SERVE IS 600D... CAR‘T RETURN IT!!
position on the court that you wish to SCORE  DUCE
play from, the placement of your shot
that you're trying for, and the speed or MAVEI  TTPEY 8
type of shot. As in normal tennis, you SERVE IS 600D... CAN‘T RETURN IT!¢
don't always make the shot that you try
for. The program lets you play, more or SCORE  ADD IN
less, at the intermediate level. If you
think that it allows you to play too well SERVE!  TYPE? §
or too poorly, you could always change SERVE IS BAD
some of the random factors that SERVE AGAINIY = TwrEt §
determine how often a shot is missed. RN . e
Tennis was written by Victor SCORE  DBUCE
Nahigian and David Ahl.
SERVE! TYPE? §
SERVE IS BAD
SERVE ABAINIY  TYPE? §
SERVE 1S PAD... DOUBLE FAULT!
RUN
TENNIS MATCH SCORE  ADD QUT
CREATIVE CONPUTING, MORRISTOMM, WEW JERSEY
SERVE! TYPE? S
SERVE HAS BEEW RETURNED...

THERE ARE SEVERAL OPTIONS AVAILABLE TO YOU AS T0 POSITION,
PLACEMENT OF SHOT, AND SPEED (TYPE) OF SHOT. THE KEY THAT
YOU WILL USE IS...
POSITIONCPLACEMENT, TOO): L.BACKCOURT(1);R.BACK-
COURT(2); L. FORECOURT{Z); R. FORECOURT(4).
SPEED (TYPE) OF SHOT: FAST-SLAN(S);SLOULDB(LY.
BACKHAMDS AND FOREHANDS VILL MERELY BE ASSUMED AS YOU

MICE SHOT- THE C

SHOOT FROK 4 CERTAIN SECTION DF THE COURT. SCORE
O# SERVES, YOU CANNOT HAVE PLACENENT OPTIODNS, BUT YOU
WILL BE ABLE TO ALTER THE SPEED OF IT. BY THE WAY, YOU
WILL BE ALLOVED TD SERVE FIRST IN ALL GAMES, SERVE!  TYPE?
ARE YOU READY?... HERE WE GD!!1 SERVE IS B

SERVE AGAIN!!

UHAT IS YOUR POSITION?T {

UHAT TYPE OF SHOT ARE YDU MAKING? L

UHAT PART OF THE COURT ARE YOU AIMING FOR? 4
YOUR RETURK 15 600D!

ONPUTER COULBN’T REACH IT

buce
]

AD
TYPE? §

SERVE IS BAD... DOUBLE FAULT!
SERVE! TYPET §
SERVE IS BAD SCORE APD OUT
SERVE AGAIN!! TYPE? §
SERVE 15 BAD... DOUBLE FAULT!
SERVE! TYPE? 5
SCORE LOVE1S SERVE IS GOOD... ACE!!
SCORE DUCE
SERVE: TYPE' §
SERVE IS BAD
SERVE AGAIMN!! TYPE? S SERVE! TYPE? S
LET SERVE... TAKE 1 SERVE HAS BEEM RETURNED...

SERVE AGAIN!! TIPE? §
SERVE 1S 600D... CAN“T RETURK IT!!

SCORE 15 - 1§
NICE SHOT- THE ¢
SERVE! TYPE? §
SERVE HAS BEEM RETURHED... SCORE
UHAT IS YOUR POSITION?? 1
UHAT TYPE OF SHOT ARE YOU MAKING? § SERVE!  TYPE?
UHAT PART OF THE COURT ARE YOU AINING FOR? 3 SERVE IS
YOUR RETURM IS GOOD!
CONPUTERS RETURN 1S GOOD! SCORE
--------------- GANE
UHAT 1S YOUR POSITION?? 1 SCORE
VHAT TYPE OF SHOT ARE YOU MAKING? &
WHAT PART OF THE COURT ARE YOU AINING FOR? 2
YOUR RETURN IS GODD!
CO#PUTER’S RETURN IS 600D! SERVE!  TYPE?
LET SERVE.
UHAT IS YOUR POSITION?? 2 SERVE!  TYPE?
WICE TRY-YOU UERE UNABLE TO REACK THAT SHOT-COURT % 3 SERVE 1S

SCURE

SCORE 15 = 30

160

WHAT IS YOUR POSITION?? 1

UHAT TYPE OF SHOT ARE YOU MAKINE? S

UHAT PART OF THE COURT ARE YOU AINING FORY 3
YOUR RETURM 15 GOOD!

OMPUTER COULDN'T REACH IT

ADD IN

S

600D... CAN‘T RETURN IT!!
GAKE

OVER we=ceccnccccccns

~BANES YOU...HE -

1 0

S

«TAKE 2

S

G00D... CAN’T RETURN IT!!

1§ - LOVE



J6 1F B%="L" [THEN 81

77 W=1

78 IF K<N THEHW 85

79 PRINT TAB(10); * SERVE IS GOOD... CAN‘T RETURN ITH!"
B0 6070 128

a1 w=24

82 6010 78

85 PRINT TAB(10);“SERVE HAS BEEN RETURMED,..."
86 PRINT

B7 O0=INT (4+RRDC1))#1

88 PRINT TAB(20);"WHAT IS YOUR POSITIONT";

87 INPUT @

70 IF 0+0=5 THEM 124

71 PRINT TAB(20);"UHAT TYPE OF SHOT ARE YOU MAKING™;
92 INPUT C#

93 PRINT TAB(20);"UHAT PART OF THE COURT ARE YOU AINING FOR®;
P4 [HPUT R

95 S=100+RND(1)

96 IF C9="L" THEN 99

97 IF S<81 THEN 107

98 6070 100

7% IF S<?1 THEN 107

100 U=4+RND(1)

101 PRINT TAB(30);*YOUR RETURN IS BaD..."

102 IF U<Z THEN 105

103 PRINT TAB(33);"HIT OUT-OF-BOUNDS*®

104 6OTO 130

105 PRINT TAB(3I3);“HIT INTO MET"

1046 GOTO 130

107 PRINT TAB(30);"YOUR RETURN IS BOOD!™

108 AI=IRT(4*RND(1))

109 IF R+A1=5 THEN 127

110 U=100=RND(1)

11 IF Co="L" THEN 112

112 IF U<84 THEW 122

113 6OTO 115

114 IF U<B84 THEN 122

115 Cl=4*RND(1)

L1

1 ?IIIT TAB(I0)"TENNIS MATCH" 116 PRINT TAB(30);"CONPUTER’S RETURN IS BaD"
2 PRINT TAB(15)"CREATIVE COMPUTING, MORRISTOWN, NEV JERSEY" 117 IF BC2 THEN 120

10 PRINT:PRINT:PRINT 118 PRINT TAB(33);"HIT OUT-OF-BOUNDS®

21 PRINT “THERE ARE SEVERAL OPTIONS AVAILABLE TO YOU AS TO POSITION,"™ 119 60TO 128
22 PRINT "PLACEMENT OF SHOT, AND SPEED (TYPE) OF SHOT. THE KEY THAT ® 120 PRINT TAB(33);"HIT INTO MET"

23 PRINT *YOU UILL USE IS...“ 121 60TO 128

24 PRINT TAB(5)"POSITION(PLACEMENT, T00)}: L.BACKCOURT{1);R.DACK-" 122 PRINT TAB(30);“COMPUTER"S RETURN IS GOOD!*

25 PRINT *COURT(2}; L. FORECOURT(3}; R. FORECOURT(4)." 123 60T0 84

24 PRINT TAB{5)}"SPEED (TYPE) OF SHOT: FAST-SLAN(S);SLOULOB(L)." 124 PRINT " NICE TRY=YOU YERE UNABLE TO REACH THAT SHOT-COURT %0
27 PRINT TAB(3)"BACKHANDS AND FOREHAMDS VILL MERELY BE AGSUMED A4S YOU * 125 GOTO 130

28 PRINT “SHODT FROM 4 CERTAIN SECTION OF THE COURT." 127 PRINT " NICE SHOT- THE COMPUTER COULDN’T REACH IT"
29 PRINT TAB{S} "ON SERVES, YOU CANNOT HAVE PLACENENT OPTIONS, BUT YOU* 128 Y=r#1

30 PRINT "WILL BE ABLE TO ALTER THE SPEED OF IT. BY THE WAY, YOU" 12% 60T0 131

31 PRINT "WILL BE ALLOVED TD SERVE FIRST IN ALL GANES." 130 Z=I+1

32 PRINT TAB(10);"ARE YOU READY?... WERE UE 60111 131 PRINTIGOSUB 200

35 1=0 132 PRINT TAB(15);“SCORE  “S$

36 1=0 134 IF Y>=4 AND YDZ+1 THEN 137

38 PRINT 135 IF I>=4 AND ID>Y+1 THEN 139

39 PRINT 16 807D 38

40 PRINT * SERVE!  TYPE®; 137 YisYi41

41 INPUT AS: IF ASCO"L" AND ASCOS" THEM PRINT "-L” OR “§°": 60T0 40 138 60TO 140

42 A=100+RND (1) 139 21=1141

43 IF A$="L" THEN 52 140 PRINT ==mmmmemeaaanan T L1 T u——
Ad Cré 141 PRINT TAB(15);"SCORE-GANES 10U, . .HE®

43 b=31 142 PRINT TAB(32)3Y1;" 4|

44 IF ACC THEN 50 143 IF Y14 AND Y1DZ141 THEN 144

47 IF A<D THER 70 144 IF Z1>=46 AND Z1>Y141 THEN 149

48 PRINT TAB(10);"SERVE 15 BAD® 145 6OTO 35

49 6OTO 55 146 PRINT

S50 PRINT TAB(10);"LET SERVE...TAKE 2" 147 PRINT “exssoCONGRATULATIONS., .YOU WON*#&2+®

51 6OTO 49 148 60T0 151

52 C=4 149 PRINT

53 Dusé 150 PRINT "seswsAS PREDICTED, THE COMPUTER IS AGAIN TRIUNPHANT!#s+%3
54 GOTO 44 151 PRINT

SS PRINT TAB(10);"SERVE AGAIN!!  TYPE"; 152 PRINT" 1D LIKE TO PLAY YOU AGAIN SOMETINE, BUT RIGHT Nouw, I"
56 INPUT B$: IF BSCO"L* AND BS$<O“S" THEN PRINT *“L” OR “S”": 8070 55 153 PRINT “HAVE TO REBT...cciaso BYEINE®

57 E=100#RND{1) 154 PRINT

58 IF BS="L" THEN &7 200 IF Y>=2 AND I>=2 THEN 300

59 G5 210 IF Y=4 OR Z=4 THEN S$="GANE": BOTO 400

40 He=dl 220 IF Y=0 THEN Y#="LOVE"

41 IF E<6 THEM 45 230 IF Y=1 THEN Y$="1j - "

42 IF ECH THEN 70 240 IF =2 THEW Y#="30 - *

43 PRINT TAB(10)}"SERVE IS BAD... DOUBLE FAULT!" 245 IF Y=3 THEW Y#="40 - *

44 80TO 130 250 IF I=0 THEM Z$="LOVE“

45 PRINT TAB(10);"LET SERVE... TAKE 1* 255 IF =1 THEN Z$="13"

46 BOTD S5 260 IF Z=2 THEN Zs$="30"

47 6=3 265 IF I=3 THEN Zs="40"

48 He76 270 S8=Y4+24:60T0 400

49 GOTO41 300 IF Y=Z THEN S$="DUCE":B0TO 400

70 12100 » RMD(1) 310 IF Y=Z+1 THEM S#="ADD IN "1 GOTO 400

71 IF I>6 THEN 74 320 IF Y=I-1 THEN S$="ADD OUT": GOTO 400

72 PRINT TAB(10);*SERVE IS GOOD... ACE!!™ 330 IF Y=I42 OR Z=Y+2 THEN S$="GANE"

73 GOTO 128 400 RETURN

74 K=100¢RND (1) 500 END

75 IF A$="L" THEN 81 O

4214



TICKEer<ape

————— = Sy

2 5 LI8T

=% Ly

S PRINT TAB(24)}*TICKERTAPE"
& PRINT TAB(20);"CREATIVE CONPUTING"
7 PRINT TAB(18);*NORRISTOUN, NEU JERSEY"
9 PRINTZPRINT:PRINT
° 10 INPUT A9:BOSUB 00
! 20 FOR N=1 TO LENCAS)
25 B=ASCIRIDS(AS,N, 1))
30 IF BYP0 THEW 47

N 33 IF BCAS THEM 40
35 Bed-44
37 6OTO S0
40 IF B>57 OR B<4B THEW 47
43 p=3-20
45 8070 S0
47 =27
50 FOR S=0 TO (D-1)eSiREAD A:MEXT §
60 FOR S=1 TD 5:READ ArPRINT CHRS(A);:MEXT §
&5 PRINT CHRS(0)3rRESTORE
70 MEXT N
75 GOSUB BOIEND
80 FOR =1 TO 30:PRINT CHRS(0)}sNEXT N
90 RETURN
110 DATA 0,254,9,7,9,254,255,137,137,137,118,126,129, 129,129,129
120 DATA 255,129,129,129,126,255,137,137,137,137,295,9,9,9, 1
130 DATA 126,129,129,14%,243,255,8,8,8,255,129,129,255,129,129
140 DATA 96,128,129,127,1,255,8,20,34,193,255,128,128,128,128
150 DATA 255,2,12,2,255,255,2,40,44,255,124,129,129,129,126
160 DATA 255,9,9,9,8,124,129,161,65,190
170 DATA 255,25,41,73,134,134,137,137,137,113,1,1,255,1,1
180 DATA 127,128,126,128,127,63,96,192,95,63,127,128,112, 128,127
215 DATA 193,34,24,36,195,3,4,248,4,3,193,161,14%,137,135
220 DATA 0,0,0,0,0,126,161,137,133,126,132,130,255,128, 128,194, 161,145
230 DATA 137,134,46,137,137,137,118,12,10,137,295,134, 199,137, 137,137
240 DATA 248,126,137,137,137,114,1,1,249,5,2,118,137, 737,137,118
250 DATA 70,137,137,137,124
. oK

X
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(I LEX 1]

(IITEY 1]}

This program inputs a line of
characters from a Teletype, and then
punches the shape of each letter on
paper tape. This program can handle
all of the letters and numbers and the
space, but there is no reason why it
could not be modified to handle
various symbols also.

The operation of this program is
fairly straightforward. After each
character is converted to a number
equivalent to its place in the alphabet
(A=1, B=2, Z=26, space=27), a simple
table look-up is performed to find the
correct numbers to punch onto the
tape. These numbers are stored in the
DATA statements.

The original program was designed
for a PDP-8; the one here runs in
Microsoft Basic, however it would not
be difficult to modify the program for
virtually any Basic-speaking computer.

Written by Bill Gardner and Jim
Larus, Tickertape first appeared in
Creative Computing, May/Jun 1977,
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This program automatically devises
plots for television shows or series
guaranteed to appeal to the masses
and win high Nielsen ratings. By
substituting appropriate words in the
various parts of the program itcould be
easily modified for many other useful
purposes such as devising names for
new breakfast cereals, preparing PhD
theses, or naming government agen-
cies and their corresponding projects.

This program was originally written
in FOCAL by Mary Cole and converted
to BASIC by David Ahl.

RUN
TVPLDT
CREATIVE COMPUTING
NORRISTOUN, NEV JERSEY

THIS PROGRAM AUTOMATICALLY COMES UP WITH TELEVISION
SHOUS BUARANTEEP TO APPEAL TO THE MASSES AND WIN

HIGH NEILSEN RATINGS.

HERE 1S THE FIRST PLOT:

THE SPECIAL IS ABOUT A HILARIOUS LAUYER WHO IS A WHIZ AT
SOLVING CRINES AND UMD STOPS THE FLOOD.

ANOTHER (YES OR M0)Y YES

THE PROGRAM 1S5 ABOUT & THOUGHTYFUL COLLIE WUHD IE A FLOP AT
HERDING ELEPHANTS AND WUHO CONFESSES.

ANDTHER (YES OR NO)Y YES

THE PROBRAM IS ABOUT @ SENSITIVE SECRET AGENT UHO IS A UHIZ AT

TRO-FISTED DRIMKING AND UHO STOPS THE FLOOD.

ARDTHER (YES OR NO)T YES

THE SPECIAL IS APOUT A PEDICATED LITTLE BOY UMD IS & FLOP AT
CODKING HEALTHR FOOD AND UMD HELPS THE DOS.

ARDTHER (YES OR MNO)7 YES

THE SERIES IS ABOUT A DODDERING LAMYER WHO 1S A WHIZ AT
HERDING ELEPHANTS AND UHD STOPS THE FLOOD.

ANOTHER (YES OR M0)7? YES

THE EPECIAL 1S ABOUT & HENPECKED LAUYER WHO IS 4 FLOP AT
FIGHTING FIRES ANP WHD BESTROYS THE CITY.

ANOTHER (YES QR N0O)* YES

THE STORY IS ABOUT A SENSITIVE GIRL COMHAND UHD IS A FLOP AT

SOLVING CRIMES #MD WHO RECOVERS THE JEWELS.

ANOTHER (YES OR N0)? MO

0.K. HOPE YOU MAVE A SUCCESSFUL TV SHOW!!
0k

LIsT

10

20

40

50

35

&0

70

8¢

100
110
120
130
1o
150
140
170
180
190
200
210
220
230
240
250
240
270
280
2%0
100
e
320
330
340
330
360
3’
380
kil
400
410
420
430
449
450
460
470
480
490
500
J10
S20
330
34
550
560
520
580
350
600
410
420
430
&40
450

PRINT TABC24):*TVPLOT

PRINT TAB(20);"CREATIVE CONPUTING®

PRINT TAB(18);*NORRISTOUN, MEW JERSEY"
PRINT:PRINT:PRINT

PRINT *THIS PROGRAM AUTONATICALLY COMES UP WITH TELEVISION®
PRINT *SHOUS BUARANTEED TO APPEAL TO THE MASSES AND WIN™
PRINT "HMIGH NEILSEN RATINGS.":PRINT

PRINT "MERE IS THE FIRST PLOT:*"

PRINT:60SUB 800

ON X 8070 120,130,140,150,140,120,130,140, 150,160
AS="PROGRAN":80T0 170

A3="REPORT:60T0 170

A$="SPECIAL":60TD 170

A$="SERIES":60TD 170

A¥=*STORY"

60SUB 800

OX X GOTO 190,200,210,220,230,240,250,260,270,280
Pe=“SUINGING*:60T0 290

Be="BRILLIANT*:60T0 290

Pe="SALTY":60T0 290

B4="HILARIOUS" 16070 290

B$="SENSITIVE®:6070 290

B4="DODDERING*:6070 290

B4="HENPECKED" 16070 290

B4="DEDICATED":6010 290

B4="THOUSHTFUL*360T0 290

BS="HEAVY*

BOSUE BOO

0N X 60TC 210,320,330,340,350,340,37¢,380,370,400
C4="GIRL COVHAND*:GOTD 410

Ce="LITTLE BOY":60T0 410

Ce="SCIENTEST":00T0 410

CI="LAUYER*=G0TD 410

CS="TOUN NARSHALL":BOTOD 410

Ce="BENTIST":60TD 410

Ce="BUS DRIVER":GOTO 410

C3="JUNGLE MAN"2BOTD 410

Co="SECRET ABENT™:60TQ 410

Ce="COLLIE"

60SUB 8O0

ON X BOTO 430,440,450,440,470,430,440,450, 440,470
Dé="p WHIZ":60T0 480

D$="4 FLOP":5070 480

PS="HEDIDCRE*:60T0 440

D$=*A SUCCESS":100T0 440

DS="A DISASTER™

BOSUR 8OO

ON X 6OTO 500,310,520,530,540,550,560,570,580,590
E$="SOLVING CRIMES®:B0TO 400

ES="ROPING COUS™:BOTD 400

E#="COOKING HEALTH FOOD*:00T0 400

E$="PITCHING WOD*:60T0 600

E$=*PROTECTING ECOLOEY*:G0T0 400

ES="HELPING CHILDREN":GOTO 400

E$="TUD-FISTED DRINKING":B0TC 400

E9="FIGHTING FIRES":60TQ 400

E$="HERDING ELEPHANTS":B0T0 400

ES="UINNING RACES*:60T0 400

60SUd 800

ON X 6070 £20,430,640,650,440,470,660,490,700,710
F$=*RECOVERS THE JEWELS*:60TD 720

F$==FOILS THE SPIES":GOTO 720

Fe="DESTROYS THE CITY“:60T0 720

F$="FINDS LDVE*:60T0 720

F$="SAVES THE ANIMALS*:60T0 720
F$="CONFESSES"280TD 720

F$="DIECOVERS THE SECRET“:GOTO 720

F$="STOPS THE FLODD":60TO 720

F3="HELPS THE DOG":60T0 720

F4="NAKES THE SACRIFICE"

PRINT “THE ";A%;" IS ABOUT A “;B$;" ~:CE;™ UHC IS ";D9;" &’
PRINT E$;* AND WHO *3F$",*tPRINTtPRINT

INPUT "aHOTHER (YES OR MD)";A$

IF A%="HO" THEN 9%

B60TO 100

XelNWTC10#RND 112 +1) sRETURN

PRINTzPRINT "C.k., HOPE YOU HAVE A SUCCESSFUL TV SMOM!I~zE>



Twonky

The computer will set up a 15x15 playing field in which
you are randomly located. Also inside the field is an
objective square, 30 blocked squares (walls), 22 relocation
squares, and 1 super special new maze square, and, of
course, the Twonky (which is no relation to a creme-filled
cupcake).

To win the game, you must reach the objective square
before the Twonky gets you, by moving one square ata time,
forward, backward, right or left. Unfortunately, you are
hindered by several things:

RELOCATION squares, when moved on, cause you to be
randomly transported to another position in the maze.

WALLS; you can’t move into these squares, and lose your
turn when you hit one.

SUPER-MAZE-SQUARE; essentially an instant loss,
since when you move here a completely new maze is set up.

TWONKY; after every move, the Twonky moves toward
you. (He is impervious to all traps, even walls), When he
gets too close to you (2 or fewer squares), you lose.
However, you are equipped with a de-materializing ray gun.
You have the option of using this on your turn. If you hit the
Twonky he de-materializes and then re-materializes on a
different square of the maze to resume his quest after you,
(CAUTION: he could be dropped into your lap!).

After each move pair (you and Twonky), your distance
from both the Twonky and the objective square are printed.
There is no board printout — you play blind. However, using
the distances, you can home in to the approximate position
of both Twonky and objective.,

When shooting at the Twonky, you do not have a shot if
the distance he is from you is not an integer. For example: If
the Twonky is 2.23606 units away, you don’t have a direct
shot. If he is 4 units away, you do have a shot. Exceptionsto
this rule are distances of 5, 10, 13, and 17. (A review of the
Pythagorean Theorem will show why this is true.) Hence, if
the distance is 5, 10, or 13 (but not 17), you may or may not
have a direct shot. Likewise, this set of rules applies to the
direction of the objective.

If you watch your distances before and after moving, you
should be able to tell where the Twonky is in relation to you,
e.g., forward and to the right, or backward and to the left.
Take the distance you are from the Twonky, square it, say
2.236067 = 4999998 approx. = 5. Then find two integers
that when squared and added together equal this (2 and 1).
If the Twonky is forward and to the right, you now know that
he is either up 2, over 1, or up 1, over 2,

The thing that makes Twonky unique, is that it can be
played on two levels, one in which you play for fun, moving
haphazardly; or you can play while figuring out exact
positions, and calculating moves in advance for a challeng-
ing (as well as fun) game.

Twonky was written by Mark Capella and first appeared in
Creative Computing, May/Jun 1977.
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RUN
IONKY
CREATIVE COMPUTING
HORRISTOUN MEV JERSEY

D@ YOU VANT INSTRUCTIONS (Y/N}T Y

THIS IS THE GAME OF TWONKY,

YOU HAVE LANDED ON THE PLANET OF TUINKY AKD

ITS KING (KOM6:THEIR KING 15 KING KONG) HAS
CAPTURED YOU. HE HAS PUT YOU IN & HAZE THAT IS

15 * 15 UNITS LON6. YOU ARE IM THE DARK AND CANNOT
SEE... YOU MUST GET T0 THE OBJECTIVE SQUARE AND

BE SET FREE.

HAZARGS [NCLUDE:
SIUARES THAT YOU CANNOT 60 INTOD (30).
SOUARES THAT RAMDONLY THROW YOU ARDUNB THE MAIZE (22},
SOUARE THAT SETS UP A NEU MAZE AND ALL THAT’S I¥ IT (1)
MOMSTER CALLED TWONKY THAT CHASES YQU AND WILL

ABSORE YOU IF THE DISTAMCE IT IS FROM YOU FALLS

BELOV 2 UNKITS. »

TUORKY 1S ALSO IMAYNE TO ALL TRAPS INCLUDINS

WALLS.

YOU Cai:
MOVE ONE SOUARE AT & TIHE TO FIND THE OBJECTIVE
OR ESCAPE FROM THE TUONKY.
SHOOT AT THE TUOMKY ONE DIRECTION AT A TINE.
IF THE TWONKY IS HET, HE WILL BE REPLACED IN THE
KAZE RANDOHLY.

IF THE TWONXY ABSORBS YOU...YOU LOSE.
IF YOU LAND OK THE DBJECTIVE SQUARE YOU VIN.

600D LuCk!

THE TUONKY IS B.08226 UNITS AWAY,
THE OBJECTIVE IS 9.4B483 UNITS AMAY.

MOVE OR SHOOT (M/5)% H
WHICH UAY (F/B/R/LITF
HOVE ALLOVED.

THE TUONKY IS 2.2111 UNITS auaY.

THE DBJECTIVE IS B6.54401 UNITS auvay.
TUDNKY KOVES....

THE TUOMKY IS 4.70821 UNITS AUAY.
THE OBJECTIVE IS 8.54401 UNHITS AUAY,
MOVE OR SHOOT (M/S)? M

WHICH WAY (F/B/R/L)IT R

NOVE ALLOWED.

THE TUONKY IS 7.2111 UNITS AUAY.

THE OBJECTIVE IS 8.94428 UNITS AUAY.
TUONKY MOVES....

THE TUONKY IS 4.70821 UNITS AWAY.
THE QBJECTIVE IS 8.94423 UNITS aAuAY.



REVE Uk ShOUT (R/33T A
WHICH WAY (F/B/7R/L)T L

MOVE ALLOWED.

THE TUONKY IS &4.32454 UNITS AUAY.
THE OBJECTIVE IS 8.54401 UNITS AWAY.

TUDNKY MOVES....

THE TUOMKY IS 4,08276 URITS auaY,

THE OBJECTIVE IS

8.54401 UNITS AuAY,

HOVE OR SHODT (M/S)? A
UHICH WAY (F/B/R/L}T F

HOVE ALLOWED.

THE TUONKY IS 35.09902 UNITS AUAY.

THE OBJECTIVE 1§
TUONKY MOVES....

THE TUONKY IS 3
THE OBJECTIVE IS

7.81377 URITS AWAY,

UNITS AUAY.
7.61377 UMITS aAuUAY.

HOVE DR SHOOT (W/8)T §
WHICH WAY (F/B/R/L)T F

ZaP--ZAP-~ZAPF ~~IAP-=BLASTI!I!

YOU HIT WALL.
SHOT WISSEDR.

THE TWORKY IS S
THE DBJECTIVE IS

TUONKY KOVES....

THE TWONKY IS 4
THE OBJECTIVE IS

UNITS AWAY.
7.61577 UNITS Auay.

UNITS AUAY.
7.81377 UNITS AuAY.

HOVE OR SHOOT (WN/8)7 §
WNICH uaY (F/B/R/L)T B

ERP —~Z 4P ZAP—1AP=-ZAP~--TAPFP—2&F—T12IL...

SHOT LEFT MAZE.
SHOT WISSED.

THE TUOMKY IS 4
THE OBJECTIVE IS

TUONKY HOVES....

THE TUONKY IS 3
THE DBJECTIVE IS

UNITS AuAY.
7.81377 UNITS AuAY.

UNITS AWAY.
7.41577 UNITS AUAY.

NOVE OR SHOOT (W/8)7 §
WHICH WAY (F/B/R/L)T R
AP --14P--FI72E,..

SROT LEFT MAZE.
SH0T KISSED.

THE TUONKY IS 3
TRE OBJECTIVE I8

TUONKY NOVES....

THE TUONKY IS 2
THE OBJECTIVE 1§

UNITS AUAY.
7.81577 UNITS ANAY,

UNITS aUAY.
7.81377 UNITS ANWAY.

NOVE OR SHODT (H/S)T 8
UHICH WAY (F/B/R/L)T L

2 AP -~ZAP--ZAP--1AP ~-BLASTIIII

10U HIT WALL.
SHOT RISSED.

THE TUONKY IS 2
THE OBJECTIVE IS

T"“' wns.'l.

THE TUONKY I 1
THE OBJECTIVE 18

UNITS AUAY,
7.61577 UNITS AMAY.

UNITS AuAY.
7.81577 UNITS AuAY.

LIST

10 P
20°
Joe
40P
140
150
140
170
180
190
200
210
220
230
240
250
260
270
280
290
300
k4T
3z
330
340

370
S80
590
400
410
420
430
&40
450
660
70
&80
470
200
710
720
730
40
230
760
70
780

RINT TAB(24) ;" TUONKY"

RINT TAB(18)};"CREATIVE COMPUTING®
RINT TAB(14);"HORRISTOUR NEU JERSEY"
RINT¢PRINT:PRINT

GOSUB 2250

DIN AC15,15)

LET R9=0

GOSUE 1830

PRINT
GOSUB 1450

PRINT

PRINT “HOVE DR SHOOT (H/S)¥;

INPUT 083

IF Q89="N" THEN 270

IF 08$="5" THEN 950

6070 210

PRINT "WHICH WAY (F/B/R/L)";

INPUT O

IF Q$s"F* THEN 340

IF Q$="B" THEN 370

IF @8="L" THEW 400

IF @8="R" THEN 430

6070 210

LET X5=X

LET YSeY-1

60TO 440

LET XS=X

LET YSsY41

BOTO 440

LET X5=X-1

LET Y8=Y

BOTO 440

LET X5=X+1

LET YS=Y

BOTO 460

IF X5<1 THEN $10

IF X5>15 THEW 510

IF YSC1 THEN $10

IF YS>15 THEN S10

60TO 540

PRINT “THAT NDVE TAKES YOU OUT OF THE MAZE."
PRINT “NOVE NOT ALLOWED."

60TO 1430

ON (A(XS,Y5)#1) BOTO 550,820,630,4560,740,800,920
REN eee ENPTY SPACE

LET A(X,Y)a0

LET A(XS5,Y5)=1

LET X=X5

LET Y=1§

PRINT "MOVE ALLOWED,*

6070 1430

REN #¢¢ INPOSSIBLE TO GET HERE

REN *#¢ BLOCKED SPACE ROUTIME.

PRINT "THAT SPACE IS BLOCKED.”

6070 1430

REN s#+ RELOCATION ROUTINE.

PRINT "YOU'VE BEEN RELOCATED 111"
GOSUB 2710 i
IF A(Z,U)52 THEN 540

IF A(2,U) <> 0 THEN 480

LET A(Z,W)=1

LET ACX,Y)=0

LET X=2

LET Y=u

BOTO 1430

REN ##+ CHANGE ALL, SUPER TRAP.

PRINT *  YOU HIT THE SUPER TRAP!| YOU GET A NEW MAZE
B0OSUB 1830



60 PRINT

870
380
g70
900
710
720
730
740
730
260
770
780
990
1000
1010
1020
1030
1040
1050
1060
1070
1080
1090
1100
1110
1120
1130
1140
1150
11460
1170
1180

1460
1470
1470
1500
1510
1520
1530
1540
1350
1360
1570
1380
1590
1600
1610
1820
1630
1640
1650
1640
1670
1480
1670
1700
1710
1720
1730
1740
1750

PRINT "TRY AGAIN (Y/¥H)";
INPUT 0%
IF @$="Y" THEM 140

IF @4="N" THEN 2750
GOTD 870
REN #o¢ HE LAMDED ON TWONKY!]
PRINT "YDU STEPPED ON THE TUOMKY!"™
8070 1790
REM #¢s» 5HOOT ROUTINE
PRINT “WHICH WAY (F/B/R/L)";
INPUT @8

IF 0$="F* THEN 1030

IF Q#="B" THEN 1040

IF @$="R" THEM 1120

IF Q%="L" THEN 1090

6070 210

LET S1=0

LET §2=-1

6070 1140

LET S1=¢

LET §2=1

GOTO 1140

LET 8§1=-1

LET S2=0

60TO 1140

LET S1=1

LET §2=0

LET R1=X

LET R2=Y

LET R1=R1+51

LET R2=R2#S52

PRINT "Z A P ===

IF Rt < 1 THEN 1240

IF Rl > 15 THEN 1240

IF R2 < 1 THEN 1240

IF R2 > 15 THEN 1240

60TO 1280

PRINT “FIZZILE..."

PRIMT "SHOT LEFT MAZE."
PRINT "SHOT MWISSED."

60TO 1430

IF A(R1,R2) <2 THEN 1330
PRINT “BLASTIIN}"

PRINT “YOU HIT UALL."
PRINT “SHOT WISSED."

G0TD 1430

IF A(RT1,R2) ©O & THEN 1160
PRINT * DUCH!!'"

PRINT “TUONKY RETREATES."
LET & (R1,R2)=R%

B80SUB 2710

IF A(Z,¥) <> 0 THEN 1370
LET alZ,W)=4

LET X1=Z

LET Yi=4

GOSUR 1450

BoTO 1570

REN s+ PRIBNT TUONKY AND OBJECTIVE DISTANCE
PRINT

PRINT "THE TUONKY IS "}
D=(SARCABSCINTI-X)"2+(YI-Y)"2)))
PRINT D}

PRINT * UNITS AUAY."
PRINT "THE OBJECTIVE IS *“;
D= (SOR(ABS(X2-X}"2+(Y2-Y)"2))
PRINT D1}

PRINT ™ UNITS AuAY."™
PRINT

RETURN

REW +#+ TUONKYS LOGIC

IF D<2 THEN 1790

LET 72=11

LET 21=X1

IF X < X1 THEN 1480

IF ¥ > X1 THEN 1700

IF Y € Y1 THEN 1440

LET I2=Yi#1

eaT0 1710

LET 22=Y1-1

601D 1710

LET Z1=X1-1

60Te 1710

LET Z1=X1#1

LET A(XI,Y1)=RY

LET RY=ALZ1,12)

LET A(Z1,712)=64

LET X1=I1

LET M1=I2

179 FRIN

1800 PRINT "> > > SCHLOORP '!! < < <*

1810 PRINT “THE TUOMKY JUST ABSORBED YOU !! YOU LOSE."

1920 6OTO 850

1830 REM »#% SET UP MNEU NAZE ROUTINE

1840 REN e%¢ 1=PLAYER, 2=BLOCKED SPACES

1850 REN e++ I=RELOCATIONS, 4=SUPER TRAP

1840 REM ®o+ S=OBJECTIVE, &=TUOMKY

1870 REN #++ 0=ENPTY SPACES

1880 REM #++ CLEAR MAIE

1883 FOR BO=1 TD 13

1885 FOR Bi=1 TD 15

1890 LET A(BO,B1)=0

1893 NEXT Bt

1895 NEXT BO

1910 FOR I=1 TD 30

1920 GOSUB 2710

1930 IF ACZ,W) <> O THEN 1920

1740 LET A(Z,H)=2

1950 MEXT I

1960 REN s PLACE RELOCATIONS

1970 FOR I=t1 TOD 22

1980 GOSup 2710

1990 IF A(Z,U} <> O THEN 1980

2000 LET ACZ,0)=3

2010 NEXT 1

2020 REN =+= PLACE THE SPECIAL TRAP

2030 BOSUB 2710

2040 IF A(Z,U) <> 0 THEN 2030

2050 LEY A(Z,V)=4

2060 REM **+ PLACE THE PLAYER

2070 60SUB 2710

2080 IF A(Z,U) <> O THENW 2070

2090 LET A(Z,0)w

2100 LET X=Z

2110 LET =4

2120 REN =3+ PLACE THE OBJECTIVE

2130 60SUB 2710

2140 IF ACZ M) <> O THEN 2130

2150 LET A(Z,N)=5

2160 LET X2=2

2170 LET Y2=W

2180 REM #++ PLACE THE TWONKY

2190 BOSUE 2710

2200 IF A(Z,4) <> O THEM 2190

2210 LET A(Z,V)I=g

2220 LET Xi1=I

2230 LET Yi=y

2240 RETURN

2250 REM

2310 PRINT *D0 YOU WANT INSTRUCTIONS (Y/N)*";

2320 INPUT @4

2330 IF Q%="N" THEN 2700

2340 IF Q% O "Y* THEN 2310

2350 PRINT:PRINTZPRINT

2380 PRINT "THIS IS THE GAME OF TUOMNKY."

2410 PRINT "YOU HAVE LAMDED OM THE PLANET OF TWIMKY AND®
2420 PRINT "1TS KING (KONG:THEIR KING IS KING KONG) HAS *
2430 PRINT "CAPTURED YOU. HE HAS PUT YOU IN A MAZE THAT IS"
2440 PRINT *15 & 15 UNITS LONG. YOU ARE IN THE DARK AMD CANMOT"
2450 PRINT *SEE... YOU MUST GET T@ THE OBJECTIVE SQUARE AND"
2440 PRINT *BE SET FREE."

2470 PRINT

2480 PRINT * HAZARDS INCLUDE:"

2490 PRINT “SOUARES THAT YOU CANNOT GO INTO (30)."

2500 PRINT "SQUARES THAT RANDOMLY THROU YOU AROUND THE RAIE (22)."
2510 PRINT “SQUARE THAT SETS UP A NEW HAZE AND ALL THAT'S IN IT (1)"
2520 PRINT “NONSTER CALLED TUOMKY THAT CHASES YOU AND WILL"
23530 PRINT * ABSDRE YOU IF THE DISTAMCE IT IS FRON YOU FALLS"

2540 PRINT " BELDU 2 UMITS."

2330 PRINT " TUONKY 1S ALSO INMUNE TO ALL TRAPS INCLUDING"
2540 PRINT * WALLS."

2570 PRINT

2590 PRINT *° YOU CaN:"

2400 PRINT "HOVE ONE SQUARE AT & TIME TO FIND THE OBJECTIVE"
2610 PRINT * OR ESCAPE FROM THE TUONKY."

2420 PRINT “SHOOT AT THE TUOMKY OME DIRECTIOM AT A TIME."
2430 PRINT * IF THE TUONKY 15 HIT, HE WILL BE REPLACED IN THE"
24640 PRINT " HAZE RANDOMLY."

2645 PRINT

2450 PRINT "IF THE TUONKY ABSORBS YOU...YOU LOSE.®

2660 PRINT * IF YOU LAND ON THE OBJECTIVE SQUARE YOU WIN."
2670 PRINT

2680 PRINT "600D LUCK!™

2690 PRINT

2700 RETURM

2710 REN ®¢+ SUBROUTINE TO GET 2 RANDOM NUMBERS

2720 LET Z=INT(RND(1)#15+1)

2730 LET W=INT(RND(1)*13+1)



TWOo-€to-Téen

Two-to-Ten is a game of chance
played with a special deck of cards with
only the cards 2-10. The game is similar
to blackjack in that you are drawing
cards and trying to come as close as
possible to a goal number (chosen at
random before each round) without
going over it. You must come within a
certain number of points of the goal
number determined by a “lucky-limit"
card. The catch to the game is that you
are not given the exact value of the goal
number but rather a clue that is only
within 15% of the goal.

Can you think of a way to make Two-
to-Ten more interesting? Perhaps play-
ing it against the computer as an
opponent?

Two-to-Ten appeared in Creafive
Computing, Nov/Dec 1976.

T80 TO TEM
CREATIVE COMPUTING MORRISTOUN MEW JERSEY

WELCOME TD THE GAME OF TUD TD TEN. THAT MAME CONES FROM THE
SPECIAL “BECK OF CARDS” USED. THERE ARE NO FACE CARDS - OMLY
THE CARDS 2-10. THIS GAME IS ERSY AND FUN TO PLAY IF YOU
UNDERSTAMD WHAT YOU ARE DOING SO READ THE INSTRUCTIONS
CAREFULLY.

AT THE START OF THE GAME, YOU BET ON UINWING. TYPE IN ANMY
NUNBER BETWEEN O AND 200. I TMEN PICK A RANDON NUMBER

YOU ARE TQ REACH BY THE SUM TOTAL OF NORE CARDS CHOSEN.
BECAUSE OF THME RARE CHAMCE OF YOU GETTING TO THAT NUMBER
EXACTLY, YOU ARE GIVEN AN ALLOWAMCE CARD. THE OBJECT OF
THE GARE OF TQ GET THE. TOTAL OF CARDS WITHIN THE NYSTERY
NUNBER WITHOUT GOING OVER.

YOU ARE GIVEM 4 HINT AS TO UHAT THE NUMBER 1S. THIS IS MOT
THE EXACT NUMBER OMLY DME CLOSE. ALL YOU DO IN THIS GAKE 1S
DECIDE WHEN TO STOP. AT THIS POINT YOUR TOTAL IS COMPARED
WITH THE NUMBER AND YOUR UIMNINGS ARE DETERMINED,

PLACE TOUR BET . . . YOU HAVE 4 200 TO SPEND.T 50

TOUR “LUCKY LINIT” CARD IS A 8
YOU MUST COME WITHIN & WITHOUT SOING OVER TO WIN.

CARD M 1 IS A J .YOU ARE TRYING TQ COME NEAR 28
YOUR TOTAL IS 3 DO YOU WANT TO CONTINUET YES

CARD ®# 2 IS A 3 .Y0U ARE TRYING TO CONE NEAR 28
YOUR TOTAL IS & DO YOU WANT TO CONTINUE? YES

CARD # 3 IS A 9 .YOU ARE TRYING TO CONE NEAR 28
YOUR TOTAL IS 13 DO YOU WAMT TO CONTINUE? YES

CARD # & IS A & .YOU ARE TRYING T0 COME NEAR 28
YOUR TOTAL IS 21 DO YOU UANT TO COMTINUE? YES

CARD B 5 IS A 10 .YOU ARE TRYING 7O CONE NEAR 28
YOUR TOTAL IS 31 D0 YOU WANT TO CONTINUET NO

YOU WIN' THE MUNBER WAS 32 YOUR GUESS TOTAL UAS 31
UITHIN YOUR LIMIT CARD,

YOU NOW HAVE § 250 1IN CASH TO BET IN THE NEXT GAME |
WOULD YOU LIKE TOD PLAY THE NEXT GAMET MO

HOPE YOU HAD FUN.

10 PRINT TaB(28);"TW0 TO TEN®

20 PRINT TAB(15);"CREATIVE COMPUTING MORRISTOUN MEU JERSEY*
30 PRINT

A0 PRINT

30 PRINT

60 PRINT “UELCOME TD YHE GANE OF TWO TO TEM.

THAT NANE COMES FROM THE"

70 PRINT *SPECIAL “DECK OF CARDS” USED. THERE ARE NO FACE CARDS - ONLY"

80 PRINT “THE CARDS 2-10.

THIS GAME IS EASY AMD FUM TO PLAY IF vou*

7¢ PRINT "UMDERSTAND UHAT YOU ARE DOINE SO READ THE INSTRUCTIONS®

100
1ne
120
130
140
150
140
170
180
10
200
210
220
223
223
227
22%
230
250
260
242
243
270
280
283
283
297
288
20y
290
293
293
297
298
300
310
315
320
32
324
340
350
340
363
n
373
377
380
Jes
387
3%
410
500
S5t0
320
S40
350
340
Sé5
57
400
&05
10
415
420
&30
&40
430
&35
&40
799
Ok

PRINT *CAREFULLY.®
PRINT “AT THE START OF THE GANE, YOU BET ON UINNING. TYPE IN ANY"
PRINT “NUMBER BETUEEN 0 AND 200. [ THEN PICK & RANDOM NUNBER"
PRINT “YOU ARE TO REACH BY THE SUN TOTAL OF MORE CARDS CHOSEN,*
PRINT “BECAUSE OF THE RARE CHANCE OF YOU GETTING TO THAT NUNBER®
PRINT “EXACTLY, YOU ARE GIVEN AN ALLOVANCE CARD. THE OBJECT OF"
PRINT "THE BAME OF TO GET THE TOTAL OF CARDS GITHIN THE AYSTERY*
PRINT "NUMBER WITHOUT GOING OVER."

PRINT “YOU ARE GIVEN A WINT AS TO UHAT THE NUNBER IS. THIS 1S MOT"
PRINT “THE EXACT NUNBER ONLY ONE CLOSE. ALL YOU DO IN THIS GANE 15
PRINT “DECIDE WHEM TQ STOP. AT TMIS POINT YOUR TOTAL IS CONPARED™
PRINT *UITH THE NUNSER AND YOUR UINMINGS ARE DETERNINED.*

ns200

Beo

120

Q=INT(10SRNDC(1) )25

N=INT(OeRND(1))+0

ReECINT(ISSRNB(1))+1)/100

SeINT(26RNB(1)41)

IF§ O 1 THEN 270

E=INT(N={N*R))

BOTO 280

E=INT(N#(N*R))

A=INT(PORND(11)42)

PRINT

PRINT "PLACE YOUR BET . . . YOU HAVE $";n:" 10 SPEND.";

INPUT §

PRINT

IF B < 0 THEN 297

IF & >= B THEN 300

PRINT “YQU CAN‘T BET MORE THAT YOU‘VE GOT!™

6070 285

PRINT “YOU MAY NOT BET AGATNST YOURSELF.®

8070 285

PRINT *YOUR “LUCKY LINIT” CARD 15 A "JA

PRINT "YOU WUST COME UITHIM "ja;" VITHOUT GOING OVER TO WIN.*

PRINT

PRINT "MERE WE 60°

PRINT

PRINT

=D+

CeINT(PoRRD{1)42)

PRINT “CARD 8°;D;* 1§ A “;C;".YOU ARE TRYING TO COME NEAR :f

TeT4C

IF T <= N THEN 380

PRINT “YOUR TOTAL IS OVER THE NUMBER*;N;=
60TD 570

PRINT “YOUR TOTAL IS *;T;*
INPUT 0O

PRINT

IF LEFTH(QS,1)="Y" THEN 322
IF T CN-A ORT )N THEN 550

PRINT “YOU WIN! THE NUMBER WAS *;N;* YOUR SUESS TOTAL WAS“;T
PRINT “UITHIN YOUR LIAIT CARD,"

Han+8

6070 400

PRINT “YOU SLEW IT)
PRINT (N-A)~T
PRINT

Nef-B

PRINT *YOU NOW MAVE $°;M;* 1N CASH TO BET IN THE NEXT GANE!™
IF N (= 0 THEN 455

PRINT "WOULD YOU LIKE TD PLAY THE NEXT GAME":

INPUT 0%

IF LEFTS(08,1)="Y" THEN 223

PRINT “HOPE YOU MAD FUN.*

0T0 999

PRINT

PRINT CHRS(7)3

PRINT *YOU 4RE BROKE!!
END

AN AUTOMATIC LgSS!®
DO YOU WAMT TO CONTINUE";

THE MUMBER UAS “;N;“, OUTSIDE YOUR LIWMIT BY =3

YOU HAY MOT PLAY AHYHORE!!*



UFO is a strategy game in which you
play against the computer in a life-and-
death struggle for superiority of space.
It takes place after a space war with
another planet in which both earth and
the attacker’s planet are destroyed.
Both planets—basically similar in
strength, social structure, and scientif-
ic awareness—realizing they are
doomed, launch a “lifeboat" into space.
The lifeboats are equally armed and
powered.

However, the aliens are much better
marksmen, hitting once out of every
two shots (in lines 880-830, the
computer’s odds are set). Thereason is
as follows. Theenemy ship’sdecisionis
made by the program; the enemy will
only retreat if he feels you are ramming
and will approach only if you are
running and/or his fuel is running out
(smaller weaponry eatsuplessfuel).He
will only use option 6 (no move but
gains fuel) if his energy is below a
certain point. In other words, you can
think, while he cannot. You have the
advantage of your mind, sothealienhas
been given the advantage of a good
steady aim.

The game is set in the future: civiliza-
tion is destroyed, 150 people are left,
and you are in command. The enemy
has never truly been seen, as many
enemies are never truly seen, but never-
theless you must destroy him or be
destroyed. Your weapons are ex-
plained and the game begins. In your
command ship is a control which will
not allow you to make an illegal move.
This control waits after you fire for the
shot to reach the other ship and for the
explosion reports to reach the ship, It
then gives a full report of power drain of
both ships. If your power is not nega-
tive you are still in the game but once it
drops below zero your crew dies (the
energy level is theamountofenergy left
to counteract the attack. |f moreenergy
hits the ship than wasrepulsed, theship
is destroyed. If the amounts are equal
then the ship had exactly the same
amount of energy as the attack
drained.) If in any game you can get
close enough to your enemy touse your
heavy guns without frightening off the
enemy (5000-11000), the game will last
for quite a long time. Theoretically this
game will last forever if played logically.

Written by Raymond J. Kernay, UFQ
first appeared in Creative Computing
in Jul/Aug 1977. A modified version
called Star Wars appeared in Sep/Oct
1978.

RUN
UFd
CREATIYE COMPUTING
MORRISTOWN HEU JERSEY

DD YOU UAMT EINSTRUCTIONS? YES
YOU ARE ABOUT TO RECEIVE WIGM SECURITY INFORMATION
PLEASE EAT THE LONPUTER READ OUT AFTER READING

THIS [S THE YEAR 2000...CIVILIZATION AS YOU KNOW IT HAS
BEEN DESTROYED...NATIONS HAVE BEEN REDUCED TO RUBBLE

IR A MASSIVE SPACE VAR

YOU ARE ONBOARD A SPACE SHIP WHOSE SOLE PURPOSE

IS TO SAFE GUARD THE 150 PEOPLE ON YOUR SHIP...THE

SOLE SURVIVORS...YOUR MISSION: FIND A PLAMET 3UITABLE
FOR YOUR COLOMISTS.....PROBLEN: THE ENEMY OF EARTH STILL
EXISTS. STRANGE CREATURES NEVER SEEM BY MaN

BY THE TIME YQU READ THIS EARTH UILL NO LONGER EXIST....vse
HERE IS YOUR VITAL DATUK:

YOU ARE EQUIPT UITH 10000 UNITS DF ENERGY

UHEN YOU RUN DUT THE ALIENS WILL DESTROY YOU

UEAPDNRY
TYPE DESCRIPTION CAPACITY FUEL DRAIN
1 HEAVY BUNS ¢-11000 10 UNLTS
2 UARHEADS 10000-100000 100 UNITS
3 LASER  10000-20000 1000 UNITS

OPTIONS
4 APPROACH  ~==r=m=== 100 UNITS
3 RETREAT  ==ccanee 100 UNITS
6 BY TYPINB & YOU CAN PASS AND GAIN 100 UNITS

(LABORERS UORK TO PRODUCE POVER)

ENENY

THE EMEMY HAS THE SAME CAPRBILITIES THAT YOU HAVE

EACH TIRE A SHIP IS WIT ITS ENERGY DRAIN IS EQUAL TO

THE AHOUNT OF ENERGY SPENT#10 (EXCEPT LASER UMICH EQUALS
THE AHOUNT SPENT*3 UNITS)

BOTH SHIPS ARE ON THE SANE WISSION, DESTINATION AND BOTH

ARE ON EGUAL TERNS

UNFORTUNATLY YOU HUST KILL EACH OTHER TO MIN

YOUR MAXINUM SPEED IS A JUMP OF 50000 UNITS, HOUEVER

SPEEDS VARY BETWEEN 10000-30000

VARHEADS TRAVEL AT 35000 FEET PER SEC...SHELLS 1000 PER SECOND

THIS WESSAGE WAS RECORDED EARTH IS DEAD...600D LUCK

THIS IS CONWPUTER CONTROL UHAT IS YOUR WAME? BRUCE B, S.

VERY 600D BRUCE B. S.

LEAVING PLANETARY ORBIT BRUCE B, §. SHIP APPROACHING AT
180025 NWILES

WUHAT ARE YOUR ORDERS BRUCE B, S.7 2

LETS HOT CRACK UNDER PRESSURE

WHAT ARE TOUR ORDERS BRUCE B. 5.7 3

LASER FIRED

DIRECT HIT..... ENEMY SHIP’S POWER BOWN

ENEMY SHIP REPORT

RANGE= 180025 POVER= 7000

ENENY FIRES LASER

DIRECT HIT..... POMER DOUN

168



<TATUD OF SHIP
RANBE= 1B0025 POWER SUPPLY= 4000
UHAT ARE YOUR ORDERS BRUCE B. 5.7 3
LASER FIRED
DIRECT HIT.....ENENY SHIP‘S POUER DOUN
ENEXY SHIP REPORT
RANGE= 180025 POVER= 3000
ENENY FIRES LASER
DIRECT HIT..... POUER DOWN

STATUS DF SHIP
RANGE= 180025 PDUER SUPPLY= 2000
UHAT ARE YOUR ORDERS BRUCE B. 5.7 3
LASER FIRED
NISSED T00 BAD
ENENY SHIP REPORTY
RANGE= 180025 POUER= 2000

EMENY FIRES LASER
DIRECT HIT,.... POWER DOUN
STATUS OF SHIP
RANGE= 180025 POWER SUPPLY=-2000
EMENY IS VICTOR LIFE SUPPORT FADING CREW DYING
PLAY AGAIN? NO
0K
LIST

10 PRINT TAB(24);"UFO"

20 PRINT TABC19);"CREATIVE COMPUTING"

3¢ PRINT TABC18);“HORRISTOUN WEW JERSEY"

40 PRINT:PRINT:PRINT

4% DIN P(1)

80 REN UFD

90 PRINT * DO YOU WANT INSTRUCTIONS™;

100 INPUT AS

102 IF LEFT$(AS,1)="N" THEN 480

104 IF LEFTSCAS,1)="Y" THEN 110

106 6070 %0

110 PRINT *YOU ARE ABOUT TO RECEIVE HIGH SECURITY INFORMATION®

120 PRINT “PLEASE EAT THE COKPUTER READ OUT AFTER READING®

130 PRINT:PRINT:PRINT

140 PRINT *THIS IS THE YEAR 2000...CIVILIZATION AS YOU KNOW 1T HAS®

1350 PRINT “BEEN DESTROYED...NATIONS HAVE BEEN REDUCED TO RUBBLE™

160 PRINT "IN A WASSIVE SPACE WAR®

170 PRINT “YOU ARE OMBDARD A SPACE SHIP WHOSE SOLE PURPDSE™

180 PRINY “IS TO SAFE GUARD THE 150 PEOPLE ON YOUR SHIP...THE®

190 PRINT “SOLE SURVIVORS...YOUR KISSION: FIND A PLAMEYT SUITABLE™

200 PRINT “FOR YOUR COLONISTS.....PROBLEN: THE EMEMY OF EARTH STILL™
210 PRINT "EXISTS. STRANGE CREATURES NEVER SEEN BY NAN“:PRINT

220 PRINT "BY THE TIKE YOU READ TMIS EARTH WILL MO LONGER EXISTee.euee®
230 PRINT “HERE IS YOUR VITAL DATUM:*

240 PRINT TAB(10);"YOU ARE EQUIPT WITH 10000 UNITS OF ENERBY"

250 PRINT TAB{(10);"UHEN YOU RUN QUT THE ALIENS WILL DESTROY YOU*

260 PRINT:PRINT:PRINTtPRINT TAB(25);*WUEAPONRY™

270 PRINT “TYPE";TAB(S) ;“DESCRIPTION™;TAB(17); "CAPACITY" ; TAB(24)

275 PRINT "FUEL DRAIN"

280 PRINT * 1“;TAB(S);"HEAVY GUNS";TAB(17);"0-11000%;TAB(27);

285 PRINT "10 UNITS"

290 PRINT " 2" ITAB(S) ; "UARHEADS*; TAB(14);"10000-100000";TAB(27);

295 PRINT “100 UNITS"

300 PRINT " 3" TAB(S);*"LASER";TAB(13);"10000-200
305 PRINT “1000 UMITS®

310 PRINT:PRINT:PRIMT TAB{25);"0PTIONS"

320 PRINT * 4*;TAB(S);"APPROACH";TAB(17);"~=====~ =="STAB(26);
325 PRINT "100 UNITS"

327 PRINT * §";TAB(S);"RETREAT®;TAB(17)}"-=mmmoummm
328 PRINT “100 UMITS™

330 PRINT " 4";TAB(S);"BY TYPING & YOU CAN PASS AND GAIN 100 UNITS"
350 PRINT TAB(S);"(LABORERS WORK TO PRODUCE POMER)*

J60 PRINTIPRINTzPRINT TAB(25);"ENEHY"

370 PRINT:PRIRT “THE ENEMY HAS THE SANE CAPABILITIES THAT YOU HAVE"
380 PRINT “EACH TINE A SHIP IS HIT ITS EMERGY DRAIN IS EQUAL TO"

390 PRINT “THE AMOUNT OF EMERGY SPENT+10 (EXCEPT LASER WHICH EQUALS"
A00 PRINT TAB(30);"THE AMDUNY SPENT*] UNITS)*

410 PRINT "BOTH SHIPS ARE QN THE SANE MISSION, DESTINATION AND BOTH®
420 PRINT "ARE ON EQUAL TERKS"

"ITAB(27);

“;TAB(24);

430
440
450
160
443
470
480
490
300
310
512
315
320
530
S40
560

380
370
3593
400
410
420
4630
440
450
63%
480
470
480
490
700
795
710
714
71é
220
725
730
740
750
7460
770
780
790
800
g05
810
820
830
840
830
840
870
880

890
By2
894
200
910
920
930
740
950
960
920
980
970
1000
1010
1020
1030
1040
1050
1055
1060
1070
1080
1070
1100
1o
1120
1130
1140
150
1160
1170
1180
11%0
1200
1210

169

PRINT
PRINT
PRINT
PRINT

“UNFORTUNATLY YOU NUST KILL EACH OTHER 10 WIN®
"YOUR WAXINUN SPEED IS A JUKP OF 50000 UNITS, HOUEVER"
"SPEEDS VARY BETWEEN 10000-50000"
"UARHEADS TRAVEL AT 35000 FEET PER SEC...SHELLS 1000%;
PRINT “ PER SECOMD®

PRINT “THIS WESSASE UAS RECORDED EARTH IS BEAD...600D LUCK™
PRINT:PRINT:PRINT:PRINT "THIS IS COMPUTER CONTROL UHAT IS5 YOUR NAME®:
INPUT A$:PRINT "VERY 600D ";As
P=100001P(1) 100002 A=RND{1}#200000
PRINT "LEAVING PLANETARY ORBLT ";AS;B3;C$;" SHIP APPROACHING AT™;
PRINT
PRINT A;"MILES"
PRINT *WHAT ARE YOUR ORDERS ";A$389;C8;:INPUT C
D=INT(RNDC1)22)+1
ON C 60TO 570,450,710,7%50,780,820
PRINT *LETS NOT CRACK UNDER PRESSURE":80T0 520

IF A>11005 THEN 340
P=P-10
PRENT "GUNS FIRED":
FOR X=1 TO A+2 STEP 1000
MEXT X
IF O=1 THEN &30

PRINT “KISSED TO BAD":60T0 830
PRINT "DIRECT HIT.......ENEKY SHIP’S POVER BOUN"
PC1I=PCT)-100:60T0 B30

IF & > 100000 THEN 550

IF & € 10000 THEX 560
P=P-100:PRINT "UARMEAD LAUNCHED":FOR X=1 TD #+2 STEP 35000
NEXT X

IF 0=1 THEK 690:PRINT “MISSED T0O BAD":60TD B30
PRINT *DIRECT HIT...,.ENENY SHIP’S POUER DOUN
PO1)=P(1)-1000
80TO 830

IF & ¢ 100000 THEN 560

P=P=1000

PRINT “LASER FIRED"

IF 0=1 THEW 730
PRINT "WISSED TOO BAD*:50TD B30

PRINT "DIRECT WIT.....EMEMY SHIP‘S POVER DOMN“
P(19=P(1)-3000:607T0 830

B=RHD(1)#40000410000:A=A-B2P=P=100: IF A<1 THEN 770
6070 830
PRINT "#+oCOLLISION#+24*:PRINT “BOTH SHIPS DESTROYED":6QTD 1080
B=RND(1) 9400004 10000:4=A+82P=P=100:IF A > 200050 THEN 200
6070 830
PRINT A$3* YOUR RANGE IS *3A;"BUT UE CAMNOT RUN, RANGE 1S NOU “3
PRINT "200000"

#=200000:60T0 830

FP=P+100

PRINT “EMEAT SHIP REPORT":PRINT "RANGE®3A:"
IF PU1} € 1 THEN 1110

IF PU1} < 500 THEW 1040

IF & ¢ 5000 THEM 1070
ReINTI{RNDU1)*3)+1s0=INT(RND(1)%241)
0K ® 601D 970,920

IF R=2 THEM

IF & < 100000 THEN 870
PC1)=PL1)-1000

PRINT “ENENY FIRES LASER"

IF Ox1 THEN 910: PRINT “NISSED...UHEW!!*160T0 1010
PRINT “DIRECT RIT..... POUER DOUN*: P=P-3000:60T0 1010
IF A > 100000 THER 870; IF & < 10000 THEN 870
PC1)aP(1)-100: PRINT “ENEMY WARHEAD FIRED
FOR D=1 TO A STEP 35000z NEXT D

IF 0=1 THEW 940: PRINT "NISSED... WHEW!":60T0 1010
P=P=1000: PRINT “DIRECT HIT!..,POMER BOUN":GOTQ 1010
IF & > 11000 THEN B70: (1)=P{1)-10:PRINT “ENENY FIRES SHELL"
FOR D=1 TO A STEP 1000z NEXT D

IF 0=1 THEW 1000:PRINT *MISSED...UHEM!":60TO 1010
PRINT *DIRECT KIT .....PONER DOWN“:P=P-100
PRINTzPRINT:PRINT TABC10);"STATUS OF SHIP™

PRINT “RANGE=";A;"POVER SUPPLY=*iP: IF PC1 THEN 1130
BOTO 520

PO1)=P(1}+100: PRINT “ENEKY SHIP RESTING®:G0TO 1010
B=INT(RHD(1)¢40000410000:A=A-B:PRINT “ENENY SHIP APPROACHING
PRINT €

6070 1010

BRND{1)#40000+10000;: A=A+B1PRINT “ENENY SHIP RETREATING:G0TO 1010
PRINT "THAT UAS A PRETTY DUNB THING T0 DO ";As;Bs:C$

PRINT “YOUR WISSION IS TD PROTECT YOUR PASSENGERS NOT DESTROY®
GOT0 1140

PRINT "ENEMY SHIPS POMER GONE MO LIFE PRESENT®

PRINT "NISSION SUCCESSFUL*:G60TO 1210

PRINT “EWEWY IS VICTOR LIFE SUPPORT FADING CREW DYING"

REN

PRINT

PRINT

PRINT

PRENT "PLAY AGAIN";

INPUT A$

IF LEFT${AS,1)="{* THEN 80

END

POMER=";P(1)

“1R8; B4,



vnaer & over

This is a funny little dice game in
which you're betting on the outcome of
rolling two dice. You may bet on any
number from two to twelve. If your
number is exactly the same as shown
on the sum of the dice, you win at four
to one odds. If your number is under
seven and the roll of the dice is under
seven, you win even money. If your
number is over seven and theroll of the
dice is over seven, you also win even
money. Only a bet on seven itself can
win at four to one. The program goes
on until you run out of money or until
you interrupt it.

UMDER OR OVER
CREATIVE COMPUTINE
HORRISTOUN, KEU JERSEY

THIS I8 A GAME OF UNDER AND DVER. IF YDU PICK
UNDER DR OVER SEVEN, YOU WILL WIN EVEN MOMNEY.
If YOU PICK EVEN YOU VILL VIN MONEY AT FOUR TO ONE
DIDS. YOU WAVE $100 TD STARY WITH. BOOD LUCK!

UNAT NUMBER DO YOU WISM TO PLAY AMD HOW NUCH
DO YDU UANT TD BET ON THE NUMBER?Y 4,10

THE DICE MAVE WOW BEEN THROUN, THE RESULTS
ARE AS FOLLOWS:

NEM
2

BIE 92 Sus YOURM
S ? Rl

THE ANOUNT YOU MOM HAVE IS 100

VHAT WUMBER DO YOU WISH TO PLAY AND HOW MUCH
DO YOU WANT TO BET ON THE WUMBERT 4,10

THE DICE HAVE NOU BEEN THRDUN. THE RESULTS
ARE A5 FOLLOWS:

PIE M
1

DIE %2 SuM YOURM
il 5 4

sreeeseeYOU WIN EVER NONEY=esreens

THE ARDUNT YOU WO HAVE IS5 110

170

T08s
EVEN

T088
UNDER



UHAT WUMBER DD YOU WISH TO PLAY AND HOU HUCH WHAI NUABEX DO TUU WISH 1O PLAY ANP HOW AUCH

DO YOU WANT T@ BET ON THE NUMBER? 7,20 DO YOU WANT TO BET ON THE MUMBER? 4,2250
THE DICE HAVE MOW BEEN THROUN, THE RESULTS THE DICE HAVE NOU BEEN THROUN. THE RESULTS
ARE RS FOLLOWS: ARE AS FOLLDMS:
PIE M1 DIE 82 SuM YOUR# 1088 DIE M1 PIE w2 SUN YOURH T0SS
5 [ 1n 7 BVER 1 3 & 4 UNDER
TPV EYOU LOSENITNY sesssesxY0U UIN EVEN MONEYesesnesn
THE ANOUNT YOU NOW HAVE IS %0 THE AMOUNT YOU MOU HAVE IS 4500
JHAT NUMBER DO YOU WISH TO PLAY AND HOU MUCH ) WHAT NUMBER DO YOU WISH TO PLAY AND HOU MUCH
D0 YOU WANT TO BET ON THE MUNBER? 8,10 DO YOU VANT TO BET ON THE NUHBER? 7,4500
THE BICE HAVE NOU BEEN THROUM. THE RESULTS THE DICE HAVE NOU BEEN THROUN. THE RESULTS
ARE AS FOLLOWS: ARE AS FOLLOWS:
BIE I DIE #2 SUN YOUR# T0SS PIE M1 DIE W2 SUM YOURN T08S
2 1 3 8 UNDER 3 5 8 7 OVER
SLLVEYOU LOSESINNY TEELIYOL LOSE!!11YY
THE AMOUNT YOL NOU HAVE IS 80 THE AMOUNT YOU NOU HAVE IS O
UHAT MUMBER DD YOU UISH TD PLAY AND HOU MUCH
DO YOU WANT TO BET ON THE MUNBER? 9,20 THE GAME 15 OVER AND YOU ARE FLAT BROKE. SORRY CHARLIE
THIS PROVES THAT IT I8 NOT GODD TO GAMBLE
THE DICE HAVE NOM BEEM THROUM, THE RESULTS DO YOU WANT TO PLAY AGALNT NO
ARE AS FOLLOWS: Ok
MIE N DIE W2 SUN YOUR® 1088
2 1 3 9 UMDER

1L1VPY0U LOSE!INY
TRE ANOUNT YOU NOW HAVE IS &0

WEAT MUMBER DD YOU WISH TO PLAY AND HOU MUCH
DO YOU WANT TD BET ON THE MUNBER? 5,10

THE DICE WAVE MOV BEEN THROUN. THE RESULTS

ARE A5 FOLLOWS:

MIE 1 DIE ¥2 SUM YOURK 1088
3 3 10 3 QVER

tITHIYOU LOBE!!Y!!
THE ANOUNT YOU NOM HAVE 1§ 50

WHAT NUMBER DO YOU WISH TO PLAY AND HOU MUCH
DO YOU UAMT TO BET OM THE MWUNBER? 4,10 100 PRINT TAB(221;“UNDER OR OVER™

110 PRINT TAB(20);“CREATIVE COMPUTING"
THE DICE HAVE NOU BEEN THROUN. THE RESULTS e "
H 1 NEW JERSEY
ARE AS FOLLOUS: 120 PRINT TAB(18);“HORRISTOUN, NEW

130 PRINT:PRINT:PRINT
ue & "Ne s TOUR® 7088 140 PRINT®THIS IS A GANE OF UNDER AND OVER. IF YOU PICK"
. 2 $ é UNDER 150 PRINT"UMBER OR OVER SEVEN, YOU WILL UIN EVEN HONEY.”
150 PRINT*IF YOU PICK EVEK YOU WILL WIN NONEY AT FOUR TO ONE®

00000000700 GIN 4 TE 100000000 170 PRINT*0DDS. YOU HAVE $100 TO START WITH. 600D LUCK!":PRINT:PRI

THE AMOUMT YOU NOU HAVE IS 90

180 A=100
UHAT MUMBER DO YOU UISH TO PLAY AND HOW WUCH ;:: :E:TD@E
DO YOU WANT TO BET ON THE NUMPER? 8,90 - RO
220 DATA "UNDER",“OVER",“EVEN"
;:: :;cgu:::ssfiu BEEN THROUR. THE RESULTS 230 PRINT*UHAT MUNBER DO YOU WISH TO PLAY AMD HOU MUCH*

240 PRINT*DO YOU VANT TO BET ON THE WUMBER™;:INPUT B,C
250 PRINT:PRINT®THE DICE HAVE NOU BEEN THROUN. THE RESULTS®
260 PRINTARE AS FOLLOWS:*

sesesnesYOU UIN 4 TO 1+ssessss 27¢ S=INTIGRND(1Ie1 ) sRuINTCGoRIR(TIeT)

15 430 280 PRINT " DIE #1","DIE §2°,"SUN“,"YTOURN",“T0SS

THE ANOUNT YOU NOU HAVE N IF DY ThEe 556
293 IF Q+R=7 THEN 320
300 PRINT 0,R,04R,B,AS:PRINT
303 IF D=Q+R THEM 350
305 IF B<7 THEN 380

PIE N DIE #2 Sun YOURN 105§
5 3 8 8 OVER

WHAT NUMBER DO YOU UISH TO PLAY AND HOU MUCH
DO YOU WANT TO BET DN THE NUMBERT 7,450

THE DICE HAVE NOU BEEN THROWN. THE RESULTS

307 607D 410
ARE AS FOLLONS: 310 PRINT O,R,Q4R,B,BS:PRINT
DIE 81 DIE 2 sun YOURE 1088 2
313 IF B=0+R THEN 350
6 ! 7 ? EVEN 315 IF B>7 THEN 380
A
seoaseseTol UIR 4 T0 1e0sessse g:: 32131 o?a,oau,s,csupntut
THE ANOUNT YOU MOV HAVE IS 2250 306 [F DeteR THER 330
340 6010 420
UNAT NUNBER DO YOU WISH TO PLAY AND HOY MUCH 355 dmieteeC)

DO YOU UANT TO BET ON THE NUMDER? 4,2250 360 PRINT TAB(20)*e£80388Y0U UIN 4 TO 1s4sueass”

370 PRINT"THE ANOUNT YOU MOU HAVE [8" A :PRINT:GOTO 440
JB0 A=A+C

390 PRINT TAB(20)*sssssessTOl UIN EVEN HOMEY®+sspore®
400 PRINT"THE AMOUNT YOU NOU HAVE IS" A :PRINT:60TO 440
410 A=A-C

THE DICE MAVE MOV BEEM THROWUM, THE RESULTS

ARE AS FOLLOWS:

DIE M1 DIE w2 SuH YOURN TOSS
[ i 7 R EVEN

[9IHIYOU LOSENIN)Y

PRINT*THE AMOUNT YOU NOU HAUE IS A tPRINT
THE ANQUNT YOU MOW WAVE [5 2250 430 PRI

440 IF AX0 THEK 190

450 PRINT*THE GAME 1S OVER AND YOU ARE FLAT BROKE. SORRY CHARLIE"
440 PRINT*THIS PROVES THAT IT IS NOT 600D TO GAMBLE®

470 PRINT*DO YOU WANT TO PLAYT AGAIN";:INPUT U$

480 IF LEFTS(NS,1)="Y" THEN 180

490 END



VAN GAM is a simple game with an

interesting solution set. The winning YOUR KOVE: * SR
sequence pairs are formed by certain LEAVING 9 10
mutually exclusive sequences, using .. 1 TAKE ¢ 3L LEAVING & 10

the golden mean, YOUR NOVE: 7 3B
1__%\/__& LEAVING 3 7

. : «« 1 TA

as anirrational HH KE : 2R LEAVING 3 5

generator. See explanation, lines 40- YOUR MOVE: ¥ 3R
130. LEAVING 3 2
HM.. 1 TAKE 3 2L LEAVING 1 2

IFT=1++/5 YOUR NOVE: * 1R
B LEAVING 1 1
1 HA.. 1 TAKE ¢ 1B LEAVING © 0

and X=T+1,Y¥==+1
T SORRY = I UIN. DON’T FEEL BADLY - I“N AN EXPERT,

then for integers N the winning se- DD YOU WANT TO PLAY ABAIN? YES
guence generators are

INT(N*X)2571013.. .

. DESIRED PILE SIZES {NUMBER,NUMBER}? 24,14
::‘.T (N"Y)134 6 8.... . D YOU WANT TO 6O FIRST® MO '
Is interesting to note that the union LEFT  RIGHT
of these sequences is the set of 26 6
integers, and their intersection is 1 TAKE : 1L LEAVING 25  1¢
empty. That is the case, in fact, for any —
irrational generator, but only T will R RTEL 1 8 LEAVING 23 14
produce winning VAN GAM pairs, The ME.. 1 TAKE : 1L LEAVING 22 14
game is not much fun in that the
average user will never be able to beat TR bvE: v .
the computer in non-trivial cases, Hi.. 1 TAKE ¢ 1L LEAVING 19 12
unless he has been taught the winning
sequences, YOUR KOVE: 7 18
This program by Alan Brown first B O L et 1
appeared in Creative Computing.,
Jan/Feb 1978. YOUR WOVE: 7 2B
LEAVING 15 9
HN.. 1 TAKE : 1L LEAVING 14 ¢
RUN YOUR HOVE: 7 1B
VANGAN
CREATIVE COMPUTING HE.. 1 TAKE : 1L ﬁ:ﬂiﬁ :; :

HORRISTOUN, NEW JERSEY

YOUR MOVE: 1T 2B
LEAVING 10 &

VAN UYTHOFF’S GANE: DO YOU UANT INSTRUCTIONS? YES .. TTAKE : 1L LEWING ¢ 4

YOU ARE TO CREATE TWO PILES OF MATCHES, EACH CONTAINING 100 S —
DR LESS. YOU PLAY ALTERNATELY UITH WE, AND OUR NOVES CONSIST :
. LEAVING 7 4
(A) TAKING AWAY 1 OR HORE MATCHES FROM ONE PILE ONLY, OR WH.. I TAKE : 1L LEAVING 4 4
(B) TAKING AUAY THE SANE NUMBER FRON EACH PILE. T
THE ONE WHO TAKES AWAY THE LAST MATCH OF ALL UINS. Ty
ENTER YOUR MOVES IN THIS MAMNER: W, JTAE S 1L LEMVINE 4 3
2L - {2 LEFT) TAKE TWD FROW LEFT PILE :
3R - (3 RIGHT) TAKE THREE FROM RIGHT PILE YONR OOVE: ® 23
SB - (5 BOTH) TAKE FIVE FROM EACH PILE LEaving 2 \
MA.. I TAKE : 1L LEAVING 1 1
YOUR MOVE: * 1B
DESIRED PILE SIZES {NUNBER,NUNBER)? 17,22 LEWIN & 3
DO YOU UAMT 10 GO FIRST? YES —
LEFT  RIGHT
7o YOU WIN!!
YOUR novE: ¥ 3t CONGRABULATIONS. YOU ARE 4 VERY CLEVER VAN WYTHOFF~S

LEAVING 14 2

HE,. 1 TAKE : 2B LEAVING 12 20 BRNEMAN,
DD YOU WANT TD PLAY ABGAINY NO

LEAVING ¢ 17
2R LEAVING ¢ 15 O.K. BYE MOW.

YOUR MOVE: 7 3B

HE.. 1 TAKE



L1al

5 PRINT TAB(26);"VANGAK"

& PRINT TAB(20);"CREATIVE COMPUTING®

7 PRINT TABC18);"NORRISTOMN, NEU JERSEY"

B PRINT:PRINT:PRINT

10 DIN 0¢200)

15 A= (1+80R(5))/2¢ Y41 /X2 A=14X

16 FOR [=0 TO 99

17 QCI#2)=INT(IX) :QCI#241 ) =INT{To¥)

18 MEXT I:7=0

20 PRINT “VAN UYTHOFF/S GAME: DO YOU UANT INSTRUCTIONS";

30 INPUT B:IF LEFTS(BS,1)="H" THEN 130

40 PRINT "YOU ARE TO CREATE TUD PILES OF WATCHES, EACH CONTAINING 100"
S¢ PRINT "OR LESS. YOU PLAY ALTERNATELY UITH ME, AND OUR NOVES CONSIST®
40 PRINT "OF:*

45 PRINT TAB(10);*(A) TAKING AUAY 1 DR HORE MATCHES";

&7 PRINT " FROM ONE PILE ONLY, OR®

70 PRINT TAB(10);=(B) TAKING AWAY THE SAME NUNBER FROM EACH PILE.®
B0 PRINT "THE ONE UHO TAKES AWAY THE LAST WATCH OF ALL WINS.®
90 PRINT "ENTER YOUR MOVES IN THIS HANNER:"

100 PRINT TAB{10);°2L - (2 LEFT} TAKE TuQ FRON LEFT PILE"

110 PRINT TABI10):*3R - (3 RIGHT) TAKE THREE FRON RIGHT PILE"
120 PRINT TAB(102;°5B - (5 BOTH) TAKE FIVE FROM EACH PILE"
130 PRINT:PRINT tPRINT

200 IKPUT *DESIRED PILE SIZES (NUMBER,NUMBER)®;S1,S2

210 L=81:R=§2

220 IF L+#R>S THER 240

230 PRINT *OH, YOU‘RE A SPORT, YOU ARE."

240 INPUT “BO YOU WANT TO GO FIRST";B#

255 PRINT TAB(27);"LEFT RIGHT"

257 PRINT TAB(27);L;TAB(33);R

260 P=L#2:1F LYR THEN 400

270 PaRe2

200 IF LEFTS(BS,1)="N" THEN 490

405 If L*R THEN PRINT “YOU LIKE SITTING DUCKS, DON‘T YOU?"
410 PRINT:INPUT "YOUR MOVE: *;BS

415 FOR X=1 TO LEN(BS)

420 IF ASCCNIDS(BS$,X,1) <48 OR ASC(MIDH(B#,X,1))>57 THEN 425
423 MEXT X

425 53=VAL(NIDS(BS,1,X-1))

427 IF 53=0 THEW 440

430 IF NIDS(B$,X,1)="L" THEN 550

440 IF WIDS$(BS,X,1)=°R" THEN 570

450 IF NIDS(BS,X,1)="B" THEN 590

460 T=T+1:1F T52 THEN 1940

470 PRINT;PRINT “INPROPER ENTRY, STOP FOOLING ARDUND.":G0TO 410
S50 IF §3>L THEN 460

555 L=L-53:60T0 610

570 IF SIPR THEN 460

575 R=R-83:80T0 410

590 IF BI>L THEM 440

400 L=L-53:00T0 570

610 PRINT TAB(19);"LEAVING";TAB(27)3L; TAR(33 )R

414 PRINT "HM.. "}

415 FOR 1=1 TO 500:A=A+I:NEXT I

£20 IF L#R>0 THEN 490

&30 PRINTePRINTIPRINT “YOU UIN'!":PRINT

435 PRINT "CONGRADULATIONS. TYOU ARE A VERY CLEVER VAN WYTHOFF/§*
437 PRINT "GANESHAN.*

440 6010 1900

aye
700
710
720
730
740
760
770
780
790
soe
810
820
a30
840
8435
a50
860
280
890
895
200
920
930
740

I=01n=Q

IF R{I)=L THEN 740

IF @(I+1)=L THEN 780

IF Q(I)=R THENM 800

1F @(I+1)=R THEN 820
[=142:60T0 700

Lt=1:L2=1:1IF H=1 THEN 840
N=1:80T0 720

Li=1:L2=0:1F H=1 THEN 8B40
K=1:8070 72¢

R1=[:R2=1:1F N=1 THEN B40
#s1: GOTO 740

R1=L:R2=0:1F M=1 THEN 840
H=1: GOTO 740

IF L=R THEN 893

IF R1=L1 THEN 1080

IF L1>R1 THEN 900

PsL1+L2

IF Q{P)>R THER 740
A=R-Q(P)2R=0(P) :A$="R"2B0T0 1110
HesL:zL=0:R=0:A%="B":6DT0 1110
P=Ri*R2

IF Q(P)>L THEN %40
H=L=@{P}zL=@(P)1A$=2"L"180T0 1110
H=0:A%="B"

730 P=L1:IF R1<LY THEN f=R1

9480
945
970
790
1000
1010
1020
1030
1040
1045
1030
1055
1060
1065
1070
1075
1077
1080
1090
1100
1110
113
1114
118
1120
130
1900
1910
1720
1930
1935
1949
1945
19270
1780
oK

1732

P=pP-2:6=0
=it :Lul-12R=R-1

FOR 1=P TO 0 STEP =2
IF O(I}sL THEN 1040

IF Dt1+1)=L THEN 1050

IF QCI)=R THEN 1040

IF D(I+1)=R THEN 1070

NEXT 116070 945

IF BCI+1)=R THEN 1110

BATO 1075

IF OCI)=R THEN 1110

BOTO 1075

IF OCI+41)sL THEN 1110

BOTO 1075

IF QUI)=L THEN 1110

IF G=1 THEW 940

8=1:607T0 945

IF L>R THEM 1100
R=R-1:H=1:A4="R":60T0 1110
L=L-1:H=1:A8="L"

Bs="":1F N>9 THEW 1930
BS=CHRS (M+48)

BS=B+AS

PRINT "1 TAME :";TAB(14);B43TABC19) J"LEAVING s TAB(27) ;L ;TAB(IZ) ;K
IF L#RX0 THEN 410
PRINT:PRINT *SORRY - I WEIN. DON’T FEEL BADLY - I“N AN EXPERT,"

PRINT:INPUT “DD YOU WANT TO PLAY AGAIN®}BS

IF LEFT${B$,1)="Y" THEN 130

GaTo 1970

BS=CHRS (INT(H/10)+48) :BS=BS+CHRS (K- INTIH/10)+10+48)

GOTO 1114

PRINT:PRINT "LOOK, YOU JUST WON'T STOP FOOLING ABOUT. BUZZ OFF.

607D 1970
PRINT:PRINT “0.K. DYE NOW."
END




Warfish

In this game, you're the commander
of an American submarine with a
mission to seek out and destroy as

many Japanese ships as possible ORDERS, COMMANDER 7 TORPEDO
during World War II. 21 TORPEDOES LEFT
You may up your periscope to search HUMBER OF TORPEDOES TO FIRE? 3
for Japanese ships, you may launch 3 TORPEDDLS FIRED - 1 HITS -FREIGHTER SUMNK
your torpedoes, or you may dive to
avoid Japaneseshipsthatareattacklng ORDERS, COMMAMDER 7 PERISCOPE
you. JAPAMESE TRANSPORT - 11500 710HS

For the most part, this is a game of

random probabilities. To make it more ORDERS, CONMANDER * TORPEDD

inter&sting. you might wish to introduce 18 TORPEDOES LEFT
a skill factor in terms of aiming your NUMBER OF TORPEDOES TO FIRE? 3
submarine or distance away from an 3 TORPEDDES FIRED - 2 HITS -TRANSPORT SUMK
enemy ship, size of the enemy ship, and
soon. . : OR0ERS, CONKANDER 7 PERISCOPE
Warfish was written by Randy Wit. JAPANESE ANMUNITION SHIP - 9450 T0NS

ORDERS, COMMAMDER T TORPEDQ
15 TORPEDDES LEFT

NUMBER OF TORPEDOES 0 FIRE? 2
2 TORPEDOES FIRED - 0 MITS

fam ) ORDERS, CONMAMDER T TORPEDQ
CREAT;SEFEE:FUTIHG o o LEF
oo gl NUMBER UF TORPEDOES T0 FIRE? 3
’ 3 TORPEDOES FIRED - 2 HITS -AMAUNITION SHIP SUNK

00 YOU DESIRE THE RULES OF UARFISH 7 YES
ORDERS, CONMAMDER ? PERISCOPE

TOU COMKAND AW ARERICAR SUBMARINE THAT BEEN SENT QuT JAPANESE AMMUNITION SHIP - 9650 TOWS
TO ATTACK JAPAWEST SHIPS AT SEA DURING WORLD WAR TuD

THE ORDEIS THAT CAN BE GIVEN ARE THE FOLLOUING: ORDERS, COMMAMDER 7 TORPEDD
PERISCOPE - TD SEARCH FOR JAPAMESE SHIPS 10 TORPEDDES LEFT
FORPEDD - TO LAUMCH TORPEDOES AT JAPANESE SKIPS NUMBER OF TORPEDOES TO FIRE? 2
CIVE - TQ ESCAPE !RFANESE SHIPS THAT ARE ATTACKING 2 TORPEBODES FIRED - 1 HITS -~AMAUNITION SHIP SUNK
THESE ARE SONE KISTORIC U.S. NAVY SUBMARINES -
TAUTOG, SILVERSIDES, CAVALLA, BLUEFISH, THRESHER ORDERS, COMMANDER * PERISCOPE
SWORBFISH, FLASHER, TROUT,ARCHER JAPANESE FREIGMTER - §100 TONS

SELECT OWE 2F THE RBOVE, OR USE A SAAE OF YOUR CMOICE

PRINT THE NARE 0F YOUR SUBMARINE 7 TROUY
ORDERS, COMMAMDER 7 TORPEDO

B TORPEDOES LEFY

JAPANESE TORPEDI BOAT 1S ATTACKING NUNBER OF TORPEDQES TO FIRE® 2
2 TORPEDOES FIRED - 0 HITS

ORDERS, CDMMANDER 7 DIVE

DISTANCE DF JAPANESE TORPEDD 30AT DEPTH OF USS TROUT ORDERS, CONWAMDER * TORPEDO
1500 YARDS 0 FEET & TORPEDOES LEFT
125C YARDS 25 FEET NUHBER OF TORPEDOES TO FIRE? 3
1000 YARDS 30 FEET 3 TORPEDOES FIRED - 0 HITS
750 YARDS 73 FEET
500 YARDS 100 FEET
250 YARDS 1235 FEET ORDERS, COMMANDER 7 TORPEDO
0 YARDS 150 FEET 3 TORPEDOES LEFT

THE USS TROUT IS UNHURY NUMBER OF TORPEDOES TO FIRE? 2

2 TORPEDOES FIRED - 2 HITS -FREIGHTER SUNK

ORDERS, COMNANDER ? PERISCOPE
JAPANESE FREIGHTER - 7800 TONS ORDERS, CONMANDER 7 PERISCOPE

JAPARESE TRAMSPORT = 11500 TONS

ORBERS, COMMAHPER 7 TORPEDO

26 TORPEDOES LEFT ORDERS, COMMANDER 7 TORPEDO
NUNBER OF TORPEDOES TO FIRE? 2 | TORPEDDES LEFT
2 TORPEDOES FIRED - 0 HITS NUMBER OF TORPEDDES TD FIRE? 1

L _TORPEDOES FIRED = 1 MITS -TRANSPORT SUNK
THE USS. TROUT HAS EXPEMDED ALL OF [1§ TORPEDOES

ORDERS, COMMANDER 7 TORPEDD CONGRATULATIONS ON A SUCCESSFUL DEPLOYMEMT
24 TORPEDOES LEFT
MUMBER OF TORPEDOES 70 FIRE? 3 THE SUBMARINE USS TROUT WAS SUNK A TOTAL OF & SHIPS
1 TORPEDOES FIRED - 0 HITS THE EMEKY TOHNABE SUNK IS 57900 TOMS
oK
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Laal

1 PRINT TAB(23)“UARFISH"

2 PRINT TAB(20)"CREATIVE COMPUTING™

J PRINT TAB(18)"NORRISTOWN, NEU JERSEY"
S PRINT

& PRINT

7 PRINT

8 PRINT

? DIN A$(72)

170
180
200
210
220
210
240
250
255
260
270
271
280
290
291
300
310
in
312
33
Jt4
315

32
33
33
3
3§

QO=RNB(1)

PRINT"DO YOU BESIRE THE RULES OF WARFISH “;

INPUT X3

IF X$="ND" THEN 200

IF X$="YES" THEN 60

PRINT*YES DR MO ONLY, PLEASE,*

6070 30

PRINT

PRINT"YOU COMNAND AN ANERICAN SUBNARINE THAT BEEN SENT QUT®
PRINT*TO ATTACK JAPANESE SHIPS AT SEA DURING WORLD UAR TUO®
PRINT

PRINT® THE ORDERS THAT CAM BE GIVEN ARE THE FOLLOWING:"
PRINT*PERISCOPE - TO SEARCM FOR JAPANESE SHIPS"
PRINT*TORPEDO - TO LAUNCH TORPEDOES AT JAPANESE SMIPS*
PRINT “DIVE - 10 ESCAPE JAPANESE SHIPS THAT ARE ATTACKING®
PRINT

PRINT*THESE ARE SONE HISTORIC U.S. NAVY SUBNARINES -*
PRINT* TAUTOG, SILVERSIDES, CAVALLA, BLUEFISH, THRESHER"
PRINT" SUORDFISH, FLASHER, TROUT,ARCHER"
PRINT“SELECT OHE OF THE ABOVE, OR USE & MANE OF YOUR CHOICE"
PRINTPRINT THE NAME OF YOUR SUBNARINE *;

INPUT 4%

1226

D=INT(RND(1)#10)

IF D<b THEM 330

If DO& AND DC> 7 THEN 270

RY="DESTROYER"

U=2100

IF DOB THEN290

R$="DESTROYER ESCORT"

u=1350

If BOY THEN 310

R$="TORPEDO BOAT™

W70

IF B=4 OR D=7 THEN 313

B=1

60T 314

0=2

PRINT

PRINT

0 PRINT“JAPANESE ";R$;" IS ATTACKING"
0 IF D>= & THEN 340

S A=INT(RED(1)*10)

0 PRINT

0 PRINT

360 PRINT*DRDERS, CONMAMDER *;
370 INPUT C$

371 C$=HIDS(CH,1,1)

380 IF C$="P* THEN 420

390 IF C3="T" THEN 780

400 IF C8="D" THEN 990

a1

0 BOTO 360

420 IF D>3 OR @0 THEN 760
A30 [F A>=4 THEN 470

433 RY="FREIGHTER"

440 IF A0 AND A<>1 THEN 450

445 U=4500

450 IF ACY 2 THEN 460
435 N9=7500

460 IF ACOI THEN 470
445 N=B100

470 IF A7 AND AC>8 THEN 490
475 Re="TANKER"

480 IF ACB THER 4835

481 U=10000

482 GOTO 490

483 W=93500

490 IF A<>4 AND A<>S THEW §10
491 R$="TRANSPORT"

500 IF A<>5 THEN 305

501 ¥=11500

502 GOTO 510

505 W=8800

0 IF A<>& THEN S30

515 Re="ANMUNITION SHIP™
520 U=9450

530 IF A>=% OR &=6 THEN 540
535 0=1

340 IF A<>6 THEN 330

a30
840
850
860
870
880
ay0
a5

u=i

IF A<Y THEM 760
E=INT(RND(1)%10)

IF EQ0 THEN 590
Re="BATTLESHIP*

U=33500

IF EO1 THEN 610
R§="AIRCRAFT CARRIER"
y=25700

IF E<>2 THEN 430
RE="HEAVY CRUISER"

= 9900

IF E<>3 THEN 450
R$="L1GHT CRUISER"

U=2400

IF EC4 AND ECS THEN 670
R§=*DESTROVER"

u=2100

IF E<>é6 AND E<>7 THEM 490
Re="SUBNARINE"

¥=1500

IF E<>8 AND E<>§ THEN 710
u=1350

IF E<=5 THEM 720

0=1

IF E<>4 AMDE<>S THEM 730
=2

IF EC2 AND ECOJ THEN 740
0=3

IF ECQ1 THEN 750

Us4

IFEXD THEN 760

(T

PRINT*JAPANESE “;R$;" - "ju;" TONS"
60T0 340

If @>=1 THEN 800

PRINT® NO JAPANESE SHIPS IN SIGHT - JUST OCEAN"
IF 0<1 THEN 340

PRINT T;" TORPEDOES LEFT"
PRINT*NUMBER OF TORPEDOES TO FIRE";
INPUT R

IF R<0 OR T=R<O THEN 810
IF ROINT(R) THEN B10
T=T-R

S=INT(RND(1}310)

IF SOR THEN 860

=0-8

IF Q<=0 THEW 900
a$="DANAGED"

IF @>s1 THEM 930
@4="SUNK"

0=04¥

LaL+1

PRINT R;" TORPEDOES FIRED -=;S;" W1TS";
IF S<>0 THEM 950

PRINT

IF 5<=0 THEM 940

PRINT* -*; R$;" ;08

IF D>S AND @>0 THEN 1140
IF TC1 THEN 1160

IF <1 THEN 230

GOTO 340

IF 0>=4 THEN 1000

PRINT® THEN USS *;A8;" IS NOT UNDER ATTACK"

1000 IF D<& THEN 340
1010 U=INTCRNDC1I#10)22304300

1020 PRINT “DISTARCE OF JAPANESE “;R%;" DEPTH OF USS “jA%
1030 PRINT U;*YARDS *yZ3“FEET"

1040 U=U-250

1050 I=1#25

1060 IF U>-250 THEN 1030
1070 IF R$=“TORPEDC BOAT " THEN 1100

1080
1090
109¢
1100
1110
1
120

H=INT(RNDC1)+10)+25+30

IF N+26>17 AND N-24<7 THEN 1120

UsZ=9

PRINT"THE USS ";A%;" IS UNHURT"

a=0

6OTO 230

PRINT®THE USS “;A4;" HAS BEEN SUNK BY DEPTH CHARDES"

1130 6OTO 1180

1140 PRINT"THE USS "A$;"™ HAS BEEN SUMK BY GURFIRE"

1150 60TD 1180

1140 PRINT"THE USS ";A9;" HAS EXPENDED ALL OF ITS TORPEDODES®

1170 If D<=0 THEM 1180

1175 PRINT"CONGRATULATIONS ON A SUCCESSFUL DEPLOYHENT®

1180 PRINT

1190 PRINT" THE SUBMARINE USS *;A%;" HAS SUNK A TOTAL OF";L;" SHIPS'
1200 PRINT™ THE ENEMY TONMAGE SUNK IS “;0;" TONS®

1210 END



word Search Puzzie

E
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This program generates the im-
mensely popular word-search puzzies
containing names of Presidents, states,
types of animals, fish, and every
manner of objects. It asks you the
length and width of the puzzie you wish
generated and then the number of
words to be hidden in the puzzle. As the
instructions note, occasionally the com-
puter may find that it can't hide a
particular word in the puzzle and will
ask you if it should start over or if you
want that particular word deleted. If
you start over, try giving it fewer words
or larger puzzle dimensions. The
program hides the words fairly ef-
ficiently although you can usually
improve on it slightly when you getthe
final puzzle out. Since you're probably
just using this program for fun, it's
generally more than adequate.

This word search puzzle generator
was originated by Leor Zolman.

UORD SEARCH PUIILE
EREATIVE CONPUTING
MORRISTOWN, MEV JERSEY

THIS PROGRAR IS A VORD SEARCH PUZILE GENERATOR! ¢
THE PROGRAM TAKES 4 SET OF INPUT STRINGS, PURGES ALL
NON-ALPHABETIC CHARACTERS OUT OF THEN, AMD INCORPCRATES
THEN INTO A UORD SEARCH PUZZLE,

[N THE COUREE OF MAKING TME PUZILE, THE MACHINE MAY
FIND THAT IT CAR‘T PUT A PARTICULAR WORD AWYUHERE, AND

S0 YILL ASK f0U IF IT SHOULD START THE WHOLE PUIZILE
OVER. IF YOU DBON'T UANT IT TA STABT NUEE Fvorun -~ ams

HOU HANY COLUMMS BCES YOUR PRINTER HAVE? 72

DO YOU VANT A SOLUTION PRINTOUTYT YES

WHAT IS TO BE THE WIDTH OF THE PUZILE? 15

THE LENGTH? 15

WHAT IS THE MAXINUM NUMBER OF WORDS IN THE PUZILE? 10

NOU ENTER A HEADING THAT WILL BE PRINTED QVER THE PUZILE:
( 72 CHARACTERS MAXINUMI )

7 COMPUTER LANGUAGES

OK . . . ENTER A UORD AT EACH OQUESTION MARK.
TO REDO THE PREVIOUS WORD, TYPE A WYPHEM (-).
WHEN YOU RUN Q0T OF WORDS, TYPE A PERIOD (.).
T BAS*:"Zs IC

“basic-

? FOR) (42TRAN

-fortran~

TPL1I

-pli-

TCOR O Lynr;

=cabol-

T ASSENBMNLER

-assenbnler-

? -

REDO assembnler. . .

T ASSENBLER

=~assanbler-

* RPO

-'\p’-

* ALGOL

-algol~-

T LISP

=lisp~

? SNOBOL

=snobol -

T PILOT

-pilot-

THAT”S IT... 10 WORDS.

NOW LET ME POMDER THIS.u.s..

HOY HANY COPIES OF THIS PUZILE DO YOU WANTT 1
FOR EACH COPY, HIT RETURN TO BEGIN PRINTING...
v

CORPUTER LANGUAGES

BIURUIXMNRSKATTZ
GGONLGESLREPAODY S
TVYPFFAZIOIIXCFEP
PETTRHPPLOBOSSS Y
ISRIHBSOJYLNSB XX
EACEKRTHSIOANRFN
DFQILUKKOBBF IR
DLATSBPVAOHUUTFGBC
SILYDANLKUPDUYPA
KXPOGZBEXNRKFUD
AVCSBPSYSTILXSY
ITIDIORGRSVAYTY
EHNDALCANVAZUIK
LACRYLKVKTFZIODUC
FYRYURJFUGPQJBVY

FIND THESE HIDDEM WORDS IN THE ABOVE PUZILE;



FIND THESE HIDDEN WORDS IN

algol
lisp

Lis
1

190

AC 13 THE ANSUWER KEY:

.
— -
o

. = = o=
P e e s s
e e
I -
" Dras »
s B v e s B
.
.
.

.
.
E I
-
- DR+ e @
" e e e e e

- MO W 8 =4 s s

.
.
@ ¢ & ® 4 VDI v W v o+
- e DM e s o =
« s e s Mo o ¢ 2 4
L R R T T S

CIECEUI- -3 7,

« e o= oe v oa
T N S

- N ¢ M
LRI o - B - N

s & D =e » s B

L T B B

P F o oa s Mae s o+ A

THE ABODVE PUZZLE:
assenbler

pilot

fortran
snobol

cobol
rpg

basic
pla

;’RHIT TAB(20) ;"WORD SEARCH PUZIILE"

PRINT TAB(20)};"CREATIVE COMPUTING"

PRINT TAB(18);"NORRISTOUMN, NEUW JERSEY™

PRINT:PRINT:PRINT

PRINT * THIS PROGRAM IS A WORD SEARCH PUZILE BEWERATOR!!™

PRINT "THE PROGRAM TAKES A SET DF INPUT STRINGS, PURGES ALL"

PRINT "NON-ALPHABETIC CHARACTERS OUT OF THEK, AND INCORPORATES"

PRINT "THEM INTO A UORD SEARCM PUZILE."

PRINT
PRINT "
PRINT
PRINT
PRINT

IN THE COURSE OF NAKING THE PUZILE, THE NACHINE HAY®
"FIND THAT IT CAN‘T PUT A PARTICULAR UORD ANYUHERE, AND"
“S0 WILL ASK YOU IF IT SHOULD START THE WHOLE PUIZLE®
“OVER. IF YOU DON-T WANT IT TO START OVER, TYPING “NO‘*
PRINT “UILL THROU AWAY THAT PARTICULAR WORD, IF THIS PERSISTS,"
PRINT “TRY EITHER GIVING LESS WORDS DR BIGBER PUZILE DINENSIONS!"
PRINT:PRINT

CLEAR 3000

DEF FMA(Z)=THT(RND(1)#Z#1)

INPUT "HOU MANY COLUMNS DOES YOUR PRINTER HAVE®;TU

INPUT “BO YOU WANT A SOLUTION PRINTOUT®;Xs

INPUT “UHAT IS TO BE THE VIDTH OF THE PUZZLE®;U:Md=u

IF Us2¢sTU THEN 345

PRINT “THAT WILL NOT FIT IN“;TW;" COLUMNS,*:GOTO 330

IF <1 THEN 330

INPUT *THE LENGTH=:L:IF LDU THEN MDsL

IF L<1 THEN 350

INPUT “UHAT IS THE NAXINUM NUNBER OF WORDS IM THE PUZZLE™:N

IF H>=2 THEN 380

PRINT “SORRY; THERE MUST BE AT LEAST 2 WORDS.":60T0 340

PRINT

DIN AS(L,U),Us(H)

DIN W(H,3),BXT(8,2),BD(28)

PRINT "NOU EWTER A HEADING THAT WILL BE PRINTED OVER THE PUZILE:"
PRINT *(*3TW;*CHARACTERS MAXINUM! )*

INPUT XY$

PRINT “OK . . . ENTER A WORD AT EACH QUESTION MARK."

PRINT "TO REDD THE PREVIOUS WORD, TYPE A HYPHEN (-).*

PRINT "WHEM YOU RUN OUT OF WORDS, TYPE A PERIOD (.)."

FOR Is1 TO H

INPUT T$:IF T$="-" THENI=I-1:PRINT "REDO “;Us(I);*. . .":GOTO 480
IF T9="." THEN N=I-1:80T0 460

177

ey
510
320
525
527
530
540
350
5460
570
580
&00
603
607
610
620
630
440
450
640
480
485
490
700
710
720
730
740
750
780
770
7%0
800
810
820
830
832
834
E3b
830
840
870
880
f00
910
920
940
930
970
975
780
990
1010
1020
1021
1025
1030
1040
1050
1060
1070
1080
1070
1100
LRR LY
112¢
1130
1135
1140
1150
1160
170
1eo
11%0
1200
1210
1220
1230
1240
1250
1260
1270
1280
1270
1300
1310
1320
1330
1340
1350
1360
Ok

iIF Lex(1%)=0 THEM PRINT "IMPUT ERROR; REDO:":60TD 480
J=1

TES=NIDS(TS,J,1):IF TE$>="a" AND TE$(="2" THEM
IF TES<“"A"™ OR TE$>"Z" THEN 530
!!=L£FTC!TI,J—1l+CIRl(lS€lHIll(TS,J,Il}*321*“!5“7!(TS,L{N(Y!!-JJ
IF TE$=T9 THEN T$="": 60TD 500

IF J=LEN(T$) TMEN T$=LEFT$(T9,J-1):0070 580
IF J=1 THEN T$=RIGHT$(T9,LENCTS$)-1):J=J-1:G0T0 S70
T$=LEFTS$(T$,J-1)+RIBHTSCTS, LEN(TS)-J) 2 d=0=1
J=J#1elF JC=LEN(TS) THEN 520
PRINT =-*;T§;%-*

LF LEM(TS)C=ND THEN 10
PRINT "THAT“S TOO LONG, I’M AFRAID.";
PRINT * TRY ANOTHER OME:":60TO 480

FOR IZ=1 TO I-1: IF WSCIZ)<OT$ THEN MNEXT:60TO 430
PRINT “YOU ENTERED THAT ONE ALREADY. TRY ANOTHER:“:80T0 480
eCI)=T$
NEXT I
PRINT “THAT’S IT...*;N;*UORDS."
PREINT “NOW LET WE PONBER TMIS......"
FOR I=1 TO #-1
FOR J=1+1 TO M

IF LENCUS(I)) < LENCUS(J)) THEN HZI$=US(I):U$(1)=Ue()) US(J)=HTS
NEXT:MEXT
FOR I=1 TOD 8:READ DXY(I,1),DXY(I,2)¢NEXT

FOR I=1 TD 28:READ DD(I):MEXT

DATA 0,1,1,1,1,0,1,-1,0,-1,-1,-1,-1,0,-1,1

DATA 2,4,8,8,2,4,6,8,2,4,6,8,2,4,6,8,2,4,6,8,2,4,4,8,1,3,5,7
FOR I=1 TD A

LN=LEN(US(I))
NT=0
SD=DD(FNA(28))

SX=FMALU)Y e X1=5X+ (LN-1)9DXY(SD,1):IF X1<1 OR X1>¥ THEN 790
SY=FNA(L)X1=SY+#(LN-1)#DXY(SB,2):IF X1<1 OR XI>L THEW 790
HT=NT+1:0F HTOU+L#2 THEN 850
PRINT “COULDN’T FIT “UsUS(I);™” IN THE PUZZLE.*

INPUT *DO YOU UANT ME TOD START DVER"AS$

IF LEFTY(AS, 1)="y" THEN 750

US(I)="":60T0 750

J=8Y:K=5X

FOR P=1 TO LN

IF LENCAS(J,K)) AND AS () KIONIDS(USCI) P, 1) THEN 790
JuJ*DXY(SB,2):KsK+DXY(SD, 1)t REXT P
J=5Y:K=5X

FOR P=1 TO LN:A$(J,K)=NIDS(US (1) P,1)

JEJHDXY(SD,2) :K=K+DXY(SD,1) :NEXT
W(I,1)=8X:l(I,2)=8Y:U(1,3)=8D
MEXT |
FOR I=1 7O L
FOR J=1 TO W

IF A$(I,J)="" THEN AS(I,J)=CHRS(FNA(24)494)

NEXT:NEXT

FOR I=1 TO H-1:FOR J=I+1 TO N

IF US(I)<=us(J) THEN 1030
HIS$=US(I)aUs(I)=Us(J):USC())=HZS

FOR ¥=1 TD JIHZ-U(I,K!:ltI,K!-U(J,KI:U(J,ll-ﬂZlIEIT K
MEXTJINEXT I

INPUT “HOW MAMY COPIES OF THIS PUZZLE DO YOU UANT" IN
PRINT “FOR EACH COPY, HIT RETURN TD BEGIN PRINTING..."
FOR C=1 7O M:BOSUB 1070:MEXT=B0TD 1230

INPUT AS$:PRINT

T=(TU=2#U)/2:PRINT

PRINT

PRINT TABC(TU-LEN(XY$))/2);XY$

PRINT:=PRINT

FOR J=1 TO L:PRINT TAB(I);

FOR K=1 T0 W:IF AS(J,K)="." THEN PRINT *. *;3607T0 1140
PRINT CHR$(ASC(AS(J,K})=32)3" ";

NEXT:zPRINT:MEXT

PRINTzPRINT

PRINT “FIND THESE HIDDEN WORDS IN THE ABOVE PUZILE:™
PRINT

FOR J=1 TO M:IF LEN(W$(J))=0 THEN 1210

IF POSCO) + LEM(USCJI)) > TU-2 THEN PRINT

PRINT W$(J),

NEXTzPRINT:PRINT:PRINT:PRINT

RETURN

IF LEFT$(X$,1)="Y* OR LEFT$(X$,1)="y" THEN 1250

END

RER

FOR I=1 TO L:FOR J=1 TO UzAS(], =" " MEXTJINEXTI

FOR I=1 TOD N

LN=LEN(US(1))ed=M(L,2)zK=0(],1}

FOR P=1 TD LN

AS(J,K)SHIDS(WS(I),P,1)
J-J;IIT(U![,3),2):!-&0'!!(“(1,3),1!tNElT 4

NEXT 1

AY$="HERE IS THE ANSUER KEY:"

605UB 1070

PRINT:PRINT

END

370

tB0TO57¢
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The Genesis of Wumpus

Two years ago | happened by People’s Computer
Company (PCC) and saw some of their computer games —
such as Hurkle, Snark, and Mugwump. My reaction was:
“EECH!!" Each of these games was based on a 10 x 10 grid
in Cartesian co-ordinates and three of them was too much
for me. | started to think along the lines of: “There has to
be a hide and seek computer game without that {exp.
deleted) grid!!"” In fact, why not a topological computer
game — imagine a set of points connected in some way and
the player moves about the set via the interconnections.

That afternoon in meditation the phrase “Hunt the
Wumpus” arrived, and Wumpus was born. He’s still a bit
vague in physical detail as most dedicated Wumpus hunters
know, but appearances are part of the game. (If you like,
send me a picture of your version of a Wumpus. Perhaps
friendly Dave, our editor, will publish the best one in
Creative Computing.) The grid | chose was the vertices of a
dodecahedron — simply because it's my favorite Platonic
solid and once, ages ago, | made a kite shaped like one. The
edges became the connecting tunnels between the caves
which were the set of points for the game.

My basic idea at this time was for the player to approach
the Wumpus, back off, and come up to him by going
around the dodecahedron. To my knowledge, this has never
happened ... most players adopt other strategies rather
than this cold-blooded approach.

Anyway ... how to get the Wumpus! How about an
arrow which could turn corners as it goes from room to
room. Let the hunter tell the arrow where to go and let it
fly. The shortest round trip without reversals is 5 caves —
and thus the Crooked Arrow.

Hmmm . .. How does one sense the Wumpus? It's dark
in yonder cave, and light would wake him up. If one got
one cave away, the wumpus’s distinct smell would serve as a
warning. So far, so good . . . but Wumpus is still too easy,
so let’s find some appropriate hazards for the caves.

Bottomless pits were easy. Any imaginary cave would
have a few of those around the place. Superbats were
harder to come by. It took me a day or two to get that
idea. The Superbats are a sort of rapid transit system gone a
little batty (sorry about that one). They take you a random
distance to a random cave and leave you there. If that's a
pit-or a Wumpus, well, you are in Fate's hands.

Around this time, | saw that Map-making would be a
regular activity of Wumpus-hunters. | numbered the caves
and made the scheme fixed in the hopes a practised player
might notice this and make himself a permanent map of the
caverns. (Another unrealised hope — as an exercise, make
yourself such a map on a Squashed Dodecahedron).

To start the game fairly, Wumpus, Hazards, and Hunter
are located on different points at the start of the game.
Each game starts with random choices of location, but the

A Squashed
Dodecahedron

hunter may restart with the same set-up if he chooses. This
allows re-plays if the hunter, say, fell into a pit on the first
move.

Wumpus was nearly done in my mind ... (hint to a
games-writer: Have a clear notion of your game before you
start coding it. This saves MUCH confusion.) yet | felt it
was a bit dull. Once you found the Wumpus all you had to
do was shoot it. To fix this, the Wumpus was given a little
life. If you shot an arrow or moved into his cave, he woke
up and chose to move to a neighboring room or to the same
room {one of 4 choices). If you and the Wumpus were in
the same room after he moved, he ATE YQU UP!!

Around here | noticed that the pits and the bats didn't
affect the Wumpus. To explain this, | added some color by
making him heavy and with the legendary sucker feet. After
all, evolution works in strange ways!! If you are a Wumpus
fiend, make a version of Wumpus in which heavoids pits and
superbats can carry him only one room (with the possibility
of being dumped into your cave). This can be done by
making the wumpus moving procedure a subroutine.

| wrote Wumpus and dropped it off at PCC. Then | went
home and dreamed up Wumpus 2.

The Birth of Wumpus

Around a month later, | went to the Synergy conference
at Stanford, where many of the far-out folk were gathered
to share their visions of improving the world. PCC had a
few terminals running in a conference room and | dropped
by. To my vast surprise, all of the terminals were running
Wumpus and scraps of paper on the floor with scrawled
numbers and lines testified that much dedicated Wumpus-
hunting was in progress. | had spawned a hit computer
gamel!!

Later, PCC published Wumpus in its newsletter, and
Creative Computing published it in their Sep/0ct 1975
issue.

Wumpus and this writeup are the products of the talented
and creative Gregory Yob.
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CREATIVE CONPUTING HORRISTOUN, NEW JERSEY

INSTRUCTIONS (Y-M)T ¥
WELCORE YO “HUNT THE WUNPUS‘

THE WUNPUS LIVES IN A CAVE OF 20 ROOMS. EACH ROOK
HAS 3 TUNMELS LEADING TD OTHER ROOMS. (LDOK AT A
DODECAHEBRON TO SEE HOU THIS WORKS-IF YOU DON‘T KNOW
UHAT A& DODECHADROMN IS, ASK SOMEONE)

HAZARDS:
BOTTONLESS PITS - TUD RODMS HAVE BOTTOMLESS PITS IN THEM
IF YOU GO THERE, YOU FALL INTO THE PIT (& LOSE!)
SUPERBATS - TUO OTHER ROOMS HAVE SUPER BATS, IF YOU
60 THERE, A BAT GRABS YOU AHD TAKES YOU TO SONE OTHER
ROOM AT RANDDM. (WHICH MIGHT BE TROUBLESONE)

UUNPUS!:
THE WUMPUS IS MOT BOTHERED BY THE HAZARDS (HE MAS SUCKER
FEET AND IS TOO PIG FOR A PAT TO LIFT). USUALLY
HE 15 ASLEEP. TUD THINGS THAT WAKE HIN UP: YOUR ENTERING
HIS RODA OR YOUR SHOOTING AN ARROU.

IF THE WUMPUS WAKES, HE MOVES (P=.75) OME ROOW
OR STAYS STILL (P=,25). AFTER THAT, IF HE IS WHERE YOU
ARE, HE EATS YOU UP (2 YOU LOSE!}

You:
EACH TURN YOU MAY NOVE OR SHOOT A CROOKED ARROW

KOVING: YOU CAN 50 ONE ROON (THRU ONE TUMNEL)
ARROUS: YOU WAVE 5 ARROWS. YOU LOSE WHEN YOU RUN DUT.
EACH ARROU CAM G0 FROM 1 TD 3 RODMS., YOU AIN BY TELLING
THE COKPUTER TTHE ROONES YOU WAKT THE ARROW TO GO TO.
IF THE ARRONW CAN‘T GO THAT WAY (IE NO TUNNEL) IT MDVES
AT RANDOM TO THE NEXT ROON.

IF THE ARROV HITS THE WUMPUS, YOU WIN.

IF THE ARROU RITS YOU, YOU LOSE.

VARNINGS:
WHEN YOU ARE ONE ROON AWAY FRON WUNPUS OR HAZARD,
THE COMPUTER SAYS:

UUNPUS- I SMELL A WUNPUS‘

BAT - “BATS MEARBY

PIT - 71 FEEL A DRAFT/

HUNT THE UUNPUS

BATS NEARBY!
YOU ARE IN ROBN 7
TUMNELS LEAD T0 & 8 17

SHOOT OR MOVE (S-M}? N
WHERE TOY 8
ZAP--SUPER BAT SWATCH! ELSEUMEREVILLE FOR YOU!

1 FEEL A DRAFT)
YOU 4RE IN ROON 20
TUNRELS LEAD TO 13 16 19

SHOOT OR MOVE (S-M)? ¥
WHERE T0? 13

YOU ARE IN ROOM 13
TUNNELS LEAD TO 12 14 20

SHOOT OR MOVE (S-M)T M
UHERE T07 14

YOU ARE IN ROOM 14
TUNNELS LEAD TO 4 13 15

SHODT OR MOVE (S-M)7 M
WHERE TOT 15

I FEEL A DRAFT!
YOU ARE IN ROOH 15
TUNNELS LEAD TD & 14 14

SHOOT OR MOVE (S-M)T &
SHOOT OR MOVE (S-M)7 M
WHERE TOT &

YOU ARE IN RODM 4
TUNMELS LEAD TO 5 7 1S

SHOOT OR'MOVE (S-M)T §
SHOOT OR MOVE (S-#)T W
UHERE T07 §

YOU ARE IN RODN 3§
TUNNEIC IEAD IO ¢ & &

SHOOT OR HOVE (5-M)T M
UHERE TD? 4

YOU ARE IN ROOM 4
TUMNELS LEAD TO 3 § 14

SHOOT DR MOVE (S-M)7 N
WHERE 107 3

1 FEEL A DRAFT!
YOU ARE IN ROOWM 3
TUNMELS LEAD TO 2 4 12

SHOOT OR MOVE (S-HM)T N
UHERE TO? 12

1 SMELL A WUNPUS!
YOU ARE IN ROOM 12
TUNNELS LEAD TO 3 11 13

SHOOT DR MOVE (S-M)T §

N0, OF ROONS{1-5)7 1

ROOK #7 11

AHA! YOU GOT THE WUMPUS!

HEE HEE HEE - THE WUNPUSLL GETCHA MEXT TINE!!

LIST
10 PRINT TAB(33);"uunpPus"

20 PRINT TAB(15);"CREATIVE COMPUTING NORRISTOUN, NEU JERSEY"

22 PRINT
24 PRINT

24 PRINT

30 PRINT “INSTRUCTIONS (Y-N)=:

40 INPUT I8

S0 IF Is="N" THEN 60

55 60SUR 1000

&0 REN- SET UP CAVE (DODECAHEDRAL NODE LIST)
70 DIN §(20,3)

80 FOR J=t TO 20

90 FOR K=1 T0 3

100 READ S(J,K)

110 NEXT K

120 NEXT J

130 DATA 2,5,8,1,3,10,2,4,12,3,5,14,1,4,6
140 DATA 5,7,15,4,8,17,1,7,9,8,10,18,2,9, 11

150 DATA 10,12,19,3,11,13,12,14,20,4,13,15,4,14, 16
140 DATA 15,17,20,7,16,18,9,17,19,11,18,20,13,14,19

170 DEF FHACX)=INT(20¢RND(1))+1

180 DEF FHBOX)=INT(IsRND(1))+1

190 DEF FNCOX)=INT(4RND(1) M1

200 REM- LOCATE L ARRAY 1TEMS

210 REN- 1-YOU, 2-WUNPUS,324-P1TS,534-BATS
220 DIN L(6),H(6)

230 FOR J=1 TO &

240 L(J)=FNACO)

260 M(J=L(J)

270 NEXT J

280 REM- CHECK FOR CROSSDVERS (IE L(1)=L(2) ETC)

290 FOR J=1 TO &

300 FOR K=J TO &

310 IF J=X THEN 330

320 IF LGJ)=L(K) THEN 240
330 MEXT X

340 NEXT J

350 REN- SETH ARROS



380
3463
Kyl
3735
380
a0

A=9

L=L(1)

REN~ RUN THE GAME

PRINT "HUNT THE WUNPUS™

REN- HAZARD VARMINBS I LOCATIONS
GOSUR 2000

400 REN~ HOVE OR SHOOT

410
420
430
449
450
A60
470
480
470
500
10
320
530
540
550
360
70

80SUB 2500
ON 0 60TO 440,480

RER- SKOOT

GOSUB 3000

IF F=0 THEN 390

BATO 500

REN- HOVE

GOSUB 4000

IF Fs0 THEN 390

IF F>0 THEW §30

REN- LOSE

PRINT "HA HA HA - YOU LOSE!"

BOTO 580

REN- WIN

PRINT “HEE HEE HEE - THE WUNPUSLL GETCHA NEXT TIME!|™
FOR J=1 T0 &

LiD=H(d)

S80 NEXT J

390

400

410

420

1000
1010
1020
1030
1040
1050
10460
1070
¢80
1090
1100
e
1115
1120
1130
1140
1150
1150
1170
1180
10
1200
1210
1220
1230
1240
1250
1240
1270
1275
1240
1290
1293
1300
1310
1320
1330
1340
1350
1340
1370
1380
13790
1400
1410
2000
2¢10
2020
2030
2040
2050
2060
2070
2080
2090
2100
2110
2120
2130
2140
2150

PRINT "SAME SET-UP (Y-N)";
INPUT I#

IF 1% <> "7r" THEN 230

GOTO 340

REH- INSTRUCTIONS

PRINT "UELCOME TO -HUNT THE WUNPUS-"

PRINT ™ THE UUNPUS LIVES IN & CAVE OF 20 ROOKS. EACH ROONY
PRINT “HAS 3 TUNNELS LEADING TO OTHER ROONS. {(LOOK AT A"

PRINT “DODECAMEDRON TO SEE HOW THIS WORKS-IF YOU DON’T KNOW"
PRINY “UHAT A DODECHADRON IS, ASK SONEONE)*®

PRINT

PRINT = HAZARDS:"

PRINT “BOTTOMLESS PITS - TUD RODMS HAVE BOTTOMLESS PITS IN THEW™
PRINT * IF YOU GO THERE, YOU FALL INTO THE PIT (2 LOSE|)"
PRINT "SUPERBATS - TWO OTHER ROONS HAVE SUPER BATS. IF you*
PRINT * 60 THERE, A BAT GRABS YOU AND TAKES YOU TO SOHE";
PRINT ™ QTHER"

PRINT ™ ROOM AT RANDOM. (WHICH MIGHT BE TROUBLESONE)*™

PRINT
PRINT *
PRINY
PRINT

VUMPUS s *

“THE UUKPUS IS NOT BOTHERED BY THE HAZARDS (WE MAS SUCKER®
"FEET 4ND 1S TOO BI6 FOR A BAT TO LIFT). USUALLY"

PRINT “ME [5 ASLEEP, TWO THINGS THAT WAKE MIN UP: YOUR ENTERING"
PRINT “HIS ROOM OR YOUR SHOOTING AN ARROU."

PRINT * IF THE WUNPUS VAKES, WE NOVES (P=.75) ONE ROOK"
PRINT “OR STAYS STILL (P=,25). AFTER THAT, IF HE IS WHERE YOU*
PRINT “ARE, HE EATS YOU UP (% YOU LOSE!)"

PRINY

PRINT * You:® Lye N
PRINT "EACH TURM YOU NAY NOVE OR SHOOT A CRODKED ARROY™

PRINT ™ NOVING: YOU CAN 60 ONE RDOM (THRU ONE TUNNEL)®

PRINT * ARROUS: YOU MAVE 5 ARRDVS. YOU LOSE UHEN YOU RUN QUT.*
PRINT * EACH ARROU CAN GO FROK 1 TO 5 ROONS. YOU AIN BY *;
PRINT *TELLING"

PRINT = THE COMPUTER TTHE ROONES YOU WANT THE ARROY TO 60 T10.*
PRINT * IF THE ARROU CAN‘T 60 THAT WAY (IE WO TUMNEL) IT *;
PRINT “MOVES"

PRINT * AT RANDON TO THE NEXT ROOM.%

PRINT ¥ IF THE ARROU HITS TNE WUNPUS, YOU WIN.*

PRINT * If THE ARROW HITS YOU, YOU LOSE."

PRINT
PRINT *
PRINT *
PRINT *
PRINT "WUNPUS-
PRINT "BAT -
PRINT "PIT -
PRINT

RETURN

REM- PRINT LOCATION 3 HAZARD UARNINGS

PRINT

FOR J= 2 70 &

FOR K=1 10 3

IF S(LCT),KIOLGI) THEN 2110

O J-1 BOTD 2040,2080,2080,2100,2100

PRINT *1 SHELL A WUNPUS!"

60T0 2110

PRINT I FEEL A DRAFTI™

60TO 2110

PRINT “BATS NEARBY!™

NEXT K

NEXT J

PRINT “YOU ARE IN ROOM ";L(1)

PRINT “TUMNELS LEAD TO ";S(L,1);S(L,2):5(L,3)
PRINT

VARNINGS:"

WHEM YOU ARE ONE ROOM AUAY FRON UUMPUS OR HAZARD,"
THE COMPUTER SAYS:"

‘I SMELL A WUNPUS-“

“BATS MNEARBY~*"

“1 FEEL A DRAFT/™

PRINT "SHOOT OR NOVE (S-#)";
IKPUT I3

IF I8 <> "S* THEN 2540

b=1

RETURN

IF 1% <> “"H" THEM 2510
0=2

RETURN

REM- ARROU ROUTINME

Fs0

REM~- PATH OF ARROW

L=L(1)

PRINT "NQ. OF ROOMS(1-5)=;
INPUT J9

IF J5<1 OR J9>5 THEN 3040
FOR K=1 TD J¥

PRINT "RODN #";

INPUT P(K)

IF K <= 2 THEN 3115

IF PUK) <> PLK-2) THEN 3115
PRINT “ARROUS AREN’T THA TCORRKED - TRY ANOTHER ROON
6OTO 3080

NEXT K

REN- SHOOT ARROW

FOR k=1 10 J¥

FOR K1=1 TO 3

IF S(L,K1}=P(K) THEN 329%
NEXT K1

REM- ND TUNNEL FOR ARROU
L=S{L,FNBC1))

G0TO 3300

NEXT K

PRINT "HISSED"

L=L(1)

REN~ MOVE WYUHPUS

g0SuUB 3370

REW- ANND CMECK

A=A-1

IF A>0 THEN 3280

F==1

RETURM

REN- SEE IF ARROM I8 AT L(1) OR L(2)
L=P{K)

IF L <) L(2) THER 3340
PRINT "AHA! YOU GOT THE WURPUS!™
F=1

RETURM

IF L <> LC1) THENM 3210
PRINT "OUCH! ARROM GOT You"
GOTO 3270

REN- WOVE UUMPUS ROUTINE
K=FNC(0)

IF K=4 THEN 3410
LI2)=8(LI2),K)

IF L{2) <) L THEN 3440
PRINT "TSK TSK TSK - UUNPUS 6OT YOU!*
Fu=1

RETURN

REX- MOVE ROUTINE

F=0

PRIMT *WHERE T0*;

INPUT L

IF L<1 DR L>20 THEN 4020
FOR k=1 70 3

REN- CHECK IF LEGAL MQVE
IF SCLC1),K)=L THEN 4130
NEXT K

IF LsL(1) THEN 4130

PRINT “NOT POSSIBLE -*:
GOTO 4020

REM~- CHECK FOR WAZARDS
Lit)sL

REN- WUKPUS

IF L < L{(2) THEN 4220

PRINT “... OOPS!Y BUMPED A WUNPUS!"
REN- MOVE WUHPUS

B0SUR 3380

IF F=0 THEN 4220

RETURN

REN- PIT

IF L <> L{3) AND L <> L(4) THEN 4270

PRINY “YYYITIIEEEE . . . FELL IN PIT"

Fa=1

RETURN

REM- BATS

IF L € L(S)} AND L <> L(&) THEN 4310

PRINT “ZAP--SUPER BAT SNATCH! ELSEUHEREVILLE FOR YOU!®
L=FNACT)

60TO 4130

I T d11-111
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Hark!! The weary Wumpus hunter, wan from 50 days in
the Terminal Caverns, exhausted and with all of his arrows
expended — — — (A groaning Teletype roars at a sleepy
student. Maps litter the floor covered with circles and
integers. With callused fingers, the immortal Wumpus player
looks,up with bloodshot eyes and implores: “How do | get
out of here?”’)

| suspected that the dodecahedron may prove a bit
boring after a few thousand games, so | wrote Wumpus 2 to
extend your pleasure. Some of the more mathematical
minded may have noticed there are lots of ways to link
caves with three tunnels apiece. Some of these patterns are
topologically interesting . . . .

Wumpus 2 is the same old Wumpus in different settings
- including those of your own design. As you play in the
different caves, you will notice that the game changes in
difficulty and strategy. Now to a description of the various
caves in Wumpus 2.

CAVE 0 (Dodecahedron)
This is the same old Wumpus with which you are
familiar.

CAVE 1 (Mobius Strip)

Since my original vision was topological, here is the first
wonder of topology, the Mobius strip. Take a strip of
paper, give it a half-twist and join the ends into a loop. The
result has just one side and one edge (if you disbelieve, take
a pencil and go around the thing).

A perceptive player will note that the placement of the
pits influence the game. Two pits placed just right (around
5% of the games have this) will force a detour back around
the strip in certain cases. Getting around is slower than in
Cave 0, but it is easier to search the place.

CAVE 2 (String of Beads)

See the diagram for this one. Here, placement of the pits
will often make parts of the caves inaccessible except by
bat-express. (Can you see why?) Play in this cave is
frustrating until you have gone to the trouble of making a
reference map; otherwise you keep coming back to your
starting point. (Look at the diagram and see how this may
be so.)

CAVE 3 (Hex Network)

This is my attempt at a torus (doughnut). If you can
visualise a hexagon net like a honeycomb or a tile floor and
stretch it onto a doughnut, you've got it!! The drawing tries
to show this, but if you prefer, think of it as a complicated
molecule of some sort. Play in this one is very similar to
CAVE 0.

CAVE 4 (Dendrite)

Up to now, each tunnel leads to another cave and only
one tunnel connects a pair of caves. This need not be a
strict rule and the next two caves illustrate variations on
this. The dendrite is a branching pattern like a tree or a
plant. At the ends of the plant are ‘“leaves’’ which are caves
leading to themselves or multiple tunnels. This cave is
especially susceptible to severance by pits and getting stuck
in corners near the wumpus. A nice thing is that you often
will know exactly where the Wumpus is when you come
near him.

181

CAVE 5 (one way streets)

This is the extreme example of all tunnels are one-way.
You will find that getting about this cave is like travel in
Los Angeles — much going to get to the neighbor’s house. If
you overshoot, you must travel all the way around, just like
missing a freeway offramp.

CAVE 6 {Do Your OWN)

Draw up a map of caves, each cave with tunnels GOING
TO three (exactly three) caves (same or different). Then the
computer will ask you for the numbers of the destination
tunnels for each of the 20 caves in Wumpus. When you have
it entered, play Wumpus on your own caves. Let me know
of your favorite ones, and your most frustrating ones!!!

FINIS
In any case, Wumpus has spawned several versions and
spread about the computer games-dom really nicely. For
myself, the soul of the game is in the idea and fun of it
rather than the program or the computer which hosts it. |
feel that all really good games will turn programmers on
enough for them to write it for their system from the idea
alone and encourage games writers to think carefully on the
art and esthetics of their games before writing a line of
code.
Wumpus-2 and this description are products of Gregory
Yob. They appeared previously in Creative Computing,
Jan/Feb 1976 and the game in People’s Computer Co.

THE
CAVES
OF
WUMPUS 2
Cove |
(Mobius Strip) (String of Beads)
Cave 4
(Dendrite)
Cave 6
{Anything You Like)



NUHPUS 2
CREATIVE CONMPUTING
HORRISTOUM NEU JERSEY

INSTRUCTIONS? YES

WELCOME TO wUMPUS II
THIS VERSION HAS THE SAKE RULES A4S “HUNT THE WUNPUS‘,
HOUEVER, YOU NOM MAVE A CHOICE OF CAVES TO PLAY IN,
SONE CAVES ARE EASIER THAN OTHERS. ALL CAVES HAVE 20
RODNS ANR J TUNMELS LEADING FRON ONE ROOK TD OTHER ROOHS.
THE CAVES ARE:
0 = DODECAHEPRON THE ROONS OF THIS CAVE ARE ON 4
12-SIDED OBJECT, EACH FORMING A PENTABON.
THE ROOMS ARE AT THE CORNERS OF THE PENTAGONS,
EACH ROOH HAVING TUMNELS THAT LERD TO 3 OTHER ROONS

1 = MHOBIUS STRIP  THIS CAVE IS TWO ROOMS
VIDE AND 10 RODNS AROUND (LIKE A BELT)
YOU WILL NOTICE THERE IS A HALF TWIST
SOMEWHERE .

2 = GSTRING OF BEADS FIVE BEADS IN 4 CIRCLE.
EACH BEAD 1S & DIANOND WITH A VERTICAL
CROSS-BAR. THE RIGHT & LEFT CORNERS LEAD
TD NEIGHBORING BEADS. (THIS ONE IS DIFFICULY
TO PLAY)

3 = HEX NEUORK THAGINE A HEX TILE FLOOR. TAKE
A RECTAMGLE WITH 20 POIMTS (IMHTERSECTIONS)
INSIDE (4X4). JOIN RIGHY & LEFT SIDES TO MAKE 4
CYLINDER. THEN JOIN TOP 3 BOTTOM TO FORM A
TORUS (DOUGHNUT),
HAVE FUN IMAGINING THIS ONE!!

CAVES 1-3 ARE REGULAR IN A SENSE THAT EACH ROON
GDES TO THREE OTHER RODMS & TUNMELS ALLOU TuO-
WAY TRAFFIC. HERE ARE SOME “IRREGULAR” CAVES:

4 =~ DENDRITE WITH DEGENERACIES PULL A PLANT FRON
THE GROUND. THE ROOTS 3 BRANCHES FORM A
DENDRITE - 1E., THERE ARE NO LOOPING PATHS
DEGENERACY MEANS A) SONE ROOMS CONNECT TO
THENSELVES ANB B) SOME ROONS HAVE MORE THAN ONE
TUNHEL TO THE SANE OTHER ROON IE, 12 HAS
TU0 TUNKELS TO 13,

S5 =~ ONE UAY LATTICE HERE ALL TUNNELS G0 ONE
UAY ONLY. TD RETURN, YOU NUST B0 AROUND THE CAVE
(ABOUT 3 MOVES).

6 - ENTER YOUR OUN CAVE  THE COMPUTER WILL ASK YOU
THE ROONS NEXT TO EACH ROOM IN THE CAVE.
FOR EXAMPLE:
ROON W v 2,3,4 - YOUR REPLY OF 2,3,4
HEANS ROOM 1 HAS TUNNELS GOING 1O ROOHS:
P e
HAPPY MUNTING!
CAVE §(0-4) 7 4

HUNT THE WUNPUS

I SMELL A WUNPUS!

BATS NEARBY!

YOU ARE IN ROOM 11 TUNMELS LEAD TO 13 14 12
SHOOT OR MOVE 7 S

NO. OF ROOMS 7 1

ROON ®7 13

HISSED

BATS NEARBY!
YOU ARE IN ROOM 4 TUNMELS LEAD TO 4 &

SHOOT OR MOVE 7 M

WHERE T0 7 4

BATS MEARBY!

YOU ARE IN RODN 4 TUMNELS LEAD TO 4 & 1
SHOOT OR HOVE 7 H

WHERE T0 7 &

YOU ARE IN ROON & TUNMELS LEAD TO 4 7 S
SHOOT OR MOVE 7 M

UHERE TO 7 §

YOU ARE IN ROOMN S5 TUMNELS LEAD TO 2 7 3
SHOOT OR WOVE T W
WHERE T0 7 2

YOU ARE IN ROON 2 TUNNELS LEAD TO 2 5 3
GHOOT OR WOVE 7 M

UHERE TO 7 3

YOU ARE IN ROOM 3 TUNMELS LEAD TO 3 & 4
SHOOT OR HOVE T M

UHERE TO 7 &

YOU ARE IN ROOM 6 TUNNELS LEAD TO 4 7 §
SHOOT OR MOVE ? M
UHERE TO * 7

YOU ARE IN ROOM 7 TUNMELS LEAD TO 4 10 @
SHOOT OR NOVE * N

UHERE T0 7 10

s

I FEEL A DRAFT!
YOU ARE IN ROOM 10 TUNMELS LEAR TO 9 11 10

SHOOT OR WOVE 7 i

UHERE TD 7 11

I SHELL A UUNPUS!

BATS NEARBY!

YOU ARE IN ROOM 11 TUNNELS LEAD TO 13 14 1

SHOOT OR NOVE ? §



Lis

]

3 PRINT TAB(25);"UUNPus 2*
4 PRINT TAB(20);“CREATIVE COMPUTING"

5 PRINT TAB(18);"MORRISTOUN NEW JERSEY™

7 PRINT

10 PRINT

15 PRINT

20 RER- UUNPUS VERSION 2
30 PIN S(20,3)

40 DIK L(&),H(&) ,P(S)

30 PRINT "INSTRUCTIONS";
40 INPUT Is

70 PRINT

g0

100
110
130
140
130
160
170
180

4%0

320
330
540
350
560
370
580
570
393
600
420
440
450
6460
470
600
700
710
720

740
750
760
770
780
790
300
8035
B10
B20
B30
B0

IF LEFTS(I$,1) <> “Y* THEN 130
GOSUBR 700

REN- CHOOSE AND SET UP CAVE
GOSUR 2530

BEF FNACX)=INT(20=RND(1))+1
DEF FMBCX)=INT{JI#RND(1))41
DEF FHCCX)=INT(4=RND(1))}+1
REN LOCATE L ARRAY ITENS

REM 1-Y0U, 2-WUNPUS, 334-PITS,.584-BATS

FOR J=1 10 &
L{J)Y=FRALO}
H{J)=L(J)
HEXT J

REM CHMECK FOR CROSSOVERS (IE L{1)=L(2) ETC)

FOR J=1 T0 &

FOR K=J 1D &

IF J=K THEN 300

IF LUJ)=L{K) THEM 210
REXT K

NEXT J

REM SET ¥ ARROUS

A=3

L=L{1)

REN~ RUM THE GAME
PRINT "HUNT THE WUNPUS™
REN-HAZARDS WARNINGS AND LOCATION
GOSUB 1230

REN MOVE OR SHOOT

GOSUB 1400

ON 0 GOTO 430,470

REM SHOOT

GOSUB 1350

IF F=0 THMEN 400

6070 490

REN HOVE

G0SUR 2150

IF F=0 THEN 380

IF F > 0 THEN 540

REN LOSE

PRINT “HA HA HA - YOU LOOSE!™
Gartoe 550

REN WIN

PRINT *HEE HEE HEE - THE UUNPUS“LL GET YOU MEXT TINE!!™

FOR J=1 TO &

LiJy=N{)

NEXT J

PRINT "PLAY AGAIN";

INPUT 14

PRINT

PRINT

IF LEFTS(IS,1) <> "Y" THEN 3310
PRINT “SAME SET-uP ";

INPUT I8

PRINT

IF LEFT$(I%,1) O "Y* THEN 130
80TO 330

REN- INSTRUCTIONS

PRINT “UELCDME TO WUNPUS 11"

PRINT “THIS VERSION HAS THE SAME RULES AS “HUNT THE UUNPUS’.”
PRINT “"HOUEVER, YDU MO HAVE A CHOICE OF CAVES TO PLAY IN.®
PRINT “SOME CAVES ARE EASIER THAN OTHERS. ALL CAVES HAVE 20"

PRINT "ROOHS AND 3 TUMNELS LEADING FRON ONE ROON TO OTHER ROONS."
PRINT "THE CAVES ARE:"
DODECAMEDRON
12-SIDED OBJECT, EACH FORMIMG A& PENTAGON."
THE ROOWS ARE AY THE CORNERS OF THE PENTAGONS."
EACH RODN HAVING TUNNELS THAT LEAD TO 3 OTHER ROOWS®

PRIRT " o0 -
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

HOBIUS STRIP
UIDE AND 10 RDOOMS AROUND (LIKE A BELT)*
YOU WILL NOTICE THERE IS A HALF TUWIST*
SOMEWHERE."

THE ROOKS OF THIS CAVE ARE OM A"

THIS CAVE IS TUO ROOMS"

183

850
840
870
880
8Y0
00
10
720
730
40

240

970

780

990

1000
1010
1020
1030
1040
150
1060
1070
1080
1070
1100
1110
1120
113¢
1140
1140
117¢
1180
1170
1200
1210
1220
1225
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
1350
1360
1370
1380
1390

1410
1420
1430
1440
1450
1460
"7
1490
1500
1510
1520
1530
1540
1550
1340
1570
1590
1600
1610
1420
1630
1440
1650
1470

PRINT
PRINT “ 2 - STRING OF BEADS  FIVE BEABS IN A CIRGLE."
PRINT * EACH BEAD IS A DIAKOND WITH A VERTICAL®
PRINT * CROSS-BAR. THE RIGHT & LEFT CORNERS LEAD™
PRINT * TO NEIGHBORING BEADS. (THIS ONE IS DIFFICULT"
PRINT © 0 PLAY)®

PRINT

PRINT “ 3 - HEX NEWORK  IHAGINE A HEX TILE FLOOR. TAKE®
PRINT * A RECTANGLE WITH 20 POINTS (IMTERSECTIONS)
PRINT * INSIBE (4X4). JOIN RIGHT & LEFT SIDES TO MAKE A
PRINT * CYLINDER. THEM JOIN TOP & BOTTON TO FURM A"
PRINT = TORUS (DOUBHNUT),*
PRINT * HAVE FUN INADINING THIS ONE!!*
PRINT

PRINT " CAVES 1-3 ARE REGULAR IN & SENSE THAT EACH ROQN"
PRINT "SDES TO THREE OTHER ROOMS & TUNMELS ALLOW Tug-*
PRINT "WAY TRAFFIC. HERE ARE SONE ~ IRREGULAR’ CAVES:"

PRINT

PRINT “ 4 -~ DENDRITE WITH DEGENERACIES PULL A PLANT FROK®
PRINT * THE GROUND. THE RODTS & BRANCHES FORM A "
PRINT * DENDRITE - IE., THERE ARE NO LOOPING PATHS™
PRINT * DEGEMERACY KEANS A) SONE ROOWS CONNECT TO"
PRINT * THENSELVES AND B) SOKE ROOMS HAVE NORE THAN ONE®
PRINT = TUNNEL TO THE SAKE OTHER ROOM IE, 12 HAS *
PRINT * TUD TUNMELS TO 13."

PRINT

PRINT * 5 - ONE VAY LATTICE HERE ALL TUNNELS 60 ONE®
PRINT * UAY DALY, TD RETURH, YOU HUST GO AROUND THE CAVE"
PRINT * (ABOUT 5 HOVES).*

PRINT

PRINT ™ & - ENTER YOUR OUN CAVE  THE CONPUTER WILL ASK YOU"
PRINT = THE RODMS WEXT TO EACH ROON IN THE CAVE."
PRINT * FOR EXAHPLE:"

PRINT * ROOK 1 T 2,3,4 ~ YOUR REPLY OF 2,3,4
PRINT * WEANS RODN | HAS TUMNELS GOING TO ROOKS:™
PRINT " 2, 3, 3 4.

PRINT * HAPPY MUNTING!"

RETURH

REN

PRINT

FOR J=2 T0 &

FOR K=1 T0 3

IF S(L(1),K) <> L(J) THEN 1340

OR J-1 BOT@ 1290,1310,1310,1330,1330

PRINT “I SNELL & WUNPUS!®

60TD 1340

PRINT *I FEEL A DRAFY|*

60TO 1340

PRINT “BATS NEARBY!™

NEXT K

NEXT J

PRINT “YOU ARE IN ROOM *;L(1):

PRINT " TUNNELS LEAD TO *;8(L,1);5(L,2);S(L,3)

PRINT

RETURN

REM- CHODSE OPTION

6070 1450

PRINT “ERROR  =;

INPUT 29

PRINT "*;

PRINT “SHOOT OR WOVE *;

INPUT 1%

PRINT

IF LEFTS(I$,1) < "§* THEN 1520

0=1

RETURR

IF LEFT$(I8,1) <> *H" THEN 1420

0=2

RETURN

REN- ARROU ROUTIWE

F=0

REN- PATH DF ARROW

607D 1430

PRINT “ERROR  »:

INPUT 29

PRINT “¥3

PRINT "NO. OF ROONS "}

INPUT J9

PRINT

IF J9 €1 0R J9 > 5 OR INT(J?) <> ABS{J?) THEN 1400



1660 FOR K=1 10 J¥ «70 IRTUT R

1670 PRINT “ROON #“; 2600 PRINT

1700 INPUT P(K) 2620 IF N<O OR N>4 OR INT(N} <> ABS(N) THEN 2550
1710 PRINT 2430 ON N+1 BOSUB 2750,2730,2810,2890,2970,30%0,3130
1730 IF P(K) > 0 AND P(K) < 21 AMD INT(P(K))=ABS(P(K)) THEM 1780 2640 RETURN

1740 PRINT “ERROR *; 24650 REM - DODPECAHEDROM

1750 INPUT 19 2670 DATA 2,5,8,1,3,10,2,4,12,3,5,14,1,4,6

1760 PRINT *“} 2680 DATA 5,7,15,4,8,17,1,7,9,8,10,18,2,9,11

1770 6OTO 1699 2690 DATA 10,12,19,3,11,13,12,14,20,4,13,15,6,4,14
1780 MEXT X 2700 DATA 15,17,20,7,16,18,9,17,19,11,18,20,1316,17
1790 PRINT 2710 BOSUB 3240

1800 REN - SHOOT ARROU 2720 RETURN

1810 AsA-J9 2730 REM - MOBIUS STRIP

1820 A9=L(t} 2735 FOR Bi1=1 TO 1

1830 FOR K=1 TO J9 2737 FOR B2=1 10 60

1840 FOR Ki=1 TD 3 2740 READ BO

1850 IF S(A9,K1)=P(K) THEN 1990 2742 MNEXT B2

1860 MEXT K1 2744 NEXT B1

1870 REM - MO TUNMEL FOR THE ARROW 2750 DATA 20,2,3,19,1,4,1,4,5,2,3,46,3,6,7

1880 AP=S(A9,FNB(1)) 2760 DATA 4,5,8,5,8,9,6,7,10,7,10,11,8,9,12

1690 607D 2000 2770 DATA 9,12,13,10,11,14,11,14,15,12,13,16,12,14,17
1900 MEXT K 2780 DATA 14,15,18,15,18,19,14,17,20,2,17,20,1,18,19
1910 PRINT "MISSED™ 2790 6OSUB 3240

1920 REN - BOVE WUNPUS 2800 RETURN

1930 GOSUB 2070 2810 REW - STRING OF BEADS

1940 REN - AMND CHECK 2815 FOR B1=1 TO 2

1950 IF A > 0 THEN 1970 2817 FOR B2=1 TO &0

1955 PRINT "YOU HAVE USED ALL OF YOUR ARROUS." 2820 READ BO

1960 F=-1 2822 MEXT B2

1970 RETURN 2824 HEXT B1

1980 REM - SEE IF ARROW IS AT LL1) OT L(22 2630 DATA 2,3,20,1,3,4,1,2,4,2,3,5,4,6,7

1990 A9=P(K) 2840 PATA 5,7,8,5,6,8,6,7,9,8,10,11,9,11,12

2000 IF A9 <> L(2) THEM 2040 2850 PATA 9,10,12,10,11,13,12,14,15,13,15,14,13,14,14
2010 PRINT "AHA! YOU GOT THE UUNPUS! HE VAS IN RODH®;L(2) 2860 DATA 14,15,17,16,18,19,12,19,20,17,18,20,1,18,1¢
2020 F=1 2870 GOSUB 3240

2030 RETURN : 2880 RETURN

2040 IF A9 <> L{1) THEN 1900 2890 REN - HEX WUT OM TORUS

2050 PRINT "DUCH! ARROW 60T YOU!'™ 2895 FOR B1=1 TQ 3

2040 60TO 1960 2097 FOR B2=1 TO 40

2070 REM - HOVE WUMPUS ROUTINE 2900 READ BO

2080 K=FNC(O) 2902 NEXT B2

2090 IF K=4 THEN 2140 2904 MEXT B9

2100 L(2)=8(L(2),K) 2910 BATA 4,10,16,4,7,17,7,8,18,8,9,19,9,10,20

2110 IF L{2) < L THEM 2140 2920 DATA 1,2,15,2,3,11,3,4,12,4,5,13,5,5,14

2120 PRINT “TSK TSK TSK- WUMPUS 60T You!™ 2930 DATA 7,14,20,8,16,17,%,17,18,10,18,19,4,19,20
2130 fFe-1 2940 DATA 1,11,12,2,12,13,3,13,14,4,14,15,5,11,15
2140 RETURN 2950 GOSUB 3240

2130 REM - NOVE ROUTINE 2960 RETURN

2160 F=0 2970 REM - DENDRITE W/ DEGENERACIES

2170 80TO 2210 2975 FOR Bi=1 TO 4

2180 PRINT "ERROR “; 2977 FOR B2=1 TO &0

2190 INPUT Z9 2980 READ B0

2200 PRINT “*; 2982 MEXT B2

2210 PRINT “UNERE TO *; 2984 NEXT B1

2720 INPUT L 2970 DATA 1,1,5,2,2,5,3,3,6,4,4,56,1,2,7

2330 PRINT 3000 DATA 3,4,7,5,5,10,8,9,9,8,8,10,7,9,11

2240 IF L < 1 OR L > 20 DR ABS(L) <> INT(L) THEN 2180 3010 DATA 10,13,14,12,13,13,11,12,12,11,15,16,14,17,18
2250 FOR K=1 TO 3 3020 DATR 14,19,20,15,17,17,15,18,18,16,19,19,16,20,2¢
22460 REM - CHECK IF LEGAL MOVE 3030 GOSUBR 3240

2270 IF S(LC1),K)sL THEN 2350 3040 RETURN

2280 MEXT K 3050 REM - ONE WAY LATTICE

2290 IF L=L(1) THER 2330 3055 FOR B1=1 10 5

2100 PRINT “MOT POSSIBLE - "} 3057 FOR B2=1 T0 40

2310 INPUT 29 3060 READ BO

2320 PRINT =*; 3062 MEXT B2

2330 80TD 2210 Jos4 MEXT B1

2340 REM - CHECK FOR HAZARDS 3070 DATA 5,4,8,1,5,6,2,4,7,3,7,8,8,7,12

23%0 LC1)=L 3080 DATA 5,9,10,6,10,11,7,11,12,12,13,15,9,13,14
23460 REM - WUMPUS 3090 DATA 10,14,15,11,15,16,16,17,20,13,17,18,14,18,19
2370 IF L <> L(2) THEN 2430 3100 DATA 15,19,20,1,4,20,1,2,17,2,3,18,3,4,19

2380 PRINT "... OOPS! BUMPED A WUMPUS(" 3110 605UB 3240

2390 REM -  NOVE A WUNPUS 3120 RETURN

2400 BOSYB 2080 3130 REM -  INPUT YOUR OUN CAVE

2410 IF F=0 THEN 2430 3140 FOR J=1 TO 20

2420 REM - PIT 3150 PRINT “ROON #";J;

2430 IF L <> L{3) AND L ‘O L{(4) THEM 2480 3160 INPUT S(J,1),80),2),58(J,3)

2440 PRINT “YYYIIIEEEE . . . FELL IN A PIT" 3170 fOR K=1 TO 3

2450 F=-1 3180 IF S(J,K) > 0 AMD S(J,K) < 21 AND ABS(S(J,K))=ABS(S(J,K)) THEN3Z
2460 RETURN 3190 PRINT "#eses ERRORIIIII™

2470 REM - BATS 3200 sOTQ 3150

2480 IF L <> L(5) AND L <> L(&) THEN 2520 3210 MEXT K

2470 PRINT "ZAP--SUPER BAT SHATCH! ELSEUHERESVILLE FOR YOU!™ 3220 REXT J

2500 L=FHA(1) 3230 RETURN

2510 GOTO 2350 3240 REM - INPUT CAVE

2520 RETURN 3250 FOR J=1 TO 20

2530 REM - SELECT CAVE 3260 FOR X=1 T0 3

2540 6070 2580 3270 READ S(.J,K)

2550 PRINT “ERROR "} 3280 MEXT K

2540 INPUT Z¥ 3290 MEXT J

2570 PRINT "™} 3300 RETURN

2580 PRIMT “CAVE #(0-4) "} 3310 Ewp

2385 RESTORE 0k
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