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Climbing out of the cvbercycle, vou hang on to
the edge and struggle to steady voursell against
the wind. Vidi flies at the gigamonster's magnetic
tongues. Ile fires a static beam [rom his eye.

An explosion of sparks pours through the air as
Vidi's deadly heam strikes the evil monster. One
snakelike tongue pulls away, but two more reach
tor the cybercycle. Vidi blasts them both and they
quickly withdraw. But there are still two tongues
holding the cyele. You jab your electrosword into
one as Vidi attacks the other.

“Neither tongue will budge!” vou ery. “Theyre
pulling us closer to the monster’s mouth!” Raising
vour sword over your head, vou slam it down with
all vour strength and cut the tongue in half.

You slice the last magnetic tongue with vour
sword as Vidi blasts it with his powertul eyve-beam.
The tongue falls away and the gigamonster finally
retreats.

SETH McEVOY, the game designer, and LAURE
SMITH, the author, live in the New York City
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Introduction

Join the Arcade Explorers and discover a new
dimension of video game adventure! You'll travel
to the land inside your computer and save the king-
dom of Venturia from lex Raster and his evil gang.

You are the hero of this book. You will make
choices that will reveal a computer game program
S0 you can create your own unigue video game.
When you type all the histings into your home
computer, you can play the game and determine
Venturia's fate.

The computer programs in this book are written
in BASIC for the Apple 11+, Commodore 64, and
Radio Shack Color computers. The program is di-
vided into seven parts. You will make a choice
between two different game options for each of the
seven parts of the program. This will give vou 128
different video game possibilities.

You can input each of the seven parts as vou
make vour choices in the story. Or, if you want to
tvpe in the entire program later, vou can mark
your choices on the Option Sheet on page 128,

Beforc vou do any typing, be sure to read the
specific instructions for your computer, starting on
- page 115,

Of course, you can enjoy this exciting adventure
storv even if vou don’t want to use a computer or if
vou don’t have one. Read the storv and make your
seven choices. Then turn to page 102 and follow
the fast-action simulation of the video game finale.

The choices are yours to make.

Can vou save Venturia?
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Inside vour computer, the land of Venturia is preparing for
the CPU Tournament Games. Spectators pour into CPU
Central, the capital city. Competitors get ready for the seven
events. The winner will become the next leader of Venturia.

Romiden, the current ruler, is favored to win the games.
He and his voung daughter, Ramda, arrive at the main arena
as the crowd enters the viewing stands.

“The competition is very tough this time,” says Romiden,
running his fingers through his gray hair.

Ramda looks across the plaving field at the tournament
warriors. ~ Father,” she says, “you received the highest score
in the preliminary Mental Matches, which proves you have
the best intellect. You'll win the rest of the games as easily
as you always do.” She brushes her blond hair to the side. A
white bird is perched on her shoulder. He has one eve in
the center of his head.

“It won't be that easv,” Romiden replies. “I'm getting older.”

Ramda tugs at her long striped jacket. "The tournaments
test speed of mind,” she savs. “You've never been beaten.
There's no one fast enough.”

“T have a strange feeling—

He's cut short when a voice calls out, “Hurry, Romiden!
Max needs vour help.”

11



12 SETH MCEVGY AND LAURE 5MITH

Romiden's gold tournament cape flaps behind him as he
rushes into an equipment room. Ramda’s pet bird, Vidi, flies
off her shoulder as she follows her father. As they race
through the door after Romiden, three green ligures grab
them trom behind:

“"What's going on here?” shouts Romiden, struggling with
his attacker.

“Let me gol” cries Ramda as one of the villains overpow-
ers her.

Vidi tlaps his wings and says, “Sorry you will he, it vou
don’t let me free.”

One of the men covers Ramda’s mouth and says with a snarl,
“Dun?t make a move, Bomiden, ur your daughter’s doomed.”

“"Hex Raster, vou octal ogrel” Romiden shonts, recogniz-
ing his attackers. Breaking free, he lunges for the villain.

Hex Raster throws him to th{:‘: ground. Digeing a boot into
Romiden’s back, Hex growls, “I've got you now, Romiden.
The CPU tournaments are all mine! Mx men and 1 have
passed the preliminary competition and we'll do anything
and everything to ensure my viLtuw You prevented me
from winning before and now youre going to pay! ‘lr.}u won't
be alive to beat me ever again.”

“Even if you win the tournaments this time, no Venturian
will accept you as their leader,” says Romiden. “T've never
been able to conviet vou, but every Venturian knows how
you rob and murder to get what you want,”

“T'Nl force them to accept me,” Hex cries.

“Never,” shouts Vidi.

Hex scowls at the bird. “1 have a brilliant plan. As vou
know, the winner of the games becomes the keeper of the
magic Z-ring. When T possess the ring, I'll use it to alter the
master time clock. Then T'll make the Veniurians move
slower than a nano-inch in a million kilovears. You'll become
living statues. Finally I'll have my revenge on Romiden and
all of his loval followers.”

Strugeling to free himself, Vidi says to Hex, “Slowed
down too you'll be.”
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“No,” says Hex. "My gang and I drank from the forbidden
Phosphor Springs. As a result, the Z-clock has no control
over us anymore, and we can transcend time and space.”

“Venturia vou will not rule!” Vidi shouts. In a fit of rage
he bursts away from his attacker and charges for Hex Raster.

Drawing his magic lightning sword, Hex slashes at the
bird and misses. Vidi shoots a static beam from his single
eve. It strikes Hex in the arm, but Hex swings again.

Romiden breaks free and grabs for the gangleader. With
one powerful stroke, Hex slashes Romiden with his magic
sword. The golden lightning bolt rips through his cape,
tearing into his chest. Romiden crumples to the floor.

Punching and kicking, Ramda pulls free. “Father!” she
cries, falling to his side.

Vidi blasts a Raster gang member. The beam knocks the
villain to the ground. Hex swings his lightning sword at the
bird. But Vidi aims his eve-beam and hits the magic blade!

Boom! The room E\ph}des in a blinding flash of light. The
blast shakes the room and Vidi tumbles through the air.

With vour joystick in hand, you prepare for the final shot.
Color graphics zoom across your computer’'s monitor. You
aim and hit the fire button.

In one blast you destroy the enemy. Red letters print
across the screen: “YOU ARE THE WINNER OF THE VIDEO GAME
SWEEPSTAKES!”

Clapping your hands over your head, you cheer. "Hooray,
I won my first contest on the Arcade Explorers Network.”
Then another message appears on the screen: "FOR RE-
CEIVING THE HIGHEST SCORE IN YOUR FIRST MULTICAME SWEEP-
STAKES, YOUR NAME WILL BE ENTERED IN OUR HALL OF FAME.
YOU ARE NOW THE BEST PLAYER ON OUR VIDEO GAME NETWORK. ™
“All right!” you shout.
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As vou stamp vour feet, the monitor erupts in a flash of
light. Before you can adjust the knob, a fierce wind surges
out from inside the screen. It knocks you right off your chairt

You fall on the Hoor, scattering vour hooks and papers
evervwhere. Your chair clatters halfway across the roowm.

The screen cxplodes again. You cover vour face. When the
wind stops, vou feel something [and on vour chest.

Tt says, “Hello below!”

You Lautmmh open one eye. “What are you doing here?”
yvou ask.

“Vidi T am,” savs the white bird. “130 vou not remember?”

“Of course T do,” vou answer.

“What I am doing here T know not,” says Vidi. "Moments
ago the Raster gang T did fight. Romiden was hurt and here 1
dld land,”

“Oh, no!” you ery. “What happened? Will he be okay?”

Vidi explains how the Raster gang plans to take over
Venturia. “Angry is Hex Raster, because the CPU tourna-
ments Romiden has always won,” he tells you. “Tf this time
Hex wins, the master time clock he will slow down. All of
Venturia will come to a stop.”

Vidi hops to the floor. You sit up and ask, “If Venturia is
the land inside computers, and it comes to a standstill, won't
all computers on Earth stop working?”

“True that is!” says Vidi.

“Isn't there anything that can stop the Raster gang?” vou ask.

“Mavbe,” he says. “Once vou did help us. Again will you
come?”

“I don’t know if I can,” vou say hesitantly.

“Remember, in the Digital Dimension is Venturia,” says
the white bird. "Much faster is our time than vours in the
Analog Dimension here on Earth.”

“Sure I remember,” yvou answer. “One moment of our time
equals days of your time. Won't it be too late once we get there?”

“Questions, always questions,” huffs Vidi. "When 1 am
here, the time there moves slowlv. Stop vour questions
because now we must go. First, type these simple words:
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“Riders of the light,

fFrom the land of the night,
LLill pass through the glass
Of lightning's window. ™

You input the phrase carcfully. When voun are finished,
Vidi focuses his eve and savs, “Now I must digitize vou.”

A beam of light shoots vut from his eve, surrounding vour
body. A tingling sensation sweeps through veu as you are
transformed into digital graphie squares. Then vou begin to
get smaller and smaller.

When yvou shrink to three inches tall, you climb on the
white bird’s back. He swoops up ofl the floor and flies
directly toward your monitor. You and Vidi pass right through
the glass as colored squares swirl and dance across the screen.
Suddenly inside, vou spin through the darkness toward
Venturia.

CPUCentrsl______________

All of a sudden you burst into a bright room. Crashing to the
ground, vou land smack on top of a man dressed in green.
You've knocked him out cold!

Vidi lands by your side. That's when you realize you are
full size again. “Very smart you are,” Vidi says. “On onc of
the Rasler gang you did land.”

“Hex Raster’s getting away!” Ramda shouts. “Stop him!”

Vidi fires his static beam at the green figure darting through
the door, but he misses.

“T.et’s get him!” you shout, -

“"No,” says Ramda. “Once he’s out in the crowd, youlll
never find him. We must help my father first. He's been
wounded.”

You kneel down beside the injured Venturian leader. Raimnda
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strokes Romiden’s head. Looking up. she asks vou, "What
are vou doing here?”

“l came to help,” vou tell her.

“Nothing can help us now,” Ramda replies, shaking her
head sadly. "Hex has crippled my father with his powertul
lightning sword. The weapen has such evil powers, there's
no cure for its wounds. He's unconscious and his life level is
dropping fast. He only has ten units of energy left before he
dies.” She lowers her head.

“The Z-ring,” says Vidi. “Magic powers it has. Can it not
save him?”

“Yes,” says Ramda, “but vou know we can't get it until the
end of the tournaments. It's locked away in the Venturian
Vault. No one can open the vaalt until the games are over. 1If
my father doesn't compete then Hex Raster will win the games
dﬂ(l the magic Z-ring wﬂ] belong to him. Venturia is d(}ﬂI‘IleT

" shouts Vidi. “Our friend here could win.
Hﬂwr‘ Ramda asks.

“Similar to video games are the tournaments,” he says.
“This is the best player in the Analog Dimension of Earth,
Dressed in Romiden’s costume, the difference no one will
know.”

“You're right!” shouts Ramda. “But we must keep this
plan a secret.”

“1 can win,” yon assure her.

She L&rehllh removes Rumldcn s golden cape. and helmet,
Handing them to vou, she says, “Put these on.

You swing the shiny cloak over your shoulders and snap it
in place. When vou strap on the decorative helmet, it covers
your face, though vou can still see out.

“T think vou should look a little taller,” Ramda says. Slowly
she pulls off Romiden’s boots, “Try these.”

You slide into the black boots and stand up straight.
“Close,” says Ramda. Pulling a green cape off one of the
fallen gang members, she advises S‘tuﬂ this padding into
vour shoulders and vou'll look pa::rfu: :

Vidi inspects vour appearance and savs, ~“Wonderful! Like



REVENGE OF THE RASTER GANG 17

Romiden yvou do look. The games yvou know not, but well
vou should do, because of your natural instinets.”

“That’s true,” says Ramda. “Here in the Digital Dimen-
sion of Venturia, we must be taught to plav the tournament
games. They are an important test to determine how well we
can coordinate our minds and bodies. But in the Analog
Dimension you are born with that skill. You call it instinect.
This skill will allow vou to compete equally with the highly
trained tournament warriors.”

She claps her hands. “There is hope after all. Let's hurry,
the games will begin soon.”

Straightening your cape, she says, “There are seven tour-
nament competitions. When vou win each of the first six
games you will receive a micromedal. These medals will be
used in the final game, so you must collect all six.”

Ramda reaches into Romiden’s pocket and pulls out a little
silver square. Digging into the pockets of the two uncon-
scious Raster villains, she recovers two more. Examining
them, she says, “Perfect. We've got both kinds.”

She extends her palm. “These are the micromedals,” she
says. ~All the CPU warriors chose one when they passed the
preliminary Mental Matches. Your choices will determine
the design of the final tournament game.”

“What's the game about?” you ask.

“It’'s called the Terminal Test. Using a remote-control
terminal, you will pilot a vehicle called a vibrovan. You must
guide the van through a swiftly moving obstacle course that
contains many objects. Some of the objects are dangerous
and others can help you. You must survive the course in the
allotted number of binary minutes or vou will lose. You
alone will determine how the Terminal Test operates.”

“How do I do that?” vou ask.

Ramda says, “When vou arrive at each tournament event,
you must choose between two different games. The winning
micromedals of each game will contain data that will deter-
mine what the obstacle course will look like and what will
happen in it. The other warriors made their first choice
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when they completed the preliminaries, so vou must choose
whether vou want the Terminal Test to contain AC rivers or
DC tunnels.”

“What's the difference?” you ask.

“The AC rivers run horizontally on the screen. If you
enter one, vou'll be carried to safety, hut vou won't know
which way the river flows. DC tunnels will also carrv vou to
safety, but vou'll go in the tunnel and reappear in a com-
pletely unknown dircction up to ten spaces awav. You must
decide now.”

You caretully consider how vou want to play and make
vour choice,

If you have 8 computer, type in the first part of
your program:

Commodore ownersturniopage 30,
Hppole owners turn to page 146,
Colo owners turn 1o page 162,

LUhen you are through typing, continue the story by
turning to Chapter 2 on page 20. Be sure to mark
your choice on the Option Sheet on page 128.

If you aren’t using a8 compulter:

Continue the story by turning to Chapter 2 on page 20. Be
sure to mark vour choice on the Option Shect on page 128,



chapter 2

You slip the silver wmedal into your pocket. Ramda places her
hand on vour padded shoulder. She looks into vour eves and
savs, Only vou can save Venturia.~

“I willl™ vou answer.

From behind vou, a voice shouts. “There vou are,
Romiden.”

Ramda tuwmns. “Max, come quickly,” she calls.

Dressed in a black and white checked military coat, the
muscular man approaches. He stands three feet tall. “Ro-
miden,” he savs, stepping in front of vou, “T want to report
that—" Suddenly Max spots the real Venturian leader lying
on the floor. “What's going on here?” he barks, drawing his
digital pistol.

Ramda raises both hands and savs, “Stop! Everything is
okay.”

You pull oftf vour helmet.

“It's vou!” exclahns Max. “What are vou doing in Romiden’s
tournament costume?’

“Hex wounded my father with his magic lightning sword,”
says Rarnda. "His life level is dropping fast. Quly the magic
powers of the Z-ring can save him. Qur friend will take his
place in the tournainent gumes.”

Turning to Max, vou say, "I'll win the competitions and
secure the Z-ring.”

20
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Raising his fist into the air, Max shouts, “My Snidar pa-
trols will be policing every inch of the tournament grounds.
We'll catch that electrovillain!”

“No, Max,” says Ramda. “What Hex has done to my father
must be kept a secret. If you arrest Hex, it will appear as
though my father wants to eliminate his competition. Every-
one knows of their bitter rivalry.”

Max says, “That’s a mild way of describing how he and his
gang have tried for kiloyears to cheat and steal the tourna-
ment title.” Max straightens his big black hat. An insignia
on the hat says CPU.

Ramda kneels by her injured father. “Max,” she says, look-
ing up. “This plan is our only hope, and it must remain a secret
or it will fail. If Hex wins, you know he'll destroy Venturia.’

Max looks you stralght in the eye. “You saved us before,”
he says. “We know you can do it again. Beware of the evil
Raster gang. They are all dressed in green capes and silver
helmets.”

“T'll look out for them,” you say. “They won't stop me!”

Max promises, “Tll help you all I can.”

“"Ha!” squawks Vidi. "I know not what vou can do with
one foot in your mouth and tripping over the other one.”

Max scowls at the white bird. He says, “Snap it shut, you
brainless bag of binary bones.”

Ramda frowns at them both. “We can’t waste any time on
your usual bickering,” she tells them.

All of a sudden you hear loud music from outside. “What's
that?” you ask.

“The games are about to begin,” Ramda says. “You must
join the other CPU warriors quickly or you'll be disqualified.”

“I'll have someone take you,” says Max. Turning to the
door, he shouts, “Pixer, Poke, come here immediately.”

Two small ﬁg.,ures enter, dressed in the same checked coat
as Max. Their big black hats nearly cover their eyes.

“Ramda,” Max says, “T'll help you move your father to a
safe hiding place while my niece Pixer and my nephew Poke
take our friend to the starting lineup.”
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The two little twins rush to Max. Thev're so tiny they only
reach up to his shoulders. “Pixer and Poke will assist vou
during the tournaments,” he tells you. “Theyre experts on
Hex and his gang.” Max gives them their instructions and
swears them to secrecy.

Pixer says, "I know everything about those nusty Raster
crooks. 1'll stop them.”

Playvtully tapping the brim of Pixer’s hat, Poke says, “You
always forget me. I know as much about the Raster gang as
vou dol”

“Yeah, T guess,” Pixer agrees, crossing her arms.

“Get moving, vou twg, orders Max. “The tournament’s
about to begin.”

As you follow them out the door, Ramda shouts, “Good
luck! Wait! T forgot to tell vou the password phrase.”

“What is it?” you ask.

“Remember the poem Vidi used to enter Venturia?”

“Sure,” you sav. © ‘Riders of the light, from the land of the
nlght will pass thrnu;.,h the ;.,la';s of lightning’s window.™ ”

“Good mﬁmur}r, " she says. “Use that phrase as a password
to prove it's you who's inside my father's costume and not an
impostor planted by the Raster gang.”

“T will,” vou tell her.

Stepping through the door, vou enter a huge square arena.
It's filled with Venturians waving colored flags. You see the
tournament warriors circling around the track. Spectators fill
the viewing stands on two sides of the white arena structure.
Giant scoreboards and viewing screens fill the other two
sides. The top of the arena is open and trimmed in a digital
stairstep design. Hundreds of rectangular flags fly along the
top edge of the arena.

You straighten vour golden cape and proudly join the
procession of warriors, The 192 competitors file around the
arena. Theyre all wearing brightly colored capes, beautifully
decorated with ornate squarc-shaped designs. Their clabo-
rate helmets are all different shapes and colors.

Joining the procession, vou, Pixer, and Poke look closely
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for the Raster gang. Suddenly Pixer grabs yvou by the arm
and says, “There're two gang members up ahead. Go this
way.

“No!” shouts Poke. “T see three more over there. Kecep
moving around the arcna with the others and we'll be okay.”

“There are two more behind us!” Pixer exclaims. “Oh, ne
we te surrounded!”

“Look out, two Raster villains are moving toward us,”
Poke warns you in a low voice.

“I've ot an idea,” savs Pixer. "Follow me.

She slips through the crowd of warriors and heads for the
side of the arcna. You and Poke tollow close hehind.

“See the flag seller’s cart up ahead?” she asks. “It belongs
lo my friend Resi. I'm sure she’ll help us.”

"How?" vou ask.

Pixer explains, “When vyon reach the cart, duck down
behind it. Hide there until the procession passes. Then
jump onto the end of the line.”

“Great,” vou say. " Then they can’t sneak up on me!”

“"Exuctly,” Pixer agrees,

“Hurry,” savs Poke. “Those two Raster rats are gaining on
us.

You quickly head for the silver cart filled with multicolor
flags and slide up next to the cluttered stand. Poke says,
"‘Juw[”

With one swift step, vou dart behind it. Poke whispers to
Resi who nods in agreement. Opening a door on the back of
the cart, Resi says, “Get in here where you'll be sate.”

As vou squeeze inside, she says, "Tll push vou to the
starting line, When we get there, yOu can leap out and stand
at attention with the other warriors.

Silky flags cover vour head in the darkness. The lond
procession music shakes the metal contuiner. Just as vou
start feeling stuffy in the cramped hiding place, the door flies
open. Let’s gol” Poke calls in to vou.

Just as the music stops, vou join the tournament competi-
tors lined up in straight, even rows, The anmouncer’s deep

LR |
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vgice fills the arena. “Attention all Venturial The CPU tour-
naments will now begin. The warrior who completes all six
games with the highest total score will receive the Z-ring
and hecome the next leader of Venturia.™

The crowd cheers and evervone waves ::n]c)red flags. When
the tanfare stops, the announcer continues. “There will he
seven events. The warriors will rotate around to the different
tournament locations. Follow the schedule on the score-
board above. The first-, second-, and third-, and tourth-place
winners of the first six events will each receive micromedals.
These medals contain data that will determine the structure
of the final competition. This competition is the Terminal
Test, which is a remote-control obstacle course.

“In the six events before the Terminal Test, each warrior
must choose between two games. The micromedal data for
the winners of these two games will be different. As a result,
which game each warrior chooses will determine the weap-
ons, landscape, and operating details of the Terminal Test
obstacle course.

“For those scheduled to compete in the arena in the first
events, the two game choices are Byte Ball and Data Tennis.”

You look for Romiden's name on the scoreboard. I stay
here In the arcna for the first event,” vou say to voursell.

The announcer eontinnes. “The Terminal Test landscape
is filled with deadly electrorocks. Your vehicle must avoid
the electrorocks at all costs. If yvou choose to play Byte Ball,
the micromedal vou receive will give vour vibrovan the
ability to leap over the electrorocks. The micromedal you
receive if you play Data Tennis will allow vour van to blast
electrorocks out of the way.

“All those who wish to play Byvte Ball go to the left end of
the arena. These who wish to play Data Tennis meet on the
right side of the arena. All others check the scoreboard and
report to your assigned events.”

You think carefully about which option you want on vour
‘Terminal Test obstacle course.
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If you choose Byte Ball turn to page 27.

If you choose Data Tennis, turn to page 31

Be sure to mark vour choice on the Option Sheet
on page 128,



chapter Ea

Pixer and Poke rur to vour side as the warriors head for the
plaving fields. “Raster gang members are evervwhere,” Poke
reports.

“T've spotted about thirty,” adds Pixer. “Their bright-
green capes make them easy to spot.”

“Uncle Max has his Snidar patrol watching them,” savs
Poke. He points to small guards standing at attention around
the arena. Their black military uniforms fit snugly on their
inuscular bodies. They wear the same black hat as Max.
Poke brags, “My Uncle Max is the toughest Snidar of all.”

“T thought you said vou were tougher than Uncle Max,”
tcases Pixer. Poke blushes and sticks his toungue out at her.

Nervous and anxious for the games to begin, vou ask,
“Hdve either of you seen Hex?"

“Not vet. He must be assigned to another event in this
round,” Poke answers as you approach the Byte Ball courts.

The scoreboard and viewing screen rise to the top of the
arena. Eight game grids are lined up on the wall below.
Each grid is ten squares across and ten squares down.

A tall silver machine rolls past and vou ask, "What's that
strange-looking tin can? Why does it have a barbell across
the top?”

“That’s one of the robot referees,” Poke explains. “T wouldn't

i
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make jokes around it. They keep score and judge each game.
Believe me, they're tough.”

Suddenly the odd-shaped machine spins its barbell-like
globes. In a mechanical voice it says, “The Byte Ball grid
assignments arc listed on the viewing screen above. All
warriors must now register and take their places.”

“T'll sign you in,” savs Poke. He runs to the referec.

“Just watch the others,” Pixer says. “You'll catch on fast. If
you let a static ball hit vou, it'll give you a terrible shock.”
Then Pixer joins Poke outside the playing area.

You check the scoreboard listings and see that Romiden is
assigned to grid number 3. Then vou position vourself ten
teet in front of the game hoard. A blue-costumed warrior
steps up beside vou and bows.

This must be my opponent, you think. Thank goodness
he’s not part of the Raster gany,

The referee rolls by. “You must align four static balls in
the Byte Ball grid square.” it announces. “The first four
plavers to do this, using the fewest number of squares, will
win and proceed to the next event.”

You adjust Romiden’s golden helmet on vour head. The
announcer continues, “Your static halls arc in the rack in
front of vou. They are dangerous, so handle them carefully
with vour bytepaddles.”

You glance at the other warriors and see them slipping
their hands into large silver scoops. Those must be the
bvtcp’l{ldlﬁ You put vour own scoops on as the referee
savs, ~All warriors raise vour left hand. At the countdown,
the buzzer will sound and the games will begin.”

You hold vour arm hlgh and get readv to play.

‘Eight . . . seven . , . Cfive. . four. . . three . . .
two . . . one!” Buzzzz!

You leap for your red static ball. Tt's about the same size as
a softball, but it crackles and sparks as vou scoop it up. Your
opponent throws his black ball into the air with one scoop
and bats it with the other. The bhall leaves a trail of light
behind it as it lands on the grid. Then vou toss vour ball up
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and smash it into the game board. Wham! Sparks fly as it
locks into place.

The crowd in the arena goes wild! They cheer and shout
and wave their colored flags. ‘The huge viewig screen dis-
plavs all the action,

Meanwhile, the other fourteen warriors are working fast to
gain points. With a burst of speed, you throw another ball at
the grid. Then, miraculously, you land three in a row.

Suddeuh a{}metl‘nng whizzes by vour head! A static ball
hits one of the competitors just beyond vou. She groans in
pain but keeps on playing.

You spot Poke on the sidelines jumping up and down.
He's pointing to a Raster warrior in green. As vou carefully
line up vour last ball, the gang member slams three static
balls right at vou! You duck fast and jump to the side. Two
more come rolling at vour feet. Jumping up as high as you
can, you dodge them both and throw vour winning shot,

“Four in a row"” you shout. The crowd stands and cheers.

The robot referee rolls to vour side and says, “Romiden
has won the first-place micromedal.” It extends a silver disc,
which vou take from its gripper. “Congratulations, Romiden,’
it tells vou. “This will give vour Terminal Test vehicle the
ability to leap over clectrorocks. You mav now proceed to
Robot Racing.”

Pixer and Poke run toward vou. “lurravl” shouts Pixer,
tugging at vour arm.

“The Snidar patrols captured the warrior who attucked
vou,” savs Poke. “That's one less Raster gang member to
worry about.”

“Great!” vou reply. "Now how do we get to Robot Racing?”

“That's on the l}’[ht-"'l" side of the capital,” Pixer tells vou.
“T'here are lots of dynabuses waiting outside the arena.
They're speeial vehicles for transporting warriors and specta-
tors to the tournament sites around the eity.”

“Let's go!” Poke cries. He rushes for the exit with vou and
Pixer tollowing closé behind.
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chapter Eb

Two Raster villuins appear nearby. “They look like trouble,”
you say, poiuting to them.

Plxer and Poke rush toward vou. "Follow me,” Poke or-
ders. “We'll dodge through this sea of lurking disaster.”

“At least their bright-green capes make them an easy
mark,” Pixer tells you. "There are gang members swarming
all over the place! I've spotted about thirty already.”

“What about Hex? vou ask.

“No sign of him,” she replies, “Uncle Max has his Snidar
patrol at every corner of the tournament grounds. Theyll
spot him, ™

“Are those the Snidars? vou ask, pointing to the small
guards patrolling the arena. Theyv're wearing the same kind
of black hat as Max. Their muscular bodies fill out their black
mihtdry uniforms,

YLp, savs Pixer proudly. “I want to be one when 1 grow
up.
1 thought vou wanted to win the CPU tournaments when
vou grew up, Poke teases her.

“Maybe T'll do both!” snaps Pixer.

She points to eight black squares on the wall below the big
scoreboard. Each onc is three feet square. “Those are the

31
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Data Tennis courts,” she tells vou. “When the game begins,
those squares will move back and forth quickly.”

Poke pushes between vou and Pixer to say, “You'll have to
throw vour ball onto the squares and bounce it back to vour
opponent.

“Are vou kidding?” you cry. “That's going to be hard.”

“It sure is!” he answers. “The worst part is, the data balls
are electromagnetic. If they hit you, they’ll hurt like crazy.”

As the warriors assemble, a metal machine rolls past you.
“That looks like a giant can of soda pop,” vou remark.
“What's it carrying on top? Two bowling balls at each end of
a stick?”

“Don’t make jokes—it might hear vou,” warns Pixer. “That’s
one of the robot referees. They keep score and judge the
games.

“Don’t make them mad,” adds Poke.

Suddenly the silver machine lights up and spins its globes.
It says, "All warriors must now register and report to their
Data Tennis courts.”

“I'll sign you in,” offers Pixer, running over to the referee.

“If vou watch the other warriors,” Poke explains, “vou'll
learn how to play the game.” |

“TH catch on fast,” you tell him, full of confidence.

Checking the scoreboard, you find Romiden’s name. “There
it is!” vou exclaim. “I'm assigned to court number four.”

“Good luck!” cried Poke, joining Pixer outside the playing
area.

You position yourselt in front of the Data Tennis court. A
Raster gang member slides into vour opponent’s position. He
gives vou an evil grin, but vou just ignore him.

“Attention all warriors!” the referee announces. “You must
toss vour ball onto the moving data court so that it bounces
back to vour opponent. If vou miss the court or fail to return
four shots, vou will lose the game. The first four plavers to
beat their opponents will win the round and proceed to the
next event. Your ncutron gloves and magnetic whip are in
the tray in front of vou.”
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Grabbing his equipment, vour evil opponent snaps his
whip in your direction. “You're through, Romiden,” he says
with a growl. "Hex will win the tournament this time.”

You put on vour thick neutron gloves. “Never, ” you say to
vourself as vou grasp the magnetic whip firmly.

“All warriors raise your right arm,” calls the referee. “Af-
ter the countdown, the buzzer will sound and the games will
begin.”

The data courts start moving back and forth. The huge
viewing screen lights up, displaving cach court to the specta-
tors. The crowd begins to c.-herer and wave their colored flags.

“Eight. .. seven. .. five. . . four. . . three.
two . . . one” Buzzzz!

Your opponent throws his ball into the air. He grabs it
with his magnetic whip and snaps it toward the moving
court.

The ball shoots back. You rush forward, snagging it in
your whip. On your return the ball bounces oft the court and
the evil gang member misses! Sparks fly everywhere when
the ball crashes to the ground.

You can hear the crowds cheer as you prepare for vour
next shot. But before vou can throw it forward, the evil
warrior cracks his whip at vour data ball. It falls to the
ground and the scoreboard records it as a miss on vour side.

He serves another ball and vou get ready to return it. In a
flash he snaps his whip, wrapping it around vour legs. You
struggle to break free, but vou can’t get away!

The data ball hits the court and bounces toward you. The
warrior shoves you to the ground, but somehow you get up
just in time to make vour shot. He returns it like a pro and
you miss the target. But his next serve fails to strike the
court.

It's your serve but vou overshoot, losing another point.
Now the score is 3 to 2. One more miss and vou are out!

Desperate to make vou lose, the Raster warrior swings a
data ball over his head and throws it straight at vou! You
lunge to the side and dart out of the way. The electromag-
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netie ball lands on a player in the next court. She howls in
pain but successtully returns her own shot.

The score is 3 to 3. None of the competitors has finished
vet. Time is running out! With all vour strength, vou smash
the ball into the court. 1t flashes back and flies right past
vour opponent.

“I win!” you scream. "I win!”

Enraged, the Raster warrior pitches another data ball at
vour face. You duck quickly and throw once of yours to meet
it. The two balls smash together and explode in a shower of
sparks, striking the gang member. He falls to the ground,
writhing in pain. Two Snidar patrol officcrs arrive to drag
him away.

Pixer and Poke dance with joy on the sidelines as the
referee gives you the winning micromedal. "Romiden,” he
says,  this first- place medal will give vour Terminal Test
vehicle the power to blast electrorocks out of the way. Robot
Racing is the next event. Good luck.”

Running toward you, Pixer says, “The dynabuses are wait-
ing to take us to the racecourses. They are special buses for
taking the warriors and spectators to the tournament sites
around the city.”

“Where are they?” vou ask.

“Just outside the arena.” answers Poke. “Follow me!”

He speeds toward the exit as you and Pixer follow.
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chapter 3

As vou pass through the arena exit, Ramda apprmche& with
v ldl 011 hcr shoulder. She asks, “Who are vou?”
“It's me,” you answer 11111ned1dlel}’,
“Who are vou?" she repeats.

“Oh. right. t]w password phrase.” You begin, “T'm the
ndea of the light.”

“Where did you come from?" she asks.

“From the land of the night,” vou answer.
She places her arms across her chest and continues, “"How
did vou get here?”

T passed through the glass of lightning’s window,” vou
tell her, cnmpletmg the code,

“T'm so glad it's vou!” Ramda exclaims and then sighs with
reliet, 1 was afraid you'd been captured by Hex Raster or
one of his men.”

“Not a chance,” savs Poke, pushing up the brim of his big
black hat. :

Pixer adds, "Our friecnd here fought off a nastvy Raster
attack and won a micromedal.”

“Nice going,” Ramda says. "We're one step closer to sav-
ing my father’s life.”

“Very good indeed,” adds Vidi.

2
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“Will he be able to survive until we get the Z-ring?” vou
ask her.

“1 hope so,” she replies softly, shaking her head wearily.
“His life level has dropped to nine units and he’s very weak.
We moved him to a secrel hiding place.”

Turning to Pixer and Poke, she says, “Your Uncle Max has
a special assignment for vou two. He wants you to meet him
now at the south exit of the arena.’

“But we have to go to the next competition!” Pixer protests.

Placing her hand on vour shoulder, Ramda winks. “Tll
take my father to the robot racecourse,” she says with a
smile,

“Hex and his men are evervwhere, so be careful,” warns
Pixer, grabbing Poke by the arm.

As Pixer drags him toward the arena, Poke yells, “Kick
one of those nasty Rasties ﬁ‘.ur me!”

“I'll do better than that,” vou promise. “T'll bring one back
here for yvou to do it u}urw!f

Plavfully shoving each other, the twins disappear inside
the arena.

Turning away from the arena, Ramda says, “The hest way
to get to the next event—" when suddenly a ficry red hall
flies past your head. You Jump to the side just in time!

“Raster attack, this is,” cries Vidi, flving into the air.

“They're after us,” Ramda shouts. “Head for the dynabuses
straight ahead'”

Narrowly dodging two more shots, you race for the long

flat vchicles. Their sleck white surfaces are trimmed with
gold.
- Three gang members charge toward you, firing more deadly
red balls. Ramda dives for the first dynabus and flings the
door open. She and Vidi jump in and vou follow just behind.
You slam the door shut on the evil warriors.

Ramda switches on the antomatic driving controls. The
vchicle rises up off the ground and shoots forward. The rest
of the bombs explode against the side of the bus.

The attackers rush to the second bus and jump inside. You
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sce them struggling with the controls, but they can’t get the
bus started. You relay this information to Ramda.

She makes a sharp right turn and savs, "It they figure out
how to operate that bus, they'll cateh np before long, Hang
on, we re in for a rough ride!”

You're thrown back in your scat as the bus flies straight up
in the air and over a row of buildings. Then it dives under a
bridge and speeds down a long, narrow street.

“That should lose ’em " she remarks with a httle laugh.

“Where are we going?” vou ask after mt{:hmg vour breath.

“Robot Racing is on the other bld[“ of town,” she answers.
“CPU Central is a pretty big city!”

Through the narrow windows you see green and white
buildings everywhere with unusual shapes and strange deco-
rations on them. Some are square and tall, while others are
flat and rectangular. Several buildings have digital stairstep
structures that create intricate patterns. Maoy are covered
with gold lines that weave right-angle designs on the
walls.

Manecuvering the sleek bus through the streets, Ramda
turns and call out, "We're alimost there. The CPU robotl
racecourse is just a few hectoblocks away,”

“What does CPU stand for?” vou ask.

“The story behind that is the most important event in our
history,” explains Ramda. “Many kilovears ago Venturia was
a barren wilderness. Qur ancestors came here to escape from
the evil Decimal Kings.”

“What are Decimal Kings?” youl interrupt to ask.

"Cruel and ruthless thev were,” chimes Vidi.

“That’s right,” Ramda continues. “They were the evil rul-
ers of the old Arithmetic Empire. In their thirst for power,
they forced millions of people to become numeric slaves.”

“Why?” you ask, looking back to see if the Raster gang is
tnllnwmg You see nothing behind vou,

“They forced my ancestors to add, subtract, multiply, and
divide billions of figures in search of the dlianuie prime
number. If they found this magic number, it would ¢ive the
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evil kings the power to live forever. One day a brave band of
slaves escaped and came to the wilderness of Venturia. They
started their own kingdom and formed the CPU. It stands
for ‘Commonwealth of Public Unity.” Its purpose is to stop
brutal enslavement by finding new and better ways to calei-
late data.”

Ramda turns and looks at you. "You're mv only hope,” she
says. You've got to save my father and ensurc the future of
Venturia. If Hex Raster win*«; the tournaments, it will be the
ddrkest day in our history.”

“I can do it,” vou tell her confidently.

With one swift turn, Ramda swings the bus to a halt. “This
is it,” shce anmounces, motioning for you to follow her out-
side. She stops in the doorway for a moment. “Take this
weapon. We may run into more trouble,” she warns, hand-
ing you a slim blue tube.,

“What's this, a toothbrush holder?” vou joke.

“It's a multiweapon,” she explains. “It's identical to the
kind of weapon the Raster gang carries. Twist the knob and
it will change into a sword, whip, or dart gun.”

“This should come in handy,” vou reply as vou slip the
tube inside vour cape.

Ramda cautiously moves towuard the front entrance of the
racecourse, and you follow close behind. You secure the
snaps on Romiden's gold cape and adjust his helmet so vou
can see through the slot across your eves. Straightening vour
back, von walk as tall as possible so no one will suspect that
you are not Romiden.

Ahead vou can see an elaborate golden fence surrounding
the two racetracks. Festive music fills the air as warriors and
spectators move through the grounds.

“Giant Robot Racing is on the right,” Ramda exp]ains,
and mini Robot Racing will take place on the left.”
“Raster alert!” cries Vidi.

“Look out! Hex is here!” shouts Ramda, ducking behind a
dynabus.

“Where?” you whisper, following her behind the bus.
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“At the front entrance,” she answers in a luw voice. “He
and two of his Raster v illains arc waiting for us.’

“Get past them we must, to get inside,” says Vidi.

Suddenly the music stops. An announcer’s voice says, “All
warriors choose your event immediately!”

“We have to get inside before the games begin!” Bamda
says frantically

Vidi flies up in the air and returns 4 moment later. “Gone
is Hex " Vidi whispers. “Two villains remain.”

Ve'll fight our w ay past them,” vou assure vour [riends.
fhdl'f: the spirit,” Ramnda tells Vo, ﬂlappm;_, you on the
back. “Get your multiweapon ready and let’s 20!

You pull out the slim tube and set it for electrowhip as vou
and Ramda race toward the entrance. The Raster warriors
spot vou and fire electrodarts.

You swing your whip at the villuin on the right. When it
wraps around his legs, vou yank it hard. He falls to the
ground with a crash,

Ramda blasts the remaining villain, hitting him in the
leg. Dropping to his knees, he raises his weapon for
another shot. But Vidi destmy—s the weapon with a deadly
blast from his eye. The warrior lurns and limps into the
crowd.

As you both run through the entrance, Ramda asks,
“Which event do vou want, giant Robot Racing or mini
Robot Racing?”

“What are the differences for the Terminal Test?” vou
say.

“Besices electrorocks, the Terminal Test also contains deadly
negabeasts, which will follow vou wherever you go. 1f you
enter giant Robot Racing, the micromedal vou receive will
let vou drop hombs around vour vehicle. If any pursuing
negabeasts hit a bomb, the beasts will explode. The micro-
medal for mini Robot Racing will let vou blast the negabeasts
out of vour way.”

You quickly analyze the difference and make your choice
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chapter 33

“Look! The warriors are all lining up,” Ramda says, pointing
across the rectangular raceway.

You run toward for the starting position and sce sixteen
huge black robots on the track. They have big metal claws
for hands and pointed spikes on their feet and chest.

“My tavorite event this is,” Vidi tells you.

“Why?” you ask.

"Rough and tough is this game,” he answers.

“Good reason,” yvou reply. A robot referee rolls up to you.
"1 want to compete in this event,” vou tell it.

It flashes its lights and savs, “Report to remote-control
station seven on the left wall of the track.”

Leaning over, Ramda coaches you, “The hand controls
that operate the robots are just like ones on the video games
vou have in the Analog Dimension. Use them to move vour
robot around the racecourse.”

Glancing at the powerful-looking machines, vou remark,
“The hands and feet on those things look like lethal weapons.”

“That's the idea,” Ramda explains. “You'll use the remote
controls to race them around the track and knock the other
robots out of your way. The last robot remaining will win.

“You that will be,” Lheers Vidi, hopping up and down on
Ramda’s shoulder.

4.3
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Pualtmnmj., vourself in front of station seven, vou say to
Ramda, “This sounds like a combination of bmlng and roller
derby! :

“There’s Hex Raster!” Ramdd shouts, pointing down the
track.

To vour left vou see the evil leader sliding up to his
control station. He snarls at you and says, "I don't know hf:w
your wounds have healed, but I'm going to beat vou now.

You luugh right in his face as the announcer begins the
comntdown.

Crossing her fingers, Ramda whispers, "Good luck.” She
and Vidi take their places in the viewing stands while vou
examine the controls.

Gripping them in each hand, you prepare for action. A
buzzer sounds and all the robots start moving. They pick up
speed as the battle begins. Moving down the rectangular
track, their massive bodies look powertul and vicious.

One of the wurriors reaches her robot’s arms into the air
and slams another robot to the ground. It spins into a wall
and loses an arm. Struggling back into the race, the one-
armed robot kicks another competitor's machine, causing it
to crash into the two in front. All three tumble onto the track
and explode, Mechanical legs and arms fly through the air.

Your robot dodges around the debris and races after the
others. The referees quickly clean up the mess.

Hex's robot tries to grab vours. You drive around two
robots to escape his evil elutches. Two more robots crash
into each other and spin across the ground.

Here comes Hex around the side, slamming his black
machine into yours! He punches a hole in yvour robot’s side.
(il pours onto the track. Three robots try to dodge across
the slippery mess. One spins away, but the other two ex-
plode against the wall.

Your wounded robot is unsteady, but you expertly drive it
out of danger. Hex tries to strike again, but this time vou
swing your robot’s claws and pull off his machine’s arm. Hex's
robot loses its balance and crashes right into another one!
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Hex struggles and gets back into the race, but the other
robot is carried off the track. Oil pours out of your robot, but
vou skillfully keep it moving around the course.

Suddenly a three-way crash explodes across the track in
front of you. Dodging around the mess of robot parts, Hex
slams his machinc into yours. With all your might, yon pull
the controls and break free.

Now tour robots are left in the game. You glance at the
scorchoard. “I'm in fourth place,” vou say with a groan.
“Hex is first.”

With steely determination you charge for the last three
machines. One grabs vour robot by the head and punches
out an eve. ﬁngnlx vou retaliate ln crashing into its shoul-
dLl" and smashing it to the ground.

“Two more to go!” vou cry, gripping the controls. The
scorchoard moves vou into third place but Hex holds the
lead. With one eye missing and losing oil, your robot is hard
to maneuver. Using every trick you can think of, you keep it
going.

Hex's robot grapples with the second-place contender.
You drive your machine into them, ramming them both into
the wall. One blows up, but Hex thrusts his robot’s arm out
and slains vours to the ground. You struggle but vour robot
won t move.

“It's over, Romiden,” Hex vells. T win this one! And I'l]
win them all.”

The referec rolls onto the track. “First place goes to Hex
Raster,” it announces. The crowd hoos as the evil villain
raiscs his arms in victory. The scoreboard lists the points of
every warrior. You ve carned second place in this event.

Ramda rushes through the crowd. “Don’t worry,” she tells
you. “You'll beat him next time. At least you got a second-
place micromedal, enabling you to go on to the next event.”

“Where do we pick it up? vou ask, unhappily shaking
vour head.

“Here comes the referee with it now,” she answers.

The robot rolls nup and hands you the medal. "Romiden
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it says, " this will give your Terminal Test vehicle the ability
to drop bombs on the negabeasts.”

"l wish I could do that to Hex Raster!” vou vell.

“Ha!” Hex shouts from behind vou. “You'll be lucky if vou
get to the next event in one piece.”

“You'll never stop me!” vou cry in vour deepest voice.
Swinging your cape into the air, you stride off the racecourse.
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chapter 3!:1

“Mini-Rohot Racing is my favorite event,” Ramda declares,
stroking Vidi's back. She leads vou to the square track.

“Why do vou like #t? vou ask as vou look out at the
crowd,

“Those little robots maneuvering through the Memory
Matrix can be really exciting,” she replies. “You never know
what will happen next.”

“What's the Memory Matrix?” you ask her.

“Sce the racecourse up ahead?” Ramda points to the square
track. “There’s a grid around its surface.”

“I see. And I can see numbers inside four lanes of squares,”
yvou sav.  Hmin, looks like a lane of ones, twos, threes, and
fours. What are they?™’

“That’s the Memory Matrix,” Ramda explains. “You'll guide
your rabot through the squares by remote contrel.” She
shows vou a group of individual monitors along the wall of
the track. “When you start at each comer of the course, the
monitors will flash an eight-digit number on the screen.
You'll have to memorize it quickly. Then use the hand
controls to guide your mini-robot through the matrix squares
that coincide with each of the numbers. When vou get to
each corner of the track, you'll receive another number.”

47



48 SETH MCEVOY AND LAURE SMITH

“That sounds kind of like a silly children’s game we call
hopscotch,” vou tell her.

“Dangerous this game can get,” Vidi replies.

“You better believe it,” Ramda adds. “The robots have to
jump from lane to lane down the track. If two robots land on
the same square at the same time, watch out! You'll have to
use all of vour video game skills to battle for control of the
square. Sometimes there are so many battles that only one
robot makes it around all four sides of the racecourse.”

“No problem. I'll get to the finish line,” you tell her
confidently. You sign in and the robot reteree tells you to
position vourself at remote-control monitor three.

Vidi turns to vou and squawks, “Hex Raster 1 see!” point-
ing to the evil gang leader.

Hex spots vou through the erowd and laughs. “I don't
know how your wounds healed,” he savs, sneering, “but Tl
beal vou now, Romiden.” You decide to just ignore him and
turn away.

At the starting line you see sixteen miniature robots. They
look like basketballs with giant feet, Their six arms stick out
like spikes around their little gray bodies.

The spectators vell and cheer as the warriors line up their
mini-robots.

Ramda wishes you good luck before she and Vidi go to the
viewing stands. The starting buzzer sounds. The announcer
begins the countdown.

Your monitor lights up. There's vour first eight-digit num-
ber: 43221344, You memorize it as fast as yvou can before the
screen goes blank and the round robots begin to move.

Instantly a brutal trafhic jam forms on the first two rows as
the mini-robots fight for position. One robot knocks another
into the air. It explodes with a bang as it crashes against the
wall. Two more smash together and are removed from the
game,

You swittly land vour rebot onto the fourth square in the
first row. As the others move forward, vou dodge onto the
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second row. On the number-three square, you jump to the
next row just before a robot crashes onto you. With quick
twists of the hand controls, you dart along the side of the
Memory Matrix.

As vou leap into the air, Hex rams his little robot into
yours, It loses its balance and spins to the side. Jerking the
controls, vou rescue vour machine before it explodes against
the wall. Hex's mini-robot races ahead and you dart after
him.

When vou successfully complete the first eight rows, an-
other number appears on vour monitor. You quickly memo-
rize it and charge down the second side of the racecourse.

Two robots leap for your position, but yvou jump to the
next row as thev collide into each other. Their mechanical
bodies explode into a million pieces. The flying debris knocks
two arms off vour machine, but vou've still got four left.

You move torward, but your robot is a little unbalanced.
You tilt to the right to compensate for the loss of the two
arms,

When vou finish the second eight rows, you receive vour
third number. Dodging down the track, vou slide up behind
Hex Raster’s robot. With a snap of the controls, you kick it
hard and it falls forward. You've knocked off one of its
ATTNS.

Hex struggles to keep his machine on the course, but
another robot lands on its foot. Though the foot gets bent,
Hex stands his robot up and guides it down the track,
limping all the way. You race after him. Robots crash and
fight tor position in front of vou.

As vou finish the third side of the Matrix, vou glance at
the scoreboard. “Hex is in first place,” vou cry, fuming, “and
I'm in fourth.” Gritting your teeth, you say, “Tve got to
catch that compucriminal!™

With your fourth number firmly implanted in vour mem-
ory, vou charge after tHex’s mini-robot. You land on top of
another robot and kick it into the wall. It explodes and vou
cheer. “Now I'm in third place.”
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You maneuver through the numbered squares and inch
your way into second plate. Jumping on top of Hex's robot,
you smash it to the side. Immediately the Ruaster leader
beunces back and knocks you down. But vou pick your robot
right up and chase after Hex furiously. He slips across the
finish line just inches before you.

The erowd boos when the robot referee announces, “"Hex
Raster is the winner.”

Ramda runs to you and says, “Don't feel too bad. At least
vou've got a second-place micromedal, enabling you to go on
to the next event.”

You frown and shake your head vour head angrily. "I
almost had it!”

“You'll catch up next time!” she assures vou.

“You bet T willl” you declare.

“Romiden, vou'd better bet on losing.” Hex snickers. “T'll
enjoy defeating vou in the end. That is, if yvou even get o
the next event in one piece.”

You laugh at his threats as the referee hands you vour
micromedal. “This will give vour Terminal Test vehicle the
ability to shoot the negabeasts.”

“Too bad 1 can’t shoot Hex with it,” you tell RBamda as you
cxil the racecourse with her and Vidi.

If you have 8 computer, type in the third part of
Yyaur prograrm:

Lomrodore owners turn topage 134,
Apple owners turn to page iS50
Lolo owners irn to page 166,

lWhen you are through typing, continue the story
by turning to Chapter 4 on page 51.

If you aren't using 3 computer:

Continue the story by turning to Chapter 4 on page 51.



chapter LI

“We can walk to the Maze of Math,” Ramda informs vou.
“It’s on the other side of the racecourse. 1 we cut through
the dvnabuses in the parking area, we'll be there in a flash.”

Vidi is perched on Ramda’s shoulder. Leaning toward vou,
he chirps, "The Maze of Math vou will like. Its history is
very old.”

Ramda agrees. “lt's the only tournament event carried
down from the old Arithmetic Empire. The maze was used
by the Decimal kings to train their knights for service in the
Numeric Army.”

“How does the muaze work?  you ask, weaving through
rows of parked dvnabuses.

“Two game mazes there are,” explains Vidi.

“The Maze of Addition and the Maze of Subtraction,’
Ramdu continues. “One is vertical and the other is horizon-
tal. Both have numbers on the maze walls. In each game
vou'll be assigned a secret tally number,

“In the addition game, vou’ll collect numeric discs off the
walls. The numbers on these discs must total your secret
tally.”

Vidi shakes his head. "When all sixteen competitors race
through the vertical maze. crazy that game can be,” he udds.

“Is it dangerous?” vou ask.

=51
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“Not really,” says Ramda seriously, “"But try not to fall
down. Otherwise vou'll be trampled ﬂdt and forced to live
the rest of your life as a human carpet.’

Tlmt might not be a bad line of work,” you reph’ with a
laugh. “Is the \Iaxe of ‘511btrdc:tmn just as wild?”

“T'm afraid so,” she answers. “Because it's horizontal, you
won't have ladders to climb, just a confusing tangle of num-
bered walls, Instead of collecting dises that add up to vour
tally score, vou'll receive eight numeric discs at the start of
the game. Then vou'll have to match the numbers to the
numbers on the maze walls.”

“What if someone removes one of my dises?” vou ask.

“That can’t happen,” Ramda explains patiently. “When
you place the disc on the wall, it sticks magnetically.”

Vidi tlies into the air. “This game can be fun, hut fast you
must think!”

You and Ramda tumn past a white dvnabus. Warriors and
spectators are piling inside, bound for other events. Loaded
buses pull into the parking lot as you pass two empty vehicles.

Suddenly Hex Raster jumps out and draws his lightning
sword! The golden beam crackles through the air as he
swings it aver hﬁ head. Behind him two gany members
prepare to fight. “You're mine now, Romiden,” he roars.

You whip vour multiweapon out of vour cape and shout,
“Not without a fight, vou Raster fiend.”

Your multiweapon creates an clectronic sword that slices
through the air. The glowing blue coil vibrates as vou hold it
ready to fight.

Hex raises his sword into the air and his green cape swings
to the side. He lunges forward. You c¢rash your weapon
against his, and the fight s on! The swords crackle and spark
as thev smash together. Ramda battles onc of the gang
members while Vidi attacks the other one with his deadly
eve-beam,

Hex charges at you and you whip your sword toward him,
the weapons clashing in a brilliant cruption of sparks. But
Hex moves closer, pinning vou against a dynabus.
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“You're finished, Romiden!” He jabs the lightning sword
against vour chest. A shock of electricity jolts through vou.

Meanwhile, one of the gang members knocks Ramda to
the ground. Vidi flics overhead and tries to distract Hex. A
Raster villain hits Vidi with his sword and tosses him into the
air. The white bird tumbles helplessly across the sky.

Hex, preparing to strike again, suddenly langhs in vour
face. "Good-bye, Romiden,” he savs with a sneer. All of a
hudden vou hear loud voices ncarhv

CPL Warriors arc coming!” shouts one of the gang mem-
bers. “We've got to get out of here!”

Hex places the point of his ﬂwnrd under vour chin. “You
won t get away from me next time,” he threatens. Tuming
swiftly, Hex and his men dart aut of sight. |

"Let's get them!” vou vell, helping Ramda off the ground.

"No,” she says. “We can’t risk missing vour next event.”
She sighs and straightens her blond hair. Vidi wobbles to-
ward her. “Vidi!" she cries, rushing to pick him up.

“Okay I am,” he mumbles, shaking his head.

“You sure don’t look it,” says Ramda, placing him on
her shoulder and smoothing down his ruftled feathers. She
turns to vou. “We have to hurry to the Maze of Math. It’s
not far.”

She leads vou out of the parking area, where dozens of
Snidar patrols stand along the edge in their black uniforms.
Ahcad vou can see spectators moving into viewing stands.
Inside, the seating units are raised up off the ground. They
overlook a large square maze. Beyond it vou sce a vertical
maze rising four levels high.

A robot referce announces, “All warriors must choose
their event. The Terminal Test landscape can contain either
Metal Mountains or Hydrolakes. The micromedal in the
Maze of Addition will create Metal Mountains on the Termi-
nal Test’s obstacle course. Climbing over a mountain will
take extra fuel from vour vibrovan’s limited supply. If you
choose the Maze of Subtraction, your obstacle course will
contain deadly Hydrolakes. You can ¢ross a Hydrolake only
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after you first find a uniboat. Make your choices and register
immediately.”
You tighten your golden helmet as you mike your decision.

If you choose the Maze of Addition, turn ta page
56.

If you choose the Maze of Subtraction, turrt fo
page 60.

Be sure to mark your choice on the Option Sheet on page 125.



chapter '-la

“I'll choose the Muze of Addition,” yvou decide, heading
toward it.

You inspect the lavonl. Tall ladders connect the four lev-
els. The numbers 1 to 8 line arc painted along the walls. A
glass barrier covers the front of the structure. "That maze
looks like a three-D version of the climbing games I play at
home,” vou tell Ramda.

“Then von should do well at this event,” Ramda replies as
she and Vidi wave good-bve. "We'll be cheering for vou.”

“Thanks,” vou call to them. Just then a robot referee rolls
up beside vou. The dials on its tube-shaped bodv light up.

“I want to enter this event,” vou tell it.

“You must collect eight numeric dises.” it explains. “If you
reove more than eight from the muaze wall, voull be dis-
qualified. Those dises must total vour secret tallv number.”

“What's my tallv number?” vou ask.

“Thirty-six.” the mechanical referee answers, spinning the
globe-shaped balls on its top. “All sixteen competitors will
begin at the starting line to the right of the maze. The
winner will be the first one to gather his or her eight dises
correctly and go through the exit.”

The referce rolls awav. You line up with the others. Wait-

36
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ing for the countdown gives vou tirne to inspect the intricate
levels of the maze.

Two warriors slide up next to vou. You realize they're
hoth dressed in the green Raster gang capes.

One snarls and savs, "We'll be following vour every move,
Romiden.”

“That's right,” the other adds. “You won’t win this event,
We'll stop vou anv way we can!”

You clench your fists. With two swift strokes you punch
the Raster villains in their stomachs. They double over and
howl in pain.

“That'll slow vou down,” yvou bark.

The countdown begins. The buzzer sounds and the com-
petitors charge into the Maze of Addition.

You dart awav from the Raster villains and quickly ¢limb
up to the maze. As you reach the first level, the CPU
warriors scramble in all directions. They grab the numeric
discs as fast as they can. You squeeze vour way past them.

Running along the first level, you grab a 3, a 4, and a 7.
You race up the ladder to level two and spot a 5 and a 1 that
haven’t been taken.

Glancing over vour shoulder, vou see the cheering crowd
through the glass. Other CPU warriors run after dises while
vou ¢ontinue to the next level.

Just as vou reach {or the top rung, a Raster gang member
stomps on your hand! Yeeoww!

“You're not getting up this way, Romiden,” he snarls.

You jump down to level two and race for another ladder.
Climbing up again, vou spot the villain running “in vour
direction. You turn and leap onto a different ladder and fly
up to the top level. Securing an available 6 with one hand,
you reach for two 5's with the other. A gang member grabs
your outstretched arm.

“Those fives are mine,” snaps the Raster villain.,

Jerking your arm away. vou rush around in search of two
other nurabers, 1 need two dises that come to a total of ten,
vou remind yourself.
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Darting across level four, you weave past the other com-
petitors. The cheering crowd waves their colored flags as you
search for vour final discs.

You climb down a ladder. When vou reach level three, 2
Raster gang member jumps down after you. Running as fast
as you can, vou graly the first numht—‘-r in sight. “It's a two,”
yOu murmur, pulling it off the wall. “"Now all I need is an
elght

You turn to run but a Raster villain blocks yvour path and
reaches for vour neck. You dart to the side, slipping through
his grasp. He speeds after vou as vou fly along the third
level. Up ahead vou see the 8 vou need.

You run toward it. Another Raster villain jumps up from
the ladder below and grabs you by the leg, pulling vou
toward him. Although vou kick and try to get away, he holds
on tight. Then with a burst of speed vou jump into the air
and break free. All right! You dive for the number-8 disc and
vank it off the wall.

As vou scramble down to reach level one, the Raster
villaing are hot on your trail. Running along the wall, you
spot the exit ladder ahead.

Blocking vour path is a red-caped warrior. Behind vou,
the two Raster villains are gaining speed. Pumping vour legs
as fast as vou can, you dart around the red warrior and lunge
for the ladder. You fly to the ground as the crowd roars. The
Raster villains land behind vou and the Snidar patrols quickly
drag them away.

A robot referee rolls up and says in its mechanical voice,
“Here is vour first-place micromedal, Romiden. This will
give your Terminal Test vehicle Metal Mountains to ¢limb
over.’

“Thanks,” you reply graciously, accepting the medal.

Rarda runs toward vou, clapping her hands jovfully. “Nice
going,” she says happily.

Vidi flies through the air. He lands on top of vour helmet.
“Hooray,” he squawks.

You and your friends leave the Maze of Math in triumph.
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If you have & computer. type in the fourth part of
Yyour grograim:

Commodore owners turn to page 136,
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Colo owners turn 1o page 166.
lhen you are through typing, continue the story by
turning to Chapter 5 on page 6Y.

If you aren’t using a8 compuler:

Continue the storv by turning to Chapter 5 on page 64.
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“I'll try the Maze of Subtraction,” you tell Ramda and Vidi as
vou head toward it.

Pointing to the tall walls of the maze, Ramda explains,
“The inner walls twist and turn. Memaorize the pattern so
you can find yvour way out. The referecs move them after
each round to prevent anyone from telling other competitors
the maze pattern.

“I'm good at memorizing mazes,” vou tell her, “This event
reminds me of a three-1D version of 4 video maze game 1 play
at home.”

“Great!” she replies. "Then you'll have no trouble winning
this event. Just take vour eight numeric discs and place
them on the corresponding numbers inside the maze. The
winner is the first one to get rid of all his or her discs and go
through the exit. Once you memorize the maze then vou can
leave quickly and ensure your victorv.”

“Thanks for the advice.” you tell her. “Where do T get the
discs?”

“me the robot referee,” she answers. “Here's one now.”

“We're g going to join the others in the viewing stands,”
Ramda savs. "Vidi and 1 will be rooting for vou.

As she waves good-bve, the referee rolls to a stop. The

Gil
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dials on its melal tube body flash on and off. I want to enter
this event,” vou tell it.

The robot hands vou eight square metal dises. “You must
place these on any eight numbers that will add up to vour
tally number.”

“What's my number?” von ask.

The robot Hashes its dials. “Your tally number is forty-
cight,” it answers, rolling the globe-shape balls on its top.
“All sixteen competitors will begin at the entrance on the left
side of the maze.”

You head for the starting position. "T'wo Raster gang inem-
bers spring ont in front of vou,

“We've got vou now, Romiden,” onc threatens.

“When you enter that maze, we'll be glued to vour side,”
the other warns. "We'll make certain that vou lose this
event. Count on that,”

“You can count on this!” vou vell, punching one in the
stomach and kicking the other in the leg.

‘They double over in agony as vou rush to the entrance of
the maze. The other CPU warriors are lined up in front of
the archway.

After the coumtdown ends, the buzzer sounds and you dart
inside. You see numbered squares about three teet apart on
the walls. The competitors stumble over each other as they
start putting up their discs. You speed around a cormer and
cover the numbers 3, 8, and 7.

Your metal squares stick like magnets to the wall. As you
turn to find more numbers, vou caretully memorize the
intricate twists and turns of the maze. ‘The competitors run
swiftly around the corners. They almost knock you down,
hut vou skillfully dedge out of the way,

Spotting an available &, vou slap vour disc over it. T have a
total of twenty-cight so far. you sav to yoursclf, ['ve got
twenty more to go!

¥ hmg around the corner, a Raster warrior slams into vou,
With lightning speed., vou jump back helore he can grdh
yvou. You wind through the maze and he follows close behind.
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Quickly slapping a disc on a number 6, vou spot a Raster
villain ahead. Just as you turn to run, another Raster gang
member grabs you by the arm. He opens his cape and
reaches for his multiweapon. Before he can reach it, you
shove him into the wall and break free.

Twisting through the maze, vou squeeze past the other
competitors. You find an empty 8 position and pound your
metal square on top.

“All T need is two more numbers that total six,” vou
mutter to vourself. Suddenly vou spot one of the Raster
villains sneaking up behind you. Gripping the last two discs
tightlv in vour hand, you race through the erowded passage-
way.

Up in the viewing stands, the crowd waves their colored
flags and cheers wildly, As you move, you analyze the pas-
sages and commit them to memory. The evil warrior gets
closer and closer as you search for vour last two numbers.
Aha' You smack a disc on an available 4, and keep running
along the wall in pursuit of vour final number.

The Raster villain reaches out and grabs your golden cape,
but vou snap it out of his hands. Turning a corner, vou spot
2. That's what von need! Another Raster warrior leaps in
front, trving to block vou.

“You lose!” he barks.

The two Raster villains close in from both sides. One
draws his multiweapon. You kick it out of his hands with
lightning speed and shove vour way past the other. Diving
for the empty number 2, vou slup vour disc on it just ahead
of another competitor.

“T placed them all'” vou shout, running toward the exit,
Because vou remember the maze pattern, vou are able to
dodge past the other warriors.

As you swing around a corner, vet another of the Raster
villains blocks your path. You turn and dart down a side
passagewayv. He speeds after you. Rounding a corner, vou
run smack into a dead end!

“Oh, no!” vou cry.
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The villain langhs and pushes vou against the wall. With
all your might, you dig your fingers into his neck, forcing
him to sink to the ground in pain. You run through the last
part of the maze and leap out the exit.

The erowd stands and cheers. The robot referee announces,
“Romiden, youre the first-place winner.”

You breathe deeply, “Am T ever glad!”

Handing you the micromedal, the referec continues, “This
will give your Terminal Test vehicle Hydrolakes to cross.”

You accept the medal as Ramda rumns toward you. She
raises both arms and jumps into the air. “Nice job!” she
vells,

“Very nice it was, agrees Vidi.

You, Ramda, and Vidi leave the Maze of Math in trinmph.

if Cled have g computer, type in the fourth part of
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.chapter 5

When you reach the parking area, Max runs toward vou,
bhuutmg “Ramda, I'm glad 1 fmmd vou,
“What's wrung? she cries. “Is my father all right?”

“He's in serious condition,” Max tells her. "His life level is
dropping fast. It's gone from nine units of energy down to six
units in a very short time. He's asking for you.

Turning to you. she places Vidi on vour shoulder and says,
“T must leave at once. The dvnahmea will take vou and Vidi
to Silicon Sailing and Crys stal Skiing.”

“T'll get there,” you assure her. “Don’t worry. I'll win for
Romiden.”

“His life depends on it,” Max murmurs, waving to Ramda
as she rushes onto a dynabus.

“Two Raster rats this way are coming!” squawks Vidi.

Max leads vou to his globe-shaped cybercycle and flips
open the glass door. “Get in quickly, pal,” he orders. “Let's
tlv out of here betore we're in Raster-trouble!”

You and Vidi jump into the vehicle’s small compartment.
You strap vourself into the seat. Max grabs the controls and
shoots the cycle up into the air.

The gang membelh fire ut the vehicle, but Max accelerates
and the cycle lunges forward and flies out of range. He

swings aver the robot racetrack and turns toward CPU Central.

i d
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Soaring over the familiar green and white buildings, vou
ask, “"What arc those things flving up ahead?”

“That’s a lock of Telix birds,” replies Max.

“Stupid and nasty thev are,” adds Vidi.

“They're not as nasty as vou, buinble bird,” savs Max.

Vidi snaps back, “Or as dumb as you, Max!”

All at once a gust of wind knocks the ¢vberevele upside
down. Looking out the window, Vidi vells, “The gigamonster
it is!”

“We're in trouble now.” Max groans, struggling to turn
the machine upright,

Through the window, vou see a giant creature shaped like a
red dome speeding across the sky., “That thing's huge!” vou
shout.

“It’s as big as a house,” vells Max.

“No,” vou cry, “it's as big as a mansion with a three-car
garagc. "

“And a lot more dangerous!” Max adds.

As the gigamonster flies over the Telix birds, dozens of
long, skinny tendrils drop dewn trom its body. Instantly the
birds are scooped up into its huge mouth.

“That thing has got crazy legs.” you say.

“Legs they are not,” correets Vidi,

Steering the cybercyele awav trom the gigamonster, Max
shouts, "You're right, those aren't legs, thev're deadly mag-
netic tongues. If we don’t get out of here, they'll devour us
up too.”

He rams the cycle iuto high speed. The evil monster
follows close behind. Moving overhead, it drops its snakelike
tongues. Thev grab for the cvberevele, hut Max swiftly dodges
away,

He flies the vehicle faster, trving to avoid the magnetic
tendrils. But then the monster reaches for the cevele again
and grabs it! Max instantly throws the vehicle into reverse
and snaps free. The creature keeps throwing more nagnetic
tongues toward the evele,

The tongues wrap themselves tightly around the globe-
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shaped vehicle. As the monster starts pulling the ¢ycle into
its mouth, Max shouts, “T can’t pull loose, yvou'll have to cut
us out of this! Do vou have a multiweapon?”

“Yeah, 1 have it,” vou vell, removing it from under vour
cape.

“Set it tor electrosword,” Max orders. “Vidi, use vour
static eve-beam on this monster,” he orders as he pops open
the evele door.

“Ready it is,” answers Vidi, motioning for vou to lollow
him out the door.

Climbing out of the cybercyele, vou hang on to the edge
and struggle to steady vourself against the wind. Vidi flies at
the gigamonster's magnetic tongues. He fires a static beam
trom his eve.

An explosion of sparks pours through the air as Vidi's
deadly beam strikes the evil monster. One snakelike tongue
pulls away, but two more reach for the cvbereyele. Vidi
blasts them both and they quickly withdraw. But there are
still two tongues holding the cycle. You jab vour electrosword
into onec as Vidi attacks the other.

“Neither tongue will budge!l” you cry. “Theyre pulling us
closer to the monster’s mouth!” Raising your sword over
vour head, vou slam it down with all your strength and cut
the tongue in half.

You slice the last magnetic tongue with vour sword as Vidi
blasts it with his powerful eve-beam. The tongue falls away
and the gigamonster finally retreats.

Exhausted, vou and Vidi ¢limb back inside the eybereycele
and Max speeds across the sky. After making sure the
gigamonster isn't following, Max says, "Not many pilots es-
cape from that evil creature.”

“For that you can thank us,” Vidi replies huffily.

“1 guess so,” grumbles Max. “But without vur friend here,
vou would've been giga-dessert.”

“And vou,” snaps Vidi, “giga-indigestion would be.”

You straighten Romiden’s cape and helmet. Putting away
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the multiweapon, vou ask, “Are we going to make it to the
next event on time?”

“We're almost there,” replies Max. "I see the Crystal
Mountain up ahead.”

He steers the cybercvele toward the shiny glass peak. Big
black barrels run up the side of the Crystal Mountain. A
crowd is assembled below. Bevond the mountuin, vou spot a
golden lake.

“Silicon Lake, that is,” chirps Vidi. Warriors and specta-
tors line the water’s edge. Giant rocks are scattered through
the lake’s golden waters. Sixteen colored flags are placed on
each rock.

“I think we are late,” says Max, “so Tl tell you the
difference between the micromedals of these two events. As
you know, the Terminal Test contains clectrorocks. What
happens when vou hit one is determined by the choice you
make Now.

“If vou get the Crystal Skiing medal, cach time vou hit a
rock, binary minutes will be added to vour total playing
time, so it will take longer for vou to win the game. The
Silicun Sailing medal will result in you losing a turn if vou hit

a rock. Each time you lose a turn, you must start the gume
over again. [ost enough turns and vou lose the game.

“We're almost there; where do vou want me to land?”

As Max speeds closer, vou quickly consider the choices.

If you choose Crystal Skiing. turn to page 69,
If you choose 5ilicon Sailing, turn to page 73,

Be sure to mark vour choice on the Option Sheet on page 128.



chapter 5a

“Go to the Crystal Mountain,” you tell Mux,

“We'll be there in a uniflash,” he says, steering the cycle
over the Silicon Lake and heading for the base of the
mountain.

Below, vou can see spectators filing into the viewing stands.
The Snidar patrols are positioned in front. The CPU warriors
in brightly colored capes are moving toward the starting
line.

Max lands nearby. When you jump out of the craft, the
announcer calls, “All warriors take vour places at the starting
position.”

“WeTe too late!” You moan. “This round is about to
begin.” -

“No, we aren't!” argues Max. “Romiden can’t wait so
neither can you. If we hurry, we can jump into the race.”
You, Max, and Vidi run to the starting line. “All you have to
do in this event is drive your alpha skis up the mountain and
put vour flags in those beta barrels,” Max explains.

He runs over to the robot reteree and signs you in while
Vidi helps vou with your alpha ski vehicle. Pointing to the
pouch on the side, Vidi tells yvou, “In there vour red flags
are. Into the black barrels you must place all sixteen.”

As he shows vou how the hand controls work, you say,

Fal
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“This contraption is similar to what we call a snowmobile.”
You sfrap vourself into the mechanical sled just as the start-
ing buzzer sounds.

The other fifteen warriors start their engines and shoot up
the mountain. You activate the controls and vour alpha ski
vehicle jolts forward. It skids out of control but vou grip the
steering dial firmly and steady the vehicle.

Driving with one hand, vou grab a red Hag in the other.
Suddenly vou spot a Raster gang meimnber speeding toward
the tirst barre]l. Beneath his helmet vou see his scarred face,

He circles the black barrel and plants his blue flag inside.
The other warriors follow Scarface’s lead. You're in last place
but vou push to cateh up. You ram your alpha ski vehlc.Tt&
into high gear.

The narrow machine shoots across the slick surface of the
Crystal Mountain, Guiding it expertly around the first bar-
rel, vou toss in vour red marker. Then, twisting the steering
dial with all your strength, vou race after the warriors ahead.

The mountain grows steeper as vou maneuver past barrels
two and three. You speed toward number four and dart in
front of two skiers. Pushing vour vehicle as fast as it will go,
vou inch ahead of more warriors. Your ski machine shakes as
vou charge up the mountain and land more flags into the
barrels.

Glancing ahead, vou think, Scarface is still in first place,
but I've passed half the CPU warriors. As soon as | pass the
other half T'll catch that Raster villain and beat him to the
finish line.

As the mountain grows steeper, stcering becomes increas-
ingly difticult, An alpha vehicle suddenly stalls right in front
of you, causing vou to skid into it and spin across the glassy
surface. Your ski machine stops dead.

You struggle to get it started again, but another warrior
loses control and ramms smack into vou! Luckily the shock
starts your engine and you fight to stay in the race as more
vehicles drop out.

“There are only three more barrels to go,” you say to
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vourselt, 1 must catch up!” Dodging around a stalled CPU
warrior, vou sce Scarface directly in front of vou, somehow
managing to keep his vehicle on the slippery course.

He scowls when he turns around and spots vou. lle places
his flag into barrel number fourteen and vou drop yours in
seconds later.

Then Scarface takes his multiweapon out and drags his
electrosword along the surface of the track, The glass surface
breaks wide open, creating a deep crevice, You slam on your
brakes and spin across the glass, Amazingly, vou slide to a
stop before your machine crashes over the Edg.{e

Suddenly Vidi appears, tlving overhead, "This I can fix in
an electroflash,” he says. Vidi bluﬁts his static beam at the
huge hole. |

The edges of the crack become very hot, and the glass
surface huhh]eq and flows. The two sides melt together. The
hole is sealed!

“Safc it is,” Vidi cries out. “Scarface vou can catch if you
hurry!”

You start up vour alpha ski vehicle and charge after the
Raster villain. Not far ahead vou sec him straggling to reach
the top of the steep mountain. Something is wrong with his
engine. As his skis weave toward the finish line, vou inch
closer. Fighting 1o climb the last lew hundreds yards, vou
toss vour flags into the last two barrels and race after the
Raster warrior.

His machine sputters and shakes as vou get closer. He
sees you approach and he fires his multiweapon darts, Twist-
ing out of his line of fire, vou swing around and drive
straight toward him. He tries to increase power, but his
engine stalls,

“All right!” vou cry as you fly past him and shoot across
the finish line.

The crowd cheers wildly from the bottom of the mountain.
The referee declares vou the winner as three Snidars grab
Scarface and take him away.

Vidi lands on vour shoulder. “Win we did!” he cheers.
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The robot referee rolls toward vou with the first-place
micromedal and savs, "Romiden. this medal will program
yvour obstacle course so that if vou hit an electrovock, binary
minutes witl he added to yvour total plaving time.

You take the medal and pat it in vour pocket underneath
Romiden’s gold cape. Max lands the evberevele nearby. You
and Vidi ¢limb in and the three of vou take off for the next
event.

If you have a computer, type in the fifth part of
your program:.

Commodore owners turntopage 178,

Apple owners turn to page 154
Lol o owners turn to page 170

When you are thraugh typing, cantinue the story by
turning to Chapter & on page 77.

if you aren’t using a computer:

Continue the story by turning to Chapter 6 on page 77.



chapter 5I3

"I want to compete in Silicon Sailing,” vou tell Max.

“Okay, Tl get there faster than vou can sav Autohogoti-
pholia,” he promises, swinging the cvele past the Crystal
Mountain,

As he heads tor the Silicon Lake, vou spot the starting line
below. It's crowded with spectators and warriors in brightly
colored capes. Snidar patrols surround the arca. You see
sixteen friangular boats with colored sails lining the edge of
the golden lake.

Max swiftly lands the eyberevele. When you jump to the
ground, the announcer calls out, "All warriors take vour
places at the starting position.”

“It’s too late,” vou say with a groan. “We're going to miss
this round of competition.”

“Not if we hurrv,” Max urges. "Romiden’s life is on the
line. T'll sign you in while vou and Vidi get into vour binary
hoat.”

Max runs toward the robot referee and Vidi helps vou into
the boat. Demonstrating the controls, he savs, "With these
vou will work the quadratic sails.” He pulls a lever and the
sqquarce sails Hap together,

"That looks like a baok opening and closing,” vou remark.

“Old-fashioned it is,” Vidi agrees. "But this miakes vour

i
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boat move.” Pointing across the lake, he continues, “Around
these rocks vou'll drive and collect vour flags.”™
“Which ones are mine?” vou ask, strapping vourself into
the slim craft.
“The red flags you must get,” Vidi answers.

The countdown begins. K 1ght .. .seven. . .six. .. five
. four . . . three .. . two . .. one! The starting buzzer
sounds.

“The race is on'” vou vell. The other hifteen warriors shoot
out into the Silicon Lake. You quickly pump vour sails and
struggle to catch up.

As vour boat wobbles across the golden lake, the other
warriors race smoothly ahead. You graby the steering dial in
one hand and mancuver the sail with the other. As vom
steady the craft, vou're able to pick up speed and inch closer
to the other boats.

Far out in front, vou see a member of the Raster gang
sailing toward the first rock. “That red-haired villain is ahead
of mel” you exclaim with a scowl. “But T'll catch him!”

With a burst of speed vou pump your boat forward. Youn
move swiftly around rock number one and capture vour first
red flag. Racing toward the second marker, vou fly past
three warriors.

When vou've secured tlags two and three, vou speed
around four more competitors. The wind starts blowing, and
vour boat swings to the right. You pull vourself back on
course as two other hoats tip over.

Dodging around the capsized crafts, vou sail as fast as you
can. The fierce wind sends huge waves across the lake. Each
one rocks your boat, filling it with golden water. Grabbing a
container attached to the side, vou start hailing. Then von
glance at the boats ahead .;‘Lnd notice thev are stalled too.
Thank goodness I'm not the only one, you think, while
guickly dumping water over the side.

Tossing away the container, you jump back in the race.
Speeding past two boats, vou grab another red flag. When
vou sail around one of the hage rocks, you spot the leader.
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“That red-haired villain may be in first place,” vou cry,
“but not for long, because here I come!”

As vou sail past another rock, a warrior wearing a black
costume flies past yvou. Pumping the sails with all your
strength, you fight hard to cateh up. When vou start to pass
her, the driver suddenly turns her hoat and accidentally
crashes into you!

You spin around and almost fall into the water. Her boat
tips over, hut vou struggle with the hand controls and steady
vour craft. You skillfully escape danger and jump back into
the race. Sailing faster than ever, vou breeze past three
WArTiors.

Only two flags lett, vou note happily. And that Raster
villain is still in the lead. I'm in third place now. but 1'm
moving up fast! you think, encouraged.

When vou pass the second- place warrior, the red-haired
villain sees vou. He draws his multiweapon and starts firing
clectrodarts at your boat!

“Oh, no!” vou cry. Water pours in through the side, but
vou quickly place vour foot over the hole.

He shoots again. This time he hits vour sails! When vou
try to pump thewm, they fall limp and vour boat stops. Sud-
denl}* Vidi appears, flving overhead. “Move out of my way!”
he calls out. “This sail I can mend in a billo-instant.”

You jump to the back of the boat as Vidi blasts his static
beam at the torn sails. Sparks fly and the shiny mesh fabric
melts together. "Mended it is.” Vidi squawks triumphantly.

(rabbing the controls, vou continue the race, capturing
two more flags and swinging around the last rock. The Raster
warrior is almost to the finish line.

You call out to him, “You Raster coward!”

Just as you expected, he turns and fires his multiweapon.
You swiftly turn vour boat in a tight circle, making a wave
big enough to tip him over. As he swims frantically in the
water, vou sail across the finish line.

The crowd cheers and Vidi flies overhead. “First place you
wor,  he cries.
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When vou land vour boat, a robot referee rolls up and
hands vou yvour micromedal. It explains, “This medal will
program vour obstacle course so that if vou hit an electrorock,
vou will lose a turn.”

“Thauks,” you tell it, dropping the medal in vour pocket
inside Bomiden’s gold cape. As vou head back to the
cvbercyele, two Snidars drag the dripping red-haired villain
out of the golden water. You and Vidi hop inside and Max
flies the vehicle into the air.

If you have g computer, type in the fifth part of
Your prograrmi;

Commodore owners urnto page 138,

Rople owiners turn to page 154

Lol o owners turn to page 170
{Uhen you are through typlng, continye the story by
turning to Chapter 6 on page 77.

If you arent using a computer:

Continue the storv by turning to Chapter 6 on page 77.



Chapter 5

Returning to the main arena, Max jumps out of the cyberevele
and strides across the dynabus parking arca. Vidi rides on
vour shoulder as vou follow close behind. Two red warriors
cross vour path.

Waving to vou, one shouts, “Congratulations, Romiden, it
ll:mks like you'll win the tournaments again.”.

“T hope you beat Hex Raster,’ agrees the other.

“You can bet I will.” vou tell them in vour deepest voice.
Thev both wave as they climb aboard a dyuabus.

“What's my next ev Ent" vou ask.

“Thermal Pola it is, rephes Vidi. “And cxciting it can be.
Two games there are. Much better the Hot Match is than
the Cold Match.”

“Don’t listen to that bird babble,” urges Max. “The Cold
Match is better by far.”

Vidi wildly ﬂape his wings. He insists, “To the Hot Match
you qh{mld go!”

No, ta]\e the Cold Match,” Max jeers.

Throwing up vour arms, vou ask, “"What's more important
is, which micromedal data 1 will reccive in each event?”

“T'll tell vou, pal,” offers Max. “The Hot Match micromedal
will make the Terminal Test's attacking negabeasts much
stronger. They will be able to smash their way through

v
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anvthing on the obstacle course. As a result, vou'll he given
more turns 1o play the game. The Cold Maich's medal will
make the negabeasts weaker, so that thev will be killed if
they hit any obstacles. But if vou choose this option, you will
have fewer turns in the game. Believe me, the Cold Match
is 4 much hetter event, but vou must decide for vourselt
what vou want. What's vour choice?”

You carefully consider how each one will affect the final
game. Then vou tell Max and Vidi vour choice.

“T'll drive vou there by dynabus,” savs Max. "I don’t want
to take my cyberevele because the electroengine was acting
up.”

Max jumps inside the dynabus that will tuke vou to the
Thermal Polo grounds. Vidi hops in beside him: As vou
reach for the door, a sharp object jabs vou in the back.

A voice from behind savs, “Don’t make a move, Romiden,
or vou'll be dead.”

You freeze in the doorway. Glancing to the side, vou see
Hex in his long green cape, with three of his henchmen.
“Get off the bus,” Hex orders.

You turn to run. but one of his men grabs vou by the
neck. He slams his multiweapon into vour ribs. Do what
the boss savs,” he shouts.

When vou get out of the bus, Hex fires electrodarts at
the bus’s control panel and the door slams shut. “Ha,”
he laughs. “Your little friends won’t get out of there for
a long time.”

Grabbing vou by the arm, Hex pulls vou into another
dynabus. He shoves you to the floor. One of his men straps
your hands together. The bus races out of the parking area.
It bwists and turns wildly as it speeds away.

“I've finally beaten vou, Romiden,” Hex bhrags. “"When
you miss your next event, vou'll be dlsqlmllhed from com-
peting in the final Terminal Test.’

“What are vou going to do with me?” vou ask.

"I haven't decided.” Hex replies with a sneer, “W uundmg.,
vou with my magic Ilé,hf_ﬂl]]g Sord didi ESesiite worke"
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The bus turns a sharp corner. One of the gang members
says,  We're almost to yvour next event, boss.”

“Pertect,” Hex replies. He kicks you in the ribs. I have to
wo and win my next micromedal,” he savs, “so Tl take care
of vou later.”

The vehicle stops. Turning to his man, Hex says, “Keep
Romiden hidden until myv race is over. We'll deal with him
later.”

Hex leaves the bus, You struggle to sit up. A Raster villain
pushes you to the ﬂ(mr and you land face down. "No tl‘i{'kﬁ-},”
he says with a growl, “or 'l take care of vou myself.”

When vou twist the straps on your hands, the metal ties
ent into vour wrist. You try to break free, but thev hold
tight.

Outside you hear a referee anmouncing the countdown.

One of the gang members leaves the vehicle. The other
two aim their multiweapons at your head. A starting buzzer
goes otf, and sounds of the cormpeting warriors fill the air.

Lying face down on the floor, you carefully check for vour
own multiweapon. A tiny smile crosses vour face when vou
feel it under your cape. You slowly reach inside the gold
cloth and grab your weapon even though vour hands are
tied. You set it for electrodarts.

You watch the two Raster villains and wait for a chance to
strike. They don’t move an inch and neither do vou.

Suddenly you kick the seat near vour foot. Both viliains
arc tooled by vour trick and lire their weapons toward the
back of the bus. With a burst of energy vou slip out of your
bonds.

jumping up, vou fire at both of them. Electrodarts fly
through the vehicle and one villain goes down. The other
shoots back. He ducks behind a seat but you catch him by
surprise and knock him out cold.

You run to the driving controls and try to start the bus.

I think this is how Ramda did it, vou tell vourself as yvou
press the buttons and pull the levers. The engine starts
and the vehicle shoots forward. The third gang member
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spots vou escaping, e fires at the bus as it pulls away.

“Now what do I do?” vou say uncertainly. "How do T get
to the Thermal Polo grounds?” Searching across the control
pancl. vou tind a pouch of data tahleta You pull one out, It's
labeled “Numeric Tolk Tunes.”

Tossing it aside you grab another. "Lazarius Recites Smole
Poetry,” the label reads.

A third tablet says, “City Map and Restaurant Guide to
CPU Central and Surrounding Suburbs.”

“That's more like it,” vou say, slipping the tablet into a
slot on the control pancl. A maze of lines appears on the
miniviewing screcn. Turning a dial, vou find vour location.
You plol vour course through the city strects,

The bus speeds past green and white buildings. Checking
the map, vou notice, All I have to do is follow this road until
[ reach the Hacker Snacker Café. T'll turn right, then drive
until I come to the Thermal Polo grounds.

Mancuvering the bus as quickly as possible, vou hope vou
can still get there in time. Yon turn the corner and 51)1—‘-1—“-(1
through the streets.

The builldings end and vou spot the familiar tournament
flags ahead. You flv into the parking area and slide to a stop.
As vou hop ont the door. vou hear the spectators cheering,

“Oh, no'” vou shont. “The polo matches are over.”

The referee announces the winners, You slump down in
the doorwav and lower vour head. “T've failed,” vou moan.

“No, vou haveu't,” says a voice beside vou.

Turning quickly, vou see Ramda wearing the same cos-
tume vou are! She even has a gold helmet under her arm.
Max is beside her, and Vidi flies above.

She asks, “You are the ridu of the light—correct?”

“Yes,” vou tell her sadly. “17rom the Land of the night, and
1 pdss{*d tllmngh the glass and all that.”

“What's going on?” von ask.

Max savs, "Vidi and I escaped trom the dyvnabus, When I
told Ramda what happened, she insisted on entering the
polo matches in vour place. We had o spare costume.”
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“T had to,” she explains. “There was no one else 1 could
trust. All will be lost if my father does not win the
tournaments.”

Fluttering in the air, Vidi chirps. “Your Thermal Polo
choice I did tell her. That micromedal she did win.”

Ramda hands you the silver metal disc. “T'm afraid 1
only came in third place. But that's pretty good consid-
ering I haven't trained for kiloyears like the other warriors.
Unfortunately that drops vour total score down to second
place.”

Vidi flies onto her shoulder. “One guess who the first-
place warrior is,” he says.

Slamming vour fist into your hand, vou vell, "Hex
Raster!”

“You have one last chance to beat him,” advises Ramda.
"My father’s life level has dropped down to three units of
energy. The Laser Joust is our last hope of saving him and
Venturia, ~

“I can do it,” you assure her.

Ramda lowers her head sadly. “I hope so,” she says
softly. "He's very weak and pale. I must return to take care
of him now.” She rushes away with Vidi perched on her
arm.

Whether you choose the Hot Match or the Cold
Match, be sure to write down your choices on
the Option Sheet on page I26.

If you have a computer, type in the sixth part of your
program:

Commodoreowners turntopage 140,
Apple owners turn to page 157,
Lol o owners turn to page 172,
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When you are through typing, continue the story by
turning to Chapter 7 on page BY.

If you aren’t using 8 computer:

Continue the story by turning to Chapter 7 on page 84,



chapter 7

“You can beat Ilex Raster, pal,” says Max, slapping vou on
the back. “Ilop in the dvnabus and well zoom to last tourna-
ment game hefore the Terminal Test.”

“What's this event about? vou ask as you follow Max and
Vidi into the bus.

“It's called Lascr Joust,” explains Max. "1 like that one,
but it can be real rough. You'll have to think fast and operate
the hand controls like a pro, or vour mechanical kiloknight
will be destroved by your opponent's laser lance.”

“At least that doesn’t sonnd impossible.”

“No, of course not,” Max assures vou, gniding the dynabus
into the air. “But the Laser Joust is Hex Raster’s best event.”

“1 hope I don’t have to competc against him,” vou ner-
vously reply.

“Worry you must not,” savs Vidi. “Very well you will do.”

“I'll try as hard as 1 can to win the tournaments and secure
the magic Z-ring,” vou announce with renewed confidence.
“By the way, what is the Z-ring?”

Swinging the dynabus through the air, Max explains, “The
Z-ring has many magic powers. It protects the wearer from
harm and it's used to sct Venturia's master time clock,”

“Where did it come from?” yon ask.

Max explains, “In the early kiloyears of the CPU, the wise

j )
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old Calculords created it for the ruler of Venturia. The
leader wears it at all times except during the CPU tourna-
ments, when it is enclosed in a time-lock vault.”

“Now [ understand,” vou tell him.

Suddenly a loud buzzer goes off. “Quiet evervone,” orders
Max. "There's an emergency message for me.”

He picks up the audio link and says, "M. E. Maximus
here. What's the problem?”

A low voice says, “A band of Raster gang members just
tried to break into the Z-ring vault!”

Turning around, Max says, “I'll have to drop vou off at the
jousting tield and go back to the arena. T'll call Pixer and
Poke and tell them to meet us there.”

Vidi jumps out of his seat and eries, “Double trouble they
will be!”

Flving across CPU Central, Max jerks the bus to the right.
Vidi tumbles to the floor. He sits up and shakes his head as
Max smiles to himself.

“T'm about to land,” savs Max, swinging the vehicle around
a large red field. You can see the spectators moving to their
seats and warriors assembling to the side. Max lands the
dvnabus, in a nearby parking area. You and Vidi hop out and
wave good-bve.

“Good luck,” Max tells vou. “Pixer and Poke will be here
soon.” He shoots the bus into the air and speeds across the
sky.

Vidi rides on your shoulder as you approach the jousting
field. You weave through the dynabuses when out of no-
where someone grabs vou and Vidi from behind!

“Raster villains!” you shout. “You won't get me.”

Vidi tries to break loose, but a gang member squeezes him
in his hands.

Strugglhng to get away, you ram vour clbow into the
attacker's stomach. e doubles over and you break loose.
Turning to run, you slam right into Hex Raster! You jump
back. He draws his lightning sword, and sparks fly as he
swings it close to vour chest.



86 SETH MCEV(Y AND LAURE SMITH

He pulls vou toward him. “I've got you now, Romiden,”
Hex savs with a snarl. “This time I'll give vou a double shot
of mv sword.”

Muaking vour voice as deep as possible, vou snarl and say,
That what vou think!”

“Ha,” laughs Hex. “You won't beat e this time, Or ever
again.”

You quickly twist to the side and wrestle to break free.
Hex's sword sparks and crackles as he touches it 1o vour arm.
Although it doesn’t tear vour clothing, it sends a fierce shock
through vour body, hurtling you to the ground. Two of his
henchmen hold vou down with their feet, Ilex is about to hit
vou again when suddenly a piercing whistle blows nearby.

One of the gang members shouts, "The Snidar patrol’s
coming!”

“l.et's get out of here,” Hex vells. "But I'm not finished
with you, Romiden. You'll never win. I'll be the next leader
of Venturia.” Hex and his gang jump over vou and run
around the dvnabuses. .

Pixer and Pcke rush to vour side. Thev help vou to vour
feet and straighten vour cape. Vidi settles onto vour shoul-
der and Pixer sticks her tongue out at him. Vidi folds his
arins and shakes his head disapprovingly.

“"Where are the other Snidar patrols?” vou ask.

“There aren't any,” Poke answers. “"We've got one of their
Fifo whistles.”

You stroke vour sore arm and sav, “Pretty good! You sure
fooled Hex and his men.”

“Are you okay?” asks Pixer with a worried look on her
face.

“Of course,” von answer. T didn’t get the full force of that
magic sword of his. Come on, let's get ready for the Laser
Joust.”

“Right this wav,” says Poke, bowing and extending his
arm toward the playing field.

When vou reach the edge of the huge Laser Joust course,
a robot referee announces, “All warriors must now choose

L
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between the singles competition on the ground or the group
competition in the air. The Terminal Test contains power
stations that vour vehicle can enter. Your choice now will
determine whether a power station will increase vour tuoel
supply or subtract hinary minutes from the total needed to
win the game. The micromedal for the ground game will
allow a power station to increase your fuel, The acrial com-
pf:’[ltlun s medal will decrease the binary minutes needed to
win the game if vou enter a4 power station. Make vour
choices,”
You quickly consider which strategy vou would prefer.

fyou choose the ground competition, turn fo page
59.

ff you choose the air competition, tum o page 93,

Be sure to mark vour choice on the Option Shect on page 128,



chapter 7a

“1 want to trv the ground competition.” vou tell Pixer.

“The jousting lanes are on the right,” she explains. “The
kiloknights are lined up on the left.,”

Joining the other warriors, vou see a row of silver robots at
both ends of the viewing stands. Thev have man-shaped
bodies with big shoulders and arms.

Eight parrow lanes run in Front of the spectator stands.
There is a robot knight at each end of every lane, and long
blue pole stands next to all sixteen robots. The silver ma-
chines sit inside sleek black vehicles.

Pointing to the vehicles, vou ask Vidi, "What are those
contraptions? They Took like miniature rocket ships.”

He answers, “The laser sleds they are, and fast thev do 2o.
By remote control you will drive vours down the jousting lane.”

“When the two knights meet in the middle.” Poke ex-
plains, “vou knock vour opponent out of its jetsled with vour
laser lunce,”

“Is that the long blue pole in the robot’s hand?” yvou ask.

“Right,” savs Pixer. “The winner is the first warrior to
defeat his or her opponent.”

You sign in with the robot referee. 1t informs vou,

“Romiden, vou will compete in lane number one. Hex Ras-
ter is vour opponent.

=Q
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“"Oh, no!” vells Poke.

“Triple oh no!” Pixer adds.

Vidi sayvs, “Hard it will be to beat Hex Raster, but you are
the one who can.”

“Thanks,” vou reply, letting out a deep breath.

Walking toward your lane position, vou add, "I sure hope
one of you can give me tips on how to win this event.”

“Smash your laser lance into the middle of Hex's knight,” ”
Pixer explains, punching her fist into the air.

Jumping up and down, Poke cries, “Knock its head off.
That'll stop it.”

Vidi flies into the air. “Let Hex know not what yvou plan to
do. Surprise is most important.”

“That's a good plun,” you agree. “Ull sarprise him.

You arrive at vour remote-control terminal and Vidi lands
on top of the screen. Your robot kiloknight is directly in

front. Far down the lane vou can sce llex Raster preparing
tor battle.

The spectators wave their colored flags as the Snidar pa-
trol polices the area. Poke explains how the controls work
and the countdown begins.

Vidi and the twins slip away into the viewing stands.
Gritting your teeth, vou clench the jetsled lever in vour left
hand and the laser lance dial in vour right.

The starting buzzer sounds. Pu'ahm;_, vour knight forward,
you point vour lance straight down the track. Hex charges
toward you. He's aiming his lance at vour robot’s chest!

The sleds grow closer. The laser weapons are aimed di-
rectly at each other. “Should 1 pull away?” you ask yourself.
“1f T do, Hex will stab my robot and knock it out of the race.
It T don't, 1 have no idea what will happen.”

Suddenly both lances smash into each other. A crack of
electricity rips through the air. Sparks fall to the ground as
vou madly twist all the hand Lﬂl’ltl‘ﬂ]b You pull your weapon
to the side—at the same instant Hex does. Your jetsled
slides past his and vou bring it to a halt.

Reversing the controls, vou return to the starting line.

1%
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The referce sounds the buzzer and the second round begins.

The two kiloknights charge together. The lances nearly
collide, but von pull yours awayv and slam it back for a
surprise hit. The blue laser beam lunds on Hex's sled. 1t
burns a hole in the side.

You swing hard at Hex's knight in round three, but he
darts out of range. When you attack again, Hex strikes yvour
knight across the middle.

It bends to the side but somehow holds steady in the sled.
The lance falls forward but vou shift the controls and com-
pensate for the injury. When the next round begins, the two
robots lunge for each other again. Hex hits vou once more.
Sparks pour across the track when he flings his lance into
vour sled.

The vehicle wobbles and shakes when you return it to the
starling line. Storming toward Hex's kmf,,ht vou struggle to
hold up the lance. Hex qued@ straight toward vou.

“I'll stop you, Hex Raster,” you mutter, skillfully twisting
the hand controls. Slal‘nmmg vour lance against his jetsled,
vou burn a larger hole in the side. Sparks dance wildly
through the air.

Hex retreats and prepares to attack again. This time he

charges faster than ever. His laser lance smashes across vonur
kiloknight and slices its arm off! The robot slumps to the
side. It uearly falls out of the sled, and the lance is wedged
sideways across the vehicle.
- You pound at the controls, but the knight hangs limp over
the cdge. Drawing the tangled vehicle back to the starting
line, vou think, T may nol have much chance, but I'm going
to give it one last try.

The buzzer sounds and the next round begins. You drive
forward as fust as you can. Hex aims straight for vou as he
drives his kiloknight down the track.

Suddenly you reverse the controls and jerk vour sled to a
stop. You twist it to the side and Hex slams into your luance.
In an explosion of sparks, it cuts his knight in two!

His laser lance falls to the ground and the crowd roars its
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approval. Triumphantly yvou return vour kiloknight to the
starting line.

A robot referee rolls toward you with your micromedal.
Taking the medal from the robot, you ask, “This will give my
Terminal Test vehicle the ability to get more fuel it T enter a
power station, right?”

“Correct,” agrees the referee,

Vidi Hlies onto vour shoulder. Pixer and Poke jump into
the air as they run toward vou.

“You did it!” thev call out. “Hex is beaten,”

“If T can win the Terminal Test, Romiden will be saved,”
you add,

Vidi savs, “Venturia also will be saved.”

“Let’s get to it,” vou cheer.

If you have a computer, type in the severith part
of your program:

Commuodoreowners turntopgage 142,

Apple owiners turn to page 159,
Coco owners tum to page 174,

When you are through typing, continue the story by
turning to Chapter 8 on page 97.

If you aren’t using a8 computer:

Continue the story by turning to Chapter 8 on page 97.



chapter 7l:|

“Which way to the aerial competition?” vou ask.

Poke tells vou, “The inhinity fliers are lined up on the
left.”

Crossing the red field, vou sec sixteen small black vehicles
in front of the viewing stand, with a flat triangular wire
wrapping around each one. The fliers have open tops, and
silver robots with broad shoulders and large arms are seated
inside. Long blue poles stand at their sides.

Pointing to the man-shaped machines, you ask, “Are those
the kiloknights?”

“Yes, my friend,” answers Vidi. “Bv remote control you
will fly them through the air. The laser lance is the long blue
pole. With it you must battle the other warriors.

Pixer waves her arms and jumps in the air. She shouts, “I
love it when all sixteen infinity fliers are battling across the
sky. The laser lances smash together and sparks pour across
the tield.”

“More than that falls before the game is over,” warns Puke
grimly. “The winner is the last remaining kiloknight. The
other fifteen either collide together or crash to the ground.”

Pointing to the glass-covered viewing stands, vou ask, “Is
that why the speclators are enclosed in glass?”

(A1)
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"You guessed it,” Poke says. “Your remote-control termi-
nal will be protected too.”

You register with the robot referee, who assigns vou to
vour terminal. Your infinity flicr is parked in front. You take
vour place and position voursell next to the hand controls.
Pixer explains how they work.

Suddenlv Poke grabs vou by the arm. “Hex is in this
race,”  he savs frantically.

Throwing her arms into the air, Pixer shakes her head and
shouts, “"Oh, no! He always wins this event.”

“That's not very encouraging,  vou say with a sigh.

Vidi flies onto vour shoulder. He encourages vou by saying,

Beat hiin vou can. Tust hit hard, hit {ast, and vou will win.”

“Sneak up from behind,” urges Poke. “Use your lascr
lance to knock those fliers upside down. Then watch the
kiloknights fall out on their heads.”

“T'll do that,” you tell him as he, Pixer, and Vidi slip into
the covered viewing stands.

The countdown begins. You spot Hex at a nearby termi-
nal. The starting buzzer sounds.

Pulling the controls, vou raise the flier into the air. Your
kiloknight rides securely inside. The laser lance is gripped in
its hand. As vou turn the control dial, the weapon rises into
position.

While the other warriors prepare their knights, two fliers
battle together. One lance smashes into the other robot, An
arm flies off and falls to the ground. They attack again. The
two infinity fliers collide and explode across the sky.

You dodge away from the debris and swing vour robot
knight thrung_,h the air. Striking a flier with your lance. vou
burn a hole in the side. It spins upside down and its knight
falls to the ground. The empty flier lands on top. The crowd
cheers wildly as it explodes.

Laser lances slam against the knights. Infinity fliers crash
into each other. Lances smash together and blazing bolts of
lightning erupt from the collision.

Aiming vour lance at a kiloknight, vou charge straight
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ahead. The laser weapon knocks its hcad off. It hurls into
another knight. They both spin to the ground and blow up.
One by one the fliers fall from the skv.

“There are only three lett,” vou say to vourself. “I wonder
if one of them is Hex,”

When you glance over at his terminal, you see him work-
ing the controls. He's still in the race, vou realize, But not
for long.

You twist the dial and guickly swing your lance. It slams
into one of the fliers and knocks the robot out of its scat. The
knight and flier fall from the sky.

Then a lance hurls against your flier. Your wing breaks off
and vour vehicle begins to tip. Skillfully pulling the steering
lever, you struggle 1o keep vour eraft in the air.

To vour left, vou hear Hex laughing. “T've got vou now,
Romiden,” he says with a sneer.

He drives his black infinity flier straight at yours. His
lance knocks vour kuight's arm oft. With all your strength,
you fight 1o keep in the game. Hex swings around and
attacks again. You dodge out of the way but vour tlier sput-
ters and shakes. As it weaves through the air, Hex circles
and jabs holes in the side. You try to use vour tance bul the
craft is unsteady and tips casily.

Hex circles his flier overhead and von lower vour vehicle.
He flies underneath aud spears vou from below. You slam
the hand controls off and dive your vehicle toward the ground.
Rapidlv descending, vou crash on top of Hex's vehicle. As
vou fall downward, his lance pierces straight through vour
flier. You push Hex to the ground and his machine blows up.
Pulling vour flier up with all vour strength, vou narrowly
avoid crashing on top of the hurmng vchicle,

The crowd jumps up and shouts with joy. You let out a
deep sigh and bring vour kiloknight and flier safely to the
ground,

Pixer and Poke rush toward vou, screaming, “Hooray!”

The robot referee hands vou vour micromedal, explaining,
“This medal will allow vour Terminal Test to subtract
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binarv minutes from the total needed when vou enter a
power station.”

You place the medal in vour pocket with the others. Vidi
tlies onto vour shoulder. He boasts, "I was right, don't vou
see, Hex vou did beat.”

Pounding vour fist into vour hand, vou declare, “"We're
one step away from saving Romiden. All T have to do now is
win the Terminal Test.”

“Save Venturia you will,” Vidi adds.

“There’s no time to waste,” vou reply. “Let's get moving,”

If you have a computer, type in the seventh part
of your program;

Commodoreownersturntopage 42,

Hpple owners turn to page 159.

Colo owners turn to page 174,
LWhen you are through typing, continue the stary by
turning to Chapter 8 on page 97.

If you aren't using 8 computer:;

Continue the story by turning to Chapter 8 on page 97.



chapter 8

"Oh, look!” says Max, pointing to the main scoreboard.
“Each warrior's total score is- being tabulated. Any binary
second we'll find out who's the winner.”

The final scores are posted and the crowd cheers and
stamps their feet.

“Romiden is the first-place winner,” shonts the announcer.
“"He will be the first CPU warrior to compete in the Termi-
nal Test. If he wins, he will remain leader of Venturia.”

“All right!” you shout. Pixer and Poke throw thcir arms
around each other as they jump up and down. Vidi flips over
backward.

The spectators wave their flags, velling, “Hoorav!”

“If Romiden loses,” continues the anmouncer, “the second-
place winner will be allowed to compete.”

“Look who's in second place,” Pixer says with a moan as
she points to the scoreboard.

“Oh, no!” shouts Poke. “It’s Hex Raster! Even though vou
creamed him in the Laser Joust, he'd already won so many
points that losing didn't hurt his overall score very much.”

Poke grabs you by the arm. “You must win the Terminal
Test. It's a treacherous event that requires all your mental
powers and instincts.”

“You can do it,” Pixer exclaims.

97
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“T'll do my best,” vou assure her. “Where is the Terminal
Test held?”

Poke pulls your arm. “This way, he says. "We have to
take a dynabus back to the main arena.”

The twins run to the long white vehicles. You hop inside,
“T'll get us to the CPU arena,” says Pixer, taking over the
driving controls.

When the bus pulls away, Poke cries out, “Hex is behind
us!” He vells to Pixer, “You can’t let him catch us.”

“He won't,” she answers, pushing the controls to high
speed. The vehicle jumps forward and flies through the city.
Hex tries to keep up, but Pixer twists around the corners as
fast as possible.

Hex drops out of sight as vou near the arena. The huge
white structure is filled with spectators waiting for your
arrival. Colored flags fly overhead. Pixer glides the dynabus
to a stop directly in front of the arena.

You, Pixer, and Poke jump out and run for the entrance.
There's no one in sight. Then all of a sudden, Hex Raster
jumps out in front of you! Drawing his lightning sword, he
savs, Youre not going to take one step inside that arena,
Romiden. When vou don't appear for the Terminal Test, T'll
he the first competitor. I'll tuke the Z-ring and stop the
master time clock. You and all vour Venturian friends will
freeze in your tracks.”

Without saying a word you reach for your multiweupon,
twist the knob, and slam your sword into his. Sparks fly into
the air. The blue electrocoil of your weapon slices back and
forth as you battle the Raster villain.

He lunges at vou. Jumping to the side, you swing and land
a blow. Hex angrily raises his sword and fights with all his
strength. Struggling to stop him, you maneuver vour sword
as fast as you can. His weapon and yours crash together and
erupt in a shower of sparks.

Behind Hex, vou see Pixer and Poke running toward you.
They slam into Hex's back. He stumbles forward, his sword
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falling out of his hands. You kick it to the side and run for
the arena entrance. Pixer and Poke race behind vou.

Entering the arena, vou wave to the cheering crowd.
Festive music is blasting through the air and the crowds are
wild with excitement. Huge viewing screens line two sides
of the huge square structure. A platform has been placed in
the middle of the plaving ficld. The Z-ring Vault is posi-
tioned to one side. Max stands beside it. An elaborate set of
remote controls stand on the other.

A robot reteree rolls across the platform. It says to the
third- and fourth-place competitors, “Take your places.
Romiden will soon begin the tinal game of the tournaments.”

As you climb up the steps, Hex Raster runs to your side.
You reach for your multiweapon, but he flies past you and
takes his place beside the other two warriors. The crowd
boos his arrival, Hex throws back his head and laughs.

Max shakes vour hand as vou step onto the plattorm.
Congratulations, Romiden,” says Max, giving vou a know-
ing wink. He raises vour arm and the crowd goes wild. They
wave their multicolored flags. As the cheering continues,
Max whispers, “Romiden’s life level has dropped below one
unit. He hasn't got much energy left.”

You nod vour head and glance at Hex Raster, who scowls.
“T won't let Romiden die,” you whisper.

The robot referec rolls to vour side and instructs you to
take your place at the hand controls. It briefly tells you how
they work. Turning to the crowd, it announces, “The Termi-
nal Test will now begin. Romiden will have the first chance
to competc. Please be silent as vou watch his progress on the
large viewing screens. He will drive his remote-control
vibrovan through the treacherous obstacle course. Danger-
ous negabeasts will threaten him and the deadly electrorocks
must be avoided at all costs.” The robot turns to you and
continues. “Romiden, # you can cross the entire course in
the allotted time without losing all of your turns, you will be
the winner and continue as the ruler of Venturia.”

The referee instructs vou to place your seven micromedals

(14
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into the red slot. You pull out the small silver discs and slide
them inside.

The two huge viewing screens light up. Colored squares
spin in all directions. The screen clears. The scoring count-
ers appear on the bottom, lighting up as you tightly grip the
hand controls. You prepare to fight vour final battle.

If you are using a computer and have tyuped in alf
saven segmerits of the program;

You are ready to piay the game and save Venturial
Turn to page 123 for final instructions.

When you have won the game by completing the
Terminal Test, turn to page 110 for the end of the
story.

If you arent using a8 computer:

Turn to page 102 for the battle simulation. Only vou can
save Venturia!



Game Simulation:
The Terminal Test

You take a deep breath. The spectators silently watch the
viewing screens. Your vibrovan appears in the center and
the nhlectq that make up the Terminal Test obstacle course
start rolling up from the hottom of the sercen.

Biting your lip, vou push the hand controls forward. The
obstacles you have chosen move swiltly up the screen. Your
vehicle darts through the landsecape, twisting and turning as
vou dodge around the dangerous electrorocks. Negabeasts
rush toward your van. You jerk the controls and narrowly
escape their first attack.

Turn the page and follow the rest of the battle
simulation. When you come to each segment,
check the Option Sheet on page I28 1o remember
what your choices were.
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Segment |
Choice la: AC Rivers

Your vibrovan is too far to the left on the swiftly moving
landscape. You spot an AC river coming toward you. Grip-
ping vour joystick tightly, vou try to catch the river before it
rolls past you. You almost miss it, but vou're determined to
take vour chances and plunge in! You can’t be sure whether
the current will carry vou left or right. Luckily, the river
moves you along to the right, putting you in the center
again.

Cholce Ib; OC Tunnels

Your vibrovan is in a dangerous position on the swittly
moving landscape. The only thing that can save you is a DC
tonnel! You spot one coming at vou, but voure not sure
whether you can make it in time. You push the joystick and
barely reach the mouth of the tunnel just betore it passcs by.
You dw;u in brav ely, not kn{)wmg where it will come out.
You disappear from the screen and return a moment later in
a safe place.
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Segment 2

Choice 2a; Leap Over Electrorocks

Evervthing on the screen is moving quickly from top to
bottom. You spot several electrorocks coming up at yvou. If
vou don’t get out of the way, vou'll be in real electrotrouble!
Steering vour vibrovan expertly, vou avoid the first rock
easily before it can crash into vou. A second one appears,
but again vou avoid it. The rest are packed too close to-
gether, so vou'll have to leap over them! You push the
control button and your vibrovan leaps over the deadly
clectroracks to safety.

Cholce 2b: Blast Electrorocks

It's all you can do to avoid the objects moving from top to
hottom on the screen. Several deadly electrorocks are com-
ing at vou rapidly. You must avoid them or vou'll regret it!
You could blast them, but if vou do, youll use up precious
fuel. You swiftly maneuver vour van out of the way, avoiding
the first few rocks. Suddenly you realize that vou're trapped!
Taking careful aim. vou blast the electrorocks out of the way
and, for the moment, vou're safe.
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Segment 3

Choice 3a: Drop Bombs on Negabeasts

A negabeast chases vou sideways across the moving land-
scape. You can't let it touch vou, so you pull vour joystick
hard to the left and move away. You don’t go far before a
new beast blocks vour path. You move upward, hoping to
avoid it, A third negabeast charges at you, stopping your
escape! You're trapped! Swiftly vou press a button, dropping
deadly bombs around vou. Still following vou, the negablasts
hit the mines. They blow up and vou are saved!

Choice 3b: Shoot Negaheasts

Moving down the deadly obstacle course, you can't seem to
escape from the negabeast who is gaining on vou. No matter
which way you turn, it tollows. A second beast joins the
chase, and vou can see a third moving toward vou! You
dodge out of the way just before it hits vou, but you're
boxed in by the heasts. You dive between two and they
crash into each other! But thev quickly follow and a fourth
joins them. You press the button and blast them all just in
time!
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Segment Y

Choice Ya: Metal Mountains

You move vour vibrovan swiftly through the dangerous land-
scape. Moving left to the center of the screen, vou see that
you are in for trouble. Rising up from below is a range of
Metal Mountains, You trv to get out of the way, but there
isn't enough time! Entering the mountains, vour sturdy
vibrovan climbs up the slopes, using up extra fuel. You exit
as quickly as vou can, but vou've got to keep a sharp eve out
for other mountains or vou'll lose more fuel.

Chaice Yb: Hydrolakes

Dodging quickly through the dangerous landscape, vou spot
a big Hvdrolake rising before you. You skillfully pull vour
jovstick, hoping to aveid the deadly lake. Quickly caleulat-
ing, vou realize you're going to hit it. The only safe way to
cross it is by uniboat. You push hard and dive into the boat
just as you come to the shore of the lake. The uniboat
protects vou from the lake’s deadly liquid as vou sail across.
You reach the other shore and exit safely.
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Segment 5
Choice 5a: Rdd Minutes from Electrorocks

You examine the scoreboard and sce there are only a few
binary minutes left until the end of the game! You look back
just in time to sce that an electrorock is blocking your path.
You dodge away from it but another deadly rock is hiding
right behind it. You crashing into the electrorock! More min-
utes are added to the total amount needed, making the game
longer. You speed your vibrovan away and keep going through
the obstacle course.

Choice 5b: Lase Turn from Electrorocks

Glancing at the scoreboard, you see that vou're doing well.
Suddenly vou realize that your vehicle is going to hit an
electrorock! You serve out of the way and keep going. Groups
of electrorocks cover the screen, and vou swerve right and
left. You hit one! The screen goes blank and you have lost a
tum. You have several turns left, but you must be more
careful, because more dangers lie ahead on the obstacle
coursc,
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Segment 6
Choice ba: Stronger Negabeasts

You have been playing a long time. No matter what you do,
the negabeasts keep on coming. You dodge around an
electrorock, trying to confuse the beasts following you. They
smash right through the rock! The negabeasts are so strong
that nothing stops them. You manage to destrov one but
as soon as you do, another is created on the screen. You
get two others and have a few moments to rest. Then vou
must dodge and dart around the screen, avoiding more
negabeasts.

Choice bb: Fewer Turmns

Two negabeasts pursue vou through the dangerous land-
scape. You dodge around an electrorock without touching it.
Since” the negabeasts follow you in a straight line, they hit
the electrorock and are killed. le check your score and
turn back only to see that new negabeasts have surrounded
yvoul You trv to escape, but the negabeasts close in fast.
The screen goes blank and you lose a turn. You've got to
be more careful, because you've only got a few more turns

left.
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Segment 7
Choice 7a; Power Station Rdds Fuel

The game is almost over! If you can stay alive for a tew more
binary minutes, you'll win the gamel A cluster of electrorocks
suddenly appears in vour way and you use all vour fuel to
steer around them. You drift helplessly as the negabeasts
close in. Suddenly vou see a power station directly ahead.
Your vehicle drifts into it and you're able to get more fuel
You speed away, avoiding the beasts. The clock ticks off the
last bhinary minute and you have won!

Choice 7b: Power Station Subtracts Minutes

You have only a few more hinary minutes to go bhefore the
game is over! You jerk vour jovstick but nothing happens.
You've run out of ftuell Chasing behind you are more
negabeasts. You can't kill them and vou're out of extra turns!
All of a sudden vou spot a power station moving toward you.
Just before the negabeasts attack vou, the vibrovan hits the
power station and enough hinary minutes are subtracted
from your total playing time for you to win the game!

furn to page 110 to end the story.



chapter 9

“Romiden is the winner!” shouts the referee. “"Ile will re-
mnain the Venturian leader.”

The spectators rejoice. They whistle and stamp their teet.
Coelored flags flv into the air and shower acress the playing
field.

Max throws his hat up high and cheers, "We did it!”

Hex jumps to his feet. He scowls at vou and runs out of
the arena.

Now that the game is over, the Z-ring Vault is activated.
Its huge golden door opens. A beautiful gold ring lies in the
mlddle magically suspended in inidair. It sparkles with a
blmdmg shimmer of white light. A red glow fills the inner
chamber. The crowd marvels at the magnificent sight.

The robot referee instructs you to reach inside. You place
your hand into the vault. A tingling sensation encircles your
arm. You slide your middle finger through the ring. A flash
of bpdrldmg white light flares up around it. You hold the
glowing ring out to the crowd. They grow silent and bow
their heads.

Suddenly a dynabus flies onto the playing field. It spins to
a stop befure the plattorm. Ramda and Vidi jump out. The
crowd louks up and buzzes with confusion.
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Four Snidar patrol officers carry Romiden from the bus.
Pixer and Poke run up and help them. The spectators jump
to their feet as he's carried up the steps.

The Snidars place him on the floor. You kneel at his side.
Romiden is pale. Ramda lifts his limp arm. “Put the Z-ring
on his finger,” she urges.

You slide the magic ring onto Romiden’s hand. He doesn’t
mave. Ramda looks worried as she squeezes his fist against
her chest. Vidi sits silently on her shoulder. Romiden re-
mains still and lifeless.

The spectators grow more confused when slowly Romiden
lifts his arm. He opens his eves and tries to sit up. Ramda
gently pushes him back and strokes his head. Calling for silence,
she explains to the crowd what has happened. They gasp.

Romiden turns to vou. “Thank vou,” he murmurs. “You
are now the rightful ruler of Venturia.”

“No, sir!” you tell him. “T want to give the Z-ring to you.
You are the true leader.”

“Again I must thank vou,” Romiden insists. “All of Venturia
thanks you. Will you stay and join our victory celebration?”

“T'd really like to,” vou tell him, “but I'd better get home
before somebody discovers I'm missing.”

“I understand,” he agrees. “Place both hands upon the
Z-ring. Close your eyes and repeat the password phrase.”

“Wait!” says Ramda. “Before vou go I must thank you for
all you've done. T can never repay vou.”

“Nor I,” adds Vidi.

Pixer and Poke grab hoth your arms. “Good-bye!” thev
tell you.

Max slaps vou on the back as you place your hands over
the magic ring. You close vour eyes and slowly repeat the
password phrase:

“Riders of the light,

From the land of the night,
Will pass through the glass
Of lightning’'s window.”
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A cool breeze sweeps you off the ground. A wet mist
tingles against vour skin. You float and roll through the air
until you land on the ground. The clinging fog disappears
and von open your eves.

“I'm in mv room!” you exclaim.

You glance at vour computer's monitor. A message is
printed on the screen. It says, “COME AGAIN SOON!”

THE END
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APPENDIXES _____



LUhat You Need to

Krniow to Type in the
Programs

When typing in the computer game listings of this book, you
must be extremely careful. There are several things vou can
do to make sure that your program will run properly.

The Computers
Compatible with This

—— e N T S G R N e e S S S el e S ey SR e e Y S S S— e S — —

The programs will run on these computers: the Commodore
64, the Apple II family, and the Radio Shack Color Com-
puter (CoCo).

The Commodore 64 listings will run onfy on a Commo-
dore 64; they will not run on any other Commodore machines.

The Apple IT listings are written for the Apple 11 family of
computers that run Applesoft Basic, such as the Apple 11+,
lle, and Jl¢ computers. The programs in this book will not
run on any model using Apple Integer BASIC.

The Radio Shack Color Computer listings are written for
all CoCo models with at least 16K of memory. You do not
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nced Extended Color Basic. The programs will not run on
the Rudio Shuck TRS-80 Models 1, I1, I1I, or 4. Nete: If von
have a4 16K machine, type:

POKE 25.6:NEW

and press RETURN before typing any listings. This will give
YOU MOre THemory.

How to Typeinthelistings__

As vou read the story and make vour video game program
choices, carefullv mark these on the Option Sheet on page
128. Type in the programs as vou go along or read the story
straight through and type them in later. In either case, be
sure to type in only one of two choices for each of the seven
pieces of the program.

There are seven major parts 1o the program, each of which
has an A, B and C segment to tvpe in. You always choose
between the A or B segment listings and you always add the
C segment listing to A or B.

For example, if vou want vour Terminal Test screen to have
Metal Mountains (but no Hyvdrolakes) then you will want to
tyvpe in the segment 7A listing, You will not type in the
segment 7B listing. You will still tvpe in the segment 7C
listing.

Use the correct listing for your brand of computer. The
program segments for the Commodore 64 {C64), Apple 11
familv {Apple), and Radio Shack Color Computer are given
on separate pages; be sure to follow the directions that will
take vou to the correct pages to type.

If you aren't using a computer, mark vour choices on. the
Option Sheet on page 128. See the result of vour choices by
reading the video game simulation on page 102.
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If you have any trouble getting vour program to run,
proofread vour listings carcfully. If there is onc mistake,
your program will not run. The best way to do this is to have
a friend read what is in the book aloud while you compare it
to a printout or a screen listing of what you have typed. Or
read the printed listing into a tape recorder and play it back
while vou examine vour own typing.

Whether you have a tape recorder or disk drive, save your
work every few minutes and keep track of what program
lines are saved where, One power failure that lasts a micro-
second can wipe out an evening’s work!

The longer vou type without resting, the more likely vou
are to make a mistake. Try not to type for more than an hour
at a time. One of the reasons that Arcade Explorers is
broken up into segments is so that you can type in each part
separately and easily.

As vou type in each line, check to see that it isn't contin-
ued on the next line befure you press RETURN. Get in the
habit of looking at the next line number. If the next line is
indented, it is part of the line before.

You will need to use a jovstick to play the game. Plug
in vour joystick {read the specific instructions for vour
computer’s jovstick in “How to Play the Game”™ on pagc
193),

Once vou have typed in the program correctly and it runs,
fcel free to experiment! Each part of the program is identi-
fied with a REM statement. For example:

1500 REM MAIN LOOP

tells vou that the main loop of the program starts at line
1500. By looking at all the REM statements, vou can analyze
how the program works.

However, the anthors of this book take no responsibility
tor any program modifications you may make. Remember,
you cant hurt vour computer by changing a program, so go
ahead and experiment! By studying the way that the pro-
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gram changes as vou type in different segments, vou can
learn how programs can be modified.

If vou get an error message after you type in your program
and then run it, consult vour computer’s manual to see what
the error mlght be and where it may ocecur in the lishing. Be
sure that vou are typing in exactly what is on the printed
page! Double check the numeral O (zero) and the letter o
(oh) and the pumeral 1 (one) and the letter 1 {el). Thev are
easy to confuse,

If all else fails, save everything to tape or disk and turn
yvour computer off. Get a good night's sleep and come back
the next day with fresh eves. There are approximately 8000
kevstrokes in the program, and it is easy to make a tvpo!
Take it slow and easy and vou will have a game that you can
modity again and again.



Index of Listing
Conventions

For the Apple and CoCo listings, vou can tvpe in exactly
what vou see. Some of the program lines are too long to fit
on the page—they are continued on the line immediately
below and are indented whenever possible. Ignore any spaces
that are not in between quotes.

For the Commodore 64, certain listing conventions are
used. The following chart shows you what cursor and color

keys to press:

{(Continued on the next .nage.ﬁ

LISTING
(BLK}
(WHT!
{RED}
{CYAN)
{PURP}
{GRN}
{BLUE}
YELO}
{AVON}
{RVOF}
{ORANG!
{BRN}
(LRED}
{GRY!)

You Type
CTRL-
CTRL-2
CTRL-3
CTBL-Y -
CTRL-5
CTRL-6
CTRHL-7
CTHL-8
CTRL-9
CTRL-0 (zero]
CMMD-1
CMMD-2
CMMD-3
cMMD-4Y
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LISTING
{GRY2!
ILGRN}
ILBLU}
(GRY3)
{C/DNY
{C/uP}
{C/RT}
P
{HOME)
(CLR}

{FII-{F8}

You Type
CMMDO-5
CMMDO-6
CMMDB-7
CMMD-8
Cursar/down
Cursorfup
Cursor/right
Cursar/ieft
Home

Cir

Function Keys

CTRL = control key
CMMDO = Commodare key



Prograrm
Uptions

After you have created your game once, you may want to go
back again and try different options. Follow this chart to see
what game options are on which page:

Program Page Numbers

Option Lines Co4 Apple Colo
1A AC Rivers 1000-100 130 Us 162
1B DC Tunnels 10001300

2A Leap Over Electrorocks 20002100 132 <148 164
2B Blast Electrorocks 2000—2300

3A Drop Bombs on
Negaheasts 30003100 134 150 166
3B Shoot Negabeasts 3000—-3300

UA Metal Mountains upog-Miog 13e 152 168
U3 Hydrolakes 4OO00—Y4300

58 Hdd Minutes from
Electrorocks 5000-5100 138 154 170

58 Lose Turn from
Electrorocks S5000-5300
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Program Page Numbers

Optian Lines Cb4 Apple Colo
ER Stronger Negabeasts 6000-6100 14O 157 172
6B Fewer Turns 6000—6300

78 Power Station Adds

Fuel 70007300 42 1859 174
7B Power Station

Subtracts Minutes 7000-7300

The € seganents follow directly afterward on the same page.
All C line numbers start at an even 500; for example, the
lines for segment 5C start at 5500 and will go no higher than
3999.



How to Play the Game

— — — —— — — — — — — — — — —— —— —— —— — — — — —— —— ——

You must win the difficult Terminal Test, the final game of
the CPU tournaments. If you lose, Romiden will die and the
evil Hex Raster and his gang will destroy Venturia and all
computers here on Earth!

To save Venturia, you must pilot your speedy vibrovan
safely through a deadly obstacle course. Along the way, you
will encounter moving objects. Some objects are dangerous
and others can help you. You must move your vehicle suc-
cessfully through the course until the allotted number of
binary minutes are up.

When the game starts, your vibrovan will be in the center
of the screen. It will stay there unless you move it with a
joystick, but the other objects on the screen will be rolling
from top to bottom. You must decide where to move and
when. Sometimes vour best move will be to let objects go
past you and other times you must get out of the way
quickly!

The Terminal Test obstacle course is filled with many
different kinds of objects. During the earlier parts of the
CPU tournament, you made choices that determined what
kinds of objects will be on the course and how they will
affect vou.

123
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Choice 1

When vou arrived at Venturia, vou chose between AC
rivers or DC tunnels, If you sclected the AC rivers and vour
van touches one during the game, it will plunge right in.
You won't know which direction the river Hows, but it will
carry vou sately to one end of the horizontal river or the
other.

If vou selected the DC tunnels, vour vehicle will disap-
pear from the screen when vou enter a tunnel entrance. The
van will reappear at a unknown location no more than ten
spaces away from where you entered,

Choice 2

Scattered throughout the screen are deadly electrorocks,
which vou must avoid. When you chose between Byte Ball
and Data Tennis, vou also were choosing the method of
dealing with electrorocks. Depending on vour choice, you
cither have the ability to leap over electrorocks or blast them
ot of the way.

Choice 5

When you chose between Crystal Sailing and Silicon Skiing,
vou also chose what happens when you hit an electrorock.
Depending on vour choice, you will either add binary min-
utes tusthe total numberneeded toswin the game, or you will
lose one of your turns.

You start out the game with a certain number of turns. If
vou lose a turn, the screen will go hlank and vou'll start over
again in the center. If vou lose all your turns, the game is
over and you will have lost the entire game.

Choice 3

Four hungry negabeasts will chase vour van. They are
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your enemies and will follow vou no matter where you trv to
move. If a negabeast touches vou, you will lose a turn.
Negabeasts start out in the four corners of the screen.

After winning giant Robot Racing, you received the method
of dealing with negabeasts. You chose to drop bombs in their
path or shoot them. Negabeasts follow you in a straight line,
s0 if vou drop a bomb in their way, they’ll smash right into it
and die.

Shooting negabeasts will also kill them. Any time a
negabeast dies, another is created in one of the corners of
the screen. There will always be four negabeasts to follow
YOuL.

Choice 4

At the Maze of Math, vou chose whether to have Metal
Mountains or H\-fdl‘[’]ld](f‘s in yvour ohstacle course. Metal
Mountains can be crossed, but vou will use up extra fuel for
doing so.

Hydrolakes are full of an acid that will destroy vour van. If
vou hit a lake vou will lose your turn. Luckily, each lake has
a uniboat on its shore. If vou enter the uniboat, yOu an
cross the Ilvdrolake satelv.

Choice 7

You will encounter power stations on the course. Depend-
ing on your Laser Joust choice, these stations will either add
fuel to vour van or subtract hinary minutes from the total left
betore the game cun end.,

Choice 6

When Ramda played Thermal Polo, she ebtained the
micromedal that gave vou a choice between stronger nega-
beasts and fewer turns, Stronger negabeasts have the power
to smash their way across rivers, tunncls, lakes, mountains,
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power stations, and electrorocks. To compensate, you will
have more turns with this choice.

Weaker negabeasts cannot cross any obstacles and will die
upon hitting any object (except you). Choosing weaker nega-
beasts also means you have fewer turns to play the game.

Scoring

You start the game with a certain amount of fuel. Each
time you move your vehicle with the joystick, you burn up
one unit of fuel. If you don’t move vour joystick, vour
vehicle drifts automatically through the course and does not
use up fuel. If vou run out of fuel, you cannot move your van
from its automatic course, and you will drift helplessly until
you hit an obstacle or the game is over.

The binary minutes remaining and the amount of fuel left
will be displayed at the bottom of the screen. Each time you
lose a turn, vou will be told how many turns are remaining,.

If you lose all your turns, the game is over and you have
lost. The remaining fuel and binary minutes will be dis-
played and you can try again.

You can win the Terminal Test only by completing the
obstacle course in the allotted number of binarv minutes. If
you win, vou will be shown the amount of fuel you had left,
and vou can play again.

Drive your vibrovan carefully, keeping a sharp lookout for
any obstacles in your path! Romiden’s life and the fate of all
computers depends on your skill and daring. Only you can
save Venturia!

Specific Instructions for
Each Computer_______________

Commodore 64: Use joystick port 2 for your joystick. Use
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the [F1] button to kill negabeasts. Use the [F7| button to
deal with electrorocks.

Apple: Adjust vour jovstick so that it will move the vehicle
smoothly., Use either joystick button to kill negubeasts. Usc
the spacebar to deal with electrorocks.

Radio Shack CoCo: Adjust vour _]{}}stmk so that it will
move the vehicle smoothly. Use the right jovstick port. Use
the jovstick fire button to kill negabeasts. Use the spacebar
to deal with electrorocks. If vou have a 16K machine, type:

POKE 25,6:NELL

and press RETURN before vou do any typing. This will give
you the maximum amount of memory available.

Remember, Romiden's life and the fate of all computers
depends on your actions!
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Option Sheet

Mark vour choices as vou make them:

Segment |
Choice 1A: AC Rivers
Choice 1B: OC Tunnels

Segment 2
Choice 2R: Leap Over Electrorocks
Choice 2B: Blast Electrorocks

Segment 3
Choice 3A: Drop Bombs on Negabeasts
Choice 3B: Shoot Negabeasts

Segmemt 4
Choice YA: Metal Mountains
Choice 4YB; Hydroilakes

Segmem 5
Choice 5A: Hdd Minutes from Electrorocks
Choice SB: Lose Turn from Electrorocks

Segment 6
Choice BA: Stronger Negabeasts
Choice BB; Fewer Turns

Segment 7
Choice 7R: Power Siation Hdds Fuel
Choice 7B: Power Station Subtracts Minutes




COMMODORE 64
GAME PROGRAM
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

-

180 REM ARCADE EXPLURERS BAME 2

200 REM REVENGE OF THE RASTER GANG

380 REM COPYRIGHMT SETH MCEVOY & LAURE SMITH
480 REM PUBLISHED BY DELL BOOKS, INC,

o@d GOTD BéRR

1080 REM RIVERS OR TUNNELS

1108 GOSUB 452Q:RETURN

109 REM ARCADE EXPLORERS BAME 2

280 REM REVENGE OF THE RASTER GANG

3@@ REM COPYRIGHT SETH MCEVOY & LAURE SMITH
428 REM PUBLISHED BY DELL BOOKS, INC.

3808 GOTO BsRAG

198@ REM RIVERS DR TUNNMNELS

1300 GOSUBR &47Q@:1RETURN

1509 REM MAIN LOOP

1305 EF=D

1518 GOBUBR 25@@:REM SCROLL SCREEN =
1528 GODSUB {B@G:REM TICK

1532 GOSUB 27@0:REM MGVE HERC

{535 IF ER<»32 THEN GOSUB 2708

1549 G0SUEB 5500:REM MOGVE ENEMIES

1570 GET G#:IF G%<> "" THEN GOSUB 6890
1588 IF EF<>B THEN BO70 &4a@8

10%9@ BOTO 15880

14508 REM RANDOM Y/N

1685 YN=@:IF RND(@)>RN THEN YNa|

1618 RETURN :
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__1-c_Continued

1705 CL=INT{RND(D)#39) +!

171@ RETURN

1490 REM TICK

1BA5 POKE V+3,9:1POKE V+5,01FPOKE V46,240
1810 POKE V,45:POKE Y+1,50:POKE Y+4,65
1820 POKE V+4,64:RETURN

198@ REM BLAST SOUND

1985 POKE V+¢1,9:POKE V+5,41POKE V+b,72
191@ POKE V+4,129:1POKE VY+4,128:RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 20.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

2998 REM JUMP OR BLAST ELECTROROCKS
?1@e GOSUB 7568@: RETURN

2020 REM JUMF OR BLART ELECTROROCKS
2300 GOSUB 75@8@:RETURN

2500 REM UFDATE BSTRING

2303 FORI=1TO4Q:AS(1)=32:AC(I) =13t NEXT

2510 BOSUB lope

25328 GOSUPp 3700

2600 REM MAKE ELECTROROCKS

2619 FORI=1T02:0808UB 17@0tAS(CL)=33:tAC{CL) =]

2648 NEXT:RN=.1:808UE 140@:IF -¥YN THEN 2549

2630 GOSUB 170@:AS(CL)=14:AC(CL}=4

2660 GOSUB J32Q:RETURN

2708 REM VIBROVAN MOVE

2785 C=PEEK(JS)AND FTiMX=@i1MY=D

2788 IF FU<! THEN 2739

2718 IF C={4 THEN MY=~|

2713 IF C=7 THEN MX=I

2728 IfF C=13 THEN MY=11GOBUB 274@

2723 IF C=11 THEN MX=-|

2727 IF C<>FT THEN GOSUB 772@:1FUsFU-|

2758 PCGKE VP-48B,ER

2730 CsVP+MX+4Q¢MY11F C<8C+4@ OR C>{2#5(-69)
THEN 2789

2737 VX=VX+MX1VY=VY+MYRIF VX<1 OR VX>39 THEN
VX=YX-MX:VY=VYY-MY;GOTOD2700

2738 IF VY<1 OR V¥>22 THEN VXaVX-NXiVY=VY-MY
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_e-c_Continued.___________

273% ERsPEEK(VP+MX+4Q#MY)1IF ER=32 THEN SPad

2740 VP=CsPOKE VP,140:FPOKE VP+DF,B1RETURN

2768 REM FORWARD JUMP

2765 TT=ER:ER=PEEK(VP}:IF ER=182 OR ER=209 T
HEN ER=TTIRETURN

2779 BOBUP 29@@1ER=TT:POKE VP+DF,Q

2788 RETURN

2900 REM COLLISIONS

2995 IF ER=35 THEN GOBUB S0Q28

2918 IF ER=102 THEN GDOSUB 4400

2915 IF ER=289 THEN GOSUB 4738

2928 IF ER=141 THEN FU=FU-2

2925 IF ER=151 AND 5P=@ THEN EFa3

2938 IF ER=14 THEN 5A=29:505UB 7800:GOSUE 79
aa

2935 IF ER=43 THEN GOSUB 7888:5F=1

2740 IF ER=BB THEN EF=2

2958 IF ER=3II THEN SP=0

2999 RETURN

WIHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 36.
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TYPE SEGMENT A OR B. THEN TYPE SEGMENT C.

3000 REM DROP BOMBS OR SHOOT NEGABEASTS
3100 GOSUB 37QR@:RETURN

3ge@ ReEmM DROF BOMBS OR SHOOT NEGABEASTS
3300 FORI=1TO8:KE(I)=KE(I+B):NEXT:GOSUB 5800
tRETURN |

. 3-Cc__

35@@ REM PRINT LINE

3505 DI=DI-11IF DI<! THEN 67090

3510 FORI=1TO4Q

3520 POKE BL+I,AS8(I}1POKE BL+I+DF,AC(I)1NEXT

3540 A$="{RVON}{(BRY2) FUEL "+STR$(FU)+" TIN
E "+STR$(DI)+" TURNE "+BTR$(LV)+" (RVOF)

3535 PRINT A$:FORI=BTOA:POKE SL+I,1481POKE B
L+I+DF ,12:NEXTIRETURN

3400 REM INIT BIS OB

36035 LB=INT(RND(@)+35)+3:806UB 1702

3613 IF CL<B OR CL>3! THEN 3483

3620 MB=13iCE=CLIRETURN

3650 REM CREATE BIG OB SEGMENT

3435 WB=INT(RND(@)#3)+3

3660 FORI=CB-WB TO CB+WB

36635 AS(1)=BB1AC(I)=BCINEXTIMBuNB+]

3475 IF BB=141 OR MB>2 THEN RETURN

3688 AB(CB)=431AC(CB) =4 RETURN

3700 REM BIG6 OBJECTS

3783 IF MB>8 THEN 3728

3710 RN=.2:608UB 1400

3715 IF -YN THEN RETURN

T R
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__3-c Continved.___________

3720 IF LB~MB2<® THEN MB=@:RETURN
3725 GOSUB 26583 RETURN

3808 REM SPRING SOUND

3819 POKE V,3Q1POKE Ve1,2%

3820 POKE V+2,224:1POKE V+3,124
3832 POKE V+5,51:1POKE V+6,204
384@ POKE V+24,141POKE V+4,465
3850 POKE V+4,441RETURN

3908 REM RIVER BOUND

3905 POKE V,244:POKE Y+1,84

3919 POKE v+7,01POKE V+B,78

3915 POKE V+5,180:POKE V4,138
3920 POKE V+12,100¢POKE V+13,138
3925 POKE V+24,14

3932 POKE V+4,331POKE V+11,129
3932 FORJ=1TO28B1NEXT

3935 POKE V+4,321POKE V+11,128
3948 RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 51,
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT €.

4222 REM MODUNTAINE DR LAKES
4100 BB=1411BC=F1RETURN

O e s el SR I S S S e se—— S S S s SrEe D B S S R

4922 REM MOUNTAINE OR LAKES
43008 BB=151:BC=&:1RETURN

450@ REM RIVERS

4585 IF RND(B)>,3 THEN RETURN

4518 GOSUB 178@tRL=INT(RND(@)#1@)+5
4515 CL=CL+2:IF RL4CL)>38 THEN 4510
452@ FORI=CL TQ CL+RL

4525 AS(1)=182:AC(1)=6:NEXTIRETURN
4588 REM RIVER MOVE

4610 GOSUB 39@@:POKE YP,ER:POKE VP+DF,6
4615 RN=.SI1G0SUB 1480

4620 FL=1:1F YN=1 THEN FL=-1

4625 IF PEEK(VP+FL)<>182 THEN FL==FL
4630 YP=VP+FL:VX=VX+FL

4635 IF PEEK(VYP+FL)=1@2 THEN 4430
4648 VP=VP+FL:VX=VX+FL1ER=32

3645 POKE VP, 1&0:1FOKE YP+DF,@3RETURN
4708 REM TUNNELS

4718 IF RND(B)>.3 THEN RETURN

4729 GOSUB L7B@1IF CL>39 THEN CL=39
473@ AS(CL)=289:ACI{CLY=F1RETURN

4758 REM TUNNEL MOVE

4752 GOSUB 3800

4755 POKE YP,209:PODKE VP+DF,91RN=4
4740 GOSUR 4798 1MY=JPi1GOSUE 479R1MY=JF
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__Y-c_Continued

4766 IF PEEKIC)I(>32 THEN 4748

4767 IF VX+MX>36 THEN 4740

4768 IF VX<i OR VX>39 THEN 4740

4769 [F C<SC+4@ OR C»2%SC-59 THEN 4748

4770 YXSVX+MKIVYSVY+MY

4772 YP=C1ER=321POKE VP,15@:POKE VP+DF,Q

4780 RETURN

4790 JP=INT({(RND(Q)*RN+&) % (INT(RND (@) #3)-1))
1 RETURN

4800 REM GET ELECTRORDCKS SOUND

4810 FORI=1TOZ@1POKE V+1,I1#3+581POKE V+6,]

4840 POKE V+4,55:1POKE V+A4,84rNEXT:RETURN

490@ REM BET NEGABEASTS SDUND

4910 FORI=1TO2@:POKE V+1,18@-1#51POKE V+4,]

4940 POKE Vv+4,65:PDKE V+4, 64 NEXTIRETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 64.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

5-a

5008 REM E-ROCKS ADD MINUTES OR LOSE TURN
51@0 DI=DI+1@:RETURN

5b__________

o00@ REM E-ROCKS ADD MINUTES OR LOSE TURN
9300 EF=1:RETURN

5580 KEM MOVE NEGBABEASTS

5505 FORI=1TO4:TF=0:PF=@

3307 IF TP{I)<5C+48 OR TP(I)>(2#8C-469) THEN
RETURN

9910 IF PEEK(TP(I)-4@)=88 THEN BOTD 33515

3312 TP(I)=TE(I})160SUB 54080

9315 POKE TP(1)-4@,32:C=TP(I)-8C

9320 TY=INT(C/40)+1:TX=C-TY#40+4]

29323 AX=ABS(VX-TX)1AY=ABS(VY-TY)1XD=0:1YD=0

9527 IF AX>AY THEN 335350

9328 PF=1l

953@ IF TY>VY THEN YD=-1180T0 55648

9340 YD=+1:60T0 3548

395@ IF TX<VX THEN XD=1:160TD 3560

39939 XD=-1

5568 C=TP(I)+XD+4Q*YD1TF=TF+1

oob2 IF PEEK(C)=16@ THEN EF=2160TO 5570

9063 IF PEEK(C)=171 THEN Ce=TE(I)1BOTO 3570

9964 IF SE=1 THEN 55780

o965 IF PEEK(C)<>32 THEN 5398

337@ TP(I)=CtPOKE C,8B:POKE C+DF,Q

5588 NEXT:RETURN

5998 IF TF>1 THEN GOTO 5588
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__B-c_Continued .,

393 GOTO 53%@

o608 REM CREATE NEGABEAEBTS

0683 IF PEEKI{TP(I)}=168 THEN EFa2

54618 POKE TF(])-40,88:F0KE TP(])+DF=-40,0sRET
URN

5700 REM DROF BOMBS

3705 GOSUB 49@0:FORI=1T0O8

2728 C=PEEK(VP+KE{I})

S7358 IF C<>32 AND CC(>BB8 THEN 5730

2748 POKE VP+KE(I),!171tPOKE VP+KE(I)+DF,2

973@ NEXT:FU=FU-3:RETURN

JB0E% REM SHODT NEGABEASTS

58683 GOSUB 49@0:FORI=1TOSB

SB15 C=PEEK (VP+KE(]}}

o820 IF C<>32 AND C<>88 THEN 5830

9825 POKE VYP+KE(I),B71POKE VP+KE({])+DF,2

5835 NEXT:FORI=8 TO t STEP =1

5848 C=FEEK(VP+KE(I))

2845 IF C=87 THEN POKE YP+KE(I),32

9850 NEXT:FUsFU~3:1RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 77.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT (.

60080 REM STRONGER BEASTS OR LESS TURNS
6188 SE=1:L¥=5:RETURN

4000 REM STRONGER BEASTS QR LESS TURNS
6300 SE=8:LvY=1D:RETURN

6508 REM OPENING

4583 POKE 53281,15:POKE 53280,12

6505 PRINTIPRINT“(CLR}{C/DN}READ THE BOOK FOQ
R INSTRUCTIONS!*

4518 PRINTIPRINT*DBJECTS ON THE COURSE:"

6515 PRINT® {C/DN}VIBROVAN":{LGRN}* (C/DN}
ELECTROROCK"

6520 PRINT® {C/DNINEGABEAST":{LBRN}" {C/DN
}RIVER"

6525 PRINT* (C/DN}TUNNEL":{LBRN}" {C/DN3}MO
UNTAIN"

6532 PRINT® (C/DNYLAKE"i{LBRN)* {C/DN}BOAT

6535 PRINT" (C/DN}POWER STATION"

6540 DATA 140,8,35,1,88,0,182,6,209,9,141,9,
151,6,43,4,164,4

5545 K=12241FORI=@TD8

4558 READ K!,K2:POKE K+I#B80,K11POKE K+I#80+5
4272,K21NEXT

5598 PRINT"(C/DN){RVON) PRESS ANY KEY {RVOF}

4592 BET G$:IF B$="" THEN 4592

6595 RETURN

5400 REM LOSE TURN

4405 GOSUB 1908
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__b-c_Continued___________

6610 PRINT "{CLR}{C/DNX{C/DN}{WHT}YOU LOSE A
TURN!"

4612 TF EF=1 THEN PRINT:PRINT"YOU HIT AN ELE
CTROROCK!"

6414 1F EF=2 THEN PRINT:PRINT"A NEGABEAST GO
T you!!'®*

t&lée IF EF=3 THEN FRINT:FRINT"BLUB! YOU DROMW
NED!"

6648 LV=LV-111F LV<1 THEN 4748

6645 PRINTIPRINT"YOU HAVE" LY)"TURNS LEFT"

6609 PRINT:PRINT"PRESS ANY KEY TO CONTINUE"

6695 OET B$1IF GF="" THEN 64693

&4%7 B80TO B850@

6788 REM YOU WIN

4785 FORK=1TO3yGOSUB ABABINEXT

&71@ PRINT"{CLR}{C/DN}YOU WIN THE GAME

6728 FRINTsPRINT"YDUR FINAL SCOREar"

6730 PRINT:BO0SUR 3548

&74@ PRINT:PRINT"PRESE ANY KEY TOD PLAY AGAIN

4743 QET Q¢sIF B%="" THEN 47437

&75@ RUN

6760 PRINTePRINT*YDU LOST THE GAME!'"

6765 GOTO 6728

&880 REM KEYBOARD INPUTS

6818 POKE (98,8

6820 IF G¥="{F7}" THEN {F2} 2228

6£839 IF G#=“(F1}" THEN {(F2} 30@9

4898 RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUL READING ON PAGE 54,



142 SETH MCEVOY AND LAURFE SMITH

TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

7000 REN CHANBE FUEL OR MINUTES
7100 FU=FU+SAtRETURN

78800 REM CHANGE FUEL OR MINUTES
7300 DI=DI-~SA:RETURN

758@ REM JUMP GVER ROCKS

75085 GOSUB 48@0rC=PEEK{VP+120)

7928 IF C<{(»32 THEN RETURN

7525 IF VP>2aSC-469-128 THENM RETURN
75330 POKE VP, 32:VP=VP+|2Q01VY=VY+]

7553 POKE YP,83:POKE VP+DF,2Z

75460 FU=FU-JiRETURN

7600 REM SHOOT ROCKS

7405 IF VFO>Z#BC-469-120 THEN RETURN
7610 FORI=1T03sC=PEEK(VYP+4Q#])

7625 IF C=35 THEN C=32

74638 DP(1)=C

7633 POKE VP+4@»[,2Z:F0KE VP+30#]+DF,2
7549 NEXT:G08UB 48QQ:FORJ=1TOD@:INEXT
7658 FOR I=3 TD 1 STEF -1

7632 FORJ=1TOZBBINEXT

7695 POKE VP+4Q#I,DP(I)

7668 NEXTIFU=FU-3:1RETURN

778@ REM MOYER SOUND

7710 FORE=1TOS:POKE V+1,38=[%4:P0KE V+b,]
7740 PODKE Y+4,45:P0KE V+4,64 I NEXTIRETURN
78@8 REM BONUS SODUND

7803 FORI=1TOt®:6G0SUP IBOBINEXT:RETURN
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__7-c Continued ___________

8580 REM EVERY INIT

8505 POKE 5328@,12:REM BORDER

8518 POKE 53281,15:REM BACKGROUND

B515 PRINT”{CLR}"

8520 FORI=1TD22:1PRINT*{C/DN}"}

8522 NEXTiPRINT

8525 VX=183VY=111VP=GC+VX+ (4DeVY)-41

8530 FORI=JTO4:1TP(I1)=TE(L}INEXT

8545 ME=@:ER=32:60T0 1500

B4@0 REM FIRST INIT

8485 BOSUB 4508

8610 15=56320:1FT=15:FU=220:DI1=500

8420 DIM AS(4@),TE(4) ,TP(4) ,DP(10) ,AC(40)

8425 DIM KE(14):FORI=1TO14sREAD KE(I)INEXT

8626 DATA -41,-40,-39,-1,1,39,48,4!

8627 DATA -40,-80,-1,-2,1,2,40,88

8630 5C=1824:105=55296:DF=C8~-5C

3635 BL=SC+23I#48-1:5L=BL+34

B44@ DATA 3,3,35,3,3,22,35,22

8445 FORI=1TO41READ MX:READ MY

8447 TE(1)=SC+MX+(4D#MY) -41

8648 TP(I}=TE(I):NEXT

8650 GOSUB 4009:GDSUB 4020

8648 V=54272:FORI=1T024:POKE Y+I,2:1NEXTPOKE
V424,15

8698 GOTO 8500

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 97.
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146 SETH MCEVOY ANID LAURE SMITH
TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

186 REM  ARCADE EXPLORERS GAME 2
119 REM REVENGE OF THE RASTER GéAhG

126 REM COPYRIGHT SETH MCEVOY & LAURE SMITH
139 REM PUBLISHED BY DELL BOOKS, INC.

158 GOTS S4bB

1889 REM RIVERS OR TUNNELS

1168 G(GOSUB 4506: RETURN

168 REM  ARCADE EXPLORERS GAME 2

116 RBYM1 REVENGE OF THE RASTER GANG

128 KEM COPYRIGHT SETH MCEVQY & LAURE SMITH
136 REM PUBLISHED BY DELL BOOKS, INC.

158 GOTO 8eaa8

a6 REM RIVERS DR TWHNELS

1386 GOSUB 4788: RETURN

1568 REM MAIN LOOP

1385 EF = @8:BUZZ = PEEK (49288)

1516 GOSUE 2588: REM SCROLL

1520 GOSUR z768: REM HERG MOVE

1335 IF ER { > 168 THEN GOSUE 2780

1548 GOSUB 5368: REM MOVE BEASTS

1356 1F PEEK (4%9249) ) 127 THEN GOSUE Z9@4d
: KEM FB#@ ELECTROROCKS

1568 IF PREK (4%9258) > 127 THEN (OSUB 3088
! REM FEB#1 NEGAREASTS

1388 IF EF < > @ THEN 4508

1978 GOTO 1566

1468 REM RANDOM Y./N
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1-c_Continued._

1485 YN = 8: IF RWND (13 > RN THEN YH = 1: RE
TN

1789 REM FRANDOM COL

1785 CL = INT ( RND (1) * 39) + 1

1719  RETURN

1989 REM BLAST SDLND

1965 FOR YY = 1 TO 3:DU = 28:FR = Z#®: GOSUE
48581 NEXT : RETURN

WIHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 20.
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TTPESEGM&EH&&OHB,THENTTPESEGMENT(L

200@ REM JUMF 0OR BLAST ELECTROROLCES
210@ GOSUB 75B0@:RETURN

2899 REM JWMF OR BLAST ELECTROROCKS
23p# : GOSUB 7488: RETURN

2586 REM UPDATE STRING
2585 FOR 1 = 1 T0O 490:A5¢1) = 148: NEXT

251¢ GOSUB 1689
2328 GOSUB 3709

2689 REM MAKE E-ROCKS
2618 FOR I =1 70 Z

2613 GOSUB 1788:AS(CL) = 143: NEXT
z448 RN = ,1: GOSUB 168@8: IF - YN THEN 2440

2658  GOSUB 1788:AS(CL) = 208
24668 B0OSUB 3560

2698 RETURN

2768 REM VUIBROVAN MOVE

2785 MY = 9y = @

2787 IF FU < 1 THEN 2733

2718 PH = FDL (B8):PV = PDL <1)

2215 IF A (55 THEN MY = - 1
2778 1F PV ) 2088 THEN MY = 1: GOSUB Z796
2723 IF PH CBD THENMX = -1

2738 IF PH )} 208 THEN MX = |
2732 IF aBS (MX) + ABS (MY) ( > @ THEMN &

OSUR 7788:FU = FU - |
2735 V=W -~ 1:H = UX: GOSUB &4%7989: POKE P,ER
2748 V = Y + MY:H = UX + MX: GOSUB 6706
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2-c_Continued___________

2743 VX = X + MGV = WY + MY: IF VX (1 OR

X 3 37 THEN 2748

2738 [F VY < 2 OR VY » 22 THEN 2768

27353 ER = PEEK (P): GOTG 2745

2768 UX = U - MOIVY = VY — MY: GOTD 2708

27265 1F ER = 168 THEN SP = @

2778 VF = P: POKE VP,32: RETURN

2798 TT = ER:ER = PEEK (VP): IF ER = 1BY OR
ER = 287 THEN ER = TT: RETURN

2793 GOSUB 298B8:ER = TT: RETURN
29889 REM COLLISIONS

<

2985 1F ER = 163 THEN G0OSUB Seas

2718 IF ER = 18Y THEN GOSUB 4608

2715 IF ER = 207 THEN GOSUB 4758

z7284 [F ER = 285 THEN FU = Fu - 2

2923 IF ER = 213 AND SP = # THEN EF = 3

2738 IF ER = 288 THEN SA = 2@: GOSUB 78848: b
OUSUB 7088

293% [F ER = 171 THEN GOSUB 7868:5F =

2748 IF ER = 24 THEN EF = 2
2908 IF ER = 1468 THEN SP = B
2978 RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 36.



150 SETH MCEVOY AND LAURE SMITII

TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

36089 REM DROP BOMES OR SHOOT NEGABEASTS
3188 GOSUB 5768: RETURN

-———_——_—"-#_——__“_—__—“

3¢82 REM DROP BOMBS DR SHOOT NEGABEASTS
3309 GOSUB 5880: RETURN

3508 REM PRINT LINE

3385 DI = DI - 11 IF DI < 1 THEN 4786

3587 HTAB 1: UTAB 23

3518 FOR I = { TQ 46

39529 PRINT CHR% <(AS5(13);

3525 NEXT

33380 IMVERSE : PRINT * FUEL “;FU;" TIME "3Dl
1" TURNS ";LV: NORMAL

3548 RETURN

3469 REM INIT BIG OBJECT

3685 LB = INT ¢ RND €1 % 5) + 3

351e GDOSUB 708

3615 1F CL ¢ & OR CL > 31 THEN 3610
3428 MB = 1:CB = CL: RETURN

3658 REM CREATE BIG 0B SEGMENT
3600 We = INT ( RND (1) # 3) + 3

3666 FOR 1 = CB - WB TO CB + WB

36460 AS(I) = BB: NEXT :MB =MB + 1

3673 IF BB = 285 OR MB > 2 THEN RETURN
3688 ASICE) = 171: RETURN

3708 REM BIG OBJECTS
3765 IF MB > @ THEN 3728

10 DR — . SOOI 1 4830
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__3-c_Continued___________

3713 IF ~ YN THEN RETURN

3717 GOSUB 3409

3728 IF LB -MB= (& THEN MB = 8: RETURN

3725 GOSUB 3458: RETURN

3888 REM SPRING SOUND

3885 FOR 2Z = 1 TO 19: FOR Y = § TO S:YY =
FEEK (4%220€>: FOR YZ = 1 TO ZZ: NEXT : NEX
T : NEXT : RETURN

3789 REM RIVER NOISE

3985 FOR YY = 28 TO 1 STEP =~ 1:FR = YY % 140

+ 28:DU = 5: GOSUB 4858: NEXT : RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 31.



152 SETH MCEVOY AND LAURE $SMITH
TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

4889 REM MOUNTAINS OR LAKES
4198 BB = 205: RETURN

h-_—_———--—_————__‘_______—

4898 REM MOUNTAINS OR LAKES
4380 BB = 215: RETURN

4588 REM RIVERS
4595 IF RND (1) > .3 THEN RETURN

4516 GOSUB 1706:RL = 1INT ( RND (1) * 18) +
3

4313 CL = CL + 2: IF RL + CL » 38 THEN 4519
4528 FOR 1 = CL 7O CL + RL

4323 AS(1) = 411 NEXT : RETURN
448 REM RIVER MOVE

4465 GOSUB 3900
4418 POKE VP,ER

44153 RN = .5: GOSUEB 1448

46286 FL = 1: IF YN =1 THEN FL = - 1}
4625 IF PEEK (UP + FL) < ) 189 THEN FL =
-~ FL

44638 VP = UP + FL:UX = UX + FL

4635 IF PEEK ¢UP + FL) = 189 THEN 4439
4448 VP = UP + FLIVX = UX + FL:ER = 148
3445 POKE VP,32: RETURN

4788 REM TUNNELS

4718 IF RND 1) > .3 THEN RETURN

4720 GOSUB 1788: I1F CL > 3% THEN CL = 39
4730 AS(CL) = 7%9: RETURN

47580 REM TUNNEL MOVE
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_Y-c_Continued___________

4735 POKE VP,207:RN = 6

4748 GOSUB 4798:MX = JP: GOSUB 4798:MY = JP

4763 V = U¥Y + MY:H = VX + MX: GOSUBR &47d8

4767 IF PEEK (P) ( » 148 THEN 4749

4763 IF UK + MX > 39 OR VX + MX ¢ 2 THEN 474

47463 1F VUY + MY > 208 OR VY + MY ¢ 2 THEM 474
8

4778 UX = UX + MXIVY = UY + MY

4772 VP = P:ER = 180: POKE VP,32: RETURN

4798 JP = INT (£ RND (1) % RN + &) % ( INT {
RND (1) % 3 = 1)): RETURN

4868 REM GET ELECTROROCKS SOUND

48059 FOR Y =3 T70 I STEP -~ 1:DU = S:FR =Y
* 39: GOSUB 4858: NEXT : FOR Y 1 TD S:FR
=Y % 38: GOSUB 485@: NEXT : RETURN

4788 REM GET NEGABEAST SOUND

4983 DU = 18: FOR Y =1 TO S5:FR = 58: B0OSUB &
830:FR = 29R: GOSUE 6858: NEXT : RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 64,



154 SETH MCEVOY AND LAURE SMITH
TYPE SEGMENT A OR B, THEN TYPE SEGMENT (..

2088 REM EROCKS ADD MIN OR LOSE TURN
5i88 DI = DI + 18: RETURN

5886 REM EROCKS ADD MIN OR LOSE TURN
3388 EF = 1: RETURN

_B-c

5588 REM HIVE NEGABEASTS

5585 FOR I = 1 TO 4:TF = B:PF = @

$516 H = THCE) 3V = TY(1) - 1: GOSUB 4988: IF
PEEK (P) = 24 THEN S512

5511 TPCI) = TECI):TUCIY = EWI)sTH(IY = EHKI
}: GOSUB S4@0

S512 H = THCEY 1V = TUCTY - 1: GOSUB &988: POK
£ P,140

5520 XD = 8:YD = B

5523(?§)= ABS (UX — THC(IDY:AY = ABS (Vy - T

9927 IF AX Y AY THEN 5556
3528 PF = 1

9938 IF TUCI) > WY THEM YD
9348 YD = §: GOTO 53540

I558 IF TH(I) ( UX THEN XD = 1: GOTO 5548
2003 Xb= -1

5568 H = TH(I) + XD:V = TUC1) + YD: GOSUB 459
0:TF = TF + 1

556% IF PEEK (P) = 32 THEN EF = Z; GOTOD 557

= 1: GOTG 5548
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_S-c Continued_

33463 IF PEEK (P) = 58 THEN TV{(1) = EV(I}:TH
(1) = EHC(I) P = TE(I): GOSUB 3888: GOTO 595
74

9564 IF SE = 1 THEN 2574

9563 IF PEEK (P) < > 146 THEN 5578

5576 TP(1} = P: POXE P,24

3375 TVCILY = TVC(I) + YDsTHCE) = TH(IY + XD

9988 NEXT : RETURN

99%8 IF TF » { THEN 5584

99%2 IF PF = @ THEN 5528

3995 GOTO 3558
9488 REM CREATE BEAST

3689 IF PEEK (TP(I)) = 32 THEN EF = 2

5418 H = TH(D) sV = TW(I) - 1: GOSUB 4%68: POK
E P,24: RETURN |

5706 REM DROF BOMBS

9785 GOSUB 4980

5718 FOR I =1T0 3: FORJ =1 TO 3

5?23 =Y + 1 - 2ZtH=VUX + J -~ 27 GOSUB &70

9722 1IF 1 = 2 AND J = 2 THEN 5738

9723 IF PEEK <P> ( » 140 THEN 5738

9725 POKE P,58

5738 NEXT : NEXT :FU = FU - 3: RETURN

5888 REM SHOOT NEGABEATS

5885 GOSUB 49889

9816 FOR I =1TO0 S
5820 V= VUY + [ - 3:H = UX: BOSUB 6980:DP(1)

=p

5825 V = UY:H = UX + 1 - 3: GOSUB 6988:DP(I +
5) = P

SB27  NEXT

5838 FOR I =1 TO 14

5835 1F PEEK (DP(I))
),168: GOSUB 3808

24 THEN POKE <DPCI)

rya iy - R



1536 SFTH MCEVOY AND LAURE SMITH

B¢t Continued____

SE4Q  IF  PEEK <DPCI)) = 148 THEN POKE DP(I1)
142

5845 NEXT

5856 FOR 1 = 18 TO 1 STEP - 1

5855 1F PEEK <(DP¢(1)) = 162 THEN POKE DP(1)
168

o848 NEXT :FU = FU - 3: RETURN

WHEN YOU HAVE FINISHED TYPING.
CONTINTUE READRING ON PAGE 77,
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TYPE SEGMENT A OR B, THEN TYPE SEGCMENT C.

48P0 REM STRONGER BEASTS OR LESS TURNS
&188 SE = 1:LV = §:; RETURN

6088 REM STRONGER BEASTS OR LESS TURNS
4308 SE = 8:LV = 19: RETURN

4588 REM OPENING

4283 HOME : PRINT "READ THE BOOK FOR INSTRUC
TIONS!' "

4518 PRINT : PRINT "OBJECTS ON THE COURSE:*

4515 PRINT : PRINT " *:: INVERSE : PRINT * *
71 NORMAL : PRINT * VIBROVAN": PRINT " # E
LECTRORDCK®

4328 PRINT * “j5: INVERSE : PRINT *X";: NORMA
L = PRINT " NEGABEAST": PRINT * = RIVER®

é523 PRINT ® O TUNNEL": PRINT * M HOUNTAIN®

6530 PRINT " W LAKE": PRINT " + BOAT"

4535 PRINT * P POWER STATION"

45780 PRINT : INVERSE : PRINT " PRESS ANY KEY

*5: NOGRMAL

4595 GET G$: RETURN

4488 REM LOSE TURN

4485 GOSUB 1788

44618 HOME : PRINT ' PRINT "YOU LOSE A TURN!®

4612 IF EF = 1 THEN X% = "YOU HIT AN ELECTRD
ROCK ' "

6614 IF EF = 2 THEN X% = "A NEGABEAST GOT YO
ur"

dé6lé IF EF = 3 THEN X$ = "BLUB! YOU DROWNED!



155 SETH MCEVOY AND ILAURE SMITH

__6-c_Continued___________

6628 PRINT : PRINT X3

4640 LV =LV - 1: IF LW < 1 THEN &70580

664ET"PRIHT : PRINT *YOU HAVE ":LV3;® TURNS LE

6638 FPRINT : INVERSE : PRINT * PRESS ANY KEY
*:: NORMAL : GET A%: GOTO 8300

6788 REM vYOU WIN

4705 FOR K = 1 TO 3: GOSUB 4888: NEXT

6718 HOME : PRINT : PRINT *YOU WIN THE GAME'

6728 PRINT ; PRINT "YDUR FINAL SCORE:"
6725 PRINT : GOSUB 353@
6738 PRINT : INVERSE : PRINT " PRESS ANY KEY

*1: NORMAL : GET A$: RUN

67586 REM YOU LOSE

6755 PRINT : INVERSE : PRINT " YOU LOST THE
GAME! ": NORMAL

4748 BOTO 4720

4888 REM MUSIC ROUTINE ML

4805 REM  TYPE VERY CAREFULLY!'

4818 DATA 0,%,172,8,3,174,1,3

4815 DATA 169,4,32,148,252,173,48,192

6828 DATA 232,208,253,134,288,239,205

4825 DaTA ©,3,208,231,94,9,0,8,-1

6830 7 = @: FOR I = 1 TO 31: READ B: POKE 747
+ 1,B:2 =2 + B: NEXT

6835 READ B: IF B = - | AND Z = 3411 THEN
RETURN

6848 PRINT *MUSIC DATA WRONG'®: STOP
4838 REM PLAY MUSILC

6855 POKE 748,DU: POKE 749,FR

6868 CALL 776: RETURN

6986 REM CONVERT H,V TO ADDRESS

6995 P = 895 + H + V % 128 —  INT (U - 1) /
B) * 984): RETURN
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

7888 REM MORE FUEL DR LESS MINUTES
7188 FU = FU + SA: RETURN

7688 REM HORE FUEL OR LESS MINUTES
7388 DI = DI - SA: RETURN

7568 REM JUMP OWER ELECTROROCKS

7585 GOSUB 4800

7510 H = UX1V = WY + 3: GOSUB 4988: IF PEEK
(P) < > 148 THEN RETURN

7515 IF V > 2i THEN RETURN

7530 POKE VP,1480

7558 VP = P:VX = HiVY = U

7535 POKE VP,32:FU = FU ~ 3: RETURN

7688 REM SHOOT ROCKS

7618 FOR I =1 T0O 3

7620 H = WXV = WY + I: GOSUB &780:C
(P}

7625 1F C = 163 THEN C = 148: GOSUB 3809

7630 DP(1) = C

7635 POKE P,174

7648 NEXT : GOSUB 4898

7645 FOR J = 1 TD 50: NEXT

7650 FOR I = 3 TO 1 STEF - 1

7655 H = X:V = UY + 1: GDSUB 49808:C
(P

7657 PCOKE P,DP{(I)

7668 NEXT :FU = FU — 3: RETURN

7788 REM MOVER SOUND

PEEK

|

It I

PEEK
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__7-c_Continued___________.

7785 FR = 1:DU = 35: GOSUB 4859: RETURN

7880 REM BONUS SOUND

7863 FOR I =1 TO 12:DU = 18:FR = 208: GOSUB

6858: NEXT : RETURN

8588 REM EVERY INIT

8925 WX = 18:VY = 11:H = ¥YX:V = VY: GOSUB &%@
g:Vp = P

Bo3@ FOR I = 1 TO 4:TP¢])> = TECI): NEXT

8545 MB = B:ER = 148

8585 HOME

8598 GOTD 1568

8468 REM FIRST INIT

8485 GOSUB 4508: GOSUB 4888

8418 FU = 288:D1 = S68

8420 DIM AS(40),TE(4),TP(4),DP(18),TV(4) ,TH{
4) ,EH( 4> ,EV(4)

8448 DATA 3,3,35,3,3,28,35,268

B643 FOR 1 = 1 TO 4: READ TH<I): READ TV(I1)}

8446 EHC(I) = THCIIzEWCI) = TV(DD

8647 H = TH(I>:W = TV{1): GOSUB 4700;:TE(I) =
P: NEXT

8438 GOSUB 44860: GOSUB 4088
8478 GOTO 8Hea

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 97.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

180 REM ARCALDE EXPLORERS GAME 2

11@ REM REVENBGE OF THE RASTER BANG

120 REM (C) 1983 SETH MCEVOY & LAURE BMITH
130 REM PUBLISHED BY DELL BOQKS, INC.

149 CLEAR 19001G0OTO B&RO

13@ REM TYPE 'POKE 25,4:NEW’ FIRST!

1902 REM RIVERS OR TUNNELS

1160 GOSUD 430@:RETURN

18@ KREM ARCADE EXPLORERS GAME 2

11@ REM REVENGE OF THE RASTER BANG

128 REM (C}) 1985 SETH MCEVOY & LAURE SMITH
13@ REM PUBLISHED BY DELL BOOKS, INC.

142 CLEAR 18@0:G070 8400

198 REM TYFE "POKE 25,4sNEW’ FIRST!

l@eé@ REM RIVERE OR TUMNELS

130Q GOSUB 47@8:RETURN

____]"t:___: ______________________
15060 REM MAIN LOOP
1585 EF=0

15@7 Qs=INKEY$sIF Qs<(>"" THEN BOBUR Z00@

1918 GOSUE 2580:REM SCROLL

1538 GDSUR 2700yREM HERO MOVE

1349 GODSUB J30Q1REM NEGABEASTSH

1550 @=PEEK{&6£3280):1IF G-127 AND Q@-2535 THEN &
05UB J@ad

1578 IF ER<»>%& THEN GOSUB 2700

1580 IF EF<>@ THEN 45408

1998 GOTOD 15Q8@
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_1-c _Continued____________

1605 YN=@:IF RND(1@)>RN THEN YN=13RETURN

1708 REM RANDOM COL

1785 CL=RND(31):RETURN

1708 REM CHANGE SCREEN

1985 FORY=1TO03:S50UND2@@,3:50UND255,3¢ NEXT:RE
TURN

WILEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 20.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

2800 REM JUMF OR BLAST ROCKS
2188 GOSUBR 750@:RETURN

2008 REM JUMF OR BLAST ROCKS
2380 GOSUB 7&400:RETURN

25880 REM UPDATE STRING

2583 FORI=1T032:AB(1 =32 NEXT

231@ BOSUR t@a9

2520 B0OBUB 3I7e0

2588 REM MAKE EROCKS

2618 FORI=1T02

2613 GOBUE 17@8:AS{CL)=643NEXT

2540 RN=11Q05UR 1400:IF -YN THEN 2440

2630 6OSUB 170@3AS(LL) =80

2568 B0SUB J5@@:RETURN

2788 REM VIBROVAN MOVE

2705 MX=@i1MY=0

2787 IF FU<I THEN 2735

2718 PH=JOYBTK(@):PY=JOYSTK(])

2715 IF FV<lé& THEN MY=-]

2720 IF PY>453 THEN MY=1:808UB 2799

2725 IF PH<1é& THEN MX=-1

2730 IF FH>45 THEN MX=|

2732 IF ABS(MX)+ABR(MY)<>Q THEN GOSUER 7788:F
U=Fl-~-1

2735 POKE VP-TH,ER

2748 VXaVX+MXVYsYY MY

2745 IF VX<1 OR VX>3] THEN 2740
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_e-c_Continued___________

2702 VP=SL+VX+VY*THsER=PEEK (VFP) 16070 2767

276@ VX=VX-MX1VY¥=VY-MY1GOTO 2708

2765 IF ER=%4& THEN SP=D

2778 FOKE VF,159:RETURN

2790 TT=ER:ER=FEEK(VP)1]IF ER=125 OR ER=79 TH
EN ER=TT:RETURN

2795 BOBUEB 29@@:ER=TTIRETURN

2900 REM COLLISIONS

2985 IF ER=54 THEN GOEUE 5200

2918 IF ER=123 THEN GQSUB 4508

2915 [F ER=79 THEN GOGUER 4730

2920 IF ER=13 THEN Fu=FlU-2

2925 1F ER=23 AND EP=ad THEN EF=3

2930 IF ER=80 THEN S5A=20:808UB 7830@:B805LE 7@
B9

2935 IF ER=94 THEN SP=1:608UF 7608

2949 [F ER=173 THEN EF=2

2945 IF ER=%46 THEN SP=8

2990 RETURN

WHEN YOU HAVE FINISHED TYFINCG,
CONTINUE BREADING ON PAGE 36,
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

I00@ REM DROF BOMEE DR SHODT NEGABEABTS
3188 GOSUB S708:RETURN

J2@8 REM DROFP BOMBS DR SHODT NEGABEASTS
3309 B05UB 5800:RETURN

3508 REM PRINT LINE

3905 DI=DI-1:IF DI<1 THEN &700
3587 PRINTR448,%"y

331@ FORI=1TOJZ:PRINY CHRS(ASC(I)) JeNEXT
3338 PRINT® FUEL®jFUy" TIME";DI" TURNS"jLV
354@ RETURN

3600 REM CREATE EIG OB SEGMENT
3683 LB=RND(J)+2

3510 BGSUB 1708

3619 IF CLCB OR CL>23 THEN I618
5420 MB=1)CEsCLIRETURN

3630 REM CREATE BIG SBEGMENT

3655 WB=RND(3}+2

J448 FORI=CB-WB TD CB+WB

3663 AS(I)=BBINEXT:MB=aMB+]

3473 1IF BB=1@% R MB>2 THEN RETURN
J48@ AS(CB)=941RETURN

S70@ REM BIG OBJECTS

3705 IF MB>@ THEN 3720

371@ RN=2:1G0SUB o020

3715 IF -YN THEN RETURN

3717 BOSUR 3508
TIOA TC | G-MO/ /=0 TWHCM ME=0A:OCTIIEN
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_3-c_Continued ___________

3725 GOSUB 3630:RETURN

JB@@ REM STUN SOUND

3805 FORZ=9TOLISTEF-1:S0UNDI*#1Q+1@,1:NEXTIRET
URN

3588 REM RIVER NOISE

3985 FORZI=1TO3:SOUNDZ55-5%1 ,JiNEXTIRETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGL 51.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

4000 REM MOUNTAINS OR LAKES
41080 BR=1@9:RETURN

4988 REM MOUNTAINS DR LAKES
4300 BB=119:RETURN

450@ REM RIVERS

4583 [F RND(1@)>3 THEN RETURN

4518 GOSUR 17@@:RL=RND(18)+4

4515 CL=sCL+21IF RL+CL>2% THEN 4510
432@ FORI=CL TO CL+RL

4523 AS(I)=mal INEXTIRETURN

45@@ REM RIVER MOVE

4503 B805UB 319082

4410 FOKE VP,ER

4615 RN=3:G0S5UR 1508

45620 FLelsIF YNal THEN FL=-1

4623 IF FEEK(VF+FL}<{>125 THEN FL=-FL
44638 VP=VYP+FLi1Vi=VX+FL

4635 IF PEEK(VP+FL}=]125 THEN 443@
3449 YP=VP+FLiVX=VX+FL:ER=94

4645 FOKE VP, 159:RETURN

4700 REM TUNNELS

4710 IF RND(1@})>3 THEN RETURN

8720 GUSUE L17e@:IF CL>29 THEN EL=29
4730 AS(CL)=7%:RETURN

4758 REM TUNNEL MOVE

4732 GOSUB 3980

47595 POKE VP,791RN=4
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_Y-c Continued___________

4765 PaSC+VX+MX+THR (VY+MY)

4767 [F PEEKI(P)<>94 THEN 4748

748 IF VX+MX>31 OR VX+MY{l THEN 4748

4749 IF YY+MY>13 OR VY+MY<2Z THEN 47402

4778 Vi=VX+MX1VY=VY+MY

4772 VP=P;ER=9461POKE VP, 3FIRETURN

4790 JP=INT((RND(RN)+2)#{(RND(3)~2))1RETURN

4800 REM ELECTRO SOUND

4805 FORY=3TOISTEP-1:50UND 3B#Y, 1:NEXT1FORY=
1TOS: SOUND2O#Y 11 NEXT:RETURN

4900 REM GET NEGABEAST SOUND

49085 FORY=1TO1@150UNDS®, 1+ B0UND2RA, 1 s NEXT:RE
TURN _

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGL 64.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

T T S B e S S S G B B T S e e s el e B s B S

@88 REM RDCKS ADD MIN OR LOSE TURN
5180 DI=DI+1@:RETURN

-——————-——-——-——————--—_—________

2800 REM ROCKS ADD MIN OFK LOSE TURN
9380 EF=1:RETURN

O - - B ey wael I EETEF WIS I S D R e ey gkl B B Sl S S E—

50908 REM MOVE NEGABEASTS

5303 FORI=1TO4rTF=B:PF=2

9910 IF PEEK{TP{I}~TH)=173 THEN 5512

WLl TVl mEV{IY ¢ TH(I)SEH(I) e TR(])=TE (]} 605
UB 5408

95912 POKE TP(1)=-TH,9é

3528 XD=d)YD=R

2329 AX=ABS(VX-TH(I))rAY=ABS(VY-TV(]))

5527 I1F AX>AY THEN 5558

D928 PF=]

5538 I1F TV(I)>VY THEN YD=-1:60TC 5540

J54@ YDw11BOTO 5560

S55@ IF TH(I)CVX THEN XD=1:B0TO 3548

9553 XD=-{

Job® CsSC+TH(I)+XD+TH®(TY(I)+¥YD} s TF=TF+1

agobs IF PEEK(C)=139 THEN EF=2:G0T0 5378

J9&63 IF PEEK(C)=238 THEN TW(I)=EV(I)tTH(I)=EH
(I)rC=TE(]):B0SUE 380@:80TO 3578

3964 IF SE=t THEN 3378

3563 IF PEEK(C}<{>%& THEN 5590

ow/@ TP(I}=CiFOKE C,173

Fa70 TYLL)=TYCI}+YDa THOI) =TH(I)+XD

398@ NEXTIRETURN

[ — [rp— [ '] R I
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_5-c _Continued———_______.

5592 IF PF=0 THEN 53528

D993 GOTD 3358

3482 REM CREATE BEAST

a&@3 IFf PEEK(TP(I))=139 THEN EF=2

261@ POKE TP(I)-TH,1751RETURN

578@ REM DROP BOMBS

=785 B0SUR 4900

271@ FORI=1LTO3:1FORI=LTA3

4720 IF I=2 AND J=2 THEN 35730

3723 C=YP+[-2+TH#(J-2}:1IF PEEK(C}<{2>9& THEN 5
730

5725 FOKE C,38

3738 NEXTINEXT:FU=FU-33RETURN

3880 REM SHOOT NEGABEASTS

2885 GOSUB 4900

5818 FORI=1TOS

aB28 DP(1)=eYP+TH*(I-3)

aB825 DP(I1+3)=VP+I-JiNEXT

gB3@ FORJI«=§TOIR

3839 IF PEEK(DP(1))=175 THEN POKE (DF(I}), %8
1B0SUE 3389

Y848 [F PEEK(DP(I))=%& THEN POKE DP(I),34

3843 NEXTiFORI=1TO288:NEXT

3847 FORI=1@TOISTEF-1

5838 IF PEEK(DP(l))=%4 THEN POKE DF(I},%6

3833 NEXT:FU=FU-J:RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 77.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

6-a___

4000 REM STRONG BEASTS OR LESS TURNS
5188 SE=1:LVy=3:RETURN

4090 REM STRONG BEASTS OR LESS TURNS
£3589 SE=B:LV=1BsRETURN

5580 REM OPENING

5505 CLS:FRINT'READ THE BOOK FOR INSTRUCTION
E!H

6518 PRINT"OBJECTS ON THE COURSE:*

4515 PRINT:PRINT CHR$(139);" VIBROVAN'

8557 PRINT:PRINT CHR$(&4)3” ELECTROROCK "jC
HR$ (175) ;" NEBABEAST"

5525 PRINTIFRINT "= RIVER O TUNNEL"

6530 PRINT:PRINT "m MOUNTAIN w LAKE"

6535 PRINTIPRINT *F POWER STATION "jCHR$ (94
};" UNIBOAT"

6540 PRINT:PRINT"PRESS ANY KEY'

5550 RN=RN-1:IF INKEY$="" THEN 4550

4560 RN=RND (RN

6590 CLS:RETURN

5408 REM LOSE TURN

56085 GOSUB 1900

5619 CLSIPRINT*YOU LOSE A TURN"

6612 IF EF={ THEN X$="YOU HIT AN ELECTRORDCK
in

6614 IF EF=2 THEN X$="4 NEGABEAST BOT YQU!

6616 IF EF=3 THEN X$="BLUB' YDU DROWNED'"®
LiTh OETHT-DODTMT Y&
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__b-c_Continued ___________

6640 LV=sLY=1:1F LVYC(1 THEN 67350

6645 PRINT:PRINT"YOU HAVE";LV;"TURNS LEFT"

6638 PRINT:PRINT"FRESS ANY KEY"

6635 IF INKEY$="" THEN &&355

6660 GO0TO B3@0

6788 REM YOU WIN

6705 FORK=1TO3:BC0SUB 480Q@:NEXT

6719 CLSsPRINT:PRINT"YQU WON THE BAME!'"

6729 PRINT:PRINT"YOUR FINAL SCORE:"

6725 FRINT:G08UB 3530

4730 PRINT:PRINT"PRESS ANY KEY*

£735 IF INKEY#="" THEN &£735

5748 RUN

6738 REM YOU LOSE

4705 PRINT:PRINT"YOU LOST THE GAME!":GCTO &7
2D

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 84,
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TYPE SEGMENT A OR B, THEN TYPLE SEGMENT C.

70@@ REM MORE FUEL OR LESES MIN
71@@ FU=FU+SA:RETURN

7200 REM MORE FUEL OR LESE MIN
730@ DI=DI-SA'RETURN

7560 REM JUMP OVER ROCKS

7585 GOsSUB 4800

7918 F = VFP+3#THIIF PEEK{P)I<{>9& THEN RETURN
7515 IF VY>11 THEN RETURN

7530 POKE VP,94

7558 VP=P:VY=VY+3

7555 POKE VYP,159tFuU=FU-3:RETURN
7680 REM SHODT ROCKS

76189 FORI=17T03

7628 P=VP+I#TH:C=PEEK!(P)

7625 IF C=44 THEN C=94:G05UF 3508
7630 DPF(LI=C:POKE F,4s

7640 NEXT:GOSUE 4880

7645 FORJ=1TOS@:NEXT

7698 FORI=3TOLISTEP-1

7685 P=VP+I#TH:C=PEEK(F)

7657 PCKE P,DP(I}

7668 NEXT:FUsFU-3:RETURN

778@ REM MOVER SOUND

77@5 SOUNDI,{:RETURN

78@@2 REM BDNUS SOUND

7885 FORY=1TO71S0OUND1IS@,1:KEXT:RETURN
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_7-c_ Continued_________ .

§58@ REM EVERY INIT

BS525 VX=141VY=7:YP=BC+VX+VY#TH

8530 FORI=1TO4:TP(I)=TE(I)sNEXT

8565 MB=0:1ER=94

8585 CLS

8592 SOTC 1500

R4@® REM ONE TIME INIT

8685 IF PEEK(25)<>& THEN PRINT"PLEASE TYPE
POKE 25,51 NEW’ "1 8TOP

B61Q FU=2P@:DI=50P:505UD 4508

8615 SC=10243TH=32

B&2@ DIM AS(4Q),TE(4),TP(4) ,DP(10),TV(4),THi
4) EH(4) EV(4}

9448 DATA 2,2,28,2,2,12,28,12

8445 FORI=1TO4:READ TH(I)(READ TV(I)

8646 EH(1)=THI{D tEV(I)sTV(D)

8447 TE(1)=SC+EN{I}+32%EV(I) INEXT

8450 B0SUB 4200:GOSUB 4200

9699 GOTO 8588

WHEN YOU [TAVE FINISHED TYPING,
CONTINUE READING ON PAGLE 97.
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