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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 kingdom of Venturia from
the evil Technoterronists.

You are the hero of this book. You'll make choices that
will reveal different parts of a computer program, which
you'll use to create your own unique video game. When
you type all the listings into your home computer, you
will play the game and determine Venturia’s fate.

The computer programs in this book are written 1n
BASIC for the Apple 11+, Commodore 64, and Radio
Shack Color computers. The program is divided 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 you 128 different video game possibilities.

You can input each of the seven parts as you make
vour choice in the story. Or, if you want to type in the
entire program later, you can mark your chowes on the
Option Sheet on page 115,

Before you do any typing, be sure to read the specific
instructions for your computer, starting on page 105.

Even if you don’t have a computer or don’t want to use
one, you can stll enjoy this book. Read the story and
make vour seven choices, then turn to page 93 and follow
the fast-action simulation of the video game finale.

The choice 1s yours to make.

Can you save Venturia?
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chapter ]
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The kingdom of Ventunia lies inside your compurer. It
wds a beautitul and peaceful land until the brutal armies
of the Technoterrorists launched a surprise attack. The
terrorists hate all saientific advancements. Their plan is to
turn Venturia's technological society back into a primitive
wilderness. Now the Venturians are fighting desperately
to stop the terrorist invasion,

In the war operations room of Venturid's capital, alarms
sound and officers shout orders. Intricate maps fill the
battle scanner’s huge viewing screen. Romiden, the
Venturian leader, paces as he plans his secrel counteratiack.

Suddenly blue lights flash and another emergency alarm
blasts through the air. A battle scanner operator calls to
Romiden, “Sir, the terrorists demand to speak to you at
once.”

“Okay, Hol,” Romiden replies grimly. “Put them on the
scanner screen.”

Three of the red-uniformed terrorists come into focus.
'The captain holds up a large black hox and says, “It's all
over, Romiden. We've got your precious power supply.
we'll use it to fuel our new Deadlock Laser and stop the
wild growth of Venturian technology once and for all!
Everything will be restored to its natural order, the way it
was betore your unnatural technology!”

Romiden shouts, “Not so fast, you terrorist electroswine!
We've got 4 secret weapon of our own. Our Smole scien-
tists arc preparing it right now.”
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“Hal™ The terrorist captain sneers. “We've just cap-
tured all of vour scientists from the CPU Training
Academy. At this moment the dirty little Smoles are being
lvaded into our FX-cruisers and taken to our under-
ground fortress.” '

Romiden shouts, "You haven't heaten us vet!”

The picture fades as the three terrorists climb into
their bulky FX-cruiser.

“"But, sir,” pleads Hol, “without the Smole scientists to
operate the Scannervision secret weapon there 1s no hope.
We have no time to train more operators.”

“Then we'll have to get them from somewhere else,”
Romiden says. -

“Where?” Hol asks. i

“From the Analog Dimension,” Romiden replies. “The
people there are ditferent from us in the Digital Dimen-
sion. We have no natural abilities and musi be taught all
of our skills. The people in the Analog Ihmension are
born with what they call instincts, These instincts give
them the power o tollow their feelings instanily. The
Scannctvision needs operators who can react 1r1sum,twcly.

“You see, the Scannervision 1s very similar to the video
gariies on Lthe Analog Dimensions, We must tind therr
hest video game player (o save Venturia.

“What if the [J]HV{"‘I‘ won't come:”" asks Hol.

“Don’t worry,” Romiden says reassuringly. “Venturia is
the land inside computers. If the Technoterronists de-
stroy Venturia, then all computers in their world will be
destroved too.”
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TheRnalog Dimension_______

TN e e S W Y TR e B S S sl Bl — — — — — — — — —— — — — — — —

You fly through the door and race across the kitchen.
There is a letter for yvou on the table. You grab it and tear
H Open as you hurry 10 your roi.

“Great,” you say to voursell. “IUs the answer I've been
waiting for!”

You shut vour bedroom door, slide into yvour chair,
and read the letter carelully. It says:

Congratulations! You are now a member of the elec-
tronic network of Arcade Explorers. Your video game
scores have qualified gyou for membership into our BA-
SIC Council of the Riders of the Light. This entitles uou
to hpok up your computer to our unique network of
exciting video games.

Ride with the Arcade Explarers as they discover news
horizons of computer adventure!

P.S. Your game scores were higher than all of our
other members. You are now our best videg game plauer.

You throw the letter mte the air and cheer, “Yeal |
finally made it into the Arcade Explorers!”
You pull your chair up to your computer. “I can’t wait

1o see what's on their network!” vou say excitedly.

Turning on the power, you dial the phone and connect
your computer to the Arcade Explorers compuler network,
A menu appears. You select the first category: MESSAGES
TO AND FROM MEMBERS.

"1 wonder who else 1s on this network:” you say 1o
vourselt as vou scan through the listings at high speed.
“"Hey! There's 2 message for me!”

You press an access key, but mstead of words on your
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screen, a man’s face appears. “Wow, this is great!” you
exclaim.

The man says, “You are the best video game player on
the elte Arcade Explorers Network., You must come to
Venturia.”

“What’s Venturia?” you ask, confused. “Who are you?
What is this all about?”

“Venturia is the kingdom inside your computer,” the
man answers. “I am Romiden, the leader. You are needed
to save Venturia before it 1s destroyed by the Technoter-
rorists. 1f they defeat us, all computers will be destroyed—
including your own!” |

“Oh, no!” you ay. “I mean, yes! Of course I'll come.
How do T get there? How long will I be gone?”

“You will be gone tor only a few seconds. Venturia is in
the Digital Dhmension, where time moves so fast it seems
to stand sull. Get ready, I'll send a messenger for you
immediately,” Romiden replies.

Your room suddenly becomes dark. A sparkling white
mist rises from the tloor. A white bird fies through the
screen and lands beside your keyboard. He 1s eight inches
high and has one large eve in the middle of his head.

“Who are you?” you ask.

The bird looks straight at you and says, *Vidi’s my
name, from Venturia I came. There you must go and
save my desperate land. These words you must type:

“Aiders of the Light

Fraom the Land of the Night
LUl pass through the glass
OFf Lightning s Window.”

After you type in the phrase, Vidi says, “At me you
must look, and not be afraid. My light, it will shine, and
digitize you.”

“I'm not afrad,” you answer. Vidi looks at you and
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shoots a beam of bright blue light at your chest. A gentle
tingle flows through you as your body changes into col-
ored digital squares. Then the squares get smaller until
you are only halt Vidi's height.

'The white bird scoops vou onto his hack and says,
“Hang on!”

“You bet!” you reply. “It's a long drop to the ground..
You can change me back later, can’t you?”

“Yes, that is so, but now we must go,” Vidi answers
impatiently, tlying toward your computer’s monitor. The
big screen sparks and flashes as yvou approach. When
Vidi touches the glass, you are jolted upside down by a
thunderous crack.

Suddenly vou're inside your computer!

You and Vidi tumble through the darkness. Flashes of
light cut through the air. A blast of thunder rocks you to
the ground.

As you climb te your feet, a light goes on. You are in a
large white room. A tall, gray-haired man enters. He says,
“I'm so glad you're here! I'm Rommden. Welcome to CPU
Central, the capital of Venturia. 1 hﬁpe vou are all rnight.”

“Yes,” you reply. "1 think I'm okay.”

“We must hurry, Please follow me,” Romiden says.

You race after Romiden as he briskly heads down a
long white corridor.

Vidi flies onto yvour shoulder and Romiden says,
“Venturia has been invaded by the Technoterrorists.”

“Why?” you ask.

“Becausc they want to destroy all technology,” Romiden
answers. “'[he terrorists think 1t 1s evil. They only use
technology to destroy technology. Our Scannervision se-

1
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cret weapon is the only thing that can stop them, but all
ot our trained operators have been kidnapped. We need
you to operate it.”

“How can 1 do that?” you ask.

“You will use your outstanding vidco game skills and
vour natural instincts,” Romiden says. “Our Scannervision
operates just like your video games. With your superior
skills, you will use the Scannervision to penetrate the
seven caverns of the terrorists’ underground fortress. Then
vou'll recover Venturia's stolen power supply and rescue
the kidnapped Smole SEIE'n[lSt'i Understand?”

“Yes, 'm sure I can do it,” vou say eagerly. “When do I
start?”

“Unfortunately, 1t's not that easy,” Romiden replies.
“The Technoterrorists took us by Surprlsf' The Scanner-
vision's data program is divided into seven parts. You
must journcy through the dangerous cutlands of Venturia
to get th": seven program scgments from our Smole
SLIEI‘IletS

[ thought they were all lelldpped YOU 54y,

“No,” Romiden answers, “only the ones from the CPU
Training Academy were kidnapped. There are many other
Smaole scientists, but none of them have been trained to
operate the Scannervision.”

“I'm ready to face anvthing!” vou say.

“Good! [ knew you could help us.” Romiden holds out
his hand. [t contains two small golden tokens.

“Each of the seven Scannervision program segments
are stored in teletokens like this. As a safety precaution,
the little Smole scientists made two versions ot cach pro-
gram segment. Each version 1s at a different Smole re-
search outpost. You must decide which outposts to go to.
Your decisions will dffﬁ{t the way the Scannervision de-
fense system operates.”

“You mean I can make it play the way I want?”

“Yes, that's the idea,” Romiden replies. “Your tirst task
15 to choose one of these two teletokens.
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“The Scanuervision 1s equipped with a remote-control
vehicle that can blast terrorists and destroy their hooby-
trapped walls. One of the tokens contains data to make
the Scannervision fire in a pattern similar to your plus
sign. The other teletoken will make it fire in a pattern
similar to your letter x. Which do you prefer?”

After you tell Romiden your choice, he hands you that
token.

if you have a computer and want to lype in the
first part of your game now:

i your choice is +
Hpple users turn to page 137.
Commodore users turn ta page 119.
CoCo users turn ta page 153.

Tup® in pragram segment 1A and then type in pro-
gram segment IC.

If wvour cholce Is x
Hpple users turn to page 137.
Commodore users {urn to page 119.
CoCo users turn ta page 153.

Type In program seqgment 1B and then type In pro-
gram segment 1C.

When you are through tuplng continue the storu.
Turn to Chapter 2 on page 11.
If you are not using a8 computer:

Mark your choice of + or x on the Option Sheet on
page 115.

Then turn to Chapter 2 on page 11 to continue the story.




chapter 2

“I must leave you now and return to the war operations
room,” Romiden says.

He opens the door and greets a young girl. Her hair is
blond and she’s wearing a long blue-striped shirt. Vidi
flies onte her shoulder.

“This is my daughter, Ramda,” says Romiden. “She’s
just about your age. She and Vidi will accompany vou
through the outlands. Since the terrorist troops are
everywhere, I've asked my chief security officer to join
the three of you. He'll be here any minute.”

Romiden places his hand on your shounlder and says,
“Without our main power supply, we've been forced to
operaie on Electron batteries. 'They'll only last another six
or eight octal hours. It’s vital that you acquire the teletoken
data as fast as you can. Venturia’s fate 18 in your hands!”

“I won't fail,” you reply confidently.

Romiden rushes off. Ramda tosses you a round silver
helmet as he says, “Put that on. We'll be traveling by
cybercycle and you'll need 1t.” _

You place the unusual helmet on your head. It fits
perfectly. She hands you a thick belt with many little
compartments.

“What do | do with this?” you ask.

She says, “It’s a supply belt and will come in handy 1if
we run into the terrorists.” She straps a similar belt on
over her big striped shirt.
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As vou buckle on the heavy belt, a short, muscular man
in a black and white checked coat enters. 1le's only about
three feet tall. He raises his hand to his big black hat and
salures Ramda.

“I've been instructed to go with vou,”™ he says gruttly.

“I'm glad Romiden picked you, Max,” she says. “Welll
necd you and your reiro ritle in rthe terrorst-occupied
outlands.”

He slaps the strange-looking rifle strupped on his back
and says, “You can count on us, Ramda.” Looking at vou,
he asks, “Who's vour palt”

Ramda introduces vou.

The little man shakes your hand and savs, “I'm M. E.
Maximus. You can call me Max.”

You ask, “What does the M. F. stand tor?”

Vidi squawks and replies, “Mentally Exunct.”

Max 1s about to make an angry retort, bul Rainda
scowls and exclaims, “Max! Vidi! Can’t vou two stop your
constant bickeringr You know this mission is oo mmpor-
tant to be [ooling around. Deep down I know vou two
really like each other.”

Vidi rells his eyes as Max slips up next rto vou and
whispers, "I don’t know what that bird expects to do
against the Technoterrorists. He doesn’t have brains or
brawn.”

Ramda interrupts, “Let’s lcave CPU Central betore its
too late. The terrvorists are closing in.”

“Tt won't be casy,” Max replies. "We'll have to move at
Lop speed.”

"We can do 1t,” Ramda shouts. “We have to!”

You follow her outside the huge palace to a courtvard,
She slides inside a globe-shaped vehicle standing on a
single leg like & gyroscope. It has a bubble windscreen
around the cockpit.

“Is that a cybercvcle?” yon ask.
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“You guessed it,” Ramda answers. “This 1s my pride
and joy. Nexl 1o Max's, this is the fastest one in Venturia.”

As Ramda swings herselt onto the cycle’'s front seat,
Vidi perches himsell next to a headlight. Ramda motions
for you to sit behind her.

You jump inside the sleek machine and strap on the
safety belt. Max takes off m his cybercycle and circles
overhead. Ramda calls him on the video screen and says,
“Fly north until you reach the Fibonaca River.”

“I'm already there!” answers Max as his cvcle zooms
out ot sight.

With a steady hand at the controls, Ramda flies her
cycle straight up off the ground. As it jolts forward, you
almost topple out of your seat. The cycle moves so fast
you can barely see what the surrounding buildings look
like. You get a quick glimpse of squarish blurs of green
and white. Some are long and flat while others are very
tall and skinny. Trying to focus on them makes you so
dizzy that you must look away.

Max’s U,LIC is far ahead. Ramda turns right with light-
ning speed “My miniscanner says that there 1s a terrorist
FX-cruiser dpp‘f()dthll]g. Keep a sharp lookout through
the ultraviewer,” she says, handing vou a long glass disc.

You hold the ultraviewer up to your eyes and scan
across the sky. "I see a black rectangular vehicle far be-
hind us,” you tell Ramda.

“Thaut sounds like a Technoterrorist cruiser!”

She contacts Max on her miniscanner and says, “FX-
cruiser approaching, move up to megaconversion speed.”

Max replies, “Status acknowledged. We can outmaneu-
ver those clumsy cruisers, but get vour macrocannon ready
just in case.”

Ramda punches a key on her operator’s panel and vour
seat turns backward. She says, “You're going to have to
use the macrocannon if they get too close. 1 hope you
have good aim.”
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“I sure d¢,” you tell her as you grip the hand controls.

The ¥FX-cruisers are moving in fast.

“I'm going o pick up speed,” Ramda says. “Hang on
tight!”

‘The terrorist cruisers close in on the sinall cybereycles.

Max shoots ofl his macrocannon and the Technoterror-
ists open fire. They miss!

Ramda shouts to you, “Your turn, hero! Blast those
binary bullies!”

You aim at the black cruiser and squecze off a round of
electrofire. They shoot their vector weapons but Ramda
darts out of the way. The terrorists speed closer! You
blast them again. Yon hombard the left side of their
cruiser, throwing it off balance. It spins across the sky
and crashes to the ground.

“Nice move,” Ramda cheers.

“Brilhant!” shouts Max over the miniscanner.

“Thanks!” You pick up the ultraviewer and look for
more terrorists. But the sky 1s clear in all directions.

“We are almost to our desfination,” Ramda says. “It’s
just up ahead.”

You lean to the side and look down below. The un-
usual green and white buildings are gone. 'T'he ground is
all orange, red, and black. |

Ramda stops the cybercycle in midair, and you can see
strange plant lile below. There are tall green, treelike
stalks with rectangular black leaves. The ground 1s cov-
ered with long, thin blades of red grass. A thick lacy
substance, ]ikE_(}rangE vy, 18 scattered everywhere.

Instantly the cycle descends. Ramda lands next to Max’s
craft and switches otf the gyromotor. As she pulls off her
helmet she turns to you. “Keep yvour helmet on. These
orange plants give otf a vibration of hight that may dam-
age your eves.”

“What are those plants®” you say.

“They're electrovines,” Ramda replies, “and the ones
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with square green stalks and big black leaves are quadtrees.
The electrovines give you quite a jolt if you don’t handle
them carefully. There's a negative power blade in the
second compartment of vour supply belt that will help
you cut through them. Be careful because we'll proceed
on foot from here; the electrovines are everywhere.”

As the three of you enter the thick forest of tall
quadtrees, Ramda says, “Vidi, vou fly up ahead and scout
for any dangers. Max, you lead the way on foot. I'll cover
the rear.”

You all wend along the narrow path, careful not to
disturb any of the electrovines that hang down. Max
cautions, “It’s strangely quiet here. Keep a close watch.”

“Look out!” Ramda vyells. You freeze as a clump of
electrovines falls at your feet.

Max picks up the dangerous vines with his retro rifle
and tosses them into the forest. The vines spark and
crackle as they fly through the air. Then he turns to you
and says, “Those vines can knock you on your bit bucket
if you're not careful.”

Vidi flies onto Ramda’s shoulder and cries, “Five terror-
ist scouts, up ahead.”

“We can fight them off,” Max says confidently, holding
his retro rifle.

Ramda shakes her head. “Not if we don’t have to. Let’s
change our course and avoid them.” She checks her elec-
tronic minimap to see which path to take.

After Ramda analyzes the data, she says, “Unfortunately,
the best path 1s the one we are on. We'll have to cut
through the Data Swamp or go over the Terminal Ridge.”

“That’s not much of a choice,” Max replies. “They're
both pretty rough.”

“What's the difference between them?” you ask.

Ramda explains, “They’re both very dangerous. If we
take the Terminal Ridge, then we’'ll get the Scannervision
data that will start your vehicle where it must pass through
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four caves betore it reaches the captured Smoles and
power supply. However, you can exit through one cavern,
If we take the Data Swamp, the Scannervision data will
start your vehicle in a place where you have to pass
through only one cavern to get to the Smoles and the
power supply. But if vou do that, you must pass through
tour caverns to get away. It’s your decision, since you'll be
operating the Scannervision defense system.”

You think for a moment and then make your decision.

If you choose the Terminal Ridge, turn to page 18,
If you choose the Data Swamp, turn to page 24,

Mark your choice on the Option Sheet on page 115,



chapter Ea

You choose to take the path across the Terminal Ridge.
"We'll have to go through the quadirees on the left,”
Ramda says. “"Fortunately, the electrovines aren’t too thack
in that direction. OQur trouble will begin when we have to
climb up along the ridge. Crossing that creaky bridge 1s
the most dangerous part.”

“Maybe we should have gone through the Data Swamp
mnstead,” vou tell Ramda.

“No,” says Max. "It’s so slippery and smelly down there
I think it might be worse.”

As you struggle through the quadtrees, Ramda says, “It
won't be as bad as it sounds. It's interesting, actually.”

“Why?” yvou ask.

“Because 1t's the remains of an enormous viewing termi-
nal that once belonged to a long-lost kingdom of giants,”
she replies.

“What happened to them?” you ask.

“They were all driven into the sea during the Static
Wars long ago. All that remains of the old terminal is a
huge mound of glass with wires running out of it. Lhe
mound 1s what we now call the Terminal Ridge. It's so
treacherous that the name has taken on a double meaning,”
Ramda says. “I'm going to the top of the hill to see if it's
safe up ahead. Vidi, you stay behind with the others.”

As Ramda slallfully maneuvers through the electrovines,
Vidi flies oft her shoulder and swoops past Max.
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“You good-tor-nothing sack of ferro-feathers!” he cries.
“Why don’t you run yourself into a quadtreer”

Vidi sweops through the air and gf*nt.l}r lands on your
shoulder. He turns 1o Max and says, “Your body 1s not
tall, your waist it not slim, your ears are not small, and
there’s nothing between Thf‘m'”

Before Max can get even, Ramda calls out from the top
of the hill. “There aren’t any Technoterrorists in sight.
[t's barren from here on in, so there’s no place for them
to hide.”

You and Max rush to join Ramda.

“Look across there,” she says to vou. *'That’s the Terma-
nal Ridge.” Rising black and shiny out of the ground is a
huge mound of glass. Its rounded peak sparkles in the
ight. Large crucks in the glass make it look as if 1t could
crumble at any moment.

Ramda explains, “Those wires running from the black
ridge to the other bank is the bridge we'll have to cross to
get 1o the research outpost.”

“That looks tough,” you tell her.

Max says, “You better believe it, pal. Crossing that wire
bridge will be tricky. But first we have to get across the
Terminal Ridge!” He heads toward the ledge, and you,
Ramda, and Vidi follow. You notice big black clouds
quickly filling the sky.

A giant crack in the mound of glass makes a ledge wide
enough for you to get a foothold. You shde along the
treacherous path. From up ahead, Max shouts, “Double
trouble! T'wo terrorist FX-cruisers coming in fast.”

“They may not spot us,” says Ramda. “But get vour
macroshooters ready!”

“What about me?” vou ask. “I need something to shoot
with.”

“In your supply belt,” says Ramda. “The tirst compart-
ment—" She breaks off as the two FX-cruisers swing
down and fly dangerously close,
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You pull out the triangular macroshooter and prepare
0 fire. |

“Quick, get to the wire bridge,” shouts Max. 'L'he rick-
ety cruisers {ly past and disappear around the ridge.

Vidi flaps his wings and warns, “They come, they come.”

The big hlack cruisers return and open fire. “Duck!”
shouts Ramda as the errorist weapons blast through the
air.

“They missed’” shouts Max.

You turn and fire your macroshooter. The power of
the macropulses shatters the terrorists’ windshield. Their
cruiser spins out of control and crashes to the ground.

“That’ll slow those digital devils down!” Ramda exclaims.
Rolling black *llunderrlnuds rumble across the sky.

“So will the ribo ramm,” shouts Max.

The thick clouds burst wide open and black SIIlngs
pour out. The slimy ribbons cling to the other terrorist
crulser and slow 1t down.

You arrive al the wire bridge and wait for the others.
Stringy strips of ribo rain tumble onto your shoulders.
You throw them oft and climb onto the bridge, with the
others following close behind. It's very shaky but you
move quickly without losing your balance. The second
I'X-cruiser 1s 1n treuble. It twists i the air and sputters.

“T'he air intakes must be clogged,” shouts Max with
glee. “Those vector vultures can’t build anything right!”

You, Max, and Ramda blast them with your macro-
shooters as you shde across the wire bridge.

Unexpectedly the cruiser charges for the bnidge. A
stream of veclor tire pours across the bridge, cutting
several wires. You and Max dive toward the rocky bank.

Ramda shouts, “I've been hit in the leg!”

You leap back onto the bridge and reach for her.
“Grab my hand,” you tell her. “I'll pull you to safety.”

she struggles to the bank as Max pounds the FX-
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cruiser with his retro rifle. He hits cheir electron engines
and the cruiscr explodes across the sky. _

“Lucky shot!” squawks ‘uldl “Out of here we must get,
before more cruisers appear.”

Max savs, “The rescarch outpost isn’t far.”

“Help me up.” says Ramda. You lift her to her feet and
help her acress the rocky ground covered with slippery
strings of ribo rain.

“Are you badly hurt?” you ask.

“It’s not a very deep wound,” she replies. “Help me to
the building and I'll 1ake care of 1"

S0on you reach a small building that i1s cut into the side
of a hill. Ramda turns to you and says, “1 didn’t get a
chance to briet you on the entry procedure. Remember
these words.”

She raises hier hand and knocks on the door four times.

A gentle voice from behind the door asks, "Who are
you?”

“Riders of the Light,” Ramda answers.

“Where did you come from?” asks the voice,

“From the Land of the Night.” she replics.

“How did you get here?”

“We passed through the glass of Lightning's Window.™

The door opens to reveal a two-toot-high Smole in a
long green coat. He savs “"Come 1n. Quicklv!”

You, Vidi, Rammda, and Max squeeze into the building.
There’s hardly enough room for everyone.

The Smole scicutist says, “The Technoterrorists have
alrcady been here. I gave them false data, but it they find
oul that it's take, they’ll come back. You must hurry.”

He hands vou the teletoken, whmh looks large com-
pared to his small hand. He says, ""l'his 1s the data that
will start the Scannervision vehicle at a place where
must pass through four caverns before it can reach the
captured Smole scicntists and the power supply, Once
vou have recovered the power supply and rescued my
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brother Smoles, you must go through one more cavern to
escape.”

You place the teletoken in your pocket with the one
Romiden gave to you.

Ramda turns to you and says, “I can’t travel any farther.
I must return home and get my leg repaired. Max? Vidi?
Will you help me get back?”

“Of course,” says Max.

“Certainly,” answers Vidi.

“You will have Lo continue to the next research outpost
alone,” says Ramda. “As soon as I'm safe, Vidi and Max
will return to help you on your journey.”

“I’ll find the next outpost,” you tell her.

“I'm sure you will,” she says. “That’s why we chose you
for this important mission. You'll need this to help you.”

She hands you her electronic minimap and says, “This
will tell you the coordinates of your next destination. You
can contact me directly by pushing the blue button. 1 will
assist you any way I can.”

You take the small triangular device. It has a long
silicon cord, which you hang around vour neck.

As Vidi and Max help Ramda out of the door, the
Smole says to you, “T'he pathway that starts behind this
building will take you to the Crystal Cable. Follow it to
the next research outpost. Beware of the red-uniformed
Technoterrorists.”

“I will,” vou assure him.

You wave good-bye as Max, Vidi, and Ramda disap-
pear into the secret tunnel that will take them safely back
to CPU Central.

You follow the trail behind the research outpost. The
narrow pathway 1s slippery from the ribo ran. Fortunately,
there are large rocks on each side of the path that help
you keep vour balance. When vou reach the top of the
rocky hill, you see a quadtree forest filled with electrovines.
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If you have a computer and want to type in the
second part of your game now.

Hpple users turn to page 139.
Commodore users turn to page 121.
CoCo users turn to page 155.

Type in program segment 2A. Then type in program
segment 2C.

When you are through typing, continue the story
by turning to Chapter 3 on page 30.

If you're not using 8 computer:

Turn to (Jhapter 3 on page 30 to continue the story.



chapter Eb

You choose to go to the research outpost on the other
side of the Data Swamp.

“We'll have to go through the quadurees on the right,”
Ramda says. "Unfortunately, the clectrovines are very
thick in that direction. And that’s just the start of
our troubles. Climbing down into the swamp is dangerous
¢nough, but getting across it is even more treacherous.”

“Why*” you ask.

“Because the black waters of the swamp are liquid data
waste,” Ramda answers.

“What's data waste?” you ask.

She says, “One of the most interesting scientfic failures
tn Venturian history, Many years ago, a communications
storage system was created where data was frozen into ice
tablets. Tt became so difficult to keep them frozen that
eventuaily they all melted and created these swamps of
data waste.”

Max tosses a clump of crackling electrovines mtﬂ- the
air and says, “That horrible smell is the worst part.”

“Maybe we should have gone the other way?” you ask.

“No,” Ramda replies. “Getting across that old wirc bridge
1s worse than anything in the Data Swamp. We'll be fine.
'l scout ahead for the rrail that heads down into the
swamp.”

She places Vidi on her hand and says, "Vidi, vou stay
with the others.” The white bird flies into the air as
Ramda darts mnto the forest.
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Vidi zooms by Max’s head.

Max throws up his arms and shouts, “Listen, winged
wonder! You're getting dangerously close to becoming
extinct!”

Vidi lands on a quadtree and carefully smoothes down
his ferro-feathers. He says, “The truth is, my friend, your
feet are too big, your body so small, your head is filled up
with the brains of a wall.”

Max throws a handful of electrovines at him, and the
one-eyed bird flies up out of the way.

“Trach!” shouts Max.

“Backus!” retorts Vidi.

Ramda calls out from up ahead. “The pathway down to
the swamp is over here!”

Max rushes toward her as you and Vidi follow close
behind.

As you reach the edge of the clitf, you see hundreds of
dead quadtrees floating in a vast pool of steaming black
liquid. Ramda removes a silicon cord from her supply
belt and says to you, “We’ll have to climb down this cord
to get down into the swamp. Can you tie 1t to a quadtree
using a good strong knot?”

“Just watch me, Ramda,” you reply. “I'll use my four-
star, super-deluxe perfecto knot!”

You wrap the cord around the square trunk of a nearby
quadtree. The cord is thin but sturdy.

When you complete the knot, Ramda says, “Nice work.
Let’s test it out. Max, you climb down first.”

“I'hanks a lot!” he replies.

Max leads the way as the rest of you follow. The silicon
cord holds firmly as you and your companions descend
the steep cliff.

Max says, “Nice job, pal! This cord’s—"

His voice breaks off. Suddenly he cries out, “Two FX-
cruisers overhead!”
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“Get your macroshooters ready,” Ramda shouts.

“What about me?” you call out.

“Look 1n the hirst compartment of vour supply belt,”
Ramda says. “There’s a4 loaded shooter 1n there.”

You pull out the triangular weapon and prepare to
fire.

“They may not spot us,” says Max.

“Not likely,” Ramda replies. “Here they comel!”

The two black terrorist cruisers race toward you and
open fire.

“Tump!” yells Ramda. You let go ot the cord and splash
inte the pungent waters below,

Max bursts out of the black liquid and calls out, *Move
across the swamp as fast as you can!” You struggle
through the floating quadtrees as the Technoterronists
fly overhead. | |

“They're coming closer!™ you yell. With careful aim,
vou fire your macroshooter at one of the rickety FX-
crusers. You puncture a side compartment and red smoke
pours out. The cruiser sputters, flips through the air, and
crashes into the torest.

“Gaod work,” shouts Ramda. “Watch out! Here comes
the other one!”

The second cruiser swings dangerously close and blasts
its vector ray through the swamp waters. You duck below
the surface just in time.

“We're almost to the other side,” Ramda shouts as
she pours macropulses into the second cruiser. “"Keep
moving.”

The FX-cruiser returns, bombarding the water with
more vector fire.

“I'm hit!” eries Ramda.

You rush to her side and help her struggle out of the
murky liquid. She slides onto the rocky bank under a
protective stone ledge, where she holds her wounded leg.

“I'll get that electroswine!” shouts Max.
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He raises his retro rifle and fires into the approaching
cruiser’s fuel cartridges. Blam! The numeric fuel bursts
into flames and the cruiser explodes in midair.

“Right on target.” says Vidi

“Are vou all right?” you ask Ramda.

“Sort of,” she answers wearily. ““I'he research outpost is
just up that hill. T didn’t have time to brief vou on the
eniry procedure. Watch me and listen very carefully to
what I say.”

You help her to a small building made out of quadirees.
Ramda knocks on the door four times.

A gentle voice answers, “Who are you?”

“Riders of the Light,” Ramda replies.

“Where did vou come from:” says the voice from be-
hind the door.

“From the Land of the Night,” says Ramda.

“How did you get here?”

“We passed through the glass of Lightning’s Window.”

A two-foot-tall Smole in a long green coat opens the
door. “Comne in quickly.”

You all squeeze into the building as the Smole says,
“You must hurry. The Technoterrorists were here earlier,
but T hid and left false data tor them to hind. They may
discover my trick and return at any time.”

“Dry yourselves by my fire tablet while I get your
teletoken,” the little Smole scientist adds. The powerful
heating device dries vour clothes almost instantly. The
swamp’s dirty data liquid turns to dust, which vou brush
ott caretully.

The scientist gives vou a teletoken that looks large
against his tiny hand. He says, “Here is the data that will
start the Scannervision vehicle at a place where 1t will pass
through one cavern hefore it comes to the captured Smoles
and the power supply. Once you have restored the power
supply and rescued my brother Smoles, you must pass
through four more caverns before you can escape.”
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As you put the teletoken 1n your pocket, Ramda says,
“l can’t accompany you on the rest of the trip. I must
rcturn home. Max and Vidi, will you assist me?”

They both reply, “Of coursel”

Ramda wurns to you and says, “You must make the next
part of the journcy aloue. Vidi and Max will join vou
later.”

"I can do 1t!” you tell Ramda.

She says, “I know vou can, 'T'hat’s why we chosc vou tor
this mission!”

Ramda hands vou her triangular electronic minnmap
and says, “You'll need this to find the research outposts.
Push the blue key to contact me directly if you run Into
danger. Wear it around your neck ar all times.

Max and Vidi help Ramda get outside. They walk
toward a sccret cave hidden in the hank of the Data
Swamp where the Smole scientist readies a boat covered
by electrovines,

You wave good-byve 10 your companions as they climb
mto the boat and ride into the underground river rhat
will take them sately back to CPU Central.

The Smole scientist says, “The road at the top of this
hill will take vou to the Crystal Cable. Follow it to the next
research outpest. Beware of the red-nmformed Techno-
Lerrorises.”

“I will,” you assurc him.

You head up the hill but the ground is marshy and wet.
To keep from sliding, you grab the tall red grasses. 1i-
nally you climb to the wop and see a deep torest of
quadtrees and clectrovines ahead.

If you have a cornputer and want to type in the
second part of your game rnow:

Hppie users tumn to pave 139.
Cemmodore vsers turn to page 121.
CoCo users turn to page 155,
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Tuype in program seament 2B. Then type in program
segment 2C.

When you are through typing, turn to Chapter 3
on page 30 to continue the story.

If you're not using a8 computer:

'l'urn to Chapter 3 on page 3{} to continue ihe story.



chapter 3

You head down the road and check your location on the
electronic minimap that Ramda gave vou. The triangular
screen shows that vou will soon reach the ancient commu-
nications pipeline called the Crystal Cable.

The hill is long and steep, but you climb it swiftly. As
you reach the top vou spot a shiny object glittering in the
torest. It is covered with electrovines. You cautiously en-
ter the forest to get a closer look. Using the negative
power blade from vyour supply belt, you remove the
electrovines.

You discover a smooth glass substance that is cool and
smooth to the touch. “This must be the Crystal Cable I've
been looking for,” you say. “It's much bigger than I
expected, almost as tall as I am. The quadtrees and
electrovines have grown so thick around it that I won't be
able to walk along the side. I guess I'll have to walk along
the top, but the cable is too big and slippery for me to
climb up there.”

As vou are trying to decide what to do, suddenly you
hear voices on the road! You duck down out of sight and
hide in a clump of thick red grass.

You watch cautiously as six men appear on the road.
They wear shiny helmets and red uniforms, with a TT
patch on their shoulders. They must be soldiers of the
Technoterrorists, you decide.

You hear shouting. By their gestures, you see that two
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of them want to go to the Crystal Cable, while the others
want to continue down the road. They split up angrily,
and two of the terronsts head straight toward you!

You hold vour breath and silently repeat the words,
“Don’'t move, don’t move.”

The two terrorists stop when they realize the others
aren’t following them into the forest. They turn around
and run after them.

When the terrorists are out of view, you check to see 1t
they have really gone. You spot them heading over the
next hill. “I'm safe,” vou say with a sigh, *but I must find
some way to get up onto the giant Crystal Cable betore
they return.”

You search through the forest but find nothing that
will work. Then you look through the supply belt to see
whar you can find.

You pull out several odd-looking objects that seem to
be tools. A thin cord falls from one of the compariments.
“Great!” vou declare. “T'll use this for a rope.” You quickly
tie it to the nearest quadtree. Then you throw the other
end over the cable and climb steadily up to the top.

“This sure is slippery,” vou grumble as you try 1o stand
up. You hold vour arms out for halance. Your first few
steps are awkward, but you quickly master the technique
of walking aleng the smooth surface.

Soon you are almost running atop the Crvstal Cable,
swinging vour arms as you glide through the forest.

Suddenly the cable branches i two directions. You
stop and open your minimap to call Ramda. You press
the blue key and see her tace in the uny display. *Ramda
here, what’s vour status?” she says.

“lhe Cry stal Cable splits into two different directions,”
vou tell her. “1 must find out what teletoken data is
available at each of the two research outposts so [ can
choose which branch to take.”

“Sorry,” she says, "I forgot to tell you thar the orange
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key will automatcally give you that information. The
right cable will take vou to the outpost where vou will
recelve the data to gixe vour Scannervision vechicle extra
VeCclor armor protection agaimst lerrorist attacks. Bul you'll
have less protection against the explosive inner walls of
the underground caverns.

“The left cable will take you to the outpost where vou
will receive the data to gne vour Scannervision vehicle
More Cryo armor pmte-;tmn against the electroc hdrged
inner walls of the terrorist fortress, but less protection
from terrorist attacks.”

You think for a moment and make yvour choice.

If you choose the left branch of the Crystal Cable,
turn to page 34

If you choose the right branch of the Crystsl!
Cable turn to page 38,

Be surc to mark your choice on the Option Sheet on
page 115.



chapter 38

You tell Ramela, “1I'm going 1o fake the left branch.”

She savs. “Ger to the research outpost as fast as vou
can. Venturia 1s In more danger every binary second. The
minimap will rell von how many octal hours are lel
helore the Flectron batteries run ont. You've already
uscel one octal hour, You have seven more, if vou're
lucky. five if vou're not. Watch out for terrorists. My data
rf*pmlq heavy (roop movemants in your arca. Be carefull”

“l can handle them.” vou answer confidenly. You press
the green button and Ramela’s picture [ades.

As vou begin running along the crvstal pipeline, vou
feel the cable shaking. You stop o listen and realize the
groutel st shaking below vou. it's the pipeline. You
kneel down. putting vour ear against the crvstal surtace.
You hear a steacdly pounding rhythm.

Suddenly the sound stops and vou hear a strange gr{:-wl-
ing noise. You jump up quickly when vou realize that 1t’s
not a growling sound, but the voices of the Technoterror-
1SS,

You consider possible plans of action. Should T light
thewn or try to outrun them? vou wonder.

Realizing that vou don't want to fight and you probably
can’t outrun them, you poonder. H onlv | conld trap
them! -

Frantically vou cig through vour supply belt. You find
several tubes. One of the tubes has green pellets inside.



SAVE TIIE VENTLRIANS 35

Another 1s filled with a dark liquid. You squeeze a third .
tube open and out pours a greasy substance. This wall
do, vou decide. I'll make them stide oft this cable so tast
they won't know what happened!

You run atong the pipeline and look for a good place
to spread the grease.

T'he cable crosses over an open space high above a
raging river swirling with black water.

Pertect! you decide. You slide backward on the cable's
surface as vou smear it with an nvisible layer of grease.

The pipeline begins to vibrate again. It shakes violently
and you almost fall ofT.

“I'd better get out of here,” you say. You run along the
cable through the forest until vou come to a large clump
of quadtrees. You check the I‘ninimap and comment, “The
research outpost should he nearby.”

Looking carefully through the forest, vou spot a tuny
hlack building tucked between two huge quadtrees. “Thal
must be the Smole research outpost,” you declare. “I'd
better move fast.”

You jump to the ground, narrowly missing a danger-
ous electrovine. You run toward the black building.

“I hope I remember the entry procedure that Ramda
showed me,” vou whisper as vou slowly approach the
door and nervously knock four times.

"Who are you?” asks a voice from inside, in a very high
Long.

“The Rider of the Light,” you answer.

“Where did vou come from?” the voice asks.

“From the Land of the Night,” vou reply.

The deep voice asks, “How did vou gel herez”

You tell it, “1 passed through the glass of Lightning’s
Window.” |

The door to the building opens, and you are reheved
o see a hitle Smole scientist in a long green coat. She
invites you inside.
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As the door closes, yvou hear shouling from outside.
“That sounds like trouble,” says the Smole, “It could be
terrorists coming across the cable.”

She flips on & small viewing scanner and video game—
type lmages appear on the screen. You see red men
trying to walk across the cable over the river. One by one
all the men fall down into the water!

“1 wonder why the terrorists couldn't cross the cable?
They aren’t that clumsy,” says the Smole scientist.

“I greased the cable surface where it crossed the river,”
you cxplain,

The Smole scientist says, “Nice work! When they chose
you, they picked the nqht person tor the job!”

She reaches into a cup of green hqmcl and pulls out a
teletoken. Dryving it off, she says, “Putting this inte my
drinking cup is a good way te hide it from the terrorists,
don’t you think?"

“It’s a great 1deal” you sav.

She hands you the token and explains, ""T'his contains
Scannervision data that will give the vehicle vector armor,
to make 1t able to withstand more attacks from the terror-
ist weapons. Unforwunately, it also makes the vehicle slightly
more vulnerable to the electrocharged walls that fill the
terrorist caverns.,” -

You put the teletoken mn vour pocket with the other
two and 1tell the scientist, “I must hurry to my next
destination.”

“I'll help you,” she says, opening the door.

'The Smole gets a narrow ladder from behind the build-
ing and says, “Use this to climb to the top of the cable.”

When you reach the top, vou listen but don’t hear the
sounds of approaching terrorists.

The Smole scientist looks up and says, “Follow the
cable until 11 ends. You'll come to the road that will take
you to the Magnetic Mountamn.”
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"Good-bye and thanks,” vou say, You jog across the
surface of the great shiny cable. Picking up speed, vou
practically fly past the quadirees and elecirovines.

Soon yon come o the end. The cable dives into the
ground and you see a road in the distance. You shde
down the sloping surface and hit the ground.

The mmmmap indicates that you must take the road to
the right to get to the Magnetic Mountain.

If you have 8 computer and want to type in the
third part of your game noiLy:

Apple users turn to page 141.
Commodore users turn to page 123.
ColCao users turn to page 157.

Type in program segment 38 and then type in pro-
gram segment 3C.

When you are through typing, turn to Chapter H on
page 42 to continue the story.

if you aren't using a computer:

Turn to Chapter 4 on page 42 to continue the story.



chapter 3t|

You tell Ramda, “I'm going to take the vight path.”

She savs, “Get 10 the research outpost quickly! Every
binary second brings Ventuna closer to ultimate danger.
The minimap will tell you how muny octal hours there
are before the Electron batteries run out. One octal hour
has gone by. You have seven left, five 1t yvou're unlucky.
Don't let the terrorists spot you. Thev're reported to be
approaching that area.”

You tell her, "I've already seen them but they didn’t see
me.”

“Good! Keep 1t that way!” she replies.

“I can take care of them,” vou assure her. You press
the green button and her picture fades from the minimap
SCTEEell.

As vou run along the cable you spot a small black
building that could be ane of the research outposts. You
Nip open the minimap, but betore you can type in your
position, you spot a terrorist coming toward you, There
arc more behind him!

I can’t outrun them, and ['d rather not fight them. I've
got to trick them! vou think,

You dig through the supply belt hoping to tind some-
thing to outsmart the approaching terrorists.

You find several small clear tubes in one of the pouches.
One 15 filled with silver siicks, another has blue tablets,
and the third is full of a thick yellow hquid. You pour out
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a bit on vour fingers. They stick together so firmly that
vou can hardly pull them apart!

You smile when you realize that this glue is the perfect
solutton! You drip it across the cable's surtace.

T'he terrorists are only a few hundred yards away. The
leader points his weapon at you. He fires! You jump ofl
of the Crystal Cable just as the vector ray whizzes past
VOLL.

You speed toward the rescarch outpost as vector blasts
shatter the trees around you. All at once the shooting
stops, and the terrorists start shouting,

“They fell into my trap!” you cry happily. You watch as
they fall and get stuck in the glue. Each time they try to
stand, they fall down again mto the sticky mess.

Finally the terrorists escape and retreat into the forest
with torn uniforms, leaving their weapons stuck in the
glue.

You consult your mmimap and see that the nearby
building 1s the Smole research outpost you are lUULlnq
tor.

You approach the door hoping vou remember the en-
try procedure Ramda showed you. You knock [our times.

“Who are you?” a high-pitched voice asks.”

You tell it, “1 am the Rider of the Light.”

“Where did vou come trom?” the voice barks.

“From the Land of the Night,” you answer.

“How did you get here?” the voice asks angrily.

You say, “l passed through the glass of Lightning’s
Window.”

The door flies open and you are relieved to see a
female Smole in a long green coat. “Get in here and be
quick abourt 1t,” comniands the Smole scientist. You jump
through the doorway and she slams 11 behind you.

“I saw on my scanner how vou got rid of those terronsts,”
the Smrole says. "You must leave betore they return.”
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You tell the scientist, “I've been very careful when it
comes to avouding terrorists.”

“Your luck may run out,” she says, handing you a
teletoken. “This token contains the Saannerusmn data
that will give the vehicle cryo armor, to help it with-
stand crashes mto the electrocharged walls of the ter-
rorists caverns., But be careful! The vehicle won’t be
able to resist as many bits from the terrorists’ vector
rays.”

“Thanks!” you tell her. “I have to hurry to my next
destination.”

“Yes,” she replies. “I’ll assist vou up onto the cable.”

The scientist takes vou outside to where she has tied a
thick rope to a quadtree She says, “(et a running start
and use the rope to swing up to the top of the cable.
Then follow the cable until you come to a road. It will
lead vou to the Magnetic Mountain.”

You swing into the air and drop onto the cable’s smooth
surface. Though you almost lose your balance, vou re-
cover without idlllng and wave gﬂnd bye 10 the bmnlf:.

Running swittly across the cable, vou soon come to the
end of the pipeline. {t is broken oft in midair and the
crystal edges sparkle in the sun.

You jump down and check the minimap. [t says the
Magnetic Mountain is on the road to your right.

If you have 8 computer angd want to type in the
third part of your garme now:

Bpple users turn to page 14].
Commodore users turn {0 page 123.
CoCo users turn ta page 157,

Type in program segment 3B and then type in pro-
gram segment 3C.
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When you are through typing, turn to Chapter 4 on
page Y2 to continue the storu.

If you aren’t using a computer:

Turn to Chapter 4 on page 42 to continue the story.



chapter '-I

You turn right onto the read that leads to the Magnetic
Mountain. Swiftly and silently you run beside the forest
of guadtrees. I'he road twists to the left and dips 1111,{} a
valley. You round the corner and spot a patrol ¢
Technoterrorists! Diving into the forest 1s vour only Llldl‘lL{f
of escape.

Hiding salely behind a clump of electrovines, vou peek
out and realize that the terrorists didn’t see you approach-
ing.

“That’s closer than I ¢ver want to get to those barbarians,”
vou whisper. Oh, no! you realize, You've got to get past
them to get to the Magnetic Mountain! You check yvour
minmmap and think to vourself, I've got one less octal
hour betore the Electron batteries give out. I'll just have
to slip by them as quickly and as quetly as possible. 'T'hat
won’t be easy with these electrovines crackhng and spark-
ing every time [ so much as breathe on them!

buddenh voil hear a rustling notse above vou. Your
hand 1s on your macroshooter, ready to blast the terror-
1sts before they can juinp down on you.

You sce Vidi tlving through the quadtrees! He lands
on onc of the black leaves and says, "Hello below, hello
below!™

“Quiet!” you whisper frantically. “There's a patrol of
terrorists up. the road and ['m in no mood to be capturcd.”

“So sorry,” he savs quietly.
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“Okay,” vou reply. “Have vou any idea how we can
successfully get past those red baboons and reach the
Magnetuc Mountain?”

“Basic Diversion number twenty-one,” Vidi says.

“What's that?” you ask.

He replies, ""Chrough the torest [ will fly. Much nose |
will make, Their attention 1 will draw, while you sneak
away.”

“But will you he able to escape an entire patrol of
Technoterronsts?” vou ask.

“Of course, of course!” Vidi auswers. “Across the valley,
at the top of the hill, we will meet.”

“I'm ready when you are,” vou tell him.

Vidi thes into the air and declares, "Return I shall!”

Grabbimg up a batch of crackling electrovines in has
beak, Vidi swings across the road. He dives through the
quadtrees, sparking the electrovines against the black rec-
tangular leaves. _

The terrorist patrol snaps to attention, and they draw
their weapons. Thev leave the road and run toward the
lorest. You wail until they are out of sight and then dart
across the valley and up the hill. |

You hecar the high-pitched sound of the terrorists’ vec-
tor rays blasting and murmur, I hope Vidi’s okay!”

You reach the top of the hill sately and stay out of
view. Where's Vidi? you wonder. Raising vour head slightly,
you take a peck at what lics ahcad. You see six huge
vertical slabs of stone in the distance. “That’s strange.”
you say. “They look like giant books leaning on a shelt.”

“Ouch!™ you cry out. *What . .. oh, it's vou, Vidi! Ihd
vou have to land so hard on my head:‘

He says, “Sorry [ am, but hurry we must. Soon they will
tollow.”

“Which way!” vou ask.

Vidi points to the silver-gray slabs and says, “To the
Magnenc Mountain.”
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“That’'s a mountain?” vou ask. “It's so small for a
mountatn.”

“Small it may be, but easy to climb it's not,” says Vidi.

You stand up. A shot of vector fire rips past your head!

“Terrorists!” shouts Vidi, “To the mountain, to the
mountain!”

You speed toward the giant gray slabs. Your legs barely
touch the ground as you run in a zig-zag pattern so the
veclor fire won't hit you.

Vidi reaches the base of the Magnetic Mountain first
and vou race toward him. As vou skid to a halt, he asks,
“Irom here we go which wayr Qver or through?”

“Just a minute, bird!” vou say. Ducking behind a small
rock, vou fire at the terrorists. You imput vour location
into the minimap faster than you’ve ever typed belore.

The letters on the screen tell you your options: (¥ YOU
0 THROUGH THE MOUNTAIN THE SCANNERVISION WILL
SHOW YOU SMOLES BUT THE TERRORISTS WILL BE INVISIBLE.
[F YOU GO OVER THE MOUNTAIN THE SCANNERVISION WILL
SHOW YOU THE TERRORISTS BUT NOT THE SMOLES.

You look at the mountain. Going over the top won’t be
easy, but neither will going through the middle. A blast
ot vector fire nearly hits you, knocking big chips off the
rock you are hiding behind! You tire back and make your
decision. |

If you choose to go through the mountain, turn to
page 46,

If you choose to go aver the mountain, turmn to
page 5]

Be sure to mark vour choice on the Option Sheet on page
I15.




chapter Lla

“We're going inside.” you say. "Where's the entrancer”

Vidi replies, “The passageway we must take 18 sceret
and carefully hidden.”

“Let's find 1t fast! If the terrorists get any closer, they’ll
vectorize us!” Noucing two terrorists trying to creep up
on you, yvou pop up tfrom hehind the rock and snap off
several shots. The terrorists fall back.

Vidi points to a long decorative pattern on the base of
the mountain and savs, “In these patterns we must look,
io find the mysterious key.”

“"What mysterious kevs" vou shout. “Do all ot those
circles, triangles, and squares mean something?”

He answers, “Search, search, untl we find, a row of
{our all the same kind.”

“Then what?” you ask angrily. “l'errorists are taking
potshots at us while yow're talking in riddles!”

Vidi answers, “One by one, press all four, This will
open the secret door.”

Zmg! A blast of vector tire ricochets oft the mountain
behind you, kicking up a cloud of dirt. "Hurry!” vou
shout. “Let’s find the pattern of four shapes that will get
us out of here.”

The terronists charge toward the mountain. You duck
to the right and narrowly muss a steam ol vector hre.
Determinced to outwit the terrorists, vou tire back at them
while Vidi thes on ahead.
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Betwecn shots, you scarch through the patterns on the
wall, until ycu tind tour small triangles side by side. “T'his
is it!” you shout.

“Press them,” Vidi replics.

You quickly hit all four triangles. 1'be terrorists are
closing in from both sides, firing their deadly veclor ravs,

Suddenly a large triangular hole appears in the moun-
tain wall!

“Get nside, quick!” you shout. You dive in head first
and Vidi tumbles in behind. You fire your macroshooter
and hir three terrorists just as the triangular door closes.

“Sate we are,” Vidi cheers. “Through the magna rock
thev can't go.”

“Thar's a relict,” you reply. “Bul how are we going to
find the research outpost? It's so dark in here T can’t even
se€ you.”

“Simple,” Vidi answers, You hear him making an odd
scratching noise. Click! Click! A bright bear of hght blazes
ont of Vidi’s eye and lights up the entire passageway.

“Perfect!” vou tell him as he flies onte vour shoulder.
You move through the corridor cammiously. The walls are
as smooth and shiny as a mirror. They twist and turn so
many tmes you lose your sense of direction.

“We've been winding through this corridor for a long
time,” vou say. “Are vou sure we arven't going around in
circles?”

“We are not,” Vidi replies. “The outpost we will soon
find.”

“Ouch!” you cry out. “Something just kicked me.” You
look down to sce little gray squares jumping onto yvour
leg! You kick them away but they tly back again. “What
are these things?” vou shout. “Theyv're jumping all over
me'”

“Magnabits,” Vidi says. fighung them off. “Magnctic
bugs they are. Only in this mountain do they live”
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“I'’hev're joining themselves together like a chain,” you
exclaim,

“Fight back,” Vidi shouts, “or 1o the wall they will chain
you.”

You struggle with all your strength to release yourself
from their grip. You hreak the tinv squares apart, but
thev instantly snap back Luqether and engult you in their
magnetic web. Spinning wildly in circles, you throw off
the magnabits and escape.

“Run,” Vidi showts, “or catch yvou they will!”

You race at full speed through the winding passageway
then stumble into a giant room. Vidi flies over your head,
s white body reflected by a maze of mirrored panels.

“1There must be two hundred mirrors in here,” you
declare. “"Are we trapped in this fun house forever?”

Vidl answers, “A trap this may be. Back we should go
and find another way.”

“No!” shouts a vowce trom behind & mirror.

Vidi asks, “Whe are you? Where are you? What do vou
wante”

The hidden voice replies, *'Those are my questions too.
Who are you?”

“That might be a Smole,” vou whisper to Vidi. “I'll try
the entry procedure and see if it works.”

You tell the voice who vou are and where yvou came
from, in the same way vou did at the last two research
OULPOSLS.

A tiny Smole appears from behind one of the mirrors.
He says, "Come with me. There’s no time to lose!” You
hurry as hundreds of square magnabits siart moving into
the mirrored room.

Vidi rides on vour shoulder as vou fallow the scientist.
You come to a red door behind the mirror. The Smole
knocks.

The door opens a crack and another scientist peeks
out. He looks at your guide and says, “Come in quickly.”
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Your guide gently pushes vou trom behind and says,
“You must hurry.” You go inside and Vidi blinks his eye
until his light turns ot

The two Smoles scramble around the messy room, dig-
ging through piles of odd-looking electronic equipment.
One ot them yells, “1 tound it™ Then he grabs your hand
and places a teletoken in your palm, closing your fingers
around it.

He says, “This teletoken will allow the Scannervision to
sce the kidnapped Smoles so that you can rescue them.
However, you won'l be able 1o sec any 1'echnoterrorists
unless they appear right next to your vehicle, Guard this
token with your hfe. It 1s vital 1o the salvation of Venturial”

You promise the little scientist, “1 will do everything I
can to detend Venturia against the terrorists.”

“We know we can count on vou,’ he replies, leading
you and Vidi 10 another door. "We have a shortcut that
will take vou to the other side of the mountain. There
vou'll find the road to the Parallel Planes.”

The other Smole is waiting by the door. He knocks
twice and it shides open to reveal a hole almost three feet
wide,

He tells vou, “Climb in, feet first. Watch oul for the
landing!” Vidi digs his ddaws into vour shoulder as vou
place your legs inside the hole.

'T'he Smoles give you a push and you slide into the
darkness. You clasp your anns tightly around yourself as
vou shoot torward. As the tunnel twists and turns, you go
taster and faster.

Without warning, vou fly out of the mountain and nto
the air. “Woo!" vou shout. The bright daylight hits your
eyes and you thp upside down.

You land in a pile of thick red grass. Vidi tumbles off
vour shoulder and rolls across the ground.
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chapter L|I:|

“We're going over the top,” vou declare.

“To the left is the cutpost,” says Vidi.

“Let’'s hurry there before the terrorists get lucky with
their vector blasts,” you command. You run to the base of
the Magnetic Mountain. The sides of the mountain are
very smooth and go straight up from the ground. Reach-
ing Lhe top is going to be tough! There aren’t any rough
edges to grab.

Vector blasts interrupt your inspection, and you fire
back with your macroshooter, A close shot from the ter-
rorists knocks loose rocks into the air.

“Look!” vou cry oul. "Those rocks are sticking to the
side of the mountain.” You pick up a handful of silver-
eray gravel. When vou toss it against the mountain, 1t
clings to the surface.

Vidi asks, “Why do you playz”

“I'his 1s no game,” vou answer. "1 just discovered how |
can climb to the top. Look!” You show Vidi a larger rock.
“All these rocks must be magnetic chips that have broken
otf of the mountain. Since the mountain and the chips
are magnefic, we can make a4 ladder up the side.”

Vidi says, “Very smart, my friend.”

“I'll need your help,” vou tell him. “Find a lot of rocks
about the size of my hand. I'll hold off the terrorists while
you look.”

Vidi collects the rocks in his heak while you fire vour
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macroshooter at the approaching terrorists. “Hurry, Vidi,
they're getting closer.”

When the bird has collected enough rocks, vou tell
him, “I'm going to toss the stones up the mountain until [
reach the top. Then I'll chmb up.”

“What about the terrorists?” Vidi asks.

"When ['m above them, I'll hit anybody that comes out
1 the open,” vou answer.,

You hurl a rock as high as vou can. It flies so high that
it sails over the top of the mountain. You try another and
pitch i1t with less force. “Perfect!” you shout. *It’s landed
one ftoot trom the top!”

You throw rock after rock at the Magnetic Mountain.
They all stick securely to the side.

As you get ready to dlimb, Vidi scoops up some gravel and
says, “Into vour shirt put this to hold you to the side. Fare-
well, my friend. Move carefully. Let instinct be vour guide.”

“Thanks,” you reply as he stuffs the magnetic grdvel
into your shirt. *This will stop me from [alling backward.”
You step up onto the rock ladder. The stones stick firmly
to the mountain and support your hands and feet securely.
The gravel 1n your clothes pulls you hirmly against the
srmooth gray sarface,

As you begin climbing up the ladder, you hear shouting.
You duck as a blast of vector fire lands beside you, then
you turn around and fire your macroshooter at the
terrorist. “1 got him!™ vou shout as he falls backward.

You chimb up quickly. Vidi cries out, "Watch out, flying
bvteria!”

A swarm of buzzing green balls engults you. They stick
to your clothes and bounce across vour face.

“Get out of here,” vou shout, trying to shake them off.
“Vidi! How do I get rid of these pests? They won't let
go.”

“Pertectly stll vou should be,” he savs. "It 18 movement
they teed on”

“But they're going to push me off the mountan'™
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“Don’t move!l” Vidi commands.

You hold your breath and concentrate on keeping sull.

Suddenly a round of terrorist vector fire hammers into
the mountain. You reach for vour macroshooter, but Vidi
calls, “No need of that. These byteria will stop them.”

Vidi flies i a arcle and gathers the tlying swarm ot
vou and onto himself. Then he dives down and spills the
byterias all over the terrorists.

Screaming and swinging their arms wildly, the terror-
ists flee into the forest. “Good going,” you cheer as Vidi
thes up to yvour side. -

With lightning speed you grah another handhold and
reach rthe top of the clitt. “1 made it!” vou shout.

You climb up and over the top and stand up. You arc
on a long, flat plateau and can see tive more platcaus,
each divided by a deep crevice. Vidi tlies ahead and you
tollow on toot.

He stops at the first crevice and says, "Down there 1s
where we go.”

You look down and say. “It’s oo far for me to jump,
and I don’t have a rope. How can 1 get down there?”

Vidi replies, “Don’t worry, my tfriend. Wait for me and
vou shall see.” He swoops down into the giant crack and
lands on a small green door at the bottom. He taps his
beak on it four times.

Very fuintlv, you barcly hear a Smole-like voice say,
“Who are you?”

You cup vour hands around your mouth and shout the
entry code words.

The green door quickly opens and a little Smole scien-
tist comes out. He looks at the white bird in tront of him
and says, “You're not what I was expecting.”

Vidi replies, “My friend is stuck up there.”

The Smole looks up and says, “Sticky problem indeed!”

Quickly the Smole n;haappears behind the green door.
He returns a moment later with a long pole, which he
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sticks in a hole 1n the ground. He calls up to you, “Shde
down this.”

The pole is just out of your reach. “I'll have to jump
for 11,” you tell him. After taking a decp breath, you leap
torward. You tly into the air, grab the pole, and shde to
the ground swiftly.

“Excellent,” savs the Smole scientist.

Outside the building you untuck your shirt and toss
out the magnenc gravel,

“Come mnside,” the Smole says. You have to stoop down
to walk through the tiny green door.

The neat little room s cut out of the magnefic rock.
The scientist picks up a lovely golden pillow [rom a table.
In the middle is a teletoken.

Extending the pillow to you, he says, “Lhis teleioken will
allow the Scannervision to see any terrorists who are in the
underground caverns. However, you won't see the kid-
napped %nmle'a llI]lE"iS your vehicle is right next to them.”

“l'hank you,” vou say, taking the small token and add-
ing it to the three in your pocket,

“[t is you who deserves the thanks of all of Venturia,”
he says. “I know vou can save us from the Technoterror-
ists.” Then he adds, “But you must hurry. They are
everywhere.”

“What’s the best way 1o get down the mountain?” you
ask.

He says, “There 15 a secret tunnel that will take vou to
the other side of the mountain where you'll find the road
leading to the Parallel Planes. Follow me.”

He walks over to the pole you slid down and pulls it out
of the dirt. He then pushes it into a small hole in the side
of the mountain. When the last inch disappears, the tiny
hole quickly grows bigger unul it 1s large enough for you.

“Shde in fcet first,” says the scentist.

You climb into the dark hole. Vidi hdIlE{b lightly onto
vour shoulder with his claws and says, “T'oo dark it is for
me 10 see.”
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He blinks his one eye open and closed. You ask, “Are
you okay?”

Vidi doesn’t reply. Suddenly a heam of light shoots out
of his eve, lighting up the tunnel ahead. “Not bad!” you
tell him.

“Ready 10 go are we,” Vidi savs. The Smole scientist
gives you a gentle shove, and you both go sliding into the
mountain tunnel.

With vour legs out straight and vour arms at your side,
you are carried swiftly through the slippery twists and
turns of the passageway. By Vidi's light you see that the
tunnel floor is smooth and polished. The roof, however,
1s covered with gleaming jewels of every kind.

You pick up speed then suddenly shoot out into the air
and tumble upside down! You land in a pile of thick red
grass. Vidi falls off vour shoulder and rolls across the
grass.

If you have g computer and want to type in the
fourth part of your game noLu;

Apple users turn to page 143.
Commodore users turn to page 125.
CoCo users turn to page 159.

Type in program segment UB and then type in pro-
gram segment UC.

When ypu are through typing, turn to Chapter 5 on
page 56 to continue the story.

If you aren’t using a comptiter:

Turning to Chapter 5 on page b6 to continue the story.



chapter 5

As vou stand up, vou hear a familiar voice calling. At the
bottom of the hill you spot Max in his checked coat.

“Come on, pal, vou'll have to move fasterat we lf: going
to get to the Parallel Planes before the terrorists.”

You wave as you run toward him. “Was that fast enough
for vou?” vou ask.

“Not bad,” Max replies. “By the way, Ramda said o tell
you she’s better.”

“That's good news,” vou reply as vou flip open the
minimap and examine the data for the next two research
cutposts. “'IT'he outposts are located in the Parallel Planes.
What are they?” you ask.

“They're what remains of an old feud hetween two
ancient kingdoms,” he says, “Long ago there were neigh-
boring kingdoms ruled by two feuding kings.

“One day the son of one king met the daughter of the
other king and they fell in love. The fathers were so
angry that they built a wall between the two kingdoms
just to keep the lovers apart. The wall was made of
indestructible glass. It ran as long as ftorever, as deep as
darkness, and as high as infinity.

“The sad lovers walked back and forth along the wall
until the day theyv died. The two kings were so broken-
hearted that they left their kingdoms and wandered into
the unknown,

“One kingdom dried up and turned into the hot plane
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of posi-sand. The other kingdom froze and turned into
an 1cy plane ol nega-snow.

"Nothing rematns on either plane, which is why the
Smole research outposts are hidden there.”

“That’s a strange story,” vou tell Max.

“T'he Parallel Planes are a strange place.” he responds.
“Are vou ready to go there?”

“You bet!” vou answer enthusiastically. “Wait—where’s
Vidiz The last ttrme T saw him was in the red grass. I'd
better go look tor him.”

You climb back up (o the top of the hill and see Vidi
Iving on his hack. “Oh, no!” you ¢ry as vou pick him up
gently.

As vou hurry back to Max, vou say, “Vidi may be hurt,
but he's sull altve.”

“"Oh, tlap! I lhmlght mavbe rthat featherbramed foul
was finally extinet,” Max rerorts.

Suddenly Vidi ‘]umpﬂ up and rustles his wings. He
looks at Max and says, “Dead I am not!”

Max shakes his head and says, I can dream, can't I?

Vidi replies, “Of course, niy friend, That's all you can
do with your brain fast asleep!”

Angrily stomping over to his cvbercycle, Max says,
“Listen, foul tace, we have work to do. Put vour ugly little
feer inside my cvcle or I'm going to fly out ot here
without vou!”

Silently Vidi hops inside the cybercycle, Max warns 1o
vou and says, “You ride 1n the back.”

You jump in and Max says, "Keep a close watch for
terrorists. You know how to use the macrocannon!”

“Will do!” you answer, strapping yourself in. Max guns
the engine and the cvele leaps into the air.

“(ood-bye, Magnetic Mountain.” he says. “Hello, Paral-
lel Planes!™ Max flies the cvcle along just above the wops
ol the quadtrees so the terrorists won't spot him, Specd-

T
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ing skillfully through the sky, he says, “Great! My scanner
says there are five FX-cruisers in the forest below.”

“Maybe they've stopped for repairs,” you suggest. “But
I'm getting ready to fire in case I'm wrong.”

Max lunges the cycle forward with a burst of speed.
“Hang on tight! I'm going to open this baby up to full
capacity. The more distance [ can get between me and
those red slimme balls, the better!”

The cvbercycle jolts to the right. Craning vour neck,
vou iry to sce where Max 1s flying. “What’s that giant pole
sticking up in the air?” you ask. “I can't see where it
ends.”

“I'hat’s not a pole, 1t’s the edge of the giant ¢glass wall
that runs between the Parallel Planes.”

Vidi lets out a shriek and says, “Behind us they are!”

“Five cruisers coming in fast,” you shout.

The black hoxlike cruisers fire their weapons across the
sky. “They missed us,” vou tell Max.

“I thought they would,” he says. “They’re too far out of
range to hit us. I'll try to make it to the research outposts
before they get in range. But you have 1o tell me which
plane to go to . . . and quick!”

“I will,” you promise, You flip the minimap open. The
timer says Venturia has one less octal hour of Electron
battery power than before! You punch the orange hutton.
The answer comes instantly: IF YOU GO TO TIHE PLANE OF
SAND ON THE LEFT, THE SCANNERVISION WILL USE AN ELEC-
TRONIC BOOMERANG TO RESCUE THE SMOLES AND THE POWER
SUPPLY. IF YOU GO TO THE PLANE OF SNOW ON THE RIGHT,
THE SCANNERVISION WILL USE A LASER NET 10O RESCUE THE
SMOLES AND THE POWER SUPPLY.

The wall is coming up fast, and so are the terrorists!
You decide which way to go and tell Max.

If you chogse ta go to the Plane of 5and, turn 1o
page 6l
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If you choose to go to the Plane of Snowu, turn to
page 65.

Be sure to mark your choice on the Option Sheet on page
[15.



chapter 5&1

“Head for the Plane of Sand,” vou tell Max. He turns
sharply and speeds the ¢vbercvcle to the left of the giant
glass wall.

The forest ends and you enter the blazing hot plane of
posi-sand. On the right is the old wall. Through it you
can sce the nega-snow swirling on the other side.

Max drives up o the glass when a cloud of sand en-
gulfs the cycle. He heads toward the ground and says,
"Wce've hit a sandstorm. I can’t go-at top speed much
longer. We'll have to throw the terrorists off our track
betore they catch us, Any ideas?”

You tell him, “Give me a second and I'll come up with a
plan.” Your mind races over the possibilities. You think,
If 1t’s hot on this side and cold on the other. what would
happen if we broke through the glass and mixed up the
two? Where I'm from, hot air and cold air make storms.
When the mix is violent enough, it can ecven create a
tornado! I wonder 1f that's possible here?

You ask Max, “How can we break through to the other
side of this wall?”

“It’s very old,” he rephes. “lIt might be possible to burst
through a weak spot, Why?”

You reveal your plan.

“Perfect!” Max shouts. "I we break through the wall, 1t
will create a giant tornado! That'll stop them. But first
we'll have to find a crack in the glass wall.”
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Max reduces the cycle’s speed and Vidi turns on the
light ray in his eve. With his light shining across the wall,
you examine the glass surface carefully.

“I see a crack up ahead!” you exclaim.

Max pulls the cycle closer and inspects the wall surface.
He says, “I have an idea. Hand me that analog cord trom
the compartment below you.’

You find the cord and toss it to Max. He says, “There
are some orange tubes of solar glue n there too. Get
them for me, will vou?”

Max cuts the cord with his negative power blade. After
opening the cycle windscreen, he leans over to the wall
and threads the three cords through the cracks. “Have
you found that glue yet?” he asks.

“Here 1t is " you reply, passing him the orange tube.

“That's it.” He squeczes the glue where the analog cord
enters the glass wall. “Vidi, can vou hardcrl this glue by
shining your triple-strength llght on it?” _

Vidi says, “That I can do.”

“Go to it!” says Max.

“My light will be bright, so do not look,” Vidi says as he
positions himself. He shoots a blinding flash ot llqht onto
the wall and the glue crackles and bubbles.

Panting hard, Vidi says, “All set it 1s.”

Max tests the glue and says, “It's harder than the glass
itself.” Then he grabs the three cords and ties them to the
back of the cycle.

All at once you hear a growling sound. “What kind of
animal is that?” you ask. “I thought you said nothing
lived on the Parallel Planes!” |

“That's no animal,” Max explains. “That’s the ugly sound
of a Technoterrorist FX-cruiser. Let’s get out of here! |
hope your scheme works. If it doesn't we're in for some
Technotrouble.”

“IUll work,” vou tell him. “"When we bust that wall
open, a tornado will blast the terrorists across the sky.”
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“Let’s go!” Max shouts as von and Vidi secure your-
sclves to the evbercycle. “One .. . two . .. three!”

The cycle shoots forward. Suddenly it jerks to a halt
anil you crash against the windscreen. "One of the cords
has broken!” you cry out.

“Don’t worry,” says Max. “These cords are very strong.
They werc created to hold up the Boolean Bndge That
pdrtmuldr cord must have been faulty. We'll try again.
1This ume we'll make u!”

Max charges the cycle torward at tull power. The cords
vank the cvcle to a hard stop, but they don't break.
Ba{‘kmq up, Max positions the cycle and guns the engine.

It lunges [orward! “The wall is pulling out!” you shout.
As you watch the glass, it suddenly bursts open and the
NEga-snow pours in.

Max cheers and Vidi H.}]HHE'S “let’s get out of here
before the storm drowns us,” Max savs. “But first cut the
analog cords or we won't go anywhere.”

You tlip open the rear windscreen and slice the cords.
Max guns the cngines just as a shot of vector fire splatters
against the wall. 'The Technoterrorists have arrived!

The cvhercycle speeds away and vou exclaim, “It worked!
Look at thar tornado funnel spin through the air!” The
tornado charges across the sky and sucks up three FX-
cruisers. Two other terrorist cruisers crash into each other
and explode, The last cruiser slams into the glass wall at
high speed and crumples 1o the ground! |

“Mess with us, will they!” You cheer triumphantly.

“l think that's the last we'll see of those ribo rats,” says
Max. “Now let’s find that research outpost betore vour
tornado heads our way.”

You check the minimap and tell him, “The research
outpost should be directly ahead.”

“1 see a light through rhe sandstorm,” Max says. “I'll
drop you off and wait in the cybercycle in case we have to
make a fast getaway.”
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He lands the cycle quickly next to a tiny black dome.
You hop ount and race to the door. When vou give the
proper entry passwords, the deoer opens and another
Smole scientist hands vou a teletoken. She savs, “This waill
enable the Scannervision to rescue the power supply and
myv brother Smoles with an electronic boomerang.”

You place the token in vour pocket and tell the saientist,
“We created a tornado to stop the terrorists, and 1t could
come this way. You may be in danger.”

“T'hanks tor the warning,” she says. "My work here 1s
donc so | can leave.” |

With no time to lose. vou run to the cybercvele. As vou
Jump in, Max says, “Our next stop is the Ruins of Abacus.
I'll tollow the glass wall until we get out of this posi-sand-
box.”

Max speeds into the air and ghdes alongside the wall.
Almost betore vou realize it, the cybercycle shoots out of
the blazing descrt and tlies back into the familiar outland
forest of quadirees and electrovines.

If you have & compuler and want tg lype in the
fifth part of your game NoLu:

Apple users turn to page 145.
Commodore users turn ip page 127.
CoCo users turn to page 161.

Tupe in program segment SA and then tupe in pro-
gram segment SC.

lUhen you are through typing, turn to Chapter B on
page 69 to continue the story.

If yogu aren't using a computer;

Turn to Chapter 6 on page 69 to contnue the story,



chapter 5t|

“Turn onto the Plane of Snow,” vou tell Max. He heads
the cvcle across the sky aund swings to the right as he
reaches the ancient wall,

Shorty atter entering the Plane of Snow, an icy cloud
surrounds the cvele, Max says, 1 can't see a thlng i this
nega-snowstorm. I can’t drive at top speed. We'll have to
ourrun, outsmart, or outmancuver the terrorists or thevll
vectarize us in midarr.”

“Dicl you say outsmart them?” vou ask. I can do that it
you give me thirty scconds 1o think up a goad plan.”

“You've got it,” says Max. “T'll start counting!”

You quickly weigh all the possibilities. You think, 1if
there's cold nega-snow on this side of the wall and hot
posi-sanc on the other, T bet something interestung would
happen 1t thev were mixed together—like a big stormi

You ask Max, “Is it possible (o hreak a hole i the glass
wall="

He says, "Sure. What do vou have in mimd=?" You tell
him your plan dl](l he says, "Great! T'he snowstorm will
turnt to a mudstorm and drown the terrorists! All we have
to dois tind a crack i this old wall”

Max slows down the cybercyele and vou all inspect the
wall's surface for a weak spot.

Finally vou sce a place that 15 rough and pitted, with
tiny cracks runmng m all doectons.

Max savs, 1 bet 1 can break through tins casilv with my
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cvele.” He turns the ovele around and savs, “Hold on
[lg_,h['

"I'm ready for anvthing,” vou tell him. Suddenly vou
hear rumbling in the disrance. “Is that thunder?" vou ask.

“No,” he savs, “That's the unpleasant sound of the
FX-cruisers. I'd better bust through this wall betore they
getl any closer!”

Max counts, “One ... iwo ... three!” and guns the
engine. The cybereycle flies straight toward the wall, At
the last moment, he pulls the cvele’s nose up sharply so
that the bottom hits the wall ... HARD!

But the wall doesn™t break. Spinning around n a ught
loop, Max dives back down. Again and again he batters
the wall.

Your brain feels ike 1t's rattling around, but vou shout,
“It’s bending! One more time, Max!”

“Okay, I'll give it en*crvthing this time. We're going
straight thrnugh and we're not stopping vntil we get to
the other sile,” he vows.

Max pulls the cyvcle back and vou brace yvourselt, This
time he races forward and, instead of pulling up, hits the
wall tull force.

I'he glass shatters! The picces fly everywhere. At last
yourc on the other side. Max dpphes full reverse thrust
power and the cycle shoots back into the Plane of Snow.

The hot air and sand escapes and pours through the
hole. 1t melts the snow and wurns it mto llying mud.

"It worked!” Max cheers. “We'd better get away from
here before this storm washes us away.”

Max speeds on as the storm begins to build. You watch
the storm commeotion behind you. Lightning crashes across
the sky and thunder rocks the cybercycle.

Through it all you see the terrorists! Thev'ic coming
fast. The mudstorm gets thicker. Two of the cruisers
crash into the middle of the mess and are swallowed up.
A bott of lightning explodes onc of the cruisers. The
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other cruisers are blown into the wall by the fierce winds
and are splattered into pieces. You cheer. “We did it!”

Max laughs and says, “T'hat's the last ue']] sce of those
not-so-friendly neighborhood terrorists.”

Vidl adds, “Hooray, hooray, a better end there cannot
bel”

“TI'he research outpost should be up ahead,” Max says.

Vidi blinks his eye light on and shines a wide beam
through the sultlmg nega-snow. You squint your eves
and say, “There’s a red light on the left. Is that the
outposts”

“It'd better be!” says Max. He flies left and vou spot a
tiny black triangular building.

“"Only a Smole could hive there,” Max says, speeding
toward the building. “Get the teletoken as fast as possible.
We've got to fly out of here before any more terrorists
show up

[Landing 1n the drifting snow, Max and Vidi argue with
each other while you run up to the tiny triangular door.
Shivering, vou knock and give the proper entry passwords.

The door flies open and another Smole scientist thrusts
a teletoken mnto your hand. You ask her, “"Will this give
me the Scannervision data that will use a laser net to
rescue the Smoles and power supply?”

“I'hat’s right,” she says. “Don’t fail us—Venturia is count-
INg ON YOL.

“I won't,” vou answer.

Max calls out, “Hey, Smole, if we follow the old glass
wall, will it lead us to the Ruins of Abacus?”

“Yes,” the scientist answers. “But beware. The terrorists
may have taken over the aty.”

“I've heard better news,” you say, sighing. "By the way,
I've got bad news for you as well. We created a powertul
mudstorm to stop the terrorists trom following us, but 1t’s
heading in your direction. You'd better get away from
here as soon as you can.”
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"My pr{}ject is completed so [ was preparing to leave
anyway,” she savs.

You race hack to the cycle and Max flies away instantly.
He aims the nose Slralght up and doesn’t level out until
you are above the storm.

Sitting back, you take a deep breath. “Next stop, the
Ruins of Abacus.”

Iinally the snow thins out. You all cheer as the cybercycle
passcs from the trigid Plane of Snow inte the familiar
forest ot quadtrees and crackling electrovines.

If you have a computer and want to type in the
fifth part of Your game nNowy:

Apple users turn to page 145.
Commodore users turn to page 127.
CoCo users turn to page 161.

Type in program segment 5B and then type in pro-
gram segment SC.

When you are thraugh typing, turn to Chapter 6 on
page 69 to continue the story.

If you aren't using a8 computer:

T'urn to Chapter 6 on page 69 (o continue the story.



chapter 6

Max guudes the cvbercycde through the quadtrees. Sud-
denlv the cvele hu,ms o shake violently.

“Snivits!” Max exclaims angrily. Lul{llng the craft 1n a
clearing, "Something’s wrong. I may have put too much
strain o my cvele, I'd better check wt over.”

You climb out and Max opens the f‘n;_{lne compartment
o look for damage. Vidi flies above the quadtrees. scout-
ing tor terrorists.

Popping open the minimap. vou s¢e the octal-hour
timer {lashing. You press the blue button and Ramda
appears on the mimscreen. "Do we sall have enough time
i0 get the last two teletokens:” vou ask her.

“Only 1f you hurry,” she says, "We have less than wwo
octal hours left betore the Electron batteries run out. If
that hapjpens, the terrorists will destroy Venturia.”

"We can do 1t,” you declare,

“I know yvou can,” Ramda says as she fades off the
SCreen.

You press the orange key and examine the coordimates
of the ancaent aty of Abacus, The data reads: THE CIIy I8
LAID QU IN ROWS OF PERFECT BLOCKS, 13 ACROSS AND 7
DEEFP. THE TOWER OF LOGIC RISES HIGH ABOVE THE CITY.
EACH OF THE 91 BLOCKS CONTAINS A 'TEMPLE OF WEIGH TS
AND MEASURES.

“Max,” vou call out, “what are the Temples ol Weights
and Mcasures?”

Max has been hard at work on his cycle. He wipes the
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sweat off his face and says, “lhe ancient Venturians
‘would come to the temples to receive numerical guidance
from the wise Calculords.”

“What happened to the Calculords?” you ask. “Are
they still in Abacus?”

“No,” Max says.

“Why not?” you ask.

He says, “In modern Venturia, all knowledge and wis-
dom is available to everyone through our Digitron com-
munications system. Knowledge is no longer reserved for
ninety-one Calculords. There are one or two Calculords
left, but they no longer live in Abacus.”™

“Arc any of the temples still standing?” you ask.

Betore Max can answer, Vidi flies down and says, “No
longer do they stand proud and tall. But some, you will
see, did not all fall.”

Max sneers at Vidi and says, “You're going to be the
one to fall if you don’t behave, kludge feathers!”

A sudden wind rips through the forest. Black quadtree
leaves {ly through the air. Vidi tumbles backward as two
FX-cruisers swing down trom the sky.

The cruisers blast their vector rays across the ground.
You draw your macroshooter and fire. Max aims for one
of the cruisers, but his retro rifle i1s shot out of his hands.
You fire again but the terrorists drop bombs that explode
inte thick blue smoke.

“Run!” shouts Max. “It’s a crye smoke bomb.” Instantly
the air 15 filled with the pungent blue gas.

You grab the minimap and punch the button to contact
Ramda. "Terronist attack at the end of the Par—" 1s all
you can say before you choke.

You fall to the ground gasping! You can'’t vell for help.
You try to stand, but you can’t see anything.

You hear a raspy voice bellowing, "Don’t move, we
have the bird!”

You manage to call out, *Vidi? You . .. okay?”
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“That I am not,” Vidi answers. “Displeased 1s what [
am!”

“And I'm going to dislocate and destroy vou vector
villains,” Max growls.

“Were making the demands now, Venturian!”™ shouts
one of the terrorists. “You'll do what we sav or welll
dangle you from the top of that quadtree.”

The blue smoke clears but vou still feel its dizzying
effects. The two FX-cruisers are parked to your left and a
huge terrorist grips Vidi in his hands.

You slowly reach for your macroshooter . . . but strong
arms g]db vou trom behind. You mluga‘{h ﬂt?r{:f:]» and
shout, “You're not going to stop me!

But the terrorist 1s twice your size, and he easily drags
vou nto one of the rusty boxlike cruisers. He ties you up
and pushes you nto the front seat.

Through the windshield vou see Max and Vidi being
forced into the other cruiser. As the door slides shut, you
shout, “What are vou going to do with us?”

The terrorist smirks and says, “You are going to take
us to the research outpost and get us the teletoken data.
Those slimy little Smoles aren’t going to pull any more
tast ones.”

The FX-cruiser takes oft with a jolt. The terrorist peers
out from behind his helmet and savs, “Give me all your
teletokens.”

“Never!” vou snap back.

He grabs you by the shirt and savs, “If you don’t give
them to me, I'll vectorize vour friends!”

You scowl and tell him, "l don’t have the teletokens! |
sent them to Romiden.”

“I don’t believe you.” The terrorist grunts. He drives
the FX-cruiser with one hand as he reaches for your
pockets.

You bite down on his arm and struggle to tree yourself.
The terrorist howls in pain and shoves you away.

You crash to the floor and he growls, “Okay, keep your
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tokens, it you have them. You're not going anywhere
with them. We've almost reached Abacus. Which remple is
the research outpost hidden in?”

When vou remain silent, he snarls and says, "Remember,
1f vou try any tricks, vour friends will be technotortured.
Understand:”

“Unue me,” vou tell him. "I have to look up the data on
my map.”

“Don’t Torget what [ said,” he warns vou as he trees
vour hands,

You analyze the minimap. Pondering carefully, vou
think, I'll tell the terrorist to go to the location that has the
data I don’t want. Then the teletoken I do want will be
sate until I can escape.

‘T'he minimap shows vou the two choices: THE OUTPOST
AT ROW 2 AND COLUMN 4 WILL ALLOW THE SCANNERVISION
TO DISPLAY THE CAVERN EXILS BUT WILL NO'T ALLOW YOU
1O SEE THE HIDDEN POWER SUPPLY UNTIL YOU ARE NEXT TO
I'l'. THE OUTPOST Al ROW 11 AND COLUMN 7 WILL ATLOW
THE SCANNERVISION TG DISPLAY THE POWER SUTPPLY IN THE
CAVERN WHERE I'T IS HIDDEN BUT YOLU WILL NOT SEE THE
EXITS UNTIL YOU ARE NEX'T TO THEM.

You carefully consider whether vou want to sec exits or
the power supply. Then you pick the epposite of what
vou want. That's where you'll tell the terronist to go.

If you tell him to go to row 2 and column Y turn to
page /4.

If you tell him to go to rows I and column 7, turn
to page 80.

Be sure to mark vour choice o the Option Sheet on page
L15.



chapter 63

You tell the terrorist, “The research ourpost 158 located at
row (wo and column tour in the ¢ty of Abacus.”

Gruftly he asks, “What 18 (he second location? Those
greasy Smoles always do things mn twos”

You tell him, "Thev only needed one because the out-
post 15 50 well hidden.’

"Okav.” He grunts. “You'd better be telling the truth or
I'll crumbie vou hke a digi-cracker.”

You sigh and think, I'm glad he's dumb enough 1o
believe me because now the (eletoken data 1 want is
safe. 1'll be able to see the power supply but not the
exits.

The terrorist swings around the ancient cry anc savs,
“Point to wherc 1 should land.”

You look out the windshield and see a giant grid of
perfectly arranged rows and columns. As he fhes closer
vou sce that cach square is made up of a huge black
temple. Beiween the temples are straight white avenucs,

“That must be the Tower of Logic,” vou say as vou see
a high tower at the tar lett. “[f vou count down two rows
and over four columns, voull find the research outpost.
Can you count that high?”

“I can count vou out!” the driver exclanns, anarhng Hc
savagely grabs the mninimap out nf vour hand. “Give me
that. You won’t need it anymore

The FX-cruiser sets down between the temples. Your
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terrorist captor pushes vou outside and says, “Remember,
no tricks.”

The second cruiser makes a bumpy landing nearby. A
burly terrorist dragi Max from the cruiser with one hand
and squeezes Vidi in the other one.

“l'ake driving lessons, you electroswine! Max vells.

“Quiet, or I'll vectorize you into a million pieces,” barks
the terrorist.

Your captor says, “You and your noisy friend will go to
the outpost and get the teletoken. It you don't, welll
wring vour bird’s neck.”

“T’ll get vou the teletoken,” you retort, scowling. “Buc it
won't do vou any good. Romiden will be sending troops
to rescue us and drive you out of Venwuria.”

“Ha!” The terronst sneers. “No Venturians can stop us.
We're going to wipe out their reign of unnatural technol-
ogy forever! Then Venturia will be restored to the way
things should be—without tcchnﬂlﬂglml cvils that corrupt,
cnslave, and destrov everyone.

“Even if you take it all away from us,” shouts Max, “our
technology has made our minds sharper and more
productive! In the end we'll beat you brainless barbarians.”

“That’s what your evil technology has led you to think!”
the terrorist retorts, “We'l! show vou how things should
be.” He unties vou and commands, “Now get that teletoken.”

You and Max walk toward the research outpost hidden
in the ancient temple.

Max whispers, "When we return with the teletoken,
drop it at their teet. Then grab one of them and I'll get
the other. Okay?”

“But we don’t have any weapons,” you remind him.

“We've got brains and brawn. All they've got is brawn,”
he says.

“All right,” you reply, “I'll do it!"

You recach the outpost and knock on the door. When
you give the proper eniry passwords, the iron door opens
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and a uny Smole whispers, "I have been monitoring vou
on my telescanner. I know the terrorists are around the
corner.”

In a loud voice he then says. “Here 1s the teletoken you
need.”

The Smole scientist draws close to you and whispers,
“Give this token to the terrorists and run awayv as fast as
vOu can.”

"Why?" vou ask.

“It will explode. The vector stun gas it releases will give
them an unwanted nap.” he whispers.

“Will 1t hurt Vidi?” vou ask in a low whisper.

“No, but he'll sleep tor a while.”

You wink at the Smole and run back to the Techno-
terrorists.

“Give us the teletoken.” they demand.

You drop it and run!

“Stop!” the terrorists shout as they fire their vector
weapons.

You hear Vidi cry out, “Don’t stop, all right [ will be!”

An explosion blasts through the air. While running,
vou look over vour shoulder. Dense green smoke encir-
cles the terrorists.

“It worked!” vou shout. The terrorists sway and weave
and crash to the ground. Vidi falls beside them.

“I must save Vidi,” vou say.

The Smole rushes from the temple outpost. “No!” he
shouts. "I you go back you’ll be overcome by the stun
gas. I will rescue him later and make sure he is returned
to CPU Central.”

The hittle scientist looks sad as he adds, “Unfortunately,
the token that just blew up wasn’t a fake one. It contained
the real Scannervision data.”

“That’s all right,” you say. "I wanted the data from the
other research outpost.”
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You, Max, and the Smole run down the white avenues
of Abacus toward the second outpost.

Suddenly an FX-cruiser swings out ot the sky, pouring
vector fire across the ground. You zig-zag from side to
side to avold the deadly rayvs. Another cruiser bursts into
view and zooms toward vou.

T'he Smole vells, “Don’t slow down, we're almost there!”
You dodge away from the terrorists’ blasts and {ollow the
Smole to a black temple. “This 1s 1t,” he says.

He throws open the door and says to the Smole inside,
“We're 1n techno-trouble!” You and Max jump through
the door as another explosion ignites the street. He slams
the door and says, “There’s so much smoke out there I
don’t think thev saw which building we went into.”

The second Smole quickly hands vou a teletoken and
says, “You’ll be safe in here.”

“What’s the best route to Syntrapolis?” you ask. “T must
go there to get the last teletoken for the Scannervision.”

The two Smoles look at cach other worriedly and then
one says, “The bridge to Syntropolis has been destroved
by the terrorists. It's impossible to get there. The city has
been completely surrounded by the terrorist army.”

"I must go to Syntropolis,” vou 1etl them. “I need all
seven tokens.”

“The first six reletokens muv be enough Lo create the
Scannervision program,” one of the Smoles says. “'The
seventh token i1s not as important as the others.”

“Why?" vou ask.

He answers, “Because the last teletoken is just insurance.
It provides extra fuel or extra ammunition for the remote-
control vehicle.”

Suddenly a string of explosions rocks the building. The
Smoles race to their telescanner. “The terrorists are blow-
ing up the city!” one savs. "Hurry! You must leave at
once.”
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'T'he temple walls shake and crumble as another explo-
sion hits. “They're getting closer!™ savs onc of the scientists.
“How can we get out of here:” 1»n‘:ll‘ﬁ Max.
lhmuqh the Tc-u.er of Logic,” answers one of the
Simoles, “Follow us.

The (wo scientists burst out ot the door with you and
Max following. You hurdle over the rubble that fills the
streets, “Don’t stop for anything,” shows Max.

Racing around 4 corner, vou run into a terrorist! He
lunges tor you but you duck out of the way. One Smole
fires a stun ray and the terrorist falls to the ground.

“T'his way,” cries the other Smole. You and Max tollow
close behind as he races toward a glant white tower.

L'hree terrorists fire their vector rays as they speed 1n
vour direction. An FX-cruiser swoops down from over-
head and cxplodes a cyro smoke bomb. A pungent blue
cloud billows through the air, just as you reach the tower,

You hoeld your breath while the Smoles struggle with
the heavy door. The three terrorists are closing n.

Funhﬂdy push agamst the door!” shouts one of the
sclentists. You, Max, and the two Smoles put your shoul-
ders to the rusty iron door and push with all yvour strength.

Vector fire splatters against the tower.

“I'm hit!” yells Max, clutching his arm. In a rage, he
sLims into the door full force. Tt bursts open!

You all race inside. The Smoles barricade the entrance
as the Technoterrarists try to break in.

“Run up the stairs,” shouts one Smole.

You and Max climb the steep white stairs. The scientist
vells, “Close vour cves and keep walking!” You follow i
instructions and closc vour cyes tightly, He adds. *T'hink
of where you want o go and m}thmg else. Concentrarte all
your mental energy on that thought.”

You climb up the steps ane think ot the palace at CPU
Central. Suddenly you feel vourselt spinning through the
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your eves ar.d see nothing but darkness.

If you have g computer and want to type in the
sixth part of your game now.

Apple users turn to page 147,
Commodore users turn to page 129.
Colo users turn to page 163.

Type in program segment BA and then type in pro-
gram segment 6C.

When you are through typing, turn ta Chapter 7 on
page 86 to continue the story.

If arent using @ computer:

Turn to Chapter 7 on page 86 (o continue the story.



chapter Sb

You tell the terrorist, “FThe rescarch outpost is located at
row cleven and column seven in the city of Abacus.”

“Where's the other one?” he barks,

“My minimap says there is only one,” vou tell him,
hoping he'll believe vou.

He grabs vou by the collar, shoves vou against the
windshicld, and savs, "If there’s only one, show me where
il 1s.”

You look below and see a giant grid ot black squares
and white lines, As the terrorist moves in closer, you see
the grict is the ruins of black temples surrounded by
straight white avenues. Using the Tower ol Logic as 4
refercnce, vou count down eleven rows and over seven
columns, You point to the black square at that spot.
“That's the temple with the research outpost.” you tell
him.

“It'd beuer he,” he snaps. Grabbing the mintmap {rom
vou, he sayvs, “Give nie that. You're nol going o warn the
Venturians of our location.”

“I already have,” vou retort, sneering. “"Romiden 1s senc-
ing three patrols to stop vou.”

“The Venturians can’t beat us,” he barks, "We'll de-
stroy this unnatural technology of theirs once and for all!
We'll return Venturia to its natural state, the way things
were betore technological evils brammwashed evervone.
Those foolish Venturians think their great scientific devel-

o
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opments have made them smarter and more ctficient, but
we know they were better oft betore technology polluted
therr hives!”

He jerks the controls and the FX-cruiser dives (o the
grnund It lands with a jolt and the terrorist says,

“Remember, we've captured your fI'lt‘Ildb Any tricks and
they will fry!’

He opens the door and vou jump to the ground. With
a burst of speed vou race away. The terrorist chases you,
but although your hands are tied, vou keep three steps
ahcad of hin.

Suddenty the second FX-cruiser lands in front of vou.
You slam against the vehicle before you can stop!

The terrorist grabs vou by the arm and shakes vou so
hard vour (eeth rattle. He says, “If vou cver try 10 escape
again, T'll forget my orders and e you lo my cruiser and
draq vou through the quadirees.”

“You won't calch me next time!” vou tell him. The
door of the sccond cruiser opens and Max 1s shoved out.
The terrorist grabs Max with one hand while he squeczes
Vidi in the other,

The two villains push you against the cruiser. The one
holding Vidi shouts, "Get that teletoken and bring 1t back
here or the bird s timished.” He shakes Vidi upside
clown.

“Okay. no 1ricks.” vou answer sullenly.

Sulnuth and w.litlv vou and Max w alk 1oward the re-
scarch outpost. On the wdy vou whisper (o Max, “When
we gel back with the teletoken, T'll throw it at the big
one s face. You grab Vidi and run. Okay?”

“Yeah,” savs Max. "but 1 want to get in one good punch
at the vector vulture who captured me!”

You come to the door of the temple where the research
oulpost is hidden. You knock four times and give the
proper entry passwords, A Smole opens the door and
winks at vou. He whispers, “I know vou are mn trouble.
I've been monttormg von on my welescreen.”
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He shows vou a fong blue tube and says, "It you can
trick the terrorists to come in here, 'll take care of them
with my voltage cannon!”

“We can trick them. Thevll fall for anvthing,” Max says
confidently.

“Let’'s go for 1t,” you shout as vou race out the door.,

When vou return o the terrorists, Max says, “The
Smole docsi’t have the token ready yet, We'll have to wait
tor 1t.”

“You're lying!” the terrorist shouts. He heads toward
the bulding and savs, “Now that we know which building
it’s in, let’s ger it ourselves.”

The terrorist holding Vidl pushes vou and Max toward
the outpost. “Move 1t, or get vectorized!” he says In a
deep growl. You reluctantly return to the outpost.

'The terronst flies through the open door. The Smole
raises his voltage cannon and sprays the terrorist with a
stream of clectrofire,

Qutside, vou and Max dive 1o the ground as the remain-
ing terrorist pounds you with his vector ray.

The Smole Blasts the terrorist holding Vidi and shouts,
“Eat electrolire. vou data demon!”

Vidi tumbles out ot the terrorist’s hand and you scoop
him up. His bodv 1s stift and hot. “Is he dead?” vou ask.

“No,” answers the Smole. "He's experiencing electrosleep.
When he wakes up he’li be fine.”

“We can’t wait. We have to get rhe last teletoken!” Max
exclaims.

The Smole takes the sleeping bird from your arms. He
savs, “I'll make sure he's returned sately to CPU Central
when he wakes up.”

“Okay.” You nod reluctantly.

With a decp sigh, the Smole says, ‘I was telling the
truth when I told the terrorists that 1 didn’t have the
teletoken. I was putting the data inside it when a vector
bomb exploded on top of my rescarch outpost. I dropped
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the token through a crack in the sione floor and
disappeared. You'll have 1o use the data from the other
outpost although vou wanted this one.”

"Don’t worry.” you tell him. *I brought the terrorists
here because I didw’t want vour data! My plan was (o
escape and go to to the other location.”

“Smart idea!” he says as he ties up the unconscious
terrorists. “We can be at the other outpost in a few
micromoments!”

T'he Smole scientist leads vou and Max out the door.
Though he’s tiny, he can run very fast. You follow himn
through the white avenues of Abacus. past the crumbling
lemples.

Suddenly five terrorists jJump out and fire at you! You
dart into a remple. Max and the Smole tumble in after
vouw. Inside 1t is dark, but you hear terrorisr voices nearby.
You whisper to Max, “When 1 shout, hit the ground.”

Then vou vell as loud as vou cart, The temple 1s it up
with veclor ray fire. The terrorists miss you completely
and shoot cach other. You erawl out into the street and
race to the rescarch outpost.

The Smole vou are with takes out a kev and opens the
door. He hurries you and Max inside, then greets th Smole
inside, saving, “We need the teletoken right nOW.

‘The othier scientist hands it to vou and savs, “'Lhis will
allow the Scannervision 1o see the power supply but not
the hidden exits.”

The tirst Smole says, “You must return to CPL Central
immediately.”

“No, wait,” vou protest. “1 only have six tokens, and 1
need seven. 1 Illmt go to Sy Il[I‘OpUllb to gel the last one’

“I'm sorry,” says the tinv scientist. ""['he bridge has
been dﬁ'ﬂ;ttm ed by the terronists. There's no way to get to
Syntropolis.”

“I'here has to be!l” you plead. “Withour the last teletoken,
the Scannervision can’t be put into operation. Venturia
will be destroyed.”
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The two Smoles whisper to each other. Then one says,
“We think the Scannervision might work without the sev-
enth token. The data in that one is not as vital as the
other parts. It’s just insurance and gives you the option to
get extra fuel or extra ammunition.”

“I hope you're right,” you say.

An explosion rocks the crumbling temple. “They're
bombing the city,” says one Smole. “We've got to get you
out of here. We'll go to the Tunnel of Reason.”

The two scientists open the door and run out. You and
Max follow at a fast pace behind the energetic little men.

You race past a terrorist. He fires but vou dodge out of
the way. Suddenly the temple beside you bursts into flames
and tumbles to the ground.

Black smoke pours through the air and vou charge on
through 1t. Max falls to the ground. He’s hit! You rush to
help him. Clutching his arm, he says, “Don’t stop, keep
going, pal!”

“I can’t leave you here,” you tell him. “Let me help
you.”

You pull him up and charge through the smoke and
rubble-filled streets.

A patrol of terrorists block your path. You turn around
and see a second patrol behind you. *I told vou to leave
me behind!” says Max. “Now we’re trapped.”

“Come this way,” says one of the Smoles, pointing to a
door. You, Max, and the other scientist jump through the
doorway. The first Smole slams the door shut and bolts it
tight.

The terrorists blast at the door with their vector rays,
but it holds securely!

“At least we're all trapped together, “says Max.

“You're not trapped,” says one of the Smoles. “T'hrough
this temple is the Tunnel of Reason.” He points to a ring
handle in the stone floor. “If we can pull out this old
stone, you can get back to CPU Central.”
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You and the Smoles try te lift the massive stone. “It’s
loo heavy,” vou say. Mﬂhe we're trapped after all.”

The rinm takes another puumimg from the terrorists
outstde, Max gets up and says, “['ve sill got one good
arm., Wce can open that entrance if we all pull together.”
He kneels next to the stone block, and vou all grah the
ring and pull. Nothing happens. Max says, “Come on.
One ... two ... three!”

With a sudden jolt, the heavy stone lifts ow of the
floor. Inside the hole, steps lead down info the darkness.
One of the Smoles savs, "Walk down those srairs. close
your eves, and concentrate on where vou want to go.
Think of nothing else.”

You climb down onto the dark stairway. with Max close
behind you. You close vour eves and think of the palace
at CPLUI Central.

Suddenly vou {eel voursell spining through the arr.
You wwist and tumble through the darkness.

If you have a compulfer and wanft to type in the
sixth part of your game now:

Rpple users turn to page 147,
Commodore users turn to page 129.
CoCo users turn to page 163.

Type in program segment 6B and then type in pro-
gram segment 6C.

then yau are through typing turn to Ehanterk? on
page 86 to continue the story.

If you aren't using a computer;

Turn to Chapter 7 on page 86 to continue the story.



chapter 7

You roll to the ground. Romiden opens the door. Ramda
is with him. He shakes his head sadly and says, “1 have
been tollowing your progress on the battle scanner. With-
out that seventh teletoken, there’s no way to save Venturia
from the Technoterrorists,” i

“Yes, there is,” you tell Romiden. “The scientists at
Abacus said that mavbe the Scannervision program will
work with the six tokens I've already collected. The final
teletoken is not as vital as the others, It’s only insurance.”

Max clutches his wounded arm and says, *I bet old
Lazarius could make it work.”

“You're right!” says Romiden. “He's the best Smole
scientist we have. Let’s hurry to his research chambers.”

Ramda hobbles along with you on her wounded leg
and says, “Where’s Vidi?”

“He'll be fine,” you tell her as you follow Romiden and
Max down a corridor. “A Smole promised that he would
safely return Vidi to CPU Central.”

“That’s good ncws,” she answers.

Romiden enters a tall doorway and strides into a room
packed with silver boxes and great piles of electronic
equipment.

“Lazarius! Where are you?” he shouts. “We need you
right away.”

“I'm here. What can I do tor you:” answers a creaky
volce from belind a huge pile of equipment.
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Romiden says. “You must put the Scannervision de-
fense systemn together.”

Peeking out from behind the boxes, an old Smaoele with
(uzzy white hair savs, "You don’t need me tor that. Just
put the tokens in the slot.”

“But we only have the first six. Can vou compile the
whole defense svstem without the final teletoken’s data®
Unfortunately, therc is less than half an octal hour to
both compile it and operate 1. The Electron batleries arc
alrcady beginning to talier.”

“[t won't be casy, but I think I can,” says the Smele. He
begins o operate the electronic equipment that fills the
crtive wall,

He plugs in cables, tlips dozens of switches, and mputs
dlata into the kevboard. T'he massive machinery lights up
and pulses with calculations.

Lazarius says, “Give me the six teletokens.”

You hand them over,

He shides each one mto a slot and input% more data.
When he pushes a red button, a large viewing screen
11ght'~, up. As thousands of numbers fill the screen, Lazanus
savs, “This might work. The dara is begining to run. But
who will operate the Scannervision, Romiden? All the
Smole trainces were kidnapped.”

Romiden sayvs, "We have the best video game plaver in
the Analog Dimension to operate the Scannervision.” He
pushes you torward.

“Then let's get ready, There’s not much time lefd,”
Lazarius savs, adjusung a large dial. He tells vou to sit
down and explains, “This detense system makes 1t possi-
ble for vou to drive a remote-control Raster Rover into
the seven underground caverns of the terrorist foriress.
By dirccting the vehicle on this viewing screen, you can
move through the caveris, rescuc the Smoles, and re-
cover the power supply.

The scientist stops o check the nunibers racing across
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the screen. After inserting several silver tubes mto the
machine, he says, “When vou enter the seven caverns, 1t
will be completely dark. You won’t be able to sce the
inner cavern walls until vour vehide is right next to them.
These walls are electrocharged, and it vou run into them
too often, vour Raster Rover will be destroyed.”

“Don’t worry.” you say. "My reflexes are fast and my
hands are steady.”

“Good.” savs Lazarius. “It’s all up to you! When you
gathered the teletokens, vou decided how vou wanted the
Scannervision o operdte. You chose your weapons, the
objects to appear on the screen, and your entry and exit
options. How well vou operate the Scannervision will
determine the late of Venturia.”

At last ihe numbers stop running across the screen.
You warch mtently as Lazarius types in more data. He
presses a blue START button and strokes his wrinkled
tacc.

Evervone holds his breath and waits. Nothing happens.
Once again Lazarius presses the button, but stll nothing
happcus.

“I'll try one more time,” the scientist says. You squecrc
your hands tightly into vour pockets nervously. The screen
remains blank.

Lazarius bows his head and savs, “It just won't work
without the seven pieces of data.”

He reaches over (o wurn olf the power when suddenly
Vidi appears on the screen!

Ramda shouts, “Where are vou, Vidi?”

Through the speaker. Vidi replies, *1o Syntropolis [
did go. The final tokens 1 have (o send o you.”

Ramda waves her arms and shouts, "Vidi. vou can't
send the data from Syntropolis! The last time you sent a
transmission that far, vou almost died!”

Vidi says, “Safe [ will be. Worry not for me. The data
to you I will send.”
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Romiden steadies Ramda and says, “He is determined.
We can't stop. Remember, he did survive last time. There
are only twenty binary minutes left. We have to let him
titke the chance.”

Ramda sadly shakes her head and says to Vidi, "Please
be careful.”

“Don’t worry,” Max says. “That bird is tough.”

Lazarius motions for silence. He throws a tew switches
and says, “Vidi, what 15 your exact location:”

Vidi answers, “Outpost Fifteen [ am. Both teletokens 1
have. Only one can [ send.”

The Smole scientist turns to you and asks, “Which
token do you want Vidi to transmit? One will provide
extra fuel and the other will give you extra ammunition.”

You think carctully and tell Lazarius vour choice.

If your have a computer and want tg type in the
seventh part of your game now:

If your cholce is more fuel:

Apple users turn to page 149.
Commodare users turn to page 131,
CoCo users turn to page 16\4.

Type in program segment 7A and then type in pro-
gram segment 7C.

If your choice is mare ammunition:

Hpple users turn to page 149.
Commodore users turn to page 131,
CoCo users turn to page 164.

Type In program segment 7B and then type in pro-
gram segment 7C.
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Darngerf Do not play the game yet!

Mark vour choice of more fuel or more ammunition
on the Option Sheel on page 113.

Continue reading:

The Smole scientist tells Vidi which token vou want
transmitted.

Vidi replies, “Ready T am!” He counts to three and the
screen turns white. It flickers and tlashes and a rainbow
of colors swirls acress the screen.

Suddenly the screen turns black.

“What happened?” Ramda cries.

“I don’t know,” Lazarius answers. “He had almost com-
pleted the transmission.”

The screen remains blank while evervone in the room
stands perfectly stll. Ramda shakes her head sadly.
All of a sudden, a burst of colorful light flashes on the
SCreen.

Lazarius cheers. “Now we have all the data.”

He works the controls and words print out on the
screen. The scientist says, “The Scannervision’s recording
meters are ready. It 1s time to begin.”

Romiden says, “I'here arc only ten binary minutes left
before the Electron batteries will stop.”

All eyes are glued to the screen as vou prepare for the
final battle,

If you have typed all seven segments of the com-
puter prograrmy

You are ready to play the game and save Yenturial Turn
to page 112 for final instructions.
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After you have won the game by saving all the Smoles
and recovering the power supply, turn to page 101 for
the end of the story.

If you aren'’t using 8 computer:

Turn to page 43 for the battle simulation. Only you can
save Venruria!
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You check the recording meters at the top of the screen.
As vou grip the hand controls. you say, “It looks like
there's plenty of fuel and ammuntiion.”

Lazarius says, “When vou're ready, push the START
button.” You press the red button and your remote-
control Raster Rover appears on the screemn.

With a bold twist of the hand controls, vou advance
mnto the black caverns of the terrovist tortress. You move
forward steadily and spot a wall straight ahead. Quickly
(urning to the night, vou avoid a crash.

As vou move up the screen in search of an exit, a
lerrorist jumps out 1 front of vou. You hit the FIRE
button and yvour magna ray shoots trom your vehicle.

Turn the page and follows the rest of the baltle
simulation. LUhenyoucometoeachsegment, check
the Option Sheet on page 115 ta remember wwihat
your choices were.
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Segment [
Chaice 1a: Fire +

The blast of the magna ray shoots from all sides of your
Raster Rover in a + pattern. A direct hit stops an evil
terrorist dead in his tracks. Another terrorist rushes from
behind him, and you shoot out a powerful round of fire.
The + ray misses but you push the FIRE button again
and it’s a hit! Then you move swiltly through the dark-
ened mare, twisting and turning around the dangerous
walls of the terrorist fortress, |

Choice 1b; Fire x

Youn {ire your magna ray from all sides of your Raster
Rover 1n an x pattern. Narrowly missing the advancing
terrorist, you immediately fire again and land a direct hit,
Then you carcfully steer through the treacherous maze
without shding into the dark cavern walls. As you turn to
the right, a terrorist charges right toward you! You move
into position and fire! The x ray from your stunner stops
him in his tracks.
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Segment 2
Choice 2a: Slow Entry

Darting forward, vou spot the first exit. ‘ipe&ding your
vehicle through it, vou maneuver skillfully into the dark-
ened cavern. A terrorist approaches and you blast him.
Twisting and turning around the dangﬁmus walls, you
move closer to the exit. Slipping into the next cavern, you
successfully speed past all the terrorists. With great skill
and courage, vou slowly fight vour way through wwo
more caverns, Inching toward the exit, yvou prepare to
rescue the Smoles and recover the power supply.

Choice 2b: Fast Entry

Your vehicle races through the first exat and advances
into the second cave. Turning vour Raster Rover to the
right, you crash into a wall. Quickly you swing vour
vehicle around uand speed through the darkened maze.
Oh, no! A terrorist hits your Rover betore you can stop
him. He fires again but you blast him first. 1hen vou race
through the cavern toward the Smoles and the power
supply.
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Segment 3
Choice 3a: Extra Hils

Charging around a corner, vou nearly crash into a wall,
but quickly and skillfully you mancuver the Rover w the
lett only to find three terrorists charging at vou! You fire
vour magna ray and miss. They shoot buck, hitting vour
Raster Rover hard. When vou fire again, vou hit two of
the terrorisis, but the other one chases afier vou, blasting
his deadly weapons. Luckily, your Rover has H}]Ef_ldl vec-
tor armor s it can withstand this onslaughr.

Choice 3b: Extra Crashes

As soon as vou see the dead end ahead, vou quirklv
furn. Bdtkttdtklﬂg vou accidentally slide into a terrorist
and hit him with your magna ray. Then vou race forward
into the dark passageway and slam Ilght into the wall.
Crash! Suddenly three terrorists charge vou from all sides!
You rush through the onlv apen passage, bur smash into
one ol the deadly walls, Lucky for vou, the Raster Rover’s
spectal ervo armor s strong enough to take the beaung.
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Segmernt Y

Choice Ya: See Smoles

You now enter the cavern where the Smoles are held
capuve. The green symbols lighting up on the screen
inform vou of each Smole’s locaton, making it casy for
vou to rescue them. Bul vou watch closely for terrorists
since vou know the Scannervision can’t see them until
vour Rover passes righi nexi to them. Yo qpﬂed toware
a group ol Smoles and nearly crash right mmto the wall!
Backing up, vou slide smoothly around the corner. You
have only four hinary minutes left. . ..

Choice Ub: See Terrarists

You speed into the cavern to find the hidden Smoles,
Each terrorist 1s marked by a red svinbol on vour viewing
screen. As the terrorisis race toward vou. vou skillfully
dart 1in the opposite direction. Since the Smole locations
are not displayed, vou must caretully inspect every inch
of the cavern. At least it’s casy to keep vour distance from
the terrorisis! You have only tour binary minutes left. . ..
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Segment 5

Choice 5a: Electronic Boomerang

Gliding down the dark passageway, you spot three
Smoles ahead. As you speed torward, you shoot out your
clectronic boomerang and pull them into your Raster
Rover. Good work! Then vou blast a werrorist as your
boomerang grabs two more Smoles. You must search tor
the others, but the terrorists are stll attacking. You tire
again and again. Bull's-eve! Racing vour Rover around a
corner, you spot more Smoles. With only three binary
minutes left, vou fhp your electronic boomerang around
them and pull them to safety.

Choice 5h: Laser Net

Swinging your laser net around four Smoles, you pull
them 1 as two nasty terrorists begin to blast vou. You fire
back and knock them dead! Then you speed toward five
inore Smoles, throw yvour powerful laser net over them,
and draw themn toward safety, Darting around the danger-
ous cavern walls, you race past a terrorist before he cven
has a chance to {ire. With only three binary minutes lett,
you advance toward more Smoles and scoop them into
your net.
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Segment &
Choice Ba; See Exlis

You sncak through the entrance into the dark power
supply cavern. l'hen a circle lights up on the screen
indicating your cavern exit. But suddenly two terrorists
race at you from both sides! With hghtning speed you
pivot as vou fire and hit both of them. You go on search-
ing tor the hidden power supply until you find it. Scoop-
ing it up, vou S[)EEd toward the exit light. Only two
binary minutes of power remain for you belore the
Technoterrorists will wipe out Venturial

Choice Bb: See Power Supply

You rush into the cavern toward the brightly lit power
supply. Suddenly a terrorist pops up in vour path. Firing
your weapons, you stop him cold. You twist and turn
through the dark cave and grab the power supply. Deadly
terrorists race after you as you scarch frantically for the
exit. There it is' You slide thruugh safely, but you have
only two more binary minutes before the power runs out
and Venturia will be destroyed.
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Segment 7

Chpice 7a: Extra Fuel

The Smoles and the power supply are safe in vour
Rover as you enter the tinal cavern, Your tuel 1s low and
vour amme is completely gone. When two terrorists
approach, vou have to run. They fire at vou, but you
twist around the corners and speed away. There's the
exit! As you race for it, vour fuel level drops dangerously
low. The terrorists are still firtng at you, but you guickly
dart through the exit with one binary minure to spare!

Chaoice 7b; Extra Ammunition

You enter the final cavern with the power supply and
Smoles safely loaded into vour Rover. Your fuel supply 1s
dangemuﬁh low, bul you do have some ammo left. Look

. I'he terrorists are surrounding you. You fire and hit
Iwm but the others move in closcr. Fire! You wipe them
out with the last of vour ammo. There’s the exit ahead.
With a burst of H]}Et‘{i vou charge thl{:.ugh it just as the
clock ticks off the last binary minute!

furn to page 107 to end the story.



chapter 8

“You saved Venturia!” Ramda cheers.

“The terrorists’ attacks werc stopped by your courage
ancl skill,” Romiden adds.

The viewing screen tlashes the words “VICTORY! VICTORY!
VICTORY! in bold red letlers.

Romiden places his hand on vour shoulder and says,
“The power supply will be returned to CPLU Central in-
stantly and the Smole scientists are free again. Thanks to
you we can drive the Technoterrarists ont of Venturia
forever!”

The screen blacks out and a4 Smole appears. He says,
“The transmission knocked Vidi out, but he’s unharmed.
I'll be sure he’s returned sately.”

“Thank you!” Rainda cries joviully.

Max says, “lhat old bird's not oo bad—once in a
while!™

As Max and Lazarius shake vour hand, vou notice a
sparkling white mist rising from the tloor. "What's
happenimgr” you ask.

Romiden says, “1t’s time for vou to pass through the
glass of Lighting’s Window and return to the Analog
Dimension.”

You say good-bye (o Max and Ramda as the mist encir-
cles your head and encloses vou in a glittering blanket of
fog.

A cool breeze sweeps vou off the ground and floats vou
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into the air. It spins upside down 1n total whiteness, The
delicate mist angles against your skin.

With a gentle bounce vou land on the ground as the
sparkling fog fades away. Looking around, you exclaim,
“I'm back m my room!”

Walking over to your computer, you notice that the
monitor is turned on and words are printed on the screen.

You sit down in vour chair and read the message:

THANK YOU
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LURat You Need to Know to
Type in the Programs

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

The Computers Compatible
Lith this Bogk____________

The programs will run on these computers: the Commeo-
dore 64, the Apple 11 family, and the Radio Shack Color
(Jnmputer

The Commodore 64 listings will run only on a Comme-
dore 64; they will not run on other Commodore machines.

The »%pple II listings are written for the Apple 11 family
of computers that run Applesoft BASIC, such as the Apple
11+, Ile, and Ilc computers. The programs in this book
will not run on any model using Apple Integer BASIC.

The Radio Shack Color Computer (CoCo) listings are
wrilten for all CoCo models. You must have at least 16K of
memory. They will not run on the Radio Shack TRS-80
Models [ 10 IV,

How to Typeinthelistings__

As vou read the story and muake your video game pro-
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gram choices, carefully mark these on the Opuon Sheet
on page 115, Type in the programs as you go along
or read the story straight through and type them in later.
In either case, be sure to type 1n only one of two choices
for cach ot the seven pieces of the program.

There are seven major parts to the program, each of
which has an A, B, C segment to type in. You always
choose between the A and B segment listings and you
always add the C segment listing to A or B.

For example. if vou want your Scannervision vehicle to
have more ammo (and less fuel), then you will want to
type 1n the segment 7B listing. You will not type in the
segment 7A lisung, but you will type in the segment 7C
hsting.

Use the correct listing for your brand of computer.
The program segments tor the Commodore 64 (C64),
Apple 11+ tamily (Apple), and Radio Shack Color Com-
puter are given on separate pages—be sure to follow
the directions that will take you to the correct pages
to type.

If you aren't using a computer, mark yvour choices on
the Option Sheet on page 115. See the result ot your
choices by reading the video game simulation on page 93.

It you have any trouble getting your program to run,
proofread your listings carefully. If there is one 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 1t to a printout or screen listing of what you
have typed. Or read the printed listing into a tape re-
corder and play it back while you examine your own
Lyping.

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 @ microsecond can wipe out an evening’s work!
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The longer vou type without resting, the more likely
you are to make a mistake. I'ry not to type for more than
an hour at a time. One of the reasons that Arcade Explor-
ers 15 broken up into scgments is so that vou can type in
each part separately and easily.

As you type 1n each line, check to see that it 1sn't
continued on the next line before you press RETURN.
Get in the habit of looking at the next line number. If the
next line 1s indented, it is part ol the line before.

You will need to use a joystick to play the game. Plug in
your joystick (read the specitic instructions for your com-
puter’s joystick in “How to Play the Game” on page 112.

Once you have typed in the program correctly and it
runs, feel free o experiment! However, the authors of
this book take no responsibility for any program modifica-
tions vou may make. Remember, }i’()ll can't hurt your
computer by changing a program, so go ahead and
experiment! Ih studying the way that th{-:- program changes
as vou type in different segments, you can learn how
programs can be modified.

InlCase of Errors_ _ ______ __

————— — — — g — — — — E—— — — T — — — — — — — — — — —

If you get an error message after you type i your pro-
gram and then RUN i, consult your computer’s manual
to see what the error might be and where it may occur in
the listing. Be sure [hat you are typing in cxactly what 1s
on the printed page! Double-check the numeral 9 and the
letter O, and the numeral 1 and the letter L. 'They are
easy to confuse.

If all else fails, save everything to tape or disk and turn
vour compuicr oft. Get a good night’s sleep and come
back the next day with fresh eves. There are approxi-
mately 8000 keystrokes in the program, and 1t is casy (0
make a typo! Take it slow and easy and you will have a
game that you can modity again and again.



Indexoflisting Conventions

For the Apple and CoCo listings, you can type In ex-
aclly what you see. Some of the program lines are too
long to 1t on the page—they are continued on the hne
immediately bélow and are indented whenever possible.
[gnore any spaces that are nef in between quotes.

tor the Commeodore 64, certain lisung convenfions are
used. The following chart shows you what cursor and
color keys to press:

LISTING You Type
[BLK] CTRHL-
[LUHT] CTRL-2
[RED] CTHL-3
[CYAHN] CTRL-M
[FURF] CTRL-5
[GRN] CTRL-B
[BLUE] CTRL-7
[YELO] CTRL-8
[RVON] CTRL-9
[RVOF] CTRL-O0
[OANG] CMMD-]
[BAN] CMMD-Z
[LRED] CMMD-3
[GRY 1] cCMMD-Y
[GRY 2] CMMD-5

[LGRN]

CMMD-6
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[LBLU) CMMD-7

[GRY 3] CMMD-8
[C/DON] Cursor/down
[C/UP] Cursor/up
[C/RT] Cursor/right
[C/LF] Cursor/left
[HOME] FHome

[CLR) Clr

[F1]-[F8] Function Keys

CTHL = conirol key
CMMD = Commodore Key



Program Optioris:

After you have created your game once, you mdy 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 C64 Apple CoCo
iA
Fire + 10001100 ng 137 153
1B
Fire X 10001300
2H
Slow Entry 2000—-2100 121 139 155
2B
Fast Entry 2000—2300
3A
Maore Hits 30003100 123 41 157
38
Mpre Crashes 3000-3300
UH
See Smoles Hooo-\JdiDo 125 43 159
ug
See Terrarists 4ypoo-4300
5A

Rescue Boomerang 5000-5100 127 5 = 161
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5B

Rescue Net 5000-5300

BR

See Exit 60006100 129 147 163
6B

See Power Supply 6000-6300

7R

Mare Fuel 7000-2100 131 Iug 164
7B

Mare Amma 7000-7300

The € segments {ollow directly alterward 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 5999.



How to Play the Game

You must use the Scannervision secret weapon o stop
the l'echnoterrorists from destroying Venturia. These
evil villains have stolen Venturia's power supply and kid-
napped the Smole scientists. You must drive the Scanner-
vision remote-control vehicle, the Raster Rover, into the
deep dark caverns of the terrorist mountain fortress, You
can save the Venturians il vou recover the power supply
and rescue the Smoles betore Ventunia's Electron batter-
ies run out.

When the game starts, your remote-control vehicle will
enter the first cavern. It will be dark. You will not be able
to see around vou. As you move, the area surrounding
your Raster Rover will light up and stay lit. You must not
touch any walls. They are clectrocharged and will dam.-
age vour vchicle. If you receive enough damage, the
vehicle will be destroved and you will lose the game.

Lhere are seven caverns. All of them have electrochar ged
walls and attacking rerrorists. The terrorists will chase you
and shoot you with their vector rays. Your Raster Rover
1s equipped with a magna ray that you must use to stop
thent betore they destrov vour vehicle.

One ot the seven caverns contains the stolen power
supply and another contains the rwenty kidnapped Smoles.
You have already chosen it you wish to go for these two
caverns immediately and exit through the last two caverns.
Or you will have chosen to go to these two caverns after
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you have successfully maneuvered through tour caverns
first.

You have also already chosen which objects you wish to
use on vour mission. You chose vour vehicle’s magna-ray
fire pattern, the type of armor on your vehicle, whether it
contains extra fuel or extra ammo, and it you will use the
electronic boomerang or the laser net Lo rescue the Smoles
and recover the power supply.

You also chose what objects you wish to be illuminated
hy the Scannervision’s remote-control viewing screen. You
will be able 10 see cither the Smoles or the locations of the
terrorists. And vou will be able to sce either the power
supply or the cavern’s exit location. You must pass through
these exits to find yvour way successfully through the
seven caverns. As you progress, each cavern has more
terrorists in i1t than the last, so be careful!

You start the game with a certain amount of [uel. Each
move will decrease the fuel. You will have a hmited amount
of ammunition that you can use to fire at the terrorists or
blast walls. You can pick up the Smoles or the power
supply by using the hoomerang or a net.

Your coutrol panel will tell vou the status of your
vehicle, how much fuel, ammunition, and time vou have
left, as well as how many terrorists yvou have stunmned,
how many Smoles you have rescued. and whether you
have recovered the power supply.

Beware! You only have a limited amount of time. The
clock 15 ticking. If vou do not accomplish your mission
before the clock moves 1o zero, the Electron batterics will
stop, Venturia will be plunged into eternal darkness, and
the Technoterrorists will have triumphed.

Win or lose, at the end of each game, vou will be told
your score. If vou did not save Venturia, you can try
again until you dof
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Specific Instructions for
Each Comnputer__________ ..

Commodore 64: 1'se Joystick Port 2 tor vour joystick,
Use the FIRE button to blast terrorists. Use the F1 func-
tion key {on the top right of your machine) to recover the
Smoles or the power supply.

Apple: Adjust vour joystick so that it will move the vehi-
cle smoothly. Use either joysuck button to blast the
terrorists. Use the space bar 1o recover the Smaoles or the
power supply. Make sure that your shift lock key 1s pressed
down 1f you have one.

Radio Shack CoCo: Adjust your juystick so that it will
move the vehicle smoothly. l%{* t]]f‘ right Jﬂ\”i[l{‘l\ port.
Use the joystick FIRE button to blast the terrorvists. Use
the space bar o recover the Smoles or the power supply,
Before vou begin typing vour CoCo programs, type:

Poke 25, 6: NELU

and press RETURN. This wilt give your CoCo the maxi-
mum amount of program memory,

Are you ready to save Venturiar?

Turn to page 101 when vou have finished playing
the game.



Option Sheet

Mark your choices as you make them:

Segment |
Choice IR: Fire +

Choice 1B: Fire x

Segment 2

Choice 2R: Slow Entry
Choice 2B: Fast Entry

Segment 3
Choice 3AR: Extra Hits

Choice 38B: Extra Crashes

Segment Y
Choice YA: See Smoles

Choice 4YB: See Terrorists

Segment 5
Choice 5H: Electronic Boomerang

Choice 5B: Laser Net

Segment &
Chaoice bAH: See Exit

Choice 6B: See Power Supply

Segment 7
Choice 7R: Extra Fuel

Chaoice 7B: Extra Ammo







COMMODORE 64
GAME PROGRAM







SAVE TIIFE VENTURIANS! 119

—— — — s — —— E—— E— — —— S S SIS BN EEEEE IS S -

1@ REN ARCADE EXPLORERS GAME |

280 REM SAVE THE VENTURIANS!

J0 REM COPYRIGHT SETH MCEVODY AND LAURE SMITH
48 REM PUBLISHED BY DELL BOODKS, INC.

98 B08UB 7508:60T0 8388

l@e@ REM FIRE + PATTERN

1182 RETURN

18 REM ARCADE EXPLORERS GAME 1

2@ REM SAVE THE VENTURIANS!

3@ REM COPYRIGHT SETH MCEYGY AND LAURE SMITH
4@ REM PUBLISHED By DELL BOOKS, INC,

2@ GOSUB 75@@:50T0 85@d

1400 REM FIRE X PATTERN

1500 FORI=1TOB:FA(I)=FA¢I+8) :NEXT:RETURN

1388 REM MAIN LOOF

{3585 A$m"*®

1510 IF (PEEK(JSIANDI(FT})<>13 THEN GOSUR 35ad
1520 B08UB 450@1REM ILLUMINATE

1530 FG=FG+1:1F FB=3 THEN FG=R:503UB 4720
1548 GET A%: IF A$aCHR$(133) THEN GOSUB 57@@
1545 IF (PEEK(JS)AND1&6)/146=8 THEN GOSUB 1420
1338 §3=253-1:605LUB 2739

1559 IF S53<! THEN BOTO 69480

139@ 60TO 1502

1498 REM FIRE

1682 IF 52¢1 THEN RETURN

1683 G0OSUB loee

1493 FORI=1TO4

1610 KaYP+FA(I+4) 1 J=PEEK(K)IFA(]+H) =D

16153 IF J=H3 THEN 1430

1403 T Tweldd TUCu 17085
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_1-c_ Continued_________

1425 IF J=HZ THEN 17380
1638 6070 1435

14358 POKE k-FF,FA(I)IPOKE K-FF+DF,6
1633 NEXT

1660 BOSUB 3778

1462 GOSUB 45049

1685 52=82-1¢G05UR 2737
1495 RETURN

1700 REM BLOT TERRD
1785 PUOKE K,H3

1718 §3=85+1

1715 GOEUB 2743

1728 605UR 19700

1748 BOTOD 1430

1758 REM BLOT CLUMFP
1735 POKE K,H3

1760 52w82-5:1F S2<1 THEN 52=8
176453 G0OSUB 2737

1798 GOTD 1458

1800 REM CATCHI

18@5 FOR CC=1TO1@

1810 Yy=CC#5+3@

182@ BOSUR J7pe

1829 NEXT

1B3@ RETURN

1982 REM CATCH2

1995 FOR CC=1T0Z4

1910 VVv=28@-CC#3

1920 60SUB 3920

1923 NEXT

1530 RETURN

WHEN YOU HAVE FINISHED TYPING, CONTINUE HEHDING
ON PAGE 11



2883
2300

2300
2302
2583
2519
2312
2313
2520
2323
23539
2609
261@
2613
2628
2623
2788
2712
2713
2728
2723
2727
2739

2733 PRINT" {HOMEX{C/DN}{C/DN}I{C/DNI}{C/RT}"R1S

SAVE THE VENTURIANS!

REM FAST ENTRY
SP=2:F5=3: RETURN

REM CREATE SCREEN

FORI=HS TO HE+BCiPOKE I,HSINEXT
FORHa1TO12
RE=FF+INT(RND(®)#*(5E-SC))
[=INT(RND(R)#4}+]
FORJ=|TO4:FORK=1TQ4

IF SC#(I,J,K)»"@" THEN 2338
CeEC+RP+4Q#K+J+19% 1 POKE C,H2
MEXTeNEXTINEXT

REM BORDER
FORI={TOI%sC=SC+FF+40#1+5+40
POKE C,H1:POKE C+39,H1:NEXT
FORI=|{TO4@:CaSC+FF+584D+]

POKE C,H1:POKE C+4@#18,HItNEXT
REM SCOREBOARD

B$x“"s FORI=1TOAB: BS=BE+SPEINEXT
BE$=Ri$+B$+R2$

PRINT*{HOME?"}+FORI=1TD&sPRINT B#;:NEXT
BOSUB 2738:GOSUB 2733:605UB 2737
80SUB 2739:1G60SUB 274Q:G05UB 2743:RETURN

PRINT “{HOME}{C/DN}{(C/RT}"RI$"FUEL"SPC(B)
"AMMO"SPC(8)"TIME"RZS
2732 PRINT" (HOME}{(C/DM}{C/DN}{C/RT>"“RI$"ESMOLES

"TERRORISTS"

2734 PRINT"(HOME}{C/DON}{C/DN}{C/DNX{C/DN}"}1
PRINTHIC/RTY'RIS*MESCSARE "R2$RETILIRN



Lk SETH McEVOY AND LAURE SMITIH

_e-c_Continued_________

273% PRINT "{HOME}(C/DN}"SPC(5)R1$;51;
“{C/LF) "jR2$31RETURN

2737 PRINT  “{HOME}{C/DN}"SPC(17}R1$;52)
“{C/LF) "3R28:RETURN

2739 PRINT “ {HOME}{C/DN}"SPC(29)R1$553;
“{C/LF) "yR2$1RETURN

2740 IF S4<1 THEN RETURN

2741 PRINT" (HOME} (C/DN}{C/DN}"SPC{13)R1$)1
FORB=1TOS4:PRINT 4" tNEXT: PRINTSP$+R2$

2742 RETURN

2743 IF §5¢1 DR 55)>20 THEN RETURN

2745 PRINT* (HOME} {C/DN) (C/DN) (C/DN}*SPC{13)
R1$;1FORB=1TOSSIPRINT +"y INEXT:PRINTEP$+R2$

2746 RETURN

2800 PRINTIPRINT'"WANT TO PLAY AGAIN?”

2805 PRINT “(PRESS Y IF YOU DO}"

2810 BET Y$:1F Y$<>"Y* THEN 2610

2815 RUN

2988 IF PR=@ OR S4>@ THEN PRINT "YOU FAILED IN
YOUR MISSION*:G0TO 2800

2918 PRINT “YDUR MISSION WAS A SUCCESS"

2920 8070 2800

WHEN YOU HAVE FINISHED TYRING, CONTINUE RERDING
ON PAGE 30.



jpao
31,00

~bae
ART]

3500
33083
3318
3328
3322
3524
3326
3528
3338
3533
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REM ALLOW MORE RHITS
CR=1@:HT=2@: RETURN

REM ALLOW MORE CRASHES
CR=2@:HT=1@1 RETURN

REM VEHICLE NOVE
IF §1<1 THEN RETURN

C=PEEK(JS)AND FT:MX=B:MY=0

IF C=14 THEN MY=-4Q;D)=1

IF Co7 THEN NX=i:DXe2

IF C=13 THEN MY=4@;D0X=3

IF C={{ THEN MX=-1;DX=4

POKE VP,32

C=PEEK (VP+MY+MX) 1 GOSUB 3400
Cx-1774(DX=1)~17{%(DX=2)~178%(DX=3)

-1794({D)=4)

31937
3340
3342
I543
3944
3338
3333
3368
Jspe
3518
Jbs2e
3625
3638
37088
3783
3718

TTIE

VPsYP+HY¢MX 1 VXYY eMX VY =YY+ (MY/40)
POKE YP,H@

POKE YP-FF-NX-MY,32

POKE SC+VX+4@4VY, C+é4

POKE BC+VX4+42#VY+DF,]

§1=8]1~11B05UB 2735

505UB 5800

RETURN

REM CHECK FOR COLLISIONS

IF C=xH3 THEN RETURN

IF CeH2 OR CsH1 OR C=H4 THEN GOSUB 4808
IF CaH7 THEN 5408

MX=@1MY=B1RETURN

REM TERRO MOVE

POKE V+3,9:POKE V+5,0:POKE V+b,240

POKE V,451POKE V+1,50

DORAVE Ui 4 LA E
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__3-c_Continued

3720 POKE V+4,44
3725 RETURN

3800 REM FIRE

3805 POKE V,2441POKE V+1,84

3804 POKE V+7,@1POKE V+8,79

3810 POKE V+5,1001PDKE Y+6,138

3811 POKE V+12,180:1POKE Y+13,138

3828 POKE V+24,14

3825 POKE V+4,33:POKE V+11,129

3835 POKE V+4,321POKE Y+11,128

3848 RETURN

3988 REM CATCH

3918 POKE V,10Q:POKE V+1,vV

3915 POKE V+5,1351POKE V44,136t POKE V+24,14
3920 POKE V+4,33

3925 POKE V+4,32

3932 RETURN

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING
UN PRGE 42.




4908
41080

4p0Q
43049

U-c

4500
4310
4312
435135
4528
4400
4603
4610
4613
4520
4625
46353
46582
47493
4718
4713
4729
4725
4730
4749
4744
4750
4754
4768
4764
4764
4748

Fe. . F |
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REM SEE SMDLES
TF=8: SF=FF:RETURN

REM SEE TERRORISTS
TF=FF15F=@:RETURN

REM ILLUMINATE
FORI=1TO91C=PEEK (VP+F (1))

IF CeH@ THEN 4529

POKE VP4F (1) ~FF,CIPOKE VP+F(I)-FF+DF,9
NEXTiRETURN

REN CREATE TERROE

BOSUB 4099

FOR I={ TO 2#8N
JeINT(RND (@) +# (TB) ) +5C+FF+TA

IF PEEK{J){>H3 THEN 4615

POKE J,H41TP{1}=]

POKE J-TF,H4:POKE J+DF-FF,4
NEXTIRETURN

REM MOVE TERRORISTS

FOR I=1 TO SN#2

IF PEEK(TP(I}}<>H4 THEN GOTO 4615sI=I-1
KsTP{])=HEITYsINT(K/40) s TXsK-TY449
AX=ABS(VX=TX} 1AY=ABS (VY=TY) 1 XDx@1YD=0
IF AX>AY THEN 4759

IF TY>VY THEN YD=-1:30TO 47680
YD=1360TD 4740

IF TX<YX THEN XD=1:B0TO 4768

XDu-}

BOSUB 4800

IF FLw1 THEN 4788

Hal

KeINT{RND{@)#4) 1 XD=Q1YD=0

1T . ¥ T.T008 ] Fe.Y X, 1 4= JF " B = " A = N
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_Y-c_Continued______ _; _

4772 BOSUB 4800

4774 IF FL=l THEN 4780

4774 HmH+11IF HC4 THEN 4748

4778 RETURN

4780 JsTP(1)+XD+4B8YD

4782 POKE TP{1),321POKE TP(I)-TF,32
4798 POKE J,H41TP(I)=J

4793 POKE J-TF ,H41POKE J+DF-FF,4
4794 NEXT

4795 RETURN

4988 REM MOVE TRY SUBROUTINE

4801 FL=D

4802 C=TP{I)+XD+484YD

4844 IF PEEK(C)=H@ THEN C=H41808UB 4808
8804 IF PEEK(C)=32 THEN FL=1:1BOSUB 37080
4398 RETURN

4850 XD=1tRETURN

4360 XD=-1tRETURN

4878 YD=1:RETLRN

4874 IF FL=t THEN K={

4880 YD=-11RETURN

WHEN YOU HAVE FINISHED TYPING, CONTINUE RERDING
ON FPAGE 56.
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50888 REM RESCUE WITH BOUMERANG
5109 BF=0:B1=49:02=41:RETLURN

5-b

— — T BN B B e s s S S B B B s s ey SR B B el

5008 REM RESCUE WITH NET
5300 BF=12:B1=102:B2%2381RETURN

5588 REM CREATE EXIT
5510 JeINT(RND (@)% (TB))+5C+FF+TA

5515 IF PEEK(J)<)>H3 THEN 5510

=515 IF PEEK(J+1)<)H3I THEN 5510

x517 IF PEEK(J-1)<>H3 THEN 5510

5528 POKE J,H7:L1=J

£522 IF AL=! THEN POKE J-FF ,H7:POKE J-FF+DF,é
$525 J=L1-HS1L2=INT(J/4@}1L3=J-L2%40

5538 RETURN

5488 REM NEXT SCREEN

=418 IF SN=8 THEN 4982

5515 GOTO 8600

578@ REM RESCUE

5785 FOR 1=1T03

5718 J=BN(BF+I+34DX-3)+VP1K=PEEK(J)

S715 IF Ke=HS THEN GOSUB 5780

5717 I1F K=H& THEN BOSUB 5790

5728 IF K<>H3 THEN [=3:160T0 5730

572% POKE J-FF,Bl1POKE J-FF+DF,41GOSUB 5778
§727 POKE J~FF,B21POKE J-FF+DF,4:605UB 5778
§728 POKE J-FF H3

5730 NEXT

5740 GOSUB 1808

5775 RETURN

5778 FORII=1TDS@:NEXTIRETURN

5788 REM RESCUE SMOLE

5782 POKE J,H3:POKE J-FF,H3
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_5-c Continued_________._

$784 GOSUB 7909
5784 S4=54-11G0SUB 2748

5788 RETURN

579@ REM RESCUE PS

5792 POKE J,H3tPOKE J-FF,H3

5794 GOSUB 7902

5796 POKE 8C+117,16

§797 PRsl

$798 RETURN

s800 REN TICK

5805 POKE Y+3,91POKE Y+5,01POKE V44,240
5819 POKE V,45:POKE V1,47

5815 POKE V+4,65

5820 POKE V+4,44

5825 RETURN

5908 REM CRASH SOUND

5985 POKE V+1,91POKE V+5,4

S904 POKE V+6,721POKE V+4,129:POKE V+4,128
5919 RETURN

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING
ON PAGE B6S.



6000
61080
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REM SEE EXIT
AL=1:RETURN

b-b

4000
5300

6918

REM SEE POMWER SUPPLY
AL=0:RETURN

REM YOU MOVE AND CRASH
MX=@:1MY=0

IF C=H4 THEN 60TO 6850

M$="WALL' "+STR${(CR)+" CRASHES LEFT!"
BOSUB 490280

GO0SUB 3900

CR=CR=-11IF CR<1 THEN 6970

RETURN

M$="TERRORIST! "+STR$(HT)+" HITS LEFT!"
BOSUB 4900

G0SUB 5928

HT=HT-111IF HT<1 THEN 69380

REM MESSABES
PRINT”{HOME) {C/DN}{C/DN;{C/DN}{C/DN}"

SPC(I2)RI$;M$;SPC(IQ-LEN(MS$))R2$1RETURN

6940
6941
6943
6930
6531

REM END OF GAME FROM TIME
PRINT"{CLR}{C/DNXYYOU RAN OUT OF TIME!"
60TO 6990

REM END OF GAME FROM HITS
PRINT"(CLR}{C/DNXYOU WERE HIT BY TOO MANY

TERRORISTS!"

6933
6970
6971
6973
4980

BOTO &990

REM END OF GAME FROM CRASH
PRINT"(CLRY{C/DNXYOU HIT TOO MANY WALLS!'"
BOTO &990

REM END OF GAME FROM WIN

6981 PRINT "{CLR{C/DN}YOU ESCAPED FROM
TCOOARICT FAUECDNG I N
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__6-c_Continued________.

6990
6991
6992
6993
6994
6995
6994
6997

PRINTIPRINT"YOUR FINAL SCORE:"3PRINT
PRINT"YOU RESCUED ";2@-5S4;" SMOLES"
PRINT"YOU STUNNED "y85;" TERRORISTS"
PRINT"YOU HAD "383;" TICKS OF TIME LEFT"
PRINT"YOU HAD ")82;" IAPS OF AMMD LEFT"
PRINT"YOU MAD ")S1;" PECKS OF FUEL LEFT"
B$="(C/LF}"1IF PR=0 THEN B#$="NOT*

PRINT "YOU DID "yB#;" GET THE POWER

SUPPLY!"1PRINT160TD 2900

WHEN YOU HAVE FINISHED TYPING, CONTINUE RERDING
ON PRGE 86.
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7-3

7888 REM MORE FUEL
7i00 5is1300:152=10Q01RETURN

7-b

700 REM MORE AMMO
7300 51=1@0@:52=158;RETURN

7-c

7500 PRINT *{CLR}{LC/DN) {RVON} ARCADE
EXPLORERE BAME 1 {RVOF}"1PRINT
7583 PRINT * (RYONJRULES{RVOF)"

7383 PRINT1PRINT "AVOID THE TERRORISTS
{RVON}+{RVOF}"

7518 PRINTIPRINT “RESCUE THE SMOLES
{(RYON}S{RVODF} AND PONER SUPPLY {RYON)IP{RVOF)"

7328 PRINTIPRINT "FIND THE EXITS
{RYON} @{RVDF}"1REMN" m"=SHIFT Q

7325 PRINTPRINT "AVOID THE WALLS

{RVON} = {(RYOF}"1REM " "«SHIFT V
7338 PRINT1PRINT * {RVON}ACTION{RVOF}"
7535 PRINTIPRINT*MOVE WITH JOYSTICK (PORT 2)°
7340 PRINTIPRINT "USE FIRE BUTYON TO DESTROY
{RVYON}+{RVOF} & {RVON) = {RVOF}"

7543 PRIRTAPRINT "RESCUE {RVON}S{RVOF) &
{RYONIP{RVOF} WITH <{F1> KEY"
T390 PRINT:PRINT! PRINT® {RVON}YPRESS

ANY KEY TO START{RVOF)"

7395 BET A$:IF A$="" THEN 7595

7594 PRINT"{CLR}"

7597 RETURN

7688 REM CREATE SMOLE PRIBON

7885 FORI=1TOD20

7818 JoINT(RND(@)#(TB))+8C+FF+Ta

7815 IF PEEK(J)<{>HI THEN 7810

7828 POKE J,H51POKE J~-SF,HS51POKE J+DF~-FF,7
TRE?E NEYT'RETURNM
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__72-c Continued_________

7848 REM CREATE PONER SUPPLY

7850 J=INT(RND(@)#(TB))+SC+FF+TA

7855 IF PEEK(J}<)M3 THEN 7850

7868 POKE J,Hé

7845 IF AL=@ THEN POKE J-FF,H&1POKE J-FF+DF,3
7890 RETURN

7909 REM CATCH3

7919 POKE V,384POKE V+1,25

7920 POKE V+2,2243POKE V+3,124

7930 POKE V+5,511P0KE V+&,204

7940 POKE V+24,14

79%0 POKE V+4,6%

7955 POKE V+4,64

7948 RETURN

9588 REM VARIABLES

8519 SC=1024:FF=R:5E=8C+437:105=55294

8511 DF=CS-5C;:V=54272

8515 PR=0

BS28 53=1000:54=20:55=0

B525 HS=49152: FF=H5-§C

8538 JS=55320:FT=15:REM PORT 2 = JOYSTICK
8535 H@=241:Hi=B1:H2=214:H3=32:Ké=171
8536 H5=1471H6=144:H7=209

8540 VX=19:1VY=14:YP=HE+VX+400VY

8550 R1$="(RVON){BRN3}":R2$="(RVOF} {LBLU}"
8551 SP$=CHR$ (32)

8555 SN=0:TA=280:TB=1024-320

8488 REM LOAD SCREEN

6685 DIM SC$(4,4,4)

B41® DATA "Q1@1Q@110191080101"

8415 DATA "Bi@li@ipaiigioatl"

8420 DATA "191PP10121101010"

8625 DATA "10010119@1011010"

8430 FORI=1TQ4:READBS:FORI*LTO4: FORK=1TO4

CONTINUE TYPING ON PRGE 132
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_7c Continued__________

8631 SC$(1,J,Ki=MID§(B$,J+44 (K-1),1)

B35 NEXTiNEXTiNEXT

8650 REM ILLUMINATE DATA

8655 DATA -41,-40,-39,~1,8,1,39,40,41

B&s® FORI={TD9:READ C:F(I)=CiNEXT

8465 DATA ~-40,-89,-120,1,2,3,40,80,120,-1,
-2,-3

8478 DATA -41,-4@,-39,-39,1,41,39,40,41,-41,

1,39

8475 DIM BN(24):FORL=1TO241READ BN(I) INEXT

8580 DATA 64,47,66,67,~40,1,40,-1

8485 DATA 7B,77,78,77,-39,41,35,-41

8698 DIM FA(14):FORL=1TO16IREAD FA(L) tNEXT

B495 POKE 532B@,0:POKE 53281,8:PRINT"(CLR)"

B788 REM ONE-TIME SETUP

8718 FORI=1TO24:POKE V+I,@sNEXTIPOKE V424,15

B715 DINM TP{14)

8725 GOSUB 20@@:G0SUB S2@P:G0SUE 1980

9730 GOSUB 4@80:GOSUB 7900:GOSUB 3080

8800 REM EVERY SCREEN SETUP

BOB4 PRINT®{(CLR}(C/DN}PLEASE WAIT...."

BB@5 SN=SN+11FORJ=1TOSNsS0SUB S9BBINEXT

8818 GOSUB 2500

BE1S FORI=1T0F:POKE VP+F{I) HIINEXT

BB2@ POKE VP,HR:DX=1:POKE VP-FF,He@

BB21 POKE VP-FF+DF,3

BB25 GOSUB 44@@:REM CREATE TERRORISTS

§832 IF SN=5P THEN GOSUB 7828

BB34 1F SN=PS THEN BOSUB 78480

5848 GOSUB S502

B92@ POKE 631,8:50T0 1508

LJHEN YOU HAVE FINISHED TYPING, CONTINUE READING
ON PRGE 91.
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988 REM ARCADE EXPLCRERS GAME 1

18 REM SAVE THE VENTURIANS!

928 REM  COPYRIGHT SETH MCEVOY

36 REM AND LAURE SMITH
748 REM PUBLISHED BY DELL BOOKS, INC,
738 GOSUB 37e@: GOTO 8588

1989 REM FIRE + OR X

1188 RETURN

Y48 REM ARLADE EXFLORERS GAME |

718 REM SAYVE THE VENTURIANS'

Y28 REM  COPYRIOGHT SETH MCEVOY

2380 REM AND LAURE SMITH
Y48 REM PUBLISHED BY DELL BOOKS, INC.
58 GOSUB 3788 GOTD 8584

1988 REM FIRE + OR X

1384 FOR I = 1 TG 4: FOR J = 1 TO 2:FF¢1,J?
= FF{(1 4+ 4,J): NEXT : NEXT : RETURN

1588 REM MAlN LOOP

i515 GOSUB 2788: REM FRINT SCORE

1325 GOSUB 35088: REM JOYSTICK

1338 GOSUB 4068: KEM [LLUMINATE

15335 GOTG 140@: REM CHECK FOR EXIT

1548 IF PEEK (4%¥258} > 127 THEN OGOSUB 1764
: REM FIRE AT TERRO

1545 GG = GG + 1: IF GG = 3 THEN G6 = @: GOSU
B 4780: REM MOVE TERROS

1558 IF FPEEK (4%24%) » 127 THEN GOSUB 5788

1568 52 = &3 - 1: IF 53 < 1| THEN EF = 6: GOTO
50 h

1578 GOSUB 45B8: REM ILLWHINATE 2

1598 GOTO 1584

1 S0 () ot ¥ ry»y ¥*¥ -
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_1-c_Continued_________

1616 IF EF = 2 THEN HOME :M$ = "NEXT CAVE..
.PLEASE WAIT": GOSUB Zz788: GOTO 3660

16428 [IF EF = 1 THEN HH = HH - 1:M$% = °"TERROR
IST! * ¢+ STR$ (HH) + * HITS LEFT":55 = 8:
GOSUB S5808: IF HH ( 1 THEN &888@

1638 1F EF = 3 THEN CC = CC - 1:M% = “UWaAlL!
* + S5TR$ (CC) + " CRASHES LEFT":55 = 8: G
gsue Seee: [F CC < 1 THEN 64£@4

14489 IF EF = 4 THEN M$ = "Y0OU GOT THE PQOWER
SUPPLY!":558 = 7: GOSUB 5886:54 = |

16458 IF EF = 5 THEN 54 = 54 - 1:585 = 6: GOSU
B S5886: IF S4 ( 1 THEN M$ = "YOU GOT ALL S
MOLES!'®

1698 EF = B8: GOTO 1540

1768 REM FIRE AT TERRO

1785 1F &2 ( 1 THEN FRETURN

1787 58 = 3: GOSUB 5808

1718 FOR I = 1 TO 4: GOSUB 1799

1738 C¢ = HS$(VZ,HZ)

17353 1IF €% = "T" THEN HS#(VZ ,HZ) = " ":55 =
S5 + 1:55 = 5: GOSUB 5B8@3
1737 1F C$ = "X" THEN HS$(VZ,HZ) = " *:82 =

S2 - 5: IF 52 ( 8 THEN S2 = ®
1748 IF C$ ( » * " THEN 1735
1758 HTAB HZ: VTAB VZ: PRINT “#+*;
1755 NEXT :52 = 52 - |
1768 FOR I = 4 TO | STEP - 1
1778 GOSUB 1798

1773 HTAB HZ: VTAB VZ: PRINT HS3(VZ,HZ):: NE
XT : RETURN

17980 UZ = W + FF(L,1)031HZ = W + FF(1,2): RET
URN

WHEN YOU HAVE FINISHED TYPING, CONTINUE RERDING
ON PAGE 11.
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_———————————_".".___.—.-_-

2688 REM SLOW DR FAST ENTRY
2188 SP = 5:PS = 41 RETURN

2888 REM S5L0W OR FAST ENTRY
23886 SP = 2:PS = 3: RETURN

2388 REM CREATE SCREEN

2582 UTAER 4: HTaB WM + 1: INVERSE : PRINT *T7
UNNEL ING" : NDRHAL

2985 FOR 1 1 TO UM FOR J = 1 TO HM:HS3(1,
Jy = " *: GOSUB 2598: NEXT : GOSUB 2558: N
EXT

2588 FuUR K 1 70 &

2309 LET £ PEEK (4%2d@8)

2318 UZ = INT ¢ RND (1) # 12 + &):HZ = INT
¢ RND (1) = 32 4+ 2)

2315 C = IHT < END {8) ® 4 + 1)

253z8 FOrR I =1 TO 4: FOR J =1 T4 4

2325 HS$(VZ2 + T ,HZ + J) = SC%{(C,1,J)

2938 NEXT : NHEXT : NEXT : RETURN

2358 HTAB 1: VUTAB 4: PRINT ")";: RETURN

25%8 IF 1 = & THEN HS3(4,J) = *N"

2292 IF 1 = '™ THEN HS$(M,J) = °N°

25%4 IF J = 1 THEN HZ3(],1}) = "N°

22396 IF J = HM THEN HS3(] ,HM) = °N°

2598 RETURN

24688 REM DOORWAYS

2618 Dl = INT ( BND (1) * 4 + 1)

Z&28 ON DWW GOSUB 2638,2448,2630,2540

2625 HS$(VZ,HZ2) = "E": IF AL = | THEN RETURN

[

N #

2628 HTAB HZ: VTaB VZ: PRINT "E*;: RETURN
2630 VZ = 4:HZ = 19: RETURN
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__e-c Continued_________

2448 Y2 = 13:HZ = 38: RETURN

2658 V2 = 22:HZ = 19: RETURN

2660 Y2 = 13:H2 = {: RETURN

2760 REM SCOREBOARD

2718 WVTAB 1: HTAB 1: PRINT "FUEL *;S1;" AMM
D *;S52;* TIME "3;53;" *

2715 VTAB 2: HTAB 1: PRINT "SMOLES *3;54;*
TERRORISTS *;55;" °

2717 VTAB 3: HTAB 18 + LEN (M$): FOR I = 1
TO 28 - LEN ¢M$): PRINT * *;: NEXT

2720 VJTAB 3: HTAB 1: PRINT "MESSAGE: " ;M$

2722 VTAB 4; HTAB 1: FOR I = { TO 38: HTAB 1
: PRINT CHR$ (95);: NEXT

2725 UTAB 1: HTAB 1: RETURN

LJHEN YOU HARVE FINISHED TYPING, CONTINUE RERDING
ON PARGE 30.
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3808 REM ALLOW MORE HITS OR CRASHES
3108 HH = 26:CC = 18: RETURN

3688 REM ALLOW MORE HITS OR CRASHES
3306 HH = 18:CC = 208: RETURN

3288 REM VEHICLE MOVE
3585 VD = B:HD = &

o

3318 HP POL (@:VF = PDL (1)

3515 IF WP £ 55 THEN WD = - 1:DX = |

35328 IF HF > 2080 THEN HD = 1:DX = 2

3525 IF UP » Z@8 THEN VD = 1:DX =3

2538 IF HP < 35 THEN HD = - 1:DX = 4

2033 U = ABS: (MD) + aABS (AD>: IFC > 1 OR C

= 8 THEN RETURM
3537 IF 81 = 8 THEH RETURN
3548 HSH(AS ,HS) = 8 8
3345 HZ = WV + HD:WZ W+ Wb GOSUB 3408
3098 RV = ®/ + HD:W ='W + VD
3355 HES (W, HV) = DR&{DX)
3968 IF HD + UD = 8 THEN RETURN

3343 &1 = 81 - 1: IF §1 { 8 THEN 51 = @
2978 55 = 1: GOSUB D300
35375 RETURN

3488 REM CHECK FOR COLLISIONS
2618 % = HES$(VZ,HZ)

34153 IF C$ =" " THEN RETURN

3628 1F C% = "T" THEN EF = |

3625 IF % = "E" THEN EF = 2

3638 IF C$ = *X* OR C$ = "N" THEN EF = 3

3488 HD = 9:WD = @: RETURN
3788 REM INSTRUCTIONS
3705 HOME : INVERSE : PRINT * ARCADPE EXFLORE
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_3-c Continued________.

RS GAME 1

3718 PRINT : HTAB 16: PRINT * RULES ¢

3715 HNORMAL : PRINT : PRINT. “AVQID THE TEREQ
RISTs5: T=

37728 PRINT : PRINT "RESCUE THE SMOLES: S*

3725 PRINT : PRINT *AND THE FOWER SUPPLY: P*

3738 FPRINT : PRINT “FIND THE EXITS: E®

3735 PRINT : PRINT "AND AVOID THE WALLS: X N

3748 FPRINT : HTAE 10: INVERSE : PRINT * ACTI
N " NORMAL

3745 PRINT : PRINT "MOVE WITH JOYSTICK

3758 PRINT : PRINT "RESCUE WITH BUTTON @

dA7535 PRINT : PRINT *FIRE WITH BUTTON 1

3768 PRINT : INVERSE : PRINT ® PRESS BUTTON
B TO BEGIN ": NORMAL

3765 1F PEEK (492492 { 128 THEN 3745

3778 HME : PRINT "PLEASE WAlIT...": RETURN

LJHEN YOU HRVE FINISHED TYPING, CONTINUE BRERDING
ON PRGE 4Ye.
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4898 REM SEE SMOLES OR TERROS
4188 ST = 8: RETURN

4p88 REM SEE SMOLES OR TERROS
4388 ST = |: RETURN

e _______

4589 REM ILLAMINATE SCREEN

4518 FOUR 1 =W - 1 TG W + 17 FOR J = RHY -
1 TO HJ + 1

45326 VTAB 1: HTAB [

4325 PRINT HS#{I,J.;

4330  NEXT : NEXT : RETURN

44688 REM CREATE TERKORISTS

4418 FOR 1 =1 TO z » SH: GOSUB 4764

4428 GOSUB 4889 NEXT @ RETURN

4766 REM M™MOME TERRORISTS

4745 FOR I =1 T 2 * SN

4787 TF = 8:PF = @

4718  1F HS®(JT(I) HT(I>» = * * THEN GOSUE 4
Y4@: GOSUB 4Baa

4715 WV = aBS (W - UTil)):HRA = ABS (WY - H
TCL))Vh = 8:HD = B

47728 1F HA > (A THEN 4750

4725 PF = 1 .

4738 1F UT(I) > W THEN WD

4748 VD = 1: GOTO 4748

4758 IF HT(I> < W THEN HD = 1: GOTOD 4749

4703 HD i

47468 TF EF 4

4765 V2 VTLTS ¢ YDHZ = HT(I) + HD

4747 1F HS$VZ,HZ) = DX¥<(Dx) THEN EF = |

4768 IF H53VZ,HZ> { > * " THEN 4788

4778 HSEJT(TO ,HTC(IDY = " "1 HTAB HT (1) VTRB

- 1: GOTO 4740

(I I |
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_Y-c Continued________._

UTCI): PRINT " "5 GOSUB 48448

477% HNEXT : RETURN

4788 IF TF > Z THEN 47795

4785 IF PF = 8 THEN 4725

4786 GOTD 47354

4888 REM ONE TERRO

4818 UT(I) = VZ:HTC(L) = HZ:HS%(VZ ,HI) = "T*

4815 2% = " "1 IF ST = | THEN /¢ = *"T"

4820 HTAB HT{1>: VTAB VT(1): PRINT Z%;: RETU
|

4788 REM RANDOM CREATE

4918 V2 = INT ( RND (1) 2 14 + 4):HZ = INT
( RND (1) % 37 + 27

4928 IF HS$(VZ ,HI) { > * " THEN 4%148

4925 [F ABS (V2 - W) > 3 AND ABS (HZ - WY
» ¥ 3 THEN RETURN

4938 GOTO 4910

WHEN YOU HRVE FINISHED TYPING, CONTINUE RERDING
ON PRGE 56.
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9086 REM  USE BOOMERANG OR NET
9188 RETURN

obed  REM  USE BOOMERANG OR NET

3388 FOR 1 =1 T0 4: FOR J = 1 T0 2:BN(1, D
= BNCD + 4,00 NEXT : REXT :BN(4,4) = BN(E
4701 RETURN

2788 REM RESCUE BOOMERANG OR MNET
2718 KL% = "("iKR® = ">%1 IF BN(4,4)

KL = "H#°:KR$ = (CHRS$ (127)

I
P
-l
X
2

3719 C = BN{(DX,3):KK = 3

5728 IFC =1 THEM VD = - {:HD = @
537722 IF C = ? THEN VD E EEHD = é
a0d IERZFTHRNURZ &bz o

3238 oE°R .clsl 28087 °77°

a/737 IF C$% = "P" THEN EF = 4:H4S$(VZ HZ)
":C3 = * *: GOTO 5741

2738 IF C% = “5* THEN EF = 35:iHS5%(VZ ,HZ)
"tC$ =" *: GOTO 5741

2748 IF €% = " " THEN GOTO 574Z
2741 HTAB HZ: VTAEB VZ2: PRINT * “;:KK =1 - 1

11 = 3: GOTO 5758
2742 HTAB HZ: VTAR VZ: PRINT KR%;
2743 FOR J =1 TO 158: NEXT
3744 HTAB HZ: VTAB VZ: PRINT KL%;
2738 NEXT
9748 FOR 1 = KK TO | STEP - !
2763 bBOSUB 5799
5745 HTAB HZ: UTAE VI: PRINT * *j
2778 NEAT : RETURN
5798 W2 = W)+ BH(DX,1) + ((1 - 1) » VD)
C7FD H7 HY + BNODX . 2Z)Y + (¢] - 1) * HD)
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_5-c_Continued_________._

5793 C% = HS$(VZ,HZ): RETURN
5888 REM SOUNDS
5865 ON SS GOSUB 5819,5820,5830 ,5548 ,5850,58
48,5876 ,5880 ,58580
5807 RETURN
5818 FR = {:DU = 5: GOSUB &458: RETURN
5826 FOR Y = 5 TO 1 STEP =~ 1:DU = SiFR = Y
% 30: GOSUB 6658: NEXT & FOR Y = 1 TO S:FR
= Y % 38: GOSUB 645@: NEXT : RETURN
5838 FOR Y = 1 TO 4:DU = 3@:FR = 250: GOSUB
4650:DU = 5:FR = 18 * S: GOSUB &&50: NEXT
: RETURN
5848 FOR YY = 1 TO 3:DU = 45:FR = 268: GOSUB
4450 1 NEXT : RETURN
5656 FOR YvY = 28 TO 1 STEP ~ 1:FR = YY * 18
+ 58:0U = S: GDSUB 6658: NEXT : RETURN
5858 FOR I = 1 TO 12:D0U = i8:Fk = 20@: GOSUB
66358 : NEXT : RETURN
5878 DU = 18: FOR 1 = 1 TO 18:FR = 58: GOSUB

6628 :FR = 288: G0OSUB 4658: NEXT : RETURN
2888 FOR ZZ2 = 1 TO 18: FOR Y = 1 TO 53:YY =

PEEK (4928@8): FOR YZ =1 TD 2Z: NEXT : NEX
T « NEXT : RETURN

WJHEN YOU HAVE FINISHED TYPING, CONTINUE RERDING
ON PAGE 69.

il
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__b-a

6688 REM  SEE EXIT OR PS
6188 AL = 8: RETURN

6088 REM SEE EXIT OR PS
6388 AL = 1: RETURN

— e e - S e I B W DS S e e B s e e

4688 REM MUSIC ROUTINE ML

6685 REM TYPE VERY CAREFULLY'

4618 DATA ©0,8,172,8,3,174,1,3

6415 DATA 169,4,32,148,252,173,48,192

6620 DATA  232,298,253,136,208,239,206

6625 DATA 0,3,208,231,94,8,0,8,-1

6630 2 = @: FOR 1 = 1 TO 31: READ B: POKE 767
4 1,B:2 = 2 + B: NEXT

4635 READ B: IF B < > -10RZ ¢ ) 3411 T
HEN PRINT *DATA'*: STOP

4648 RETURN

6458 REM PLAY MUSIC

46480 FPOKE 748,DU: POKE 749,FR

6478 CALL 778: RETURN

4860 REM  END OF GAME

6805 HOME

4819 23 = "DIDN’T MAKE": IF EF = 7 THEN 2% =
*MADE"

6812 PRINT : PRINT *YOU *;Z%;* IT THRU ALL T
HE CAVES®

4813 1IF EF = 7 THEN GOTO 4838

6815 IF EF = 3 THEN Z% = "WALLS"

4814 IF EF = 1 THEN ¢ = "TERRORISTS®

6820 IF EF = 4 THEN PRINT : PRINT *"YOU RAN

OUT OF TIME": GOTO 483@
6825 PRINT : PRINT *"TOO0 MANY ";2%
6838 7% = STR$ (54): IF S4 = @ THEN Z3% = "NO
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__b-c_Continued_________

6832 IF S4 > 8 THEN 2% = &TR$ (54)

6835 PRINT : PRINT *THERE WERE ";Z%;" SMOLES
LEFT®

4840 I% = "NOT*; IF Sé6 = 1 THEN 2¢ = "*

4849 PRINT : PRINT °*YOU DID ";Z%;" GET THE P
OWER SUPPLY*

4858 PRINT : PRINT "YDU GOT * ;553" TERRORIST
Sl

6848 PRINT : PRINT *YOU HAD ";S1:" FUEL AND
*352;" AMMO LEFT"

6878 2% = "DIDN’'T WIN": IF EF = 7 AND 54 = 8
AND S4 = 1 THEN Z% = "WON"

6875 PRINT : PRINT *YOU *;2%;" THE GAME!®

4888 PRINT : PRINT "PRESS ANY KEY TC PLAY AG
AIN*

4898 GET G%: RUN

LWHEN YOU HAVE FINISHED TYPING, CONTINUE RERDING
ON PAGE 86.
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7048 REM WORE FUEL OR a&MMQ
7188 51 = 1589:52 = 168;: RETURN

768¢ REM MORE FUEL OR AMMO
7388 51 = 186890:5Z = 150: RETURN

7888 REM SHMOLE PRISON
7805 FOR I =1 TO 28: GOSUB 470@

7820 HS$(VZ,HZ) = "S": IF ST = 1 THEN 78448
7838 HTAB HZ: VTAB VZ: PRINT *3%;

7848 NEXT : RETURN
7856 REM POWER SUPPLY

7853 GOSUB 4786

78468 IF AL = | THEN HTAB HZ: VTAB Vi: PRINT
IPI;

7845 HS${(VZ ,HZ) = "P": RETURN

8588 REM VARIABLES
B585S HM = 38:W = 22: DIM HS3 (WM HM)

8515 GOSUBR 70@88:53 = 2088:54 = 28:55 = @

83520 O0GOSUB 4698: GOSUB 4086 : GOSUE 3888: GOS
UB 268@: GOSUB 4968:54 = @

8529 DIM HT(14):y DIM UT<(14)

8488 REM LOAD SCREEN

8485 DIM SC%¢(4,4,4)

84618 DATA r"#l1Bildll10lelGelial”

8412 DATA "Bléllelediieipal”

8414 DATA “18]90618121101018"

8414 DATA "1A816110210811818"

8428 FOR 1 =1 TO 4: READ B$: FOR J = 1 T0 4
: FOR K =1 TOD 4

8425 C¢ = HIDS (B%,J + 4 * (K - 1),1)

84627 1F C% = "8" THEN C% o

8428 IF C$ = "1" THEN C% o on

8629 SC$(I1,J,K) = (%
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__7-c _Continued_________

8438 NEXT : NEXT : NEXT :SN = @

§788 REM ONE TIME INIT

€718 DIM DX3(4): pATA A,>,V,{:t FOR I =1 T
0 4: READ Dx${1): NEXT

8715 DaTa -1,9,1,8,9,-1,0,1

8717 DATA -1,-1,1,1,-1,1,1,-1

5778 DIM FF(8,2>1 FOR I = 1 TQ 8: READ HZ W3

4725 FECL,2) = HZFF{(1,1) = Y21 NEXT

3720 DATA 1 6,1,8, 1 2,1,0,3,8,~1,4,9

8733 DATA - 1 2 J1,3,1,1,4,1,-1,1,1

8735 DIM BN(8,4J: FDR {21 T0 4: FOR J = 1
TG 3: READ BN{I,J): NEXT : NEXT : READ BN(

4,43
8727 FOR 1 =1 TO 4: FOR J = { TO 3: READ EN

{1 + 4,32 NEXT : NEXT : READ BN(3,4)
8748 GOSUB 5688:0X = 1: GOSUB 164a4

5808 REM  EVERY TIME INIT

8881 55 = 4: GOSUB 52608

§882 IF SN = 7 THEN £F = 7: GOTO 4806

8885 MU = 19:W) = 14:EF = @

%818 GOSUB 2588: GOSUB 2488

8615 SN = SN + I:M& = "CAJE " + STR$ {SN)

8825 GOSUB 2788: GDSUR 4408

8827 FOR 1 = -1 TO1: FOR J = - § TO 1:HS
$OA) + T,V + J> = " " NEXT : NEXT

8538 HSS(VWY,HU) = 'A": HTAE HV: UTAE W: PRIN
T "'2'.;

ggsa  IF SN
R 7899

8855 IF SN = PS THEN M$ = °*POWER SUPPLY CAVE
*: BOSUE 795

8998 GOTC 1500

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING
ON PAGE 91.

CP THEN M = "SMULE CAVE®: GOSU
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+ REM --- TYPE "POKE 25,6:NEW’ BEFORE TYPING
1@ REM ARCADE EXPLORERS BAME 1

20 REM SAVE THE VENTURIANS

3@ REM COPYRIGHT SETH MCEVOY

33 REM AND LAURE SMITH

49 REM PUBLISHED BY DELL BOOKS

o0 CLEAR 1@@@:G605UB 3790:G0TQO 8500

19@0 REM FIRE + 0OR X

1102 RETURN

o REM --- TYPE 'POKE 23,6:NEW" BEFORE TYFING
i@ REM ARCADE EXPLORERS GAME |

2@ REM SAVE THE VENTURIANS

3@ REM COPYRIGHT SETH MCEVOY

35 REM AND LAURE SMITH

49 REM PUBLISKED BY DELL BODOKS

5@ CLEAR 100D0:G608UB 37@@:G0T0 B3@0@

1080 REM FIRE + OR X

1389 FORI=1TD4:FORJ=1TOZ:FF(I,d)=FF(I+4,J) 1 NEX
T:NEXT:RETURN

1320 REM MAIN LOQP

1903 IF INKEY$<>"" THEN GOSUB 570@

1319 GOSUB 27@BsREM S5CORE

1520 605UB 3IS0O:REM JOYSTICK

1339 GOSUB 45@@:REM ILLUMINATE

1333 BOTO 140@sREM EXITS

1540 P=PEEK(&328R)3I1F P-127 AND F-2535 THEN 808
UB 17@@

1545 BG=GG+1t]F GG=3 THEN GG=0:G0SUB 4708
15598 BOSUB 450Q1REM 2ZND ILLUM

1585 §3=53-1:IF 53<1 THEN EF=6:G60T0 5608
1598 807D 135@e
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_1-c_Continued_________

1480 REM EXITS
1610 IF EF=2 THEN CLS:M$="NEXT CAVE ... PLEASE
WAIT":@0SUB 2700:G0TC 88080

1628 IF EF=1 THEN HH=HHM-1:M$="TERRORIST! "+STR
$(HH)+" HITS LEFT":56=8:805UB 5800:IF HM<! THE
N 4809

1638 IF EF=3THEN CC=CC-1:M$="WALL' "+STR$(CC)+
" CRASHES LEFT*:55=8:60SUBSBRR: IFCCCITHENSSAD
1648 1F EF=4 THEN M$="YOU GOT THE POWER SUPPLY
1"y 58=7: 50SUB 580@:54=]

165@ 1F EF=5 THEN G4=54-1:55=4:G0SUB 5B00:IF &
4<1 THEN M$="YOU GOT ALL SMOLES!"

1692 EF=@350T0 1549

1702 REM FIRE'

1705 IF S2¢1 THEN RETURN

1797 §6=3:505UR 3800

1710 FORI=1T04:GOSUB 1790

1730 C$=CHR&(HS(VI,HI))

1735 IF C#=C4$ THEN HS(VI,HI)=32 :55=55+1:55=5
+B05UB 5808

1737 IF ASCI(C$)>144 AND ASC(C$)<1&6B THEN HS (V2
,HZ)=32 152=52-5:IF §2¢@ THEN 52=0

1748 IF C$<¢>C1$ THEN 1755

1758 PRINTAVIVI) +H(HZ) ,CHR$(207)

1755 NEXT:52=52-1

1757 FORI={TO99:NEXT

1760 FORI=<4TOI1STEP-1

1770 8OSUB 1799

1775 PRINTEV(VZ)+H(HI) ,CHR$ (HS (VI ,HI})j1NEXT:R
ETURN

1799 YIsVV+FF (1, 1) tHI=HV+FF{I,2) 1RETURN

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING
ON PRGE 11,
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200@ REM SLOW OR FAST ENTRY
2100 SPa31PS=4tRETURN

288@ REM SLOW OR FAST ENTRY
2300 BP=21PS=JyRETURN

250@ REM CREATE SCREEN
2502 PRINTAY (4} +H(YM)+{, “TUNNELING"

2505 FORI=1TOVYMi1FORJI=1TOKM: C¥=CHRS(287) 1HS(1,J
}=32 1GOSUP 256@:NEXT:GOSUB 255@: NEXT

2506 Y=4:GOSUB 2598

2508 FOR K=1T06

2510 VI=RND{(B)+3:HI=RND(24)

2515 C=RND(4)

2520 FORI=1TDA:FORI=1T04

2525 HS(YI+1,HI+J}=ASC(SCEIC,1,d))

2530 NEXT:NEXT:NEXT

2545 RETURN

2550 PRINTEV(4)+H(I},">"j 1RETURN

2560 IF I=4 THEN HS(4,J)=ASC(CS)

2562 IF I=VM THEN HS(VM,J)=ASC(CS)

2564 IF J=1 THEN HS(1,1)=ASC(L*)

2564 IF J=HM THEN HS(I,HM)=ASC{C$)

2568 RETURN

2598 FORI={TOHM:PRINT@V(Y)+H(I),C1$;:NEXTtRETL
RN

2602 REM DOORWAY

2610 DW=RND(4):0N DW BOSUB 2438,2440,24650,24640
2625 HS(VI,HI)=&9:1F AL=]1 THEN RETURN

2628 PRINT&Y (VI)+H(HI},"E";:RETURN

2630 VI=41HI=15:RETURN

2640 VI=18sHI=31:RETURN

2658 VI=ibi1HI=15:RETURN
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.e-¢c _Continued__________

2660 VI=10:HI=1:RETURN
2700 REM SCOREBOARD
2710 PRINT&Y(1)+H(1),"FUEL*;S1;" AMMD";§2; " TH

T = S R

Rt

271% PRINTAV(Z2)+H(1),"SMOLES ";54;* TERRORIST
5 “iSS;" n .

2720 PRINTA®Y(3)+H(1),M$

2721 K=LEN(M$)+1:FORI=K TO HM-K:PRINTEV(3}+H(!l
), CE$} s NEXT

279@ RETURN

WHEN YOU HAVE FINISHED TYPING, CONTINUE RERDING
UN PRGE 30.
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JB00® REM ALLOW MORE HITS OR CRASHES
3100 HH=20:CC=1@:RETURN

— — — — — — — — — — S — S — — — — —

3080 REM ALLOW MORE HITS OR CRASHES
338@ HH=10:CC=20:RETURN

X308 REM VEHICLE MOVE

3305 VD=01HD=0

3310 HP=JOYSTK(B):VP=JOYSTK{1)

3515 IF YP<1& THEN ¥D=-1:DXx=1

3520 IF HP>45 THEN HD=1:DX=2

3525 1F VP>45 THEN VD=1:DX=3

3538 IF HP<{15 THEN HD=-1:DXx=4

3933 C=ABS(VD)+ABS(HD):IF C>1 OR C=@ THEN RETU
RN

3537 IF S51=0 THEN RETURN

3540 HS(VV, HV)=32

3045 HI=HV+HD:VI=VV+VD:605UB 3400

3550 HV=HV+HD:VV=VV+VD

35335 HS(VV,HV)=ASC(DX$(DX))

3560 IF HD+VD=@ THEN RETURN

3569 S1=81-131IF S1<D THEN S1=0

3370 S55=1:605UE 5B8@0Q:RETURN

3600 REM CHECK FOR COLLISIONS

3618 C$=CHR$ (HS(V1,HZ))

3613 IF C$=C1% THEN RETURN

3620 IF C#¥=C4% THEN EF=1

3625 IF C$="E" THEN EF=2

3630 IF (ASC(C#)>144 AND ASC(C$)<146@8) OR C#$=CH
R$(287) THEN EF=J

3680 HD=@:VD=0:RETURN

3700 REM INSTRUCTIONS

37805 IF PEEK(25)<>6 THEN FPRINT"PLEASE TYPE 'PO
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_3-c_Continued________.

KE 25,&:NEW ":18TOP

371@ CLS:PRINT"ARCADE EXPLORERS GAME 1: RULES"
J715 PRINT:PRINT"AYOQID TERRQRISTS “;CHR$ (191
" & WALLS ";CHR$(13%9);CHR$(32);CHRs$(287]

3716 PRINT

3729 PRINT"GET SMOLES s & PUWER SUPPLY p*

3721 PRINT

3725 FRINT"FIND THE EXITS E”

3730 PRINT:FRINT"ACTION:"

3733 PRINT:FPRINT"USE LEFT JOYSTICK TJ MOVE"
3740 FPRINT®FIRE WITH FIRE BUTTON"

3745 PRINT®HIT ANY KEY TO RESLCUE"

3735€ PRINTS{PRINT"PRESS ANY KEY TO BEGIN NOW"
3798 RN=RN-1:1F INKEY$="" THEN 3792

3795 RN=RND(RN):RETURN

WHEN YOU HRVE FINISHED TYPING, CONTINUE RERDING
ON PRGE 4e.
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4880 REM SEE SMOLES OR TERROS
4189 ST=91RETURN

lIHI REM SEE SMOLES OR TERROS
4390 ST=11RETURN

REM ILLUMINATE

FOR I=VV-1TOVV+1:FORJ=HVY-1TOHV+!
PRINTEV(I)+H(J) ,CHR$(HS(I,J));
NEXT:NEXT:IRETURN

REM CREATE TERRORISTS
FORI=1TOZ#SN: GOSUB 4900

GO5UB 48@@:NEXT:RETURN

REM MOVE TERROS

FORI=1TOZ#5N

TF=@:PF=@

IF HS(YT (D) ,HT (1)) =32 THEN GOSUB 4%08:G0S

Ug 4609

4715
=0

4720
4725
4730
4740
4750
4733
47648
4765
4787
4748
4778

VA=ABS (VV-VT (1)) :HA=ABS (HV=-HT ([} ) :V¥D=@:HD

IF HA>VA THEN 4750

PF=1

IF VT(I}>vY THEN ¥D=-1:G0TC 4768
YD=1{:G0TO 4740

IF HT(I)<HY THEN HD=1:G60T0 4748
HD=-{

TF=TF+1

VI=VT(I)+VDtHI=HT{1)+HD

IF HS(VI,HI)=ASC(DX$(DX)) THEN EF=1
IF HE{VI,HI)<{>»32 THEN 4788

HE (VT (L) HT (I ) =J2: PRINTEV(VT(I) ) +H{HT (I}

},C18;1G0SUR 4800

4775

NEXT:RETURN
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_Y-c Continued_________

47680
4785
4786
4800
4810
4815
48229
45080
4910
4929
49235
URN

4930

IF TF>2 THEN 4775

IF PF=@ THEN 4723

GOTO 4730

REM ONE TERRO

VT (D) =VI:HT(I)=HI:HS(VI HI)=1?1
I$=Ci$:IF S5T=1 THEN I1$=C4$
PRINT@V(VT(I) ) #H(HT(I)) ,I%;:RETURN
REM RANDOM CREATE
VI=RND(11)+4:HI=RND(29)+1i

IF HS{(VI,HZ)<>32 THEN 4910

[F ABS{VI-VV) >3 AND ABS(HI-HV) >3 THEN RET

GOTO 4910

WHEN YOU HAVE FINISHED TYPING, CONTINUE RERDING
ON PAGE 56.
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S888 REM USE BODOMERANG OR NET
5188 RETURN

L e R R R R —

5@PD REM USE BOOMERANG OR NET
5380 FORI=1TO4:FORJ=1TO3:sBN(I,J)=BN(I+4,J)NEX
TtNEXT:BN(4,4)=BN(B,4} :RETURN

578@ REM BOOM OR NET
5710 KL$="("sKR$=")*;IF BN(4,4)=] THEN KL$="%"
KR$="+"

5715 C=BN(DX,3) 1KK=3

5720 IF C=] THEN VD=-11KHD=8

%722 IF C=2 THEN VD=@iHD=1

5724 IF Cs3 THEN vD=1:HD=8

5726 IF C=4 THEN VD=@iHD=-1

5730 FORI=1T03:1GOSUR 5799

5735 §5=2:50SUB 5800

5737 IF C$=Ch$ THEN EF=4i1HE(VI, HI}=32:C$=C1$:6
070 5741

5738 IF C$=C5$% THEN EF=5:H5(VI,HI}=32:C$=C1%10
070 5741

5748 1F C$=C1$ THEN GOTD 5742

S741 PRINTEYV (VL) +H(HZ) ,CL1$jtkKK=I~1 t =3 1 GOT
0 5758

5742 PRINTAV(VI) +H(HI) ,KR$;

5743 FORJ=1T06@: NEXT

5744 PRINTEV(VI)+H(HI) KL$;

S750 NEXT

5740 FORI=KK TO | STEP-1

5743 GOSUB 5790

5745 PRINTEYV(VI)+H{HI) ,CHR$(HS (VL HI))}

5779 NEXT:RETURN

§799 VI=YVeBN(DX,1)+¢(1-1)%VD)
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_ 5-c_Continued________.

$792 HI=HY+BN{DX,2)+({I-1)%HD)

5793 C$=CHR$(HS(VZI,HI}):tRETURN

5800 REM SOUNDS

5885 ON S5 GOSUB 5812,5820,5830,5840,5850,5840

,5870,5832, %890

5807 RETURN

5810 SOUND 1,i:iRETURN

5820 FORY=2TOISTEP-1:SOUND Y#3@,1:tNEXT:+FORY=1T

025 SOUND Y#3@,11NEXT:RETURN

5830 FORY=1T02150UND 230,3:SOUND S8,11NEXT:RET

URN

5843 FORY=1TO2:SOUND 208,181 50UND 25@,2iNEXTIR
ETURN

5850 FORY=2@ TO { STEP -1:1SOUND Y#1@+50,11NEXT

: RETURN

5848 FORY=1T0121S0UND 158,11 NEXTtRETURN

5879 FOR Y=1TO5:SOUND 10@,43:SOUND 5Q,4:NEXT:RE

TURN

-88@ SOUND 208,3:50UND 1@@,3:RETURN
J89@ STOP

WHEN YOU HAVE FINISHED TYPING, CONTINUE READING
ON PAGE B8.
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4900 REM SEE EXIT OR FS
6188 AL=B:tRETURN

6000 REM SEE EXIT OR PS
6308 AL=1 RETURN '

4Bd@ REM ENDING

6B@5 CLS:M$="THE GAME 1& OVER' YOU ...":GOSUEB
2788

81D I$="DIDN'T MAKE":IF EF=7 THEN I$="MADE"

6817 PRINTE@YV(S)+H{Ll),Z%;" IT THRU ALL CAVES"

6820 IF EF=7 THEN GOTOQ 6839

6822 IF EF=3 THEN I$="WALLS"

bBZ35 [F EF=1 THEN I$="TERRORISTS"

6824 [F EF=4 THEN I#="TINHE"

6823 FRINT

4826 PRINT I$;" WAS YOUR PROBLEM'®

6830 Z$="NOT"3If S56=1 THEN I$=""

6832 PRINT

4835 PRINT"YDU DID “;I¢;" GET FPOWER SUPPLY"

4840 Z$="NOT":IF &4=0@ THEN I%$=""

6847 PRINT

£B845 PRINT"YQU DID ";2%;" GET ALL SMOLES!"
6858 Z$="DIDN'T WINR":IF EF=7 AND 54=0 AND 54=1
THEN 2$="WIN"

6855 PRINT:PRINT"YDU "“;18;" THE GAME'"

4860 PRINT:PRINT"PRESS ANY KEY TO PLAY AGAIN!"
bB&S IF INKEY$="" THEN 686&5

487@ RUN

WHEN YOU HAVE FINISHED TYPING, CONTINUE RERDING
ON PAGE 9i.
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7080 REM MORE FUEL OR AMMO
7188 51=15R0:52-18P:RETURN

7000 REM MORE FUEL OR AMMO
7300 Si=1000:52=] 501 RETURN

78080 REM SMOLE PRISON

7805 FORI=1T0Z@:G60SUB 4908

7820 HS(¥Z,H2)=115:1F ST=! THEN 78480
7830 PRINT&V (V1) +K{HI),C5$;

784@ NEXT:RETURN

785@ REM POWER SUPPLY

7855 GOSUEB 4500

7868 IF AL=] THEN PRINT&Y(VZI)+H(HI1),Cé$;
7865 HS(VI,HI)=112:RETURN

8500 REM VARIABLES

8505 HM=31:1VYM=16:DIM HS(VM,HM)

B515 GOSUB 70@08:53=200@:54=20:55=B:56=0
9520 GOSUB40QR:GOSUB3I@VD: GOSUB2B00:GOSUBAA0R
8525 DIM HT((4}:DIM VT(14)

8538 OIM H(HM}:DIM V(¥M)

8535 FORI=1TOD HMsH(1)=I-1:NEXT

B536 FORI=1TQ VM:V{I)=(I~1)#32:NEXT
BS54@ Cis=" "

8550 CLS

868@ REM LOAD SCREEN

8405 DIM SC$(4,4,4;

CONTINUE TYPING
ON PAGE 165.
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__7-c_Continued_________

B510
Bo1z
B&l4
Bb14
8629
8623
8627
Bo2B
8630
B&35
8708
B7835
g71@
8712
B715
8717
8728
8725
8730
8731
B7335

DATA “@1@18110108.1@@101"
DATA "0101101021101991"
DATA "1@1@@ig1pi1@1010"
DATA "1001¢liQ0iQ11QiQ"
FORTI=1T04:READ B$:FORJ=1TO4:FORK=1T04
CH=MID$ (B, Jedn(K-1),1)

IF T$="0" THEN C$=C1$:6070 8630
CH=CHR$ (RND{15) +144)

SC$(I,J,K)=C$

NEXT:NEXT:NEXT:5N=8

REM ONE TIME INIT

DX=1

DIM DX$(4)1DATA A,>,V,¢

FORI=1TO4 READ DX$(I)sNEXT

DATA ~1,8,1,8,0,~1,8,1

DATA =1,=1,1,1,-1,8,1,~1

DIM FF(B,2):FORI=1TGB:1READ HI:tREAD VI
FF(I,2}®HIIFF(L,1)=VIINEXT
DATA -1,0,1,0,1,2,1,0,3,0,-1,4
DATA =1,-1,2,-1,1,3,1,1,4,1,~t

, 9
y 1
DIM BN(B,4):FORI=1TO4:FORJ=1TO3:

y 4
READ BN(I

ydJINEXTINEXTIREAD BN(4,4)

B737

FORI=1TO4:FORI=1TO3:READ BN(I1+4,J) sNEXTIN

EXTtREAD BN(B,4)

B749
8752

GOSUER 500@:DX=1:1605UB 1004@
Ci$=CHR$(32Z):C4$=CHR$(191):C3$=CHR&$ (115}

Co$=CHR$(112)

g8ee
8801
8802
8803
8819
8812
8B13
8820
8823

REM EVERY TIME INIT

§5=4:3050UB 5800

IF SN=7 THEN EF=7:60TOD 4tBQE
HY=131VV=10:EF=0

GOSUB 2520

GOSUB 2400

SN=SN+11M$="CAVE"+8TR¥ (8N}

B05UB 2702:605UB #4589
FORI=-1TD1:FORJ=-1TODLl1HE(I+VV ,J+HY} 2T2: NE

YTaNEYT
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__7-c _Continued

T —— el — — i — —

BB3@ HE{VV,HV)=ASC(DXS$(DX))tPRINT@Y (VYY) +H{HV},
DX$(DX);

Bod4d IF SN=5P THEN GOSUE 780@:M$="SMOLE CAVE"

8859 IF SN=PS THEN GOSUB 783@:m$="POWER SUPPLY
CAVE"

780 GOTD 1500

WHEN YOU HAVE FINISHED TYPING, CONTINUE RERADING
ON PRGE 91.
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